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Drow. The Dark Elves. Those Who Have Turned to Evil. In elven tongues, they are referred to by several names: “tirl aukhbhet-ess,” “tuer lothnil,” and “duiss aszbhar.”  All of these translate to “The Accursed” The elegant, dark and deadly drow are a hated and feared race. In the dangerous caverns of the Underdark dwell many horrible monsters, including the drow. Obsidian-skinned kin to elves, this fell race has won mastery of magic, and a cruel reputation. Small children of Faerun hear whispered tales even before they are officially warned of Those Below.

As everyone knows, drow come by night, sporadically raiding the surface realms with their twisted magic and their near-invulnerability to the magic art of most wizards. They are masters of subtle treachery, and cannot be trusted even by their fellows.

“Were they not divided into warring factions, they’d no doubt have overcome a realm or two before this, and mayhap (quietly, now; they’ve spies everywhere) even have already, on the sly, here on the very sunlit surface of Faerun! Eh- smile not! Have ye not heard of strange magic and doings, and this an. that going short, that never ran out before? Well- ‘tis going below, mark ye- to them”
An Unidentified Waterdeep Sword-for-hire
Character Generation

Roll Method

2x (14+1d4), 4x (4D6 ignoring the lowest value) Rearranging to suit. 
Alignments Allowed

Lawful Evil, Neutral Evil, True Neutral, Chaotic Neutral, Chaotic Evil. 

Hit Points

At 1st level a character gain the maximum number of hit points that they can have, every level after this they gain half or above the maximum number of hit points they can have. 
Races

The table below should the races available to players. Each of the ‘standard races’, covered in the players handbook, must select a ‘sub-race’ (except Humans), this is to represent the races living in the Underdark. After all not all the sun-loving races who dwell above ground can be found inhabiting the Underdark! Additionally, the race of Minotaurs has been modified and is present in this document.

	Standard Races (PHB)
	Complete book of Humanoids
	Others

	Human

Dwarf

  Shield (Use Mountain CBD)

  Duergar (Use Duergar CBD)

Elf

  Drow (Use Drow CBE)

Half Elf

  Half-Drow (Use Half-Elf PHB)

Halfling

  Hairfeet (Use Hairfeet CBG&H)

  Stout (Use Stout CBG&H)

  Tallfellow (Use Tallfellow CBG&H)
Gnome

  Rock (Use Rock CBG&H)

  Svirfneblin (Use Deep CBG&H)
	Bugbear
Fremlin

Giant-Kin, (Firbolgs, Verbeegs)

Gnoll

Flind

Goblin

Hobgoblin

Kobold

Ogre

Half-Ogre

Orc

Half-Orc


	Minotaur* 



*See Appendix I
Classes


Almost all the Classes presented in the Player’s handbook are allowed, except Paladin and Ranger (for obvious reasons). Druids must be of the Gray Druid Branch (see the Complete Druid’s Handbook). Kits are allowed, as reviewed by the DM. In Menzoberranzan clerics of Religions other than Lloth are persecuted and as such they must attempt to keep their faith hidden. Most non-drow priests are simply over looked as long as they don’t perform rituals and conversions on the street. Often this is the case to allow certain races (most commonly Duergar) to bring goods to Menzoberranzan that the Drow cannot manufacture themselves.
Religions of the Underdark

Several different pantheons are worshipped in the Underdark. It is worth noting that very few creatures worship many of the gods in the ‘normal’ Forgotten Realms Pantheon (the one presented in Forgotten Realms adventures.) If so desired a character may select from the standard pantheon instead, usually however individuals worship a deity from their races’ pantheon. The specialty priest column provides a reference for the optional kit a cleric of the deity can take. This is completely optional- a cleric of Lloth does not require to take the Arachne kit. Specialty Priests, gain several special powers however they have certain restrictions (both of these are described in the appropriate books) and often cannot multicasts.  
Drow Pantheon

	Name
	Portfolio
	Alignment
	Specialty Priests

	Lloth (Lolth)
	Assassins, chaos, corruption, darkness, drow, evil, spiders.
	Chaotic Evil
	Arachne (DD pp31)



	Ghaunadaur
	Oozes, slimes, jellies, outcasts, ropers, rebels
	Chaotic Evil
	Amorphite (DD pp21)



	Kiaransalee
	Undead, vengeance
	Chaotic Evil
	Yathrinshee (DD pp25)



	Selvetarm
	Drow warriors
	Chaotic Evil
	Spiderswords (DD pp36)



	Vhaeraun
	Thievery, drow males, evil activity on the surface
	Chaotic Evil
	Darkmasks (DD pp39)

Masked Traitors (DD pp39)



	Eilistraee
	Song, beauty, dance, swordwork, hunting, moonlight
	Chaotic Good
	Sword Dancers (DD pp17)




DD- Demihuman Deities
Duergar Pantheon

	Name
	Portfolio
	Alignment
	Specialty Priests

	Laduguer
	Crafts, magic, protection
	Lawful Evil
	Thuldor (DD pp73)


	Deep Duerra
	Oozes, slimes, jellies, outcasts, ropers, rebels
	Chaotic Evil
	Norothor (DD pp56)



Lolth (Lloth in Menzoberranzan)
Titles: The Spider Queen, Queen of Spiders, Queen of the Demonweb Pits, Demon Queen of Spiders, Demon Queen of the Abyss, Weaver of Chaos, the Hunted the Mother of Lusts, Dark Mother of All Drow, Lady of Spiders

Symbol: Black Spider with female drow head hanging from a spider web

Home Plane: Demonweb Pits
Alignment: Chaotic Evil

Portfolio: Assassins, chaos, darkness, drow, evil, spiders

Worshipers: Drow and depraved elves, sentient spiders

Cleric Alignments: CE, CN, NE, LE
Lloth, the Spider Queen, is cruel and malicious. She is constantly plotting to keep her loyal minions in a state of turmoil. This way she can find the strongest and most cunning of her followers to serve her. The main object of affection among Lloth worshippers is the spider. It is an offence punishable by death to kill or even maim a spider. Lloth gives unto her most loyal henchmen a poisonous spider to aid, guard, but also to watch in their furtherance of the religion. Lloth is most frequently found in the form of giant black widow spider. This form can be changed to an extremely beautiful drow female.
The vast majority clergy of Lloth are all women. The Spider Queen favours those of her own gender ,and she encourages her followers to view males as lesser beings. The priestesses of Lloth are the only subjects of Lloth to hold any real power in drow society. If a priestess of any rank says to do something there better not be any hesitation. Punishment for disobedience is usually swift and destructive. A priestess has the feeling that they are the judge, jury and executioner of the society at their feet, and the power given to her by Lloth as justification for any action that she may take. A priestess’s sole purpose in life is to weed out the weak and sanctify the strong.

Lolth requires regular homage from her clerics: submission in prayer, plus offerings. Lolth’s aid requires sacrifices, traditionally the blood of drow faithful or captured foes, spilled with a spider-shaped knife whose eight descending legs are blades. Ceremonies sacrificing surface elves are performed monthly during nights of the full moon as deliberate affronts to the Seldarine, Lolth’s hated rival. Rituals customarily take place among women only, in sacred room or area, but those requiring extraordinary power or a public display may be celebrated in the open and in mixed company. The most powerful ceremonies defy description and are seldom seen by non-drow.
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House Rules
Here follows a selection of rule changes and clarifications. These will be open to some debate, but please remember the DMs word is final. The DM is not trying to prevent you from having fun but rather to make the game run smoother, and make it fairer for all involve. 
Parrying

The rules for parrying in the Dungeon master’s guide will be used instead of those presented in the Complete Fighter’s Handbook. The rule is re-iterated here

During a combat round, each player is assumed to block many attempted attacks and see many of his own attacks blocked. In normal combat, characters parry all the time- there’s no need to single out each parry. At the same time, the assumption is that characters in combat are constantly exposing themselves to some risk- trying to get a clear view of a target or looking for the opening to make an attack. There are times, however, when this is not the case. Sometimes, the only thing a character wants to do is avoid being hit. 

To make himself harder to hit, a character can parry- forfeit all actions for a round. He can’t attack, move, or cast spells. This frees the character to concentrate solely on defence. At this point, all characters but warriors gain an AC bonus equal to half their level. A 6th-level wizard would have a +3 bonus to his AC (lowering his AC by 3). A warrior gets a bonus equal to half his level plus one. A 6th level fighter would gain a +4 AC bonus. 

The benefit is not a perfect all-around defence, and it’s not effective against rear or missile attacks. It applies only to those foes attacking the defender from the front. This optional defence has no effect against magical Attacks, so it wouldn’t do anything to protect a character from the force of lighting bolt or fireball spells. 

Weapon and Shield Style


Obviously this style requires a slight change, a character with this style can nominate ONE attack, before the attack dice are rolled, to use his free parry against. Because a character is not standing still and concentrating his efforts solely on defence he only gains a +1 bonus to his AC not half his level. This bonus stacks with all magical protection etc that the character is wearing (So if a character, who is AC 1 normally, chooses to use his free parry against his opponents 2nd attack, that attack must hit AC 0.)

I feel that this will make combats run smoother and a lot faster. I felt (and I know a few others felt it too) that the parry rule from the Complete Fighter’s Handbook was overpowered and makes fights slow and uninteresting. This will improve things (at least I hope so). 
Spells with Attack Rolls

A small number of spells require the caster to make an attack roll in order to deliver damage or other effects to the victim. Some of these are very potent, but their power is limited by the requirement to actually touch the subject with a successful attack roll. Generally, the caster can execute a touch attack (or an attack roll) as soon as he finishes casting the spell, or he can delay until the end of the current round and them make his attack. However, if the caster doesn’t attempt to discharge the spell in the round in which it was cast it is wasted unless the spell has a duration of more than one round. For example, cause light wounds must be used in the same round in which it is cast, but since chill touch lasts a minimum of four rounds, the caster doesn’t have to “use it or lose it” in the round he casts the spell. 

A number of spells don’t require the caster to actually injure the target or breach the victim’s armour; even a glancing touch will be sufficient to discharge the spell’s effects on the target. Spells of this type ignore the portion of the victim’s armour class that is derived from wearing armour. In other words, only Dexterity-based and magical adjustments help a character’s armour class against some magical attacks. 

Oromonos the wizard takes a dislike to an obnoxious guard and decides to teach him a lesson with shocking grasp. Since the spell only requires the wizard to make contact with his victim, the guards plate mail +1 won’t help him. Only the 1-point armour class bonus for the armour’s enchantment counts towards the guards AC, making him AC 9 +dexterity bonus, instead of AC 2. 

Which spells qualify as spells that bypass armour? In order to gain this advantage, the spell description should clearly imply that the spell would take effect even if it struck the victim on the breastplate instead of requiring the casters hand to actually touch exposed skin. Another way of looking at it is this: Does the spell emulate the action of a normal weapon, such as a sword, arrow dagger? If it does, the spell definitely requires a normal attack roll on the part of the caster, but if the spell affects the victims life force or achieves its effect from simple contact, the subject’s armour is ignored. 

Spells that directly affect the subject’s life force include most of the necromantic touch spells (chill touch, vampiric touch, energy drain, etc), the various cause wound spells and other reversals of healing spells such as poison, slay living, and destruction. The victim’s armour does not help to protects him from these attacks. Spells that somehow change of alter the victim’s status, such as imprisonment, plane shift, or dispel evil also ignore armour.

A second category of spells that can affect the victim through his armour include spells that produce energy or forces against which armour is useless. For example, shocking grasp, chromatic orb watery double, produce flam, fire seeds, or crystalbrittle can affect an armoured or un-armoured person equally as well. 

Spells that create physical attacks of emulate the effects of weapons include such enchantments as ice knife, hovering skull, Mordenkainen’s sword, and spiritual hammer. Since these spells manifest tangible weapons and are wielded in the same way, the subject is allowed the full benefit of his or her armour. 
	Armour-Breaching Spells
	
	Armour Observing Spells

	Wizard Spells
	Priest Spells
	
	Wizard Spells
	Priest Spells

	Chill touch (1st)
	Cause Light Wounds (1st)
	
	Fists of Stone (1st)
	Magical Stone (1st)

	Chromatic Orb (1st)
	Produce Flame (1st)
	
	Ice knife (2nd)
	Shillelagh (1st)

	Shocking Grasp (1st)
	Cause blindness or Deafness (3rd)
	
	Melf’s Acid Arrow (2nd)
	Flame Blade (2nd)

	Ghoul Touch (2nd)
	Cause Disease (3rd)
	
	Bone Club (3rd)
	Spiritual Hammer (2nd)

	Pain Touch (3rd)
	Curse (3rd)
	
	Hovering skull (3rd)
	

	Vampiric Touch (3rd)
	Cause serious wounds (4th)
	
	Melf’s Minute Meteors (3rd)
	

	Watery Double (3rd)
	Chaotic Sleep (4th)
	
	Snapping teeth (3rd)
	

	Fire Aura (4th)
	Poison (4th)
	
	Turn Pebble to Boulder (4th)
	

	Mummy Rot (5th)
	Cause Critical Wounds (5th)
	
	Claws of the Umber Hulk (6th)
	

	Malec-Keth’s flame fist (7th)
	Dispel Evil (5th)
	
	Tentacles (6th)
	

	Otto’s irresistible dance (8th)
	Plane Shift (5th)
	
	Mordenkainen’s Sword (7th)
	

	Crystalbrittle (9th)
	Slay Living (5th)
	
	Shadow Form (8th)
	

	Energy Drain (9th)
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Fire Seeds (6th)
	
	
	

	Imprisonment (9th)
	Harm (6th)
	
	
	

	
	Seclusion (6th)
	
	
	

	
	Sol’s searing Orb (6th)
	
	
	

	
	Destruction (7th)
	
	
	


Appendix I- Minotaurs

Appearance

These huge, bull-headed (literally) demihumans stand a hulking 7’ tall. Their torsos and limbs are humanoid: rippling chests and muscular arms, legs, and hands. Their feet, however, end in cloven hooves. Their whole bodies are covered with a layer of short hair. This fur can range in colour from a whitish blonde to glossy black. Most Minotaurs, like most humans, have one colour of fur. Only after they reach the age of 110 do they start to show signs of mottling. Minotaurs live up to 150 years-longer than either the bovines or humans whose forms they share.

Minotaur horns grow to 24” long. These lengths are measured and cherished because Minotaurs pride themselves on their horns. Horns symbolize a great and noble heritage. Minotaurs rigorously wax and polish their horns to make them shiny and strong. Criminals are punished and forever exiled from Minotaur society by having their horns sawed off. Dehorned Minotaurs have lost their pride and sullied their honour. Such creatures are no longer even considered Minotaurs, but are mere beasts akin to humans. No Minotaur in good standing would ever befriend one of these hornless and hapless creatures. 

Attitudes and Lifestyles

Minotaurs are an honour-bound race. They believe strongly in preserving their honour. Their brutish visages belie the keen minds within; many are smarter than the average human. Oddly, of all the many races of Faerun, Minotaurs are most like a diminutive folk-the dwarves. Both races value honour, strength, family, hard work, and the superiority of their race.

Honour: Without honour, Minotaurs feel they have no life. They live by a rigid code, developed over the years in response to many hardships. They allow no exceptions to the letter of the code. A Minotaur abides by his word, no matter how painful the consequences might be. Only in cases where the security of the entire race hangs in the balance might a typical Minotaur even consider breaking his word. Naturally, Minotaurs do not lightly pledge such oaths. Anyone who questions the honour of a Minotaur, even an outlaw, has offered him a grievous insult—and is likely to be repaid with an axe in the throat.

Strength: Minotaurs adhere strictly to the rule of might: Might makes right. They believe any problems they have can be solved with strength, cunning, and skill. The rule of might finds clear expression in the arena, where all Minotaur legal cases are settled. If a defendant can remain alive in the arena against the champions of the Minotaurs, he has have proven himself innocent. Minotaurs also believe very strongly in competition. Competition allows one to measure oneself against other Minotaurs and against lesser beings.

Family: Families are the building blocks of Minotaur society. Without a line of parentage, an individual Minotaur is cut off from the noble and glorious history of the species. Without a family, an individual has no source of honour and pride-the meat and drink of Minotaur existence. Each family safeguards the precious core of Minotaur history and honour. Any Minotaur would die for his family.
History 

Minotaurs came to Faerun from another world many years ago. Their legends state that they where fleeing a madness that had taken some of the Minotaurs of that world. They claimed that this madness arose from a cult, worshiping an alien deity known as Baphomet. These Minotaurs quickly cast of their ties with the families and flew into killing frenzies slaying Minotaurs and lesser races alike. So the remaining traditional Minotaurs started the Exodus, leaving behind forever, their fallen kin.

Since then they have been living as individual clans around the Underdark. These clans often have alliances with each other or at worst are completely neutral to each other. Many young Minotaurs dream of one day uniting the clans. 
Tools, technology, and Weapons

As a race built upon violence and brutality, Minotaurs make excellent fighters. They are trained in the arenas from youth for strength, cunning, and Intelligence. Common weapons include all axes, and large flails. Those with great strength have even been known to wield two broad swords, one in each great fist. Minotaur weapons are huge and heavy. Non-Minotaurs must have exceptional strength even to heft them. Some examples are the sanguine, a 7’ long gladiator weapon that has a serrated spearhead at each end, and a small buckler with a razor-edged crescent at its middle. In the hands of a master the sanguine can be used one-or two-handed to parry attacks, trip foes, fight multiple foes, or slash, bludgeon, or pierce foes. It cannot be thrown. 
Minotaur armour
Minotaur’s thick hides grant them a natural protection from attack. Because they value bravery in battle, Minotaurs rarely deign to wear armour more protective than chain mail. Nobles occasionally wear splint armour or breastplates.  Minotaurs have only ever been known to wear heavier armour if it was presented to them as a gift. Minotaur fighters almost always refuse to use shields, leaving their hands free to wield two-handed weapons or a weapon in each hand. 
Ability Score Adjustments: The initial abilities, of a Minotaur are modified by a +2 bonus to Strength and Constitution, but also a -2 penalty of Wisdom and Charisma

Character Classes available: Fighter, Mage, Witch Doctor (See the Complete guide to Humanoids), and a Thief.

Hit Points: Player Character Minotaurs receive hit dice by level; in addition to this they receive a bonus 6 hit points at first level. 
Alignment: Almost all Minotaurs are Lawful Evil, with a few being Neutral Evil. 

Natural AC: 6
Initial Languages: Minotaur and common.

Special Advantages: +2 to surprise rolls. Minotaurs can also track prey by scent 50% of he time. They are immune to Maze spells and receive a +3 bonus to their moral sores (this includes saves against magical fear). Minotaurs also have extra resistance to poison the same way as dwarves do (although they aren’t as magically resistant as dwarves). 
Infravision: 60’

Special Disadvantages: Minotaurs take damage as Large Creatures. 
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Appendix II- Role-playing Drow
Drow Social Relationships

Most of the surface world knows little about the society of the dark elves except for a few stereotypes: Dominated by the female clerics of Lolth the Spider Queen, males are subservient, and slaves and magic are everywhere. For most of the surface world, that information is more than sufficient, but while these stereotypes are based in fact, they only scratch the surface of what life is like among the dark elves. Drow, like humans and other civilized beings, eat, fall in love, marry, raise children, and have families. In fact, because dark elves have long lifespans and drow society is frequented by upheavals, relations among the drow are usually more complex than a typical human family. 
Gender Roles

Lolth is the patron goddess of the drow, and they owe their existence in (or, to be precise, their banishment to) the Underdark to her. Given such an involvement in the origin of the dark elves, it is unsurprising that the majority of drow cities, and thus the majority of all drow, pay homage to the Spider Queen. With her patronage comes her rigid dogma of female superiority and male inferiority. In these societies, females control almost all of the power, leaving males to pick at the scraps. Traditionally, females enter the clergy and serve Lolth as her priestesses, while males enter the military or (rarely) study wizardry. Priestesses are trained in the arts of war, and often squadrons and armies are led directly by the foul clerics of the Spider Queen, but normally they keep themselves out of harm's way and give orders to experienced male officers, some of which are kept in check by physical or magical threats or even outright magical domination.

Wizardry is the only real way a male in a Lolthian society can gain any true power. Even the most experienced male general and veteran of many conflicts might be killed for an accidental insult to a spider-priestess, but a wizard of equal status is far more valuable simply because they are rarer and more useful. Still, even the most talented male wizard is technically a social inferior to the lowest female cleric -- a fact that the male wizards resent greatly. In a world where they are doomed to servitude because of an accident of their gender, a male wizard who can transcend space and time and who must bow and scrape to female clerics who can barely muster the power to mend a scraped knee leads a frustrated existence.

The above describes the majority of dark elf cities, but a not insignificant number of drow cities have an entirely different societal structure. For example, the city of Sshamath is ruled by male wizards, with female clerics of Lolth shunted into lesser roles. (Sshamath's nature came about due to a larger number of males born in the past few centuries, coupled with increased research into old magic sites and a temporary disruption in clerical magic.) Given that Sshamath has survived despite being a thorn in the side of Lolth's official view on drow society means that other unusual drow societies may exist, such as those ruled by the military or hereditary nobles regardless of faith.

However, most drow societies reflect the deity they venerate. Some may be built around the philosophy of Kiaransalee, a minor drow goddess of undeath and vengeance. In such a place, the drow in power may be those with the ability to command and create undead, or are undead themselves. Vhaeraun, a rising power of drow males, thievery, and life on the world's surface, has a more balanced view of the sexes, seeking equality but requiring the downfall of Lolth's existing matriarchy. The settlements his followers have been creating on the surface world have a much more equal distribution of power between males and females, although it is slightly skewed in favor of males because of old grudges against females and because there are fewer females among the Vhaeraunian faithful. Ghaunadaur, an old and bizarre deity of slimes and oozes that resents Lolth's usurpation of Underdark territory, cares little for whether his followers are male or female as long as they serve his interests. While no actual drow cities are known to officially endorse Ghaunadaur, small settlements and cults do exist and have hierarchies based entirely on power and loyalty. Most unusual of all of the drow cultures are those tied to Eilistraee, Lolth's benevolent daughter (and Vhaeraun's sister), who is the patron of all good drow and especially those who wish to live peacefully with the other beings on the surface world. Eilistraee's followers usually must hide within the cities of the Spider Queen, but those fortunate to live in a place where their faith can be expressed enjoy a gender-equal society like those of the Vhaeraunian drow, except without the taint of evil, vengeance, and conquest that her family's followers carry with them. But the majority follow Lolth's teachings, and the remainder of this report assumes a Lolthian city.

Nobility

Most drow societies have some sort of noble class. Unlike in human and other societies, drow nobles are significantly different than commoners, at least in terms of magical ability. For example, most drow nobles develop the ability to detect magic, levitate, or sense the nature of other beings through sheer force of will. This difference probably stems from the origins of most drow cities, which are founded by exceptional dark elf individuals or families, who then pass on their exceptional traits to their offspring, which become the noble class of the growing city. These abilities usually breed true, so commoners taken into the noble families to improve the bloodlines or expand the familiy can be parents to nobles with powers even though they themselves lack those abilities. Those rare nobles whose bloodlines are so thin as to not manifest the noble traits often carry magical tokens to make up for this lack; more common among the nobles are magic items that expand their abilities, such as in frequency, power, or versatility.

Unless wishing to be incognito, most drow nobles dress appropriately to their station, with fine clothing, superior equipment (even for dark elves, of which the lowest soldier usually has at least a masterwork weapon), and an almost-palpable aura of superiority, menace, and power. Commoners learn quickly to recognize an approaching noble and to stay out of their way when they are in a bad mood. In traditional drow society, commoners are only slightly less expendable than slaves; if given a choice of sacrificing a slave or a drow commoner to further a goal, a dark elf noble will choose the slave, but if the only way to succeed is to eliminate a drow commoner, that commoner is as good as dead.

Those with unusual talent in war or magic can attain status similar to that of a noble, and such individuals are often adopted into a noble's household to increase the prestige and power of that house. Weapon master Zaknafein, father of Drizzt Do'Urden, was such an individual. He was born a commoner but permanently attached to House Do'Urden because of his fantastic skill with weapons; he was even allowed to bear the Do'Urden name, and because of his time as the consort of Matron Do'Urden, his children are full noble members of the house.

In most cases, the best a commoner can aspire to is to be the consort of an influential noble. Such a position brings great privilege and the opportunity to live in luxury without need to work. Unfortunately such appointments don't last long since the noble may grow tired of the consort, or other members of the household may use the consort as a pawn in their sick and deadly games against each other. The uplifted commoner, lacking the depth of experience in intrigue that the true nobles have, may insult their mate or another member of the house, which usually results in torture and death or, if the noble is lenient, expulsion from the house and a return to a commoner's life in shame.

Work

Like the people on the surface, most dark elves have some sort of work that keeps them busy, whether farming, crafting items, working in a shop, or other similarly mundane tasks. Most go about their work day in a similar fashion to surface folk, maintaining old feuds, engaging in gossip, and trying to support themselves and their families. Hovering above this mundane façade are the shadows of the Spider Queen's clerics, who nominally are expected to compensate merchants for their goods, but are fully within their rights to claim whatever they want in the name of the Spider Queen. Many times has a jeweler or gemsmith been reduced to poverty because his works are so greatly desired by clerics unwilling to pay; after mortgaging their homes and selling off their possessions to stay in business, these poor souls are often consigned to work in the temples or noble houses as little more than talented slaves to pay off their debts. Such cruel irony is a delicious form of humor to the spider-priestesses.

Unlike surface communities, drow cities never have a problem with unemployment or homelessness. Those drow put into such a situation quickly become victims, whether of slavery, murder sport by bored nobles, sacrifices to Lolth, or indiscriminate violence practiced against those who have no house, church, or family to protect them. Because of this grim spectre looming near all poor drow, most choose to sign on with the military forces of the city or a noble house, since they can always use more soldiers, no matter how poorly trained. After all, life as a soldier at least provides meals and shelter, and, despite the occasional risk of death in combat, it is a far safer choice than living homeless in the streets where the spider-clerics walk.

Courting

Lolthian drow have a matriarchal society where inheritance of property, titles, and birthright pass from mother to daughter. Bearing children is a sign of the power of femininity and an ability that men can never have. Because of these factors, drow women normally want to have as many children as their slow elven birthrate allows. Because the females have all the control, relationships between men and women have few protocols, and it is the women who decide who their lovers are and how long the relationship lasts. The concept of courting as understood by humans and other surface races is almost unknown to the drow; in a society where males are valueless and life is worth little, having a lengthy process of becoming involved with another person is inefficient. Furthermore, the concept of a male pursuing a coy or disinterested female is an aberration, for it puts the male in a position of power and the female in a subservient role. Any male that practiced such a tactic would quickly be tortured and sacrificed to the Spider Queen for his impertinence. Instead, "courting" is the responsibility of the females, who pick their mates like selecting a good breeding animal, and the males are expected to comply. Many times the selection of a mate is the start of a deadly rivalry between different females as they fight over the choicest specimens. These males usually end up the worse for wear in the deadly games of the female, and more than once has a female "given up" on a male only to leave him skinned and dead in her rival's bedchamber.

Love

Among the cruel and self-centered dark elves, love is practically unheard of. Long-standing mates live together for practical reasons, not romantic ones, such as complementary careers, physical attractiveness, a legacy of producing many female heirs, political influence, and so on. Families remain together only because it provides a shield against enemies from outside the family (even though intra-family rivalries can be just as deadly as outside threats). Parents see children as a means to more power and are willing to sacrifice those children (males moreso than females) if it proves the key to greater power. Children quickly lose their innocent naivety and learn the horrible truths of drow society, thereafter seeing their parents as strict tormenters who nonetheless keep the world's predators at bay until the children can fend for themselves. In the rare cases where mated drow develop some affection for each other, it is usually when the male is an excellent physical specimen, has provided excellent service, and has never caused embarrassment to the female. In these cases, the bond is more like that of a spoiled or insensitive human matron and her pampered lapdog; the male is a cherished pet that will still be put down if it misbehaves too much. Even rarer is an honest bond of love between a parent and child, which is usually only possible if the parent is somehow resistant to the pressures of drow society and passes this trait on to the child. Zaknafein and his son Drizzt shared such a bond; the father's disdain of his own cruel race and wishes for a different life both existed in the son as well, and once they recognized their shared secret, they became close like human families are wont to do. Unfortunately for this famous pair, their aversion to the drow way of life was discovered (all too common, as living in secrecy is extremely taxing) and Zaknafein was sacrificed to Lolth.

Marriage

In a culture where females rule and males are little more than slaves, the idea of a female legally attaching herself to a single male for the rest of her life is an absurd concept. Marriage does not exist in Lolth's cities. Females take whatever consorts they wish and choose a new one when they grow bored with the old. If the dark elves could more easily fall in love, things might be different, but such concepts are ground out of the drow very early in life by the teachings of the Spider Queen.

Child-Rearing

The drow are hardly doting parents. Among the noble class, a young drow is raised by tutors and elder siblings, and he or she normally sees his or her parents only a few times a year. Noble males are sent to the city's military or wizard academy depending upon their talents, while noble females enter the church and study the teachings of the Spider Queen, in each case seeing less and less of their families. (Because of the long lifespan of the drow and the number of years needed to reach maturity, these academies are like boarding schools and train the children for ten years or more, usually only letting them come home once a year for important family or religious meetings.) This practice only reinforces the drow's lack of affection for their own blood kin, for strong parent-child bonds cannot form when the parents are nearly absent from the child's life.

Among the commoners, it is a similar setup, although the parents usually don't have the resources to afford private tutors and so the responsibility for raising the child falls primarily upon the extended family. Talented commoners are recruited into the wizard or cleric academies, and the rest learn their parents' trades or are sent to military schooling. As with the nobles, the parents are always emotionally distant and often physically distant, too. If the children were permitted a more normal (by surface standards) home environment, they might have a chance to grow up without being emotionally stunted, and drow society might change for the better.

Family

Dark elves live for several hundred years, and females have the capability to bear children at least every hundred years. Because of this, drow families tend to be larger than those of surface elves, who breed more slowly (either as a function of their greater lifespan as compared to the drow or in some interest in not overpopulating their lands). For example, Drizzt Do'Urden had five siblings, although one brother was killed on the night he was born (by Drizzt's other brother, oddly enough). These large families help relieve the parents of the responsibility of raising the younger children (which is put upon the elder siblings). Rivalries between siblings can be competitive and deadly (as Drizzt's brothers prove), for just as females are superior to males, firstborn children are superior to those born later.

With their long lifespan, dark elves have the possibility of having several generations within one family alive at the same time. Although this is reduced somewhat because of violence in drow society and the plots of various family members against each other, most commoner families have grandparents and great-grandparents still alive and living with the youngest members of the household. As dark elves remain viable until the last few years (and once they grow feeble they are usually killed), these great-elders are not a burden upon the family and act as their guides, teachers, lorekeepers, and rememberers of old grudges. A very old member of a family is someone to be respected and feared, for they have survived Lolth's games for centuries, having grown and adapted to thrive in an environment of treachery and chaos.

Drow nobles are slightly different. With more to gain from the elimination of rivals and superiors, there are fewer incidents of multi-generation households among the nobles, and those in power usually keep their own siblings on a tight leash or kill them off. For example, nothing is known of Matron Malice Do'Urden's aunts or her sisters, all of whom reasonably ought to have been priestesses of significant power. In a family of six siblings, Drizzt knew no other family members except his own father, and only after he had become an adult.

The Test
On the fringes of the Spider Queen's cities are abandoned caves and old monster lairs. Some of these are inhabited by horrible creatures that are half-drow and half-spider. These tortured things, known as driders, are the outcasts of drow society, for they have failed the test of the Spider Queen. All promising drow who reach a certain level of power are tested by Lolth. She tests their loyalty, their wits, and their power. Those who succeed in the tests are allowed to continue living in drow society. Those who fail are cursed to grow spider legs from their lower half and also become bloated and unrecognizable in their upper half. No longer beautiful, but still feeling the need to be near other drow, these hateful evil creatures lurk in the fringes of drow civilizations, hunting lost drow and any other creature that crosses their path. The Test of Lolth, as it is known (the only test described as such in drow society), is whispered of among the common folk and used as a threat by the priestesses against the more willful nobles. The existence of driders is more evidence that the Spider Queen is absolutely evil, cruel, and possibly insane, for while other deities are known to test their followers from time to time, even among the evil ones, Lolth is the only one who deliberately disfigures them in such a horrible way and leaves them alive (most evil deities are content to simply blast those who fail into oblivion).
Other Races

Drow trust no other creatures, including (or especially) other drow. The relations of such a paranoid race with others is uneasy, to say the least.

Possible equals (the drow admit no race as their superior) such as illithids and duergar are dealt with by a mixture of armed truces, hard bargaining, subtle threats, magic, and mutual-gain pacts. Only exceptional drow individuals come to trust another being fully (and live to tell the tale!) in the cities of Lolth-worshippers. Trusting drow are more common among the worshippers of Eilistraee, but even theirs is hard to gain.

The drow are the most widespread and powerful of the known Underdark cultures of Faerun. Strife among themselves, and a lust for personal power and commercial gain, always prevents drow from gathering in any concerted effort against foes. This is probably the only thing that keeps many kuo-toa, jermlaine, and disir communities intact; the drow could easily wipe out weaker neighbors if they took up arms in earnest.

Above all others, deep gnomes hate the drow. Conversely, in all the Underdark, there is no creature a dark elf enjoys slaying more than a svirfneblin. Other traditional drow foes include dwarves, humans, and other elves of all sorts. Duergar, illithids, and lesser races of the Underdark are traded with, but never trusted or befriended, except by the most worldly and experienced drow merchants.
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Appendix III- Menzoberranzan
Menzoberranzan, the City of Spiders, is the largest drow city of the Underdark, housing more than 10,000 drow citizens and twice as many slaves and other “free” inhabitants of other “lesser races”. Living in the ultimate Lolthian society, Menzoberranyr’s drows are chaotic, murderous, racists, sexists, but also intelligent, resourceful and strong. Their life's goal is to gain Lolth’s favor and advance their personal station and power.

The city is ruled by a matriarchal society of noble houses that is utterly devoted to Lolth and the city is greatly favored by the Spider Queen. Worship of any deity except Lolth is heresy and her priestesses hold absolute and uncontested power. There is no place for the weak in Menzoberranzan…

The City of Spiders occupies a roughly arrowhead-shaped cavern, two miles across at its widest point, the ceiling rises a thousands feet and is studded with stalagmites and lesser pillars. No stone has been left in its natural states, with exception of Narbondel, as drows carved their castles and expanded their city.

Menzoberranzan is divided into eight districts:

Qu’ellarz’orl: Screened from the lower city by its forest of giant mushrooms, this plateau is occupied by some of the proudest noble Houses. It is bare, spacious and there is none of the crowding associated with most of the other neighbourhoods. House Baenre ruthlessly keeps the rabble out. The main houses located here are Baenre, Xorlarrin, Agrach Dyrr, and Mizzryn. No one else lives here and soldiers of all the powerful noble Houses patrol the area and challenge beings they don’t think belong here...

Narbondellyn: This wealthy district is dominated by the ruling noble Houses of Fey-Branche, Faen Tlabbar, and Barrison Del’Armgo, and by the lesser Houses of Tuin’Tarl, Srune’lett, Horlbar, and Shobalar. It is also home to many wealthy up-and-coming drow families, and the most luxurious and profitable of trades of gems, perfumes, money-lending like Mritt Shadalun and Hondel Belek'tyr.

West Wall: Many ruins of former noble houses, like House Do’Urden - home of Drizzt, are located here. Among them are older noble houses of wealthy, solid and long-established power like Houses of Duskryn, Druu’giir, Symryvvin, and Vandree as well as proud old non-noble families. Elstearn's Escorts is a flourish business here that provides escort services and personal bodyguards.

Manyfolk: This is the largest area of the city and is home to the common people. It is where most of the shops, inns, taverns and other businesses of the city can be found around the Bazaar and many noble Houses maintain secretive “safe” residences here. The great stalactite of Narbondel is located here and acts as a time clock device for all citizens of Menzoberranzan, a fire enchanted spell cast by Gromph Baenre everyday as part of his duties of Archmage of Menzoberranzan.

Tier Breche: The largest architecture found in Menzoberranzan, Tier Breche holds the three buildings of the famous drow Academy. The spider-shape building of Arach-Tinilith initiate female drow priestess in the secret of Lloth. The tower of Sorcere is where wizards of Menzoberranzan train and continue their study in the magical Art. The pyramid structure of Melee-Magthere is where drow elite fighters are trained in all styles of drow fight and weapons.

Eastmyr: Those who not succeed in live move to this section of the city, most of them drow commoners, lesser merchants and mercenaries. The lesser noble Houses Hunzrin and Kenafin maintain their fortresses here.

The Braeryn: All slum of Menzoberranzan live in its dark alleys and hovels. This is the home to sick and outlaw drow, goblins, orcs, bugbears, and other non-drow who can not live elsewhere. Drow hunt here for sport from time to time slaying all who can’t hide, escape, or fight off their attackers. It is the "rough" part ot the city.

Donigarten: Dominated by the large underground lake of Donigarten, this area is surrounded by giant mushrooms and rich fungi farms. On an island in the lake, orcs and goblins tend a herd of rothe, watched over by drow patrols sent out from Tier Breche to prevent food thefts, as well as watch for raids by others.

Besides the districts, these areas are worthy of mention:

The Bazaar: This is the centre of business in the city and all merchants and goods from all races of Faerûn are welcome here. It is a very busy area of Menzoberranzan, always crowded with labyrinth of stalls and hagglers whose fame has spread across the Underdark. It is the center of Manyfolk.

The Bauthwaf: These are tunnels and caves that surround the City of Spiders and lead into the wilds of the Underdark. These passageways and stone labyrinths are infested with monsters and Underdark creatures, and are constantly patrolled by Academy students and drow militia groups.

The Pit Warrens: This is the prison cells of Menzoberranzan, where lowly criminals and those who are not worthy of sacrificing to Lloth are thrown in a pit that opens in a vast and deadly maze with no way out.

Many non-noble houses exit in Menzoberranzan. These are rich families of commoners with enough money to establish their own place in the hierarchy of the city. Generally associated with trades or more obscure business, these individuals wisely form alliances with noble houses to support their status in the city. These guilds of merchants and mercenaries recruit common drows and non-drow races are secretly or openly used in noble houses’ affairs.

The publicly known guilds in operations are:

Black Claw Mercantile: is the most powerful and independent fellowship and holds operation in Manyfolk. It was founded by House Baenre.

Brown Mushroom Company: also operates in Manyfolks and is Black Claw first rival. It is an alliance of House Fey-Branche and House Barrison Del'Armgo.

Bregan D’aerthe: is a successful band of commoners drows mercenaries of Eastmyr. They are a powerful force in that community though the Ruling Matron Mothers wish that were not the case.

The Academy of Menzoberranzan, located in Tier Breche, trains drows in the Art of Combat and Magic and gives all students spiritual guidance as well as teaching priestess the Lolth’s secrets. Only drows are admitted in the Academy and their admission must by sponsored by a House or Guild. Only graduated students are accepted as Elite troops.

The three buildings of the Academy are:

Arach-Tinilith: the spider-shape temple of Arach-Tinilith initiates female drow priestess in the Ways of Lloth and its secrets as well as serving as worship's house for all students in the Academy.

Sorcere: the mage tower of Sorcere teaches wizards the secrets of the Art and serves as the main library for all wizards’ research in the city.

Melee-Magthere: the pyramid that teaches all drow students the basics for normal drow weapons and combat tactics. It also trains Elite warriors that are used by all Elite House Troops.

The students graduate from the Academy after researching 3rd level of the associated class (Cleric, Wizard or Fighter). A graduate student may continue his/her training in the Academy and becomes an Instructor after researching 5th level. Any instructor who archives 10th level is granted the title of Master of Sorcere or Melee or High Priestess.

Non-graduated students are not allowed to leave the Academy and they must obey any order assigned by their Instructors. Instructors may leave the Academy with proper authorization with a formal request. While in the Academy they must fulfill their duties as teachers. Master are free to leave Tier Breche as they wish and only answer to high level members.

Although associated with a House, members of the Academy are under tutelage and gains full Academy protection while staying in Tier Breche, which is belong any individual House authority except the Ruling Council itself.
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