Worf

The Submerged

A NNew Warforged Subrace

by Cameron Day
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Denizens of the
Deep

The submerged appeared several
months ago, the first report from a
large whaling ship off the coast of
Darguun. They spoke of a being
towering above them, having pulled
its way to deck and lighting the ship
aflame with a flamecannon that
replaced its left arm before cutting
the whale the ship had been hauling
free.

Otherwise, most see submerged
beneath the waves during scientific
expeditions, or deep within
subterranean caverns near
underground seas or lakes. As
collected Dby the Arbiters in their
archives in Icon, the submerged are
unknown as to whether or not they
are sentient.

However, to the submerged, it is
others that they see as being
nonsentient and stuck in the old
ways. Most often, submerged were
once specialized warforged working
on old warships or destroyers during
the Last War who were thrown from
their posts and sunk to the bottom
of the sea. It was here their
transformation began.
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You retain all racial abilities from the base
warforged, with these additions due to your
subrace.

Weaponized Arm

Given their aquatic nature and use
on battleships of old, the submerged
only have one manipulative arm,
with the other being replaced by a
large tool or weapon. This is a
remnant from the Last War, a scar
from a conflict that should have
never been. A submerged player
must pick one from the table in
Appendix A.

Amphibious Augmentation

Submerged are immune to rusting or
any other deteriorative affects from
being underwater. They also have a
base swim speed of 30, and do not
treat water as difficult terrain.

Additionally, their eyes have been
modified into massive searchlights,
powered by their powerful
dragonshard core. They have
darkvision up to 120 feet.

Deep Sentience

The submerged do not speak
through normal means but are
instead powerful empaths and
telepaths. They communicate in
emotions rather than words, and
are powerfully aware of the
emotional state of others, often
bonding with injured sea
creatures and nursing them back
to health, or with injured
adventurers who help them.

Additionally, submerged have
advantage on all Charisma-based
checks when interacting with
aquatic beasts or humanoids.
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