L UNATIC PHANTASM

TANDEM GLOORFUNG

“Tandem believes his true
self died trying to escape
the claws of the
hell-spawn.”

6th-Level Gnome Sorcerer

CR 6; SZ S (humanoid); HD 6d4; hp 16; Init +5 (+1
Dex, +4 Improved Initiative); Spd 20 ft.; AC 13 (+1
size,#2 Dex); Atk melee +3 (1d4-1/19-20/x2, dagger),
ranged +5 (1d4—1/19-20/x2, dagger); Face 5 ft. x 5 ft,;
Reach 5 ft.; SA Spells; SQ Gnome Traits; AL CN; SV
Fort +2, Ref +4, Will +4; Str 9, Dex 14, Con 10, Int 15,
Wis 8, Cha 16

Skills: Alchemy +9, Hide +7, Knowledge (arcana) +8,
Listen +3, Perform (comedy, tricks) +5, Search +3, Scry
+7, Spellcraft +7, Spot +3

Feats: Dodge, Improved Initiative, Scribe Scroll

Languages: Common, Dwarvish, Elven, Gnome,
Halfling

Gnome Traits (Ex): Tandem has Low-light Vision
that lets him see twice as far as a human in starlight,
moonlight, torchlight, or similar conditions of poor illu-
mination. He has a +2 racial bonus to saving throws
against illusions, +1 racial bonus to attack rolls against
kobolds and goblinoids, and a +4 dodge bonus against
giants. Once per day Tandem can use speak with ani-
mals as a lst-level druid to communicate with a bur-
rowing mammal (badger, fox, rabbit, etc.); this is a spell-
like ability.

Sorcerer Spells (6/7/6/4 plus dancing lights, ghost
sound, prestidigitation once per day; Base DC =13 +
spell level) (* new spell)

0 Level — daze, detect magic, flare, ghost sound, light,
mage hand, read magic

Ist Level — change self, color spray, silent image, ven-
triloquism

2nd Level — mirror image, invisibility

3rd Level — control mirror image*

Summon Familiar: Although Tandem can summon a
familiar, he has chosen not to do so at this time — his

living quarters are crowded enough as it is.

Possessions: oil of slipperiness, bag of holding (type 1),
dust of illusion, dagger (x2)
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UNCOMMON CHARACTER _

BACKGROQUND

Tandem has a little recollection of exactly who or what
he is. Sort of. Tandem believes he might have been a
gnomish illusionist at some point in his career. The
spellbook and adventuring pack he found on his back
convince him of this much.

Tandem also has hazy memories of growing up in a
gnomish community, setting off on his own to pursue mys-
tic studies and joining an adventuring party to search for
a lost academy of magic. The last thing Tandem remem-
bers is exploring a ruin and watching his adventuring
friends slaughtered by a spellcasting demon.

The very last moment Tandem remembers is casting
mirror image.

Tandem believes his true self died as he tried to escape
the claws of the hell spawn. And he suspects that,
somehow, through a strange side effect of magic, his
current form is that of a mirrored image, materialized
and given true form in this world. But he’s not sure.

One reason he believes this theory is that he remem-
bers that before he cast spells through use of a spell-
book — suggesting he was a wizard. Now, Tandem
finds the spellbook unnecessary, as he is able to call
up his repertoire of spells from within, much like a
sorcerer.

Another reason he believes himself an illusion is that
there is usually more than one of him around. The sec-
ond Tandem is actually a familiar composed of phan-
tasm figment, but Tandem assumes him to be another
of the surviving mirrored images.

Tandem searches for the demon he left behind or other
clues about his identity and his nature. As Tandem’s
search continues, new magical abilities give him greater
control over illusions and mirrored images.

APPEARANCE

“That — that’s impossible...”
“Then how else do you explain the tome?”

Two piping voices shrilly argue: a colorfully dressed
gnome pacing back and forth before an identical
gnome seated on a stump. The seated gnome rubs his
face and continues, “Never mind the tome, what do
you remember?”’

The pacing gnome stops for a second, face sour. “I...”

There is a sound, a movement. Someone is watching
them. The two gnomes wheel about, looking for the
watcher. The seated one jumps up, claps his hands
together and intones words that electrify the air.
Instantaneously three more identical gnomes join the
two. A pincushion of daggers point in all directions.
Magical energy dances on fingertips. They shout in a
cacophony of alarm and surprise: “Waitl/Who is
1t?/What’s going on?/Stop stepping on my
foot!/Everyone shut up!”

In the singular, Tandem appears a normal gnomish
illusionist, with the characteristic stature, nose, and
taste in garish clothing. Most times, Tandem appears
disheveled and frantic, his brightly colored trousers
and doublet haphazardly worn, and his goatee and
hair unkempt. From the outset of meeting, Tandem
seems to be talking to himself] either literally or figu-
ratively. Most “versions” of him like to fidget and pace.

PERSONALITY

Tandem’s fits tend towards the erratic and spastic.
Ever since his transformation, he feels more comfort-
able with “other duplicates” around him, and when
stressed he casts spells to increase his numbers and to
imbue the duplicates with a veneer of independence.
Should some quandary be presented to him, he may
call up his duplicates to discuss the matter with them.
In calmer moods, Tandem proves to be inquisitive or
frightened about the unstable nature of his existence.

With other duplicates present, Tandem only answers
part of any question posed, allowing his mirrored
duplicates to finish his sentences or pose new questions.

ADVENTURE SEEDS

Here are two different ways to utilize Tandem in a cam-
paign, based on different explanations of his situation.

& The poor hamlet of Hodd’s Way takes in the men-
dicant Tandem, taking pity on the poor soul. Any
adventurers are approached by kind villagers who ask
for aid in making Tandem whole again.

Tandem babbles on about the lost academy and invol-
untarily reveals a map to the site. After exploring the
site and dealing with the demon, one may discover the
truth — Tandem always was a sorcerer-illusionist, but
his mind has bent after leaving his comrades to die at
the claws of the demon! The result: the creation of the
Control Duplicate spell. Tandem externalizes his guilt
by insisting that his “real” self died along with the
party he abandoned. The spellbook was taken from
the party’s actual wizard, fallen in battle.
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YERSATILE CHARACTERS

Tandem, confronted with the truth, tries to flee again
into the night to escape the fact of his cowardice.

& Tandem actually is a mirrored image sustained by
the demon spawn of the Dark Lords of Illusions and
Deceit. While not evil himself, the phantasm Tandem
undermines goodness and order by making frequent
use of his illusionary abilities. Spreading illusions and
tapping into shadowy magical energies, Tandem
strengthens the Dark Lords’ grip on truth and reality;
the more illusions abound, the less the common folk
believe in the truth of order and light, and therefore
the greater the Dark Lords’ power.

Tandem occasionally receives other “memories” of his
past that lead him to recover ancient illusionist arti-
facts and increase his own command over the phan-
tasmal. As Tandem grows in power, he becomes less of
a silly distraction and more of a serious threat to any
adventuring party — his illusionist arts giving him
greater control to spread and subvert illusions.
Eventually his mad quest for the power phantasmic
leads him towards the ultimate quixotic end: to find a
way to change all of reality into illusions, thereby mak-
ing him just as real!

DUPLICATE TANDEM

Gnome-looking Phantasm

CR 6; SZ S (humanoid); HD 6d4; hp 11; Init +5 (+1
Dex, +4 Improved Initiative); Spd 20 ft; AC 13 (+1 size,
+2 Dex); Atk melee +2 (1d4-1/19-20/x2, dagger;
1d4-2/19-20/x2, dagger if successfully disbelieved);
Face 5 ft. x 5 ft.; Reach 5 ft.; SA Spells; SQ Fade,
Illusion; AL CN; SV Fort +2, Ref +4, Will +4; Str 9,
Dex 14, Con 10, Int 15, Wis 8, Cha 16

Skills: Alchemy +5, Hide +4, Knowledge (arcana) +6,
Perform (tricks) +5, Search +3, Scry +6, Spellcraft +6,
Spot +2

Feats: Dodge, Improved Initiative

Languages: Common, Gnome, Halfling

Fade (Su): At will, the duplicate Tandem may fade in
or out of existence.

Ilusion (Su): As an phantasm, the duplicate Tandem
is immune to all illusions. A dispel magic directed at it

dissipates the duplicate for 1d4 rounds on a successful
dispel check (vs. DG 17). If the duplicate is reduced to
—10 hit points, it is permanently dispelled.

Spells: The duplicate Tandem can cast spells, draw-
ing them from the same pool of spells that the real
Tandem knows and is able to cast each day. If the
duplicate casts a spell, it counts as if Tandem had cast
a spell of that level for purposes of determining
Tandem’s remaining spells. The spells have normal
effects if believed, but if either the duplicate or the
spells is successfully disbelieved, then the spells have
either 60% of their normal effects (for example, color
spray affects only 1d4 creatures) or have only a 60%
chance of occurring.

NEW SPELL

This new spell might create even stranger situations in
your own campaigns than it has for Tandem.

CONTROL MIRROR JMAGE

Ilusion (Figment)

Level: Sor/Wiz 3

Components: V, S

Casting time: | action

Range: Close (25 ft. + 5 ft./2 levels)

Target: Images from one mirror image spell
Duration: One minute/level

Allows the caster to modify the normal workings of a
previously cast mirror image spell, making any or all of
the mirrored images perform actions that differ from
those performed by the caster or by each other. The
caster can only control these actions as long as he con-
centrates; if he stops concentrating, the images revert
to the usual activities of mirror images, exactly dupli-
cating his own movements. He can resume concentra-
tion at any point during the spell’s duration.

If used in conjunction with other spells, such as ven-
triloquism or silent image, the mirrored images can be
made to speak or apparently cast spells.

His own creation, the control mirror image spell is to
date only known to the inscrutable Tandem.
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