


If you're ready to survive in worlds of extremes, if you're ready to explore whe

GREEHINGS, AND W

Don’t look so surprised, sir prime: You're
standing there with an addle-coved look on your
face and your bone-box wide open. You're
practically crying ‘bob me’ to the peelers around
here. Allow me to introduce myself: I'm Etain the
Quick, professional tout: Best guide in

the multiverse!

Formalities first. Just 12 silvers, berk, and we’ll
be off on a tour that’ll make your guts crawl.
What? You can’t find your purse? Well, look at
; this, must have fallen

| into my own hand. I'll

N Y just help myself, and
= here’s your
_jink back. #
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Best keep your hand on it from now on—you can’t
be too peery around here.

Try not to look up if you're feeling a bit queasy.
It takes some time before most Clueless get used
to seeing the city curve away overhead. No doubt
Sigil’s different from any place you've ever been—
it’s like the city’s wrapped inside the curve of a
hollowed-out wagon wheel, if you get my
meaning. Step lively now, 'cause we’ve got lots to
see and I don’t have all day.

. This is Sigil, City of Doors, the Cage,
crossroads of the multiverse. In the planes

you’ll spy things you’d never even begin to
imagine. You'll see angelic devas drinking bub

& with toadlike slaadi. You'll see
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barmy wizards living in
i

i
iff ~walking castles. You'll see an
% eternal Blood War between }

i

fiends bent on annihilation.




ore where raw power lies within your grasp, you're ready for the PLANESCAPE

™

campaign. Wi

NELCOME +e SIGIL! §

And you'll see gods. All you have to do is walk
through the right kind of portal, and you

g£asy. can go anywhere.

sed But don’t worry about bumping into a god on
pubt  the street in the Cage—the Lady keeps them out of
een— Sigil. That's the Lady of Pain: She runs Sigil, and
fa keeps a serene and watchful gaze on things in
whole. She’s the one who creates and removes the
s 0 portals—more on those later. All a body need
remember is that she’s not to be peeled—not to be
crossed. The Lady keeps Sigil out of the politics
and bloodshed that rage through the planes, and
o she does it with an active hand. Those who defy

her rule end up alone in the Mazes—their own

little prison demiplanes—with her compliments. Or

l else they're flayed alive, just

by her gaze!
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Watch your step—that street’s closing in! Looks
like the Lady’s doing some more rearranging.
Think of it this way: Sigil’s not some third-rate
burg somewhere. It’s alive. Sometimes at night, or
when the smoke and drizzle ain’t so bad, a cutter
can almost feel the city breathing. It grows, it
shrinks, whole streets disappear, and true Cagers
don’t skip a beat. Yes, it’s alive... Bdt that don’t
mean its got a heart. '

ETEPAN.

We've got lots to cover yet: dabusi factions,
those pesky crar{ium rats...if you'reia good
Clueless I may even tell you a few arks—that’s
secrets to you. Where do I begin? l ick, hand me
f another bit offink; it helps

to put mygbrain-box



¢
Aye, now I've given you the chant. The rest is up to you. One last word (not that it’ll
help you): If you can’t beat 'em, you're as good as dead! (Heh har.)
Welcome to the planes, berk. Good luck to you!

Now you're at the ext:eme edge of fantasy. Here’s what you'll need to go beyond.

PLANESCAPE Campaign
Setting
TSR #2600

e

Harbinger House
Adventure
TSR #2614

* The Eternal Boundary

Adventure
TSR #2601

Uncaged: Faces of Sigil
Accessory*®
TSR #2624

‘A Player’s Primer to the :

Outlands Audio CD
Accessory TSR #2610

On Hallowed Ground
Accessory®
TSR #2623

Planewalker’s Handbook
Accessory*
TSR #2620

The Factol’s Mamfesto >

Accessory
TSR #2611

4
MonNsTROUS COMPENDIUM”

PLANESCAPE Appendix
TSR #2602

i ‘
MonsTROUS COMPENDIUM

PLANEScAPE Appendix I
TSR #2613

Hellbound The Blood
War Accessory and

B o m Adventure* TSR #2621

TSR #2604

Doors to the Unknown
Adventure*
TSR #2626

A Guide to the
Astral Plane Accessory”
TSR #2625

Planes of Conflict
Campaign Expansion
TSR #2615

Something Wild
Adventure*
TSR #2619

Planes of Chaos
Campaign Expansion
TSR #2603

In the Abyss
Adventure
TSR #2605

= RoEes

‘ﬂl—..—--i——o——--—

e T

Planes of Law
Campaign Expansion
TSR #2607

Fires of Dis
Adventure
TSR #2608

To find your nearest TSR retailer calltoll free 1-800-384-4TSR.

®and " dcsngnale trademarks owned by TSR, Inc. ©1996 TSR, Inc. All nghu‘eserved

2= Well of Worlds Adventure

The Deva Spark
Adventure TSR #2606

Pages of Pain Hardcover
Novel*TSR #2627

Blood Hostages Novel*
TSR #2616

Abyssal Warriors
Novel* TSR #2617

Planar Powers
Novel* TSR #2618




N1y

a3

b

“¥ays

™ L
o
- T -

&



and very litera




ers Undeﬂned

chaos as you'll
erjal landscapes:

)
2
o

Fr

've got Lim

po ona

quiet day-




~SLVIMV *, NIV :
‘f&
e
>

’?’;
*‘










4

W)
A . I\¢ '
I.” .,5,,‘ \

PA pue ‘a1quin; .u«:xw;

; .
- t“;\«m

WLy

-
[7/]
«©
O
-
3
o






The multiverse is a big place,

and I don’t think I can even
count high enough to tally all”.
the types of bashers out there.
But you’ll'see a few of each
of them in the Cage.
If nothing else,'it's a

cross-section.of the

; planés. A
' /} = See,-a cuttér
gets to -

}\ . N places
through the

portals. Could
: be anything: a door, window, hole in the
street...anything a basher can jump through. If he’s
got the right key, he finds himself o the other side-
wherever the portal leads . T he:bﬁ'(’_i‘ytr?}‘;kes ther
the Lady takes them. Why? I'm no philosophe
just kanA th'ar:Sigil’s got Qq@é‘!@everyplz
- the multiverse, and that"s-wfi}.' ér;_j“ "

body can find T

. -

_anything and

everything here!
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If_yo(i‘_ret'ir'r'to chaos, this one’s for.you:
the \){a'osirc(‘ts-. called the Chads?nen

Z on lilL‘ slr&l. They think . . v -

-cverythinLg is Cl1atf§—mind you; .

““not everything is in Chaos:™ - ¥

but is (‘h.aos._ So.no rv;lo Aot om” 4.2

the'same: one'll be siﬁx, . -

Lg¥

one'll be grim. They're lhof'

" 2

tools of Chaos—=who

-

knows ahat they'll
———+do? they Fe-inio——x—
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Spy those cutters? Bet you've never
seen people floating above the ’
street lﬂ(e that, eh? They're the

dahus tht' Lady’s agcn&. Youwll

%% never see thc dnywherc but
«_here. Fa(t is, some bashers -"«"
i ~think they re actmlly living.
J . manifestations of the city 1tse]f
bl e ] goul'&n t say, since they're as -
- Ilkely to ignore you as look
) - -'T._ you lngt;gye Those
" 3 pietures above their heads
5 are how they.talk—m.suai &
hp . ¢ r word puzzles. 4 "‘
h. T he’s : Most of the time &&
other side— - = dabus keep ‘hgs.x =P g
makes them, . running: Cum"g’ba‘a( & - i"iﬁ";"“f o
shilosopher. 1 . g razorvmc, clcantng'thé’Seweg
toieveryplace in T ‘ patchmg the streets.,'andgo on.
e - - 2.3 They also gcrgg'ﬁgrks fhat don t A _
- z : ‘ behﬁy"'memselves Somcm:nfs 1ht‘y tak’t’ e to the Lédy

- ™ ¥

Rats! See em%ngm over there,
a who}c pack of them..Ihey re
craniuni Tats. Smart as blades,

fast as knives. Most of the.rats”

around hére are just the normal
type, but some of these
bashers have gotten the A
smarts. Chant is they've

got a collective brain that gets smarter the more of them gather

_in a pack. Now they're waging a little blood war of their own .;".-v-
s against the ratcatchers. Why, just the other day some
£ ”*i ~sod was found dead in an alley, flocks of those

; buggers on top of him. Chant is he clove his own
head open with an axe, and those rats made him

do it. Don’t know if I quite believe it myself...




Aye, there's one to talk about!

. She's*a Sensate, from the
Sociélyof Sen's,ation. They =

¢ think a basher don't
* . _existif he doesn't have >
experiences. ‘Try everything e
once’; that's their.motto. ; ‘

They rupemost of the

"fur'l'ﬁ:l‘xtses in the Cage— v

- theaters, taverns, rfesthalls.

“ " and so on. ' | see-that your sharp

o : eyc's admiring the scenery. Aye, the &rc

thing unique, al right. See, nothing grows
. . 4
So everything a basher needs to build a house

-

‘Hush now! There'sa ' - portals that lead everywhere; but it means |

. Hardhead—a member of the Harmonium. to some blockhouse made of Elysiafﬂ‘g
_ They're one of the factions in Sigil—each faction enge what's already about. Most of t
' has its own outlook on what it’s all about, and each has way. Most Cagevrs

- a role in the city. The Hardhcads are in charge of keeping
the peace. Thing is, they d;) it their orvu way. You're as
likely to get scragged for nothing as for something, if
yoﬁ catch their eye. Just a word foryou: Spy
" ’m&f onc of these
; A bloods, walk

the other way.
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That cutter over

there is a recruiter for the Free
League. Heh har, I'm making a
joke, there. The Indeps don't
recruit. They don’t think
any faction’s got it right.
They're ‘free thinkers,’
and their only
motivation is for themselves.
They don't claim any
allegiances. Many of

‘em are merchants.

4 I call 'em

' 3 mercenaries.

b 4
architecture’s some- 7
ows in Sigil (except Sigil herself-and that bleeding razorvine).
use has to come !'rdnfsdiucw_hérc clse. That's not so tough; with Now you’ve got your
s that you're gonna see a house of Garcerian cracked marble ng)ft" :
. glory pine. And then there’s the poor folks, who have to scav- j‘ii'lk-’s worth, but
of them just build a shack on the roof of-another building, any-
sers think space is more important than beauty. x ' you're not nearly a

. 2 blood yet. 1 can give

e <

you an overview of
the planes for a few , 7
silvers more, and I pﬁ}%

know what your

purse weighs... L A A s
y pFC )‘:ﬂ’. ¥
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