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The coins hit the table loudly, snapping Tethin from his doze. “Sold! To the man chewing on his ‘
feet...” muttered the middle-aged human that was his companion for the evening, a Xaositect called
Barking Wilder. Tethin glanced around the tavern and frowned at the indications of its closing. He had
spent most of the day with the Xaositect, who had been given high recommendations from his contacts
in the Cage. Barking Wilder supposedly had a knack for finding the dark of things, even prophecies,
from whatever madness he lived in. Tethin had carried out the instructions exactly as he was told,
approaching the strange man with a bowl of clean water, dropping three copper pieces into the bowl,
and placing it before the Xaositect while asking his question. The odd human seemed to acknowledge
Tethin's request, nodding as he dipped his fingers into the water and began tracing lines across the
wooden table. Thinking the Xaositect meant to communicate through the trails of water, Tethin had
quickly sat at the table, taking out his writing instruments and sketching the patterns down. Several
hours later, Tethin had long ago given up attempts to decipher any meaning from the “writings”, and
the Xaositect seemed to have lost interest in his bowl, now nearly empty. Tethin was considering why
the man was called Barking Wilder when he hadn't made a single bark, hardly a noise at all in fact, the
entire day as the sound of clattering coins broke him from his musing.

FACHI®NS

Tethin sat up in his chair and leaned over the table, taking in the array of coins scattered across the
table. Nearly two dozen in number, each of the silver coins bore the symbol of a faction, and Tethin
mentally noted that one coin depicted the Lady, and a few bore symbols he did not recognize.
Muttering to himself, Barking Wilder began pushing the coins around with a long finger, staring at the
display intently. Just as Tethin thought to pick up his notebook again, the Xaositect scowled and
swiped his arms across the table, picking the coins up and dropping them back into a small leather
pouch. Tethin sighed and sat back in his chair. His colleagues had extensively studied the properties of
Sigil for years with little conclusive results. Having similarly failed in his attempts, Tethin was now
certain understanding of the city's wards, which seemed to defy all known magical and natural laws,
could only be obtained through study of the chaotic energies that flowed through the city. Thus his
research had led him to believe Barking Wilder, who was said to be one of the oldest Xaositects in the
city (though that hardly said much, Tethin thought wryly), might make a good lead. Now he was
beginning to question his “reliable sources”.

Once again he was disrupted from his thoughts as Barking Wilder overturned the pouch, sending the
coins dancing across the table. Tethin watched carefully as the coins bounced and swirled, the
spinning coins mesmerizing him as he unconsciously calculated their speeds and angles. Something
seemed wrong with how the coins moved, but try as he might he couldn't figure it out. The very
notion of the coins' randomness irritated him...there was a pattern to their fall, just as there was a
pattern to everything. It was only a matter of finding it... Realizing that the coins had ceased their
motion, he scrawled their positions into his notebook, silently noting that they vaguely formed a
ring...

Barking Wilder swept up the coins and immediately dropped them onto the table again. Tethin
watched the coins carefully, leaving his hands to scribe his train of thought. The coins’ movement
wasn't right at all; they seemed to bounce higher and produce more noise than an object of their
apparent size and weight should. He rapidly calculated their velocities, rate of attraction, and
numerous other factors. Formulas flowed through his mind, filling his vision and causing him to forget
completely about the Xaositect next to him. The answer was just out of his reach, an underlying
principle obscured by meaningless variables. Algorithms stretched across the table like strands of silk,
tving the faction symbols together, a web of action and reaction, an endless pattern of lies. It was all
there, laid out before him in strings of acronyms and numbers. All leading to the same conclusion, all
leading to the...Tethin jumped to his feet, stumbling back over his seat, hurriedly pouring his
thoughts into his notebook lest they be forgotten in his haste. Wait until his peers on Mechanus saw
his work! They'd promote him directly to factor...maybe even factol! What would be his first
proclamation? Bah, enough time for that later, just need to get back to that portal. He still had that
portal key in his coat somewhere...

Tethin was halted suddenly as someone grabbed his arm. He swung around in alarm, instinctively



jerking his arm away. Barking Wilder slunk back, shook his head, and said “To dark meant not some
spilled be”. Tethin scowled at the babbling, unruffled his sleeves, and turned out the tavern, madly
scribbling notes down. He didn't bother to watch where he was going, trusting his feet to lead him
home. He didn’t notice the unusual silence in the streets of Sigil at this hour, only vaguely saw the
large shadow fall over him.

Back at in the tavern, Barking Wilder smiled serenely, drinking the last of the water from the bowl.

UNDEFRS+ANDING +HF FACHI®NS

Newcomers to the planes often view the factions as planar-based organizations. A canny prime might
call them cults, and they're not far off. Factions are formed around some widely held belief - some
philosophy alluring enough to unite people across multiple planes. Especially in the Outer Planes,
where belief is often a tangible force, factions hold a significant amount of power due largely to their
size and the strength of their ideals. The beliefs of a large group can influence reality, changing the
multiverse to suit their mindset, after all. Fervent believers gain abilities related to their perspective
and a profound action by a great number of like minds could cause the nature of an entire plane to
change. Thus, most factions espouse a viewpoint that is also a path to either power, understanding of
the multiverse, or simply the meaning of life. Of course, most of the factions aren't content to sit back
and argue the finer points of belief; rather, they are devoted to convincing the rest of the multiverse
to see things their way. Planars that have some grievance against the factions might call them
“philosophers with clubs”, and the truth of that statement is many of the factions are willing to do
whatever it takes to prove that they’re right. None have made a decisive victory, but competition for
the hearts and minds of the planes has always been fierce, and those that stop trying are often lost
under the weight of more infectious viewpoints.

Most factions act as a network of people to support those that hold the same ideals, providing
strongholds or hangouts that any faction member can call home. This provides members with contacts,
resources, and even protection they likely couldn't achieve on their own. Individual members are
likewise expected to provide mutual support for fellow factioneers. After all, the multiverse has always
been filled with forces that want their viewpoint universally accepted. There isn't much room for
factions that can't hold their own in the quiet war for the minds of the planes; if a faction can't stand
up and spread the word or fight for what they stand for, their days are numbered. Not all factions have
had to battle for their existence, however. Some simply have goals, ideas, or beliefs that are so
universally appealing across the planes that they fail to vanish, even if their members seem apathetic
to their cause.

Over time, the number of factions and even the very definition of the word "faction” have changed
drastically, much to the frustration of those that seek to define these planar groups. What you'll find
here is the most recent description of what a faction is and what it means to be a member of one.
Until recently, the center of faction activity and recruiting was in Sigil. Even now, the majority of
Cagers are faction members of some sort, and planars across the multiverse are beginning to sign up in
increasing numbers as the factions strengthen their influence abroad. Joining a faction normally
equates to improvement in a body's life, but the web of politics and intrigue the factions spin across
the multiverse is enough to catch anyone in the mix. Proper understanding of the extent of faction
conflict can only be truly understood by examining their history.

BRIEF HIS+®RY &©F +HE FAC+HI®NS

Many factions are quite old - dating back centuries or even millennia. If there's folk that can remember
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a time that they didn't shake the planes, they haven't been doing a lot of talking. Over time, various
factions have come and gone, splintered and merged, risen to fame and fallen to infamy. The primary
target of most factions' influence has been Sigil, due to its access to virtually every corner of the
multiverse. If one could control the City of Doors, they would then be in a position to influence all of
the planes at once. Failing that, Sigil still enabled the factions to spread their message to the
numerous planars and primes moving through the city every day.

FACHI®NS

Over six hundred years ago, there were roughly fifty-two factions in Sigil. Few were as organized or as
large as the factions today, but they were powerful enough to engage in the kriegstanz. The kriegstanz
was a war, both overt and covert, to undermine every other faction and influence the minds of Sigil.
The conflict was so intense that fierce battles became common in the streets, catching both
factioneers and bystanders in the crossfire. With several factions espousing fanatical or opposing
viewpoints, it seemed the war wouldn't end until one side managed to wipe out all the opposition.
However, it was Sigil's overseer, the Lady of Pain, that brought an abrupt end to the conflict, making
her will known by sending her servants, the dabus, to each faction with a message:

“BY +HE @RDER @F +HE LADY & F PAIN, +HERE WILL BE BU+ FIF+FEN
FACH+I®NS IN SIGIL. BRGANIZE +HY COLORS IN A FOR+NIGH+ ~ @R DIE.”

After two weeks of turmoil the number of factions within Sigil had dropped to fifteen. Some fled Sigil,
while others dissolved entirely. The stubborn died horribly, presumably at the hand of the Lady of Pain,
indirectly or otherwise. Over ten thousand died, and it seemed the kriegstanz had finally ended with
what would become known as the Great Upheaval. It had simply entered a new phase, however, as the
remaining factions gradually took control of Sigil's institutions and competed for control of the city.

Veterans of the Upheaval

The fifteen factions widely believed to have survived the Great Upheaval include the Athar, Believers
of the Source, Bleak Cabal, Discordant Opposition, Doomguard, Dustmen, Fated, Fraternity of Order,
Free League, Revolutionary League, Sign of One, Society of Sensation, and the Transcendent Order.
The Mercykillers would form from the unification of two other factions during the Upheaval - the
Sodkillers and the Sons of Mercy. The Discordant Opposition would eventually become known as the
Xaositects, and the Harmonium later moved to Sigil from the Prime Material Plane. The more paranoid
recorders of Sigil history, however, often question this list. After all, the exact events of the Great
Upheaval were poorly recorded at best, as the chaos and panic that occurred prevented anyone from
gaining a clear perspective of what transpired. Some claim a few factions, such as the Fated, Sign of
One, or Society of Sensation were actually more recent than is popularly believed, and that they
displaced other factions after the Upheaval itself. Others think the Harmonium existed on the planes
long before its recorded arrival, and engineered the downfall of some predecessor. Though it seems
unlikely, these rumors and suppositions help underpin the skepticism regarding the accuracy of even
more reliable sources such as the Fraternity of Order or the Society of Sensation.

Many died during the Great Upheaval, but even more died afterwards, some by the initial conflicts
between the surviving factions, and others through more mysterious causes such as diseases and
disappearances. Many of the now displaced factions (thereafter called “sects”) struck out against the
entrenched factions within the city, making the city's already difficult transition more so. Though it’s
widely agreed that the original kriegstanz was worse, some revisionists believe that the Great Upheaval
actually caused more deaths than it supposedly saved. Whatever the case, it’s unanimously agreed
that, for good or ill, the Great Upheaval occurred in line with the Lady's wishes, and that whatever goal
she had was fulfilled. Indeed, Sigil would become much more stable over the next century, gaining a
structure that both served the needs of the city and enabled the factions to continue the kriegstanz,
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albeit more covertly. However, this new order would only last for a little over six hundred years.
Though the current state of affairs would come to be taken for granted, tension was steadily building
and things were in for a change - and in a big way.

The Faction War

FACHI®NS

Roughly five years ago, the factions had devolved to the point where they could no longer exist in
harmony. Though Sigil had been running efficiently for centuries, hatred fueled by the never-ending
cycle of quiet conflict had set the scene for another full-blown war. Some factions were forcefully
undermining other factions, while others broke Sigil's laws on a daily basis. What was once idealism had
become well-honed fanaticism, and the balance of power shifted back and forth like a swinging
pendulum. Old grudges had simmered for centuries, and it was only a matter of time before people
stopped being civil and decided to settle things the bloody way. It wouldn't have taken much to spark a
war, but what Sigil got was several such sparks only days apart, and soon Sigil was gripped in a civil war
that rocked its very foundations.

Everything started with the Harmonium and Doomguard, as both groups suspected each other of
preparing an attack. What truth there was to the rumors is hard to say, even today, but the tension
such hearsay caused was quite real. When Pentar, the factol of the Doomguard, suddenly vanished, the
Doomguard blamed the Harmonium and Society of Sensation, shouting accusations loudly across Sigil.
The Harmonium in turn accused the Doomguard of violating their ancient edict against sparking a war,
and demanded the Doomguard relinquish the Armory to the Harmonium. Naturally, the Doomguard
balked, but it would be weeks later before the conflict would come to arms.

Soon thereafter, the varied leaders of the Free League and Revolutionary League would come together
and accused the Harmonium of wrongdoing, though the Anarchists also added the Mercykillers and
Fraternity of Order to their accusations. At the request of Nilesia, the Mercykillers were put under the
control of Duke Rowan Darkwood, factol of the Fated, for reasons that remain a mystery. Most agree
that Nilesia was somehow duped, though the exact circumstances are still hotly debated. In any case,
Nilesia vanished soon thereafter. Many Mercykillers refused to serve Darkwood, while others were
simply bewildered by the turn of events. The faction began to splinter, falling into disarray, and within
only days it would cease to be an effective force in planar politics. Meanwhile the Doomguard began to
gather allies, distributing weapons in order to build an army against the Harmonium.

Factols kept vanishing - both Ambar Vergrove and Darius “ascended” shortly thereafter, at least
according to the Godsmen and Signers at the time. Terrance of the Athar also disappeared, and that
faction brought suspicion against both the Sign of One and the local churches. Karan would be captured
by the Harmonium and subsequently vanish, bringing the Xaositects to the side of the “Enemies of
Peace” as the Harmonium called them. Shortly thereafter the Hardheads’ factol, Sarin, would die in an
Anarchist assassination. Only levelheaded leadership in the Harmonium prevented a riot, and the
Hardheads began to plan an attack on the Doomguard. Finally, the Mercykillers split into its two
predecessors, becoming the Sons of Mercy and the Sodkillers. A few diehard Mercykillers remained, but
they failed to reorganize into a faction proper. The Sons of Mercy would go on to release those they
thought unjustly imprisoned in Sigil's prisons. It's said that a number of those released were killers or
worse, though the Martyrs have protested that they were not responsible for their release to this day.

That same day, Anarchists performed a vicious attack on a Sensate bar that prompted the Sensates to
swiftly ally with the “Oppressors of Sigil”. Meanwhile, the Doomguard sought allies with the Bleak
Cabal. The Bleakers, true to their nature, refused and opted for neutrality in the upcoming conflict.
The Free League, on the other hand, eagerly jumped at the chance for an alliance against the
Harmonium, seeking revenge for years of oppression. Eventually the Sons of Mercy allied with the
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Sensates and the Harmonium, while the Sodkillers, looking for an excuse to fight someone, sided with
the Doomguard. Open war was imminent. The final catalyst hit when a Xaositect slew Factol Hashkar of
the Fraternity of Order.
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The first battle of the war was known as the Battle of the Armory. Giving no formal warning, the
“Oppressors of Sigil” staged an assault on the Armory. The “Enemies of Peace” mounted a defense, but
were eventually overwhelmed due to their lack of organization. Several backfiring Doomguard weapons
ended up destroying the Armory, and the Sinkers suffered massive losses in the ensuing destruction.
Still, it was far from a decisive victory, and sizable losses occurred on both side. Soon thereafter, the
Fraternity of Order, Sign of One, and Believers of the Source allied with the Harmonium and the other
“Oppressors of Sigil”, while the Athar joined the Doomguard and the other “Enemies of Peace”.

Things rapidly deteriorated as the Indeps and the Chaosmen staged a counterattack on the Civic
Festhall. However, upon receiving prior warning, the Hardheads, Martyrs, and Sensates were able to
build their defenses in the Lower Ward. The battle that ensued there remained a stalemate until
tanar'ri forces began pouring into the city, believing this was their chance to take Sigil finally. Almost
immediately, a baatezu force arrived to fight the tanar'ri in response. There was no victor of this
conflict - all of the forces simply lost numbers, with no appreciable gain or loss, the only exception
being a surprise attack by Sodkillers and some tanar'ri on the Festhall, which led to the slaughter of
many holed up inside. Similarly, a much smaller conflict erupted between the Lost and the Signers,
which resulted in the destruction of the Shattered Temple, but the Athar were nonetheless able to
drive the Signers from their base.

Suddenly, at the height of the chaos, Sigil's portals ceased working. Riots for food and water
immediately began. The less stable threw themselves off the edges of Sigil, tumbling away to
destinations unknown. While the fiendish invasion was cutoff, it almost seemed that the panic and fury
of Sigil's citizenry would destroy the city anyway. However, the sudden appearance of nearly every
member of the Transcendent Order brought relative peace to the city as they worked to calm the
populace and aid them in their time of need. Anarchists, however, in one final act of retribution
against the Bleak Cabal for remaining neutral, infiltrated the Gatehouse and freed many of the inmates
there.

The war ended without any more ado, with no real winners, no new rulers of Sigil. Too spent to
continue fighting, and not driven enough to truly consider mutual destruction, the factions signed a
truce. It was another bold step by the Lady of Pain, however, that truly ended the Faction War. Once
again, her dabus issued an ultimatum:

“THIS CI+Y +@LEFRA+ES YOUR FAC+ION N® LONGER.
ABAND®N [+ &R DIE.”

Though vague, there was no disputing Her Serenity's words. The factions left the city's institutions they
had maintained for centuries, leaving private and public organizations to rise to take their place. Some
buildings that once served as faction headquarters were taken by private entrepreneurs, while others
were made public facilities. The Athar, Doomguard, Fated, Fraternity of Order, Harmonium, and the
Revolutionary League all chose to leave Sigil and regroup on their respective planes. Meanwhile the
Bleak Cabal, Dustmen, Free League, Society of Sensation, Transcendent Order, and the Xaositects
simply renounced their faction status while changing little about their beliefs or activities. The
Believers of the Source and the Sign of One decided to merge into the Mind's Eye, and moved the
majority of their faction to the Outlands. Finally, the Sodkillers and the Sons of Mercy, under the guise
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of guilds, both took it upon themselves to fill the void in Sigil's law enforcement. The portals reopened,
but with their destinations and keys changed entirely. This became known as the Tempest of Portals,
and with it, the factions left Sigil.
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In the aftermath, it became abundantly clear that more factols were missing than previously assumed -
in fact, Factol Rhys of the Transcendent Order is the only survivor. Rumors began spreading that factol
Rowan Darkwood of the Fated's manipulations were responsible for starting the war. Much of the city
became consumed with “faction fever” as Cagers tried to gather as much information on the departed
factions as possible. Various conspiracy theories began to circulate blaming different forces for the
disappearances of the factols, including Darkwood, Rhys, the Daughters of Light, the Eschaton, and the
Lady of Pain herself. In retrospect, most assume the Lady to be the most likely suspect. After all, she's
the only one with enough power and seeming reason to have done so, but ultimately there's no real
evidence to support this theory. The disappearance of the factols remains, for the most part, a
mystery.

FAC+I®N MECHANICS

“After the Faction War, a lot of bashers assumed that because the factions were banished from Sigil,
they weren't going to have influence on the planes anymore. Of course, today we know this to be
entirely false - by forcing the factions out of Sigil, they retreated back to places suitable to their
beliefs and concentrated their efforts there, where they grew far faster than they ever did in Sigil.
All of this seems obvious in retrospect, but bear in mind the factions were relatively quiet as they
healed their wounds compared to before the Faction War. By the time the factions started to gain real
power in the Outer Planes, enough that they actually started infringing on the powers' spheres of
influence, it was already too late.

“Greybeards always wonder how the Blood War started; | think what we're looking at now is the
potential beginning of a similar conflict, but this time | don’t think any of the planes will be safe from
it. Of course, things had begun to unfold some five years after the Faction War...”

- Portiale, zenythri scholar, four years hence

Aside from the myriad advantages granted in game by being a member of a faction, characters have
the option of training in and developing abilities specific to each faction. The Planescape Campaign
Setting uses feats and prestige classes to represent the various paths faction members take. These can
be gained by the standard rules with the additional condition that the character must currently be a
member of one of the prerequisite factions. During character creation players may choose to start in
any faction. Otherwise, players cannot simply join or leave a faction. The process must be role-played
in game as described below.

A character may only be a member of one faction at a time and may only take feats from one faction -
if for some reason a character should end up a member of two factions (such as if they are a spy), only
one membership counts for purposes of feat and prestige class selection. Furthermore, even if a
character is a member of a faction, they aren't considered a true member of a faction unless they back
up that membership with belief. A DM is in their right to restrict faction membership or abilities based
on a character's actions, and provide repercussions for those that go “against the grain” in a faction.
Should a character lose membership in a faction, or otherwise indicate to the DM that their character
has completely lost faith in the ideals of the faction, any feats or abilities granted by prestige classes
that are indicated to be Faction-Dependent cease to function. Other class features, such as base attack
and increased saving throws, remain. The character may regain lost abilities by rejoining the faction
(almost always a difficult process) or joining another faction that also offers those abilities.



!
|
g
3
a
]
.j:
g

One additional perk of being a faction member is that factioneers look after their own and react well
to those of like-mind. Thus, faction members gain a +2 circumstance bonus on any Charisma-based skill
check when interacting with members of the same faction. This only applies if both parties are aware
of each other’s faction membership.

FACHI®NS

Joining a Faction

For some factions, joining isn't very hard - just put on the faction symbol and walk around pretending
like you belong. That won't work out well with the more lawful groups like the Harmonium or Fraternity
of Order, but factions like the Free League don't mind. Truly belonging, however, requires two things:
belief and recognition of that belief. The only real way to prove one's belief is through actions, and so
most factions take into account the doings of any would-be member. If they don't seem to be in accord
with their credo, they may set additional requirements. This could be an induction ritual, a mission to
prove one's loyalty, or even a hazing of one sort or another. Ultimately, most factions will watch a new
member closely after joining. If they don't seem suited to the beliefs and activities of the faction, or if
they embody the beliefs in an improper manner, chances are they'll be kicked out unless they're lucky
or know someone important.

Most of the time, gaining membership in a faction is the task of the would-be member, and it's up to a
factotum of the faction to recognize that fact. Often that factotum becomes a mentor to the new
namer, guiding them and bringing them closer into the fold. In some factions, recruitment is extremely
informal. For example, a Transcendent Order factotum will simply watch a would-be Cipher and make
a personal judgment as to whether the person can follow their path. On the other hand, joining the
Harmonium requires showing up for several recruitment meetings, and if judged worthy, going on to
eight weeks of training in Arcadia. On occasion a faction will seek out an individual they think is suited
to their ideals. This typically only happens when a faction notices someone they think essentially
complements their belief system already or a faction has some definite gain to be made by courting a
would-be member.

This isn't to say the factions don't recruit - it's just rare that they target an individual. Indeed,
recruitment flyers, posters, and criers can be seen throughout the gate-towns and planar cities,
particularly close to various factions' spheres of influence. Recruiters wander the Great Ring, trying to
win the allegiance of the unaligned through words or deeds, whichever seems likely to work at the
time. Where Sigil was once the center of such activity, most recruiters keep their activities quiet in the
Cage these days, relying on subtle hints and suggestions to get their message across. Few are brave
enough to test the Lady's word, even five years after the fact. There's always the occasional
disappearance that could be attributed to pushing Her too far. However a faction goes about it, the
kriegstanz continues, make no mistake. Almost every faction wants your mind on their side, and the
war for belief needs soldiers.

Faction Ranks

Despite their extreme differences in activities and outlook, most factions ascribe to largely the same
ranking system. Of course, how rank is achieved and what it means is entirely different from faction to
faction. Higher rank may or may not confer authority, but it always confers increased responsibility to
the faction. In general, higher rank means one will be sent on more important missions for the faction,
oversee the activities of lesser-ranking members, and act as a worthy example for those seeking to
advance in the faction's philosophy.

The initial rank for everybody new to a faction is namer. Namers are typically uninvolved in the day-to-
day operations of a faction, but provide grassroots support for the movement. The simple act of
namers believing is enough for most factions, though they often help pass relevant tidbits of
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information on to more dedicated factioneers, or provide small services like a subtle discount or a
place for other faction members to rest. They also serve as mouthpieces, spreading the word of their
faction and occasionally even recruiting. Though namers might be called upon for the occasional
mission, they are well within their rights to refuse direct orders or requests from high-ups, even among
the lawful factions. Of course, refusing is a sure-fire way to remain a namer. Typically, only by helping
advance the interests of the faction directly does one advance to the next rank.

FACHI®NS

Once a namer has proven themselves and has a willingness to work full-time for the faction, the faction
may promote a namer to factotum. The biggest difference in being a factotum is that one works
directly for the faction itself. A number wander the planes, attempting to recruit others into their
faction. However, they also fulfill necessary roles in the faction's structure such as guards, spies,
record-keepers, soldiers, mages, and so on depending on their skills and the faction's needs. Unlike
namers, they're expected to follow orders largely without question, but chances are they'll also be
well-provided for. Similarly, faction leaders are unlikely to send them into life-or-death situations (at
least unprepared) due to the inherent value in a dedicated believer.

A rare few within a faction advance to the rank of factor. Factors serve as the administrators of a
given faction, directing factotums, overseeing faction strongholds, and ensuring that the factol's
policies are carried out. Groups of factors generally deal with the day-to-day business of running a
faction and advancing its ideals. Most factors are based out of the faction's home plane, though a few
between all the factions remain in Sigil to direct their factions' subtle presence there. In some factions,
it may not be clear as to who the factors are; the Revolutionary League, for example, doesn't advertise
their leadership, while the Cipher factors lead by example but rarely give actual orders.

Finally, the top rank in any faction is that of factol. Most of the time these are former factors, but
rarely a factotum will become popular (or lucky) enough to make the jump from factotum straight to
factol. These are the direct and often unquestioned leaders of their respective factions. They direct
the entire faction's direction, outlook, and plans. Often they embody the faction's beliefs, serving as
examples to namers and factotums alike as to the direction and desires of their faction.

It's important to note that some factions have additional ranks in between. The Harmonium has five
levels of ranking, while the Fraternity of Order seems to have a different title and rank for every
member. Others have much looser structures, and may or may not have a factol. Notably the
Revolutionary League and the Free League traditionally have no factol, and rank has never played a
large role among the Transcendent Order or the Xaositects. Still, most folk are inclined to classify
faction members by these ranks - it's as much a matter of perception as actual authority.

Changing Factions

Occasionally, someone will decide a faction doesn't really suit them anymore, and leave a given
faction. Most that do so are seen as burnouts, folks who either can't make up their mind or can't be
trusted to dedicate themselves to anything. They receive both pity and distrust from members of
nearly any faction, and it's difficult to join a new faction after abandoning another. Furthermore, many
are wary that former faction members might still be serving as spies for their former faction. More
fanatical factioneers might reject those that have belonged to other factions on the simple suspicion
that others might be “corrupted” by their former beliefs.

A lot of importance is placed in belief, particularly in the Outer Planes, and those that casually discard
it are seen as throwing away about the only thing of universal worth on the planes. Those that do
change factions typically do so because of some profound experience; rarely does someone set out to
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change their own beliefs. Most of the time the change stems from some trauma or revelation that
changes the person’s outlook or ideals deeply. That being said, most movement between factions are
done between the more chaotic groups. An embittered Sensate might join the Bleak Cabal, or a
Revolutionary League member that becomes a rebel without a cause might have a better home in the
Xaositects. The Free League is about the only faction that regularly welcomes individuals that formerly
belonged to another faction.

FACHI®NS

THE CURRENA+ S+A+E @F +HE FACHIONS

While the number of "true factions" is hotly debated - with words in the parlors of the planes, and with
fists in the drinking halls - sixteen major factions remain post-Faction War. Now that the factions have
been expelled, it remains to be seen whether that number will grow or shrink in time. Of the sixteen,
twelve formerly held power in Sigil. New or old, all the factions have been forced to reconsider their
position and purpose in the multiverse. Sigil is no longer the objective of every faction, at least for the
time being. Many of the factions have been forced to look inward for the first time in centuries,
questioning both their goals and their methods, as well how they fit in the rest of planar society. A
synopsis of the major factions is included below:

The Athar are most commonly found around the Great Spire in the Outlands, but members also travel
with relative frequency to the Astral Plane. They believe the deities are unworthy of worship, and to
do so reinforces their subjugation of mortals. To the Lost, deities are just incredibly powerful
individuals, but are just as flawed as lesser beings and should not be idolized.

The Bleak Cabal is most commonly found in Pandemonium and its gate-town, Bedlam. It’s members
believe the multiverse has no purpose or deeper meaning, and every individual must find their own
reasons and motivation from within. Though largely humanist in nature, the Bleakers often fall prey to
depression and madness due to the implications of their beliefs. They can often be found supporting
soup kitchens and other works of relief across the gate-towns and Sigil.

The Doomguard calls the negative Quasielemental Planes its home, though wild rumors place some
Sinkers as fortifying in the Abyss as well. Their philosophy revolves around entropy, the force of decay
that they believe to be the only constant on the planes. Whether that entropy needs to be assisted or
stymied varies from member to member, but they have developed reputation as destruction-mongers.

The Dustmen have their outpost upon the Negative Energy Plane, though a number of them are still
active in Sigil's mortuary. They believe that this life is a shadow of real existence, and that everyone
has already died and transitioned to this poor substitute. Seeing no value in this life, the Dustmen
accept death, and work to prepare themselves for True Death and whatever stage of existence exists
beyond it.

The Fated are often found in Ysgard and its gate-town, Glorium. The Takers accept that life is tough,
but assert that it's survival of the fittest, and that each individual has the right to do whatever it takes
to survive and prosper. The multiverse exists for those that can take it, and those who won't fight for
their piece deserve to be shoved aside. The Fated weren't much loved before the Faction War, and now
that their former factol is blamed for beginning the war, many across the planes intensely distrust
them.
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The Fraternity of Order is centered on Mechanus and its gate-town, Automata. Understanding the laws
of the multiverse provides influence over it, the Guvners say, and those that learn to exploit these
rules will have true power. Their hunger for power is well known, and most folks are watchful of them
despite their relatively inoffensive nature.

FACHI®NS

The Free League is spread evenly around the Outlands and gate-towns, spreading its philosophy of
individual independence from the dictates of others. The Indeps believe the minds of the planes should
be free from the thought police of the factions, and allowed to develop their own beliefs. While not
advocates of revolution like the Revolutionary League, the Free League has often been persecuted by
various groups because of its resistance to authority.

The Harmonium is mainly found in Arcadia and the Upper Planes, enforcing its belief in a unified,
planes-wide organization. Peace, the Hardheads say, can only be achieved by getting every person
across the planes to believe in the same ideals. Naturally, their beliefs are best suited for the task, so
peace requires enlisting everyone into being a member of the Harmonium. While seemingly well
meaning, the Hardheads have clearly gotten out of hand on a number of occasions, and people across
the planes are often polarized between seeing them as saviors or thugs.

The Mind's Eye is a neophyte organization, largely spread evenly across the Hinterlands of the
Outlands. Also known as Seekers or Visionaries, they see the multiverse as a testing ground, a place
designed to help one pursue self-discovery and personal growth. Only through this path can individuals
move up the latter of existence. The catch is, they tend to perceive their surroundings as their
personal playground, and their self-centered quality rivals that of their forebears, the Sign of One and
the Believers of the Source.

The Revolutionary League is a loosely knit alliance of various anti-authoritarian cells spread across the
planes, with its central holdings in Carceri. The Anarchs seek freedom from authority, and the total
liberation of the planes from high-ups and hierarchies. Only once the chains of society are cast down
will everyone be free to find the truth of the multiverse. Anarchists to a fault, they are rarely trusted.
On the other hand, they often find alliances with the oppressed and dispossessed.

The Ring-Givers are a rapidly growing faction from Ysgard and now based in Sigil. Focused on freeing
themselves from debt and reliance, the Bargainers believe that by coveting material possessions and
convincing ourselves they are necessary, we become beholden to them. True freedom, they say, can
only be found by giving everything up. Likewise, by giving everything you've got to the multiverse, the
multiverse will be persuaded to act in kind. Though most folks laugh at the idea of tossing power or
riches away, it can't be denied that they often seem to end up on top of many deals.

The Society of Sensation is based out of Arborea, where it demonstrates its philosophy that
experience equals power. That doesn't mean simply length or depth of experience (though those are
nice), but breadth. The Sensates believe experiencing something is the only way to understand it, and
so to understand the multiverse one must expose oneself to as much of its experiences as possible.

The Sodkillers are based out of Acheron, and believe firmly that violence is the solution to all life's
problems. Whatever the trouble, a suitable amount of force properly utilized will resolve the matter.
While not exactly popular, they've come to gain a significant amount of respect and power in Sigil
because of the obvious effectiveness of their tactics.
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The Sons of Mercy are a well-meaning group of white knights hailing from Bytopia, traveling across the
planes on a mission to demonstrate the best qualities of good. While recognizing the role of laws in
protecting the well-being of a community, the Martyrs feel that because law is corruptible, it should
not be a hindrance in achieving the greater good. Likewise, they realize evil is counterproductive to
peace in the multiverse, but believe that the best way to promote good is by living as an example and
helping individuals reform. While noble, a gentle approach isn't always an effective one, and this has
earned them a reputation as idealistic fumblers.

FACHI®NS

The Transcendent Order centers in the serene locale of Elysium, seeking to attain unity of mind and
thought. Deliberation and hesitation are flaws from the standpoint of their members, and the Ciphers
believe that by purifying action into instinct one can discover their role in the multiverse. That role
often brings them into the center of conflicts as a mediating force, bringing balance and calm to
otherwise unstable situations.

The Xaositects are everywhere, but find their natural home is Limbo. Chaotic in the extreme, they
think that disorder is the true state of the multiverse, and the only state worth seeking. True freedom
and strength can only be found by loosing the shackles of reason and conformity according to their
example, if not precisely their teachings. Most people simply think them mad, and often the Xaositects
only back that up with their bizarre actions and schemes.

THE A+HAR

Jaya hugged Hobard, who squirmed with discomfort. “Take care of yourself, and keep in touch,” she
said, holding forth the portal key. A low humming filled the air as a shimmering field of blue energy
encompassed the doorway.

The wizened githzerai snorted, a combination of amusement and disgust. “And how am | supposed to
do that, with you cowerin’ at the base o’ the Spire?” Jaya tucked a stray hair behind one ear and
looked straight into Hobard’s eyes. He could see her compassion and determination, so much like
Terrance’s.

“There will come a time when the Lost can return to Sigil, Hobard, but our brethren are confused and
scared and need a place to feel safe. | can understand your reasons for not coming with us -- please
understand why we must go.” With a smile and a wink, she vanished through the portal.

Hobard proceeded back along the alley and stopped to stare at the place where the Shattered Temple
once stood. Swarms of workers hauled building materials to and fro, the foundation nearly ready for
its new temple. The githzerai’s eyes narrowed, and crackles of energy danced between his fingertips
as he clenched his fists.

“We’ll just see how far that fat friar gets with his temple.”

The Athar believe that the gods are frauds, unworthy of worship, no matter how powerful they may be.
While possessing awesome might and near-limitless resources, gods are not the all-knowing, all-
powerful progenitors of the multiverse - they are beings that make mistakes, and they can be killed.
The false hierarchy of worshipper and deity serves only to bolster a power’s ego and reinforce the
inferiority of a worshipper. No, the gods are beyond the understanding of mortals, if they exist at all.
What exists now is nothing more than an elaborate scheme that ends up with worshippers getting the
short end of the stick. There is enough hardship in a person’s life without the need to cater to a
power’s whims, and the Athar believe it is their duty to inform everyone they don’t have to.

Philosophy: The gods are all frauds.



Nicknames: Defiers, the Lost.

Headquarters: The Spire.

Major Races: Bariaur, chaond, half-elves, humans, tieflings, zenythri.

Favored Classes: Ex-clerics, monks, ex-paladins, rangers, druids.

Factol: Jaya Forlorn (NG female human ex-Clr7/Ftr2/Defier5).

Prominent Members: Caylean (CG male tiefling Rgré), Hobard (CN male githzerai Wiz11/Fist of
Divinity2).

Alignment: Any, with chaotic tendencies.

Symbol: Profile of the Spire crowned by a black torus.

FACHI®NS

The gods are frauds, not because they aren’t powerful - they are; there is no denying it - but because
they present themselves as more important than all other things in the multiverse. They demand
worship and obedience, but they grant only a tiny measure of power to a select group of worshippers,
mainly clerics, in exchange for a lifetime of devotion and service. The bulk of the population receives
no acknowledgement, let alone benefit, for their piety. Most creatures live and die without knowing if
their god truly existed. Such deception is unconscionable and inexcusable, and must cease.

The Athar belief is simple: the powers are not “true” deities. A deity should be above the necessity of
mortal worship, should be above all mortal mistakes, and most of all should be above death. If they
suffer from these flaws, if they are truly so limited, how can they be the absolute forces that created
and guided the multiverse? It simply can’t be true. The powers that exist on the Outer Planes (and the
few that live elsewhere) must therefore not be gods at all. Of course the Athar aren’t blind, deaf, or
dumb; they fully acknowledge the strength and ability of the powers. They just don’t believe any
amount of power short of true godhood is worthy of worship, and they refuse to participate in any act
that reinforces their sham.

There is ample evidence the gods are frauds. Druids, paladins, and rangers can duplicate the divine
abilities of clerics without swearing fealty to a power, and more and more clerics are surfacing with
spell abilities that spring from ideals, philosophies, and other less tangible sources. Indeed, the Athar
have clerics within their ranks that draw upon the Great Unknown, a force they believe is beyond the
ken of mortals and gods alike. On the Outer Planes the difference between a power and a mortal is
even less defined, for everyone with sufficient belief can alter their reality to meet their expectations.
Sure, they may not be able to do it with the dazzle of a power, but the process is the same.

Why, then, is the message so hard to deliver? The Outer Planes are home to the gods, and nobody likes
being called a liar to their face. While the Athar do their best to not directly provoke the powers
(they’re not suicidal, after all), sometimes there is no easy way to tell the truth, and the messenger
suffers as a result. This is the current state of the Athar, and a great concern for the faction’s
members. How can one shed light on the truth of the powers, when the powers themselves wish it to
remain hidden?

Before the tumultuous events of the Faction War, the Athar used the very nature of Sigil as a buffer
between themselves and those they disparaged. Whispering runes - talking leaflets that delivered the
Athar message to the illiterate - were a main weapon in the faction’s war against deific oppression,
with the multitude of portals providing a ready means of distribution. Gods could not enter Sigil, and
their agents were easy to track and eliminate, so the Lost were secure in their position.

Brief History
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History recounts the meeting of two men, Dunn and Ciro, who encountered each other at the location
of the Shattered Temple in Sigil and formed a friendship based on their mutual disregard for the
powers. The two parted with a solemn vow to find like-minded individuals and bring them back to the
ravaged temple, forming the basis for the Athar as they are known today. Disillusioned clerics,
dishonored paladins, and discontent commoners swelled the ranks of the Lost, eventually attracting
the attention of the Harmonium. A war between the factions ensued, stopped only by the intervention
of the Lady of Pain.

FACHI®NS

This conflict actually served to cement the Athar’s factionhood. The reaction of the Harmonium
showed the message of fraudulent gods carried weight, and the support of the Lady was seen as an
affirmation of that message. The fact that she was extremely powerful and actively discouraged
worship of herself was also a boon to the Lost. Of course, more than just the Harmonium disliked the
stance of the Athar; the Fated and the Mercykillers also opposed them. The Takers believed that since
the gods could get the worship of mortals, they should be able to; the Red Death simply wanted to
avoid adding ultra-powerful beings to a growing list of those deserving of justice.

The Faction War in Sigil dealt the Athar two heavy blows: first, when Factol Terrance disappeared near
the beginning of the war, and second, when the Shattered Temple was razed in the war's aftermath.
Leaderless and homeless, the Athar rallied around Jaya Forlorn, a young protégée of Terrance’s and a
cleric of the Great Unknown. Her calming influence coupled with the wisdom of Hobard, an ancient
githzerai wizard, helped organize the group for a mass exodus from Sigil when the Lady’s decree
became known. The factions were no longer allowed to officially operate within the City of Doors, and
the Athar could think of only one other place in the multiverse where the gods could not destroy them
at their leisure - the base of the Spire. There, all magic would be suppressed, even that of the powers.

The bulk of the faction migrated to the base of the Spire. Hobard and a small group of militant Athar
remained in Sigil and moved underground - literally - to plot the return of the faction to strength. One
problem that immediately became apparent for the emigrants was the isolation. There was no longer
the convenience of a plethora of portals; indeed, the dispossessed Athar had only their feet as reliable
transportation for countless miles until the Spire’s influence waned. They were secure from their
enemies, but they no longer had the means to deliver their message. This both frightened and
frustrated many members, and only the leadership of Jaya Forlorn kept the faction from dissolving
altogether. The faction has since adopted a new symbol - a profile of the Spire crowned by a black
torus - symbolizing the Athar journey from Sigil to the Outlands and their hope to one day return to the
City of Doors. Members bear the mark as a tattoo or on an amulet but keep it secret, fearing the wrath
of the gods and their servants.

Goals

The current goals of the Athar are twofold. First, they must find some means of continuing to deliver
their message that gods are frauds, and second, take back that which was theirs - namely, the
Shattered Temple. Jaya concentrates on the first while Hobard focuses on the second, and the two
hope to reunite the faction when either goal has been accomplished.

Jaya’s attention is currently focused on the Athar’s new neighbors, the rilmani. Of particular interest is
the Mirrored Library in the city Sum of All; if information on how to accomplish the Athar’s goals
cannot be found within, then a thorough study of the “mirror magic” might help solve communication
and transportation problems. The rilmani are not forthcoming with any information, but they do not
bar the Lost from entering the city or the library, so Jaya continues along this line.
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Meanwhile Hobard plans a campaign of guerilla warfare aimed at both the Garianis family and the
temple of Hades now being constructed where the Shattered Temple once stood. Friar Murlov Garianis,
a local crimelord and cleric of Hades, immediately took possession of the Shattered Temple and its
surroundings when the Faction War ended, intending to build a grand temple that would elevate his
own status and bring the glory of Hades to the masses of Sigil. The Athar consider this action a
declaration of war, and no one involved with the temple’s construction is safe from the vengeance of
the Lost.

FACHI®NS

Of course, both these lofty goals have little impact on the average Athar member. Membership in the
Athar these days involves work, and lots of it. Food and supplies must be carted to the base of the
Spire on a daily basis, messages must be delivered to those Lost still lurking in Sigil, and allies must be
sought among the planes if the Athar hope to return to their former power. Magic is of little use where
the Lost currently lair, so skilled craftsmen and professionals are in high demand. Heavily armed
parties escort the caravans necessary to keep the Athar alive, and the most trusted of agents act as go-
betweens for Jaya and Hobard, sworn to take their own lives before revealing the faction’s plans.

No one in the organization is idle; everyone has a part to play. Wizards are dispatched to the Mirrored
Library in Sum of All to study the texts and unlock the secrets of mirror magic. Combat-oriented
members act as escorts for all Athar, defending fellow members from the proxies and petitioners of the
powers.

Allies

The Athar have no allies among the former factions, but they also don’t have any enemies left with the
strength to take action. While Jaya Forlorn courts the rilmani, there is little hope that enigmatic race
will lend true support. Whatever the Athar hope to accomplish, they must do so on their own.

Enemies

The gods themselves consider the Athar a threat, for the faction’s words poison the faithful and leech
away their power. The church of Hades and the Garianis crime syndicate are both targets of the
Athar’s wrath, although neither as yet knows of the enmity. As for the factions, each has its own
concerns and no time to worry about the doings of the Lost. The Mercykillers and the Sign of One no
longer exist; the latter merged with the Believers of the Source into a new organization called the
Mind's Eye, and it has no hostility towards the Athar. The Harmonium and the Fated both relocated to
other planes and are no longer in such close quarters with the Athar; the Lost remain cautious around
members of both factions, but neither group has the time or resources to mount a campaign against
the Athar.

Defiant Soul

The young man stared up at Jaya in disbelief as his healing spell fizzled. “Allow me,” the defier said as
she laid hands upon the injured boy. “lI told you the Powers were fakes...only acceptance of the truth
can grant you access to the Great Unknown.”

Defiant souls are members of the Athar who demonstrate the tenets of their faith to the masses. They
openly challenge the clerics of gods, defeating them in battle whether by deeds or words, showing
there is no need for someone to worship a deity in order to gain the divine power many seek. They
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preach the supremacy of a force they call the Great Unknown, which transcends the gods and grants
defiant souls and other Athar the ability to resist divine magic. Ex-paladins and disillusioned clerics are
obvious choices for this prestige class, but self-reliant classes like the monk and rogue, as well as those
who worship natural forces, like the druid and ranger, are also attracted to the philosophy.

Hit Dice: dé

Requirements

To qualify to become a defiant soul, a character must fulfill the following criteria.
Faction: Athar

Base Attack Bonus: +7.

Base Will Save: +3.

Skills: Knowledge (religion) 10 ranks.

Feats: Faithless Blessing, Faithless Miracle.

Spellcasting: Ability (either existing or former) to cast divine spells.

FACHI®NS

Class Skills

The defiant soul’s class skills are Bluff (Cha), Concentration (Con), Craft (Int), Intimidate (Cha),
Knowledge (religion, Int), Listen (Wis), Profession, and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier.

Level BaB Fort Ref Will Special Spells per Day

1 +0 +2 +0 +2 Spell Immunity

2 +1 +3 +0 +3 Divine Resistance

3 +2 +3 +1 +3 Spells of the Great Unknown +1 spellcasting level
4 +3 +4 +1 +4 Banishment +1 spellcasting level
5 +3 +4 +1 +4 Divine Prevention +1 spellcasting level
6 +4 +5 +2 +5 Improved Counterspell +1 spellcasting level
7 +5 +5 +2 +5 Divine Immunity +1 spellcasting level
8 +6 +6 +2 +6 Punish the Divine +1 spellcasting level
9 +6 +6 +3 +6 Nondetection +1 spellcasting level
10 +7 +7 +3 +7 Divine Interference. +1 spellcasting level

Class Features
All of the following are class features of the defiant soul prestige class.

Weapon and Armor Proficiency: Characters who take a level of defiant soul gain no special proficiency
with armor, shields, or weapons.

Spell Immunity: All defiant souls are immune to the following spells: bestow curse, blasphemy, doom,
holy word, and geas/quest.

Divine Resistance: At 2nd level, the defiant soul gains a +2 resistance bonus to saves against divine
spells.

16
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Spells of the Great Unknown: A defiant soul of 3rd level or higher gains access to the Great Unknown.
The Athar believe everything springs from the Great Unknown and that the gods are just pretenders.
Fueled by this belief, the defiant soul advances in spellcasting ability as a divine class she held
previously, but now draws power from the Great Unknown. When a new defiant soul level is gained,
the character gains new spells per day as if she had also gained a new level in a divine spellcasting
class she belonged to before she added the prestige class. She does not however gain any other benefit
a character of that class would have gained (improved chance of controlling or rebuking undead,
metamagic or item creation feats, and so on). This means she adds the spellcasting levels of defiant
soul to the level of some other spellcasting class the character has, then determines spells per day and
caster level accordingly.

FACHI®NS

If the character had more than one divine spellcasting class before she became a defiant soul, she must
decide to which class she adds a defiant soul level for purposes of determining spells per day when she
adds each new level. Ex-clerics regain their spellcasting ability up to the level they had attained before
becoming ex-clerics. They can pick two domains to replace the domains they had access to before they
lost their spellcasting ability.

Banishment (Sp): Once per day, a defiant soul of 4th level or higher can send away an extraplanar
creature as per the banishment spell as cast by a cleric of a level equal to the defiant soul’s class
level.

Divine Prevention (Su): Once per day, a defiant soul of 5th level or higher can bestow a saving throw
bonus (as a standard action with a touch range) equal to her defiant soul class level upon a recipient.
The resistance bonus applies against the next divine spell to which the recipient is subjected, even
beneficial spells such as bless and cure light wounds. If the recipient is unwilling, the defiant soul must
make a successful touch attack as a standard action and the target must succeed at a Will save (DC 10
+ the defiant soul’s class level + the defiant soul’s Wisdom modifier) or be subject to the bonus.

Improved Counterspell: At 6th level, the defiant soul gains Improved Counterspell as a virtual feat, but
may only use it to counteract divine spells.

Shield of the Great Unknown (Su): Defiant souls of 7th level or greater are immune to damage from a
divine power, such as that from half the damage of a flame strike spell. They are also immune to the
bonus damage caused by aligned weapons (anarchic, holy, lawful, unholy). This does not protect the
defiant soul from any direct attacks from a deity, however.

Punish the Divine (Su): At 8th level, the defiant soul can reflect a divine spell back at the caster. When
using improved counterspell, the defiant soul can cause a spell to rebound at the original caster
instead of causing it to fail. The defiant soul can use punish the divine on divine spells that target the
defiant soul, not area-affecting spells or those targeting another creature.

Nondetection (Su): At 9th level, the defiant soul gains the continuous benefits of a nondetection spell
as though cast by a sorcerer of the defiant soul’s class level (DC 15 + the defiant soul’s class level).
This ability can be suppressed or resumed as a free action.

Divine Interference (Su): At 10th level, the defiant soul generates a field that interferes with all divine
spellcasting (except his own). Any divine spellcaster within 10 feet of the defiant soul must make a
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Concentration check (DC 20 + the defiant soul’s Wisdom modifier) in order to successfully cast a spell.
Failure indicates that the spell does not take effect but is lost as though cast. This ability can be
suppressed or resumed as a free action.

Infidel Crusader

FACHI®NS

There are many among the Athar who view themselves as the put-upon minority, as the downtrodden
True Believers in a world full of those worshiping false idols and deities who take advantage of them.
The Infidel Crusader is a warrior for the Cause, a champion of the Athar, and an eradicator of the evils
of religion and deity-worship as they exist. The Infidel Crusader is a paladin of atheism, after a fashion,
championing the cause of the Athar wherever they go, and smiting the evils that threaten to
overwhelm the faithful -- namely, the faithful of the false religions that worship deities.

Infidel Crusaders are often ex-clerics or ex-paladins who have become obsessed with the obliteration of
what once crushed them under the heel of false gods. They can, however, come from many walks of
life. Fighters who have grown up with the Athar philosophy are common, as are rangers who take up
the fight. Barbarians tend to be religious, so they are less likely, but still possible. Other classes are
largely rare, either lacking the battle training or the dedication and idealism that one normally
associates with the Infidel Crusader.

Within the ranks of the Athar, Infidel Crusaders are not entirely common, though they are a significant
and vocal minority. Many of them tend to be warlike and overtly hostile to any outside faith, crusading
against religions and temples even in the heart of Sigil, when they occasionally get out of control.
Because of their slightly volatile tendencies, they are often given jobs defending Athar outposts in the
more dangerous areas of the multiverse, as there, the crusade against the faithful is at least only
mostly destructive of things that nobody will miss. The obliteration of one more church to a Demon
Lord is not something most of the multiverse would be sad about, after all.

Hit Dice: d10

To qualify to become an infidel crusader, a character must fulfill the following criteria.

Faction: Athar

Base Attack Bonus: +5

Feats: Heretic’s Strike, Heretic’s Fury

Skills: Knowledge (religion) 4 ranks

Special: You must have taken the Vows under an initiating cleric of the Great Unknown of 5th level or
higher. During the ceremony, you must have destroyed 100 gp worth of items sacred to a particular
god-worshiping faith.

Class Skills are Concentration (Con), Craft (Int), Knowledge (religion) (Int), Heal (Wis), Profession (Wis),
Diplomacy (Cha), Perform (Cha).

Skill Points/Level: 2 + Int modifier

Level BaB Fort Ref Will Special

+1 +2 +0 +2 Vows, Tainted Touch, Obscurement
+2 +3 +0 +3 Smite Believer, Heretic Aura

+3 +3 +1 +3 Proselytizing

+4 +4 +1 +4

+5 +4 +1 +4 Lesser Ally from Behind

+6 +5 +2 +5

+7 +5 +2 +5 Doubt, Ally from Behind



8 +8 +6 +2 +6
+9 +6 +3 +6
10 +10 +7 +3 +7 Defiance, Greater Ally from Behind

Class Features
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Weapon and Armor Proficiency: Infidel Crusaders gain proficiency in one martial weapon, if he doesn’t
already have martial weapon proficiency.

Vows: Infidel Crusaders, upon being welcomed into the tradition, must take certain vows that he must
uphold at all times. A violation of these vows results in loosing all class-granted abilities from the
Infidel Crusader prestige class (except attack and save bonuses), at least until the crusader repents,
and has atonement cast upon him by an equal or higher level cleric of the Great Unknown. The vows
are as follows:

e An Infidel Crusader must retain belief in the Great Unknown as the origin and manifestation of
all true divine power. He must hold that the gods are mere pale reflections and echoes of the
true divinity, the Great Unknown, from which they draw their power.

¢ An Infidel Crusader must always fight against the false gods that wish to obscure the truth from
the devout. By words and deeds, an Infidel Crusader must resist and battle the lies of the
deities, either directly or indirectly. Infidel Crusaders need not be reckless or stupid, and, in
fact, tact is often the better choice than full-on war. It is left up to the individual crusader’s
wisdom to tell which a given circumstance calls for.

e An Infidel Crusader must never receive aid or help from a priest that is not a fellow believer.
They must accept neither magical enhancement nor healing nor resurrection from any priest
devoted to any source other than the Great Unknown. The power of the Great Unknown is such
that it needs no assistance from the lesser deities of the world, and no help of their puppets. A
Crusader can distribute his gifts freely, and can receive blessings from others who have magic
powered by the Great Unknown, instead of a false idol.

Tainted Touch: The presence of an Infidel Crusader disturbs holy and unholy energies. To wielders of
divine magic (clerics, druids, paladins, rangers, and outsiders), his touch causes painful boiling and
sores, inflicting an amount of damage equal to the Infidel Crusader’s Charisma bonus (if any) per round
of direct count. If used in combat, the Crusader must make a melee touch attack.

To objects powered by divine energy (such as divine scrolls, wands with divine magic, magic items that
use divine spells), the touch of an Infidel Crusader may neutralize their holy bond, suppressing any
magic they can manifest that is of a spell level less than or equal to the Infidel Crusader’s class level.
Thus, a 1st-level Infidel Crusader can suppress a wand of cure light wounds for instance. The
suppression begins at the Infidel Crusader’s touch, and lasts while the Crusader remains in contact. Any
holy or unholy symbol touched by an Infidel Crusader likewise cannot be used as an effective divine
focus or turning item. Any holy or unholy water is likewise neutralized of all special properties at the
touch of an Infidel Crusader.
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Obscurement: An Infidel Crusader is permanently under the effects of a nondetection against divine
spells only. The caster level of this spell is equal to the Crusader’s character levels. This is a
supernatural effect.

FACHI®NS

Smite Believer: Once per day, an Infidel Crusader of 2nd level or higher may attempt to smite a
believer with a normal melee attack. This attack takes the place of an existing attack roll and may be
used against divine casters only. An Infidel Crusader adds his Charisma bonus to his attack roll for the
smite, and deals 1 extra point of damage per level. If an Infidel Crusader smites a creature that is not a
believer, the attack gains no special bonuses, but the smite attempt is still expended for the day.

Heretic Aura: An Infidel Crusader gains a Spell Resistance of 15 + his class level against all divine magic
that cannot be lowered at will. They can, as a standard action, extend this to a 10-ft. radius around
them, imparting the same spell resistance to all creatures within 10 feet (whether they want it or not).
This does not stack with the Faithless Miracle feat.

Proselytizing: The words of an Infidel Crusader can inspire doubt and fear in even the staunchest
believer. She can target any creature she can talk to with this ability. By making a Perform (street
preaching) check opposed by the target’s Will save, an Infidel Crusader can cause the affected
individual to temporarily doubt themselves. During the time affected, the victim is subject to negative
levels equal to the Crusaders Charisma bonus. It takes five full rounds to build doubt in a listener and
once a victim has made their Will save, they cannot be affected again for one day. If attempted during
combat the listener receives a +4 circumstance bonus to their save.

Ally from Behind: Upon reaching 5th level, an Infidel Crusader gains the ability to call any outsider as if
he could cast lesser planar ally once per week. This is actually a creature summoned by the Great
Unknown, and not by a specific deity.

At 7th level, the spell becomes planar ally. At 10th level, it the spell becomes greater planar ally.

Doubt: At 7th level, an Infidel Crusader gains the remarkable ability to suppress divine spellcasting.
This is a greater version of the proselytizing class power, and still functions by the Infidel Crusader’s
Perform (street preaching) check opposed by the target’s Will save. The doubt lasts at least one week
before it fades. During the time affected, the victim is subject to negative levels equal to the
Crusaders Charisma bonus. It takes five full rounds to build doubt in a listener and once a victim has
made their Will save, they cannot be affected again for one week. If attempted during combat the
listener receives a +4 circumstance bonus to their save.

Defiance: An Infidel Crusader of 10th level endures a great transcendence in which the essence of the
Great Unknown infuses him. Against any divine caster he may now become incorporeal at will.
Environmental effects such as area affect spells and summoned creatures that lack divine casting
abillities may still affect him.

Defiant Blade

“Even the ‘gods’ can use a bloodied nose.”



Defiant blades are the bodyguards and front-line soldiers of the Athar. They take the fight to the gods
and are viewed by many as suicidal, opposing both deities and their servants. Fanatically loyal to the
faction, fists go to any extreme to oppose the plans of the gods, willing to bring arms to bear against
divine power.

This prestige class represents faction members who have become so disdainful of the Powers that they
develop resistances to the abilities of their minions. Many fists of divinity focus on a specific deity and
oppose that god, his or her proxies, petitioners, and normal worshippers in all they do, no matter how
trivial. For a fist, the time for talk has passed.

Hit Die: d8

Class Requirements

To qualify to become a defiant blade, a character must fulfill the following criteria.
Faction: Athar

Base Attack Bonus: +5.

Skills: Intimidate 3 ranks, Knowledge (religion) 3 ranks.

Feats: Blasphemous Presence, Condemnation.

Class Skills

The defiant fist’s class skills are Climb (Str), Concentration (Con), Craft (Int), Jump (Str), Intimidate
(Cha), Knowledge (religion, Int), Listen (Wis), Profession (Wis), Spot (Wis), Swim (Str), and Survival
(Wis).

Skill Points at Each Level: 4 + Int modifier.

Level BaB Fort Ref Will Special

1 +1 +2 +2 +0 Divine Enemy

2 +2 +3 +3 +0 Divine Smite 1/day

3 +3 +3 +3 +1 Bonus Feat

4 +4 +4 +4 +1 Divine Smite 2/day

5 +5 +4 +4 +2 Additional Divine Enemy

6 +6 +5 +5 +2 Blessing of the Great Unknown
7 +7 +5 +5 +3 Bonus Feat

8 +8 +6 +6 +3 Divine Smite 3/day

9 +9 +6 +6 +4 Heretical Mockery

10 +10 +7 +7 +4 Additional Divine Enemy

Class Features

All of the following are class features of the defiant blade.

Weapon and Armor Proficiency: Characters who take a level as a defiant blade gain proficiency with all
simple weapons, light armor, medium armor, and all shields (except tower shields).

Divine Enemy: Starting at 1st level, the defiant blade chooses one deity. All clerics or other characters
with the god as a patron deity are treated as one’s divine enemy, as well as all proxies and outsiders
that serve that deity. The defiant blade gains a +2 bonus to Bluff, Intimidate, Listen, Sense Motive, and
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Spot checks when using these skills against the deity or its minions. Likewise, the defiant blade gets
the same bonus to weapon damage rolls against his divine enemies. The bonus also applies to targets
within 30 feet for ranged attacks. If the target is immune to critical hits, the target is not subject to
the additional damage.

FACHI®NS

At 5th and 10th level, the defiant blade may select a new divine enemy and increase the bonus of a
previous divine enemy by 2.

Smite Divine Foe (Su): Once per day at 2nd level, the defiant blade can make a melee attack against a
divine spellcaster or an outsider and inflict extra damage. The defiant blade adds his Wisdom bonus to
his attack roll and deals 1 additional point of damage per class level. If the defiant blade accidentally
smites a creature that isn’t a divine spellcaster or outsider, the attempt is wasted. At 4th level, this
can be used 2/day, and at 10th level, it can be used 3/day.

Bonus Feat: At 3rd level and again at 7th level, the defiant blade gains a bonus feat. This feat may be
any feat that requires the Athar faction or any fighter bonus feat.

Blessing of the Great Unknown (Su): At 6th level, the defiant fist gains damage reduction 5/magic. In
addition, he no longer takes bonus damage from aligned weapons.

Heretical Mockery (Su): At 9th level, by making a successful Intimidate check as a full round
action he forces any divine casters within 30 feet to focus on him instead of their spells.
Targets that fail a Sense Motive check against the DC of his Intimidate check must make a
Concentration check (DC 10 + spell level + your Charisma modifier) to cast a spell or use a
spell-like ability. He may continue this distraction for a number of rounds equal to 3 + his
Charisma bonus, during which he can attack and move normally but may not cast spells or
activate magical items. This is a supernatural ability usable three times per day.

THE BLEAK CABAL
“Pike it. He’s a barmy and that’s that.”

Ghren sighed despondently, and regarded the old aasimar in Bleaker colors sitting on the dirty Hive
streets, dejected and mute, with a knowing look. The bariaur picked at his horns absent-mindedly and
sighed again, “He’s not just a barmy, he’s a fellow Bleaker. | have to help him, especially in this time
of need...he doesn’t have any cutters like you and Ferno to take care of him...we can’t just leave him
here; he needs to be in the Gatehouse.”

Sareth snorted derisively. “What does it matter? You ain’t in a faction any more than | am. You don’t
hafta help if it don’t benefit you.” Sareth started shifting back and forth on his hooves, something he
did when he was getting impatient. Ferno’s surprisingly stocky and muscular half-elf form sauntered
over to Ghren.

“Nothing...nothing...pointless...empty...futile..why?! There is no hope, no mercy, nothing...”

“I guess you have a point...”

Ghren gave one last sigh of despair and wandered away, trailing after his friends, thinking that there
was nothing he really could have done, because nothing he could have done would have meant
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anything.

Life doesn’t make sense. That sums up the Bleak Cabal’s philosophy, and no further elaboration is
required. They do not believe that nothing is the meaning, like the Doomguard, but instead that there
isn’t even any meaning in the first place. The closest thing to meaning is what’s inside you, and when
nothing means everything and everything means nothing, the inside looks dreary and anything but sane.
Bleakers constantly struggle with their own sanity while trying to find inner purpose, most choosing to
find meaning in life through charity, giving people reprieve from the mad merciless multiverse.

FACHI®NS

Philosophy: The multiverse doesn’t make sense, nor is it supposed to.

Nicknames: Bleakers, the Cabal, Madmen.

Headquarters: The Madhouse in Pandemonium.

Majority Races: Half-elves, humans, tieflings.

Favored Classes: Bards, sorcerers, wizards.

Factol: Tyvold (CG male grey elf Clr6/Ftr5/Wiz7 Bleak Cabal)

Prominent Members: Tessali (CG male grey elf Ftr5/Rogé/Wiz7 Bleak Cabal) and Ezra (NG male
bariaur Exp1 Bleak Cabal)

Alignment: Any non-lawful.

Symbol: A helm with a black blaze behind it.

To most people the idea that there isn’t any meaning to the multiverse is madness, but to a Bleaker,
the idea that there is meaning to anything is what’s really mad. What proof of some greater purpose
has their ever been? What makes people so sure life makes sense anyways? None, nil. For all the
searching, no one can truly make sense of everything, not the petitioners, the proxies, or the powers
themselves. The Bleakers know the truth: there is no answer, no grand design, no reason. Nothing.
They find peace in accepting the state of things for what they are; it’s what allows them to face the
multiverse and themselves. They look down at those who try to force meaning on the multiverse with
pity, and can only sigh when others say they are mad.

The Bleak Cabal believe that since there is no meaning on the outside, then all they can do is try to
find meaning on the inside. See, the multiverse is cruel and merciless, all madness and noise. However,
being used to that, a Bleaker tends to be more understanding of such a condition, and more willing to
dole out the mercy that is not inherently in the multiverse. They figure if there isn’t any mercy in the
multiverse, then mercy comes from within, and if mercy comes from within, then maybe, just maybe,
they can find their own meaning through it. Even the evil among the Cabal try to do charitable acts,
not because they care one way or the other, but because the act helps battle the insanity of having no
purpose.

While the Cabal would like to shape people with their point of view, they don’t force it on others. They
don’t even actively recruit members. Indeed, when someone approaches a Bleaker for membership,
they just ignore them, even more so now that the Lady of Pain has seen fit to ban the factions from
Sigil. Once the potential Bleaker realizes that all of the questions they’ve been asking have not been
answered because that is the answer, they are accepted. Most of the time potential recruits are
members of other factions who’ve lost faith in their creeds, and no longer see the point of their
faction, its allies, or its enemies. It just ceases to make sense. And when you can’t find anything to
believe in, not believing in anything at all is rather appealing.

The Bleak Cabal are a group of depressed, and ofttimes mentally disturbed, humanitarians. If that
doesn’t convince people that the multiverse is insane and without meaning, then perhaps nothing will.
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Brief History

Around nine centuries ago, the Bleak Cabal sprung into being. Their philosophy of no philosophy
appealed to a great many people, but confused a lot more, especially at first. When belief can shape
everything round you, a belief in absence doesn’t seem too out of place, but an absence of belief is
outright insane. No one understands it until they don’t understand anything anymore, at which point
they can either choose to accept the harsh reality or go mad from the strain. Nothing makes any sense,
so why keep on trying to force it? Instead, just focus on yourself, and see if you can find meaning
there.

FACHI®NS

Naturally, this appealed to the cynical planars that were tired of the factions and their philosophical
wars, or those who found their own beliefs failing them. Thus the Cabal attracted those who had
become lost in the clash of ideals, who felt abandoned for one reason or another by their faction or
powers, those who were ready to give up. Most other factions never appreciated how the Bleak Cabal
seemed to “steal” their members, even when it was clear the factions weren’t doing enough to keep
them. Still, with all the factions that have existed over the course of Sigil’s history to oppose them,
you’d think that the Cabal would’ve have been squashed...but there was always someone who saw that
much opposition as a sign they were doing something right. Even at their all-time lows, the Cabal knew
that when one faction or another got too big for their own good members would become disenchanted,
and their own ranks would swell. This cycle has repeated throughout history, with their memberships
rising and falling, and providing the Madmen a chance to be too big for their britches as well...often far
too big, which caused some notable problems.

When a Bleaker talks about the Grim Retreat, most people just think they’re talking about a Bleak
Cabal vacation. In a way, they’re right. The Bleakers, constantly striving against that insanity inside of
them, finally give up in large numbers and go on a little trip of the mind that often lasts them the rest
of their lives. This happens, oddly enough, whenever the ranks expand too much. The overwhelming
loss of belief causes insanity, which can’t be dealt with efficiently by the few elders who truly
understand it. This strange mental disease seems to start at the top and work its way down, with the
factol usually the first to go. As it spreads through the ranks, the inexperienced new recruits are left
behind, forced to drive the faction themselves while attempting to tend those Bleakers that came
before them.

They’ve gotten smart over the years, however. They’ve learned quite a bit about medicine and
treatment, and now the recovery rate for its members is very high. And though there are still individual
cases, the Bleak Cabal has not suffered a mass Grim Retreat in the past three decades, mostly due to
the fact that their ex-factol Lhar made a point of keeping their membership at a stable number. Now,
with the disbanding of the factions, they aren’t even sure if one will happen again. They aren’t even
really a faction anymore, just a bunch of like-minded individuals accustomed to dealing with madness.
This doesn’t stop them from tending to the insane and the needy, and they continue to do so, now
unofficially instead of officially.

Many of the Madmen decided to make a trek to Pandemonium after the Lady declared factions against
the law, and most of those never returned. Some are staying at or around the Madhouse, their faction
headquarters on the first layer, to ward off any trouble from the lawful folks who have been sniffing
around recently, asking about an artifact reputed to be able to bring back dead Powers. Some decided
to settle in Windglum, a town on the third layer of Pandemonium. But whatever the reasons, it’s
reduced the amount of Bleakers in the Cage, but not by too much. It’s not like things like this didn’t
happen all the time over the course of Bleaker history.
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Most people continue to view the Bleak Cabal as a “bunch of barmies” who are perpetually depressed.
No one cared before to look at the intricacies of the Bleak Cabal philosophy, and now the only people
who might care are those who have been swept up in the “Faction Fever” of learning everything about
every faction and every factol. It’s all over the place that ex-factol Lhar was always seeking his
parents, but the Bleakers don’t care, and neither does anyone else really. Apathy breeds apathy, and
the Bleak Cabal is one of the few factions that didn’t generate too much interest when Faction Fever
started up.

FACHI®NS

Goals

The Bleak Cabal does not have a unified front or a common objective. Each member is expected to
grapple with the implications of accepting the multiverse for what it is. In the meantime, the majority
of the Cabal work together and with other organizations to help the poor, the lost, and the insane,
running food courts, shelters, and asylums as needed. These acts of charity are considered the
faction’s main “responsibility”, and their principal method of finding some purpose to their lives. A few
Bleakers take up the life of planewalkers, either to promote the “truth” to those who haven’t heard it
or to find meaning in the personal growth that comes with the adventuring lifestyle.

Allies

While the Bleak Cabal has no real official allies, the Dustmen, Doomguard, Sons of Mercy,
Revolutionary League, and Xaositects are all well disposed towards them. Now that the Doomguard and
the Revolutionary League have moved their main operations out of Sigil, the handful that are left
aren’t very strong allies. Relations are perhaps strongest with the Dustmen, as both of the morose
factions continue to carry out their duties solemnly side by side in Sigil, Bleakers helping the poor, sick
and dying, and Dustmen carrying away those who the Bleakers couldn’t help.

Enemies

The Bleaker’s principal “enemies”, the Sign of One and the Mercykillers, are gone, with the former
joined with the Believers of the Source to form the Mind’s Eye, and the latter splintered. The Bleak
Cabal still don’t really like the Signers for thinking one of their old factols to death, but they don’t
hold it against the Mind’s Eye, so the Bleakers have purged themselves of the bitterness and turned
towards their work and themselves. While the Sons of Mercy are being quite cordial and even a little
helpful, any Sodkiller that comes along is bound to crack a few skulls if the Bleaker doesn’t get out of
their way. Overall, most other factions are content to ignore the Madmen and leave them to their
madhouses.

Mindmender

One who makes the madness go away

One of the most benevolent and caring of the Bleak Cabal, a mindmender is one who takes the
madness away, attempting to improve the lives of those he encounters. He is a calming soul, soothing
and charismatic. Often, these caring bloods run soup kitchens or other charities in and around Sigil,
trying to make the harsh life of the poor less potentially maddening. Others work exclusively in the
Gatehouse, with those already diagnosed. Still others are the adventurous types, actively seeking the
disturbed in an attempt to help them with their problems. Many say that a mindmender’s compassion




and caring is just another form of madness, merely extroverted. A mindmender needs his patients,
some say, to avoid going insane himself.

Most mindmenders come from a clerical background, the profession easily giving itself to being caring
and compassionate. Others are bards likely or rogues (who have mutliclassed) who have decided to
take up a role of compassion. Fewer are warriors who have turned away from the sword for a path of
kindness.

NPC mindmenders work throughout the poor areas of Sigil, and are found in the largest numbers in and
around the Gatehouse, caring for those poor sods who are “a few factions short of a war,” to use a
popular euphemism. It is PC mindmenders who are often the ones who quest far and wide for those
whom madness has taken, and who have not been able to find the Gatehouse yet.

Hit Dice: d8

To qualify to become a mindmender, a character must fulfill the following criteria.
Faction: Bleak Cabal

Base Will Save: +4

Skills: Heal 8 ranks, Profession (psychiatrist) 8 ranks, Knowledge (psychology) 8 ranks.
Feats: Sympathetic, Skill Focus (Heal)

Spellcasting: Ability to cast cure light wounds

Special: At least one month’s apprenticeship under an already-certified mindmender.

Class Skills: Concentration (Con), Craft (Int), Knowledge (all) (Int), Search (Int), Spellcraft (Int), Heal

(Wis), Listen (Wis), Profession (Wis), Sense Motive (Wis), Spot (Wis), Bluff (Cha), Diplomacy (Cha),
Intimidate (Cha)

Skill Points/Level: 6 + Int modifier

Level BaB Fort Ref Will Special Spells per Day

1 +0 +0 +0 +2 Diagnosis, Hypnosis +1 spellcasting level
2 +1 +1 +1 +3 Fight It Off! +1 spellcasting level
3 +1 +1 +1 +3 Stabilize +1 spellcasting level
4 +2 +1 +1 +4 +1 spellcasting level
5 +2 +2 +2 +4 Persuade +1 spellcasting level
6 +3 +2 +2 +5 Manipulate +1 spellcasting level
7 +3 +2 +2 +5 +1 spellcasting level
8 +4 +3 +3 +6 Charisma Bonus +1 spellcasting level
9 +4 +3 +3 +6 +1 spellcasting level
10 +5 +3 +3 +7 Surgery +1 spellcasting level

Class Features

Weapon and Armor Proficiency: Mindmenders gain no weapon or armor proficiency they didn’t already
possess.

Diagnosis: A mindmender gains the ability to ascertain a mental illness afflicting an individual merely
by observing them, simply by making a Heal check. He may discover the cause and nature of any mind-
affecting effect currently afflicting the individual, including the name of the spell (if any), or the cause
and nature of the disease.

FACHI®NS

!
|
;f
3
a
\
.j:
g



!
|
g
3
a
]
.j:
g

The DC for a magically inflicted madness is the same for the DC of the save against it. Success indicates
that the mindmender knows it is magically afflicted. A Spellcraft check (same DC) reveals the exact
spell.

FACHI®NS

The DC for a natural disease is the same as the DC to save against it. Success indicates that the
mindmender knows the specific disease. A Knowledge (psychology) check against the same DC will
reveal the likely cause of the disease.

If a victim wishes to hide their disease, they may roll a Bluff check, opposed by the mindmender’s
Sense Motive check, to attempt to hide it. If they win, the mindmender detects nothing obviously
wrong. If they lose, the mindmender can determine that there is a disease, but must still roll to
diagnose it normally.

Hypnosis: At first level, a mindmender can calm and placate even the most nervous and afflicted of
beings. By taking a full-round action, the mindmender can target any single creature that can see and
hear him that is within 15 ft. On that target the mindmender may cast hypnotism. The caster level for
this power is the class level of the mindmender. This is a sonic, mind-affecting extraordinary
enchantment that may be used three times a day.

Fight It Off!: At second level, a mindmender can aid a victim who is suffering from a mind-affecting
effect. By speaking as a full-round action, he can grant the victim a new saving throw. The victim must
be able to hear the voice of the mindmender for this to work. This is a sonic, mind-affecting, language-
dependant effect.

Stabilize: A third-level mindmender can further assist a suffering victim with his own great skill. The
mindmender can affect any victim who is suffering from a mind-affecting effect that can hear his voice
by speaking as a full-round action. He then makes a Heal check. The victim is allowed a new saving
throw, using the mindmender’s check in place of her saving throw. This is a sonic, mind-affecting,
language-dependant effect.

Persuade: A fifth-level mindmender gains the ability to meddle with the mind of any one target that
can hear them. As a standard action, they may make a Bluff or Diplomacy check, opposed by the
opponent’s Will save, Bluff check, or Sense Motive check as choosen by the opponent. If the
mindmender succeeds, they can implant a suggestion into the mind of the victim, as if they had cast
the spell suggestion. The suggestion lasts for one hour for every class level. This is a sonic, mind-
affecting, language-dependant extraordinary enchantment.

Manipulate: A sixth-level mindmender can more accurately meddle with the mind of any one target
that can hear them. As a standard action, they may make a Bluff or Diplomacy check, opposed by the
opponent’s Will save, Bluff check, or Sense Motive check as choosen by the opponent. If the
mindmender succeeds, they can arouse an emotion in the mind of their victim, as if they had cast the
spell control emotion. The emotion lasts for as long as the mindmender speaks (a free action), and for
one round per class level thereafter. This is a sonic, mind-affecting, language-dependant extraordinary
enchantment.

Charisma Bonus: Because of the reputation and aura of giving that surrounds a mindmender, he
receives a +2 enhancement bonus to their Charisma scores at eighth level.
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Surgery: Drastic times sometimes call for drastic measures, and a mindmender is very skilled in the
latest medical practices of the day, being so exact as to be able to operate on the mind and perhaps
develop a positive effect. Surgery takes an entire day to complete, and the recipient must be helpless.
While in surgery, the mindmender Failed By Effect

can accomplish one of the following _ _

tasks with heal checks of the Grant permanent extraordinary hypnotism

following DC’s. Failure has a penalty Grant permanent extraordinary hideous laughter

that is associated with the grossness Grant permanent extraordinary hold person

of the failure. Due to this harsh Grant permanent extraordinary emotion

penalty for failure, much surgery is Grant permanent extraordinary mind fog

considered risky at best. Grant permanent extraordinary feeblemind
Grant permanent extraordinary insanity

Grant permanent extraordinary antipathy

Repair Mental Ability Score Drain Grant permanent extraordinary sympathy

(DC 20 + 1/point restored): If the 10+ Death of subject
check is successful, the indicated number of permanently drained points from any combination of
Intelligence, Wisdom, and Charisma are restored as if they had been healed.

FACHI®NS
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Mend Permanent Mind-Affecting Effect (DC same as save DC against): If the victim is afflicted with a
permanent mental affliction (such as insanity or a permanent spell effect), the mindmender can heal
the condition.

Grant Mental Ability Score Bonus (DC 30 +4/point gained): If the check is successful, the indicated
number of ability points are gained to any combination of Intelligence, Wisdom, and Charisma. These
are considered inherent bonuses, similar to points gained through a wish spell.

Grant Madness (DC 15 + the level of the duplicated effect): If the check is successful, you can afflict
the victim with a mental disease that is considered permanent and extraordinary that duplicates the
effect of any mind-affecting spell. Any failure of this effect results in the death of the patient.

Grant Divination ability (DC 25 + 2x level of the duplicated effect): If the check is successful, the
subject gains an ability similar to a selected divination spell, that they can use at any time as an
extraordinary ability. A subject may have only one divination ability in this manner.

Grant Wild Talent (DC 30): If the check is successful, the subject gains the effect of the Wild Talent
feat, gaining 3 O-level psionic powers (or spells) that they can manifest freely 3 times/day. A subject
can only have this operation once.

Bleaknik

More a subculture than a profession, Bleakniks grew out of the artistic tendencies of certain Cabalists
in the past several centuries. Though there are now a number of Bleakniks that claim no allegiance
with the Bleak Cabal, their outlook is rooted deeply in Bleaker philosophy. After all, ask a typical
Bleaker what his art is about, and the typical answer you'll get is a forthright "Nothing!" The typical
Bleaknik is a poet, but they also engage in painting (largely in dark shades), dirges, or even near-
suicidal stunts. Largely though, their art is absurdist, stark, and grim, often parodying the "normal” folk
of the planes or demonstrating the sheer pessimism inherent in their outlook.
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Bleakniks are largely found in Sigil, but small groups have sprung up in gate-burgs, particularly near the
lower planes. The handful of cities in Pandemonium also hold some of their number, having retreated
there after the Faction War. Typically found passing the time in cafes and taverns, they've also made
some prominent showings around the Festhall recently, as if seeking to counter the typically more
upbeat proceedings there. However, they seem to actually have gathered a following that seeks them
out more for their avant-garde pieces rather than their message - folks that actually seem to be
genuinely excited to see the the dark artists, much to the Bleakniks' chagrin.

FACHI®NS

Not all Bleakniks are members of the Bleaknik class; this prestige class represents the most talented
Bleakers that have devoted the whole of existence to their art. Of course, that means finding
inspiration, and a surprising number of Bleakniks travel across the planes in order to renew the
emptiness in their souls.

Hit Die: d6

To qualify to become a bleaknik, a character must fulfill the following criteria.
Faction: Bleak Cabal.

Skills: Bluff 5 ranks, Knowledge (any) 3 ranks, Perform (oratory) 8 ranks

Feats: Any one feat with the faction requirement of Bleak Cabal.

Class Skills

The bleaknik’s class skills (and the key ability for each skill) are Appraise (Int), Bluff (Cha), Gather
Information (Cha), Knowledge (all skills, taken seperately, Int), Listen (Wis), Move Silently (Dex),
Perform (Cha), Sense Motive (Wis), and Speak Language (NA).

Skill Points at Each Level: 6 + Int modifier

Level BaB Fort Ref Will Special

1 +0 +0 +0 +2 Bardic Knowledge, Dissonance
2 +1 +0 +0 +3 Bonus Feat

3 +2 +0 +0 +3 Break Concentration

4 +3 +1 +1 +4 Bonus Feat

5 +3 +1 +1 +4 Anti-Music

Class Features:
The following are features of the bleaknik prestige class.
Weapon and Armor Proficiencies: Bleakniks gain no proficiency in weapons or armor.

Bardic Knowledge: This is identical to the Bardic Knowledge class feature, and stacks with other classes
that have it for purposes of Bardic Knowledge checks.

Dissonance (Ex): A true bleaknik finds enlightenment through grim truth, and gains a +2 bonus to Bardic
Knowledge and Perform checks for every feat she has with the faction requirement of Bleak Cabal.
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Bonus Feats: The bleaknik gains a bonus feat at 2nd and 4th level. This may be chosen from any of the
general feats with the faction requirement of Bleak Cabal or the feat Iron Will. The bleaknik must still
meet any requirements of a feat to choose it.

FACHI®NS

Break Concentration (Ex): At 3rd level, a bleaknik becomes expert at distracting spellcasters, her
discordant ways interfering with the order of spellcasting. Whenever the bleaknik performs an action
that would force a spellcaster to make a Concentration check she may add her bleaknik level +
Charisma modifier to the DC of the check for her victim.

Anti-Music (Su): At 5th level, a bleaknik can use her Perform skill to negate the bardic music class
ability, using a variety of techniques from discordant noise to lyrical mockery. By making a successful
Perform check opposed by the bard's Perform check, the bleaknik can cancel out one effect of bardic
music for all that are capable of hearing her. If successful, the bleaknik can continue to cancel out the
effect for as long as she continues to speak, sing, play music, etc., until the effect ends. If the bleaknik
fails, she may not try and negate that particular effect from that bard for the rest of the day.

The Grim

Most Bleakers are given to depression, and it's the rare Bleaker that lives to an old age, much less
survives without succumbing to despair entirely. Those that fall often commit suicide or go insane. The
former are typically left to their fate, but the latter has become something the Bleak Cabal has
learned to deal with. They call it the Grim Retreat, and consider it a disease that strikes the faction in
a cyclical fashion. Treatment has become relatively reliable, and fairly often a Bleaker will make a full
recovery.

Sometimes, however, a Madman will achieve an ephinany in his throes of madness, and come to cope
with and understand his state far better. Achieving a rare balance between sanity and insanity, she
comes out of treatment with an empty, hollow look. She comes to embody the faction's philosophy,
understanding that there is no meaning, but continuing on nonetheless. Such a person seems split
between logic and whimsy, at times seeming perfectly sane and other times seeming to act
nonsensically. Bleakers refer to them as "the Grim", considering them to essentially be just as lost as
those who fall into catatonia or gibbering rants.

And that suits the Grim just fine.

Hit Die: d8

To qualify to become one of ‘the grim’, a character must fulfill the following criteria.
Faction: Bleak Cabal

Base Will Save: +4

Feats: Incorporate Madness, Manic-Depression

Special: Must go insane and make a full recovery at a Bleaker stronghold.

Class Skills

The grim’s class skills (and the key ability for each skill) are Bluff (Cha), Decipher Script (Int), Escape
Artist (Dex), Heal (Wis), Hide (Dex), Innuendo (Wis), Intimidate (Cha), Listen (Wis), Search (Int), and
Sense Motive (Wis).

Skill Points at Each Level: 4 + Int modifier




Level BaB Fort Ref Will Special

+0 +2 +0 +2 Cured, Insanity, Lucid

+1 +3 +0 +3 Improved Incorporate Madness
+2 +3 +0 +3 Magic to Madness

+3 +4 +1 +4 Violent Relapse

+3 +4 +1 +4 Transfer Incorporated Madness
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Class Features

The following are features of the grim prestige class.

Weapon and Armor Proficiencies: The grim gain no proficiency in weapons or armor.

Insanity: The Grim gains an Insanity score equal to her level in this class. Normally Insanity provides a
penalty, but the Lucid class feature prevents that penalty for the Grim. Once per day, the Grim may
use her Insanity score as a bonus to her Wisdom for purposes of a single roll.

Cured: The grim may choose on a given day whether she wishes to make the roll for the Manic-
Depressive feat or not; it is no longer mandatory. However, in choosing to forgo the roll, she loses
access to the following powers of this class, Violent Relapse and Transfer Incorporated Madness.

Lucid: The grim retains her Insanity score, but it no longer penalizes her Wisdom for purposes of Will
saves or skill checks. It may still be utilized as a bonus once a day.

Improved Incorporate Madness (Su): At 2nd level, when using the Absorb Madness feat, the Grim may
make a saving throw against the effect at its original DC. If she succeeds, she is unaffected by the
mind-affecting effect after "absorbing” it.

Magic to Madness (Su): At 3rd level, a grim may throw off mind-influencing effects at the cost of her
own sanity. Whenever she fails her saving throw against a mind-affecting spell, spell-like ability, or
power, she may instead take the spell or power's level as temporary Wisdom damage. If she does so,
the spell or power's effect is negated. She may not perform this effect if it would reduce her Wisdom
below 0.

Violent Relapse (Su): Though cured, a grim of 4th level or higher can draw upon her past insanity for
power, unleashing it out of desperation. When she does so, she may add her Insanity score to her
Strength score for a single action. This is a free action and she may only use this ability once a day.

Transfer Incorporated Madness (Su): At 5th level, if a Grim has gained a mind-influencing effect
through the Incorporate Madness feat, she can attempt to transfer that effect on to an unwilling victim
three times per day. She must make a successful touch attack and the target may make a save against
the DC of the original effect. If the target fails, the effect is transferred to the target with whatever
duration remains. If the target succeeds, the Grim retains the effect. The target may not be targeted
again with this power for a day.
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THE DOS®MGUARD

Ely Cromlich stood aboard the ship. It screamed in pain, its living and demonic nature betrayed by the
injury. Though the ship swayed, his grip on it was tight despite his single arm. But the vision of
emptiness tempted him. Ever since pure annihilation had touched him, he had dreamed of falling
apart... of Pentar... and he realized that this would be his only chance to be nothing at all. Taking a
step off the ship as his allies cried out, he knew that the enormous field of blackness that stood
before him was more than simply a weapon.

FACHI®NS

It was the beginning of the end.

The Doomguard pay homage to entropy, believing it to be the only constant in the universe. Some
guard against the doom, while others guard the doom against those that would stop it. But they are
together in their belief of a constant descent, that the universe reached its peak with creation and is
now purely a downhill trip. Many Sinkers are mercenaries and warriors, finding roles that engage in
destruction on a daily basis, but some take a less obvious approach using magic, piety, or other means.

Philosophy: Entropy is the only truth. Everything falls apart.

Headquarters: Negative Quasielemental Planes.

Nickname: Sinkers (Ashers, Dusters, Salties, Voids)

Majority Races: Humans, tieflings, zenythri.

Majority Classes: Fighters, rogues, wizards.

Factol: None

Prominent Members: Devland (LN male half-elf Ftr16 Doomguard (Asher)), Nagaul (NG female
dwarf Clr12 Doomguard (Voids)), Pereid (LN female human Rog20 Doomguard (Dusters)), Roth (CN male
tiefling Ftr15 Doomguard (Salties)), Spragg (LG male human Expert10/Ftr5 Doomguard)
Alignment: Any.

Symbol: A horned, spined animal skull on a blue field surrounded by a yellow ring.

Philosophy

A single belief fuels the Doomguard: everything is falling apart. The only truth of the multiverse is that
it will end. In fact, it’s ending every minute of every day, with every flake of rust, every aging body,
and every waning power. It’s happening on a mass scale. Nobody could stop it, even if everybody tried
together. For every finger you stick in the dam to halt a leak, another leak will spring from the
pressure. Most people rage against entropy, or at least try to. The Doomguard takes the opposite tack -
why wait? Why not help it along?

It’s their take on entropy that has led most folks to think the Sinkers are insane or worse. Truth is the
reasons one might hasten the end are varied and not always malevolent. Some think the multiverse is
less than perfect, and the slate has to be cleared for a better order. Others think the powers and
mortals alike have a tendency to lengthen the lifespan of the planes beyond their natural age, and that
the Sinkers have to work to undo the harm this “preservation” does. Some just want to see the
multiverse end in their lifetime, and play a part in the biggest and final event in the history of the
planes. Others are simply inspired by the despair and chaos entropy brings, and let it take permanent
root in their souls. Whatever their reasons, they are united in the belief that eventually the multiverse
is going to crumble, and defying this end is denying its purpose.

The Doomguard, however, in keeping with their tendency to break and disperse other things, have
broken and dispersed themselves. Currently four major sects call themselves Doomguard, each
representing a particular interpretation of their philosophy. Before the Faction War, there had only
been three subfactions, supposedly in keeping with the Rule of Threes. But any Sinker can tell you that
it’s easy enough for three pieces to become four, and tradition be damned.
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The fastest growing splinter group is the Doomguard of Ash. A nhumber of Doomguard led by Spragg have
embraced the belief that things are falling apart too fast, pointing to the Faction War as a wake-up call
to those Sinkers that think otherwise. Perhaps shaken by the destruction unleashed during the war, the
Ashers don’t view rapid decay with as much love as they used to. Believing wholeheartedly that the
multiverse has its own path to destruction, they think it is wrong to accelerate its end, and perhaps
cause unnecessary harm to the planes. One of their older members, Devland, would simply gesture to
the ash that surrounds their citadel, and point out that there’s more than enough entropy already.
Furthermore, if their faction falls apart, who’s going to help entropy along when it does need help?
While most of their efforts right now are being put towards healing their own wounds and unifying their
faction, they seek to curb the more excessive members of their faction, as well as slow the
hemorrhaging of the planes they believe the Faction War has begun.

FACHI®NS

While they were once the largest group, entropy has taken hold on the group now known as the
Doomguard of Salt, and their numbers dwindle due to their own destructive actions. These folks
believe that entropy has to be accelerated as fast as feasibly possible. They follow the vision of their
missing leader, Pentar, who previously led them, and Roth, the inheritor of her legacy. While partial to
accelerating natural cycles of decay, they have taken a more active role by feeding weapons and
information to both sides of the Blood War in an attempt to intensify it. They also seem to believe that
any Sinker that doesn’t subscribe to their view is a pale mockery of the Doomguard as it once existed.
Right now, this makes their main opponent the Ashers, and they've come quite close to wiping Spragg’s
faction out. Though they’re seen as dangerous maniacs by many of the other faction members, few can
fault their dedication... as well as the fact that they seem to have the largest stockpile of weapons,
most of which were “liberated” from the Armory of Sigil.

The more moderate view is taken by the Doomguard of Vacuum, who think that entropy is right on
schedule, and that Doomguard should act to speed or slow it on a case-by-case basis... if at all. Led by
Neraul, and the second-largest group of Doomguard, they have been allying themselves with the Ashers
in the interest of restoring the faction’s strength. Indeed, were it not for their efforts, the faction
might have fallen apart entirely by now. Of course, in a decade, they might be working to halt the
growth of the faction... if it survives that long.

Doomguard of Dust seem to be a more eclectic lot, not seeming to partake in one view on entropy.
Rather, they are unified by the fact that entropy has taken root in their souls. Led by Pereid, and the
largest current faction of Doomguard, many come across as chaotic as a Xaositect, and some are
undeniably mad. Others have been wounded during the Faction War and other conflicts, and sport
disfigured or scarred bodies. A growing belief in this citadel is that entropy should be internalized -
that only those that bear its mark, in one way or another, can have a perspective on it. They are split
between those that think entropy is moving too fast, those that think it’s moving at a sufficient pace,
and those that think that it isn’t moving fast enough, but their belief in internal entropy is what has
brought them together.

Brief History

Few know the history of the Doomguard as it predates the Great Upheaval. Pereid, the Doomlord of
Dust, has been heard to hint that the Doomguard actually predate the multiverse, and that they were
instrumental in putting the last one to its rest... “for its own good,” Pereid might add. Of course,
popular belief holds that she’s a lunatic among lunatics, but the idea seems to have spread amongst
the Doomguard to some extent. They believe that the belief of their predecessors was somehow
preserved and continues on through them, that they are simply the purveyor of a multiversal law.
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More accurate records point, instead, to a seemingly spontaneous formation of the group during the
Great Upheaval itself. It seems, from Guvner records of the time, that the Doomguard originated from
a half-dozen apocalyptic cults that saw the Great Upheaval as a sign that the universe was due for
destruction quite soon. United by their belief in impending doom, they survived to become one of the
fifteen factions that would control Sigil. Becoming more organized in the aftermath, they took up the
role of city guard, patrolling the city against “doom”.

FACHI®NS

Centuries later, a charismatic body by the name of Molluus within the faction would spark a change
within the faction. He claimed that it was “doom” that needed protection, that entropy was falling by
the wayside in the light of the Lady’s new order. He attracted a number of smaller sects and those few
long-lived individuals who had been alienated by the Great Upheaval, some of whom were deeply
embittered over the loss of their own factions. A common thread in their goals was revenge against the
factions and the destruction of Sigil as a whole. The Doomguard split, and it became clear to groups
such as the Harmonium and the Fraternity of Order that the Doomguard were no longer suited to be
the guardians of Sigil. Certainly, the actions of Molluus’ sect supported this, as his followers engaged
on rampages and strikes against what they called the “Lapdogs of the Lady”. The Lady, surprisingly,
took no apparent action against the folk that railed against her.

War broke out between the Doomguard and the Harmonium, with other groups throwing support either
way. Still, the Harmonium had numbers, and were able to force the Doomguard into the Armory, where
the Doomguard holed up for months. Even those who had previously guarded against the doom were
marked as members of Molluus’ faction by the Harmonium, and were forced to side with Molluus or
perish at the hands of the Hardheads. For months the Doomguard struck against the institutions of
Sigil, until a vote of the other factols in the House of Speakers threatened to revoke the Doomguard’s
status as a faction. While Molluus threatened to continue the battle without his faction status, he and
many of his followers suddenly vanished. With this threat hanging over them and cooler heads coming
to lead them, the Doomguard was forced to sign a blood pact that they would never instigate a war
within Sigil again.

Afterwards, the Doomguard took up the duty of creating and distributing weapons in Sigil, a task their
developing philosophy was suited to. The faction was still divided, however, and would never truly find
a unified base again. The older members believed that entropy was something to be slowed,
prevented, for it was moving too fast, while the newer members instead believed that Molluus was on
to something... even if he might have gone about it the wrong way. They took up the role of speeding
doom and hastening its end a bit more subtly than Molluus had. Lastly, a few believed that both sides
were wrong, and that the multiverse was falling apart just fine, and that it would be better to study it,
and prune where entropy was lacking and preserve where entropy had grown too rampant. They came
to serve a balance within the faction in accordance with the rule of threes, one that went undisrupted
until relatively recently.

The Doomguard's last factol, Pentar, fell into much the same camp Molluus had. Voted by the
Doomlords into leadership due to her fanaticism and talent for destruction, she supported the speed of
entropy by any means. To this end, she supported those that agreed with her ends solely, recruited the
half-tanar’ri Ely Cromlich, supported the creation of the Ships of Chaos (a tanar’ri/Doomguard
invention of mass destruction), and made war upon the Great Modron March. Her stoking of her sect
within the faction made it the majority within a surprisingly brief time. Many were inspired by her
“devotion”, and she made sure any opposition met a bad end. Most of her grander plans were cut short
when she was Mazed by the Lady of Pain just before the Faction War, however.
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The Doomguard blamed the Harmonium and Sensates for Pentar’s disapearance, and the threat of
brewing conflict would make the Harmonium demand the Doomguard turn over the Armory and all of
its weapons. The Doomguard refused, and a battle broke out between the Sinkers and Anarchists
against the Hardheads and Martyrs. The Armory was destroyed, Ely Cromlich - then leading the
Doomguard - would be crippled by the escape of the Armory’s spheres of annihilation... and the
following war saw them suffering the largest losses of any faction.

FACHI®NS

Most of the Doomguard, after the Faction War, planned to flee back to the faction's citadels. They
weren’t much liked in Sigil, and they lacked a cohesive leadership outside of the Doomlords
themselves. Of course, without their portals in the Armory, they would have to go back to the citadels
the long way... and not all agreed on which Doomlord deserved to be informed first. Still, where there's
a will, there's a way, and many found themselves painfully cashing in their beloved weapons and armor
in order to buy passage on a genie exploratory vessel... or dying trying to make it there the hard way.

The Doomlords were expected to make decisions about the faction’s future, and make decisions they
did - just not the same ones. Roth, Doomlord of Salt, who had already been making deals with fiends
for quite some time, had no interest in a “new direction” for the Doomguard. Most of the old guard fell
in with him, including the now-crippled Ely Cromlich. Neraul, Doomlord of Vacuum, ended up hosting
Spragg and those who followed him. Spragg offered his direction - one of counter-entropy - to the
Doomlord, and was rejected after a long deliberation. Making their way to Pereid's citadel, Spragg and
his followers discussed their proposal with her at great length. Just when they thought they had won
her over, another group of Doomguard arrived and spoke with her privately, after which Spragg and his
group were forced out at sword point. It wasn't until they spoke with Devland, Doomlord of Ash, that
they found an ally.

This split the Doomguard along two lines: those that fell in with Spragg and those that fell in with Ely.
Conflict was inevitable (and quick), with Roth and Ely - and a horde of tanar'ri manning their Ship of
Chaos - showing up on the doorstep of Citadel Exhalus in the interest of wiping out their “traitorous”
brethren. The assault on the Crumbling Citadel was fierce, and the “Ashers” had little choice but to
flee. As the Ship of Chaos tore apart the Citadel, the secret of the Crumbling Citadel’s entropic
qualities was revealed - it was home to a sphere of annihilation far larger than any that's been
recorded. For reasons known only to himself, Ely Cromlich leaped from the ship and into the sphere.
Furthermore, the sphere brushed against the Ship, crippling it and killing the majority of the invading
Salties. With both the Ashers and Salties crippled, it seems the Doomguard has once again reached a
stable condition ... though an uneasy one at best. The Doomguard of Ash have since retreated to Citadel
Cavitius, where they seem to have found a new home despite the undead spirits that reside there.

Though the Doomguard have not emerged with a clear leader, Spragg has grown from the conflict and
responsibility he's shouldered over the past few years. Far from what he once was - Ely's quivering
assistant - he's grown into the closest thing the Doomguard have to a new factol. Though he doesn't
have control of the entire faction - far from it - he has strong allies in Devland and Neraul, and it seems
more often than not Pereid is throwing in her lot with him (though she’s fickle at best). However, Roth
remains firmly and violently opposed to him.

Goals

The Doomguard have finally started to gain influence on the Outer Planes once again, as the four sects
seek out new members, alliances, and things that need breaking. Talks have begun with what's left of
their former allies, and several strikes on the Harmonium by the “Salties” have solidified Hardhead-
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Sinker hatreds once again, much to the dismay of the more liberal and moderate Doomguard members.
Still, it's clear that the Doomguard are making noise across the planes - and even Sigil - once more.

Largely, the Ashers have been consumed with ensuring their own survival, but it’s said that they’re
finally getting the chance to look outward at the planes and ponder their more long-term plans. Many
have wondered as to how they have managed to settle into Citadel Cavitius - a place tainted with dark
spirits and necromantic magic - with relative ease. However, the secret of it seems closed to all but
Spragg, Devland, and their closest supporters.

FACHI®NS

The Salties have thrown their weight into making sure the damage from the Faction War never heals.
Whether they’re working to support the Blood War in faction-held locales or striking against groups like
the Harmonium directly, they seem dedicated to making sure the other factions remain destabilized
and dispersed.

The Voids are focused on preserving the Doomguard, divided views and all. Serving as the conservators
of the Doomguard cause, they have worked to offer support and insight to the other groups, seeing
themselves as enlightened in regards to perceiving entropy.

Finally, the Dusters seem to lack any real unified goal other than spreading the word of their “new
path”. They have begun to filter into places like Sigil, spreading their philosophy of enlightenment
through self-destruction. Some more fanatical members are said to be going around scarring people -
physically or mentally - to spread their word in a more direct fashion, but if such is the case, reputable
reports have substantiated it. Certainly, it would go against the entire point of the idea of self-
destruction.

Allies

Separated as they are from much of planar politics now, the Doomguard have had difficulty maintaining
contact with their former allies. Since few of them save Pereid’s group are numerous enough to see
their goals furthered alone, many have looked to others they can influence or gather support from.

A close alliance with the Dustmen may not seem unusual initially, but is stranger when you note that
they've sided exclusively with the Doomguard of Ash. Some say the secret of it is that some timely
assistance on the part of the Dustmen is the only reason the Ashers have been able to squat in Cavitius,
and that Spragg or Devland is now beholden to an undead of one sort of another. Others say that some
dark of the place allowed them to settle there, and that their alliance with the Dustmen is due to
something they had to offer the Dead.

As for the Salties, rumor has it they’ve been working with fiends to take up a presence and secondary
headquarters somewhere on the Lower Planes, a position that they can then use to more comfortably
spread entropy across the multiverse. Some say they’ve been indirectly supporting the splinter cells of
the Revolutionary League, hoping that the Anarchists will strike the decisive blow against groups like
the Hardheads once and for all.

The Voids seem to have sought few allies outside the faction, instead just working to find key allies
within the Doomguard itself. It is said, though, that they are closely allied with, or possibly even the
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originators of, this newly formed Cult of Sferus. The cult worships the giant sphere of annihilation that
erupted from the Crumbling Citadel, believing it to be a power of its own. Granted, there’s no way to
communicate with it, and it doesn’t have any proxies, but the members seem to be getting spells from
their worship regardless.

FACHI®NS

The Xaositects have come into close alliance with the Dusters, though this seems to be a purely
informal affair. The line between chaos and entropy is a thin one, and a number of Chaosmen have
gone over the Duster cause and vice versa. Furthermore, they have cooperated several times on goals
either one faction or the other might normally seem to have no interest in. The exact nature of this
symbiotic relationship is unclear, however, and most expect it to end any time now, with Chaosmen
turning on Pereid’s Doomguard.

Enemies

The Harmonium is largely unaware of the Doomguard's ideological split, and recent events have caused
them to consider most members of the Doomguard enemies by association if nothing else. In turn,
many Doomguard blame the Harmonium for the sorry state of their faction. The anger between the two
groups is one of the fiercest on the planes, despite the desire of the more level-headed Doomguard to
avoid reviving old hostilities during this fragile time.

Still, the enmity between the Doomguard and the Fraternity of Order has yet to be revived. The
Dusters haven’t struck against them yet, feeling that the Guvners are relatively inoffensive and can be
dealt with when they turn their attention to Mechanus. Thankfully for the Dusters, the Guvners
consider the Doomguard sufficiently broken as to not prove a true threat to their studies and power.

Sinker Swordmaster

The sword - a tool made only for destruction - is the Sinker’s weapon of choice. All Doomguard are
trained in its use and it is well known that they produce some of the finest swords known to the
Multiverse. Many Sinkers choose to dedicate themselves exclusively to the sword. Due to the demands
of this prestige class, generally only fighters choose it, though any character who fulfills the
prerequisites is welcomed by the small group of Doomguard who teach their style to any Sinker who
wishes to learn it.

Hit Die: d10

To qualify to become a sinker swordmaster, a character must fulfill the following criteria.
Faction: Doomguard

Skills: Jump 4+ ranks, Knowledge (the planes) 2+ ranks

Feats: Weapon Focus (any sword), Power Attack, Sunder, Entropic Blow

Other: Base Attack Bonus of 6+

Class Skills

A Sinker Swordmaster's class skills (and the key ability for each skill) are Bluff (Cha), Climb (Str), Craft
(any), Intimidate (Cha), Jump (Str).

Skill Points at Each Level 2 + Int modifier.
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BaB Fort Ref Will Special

+1 +2 +0 +0 Extra Entropic Blow, Bonus Feat
+2 +3 +0 +0 Find the Weakness

+3 +3 +1 +1 Increased Multiplier

+4 +4 +1 +1 Extra Entropic Blow
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+5 +4 +1 +1 Bonus Feat
+6/+1 +5 +2 +2 Know the Sword
+7/+2 +5 +2 +2 Extra Entropic Blow
+8/+3 +6 +2 +2 Entropy's Servant
+9/+4 +6 +3 +3 Bonus feat
0 +10/+5 +7 +3 +3 Disintegrate, Extra Entropic Blow

Class Features

All of the following are class features of the Sinker Swordmaster

Weapon and Armor Proficiency: Sinker Swordmasters gain no new weapon or armor proficiencies.

Bonus feat: At first level, and every four levels thereafter, the Sinker Swordmaster gains a bonus feat,
which he may use to purchase any feat from the Doomguard or Fighter feat list.

Entropic Blow: At first level and every three levels thereafter, the Sinker Swordmaster may use the
Entropic Blow feat an additional time each day.

Find the Weakness: The Swordmaster is adept at finding the weak points in all crafted items. After 5
rounds of study (this can be used in combat), the Swordmaster can make a Search check (DC equal to
the hardness rating of the item in question). If successful, the Swordmaster removes a number equal to
his class level from the hardness of the item in question when attempting to break it.

Increased Multiplier: The first critical hit made by a Sinker Swordsman in any battle increases the
multiplier by one (e.g. from x2 to x3). This bonus only applies to the first critical hit in a battle.

Know the Sword: The Swordmaster becomes proficient in the use of all swords, including Exotic ones.

Entropy's Servant: The Swordmaster may, as an a full-round action, sacrifice any number of his own hit
points and add the same amount to all damage rolls made in the next round. Hit points sacrificed in
this way may not be healed by any means for one full day.

Disintegrate: At 10th level the Swordmaster can channel enough entropy to emulate the effects of a
disintegrate spell, as a sorcerer of the Swordmaster's character level.

Ash Watchman

Also known as "Preservers”, these are the rare Doomguard that have dedicated their lives to slowing
entropy - or at the very least, placing it where they think it belongs. Mainly found amongst the
"Ashers”, these members dedicate themselves to placing entropy where they believe it will do the least




harm... using it to 'prune’ parts of the universe that might create greater entropy. Granted, they know
they approach the situation from a subjective perspective that may not be totally aware of the best
places to shift entropy, but they believe that it's best to at least try rather than ignore the issue.

Hit Die: d8

To qualify to become an ash watchman, a character must fulfill the following criteria.
Faction: Doomguard

Base Attack Bonus: +5

Base Reflex Save: +4

Skills: Craft (any) 3 ranks, Disable Device 3 ranks, Search 5 ranks

Feats: Sift

Class Skills
The ash watchman’s class skills (and the key ability for each skill) are Appraise (Int), Craft (Int),

Diplomacy (Cha), Disable Device (Int), Hide (Dex), Knowledge (history, Int), Listen (Wis), Move Silently
(Dex), Search (Int), Sense Motive (Wis), and Spot (Wis).

Skill Points at Each Level: 4 + Int modifier

Level BaB Fort Ref Will Special

+1 +0 +2 +0 Quick Sifting, Divert Entropy
+2 +0 +3 +0 Take Wounds

+3 +0 +3 +0 Understand Weakness

+4 +1 +4 +1 Give Wounds

+5 +1 +4 +1 Seal Weaknesses

Class Features

The following are features of the ash watchman prestige class.

Weapon and Armor Proficiency: Ash watchmen gain no proficiency in any weapon or armor.

Quick Sifting: Ash watchmen can sift as a normal action instead of a full-round action.

Divert Entropy (Su): By destroying one thing, the ash watchman can satisfy the force of entropy in
order to protect something else. Whenever inflicting an attack that reduces a target below 0 hp, she
may grant a bonus to any creature (including herself) within 30 feet as a free action. This bonus is a +1
luck bonus to all saving throws and a +1 luck bonus to AC, and lasts for a number of rounds equal to the
ash watchman's Charisma bonus (if any, minimum 1 round). At 3rd level, these bonuses increase to +2,
and at 5th level, they increase to +3.

Take Wounds (Su): At 2nd level, the ash watchman gains the ability to heal wounds like a paladin
might. However, unlike a paladin, she must "take" the wounds, receiving injury in turn for the damage
she takes. Each day, she can cure a total number of hit points equal to her Charisma bonus (if any)
times her class level. She can divide this usage among a variety of recipients, but for every point she
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cures, she also takes a point of damage (bypassing all damage reduction). This is done as a standard
action.

Understand Weakness (Ex): At 3rd level, by observing a target as a full-round action, an ash watchman
can understand the weaknesses and immunities of a given creature. For every full round spent studying
a target, the ash watchman learns additional information, as indicated below.

FACHI®NS

1st round: The defensive strength of the target. Defensive

Strength AC
Weak 9
2nd round: The presence of damage reduction, energy Moderate 10-13
resistance, or immunities. Strong 14-17
Tough 18-21
Resilient 22-29
3rd round: The exact ranks and type of damage reduction, Indomitable 30+

energy resistance, and immunities.

Give Wounds (Su): At 4th level, an ash watchman can use her ability to heal wounds in reverse, healing
her wounds as she lends the damage to somebody else. By touching a creature (treat as a touch spell)
the ash watchman gains a hit point for every one hit point she inflicts. Each hit point healed in this
fashion counts towards her daily total of wounds healed (as per the take wounds class feature).

Seal Weaknesses (Ex): At 5th level, an ash watchman gains immunity to critical hits due to her innate
knowledge of her own weak points and how to best protect them. This immunity also renders her
immune to abilities that rely on the ability to inflict critical hits (such as sneak attacks or the favored
enemy damage bonus) but her creature type remains unchanged.

Entropy Champion

Quite nearly all of the varied sects within the Doomguard utilize entropy champions. In fact, it was
once considered one of the basic steps in advancing in the faction. But the splintering has weakened
this tradition, rendering entropy champions fewer and rarer. Though the Doomlords have the expertise
to create the entropy blade, an essential tool to the entropy champion, they have less time to devote
to performing the ritual due to increasing demands for their active leadership.

An entropy champion, quite simply, is devoted to the destruction of one thing. This is typically an
organization or a type of creature, though rarely entropy champions have been created with the intent
of removing a single person or thing from the multiverse. Their training, however, prepares them well
for breaking anything down, whether it be their target or just something in their path. While more
fanatical entropy champions go about their mission in a berserker fashion that either succeeds or fails
in a spectacular fashion, more wily entropy champions slowly sabotage their target, taking it apart
brick by brick. Of course, few entropy champions openly discuss who their targets happen to be for
obvious reasons.

Hit Die: d10

To qualify to become an entropy champion, a character must fulfill the following criteria.
Faction: Doomguard

Base Attack Bonus: +5

Feats: Destruction Embraced, Entropic Blow, Power Attack, Sunder



Special: The character must be able to travel to one of the four citadels of the Doomguard, obtain
permission from a Doomlord to become an entropy champion, and survive the ritual required to create
an entropy blade. The ritual inflicts temporary Con ability score damage equal to the maximum
damage the sword can inflict on a critical hit (not counting any bonuses). Naturally, characters killed
by that ritual are not permitted by the Doomguard to be returned to life in any fashion; most such
attempts would require one to defeat the contents of the entire citadel.

Class Skills

The entropy champion’s class skills (and the key ability for each skill) are Appraise (Int), Disable Device
(Int), Bluff (Wis), Intimidate (Cha), Knowledge (architecture and engineering, Int), Search (Int), Sense
Motive (Cha), Spot (Wis).

Skill Points at Each Level: 2 + Int modifier

Level BaB Fort Ref Will Special

1 +1 +2 +0 +0 Sworn Enemy

2 +2 +3 +0 +0

3 +3 +3 +1 +1 One With Destruction
4 +4 +4 +1 +1

5 +5 +4 +1 +1 Demolitionist

6 +6 +5 +2 +2

7 +7 +5 +2 +2 Master of Entropy

8 +8 +6 +2 +2 Improved Sworn Enemy
9 +9 +6 +3 +3

10 +10 +7 +3 +3 Final Blow

Class Features

The following are features of the entropy champion prestige class.

Weapon and Armor Proficiency: An entropy champion gains proficiency with all simple and martial
weapons, all armor, and all shields.

Entropy Blade: : An entropy champion receives an entropy blade corresponding to the citadel where
the ritual is performed (an ash blade at Citadel Cavitus, a dust blade at Citadel Alluvius, a salt blade at
Citadel Sealt, or a vacuum blade at Citadel Exhalus).

Entropy Blade: This sword is a +2 weapon with the bane special ability. Unlike the normal bane special
ability, however, the bane ability of the entropy only works upon one specific species of creature
(always the same as the sworn enemy of the entropy champion it was forged for). The type of weapon
varies, but is almost always a sword. Typical masterwork weapons used in creation include the short
sword (310 gp), long sword (315 gp), greatsword (350 gp), and bastard sword (335 gp). Furthermore, it
gains special abilities depending on the plane it was forged on, as listed below:

Ash Blade: Grants the wearer fire resistance 10 and the spell-like ability: 2/day - chill touch (DC 13).
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Dust Blade: Grants the wearer acid resistance 10 and the spell-like ability: 1/day - soften earth and
stone (DC 14).

Salt Blade: Grants the wearer cold resistance 10 and the spell-like ability: 1/day - melf's acid arrow
(DC 14).

FACHI®NS

Vacuum Blade: Grants the wearer immunity to gas attacks and the spell-like ability: 2/day - ray of
enfeeblement (DC 13).

Caster Level: 10th; Prerequisites: Craft Magic Arms and Armor, Resist Elements, plus chill touch or
soften earth and stone or melf's acid arrow or ray of enfleeblement, creator must be member of
Doomguard (factotum rank or higher); Market Price: 55,200 gp + price of masterwork weapon; Cost to
Create: 27,600 + price of masterwork weapon + 2,008 xp.

Sworn Enemy (Ex): An entropy champion is sworn to the destruction of a single type of enemy. This can
be an organization (such as a faction or guild) or a specific species of creature (such as red dragon,
hobgoblin, lupinal, etc.). Alternately, the character can instead designate a single foe. The entropy
champion cannot choose the Doomguard, his own race, or himself as a sworn enemy (you'd have to
start with yourself, berk), but he can designate a single group within the Doomguard (Ashers, Dusters,
Nothings, or Salties) that he does not belong to. When attacking his sworn enemy with his entropy
blade, the entropy champion may inflict critical hits regardless of the target's creature type. If the
creature is already susceptible to critical hits, then the entropy champion's critical multiplier is
increased by 1 (so, for example, a longsword would inflict x3 damage with a critical hit instead of x2).

One With Destruction: At 3rd level, an entropy champion's luck bonuses from Destruction Embraced is
increased to 1 + Charisma bonus (minimum 1).

Demolitionist (Ex): At 5th level, an entropy champion subtracts his Wisdom bonus (if any) from the
Hardness of any inanimate object he targets with an attack.

Master of Entropy: At 7th level, the entropy champion can now inflict three Entropic Blows per day,
rather than once per day.

Improved Sworn Enemy (Ex): At 8th level, an entropy champion may declare any attack against his
sworn enemy to be a critical threat three times per day. He then must succeed in an attack roll; if the
attack hits, he then rolls to confirm the critical.

Final Blow (Su): At 10th level, the final secret of destruction becomes known to the entropy champion;
pure destruction requires total sacrifice. He can declare any attack a final blow before rolling the
attack. If the attack succeeds, he then adds his current hit points, doubled, to the final damage of the
attack, and immediately dies. He may not be brought back to life in any fashion save for the action of
a deity. If the attack misses, he instead loses half of his hit points (round down).

Ex-Entropy Champions
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An entropy champion loses his sworn enemy class ability if he loses his entropy blade, fails to work
against his sworn enemy for six months or more, gains spells from the Healing domain, or leaves the
Doomguard. An entropy champion may petition his Doomlord for a new entropy blade, but is unlikely to
receive one unless he has fulfilled his oath to eliminate his sworn enemy from the multiverse. An
entropy champion that has actually done so (typically a very unlikely event, and rather momentous for
the Doomguard) is likely to be able to receive a new entropy blade, and may choose a new sworn
enemy to replace his old one.

FACHI®NS

THE DUSHMEN

“Tsalak?”

The older Dustman glanced at his companion as the youth hefted another corpse onto the wagon, but
said nothing.

“What do you think comes after True Death?” the young aasimar asked.

Tsalak shook his head, maneuvering the corpse into a stable position on the pile so it wouldn't fall off
when the wagon started moving. “Ah, Marn. Curiosity. You're going to have to rid yourself of that if
you ever want to reach True Death.”

“But what comes after True Death? Lynia says we are reborn into Life. Horkozie says there's nothing,
that we're gone forever. Raan says - “

Tsalak climbed on the front of the wagon, and motioned for Marn to get on. “And Tsalak says if you'd
spend more time trying to rid yourself of curiosity and other passions and less time trying to indulge
them you could reach True Death yourself and find out.”

As Marn leapt onto the back of the wagon and steadied his perch atop the corpses, Tsalak shook the
reins, and the Arcadian ponies started forward.

“But - what if what comes after True Death isn't something | want to get to?”

The old genasi sighed and stopped the wagon. “Marn. Look down. Look at those corpses you're
standing on. Look at their faces. Look well.

“Do they look fulfilled? Do they look like they've reached peace? No? That's because they haven't.
That's because deep down, they know there was more they had to do. Our belief in True Death isn't
something unique to the Dustmen, Marn. Everyone knows it, deep down. It's just that most sods are
too blinded by their passions to admit it to themselves.”

“Strive to eliminate your passions, Marn. Strive to become ready for True Death. Because deep down,
you know that's the next step you need to take. And because if you don't, then when you do die, you'll
end up like them. Unfulfilled. Frustrated. And then you'll just have to start all over. Do you want
that?”

Marn didn't answer, and Tsalak started the wagon forward again. The clip-clop of the ponies’ hooves
echoed through the dark.

Stoic, calm, dead expressions... their nickname “The Dead” describes the Dustmen best. Believing that
this life has no meaning and that everyone is already dead, they come off as a little bit creepy. They
run the mortuary of Sigil, and have always done so as far back as anyone can remember. The Dustmen
try to eliminate their emotions, and many succeed to the point that it is nearly impossible to get a rise
out of them; even insulting or threatening one of the Dead makes no difference. If a basher manages to
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rid himself of all emotion, the Dustmen believe, then he can finally reach True Death - for everyone in
this multiverse is dead, and this multiverse is only a shadowy afterlife.

Philosophy: No one is truly alive; all there is to do is strive for True Death.

Nicknames: The Dead, Dusties.

Headquarters: The Mortuary of Sigil, with outposts on the Negative Energy Plane.

Majority Races: Half-elves, humans, and tieflings.

Majority Classes: Clerics, monks, and wizards.

Factol: Currently none

Prominent Members: lunne (CN male asuras Dustmen), Komosahl Trevant (NE male human Wiz13
Dustmen), Oridi Malefin (N female tiefling Cle19 Dustmen), Silidath (NE female shad Wiz5/Rog5
Dustmen)

Alignment: Any, with evil and neutral tendencies.

Symbol: An elongated skull, front view, with a collarbone, over a field of purple.
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The world is a miserable place, an endless cycle of death and sadness. Cruelty, brutishness, and greed
are common throughout the multiverse, and even expected in some places. The quality of “life” is in
the gutter. But of course, that's because this isn't “life” at all. It's the afterlife, and it's not a pleasant
one.

The Dead believe that we've all lived and died already, and this is what comes next. Life is about joy
and celebration, after all, yet the multiverse is filled with conflict and suffering. Instead of positive
feelings, there is pain. Instead of growth, there is only death. No, this cannot be life. This is a twisted
mockery, a shadow of what life really is.

The only goal now is to achieve True Death and pass beyond this miserable stage of existence. What
comes after True Death? Well, that’s up for debate. Some believe that after True Death, a body comes
back into True Life, and has a chance to live again where he lived before, a place far more vibrant and
real than this pale post-mortal shadow. Others believe that it's not True Life that comes after True
Death, but a true afterlife, where joy and real happiness are the only things there are, and pain is
unknown. Still others believe that True Death is oblivion; that what it brings is a permanent end to the
soul and to consciousness. What all the Dustmen agree on, however, is that whatever comes after True
Death, it has to be better than this.

That doesn’t mean that they go around looking for death. Just dying ain't enough; a body's got to have
prepared himself right to get to the next stage after True Death. One has to truly understand this stage
of existence, its trials and its hardships, before being ready to move on. Otherwise, well, he'll probably
just end up right back here and have to go through this painful afterlife all over again - and wouldn't
that be a waste of time? So Dustmen don't really want to die until theyre ready for it, nor do most go
about rushing others to - if they aren't ready for True Death, then putting them in the dead-book won't
do anyone any good. Even of those who think they are ready for it, many want to stick around to help
shepherd others to the right paths. Thus the Dustmen feature an odd mix of apathy and altruism,
though very few appreciate their generosity.

Stoicism is a common trait among the Dustmen: this is only an afterlife, and anything that happens
here doesn't really matter except insofar as it brings a body closer to True Death. So why bother
caring? And as far as cares are concerned, the Dead don’t have them. A sense of aloof pity is common;
the Dustmen feel sorry for those who don’t see the big picture. But then, pity is a feeling, and so even
that is something of which the really advanced Dustmen try to divest themselves.
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Sometimes, though, some of the Dead get a bit overzealous in their striving against passion. That may
seem like a contradiction in terms, but the resulting condition, called the Apathy, is very real. Those
afflicted become so detached and apathetic that they don't even care about eating and other basic
tasks. Now, elimination of all passion and desire is one thing, but not even caring about day-to-day
existence... well, that's not going to get a body any closer to True Death. Fact is, many Dustmen call
the Apathy “False Death”, because it's superficially similar to death in some ways but ultimately it's
something a body’s going to have to shake off if he wants to advance. Some do - there have been cases
of recovery from the Apathy. But far too many who fall victim to the Apathy end up just withering
away and dying, or losing their drive to find True Death and joining the Bleakers.

FACHI®NS

As far as the Dead are concerned, primes are only beginning the path of True Death; they are too
caught up in trying to live in this existence to understand the stages of death. Planars are wiser about
the multiverse, knowing more about the processes and ends of “death” here in the afterlife, but only
some recognize that it is an afterlife, and that it's True Death they need to reach. Petitioners and
proxies are both in dead-end positions, even if they are closer to True Death than most. The
petitioners are focused on merging with their plane, and proxies on serving their powers, when both
should be looking toward True Death. Perhaps the closest beings to True Death are the undead. Purged
of passion and attachment to “life”, they have a purity few can know. Ironically, unintelligent undead
may be devoid of emotion, but they lack the sentience to appreciate their nearness to True Death. The
free-willed undead, on the other hand, should be most able to appreciate their position - and yet even
they tend to cling too fiercely to “life” to be ready for True Death.

Brief History

No one knows when the Dustmen were founded; they've been around as long as anyone remembers.
Most believe the faction was founded by Skall, the former factol, about 600 years before the Great
Upheaval, but this seems to have been only when certain details of the faction's structure were
formalized; they'd been around in some form long before then - maybe for thousands of years before
then. How had Skall been around so long? Well, stories differ about that. Maybe he was just a powerful
wizard, and able to prolong his life indefinitely - but the opinion is becoming increasingly popular that
Skall was actually undead himself, probably a lich or maybe a vampire. Skall only ever seemed to
interact with other Dustmen by project image, so it's not as if anyone really knows for sure what he
looked like. Anyway, whenever it was that the Dustmen were founded, they've remained pretty quiet
since. They don’t tend to bother people, although their ideas anger factions with more positive
outlooks on the multiverse.

During the Faction War, the Dustmen lost Skall's leadership. At first, most of the Dead assumed that he
found the secret of True Death and ascended, but later after the War when it turned out that other
factols had also vanished it became clear that he had probably shared the same fate as the others,
presumably banished to the Mazes. The Dead remained neutral during the War, tending the dead of
both sides equally. After the War, though, the Dustmen had to come to terms with Skall's
disappearance. For most other factions, the disappearance of the factol wasn't all that important;
there were plenty of others who could fill the vanished factol's role. But Skall wasn't only the factol of
the Dustmen; he was the founder, and in a sense in many Dustmen's minds he was the faction. It
seemed hard to see how the faction could continue without them.

And for a time, it didn't. After the Faction War, the Dustmen officially disbanded. Individual Dustmen
continued to work to clear the dead from the streets, and privately they continued to believe as they
had and to strive for True Death, but they didn't associate with each other or have any sort of
hierarchy. It didn't take long, though, to realize that this was foolish - worse, it smacked of
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sentimentalism, which is something the Dustmen should do their best to avoid. So gradually, and
without any sort of official purpose, the faction reunited. They haven't gotten around to choosing a
new factol, and maybe they never will, as they work well enough without one.
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Goals

The Dustmen have never been a goal-oriented faction. Mostly, they're just doing what they’ve always
done - tending the dead and working towards True Death. There are always rumors that the Dustmen
are trying to start a mass “conversion” of everyone to their way of thinking, but nothing has been
proven.

There are, though, a few things the Dustmen do want to do - well, not so much want, as think may be
useful for their work. Maybe the biggest one right now is to find a new place with enough portals to
serve as a funerary center, like the Mortuary used to be. There was some chant shortly after the War
that the Dustmen were going to buy the Hall of Speakers from Harys Hatchis, but nothing ever came of
that; either they decided it didn't have enough portals, or the story was just rumors to begin with. In
any case, the Dustmen don't seem to have found another building that will serve their purposes, at
least not one with an owner willing to sell it.

So far, the Dead have chosen to try to solve this problem in at least two different ways - and the
faction's current lack of centralized leadership means that there's no one to say which way is officially
preferred. Some Dustmen just use what few portals there still are in the Mortuary, not bothering to try
to customize the corpse’s disposal to the individual as much as they did before. Others use portals not
in the Mortuary; it's a fairly common sight now to see Dustmen conducting a funeral service on some
street corner or in some tavern that happens to have a portal to the right plane. Still, even though the
Mortuary doesn't have all the portals that used to make it so convenient, it remains the Dustmen's
headquarters. They've got too much invested there to make it easy to pull up stakes and move.
Besides, why should they? Sure, another place with more portals might be more convenient - but a
desire for convenience is... well, you know the rest.

Another interesting development of late is the possible reappearance of Skall. A number of Dustmen
have reported seeing Skall himself in the Mortuary recently. Has Skall escaped from the Maze he was
cast into? Or has he found a way to project an image from the Maze? No one's sure, but there are those
who are convinced he's back, and are working to try to get things ready for his return as factol. Others,
though, ain't so sure. Not that they think all those who said they saw him return are lying or barmy, of
course, but... if Skall was only projecting an image anyway, what's to prevent someone else from
projecting a similar image and pretending to be him? The fact is, though, that Skall's important enough
to the faction that most of the Dustmen high-ups think any reports of his possible return need to be
investigated. Maybe he's really back; more probably it's an impostor; but either way they need to find
out for sure.

Allies

The Dustmen don't have any “allies”, per se; they tend to work alone, and try to avoid getting caught
up in the matters of other factions one way or the other. In practice, though, they do get along better
with some factions than others. They share with the Bleak Cabal and the Doomguard a certain sort of
nihilism, and often find common cause with both of those two factions. To a lesser degree, the
Dustmen also find some things to like about the Athar and the Xaositects, who do seem to see through




!
|
;f
3
a
\
.j:
g

some of the veils of meaning on the false life they're in. They likewise respect the Guvners, Indeps, and
Ciphers, who have some respect for learning and progress; but all of those factions remain too wedded
to their passions and desires to find True Death.

Enemies
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Just as the Dustmen have no true allies, they have no true enemies, either. However, some factions
keep a cautious eye on them. The Harmonium and the Sons of Mercy tend to watch the Dustmen, not
interfering, but suspicious. The Anarchists... well, they seem opposed to everyone, and the Dustmen
see little to admire in their zeal and passion for their work. The Fated also seem too focused on desire
to get along well with the Dustmen philosophy. The Sensates are far too intent on savoring the
supposed pleasures of this “life”, and are blind to its emptiness and unreality - or, from the Sensates'
point of view, the Dustmen are too intent on ignoring what's beautiful about life. And as for the Mind's
Eye... well, it don't take a genius to realize that their ideal of progression through successive
incarnations runs directly counter to the Dustmen's desire to find True Death and end their time in this
multiverse.

Dust Priest

Since time immemorial, the Dustmen have had a special relationship with the undead. The average
cutter knows that the Dead Truce allows the Dustmen to coexist with the Undead, and control them to
an extent. But few know the real dark of it - that the Dead Truce goes much deeper than that for those
of the Dead that wish to explore it. Some Dustmen spend their entire lives working to unlock the
secrets of the Dead Truce: how it works, and what power it gives them over the undead. Called Dust
Priests, they learn to command undead as few priests can ever hope to, and can control an army of the
undead that is equaled by none.

Hit Die: d8

To qualify to become a dust priest, a character must fulfill the following criteria.

Faction: Dustmen

Skills: Knowledge (Undead) 10 ranks

Feats: Dead Truce

Other: The ability to Turn or Rebuke Undead. Many gods, such as Pelor, would probably not like their
clerics taking this class, and the DM may wish to ban certain priesthoods from this class on a case-by-
case basis.

Class Skills

A Dust Priest's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int),
Knowledge (Undead) (Int), Knowledge (Arcana) (Int), Knowledge (Religion) (Int), Profession (Wis), Scry
(Int), and Spellcraft (Int).

Skill Points at Each Level 2 + Int modifier.

Level BaB Fort Ref Will Special Spells per Day
1 +0 +0 +0 +2 Negative Energy Affinity, Rebuke
Damage +1d6, Rebuke Stacking
2 +1 +0 +0 +3 Extra Minions | +1 spellcasting level
3 +2 +1 +1 +3 Rebuke Damage +2d6
4 +3 +1 +1 +4 Enthrall Undead | +1 spellcasting level
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+3 +1 +1 +4 Rebuke Damage +3d6
+4 +2 +2 +5 Resist Turning +1 spellcasting level
+5 +2 +2 +5 Rebuke Damage +4d6
+6 +2 +2 +6 Extra Minions Il +1 spellcasting level
+6 +3 +3 +6 Rebuke Damage +5d6

0 +7 +3 +3 +7 Enthrall Undead I +1 spellcasting level

ai
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Class Features

All of the following are class features of the Dust Priest

Weapon and Armor Proficiency: Dust Priests gain no new weapon or armor proficiencies.

Spells per day/ Spells known: Whenever a Dust Priest gains an odd numbered level, he gains new spells
per day and spells known as if he had gained a level in an existing spellcasting class. If he has levels in
more than one such class, he must choose which.

Negative Energy Affinity: All Dust Priests rebuke undead instead of turning them, and spontaneously
cast Inflict spells rather than Cure spells, regardless of alighment.

Rebuke Damage: A dust priest inflicts extra damage when dealing Rebuke damage. At 1% level this
additional damage is equal to 1d6. At 3™ level this is equal to 2d6. At 5% level this is equal to 3d6. At
7" level this is equal to 4d6 and at 9" level this is equal to 5d6.

Rebuke Stacking: Levels of Dust Priest stack with levels of Cleric for the purposes of rebuking undead.

Extra Minions I: Dust Priests may command 50% more undead than normal Clerics of the same level,
rounded down. Normally, a Cleric may only command a number of undead whose HD equal his level.
For instance, Oridi Malefin, an 18th level Cleric/Dust Priest, could normally command 18 HD of undead.
With this ability, Oridi could command 27 HD of undead.

Enthrall Undead I: Dust Priests have an easier time commanding undead than normal Clerics. With this
ability, a rebuked undead is commanded by the Dust Priest if its HD total is less than or equal to the
Dust Priest's class level.

Resist Turning: All undead commanded by a Dust Priest have Resist Turning +2 (this does not affect the
Dust Priest controlling them).

Extra Minions Il: With this ability, Dust Priests may command a number of undead whose HD equal
twice his level (this supercedes Extra Minions ).

Enthrall Undead Il: Dust Priests may command any undead he rebukes.




Death Blade

"The Death Blade came out of nowhere. He moved like liquid death - fast, smooth, and black. Like all
of them, he carried a long curved sword that crackled with some sort of black energy. In fact, it
glowed black if such a thing is possible. Before we could react, he moved at Erbert, and slashed
upward with his sword. It was obvious the wound was fatal, and Erbert lost consciousness
immediately. He started to fall, but before he got the chance, the sword cut through the air again,
and Erbert was dead before he hit the ground. We thought that was bad, but it got worse when
Erbert's body got back up and shambled forward to fight alongside him!"

The Death Blades are new, as the Dustmen reckon such things, meaning they've only been around for a
couple hundred years. Their job is simple: help those that offend the Dustmen on to the next stage of
death. See, while the Dead don't really take offense when people bob, insult, or just generally oppose
them, they can't really abide by it either. If they allowed that kind of thing to continue, pretty soon
people would be walking all over the Dustmen, and that's not acceptable. Their answer to this problem
is the Death Blades.

Like all of the Dead, the Death Blades are cold and emotionless, meting out death to their victims with
no malice or anger. No, they're just doing what needs to be done. Those who've seen them work and
live to tell the tale claim they're a sight to watch. They move like they're dancing, avoiding opponents’
blows and striking with grim efficiency. Their swords course with negative energy, and they animate
the corpses of those they slay, so that in undeath they may serve those whom they offended in life.

Hit Die: d10

To qualify to become a death blade, a character must fulfill the following criteria.
Faction: Dustmen

Skills: Perform (one of which must be Dance) 4 ranks, Base Attack Bonus of +6 or higher.
Feats: Weapon Focus (Bastard Sword), Final Blow, Dead Truce

Other: Dexterity 15+, Must be an Initiate of the Fifth Circle or higher of the Dustmen.

Class Skills

A Death Blade's class skills (and the key ability for each skill) are Climb (Str), Concentration (Con),
Craft (Int), Hide (Dex), Jump (Str), Knowledge (Undead) Move Silently (Dex), Perform (Cha) Profession
(Wis), and Tumble (Dex)

Skill Points at Each Level 2 + Int modifier.

Level BaB Fort Ref Will Special

1 +1 +2 +0 +0 Death Blade +1d4, Dance With Death +1
2 +2 +3 +0 +0 Raise Enemies |

3 +3 +3 +1 +1 Death Blow |

4 +4 +4 +1 +1 Raise Enemies Il, Dance With Death +2
5 +5 +4 +1 +1 Death Blade +1d6

6 +6/+1 +5 +2 +2 Raise Enemies llI

7 +7/+2 +5 +2 +2 Death Blow Il, Dance With Death +3

8 +8/+3 +6 +2 +2 Raise Enemies IV

9 +9/+4 +6 +3 +3 Death Blade +1d8

10 +10/+5  +7 +3 +3 Raise Enemies V, Dance With Death +4
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Class Features

All of the following are class features of the Death Blade
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Weapon and Armor Proficiency: Death Blades gain no new weapon or armor proficiencies.

Death Blade: Death Blades have special swords, also called "death blades,” that course with negative
energy, dealing an extra 1d4 points of negative energy damage. This damage increases to a 1d6 at 5th
level and to a 1d8 at 9th level. Death blades are usually enchanted with other magical properties as
well.

Dance With Death: Due to her training, a Death Blade gains a dodge bonus to her AC when not wearing
armor or carrying a shield. This bonus is +1 at first level, and she gains an additional +1 for every three
levels of Death Blade after that.

Raise Enemies: For centuries the Dustmen have labored to understand the secrets of death and
undeath, and armed with this knowledge the Death Blades are fearsome foes. Three times a day, a
Death Blade may automatically animate an opponent to whom she dealt a deadly blow on the round
after he is slain by the Death Blade as a zombie. The zombie must spend his first action to get up, and
so cannot attack until the next round. Zombies animated in this way act on the Death Blade's initiative.

At every even level after 2nd, the zombies raised by the Death Blade become more powerful, gaining
an extra two HD, and a +2 bonus to strength, at 4™ 6ht, 8™ and 10™ levels. These enhancements last
for only 24 hours - after that, they become normal zombies.

A Death Blade can control a number of zombies whose HD do not exceed twice her number of levels in
Death Blade. She loses control of the zombies after 24 hours.

Death Blow: At third level, Death Blades can perform a coup degrace attack against a helpless defender
as a standard action. At 7th level, they gain an improved version of this feat, allowing them to perform
a Coupe de Grace as a free action.

Corpse Animator

All the undead that serve the Dustmen have to come from somewhere - and where they come from, by
and large, is the work of the dead animators, Dustmen spellcasters who devote themselves to the
creation and maintenance of undead. Dead animators are not necessarily evil; they create undead not
(in general) to gain power, or to torment them, but only for the greater good of the faction, and with
an utmost respect for the dead whose corpses they reanimate.

Though little in principle prevents a corpse animator from adventuring, in practice they rarely do so.
Dead animators are more likely to be found in the Mortuary and other Dustmen strongholds, creating
undead and turning them over to other Dustmen to control. Their abilities to imbue undead with
special powers makes them particularly useful, and their handiwork can be found wherever the
Dustmen have a strong presence.




Though most corpse animators are drawn from the ranks of the Dustmen wizards, not a few clerics
choose to follow the path of the corpse animator as well. All the races that are common among the
Dustmen are well represented among the ranks of the corpse animators - and in fact many corpse
animators are undead themselves.

Hit Die: d4

To qualify to become a dead animator, a character must fulfill the following criteria.

Faction: Dustmen

Skills: Craft (alchemy) 6 ranks, Knowledge (arcana) 7 ranks, Knowledge (negative energy plane) 3
ranks.

Spells: Ability to cast animate dead as either a divine or an arcane spell.

Feats: Spell Focus (Necromancy); any one item creation feat.

Class Skills

The corpse animator's class skills (and the key ability for each skill) are Alchemy (Int), Concentration
(Con), Craft (Int), Knowledge (arcana) (Int), Knowledge (local, negative energy plane) (Int), Knowledge
(religion) (Int), Profession (Wis), Scry (Int), and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier

Level BaB Fort Ref Will Special Spells per Day

+0 +0 +0 +2 Necromantic Life, Imbue Undead +1 spellcasting level
+1 +0 +0 +3 Transfer Control (2 HD/level) +1 spellcasting level
+1 +1 +1 +3 Stitching +1 spellcasting level
+2 +1 +1 +4 Transfer Control (4 HD/level) +1 spellcasting level
+2 +1 +1 +4 Imbue Extant Undead +1 spellcasting level

Class Features

The following are class features of the dead animator prestige class.

Spells Per Day: When a corpse animator level is gained, the character gains new spells per day as if she
had also gained a level in a spellcasting class she belonged to (if any) before adding this prestige class.
She does not, however, gain any other benefit a character of that class would normally gain. If she had
more than one spellcasting class before becoming an corpse animator, she must decide to which class
she adds each level of corpse animator for the purpose of determining spells per day.

Necromantic Life: For a corpse animator, creating mindless undead is not considered an evil act. A
corpse animator receives a bonus to control and bolster undead equal to her level in this class on
turning checks. She also receives a bonus to caster level equal to her level in this class when using the
spell animate dead.

Imbue Undead (Su): A corpse animator can imbue any undead that she animates with magical
properties. In other words, she may treat a corpse as a magical item, casting the appropriate
animation spell after finishing the enchantment. Typically granting the undead bonuses is done just as
listed for magic items, as if the corpse was a wondrous item. Its natural weapons can be treated as
masterwork weapons for purposes of enchantment, and its hide can be treated as masterwork armor
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for purposes of enchantment. Furthermore, it can be granted magical spells and abilities just as
wondrous items can be. Any enchantment she places on a corpse has its cost reduced by 5% x her class
level.

FACHI®NS

Transfer Control (Su): At 2nd level, the corpse animator gains the ability to transfer control of the
undead she creates to another character. She can transfer control of a total of 1 HD worth of undead
creatures per caster level. At 4th level, this limit increases to 2 HD worth of undead creatures per
caster level. This limit is counted separately from the total HD of undead the corpse animator can
control personally. Control of all these undead can be transferred to the same creature, or split up
among separate creatures. The dead animator can transfer control of undead to any creature with an
Intelligence and Wisdom of at least 3, regardless of that creature’s class or alignment. If the creature
already has the ability to control undead, the transferred undead do not count against the hit dice of
undead the creature can control.

Stitching (Su): At 3rd level, the dead animator can use the animate dead spell to reanimate undead
creatures which have been destroyed. If the revived undead creatures were enchanted via Imbue
Undead, those abilities must be imbued again, but this requires only 1/10 the normal base cost.

Imbue Extant Undead (Su): At 5th level, a corpse animator gains the ability to imbue with special
abilities undead that she did not animate herself. This requires twice the base cost as it does to imbue
undead the corpse animator personally animated, but is otherwise similar to the Imbue Undead ability.

Deathpriest

While clerics are one of the most common classes among the Dustmen, many of them are clerics of
gods of death who see a compatibility between their gods' doctrines and the beliefs of the Dustmen but
who still put their own gods first. Many Dustmen clerics, however, transcend the worship of an
individual god and instead turn to worshipping the concept of Death itself. And of these clerics of
Death, a few, the deathpriests, progress far enough in their worship to be granted special powers for
their devotion.

Deathpriests vary in their lifestyles; some stay and temples constructed to honor Death and administer
rites there, while others travel the planes in an attempt to better understand the different faces and
forms that Death takes. By necessity, all deathpriests have a healthy respect for Death, and while some
seem to enjoy bringing Death to as many people as possible, and others see Death as an inevitable end
but not one that should necessarily be facilitated, no deathpriest takes Death lightly.

Deathpriests are drawn from all races, though tieflings perhaps have a slight plurality. They are not
necessarily evil; Death is a fact of life, after all, and not malevolent, and while good deathpriests are
rare, they do exist.

Hit Die: d8

To qualify to become a deathpriest, a character must fulfill the following criteria.

Faction: Dustmen

Skills: Knowledge (Arcana) 5 ranks.

Feats: Dead Truce, Greater Dead Truce

Spells: Ability to cast 3rd-level divine spells

Special: The character must worship Death itself, and not a specific god. (Note: Clerics of Death have
access to the domains of Death, Destruction, and Repose)
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Class Skills

The deathpriest's class skills (and the key ability for each skill) are Concentration (Con), Craft (Int),
Heal (Wis), Knowledge (arcana) (Int), Knowledge (religion) (Int), Knowledge (local, negative energy
plane) (Int), Profession (Wis), Sense Motive (Wis), and Spellcraft (Int).

FACHI®NS

Skill Points at Each Level: 2 + Int modifier

Level BaB Fort Ref Will Special Spells per Day

1 +0 +2 +0 +2 Prestige Domain: Mortality +1 spellcasting level
2 +1 +3 +0 +3 Undead Detection +1 spellcasting level
3 +2 +3 +1 +3 Absorb Death Magic +1 spellcasting level
4 +3 +4 +1 +4 Extra Turning +1 spellcasting level
5 +3 +4 +1 +4 Forestall Death +1 spellcasting level
6 +4 +5 +2 +5 Draw Death +1 spellcasting level
7 +5 +5 +2 +5 Death Resistance +1 spellcasting level
8 +6 +6 +2 +6 Extra Turning +1 spellcasting level
9 +6 +6 +3 +6 Bestow True Death +1 spellcasting level
10 +7 +7 +3 +7 Absorb Death +1 spellcasting level

Class Features

The following are class features of the deathpriest prestige class.

Prestige Domain: Upon adopting the deathpriest class, the character gains access to the Mortality
prestige domain, including its granted power. See below for details.

Mortality Prestige Domain:

Deities: The Mortality prestige domain is available mainly to clerics of Death itself (see the Deathpriest
prestige class above), though it is possible clerics of some death gods have developed access to it.

Granted Power: You turn or rebuke undead at +2 cleric level. Regardless of your alignment, you may
choose whether to turn them or rebuke them, and you can make different choices on successive
attempts.

Mortality Domain Spells
Deathwatch

Gentle Repose

Imbue with Turning Ability*
Extend Truce*

Greater Extend Truce*
Circle of Death

Finger of Death

Symbol of Death

Power Word, Kill
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Undead Detection (Sp): At 2nd level, a deathpriest gains the ability to detect undead, as the spell, at
will.

Absorb Death Magic (Su): At 3rd level, a deathpriest gains the ability to absorb the power of death
spells (that is, spells of the Death descriptor) targeting him. Instead a death spell absorbed by the
deathpriest gives him more power, granting him 2 temporary hit points per spell level, which fade after
10 minutes per spell level, and giving him a temporary extra spell slot of one level less than that of the
death spell. (This extra spell slot is filled with a spell of the deathpriest's choice, but the slot is lost
after that spell is cast, or after 10 minutes per spell level if the spell hasn't been cast by then.)

FACHI®NS

The deathpriest can absorb a number of spell levels per day equal to twice his class level; after that
limit is reached further death spells affect him normally. Note that nothing prevents a deathpriest
from having allies cast death spells on him, or even from casting death spells on himself, in order to
gain the benefits of absorbing them.

Extra Turning: On reaching 4th level, the deathpriest gains Extra Turning as a bonus feat, giving him
four extra attempts per day to turn, control, or rebuke undead. He gains it again at 8th level, giving
him another four attempts per day.

Forestall Death (Su): At 5th level, a deathpriest gains the ability to forestall a creature's death,
allowing him to fight on longer until death finally claims him. As a standard action, the deathpriest
may touch a living creature that is dying (i.e. that has negative hit points, but is not yet actually
dead), allowing it to continue to act with full vitality. For a number of rounds equal to the
deathpriest's class level, the affected creature will continue to act normally, regardless of the amount
of damage it takes. After this duration, however, the creature will immediately drop dead, even if it
had had enough damage healed in the meantime to bring it to a positive hit point total. While the
creature cannot die from hit point damage while its death is forestalled, it can still die from other
causes, such as by having its Constitution brought to 0 or by being the subject of an instant-death
effect such as a disintegrate spell.

Draw Death (Su): At 6th level, a deathpriest gains the ability to draw death magics to him even if they
were originally cast on other targets. If the deathpriest knows (due to a successful Spellcraft check at a
DC equal to 15+spell level) that a death spell is being cast on a target which is within 30 feet of him,
he may attempt to draw the spell to himself instead of to its original target.

This requires a caster level check of 1d20 + deathpriest's caster level against a DC of 11 + the spell’s
caster level. If the caster level check fails, the spell goes off as intended; if it succeeds, the spell is
targeted on the deathpriest instead of its original target and the deathpriest can absorb it if he has not
already reached his limit of absorbed death spells for the day. The deathpriest can even draw area-of-
effect spells or spells with multiple targets to him, preventing them from harming others who would
otherwise be affected.

Death Resistance (Su): At 7th level, the deathpriest becomes resistant to all death spells and spell-like
abilities, though he may still gain power by absorbing them. He receives a spell resistance equal to
11+his character level against death spells.
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Bestow True Death (Su): At 9th level, a deathpriest can perform a ritual that causes a dead creature to
be permanently and irrevocably dead. A creature upon which this ritual is performed cannot be raised
or resurrected or returned to life by any means short of divine intervention. Despite the name of the
ability, Dustmen scholars still dispute whether this ritual actually brings True Death to the subject, or
merely bars it from this afterlife (and thus from further progress toward True Death). For this reason,
deathpriests do not routinely use this ability on other Dustmen. This ritual takes three days to perform.

FACHI®NS

Absorb Death (Su): At 10th level, a deathpriest begins to gain power from absorbing not only death
magics but death itself. When a living creature with at least 1 HD dies within 30 feet of the
deathpriest, the deathpriest may "absorb” that death as a free action. This must be done the same
round as the death occurs. If the manner in which a creature died prevents that creature from being
raised or resurrected, then its death cannot be absorbed.

When a deathpriest absorbs a creature's death, the creature is restored to life with -8 hit points. The
creature is not stabilized and may soon die again if not tended to. The deathpriest, meanwhile, gains
one temporary hit point per hit die of the creature whose death he absorbed, and for every ten hit dice
of creatures whose deaths he absorbs he gets a +1 Strength bonus and +1 to effective caster level for
spell effects though this does not grant him access to more spells. All the benefits a deathpriest gains
by absorbing a death fade after 10 minutes per hit die of the creature whose death he absorbed. A
deathpriest cannot absorb the deaths of creatures with a combined total of more than 5 times his
Wisdom bonus in hit dice at onw time. Even if a creature dies and is later restored to life and dies
again, a deathpriest cannot absorb death from the same creature more than once a day.

THE FA+ED

We must regroup; we must survive. And we will; we always have. Darkwood’s actions have shone a
harsh, unblinking light on us all. It will be years, maybe decades, before we are able to leave behind
his crimes, before we are no longer held responsible for what has happened. But we are strong, and
we will overcome any obstacle. The Sanctuary’s halls burn with the energy of our fellows, brighter in
these troubled times than they ever have before. Wanderers from across the vast planes return with
tales of their exploits, and a spirit of cooperation once lost has returned to our beleaguered faction.
Even as we hold our individuality and pride in our hearts we come together in the face of adversity.
Here, in the golden fields of Ysgard, where each strives for his or her own excellence, our faction
begins anew.

- From The Secret History of Sigil, as penned by Brigitte Gunnarsmoon.

The Fated are possibly one of the most distrusted groups in the multiverse. Their leader was
responsible for the calamity of the Faction War, and everyone knows it. Although the members of the
Fated weren’t aware of their factol’s true ambitions at the time, they were wise to scarper out of Sigil
when they did. Now, they make their way the best they can in the planes of the Great Ring, and they
find it just as unforgiving as any cold-blooded Taker.

See, the Fated don’t believe in pity. They recognize the multiverse is a tough place, but they say
everyone’s the master of their own destiny, and there’s no one else to blame. Everyone has the
potential to make it big, but only those who are really work for it are going to get anywhere. The
multiverse belongs to those who can hold it, and if you fail along the way, it’s because you weren’t
trying hard enough.

Philosophy: Everyone’s responsible for themselves. For good or bad, you carve out your own fate.
Nicknames: Survivors, Takers, the Heartless.
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Headquarters: Ysgard.

Majority Races: Bariaurs, dwarves, halflings, humans, tieflings.

Majority Classes: Barbarians, rangers, rogues.

Factol: Aram Oakwright (CN male dwarf Ftr 6 Fated)

Prominent Members: Rayl Whitespoon (CN female githzerai Ftr4/Wizé6 Fated), Brigitte Gunnarsmoon
(CN female frost giant Expert4 Fated), Shorash Ambergrove (LN male aasimar Rog16 Fated)

Alignment: Any except lawful good.

Symbol: A hand gripping a golden walking stick against a purple background. It has been adopted to
highlight the faction’s change of emphasis, but detractors claim the stick’s actually a cudgel.

FACHI®NS

The Fated believe that the multiverse and everything in it is up for grabs. Those who are strong
enough to hold on to something deserve it. This covers everything from material wealth, to land, to the
abstract ideals that make up the multiverse. A body needs to pull himself up by his own strength in the
end, and if they fall, it’s no one’s fault but his own. Luck, chance, fate, those are all shams. A true
Fated grabs the woven threads of the Norns, and snaps ‘em in twain. Then he moves on, and does what
he needs to do to make the future he wants. Sure, there’s all sorts of names thrown at the Fated, like
heartless and cold-blooded. Just the squalling of babes, who are too weak to stand on their own two
feet. Instead of doing something about it, they try to bring down the successful with words like knives.
Well, the Fated have a nice, thick skin.

And truth is, those poor fools have got it all wrong. The Fated aren’t petty thieves and thugs (at least
not for the most part). They’re individuals first and foremost. Most are the fair-minded, upstanding
sort. Being a Taker doesn’t mean grabbing everything in sight, and it doesn’t mean you can’t give
someone a fair shake. But when you want something, you make it yours with everything you can
muster. All but the dimmest realize not everything can be won by force. But even finding love and
happiness takes force of will, an inner strength that too many lack.

Never show weakness or softness. Never be a coward. It’s courage to stand up for what you want and
what you believe that’ll get you places. Anytime you see someone in the gutter, just remember whose
fault that is. Any self-respecting body wouldn’t wallow about in the mud there, asking for handouts. A
body has to be self-sufficient. ‘Cause when it comes down to it, there’s no one else looking out for
you. The only one with your best interests at heart is your own self.

Brief History

The Fated keep the truth of their early days close to their chests. They were banging about the Cage
for quite some time, having had the foresight and wherewithal to set up the Hall of Records and
become Sigil’s tax collectors. The Hall of Records contained files on almost every transaction and title
of ownership that had any importance in Sigil. Birth, marriage, and death certificates were kept in the
Hall, along with histories and census records. The basement held the extensive archives acquired when
the Fated foreclosed on the original owners of the Hall, Bigby’s College of Academic Arts. These
archives came in very useful indeed, and became the basis for The Secret History of Sigil, the Fated’s
greatest collection of information on the factions. This research project was continuously added to,
and also contained the history of the Fated itself.

Not much else is known about the history of the faction. They have always had a presence on several
other planes, most notably Ysgard, where a large number of the inhabitants belong to the faction. The
strong thrive in the fields of Ysgard, and the relationship was natural. The Fated seem to have begun
there, having learned valuable lessons of survival and self-suffi