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day in my waiting room while 1 took
afternoon nap. And, of course
the annual adventuning party raid

be was thriving and d
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sure you know, Cystus's safe-

guard was overcome three months

ago when an adventurer propped the

front door open with a chair. Since
then, adventurers of all ty
been pouring in: sorcerers

name 1t

arcane archers, bards—you

They come at the rate of one adven
turing party per sLL_\. and all of them
repeat the same rumor: that Cystus
:in.‘[ll_\ succumbed to chronic osteo-
porosis. Maybe it's true; 1 don't know
The last time anybody on our level
saw Cystus was five years ago, when he
came up here looking for his cat, What
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CHAIR OF PROPPING
When placed against 3 door, this
magical chair prevents the door from
opening if the door is closed, or clos-
ing if the door is open. The chair can
only be removed by the person who
placed the chair against the door, or
by an interior decorator.

Moderate evocation; CL 1oth;
Craft Wondrous Item, wall of force;
Price 100,000 gp; Weight 3 b,

20 here we are
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nst adventur-

defending our home
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ers on a daily basis and worrying about

the survival of our tribe. Wait, did 1 say
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“worrving?” Why should anvone worry?

After all, 15 1t even possible for adven

turers to destroy a kobold tribe that has

survived 4 millennium in this haunted

PSYCHOLOGY OF THE ADYENTURER
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—n, ADVANCED
» o~ ADVENTURER

Adventurers  distinguish

their skill and rank among

one another by their number

of possessions and the speed

at which they kill things. Those

with the most treasure, most

powerful magics, and lirgest body

counts are called heroes, while those with the least

are called cohorts.

4 MORGAN IRONWOLF CR 20
: Hurman barbarian 2, ceric 1 ﬁgi'.tl_‘.' 2, monk 2, paladin 2,

ranger 2, rogue 2, sorcerer 4, assassin 1, shadow dancer 2
N Medium humanoid
Init +8; Senses darkvision 60 fi,, true seeing; Listen 417, Spot +17
Languages Abyssal, Common, Draconic, Infernal, Undercommon
AC 37, touch 14, fat-footed 33; Dodge, Mability; evasion
hp 232 (20 HD); DR 5/evil; fortification 100%
SR 19
Resist acid 30, cold 30, electricity 30, fire 30, sonic 30

immune mind-affecting effects
Fort +29, Ref +26, Will +20
gpd WR(B 'sq'.ri"'_“."_ _
Melee +5 dancing, keen, speed, vorpal, wounding longsword
+23/+23/¢18/+13 [1d8+9/17-20) or
Axe of the Dwarvish Lords +24]¢19/+14 {1d10+10/19-20/x3

throwing range 10 fL.); or
flutry of blows +17/417/+12/+7 (1d8+4

Base Atk +13; Grp 21




way to kill a narrativist in battle is to
distract him with a question about
his background. He will usually stop
attacking to explain his coat-of-arms
or why he is nation in

his buttonhole.

SIMULATIONIST

Simulationist a

vearing a

venturers are pre-
pared for anything and never carry
less than 200 pounds of gear (
counting armor and weapons). A ty
cal simulationist ¢ vot alu-

minum pole, a comb, a mirror, wolfs-
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bane, garlic, a pound of salt, goo feet of

knotted rope, a bedroll, flannel pa
mas, a 15-foot pol
a favorite pillow, two carrier pigeons,

7 1/2-foot pole,

whistle, a canister of lamp oil, a por-

nographic dra > of an elf maiden,
and so forth. Simulationists, being

more curious than gam OT Narr.
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normal fashion. Instead of saying “I
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PHYSIOLOGY OF THE ADYENTURER
Although it pains me to admit it, we
kobolds hay

adventurers than we do with our ¢
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tes. Have you noticed that ropers,

counting Jimp, of course; sorry about
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adventurers are in any way pre

to our crypt-mates, not at all. But at

least 1 can imagine how to go about
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assume each adventurer consumes ¢
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s they kill,
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adventurer’s might

upon the number of creat
but this is not the case

only eat desicecated rations, which they
bring with them. I know this sounds
implausible, but trust me, an adven-
turer has never set foot in a dungeon

in search of moist delicious food. My

breath mints, a padlock, a first aid
kit, a second aid kit, a laminated card
naming several people to contact
lack tentacles

in the event of an emergenc dog

leave, Combat Expertise, favored enemy +2
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D Domain Spell; Domains Travel, Trickery
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= 16), scorching ray, web (DC 16)

14 |
2nd (4/dayy—Dblur, glitterd

1st (7/day}—charm person (DC 15), enlarge person, feather fall,

qrease, magic missile, shield, true strike
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darkmantles, and
have laundry? Adventurers, on the
other hand, have two eyes, a nose, and
st like all of us (not

Possessions combat gear; +5 greater enere

Abilities Str 18, Dex

SQ aura of good, dete

on 18, Int 18, Wis 18, Cha 18
divine grace, fast movement, hide in plain

sight, lay on hands, poison use, summon familiar (hawk), trapfinding,

ild empathy (+2 on wild empathy checks)

ise, Combat Reflexes, Dodge, Great

roved Grapple, Improved Initiative, Improved

ke, Mobility, Power Attack, Quick Draw, Spring
s-Weapon Fighting, Whirlwind Attack
Skills Balance +8, Bluff +11, raft

Diplomacy +25, Disguise +11 (+13 to act in

mb +11 (+13 using rope), C

(alchemy) +11

character), Decipher Script +11, Escape Artist +11(+13 using rope),
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times and not once did they even force
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Gather Information +8, Handle Animal 11, Hide +16, Intimidate

architecture

+8, Jump +13, Knowledge (arcana) +11, Knowled,
and engineering) +11, Knowledge (dungeoneering) +11, Knowledge
listory) +11, Knowledge

Knowledge (nature) +13, Knowledge (nobility and royalty) +11,

(geography) +11, Knowledg al)+11,

Knowledge (religion) 411, Knowledge (the planes)+11, Listen +21,
Move Silently +14, Perform (dance) +11, Profession (sailor) +7,
Ride +8, Search +11 (+13 involving secret doors), Sense Motive
+11, Sleight of Hand +9, Spelleraft +13, Spot +21, Survival +11 (+2

aboveground, underground_ on other planes, to avoid ge

tting lost,
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to avoid hazards, or to follow tracks [permutations stac
+11, Tumble +20, Use Magic Device +11 (+14 using scrolls or to
decipher spells on scrolls), Use Rope +11 (+13 involving bindings)

 resistance (all), heawy

Jortification, spell resistance 19, mithral breastplate (counts as

no armor); +5 lion shield; +5 anarchic, axiomatic, holy, unholy,
adamantine, cold iron, silver longsword; +5 dancing, keen, speed,
vorpal, wounding longsword; Axe of the Dwarvish Lords; holy avenger;

50 greoter slaying arrows (all); 2 masterwork daggers; amulet of

natural armor; three bags of holding (type V); carpet of flying (20 ft.
by 20 ft.); cloak of resistance +5; crystal ball (with all spells); cube of
s of petrification;

:na; hélm of brilliance

jloves

force; cubic gate; Daern’s instant fortress;

of swimming and climbing; Hand and Eye of Vi

(disguised as pot); pale green ioun stone; iridescent spindle ioun
stone; mantle of faith; monk’s belt; orange ioun stone; orb of storms;
stone of luck; three portable holes; ring of seven wishes; ring of spell
turning; winged boats of speed and teleportation; other gear (see
Chapter 7 of the Player's Handbook)

Unnamed XXIII, hawk familiar’s 8 hp; Monster Manual 273

ut, " Hidden among equip

with the corpses of famillars one through twenty-two.
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ECOLOGY

Because of the numerous dead to impress women rather t

THCTICS Of THE RADYENTLRER

Adventurers are resourceful. They

itures left in the wake of adven- measurable protection. Conc
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a problem, so if you see any vermin from their latest Super-weapons. throw glass flasks that release eight-
hl’l’i'd"ﬂ;’.’,. stomp your foot and scare Unfortunately, at 23 inches thi i headed hydras, cast sonically-substi-
them apart. Currently, | estimate proved too heavy to lift. tuted fireballs, open massive gates into
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statue of the king, prying the rubies
out of its eye sockets.
The chief once asked me what kobold

warriors can do to counter the tactics of

adventurers. All 1 could come up with
was, “Kill themselves to deprive the
adventurers of the pleasure.” Lucky for
me his royal pompousness thought 1
was joking,

SOME POSITIVE STUFF

Adventurers are a curse upon dungeon
dwellers and we must recommit our-
selves daily to their swift and merci-
less destruction before they succeed in
eradicating us completely. But let's not
go overboard. Adventurers are respon-
sible for several good things, too.

For starters, they cull from the
tribe our weak, our sick, and our not-
exactly-sick-but-taking-vitamin-B-
just-in-case. As a shaman dedicated
to keeping the tribe healthy, this cer-
tainly lightens my workload.

Furthermore, because so many war-
riors have died in countless battles
over the past few months, the lady
kobolds now outnumber the males
eleven to one. As tragic as this is from
a military perspective, one can't help
but notice that even the shortest, ugli-
est kobold warrior now enjoys at least
five adoring wives... and most have far
more! Myself, 1 have attracted thirty-
one. I would be the happiest kobold in
the tribe were it not for that spiked pit
accident a few years back.

One would also be crazy to overlook
the benefit of magic items. Adven-
turers bring these wonders into our
shadowy world, not the other way
around. The same goes for gold. We
all hate adventurers, but whose coins
do we use when we want to purchase
sausages from the illithids? Not kuo-
toa clamshells, that's for sure.

Lastly, I must mention our generous
pension plan. I feel morbid saying it, but
it remains well-funded only because so
few kobolds live long enough to collect.

If you are wondering why I've men-
tioned benefits derived from our enemy,
I don't know. 1 might have a fever. Or
maybe I'm looking for the silver lining
in a dark, imposing cloud that hates us

NEW KOBOLD FEATS

Prerequisite:
Benefit: U

Prerequisite:
Benefit: U

You have a d
Prerequisite:
Benefit: A |

and wants to blast us with sonically-
substituted, empowered lightning bolts.

FINAL THOLIGHTY

Speaking as a fellow kobold, I'll be as
direct as possible. The odds of you dying
by adventurer are high. So high, in fact,

that if you accidentally drank a quart of

poison it would only reduce your chance
of dying at the hands of an adventurer
by five percent. Despair not, though, and
more importantly, complain not, as the
king says any dissent undermines the
war effort and gives him a headache. So
sharpen your gnome-sticker and never
forget: We kobolds have battled adven-
turers since before the dawn of time! We
are due for a win.

When you finally meet your foe, roar
like a descending dragon and attack
him with all the fury of our entire
remaining population. If all goes well,
you might qualify for a medal. If all
doesn't go well, you'll likely find your-
self dying on the cold stone floor, one
of many kobolds whose broken bodies
form a pathetic bleeding ring around
a defiant scimitar-whirling cyclone of
death. When that time comes, do not
ponder the hopelessness of calling
out for medical aid, but instead die
in peace, comforted by the knowledge
that 1, Mokumok the Shaman, will
record your death for posterity and the
chief, as always, appreciates your sacri-

fice—probably, =
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The Eoloqu of e

AN

ot all tales of lurking monsters and hungry witches are

mere fantasies to terrify children. In the lonely, rotten

places of the world, where few tread out of instinctual
fear, rule undisputed queens of bitterness and savagery.
Witches, ogresses, hags—these cursed crones give form to
hatreds as old as the world and no story of their cruelty has
ever exaggerated the truth.

This examination marks the second in a three-part series
exploring the twisted minds, warped powers, and bizarre
lifecycles of the most feared and deadly subspecies of hags.
The first in this series, “The Ecology of the Green Hag,”
appeared in DRACON #331.

DRAGON 345 July 2006

HSTOFSY OF THE AYNIS HAG

While most of the civilized taces discount the self-
aggrandizing boasts and blatant lies hags claim as their
heritages, a2 myth long held by ogres and hill giants
corroborates one legend and possibly hints at the true
origins of hags.

In the dark of a young world the fearful races sought
protection from the terrors that haunted the night. In
response to the multitude’s unheeded prayers the moon
came into being and brought with it a queen who ruled over
its light—Cegilune.



“Vast talons, foul with human flesh, there grew

In place of hands, and her features livid blue,

Glared in her visage; whilst her obscene waist

Warm skins of human victims embraced.”

~John Hey

Cegilune’s worship quickly spread
across lands and through numerous
races. A silver-haired beauty, she was
said to be as fickle as the nighted orb
over which she held sway, and thus her
followers constantly courted her favor.
Those who pleased herbest, pious priest-
esses whose comely forms reminded her
most of herself, Cegilune adopted as
her daughters and granted them pow-
ers with which to further her worship.
The so-called songs of Cegilune were
granted beautiful voices to entice others
to her service, Cegilune's prophets were
given the power to tread across water as
easily as land so to spread her word, and
the protectors of Cegilune were granted
great strength with which to defend the
goddess’s followers.

For an age, Cegilune
the fear and love of her worshipers,

garnered

but eventually she grew complacent,
indulging in her followers' adoration
butrarelyintervening on theirbehalves.
At the same time, the deities of distant
lands began to encroach upon her
disciples’ hearts. Only when a wrinkle
first marred the moon goddess’s

ck, Leicestershire poet

KNOWLEDGE OF ANNIS HAGS

The following table shows the result of a Knowledge (nature) check as it relates

to annis hags. Those who live near lonely moors or marshes, particularly
in frigid climes, or who have dealings with lesser giants such as trolls or ogres
might possess this information, even if only in the form of colloquial legends.

Knowledge (nature)
DC  Result
10 Annis hags are hideous, blue-skinned ogresses who lurk in marshes

and other dark, rotting places.

15  An annis hag’s claws are made of rusted metal and, along with her
great strength, can rend an armored knight to bits.

20 Annis hags are incredibly resilient to all attacks but the blows of
blunted weapons. These defenses can also turn away less powerful magics.

25  Anannis hag often uses her magical abilities to disguise herself as a
large human or comely giant. They can also summon dense clouds of

cold fog to cloak their approach.

30 Annis hags are, even among hags, especially egotistical and seek to
dominate the lands and creatures around them. This vanity can often be
exploited through gifts of magic and live food.

supposedly eternal beauty did she
realize her error. Appearing before
her remaining followers, the goddess
found that only her daughters had
remained devout, but that they too had
aged as she weakened. Others who had
left her fold bitterly mocked the moon
goddess, flaunting the powers of their

new divine patrons. Enraged, Cegilune
slaughtered hundreds of her former
worshjpers, sending her remaining
daughters on a bloody crusade.

The moon goddess’s holy war was
terrible but brief. Cegilune’s willsome
acts offended numerous younger deities
and her outnumbered devotees were

suly 2008 pracon 345 [N



ECOLOGY

CEGILUNE

Lesser Deity (Neutral Evil)

Once a beautifill and powerful goddess of

the moon, spurned Cegilune tenaciously

retains her/divinty ly only to take

revenge against th

races she believes betraye

larvae; the soul currenc

Planes, Cegilune uses t

to empower her hag s

new nightmarish ' mon

the Material Plane. ¢

an overflowing black
Portfolio: Hags, larvae, the moon
Domains: Evil, Knowledge, Maon*
Favored Weapon: Qu:
Worship:  Cegilun y places | of

warship are small grisly shrines kept near

the cauldrons and: meal plac

devotees. Every night worship

profanities escalate onthe right of t

mioon nearest the ter solstice when
Cegilune’s follower's perform torturous
sacrifices; each seeking to dedicate the
greatest suffering to her name

Herald and Allies: Cegilur
IS a gigantic larvae with ‘the same
statistics as a 20 HD fendish
worm: Mindless and bred only to

a bloated, trashing thing of sickly yellow
flesh; with. a corpulent himanoid face
nearly lost amid its titanic rolls. The
horror has no other namie than that

which Cegilune calls it—Ambrosial.

Clerics of Cegilune most often contact
might hags withtheir planar ally spells.

*See the Spell Compendium.

cut down and driven into the shadowed
reaches of the world. In addition, her
divine tantrums had expended much of
her remaining power, devastating her
failing beautyand leaving hera weakened,
monstrous crone, who too fled to the
darkest, loneliest pits of existence.

With the departure of their goddess,
the surviving daughters of Cegilune
found their divine blessings corrupted
and their hearts infused with their
patroness’s hatred. Thus, the voices,
prophets, and protectors of Cegilune
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became the first green hags, sea hags,
and annis hags.

Today, the daughters of Cegilune,
hags of all types, still strive to wreak
their mother’s dark will and bring
suffering to all the treacherous mortal
races. As for Cegilune, from her
desolate home at the bottom of the
multiverse, a pit in the Gray Wastes
known as Hag’s End, she fosters her
remaining powers while seeking ways
to bring ruin upon all mortal races
and the imposter deities of the night.

HYSIOLOGY OF THE AYNIS fAG

Whilemost perceive hagsasnothingmore
than vicious wart-skinned beldames,
merely one disgusted glance at an annis
hag forces reconsideration. Easily the
most physically menacing subspecies of
hag, annis hags loom more than § feet
tall, their scabbed and blemished blue
skins stretched over obscenely powerful
frames of jutting bone and knotty
muscle. The flesh of these withered
forms holds more akin to leather armor
than the supple skins of most humanoid
races, being capable of turning aside
blades with ease. Only blunted weapons,
capable of smashing down an annis hag’s
tenacious frame, are assured to do any
harm. Such implies, however, that one
can bypass these monstrosities’ potent
and unnatural offenses.

Often measuring upward of 3 inches
long, an annis hag’s nails are formed of
actual iron that magically extends from
their bodies just as keratin nails develop
from a normal humanoid's fingertips.
As an annis hag ages, her nails continue
to grow, often replacing bits that have
been filed away by battle, Tough use,
and rust. Many annis hags—in a typical
showing of vanity—take great pride in
their nails, cultivating them into lengthy
spirals that gradually become like rusted
corkscrews. While such gross luxuriance
neitheraids nor hinders hags in combat,
the sight of the creatures’ sword-length
nails and the cyclical wounds they gouge
can prove most disconcerting.

Also marking annis hags apart from
their hag sisters are these creatures’
vestigial horns. Little longer than
a human’s thumbs, these curved,

blackened nubs arch upward from the
forehead and possess neither the length
nor durability to serve as weapons.
Although these horns’ purposes are
unknown, some scholars suggest these
protrusions—along with their blue
skin—mark a link between annis hags
and the planes-hunting night hag or,
alternatively, cunning ogre mages.
Whether these similarities imply that
annis hags are progenitors or scions of
such terrifying beings, though, remains
widely contested.

SYCHOLOGY OF THF, A¥XIS RAG

All hags possess powerful egos, but
even among hags none prove more
vainglorious than annis. Holding
their size and strength as proof of
their superiority, annis hags are
quick to subjugate weaker creatures,
especially other hags. Eager to have
their perverse virtues acknowledged,
they delight in manipulating bands
of savage humanoids—the stronger
the race, the greater their delight in
subjugating them.

Annis hags show no more generosity
toward their sisters than they do
their minions. Ever eager to increase
their powers, dominant annis hags
physically subjugate weaker hags to
form coveys, maintaining such groups
through intimidation and violence,
Their characteristic vanity and natural
bitterness make groups with two or
more annis hags exceedingly rare.
Those that do exist often survive
only through the extreme canniness
or deception of another hag or as
temporary arrangements. In the end,
most alliances between annis hags end
in bloody betrayal.

Exploring every imagined avenue to
increase their power and fearsomeness,
annis hags frequently augment
themselves, eithermagicallyor physically.
Deep scarification, bodily medification,
magical enhancement, and grafting are
all commonalities among these crones.
One annis, known as Smiling Rut, was
known for having gnawed through her
own cheeks to give herself an obscene,
gangrenous grin. Some go on to say that
Smiling Rut was in fact an entire covey,



with the powerful annis hag having
stitched her ever-flailing, semiconscious
sisters upon her back.

Despite their self-superiority, annis
hags prove most likely to acknowledge
greater powers than themselves,

especially when doing so promises
to benefit them. As such, these hags

are quick to appeal to potentially
sympathetic powers such as bitter
Cegilune, ancient Baba Yaga, the
archdevil known as the Hag Countess,
or any number of other dark deities.
While just as intelligent as green
hags, annis hags’ obsessions with
physical strength and personal power
lead many to perceive them as mere
savages. In battle, such assumptions
often prove fatal as these hags use
their innate abilities to disguise their
forms and create clouds of fog to dis-
orient opponents who might other-
wise be able to defeat them. Their need
to possess undisputed strength within
the territories they claim—usually an
entire bog or forest surrounding their
ruin or cavernous lairs—often leads
them to perform feats of blatant sav-
agery other hags would never dare.
The annis hag called the Welt Mother
once rampaged through three settle-
ments bordering her moor, killing all
the female young merely on the sus-
picion that another hag had seeded
her changeling—potentially a future
threat—among the villagers.

THE CHANGE: ABERRANT ADOLESCENCE

With no male members of their species, hags prey upen males of other humanaid
races to propagate. Upon giving birth, a hag mother seeks out suitable parents of
the father's race and replaces their child with her seemingly normal seed.

A hag's spawn—often called a changeling in folktales—appéears beautifil,
healthy, and strong; the kind of infant parents pray for. As the child ages, though,
her true nature begins to impose upon her personality. Yet even these selfish
and bullying tendencies never seem so outlandish as to-mark the young hag as
anything otherthan a brutish member of her foster parent’s race. In fact, even the
changeling herself has no inkling of her true nature.

For the first forty years of her life, a juvenile hag blends in with her adopted
culture, Most live uniextraordinary lives, marked only by predilections toward the
traits and habits of the hags they'll one day become: Swarthy, physically powerful,
and aggressive, young annis typically seek outwork as warriors, even adventirérs.
Juvenile green hags often become graceful beauties, but-their attractiveness is
marred by their prima donna vanities. Young sea hags tend to be hale, plain
women with poisoned tongues.

As these unsuspecting hags age their hateful personalities grow worse,
beginning to manifest in their mid-forties as terrible physical alterations. This
transformation, known to hags as “the change,” culminates in the young hag's
rebirth as a true hag of the same subspecies as her true iriother,

Hags frequently use such tactics of
spreading suffering by targeting the
weakest members of a community,
both the eldest and youngest, as such
losses often prove the most painful.
For example, the tragedy at Hobb's
End is widely thought to have been
orchestrated by a sorcerous hag
haunting the nearby swamp. That grim
morning the townsfolk woke to find
their children replaced by crudely
carved, child-sized manikins, each

missing a limb, several digits, or other
vital part. Despite much searching and
the villager's many prayers, though, the
children were never seen again.

COWERS OF THE COVE: A BREWS

As much a part of hag mythology as
cruel coveys and grotesque hag eyes
are these creatures’ terrible cauldrons
and the foul concoctions that bubble
and writhe within. Part dark ritual, part
cannibalistic feast, what screams and
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ferments within these grotesque pools is
more than just mad alchemy, but a form
of magical creation that only hags are
depraved enough to exploit. The corrupt
hag brews that spill forth from these
crones’ cauldrons can wreak powerfiil
magical effects, but often do so at a
terrible price.

Formulating a hag brew is a process
much like creating a hag eye. Instead
of creating such a gem, a covey that
meets the proper requirements
(noted with each individual brew)
can produce one hag brew a month
on the night of the full moon. Every
hag brew requires the sacrifice of a
sentient creature, a number of other
grotesque ingredients, and a two-
hour-long ritual taking place in the
hours before and after midnight. The
hags creating the brew must remain

=
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within 10 feet of each other and
can perform no other action for the
duration of the rite. Leaving the area
or being distracted from the ceremony
ruins the brew, the creation of which
cannot be attempted for another
month. A covey also cannot use their
covey-related spell-like abilities the
day after creating a brew, as this magic
is expended by the brew’s creation.
Coveys that create a hag brew cannot
create a hag eye in the same month.

An example hag brew is presented
here, but more can be found online
at paizo.com/dragon as part of the
preview for this issue.

BREW OF BLACK EYES

Infused with a sliver of hag tongue,
a creature that drinks of this thick
black brew gains the effects of arcane

sight, darkvision, and see invisibility for
1 week. For the duration of the brew,
however, the drinker is afflicted by
terrible nightmares of the hags that
created the concoction, preventing
him from getting a restful sleep,
thus leaving him fatigued and unable
to regain arcane spells. During
these nightmares the hags and the
drinker can communicate as per the
spell Rary’s telepathic bond, although
the drinker has no choice but to
participate in the communication,
The effects of this brew can be ended
early by remove curse. Hags most often
bestow this brew upon minions
tasked to hunt down specific enemies
or magic items.

Moderate divination; a covey
consisting of hags of three different
types; Weight —. i
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hen most adventurers think of enormous, reptilian

beasts, dragons immediately come to mind. However,

dragons are not the only scaled giants to instigate
fear, respect, and sheer awe with their mere presence. One
such magical beast combines the voracity of an entire pack
of starving predators with unchecked draconic deadliness:
the behir.

Bestial yet canny predators, behirs prowl broken hills,
wastelands, and barrens looking for food enough to fill
their considerable gullets. With surprising cunning dis-
guised by their monstrous appearance, behirs offer those
expecting to face nothing more than a dumb beast only a
slow and painful digestion.

HISTORY OF BEHIRY

Behirs exhibit numerous traits that suggest an unnatural
genesis. The most common theory posits that some enor-
mous, magically altered snake or lizard—possibly even a
manifestation of the gods Merrshaulk or Apep—bred with
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a powerful blue dragon in a time long past. The offspring
of this bizarre union lacked the intellect of their draconic
parent but exhibited the lightning breath weapon, thick
hide, and spiny crests. Over time, these aberrant dragon
spawn managed to propagate their own species and broke
from draconic society to take up lairs in the wilderness.
Most dragons, especially blue dragons, completely deny such
theories, seeing behirs as nothing more than abominations
that should be destroyed whenever possible. However, a few
dragons (typically metallics) confirm hints of truth in this
possible genesis, although none admit the full story—if
indeed any truly know.

An alternative theory suggests that it was in fact a blue
dragon that created the first behirs. Seeking guardians akin
to half-dragons, yet more powerful and easier to control,

a draconic sorcerer began meddling with the blood of her
own kind. Either by breeding with a magically summoned
being or tampering with her own unhatched eggs, the blue
dragon created a clutch of deadly yet dimwitted offspring,



Whether these feral sub-dragons
turned on and cannibalized their
mother or she grew disgusted with her
unnatural brood and drove them from
her lair remains unknown. Frequent
observations, however, demonstrate
that blue dragons revile and actively
hunt behirs, while behirs fly into a rage
at the merest mention of dragons of
any color.

Regardless of tales of their dra-
conic heritages, behirs prove physi-
cally (both internally and externally)
very different from true dragons. As
such, varying theories of their actual
genesis prove far-flung and often
radically conflicting

PHYSIOLOGY OF THE BEHIR

While superficially resembling drag-
ons, behirs are more akin to gigantic
snakes than true wyrms. A full-
grown behir reaches at least 4o feet
in length and weighs approximately
4,000 pounds. Their extremely tough
and scaly hides bristle with armored
ridges and vary in color from electric
blue to nearly purple with bands of
brown . The underbellies of male
behirs exhibit a lighter hue, typically

KNOWLEDGE OF BEHIRS '

The following table shows the results of a Knowledge (arcana) check as it
relates to behirs. Those who study magical beasts, as well as inhabitants of
the dry, dusty barrens that these monstrosities call home, are most likely to
possess this information.

Knowledge (arcana)
DC  Result :
: Behirs are wingless, twelve-legged, vaguely draconic beasts capable of
blasting foes with their electrified breath.

15 Behirs territorially claim wide swaths of land and “rule” them from rocky
spires and plateaus. Using their powerful jaws to snatch up prey, behirs
either fatally constrict such prisoners or swallow them whole.

Behirs are intelligent yet brutish creatures capable of speaking Common
and possessing egos as large as their monstrous bulks. A behir's multiple

legs make it a masterful climber capable of scaling most any surface.

25 Behirs hate all dragons and blindly attack them on sight.
The breath weapon of a behir takes a relatively long time to recharge
once used, yet this innate affinity for electricity makes behirs immune to
all electrical attacks.

a pale blue, while female underbellies  are frequently used in preening hard-
near shades of white highlighted with  to-reach scales.

streaks of azure. All behirs sprout Behirs possess a dozen short but
numerous large horns that curve powerful legs capable of tucking up
backwards from their heads and con-  neatly along the sides of their bodies,
tinue down their serpentine necks. allowing them to either slither along
Largely ornamental, these horns like a snake or gallop in an undulating
act as an indicator of the beast’s age stride. They prefer using their snake-

rowing for a behir’s entire life) and like locomotion when traveling an
8 g gany
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considerable distance, as it makes
moving across the broken landscapes
they usually inhabit far easier. Behirs
commonly only use their legs when
climbing or feeding. Both because of
their numerous legs and their comfort
while slithering, it's impossible to trip
or knock over behirs.

Overly large, a behir's mouth sports
dozens of thin, needlelike teeth that
curve inward for the purposes of grab-
bing meat and tearing it in large gob-
bets. A behir cannot
chew food with any
particular ease and spits
out anything it cannot
swallow entirety. The
throat and stomach of a
behir are equally over-
sized, capable of swal-
lowing entire creatures
whole. When filled, an
incredibly powerful acid
floods the behir'’s stom-
ach that reduces flesh to
a nutrient-rich chyme
in a matter of minutes.
The rare items a behir
cannot digest (such as
exceptionally resistant
substances like adaman-
tine) it regurgitates in a
slow, awkward process
within its lair.

A portion of the
energy behirs generate
from their food goes
to fueling a number of
strange, almost glassy
organs that run below
the thickly armored
plates of their necks. Far different from
the draconis fundamentum organ
that produces the breath weapons of
true dragons, these coarse formations
are arrayed in a state of constant fric-
tion, shifting and colliding against
one another as a behir moves. This
constant friction gathers within several
chambers inside the behir, waiting
to escape in a bolt when the creature
opens a specialized chamber within its
mouth. Sometimes this energy escapes
in ribbons that ripple over a behir’s
tongue or crackle over its spines,
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especially when the creature becomes
agitated or otherwise excited. These
formations require almost exactly 1
minute to generate enough friction
to create a blast of electricity deadly
enough for a behir to use as a weapon.
Not far from these charged structures
rests a behir’s brain. Large and complex
enough to facilitate a behir’s sentience
and capacity for speech, this organ is
in no way as complex or advanced as

a dragon’s brain. Also, perhaps due to

the electrified organs nearby, behirs
are prone to violent mood swings,
far-flung leaps of reasoning, and spas-
modic muscle actions.

Perhaps another effect of the electric-
ity that at times seemns uncontrolled
within their bodies, behirs live fast and
burn out quickly, rarely living beyond
forty years. However, possibly as a result
of some aberrant origin, a behir’s maxi-
mun age varies extremely from one to
the next, with some dying of old age in
their thirties while others live well into
their hundreds.

PYYCHOLOGY AND SOCIETY

OF THE BEHIR

Behirs prefer inhabiting dry, rocky hills
(although rumors of jungle and desert
behirs persist), basking in the scalding
sun between hunting forays and patrols
of their territories. Frequently lairing in
cliffside caves, plateaus, rocky spires, or
other high natural hiding spots, behirs
seek out homes that afford them a view
of the surrounding lands and prove
difficult for creatures unable to climb
sheer surfaces to access.

Most behirs live solitary
existences, claiming all the
land visible from their lairs
as their territory. As behirs
favor lofty homes, a behir’s
alleged domain might span
dozens of miles, with its
lair always at the center.
However, these contended
dominions are regularly
exaggerated, possibly
encompassing the prior
claims of other creatures,
or even whole cities a lone
behir could never hope to
overtake, Regardless, behirs
are violently territorial
creatures and attempt to
drive out any beings they
perceive as threats, while
subjugating weaker crea-
tures. This often leads to
lengthy conflicts between
behirs and humanoids or
other powerful monsters,
all with equal beliet'in their
ownership of the land.

In the cases where
behirs win such disputes, whole
regions of weaker creatures might pay
homage to a single behir as landlord—
or even deity. Although physically
powerful and intelligent enough to
communicate, behirs make poor lead-
ers and worse rulers. Little more than
oversized, self-interested bullies, behirs
care nothing for the “weaklings” that
dwell within their territories. Rather,
they treat such vassals little better than
slaves and livestock, often demanding
ridiculous tributes of food or wealth.
Also, due to their often sporadic mood



swings—often blamed on the powerful
electrical discharges occurring in such
close proximity to their brains—behirs
quickly neglect or forget responsibilities
and promises. Such shifts commonly
occur every 5 to 10 minutes and might
prove dangerous, as a behir can seem
agreeable—even playful—one moment
and suspicious or antagonistic the next.
Despite their brutishness as rulers,
behirs are not innately evil creatures.
Although particularly foul-tempered
exceptions that cross the line surely
exist, most behirs adhere to a neutral
outlook, However, this neutrality com-
bined with a relatively low intellect and
great physical prowess makes behirs
exceptionally self-concerned. Canny
humanoids might use this sense of self-
superiority to their advantage, as behirs
are highly susceptible to flattery, espe-
cially pertaining to their horns and size.
Behirs are immune to electricity
and relish roaming or climbing to
the peaks of their lairs amid thunder-
storms, becoming quite excited and
agitated when the lightning begins
to strike. The mating cycle of behirs
coincides with the hottest days of’
summer, when electrical storms rage
most frequently. During such times
the swift popping bellows of behir
mating cries mingle with regular
crashes of thunder. Travelers should
be extremely wary of wandering
through an agitated behir’s territory
during this time of year and especially
in the middle of such a storm.
Occasionally, in areas with a large
enough food supply, a mated pair of
behirs bond for several years—usually
somewhere between two and twelve,
A pair of behirs usually produce one
small clutch of between eight and
ten eggs. These eggs resemble large
geodes tinged with electric blue lines,
similar to lapis lazuli, and might be
mistaken for huge blue gemstones.
Typically, only half of the eggs produce
live young, and only half that number
survive the first few weeks of life. This
relatively high mortality rate keeps
behir numbers in check, especially
considering the huge amount of food
Tequired to sustain even one in an area.

'BEHIR AMBUSHES . 5

Devious creatures with a variety of lethal abilities, behirs make deadly opponents
even on level battlefields. However, with the instincts of a predator, a behir never
chooses to attack unless it possesses a distinct tactical advantage.

Tunnel Attack: Although not skilled tunnelers, behirs are particularly adept at
navigating and detecting threats underground. Either making use of the natural
crevices of the terrains they favor or intimidating servants into creating tunnels,
behirs often lie in wait within such depressions. When prey nears, a behir can extend
its head and neck from the hole and attack with its breath weapon while the rest of
its body remains below (granting it cover). If its targets instead become threats the
behir can slip underground, where few creatures would dare follow, possibly even
arising from another opening to attack again.

Shanghai Strike: Swift predators with the ability to climb sheer surfaces, behirs
can outmaneuver most opponents. Even if a group looks too powerful for a behir to
attack head-on, it might strike anyway, grappling or swallowing a single opponent,
then retreat up a cliff or elsewhere its enemies can't follow. In this manner, it might
dispatch its foes one at a time while subjecting itself to the least danger possible.

Death from Above: A behir’s attack more likely originates from a cliff face or
cavern wall above its adversaries than from directly in front. Capable of moving in
directions most opponents rarely consider, behirs use such tactics to their advantage
and attack from above whenever possible. Such arrangements also allow behirs to
knock down rocks and cause cave-ins (much like the Stone Blocks from Ceiling trap
on page 71 of the DUNGEON MASTER's Guide).

BEHIR AND NOW

Long a piece of D&D history, the behir numbers
with the bulette, mind flayer, and dozens of other
monstrosities as a unique creation of the
DunceoNs & Dracons game. First appear-
ing as a new threat in Gary Gygax's famous
1982 adventure, S4: The Lost Caverns of
Tsojcanth, the behir found good com-

pany among the first published
descriptions of demon lords
like Baphomet, Graz'zt,
Kostchtchie, and even Fraz-
Urb'luu (see page 24 of this
issue). The behir has also
recently been rein-
terpreted, bigger and
more deadly than ever,
as a Huge model in

the Giants of Legend expansion for
Dunceons & Dracons Miniatures.

Behir mothers raise their young for
two years, first providing hatchlings
with regurgitated meat before teach-
ing them to hunt small animals. Male
behirs take little interest in their
young, excepl for occasionally provid-
ing them with food and doing them
the service of not ingesting them.

After the second year, the mother
behir drives out the surviving juve-
niles with blasts of lightning and
thunderous bellows forcing the

young to find their own territories.
Most behirs that become threats to
humanoid settlements are juvenile
behirs seeking their own domains.
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Behirs and dragons are dire
enemies and never willingly tolerate
each other’s presence within their
Tespective territory. When a behir
and dragon catch sight (or scent) of
each other, bloodshed inevitably fol-
lows. Those who witness a battle
between a behir and dragon
recall it with awe, as both crea-
tures assail each other with
breath attacks and gouge scale,
muscle, and sinew with razor-
sharp claws and teeth.

Besides dragons, any large
animals (including humanoids)
that wander into a behir’s terri-
tory are considered food first and
potential bargaining partners
second. Behirs possess the
capability to negotiate but
only do so if they believe that
for some reason they can’t
take what they desire. Those
who must frequently travel
through a behir’s terri-
tory find that offering
large amounts of food
(such as a cow ora
horse)}—along with a
healthy amount of
self-depreciating
flattery—is a good
way to keep a behir
from attacking. Additionally,
perhaps owing to some draconic
ancestry, behirs have a fondness
for treasure, coveting silver to the
exclusion of all other offerings. If
properly wooed with such riches,
food, and compliments, some behirs
might be convinced to reveal infor-
mation or perform favors for lesser
creatures.

V5. BEHIRY

Although nowhere near as intelligent
as an average human, behirs possess
numerous deadly abilities and enough
intellect to make clever decisions and
plan attacks with cunning and reason.
Beware the Breath: Like a dragon,
a behir possesses a breath weapon—a
line of lightning that deals terrible
damage. Behirs can only use this abil-
ity once every 10 rounds, meaning that
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they purposefully maneuver them-
selves to line up foes for maximum
effect. A behir frequently identifies
the most dangerous-looking enemy
and unleashes its breath weapon on
him first in hopes of killing him off’
before closing in to melee combalt.
A behir is also smart enough
to avoid attacking those
unaffected by its light-
ning breath a second

time, and if it discerns this resistance
early it attempts to destroy such oppo-
nents with physical attacks first.

Avoid Grappling: When initiating
a grapple—almost always using its
bite and improved grab ability—a
behir’s formidable grapple bonus (at
least +25) practically ensures a good
grasp on a victim. The round after
achieving a hold, a behir constricts
before unleashing its fearsome rake
attack. This rake attack is the only
means in which a behir can bring its
numerous but relatively short claws
to bear, and thus it makes use of
this attack whenever possible.

As this series of attacks proves so
common when facing behirs, adven-
tures should seek to avoid melee com-
bat with such creatures at all costs. Tf’

such a battle proves unavoidable, spells
like bull’s strength, freedom of movement,
and grease should see generous use.
Getting Out of the Gullet: Those
who do fail at grappling with a behir
are likely to be swallowed, where they
face precious few choices for escape.
Those expecting to battle a behir toe-
to-toe should prepare with spells like
resist energy to prevent acid damage
within the creature’s stomach and

carry at
least one
(preferably
magic) dag-
ger or other
light slashing
or piercing
weapon to cut
out of the crea-
ture’s gizzard.
A spiked gaunt-
let is an ideal
weapon—allowing
a behir's swallowed

opponents to attack
without having to
draw a weapon first.

Adroit Ambushers: Once alerted to
the presence of enemies, behirs favor
attacking by surprise. A behir’s decent
Hide bonus allows it to remain out of
sight from all but the most observant
creatures, while its skill at climbing
lets it plan ambushes from the most
unexpected directions (see the Behir
Ambushes sidebar).

Behirs With Character Levels:
Possessing a better-than-average
Charisma, it’s quite possible that an
advanced behir might take levels in
sorcerer. Alternatively, some behirs
advance as barbarians, augmenting
their already formidable fighting prow-
ess with rage and enhanced speed. >
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[HE ECOLOGY
OF CHOKERS

nrumerable creatures claim the Underdark as home.
Same, such ag drow, duergar, and illithids, craft
daunting cities carved from the subterranean stone,

crealing sprawling underground empires, However,

the bulk of creatures that live in the elernal darkness
consist of little more than mindless beasts or barely
sentient savapes prowling the glooim in hopes of Tinding
their next meal.
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Ome such creature, the vicious predator known as the
choker, derives s name Trem the way in which it dis.
patches it victims. This small aberration, a ubiquitous
and dangerous patt of the Underdark ccolopy, strikes
from the darkness withoul warning. While not particu-
larly powerlul, this stealthy opponent proves madden-
ingly difficult to locate when it wishes to remain hidden.
This article examines the life and halits of chokers,




including their history, physiclogy,
and mental outlook, as well as ways
to defeat thern.

HISTORY OF CHOKERS

Chokers are relative neweomers to the
pitch-black realms of the Underdark.
Scholars and adventurers note that
their mumbers seem to increase with
euch passing year, although no one
knows the reazon why, One theory
claims that 2 population of gnomes
whao descended into the darkness long
age evolved into cholkers. Over dme,
these pnomes mutated into horrible
aberrations, possibly due toa misture
of cannibalism and The weird magic of
the Underdark. Gnomes vehemently
deny this possibility and insist that any
resemblances are purvely superficial.
The svirfnehlin alsoe dispute the pos-
sibility, although some seem o know
miere than they lel on, Any altempts o
pry maore information from the svir-

fneblin on this topic results in stony

silence or worse. A variation of this
theory involves halflings, wha also fnd
the prospect detestable.

A& maore likely theory involves chok-
ers as the result of soane experimenta-
Hon that went hareibly wrang. Many ol
their characleristics seem reminiscent
of drow handivwork, but drow disimiss
thiz accusation, pointing oul that the
creabures now pose as much of a nui-
sance and threat to them as to anyone
else, OF course, the lofty pride of the
drow might mask the truth in this
matter. Some scholars note that chok-
ers often congregate near drow settle-
ments, either o rermain close o a reli-
able food seurce or perhaps because
of some lingering racial memory of
their creators. Regardless, most drow
despise chokers and frequently hunt
them for rie other reazon than to kill
ag mrany as possible,

The chokers, barely sentient therm-
selves, have no knowledoe of their
origin and show litlle interest in discov-
ering the fruth of their past. They seem

tor care anly about how 1o get their next
meal and collecting shiny trinkets.

PHYSIOLOGY OF CHOKERS

Although an aberration, the choker has

a roughiby hurmanoid forn, Froom a dis-
tnce, the choker vaguely resermbles a
lome-limbed halfling, although close up
the differences becamae readily apparent.
Asa Small creature, the cheker stands
around 3 1o 4 feet tall, with smeoth, dark
oy shin motted with patches of bilack,
Lo, aned rust, [ possesses a bony,
slender frame with a jutting spine, hips,
and rib cage. The choker's lony, alimost
equine face ends ina vicious-looking
rracith filled with jagged teeth. T beady
black eyves sit squarely in the front of its
face, pranting it excellent vigion that also
allows it 1o see through the utter darlness
ol its hoane. The relatively stmall ears of
the choker, nesthed within ils skall, pos-
sibily indicate that the creature relies more
on darkvision and other senses than hear-
g b docate prey,
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Choker Knowledge

The following fable shows the results of Knowledge (dunaronearing] checks as it refates 1o the
chaker Inhabitants of the Underdark and adventurers that make farays inta s depths might

krroas this infarmation,
Enowledpe [dungeonesring)
OC Result

thay chioke victims to death;

thian it appears they should be akle,

The flexible tentacle limbs of the
chaker allow it to reach creatures up
to 1 feet away. Tts arms and legs end
in oversized fexible pads Glled with
serraled spines that allow it to grip
almest any surface, including slip-
pery cave walls, Becanse of its Nexible,
elongaled limbs, the choler appears
bowlegped, and it moves in & peculian
fuid fashion, preferring to keep al
least three of its limbs in contact with
sommne surlace aball Himes,

The choker speaks Undercommon
in a hoarse, raspy voice, intermiy-
ing words with meaningless barks,
coughs, and grints: 11 peppers its
crude vocabulary with banal epithers
arud baseless threats,

PSYCHOLOGY FIND SOCIETY
OF (HOKERS

Stealthy, solitary hunters, choliers
survive an what they manage to kill
and the carrion left-by more danger
s predators: As befitting their name,
they strangle their prey by ambushing
creatures and quickly grabbing their
‘mecks. Fearless in their assaults despite
their small size, chokers sometimes
attack prov up to four tines their size.
Chokers attack through surprise and
ustally wait to ambush a solitary crea-
ture rather than confront a group. Par-
ticularly hungry ar desperate chokers
might po atter a group ol creatures, but
only by picking off stragolers or those
in the rear, where their attacks arve
mare likely to g0 unnoticad.

Before a choker devours its prey, il
uses its powerful grasping hands to
siueeze the meat into a tenderized
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i1 angeri:sus-5:Eleif_€|!lnns__t+|a¢ Lurk in the Undardark, chakers get thelr narne fram the way

15 Chokers move gasily over almostany surface and usually attack frem over doonezys,
arcries, of from cave roofs; They sometimes hide in pools and vnderground streams.

20 Extremely nimble, chokiers mcvs in rapid bursts of speed that allow them: e move faster

25 Food and treasure can often be used to bribe chokers into answering questions or
working az guides through their territony,

pulp. The choker docs this even with
carrion it imds, fulfilling its instine-
tive desire to squeeze the life oul of
itz meal. Although constantly hun-
pry, chokers can survive for almost

a manth without meat, becoming
increasingly irvitable and likely ta
take risks in arder lo procure food.
It a pinch, the choker subsists on
lichens, moss, and fungi, scraping il
off cave walls with its raspy tonpue,
The choker requires relatively little
water for its size and seems 1o derive
muost of its hydration from the bload
of its victims,

Grecdy creatures, chokers covel
bright, shiny eljects, such as coins,
pems, and jewelry. 1M a group of
croafures comes across a chaoleer and
approaches cautiouzly, they might
succeed at making itan offer for
some sort of trade. Chokers lack any
senge of diplomacy and have low
Intelligence and Charisma scores,

causing the most elaborate choker
bartering lo consist of 1 give this,
you give that.” A choker might offer
its services as a guide through the
tunnels and coves of the Underdark
in exchange [or coing, gems, and
lend, [ negotiations go poorly in
the first fow minutes, however, the
choker quickly retreats, and it refuses
to reenter negotiations with the erst-
while bargainers,

Selitary beings, chokers do not
tolerste other creatures—even other
chokers—in their territory. Onee
every two years, though, fermales
release a punpent scenl that atbeacts
male chokers, Mating is brieland
violent, with males wrestling each
ather inte subimission for a fomale’s
favor, Gestation lasts for roughly
six meonths, after which the temale
gives birth to a litter of twao to four
voung. The mother raises her voung
tor a year before abandoning them
in a warren at the edge of her terri-
tory. Among the most agpressive and
dangerons chokers around, these
juveniles try toestablish their own
Lurf, battling with their own Kind and
the ather foes that lurk in the dark-
ness, Cholers generally live for about
20 years, althouph those in captivily
occasionally reach the age of 440

Mozt denizens of the Underdark
consider chokers annoying men-
aces deserving only of eradication.
The more intelligent races, such as
drow, duergar, and illithids. actively
hunt chokers, sending oul teams
of warriors and trackers to perform
search-and-destroy missions, Some
creatures occasionally caplure chok-
ers and attempt to train them to acl
ag guardians and trackers, While
these projectz usually fail, those few
wha succeed produce highly loyal
servants—as long as they provide the
chokers with a suitable amount of
live meat to hunt and eat. Because of
their elastic bodies and their ability to
worm through almost any crevice or
enclosure, enly selid-walled holding
cells can hold choker alaves, adding
to the difficulty and expense of such
an endeavor,




The Life and Times of the Cho

Toe chesker oripinally appearad in the Mermsteas Compendiim Mystor
Appendic, For thirg editian, the chaker faund its place amers the
icomic creatuses in the Mosster Mongel. 1t can also now be faund (0
tha new Aherrtions DD ministures setas & comrmon faure,

(HOKER LAIRS

A choker bypically sets up aden in
sotme twisting cave dillicull Tor Jarger
ar less Nexible crealhures to navigate.
Bones, bits of trophies from vavious
victirns, and indeseribable chunks of
meal squeezed o a pulp tepically litter
the filthy den. Chokers are intelligent
enouph to hide their stash of food in
a place where the smell doesot attract
other predators. They also prowl close
to the seitlemments of other races, pick-
ing through garlage and occasionally
arbushing laners who stray too far
from safety. Most chokers hide their
treasure among the debris and bones
ol their lair, occasionally pulling oat
particularly shiny bits and baulles
admmire when it's safe to do so.
Chokers establish their laivs near
crossroads or other places with read-
ily mvailable prey 1o an ideal sitos-
tion, the entrance to a chaleer's lair
is a difficult-tospet narrow crevasse
only accessible by climbing up a
wall. Chokers dislike large spaces. so
they aften lair behind Tiny apertures
that Medivm or Lerger creatures find
uncomiorably cramped. A choker
tries 1o fAind a space with at least one—
and preferably two—escape routes
thiat i1 can block with loose stores eas.
ily overlonked by a casual search,

¥5. (HOKERS

A gtealthy, cunning foe, the choker
relies an surprise lo ambush its prey.
Archways and staivwells provide
cholkers with ideal ambush locations,
forcing prey Lo 1ifl their heads in
order to see (and thus, expose their
necks more to the angle of attack),
Fly, levitate, and spider clieh allow
vou to fight wall-clinging chokers

on mere even terms, However, singe
chokers ave CR 2 creatures, charag-
ters of a level high enough 1o cast
those spells rarely consider a single
choker much of a danger,

Despile the
choker's Small size,
it has the 10-foot
riach of & Large creature. The choker
always uses this to its advantage, attack-

ing trom ceilings, around corners, or
from holes in the ground. gaining as

viach cover as possible. [n ovder to

get around the reach izsue, front-line
fghters should use reach weapons to
holdl the choker at bay, while the rest of
the party attacks with ranged weapanz
and spells, Magic rissile, always a solid
choice, ipgnores whatever partial cover
the choker might And, Ray spells and
aren of effect spells, especially those
shat don't allow a Reflex save, alse can
he alfective. The ranged touch attack
of ray apells eliminates mest ol the
cholier's relatively high armor class,
giving the average sorcerer or wizard 4
decent chance ol hitling it Other uze-
ful spells include those that hinder a
choker's movernent ar keep it rapped,
such as held monsien, slow, and web. The
varions wall spells, such as wall of store,
block its epress and force the choker
fight more on your ferms, Other usefil
iterns inchule smokesticks (o fush it
ozl ol a hiding space), tanplefoot baps
[t sticle it in place), or nets,

The choleer iz wery particular about
which victims it attzcks, Given a
choice, 1t poes afler crealures in the
Following order: a creature by itzelf,

a ereature of size Small or staller, o
creature with no olwicus weapons, a
creature more than 15 feet away from
ils comrades, and 2 Medivan or larger
creature, Thus, a halfling or gnome
scotting ahead of the parly needs

1o be excephionally wary of chokers,
Scouts need a high Spot modifier 1o
overcorne the choleer's 410 Hide skill,
A high Listen modiber helps, but once
a choker finds its ambush site, it tends
to stay still. The surest way o avoid
choker ambushes is for the party to
shay as close together as possible,

The choleer's quickness abélily allows il
by btk san ealra slandard action or move
action during i turn ench round, This
means that 2 choker can move ils base
specil of 20 feel and make bwo tentacle
allacks in the same mound, However,
because it lacks Mobility or Spring Atlack,
anel il atlack aften requires several
rennds 1o kill 2 victim, the choker preferes
to attack from ambush, oflen gaining a
surprize round. Tnaddition, because of
ils ahility 1o climb with ease, the choker
often retrests by clambering up a wall,
away from all bul ranged weaponz. 1o
prevent this fromm happening, charicters
should move to block the choler's roue
of escape, so il provoles multiple atacks
ol apporiunity whenesver it moves,

Because of the choker's preed, iv's
passible womake an offer of treasure
or food o a looming choler before it
attacks. In most cases, this males I
pause while it ponders the offer. The
choker knoss litte hevond what hap-
pers within its hunting teritory, and
questions of an alstract nalure or aboul
indivichuals tend to confase it or resuls
in it giving a random anseen 18 knows
gourees of fresh waler, areas where food
is plentiful, and the gquickest passage {for
the chaleer) throush certain areas, When
traveling in areas of kaewn choker activ.
ity, always carry 2 Tew shiny trinkets and
pieces of taw meat in order to bribe any
choliers met. OF course, yoit need Lo
see thermn fgst, which means you'll need
darkvision, pood Spot checks [or excel-
lent Listen checks), or o litle luck, &2
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I ECOLOGY

by Mike Mearls «llustras

THE ECOLOGY OF THE

ith crushing claws and crippling tentacles, one crea-

ture has torn itself a niche among the fetid waters of

the land’s most deadly wildernesses. Although the
vicious chuul has only recently appeared in the lands of
civilized races, already it is renowned as one of the world’s
deadliest swamp predators. With its monstrous pincers, glis-
tening carapace, and paralytic tentacles, the chuul is a threat
to even the most skilled warrior. While physically powertul,
a chuul's greatest advantage over other swamp dwellers is its
keen mind. Its hulking body belies an intellect that matches
the average human's and surpasses those of many of its
swamp-lurking competitors.

History of ChuuLs

The first chuuls appeared within the world’s swamps
merely a few dozen years ago. Most sages assume that,
given their strange physical mixture of insectile, reptilian,
and crustacean traits, they are the result of a madman's
experiments. After all, many of the world's most terrible
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monsters arose from arcane tampering with the secret pro-
cesses of life. None can say where chuuls first arose, but
the methods by which they spread paint them as an insidi-
ous, cunning enemy.

Six years ago, an expedition under the command of the elf
wizard Tarthalas Driishan set sail for the endless waves beyond
the horizon. Tarthalas had uncovered the ancient library of the
archmage Kleptis. The archmage’s journals described a tropi-
cal island far from established trade routes and major currents.
According to the books, this place was once the abode of a pow-
erful mage who had gathered great material and arcane wealth.
Supposedly, the world had ignored him until he unleashed a
strange, terrible army of aberrations to conquer nearby lands.
When he revealed himself as a threat, the nearby civilized
nations banded together to destroy him.

The journal detailed the island’s location, but the notes
ended with the entry that described Kleptis's preparations
for the ocean journey. Tarthalas assumed that the archmage
had failed to reach his destination or had died there. In his



rthalas believed that with
his ski d magic he could succeed
where Kleptis had failed. Gathering his
arthalas organized a fleet of
three ships to venture out to the island
and recover its treasures.

When Tarthalas and his men arrived
at the island, they soon learned why
Kleptis never returned. The place was
overrun with a bewildering array of
strange and deadly monsters. Tts eco-
system resembled a continuous, blood-
thirsty war between predatory crea-
tures. Tribes of primitive mind flayers
attacked his crew by night, killing
[ ors. Three-armed, brutish
aulted th
day, while expeditio

scores o
glants ips during the
s into the jungles
encountered ettercaps, otyughs, gib-
bering mouthers, and a variety of
previously unknown monstrosities.
Howling lizardfolk assaulted the sail-
ors with barbed javeling and poisoned
darts. Plants lashed out at the explor-
ers, choking them to death in power-
tul vines or drowning them in murky
pools. The monstrous hordes destroyed
two of Tarthal 1ips and slaugh-
tered their crews. When a captured and
magically dominated lizardfolk revealed
ing about the ruins Tarthalas came
searching for, he and the survivors
began preparing for the voyage home.

CHUUL KNOWLEDGE

Chuuls are amphibious creatures that combine the most deadly

aspects of

d snak

Chuuls are surprisingly intelligent and might set a variety of traps for
their prey. They often create simple underwater lairs and gather
treasure and other trinkets there.

U

Despite their size, chuuls have short arms and can’t reach especially
far. Chuuls sometimes put aside their hatred of humanoids to barter for
goods and information, using the treasures of previous victims in trade.

What the lizardfolk’s gibbering
did reveal was that the creatures of
the island had fought and died for
centuries. The lizardfolk spoke of a
mighty god who had once ruled the
island. One day a horde of monsters
that walked upon the water beached
themselves and unleashed a torrent of
smaller beasts that killed the god and
reduced his temple to dust. It spoke
of beings called the enforcers, hulking
warriors that once defended the god

but had walked across the sea on some
unknown quest before the god’s demise.
Since that time, the island had fallen
into chaos as the god’s progeny, freed
of his calming influence, battled for
supremacy. Every year, new species
arose to fight for dominance, either
dying at their enemies’ jaws or carving
out a link in the food chain. The entire
ecosystem seemed to be focused on
producing the deadliest creatures
imaginable in an evolutionary process
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gone haywire. Once, the creatures had
struggled for the god’s amusement
and favor. Now, they battled to survive.
On the night before Tarthalas’s
departure, the primitive mind flay-
ers made their final assault and slew
the wizard. During the fighting, the
sailors failed to notice three large,
clawed beasts that slipped pulsing
egg sacs through a porthole into an
empty cabin. In the morning, relieved
that they had survived, the remaining
sailors cast off for home.
None would live to see
their destination. The
newborn chuuls picked
off the crewmen one by
one, carefully pacing their
attacks to satisfy their hun-
ger while leaving enough
survivors to guide the ship
to its destination. After
slaying the last sailor, the
chuuls leapt overboard in
sight of land and swam to
their new homeland.
Some of the forgot-
ten god’s enforcers had
never left the island, and
now they had a chance to
escape it. Driven onward
by their creator’s final
orders to battle against
all humanoids, they were
determined to avenge their
ancient, bitter defeat.

PHYSIOLOGY OF CHiuLS

The individual organs and parts of

a chuul bear a resemblance to those
found in other organisms, but the
collective whole they form is utterly
unique. The chuul's outer shell and
massive claws give it an outward
resemblance to a crustacean, but its
rear legs and exoskeleton mark it as a
gigantic insect. Stranger still, dissec-
tion reveals that the foremost sections
of its body resemble a serpent. With
its thick carapace removed, a chuul
looks like the upper half of a tentacled
serpent fused with the hindquarters of
a giant water bug. A closer inspection
supports a literal interpretation of this
initial appearance. Through some trick
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of evolution or arcane experimentation,
a chuul is the union of two creatures
that shared such a close symbiotic
bond that they eventually melded into a
single species.

The divide between the chuul's brut-
ish appearance and its surprisingly
keen intellect traces back to this sym-
biotic link. Its basic body form derives
from a monstrous animal that fused
qualities of crustaceans and insects.
This simple creature lacked the chuul's

intellect and its paralytic tentacles. The
second half of this duo was a small,
snakelike aberration that hunted by
paralyzing its prey, burrowing into its
brain, and slowly feeding as it con-
trolled its victim's body like a puppet.

On the hellish island that spawned
the chuul, these two creatures adopted
a close relationship, with the serpen-
tine puppet masters preferring to vic-
timize the crustacean-insect creatures.
Over centuries of artificially acceler-
ated evolution and magical interven-
tion, the chuul's predecessors merged
into one species.

Chuuls are relatively new to ecosys-
tems beyond their home island. That
they have spread so quickly across the

world, and even into the planes, illus-
trates the potent combination of their
keen minds and mighty bodies. Worst
of all, most of the chuuls that dwell
near civilization are relatively young.
Who can say what horrors await the
world as chuuls grow old and develop
into growth phases beyond adulthood?

Pyctiotocy aND CULTRE OF ChumS

In the hyper-competitive environment
that spawned the first chuuls, their
young had little time
to learn the tricks
and tactics needed to
compete with stron-
ger, faster, and dead-
lier creatures. Over
time, chuuls evolved
a mechanism that
allowed them to pass
on some knowledge
from one generation
to the next. A newborn
chuul possesses a por-
tion of the hunting
knowledge its parents
accumulated, retained
as vague images and
sense memories,
While many of the
less important details
fade, some chuuls
possess thoughts that
trace back genera-
tions, but more as a
form of heightened
instinct than as actual memories.
This ancestral instinct shapes much
of a chuul's actions and attitudes
regarding other races.

Chuuls see themselves as locked in
a war against the humanoid creatures
of the strange new lands they inhabit.
In the misty past of their race, they
were formed to fight against all outsid-
ers. This siege mentality has remained
with them. To the chuuls, anything
that walks on two legs and has hands
is a mortal enemy. After all, men,
elves, lizardfolk, and orcs inevitably
dominate the regions they settle. To
chuuls, this is a sure sign that human-
oids are their primary competitors.
Thus, they harbor a deep, racial hatred



CHUUL LAIRS

A humanold spine fash(oned into a neckiace with a number of

finger bon bangles

A stack of human hands and snake meat Stacked upon a rapier hke a

shlsh kebob

of such creatures and delight in tor-
menting and slaying them whenever
they have the opportunity.

Even the most simple humanoid
activities in an area a chuul considers
its territory are sure to attract its mur-
derous scorn. A caravan bound through
a swampy region might find that its
sentinels disappear one by one over the

course of several nights, dragged off
by an unseen opponent smart enough
to avoid a large scale confrontation.
Hiding amid the rampant vegetation, a
chuul might then attack supply wagons,
knocking them over and destroying the
food and water stored within. Next it
strikes at the horses, mules, and other
beasts of burden. Finally, when the

surviving guards and merchants teeter
on the verge of starvation, when the
endless panicked hours of marching
through deep mud and foul water have
drained their strength, the chuul closes
in for the kill. To a chuul, this carefully
planned assault is little more than a
game of cat and mouse.

While chuuls hate all humanoids,
they sometimes work with beholders
and mind flayers. Those races typically
use their magical abilities to dominate
their chuul servants, but sometimes they
form tenuous alliances. A chuul's racial
memories tell it that mind flayers and
beholders are creatures native to its race’s
home island and might be worked with
to defeat particularly dangerous enemies.

Chuuls have also been known to
sometimes put aside their hatred of
humanoids to work against greater
threats. While a chuul never willingly
serves a humanoid creature, it might
approach such creatures to benefit
itself. Understanding that even the
most monstrous humanoid races
find their forms just as disgusting as
they find the humanoid shape, chuuls
sometimes work with such races via a
messenger or slave. Such a servant is
most often a member of a humanoid
race less intelligent than the chuul
(usually a kobold, goblin, troglodyte, or
lizardfolk) and is pressed into its ser-
vice either by the promise of wealth—
taken from the chuul's previous
victims—or violence. Once forced into
a chuul's employ, such a servant trades
for information or goods its master’s
form would prevent it from creating
itself—which is a great deal, considering
that a chuul's massive claws prevent the
fine manipulation of small or delicate
objects. In this manner chuuls become
aware of much happening within the
areas they inhabit and sometimes gain
the materials needed to make surpris-
ingly complex traps.

The chuuls’ racial memory also
makes them a dangerous threat, for
they remember glimpses of their
homeland and wish to extend that
perfect environment to the mainland.
Some chuuls even remember their cre-
ator, and many wish to help restore his
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legacy. If their plans come to fruition,
they could import an entire malevo-
lent ecosystem that could push aside
the native plants and animals. Thus,

a chuul might gather treasure and
items not merely as keepsakes or out of
greed, but to help secretly fund more
expeditions to its native lands. A chuul
might spare a traveler, offering him a
bribe in return for such service. Other
chuuls leave slave-created maps to their
homelands in treasure caches beside
busy roads for travelers to uncover.

Y. (s

Malicious and devious in a way no
crocodile or giant serpent could be,
chuuls are some of the deadliest
threats of the swamp. Even when out-
side its favored environment, a chuul's
host of natural weapons and abilities
makes it a fearful combatant.

Alien Physiology: Unnatural abomina-
tions warped by magic and an afflicted
environment, chuuls do not possess a
physiology like any natural creature. As
such, poisons and similar toxins do not
affect chuuls, and those relying on such
solutions when fighting these aberrations
might be in store for a fatal surprise.

Beware of the Water: In stagnant
ponds and swampy waterways, Chuuls
often lurk just below the surface, wait-
ing for prey to pass nearby. Even the
dark depths below the water's surface
doesn't hinder a hunting chuul, as its
darkvision allows it to see nearly as well
as it does on the surface. Thus, those
passing through areas potentially home
to these predators should remain watch-
tul for patiently prepared ambushes
from even the most placid pool.

Keep Away: Since chuuls are one of
the few Large creatures that lack reach,
longspears and ranged weapons can
keep them at bay. These armaments
torm a good combination with a mobile
strategy, keeping the chuul at a safe
distance while opponents maneuver
around it. Other basic tactics like using
ranged weapons and preparing the spell
remove paralysis should also help keep
one out of a chuul's reach.

Cowardice: Despite all their cun-
ning and strength, chuuls universally
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possess low Cha-
risma scores. Such
a flaw most com-
monly manifests as
intense cowardice.
As such, chuuls
are easily scared
off or unnerved
when faced with
larger or obvi-
ously more pow-
erful creatures

or groups.

Slow Eater:
When fight-
ing chuuls,
remember
that they must
use a move
action to transfer a victim from
their claws to their tentacles. Thus, if
one can keep a chuul moving it cannot
make full use of its abilities.

Aberrant Intelligence: Adventurers
cannot forget that chuuls are highly
intelligent predators and use tactics
that expose a party’s weaknesses.

A chuul might rush for the party’s
sorcerer or wizard for an easy meal,
ignoring heavily armored PCs in favor
of a softer target. Unlike animals and
brutish aberrations, the chuul is smart
enough to maximize its abilities.

Given their hatred of humanoid
life, chuuls rarely parley. They can

OUT OF THE WADING POOL

speak Common, but if they

stop to talk, one can count on a trick
or an offer intended to cause havoc.
When a chuul truly does wish to par-
ley, it most commonly uses a servant
as a mouthpiece.

Adventures secking unparalleled
information about an area might be
able to barter with a chuul or its ser-
vant, offering food and information
of their own in return. However, a
chuul will attempt to unbalance even
a situation such as this to its favor,
so negotiators should be exception-
ally wary.
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 hose races that create mechanical life do so to make
loyal warriors, servants, and laborers. Few of these
consiruets possess any real intellect, much less indi-
viduality or free will. There does exist, however, a race

of constructs do that pursues its own agenda—to raze
the landscape and spread its cold, metallic kind. As these
constriets not communicate with anyone but themselves,
other races gave them the name clockwork horrors, Merci-
less, driven, and unstoppable, they possess a strict hierar-
chy, organized to kill, destroy, and render down resources
to bolster their numbers with cold efficiency. They are a
mechanical plague upon the living worlds of the Material
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Plane and possess no greater mandate than the destruction
of'all they encounter.

As dlockwiars hiorrars neyes speak with other creatures, their
history, motivations, desires, and thoughts remain forever hid-
den. Beyond rumors of scoured worlds and lifeless spheres, few
even believe these beings exist outside the realms of morbid
myths and crazed doomsaying, Yet, survivors of the grinding
metal apocalypse that is a clockwork horror invasion pass on
similar rumors about the rapacious machines' origins and ulti-
mate intents, Or, at least, those who retain their sanity do.




These tales begin with an ancient
people known only as the “Lost Ones.”
Wizards, scholars, and innovators, these
explorers of far-flung mysteries trav-
eled all across their world, then beyond
to the planes themselves. Possessed of
insatiable curiosity, the Lost Ones dis-
covered things both wonderful and
terrible in their travels, learning what
they could and returning home to share
their discoveries and improve the lives
of their people.

One artificer, inspired by the crea-
tures of Mechanus, took it upon him-
self to craft a mechanical servant, an
adamantine construct of such intricacy
as to rival the inevitables of the Clock-
work Nirvana. Weaving powerfiil spells
about the contraption, the masterful
Lost One inventor bestowed intelli-
gence and great magical abilities upon
the thing, granting it life.

In gratitude for its creation, the
adamantine machine's first act was to
destroy its maker.

Taking control of its inventor’s vast
and secluded magical workshop, the

adamantine horror set to work creating
allies to defend it from all threats—which,
from its early experiences, it consid-
ers all orgamic life. Within a span of
decades it created a host of mechanical
servants, each akin to itself in abilities
and form but lacking free will, totally
enslaved to its cold intellect. When their
adamantine master deemed it time,
legions of platinum, gold, and lesser
horrors flooded the world of the unsus-
pecting Lost Ones. No defense garnered
from countless worlds or planes could
turn back the armies of these mechani-
cal monstrosities, and while the Lost
Ones fled their conguerors scavenged
the ruins of their cities and nations for
metal, using it to swell their teeming
ranks. In the end, the Lost Ones were
either eradicated or scattered to unex-
plored planes, their home consumed by

the voracious grinding of metal gears.
While the death of an entire world
is tragic beyond measure, the threat
of the clockwork horrors might have
been contained were it not for the
intervention of anether kind of evil.

Whena spidership—a star-faring vessel
of neogi slavers—landed upon the ruin
of the Lost Ones’ world in search of
captives, the cruel neogi were intrigued
by the race of mechanical insects they
discovered. The clockwork horrors
ignored the neogi until the aberrant
visitors atternpted to take a number
of the constructs back te their vessel
Reacting to the danger as one, hun-
dreds of clockwork horrors attacked the
neogi, destroying the slavers and their
captive cargos, ultimately claiming the
spidership as their own. Under the
direction of the adamantine horror, the
constructs unraveled the technology of
the neogi spidership, providing them
with the ability to ply the stars. Some
rurnors say that, in thanks for their pift,
the neogi's lost home world was the
first to fall to the gears of their benefi-
ciaries’ mechanical war machine,

None know how many worlds have
fallen to' incursions: by clockwork hor-
rors. Only sightings of strange meteors
and rumors of metal insects precede
an onslaught of clockwork invaders.
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Clockwork horrors now undoubtedly
travel the dark places of the heavens
and, unobserved, increase their num-
bers in the hidden depths of countless
worlds. There they prepare, massing to
sweep aside all that is soft and weak,
harvesting the materials necessary to
multiply their ranks and spread, like
a cclockwork contagion, to the next,
unsuspecting world.

Clockwork horrors are so named because
their internal workings are made up of
a complex array of gears, serews, pistons,
and other machinery. Externally, a clock-
work horror resembles a four-legged,
mechanical beetle with a body about 2
feet in diameter. Although every clock-
work horror possesses a tough frame
of base metal, such as iron or steel, each
is covered with a thin precious or semi-
precious carapace, often etched with
obscure symbols. Copper and electrum
horrors have very simple, almost blocky
craftsmanship, while gold and plati-
num hotrors bear elaborate switls and
other embellishments. Every clockwork
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horror boasts a large gem embedded on
top of'its head. This is one of the few
parts of a clockwork horror that shows
some form of individualism, as no two
gems are exactly alike in shade 'or cut;
although the colors are the same among
members of the same variety: purple
for copper horrors, green for electrum,
blue for gold, yellow for platinum, and
red for adamantine. A serrated mechani-
cal saw sits in place of a natural insect’s
mandibles—the more powerful the hor-
ror, the more complex and magically
enhanced the saw. Copper and electrum
horrors also possess small compart-
ments in their bulbous bodies where
they store raw materials, carrying them
back to the main group for processing
into new clockwork horrors (see the
“Creating a Clockwork Horror” sidebar).
Gold and platinum horrors contain spe-
cial machinery that “exudes” processed
metal in order to create new horrors.
Clockwork horrors are capable of
defending themselves in a variety of
ways. The worker caste, copper hor-
Tors, possess powerfil pinchers, as use-
ful for fine manipulation as for battle.

Electrum horrors come equipped with
steam-powered pressure dart launch-
ers, often called spring casters, built
into their heads. The bodies of gold
and platinum horrors bear special rods
attached to the top of their carapaces,
each resembling miniature cannons or
magical wands, which can cast power-
ful Tightning bolis at their enemies. The:
elusive adamantine clockwork horror
possesses a similar wand, a weapon
sometimes called the -nighfm_are stick,
capable of casting disintegrate, implosion,
or Mordenkainen's disjunction.

Like other constructs, clockwork
horrors cannot heal naturally. If a hor-
ror loses more than half'its hit points,
the others in its unit tear it apart after
a battle and use its materials to create
amnew one, Less damaged horrors con-
tinue to function if possible, although
they do not receive any special protec-
‘tion or concern from the others. Clock-
work horrors subjected to a shatterspell
are blinded for a short time but do not
suffer the normal effects of the spell.

When destroyed, a clockwork horror's
body fuses into a mass of melted metal
and the gem on its head disintegrates,
This metal, however, can be rendered
dowmn to make new horrors. For this rea-
son, clockwork horrors strive to retrieve
their destroyed brethren after a battle—a
dead horror contains roughlya quarterof
the unspoiled resources needed to make
a new one. This diminishing return on
supply ensures that the clockwork hor-
Tors must continually search for new
sources of metals and gemstones.

Clockwork horrors  communicate
through two methods, First, they use
their own unique language of short and
long clicks, similar to but incredibly more
complicated than that which some sail-
ors use to communicate between ships at
sea. As of yet, interpreting this language
has proven impossible without magical
aid. The second method employs their
linked mind, which allows every elock-
work horror within 10 miles of each
other to remain in constant communi-
cation, meaning a unit of horrors thinks
and acts almost as a single organism. So
far, no one has been able to discover the
source behind this linked mind ability—



it is not based on magic, psionics, or any
other energy lmown to scholars.
Clockwork horrors are powered by
magical energy—the large gems in their
heads acting as the main source, They do
not eat; sleep, or rest, but a gold or supe-
rior clockwork horror must “recharge”
lesser horrors at least once a month.
The superior clockwork horror gives the
inferior constructa minor jolt of electric-
ity provided by the rod on its back, If a
lesser clockwork horror fails to get this
rejuvenating charge, it is affected as per
the spell slow until it falls into torpor one
week later. It remains inactive, effectively
helpless, until it is struck by the equiva-
lent of 6 points of electrical damage. If
it Teceives this jolt, the clockwork hor-
ror immediately awakens and operates
at full capacity. Beeause of this hiberna-
tion, clockwork horrors sometimes cre-
ate reserves of lesser horrors as backups
and reinforcements, awakening them to
attack interlopers or to tear apart large
caches of ore for processing. Gold and
platinum horrors do not require these
restorative charges, as they can create
them ‘themselves, and the adamantine
horror is immune for more mysterious
reasons. Clockwork horrors are aware

of any shut-down horror within the 10-
mile radius of their linked mind ability,

Unlike most constructs, every clock-
work horror possesses both intel-
ligence and a certain amount of free
will, although how much depends on
the type. Copper horrors are virtually
mindless and display the least amount
of individuality and initiative. Elec-
trum horrors are almost as laclkdus-
ter, but they are a bit more curious,
especially as their main function is
to serve as scouts and assess potential
resistance. Gold and platinum hor-
rors possess the intellect and reason-
ing capability to act as true individu-
als, although even they are enslaved to
the whims of the adamantine horror.
Regardless, all horrors are utterly loyal
and dedicated to the goals of their race.
They follow the orders of their supe-
riors without question. While copper
and electrum horrors seem to have no
compunctions about sacrificing them-

selves for the common good, gold and
platinum horrors show greater caution
and senses of self-preservation.

Clockwork horrors exist solely for
the purpose of razing and stripping
lands for their resources in order to
create more of their kind. They are
constantly on the move, looking for
deposits of metal ore and gemstones.
When they enter a new area; electrum
horrors scout out a defensible loca-
tion to establish a base of operation
where copper horrors can process ore
and gold and platinum horrors can
create new horrors without interfer-
enice—caves, ruined castles, and other
protected areas being most appealing
Copper and electrum horrors collect
large quantities of rock, ore, and metal
in huge piles, which copper horrors
then render down into small pieces for
use by their superiors. Iron and steel
are required in bulk, but clockwork
horrors constantly seek caches or veins
of copper, silver, gold, and platinum.
This desire for ore 1s one of the reasons
why settlements are targeted, as they
usually possess concentrations of these
metals—especially processed steel.
Otherwise, clockwork horrors strip-
mine huge swaths of territory,
forcing each inch of ground to yield
up every single scrap of metal and
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gEmStcne.Wh‘entheht;nors&am’ughly
exhaust all the resources of an area, the
entire now-enlarged unit moves to a
new territory and repeats the process
over again.

Unless given specific orders to the
contrary, elockwork horrors never ven-
ture farther than 10 miles away from
the location of an immediate superior,
thus allowing them to maintain con-
stant contact with each other through
their linked mind ability. If a copper or
electrum clockwork horror finds itself
outside the range of the linked mind
without specific orders, it immediately
returns to the last location where it
had contact with the rest of the assem-
bly. Gold and higher clockwork hor-
rors enjoy a bit more willpower in this
regard and make limited decisions

on their own if they must. Groups of

scouts might leave a lone gold horror
behind when forced to travel beyond
the reaches of their superiors’ orders—
this individual acting as a mindlink
relay between the two groups.

The stratified hierarchy of clockwork
horrors sometimes works to their dis-
advantage, If the top horrorofa collec-
tive is destroyed, the others continue on
their original mission, deferring to the
orders of the next highest in command,
albeit at a slower rate and in a more
confised manner. As higher-ranking
horrors typically gain farther-reaching
goals; like “subjugate this region” or
“create 100,000 new electrum horrors,”
they can often function for lengthy
periods without receiving orders. If a
clockwork horror completes its goals
without receiving new orders it simply
shuts down, furthering a gradual chain
reaction down the hierarchy.
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AC 17, touch 12, flat-footed 16
(+1 size, +1 Dex, +5 natural)

hp 14 (2 HD)

SR12

Immune electricity

Weakness shatter

Fort +0, Ref +1, Will +1

Spd 40 ft. (8 squares)

Melee razor saw +1 (1d6)

Base Atk +1; Grp—3

Spell-Like Abilities (CL 2nd)
1/day—shocking grasp

Abilities Str 10, Dex 13, Con —, Int 4,

.11:

. Wis 12, Cha 4
The clockwork horrors listed in the SQ construct traits, linked mind, spell
Monster Manual IT are not the only ver- vulnerability
sions known to exist. The lowliest, but  Feats Toughness

most numerous, is the copper horror.
These peons serve as workers and, in
times of urgency, as fodder in battle.
They show little in the way of intellect or
initiative and spend most of their time
rendering down metal, mining, moying
debris, and hauling ore for processing.
Despite their crude nature, copper hor-
rors are fast and always appear in large
numbers, Their carapaceis covered with
a dull copper layer, and copper horrors
that spend too much time in the ele-
ments often bear streaks of verdigris
on their joints, Superior horrors have
no compunctions whatsoever about
sending a copper horror into a situa-
tion that spells its doom, as long as it
serves the rest of the race,

Besides copper horrors, warriorlike
silver horrors are also known to exist,
but they fill much the same role and have
similar abilities to electmim horrors.

Skills Listen +3, Spot +4

Shocking Grasp (Sp) Once per day, a copper
horror can generate a shocking grasp
effect, allowing it to deal 2dé points
of electricity damage with a successful
meleé touch attack.

Linked Mind (Ex) All clockwork horrors.
within 10 miles of a gold, platinum,
or adamantine horror are in constant
communication. If one is aware ofa

particular danger, they all are. If one
in'a particular group is not flai-footed,
none of them are. No clockwork horror
in such a group is considered flanked,
unless they all are.

Spell Vulnerability (Ex) A clockwork horror
is susceptible to the shatter spell, which
blinds it for 1d4+1 rounds. k=

A rusting automaton shaped like a
clockwork beetle clicks and whirs as it
comes closer, the pinchers on its front
legs snapping threateningly.

COPPER HORROR

Always LE Smal| construct

Init +1; Senses darkvision 60 f.,
Listen +3, Spot +4

Languages Clockwork Horror,

mindlink (10 miles)

CR2
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and stealing, Dark creepers live o be
about 5o years old, while dark sralkers
SOMetmes Surpass 75 years,

When a dark one dies, its body
decompaoses in a manner befiring this
strange race. Unless eaten or otherwise
prevented From normally decompos-
ing, the body deteriarares ar such a
rate that it vanishes within a month,
Fatient ohservers can see thin wisps of
shadowy smoke rising from a corpse,
although this opporiunity is rare, since
dark ones try to recover their dead
whenever they can, Many of the natural
vaults that serve as their tombs have
been used by countless generations.
“Born of the dark, we return to the
dark.” Is their simple prayer and hope.

PHYSIOLOGY

Dark stalkers and creepers share many
common traits owing to their sharad
heritage. Their eyes are quite disturb-
ing, appearing as sinister slits uni-
formly colored a dead shade of gray.
While they do have irises and pupils,
these features are well camoutlaged,
reminiscent of the sightless eves of
cavern-dwelling fish. Dark ones are
not blind, but neither do they pos-
sess darkvision. They rely on elevated
senses of smell and hearing to provide
them with an unmatched ability to
navigate in toral darkness.

Their soft voices remain so, even
when used in anger, Dark ones do not
50 much speak words as breathe them,
When they speak their dark rongue
it sounds like a series of punctuated
sighs, and they rely on subtle changes
in fone fo convey meaning, Even when
dark ones conwverse in other languages,
their voices sound like wind currents
lost in a tunnel.

Their hair ranges in color from stark
white to an inky black, and their skin
is cool fo the touch, Dark ones tend 1o
be light for their size and they move as
if they have no more substance than
shadows, They conceal themselves in
cloaks, masks, turbans, and wraps, pre-
ferring garb that covers their faces.

PSYCHOLOGY

Darkness ultimately defines all aspects
of dark one life, from the core beliefs
of each individual to their sociefy as a
whole. They believe nothing lasts for-
ever, except for the dark, and rhere-
fore fitle else really matters, This is not
a morbid or depressing cerlainty 1o

dark ones, but the basis for their free-
dom, which they value abhove all else.
They see no reason fo fie themselves to
the demands of land, industry, or con-
quest; neither do they have much use
for glory or honor. Dark ones believe
city walls and ideals were creared to
provide false security; city walls only
make it gasier for an enemy to find
wou, and moralistic ideals can only con-
vince you to dis for no reason at all.
Dark ones see the civilized races of the
world as pathetically clinging to ruinous
rraditions of self-deception, greed, and
hatred, and dark ones eagarly capital-
ize on these concells to fake what they
need, They think of themselves as wary
surwivors, while others call them cow-
ardly parasites.

While dark ones have a relaxed atti-
fude abour mary things, they have an
almost maniacal Fear and hatred of light
that goes bevond the physical pain il
causes them, They revile the sun as a
merciless enfity that maliciously blinds
thern and renders their survival skills
useless. Dark ones believe that earthly
fire and light-shedding magic were
weapons the sun bestowed upon the
world to help the brutish surface dwell-
ers hunt and destroy them, Because of
this, they refuse fo engage in any type
of metallurgy and rely solely on thefi
for their metal weapons, tools, and jew-
elry, Dark ones loathe blacksmiths due
to their connection to the sun's power,
even though they crave forged wares.

Dark ones often refuse to openly
communicate with other races as a
result of their paranoia. They learn the
languages of other races so they can
use the knowledde to better understand
and spy on their prey. Dark ones learn
languages either by secret obserwvation
or through tribal urors. To speak to
an outsider s taboo and should only
be done in cases of dire necessity,
Communicating with outsiders is too
close to sharing or accepling the ways
of those who might destroy the fribe,
Dark ones never teach their own lan-
guage 1o outsiders.

DIET

Dark ones are omnivoraus, but their
Underdark habitat and fear of fire
offten limits their diet to edible fungi and
insects, They have a limited tolerance
of raw meat and fish bur prefer them
cocked if they have access to a steam
vent or hot springs. Smoked mear and

baked goods are often priority rargets
during raids.

INDUSTRY AND THE ARTS

Dark ones obtain most necessities by
gathering what they need from nature
or hapless humanoids, but they do craft
same items for themselves. They excel
in preparing dyes from fungi, algas,
and sirange minerals, which allows

them fo darken rheir garments fo the
color of deepest shadeow, Other sub-
stances are used to cure monster hides,
enabling dark ones to make leather
armor, pouches, and helrs. They some-
times weave their own lunics, panis,
and cloaks, but they usually prefer to
maodify stolen irems.

Dark ones do not bake ceramic con-
tainers and instead chemically treat
and seal fungal spore pods {typically
the shape and size of large potatoes)
to create the organic equivalents of
ceramic flasks. While the podsking
have a number of mundane uses, they
are perfect for delivering dark ones’
diverse arsenal of alchemical weapons.

A tribe of dark ones offen has several
apothecaries who create poisons from
Underdark flora and harvest the poisons
and secretions of such creatures as
carrion crawlers, scorpions, and other
vermin. The apothecaries also special-
ize in shadow essence poison {see page
) of the Fiend Folio), which they make
by mixing a few inert ingredients with
drops of their own blood.

Dark one spellcasters use sto-
len masterwork weapons to fashion
magic items such as assassins dag-
giers, dageers of venom, and seeking
and wounding ammunition. They also
enchant rings and wondrous ilems,
especially bracers of armor, cloaks of
displacernant, and rings of invisibiliny.
With the aid of the tribe’s alchemists,
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porions and oils are also frequently
produced, usually potions of cat’s
grace, potions of invisibiiny, and ods of
darkness for their hunters.

Dark enes do not use written words
to record their history, religion, or
culture; rather, they know who they
are and whar they have suffered, and
that is.enough. Like city walls and fool-
ish bravery, wrilten records are the
fruits of vanity that can only help
your enemies, They are a race without
mythic heroes, and each generation
slips silently into the paaceful shadows,
confinuing the exodus begun long ago,
Their hushed chants and few poems are
imbued with an inspired solemnity.

RELIGION

Dark ones do not worship specific gods
as most other races do, and in fact find
the concept abharrent. Rather, they
revers darkness as an absiract force, a
destination after death, and a personal
ideal. How legitimate this religion is
remaing a matter of much debate, bul

the fact thar dark stalker clerics mysteri-
ously receive spells and that all dark ones
are inexarably claimed by shadows after
death lends credence 1o their beliefs.
Drark ones have few clerics and those
that exist are almost always dark stalkers.
These clerics most ofien have access 1o
the Darkness (From the Forsoren Reaums
Campaign Setting), Luck, Trickery, and
Underdark ifrom the Foraormen Reates
Campalgn Sefting) domains,

Alrhough no one can be sure, many
sages speculare thar dark ones' refusal
to waorship specific gods led them 1o
rheir current state. They might once
have been members of a culture thar
never came fo frust deities, or they
could be heretics who turned their back
on their gods. Another theory suggests
that the forebears of dark ones were
offered protection by the god of the
sun and, when they refused him, wers
forever cast from his sight, cursed with
their aversion for light, Whatever their
history and howewer it tigs to their
strange religion remains yet another of
dark ones’ countless mysteries,

SOCIETY

Dark stalkers have always been the lead-
ers and caretakers of dark ones. There is
no farmality to their rule, and authority
iz usually shared berween all of the com-
munity’s sfalkers. In a fear of governing
unheard of in nearly all other societies,

dark stalkers never flaunt their rule or
lord their authority over dark creepers,
showing an unaccustomed atfection for
and understanding of their underlings,
While the dark creepers are not servile,
they rarely dischey their leaders.

Cark cnes have no real laws, bul they
do have sirong taboos against harming
other members of the mibe. Murder is
almost as bad as teaching an outsider
their secref fongue, and either offense
is worthy of exile or death. Betraying
the tribe’s lair to enemies is unheard of
Stealing is not an issue in dark one soci-
ey as they are nol a particularly greedy
people. Thefts can enly lead to counter-
thefts in a ribe of pickpockers,

KILLER CREATURE COMBOS
Dark ones tend not 1o ally with many
races, but they find natural predators
very useful. Supreme opportunists,
they sometimes merely wait for pass-

‘ers-by to stumble in anafher monsrer's

lair; ar rhey purposely lead headsirong
enemies into its maw, While their prey
is busy handling another creature, they
rake advantage of the siluation fo pick
pockets and make atracks of their own.
Dark Creepers and a Cloaker: A
cloaker with two dark creeper min-
ions can be a considerable threat. By
positioning themselves at oppasite
sides of a cavern, the creatures can
attempl fo calch enemies between
them. The cloaker primarily uses
its nausea and stupor mean effects
{keeping dark ones outside the 3o-foat
range of most of its subsonic attacks)
s the creepers can easily make sneak
attacks. Two dark creepers and a
cloaker are an EL 7 encounter.

A Dark Creeper and Darkmantles: Dark
ones often lurk near small cluiches of
darkmantles, eagerly aiding the camou-
Hazed predators and looring the bodies of
their prey, By waiting uniil the darkmaniles
hawve used either their darkness or con-
stricl ability, the dark creepers can slink
close to targets and make sneak atlacks
while their apponents are either unaware
or grappled: One dark creeper and two
darkmantles are an EL4 encounter,

Dark Creepers and Shocker Lizards:
Dark ones are adepl al using unintellident
Underdark creatures in simple but elegant
ambushes. Whils twe creepers wair ar the
Far edge of a lair of four shocker lizards,
a third creeper, pursued by PCs, dashes
through the lair and sefs the lizards an
alert, When the PCs enter the lair, ranged
attacks from the dark creepers aggravate
the lizards into attacking the nearest
targefs, probably the PCs. While the four
shocker lizards deal 846 points of damage
with their lethal shaocks, dark ones make
sneak attacks. Even if they are exposed
to the lizards' electrical attacks, dark ones’
evasion ability gives them better-than-
average chances of surviving the attacks.
Three dark craepers
and four shocker
lizards make an
EL & encounter.
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Dark stalkers have been known to fol-
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MEW ALCHEMICAL

Dtrk anes have:a peerlass understanding of 1Thealchemical nsas-of Fungi and segetaton nafive
to thi Lnderdark. Using the hundreds of strenge-and deadly plans that suereund them, dark
ones have creared o wide sariand of dissincive alehemical irems. Themajority of these items
are splash weapons, e riles for which are on page i58 of the Blavers Hasdboal,

BREOWN MOLD O

Brovem moid ail s ground brown mald nevimalized by a compousdiaf fme and algas: When

ﬁxpasﬂd 1 air, the tompaund turns aumimy and Inert, allnl.\mg the Broown ol te revive for

o to cause cold damags to any creaturedl rouches. A Nask o podskin of brown mokd oil has

a range-increment of 1o feet and 15 Osed 258 thrown: splash weapaon, & direct hir deals 2di paings

of nonlerhal cold damasge, while all creatires within: 5 feattake w6 paints af nonlethal cold damass

fram: he splash, Browes mokd all may be created with 2 successhil DE 25 Craf Lalcheni) check:
Costs s fmp Weights 1 b,

OIL OF NALISEA

Chiorous resing and slimes dre'used 1o creats oil ef nawsea. Flasks and podsking of the o heve a

range merament of io feer and are wsed as thrown splash weapon, Those dirscthy steuck Bay-oll

of nausen must make 8 sucgessful DG 15 Forfifude savig thiaw or b nausealsd For Wy rolnds,

wefiile fhose within the: s-foor-splash radias must make a DG 1o Forfitude save on be nausaarad

fiart 1 o, Bl of nausu may b created with a soccessful D5 Craft talohamy) check:
Cost-Go gp; Waighr: ¢ b

POISOMN-FRIEND POD
Thasa fungal spore pods. are chemically afrerad so that fhelr otherwise hapmiess ciouds causs
areafures fo be more susceptible 1o poisen. A poison-friend pod is a thrown weapon with a
rangeineranent af o feet. Upon striking-a creature or sguare, these fungi erupt in @ 1o-foat
cloud of spores hat disperses in 1 reund, Ansene caught in the closd must make-a successFul
DE 15 Fortifuds save or ake 8 -4 penalty on all saving throws agairst poisan made in the nest
10 minutes: Pomson-friend pods mey be craatad with & successful DS 25 Craft (alchemy! check,
Caosty 5o gm Weighi .

SHADOW HAZE DUST
Shadew haze duskis a porent eve irritgnt that chscures its wictims' vision with dark hazes, One
bag er podskin has @ rangs incrament of 1o feet and fille-a o-foot-radias cloud with the: dust,
These within the claud must make a DE 15 Fortinade save or suffer @ -6 penalty on-all Spot
checks for vhour . oruntil a gallonof warer-is sed to flush the charscter's eyes. Shadew haze
dust may: be craated with-a successil B0 ao Craft-(alchermy | check.

Costi 3o gee Weightt 1

SHADDW VEIL
Shadew vell s black dust created from finely powdered crystals that grow enly'in the deep-
el reaches of the Underdark. When stored in‘bags or podsking, rhis duss can ba thrown asa
splash weapon with'a range incrament of 1o feer, Upon swiking a creature or sguare, the dus
erupts in g wo-toel-radius clotd, Altheugh this claud has ng affect en living creatures, it reaces
witheall nonrmagical fras no farger than a campfice within the area, anuffing them oun Torches;
laritarns. candies, cooking Fires and the ke go cul instantly. bot magical five (zuch a2 a wall
of firespelll s unaffected, Althoush its effect is swift, a shadow veil dissipates guickly: and
extinguished Fres can be veliton the cound following its use. Bhadow well may be created with
a:succassful DG 2 Craft talohery ) check.
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initiates combat with ranged attacks and
another uses sneak atracks to finish off
dangerous enemies or pick their pockets.
Wizards and sorcerers are prime fargets
for pickpocketing, as wands, scroll tubes,
and potions are prized loot for dark one
rogues with the Use Magic Device skill,
Evasion: Dark ones abways have an
escape plan and typically break off an
encounter after anly a few rounds.
They slow down advenlurers by impair-
ing their wision, leading them through
difficulr or confusing terrain, or causing
them more damage. Examples of these
tactics include using a dark stalker’s
fog cloud abiliy at runnel junctions, and
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using pitfalls or underground streams
to force pursuers info making Climb
or 3wim checks, especially after the
adventurers have lost Strength due
1o shadow essence poison, Their evi-
sion tactics are offen designed 1o split
up their victims so they have another
chance ar executing a second ambush
on Fewer numbers,

VE. DARK OMES

Adventurers should expect short Fighrs
intended o relieve them of their frea-
sure and attempts to sericusly wound
or kil one of them. IF the party is
dedicated to wiping out dark ones, they

must prepare and execute a caulious
search and destroy mission,

Detection: Berween dark ones’ shadow
cloak abilities and bonuses to Hide and
Move Silently checks, odds are that PCs
will anly notice them when they make
sneak attacks. Having some kind of
light source is a prime way to provoke
therm into doing this, Spells such as
detect chaos, gitterdust, owl’s wisdom
ito increase a character's Spot check
bonus), and frue seeing are most ben-
eficial when trying fo detect dark anes,
Detect magic is useful if dark ones use
their shadow cloak ability.

Stealth and Trickery: Due ro the dark
ones’ blindsight, it is very difficult to
surprise them. Only a character affectad
by both frvisitility and sdence is likely
to force a dark cresper or dark stalker
to make a Spot check. The Disguise skill
might also werk in some cases, but the
best way to ger the drop on dark ones is
for a PC to disguise herself as something
harmless by using polvmorph or the
druid’s wild shape ability.

Vision And Light: If someone in the
party lacks darkvision, the PCs must
pratect their light sources from rhefr or
destruction, Locked gauntlets can secure
a light-shedding magic weapon or a
torch, but the PCs should have access fo
several essential spells, such as dancing
fights, daylight, and gt Daydight and
fight work best when cast on items that
dark ones cannot easily take, such as
breastplates and robes.

Protection: Although dark ones
hawve fo get close fo take valuables
from adventurers, PCs should expec
poisoned ranged atfacks. Spellcasters
should prepare protective spells that can
travel with their users, since most fights
with dark ones are quick and mobile.
Increase Fortitude saves with antiroxin,
the Great Fortitude feat, and spells such
as fear's endurance and protection from
chaos. Trealing paison using the Heal
skill is more likely 10 succeed when sup-
ported by a healer's kit, the feats Skill
Focus (Heal) and Self-Sufficient, and
if the caregiver is under the effects of
owls wisdom, Delay pofson and neutral-
ize poison are also highly recommendsd.

Use Charm: Due ro dark ones’ weak
Will saves, PC spellcasters have a good
chance to overwhelm them with charm
persen, color spray, command, hold per-
son, fullaby, and steep.

Ranged Attacks: The average dark
cregper does not have many hit points,




but it does benefit from its shadow
cloak's concealment, good Reflex saves,
and evasion. Dark stalkers are fougher,
but they are in the minority, and they
don't hawve the evasion ability (unless
theyre also rogues).

Magic missite is the best damage-
cauging spell 1o use against dark ones,
since it ignores anything less than tofal
concealment. Good secondary spells
are acid splash, chill fouch, flame arrow,
ghoul touch, poison, scorching ray, sear-
ing fight, and stinking cloud; these spells
either do not allow a saving throw or
are negated by a Fortitude saving throw,
which is a dark one's weakest save.
Spectral hand is almost a necessity for
delivering spells with a range of fouch,
If a spel allows a Reflex saving throw, it
is likely to be ineffective against a dark
creeper’s evasion ability,

Melee: A dark one’s shadow cloak
concealment negates roughly half of al
attacks directed at the dark one, 5o the
more attacks a PC can make, the berter.
While Two-Weapon Fighting is helpful,

a monk's flurry of blows ability paired
with the Sturming Fisl feat can offer
several attacks that require dark ones fo
make Fortitude saves.

Stick Together: Characrers should
avoid the temptation of leaving slow or
disabled parry members behind 1o chase
thieving dark ones, Lone PCs are prime
targets to these bandits,

DARIK ONES AS CHARACTERS
Mest dark enes find other humanoids
foo suspicious or confemprible fo join
their company for anything longer than
a short-term venfure, A cresper or
stalker who joins a group of outsid-

ers for an exrended period of time i3
exceptional, but if the character and his
new companions are able fo work out
their opposing views on light, they can
easily get along, These natural regues (i
in best with those they feel are kindred
spirits, such as bandits and spies. In
addition ro underground settings, dark
ones work well in nocturnal city adven-
tures as well as those that rake place in
dense woodlands and shadawy hills,

Dark Creepers

Hurnanoid

Dark creepers are known to be
naturally stealthy and prefer the cool
comfort of shadowy places. Spry and
sinister-looking creatures, these dark
ones’ activities are usually assumed to

have some nefarious purpose often Far
worse than their actual intent. Feared
in numbers and demonized alone, dark
creepers are able pilferers, but not
innately eyvil creatures. Their inferests
li in maintaining their own comfort and
the safety of their communities, regard-
less of the cost to other races.

Members of this class often focus on
skills and Feats that compliment their narural
agiliry and stealth. Although their shadow
cloaks defend them from many threats,
dark creepers fear relying on innate abilities
alone and develop their skills accordingly.

Racial Traits

= Small: & dark creeper gaing a -+ size
bonus to Armor Class, a +1 size bonus

on attack rolls, and a +4 bonus on Hide
checks, but they must use smaller weap-
ons than Medium crearures do, and their
litting and carrying limirs are three-quar-
ters of those of Medium creatures,

= Speed: Dark creeper base land speed is
g0 feet,

» Blindsight: Dark creepers can effec-
tively see Go feet without the nesd of
light. Invisibility, darkness, and most kinds
of concealment are irrelevant, although
the dark creeper mus! have line of effect
to the creafure or object 1o discern ¥, See
page qob of the Monster Manwal for a ful
description of blindsight,

= Light Sensitivity: Dark creepers are
subject 1o a -2 penalty on attacks, saves,
checks, and damage when they are
exposed to sunlight or light equivalent to a
dayfight spell

= Bkills; A dark creeper gains a +8 racial
bonus on Hide checks and a +4 racial
bonus on Move Silently checks when in
areas of darkness or shadowy illumination,
» Automatic Languages: Dark One and
Undercommaon.

« Favored Class: Dark creeper. The best
multiclassing choices for a dark creeper
are rogus and ranger.

Class Skills

The dark creeper's class skills tand the key
ahility for each skilll are Hide {Dex), Listen
{Wis), Move Silently (Dex), Sleight of
Hand {Dex). Spor (Wis), and Tumble (Dex),

Class Features

All of the follewing are class features of

the dark cresper monster class.
Weapon and Armor Proficiency:

Dark creepers are proficient with all

simple weapens and light armer, but

not with shields.

Feats: A dark creeper receives one
feat at 151 level. After sth level it gains
teats normally according fo character
lewvel, a5 shown on Table 3-2: Experience
and Level-Dependent Benefits in the
Flayer's Handbook,

Matural Armor: Dark creapers have
thick hides and gain a +1 natural armor
bonus to their armor class,

Shadew Cloak (Sul: Dark creepers can
conceal themselves in shadows the indi-
cated number of fimes per day. This. ability
provides concealment in bright light and
tetal conceatment in shadows, Darkevision
does not niegare (his concealment, but
creatures that can see in magical darkness
igriore this effect. Each use of this ability
lasts 10 minutes per Hit Die, but the dark
creeper can dismiss it an will.

Snieak Arrack (Ex): A dark creeper of 2nd
lewel or bigher can sneak artack, This abilivy

o they BC ol the vic

aving fhr

B
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Functions as the rogue ability of the same
name. Sneak attack bonuses gained fram
the rague class stack with those from dark
creeper levels:

Evasion (Ex]: Al 3rd level, a dark
creeper gains the evasion abiliny, which
functions as the 2nd-level rogue ability,

Dark Stallcers
Humanoid
Alool and decisive crea-
tures, dark statkers are
rarely seen. With a size and
shadowy grace Far beyond
that of their dark creeper
hrethren, those who see g
dark stalker often mistake
them for some breed of
IUnderdark elf or dark ey,
Mot caring what cursid-
ers suppaose of them, dark
stalkers strive 1o make their
communities as comfortable
and prosperous as possible,
all while avoiding the 1aint
of foreign ways of thinking
ar 1he accursed light,

The mystery and deadly
grace of dark stalkers is
reflecied in their class

- 4
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progression by their continually advane-
ing Dexterity and Charisma. While the
former is often augmented by ranks

in the srealthy and thieving skifls these
dark ones rely on, the latter is used fo
lead their dark craeper brethren, These
traits, in addition to their shadow cloak
ability, allow dark stalkers to remain hid-
den much of the time bur be command-
ing presences when they do appear,

Racial Traits

s Medium: As Medium creatures, dark
stalkers have no special bonuses or
penalfies due o their size.

« Speed: Dark sialker base land speed
is 30 feet,

= Blindsight: Dark stalkers can effec-
tively see Bo Feel without the nead of
light. Invisibility, darkness, and most
kinds of concealment are irrelevant,
although the dark creeper must have
line of effect to the creature or object
to discern it. See page q06 of the
Manster Manualfor a full description
of blindsight.

» Light Sensitivity: Dark stalkers are
subject to a -2 penalty on attacks,
saves, checks, and damage when they
are exposed to sunlight or lght equiva-
lent to a dawlisht spell

» Skills: A dark sralker gains a +8 racial
bonus on Hide checks and a +4 racial
bonus on Move Silently checks when in
darkness or shadowy illumination.

» Automatic Languages: Dark One and
Undercommoan.

= Favored Clazs: Dark stalker, The best
multiclassing choices for a dark stalker
are rogue and sorcerer,

Base Fort  Ref
Save Save

il

R ih
=2 VE

[+ Int mod) = 4

Skill Paints

Class 5kills

The dark stalker’s class skills {and the key
ability for each skill) are Hide (Dex, Listen
{\wis), Move Silently (Dex}, Sleight of
Hand (Desx), Spot {Wis), and Tumble {Dex).

Class Features
All of the Tollowing are class faatures of
the dark stalker monster class,

Weapon and Armor Proficiency: Dark
stalkers are proficient with all simple
weapaons, shart swords, and all light
armers, but nat shields,

Feats: & dark stalker receives a feal
al sl level, and another ane ar 7th level.
After 8th level it gains Teats normally
according fo character level.

Shadow Cloak (Su); Dark stalkers
can conceal themselves in shadows the
indicated number of times per day. This
ability provides concealment in bright
light and total concealment in shadows.
Darkvision does not negate this conceal-
ment, but creatures that can see in magi-
cal darkness ignore this effect. Each use
aof this ability lasts 1o minutes per Hir Die,
but the dark stalker can dismiss it ar will.

Poison Use (Ex): At 3rd level, dark
stalkers are able ro unllize polsons without
accidentally poisoning themselves,

Sneak Artack (Ex): A dark stalker of
end level or higher can sneak attack, This
ability functions as the rogue ability of
the same name. Sneak attack bonuses
gained from the rogue class stack with
those from dark stalker levels,

Fog Cloud (Spl: At Bth level, a dark
stalker is able to cast fog cloud twice a
day a5 a sth-level sorcerar. @

CR Special

1
1
2
3
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Ecology of the Death Knight

Ecology of the Death Knight

by Matthew Sernett

“From the dark into the light,

From the small unto the great,

From the valleys dark I ride

O’er the hills to conquer fate!”

— “Horseman Springing,” Lilla Cabot Perry

None can win the war with death, but losing the war does not
mean the combatants have seen their last battle. Warriors who
wish to fight beyond the limitations of flesh and blood can seek
a forbidden way to steal their souls from fate. The cost of this
immortality is death, but the fearless few who pay this price
become death’s allies. Indeed, death bestows power upon
them. Their fleshless bones clad in skins of armor, their brittle
fingers clasping weapons with a grip of iron, these knights of
death take command of their souls and their destinies. When
they charge from the shadowy afterlife into the lands of the
living, death knights ride to wage war upon life itself.

History

The origin of the death knight lies in a period so ancient that
only legends can speak of it with authority. Each race has its
own version of the story.

For elves, the first death knight was a tragic figure who was tricked into becoming a death knight in order to win
his love from the clutches of a rapacious rival. In this version, lies lead the story’s hero to death. His rival is not a
villain. His lady doesn’t truly love him. The wicked fey creature who offers the hero a path to power leads him
instead to damnation. After killing his apparent foe and learning the truth of his supposed love, the death knight
embraces the flame of darkness in his heart by slaying the lady and turning his grief and rage upon the rest of
the world.

To dwarves, the first death knight was a greedy king who could not release his grip on the throne. The king
sullied his clan, his kingdom, and the many honored dead who passed on before him by seeking unnatural
means of extending his life. Seeing foes and rivals everywhere, he arranged for his children, his relatives, and
those who refused his commands to die in battle or exile. With no heirs and no kin, he claimed his throne for
eternity by becoming a death knight and transforming his loyal retainers into undead servitors. Dwarven legend
says the death knight still sits on his throne and rules over a kingdom of undead, entombed behind miles of rock
by those few dwarves who escaped his reign alive.

Humans relate several competing legends of the first death knight, but all bear a common theme: A man or
woman wanted power and received it, and with that dark power, the newly made death knight accomplished its
goals. The death knight might have been tricked or cursed, but in these tales the means are unimportant when
compared to the ends. Sometimes tragic, sometimes triumphant, these stories teach that great power allows the
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wielder to achieve great things, even if the price is cursed immortality.

Halfling legend tells what might be the oldest story of the first death knight, and the story is so simple it might be
closest to the truth. They say the first death knight arose in service to Orcus, Demon Prince of Undead. The
tale's protagonist, a human warrior of considerable skill and renown, was plagued with an unguenchable thirst
for vengeance. When denied a position of power he felt was his right, he sought revenge but was denied
satisfaction. Bloodied and disgraced, he fled to fell lands inhabited by demons. There he proved his worth to
Orcus first by defeating the Demon Prince’s minions and then by killing Orcus’s enemies. When cultists of Orcus
offered the man the power to avenge the slights against him, he readily accepted and became the first death
knight.

Knowledge of the Death Knight

The following table shows the results of a Religion check as it relates to death knights.

Religion DC Result

Death knights are skeletal warriors who retain the intelligence and combat skills they had in life.
15 o . o
They often lead other undead soldiers in a war against the living.

Death knights are warriors who chose to become undead. Often they have a specific goal or
20 vendetta that provoked their transformations, but some simply fear the afterlife so much that they
instead choose an eternal living death.
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A death knight carries its soul in its weapon. This weapon has the power to become ghostly and
pierce armor as if it was not there. If you take a death knight’s weapon, you weaken the knight. A
death knight can also surround itself in a burst of unholy fire that burns the living and wreathes
undead in dangerous green and black flames.

A death knight’s soul weapon weakens anyone else who wields it as long as the death knight has
30 not been destroyed. If you break a death knight's weapon, the knight can restore it with a touch.
Death knights bolster nearby undead allies, so it's best to separate the knight from its minions.

25

Becoming a Death Knight

Those who desire the dark powers of a death knight in death must first perform the proper ritual. Discovering the
right ritual to become a death knight can be extraordinarily hazardous. Good-intentioned individuals often
destroy copies when they find them, and the most fanatical will kill those who seek its secrets rather than allow
knowledge of the ritual to spread. False rituals abound—traps laid for the unwise and unwary by those who seek
souls for other dark purposes.

Despite this, working versions of the ritual exist, each with its own peculiar requirements. One ritual might simply
demand that the performer sacrifice a loved one, while another might stipulate that the caster must die in battle
at the hands of a foe while in a graveyard or tomb. Frequently, the supplicant must have spilled the blood of
innocents with the weapon that will become the soul weapon.

The rarity of the true ritual drives many to seek it from a surer source, such as the cultists of Orcus. These vile
madmen despise the gods and bow only to Orcus, who they believe will one day make eternal undead of them
all. As worshipers of destruction, demons, and undeath, cultists of Orcus can never be trusted . . . but they enjoy
seeing destructive undead unleashed upon the world, and few undead can be as dangerous as a death knight.
The demands made of supplicants are a mystery, but the rites are terrible enough that even most Orcus cultists
avoid this particular fate. Perhaps they do not feel worthy, or maybe, like many, they simply fear death.

Fear of death is a luxury those seeking undead knighthood cannot afford. Instead, they must seek death out.
They must hunger for it. They must embrace death to gain its power. Through death, they become death.

Soul Weapons

The ritual to become a death knight tears the ritual caster’s
soul from his body and binds it to the weapon used in the
ritual. The ritual caster dies as the living parts of the body
are consumed in unholy green fire. From that conflagration
rise the soulless bones of the living person, guided by an
evil intelligence that no longer needs a brain for its vile
thoughts and an endless hatred that no longer requires a
heart to drive its dark passion.

A soul weapon is similar to a lich’s phylactery in that the
death knight’s soul resides there instead of in its body. But
in most other ways, the soul weapon is the opposite of a
phylactery. For a lich its phylactery is a weakness that
allows its permanent destruction, but the soul weapon is
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the death knight’s greatest strength. A death knight literally
wields its soul as a weapon. The soul weapon's strikes
burn with death, and at the death knight's command it can
become immaterial, passing through armor and shields to
strike at its foes' unprotected flesh.

A death knight need never fear its soul weapon’s
destruction, for with a thought the knight can restore the weapon to wholeness and unwholesome power. If the
weapon is taken, a death knight becomes weakened and distracted, distraught by the loss of its soul and
consumed by the need to recover it. However, no other creature can wield a death knight's soul weapon without
feeling despair, so few can withhold a soul weapon from a death knight indefinitely.

Physiology

Death knights have no flesh and blood and thus lack the needs of a living body. They are tireless warriors who
only desire vengeance, conquest, and other bloody evils. Despite lacking muscle and heart, death knights
maintain the strength and vigor they had in life.

Like many of the living dead, death knights can be destroyed by damaging their bodies. Although they feel little
pain, enough punishment can break their bones. Unlike a lich, a death knight cannot take refuge in a phylactery,
and it does not reform from its soul weapon. When its earthly body is destroyed, a death knight’'s soul leaves its
weapon and travels to whatever dire fate awaits it in the afterlife. None can say with assurance what happens to
the souls of death knights. Some death knights might believe they know the fate of their souls, and that
knowledge spurs them to maintain their undead existence by any means. For the rest, the afterlife is an
intangible and terrifying unknown. If no devil or vile deity seizes a death knight’s soul, the knight can expect no
quarter when its soul is weighed by the gods.

Psychology and Society

Those who seek knighthood in death tend to be courageous and ambitious individuals. Either loners or leaders
in life, in death they become both, leading lesser undead but isolated from mortal society. A group of death
knights might form a cadre of dark riders, but even among such a collusion of evil, one death knight typically
assumes leadership over the rest. The most ancient among them might even have been the one to corrupt the
rest, creating a society of undeath.

Although on rare occasions a person has been transformed into a death knight through accident, deception, or
outside force, most death knights hunted for their undead fate. They might have been motivated by fear of the
afterlife, but those who seek to deny gods or devils their souls cannot be considered cowards. Rather, the desire
for knighthood in death stems largely from a desire for power. Those who become death knights are often
already powerful warriors, so the temptation of undeath must offer them something mortality cannot: power
unmitigated by age.

Most who turn to death as a means of power are frustrated in life, thwarted in their efforts to achieve their
ambitions. Defeat is less tolerable than death, and they are willing to trade flesh and life for the power to avenge
themselves or to accomplish a goal. Upon achieving unholy knighthood, such individuals relentlessly pursue the
cause of their rage. Continued failure results in greater frustration and anger and drives the death knight to
marshal superior forces. Since time has little meaning to a death knight, it might return for revenge generations
after those who wronged it are buried and gone. Success provides a death knight only fleeting happiness, for
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after achieving its goal, a death knight can only look forward to a cold eternity of endless struggle.

Whatever their personalities in life, death knights become brooding and wrathful in death. They carry their souls
in their bony hands, a constant reminder of a bargain that cannot be undone. For power to accomplish a single
goal, death knights forego all other joys. That choice weighs upon its every immortal moment.

Newly made death knights and those who regret their decision usually act alone, but with time most death
knights accept their status among the undead and use it as a tool for power. Death knights can command lesser
undead, and though they will work with dim-witted creatures such as zombies, most prefer minions that can
accept and act upon complex commands. In particular, death knights prefer the services of undead that behave
like warriors. Humanoid skeletons, battle wights, and sword wraiths serve them well as foot soldiers, captains,
and bodyguards.

Of course, death knights are rarely welcome among the living, and as they gather forces about themselves, they
must stay on the move or find refuge lest an army be brought to bear upon them before they are ready for battle.
A death knight might take command of a ruined castle, or it might raid and claim a fortress from its inhabitants. If
the death knight thirsts for conquest, such conquered territory might become the heart of a dark empire. If the
death knight is still marshalling forces or nursing anger about a past defeat, the fortress might remain a haunted
ruin, a source of dark rumors and whispered tales.

Although the majority of death knights work alone or as leaders, some become followers to greater forces.
Death knights who became undead unwillingly or at the behest of others attach themselves to a superior who
shows great purpose and initiative. Sometimes this is another death knight, but it might be a powerful undead
such as a lich or vampire, or even a mortal who holds influence over the undead. Death knights might serve
another for years or even centuries, but most eventually turn against their erstwhile masters, waiting until they
are weak due to some loss. A death knight’s loyalty and sense of honor can last far longer than any living
person’s, but with its soul in hand as eternity stretches out before it, a death knight finds few promises worth
keeping and morality a farce.

If a death knight makes any long-term connection with a creature, it is most likely to be with a favored mount.
Few horses can stand to carry such a horror, but evil beasts such as nightmares and undead mounts willingly
carry a death knight into battle. The teamwork necessary for rider and mount to act as one is often a death
knight’s only source of lasting pleasure.

Monster Evolution

The death knight has been making fearsome appearances in Dungeons
& Dragons games for over 25 years. Since its creation, the concept of
the death knight has appeared in novels, role-playing games, and
computer games.

Mechanics

Until 3rd Edition, the death knight changed little from its original form as
envisioned by Charles Stross (also the creator of the githyanki) for the
original Fiend Folio, published in 1981. Stross designed the death knight
as an armor-wearing lich with a sword. It could cast eleven different
spells, including wall of ice at will, a 20d6 fireball, and gate to bring in
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demon allies. When the death knight reappeared in 2nd Edition, it lost the
gate spell but retained virtually every other aspect of its mechanics. The
death knight’s translation into a template for 3rd Edition gave the lich
some space by removing nearly all the death knight’s spells, but it didn’t
really define the death knight as something other then an undead with a
fear aura and 20d6 fiery blast.

In designing the death knight for 4th Edition, we originally developed the concept without including any kind of
fiery blast or spellcasting. We wanted the death knight to feel more like an undead knight, so we gave it special
weapon and shield abilities, an ability that activates when foes flank it, a special mount power, and a melee-
oriented fear ability. Development of the concept stripped away some of the complexity, because the NPC that
becomes a death knight should have interesting melee powers just like the NPC turned into a lich should have
interesting spellcasting powers. The second design also brought back 3rd Edition’s abyssal blast and added
undead leadership powers. Yet that version of the monster still didn’t feel right. It didn’t emphasize melee, and it
felt too much like a lich because the death knights employed phylacteries.

The final mechanics for the death knight template are easy to use and reinforce the death knight as a significant
melee threat. The melee-oriented abilities augment any capabilities the NPC already has, rather than making a
DM choose between using a death knight power or an NPC power. The death knight retains its supernatural
nature without having abilities that feel like spells, and it can be a great leader of undead without necessitating
undead minions. The new soul weapon concept gives the death knight its own space in mechanics and story,
bringing new life to this decades-old undead.

Appearance

The death knight has always been an armored warrior with a
fleshless head, changing little in basic appearance since its
original Fiend Folio depiction. The most significant change
came with 3rd Edition’s Monster Manual 1l. There the death
knight clearly had green fleshy forearms and appeared to have
similarly colored skin on its face. For 4th Edition’s depiction, we
returned to the classic appearance of the most famous image of
a death knight, Keith Parkinson’s Lord Soth’s Charge. You can
see one result of that effort on the cover of this issue.

Famous Death Knights

The first named death knight was Saint Kargoth, introduced in a
1983 Dragon article, but the most famous by far is Lord Soth of
the Dragonlance campaign setting. Here’s a primer on some of
the death knights D&D has named over the years.

Saint Kargoth: First introduced in Dragon and then adopted by
the Greyhawk campaign setting, Saint Kargoth was a noble
human knight who, along with thirteen fellow knights, became a death knight after being corrupted by
Demogorgon. Kargoth was jealous that another knight was chosen to lead the Great Kingdom’s knight
protectors, and his fury and envy lead him to seek the power of undeath to pursue his revenge. He became a
hero to the worshipers of Hextor, hence his appellation as a saint.
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Lord Soth: Like Kargoth, Lord Soth was also a great
knight, but Soth’s transformation into a death knight is
a far more twisted tale. Soth’s wife gave birth to a
monster that was a representation of Lord Soth’s soul.
Thinking his wife had been unfaithful, Lord Soth
murdered her and his child, even though Lord Soth
was himself unfaithful to his wife. When his crime was
discovered, Lord Soth was spirited away from his
execution by knights loyal to him.

While besieged with his knights, Lord Soth was
informed that he could save the world from a great
cataclysm. He left to pursue the quest that would save
the world, but he turned back when told lies about his
new wife’s fidelity. Soth confronted his new wife and
their child while the cataclysm occurred, refusing to
save them from a fiery death. The fire that killed them
engulfed the whole keep, killing Lord Soth and his
allies, but the cursed Lord Soth arose as a death
knight and his followers joined him in undeath.

Miltiades: Although not specifically referred to as a
death knight, a skeletal undead paladin named
Miltiades appears in the Forgotten Realms campaign
setting. Cursed by Tyr, god of justice, after dishonorably slaying a foe, Miltiades sought to do good even after
death. Tyr restored Miltiades to life after suitable heroics.

Savage Tide adventure path (Warning: spoilers below)

Sample Death Knights

Death knights can be used in many ways in a D&D game, as minions of a greater foe or as a main villain. As
NPCs with an applied template, death knights have any number of options. Below are a few ideas to inspire you
when you create a death knight for your game.

King of Brigadoon: The death knight might be the lord of a roaming fortress that appears at certain times in
particular places. The death knight and his minions can threaten the PCs wherever they are, and the haunted
ruin of the castle can offer an unexpected opportunity for exploration and adventure. It might be like Brigadoon,

appearing for a time and then vanishing for years, or perhaps it’s like the flying citadel of Dragonlance fame. The
Ravenloft setting offers obvious possibilities, but if your players are familiar with Lord Soth’s time in that land,
you might want to try something different.
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Ring Wraiths: In its initial inception D&D borrowed a lot from J.R.R. Tolkien, so consider borrowing a bit more.
The ring wraiths, or Nazgdl, were kings transformed into undead by the corrupting influence of the rings they
wore and the One Ring. However they came about, you can arrive at the awesome image of a half-dozen death
knight charging across the landscape. Your dark riders might be a legion of evil seeking to bring their brand of
justice to the PCs, or they might be the servants of a more powerful master.

The Headless Horseman: The Headless Horseman from Washington Irving’s The Legend of Sleepy Hollow
could very well have been a death knight. A dejected death knight might become the unseen menace of an area
that the PCs frequent. Based on the PCs' actions in the area, the death knight might gain a purpose and
abandon random murders in favor of a more strategic effort against the PCs.

King Haggard: Like King Haggard in Peter S. Beagle’s The Last Unicorn, a death knight could be the lord of a

desolate kingdom that guards something the PCs need. The death knight might even have mortal servants who
are not evil but serve out of a sense of loyalty to the former living knight. Dealing with this minion of evil without
unduly harming his misguided followers could present an interesting challenge to players.

The Black Knight: A death knight ably fills the role of a stereotypical Black Knight. This

works best if you disguise the death knight’s status as an undead warrior, and the death
knight works as an ally of the PCs for a time. Like some of the black knights of literature
and legend, the death knight might follow a strict code of honor despite his villainous
nature.

Genghis Khan: If you really want the death knight to make an impact on your players,
put it at the head of an undead army. Your death knight might be like Genghis Kahn,

gathering warriors of the conquered nations into its army as it moves. These warriors
might be the dead of the conquered, risen as undead warriors, or even living warriors
who believe that serving the death knight offers a better chance of survival than
opposing it.

Blackrazor: The adventure White Plume Mountain introduced Blackrazor, a magic

sword that stole a character's soul and made him subject to its whims. In your game,
you might use Blackrazor or invent a different magic weapon that steals its wielder’'s
soul and transforms the person into a death knight. The magic weapon might be the
true villain, with the death knight as its hapless pawn.

Lancelot and Guinevere: Consider pairing your death knight with an evil partner.
Perhaps your death knight is a version of Lancelot who has fallen for an evil Guinevere,
or your Guinevere might the death knight and Lancelot an evil lord. One might be a
vampire or demon who leeches off of the unrequited love of the other. In a dark turn on
the Arthurian legend, Guinevere is secretly a vampire or succubus who preys upon the
enthralled king while her dark knight Lancelot does her bidding, turning the shining
kingdom into a growing blight of darkness and despair.

About the Author

Matthew Sernett has been a designer of 4th Edition, the Editor-in-chief of Dragon Magazine, a pizza cook, an
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“Hunger is misery; a_full stomach is trouble.”

—Haitian Proverb

ouls are the root of all life. Whether mortal laborer, pro-

fame lich, or serene astral deva, nearly all creatures of

the multiverse possess this animating spark. All, except

deyourers. Lacking such vital animus, these undead
scour the planes, glutting their impossible hunger in an
endless blasphemy against all the laws of existence.

HISTORY OF THE DEVOUAER

Githyanki life ends in one of three ways: death in combat,
execution by mandate of cruel racial laws, or sacrifice to
Vlaakith, their dreaded Lich-Queen. Beyond service and
glory in. battle, there is little future for the servants of the
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githyanki empire. Even the most successful and skilled must
eventually submit to the “ultimate honor,” their souls con-
sumed by the Lich-Queen to fuel her profane immortality.
Such is the way of the githyanki—a bleak, hopeless march to
glories few survive to see, Those who rebel are hunted with
the utmost prejudice:

In the sixth century of the last Vlaakith's rule, a cunning
warlock named Xinfyrit rose through the tanks of the Lich-
Queen’s legions. The intense watlord became a hero to his
people, leading his armies to victory after hollow victory at the
Lich-Queen's whimsy. Droves of sycophants flocked to the war-
lock, and any who survived his rigorous testing gained places
as his apprentices. Buying his armies’ loyalties with the spoils
of conquered worlds and promises of eternal glory, Xinfyrit's
legions became more akin to cults of devoted followers. Yet the




ambitious general had no care for his
supporters nor his Tace’s great empire,
only for personal power and complete
control—goals directly impeded by the
continued existence of the Lich-Queen
herself. Thus, subtly, Xinfyrit's popular-
ity became the seeds of rebellion.

Yet Vlaakith was not blind, and the
ageless queen was intimate with the
ways: of deception and rtule. Upon
returning to Tunarath after the
purging of a world-spanning illi-
thid enclave, Xinfyrit was publicly
beckoned to the Lich-Queen’s palace,
Susurrus, to receive the Great Reward,
the consumption of his very soul—a
high honor. Graciously accepting,
the general and an escort of his finest
apprentices and knights entered the
Palace of Whispers, intent on murder-
ing the githyanki queen in a bloody
coup. Just as Vlaakith expected,

The resulting battle devastated
Xinfyrit's forces, and only by sacrific-
ing the vast majority of his troops did
the warlock and his closest apprentices
manage to escape to the depths of the

KNOWLEDGE OF THE DEVOURER

The following table shows the results of a Knowledge (religion) check as it relates
to devourers. A Knowledge (the planes) check might reveal the same information,

but the check DCs are always 5 higher. Information about devourers is most likely

to come from a planar scholar, loremaster, or githyanki. The devourer appears on

page 58 of the Monster Manual.

Knowledge (religion)
DC Result

21 The creature you face is a devourer, a powerful undead being from

another plane.

Devours can drain life force from a distance and can trap and consume a

creature’s very soul. This soul energy fuels a variety of death-related magi-

cal abilitjes.

Devourers are resistant to magic and, when bearing an imprisoned soul,
are immune to numerous magical effects.

Adevourercan only consume one soul at a time. As long asa figtire appears

within its ribs, it wen't try to devour another. If no such figtre is visible, it

doubtlessly hungers for a new soul to feast upon.

Astral Plane, pursued by the Lich-
Queen's most zealous champions: The
renegades” flight took them far and
lasted six grim years, but finally they
were captured by Vlaakith's agents,
their souls stripped and shackled
within black gems; their bodies left

to drift in the far-flung reaches of the
Astral Plane.

Xinfyrit's rebellion did not end so
quietly, though. Eventually, the husk
of the githyanki rebel drifted near a
color pool of fathomless onyx. Infused
by astral winds and emanations from
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the Negative Energy Plane, Xinfyrit's
soulless, plane-warped form reani-
mated with full memory of his death
and a hungry emptiness unlike any he
had ever known. Not fully understand-
ing what had happened, the deathless
warlock resurrected his apprentices in
the aura of the black color poel and,
together, they plotted their revenge and
an atternpt to reclaim their stolen
souls. Thus, the first devourers
were born.

Untold numbers of
shocked githyanki died
in the devourers’ assault
on Susurrus, their souls
fueling newly discoy-
ered and even greater
powers among the
undead. In the end,
Vlaakith and Xinfyrit
did battle over the
corpses of their fol-
lowers. It is unknown
who fell, but during this
decade the current Lich-
Queen took a vacant throne (the exact
span of a Vlaakith's reign being pur-
posefiilly obscured). As Xinfyrit did not
take control of the githyanki empire, it
seems unlikely that the newly spawned
deyourer was victorious, though his
fate remains unknown even to this day.
What is known is that several of Xinfy-
rit's devourer apprentices escaped their
second attack on the Lich-Queen with-
out their souls, fleeing into the Astral
Plane, the Ethereal Plane, and beyond.
Though his coup failed, Xinfyrit's rebel-
lion brought a dreadful realization to the
githyanki race, a newly-realized choice in
regards to death: that their lives can end
in either pain or in horror,

FHYSIOLOGY OF THE DEVOURER

As undead creatures, devourers do not
have a fanctional physiology and have
no place within the natural environ-
ment. Although they do not age, sleep,
or reproduce, they do hunger. Devour-
ers are literally soulless husks motivated
by the hate-filled echoes of their living
memories. All devourers seek to reunite
with their lost souls, whether that
essence be held prisoner somewhere
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or has departed to the Outer Planes.
To firel their hunt, and any of count-
less insidious schemes they might con-
coct to regain their essences, devourers
temporarily sate their infamous hunger
with the stolen souls of other creatures,
Such souls are consumed, digested, and
ultimately annihilated, denying their
victim any form of afterlife.

Should a devourer ever regain its
soul or altain proof pesitive assur-
ance that its soul has been destroyed,
it is unknown what might occur. Many
scholars posit that, if a devourer frees
its captured soul, the abomination
would simply die, the soul departing
to the proper Outer Planar realm. Oth-
ers;, though, contest that any creature
tenacious enough to cling to exis-
tence—even without a soul—would
not be content to pass on and, upen
completing or finding its quest fruit-
less, would likely succumb to mad-
ness, becoming an even greater terror
upomn the planes.

Although the first devourers were
doubtlessly spawned of the githyanki
tace, devourers of other races have
likely formed, The method by which
devourers are created remains unclear
but seems to rely upon three elements:

a body killed by the draining of its soul,
energies from the Negative Energy
Plane, and a third mysterious animat-
ing force. As the first devourers ani-
mated on the Astral Plane, some source
there unquestionably provides the req-
uisite vim, perhaps the astral winds,
influences of countless planar energies,
or the echoing memories of the dead
gods floating in the astral depths. The
ghostly energies of the Ethereal Plane
and sinister emanations of the Plane of
Shadew both also make those tran-
sitive planes fertile grounds for
the creation of devourers, These
strange energies cause a variety of
unusual alterations in a devour-
er’s physical (and possibly mental)
state—including hastened desic-
cation, the visible collapsing of
the corpse’s chest cavity, and an
Imcrease in size:

Despite the unusual nature of
some of the requirements neces-
sary for a devourer's animation, the
most important is a body with a
fundamental will to survive, even
beyond the removal of its'soul, As

these terrible corpses fuel their
selfish hunts with the destruc-
tion of other living souls, only
bodies inspired by the thoughts
and willpower of the most evil indi-
viduals arise as devourers. Hypotheti-
cally, a devourer could also arise fram
a body whose soul was removed and
has since passed onto the Quter Planes,
Such a departed soul might be wholly
unaware of the reanimation of its body.
Few things are more terrifying than the
prospect of a soul that's passed on to its
eternal reward being hunted by its end-
lessly hungering corpse.

STCHOLOGY AXD SOCTETY
OF THE DEVOURER

To understand devourers, one must
understand their hunger, As the crea-
tures possess 110 souls; 'they are victim-
ized by a yearning perhaps no other
creature in existence understands.
They are incomplete, and the very laws
of existence implant their unnatural
animate forms with the fundamental



DEVOURER PLOTS
Devourers are insidious in their methods and plots
to regain their lost souls.

To Consume a God: Rakis-Ka has come to the riins
of am ancient aboleth city, Golismorga, hoping to
gain increased insight and power by feasting upon

the essences of one of the aquatic race’s ancient,

unfathomable gods known as the Elder Evils (see “The
Lightless Depths,” in DunceoN #144).

Corruptor: A bargain with a dark religion left
Radraz'im the guardian of an unholy relic known
as the cauldron of corruption (see“Tears for Twilight
Hollow,” in. Dunceon #90). The devourer was
told the exact location of his soul butis magically
compelled to guard the cauldron for 10,000 years
or until it has spawned ten thousand undead. Thus, he
tempts any creature who discovers the cauldron to
raise legions of undead servants—not mentioning
his power to control such horrors.
abandened
githyanki fortress is rumored to be a lost

Soullessness:  An_ ancient,
storehouse of imprisoned souls and is
- haunted by undead githyanki call kr'y'izoth,
the result of necromantic experiments by
the Lich-Queen herself {see “The Lich
Queen's Beloved," in Dunceon #100).
What's net known is that the deveurer
Drazramml is the one spreading these
rumors, intent on interrogating and consuming any creature attracted by such
tales. Although the other resident undead are free willed, the devourer has subju-
gated them into working_-Far if.
Undead Revenge: The devourer Omaz'vril has awakened a legion of undead

spellcasters rarely end well, however, as
fmpatient and unstable devourers are
quick to lettheir anger and hunger take
hold at the slightest delay or failure, As
such, devourers are most comfortable
in the presence of outsiders and other

heretics and compelled them to attack a nearby temple. As his undead warriors
deal with the temple’s faithful, the devourer seours the cataconmbs below, seeking undead, creatures whose souls are fun-

to corrupt @ refic capable of summoning back the souls of the departed:

drive to correct the grievous wrong
Thus, devourers temporarily sate this
yearning with stolen souls. While
a devourer suffers no perceivable
hindrance for not having a trapped
essence, the longer one goes without
a soul to feed on the greater its sen-
sation of hunger grows. A devourer is
driven to feed within hours of losing a
trapped essence and is nearly mad with
hunger in a matter of days. Although
smart enough to avoid suicidal efforts
to garner food, a starving devourer is
imcreasingly willing to take risks for a
worthwhile soul to devour. While they
can burn the essence of simple beasts
or even other undead, only the “taste”
of thinking, living creatures can sate
their unliving hunger for long.

As most devourers actively scour
the planes for their lost souls, these
undead are momadic hunters, most
often encountered on the Transitive
Planes as they roam from world to
world. When encountered on the Mate-
rial Plane, they are most commonly
hunting for souls, searching for clues
as to their souls’ whereabouts, or'in
the midst of some plot to reveal their
essences’ locations. Offen being quite
intelligent, devourers are able to see the
benefits of allying with living creatures.
Powerful clerics, sorcerers, and wizards,
especially those with potent divination
magic or the ability to question dei-
ties, prove most helpful to devourers,
as such magic-users might aid in locat-
ing their sonls. Alliances with mortal

damentally different from those for
which they hunger, Some githzerai have
come to surprisingly beneficial agree-
ments with the eldest devourers, pos-
sibly the apprentices of Xinfyrit's rebel-
lion. These monks employ devourers
as guardians of monasteries in Limbo,
feeding the undead horrors a steady
steam of souls from captured githyanki
as they meditatively search for the crea-
tures' lost essences.

Even when temporarily taking up
residence somewhere, devourers do not
surround themselves with symbols of
death. Indeed, those seeking them are
less likely to find devourers ina crypt
than a forest, Devourers wantto be where
the living are, and thus they avoid places
shunned by their meals. They most often
lair near communities or major trade
routes, luring mortals to secluded places
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using their suggestion ability. Fortunately
for all living creatures, though, devour-
ers are not gluttons and are driven ever
onward by their searches. Thus, unless
a devourer believes its soul is hidden
nearby, its incursion is likely short and
its victims few.

If forced inte battle or facing a vic-
tim more powerful than it expected, a
devourer with a trapped essence uses its
spell-like abilities freely, confident it can
trap anew essence as soon as the current
one is expended. In fact, consuming its
current essence quickly makes its most
powerfill attack—trap essence—avail-
able sooner. If it has time to prepare, a
devourer casts enough spell-like abili-
ties fo leave its trapped essence nearly
depleted. It can use its speciral hand
ability to deliver both a touch attaclk,
such as ghoul touch, and its own energy
drain, as a single attack. Once a foe
has been energy drained several times
the devourer moves on to 4 new target
unless it needs to feed. A devourer fac-
ing numerous armored oppenents tries
to catch as many as it can in the area of
its confusion ability, hoping to reduce
their effectiveness. In the aftermath, a
deyourer can “smell” the most power-
ful soul, burning any essence already
trapped for a more savory meal.

DEVOURER ALLIES

Typically, devourers have mo treasure
because they have no lairs nor do they
need to linger in one place for long. Any
treasure a devourer gathers from its vie-
tims is quickly used to pay off vile crea-
tures summoned with its lesser planar ally
spell-like’ ability. Although devourers
spend no experience points when using
this ability, they must take 10 minutes to
use it and pay their summoned ally for
services as outlined in the spell deserip-
tion. Obviously; a devourer rarely has a
spare 10 minutes during a combat to call
for help, but one planning an attack or
knowing it's being hunted is a different
matter. A devourerable to gather as much
treasure as a monster of its CR typically
carries could pay one 6 HD planar ally to
serve in a series of raids taking up to 12
days or three 5 HD planarallies to serve
for a task taking up to 11 hours.
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For multi-day attacks devourers
typically favor a bearded devil (6 HD)
to serve as a bodyguard and shock
trooper, with the devil entering a bat-
tle frenzy to hold stronger foes at bay
while the deyourer consumes a weaker
target. A devourer seeking to infiltrate
a town might sumoon a suceubus to
gather information for it or lure vie-
tims from the relative safety of civili-
zation. Alternatively, a devourer sim-
ply needing muscle for a single raid
most often summons three xill for 11
hours, While the xill aren't as danger-
ous in ‘combat as the devourer itself]
their ability to make four attacks a
round, paralyze, and planewalk allows
them to deal with numerous lesser
foes (or gang up on one powerful
enemy), freeing the devourer to focus
on one victim.

Devourers: also often use other
undead as allies, especially ghasts and
wraiths, They work well with ghasts,
as those undead only want to feed
on the dead and devourers feed on
the living; Should doing so suit their
plans, devourers might establish con-
trol over packs of lesser undead with
control undead. More powerful beings
sometime employ devourers to act as
commanders of lesser undead.

Devourers rarely ally with omne
another, unless the same event
spawned them both. Otherwise, their
goals prove too divergent to weather a
competitor with the same hunger.

ALTERMATIVE DEVOURER ORIGLSS

Little enough is known about devour-
ers that a DM could give them origins
more appropriate to a specific cam-
paign. A few possible optional origins
are outlined below,

Missing Mortality; The transition
from life to lichdom is fraught with
peril. A powerful spellcaster seeking to
make the transformation into undeath
unleashes potent magical forces as he
attempts to transition his soul to a phy-
lactery. Should he lose control of these
forces, the soul-laden phylactery might
be flung to some randem corner of the
multiverse, cursing the spellcaster to
an existence as a devourer.

Ravenous Genesis: Devourers are
created when a barghest is killed by
ghoul fever contracted from a ghast.
The deyourer inherits the hunger of
both creatures, although it remembers
little of its former life.

Soul Reapers: A few senior clerics of
Nemill have access to a ritual that can
turn anyone who died of starvation into
a devourer, although they refer to these
undead as soul reapers. The ritual can-
not be performed on the Material Plane,
resulting in devourers being native to
the Astral and Ethereal Planes,

ADVANCED DEFOURER

Shivra of the gish caste was one of Xinfy-
rit's first apprentices, a sorcerer of great
skill but possessed of a deep-rooted fear
of dying. Hoping to free herself from
the Lich-Queen's inevitably fatal edicts,
the githyanki spelleaster stood with her
master when he attempted to overthrow
Vlaakith, fled with him to escape the
tyrant's wrath, and ultimately died by
his side. When Xinfyrit and his minions
returned to Susurrusas deyourers, it was
Shivra's mission to locate and confiscate
the stolen souls of the newly spawned
devourers. Before their assault was
turned back by the Lich-Queen's forces,
Shivra discovered that the Lich-Queen
had not consumed their souls, but rather
had sent the black gems to some hidden
githyanld holding on a back-water Mate-
rial-Planar world. Escaping the Palace
of Whispers with this information, the
devourer now hunts the planes seeking
more clues, both to the location of her
soul and regarding the survival of her

master, Xinfyrit.

SHIVRA CR15
Always NE Huge extraplanar undead
Init +3; Senses Listen +28, Spot +28;
darkvision 90 fi.
Languages Common
AC 33, touch 7, flat-footed 33
(~1 Dex,—2 size, +7 armor, +19
natural)
hp 162 (25 HD)
Immune spell deflection, undead

immunities
SR 26
Fort +8, Ref +9, Will +17




Speed 30 ft. (6 squares)
Melee 2 claws +24 each (2d6+13.and
energy drain)
Space 15 ft.; Reach 15 ft.
Base Atk +12; Grp +33
Atk Options Combat Expertise,
Improved Disarm
Spell-Like Abilities* (CL 22nd; ranged
touch +9):
At will—canfusion (DC 18), control
undead (DC 21), ghoul touch
(DC 15), lesser. planar ally, ray
af enfeeblement, spectral hand,
suggestion (DC 17), true seeing
* Expend one level of trapped essence
per 5 spell-like abilities used

Abilities Str 36, Dex 8, Con —, Int 18,

Wis 16, Cha 18

Feats Ability Focus (trap essence), Blind-
Fight, Combat Casting, Combat
Expertise; |mpraved Disarm, Improved
Natural Attack (claw), Lightning
Reflexes, Weapon Focus (claw)

Skills Climb +28, Concentration +25,
Diplomacy +23, Hide -9, Jump +28,
Knowledge (the planes)+18, Listen
+28, Move Silently +14, Search 429,
Spot +25, Use Magic Device +29

Possessions wrappings of armor +5 (as
bracers of armor +5), ring of blinking,
ring of force shield

Energy Drain (Su) Living creatures
hit by Shivra's claw attack-or
spectral hand ability gainone
negative level. The DC is 26
for the Fortitude save to
remove a negative level. The
save DC is Charisma-based.

Trap Essence (Su) Shivra can consume
an enemy’s life essence. To do so, she
must forgo her normal melee attacks
and make a trap essence attack. This
requires a normal attack roll but deals
no damage. The affected creature
must succeed at'a DC 28 Fortitude
save or die immediately. The save DC
is Charisma-based,

A slain creature’s essence is
trapped within Shivra’s ribs, and the
figure takes on that victim's features.
The trapped essence cannot be rajsed
or resurrected, but a [imited wish,
miracle, or wish spell frees it, as does
destroying Shivra. Shivra can only
hold one essence at a time.

The trapped essence
provides Shivra with
enough power to use
five spell-like abilities for
each Hit Die or level of

the trapped creature. As

this energy is expended, the
twisted soul fades away until
it evaporates completely. The
trapped essence gains one
negative |evel for every five
times Shivra uses one of her
spell-like abilities. When

the essence’s number of
negative levels equals the
creature's total Hit Dice or
level, the essence is destroyed. If

an essence is freed, the restored
creature must succeed on a DC 28
Fortitude save for each negative level
or lose that level permanently.

Spell-Like Abilities At the start of any

encounter, the trapped essence
within Shivra is assurned to have
5d44+3 levels.

Spell Deflection (Su) The trapped

essence providesa measure of
magical protection. Ifany of the
following spells are cast at Shivra
and overcome her spell resistance,
they affect the imprisoned essence
instead: banishment, chaos hammer,
confusion, crushing despair; detect
thoughts, dispel evil, deminate person,
fear, geas/quest, hely word, hypnosis,
imprisonment, magic jar, maze,
suggestion, trap the soul, or any form
of charm or compulsion. In many
cases, this deflection effectively
neutralizes the spell. Some of these
effects might eliminate the trapped
essence, depriving Shivra of her
spell-like abilities until she can
consume another victim, =
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“And naughtwill be left save shattered thrones with no rulers.
But the (leadgﬂ ragons shall rule the world entire...”

—From Magla§'s The Chroniclesof Years to Com

as translated Dy Sammaster thd Mad, circa 887 pr

AT |

when spectral winds carry strange sounds from the dark-

ness? That time when dread clutches the stomach and
fear tingles along the spine of even the most stout-hearted;
where every mundane shadow becomes a sinister, alien visi-
tor. Night terrors have haunted the living since time began,
and with good reason, for many imagined fears are all too
real. None, though, commands the dark of midnight skies
and abyssal caverns with the horror and the authority of the
immortal night dragon—the dracolich. The most powerful
creatures of nature and magic transformed into ever-living,
undead monstrosities, they are threats to all who fall under
their sway and few can flee beyond their skeletal claws.
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HISTOFSY OF THE DRACOLICH

Many sages and magical practitioners—"experts” in the
realm of dragons—claim that Falazure the Night Dragon
created the first dracoliches. There might be some truth
to this, considering that “night dragon” is a commonly
accepted term when referring to a dracolich. As wholly
unnatural, created beings, however, a common heritage is
hard to trace. The origins of dracoliches are as varied as
the locales in which they appear, whether they come about
through the machinations of madmen and demented
cults or by dragons instigating the unnatural process
through their own arrogance and naked ambition.



The earliest known dracolich, the
infamous Dragotha, was created from
the body of one of Tiamat's favored
consorts. The god of undeath, Kyuss,
granted him unlife in exchange for
then,
mortal adepts have developed dim
echoes of Kyuss’ magics in the form

his eternal servitude. Since

of a powerful ritual accompanied by
the consumption of a foul magical
concoction—part poison to slay the
imbiber and part elixir to bring about
the cold existence of undeath—called
The Damnable Libation, or more
simply, dracolich brew.

One other commonality in the ori-
gins of dracoliches is their absolute
reliance on a magical phylactery in
which to store their souls. In this they
parallel their humanoid counterpart
in undeath, the lich. No one is sure
how they came to lolluw this path and
no other form of undead is so reliant
upon such a receptacle—except per-
haps vampires’ connections to their
coffins. Perhaps dracoliches rely
upon these essential repositories for

their nigh invulnerability, although

- 15 dra:olich isa fearsome foec;r;blmng all the powerﬁ.nl abulltles a
dragon enjoyed in life with those granted by an undead existence. As

skelctal beungs, thcy are most vulnmble to bludgcomng weapons.

 Like. liches, drzcullchﬁ hide their life fora in ph'flac:enes.()nl'y ifthe

phyl:dery is found and destruyed Gna draco!u:h be permanent!y slam

35 When inhabiting a body other than its own, a dracohch spends a fcw
days as a weakened proto-dracolich. If the proto-dracolich can be found
during this time it is more easily destroyed and might serve as a clue to
the hiding place of its phylactery.

they trade it for extreme vulnerability

at the hands of anyone who should

locate their soul-storing phylactery.

Perhaps this crucial vulnerability

holds

such as being a representation of the

some symbolic significance,

Hades Pyxis, the receptacle of Fala-
zure hidden somewhere within the
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THE FIRST DRACOLICH

shadowed plains of the Gray Waste
and said to hold the accumulated
knowledge of all dead dragons.

PHYSIOLOGY OF THE DRACOLICH

Dracoliches have no metabolism and
therefore no need to eat. Old habits die
hard, however, and the desire and racial
hunger to consume lesser creatures
might still exist. Some dracoliches still
carry out the function of devouring
prey, but the flesh simply falls through
their rotting skeletal forms, leaving
mountains of mangled corpses, Some-
times, a dracolich eats foes simply
out of malice or to feed parasites that
cling to its remaining flesh. A dracol-
ich is aware that its maw makes for a
fearsome weapon—what better way
to make an example out of an enemy
than consume him before his friends’
eyes? In all other physiological aspects
dracoliches follow the same path as
liches, having no need to eat nor hav-
ing any inescapable cravings or depen-
dency on diets. Dracoliches are magi-
cally created and, therefore, have no
ability to propagate.

CSICHOLOGY AND SOCIETY OF
THE DRACDLICK

Consider a creature that lives almost
forever agreeing to its own excruciating

T orscon sas une 2006

murder to assure complete immortal-
ity. Could it be that all dragons, tor-
tured by the knowledge of their own
transience, face this death gladly? Could
their near endlessness be a living curse;
the very nearness of immortality being
a madness that mortal minds cannot
conceive? Dare they trust those who
promise them immortality in the final
moments before their deaths?

Some believe thata dracolich must,
by necessity, be insane: a dragon
driven by such insatiable need and
ego that it cannot perceive its own
death and is willing go to any lengths
to avoid it—including the tortuous
ritual of death followed by an appall-
ing undead rebirth. Others say that
lichdom is something most dragons
some day strive for, as the thought of
their own mortality is unbearable to
such narcissistic creatures. Perhaps
they are to be pitied—creatures so
unable to face rest that they will-
ingly go to any lengths to avoid it, so
fuelled by greed and desire that they
cannot conceive of such hungers
ending. Avoiding death becomes an
obsession, a need so great that it
causes them to face their own ago-
nizing poisoning to achieve it.

Dracoliches, as creatures of great
intelligence, are consumed by needs
and quests, driven by the knowledge

that one day they will succeed in all
their goals and face the ultimate terror
of torpidity. They are thus creatures of
great distraction, able to juggle a thou-
sand plots at any time, almost needing
to do so. They are also, therefore, many
things to many people: a tyrant rul-
ing a kingdom, a benefactor to sages
engaged in unfathomable studies,
a fearsome battle lord conguering
vast territories, and a terrible legend.
Uniquely driven, dracoliches are ter-
rible creatures indeed, sometimes
seemingly mad in their goals and
desires—which are almost as endless
as their own lives.

When two or more of these fero-
cious, proud, and terrible creatures
meet, such engagements frequently
end in one'’s destruction. A dracolich
is a terrifying foe, and other dracoli-
ches rightly avoid their own kind for
fear of being matched. As such, they
use their ancient cunning to lure oth-
ers to do their dirty work for them,
spreading rumors of boundless trea-
sure along with their opponents’ pos-
sible weaknesses, all the while dou-
bling and redoubling their already
obsessively thorough defenses.

FHYLACTERIES

The one true weakness of a dracol-
ich is its phylactery. As the destruc-
tion of this relic spells calamity for its
draconic owner, a dracolich obsesses
about its phylactery and weaves plots
of astonishing complexity around
its whereabouts. The destruction of
a kingdom or loss of a hoard means
nothing to the dracolich compared to
the safety of its precious soul.
Dracoliches thus devise an amazing
array of lies and ruses, rumors, false
leads, and fakes to prevent their true
phylacteries from falling into the wrong
hands. Alternatively, some dracoliches
prefer to keep their phylacteries with
them—cunningly hidden beneath the
strongest metals, or held within their
form—sometimes melded to appear
like parts of their own skeletal bodies.
Other dracoliches prefer more obvious
approaches, like horrendously trapped
dungeons guarded by the toughest



monsters. Some prefer the double bluff
approach—hiding their phylacteries
in places so obvious that no one would
think to find them—wreathed beneath

protection spells within a cathedral, for
example, or perhaps built into the foun-
dations of some huge civic building in
the center of a city.

Phylacteries are as unique as the
dracolich to which they belong; exam-
ples include sheets of paper-thin iron
covered in sigils and bizarre illustrations,
a length of horn from some impossible
creature woven into an incredible knot
of Tune-inlaid ivory, or a stone puzzle-
box with a hundred different possible
shapes. Regardless of how a phylactery
looks, most possesses the same statis-
tics—a Tiny object with 4o hp, hardness
20, a break DC of 40, and immunity
or resistance to a variety of energies,
often related to the color the dracol-
ich possessed in life. If the phylactery
is destroyed, the dracolich suffers no
physical harm but it is unable to create
a new phylactery. Thus, if it is slain, its
death is permanent. (More on dracolich

phylacteries can be found on page 120
of the Draconomicon.)

EXAMPLE DRACOLICHES

No two dracoliches are alike, either
physically or mentally, and each indi-
vidual creature makes a special lair
with unique followers, and shaped
by its motives and desires. In creat-
ing lairs for dracoliches, bear in mind
that such places are littered with so
many potential escape routes that
reaching their residents at all could
be a task worthy of several adventures.
Such lairs are guarded not only by the
dracolich but by the surrounding ter-
rain and devout followers both secret
and overt.

[HE BREATHER OF LOCUSES

At the heart of the rainforest lies a
steep hill strangled by twisting jungle
boughs. This hill is alive: a brooding
draconic terror that merely appears to
be held amid the overgrowth. Yellow
bones and decaying green flesh fester
in the vines—a rotting olive spider in

the heart of its web, a living building of
bone, decay, and hate. Vast canvases of

skin flap from the frame, like sails on
some huge vessel, and ribs like towers
rise sharply upward to a gablelike back
and a great green head. Two huge black-
ened sockets stand like caves at the top
of this terrible form, and from within
them burns a malicious green fire.

The Breather of Locusts is an
evolved great wyrm green dracolich
(see Libris Mortis) capable of vomiting
from its rotting stomach huge plagues
of bloodfiend locusts (10 swarms at a
time). Of almost unfathomable age, it
dwells in the legendary Twilight Mires,
part of a great rainforest from where
it plans, occasionally sending its chil-
dren—swarms of bloodfiend locusts or
hullathoin (both from the Fiend Folio}—
into the world to do its bidding.

The Twilight Mires are a nightmare

land of bottomless, sucking pools, of

floating bogs where whole horizons
seem to sway like bloated skins, of riv-
ers that twist like mazes through deep
canyons, and twisted rainforests filled
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with ancient trees that weep in the
dark. In the deepest quicksand abyss
of this place the Breather of Locusts
hides his phylactery, a sphere of fused
animal skulls. Nothing else lives in the
forest, its floor of fallen leaves hiding
uncountable numbers of bones.

SIY FEASIER

Sin Feaster—the LychSpider, Slayer of
Harvests, the Nightmare that Watches
and Waits—dwells in an abandoned
cathedral on the edges of a cliff over-
looking the ruins of a city the dracol-
ich destroyed on a whim. The Feaster, a
corrupted wyrm black dragon dracolich
(see the Book of Vile Darkness), has made
an alliance with the followers of Lolth
and claims to be a consort of the Spi-
der Queen herself. Its ruinous

cathedral is choked with vast

webs, with the dracolich lair-

ing in the spire itself, hundreds

of feet up, where it watches and
broods over its phylactery, an
iron sphere that sits at the top of
the spire. Driders and spiders live

in vast numbers in the dreadful city of
webs, making it a nightmare of arachnid
horrors. The spiders have spread their
influence over the rocky hills and deep
valleys, giving the region its name: the
Ill-Woven Vales.

AURGLOROSA

Within the lost dwarven city of
Thunderhome—a realm she person-
ally destroyed—the shadow dragon
dracolich Aurgloroasa scrys all
those she calls foes. Vain and
powerful, Aurgloroasa is
an obsessive
and calculating adver-
sary—traits  exem-
plified by her

schemer

fixation with collecting every scale
she has ever lost and fusing each
brittle obsidian shard back onto her
undead form, partially disguising her
undead nature. Through her subtle
manipulations from deep within
the mountain, Aurgloroasa controls
a vast network of worshipful agents,
dictating events through them and
from the shadows that cloak her every
movement. The poisoned whispers
she hisses from the darkness and her
mastery of shadows have led her to be
known as the Sibilant Shade.

AURGLOROASA

Female ancient shadow dragon
dracolich

CE Huge undead

Draconomicon 146 and 191

Init +2; Senses blindsense 60 ft.,
darkvision 120 ft.; Listen +31, Spot +29

Aura frightful presence (300 ft., Will
DC 35)

Language Abyssal, Celestial,
Common, Draconic, Dwarf, Elven,
Gnome, Goblin, Infernal, Terran,
Undercommon .

AC 52, touch 8, flat-footed 52

hp 387 (31 HD); DR 15/magic and
5/bludgeoning

Immune cold, electricity, energy drain,

CR23

paralysis, polymorph, sleep;

undead traits
SR33
Fort +22,




Ref +19, Will +26

Spd 80 ft. (6 squares), 150 . fly (poor)
Melee bite +40 (2d8+10 plus 1d6 cold
plus paralysis) and
2 claws +37 (2d6+5 plus 1dé6 cold plus
paralysis) and
2 wings +37 (1d8+5 plus 1d6 cold
plus paralysis) and
tail slap +37 (2d8+12 plus 1d6 cold
plus paralysis)
Space 15 ft.; Reach 10 ft.
Base Atk +31; Grp +49
Special Actions breath weapon (50-
foot cone, 6 negative levels, DC 37),
paralyzing gaze
Spells Known (CL 13th, +29 ranged touch)
6th (5/dayy—create undead, disintegrate
(DC 26)
5th (8/day}—magic jar (DC 27), mind
fog, persistent image (DC 25)
4th (8/day)—bestow curse (DC 26),
crushing despair (DC 24), summon
monster IV, unhely blight (DC 24)
3rd (16/day}—clairaudience/
clairvoyance, dispel magic, fireball
(DC 23), ray of exhaustion (DC 25)
2nd (8/day)—alter self, blindness/
deafness (DC 24), darkness, desecrate,
web (DC 22)
1st (9/day)—chill touch (DC 23),
magic missile, obscuring mist, ray of
enfeeblement (DC 23), shield
0 (6/day}—arcane mark, dancing
lights, daze (DC 20), detect magic,
ghost sound, mage hand, message,
prestidigitation, read magic
Spell-Like Abilities (CL 13th)
3/day—mirror image, nondetection
2/day—dimension door
1/day—shadow walk
Spell-Like Abilities (CL 15th)
1/3 days—control undead

DRACOLICHES IN EBERRON

+39, Knowledge (dungeoneering) +34,
Knowledge (history) +34, Knowledge
(local) +24, Knowledge (nature) +24,
Knowledge (religion) +43, Knowledge
(the planes) +43, Listen +31, Move
Silently 435, Sense Motive +39,
Spellcraft +43, Spot +29

Possessions bracers of armor +8,
crystal ball with true seeing, darkskull,
gem of seeing, ring of wizardy IlI, wand
of gentle repose (44 charges)

Abilities Str 31, Dex 10, Con —, Int 28,
Wis 28, Cha 31

SQ invulnerability, shadow blend

Feats Blind-Fight, Flyby Attack, Greater
Spell Focus (necromancy), Hover,
Improve Initiative, Lightning Reflexes,
Multiattack, Quicken Spell, Silent
Spell, Spell Focus (necromancy),
Weapon Focus (bite)

Skills Appraise +24, Bluff +44,
Concentration +25, Diplomacy +35,
Gather Information +40, Hide +30,
Intimidate +44, Knowledge (arcana)

Breath Weapon (Su) Aurgloroasa’s
breath weapon is a so-foot cone of
billowing smoky shadows. Those
affected by this breath attack gain
6 negative levels. Those who make
a successful DC 37 Reflex save gain
only 3 negative levels. Removing a
negative level requires a DC 37 For-
titude save 24 hours later (see the
rules for energy drain on page 308
of the Monster Manual).

Paralyzing Gaze (Su) Aurgloroasa's gaze
can paralyze victims within 40 feet
who fail a DC 35 Fortitude save. If the
saving throw is successful, the victim is
forever immune to her gaze. If it fails,
the victim is paralyzed for 2d6 rounds.
The save DC is Charisma-based.

Paralyzing Touch (Su) Any creature struck
by one of Aurgloroasa’s physical attacks
must make a DC 35 Fortitude save or
be paralyzed for 2d6 rounds. The save
DC is Charisma-based.

Invulnerability If Aurgloroasa is slain,
her spirit immediately returns to her
phylactery, a single unremarkable
onyx gem she hides in plain sight
upon a towering obsidian pillar
within her lair. If no dragon-type
corpse lies within 90 feet for her
spirit to posess, the dracolich is
trapped within her phylactery

until such a time—if ever—that

a corpse becomes available. If her
phylactery is destroyed while it
contains the dracolich's spirit and a
suitable corpse is not within range,
Aurgloroasa is permanently slain,
Likewise, she is unable to possess
the corpses of other dragons if her
phylactery is destroyed.

Shadow Blend (Su) In any condition
of illumination other than full
daylight, Aurgloroasa can disappear
into the shadows, giving her total
concealment. Artificial illumination,
even a light or continual flame spell,
does not negate this ability. A daylight
spell, however, does.

BECONTNG A DRACOLICH

Although the dracolich brew and accom-
panying ritual is by far the most com-
mon method of becoming a dracolich
(if such a thing can be considered com-
mon), there are other, even less-known,
paths to this form of immortality.

The Well of Dragons: Hidden in an
ancient caldera deep within a range
of violently active volcanic spires, the
Well of Dragons is difficult to reach
even by draconic standards. This stag-
nant lake has been a dragon grave-
yard for untold centuries, its murky
black waters riddled with ash and
islands of dragon bones. Unlike other
dragon graveyards, though, this place
has been forsaken by all goodly drag-
ons, and thus only chromatic dragons
come here to die.

A cursed place said to have once been
a brooding pit of the great dragon Tia-
mat, the dragon mother beckons her
most powerful children back to the
Well of Dragons as they near the times
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of their deaths. The Chromatic Dragon
is not a nurturing mother, though, and
secks the service of her spawn even
in death. Most dragons who drink
directly from the Well of Dragons are
stricken down and die immediately,
animating as mindless zombie drag-
ons (see the Draconomicon, page 198)
in 1d4 days. Those with exceptionally
powerful personalities (Charisma of 25
or greater) sometimes manage to retain
their minds, awaking in 1d4 days as
dracoliches, the skulls of nearby lesser
dragons spontaneously becoming their
phylacteries. The waters of the Well of
Dragons have no effect if removed from
their tainted caldera.

Through the centuries the Well of
Dragons has become a legend among
dragonkind, leading countless wyrms
on fruitless and often fatal searches for
its location. Those who find the cal-
dera must still contend with the dead
wyrms that have come before them,
now total slaves to Tiamat's will and
protectors of the foul well.

Spiritgorgers: After uncounted eons
of undeath some liches'—and even
some dracoliches’—physical forms
decay to dust, leaving only their phy-
lacteries behind. In most cases such
undead reform in some hateful new
body, refreshed and more powerful

ALTERNATE DRACOLICHES

than ever—but occasionally they return
to their phylacteries as trapped souls.
Such phylacteries, known as spiritgorg-
ers, are dangerous to deal with. The
hateful unlife within the phylacteries
whisper and make promises to anyone
who has the misfortune to find them.
If the owner makes a willing pact with
the phylactery he curses himself with
lichdom—his physical form is instantly
destroyed and he rises as a lich with
two minds in one corrupt body. Such
schizophrenic abhorrences are usually
driven mad by their impossible double
mind or are wholly overwhelmed by the
lich's ancient sentience.

Rare cases exist of demented dracoli-
ches being created in such a way. The
mad dracolich of the Corusk Mountains
calling himself the Infernal Skald is one
such example of this sort, combining the
essence of the ancient dragon Prystis-

these the White with the frost giant
sorcerer/bard Beostagg,

Able to assume either

Pholoctery

alternates between visiting the giantholds
of the mountains as a lorekeeper and
entertainer or razing them as a draconic
attacker—often both on the same lodge
within a week.

Soul Substitution: On very rare
occasions, when the circumstances
are just right, a dragon skeleton that
has been necromantically charged
and kept in long proximity with a
receptacle holding the essence of
some powerful evil being—such as an
entrapped fiend or bound soul—can
spontaneously arise as a dracolich.
One occurrence of this phenomenon
bides its time at the Silphar Royal
Museum in the Kingdom of Raoke.
For long years this museum has dis-
played the treasures of the ancient
priest-king Ramaket, looted from his
hidden burial site by graverobbers.
Among these treasures is ajeweled urn
said to hold Ramaket's ashes. Yet also
within the urn resides Ramaket's soul,
which has been helplessly imprisoned
in the vessel for millennia. In an adja-
cent gallery hangs a display featuring
the mounted skeleton of an old blue
dragon. The curator of the museum,
a sorcerer, secretly cast animate dead
on the skeleton to guard the treasures
of the museum against thieves. Unbe-
knownst to the curator, the powerful
will of Ramaket’s entrapped soul has
slowly begun influencing the necro-
mantic magic animating his mindless
guardian, gradually transforming the
undead thing into a dracolich with
the mind of the evil priest-king—the
ancient urn serving as its phylactery.
It is only a mater of time before the
soul will have attained sufficient con-
trol of its new body to launch a second
reign of Ramaket.
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.when three moghs rose from the lap of the forest, dragons, terrible
and gregt;mide war on this world of Krynn.”
—The Canticle of the Dragon

THE ECOLOGY Of HE
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harging through the acrid smoke of the battlefield world of Krvonn, home of the
and the many wars that would play out upon it.

DRAGONLANCE campaign setting,

wings flapping, swords drawn, a company of draconian
Takhisis repeatedly attempted to conquer Krynn, her cause

shock troopers terrifies even the most hardened

Nobody could

of the Lance. Since then, draconians have left an indelible Each time, knights, elves, and Paladine’s dragons defeated her.

es, lizardfolk, evil humans, and goblins

imagined such creatures before the War [ |..|||‘.[:'

1

IMPression, one colored by rumor, supposition, and fear. Bitter at the failure of her armies, Takhisis [‘|\-l‘:r.‘d.l revenge

after revenge, final king upon an answer. She needed a
HlSTORY Of IH[ DRH(OHIHN new race of warriors and 1ts, loyal to her alone, a living
Legends say that in the ancient days of Krynn, Paladine, the symbol of her hatred fo agons of light
noble ruler of the gods, and Takhisis, the Queen of Darknes She gave Harkiel, a sly and cralty female red dragon, the
bent their divine wills upon the elements and created the first task of secretly flying to the Dragon Isles. There the good

dragons from base metals. Dragons of tin, lead, nickel, zinc, + last thousand years apart from the

and iron, these creatures were the blessed of the :_;l".i-\t'-_\‘.n-‘ s mortals of Krynn. From them Harl stole their precious
Iakhisis, however, wanted the dragons as her own and, whis- eges, leaving behind her Dark Queen’s threat: stay out of
pering corruption into their ears, they became tarnished and the cor » conflict or the vould be destroyed. Thus,
wicked. Sorrowful, Paladine so to create five more dragons the good dragons r vatching helplessly as
this ime trom precious metals, and set them in opposition to the powers ol ¢ il be . in secret, readying their

their now chromatic cousins. Thus the gods set the stage for the armies |



Takhisis had no intention of keeping
the eggs safe. Indeed, they offered the
key to her revenge. She imparted upon
Dracart, a wizard of the infamous black
robes, and Wyrllish, one of her da
clerics, the instructions for a vile ritual.
Together with Harkiel, these depraved
individuals corrupted the good dragons’
eggs with dark magic, blasphemous
invocations, and dragon ichor, deep
within the dungeons beneath the city of
Sanction. When these eggs hatched,
entirely new race spilled forth from the
defiled shells—draconians.

The forces of the Queen of Dark-
ness made quick use of this new secret

ng rapidly, the draco-
ns matured, t
a powerful appenc

swiftly ¢

their effectiveness. As the War of the

Lance unfolded, refugees spread word
5 but the

world had not s
than a thousand y
populace largely considered these
reports the ravings of madmen—at
ast, until the abominations took to
fields of war en masse.
After months of battle, the belea-
puered forces of good discovered the

secret behind draconian creation,

KNOWLEDGE OF THE DRACONIAN

The following table shows the results of a bardic knowledge or Knowledge
(arcana) check related to draconians. This table assumes that a game takes place
after the defeat of Dracart, Wyrllish, and Harkiel. Prior to this event most of the
information about draconian creation remains unknown.

Knowledge (arcana)

DC  Result

10 Draconians are brutal dragon-men. They have wings and scales and walk
on two legs. Less savage than orcs or goblins, they wear armor and use
weapons like trained warriors.
There are different breeds of draconian, and they all die in different,
dangerous fashions. Some turn to stone, some to acid, and some explode.
The five types of draconian are aurak, baaz, bozak, kapak, and sivak.
Bozaks and auraks cast spells, while sivaks can change shape and take
the form of people they kill. The presence of evil dragons boosts the
confidence of draconians.
Each of the five breeds of draconian is linked to one of the five good
dragons. Despite being creations of dark magic, not all draconians
are unable to overcome their evil tendencies.
Avile corruption ritual creates the draconians and involves the eggs
of good dragons. An evil wizard, a dark cleric, and an evil dragon are
required to perform this ritual.

venlion,
infiltrated the tunnels underneath {
Sanction and learn e truth. The aveng ered young and
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THE DRACONIAN CREATION RITUAL

Il accounts, Tak

only entrusted the secret of creating draconians to Dra-

, Wyrllish, and

:|. Historians report even earlier experi-
'd almost all of them failures. The true ritual
antations and prayers to Takhisis, chanted in

oneort ) dUraKs.

characteristics, vary from one breed to
the next.

Although only one race, there
exist five different breeds of draco-
nian, one spawned from each type
of metallic dragon.

Baaz: Baaz draconians are the
shortest and most capable of pass-
ing as other humanoids—with
a little help from cloaks and masks.
Their scales are brass colored, acquir-
ing a greenish-brown patina as the
draconian ages. Baaz frequently dis-
play ramlike horns or thick curving
plates around their skulls, reminiscent
of the brass dragons they're spawned
from. Their features are consider-
ably less reptilian in appearance than
other draconians, with blunt snouts
and thin lips, but undisguised they
are never mistaken for humans. When
a baaz draconian dies, the draconis
fundamentum causes widespread
calcification, possibly related to the
brass dragon’s stasis-inducing breath
weapon. The outward result is that the
baaz becomes a stonelike statue that
crumbles to dust minutes later.

Kapak: Slightly taller and sleeker
than baaz draconians, kapaks have lon-
ger snouts and snaggle-toothed jaws.
Their whiskers, a mane of thin, dark
hair, and softly padded feet give them
an almost catlike appearance, but
the coppery-brown scales and wings
indicate otherwise. Kapaks possess
a set of two glands underneath their

tongues, which constantly produce
venomous saliva. This, together with
the acidic quality of the draconis funda-
mentum, betrays their copper dragon
progenitor. When a kapak dies, this
caustic fluid reduces the kapak's body
to a hazardous pool of acid.

Bozak: Bozak draconians boast
broader, more prominent wings and
smoother scaled hides than baaz or
kapaks. Their bronze scales grow
darker as bozaks age, while their claws,
teeth, and eyes grow lighter. Along
with this coloring, a bozak’s flesh and
blood are charged with seemingly
uncontrolled magical currents. This
resonance allows a bozak to more
easily align itself with the ambient
magic of Krynn, granting it a natural
affinity for sorcery. Unfortunately, it
also means that when a bozak dies, the
draconian’s soft tissue, skin, organs,
and scales rapidly shrivel as if unable
to withstand the unfettered power,
causing the bones to explode outward
with considerable force.

Sivak: The broad-shouldered sivak

draconians easily top 8 feet in height,

making them the tallest of the draco-

nians, Their fully-functional wings,
unlike those of the other breeds, per-
mit them the ability to fly as well as
glide. Underneath their silver scales
sivaks are muscular and powerful, and
the transformative magic of their silver
dragon progenitors allows them to eas-
ily take the physical forms of opponents
they slay—often to the horror of those
who witness such transformations.
Such illusions also take on a morbid
cast when sivaks die, as they take on the
appearances of whatever beings killed
them. These deceptions, however, reveal
themselves three days after sivaks die, as
their bodies collapse into piles of ashes.
Aurak: Aurak draconians are
uniquely wingless and comparatively
weaker than the other breeds. As tall
as a bozak, the slender, gold-scaled
auraks possess many of the same cos-
metic features of gold dragons: catfish-
like frills and whiskers around the jaw,
elongated fangs, and sweeping spiked
horns and spines. Arcane magic comes
naturally to auraks, even more than
with bozaks, as their draconis funda-
mentum acts as a volatile furnace of
sorcerous power. By tapping into this
reservoir of magical energy, auraks
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SAMPLE DRACONIAN WARBAND
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against the
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direct rays of pure force, transform
or alter their physical form, and even
slip through extradimensional pock-
ets. Auraks can also release a noxious
cloud of gas that atrophies muscle
mass and blinds those caught within
it. When slain, an aurak combusts,

overloading the energy reservoirs
stored within its body and causing it
to explode in a fiery blast.

PYCHOLOGY AND SOCIETY OF THE
DRACONIAN

As a created race, draconians
respond to the social behavior
instilled in them as they mature.
T'he Dark Queen’s armies intended
to use them as soldiers and strict
disciplinary methods employed by
their superiors ensured that the
dragon-men served loyally and effi-
ciently. Before reaching full-size,
leaders assign each draconian to a
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training group, where it remains
until mature. A draconian first sees a
member of another breed only when
ready to go to war. Their wartime
roles therefore dictate the structure
of their society.

Ironically, their progenitor drag-
ons bequeathed their strongest and
most prevalent social traits to the
draconians, albeit twisted by the
corruption ritual and its linger
ing instability. This dark mirror of
the souls and personalities of the
good-aligned dragons color much
of what the draconian experiences
and, despite the rigorous social con-
ditioning of their dragonarmy mas-
ters, each breed naturally manifests
distinct stereotypes.

Baaz and Kapak: Cruelty and cun-

ning are common traits in both of

these breeds. Baaz tend to be cla

nish and subject to forming brute

ADVANCED DRACONIAN

While most draconians advar
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SHOCK TROOPER KURZ
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squads, a twist on the brass dragon's
social tendencies, while kapaks more
commonly embody malicious or
devious behavior, a perversion of the
copper dragon’s trickster nature. Nei-
ther breed produces above-average
leaders, so the dragonarmies typi-
cally assign command of a baaz or
kapak unit to either a non-draconian
or a draconian of a different breed.
Attitude with regard to structure

and rank provides the key difference
between the two: the self-serving baaz
find strength more impressive than
titles, whereas kapaks like to follow
orders and rely on the tactics of their
assigned superiors,

Bozak: Bozaks make exceptional
sergeants, lieutenants, and political
officers. Their training includes a
significant amount of spiritual educa-
tion, and most bozaks learn from their
educators that their innate spellcast-
ing powers come from devotion to
Takhisis. Combined with a love of
psychological warfare inherited from

their bronze dragon parentage, bozaks
exhibit a sense of earned authority
over the lesser draconians. Many feel
their gifts bring with them a tremen-
dous responsibility and their role is
one of faith as well as leadership.
Sivak: Like bozaks, these draconians
make effective leaders and command-
ers. They are fewer in number than
all but the aurak draconians, and this
makes them a precious commodity
in the eyes of the Dragon Highlords.
Sivaks train intensively and undergo
rigorous conditioning. When twisted
into a sivak, a silver dragon’s deep
affection for mortals becomes an
obsession with espionage and covert
activity, sometimes leading them
to assassinate and impersonate the
enemy. Most sivaks know that their
assignments demand restraint and
prudent action, and act accordingly.
Auraks: The least common of the
draconian breeds, auraks are also the
most independent. Few in number,
immature auraks grow up in small,

focused training groups of three
or four individuals. Intelligent and
insightful, an aurak quickly learns
that it occupies the top rung of
draconian society. Each develops

a feeling of superiority and privi-
lege, a twisted remnant of the gold
dragon's nobility and sense of pur-
pose. Auraks thus master strategy,
manipulation, and politics, never
happy unless they are controlling
something or someone.

While many of the draconians who
survived the War of the Lance strug-
gled with both their innate natures
and the cruelty ingrained within
them, their place in Krynn remains
in question. Dark powers seck to
control draconian hearts and many of
even the most forgiving races refuse
to forget the atrocities committed
by draconians during the War of the
Lance. Thus, the future of the draco-
nian race seems to be one doomed to
hatred, strife, and the purpose they
were created for—war. i
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by Amber Scott
illustrated by Peter Bergting

[HE ECOLOGY OF DUERGAR

he ringing of hammer on anvil, choking blankets of forge
smoke, repetitious chanting, and ceaseless toil—such
bleakness embodies the world of the duergar. Living
in the darkness, laboring to serve their god, the duergar
find no joy in anything save the fierce satisfaction of a task
thoroughly completed. With hearts as cold and hard as iron
and souls as dark as coal, duergar desire merely to please
their grim god and to slay all who oppose his will.
This article examines the life and habits of the xenophobic
duergar, including their history, physiology, and outlook,
as well as ways to defeat them. Races of Stone offers further
information on the lives and ways of dwarves of all types

HISTORY OF DUERGAR

Duergar claim that their god, Laduguer, forged the world. In
the time before time, the world was but a chill nothingness,
containing neither life nor light. The desire for creation
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existed, and the empty void of the universe pulsed with the
uncontrolled desire to be. From that hunger formed the
figure of a dwarf wielding a hammer, and with his hammer
he shaped the void into a cold, dark world of eternal twilight.
Laduguer beget Laduguer, it is said; he birthed himself out of
sheer will and the desire to create.

Laduguer thus peopled the first world with his children, the
duergar; the grey dwarves. He gave them the desire and skill to
work, and provided them with materials with which to toil. He
commanded them to serve him with production, to emulate
their creator by creating new and wondrous things. The duergar
call this the Time of Creation, where they worked in peace to
forge magnificent items for their god, and all were content.

Even then, sometimes duergar creations floundered.
Some attempted to make great things and failed, and thus
Laduguer cast the unworthy into his forge as punishment.
One such ambitious dwarf sought to set himself above




the rest, making himself superior

to the others, although Laduguer
made all equal. He worked in secret,
struggling to master the power that
only Laduguer commanded—the
ability to create life. He forged
strange creatures; ugly, spindly things
that he flung from his workshop

in disgust. The Lone Craftsman, as
duergar call him, struggled day and
night for a year, each time failing

in his creation and throwing the
mewling, misshapen monstrosities
into the wilderness. All the creatures,
races, and monsters of the world—
animals, giants, elves, humans,
kobolds, and orcs—arose from

the Lone Craftsman’s anvil. Thus,
duergar created all other races.

After a year of failure, the Lone
Craftsman finally succeeded. By his
experience and will, he forged another
dwarf. He made his creation taller,
stronger, and more beautiful than the

duergar, with skin of copper, hair of
bronze, and gems for eyes. The Lone
Craftsman was admiring his creation
when Laduguer found the secret forge
and flew into a terrible rage.

The Lone Craftsman fell to his
knees, begging his god for mercy. He
pleaded that he made his creation only
as a tribute to Laduguer's greatness.

Laduguer roared, “Insolent fool!

Do you think you can improve on my
work by creating a life greater than
your own? You do this for your own
glory, not mine!” He struck the Lone
Craftsman and turned him into a
shrieking, gibbering madman without
the skill, patience, or talent to create

anything ever again. Thus was born
the first derro.

The damage already done, this
began an age known as the Time of
Perversion. The works of the Lone
Craftsmen and their offspring spread
over the world, forming societies and
raising the best of their miserable races
to the status of gods—gods who defiled
the world with bright sunlight, green
things, song, and other foolishness.
The duergar despised these rejected

DUERGAR KNOWLEDGE

The following table shows the results of a Knowledge (local) check as it relates to the duergar.
Inhabitants of the Underdark and adventurers that make forays into its depths might know

this information.

Knowledge

(local)

DC Result

10 There are many subraces of dwarves. Some of these breeds lurk deep within
the earth and toil for dark purposes.

15 Duergar despise all other races but reserve their most vicious hatred for other
dwarves, They avoid the sun and bright light at all costs.

20 Duergar have the power to increase their size and become invisible. They

create some of the most masterfully crafted goods in the world, although such

items often lack ornamentation.

25 Duergar life revolves around the worship of their god Laduguer. They are
particularly stealthy and resistant to paralysis, poisons, and illusions.
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creations, but none so fiercely as

the dwarves descended of the Lone
Craftsman's finest achievement: those
bright-faced dwarves who live in the
mountains and fancy themselves great
craftsmen rivaling Laduguer’s children.
Duergar refuse to suffer these other
dwarves’ existences and hunt

them relentlessly.

Now duergar live apart from the
other races, in hidden strongholds
beneath the earth where they work
ceaselessly for the glory of their god.
There they train as fighters, spies, and
craftsmen to ensure the survival of
their people. They trade by necessity,
grudgingly offering the least of their
wares (still among the finest crafts
in the world) for food and materials
other races provide. They disdain all
things pleasant, bright, and beautiful
as useless frippery, and refuse to sully
their exquisite creations with such
pointless accoutrements.

All duergar sneer at the fantastic lies
the other races spin about their origins,
because the grey dwarves know the
truth. Each duergar exists merely to
serve Laduguer, and they all dream of
the day when their efforts are enough
for Laduguer to vanquish the other
races, blot out the sun, and bring about
the Time of Perfection. Then duergar
will return to the cool, dusky surface
where they can forge in peace for
all eternity.

PHYSIOLOGY OF DUERGAR

Averaging about 4-1/2 feet tall and
more slender than most dwarves,
duergar have dull grey skin that
seems to blend with the shadows
around them. With lean muscles
as hard as iron, they move in near-
silence with a fluidity strange to
dwarves. Most duergar are completely
bald, although some women develop
lank rings of black, white, or gray
hair and men often keep wiry beards.
Overall, duergar bodies are studies in
ultimate efficiency.

Duergar eyes are almost uniformly
pitch-black and curiously flat,
making a duergar’s stare incredibly
unnerving. Gray dwarves say that
Laduguer bestowed incredible sight

on his children as a divine blessing so
they might hunt their light-dwelling
cousins more easily. Thus, duergar
who invoke the wrath of their priests
usually have their eyes put out as
punishment, while the birth of a child
with grey or white eyes is considered a
terrible omen.

PSYCHOLOGY AIND SOCIETY
OF DUERGAR

Duergar society revolves around the
worship of Laduguer, and gray dwarves
draw no distinction between secular
and religious authority. The priests rule
as they always have and always will.

Laws are handed down and
enforced by thuldors, the priests of
Laduguer. Thuldors wear unpolished
iron breastplates emblazoned
with the broken crossbow bolt of
Laduguer and holy brands of this
symbol on their foreheads. Thuldors
choose only the strongest duergar
to join their ranks, but even then
the initiation rites, which involve
branding, torture, and performing
feats of superhuman endurance,
cull the weak and unworthy. The
culmination of these trials involves
tying an initiate between two
crushing blocks of stone and leaving
him in solitude for a week.

Gray dwarves forbid all other
races access to their cites, as the
presence of such abominations
sullies their homes. In a few cases,
duergar trade outposts allow other
races to settle nearby, but only if they
obey the priesthood. Duergar trade
using heavily guarded caravans or
other far-traveling emissaries. Drow
make frequent use of duergar items,
although they patronize the dwarves
and act as if their goods were inferior
to drow-crafted items. Duergar despise
the dark elves for this reason, but they
readily accept their coin.

Duergar spies, known as darkhafts,
often travel among gray dwarf
caravans. They gather information
about the races they trade with and use
that information to further duergar
goals. As weapons traders, the duergar
profit from conflict, and while the
world never lacks in that, darkhafts

LADUGUER

Intermediate God (Lawful Evil)

The god of the duergar, Laduguer
occasionally answers the prayers of other
dwarves. The Gray Protector, as he is
called, demands constant toil and a rigid
adherence to order from his subjects,
many of whom are stolid craftsmen,
slavers, or would-be warlords.

Symbol: A broken crossbow bolt.

Portfolio: Magic weapon creation,
artisans, magic, duergar.

Domains: Evil, Law, Magic, Protection,

Favored Weapon: Warhammer.

Clerical Training: Would-be clerics of
Laduguer engage in hour after hour of
repetitive prayer, punctuated only by
hard physical labor or similar hardships.
Those that endure the process become
clerics and inflict similar mind-numbing
initiations on the next generation of
Laduguer's followers.

Quests: Laduguer's quests often involve
awakening—and hopefully controlling—
some long-buried evil. If an army of slaves is
trying to unearth a fallen, ancient labyrinth-
temple, Laduguer is probably behind it.

Prayers: Prayers to Laduguer are simple
one- or two-sentence affairs, but they're
repeated dozens of times, with exactly the
same rhythm and intonation.

Temples: Laduguer has simple temples
unadorned with decoration. Many have
torture chambers, prison cells, or battle
arenas attached to them.

Rites: Laduguer offers his followers few
rites, because time spent in ceremonies is
time spent away from proper duties.

Herald and Allies: Laduguer's herald,
Garludor, is a particularly sinister duergar
10th-level rogue/10th-level assassin.
When not on a quest for his god, the
herald spends much of his time haunting
the forges of Laduguer's faithful, assuring

‘that work progresses and punishing
negligent or unskilled craftsmen with his
death attack. Laduguer's allles and those
he most commonly sends to fulfill planar
ally spells are bearded devils, barbed
devils, and pit fiends.

sometimes give things a push. They
enjoy encouraging the rivalry between
two opposing factions, coaxing ill
will to the surface like an erupting
boil and then supplying both sides
with weapons and armor. Not only do
such underhanded acts open up new
markets for their weapons, but they
sow bloodshed among the countless
races the gray dwarves despise.
Occasionally, duergar foster conflicts
between small drow outposts or
isolated tribes of other races, such as
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derro or kuo-toa. Darkhafts exacerbate
hostilities with well-placed words and
false rumors until combat erupts and
one faction destroys the other, at which
point a unit of duergar soldiers attack,
easily crushing the weakened “victors.”
Darkhafts carefully hide all evidence of
duergar involvement after the dwarves’
slaughter and looting, thus avoiding
future trade complications.

DUERGAR LAIRS

Along with their grim cities, duergar
toil and hoard their greatest works
within the treasure-vaults of the
thuldors. These unique strongholds
are both massive workshops and
bleak temples of Laduguer. They
often have similar features but never
have the same layout.

At least four duergar soldiers guard
the entrance to a treasure-vault, as well
as possibly one or two priests. Duergar
require no light, so adventurers
approaching carrying torches, lanterns,
or magical illumination immediately
give themselves away to the guards.
Beyond the guards, a complex series
of magical and mechanical locks and
traps ward the stronghold’s entrance.

The inner halls of thuldor
strongholds usually lack living
guardians, instead holding countless
unique and ingenious traps and
constructs, Wanderers through these
halls should move cautiously and
carefully, using long poles to test
suspicious areas and ready detect
magic and dispel magic in case of
magical traps. Thuldors often create
golems, particularly stone golems, and
adventurers should consult with sages
to learn ways to defeat these guardians.

The vault's center chambers hold the
duergar’s greatest treasures, countless
masterfully crafted weapons, tools, and
magic items piled upon mountains of
rare ores, gems, and coins. Sometimes
thuldors tame giant monstrous spiders
or summon planar allies to serve
as guardians for these vast troves.
Thuldors who desire solitude—or those
punished with it—sometimes reside
here, relying on their magic to sustain
them. Whether defending their work
or trying to regain their brethren’s

favor, priests encountered here guard
the vault with their lives, and raiders
should be appropriately wary.

V5. DUERGAR

Resolute and fanatical combatants,
duergar fight not just to defend
themselves and further their goals,

but to destroy the abominations that
are all other races. When facing such

a combination of natural cunning

and magical abilities, only the most
prepared might hope to stand against a
determined duergar.

Dealing with Invisibility and
Darkness: Lurking in the darkest
depths of the Underdark and with the
ability to turn invisible once per day,
few ever see duergar coming. Those
seeking out duergar or passing through
their lands should ready several scrolls
of see invisibility or invisibility purge to
even the odds. Although such spells
reveal invisible duergar, the darkness
the gray dwarves favor still offers
its own hindrance. Parties traveling
through the Underdark with most
forms of visible illumination (torches,
lanterns, light spells, and the like) only
attract more danger. However, since
duergar and many other denizens
of the Night Below are sensitive to
exceptionally bright light, adventurers
should rely upon daylight and scrolls
or wands of that spell. Adventurers
who wish to remain undetected and
who don't all possess darkvision
should equip themselves with potions
of darkvision or similar magic. Yet even
these magical measures wor't help a
group detect a stealthy duergar, as all
duergar benefit from a +4 racial bonus
on Move Silently checks. Thus, high
Listen and Spot bonuses and spells that
augment these skills (like owl’s wisdom)
should see frequent use.

Magic Both Natural and Divine:
With the power to enlarge themselves
and a strict religious culture, magic
almost always comes into play when
facing duergar. Duergar warriors often
use their enlarge person ability before
charging into combat, while clerics
make frequent use of aid, bull’s strength,
and deeper darkness to assist their allies
and extinguish magical light. Dispel

magic, or at least reduce person, thus
becomes necessary to even the odds.
Conversely, grey dwarves are resistant
to spells, particularly phantasms (like
nightmare and phantasmal killer), and
they are immune to all paralysis effects.
Spellcasters planning on facing duergar
should focus on spells that don't allow
saving throws or that deal damage even
on a successful save (such as Melf’s acid
arrow or fireball).

Poisoned Weapons: Duergar are
immune to all forms of poison and
make frequent use of it. Often, a volley
of crossbow bolts coated in black
adder venom, greenblood oil, or other
Constitution-sapping injury poisons
precedes duergar rushing into melee.
Thus, adventurers should always carry
antivenom and potions or scrolls of
delay poison, neutralize poison, and
lesser restoration.

Keep Out of Harm's Way: Duergar
gain Strength bonuses from their
enlarge person spell-like ability and
often have bonus hit points from
high Constitution scores. Those
fighting duergar should stay out of
reach and make full use of ranged
weapons. Since gray dwarves have
a speed of 20 feet, even when
enlarged, using superior mobility
and hit-and-run tactics easily wears
down enemy duergar. If you can't
avoid melee combat, attacks and
spells that reduce Constitution or
Strength scores (such as a rogue’s
crippling strike ability or the ray of
enfeeblement spell) might help.

Beware of Spiders: Duergar
frequently make use of the varied
forms of monstrous spiders that roam
the Underdark. Noted for making
exceptional steeds and beasts of burden,
these arachnid mounts allow the
duergar to move much faster and even
over vertical surfaces with ease. Given
the duergar’s penchant for stealth and
poison, giant monstrous spiders or
even phase spiders might serve the gray
dwarves as deadly companions. Such
a pair might easily sneak up on a party
invisibly and ethereally before striking
with surprise. &

November 2004 DRAGON 325 m




I’_—m by Michael Trice « illustrated by Peter Bergting

t home in raging flames, surfaceless seas, ungiving granite,

or limitless voids, the elemental weirds often make their

way to the myriad worlds of the Material Plane, These har-

bingers of the fickle fates promise to reveal furtive secrets
of the unforeseeable to the mortal races, although often at a
hefty price. Indeed, these creatures of pure elemental form
possess alien minds and needs well beyond the understanding
of those whao seek them out.

HISTORY OF TE ELEAENTAL WELRD

The oldest of legends from the most ancient of races speak
of prophecies, decreed fates, and soothsayers. This suggests
the presence of ereatures like oracular weirds at least par-
allels the mortal races of the Material Plane—and possibly
predates the plane itself.

In many myths, elemental weirds are said to possess
immaortal heritages, often tracking their lineages back to spe-
cific deities and the primordial elements of the world. Some
such tales speak of deities lying with the unspailed rivers and
teaming oceans, giving birth to nixies, sifines, many of the
mortal aquatic races, and the eldest water weirds. Inspired by
their divine legacies, whispered to by the rolling waves, and
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confided to by all the creatures of the sea, it is said that what-
ever water touched, these weirds knew,

Similarly, myths of volcano spirits that bestowed truth and
the gift of fire to the early races describe the role fire weirds
played in the legendary past. Said to be the corporeal messen-
gers of deities, fiends, or possibly some indefinable inteflect
of the nner Planes, these living flames brought much needed
hope and warmth to the dark days of prehistory—revealing
insights and laws all sentient creatures were meant to know,

Much like water weirds, legends tell of earth weirds spring-
ing from divinely inspired mountains, canyons, and lightless
depths. Described as treacherous harbingers of suffering
the rotting dead supposedly whisper their secrets to earth
weirds, who thus foretell times of waste and death. Despite
their morbid words, earth weirds are said to know the will
of the world, serving as emissaries of some greater planetary
consciousness. Their dark words and fearful, underground
demesnes are at least partially responsible for the widespread
distrust of emissaries of the earth, particularly the fey.

Air weirds fipure only subtly in legend. Rituals of praying to
an open sky—a heaven above—partially arise from the ancient
practice of seeking guidance from these spirits of the air



The offering of incense, ash, and flow-
ers to the winds suggests a long history
of seeking direct guidanee from those
clementals who call the sky home,

[HYSIOLOGY OF THE ELENENTAL WEIRD

The corporeal form of all weirds share
many characteristics. Bach appears as
a striking female figure comprised of
a single element, whether air, earth,
fire, or water. These homogenous
forms behave in a manner similar
to true elementals, being resilient to
weapons and the valnerabilities of an
organic body. They also prove highly
resistant to spells, shrugging off most
with little worry.

As elemental weirds are made up
only of the elemental essence of their
kind, organs, flesh, nerves, and blood
are alien to their composition. The
very energies that flow through these
creatures, however, far su rpass those
the
Elemental Planes, granting immense

of many ‘other creatures from

intelligence, - spell-like powers—par-
ticularly related to powers of divina-
tion—as well as other strange abilities.

Seemingly as a limit to these pow-
ers, though, all weirds are bound to an
elemental pool to which they remain
permanently tied. Of diverse shapes

KNOWLEDGE OF THE ELEMENTAL WEIRD

The following table shows the result of 2 Knowledge (the planes) check as it relates
to elemental weirds. Those who study the Inner Planes, worship the powers of the
elements, or are knowledgeable of prophecies or similar mysteries might possess
this information. The elemental weird appears on page 90 of Manster Manuat 11,

Knowledge (the planes)

DC  Result

10~ An elemental weird is like an elemental, but is often less prone to destruction.

15 Elemental weirds typically appear as beautiful humanoid womer, Each is tied
to a specific element that determines its form and powers, but also binds it to
a pool of concentrated elemental matter from which it can never leave,

20 Elemental weirds possess immense magical powers, potent oracular
abilities, and guard portals to the inner Planes; These elemental augurs
command great influence over other elemental beings and can even
wrest control of such creatures from their summoners.

25 Elemental weirds typically demand rare offerings or services for their
insights. These oracles are sometimes guarded by elemental servants

known as guardian weirds.

30 Air weirds specialize in information relating to guidance. Earth weirds
warn of impending doom. Fire weirds weave prophecies of peace and
prosperity. Water weirds hold knowledge of antidotes and healing,

and sizes, at their smallest these pools
fill an area 20 feet across and g0 feet
deep, but whole lakes, volcanoes, or
larger tracts of land or sky might com-
prise them. These pools are more than
merely pure accumulations of natu-
ral elements, though. Each is in fact a
small projection from an Elemental
Plane, which contains a portal to that

hostile realm. An elemental weird holds
great control over its pool, possessing
the power to summon creatures through
it for aid, as well as the ability to allow
others to enter the pool and pass onto
its home plane. The draw of the Inner
Planes is powerful, though, and a weird's
control -is not absolute. Thus, many
have accidentally entered the pool of an
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elemental weird and met swift deaths,
either from the inherent dangers of the
flowing and grinding elements or upon
the unforgiving Inner Planes. Just as
frequently as mortals seek to employ an
elemental weird’s gift of foresight, they
often request use of a weird's portal to
the Elemental Planes. Weirds are quick to
bargain for their pool's use, but are just
as likely to wantonly refuse—supposedly
out of some prophetic elemental insight,

Being spirits of the Inner Planes,
weirds must maintain their link to their
homes and cannot be separated from
their pools—never straying more than
1o feet, Once, however, an elemental
weird can make use of its pool'’s portal
to travel back to its elemental home.
Upan passing through, the portal closes
and the weird's pool is drawn back to
its mative plane, leaving no evidence of
the oracle's passing, Weirds usually only
leave the Material Plane when they face
assured destruction, risk having their
site forcibly used by the unworthy, or
when their prophecies so demand. Tt
is conceivable that unbound elemental
weirds might be found on the Elemen-
tal Planes, but none have ever been seen.
Some propose that, upon retreating to
their native planes, elemental weirds
merge with the plane, imparting their
vast intellect and observations back to
the realm that spawned them.

SICHOLOGY XD SOCTETY F THE
FLEMENTAL WEIRD

While aloof toward the mortal races of
the Material Flane, elemental weirds pos-
sess a certain fondness for creatures tied
to their source element. Most often, this
relationship resembles that between a
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puardian and a servant or a demigod and
a worshiper. Since a weird cannot travel
away fram its pool, these attendants serve
vital roles as scouts, messengers, and the
eyes and ears of the weird,

In regards to their own kind, weirds
often live solitary lives; although on rare
occasions as many as four might collect
in places of particular power, impor-
tance, or elemental convergence. Inter-
racial hostility is unknown to weirds,
and groupings involve weirds of mul-
tiple kinds as often as weirds
of the same kind.

Often the
existence of
multiple
weirds in
close proximity spawns

numerous legends and local traditions
relating to seeking mystical guidance,

The four most commeon weirds dis-
play a wide range of unigue traits and
affectations. These tendencies often
hint at the type of information likely
to provide,

Air Weirds: These weirds speak of
facts and places, yet they speak of such
in a manner more direct than most.
For these elementals, the world exists
as a compass with many choices, with
each choice a possibility and each con-
taining its own dangers and rewards.
Unable to predict the actual future of a
chosen direction, they supply informa-
Hion regarding the facts of the journey.
These flighty creatures offer neutral
indecisiveness to most mortals, seeing
all paths as equal but leading to vastly
different journeys.

In trade for their insight, air weirds
often Tequest artifacts from far-flung
nations, lost environments, or even other

planes. A rock from a mountain that long
ago eroded to sand or a gear from Tvash-
tri's Laboratory on the Cutlands would
not be unusual offerings.

Earth Weirds: Possessed of a cold,
calculating mindset terrifying to most
mortals, and capable of foretelling
the death of thousands or the arrival
of great wealth with equal dispassion,
these weirds speak of future events the
same as those in the past, Viewing the
passage of time with the same indif-
ference as mountains, earth weirds
often speak of general fates, under-
standing that mortal minds lack the
ability to comprehend exact details on
an immutable future,

Emblems of finality and the bounty
of the land most appeal to earth
weirds. The skull of a thousand-year-
old lich, crushed to powder, or a stone
that has never been exposed to any
sort of light might both appeal to one
of these elementals,



Fire Weirds: Fire weirds represent
the most empathetic of the weirds,
Foretelling dreams of hope, love, and
nourishment, these weirds provide
the light in the dark to those who seek
them out. Offering hope, however, falls
short of actual investment in the well-
being of those who seek their council.
Fire weirds provide what aid they can
while retaining the same reclusive
nature and quid pro quo manners of
their sister weirds.

Fire weirds favor offerings that embody
positive feelings and the wishes of other
creatures, such as the aged heifloom of
a noble family, a kingdom's royal crown,
or, ultimately, a preincarnate soul from
the Bastion of Unborn Souls on the Posi-

tive Energy Plane. Fire weirds care little
for the emotional or moral associations
mortals place on such items, so stealing
such a gift matters little to them.

Water Weirds: Great hopes of the
sick and needy, water weirds grant life
where only death walks, assisting those
who need more than faith to survive,
These weirds grant boons in the way of
curative secrets and answers to over-
come the unconguerable. Due to their
direct opposition to many in positions
of power, most leaders see water weirds
as embodiments of anarchy and dis-
cord to be rooted out, In response, they
remain the most secretive of weirds.

Water weirds seek rare items with

healing properties, the regalia of fallen

tyrants, and secrets capable of unseating
whole dynasties, The longest segment of
the Rad of Seven Parts—capable of casting
heal once per day, the noose that hung a
deposed despot, or the illicit diary of an
empress might all tempt a water weird,

FLEAENTAL WD LAIRS

Few creatures claim to know how, where,
and why pools containing elemental
weirds form. Even elemental weirds
themselves seem to have little choice
in where they lair, with some dwelling
in regions cut off or inhospitable to
most other sentient forms of life. While
some claim weirds simply appear in |
areas strong with their associated ele-

ment, others propose these elementals

exercise their incredible foresight when

choosing a lair, selecting homes where

they might someday be needed.

The lairs of weirds often take advan-
tage of their elemental nature, while
allowing limited access to allies and sup-
plicants. Places suitable to maximize the
abilities of summoned elemental protec-
tors also constitute preferable territories,

Alr Weirds: While air weirds prefer
open spaces, such as wide plains or high
mountains, any place with expansive
open space provides the proper ele-
ment for these oracles. Alternately, an air
weird'’s pool might linger above a rocky ‘
coral reef under the great sea sky or at
the heart of an enormous underground |
cavern—where air is most rare. |

Earth Weirds: Remote wilds make
ideal lairs for earth weirds, The green-
ery of life and death appeals to these
creatures just as much as the grim,
lifelessness of often-barren tunnels
and lightless chasms. Mountain peaks
and desert wastes also please the harsh
mentalities of these weirds.

Fire Weirds: By far the most
restricted by the natural appearance of
their element, fire weirds prefer lairs
within volcanoes or places deep within
the crust of the earth. Boiling springs,
geysers, and voleanic fields, as well,
sometimes make comfortable homes
for these prophets. Fire weirds have
been known to appear in the midst of
great forest fires, meteor strikes, and
even blazes in communities resulting
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PROPHECIES

Elemental weirds are known for their mystical foresight and puzzling prophecies.
The fallowing examples show the forms of speech and type of word games to
expect from the four commaon elemental weirds.

Air 5
“Walk the realm of angry winds to find

and an angry roar shields the spirit. A

kerchief comforts the bloodiest pit of
lamentation, which falls to the stor.”

This advice from the air weird Sister

Storm directs travelers through two
portals to the star-shaped gatetown of
Tradegate on the Outlands. The first
portal is guarded by an androsphinx
ta the painfully noisy layer of Pandemo-
nium called Cocytus, the layer of lam-
“entation. & handlkerchief is the gate key
to the second portal, at the bottom of a
nﬂﬁ?pﬁmm‘wﬂdﬂimﬂm&-

Earth

“When the blackened sea is stolen,
“And plague pyre fills the sky,
“and four are fortresses fallen,
“Then You and I must die.

“With eyes aboie the steppes,
“And & heartless iron roar,
“Night's tide eternal rises,

T man exisis no more."

The eaith weird known s the Obsidian

Duchess of Geoff spoke this forbidding
rhyme, seemingly referring to some

from lightning strikes. In such cases,
fire weirds tend to realize the short-
lived nature of their surroundings and
escape through their pools before the
flames burn out,

Ice and Snow Weirds: Ice weirds
commonly remain near glaciers or
constantly frozen lakes, while snow
weirds enjoy the deep tundra (see
Frosthurn). The occasional weird might
use its portal to perpetually freeze
unnatural areas; such as an entire
island during summer, an ancient
tree that remains snow-covered year
round, or a mountain perpetually cov-
ered by a glacier.
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retreating back to the Plane of Earth.

“7:19 And on the shore black madness
reigns, and a bounty of gems buys dis-
cord and dork hearts. 7:20 Yet over seas
'q_f!ﬁt#niiwrﬂufdurim Jies sealed
the sister of vice, whase lust uninds a
dauble death.”

The much-debated “Wells of Dark-
ness" passages from the Etheric
Serolls, a collection of prophecies dic-
tated by the three fire weirds together
known as the Oracle of Ashes.

Water

M mie ies the cure.
“Wind in ugmr chalice.
“From his pride springs Iife.”

When entreated for aid to cure a
devastating plagm:, the water weird
called the Spirit of the Silver Stream
spoke this haiku. Adventurers even-

tually employed the weird's portal to
‘travel to the City of Glass on the Ele-

mental Plane of Water, Once there,
they discovered that the well-loved

garden of a jann leader, Sheik Yasuf,

held a rare kind of grape whose wine

possesses healing properties.

Water Weirds: More adaptable than
most might expect, water weirds occupy

deep ocean bottoms, great rivers,

underground springs, tny streams,
or even the occasional town well In
some cases, a great flood or tusnami has
moved a water weird's pool, though just
as often a weird retreats back to its home
plane to avoid potential destruction.

LESSER ELEMENTAL WEIRDS

A sinuous elemental serpent rises up
before you, its body cumprrsrd qf
raging  primie-
val force.

LESSER ELEMENTAL WEIRD

N Medium elemental (extraplanar, see
below)

Init +8; Senses darkvision 60 ft.; Listen
46, Spot +5

Languages Aguan, Auran, Ignan, or Terran

CRS

AC 18, touch 14, flat-footed 14
(+4 Dex, +4 natural)

hp 36 (8 HD)

Fort +3, Ref +3, Will +4

Spd 20 ft. {2 squares), burraw 90 fi. or fly

90 f. (perfect) or swim 90 fi.

Melee slam +7 (1d4+1 plus 1dé& energy
damage®)

Ranged elemental blast* +10 (2d6)

Base Atk +6; Grp +7

Special Atk constrict, elemental blast,
elemental command, improved
grab, suffocate

* Energy damage varies by subtype.

Abilities Str 12, Dex 19, Con 11, Int 12,

Wis 15, Cha 11

SQ Elemental glide, elemental

invisibility, elemental subtype

Feats Dodge, Improved Initiative, Mobility

Skills Hide +15, Listen +&, Move Silently
+14, Spot +8

Advancement 9-14 HD (Medium}; 16—
30 HD {Large); 31-45 HD {Huge)

Elemental Blast (Ex) Once per round,
a lesser elemental weird can release a




blast of elemental energy that deals
1dé paints of damage per 4 Hit Dice.
The energy type of this damage differs
for each type of weird: air weirds fire a
ball of electricity, sarth weirds expel a
glob of acid, fire weirds shoot 2 burst
of fire, and water weirds discharge a
blast of incredibly cold water. The range
increment for this blast is 30 feet. The
type of damage dealt is the same type
dealt by the weird's slam attack.
Elemental Command (Su) A lesser
elemental weird can attempt to gain
centrol over any elemental of the same
subtype as it that it successfully hits
with 2 melee attack. The elemental
miust miake a successful DC 14 Wil
save or succumb to the weird's contral.
An elemental that saves against this
attack is immune to that weird's
elemental command ability for 24
hours. There is no limit to the number
of elementals that a weird can control.
The save DC is Charisma-based.
Cince under the weird's contral, an
elemental serves the weird for 1 day,
unitil either it or the weird dies, until the
weird dismisges it, or until the duration
of its summoning expires, it obeys
the weird explicitly, even if ordered
to attack the being who originally
summoned it. The weird does not need
to communicate to maintain control
over any elemental it commands,
Improved Grab (Ex) To use this ability, a
lesser elemental weird must hit with
its slam attack. It can then attempt to
start 3 grapple as a free action without
provoking an attack of opportunity.
If it wins the grapple check, it
establishes a hold and can suffocate.
Suffocate (Su) While being grappled by
a lesser elemental weird a creature is
deprived of air. Normally, a creature can
hold its breath a number of rounds equal
to twice its Constitution score befare it
begins to suffocate. While being grappled
by & weird, 2 creature can only hold its
breath if it miakes a DC 8 Constitution
check every round. Each round, the DC
increases by +1. When the character
finally fafls its Constitution chedk, it
begins to suffocate. In the first round,
it falls unconscious {0 hit peints). In the
following round, it drops to—L hit points

and & dying. In the third round, if st
being grappled by the weird, it suffocates.

Elemental Glide (Ex) A lesser elemental
weird can glide through the same
element as its subtype as easily as 2 fish
swims through water. lts passage leaves
behind no tunnel, nor creates any sign
of its presence. A gust of wind, move
earth, wall of fire, or similar spell that
manipulates elements cast on an area
containing a burrowing weird flings the
elemental back 30 feet, stunning the
creature for 1 round unless it succesds
on a DC 15 Fortitude save.

Elemental Invisibility (Ex) As 3 full-round
action, a lesser elemental weind fully
submerged or surrounded by the same
element as its subtype can turn invisible.
True seemng and similar spells reveal these
creatures as normal,

Elemental Immunities Lesser elemental
weirds passess 2 subtype related to the
element they embady. This subtype,
air, earth, fire, or water, determines the
damage type of a weird's elemental
blast and slam attack, its immunities
and vulnerabilities (see Chapter 7 of the
Monster Manuaf), and its movement type,

Lesser elemental weirds are immature
versions of oracular elemental weirds.
Lacking the insight of true weirds, these
lesser versions stay in constant contact
with the elements that comprise them,
letting these primal forces whisper tales
and portents they might one day grow
wise enough to decipher. While most
commonly found on their home planes,
lesser elemental weirds sometimes dwell
near their mature brethren, protecting
them and learning their secrets, although
they might also answer the calls of other
magic-users. It is thought that through
some process lesser weirds evolve into
true weirds, but such does not always
seem to be the case, as ancient and pow-
erful lesser weirds are not unknowr

Lesser elemental weirds exist for at
least all four common types of elemen-
tal weirds (air, earth, fire, and water),
and others might exist. These creatures
understand the language related to their
elemental type {Auram for air weirds, Ter-
ran for earth weirds, and so on), although
they cannot actually speak. =

You summon :pmﬁ‘:r'_ w
.'.mmfd mchwmum:

-_ahﬂfnwn'rhmafnpadﬁnmar_
'MWI'G anm 'fm.lr com-

ELEMENTAL GUARDIAN

- Conjuration (Summoning)

Level: Clr 5, Drd 4, Sor/Wizs
Components:V,5,M

_Mﬂ“ﬁmmmlnuta
Range: Short (25 ft. + s ./ Iewiis}

Eﬁ:l:annmmuﬂkﬂw
elemental weird
Duration: 1 day/level

.

_Sﬂq’mrﬂnm
: WMM No

You p;mjm a lesser elementsl

 weird to guard an area you desig-
~ nate. Choose one of the four types
of elemental weirds and at least a

0 mmm{uﬂnfhm.

“element, The weird cannot move
_more than 100 feet from that spot
:-md cannol Iuiu Ihe element that

mm«maw; point in 2 pond.
could not Jeave the pand or go more.

~than 100 feet from the point it is
- bound to, while a lesser air elemen-

tal would have free range within a
space or open air but could not fly
farther than 100 from the designated
point. The lesser efemental weird

than you that comes within range of
its attack. If you speak the same lan-

- guage as the weird you can provide
it with more detailed instructions,

like to not attack specific individu-

mands until either it is destroyed or
the spelf's#umﬁm expires, at which
time it departs back to the appropri-

ate Elemental Plane,

- A 1sth level caster can \PIRM‘.-
neacy and expend 3,500 XP to make
this spell permanent, This effect binds

the lesser ﬂmntuiﬂwd hthem'

wﬁ#ﬁﬁm
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hﬁﬁrﬁlhﬂﬂﬁhmaﬁrﬂﬂt

anbﬂﬁhmahmm-
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n the darkened tangles of the deepest forest mazes, where

eldritch boughs create an endless green night, hang the

grasping webs of the degenerate ettercap. Gifted with the
cunning patience and bloodthirsty tenacity of the spiders
they so closely resemble, ettercaps are master predators and
trappers with few peers. Perverted and alien, they attempt to
blend in with the natural world. Parasites trying to pass as
children of nature, their terrible forms and insatiable, ver-
minous hunger for warm flesh belie their true spirits.

HISTORY OF THE ETTERCAP

Most people believe ettercaps somehow evolved or were
magically manipulated from arachnid stock, but their
horrible origins in fact occurred well outside of any nat-
ural order. Predictably, drow experimentation is often

presumed in these beings’ genesis, yet the worshipers of

Lolth fervently and disgustedly deny the Spider Queen’s
involvemnent. The truth, however, lies less in external evils
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HERA?

by Paul Leach and Russell Brown s illustrated by Peter Bergting

and more in the simple, willing corruption of what was
once a pure intention.

Upon great menhirs and carved upon living guardians,
pulses the vast, cultic knowledge of the druids. Within their
secret circles, druids worship all facets of the world's being,
and for each of nature’s countless aspects there are corre-
sponding druidic rituals and inspired ceremonies. One such
fragment of ancient natural lore mentions a secret cannibal-
istic tradition, a disgusting rite overlooked or marginalized
by many nature worshipers. There were once—and some say
still are—druidic sects that adhered to these natural truths of
betrayal and blood. One such fleshtearing sect is held respon-
sible for fathering the ettercap race.

These deranged druids embraced vile aspects of nature,
particularly the invasive, fecund, and unkillable virtues of
vermin. Thus, in a time long past, when a terrible spider
fiend came upon their ranks, the druids took its presence as
the ultimate validation of nature, seeing the monstrosity as a



“Suddenly he saw, too, that there were spiders huge and horrible
sitting in the branches above him... Standing behind a iree he

watched a group of them for some time, and then in the silence

and stillness of the wood he realised that these loathesome
creatures were speaking to one another...”
—J.R.R. Tolkien, The Hobbit, “Flies and Spiders”

prophet and embodiment of all they held
sacred. What this foul being was remains
disputed. Perhaps it was some demonic
bebilith or even a corrupt servant of
the ancient demon prince Mishka the
Wolf Spider. Regardless, the foul thing
delighted i the adoration of an army of
devout—if insane—fanatics.

At the behest of the new avatar of
ite faith, the murderous cult began
indulging in increasingly arach-
nid practices. What began as living
in webs and with spiders turned to
eating living spiders and imbibing
venom, and finally to taking demon-
brewed magical infusions and adopt-
ing arachnid grafts. Eventually, these
broken-minded druids gained a mea-
sure of kinship with the arachnids
they revered. Slowly, by degrees, they
lost their humanity.

At some point, the fiendish leader
of the spider cult was either slain or
grew bored and departed. The druids,
however, retained their corrupt, false
faith and rituals. Eventually, from
inbred generations of malformed,
envenomed, and increasingly heav-

ily grafted devotees emerged the first

KNOWLEDGE OF THE ETTERCAP

The following table shows the results of a Knowledge (dungeoneering} check as it
relates to ettercaps. Those who study arachnids or aberratjons, as well as those who
inhabit or make their living in the forest, are most likely to possess this information.

Knowledge (dungeoneering)

DC Result

10 Eitercaps are evil forest-dwelling creatures that resemble bloated
hurmanoids with distorted arachnid features,

15 Ettercaps create and hunt with webs, ensnaring prey in their sticky folds.
They surround themselves with arachnid pets and prefer to eat live prey.

20 Like many spiders, ettercaps are venomous, possessing a poisonous
bite that stiffens and slows victims. Despite their horrific 2ppearance,
ettercaps are relatively intelligent and speak Common.

25  Eftercaps are skilled at climbing, hiding, and trapmaking. Typically
loners; they riddle their territories with snares and traps incorporating their
webs and venom, waiting until victims are defenseless before approaching.

true ettercaps. Over time, these “perfect  indulging in the profane knowledge
born” came to outnumber the human-  of their perverse perfection.
oid members of their order, and what

had been the quest and religion of their
ancestors was forgotten. Having no
need to attain a more arachnid state,
ettercaps abandoned their druidic
traditions and forgot their forebear-
ers, embracing their instincts, hunt-
ing and living as spiders, exulting and

PHYSIOLOGY OF THE ETTERCAP

An ettercap looks like nothing so much
as a disgustingly bruised,
humanoid warped with arachnid fea-
tures and mounted with a multitude of

rotund,

insectial eyes. Sickeningly pale, sagging
skin covers its bloated abdomen while
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ETTERCAP BROOD SWARM

Countless tiny horrors gibber and trample ore another as they surge toward you,
their features something between those of hairy black spiders and sickly pink newborn
humans. Dozens of tiny mandibles click and chatter as they come, dripping a mixture

of poison and anticipatory drool.

ETTERCAP BROOD SWARM
NE Tiny Aberration

CR3

Init +2; Senses low-light vision; Listen +6, Spot +5

AC 14 (+2 size, +2 Dex), touch 14, flat-footed 12

hp 18 (4 HD)
Fort +3, Ref +3, Will +4

Spd 15 f. (3 squares), climb 15 ft.
Melee swarm (2dé plus poison)
Space 10 ft.; Reach 0 fi,

Base Atk +3; Grp —

Special Atk distraction

Abilities Str 2, Dex 15, Con 10, Int 2, Wis 10, Cha 2

Feats Alertness, Great Fortitude
Skills Climb +10, Listen +6, Spot +5

Environment warm forests

Organization solitary, tangte (24 swarms), or infestation (7—12 swarms)

Treasure none
Advancement none

When it hatches, an ettercap egg sack releases a swarm of starving, underdeveloped
eftercap young. These malformed, pink hatchlings attack anything to sate their fetal
hunger, See page 237 of the Monster Manual for special combat rules for swarms.

Combat

Distraction (Ex}: Any living creature that begins its turn with an ettercap brood
swarm in its square must succeed on a DC 12 Fortitude save or be nauseated for

1 round. The save is Constitution-based.

Poison (Ex): Injury, Fortitude DC 14, initial and secondary damage 1d3 Dex. The
save DC js Constitution-based and includes a +2 racial bonus.

Skills: An ettercap brood swarm has z +8 racial bonus on Climb checks. It uses
its Dexterity modifier instead of its Strength modifier for Climb checks. It can
always choose to take 10 on'a Climb check, even if rushed or threatened.

splotchy pinks and purples color the
rest of its body.

Ettercap physiology relies on a blend
of humanoid and arachnid organs and
processes, An ettercap’s prominent
venom-injecting fangs conceal its near-
human, yet totally fleshless, mouth. Its
exposed teeth allow it to chew meat,
while a hidden tubelike tongue allows
it to drink its prey’s bodily fluids. Like a
truearachnid,an ettercapdrools enzyme
spittle on its meals to start the digestive
process. Its muscular and flexible fangs
display an ability to manipulate small
items, and an ettercap sometimes uses
them like a third hand when crafting
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traps and other items, Its clawed hands
also show great versatility, despite their
lack of opposable thumbs. With a few
quick gyrations and clips, an ettercap
quickly weaves, cuts, and casts web nets
as speedily as its lower abdominal spin-
nerets looses strands.

Ettercaps conceive young through
normal sexual reproduction, but the
gestation and birth cycle results in a
large external egg sac filled with scores
of tiny ettercap young These egg sacs
are 2- to 3-foot ovoids, wrapped in
sticky, protective webs, that allow them
to be easily hung in clusters from cave
walls, tree boughs, web structures, or

other easily defensible locations. Upon
hatching, a process that takes nearly
three months, thirty to eighty tiny, hali-
formed ettercap young spill forth with
ravenous intent. Ettercap mothers try to
keep an immobile but living food source
near the eggs—sometimes storing such
a creature alive for weeks—so their
newly hatched young don't cannibalize
too many of their siblings. If a mother
fails to find suitable prey, she flees to
escape her starving children, returning
only after the swarm has had time to
sate itself or its numbers have thinned.
Thus, these swarms of mindless new-
born ettercaps can threaten not just
those who stumble across a web-filled
ettercap nursery, but whole regions (see
the Ettercap Brood Swarm sidebar). In
the weeks afler hatching, the number
of young ettercaps dwindles through
exposure, starvation, birth defects, and
the predation of their parents, their
peers, and other creatures. The mother
collects the most promising young-
sters (no more than three) and raises
them until they reach maturity in four
years. The rest are left to their near-
inevitable demises.

An eltercap grows throughout its
life, possibly attaining Large size if it
lives long enough. They can live for
approximately 50 years, though, vio-
lence ends the lives of most ettercaps,
before age zo.

PYCHOLOGY AND SOCIETY
OF THE ETTERCAP

The ettercap's mixed arachnid-human-
oid brain sets a natural limit on its emo-
tional and intellectual capacity. Rooted
in their collective consciousness, how-
ever, is a connection to arachnid life
that extends far beyond shared appear-
ance—a holdover from the druidic rites
that ultimately inspired the race’s cre-
ation. Ettercaps feel instinctually obli-
gated to serve as a kind of warden to all
arachnid life and to increase their own
numbers. Excessive sentiment results
in survival risks. Other ettercaps are
only needed for breeding, and thus
groups of ettercaps larger than a pair
are rare. They believe that life and death
serve as the only real, tangible truths, and



thus they do not recognize any deities or
other moral codes. Religion and higher
thought do not place victims in the web.

In some extraordinarily rare condi-
Hons, a particularly intelligent ettercap—
usually a female—appears and gathers
a large number of ettercaps and other
arachnids around her. These leaders are
often motivated, by destructive human-
oid incursions and great loss of arachnid
life, to strike out from their webs and
stalk prey back to its home. These forays
can lead to whole humaneid commu-
nities besieged by swarms of ettercaps,
monstrous spiders, spider swarms, and
other arachnid monstrosities.

An ettercap acts as a lone shepherd
in relation to other ettercaps and true
spiders. As keepers of their kind, they
dispose of (eat) the weak and sick, while
nurturing the specimens most likely to
thrive and fulfill their intended roles
in nature. Their ability to commune
with normal spiders results naturally
from their inherited spider traits. To
an arachnid, an ettercap is just another
spider. Ettercaps exude powerful pher-
omones and bodily resins that have
euphoric effects on other arachnids
and mask any hint of residual human-
ity. Thus, spiders are more active and
seem more content whenever an etter-
cap is near.

THE REAL HISTORY OF THE ETTERCAP

the D&D Miniatures Giants of Legend set.

Despite their isolationist attitudes
and alien thoughts, ettercaps speak
Common. They simply call it “The Old
Tongue” and use it on the rare occa-
sions they need to speak to one another
or, more often, when they must com-
municate with outsiders. While etter-
caps most often talk to humanoids
when attempting to taunt or deceive
their prey into following them into an
ambush, ettercaps might try to parley
their knowledge of the forest and its
dangers when a superior enemy pre-
vents their escape. Ettercaps sometimes
use coins or other treasure as bait for
humanoid prey, although few truly want
such treasure for its own value.

ETTERCAP LAIRS

An ettercap’s lair defines the creature as
much as any of its traits and abilities.

The name ettercap can be traced to the Old English word for spi-
der, attercoppe (“atter” meaning “poison,” and “coppe” meaning
“head"). Middle English coppe (or cob) was synonymous for spi-
der, as in cobweb or spider web. |.R.R. Tolkien gave this name
to his intelligent spider monsters in The Hobbit.
DunceoNs & DricoNs ettercap first appeared in the
original Fiend Folio and has been resurrected in every edi-
tion since. An Ettercap miniature also appeared as part of

Its lair serves many purposes: shel-
ter, food storage, and the nerve center
of its trap system. An ettercap builds
its cocoonlike home out of specially
treated, hardened webbing camou-
flaged with branches and leaves and
suspended from large boughs high in
the forest canopy, allowing it to spend
much of its time—Ilike a spider—lying
in wait.

Aside from shelter, a complex net-
work of web strands tuns from an
ettercap’s lair. Some of these might
connect with the lairs of other etter-
caps, directly linking several ettercaps
in a region to a complex webcraft
community. More commonly, a single
strand of webbing connects each of an
ettercap’s traps to its lair. If a trap is
disturbed, the strand shakes violently,
alerting its creator to the disturbance
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and leading him to investigate. Etter-
caps regularly crisscross their territo-
ries with such strands, which prove so
light and difficult to notice that many
creatures disturb the webs without
ever knowing. As such, an ettercap’s lair
serves notjust as its home but as the cen-
ter of a complex web that encompasses
its entire territory. A character must
make a DC 18 Search check to reveal the
presence of these warning webs in a 5-
foot square. Characters who have gained

access to an etlercap’s lair might also
notice webs vibrating in alarm with a DC
18 Spot check, but they might not real-
ize its meaning without making a DC 20
Knowledge (dungeoneering) or Knowl-
edge (nature) check.

ETTERCAP WEB TRAPY

Insidiously imaginative and innately

skilled, ettercaps are natural trap mak-
ers and create a wide range of booby
traps and pitfalls. Usually incorporating

their natural webbing and leftovers bits
from past meals, some of these arach-
nid monstrosities’ more cunning traps
are detailed here.

Baited Limb and Poison Spikes:
The most intelligent ettercaps have
noticed that a humanoid creature,
wrapped tight in webs and suspended
as bait from a weakened tree limb,
often attracts other humanoids. The
victim moves out onto the limb, which
breaks, dropping him and the bait into

ADVANCED ETTERCAP

Ettercap males most often advance by Hit Dice, becoming
stronger, larger hunters. Females, typically being more intel-
ligent, might advance by Hit Dice but frequently take levels
in druid, fighter, ranger, rogue, or sorcerer. The Matriarch,
presented here, would be a perfect candidate for a leader
instigating an attack on a humanoid community.

THE MATRIARCH

Female ettercap druid 7/ vermin lord 4*

NE Medium aberration

Init +1; Senses low-light vision; Listen +2, Spot +8
Language Common, Sylvan

CR15

AC 19, touch 12, flat-footed 17
hp 100 (16 HD); 20 point swarm armor
Fort +9, Ref +4, Will +13

Spd 30 fi. (6 squares), climb 30 ft.
Melee bite +12 melee (1d8+2 plus blood drain and poison)
and 2 claws +10 melee (Ld3+1)
Base Atk +10; Grp +11
Special Attack blood drain, poison, web
Druid Spells Prepared (CL 9):
Sth—insect plague, tree stride
4th—dispel magic, giant vermin (2)
3rd—contagion (DC 18), greater magic fang, poison
(DC 18), snare
2nd—barkskin, summon swarm (3), warp wood (DC 17)
1st—entangle (2, DC 16}, long strider, jump, obscuring mist (2)
O—detect magic (2), detect poison (2), guidance, know direction
Spell-like Abilities (CL 9):
1/day—spider hand™
Abilities Str 14, Dex 15, Con 14, Int 10, Wis 20, Cha 12
SQ animal companion, chitin +2, spontaneous casting

(summan nature's ally spells), swarm armor, vermin
servant, wild empathy +8, wild shape 3/day

Feats Ability Focus (poison), Dodge, Great Fortitude,
Multiattack, Natural Spell, Run

Skills Climb +17, Craft (trapmaking) +11, Hide +13
Listen +12, Knowledge (nature) +14, Move Silently
+9, Ride 5, Spellcraft +6, Spot 416, Survival +12

Possession bracers of armor +4, dusty rose prism
loun stone
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Blood Drain (Su): The Matriarch has enlarged mandibles.

As part of her bite attack she can start a grapple without
provoking an attack of opportunity. If successful, the
mandibles automatically deal 2dé points of damage each
round as they suck blood from hervictim, The blood drain
ability only works on living creatures.

Chitin (Ex): The Matriarch has chitinous plates that grant her
a +2 natural armor bonus.

Poison (Ex): Injury, Fortitude DC 24, initial damage 1d6 Dex,
secondary damage 2dé Dex.

Swarm Armor (Su): Every day, upon regaining her spells,
the Matriarch is covered by a swarm of spiders. These
arachnids absorb up to 20 points of damage from any
damaging attack (weapon or spell). The spiders die off
when then they absorb such attacks. Swarm armor has no
effect if the Matriarch is wearing armor.

Web (Ex): An entangled creature can escape one of the
Matriarch's webs with a DC 20 Escape Artist check or burst
the web with a DC 24 Strength check. See page 106 of the
Monster Manual for a full description of this ability.

* From the Book of Vile Darkness (mature audiences only),




SPIDER SPELLS

Ettercaps regularly make use of a variety of spider-related magic. Spells like creeping
doom, summon swarm, giant insect, and various summon monster spells that sum-
mon monstrous spiders are particular favorites.

Spider Hand

Transmutation

Level: Cleric 1, druid 1

Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: Caster’s hand

Duration: Concentration (up to 1 minute/level)

You detach your hand, which transforms into a Small monstrous spider (see the
Monster Manual) that you control. You can see through its eyes, and it can travel
up to 20 feet per level away from you. If the spider is killed or prevented from
returning to you, your hand is restored when the spell ends, but you take 1d6
points of damage. If you direct the spider to return to your arm (a move-equiva-
lent action), then let the spell end, you take no damage.

the ettercap’s web. The trap is even more
effective if the bait is left screaming for
help and the ground is planted with
sticks covered in the ettercap’s poison.
CR 4; mechanical; location trigger;
no reset; DC 22 Reflex save avoids; 20
ft. high (2d6, fall); crude ground spikes

EDITION - HARD COVER, SOFT KOBOLDS.
ALL HAIL KING TORG! DECEMBER, FROM
DORK STORM PRESS. 514.99.

NOTE: BABIES NOT INCLUDED.
www.koboldsatemybaby.com

(Atk +5 melee, 1d4 spikes per target
for 1d4+2 each plus poison); poison
(ettercap poison, DC 15 Fortitude save
resists, 1d6/2d6 Dex); Search DC 20;
Disable Device DC 17.

Dancing Dead Man: Ettercaps cre-
ate dancing dead men by filling a

The Beer dand p

humanoid husk with rocks, wet leaves,
and liquid webbing. Once attached to
a strong web and placed to swing into
the victim's path, the device behaves
as a pendulum-style giant sap that
bursts upon hitting a target, covering
it in webs.

CR 2; mechanical; location trig-
ger; manual reset; Atk +5 melee (4d6
nonlethal plus liquid webbing); lig-
uid webbing (ettercap web, DC 13
Escape Artist or DC 17 Strength check
to escape; 6 hp, Hardness o, double
damage from fire); Search DC 20;
Disable Device DC 1s.

Camouflaged Tripping Strand: As
a simple trap, ettercaps simply hide
strong, braided strands of webbing
across a path, causing creatures to
trip and fall into a web hidden just a
few feet ahead.

CR 1; mechanical; location trigger;
automatic resel; Atk +15 melee touch

(trip plus entangle); entangle (etter-
cap web, DC 13 Escape Artist or DC 17
Strength check to escape; 6 hp. Hard-
ness o, double damage from fire);
Search DC 27; Disable Device DC 15, i
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Ecology of the Fire Archon

Ecology of the Fire Archon

by Matthew Sernett

"Souls made of fire, and children of the sun,
With whom revenge is virtue."
--The Revenge, Edward Young

Living flames forged by blazing magic, fire archons exist to destroy. Overrun and consume, take all and leave
nothing but ashes -- these are the desires that burn within fire archons' incandescent souls from their first
moments. Always hungry for conquest, these elemental mercenaries work for anyone with power and the

promise of many victories.

History

In an ancient time, when the world had hardly been formed, primordial beings battled the gods for control of
creation. In this cataclysmic conflict, the deific host marshaled armies of angels and cadres of exarchs, and
though the primordials could call forth titanic beasts and their giant children, they could not muster a true military
to face their enemies. To match their foes, the consummate creators gave being to a means by which elemental
creatures could be recreated -- reshaped and hammered into soldiers. The warriors formed through this process

were the first archons.

Fire archons believe that the honor of being the primordials’ first soldiers belongs to them, but that is a secret
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only the gods and primordials remember. Regardless of which type was first, the presence of the archons turned
the tide of battle in the primordials’ favor. Given life, the archons could reproduce themselves, building armies
faster than giants could be born or angels ordained. Their uncontrolled creation pleased the primordials and
worried the gods.

Thus it was that one deity devised the plan that would starve the archon armies of troops. Rather than combat
the archons directly, the gods' forces attacked the creatures and energies that served as the archons' source.
To create an archon, one needs another elemental being. Virtually any kind will do. That creature is then
remade into an archon in a magic foundry built upon a well of elemental power. The angels, exarchs, and gods
set about destroying any elementals they encountered and diverting or ruining the largest sources of elemental
energy in the Elemental Chaos.

Some reshaped the elemental spirits rather than destroy them. Medusas are said by some to be earth spirits
reformed by Zehir. Others blame doppelgangers upon Sehanine's reshaping of water elementals. Yet the vast
majority of elementals were slain. Whole races were snuffed out or driven so far to the brink that none have
seen one of them to this day. Efreeti remember this time as the Desolation in their legends, and they believe that
the Elemental Chaos still hasn't recovered.

The gods might have done more damage, but their defeat of the primordials made continued conflict wasteful.
Without the gods' forces to fight, and with no clear direction, the archons began to clash with one another. Some
fell into ranks behind powerful archon leaders. Others aligned with powerful children of the primordials who tried
to fill the power void left by their creators. The once innumerable archons ground down their number and might
have disappeared altogether had not some races, such as the efreeti, preserved the means for their renewal.

Today, archons are just one type of creature among the countless beings that inhabit the Elemental Chaos.
Their numbers wax and wane as different armies of archons go through cycles of creation and conflict, flaring up
and burning themselves out as they prepare for war and engage in it.

Knowledge of the Fire Archon

The following table shows the results of a Knowledge (the planes) check as it relates to fire archons. A result
provides the information at the given DC and the information from all lower DCs.

DC Result

Fire archons are a warlike race of fiery elemental beings. Roughly humanoid in shape, they wield weapons

12
and wear armor.

There are other archons consisting of other elemental forces. They seem similar in many respects besides

15 the elemental material encased in their armor.

Unlike aimless elementals, fire archons have a militaristic culture based on continual conquest. This seems
20 to be true of all fire archons from the moment of their creation. Other archons are militaristic, but none are
as rampantly destructive as the fire archons.

Fire archons can be created through a difficult ritual involving the use of a special forge built upon a
25 concentration of elemental fire. Once created, a fire archon owes no fealty to its creator, but a person with
the power to subdue the fire archon can control it through intimidation.
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Fire archons were created by the primordials in their war against the gods. The secret of creating fire
archons was stolen by the efreeti and it disseminated from them to others. Most fire archons are now either
created by other fire archons or the efreeti. When archons created by the efreeti build upon and alter the
lands they conquer, they try to recreate the greatest of the efreeti cities, the City of Brass.

Physiology

Fire archons exist as creatures of living flame, but their
bodies aren't so mutable as a flickering fire. Every fire
archon has two arms, a torso, and a head. Their lower
bodies take the form of single conflagrations rather than
separate legs.

Despite lacking a skeletal structure, their upper bodies
conform in motion to human norms. Their arms are
equivalent to a human's, with clearly positioned shoulders,
elbows, and hands. Fire archon fingers seem to blend
together into a mittenlike form or separate into true digits
depending on their need. Whether this is due to the
obscuring effect of the flames or a true joining of fiery flesh
is unclear, but no fire archon has ever been seen to be
missing a finger or limb. If such a member is severed, the
fire archon instantly grows another while the severed part
burns away in a swirl of fire and smoke. The only
exceptions seem to be the head and the torso. Severing
these parts from the body is damage sufficient to kill a fire
archon instantly.

A fire archon's head has a defined front and back, but it
typically lacks facial features. Brighter eyelike points can
appear on their faces when they become agitated or angry,
and they see as well as most humanoids. Their bodies
typically provide light equivalent to a bonfire, and thus they
illuminate any darkened area they enter, obviating the need
for darkvision. Fire archons seem incapable of diminishing
the light their bodies emit, and thus they would find hiding
from foes difficult in most situations. However, fire archons
aren't inclined toward stealth even when it would benefit
them, preferring instead to alert their foes to their presence
by sending up columns of smoke from things and creatures
they burn. The lower body of a fire archon is one large flame rather than legs. As with other archons, fire
archons glide about on a column of their constituent element. The exact method of this locomotion is poorly
understood, but it is assumed to resemble a slug's movement, with the fire archon somehow gliding over a thin
layer of super-heated air.

Although made of transparent and flickering flames, and apparently empty of organs, a fire archon has a solid
form. Those brave enough to have touched a fire archon's body describe it as being like holding a boiling bag of
writhing snakes. A fire archon held in this way is certainly very hot, but it does not truly burn. The archon can set
things ablaze with its body, but this seems to require some concentration -- something that a fire archon is
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incapable of while wrestling or in combat. This solidity gives the archon a weight roughly equivalent to an elf of
similar stature, but since they tend to stand close to 7 feet tall, they often weigh close to 200 pounds.

Fire archons must "breathe” in the sense that a fire needs air. Without it, they dwindle and die, suffocated by the
lack of fuel. Similarly, fire archons must "eat.” Periodically, they must concentrate on burning an object
completely to ash. A fire archon might accomplish this by holding the item, standing over it, or even placing it
within the fire archon's face and "swallowing" it. Yet like other elementals, fire archons shall never know the joy
of dreams or the terror of nightmares for they do not sleep.

Psychology

The primordials created fire archons to be their soldiers, and they come into being with a soldier's mindset. From
their first conscious thought, fire archons expect battle and are ready to serve in war. Fire archons seem to
recognize the authority of other fiery creatures automatically and fall into ranks for them. Yet others who
summon or create them must first cow them by some show of superior force. Once they know their place, fire
archons serve willingly so long as their needs are met, particularly the need for conquest.

Fire archons think of everything in terms of conflict. They remain ever aware of what side they are on, their
subordinates and commanders, what creatures are current foes, and which enemies are ones they must face in
some later fight. This extreme perspective might make them appear brutish, but they possess astonishing
cunning and a general's grasp of tactics. Underestimating a fire archon is a sure way to see it gain the upper
hand.

Just as a fire archon must breathe and eat, so must they conquer and destroy. Such activity nourishes and
energizes them. Without it, they grow restless at first and then careless and sluggish. This need for new
ventures keeps fire archons on the move and on the offensive. Defeats, the need to build and train forces, and
planning can cause them to stop for long periods, but unless a foe can destroy them utterly, it's often best to
attempt to redirect their fury toward easier targets.

Society

Left to their own devices, fire archons adopt a society based on a rough military structure. Physical and strategic
contests, usually not lethal, are used to determine rank. Fire archons are quick to acknowledge superior power
and intellect in another fire creature, so competitions tend to be few and brief unless there are several
contestants of very similar power. Despite their warlike natures, fire archons aren't inclined toward fractiousness
and infighting. Fire archons on the opposite sides of a conflict will happily slaughter one another, but within a
force, fire archons prefer to focus their aggression outward.

The number of "ranks" in a fire archon society depends upon how many fire archons there are. A leader has five
followers, who each in turn have five followers. This structure flows downward to the lowest rank. Each member
in a group of five takes its orders from any of the members of a group of five individuals of the next highest rank.
Uneven numbers of groups are placed in the lowest rank. Any odd number in a rank filters in as extra members
of one of the other groups rather than forming a group of less than five. Similarly, attrition results in eventual
redistribution into groups of five. Thus a hundred fire archons would typically have one leader, five
subcommanders, twenty-five captains, and sixty-nine members in its lowest rank.

Scholars can't be certain of the significance of the number five, and fire archons themselves simply see it as
"natural” and "efficient." In numbers less than five, fire archons see themselves as individuals rather than
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brethren, and they become less efficient and less willing to work as a team. Those who seek to subjugate fire
archons should keep this in mind. Similarly, the rank structure of fire archons doesn't allow an outsider to elevate
a favored archon above its personal merits. Doing so can result in the archons flouting commands while they
follow the old structure, or the favored member might be ostracized from the ranks, resulting in a reorganization
and poor cooperation with the favored member. Material goods, particularly weapons and armor that can make
a favored archon more powerful, presents a much better way to reward service.

All fire archon societies inevitably strike outward, and the leader determines the direction and target. When they
do, the archons seek to lay waste to nearly everything they encounter. Archons tend to avoid building or creating
anything, but they will make fortifications when fighting a long-term conflict or to protect a valuable resource,
such as a fire font and foundry. Fire archons prefer not to do such work themselves, and when possible, they
enslave conquered people and use them for forced labor. Such slaves face a bleak existence held by captors
that have no empathy and no use for them once the job is done. Slaves with an interest in their future therefore
find ways to remain useful, playing upon the fire archon's sense of superiority and concern about foes.

Many fire archons owe their existence to the efreeti, and these archons seek to emulate their creators, even
long after being freed from their control. They are far more inclined to take and keep slaves, build structures,
and secure territory. They often attempt to create an environment similar to that which surrounds the City of
Brass -- a task aided by the effect the presence of fire archons can have on the environment.

When fire archons gather in numbers, they set fire to things and their bodies produce heat, but these factors
cannot explain the drought that presages the army's march or the eruption of long-dormant volcanoes. It seems
that simply having fire archons in an area creates a sympathetic link to the qualities of heat and flame. Created
by elemental flame and composed of it, fire archons seem to form a peculiar gateway for the power of fire in the
Elemental Chaos. It's said that within a mile of even a single fire archon, a candle flame burns an inch higher
and a single spark can kindle a coal.

Creating a Fire Archon

Fire archons cannot reproduce by any typical means. Instead, they are created from another elemental's body
and spirit. To accomplish this, a ritual must be performed in a magic foundry infused with elemental fire. The
nature of the elemental summoned by the ritual is not important. It might be a dumb earth beast or a highly
intelligent elemental with ties to water. The ritual taps into the creative and recreative power of the primordials,
wholly transforming that creature's form and soul. Needless to say, most consider the creation of a fire archon a
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wholly evil act.

A foundry must be constructed upon a powerful font of elemental fire. That kind of upwelling of fiery energy can
be found in the Elemental Chaos as rivers of fire hurtling through space, lakes of molten air flickering in glowing
caverns, or great crystals brilliant with internal infernos. Fire fonts can be found on other planes as well. They
are most common in places such as volcanoes or tunnels where magma flows, but fire fonts aren't beholden to
other sources of heat. A fire font might act as a gateway to the Elemental Chaos or from it to another plane. Or a
fire font can be a concentration of elemental energy native to the plane on which it is found. One might be a
holdover from the days of creation, a seam in the plane that was never sown shut. Another might be a weakness
in danger of widening or perhaps a vent to let power escape so that it is does not build. In all cases, fire fonts
are miraculous places of fantastic appearance.

Fire archon foundries vary in appearance, but all have two elements in common: a summoning crucible and a
forge. The summoning crucible serves as the transformation space for the summoned elemental creature. It
must be large enough to hold the elemental and have the power of the fire font coursing through it. The
summoning crucible must have elements designed to focus the fire energy and use it as a binding force. Held in
place and infused with this energy, the summoned creature can then be destroyed and reincarnated by the
ritual. It must then be encased in armor from the forge.

-~

Although a fire archon can remove its armor and wear different armor during its life, the encasement of its
energies in armor from the foundry's forge is a crucial element of the ritual. Without that final step, the fire
archon might expire or lack the intelligence and soldier's mindset at best, and at worst, it might grow into
something powerful and uncontrollable that seeks revenge for its torturous transformation.

The forge itself rarely appears like a common forge. Using the fire font as a source of heat and flame and
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elemental energies as hammers and forms, the forge can be an unrecognizable contraption of magic and
arcane elements.

A working foundry can produce fire archons as often as the ritual can be performed and for as long as the
foundry's resources are maintained. The power of the fire font the foundry is built upon determines the type of
fire archon created. As the fire energy fluctuates in strength, so too do the results of the ritual. A fire font at ebb
generates basic fire archons, while at high flow it produces the more powerful fire archons, such as blazesteels
or ash disciples. Creatures without fiery souls should beware creating fire archons beyond their ability to quell.

Fire Archon Weapons and Armor

The fury of a fire archon's form is contained by its
armor, and its first suit of armor is integral to its being
inasmuch as a human or elf must have skin and bones.
After time however, a fire archon can change its
original armor for new should it choose to do so. Many
never see the need, but fire archons that evolve or gain
levels often perceive the value of a different armor
strategy.

Fire archons choose a new armor for the armor's
capabilities or they may pick a piece to replace a
sundered piece. Armor generally takes the form of a
breastplate and pauldrons, but other elements such as
bracers, girdles, vambraces, and helms are not
uncommon. Breastplate, full plate, chain mail, and
chain shirts are most common. Nonmagic organic
materials such as leather are destroyed over time
because a fire archon unconsciously burns the material
when it eats.

Fire archons craft weapons and armor of amazing
guality and stunning appearance. Using instinctual
knowledge of metallurgy, fire archons craft only items
of masterwork quality. Their work is on par with that of
dwarves, but of course, the two are easy to tell apart. A
flame motif decorates nearly everything a fire archon
crafts, and its work looks seamless because it is.

Fire archons can use many different weapons, but they
prefer those that remind them of the flickering tongues
of fire. Thus they avoid heavy or bludgeoning
weapons, and enjoy scimitars, falchions, and even
lighter weapons such as rapiers. Metal weapons are a

Fire Fonts as Adventure Locations

A fire font presents a great opportunity for a cool
adventure location. Let your imagination run wild. Put
it anywhere you like, and use it as an excuse to make
a truly magical location. Flame throwers in the walls
and floor, flying bonfires, jets of fire that leap from
place to place, buildings of flickering crystal, inferno
tornadoes that carry creatures about, stairs of smoke,
blazes that act as teleport pads -- whatever you want.

The location might be a landmark in your campaign
known half the world around for its miraculous
powers. Or maybe it's a hidden resource jealously
guarded beneath the ziggurat of some mortal ruler. It
could be an ancient and lost mystery like the Fountain
of Youth or it might have thrust itself up from the earth
with cataclysmic suddenness.

Of course, it doesn't have to be all about fire damage.
Some of the fires might not harm anything and instead
act more like continual flame spells. Other fires might
deal another type of damage, such as cold or acid.
Use color to indicate what the fires do, but allow the
players to experiment and learn. A blue flame might
be cold and a black one negative energy. An upside-
down fire might indicate a teleporter, while a fire that
doesn't flicker might be solid as a rock.

A fire font gives you a dramatic backdrop and an
excuse to plan some very dynamic encounters. Use
the environment like monster in the fight. Allow it to
become a character in the story of the adventure. You
won't regret it.

must, since most fire archons can transfer the heat of their bodies through weapons to burn foes -- an
impractical attack if the medium for that transference turns to ash.

Behind the Scenes: Monster Evolution

The fire archon derives its origin from two places: the desire for more interesting elemental monsters and
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Dreamblade. When we sat down to discuss which creatures would carry forward to the new edition, what would
be in the first Monster Manual, and what would inhabit the various planes in the new cosmology, the need for
more interesting elemental foes came up again and again. This problem first reared its head in the bland nature
and conflicting natures of elementals of 3rd Edition.

Out with the Old

The elementals of 3rd Edition have no needs, no clear desires or motivations, and no culture, yet they attain
human Intelligence, speak, and can manipulate objects. They exist in limitless numbers on the elemental planes,
but they build nothing and make no lasting impression upon the game. Mechanically, they exist as neat
creatures to summon or put in a dungeon and nothing more. What do they do on the elemental planes besides
attack interlopers? What do they care about? In 3rd Edition, we have only vague ideas that they fight each other.
If they were dumb beasts, they would make more sense. If they had a culture and did interesting things like
invade the Material Plane, they would be better. But the elementals of 3rd Edition don't do either. Most creatures
of the elemental type follow suit, and you have to look at outsiders such as salamanders and genies for
interesting creatures with elemental themes.

Add to this the fact that the elementals’ mechanics are either boring or complex. Most of them simply walk up to
a PC and hit the character with a fist. Fire elementals at least do fire damage, but it hardly screams cool to face
an elemental and have it act like an ogre without Power Attack. It doesn't even whisper it. The flip side of this
includes mechanics such as the air elemental’'s whirlwind. Any mechanic that makes a person look up weather
conditions in the Dungeon Master's Guide is just begging to be "forgotten” by the DM.

We tried to rectify this in the late stages of 3rd Edition. You can see various attempts in Monster Manuals I, 1V,
and V, the most successful probably being the avatars of elemental evil of Monster Manual IV. Yet such
inventions were a band-aid on a scar over thirty years old. The new edition offered a chance to shuffle thing up a
bit, give elementals a new hand, and deal in some new players.

In With the New

Of course, elementals -- those beings of the four elements that exist so people can summon them and put them
in dungeons -- still exist in 4th Edition. We've given them a new story and some clean but cool mechanics, but
this article isn't about them. It's about how else we filled the void for interesting elementally based creatures. The
upcoming edition uses an altered list of creature types and uses type quite differently when it comes to
mechanics. Thus creatures that seemed like they should be elementals (efreeti, salamanders, and so on) bear
that type now. Yet even after reshuffling things, the game still cried out for more elemental baddies.

That's where Dreamblade comes in. The Flame Harrower caught the eye of several folks in R&D when it came
out, and Bill Slavicsek mentioned that he wanted something like that in 4th Edition. On a purely aesthetic level,
the combination of a largely transparent miniature with some metallic parts is pleasing to the eye. It's like looking
at jewelry or candy. However, we all agreed that the "metal underpants” were not a positive feature. To fix that,
we decided that the future monster would have a lower body of solid elemental material.

So we had a hole to fill and a visual cool concept to fill it. All that remained were the name, flavor, and
mechanics. The mechanics evolved over time. In fact, as | write this, we are playtesting, and | can't be sure that
the current 4th Edition mechanics will remain. The flavor evolved somewhat, but we knew that we wanted them
to see a lot of use, so we always planned on them being a somewhat mercenary force. The name was an easy
choice, if a bit controversial to some.
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Early on in the process of designing 4th Edition, we had many discussions of the elements of 3rd Edition that we
could carry forward. We took a long look at which cows really were sacred and which would make fine rump
roast. The animal-headed archons weren't high on anyone's list. They exist to fill out an alignment wheel of
outsiders -- a dubious purpose -- and they're an inherently strange concept. In D&D's universe, why do some
angelic beings have horse heads? What population besides werebears and normal bears do bear angels serve?
Add to their innate weirdness the fact that alignment and the planes work differently in 4th Edition, and there
simply wasn't reason enough to preserve them.

Yet the word "archon" is powerful, and we knew we wanted 4th Edition to use it in a cooler way that would be
more likely to see play than the angelic furries. Giving it to the new elemental beings we wanted in the game
seemed a perfect fit. There could be no confusing them with the old archons, and using a cool word that would
be familiar to many players would raise their profile.

Sample Fire Archons

The following statistics present three fire archons using 3rd Edition rules. The first fire archon has statistics
similar to the Fire Archon miniature from the Desert of Desolation set. The second and third fire archons use 3rd
Edition mechanics to mimic the fire archon's 4th Edition rules.

Fire Archon CR 6
hp 68 (8 HD); death throes

Often CE Medium elemental (extraplanar, fire)
Init +7; Senses darkvision 60 ft.; Listen +8, Spot +9
Languages Common, Ignan

AC 18, touch 13, flat-footed 15

(+3 Dex, +5 armor)

Immune critical hits, fire, flanking, paralysis, poison, sleep, stunning
Fort +6, Ref +13, Will +7

Weakness vulnerability to cold

Speed 30 ft. in breastplate (6 squares), base speed 40 ft. {{see skill points below; original text just said 30 ft. (6
squares)}}

Melee mwk scimitar +14/+9 (1d6+6 plus 1d6 fire/18-20) or

mwk scimitar +10/+5 (1d6+6 plus 1d6 fire/18-20) and

mwk scimitar +10 (1d6+3 plus 1d6 fire/18-20)

Base Atk +6; Grp +12

Special Actions death throes, fire burst

Abilities Str 23, Dex 24, Con 19, Int 13, Wis 16, Cha 16

SQ darkvision 60 ft., immunities, vulnerability to cold

Feats Iron Will, Two-Weapon Fighting, Weapon Focus (scimitar)

Skills Intimidate +14, Jump +14, Listen +8, Spot +9 {{numbers | come up with if speed is base 30 ft (20 ft. with
armor): 14/8/8/9; if speed is base 40 ft (30 ft. with armor), then these numbers work; I'm making the assumption
that the base speed is 40 feet above based on the stats here.}}

Possessions 2 masterwork scimitars, masterwork breastplate

Fire Burst (Su) Three times per day as a standard action, a fire archon can unleash a 10-foot radius burst of fire
centered on itself. The fire causes 3d8 points of fire damage to creatures in the area (Reflex DC 18 for half).
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Death Throes (Su) When a fire archon is reduced to O hit points, it explodes. Treat this effect as a fire burst
attack that causes 5d8 points of damage.

Vulnerability to Cold (Ex) A fire archon takes half again as much (+50%) damage as normal from cold attacks.

Fire Archon Blazesteel CR 7
hp 105 (10 HD); wounded burst

Often CE Medium elemental (extraplanar, fire)
Init +8; Senses darkvision 60 ft.; Listen +12, Spot +12
Languages Common, Ignan, Terran

AC 20, touch 14, flat-footed 16

(+4 Dex, +4 armor, +2 shield)

Immune critical hits, fire, flanking, paralysis, poison, sleep, stunning
Fort +9, Ref +11, Will +8

Weakness vulnerability to cold

Speed 40 ft. (8 squares)

Melee mwk scimitar +16/+11 (1d6+7 plus 1d6 fire/18-20)
Base Atk +7; Grp +14

Combat Options flanking fire

Special Actions wounded burst

Abilities Str 25, Dex 19, Con 22, Int 14, Wis 16, Cha 15

SQ darkvision 60 ft., immunities, vulnerability to cold

Feats Combat Reflexes, Improved Initiative, Iron Will, Weapon Focus (scimitar)

Skills Balance +5, Intimidate +15, Jump +21, Listen +12, Spot +12, Tumble +15
Possessions masterwork scimitar, masterwork chain shirt, masterwork heavy steel shield

Wounded Burst (Su) If a fire archon blazesteel is reduced to half its hit points or reduced to O hit points, it
unleashes a 10-foot radius burst of fire centered on itself. The fire causes 5d8 points of fire damage to creatures
in the area (Reflex DC 21 for half).

Flanking Fire (Ex) When a fire archon blazesteel flanks a foe, it may make an extra basic attack against that
foe whenever it attacks. In addition, the fire archon blazesteel's attacks against the flanked foe cause +1d6
points of fire damage for every other fire archon adjacent to the flanked target.

Vulnerability to Cold (Ex) A fire archon takes half again as much (+50%) damage as normal from cold attacks.

Fire Archon Ash Disciple CR 8
hp 119 (14 HD); death throes

Often CE Medium elemental (extraplanar, fire)
Init +10; Senses darkvision 60 ft.; Listen +12, Spot +12
Languages Common, Ignan, Terran

AC 21, touch 16, flat-footed 15

(+6 Dex, +5 armor)

Immune critical hits, fire, flanking, paralysis, poison, sleep, stunning
Fort +8, Ref +15, Will +9

Weakness vulnerability to cold

Speed 40 ft. (8 squares); flame step
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Melee slam +16 (1d6+5 plus 1d6 fire and target catches fire)

Ranged fire bolt +16 (50-ft. range; 8d6+5 fire and foe catches fire; creatures adjacent to target take 1d6 fire)
Base Atk +10; Grp +15

Atk Options Point Blank Shot, Precise Shot

Special Actions cinder burst, death throes, flame step, flame wave

Abilities Str 21, Dex 23, Con 19, Int 15, Wis 16, Cha 17

SQ darkvision 60 ft., flame step, immunities, vulnerability to cold

Feats Improved Initiative, Iron Will, Point Blank Shot, Precise Shot, Weapon Focus (slam)

Skills Balance +8, Intimidate +18, Jump +26, Knowledge (the planes) +7, Listen +12, Spot +12, Survival +3 (+5
on other planes), Tumble +23

Possessions +1 mithral shirt

Cinder Burst (Su) Once per encounter as a standard action, a fire archon ash disciple can unleash a 10-foot
radius burst of fire centered on itself. The fire causes 8d8 points of fire damage to creatures in the area and
blinds them for 1 round (Reflex DC 21 for half and to avoid blindness).

Death Throes (Su) When a fire archon ash disciple is reduced to O hit points, it explodes. Treat this effect as a
cinder burst attack that causes 10d8 points of damage.

Flame Step (Su) As a move action, a fire archon ash disciple can teleport to within 15 feet of any fire creature
within 100 feet.

Flame Wave (Su) Once per encounter, a fire archon can unleash a wave of flames in a 30-ft. cone. Creatures in
the area take 8d8 points of fire damage (Reflex DC 21 for half) and are pushed back two squares (no save).

Vulnerability to Cold (Ex) A fire archon takes half again as much (+50%) damage as normal from cold attacks.
About the Author
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oul beyond reasoning and old beyond reckoning, half-

crazed shadows cackle madly in the mist-shrouded

night. Lurking in the rank, wild places even the bravest
fear to tread, nightmare crones haunt the legends of every
culture and hint at the corruption that festers deep within

each mortal soul. Cunning predators, vengeful adversar-
ies, and warped reflections of the civilized races, these are
the monstrosities known as hags.

This treatise marks the first of a three-part series detail-
ing the foul powers, cruel plots, and preternatural lifecycle
of the mostly frequently encountered and arguably most
deadly breeds of hags.

HistorY of GReeN Hacs

For as long as there have been tales to tell, there have
been whispered warnings of hags. From legends of cruel
yet wise seers prowling the fringes of civilization to cau-
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tionary tales of cursed, hate-filled women, hags haunt the
mythology and folk-stories of nearly every race.

One legend stands out among the countless others,
told among dozens of races with little variation. Known
as Kiersana the Unfaithful to elves and to orcs as Grigga
Toegnawer, the fable of the creature most commonly called
Green Mary terrorizes the dreams of countless children,
regardless of race.

In a time long ago Green Mary lived as a protector of the
woodlands and its creatures, a beautiful druid with a forest
domain encompassing hundreds of miles. Making her home
at her forest’s heart, protected and served by the creatures
that she in turn watched over, Green Mary worshiped and
obeyed the spirits of nature and their timeless laws. On the
day the winds whispered of danger and the crows squawked
of death, she investigated their reports. Her search led her to
a powerful and skilled hunter who stalked her animal wards



out of sport and felled the trees to
make his weapons. Although the voices
of the forest cried out for revenge

against the careless hunter, Green Mary
found him as comely as he was dan-
gerous. Moved to speak with him, she
became entranced by his silken words
and he compelled by her beauty. That
night, Green Mary defied the timeless
whispers of the forest and lay with the
source of their wrath.

The next morning, the hunter awoke
to find his lover horrifically trans-
formed. The forest had reclaimed its
servant’s willful body, changing her
milky skin into gnarled bark, her raven
hair into vines, and her soft hands into
twisted claws. Realizing the extent of
her sin, Green Mary obeyed her spirit
masters’ orders with a fearful and
repentant fervor. When it was done,
not even a drop of the hunter’s blood
remained to stain the verdant ground.

Yet nature knows no mercy, and,
despite Green Mary's atonement, her
form did not return to its one-time
alluring shape. Disgusted by her
actions and new form, she fled the
beautiful groves and glens through
which she once danced and took up
residence among the rotting vines

and festering pools of her forest’s
most putrid swamp. Thus rose the
first green hag, a creature of nature
enslaved to passion but fated to
destroy all after which she lusts.

Prysiotocy of GREeN Hacs

Green hags possess fearsome powers,
horrible diseased features, and cruel
natural weaponry, but despite all of
this, perhaps their most disturbing
trait is how closely they resemble
normal humans. Ranging the same
heights and weights as human females,
only their withered, swampy appear-
ances mark green hags as anything
more then particularly misshapen
crones, and even these tell-tale defor-
mities might be hidden behind myriad
magical disguises. Monstrous yet
strangely familiar, green hags prove the
least physically terrifying of all hags,
marking them as the best examples of
all hags’ aberrant crossbred ancestry.
Although their proportions mimic
those of withered human women, their
bent backs and hunched postures make
some appear far shorter. Their weight
also runs to far greater extremes, with
some green hags appearing as emaci-
ated, skeletal things while others can

barely support their own obese bulk.
Regardless of appearance, one must
never assume that a green hag is frail

or sickly, as all of their race possess
physical powers outstripping nearly any
humanoid of similar size.

Aside from seemingly unnatural
strength, a green hag'’s twisted form
affords it a host of extraordinary and
deadly powers. A green hag’s physical
similarity to human women is only
superficial, as any who nears swiftly
sees. Their mold-colored hair forms a
wild viny tangle that rings their exag-
gerated, wart-covered features like a
swampy mane. Their bent bodies pos-
sess a similar algae-green coloring as
their hair but appear scarred and thick
like bark, often marked with cancerous,
knobby protrusions. This calloused
hide makes green hags particularly
Tesistant to physical attacks and often
aids them in hiding amid the decaying
overgrown areas in which they lair.
This warped, hard physiology becomes
most deadly as it extends to green hags’
hands, which twist into yellow-nailed,
filth-encrusted talons as deadly as any
wild beast’s.

Perhaps it's their physical heartiness,
or their similarity to gnarled trees, but
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Green hags are sadistic cronelike monstrosities who lurk only in swamps

and marshes. No plant, stone, or water way hinders them within their
fetid domain and they hold mastery over all natural creatures.

hoss

R

Green hags can drain an enermy’s strength with the slightest touch and
possess significant resistance to magic. Although absolutely evil, green
hags are very intelligent and mi r be reasoned with

- W]
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~ Green Hagoraté;ﬁst as well above water as below. Ty often foster

their children to humanoid families, but cannot switch children before
birth. There is no such thing as a caliban or changeling®.
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green hags never seem to age or suffer
the ravages of time. As such, a green
hag might terrorize a region for untold
centuries, commonly becoming a
famous monstrosity that haunts local
legends for generations.

Already so like the uncaring natu-
ral predators of the swamps, it's little
surprise that green hags can naturally
mimic the sounds of the creatures that
live within their domains. This abil-
ity does not extend to speech or the
noises of manufactured items, but the
sounds of wounded animals often prove
sufficient enough to cause potential
prey—whether other beasts or passing
travelers—to investigate. Green hags
are known for slaying and dragging
away the bodies of pets and animals
owned by those who live on the edge of
swamps and forests, then coaxing their
owners into the wilderness with the
creature’s mimicked cries. As such, local
wisdom commonly holds that anything
lost to the swamp remains there.

With all their deadly natural powers,
the fact that green hags also possess
an arsenal of supernatural and magic
abilities merely compounds their hor-
rific nature. Aside from their ability
to see in total darkness, resist magic,
and perform a wide range of deceitful
and misleading magic, a green hag’s
most deadly weapon is her slightest
touch. With a mere brush of her mis-
shapen claw a green hag might sap the
strength from even the strongest war-
rior. Although some might resist, few
can hope to overpower a green hag’s

already formidable strength

with their own leeched away.
Frequently using this ability to
their advantage, green hags favor
draining an enemy’s strength until
he’s totally unable to move, then either
drowning him in their boggy homes
or dragging him back to their lairs,
usually for some unspeakable magical
OT—even WOorse—amorous purpose.

Psyciotocy anp Sociery

Hatred and dreams of ruin dominate
the minds of green hags. They
seek the destruction of all
things civilized and beautiful,



POWERS OF THE COVEY: HAG EYES

but whether out of some forgotten

offense or hereditary spite is
unknown. Yet while these cruel
aspirations and the seemingly innate
need to torment and kill inspire

the foul deeds of all hags, green

hags act with a malevolence and
deceitfulness in excess of even their
most savage brethren.

Far more glib and persuasive then
any of their sister hags, green hags
excel at manipulation and temptation.
Their simplest plots involve using their
natural and magical abilities to lure
trespassers into their swampy home to

face some horrible end, but green hags
commonly favor far more grandiose
plots. Frequently, green hags disguise
themselves and walk among the very
taces they terrorize. Spreading rumors
of wise women or beautiful fey who live
in the nearby wilderness, they eagerly
make themselves into local legends.
Such rumors often lead the foolish and
desperate to seek the source of the tales,
only to fall into the green hag's clutches.
Besides luring victims to their homes,
more so than any other types of hags,
green hags actively seek out and invade
humanoid settlements. Disguising

themselves under layers of their inher-
ent magic, green hags sometimes lair
in the slums or sewers of cities, stalking
their prey within their own
homes. In such cases, green
hags frequently disguise
themselves as beautitul
women and tempt
men to secluded
locales with libidi-
nous promises and
appealing disguises.
Although green hags
do not seek out male
victims exclusively, they
find that men quite easily,
almost willingly, fall to their
temptations. Once alone, they take
sadistic pleasure in revealing their true
forms to their would-be lovers before
savagely slaughtering them. However,
even worse is when a green hag's vicims
are more than mere would-be lovers.
Insanity often follows those that survive
such a traumatizing rendezvous.

With thoughts of feeding and repro-
duction aside, green hags ultimately
seck the corruption and downfall of all
things civil and pure. Intelligent and
cunning in the extreme, green hags
seduce and beguile their way into posi-
tions of power, installing themselves
as consorts of community leaders or
even false goddesses to tribes of savage
humanoids. Daring those under their
influence to more and more profane
and degenerate acts, the greatest plots
of green hags seek to recreate civiliza-
tion into the brutal, decaying morasses
they naturally favor.

Green hags prove far more willing
to cooperate with other creatures har-
boring similar goals—Dboth of their
own race and others—than other
breeds of hags. While all hags gain
great benefits from forming coveys,
green hags most frequently form such
alliances and triunes of green hags
form far more frequently than ones
consisting exclusively of annis or sea
hags. Besides their own sisters, green
hags frequently ally with other evil
swamp dwelling creatures, finding
particular affinity with the alien cruelty
of will-o-wisps, and sometimes putting
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aside their hatred of humanoids to ally
with evil druids. However, like all hags,
green hags feel a natural—although
sometimes unwarranted—sense of

superiority over all creatures and know
nothing of true trust or partnership.
Although a green hag might ally with
or even pose as a servant to another
creature, such an alliance lasts only as
long as it is convenient or until she
sees an opportunity to supplant her
supposed master.

Yo Green Hacs

Cunning and duplicitous in ways that
far outstrip even their hag sisters, only
adventurers armed with the best equip-
ment and information can hope to
stand against a green hag and survive.
Second Your Senses: Green hags
possess a host of spell-like abilities that
allow them to trick the senses. When
pursuing one of these monstrosities,
adventurers should rely on multiple
senses before taking anything at face
value. For example, a green hag under
the effect of her disquise selfability
might be revealed simply by inter-
acting with her physically (as creatures
that touch such a glamer receive a save
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to disbelieve the illusion). In addition,
adventurers should be wary of dis-
tracting and misleading spell-like and
extraordinary abilities, such as dancing
lights, ghost sound, or the hag’s mimicry
ability, and should only investigate
unexplained sights and sounds with
extreme caution.

Steel Your Strength: A green hag
can sap the vigor from even the strong-
est warrior with the merest touch. To
defend against her weakening touch,
adventurers should consider casting
spells like bull’s strength, heroism, protec-
tion from evil, lesser restoration, or even
make use of a bard's inspire courage
ability to boost their Fortitude saving
throws or regain lost Strength.

Dispel Disguises: Green hags may
use any of their spell-like abilities at
will, and thus use them frequently.
While adventurers might seek to cast
spells like dispel magic or glitterdust to
reveal a magically masked green hag,
these crones can replace their dispelled
disguises in moments. Instead, hag
hunters should cast spells that con-
tinually reveal or bypass illusions, such
as detect thoughts, invisibility purge, or
true seeing. Better funded adventurers

should seek out magic items like dust
of appearance or gems of seeing, which
provide more versatile, longer-lasting,
and more reliable effects.

Unexpectedly Underwater: Adven-
turers cannot afford to forget that
green hags can move just as nimbly
underwater as on land. Possessing
both a swim speed and the spell-like
ability to breathe water, every stag-
nant pool and placid pond becomes a
potential ambush site. Taking advan-
tage of their weakness supernatural
ability and their target's vulnerable
state, green hags take special pleasure
in grappling those who pass by their
hunting waters and dragging them
underwater, where the victim’s sur-
prise and terror swiftly brings a par-
ticularly horrific death by drowning,

Classed Crones and Local Legends:
Perhaps more than any other hag, green
hags are likely to take levels in a variety
of character classes (see “Root of Evil”
in DuNGEON 4122 for an example).
Well suited to the various spellcasting
classes, as well as those that thrive in
natural settings, green hags frequently
add the abilities of barbarians, druids,
or sorcerers to their already potent
arsenal of abilities. Thus, adventurers
should always research their prey and
listen well to the stories of locals. The
tale of Gnarled Jan controlling the
beasts of the swamps might suggest a
green hag druid more powerful than
her ordinary kin.
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sive, and paranoid creatures capable of operating with '

equal ease in darkness and in light. These creatures,
known by many on the world above as grimlocks, possess
preternatural camouflage in their cavernous homes, the
heightened senses of true Underdark predators, and a xeno-
phobic mistrust of all other races. Often toiling as slave-
warriors in the armies of the drow, duergar, and mind
flayers, grimlocks have endured centuries of enslavement
and deprivation. Although these creatures demonstrate
a remarkable capacity for evil, they nonetheless display
qualities of bravery, determination, and sometimes even
fierce loyalty. The races of the surface world rarely wit-
ness this grim nobility, however, and thus most consider
grimlocks as nothing more than twisted, evil, and degen-
erate monsters.

ln the dark realms below lives a race of stalwart, aggres-
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In the distant past, grimlocks lived on the surface as a race of
stony-skinned, mountain-dwelling barbarians. Carving out
a fierce warrior society upon their mountaintop homes, they
made war with all those who lived below, subsisting by raiding
the settlements of more peaceful races. Although widely feared,
such brutality could only be tolerated for so long, and eventually
an alliance of their victims struck back, forcing the grimlocks
from their lofty homes. Hunted by their one-time prey, those
grimlocks who wererit exterminated hid wherever they could
find shelter, many retreating deep into the tunnels below the
peaks they once called home. Thus, grimlocks gained both their
place among the creatures of the Underdark and their race-wide
loathing of all other beings.

Unexpectedly, grimlocks found a pathetic kind of purchase
within the Underdark, wandering widely through its depths




in separated groups and multiplying
as they could. Their stone-colored skin
allowed the surviving grimlocks to hide
from many of the Underdark’s greatest
predators and flourish within thelight-
less depths. However, their survival was
not assured by their own tenacity to
survive, but unexpectedly by the cruel
whimsy of one of the Underdark’s great-
est horrors: illithids.

When a group of blindly wander-
ing grimlock refugees encountered
and wiped out a group of their kobold
thralls, the mind flayers turned their
sinister attentions upon this new band
of interlopers. Seeking out and captur-
ing this displaced people, the illithids
found that the grimlocks' weak will
combined with martial prowess made
them perfect thralls. Altering their
forms to better suit the grimlocks’ new
darkened homes and the needs of their
masters, the illithids and the strange
radiations of the Underdark warped the
grimlocks into the perfect slave race.
Breeding them as cattle, the mind flay-
ers put the newly adapted grimlocks to
widespread use as servants, food, war-
riors, and as trade goods to the other
foul races of the Underdark. Thus, sold

and traded like animals, grimlocks
spread far and wide.

Only a few roving bands of grimlocks
remained free, adapting to their new
environments through exposure to the
Underdark’s strange radiations in much
the same way as the illithids warped their
enslaved cousins. Today, these tribes, as
well as bands of slave grimlocks who have
somehow found their freedom, roam
the Underdark in search of food. Many
free grimlocks also serve other creatures
to improve their chances of survival and
worship powerful creatures like aboleths,
medusae, deep-dwelling dragons, or other
powerful, intelligent monstrosities. The
grimlocks bring them food, slaves, and
other offerings in exchange for protection.

A handful of grimlock cities have
developed throughout the underground
realms. Such communities, small by
human standards, survive in remote
locations, distant from other races. If any-
thing, a grimlock city resembles a fortress
more than a settlement. Grimlock build-
ers make use of natural terrain as well
as obstacles such as rivers and ravines.

Often, these communities originate when
a grimlock tribe breaks free from enslave-

ment and many might even be within

the ruins of another race’s fallen city. For-
mer slaves often prove more successful
and fiercely independent than their free
brethren, as they understand the price
of failure. Ex-slaves of the Underdark’s
cruelest masters, these grimlocks almost
universally prefer death to servitude.

PHYg0L0GY
In the light, a grimlock’s appearance
resembles a half-formed, almost fetuslike
humanoid with drooping skin and under-
defined features. A smooth mask of skin
stretches taut across grimlock faces in
place of eye sockets and their splotchy
gray flesh appears mottled and sickly, like
melted stone. Although average grim-
locks stand over 5 feet tall, they walk with
a hunched, stooped posture that gives
them a shorter, bulkier appearance.
Grimlocks possess impressive strength
significantly beyond that of a normal
human. Because the Underdark consists
of endless tunnels, caverns, and cliffs,
grimlocks gain much of their might
through constant climbing, jumping,
running, and toil. In addition to their
wiry physical power, grimlocks boast a
high degree of agility and flexibility, along
with a hardy stamina. Even the weakest
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grimlock walks, runs, hunts, or performs
heavy labor for long periods of time
without tiring, as life in the Underdark
permits only the strongest and healthiest
to survive.

Although blind, grimlocks enjoy
heightened hearing, sense of smell,
and even touch. In combat, they detect
enemies through both noise and smell,
using their acute senses to pinpoint
nearby targets. Using their improved
sense of touch, grimlocks can run their
hands across a surface and learn almost
as much about it as any sighted creature
looking at it. With only a fleeting touch, a
grimlock perceives minute variations and
changes in temperature and texture.

Young grimlocks mature rapidly and
gain strength over their first three years of
life. The weak fall prey to monsters, acci-
dents, or the slaver’s lash; the survivors
representing the strongest, fastest, and
sturdiest of their generation. Although
children appear emaciated and small, the
scrawniest grimlock child possesses con-
siderable strength and impressive speed.

Grimlocks often ritually scar their bod-
ies with intricately tattooed spiral patterns.
The older a grimlock lives, the more scars
one accumulates, with each tattoo grow-
ing more elaborate by the year. Grimlocks
recognize one another through scent,
speech, and by each other’s scars. Indeed,
a grimlock’s tattoos describe his name,
his skills, his profession, his deeds, and
his history with remarkable detail. While
some scholars believe this practice might
be an extreme reinterpretation of one
of the grimlocks' lost surface traditions,
others suggest that it is an attempt by
grimlocks to exert some control over their
forms, which have been so altered by the
Underdark and torturous illithid augmen-
tations. Grimlocks take excessive pride in
their tattooed scars and many grimlock
masters, primarily drow who favor using
whips in culling their slaves, have been
overwhelmed by unexpectedly enraged
grimlocks whose ornate scars are marred
by the lash.

Psrctiotocy & Sodery

Grimlocks live harsh, brutal, and often
short lives, Because most grimlocks serve
as slaves and live in the Underdark, day-
to-day survival is always uncertain. Free

m DRAGON 327 January 2005

grimlocks spend their time foraging for
food and hiding from enemies, while
enslaved grimlocks serve as disposable
soldiers or perform bone-crushing labor
all day. Regardless, an individual grim-
lock struggles every day to survive.

Scraping together sufficient food
often proves difficult in the Underdark
and free grimlocks must forage daily
for sustenance. Grimlocks will eat
nearly anything, but prefer fresh meat
and fish. Quite regularly, grimlocks
are forced to subsist on mushrooms
and other fungi, insects, carrion, and
rodents. With true adaptability, grim-
locks digest anything remotely edible,
regardless of taste or consistency. With-
out regard to morality, grimlocks fre-
quently practice cannibalism, disposing
of the weak, aged, and infirm before
they become a hindrance to the tribe.

Grimlock tribes are little more than
loose-knit groups of families. While
families care for children for the first
year, after that the tribe shares respon-
sibility for the young,. Indeed, after the
first year, the average grimlock main-
tains the same degree of contact with
his parents as with everyone else in the
community. Tribes consider their chil-
dren a shared resource for the future,
something for which every member
holds responsibility.

Whether enslaved or free, grimlocks
learned to expect the worst from other
races. Other races inevitably attack
them, enslave them, or steal their food
and resources. In the cruel world of the
Underdark, grimlocks expect brutality,
violence, and betrayal from everyone
they encounter. Since their relocation to
the Underdark, grimlocks have endured
the bullying and abuse of every major
underground race. As a result, trust
remains a difficult concept for them
to accept. For the most part, grimlocks
prefer peace and isolation. When other
races steal their food and enslave their
children, grimlocks must raid to survive,
At times, simple desperation forces
grimlocks to raid surface villages and
farms, creating a monstrous cycle of
predation and survival.

In rare circumstances, grimlocks
come to treat other individual creatures
as equals. For example, grimlocks

might view someone who saved a tribe
member’s life as an equal. Although the
grimlock language includes no word

for “friend,” these creatures understand
the concept of an ally, fellow hunter,
and brother. When an outsider enters
grimlock culture and demonstrates he
deserves equal status, usually through
skill at the hunt or in battle, an unusual
bond might develop between that indi-
vidual and the grimlocks. Although
such intense loyalty remains rare, it
demonstrates grimlocks share a few
traits in common with surface dwellers.
Grimlocks share their food with adopted
friends and demonstrate a willingness
to fight alongside that person, as long
as the individual continues to prove his
usefulness. Understanding that a weak
individual is a sickness to society who
makes the whole tribe vulnerable, grim-
locks do not allow frail members of their
own race to survive and feeble outsiders
are cast out or quickly put to another
use—often as food.

Despite the grimlock familiarity with
aggression and xenophobia, their cul-
ture involves more breadth and depth
than survival and hunting. Grimlocks
enjoy several unique styles of art and
entertainment, and demonstrate a knack
for music. Thanks to their acute sense
of hearing, grimlocks interpret a wider
range of sound than many other races.
Their material art, seemingly little more
than cave etchings to most cultures,
relies on touch and scent rather than
sight and includes variations in texture,
moisture, and temperature to create
pictures and tell stories. Grimlocks
have also cultivated a unique art form
that combines their skill at music and
sculpture. By shaping cavern walls and
creating complexly shaped hollow pillars
within windy tunnels, grimlocks are able
to alter the sounds underground breezes
create as they pass through such forma-
tions. This art, called wind sculpting, has
thus far only been mastered by grim-
locks, although it appeals to many of the
Underdark races that hold them as slaves
and has appeared near the cavernous
homes of many such peoples.

On rare occasions, grimlocks aban-
don their tribes or their tribes abandon
them—often in the case of extreme
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illness when cannibalism seems more
dangerous. A few exceptional individuals
survive alone, living short nomadic lives
constantly on the run from the Under-
dark’s countless threats. A few of these
individuals journey to the surface, either
seeking a more hospitable home or with
the desire to learn about the world above.
Yet even these unusual grimlocks must
struggle each day to be viewed as more
than monsters, rely upon what allies they
make, and put aside their inherent mis-
trust of other races.

YERSUS GRIMLOGKS

Underground or in darkness, grim-
locks make vicious enemies. Alone, a
grimlock is a fierce but often unmo-
tivated combatant, favoring its own
survival to needless fighting. However,
a grimlock raiding party fights in total
silence and cooperates like a pack of
wolves, exhibiting savage fury and
fearlessness. Although a grimlock raid-
ing party poses a serious threat, when
motivated by a cruel taskmaster like

a mind flayer or other monster, grim-
locks become even deadlier.

Beware Ambushes: Against most
opponents, grimlocks rely upon their
stealth and camouflage abilities as well
as natural cover. The preferred grim-
lock tactic involves hiding and waiting

for enemies to enter melee range.
Often, grimlocks position themselves
in nooks or crevices above enemies,
waiting for hours if necessary until
prey passes close.

Once in melee, grimlocks attack with
heavy, simply made weapons such as
axes or clubs. Grimlocks fight almost
exclusively with such melee weapons as
their senses don't allow them to perceive
distant creatures with the clarity ranged
weaponry requires. Thus, PCs combat-
ing grimlocks should consider using
spells that limit their enemies’ mobility
and access to allies, such as entangle,
web, and the various wall spells.

Blind Them: Countering either a
grimlock’s hearing or sense of smell
effectively hampers its blindsight abil-
ity. If a grimlock loses both its hearing
and sense of smell, it experiences the
full effects of blindness.

Give Them Targets: Grimlocks lack
the tactical awareness to attack spell-
casters or other specialized targets.
When confronted with an enemy, they
attack. When characters face grim-
locks, they should find ways to bring
in allies and thus provide more targets
for grimlocks to attack. The summon
monster and summon nature’s ally spells
provide quick and inexpensive allies
to the party and force grimlocks to
spread their attacks, Even if the party’s
spellcasters summon weak creatures
such as wolves or monstrous centi-
pedes, grimlocks lack the ability to
immediately differentiate a weak oppo-
nent from a strong one. The party's
spellcasters should also place a few
summoned monsters between them
and the battle as a front line of defense.
Spellcasters should avoid casting spells
like mirror image or similar illusions,
as the sight-based nature of such spells
prove completely ineffective against
blind grimlock attackers.

Look for Leaders: Often, non-grim-
locks command grimlock raiding par-
ties. Any creature capable of controlling
grimlocks and commanding their fear
deserves the PC’s respect. Aboleths,
drow, duergar, medusa, mind flayers,
and numerous other more intelligent
monstrosities often control a band of
grimlocks on patrols or raids. In most

cases, leaders remain hidden while
their minions fight. As such, characters
should take steps to locate and elimi-
nate the creature leading the grimlocks.
Because such leaders often prove
cowardly, characters should look for
concentrations of grimlocks or other
creatures serving as bodyguards or
defenders. However, in some cases, a
leader might prove even more powerful
than its entire grimlock entourage, so
PCs should exercise extreme caution.

Remember Immunities: Grimlocks
lack both eyes and eyesight. A grim-
lock’s blindness renders him immune
to all visual illusions, gaze attacks, and
any spell or effect dependent on sight.
A great many spells become ineffective
against grimlocks, including blindness,
color spray, dancing lights, darkness,
deeper darkness, flare, fog cloud, mirror
image, obscuring mist, and many others.

Show Overwhelming Strength:
Despite their savage and barbaric cul-
ture, grimlocks possess intelligence
and self-preservation instincts. If
adventurers demonstrate overwhelm-
ing strength and superiority against a
grimlock band, the grimlocks might
accept truce or parley. PCs also stand a
better chance of ending a battle if they
eliminate the grimlocks' leader. Cer-
tain destructive spells, such as fireball
or lightning bolt, might convince grim-
locks to retreat or offer a truce rather
than fight to the death. Of course,
such diplomacy can only take place if
the grimlocks aren't being driven on
by a master they fear even more than
the PCs.

Target Scouts: As grimlocks rely
heavily on their sense of hearing while
traveling, bands of grimlock warriors
and hunters often send lone scouts in
various directions ahead of them. These
scouts perform the dangerous role of
providing warnings to their brethren
as they stumble across danger or draw
them on when they come upon prey. By
the sounds of either the scouts’ screams
or a series of swift barks, a scouts’ allies
can swiftly close on its position, Thus,
PCs who encounter lone grimlocks

" should seek to dispatch them swiftly and

quietly, before they have the opportunity
to alert other grimlocks in the area. =
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The Ecology of The tobgoblin

by Terry Edwards - illustrated by Sam Wood

Goblins flee the world of light, cursed Gather now by standards, by swords; Don the armor of fallen foes and pick
and wretched in their plight. come unite the scattered hordes! the flesh clean from their bones,

Dark dank caves the goblins live in, gob- By order hobgoblins will reclaim the Hobgoblin tribes grow strong through
lins pray to him who begat them: world that goblins fled in shame. war; If they know peace they grow
Help us take back what's lost to day. Bring war, bring strife upon the land! no more.

Maglubiyet guide us on the way, One ftribe in victory will stand! Shielded lands defended with might will
Make a race whose power can end the Guide to war the lesser kin and lend never, never flee from light.

rejen of elves, and dwarves, and men. them strength the day to win. Vengeful conquest now begin. All gob-
Hobgoblin, hobgoblin! * Hobgoblin, hobgoblin! linkind, come join your Kin.

Hobgoblin, hobgoblin!

—Verses from hobgoblin creation myth, author unknown
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peoples fo classify all the evil

humanoid races that populate
untamed lands as lawless, savage, and
disorganized barbarian hordes. But any-
one laboring under such a misconcep-
tion has obviously never been
unfortunate enough to share territory
with a hobgoblin tribe.

Hobgoblins represent the antithesis of
the common goblinoid stereotype.
Highly organized, well trained for battle,
and strictly obedient fo their military
code, they function with a focused effi-
ciency thar army commanders of any
race would envy. Driven by a simple
ethos based on survival through contin-
uous conquest, hobgoblin fribes have
spread systematically throughout the
inhabited regions of most campaign
worlds. To state that these remarkable
humanoids are merely survivalists, how-
ever, downplays the incredible depth of
their culture.

Most players and even many DMs
view the evil humanoid races as little
more than substitute ores, but in fact
each fills a special niche within the cam-
paign world. In particular, the unique
psychology of hobgoblins on both the
individual and the societal level serves to
distance them from the rest of the
humanoid pack. Hobgoblins are definitely
not substitute orcs, and they are far
more than just big goblins.

There is a tendency among civilized

PHYSIOLOGY _

Hobgoblins are born predators, and this
heritage is apparent in their physical
shape. A typical hobgoblin is lean and
tall, averaging 6 1/2 feet in height and
200 pounds in weight. The muscles of
his lithe frame are designed more for
agility than strength, enabling him to
move with an almost feline grace. Like a
tiger, a hobgoblin excels at moving

371 B.C.E:: The Oblique Order Formation
Arguably the greatest general in the ancient
world to date, Epaminondas leads the Theban
army against the Spartans. But instead of lining
up his phalanx and charging it headlong info
the Spartan phalanx, as the Spartans them-
selves would do, Epaminondas masses his
troops heavily fo one side and staggers the rest
of his line.

When the two phalanxes clash, the heavy
side of the Theban phalanx massively overpow-
ers its side of the Spartan phalanx. The weaker,

ered side of the Theban force rotates bac
slightly, just enough to defend. The broken pha-
lanx of the Spartans is then flanked by the
overpowering force of the Theban's heavy end.

unheard, and his keen yellow eyes can
see even in the darkest conditions.

Tattoos often accentuate a hobgoblin's
crimson-orange skin, but they are far
different from the ink pinprick designs
that are sometimes sporfed by other
races. Hobgoblin tattoos are deep scars
branded info the flesh fo demonstrate
the bearer’s tolerance for pain. For
much the same reason, body piercing—
the deeper and more painful the better—
is a popular form of adornment among
hobgoblins. But while his body might be
run through with meral in several places,
a hobgoblin always keeps his red (or in
some cases, blue) nose unobstructed.

Coarse hair, usually gray or brown in
color, covers the hobgoblin's thick hide.
The hair on his head is generally worn
long in several braids, which are
adorned with bone jewelry crafted from
the remains of slain foes. In like manner,
any other adornments a hobgoblin wears
are designed fo call attention to either
his battle prowess or his high tolerance
for physical hardship.

PSYCHOLOGY

To ensure that each hobgoblin’s mind
remains confinually focused on the sur-
vival of the tribe, the young are taught
the life metaphor of the personal
perimeter (see below) as soon as they
are old enough to understand spoken
words. This concept embodies the cen-
tral philosophy behind hobgoblin behav-
ior, and its principles influence all
aspects of a hobgoblin's life. The per-
sonal perimeter means everything fo a
hobgoblin, and each is proud of the dis-
ciplined lifestyle required to maintain it.

The Personal Perimeter

Each hobgoblin learns early in life to
establish a personal perimeter of
defense. This perimeter represents not

This arrangement allows the Thebans fo assault
the Spartan phalanx frem its most vulnerable
position—the side—while the rest of the Theban
line fights defensively. Unable to protect them-
selves, the Spartans are slaughtered—not
through superior training or weaponry but
through superior ta :

Philip Il of Macedonia, trained by
Epaminondas If in all manner of warfare
(including logistics, factics, drilling, and the use
of multiple field units in addition fo infantry),
further refines his mentor’s so-called “oblique
order.” Generals throughout the ages will repli-
cate the factics of Epaminondas, and Philip’s
son Alexander will master them.

the chaotic creafure’s need for personal
space, but a highly lawful creature’s
portion of the greater fribal perimeter.
In the hobgoblin mindset, one hobgoblin
controls his own immediate area, two
control still more, and so forth. Thus, a
whole tribe jointly controls a significant
area that it claims for ifs own use.

The first sfep in learning fo maintain a
personal perimeter is rigid mental condi-
tioning designed fo expunge the potential
weaknesses of debilitating emotion and
extraneous thought. A mind free from
distraction can give its full atfention to
mainfaining a perimeier.

The methods used fo achieve the
required mental conditioning process are
harsh, to say the least. Abuse, both
physical and mental, is a common fool
for developing the desired mental stafe.
Combat training is the only emotional
outlet allowed to hobgoblins, and learn-
ing to defend a space is the most inte-
gral part of maintaining a personal
perimeter. Years of such extreme pro-
gramming yield an unquestioningly loyal
soldier who desires nothing more than to
serve the fribe.

Always on the defensive, hobgoblins
constantly evaluafe their surroundings
for factical advantages. This tendency is
most noticeable when they are outside
the protective confines of their own
tribal lands. No hobgoblin can be found
overimbibing ale in a favern while seated
in front of a window or with his back to
a crowd. More likely, he sits in a dark
corner of the tavern that provides him
with an unobstructed view of the room,
nursing one drink throughout his stay.

Morality

The narrow focus of the hobgeblin mind
leaves no room for moral questions.
Mercy and compassion can only weaken
the perimeter and cloud thinking.

359 B.C.E: The Complete Army.
Philip Il of Macedonia conquers Greece with the
most tactically advanced army in the world. His
force, predictably centered on the Greek pha-
lanx, consists primarily of heavy infaniry. Using
ics he learned from Epaminondas, Philip com-
5 for the inherent weakness of the pha-
y doubling its size and providing auxiliary
cavalry, light infantry, skirmishers, and archers
fo protect its vulnerable flanks. He also extends
the length of the lances used by the infantry to
mare than 12 feet.

Philip Il's army is the first to use artillery rou-
tinely on the battlefield. His forces employ |
dart-throwers capable of ki my sold
at more than 200 yards. ( eeks never
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Individual freedom is meaningless and
has no place in hobgoblin society, and
respect for the freedom of others never
enfers a hobgoblin's thoughts.

The habgoblin survival ethos drives
every individual in the tribe and forms
the basic rationale for the perimeter
concept. Among hobgoblins, survival and
security means constant preemptive
domination of their surroundings. The
land must be tamed to serve the tribe's
needs, and enemies must be vanquished
before they can become threats.

Other Cultures

Hobgoblins tend not to be social crea-
tures. In fact, creatures of other races
usually find them paranoid, insulting, and
dismissive. At first meeting and for some
time thereafter, hobgoblins usually
exhibit all those traits, but only because
they consider any creature not of their
tribe fo be a threat. Then foo, a hobgob-
lin's rude behavior is often an expres-
sion of the paranoia that keeps him on
his toes, as well as his disdain for the
soft lifestyles of others.

Death and Dying

Although hobgoblins are born for com-
bat, most do not actually infend to end
their lives on the battlefield. Unlike many
warmongering humanoids, hobgoblins do
not view death in combat as honorable
or glorious. Rather, it is viewed as evi-
dence of failure to maintain a strong
enough personal perimeter. Nevertheless,
comrades felled in battle are respected
and honored for their sacrifices.

A time to die is chosen by (or for) any
individual who can no longer confribute
anything to the tribe. The choice is a
matter of pride, and the method invari-
ably benefits the fribe. Many hobgoblins
choose a form of ritual suicide designed
to supply adepts with sacrifices.

& and versatile
to date. It is capable of fi in any ferrain
against any known for era. The adapt-
abiliry of his armed forces allows Philip fo con-
quer all the Greek ci es except Sparta.

350 B.C.E.: The Roman Legion
The Romans, now a rising power on the Italian
sula, abandon the use of the Greek phalanx.
The Italian countnyside is ill-suited for the tightly
d formation, and it proves too cumbersome
st the more mobile for  the Gauls.
o replace it, the Romans develop a new for-
mation that becomes known as the legion. Based
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SOCIETY

The primary concern of a hobgoblin
tribe is survival. Survival means effec-
tive defense, and effective defense
means eradication of all enemies and
successful subjugation of all other crea-
tures within the tribal perimeter. Hunting
is a preemptive measure that serves
both to remove threats from the tribe's
ever-expanding area of control and to
strengthen its individual members.

Like many humanoid races, hobgoblins
maintain a parasitic relationship with the
world around them, systematically strip-
ping the land of its resources with no
thought for conservation or renewal.
Since few ecosystems can long tolerate
such a disruptive presence, the tribe
must move frequently. Agrarian civiliza-
tions are prime fargets for hobgoblin
raiding, since they boast ready supplies
of food and populations unaccustomed
to conflict. A hobgoblin incursion on
such a territory can be likened to a
locust swarm ravaging crops—a swift,
overwhelming invasion that leaves noth-
ing behind. Each successful conquest
brings food, weapons, and materials into
the tribe, which in turn provide the
resources to fuel future campaigns.

Social Hierarchy

Unlike their chaotic goblinoid cousins,
hobgoblins maintain a highly organized
social order that operates with military
efficiency. Hobgoblin society is loosely
divided into three castes, each of which
is further separated info two subcastes.
The divisions are: military
(command/warrior), religious
(priest/instructor), and labor
(crafter/worker). Caste assignment is
based on both individual affinity for a
given tfask and the fribe’s current needs;
gender has no bearing on placement.

on small groups of soldiers called maniples (Latin
for “handfuls”) that are arraved i

the' Roman legion is far more maneu

the old Greek phalanx. It can adapt qui

changes in the Tlde of batfle by switching out its
ranks so that :

Fcr efront. Th

ve Fighﬂng force of the ancient world.

334 B. C E.: The Triumph of Cavalry
nst the overwhelming

Once given, a caste assignment changes
only when an individual is no longer
capable of performing the required
duties (such as a warrior who has taken
a debilitating wound) or when the tribe's
needs shift dramatically.

All castes are vital for the continued
existence of the tribe, and as such their
members receive equal treatment and
honor. Although status within the tribe is
most offen linked with victory in battle, a
heroic warrior always recognizes that
victory would not be possible without
the aid of the other castes. Failure to
acknowledge the contributions of others
within the fribe is a serious indiscretion.
Repeated incidents of such neglect can
result in the offender being formally
ostracized from the tribe.

Military: The largest of a tribe’s
three social divisions, the military caste
consists mostly of warriors and fight-
ers. These individuals receive the best
military fraining and are responsible
for the protection of the tribe and the
expansion of its perimeter. Ascension
to command requires adaptability, cun-

" ning, and a keen mind—values often

found among rogues. A tribe’s leader is
almost always a seasoned fighter/rogue
from the military caste who is vener-
ated as a hero by the tribe.

Labor: The crafters and workers of
the labor caste are respected as the
heart of a hobgoblin tribe. Composed
primarily of experts and warriors, this
caste makes up roughly one-third of
the tribe’s total adult population.
Members of the labor caste are
responsible for meeting the tribe’s
mundane needs. Most specialize in
resource management, furning goods
seized during conquest into food, arms
and armor, housing, clothing, and other
needed items. Members of the labor

. caste often receive military training as

forces outnumber Alexander’s two to one, are

red atop a steep riverbank. Alexander is
forced to cross the river to enga & opens
with a feint, ordering a small band of cavalry
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well, in case their help is needed to
defend the tribe.

Religious: By far the smallest of the
three castes, the religious caste is made
up of fruly outstanding individuals who
were chosen for their minds. Most are
trained as adepts, although sorcerers,
clerics, and even assassins can be found
within this caste. The religious caste
serves as the tribe's connection to the
divine and provides instruction for the
youth, but in a very real sense, it is also
the fribe’s governing body. Although a
member of the military caste typically
functions as ruler, if is the religious
caste that guides the tribe’s fate.
Tumultuous internal politics are rare in
hobgoblin tribes, but if need be, the
church can exercise the power of exec-
utive veto over a leader’s decision.

Upbringing

Life within a hobgoblin tribe is strictly
regimented. From the moment of birth,
hobgoblin youths are molded, body and
mind, in accordance with tribal ideals.
Instructors from the religious caste
oversee the youngsters' initial develop-
ment and guide them in building their
personal perimeters. Throughout the
training process, the instructors assess
their charges and chopse future roles
for them within the tribe. By the fime the
young hobgoblins reach adolescence,
their instructor-based training is fin-
ished, and their personal perimeters
have been firmly established. After a
stint of mandatory military service, each
takes up his or her preassigned role
within the tribe.

Military Tactics

When a hobgoblin tribe moves into a
new area, its first priority is to estab-
lish an entrenched base camp and
defensive perimeter. Since raids against

he !\,f infantry desirovq Thc' Peman mfdnrry and
light cavalry.
Through'his feinting maneuver combi
the mobility an I of' his cavalry, Ale
earns a bloody vi :
to conquer the rest or 1he Persian Emplrﬂ In
to come, Alexander conguers lands

] d the borders of the known world, extenc
ing the Macedonian Empire from India in the e
all the way to Europe in the west.

304 B.C.E.: Multifunction Siege Towers
The Greek engineer Epimachus creates the
first multifunctional siege fower, w

other humanoid settlements are the
most efficient means of supplying the
tribe with the resources necessary for
survival, the location of the base camp
is usually chosen fo provide proximity
fo such a farget. The base camp is
often built around or within an existing
structure, such as a dungeon, nafural
cavern, or building.

Once a secure camp has been estab-
lished, expansion can begin. While
stealthy scouts venture beyond the
perimeter on reconnaissance missions,
the hobgoblins in camp transform the
landscape info a defensible battle plain.
The earth is molded info trenches and
ramparts, trees are felled for building
material, and streams are rerouted to
serve as moats. The outer perimeter of
a completed base camp usually consists
of a ring of outposts placed a few miles
from the center. Depending on its prox-
imity fo trade routes and its relative
importance, an outpost might be
defended by anywhere from four to nine
hobgoblin warriors and fighters.

The tribe’s perimeter—outposts, moafs,
and fortifications—is a cooperative
extension of each individual’'s personal
perimeter, and it is maintained with the
same degree of dedication. Once a hob-
goblin tribe digs in, reaching the heart of
its base camp requires a long and diffi-
cult fight.

Diet

Although hobgoblins are omnivorous,
meat is their food of choice. Because of
their mobile lifestyle, they have never
mastered the techniques of agriculture,
but most tribes maintain small herds of
livestock. The bulk of a fribe’s food,
however, is obtained through raids and
conquest. Hobgoblins consume the flesh
of nearly every farm animal employed
by humans and other civilized races, and

helepolis, or “city-taker." At 140 feet tall and
150 tons, helepolis gest siege tower fo
u]ate Jusr rollmD it Torward on its eight mas-

Fr'm e from fire, and |Id h’uni face has rwenty
artillery ports, each of which tred with
wooden shutters covered in leather and
stuffed with wool to protect the artillerists
from attack

prolongec
the iron scales are dislod

large hobgoblin tribes and nations often
seek fo enslave or capture others who
are capable of farming.

Reproduction

Hobgoblins reproduce through a selec-
tive breeding program that pairs the
tribe’s elite warriors, crafters, and
priests in the hopes of producing supe-
rior offspring. Peers generally arrange
such couplings during seasonal celebra-
tions, religious holidays, or post-viciory
feasts. Marriage and monogamous rela-
tionships are unheard of in hobgoblin
culture, since the emotion evoked by
such close ties would only serve to
weaken an individual's personal perime-
ter. Although parents maintain roles of
authority in their children’s lives, reli-
gious instructors raise the young hob-
goblins in a communal environment, and

their only true family is the fribe.

Industry
Hobgoblin conquests bring a steady sup-
ply of weapons and armor into the fribe.
Since they rarely work from raw materi-
als, hobgoblin crafters have become
masters of repair and recycling. A typi-
cal suit of hobgoblin armor usually con-
sists of several pieces of salvaged armor
blended by hobgoblin experts info a
work of functional art (usually the
equivalent of studded leather). Any metal
ifem that cannot be salvaged is melted
down and forged anew. A hobgoblin
always freats her equipment with
respect, ceaselessly polishing and main-
taining it, regardless of its origin. Unlike
other goblinoids, hobgoblins never wear
shoddy armor or wield rusty weapons.
While hobgoblin craftsmanship is af its
peak in the reclaiming and manufacture
of arms and armor, weaponsmithing is
not the race’s only creative outlet. The
deep, resonant thunder of hobgoblin war

sed. In later ppraods 'rhe Rom.anb and
vill improve upon the design of
5 ing hoisted batiering rams and
more power ful artillery, as well as boarding
planks that allow infaniry fo storm walls.

22| B.C.E: The Great Wall of China

The Great Wall is erected across northern
China by the Qin Dynasty. This immense bar-
rier eventually spans more than 4,000 milcs
and serves as the primary defense aga
marauding Huns from the north. |

ness forces the Huns' migrations westward,
into Asia and eastern Europe.
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drums, called hrun'doums, is well known
far beyond fribal lands, and hobgoblin
crafters take great pride in building
these instruments. They also craft many
smaller percussion instruments, including
steel drums, kintalas, and unique “talk-
ing” drums called p'doums. Hobgoblin
drums are often enchanted for use on
the battlefield, and many can produce
rolling sonic attacks, doleful fear effects,
and frenzied activity in their listeners.
When a tribe actually needs to trade
with another culture, drums and merce-
nary service are the typical offerings.

Race Relations

While most creatures sharing territory
with hobgoblins can expect constant
conflict with the tribe, a few cultures
actually find hobgoblins to be good
neighbors. Perhaps the greatest strength
of the hobgoblin race is its ability to
unite otherwise scattered goblinoid
tribes into cohesive units. Weaker crea-
‘tures such as goblins are easily con-
scripted into the fighting ranks of a
hobgoblin fribe. Such creatures are typi-
cally used either to test enemy defenses
or to overwhelm opponents with large
numbers. Bugbears, ogres, and trolls
that join hobgoblin fribes can occasion-
ally claim leadership roles, but they usu-
ally end up serving as frontline muscle
in perimeter outposts. Occasionally, hob-
goblins can even form mutually benefi-
cial relationships with human seftlements.
Many a warring king has discovered that
a hobgoblin tribe can provide a ready
supply of highly skilled mercenaries—for
the right price.

While hobgoblins are open to guarded
alliances with many other races, they do
not folerate proximity fo rival hobgoblin
tribes. Other humanoids in hobgoblin
lands are seen as resources for the
tribe, but another tribe of hobgoblins

216 B.C.E.: Double Envelopment Maneuver
The Carthaginian general Hannibal launch
campaign fo destroy Rome. His army consists
of nearly 45,000 troops, including 1,000
Numidian and Celric cavalry riders supported
by additional Spanish' and Celr mtamry On his
1ett wing are the S 1 alry

& the Num:d|an
m Hannibal,

Roman battle Forr11aiic:n. hopi
Hannibal's center with their superior numbers,
cavalry units begin the

battle with a from the left into the
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represents competition for the same
resources and thus threatens the tribe’s
survival. Encounters between tribes
always result in fierce battles and the
destruction or routing of the weaker
tribe. Only an exceptionally powerful
hobgoblin leader can end such hostilities
and unite mulfiple fribes.

KILLER CREATURE COMBOS
Hobgoblins recognize the value of allies
in strengthening their perimeters, both
tribal and personal. If the perceived ben-
efit is sufficiently high, other intelligent
creatures might even be accepted into
the tribe to ensure the long-term suc-
cess of joint ventures. The following
combinations demonstrate the benefits
of common hobgoblin alliances.

Hobgoblin and Worg
Worgs are frequently found within gobli-
noid societies, and hobgoblin tribes are
no exception. In fact, many tribes even
breed the foul beasts. Animal handlers
within the labor caste often frain worgs
to serve as senfinels along the perimeter
of a fribe's base camp, where their scent
ability and racial skill bonuses can be
invaluable assefs fo tribal security.
Selective breeding programs can yield
Large worgs suitable as mounts, and
even exotic (fiendish) breeding is not
unheard of in larger tribes. Because
worgs are respected and well freated in
hobgoblin society, they tend fo be quite
loyal to the fribes they serve.

A single 2nd-level hobgoblin fighter
mounted on an 8-HD advanced worg is
an EL 5 encounter.

Hobgoblin and Barghest
Although they are outsiders, barghests
blend seamlessly into hobgoblin society,
both mentally and physically. A bargh-
est's change shape ability allows it to

Roman cavalry in front of them. The Roman
cavalry force begins to crumble immediately
under the onslaught of Hasdrubal's numeri-
cally superior and more skilltul The
Roman legions cha
infantry, wh|(h
superior numbers of the Romam

As Hannibal's army is pushed bac
becomes bowed, so that its outer
flank the advancing Romans on
g Roman cav-
alry, Hasdrubal's ric wing left and come in
behind the Roman | ns. Nmrl\; fo,000
Romans are slaughtered at Cannae, but
Hannibal leses only 8,000 men.

Rather than pursuing the flee

pose as a goblin or wolf when neces-
sary, although it does not usually bother
to disguise ifs true nature from the tribe.
A barghest that joins a hobgoblin tribe
typically assumes a leadership role
within it and uses its position o push the
tribe toward ever more evil behavior. As
far as hobgoblins are concerned, the
only drawback to allowing a barghest
into the fribe is ifs tendency to eat more
than its allotted ration.

When a barghest joins a warband, its
spell-like abilities add a new dimension
to traditional tactics. Crushing despair
demoralizes foes, and dimension door
allows for either a quick retreat or
delivery of the barghest to a key battle-
field location.

A barghest coupled with a gang of
four 1st-level hobgoblin fighters is an EL
6 encounter.

REVISION ALERT

Crushing despairis a new spell available to
bards and wizards. The revised barghest
can use the spell once per day as a spell-
like ability.

Hobgoblin and Bladeling

The infernal battlefield of Acheron is
home to a warlike race of outsiders
known as bladelings (see Monsrer
Manual lf). Although these beings dwell
in virtual isolation on Ocanthus
(Acheron’s fourth layer), their warbands
sometimes venture elsewhere within the
planes, occasionally even joining the
efernal war among the cubes. Bladeling
mercenaries are welcome additions fo
Maglubiyet’s armies on Avalas and are
eagerly recruited.

The goblin deity also occasionally
finds use for bladelings on the Material
Plane, assigning them to serve as elite
warriors within favored hobgoblin tribes.

The Battle of Cannae comes fo be r
as one of the most decisive victories and
one of the bloodiest massacres in his
Hannibal's brilliant double envelopment
maneuver remains i & use for thousands
of years.

200 B.C.E: The Roman Ballista
The Romans desig w weapon called the bal-
lista. Essentially a ma mounted on
a FO“II’W frai

"apable of

y types of b"i”l‘)l‘at‘ q
reatly in size and purpose
t enemy soldiers, while

appear, varying
Some fling




A bladeling’s damage reduction, resist-
ances, immunities, and razor storm abil-
ity make it an excellent melee fighter
and an ideal addition to a warband. While
the bladeling takes on opponents in
melee, its hobgoblin companions are free
to focus on ranged support. Then, after
the bladeling has used its razor storm
ability, the hobgoblins can join the melee
and finish off the enemy.

Two bladelings with four 1st-level
hobgoblin warriors constitute an
EL 4 encounter.

Hobgoblin and Formian
‘W’hen the expansionist formians
encounter hobgoblins in search of new
territory, the typical result is an explo-
sive war that ends only when one side
or the other has been utterly destroyed.
Nevertheless, examination of each race’s
social structure reveals many parallels
that could be exploited in joint ventures.

Although formians would never accept
the rule of a hobgoblin leader, the oppo-
site is possible. A hobgoblin tribe in dire
need might allow its members to be con-
scripted as workers or warriors under
the command of formian taskmasters.
The taskmasters' telepathic abilities allow
them to issue precise yet silent orders,
which would prove invaluable to a war-
band engaged in a covert assault on a

_nearby area.

A single formian taskmaster with
three 2nd-level hobgoblin fighters is an
EL 8 encounter.

TACTICS

Because of the hobgoblins” military bent,
tactics are an important part of any
encounter with them. The following sec-
tions examine the tactics that hobgoblins
commonly use against their enemies and
provide fips for PCs to use in overcom-
ng a hobgoblin threat,

others are designed for siege wartaru Like the
artillery of mod 2rn armies, b
from the rear, over the he

ontroversy in the Roman Senate,
, Consul of Rome, opens up recruitment
to commoners, For the first time, a commoner
can receive fraining and gain an actual pro-
fession by Takum up arms with the stan
r, he can earn land dnd a
Under this new pro-
of the
or all, the
: my hPconues a aneamlined. uniform order of

Hobgoblins vs. PCs

The tactics described below are typical
for a group of hobgoblins facing a PC
party. DMs can adapt these as they see
fit or use them as springboards to
develop customized tactics for a partic-
ular tribe.

Tactical Terrain Advantage:
Hobgoblins are always aware of their
surroundings and tend to take advan-
tage of terrain benefits, especially high
ground, cover, and concealment. Cover
and concealment are most useful for
ranged attacks, and the +1 bonus on
attack rolls granted by higher ground
provides a significant asset during
melee. If combat occurs on the hobgob-
lins’ home turf, terrain enhancements
designed fo convey such advantages
should already be in place.

Ready the Reserves: While the main
tribal force engages the PCs in melee,
one or two hobgoblins armed with
bows remain in reserve. Their main
purpose is fo use readied actions fo
disrupt spellcasters with ranged
attacks. The reserves might lose an
action or two in this way, but the
pofential benefit is worth the frade,
since a single successfully cast spell
can leave a warband asleep, dazed, or
just plain dead. Reserves can also help
to defend allies during a strategic
retreat or hold PCs at bay while their
comrades fall back and set up a trap to
cafch pursuers.

Adept and Overcome: Adepts and
other spellcasters from the religious
caste often fravel with hobgoblin war-
bands. Although adepts lack the focus
and power of wizards and have only a
handful of spells to choose from, their
effectiveness should not be underesti-
mated. The adept has access fo classic
arcane spell effects such as burning
hands, invisibility, and even lightning

53 B.C.E.: Mobile Cavalry Defeats Infantry
Seeking to push the Roman border into
Armt_:ma Marcus Crassus leads more than
20,000 soldiers into Selucia. There they
encounter the main force of native Part

who 2 suably the best cavalry soldiers of
their era. The Parthians surround and harass
the Romans, forcing them info a defensive
square. Relying on their better bows and
vasily superior mobility to k way from the
Roman infantry, the Parthians force the
invaders to retreat over the course of three
days, leaving their wounded behind. The
Parthians butcher the stragglers, including
Crassus’s own son, whose head they place on
a pike fo faunt the Roman general.

bolf at higher levels. On the divine side,
adepts can cast cure spells and
enhance their comrades’ effectiveness
on the field via bless, bull's strength,
and assorfed profection effects.
Furthermore, adepts can wear armor
without fear of spell failure. Even
though they are not proficient with its
use, armor allows them to blend in with
the fighters and gain a substantial
degree of protection.

PCs vs. Hobgoblins

Hobgablins are militant creatures
geared toward combat. When your
party encounters them, you can expect
tactics fo play a key role in the outcome
of the battle. Below are some ftips that
might help fo turn the tide in your
party’s favor.

Level the Field: A party balanced with
a mix of character classes probably
can't trade blow for blow with a hobgob-
lin gang composed primarily of fighters.
Thus, it pays fo upgrade your party's
combat capability ahead of time if you
can. Cast spells such as bless, bane, aid,
and protection from evil to improve the
attacks, Armor Class, and other combat
capabilities of your allies, Shield or pro-
tection from arrows should also be cast
early to foil enemy archers.

Concealment can give you a signifi-
cant edge. While it won't help you hit, it
does reduce the effectiveness of hob-
goblin archers. Smokesticks and spells
such as blur, darkness, fog cloud, and
obscuring mist are all good sources
of concealment.

Hit the Dirt: If hobgoblin archers are
giving you a hard fime, try kneeling or
even lying prone. Such positioning
imposes a -2 or -4 penalty, respectively,
on ranged attacks against you. While this
factic significantly reduces your melee
effectiveness and makes your ranged

Once the Romans are down to a few thou-
sand men, the Parthians offer to parley with
Crassus. In no pu_.rrron to retreat further and
unable to e e Parthians because of their
deadly harassing factics, Crassus agrees. But
when he and his com ff enter the enemy
command tent, the Part ughter them and
then rout the now-leaderless Romans. More than
20,000 Roman soldiers die, and 10,000 more are
captured.

300 C.E: The Catapult

The Romans invent a torsion-based s device
to replace the ballista. Named the onager, or
oil, the contraption
ywood-style catapult

mbles a clas

www.paizo.com/dragon 57




Language: Hobgoblins speak the
guttural goblin fongue, which uses
the dwarven script, and most also
speak Common.

Names: The religious caste names
each hobgoblin at birth. The suffix
’ken is added to the given name of a
female, and the suffix 'kon to that of a
male. This construction is then fol-
lowed by the mother’s and/or father’s
name, the tribe’s name, and the indi-
vidual’s position (for example, a male
hobgoblin warrior might be named
Maelegym Uluk’kon of Aeltan's Shield,
Guard of the First Perimeter). In
human lands, a hobgoblin separated

combined assault, featuring rapid fire from
mounted archers combined with shock attacks
from mounted lancers. The military wisdom of
the Strafegicon rivals that of Sun Tzu's The Arr
of War from a millennium earlier, and numerous
parallels exist between the two works.

600 C.E: The Iron Stirrup

Greatly impressed by the precision and military
prowess that the Huns fo the north display on
horseback, the Chinese develop the iron stirrup.
This device gives cavalry riders unprecedented
control and stability, which in turn allows them to
fight effectively from horseback with all manner
of weapaons.

from his tribe might use a name that
contains references to his past but still
identifies himself based on his new
role and homeland (for example,
Hemelion of Alsheem Merchant
Praikos, Caravan Guard).
Adventurers: Finding little accept-
ance outside their own society, oufcast
hobgoblins are often attracted to the
adventuring life, where they can put
their militaristic skills to good use.

Hobgoblin Traits
Hobgoblin characters have the follow-
ing racial traits.

« +2 Dexterity, +2 Constifution:

Over the course of several centuries, the stir-
rup migrates slowly fo Europe, where it helps to
establish the dominance of cavalry over infaniry
on the battlefield during the Middle Ages. Its use
by mounted knights also serves fo reinforce the
feudal system. Many military scholars consider
the stirrup to be the most significant military
invention of the period.

919 C.E: The Military Use of Gunpowder
The Song Dynasty in China puts gunpowder
{invented in 3 C.E.) into military use against
the invading barbarians from the Asian
steppes. Chinese soldiers drive back the
invaders by shoofing gunpowder from bam-
boo-tube flamethrowers. Although it receives

Hobgoblins are naturally agile, and
they are capable of enduring great
physical hardship.

» Medium: As a Medium creature, a
hobgoblin has no special bonuses or
penalties due to his size.

« Base Land Speed: A hobgoblin’s
base land speed is 30 feet.

 Darkvision: A hobgoblin can see
in the dark up to 6o feet. Darkvision
is black and white only, but it is other-
wise like normal sight, and a hobgoblin
can function just fine with no light
at all.

» Racial Skill Bonus: A hobgoblin has a
+4 racial bonus on Move Silently checks.

little notice at the time, this use of gunpowder
sefs a precedent that will eventually change
the face of warfare.

1,000 CE.: The Crossbow in Europe
Invented almost 1,500 years before by the
Chinese, the crossbow now comes info regular
use in medieval armies. Operating a crossbow
requires considerably less skill than firing a long-
bow: does, and a crossbow bolt refains enough
penefrating power to kill a warrior even after
passing through both his shield and the mail
armor behind it. And unlike the bow, the cross-
bow is easy to mass-produce. The wholesale
adoption of this weapon by European military
forces means that, for the first time, relatively
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» Automatic Languages: Common,
Goblin. Bonus Languages: Draconic,
Dwarven, Infernal, Giant, Orc.

s Level Adjustment: +1. A hobgoblin
has an effective character level (ECL) of
1 + his class levels, so a 6th-level hob-
goblin fighter would have an ECL of 7.

« Favored Class: Fighter. A multiclass
hobgoblin's fighter class does not count
when determining whether he takes an
experience point penalty.

NPC Hobgoblins

NPC hobgoblins are often attracted to
classes that focus on evil activities, par-
ticularly rogue, assassin, and blackguard.

Rogue: Within the military caste of
hobgoblin society, intelligence separates
the commanders from the common war-
riors. Commanders are experts at ufiliz-
ing their surroundings and typically
incorporate stealth info their defense of
their personal perimeters. With their
impressive array of skills and abilities,
hobgoblin commanders are extremely
adaptable and very dangerous.

A hobgoblin’s naturally high Dexterity
score coupled with his racial bonus on
Move Silently checks makes him an
excellent candidate for the rogue class.
Because of the militaristic social struc-
ture of a hobgoblin tribe, however, the
typical hobgoblin picks up some levels
as a fighter before switching to rogue.
The leader of a hobgoblin warband is
usually a fighter/rogue.

Assassin: Hobgoblin tribes often need
special operatives fo manage their deal-
ings with difficult enemies or allies.
Such agents must be able to function as
diplomats or simply remove inconven-
ient enemies, as the need presents
itself. Thus, they are often trained as
assassins. Candidates for assassin frain-
ing are selected af an early age by the
religious caste, which directly oversees

poorly: trained soldiers can produce ranged fire
with excellent killing power.

The widespread use of the crossbow spurs
the development of plate armor, but the cross-
bow evolves right alongside it, maintaining such
a level of lethality that the Pope eventually and

lly bans its use.

1,066 C.E.: Cavalry at the Battle of Hastings

ring large
mounted infaniry corps of Huscarles is
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even the portions of their education
supplied by mentors from other castes.

All hobgoblin assassins are opera-
tives of the church, and the leaders of
the religious caste take great pains to
ensure their loyalty. Rarely does an
assassin ever look beyond her stafion
or qguestion the motives and orders of
her religious superiors. Any hobgoblin
assassin encountered outside a tribe is
likely to be on a mission of “diplomacy”
and is always alone.

Blackguard: The presence of a
barghest leader within a tribe often
leads to the rise of a champion of evil
within the hobgoblin ranks. When the
barghest relinquishes control of the
tribe, through either death or choice,
its evil disciple is ready fo take over
the reins of leadership. The new
leader’s agenda is frequently even
more horrific than that of the barghest.

A blackguard within a hobgoblin tribe
is always its leader, unless a barghest
is also present. In the latter case, the
blackguard might function as the tribe’s
high priest instead. Charismatic hob-
goblin blackguards are often capable of
uniting rival hobgoblin tribes and draw-
ing huge armies to their causes.

Blackguard leaders usually command
from the front line, inspiring troops with
their heroic acts of evil. The momentum
of their dark armies builds with each
conquest, until only the death of the
blackguard himself can stop them.

LAIR OF THE HOBGOBLIN

The map presents a sample hobgoblin
lair. This outpost could function as the
main launching point for a planned con-
quest of a nearby human village or
serve as the base camp of a small fribe.

I. The Site
The hobgoblins of the Phalanx tribe have

cohesively and are not, strictly speaking, a ¢
alry force. The William the
Congueror, who fields a Norman army that
includes infantry, cavalry, archers, and spe
men. Although more diver:
in both composition and di:
is inferior in actual prowess.

After a full day, the battle
phalanx d wall of the Hus
impenetr:
alry wing tempts Harold's line info bre:
charging Norman cavalry riders furn away
the last moment as if to fl nd the main body
of Haraold's army gives chase without orders.
The remaining Norman cavalry units then flood

converted an abandoned flour mill into a
watchtower and fortified the surround-
ing area. The camp is manned by a stan-
dard hobgoblin garrison consisting of
twelve 1st-level warriors, eight 1st-level
fighters, one 3rd-level fighter sergeant,
and one 6th-level fighter/rogue leader
(Kehelahna Pegn'Ken of Phalanx,
Perimeter Commander).

2. Rock Wall and Ramparts
The hobgoblins have built earthen ram-
parts averaging 10 fo 15 feet in height
(Climb DC 15) around the site. Along the
tops of the ramparts are several 4-foot-
high walls that can provide cover for
Medium creatures. These walls can also
be collapsed onto anyone attempting to
climb the rampart as a standard action,
dealing 1d6 points of bludgeoning dam-
age fo each climber (DC 15 Reflex save
for half).

During any attack from the outside,
the sergeant and nine of the warriors
defend the ramparts.

3. Trapped Rock Wall (EL 2)
Two 4-foot-tall rock walls stand roughly
30 feet from the first earthen ramparts.
Just behind each wall is a spiked pit trap
covered with canvas and hidden under
bracken and small stones. If anyone falls
into the pit, the rock wall collapses into
the hole as well, dealing additional dam-
age. These fwo structures are designed
fo trap invaders who fry fo take cover.

Rock Wall Pit Trap: CR 2; mechanical;
location trigger; no reset; DC 20 Reflex
save avoids; 10 ft. deep (1d6, fall and 1d6,
falling stones); pit spikes (Atk +10 melee,
1d4 spikes for 1d4+2 each); Search DC
20; Disable Device DC 20.

4. Loading Deck
A 7-foor-tall wooden wall set with iron
spikes now stands in front of what was

into the gap, and Harold is slain. A few bloody
minutes later, his army is in full rout.

William's victory in this battle establishes
Norman rule in England. Within a century, the
Norman Empire is the most powerful nation
in Europe.

On the field of battle, cavalry
nence over infantry and becomes
primary assault arm. Wh infantry remains

army, the cavalry
s most tactically
powerful unit for cenfuries to come.

es fo promi-

1,100 C.E:: The Trebuchet
The Europeans improve upon an earlier
Chinese device that allowed a single soldier fo
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once the loading deck of the Hour mill.
Six hobgoblin defenders, each armed
with a longspear or halberd, stand on a
raised platform affixed to the inside of
the wall, ready to defend it. Twenty
exira weapons of each type lie on the
platform beside them, ready for use. A
barred gate in the center of the wall
gives access fo the outpost.

Each hobgoblin attacking from the wall
gains a +1 bonus on melee attack rolls
because of high ground. During an
attack on the camp, the hobgoblin leader
joins the six warriors stationed here.

Wooden Wall: 6 in. thick; hardness 5;
hp 60; Break DC 20; Climb DC 2.

5. Barracks

The area that once served as the stor-
age and milling rooms of the flour mill
now functions as quarters for the hob-
goblin garrison. This portion of the build-
ing is set info the hillside and accessible
only through the front door or the
tower above. Arrow slits have been
added to the walls and doors, granting
improved cover to the five archers that
can man each of the walls. Food and
water supplies for the outpost are stored
in this area, along with several longbows
and a large reserve of arrows.

6. Watchtower
The windmill's blades have been
removed to allow construction of an
archer loft on fop of the mill. This loft
can be reached either by ladder from
the barracks or through a trapdoor in
the ceiling that is accessible via a lad-
der at the back of the mill. The loft area
can provide cover for up fo five hob-
goblin archers.

During an outside aftack, two hobgob-
lin elite fighters and three hobgoblin
warriors man the loff.

European v
fthe ultimate sieg
power that can propel
more than 300 yards.
gshanks” | of England is

ation of :a monstrous fre
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‘the atomic bomb of the medieval
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home from the Crusades.

7. Tent Sites

Atop the hill are two large holes covered
with tents. These makeshift structures
are designed fo house the outpost’s
excess population untfil raiding allows
comfortable expansion. The fents are not
visible from lower elevations.

Kehelahna Pegn’Ken of Phalanx,
Perimeter Commander: Female hobgob-
lin Fighter 4/Rogue 2; CR 6; Medium
humanoid (goblinoid); HD 4dio+16 plus
2d6+8; hp 53; Init +3; Spd 20 ft. in
hobgoblin armor; base 30 ft.; AC 18,
touch 13, flat-footed 15; Base Atk +5;
Grp +6; Atk +g melee (1d8+5/19-20, +2
defending longsword); Full Atk +g melee
(1d8+5/19-20, +2 defending longsword)
or +6 melee (1d6-+1/19-20, short sword)
or +8 ranged (1d8/x3, longbow); SA
sneak attack +1d6; SQ darkvision 6o ft,,
evasion, trapfinding; AL LE; SV Fort +8,
Ref +7, Will +i; Str 13, Dex 16, Con 18,
Int 14, Wis 10, Cha 10.

Skills and Feats: Climb +3, Escape
Artist +5, Handle Animal +7, Hide +5,
Jump +3, Move Silently +8, Ride +12;
Dodge, Expertise, Mobility, Spring
Attack, Weapon Focus (longsword),
Weapon Specialization (longsword).

Evasion (Ex): If exposed fo any
effect that normally allows a character
to attempt a Reflex saving throw for
half damage, Kehelahna takes no
damage on a successful saving throw.

Trapfinding (Ex): Kehelahna can use
Search fo find any trap with a Search
DC higher than 2o0. She can also use
Disable Device to disarm magic traps
and can bypass a frap without disabling
it by beating its Disable Device DC by
10 Or more.

Possessions: hobgoblin armor (scale
mail), small spiked steel shield, +2
defending longsword, short sword,
longbow, quiver, 20 arrows, potion

1,196 C.E: Gunpowder Weaponry
The Chinese develup addiﬂonal military uses for

arrow. In mi

pel!ed by repe
age ). Eventually th

deadly shrapnel into enemy rank

The proliferation of deadly piercing weapons
spurs the creation of armor that can better

of cure moderate wounds, 2 tangle-
foot hags.

Hobgoblin Sergeant: Male hobgoblin Ftr
3: CR 3; Medium humanoid (goblinoid);
HD 3dio+g; hp 25; Init +4; Spd 30 ft;
AC 17, touch 14, flat-footed 13; Base Atk
+3; Grp +4; Atk +4 melee (1d6+1/18-20,
scimitar); Full Atk +4 melee (1d6+1/18-20,
scimitar) or +8 ranged (1d8+1/x3, com-
posite longbow [+1 Str bonus]); SQ dark-
vision 6o ft; AL LE; SV Fort +6, Ref +5,
Will +1; Str 12, Dex 18, Con 17, Int 11, Wis
10, Cha 12.

Skills and Feats: Climb +6, Move
Silently +7, Ride +10; Point Blank Shot,
Precise Shot, Rapid Shot, Weapon Focus
(composite longbow).

Possessions: hobgoblin armor (stud-
ded leather), scimitar, composite long-
bow (+1 Str bonus), quiver, 20 arrows, 2
sleep arrows, potion of cat'’s grace, tan-

glefoot bag.

Hobgoblin Elite (8): Male and female
hobgoblin Ftr 1; CR 1; Medium humanoid
(goblinoid); HD 1di0+2; hp 12; Init +2; Spd
30 fi; AC 16, touch 12, flat-footed 14;
Base Atk +1; Grp +1; Atk +2 melee
(1d8/1g-20, longsword); Full Atk +3 melee
(1d8/19-20, longsword) or +1 melee
(1d4/19-20, dagger), or +4 ranged
(1d8/x3, longbow); SQ darkvision 6o fr;
AL LE; SV Fort +4, Ref +2, Will +o; Str
10, Dex 14, Con 15, Int 10, Wis 11, Cha 10.

Skills and Feats: Climb +2, Move
Silently +4, Ride +6; Dodge, Weapon
Focus (longsword).

Possessions: hobgoblin armor (studded
leather), small steel shield, masterwork
longsword, dagger, masterwork longbow,
quiVer, 20 arrows.

Hobgoblin Warriors (12): Male and
female hobgoblin War 1; see the
Monster Manual, @

resist penetration. The addition of iron plz
common chain armor impmw-“ j
qualities without
Initially, the

is covered with a gambeson, or qu"td LOE‘“.
that has iron plates sewn info it. The eventual
addition of armored sleeves, |
produces a full suit of plate ar
slowly evelves into the famous full plate armor
used centuries later.

cause of its weight and expense, few
foorwoldie: s use full plate armor. Such protec-
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THE ECOLOGY OF THE

mplacable agents of law, the inevitables dispense justice

without re race, creed, or station. If you

natural laws of the multiverse there 1

ken one of th

be an inevitable on your trail fight now.

HISTORY OF THE INEYITRBLEY

By the standards of the eons-old multiverse, the rise of the
inevitables is a relatively recent occurrence. Some historical
texts (most notably Ganthros the Elder’s Accounting of the Realms
Beyond and Hannak Lathar's Verses of the Blood War) trace their

(a1

emergence to 10,000 years ago. At that time, ﬁr:f_:viii' creatures

lane of Mechanus home, Ambi-

called aphanacts called the

Nl T SR e ) — == S e e
tious and obsessed with justice, the aphanacts raised greatl

irmies that crusaded on other planes, bringing vast swaths of
the multiverse under their rigid code of laws.

Ganthros's writing hints that the deities themselves ended
the aphanact crusades, while Lathar posits an alliance of
convenience among the fiends of the Lower Planes and the
archons, angels, and eladrins of the Upper Planes. In any case,

every last aphanact disappeared 10,000 years ago.



"Let justice be done, though the heavens may fall."
— Roman maxim

In their place rose the first inevita-

bles. Massive, fortresslike créche-forges

appeared amid the spinning gears of

Mechanus. For a decade they softly
hummed, impervious to any effort to
penetrate them or divine their purpose.
Then maruts started to emerge from
the creche-forges, striding across the
planes. Other sorts of inevitables fol-
lowed in ce

Neither Gan
Hannak Latha

ar

T1es (o come.
Elder

<
can identify the cre-

thros the

nor

ators of the creche-forges (and con-

sequently the inevitables) with any

certainty. at doesn't stop them

from speculating, of course. The inev-
itables have no larger society; their
application of justice is absolutely an
individual one. Each inevitable has a
tightly defined purpose and no inter-
est in matters beyond the next target
brought to justice. Thus, planar his-
torians speculate that whomever cre-
ated the inevitables wanted to avoid

a repeat of the aphanacl crusades.

Without broad ambition or the incli-
nation to organize in groups, the inev-
itables remain individually powerful,
but collectively dormant.

Whether one god, many deities, or
other powerful denizens of the outer
planes created the inevitables remains
a mystery. Because inevitables peri-
odically return to their créche-forge
to have their memories removed, even
the first inevitables don't remember

who created them.

LIFE CYCLE OF TH

When an ine

from a créche-forge on Mechanus, it

seems to possess very little knowledge

and a sense of how its powers work. It
speaks little and generally refuses to
interact with bystanders unless they
directly aid or hinder its current mis-
sion of justice. Maruts, quaruts, and
varakhuts plane shifi to the appropri-
ate plane to begin their mission, while

zelekhuts and kolyaruts start seeking
a natural portal to the relevant plane.

Because planc shift is imprecise and
portals rarely emerge at a convenient
spot, the inevitable often has a long

journey ahead of it—even if the first

target isn't on the move. During this

journey, the inevitable observes its

surroundings, recording its observa-
tions and soaking up information like

a sponge. It starts to int

eract more

passersby in simple ways, ask

for directions and ques
nesses. An inevitable's
tions are often awkward, as

table struggles to make itself
stood and tries to deal with creatures
that
purpose.
intelligent, so they develop rudimen-

don't share its single-minded

Inevitables are reasonably

tary conversation skills within a few

weeks of travel in populated areas.
When an inevitable's first mission

is complete, it uses what it's learned

about its surroundings to identify
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ECOLOGY

KNOWLEDGE OF THE INEVITABLE

The following table shows the results of a bardic knowledge or Knowledge (arcana)

check related to inevitables. Because there are many sorts of inevitables, the DCs

are listed as farmulas, not specific numbers, When the PCs are inquiring about a

specific kind of inevitable, plug the relevant Hit Dice of a typical example of that

type into the formula. For example, PCs researching kolyaiuts, which usually have

13 HD, learn the first result on the table on a result of 23 or higher. Planar travel-

ers, powerful lawful clerics, and servants of the forces of order typically possess

this information,

Knowledge (arcana)

DC
10+ HD

Resuit

Each inevitable is obsessed with one particular aspect of justice
and you know the purpose of this particular inevitable. All
inevitables have the ability to repair themselyves atan

astonishing rate; bul weapons infused with the power ofichaos
can bypass their self-repair functions.

Inevitables bring those they consider wrongdoers to justice,
although this doesn't always mean a death sentence. They don't
brook distraction or interference with their work and defend them
selves with lethal force. The particular inevitable in question has a
key attack power (a kolyarut has enervation/vampiric touch, a

marut has fists of thunder and lightning, a quarut has temporal
stasis, a varakhut has dispelling blast, and 2 zelekhut has an
electric spiked chain).

Inevitables wander the planes in search of targets to bring to
justice; if you can bring them evidence of wrongdoing, sometimes
they'll start hiunting down whamever you suggest. This particular
inevitable has the following important spell-like abilities (list three

or four the inevitable is likely to use in a battle),

In their travels, ineyitables gradually develop distinctive, idio-
syncratic personalities, Eventually, this develops into a drive to
return’ to their “birthplaces,” mysterious creche-forges on

Mechanus, and have their memories and persanalities wiped away.

This particular inevitable has the following spell-like abilities (tell

the players about most or all of them).

a new target. Sometimes the iden-
tification is instantaneous. 1f a
zelekhut tracks a fugitive to a hid-
den colony of exiles under the city,
it might apprehend a second fugitive
mere seconds after the first, because
the exile colony is essentially an
immense cluster of fugitives. Some-
times, catching another fugitive can
take weeks, months, or years. In one
notable example, the marut known
as Gantrenacht waits outside the
ruined walls of the Crucible of Fears
because it knows the prophecy that
every 5oo years, a lich-lord emerges
from the crucible.

Inevitables are capable of learning
and remembering, so some of them

DRAGON 341 March 2006

recall transgressors they meet in the
course of a mission and revisit the
wrongdoers once the mission is com-
plete, This is more common among
inevitables that have been away from
the créche-forges of Mechanus for
a long time. For example, shortly
before its return to Mechanus, the
kolyarut known as Janu-Harim told
the viziers of Queen Marnau I1I that
it had prioritized 242 contract-break-
ers on a mental list and was bringing
each "back into compliance.” Some
inevitables, especially newer ones,
ignore all other transgressions until
their current missions are complete
and then seize the next transgressors
they come across.

Regardless of how they acquire
new targets, imevitables ceaselessly
seek out each wrongdoer in turn. As
they grow more experienced, they
grow more comfortable working with
other creatures toward a common
purpose—as long as the purpose
puts the inevitable tangibly closer to
its target. An inevitable starts to refer
to itself by a name (one given by oth-
ers or one it invents itself) at some
point. It also develops the rudiments
of a distinctive personality, shaped
by interactions with other creatures.
Inevitables remain totally singular
of purpose and largely emotionless,
but they can evince basic empathy or
hostility toward allies or enemies.

An inevitable's personality develops
onlyso far.Witheach successful mission,
the drive to return to the creche-forge
grows slightly stronger. Eventually, an
inevitable stops chasing transgressors
and starts its journey back to Mechanus
with the same single-minded purpose
it displayed during its missions. When
the inevitable gets back to the créche-
forge, it is swallowed up and emerges
weeks later, remembering nothing of
its previous existence. Whether the
créche-forge wipes away those memo-
ries, stores them, or transfers them to
another entity is unknown.

PSYCHOLOGY AND SOCIETY
OF THE INEYITRBLE

Inevitables have no culture of their own,
and theyre too single-minded to fit
well in the societies of other creatures.
A typical inevitable leads a lonely exis-
tence, making friends only when con-
venient and having no enemies beyond
the current target. It's a creature of such
singular purpose that emotions and
moods are irrelevant, although some
inevitables feel a vague, brief sense of
satisfaction when they bring someone
to justice.

The mind of an inevitable is the mind
of a hunter—an endlessly patient hunter
willing to overcome any hardship or
obstacle to reach its prey. Even inevi-
tables that have developed a measure of
self-awareness and personality put that
personality to work in the service of the



single-minded pursuit of enforcing a
natural law of the universe.

Kolyarut: Both written and oral
contracts are the purview of the
kolyarut, which regards itself as an
impartial “enforcement clause” for
that contract. A kolyarut undertakes
a mission only when it has a com-
plete understanding of the contract.
Sometimes these inevitables study
an actual copy of the contract or is
present when the oral bargain is
made, but more often it acquires a
mystical understanding of the terms
of the contract in a flash of inspira-
tion. This instinctive understanding
of the terms is beyond the control of
the kolyarut, but it seems to require a
degree of proximity to one of the par-
ties to the contract, oath, or bargain.
Thus, a kolyarut in search of its next
mission tends to gravitate to royal
courts, magistrates’ benches, temples,
and other places where oaths are fre-
quently sworn and contracts made.

Because it regards itselfas part of the
contract, a kolyarut is simultaneously
the easiest and most difficult kind of
inevitable to negotiate with. A kolyarut
won't be swayed by an oathbreaker's
claim of “extenuating circumstances.”
The kolyarut, if given to conversation,
would reply: “The circumstances are
indeed extenuating, but they aren’t
part of the contract. You are thus in
breach.” Avoiding a confrontation with
a kolyarut is as simple as returning to
compliance, or (if it's a two-party con-
tract) providing convincing evidence
that the other party has also bro-
ken its part of the deal. Kolyaruts
simply walk away from situa-
tions where both sides have
broken a bargain.

Kolyaruts rarely kill except
in self-defense; their concept
of what constitutes appropriate
justice is usually spelled out in the
oath, bargain, or contract. They use
suggestion, mark of justice, and geas/
guest to compel compli-
ance, resorting to
violenice only
if such mea-
sures fail (NS

or lethal force is part of the bargain to
begin with (like an oath on one’s life
that is subsequently broken).

Marut: Maruts, almost always enforce
their natural laws by killing transgres-
sors. They hunt down those who would
cheat death by extending their lifespans
unnaturally. Some maruts also bring jus-
tice to those who engage in large-scale
necromancy (raising undead armies, for
exarnple), because doing so cheats the
inevitability of death for others.

The quarry of a marut is, by defi-
nition, powerful enough to keep the
grave at bay. The marut’s foe is also
either immortal or very long-lived. Soa
marut must be patient itself, spending
years or decades on a single foe such
as a necromancer, lich, or cult leader
seeking immortality.

The target of a marut is often set
apart from society by the
nature of the transgres-
sion, so maruts get little
practice interacting

with other creatures. Thus, they
develop distinctive personalities much
more slowly than other inevitables.

Quarut: The target of a quarut is also
a potent foe, capable of reordering time
and space in dramatic, dangerous ways.
A quarut’s target list comsists of crea-
tures that can stop the flow of time itself
or wish a new reality into existence, so
it approaches ils targets with patience
and caution. A quarut is unlikely to
stride into the archmage’s floating tower,
shackles in hand. Instead, the quarut
interrogates former associates and min-
ions, seeking out weaknesses. The quarut
employs proxies to engage the archmage
in battle, using the opportunity to assess
the capabilifies of its quarry.

While some transgressors are able to
defeat the quarut in battle, others are
able to reach accommodation with the
inevitable by setting aright whatever

dramatic change they made to space

or time. Simply undoing the change
in reality is rarely enough to satisfy a
quarut, however. A transgressor eager
to be free of a tenacious quarut must
rework lime itself so that the change in
reality was never made in the first place.
Varakhut: Those who seek mere
immortality are the province of the
maruts, but those who seek godhood
are considered transgressors to
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ORIGIN OF THE INEVITABLE Only two ways of forestalling a
“When Jeff Grisbb, Bruce Cordell, and | split up the writing duties for the 2001 varakhut exist. The first is obvious:
Manual of the Planes sourcebook, | was lucky enough to get the monsters chapter. destroying it. The second way is to
At the time, the anly monsters anyone had were the ones in the Monster Manual, actually achieve deityhood. Once a
because the third edition of the D&D game was less than a year old. creature becomes a demigod, vara-
“First, | wanted to check for gaps in the existing supply of monsters to make khuts regard the new deity as part
sure we had at least a starting point for adventures on every plane. Second, | of the natural order they're charged
pored through first- and second-edition sources looking for planar monsters that with enforcing.
| could “pramote” into the new:rules set. While most varakhuts search the
“| saw a gap in the avallable denizens of Mechanus, At the time, the formians cosmos for those trying to join the
were the sole denizens of the plane. They're great monsters, but it strained pantheon of deities, occasionally
the imagination to have formians enforcing laws, chasing down criminals, and varakhuts target those attempling
meting out punishment from within their hives, The same held true with sec- the reverse: deicide, the act of killing
ond edifion’s medrons. a deity.
“Eventually, as | was at my desk fliping through the Pranescape Monstrous Zelekhut: Because theyre charged
Compendium Appendix, looking for good monsters, | came across the marut. with hunting down fugitives, zelekhuts
“The marut entry included a bit of fiction that was a riff on Poe's “Masque of the spend more time traveling and doing
Red Death,” so it wasn't much of a stretch to imagine these guys as enforcers of detective work. More so than the tar-
a"don't try to cheat death” natural law, The marut thus became the first example gets of other inevitables, the quarry of
of a class of creatures we eventually called the inevitables, a zelekhut certainly doesn't want to be
“The marut was on board, and his natural law was one that would make him a use- found. Zelekhuts thus interact with
ful ally or a potential opponent. Because the inevitables are lawful neutral, | wanted
them to function as enemies or allies. Thus their natural laws had to be laws that you
could imagine PCs upholding or breaking, depending on the drcumstance. Thus
came the kolyarut (don't break a contract) and the zelekhut (don't escape justice), and
with the Fiend Folio the quarut (don't mess with space and time) and the varakhut
(don't mess with the gods)." ~David Noonan

the varakhuts. A rare type of inevitable,
varakhuts hunt down those who make a
credible bid for godhood.

To attract the interest of a
varakhut, the attempt at god-
hood must be legitimate. Not every
two-bit cult leader and would-be
demigod is subject to the justice
of a varakhut, only those on the cusp
of becoming true deities. In some
cases, powerful outsiders or would-
be godlings intentionally antagonize
varakhuts in an attempt to legitimize
their bids for godhood.

Once a varakhut identifies a cred-
ible attempt at godhood, it stud- /7
ies its enemies like a quarut does, / ’ /-r
learning as much as it can about
its target before making a direct .”_-_‘
confrontation. The varakhut pre- 4
fers to thwart would-be deities by
eliminating them directly, but it
isn't above destroying artifact-
level power sources or wreaking
havoc on minions and worship- /i i
ers if doing so weakens the 7 —

prospective godling.
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ADVANCED INEVITABLE

Inevitables most often advance by Hit Dice, as they forget their classes upon
returning to their creche-forges. Occasionly, kolyaruts become fighters or cler-
ics of deities of order, and zelekhuts sometimes take levels of ranger, choosing
humanoid favored enemies. Maruts most rarely take levels in specific classes,
their already massive bulks added to with each return to the forge, eventually

growing to truely epic proportians.

GANTRENACHT
Advanced marut inevitable

LM Huge eonstruet

Init +1; Senses darkvision 60 ft.; low-light vision; Listen +24, Spot +27

hp:276 (43HD}; fast healing 10.DR 15/chaotic

Immune construct traits

SR 25

Fort +16, Ref 15, Will +19
W. (6 squares)

Melee 2 slams +25 melee (3d6+43 plus 3d6 sonic or 3d6 electricity)

Space 15 fl.; Reach 15 fi;
Base Atk +32; Grp 160

Attack Options Awesome Blow, Cleave, fists of thunder and lightning Great Cleave,

Improved Bull Rush, Improved Overrun, Improved Sunder, Power Attack

Spell-like Abilities (CL 14):

At will—air walk, dimension door, fear (DC 19), greater command (BC 20), greater dispel

magic, mass inflict light waunds (DC 20), locate

gature, true seging

1/day—chain lightning (DT 21); circle of death (DC-21), mark of justice; wall of force

1 heua C23)

jeasfquest, plane shift (DC 22)

tr 46, Dex 12, Con -, Int 12, Wis 18, Cha 20
Feats Ability Focus (fists), Awesome Blow, Cleave, Combat Casting, Combat

Reflexes, Great Cleave, Great Fartitude, Improved Natural Armor, Improved

Natural Attack, Run

Skills Concentration +18, Diplomacy +16, Knowledge (religion) +21, Listen +24,

Search +13, Sense Motive #12, Spot 427, Survival-+16 (+18 following tracks)
Fists of Thunder and Lightning (Su): Gantrenacht's left fist deals 3d6 points of sonic
damage and deafens the target for 2d6 rounds (Fortitude DC 51 nepates the

deafness). Its right fist deals 3dé points of electricily damage and blinds the target
for 2dé rounds (Fortitude DC 51 negates the blindness).
* includes adjustment for 25-paint Power Attack,

passersby more than other inev-

itables and develop distinctive

personalities faster. A zelekhut

often brings a fugitive back to
authorities alive, employing mark of
Jjustice and lesser geas to augment the
mundane shackles and other restraints
on the prisoner.

A zelekhut often has to inter-
rogate witnesses who might know
something about the whereabouts

of its quarry. A zelekhut recently

emerged from its créche-

A forge asks direct ques-

<y, tions and might resort
-

_—

to physical violence if it thinks it'll
gain better information that way. A
more experienced zelekhut is a sub-
tler interrogator, using Sense Molive
to ferret out witnesses who are with-
holding information important to
the zelekhut's search.

ORDER OF INEVITABLE JUSTICE

“Some seek to uphold the law er enforce
the law. We want to become the lam.”
—Andrinn d'Vascou, Lord Knight
of Serenity Fortress
The knightly Order of Inevita-
ble Justice are mortals who seek to

emulate the single-minded tenacity
of inevitables, undertaking the cause
of enforcing the natural laws of the
universe, Members of the order
undertake quests to bring justice to
places where neither s;ﬁ.‘citual nor
temporal justice can reach.

The order has mo ceremonial
duties or leisure activities; such idle-
ness has no place in a cosmos crying
out for inevitable justice. The order
is thus relatively free of internal pol-
iticking; even the hint of such things
is unlike the consfructs that mem-
bers of the order emulate.

Fortresses: The Order of Inevitable
Justice has one or more fortresses on
each nonchaotic plane and two or
three per continent on the Material
Plane. Most are imposing structures,
but a few are hidden in lands under
the sway of rulers the order consid-
ers unjust.

Members of the order and those
who can prove that they are devout
servants of justice can find aid at any
of the group's numerous fortresses.
Each fortress is the functional equiv-
alent of a small city for the purpose
of buying and selling items, enlists a
13th-level clerie (of a god with the Law
domain) who can perform needed
spellcasting for 80% of the standard
NPC price, and houses order sages
and diviners who can provide mem-
bers with information on known law-
breakers in the general area.

Missions: Fach member of the
order specializes in a type of justice
that corresponds with a particular
type of inevitable. Some members,
for example, hunt undead as maruts
do, while others seek out fugitives as
zelekhuts. Just as inevitables under-
take missions without regard for
how long theyll take to complete,
so too do members of the Order of
Inevitable Justice leave the fortress
for months or even years without
consequence. As long as members
don't engage in lawbreaking them-
selves and attempt to uphold the
same ideals as the inevitables, they
remain members in good standing
of the order. &
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[RONMAW*

By Skip Williams - illustrated by David Walhstrom

dventurers and sages familiar
Awith the denizens of the Outer

Planes have long been aware of
the deadly ironmaw, an insatiable
predatory plant from the Infinite Layers
of the Abyss. The creature gets its
name from its most ghastly feature: a
gaping maw capable of engulfing an
ogre in one gulp and crushing the vic-
fim in an inexorable grip, like a massive
iron vise.

The ironmaw remained virtually
unknown on the Material Plane until
recent decades, when it managed to
establish itself in the forests of the
Material Plane, probably from seeds
unwittingly carried out of the Abyss by
adventurers. Although it remains Fairly
rare, an ironmaw can turn the most
idyllic-looking glade into a sinister and
dangerous place.

An ironmaw has a certain low cun-
ning and the ability to speak Abyssal,
but it usually concerns itself with
securing a steady supply of food and
thinks of little else. It has no taste for
vegetable matter or carrion but other-
wise will eat virtually anything—and it
is always hungry. Anyone who
attempts to parley with an ironmaw
had best stay alert. Although simple-
minded, it is fully capable of lying to
draw a potential meal within reach of
its grasping tendrils.

IRONMAWS IN THE WORLD
Today, ironmaws can lurk in almost
any locale on the Material Plane where
trees grow. Although they can with-
stand arctic cold, they prefer temper-
ate or tropical climes, where prey is
more plentiful and where they can

pose innocuously as the broadleaf
trees they resemble. Although prima-
rily a forest dweller, the ironmaw can
also be found in swamps, hills, and
even mountain valleys, always in the
company of fall trees.

Travelers returning from the Abyss
relate tales of dense stands €ontaining
dozens or even hundreds of the mon-
sters. Ironmaws living under these con-
ditions stay on the move almost
constantly, each one trying to shuffle
to the edge of the stand, the only posi-
tion from which it has any real hope of
capturing prey. Thus they creep across
the Abyssal landscape like great, dark
amoebas flowing in ever-changing
shapes and occasionally splitfing into
smaller masses. Any creature unfortu-
nate enough fo stumble info one of
these awful groves usually dies within




seconds 10 sudden deadly sirikes by the
ironmaws' tendrils. The creafures then
squabble over the corpse, literally rear-
ing-it.to bits as each tries to obtain a
morsel of flesh for itself.

On the Material Plane, ironmaws are

largely ‘'solitary, although they can be

found in pairs or small stands of up to ©

half a dozen trees. They usually gather

ments seldom last long, since the dragon
eventually grows tired of feiching live
prey for its servant. Even if aidragon
does not press an ironmaw into service,
it offen keeps close fabs on the creature.

Irenmaws have little interest in treasure,

and mast dragons aren't above picking
up any baubles left behind as the raven-
ous tree roams about the forest.

THE IBONMAW DEVELOPED TS TASTE FOR FLESH
IN THE ABYSS, WHERE SUNLIGHT IS UNBELIABLE At
BEST AND SOILS ARE NOTORIOUSLY POOR.

to mate or to fake advantage of a mich
hunting area. Once a stand contains
about six individuals, hewever, one or
more shuffle.off in search of better
opportunities,

Because of ifs insaiiable appefile and
evil nature, an ironmaw is seldom a
welcome addition to any sylvan neigh-
borhood. Nearby elves who become
aware of its presence quickly. mount an
expedition to eradicate ir. Druids ofren
react the same way, despite their live-
and-let-live mindsef—an ironmaw can
quickly drive off or kill an area’s game,
thus disrupting the natural cycles of the
forest. Centaurs, dryads;nymphs, and
even the usually playful and carefree
sprites are similaely. hostile, although
they often lack the magical power
needed to defeat the creature. They
usually keep a close warch on the iron-
maw lest it approach a seftlement, then
either attempt 10 discourage it or seek
help. One effecfive tactic is to throw a
cordon around the slow-moving plant
and drive off all the local animals, thus
depriving the ironmaw of prey and
encouraging it fo move elsewhere.

Green dragon$ also resent the pres-
ence of such capable predators in their
territories, but occasionally one forges
an alliance of sorts with an ironmaw.
Protected by its mobility, breath
weapon, and magical power—not to
mention its sheer size—the dragon can
sometimes intimidate or bribe the crea-
ture into serving as a guardian for ifs
lair. The ironmaw is content fo serve so
long as the dragon brings it food regu-
larly (very few beings willingly
approach a dragon’s lair, and they are
even less likely to do so with a vora-
cious ironmaw around), Such arrange-

LIFE CYCLE

The ironmaw developed its taste for
flesh in the Abyss, where sunlight is
unreliable ar best and soils are notori-
ously poor. Even when growing in a
fertile zone on the Material Plane,

an ironmaw craves flesh, bone, and
blood for sustenance and reproduc-
tion. Although often able to survive
on good soil and sun alone, it is insa-
tiably hungry by nature and needs an
extra energy boost to produce fruit
and seeds.

Ironmaws produce hanging clusters of
dark brown flowers that give off a stink
like that of carrion. Every ironmaw has
both male and female flowers and is
capable of repreducing on its own, but
stands often gather to cross-pollinate.
An ironmaw transfers pollen from
flower to flower using its tendrils. Once
pollinated, the blooms develop into clus-
1ers of dark brown fruit resembling
acorns, retaining their foul odor. The
fruit tastes just as bad as it smells, and it
is too acrid for humans to eat unless
first cured in lye. Even then it tastes like
roften meat,

When cast on the ground and watered
with blood, a fruit sprouts within a few
weeks. An ironmaw seedling resembles
an adult but is dangerous only fo Fine
and Diminutive creatures. A seedling can
take anywhere from a few months 10 a
few years to reach adult size, depending
on how much food it gets.

NATURAL WEAPONRY
An ironmaw possesses a mighty arsenal
of natural weaponry, which includes its
tendrils and powerful maw.

Tendrils: An ironmaw’s four thorny
tendrils are formidable weapons. The

creature wields them like very long
whips or flails. A full-grown ironmaw's
tendrils can grow fo 120 feet long (1d6
x 10 + 6o feet); however, the creature
can only manage attacks with lengths of
tendril up to 6o feet. The excess coils
remain hidden in its upper branches,
allowing the ironmaw to pay out extra
length when making a melee attack,
should a tendril be severed. This gives
it a natural reach of 6o feet.

A tendril deals an average of 17
points of damage (2d6+10) on a hit, and
that alone makes it dangerous to many
creatures. Its many thorns and barbs
deal piercing and bludgeoning damage,
and it threarens a critical hit on an
artack roll of 1g or 20. However, an
ironmaw's tendril delivers more than
mere damage. It also digs into the flesh,
becoming attached like a burr in a dog’s
fur. Sticky sap adheres to clothing and
equipment, anchoring the tendril all the
more securely. Whenever an ironmaw
begins its turn with a tendril attached
to an opponent, it automatically deals
tendril damage and drags that creature
10 feer closer to itself, possibly drawing
the opponent into its crushing maw
(see below).

The moment the fendril strikes and
attaches, specialized spines inject viru-
lent spores into the opponent’s blood-
stream. These spores have a powerful
anticoagulant effect, causing the wound
to bleed profusely and dealing an addi-
tional 3 points of damage each subse-
quent turn. This damage occurs at the
beginning of the ironmaw's turn in the
initiative order and confinues each
round until the wounded creature dies
or the wound is treared. The bleeding
can be stopped only by a Heal check
(DC 10) or the application of any cure
spell or other healing magic (heal, heal-
ing circle, or the like), Each hit by a
tendril causes another wound. The iron-
maw's blows also have a sickening
effect on the victim, dealing 1d6 points
of Constitution damage as the ironmaw
feasts on its blood. Severing a blood-
filled tendril releases a gory spray of
crimson from the cut. This doesn't do
any extra harm to the ironmaw, but i
looks impressive.

Breaking free from a tendril is diffi-
cult. To do so, the opponent must
make an Escape Artist check (DC 25)
or a Strength check (DC 26), or deal
13 points of damage to the tendril with
a single blow from a slashing weapon




(AC 22). Use the procedure for sun-
dering a weapon (see Chapter £:
Combat in the Player's Handbook) to
resolve the attempt.

Maw: An ironmaw can use ifs name-
sake feature to deliver bite attacks. The
creature’s bite isn't nearly as formida-
ble as its tendrils, but it deals a
respectable g points of damage on
average (1d8+5). The real danger comes
when the ironmaw manages to drag a
foe into bite range with a tendril. When
it tries to bite a creature that has at
least one tendril attached, it gets a +4
bonus on its attack roll,

If the ironmaw drags a Large or
smaller foe into its own space, it
attempts to engulf the creature. The foe
is allowed a Reflex save (DC 15) to
avoid the maw. If the save succeeds,
the foe is pushed either back to where
it began the turn or into any space
adjacent to the ironmaw (the ironmaw
chooses the space). Any tendrils
attached fo the foe remain attached. If
it fails the save, the foe is deposited in
the crushing maw, where it is forced
into the ironmaw’s hollow, fluid-filled
trunk, The ironmaw detaches any ten-
drils aftached to the engulfed foe.

The tree’s digestive juices are too
weak fo cause any immediate harm to
an engulfed foe, but the victim must
hold its breath or begin to drown. The
trunk, however, acts like an enormous
gizzard, grinding up the ironmaw’s
food and dealing 2d6+10 points of
bludgeoning damage each round to the
creature within,

An ironmaw's trunk can hold one
Large, two Medium, four Small, eight
Tiny, sixteen Diminutive, or thirty-two
Fine creatures. Creatures killed inside
the trunk are completely consumed
after about an hour, at which fime the
ironmaw expels any indigestible matter.

The ironmaw might also engulf crea-
tures it has killed with its tendrils, stor-
ing them for several days until it can
“plant” them around an ironmaw seed.
About a week after planting, the seeds
sprout into ironmaw saplings, which
feed off the corpses planted with them
and reach maturity within a month.

IRONMAWS IN COMBAT

Because it is virtually immobile, an
ironmaw hunts by ambush. Despite
being fairly stupid and always hungry,
the creature exhibits considerable guile
and patience. It first chooses a locale

where prey is likely to approach:
Springs, fords, game 1rails, salt licks,
and areas of young, tender growth all
attract wildlife and make prime hunting
grounds for ironmaws. More daring
specimens lurk near roadsides, bridges,
and campsites, hoping to ambush
unwary people.

An ideal spot has many broadleaf
trees of about the ironmaw'’s height (20
to 3o feet for a mature individual) and
a clear area nearby. The ironmaw hides
among the trees and uses its tendrils o
attack anything that enters the clear
area. The edge of a woodland meadow
serves its purposes well,

Given its lack of mobility, an iron-
maw would seem to have few gption§
in combat. Its incredible reach; how=
ever, gives it flexibility. It threatens

opponent struck has to deal with a
bleeding wound and an attached tendril,
On subsequent rounds, with one or
more foes so occupied, the creature
uses ifs free tendrils against any who
are still free, starting with those who
are frying fo assist their comrades.

If reduced to less than 25% of
its original hit points, an ironmaw
often switches tactics and directs all
its free tendrils against the foe that
has hurt it the most. This tactic works
well, since the Constitution,loss from
multiple tendril hits can kill a single
creature outright.

Wheneyer a foe succumbs fo an
ironmaw’s tendril attack, its Great
Cleave feat comes into play. It
detaches the tendril to make another
melee attack, usually against the

ALTHOUGH I REMAINS-FAIRLY RARE, AN IRONMAW
CAN TURN THE MOST IDYLLIC-LOOKING GLADE
INTO A SINISTER AND DANGEROUS PLACE.

everything within 6o feet and can make
attacks of opportunity within that area,
and it can easily attack multiple foes
even when they are scattered.

An inexperienced ironmaw lashes‘eut
whenever anything comes within range.
An older, more crafty specimen usually
waits until prey gets closer, usually
about 4o feet away, especially when
several opponents approach ia.group.
This ensures that the ironmaw can
attack any of its foes-and.makes it
more difficult for them to withdraw out
of reach.

In either case, the ironmaw ftries to
attack before its opponents can spof if.
If it manages fo get surprise (quite
likely given its excellent ability to hide
among the trees) the ironmaw makes ifs
single attack against the closest foe.
This generally assures it of a clear line
of sight and also farees the foe's com-
panions (if any) to move closer if they
want fo help free their comrade from
an attached tendril.

When an using its first full atrack
action against a group, an ironmaw
usually lashes at three or four different
foes, starting with the creatures closest
to itself. Although this tactic dilutes the
ironmaw’s offensive power, it also
blunts any countermeasures, since each

closest foe who does not alreadyhave

a tendril attached.

An ironmaw seldom tries o flee from
combat, knowing that it cannot outrun
anything with its land speed of 1o feer.
But if it is being harried from beyond
its reach by ranged weapons or spells,
it has sense enough to withdraw or at
least seek cover,

ironmaw Group Tactics
When a pair or stand of ironmaws

fight together;they usually do not

bother to coordinate. Instead, they

stand 5 to 10 feet apart in a circle

with'a diameter of 40 10 50 feet. The
creatures usually hold their atracks
until they are spotted or until oppo-
nents come within reach of ar least
two individuals. Once the battle com-
mences, each ironmaw generally fol-
lows the tactics described above.
Frequently, fendrils from two or
more ironmaws become attached to the
same foe. When'this occurs, all of them
iry fo drag the creature toward them-
selves. To decide which one wins the
resulting tug-of-war, first look for a
space that is 10 feer closer fo all the
ironmaws involved. If no such space is
available, find & space 10 feer closer to
at least one of the competing ironmaws



and not farther away from any other. If
there still is no such space, all the iron-
maws make opposed Strengih checks
(if any individual has more than one
tendril attached, it gains a +2 circum-
stance bonus on the check for each
extra tendril). The loser must detach
its tendrils, and the remaining iron-
maws repeat the process until there is
a legal space to move the creature or

splotches on the leaves. A druid can
immediately recognize the ironmaw as
an unnatural planl. A Knowledge
(planes) (DC 20), Knowledge (nature)
(DC 15), or bardic knowledge (DC 25)
check confirms its true nature—and, of
course, characters might recognize il
from their own experience.

The wary might loose an arrow or
other ranged attack at the odd-fooking

IRONMAWS CAN BE DIFFICULT TO ERADICATE, BUT WITH
SMART PRECAUTIONS AND CAREFUL TACTICS, A PARTY CAN
DEAL WiTH THEM EFFECTIVELY.

until only one ironmaw has tendrils
attached to it.

FIGHTING AN IRONMAW
Often, the best way to deal with an
ironmaw is to avoid the creature.

In theory, a trained observer can
easily recognize an ironmaw's territory.
This is true, to an extent. When an
ironmaw has remained in one place for
a while, the area becomes littered with
indigestible bits from its previous vic-
tims, such as scraps of fur. If the iron-
maw has battled intelligen! creatures, it
leaves behind pieces of their equip-
ment, particularly metal and wooden
items, coins, gems, cloth, and leather,
which the ironmaw either cannot digest
or does nat care to eat. However, all
this detritus is easily overlooked among
the natural litrer and brush that covers
most forest floors,

The Spot DC to notice telltale debris
in an ironmaw’s vicinity is 20. Even if
successful, the check merely reveals its
presence, not its significance. A
Survival check (DC 15) allows the
observer not only to notice the refuse
but also fo realize that some predatory
creature has fed and left it behind. A
character who successfully spots the
debris can attempt a Knowledge
{nature) check (DC 15) to come to the
same conclusion.

Even when scanning the area upon
noting the debris, a party might over-
look the ironmaw's presence. They must
make Spot checks opposed by the iron-
maw's Hide (which is excellent within a
wooded area) to actually see the crea-
ture. Even then, it resembles an oak
tree distinguished only by blood-red
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tree. This usually motivates it to strike
if there is a foe within reach, even if
the ranged attack misses or fails to
overcome the ironmaw's damage
reduction, If no foes are within reach,
the creature waits a round or 1wo,
hoping someone will move in for a
closer look.

Stay Back If You Can

Given an ironmaw’s extremely slow
speed, an obvious combat tactic is sim-
ply 1o stay out of reach and hurl spells
and ranged attacks. However, this is
easier said than done.

An ironmaw has impressive damage
reduction, rendering it all but immune
to ranged weapons with less than +3
magical enhancement. Since most char-
acters focus on melee combat, suffi-
ciently powerful ranged weapons are
seldom available. A greater magic
weapon spell can make up for this lack
nicely. Even so, expect to spend a long
fime pumping arrows into an ironmaw
before it succumbs. If you are in a
thickly overgsrown area, chances are
the ironmaw can gain cover from the
surrounding frees, making the task of
bringing it down with ranged aftacks
even more laborious. Also keep in mind
that the creature is not completely
immaobile. It can cover 20 feet a round
with a double move, or 4o feet if it
runs, requiring a minimum distance of
105 feet to be entirely safe from an
ironmaw’s attacks. While it is difficulr 1o
run through a forest, an open space is
much easier—ironmaws lurk near clear-
ings and meadows for a reason.

When playing cat-and-mouse with an
ironmaw, keep an eye out for others

lurking nearby. If you allow one iron-
maw o occupy your attention, another
|just mlghl creep info range unnoticed.

Going Toe to Root

Defeating an ironmaw with melee
attacks usually takes much less time
than a ranged assault, but it entails far
more risk.

It doesn’t pay 1o be timid in close
combat with an ironmaw. Move in
quickly so that it gefs few chances to
use its tendrils. Also, send in as many
aftackers as possible so that no one
opponent faces all the creature’s ten-
drils. Should the ironmaw manage to
attach a tendril to a comrade, don't be in
too great a hurry 1o free the character
unless you intend to flee. Constitution
damage occurs only when a tendril first
hits and attaches. Breaking free only
invites another tendril attack along with
another bleeding wound and more
Constitution damage. If a party member
is snared within 15 feet of the ironmaw,
however, Iry to sever every tendril as
soon as it attaches. You don't want any-
one engulfed.

Once you get close enough for
melee, plan to stay there until yvou gel
the job done. Almost anyone can outrun
an ironmaw, but there's no escaping
those tendrils when you're within Bo
feet of the monster.

Spellslinging
A typical party’s ability to strike effec-
tively at a distance usually rests with
its spellcasters, However, an iron-
maw’s spell resistance of 30 makes it
all but immune fo most magical
assaulls, even from casters with the
Spell Penetration feat. Spells that
employ cold or electricity are a waste
of time: Ironmaws are immune to
these energy types. They are also
resistant to acid and sonics, so use
fire and force effects if you musrt cast
spells against an ironmaw. It is best to
stick with spells that enhance your
party, such as greater magic weapon.
Spells that create or conjure allies,
such as the various summon monster
and summon naiure’s ally spells, and
animate objects, get around an iron-
maw's spell resistance, Such allies,
however, often cannot overcome the
creature’s damage reduction and thus
can only block or delay its movement.
But sending in a first wave of sum-
moned creatures floods the area with




more fargets than the ironmaw can
deal with, allowing the PCs to gel
within melee range without drawing
tendril attacks. Most ironmaws are
cagey enough to redirect their tendrils
against more dangerous opponents,
but this ractic might still buy combat-
ants a little fime.

Being evil and extraplanar, an iron-
maw is vulnerable to banishing spells
such as dispel evil and holy word (even
if it grew from a seed planted on the
Material Plane). These spells still have
to get through its formidable spell
resistance, but the battle is over if they
work—and the +4 deflection bonus to
AC from dispel evil doesn't hurt either.,
Comrades who have been engulfed or
who have tendrils attached stay behind
when the ironmaw is banished back ro
the Abyss. The banishment spell, of
course, is the most effective means of
sending an ironmaw packing, Items
repellent to an ironmaw include: a
pound or more of salt, a pound or
more of silver, hairs from a celestial
creature or geod outsider, fire, and an
axe blade. Each exira element improves
your ability to overcome the ironmaw's
spell resistance by +1 and also raises
the spell's save DC by 2, so try to use
as many as you can.

ALTERNATE STATISTICS

The statistics below represent a
juvenile ironmaw. The standard mon-
ster description can be found in the
Fiend Folio.

Ironmaw Seedling: CR 10; Large plant
(Extraplanar); HD 8d8+32; hp 68; Init -1;
Spd 10 ft; AC 21, touch g, flat-footed
21; BAB +6; Grap +16; Atk +i2 melee
(1d8+6 4 tendrils/crit 19-20) and +7
bite (1d6+3); Face/Reach: 10 ft./10 f1.
(40-foot reach with tendrils); SA
Attach, engulf, illness, tendrils, wound-
ing; SQ Acid resistance 10, cold immu-
nity, DR 10/+2, electricity immunity,
plant traifs, sonic resistance 5, SR 20;
8V Fort +10, Ref +1, Will +3; Sir 22,
Dex g, Con 19, Int 4, Wis 13, Cha 14.

Skills: Hide +57, Spot +12, Listen +12;
Fears: Alertness, Power Attack, Cleave.

Attach (Ex): If an ironmaw hits with
a tendril attack, the tendril, in addition
fo dealing normal damage, attaches to
the opponent’s body. A tendril draws a
stuck opponent 10 feet closer in each
subsequent round (no attack of oppor-
funity) unless the opponent breaks
free, which requires an Escape Artist

check (DC 21) or a Strength check (DC
21). An ironmaw can draw in a crea-
ture within 10 feet of itself and bite
with a +4 attack bonus in fthat round.
An irenmaw can draw a creature into
its space and attempt to engulf it as
well. A tendril can be severed by a
single attack with a slashing weapon
(made as an attempt to sunder a
weapon) dealing at least 7 points of
damage. Severing a fendril dees not
shorten the ironmaw's reach; it simply
plays out more tendril from its trunk.

Engulf (Ex): As a standard action, an
ironmaw can attempt to engulf a Large
or smaller creature that enters its
space. The victim of the attack can
make an attack of opportunity, but if it
does, it is not entitled to a saving
throw. A victim that does not attempt
an attack of opportunity must make a
Reflex save (DC 15) or be engulfed; on
a success, the victim is pushed back or
aside (but not freed from attached ten-
drils). An engulfed creature takes 1d8+6
points of bludgeoning damage within an
ironmaw'’s frunk each round and must
hold its breath or begin to suffocate.

liiness (Ex): An ironmaw's fendrils
can sap an opponent's health. Anyone
caught by a tendril must succeed on a
Fortitude save (DC 18) or take 1d6
points of Constitution damage.

Tendrils (Ex): An ironmaw can
attack with its four tendrils from up to
40 feet away. Anyone struck by a ren-
dril can take damage, lose blood, suf-
fer illness, and be drawn foward the
ironmaw’s trunk.

Wounding (Ex): A wound resulting
from an ironmaw'’s tendril attack bleeds
for an additional 3 points of damage
per round thereafter. Mulfiple wounds
from such attacks result in cumulative
bleeding loss (two wounds for 6 points
of damage per round, and so on). The
bleeding can be stopped only by a Heal
check (DC 10) or the application of any
cure spell or other healing spell (hea/,
healing circle, or the like).

Plant Traits (Ex): An ironmaw is
immune to poison, sleep, paralysis,
stunning, and polymorphing. It is not
subject to critical hits or mind-affect-
ing effects. An ironmaw also has low-
light vision.

Skills: Ironmaws receive skills as
fey. An ironmaw has a +8 racial bonus
on Listen and Spot checks. *In wooded
areas, an ironmaw has a +15 racial
bonus on Hide checks. @
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“I have seen beyond the bounds of infinity and drawn down dae-
mons from the stars... I have harnessed the shadows that stride
from world to world to sow death and madness... Space belongs
to me, do you hear?”

—H. P. Lovecraft, “From Beyond”

he world as we know it is a poison to some, a canker
whose very existence is a constant irritant to something
larger, more vast than anything sane mortal minds can
comprehend. What we take to be order and nature is in
fact the aberration, for the Far Realm is vast beyond all con-
cept. It is what lies beyond the infinite of possibility. It is
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the infinite of impossibility. And that which dwells beyond
where man was meant to travel does not react well to our
timid intrusions.

HISHORY OF THE KAORT

The Far Realm predates existence and life on the Material
Plane—in fact, life might have begun on the Material Plane
when one of the Elder Evils from the Far Realm brushed
againstit, and whatleaked into our world became the aboleth
race. Yet beyond the aboleths, few even guessed that there lay
beyond our world a more ancient and insane realm. At some
point after the collapse of the aboleth empire, the Elder Elves



became the first mortal race to dis

the Far Realm when, quite by :

they created the Vast Gate, a portal
they hoped could bridge all distance
and push “outside” creation. What t
discovered undid everything the Elder
Elves strived for, and when what dwelt
beyond noticed the pinhole the elves
had punctured into the outer madn
they invaded reality. Although the
Gate was eventually closed, the link
between the Far Realm and the Mate-
rial Plane, a link the multiverse ne
intended, remained and grew.

after the Elder Elves pierced ‘thc 3

between reality

oud and elite wizards who called
themselves the Quin (after the Imas-
kari word for itled”) discovered
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obsessed with the concept of reality
beyond reality and wondered what
great magic might lie hidden in such
a realm. Eager to be hailed for what
they felt would be a great discovery
but wary about repeating the Elder
Elves’ mistake, they constructed a
structure that would transport them
to the Far Realm rather than bring the
Far Realm to them.

Their work was highly publicized,
and as they neared the end of ten
years of toil in creating what had
come to be known as the Quinspire,
the entire nation watched expec-
tantly, hoping the Quin would return
with fabulous resources and powers
to elevate their proud nation even
higher. The Quin made bold prom-
ises, and even started work on proj-
ects to be finished after their return,
but when the time came and the
Quin activated their tower, they sim-
ply vanished. All that remained were
the tower's lowest foundation stones.
Eventually, Imaskar forgot the Quin,
and then Imaskar itself crumbled
and was all but forgotten.

Yet the doom triggered so long
ago by the Quin has only now begun.
For their experiment had been a suc-
cess. They arrived safely on the Far
Realm, yet they did not remain safe for
long—they had vastly underestimated
the sheer hostility and alien nature of
the Far Realm, and their tiny mote
of Material Plane matter was like a
beacon. Within minutes of their
arrival, a vast and ancient entity
called Zurguth, one of those
whom the aboleths know as the
Elder Evils, came to investigate the
disturbance. Yet so potent was Zur-
guth’s existence that its very proxim-
ity changed the Quin and their works.
They were transformed into some-
thing new, and when Zurguth arrived
and turned its mind to them, it found
nothing to see, for nothing remained
of the Quin but their warped Far Realm
translation. They had become the first
of the kaortis.

For untold eons, the kaortis dwelt
within the Far Realm, yet deep
within  their

now-alien

minds remained a seed of memory.
When their alien curiosity finally drove
them to investigate this memory, they
found traces of the Material Plane too
minute for Zurguth to notice, but not
quite so small to escape the kaortis’ own
investigations. When they used their
magic to trace these fragments back
to their source, they discovered what,
to them, was a new realm—a realm so
inimical to them that they could have
but one reaction: a consuming urge to
overwhelm and transform. When the
kaortis finish with our world, the Far
Realm will be all that remains,

CHISIOEAGY OF [HE KOR

Although the kaorti might appear to be
humanoid, they are not. The shape of
their forms is little more than an acci-
dent, just as one might be able to coax
mold to grow in artificial paths, so did
the presence of Zurguth use the Quin’s
human frames as a matrix.

A kaorti's resemblance to a human
breaks down quickly once
viewed in detail. Their
bodies are painfully
thin and wet with
alien excretions
that serve

more as blood than sweat. Hands and
feet are long and distended, with digits
that seem connected not by rigid bone
but flexible strips of resin and cartilage,
allowing their fingers to bend in unnat-
ural directions. Yet it is in the kaorti’s
face where one can see the greatest echo
of Zurguth’s alien presence, for the
shiny black spheres that serve them as
eyes and the bony ridges of ivory-col-
ored hardened resin that serve them as
teeth give the viewer a tiny hint of the
appearance of what forged them from
sane flesh.

Kaortis have no need to eat or sleep,
for these are diversions mortals use
to replenish their bodies and minds.
Rather, kaortis exist from the outside
in. A kaorti’s body is in a state of con-
stant self-consumption and replen-
ishment, as the ooze that coats their
bodies gathers unkmown resources
from the environment and then
hardens into a shell-like but flexible
“skin.” This shell is slowly drawn into
their cores by strange

and hideous sucking
and chewing organs




KAORTI 3.5

The kaorti detailed on pages 108-110 of the Fiend Folio are, for the most part,
”usab[e with the 3.5 rules. The one majm disconnect between revisions, though, is
Lin their: spe!E -like abilities; spells like alter selfand reduce no longer affect outsid-
~ers. When running an encounter with kaortis in a 3.5 game, you ahould ubstl-
: ':tute their speli-like abilities with the following:
 1/day—color spray, wmprehend J'angua ges, disguise self, feather jaH ray. af en}%e— :

. blement, spider climb.
Disguise: sdj lets kaortis continue to masquerade as humans while harvesting

- thralls, while replacing reduce with comprehend languages gives them the capacity to

* Understand languages spokerfar written by their prey; kaortis have little interest in

. communicating with their victims until they become kaortis themselves, but they

 find the ability to understand things like road signs or directions helpful.

designed to cannibalize and recre-
ate the green fluid that serves them
as blood. Deep within the kaorti's
torso is a pressurized reservoir of this
reeking fluid (an organ mistaken by
some scholars as a heart). Tangles of
arteries run along their arms to pores
along the inner surface of their fin-
gers so they might secrete their blood
as tools. It might be easiest to think
of the kaorti’s “heart” as a forge that
transforms its outer body into the res-
inous “building blocks” of Far Realm
matter, stuff the kaorti use to not only
create their armor and weapons but to
build their cysts.

The resin also serves an impor-
tant role for kaorti invaders, for the
Material Plane is poison to them. An
unprotected kaorti can survive only
for a few hours or days on the Mate-
rial Plane before the non-resin parts
of its physiology are scoured away.
The first kaortis to invade the Mate-
rial Plane learned this weakness the
hard way and their deaths served as
an object lesson for those who came
later. On the Material Plane, kaorti
explorers wear chitinous bodysuits
made of resin, often sculpting horns,
ridges, and spikes upon their shoul-
ders, faces, and torsos to make their
appearance all the more horrific.

ESTCHOLOGY A0 SOCTEY OF LHE KADR

Little is known of how the kaortis exist
in the Far Realm, but on the Material
Plane their society is brutally simple
and efficient. Little interests the kaor-
tis other than the transformation of
what is natural into what is theirs—

everything in a kaorti-held region
exists in some way to perpetuate this
one driving urge.

An initial group of kaortis invad-
ing the Material Plane is known as
a cyst pilgrimage; this exploratory
band consists of 10-20 kaorti and
1—3 thralls (typically pseudonatural
creatures harvested from a similar
Material Plane region to the one they
are invading). The goal of a cyst pil-
grimage is to establish a beachhead
on the Material Plane, to create a cyst
of kaortis resin that blocks out the
harmful effects of the Material Plane
and gives their kin a safe fortress to
stage further colonization and trans-
formation efforts. Kaorti resin suits
are costly and time consuming to cre-
ate, so typically a cyst pilgrimage only
consists of a few kaortis who seek out
a remote or hidden area to begin their
work. Pilgrimages lucky enough fo
have access to urquirshs (see Minions
of the Kaorti) can establish large cysts
in a relatively short time, but most
pilgrimages must make do with what
they can secrete on their own.

When a kaorti pilgrimage is sent
into the Material Plane, the trip is
one-way; there’s mo return portal for
them to retreat to if things turn sour.
This is to prevent their enemies on
the Material Plane from being able
to strike at their unknown fortresses
just on the other side as much as it
is to prevent the Material Plane from
leaking into their world. Yet the kaor-
tis do not view this as a disadvantage,
for their method of procreation is as
swift as it is horrifying.

Once a cyst is established (typically
a network of cavelike tubes and cham-
bers deep underground or in remote
wildernesses, but rarely in areas close
to urban regions), the kaortis begin
their harvest. Their spell-like abilities
allow them to cloak themselves in illu-
sions, allowing them to walk among
humanity, where they can pick and
choose their victims. Initially, they
choose their victims from the dregs of
society: vagabonds, prostitutes, scoun-
drels, and street urchins—those whose
vanishing won't be noted. They return
to their cyst, where after 8 hours of
surgery and injection of kaortic flu-
ids (typically delivered through 8-
hour bites, but sometimes through
tools like wrist lancets), their abduct-
ees become new kaortis, immediately
capable of capturing and transform-
ing others. Left unchecked, a kaortic
incursion can very rapidly become a
major invasion.

Kaortis take to arcane magic, espe-
cially sorcery, and manybecome rogues
or fighters with ease (although their
natural weakness make them poor
melee combatants), but to date, no
kaorti clerics, druids, rangers, or other
divine casters have been encountered.
This is likely a psychological issue, for
the kaortis have no concept of faith in
anything but themselves.

HINIONS OF TAE, KAOR

Where kaortis are found, so too are
their monstrous minions. While crea-
tures transformed into pseudonatu-
ral thralls are far and above the most
common of kaorti miniomns, they fre-
quently create other monsters to serve
as mounts or guardians as well, shap-
ing and sculpting the warped flesh of
several creatures at once, using them
as clay to form more powerful minions
than might be achieved by a simple
kaortic transformation alome. These
transformations take place in bubbling
pools of raw resin deep within kaortic
cysts and generally take several days to
complete. The three most commonly
created minions are the destructive
insectoid rukanyrs (used as living siege
engines and tanks in large conflicts;
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Fiend Folio, 144), the alien and horrific
skybleeders (used as mounts and mag-
ical support; Fiend Folio, 156), and the
savage and ruinous kaortic hulks (used
as shock troops; DRAGON #330).

Yet not all of the monstrous minions
of'the kaorti are their creations—many
are denizens of the Far Realm, brought
along on their initial forays or called
in through portals deep within a
kaortic cyst. These creatures, such as
half-farspawn (Lords of Madness, 151),
amoebic crawlers (DRAGON #330), and
nightseeds (DracoN #330) are, if any-
thing, even more alien than creatures
sculpted from once-normal beings, for
they are wholly of the Far Realm.

Perhaps the most commonly utilized
creature is the vile and foul-smelling
urquirsh, an abominable miscarriage
of flesh that looks like nothing more
than a writhing tangle of spurt-
ing tubes, greasy entrails,
and dangling arms =
held aloft Dby o
three long spi-
dery legs. These
horrific ~ mon-
sters are mnotable
not just for their
detestable shape and smell, but for
the fact that when they are brought to
places outside of the Far Realm, their
alien cores implode, creating a tiny but
mobile rift between realities back to
the Far Realm. These rifts always lead
to the tidal washes of the Amoebic Sea,
providing the urquirsh with an endless
supply of resin that the kaorti can use
to coat large regions, altering the envi-
ronment so they can exist within with
relative ease.

URQUIRSH CR 4
Always NE Small aberration (extraplanar)
Init +10; Senses blindsense 60 ft.,
sightless; Listen +3, Spot +3
Aura stench (20 ft.)
Languages Kaorti (cannot speak)
AC 17, touch 17, flat-footed 11
(+1 size, +6 Dex)
hp 39 (6 HD)
Immune acid, disease, poison
Fort +4, Ref +10, Will +8
Weakness vulnerability to electricity
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~ KAORTI EQUIPMENT

aortis are masters at us mg their resin to create organic tools, -weapons, and:

armor. Kaort: resin ltems appear alien and horrific, and their use is sometimes. .

not readilly apparent from their appearance. The resin suitand the ribbon dagger
: (Frcnd Falio, 110} are the two most common kaorti items, but others like those 5
- detailed here exist as well. N U
 Wristlancet: This purple device is worn-on the wrist and trlggen:d bya ﬂexnble stalk -
_that protrudes from its midsection. At one end, a flexible resin saccan store poison or .
disease-laced fluid, while protruding from the other end is a rigid hollow spine. When
-_tnggered as a standard action, the spine shoots out to a distance of up to 2 feet and
the fluid within is dispensed reflexively. A kaorti can use this device to mJect a target
* \with whatever fluid is stored inside by successfully hitting a target with the device. A
3 wiristlancet is an exotic light weapon that deals 1d2 points of piercing damage on a
‘hit, with a critical multiplier of x3. Its wrist-mounted straps make it difficult to disarm,
granting the wielder a +4 bonus on checks made to resist being disarmed. Likewise, it
. leaves the user's hand free to hold other weapons or too!s Cost: 100 gp. Weight: 1 Ib.
Green Rapture: Intro-
duced to a creature via
consumption or injec-
tion, a dose of this pale
green poison (which is distilled -
from the resin of newly created
kaortis) deals 1d2 points of
Constitution damage if'a DC
14 Fortitude save is failed.
One minute later, the DC
14 Fortitude save must be
made again to avoad paralysis for 2d6 minutes. As long as a creature remains
poisoned bythe green rapture and retains the Constitution damage or is paralyzed,
the poison acts as a catalyst for kaortic transformations. Such a victim subjected to
‘akaorti's vile transformation ability makes the change into kaorti or pseudonatural
creature after only 2d6 rounds of contact. Cost 300 gp. Weight: 1.1b. '

Spd 60 ft., climb 60 ft.
Melee 3 claws +11 (1dé-1)
Base Atk +4; Grp -1

Atk Options vile spray
Special Actions acid bomb

Abilities Str 8, Dex 22, Con 15, Int 5, Wis
16, Cha 13

SQ death burst, freedom of movement,
internal rift

Feats Improved Initiative, Lightning
Reflexes, Weapon Finesse

Skills Climb +17, Jump +21, Use Magic
Device +20

Environment any (near kaortic cysts)

Organization solitary, pair, or wash (3—9)

Treasure none

Advancement 7-12 HD (Medium),
13-18 HD (Large), 19-24 HD (Huge),
25-30 HD (Gargantuan), 31+ HD
(Colossal)

Acid Bomb (Su) Once every 1d4 rounds,
an urquirsh can generate a small

globe of concentrated acid extracted
from its planar rift. This globe has
a range of 90 feet and explodes in
a burst of rancid acid, filling a 20-
foot-radius burst and inflicting 4d6
points of acid damage to every target
in the area. A DC 15 Reflex save
halves the damage, but if this save is
failed, the creature is also nauseated
by the horrific stink for 1d4 rounds
if he fails a DC 15 Fortitude save.
An advanced urquirsh’s acid bomb
deals an additional +1d6 points of
acid damage for every 2 Hit Dice
it possesses, The save DCs are
Constitution-based.

Death Burst (Su) When an urquirsh
is slain, its internal rift to the Far
Realm bursts before it closes. Any
creature caught within this 10-
foot-radius spray must make a DC
15 Fortitude save or be nauseated



ZURGUTH, THE FEASTING VAST

. The Far Realm is home to ancient entities of vast power. Although not techni-

cally deities themselves, their powers approach and might even eclipse the gods.

They existed before divinity, and will likely do so beyond the advent of the last

: deitys death. Respect for these entities is as close to religion as the aboieths
- come—saner scholars whisper of them collectively as the Elder Evils. :
As with the majority of these cosmic entities, Zurguth does not dwell
on the Material Plane. His influence is felt there, though, primarily

through the actions of his accidental creations, the kaortis. The kaortis

do not count divine spellcasters among their ilk, nor do they erect

temples in Zurguth's image, yet those who escape the vile transfor-
mation of a kaortic embrace speak of memories that are not theirs.
Memories of drowning in a sea whose water can think, of fluids
- thicker than flesh that still run like mud, of vast islands heaving out
of an endless bulk only to open eyes and split open into bottom-
less tooth-lined throats, of mountains of parasitic creatures heaving
along a landscape of shuddering mobility too huge to be a planet
and too mobile to be something dead or dying. Few who escape
the kaortic tramfofmatinn sleep well ever again, for many fear that

. when they die, it is not the afterlife that waits for them, but the

. infinite wet embrace of Zuruuth the Feasting Vast.

for 1d4 rounds. A delay poison or
neutralize poison spell removes the

effect from a nauseated creature,
Creatures with immunity to poison
are unaffected, and creatures resistant
to poison receive their normal bonus
on their saving throws. Worse, the
death burst has a 50% chance of
summoning another urquirsh into
the spot previously occupied by the
first urquirsh. A summoned urquirsh
does not generate a death burst when
it is slain, nor can its death trigger the
summoning of a third urquirsh. The
save DC is Constitution-based.

Freedom of Movement (Su) An
urquirsh is constantly affected by
a freedom of movement effect that
cannot be dispelled.

Internal Rift (Su) An urquirsh that enters
an area that blocks extraplanar travel
is cut off from its internal planar rift to
the Far Realm and takes a—4 penalty
on all attack rolls, saving throws, and
skill checks as long as this condition
persists. It cannot use its acid bomb,
death burst, or vile spray abilities while
within such an area.

Sightless (Ex) An urquirsh has no eyes,
and is thus immune to gaze attacks,
visual effects, illusions, and other
attack forms that rely on sight.

Stench (Ex) An urquirsh’s odor is

abominably offensive
to all creatures not
of the Far Realm. Any
such creature within
20 feet of an urquirsh
must succeed on a
DC 15
Fortitude
save or be
sickened for 1d6+4 minutes. A
creature that successfully saves
cannot be affected again by the same
urquirsh’s stench for 24 hours. A
delay poison or neutralize poison spell
removes the effect from a sickened
creature. Creatures with immunity to
poison are unaffected, and creatures
resistant to poison receive their
normal bonus on their
saving throws. The save DC is
Constitution-based.

Vile Spray (Ex) An urquirsh spews a
relentless spray of vile otherworldly
ooze, channeled in through its
internal rift to the Far Realm. This
foul-smelling ooze coats everything
within 20 feet of the urquirsh,
quickly hardening to a flexible,
rubbery texture. Creatures in its area
must make a DC 15 Reflex save or
take a —4 conditional penalty to their
Dexterity. Being hit by and failing
multiple Reflex saves does not

result in a higher penalty. The ooze
is permeable and can be breathed
through and does not hamper
speech. The stuff can be peeled off
of a creature with 1d4+1 rounds of

work, though one covered in the
slime cannot effectively remove
it from his own body. The ooze
hardens slowly, with the imparted
Dexterity penalty increasing by 4
points every hour. A creature who
accumulates a penalty equal to or
in excess of his Dexterity score is
rendered immobile as the stuff
dries completely; further Dexterity
penalties do not accrue, but without
external help, the victim can only
escape the resin cage with a DC 22
Strength or Escape Artist check. The
save DC is Constitution-based.
Skills An urquirsh has a +18 racial
bonus on Climb checks and a +10
racial bonus on Jump and Use Magic
Device checks. &
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varning, demanding answers and
silence, Their expressions grim, their man-

nerisms inhuman, their very presence unsettling and

unnatural—the few who dare speak of these men in
black know them only by their unnerving moniker: the
keepers. A faceless collective of questionable intentions and
dreaded methods, they seek information and secrets while
offering none in return. Their very nature is ever shrouded
in mystery—be they the lingering demons of an overzeal-
ous creator, servants of a dead god, or beings from another
reality altogether? As with every detail of their existence, the
truth is ye

Keepers fixate on secrets and secrecy, especially in regards to
their own origins, holding their race’s past among the darkest

another of the secrets they keep.

of the lore they hide. While scholars disseminate stories and leg-
ends about them, the veracity of such myths proves difficnlt to
judge—just the way the keepers like it, of conrse.
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Ofthe stories told about the keepers, perhaps the most com-
pelling tale puts their creation roughly thirteen hundred years
ago at the hands of a singularly talented wizard, alternately
placing him in the Fortress of Enlightened Discipline on the
plane of Mechanus or within Sigil, the City of Doors. Hungrier
for secrets than power, this fanatical scholar obsessed over
scattered bits of obscure and hidden lore. Through his work he
hoped to gather a palette of secrets, step back, and gain some
profound insight into the very nature of reality.

Covetous of knowledge as he was, he was only one man,
and he lacked any sort of followers or apprentices upon
whom he could rely to further his pursuits. Of course,
had he either, his secretive nature would have precluded
granting them any trust. So he solved his problems in
a most elaborate way: he created the keepers, a wholly
unique and specially suited race of like-minded servants.

From there, the tale grows muddied, as some tellings
claim the keepers were found, rather than made. These
versions claim the wizard called them into the world from



“He that has eyes to see and ears to hear may convince himself that no
mortal can keep a secret.” —Sigmund Freud

somewhere else, some alternate re:]!ity
of bizarre and alien law that he either
discovered or created from nothing,
Whatever the specifics, if he found the
keepers already extant, or created them
from a malleable void of potential, the
legends agree that when he called out
the keepers responded.

Ultimately, though, after the wizard
had gathered hundreds, maybe even
thousands of Dblank-faced keepers,
his obsession turned to paranoia and
began to gnaw at him. Concerned that
his enemies, real or perceived, might
come to understand the secret pro-
cess by which he had found the keep-
ers and bound them to his will, he
instructed them to destroy or silence
any source of that knowledge.

Of course, given their nature, they
dispassionately complied by immedi-
ately killing him.

The first thing most people notice about
a keeper’s physical appearance is a con-
trast of pale flesh and dark clothing.
Looking closer, though, one begins to
notice the incongruities—the things

KNOWLEDGE OF THE KEEPER

The following table shows the results of a Knowledge (the planes) check as it relates

to keepers. Loremasters, planar scholars, and those who study obscure magical lore

might possess this information. Keepers appear on page 111 of the Fiend Folio.

Knowledge (the planes)
DC Result

17 = Keepers are humanoid creatures about which little is known. They are
“supposedly obsessed with finding and suppressing obscure knowledge.
22 Keepers lack normal humanoid anatomy. They have no eyes yet seem to see

perfectly and can alter their limbs to form weapons. Keepers sometimes per-

form rude, repulsive, or comical acts in an attempt to blend in with society.
The bizarre physiology of keepers' bodies provides them with immunities
typical of unliving creatures. When killed, keepers completely dissolve into
puddles of poisonous, foul-smelling toxins. They are known for murdering
those who possess secrets they either desire or seek to erase.

Keepers share a telepathic hive mind that places them in constant commu-

nication. They are capable of bending space in order to instantly physically

switch positions with other nearby keepers.

that stand out as disturbing, and hint
at something terribly amiss.

The typical keeper dresses to cover
as much of its boc
ally only showing its face and h:

as possible, usu-

obscuring the rest beneath heavy
cloaksor
goggles or dark spectacles. And all

eatcoats, boots, and opaque

for good reason. Devoid of its heavy
clothing, a keeper seems like less a liv-
ing being than a half-completed artist’s
model given life by some fickle demi-
urge. The gray, glossy flesh of 2 keeper
is smooth, hairless, and lacks any sense
of musculature beneath the surface.

When a keeper moves, it displays
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none of the hallmarks of typical
humanoid motion. The joints seem
far too flexible, sometimes flexing in
wholly wrong directions, and its limbs
show a disturbingly amorphous, lig-
uid ripple, as though the creature’s
body was nothing but a thin, rubbery
membrane barely containing a vol-
ume of homogenous protoplasm.

Their odd, rubbery flesh can con-
geal and shift form into myriad simple
shapes. If pressed into combat, rather
than drawing a weapon a keeper
forms one from its own flesh.
When it does so, its hand seems to
melt away, hardening, and reform-
ing into knots of dense, heavy
bone for a club, or elongating to
fashion a blade.

Most disturbingly, though,
keepers lack eyes. Hidden
beneath their ubiquitous dark
eyewear is maught but the smooth,
gray sheen of their skin stretched over
shallow, empty depressions. Despite
this defect, though, their vision seems
unimpeded, suggesting that they utilize
either some form of quasi-telepathic
mindsight or navigate by a combination
of vibration, smell, and an enhanced
sense of touch.

While all of these traits hint toward
some complex, alien internal struc-
ture, the specifics of keeper anat-
omy prove impossible to determine
through normal dissection. When
a keeper dies, becomes magically
imprisoned, or succumbs to any other
situation that would leave it vulnerable
to revealing its secrets, it undergoes a
process of dissolution, melting into a
poisonous biological slurry. Some have
been known to vomit gouts of the dis-
gusting stuff, using it to debilitate
prey. Those covered in the reeking,
alien humor are typically disgusted,
while some exposed to heavy doses
are mortally poisoned.

With alien thoughts swimming
within the anomalous hollows where
their brains should reside, keepers
instead possess some powerful tele-
pathic cells. Allowing them to com-
municate telepathically over a range
of approximately a tenth of a mile, the
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shared thoughts provide individuals
with details of the activities, needs,
and experiences of their nearby breth-
ren. This intimate mental connec-
tion seems to be fundamentally tied
to another unusual trait, the ability of
mentally linked keepers to simultane-
ously teleport, spontaneously swap-
ping places with one another. With
each keeper serving as a destination
for the teleportation, wounded or hin-
dered keepers can retreat, filling their
position with a healthy reinforcement
or sacrificing a mortally wounded
peer. Often, groups of keepers assault
foes one at a time, exchanging places
as their resources are expended, their
victim possibly not even aware that his
opponent has been replaced.

In addition, keepers seem to lack gen-
der, or any differentiation based on age
or maturity, so the question of keeper
procreation has lingered in the minds of
scholars for centuries. Keepers might be
unable to form more of their kind, but
other theories suggest that once a group
of keepers arrives at some critical mass
of knowledge, the group gathers to pool
what it learned and, through some alien
processes, surnmons another of its kind
into being. Many scholars discount this
theory, lending popularity to the idea
that keepers are a dying—or at the very

least, stranded—race, and ome of the
secrets they hope to collect in their end-
less searching is for a way to reproduce.

Keepers organize within hundreds, pos-
sibly thousands of distinct, intensely
compartmentalized groups. Assuming
truth in the tales of their original cre-
ation, each group of keepers was col-
lectively spawned or summoned and
subsequently tasked to a specific goal,
seeded with instructions still being
processed after centuries. While
none ¢an know how many keep-
ers exist, they are most com-
mornly encountered in groups
of three to thirteen members,
although larger groups (or “con-
spiracies”) with twenty-three or
more members are known to
exist. In every case, the number of keep-
ers in a group consists of an odd num-
ber of individuals and seems to directly
relate to the importance or obscurity of
the knowledge they seck.

Each small, cloistered sect of keep-
ers has no males or females, o old or
young, and no apparent hierarchy. In
these groups, each keeper functions as
a limb or extension of the group, each
being an interchangeable fraction of
a shared hive mind. Because of this,
keepers have extreme difficulty func-
toning outside of their groups. The
concept of a solitary existence seems to
terrify them, and if a group of keepers
befalls some harm, leaving only one left
alive, the survivor almost inevitably dis-
solves, unwilling or unable to exist in
the absence of its fellows.

Linked by their own group mind,
keepers fail to truly understand nor-
mal society and socialization. They go
about the motions of normality and
fitting in—as they perceive such—act-
ing as if they belong, but their horribly
superficial efforts betray a frightening,
puppetlike lack of empathy or cultural
knowledge. A group of nine keepers
might purchase food in a market-
place and later eat raw, uncleaned fish
while drinking flasks of lamp oil in the
common room of a tavern, silent and



unaware of the incongruity they pres-
ent to their surroundings.

The keeper mental organization
seems to preclude individuality in the
sense that most mortals possess. Keep-
ers distinguish one another by some
set order, seemingly unrelated to age
or accomplishments. As such, while
they do not have names, per se, they are
called “First” or “Second,” or another
numerical designation, Within a group,
there is no need for any further suffix to

this, but when groups of keepers gather,

or refer to keepers of groups other than
their own, they use very specific titles
for those other groups that invariably
refer to the type of secrets they were
originally tasked to discover. For exam-
ple, a keeper known as “Twenty-Three"
to those of its group might be “Twenty-
Three of the Darkened Sun” to others.
A few noted names of keeper groups
include: the Apotheosis, the Draeden,
the Final Gate, the Tron Flask, the Maze,
the Mists, the Gray Path, the
Seven Parts, the Ur-Fiend, and
the Unliving God.

The only time keepers are
found away from their typical
pursuit of others’ knowledge
is in the depths of the Ethereal
Plane. Although normally isolated
from one another, multiple groups _ i’
of keepers irregularly congregate
and converse in the most remote
portions of the Ethereal Plane,
gathering around features known
as ether gaps. These gaps resemble
holes in the fabric of the plane itself,
wounds in the essence of the ether,
places where the raw probability win-
nows down to nothing and vamishes to
some unknowable elsewhere. Groups
of keepers float silently around the
margins of these ether gaps, just out-
side of the reach of the tidal forces.
They linger there for days or weeks on
end, unmoving, deep in meditation
and mental conversation, filling the
ether with a material hum from their
telepathic banter, speaking with one
another, and possibly with something
from beyond the ether gap speaking
back to them. The purpose of these
strange gatherings, the schedule on

Few ever go looking for keepers, as these men in black never share the secrets they

protect. Rather, keepers typically seek out individuals for their own predictable, but

nonetheless enig -, [E3sons.

« Knowledge: A person who discovers some mystery of the Multiverse—the

existence of 2 parallel dimension, the key to a banished race’s prison, a weakness

of all deities—might be visited by the keepers. Somehow innat

aly knowing of

the discovery, a lone keeper typically approaches to verify that its target actually

knows the secret, Once this suspicion is confirmed, a group of keepers hunts its

prey and silences him for good.

» Association: Sometimes one doesn't even

eed to know a secret to attract the atten-

tion of the keepers. Someone closely associated with an individual who makes sormne

forbidden discovery might, for seemingly no reason, be shadowed by keepers who seek

to determi

tly what he knows—or to permanently silence him just in case.

 Guidance: For all their mystery and seemingly preternatural knowledge, sometimes

keepers simply lose track of their p

keepers might approach those

roundabout interrogations or blunt intimidations. Keepers so

unwitting individuals
Of course, those fr
secret truth about thes

which they oeccur, and their connec-
tion to the ether gaps are simply more
secrets these strange collectors keep.

s age, gaining further expo-
sure fo various mortal and immortal
cultures and societies, their normally
rigid minds become more adaptable
to nmew situations, allowing them to
advance by character class. Most often,
as to best aide their subterfuge, they take

In such cases, an individual or whole group of

ssociated with their person of interest and conduct

etimes stalk wholly

for weeks in the hopes of gaining a lezd to their true prey.
vho do dare seek out the keepers runthe risk of discovering some
enigmatic strangers, and so risk becoming their next target.

levels of rogue, althaugh

rare keepers take levelsin
sorcerer, typically learning
spells that benefit and support their
group as a whole.

Third ofthe Colorless Pool hashunted
for various secrets revolving around a
legendary and unique color pool on the
Astral Plane for more than six hundred
years, As the oldest suryiving member
of his cloister, he has increasingly con-
centrated upon the practice of inter-
rogation through intimidation and the
often-bloody erasure of secrets once
they've been gained.
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THIRD OF THE CR 12

COLORLESS POOL

Keeper rogue 5, assassin 3

NE Medium outsider {extraplanar)

Fiend Folio 111

Init +10; Senses blindsight 200 ft., hive
mind 500 fi., scent; Listen +10, Spot +15

Languages Celestizl, Common, Infernal

Possessions +3 leather armor, +2 kukri,
eyes of the eagle

AC 25, touch 18, flat-footed 19; Dodge,
Mobility evasion, uncanny dodge

hp 70 hp (12 HD); DR 10/+1

Immune ability damage, ability drain,
critical hits, death effects, death
from massive damage, disease,
energy drain, mind-affecting effects,
paralysis, poison, nonlethal damage
sleep, sneak attacks, stunning

Resist acid, cold, fire, electricity, and
sonic 10

SR 13

Fort +8% Ref +17, Will +5
*+] against poison

Speed 40 ft. (8 squares); climb 20 fi.

Melee +2 kukri+17 (1d4+4/18-20)

Melee warhammer (mimic) +13 (1d2+4)
and warhammer (mimic) +13 (1d8+2)

Base Atk +9; Grp +13

Atk Options Combat Reflexes, Spring
Attack, death attack (DC 16), sneak
attack +5d6

Special Actions body switch, mimic
weapon, poison spit

Combat Gear potion of cure serious
wounds, potion of shield of faith

Assassin Spells Known (CL 3rd)
2nd (1/day}—invisibility
1st (3/day)}— disguise self, feather
fall, true strike

Abilities Str 18, Dex 23, Con 14, Int
17, Wis 8, Cha 10

SQ dissolution, outsider traits,

poison use, trapfinding, trap
sense +1

Feats Combat Reflexes, Dodge,
Improved Initiative, Mability,

Spring Attack®, Weapon ir
Finesse

Skills Balance +19,
Climb +23, Concentration +7, Craft
(poisonmaking) +8, Escape Artist
+17, Hide +17, Jump +17, Listen +10,
Knowledge (arcana)+14, Knowledge
(the planes) +14, Move Silently +17,
Open Lock +17, Search +9, Spellcraft
+10, Spot +15, Tumnble +19

Blindsight (Ex) Keepers possess a
special, non-visual way of sensing
their surroundings. The spell silence
negates this ability and effectively
blinds a keeper.

Hive Mind (Ex) All keepers within 500
feet of each other are in constant
communication. If one is aware of a
particular danger, they all are. In one
in the group is not flat-footed, none of
them are. No keeper within range is
considered flanked unless they all are.

Body Switch (Su) As a standard action,
Third of the Colorless Poal can

change places with any other keeper
within 500 feet as per the spell
teleport without error. The other keeper
is instantaneously moved to the space
Third of the Colorless Pool occupied
before using this ability.

Mimic Weapon (Ex) Third of the

Colorless Pool can form its arms

into any melee weapon (even an
exotic weapon) it has witnessed in

use and then wield the weapon with
proficiency. It can form either arm
into any Medium melee weapon,

ar fuse both arms into a Large or
double-weapon. A keeper cannot form
weapons larger than it could normally
wield, A mimicked weapon has all

the properties of a standard weapon
of that type. A keeper's attacks with

a mimicked weapon are treated as
natural weapons; thus a keeper does
not incur the normal penalties for
fighting with two weapons, cannot be
disarmed, and does not gain iterative
attacks with its mimicked weapens.

Poison Spit (Ex) Once every 1d4 rounds,

Third of the Colorless Pool can spit
a nauseating contact poison in 3
20-foat cone. Contact, Fortitude DC
14, initial damage nauseated for 2d6
rounds; secondary damage 2d6 Con.
Dissolution (Ex) When Third of the
Colorless Pool dies or is captured,
pinned, or held helpless for 10
rounds, it dissolves into a 5-foot-
wide puddle of the same contact
poison it spits. The pudd|e and any
poison taken from its evaporates
in 4 rounds—a DC 20 Craft
{poisonmaking) check made during
that time preserves one dose. Any
creature that touches the puddle or
the dissolving keeper (such as with
a natural attack that dealt the death
blow) must make a Fortitude save to
avoid the poison's effects.

Skills Keepers have a +8 racial bonus on

Climb checks and can always choose
to take 10 on Climb checks, even if
rushed or threatened. Their malleable
physiology also grants keepers a +8
racial bonus on Escape Artist and
Jump checks. *Keepers are not limited
by their heights when determining the
distance they canjun‘lp.
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n the dark places of many cities, hidden by the refuse

of those who walk the streets by day, stretch ominous

markings, scores in the stone left by the unseen passage
of powerful talons. Although dark figures lurk within the
alleys of any city, in some skulk deadlier avian intruders.
These interlopers are kenkus, a vagrant people akin to crows
and other filthy avian scavengers. Hidden by shadows and
tattered rags, they plot in larcenous flocks, taking what they
please and preying off their unsuspecting neighbors. With-
out homes of their own, these greedy, cruel beings scheme
against their enemies from within, thieving and murdering
for even the most trifling copper. Yet, beneath the guise of
murderous vagabonds kenkus hide far darker secrets and
ties to powers both ancient and foul.

History oF Kenkus

Secretive and reclusive, kenkus reveal little about their
true origins—if indeed their scattered communities even
know them. Scholars who delve into their history find that
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for centuries kenkus have existed as a ubiquitous part of
most large urban areas—the largest cities always having
aeries of kenku lurking in the darkest parts of town.

What few details the eldest and most learned kenkus let
slip to outsiders indicate that their race came into existence
as the result of tragedy piled upon tragedy. Long ago, kenkus
existed as a race of large, intelligent ravens that lived in the
shadows of other races. During a time of strife, a great plague
spread among their hosts. In desperation, these proto-kenku
resorted to theft and blatant raids, and in doing so spread their
disease among the neighboring peoples. Infuriated, many
races took up hunting these sentient birds and destroying their
mountainous nests—almost universally aided by giant eagles,
who bore a long-standing rivalry with the massive ravens.
Driven nearly to extinction through assaults on their homes,
the ravens’ various aeries came together into a single mas-
sive flock. Their numbers blackening the sky, they squawked
and cried out to something, anything, to save them from
their unrelenting enemies and seemingly incurable disease.



The answer came in the form of an
enormous raven, its unnaturally white
feathers soaked and stained red with
gore. Descending from the moonless
sky and speaking in all the languages of
the world, this raven agreed to grant the
petitioners their wish; but at a price. In
that single night, the ravens’ plague was
miraculously cured and all giant eagles
and their eggs within 100 miles were
laid to bloody ruin—a nightmare that
race vengefully remembers to this day.
In exchange, the cruel birds agreed to
call one lord, Pazuzu, their true master
and spread his name among the crea-
tures of the world.

Yet even in those times, the creatures
that would be kenkus were a fickle,
deceitful lot. Their proselytizing in honor
of the Prince of the Lower Aerial King-
dom proved to be short lived as their
attentions were drawn to the treasures
of those to whom they preached. Within
a generation the ravens grew bored with
their piety, some even turning to the
worship of humanoid deities promising
greater wealth and power. Enraged, the
demon prince Pazuzu returned, slaugh-
tering many of the ravens and cursing
the survivors with an affliction far greater
than that which he removed. From that
day on, the giant ravens’ fledglings
hatched without wings, instead

KNOWLEDGE OF KENKUS

The following table shows the results of Knowledge (history) checks related to
kenkus. Those who inhabit large cities most often learn this information, com-
monly from victims of the insidious plots of these avian humanoids.
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possessing scaly arms and legs, for-
ever exiled from the skies for their
betrayal. Thus, kenkus were born.

Physiotocy oF Kewkus

Although humanoid, kenkus clearly

come from avian stock and retain many

features common to birds. Kenkus
average 5 feet in height, but because of
their partially hollow bones, commonly
weigh a mere 75 pounds. Their heads
are the most distinctive part of their

bodies—resembling those of oversized
ravens or crows—complete with large,
inquisitive black eyes and short beaks.
Lacking wings, kenkus possess scrawny
arms that end in powerful claws and
legs supported by taloned feet. (As a
result, kenkus are unable to don nor-
mal shoes or other footwear, magical
or otherwise, unless such items were
created to fit taloned wearers.) Born
from large eggs, young kenkus natu-
rally have soft, dark feathers, typically a
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shiny black in color, which cover their
heads and torsos, although variations
do occur in certain individuals. As
kenkus age, their feathers—beginning
on their heads and slowly extending to
the rest of their bodies—turn a pure,
ivory white. These aging creatures
typically retain their intellect and
cunning until the moment of their
death, becoming true masterminds
and pulling the strings of entire
aeries from afar. Despite their kin's
superficial loyalty, however, the com-
petitive nature of kenkus requires
elders to maintain a constant vigil
as there is always a potential rival or
ambitious child plotting to take over.
Kenkus are omnivores perfectly
adapted to eating the abundant scraps
found on and under city streets. They
enjoy carrion intermixed with the occa-
sional bit of rotting vegetable or fruit.
Although they possess beaks like
birds, the throat and tongue of ken-
kus resemble elongated humanoid
structures, granting them the ability
to mimic almost any sound, voice,
and even accent that they overhear.
Kenkus might not understand the
meaning of the words they mimic, but
they do so with astounding accuracy.
They typically use this ability to guide
unsuspecting victims into ambushes,
frequently by tempting victims with
the voices of allies or threatening them
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with monstrous growls. Kenkus speak
flawless Common, but possess their
own language filled with squawks,
caws, and other sounds similar to
crows and ravens. An angry or excited
kenku sometimes slips, interspersing
these sounds with the Common tongue.

Light does not harm kenkus, but
they commonly only venture onto the
streets at night, where their black col-
oration and natural stealth suit them
well. Kenkus seriously dislike traveling
in sunlight and garb themselves in
dark, tattered clothing to shield them-
selves from the surs rays, in addition to
helping them blend into surrounding
throngs of people. Regardless, only the
most elaborate disguises allow kenkus
to hide their prodigious beaks.

PrvctoLocy D SOGETY OF KewKus
Unlike many fractious evil human-
oids, kenkus get along well and work
best with others of their own kind.
This tight-knit attitude ensures that
they never lack for allies to assist them
in their sinister schemes.

Kenku society resembles that of
some birds, with several family units
dwelling together in communities
called aeries located in or near large
cities. Like other avians, kenkus prefer
creating lairs on the highest ground
possible in order to keep an eye out for
attacks—towers and minarets proving

the most valuable real estate in their
minds. Failing to find a tall place to
make their lair, kenkus go the opposite
route, squatting in sewers and long-for-
gotten basements. Because they never
announce their presence unless sorely
pressed, kenkus have secretly migrated
into such places for millennia, with
the original occupants none the wiser.
Despite the efforts of law-enforce-
ment and other power groups, kenkus
excel at getting into places they arent
wanted. Once an aerie establishes
itself, it's extremely difficult to root out.

Even in these communities, kenkus
stick close together and spend most
of their time interacting with their
immediate family or in coteries of
like-minded individuals. Kenkus rarely
travel anywhere alone, preferring mul-
tiple eyes to warn each other of danger
or to watch for opportunity.

Kenkus greatly desire wealth,
and much like crows and ravens
they become obsessed with col-
lecting shiny things. Status within
kenku society is measured almost
exclusively by ostentatious displays
of wealth, regardless of how it was
amassed. Theft is perfectly acceptable
among kenkus and most aeries are
rife with petty bickering as the result
of one kenku stealing from another.
Kenkus desire knowledge almost as
much, particularly the dark secrets



of individuals that they can use for
blackmail and extortion.

Ever mindful of their duty to the
aerie, even the most selfish kenkus
offer a portion of what they find or pil-
fer to the rest of the flock. Such distri-
butions of food and treasure become
true tests of the kenku pecking order,
as elder kenkus squawk, squabble,
and fight for the finest scraps, while
the young and weak look on greedily
until their chance to clean up anything
that remains. Unsurprisingly, even in
a city filled with garbage and aban-
doned food, starvation proves the pri-
mary cause of death among kenkus,
followed closely by disease and death
by violence. While many races might
seek to change their ways in the face
of such pointless deaths, kenkus have
no sympathy for their brethren who
lack the cunning and skill to survive.

Reproduction and child rearing is an
odd dichotomy of protectiveness and
negligence in kenku society. Kenku
females lay eggs like regular birds, but
leave the protection of their group's
aerie to do so. Creating nests in high,
hidden places, mothers seek to avoid
scheming eyes and hungry mouths,
especially those of their own race.
Commonly laid in clutches of three
to seven, these eggs hatch after only a
month. Once the eggs hatch, the nest
is abandoned and the newborns are
introduced to the rest of the aerie. Stay-
ing close to the communal nests for
nearly nine years, the young kenkus
learn the valuable skills of hiding,
taunting others, and stealing unat-
tended objects, all the while forced
to fight for even the most meager
scraps of food. Attrition is high
among young kenku: typically only
half survive the first month.

Kenkus commonly show
little remorse for the dead.

The bodies of young kenkus
who have not yet proven
themselves valuable to the com-
munity are dumped in some
lonely, forgotten spot or given to
the aerie’s clerics for unspeak-
able purposes. However, older
kenkus who die undergo an

BIRDS OF A FEATHER...

elaborate ceremony in which the corpse
is placed upon a significant height for
winged scavengers to feed on and carry
the remains aloft. In this way, all kenkus
hope to regain their lost ability to fly
after death. The height at which a kenku
is placed is directly proportional to its
usefulness and respect within the com-
munity, with most kenku corpses being
placed upon tall hills or castle spires.
Particularly honored elders might

have their bones borne all the way to a
mountain top, while the greatest insult
is for a bedy to be deposited merely on
the street, left for the dogs and other
land-bound scavengers. In all cases, of

o =, )

course, the bodies of the dead are thor-
oughly stripped of valuables first.
Pious kenkus are a rare sight and
few feel the desire or inclination to

become clerics. Those who do find
themselves drawn to darker deities,
most notably Vecna, the god of secrets,
whose dogma parallels the kenku lust
for the forbidden. Some particularly
sinister kenku—hoping to garner his
favor and return to the skies—turn

to the worship of Pazuzu (see page

56 of this issue). The demon prince
has not forgotten the kenkus’ ances-
tors’ betrayal, however, demanding far
more of these cults who in turn seek
to placate him with grotesquely elabo-
rate and creative sacrifices. Among
kenkus, such demon cults are known
as “murders.”

Yersus Kenwus

Kenkus possess a well-deserved
reputation as devious, dangerous
opponents who work extremely
well with one another. They prefer
to attack only when the chance for
victory sits squarely on their side.
Although not particularly strong
or dangerous as individuals,
kenkus congregate and attack in
groups, posing a serious threat
to those who fail to keep an eye
out for danger or consider them
beneath attention.
It should also be noted that kenku
have a level adjustment of +0. Thus,
players and DMs might want to consider
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kenkus as a player race in addition to

those presented in the Players Handbook.

Sneaky Foes: When kenkus fight, they
do so with stealth and cunning. Kenkus
prefer ambushing opponents and despise
a direct fight unless they outnumber
their enemies by at least two to one. They
choose dark alleys, sewer grates, and
other cover from which to strike, using it
to protect them from harm and provide
them with an escape route if things tum
sour. Thanks to their Hide and Move
Silently bonuses, kenku slink through
most areas without concern.

Beware Allies: Kenkus work best
together, as most notably shown by their
great ally ability. This ability works with
any ally, so a kenku fighting with other
types of creatures gets this bonus too.
Those fighting kenkus and their allies
should keep their backs against walls or
some other cover to minimize the chance
of getting flanked by more than two ken-
kus. When fighting kenkus, it's best to
find one individual and isolate it from its
aerie mates, thus denying it this ability.
Also, a lone kenku is much more likely
to crack from fear and surrender when
cornered rather than face death.

Cowardly Combatants: Kenkus pos-
sess a deep cowardly streak and flee
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or surrender as soon as things turn
against them. If captured, a kenku
offers up almost anything for its
release, but always with the thought of
treachery in the back of its mind, Non-
kenkus who deal with kenkus should
never accept their word at face value, as
kenkus lie and bend the meanings of
agreements without hesitation.

Skilled Sneaks: The strength of a
kenku can never be judged based on its
race alone. Kenkus are often skilled war-
riors or rogues, and some might even
have levels in fighter or cleric. Older
kenkus often multiclass between these
roles and might even take up the assas-
sin or shadow dancer prestige class.

Dor't Believe What You Hear: The
remarkable tongue and throat of
a kenku allow it to mimic familiar
sounds, voices, and accents. As this
ability isn't magical in nature, magic
often fails to detect this falsehood.

In addition, the untrustworthy and
duplicitous nature of a kenku virtually
guarantees that anything coming out of
its beak is a lie. Those forced to make a
deal with a kenku should use treasure
as an equalizer, as a kenku's natural
tendency to lie fails in the face of seri-
ous material gain. &
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ever has a race of creatures been so perilously
underestimated.

Countless adventurers’ tales describe kobolds as
cowardly weaklings easily dismissed by any who encoun-
ter them. If kobolds were truly such a pitiful race, how-
ever, they would have been exterminated ages ago. Those
few survivors of an actual kobold attack tell of devious
warriors emerging from the darkness—sometimes
through the very walls—in relentless waves of sadistic
ferocity and lethal ingenuity.

Brethren of dragons, kobolds are one of the most
resourceful, industrious, and tenacious races to ever plumb
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the reaches of the Underdark. Hidden away beyond laby-
rinthine tunnels and countless traps, kobolds manage to
do more than just survive in the deadliest realms known to
explorers, they thrive.

HISTORY OF KOBOLDY

While not organized enough as a culture to have con-
structed a common history, kobolds do share a great deal of
folklore and a number of heroic stories, most of which vary
slightly from tribe to tribe. Not surprisingly, kobold culture
lays claim to a few impressive creation myths, including one
that traces back through the ages to the earliest times—Dback



to the cavernous lair of the goddess of
evil dragons, Tiamat.

Shortly after the Queen of Dragons
laid her first clutch of eggs, an army
of thieves invaded her lair. Enraged
by the intrusion, Tiamat sprung from
her mountainous nest of gold and
gemstones to crush the interlopers.
Her merciless teeth and claws tore
through scores of intruders while her
terrible breath weapons destroyed
hundreds at a time. The attackers
hurled countless swords, spears, and
arrows against the Chromatic Dragon.
Most of the weapons shattered harm-
lessly against her formidable hide, but
as the battle wore on, those few that
hit their mark began to take their toll
on the mighty goddess.

Amid the chaos of the frenzied attack,
the swiftest of the bandits snatched up
fistfuls of treasure and attempted to flee.
The boldest of these struggled under the
burden of even the smallest of Tiamat’s
magnificent eggs. Upon noticing the
violation of her nest, Tiamat let forth a
thunderous roar that brought down the
ceiling of her lair and its connecting

tunmels, crushing her attackers and
trapping the escaping thieves.

Weakened by innumerable wounds
Tiamat crawled through the rubble
of her lair and collapsed upon her

nest. Needing time to recover from
her injuries and unable to adequately
protect her incubating brood, Tiamat
used the last of her strength to cause
the first of her precious eggs to hatch
early. Punching his way out of his
still-hardening shell with a stinger-
tipped tail like that of his mother,
Kurtulmak entered the world.
Infused with a fraction of Tiamat's
divine power, Kurtulmak understood
his situation and immediately set
about clearing the fallen rock from
his mother’s lair. As he worked, he
concocted a way to single-handedly
defend the entire cavern from further
intrusion. Collecting the weapons
strewn about the lair, Kurtulmak con-
structed hundreds of devious traps
to riddle the floor, walls, and ceiling
of the vast chamber. Satisfied with
the impenetrable perimeter of deadly
mechanisms and pitfalls forming

around her nest, Tiamat charged Kur-
tulmak with reopening the tunnels
connecting her lair to the planes and
then fell into a deep slumber.

In order to foil further intrusions,
Kurtulmak began carving a twisting
mazelike network of passages, unfath-
omable to any but himself. After cut-
ting through miles and miles of rubble,
earth, and stone, Kurtulmak eventually
came across a niche filled with a small
portion of his mother’s stolen treasure.
As he collected the gold and gems that
had become fused in the living rock,
intending to return them to Tiamat’s
lair, he also discovered one of her pil-
fered eggs. Knowing that the egg had
been away from the nest for too long
and deciding that his immense task
would be easier with help, Kurtulmak
caused the egg to hatch, creating min-
iature incarnations of himself. Thus
the first of the kobold race was born.

Working alongside their creator,
the kobolds quickly learned the art
of mining through the earth and
soon had discovered other caches of
treasure and wayward eggs (which
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KOBOLD KNOWLEDGE
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Kurtulmak also caused to hatch, fur-
ther proliferating the kobold race.)
Kurtulmak also showed his people
how to construct wily traps and various
defenses in order to secure the newly
carved tunnels. As creatures began to
discover and explore the passageways,
Kurtulmak taught the kobolds the art
of ambushing enemies and the wis-
dom of entering battle only with the
advantage of superior numbers.

As the kobolds grew in number,
they continued digging an ever-
expanding network of tunnels,
eventually reaching every corner of
the Material Plane, where they estab-
lished lairs of their own and began
to flourish.

PHYOLOGY OF KOBOLDS

Standing just over 2 feet tall and
weighing around 4o pounds, aver-
age kobolds are physically weak but
fast and agile. Their thin and wiry
frames make kobolds well suited to
moving quickly and fighting within
the cramped tunnels of their lairs.

After hatching from its egg, a
kobold grows quickly, reaching
maturity around the age of six.
While the lifespan of an average
kobold might be shortened by vio-
lence, accident, or disease (in that
order), particularly wise and wily
kobolds can live up to an astonishing
120 to 140 years (owing to their dra-
conic heritage).
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Kobold skulls are often described as
being doglike due to their long snouts
and sharp teeth. However, many of the
characteristics of a kobold’s head are
more accurately defined as displaying
rudimentary features of dragonkind:
forward-facing nostrils, ear holes, a
forked tongue, and two short, kerati-
nous horns sprouting from the top of
the skull.

Kobolds’ remarkably sensitive,
glowing red eyes allow them to pick
out the smallest details from their
surroundings, even in pitch-black
caverns. However, intense light (such
as bright sunlight or that created by a
daylight spell) is difficult for kobolds
to tolerate and causes discomfort and
disorientation (resulting in the daz-
zled condition). Kobolds also rely on
their acute sense of hearing to detect
approaching danger and to pick out
familiar sounds that help them navi-
gate the confusing maze of tunnels
surrounding their tribe's lair.

Ranging in color from dark, rusty
brown to reddish black, the toothy
scales that cover kobolds’ tough hides
are similar to those of an iguana or
other large lizard. The scales that
cover kobolds’ short tails are very fine
and slightly lighter than the rest of
their mottled hides, giving them a
smooth, “naked” appearance. While
primarily used for balance, kobolds
often use their highly flexible yet non-
prehensile tails to wield specialized

weapons (see the tail blade and tail
club in Savage Species).

Kobolds can eat just about any-
thing—plants, animals, and even
intelligent humanoids (cannibalistic
kobold tribes are common). Despite
an ommnivorous diet, kobolds do not
possess differentiated teeth—they are
all short and pointed. Interestingly,
a kobold loses and grows new teeth
throughout its entire life, taking
anywhere from two to three years to
completely replace an entire set of
fifty-four. Kobolds often save their
teeth, strung on necklaces or other
adornments, as an impressive dem-
onstration of their age.
PYCHOLOGY AND SOCIETY
OF KOBOLDS
As a relatively small and physically
weak race, kobold society revolves
around survival. Virtually every aspect
of all kobolds’ activities contribute
toward the tribe’s survival in one way
or another. As such, all kobolds serve
their tribes by filling at least one of
several predictable roles.

Kobold trapmakers not only cre-
ate deadly devices that guard against
intruders, they also design contrap-
tions to catch or kill animals for food.
Farmers cultivate mushrooms and edi-
ble plants as well as carnivorous, poi-
sonous, or d:mgerous vegetaﬁon that
serve as barriers or deterrents against
invasion. Miners extract precious met-
als, minerals, and gemstones from the
earth while carving the intricate tun-
nels and chambers that form the tribe’s
lair, its outlying defense, and mazelike
escape passages. Animal handlers cap-
ture, raise, and train the tribe’s guard-
ian creatures while also tending small
herds of lizards, centipedes, or other
domesticated animals and vermin.

The warriors of a kobold tribe,
of course, play the most proactive
roles in the tribe’s collective effort to
survive. Kobold warriors constantly
remain active and alert—verging
on paranoia. The need for constant
watchfulness is such that a warrior
caught sleeping or distracted while on
duty faces a death sentence.



KOBOLD TRAPS

For miles around and throughout every kobold lair are set a dizzying number of traps. Kobolds make use of materials from
their surroundings and use weapons and armor from fallen enemies, They fill clay pots with vermin, oozes, and other deadly
substances, They lace corpses with vermin eggs, ready to burst into swarms, and cultivate deadly plants, mold, and fungi.
They dig pits lined with disease-ridden spikes or containing deadly creatures. Kobold trapmakers are renowned for their
enviable skills but feared for their innovation—they're always devising something new.

Commanly fashioned as shallow ceramic bowls, ceramic mines are filled with any of a variety of alchemically prepared sub-
stances and then sealed. The creation process, which involves firing the ceramic vessel in a kiln, creates a fragile vessel filled
with a pressurized gas or liquid that explodes outward when the mine is broken (Hardness 2, 2 hp).

Usually buried in a passageway so that a passing creature treads upon them, some ceramic mines are concealed in walls or
ceilings to be targeted with a crossbow bolt or sling stone during a fight. Others are fashioned to appear like rock formations
(usually stalactites or stalagmites) or even decorative sculptures. Sculpted ceramic mines are commonly placed where they can

 be dropped on opponents or hidden among kobold treasiire hordes to confound thieves (often exploding within packs of sto-
len loot). Substances often used in the creation of ceramic mines include inhaled poisons, molds,

oozes, slimes, vermin egas, or other alchemnical substances.

. Ceramic Mine (Basic): CR 1; mechanical; touch trigger: no reset;

- DC 11 Reflex save half damage; 2d6 points of acid, cold, or fire
energy damage,; sihg!e target; Search DC 25; Disable Device DC 15;

Market Price: 600 gp.

Ceramic Mine (Green Slime-flled Stalactite): CR 5; -
mechanical: lacation trigger; no reset; Atk +15 (2d6, stalactite; see note); single target: Search DC 15; Disable Device DC
15; Note: When targeted square is entered, this stalactite drops from the ceiling, possibly striking the character. Upon

Jimpact, the stalactite shatters, covering everything within the target square with a veneer of green shme (see page 76
' ofthe DUNGEON MaSTER’s Guide for effects); Market Price: 2 500 gp-

Kobold executions usually take the
nerve-wracking form of forcing the
condemned to test the effectiveness
of newly created traps. The execution
continues until either the condemned
kobold is killed or he has sprung or
avoided three traps. At that point, the
kobold emerges either as a corpse or
an exonerated hero worthy of praise
and respect from the tribe.

While survival of the tribe is
paramount, for an individual kobold
self-preservation remains top-of-
mind. Because of this “better you
than me” mentality, patrols and
warbands actively recruit even the
weakest, most incompetent, and
dull-witted kobolds. That way, when
encountering a superior enemy, the
clever, swift, and strong kobolds can
safely retreat while encouraging their
less-apt companions to “hold them
off while reinforcements move up.”
(This explains why the caricature
of the bumbling kobold remains so
prevalent—those are the ones most
adventurers actually see.)

As Kurtulmak teaches, fleeing
from certain, probable, possible, or
perceived danger is acceptable, intel-
ligent behavior. Most kobolds quickly
come to the realization that “I don’t
have to outrun a dire bear, I just have
to outrun another kobold.” Particu-
larly clever kobolds discover that
tripping or incapacitating another
kobold often makes it even easier to
get away. Survivors of these when-
push-comes-to-shove situations
become envied by their more fleet-
footed peers for their ingenuity and
superior escape tactics.

The only exception to this cowardly
trend arises when a kobold warband
encounters a group of gnomes. All
kobolds share a vitriolic hatred of
gnomes and (unless outnumbered)
terociously ambush them on sight,
fleeing only if the tide of battle turns
tragically against them.

TRIBAL STRUCTURE

Most kobold tribes form caste-based
gerontocracies—where the oldest

individual kobold leads the oth-
ers. Often, this leader is a powerful
sorcerer, but occasionally a highly
skilled warrior or another particularly
talented kobold outlives his contem-
poraries to assume the leadership of
a tribe. Change in leadership usually
happens when a leader dies, although
some are usurped when the tribe
determines that the mere fact that he
continues to draw breath no longer
warrants his position of power.

Tribal laws come and go as each
leader of a tribe changes rules to
suit his personal ideas and vision.
Regardless, a constabulary force
enforces even the newest laws as if
they had always existed, often causing
problems for kobolds away from the
tribe during a change in leadership.
Devious kobolds who come to power
occasionally institute laws that enable
them to eliminate rivals or make
other personal gains.

Clerics of Kurtulmak (known as Eyes
of Kurtulmak) rarely live long enough
to become chieftains. However, they
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do possess a great deal of power and
influence within the tribe, as their
place rests at the center of every
important endeavor. The installation
of traps and construction of other
tribal defenses are always blessed by
a cleric of Kurtulmak. Additionally,
they oversee a tribe’s tunneling and
mining efforts, directing new exca-
vations toward “divinely inspired”
goals, such as one of the fabled Lost
Eggs of Tiamat. Whether exploring
new areas, facilitating a trade of com-
modities, or probing for weaknesses
in nearby gnome or dwarf settle-
ments, an Eye of Kurtulmak leads all
expeditions. Every warband, hunting
party, and raiding party includes at
least one cleric, whose presence and
prayers draw the favor of their deity
down upon them.

While worship of Kurtulmak is
prevalent in kobold societies, orga-
nized religious services are virtually
nonexistent. However, all kobolds
utter small prayers and makes
observations to their deity regularly
throughout the day. This is largely
because Kurtulmalk takes a very active
interest in his people, to the point
that he regularly sends an aspect
of himself to assist in particularly
important raids, battles, or other cru-
cial undertakings.

A kobold tribe’s activity continues
around the clock, with each kobold’s
work, rest, and recreation time broken
into shifts based on the amount of’
time it takes a patrol to make one or
more tours of the tribe’s longest patrol
route. (Kobolds keep track of time in
“watches,” rather than “hours,” making
each tribe’s unit of measure different.)
This perpetual activity keeps a tribe
extremely vigilant.

As a caste-based society, certain occu-
pations afford greater privileges. Each
caste, in turn, forms a sort of pecking
order that determines leadership and
differentiates a master from an appren-
tice. (Positions in this chain of com-
mand shift with regularity, as talented
and determined kobolds supplant those
above them.) Gender has no bearing on
the structure of kobold society—roles
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and responsibilities fall upon the most
suitable or convenient individual.

The most coveted and privileged
roles for a tribe member are trapmalker,
sorcerer, caretaker, and warrior. Clerics,
farmers, and miners make up the bulk
of the tribe’s second-class. Animal han-
dlers, craftsfolk, and those with other
abilities usually fill the lowest rank in a
kobold tribe, as their contribution to the
welfare of the tribe doesn’t immediately
impact its survival.

NEST TO PYRE:
GROWING LIP KOBOLD

Kobolds rarely mate for life. Typically,
a romantic bond between an adult
male and female lasts no more than a
few months, often culminating in the
female laying a single egg. Kobolds of
both genders remain fertile through-
out their adult lives, with females
capable of laying around a half dozen
eggs over the course of a year.
Kobolds are partially ovovivipa-
rous—the embryonic kobold devel-
ops inside its egg for two months
before its mother lays the egg and
another two months before hatch-
ing. Once laid, each egg is carefully
collected in a central nursery where

caretakers and an array of traps keep

them safe. (Once

an egg has been
moved to the nurs-
ery, neither parent
takes much inter-
est in its welfare—a
task left to the caretak-
ers.) A typical clutch
of eggs for a tribe

of two hundred
kobolds ranges
anywhere from
twenty to fifty. Upon
hatching, kobolds
are fully formed
and somewhat
self-sufficient
(able to derive
nutrition
from just
about any-
thing they

can chew),

but aren’t strong enough to fend for
themselves against predators.
During the first six months of
life, hatchlings form powerful
emotional bonds with their clutch
mates—other kobolds who hatch
within a month of one another. The
intense rivalries and friendships
developed between clutch mates are
the strongest in kobold culture.
Hatchlings quickly develop motor
skills and a rudimentary understanding
of the Draconic language. Also among
the first things taught to hatchlings are
fundamental survival skills—ranging
from rock throwing and digging holes
to running away and hiding, Kobolds’
natural talents for trapmaking are also
fostered at an early age. Kobolds learn
to use simple weapons, such as slings
and spears, as soon as they're coordi-
nated enough to survive the learning
process. Caretakers note each hatch-
ling's particular skills and aptitudes
(or lack thereof), watching for that first
spark of sorcery, gitt for trapmaking,
skill with a weapomn, or any other trait
that could pigeonhole where a kobold
might fit into the tribe.
By age two, a kobold may petition
to leave the nursery by enduring a
private ceremony
known as the
Blessing of the
Pit. Presided over
by a caretaker
and an Eye of
Kurtulmak, the
simple ritual
requires the
kobold to cross
a10-foot-wide
pit constructed
with a variety
of hazards. Pit
dimensions and
contents vary
from ritual to
ritual as deter-
mined by the
presiding priest.
How the young
kobold leaps
over, climbs
around, drops
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down to navigate through, or
otherwise circumvents the
danger is irrelevant—the end
result being what'’s important.
By successfully reaching the
far side, a clever or capable
kobold earns the Blessing

of the Pit and the right to
Join the rest of the tribe as a
Jjuvenile. Failure to cross the
pit invariably results in the
unremarkable death of a par-
ticularly clumsy or dull-wit-
ted kobold.

The Eye of Kurtulmak who
presides over the ceremony
assigns the young kobold
her first role in the tribe. The
assignment usually follows the
suggestions of the nursery’s
caretakers, but might differ
depending on the presiding
cleric’s whim or the immediate
need of the tribe. (If an entire
warband has recently been
slaughtered, the nursery pro-
duces a surprising number of
new warriors.)

Non-warriors aggressively seek out
apprenticeships in accordance with
their assigned roles, trying to impress
would-be mentors with demonstra-
tions of talent or capacity for a chosen
vocation. An apprenticeship might last
anywhere from six months to several
years, terminating when the student
demonstrates a higher degree of skill
than the master (at which point, their
Toles are reversed).

A significant number of kobolds
(often those without any noteworthy
talents or ambitions) become miners.
Fortunately, few races possess a greater
inborn proclivity for mining than
kobolds. The unrivaled industry and
skill of'a kobold workforce produces
a remarkable amount of gold, iron,
coal, and other valued substances in a
stunningly short time. Governments
and crafts guilds often secretly employ
kobolds for just this reason.

Kobolds most commonly mine in
one of two ways, as dictated by threats
within those regions and the ambitions
of their leader. Some skittish kobold

miners venture far from their lairs, yet
avoid lingering around large deposits

of precious metals and gemstones for
very long, as too many other races seek
such treasures. When encountered,
these miners usually extract a few
cartloads of these valuable substances
and then hurry back to their lair. Alter-
natively, more ambitious kobold tribes
covetously guard precious deposits and
mine them until depleted. Rather than
hoarding such wealth, such tribes
usually turn their treasures toward
currying the favor of more power-

ful allies, like derro, troglodytes, and
deep-dwelling dragons.

Working in tandem with miners,
tunneling crews are charged with
exploration and crafting defensive
mazes around a tribe’s lair. They
often employ trained or magically
controlled burrowing creatures, such
as dire badgers or thogquas, to speed
their efforts.

Budding warriors are assigned to
the tribe’s constabulary, the least-
respected role in the warrior caste,

where they gain additional training
with weapons and simple tactics.
By the time a kobold outgrows her
first set of teeth, she is considered
old enough to join a patrol. (Some
kobolds, eager to see action before
their third year, attempt to collect or
claim other kobolds’ teeth as their
own.) In order to join, a kobold must
prove herself worthy by defeating
and taking the place of a superior.
Such challenges rarely prove fatal, but
the grudges they often produce fre-
quently end in accidents in the field.
By the onset of adulthood, a
kobold usually settles upon a voca-
tion, although this role commonly
changes several times over the years
depending on the fluctuating needs
of the tribe. At this point, a kobold
focuses on honing her skills in order
to increase her standing in her caste
and value to the tribe. Age and ability
are the two most attractive qualities
a kobold can possess, warranting
larger shares of food, safer sleeping
arrangements, better weapons and

June 2005 DRAGON 332 m



I ECOLOGY

66

gear, and increased interest from the
opposite gender. An adult kobold’s
life consists of perpetual jockeying to
gain more of all of these.

Kobolds usually meet their end in
combat, during a cave-in, or in a messy
accident involving a newly installed
trap. In order to avoid attracting
scavengers, and not wanting to waste
perfectly good meat, the remains of a
slain kobold are usually cooked and
eaten. Hunting parties use the bodies of
kobolds who died of disease or poison as

bait. Tribal heroes and those few kobolds
who live long enough to die of old age
receive the honor of being burned on a
funeral pyre (after they've been stripped
of particularly valuable items and gear).

KOBOLD LAIRT

Kobolds have been encountered

in just about every location that is
suitably dark and restricts the move-
ment of Medium or larger creatures,
such as heavily overgrown forests,
jungles, and swamps. However, most

kobold lairs are located underground,
formed by series of interconnected
caves surrounded by a snarl of trap-
laden tunnels and shafts that might
span several miles. Innumerable
intersections, unexplained dead-
ends, and concealed passages make
navigating the labyrinthine network
all but impossible for any outsider.
While even the largest tunnels usu-
ally hamper the movement of any-
thing much bigger than a kobold,
some narrow to a point so that even

THE ORIGIN OF KURTULMAK’S RIVALRY WITH GARL GL!TTERGOLD

From a young age all kobolds Iearn to
hate - gnomes and crave to confound aH

 their efforts. This rlvairy amounts to far

“more than |ngramed racial hatred, how-

. ever Rather—as kobo!d priests often

 relate—thereis a very specific reason
for this centuries-long. b]ood feud,

: whrch traces back to thElr very gods .

Long ago, Kurtulmak set abotit carving an

immense cavern, the grandeur of which
 soon rivaled the audience chambers

of any of the other deities. _Kurtulmak :
 intended to use the magnificent grotto

 asthe setting for the greatest prankever

: piayed—he planned to invite all the other
 deities to dinner, and as entertainment

he woulld tell the tale of “The Violation of
~ Tiamat's Lair, endmg when he droppe.d
 the cavern on their heads. -
_ As a miner without equal, Kurtulmak .
skillfully cut from the roof and walls : o

ponderously large slabs of rock and
 held them in place with a complex,
interconnected series of cunningly
wrought and artfully concealed beams.
The entire dewous construction,

 tugged on the sparkly stone, butit =~
~ wouldn't come loose. Frustrated, Garl .
-f-:':gave up his struggle in order to . _

ther marvel at the work that sprawled

: whlch ranged over the whole cav-

ern, would collapse in rapld succes» :
_ sion after the removal of a smgle i

golden keystone.
One day, while looklng for shmy

. . ‘gemstones, Garl Gllt’cergold passed

near Kurtulmak's cavern and heard
the toil W|th|n Ever curious about
 Kurtulmak's activities, Garl crept
nearer in order to spy upon the
kobold god, as he so often did. As
he caught sight of the grand cavern,
the gnome god stopped to observe

' _ Kurtulmak’s breathtaking einde_é-vor;-' _
While puzzling over the intri‘cé'te'ly: .

crafted stonework, Garl's eye was

: 'caught by the twmkie of a small, gold-- .
colored stone wedged tightly into a

~ nearby v wali Greedily, he tugged and -

_ ovethead. Slowly, the nature of Kir-

'tulmaks construction dawned upon
_ the gnome god who then guessed

_-at the keystone’s purpose, becommg :

 awed by Kurtulmak’s incredible skill. .

Stmcken wuth Jealousy,"' ari became'_._. .

':'_.mtent ofi destroying Kurtulmak bril- -
 liant r_reat:on before anyone else wntu .
. -nessed its subﬂe majesty He_ st
 thekeystone once more, twistingand
 turning it every possible way until he o
' f'_"'ﬁnally wrested it free j'from its. socket e
s Garl dropped the golden prizein
 his pocket, a sudden mmbhng noise.
filled the enormous cave. Frightened,

he fled down a nearby passage and

~hid from the catastmphlc pavesl o
 that followed. As a souvenir of be
'harmw:ng experlence, Garl pten‘:ed_ o
_thestoneand hungitonachain
around his neck, adoptmg rt as hlS.E' oo
own hn!y symbal .
 Kurtulmak, Furuous atthe cavems"
. lmposmbly premature cc)llapse
o _qulcklydug his way out from under'-'__ o

countless tons of stone, SODn after-

' -.:_";ward the kobold deity discovered the
'-culpnt respon51ble for. the calamtmus:'_.'*

event when he noticed Garl wearmg o
h:s_.keysgone l!ke a.:mp_hy arodnd

his neck. Kurtulmak confronted the
- gnome god, who ﬂervousiy C’ﬂUCkled

dlsmlssed hlS dlsastrous act asan ﬁ e



Small creatures must squeeze in
order to pass

At least one section of virtually
every kobold tunnel is rigged to col-
lapse, enabling a tribe to quickly and

easily seal off a passage in the event of

other imminent dan-
ger. To prevent accidents, these areas
are usually constructed with two or
three fail-safes (requiring the removal
of multiple bypasses before triggering
the cave in), although some function
as particularly deadly traps.

The actual inhabited area of a
tribe’s territory consists of an ant-
hill-like combination of natural
and kobold-made chambers often
adorned with simple carvings,
murals, and totemlike trophies. Aside
from these rudimentary decorations,
most kobold lairs are fairly Spartan,
as individual kobolds keep all of their
personal possessions with them at
all times. Usually shared by several
kobolds at a time, in shifts as each
day progresses, living and sleeping

quarters take the form of ledges,
nooks, and small caves fashioned to
conceal their occupants from casual
observers (Spot DC 14). Kobold lairs
are very clean and sanitary; waste is
disposed of by dumping it down a
deep shaft or by feeding it to a cap-
tive creature that subsists on refuse,
such as an otyugh or gelatinous cube.
Every kobold community contains a
temple or shrine to Kurtulmak carved
from solid rock and accessed through
twisting, trap-filled tunnels. The skulls

warns his follo
- .Eém«szmw ¥=--

mate the th

e
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of all the gnomes slain by the tribe fes-
toon the interior of the temple. Deep
within the structure, the accumulated
wealth of the tribe lies secured within a
heavily trapped vault. (Reliable sources
report that kobold temples are always
constructed in such a way that they
collapse when triggered purposefully

by attendant clergy or accidentally by
unwitting thieves.) Few kobolds, aside
from the clerics who know the secrets to
the temple’s many traps, actually ever set
foot inside the temple. Instead, kobolds
offer prayers at its entrance with the
belief that Kurtulmak hears them.

While the temple to Kurtulmak is a
lair’s dominant edifice, the most impor-
tant structure to a kobold tribe is its
well-concealed and trapped nursery,
with hatchlings raised in a secured cav-
ern and eggs locked away in a well-pro-
tected hatchery. Safe passage into and
through the nursery requires admittance
and guidance by one of'its caretakers.

Other structures commonly found
within a kobold tribe’s lair include a
small forge, an oven or kiln, a well or
cistern, and a chamber that serves as a
storage locker for food gathered by the
tribe’s farmers, foragers, and hunters.
Large caverns nearby are often reserved
for cultivating foodstuffs and raising
livestock. Located throughout a kobold
lair, particularly at every entrance and
major intersection, signal devices such
as gongs, drums, or horns contribute to
the tribe’s collective vigilance.

The layout of a kobold tribe’s lair is
extremely fluid—workers regularly col-
lapse or seal off tunnels and caves as
they carve new ones. This makes any
information about the layout or location
of areas inhabited by kobolds progres-
sively less reliable over time. In fact,

a kobold lair actually migrates slowly
through the Underdark as its miners
and priests cautiously search for a defen-
sible, safe area in which to establish a
more permanent kobold settlement.

Y§ KOBOLDY

Because of their physical weaknesses,
kobolds rely on a combination of
ambush tactics, ranged attacks, traps,
and overwhelming numbers to defeat
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their enermnies. Never underestimate the
viciousness of a kobold force and always
remember the veteran explorers adage:
“For every kobold you see, there’s a
dozen more hiding in the walls.”

Watch for Traps: Walk slowly and
carry a 10-foot pole. Kobolds protect
their lairs and a vast area surrounding
them (reaching miles in all directions)
with all manner of traps. Use caution
when moving through kobold territory,
making liberal use of Listen, Search, and
Spot checks along with tracking and
stone cunning abilities if available. The
Disable Device skill also proves invalu-
able. Keep in mind that by the time
a party actually sees a kobold, they've
probably already stumbled deep inside a
tribe’s trap-laden province.

Be Suspicious: A kobold holding
its ground is probably bait, daring an
attacker into moving within range of an
undetected trap or other threat (such as
a roper or darkmantle). Taking the time
to make a Sense Motive check on any
enemy is never a bad idea.

Beware Divine and Arcane Magic:
Fear the wrath of Kurtulmak and the
blood of Tiamat, as a kobold warband
always counts a cleric and often at least
one sorcerer among its number. Com-
monly used spells include those that
bolster the effectiveness of a warband’s
members, such as bear’s endurance, bless,
cat’s grace, and haste, as well as spells
that add to the warband’s numbers and
strength, such as monster summoning
and planar ally spells. Spells such as
confusion and suggestion are also often
used to reduce the effectiveness of an
enemy force.

Light ‘Em Up: Kobolds prefer to fight
in darkness, where they retain an advan-
tage over light-dependent enemies.
Extinguishing light sources is among
the first actions taken during a kobold
ambush. Like many underground-
dwelling creatures, kobolds become daz-
zled in bright sunlight. Well-prepared
explorers of any subterranean realm
should possess at least one daylight spell,
although scrolls and wands of this spell
might prove even more valuable.

Fire Bad: Kobolds always try to use a
party’s already-lit torches and lanterns
to ignite combustibles—such as oil,
flammable gas, or other alchemical sub-
stances. Using magic light sources, such
as magic weapons or sunrods, avoids
inadvertently contributing to the kobold
war machine.

Poison: Kobolds often employ poison
on their weapons and traps, favoring
Strength-sapping toxins harvested from
domesticated vermin (most commonly
Medium spiders and Large scorpions).

Don't Start a Fight You Can't Finish:
Encounters with kobolds are often cut
short as they flee into the darkness.
Their hit-and-run style of fighting usu-
ally lead adventurers to mistakenly claim
victory. As Kurtulmak teaches, no fight
is truly over if even one kobold sur-
vives. Surviving kobolds regroup, gather
reinforcements, and patiently tail a
party with the intention of springing
another ambush. This follow-up attack
likely occurs after the party has been
weakened by another threat, is incapac-
itated or distracted in some way (such
as by climbing a wall), or has settled
down to camp. >
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“Who can fathom the depths of the abyss?”

—FHcclesiastes

monstrous mix of human, eel, squid, and lamprey,

koprus are deep-dwelling amphibians of evil disposition

and appearance. Uncivilized and savage, koprus dwell

inder the sea, roaming submerged caverns and ruins.
They are rarely seen above the surface, but sometimes they
emerge from the watery depths and saltwater pits of ancient
coastal cities to prey on the local population, Whether these
creatures haye goals beyond their hunger for live flesh is
a mystery. It is rumored, though, that koprus were once a
civilized and powerful race ruled by a caste of sorceress-
matrons and fanatically devoted to Demogorgon, the Prince
of Demons. '

] or-consss apniiz007
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were ance part of a great civilization comprised of a multi-
tude of city-states across the oceans of the world. More than
three thousand years ago, these twisted, aquatic cities were
founded at the time of a great proliferation of the kopru race,
which coincided with an abundant growth of their basic food
source, a particular species of clam mollusk called kopura.
At that time, the largest of the kopura were imbued with
demonic magic by early kopru shamans, who cultivated a
fiendish specimen sacred to Demogorgon. These fiendish
clams invariably produced black pearls of great size and value,
used by the kopru shamans to work dark magic. The shamans
founded a class of ruling nebility, and kopru power swiftly



spread throughout the oceans with the
rise of thousands of city-states in the
following centuries.

Although the first kopru nobles
were male shamans, the physically
stronger and sorcery-attuned females
soon took charge, and the government
of the city-states developed as a form
of matriarchate; an oligarchy of noble
families headed by the eldest female
member, Wherever they ruled, kaprus
enslaved masses of primitive sahua-
gin, locathah, and sea elves, which they
captured in hunting raids and subju-
gated with their domination ability.
The kopru forged occasional alliances
with kuo-toas but were almost always
in conflict with ixitxachitls. They
fought ritual wars with neighboring
city-states and periodically sacrificed
slaves to twe supernatural entities,
which they believed to be the creators
of their race: Prukal, the Dark Globe,
and Shothotugg, the Great Whirlpool.

About two thousand years ago, the
kopru were at the peak of their civiliza-
tion and were among the most powerful
marine races of the world—exceeded
only by the deeper-dwelling aboleths, A
sudden, unexplained disease caused the
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koprus’ kopura food source to dimin-
ish; resulting in a severe shortage, This
famine; coupled with the depletion of
other marine rtesources, marked the
beginning of their decline,

The kopru prew increasingly greedy

and angry, and they developed cruel eat-

ing habits. To survive the famine, they
ldilled and devoured their slaves, and

in seme cases members of the nobility
practiced cannibalism on lesser kopru.
Wars erupted among bordering city-
states, and strife grew between kopru
nobles and commoners, until a great
rebellion of slaves finally caused the
destruction of most of the undersea
city-states about fifteen-hundred years
ago. Nobles were hunted and mercilessly
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slain by both their rebellious slaves and
vindictive subjects. Kopru society fell to
ruins. As other marine races oceupied
their territories, the few surviving kopru
went into hiding in remote depths.

Today, kopru ruins are remembered
as drowned places of great woe and
slaughter, and have béen abandoned
and shunned ever since. Only the savage
descendants of the kopru of old return
to the places of their former glory, both
to seek refiuge from their enemies and to
relieye the insane melancholia that con-
stantly torments them.

'H'lc scrptntmc body of the average
kopru is g feet long and weighs 300
pounds. A humanlike torso with a large,
anguilliform head and two muscular,
spine-covered arms extends down into a
powerfill tail that splits into three flex-
ible tentacles, Kopru hands have four
webbed and clawed fingers, useful for
swimming but as dexterous as any land-
dweller's—perhaps even more so. Their
skin varies from tones of gray to blue,
green, and orange, and is thick and oily
like a whale’s, providing excellent pro-
tection from the elements. Upon their
forward-jutting heads, koprus' bulging
eyes resemble polished orbs of mother-
of-pear] protected by heavy, wrinkled
lids. Below, the mouth is a fanged orifice
surrounded by four to eight prehensile
tentacles, 2 number that differs depend-
ing on breeding and regional variaion.
An average specimen lives for fifty years.

Once a year, female koprus lay three
to five eggs, which need a very warm
environment to hatch. For this reason,
koprus usually mate in tropical regions,
and the fernales look for hot springs or
sulfiiric waters to lay their fecundated
eggs. Koprus enjoy bathing in such hot
water and can tolerate boiling’ tempera-
tures without harm, sealing their eyes,
nostrils, and gills if’ fully immersed.
Koprus have both gills and lungs,
although these organs are atrophied in
some regional breeds (see the Amphibi-
ous Kopru sidebar), They are excellent
swimmers but are extremely clumsy out
of the water, where they must slither and
crawl using their tail and hands.
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Koprus practice strange magic drawing upan th

rs of their fiendish patrons.

KOPRU SKULL DEFORMATION

The young of kapru nobles were ance deformied in order to enhance their strength

and intellect, making them so-called
most of the race, a few survi

skull” kopru. Although forgotten by

ing nobles still engage in this practice. The effects of

skull deformation result in the following traits (in addition to their madifiers for

advancementjand r
underwent the proper rituals
Size: Large.

Hit Dice: 12/ HD,

ated changes

+to a kopru's statistics. Onlya kopruwho

soon afler birth can benefit from these alterations.

Abilities: +2 Dexterity, +4 Intelligence, +4 Charisma.

CR: 9,

KOPURA SHELLS

Large, black clams filled with bi
ers employ
cast using a koprii

1, Hell-red meat, many kopru spellcast-
opura shells:in their magic. Any spell with the evil d
shell as an additional material component has

tive caster level increased by +2. The shell is destroyed in the spell’s L.IHUI'I;:;
Koprua shells are exceeding rare and cosl upward of 100 gp.

In ancient times, kopru nobles cus-
tomarily practiced skull deformation as
a sign of noble status, enhancing new-
borns both physically and mentally.
The deformation allowed the newborn
to grow bigger through a program of
hypernutrition. Being more intelligent
and stronger than their lesser brethren,
noble, or “high skull,” koprus were natu-
ral leaders and ruled without appesition
for more than a thousand years.

Koprus are capable of speech, but
infrequently do so. On the rare ocea-
sions they do vocalize, their words are
ugly strings ofhalting gasps, hisses, and
belches. Among their own kind they
communicate through their gazes—an
eerie, completely silent form of com-
munication. Noble keprus, thanks to
their skull deformation and larger
eyes, seem able to perform more elabo-
rate communication.
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Their ancient ecivilization shattered,
most kopru live alone or in small bands,
caring only about survival. While dan-
gerous predators and fearsome combat-

ants, melancholia has become a com-
mon problem among koprus, which
show a distinctive maniacal-depressive
behavioral pattern. When not pushed
by hunger, most koprus lie inactive in
their lairs for weeks, a factor that con-
tributes to their inability to rebuild
anything of their past splendor. Koprus
almost never wear clothing or jewelry,
buit practice tattooing and piercing with
bone instruments and ornaments. They
can wield weapons but rarely do so.

At the time of the city-states, kopru
commoners,; the so-called “low skulls,”
lived under the strict regulations ruled
out by their dominating caste, the “high
skulls.” The matriarchal oligarchy of
the koprus was a trapezoidal-pyramidal
scheme of ruling families, with a small
group at the top and a much larger
number near the bottom. The “high
skulls” had different levels of influence
and prestige, depending on the number
of individuals in their service and on
their degree of affiliation to the colleges
of shamans and sorcerers. “Low skulls,”
on the other hand, were all the same,
with little influence and voice.

Kopru commoners built houses, pal-
aces, and temples, tended the kopuravats,
and fought in slave raids and ritual wars
between city-states—mock wars where
every death was considered a sacrifice
to Demogorgon. They were allowed to
mate and reproduce, but they could not
form named families on their own and
could typically only earn réspect through
combat in ritual warfare.

In kopru noble families, the matri-
archs ruled as ruthless tyrants, con-
stantly fomenting strife among their
subjects to divide and rule them more
easily, Their prestige in kopru society
was the highest, and they were cho-
sen among the females of a house for
their might as sorceresses. The exclu-
sively male college of shamans was
the other, equally potent power in the
city-state. Although they had a great
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Amphiblous (Ex) Although kopros are agu:

degree of freedom in their matters, the
shamans were considered the voices
of Demogorgon and, when organized,
could cow even the matriarchs.

At the bottom of the social ladder
were the masses of nonkopru slaves,
who had no rights whatsoever and
were doomed to lifelong exploitation.

Koprus were very observant of the
superstitious practices linked to Prukal
and Shothotugg, the Dark Globe and
the Great Whirlpool of their mythol-
ogy. More than “real” deities, Prukal and
Shothotugg represented darkness and
water, or the “qualities” of the Abyss,
and were believed to be the parents of
Demogorgen. According to kopru leg-
ends, Prukal manifests at sunset above
the sky, enclosing the entire world in
darkness for the night. The stars are
holes punched through Prukal when it
was wounded by the light beyond. This
happened the day land emerged from
the sea-covered world, confining the
power of the koprus to just a portion of
the world. The matter that once filled
the holes fell unto the world as dark
dust, which transformed the kopura.
Since then, fiendish kopura have sup-
plied the kopru with powerful black
pearls made of Prukal's own substance,
which are capable of incredible dark
magic, As such, koprus love the darkness
of the ocean depths and hate any form
of skylight. They are almost never seen
above the surface during the day, and
they prefer moonless, starless uights to
emerge for any reason. Koprus consider
starlight a cursed element and mark
themselves with special, star-shaped tat-
toos to neutralize its influence.

The other primeval deity of the
kopru, Shothotugg, symbelizes both
their favorite element and their great-
est supernatural faculty. Koprus believe

Earany atter abilibie:
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that Shothotugg lives in large under-
ground basins and the deepest of
pits. Shothotugg's chaotic whirling is
where everything originates and where
everything must return. The day the
first kopru city state of Shotho'Kopur
was founded, the shamans performed
a massive 'sacrifice, dropping tons of
treasure and hundreds of victims into
a great chasm on the bottom of the
sea. In return, Shothotugg granted the
koprus their ability to dominate sen-
tient beings with their hypnotic gaze.
Nowadays, koprus still make similar
sacrifices on much smaller scales and
out of sheer superstition.

Although the vast majority of koprus
seentodayare round-headed “lowskulls,”
a few surviving nobles are tumored to
live under the ruins of some cities, where
they have renewed the traditions of their
race and rediscovered many secrets of
their ancestors, Having shaken off their
racial melancholia, these “high skulls”
even dream of restoring the might of
their ancient civilization. Regardless of
caste, all koprus revere Demogorgon
and, if called to his service, answer with
the fervor of true fanatics,

Kopru ruins lie in many places at the
bottom of the oceans. They are huge
complexes of palaces, pyramidal tem-
ples, lesser houses; and large squares,
now reduced to heaps of salt-encrusted
rubble covered with seaweed, coral, and
anemones. A decorative theme common
to all kopru architecture is the depiction
of the kopru head. Ropru heads were
sometimes carved into colossal propor-
tions; like the go-foot-tall ones some-
times found on coastlines near areas
of kepru influence; Sometimes heads
are carved in ivory, coral, and amber, or
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have details in mother-of-pear], jade,
and other semiprecious materials. These
heads are often larger than life-size, and
can have incredible value as art objects.

i -‘l__ : :
In' ancient times, koprus worshiped
Demogorgon extensively, and their sha-
mans formed an organized clergy at the
service of the Prince of Demons and his
supposed progenitors. The adepts were
invariably male, and the most power-

ful among them were able to summon
the Prince of Demons in a way that
their body merged with Demogorgon's
essence. When this happened, the kopru
shamans permanently transformed
into hideous, two-headed mutants who
were actually aspects of Demogorgon
himself (see “City of Broken Idols” in
DUNGEON #145),

Sacrifices in the name of Prukal—
Demogorgon’s mother in kopru mythol-
ogy—took place on special oceasions,
such as celebrations, the conclusion of
a successful slave raid, the end of rit-
ual war between two city-states, or the
annual laying of eggs by a matriarch.
The sacrifices were held atop greatbasalt
pyramids; which were invariably topped
by apparatuses used to crush the victims,
The apparatus looked like a large amber
cylinder with a descending stone pis-
ton, which pushed down the millstone
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on creatures trapped inside. After the
death of the victims, the millstone was
raised and the shamans would foresee
the future through the bloodstains on
the calendar stone's surface.

The pyramids were usually built avera
deepundersea pit, where weekly sacrifices
were done in the name of Shothotugg—
Demogorgon’s other mother. These pits
were connected to mearly bottomless
undersea rifts. The treasure cast into the
pits was considered taboo, and whom-
ever tried to recover it was immediately
put to death, be it a noble, commoner,
slave, or foreigner.

Oleklan is the priestess of a group of
koprus who rediscovered the tradi-
tions of their race in the labyrinths
under Shotho'Kopur. Her skull was
deformed at birth by an incredibly old
kopru, probably an undead survivor of
the original kopru civilization. During
her life, Oleklan has ritually deformed
the skull of about thirty other koprus,
effectively creating a new noble fam-
ily, whose female members are already
showing sorcerous talent. Oleklan has
also recruited about two-hundred
normal koprus, forming one of the
largest organized groups since the
fall of the city-states. Up until now,
the aging Oleklan has cared only about

Kopru writing was a clumsy, loose,
and rarely used ideographic code with
hundreds of thousands of complex
symbols spread throughout the vari-
ous city-states across the werld. This
writing system is today undecipher-
able without the help of magic, and
has been long forgotten by the kopru
themselves. Numbers, on the other
hand, were strictly codified in handy
ciphers by kopru law. These num-
bers were engraved on the calendar
millstones used by the shamans to

crush sacrifice victims and perform
divinations. The way the victim's blood
stained the numbers on: the stone's

surface was the omen the shamans
needed to foresee the future,

Having a strong oracular tradition,
kopru shamans often recorded their
perceptions of the future in the same
way other civilizations: might recount
the past. Thus, much of kopru art-
work—maostly being elaborate bas-
reliefs and heads—have: dates, ejther
in the past orfuture, incorparated into
them. As thie kopru calendar begins
with the founding of their first and
greatestcity-state, Shotho'Kepur(nearly
13,600 years ago), every date measures
from that time. For example, a massive
onyx relief drug from kopru ruins off
the coast of Keoland and now hanging
in the Gradsul library shows horrible
twin serpents breaking from an egg
covered in continents and screaming
humanoids. Symbals: depicting the
number 13,597 circle the work.

the survival and prosperity of her fam-
ily, but her sons have resumed active
worship of Demogorgon and might be
planning some greater evil already.

OLEKLAN
Female advanced kopru sorcerer 7

CR12

CE Large monstrous humanoid (aquatic)

Init +6; Senses darkyvision 60 ft.; Listen
+5, Spot +10

Languages Aquan, Common

AC 21, touch 16, flat-footed 15
hp 134 hp (17 HD)
Fort +9, Ref +16, Will +15

Speed 5 fi. (1 square); swim 40 ft.



Melee tail slap +22 (1d8+8), and
2 claws +20 (1d6+4), and
bite 420 (1d6+4)
Base Atk +15; Grp +27
Atk Options constrict 4d6+12, improved grab
Special Actions dominate person
Combat Gear potion of cure serious
wounds, wand of magic missile (5th)
Sorcerer Spells Known (CL 7th)
3rd—{(5/day) haste, hold person (DC 19)
2nd—{(7 day) detect thoughts (DC 16),
invisibility, Tasha's hideous laughter
(DC 18)
1st—{7/day) charm person (DC 17),
identify, magic missile, ray of
enfeeblement (DC 15), shield
0—{6/day) dancing lights, detect poison,
detect magic, light, ghost sound,
mage hand, prestidigitation

Possessions combat gear

(nobility and royalty) +8, Listen
+5, Move Silently +10, Search
+13, Spelleraft +20, Spot +10
Swim +18

plus ring of Dexterity +4 (as
gloves of Dexterity), ring of
protection +2

Constrict (Ex) With a

Improved Grab (Ex)

Abilities Str 26, Dex 22, Con 16, Int 17,

Wis 10, Cha 19

SQ amphibious

Feats Ability Focus (dominate person),
Combat Reflexes, Greater Spell Focus
(enchantment), Iron Will, Multiattack,
Spell Focus (enchantment)

Skills Bluff +14, Concentration +13,
Diplomacy +18, Intimidate +11,
Knowledge (arcana) +13, Knowledge

Dominate Person (Su) Once per day,

successful grapple check,
Oleklan can constrict a grabbed
opponent, dealing 4d6+12 paints
of bludgeoning damage.

If Oleklan hits an
opponent of her own
size or smaller,

she deals normal
damage and attempts
to start a grapple as a free
action without provoking
an attack of apportunity.
If she wins the grapple check,
she establishes a hold and con
constrict,

that the range is 180 feet and the
duration is eight days.
Amphibious (Ex) Although keprus are
aquatic, they can survive indefinitely
level 10th, Will save DC 16), except on land. i

Oleklan can produce an effect like
that of a dominate person-spell (caster
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by Richard Pett « illustrated by Peter Bergting and Mike Schiey

“Who knows the end? What has risen may sink, and what has sunk may rise.
Loathsomeness waits and dreams in the deep...”

—H.P. Lovecraft, “The Call of Cthulhu”

hey rule the mightiest kingdoms, lightless trenches

of crushing pressures where the sun never touches,

unreachable seas that writhe in anger, jagged depths
under sheer black cliffs. Their home is alien, elemental, and
unforgiving. And here they are masters. Cruel geniuses pos-
sessing vast strength, they wait in the dark, weaving their
plots, slowly considering their next abomination, their next
move in an endless evil game of vast complexity. Not merely
hulking mindless brutes nor cathedrals of flesh given fury,
but sadists, torturers, and unspeakable terrors, thinking goli-
aths of calculating hate. So many places exist where the sea
touches the land and sky, so many places where krakens—
the unseen masters of the oceans—might reach out their
cruel tentacles to afflict the lives of men.
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HISTORY OF KRAKENS

Festering within the depths of vast watery abysses lie the
lightless domains of the mercifully elusive krakens. Only
the foolhardy or insane try to learn more of these terrible
leviathans, as even the mere rumor of a kraken can turn
back a fishing vessel or force a captain to hastily beach his
ship. Those who learn much of krakens speak of scattered
island communities or remote coastal villages that wor-
ship these tentacled horrors, even supplicating them with
slave offerings to stave off their fury. Yet the most terrible
reports arise only occasionally, ever so rarely, when some
insane escapee emerges from decades in the dark to tell of
air-filled prisons far below where there is no hope. These
escapees never live long in the light.



Some whisper that evil gods made
krakens so the creatures of the land
would never dare stray far from their
homes. Others argue—primarily
against those who posit the oppo-
site—that aboleths created krakens.
Regardless, scant knowledge leads to
conjecture, as krakens share nothing,
least of all their secrets. Most laymen
accept that there are fathoms where
the ocean is blackest and the sea most
elemental, and from these trenches of
primordial fluids and infinite dark-
ness krakens first emerged.

Krakens themselves believe they
came from the mouth of the Great
Unbeheld, a kraken of impossible size
who sleeps within the deepest ocean
abyss and whose great tentacles thread
through the depths of the entire world.
Only by claiming all oceans as their own
and enslaving every other sea-bound
race might the Great Unbeheld rise and
flood the world, giving them dominion
over all. Although krakens don’t wor-
ship the Great Unbeheld as a god, it is
treated as a communal ancestor and
is often touted as a favored child of
Panzuriel or even as the guard of his

severed limb (see the Panzuriel sidebar).
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KNOWLEDGE OF KRAKENS

The following table shows the results of a bardic knowledge or Knowledge
(arcana) check related to krakens. Any sailor, port-town tavern owner, or schalar
of the seas might know varied pieces of the following information. However,

as every deckhand and dockside drunkard weaves tales of sea monsters, truths
about krakens are often garbled by the fictions of the uninformed, superstitious,
and wildly imaginative. As such, some of the information provided at low DCs
(15 and lower) is blatantly false. However, higher DC results (20 or greater) con-
tradict such yarns with actual facts.

Knowledge (arcana)

DC  Result

10 Krakens are brutish gigantic squids that plunder ships and costal com-
munities in search of food and wealth, which they collect in vast coral
palaces deep underwater.
Krakens can snatch sailors off the decks of their ships with two massive,
barbed tentacles. A ship might ward off a kraken attack by hauling five dead
bodies and a chest of copper behind it.
Krakens are loners with an astonishing sense of their own importance
and a hard and cruel intelligence. They can also dominate native animals
and often press intelligent undersea creatures into their service.
Krakens can shoot clouds of murky black ink and jet through the water
with near-unparalleled speed. Their lairs deep below the waves often
hold huge air-filled caverns to keep and breed hopeless generations of
slaves but rarely any substantial material wealth.
Krakens possess the ability to control the weather and winds. Rumors
persist of islands and ports where whole populations worship an indvidual
kraken. These locals make living sacrifices to the kraken and act as its
eyes and ears on land.
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THE CALL OF THE KRAKEN

Krakens first appeared in DUNGEONS
& DRAGONS as part of the 1083 Monster

* Manual 2, by Gary Gygax, and have e
~ remained a part of the game ever

since. However, they bear a far deeper

history than merely their appearances
~in D&D bestlanes '

For centuries, krakens have Iurked

as legendary terrors ofthe sea. Erik

Pontoppidan, a Norwegian bishop,

 first described a kraken in his. Natufai :

History of Norway (1752) noting itas a

“floating island” one and a half miles
'across...Also.known asa krabbgn,_scau- :
- crak, or hafgu'ﬁa the tales of numer-

ous cultures detail krakenlike creatures. Such tales even. prowded the i msplra—

tion for the poem “The Kraken," by Alfred Lord Tennyson: -

“B e'low.'th'e thuhdefs-pf the 'upper_deep,.
Far, far beneath in abysmal sea,
His ancient, dreamless, uninvaded sleep,

The Kraken sleepeth: fuinte_si’-'sun_ lights flee...”

In more recent years British novelist John Wynd-
ham's novel, Qut of the Deeps, or The Kraken Wakes,
presents a perfectly insidious plot from be_n_eath the
sea (although it is devoid of actual krakens in all
but its title). In this tale, an invulnerable undersea
intelligence terrorizes shipping lanes, leaves
islands and ports empty, and eventually melts

the polar-ice caps, flooding the land.

For D&D’s most recent encounters with

krakens, scour “The Styes” in DuNGEON
4121 or dare alien depths in “Seekers of
the Silver Forge” in DUNGEON #125.

PHYSIOLOGY OF KRAKENS

Essentially huge intelligent squids,
krakens never stop growing. The aver-
age kraken measures around 100 feet
long. However, the near-immortality
of these creatures leads to tales of
staggeringly huge beasts that sailors
mistake for small islands.

Average krakens possess a distinc-
tive head, bilateral symmetry, and
tentacles with suckers and hooks.
Six of the beasts’ tentacles stretch
to merely 30 feet in length, while
the remaining two, covered in cruel
barbs, writhe to nearly 6o feet long.
A huge beak, curved and capable of
tearing apart whales, nestles at the
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point where the tentacles meet the
creature’s bloated head.

Krakens have huge eyes, which give
them formidable sight and the ability
to hunt in total darkness. Most krakens
spend their lives at incredible ocean
depths, but some make lairs near the
lands of men where there are plentiful
supplies of food and slaves. Voracious
carnivores, krakens need vast territo-
ries in which to feed, the greatest whale
constituting little more than a fair
meal to a kraken.

Despite their formidable shapes,
krakens do not view their own forms
as sacred and willingly alter them-
selves if they believe it might benefit

them in any way, whether it be with
increased power or simply a more
threatening appearance (grafts, tem-
plates, and prestige classes—especially
those in Lords of Madness—see regular
adoption by krakens).

Krakens lay cylindrical membranous
eggs, but these are rarely seen. Indeed,
krakens seem to mate only every cen-
tury or so in a ritual known to them
as the Hateful Compulsion, where the
seas churn as though in the grip of
some dreadful storm.

PYCHOLOGY AND SOCIETY
OF KRAKENS

Loners—primarily because of their
evil, selfish minds and huge appe-
tites—krakens claim territories rang-
ing over hundreds of miles. However,
once every century or so, krakens
instinctually come together in deep

ocean trenches to mate. This fleshy,
feeling ritual is abhorrent to the
coldly calculating minds of krakens
and is known to them as the Hate-
ful Compulsion. Krakens from vast
areas of the ocean gather, both fearful
of the danger in doing so but unable
to control their lustful compulsions.
Males frequently get torn to pieces by
the less numerous females in their
insane desire to be fertilized, turning
the sea black with kraken blood and
causing parts of limbs and heads to
wash ashore in oily froths. (This black
rotting flesh has an appalling odor



and is avoided by living animals.) In
their coitus-fuelled madness krak-
ens involuntarily create cataclysmic
storms (see page 94 of the DuncEON
MasTER’s Guide), leading to horrifically
sized whirlpools and waves, which
might rage for months or even years.
The Hateful Compulsion continues
until all the assembled females are
impregnated, an act that forces a male
to struggle for life within his mate’s
grip, a lustful battle capable of lasting
for months. Fearing such eventu-
alities, some krakens have risked the
most extreme measures—including
self surgery and undeath—to avoid
these spawning moots.

After mating, great black eggs
soon fill deep oceanic trenches.
Kraken young take a decade to hatch,
and—mercifully—over this time even
the brood-mothers who watch their
spawn lose many of their eggs to dar-
ing predators. Occasionally, and for
reasons even krakens cannot under-
stand, some brood-mothers devour
their whole clutch, an act that always
leads to the loss of the kraken’s san-
ity. Such an insane kraken is a terrible
foe indeed, as its calamitous psychosis
menaces anything that lives in or near
the sea. Some suggest that this mad-
ness is connected with the insane god,
Tharizdun, as part of some unfathom-
able plot he weaves from his prison.
The few krakens who don’t worship
Panzuriel often turn to Tharizdun,
usually after witnessing a brood-
mother consume her young.

All krakens believe themselves to be
divine creatures and the rightful rulers
of the deep. As such they cannot con-
ceive of a sea without their presence.
Thus, they never knowingly put them-
selves at physical risk and always plan
a hundred cunning escapes. Krakens
possess cruel, calculating intelligences
and use them to move events to their
own advantage. Effectively immortal,
krakens patiently plot over centuries to
concoct elaborate escapes, hatch fear-
ful schemes, and breed loyal servants
in their sightless lairs deep below the
waves. While nearly all krakens keep
slaves or dupe worshipers, kraken

visionaries to carry out his will both below

PANZURIEL

Intermediate God (Neutral Evil)
The god of the seas’ foulest evils, Panzuriel
ever seeks twisted minds and abominable

and above the waves. The Writhing One
welcomes all evil ocean-dwelling crea-
tures into his crushing fold with sahuagin,
sea hags, scrags, and kuo-toas (heretics
against Bildoolpoolp) proving particularly
prevalent. However, Panzuriel prefers creatures
warped of body as well as of mind, making koprus
and krakens his favored children. _

Panzuriel bears an ancient hatred for Deep Sashelas, patron of aquatic elves.
In aeons long lost, Panzuriel sought to make the darkened lands below the sea
his exclusive dominion, perverting them into roiling oceans of fluid horrors. An
alliance of opposed gods, led by Deep Sashelas, rose to resist the Writhing One,
driving his corruptive ambition from the Material Plane and cutting off his left
foot. The god’s massive, gnarled appendage fell into the ocean but was never
found. Thus, Panzuriel retains his link to the mortal world and, through his
favored minions, seeks to corrupt the seas and avenge his ancient exile.

Symbol: A left footprint, kraken head, or squid eye surrounded by nine tentacles.

Portfolio: Confusion, murder, subversion, and evil aquatic-creatures-.

Domains: Corruption®, Darkness, Evil, Water.

Favored Weapon: Whip (for land-dwelling worshipers) or net (for use undenvater)

Clerical Training: Worshipers must sacrifice a sea elf:n a ceremony known as
the Endless Revenging.

Quests: Panzuriel sends visions to his servants to destroy specific ships, raid undEr-
sea and coastal communities, and defile the temples of all other aquatic deities.

Prayers: Hugely complex low tonal chants, usually conducted in vast groups, the
echoing songs of Panzuriel’'s worshipers are sometimes heard even on the surface,
where mariners refer to the doleful droning as the “Wail of the Severed God.”

Temples: Huge cave complexes deep underwater or simple stone circles cen-
tered around tentacled idols serve as Panzuriel’s temples. Krakens often force
slaves to toil for centuries, digging unholy trenches deep enough to reveal por-
tals leading to the Pool of Panzuriel (said to fester somewhere in Carceri).

Rites: Panzuriel regards the sea as a battleground between himself and the
hated sea elves, making raiding and slaughter the only rites he demands.

Herald and Allies: Panzuriel’s herald is a 50 HD pseudonatural? kraken known
as Tirbitus. Corrupted by Panzuriel’s maddened will, Tirbitus hardly resembles a
kraken anymore, appearing more like the Writhing One’s symbol made flesh: a
swollen red eye surrounded by countless flailing tentacles. Panzuriel’s allies and
those he most commonly sends to fulfill planar ally spells are callers from the
deeps?, half-fiend krakens, and scyllans>.

1 Detailed in the Book of Vile Darkness.

2 Detailed in Lords of Madness.

3 Detailed in Stormwrack.

elders often manipulate the younger of
their kind, sacrificing them to enemies
or duping them into performing dan-
gerous undertakings. The prevalence
of such trickery causes krakens to
wisely avoid others of their kind and
hold them in constant suspicion.

Many krakens—but by no means
all—keep lairs in caves deep below the
waves. These dens often serve as little
more than hiding places, both for
the kraken and the useful treasures
it might collect. To krakens, prime
among such exploitable valuables
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KRAKEN CULT:
THE BROOD OF WORSHIPFUL K'THURALL

“kor c_eht_u_r‘ig"s,- the people of remote St. Telers island have kept a deadly secret.
Their religion, on the exterior nothirig more than a quaint island tradition of
worshiping spirits of the sea, in fact reveres the depths spawned abomlnatlon
they know as Worshipful K'thurall. ' :

- Having lived below the sstand for countless ages, Worshipful K'thurall claims
St. Telers and the seas around it as his personai dominion. In the centuries since
worshipers came to his island, K'thurall has styled himself as their patron deity
and the sole source of either their prosperity or annihilation. Fearful and reverent
toward their wbrldly'god all the people of St. Telers devotedly serve the kraken—

: whlspermg frequent prayers and decorating thesr structures with countless ich-
:_thyo:daI shapes—dreading his anger and the storms and droughts it incurs.

Worshlpful K’thurall forces two ebligations upon his cultists: sacrifice and
service. Sacrifice to K'thurall is conducted in a yearly ceremony known as the
‘Drowning Man. In this ritual a dozen men and women are imprisoned within

 the belly of a gigantic man-shaped wicker cage, then slowly lowered off a vast cliff

known to the locals as the Despair of Salvation. K’thurall accepts the drowning

 victims and dines not only upon their flesh, but their very souls, as the rite has
long since transformed him into a soul eater (see page 66 of the Book of Vile Dark-
ness). Some sacrifices he lets drown, transforming them into drowned undead

~ (see page 46 of the Monster Manual 1), whnch he then sends to attack ships and
bring him more victims. :

. Bvenasa yearly offering, the Drownmg Man ceremony threatens to deplete the
adult population of St. Telers. Thus, many: QfWorshlpfu[ K'thurall’s cultists travel

_ to distant fands, telling of their home as either an island paradise or an oppressed_

slave-state in need of a savior, all in hopes of luring victims to the Drowning Man.
For_tl"le:ir'l'ife'—'long service, Worshipful K'thurall blesses his most pious followers

‘with his touch: a giﬂ" his cultists claim brlngs them “closer to the sea” but in fact
'begms the transformation into a deep thrall (a kraken monster cultist prestlge class
from “The Minions of Darkness” in DRAGON #300). The island elders exhibit the
‘most obvious changes, as they are afflicted with huge bulbous eyes, tentaclelike
limbs, gasping breath, and innumerable skinless abscesses—marks from the touch
of Kthurall’s powerful suckered arms. Onice these cultists complete their apotheosis

 into creatures more kraken than humanoid, Worshipful K'thurall accepts their leap
from the Despair of Salvation. Upon taking this final step, K'thurall welcomes his
deluded children into the ranks of an aberrant generation of cultists that he seques-
ters beneath the island in a hellish, tentacular mockery of life above.

are slaves, and as such a kraken’s lair
might hold several leaking air-filled
chambers. Egotists of the highest

degree, krakens never deign to sully

vants are born, serve, and die, never
Iknowing a world of light and open
their tentacles with simple chores.
Whether its desires entail carving its ~ flourish if brought to the surface, as
lair to meet its whims or spying upon  all their minds know are the horrors
land-dwelling creatures, a kraken’s
slaves serve out of fear and the

knowledge that escape means only a

experiments. This is to say nothing of
the scars, grafts, and other manipula-

degraded societies within their lairs,
as generation after generation of ser-

air. Even if liberated, such slaves rarely

of worshiping a living god and its foul

crushing death miles below the sur-
face. Regardless of their uses, to krak-
ens, the word “slave” and “meal” often
prove interchangeable.

Those krakens truly devoted to
keeping slaves might house whole
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tions krakens regularly inflict upon their
servants to better serve their needs.
Besides slaves, krakens often main-
tain relationships with groups of other
underwater-dwelling evil creatures.
While such associations are rarely

equal, creatures like sahuagin, scrags,
and sea hags frequently worship krak-
ens or pay them tribute in return for
aid or protection. To a kraken, such
arrangements serve merely as prelimi-
naries to it claiming an entire tribe,
society, or race as its slaves.

Y1 KRAKENS

Krakens possess an astonishing sense
of self-preservation and, if ever victory
seems unlikely, retreat always remains
an option. Easily embittered and pos-
sessing lengthy memories, a defeated
kraken might calculate its revenge for
decades, inflicting brutal retribution
upon foes who have long forgotten
their victories.

Watch the Weather: Krakens use
their control weather and control winds
spell-like abilities to bring foes to them
or sink vessels without ever rising
above the water. Despite these powers,
many krakens relish the chance to per-
sonally splinter ship masts and drown
weaker creatures. Many seafarers know
to rightly fear gales that seemingly
arise from nowhere, as these might
prove to be the work of a kraken.

The Terrible Embrace: A kraken
possesses a monstrous grapple modi-
fier: +44 at the very least. Its constrict
attack deals automatic damage every
round, which might wear down even
the mightiest foe and could prove
impossible to break. With such a sig-
nificant modifier, a kraken might opt
to take a—20 penalty on its grapple
check to use only one tentacle and
retain its ability to make attacks and
threaten an area (see the description
of the improved grapple ability on
page 310 of the Monster Manual). With
merely a second opposed grapple
check a kraken might move with its
victim, dragging it underwater to a
terrible, gurgling end (see the descrip-
tions of moving while grappling
on page 156 of the Player’s Handbook
and drowning on page 304 of the
DunceEoN MASTER's Guide). Thus,
magic items like helms of underwater
daction or potions of water breathing
might help those fighting krakens
stay alive for a time, but only treasures



like a cape of the montebank, cloak of
etherealness, ring of freedom of movement,
or armor with the slick special ability
might save a kraken hunter’s life.

Tentacle Attacks: When facing a
kraken, sundering the creature's ten-
tacles proves the most effective way
to avoid being grappled. A kraken's
tentacles can be specifically targeted
with sunder attempts as per the rules
on page 162 of the Monster Manual.
Attacks upon the tentacles, however,
deal less damage to the kraken as a
whole. Thus, those combating krakens
should stay cautious when making
such targeted attacks.

Water Reliant: Krakens are most
confident and deadly within the
expanses of the seas. However, those
somehow removed from such an envi-
ronment prove a far less significant
threat. It a kraken can be lured into a
port or other costal inlet, spells like
confrol water, various wall spells, and
creative uses of transmute rock to mud
or move earth might trap the creature
inland. Even more effectively, if such
traps dispose of the water, leaving the
kraken beached, the monstrosity can-
not breathe and thus swiftly suffocates.
Krakens are keenly aware of their reli-
ance on water, however, making such
traps incredibly difficult to spring.

Defensive Defilers: In keeping
with their extreme senses of self-
preservation, krakens often protect
themselves within layers of magi-
cal defenses. At the most basic level,
this means making use of their resist
enerqy spell-like ability (usually cast
to resist electricity). Krakens with
slaves might also have spellcasters
cast long-lasting defensive spells like
mage armor, protection from arrows, or
shield other. The most twisted and
ambitious krakens might even seek
out creatures capable of giving them
grafts or research ways to adopt a
variety of acquired templates.

Minions and Worshipers: Com-
monly encountered alone, krakens
usually prefer solitude as they hunt
or attack choice targets. Despite these
tendencies, krakens regularly have
access to a horde of allies, whether

these minions be deluded worship-

ers, slaves, monstrous allies, or sea
creatures they control through the
use of their dominate animal spell-
like ability. Those hunting a kraken
should remain exceptionally wary, as
any person or beast might secretly be
a kraken’s servant.

Retreat and Revenge: Krakens will-
ingly use their jet ability to escape at
rapid speeds, covering such retreats

with clouds of ink. Once out of’
direct danger, a kraken invariably
begins plotting its revenge, relying
on its minions to extend its reach far
beyond the sea. However, even with
armies of minions at their disposal,
krakens favor ending such standing
debts themselves. Thus, a kraken’s
servants often merely lure prey
within reach, letting their master
take revenge at his leisure. =
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“Thor shall put to death the Midgard Serpent, and shall  ruin, covetous monstrosities that care nothing for their kin,
stride away nine paces from that spot; then shall he fall  the world, or the devastation they bring to all things.
dead to the earth, because of the venom which the Snake | I W TR
has blown at him.” J msmm (]]I ]ﬂE mm"ﬁn
—Snorri Sturluson, The Prose Edda (Brodeur translation) Scholars believe linnorms are evolutionary members of the
dragon . family—lesser serpents evolved from a common
Ithough many true dragons are storied to be coyet- ancestor of dragons. The physical anatomy and hehavioral
ous, deadly creatures, there are those who balance the characteristics of a linnorm are similar enough to a dragon's
depravity of their evil brethren, wyrms who exemplify that this is widely accepted among the scholarly popula-
the virtues of honor, charity, and self-sacrifice. Yet notall  tion: Researchers also claim linnorms are on the precipice
breeds of dragonkind possess such balancing agents. Born of  of extinction, and the fact that younger linnorm sightings
dark legends and apocalyptic myths, linnorms are dragons of  occur infrequently adds weight to the hypothesis.
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Some sages tell a different story,
though, declaring these theories pure
drivel—pretexts manufactured to keep
the heritage of these god-defying crea-
tures hidden. These sages assert that
linnorms instead originated from the
far side of the Corpse Gate in Nifl-
heim, the layer of the Gray Waste of
Hades where the goddess Hel courts
the dead. There, in the boiling spring
of Hvergelmir, the primeval ancestors
of linnorms bred among themselves in
an orgy of debauchery and incest.

Chief among them was Nidhoggr
the Dread Biter, the vile corpse-sucker
who gnaws one of the roots of Yggdra-
sil, foreing the great ashen World Tree
to know true suffering, Nidhoggr is not
alone in Hvergelmir—other serpents
thrive there and help the great corpse-
tearer rot away the roots of the World
Tree, There are the serpent broth-
ers Goin and Moin and their father

Grafvitner the Gnawing Wolfl There
live Grabak the Gray-Back, Grafvollud
the Field Gnawer, Ofnir the Entangler,
Svafnir the Sleep-Bringer, and count-
less others

How the linnorms broke free of
their vile breeding nest and into the
realm of mortals remains a point of
contention. The popular theory spec-
ulates that the World Tree's roots have
decayed enough so that a twig has
fallen away, allowing the lesser ser-
pents to wriggle through to the Mate-
rial Plane. A more radical view claims
that Odin's cataclysmic imprisonment
of Hel's older brother Jormungandr,
the immense World Serpent, created a
planar rift that allowed the linnorms
to extend their uncle's hatred to the
Material Plane. Either way, what was
thought to be locked away by the dei-
ties themselves have found a way to
envenom the realms of mortals.

Whether they are draconic stepchil-
dren or godly progenies, linnorms are
among the most despicable of all drag-
onkind. Rumors of their capacity for
meting out destruction precede them,
and most who encounter these dread
wyrms dearly hope the scholars—those
who proselytize the coming end of the
linnorm race—are right.

FRYSIOLOGY OF THE LIVYOR

Although linnorms draw frequent
comparisons to dragons, their anato-
mies are more suggestive of serpents,
with' elongated bodies that lack wings
and rear legs. Linnorms live longer
than dragons and never stop growing,
reaching ages of 4,000 years, lengths of
7o feet, and masses of 2 tons, Unlike
dragons, however, they do not gain new
abilities and powers as they age.
Sporting a flexible skeleton con-
taining hundreds of vertebrae, a
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ECOLOGY

KNOWLEDGE OF THE LINNORM

The following t

ta finn

Knowledge (arcana)
DC Result

linnorm grows large trink muscles
that allow for rectilinear locomotion—
digging into the ground with the scales
of its underbelly and pushing forward
with its ribs. Only two front legs facili-
tate movement as its hind limbs, or
anal claws, have been lost to atrophy
due to elongation of the body. The
forelegs end in sharp, razorlike claws.

A marrow skull with locked jaw-
bones contains roughly three-dozen
teeth that curve back toward the
throat, making escape difficult once
it bites into its prey. Unusually long
saliva glands in its upper jaw store an
enormous amount of toxing or other
compounds, which many linnorms
utilize to poison their enemies or cre-
ate their deadly breath weapons.

A linnorm has a central nervous sys-
tem and a developed brain. Its inter-
nal organs are compact—it is missing
its left lung and has the ability to shift
its three-chambered heart to one side,
allowing it to swallow food within the
narrow confinement of’its body. During
digestion, by-products pass to the clo-
aca, where the body reabsorbs water and
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excretes the rest through an opening at
the base of the tail near the internalized
reproductive organs.

Cold-blooded, a linnerm can sur-
vive for a full year without sustenance
by allowing its body temperature to
drop. This efficiency has proven seren-
dipitous, as a linnorm often depletes
the food supply of its surroundings. In
warmer climates, a linnorm pants so that
the water in its mouth evaporates, which
causes a cooling effect that helps to regu-
late its oyerall bbdy temperature,

Alinnorm interacts with its environ-
ment using superior sensory systems.
It lacks external ears but has eardrums
below its eyes that allow it to pick up
low frequencies and vibrations. Tt
constantly flicks its tongue to gather
information about its surroundings,
as it has highly developed taste buds
that intercept airborne chemicals and
a specialized organ in the roof of its
mouth that processes this informa-
tion. A linnorm’s head bears small pits
that contain heat-sensing cells that
convert the infrared spectrum to nerve
impulses that transmit to the brain,

allowing the linnorm to detect crea-
tures in even total darkness.

Rough, dry scales serve to retain body
moisture and prevent the' linnorm's
internal organs from drying out due
to loss of water. The underlying skin
determines these scales’ pigment and
varies among the many different lin-
norm breeds, ranging from dull grays
to bright oranges. Once a year, a lin-
norm's eyes gloss over, indicating that
itis ready to shed—a new layer of skin
growing beneath the old causing the
scales’ color to become dull. Eventu-
ally, the linnorm hooks its lip on a tree
or rockand squirms out ofits old, dead
skin. Many scholars and trophy hunt-
ers prize the cast-off skins of linnorms
and might pay up to 12,000 gp for an
intact find.

Out of the many different breeds of
linnorms, the gray linnorm, dread lin-
norm, and corpse tearer are the three
most extensively documented.

Gray Linnorm: Grays are the small-
est of the linnorms, reaching lengths
of only 20 feet. They use their trunk
muscles exclusively for locomotion
without the aid of their front legs. At
birth, their scales are jet black and fade
to dull gray with age. Unique to gray
linnorms are a rear poison gland and
curved stinger at the tip of their tails
that drip with deadly venom.

Sleeker than most of its brethren,
a gray linnorm must take care when
swallowing its food. To this end, its
saliva glands store a black corrosive
fluid that it can breathe as a deadly
weapon, allowing the gray to begin the
digestion process before swallowing to
lessen its chances of choking.

Dread Linnorm: Not only are these
linnorms unique in that they sport
two separate heads, they are also the
largest of their kind, reaching lengths
Df"l..lp to 7o feet. Two serpentine necks
extend from the main trunk of their
bodies, each ending in a massive head
adorned with a blotchy, rancid mane
that hangs below the jaw. Their scales
are pitch-black upon hatching but
seem to rot with age, turning a vari-
ety of sickly gray and brown shades. A
dread linnorm reflexively flushes its



ORIGIN OF THE LINNORM
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that was to come thereafter.

scales depending on its mood, causing
them to darken as its temper sours,
Two velatile compounds are stored
in a dread linmorm's saliva glands,
which combust with explosive force
when they make contact with air. The
first compound bursts into flame and
the second freezes instantly. Using
their enormous lungs, a dread lin-
norm's two heads can blow forth either
compound with sustained force.
Corpse Tearer: Corpse tearers are
the most revolting of all linnorms,
exuding a stench of death so over-
whelming it is impossible to ignore.
Having a splotched, brownish hue,
corpse tearers sprout patches of hair
seemingly at random, giving them the
appearance that they were once cov-
ered in hair but large clumps of it have
since fallen out, Moss and slime hang
from their scales, which they use to
camouflage themselves, making them
resemble enormous dead trees while
still. Their claws are broken off at the
ends, with nothing remaining but soiled
shards that are jagged and deadly.
These horrific serpents can spit two
deadly toxins. The first is a magic-
infused venom that can paralyze any
living creature and the other is an air-
borne disease called linnorm fever that
attacks the central nervous system.

srother and

ESYCHOLOGY AND SOCEETY
(F IHE 11

There is[n!] Ilﬂmpathy OT compassion
in linnorms® spiteful hearts. They
care nothing for the life or death of
other intelligent races and would not
even lift a claw to save their own race
if threatened. The attitude of a lin-
norm boils down to very basie terms:
it is the linnorm against the world.
This single-mindedness results from

abandonment as a hatchling, centu-

ries of solitary living, selfishly putting
its own agenda before all others, and
refusing to trust anyone—especially
other linnorms. This ultimately takes
its toll on the minds of linnorms
and once they reach their venerable
ages they are quite insane with ram-
pant paranoia.

A linnorm has one sole purpose
in life, driven by instinct: to amass
wealth and power at all costs. They are

loners, usually refusing to ally with
any living thing. When they do, they
turn upon their collaborator as soon
as they achieve their goals. They make
their lairs in deep tunnels and out-
fit them with elaborate traps so they
can stash their hoards away from the
world. A linnorm spends long, for-
lorn centuries coveting and guarding
ity treasure, calculating its value and
memorizing its contents.
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Linnorms have no societal structure
to speak of and do their best to ensure
that their territories do not encroach
upon one another—an unusual event
in most regions considering these
creatures’ rarity. The only contact
among lhe species occurs during
mating. Once every decade, a female
linnorm releases pheromones tuned
to the heightened senses of a male,
indicating that she is ready to breed.
Potentially, the breeding of linnorms
is a repulsive sight, as they engage in
a “mating ball,” entangling each other
with their long bodies until observers
cannot ‘determine where each begins
or ends, More often than not, though,
this instinctual call goes unanswered.

Should mating occur, soon after, the
female lays her clutch of eggs and cares
for them until they hatch, abandoning
the young to their fates immediately
thereafter. The life of a hatchling is often
short and cruel, with the weakest perish-
ing from exposure or the predations of
its kin. This is ultimately the cause of the
race’s scarcity and aggressive behavior.

A linnorm doesn't hesitate to raze the
landscape out of spite; and intruding
upon linnorm territory is the quick-
est way to draw its attention. Linnorms
study their foes from a distance to plot
their attacks, which are often quick and
decisive. They exploit their strengths to
the utmost advantag_e, raining destruc-
tion down upon their enemies while tar-
geting the strongest foes, moving in close
when they deplete their magical and
long-range attacks. Even then, linnorms
only directly engage in battle when they
have a clear and decisive advantage: A
wounded linnorm usually retreats, as
none are gallant enough to have pride.

Gray Linnorm: Grays are the most
spiteful and hostile of all the linnorm
breeds, reveling in deception. They
make their lairs in elevated locations
so they can see any fool who dares
approach. Paranoid to an extreme,
grays assume any intruder to be after
their hoard and attack on sight.

Grays love to kill with their claws and
tail stingers, and frequently close with
enemies after initial batteries of long-
range attacks, preferring improvisation
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OTHER LINNORMS

Aside from the commonly deseribed linnorms, at least sevien others are storied fo exist,
Flame Linnorm: Radiant, fire-breathing beasts, these linnorms lair in deep cav-
erns and dote over massive treasure hoards.
Forest Linnorm: Like gigantic 25, these linnorms possess no limbs; slithering
through the wildness and tricking prey with their ability to mimic noises.
Frost Linnorm: Incredibly territorial, these fupred, blue-white linnorms employ

strange magics and attempt to/freeze any creature that ventures into their domiains,

Land Linnorm: Greedy in the extreme, these hill-dwelling linnorms are the
must likely to manipulate hunvanoids into their service.

Midgard Linnorm: The direct offspring of jarmungandr, the Midgard Sepent, this
powerful, elusive linnorm

—possibly the only of its kind—has incredible control over

walerand lairs upon the ocean floor.

Rain Linnorm: Arregant land and swamp-dwelling dragons, these weather-manip-

ulating linnarms exhibit incredible greed, even for members of their covetous race.
Sea Linnorms: Cold and vicious, sea linnorms terrorize the waves of the deep
ocearn, seeking to keep sentient creatures confined to their tiny continental homes.

to planning. They often take a wounded
foe into the deep tunnels of their lairs,
where they play a cruel game of "escape
the dragon” before finishing: off the
poor soul.

Exceptions to their species, gray lin-
norm parents Temain together until
their hatchlings can fend for them-
selyes, pairing to mate again in another
30 years.

Dread Linnorm: None of the lin-
norms$ bear more of an irrational
hatred for humanity than dread lin-
norms. These linnorms make their
lairs as far from human settlements
as they can, typically in dangerous and
barren climates. Nevertheless, his-
tory has recorded several incidents of
dread limnmorms completely annihi-
lating towns or villages and making
their lairs in the resulting devastation.
Thankfully, these occurrences are few
due to the rarity of the breed.

A dread linnorm considers every-
thing around its lair to be under its
rule; which usually consists of laying
everything to waste so it can pluﬂdef
the spoils: It spends much of its time
afterwards surveying the devastation,
scanning for intruders. If someone does
encroach upon its domain, or worse,
steals some of'its treasure, the linnorm
stops at nothing to locate the trespass-
ers and exact horrific retribution.

A dread linnorm aceumulates
wealth solely from instinct and does
niof feel the stir to catalog its hoard

or put it to use. While other linnorms
might alter their combat strategies
so that no harm comes to their foes’
loot, a dread linnorm thinks nothing
of unleashing the full force of its fury.
On the other hand, this lack of regard
does not extend far—like all linnorms,
a dread linnorm spends most of its
days defending its hoard.

Corpse Tearer: Thought by some
to be direct descendants of Nidhoggr,
corpse tearers are the most feared of
the linmorms, and rightly so, as few
other serpents or dragons are powerful
enough to oppose them. Having devel-
oped a taste for rotting flesh, these lin-
norms make their lairs deep beneath
ancient burial sites and battlefields,
leaving the surface to the desecra-
tions of other linnorms. Defending
their underground lair are countless
undead minions, stirred from their
eternal sleep by corpse tearers’ excava-
tions or the remains of fallen adven-
turers brave or foolish enough to have
once challenged the linnorms.

Always striving to increase their
wealth, corpse tearers send their min-
ions/out to raid graveyards and human
settlements, the undead invaders
returning with ever-increasing num-
bers and more treasure. All manner
of undead form the morbid society
of'a corpse tearer’s abode—skeletons,
wraiths, wights, banshees, vampires,
and even the animated corpses of
dragons and other linnorms,



SEA LINNORA

A massive snake, finned and frilled in all the
colors of the angry sea, splits the waves in a
spray of stinging salt water. From above a
mouth full of sharklike fangs, a pair of pupil-
less, ruby eyes narrow menacingly.

SEA LINNORM CR 21
Always LE Gargantuan dragon (aquatic)
Init +0; Senses blindsight 120 ft., keen
senses; Listen +23, Spol +23
Languages Aquan, Draconic, Infernal

Keen Senses (Ex) A sea linnorm sees
four times as well as a human in low
light conditions and twice as well in
narmal light.

Breath Weapon (Su) 60-foot cone of
caustic acid droplets, once every 1d4
rounds; damage 24dé acid, Reflex DC
32 half; only effective above water.
The save DC is Constitution-based.

Capsize (Ex) A submerged sea
linnorm that surfaces under a
boat or ship less than 30 feet
long capsizes the vessel 95% of

AC 42, touch 6, flat-footed 42
{+36 natural,—4 size)

hp 403 (26 HD); DR 30/magic

Immune all enchantment spells,
paralysis, sleep

SR 36

Fort +24, Ref +15, Will +20

Speed 30 ft. (6 squares), swim 80 ft.

Melee bite +36 each (4d6+14) and
2 slams +34 (2d8+7) and
tail slam +34 (2d8+21)

Space 20 ft.; Reach 20 f.

Base Atk +26; Grp +52

Atk Options Awesome Blow, Cleave,
Great Cleave, Improved Bull Rush,
Improved Sunder, Snatch; breath
weapon, capsize, tail sweep (2d6+21)

Spell-Like Abilities (CL 16th):
At will—fog cloud, water breathing
3/day—control water, qust
of wind (DC 17), reverse
gravity, solid fog
1/day—shapechange

Abilities Str 38, Dex 10,
Con 29, Int 14, Wis
20, Cha 21

Feats Alertness,

Awesome Blow,
Cleave, Great Cleave,
Improved Bull Rush, Improved Sunder,
Multiattack, Power Attack, Snatch

Skills Appraise +11, Bluff +23,
Diplomacy +27, Gather
Information +23, Hide +6%,
Intimidate +25, Knowledge
(arcana) +18, Knowledge
(geography) +20, Listen +23,
Sense Motive +21, Spellcraft
+22, Spot +23, Swim +51

Advancement 27-40 HD
(Gargantuan); 40-53 HD
(Colossal)

the time. It has a 50% chance to
capsize a vessel from 30 to 70 feet

long and a 20% chance to capsize
one more than 70 feet long.

Tail Sweep (Ex) This special attack
allows a sea linnorm to sweep with
its tail as a standard action. The
sweep affects a half-circle with a
radius of 30 feet, extending from: -
-an intersection on the edge of the
linmorm’s space in any direction.
Creatures within the swept area
are affected if they are four or
more size categories smaller
than the linnorm (Small size or

smaller for a sea linnorm). A tail

sweep automatically deals the
indicated damage plus 1-1/2
times the linnorm’s Strength
banus (round down). Affected

creatures can attempt DC 32
Reflex saves to take half
damage. The save DC is
Constitution-based.

Skills A sea linnorm has-a
+8 racial bonus on any Swim
check to perform some
special action or avoid

a hazard. It can always
choose to take 10 on a Swim
check, even if distracted or
endangered. |t can use the
run-action while swimming,

provided it swimsin a

straight line.
*Sea linnorms have a +8

racial bonus on Hide checks

when submerged.

Maritime tales speak of mighty
sea serpents that are large enough
to'capsize galleys. These seafaring
linnorms are exceedingly vindic-

tive and seck retribution for the
harm domne to the ocean’s marine
life. The sea linnorm traverses both
land and sea with ease, terrorizing
shipping lanes and fishing villages.

Accounts told from shell-shocked

survivors tell of a whirlwind fury

of dreadful fogs, crushing fins, and

a haze of acid lingering behind the

barely glimpsed form of a terrible

serpent slithering back out to sea.

Sea linnorms speak Aquan, Draconic,
and Infernal, although some have been
known to learn Common. &
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idden behind walls of tangled vines, towers of primordial

willows, and moats of slow-moving waters brimming with

a thousand different deaths, lizardfolk claw out their sav-
age domains. From the hearts of the deadliest swamps, dark
places where sinister things crawl and forgotten evils lurk,
these reptilian primitives thrive in savage solitude. Often
numbered among the evils that stalk such wetland wilds, liz-
ardfolk are far more than simple-minded raiders and territo-
rial murderers—although they are exactly those things too.

HISTORY OF THE LIZARDFOLK

Lizardfolk have a strong oral tradition, and the story of how

they came to exist is the first legend taught to hatchlings.
Semuanya, the breeder of all lizardfolk, had a mate in

the long ago times. Kecuala and Semuanya lived in har-

mony together, neither one dominant. Each of them was

a Watcher who prowled the primordial jungles, seeking
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out their enemies, a Survivor who plucked edible things
from the ground and slew wild beasts for their flesh, and a
Breeder who bore clutches of soft eggs and buried them in
the ground to keep them warm and safe.

While Semuanya settled contentedly into its life, Kecuala
did not. Kecuala worked its soft, gray brain with pointless
questions. Tt made no decisions, squatting and thinking
while life went on around it. When Semuanya chided Kecu-
ala, Kecuala cried, “How can [ watch or hunt or breed with-
out first thinking? The decisions are so many and so great!
What if my actions bring trouble? I must be cautious, must
be careful, must think things through!”

Semuanya shook its head and went out to hunt, and
when it returned it found Kecuala gone. Unable to con-
quer its indecisiveness, it had split in half and left two
smaller Kecualas behind. One of the small new lizardfolk
waved its sharp claws in the air, growling its desire to fight




and hunt. The other hid behind its
partner, hissing its will to stay home

and breed, and to cover its clutch with

earth to keep it warm and safe.
Semuanya in its wisdom called the
aggressive Kecuala “male” and the
passive Kecuala “female” and helped
them to build a place to live and
breed. Semuanya watched over the
Kecualas—which lizardfolk still call

themselves to this day—and continues

to guard their progeny, hoping that
one day Kecuala will stop thinking
so much and join its halves together
again so it can watch and hunt and
breed with Semuanya once more.

PHYSIOLOGY OF THE LIZARDFOLK
While at first glance lizardfolk bod-
ies seem as straightforward as their
culture, in reality they are much
more complex. Lizardfok weigh
from 200 to 280 pounds and possess
powerful builds. Their stout frames
stand 6 to 7 feet tall—in addition to
3-to-4-foot-long nonprehensile tails
that they use for balance.

Lizardfolk skin is a thin white
membrane that grows hard scales

Lizardfolk . not amphnbms, but they can rema

lizar

of other h id

underwater for

long periods of time. Separate lizardfolk tribes vary greatly in

technological advancement, alignment, physical stature, and racial abilities

 Lizardfolk almost

ranging in color from onyx black to
olive green to mud brown, sometimes
with mottled or even striped patterns.
As their eggs have porous shells, the
pigmentation of mud and water seeps
in during development, determining
a hatchling’s coloration. This means
that if lizardfolk move from one area
to another, new hatchlings might pos-
sess different colorations than their

ed Semuanya, Their triba

parents, although body size, eye color,
and the number of serrations on their
crests are inherited traits.

The jaws of lizardfolk bear a unique
construction of solid bone plates with
a serrated front edge. The sharp edge
of the jawbone protrudes through the
gum line, functioning as canines for
ripping meat while molarlike ridges
run along the rear of the jawbone.
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Crests are another distinctive physi-

ological trait of lizardfolk. Males pos-
sess large crests that run from the
tops of their heads down between
their shoulder blades, while females
have two smaller crests running par-
allel along their heads down to the
backs of their necks.

Lizardfolk reproduce sexually. A
female lizardfolk lays a clutch of

SEMUANYA
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one to three eggs several weeks after
mating and buries them in mud

and composted plant matter. These
eggs, each just larger than a foot in
diameter, absorb water and plant
matter to feed the growing embryo
ingide. The fetus does not develop
genitalia until approximately a week
before it hatches, which develop in
response to the type and amount

of nutrients the fetus receives. A
prosperous tribe that has an abun-
dance of compost hatches an equal
number of males and females. A less
well-off tribe that has few scraps

to bury its eggs in produces mostly
males. This adds valuable hunters to
the tribe while reducing the number
of needy offspring the next genera-
tion hatches. Irregularly, lizardfolk




hatchlings are born with both male
and female sex organs—neither set
functional. Such sterile offspring
often possess female crests, unusu-
ally complex brains, and corre-
spondingly greater intellects.

Several atypical varieties of lizard-
folk exist, the most common being
brutish blackscales and the cunning
pygmy poison dusks (see the Monster
Manual 111). Each breed exhibits traits
suited to the lands it inhabits, as well
as customs and practices that vary
radically from tribe to tribe. As such,
it proves as difficult to predict the
temperament and actions of lizardfolk
as it would be to do so for humans
or elves. Varying breeds of lizardfolk
rarely occupy the same areas, but
when they do, tribal conflicts prove
just as likely as unified societies.

PSYCHOLOGY AAND SOCIETY
OF THE LIZARDFOLK

The societies of most lizardfolk tribes
seem simple by the standards of nonl-
izardfolk, but this simplicity has devel-
oped as a reflection of their deep-rooted
faith. The story of their origins has led
most lizardfolk to condemn intelligence
as pointless and wasteful. Lizardfolk
believe, like their deity Semuanya, that
life is meant to be lived and that hunt-
ing, fighting, and breeding matter most.
Intelligence leads to overthinking situ-
ations and to the corruption of their
straightforward culture,

The exception to this philosophy
comes in the form of the occasional
sterile, hermaphroditic lizardfolk
hatched with superior intelligence.
Often taking up the mantle of sha-
man, lizardfolk of this uncommon
breed advise the tribe but rarely rise
to positions of true power. Lizardfolk
revere such shamans as touched by
the divinity of Semuanya—paragons
closer to returning the broken halves
of Kecuala to a unified state. As these
shamans cannot breed, and lizard-
folk females reject mates who display
above-average intellects, lizardfolk
technology rarely advances.

Survival is of key importance to
lizardfolk society, and so the tribe

DOGON TO DUNWATER
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treats the strongest and hardiest
males and females with the great-
est respect. The most powerful

male warrior takes command of

the tribe and selects the healthi-

est and strongest females to mate
with. Although exceptional intel-
ligence is disdained, cunning and
tactics in battle are highly respected,
especially when combined with the
prowess to implement such strate-
gies. Thus, many lizardfolk lead-

ers show exceptional canniness in
leading their people, both on and
off the battlefield. When multiple
lizardfolk lay claim to the position
of leader—or there is any dispute
within the tribe—the feuding parties
fight to the death, the victor proving
that Semuanya favors him.

Due to their martial culture, most
other humanoids view lizardfolk as a
violent, cannibalistic, savage race, but
in reality lizardfolk tribes vary in their
methods of dealing with outlanders.
Lizardfolk as a whole have no strong
leaning toward any extreme align-
ment or particular ruling philosophy
other than survival of the fittest. They

defend their territories ferociously,
but when approached respectfully
most tribes trade and negotiate

with other races willingly. Some
tribes, however, attack strangers on
sight—especially those of the primal
blackscale tribes—but such aggression
usually results from years of fighting
off invading races.

Lizardfolk disdain intricate decep-
tions and politics. If they desire some-
thing another race possesses, they
might try to trade for it or take it by
force. A few nomadic tribes—largely
among the poison dusk—prefer
stealth and theft over diplomacy or
aggression. Each tribe differs, but
most broadcast their intentions
straightforwardly and openly.

In general, lizardfolk make perma-
nent homes in temperate, swampy
lands, although the differing breeds
prefer some variations. Some of the
more advanced tribes build crude
huts, but most find natural shelters
in underwater caves containing air
pockets or large copses of swamp
trees with canopies big enough to
shield the tribe from the elements.
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ADVANCED LIZARDFOLK

Females and children guard the
settlement and gather edible roots
and plants for the tribe. Males serve
as scouts, hunters, and warriors.

LIZARDFOLK IN EBERRON

The best-known lizardfolk in EBexr-
RON are the blackscales, poison dusk
pygmies, and twenty-four Cold Sun
Tribes of normal lizardfolk living

in Q'barra. All three varieties are
extremely dangerous, although some
of the Cold Sun Tribes have made
peaceful overtures toward nonlizard-
folk. Many of the Q'barra lizardfolk
serve the great black dragon Rha-
shaak and seek to protect their lands
and holy grounds from outsider set-
tlers new to the region. Lately, black-
scale raiders have captured numerous
residents of Newthrone's outlying
lands and even Cold Sun lizardfolk
to sacrifice to Rhashaak in the great
volcano-city of Haka'torvhak. This
especially disturbs the Cold Sun liz-
ardfolk as they fear some dark plot
on the part of Rhashaak. In addi-
tion, the agents they dispatched to
investigate the blackscales’ plots have
returned with broken minds and ter-
rible mutations.
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LIZARDFOLK IN FRERIN

Large lizardfolk tribes exist in the
southernmost reaches of Faerlin,
mainly in the swampy areas of the
jungles of Chult and Rethild, the
Great Swamp, between Halruaa and
Dambrath. Rumor has it that a ruined
city in the heart of Rethild has had a
corrupting influence on the lizardfolk
tribes, spawning demonic lizard kings
and queens. These half-fiends have
united many tribes of their weaker kin
and are slowly conquering the enor-
mous swamp (see Serpent Kingdoms).

Lizardfolk also populate the warm
marshes of the Western Heartlands,
most notably the Lizard Marsh and
the Marsh of Chelimber. Some lizard-
folk have recently started singling out
and attacking Zhentarim caravans that
pass too close to the Marsh of Che-
limber. In response, the Zhents now
spread rumors of lizardfolk assault-
ing and devouring innocent travelers,
hoping that someone eliminates the
reptilian threat for them.

LIZARDFOLK FEATY

The new feats presented here are fre-
quently used by lizardfolk but might

be suited to any creature that meets
the prerequisites.

DEEP BREATHER [GENERALI

You can hold your breath much lon-
ger than normal.

Prerequisites: Con 16.

Benefit: You can hold your breath
for double the normal number of
rounds before you risk drowning (see
page 304 of the DUNCEON MASTER'S
Guide). For example, 2 human with
this feat can hold his breath fora
number of rounds equal to four
times his Constitution score before
he risks drowning.

Normal: A human can normally
only hold his breath for a number of
rounds equal to two times his Consti-
tution score before he risks drowning,

CHAMELEON BLOOD

Lizardfolk with this feat can
slightly shift the color of their
scales, aiding them in blending in
with dense vegetation.

Prerequisites: Lizardfolk, Cha 14.

Benefit: Lizardfolk with this feat
gain a +06 racial bonus on Hide
checks made in forested or swampy
environments.



REPTILIAN HEALING

Lizardfolk with this feat heal at

an increased rate, much like many
lesser reptilian creatures.

Prerequisites: Lizardfolk, Con 16,
Great Fortitude.

Benefit: Lizardfolk with this feat
regain hit points from normal healing
at double the normal rate. For example,
a full night's rest allows a lizardfolk
with this feat to regain 2 hit points per
character level or Hit Die, while com-
plete bed rest restores 4 hit points per
character level or Hit Die. This ability
does not allow a lizardfolk to regener-
ate or reattach lost limbs.

Normal: A full night’s rest normally
only restores 1 hit point per character
level or Hit Die, while complete bed
rest usually only restores 2 hit points
per character level or Hit Die.

LIZARDFOLK TRCTICS

Skilled guerilla combatants, lizardfolk
warriors are experienced at fighting in
small hunting parties or warbands. In
such groups they make use of a variety

of tactics effective against prey, what-
ever shape it might take.

Scaled Squads: Obedient to powerful
leaders, warbands of six to ten lizard-
folk commonly follow commanders
with barbarian or ranger levels. Skilled
ambushers, frequently only half of'a
lizardfolk warband charges from cover
into melee, leaving a reserve group to
attack from range and cover the van-
guard’s retreat. Lizardfolk rarely fight
to the death and commonly withdraw
once reduced to half their hit points.

Deep Divers: Lizardfolk prefer to
engage enemies in or near water. Using
their hold breath ability to hide or
retreat underwater, they regularly take
advantage of the improved cover
wading in water provides (see page 3
of the DuncEoN MasTER's Guide). Heav-
ily armed lizardfolk often drop their
shields to fight underwater, as shields
hamper their swimming abilities.

Swamp Stalkers: While the dense
vegetation of their swampy homes
malkes the mounts of other human-
oids impractical, lizardfolk frequently

domesticate ani-
mals for their
cunning in
battle. Crea-
tures like
crocodiles,
deinonychuses,

megaraptors, mud-
maws (see the Monster
Manual IT), Medium or
larger snakes, or nearly

any creature from Chapter
6 of Serpent Kingdoms might
follow or even be ridden

by lizardfolk into battle. In
addition, tyrannosauruses
or other Huge or larger
dinosaurs, black or green
dragons, and wyverns
might carry entire lizard-
folk warbands into battle.
Skeletal dragons (see the
Draconomicon) and various
plant creatures are some-
times created or cultivated
by lizardfolk shamans to
protect their tribes. i
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“Tonight I witnessed a dread omen—something foul descending

through the nighttime skies as though from the moon itself.”
—QGaliel the Astrologer, The Last Journal of Galiel

KNOWLEDGE OF THE MOONCALF
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PRYCHOLOGY AND SOCETY
OF THE MOONCALF
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radius gain turn resistance +2. This
stacks with any turn resistance the
creature might already possess.

Ghostly glimpses, distorted reflec-
tions, and eerie mirages haunt an
area under an Omen of Bones.

OMEN OF CROWS

The land seems dark, as though it
were but one vast graveyard.

Prerequisite: Mooncalf, 28 HD.

Benefit: A mooncalf with Omen of
Crows can create an aura that damp-
ens healing magic. Within a 5o-mile
radius, all cure spells heal one less hit
point of damage per casting.

An area under an Omen of Crows
is often infested with crows or similar
scavenging birds,

OMEN OF FLIES

Pestilence spreads through the land.
Prerequisite: Mooncalf, 28 HD.
Benefit: A mooncalf with Omen of

Flies can create an aura that strength-

ens diseases of all kinds. Within a 50-

mile radius, all saving throws against

disease take a -2 penalty.

An area under an Omen of Flies is
often infested with flies, maggots, and
other insectile vermin.

OMEN OF LOSS

Memories become lost and history
fades away.

Prerequisite: Mooncalf, 28 HD.

Benefit: A mooncalf with Omen of
Loss can create an aura of forgetful-
ness. All creatures within a 50-mile
radius take a -2 penalty on all bardic
knowledge rolls and Knowledge
skill checks.

A thick mist and haunting lights
settle over a land afflicted by an Omen
of Loss.

OMEN OF SNAKES

Poison becomes more virulent.
Prerequisite: Mooncalf] 28 HD.
Benefit: A mooncalf with Omen

of Snakes can create an aura that

strengthens poisons and venoms of
all kinds. Within a so-mile radius, all

saving throws against poison take a

-2 penalty.

An area under an Omen of Snakes
is often infested with snakes,

OMEN OF STORMS

A feeling of dread settles over the land.
Prerequisite: Mooncalf, 28 HD.
Benefit: A mooncalf with Omen of

Storms can create an aura that spreads

fear and unease. Within a s50-mile

radius all creatures with an Intelli-
gence score of 3 or lower must make

a DC 15 Will save or be shaken for the

whole day.

An area under a Omen of Storms
has cloudy, stormy weather.

ALTERNATIVE MOONCALF ORIGINS

The idea of mooncalves being
spawned by a race of alien gods that
exist in the void between worlds isn't
appropriate for all cosmologies. With-
out changing their basic behavior, it's
possible to use an alternative origin
for mooncalves to bring them more
in-line with any campaign world. A
few examples are presented here:

Aberrant Creations: Although
mooncalves believe themselves to be
the spawn of otherworldly deities, they
might in truth have been constructed
as servants of illithids, grell, or any
number of other aberrant creatures.
Mooncalves might have escaped their
original masters, or they might be
unknowingly vulnerable to the magic
or psionic powers their progenitors
use to secretly control them.

Alternatively, within recent memory
the illithid god Maanzecorian was
destroyed. The moongods might
embody the lingering fragments
of that deity’s sundered divinity, or
be the remnants of Maanzecorian's
orphaned herald.

Fiendish Origins: The moongods
might actually be a single evil deity
who uses mooncalves as its pri-
mary agents in the mortal realm.
Alternatively, mooncalves might be
anew breed of fiendish inhabitant
belched from the pits of Carceri,
Gehenna, or Hades.

Other Planes: The unknowable
creatures that created the mooncalves

it ds.com/dn
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might actually be natives of the Astral
Plane. It's not the space between
worlds they inhabit, but the space
between realities. Mooncalves seek
high places because the rarified air
is more like astral space, which they
have no innate way of returning to.
Alternatively, mooncalves are
inscrutable, alien horrors, making
them perfect vanguard agents of some
intelligence from either the depths of
the Ethereal Plane or the Far Realm
(see DRAGON #330). =

February 2006 DRAGON 340 E



Shrouded in

DEATH

The Ecology of the Muraray

by Terry Edwards - illustrated by Wayne Reynolds

They were the stuff of legend in lands
half a world away. It was unheard of that
a mummy should exist in the tropical
southern continent, but there | was in
the cavern tombs of the Mazteceta,
frozen in fear as the undead monster
pounded the life from my companions.
At the time | didn't realize that the crea-
ture, with painted black skin stretched
over clay molded in the shape of a man,
was a mummy. When my wits were
about me, [ fled the cavern alongside the
guide who had led our company fo the
tombs. He was injured, struck by the
mummy, but nothing beyond my ability
to heal, or so | thought. Within two days,
the young man turned to dust before my
eyes, cursed by the ancient guardian of
an extinct civilization.

Years later | would return with the
knowledge and power to master the
monster. It now stands on display among
my own creations and mummies col-
lected from around the world.

—Uleram Zhehad, Author of You Live
Again, Forever

Ey Ecological Notes

Mummification is the state of a corpse in
which bacteria and fungi are unable to
grow and cause decay. This preserved
stafe can occur naturally in the proper
conditions or can be imposed upon a
corpse artificially. Whether a mummy is
created by natural or artificial means,
there are only two ways to animate it
into as undead: an act of the gods or a
create greater undead spell.

78 october 2002

Three natural settings consistently
mummify a corpse given enough fime.
The hot climate and salty sand of the
desert are ideal conditions to preserve a
corpse. Buried in the sand, a corpse
loses all moisture in a matter of weeks.
Another ideal condition combines the
freezing temperature and dry winds
found in many glacial and mountain
regions. The bitter cold prevents decay
as the dry wind slowly dehydrates the

corpse, leaving a “freeze-dried” mummy.

A corpse can be frozen without being
dehydrated, but a mummy created in
such a fashion is subject to decay if
temperatures rise above freezing. One
last natural mummy type thar bears
mention is the bog mummy. Peat bogs,
found in most femperate coastal regions,
are ideal for mummy creation. Peat bogs
are highly acidic beds of decaying moss.
A corpse left in the cold, wet peat is
preserved as its muscle dissolves and its
skin cures to a leathery fexture. Buried
in the acidic peat, the bones of a corpse
lose calcium, leaving them spongy; the
result is offen a deformed mummy.
Many methods have been established
to preserve the dead. The best known of
these comes from an ancient desert civ-
ilization. Following the guidelines per-
fected over millennia, the first step in
creation is fo wash the corpse in palm
wine, although any disinfecting alcohol
suffices. The brain and internal organs
of the corpse are then removed, leaving
only the heart, which is said to be a vital
organ for rebirth of the body. Canopic

jars are used fo store fthe preserved
organs, one jar each for liver, lungs,
stomach, and intestines. It is believed
that each jar represents a different god,
and they are faced in one of the four
cardinal directions. Some sages claim
these jars store an animated mummy's
life force much like a lich's phylactery.
This is a misconception that has cost
many a tomb robber his life.

After removing the organs, the skull is
rinsed with palm wine and the abdominal
cavity is stuffed with bags of incense
and spices. Salt is then packed around
the body to dehydrate the corpse (an
average human corpse requires 400
pounds of salt to dehydrate). The corpse
is left in a hot, dry room until mummi-
fied, a process that generally takes 35
days. According fo the ancient method,
the mummy is rubbed with frankincense
and myrrh and wrapped with strips of
linen held in place with a liquid resin.
These linens are often inscribed with
spells to protect the mummy in the
afterlife. Gold caps on the fingers and
toes are the finishing touches prior to
the rituals and spells allowing the
mummy to live again.

Clay mummies predate even the earli-
est wrapped mummies, and their creation
process is very different. For this type
of mummy, the skin is carefully removed
from the mummy to be used later, and
the internal tissues (fat, muscle, organs)
are discarded. After being stripped of all
flesh, the skeleton is meticulously cleaned
and then reassembled with support sticks
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tied to the bones where needed. Reeds
are stuffed into the skull, and clay is
molded around the skeleton to replace
lost tissues. Skin is then reapplied over
the clay and painted black with a water-
resistant pigment.

These are just two examples of
preparing a corpse for animation as a
mummy. As long as the basic elements
of preservation are presenf, a mummy
can be made. For instance, in a tropi-
cal climate, one could wrap special
plants around the corpse to dehydrate
and cure it. Smoking a corpse could
be another way to preserve the dead
for animation as a mummy. In a futur-
istic campaign, a corpse could be
soaked in a formaldehyde-like concoc-
tion, preserving the corpse with a
more life-like appearance.

Mummies are most often found in
ancient ruins, the strongholds of power-
ful clerics, and areas conducive to natu-
ral mummification. When created,
mummies serve primarily as guardians
of tombs, temples, and other important
religious sites. Natural mummies fend ro
wander aimlessly, destroying all life that
crosses their path. Most mummies do
not actively collect treasure, but their
lairs might accumulate treasure left by
slain intruders. Ancient cultures often
entombed their dead with treasures col-
lected throughout the deceased's life,
believing that you could take your
belongings with you into the afterlife.
Depending on the wealth the mummy
possessed in life, tomb robbing could be
a very profitable endeavor.

) Sociely Nokes

Mummies usually have a close spiritual
connection fo the people who created
them. Many cultures mummified their
dead to protect the deceased's spirit in
the afterlife. Others placed the mummies
of family members in the home so that
they could be together forever. In all
cases, the mummy is a link between the
living and the dead.

In cultures that mummify their dead,
an animated mummy might be vener-
ated as a living god. In this case, the
mummy could be housed in a temple
and placated with offerings and sacri-
fices. The mummy would likely be very
important to its people, representing
the vengeful wrath of the gods when
worshipers were unable to please it or
serving as a protector of the village in
times of attack.
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To appease the gods, some cultures
resort to human sacrifice, either leav-
ing the exposed corpse of the unfortu-
nate victim on a frozen mountain peak
or submerging it in a swamp. These
sites become important religious loca-
tions, oracles where those in need can
breech the veil between worlds and
petition the dead. The dead are mum-
mies animated by the god to whom they
were sacrificed, serving the living as
ancestral advisors or in other ways as
the deity decrees.

A mummy's relationship with
humanoids is dependent upon how the
humanoids view death or the undead.
Creatures without negative cultural
views of the undead generally find the
mummies beneficial to their existence.

W Killer Creature Combos
Mummies are known fo associate or
share lairs with many different crea-
tures, both living and nonliving.

Mummy and Will-O’-Wisp: Bog mum-
mies are prized cdmpanions fo the
swamp-dwelling will-o™-wisp. When seen
at a distance, this pair looks like a
lantern-bearing traveler having difficulty
navigating the swamp. The will-o'-wisp
can even call out to potential victims to
lure them closer. By the time their vic-
tims are near enough to discern their
real appearance, the will-o™-wisp is feed-
ing on the emotions of those who have
succumbed fo the mummy's despair abil-
ity. While the mummy engages combat-
ants, the will-o'-wisp can appear where
most needed to deliver its shock attack.

A single will-o-wisp and one mummy
is an EL 6 encounter.

Mummy and Mimic: Mummy fombs
are often stuffed with freasures, offer-
ings, statues, and sarcophagi. Mimics are
sometimes sealed in tombs to protect the
deceased's wealth from grave robbers.
A mimic hidden among the tomb’s con-
tents is almost impossible to spot until it
is too late. A foe paralyzed by the
mummy's despair ability is easy prey for
the mimic’s grapple, and a grappled
opponent is an easy target for the
mummy’s slam attack.

A single mummy and two mimics is an
EL 8 encounter.

Mummy and Brown Mold: Brown
mold is often found growing abundantly
in a mummy’s lair. A mummy is immune
to the mold's cold subdual damage, and
when PCs employ fire against the
mummy, the mold doubles in size.

Two mummies and a patch of brown
mold is an EL 6 encounter.

Mummy and Zombie: Other undead
are immune to the mummy's despair
ability, which is essential if one plans to
share space with them. While the abilities
of these monsters don't make for a fan-
tastic combination, the strength of pair-
ing these two undead lies in deception.
With a little work prior fo animating the
zombies, their creator can disguise them
as mummies. A zombie corpse can
undergo the same mummification
process as a frue mummy and then sim-
ply be animated as a zombie instead of
being the recipient of a create greater
undead spell. With any luck, the decep-
tion will lure PCs info using unnecessary
resources they would never waste on
foes as weak as zombies.

A single mummy and two zombies is
an EL 4 encounter.

}g Ve. PCe

The information below describes how
best to use a mummy’s abilities and is
intended to help a DM run a mummy
NPC. Players should skip this section and
instead read the Vs. Mummies section
later in this article for information on
battling mummies.

Despair, Use It or Lose It: A mummy’s
despair ability can only affect a given
creature once per day and only for 1d4
rounds. To put this ability to its best use,
make sure the mummy is in melee with
the PCs when they first see it. If any of
the PCs are paralyzed with fear, the
mummy should move in for a coup de
grace, even if it must risk attacks from
other foes to do so.

Trigger Your Traps: A crafty rogue
can all too often find and disable the
traps that litter a mummy’s lair. The best
way to prevent this is to have the
mummy set off the traps. A mummy is
completely unaffected by poison gas and
takes little to no damage from most
other traps after factoring in its resist-
ance to blows and damage reduction.

No Holds Barred: If a particular PC is
giving the mummy trouble, start a grap-
ple. If successful, the mummy will still be
able to deal damage with its slam attack,
but the grappled PC will be forced to
break the grapple or use a light weapon.
Grappling also places severe restrictions
on what spells a PC can cast and
requires the caster to make a
Concentration check. The loss of the
mummy’s Dexterity bonus to AC while



grappling is inconsequential since the
mummy has no bonus.

A Helping (Magical) Hand: Generally
used as guardians of tombs or treas-
ures, a mummy'’s creator usually
invests a little time crafting traps and
casting spells fo aid his undead sen-
tinel. Magic traps such as glyph of
warding, greater glyph of warding, and
symbol are favorites of the evil clerics
who animate mummies. Common
choices for glyphs include bane, circle
of doom, desecrate, and doom. For
areas that are maintained, unhallow is a
very effective spell, and if profection
from elements (fire) is the spell effect
tied to the site, the mummy’s biggest
weakness is practically eliminated.

Tactics: If possible, initiate combat
when the mummy is in melee range of
the PCs. The mummy's slow movement
and lack of a ranged attack leave it vul-
nerable if spotted at a distance.
Spellcasters are the biggest threat, so
charge the cleric, sorcerer, or wizard,
overrunning other PCs if necessary.

@J Ve. Mupnries

If your party runs info a mummy, don't
despair—there's plenty you can do to
overcome a mummy's abilities.

Do Not Despair: If the party fails to
overcome a mummy'’s despair ability, the
resulting paralysis could give the
mummy enough time fo pound them into
dust. A paladin’s aura of courage is the
best defense against despair. Paladins of
at least a2nd level are immune fo fear
effects and grant all who remain within
10 feer of them a +4 morale bonus to
their saving throws against fear effects.
If you have no paladin in your group,
you can still bolster Will saves with
spells or bardic music. Bless, protection
from evil, remove fear, and aid all
improve saves against fear effects. If a
party member has already succumbed to
despair, the remove fear spell allows a
new saving throw with a +4 morale
bonus. Remove paralysis negates the
effect for one person or allows a new
save with a +4 resistance bonus for two
people or +2 for three to four people.

This Guy’s Tough: Mummies are
resistant to blows, taking half damage
from physical attacks. After damage is
halved, the remaining damage must
exceed the mummy’s damage reduction
to actually harm it. There is no way
around the mummy’s resistance to blows,
but you can increase your damage to

compensate. Weapons with high damage
capability are an obvious choice. Using
weapons fwo-handed allows you to add
one-and-a-half times your Strength
bonus to damage, making the most of
each attack. Power Attack is also a good
option; don't be afraid to use this feat to
maximum effect since a hit that deals lit-
tle damage won't harm the mummy any-
way. To overcome the mummy's damage
reduction, it is wise to have a weapon
with at least a +1 enhancement. If you do
not have a magic weapon, fry the magic
weapon or shillelagh spells.

Fire and Magic: Mummies are particu-
larly vulnerable to magical and non-mag-
ical fire-based attacks. Although
expensive at low levels, alchemist’s fire
is a great weapon against the dry husk
of a mummy. Damage spells are good,
but fire spells are better. The most
effective low-level spells include burning
hands, flame blade, flaming sphere, and
produce flame. Keep in mind that cure
spells damage undead, so feel free to
dump useless spells for spontaneous
cure spells. Disrupt undead can come in
handy, dealing just enough damage to
finish off a badly wounded mummy.

Rotten Mummy: Mummy rof is
arguably the most devastating disease
known. Successful saving throws do not
allow a character to recover, and the
DC of 20 makes preventing damage a
hard task at best. A remove disease spell
is the best cure for mummy rot, but at
low levels you might be relying on the
local temple for help. Remember that a
Heal check can replace a saving throw
to buy time until the disease is removed.

Tactics: When combating undead, a
turning attempt should always be the
first action. If the cleric is successful, the
party should follow up with fire-based
aftacks to destroy the mummy.

A rogue is often most useful search-
ing for and disabling traps that are all
too often present in a mummy’s lair.
Bolster the Fortitude saves of melee
combatants; the best defense against
mummy rof is to nof confract it.
Mummies move slowly, so take advan-
tage of their speed with hit-and-run
tactics. If you expect fo fight mum-
mies, have the party druid rig a fire
frap on a door through which you can
lure the mummies.

B\ NPC Mureries
The standard mummy as presented in the
Monster Manual is great for challenging

low-level PCs or as a random encounter
in ancient ruins or isolated dungeons.
However, when faced with PCs of higher
level, the mummy needs a few more
tricks to challenge the group.
Advancement in Hit Dice is an option,
but adding a character class increases
the mummy’s power and can provide a
good story for an adventure. Below are
some example adventure scenarios:

Sorcerer: A naturally mummified
corpse animated by an evil god is a hor-
rid villain. It's even more of a horrid vil-
lain when the mummy is granted the
power of a sorcerer to help carry out
whatever plans the animating god has.

Since mummies generally have high
Charisma scores, they make good sor-
cerers. Mummy sorcerers animated by
a deity, as in the above scenario, know
the spells that will best aid the mummy
in its particular mission. In general,
mummy sorcerers prefer damage
spells, especially from the Necromancy
school, but they never use spells with
the fire descriptor.

Blackguard: Great heroes and champi-
ons of war are highly revered by the
people they fight for. Often immortalized
through mummification upon their
demise, the preserved icon serves as a
symbol of hope to the living.
Unfortunately, conflict on the Material
Plane tends to have repercussions in
other planes. A powerful outsider
wronged by the deceased hero could
take vengeance by animating the
mummy of the hero.

Under the tutelage of an evil outsider,
such a mummy can become a foul agent
of evil, a blackguard. The blackguard's
abilities are based on Wisdom and
Charisma, both of which are typically
high scores for mummies. A mummy
blackguard's aura of despair combines
well with its despair ability, paralyzing
enemies for an advantage fo ifs smite
good and sneak attacks. Preferred
mummy blackguard spells include inflict
spells (to heal its wounds), bull’s
strength, (to boost its combat abilities),
and protection from elements (to offset
its fire vulnerability). A mummy black-
guard who was a paladin in life might
gain the fallen paladin blackguard abilities
as though it retained its paladin levels.

Cleric: The religious leaders of ancient
civilizations were often perceived as the
physical manifestation of the gods. These
clerics were the bond between their
people and the immortals they served,
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so they were the representation of the
gods if not the true manifestation. Some
clerics wish to continue leading their
people as a divine conduit even beyond
death. These clerics ensure that after
death, their flesh is preserved and their
spirit “reawakened.”

Mummy clerics are fearsome crea-
tures, usually commanding a group of
lesser undead and fanatic acolytes.
Common domains of mummy clerics
include Death, Destruction, Evil, Law,
and Protection, but this is dependent on
the deity worshiped. Mummy clerics
prefer spells that weaken opponents
(bane, doom, bestow curse), protect or
strengthen their immortal bodies (dese-
crate, resist elements, spell immunity), or
spells that cause suffering
(blindness/deafness, contagion, poison).

Monk: Within secluded monasteries,
monks strive for perfection of body,
mind, and spirit. The road fo perfection
is a long one, requiring discipline and
patience. Those seeking a shortcut can
find it among some unscrupulous orders
that use mummification to attain perfec-
tion of the body. Free from the demands
of the flesh, the monk can focus exclu-
sively on the balance of mind and spirit.

This might seem an odd class for
undead creatures to take, but the
mummy meefs the alignment qualifica-
tion, and the abilities of the monk com-
pliment, or compensate for, the
mummy's. Flurry of blows and the monks
unarmed base attack bonus provide the
mummy with potent pummeling power
along with a stunning attack and more
chances to spread disease. The monk's
unarmored speed makes up for the
mummy's poor mobility, and evasion
provides protection from fire spells.

S Magic Ikeres

Many mummies are preserved with
the belief that the deceased will
require its body in the afterlife. To aid
mummies in their journey fo the next
life, they are often entombed with
items of protection. Rings of protec-
tion and rings of elemental resistance
are common, as are scarabs and other
magical jewelry. Scrolls offer protec-
tion to spellcasting mummies, and jew-
els in the form of joun stones can be
found in the tombs of wealthy individ-
uals. Tombs are often filled with
guardian statues, some of which can
serve the mummy as figurines of won-
drous power. Mummies highly prize
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any treasures they possessed in life
and do not take lightly the theft of
their belongings.

Rl Mutnray Variokione

All mummy variations presented are
identical to the mummy found on page
138 of the Monster Manual with the fol-
lowing exceptions:

Clay Mummy: Clay mummies do not
have the fire vulnerability special quality.
Instead, they have the bludgeoning vul-
nerability ability described below.

Bludgeoning Vulnerability (Ex): A clay
mummy takes normal damage from
bludgeoning weapons. The mummy’s
immunity to blows does not apply to
bludgeoning weapons.

Ice Mummy: A creature that suc-
cumbs 1o an ice mummy’s rot freezes
and shatters, melting into nothing at the
first thaw. Ice mummies have the cold
subtype ability described below.

Cold Subtype (Ex): Cold immunity;
double damage from fire except on a
successful save.

Bog Mummy: A creature that suc-
cumbs fo a bog mummy'’s rot breaks
down into a moist, compost-like sub-
stance, washing away at the first rain.

Lair of the Joe Mutamy

This lair is fairly typical of mummy
tombs presenting common traps,
enchantments, and monsters. In this
case, the lair is the guard station to the



secret treasure rooms of Dem Hazed,
glacial stronghold of the evil cleric
Ameran of the North.

Frosty white mist hangs lazily in the
chill air of the room, which is carved
from solid ice. The floor is covered with
a thin layer of sand, providing some
traction on the slick surface of the ice. A
dim light glows softly through the mist
from the room; it emanates from an
altar of dark ice in the center of the
room, upon which sifs a black skull.

The altar is carved from a block of
frozen unholy water and glows due to a
continual flame placed within it. The
black skull atop the altar is enchanted
with an unhallow spell and trapped with
a greater glyph of warding. As per the
unhallow spell's description, there is a
spell effect tied to it. In this case, the site
provides protection from elements (fire)
to undead within the spell's radius.
Destroying the skull has no effect on the
unhallow spell but does trigger the glyph.

The temperature within the room
hovers around 23 degrees Fahrenheit.
While undead are immune to subdual
damage caused by the cold temperature,
unprotected PCs are subject to cold
effects (see page 86 of the Dungron

The Nodwick Chronicles, Volume Two continues the saga of Nodwick
the Henchman and his adventurer employers! Thrill as they battle evil :
deities, unravel the mysteries of alternate dimensions, grapple with
cosmic power and delve into the dankest dungeons! Collecting issues =
7 through 12 of the fan-favorite comic book, this volume is a must-have =

Masrter’s Guide) if they stay in the area
too long.

Trap (EL 2): An ice portcullis is trig-
gered when either of the mummies steps
on a frigger stone directly in front of
their alcoves. The portcullis is a 2-foot-
thick wall of ice (72 hp/1o f1. square)
that falls directly in front of the door.

Ice Portcullis Trap: CR 2; +10 melee
(3d6/x2 crit); Search (DC 20); Disable
Device (DC 20). Note: Damage applies
only to those underneath the portcullis.
The portcullis blocks the passageway.

Trap (EL 6): Greater glyph of warding
has been cast on the black skull that
rests upon the altar in the center of the
room and is set off when touched or
otherwise disturbed.

Greater Glyph of Warding: CR 6 spell,
no reset, 20-ft-radius burst; circle of
doom (1d8 + 15 points of damage,
Fortitude save DC 17 halves); Search
(DC 30); Disable Device (DC 30). Note:
The negative energy released by circle
of doom cures undead rather than
harming them.

Creatures (EL 6): The undead
guardians of Ameran maintain a cease-
less vigil over this area. They wait in
their alcoves until they see or hear the

for hench-heads everywhere! Only $15.95, on sale this summer! =2

PCs, at which point they aftack. Two ice
mummies are mixed in with a
zombies. The zombies and mummies are
indistinguishable from each other since
the corpses were all mummified by
freezing prior to animation.

Ice Mummies (2): CR 3; Medium-size
undead; HD 6ci2+3; hp 42 each; Init -1
(Dex); Spd 20 ft.; AC 17 (-1 Dex, +8 nat-
ural), touch g, flat-footed 17; Atk +6
melee (1d6+4, slam); SA despair, mummy
rot; SQ undead, resistant to blows, dam
age reduction 5f+1. fire vulnerability,
cold subtype; AL LE; SV Fort +2, Rel +1,
Will +7; Str 17, Dex 8, Con —, Int 6, Wis
14, Cha 15.

Skills: Hide +8, Listen +g, Move
Silently +8, Spot +g. Feafs: Aleriness,
Toughness.

Zombies (6): CR 1/2; Medium-size
undead; HD 2d2+3; hp 16 each; Init -1
(Dex); Spd 30 ft; AC n (-1 Dex, +2 natu
ral) touch g, flat-footed 1; Atk +2 melee
(1d6+41, slam); SQ undead, partial actions
only; AL N; Fort +o, Ref -1, Will +3; St
13, Dex 8, Wis 10, Cha 1.,

Feats: Toughness.

SQ—Partial Actions Only (Ex):
Zombies have poor reflexes and can
perform only partial actions. 2
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by F. Wesley Schneider
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THE £COLOGY
OF NIGHT HAGS

Begone, you hag who lurks in dreams, who drains our life
through cries and screams. Gods bless this ward to keep
me whole, and keep the night hag from my soul.

—Van Richten's Guide to Witches

nnumerable fears plague mortals, but among them fear of

the dark, the intangible, and the unknown rank as some of

the greatest. Hailing from the bleakest hells of the Outer
Planes’ endless infinities, countless creatures embody these
most potent of fears. Among these extraplanar terrors, no one
cruel breed so seeks to wreak horror and spread suffering as
the nightmare queens of Hades, the sinister and hateful night
hags. With a lust for power that rivals even the most ambitious
devils combined with the hungry bloodlust of demons, night
hags insatiably crave that which only the living provide. Com-
moner or prince, human or elf, all have reason to fear, as night
hags hunger equally for the souls of all mortals.

Having preyed upon the living for countless centuries,

warnings of night hags and their powers have become the
stuff of superstitions and old wives' tales. Although little truth
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remains in such country advice, many such tales find their basis
in actual practices capable of warding off a night hag's predatory
wrath. This article examines the nature of night hags, collecting
an assortment of such rumors, legends, and advice, to best pre-

pare those who would face these otherworldly horrors.

HISTORY OF NIGHT HAGY

For many extraplanar creatures, it is enough to say that they
always were, and thus they are now. However, night hags are
as ancient as any fiend, and their similarities to the hags of the
Material Plane raises the peculiar question of their origins.

Many scholars speculate that night hags are merely planar rela-
tives of normal hags; another breed, native to the Outer Planes,
and different only in the same ways that annis hags differ from
green hags or sea hags. However, the fearful abilities and cruel
cunning of night hags make them seem like ideals of the hag
race. Regardless of their origins, most of those who investigate the
specifics of night hags are interested in a much different history:
the countless stories and towering records of terrorized countries
and lifeless villages that owe their ruin to these hag queens.




PHYSIOLOGY OF NIGHT HAGS

Even when compared to other hags, night
hags appear as grotesque crones. Said

to look like extraordinarily ugly human
women, such a statement does an irrepa-
rable disservice to the gender of that spe-
cies. Thus, a more apt description might
compare them to small, female trolls;
their skin ranging from a light purple-
blue all the way to near black and blistered
with the foul planar diseases they carry.

Nearly all night hags wear wild manes
of coarse black hair with bones, severed
fingers, and small trinkets woven into
it in whatever manner they believe
makes them appear most threatening.
This grotesque coif often dangles over a
night hag’s face and much of her body,
possibly hiding her rows of awkwardly
protruding pointed teeth dripping with
diseased saliva. Above, a pair of deep
hollows veil hellish red pupils, little
more than maddened pinpricks looking
out over a sharply pointed nose.

To augment their fearsome appear-
ances, night hags often cover their
grotesquely emaciated bodies in self-
inflicted tattoolike scars. This sickly,
tormented facade belies a night hag’s
significant strength and the threat of her
wicked claws. However, many of a night
hag’s joints seem to bend in awkward
ways, disturbing to mortal witnesses,
which make them relatively slow and
ungainly creatures.

NIGHT HAG KNOWLEDGE

A character might know something about night hags from stories or prior studies. The following
table shows the results of a Knowledge (the planes) check as it relates to night hags.
Knowledge

(the planes)

DC  Result

10 Some foul creatures haunt the dreams of mortals, wearing them down with
increasingly horrible nightmares that eventually kill.

15 Night hags are fearful beings from the Outer Planes, more powerful than other
hags, that take the forms of mortals and hunger for the flesh and souls of
innocent creatures.

20  Night hags are mistresses of nightmares that put their enemies to sleep and strangle
them while unconscious. They are immune to many forces that affect mortals, such
as fire and cold, and they never sleep.

25  Night hags are far different creatures from normal hags, with vast kriowledge of
forbidden secrets and the power to become ethereal. Fortunately, night hags are
vulnerable to weapons of magic cold iron.

30 Night hags form alliances with a multitude of evil extraplanar creatures, know much
of their ways, and afflict their enemies with the diseases of the lower planes. All night
hags carry heartstones, which they need to become ethereal and which hold the power
to cure any disease.

Night hags reproduce in a man-
ner exceedingly foul to mortal minds,
creating young to serve in their coveys
or as servants. Using their polymorph

maternal instincts, night hags always
foster their children, usually to unsus-
pecting good-aligned creatures and even
with the child’s father if he still lives.

spell-like ability to disguise themselves At any time between the child's first
birthday and puberty, a night hag might

return to perform a series of despoil-

as mortal women, night hags seduce

men into a meeting that as likely as not
culminates in the males' deaths. After ing rites that culminates in the child's
such a coupling, a night hag becomes transformation into a normal night hag,
pregnant for a length of time noymal for ~ The process begins with an initial visita-
women of her mate’s species. At the end  tion during which the night hag must
of this period, the night hag gives birth engage her child in a foul ceremony for
an uninterrupted hour. After this initial

ritual, the night hag must return three

to a dark-haired female child otherwise
indistinguishable from others of her
mate’s species. Having no concept of

times, each visit thirteen days after the
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last. On these visits, the night hag must
suckle the child and feed it the flesh of a
living larva, a process that takes an hour.
If any of these feedings are interrupted,

or if the night hag carit access the child by
the end of the proper day, the child cannot
be transformed into a night hag, Other-
wise, the end of the final feeding initiates
a rapid and irreversible transformation,
and within an hour the child becomes a
full-grown night hag. Uncaring of their
daughters but covetous of their uses,
night hags often foster more children than
they have any intention of transforming
into full-blooded night hags, essentially
keeping spare children littered across the
planes should their plans require more
servants or their current broods dwindle.

PSYCHOLOGY AND
SOCIETY OF NIGHT HAGY

Naturally cruel beings, night hags
obsess over dreams of power and end-
less feasts of mortal souls. They think
nothing of other creatures except in how
they relate to the night hags’ desires.
This leads night hags to relegate any
creature less powerful than them to the
position of either slave or meal, with
slaves often merely serving as future
meals. Night hags manipulate and bar-
gain with creatures they don't believe
they can defeat, in the hopes of extorting
as much use as possible and perhaps
leaving them vulnerable.

Night hags pay little respect to the
concept of racial privilege and contend
with others of their race in the same
manner they deal with all other creatures,
with strong night hags subjugating their
weaker sisters. Night hags sometimes
deal with the hags of the Material Plane
but never as equals and always as mas-
ters. These extraplanar hags maintain a
deeply rooted sense of superiority when it
comes to normal hags and cruelly domi-
nate either an individual or whole covey.
Selfish and supercilious in the extreme,
night hags rarely form coveys with their
own kind and most assuredly never
with lesser hags of the Material Plane.
When a covey of night hags does form,
it most often consists of a dominant
night hag and two weaker night hags or
even three night hags forced by a more
powerful night hag to do her bidding,
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These weaker night hags might be hags
the leader subjugated or, more often, the
dominant hag's own daughters. A covey
of night hags has the same abilities of a
covey of normal hags, as noted on page
144 of the Monster Manual.

NIGHT HAG LAIRS

Night hags most commonly inhabit the
grim plane known as the Gray Waste of
Hades, but their cruel ambitions cause
them to roam far. Using portals, powerful
magic items, and other planar connec-
tions, night hags often travel quite exten-
sively and know much of the planes.

Only the most powerful night hags
make lairs on their native planes, using
legions of lesser fiends, extraplanar hor-
rors, and their own daughters to carve
out small personal empires. Weaker hags
prefer nomadic existences in such infer-
nal realms but more often haunt wooded
ruins and lonely crags near secluded
towns and villages on the Material Plane.
A night hag’s lair often consists of two
lairs, one on the Material Plane and
another on the Ethereal Plane. Using
their etherealness ability to drag materials
with them from the Material Plane, they
construct simplistic towers of stone and
iron—grim, hard edifices among the
ghostly vapors. These terrible lairs are
little more than planar prisons, holding
captives a night hag particularly values or
protecting her uncorrupted children dur-
ing their crucial transformation period.
Although these lairs might leave hostages
victim to unpredictable planar dangers,
night hags often delight in trapping their
captives in the dual prisons of their grisly
lair and the ghostly Ethereal Plane.

With the ability to shift from lair
to lair using her etherealness spell-like
ability, a night hag spends much of
her time on the Ethereal Plane schem-
ing and performing all manner of foul
rites. A night hag would probably lair
solely on the Ethereal Plane, render-
ing herself nearly undetectable to
most hunters, if not for that plane’s
numerous threats. Between sporadic
ether cyclones and the countless pow-
erful creatures that lurk in that misty
realm, the Material Plane sometimes
offers a safer place to store posses-
sions and captives.

NIGHT HAGS

AND LARVAE

Night hags engage in a strange connection
to the rare petitioners of Hades known as
larva (see page 108 of the Manual of the
Planes). The manifested souls of unques-
tionably evil creatures reborn as bloated,
yellow, wormlike beings, the existence of
these creatures presents one of the great
mysteries of the planes. With distorted
faces reminiscent of those they had in life,
larvae ooze a sickening, bilious fluid and
constantly writhe like giant, squirming
maggots. Although the specifics of their
use remain vague, night hags require these
abominations to reproduce. Some night
hags even gather and trade larvae to other
powerful evil creatures, which use them

as food, currency, and as “soul stuff for
unspeakable projects.

Night hags possess an uncanny ability
to determine which mortals become larva
upon their deaths and perhaps even know
what foul deeds a soul must commiit to
damn it to eternity as a larva. Knowing
that these irredeemably corrupt souls
hold value among the most depraved
creatures of the planes, night hags often
seek out powerful evil individuals, either
to slay them and claim the newly spawned
larva or to corrupt their immortal beings
into the abominations they covet. As
creatures with more Hit Dice spawn more
powerful larvae, night hags are an inces-
sant threat to powerful evil creatures,
especially to spellcasters who bargain
with infernal powers.

From her strategically chosen lair, a
night hag ventures into the homes of her
victims nightly and with ease, afflicting
one creature at a time, savoring its tor-
ment as its body weakens and dies. As
a night hag's dream haunting can only
affect chaotic or evil creatures, a night
hag often preys first upon the outcasts
of a settlement. Few become concerned
when the criminals and rabble-rousers
of their community die in their sleep—
many even consider it a blessing—until
the night hag’s nocturnal assaults kill a
notable person or someone considered
innocent. Often, a community with a
night hag lairing nearby believes some
kind of plague resistant to all forms
of natural and magical healing afflicts
them. Such a belief might even cause a
country to quarantine an area, effectively
dooming it to a slow death at the claws
of a voracious night hag. As some of the
populace sickens and dies from the hag’s
dream haunting, even those who suspect




an otherworldly force can rarely hope to
survive a combat against a night hag,

On the rare occasions a night hag
is suspected or discovered, actually
finding her lair presents a formidable
challenge. Night hags prefer small,
secluded caves, hollows, or ruins,
choosing a lair both difficult to reach
and that elicits fear from those who
come near. Riddling the areas near
their homes with magic traps and
their servants, and with no need to
sleep, night hags are rarely caught
unaware. Night hags take great offense
to intruders and often possess a variety
of unique magic traps and weapons to
deal with interlopers (see “By the Hands
of Hags” in Dracon #300).

/1. NIGHT HAGS

When facing a night hag, be prepared
to face what might be the most dan-
gerous and unrepentantly evil threat
you could ever encounter. A night hag
employs every advantage she com-
mands and gladly makes even the
most dire sacrifices to save her own
life. Thus, extreme caution, devotion
to your cause, and the blessings of
whatever gods you pray to are the only
things that might see you through.

Revealing Nightmares: Beings suffer-
ing from dream haunting gradually lose
Constitution and often appear physically
weaker. Although many diseases cause
similar effects, night hags only haunt
the dreams of chaotic and evil creatures,
thus spells like detect chaos and detect evil
might reveal a hag's potential victims.
True seeing most definitively reveals the
presence of a dream haunting night
hag, however, as she lurks on the Ethe-
real Plane while terrorizing her victim.

Locate the Lair: Although a night hag
most likely travels ethereally, the tracks
of her allies or those she’s captured
might offer a hint about the creature’s
whereabouts. Once you locate it, a night
hag’s lair might be guarded by almost any
threat culled from the mortal world or
from the outer planes. Thus, divination
spells and high Listen, Spot, and Search
bonuses help protect you from any man-
ner of attack.

Prepare for Etherealness: Upon
encountering a night hag, you must

prepare to defend yourself from a
creature capable of becoming ethereal.
Shield spells and items like a broach

of shielding defend against her ability
to cast magic missile at will. True seeing
helps immensely, both to locate the
night hag on the Ethereal Plane and to
detect her attempts to polymorph herself
into another form and hide. Spells and
magic items capable of ensnaring even
ethereal creatures, such as forcecage,
prove exceptionally useful.

However, the best way to face an
ethereal night hag is confronting her
on equal footing, This makes the ability
to become ethereal, as per the ethereal
Jjaunt or etherealness spell, exceptionally
useful, although trapping a hag on the
Material Plane, via dimensional anchor
or dimensional lock spells or with dimen-
sional shackles, could be an even more
potent tactic.

The best way to deal with a night
hag's etherealness is to take or destroy
her heartstone. Without it a night hag
loses her ability to become ethereal and
bonuses to her saves.

Face Your Fears: Many novice hunt-
ers turn to the dismissal spell as a swift
way of dispatching outsider threats—a
method fraught with potential for fail-
ure when used against a night hag. The
primary danger is that dismissal forces
its target to make a Will save, which
the night hag holds the highest chance
of succeeding at. Also, even if the spell
does work, it only returns the night
hag to the Gray Wastes of Hades. Being
immortal creatures with a penchant for
hatred, cruelty, and revenge, a banished
night hag often remembers those who
slighted her and might spend the rest
of eternity searching for whomever
banished her to repay the slight.

Stay Grounded: Although night hags
often use it to spy upon and retreat from
hunters, their etherealness ability provides
one of their most threatening attacks.
Upon grappling a target, a night hag that
shifts to the Ethereal Plane might trap
an opponent there, potentially cutting
him off from his allies. Knowing that
sorcerers and wizards have the highest
likelihood of detecting and harming
them while ethereal, as well as having the
least chance of resisting a full-on assault,

night hags watch for chances to ambush
and slaughter spellcasters in this man-
ner. Protect your spellcasters from this
strategy by giving them a better chance at
avoiding and resisting grapple attempts.
Spells such as blur, bull's strength, displace-
ment, and grease might help. Also, keep
scrolls of ethereal jaunt or scrolls of ethereal-
ness on hand to allow other characters to
come to the trapped character’s rescue.
You might even cast dimensional anchor
on yourself and party members if you
anticipate an encounter with a night hag.

Strike While the Iron is Cold: Only
magic cold iron weapons ignore a night
hag’s damage reduction. Consider own-
ing such a weapon or using the magic
weapon spell on mundane cold iron.

Protect Hostages: Night hags often
hold captives on the Ethereal Plane and
use them as bargaining chips to manipu-
late hunters or others who care about the
hostage’s safety. Ruthless crones, night
hags brook no insolence, and they swiftly
shift to the Ethereal Plane to dispatch
their prisoners, often taking several cap-
tives to allow them to easily make a gory
example of one or more. In such cases,
your primary concern should be keeping
the night hag away from her hostages.
The dimensional anchor and forcecage
spells again prove useful, allowing the
party to combat the hag without fearing
for the safety of innocents.

Beware Waking Nightmares: Night
hags often enlist the aid of the fiendish
steeds known as nightmares, espe-
cially prizing half-fiend cauchemars.
With the aid of a creature that is both
a plane-shifting mount and a powerful
ally in combat, night hags gain all the
benefits of mounted combat and the
ability to hide not just on the Ethereal
Plane, but on any plane connected
to the Astral Plane. Your best hopes
rely on swiftly dispatching the night
hag's nightmare or casting dimensional
anchor upon either the mount or the
rider to limit their planar mobility.

Deal with the Disease: Upon dispatch-
ing a night hag, liberally applied Heal
checks and cure disease spells ward off the
effects of demon fever. You should also
watch for multiple afflictions contracted
from the night hag's allies or traps, as they
favor poisoned and diseased guardians. i
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Yhysica]ly powerful, viciously cunning,
and incredibly egotistical, ogre
mages number among the most cruel
and intimidating of the mortal races.
Possessing an array of potent unnatu-
ral abilities, these lesser giants’ terri-
ble appearances and fearsome natures
seemn more akin to fiends than the
crude ogres of the Material Plane. In
truth, ogre mages hold connections
te both their brutal namesakes and
darker powers, rising from pits of
savagery to forge barbarism and bru-
tality into a weapon pointed at the
heart of civilization,

Wle tEe iibfaries .o'f s;ages and the
lore of civilized peoples hold varied
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e Ecoogy of the

suppositions on the lineage of ogre

mages, members of this cruel race
refute all claims penned by human-
oid hands—dismissing them as fear-
ful lies and jealous insults. Through
their varied bloodlines ogre mages
carry their own tale, ¢laiming it as
the'sole truth of their sorrowful his-
tory. Only one written copy of this
tale is rumored to exist, tattooed
upon the petrified skin of a gigantic
primordial ancestor they call Muaj,
the Last Immortal.

In those eldritch times, when man
was closer to beast, many barbarous
mortal tribes revered Vaprak the
Destroyer above all other gods, as pain
and violence served as the only abso-
lute laws of existence, It was a time of

ceaseless war, and Vaprak's followers
called upon his favor with dark ritu-
als and bloody sacrifices. In turn, the
Destroyer rewarded his devetees with
unholy blessings. His disciples birthed
great warriors, hulking brutes twice
the height of ordinary men with great
claws and thick skin. For centuries,
Vaprak’s tribes remained locked in
brutal and bloody conflict while deep
in his Abyssal realm he greedily feasted
upon the souls of the fallen.

Having endured ages of blood, many
of the weaker tribes slowly turned
from Vaprak and sought the salvation
of more merciful deities. Over time,
thousands abandoned the Destroyer,
converting to benevolent faiths and—
to Vaprak's disgust—they prospered.



“Oni wa soto! Fuku wa uchi!” —Setsubun festival incantation

Eventually, only those tribes
descended from Vaprak's blessed war-
riors remained devoted to him, crea-
tures the emerging civilized races
reviled and called ogres and trolls—
driving them to the harshest and most
remote places of the world.

Still Vaprak refused to accept
defeat. Deep in the Abyss, from the
ranks of his demonic¢ spawn, Vaprak
summoned his three most powerful
sons—Anori, Hakuni, and Muaj. He
promised to make them feared and
worshiped and raise them as gods in
his own bloody pantheon if they'd
perform a solitary task for him: be
born as mortals for a single lifetime
and lead his armies to victory over
civilization. Greedy and destructive,
the bloody-minded siblings bowed to
their father's will.

Soon after, the shamans of Vaprak’s
three greatest remaining tribes
received a vision. In it, each foresaw
a champion born unto his tribe, a
terrifying creature whose leadership
would usher in a new age of con-
quest. The vision proclaimed that
the three tribes were Vaprak's chosen

i

ones, and under the tyranny of his
own sons they would spill forth from
the mountains and swamps to slaugh-
ter the weak and reclaim the world in
the Destroyer's name.

Shortly thereafter, under the light
of a full, bloed-red moon, the sons of

Vaprak were born to each tribe. Strange
creatures of demonic appearance, they
grew with unnatural quickness, sup-
planting the chieftains, of each tribe
within a month. Great armies of trolls
and ogres formed around these fiend-
ish warlords and, as the Destroyer
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prophesied, hoards of savage giants
raged forth from the broken places of
the world.

Vaprak’s war did not, however, pro-
ceed as the Destroyer has foreseen.
Although the savage legions left count-
less dead and untold ruin in their wake,
the devotion, invention, and magic of
the rising civilized races ultimately
drove back the beastlike hordes. Thus,
even under the leadeérship of Vaprak's
own once-immortal sons, the ogres and
trolls were routed into the wilds where
they have ever since remained, perse-
cuted and hunted.

Witnessing this staggering defeat,
Vaprak flew into an unending rage. In
his fury, he blamed the hated civilized
races for his defeat, but his damnation
fell most directly upon Anori, Hakuni,
and Muaj. Stripping them of their
greatest powers and their immeortal-
ity, he cursed his three failed sons and
exiled them from the Abyss forever.

From these outcast, semi-divine
lines the first ogre mages were
spawned, belched up from the bowels
of the planes, possessing the ambition
of their godlike heritages yet eternally
lacking the power and time to give
their profane wills form.

Much speculation occurs over the

fearsome and seemingly fiendish

forms of ogre mages. As giants, they
loom more than 10 feet tall and weigh
upward of joc pounds, their tremen-
dous size only augmenting the terror of
their grim forms and strange coloring,
Hints of fiendish heritage seem evi-

dent in much of the race’s gruesome
physicality, such as their strong, curved
horns, blackened teeth and mails, and
stark white pupils, An unnaturally fast
healing rate and metabolism provides
these creatures with their regenerative
properties as well as a notably high
body temperature, offering a possible
explanation for their preference for
settling in colder climates. As trolls
possess a similar physiology, some sus-
pect that ogre mages might evidence
some primal connection between both
the ogre and troll races.
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L HISTORY OF THE OGRE MAGE

Occasionally, mutations occur among
ogre mage bloodlines, producing vari-
ants of different coloration and with sub-

tly different powers. For the most part,
though, consistent attributes indicate
the stabilization of the race, and even a
possible decline in their supernatural
power. If ogre mages can in fact trace
their lineage back to the Lower Planes,
millennia of inbreeding and inter-
breeding with the native ogres of the
Material Plane would likely be respon-
sible for just such a gradual wm:u_ng
Ever seeking physical perfection
and an edge over opponents, a striking
number of ogre mages experiment with
the manipulation of their regenerative
properties, breaking or severing their
limbs in personal displays of power
and then reattaching in preferable ways,

sometimes resulting in the growth of
spiky protrusions of bone armor and
weaponty. Regardless of such exploita-
tion, ogre mages' regenerative abilities are
notabsolute, as fire and acid burn and scar
them just as they do natural creatures.

The other abilities of ogre mages, such
as their ability to fly without wings or
produce a number of spell-like effects,
have no evident relation to their physiol-
ogy, marking some lingering supernatu-
ral or extraplanar connection.

Believing themselves forsaken by Vaprak,
many ogre mages hold that their physi-
cal bodies are mere vessels for ancient,
outcast souls. Upon death, one of these
immortal souls passes from the ogre
mmage to its nost powerful offspring. The
soul thus remains trapped in a state of
slow transcendence: With each new life
it tries to attain a state closer to the foul
divinity it lost—ever striving to appease
a fickle, savage god. In this regard, the
spirit or self proves of utmest impor-
tance, with many ogre mages worshiping
themselves as divine vessels—in addi-
tion to the grudging respect they offer
Vaprak. These beliefs fuel great acts of
savagery and destructiveness as they seek
to regain their fabled lost immortality.
Ogre mage culture is strictly patriar-
chal, with males seizing dominant roles
over spouses and offspring, Within their
small clans, adult males allot few rights



DESCENDANTS OF THE THREE

to weaker individuals and in many
instances treat them little better than
slaves, When an elder dies, he bequeaths
his wealth and social position to the
oldest son. Because males define them-
selves by social status, the eldest son
changes often, and infanticide is both
a culturally acceptable and expected
method of ruling out potential threats.
Still, strength is what is yalued in the
saciety, and many female ogre mages
notoriously rise against their spouses,
slay them, and assume their wealth and
tribal position. Rather than ruling the

clan, these matrons hold their position
in escrow until such a time that a son
reaches maturity and seizes it.

The responsibility of child-rear-
ing falls upon the male clan leader’s
spouses or consorts. Male offspringare
typically named after Vaprak's mythic
sons, Anori, Hakuni, or Muaj—or vari-
ations thereof—while females garner
demeaning titles, if any name at all.
Mothers often raise their offspring in
secret locations to prevent males from
observing their children’s growth.
Typically, mothers lie about a male

child’s gender, raising him as a female
to limit murderous culling. In this
environment, females, consorts, and
children form close alliances, with the
relationship focusing on survival and
defeating the father. The strongest
bonds oceur between the mother and
the eldest son, or between male and
female siblings. Young males become
particularly devoted to whomever
sheltered and provided for them in
earlier years.and many choose spouses

ineestuously, Regardless, once a male

teaches maturity, he displays a vio-
lent eagerness to prove himself. Pro-
vided his father still lives, he seeks to
hunt down and kill his elder in order
to assume his position. Those with
little hope of besting their fathers or
elder siblings often flee their clans
and seek power elsewhere—although
many die trying to escape.

Outside of their clans—and regard-
less of their strong lawful tendencies—
ogre mages rarely associate with others
of their lind. They might briefly form
alliances to fight common enemies,
overthrow the threat of a more power-
ful ogre mage, or to barter for wealth
and slaves, but such associations are

rare and often end in betrayal.

Self-absorbed by their nature, ogre
mages possess an unyielding sense
of personal entitlement and rarely
view other beings as anything more
than commodities. They rapaciously
take whatever they need, specifically
preying on those weaker than them-
selves, whom they force into slavery
or subjugate into worshipers—dual
states with little real distinction. Ogre
mages spend enormous effort culti-
vating groups of followers and slaves.
Such minions are kept for both their
menial uses and as a quantifiable way
for their master to measure his power
and influence,

Ogre mages typically advance as sor-
cerers, their favored class. They pre-
fer to rely on their inborn talent and
only rarely pursue the more scholarly
path of the wizard. Because of their
natural regenerative powers, ogre mage
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spellcasters focus on prestige classes that
allow them to manipulate their bodies,
such as the acolyte of the skin or blood
magus (Complete Arcane). Those ofa more
martial disposition become fighters,
monks, or samurai (Complete Warrior).
Other classes hold little appeal to
them. Given their history, clerics are
exceptionally rare among ogre mages
although some become ur priests (Com-
pete Divine).

Although rare, fiendish and half-fiend
ogre mages exist. Revered by others of
their kind, they often become great lead-
ers or warriors. Ogre mages view such
individuals as proof of their immortal
aneestry and females sometimes secretly
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breed with fiends in order to give their
offspring a higher status.

A sadistic mercenary, Muaj-Rublor
lives only to watch lesser beings die. He
seeks out wars and conflicts, indiscrim-
inately hiring himself'to either rival. He
arrogantly takes pleasure in battlefield
dramatics, cutting down both allies and
enemies to sate his bloodlust.

MUAJ-RUHLOR CR 17
Male ogre mage fighter 5, kensai 3

LE Large giant

Init +5; Senses darkvision 90 ft., low-

light vision; Listen +7, Spot +7

Languages Common, Giant, Infernal, Orc

AC 25, touch 10, flat-footed 24

hp 131 hp (13 HD); regeneration 5
SR 19

Fort +16 Ref +6, Will +8

Speed 40 ft. (8 squares); fly 40 ft. (good)

Melee +3 Large human bane, thundering
greatsword +21/+16 (4d8+10/17-20)

Space 10 fi; Reach 10 fi.

Base Atk +10; Grp +14

Atk Options Cleave, Combat Expertise,
Great Cleave, Power Attack

Combat Gear potion of cure serious
wounds, potion of haste, potion of resist
energy (fire) 20

Spell-Like Abilities (CL 9th)
At will—darkness, invisibility
1/day—charm person (DC 16), cone of
cold (DC 19), guseous form, polymorph,
sleep (DC 18)

Abilities Str 26, Dex 12, Con 20, Int 14,

Wis 12, Cha 20

Feats Blind-Fight, Cleave, Combat
Expertise, Great Cleave, Improved
Critical (greatsword), Improved
Initiative, Power Attack, Weapon
Focus (greatsword)

Skills Concentration +15, Diplomacy
+10, Intimidate +14, Listen +7, Sense
Motive +3, Spellcraft +8, Spot +7,
Ride +6

Possessions combat gear plus+3
great armor, +3 Large human bane
thundering greatsword, cleak of
resistance +2

Flight (Su) Muaj-Ruhlor can cease or
resume flight as a free action. While
using gaseous form, he can fly at
his normal speed and has perfect
maneuverability.

Regeneration (Ex) Fire and acid deal
normal damage to Muaj-Ruhlor.

Signature Weapon (Su) Muaj-Ruhlor's
greatsword is his signature weapon,
This ability grants his +1 Large human
bane thundering greatsword a +3
enhancement bonus.

Power Surge (Ex) As a move action,
Muaj-Ruhlor can make a DC 15
Concentration check. If he succeeds,
he gains a +8 bonus to his strength
for 1 round. Each time after the first
that he successfully uses this ability
in-a 24-hour period, the check DC
increases by 5. =
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THE ECOLOGY
F THE RAKSHANA

onsidered by some the very embodiment of evil,

rakshasas dominate all they encounter as masterful

manipulators, powerful sorcerers, and terrible foes.
Greedy, treacherous, immortal beings, rakshasas delight
in plotting the downfall of others while raising their own
status, making them consummate arch-villains in a suf-
ficiently high-level campaign. In addition to their own
abilities, rakshasas are charismatic individuals who draw
large numbers of minions into their service, surround-
ing themselves with cadres of deadly and varied servitors.
Clever and deceitful by nature, rakshasas are the bane of
righteous creatures, as they prefer hiding in the shadows
and using layers of lies, corruption, and double-crosses to
keep themselves safe.

This article examines the rakshasas’ history, physiology,

and psychology, as well as ways in which player characters
can combat such deadly adversaries.

HiSTORY OF THE RAKSHASA

A cloud of uncertainty conceals the rakshasas’ origins. Numer-
ous tales and legends say that they came from “a distant land,”
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slowly corrupting the societies they encountered before mov-
ing on to richer grounds. Rakshasas possess all the earmarks
of having the same lineage as devils, although they dwell
primarily on the Material Plane. Even if they know their actual
background, no rakshasa willingly parts with such informa-
tion, and they often spin intricate webs of lies to further
confuse the issue. The most popular theories include a race
of fiendish animals somewhere in the rakshasas’ distant past,
intermingled with some unknown breed of devils. However,
even this possibility seems unlikely considering rakshasas’
uniquely insidious natures,

There exist countless documented cases of the rakshasas’
sinister impact upon the world, even if some only sug-
gest the fiends’ claws manipulating major political players.
Although vain and egotistical, rakshasas favor staying behind
the scenes, pulling political strings with aplomb. They are
linked to the toppling of untold organizations, merchant

houses, churches, and even entire governments. Scholars
who go through the effort of untangliﬁg the skeins of history
discover rakshasas lurking behind some of the most deplor-
able crimes and tragedies imaginable. Those who delve too




deeply, however, risk drawing the atten-
tion of one or more rakshasas, who
might briefly band together in order to
quash an investigation before it uncov-
ers too much.

PHYSIOLOGY OF RAKSHASAS

A rakshasa possesses the same size
and build as an average human, but
with the head of some savage animal,
most commonly that of a Bengal tiger,
although those of carnivorous apes,
mantises, and crocodiles are only
slightly less common. Rakshasas’ eyes
vary vastly, from the gold and black
slits of tigers to the multifaceted pro-
truding orbs of insects, depending on
the individual's specific animalistic
visage. Regardless of their shape, rak-
shasas’ eyes burn with a slight infer-
nal light, filled with a deep cunning
and intellect that most mortals find
extremely disturbing.

A rakshasa’s hands is easily its
most unnerving feature. The joints
on both hands are reversed, causing
the creature to bend its fingers to
grasp objects in the opposite direc-
tion to how most humanoid hands
grasp. The rakshasa suffers no dif-
ficulty doing this and grips things in
the same way as other humanoids,
although it enjoys horrifying others
with this unnatural feature,

VARIANT BREEDS

Originating in the legends and lore of India, rakshasas initially appeared in D&D among the
creatures of the first edition Monster Manual. Several recent products present new variations on
these popular villians, each with deadly new abilities and sinister motivations all their own.

Rakshasas in Eberron

The Eserron Campaign Setting unleashes a new rakshasa variant, known as the zakya. While
still capable of casting spells, this breed of vicious fighters wades into hand-to-hand com-
bat with relish. Zakyas once ruled the continents of Khorvaire and Sarolona, serving under
powerful rajahs who commanded massive armies. Brought to heel by the combined might
of the dragons of Argonneseen and the couatls of Xen'drik, the zakyas are a broken race,
driven beneath the earth to plot and scheme. Their rulers, the Lords of Dust, fulfill many of
the samie roles as rakshasas in other settings—highly intelligent and vile schemers who use
subterfuge, moral decay, and lies to further their plans. However, the zakyas are much more
openly violent and bloodthirsty than their cousins and spoil for the chance to end lives on
their blades and spears in combat.

Rakshasas in Monster Manual 111

Monster Manual 1l introduces two new breeds of
rakshasa, the ak'chazar and the naztharune. The
ak’'chazar seem most like the traditional rakshasa,
deadly and manipulative schemers with powerful
magical abilities and the heads of white tigers. Unlike
their kin, however, ak'chazars hold dominion over the
undead with a vast array of potent necromantic abili-
ties and a cunning that even their fellow rakshasas
begrudgingly respect. Besides these natural necroman-
cers, Monster Manual 11l also presents the naztharune.
These night-black rakshasas are master predators,
applying their malicious racial ingenuity to the assas-
sin's arts. With unnatural power over shadows, the
naztharune strike from the darkness and vanish back
into it without a trace. Along with their round-by-round
tactics, Monster Manual Il also provides suggestions
for undead ak’chazar entourages, using naztharune as
characters, and suggestions for both of these races’
schemes in Eserron and the FORGOTTEN REALMS.
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Rakshasas prefer their food in the form
of raw meat, preferably while the ani-
mal still lives, and flavor such meals
with rare spices, exotic side dishes, and
other expensive delicacies disgusting
to the eyes of mortals. Many of their
movements and behaviors straddle

the line between that of a human and

a large feline, as they enjoy long rests
and prowling about unseen like a cat
but also savor the finer things in life,
such as music, works of art, and litera-
ture. They relish fancy, expensive cloth-
ing, jewelry, and the finest weapons
and armor. Similar to cats, rakshasas
enjoy long naps and lazy moments sur-
rounded by comfort and luxury.

Psyciolocy AND SOGETY OF RAKSHASAS

Greedier than most devils, rakshasas
insatiably desire wealth and power.
However, more than just taking what
they can, rakshasas prefer stealing and
looting from those who would suffer
most from such actions—the destitute,
the desperate, and those who rely on
specific items. Rakshasas take great
pride in ruining the lives of mortals,
stealing everything from them, killing
their families, and spreading horrible
lies and rumors.

When a rakshasa first enters a ter-
ritory, it does its best to maintain a
low profile, seeking out weak-willed
individuals that it uses as pawns and
lackeys. It finds a base to host its
insidious dealings, often fronted by an
innocuous business or even a temple to
some neutral deity. Over time, however,
the rakshasa tightens the reins on both
his victims and his lackeys, demanding
larger and larger portions of their free-
dom, wealth, and power.

Rakshasa society could be described
as a malevolent meritocracy, where only
the fittest survive. Rakshasas constantly
rank each other based on the power they
accumulate, their cunning and subtlety,
and their willingness to show a com-
plete lack of morals. Female rakshasas
raise their young alone, punctuating
their children's lives with doting praise,
constant tests, harsh discipline, and
ruthless training, As a young rakshasa
matures, it learns the meanings of both
loss and power—that which is gained
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might easily be taken away, often by
those who gave it in the first place.
Once a rakshasa reaches maturity, it's
already well on its way to carving out an
empire of crime and evil. Newly inde-
pendent rakshasas commonly head out
for unknown territories, far from its par-
ents'—or any other rakshasa’s—reach.
Using a variety of disguises, the rakshasa
spends years investigating a new area.
A rakshasa instinctively seeks out a safe
house from which to operate, decorat-
ing its interior in ostentatious displays
of its wealth. It then begins creating a
network of spies, informants, and easily
bribed officials from which to establish
its domain, as well as creating a small
cadre of loyal, easily influenced lackeys.
The rakshasa then creates or takes over
local thieves guilds, mercenary units, and
other undesirables, often doing so under
one disguise or another. It rarely reveals
its true nature to anyone but utterly dedi-
cated lieutenants whose loyalty the rak-
shasa constantly monitors both via spies
and its own ability to read thoughts.
Should a rakshasa encounter another
of its kind, a shadowy war of intrigue
and misinformation often begins. This

battle of criminal politics culminates in
one rakshasa dominating the other and
subjugating its network or in the death
of the weaker rival. As a rakshasa grows
in power and dominates more and more
of its kin, it takes on more and more
prestigious titles, rising to ruhk, rajah,
and all the way to maharajah after sub-
jugating all other rakshasas in a region.
Notoriously cruel slavers, rakshasas
collect slaves with the same relish they do
exotic and rare art. A rakshasa surrounds
itself with dozens of slaves who cater to
its every whim. This serves to stroke the
rakshasa's enormous ego as well as to
show a level of status among others of -
its kind—the more slaves at its beck and
call, the more powerful the rakshasa.
Using its detect thoughts ability, as
well as information provided by spies
and informants, a rakshasa searches out
every weakness, sin, and secret about its
enemies as possible, It then uses bribes
and offers of power to attempt to bring
its target into its web, If this fails, the
rakshasa extorts, blackmails, or slanders
its target to bring about his destruction.
It loves nothing more than to see an
otherwise good and upstanding citizen




ECOLOGY

brought down by others of its kind due
to some dark secret.

Rakshasas are natural spellcasters
with a deep lust for the acquisition
of arcane lore and magic items. They
spend a great deal of time research-
ing lost tomes and following up bits
of rumors and legend to find power-
ful spells, especially those of an evil
nature. Rakshasas sometimes sponsor
adventuring groups to delve into forgot-
ten tombs and forbidding lands in the
quest for such items, often portraying
themselves as kindly patrons of arcane
organizations or ambitious merchants.

Yersus THE ReksHAsa

Although they rarely engage in
physical battle, rakshasas are pow-
erful and deadly opponents. Once
adventurers tear away the myriad
veils of magic and lies a rakshasa
hides behind, only preparation and
skill will assure survival against one
of these evil masterminds.

Beware of Deception: The most
difficult part of fighting a rakshasa is
realizing that you are opposing one
in the first place. Rakshasas excel at
deception, lies, and deceit. They use
their change shape ability to keep
opponents guessing, while also adopt-
ing a range of favorite particular dis-
guises. Adventurers hoping to ferret
out a shape-changing rakshasa should
make frequent use of divination
spells like detect evil, detect thoughts,
and especially true seeing.

Turn Enemies into Allies: The
hordes of lackeys and bodyguards
rakshasas employ often present
just as great a threat as rakshasas
themselves. Because they can read
the thought of others, rakshasas
allow only the most loyal beings to
get close to them. As such, charac-
ters attempting to shift the loyalty
of a rakshasa's lieutenants through
trickery or charm almost always fail.
However, enchantment spells such
as charm monster, charm person, and
geas/quest prove far more successful.
Magically turning a rakshasa’s allies
against it weakens its defenses while
bolstering those of the characters.
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RAKSHASA KNOWLEDGE

 The following table shows the results of a Knowledge (the planes) check as it relates to the rak-
shasa. Those who hunt these beings or work under their control might possess this information.

(The Planes)
DC  Result

10 Ral&hasas are htdpously evil, animal-headed creatures whose malevolence is on par

with most devils.

15 Rakshasas can take the form of almost any ‘humanoid and use this zbiﬁtym hide

among unsuspecﬁng

groups in order to sow lies and corruption. Thcy bully or bribe

weak-willed individuals to do their blddlng.
20 Rakshasas have the ability to read the thoughts of others, which allows them to discover a
person's deepest fears and desires, They are resistant to most forms of attacks.

25 Rakshasas are extremely fractious beings that sper

as much time fighting 2 among.

30 Rakshasas are vulnerable to gaod- a!igﬁad piertfrrg wnpons. such as crossbow bolts

benefiting from the : spell bless weapon.

Guard Your Thoughts: A raksha-
sa’s detect thoughts ability is often
its most useful tool and weapon. Its
constant awareness of the presence
of thinking minds within the area
forces its enemies to use spells such
as mind blank (or, less powerfully,
nondetection) and magic items such
as amulets of proof against detection
and location. As its detect thoughts
ability requires at least three rounds
of concentration for the rakshasa to
read the surface thoughts of a crea-
ture, it does its best to stay within
range for at least that long to reveal
a person’s intentions (but only if it
is safe to do so), Those hunting rak-
shasas should remain mindful of the
ability’s 60-foot cone-shaped area.
As a rakshasa must focus this abil-
ity in a specific area each round, a
stealthy group of adventurers might
keep their opponent’s attention
diverted long enough to get close
enough to attack. As this ability also
requires concentration to maintain,
a rakshasa involved in combat often
forgoes this ability in order to cast
spells or attack. As fitting such an
intelligent creature, a rakshasa often
employs hit and run tactics, pulling
back to someplace safe in order to
read the thoughts of its enemies and
change its tactics accordingly.

Destroy Magical Defenses: Rather
cowardly by nature, rakshasas com-
monly cast spells that bolster them-
selves, such as bear’s endurance and
haste, or improves their defensive

abilities, such as mage armor. Rak-
shasas also make judicious use of
charm person or suggestion to change
the attitude of anyone with ill inten-
tions toward them. They reserve their
offensive spells, such as Melf’s acid
arrow, as a last resort. Rakshasas that
take character levels almost always
take several levels in sorcerer. Spells
like dispel magic are necessary to
negate a rakshasa's defensive magic
and perform counterspells, while
several castings of protection from evil
should defend an entire party against
enchantment spells.

Beware of Resistances: Spellcasters
should remember that rakshasas pos-
sess impressive spell resistance, which
foils many magical attacks against
them. Also, the rakshasa’s damage
reduction (15 good and piercing) seri-
ously reduces any damage not dealt
by a weapon that is both piercing and
good aligned. A rakshasa uses these
facts to its advantage, often attacking
spellcasters first (who must overcome
its spell resistance and are unlikely to
deal physical damage that gets past
the rakshasa’s DR). Blessed bows
and crossbows prove the most effec-
tive weapons when employed against
rakshasas, allowing the attacker to fire
from a safe distance while negating the
rakshasa's formidable damage reduc-
tion. The spell bless weapon is also inte-
gral, as it gives any weapon the good
quality, although it must be cast on a
piercing weapon to totally overcome a
rakshasa’s damage reduction.
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en magic and metal determine one's prowess, a beast
capable of crumbling even artifacts with its merest touch
holds the power to ruin armies and shatter kingdoms.
Such is the might of the universally dreaded rust monster.
As the cost required to imbue even a simple weapon
with magical power greatly outweighs that necessary to
return life to the dead, many warriors consider tangling
with rust monsters a fate worse than death. Ironically,
rust monsters become more dangerous as adventurers

become more powerful. As adventurers increase in wealth
and experience they possess much more to lose—expen-
sive weapons, magic armor, wonders of sorcerous might,
and artifacts from the planes and beyond. While adven-
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turing neophytes might see rust monsters as nothing
more than nuisances, hardened veterans speak of these
pervasive beasts with a specially held dread—for ruin
might be a mere antenna swipe away.

HSTORY OF THE AOST YONSTER

Rust monsters are woefully under-studied, as most
adventurers would rather avoid the beasts than observe
them. Even more frustrating, the creatures’ peculiar
physiology resists dissection by metal scalpels, and such
dull-witted beasts have no records or stories of their own.
Among the many fanciful theories proposed to explain the
origin of rust monsters, scholars favor two.




The majority view holds that rust
monsters originated on the harsh
plane of Acheron, having carved out a
successful niche there. With an infinite
number of metal cubes, rust monsters
could feast freely on the essence of the
plane itself. Some scholars believe that
Acheron’s crashing cubes were not
always the rusted and pitted wrecks
seen today, their pristine geometries
eroded over the eons by rust monsters’
insatiable hunger.

On Acheron, the native bladeling
tribes treat rust monsters with
respect and dread. The jagged pages
of bladeling holy scriptures predict
an apocalypse ensuing when these
marauding aberrations bore a planar
hole into Mechanus and rust away
several key gears, bringing the
multiverse to a grinding cﬁtaclysmic
halt. Lending credence to this belief,
some of the best-traveled planar
explorers tell tales of planet-sized
cubes on Acheron’s farthest frontiers,
skeletal hulks reduced to little more
than rtusted frames and home to
populations of rust monsters that
dwarf the mumber residing on all

1t'’s better to wear out than to rust out.”
= Righard Chamberland

Eg e R O

Rust monsters are dog-sized insectial creatures best known for their

mothllke antennae the touch of which corrodes metallic objects.

20 Wh le dull-witted, rust monsters are tenacuous They can smell metal at
great distances and relentlessly pursue their meals, favoring rare and

valuable mater:als to crude metals.

the Material Plane. Whether this
doomsday paranoia is founded or not,
rust monsters seem to have fared quite
well on the Material Plane and now
feast upon its metals as ravenously as
on Acheron’s.

A divergent view of the origin of rust
monsters holds that they were specifi-
cally bred to prevent the rise of technol-

pe

ogy. Some scholars belieye an unnamed
entitywho once ruled several demiplanes
far from the Great Wheel pronounced
technology and technological creatures
to be inimical to magic and the existing
planar order. This intelligence—alleg-
edly an amalgam of sentient plant life—
created rust monsters from tiny planar
parasites in the hopes of eliminating the
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metal fundamen-
tal to many
technologies.
This rumor is

- supported in
several ancient
poetic  sagas and

songs,especially among nature-loving
races and societies. Supposedly, a large
concern of adventurers once sought to
track down the entity responsible for
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the genesis of rust monsters. All they
found, though, was a land reduced to a
crumbled ruin—all vitality sapped
from an entire realm collapsed
in upon itself:

Despite  their  base
intelligence and manner,
rustmonsters have come
to be potent symbols.
Nihilisticgroupslikethe
Doomguard favor these
beasts as manifestations
ofthe inherent weakness of
all matter, while anarchists,
freedom fighters, and slaves
across the planes cherish the rtust
monster as a herald signaling the end
of shackles and tyranny.

HYSIOCOGY OF THE ROST HONSTER

Aberrant creatures, rust monsters
appear to be egual parts overgrown
crustacean and impossibly large
insect. While most grow to the size of
powerful mastiffs or even small ponies,
specimens comparable to rhinoceroses
in size, weight, and armor thickness are
sometimes found in metal-rich areas.

The most noteworthy part of a rust
monster is its antennae. Covered with
minuscule, stiff hairs, these antennae
tie to a number of complex capillary
tubes that stretch into the stomach,
Rust monsters breathe in carbon
dioxide and convert it into oxygen
and other caustic gases. These gases
are pumped into the small hairs
where, upon contact with metal, the
gases quickly initiate an oxidation
reaction that corrodes the metal. The
name “rust monster” is something of
a misnomer, though, as they corrode
any metal, not just iron; iron turns
into rust, while other metals merely
become coarse, worthless dust. A rust
monster's carapace is covered in the
same hairs as the antennae, corroding
all metal coming into contact with
its body. Only the boney flanges of a
rust monster's tail are deveid of these
hairs, a trait useful in the creatures’
mating process.

Rust monsters are natural trackers,
capable of seeking out an armored
opponent as easily as a vein of

valuable metal ore. When around

bloodshed, the scent of iron in the
blood drives hungry rust monsters
into a frenzy, and starved specimens
have been known to viciously attack
wounded creatures.

A rust monster’s tail is used for
stability and breathing, with a gill-like
structure that helps take in—along
with the mouth and nostrils—enough
carbon dioxide to produce the large
supplies of oxygen they need to
corrode metal. Males possess larger
tails than females, which in addition
to breathing they use to attract the
attention of potential mates.

Rust monsters hatch from spherical,
iron-colored epgs. After a brief
pregnancy, a mother lays her clutch
of eight to twelve sticky, melon-sized
eggs into deposits of metal rich rock.
Although the eggs require no special
attention, both of the parents stay
nearby to ward away any hunters
(particularly umber hulks, which view
all rust monsters—but particularly
their young—as delicacies). After
approximately a month the eggs
haich, each spilling out a tiny larval
rust monster about the length of a
man's forearm. These young have no
appendages and look like nothing
more than bloated, brownish maggots
with moist antennae approximately
a foot long. These antennae possess
the same corrosive effects as an adult
rust monster’s, and over the next two
years grow in size, along with legs, a
bony tail, and a hardened carapace.




Some adventurers hunt juvenile rust
monsters as they are more easily
handled and
purposes than adults.

turned to specific

mutation is
natural to rust monsters, and several

Being aberrations,

regional variants exist. Shaggy, blue-
white frostfell rust monsters prowl
some arctic regions, supplementing
oxidation with extreme cold to shatter
metals. Moss Tust monsters dwell in
damp rainforests and swamps, their
infected hides riddled with dripping,
mossy spores, Dun and khaki-hued
waste rust monsters Toam desert
landscapes, reducing metal they
encounter into sand instead of rust.
Legends even say the al-Khalid desert
was actually once the great sprawling
city of a learned and terrible race that
raised buildings made of steel, but a
horde of rust monsters reduced it to
sand in one fell night.

A few unconfirmed theories imply
that rust monsters are the larval stage
of some other creature. With little
evidence, such theories propose
obvious links between rust monsters
and destructive rust dragons (see page
186 of the Draconomicon) or similarly
formed annihilators (see page 79 of

Underdark). Certainly many metals
have magical properties, which in
coneert with aberrations’ penchant for
mutation could have caused strains of
Tust monsters to evolve into different
creatures. Many sages believe a missing
link in a rust dragon’s origin might be
explained by some conmection—or
processes—involving rustmonsters and
metallic dragons. Some studies claim
that certain breeds of rust monsters
seek out the eggs of metallic dragons
and either taint the wyrmling within or
transform themselves after feasting on
the yolk.

PSTCHOLOGY AXD SOCTELY OF
UST HONSLERS

Rust monsters are so]ita_ry creatures.
Males are uninterested in reproduction
until they come into contact with
a rare metal—often adamantine or
mithral—that triggers psychological
changes. The male harvests bits of the
metal and scoeps uncorroded chunks
up with its tail and travels until it finds
a female to present it to. Seyeral males
often compete to bring a female the
largest amounts of the rarest metals,
with but one earning her attention.
After winning a mate, the male remains
with the female until their eggs hatch,
then departs. Adventurers with exotic
metal items might find themselves
_ harried by waves of hopefil male

'_/" rust monsters seeking the rare

metals they need to impress
a female,
Like underground-dwelling locusts,
tust monsters wander the depths

! searching for metal in any form.

Upon finding a place with suitable

“The party was a. typical [first edi-
tion] bunch... exploring a typical [first
edition] hackfest of corridors and
idols and rabid lizardmen, when they
threatened to go off the map of what |
had prepared earlier.

“I was being a cheesy bastard that
day, so [ 'said: ‘There's a corridor there,
'butj'/ou see an iron golem standing in
front of it."You know, nothing challenges
players like the sure-TPK encounter, so
they were convinced that was the way
to go: | tried, but I couldn’t talk them
out of it. There's supposed to be rich
treasure in the temple section’ got me
nowhere. ‘Your henchman are refusing
to go fight that thing' didn't waork either.
They were determined. :

““Then one of the players... remem-

. bered the rust monster they had

«ayoided in a prior session. I het we

- could capture that thing and kill the

iron golem with it!* he says. [So] that's
the way it worked out. Of caurse, the

~ party demanded.full experience for the

kill. | refused, saying ‘The rust monster

 killed it. It gets the XP! Like | said, I

‘was a cheesy bastard that day.”
—Wolfgang Baur

“The rust monster... makes me re;c,:qH
my first experience with D&D. | don’t
.even know what edition it was, but my
best friend lent me the books, and one
had a solo adventure in it. Each section
had it’s own portion of map drawn on
graph paper that you could transfer to
your own map. | don’t recall mu':_'.-‘ﬁ of
the dungeon save far the map sections
with a statue represented by o star
and a rust monster. | fell in love with
the concept of roleplaying (and with,
graph paper) that day. [.must have run
through the solo adventure about fif-
teen times in a row, each time faithfully
redrawing the map... and pretending |
didn’t know what lay around the cor-
ner. To this day rust monsters give me
a warm, fuzzy feeling (and stars make
me nervous. Designers never mark a
 statue on a map unless it’s trapped
or.a golem).” '
—Amber E. Scott
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metallic food sources, a Tust monster
seeks out a den, preferring cramped,
defensible tunnel complexes with
several exits useful for evading
predators—particularly umber hulks,
When injured by metal-using enemies,
rust monsters hide in their tunnels,
relying on the eramped space to force
as much contact with their corrosive
carapaces as possible.

Aside from their native Underdark,
rustmonsters mightmake theirhomes
in a variety of other regions, eagerly
relocating to any environment with
an abundant metal food source, While
mountains and ore-rich hills attract
many of the creatures, the debris and
metal-strewn sewers of most cities
prove especially hospitable. Many
civil officials dread rust monsters
and the damage they can do on a
community’s substructure. Rumors of
rust monsters infesting a city’s depths
often precede retellings of the tale
of Haven City, a cliff-side port, half
of which supposedly slid onto the
sea when rust monsters devoured its
underground supports.

Many societies with access to rust
monsters seek to domesticate them,
hoping to deny their enemies the
advantage of metal weaponry (see
page 86 of the Arms and Equipment
Guide). In addition to war, rust
monsters serve other uses. Many
duergar train rust monsters to track
veins of ore or employthe aberrations
against enemy fortifications and
spells like wall of iren. In some
societies, enterprising surgeons
use rust monster larva to dissolve
and eliminate shrapnel, barbed
arrowheads and other invasive metal
weaponry. Rust monsters are also
extremely wuseful for destroying
cursed items, and many adventurers
laden with malignant magic items
seek them out, Creatures vulnerable
to specific metals also often exploit
the defensive potential of rust
monsters. Noble fey houses and
packs of lycanthropes sometimes
train' rust monsters as guardians,
eager to destroy the substances that
would do their masters harm. &
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__Init +3; Senses darkvision 60 ft., scent; Listen +10, Spot +10 R S

ADVANCED RUST MONSTER
Rust monsters advance exclusively by Hit Dice, growing in size as they age:
Such oversized speclmens might be found wandering metal-rich regions or as
domesticated war beasts. E .

Like a personification'of the rage warriors feel toward rust monsters, -Akasahl—
sama is an ancient and cunning creature. Over the decades this monstrosity has
destroyed the weapons and holy katanas of numerous master swordsmen, many of
whom committed ritual suicide-in disgrace. Now the: ghosts of these’ ul1slﬁcndreci ;
Warriors haunt the seemmgly oblivious rust monster, bltterly goadmg eihers im:ef =

o-Akasabi-sama’s corrosive reach. ~—= ]

i i

O-AKASABI-SAMA e ]

Advanced rust monster e - i s
N Large aberratjon =

AC 20, touch 12, flat-footed 17 : =
hp 142 (15 HD)
Fort +10, Ref +8, Will +11

- Spectral Entour_ageo-Akasabl sama is attended at all times hy at least &rﬁﬂ»—

Spd 40 ft. (8 squares) e

Melee antennae touch +16 melee (rust) and. ot
bite +11 melee (1d6+3) s 5 =

Space 10 ft.; Reach 10 ft. : . — b

Base Atk +10; Grp +20

Abilities Str 22, Dex 16, Con 21, Int 2, Wis 15, Cha 6.
Feats Ability Focus (ruist), Alertness Combat Reflexes, Improved Natural Armar,
Improved Natural Attack (bite), Track s =
Skills Listen +10; Spot +10, Stirvival +8 = :
Rust (Ex) When o-Akasabi-sama makes a successful touch ztta:k wnth itsantennae,
it causes the target metal to corrode, falling to pieces and becoming: useless
immediately. The touch can destroy up toa 10-foot cube of metal instantly. Magic
armor and weapons, and other magic items made of metal, mist succeed anabDC
28 Reflex save or be dissolved. A metal weapon that deals damage to a rust .
monster corrodes immediately. Wooden, stone, and other nonmeta wéapops‘ =
are unaffected.

~ colored wraiths that harry well-armed opponents and try to draw them int
rust monster's clutches. With his undead entourage, o-Akasabi-sama is.
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inuous and sinister,

wreathed in flames like the

classic image of a soul burning

in Hell, the salamander is truly
the stuff of nightmares. Combining two
common representations of evil—snakes
and fire—salamanders do their best to
live up to their opponents' precon-
ceived notions. These cruel, rapacious
predators destroy all they encounter,
leaving nothing but devastation in their
wake. Even when such destruction is
not their goal, it is nevertheless
inevitable, for little can withstand pro-
longed exposure to a salamander’s con-
suming flames.

Native to a harsh environment where
only the strong can survive, salaman-
ders devote much of their time fo
games of warfare and social domi-
nance. Largely because they themselves
are prey for more powerful beings,
such as the efreet, salamanders take
great delight in venting their frustra-
tions on weaker races.

PHYSIOLOGY

A salamander’s form combines the well-
muscled torso of a humanoid with the
lower body of a constrictor snake.
Individuals might range in length from a
mere 4 feet (for a flamebrother) to a
whopping 32 feet (for the oldest noble
salamander). Although salamanders are

asexual, their thin faces have a distinctly
masculine appearance. A typical sala-
mander’s craggy features include a
hooked nose and jutting chin.

A salamander’s entire body is covered
in thick scales of red and black thar pro-
vide excellent protection from physical
aftacks. Spines of chitinous material
poke out from between a salamander’s
scales. The aily liquid that cozes from
the tips of these barbs is a natural waste
product of the salamander’s metabolism.
When exposed to the intense heat gen-
erated by the creature’s body, this sub-
stance bursts into flames, creating a
fiery aura that radiates no more than 1
inch from the salamander. The tempera-
ture of this aura is so great that direct
contact with it deals fire damage, boils
away liquids, and incinerates paper.

Because of their similar appearances
and close association, many believe that
flamebrothers are juvenile salamanders,
but in fact they are a separate species.
Knowledgeable sages compare this rela-
tionship to that of goblins and hobgob-
lins, Although just as intelligent,
flamebrothers tend to savagery and trib-
alism when left to their own devices.
Salamanders act as a civilizing element
to flamebrother society, and as with
hobgoblin control of goblin tribes, sala-
mander domination offers an often wel-
come stability.

LIFE CYCLE

A salamander reproduces asexually by
budding, splitting off one larva every
ten years. Budding is an automatic
function over which the salamander has
no confrol. The process rakes 1 week,
after which the salamander is particu-
larly vulnerable to attack until its body
has recovered.

The first sign of budding is a swelling
at the tip of the salamander’s tail. The
lump grows and spreads upward
through the fail, increasing in size each
day. Salamanders are exiremely irritable
and more vicious than normal during
this time. From the second to the fifth
day, the lump slows the salamander’s
movement by one-half and prevents it
from constricting. By the sixth day, the
salamander’s entire body is swollen, and
the creature is practically immobile.

It cannot attack, it loses its Dexterity
bonus (if any) to AC, and its speed is
reduced to 5 feet. On the seventh day,
the salamander’s skin splits open, releas-
ing the original adult salamander (with a
new skin) plus one larva.

For one week following budding, the
parent salamander’s natural AC bonus is
reduced to +3 while its new scales
harden. It generally fries fo avoid mak-
ing consfriction attacks during this time,
since sustained pressure is extremely
painful on the newly formed skin. Once
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its scales have reached their full hard-
ness, the salamander is ready to resume
its former activities.

A larva must incubate within a fire
source for one full year to evolve into a
mature salamander. Afthough dangerous
in its own right, it cannot survive for
long outside a fire. If prevented from

/
"

A SALAMANDER
HAS NO DRIVE TO

OBTAIN SUSTENANCE...

refurning 1o its nurturing flames for
more than 1 minute, a larva cools rapidly
and dies as its body hardens into a sub-
stance resembling charred wood.
Because of this vulnerability, larvae incu-
bation chambers (called blazes) are heav-
ily guarded and defended unto death.

The maturation process works much
the same as budding. At the end of ifs
year in the flames, the larva swells,
tripling in size over the course of one
week. It loses its Dexterity bonus (if
any) to AC during this time, and it can't
move. At the end of the week, the
larva's skin splits, releasing an adult
salamander. Newly formed salamanders
have the same vulnerabilities and
resfrictions as those that have just bud-
ded, and those limitations last for the
same period of fime.

Noble Salamanders

Noble salamanders do not reproduce. If
an average salamander is lucky enough
to survive for fifty years, it goes
through yet another metamorphosis.
Just like a maturing larva, it swells up,
becoming complefely immobile and help-
less. At the end of one week, its skin
splits, and a noble salamander emerges
from the husk.
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Nor only is a noble salamander much
larger than an average one, it also has a
set of antlerlike projections on ifs fore-
head. These antlers are not for combat,
as many sages believe. Rather, they
somehow focus or channel the arcane
energy that noble salamanders require
for their spell-like abilities. Properly pre-
pared, a noble salamander’s antler can
serve as the basis for a wand for any
spell of the noble salamanders spell-like

abilities, cutting the item's usual cost

of materials by 25%. (See the
Dunaeon Master's Guide for
complete details on magic
item creafion.)

Young Salamanders
Juvenile salamanders come
in two forms—the flame-
brother larva and the aver-
age salamander larva. Each
kind of larva must spend
one year in the flames to
mature. At that point, it splits
1o release the corresponding adult
salamander.

Flamebrother Larva

Tiny Outsider (Extraplanar, Fire)

Hit Dice: 1d8 (4 hp)

Initiative: +2

Speed: 10 fr.

AC: 17 (+2 size, +2 Dex, +3 natural),
touch 14, flat-footed 15

Base Attack/Grapple: +1/-8

Attack: Bite +2 melee (1d3-1 plus 1d3 fire)
Full Attack: Bite +2 melee (1d3-1 plus
1d3 fire)

Space/Reach: 2-1/z ft./o ft.

Special Attacks: Heat

Special Qualities: Camouflage, darkvi-
sion 6o ft., immunity to fire, vulnerabil-
ity to cold

Saves: Fort +2, Ref +4, Will +3
Abilities: Str 8, Dex 15, Con 10, Int 5,
Wis 13, Cha 12

Skills: Craft (blacksmithing) +5%, Hide +14*,
Listen +7, Move Silently +6, Spot +7
Feats: Alertness

Climate/Terrain: Elemental Plane of Fire
Organization: Solitary, pair, or cluster
(3-5)

Challenge Rating: 1/2

Treasure: None

Alignment: Usually evil (any)
Advancement: 2-3 HD (Tiny)

The creature resembles a fat snake or
worm with a pink hide and a mouth
filled with needle-like reeth.

A flamebrother larva measures about 1
foot long. Because they require a con-
stant fire source fo mature, these lar-
vae are encountered only on their
native plane or in areas of sustained
high heat, such as volcanoes. The occa-
sional sorcerer or wizard might keep
one or two as pets in a carefully
tended fireplace, but this practice is
exceedingly rare.

If ever forcibly removed from irs
fire, a flamebrother larva immediately
attempts to refurn to it. Fire depriva-
tion for longer than 1 minute results
in death as the flamebrother larva's
body stiffens and hardens info a wood-
like substance.

Flamebrother larvae understand
Ignan, but they cannot speak.

Combat

Flamebrother larvae use their environ-
ment to their advantage, blending into
the dancing flames and striking to catch
opponents by surprise.

Heat (Ex): A flamebrother larva gener-
ates so much heat that its mere touch
deals 1d3 points of additional fire damage.

Camouflage (Ex): The outline of a
flamebrother larva in a fiery or
extremely hot area (flames, lava, burn-
ing embers, or the like) appears to shift
and waver. This distortion grants it
concealment (20% miss chance).

*Skills: A flamebrother larva receives
a +8 racial bonus on Hide checks made
within a fire source. Although incapable
of using the skill, flamebrother larvae
still possess the salamander’s +4 racial
bonus to Craft (blacksmithing).

Average Salamandar Larva
Small Outsider (Extraplanar, Fire)

Hit Dice: 3d8+3 (16 hp)

Initiative: +1

Speed: 10 f1.

AC: 17 (+1 size, +1 Dex, +5 natural),
touch 12, flat-footed 16

Base Attack/Grapple: +3/+0

Attack: Bite +5 melee (id4+1 plus 1d3
fire)

Full Attack: Bite +5 melee (id4+1 plus
1d3 fire)

Space/Reach: 5 ft./5 ft.

Special Attacks: Heat

Special Qualities: Camouflage, darkvi-
sion 6o ft., immunity to fire, vulnerabil-
ity to cold

Saves: Fort +4, Ref +4, Will +4
Abilities: Str 13, Dex 13, Con 12, Int 6,
Wis 13, Cha 12




Skills: Bluff +7, Craft (blacksmithing)
+2*, Hide +u*, Listen +g, Move Silently
+7, Search +4, Spot +g

Feats: Alertness, Power Attack
Climate/Terrain: Elemental Plane of Fire
Organization: Solitary, pair, or cluster
(3-5)

Challenge Rating: 1

Treasure: None

Alignment: Usually evil (any)
Advancement: 4-8 HD (Small)

The creature resembles a fat maggot
with a fang-filled maw.

An average salamander larva ranges
fram 2 to 3 feet long. Like the flame-
brother larva, it requires a constant
fire source ro mature, so these crea-
tures are encountered only en the
Elemental Plane of Fire or in areas of
sustained high heat, such as volcanoes.
If ever forcibly removed from its fire,
an average salamander larva immedi-
ately atfempfs fo refurn fo if. Fire depri-
vation for longer than 1 minute resulfs
in death as the larva's body stiffens and
hardens info a woodlike substance.
Average salamander larvae under-
stand Ignan, but they cannot speak.

Combat

Like flamebrother larvae, average sala-
mander larvae can blend into the dancing
flames in which they live for defense.

Heat (Ex): A average salamander
larva generates so much heat that its
mere touch deals 1d3 points of addi-
tional fire damage.

Camouflage (Ex): The outline of a
average salamander larva in a fiery or
extremely hot area (flames, lava, burn-
ing embers, or the like) appears to shift
and waver. This distortion grants it
concealment (20% miss chance).

*8kills: A average salamander larva
receives a +8 racial bonus on Hide
checks made within a fire source.
Although incapable of using the skill,
average salamander larvae still possess
the salamander’s +4 racial bonus to
Craft (blacksmithing).

MINDSET

As a native of the Elemental Plane of
Fire, a salamander does not think like a
creature of the Material Plane. It has no
drive fo propagate because budding is
an automatic pracess. It has no drive to
obtain sustenance, since smoke and
flames provide all the nutrients it

requires, [t has no need to secure shel-
ter because its environment poses no
danger to it. What then motivates a
salamander? In a word: fire.

Born of fire, nurtured by it, and sur-
rounded by it constantly, salamanders
live by its rules and embrace its
strengths. Fire burns. Fire consumes.
Fire destroys. Fire represents the ulfi-
mate in strength and power, and sala-
manders judge all things by their
interactions with it. Earth and stone
smoke and crack beneath a salamander’s
fiery form but withstand destruction,
and so they earn ifs respect. Metal
bends o the will of fire but resists com-
plete annihilation, and so the salamander
employs it as a tool. Gems capture and
reflect the light of fire, splitting it into a
dazzling display of color and brilliance,
and so the salamander prizes gems. All
else is of little consequence. At the
touch of fire, liquids boil away, paper
turns fo ash, and the creatures of the
Material Plane cower. Thus, all of these
earn only contempt from a salamander.

SOCIETY

Salamanders are most often encoun-
tered in clusters—small groups of three
to five individuals, all of the same
kind. On the Elemental Plane of

Fire, clusters belong to a tribe,

which in turn might owe alle-

giance to either a king or a

council. Away from their

home plane, salamander

groupings rarely expand

beyond the cluster, since the

local environment usually

cannot support a larger pop-

ulation.

A salamander tribe consists
of six to eight clusters that
share a communal larvae blaze
and metalworking facility. A lone
average salamander might take charge
of a tribe of flamebrothers, but such
tribes might also exist without leaders.
Noble salamanders almost always rule
over average salamander communities,
either singly or as a group. Such oli-
garchies often owe allegiance to even
more powerful creatures of fire, such
as red dragons or efreet.

The worship of fire as both a cre-
ative and a destructive force is not a
concept unique fo salamanders, but as
creatures born and refined to maturity
in flames, they claim part of fire's
divinity for themselves. As divine

creatures in their own right, they feel it
only natural that they have dominion
over lesser beings. This attitude leads
to the practice of slavery as a means
of reinforcing the dominance of sala-
manders over inferior races.

LAIRS

The Elemental Plane of Fire is an end-
less expanse of flame. Huge sheets of
black basalf float in oceans of magma,
and all of it has been ablaze since the
creation of the multiverse. This envi-

ronment is the natural habitat of sala-
manders and the one with which they
are most familiar.

The curse of being an outsider, how-
ever, is that lesser creatures from other
planes can call on you to do their bid-
ding, if even only for a short period of
time. Summoning spells expose sala-
manders to a wide variety of terrains
and settings, and they are capable of
surviving in any kind of natural envi-
ronment except underwater. Sometimes,
however, the summoning magic goes
awry, and a salamander is unable fo

..SINCE SMOKE
AND FLAMES
PROVIDE ALL THE
NUTRIENTS IT
REQUIRES.

Ve

Y

return home. In such a case, the crea-
ture sefs about making its surroundings
feel more comfortable. Such adjust-
ments are always made at the expense
of the environment, but salamanders
have no regard for anything that cannot
withstand the ravages of fire.

Given a choice, salamanders gravitate
toward the hottest, driest locales they
can find to establish their bases of
operation. A subterranean lair makes an
ideal refuge, second only to an active
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DAMAGE.

SALAMANDERS

As an oprional rule, you can give the

standard familiars in the Player s Handbook
the fire
familiars for salamander so

subtype to make them viable as
5 and

wizards. The ability 1o have a familiar is

an infegral part of those classes, and it's
unfair to restrict a salamander's choices
to creatures that could not survive in its
normal habitat, These fire-based familiars
might also have cosmetic changes—such
as orange and red coloring, an aura of
flickering flames that causes no damage,
or an altogether alien appearance—that
differentiate them from their Material
Plane counterparts.

volcano. The dryness of the desert
appeals to salamanders, but the distinct
lack of fuel in such a terrain poses a
major drawback, since a long-term blaze
is vital for raising young. Hilly areas
make good salamander lairs, providing
easy access to underground areas but
still offering a good amount of fuel, The
mining that sometimes happens in such

SALAMANDERS’

METAL WEAPONS
CONDUCT THEIR HEAT
FOR ADDITIONAL

terrain also attracts salamanders, and a
cluster might try to take over a mine-
shaft fo gain access to metal ore. The
opportunity to work mefal helps keep a
salamander’'s mind off the alien environ-
ment in which it is trapped, and fortu-
nate is the miner who can convince one
to aid in smelting his ore.
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Mining operations alsc make moun-
tains attractive sites for lairs. Stranded
salamander clusters sometimes offer
their metalwarking expertise to dwar-
ven clans in exchange for sanctuary
and a semblance of normal life. Many
dwarven clans regularly summon crea-
tures such as salamanders or fire and
earth elementals to help run their min-
ing operations, and such spellcasting
ability might also provide a means to
return stranded salamanders fo the
Elemental Plane of Fire.

Perhaps the most homelike place that
a stranded cluster of salamanders can
find on the Material Plane is the smok-
ing caldera of an active volcano, An
added bonus is the prevalence of por-
fals that usually link the Material Plane
with the Elemental Plane of Fire in such
environments. Experienced salaman-
ders, especially nobles, know that the
best chance of getting home is locating
such a portal within a bubbling lava
pool or a fiery jet of ignited gas.

KILLER CREATURE
COMBOS

Salamanders are often found in the
company of more powerful fire crea-
tures. Many also command their

own slaves.

A Red Dragon Wyrmling and
Flamebrothers: Flamebrothers stranded
on the Material Plane sometimes
offer to watch over a red
dragon’s eggs or hatchlings in
exchange for profection. A
red dragon wyrmling raised
with such creatures as its
nannies and playmates not

only develops a close

attachment fo them but also

learns to exercise effective

group taclics in conjunction

with them. While the wyrm-

ling uses its breath weapon,
the flamebrothers attempt to
flank or overbear opponents. A
red dragon wyrmling and three

flamebrothers constitute an EL 6
encounter.

A Salamander and Azers: Kept as
slaves by many salamander communi-
ties, azers act as beasts of burden and
blacksmithing assistants. Both salaman-
ders and azers are kept as servants by
the efreet. Whatever their association,
these two kinds of creatures can coop-
erate to make flanking attacks, and both
can take full advantage of their heat

special attack by employing metal
weapons and making grappling attacks.
One average salamander and two azers
are an EL 7 encounter,

Salamanders and a Fire Elemental:
Kept as pets by the various denizens
of their native plane, fire elementals
make ideal guards for salamanders
because they are often difficult fo see
when at rest in the fire sources in
which they lair. Two average salaman-
ders and a Large fire elemental consti-
tute an EL 8 encounter,

A Noble Salamander and Rasts:
Noble salamanders often travel the
planes in search of hidden knowledge,
and often such a pilgrim keeps rasts as
watchdogs. These vicious creatures
readily engage opponents in melee,
allowing the salamander to hang back
and use its fire-based spell-like abilities
without fear of harming its pets. One
noble salamander and a pair of rasts
make an EL 10 encounter.

A Noble Salamander Sorcerer and A
Young Adult Red Dragon: This pair
makes a near-perfect match. The dragon
looks to the salamander for guidance in
the development of its sorcerous pow-
ers, and the noble takes advantage of
the dragon’s superior combat expertise
and ability fo act as a mount. Since
these two creatures work fogether by
mutual agreement, they split freasure,
with the dragon claiming items that are
too fragile to withstand the salamander’s
heat. A sth-level noble salamander sor-
cerer and a young adult red dragon
constitute an EL 15 encounter.

SALAMANDERS

VS. PCS

The superiority of fire can be effec-
tively demonstrated through combat,
and salamanders enjoy destroying crea-
tures that are clearly inferior. They
usually target the strongest-looking
opponents first, thereby prolonging the
inevitable for the weaker opponents. As
fire leaps from building o building, so
too does a salamander pursue its ene-
mies. The sections below demonstrate
good uses of a salamander’s abilities
and are intended to help a DM run a
salamander NPC,

A Warm Welcome: The touch of a
salamander deals fire damage—1d6
points in the case of a flamebrother or
average salamander and 1d8 points in
the case of a noble. Salamanders capi-
talize on this characteristic by employ-




ing metal weapons that conduct their
heat for additional damage. A dropped
weapon no longer conveys the salaman-
der’s heat, but in an environment such
as the Elemental Plane of Fire, a
dropped weapon never cools.

Salamanders know what materials can
and cannot withstand their intense heat.
A favored tactic is to wrest a weapon or
other object from an opponent’s grasp
with a disarm attack {using a wielded
weapon or ifs fail), then either toss it
into the nearest flames or keep hold of
it. Items in the salamander’s possession
take fire damage each round. There is
no saving throw, but object hardness
affects the fire damage normally.

Abracadabra: A noble salamander has
access to a number of spell-like abilities
that it can use to its advantage. Dispe/
magic takes care of those pesky spells
that adventurers like fo use to protect
themselves from fire. Thereafter, the
noble salamander can use a wall of fire
to divide and conquer. The creature can
use wall of fire three times per day, and
multiple barriers of this sort can eat up
spells such as resist energy and prorec-
tion from energy very quickly.

Flaming sphere is a good choice for
sefting opponents aflame, but only if
the salamander can devote some fime
to directing it. Summoning a Huge fire
elemental to keep opponents busy can
provide such time, and it also ensures
that the salamander has an ally for
flanking purposes if melee combat
becomes necessary.

Since a noble salamander has no fear
of fire damage, dropping a fireball on
itself is a smart way to take out multiple
appanents in melee, Like wall of fire,
this ability is usable three times per
day. Burning hands is the least useful
of the noble’s abilities, since the spell's
range doesn't exceed ifs reach with its
tail or weapon. Thus, it is best kept as a
last-ditch defense.

PCS VS. SALAMANDERS
With sufficient preparation, a party can
survive and even triumph over an
equivalent force of salamanders.

Turn Down the Heat: Resist energy
and profection from energy are the
most logical choices for self-preserva-
tion in combat with a salamander. Layer
them on; they might not stack, but any
melee combat is going to involve a lot
of heat. Also, if a character is unlucky
enough to be targeted by a noble sala-

mander's dispel magic effect, chances
are that at least one spell will survive.

A Cool Reception: Fight fire with
cold. Salamanders have the fire sub-
type, which means they're particularly
vulnerable to cold damage, Cone of
cold, Otiluke’s freezing sphere, and ice
storm are all good offensive spells, and
ray of frostis a good cantrip choice
for low-level adventurers fighting
flamebrothers, since it allows no saving
throw if it hits.

Energy Substitution (a feat from
Tome and Blood) allows spellcasters fo
change one energy type into another
specified by the feat without using up a
higher-level spell slot. Make fireballs
cause cold damage, and watch the sala-
manders scatter!

From a Distance: The best way to avoid
a salamander’s consiriction atfack is fo
stay back. Of course, average and noble
salamanders have damage reduction, so
be sure to load up on magic ammunition
and ranged spells. If you must close the
gap for combat, use the Tumble skill to
avoid provoking attacks of opportunity
and try 1o maneuver for flanking
bonuses. Also, you can ry to get rid of a
noble salamander’s magic longspear by
making disarm and sunder attacks.

Alacazam: If you're facing salaman-
ders on the Material Plane, a cleric, sor-
cerer, or wizard can be your greatest
asset. Forget trying fo kill the fiery out-
siders—jusr send them back fo their
home plane. Spells such as banishment,
dismissal, and holy word exist for just
such a purpose. Dictum or word of
chaos can also achieve the same effect,
but since salamanders can vary in align-
ment along the law-chaos axis, those
spells carry an inherent risk of failure. In
any case, salamanders don’t have spell
resistance, so the odds are on your side.

NPC SALAMANDERS
Salamanders can advance as outsiders,
making the NPC classes poor choices.
With all good saves, d8 Hit Dice,
fighter base attack advancement, and 8
skill points per Hit Die, advancing as an
outsider is a good choice even when
compared to PC classes. A salamander
that advances in a PC class should do
so to fake advantage of the class’s spe-
cial abilities. Below are some additional
suggestions for making unique and
interesting classed salamanders.
Barbarian: Barbarian salamanders
embrace the destructive force of fire,

SALAMANDER

these feats avaifable to other races as well

BURNING RAGE. (Generall
Your riwe stokes the flames ol vour body's heat.

Prevequisites: Con 13, heat special arrack
rage,

Benetit, While raging, the fre da

your heat special arack incre

GOUT OF FLAME. (General

in o breath weapon usable once per day
al ek

Benetit: Once per day, you can regurgitare

» Gon g, heat spe
a mourhful o ming bile and spiic at an
appunent, eath weapon is a 15-fool
line re thi oints of fire dam
age (Retlex hall), The saving throw DC is 10 4

/2 vour HD + your Constitution modifier

TA ll, SN AP [General

i 1ail 1o hurl a globule of fire

yaur tail ke a whip, hurling a flaming

atarget up to 100 feet away, This rang

aHack b

deals

s ingrement, amd ihe
ge equal 1o that of your heat
special attack, Physically tiring 10 perform, this
altack can be used a number of times par day

aqual 10 3 + your Consfitution madifier.

channeling its all-consuming power into
a rage that can terrify even their own
kind. Such a character is a formidable
force indeed, since the Strength boost
provided by rage increases the damage
for all its attacks and raises its grapple
bonus for constriction.

Bard: Delicate instruments such as
lutes, lyres, and wooden flutes cannot
withstand contact with a salamander,
and while the blaring of bugles or
horns might provide a pleasing accom-
paniment fo the crackling of flames,
brass cymbals or iron bells would prob-
ably make better instrument choices for
a salamander bard.

Cleric: It should not be surprising
that salamanders feel a sfrong connec-

tion with divinity, given that they are

creatures of fire and therefore divine
in their own eyes. Salamander clerics
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can choose among the domains of monk levels boost the salamander’s

Destruction, Evil, and Fire. already impressive AC, but the additional
Fighter: Fighter is the preferred class  unarmed attacks it gains are even more
for salamanders. Combat is the most devastating with the added damage from
direct way to demonstrate superiority its heat ability.
over other beings, and in larger tribes, Ranger: Ranger is a perfectly rea-
entire clusters might be trained as fight-  sonable class for a salamander, espe-
ers. Levels of fighter can also allow a cially from the standpoint of favored
DM to give a salamander additional feats  enemies. Many salamander rangers
without sacrificing its current abilities. would select outsider (fire) in order to
Monk: A salamander monk makes a combat azers and efreet, their most
truly deadly opponent, especially since it  ardent competitors on the Elemental
has the Mulriattack feat. Not only do Plane of Fire. Still others might choose

humanoid (human) to exterminate the
35 arrogant creatures that trespass on
<3 their plane and drag them across real-
el - ity with summoning spells.
e 8 E8Y Since bows and arrows can-
V § not withstand their heat, most

salamander rangers select

FORGET TRYING Tl:el two-weapon combat
TO KILL THE FIERY yR(i:‘guvs:: The need for

OHTSIDERS- JHST SEND weapons that are effective

against their predatory

THEM BACK TO THEIR neighbors and the desire to
keep such weapons out of
HOME PLANE. the hands of others natu-
rally lead to the develop-
ment of salamander rogues. If
the owner of a frostbrand
sword won't frade for it and is foo
tough to kill, the only choice left is to
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steal the weapon. The rogue’s evasion
class ability is a great boon to sala-
manders because of their susceptibility
to cold-based attacks. Sneak attacks
can make salamander teams much
more deadly, giving them the ability to
deal regular damage, hear damage, and
sneak affack damage all at once when
flanking opponents.

Sorcerer: Sorcery is the most com-
mon form of arcane spellcasting among
salamanders. The inborn talent for sum-
moning and manipulating magical
energy is considered a gift. An average
salamander nearing its metamorphosis
info a noble sometimes explores the
magical side of its nature by taking
several levels of sorcerer before gain-
ing its spell-like abilities.

Wizard: Wizards are virtually
unknown among salamanders because
of the spellbook requirement. A rare
few craft spellbooks out of thin sheets
of brass embossed with the arcane
symbols necessary for dweomercraft,
but such a book costs three times the
normal amount to creafe. Add to that
the difficulty of obtaining new spells
(because conventional spellbooks and
scrolls are combustible), and the num-
ber of salamander wizards dwindles to
a negligible level. ©
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There are no shadows in this world save those
that serve the will of the shadar-kai.
—Sallan Kath-Moran, shadar-kai ;'idf'pt

by Jesse Decker «
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skills, the shadar-kai sought a way to

zen the world. The follov able shows the results of a Knowledge (nature) check regarding

al world, the Plane of

The legends of the shadar-kai tell shadar-kai. Those who study the magic of the n

of a hundred s f—C i Shadow, and the most ancient of histories :1:|:":|1I possess this information.

ter of ancient magics—joining
gether to perform a ritual, one that Knowledge (nature)
would irreversibly bind the world DC Result
of mortals and the Plane of Shadow The shadar-kai are evil fey with a strange relationship to shadow and darkness.
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intimate and cherished to the shadar-
kai as do the romances of other races.

As passionately as shadar-kai guard
one another, centuries of loss and
festering anger have left the shadar-
kai intent on taking revenge on the
civilized races that drove them to their
doom. That the shadar-kai brought the
shadow curse upon themselves is of
little import to the cunning hunters
and devious adepts of the shadow fey.
It was the pain of nature giving way
to younger races that caused the sha-
dar-kai to seek aid in shadow and it is
those younger races that the shadar-kai
blame for their curse.

Regardless of their lack of race-wide
organization, the shadow fey have uni-
versally adopted the spiked chain as
their weapon of choice. Both a tool and a
symbol of their wrathful crusade against
the younger races, the shadar-kai delight
in the spiked chain's versatility to mete
out a variety of painful deaths, from
brutal strangulations to slowly carved
mutilations. As such, all shadow fey are
skilled in the use of these weapons.

ENEMIES AND ALLIES O
SHHDHR'IIEHP i

As a result of their attempt to radically
alter the natural world, even if just

to protect it, shadar-kai are not well
liked by other fey. While the shadar-kai
still respect and honor their people
and their courts, the shadow fey have
been disowned from the hearts and
minds of their brethren. As such, the
shadar-kai have little to do with other

fey, instead
utilizing a wide
variety of other shad-
owy creatures in their plots.
While shadow mastiffs most
commonly appear alongside shadar-
kai hunters, shadow asps (see the Fiend
Folio) and creatures with the shadow
template (see the Manual of the Planes)
might also be trained to serve the
shadow fey. Powerful shadow creatures,
like darkweavers (see the Fiend Folio),
shadow dragons (see the Draconomicon),
and shadow fiends (see the Book of Vile
Darkness, mature audience only) have
also been known to bend shadow fey to
their whims, at least for a time. Shadar-
kai ally with humanoids only when
it serves some greater purpose or to
eventually betray and steal from them.

Of all the fey, only the murder-
ous redcaps (see the Monster Manual
I1T) willingly have dealings with the
shadar-kai, but only out of their wild
bloodlust and not out of any sense of
kinship. Embodiments of rage and
natural bloodletting, redcaps eagerly
indulge the shadow fey’s fall into frus-
tration and revenge. Sadistic voyeurs,
redcaps flock to groups of shadar-kai,
opportunistically hoping to bathe
themselves in the vengeful ways of
shadow fey warriors.

Despite their overlapping tactics and
abilities, dark ones (see the Fiend Folio
and “The Ecology of the Dark One” in
Dracon #322) and shadar-kai share a
violent hatred of one another. While
the dark ones revile the shadow fey out
of jealousy and their isolationist ten-
dencies, the shadar-kai seem to hold a
deeper grudge. Some researchers spec-
ulate that this hatred perhaps ties to
some new shadar-kai revelation of the

future or the dark

ones' own inscrutable connection to
the Plane of Shadow. Others, however,
hold that the dark ones’ mysterious
history might lie with the ancient mor-
tal heroes who thwarted the shadar-kai
adepts’ dark ritual so long ago and that
a potent racial enmity remains.

SHADAR-KAI TACTIC

As skilled as they are stealthy, many of
a shadow fey’s opponents never even
see their attacker, at least not until
they're restrained for a protracted and
agonizing revenge.

Advanced Ambushers: Both cunning
and stealthy, the shadar-kai use their
hide in plain sight ability to launch
surprise attacks whenever possible,
appearing and sneak attacking only to
melt into the shadows. The shadar-kai
regularly repeat this tactic, dropping
foes one by one over the course of
multiple ambush encounters, each
lasting little more than a single round.
Such ambushes most commonly occur
in shadowy surroundings as shadar-
kai gain a significant bonus to hiding
in such areas.

Cursed Combatants: Above all
things, shadar-kai fear the shadow
curse. Forced to make DC 15 Will saves
or suffer negative levels whenever
they are stunned, dazed, staggered,
or unconscious, shadow fey adepts
constantly seek out spells like owl’s
wisdom and magic items like cloaks of
resistance, periapts of Wisdom, various
ioun stones, and similar saving-throw
augmenting and Wisdom-bolstering
magics. Shadar-kai swiftly flee from
opponents, making use of spells such
as daze, sound burst, or word of chaos
that capitalize upon this failing. =
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he journals of Anadan the Reader make for singularly

depressing yet morbidly intriguing study. An enthusi-

astic member of the crusading knights known as the
Scions of the Hale, Anadan’s surprisingly literate account of
his group’s encounters with the unliving contain valuable
information on the behavior, combat tactics, and weaknesses
of no fewer than seven undead breeds. Unfortunately for
Anadan, it was this seventh undead, the spawn of Kyuss, that
would prove to be not only his end, but the end of the Scions
of the Hale. The last several pages of his worm-eaten journal
tell of how his company was ambushed by a group of these
horrific monsters, and how their very appearance drove fear
into the hearts of many of his companions. Those who fled
the combat were the lucky ones—they were able to live the
rest of their humbled lives as broken men. The three who
stayed to fight, including poor Anadan, managed to destroy
the spawn, only to succumb, one by one, to the worms that
infested their bodies during the battle—worms that leapt
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and lunged from the undead flesh of their enemies to bur-
row hungrily into living meat.

Anadan tells of how one soldier cut oft his own arm at
the shoulder to try to stave off the gnawing approach of a
worm, only to bleed to death as a result. The other man,
Anadan’s captain, fled into the mist-cloaked bog and for
the next several pages, Anadan writes of how the man’s
screams grew more and more frantic and incoherent until
they suddenly ceased. Throughout the entire account, Ana-
dan writes of how he can feel the worms inside him bur-
rowing through his body. Anadan was not lucky enough to
have an arm to lop off. His worms swam through his torso,
upward, into his neck. The reader can see in his text when
the worms reached his brain, for his writing slowly grows
sloppy, his ability to spell degrades, and his very vocabu-
lary becomes stunted and almost illegible as the teeming
intruders did their hungry work. His last words (for by this
point he had apparently lost the skill to scribe complete



sentences) are particularly chilling:
“...captain... back... he see me...
drool... not drool... worm... chew...
no... me live... not want die... hurt...
hrrrtttt... hhungrrrieee...”

Scholars and priests often refer
eager adventurers who inquire about
the undead to the journals of Anadan
the Reader, for if they aren’t warned
off by Anadan’s doom, they might
learn a thing or two about perhaps the
most terrifying and relentless enemy
they’ll ever face.

HISTORY OF THE SPAWN

spawn began with Kyuss, an
ancient priest of a forgotten deity who
ruled an empire before the advent of
modern civilization. Little remains
in writing of the details concerning

s and his rule, but it seems clear
his skill at creating undead was unsur-
passed. Eventually, the necromancer-
priest vanished into parts unknown,
leaving in his wake an empire of the
dead. Yet while relatively little infor-
mation survives to inform the modern
scholar about the man himself, of his
spawn much has been documented.

KNOWLEDGE OF THE SPAWN OF KYUSS

Some zombies are just plain harder to kill than others. You can tell the
really tough ones by the worms that infest themn. Their wounds close up
as fast as you can hack them apart.

A spawn of Kyuss exudes a supernaturally potent aura of fear. Worse, their
touch not only infects victims with a terrible disease known as Kyuss'g gift but
it can also infest others with the worms that gnaw on their bodies. The touch
of silver and deft hands might pluck these worms away before they bu rrow
into a victim's brain.

Some of Kyuss spawn are much more powerful than the typical spawn
and possess strange powers like the ability to exhale clouds of noxious
grave wind or the ability to spray the surrounding area with infectious

worms. Not all spawn of Kyuss are humanoid in shape and might infest a
variety of natural and monstrous forms.
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The first reports of free-willed spawn
of Kyuss came from adventurers who
dared explore a forgotten and shadowed
spur of the great Rift Canyon. Known
now as the Wormecrawl Fissure, this
region is reputed to have once been the
seat of Kyuss’ power. Certainly, the area
was infested with his spawn. Strangely
enough, explorers in the Amedio Jungle
to the south began to report encounters
with identical creatures in the western
reach of the jungles.

As time wore on, the spawn began to
appear in other regions as well, usually
in large urban areas. These spawn were
spread deliberately by cultists who
proclaimed that Kyuss himself had not
vanished from the world. Indeed, they
believed that he had become a god, and
it was their duty to spread his spawn
throughout the world to herald his
imminent return.

NECROLOGY OF THE WORM

Like most undead, the spawn of Kyuss
have a host of potent supernatural abil-
ities. They radiate fear, they cause dis-
ease with a touch, and they heal dam-
age to their undead flesh with shocking
speed. Yet their most notorious and
fearful aspect isn't properly a feature of
their undead bodies at all, but is in fact
the source of their scourge.

The green worms that infest each
spawn of Kyuss are not themselves
undead. Rather, they are a strange
symbiotic form of vermin that subsists
upon the decaying flesh of the spawn.
The worms are voracious, but as fast as
they consume the flesh of their host it
regrows and replenishes. Theoretically,
if'a spawn of Kyuss could be separated
from its infesting host, its fast healing
would increase dramatically. Fortu-
nately, the spawn themselves are inexo-
rably tied to their wormy symbiots and
without one the other quickly dies. The
spawn’s flesh provides sustenance for
the worms, while the worms provide—
in some unknown way—the animating
energies the spawn requires to exist.

Scholars and necromancers have
long been fascinated with these
worms. None have managed to keep
a spawn animate after harvesting its
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worms but the reverse is a simple
task. A Kyuss worm plucked from the
body of its host can survive for several
minutes before it melts into a reeking
green stain. At one end, the worm is

a gaping toothy hole of razor-sharp
teeth set in concentric rings around
the inside of the throat. A Kyuss worm
on the ground is nearly helpless; it
cannot slither, instead moving impo-
tently by violently flopping its body. A
Kyuss worm goes dormant indefinitely
if stored in a potion of gentle repose, yet
rumors hold that the cult of Kyuss has
perfected methods of hiding worms in
other liquids as well.

When a Kyuss worm contacts living
tlesh, it enters a state of violent excite-
ment. The worm's mouth unfolds
around itself, turning inside-out and
prolapsing so that the teeth along its
throat become concentric rings of out-
ward-pointing teeth that take up half'its
length. These rings of teeth then twist
back and forth with such ferocity that

the worm can drill through flesh and
even bone with nauseating swiftness,
slithering through tissue like a metal
screw through soft wood. Although
itself mindless, the worm’s lower reaches
are sensitive to nervous tissue and can
feel the transmission of pain created
from its fleshly burrowing as it is trans-
mitted through the nervous system to
the victim's brain. The worm follows
these transmissions like a roadmap,
unerringly arriving in the creature’s
brain only a few moments later.

Once the worm reaches the brain,
its mouth reverts to its normal state
and it begins to consume, slithering
its way at random through the victim’s
mind as it consumes his memories,
personality, and horror-filled final
thoughts. The victim soon dies and
the worm immediately begins to
multiply inside the body’s now empty
skull via an unnaturally swift asexual
process. As the number of worms
exceeds the skull’s capacity, they
burst from the victim's mouth, eyes,
nose, and ears. Tt is at this moment
that the supernatural vermin trans-
form the body into a new spawn of
Kyuss. Additional worms immediately
begin feasting on the victim’s flesh
and organs, while the original clot of
writhing symbionts remain lodged
in the undead creature’s skull. While
individually unintelligent, the worms
retain corrupted fragments of the
original creature’s intelligence and
memories. This nest of worms serves
the creature as an unholy replacement
for the devoured brain. Although
this hivemind usually possesses only
a fraction of the original creature’s
intellect, it is more than enough to
give the spawn of Kyuss a sinister
cunning and drive it to spread its taint
among new victims.

(REATING A YPAWN OF KYLITT

Any evil cleric can create a spawn

of Kyuss by casting create undead as
long as he is at least 15th level. The
material component for creating a
spawn of Kyuss, however, is slightly
different than normal. This version of
the spell must be cast over the grave



of a killer who was buried without
a coffin in unhallowed ground (a
DC 25 Knowledge [local] check can
usually determine if such a body
lies near a specific settlement). If
the caster has a preserved or live
Kyuss worm he may substitute that
for the 250 gp black onyx gem that
is otherwise required to animate
the body. As the spell is cast, the
grave blooms with worms and mag-
gots as the newly created spawn of
Kyuss rises from within. Favored
spawn of Kyuss cannot be created
with this spell or with create greater
undead; the secrets of their creation

reside only with Kyuss and his most
trusted minions.

FAYORED SPAWN OF KYIILY

While the spawn of Kyuss are bearers
and victims of their master’s corrup-
tion, those who garner the demigod’s
favor are blessed by worms. Former
fanatics, crazed visionaries, and
purposefully sacrificed beasts, these
favored spawn of Kyuss wreak his
terrible will with an array of corrup-
tive abilities. Found either alone or
enslaved to the service of mad proph-
ets, favored spawn take a vast array
of forms and imply the demigod of

worm'’s direct interest. In recent years
appearances of the favored spawn
have risen, evidencing the impending
Age of Worms.

SAMPLE FAYORED SPAWN OF KYIIY

MASTIFF OF KYUSS CR3

Favored spawn of Kyuss fiendish riding
dog

CE Medium undead

Init +2; Senses darkvision 60 ft., low-light
vision, scent; Listen +6, Spot +6

Aura fear (DC 13, 40-ft. radius)

Language Abyssal

AC 19, touch 12, flat-footed 17

hp 13 (2 HD); fast healing 5; DR 5/silver

Immune undead traits

Resist cold 5, fire 5; SR 7

Fort +3, Ref +5, Will +2

Spd 40 ft. (8 squares)

Melee bite +5 (1d6+6 plus worm plus
Kyuss’ gift) or
worm +5 touch (special)

Ranged worm +3 touch (special)

Base Atk +1; Grp +3

Atk Options smite good 1/day (+2 damage
against good foes)

Special Atk create spawn

Abilities Str 19, Dex 15, Con —, Int 5, Wis
14, Cha 8

SQ infested skin, turn resistance +3

Feats Alertness, Improved Unarmed
Strike®, Track®

Skills Jump +10, Listen +6, Spot +6,
Swim +5, Survival +2 (+6 when

tracking by scent)
Possessions masterwork spiked studded
leather barding

An unnaturally mangy mastiff skulks
forward, much of its fur and flesh hav-
ing fallen away leaving gaping, diseased
holes. A sickly green light streams from its
empty eye sockets and strands of writh-
ing green worms replace drool in equally
copious ribbons.

Plague-spreading hunters and har-
bingers of the demigod of worms,
mastiffs of Kyuss stalk the enemies
of their master’s favored servants.
Tireless and riddled with deadly
Kyuss worms, a single mastiff might
range over hundreds of miles, inevi-
tably striking a single target with
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precision or seeding its god’s ruin-

ous corruption throughout an entire
offending town.

COMBAT
Mastiffs of Kyuss are barely-think-
ing killers, slaves to the wills of their
masters. Their method of combat
varies greatly depending on their
commands, using their create spawn
ability, fighting alongside pack mates,
or avoiding confrontations depend-
ing on their orders’ dictates. Mastiffs
without instructions, however, know
only the compulsion to spread their
god’s taint and seek to use their cre-
ate spawn ability as often as possible.
Create Spawn (Su): Once per round
as a free action, a spawn of Kyuss can
transfer a worm from its own body to
that of an opponent. See the following
template for a complete description of
these effects.
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Fear Aura (Su): A mastiff of Kyuss
continuously radiates a fear effect. All
creatures within a 4o-foot radius must
make a DC 13 Will save or be affected
as if by the spell fear. Any creature
that makes a successful saving throw
against the effect cannot be affected
again by the fear aura of the mastiff of
Kyuss for 24 hours.

Smite Good (Su): Once per day a
mastiff of Kyuss can make a normal
melee attack to deal 2 extra points of
damage against a good foe.

Infested Skin (Su): A mastiff of
Kyuss is so infested with worms that
any creature that strikes it with an
unarmed strike, natural weapon, or
light weapon must make a Reflex
save or a Kyuss worm is transferred
to the attacker’s body. Any creature
that shares the same square of the
mastiff (such as might occur during a
grapple, bull rush, or Tumble check)

must make a Reflex save to avoid the
same fate.

(REATING A FAYORED SPAWN

OF YIS

“Favored Spawn of Kyuss” (known
simply as the “favored” to cultists of
Kyuss) is an inherited template that
can be added to any living, corporeal
creature. A favored spawn uses all the
base creature’s statistics and special
abilities except as noted here.

Size and Type: The creature’s type
changes to undead. Do not recalculate
Hit Dice, base attack bonus, or saves.
Size is unchanged.

Special Attacks: A favored spawn
retains all the special attacks of the
base creature and also gains the fol-
lowing special attacks.

Create Spawn (Su): Once per round
as a free action, a favored spawn of
Kyuss can transfer a worm from its
own body to that of an opponent. Tt
can do this whenever it hits with a
natural attack or an unarmed attack,
but it can also make the transfer by
means of a successful melee touch
attack or a ranged touch attack,
hurling a worm at a foe from a dis-
tance of up to 10 feet.

Each worm is a Fine vermin with
AC 10 and 1 hit point. It can be killed
with normal damage or by the touch
of silver. On the spawn’s next action,
the worm burrows into its host’s flesh.
A creature with a natural armor bonus
of +5 or better is immune to this bur-
rowing effect. The worm makes its
way toward the host’s brain, dealing 1
point of damage per round for 1d4+1
rounds. At the end of that period, it
reaches the brain. While the worm
is inside a victim, a remove curse or
remove disease effect destroys it, and
a dispel evil or neutralize poison effect
delays its progress for 10d6 minutes. A
successful DC 20 Heal check extracts
the worm and kills it.

Once the worm reaches the brain, it
deals 1d2 points of Intelligence dam-
age per round until it either is killed
(by remove curse or remove disease) or
slays its host (death occurs at o Intel-
ligence). A Small, Medium, or Large



creature slain by a worm rises as a new
spawn of Kyuss (not a favored spawn)
1d6+4 rounds later; a Tiny or smaller
creature quickly putrefies, and a Huge
or larger creature becomes a normal
zombie of the appropriate size. Newly
created spawn are not under the con-
trol of their creator, but they usually
follow whatever favored spawn of
Kyuss created them.

If'a creature is infested with mul-
tiple worms, a single remove curse or
remove disease destroys all the worms
infesting the creature at once.

A favored spawn attacking a help-
less opponent may use its foul
embrace ability instead of this ability.

Fear Aura (Su) A spawn of Kyuss
continuously radiates a fear effect.
This ability functions like a fear spell
(caster level 7th, Will save DC 14 +
the favored spawn’s Charisma modi-
fier), except that it affects all creatures
within a 4o-foot radius. Any creature
that makes a successful saving throw
against the effect cannot be affected
again by the fear aura of that favored
spawn of Kyuss for 24 hours.

Foul Embrace (Su): By pressing its
face against a helpless victim, the
favored spawn of Kyuss can infest the
victim with a rain of 2d6 worms. This
ability is treated the same as the cre-
ate spawn ability, but a victim slain
by the resulting infestation rises as a
favored spawn of Kyuss rather than a
normal zombie.

Kyuss’ Gift (Su): Any creature hit
by a favored spawn of Kyuss’ natural
attack or unarmed attack must suc-
ceed at a DC 12 Fortitude save or
contract this supernatural disease.
The incubation period is 1 day, and
the disease deals 1d6 points of Con-
stitution damage and 1d4 points of
Wisdom damage. These effects mani-
fest as rotting flesh and dementia.
An affected creature gets only half
the benefits of natural and magical
healing, though a remove disease effect
removes the affliction.

In addition to the previously
described abilities, a favored spawn
with 10 HD or more gains one of the
following additional special attacks

as a gift from Kyuss himself. Saving
throws against these effects are against
a DC of 10 + half the favored Spawn’s
Hit Dice + the favored spawn’s Cha-
risma modifier.

Infested Skin (Su): The favored spawn
of Kyuss is so infested with worms
that any creature that strikes it with
an unarmed strike, natural weapon,
or light weapon must make a Reflex
save or a Kyuss worm is transferred
to the attacker’s body. Any creature
that shares the same square as the

- favored spawn (such as might occur

during a grapple, bull rush, or Tum-
ble check) must make a Reflex save to
avoid the same fate.

Noxious Breath (Su). Once every
1d4 rounds, as a standard action, the
favored spawn of Kyuss can exhale
nauseating vapor from its mouth in a
15-foot cone. All creatures in this area
must make a Fortitude save or be nau-
seated for 1d4 rounds.

Wormburst (Su): Once per dayasa
standard action, the favored spawn of
Kyuss can expel a 1o-foot-radius burst
of worms from its body. All creatures
in this area of effect must make a
Reflex save or become infested by 1d6
Kyuss worms.

Special Qualities: A favored spawn
retains all the special qualities of the
base creature and gains the following,

Damage Reduction (Ex): A favored
spawn of Kyuss gains damage reduc-
tion s/silver. If the favored spawn has
10 or more Hit Dice, this increases to
damage reduction 1o/silver.

Fast Healing (Ex): A favored spawn of
Kyuss has fast healing 5.

Turn Resistance (Ex): A favored spawn
of Kyuss has turn resistance +3.

Abilities: Increase from the base
creature as follows: Str +4, Int +2, Wis
+2, Cha +2. Favored spawn are undead,
and as such do not have a Constitu-
tion score.

Feats: A favored spawn of Kyuss
gains Improved Unarmed Strike as a
bonus feat.

Challenge Rating: +2 (for creatures
with 9 HD or less) or +3 (for creatures
with 10 HD or more).

Alignment: Always chaotic evil. id
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ing spell weavers to turn their heads
completely around with no effort. Fur-
ther adding to their alien nature, spell
weaver blood is metallic blue in color,
similar to quicksilver.

All spell weavers carry chromatic
disks, thin, 6-inch-diameter circular
objects made of a silvery substance
that is stronger than steel. At a spell
weaver’s will, the disk can change
color and show a variety of patterns
and designs on its dark surface. These
objects are intimate creations of spell
weavers, actual living extensions of
their beings. In the rare case that a
chromatic disk is lost or destroyed,

a spell weaver can quickly replace it
through meditation, exuding blood
and fluids from the palm of its hands
in the form of a metallic resin. The
resin is manipulated to form the disk
shape and solidifies quickly. This pro-
cess takes only an hour but leaves the
spell weaver exhausted.

Spell weavers are extremely long-
lived creatures, with a lifespan near
six centuries. Age does not seem to
significantly affect their physical
abilities, and only lighter skin tones
distinguish older individuals from
younger ones. Aging, however, is
directly tied to reproduction for spell
weavers in a complex and mysterious
pair of rituals.

Upon reaching the end of its life—a
time spell weavers seem to instinctu-
ally know—an elder spell weaver can
rejuvenate its body through a special
hibernation trance requiring the
draining of a near-priceless amount of
magic items, In preparation, the spell
weaver sacrifices the energies within
its accumulated magic treasures,
destroying them to create a eylindrical
“coffin.” It then finds a secure loca-
tion, as the rite leaves it effectively
helpless for the trance's entire dura-
tion. Upon sealing itself within the

KNOWLEDGE OF THE SPELL WEAVER
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ent and aloof creatures. They sometimes enslave
mpnsbe!siﬁo serve them. Spell weavers excel in magical
spelis simultaneously.

epaths, although they seem to shun

sir own kind. Part of spell weaver communication
calors of their strange ehromatlc disks

we _'ofsatll weavers includes the ability to read the
in magical objects. Their race-wide search
ﬁrw&nﬁemsisdihdy tied to some greater, mysterious purpose.

coffin, the spell weaver enters a state
of suspended animation from which
it cannot be awakened. This process
usually takes only a month, but some-
times lasts far longer, with evidence of
spell weavers languishing within their
coffins for centuries at a time. At the
end of this ritual, the spell weaver is
physically restored, its skin darkened
and its life renewed for another six
centuries. This restorative process
only seems to function for spell weay-
ers, yet even so they keep its specifics
a mystery from all other races. This
trance only functions six times, pro-
viding no benefit beyond that. Despite
their lengthy lifespans and these
renewing trances, however, spell weav-
ers are far from immortal.

To reproduce—an act that is for
spell weavers little more than a final
act of self-regeneration—an elder
specimen who has gone through all
SiX rejuvenation processes may per-
form a complex, ritual self-sacrifice
that results in the “birth” of six new
adult spell weavers. The rite requires
a special array of breeding vessels
found only in a few rare spell weaver
sites. To perform the ceremony, the
parent creates six new chromatic
disks and places them into the ves-
sels where the new individuals form
and grow in a few hours. During that
time, the parent dies and decays,
eventually disappearing into noth-
ingness. The newborn spell weavers
rise from the vessels with the full
memories and mental abilities of
the parent.

Spell weavers do not speak, for
their law forbade speech millennia
ago as part of the training to develop
their telepathic faculties. They sel-
dom emit noises, and only as a con-
sequence. When they suffer pain, for
example, they might squeal or grunt
in a high-pitched tone, but nothing
more. Spell weavers have their own
incredibly complex language of clicks
and whistles, which they know only
from distant memories. In modern
times, the spell weaver language is
experienced only in its written form,
as node hieroglyphs.
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NODE HIEROGLYPHS

'The node-dwelling spell weavers of ancient times used special hieroglyphs to
record the specifics of their lives, their travels, and their research. Since most
spell weaver tablets date to this Time of Nodes, they are often blackened and
badly damaged. The spell weavers of modern times rarely use node hieroglyphs,
but can still understand them perfectly. The hieroglyphs can be read aloud with
spells like comprehend languages, but the text is encoded in a way that its literal
translation inevitably reveals nonsense to non-spell weavers. To successfully
make sense of the text, a reader must succeed at a DC 25 Decipher Script check
in conjunction with comprehend languages.

Spell weavers sometimes illustrated their tablets with simple line block draw-
ings. The tablet presented here is the Breeding Tablet, one of the most famous
spell weaver documents ever discovered. It shows the sequence of a spell weav-
er’s six-life cycle and its final self-sacrifice.

ruin of their civilization and attempt
to live peacefully, others strive to
rebuild the spell weaver empire. To
them, the greatest impediment to
renewed spell weaver mastery is the
world's infestation by innumerable
humanoid races, which dominate it
through their verminous fecundity
alone. Hearkening back to offensive
strategies utilized during the Time
of Nodes, these spell weavers are all
too glad to supply such races with the
instruments of their annihilation.

THE DISJUNCTION

No spell weaver or researcher from
any other race knows what accident
caused the ruin of the spell weaver
empire and brought about the end of
the Time of Nodes. While spell weav-
ers acknowledge that their leaders
were attempting some far-reaching
magical feat, they remain universally
secretive of its specifics. Two com-
monly held possibilities follow:
Ascension: Through their study of
language, spell weavers discovered the
prime form of communication, words
of reality capable of manipulating all
existence. Revealing that deities were
little more than bickering entities with
knowledge of this language, the spell
weavers attempted to take their place
among the powers en masse. Their
intentions discovered by the existing
deities, these covetous beings warped
the spell weavers’ attempt to elevate
the population of an entire node, cre-
ating a magical backlash that rippled
through and destroyed the spell weaver

NODE NUMBERS
Numbers—especially the number
six—are sacred to spell weavers,
and they have a senary numeri-
cal system. Spell weavers also
have a decimal system, developed
to cooperate with the nerra (the
enigmatic rulers of the Plane of
Mirrors; see page 127 of the Fiend
Folio) at some point of their his-
tory. The purpose of this coop-
eration was the construction of a
mirror-based, short-range telepor-
tation device. This device consisted
of several pentagonal gates that
connected spell weaver nodes
with selected locations in the sur-
rounding areas. Successful transit
through the gates was achieved
by navigating through a maze of
extradimensional rooms, using a
numerical code for direction (see
the Shackled City Adventure Path
for more on this and other spell
weaver artifacts).

empire, along with all knowledge of
the prime language.
Unification: Spell weavers came to

believe that, at the beginning of creation,

all of the planes and countless worlds
were in fact one single, balanced reality.
This equilibrium, however, was shat-
tered by the mercurial whims of the dei-
ties. Traveling to all of these fragmented
existences and creating their nodes as
anchors, the spell weavers hoped to cast
a multiverse-spanning spell capable

of drawing the shattered planes back
together. The power of infinite infini-

LEGENDARY SPELL WEAVER ELDER

Advanced Spell Weaver of Legend Archmage 3
Medium Outsider (Augmented Monstrous
Humanoid, Native)

Hit Dice: 3d4+30d8+198 (340 hp)

Initiative: +13

Speed: 30 fi.

Armor Class: 38 (+9 Dex. +10 natural, +6 armor,
+2 deflection, +1 insight), touch 22 flat-footed 29
Base Attack/Grapple: +31/+34

Attack: Slam +34 melee ( 1d6+3)

Full Attack: 2 slams +34 melee ( 1d6+3)
Space/Reach: 5 1L./5 ft.

Special Attacks: Frightful presence, spell-like
abilities, spells

Special Qualities: Arcane reach 30 fi.. chromatic
disk. darkvision 60 fi., fast healing 5. fire resistance
10, immune to mind-affecting effects. mastery of
elements. mastery ol shaping. rellective hide.
shielded mind. spell weaving, SR32. telepathy
Saves: Fort +20. Ref +30. Will +27

Abilities: Str 17, Dex 28, Con 23_ Int 22, Wis 19,
Cha 32

Skills: Concentration +26. Diplomacy +23.
Knowledge (arcana) +37. Knowledge (planes) +15.
Listen +20. Move Silently +2(1. Sense Motive +20,
Spelleraft +48. Spot +37, Tumble +13, Use Magic
Device +44

Feats: Empower Spell, Improved Initiative (B),
Maximize Spell, Quicken Spell. Skill Focus
(spellcraft), Spell Focus (conjuration), Spell Focus
(evocation), Still Spell

Epic Feats: Automatic Quicken Spell (0-3), Epic
Spelleasting. Improved Metamagic, Multispell (x2)
Challenge Rating: 21

Treasure: Ring of protection +2. ring of minor fire
resistance, dusty rose 1oun stone, cloak of charisma
+2. gloves of dexterity +2. amulet of health +2.
wand of cure serious wounds

Alignment: Usually neutral

Frightful Presence (Ex): All creatures within 20 fi.
must make a DC36 Will save or become shaken for
as long as they stay within 20 ft. Creatures with 30
HD or more are immune.

Reflective Hide (Su): This monster of legend has a
permanent spell turning effect.

Spell-like Abilities: Always active — see invisibility:
at will = detect magic, invisibility: 1/day — plane

shift. CL35.

Spells (6/999/887/767/3): As 35th-level sorcerer,
DC21 + spell level +1 for evocation and conjuration
spells (*). It can cast 3 epic spells per day. It can
cast 3 quickened spells per round (excluding spell
weaving) and all Oth-3rd level spells are
automatically quickened. All metamagic spell level
adjustments are reduced by 1 (min. +1).

Typical Known Spells: Oth - acid splash®, detect
poison, read magic. dancing lights®. ray of frost™,
ghost sound, mage hand. message, open/close. st -
burmng hands®, magic missile *. obscuring mist™,
rav of enfeeblement, shield. 2nd — locate object.
hideous laughter. mirror image. touch of idiocy,
scorching ray™, 3rd - greater mage armor® {alreadv
cast). fireball®. flv. suggestion; 4th - locate
creature. charm monster, fire shield*, greater
invisibility; 5th - cone of cold®. feeble mind,
teleport™® wall of force™®. 6th — chain lightning ™.
disintegrate. greater dispel magic. Tth - finger of
death, force cage® mage's sword®, 8th — maze ™.
polar ray®. trap the soul™, 9th — gate™, meteor
swarm®. time stop, Epic - let go of me. lord of
nightmares™. ruin.

For other spell weaver abilities. see the following
page. High arcana abilities are detailed in DMG.
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BATTLE WEAVER

e spell weavers train themselves to make use of an extra pair of hands in combat.
Prerequisites: Spell weaver, Str 15,
Benefit: Spell weavers with this feat gain two additional slam attacks. These
additional attacks are primary attacks and have the same attack bonus as the
 spell weaver’s other slam attacks.
Normal: Spell weavers can normally only make two slam attacks.
: Spociil!A spell weaver can take this feat twice, allowing it to make use of all
six arms in combat. This feat makes spell weavers eligible for the Multiweapon
Fighting feat (see page 304 of the Monster Manual).

ADVANCED SPELL WEAVER

eeking t “greater magic, most spell weavers advance as sorcerers or wizards,
makiugthe archmage or nearly any prestige class from Complete Arcane natural paths
for many. Adhering to a strict atheism, spell weavers never advance as clerics. More
martially minded spell weavers benefit greatly from the eldritch knight and spells-

word (see Compkle%nﬁor) prestige classes.

SCHAVRA CR12  Abilities Str 14, Dex 14, Con 13, Int 20, Wis

Spell weaver fighter 4 19,Cha 16

N Medium monstrous humanoid $Q chromatic disk, immunity to mind effects,

Monster Manual 11 187 shielded mind, spell weaving

Init +1; Senses darkvision 60 ft., Feats Battle Weaver, Empower Spell,

 telepathy; Listen +11, Spot +11 Enlarge Spell, Extend Spell, Heighten

AC 27, touch 12, flat-footed 25 Spell, Multiweapon Fighting, Spell Focus

hp 85(14 HD) (abjuration), Spell Focus (evocation), Spell

SR 21 Penetration, Weapon Focus (longsword),

hnnmnﬂnd—af&ﬂluguﬂ'eds Weapon Specialization (long sword)

Fort +8, Ref+9, Will +14 Skills Climb +12, Intimidate +15, Jump +10,

Spd 30 ft. (6 squares) Knowledge (arcana) +19, Knowledge

Melee +2 spell storing longsword (history) +15, Knowledge (religion) +10,
+1$[+10]{-§ mm}and 3+1 Knowledge (the planes) +15, Listen +13,
langswords +14 (2d6-+5/18-20) Search +9, Spellcraft +19, Spot +14, Use

Base Atk +14; Grp +16 Magic Device +14

Special Attack spaﬂ»ﬁlkaﬁﬂihes. spells Possessions +4 mithral shirt, +2 spell storing

Combat Gear potion of bull's strength longsword, 3 +1 longswords, amulet of

Spells Known (CL 16th, ranged touch +16): natural armor +2, chromatic disk, backpack

* 6th (5/day)—chain lightning (DC 20), Chromatic Disk: Schavra's chromatic disk

wall of iron holds ten additional spell levels of energy.
5th (6/day)—cone of cald (DC 19), By holding the disk in one hand the spell
prymggn.uk*m:s weaver can cast a spell that it knows and
4th (6/day}—confusion (DC 17), expend spell levels from the disk rather
dimension door, fire shield, stone skin than from its number of spell slots

3rd (6/day)—dispel magic, fly, haste, rage  Shielded Mind (Ex): Shavra's mind cannot be
2nd (6/day)—alter self, blur, web (DC 15), read by any means, Those that try must

resist energy, scorching ray (DC16) makea DC 17 Will save or be confused for
1t (6/day}—burning hands (DC 15), 1d6 days.
identify, jump, magic missile, shield Spell Weaving (Ex): Shavra can cast multiple
0 (6/day}—dancing lights, detect magic, spells at a time as long as the sum of their
flare, light, mage hand, message, ray of spell levels are equal to or less than the
frost, touch of fatigue (DC 13), resistance number of hands it has free.
Spell-like Abilities (CL 16th): Telepathy (Su}: In addition to the basic
 Always active—see invisibility effects of telepathy, Shavra can
At will-—detect magic, invisibility communicate by thought with any other
1/day—plane shift spell weaver within 1,000 miles,
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ties proved too great for even the bold
spell weavers, though, and their first trial
wiped their empire from the reality they
hoped to save.

TPELL WERVER RUINS

Ravaged by the Disjunction, the ruins
of spell weaver nodes are thousands of
years old—relics of an empire lost to
time, Extraordinarily scarce, multiple
nodes rarely exist on a single world and
never on the same continent.

Every node has a similar structure,
with a main pyramid that towers more
than 500 feet tall. At the top perches a
great crystal lamp once capable of illu-
minating the surrounding landscape
with a pulsing azure light. With all prob-
ability, these lamps acted as a magical
homing beacon for other spell weaver
planar travel facilities.

Inside, the most important room
of any node was the breeding
chamber, the home of the magic
cylinders necessary for spell weav-
ers to reproduce. Only a few of
these rooms survived the Disjunc-
tion intact, and they are desperately
sought out and jealously guarded
by modern spell weavers. Secondary
to the breeding chamber was the
mortuary, a many-floored hall that
protected spell weavers undergoing
their rejuvenating stasis. Deeper
than these rooms slept the heart of
the node, a gigantic magical fur-
nace. While those in every node ever
discovered have been destroyed, an
active spell weaver furnace is capa-
ble of producing effects on par with
the powers of the deities. As such,
spell weavers throughout the planes
dream of finding a near-mythic live
node furnace.

In the FORGOTTEN REALMS, the
Tortured Lands and the Fallen Lands
both make likely spots for spell weaver
ruins. In EBERRON, a spell weaver
node might appear somewhere in the
Demon Wastes or deep within mysteri-
ous Xen'drik. The Shackled City Adven-
ture Path and the adventure “The Spire
of Long Shadows,” in DUNGEON #130,
also suggest further spell weaver plots
and designs. w
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MISTOFY OF [HE TARRASOUE

Some of the oldest elven records arce ahlrekauth, or

TARRASQUE HUNT
Bam-bam-bam! Dreelix' slammed
the gavel down hard three times in
rapid succession. “This meeting of
the Menster Hunters Association is
herehy opened,” he intoned.

He pressed on with uncharacteris-
tic haste: “We'll worry about the nor-
mal preliminary stuff later. What |
want to know—"and here his saper
gaze fell upon Willowguisp, Spon-
tayne, and Buntleby, to whom he
had given an assignment the previ-
ous meeting—"is what can you tell
me about the tarrasque?”
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KNOWLEDGE OF THE TARRASQUE

The fallowing table shows the results of a Knowledge (arcana) check as it relates
to the tarrasgue. Information about the tarrasque is often held by scholars of
ancient history, lore books from fallen kingdoms, and wild-eyed refugees mamny
pray are mad. The tarrasque appears on page 240 of the Monster Manual.

Knowledge (arcana)

DC  Result

30  The creature you face is none other than the tarrasque, a powerful
monster knowr for its unstoppable destructive capabilities.

35  Thetarrasque sleeps for months or years at a time, awakening for several days
between slumbers. During such time, it attacks and destroys all that it sess.

40 Mere sight of the tarrasque when it attacks can inspire terror in those
who witness its destructive abilities, and its thick carapace keeps it safe
from most spells.
The tarrasque has the maost powerful regenerative abilities known, and
can regenerate even after succumbing to a disintegrote spell or a death
effect. The only known way to permanently destroy the tarrasque is to use
a wish or miracie spell immediately after rendering it Unconscious.
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other with its talons ere eating the rem-
nants, So much T saw before my magic
snatched me away.”

Now in the bright court of Shelar-
ralieir, Highqueen of Aeritueur, tall
and wise courtiers scoffed at this tell-
ing. Oh, their swift spells told them the
pne in fatters truly believed what he
said—hut they held that he must have
been driven mad, or been enspelled, to
see things far from the trath.

Yel no sooner had they dismissed
hiswords than the chamber where far-
striders dppeared rocked at the arrival
of a fair elven knight in scorched
and riven armer, whose pleas for aid
were shouts none could ignore. From
Lothaund this one came, and he ered
11T

that they had seem Oraunghg
lorn apart and toppled [from afar,

and mustered all the battle-might of

Lothaund, mages and swordwielders
alike, to make war on whatever had
hurled down Oraunghglieir.

A preat beast they saw, stalking
toward them like a wingless dragon
larger than any seen before, ponder-

ous and slow.
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At first they could scarce believe that
this: one beast, however monstrous,
could alome have been the bane of
Oraunghglieir. Yet they hurled their
spells at it, rode at it with lance and
sword, sought to pierce it with volleys
from their greathows, and even spell-
hurled savage monsters inte its path,
to force it to fisht them—yea, even
great dragons!

But the Great Beast devoured and
slew and prevailed, laying waste to
all before it, until it came at last to
Lothaund, and breached its walls, and
started to hurl il down. Thousands of
elves perished fighting if, and more
fled, this knight among them.

This time the wise courtiers looked
troubled, and did not scoff when this
sorry knight warned them that the
bright' court could mot be saved, and
perhaps not even Aeritueur itselfl

War-trumpets blared and spells
cried warnings afar, calling all the
mailed might of Aerituenr to fight
this one foe.

Yet even as a realm tose up in ala-
rum, swords flashing, the Great Beast

strode out of riven Lothannd and into

the nearest mountain—into it, sinking
down into the solid stone as 3 swamp-
snake glides down under inky waters.
As suddenly as it had come, the Great
Beast was gone.

For the first time. For all toe soon, it
came again,

PHYSIOLOGY OF THE TARASOUE

By its physical build alone, 2 larrasque
might easily be mistaken for a dino-
saut, towering more than so feet tall
and measuring at least yo feet from
nose to tail. It stands upright on its
powerful hind legs, with its body
thrust forward and its long tail pro-
viding a counterbalance. In general
stanice, it moves much like a tyran-
nosaurus, although its front limbs are
significantly larger: while a tyranno-
saurus has stumpy forelimbs unable
even to reach its own head, the tar-
rasque’s arms are long emough to
touch the ground as it stands erect,
and in fact the creature
known to “knuckle walk" in the man-

has been

ner of some apes.




TARRASQUE PLOTS

The tarrasques is legendary for its single-minded rampaging and the fearsome destruc-
tion it wreaks. Here are a few ways to introduce this destroyer intoa ca mpaign.
Arcane Glutton: A sudden surge in spellcasting or the use of a rare magic item

inan area “awakens” a tarrasque. It cuts a path of destruction toward the

the heay

nter of

t magic use, devouring all living things. It continues its rampage until

either it is sated or no magical source exists in the region for it to consume.

Artifact’s End: The

PCs come into the pos

on of 2 powerful but evil magi-

cal treasure that can only be destroyed within the tarrasque'’s stomach. Unfor-

tunately, the tarrasque was last spotted mere months ago and is not likely to

reawake for years,

Defending the Realm: The tarrasque has a special relationship with a kingdom,

serving as its monstrous defender. Stealing a crown or ather royal regalia, spilling

royal blood on a throne, or slaying or kidnapping royalty causes the appearance

of a tarrasque that stalks those responsible.

Ritual of Ages: A group of nihilistic tarrasque monster eultists

{see Dracon

#296) seek to permanently awaken and worship the tarrasque as it brings about

the end of civilization,

Covering the tarrasque’s dorsal
half is an exceptionally thick, highly
reflective armored carapace covered
in massive spikes, while twin hornsg
of similar size and shape jut forth
from the creature’s head. The horns
are used offensively, while the cara-
pace serves a defensive role—not
only against physical attacks, but also
against many magical attacks as well.

THE ARCHIVAL TRADE PAPERBACK

The tarragque’s carapace has been
described as locking like *melted
diamond” (by those lucky enough to
have encountered the creature
lived to tell the tale), which accurately
describes the
reflectivity, and overall smoathness.

and
carapace’s toughness,

In truth, the tarrasque’s carapace is not
nade from diamond—melted or ath-

erwise—having a unique composition.

The bodily processes of a tarrasque
can readily digest all organic matter,
living and dead, creatures and plants—
even wood that has been painted or
varnished. The lone destroyer’s immu-
nity to poison leaves it unharmed by
dyes, paints, molds, other growths en
decaying organic matter, and so om. A
tarrasque has an expanding gullet that
holds creatures and objects swallowed
whole, which tumbles such devoured
items around and around in a contin-
nous spiral, working themn down into
a succession of three stornachs. These
stomachs are among the mast effective
destructive engines in the multiverse
and little
magical arlifacts-

The uppermost stomach 1s a hot, wet
place of tumbling stones and internal

-even the most powerful

At survive within.

spines (the stamach wall seems lired
with thousands of bony knife-blades)
that breaks down large objects: its walls
are durable and very strong, with maov-
ing knots of muscle that can literally
punch; squeeze; and claw at swallowed
items. This stomach can shatter large
rocks down into smaller stones, break
clods of earth into scattered motes,
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crack bark and hones, dismember hod-
ies, and puncture containers so as o

spill out and separate the contents.

Belts and ropes are typically sawn into
shorter lengths in this stoma
glass iz shattered. Metal items and
glass shards are typically moved om
swiftly to the deeper stomachs.

The rmiddle stomach of 4 tarrasque

is a churning, energetically puls-

ke

fleshy cau

sesses a disjunctive property, capable
of stripping the magical powers from

consummed [E]:lgi('ﬁ. Here E\"t!!"_p'L}lLIJ'&[

breaks dows,

The last stomach of a tarrasque
is a long, winding, rthythmically-
thrumming tube of great heat, where
anything that survives the previous
stomachs—typically only the stron-
gest and rarest melals—meels

end. The acidic slurry boils off and i1s

absorbed by the creature,

It takes a tarrasque mere moments
to force what it consumes through its
ss. Despite

devastating digestive proce

the swiftmess of this metabol

m DRAGON 359 September 2007

dron of corrosive acid.

his fluid pos-

the wvast majority of the energy is
stored. While it takes a great deal of
food to keep am achve tarrasque
sated, tarrasques are actually quite
docile—this stored energy sustain-

ing them through deep, decades-lon

hibernations.

When preparing for such a hiber-

nation, 1 tarrasque employs one of its

most unu and rarely witnessed
ahilities. Once fully glulted and ready

to go back to sleep, a tarrasque gains

the ability to earth glide in much
the same way as xorns do: it bur-
rows through stone, dirt, or any sort

of earth except refined metal or con-

tinuous veins of pure metal as easily

as fish swim throu water, withoul

disturbing or dislodging anything or
leaving a tumnel or hole in its wake,
This lets the beast access subterra-
nean caverns its bulk would normally
not allow it to reach. Lacking a large
encugh cavern to lair in it can earth

1 buried, ta “be at one with

glide unti
the stone” (sharing space with solid
rock, a condition referred to as “arn-

stone” by some dwarven sages). This

is why there is so much debate and

mystery surrounding the location and
nature of a tarrasque’s lair.

While in arnstone state, a larrasque
does not suffocate, bul sinks rapidly
mnte a torpor in which its bodily pro-
cesses slow and it hibernates until the

;',l:'_‘{fl._ql for new nourishment awakens

it into the "burrowing” state again.

In damp rock, where mineral-laden
waters percolate, and with a belly filled
with the ruins of a large town or city,

naot arise for as long

this need might
a5 50 years. In dry or caustic rock, or
if’ a tarrasque is disturbed by trem-
ors (including the relatively minor
vibrations of nearby rock or creature
movements), shifts in temmperature, or

actual wounding (direct damage from

the pick of a dwarf prespector or the
weapon of an adventurer, for example),
awakening might come much sooner,

A larrasque’s carapace and outer
hide are clearly visible to earth glid-

EI'I::_"‘ Or qQUarTyiTng creatires who reach

one's immediate vicinity, Earth gliding
creatures canmot ghde into or through

the volumne of earth or rock occupied



by an arnstone tarrasque;’ its body
seems “solid” to such ereatures, who
are deflected aside from it

A tarrasque comes out of torpor
with astonishing speed if disturbed,
typically taking only 1da+1 rounds to
become fully aroused. While awaken-
ing, a tarrasque has the same proper-
ties and vulnerabilities as when sink-
ing into torpor. A waking tarrasque
is unpredictable; it might move away
from the disturbance, turn to con-
front it, or “flee” at high speed for
some time and then try to settle down
into forpor again.

[SYCHOLDGY AND SOCTELY OF HE TARRASODE

A tarrasque’s actions are all driven by
one need: nearly insatiable hunger. It
has an intellect just above that of an
animal and instinctively sees all other
creatures as food. (OF course, 1t also
sees irees and plants as food, build-
ings as food, rocks and dirt as food,
and so on.) Given its powerful regen-
erative abilities, 1t has little to fear

from combat with most creatures, and

even those that have the capability of

killing it—like high-level spellcast-
ers—don't register as anything other
than another type of potential food.
Thus, a tarrasque never retreats from
battle, no matier how events might
turm against 1t

A tarrasque 15 by no means an evil
or vindictive force. It is no more a
source of evil than a hungry wolf or
lion,; although this view is difficult
to- maintain by those whose homes,
families, and entire lives have been
destroyed by such a ravenous beast.
The only real enmity the tarrasque
ever feels toward its living victims is

reserved for creatures capable of flight,

Since the tarrasque has no method of
|':1n_|_=m'l attack, any creature capable of

[lying beyond its reach has nothing to
tear—a fact that
raseue to no end,

anmoys a hungry tar-

Once the tarrasque has its fill—a

pracess that can normally take up
a week, during which time it remains
completely

alert—the creature begins to get

awake and continually

drowsy and prepares for a long sleep.

So long as it is not currently in bai-
tle (as its primitive brain refuses to
allow it to depart from a fight while
there is still living morsels to ingest),
it finds the nearest chunk of solid
rock hig enough to support its mas-
sive bulk and settles down within for
a lengthy hibernation:

ADVASCED TARRASOUE

The tarrasque is widely held as the
lmugl,r.-r..h monster in DUNGEONS &
DraGoxns, despite there being erea-
tures in the Monster Manual of higher
CRs, nol to mention dozens of other
deadlier beasts in other books. As the
tarrasgue can be advanced to have
any number of Hit Dice, presented
here is a CR 30 version ready to chal-

lenge even epic-level heroes.

The Tarrasque CR30

Advanced tarrasque

N Colossal magical beast

Init +7; Senses scent; Listen +25, Spol
25

AC 40, touch 5, Mat-footed 32; Dodpe

hp 1,539 hp (78 HD), regeneration 40;
DR 15/epic

SR 32

Immune ability damage, disease, energy
drain, fire, poisan

Fort +:50, Ref +39, Will +28

gpeed 20

Melee bite +89 (6d8+19/16-20/=3)
and 2 horns «87 (2d84+9)
and 2 claws +87 (3d6+9)
and tail slap +87 {448+

Space 30 ft. Reach 20 fi.

Base Atk +/8; Grp +94

Atk Options Awesome Blow, Cleave,
Great Cleave, Improved Bull Rush,
Improved Overrun, Multiattack,
Power Attack; improved grab, rush,
swallow whole

Abilities Str 48, Dex 16, Con 39, Int 3,

Wig 14 'Cha 14

S5Q augmented critical, carapace,

frightful presence

Feats Alertness, Awesome Blow, Blind-
:!Eh?_, Cleave, Combat Reflexes,
Dodge, Great Cleave, Improved
Bull Rush, Improved Critical (bite),
Impraved Initiative; Improved

Matural Armor (5], Improved

Fwe Dynam:c Scenarios
Four New Characters
/ﬁ' hree Heroic Elves
Two Mighty Peoples
One Exciting Game

-
Free
Online Demo:
TableStarGames.com

TABLESTAR
GAMES uc
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golerm’s cursed wound ability,

The tarrasque can be slain anly by
[aisirg its nonlethal damage total to
its full normal hit points +10 (or 1,549
hit points) and wsing a wish or miracle
sp-:'| to keep it dead.

If the tarrasque loses & limb or
body part; the lost portion regrows
in 1d6 minutes {the detached piece
dies and decays normally), The
creature can reattach the severed
member instantly by helding itto
the stump.
Improved Grab (Ex) To use
this ability, the tarrasque
must hit a Huge or smaller

opponent with its bite attack.

It cant

attempt to start
a grapple as a free actior
without provoking an attack
of opportunity. If it wins the

grapple check, it establishes a

hold and can try to swallow the

foe the following round.

Rush (Ex) Once per minute, the

ue can

-'1l'.'?"l'|'|3||',' ElC".\'—I'I'II'.'I'a'”Ig Larre
{5

move at a speed of 150 fe
Swallow Whaole (Ex) The tarrasgue can
try to swallow a grabbed opponent
of Huge or smaller size by making

a successful grapple check. Once
inside; the opponent takes 2d8+8
points of crushing damage plus
2d8+6 points of acid damage per
round from the tarrasque's digestive
juices. A swallowed ereature can cut
its way out by dealing 50 points of

y ' :
camage to the tarrasgque’s flil_-.-;lf":'-l'-'*'

tract (AC 25). Once the creature exits,

miscular action closes the hole;
another swallowed opponent must
cut its own way out. The tarrasque’s

gullet can hold 2 Huge, & Large, 32

Matural Attack (bite), disintegrate spell or a death effect, Medium, 128 Small, or 512 Tiny or

Improved Matural Attack (claws), If the tarrasque fails its save against smaller creatures.

Improved Matural Attack (harns), a spell or effect that would kill it Augmented Critical (Ex) The

Improved Natural Attack (tail slap), instarnitly (such as those mentioned tarrasque’s bite threatens a eritical

Improy verrun, lron Will, Power above), the spell or effect instead hit on a natural attack roll of

Attack, Toughness (x8) deals nonlethal damage equal to 18-20, dealing triple damage on
Skills Listen +25, Search +16, Spot +25, the creature’s full normal hit points a successful oritical hit, Improved

Survival +21 (+23 following tracks) +10 {or 1,549 hp). The tarrasque Critical doubles this to 16-20
iiﬂgener-aii;(Ex] Mo form of 3 is immune to effects that produce Carapace (Ex) The tarrasque’s armarlike

mnally tough and

deals lethal damage to the tarrasque. incurable or bleeding wounds, such carapace is exc
The tarrasque regenerates even as mummy rot, a sword with the highly reflective, deflecting all rays,

if it fails 2 saving throw against 2 wounding special ability, or a clay lines, cones, and even magic missile
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TREASURE WORTHY
UF 1UUﬁ ﬁﬁ(ﬁT( ST

spells. There is a :
reflecting any such effect back at
the -.Lter, otherwise, it is merely
negated.
rolling to overcome the creature’s
spell resistance.
Frightful Presence (Su) The tarrasque
can inspire terror by charging or banuson Listen and Spot checks.

..That’s all the information we have,” explained Wil-
lowquisp, closing his oversized tome of unusual creatures.
“Might I inquire as to your interest? Surely you don't intend

a tarrasque hunt?”
“Why not?” asked Dreelix, puffing out his chest. "We are, after all, the renowned
Monster Hurters, and the tarrasque is merely an oversized manster. You yourself
said it could be killed with two spells in quick succession, a vindication of the
power of spelicraft over brute force if ever | heard one.”
“We'd be well out of our league...” began Spontayne.
“Pshaw!” scoffed Dreelix. “Two wish spells and we're in businesst”
“Sadly," pointed out Spantayne, “wish is beyond our capabilities.”
“So we take some money out of the coffers and pick up 2 couple of scrolls,”
dismissed Drealix. “No big deal.” At that, Grindle the Coin-Counter expelled an
involuntary “Eep!” As the Association’s treasurer, he was well aware of the current
sad state of their coffers.
"What, may | ask, is the sudden fascination with killing the tarrasque?”
asked Buntleby.
As it happens,” replied Dreelix, "I was cleaning out my study, and discovered
this ancient tome from my old mentor.” He pulled a dusty manual eut fram
under the head table, apening it to a diagram of the fabled beast and flipping it
arcund so the others could see. While Spontayne and Willowguisp leaned for-
ward toexamine-the book, Buntleby instead studied their illustrious President.
Dreelix seldom mentioned his old mentor, preferring that others assume he had
never needed such assistance in mastering—if that was indeed the appropriate
word—the wizardly arts. For him to se casually mention he had once required
tutoring could only mean his attention was focused elsewhere.
*Look at this passage here,” Dreelix said, pointing at a fading section. "Killing
the tarrasque releases a fortune of diamonds hidden in its shellt” Collectible. ]"llgh quallty
"Why would it have diamonds in its shell>” queried Spontayne, puzzled. :
“It's not as easy as you make it out to be," scowled Buntleby. “The tarrasque isn't game coins {e keep
a pifiata—you can’t just whack it open and get your toy surprise.” track of your loot!
“In any case,” scoffed Willowquisp, “This book is rather outdated. It was use-
ful for its time, but now the facts’ contained therein are considered to be mere For use with your
legends and fables nowadays, nathing more."' .
*Hmmph!" glared Dreelix, grabbing back his tome. favorite RPG or LARP
“Tell you what,” suggested Spontayne. "if you can find it, we'll kill it.”
“Hmmph," Dreelix repeated, then pressed on with the rest of the evening’s agenda.

. NOIES

1 Apparently Dreelix's tome is similar to the 1983 version of Monster Manual 1],
written by Gary Gygax for first edition AD&D. In that venerable work—the tar-
rasque’s first appearance in D&D— treating the monster’s carapace with acid and
heating it in-a furnace yielded 10d10 diamonds valued at 1,000 gp each!
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ECOLOGY _ by Nicolas Logue » illustrated by Peter Bergting

“I will advance a terrible right arm

“Shall scare that infant thunderer, rebel Jove,

“bid old Saturn take his throne again.”
—“Hyperion,” John Keats

ew beings can contend with the children of the multiverse.
What are even angels or demons—mere spawn of mortal
virtues and vices—to do in the face of a titans godlike
fury? Dragons, as old as mountains and wise as the wind,
are revealed as mewling babes when matched to a titan’s time-
less intellect. Immartal, brimming with untold power, and as
unpredictable as a storm-tossed sea, the titans are feared even
by deities, and are understood by few. Theirs is 4 tale of divine
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battle, deific vengeance, and eternal exile. Cast out of paradise
to brood, rule, and destroy, they walk the world. Only fools do
not bow before them or flee at their approach.

HISLORY OF THE A

In a time before time, long before the churning cosmos
found its form, gods and goddesses reached into pri-
mordial chaos and sculpted perfection from its mutable
essenice. Thus, the titans were born. The deities adored
them mare than creation itself. The titans’ every whim was
doted upon. Their wishes were granted even before they
formed in their minds. As time wore on, the titans grew
more demanding of their deific progenitors. No boon
seemed too great to ask.




The titans rose fo a respected place
at their masters’ sides to help rule over
creation. As feuds broke out among the
gods and goddesses; the titans led their
divine armies in: battle. The mighti-
est among them grappled with deities,
proving victorious on too many occa-
sions to comfort godkind at large. As
the greatest fitans realized their power
rivaled the gods, their demands became
increasingly unsettling,

Eventually, the titans committed
offenses their makers could no longer
ignore. The titans created children of
their own nearly equal to themselves
in glory and power, birthing the first
giants into the world out of shards of
their own celestial essence. The titans
loved their new children as dearly as
the gods once lavished affection upon
them. They promised their offspring
an entire plane of existence, a weorld
where the giants would rule as deities
in their own right,

KNOWLEDGE OF THE TITAN

The following table shows the results of a Knowledge {the planes) check a5 it

refates to titans. Information about titans is most likely to come from servants

of ancient deities, planar scholars, and residents oFArbmea or Carch_u The trqn' ;
appears on page ,:42 of the Monster Manualh =~

= Knowledge (the planes}
: Result

'Tltan': are mcredably :tmng capable of desu’oymg nmriy anything they

C _'n'ter with ’Eﬁe;" ph\,s ical strengkh and magical prowess, ThJs result

Cronus, the most powerful of the titans, still rages against the deities in
a Capearian prison forged millenia ago: e

The gods were outraged. The power to
create was theirs alone. The deitieslooked
on the giants as abominations and their
fury was boundless. Still, they could not
bring themselves to punish their beloved
titans. The deities offered a compromise:

theywould spare the giants but cast them
down to the Material Plane, not to Tule,
but to exist among thousands of other
lesser races. The deities had began to
regret their mistake in creating children
rivaling themselves in might and begat
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POWER OF THE TITANS

- Some titans possess unigue se’(s-qfspc—il-iiké abilities different from those giv

the Monster Manual. These titans lose ef
: 'r’mq‘q‘t"-‘;. ;
- Stormbring
spell-like abilit

Hjeance:

1d sumimen nalure’s ally X but gain the follow]

pellsin their place.

orme ttans are tied tothe fury of the storms. They ain the following

Iconoclast: Refusing to be shackled or controlled, some titans possess powers
ble te manipulate: '

sdom of movement, greater feleport

3fday-mind blank, destr
Liday—freedom

new offspring, far inferior to the titans
in power. The titans were not satisfied.
Their rage at the offer was doubled by
the gods' designs to spawn new children
to vie with the titans. The titans saw the
creation of these new races as an attempt
to supplant them. For the first time,
the titans felt their place in the cosmos
threatened. They raised their mighty fists
against their divine masters. The gods
found themselyes under attack.

The heaven-shaking conflict that
followed lasted an age. Thousands
of titans and hundreds of gods per-
ished before the conflict finally came
to a halt. The face of creation was
savaged, and the multiverse nearly
unraveled. Finally, though, the gods
emerged victorious.

Realizing they could never risk such a
cataclysmic event again, the deities con-
vened a divine tribunal and after much
deliberation decreed the titans would be
scattered across the infinite planes—the
most dangerous among themn impris-
oned on Carceri for all time. The gods
and goddesses also summarily hurled
the giants to the Material Plane, robbing
them of any vestige of divinity. Those
few titans who stood by their makers
during the war earned reprieve and were
allowed to remain on Arborea. Slowly
they earned back their fickle divine mas-
ters' trust, while their brethren were con-
demned to wander for etemity, forever
scorned by their deific parents.

FHYSIOLOGY OF THE TITAN

Titans are specimens of absolute physi-
cal perfection. They are the pinnacle of
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might, agility, mental acuity, and will
Their form is a mirror to glory. The
vainest mortals labor through staggering
regimens of exercise and employ epic
magic in hopes of even drawing close to
the physical magnificence and comeli-
ness of titankind. These sad fools always
fall dismally short. Titans' muscles are
denser than adamantine and more pli-
able than the supplest bamboo. They
see in the dark as well as any fiend, and
in light a hawk is mearly blind by com-
‘parison. When pleased, their voices are
like honey poured over a golden lute’s
strings. When enraged, their bellows
shatter mountains and shout-down any
tempest's thunder,

Among the strongest of any other
creatures, titans delight in their varied
prowess, They revel in their near-godly
might and enjoy flouting their physical
superiority over creatures twice their
size. Titans take great pride in besting
gargantuan dragons in contests of physi-
cal mastery.

Titans are as eternal as their divine
masters. They do not age, nor do they
require sleep or sustenance, although
they often enjoy rich food and guzzle
barrels of sweet-nectar spirits for sheer
pleasure alone. More malicious speci-
mens enjoy eating those who dare an
audience, casually picking them up and
pulping their heads as a man might
enjoy a succulent grape,

ESTCHOLOGY AND SOCTETY OF THE T

Titans were birthed from raw chaos.
There is no constant by which one
might rate a titan's emotions, and

predictability is definitely not among
their flaws. For a fitan, a morning of
towering rage begets a mirthful midday
meal, and an evening of unquenchable
lust. What pleases them one moment is
just as likely to draw their ire the next.
Parlaying with a titan is dangerous, and
pitythesewho mustnegotiate terms with
these frenzied forces of the universe, A
titan’s courtesy might be more civil than
any King’s at first, but guests can never
tell when their hosts might take it upon
themselves to mash them flat, just to see
what shape the stains their pulped bod-
ies make on the floor,

The only exception comes when
titans treat with one another. For some
inexplicable reason, titans (even those
with divergent takes on good and evil)
regard each other with great civility and
respect at all times. No titan knowingly
crosses another unless a direct challenge
is made. These challenges are almost
always accepted. When titans clash, the
world trembles and others would do
well not to come between them.

A key factor in titans" views of the
world is their immortality. They are
timeless and have existed since the
dawn of creation. They have watched
ciyilizations rise and fall, borne wit-
ness to the extermination of entire
races, and seen gods dethroned. They
are blessed with a god's lifespan and
unburdened by any responsibilities of
divinity. Needless to say, little surprises
a titan and mothing impresses one. A
novelty they have not before witnessed,
with which to stave off the tedium of
eternity, is worth more than a moun-
tain of diamonds. Many bards risked
their lives in attempts to earn a titan's
favor with an unheard tale or song.
Most ended up smeared into gory
paste as punishment for their failure.

Titans belieye (rightly so) that they are
superior to all mortal beings, They love
to challenge mortals to impossibly dif-
ficult (and often deadly) competitions.
Defeating a titan in one of these contests
earns respect—and a possibly a boon.

ADVANCED T1ER
Cronus first gainied his moniker of God-
slayer after he castrated and killed his



i

own father, Uranus, a god of the Sun, His
act of patricide ignited the war between
gods and titans, and Cronus led his peo-
ple’s tevolt for centuries. He felled more
than one hundred gods in personal com-
bat. He basked in the fiery rays of Pelor’s
hottest flames, mocked Obad-Hai's
mightiest blast of tree-rending wind,
and fought five thousand passes with
Heironeous and Hextor long before the
half-brothers forsook their kinship and
swore eternal enmity. His fury could not
be slaked, and time and time again he
repelled the gods’ assaults and shattered
every attempt of theirs to imprison him.
Finally, the deities bent their ear to
Kurtulmak, cunning kobold god of
traps, who concocted one of the most
brilliant snares ever conceived. The
gods ambushed Cronus en force. While
the dwarf gods drew his ire, Boccob,
Garl Glittergold, Olidimmara, and Wee
Jas wove their most powerful enchant-
ments, melded flawlessly with potent
illusions. Fharlanghn leveled powerful
translocation magic upon the titan as
well. Gronus was instantly trarisported
toa powerful prison the gods prepared

in Carceri. There, Cronus, his mind
vexed and eternal form weakened by
powerful spells and illusory effects,
believes he still wages his war against
the gods. For millennia he has “battled”
in a dreamscape of the gods’ collective
design, ensorcelled for all time:

Or so the gods hoped. They believed
eventually the titan would tire of his war
or, better, be slain in phantom combat.
Instead, Cronus has fought through the
ages, brutally slaying the gods one by
one in his phantasmal prison. The gods
watched grimly as each of them fell to
Cronus’ glaive, and now their numbers
dwindle, If the titan slays every phantom
god, the potent magic befuddling his
mind might crumble. When'it does, Cro-
nus' rage at the gods’ trickery promises
their doom. He will shrug off the mighty
shackles of Carceri’s greatest prison and
regain his powers to menace the heavens.
The gods have seen their doom in their
own illusionary trap, and they fear they
might not be able to stand against Cro-
nus. Perhaps a band of mighty champi-
ons whose powers rival the deities them-
selves are creation’s only hope.

CRONUS CR 56

Advanced titan barbarian 20, legendary
dreadnought 10

CE Gargantuan outsider (chaotic,
extraplanar)

Init +7; Senses darkvision 60 feet.;
Listen +64, Spot +61

Languages Abyssal, Common, Celestial,
Draconic, Giant

AC 64, touch 9, flat-footed 61; Dodge,

Meability; improved uncanny dodge
hp 1,578 hp (61 HD), fast healing 3; DR
15/lawful, 23/—

SR 32

Fort +54, Ref +31, Will +37

Speed 70 ft., fly 60 ft. (good)

Melee +15 Colossal adamantine glaive
+99/494/+89/+84 (6d8+58/19-20/x3 +
2d6 + DC 69 Fort save or die)

Space 20 ft. Reach 20 ft.

Base Atk +56; Grp +97

Atk Options Awesome Blow, Cleave, Great
Cleave, Improved Bull Rush, Improved
Sunder, Power Attack, rage 6/day

Special Actions unmovable 2/day,
uristoppable 2/day

Spells-like Abilities (CL 20th)
1/day—Bigby's crushing hand (DC 27),

July 2007 DRAGON 357 [l<E]




ECOLOGY

EPIC FEATS EXPLANAT!ON

wvel + your

immune to critical hits can't be

affected by this feat,

Epic Weapon Facus Hdb a +2 borus on-all attack rolis ‘

you make with-the
Fast Healing: You
Overwhelming C

~ jthast :
Vi 4dé rounds. -

gate, maze, meteor swarm (DC 27)

3/day—etherealness, word of chaos (DC

25), summan nature’s ally. IX

At will—bestow curse (DC 22), chain
lightning (DC 24), charm monster
(DC 26), cure critical wounds, deeper
darkness, fire storm (DC 26), greater
dispel magic, hold manster (DC 23),
invisibility, invisibility purge, levitate,
persistent image (DC 23), unholy
blight (DC 23)

Abilities Str 69, Dex 16, Con 50, Int 20,
Wis 28, Cha 27

SQ change shape, greater rage, mighty
rage, outsider traits, oversized
weapon, shrug off punishment; thick
skinned, tireless rage, trap sense +6

Feats Awesome Rlow, Blind-Fight,
Chaotic Rage, Cleave, Damage
Reduction x4, Devastating Critical
(glaive), Epic Weapon Focus (glaive);
Fast Healing, Great Cleave, Improved
Bull Rush, Improved Critical (glaive),
Improved [nitiative, Improved
Sunder, Qverwhelming Critical
(glaive), Power Attack, Quicken Spell-
like Ability (chain lightning, firestorm,
greater dispel magic), Terrifying Rage,
Weapon Focus (glaive)

RN oraconss7 uy 2007

Skills Climb +61, Diplomacy +33, Hide

+16, Intimidate +72, Jump +66,
Knowledge (history) +37, Knowledge
(religion) +25, Knowledge (the planes)
+25, Listen +64, Mave Silently +34,
Survival +41 (+43 on other planes),
Swim +55, Spat +61, Tumble +39

Possessions +20 masterwork

breastplate, +15 adamantine glaive,
ring of epic protection +7, belt of epic
strength +12, ring of regeneration,
wings of flying

Rage (Ex) When he rages, Cronus’s

stats change as follows.
AC 62, touch 7, flat-footed 59
hp 1822
Fort +58, Will +41 (+45 versus
enchantments)
Melee +15 Colossal adamanting
glaive +103/+98/+93[+88 (6d8+62
+2d6 against creatures of lawful
alignment{19-20/x3 + 2d6 + DC 69
Fort save or die)
Grp +101
Abilities Str 77, Con 58

Skills Climb +65, Jump +70,
Swim +59

Unmovable (Ex) Twice per day, Cronus
can add a +20 bonus to: avoid being
grabbed with the improved grab ability;
avoid the effects of a bull rush; trip
attempt; or similar effect; a Strength
check to-ayoid being moved physically
or magically; or a saving throw.

Unstoppable (Ex) Twice per day, Cronus
can add +20 to his Strength check to
break or burst a door or item, make a
DC 32 Strength check to break a wall
of force, or applya +20 bonus on a
single attack roll.

Change Shape (Su) Cronus can
assume the form of any Small or
Medium humanoid. He retains his
oversized weapori special attack
regardless of form.

Oversized Weapon (Ex) Cronus can
wield an oversized weapon one
size category larger than himself
(Colossal) without penalty. &=
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rolls are bestial giants driven by
Tunreleming hunger, occupying a

niche between animal predafors
and the rest of giantkind. These rubber-
skinned brutes prize strength, and they
lust for slaughter and destruction,
caring little for anything else. Secure in
the knowledge that most creatures
cannot inflict lasting injuries on them,
they fight fearlessly. Despite these
characteristics, trolls have the capacity
to reason, and they can think beyond
their next meal—although when one is at
hand, they tend to concentrate on it to
the exclusion of everything else.

It's easy to come fo the conclusion

that trolls aren’t much more than
regenerating eating machines, but the
role they play in your campaign doesn’t '
have to be as simple as that. They can
be found skulking about the wilderness
alone or in small gangs, but they are
also encountered in the service of evil
humanoids, giants, or even more
powerful monsters. Exceptional trolls
that advance in character classes can
be encountered as well; most often they
are leaders or otherwise special
members af. a fribe, but they might also

A S i R e LT
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They are not overly territorial with
creatures other than trolls, considering
any creature-willing to place itself within
the reach of their claws and teeth a
good thing. They often live semi-
nomadic’lives, moving on when they
have depleted a nearby settlement of all
humanoids and domesticated herds, and
if wild fish and game are scarce. Unless
driven away by powerful enemies, a
troll will most likely return fo its former
haunts when food is plentiful again.
Trolls have no natural enemies, but
some monsfers prey on frolls like they
/ould any other creature. Only a few of
Théséﬁfually give a troll cause to fear
for its life: ankhegs, dragons, oozes,
remorhazes, and purple worms. Any
creature large enough fo swallow a troll
(whole@ﬂﬁ%ﬁieceé‘?anddig&s‘r it with

= strong stomach acids encourages
afion in a troll. Trolls are fearful of

incorporeal undead as well, especially
shadows. Most good races seek fo kill or
drive away trolls whenever they
encounfer them, as it is a fair
assumption the trolls will eat them if

giﬂ%athe chance. $

- be unique NPC*&fiemies or alligsi™ % & k gg'mr,“g%“a ! :m;_“

Trolls in the World y
Trolls.live in every climate on the .
surface and inhabit the Underdark as -
well. They typically operate within a 10-

thar live in. subterranean areas are often
more restricted in their excursions.

mile radius of their lairs, although those  ~The young learn mostly by harsh ™

The natural lifespan of trolls is
approximately 100 years, and they
reach_maturity after jusf 10 years,

althdlighthey can hunt and fend for

themselyes within a year after birth.

experience, buf they are taught fo fear
fire and to revere only the evil gods

~rate is low as a-result. The courtship

- with any competing females fo impress
~ prospective mates. Sometimes the

_ by Paul Leach - illustrated by Monte
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they emulate, namely Vaprak the
Destroyer and Erythnul the Many.
Trolls ‘&row up nasty and determined,
scornful of other races, whom they
consider food.

A troll’s ability to express itself is
often limited fo asserting dominance
over the weaker members of its tribe
through violence, although some like to
draw on cave walls or other similar
surfaces as a pastime. The drawings e
(etched in charcoal, blood, clay, or filth). —
are usually scenes of hunts or wars, and ==
they offen contain references to the s
dark gods the frolls worship. Trolls do
not typically engage in crafts of any
sort, most of them not even bothering to
fashion crude garments for themselves.

Much of their activities focus on
acquiring food, whether exploring their
habitats for sources of meat, preparing
ambushes, or actually tracking prey.
These hunters tend to be nocturnal, but
they can be active any time of the day.
Their scent and darkvision abilities allow
them to hunt prey at night, when some
of their intended meals might be at a
disadvantage. If possible, a hungry jroll
will attempt to consume a meal on the
spot, but it will take food back to its lair
if necessary. }

Trolls mate irregulagly, and their birth =

ritual is initiated by a dominant female

and is offen nothing more than a brawl

female presents her intended with a kill .-



for them to share (a troll otherwise

- never shares a meal if it can help if). A
mating is most likely fo produce
offspring when the mother has access
to enormous amounts of food, since
pregnant trolls become even more
-hungry and vicious. The year-long
gestation rarely results in more than

e froll newborn.

Wealth
Trolls do not normally learn a craft, nor
do they engage in commerce or till the
soil as a way of life. They collect
treasure, usually by theft or plunder,
“but sometimes they“earn it. They don’t
view coins as a means to acquire
material comforts and goods, but as
something to measure their power and
worth. Trolls love magic items, and they
are considered more valuable than
platinum coing when it comes fo
measuringone’s worth, especially if the
item can be used as a powerful weapon
to intimidate other frolls. ;

Society
Troll society is limited to small clans or
veven single families, as they are too

chaotic and violent to sustain order in
a larger group. Small family groups
allow for manageable hunting parties
and provide some kind of mutual
protection for the individual members.
As females are stronger than males,
most clans are matriarchal.

Inter-tribal relations are normally
limited to random meetings fo share
news or fo trade males or valuable
magic items. In other societies, family
members are ritualistically given to
other families in formal fosterage or
marriage alliances. Most clans do not
Trgspas& on another clan’s territory
cnhng for a fight. Temporary
agreements oan be réached-when
fighting a common enemy or if there is
plenty of humanoid prey to go around.

Troll culture and history is maintained
through oral tradition. Each clan
atfributes a divine origin to its Founder,
ithits Gfea’r Mother offen being.a-
daughter of Vaprak. They believe
themselves superior to the other giant
races because they have maintained
their connection to the primal, chaotic
forces of the earth by emulating its
ability to destroy and regenerate.

. -

Several giant mythologies acknowledge
elder creator gods, many of whom are
no longer actively worshiped. The trolls
are no different, and their legends
speak of a dark Earth Mother.

Lairs ;
Troll dens are often a serles of two to
four connected natural caverns. They
do little to improve the living conditions

‘wif'their caves, although they might

conceal or bar the entrance fo their

lairs. They generally look for caves that

have small mouths (about 5 ft. x 5 ft.)

and narrow, winding entry funnels.

rolls typically disguise the entrance to

their lairs with large boulders or a pile

of earth and brush. Trolls like dens that -

offer strewn boulders or stalactites an(jp__ aa
stalagmites, as ‘they can use these fo sef .
ambushes, and the tribal adept can fling
spells while protected by their cover.
=.Trolls. prefer caves that have two

B entrances, especially if they allow the

trolls to leave by one-and easily return
by the other. Such a troll den presents
a greater threat to adventurers, since

they might find themselves quickly cut
off from escape once a troll circles
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around behind them. The second
entrance to a troll’s lair is usually a
natural crevice or shaft,as it can also
serve as a trap to unwary advenfurers.
A troll can turn the shaft into a trap
simply by not disguising its tracks when
refurning from hunting and then making
sure its frail leads over the brush-
covered hole. The trap can be made
more dangerous by sefting wooden
spikes or evgn ‘a glyph of wardmg on

the cave—ﬂ&sf

" Killer Credture Conhos

* Trolls are often found in the company

of other creatures, either serving as
henchmen and servants or as partners,

Troll and a Trap: Trolls aren't
particularly concerned with falling
damage, so they are often willing fo
grapple a PC and take the foe over the
edge of a pit or cliff. A single troll and
a Bo-foot-deep pit trap is an EL 6
encounter.

Troll and Troglodytes: A troll can
add some extra muscle fo a troglodyte
encounter. With the troll's good
Fortitude saving throw, it's not likely to
succumb fo their stench. Although
these two species don't normally
associate with one other, the drow
often employ both races, giving them
cause fo work together. This group
might be found in drow service, or they
might simply be veterans who have left
the drow but confinue to work
together. A troll and six troglodytes
make for an EL 7 encounter.

Ogre Mage and Trolls: An ogre mage
might use trolls fo soften up its
opponents while it remains invisible,
waiting for an opporfune moment to
cast cone of cold'into the melee (the
trolls don't like this, but they can
regenerate the damage). If thesPCs
easily resist the trolls’ attacks, the ogre
mage makes ifs cold attack before the
trolls take too much damage. Otherwise,
it waits until the PCs are thoroughly
weakened before it frosts them and
charges into melee. An ogre mage and
three trollsis an EL 10 encounfer.

i
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them from magical fire
attacks and mind-
controlling spells. She
casts fly and improved
invisibility on the troll
rogue so that it can
deliver sneak aftacks fo
the PC spellcasters. The
wizard further assists
her trolls with such
spells as bull’s strength,
haste, or profegtion
from elements. This is
an EL 12 encounter.
Fire Giant Cleric and
Trolls: A 5th-level fire
giant cleric might
deploy his troll slave
suards (six regular.
trolls with a 7th-level
barbarian leader) against the-PCs. He—
_uses protection from efetents to ward
himself against cold-based attacks, and
he casts resist elements on the troll
barbarian fo help against fire-based
attacks. The remaining trolls simply
work to distract the party and help the
giant and the barbarian make flanking
attacks: This is-an EL 16 encounter.

Vs. PCs

Troll combat tactics revolve around
their multiple attacks, regeneration
ability, and their hunger. They rarely
use weapons, as their natural aftacks
are comparable, if not superior, to most
weapon damage. The exception is a froll
thatthas received special training and
taken.a fevel in a character class, or if
the weapon is magical and particularly
powerful. Trolls typically don’t have a
reason fo hang back from a melee
unlesssppeverited from closing by fire

= or other powerful barriers. -

B The information below describes how

best to use a troll's abilities and tactics,
and is intended to help a DM run a troll
NPC. Players should skip this section
and instead read the Vs, Trolls section
later in this article for information on

s,

ba% trolls. $
apment: Trolls like to set

Drow Wizard“and Trolls: Ar-Sff-favel *aﬁbtishes itthé terrain allowss"

drow wizard could support her troll
servants (four regular frolls and one
4th- troll rogue) in combat by -
keeplng e PCs occupled“wwh her

strong defefisive position while she sets

them up forran ambush. Surrounding
herself w1Th her regular tralls, she casts
minor globe of invulnerability to protect

attempting to herd prey into a dead
end or over a deep pit. This factic is

most often used in their cave lairs and "

i ea@y@:‘.comphshed by overrunning
the PCs.and cutting off their only
~means of esc% When hunting
Rumanoids in The wilderness, trolls
might be patient enough to wait until

frofls seek speeialized training and
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their prey reaches difficult or.:
impassable terrain, such as rivers, thick
brush, or canyons. When the trolls’ ]
patience runs ouf, if they get too
hungry, or if they suspect they have
been detected by their prey, they give
up on the ambush and simply charge.

Into the Fray: The overrun ractic
mentioned above has other uses, as itis =
a good way to reach enemy spellcasters
who use magical fire. Most trolls are
not concerned about provoking attacks
of opportunity when they charge the
front rank of warriors. As trolls have
extended reach, they can also do some
damage to PCs who hope to gain
protection behind the group’s fighters.

Bring 'Em Down: After charging in to
reach its prey, a troll usually attempts
to grapple it. With the troll's high
Strength, it’s likely that the troll will
succeed. It can then use ifs natural
attacks with grapple checks, following
up with its rend ability.

To Each His Own: There is little
cooperation among frolls, each being
concerned with feeding itself. Trolls
rarely give aid fo their allies unless they
are following the commands of a
fearsome leader.

Trells With Class i
There are some trolls who stand out
above the others in brute strength,

infelligence, or determination. These

advance in character classes. While a
troll can take a level in any class,
assuming it meets the alignment and
ability requirements, trolls generally
only frain as barbarians, clerics, i
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fighters, and rogues. Below are
suggestions and factics for NRC trolls
+, that have levels in these classes.

% Barbarian: This class is well suited-to
trolls, the ability to rage and quickly
-< pursue fleeing opponeénts at ist level

* makes these monsters more menacing
% than usual. For their feats, troll
&barbanans tend to take Combat
“Reflexes, Improved Initiative, Power
Attack, Run, and Weapon Focus:(claw).
Climb, Swim, and Wilderness Lore are
the best skills for a troll barbarian, as
they allow the creature to befter
navigate natural obstacles between it
and its prey.

Cleric: Only exceptional trolls take a
level in this class, mainly because of the
high Wisdom required to cast even the
weakest divine spells. Most clerics are
ders of their small tribes. Their
ellcasting abilities offer them more
~ flexibility than the battle factics used by

VAPRAK THE DESTROYER
Vaprak is the chaotic evil patron deity of
trolls and ogres, and he embodies the
strength and ferocity that both races
find appealing. Other giants worship him
_as well, especially brutish ettins and hill
giants. The Destroyer appears as an
extremely large troll (about 15 feer tall)
and his claws are stained with the blood
of those he has slaughtered. Vaprak is
worshiped in caves and where the
enemies of his followers are killed and
eaten. His clerics have access fo the
domains of Chaos, Destruction, Evil, and
Strength. The claws is his favored
weapon.

most trolls, but like other
trolls, they eagerly jump
.info melee combat as
soon as possible. They
cast protective spells on
themselves before
combat and then
proceed fo attack enemy
spellcasters or
exceptionally dangerous
fighters with offensive
spells. Once they have
exhausted their
reperfoire (it's possible a
troll might withhold a
spell or two), they make
melee affacks: Clever
clerics who've
“@ncountered
adventurers before
might employ special tricks, such as
using the ready action to cast shafter
on the first PG to pull out a flask of
alchemist’s fire, causing the PC to
suffer a direct hit when the flask
explodes in his hands. The PC’s
problems are compounded if he carries
other flasks, as they are subject o the
spell's, radius. Trolls with access to
summon monster llf are likely to bring a
water elemental fo the fight, giving
some measure of control over PC
pyrotechnics. Troll clerics often cast
hold person on fighters and other
strong melee-minded opponents, but
some frolls attempt to use this spell
against spellcasters, hoping to overcome
a good Will save for a very dramatic
success. Troll clerics do not worry
about missing any early kills, as they
have sufficient power to force lesser
trolls to give up a meal.

Troll clerics favor the Combat
Casting feat, but they've also been
known fo take the Brew Potion and
Empower Spell feats, along with any of
thg;;ﬁaatﬁ commonly taken by troll
barb
skill po”ﬁ SoncEnfration but s =
occasionally take ranks in Knowledge
(religion) and Spellcraft.

Trolls prefer spells that protect them
from fire and acid, enhance their
combat abilities, and harm enemies.

««»«Oumd‘ewf their ability to rebuke... s
“Mondeadstrolclerics do not care much
for spells that combat or create undead;
they don't hunt undead for food, and
they don’t leave much of their victims
to animate. Many froll clerics worship
either Erythnul or Vaprak, allowing them

L
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access fo domains that support
bloodletting, with most choosing Evil and
War (Erythnul’s clerics) or Destruction
and Strength (Vaprak’s clerics). Like PC
clerics, trolls might choose to worship
religious concepts, but care should be
taken in allowing domain choices to
favor game advantages over good
roleplaying. For instance, the Water
domain is appropriate for scrags
(aguatic frolls), but fo give it to a land
troll seems only like a way fo give it the
ability to rebuke fire creatures.

Listed below are common spell choices
for a troll cleric of up to 5th level.

o: inflict minor wounds, resistance;
1st: bane, bless, divine favor, doom,
endure elements, magic sfone,
protection from good, shield-of faith,
summon monster I; 2nd: bull’s strength,
darkness, endurance, hold person, inflict
moderate wounds, resist efements,
shatter, summon monster I; 3rd: deeper
darkness, dispel magic, glyph of
warding, inflict serious wounds, prayer,
profection fromeelements, stone shape,
summon monster .

Fighter: This class is not as popular
with trolls as the barbarian class, but its
disciplined style appeals to trolls that
serve as mercenaries.fo hobgoblins and
fire giants. Troll fighters take many of
the same feats as troll-barbarians, but
especially Power Attack, Cleave, and
Great Cleave. Many also take the
Weapon Specialization (claw) feat. Troll
fighters spend their skill points on
Climb, Jump, and Swim, rarely taking
ranks in any other ski

Rogue: The ability to make sneak
aftacks and evade fireballs comes in
handy. A troll rogue usually spends

‘wimost of its skill points on the Hide and

Move Silently skills, and a few clever
rogues use the Craft (trapmaking) skill
fo set fraps in their lairs for unwary
adventurers

C Tro{ls

This is not an easy race fo integrae info
a campaign, especsal[y if most of the
PCs are from the standard races listed
in the Flayer’s Handbook. Since they
have an ECL of 1, the PC troll should be

ns. They allot most of their <l =

S

.introducedsonly when the other
-‘characters are of similar.level. A PC

troll should’t be restricted fo the
chaotic evil alignment, but even a good
troll will be viewed with suspicion and

hatred by most civilized folk. Trolls are
not socially acceptable except in the
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roughest of company, such as
mercenary or adventurer bands. If
traveling alone, a froll PC should expect
to be driven from town.

A troll might take a chance
outside of barbarian lands to
amass wealth, fame, and power to
enable it to better control its
savage kin when ir decides to go
back home (not unlike some half-
orcs). A small kingdom bordering
monstersirthabited lands could be a

_source of employment, offering
,coins and cattle fo gain a

mercenary who is intfimarely
familiar with the kingdom’s
enemies. As another possibility, the
troll might join the PCs in a quest
against a common enemy.

Vs. Trolls

Trolls rarely show restraintwhen given
the opportunity to eat humanoids.
Adventurers willing to go on troll hunts
often find themselves as the quarry.
With luck, the right armory of spells and
weapons, and some good strategic
planning, your adventuring company
can defeat these monsters, or at least
escape with their lives.

Preparation

Although fire and acid are what
ultimately destroy a troll, every member
of an adventuring party can contribute
to the demise of this bloodthirsty,
regenerating foe.

Fire spells: Fireball is an excellent
choice to use against trolls, but there are
other fire-based spells to employ against
these brutes. Area effect spells are best,
such as acid fog, fire storm, and flame
strike. If these spells aren’t available, cast
web. Once the troll is trapped by the
spell, any member of the party*€an
quickly set the creature on fire with a
simple torch. flaming sphere is useful
for impeding trolls, and fire shield and
wall of fire might keep them at bay, or at
the very least, do some damage to them
it they can't be swayed from charging in
fo eat your PC. Fire seeds and glyph of

- warding (sét forfire damagerare uderar <

fo cover a retreat or set an ambush, as
is fire trap if there is a door between
you and the frolls. Don't forget burning
hands, Hame arrow, ‘or flame-blade. The
Empower Spell fear improves these
damaging spells. Since trolls don’t have
great Reflex saves (only +4), they will
take the heat most of the time.
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Other spells: Trolls
have poor Will saves
but great Fortitude
saves, so take
advantage of spells that
require Will saves.
Some that are useful
for incapacitating or
driving away trolls
include: charm
monsfer, fear, hold
monster, sleep, slow,
and suggestion.
Command and color
spray are good for
only a short while, but
they are still handy at’
times. Surprisingly,
bestow.curse might be
the best spell for
knocking out trolls; with their-low, s
.Inreihgence and Chatisiiia"scores
(typically a 6 for both abilities); a failed
save drops a troll fo o points in either
ability, putting the monster in a
“comalike stupor,” (see the DuUNGEON
MAsTER'S Guide). Used cleverly, an
illusion can save the day by drawing the
trolls away from:the party or info a trap,
but don't forget that they have the scent
ability or your illusion might be useless.

Melee: When fighting a troll, it is
important fo have feats and weapons
that cause a lot of damage, otherwise
it’s almost impossible to keep up with
the froll's regeneration ability. The
Power Attack feat is a must, and
Weapon Specialization, with its
additignal +2 to damage, is useful for
fighters. Greatswords and greataxes are
ideal for close combat, but don’t

* underesfimate longspears and polearms,

which-are gu&éful for their reach
-capabllmes Preventing just one of the

&dpoll’s claw attacks from hitfing can save

a character from the froll’s deadly rend
aftack, so good armor or magic
protfection is paramount. Dwarf and
gnome fighters get a +4 Dodge bonus
against giants and should have a healthy
number of hit points to bo&%@making
emﬁdeal companions fo haye around
eﬂ"huﬁfl-hg frolls. i
Ranged Attacks: Most normal missile
attacks are worthless against trolls

unless_they are followed by some of the
more"po\ggful tactics and attacks listed
above; if.does no good fo rely on only
_shooting a handful of arrows at a troll,
Because befora’you can do more
damage on your next turn, the troll has

FIENDISH TROLL

most likely regenera'red*and is back to
its‘mormal hif péint total. Flasks of
alchemist’s fire and acid are noteworthy °
exceptions fo this guideline, despite
their short range. Tanglefoot bags can
be useful as well.

Coup de Grace: Be sure to save some
fire and acid for coup de grace actions
on fallen trolls. Only an attack that deals -
normal damage to a troll (fire and acid)
can be used for a coup de grace.

Tactics
Once you find some trolls, or they find-
you (as is most often the case), the
encounter will likely continue until the
trolls are completely wiped out or flee
when they come to the conclusion they
are fruly outmatched and you can
destroy them. Don't expect parley
attempfs fo bring much success unless
you back it up with magical mind
control or obvious raw power.

Fire Away: Use long-range fire
attacks on any frolls you encounter.
This causes them normal damage not
subject fo their regeneration ability. If
you cannot blast them with high-
damage, area-effect spells, consider
concenfrating weak fire attacks against
one or two trolls instead of trying fo
reach the entire gang. Area effect spells.
are most efficient when the frolls are ¢
squeezed into confined tunnels and
dungeon halls. e
“Within Claw’s-Reach:-It's wise fo take
advantage of ranged-fire attacks when
fighting trolls, but don't be afraid fo put
tough fighters right next fo them.
Fighters should be backed up with a
second rank of characters who have .




reach weapons and spells. Be sure fo
_u, save the alchemist’s fire for desperate
situations: Unless your melee

-~ combatants have hit points to spare,

_ - they'll want to avoid splash damage. If

k4 THE SAVAGE CLAW

it is possible to
_surround a troll, do
/50 unless it opens you
up fo flank artacks. If
you have no other
choice but to let the
fighting front ranks
administer a forch or
acid coup de grace,
sacrifice the next
melee attack and
chance an attack of
opportunity from the
next troll; if the
downed troll
regenerafes back fo 1
hp, he infliets as
much damage as the
i~ ~fresh troll.
Attack, Evade, or
Feign Retreat: If your
party can reduce the trolls’ ranks or at
least a lot of their hit points with ranged
attacks, consider charging the trolls
while they are weakened. If you need to
fall back due to losses or you want to

trick your enemy and feign retreat,
spellcasters can make things unpleasant
for pursuing trolls by using the glyph of
warding and fire seed spells. This is a
good time to counter attack if the trolls
are sufficiently damaged, even if you do
infend to run again.

Defensible Positions: Don't let the
trolls push you into a dead end or
surround you. Once they've managed to
do so, you have no choice but to fight
your way through them. If a troll
manages to get in close to your
spellcasters while others are aftacking
your fighters, your spellcasters might
have no other choice but to hit the
nearby troll with melee weapons or
magic spells that hit only one farget.
Meanwhile, the other trolls don't have to
face the aftacks of your spellcasters_
while they chew up the fighters. This is
a good time for the rogue fo make some
flank attacks; it should be the rogue’s
responsibility fo provide security for
the spellcasters.

The savage claw (cleric/barbarian) is a religious devotee who revels in divinely inspired rages. A savage claw worships either Vaprak or
Erythnul, assuming the title of Savage Claw of the Destroyer or Savage Claw of the Slayer, respectively. A savage claw is often the leader of
his tribe and sometimes has enough power to rule several tribes of rrolls and ogres, at least for a limited fime.

At lower levels, the savage claw spends more time focusing on his cleric levels, although he does take a level of barbarian early in his
training. This progression allows him to gain spells quickly and improve his weak Will save while still gaining the ability 1o rage. As the savage
claw advances, he follows a more even progression of training, alternating between the cleric and barbarian classes. This progression works well
since most trolls do not have the necessary Wisdom scores to fake full advantage of the more powerful cleric spells.

Savage claws usually begin combat by placing protection spells upon themselves or targeting enemy spellcasters with offensive spells. They
then fly into a rage and hurl themselves into melee.

SAVAGE CLAW STRENGTHS AND WEAKNESSES

(Compared to the single-classed barbarian)
Advantages
Ability to cast spells
Better Will saves
Disadvantages

Fewer hit points (this is not a big disadvantage

Can't rage as often

Does not gain access fo barbarian’s higher-level abilities

SAVAGE CLAW ADVANCEMENT

‘Level Class Level Base Attack
1 Clr 1 +0

Clr 1/Bar 1 +1

Clr 2/Bar 1 +2

Clr 3/Bar 1 +3

Clr 3/Bar 2 +4

Clr 4/Bar 2 +5

Clr 4/Bar 3

Clr 5/Bar 3

Clr 5/Bar 4

Clr 6/Bar 4

O CON OO LH N
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Fort

considering a troll's starting HD, Constitution bonus, and regeneration ability)

Abilities Gained

+2 o- and 1st-level spells, rebuke undead
+4 Rage t/day, fast movement

45 Feat

+5 2nd-level spells
+6 Uncanny dodge

+7 Feat
T

+7 3rd-level spells

+8 Rage 2/day, Feat

£




mong all the fell crea-

tures of creation, few

inspire greater horror

than the walking dead.
Their violates
nature, and in their decomposing
bodies we see something of ourselves.
They once lived like us, and some day
we shall become rotting shells like

very existence

them—moldering, if lucky, in an unvi-
olated grave.

Some feel pity for skeletons, zom-
bies, and other lesser undead, doomed
to the mindless service of evil. Yet,
when one looks into dead eyes and sees

a spark of malign self-awareness, pos-
sessed of an undying hatred for what
they once were; when one feels a chill
touch colder than death, a touch that
robs away life itself, only then does one
know the true horror that is the wight.
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HISTORY OF THE, WiGiT

While even casual scholars of the
undead know that wights create
more of their kind from those whose
life-energy they steal, the ultimate
origins of these creatures remains a
matter of much debate. There is no
known necromantic spell for cre-
ating wights and little help comes
from the diverse and contradictory
legends that seek to explain how the
first wights came to exist.

Some believe dark deities some-
times grant the gift of undeath to
their favored servants, who continue
to serve them throughout eternity,

and wights of a theological inclina-
tion claim that Orcus, Nerull, or some
other evil power created the first of
their kind. Others, both living and
dead, call the state a curse, stemming
from powerfully worded maledic-
tions, punishment for dark deeds, or
the result of hatreds and cruelties so
strong they refuse to find rest,

The barbarians who live in the foot-
hills of the Winter's Teeth Mountains
tell a different tale. These people still
bury their dead beneath great mounds
of earth and stone, in the manner of
their ancestors since time immemo-
rial. To outsiders, the hill folk pride-
fully explain that the size of these



barrows reflect the glory of those who
rest beneath them. Among themselves,
though, they argue fiercely and fear-
fully over the weight of the stone laid
upon the buried dead, and whether it
will suffice to prevent the body from
rising. Many are the tales of warrior
chieftains who stubbornly refuse to
die and return from their barrows to
trouble their living kin. Many, too, are
the stories of heroes who set out to try
their strength against these mound-

dwellers, seeking glory by stealing

their treasure, and end up slaves to
deathless princes of old.

Elsewhere, ancient scrolls tell of a
race of sorcerer-kings who sought to
live forever and in doing so made a
crucial mistake. They achieved eter-
nal life, but eternal youth eluded
them: their minds decayed and bod-
ies died around them, becoming the
first wights.

These tales exis oss many worlds
in endless minor variations, but one

THE REAL HISTORY OF THE WIGHT

Wights in D&D draw mainly upon legends of mound-dwelling undead from

Anglo-Saxon and Norse sagas. The Vikings called these vampirelike creatures

haugbui, meaning “mound-dwellers,” and one of the most famous, Karr the
Old, appears in The Saga of Grettir the Strong. In The Lord of the Rings: The Fel-
lowship of the Ring, Tolkien translated haugbui into English as “barrow-wight."

The word “wight” derives from an Anglo-Saxon word simply meaning “per-

son” or “being,” and survives today in the German word wicht, sometimes

meaning “unpleasant person.”

truth remains constant: the living fear
the passing of the unrepentantly mer-
ciless and malevolent, for death is not
always an end.

T OF THE Wit

Most wights are humanoid and typi-
cally look like a long-dead individual
of its original race, with dry, parch-
mentlike skin drawn tightly over brit-
tle bone. Their fingernails are long,
sharp claws and their eyes burn with a
malevolentintelligence. Although pop-
ular belief associates them with bar-
row-mounds and other burial places,

scholarly research shows that wights
spread across many places, times, and
cultures, without favoring a particular
race, background, or gender,

Although their bodies are bereft of
life, a powerful source of negative energy
animates wights, This energy seems
internal to their bodies, rather than
drawing on animating necromantic
magic, some integral relic or phylactery,
or tapped from another plane. This self-
sufficiency, however, does not afford a
wight any special protection and, as with
most undead, their reliance upon nega-
tive energy makes them vulnerable to
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positive energy—typically in the form of
turning and hely magic. This fundamen-
tal trait also provides them with their
best-known and most dreaded power: a
deathly cold touch that saps life energy.
More than a terrifying attack, this fearful
power empowers wights, allowing them
to feed off victims’ lives, corrupt that
vitality, and add it to their own. While
wights seem to hunger for life energy,
this desire has more in common with
an addiction than a need for sustenance,
as wights have been known to lie buried
or trapped in tombs for centuries with
no contact with the living, This leads
some to posit that the act of draining life
provides wights with a tush of mortal-
ity, euphorically reminding them of the
existences they lost long ago. The desire
to recapture even such fleeting glimpses
of the past compels many wights to acts
of incredible depravity.

When a wight's energy drain kills a
living foe, the wight who delivered the
deathblow can command the fallen
one to rise as a wight, bound to obey its
will. Necromantic scholars agree that
the transformation relies upon the
negative energy of the wight's touch
overcoming and replacing the vicim's
life energy, but they debate why the
newly-created wight is enslaved to its
maker. A popular reasoning suggests
that the act of creating a new wight
imparts a portion of the creator’s nox-
ious will upon the victim, causing the
newly risen wight to become more an
appendage of its creator than the indi-
vidual it once was.

A wight's main psychological charac-
teristicis a burning hatred of the living.
The reasons for such enmity vary—a

jealous longing for a life long past, a
general distrust of the living arising
from encounters with tomb-robbers,
or simply a cruel disposition lingering
from the creature’s life—but no wights
ever regard living crealures as equals.
Mortals might be regarded as slaves
to be ruled by fear, cattle to slake the
wight's hunger for life-energy, lesser
beings to be elevated with the “gift” of
undeath, or enemies to be destroyed
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Numerous different kinds of wights exist—some with strange powers

over death and decay and others being stronger than even ancient liches,

on sight, but they are never highly
regarded and never trusted.

The basic unit of wight society con-
sists of a master or mistress wightand its
spawn. Highly territorial, wights rarely
venture far from their burial-places or
the lands they knew in life, unless com-
manded to do so under duress, Excep-
tions do exist, however. Some wight
bands, like the Reavers of Arkenfell,
consist of notorious robbers and pirates
who became undead together, through
the curse of a slain high priestess. Simi-
lar groups might travel widely, perhaps
out of habit, in search of a cure, or to
engage in life-hungry rampages.

In barbarian lands, a common orga-
nization for wights mimics that ofa bar-
barian chieftain and his warband. The
strongest wight rules, and the others
serve as warriors, with the weakest rel-
egated to menial roles. Rare promotion
occurs by displays of prowess, just as in
many barbarian cultures, As such cul-
tural mockeries often occur in secluded
burial places, elevation through such
largely arbitrary ranks happens rarely
or at the whim of the chieftain.

Spawned wights are usually regarded
as inferior to those who rose spontane-
ously—or by the favor of the gods, as
many see it. Spawn are defeated ene-
mies, after all, so they toil as servants

or slaves until they prove themselves by
their deeds. Although many spawned
wights hate their masters, their mur-
derer’s fundamental control prevents
them from rising against him. Thus,
mock challenges and duels prove the
most common means for these lesser
wights to gain status,

Wight spellcasters often command
awe and respect. Some—especially those
found in lost temples or large tomb
complexes—regard themselves as the
favored servants of various dark pow-
ers. Wights with clerical abilities prove
more common than arcane spellcasters,
although both are rarities. Other wights
seem indifferent to religion, prizing
only their own strength and ability.

Scholars still debate why wights
prefer to dwell in tombs. One theory
maintains that they find such funereal
surroundings a welcome reminder of
their condition—perhaps as a source of
pride, rather than sorrow. Others point
out that the dark, winding, and cramped
quarters of a tomb complex give the
wights who dwell there a significant
tactical advantage by allowing them to
approach intruders stealthily, using
the shadows and wandering passages
to cover their deadly approach. Some
wights might also simply long for death,
meditating in their tombs on their final



freedom from the mortal world, reacting
to any distraction or interruption with
frustrated rage. Despite their association
in many people’s minds with ancient
barrow-fields on mist-shrouded moors,
wights might arise anywhere the living
place their dead. There are even rumors
of aquatic varieties, related to wights as
lacedons are related to ghouls, inhabit-
ing shipwrecks and dangerous reefs in
some places, With no need to breathe,
though, it is entirely possible such tales
stem from waterlogged wights encoun-
tered at the bottom of the sea.

Unless under the command of a nec-
romancer, more powerful undead, or
some other master, wights normally
lair in tombs. As their traditional
name (barrow wights) suggests, they
often lurk in earthen burial mounds,

but they might make their lairs in any
kind of tomb complex or necropolis.
(Chapter 7 of Libris Mortis presents sey-
eral maps well suited to serve as wight
lairs, particularly those on pages 169
and 179.) A wight lair usually serves as
the original burial-place of the oldest
wight in the pack, sometimes known
as the master wight (or other pomp-
ous title), who is served by less power-
ful undead and his own spawn.

Wight lairs are usually cramped, dark
places where the wights can pick off ene-
mies one by one, leisurely draining their
life energy and turning them against
their former comrades as newly reborn
wight spawn. Narrow passages ham-
per weapon-using intruders and favor
use their knowledge of their lair’s layout,
along with secret doors and passages,
to spring close-quarters attacks without

having to advance under fire from spell-
casters or ranged weapons. Labyrinths of
short passages allow a pack of wights to
surround intruders and attack from all
sides, their Hide and Move Silently skills
affording them a high chance of sur-
prising interlopers. Cleverly employed
shifting walls and pits dropping to lower
levels are also frequently used to confuse
and disorient outsiders.

Wights are not only found in dark bar-
rows on lonely, mist-wrapped moors,
but might arise in any number of far-
flung houses of the dead.
Al'hammadah: A hidden valley in the
Desert of Al'hammadah conceals an
extensive tomb complex constructed
by the ancestors of the region's sav-
age nomads. Adventurers who expect
to find mummies here are often sur-
prised to encounter linen-wrapped
wights and dust wights, their ban-
dages purposefully confusing their
true nature. From this morbid palace
it is said that an undead despot known
as the Black Pharaoh holds court and
somehow controls the desert winds.
Fang Island: Remnants of a lost civili-
zation slowlydecayupon the fabled Fang
Island. Some catastrophe devastated
the society, transforming thousands of
living souls into life-hungry wights.
Any hapless wayfarers who set foot
upon the island find themselves drawn
into a morbid game of cat and mouse.
The wights quickly disable any water-
craft or other means of escape from the
island and then pick off stragglers or
scouts to reduce the visitors' numbers
and strengthen their own forces before
mounting an all-out attack by night.
‘Thus, it is well known that anyone who
ventures to Fang Island never returns.
Ice Soul: From a frozen throne deep
within a hoary catacomb the winter-
wight Virmaxis rules a kingdom of ice-
encrusted dead and enslaved liches.
Having captured the phylacteries of
these liches in ice, the wight orders
that they scour the world for unique
magical creatures and creations to fill
his glacial museum of arcane curi-
‘osities. It is said that the winterwight’s
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labyrinthine collection includes a piece
of the regalia of neutrality, a copy of the
infamous Demonomicon of Iggwily, and
the titanic first owlbear, frozen but still
very much alive. Other rumors claim
that Virmaxis is not his own master,
and that he in turn serves a more pow-
erful being hailing from a doomed
place called Moil.

In Droaam, the Daughters of Sora Kell
maintain a force of wights to impose
their will. Organized into warbands of
ten to twenty individuals, they serve
the annis Sora Katra, whose barbarian
heritage commands respect and fos-
ters mutual understanding.

During the Last War, the Karrnathi
military experimented with wights as

WIGHTBLADE [MONSTROUS]
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troops, following the success of their
programs to create enhanced skel-
etons and zombies. While superior
as combat troops, wights were harder
to control and more prone to regard
all living humanoids as the enemy,
including nearby Karrnathi warriors.
The Ministry of the Dead trained a
few small groups of wights as potent
commando teams, and with the end of
the war they face an uncertain future.
The government has announced the
demobilization of all undead
troops, but persist

that a strategic reserve
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remains in secret locations around
the country.

In ancient times, barrow burial proved
common societies
across most of north-western Faeriin.
Today, the best-known barrow-fields
can be found on the Moonshae Islands,
the Dalelands (particularly Battledale,
Deepingdale, and Shadowdale), and
Rashemen, with wights occasionally
rising to trouble the living,

The Battle of Bones in the West-
ern Heartlands serves as the most
prolific source of wights (and many
other kinds of undead), but they

might be found haunting any ancient

among human

tomb complexes or serving powerful
IECTOMANCETS,

AUHERULE THAUELL
Besides advancing them by Hit Dice
or adding class levels, there are a num-
ber of ways to create more powerful
and unique encounters using wights.
Often, this simply means choosing the
right wight for the job. Omitting the
basic CR 3 wight presented on page 255
of the Monster Manual, the following
list complies a number of optional
wights from disparate sources.

Dust Wight: From page 47 of Mon-
ster Manual I11, these wights possess
the earth subtype and lack the typical
abilities of most other wights to drain
energy and create spawn. Instead,
these CR 7 creatures siphon life from
metal and stone and can petrify any
creature that draws too near them.

Gravewight Template: From page
31 of the adventure The Standing Stone,
this early third-edition template pro-
vides the abilities of a wight to any
humanoid, giant, or monstrous
_ humanoid. See the King Beneath
the Hill for an example.



Lavawight: A CR 23 menace from page
200 of the Epic-Level Handbook, this fiery
twin of the winterwight burns anything
that comes near and can permanently
drain a creature’s hit points.

Slaughter Wight: With the
increased ability to deal critical hits
and an inescapable craving for life
force, these CR 8 wights appear on
page 121 of Libris Mortis.

Vilewight: Appearing on page 183
of the Book of Vile Darkness (mature
audiences only), this CR 8 wight
attacks with blasts of dark energy,
ravenous animate intestines, and a
disease thal prevents the afflicted
from seeing the living.

Wight Template: Found on page
136 of Savage Species, this template
allows DMs to turn any humanoid
into a wight.

Winterwight: A frozen skeleton
crowned by a ring of black flame, this
CR 23 terror from page 227 the Epic-
Level Handhook possesses a range of
freezing defenses, incredible speed,
and the devastating blightfire ability,
which drains Constitution over sev-
eral rounds.

While they can advance by Hit Dice,
leaders often have class levels. The rogue
class complements a wight's stealth skills,
and the wight's energy drain ability pro-
duces a devastating sneak attack. With
their intelligence, spellcasting wights are
not unheard of; but most prize fighting
ability above all other skills, resulting in
a preponderance of fighter, ranger, and
even blackguard wights.

Several accessories also prove
particularly useful when advancing
wights, most notably: Libris Mortis,
with'its evolved undead template and
feats like Improved Energy Drain,
Life Drain, and Spell Drain enhance
a wights' energy drain ability; Monsier
Manual IT and the spellstitched tem-
plate; and Savage Species’s emancipated
spawn prestige class.

In the fertile highlands, tales of the
King Beneath the Hill have circulated
for centuries, telling of a time long past
when an iron-hearted tyrant ruled over

the people with cruelty and fear. Upon
his passing, the people buried him deep
within a mound of black stone, part
barrow crypt and part prison to bind
his evil should it ever find its way back
from the land of the dead. Even now,
the Black Barrow stands as a shunned
site of dread and dark magic, where
some say they've heard hollow howls
and terrible commands echoing from
within. What none remember, though,
is that the ancient tyrant was no man,
but a malicious storm giant outcast,
who a rebellious people bound and
buried alive within his black tomb. As
the fiend raged and starved, buried
alive, his foul will fended off the hand of
death, transforming him into a titanic
wight that still struggles against his
rusting bindings today. Woe to any who
intrude upon the resting place of the
ancient king and release him from his
centuries-old prison, for to free him is
to unleash the rage of ages.

THE KING BENEATH

THE HILL

Storm giant gravewight

LE Huge undead

Init +7; Senses low-light vision; Listen
+15, Spot 425

Aura fear aura (sight, Will DC 23)

AC 35, touch 11, flat-footed 32
(=2 size, +3 Dex, +16 natural, +8 armar)

hp 123 (19 HD); DR 2/bludgeoning

Immune electricity

Resist cold 20, fire 10

Fort +17, Ref +8, Will +13

Spd 35 ft. (7 squares), swim 30 ft.

Melee +2 unholy greatsword +30
(3dé+16 plus energy drain) or
slam +28 (1d6+16 plus energy drain)

Space 15 ft.; Reach 15 fi,

Base Atk +14; Grp +36

Atk Options Awesome Blow, Improved
Bull Rush, Power Attack

Spell-Like Abilities (CL 15th)
1/day—call lightning (DC 17), chain
lightning (DC 20)

Spell-Like Abilities (CL 20th)
2/day—control weather, levitate

Abilities Str 43, Dex 16, Con —, Int 16,
Wis 20, Cha 19

SQ Freedom of movement, rock catching,
turn resistance 44, undead traits

CR 14

Feats Awesome Blow, Blindfight, Cleave,
Combat Reflexes, Improved Bull
Rush, Improved Initiative, Improved
Sunder, Iron Will, Power Attack

Skills Climb +22, Concentration +20,
Craft (any one) +13, Diplomacy +6,
Intimidate +14, Jump +26, Listen
+15, Move Silently +11, Perform
(sing) +14, Sense Motive +15, Spot
+25, Swim +20%

Possessions +3 breastplate, +2 unholy
greatsword, jewelry and adornments
worth 3,000 gp

Energy Drain (Su) Living creatures
hit by the King Beneath the Hill's
slam attack gain one negative level.
The DC is 23 for the Fortitude save
to remove a negative level. The
save DC is Charisma-based. For
each such negative level bestowed,
the King Beneath the Hill gains 5
temporary hit points.

Fear Aura (Su) Any viewer who sees the
King Beneath the Hill must succeed
on a DC 23 Will save or be paralyzed
with fear for 1d4 rounds. Whether
or not the save is successful, that
creature cannot be affected again by
the King Beneath the Hill's despair
ability for 24 hours. The save DC is
Charisma-based.

Frightful Presence (Su) Whenever the
King Beneath the Hill attacks, its
target must make a DC 23 Will save
ar become frightened (if 4 HD or
Fewer) or shaken (if more than 4
HD) for 4d6 rounds, The save DC is
Charisma-based.

Freedom of Movement (Su) The King
Beneath the Hill has a continuous
freedom of movement ability as the
spell (caster level 20th). The effect
can be dispelled, but the gravewight
can create it again on its next turn
as a free action.

Skills The King Beneath the Hill has a

+8 racial bonus on any Swim check
to perform some special action or
avoid a hazard. It can always choose
to take 10 on a Swim check, even

if distracted or endangered. It can
use the run action while swimming,
provided it swims in a straight line,
*Storm giants ignore weight penalties
for gear carried when swimming.
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THE ECOLOGY OF THE

-0~ (isP

ost monsters prove frightening because of the things

they have—fangs, spikes, and ichor-dripping claws—

but will-o-wisps are terrifying because of the things
they lack: empathy, pity, and mercy. Brilliant creatures with-
out a hint of conscience, will-o-wisps possess voices but
choose not to speak. Alien beings without body language or
expressions to hint at their unknowable agendas, all that one
can truly know of will-o'-wisps is their insatiable hunger for
grief, terror, and death.

History of THE Witt-0™-Wisp

Terrified peasants huddled in dark huts first whispered sto-
ries about will-o-wisps. Struggling to place the unnatural
creatures in the natural order of the world, the peasants
spun tales about cursed men's spirits doomed to wander the
marshes and lure travelers to their deaths. Others say they
are evil fairies with tiny lanterns who chuckle to themselves
as they tempt followers toward sinkholes or precipices.
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One of these stories distinguishes itself from the rest,
surfacing repeatedly with only minor variations from
region to region. It is the tale of a good woman who mar-
ried a wicked man—a drunkard and a womanizer with a
cruel streak in him. He found no greater pleasure in life
than tormenting his young wife, breaking her heart at
every opportunity.

His wife, a sweet-tempered and gentle woman, had
an infinite capacity for forgiveness and often prayed that
her husband would change his wicked ways. When her
husband fatally burned down their house one night in a
drunken stupor, his wife’s piety and devotion granted him
a second chance. The gods allowed his spirit to return to
earth in the form of a glowing ball of light. If the wicked
husband truly repented his evil ways and strove to live a
good life, he would then join his wife in the afterlife.

So far the creatures supposedly related to that spirit show
no intention of living such lives.



Pious scholars sometimes whisper
darker tales, suggesting that will-o-
wisps are the corruptions of the purest
souls in existence. These investiga-
tors postulate that will-o-wisps are
descended from fallen lantern archons,
tempted angels who succumbed to
evil. Cast out of the celestial realms for
their crimes, these fallen angels have
flourished and now wander the Material
Plane, indulging in their wicked desires.

Whatever their origins, the most
dedicated researchers know will-o'-
wisps to be a unique race of living aber-
rations strongly tied to the most primal
forces of wind, lightning, and air. Peas-
ants have many nicknames for these
creatures, such as corpse-candles, boba-
longs, and spooks. Will-o'-wisps are
also often nicknamed after notorious
criminals or evildoers of their region;
for example, a small village terrorized
years ago by a bloodthirsty green hag
might call will-o'-wisps “hag lanterns.”

Puysiotocy of THe Witt-0-Wip

The alien forms of will-0-wisps prove
particularly confusing to those who seek
to destroy them. Their small size—the
body of a will-o'-wisp measures only 8
to 12 inches across—combined with
the flickering, yellow, blue, green, or
white glow that surround them give

them an insubstantial, ethereal look
as their flames hide their bodies.

A will-o-wisp's body is not a single
solid mass, but rather a cluster of
twelve to fifteen gas-filled nodes stuck
together in a spherical shape by a trans-
parent, spongy substance. These clear
nodes are covered with porous mem-
branes that pulse as the wisp breathes.

Will-o-wisps gain sustenance from
two sources: natural gas and emotional
energy. A wisp inhales the gas formed
by decomposing plant and animal mat-
ter and processes it in several ways. It
expels some of the gas to propel itself
through the air with great precision
and speed while absorbing the rest of
the gas to fuel its biological functions.
Digesting gas in this way produces a
by-product that ignites in a heatless
light when it comes into contact with
air. When a will-o-wisp exhales, this
by-product flares up on the surface of
its skin, creating its flickering flames
and the faintest smell of sulphur. The
wisp's alien digestion process also
results in an internal buildup of elec-
tricity, which the will-o-wisp uses as an
attack form.

Superstition holds that will-o"-wisps
feed off emotional energy, particularly
negative emotions, in an almost vam-
piric manner. Some researchers claim

it is not a supernatural process but
a biological one; that the wisp actu-
ally feeds off the chemicals released
through a victin's skin when fright-
ened. These theories are vague and
unsupported, but all sages agree that
will-o'-wisps gain sustenance from
negative emotions in some fashion.

Nodal membranes contain tiny,
multipurpose sensory organs, which
wisps use to see and hear. A healthy
will-o'-wisp grows new nodes at the
rate of one a month. These nodes form
at the creature’s core and push the
other nodes outward. Exposed nodal
membranes age and tear quickly, and
deflated nodes slough off the creature
at a rate of about one a month.

A will-0-wisp that feeds daily for
at least six months grows three extra
nodes on the outside of its body. It
takes a week for these extraneous nodes
to mature before they break off and
become a new, wholly independent
creature. The new wisp develops more
nodes over the next two weeks until it
matures into an adult-sized wisp. There
is no limit to the number of times a
will-o'-wisp can reproduce, and it cannot
control this process. It only occurs when
there is enough sustenance to support
reproduction, and thus will-o-wisp pop-
ulations naturally control themselves.
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Each of a wisp's nodes can think for
itself, although they die if separated
from the rest of the wisp (except in the
case of reproduction). A wisp can think
with all its minds at once, which gives
it an incredibly advanced intelligence
even when it is very young. Also,
being that the nodes of a newborn
wisp stem from its parent, a young
wisp has the same thoughts, memo-
ries, and much of the same personal-
ity as its progenitor. Thus,
will-o'-wisps in the same
region are often interrelated
and, sharing the same memo-
ries, think of themselves as a
single creature.

Will-o-wisps do not seem
to have a natural lifespan, but
their unique dietary require-
ments make it easy for them to
starve. They must feed on gases
once a day and on emotions
at least once a week. A solitary
will-o-wisp with constant access
to gases but not to emotions
breaks down and dies in about
three months. A wisp that
cannot feed on gases dies in a
week, regardless of whether it
has access to emotional trauma.

The decomposing materials
in a 1-mile-square section of swamp
or an average small town graveyard
can produce enough gases to sustain a
single wisp.

Prycholocy aND SocEr oF ThE
Wii-0-Wie

A will-o-wisp sees little difference
between a solitary existence and one
with related wisps, as they share the
same memories, objectives, and simi-
lar personalities. In areas capable of
supporting a large number of will-o’-
wisps strings of 3—4 wisps commonly
form, working as insidious, incredibly
mobile hunting parties. If a string
forms naturally by reproduction, there
is no need for the wisps to compete for
resources, as reproduction only occurs
when there is enough sustenance to
support multiple wisps. Naturally
forming strings work together to con-
coct brilliantly evil plans.
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If a wisp enters another wisp's ter-
ritory, neither has any compunctions
about killing its rival if necessary.
Wisps have no sense of community
or racial solidarity and often perceive
foreign will-o-wisps with dissimilar
thoughts and memories as a threat.
Should its motives prove compatible,
an outsider wisp might be welcomed
into a local string. Adventurers set
upon by a string of wisps consisting of

wisps of different minds can try to trick

or persuade the wisps to attack one
another. Wisps are wise enough to see

through amateur attempts to fool them

but a talented adventurer might play
them against each other. Will-o-wisps
delight in betrayal and backstabbing
and could be receptive to such negotia-
tions if they can be suitably convinced.
However, it might prove exceptionally
difficult for non-will-o’-wisps to tell
apart wisps of different parentages,
although the color of the light they
shed might provide a clue.

Above all else, wisps love causing pain.
Years of practice and their immense
intelligence hone particularly insidi-
ous and creative tactics. The standard
will-o’-wisp tactic is to lure a traveler
into a dangerous area by pretending
to be a guiding light. Adventurers

traveling in graveyards or boggy areas

must beware and never follow such

lights. Tales of these deadly marsh-
lights have spread far through the
years, forcing wisps to be more cre-
ative with their plans.

Wisps pride themselves on their
intelligence and cunning. A wisp
might follow a party invisibly for a
day or more to evaluate the group's
skills and learn its weaknesses. One
tale tells of a wisp following a large
group of mercenaries for a week as
the group traveled through a
huge marsh, The wisp chose a
victim—a young fighter on his
first mission. Every night the
wisp flitted into camp invis-
ibly during the young man's
watch and killed one of the
other mercenaries in his sleep.
When the group had lost half
its members in this fashion the
survivors turned on the watch-
man and accused him of being
the murderer. In vain he tried
to defend himself; his compan-
ions beating him mercilessly
and then hanging him. The
wisp, lurking nearby, sucked
up the condemned innocent's
terror with glee. When the
company moved on, the wisp

followed and killed one last
victim in his sleep. The invisible wisp
remained long enough to absorb the
horrified emanations from the survi-
vors as they realized they had executed
an innocent man and then flew back
to its home, satisfied. Adventurers
would be wise to set double watches
every night when traveling through
areas where wisps might live.

On the rare occasions when will-
o-wisps work together the results
are truly terrifying. Three strings of
wisps once collaborated on a stormy
night, clustering together at the top of
a rocky cliff and glowing as brightly
as possible. Two ships, mistaking the
wisps for a lighthouse, were dashed to
pieces against the cliffs. Fortunately
such collaborations are rare, but good-
hearted adventurers who hear tales of
wisps working in tandem often seek
them out and destroy them for the
good of the land.



If necessary, a will-o'-wisp is willing to
work with other creatures, but its capri-
cious nature and inherently evil mind
make most partnerships short lived.
Adventurers who strike deals with wisps
should be on guard, as the alien crea-
tures care nothing for keeping promises
and enjoy betraying their companions
whenever possible.

Since wisps rarely occur in groups
larger than four, their society is extremely
simple, focusing on survival, repro-
duction, and causing suffering. Wisp
hierarchies, when they exist, make few
distinctions between individuals, but give
superiority to exceptionally old wisps and
those that have executed the most dia-
bolical plans and caused the most terrible
deaths—often the same creature.

Will-o-wisps are unique in that they
are one of the few races without religious
beliefs. Wisps do not worship any dei-
ties and do not have any beliefs about an
afterlife. While wisps understand divine
magic, they don't believe they have souls.
In fact, there have been no recorded
instances of wisps returning from the
dead by means of divine magic, although
whether this is because they have no
souls or because the wisps simply do not
want to return to life no one can say.

Worshipers of evil gods, particularly
chaotic ones who revere slaughter and
deception, sometimes see will-o-wisps
as embodiments of their god's doctrine
and seek out alliances with them. Wisps
are happy to aid such depraved indi-
viduals and are more trustworthy when
working with evil priests than when
dealing with other beings. Wisps under-
stand the dogma of death and destruc-
tion and, while they are not worshipers,
they eagerly aid devotees of the powers
of lies, trickery, and evil.

Some scholars once feared that a
race full of such evil and cunning intel-
ligence as will-o-wisps would grow
more powerful, form complex societies,
and dominate large areas of the world,
much like mind flayers or drow. This
has not happened, and scholars are
beginning to understand why. Although
wisps are keenly intelligent, they pos-
sess no extremities or telekinetic pow-
ers. They cannot use tools, manipulate

WILL-O’-WISP KNOWLEDGE

The following table shows the results of Knowledge (dungeoneering) checks

related to will-o"-wisps.

Knowledge (dnngeoneeﬂng}
DC  Result

Will-o'-wisps

25

items, or construct lairs or for-
tresses. Wisps might learn tactics
and hone their skills, but they are
doomed to remain static as long
as they stay trapped in their
current forms. Their society
will never develop further,

a reality which frustrates
the wisps and drives them
to commit ever greater acts
of cruelty and depredation. Their
reputations as sadistic monsters
are all they have.

Witt-0™-Wisp Las

Will-o'-wisps live in swamps and grave-
yards where decomposing plant and
animal matter is common. Will-o'-wisps
are likely to be less aggressive in grave-
yards, as there are plenty of corpses
around and the emotional anguish
of mourners proves quite satisfying.
Adventurers seeking to confront a wisp
should do so among the resting sites
of the dead, particularly if they seek to
strike a bargain or converse with one.
Wisps sometimes work with the
undead that haunt burial sites, par-
ticularly ghouls or wights. The wisp
patrols the area invisibly and if it
sees a living being it floats above the
trespasser’s head, glowing brightly.
The ghouls and wights learn that fol-
lowing the light leads them to prey,
and the wisp feeds off the victim's
resulting horror.

Unilluminated
Will-o'-Wisp

Will-o-wisps must sleep for a few hours
each day, and since they must be con-
scious in order to fly or maintain invis-
ibility, a safe resting place is a necessity.
Fortunately, their small size makes it
easy for them to hide in hollow logs or
mausoleums, or even to float just under
the marshy surface of a bog (the gases
permeating the mud around it keep the
wisp from suffocating). Adventurers
hunting for a will-o-wisp should look for
a faint glow coming from small hiding
places or the distinct smell of sulphur
(the will-o'-wisp's emissions).

These lairs are nothing more than
sleeping holes and may change from
day to day. There is nothing of interest
in such places; even if a wisp wanted
to personalize its lair, it has no way to
manipulate objects. For the same rea-
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son, the lairs hold no gathered treasure;
however, a search of the surrounding
area often reveals the decaying corpses of
previous victims and their possessions.

15 Witt-o0™-Wies

Despite all the research done on them,
will-o'-wisps remain enigmatic. Sages
have cut them open, separated the clear
globes from the transparent sponge,
dissected them and studied them, but
questions still remain.

Beware Magic Immunity: The most
pressing mystery surrounding will-o’-
wisps is how they remain almost com-
pletely immune to magic. They do not
possess the resistance to spells that cer-
tain extraplanar creatures have, and they
do not have elemental resistances. They
are simply and fully immune to most
magic in an incredibly baffling way.

Only two spells can overcome a
wisp's immunity to magic: magic mis-
sile and maze. Adventurers stalking a
wisp would be wise to arm themselves
with wands of magic missile, even to
the point of equipping characters with
Use Magic Device. Since wisps have
no way of protecting themselves from

magic missiles (being unable to use
items like brooches of shielding), they
tend to target obvious wizards first.
While the wizard occupies the wisp,
a rogue can use her wand. If the party
is of sufficient level to cast maze, wisps
probably wor't pose much of a challenge.
Invisible Threats: Less mysterious but
no less dangerous is the wisp's ability to
turn invisible at will, as a natural ability.
By ceasing to exhale, a will-o'-wisp can
extinguish the flames that surround
its body, leaving an effectively invisible
transparent globe behind. The will-o*-
wisp can remain invisible as long as it
likes by breathing very shallowly and
slowly. This is more dangerous than
regular invisibility, as detect magic and
dispel magic have no effect on wisps. The
only ways to see an invisible will-o-wisp
are through the see invisibility and invis-
ibility purge spells or by making a Spot
check. (Which is very unlikely. An invis-
ible, moving will-o-wisp has an effec-
tive Hide bonus of +33. An invisible,
stationary will-o-wisp has an effective
Hide bonus of +53.) Party spellcasters
must prepare see invisibility and invisibil-
ity purge if they have access to it, or the

party must obtain scrolls and wands of
those spells.

Flying Frighteners: Hunters should be
wary of wisps appearing from nearly any
direction, especially from above. Wisps
have perfect maneuverability and a fast
fly speed. In this case, ranged weapons
are necessary and wizards and sorcerers
without other useful spells to cast should
use them. Even with their low base
attack bonus, wizards and sorcerers have
access to true strike, and thus have a good
chance of hitting their target. Adventur-
ers should create or seek out scrolls and
wands of true strike if possible.

Archers should forgo use of the
Manyshot and Rapid Shot feats and
melee fighters should never use Combat
Expertise or Power Attack. Hitting the
wisp is the primary goal, and adventur-
ers must avoid anything that lowers their
attack bonuses.

Resist Electricity: Will-o'-wisps only
possess one attack form, a touch attack
that deals electricity damage. Adven-
turers should increase their touch
Armor Class as much as they can and
use items or spells that grant resis-
tance to electricity.
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- ECOLOGY by Enﬁaezgfs i

i apable of detecting prey from miles away and crumbling
whole castles with theirblaring cries, yrthaks (YEER-thaks)

, are masters of the sky and sound. Known for their abil-
ity to focus noise into a terrible and unexpected weapon,
these extraordinary beasts ave feared as much for their alien
appearances as for their unigue powers. Yet, yrthaks are not
merely mindless: monsters or freakish interlopers upon
the natural world. Rather, beyond such clouds of fear and
micintbmntion soar 111:1015311}' gifted beasts as cleyer and

T'he anci EI]T myths passed down by the mystery cult of Nyx
speak of Brannius of Apolle, 2 man who many considered
the greatest and kindest bard of his age. Yet even with this
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fame and appeal, he knew that his uplifling music could
not reach everyone. This tormented Brannius, who hoped
to brighten the lives of all he could. Although he trayveled far
and sought magie to spread his song, he knew that even all
the magic he could muster would never allow him to play
for the entire world.

Desperate for a way to acquire the power to have his song
reach around the world, he offered a week-long hymn of
devotion to any deity who would listen, praying for a way fo
accomplish his dearest wish. As the final note faded, at the
precise moment the sun vanished behind the horizon, twa
powerfil entities answered Brannius's call,

A beautiful, winged trumpet archon wit her brilliant
instrument held i hand arrived from the Seven Mount-
ing Heavens of Celestia. Soothing' the humble bard with



the promise that his legend would last
forever; she told him that his beautiful
songs would be played by great bards
throughout the ages, and—some day
far in the future—all the people of
countless kingdoms would know his
music. With that; she held out her radi-
ant trumpet to Brannius.

At the same moment, a succubus
arrived from the Infinite Layers of the
Abyss. Holding a long, slender horn
crafted from bone, the temptress
promised Brannius the power to cre-
ate music that would change the lives
of all who heard il; songs no living
thing could deny and that even the
deaf would notice, and do so within
his lifetime. After making her offer,
she extended her terrible bone homn
to the mortal.

Tormented by the choice, Brannius
searched his heart, but his ego inter-
vened. Finally, he reached for the fiend’s
gnarled horn. Before he could touch it,
though, the succubus drew him close
and, with a wicked grin, slammed the

“In the kingdom of the blind, the one-eyed man is king.”

—Desiderius Erasmus, Adages

KNOWLEDGE OF THE YRTHAK

The following table shows the resulis of a Knowledge (arcana) chieck as it relates

to yrthaks. Mountain dwellers, fearful musicians, and researchers of strange
anatomiies are most likely to possess this information. The yrthak appears on

page 262 of the Monster Manual.

Knowledge (arcana)
DC Result

19 Yrthaks are dragonlike creatures capable of blasting prey with lances of

destructive noise.

24 Yrthaks often target land near their prey with their sonic lance attack,
creating explosions of debris. With their incredible senses of hearing,

rhythmic nojses attract yrthaks.

Despite thetr lack of eyes, yrthaks can detect creatures through their
sense of hearing, Deafening yrthaks effectively blinds the creatures, and
they prove vulnerable to all manner of other sonic attacks, '

Yrthaks nest high in mountain crevasses, often near areas of soothing natu-

ral noise. Stories tell of yrthaks becoming enamored with musicians’ music

and kidnapping them.

Yrthak parenits avoid using their sonic attacks when ngar their eges.

The echolocation of bats also seem to confusetheir senses of hearing.

gnarled horn into the bard’s forehead,
splitting his skull. Yet, Brannius did
not die. His flesh warping and bones
shattering and realigning, the horn

changed the very nature of his being,
The archon averted her eyes as the
sereams of Brannius died away and the
first yrthak was born.
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rthaks are like no other creatures in
existence. Somewhat resembling flying
crocodiles or sickly green dragons, adult
yrthaks grow to approximately 14 feet
long, with lengthy, leathery wings nearly
40 feet wide. A mouth disproportion-
ate to the beasts’ size splits the end of a
long, muscular neck—the predominate
characteristic of an almost featureless
head crowned by a spiraling green horn.
While the ereature’s bodylooks frail, even
sickly with its jaundiced green skin, its
tough hide and numerous cartilaginous
barbs provide yrthaks with consider-
able defenises, Easily the creature’s most
distinetive trait and defense, however, is
its twisting horn, the source of'its well-
known sonic abilities.

The process by which yrthaks create
their devastating sonic blasts: involves
surprisingly- little magical influence,
relying more on a complex network of
interior strictures and unique organs.
The weapon's use beging with the crea-
ture’s detection of potential prey. Within
a yrthak’s mouth bebs a strange tongue.
Marked by a bulbous swell called the
aural lobe (1 on the anatomical diagram),
this sensitive cluster of nerves detects
sound as most creatures’ tongues sense
taste. Incredibly powerfill, this organ can
detect noises beyond most humanoids’
abilities to notice, such as the beating of
a creature's heart, the flow of air around
nearby forms, or loud noises as far as
30 miles away, Using its strong suppert
muscle, the lobe can lower into the api-
cal depression (2), 2 protective divot at
the front of the credture’s mouth filled
with thick, protective saliva. Copious
amounts of this viscous gel seep into
the hollow and spread throughout the
creature’s mouth from a large salivary
gland (3), With the aural lobe lowered, a
yrthak can drink, eat, or attack with its
powerful jaws with little fear of harming
the organ. During such acts and, in fact,
whenever its mouth is closed, the crea-
ture is effectively blind.

Once a yrthak's tongue has detected a
presence, the information is transferred
to the creature’s primary brain (4). This
organ functions much like those of
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normal creatures, interpreting sensa-
tions and providing a yrthak with an
intellect and cunning far greater than
that of just an animal—an oft under-
estimated fact. Aside from the primary
brain, though, yrthaks possess a sec-
ondary, or acoustic, brain (5). This organ
possesses peerless capability to distin-
guish variations in sound and allows a
yrthak to choose what to hear, filtering
through countless background noises
to listen to those it deems relevant or
usefuil. The acoustic brain also controls
the creation of the beast’s sonic attacks
and protects it from creating sounds
damaping to itself,

The creation of a yrthal’s sonic lance
begins in the creature’s lungs. Air is
forced into the yrthak’s head, much like
the act of whistling, except that in these
creatures, the airis forced into special
sinuses by a unique group of organs
called harmonic diaphragms (6). Within'
these resonating sinuses (7), a number
of tones are created and echo back upon
one another through fleshy tubes and
connected echo chambers. The effect is
like a number of whistles being simul-
taneously created and amplified over
and oyer. The cacophony builds in vol-
ume until it is then echoed back into a
chamber of the harmonic diaphragms.
There, in an action not fiilly understood
and likely without any natural explana-
tion, the noise is violently forced into
the yrthak's horn. The horn houses a
cartilaginous structure referred to as a
tonal multivibrator (8), 2 mostly hollow
structure pocked with holes and tun-
nels seemingly at random, but which
actually serve to foeus the noise. Now

directed, the noise escapes from the

horn through the thin flesh; blasting
forth in a line of discordant tones and
vibrations. This entire process occurs in
a matter of seconds:

Yrthaks typically roost in areas that
thrum with regular noise, such as
near waterfalls, bubbling volcanoes,
and seaside cliffs, With their incred-
ible hearing, they sometimes dwell in
areas humanoeids don’t consider noisy,
such as amid the rustling sounds of

the deep forest, upon high mountains
where they can listen to brewing thum-
derheads, and—rarely but most dan-
gerously—atop towering buildings
amid bustling cities.

Concerned primarily with survival,
yrthaks spend most of their time away
from their lairs searching for food.
Although omnivorous, they prefer
eating meat over plants, but they are
intelligent enough to refrain from
attacking ecreatures obviously too
powerful for them, such as rocs, stone
glants, and red and silver drapons,
which often frequent their preferred
mountainous habitats, When they do
toost, these lairs most often take the
form: of deep fissures in rocky cliffs,
packed with leaves and wood sonically
splintered to fine chips.

Incapable of humanoidlike speech,
yrthaks possess a strange language of
subtle rustles, flaps, elicks, and subhar-
monic tones. No humanoid can repro-
duce the Yrthak language, although
some races of the deep Underdark—
particularly destrachans and nyet-
ers—can hear and potentially learn it.
Making use of a variety of faculties and
being perceived by the keenly receptive
hearing of otheryrthaks, great amounts
of information can be exchanged far
more swiftly than through vocal speech,
allowing cooperating yrthaks to have
an almost instantaneous knowledge of
their allies’ movements and tactics.

Yrthaks appear to spend much of
their time in solitude, but their inicred-
ible sense of hearing means that those
occupying the same region as others
are never far apart. Being able to com-
municate over vast distances, yrthaks
can swiftly respond to one another’s
calls for aid. In fact, some researchers
believe the creatures’ sonic explosion
ability serves double duty as both a
devastating attack and an invigorating
cry of warning and call for aid—much
like the scream of most humanoids.

Yrthaks do come together, however,
during their mating seasons, roughly
once every three years and usually
sometime during autumn. Attracting
each other by creating pleasing sounds,
couples rteturn to the male’s nest




or roost. Several weeks after a compli-
cated and motably silent mating, the
female lays one to four sizable eggs,
each weighing around 25 pounds and
being roughly 2 feet in diameter. The
couple stays together until the eggs
hateh, remaining relatively quiet for the
entirety of the required 4 months so as
not to damage the developing youngs'
sensitive auditory system. Upon the
whelps' hatching, the female chases off
the male; retaining his territory and
using it to: rear their young, while the
male goes in search of a new home.
While yrthaks typically avoid one
another, they often exhibit a marked
curiosity regarding other creatures,
especially those capable of produc-
ing music. Where noise soothes
yrthaks, music stimulates them. Wildly
changing notes and tones excite their
sensitive hearing, resonating through
their bodies in a kind of tonal ecstasy.
In the wild, the closest yrthaks come to

music are the pulse of storms or rare
natural disasters. Thus, the music of
civilized areas and wandering musi-
cians are quick to attract nearby yrthaks,
even from miles away. While intelligent
enough to fear the threats of human-
oid cities, yrthaks have been known to
follow and even abduct travelers who
openly sing or play instruments, ter-
rifying such wayfarers and sometimes
whisking them away to treacherous
lairs. There, the abductee might be able
to suryive for some tHime if it placates
the beast with: music. Some perform-
ers of particular talents find they have
a skill for lulling yrthaks to sleep and
have survived months, even years, living
with their monstrous hosts; while oth-
ers have made daring escapes by lulling
their beastly captors to sleep.

Yrthaks are also capable of detect-
ing the sound made by bats and other
creatures with sonar or sound-based
perception. They commonly blast

entire swarms of bats with their sonic
attacks, as the flying mammals interfere
with the sounds the yrthak are listening
to and possibly disrupt their “sight.”

et VHTH Y

Beneath the volcano-island of Anak
Krakau slumbers a living disaster, a
yrthak of incredible size, which likely
came to test on the isle centuries ago
when the volcano still spewed strange
smokes: from the Underdark's deep-
est depths. None can say how long the
creature has slept there, the sediment
and jungle having gradually overgrown
it, When humans came to Anak Krakau
and discovered the buried creature, only
its: 3o-foot-tall horn jutted from the
earth—a strange humming green mono-
lith: The tribe settled around it, revering
the totem as a god, playing music for He-
Who-Hums ‘every day. In actuality, the
yrthak dreams centuries-long dreams,
oblivious to the earth and village that has
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been built upon its body: Should the vol-
cano-ever erupt again, though, He-Who-
Hums, will doubtlessly wake, destroying
the entire village and unleashing one of
the most cacophonous catastrophes the
world has ever known.

HE-WHO-HUMS
Male kaiju yrthak
CE Colossal magical beast
Monster Manual 262, DrAGON $#289
Init +2; Senses blindsight 120
ft.; Listen +14, Spot +14
Languages Yrthak
AC 36, touch 4, flat-footed 34
hp 754 hp (52 HD); Die
Hard, fast healing 20 DR
25/magic

CR 24

Immune gaze attacks,
illusions, mind-
affecting effects,
all sight-based or
visual effects

Resist electricity
50: SR 34

Fort +38 Ref 431,

Will +18

Weakness vulnerable to
sonic

Speed 20 ft. (4 squares);
fly 60 ft. (poor)

Melee* bite -+44
(3d8+30) and
2 claws +42
(2d6+22)

Ranged sonic lance
+46 (6d6)

Space 40 ft; Reach 20 fi.

Base Atk +52; Grp +83

Atk Options Cleave, Fly-By Attack, Great
Cleave, Power Attack, Snatch, swallow
whole, trample (4d1247)

Special Actions explosion, sonic lance,
windstorm

Spell-like Abilities (CL 20th)
1/day—control weather, whirlwind

*15-point Power Attack

Abilities Str 40, Dex 14, Con 29, Int 2,

Wis 13, Cha 20

SQ absorb electricity, death throes, no breath

Feats Die Hard, Endurance, Flyby Attack
Multiattack, Power Attack, Shatch

Skills Hide—1, Listen +14, Move Silently
+15, Spot +14

Swallow Whole (Ex) He-Who-Hums can
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swallow Huge or smaller opponents

by making a successful grapple check.
Once swallowed, the opponent takes
2d8+15 points of crushing damage,
plus 3d6 points of acid damage per
round. A swallowed creature can cut its
way out using claws or a light weapon
by dealing 50 points of damage to He-
Who=Hums's stomach (AC 20), Once
the creatlre exits, muscular action
closes the hole; another swallowed
creature must cut its own way out.

Trample (Ex) As a standard action while

on the ground, He-Who-Hums can
run over an opponent of Gargantuan
or smaller size. He-Who-Hums merely
has to move over the opponent and
deals 4d12+7 points of damage.

Trampled opponents can attempt
attacks of opportunity, but these incur
a—4 penalty. If they do not make
attacks of opportunity, trampled
oppenents can make DC 51 Reflex
saves for half damage,
Explosion (Su) A yrthak can fire its sonic
lance atthe ground, a large rock, a
stone wall, or the like to create an
explosion of shattered stone. This
attack deals 2dé points of piercing
damage to all within 10 feet of the
effect’s center. This counts asa
use of the sohiclance attack and
thus is usable only once every 2
rounds, and never on the round
following a sonic larice
attack.

Sonic Lance (Su) Once
every 2 rounds; a
yrthak can focus senic

energy in a ray up to 60 feet
long. This'is a ranged touch
attack that deals 6d6 points of
damage to a single target.
Windstorm (Ex) As a
standard action, He-
Who-Hums ean
blast an area with

powerful gusts

of wings by
flapping its
wings. The
blast of
wind creates
a 100-foot-
long cone of hurricane

force wind (see page 95 of the

Dungeon Master's Guide).

-

Absorb Electricity (Ex) He-Who-Hums can

absorb electricity damage. Electricity
damage that bypasses He-Who-Hums's
energy resistanee is absorbed and
converted inte temporary hit points
that last for 10 minutes.

Death Throes (Su) If killed, He-Who-

Hums explodes, dealing 20d6 points of
electricity damage to everything within
100 feet. DC 45 Reflex save for half.

No Breath (Ex) He-Who-Hums does

not breathe and is immune to gas-
based attacks that require Fortitude
saving throws. It can also exist buried
in the earth, underwater, or in ajrless
environments with ease, e
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