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CPEN GAWE LICENSE Version 1.0a

The following text iz the property of
Whzards of the Coast, Inc. and 1z Copynght
2000 Wizards of the Coast, Inc " Wizards™).
Al Bights Beserved.

1. Definitions: (a)"Contributors™ means
the copyright andfor trademark owners who have
contributed Open Game Content, (W) Derivative
Material” means copyrighted matenia including
denwative works and translations {induding into
other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade,
improvement, compilation, abndgment or other
form in which an existing work may be recast,
transformed or adapted; (&) “Distribute” means

0 to reproduce, license, rent, lease, sell, broadeast,

publicly display, transmit or otherwise distribute,
“ ()" Open Game Content”™ means the game
“mechanic and includes the methods, procedures,
processes and routines to the extent such content
does not embody the Product [dentity and 15 an
enhancement over the prior art and any addition-

A al content clearly identified as Open Game Con-

tent by the Contributor, and means any work cov-
* ered by thiz License, including translations and

denvative works under copyright law, but spea f-
ically excludes Product [dentity. (&) “Product

[dentity™ means product and product line names,
logos and identifying marks including trade

dress; artifacts; creatures characters; stories, sto-
rylines, plots, thematic elements, dialogue, inc-
~dents, language, artwork, symbols, designs,
4 depictions, likenesses, formats, poses, concepts,
| themes and graphic, photographic and other wisu-
al or audio representations, names and descrip-
tions of characters, spells, enchantments, person-
alities, teamns, personss, likenesses and special
abilities, places, locations, environments, crea-
tures, equiptment, magical or supernatral abili-
ties or effects, logos, symbols, or graphic
designs, and any other trademarl or registered
trademark clearly identified as Product identity
by the owner of the Product [dentity, and which
specifically excludes the Open Game Content,
() “Trademark”™ means the logos, names, marl,
sign, motto, designs that are used by a Contribu-
tor to identify itzelf or its products or the assoo-
ated products contnibuted to the Open Game
License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, for-
mat, modify, translate and otherwize create

Denwvative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of
thiz agresment.

2. The License: This License applies to
any Open Game Content that contains a notice
indicating that the Open Game Content may
only be Used under and in terms of this License.
You must affix such a notice to any Open Game
Content that you Use. Mo terms may be added to
or subtracted from this License except as
described by the License itzelf No other terms
or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the
Open Game Content You indicate Your accept-
ance of the terms of this License.

4. Grant and Consideration: In considera-
tion for agreeing to use this License, the Con-
tributors grant You a perpetual, worldwide, roy-
dty-free, non-exclusive license with the exact
terms of thiz License to Use, the Open Game
Content.

5 Representation of Authority to Con-
tribute: If You are contributing onginal material
as Open Game Content, You represent that Your
Contributions are Your original creation andfor
Youhave sufficient nights to grant the rights con-
veyed by this License.

6 Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion of
this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game
Content You are copying, modifiring or distrihb-
uting, and You must add the title, the copynght
date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any orngind Open
Game Content you Distribute.

7. Use of Product [dentity: You agree not
to Use any Product [dentity, induding as an indi-
cation as to compatibility, except as expressly
licensed in another, independent Agreement
with the owner of each element of that Product
[dentity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Fegis-
tered Trademark in comjunction with a work con-
taming Open Game Content except as expressly
licensed in another, independent Agreement
with the owner of such Trademark or Eegistered
Trademark. The use of any Produdt Identity in
Open Game Content does not constitute a chal-
lenge to the ownership of that Product [dentity.

The owner of any Product [dentity used in Open

Game Content shall retain all rights, title and 85

interest in and to that Product [dentity.

2. Identification: If you distribute Open |
Game Content You must clearly indicate which
portions of the work that vou are distributing are
Open Game Content.

9. Updating the Licenser Wizards or its
designated Agents may publish updated versions
ofthis License. You may use any authonzed ver-
sion of this License to copy, modify and distrib-
ute any Open Game Content onignally distrib-
uted under any version of this License

10 Copy of this License: You MUST
include a copy of this License with every copy
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may
not market or advertize the Open Game Content
usng the name of any Contributor unless You
have written permission from the Contributor to
do so.

12 Inability to Comply: Ifit 15 impossible
for You to comply with any of the terms of this
License with respect to some or all of the Open
Game Content due to statute, judicial order, or
governmental regulation then You may not Use
any Open Game Matenial so affected.

13 Termination: This License will termu-
nate automati cally 1f You fail to comply with all
terms herein and fail to cure such breach within
30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this
License.

14 Reformation: [f any provision of this
License is held to be unenforceable, such provi-
sion shall be reformed only to the extent neces-
sary to make it enforceable.

15 COPYRIGHT NCTICE

Open Game License v 1.0 Copyright
2000, Wizards of the Coast, Inc.

System Rules Document Copyright

2000 Wizards of the Coast, Inc; Authors Mg

Jenathan Tweet, Monte Cook, Skip Williams, :
based on original material by E. Gary Gygax |1
and Dave Arneson.

Underdark Adventure Guide by Wiike | 0

Mearls and Dean Poisse, Copyright 2003
Goodman Games {contact good-
mangame s{@mindspring. com, or see
www goodman -gam es. com)

This printing af Underdark Adventurs
Guide i done wnder version 10 of the Cpen
Gaming License and the Svstem Rafgrance Doe-
wmeart, version 10 afthe D20 System Trademark
Livensea, and version 2.0 of the D20 System
Trademark Logn Gride by permission from Wiz-
 ards of the Coast, fne. Subsequent printings will

 incorporate fnal versions af the license, guide

and document.

Designation of Product Identity: The fal-
lowing items are hereby designated as Product
Identity in accordance with Section I{g) af the
Cpen Game Licenss, version 100 dry and all
Underdark Adventure Guide and Adventure
Guide logos and idemtifing marks and trade
dress, including but not imited to all capitalized
names, place names, prapar nowrs, the names af

wocharacters, areas, fackions, classes, prestige

classes, eguipmert, jeats mowstars, NPCs, and
creaturas; and all artwark, stories, storylines,

plats, thematic elements, symbals, depictions,
and illustrations, except such elememts that
already appear in the System Refarence Docu-
mant, including the terms gloom barbarian
radiomancer, Delvesdeap, Ehonsea Cinverns,
The Comidor Citade! Nossuth Shadowsreach
The Crystal Covers, Fart Glimmerstes], Fuby-
wash Lads, The Rook Eharas Mabky and Temple
af Tirzarekuail

Designation of Open Content: Sibject to
the Product ldentity designation above, pages 5
through 15 of the Underdark Adventure Cuide
are desi grated as Cpen Saming Content, except
Jor such place names and terminplogy which
relates to Produrt Identity

Same of the partions af this book which
are delineated OFC originate Fom the Spstem
Refrence Document and are copyright © 19948
2000 Wizards af the Coast, fne. The remainder
af these OGO portians af these baok are haraby

added to Open Game Comtert and if so used,
should  Bear the COPYRIGHT NOTICE
"Underdark Adventure Guide by Mike Maarls
and Dean Paissa Copwight 2007 Goodman
Games  (romtact goodmangames@  mind-
spring cam, or see www gnodman-games.com)”

Undardark Advesture Guide @ capyright
2003 Gondman Sames.

Duimgeans & Dragons ® and Wizands ofthe
Cost @ are Registarad Trademarks of Wizands of
the Coast and are used with Permission
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INTRODUCTION

You hold in your hands a guide to the enigmatic world of the underdark — the
massive network of caverns that laces the earth’s crust under the surface world of
your fantasy campaign. The underdark is far more than just dungeons and caves. It is
a veritable underground continent, populated by advanced civilizations, ancient ruins,
sunless seas, alien magic, bizarre creatures, and the horrid denizens of the gloom. The
standards of the surface world hold no sway in the underdark, and its mysteries,
ferocity, and danger will challenge even the hardiest of adventurers.

This book is a guide to creating characters and campaigns based in the under-
dark. It can be used to generate a compelling underdark world and intriguing charac-
ters to adventure there. Underdark adventures are easy to integrate with an existing
campaign, as the very nature of the underdark lends itself to layering — simply arrange
for the discovery of a subterranean portal, and the land beneath your existing cam-
paign has a new life.

The Underdark Adventure Guide is divided into four chapters. The first chapter
examines the characters of the underdark, especially among the most populous races:
the drow, duergar, derro, svirfneblin, and troglodytes. This section defines the most
renowned traits of these races, introduces a variety of new prestige classes, then con-
cludes with new equipment, feats, and skill applications useful to everyone. Some
new races and concepts are also introduced, such as the gloom barbarians and
radiomancer class. You can use this section to create PC adventurers or flesh out the
NPCs they will face.

Chapter two introduces a variety of new monsters suitable to life in the under-
dark, while chapter three provides guidelines for creating an underdark campaign.
These guidelines are mostly for inspiration — a collection of keywords and ideas that
can help you get started on a new campaign, or tie together elements of an existing
one.

The book concludes with chapter four, which describes several points of interest
in great detail. These cities, camps, and other locations can be dropped into your own
campaign as needed, or inserted in their totality as an already-defined area.
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CHAPTER 1

UNDERDARK CHARACTERS

Every fantasy campaign eventually encounters the
underdark, though each knows it by a different name.
To some, it is nothing more than the typical dungeon,
fiwhere adventurers never question the source of the
vibrant dark life living under cold stone ceilings. To
others, it is the hell beneath the surface world, where

“the darkest, deepest dungeons break through to vast
underground chasms. To still others, it is an alien land-
scape whose well-hidden secrets are worth their
weight in gold.

But there’s one aspect of the underdark that’s
understood by adventurers in all realm: evil and every-
thing that comes with it. The sunless nether regions are
full of cruelty and depredation unknown anywhere
else. The vengeful drow, mad derro, and primal
troglodytes inhabit a savage land. Every day is a fight

=\ for survival; every passing moment, an opportunity to

= kill or be killed. In the underdark, even the hunters are

"/ hunted.

This chapter looks at the characters who survive
in such realms. Each of the common underdark races
is described below for use as player characters or
NPCs: the deep dwarves, derro, drow, duergar, gloom
barbarians, half-drow, svirfneblin, and troglodytes.

Despite the evil lands in which they were molded,
characters from these races need not be evil. In fact,
they shouldn’t be; adventuring is far more heroic with
noble characters. To handle the possibility of charac-
1! ters whose backgrounds are radically different than the
usual for their race, we present a new character con-
cept called the racial template. Just as with a monster
template, this is a tool for customizing a race to fit a
specific role in your campaign. Each racial template
gives a new spin to a character’s racial background,
replete with new abilities and opportunities, but with a
cost.

The racial templates are described in detail on
page 16. They are the exile (a character rejected by his

.| race for his differences), the vindicator (a character

caught in an eternal struggle with his own dark nature),
the shadowkin (a character whose family ties and loy-
~ alty are too strong to break, but whose different world-
~ view prevents him from ever being accepted), and the

wolfbred (a character raised by a race other than the
one that spawned him). All allow characters from evil
races to be played with non-evil alignments.

But before we get to the templates, let’s look at the
races. The following racial descriptions apply to the
typical members of the most common underdark races:
the deep dwarves, derro, drow, duergar, gloom barbar-
ians, half-drow, svirfneblin, and troglodytes.

NEW RACES

NEEP DWARE

The “standard” dwarf is actually a subspecies
known as the hill dwarf. The hill dwarf is closest to the
surface and thus the most common type encountered
by surface dwellers. As one descends deeper into the
underdark, many other kinds of dwarves become com-
mon. The mountain dwarves live deeper under the
mountains than hill dwarves and are smaller and
lighter in appearance, but retain the same basic traits.
Still further underground, in the underdark proper, are
the deep dwarves and their evil cousins, the gray
dwarves or duergar. Still one more variety of dwarf,
the mad, degenerate corruption of the base dwarven
stock known as the derro, can also be found deep
underground.

Of all the underdark dwarf subraces, the deep
dwarves are most like their surface cousins. Physical-
ly, they are the same height and only slightly leaner.
Their large eyes are washed out in appearance, and
their hair tends be brighter, including shades of red and
blonde. The biggest differences are in fact cultural
rather than physical; the deep dwarves are isolationist
and standoffish toward non-dwarves. Their main con-
tact with the outside world comes from trade with their
mountain and hill dwarf cousins, who in turn ferry
goods to other races.

Someone playing a dwarven character in an
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