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After a long day examining the contents of our nets 
and applying some cantrips to help relieve a few minor 
annoyances, I lounged in the cabin with the ship’s 
officers-recounting the day’s events and enjoying a 
light repast. As dusk faded into night, I took my leave 
and returned to the deck, for I intended to run out more 
nets and catch a few of the ocean’s nocturnal denizens. 

A BOLT FROM T H E  $EA 
No sooner had I stepped on deck when the ship’s 

helmsman pitched silently forward, obviously dead. 
Two sailors passing time at the lee rail likewise 
crumpled. As the night breeze took hold of the unguided 
ship, sending it on an erratic course, I beheld no less 
than eight sets of silvery eyes appearing above the ship’s 
rail. We were under attack! A crash below told me the 
officers in the cabin were already beset. I hastily 
recovered a small vial of water and a packet of sand 
from a pocket in my robe and prepared to summon some 
magical assistance, as at the moment only I stood on 
deck with our adversaries. 

shouldered arbalests and took aim at me. The other six 
paid me no mind, moving instead to the hatches leading 
up from below, where they spread heavy nets to trap 
anyone trying to reach the deck. The arbalest missiles 
shot harmlessly by and buried themselves in the 
companionway behind me. I uttered a silent 
thanksgiving for the magical robe I wore-I was certain 
that its power to delude viewers about my actual 
position caused the deadly missiles to go astray-and 
completed my spell. 

As the elemental creature I had summoned prepared 
to do battle with the boarders, the first confused sailors 
emerged from below, only to fall prey to the sahuagin’s 
nets. My two enemies quickly surmised that I was 
directing the attacking water elemental and dropped 
their arbalests, charging toward me with fangs bared 
and claws outstretched. Fortunately, the elemental was a 
heartbeat quicker and intercepted my assailants before 
they reached me. I shudder to think of my fate if the 
monsters had reached me. 

sea, dragging two crewmen trapped in nets behind 

I drew a sharp breath as two of our attackers 

To my horror, two of the attackers dove back into the 

them. The sailors’ wails of terror as they went over the 
side chill my blood even as I pen this account. 

The twin abductions left the hatches clear 
momentarily; the remainder of the crew lost no time in 
gaining the deck and launching a counterattack. 
Cutlasses and talons flashed in the first glow of the 
rising moon. The ship’s deck soon became slick with 
gore. Only three attackers remained after the furious 
melee; each of these dove overboard, clutching the body 
of a slain comrade. 

I immediately sent my elemental to rescue the netted 
sailors. However, it could only recover one drowned 
body. 

When Captain Chanter, the Ayoehl’s master, emerged 
victorious from the scuffle in the cabin, he stoically 
assessed the carnage on the deck and uttered two words: 
“sea devils.” 

AFT E RM AT H 
The good captain firmly rejected my suggestion that 

we pursue our attackers-I possessed no shortage of 
spells that could sustain a party under water-noting 
that we had survived the attack mostly through sheer 
good fortune. The captain, whose judgment I respected, 
suggested that I surely could find specimens elsewhere. 
He indicated the slain sea devil still remaining on deck 
and suggested that I might find it worthy of study. The 
notes and sketches I made in the following weeks 
formed the basis for this book‘s first chapter. 

The  a t tack  a roused  m y  c u r i o s i t y  a b o u t  these  c u n n i n g  

a n d  a u d a c i o u s  c rea tu res .  I c o n c l u d e d  m y  research  

e x p e d i t i o u s l y  a n d  began  c o l l e c t i n g  wha teve r  l o r e  I c o u l d  

a b o u t  t h e  sea d e v i l s ,  W h a t  I f o u n d  was a m o r a s s  o f  

s p e c u l a t i o n  a n d  c o n t r a d i c t i o n s .  M o s t  s c h o l a r s ,  i t  seems ,  

were  c o n t e n t  t o  make  guesses  a b o u t  t h e  c rea tu res  a n d  

r e c o r d  t h e m  as fac t .  

One sage I encountered confidently told me that sea 
devils were no more than marine orcs. His proof simply 
the observation that sahuagin plague the sea elves as 
orcs plague elves on land. The speculation ignores the 
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sea devils’ remarkable intelligence, incredible swimming 
speed, virtually unlimited life span, and a host of other 
details. Indeed, it seems likely that the sea devils 
ultimately derive from the elven or human lines (orcs, 
too, might stem from the same l i e ,  but that remains a 
problem I leave for other scholars). 

Frustrated by the dearth of written information, I 
outfitted a larger ship capable of supporting some first- 
hand observations of the sea devils and set sail once 
again. Alas, I found that sea devils are all but impossible 
to approach. When feeling bold, they attack. When not 
inclined to agression, they make themselves scarce. In 
addition, sea devils have a knack for appearing 
wherever one does not expect (or wish) them to 
appear. 

of a single expedition, but rather the observations 
culled from two decades of marine adventures and 
augmented by numerous interviews with folks who 
have survived encounters with the sea devils. 

d 

2 

What you hold in your hands, then, is not the results 

Despite m y  d isda in fu l  note about speculat ion,  I too  

have been forced to  general ize f rom a few examples and 

present these general izat ions as fact. Let the reader 

b e w a r e  that the p ic tu re  I have painted i s  one of the 

sahuagin as they appear to  me. I have no  doubt that m y  

v is ion  is  clearer i n  t h i s  matter than theor ies offered by 

other, less informed, commentators.  How m y  own 

shor tcomings  have t in ted  the por t ra i t ,  however. o n l y  

t ime can te l l .  

d 

I offer my sincere thanks to the many brave and 
erudite folk who have made this work possible. First, to 
Captain Chanter, who’s common sense and seamanship 
have undoubtedly saved me from many fatal 
predicaments; to Tiguran Maremrynd and Ronassic of 
Si$, two scholars who know the sea devils well enough 
to write about them with some authority; and to 
Duchess Yascha Nulhar, who led me to Innis McKenn, 
the only non-sahuagin I have ever met who actually 
became part of a sahuagin community. 
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translucent and moves ”up and back instead of down. 
The sahuagin can see through this membrane, though 
not terribly well. When a sahuagin closes its membrane, 
its eyeballs look pale and milky. 

A sahuagin’s eyes are very sensitive to light, and 
sahuagin venturing above the surface during daylight 
usually close their eyes to protect them from the sun. 
Hence, some people report sahuagin with pale, pupiless 
eyes. 

(4) Anterior fins: Many surface dwellers mistake this 
pair of fins for ears. A sahuagin uses these fins to help 
keep its head level while swimming and to brake and 
maneuver underwater. 

(5) Spiracle: This is another feature some viewers mis- 
take for a hearing apparatus. The spiracle actually al- 
lows water to flow over the gills. Sahuagin also use their 
mouths to take in water. 

(6) Gill covers: These hardened flaps of skin protect the 
gills underneath. When a sahuagin ”inhales” under- 
water, its gill covers close. After water flows over the 
gills, the gill covers open, allowing the water to exit the 
sahuagin’s throat. Above water, a sahuagin closes its gill 
covers to help keep its gills moist. 

The gill openings are as wide as a man’s hand and 
often provide excellent ”handles” for people grappling 
with sahuagin. Unfortunately, the gill covers have edges 
as sharp as flint knives and almost as hard. The sharp 
edges can cleanly slice leather or flesh-inflicting deep 
cuts (ld2 points of damage) on anyone grabbing at the 
gills without metal or mail gauntlets. 

(7) Dorsal fin: This long fin helps prevent the sahuagin 
from rolling over while swimming. 

(8) Tail: A sahuagin’s muscular tail gives the creature 
greater speed and more maneuverability underwater 
than it could achieve with its webbed hands and feet 
alone. The tail’s side-to-side movements also help keep it 
going in a straight line. 

A sahuagin can quickly swim backwards by using its 
tail in combination with its anterior fins and webbed 
hands. 

(9) Hands: A sahuagin possesses six clawed and webbed 
digits. It can manipulate four of these digits-three ”fin- 
gers’’ and a ”thumb.” The remaining two digits, oppo- 
site the thumb, are fairly small and weak. The sahuagin 
extend these weak digits to create a larger ”paddle” for 
swimming. 

(10) Scales: A sahuagin’s large, bony scales provide it 
with excellent armor. After the creature dies, the scales 
lose their strength and resilience. 

I N T E R N A L  A N A T O M Y  
Though fairly human on the outside, sahuagin more 

closely resemble fish on the inside. Sahuagin bones tend 
to be light, but flexible and tough-just like their scales. 
Refer to the diagram on page 9 as you read on. 

(1) Nasal passage: Since sahuagin breathe through their 
gills, this area serves primarily as an olfactory organ. 

(2)  Brain: The sahuagin brain lies within a flat skull. 
Olfactory lobes on the underside connect directly to the 
nasal passages, allowing for an acute sense of smell. The 
centers for vision and hearing are highly developed as 
well. Despite the elaborate sensory apparatus, a greater 
portion of the sahuagin brain is dedicated to memory 
and reasoning-giving the sahuagin a formidable intel- 
lect. In general, the sahuagin brain is larger than a 
human, elf, or dwarf brain. 

(3) Sound Chamber: Though sahuagin possess a larynx 
(see #7 below), this cavity serves as the primary organ of 
speech. Layers of cartilage and muscle form the cavity’s 
walls; by contracting the muscles, sahuagin can produce 
a rapid stream of clicks, pops, and thumps that other 
sahuagin can hear and understand. Surface dwellers 
cannot hear these high-pitched sounds, though the 
sounds carry for miles underwater. 

plify sounds from the environment, increasing the 
sahuagin‘s auditory acuity. 

The chamber’s acoustic qualities also catch and am- 

(4) Ears: Sahuagin ears have no external openings. 
Sounds reach the ears through the creature’s skull, 
sound chamber (see #3), and lateral lines (see #12). 
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‘I 
violent its movements. 

(5) Esophagus: This 
is the sahuagin’s 
throat. Most 
water taken in 
through the 
mouth flows out 
through the $1~. 
The creature 
swallows the 
rest. 

(6) Gills: A sahua- 
gin breathes 
through eight 
gills, four on 
each side of 
the neck. 
The gills also 
excrete some of 
the salt absorbed 
from its seawater 
environment. 

The ears also serve as a sahuagin’s organs of balance. air bladder is a thin membrane threaded with muscles. 
By expanding and contracting its trachea and air 
bladder, a sahuagin controls its buoyancy. 

Each ear has five fluid-filled canals lined with sensory 
hairs and delicate nerve endings. These nerve-limed 
canals allow the sahuagin to instantly know its vertical 
orientation and assess changes in its position 
and rate of acceleration. A sahuagin can 
assess this information at an  incredibly 
fast rate. In fact, a sahuagin never ex- 
periences dizziness or disori- 
entation, no matter how 

The sahuagin releases air from its air bladder when 
speaking a surface language and 

usually replaces it with 
a big gulp of air be- 

fore returning to the 
sea. Because the air is 

stored inside the body 

sahuagin can 
deeply inhale 

almost any inert 
gas-from smoke 

to methanewith-~ 

for flotation only, the 

out iU effect. Air: 
borne toxins, however, / 

Y can still reach the 
sahuagin’s blood- 

stream through 
the gills. Im- 

tants can 
damage 
the air 
bladder, 
as well. 

(9) Heart: 
The sahuagin heart 

has only two chambers. The 
smaller upper chamber 
circulates blood to the gills. 
The larger lower chamber 
circulates blood through the When sahuagin visit 

the surface, the gills draw oxygen 
from the air. 

(7) Larynx: This mass of muscle and 
cartilage separates the trachea and 
air bladder (#E) from the esophagus 
(#5). Primitive vocal folds within the larynx 
allow sahuagin to speak the languages of surface 
dwellers. Compared to a native speaker, a sahuagin‘s 
voice sounds toneless and breathy because it has little 
control over its pitch. 

(10) Stomach The sahuagin 
stomach is a tough, puncture- - -  

resistant organ capable of 
handling whatever prey the 

creature wolfs down. 

(11) Gut: This consists of a small and large intestine 
which complete the process of digestion and elimination 
begun in the stomach. 

(8) Trachea and Air Bladder: Though this shucture 
resembles the windpipe and lungs of a surface dweller, it 
plays no role in respiration-ven when a sahuagin 
visits the surface. 

The trachea is a fairly rigid structure made from 
alternating rings of muscle and cartilage. The four-lobed 

(12) Lateral Line: A sahuagin has two of these sensory 
organs, one running along each flank, from the neck to 
the hips. Each line is a fluid-filled canal packed with 
bundles of nerves and sensory hairs that detect vibration 
and movement in the water. 

Q 

I 
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An adult female sahuagin lays a single egg every six 
weeks. The egg has a vaguely rectangular shape, with a 
tough, leathery shell. It is about the same size and thick- 
ness as two human fists placed together buckles to 
knuckles. 

Sahuazin eggs fertilize internally and hatch after incu- 
bating only th, months. S&ua& c 
enclosed, easily defended spaces 
and warriors. The sahuagin gather all 
the same time so they'll hatch as a gro 
competihon among the hatchlings and prevents 

D VARIATIONS 
H A T C H  L I  N C Z 

Sahuagin are about 10 inches long at birth, regard 
of gender. They attain adult size in six to eight week 
and eat prodigiously the whole time. The voracious 
hatchlings consume anything they can sink their teetl 
and claws intwincluding other ha 
hatched eggs. Unwary females tending 
emerged hatchlings often suffer nips, but 
tues  quickly learn to respect their elders. 

Sahuagin not  only a l l ow  cannibal ism among 

hatch l ings,  they encourage it. Stronger hatch l ings o 

k i l l  and  eat the i r  weaker cousins.  The su rv i v ing .  

hatch l ings also eat any eggs that f a i l  t o  

About hal f  the hatch l ings i n  each brood 

three weeks after hatching, leaving only  the f i t test ,  

aggressive ind iv iduals .  After three weeks, the adul t  

sahuagin feed any su rv i v ing  imperfect  hatch l ings t o  

sharks. Imperfect  hatch l ings inc lude a l l  

obv ious deformit ies-such as m iss ing  fins-and th  

with less obv ious defects-such as unusual  co lorat i  

and weak or of f -key vocal izat ions.  

All hatchlings undergo rigorous training in the pa 
lilars of sahuagin language, culture, and hunting tech 
niques. Death pwaib: any hatchljrss Gat lag b e k d  u 
their learning. , 

young from eating new eggs that are stiU in&ba 
next section). A pheromone generated by the e 
keeps them from developing until several hav 



AD U LTS 
An adult male sahuagin stands roughly 6 feet tall and 

weighs about 200 pounds. Male sahuagin grow 
continuously-though older sahuagin grow at a slower 
rate (see above). Growth slows to an infinitesimal rate 
once a sahuagin reaches age 600. The creatures do 
remain vigorous, however, and are not subject to the 
physical or mental weaknesses that usually accompany 
great age. 

As the male grows, his social status and responsibili- 
ties increase accordingly-provided he wins the duel 
required to assume the appropriate position (see Chap- 
ter 5); all such duels are fought to the death. 

Females remain slightly smaller than males. The rigor 
of egg production saps energy from female sahuagin, 
and their growth all but stops once they reach 
adulthood. Nevertheless, surface dwellers find adult 
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Females contro l  sahuagin re l i g ious  l i fe .  A l l  

females i n  a sahuagin communi ty  funct ion as teachers 

and keepers of re l i g ious  lore.  Females who demonstrate 

outs tanding in te l l igence can become pr iestesses. 

After a five-year period of instruction, an aspirjng 
priestess undergoes a potentially fatal ordeal (see Chap- 
ter 8). If she survives, the candidate becomes an under 
priestess. Advancement through the priestly ranks OC- 

curs through mortal combat-just as it does in the male 
political structure. Priestesses do not mate; therefore, 
they age and grow as do males. 

Sages widely believe that the ritual ordeal sterilizes 
the priestesses. However, this is far from the truth. In 
actuality, a sahuagin priestess remains in breeding 
condition until about age 20. Her tail takes on a yellow 
color at that time, signaling the end of ovulation. (Her 
lack of breeding until that time results in irregular egg 
laying; the priestess ritually consumes any infertile eggs 
she lays). This yellow coloration gradually spreads over 
the priestesses’s entire body, and she becomes wholly 
yellow by age 50. Most priestesses sport green spots, 
stripes or bands. 

M U T A N T S  

Because of their mutation, four-armed sahuagin 
must tolerate an inferior status within the 
community during the first decades of their lives. - 
Four-armed males who live past age 20, however, 
rise fairly rapidly through the hierarchy, as their extra 
claws virtually assure them a victory in a duel with a 
two-armed sahuagin Older sahuagin leaders, however, 
easily foresee challenges from their four-armed juniors 
and often contrive to eliminate them before they become 
a threat. Young (under age 20) four-armed males can 
expect to undertake many dangerous missions on behalf 
of their communities. In addition, these mutants must 
exhibit excruciatingly correct behavior to avoid fatal 
challenges from older males (see Chapter 8). 

comfortably once they reach adulthood, as they can hold 
their own in almost any dispute with their peers. Four- 
armed priestesses, however, encounter the same perils as 
their male counterparts. 

Four-armed sahuagin have darker pigmentation than 
their fellows--usually black fading to blue-gray on their 
bellies. Four-armed priestesses are usually a tawny 
yellow with sharply defined black markings. 

Four-armed females usually assimilate fairly 

MALENTI 
If a sahuagin community exists in a locale inhabited 

or visited frequently by sea elves, the community will 
exhibit a strange mutation: about one in every hundred 

sahuagin hatchlings will looks exactly like . 
a sea elf. These creatures, called malenti, 
have greenish-silver skin, green or deep 
bluehair,andwebbedhandsandfeet. 
Malenti do not possess scales,,fins, or 

tails, and their features possess a delicate 
elven slant-including sparkling green eyes. 

Despite the i r  habi t  of destroying imperfect  hatchl ings,  the sahuagin 

somet imes a l low two types of mutants t o  surv ive i n to  adul thood. In  both 

cas’es. pract ica l i ty  outweighs the t rad i t ional  sahuagin abhorrence for  

deviat ion.  

The malenti‘s lack of fins and tails causes them to 
swim at a slower rate than normal sahuagin. Malenti 
have tough bodies, however, resisting blows just as well 
as any sahuagin. hi addition, their sensory capabilities 
are similar to other sahuagin. In combat, a malenti’s 
webbed hands and feet hide retractable claws that can 
slash an opponent to ribbons. Furthermore, malenti 
possess powerful jaws that can deliver a vicious bite. 

FO U R-ARM E D  SAH UAGIN 
About one in every 216 hatchlings possesses four 

useable a rm.  The extra set of claws gives the mutant a 
decided edge when competing with other hatchlings for 
food and space. The sahuagin admire these mutants’ 
fighting prowess and usually suffer them to l i v e  
provided they show no other defects (see the hatchlings 

=*,. section). ~> 1 . 
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Sahuagin usua l ly  feed any malent i  ha tch l ings  to  

the sharks w i thout  delay; th is  i s  the preferred 

method of d isposa l .  Sahuagin never a l low a malent i  

born  w i th  four arms to  surv ive .  When several rnalenti  

hatch i n  the same year, however, the sahuagin usua l ly  

a l low at least one of them to  mature. The creature serves 

as a scout  and spy sent out to  locate and in f i l t ra te  sea 

elf  communi t ies .  

A malenti of either sex grows to a height of about 4 
feet in six to eight weeks. At this point it is fully mature, 
though it resembles an adolescent sea elf. Over the next 
20 years, it will grow another 1 to 2 feet. By age 21, a 
malenti’s growth stops. A malenti’s maximum life span 
is about 170 years. 

Malenti have an ambiguous social status in sahuagin 
communities. Other sahuagin regard them as loathsome 
freaks. This attitude goes beyond the usual sahuagin 
contempt for mutants. Sahuagin do not have a more 
implacable enemy than the sea-elves. The mere thought 
that one of their own could resemble this hated racial 
enemy proves quite galling. 

Despite their role as outcasts, however, malenti live 
privileged lives. A malenti becomes the ward of the 
community’s chieftain or baron and receives his 
complete protection and support. The malenti spends all 
of its time in intense training and indoctrination. The 
malenti practices the arts of ambush, stealth, and 
assassination every day with the most skilled warriors in 
the community as its teachers. In addition, the local 
priestesses or elder females teach the malenti all the lore 
they know. 

During their training, malenti learn to treasure their 
sahuagin heritage and to regard themselves as honored 
protectors of the sahuagin race. This training can last 
anywhere from a few months to 20 years, depending 
upon what mission the sahuagin leadership plans. A 
malenti that has endured 20 years of training can 
insinuate itself into a sea elf community and remain 
there for the rest of its life, performing espionage and 
sabotage. Malenti assigned to shorter missions require 
less training. 

Being sahuagin, malenti cannot mate with sea elves, 
but malenti of either sex can breed with other 
sahuagin. The offspring arising from such unions are 
always malenti. In theory, malenti could eventually 
populate an  entire sahuagin community. In practice, this 
never happens. Most sahuagin will not willingly mate 
with malenti. Even if they did, the sahuagin would 
swiftly eliminate any surplus malenti hatchlings. Whole 
communities of malenti do exist, but these rare 
communities owe their existence to malenti who have 
struck out on their own, usually after discovering their 
true status among sahuagin. 

I 

Many scholars bel ieve the malent i  represent a 

throwback to  an earl ier stage i n  sahuagin evo lu t ion .  

Tr i ton h is to r ians  are par t i cu la r ly  fond of a theory that  

sahuagin are descendants of the drow, and they po in t  to  

malent i  as p roo f .  The sahuagin have heard the t r i t on  

theory, b u t  none take it ser iously.  They regard the b i r t h  

of a rnalenti  as a d iv ine  warning that the i r  hated 

enemies, the sea elves,  l u rk  nearby 

As we shall see in Chapter 4, the sahuagin lived in the 
sea long before the strife that drove the drow under- 
ground. The true origins of the malenti begin with an 
ancient cabal of surface-dwelling wizards and priests 
who, for unexplained reasons, tried to create a 
sahuagin/sea elf hybrid. There is little information 
available about this group, but a few sea elf scholars 
know of them-as shown by this excerpt from Tiguran 
Marenuynd’s book, At War With the Sea-Devils: A 
Survivor’s Memoir: 

23 





ormation regarding The Se- 
familiar with the 

work and quotes from it in his own treatise on marine 
civilization: Ocean-dwelling Cultures: A Comparatiue Sur- 
vey. Ronassic, like Xguran, dismisses the notion that the 
malenti provide evidence for any evolutionary connec- 
tions between the sahuagin and the sea-elves. Instead, he 
offers a view on the origins of the malenti that would 
shock Tiguran: 

Clearly, Ronassic has more facts at his disposal than Tiguran, and offers the 
more reliable conclusion. 

15 



'AN G VI L I  IANS 

continental shore. 

other, more successful, half of the experiment 



Furthermore, a n g d i i a n s  can slither through any space large 
enough to admit their heads. 

about all the time. They generally spend their days swimming 
lazily in the dark, cold depths. 

There is little contact between the anguiliians and the sahua- 
@-though the two races occasionally conduct trade. The an-, 
guiliians glean manufactured goods from shipwrecks lost in the 
ocean's stygian depths, and they barter with the sahuagin for 
items-such as sahuagin nets and poisons. The aggressive sahua- 
gin probably would have driven their cousins from the sea long 
ago, but the anguiliians live in areas uninhabitable to sahuagin. 
Besides, sahuagin dislike the taste of anguiliian flesh. 

Unlike sahuagin, angdi ians dwell in the open sea and move 

LYCANTHROPE5 A N D  
A N T  H E RI 0 N 5 

Sahuagin are somewhat susceptible to the curse of lycanthropy. 
However, they cannot contract any form of lycanthropy whose 
were-fonn lives on land. For example, there are no sahuagin 
werebears or werewolves. Sahuagin can, however, become sea- 
wolves or weresharks. As the quote from Innis McKenn at the 
opening of this chapter points out, though, sahuagin wounded 
badly enough to contract lycanthmpy usually face death at the 
claws of their fellows-for the sahuagin usually slay and con- 
sume cripples. If the wounded sahuagin survives the immediate 
aftermath of the battle, chances are it will survive long enough for 
the curse to manifest itself. 

17 
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vVE RE S H ARK 5 
Encounters between weresharks and 

sahuagin occur fairly often, as the two 
races inhabit warm waters. When a 
sahuagin community first encounters a 
wereshark, it tries to capture the crea- 
ture or drive it away. If the sahuagin 
succeed in capturing the creature, they 
generally keep it prisoner. 

The wereshark becomes the center- 
piece of entertainment in the sahuagin 
community, as the sea devils stage fre- 
quent gladiatorial combats between the 
wewshark and any other captives. If the 
wereshark can survive two or thme 
years of this ”debrity” status, the 
sahuagin adopt it into their community, 
treating it a s  a pilrticuarly intelligent 
shark. However, the creature never 
achieves the status of an adult, and the 
sahuagin q a r d  it as nothing more than 

A sahuagin community and a group 
of weresharks often skirmish for 
months with neither side gaining an  ad- 
vantage. In thew situations, the were- 
shark and the sahuagin leadership 
usually agree to a loose alliance. The 
weresharks receive free access to the 
sahuagin’s territory in return for the 

an unusual pet. 

L weresharks’ services as guards and 
long-range scouts. Weresharks 

in attacks on ships 

When sahua- 

and sahuagin often cooperate 

I and coastal tom. 

SEAWOLVES 
Encounters between sahuagm and seawolves are rare because 

seawolves do not frequent the warm waters where sahuagin 
dwell. Any sahuagin unlucky enough to become a seawolf has one 
chance for survivd-fleeing the community for a life of solitude. 

Gnce a sahuagin becomes a seawolf, its fellows regard it as a dangerous 
oddity. If they suspect they have a lycanthmpe in th& midst, they care 
fully lay plans to trap and kill the beast; there is no question of finding a 
cure for the victim. If the community cannot kill the seawolf immediately, 
they net the creature and hold it underwater. Bemg an air breather, the 
seawolf must either remain in seawolf form and drown, or it must revert 
to sahuagin form, whereupon the others slay it with normal weapons. 

Shou ld  the sahuagin seawolf escape, i t  w i l l  eventua l l y~migra te  to  

cooler  waters and j o i n  a seawolf pack. This  fo rm of lycanthropy shortens 

the sahuagin’s l i fe ;  the creature usual ly  d ies i n  about 75 years. 
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evitably re- 
ceive wounds and risk contracting 
lycanthropy. Amale sahuagin corn- 
moner who becomes a wereshark enjoys 
a new status. H e  becomes the henchman 
of the community‘s baron and receives 
his complete protection and support, 
like a malenti. Unlike a malenti, how- 
ever, the sahuagin regard the wereshark 
as a person gifted with the favor of 



S A H U A G I N  L Y C A N T H R O P E S  
In normal A D & P  campaigns, sahuagin remain 

immune to all types of lycanthropy except those 
based on sea creatures. In the demiplane of 
RavenlofP, where dark powers prevail, sahuagin 
might contract any form of lycanthropy-see Van 
Rzchten’s Guide to Werebeasts for details. All 
sahuagin werebeas-xcept weresharks4xcome 
outcasts. 

Whi le  i n  animal form, a sahuagin werebeast 

looks and acts j us t  l i ke  any other werebeast of i t s  

type If the lycanthrope has a hybr id  form, however, 
the hybr id  has f i ns  on i t s  head and back, as wel l  as 

webbed hands and feet 

While lycanthropy does not normally decrease 
the victim’s natural life span, the curse profoundly 
disrupts the sahuagin life cycle. An adult sahuagh 
stops growing when it contracts lycanthropy. In the 
rare case of a hatding lycanthrope, the creature 
matures normally, but usually suffers from stunted 
growth. ”The favor of Sekolah has its price,” say 
the sahuagin. 



I N T € L L I  GEN CE 
The typical sahuagin has more raw brain power 

L than the typical human. Philosophers may argue that 
there is no such thing as a ”typical” human, but 

, there certainly is such a thing as a typical sahuagin 
(in fact, their society weeds out atypical in&- 

viduals). On the whole, sahuagin are more intelJi- 
, gentthanhumans. 

L 

. 
Sahuagin have an easier time memorizing 

facts, recalling memories, formulating plans, 
and drawing correct conclusions from incom- 
plete data than do humans. They also make 
fewer mistakes or bad decisions and cannot be 
misdirected or fooled as easily as humans. 

Chapters 4,5, and 7 explore the ramifications 
of sahuagin intelligence mom 6dy 

 MOVEMENT 
Water i s  the sahuagin’s element They can g l i de  

ef for t lessly through the sea, or kni fe through the 

water at a speed that r iva ls  a swi f t  horse A sea 

dev i l  can swim st ra ight  up  at fu l l  speed and can 

descend at an even faster rate. Sahuagin rout ine ly  

dive t o  depths of 1,500 feet or more, and they can 

A sahuagin swimming to the surface at full speed can 

mall ship. Even when a sahuagin can’t 
to reach a ship’s deck, its clawed 
wit  to climb the ship’s wooden sides. 
can swim almost 50 miles a day with- 

onsciousness--or dies-its body 

gaining enough height to grasp 

air bladders (see Chapter 1) 
se. This protects the creature from 



MISS1 LE W€APONS 
Sahuagin have an uncanny ability to hurl missiles 

underwater. They do so by performing the flip maneu- 
ver described in the preceding section on natural weap- 
011s. The maneuver generates enough leverage to throw 
a dart or javelin with deadly force (albeit at a limited 

P H Y S I C A L  A T T A C K S  
Surface dwellers might not appreciate sahuagin intel- 

lect, but most respect their fighting prowess. 

ranee) desuite water resistance. 

A sahuagin, with its scaly body, resists attack as well 
as a human clad in chain mail. What most opponents 
fmd more impressive, however, is the sahuagin's array 
of natural weaponry. A sahuagin's bite proves as deadly 
as any dagger thrust, and its clawed hands can inflict 
terrible wounds as well. When swimming, a sahuagin 
can kick with its clawed feet, each as formidable as the 
creature's bite. Surface dwellers often foolishly pursue 
groups of unarmed sahuagin into the sea after seemingly 
besting the creatures in melee combat. These surface 
dwellers usually die as a result of the sahuagin's ability 
to deliver five attacks at once. 
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" 
merged surface dwellers can see, is a far deadlier 
weapon. Despite its power, the sahuagin crossbow cam 
not fire a missile underwater at a target on the surface 
(or vice versa). 

N ET5 
The sahuagin throw their favorite weapon, the net, 

with a sidearm or whiplike motion in melee. Unlike the 
nets used by surface dwellers, sahuagin nets inflict dam- 
age. The true danger posed by the net, however, stems 
from its ability to SME opponents and render them 
helpless (see page 24 for more details). 



' O I S O N  
Surface scholars have widely assumed that sahuagin, who usually ea 

slain foes, eschew poison, as the venom would taint the meat.The sea 
as shown by the following excerpt-know better: 

. . . as to tke specdti'on Uiat tke deVi/men'seami&ahtichabhpd& 
anymeofpokonon tkeirpatt, lmys&heb&nvh% toapokond 
missile from a s a k g i n  warrh 's crossbow. Oufy tke W y  htervention 
ofa c h i k  savedm /?om its e@&. 

Pokon comes in Uiwegenedvarhties: i k g M  contact, a n d k h -  

as well Ckrfyaho, a contactpokoa woddprove ~ f t g e r o m ~ a ~ ,  
as it woditendto d w e  andpokon tke surrowdhgam. /ns&uiated 
pokoa, however, poses IU) thmt to anyone who migh tconsn~~  a vh%3 
carcass. l&nuatedage&&the b h h m  diwctCyandattack the 
vkth%mon.isystun, hvingtkepRFIiuntai/Lted S a h g i u p r h r i / y  
me tliis @e of venom. 

In 6attle, saktraain me a uaralvzkvenom Uiat rendes uie victim 

constune t h n  in tke meantim~. The sahagin aho emphy a dearty but, 
slow-actingvwm fir ikttlng--uipHgk Iliave noteqdencedorob- 



R U L E S  FOR S A H U A G I N  C O M B A T  ABILITIES 
A SahUaQin armed w i th  weapons enjoys a 

number of special abi l i t ies that depend on the 

p a r t i c u l a r  w e a p o n .  T h i s  s e c t i o n  c o n t a i n s  

rules for us ing these special abi l i t ies in play. 

See  C h a p t e r  7 f o r  m o r e  i n f o r m a t i o n  o n  

sa huaQ in  equ i pment. 

TRIDENTS 

A sahuagin armed with a trident can use the weapon 

to hold an opponent at bay If the trident hits, the sahua- 

gin can opt to hold the weapon in place instead of mak- 

ing further attacks. In this case, the weapon remains 

lodged in the stabbed opponent until that opponent 

wins an opposed Dexterity roll (see sidebar for further 

details on opposed ability rolls) against the sahuagin. 

Note that the sahuagin adds the defender's Armor 
Class to its own Dexterity score for purposes of the 
opposed roll. When determining a pinned defender's 
Armor Class, the DM should include adjustments for 
armor and magical protection (such as a ring ofprotection 
+1) only. A roll of 20 fails regardless of the adjusted 
Dexterity score'. 

While the trident remains lodged in the opponent, the 
sahuagin cannot perform any actions other than keeping 
the trident in place or keeping the opponent trapped in a 
net (see using nets and tridents together). The opponent, 
in turn, cannot attack the sahuagin wielding the trident, 
cast spells, use magical items, or perform any task that 
requires concentration. In addition, pinned opponents 
lose all defensive benefits from Dexterity and shields. 
The trident effectively immobilizes the defender unless 
it is two sue classes larger than the sahuagin or weighs 
more than twice the attacking creature. If the creature is 
not immobilized, it can move about, dragging the 
sahuagin along with it. 

The opponent suffers ld6 points of damage each 
round the trident stays lodged in it, plus any damage 
modifier from the sahuagin's Strength score. If the 
opponent dislodges the trident with a successful 
opposed Dexterity roll, it can move away or attack the 
sahuagin. 
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N €TS 
A sahuagin can use a net as a melee weapon or fling it 

up to 10 yards. An attack with a net against a human- 
sized or smaller target must hit Armor Class 10 
modified by the targets’ Dexterity score and 
protection (if any). Note that the type of armor worn by 
the target has no effed on whether or not the ?et entraps 
him. A hit is automatic against a sleeping or helpless 
opponent. A successfuI attack traps and immobilizes any 
unarmored target. If the net misses, the sahuagin can 
recover it and attack again the next round. 

creatures possessing a 
have a chance to shake off the net. This feat, 
requires a minimum 
trapped opponent 

wielding the net. 

with exceptional Strength lose 
Usually, two sahuagin work 

sufficient to trap a single humansized creature. 

slzable foes or groups of smaller foes. 
at least one sahuagin per size class of 
medium sue. For example, it takes two 

nets are unwieldy, even b r  sah 
avoid entrapment by making a SUE 

vs. breath weapon. If the net misses, it 
sahuagin wielding it two rounds to mover 
it for another attack. 

weapons do not harm the net. Thus, 
aggers, ~ d e n t s ,  and spears to stab 

normal damage on nets. Atypical net has %hit 

lhuagin daws ale slashing 

should consider sahuagin bites, on the other hand, as 
piercing weapons. 

Trapped creatures lose all benefits from shield or 
Dexterity and cannot move, fight, cast spells, or take any 
other action e x a t  to trv and free themselves. 
Furthemno=, an; Dexterity checks made by entangled 
opponents suffer a 4 penalty, and a l l  attackers nxeive a 
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+4 attack bonus when assaulting trapped opponents. In 
addition, sahuagin nets contain hundreds of tiny hooks 
which inflict ld4 points of damage plus the sahuagin’s 
strength bonus (if any) each round to opponents not 
protected by metal armor. 

Any character trapped in a net sinks at a rate of 10 feet 
each round. If the trapped character carries more than 30 
pounds of armor and equipment, he sinks 40 feet every 
round. Sahuagin can, however, prevent the trapped 
character from sinking without any special effort. If a 
sahuagin takes no other action beyond keeping the 
creature wrapped in the net, it can drag a human-sized 
victim over land at the rate of 15 feet each round, or 
swim at half speed with the tangled victim in tow. A 
sahuagin swimming straight down while towing a 
netted opponent moves at a rate 36. 

Each attempt to break free from a sahuagin net takes 
an entire round. A successful escape from a net inflicts 
2d6 points of damage on the net. If the escaping creature 
possesses any Strength-based damage bonuses, it 
applies to the damage inflicted on the net. 

Sahuagin also can wield their barbed nets in melee. 
These nets inflict ld4 points of damage plus the 
wielder’s Strength-based damage bonus (if any). These 
nets disarm opponents on a natural attack roll of 20. 

Using Nets and Tridents Together 
Sahuagin cannot throw a net over a foe impaled on a 
trident unless the net is big enough to cover both 
combatants. They can, however, impale a netted creature 
with their tridents. The trapped creature must then 
dislodge the trident before attempting to shake off the 
net. Note that the trapped creature can make both 
attempts in the same round, but cannot perform any 
other actions. 

Escaping by sheer force 
An opponent trapped in a net or impaled on a trident 

can attempt a bend bars roll to tear loose the net or 
trident (not both). An opponent can only make one such 
roll in a single round. If the roll succeeds, the opponent 
suffers 3d4 points of damage as it tears the barbs and 
tines out of its flesh. 
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S E N S E S '  
The sahuagin's extraordinary senses help make them 

masters of the i r  undersea environment Sahuagin see, 

hear, smel l ,  and even feel the sea around them in ways 

surface dwel lers cannot hope to match. 

S I G H T  
Sahuagin can pierce the gloom of the depths at least 

three times as well as humans or demihumans. The 
sahuagin eye not only gathers more light than a surface 
dweller's but also retains its focusing ability under in- 
creasing pressure. In addition, the visual cortex in the 
sahuagin brain can identify submerged objects easily 
and correct for distortiom caused by refraction. (See 
Chapter 5 in Of Ships and the Sea for more details on im- 
pediments to underwater vision). 

Compare surface dweller, a sahuagin's under 
water hear ing i s  phenomenal-though they do not  qu 

have the audi tory  acui ty  a t t r ibuted to them b y  schola 

Sahuagin have several advantages over surface 
dwellers when it comes to detecting undeFater sounds; 
First, th& lack of external ears eliminates the "whit 
noise" experienced by a human. Secoyd, their he ' 

apparatm actually extends over most of theirbodies 
thanks to organs called lateral lines (see Chapter 1). 
Third, their brains have a superior ability to proces 
ditory information. Sahuanin detect underwater so ".. I 

end demihumans can see 

eriorates three times as 
'Ships and thc SPU for 

When visiting the surface, however, a whuagin's h&. 
ing proves decidedly inferior to a human's. The m a -  : > .  . 

h u r ' s  hearing rcmains tuned to the denser medium 06 . 
' 

water-leaving it somewhat hard of hearing. A sahuagm 
on the surface hears about as well as a human with hir 

temains equally eHicient abov 

as human nisht vision. W 

in avoid light when they 
fns  =&on on page 35 for more 

emipe the range of sahuagin vision 

nditiow olfoy (all types), night 
&tutlight conditions. . ... .  ~ 

The tab le  on pas 

sa huao i n hear ing :IJ 

and demihurnans:ta 

about one-tanth fit the ranges .ne 

. . . *  I 

. .. , 
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Sahuagin Hearing 
Noise Hearing Range (Yards) 
Natural 4,000 

11 OOO 

Complex 50 

Surface Activity 1500 

Underwater Activity 2.ooO 

Heavy 7poo 

Notes 
In all cases except for speech, the numkr 
listed is the maximum range a sahuagin can 
hear a particular sound and recognize it for 
what it is. A sahuagin can note the sound at 
up to twice the listed range, but not know 
for surewhat it is. Speech is a s p ' d  case, 
see below. 

Natural noise refers to natural phenom- 
ena that KCUT above or below the SUrfKe of 
water-uch as the pounding of surf, or a 
steady rainfall. 

Moderate natural phenomena indide 
.heayy surf, mud slides, peak of thunder, 
and large objects falling into the water. 

Hemy natural phenomqa includes d 
seaquakes, underwater eruptions, and 
other major geological events. 

Cntuclysmic events include major sea- 
quakes, large underwater eruptions, and, 
any other geological phenomenon that 
  at ens an en fire ecosystem 
Speech Aers to a variety of soun&,pro- 

d u d  with the intent of communicating 

dudes v d a l  s@*uch as that used by 
human, demihuimn, and humanoid mea- 

(dicks, whistles, buzzes) employed by 
whales, dolphins, and a host of d e r  ma- 
rine ma-. 

The numbers given under the g e n d  
speech category d e r  to Ce m u i n  dis 
tance at which a sahuagin can recognize 
specificsoundsasspeech.Theaea~can- 
not understand what is being said, but 
knows someone is talking. '. 

Simple speech refers to one or twoword 
phrases or simple ideassuch as "go up", 
"danger", and "flee". A sahuagin can eave ,  
drop and understand such speech at the 
listed range if it knows the languagebeing 
used. 

Complex speech refers to anything more 
complex than Simple speech. Whole sen- 
tences or concepts such as '.'swim 50 feet 
up and investigate that coral reef" are ex- 
amples of Complex speech A sahuagin 
within the listed range can understand 

withanotheraeatlue.ThiscategoTyin- 

huffaswellasthepurr-soundlangllages 

. 

such speech 

SahUagirr-anB most other intelligmt ma- 
rine ea-have verbal and auditory 
capabilites far beyond what surface 
dwellers enjoy If two sahuagin speak, in- 
awse  allmnges by a factor of 10. That is, a 
sahuagincanrecognizeitsownEtnguageas 
"speech" from up to 1,500 yards away, and 
two sahuagin can have a complex conversa- 
tion at a range of so0 yards. 

33) has an wen greater range. 
~ o t e  that sahuagin deepsong (seep& 

soundspmducedbyaman-sizedorsder 
maturejumpingor fallingallinginto thewater, 
the sounds of apersonswimming, and the 
snmdsmadebyapewnmmhgamss 
the bottom deck of aship. 

Haooysurfacea3$vityderstosurface 
combat, dropping anchor, and oonstntction 

Underwater Activity refers to those 

their own envimnment%ch as the nand 
clicks, whistles, and buzzes made by d 
s e a m a m .  

s o u n d s p m d d b y h a e a ~ i n  

Modern& undawater activity includes the 

Weapons. 

underwater mnstmdion. 

Hemy UndeMlater activify includes 
bat with surface weapons, speu effeeb, d 



SMELL 
A sahuagin's olfactory sense can detect the smell of 

blood in the water from as much as a mile away. This 
sense is so acute that a sahuagin can track a lightly 
wounded creature from that distance. At closer ranges, a 
sahuagin's nose helps it sniff out opponents or prey it 
cannot see or hear. 

travel as quickly as sound underwater and it may take 
upwards of an hour for the scent of blood to reach any 
sea devils in the vicinity. Quick bandaging usually 
prevents sea devils from 
tracking a wounded 
adventurer. However, 
blood from a severe 
wound or a slain creature 
inevitably comes to the 
sahuagin's notice if they 
lurk nearby. Prudent 
adventurers will leave 
the area before the 
sahuagin come to 
investigate. 

The sahuagin's sense 
of smell is even more 
acute on land; in fact, it 
rivals that of the finest 
bloodhound. 

Fortunately for adventurers, the scent of blood doesn't 

O T H E R  SENSES 
Sahuagin enjoy a sense of taste on par with human 

capabilities. Their sense of touch, however, is inferior to 
the human norm, as their clawed digits and scaly skin 
prevent detailed tactile impressions. Sahuagin dislike 
cold, but have a high degree of tolerance for heat (not 
fire) and pain. 

As noted in Chapter 1, sea devils have extraordinary 
senses of balance and never become dizzy or disoriented 
as a resulk of violent motion. Their superior equilibrium 
and intimate knowledge of the sea also gives them an 
unerring sense of direction, at least underwater. 

Sahuagin also possess the ability to sense weak 
electrical fields. Networks of sensory pits located in their 
snouts can literally detect the neural activities of most 
higher animals. This, combined with their acute sense of 
smell and their ability to sense vibrations through their 
lateral lines, allows them to unerringly track prey or 
enemies underwater--at least at dose range. Even in the 
thickest murk or darkest night, sahuagin can sense other 
creatures and attack them as mdily as a human could in 
daylight. I 
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A blood 
frenzy can 

occur when- 
ever a group of 

sahuagin fighters 
fail a morale check (see 

Chapter 9 in the DUNGEON 
MASTER Guide for more infor- 
mation) during an underwater 

combat in which sahuagin blood 
has been spilled. If the group's morale 

fails, the DM should roll a saving throw 
vs. paralyzation for the most powerful surviv- 

ing sahuagin. If the saving throw succeeds, that 
sahuagin leads the group in an orderly retreat from 

the scene. If the saving throw fails, the most powerful 
sahuagin succumbs to the blood-rage of a frenzy, and all 

other sahuagin present lollow suit. 
A sahuagin in a blood frenzy does not gain any special com- 

bat advantages. However, frenzied sahuagin are immune to magical 
charm and fear effects. In addition, they do not need to make further 

morale checks. Frenzied sea devils usually attack their closest foes. How- 
ever, if a magical effect caused the original morale check, at least some 

c a h u a g i n s  attack the being who created the effect. 
The sahuagin continue attacking until they or their foes are slain. If the sea dev- 

ils prevail. the most powerful survivorcan attempt another saving throw vs. paralyza- 
tion. Success ends the blood frenzy. If Ihe saving throw fails, the frenzy continues and the 

sea devils attack each other. Each time the sahuagin slay one of their own, the most powerful 
survivor can attempt another saving throw to end the frenzy Should the sea devils kill all but 

one 01 their number, the final survivor can attempt a saving throw to recover from the frenzy. If that 
saving throw fails, the survivor goes in search of a new opponent and attacks the lirst creature it 

meets. If the lone sahuagin slays the creature, it can attempt a new saving throw to end its frenzied state. 
If the saving throw fails it must repeat the process. 
Sahuagin fighting out of the water are not subject to blood frenzy. 
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Sahuagin can rommunicate with sharks at 
ranges up to SO yards. However, sharks are not 
immediately friendly toward sahuagin, and the 
two species occasionallv prey on each other. If a 
sahuagin has no immediate hostile intentions 
toward a shirk, however, the sea devil has a 
chance to befnend it .  Sahuagin cannot befriend 
hostile sharks or sharks under mother 
whuagin’s control. This ability only works on 
normal sharks with animal intelligence. 

To bcfriend a shark, a sahuagin mu91 
appwch-unarmed and in d friendly mdnner- 
within 25 yards of the creature. The shark gets a 
saving throw vs. rod, staff, or wand to avoid the 
effect. However, the shark suffers a -1 penalty to 
its saving throw for every t h  full  Hit Dice of 
the sahuagin. For example, a shark attackcd by a 
royal guard or king (9 HD) suffers a 3 penalty, 
while one attacked by a sahuagm warrior (2 HD) 
does not suffer a pmlty. 

If the shark‘s saving throw succeeds, it either 
flees the amx (1 to 4 on a d6) or attacks the 
sahuagin trying to befriend it (5 or h on a d6). A 
sahuagin can try to befriend a particular shark 
only once a day. In addition, sahuagin can 
befnend only one shark at any given time. 

If the shark‘s saving throw fails, it becomes 
fricndly to the sahuagin. Thereafter, the sahuagin 
can release the shark or bring it back to its home 
community. After a day in the community, the 
shark attaches itself to the group as a whole and 
obeys commands from anyone in it. If a 
community keep more than eight sharks, there 
is a non-cumulative 10% chance per week that 
one of the extra sharks goes berserk and attacks 
anything nearby. As a result, the sahuagin 
scldom bring more than eight sharks into d 

community for any appreciable length of time. 
Note t h t  large sahuagin towns or cities 

consist of neighborhoods containing 20 to 80 sea 
devils. Each neighborhood can keep up to eisht 
sharks; the sahuagin carefully watch the 
neighborhood sharks to see that they remain 
separated. 

befriended shark obeys commands only from the 
sahuagin who befriended it. Tlus effect cnds if 
the commanding sahuagin dies, befriends 
another shark, leaves the water, or moves out of 
the ,W-yard communication range. 

If not introduced to the community, a 



C 0 M M U N I CAT 1 0 N 
The sahuagin language consists of thumps, ticks, pings, and whistles generated by an organ inside their skulls (see 

pages 6-7). Many sounds of the sahuagin language are pitched too high for humans and their ilk to hear. Thus, though 
most surface dwellers can recognize the sahuagin tongue as speech when they hear it, they possess insufficient auditory 
abilities to actually understand it. The sahuagin language carries well underwater, allowing complex communications at 
considerable distances (see page 28). 

D E € P S O N  Ci 
Sahuagin can exchange information over enormous 

distances through a communal vocalization known as 
deepsong. Creating deepsong requires considerable 
preparation and leaves the participants temporarily 
exhausted. The sahuagin seldom use it except when 
they are sure of their own security throughout the 
process. Because of its limits, deepsong proves 
unsuitable as a means of spreading an alarm; the sea 
devils usually dispatch swimmers to accomplish this 
task. Once begun, however, deepsong can reach for 
miles, allowing for quick communications between 
widely scattered communities. Thus, deepsong is an 
ideal medium for 
spreading news of a 
victory or calling the sea 
devils together for 
raiding or war. 

Deepsong requires the 
combined efforts of at least 
one sahuagin priestess 
and one sahuagin noble of 
baron status or higher, 
plus a chorus of lesser sea 
devils. After resting at 
least half a dav, the 

in the group. Once begun, the directing priestess and 
noble determine the radius of the deepsong. 

Deep song 
Director's Status' Radius SheersX* 

Prince/ 500-750 Miles 100 
I High Priestess 

* If a priestess or noble of lesser status fills the director's 
role, reduce the deepsong's radius by half. 

** Thcsc can be sahuagin 
of any typc. Reduce the I deepsong's radius by half 
if less than the required 
number of singers is 
available. If the number of 
singers drops to the num- 
ber required for the next 
lowest level, use that 
radius instead. For ex- 
ample, if a king leads a 
group of 101 to 499 - -  

sahuagin group together 
and begin a haunting song 
that booms through the 
deem, carrvine whatever 

singers, the deepsong's 
radius is 750-1,500 miles. 
If only 100 singers are 
available, the radius falls , "  

message the singers care 
to send. 

The singers decide what types of creatures they will 
contact through the deepsong. Only those creatures can 
understand the message contained in the deepsong. 
Other creatures simply note the song as an unsettling 
murmur with an  unidentifiable source. Creatures 
familiar with the sea devils can identify the murmur for 
what it is, but cannot discern its message. 

To prepare for deepsong, all the singers must rest for 
at least 12 hours. They can engage in light activity, such 
as conversation, but cannot travel long distances, fight, 
or cast spells. After the rest period, the singers must 
agree on a message, usually dictated by the senior noble 

to 500-750 miles. 

The singers must sing their message nine times to 
create the effect. After the song ends, each singer must 
rest one hour for each hour spent singing, or a minimum 
of one hour in any case. If forced to fight before fully 
rested, exhausted sahuagin suffer a -4 penalty to all 
attack rolls, saving throws, and ability checks. These 
penalties last until the sea devils complete their required 
rest. 

Once a deepsong begins, the singers cannot change 
their message except by stopping and preparing another 
deepsong. Time spent recovering from one deepsong 
does not count toward preparations for the next one. 
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Riverside communities do not 
usually need to fear an attack 
~y sahuagin swimming up- 
t ~ a m  from the sea. Bright light harms sahuagin 

:yes, and the creatures never 

to full sunlight. They usually 
spend the daylight hours at 
least 100 feet below the surface 
of the sea, where they find 
comfort in the gloom. If forced 
to the surface during a clear 
day, they stumble about with 
half-closed eyes and seek to re- 
turn to the depths at the earli- 
est possible moment. 

Magical light is the sahua- 
gin's bane; the sudden flare of 
a continuallight spell has saved 
many a party of surface 
dwellers from becoming a 
meal for the sea devils. Other 
light-producing magical effects 
prove equally useful. 

ioluntarily expose themselves S U S C E PT I3 I L I TY 

flesh; their fluid-filled tissues 

to the searing heat of afireball 

to saving throws vs. all fo 
of magical fire. They also 
ceive an additional point o 
damage per die of damage 
from these attacks. Aflame 
tongue sword has a +3 bonus 
when used against sahuagin, 
but only when flaming. Note 
that the sword's flame does not 
function underwater. S EN S 1 T IVI TY 

L A N D  ACTIVITY Sahuagin fmd fresh water 
distasteful and avoid it when 
they can. Merely tossing a pail 
of rain water on a sahuagin 
has no real effect, other than to 
make the creature angq-the 
effect is similar to what one 
might expect from a humin 
suddenly doused with a 
bucket of dirty dishwater on a 
hot day. 

Still, sea devils generally 
avoid fresh water when they 
can. Adventurers equipped 
with spells such as purifyfwd 
and drink or potions of sweetwa- 
fer can sometimes force attack- 
ing sea devils to ktreat. 

Sea devils become much less 
formidable when they leave 
their ocean home. In most 
cases, they l&e the use of their 
powerful kick attacks (though 
a sahuagin attacking a foe from 
a higher elevation might find 
kicking easier than biting). In 
addition, they lose their ability 
to deted unseen foes at short 
'ange, and they find them- 

selves exposed to potentially 
devastating fire-based attacks. 

Muagin cannot function 
out of water indefinitely, and 





1 .  a ~ y  remain limited to the span of a single evening. ~ n y  riunber of factors. I 
contribute to these limitations, but chief among them are the sahuagin's lack 

~ 

of lungs and their general adaptation to underwater life. A sahuagin's gills i 
can extract oxygen from water, but only while they rem& damp. Inevitably, . ~ 

a sea devil's giUs dry out, forcing them to return to the sea. Even when a 
sahuagin manages to keep its giUs wet (most carry bladders of seawater along ~ 

on land trips, just for this purpose), a sea devil is accustomed to the extra ~. ! 
buoyancy supplied by the sea. Though a sea devil has more than enough nat- ' i 
ural strength to support its bulk, the unaccustomed strain eventually exhausts ~ 

the creature. . , j 

, 
I 

. .  . . .  . d .  ,i- -.-,,..,Y^I' , f .  

he creature shrugs off the effect. If the saving throw fails, the sed : ' : 

. .. 
potion ofsuwtwater under the sea cwates a globe of fresh water with a 30- 
$t on seawoter renders the water around a single sahuagin k h ,  but onl 

wp! d:&ion of 6 rounds). , .  
I . ,  ..* ..,.... , 

FtAR O F  M A G I C  

mg fear of magic. Unfortunately, this is untrue: if the mere casting of a spell 
could paralyze a sea devil with fear, many wizards and priests who venture 
beneath the waves might have a better chance at surviving. 

Nevertheless, sahuagin imagine that any foe with magical abilities--influd- 
ing spell-like abilities and magical items that produce spell-like effects-poses 
the greatest possible h a t .  They always respond to a perceived magical at- 
tack in some fashion, directing their most potent attacks against magic-wield- 
ing foes and paying scant attention to opponents using only physical 
methods. 

Clever parties can exploit this behavior in many ways. One such way is to 
use magic to draw the sea devil's attention away Irom somewhere else. An- 
other is to launch magical attacks from two different dkctions, thus prompt- 
ing the sahuagin to split up and attack each source of magic. 

Many surface scholars have reported that sahuagin have an almost paralyz- 
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and l imi tat ions as sahuagin. However, they are n 
subject to b lood frenzy and do not fear magic. 

Angu i l i i ans~can  withstand even greater.pressures tha 

sahuagin, and often dive t o  depths of 2,400 feet, 

M A L E N T 1  -- : 
Malenti have slightly less mobility in the water 

their fellow'sahuagin; their base swimming speed 
Ivlalenti eyes allow them to see as far as other sahua 
but they have no sensitivity to light. In addition, th 
creatures are not susceptibile to fire. 

Malenti Can track unseen creatures just as other s 
gin, but their elven faces lack sensory pits and can o 
detect invisible creatures within a 15-foot radius. Thu 
all malenti suffer a -2 attack penalty against all types 
unseen opponents. Some malenti (about one in four) 
note and locate any sea elf within 120 feet, no matter 
how well hidden or disguised (these malenti can attacl 
unseen sea elves without penalty). 

Malenti do experience blood frenzy, but only when 
fighting alongside other sahuagin. In addition, 
can survive on land much more easily than 0th 
gin; they can mnain there for days ra&m than hours 
(see Chapter 2 in The Complete Book of E h s  for de 

Malenti q n  also acquire a character class-just 
elf (though it seems unlikely that the mutant would 
ceive training as a wizard in the sahuagin communi 
where it was born). 

An adult malenti has 2+2 Hit Dice, regardless of ge 
der; a malenti with a chinacter class retains its two Hit 
Dice, gaining additional Hit Dice appropriate to its cla 
upon reaching third level and beyond. 
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SAH V A G  
Sahuagin 

I N  

~~ 

Q-UICK REFER€ i N C E  

I 

HitDice Size1 Siren& Claw Bite Combat Base XPValuc 

I 
Under Priestess 2+2 (2) M 14 ld2/ld4 ld4 

I 
21 (2) ld4fld8 Id8 

4. The number before the slash is the d t u r e s  atta 
numberaftertheslashisthecreatum'sdamagebunus &dam- 
age bonus doesn't apply to claw or bite attacks. 

attackbnus from strrngth 

armed individual. 
of 7+7 hit dice or less. 

Notes 
1 Size category from the MONSTROUS MANUALI" tome. 
2. Effechve Strength score. The number in paentheses apphes as a 

bonus to the opposed roll when the sahuagin has an opponent 
trapped m a net, see page 23. 

3 The number before the slash is the damage rating for the Sahua- 
gm's hands; the number after the slash is for the feet 

5.Doesn0t 
6. The number after the slash is the experience value fur a four- 

is no haease for fom-armed individuals 

7. The number m pawntheses indicates the mature's priest level. 
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It appears certain that no single, magical event gave rise to the sea devils. At least, sage have 
not clearly identified such an event. No power claims the title of the sahuagin’s creator, and the 
devil men do not recognize onethough their voraaous god, Sekolah, has clearly played a role 
in ensuring their spread to worlds throughout the Prime Material Plane. 

If the sahuagin lack a magical origin, they must therefore be a product of gradual biological 
change and adaptation. The arguments for such a conclusion are many and varied, but Ronassic 
of Si$ offers one of the most succinct: 

Many sages and scholars seem quite W g  to speak 
on the history of the sahua@-though seldom deci- 
sively or in p a t  detail. Most agree that the sahuagin 
began as land dwellers who took to the sea. A fragment 
from an ancient elven manuscript, quoted above, is 
widely believed to be the earliest ac 
of the sahuagin. The astute reader will note, howev 
that this tale might account for the 
pirates just as easily as the creation of a new r 
legends of floods permeate many cultures 
tion that the sahuagin arose from some wi 
humans or elves who took to the sea to e 
cataclysm fires many imaginations. 
sahuagin history remain equally sket 
searchers have uncovered a few interes 
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Obviously, the lack of any sahuagin tales about a 
surface life suddenly threatened by catastrophe proves 
nothing; perhaps such tales really exist and merely 
remain unknown to surface scholars. Still, the lack of this 
kind of lore is highly suggestwe. In addition, the 
physical evidence corroborates Ronassic’s conclusions 
that the sahuagin developed through a gradual process 
of adaption. 

For example, the sahuagin larynx remains quite simi- 
lar to a human or elf larynx. This organ is conspicuously 
absent from fish and other marine species. In addition, a 
sea devil’s air bladder, which clearly resembles a lung, 
does not play any part in respiration. Sea elves, however, 
do have functional lungs. Since the sea elves’ migration 
to the sea was fairly abrupt, differences in sea elf and 
sahuagln physiology are quite significant. 

So, whence came the sahuagin? Most likely they de- 
scended from coast dwellers who derived their living 

n a harmonious &ti 

wise excellent 

based p d y  on the c r e a m ’  humanoid forms, rapa- 
aous demeanor, and their worship of the fiendish 
Sekolah. It no more indicates the sahuagin‘s biologid 
origins than the name ”forest men” indicates the origins 
of the elves. The term ’’devil men” simply represents the 
subjective perceptions of other species, not objective fact. 

In any case, my theory proposes a common ancestor 
between elves and sahuagin, not a close blood relation- 
ship. Alas, no collector of antiquities has recovered even 
the smallest artifact of a terrestrial “proto-sahuagjn” cul- 
ture. One hopes, however, that such artifacts will even- 

In fairness, Eguran and his elf colleagues could be 
quite correct. Until conclusive evidence comes to light, 

tually come to light. 



remarkablv similar from world to world. One such myth n 

This version contains all of the various tales’ basic 

from the deph, the god‘s joy 

seizes the shell in his mouth 

, Sekolah, swimming alone; the song 

ing the sahuagin. Some versions of the tale include 

furiously swims through the ocean, scattering th 

ader will note that the tale does not credit 
with creating the sahuagin race, +y with 

depths. It seems likely that 
ar, opposite page) discov 
onto the Prime Materid Plane and 

r a ferocity that matched his own. The episode in 
sahuagin throughout the sea probably 

fers to an effort by Sekolah to seed primeval ses  on many worlds 

Though Sekolah grants spells to sahuagin priestesses (see Chapter S),  he^ 
gives the sahuagin little other aid. Both he and the sahuagin value self- 
sufficiency. Sekolah dispatches his avatars to fight alongside 
a victory seems assured. In fact, the sahuagin accept the avatar’s appearance as a Sign of 
victory. The sahuagin gratefully sacrifice the choicest victims to the avatar aftex h e  battle. 



The uncaring Sekolah leaves his priestesses h e  to satisfy its bloodlust, seeking obr 5i.ugantuan sea 
creatures as prey. At times, Sekolah summons his 
sahuagin to join him on wild marine hunk. 

Sekolah's rivalry with Demogorgon, the deity of the 
ixitxachitl, helps fuel hosiilities between &e sea devils 
and the intelligent rays-though hostilities would 
doubtless rage between these two evil races in any case. 

form temporary pacts with other evil gods, so long as the 
sahuagin continue to venerate him. To appease their god, 
sahuagin priestesses offer a steady stream of s a c r i f i c e  
usually in the form of gems and j 

sharks. The deity most frequently sends them for 

Sekolah's Avatar: AC -3; MV Sw 36; HD 18; hp 144; THACO 3; 
ties, stoneskin; MR 30%; SZ G (35' long); ML Fearless (21); Int 17; AL LE; XP 21,000. 

damage each round. A swallowed creature can escape if it has natural claws or a cutting weapon. The victim can wield natural claws or small-sized 
slashing (type S) weapons normally against the creature's internal Armor Class of 0. Larger weapons, however, inflict only one point of damage per at- 
tack, plus any modifier for enchantment. No other damage bonuses apply. The victim escapes after inflicting 35 points of damage. Only one half of this 
damage total actually applies against the avatar's hit points. 

, 

Sekolahs avatars take the form of massive great 

Notes: SA-The avatar swallows man-sized and smaller creatures whole on an attack roll of 16 orbetter. Swallowed victims suffer 2d10 points of acid 

The avatar sheds fear in a five-foot radius. Affected creatures must save vs. spell or flee for 268 rounds. Sahuagin are not affected. 
SD-The avatar is immune to all forms 

lusions; the avatar can tast stoneskin three 

I 
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IF- I t  would be a mistake to  th ink of the sahuagin as 

uncul tured brutes who lead simple l ives.  Indeed, that 

prejudice seldom proves true of any intel l igent species. 

Sahuagin l ive by a code of r i tual ized behavior developed 

An observer recorded the proceeding quote after a 
:sahuagin raid in which. several sea devils were cut oj 
from the ocean and trapped on the beach just before 
dawn. Know& that the speaker faced blindness fol- 
lowed by a‘slow death, one might marvel at its bravado. 
Certainly, a human or demihuman would have at least 
considered carrying a message A m  his captors to his 
superiors. Not so the sahuagin, who, being uncon- 
scionably auel to their prisoners, expect the same of 
their captors. Note also the creature’s pride in its own 
species and its disdain for its captorsthough the dis- 
dain, as we shall see, must have been feigned. Nevertl 
less, the creature showed amazin~ self control. - 
Sahuagin invariably seem phlegmatic w h k  caught 
disadvantage,.but their outwad c a b  hides a much 

$2 over the mi l lennia.  To the sahuagin, the code’s 

intr icacies are obvious, and need no just i f icat ion , 2; - 
more choleric nature. h fact, sahuagin in their own ele- 
ment prove aggressive, confident, and shrerJ 

or explanation. 

Unfortunately, the bel ief  that sahuagin 

survival  depends on the ruthless eradication of 

anything that i s  not ”sahuagin” remains an essen- 

t ia l  part of the code. The best a surfac 

hope t o  accompl ish through negot iat ion wi th  

devi ls i s  an uneasy-and’ temporary-truc 

conformity produces a race i 
surprisingly similar views. Ask any 

most important and you’ll 
g list of aphorisms, in descending 
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est mortal race in the history of creation-though they 
probably won't tell you so because it's patently obvious 
(to them). 

There's a place for everyone and everyone should 
remain in his place. 

The casual observer might conclude that sahuagin 
have an essentially lawless society in which the most 
powerful individuals rule capriciously and strictly for 
their own benefit. The truth lies in the opposite direc- 
tion. A sahuagin regards itself as an expendable part of 
the group, inferior to its race as a whole but superior to 
the rest of the cosmos by virtue of its membership in the 
group. This view might seem at odds with the sahua- 
gin's respect for self-sufficiency, but the two are tightly 
intertwined. An individual sahuagin must look after it- 
self to avoid dragging down the whole group. Remem- 
ber, sahuagin pride themselves on their ability to survive 
as a race with minimal outside help. 

cosmos as well. In broad terms, they fit living things into 
three broad categories: "sahuagin," "enemy," and 
"food." A sahuagin's reaction to another being depends 
on its classification. Sahuagin protect and rely upon 
other "sahuagin," fight their "enemies," and eat "food." 

Sahuagin apply these classifications without reserva- 
tion and have little room in their communities for crea- 
tures that physically differ from themselves-hence their 
distaste for peace shown so eloquently in the opening 
quote. Simply put, if a creature is not food or enemy, 
then it must be sahuagin. 

The sea devils' sense of order extends to the larger 

Success equals virtue 
This is a variation on the might-is-right theme so 

many surface-dwellmg tyrants embrace. This belief un- 

k h a o t e r  5 

that the ends justifies the mem-at least not when it 
comes to dealings with other sahuagin. 

Only the inadequate fail 
If success equals virtue, it stands to reason that the un- 

successlid lack virtue. In sahuagin society, these two con- 
cepts do not mirror each other quite so exactly For 
example, a sahuagin leader who ordem a raid that fails suf- 
fers some embarrassment, but less so than the warriors in- 
volved in the raid. In planning future raid?, all concerned 
parties work to d y  whatever inadequacy caused the 
initial failure. Should this same leader order a series of dis- 
astrous raids, his subordinates might choose to depose him 
through a legiijmate challenge (see the Challenges section). 
Should the challenge fail, the community would condude 
that the challengerwas inadequate for the task. 

Likewise, the sahuagin believe they exist amid plenty. 
In their minds, anyone who has ability can prosper; 
there are no unfortunate beings-just inadequate ones. 

The sahuagin quoted at this section's opening must 
have felt inadequate when captured by inferior beings. 
StiU, consaous of its own place in the cosmos, it showed 
plenty of arrogance and a determination not to sink fur- 
ther into ignominy. 
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Meat is meat. 
This underscores the sahuagin' 

ruthless practicality. A hungry 
sahuagin eats whatever it can get 
cannot comprehend human 
demihumm squeamishness 
comes to food. Though sahuagin 
cannibalism indicates a lack of 
sentimentality, it ultimately arises 
from the sea devils' sense of 
categorical order. When a fellow 
sahuagin dies, it ceases to be 
"sahuagin" and becomes "food." 
.' The adage also illustrates an as 

of saliuagin culture few surface 
dwellers eveq suspect? abso 
insistence on food sharing. Wh 
sahuagin hunt, whiCh is often, 
everyone involved gets a share of the 
kiU. It may take the combmed eff orts 
of a dozen adults to take a large 
animal-su+ a s  a whale or giant 
quid. Making equal shares avail 
not only ensues that everyone 
enough to eat, it also reinforces 
power of the group over the 
individual. 

Food sharing also ens& the 
sunrival of $ages, towns, and 
aties-whT far-ranging hunte 
deliver their catches regularly Even 
in the ocean, i n w i v e  hunting in a 
settlement's immediate neighborhood 
would quickly deplete local resources 
and force the p u p  to abandon the 
site. 

refuses an offer of food from ano 
sahuagin; the sharing of food 
indicates a victory for the whole 

reciprocal gifts in the future; "meat is 
meat," whether offered by a supe 
or a subordinate. 

Despite its pride, a sahuagin never 

com&Mty. Such q f t s  also de 
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Truth is  what sahuagin remember. 7 
This esoteric statement usually leaves surface dwellers 

confused. The adage reveals how the sahuagin decide 
what is factual and what is not. As creatures with agile 
minds and keen senses, they remain confident in their 
own capacities to interpret realiv. What is most real to 
sahuagin is what they can see, hear, smell, feel, taste or 
touch. Sahuagin give less credence to the speculative or 
to the abstract. 

invisible to their senses. Sahuagin memory is powerful, 
and an  individual sea devil knows that what it 
remembers sensing was real. By extension, the sea devil 
also knows that what its neighbors remember sensing 
must also be real. A skeptical human, upon hearing a 
detailed account of a remote event, might ask if the 
speaker was present because he believes actual 
experience is the true measure of accuracy. A skeptical 
sahuagin, by contrast, merely asks if a sahuagin was 
present. 

an elder sahuagin thinks sea elves or other prey live in a 
certain area, most sahuagin readily a p e  that the 
speculation could be true-though they don’t really 
believe it until a sahuagin actually reconnoiters the 
locale. 

The sahuagin’s confidence in their own racial memory 
leads them to rrgard almost any memory as a realiv. By 
and large, they find no distinction between myth, legend, 
and reality. A myth or legend, after all, is a memory 
played out again and again. Ehrrhg refutations based on 
their own senses, the sahuagin regard their own myths as 

This is not to say that sahuagin do not believe in things 

In addition, sahuagin do not scorn intuitive fhinking. If 

‘ literal truths once witnessed by living sahuagin. 
This confidence, however, does not make them 

particularly vulnerable to mass delusions. Should a 
sahuagin have a bizarre experience, its fellows will tend 
to accept its perceptions as genuine. If the details 
contradict their own experiences, however, they reserve 
judgment until they can get more information. 

p”. IN A NAME? 
Because surface dwellers cannot duplicate the sahua- 

gin language without magical aid (see Chapter 3), they 
often use their own native languages b speak about the 
sahuagin The name “sahuagh” (saa-WHOah-gen, p m  
nounced with a hard ”g”) is a merman word which 
translates to ”insatiable hunters” or “tireless ravagers.” 
The term is strikingly similar to the name which the 

literally means ”we who eat.” 
The name ”malenfi” is a word from the sea elf dialect 

of the elf language; it means “changeling.” The literal 
meaning of the sahuagin term for malenti is ”ugly one.” 
The duag in  use this term only when discussing the 
malenti among normal members of the race, never when 
addressing a malenti. 

sahuagin use for themselves-though this sahuagin term 

The term sahuagin use to address each other roughly  

translates to ‘comrade,” while the terms used by surface 

dwellers for the sahuagin nob i l i t y  (chieftain, baron, etc.) 

are famil iar t i t les f rom the common tongue. These terms 

have no meaning to sahuagin. When addressing or 

referr ing to a superior, a sahuagin uses a phrase 

meaning ‘honored one.” When addressing or referr ing to 

a superior’s superior, a sahuagin says “more honored 

one,” ‘most honored one,” or ‘exalted one” depending 

on the subject’s status relat ive to the speaker. For 

example, a common sahuagin addressing h i s  k ing would 

say “exalted one.” 

E 

The sahuagin term for priestess literally m e w  
“favored one,” and sahuagin use it to refer to any junior 
priestess. e senior priestess is ”more favored one” or 
”most favored one” depending on her position in the 
hierarchy relative to the speaker’s own station. A 
commoner calls the high priestess of the kingdom 
“ s a d  one,” while the king himself merely would call 
the same priestess “favored one.” 

“Angdiiad’ is a term coined by scholars. It comes 
from the h e  common tongue and refers to the an- 
guiliians’ eel-like shapes. The mermen, like many other 
coast dwell&, have litfle contact with the angdians 
and remain mawan? of the race’s COMech ‘on to the 
sahuagin. The mennan word for anguiliian is ”he&- 
&,” which literally means “eeI man from the deep.” 



O U T L O O K  * 
Life in the fairly stable world of 

the depths, where change is gradual 
(if it happens at all), reinforces the 
sahuagin concept of an ordered uni- 
verse in which they occupy the cen- 
tral role. Sahuagin seldom 
experience natural disasterssuch 
as drought, floods, fires, or storms 
(wind and rain might lash the sur- 
face, but all remains calm in the 
depths)-hence their belief that they 
live in a world of plenty. 

To a sahuagin, the "world is that 
portion of the ocean extending from 
the surface down to a depth of about 
2,000 feet (their diving limit). The 
sahuagin world view holds that the 
areas beyond these two boundaries 
are not just remote parts of the 
planet, but different worlds alto- 
gether. 

The sea devils regard the surface 
as a n  unreal, hellish place with sear- 

which may return to the world in a 
new form. Thus, those who sink into 
the depths cease to be sahuagin. This 
attitude might explain why the 
sahuagin tolerate the angdians. The 
sahuagin think of them as a mystical 
folk who freely pass between the 
physical world of the ocean and the 
unreal world of the depths. 

The sahuagin believe the region 
under the ocean floor to be just an- 
other aspect of the world of the utter 
depths. A sea volcano, to the sahua- 
gin mind, is an upwelling of primor- 
dial matter from the depths. 

Above all, the sahuagin believe 
that they m the only truly cultured 
race in their world. Other marine 
races may be more numerous, but 
that, say the sahuagin, is just a func- 
tion of the world's plenty. In particu- 
lar, they regard surface dwellers as 
misshapen, unreal beings deformed 
by their hostile environment. 

learn to contain any feelings of 
anger that involve their peers. They 
either allow their anger to dissipate 
or internalize it, building a long- 
standing resentment that will give 
them courage during a formal chal- 
lenge (see page 54). By contrast, 
their carefully fostered contempt for 
their enemies leads them to unleash 
their anger in battle against their 
foes. 

Sahuagin despise cowards and 
keep their own fears under tight 
rein. However, in dangerous situa- 
tions, their suppressed fears can 
overwhelm them-as evidenced by 
their susceptibility to blood frenzies. 
Magically induced fear, however, 
causes the sahuagin to flee rather 
than frenzy-which suggests that a 
sahuagin's fear must have some 
time to build before a frenzy occurs. 

One doesn't normally think of the 
sea devils as happy creatures. Nev- 
ertheless, they can feel contentment 
and pleasure, particularly after a 
hunt or other successful venture. For 

ing light, extrrmes of heat and cold, 
and constraining gravity. They think 

a sahuagin, happiness is a tempo- 
rary shift in mood, not a permanent 
state of mind. 

of the surface in much the same way 
primes would think of the Plane of 
Elemental Fire or the Abyss-an ex- 
otic, fundamentally dangerous alter- 
nate reality peopled with weird 
creatures. The brave might venture 
into that world for a short time and 
return enriched, but it remains un- 
pleasant to visit and too deadly to 
colonize. Nevertheless, the sea devils 
return to the land again and again, 
seeking to plunder and extend their 
influence as far as possible. 

Sahuagin regard the extreme 
depths as the primordial void where 
time ceases to flow. According to 
sahuagin lore, anyone or anything re- 
turning there is crushed and then 
transformed into primordial matter 

' goingandcon- 
dude that the sea devils lack 
emotion. Sahuagin feel angm, fear, 
happiness, love, hate, disgust, and 
sadness-just like humans and 
demihumans. Sahuagin simply turn 
those emotions to different ends and 
set their relative values differently 
than you or I. They also exhibit a 
greater control over the outward 
manifestations of their emotions. 
This is a function of their gener- 
ally superior intelligence. 

Sahuagin are masters at 
controlling anger. For ex- 
ample, young sahuagin quickly 
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Sahuagin love is fiercely strong. 
However, they do not direct it 
toward any specific individual, but 
rather toward their species as a 
whole. 

The sea devils' capacity for hate is 
legendary, though they usually re- 
serve it for rivals before a challenge, 
their enemies-especially the sea 
elves-and for magic wielders (es- 
pecially wizards). 

Sadness, too, has a place in the 
I sahuagin mind-though out- 
siders never see it. For example, 
ahuagin ruminate over their fail- 

ures. A sea devil who has suf- 



fered some sort of failure withdraws for a time, avoiding 
its peers, until it can engineer some sort of success to re- 
store its standing. 

WHY S A H U A C I N  HATE MAGIC 
Scholars are often at a loss to explain how the 

sahuagin, who have a priestly class, can possess such fear 
and loathing for spell casters of all types. Part of the 
sahuagm's distaste for magic is simply superstition. As a 
people who live close to their environment, they respect 
natural forces. For example, they know that nothing can 
turn back the tides. They also understand tidal cycles and 
know that tides are basically harmless, natural events. 
Supernatural events, on the other hand, prove neither 
benign nor predictable. The sahuagin regard 
environmental catastrophessuch as volcanic eruptions 
and sea quakes-as supernatural events whose origins lie 
m the primordial depths. The sea devils know magic is a 
manifestahon of supernatural power, and as such they 
automatically treat it-and anyone who can wield it- 
wth suspicion. 

Being a practical, battle-hardened species, the sahuagin 
know that people who wield magical power prove 
dangerously unpredictable in battle. After all, one cannot 
tell exactly what damage a magical effect will cause. Such 
magc could miraculously heal an injured foe, who will 
fight on even though honorably defeated. It could also 
brmg a lethal electrical shock or painfully bright light. 
Thus, the sahuagin know that enemy spellcasters pose a 
temble threat, and they seek to eliminate such threats 
with fanatical intensity. 

Finally, sea devils can tolerate magical power in the 
hands of their priestesses, as these females receive their 
powers through the favor of their patron deity, Sekolah. 
No sahuagin disdains the gifts of Sekolah. Other magic 
wielders, however, must receive their powers elsewhere. 
In fact, these outsider spellcasters might be in league 
with other deities (Sekolah's enemies, every one). 

So, the sahuagin hatred of magic springs from 
superstition, practicality, and a degree of religious fervor. 
Surprismgly, sahuagin do not show any great reluctance 
to wield captured magcal items if they can discern how 
such devices work. They regard these items and the 
power they bestow as justly earned booty; magic seems 
much less frightening in sahuagin hands. 



Socr ETY 
The sahuagin have developed a highly structured, yet 

surprisingly flexible, society geared toward maintaining 
a strong race. 

The sahuagin‘s basic 
social unit is the village, 
which usually contains 70-80 
breeding females along with 
their eggs and young. About 
five times as many adult 
males call the village home, 

roam the surrounding tem- 
tory and hunt for food. u Most 

but only 50 stay in 
the village at any one 
time. The remainder 

villages also contain a small 
group of priestesses (usually 
from two to five). In addition, 
each village has an aristoc- 
racy, which wields all the po- 

lihcal Each power. village- Y 
dwellingsahua- 7 

support the com- 
munity. The village 
females primarlly con- 
cern themselves with tend- 
ing the eggs and raising the 
young. The males func- 
tion as hunters, gath- 
erers, and guards. 

Each village 
also keeps sev- 
eral tamed 
sharks-usu- 
ally about five. 

gin works to 

P O L I T I C S  

oligarchic; an 
Sahuagin are 

elite group of se- 
nior males di- 
rect the commoners’ 
activities. A baron and 
his nine powerful male 
bodyguards oversee each 
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L villi,. The village females re- 
main under the baron’s 
d k c t  authority, but the 

males divide themselves into bands of about 50 war- 
riors, each under the command of a chieftain (see the 
chart located on page 52). One band acts as a military 
garrison for the village. The remaining bands hunt and 
scout over the baron’s territory-an area about 50 miles 

Because only one band resides in a 
across. 

village at any given time, observers 
have seriously under-reported the 
sahuagin‘s numbers. One might 
come upon a village with only 50 
or so warriors in it. However, five 

or six-times that number of 
warriors may lurk within a 
day’s swim of the settlement. 

Sahuagin princes rule an 
area conskiing of about 20 

villages. These princes live 
in towns twice the size of a 
typical sahuagin village; 

these towns often contain a 
number of sharks-usually 

about twelve-that help 
guard the area. In addi- 
tion, each prince has nine 

powerful bodyguards, 
as well as a high priet- 
ess and four assistants 4 b an area AU report the princes to a single m 

king. A sahuagin king oc- 
cupies a city with about ’ 

6,000 inhabitants-includ- 
ing the kingdom’s high 
priestess and her assis- 
tants, numerous 
guards, varied arti- 
sans, and concubines. . Note that kings never 
have more &an nine 
princes under them. 

A sahuagin king- 
dom generally 
covers an entire 

seacoast, with vil- 
lagesandtowns 
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J 

to serve him. 

L 
4 
, atleast100 

miles apart. The 
royal city hes under 

deep water in some re- 
mote location. 
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ISAHWAGIN BANDS 
. 

The duty of each sahuagin band changes about every 
 two months, according to the dictates of the prince 
lor baron. For example, a baronmight &d the 50 sahua- 
gin currently on garrison duty to patrol the surrounding 
iarea, while recalling a hunting band and placing them 
ion garrison duty. 
~ Every two years, all the local.bamm and princes meet  to exchange bands and females. Theelite (barons, chief- 
itains, guards, lieutenants, and &kstesses) return to their 
~original.communities. The ruling sahuagin do, however, 
bassign about half the common& to new villages. 
i This continual mixing preveI&individual bands from 
Ifarming separate identities and reinforces the sahuaws 
/dedication to their race as a whole. It also assures a level 
bf racial conformity d o w n  on~the surface. unlike sw- 
lface dwellers, who often feel out of place when moving 
bto a new home, sahuagin adiipt to these changes of 
Fcene very quickly. One sahuagin viuage is very like an- 
ther, at least III ways t h a t s a h u a h  find significant. 

i This m m g  also assures that all sahuagin older than 
b5 or 20 years have met h o s t  a~ of their existing peers 

the whole kingdom. Given the sea devils' superior 
kmory, most adults can mall  several d e n t  details 
labout their acquaintances. 'I& makes it difficult to.infil- 
pate any given sahuagin villaie, as the a t r a t o E  often 
p e a l  themselves when asked to recall a detail about a 
bahuagin from a distant s 

p . .  ' 

~ 
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 RANK A N D  PRECEDENCE 
I 
~ Among sahuagin, pure physidpower detennks ank 

a male ages and amasses more physical power, he is el: 
igible to advance to higher rank in the sahua& hierarchy. 
h s  advancement cannot take place uniess cirrumstancg 

' I  p a t e  a vacancy in the h i e rdy .  '. 
Relationships between &uagin ranks re- e m -  

The elite dispense justice to, ana receive 
from, the* subordinates. Likewise, the nobles de- 

rive military power from the ranks of their subordinates 
d often exercise that power against enemib too pow- 

~ A sahuagin defers to all oth& sahuagin of higher rank 
h almost every matter. The sea devils, however, do not 
tolerate indiscriminate killing among theinselves, so 
kommoners n&d not fear summary executio-s long 
hs they behave themselves. L&ev&e, a sahuagin ex- 
pect deference from all sahuagin of lesser rank. Sahuagin 
bf thehighest rank e&ve first choice of food, treasure, 
pnd (usually) mates. 
~ Sahuagin hatchlings form the lowest rung of society, 
i s  they possess the least physical power. After literally 

rful for thei  subordinates to fa& on their own. 

clawing their way out of then-, they quickly learn 
to obey their elders. 

Breeding females, aspiring pnqsses ,  and young 
males (age 30 and under) form the next, and largest, 
social layer. Most sahuaw never adv- beyand a 
rank. Biology restraitls the bmeding mes, as t h q  
never grow large enough to ctdknge their buperiors. 
Most males, on the other hand, either die before age 30 
or perish while fightingtheir way thnmgh the bwm 
levels of the h i e r d y .  

Sahuaginpriestessesrep-taseparatehierdy 
paralleling the male one. Under priestesses ran2 above 
commoners but below lieutenan% and b a r o d  guards. 
Senior priestesses outrank everyone in their villages 
except the barons. Qfficially, the priedese s act as 
advisors-to the nobility and as the spiritual cou~lselors 
and protedors of theirrommunities. En practice, their 
superior status gives them considerabe political clout. 

For example, a priestess might decide it is time to 
rebuild the local s h h e  to Sekolah. If the baron 
disagrees, the priestess can order the village commoners 
to do her bidding, themby chrumvaaing the baron's 
power. Actions like this, however, occasionaUy prompt 
nobles to m o v e  priestesses who have grown "too big 
. for their fins." 

Attaining a Higher Rank 
In most cases, a sahuagin must seek out a higher- 

ranking sahuagin and defeat it in a d d  to the d 
Challenges). It is not possible to "skip"-a step in 
h i e r d y .  A t  is, a common warrior cannot M e r g e  
the village b v  he must challenge alieutenant or 
baronial guard forhis position. Likewse . ,themaleand 
priestess hierawhies remain completely separate; the 
senior priestess cannot challenge her kmn, only her 

Duels do not always prove necessary for advance- 
high priestess. 

ment. A position in the h i e r d y  might a h a  
through the advancement of a 
the death of a higher-rankg sahuagin-whether aca- 
dental or war-related-r through expansion. For ex- 
ample, if the population is booming. t h e ' l d  baron 

automatidy 
This doesn't happen very often, as it creates a hture 
rival for the baron. The formation of a new p 
tity always requires consent fmm the next level on the 
chain of command. For example, only a pince can au- 
thorize the formation of a new village. 

might allow 0 

I 

Once a sahuagin attains the age &d power wquired to 
advance a step in the hierarchy, it has an obligation to 
seek advancement through a challenge. Failure to do so 
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is taken as a 
sign of cow- 
ardice and ulti- 
mately leads to 
banishment or 
execution for 
the timid sea 
devil. 

Challenges 
between com- 
mon warriors 
and lieutenants 
or baronial 
guards occur 
most often, as 
every male who 
turns 30 seeks 
advancement to 
that level. 
Shrewd chief- 
tains and 
barons often 
contrive to let 
their oldest 
lieutenants and 
guards bear the 
brunt of such 
challenges, thus 
delaying future 
challenges to 
their own posi- 
tions. 

C O M M U N  
Each village has one baron, nine guards, and 3d4x10 

females. In addibon, there are ld4x10 hatchlings of both 
sexes and 2d4x10 unhatched eggs. 

For each group of 10 females, there is one one band of 
2d4x10 warriors. Each band has one chieftain and one 
lieutenant for every 10 warriors. 

for a senior priestess and ld4 assistants. If there are 100 
or more females, priestesses are automatically present. 
The senior priestess will always be 5th level, and her a 
sistant will be lst-4th level. 

the presence of a senior priestess. 

For every 10 females, there is a cumulative 10% chance 

The DM rolls percentile dice and gets a 66, indicating 
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Priestesses 
h Priestess 

5 

Lieutei 
per Chieftain 

S 
in 

Rand 1 nrr enants 

The DM rolls ld4 to see how many assistants she has 
(the result is 3). Then the DM rolls ld4 three times to d e  
termine the levels of each of the assistant priestesses (the 
result is 1,3, and 2). 

In addition, the DM rolls 2d4 to detemun ' e the nun€ 
of sharks in the villages (the result is 5). 

Finally, the DM rolls 2d10+10 to detemune how mar 
barons serve the local prince (the result is 14). For ex 
ample, the village of Neahgataa has, in addition to Bar 
Neahgataa and his retinue, 70 breeding females, 30 
hatchlings, 70 eggs, and seven bands of warriors. The 
bands break down as shown above. 



within the same rank varies little. 
Nevertheless, the sahuagin respect 
two things: age and accomplish- 
ments. Juniors usually defer to their 
elders on trivial matters. Successful 
hunters and warriors, skilled 
singers, and effective storytellers all 
enjoy a measm of acclaim among 
their peers. The value of a reputa- 
tion, however, can decline sud- 
denly when a commoner moves to 
a new band or a new village, where 
the sea devil's new peers have not 
yet witnessed its skill. Remember, 
the sea devils' memories are long, 
but direct experience counts most. 

The accumulation of wealth is a 
more certain route to high status. 
All sahuagin collect pearls and 
coral, which they fashion into jew- 
elry. The sea devils value jewelry 
not only for its beauty, but also for 
the effort and acumen required to 
obtain it. The more bejeweled a 
sahuagin becomes, the higher its 
status. 

Sahuagin nobles demand a 
steady tribute of material wealth 
from their subjectsthough the 
bulk of this passes up the chain of 
command to the king or to the 
priestesses. The former either 
hoards the wealth or redistributes it 
among his most loyal and useful 
subjects. Priestesses, however, sac- 
rifice most of the treasure to Seko- 
lah and sometimes draw on their 
nobles' treasuries to maintain this 
ritual. 
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Challenges 
Sahuagin prefer to challenge their sahuagin adver- 

saries as a means of settling any dispute, as a successful 
challenge undeniably proves the winner’s virtue. The 
sea devils have few d e s  governing challenges. Every 
sahuagin has the right to challengq any other sahuagin. 
However, the relative diffemce in sahuagin rank pre- 
cludes certain types of challenge. 

For example, a warrior can accuse his king of cow- 
ardice and challenge him. If the warrior wins, his accusa- 
tion must be true. However, that same warrior cannot 
challenge the king for his throne because it is clear that a 
warrior isn’t fit to rule-though a king who suffers de- 
feat at the hands of a warrior will quickly meive a chal- 
lenge from his nearest rival. 

Sahuagin must fight their challenges before the entire 
community; they forbid private duels, as such conflicts 
deprive the community of great entertainment and leave 
room tp doubt the validity of the battle. In addition, a 
sahuagin cannot withdraw or refuse a challenge once it 
is issued. 

their respective grievances for the benefit of the 
community. By the time a conflict reaches the challenge 
stage, however, most sahuagin wil l  be well aware of the 
details. 

Challenges that involve sahuagin of equal ranks need 
not be lethal. In fact, the challenge can take any form 
agreed upon by the opponents or assigned by the arbi- 
trator. Such challenges might include a hunting competi- 
tion (to see which opponent can seize the 
largest p ~ y  in the shortest amount of time), a 
race thruugh an underwater labyrinth, or any 
other feat of skill. 

The most common form of non-lethal 
challenge involves a series of physical 
poses and vocalizations. The opponents 
agree on what words and poses they can use 
during the challenge (or an arbitrator as- 
signs them). The elder sahuagin then 
strikes a pose and makes an utterance. 
His opponent must successfully dupli- 
cate the pose and utterance, then im- 
mediately assume another. The first sahuagin then 
duplicates the two actions and adds a third. The chal- 
lenge continues with the sequence of actions growing 
ever longer. If at any time a sahuagin fails to duplicate 
the sequence or employs a gesture or vocalization not on 
the list, it loses. This challenge tests the opponents’ phys- 
ical grace and memory. A prolonged challenge begins to 
look like a mock battle, with the opponents swirling 
about as they shift poses. 

Before beginning the actual challenge, both sides recite! 

$ 

Despite their viaous ~ t w ,  sahuagin do not argue 
among themselves (this is an important characteristic for 
a race equipped with enough natural weaponry to inflict 
fatal wounds during a minor scuffle). Most sahuagin 
have similar views on important subjects. Life in the sea 
provides ample opportunities for distance between those 
individuals with seriously conflicting viewpoints. S a ,  
arguments arise over such things as the ownership of 
tools, weapons, and status items. Points of etiquette, and 
the availability of mates also causes some friction in a 
sahuagin community. 

arguments: arbitration by a sahuagin of superior rank, or 
a challenge. 

Sea devils have exactly two methods of settling 

Arbitration 
If the contending sahuagin cannot reach an agreement 

and do not wish to fight, they seek out a superior and 
explain their respective cases. (Note that refusing to join 
a delegation seeking arbitration is grounds for a 
challenge). Any sea devil of greater rank than the 
antagonists can serve as an arbitrator. The sea devils do 
not recognize peers with superior status as arbitrators, 
but such a peer can help settle a dispute before 
arbitration becomes necessary. 

The arbitrator, upon hearing both sides of the dispute, 
renders an immediate decision. Most judgments resolve 
the issue in favor of one side or the other. However, the 
arbitrator might require the rivals to fight a challenge. In 
addition, if the arbitrator is a baron (or higher), he might 
order the execution or banishment of one or both 
opponents-especially if the aggrieved parties are 
commoners. 

Arbitration occurs most often between young adult 
males and older females, as their nearly equal ranks do 
not allow for easy resolution of arguments. Even the 
ruthless sahuagin realize the folly of allowing young 
males to slay breeding females in combat. 

opponent m a dispute can gain the upper hand in a non- 
lethal challenge. 

Arbitration also becomes necessary if neither 





Blood Challenges: A blood challenge is a fight to 
the death. Since the sea devils consider it the highest 
form of challenge, it has a few extra rules. The most 

important of these rules prohibits the use of magic 
and weapons during the challenge. Sahuagin can use 
only their fangs and claws in combat with each other, as 
they value personal strength and scorn any assistance 
that might allow the truly weak to triumph over the truly 
powerful. Of course, this means that the rare, four-armed 
sahuagin have a tremendous advantage during a blood 
challenge. This is why wise leaders send their four-armed 
subordinates on various dangerous missions. 

Only healthy sahuagin can fight in blood challenges. 
This practice discourages blood challenges motivated by 
opportunity rather than true conflict. For example, a 
cunning warrior might want to challenge a wounded 
rival or superior, hoping to catch his opponent in a time 
of temporary weakness. 

Because they are beings with great self control, a 
single insult or disagreement seldom results in a chal- 
lenge-unless the dispute is especially grave. Usually 
one of the sea devils involved in a conflict yields, but re- 
members the incident. This shuagin will offer a cutting 
gibe or some harmless challenge at a future date. 

by another warrior) to complete a task, he might argue 
with the second wamor over the tool. The sahuagin who 
doesn’t require the tool might give up his claim of owner- 
ship, only to challenge his rival to a storytelljng contest- 
with the tool as a prize-m another day. If the argument 
continues to escalate, the pair might eventually engage in 
a blood challenge. The reasons for each minor challenge 
are included in the prelude to the blood challenge. 

For example, if a warrior requires a specific tool (owned 

Reasons for a Blood Challenge 

Difference of Opinion: If two sahuagin disagree 
over a point of fact, one of them might issue a 
challenge if they cannot reach some accord. An 
unresolved dispute of this nature implies a lack of 
honesty or a failing memory in one or both opponents. 
Failure to resolve the dispute inevitably leads to an  
accusation of weakness against one of the rivals. 

challenge if the opponents cannot agree. The sea devils 
do not tolerate dissidents, and any individual whose 
views stand out too much becomes a target. 
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A difference of philosophical opinion can also justify a 

Property Dispute: A sahuagin noble theoretically 
owns everything his subordinates possess. Individuals, 
however, remain responsible for their own equipment 
and dwellings. Unfortunately, the sahuagin penchant for 
collecting jewelry, pearls, and spoils of war sometimes 
leads to resentment+spedally if one sea devil has lost a 
valuable item and another has picked it up. 

Accusation of WeaknesCSea devils expect their 
peers to be bold and effectual. Should a sahuagin’s 
companions fiud it wanting, the suspected individual 
must prove itself in a baffle. The only acceptable 
response to a n  accusation of weakness is a blood 
challenge. An accusation of cowardice proves equally 
grave-though if the accused can reasonably claim 
magical compulsion, it may receive arbitration. 

Accusation of Impropriety: Any failure to observe a 
ritual, share food, or perform an assigned task brings a 
charge of impropriety. Acts of disrespect toward Sekolah 
or a sea devil’s superiors also count as impropriety. 
Sahuagin prove unforgiving when it comes to improper 

behavior. Once a sahuagin makes such an  
accusation, the central issue becomes 
whether the alleged behavior occurred, 
not whether the act was accidental or 
uremeditated. 

While every sahuagin has a r i gh t  to  issue chal lenges, the  sea dev i l s  

have a t rad i t iona l  set o f  tu les for  what jus t i f ies  a chal lenge. Indeed, an 

un jus t i f ied  chal lenge m igh t  leave the chal lenger open to scorn  and 

r id icule-assuming the sea devi l  surv ives  the chal lenge. The fo l l ow ing  

A sahuagin who kills a great white 
shark, for example, is guilty of sacrilege 
(because these animals are the symbol of 

s i tua t ions  make b lood  chal lenges inevi table:  Sekolah). To the sea devils, it makes no 
difference if the offender killed the shark 

by mistake. Again, the sahuagin make exceptions if a 
magical compulsion was at work. 



‘RACTI CES 
Not surprisingly, the sahuagin have developed a 

number of rituals and practices indicative of their 
unique social identity. 

Breeding 
One might expect the sea devils to employ a system in 

which the dominant males monopolize breeding rights. 
However, the exact opposite is true. While the elite 
males all maintain numerous concubmes-the higher 
the male’s rank the more numerous the concubines-the 
adults in each village have access to the widest possible 
variety of mates. Some females might serve as the 
baron’s concubine for a few months, only to return to the 
general population for a time. Male-female partnerships 
throughout each village shift with each rotation of the 
bands. They also shift as village populations rotate every 
few years. 

This continual reshuffling of mates seems wanton to 
surface dwellers, but it actually pxevents the formation 
of distinct blood lmes that would threaten the race’s uni- 
formity. It is but another example of the sea devils’ ruth- 
less and unsentimental natures. 

When a breeding pair (or a male and his concubines) 
remain together, these sahuagin form a self-sustaining 
economic unit. The male provides food and protection, 
while the female (or females) sees to his domestic 

Ch i ld  Rearing 

int imacy, the i r  methods of ch i l d  rear ing prove even more 

disagreeable and wicked. The sahuagin gather u p  a l l  

eggs l a id  du r ing  the same per iod  (general ly about two 

weeks), and seal them ins ide  a stone incubator. Once 

A sahuagin hatchling emerges into a cold, dark 
world where it must fend for itself until the adults 
decide to open the incubator-usually about eight 
weeks after sealing it. During the interim, the only food 
available to the hatchlings comes in the form of other 
hatchlings and any unhatched eggs mside the incubator. 
Between the time the first few hatchlings emerge and the 
scheduled opening of the incubator, the adults remain 
well aware of their offspring’s plight, as their sensitive 
ears can detect their cries. 

The hatchlings’ first non-cannibalistic meal comes 
when the adults make a small opening in the incubator 
and introduce a few freshly caught fish. The surviving 
hatchlings must then battle for their share of the food. 
The adults ritually open the incubator and extract the 
hatchlings one by one after the swarm of young 
sahuagin satiate themselves on the fish. The 
community‘s priestesses and elder females inspect each 
survivor for defects and feed any below-par hatchlings 
to the sharks. The sea devils mark the occasion with 
prayers to Sekolah that proclaim their ruthlessness and 
their worthiness to be his chosen. 

For the next six months, the hatchlings live under 
prison-& conditions. The youngsters endure an 
endless series of potentially deadly tests and undergo 
rigorous indoctrination at the same time. During this 
period, the hatchlings learn basic hunting, fighting, and 
social skills. 

members of the community. A public ceremony, during 
which a priestess bestows a personal name upon each 
recently matured hatchling, marks their coming of age. 
Afterward, the young adults report to teams of older 
mentors and complete their training after another six 
months of unremitting effort. The sea devils show no 
mercy during this entire process. The result is a brood of 
new sea devils who are as ruthless, haughty, and deadly 
as their elders. 
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The survivors emerge from this training as adult-sized 

sealed, these eggs do  not receive any special  .el  

attention-thouah the  sahuaain do  guard them *a‘\\ 

destruct ion 

I 



Common Rituals 
All societies develop certain modes of behavior that 

help define relationships and add some predictability to 
social life. Whereas surface dwellers might perform these 
rituals without thinking, the sea devils view them with 
intense solemnity; to a sahuagin, there is no such thing as 
a casual geeting. Their attention to ritual detail is a very 
practical matter in a society w h e  fights to the death 
arise from a failure to follow tradition. Some of the most 
commonly performed daily rituals a~ dffcribed below: 

sahuagin stopsand tells the newcomer its location and 
follows with its own name and band afEliatim. The 
newcomer then mponds with its 
and home community, as well as somerelevant detaii 

exchange serves to establish the +tor' 

name, &tian, 

about the history of its own territoIy or .The 

Entering a Building: Unless forced into haste by some 
danger, a sahuagin pauses near a structure it is about ko 
en- and g o o w  itself by rubbing its fins with 'sand or 
seaweed. The geshm is &nila~ to a surface dweller wip 

ing his feeLOn~ finished, ,the sea 
into the building's entrh& tunne 
announces himself. This announeanmt p-ts the sea 
devils inside the building frorm atfackiqg the yisikw. 

every meeting between sea d d  ripe with the poten- 
tial for conflict. A single missed gesture might imply that 
the offender does not respect its p&r or is deliberately 
goading its comrade in answer to a previous slight. 

when two equals meet, it is customary for 6 t h  to 
look away, as eye contact could signit) that one sea devil 
is sizing up the other. When sea devils of unequal ranks . 
meet, the subordinate looks its superior in the eye and 
then swims upward, allowing the superior to swim 
underneath. Ttie subordinate then looks away while the 
superior watches. If this proves impractical, the subordi- 
nate stands stiU with its hands on its chest and its eyes 
averted while the superior passes. 

Eafing By surface standads,,table bn&s d o k t  
exist among the Sah&gin. Sea devils tear into their food 
like hungry shk, wolfing down gaeat 
and swalloiving without c h h .  This 
suits them, as the& teeth.& desi@ for cutting and 

. tearing, not grinding- Tzle sea de& have no q e e t  for 
fussy eaters. They e+te a voracious app&te wiih a 

. strong individual. Accbrding't6sahnagin pl&osophy, ~~ 

the s t n p g  should gr& as much b6untyas &*canin ' , 

If the sea devils-are unknown to each other, the native the shortest am&t of time: 1. 
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This ritual proves that the sea devil does not entertain 
the possibility of failure. Furthermore, the ritual explains 
the sahuagin's activities to its neighbors and superiors. 

Ending a Task Whenever a sea devil completes a task, 
it makes an announcement to the community. 

Telling a Story: Though the sahuagin have books, 
they tell all their stories from memory. A sahuagin may 
consult a book to learn a new story, but he or she can 
never read aloud in public. Every story begins with an 
announcement of its general subject matter and its point 
of origin. Gnce the speaker finishes the story, he or she 
repeats the opening information. Noting the story's 
source helps emphasize its veracity, while repeating its 
subject matter allows other storytellers to choose 
different stories during a long session of storytelling. 

O T H E R  N O T E S  

Al though these observable r i t ua l s  t e l l  us much about 

the sahuagin,  a br ief  examinat ion of those r i tes omi t ted 

f rom sahuagin cu l ture of fers the careful  scholar another 

i ns igh t  in to  the psycho logy  of the sea dev i ls .  For 

example, they observe no regular.hol idays.  Pub l i c  

celebrat ions happen when the loca l  pr ince or baron 

deems them necessary; t h i s  of ten occurs after p rompt ing  

f rom the oriestesses. 

Because sahuagin survive by hunting, one would ex- 
pect them to have rituals which assure the success of the 
hunt, as well as rituals that offer thanks for Sekolah's 
bounty %s is not the case, however. Sahuagin believe 
that failure arises from inadequacy; thus, they believe 
that success during the hunt depends entirely on their 
own prowess. Similarly, the sea devils do not believe 
that anything is ever given to them; they earn their sur- 
vival through demonstratable physical and mental supe- 
riority. Thus, "giving thanks" is irrelevant. 

Sahuagin derive all their sustenance from their prey 
and take their hunting very seriously. Sahuagin hunting 
parties can range in sue from a single pair of sea devils 
to an entire banddepending on their location and 
intended prey A couple of warriors on garrison duty 
might swim off to spear a few fish when they have a 
spare moment. On the other hand, a band patrolling the 
inky darkness 1,500 feet beneath the surface might hunt 
as a unit, forming a living net that sweeps the water. 

A hunt always begins with at least a brief discussion 
of the prey and its location. After the pre-hunt 
discussion, each hunter proclaims its intention to 
successfully conclude the hunt, just as they would when 
beginning any other task (see Rituals). 

When the group makes a kill, the hunters either share 
it among themselves or rush the catch back to their 
home village. Before eating the catch, the partiapating 
hunters relate the story of the hunt; each individual 
describes his role in the hunt and repeats his original 
goals and intentions. This ritual is a variation on the one 
the sahuagin perform at the close of any task. 

Hunting is an effort all sahuagin eagerly undertake. 
Not only does a successful hunt bring p a t  honor, but it 
also allows the hunters to eat what they have caught-a 
luxury not always possible to females and other 
villagers. Hunters prefer prey killed by biting or 
spearing over prey caught in nets. 

Since their watery environment makes food 
preservation impractical, sea devils store netted food in 
a prison cell or empty dwelling. The sahuagin can then 
kill the prey at their leisure. Sahuagin also utilize mesh 
bags filled with mollusks-usually clams or mussels--as 
"trail rations." The shelled creatures can survive in the 
bags for extended periods; hungry sahuagin simply pry 
the shells open with their claws and slurp up the 
creature for a snack. 

Sea devils hunt just about everything that swims 
through the ocean, skims its surface, or crawls along the 
bottom. However, sahuagin do not actively hunt p t  
white sharks, giant sharks, and other sahuagin. Their 
taboo against the random killing of other sahuagin bars 
them from hunting each other-though they do 
occasionally eat the flesh of other sahuagin (see Funeral 
Rites). The sea devils regard p a t  white sharks and 
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the hunter. 

The Wild Hunt: Sekolah, the god of the sea devils (see 

anything it encounters. 
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sahuagin account for all warriors, they relate the tale of 
the raid and state their accomplishments during the 
attack. This signals the official end of the raid. 

RAI D S 
Raiding is an achvity second only to hunting in im- 

portance to the sahuagm. In fact, a sahuagin community 
will attack any colony of intelligent creatures located in 
or near its territory. The sea devils rad  for food, slaves CO M M ERCE 
(the sahuagin consume these poor creatures once their 
Eves have ended), and manufactured goods--such as 
pletal tools and weapons. 

~ A typical raiding party consists of an entire band of 
Farriors along with its chieftain and his lieutenants. The 
$najority of the community's priests accompany the war- 
diors. If the raid seems likely to produce considerable 
@ooty, the baron and his guards will also partiapate. 

During a land raid, the sahuagin warriors push for- 
ward while their leaders and priestesses provide support 
with missiles and spells. These raids invariably take 
$lace on overcast or moonless nights; the sea devils time 
@e raids so that they can slip back into the ocean before 
dawn. 

Though stories about sea devils capturing surface 
dwellers abound, this seldom happens. In fact, the 
sahuagin mostly raid for treasure and metal. Since air 
breathing prisoners would quickly drown when brought 
into the water, the sahuagin prefer to collect corpses in- 
stead of live captives. 

' i  No matter where a raid occurs, sahuagin always col- 
lect their wounded and their dead (if at all possible) b e  
$ore withdrawing. Sahuagin never return to their 
Communities after a raid. Instead, they scatter and lie 
low in well-concealed dwellings prepared in advance 
(these also serve as shelters for hunting parties). The 
sahuagin ritually kill any badly wounded sea devil un- 
able to maintain a fast swimming pace. Once the mi 

w s  are sure that pursuit isn't forthcoming, small 
groups of unwounded sahuagjn return to their homes. 
Wounded sea devils remain behind until fuUy healed. 
This denies their enemies any opportunity to track the 
sahuagin by blood scent and relieves the community of 
dhe burden of caring for the wounded. 

discussing their objectives and their individual plans of 
action. Once the warriors return, the whole community 
qemains on alert until the last of the stragglers arrive. If 
qny wounded sea devils fail to return, small scouting 
ljarties fan out to determine their fates. Once the 

As with a hunt, the sahuagin begin a raid by 

fil 

&spite their predisposition for violence, the sahuagin 
occasionally find it profitable to engage in trade. Their 
commexe is strictly limited to other sahuagin and occa- 
sionally extended to worthy outside-uch as were- 
sharks and angdiians. 

jewelry or materials for making jewelry, such as pearls, 
gems, and rare coral. Less frequently, the sahuagin buy 
weapons and manufactured goods. However, sahuagin 
never buy and sell food. Rather, the sea devils share their 
food; any sahuagin caught hoarding food is guilty of an 
impropriety (see page 56). 

barter. However, sahuagin nobles also distribute coral- 
and-pearl bars as ma& to their subordinates. These 
serve as cummcy-qe&illy in towns and royal cities. 

Sahuagin commonly buy and sell status items, usually 

I Sahuagin handle most transactions through a system of 

FUNERAL RIT€S 
Most surface dwellers associate cannibalism with 

sahuagin mourning rituals, as the sea devils usually eat 
their dead. To a sea devil, however, bemg eaten by one's 
comrades is a fitting end. Every sahuagin lives to serve 
its race; providing sustenance for iVs community repre- 
sents a sahuagin's final service. 

("meat") releases its essence and bmds it to the commu- 
nity; thus, a small part of the corpse will forever remain 
"sahuagin." No sahuagin wishes to die alone and de- 
compose or become food for its enemies. 

sahuagin funerals are not solemn affairs, as the sea 
devils eat their food quickly. The overall mood does 
vary, however. If the deceased perished in a challenge, 
the mood remains festive, as the diners salute the vic- 
tor's triumph (the defeated is al l  but forgotten). If death 
occurred through an acadent or battle, a more subdued 
mood characterizes the funeral. Each sea devil pauses to 
d the deeds of his comrade. 

their ordeals, as they regard the deceased as someor - 

Sahuagin also believe that comuming a dead sahuagin 

Sea Devils do not eat aspiring priestesses killed during 



rejected by Sekolah. In any case, the ingested poison con- 
sumed by the aspirant renders her flesh inedible. 

SAC RI F I .C ES 

Any s ign i f icant  event i n  the l i f e  of a sahuagin 

communi ty  requires a sacr i f ice t o  Sekolah. These events 

inc lude the hatch ing of eggs, major hunts  and raids,  

impor tant  Challenges, and major g lad iator ia l  combats 

Sacr i f ices f@r these events inc lude imperfect  hatchl ings,  

capt ives,  and i tems of wealth 

The sea devils feed living sacrifices to the 
community's sharks, and they cast material goods into 
the depths of the sea. Unlike many races who perform 
sacrifices in order to insure success or gain aid, the sea 
devils usually offer sacrifices to demonstrate their 
worthiness and to prove their mindfulness of Sekolah's 
presence. 

In addition, priestesses can simply declare the need 
for a sacrifice, even though no p a t  event has come to 
pass. It isn't clear if the priestesses are responding to 
some omen hown only to them, or if they merely wish 
to assert their own authority (the latter is most likely the 
case). 

*OUT' CASTS 
In rare cases, a sea devil might choose to flee its com- 

munity. Usually the sahuagin in question has a change 
of heart while waiting to resolve a challenge, or it has 
committed some challengeable offense. More rarely, a 
sea devil might feel it can no longer help support its 
community due to injury or illness. 

In either case, the sea devil permanently leaves its 
home territoly. When the community of sahuagin no- 
tices its absence, they quickly declare the individual an 
outcast and vow to slay the fugitive should he or she 
ever return. In some cases, a hunting party might pursue 
the outcast+specially if it has refused a challenge or 
c o m t t e d  an offem. If captured, the sea devils torture 
the fugitive to death and discard the body, declaring it 
unfit for consumption. 

Malenti often flee their communities as they enter the 
last decades of their lives. In some cases, outcasts form 
their own independent communities. Normal sahuagin 
actively seek out these blasphemous communities and 
do their utmost to destroy them. 

E N T E RT A 1 N M E N T 
Like most thinking creatures, sahuagin crave the occa- 

sional diversion. Sahuagin prefer entertainments that 
challenge their minds or satisfy their rapaaous natures. 
Common entertainments include: 

Gladiatorial Combats: Sahuagin love to watch crea- 
tures fighting. They especially enjoy pitting a large num- 
ber of small creatures against a single, more powerful 
opponent. This arrangement creates ample carnage. In 
addition, any victory of the weaker creatures over the 
larger creature confirms the sahuagin belief in p u p  
power. 

Maze games: Sahuagin like to enhance gladiatorial 
displays by constructing labyrinths in the arena. This 
forces the opponents to navigate through the maze be- 
fore they can fight. Innis McKenn describes one unusual 
variation in which two air breathers were placed at o p  
posite ends of a labyrinth containing a magical elixir that 
bestowed the ability to breathe water. The real entertah 
ment for the sea devils came when one contestant seized 
the bottle containing the draught and vainly tried to un- 
cork and imbibe it (drinking any kind of beverage 
underwater is nearly impossible). 

Story Tellii The sea devils always appreaate the ef- 
forts of a good storyteller. Unfortunatelyc captives do not 
find this helpful, as the sahuagjn's requirements for 
good storytelling include a mastery of the sahuagin lan- 
guage, a vast knowledge of traditional sahuagin lore, 
and the abiliq to recite an extremely long tale (several 
hours in length) from memory. Sahuagin stories always 
contain huge amounts of seemingly insignificant details 
which often bear on the outcome. A prisoner tpying to 
mollify his sahuagin captors with a rousing tale might 
buy a few extra minutes of life, but in the end, the sea 
devils will respond with derision. 
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The v i l lage of Neahgataa, ment ioned br ie f ly  i n  the 

prev ious chapter,. is detai led here. Though sahuagin 

communi t ies  vary accord ing to the size of the i r  

populat ions and the local  terrain,  most  contain a l l  t he  

features descr ibed her 

The v i l lage rests on a rocky sea bo t tom under about 

600 feet of c lear water. The water temperature i n  the 

v i l lage i s  on ly  abut 65 degrees Fahrenheit, wh ich  feels 

pret ty c h i l l y  to humans. Even on  the sunniest  day, blue 

tw i l i gh t  hangs over the v i l lage,  fad ing to p i t ch  black at 

night-perfect condi t ions for  sahuagin.  

, .  

The village is home to about 400 sea devilsmcluding 
310 adult males and 70 breeding females. The bulk of the - 
males spend most of their time huntjng in 
yond the village. Only about 60 males are 
residence. 

In addition to the sahuagin listed for ea 

T H E  BARON’S PRESERVE 
Baron Neahgataa and his household have exclusiv 

u& of the baron’s preserve. The preserve functions n 
only as the seat of political power, but also the focal 
point of the village’s defense. 

’. BARON‘{ R E S 1  D EN CE 
The baron and his retinue of guards and concubin 

lives here. The complex also serves as the village’s 
citadel. In case of a determined attack, any survivors 
withdraw here for a last stand. 

The three smaller domes to the west house the baro 
0 concubines. The baron himself dwells in the large 

dome along with his guards. The interior has three le 
The baron’s personal quarters and treasury lie at the t 
The next level down contains the baronial throne and 
dience chamber, where the baron holds court. 
windows allow a view of 
this level. The lowest level serves as a guard b 

Like all the buildings in the village, the baron’s co 
has entrances that lie hidden in the surrounding sea 
Each enixance leads to a threedimensional 
tunnels that eventually connects to the domes‘ interior 
Two entrances lie hidden under the rocks to the west. 
others lie in the diff faces to the south and east. 

Baffles and other traps guard each of these secret e 
trances (see Chapter 7 for details). In addition, the ba 
has placed several giant clams in the labyrinth. Anyo 
blmdering up a blind alley in.the labyrinth m 
successful saving throw vs. breath weaponor 
in a clam. Killing a clam generates enough 
blood scent to alert everyone in the complex. 

four-armed specimen, the baron 

his superiors. He lost no tim 
- preeminent hunter and war 

eftain, he engineered a successful ass 
wamors, led by a lieutenant, patrol the 
skirts (use the statistics from area 2). Te 
rest in their homes, and the village’s 
their daily business in various locations. 
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! Neahgataa is 265 years old, making him one o 
Lore I powerful 
breat size have left him fairly secure from challe 
k e n t  decades. The lack of any serious threat to 
bonal safety has made him feel bored, and he looks fop 
vard to challenging a prince for his position in a few 
years. Mindful of the lessons of his youth, Neahgataa has 
koncluded a secret deal with his own prince, assuring fhe 
brince that the baron will challenge some 

ntly, the prince and the baron are mak- 
b g  a qGet survey of all the kingdom's 
kinces, searching for the best opponent. 
veahgataa is not necessarily looking for an 
easy victory, but rather a rich princedom. 

! 

I 

I 

opponent for advancement. Cur- 

1 In the meantime, Neahgataa has con- 
hluded a successful campaign against a 
L a 1  colony of locathah. The effort has 

epleted the village's population some- P hat, but it has done a great deal to im- 
rove Neahgataa's status among the t arons. Neahgataa's seven chief- 

hins-still flushed with victory from 
he war-are already flexing their L uscles, getting ready to fight for 

$e baron's place when he r e h -  
uishes his hold on the village. 

Baron Weahgataa: AC 5; MV 12, Sw 2 4  
D 7t7; hp 49; THACO 13 (10 with trident); ! AT4or 7; Dmg ld8t10/ld3/ld3/ld6/1d6/ld6 

(Pohvo-handed trident tZand Strength bonus/ 
'law/claw/bite/rake/rake) or 1 d3/1 d3/1 d3/1 d3/ r d6/1 d6/1 d6 (claw/claw/claw/clawjbite/rake/ 

rbke); SA pin; SW bright light harms eyes, 

f 

to magical fire; SZ L (7'6"tall); 
L Steady (12); Int High (14); AL LE; 

~ Notes: SA-The baron can use his trident to 
qin opponents; the baron has an effective 
qtrength score of 19. 

~ SW-The first time an opponent uses a 
magical effect that produces bright 
Ilght-such as a continual l ightspellkhe 
i6 blinded for one round; the baron suffers 
4 -2 penalty on saving throws vs. light- 

! 
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(claw/claw/bite/ rakdrake); 
SW bright light harms 
eyes, susceptible to magi- 

I cai fire; SZ M (6'tall); ML Steady (12); 
Int High (14); AL LE; XP 175 each. 

Notes: SA-The females have effective 
Strength scores of 12. SW-See 

notes under Baron Neahgataa. 
e 

Giant C l a m  m: 
AC 0; MV 0; HD IO; hp 40 

each; THACO n/a; #AT 0, Dmg n/a; 
SZ M (6'across); SA trap;,ML fearless 
(20); Int Non (0); AL N; XP 1,400 each. 

Notes SA4haracters must make a 
successful saving throw vs. breath 

weapon or trap a limb inside a clam, 
wrenchino a traDDed character free of a clam 
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2.  GUARD T O W E R  
Tlus 60-foot structure has a domed gallery at the top. 

Alert sentries under a lieutenant’s command occupy the 
gallery around the clock and constantly scan the sur- 
rounding waters. If they spot trouble, one of the sentries 
blows on a conch shell, creatmg a low-frequency thrum 
audible throughout the village. 

The tower is hollow below the gallery, and a hole in 
the gallery floor allows access to the mterior. Pegs and 
shelves withm the mtenor of the tower hold all manner 
of weapons-mcluding tridents, nets, crossbows, dag- 
gers, ink bombs and poison (see Chapter 7). This store 11 

serves as a central armory for the villagethough each 
wanior also sees to his own supply of weapons. Two at- 
tendants maintain the weapons and keep watch on the 
guards 60 feet above. If they see anyone fighting or 
blowing on a conch, they blow a second conch. 

To help conceal the tower from enemies swimming 
overhead, the sahuagin have draped the exterior with 
old nets interwoven with bits of living seaweed, shells, 
and dead coral. From a distance, the tower looks like a 
spire of natural rock. 

Sahuagin Warriors (12): AC 5, MV 12, Sw 24, HD 2t2, hp 12 
each, THACO 19, #AT 1 or 5, Dmg Id&1 and poison (heavy crossbow) 
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or ld2/ld2/ld4/ld4/ld4 (claw/claw/bite/rake/ rake); SA poisoned 
crossbow bolts, nets; SW bright light harms eyes, susceptibility to 1 

magical fire; SZ M (6'tall); ML Steady (12); Int High (13.14); AL LE; 
XP 175 each. 

Notes: SA-Sahuagin can use their nets to trap opponents (see 
Chapter 3 for details); the guards have six nets among them and an 
effective Strength score of 14; the poison on their crossbow bolts 
causes paralysis (see Chapter 3). 

SW-The first time an opponent uses a magical effect that produces 
bright light-such as a continual lightspellLall sahuagin in the area of 
effect are blinded for one round; sahuagin suffer a -2 penalty on saving 
throws vs. light-based attacks; they also save at -2 vs. magical fire and 
suffer an extra point per die otmagical fire damage. 

Lieutenant: AC 5; MV 12, Sw 24; HD 3+3; hp 18 each; THAtO 17; 
#AT 1 or 5; Dmg l d h l  and poison (heavy crossbow) or ldE+l/ld2/ 
ld4/ld4/ld4 (tridenVclaw/bite/rake/rake); SA poisoned crossbow bolts, 
pin; SW bright light harms eyes, susceptibility to magical fire; SZ M 
(6'tall); ML Steady (12); Int High (14); A L E ;  XP 270 each. 

Notes: SA-The Lieutenant can pin opponents with his trident 
(see Chapter 3 for details); he has an effective Strength score of 17 and 
the poison on his crossbow bolts causes paralysis (see Chapter 3). 

SW-See notes under sahuagin warriors on this page. 



3 .  GARDENS 
Although this area seems like a 

natural complex of seaweed, corals, 
and rock formations, the sahuagin 
have actually collected dozens of 
boulders and artfully arranged 
them around the area’s natural rock 
formations. In addition, they have 
transplanted several varieties of 
seaweed and coral, and have 
stocked the area with a wide vari- 
ety of sponges, sea anemones, sea 
cucumbers and other invertebrates. 
Many types of fish-attracted to the 
area’s bounty-naturally gravitate 
here, creating a sort of preserve for 
exotic species. 

The baron and his entourage use 
the gardens for relaxing swims and 
the occasional impromptu hunt. Be- 
cause of the wide variety of food 
available here, the village sharks 
also frequent the gardens. 

Sharks (5): AC 6; MV Sw 24; HD 8; hl 
40 each; THACO 13; #AT 1; Dmg 364; SZ I 
(9 long); ML Steady (12); Int Animal (1); 
AL N: XP 650 each. 

4. CATCH NET 
Dense forests of seaweed ring the 

whole village, and the sahuagin 
regularly hunt among these weeds. 
To this end, they have strung miles 
of thin, sturdy nets in circles 
around the village--cmfully con- 
cealing them among the weeds. The 
sahuagin feed the netted prey to 
their hatchlings, sharks, and prison- 
ers. The nets also serve to trap ene- 
mies who might try to creep up on 
the village through the foliage. 

I 

TERRACE 
This area contains various s 

tures essentjal to the communal l€& 
of the sahuagin. 

7. NURSERY 
AU the viUage’s hatchlings dwelf 

here under the watchful eyes of 
senior females and under 
priestesses. Five adult females 
one of the priestesses watch this 
area at al l  hours. The females keep 
the hatchlings grouped together 
age, with each age group 
occupying a separate dome. At 
various hours of the day, the 
females instruct the hatchlings in 
the fine art of proper sahuagin 
behavior (see Chapter 5 for detaib). 
Schools of hatchlings swarm about 
the domes, each eager to outdo the 
others. 

Hatchlings (30): AC 5; MV 12, Sw 24 
HD 1, hp 1 (x7), 2 (x3), 3 (x6), 4 (x5). 
5 (x4), 6 (x5); THACO 20, #AT 5; 
Dmg l/l/l/l/l (claw/claw/bite/rake/rake); 
SW bright light harms eyes, susceptible to 
magical fire; SZ S (6“to 3’tall); ML Steae 
(12), Int High (14); AL LE, XP 15 each. 

Notes: SW-% notes under Females 
below 

Females (5): AC 5, MV m t  
hp 10each; THACO19;#AT5; Dmg ld2/ld2/ 
1 d4/1 d4/1 d4 (claw/claw/bite/rake/rake), 
SW bright light harms eyes, susceptible to 
magical fire; SZ M (6’tall); ML Steady (12); 
Int High (14); AL LE, XP 175 each. 

Notes: SA-The females have effective 
Strength scores of 12. 

SW-The first time an opponent usesa 
magical effect that produces bright light- 
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uch as a continual l ighfspell-all sahuagin in the area of effect are 
r one round; sahuagin suffer a-2 penalty on saving throws 

s. light-based attacks; they also save at -2 vs. magical fire and suffer 
n extra point per die of magical fire damage. 

Priestess: AC 5; MV 12, Sw 24; HD 3 4  

hatchlings, and the rest will eventually face a captive 
giant octopus, ammtly held in the west dome. 

less locathah at- ~ 

ML Elite (13); Int Animal (1); 
AL N: XP 2,000, 

otes: .%-If an,octupus.mata 2 :~ 
Spells: 1st-bless, cause fear, 

urse, darkness; 2nd-aid 

. A M P H I T H H A T E R  

8. G U A R D H O U S E  Five h u n b d  sahuagin can crowd into this structure 
witness f o m d  challenges, gladiatorial games, or pub- 
rituals. The main floor consists of multicolored tiles Nine warriors. charged with s 

from ea& prison dome to this one. 

the east and west, right 

lead prisoners out that way. 

h g  from the prison domes keep the 
Stone wedges hold the gratings in 
prisonemcould probably work them 
sdting noise would alert the guards. 

darkness and avoid several ge net usually covers the pile. 

The guards are well supplid withweapons,-and have 
an alarm conch just like the on& used in the gu+d 

These structurrs house the sahuagin's captives. The 
through the guardhouse (area 8), 

g escape difficult. 
sahuagin have 20 locathah imprisoned in the two 

stem domes. They occasionally remove small p u p s  
three or four individuals for work detailssuch as 

Sahuagio Warriors (9): AC 5; MV 12, Sw 24; HD 2+2; hp 12 each; 
MAC0 19; i AT 5; Dm@ld&I andpoisonfld2/M/ld4/ld4 (trident! 
claw/bite/rake/rake): SA poisoned tridents, nets, pin; SW bright light 
harms eyes, susceptible to magical fire; SZ M (6'tall); ML.Steady (13; 
Int High (13%; AL LE; XP 175 each. 

Notes: S S a h u a g i n  can use their nets and tridents to pin and trap 
eaing fish trapped in the catchnet (area 4)--but  for^ ' 

most the ~ & ~ w  keep the PrjsorwE l&d UP. . 

.. 

ost prisoners will serve as fighting partners for the opponents (see Chapter 3 for details); the warriors have nine nets 



ong them and an effective Strength score of 14; the poison on their tridenk-causes paralysis 

an extra point per die of magical fire damage. 

WORSHIP A N D  WORK AREA 
Village life revolves around this ma,  much as it does around a marketplace 

-1 a surface town. Here the sahuagin gather to perform th& communal 
chores, to exchange boasts and gossip, and to venerate their bloodthirsty god, 
Sekolah. 

9 .  S H R l N €  TO 5 € K O L A H  
The shrine consists of a coral-iiIe pavement similar to the one in the amphi- 

theater (area 6). A 1-inch thick mother*€-pearl slab, about 15 feet in diameter, 
lies at the western end of the pavement; 

the slab was taken from a gargantuan 
oyster. A massive pair of shark 
jaws, some 10 feet wide and al- 
most as tall, lie gaping atop the 
slab and serve as an idol. The 
priestesses have heaped shells, 
weapons, armor, gems, and bonw 
inside the iaws. A ramu concealed 
in the makes anyking 
placed atop if tumble down 
through a shaft that leads to the I canvon (area 18). When the Driest- 
e& make s a d c e s  to Sekilah, 
the offerings fall into the canyon's 
depths, where tidal forces soon 

[ cover them with silt and carry the 
f whole mass into the remote depths F ofthesea. 

The sahuagin have planted a ulick 
curtain of seaweed around the west, 

7 north, and east sides of the shrine. The 
weeds' spreading branches obscurr the view from above, but the 

gap in the south assums that ceremonies held here can take place in full view 
f any spectatom. 
The mother-of-pearl slab is worth at least 15,000 gp, but itweighs about . tons and cracks easily if &handled. The jaws themselves have no com 

mercial value. The pile ofdebris within the jaws contains 2,000 gp worth of 
assorted gems and jewelry, as well as a heim of unahwafer action. It takes one 
turn to sort ouf the valuable items from the junk. 

The most junior priestess Qf the a g e  constantly labors over this area, 
pruning the seaweed, keeping the pavement free of silt, and completing any 
other small chores. A band of slaves from the prison (area 7) performs the r e  

y strenuous work, however. The priestess is not p l e d  with the assign- 
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ment. as she did not expect to become a custodian once 
she became a priestess. She spends her hours alternately 
flirting with passing warriors and longing to accompany 
them on a raid (she was still in training during the war 
on the leathah and missed all the action). The~priestess 
carries six poisoned darts i d  a conch shell like the one 
in the guard tower (area 2). 

Priestess: AC 5; MV 12, Sw 24; HD 2 (CI 1); hp 9; THACO 19; 
#AT 2 or 4; Dmg l d 4  and poison/ld4 and poison (darVdart) or 
1 d8+1/1 d4/ld4/1 d4 (hvo-handed tridentmite/rake/rake); SA cham 
sharkonce per day, poisoned darts, pin, spells; SW hright light harms 
eyes, susceptible to magical fire; SZ M (6’tall); ML Steady (12); Int High 
(14); A l  LE; XP 420. 

Notes: SA-The priestess can pin opponents with her trident (see 
Chapter 3 for details); she has an effective Strength score of 12; poison 
on darts causes paralysis (see Chapter 3 for details). 

SW-The first time an opponent uses a magical effect that produces 
bright light-such as a continual lightspell-the priestess is blinded 
for one round; she suffers a -2 penalty on saving throws vs. light-based 
attacks; she also saves at -2 vs. magical fire and suffers an extra point 
per die of magical fire damage. 

Spells (3): 1 st-cause fear, command. darkness. 

I O .  PRIESTESSES’ Q-UARTERS 
All the village priestesses reside in this Wee-level 

dome. The first level contains a shrine to Sekolah used 
by the clerics to cast divination spells and perform pri- 
vate rites. The shrine consists of a round coral bowl 
about 3 feet wide and 1 foot deep. A5foot ivory carving 
of a whte shark hovers over the bowl. The carving is 
hollow and contains air, making it buoyant enough to 
float. The priestesses keep it in place with a thin, nearly 
invisible tether. The bowl itself weighs about 2M) pounds 
and is worth 1,000 gp. The shark carving weighs about 
75 pounds and is worth 2,OOO gp. 

The second level contains quarters for the four priest- 
esses. Two of the under priestesses have been described 
elsewhere (see areas 5 and 9). 

The top level of the dome contains the village’s collec- 
tion of books; these books detail the settlement’s history 
and preserve bits and pieces of sahuagin litera-. 

The senior priestess and one assistant usually remain 
on the first level throughout the day, keeping an  eye on 
the shrine, mcubator, and net-making area (areas 9,11, 
and 12) through crystal windows. In the event of a n  
alarm, all the priestesses gather outside theii dwelling 
and await the arrival of warriors who can guard the 
shrine and the building. Once the warriors arrive, the 
senior priestess leaves one assistant behind (usually the 
one with 3+3 Hit Dice) and goes to join the baron. She 
sends the remaining priestess to one of the guard tow- 

--” ,“.- 
threat. 

17, depending on the location of 

The Senior Priestess: Jarrliatt, the village’s ranking 
priestess, is only 85 years old and likely to remain in tl 
village for quite some time. She serves as the baron’s 
sometime consort and likes this arrangement. She kno~ 
she won’t be going with Baron Neahgataa when he 
moves on, no matter what the result of his challenge, 
and she isn’t particularly fond of any of the chieftains 
currently vying to replace him. She’s already had sevei 
arguments withHaadaas, the chieftain currently in 
charge of the garrison, and doesn’t look forward to ser 
ing under him in any capacity. Jmliatt would be scan- 
dalized if she learned of the baron’s collusion with the 
prince regarding the baron’s upcoming challenge. 

These days, Jmliatt keeps busy composing a book 
(see Chapter 7) about the recent war with the locathah 
wbich she fought alongside the baron. 

Janliatk AC 5, MV 12, Sw 24; HD 5+5 (CI 5); hp 35; THACO 15; 
#AT 2 or 4; Dmg l d 4 t l  and poaon/ld4tl  and poison (darVdalt) or 
1 d&l/ld4/ld4/ld4 (two-handed tridenvbite/rake/rake); SA charm 
sharkonce per day, cause tear@ 4th-level wizard spell tea0 once per 
day, pin, poisoned darts, spells; SW bright light harms eye$, susceptible 
to magical fire; SZ M (6’7”tall); ML Steady (12), Int High (14); AL LE; 
XP 2,ooo. 

Notes: SA-Jarrliatt can pin opponents with her trident; she has an 
effective Strength score of 17; the poison on her darts causes paralysis 
(see Chapter 3 for details). SW-See notes for priestess in Area 9 for 
details 

Spells: 1st-bless, cause fa< curse, darkness. sanctuarx 2n& 
aid, cham person ormammal silence 15-h~otradius 3r&summon 
insects, prayer, dispel magic. 

Under priestess: AC 5, MV 12, Sw 24; HD 2+2 (CI 2); hp 11; 
THACO 19, #AT 2 or 4; Dmg I d 4  and poison/ld4 and poison (darVda 
or ld&l/ld4/ld4/ld4 (two-handed trident/bite/rake/rake); SA c k r m  
sharkonce per day, pin, poisoned darts, spelts; SW brigM light harms 
eyes, susceptible to magical fire; SZ M (6’tall); ML Steady (12); Int High 
(14); AL LE; XP 420. 

Notes: SA-The Under priestess can pin opponents with her tridei 
she has an effective Strength score of 14; the poison on her darts mu: 
paralysis (see Chapter 3 for details) SW-See notes for priestp=c 
area 9 for details. 

Spells(4): lstcause fpar, c o m n d  darkness(x2). 

11. INCUBATORS 
The sahuagin have 10 of these small structures scat- 

tered about the Viuage (communities with larger popd 
tions will have more incubators). About every two 
weeks, the sahuagin gather up all the fertilized eggs ar 
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seal them inside an incubator. At any given time, five in- 
cubators will be in use. The remainder lie sealed and 
empty. Intruders breaking into an incubator are almost 
as likely to find it empty as they are to find eggs or 
hatchlings inside. 

Gnce sealed, a n  incubator proves as sturdy as any 
stone fortress; it has no openings except for a few tiny 
vents that allow seawater to circulate through the 

bladders of various size and shapes stand tethmd here 
like a flight of barrage balloons. The sahuagin use these 
bladders to help them lift heavy weights in much the 
same way surface dwellers would use pulleys or aanes. 

LOWERVILLAGE - 
eggs. To get inside, an enemy would have to 
smash through 2-foot thick masonry, or 
carefully pry it apart. Each incubator 
stands hidden among rocks, mounds 
of silt, and seaweed; characters can 
identify these objects as structures at 
ranges of 30 feet or less. 

The sahuagin keep a constant 
vigil over the incubator, no mat- 
ter its contents or location. 
These creatures swiftly attack 
anything that threatens an in- 
cubator. 

12. NET-MAKING 
A REA 

This area once served as a semi-permanent camp- 
site for the sahuagin settlers who founded the 

village. Now, it contains some of the 
settlement's oldest homes. The village 

chiefdm and their lieutenants have 
residences here. Sahuagin find it most 
conveni-t if  individaals of similar 
rank live together; the arrangement 
allows commoners to go about their 

I business without undue harassment 
from their superiors. 

Hardly a day 

P: 

passesinthisarea . 
without some activ- 
ity The sahuagin use 
this area to m u f a c -  
ture and repair their nets. . 
Eight sturdy posts carved 
from rock stand to the 
north. When the sahuagin 
wish to braid a rope or 
weave a net, they tie 
one end to a 

the material taut 
while they work. A 
skein of rope requires only 
one post, but a huge net 
might use all eight. 

the posts. The sahuagin use these to 
help process their raw materials into 
fibers. They pound a strand of kelp, for ex- 
ample, to extract the fibers. They then 
roll and twist the individual fibers 
into yam on the otlier boulder. 

Gne of the strangest sights in the 
village, at least to newcomers, exists to 
the south of the boulders. Many air-filled 

1 

f l  

Two flat boulders lie south of 

3 .  Q-UARRY 
All the stone for the viUage build- 

ings originally came from this area. 
Because their buildings suffer no 
appreciable environmental dam- 

~ age, the sahuagin have little need 
& to cut new stonethough they + occasionally chip loose a piece or 
'9 two for use in the amphitheater. 
& The innumerable cracks and 

mvices left behind from the 
stone cutting provide ample 
footholds for deep water 

sponges and corals. In fact, the 
village elite have begun convert- 

garden for their own plea- 
SUE. The p w t h  also 

. *  

ing this area into a second 

serves to disguise the 
quarry's artificial M W .  

. M U S S E L  B E D S  
h g  rows of fine 

inches high serve as stor- 
sand piled about 18 

age areas for the village's 
emergency food supply. 

kinds of clams, mussels, and 
other sedentary c r e a m  and 

The sahuagin collect all 

plant them in this area. Most 



creatures burrow into the sand and take up permanent residence. A layer of 
hard m k  below the sand keeps the creatures from b m w i n g  too deeply, 
however, and the sea devils can retrieve them easily in time of need. The 
proximity of high-ranking sahuagin discourages indiscriminate snacking. 

The loosely piled sand quickly rises in a murky cloud if disturbed, which 
makes this area a favorite defensive spot. If the sahuagin can lure their foes 
here, they can easily kick up a blinding cloud of silt, which does not hamper 
their fighting abilities at all (see Chapter 3 for more details). 

C O M M U N A L  R O C K S  
These smooth boulders exist everywhere in the village. They chiefly serve 

to distract enemies who might be searching for incubators (area 11). Secondar- 
ily, these rocks function as places to rest and 
benches in a surface community. 

much like park 

45% 
16. RESIDENCES 

All the homes in the village consist of 10-fwt domes made from limestone 
blocks fitted together without mortar. Note that all sahuagin dwellings are 
identicd-though the materials vary with the locale. 

16a. Haadaas, the chieftain of the band currently assigned to garrison duty, 
lives here; his five lieutenants live nearby. Each male has his own dwelling 
where he lives with two or three females. The remaining four dwellings stand 
empty. When the time comes for the band to leave the village and roam the 
surrounding temtory, the next band will move in. 

The sahuagin do not consider the empty dwellings wasted space. They use 
the unoccupied buildings to house visitors and, occasionally, to store goods or 
live prey (when the prison overflows). Empty buildings also make it harder 
for enemies to accurately assess the sahuagin’s numbers or stage effechve sur- 
prise attacks. 
The Chieftain: Haadaas commands one of the larger bands based in the 

village; he earned himself a reputation for W i g  a cunning warrior after lead- 
ing his troops to several victories in the war against the locathah. His band 
suffered very few casualties despite their victories. Though he relished the 
blwdshed&as would any self-respecting sahuagin-he regards the locathah 
as unworthy adversaries, little better than vermin. 

Haadaas considers himself too young to seriously contend for the baron’s 
htle (he is only 110 years old), but fears Jarrliatt might try to maneuver him 
into a challenge anyway. Lately, he and the senior priestess have argued over 
what Haadaas feels are Jarrliatt’s intrusions on his authority as garnson com- 
mander. The priestess has commandeered warriors several times and set 
them to work finding the materials she needs to complete her book. Not only 
do these actions seem like slights to Haadaas, but they also pose a risk to the 
village’s security. Haadaas feels Jarrliatt should have enlisted warriors from 
some of the roving bands to collect what she needs. 

discover an effective means of putting the knowledge to use against Jarrliatt. 
He has no idea that the pnestess fears he might become the next baron. I Haadaas knows about the baron’s agreement with the prince, but has yet to 

Haadaas AC 5, MV 12, Sw 24, HD 4t4, hp 24, THACO 15 (14 with trident, #AT 1 or 4, 
Dmg Id&l and poison, ld&2/ld4/ld4/ld4 (two-handed trldent and Strength bonus/bite/rake/ 
rake), SA poisoned crossbow bolts, pin, SW bright light harms eyes, susceptible to maglcal flre, 



SZ M (6’S”tall); ML Steady (12); Int High (14); AL LE; XP 420 
Notes: SA-The chieftain can use his trident to pin opponents (see 

Chapter 3 for details); he has an effective Strength score of 17 and the 
poison on his trident causes paralysis (see Chapter 3). 

SW-The first time an opponent uses a magical effect that produces 
bright light-such as a continoallightspell-Haadaas is blinded for 
one round; he suffers a -2 penalty on saving throws vs. light-based at- 
tacks; he also saves at -2 vs. magical fire and suffers an extra point per 
die of magical fire damage. 

18. C A N Y O N  
A This deep cleft in the ocean 

floor has rocky sides and 
an irre@ar bottom. Its 
depth varies, but av- 
erages 3,000 feet. 
The cleft cham 
nels tidal 
currents; A 

UPPER VI LLAC; E 
This section houses the bulk of the village’s common- 

ers. Each warrior occupies one of the dwellings. How- 
ever, the majority of the dwellings stand empty most of 
the time, as the occupants remain busy elsewhere. 

17. S E C O N D A R Y  
GUARD T O W E R  
This tower is nearly identical to the guard 

tower (area Z), except that it is only 40 feet 
high and has only nine warriors guard- 
ing it. 

A 
4 
A 

I 

1 tide 

A 

b 

I- . 

era1 times a 
bringing nutri 

rich water to th 
lage. 
The cleft’s deep, dark 1 

waters provide an es-n 
cape route for the sea de 

should they ever abandon 
village in a hurry. The fleeing 

sahuagin can simply diveinto 
canyon, swimming to their maxi- 

mum depth of 2,000 feet, where 
enemies can follow. There.they s 

safety, using the perpetual darGess o 
depths to cover their movements. To disc 

age enemies from attacking through the 
canyon, the sahuagin have placed a series of c 

require constant repair, as the currents quickly destr 
them. 

The sahuagin can predict the daily flow of currents 
They dump their trash in the canyon just before the ti 
rushes out, which carries the trash to the deep sea. 
Sahuagin sacrifices (see area 9) occur on a similar sch 
ule. Enterprising adventurers who search the cleft for 
valuable items aren’t likely to find much. 

nets (similar to the one at area 4) in the canyon These 
P 
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- 
hunt ing  so as to  procure what they need i n  the shL? 

sahuagin also demonstrate equal p ro f i c iency  w i th  stone and metal.  Their  

leve l  of s k i l l  i n  these areas often amaze8 surface dwel lers 

poss ib le  t ime. The 

WEAPONS 
Being warlike, the sahuagin have paid special attention to weapons--even 

though they boast formidable natural weaponry (see Chapter 3). Their choice 
of weapons reflects a certain subtlety, as they prefer entrapping and immobi- 
lizing an opponent rather than killing it outright. 

I 

Nets 
Sahuagin weave their nets from a combination of tough fiber extracted 

from seaweed and sinew from various marine animals. Most of these nets 
, 

t eight feet in diameter, with fairly 

thy bone or metal hooks into each 
s across. 

oks sink-into exposed flesh, making esca] 
ts. Small stone or shell weights at- 
net extra momentum when thrown 

allows the wielder to mover the net 
the wielder to draw the net tightly 

und a target. 
t chord attached to 



around an opponent once the weapon strikes. 

ponents or whole p u p s  of foes. In addition, they em- 
ploy stationary nets made from fine, strong material. 
When concealed among seaweed or very dark water, a 
stationary net can easily trap the unwary. 

The sahuagin also make larger nets to entrap large op- 

Tridents 
A sahuagin trident has a wooden or bone haft 6 to 9 

feet long. A metal (or sometimes bone) head with three 
barbed prongs tops the haft. The final third of the shaft 
(opposite the head) is flat and broader than the rest of 
the shaft. This helps keep the weapon steady when a 
sahuagin throws it underwater. 

Sixars 
Sea devils usually don't bother making spears, as they 

prefer hidents instead. However, sahuagin will gather 
up and employ any spears they take from slain or cap  
tured foes. Frequently, they take captured spear heads 
and mount them on shafts with flattened ends (as de- 
scribed under tridents). 

Daggers 
Sahuagin often cany at least one dagger to improve 

their damage potentid in melee (not even a sahuagin 
can hurl a dagger underwater). Sahuagin daggers usu- 
ally have exceptionally long grips to accommodate their 
webbed, six-fingered hands. 

Crossbows 
The sahuagin crossbow is comparable to a normal 

heavy crossbow in terms of size, weight, and power. It 
consists of a bone or wooden stock with a bow con- 
structed from several layers of sinew and flexible whale- 
bone. A surface dweller must laboriously cock his heavy 
crossbow with a built-in manequin or windlass. A sahua- 
gin crossbow, however, possesses a large stinup for a sea 
devil's feet. The creature cocks the weapon with a mc- 
tion similar to a human rowing a boat: it pushes with its 
feet and simultaneously pulls with its arms. The creature 
maintains its position with its tail. 



Underwater, this technique allows sea devils to oper- 
ate their crossbows with the equivalent speed of a sur- 
face (light) crossbow. Above water, however, a sahuagin 
crossbow has the speed of a human heavy crossbow. 

Sahuagin quarrels have fairly slender heads and 
shafts. Instead of feathers, the quarrels have rigid fins 
with trailing tips. This design helps the missile slice 
through the water; it proves just as effective in air. 

Javelins 
A sahuagin javelin has a flattened haft, but otherwise 

~sembles its surface counterpart; it is W v e l y  a light- 
weight spear. 

Darts 
A sahuagin dart is about the size of a 

has a flattened shaft and rigid fins. The 
prefer these darts for hunting or raiding, as they are 
much less cumbersome than javelins or mossbows and 
allow for a better rate of fire. 

A sahuagin hurling darts on the surface can fke them 
as quickly as any land dweller; however, its rate of fire 
diminishes (See Chapter 9 for details). This is still quite a 
feat, as surface dwellers can't manage darts underwater 
at aU I 



O T H E R  DEVICES 
Weapons aren’t the only imple- 

ments developed by the sahuagin. 
Here is a sampling of some of the 
more notable items and techniques 
the sea d e d s  employ on an every- 
day basis. 

Containers and Harnesses 
Sea devils use mesh bags to store 

and carry objects. These bags con- 
sist of the same materials used in 
sahuagin nets, and allow them to 
quickly locate a needed object. In 
addition, these mesh containers col- 
lapse when empty, making them 
easy to carry. In fact, hunting or 
raiding sahuagm sunply twist their 
mesh bags into bulky ropes and 
wrap them around their limbs like 
a scarves or sashes. Many witnesses 
have reported sahuagin using har- 
nesses to cany equipment, but few 
surface dwellers appreciate the effi- 
ciency of these harnesses. 

A sahuagin’s large dorsal fin, 
which runs from the base of the 
neck down to the hips, prevents the 
creature from wearing backpacks, 
belts, and other equpment favored 
by surface dwellers. Instead, a sea 
devil wears a pair of straps that loop 
over the shoulders and run down 
the back, parallel to the dorsal fin. 
The straps cross under the groin and 
loop over the hps, where they at- 
tach to themselves with a pair of 
hooks. From the hips, the straps 
cross over the chest and hook to 
themselves again at the shoulders. 

Sea devils often wear half collars 
that cross over the backof the neck 
to he the straps together and keep 
them from slipping off the shoul- 
ders. Some sahuagin also add a 
half-belt across the front of the 
waist. If the sea devil must carry a 
particularly heavy load, it wears a 
yoke made of bone, wood, or 
leather instead of a collar. 

Typically, a sea devil attaches two 
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long, thin mesh bags to its back and 
carries a few items tucked under 
the straps on its chest and hips. The 
arrangement reduces drag when 
the creature swims. If the sea devil 
must carry more equipment than 
the basic arrangement allows, it 
adds mesh bags at its hips. 
When sahuagin carry bulky ob- 

jects, they usually place them in 
mesh bags with handles that allow 
two or more sea devils to tow the 
bag through the water. 

Ink Bombs 
Sea devils often take advantage 

of their ability to sense foes in - 
murky conditions by tossing down 
a few ink bombs. Each bomb con- 
sists of a fist-sized bladder filled 
with Oaopus or squid ink. The sea 
devil punchms the bladder with a 
tooth or claw and squeezes, aeat- 
ing a spherical cloud of ink about 
10 feet across. The cloud reduces 
visibility within its confines to zero, 
and completely obscures all light 
sources. In calm water, the cloud 
persists for five rounds. 

Mantas 
A manta is an oblong barge used 

by the sahuagin to move long dis- 
tances in a h-. The name 
“manta” is a human term that 
refers to the craffs flat, dark silhou- 
ette visible from the surface. The 
sea devils call these craft “fliers.” 

A typical manta is about 75 feet 
wide at its broadest point and some 
200 feet long. The craft tapers to 
only a few inches at the bow and 
stem. A manta consists of wood sal- 
vaged from shipwrecks or scav- 
enged h m  shore. The craft can 
travel either on the surface or 
underwater. The craft is not ex- 
trwnely buoyant-though it wiU 
rise slowly to the surface if not teth- 
ered in place. When moving, the 
sahuagin can keep the craft sub- 



merged by pointing its nose down a bit. 
A manta’s underside bristles with short, Tshaped 

”benches” where sea devils (or their slaves) push the 
craft along. The upper side contains three to five long 
poles with wide slots beneath it. When the craft is under- 
water, the sahuagin grasp the benches and push it along. 
On the sur- 
face, sahuagin 
straddle the 
benches and 
use wooden 
paddles to 
move the 
craft, thrust- 
ing the pad- 
dles down 
through the 
slots to reach 
the water. 
Other sahua- 
gin push from 
underneath 
and from the 
raft‘s sides. 

Only about 
two-thirds of 
a manta’s 
crew actually 
propels the 
craft at any 
given time 
(the comple- 
ment for a 
typical manta 
is about 600). 
The remain- 
der just ride 
along. By 
working in 
shifts, the 
sahuagin can 
easily cover 
200 or more 
miles a day 
without exhausting themselves. 

MANTA MOVEMENT 
A group of sahuagin can push a manta 240 d e s  in a 

day The group can push hard and extend the movement 
to 360 miles a day, However, this action requks a Con- 
stitution check (see the forced march rules found in 
Chapter 14 of the Player’s Handbook for more details). The 

sea devils have a Constitution score of 14 for purposes of 
this check. 

A manta’s normal maximum speed-both above and 
below the water’s surfs-is 24. However, the sahuagin 
can move the manta at an extended rate of 36 on the sur- 
face of the water. The sahuaein can sustain this extended ” 

speed for one 
hour before 
they must 
make a Con- 
stitution 
check. If the 
check suc- 
ceeds, the 
crew can con- 

i 
4 

second Con- 
stitution 
check (with a 
-1 penalty) at 
the conch- 

**. ”-., . I sion of their 
second hour 
of high speed 
movement. 
Again, suc- 
cess means it 
can continue 
moving at 
hgh speed. 
Fallure indi- 3 cates that it 

must drop to normal speed and suffer a -2 penalty to all 
attack rolls until they rest. 

sahuagin suffer an additional -1 penalty to their Consti- 
tution check. Furthennore, the tired sahuagin suffer an 
additional -1 cumulative penalty to all attack rolls once 
they stop moving. After five hours of fast movement, for 
example, the crew would suffer a -4 penalty to their 
Constitution check and a 4 penalty to their attack rolls. 

For each subsequent hour of fast movement, the 



Poisons 
The sahuagin employ two kin& of venom for their 

weapons. They use the first type of venom in battle, as 
its paralytic effect helps them capture slaves. The secon 
type of venom is quite deadly, and the sahuagin use it 
primarily in hunting. The sea devils concoct both types 
of poison from the venom-bearing organs of several 
toxic sea creatures. They place these organs in a bladder 
filled with organic oils harvested from other marine life. 
After the contents of the bladder ferment for a time, the 

Cll..YCL ..-xy substance suitable for treating 
weapons ( ~ e e  chapter 3 for'the game effect of ea& 
poison type). 

hour,.or until the weapon strikes a creature. when ex- 
posed to air, the wax dries and flakes off in five ' 

A normal bladder holds enough poison to treat 1 
weapons and, if stored in fresh seawater, preserves 
potency of the poison for about one month. The poi= 
inside a bladder dries in a day if the bladder is expos- 
to air. 

Once applied, the venom remains potent for about one 

Metal Working 
Most people don't think of sahuagin as metal smitJ 

but these marine creatures possess all the skius neces- 
sary to work metal. Sahuagin build their forges in air- 
filled spaces inside royal cities. Thus, the king possesses 
a monopoly on metalwork; commoners and nobles may 
not set up their own forges. 

tants possess greater tolerance for the open air. Malenti 
Most sahuagin blacksmiths are malenti, as thtnc 

ects. However, the population doubly spurns such crea- 
tures for beiig mutants who work in the heat, smoke, 
and flame of the forge. 

Generally, though, the sea devils rely on plunder fo 
metal and fuel; they have little inclination for mining 
and generally limit t h m l v e s  to reworking capturec 
weapons and tools to suit tho:- +==+-= 



8 preservative Grease 
~ Sahuagin appreciate the virtues of steel; they admire 
lits superior strength and hardness. Unfortunately, steel 
!corrodes rapidly in salt water. To preserve their steel 
_. iweapons and implements, the sea devils have developed 

!a magical grease that protects all types of metal from 
pxrosion. 
~ Only royal high priestesses can create this magical 
igrease. A single application can protect a normal steel 
lweapon or implement for months. 

! 

 healing Ointment 
Royal high priestesses blend an  herbal ointment that 

1 heals wounds. Sahuagin find the mixture detestable, and 
~ they only consent to use it when preparing for a blood 
~ challenge, or in cases of extreme need. Surprisiigly, the 
1ointment irritates surface dwellers and sea mammals; 
1these creatures do not gain any benefit from the oint- 
! ment. 
~ 

 glow Lamps 
Sahuagin cities generally lie at least 1,000 feet below 

  the ocean surface-a depth too great for sunlight to pen- 
ietrate. Furthermore, most sahuagin dwellings have no 

Writing 
Most surface dwellers wouldn't recognize a sahuagin 

book if they found it, as the sea devils write by stringing 
bits of stone and shell on knotted thongs. The sahuagin 
then attach the thongs to a ring of bone or sinew. Each 
individual thong roughly corresponds to a paragraph on 
a printed page. Particularly long books might contain 
several rings joined together. 

The sizes, shapes, and sequence of knots, stones, and 
shells, q m e n t  sounds in the sahuagin language. The 
sahuagin can read the sequences visually or by touch. In 
addition, the shells and stone of the book make a 
clicking sound when moved; this sound resembles 
sahuagin speech In fact, a sahuagin can learn a book's 
title and subject simply by shaking the bundle and 
listening to the sound. The sahuagin call their books 
"singing bundles." 

Interestingly enough, most sahuagin don't know how 
to read. Rather, these c r e a m  depend on their remark- 
able memories. However, each village usually contains a 
collection of books that preserve lore in the event that in- 
dividuals with certain critical knowledge die or transfer 
to another communiv. 
When sahuagin priestesses create scrolls, they "write" 

them in the sahuagin style. 
- - 

windows, so the interiors of these residences remain 
pitch black even during the day. 

I Despite their ability to function in the dark, i sahuagin prefer to see what they're doing. To this 
1 end, they collect luminous sea creatures and ex- 
1 tract their light-producing organs to create dimly 
i glowing lamps. Each such lamp consists of a 
1 translucent bladder filled with luminous gel. 
~ The sea devils use these bladders to light their 
~ dwellings and to create lighted pathways 
1 that wind through their cities. If the sea 
1 devils wish to douse a light, they simply 
1 wrap the bladder in seaweed. 
1 Glow lamps give off very faint light. In 
fact, sahuagin cannot see the light from a glow 
lamp at distances greater than 100 yards. 



The sea dev i ls '  favor i te bu i l d ing  mater ia l  

I stone, as it i s  a l l  but  imperv ious to the effects of sea 

water. Sahuagin work almost any k ind  of stone, 

depending on what locatio'n o f  the i r  community.  

example, the v i l lage of Neahgataa, descr ibed i n  the 

prev ious chapter, i s  b u i l t  f rom local  l imestone. 

The sahuagin dislike hauling stone long distances, as 
it incrrases the chances that an enemy might discover 
their building site. In addition, the sea devils find it hard 
to guard teams of slaves that haul stone over a distance. 
Usually, the sahuagin won't start a major construction 
project unless a quarry with suitable stone lies nearby. 

Sahuagin quarrying techniques are similar to those 
used on the surface. Slaves chisel holes and grooves into 
the rock face so that they can easily split the rock with 
wedges or pry bars. 

Sahuagin stoneworking hammers look qui te di f ferent 

f rom the i r  surface counterparts.  For f i ne  work, t h e  
sahuagin s imp ly  use a heavy stone shaped to fit the sea 

dev i l 's  (or  the i r  slave's) hand. This  reduces water 

resistance, as there i s  no handle.  Consequently, the 

head of a sahuagin hammer weighs more than than head 

of a surface hammer. However, water buoyancy assists 

the t o i l i n g  sahuagin o r  slave i n  l i f t i n g  the hammer. 

For heavy work, the sea devils use large cylinders of 
hard stone with eyes at the top for securing ropes, The 
sahuagin attach the cylinders to large, air-filled bladders 
which help lift the stone. Once raised, the sahuagin E- 
lease the stones, which crash against the the target area. 
Additional ropes manned by slaves keep the bladderr 
from floating away. 

I 



ARCHITECTURE 1 
The basic unit of sahuagin architecture is a dome 

constructed withouf mortar, The sea devils cut indi- 
vidual blocks into interlockitlg shapes that make the 
dome impossible to pull apart. Sahuagin incubators, de- 
signed for easy disassembly, are a n  exception. 

Many surface dwellers seem surprised that the sea 
devils bother to build structures with roofs. After all, the 
sea devils do not need to protect themselves from the 
surrounding elements. Overhead cover, however, is im- 
portant to the sahuagin because they live in a thrre- 
dimensional world. If they lived in open-topped 
buildings, their enemies could swoop down and attack 
anytime. 

A S A H U A Z I N  D W € L L I N Z  
The map on the opposite page shows a typical sahua- 

gin dwelling, which consists of a stone dome about 10 
feet in diameter. Two hidden entrances lead to a tluee- 
dimensional labyrinth that eventually meanders inside 
the structure. 

The dome has no windows, but the entire building 
possesses small channels that allow water to circulate 
through the enclosed space. Even with a water ”ventila- 
tion’’ system, the oxygen levels inside the dome will de- 
plete after a few weeks. Fortunately, individual 
dwellings remain unoccupied most of the time, leaving 
plenty of opporhmity for fresh seawater to replace the 
stale water. 

The dome’s exterior is made from local stone; the sea 
devils usually allow native seaweed to grow around the 
dwelling, and they also allow silt to drift over the struc- 
ture. Both elements provide concealment while blending 
harmoniously with the surroundings; the arrangement 
serves the sahuagins’ aesthetic sense and defensive 
needs. 

The sea devils tile the interior of their d w e h g s  with 
slabs of coral. They prefer a dark color for the floor and a 
lighter color for the dome itself. Often the ceiling color is 
fairly dark near the floor, gradually lightening toward 
the top. The arrangement probably reflects light condi- 
tions in the open sea. 

I 



Furnishings 
Sahuagin dwellings usually contain a few carved 

stone cylinders that serve as chairs; the seats are 
contoured for comfort and sport grooves toward the 
back that accommodate sahuagin tails. 

Sahuagin 
beds consist 
of kelp 
strands whose 
roots have 
been woven 
into heavy 
mats; this 
technique 
keeps the ke 
anchored in 
place. The 
sahuagin 
conceal 
themselves in 
the kelp when 
sleeping and 
change the 
kelp strands 
every few 
months. 

ceiling also 
sports hooks 
for hanging 
weapons and 
tools. A glow 
lamp usually 
completes the 
decor. 

c 

The dome’s 

Defenses 
The 

labyrinth 
guarding 

I every 
sahuagin 
building 

iiaae 
itran, 

point facing toward the exit of the labyrinth; each half :- 
usually about 5 feet long. UnjnteUgent creatures 
pushing against the gate push the halves closed. The 
correct way to open a baffle is to pull the two halves 
outward. The sea devils have mastered the fine art of 
flinging open the halves and swimming through at fu 

speed, but 
surface 
dwellers 
usually have 
some 

handling 
them. 

The sea 
devils can 

difficulty 

;ab‘ hin 
vlost baff 
lave a set 
nterior 
langes fo 

vl an - s iz e c 
Eahms  
lot have 1 

iecessary 
each and 
he bar frc 
he outsid 
3onversel 
hearms( 
arger 
Eatures I 
oo thick 1 
each 
petween t 
)ars. The 
ocking bars 
ue always 

his Purpc 

urn lengt 

- they’re 
usually made of metal or stone and weigh 40 to 60 
pounds. This makes it impossible to hook the bar and 
it clear with a weapon or pole. Of course, this methot 
locking requires a sahuagin to lock itself behind the 
baf€le, as not even a sahuagjn can set the bar in place 

delays 
invaders, as 
they usually cannot negotiate the twists, turns, and dead 
ends very quickly. To make labyrinths even more 
difficult to traverse, the sea devils sprinkle them with 
baffles and traps. 

A sahuhgin baffle consists of a barred gate, made from 
. .  . .  





WA RN 1 N C; 

At 1st level, a priestess can charm shark once a da 
This power functions just like the 2nd-level pri 
spell cham person or mammal, except that only 
and similar cadaginous fish-uch as skates an 
ray-f no more than semi-intelligence (Int 2-4) 
subject to this ability. 

At 1st level, the priestess can participate in a dee 
song. 

At 4th level, a priestess can causefear once per 
This power functions as the 4th-level wizard s I 

by sahuagin.  These dark servants o f  Sekolah shou ld  remain myster ious i n  order t o  increase the i r  ef fect iveness as f o e $ @  

the player characters If you are not  a Dungeon Master please stop reading now; players w i l l  on l y  s p o i l  the i r  enioy 

brightest, strongest, and most ruthless sahuagin females 
into his service. Indeed, several generations might pass 
before a community generates a suitable candidate. 

The power works just like the reversed fonrof 
4th-level priest spell cloak @bravery. 

At 9th level, a priestess can, once per day, invoke 
power of Sekolahto resist physical attacks. She c 
use this power on herself or bgtow the resistanc 
another as though casting the 4th-level wizard sp 

PRlESTElS ABILITIES 
When memorizing spells, sahuagin priestesses have . .. 

granted powers are cumulative, so a 9th-level 
prbestess can use charm shark, fear, cl 

hce a day in addition to her no 
?quire no verbal, somatic, or material 
rthermore, opponents cannot disrupt 



If the creature's toxic flesh does not kill ;he as- 
immediately becomes a priestess imbued 
powers. If she dies, the sahuagin cast away 

with the community's other trash. 

+I+€ PRIESTESSES' ORDEAL 
e creai&e consumed by the aspirant is a toxic sea 

(a isamageshaped marine invertebrate related 
) about 10 inches long. Only healthy, f'ully 

speci&ens are acceptable for the ritual. Consum- 
the.crea* subjects the aspirant to &I ingested poi- 

n. b e d i k t d y  upon eating the mture, the aspirant 
by several convulsions that render her helpless 
mhs. The sea devils &.this the "raptm'e of 

lah." At~the end of this period, the aspirant must 
a savqg throw vs. poison. Failqe brings death. If 
ving &w succeeds, however, the aspirant stops 

ulsiig-though she remains delirious and unable to 
or act for another ld4 rounds. During this latter 

nod, the power of Sekolah touches the aspirant'and 

The sea c&umber used in the ritual is exceedingly 
re and its toxin is potent only if it is eaten alive. The 

me+y provides a type G ingested poison if 
forel it is eaten (see DMG, Chapter 9). 

4 
forms her into a priestess. 

PRI€ST S P E L L S  

Granted powers have ini 

te: the informationpfesente 
s the information on Sekolah' 

€ C O M I N G  A PRIESTESS 
A cominUnity's priestess or senior females take 

f the screening and training of aspiring priestesses 
e an asp*ant completes her tr-g, she must ven- 
out alonk in search of a particular species of texic 
ine creature, which.sahuagin call "Sekolah's execu- 

ner." Once she retrieves the creature, the aspirant p re  
ts it to her mentors, who confirm its species and 

aluate it's &ondition and size. If they reject it, the aspi- 
t must seek out another one. Once the aspirant p re  

, she must consume it in a public 

es through an atonement 

become verv sham an 
through the'app&ation of this spell. These defenses 
give it a 25% chance to evade any form of entangle- 
ment-such as a net, web spell, or que ofentangle- 
mat-r any attack that would swallow the 
sahuagin whole. The sahuagin can make only one 
such evasion attempt per round. 

Caltmpst$: This spell creates a magical reef that d a t -  
ages military units aossing the bottom as noted in 
the spell description. When the "cavalry" version is 
cast in shallow (20 feet or less) water, 
it forces ships entering the area to 
make successful seaworthiness 
checks or run aground. 

use this spell to charm persons, as defined in the 
spell description in the Player's Hrmdbook. Note that 
any caster can infh~ence sahuagin, sea elves, tritons, 
and mermen with this spell-though seaelves are 
90% mistant. However, sahuagin can influence all 
types of sharks, skates, and rays-induding were- 
sharks, sharkweres, and ixitxachitl. 

DarknesdContinual Darkness$: Sekolah makes these 
spells available to his priestesses. Note that only the 
reversed forms are available. Sahuagin can cast these 
spells either under or above water. They require flo 

Charm Person or Mammal$: A sAuag!in priestess can 

I 117 



terial components other than their unholy sym- 

etect Snares & Pits: This spell detects traps involving 
bols-which are not consumed in casting. 

entanglement or snaring-including nets and hooks. 

calls forth a shaft of scalding heat. The spell remains 
effective both under and above water. 

tures too heavy to swim suffer full effects from this 
spell when used underwater. The sahuagin do no‘ 
use it much, except to effectively reduce slopes or 
cliffs protecting coastal towns. 

Illusory Artillerytt: This spell creates a vision of a huge, 
weighted net falling on the affected military unit. 

Insect Plagues: The spell summons a swarm of small 
crustaceans. Otherwise it functions as per its de- 
scription in the Player‘s Handbook. 

Magic Fonq: A sahuagin priestess can use this spell 
with any suitably costly icon or altar dedicated to 
Sekolah. A cloud forms over the unholy object, and 
the spell reveals a vision in its depths. 

Magical Stone: This spell works normally above water. 
Underwater, a sahuagin priestess can hurl the stones 
20 yards. 

esses the following Armor Classes: 

Flame Strike$: A sahuagin priestess casting this spell 

Gravity Variation+ Military units composed of ma-  

Magical Vestments: This spell grants sahuagin priest- 

Level Armor Class 
5-7 4 
8-10 3 
11+ ’ 2 

eflecting Poolt: This spell works in any ~ t ~ r a l l ~  oc - 
curring ring or bowl, provided its sue doesn’t ex- 
ceed the spell’s limit. The vision revealed by the 
spell appears as a flat plane within the ring or atop 
the bowl. 

Repel Insects$: This spell hedges out small crustaceans 
and giant crustaceans whose Hit Dice do not exceed 
the spell’s limit. 

below the water. The material component is a smau 
bladder full of squid or octopus ink, which the caster 
squirts in the recipient’s direction. 

T i e  spent under this spell’s influence does no 
count against a sahuagin’s four-hour limit when vis- 
iting the surface. In addition, this spell grants a +I 
bonus to a sahuagin’s saving throws when resisting 
the effects of fresh water (see Chapter 3). 

Summon Insects$: This spell summons swarms of small 
crustaceans to harry the target. The swarm attacks 
until either the spell duration ends, the target leaves 
the water, or the creatures are driven off by inten! 
heat or electrical discharge. 

impede swimming units in an area 100 yards square 
by 100 feet high per caster level. 

that attacks intruders. 

Tanglefoottt: This spell creates eddies and swirls that 

-ern Watch$ This spell creates a ghostly sting ray 

Sahuagin Scrol., 

Sahuagin pr iestesses of 7 th  level  or  h igher  can c r i  

sc ro l l s  useable by pr ies ts .  Most surface dwel lers,  

however, wouldn’ t  recognize a sahuagin sc ro l l ,  i 

sahuagin wr i t i ng  employs knotted and woven cords  11 

l i eu  o f  quill, ink ,  and paper (see Chapter 7). 

Sahuagin Potions 
Only the kingdom’s royal high 

priestess, a 9th-level priestess, can brew 
potions. See Chapter 7 for some creations 
unique to the sahuagin. 

NEW SAHUAGIN PRIEST’SPELLS Shillelagh$: To use this spell, a sahuagin priest- 
ess must have a short spear with giant 
shark’s tooth for a head. 

Spiritual Hammer$: A sahuagin priestess uses Sahuagin pr iestesses have developed a few spe l l s  

the i r  own over the  mi l lenn ia .  However, they lea lous ly  

tlus speu 
to enchant a shark-tooth dart. 

Soiritual Wratht: This soell is available to sahuapln r - 
priestesses through the use of the uplip spell, but 

sible to use. 
Strengthen Water Creature: Sekolah makes this spell 

and its reverse available to his priestesses; see Of 
Ships and the Sea for the spell description. Sahuagin 
priestesses can cast this spell or its reverse above or 

guard a l l  knowledge of these spe l ls  
for all practical purposes, sahuagin find it impos- * 

QP 



P. w 
Components: V, S, M -& Sbhere: Combat 

qange: Touch 
uration: 2 rounds +1 round/level 
rea of Effect: 20-foot radius 

1 Gloom is essentially an underwater version of the o b  
squrement spell, adapted for sahuagin preferences. The 
s e l l  clouds the water in a @foot diameter globe cen- 
t red on the spell's recipient, which can be a creature, ob- 
j ct, or point in space. Unwilling Crratures receive a 
s ving throw vs. spell to negate the effect. Placing the 
s ell on a mobile creature or object creates a mobile effect. 

f et for most creatures. Sahuagin, however, can see twice 
a far (4d4 feet). All light sourcesincluding magical 
sources such as continual l i g h t a i m  within the area of 
e ect. A light source's radius remains unaffected, but the 
li ht becomes highly diffused, equaling the brighhess of 
aihalf moon. (A light or continual light spell cast on a crea- 
dre0 eyes, however, still blinds the creature if it fails its 

Within the globe, all saving throws vs. light-based at- 
t cks receive a +2 bonus (this negates the sahuagin's 
r cia1 penalty against light attacks). If the attack does not 
a low a saving throw, creatures within the globe still re- 

Casting T i e :  4 
Saving Throw: Special 

I 

1 I Within the globe of cloudy water, visibility falls to 2d4 

! 
1 

s ving throw). 

Above water, this spell creates a cloud of aaid smoke. 
e spell's duration halves above the surface (round 

s / st the effect on a roll of 18 or higher on ld20; any magi- 
saving throw adjustments still apply to the roll. 

down), and even a slight breeze disperses it in 

1 
ge: 20 yards 

uration: 2 turns 
rea of Effect: 60-foot radius 

components: V, S, M 
Casting T i e :  6 

Saving Throw: Special 

~ A more powerful version of the glwm spell, murk fills 
t e water in a 120-foot diameter globe with inky silt. The i obe's center rests on the recipient, which can be a crea- 
+re, object, or point in space. Unwilling creatures re- 
ckive a saving throw vs. spell to negate the effect. 
qlacing the spell on a mobile creature or object creates a 
mobile effect. 

I 

sahuagin can see 4d4 feet within the globe, while 
other creatures can see 2d4 feet. The globe blankets all - 
light sources within its area of effect, reducing their in- 
tensity to that of a firefly Light or continual light spells 
cast on a creature's eyes cease to affect the creature while 
it remains within the globe. Other light-based attacks 
have a 50% chance to fail. If a light attack actually pene- 
trates the globe's influence, all targets receive a +4 bonus 
on their saving throws against the attack-even sahua- 
gin. If the light attack fails, it remains briefly visible as a 
dim flash, like lighining flickering in the depths of a 
cloud. 

When cast above water, murk creates a rain of rancid 
slime mixed with thick fog that fills a 120-f~ot diameter 
globe. Watertight barriers block the effect, but the globe 
instantly expands to fill any open area. The globe extin- 
guishes small firessudvas torches, candles, and cook- 
ing fires within its confines. Large fires and fire-based 
attacks have a 25% chance of failing. Permanent magical 
fires flare up again when the globe passes. Targets of a 
successful fiebased attack gain a +4 saving 'throw 
bonus against the attack while in the globe's area of 
effect. 

Surfaces touched by the globe remain coated +ith a 
film of slime and grit after the globe passes. A strong 
wind, bright sun, or desert heat reduces the spell's dura- 

*; tion by half. . a 1  

(Alteration; Level 4) 

Sphere: Combat 
Range: 20 yards Components: V, S, M 
Duration: Instantaneous Casting Time: 6 
Area of Effect: 20-foot cube Saving Throw: Neg. 

Crush of tk a'epths mome&dy increases the air or 
water pressure within its area of effect. Everything within 
the area experiences a pressure of 1,000 pounds per 
square inch (equivalent to that found at more than 2,000 
feet beneath sea). AU creatures in the area of effect must 
attempt a saving throw vs. spell. Creatures that fail their 
s amg  throw are unable to perform any adion more 
complex than normal movement or speech for ld4 
rounds. During tlus txne the affected creatures suffer a 4 
penalty to all saving throws. Furthermore, attacks made 
on the afflicted creatures gain a +4 attack roll bonus. 
Geatures unable to dive to a depth of 2,030 feet suffer 
2d4 points of damage if they fail their saving throws. 
T ~ E  spell has no appreciable effects when cast at depths 
greater than 1,500 feet. 
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c , 
ion, transfanation, and adaptation. Each method o 

acters a different set of abilities and limitations. 
Conversions: Magical items and spells that use al 
on magic to subtly change the environment aroun 
caster or wielder fall in this category. For ex&npl 
magicalpower of a helm of undmater action co 
water around the wearer’s head to breathable air. 

onversion dweomers allow the caster or wielder 
peak while underwater-though other creatures 
ide the influence of the magical item or spell may n 
learly understand the speaker. 
Transformations: Magical items and spells that fa 
der this category utilize alteration magic to affect 

ge within the uier or wielder that allows him 
in the surrounding environment. For example, 

water breathing does not change water into air, 
allows its user to extract oxygen from the water 

ers do not usually surround the wielder with 

This  chapter conta ins basic in format ion for 
Unlike conversion dweomers, transformation onduct ing underwater adventures. A more detai led 

vers ion of these ru les appears i n  Of Ships and the S 

Readers seeking more in format ion shou ld  look there. 
e of air. For example, a water breathing spell tr 

forms the recipient’s body so that it can extract o 
from the surrounding water. The recipient’s lungs an 
vocal chords fill with water, thereby cutting off the p 
sibility of speech-including spellcasting. 

Adaptations: Items and spells in this category use 
chantment/charm magic to facilitate (almost) compl 
adaptation to a hostile environment. Adaptation 
dweomers allow for unhindered communication. S 
items include Iridescent ioun stones and necklaces of a 

B R€ AT H 1 N G 
For most campaigns, magic is the key to undekater 

breathing. Characters can use magic spells and devices  
from potions of water breathing to airy water speLwhich  
enable them to adventure in an underwater environ- . . 

ment. 
In situations where magic spells and items are not 

readily available, Dungeon Masters can offer ”naturally” 
occurring plants-such as oxygen-supplying seaweeds 
and kelps, minerals, or other items-as a way 0- 

tion. I 
One potent adaptation,free action (spell or ring) dot 

not allow the user to breathe water, but does allow th 
user to move, speak, and fight just as if he were opera 
ing on land. 

the underwater breathing dilemma. 

TYPES OF B R € A T H l N G  
Magical items and spells ennable c 

underwater through a variety of eldritch 
turn, each of these methods function 
are three general categories of magica 

t factor that limits the underwat 
f humans and d d u m a n s  is a 

wn as absorption. When the eye 
ific color-such as the green exterior - 
eally sees is the color green reflected 



ths are quickly absorbed by water. Thus, red 

eeper light travels in water, the greater the 
tion of its constituent colors. For example, red 
almost completely absorbed by water at a depth 

t blue--are absorbed at depths below 100 feet. 
even the.clearest water appears a deep blue &en 

one might expect, this process of absorption-as 

d in ocean and lake water--wreaks havoc with the 
capabilities of demihumans. All infravision 
ormaUy underwater-though its range is 
t of normal because of constant underwater carries around particles of s 

other debris. Such a mixture 

Thetables in Chapter 3 

D U N G E O N  MASTERY T I P S :  H E A R I N G  
Role-playing the difficulties involved in underwater verbal communication is quite challenging. The following list offers 

actical advice on how to facilitate such role-playing 

Play normally and rely on players to de-play as if their characters can only use brief conununi&tbn. 
This is the simplest way to run an underwater advenhm or campaign and minimizff the work involved for bo 

However, such a method t e q k  a p u p  of dedicated de-players who are willing to place their characters into 
they, as players, can easily communicate the perils of any move to each other. 
Limit every player w h o m  a character that lacks magical assistance to speak only &two or +word senbences. 

frustrations involved in underwater communication 
Have players whose characters do not possess magical assistance cover their mouths when W g  underwater. 
cover their ears when listening. 

Although this may seem say at first, it dog convey the difficulties of unassisted undervater conversation. 

This method requires a lot of patience on the part of each penalized player. However, such limitations highlight the 







The ears of surface dwellers do not ell 
underwater. Complex communications are impossible at 
ranges beyond 10 fee-though adaptive magic, as 
described earlier, removes the restriction for the listener 
only. Simple communications, indudinz short, emphatic - 
tatemen& such as “help!” or ”look out” remain I 

Engaging m underwater combat is a dangerous and 
complex affair+speaally for land-dwelling 
adventurers. The difference in apparent weights and the 
greater resistance of water provide severe impediments 
to fighting styles developed primarily for use on land. 

Surface dwellers add four to their initiative rolls in 
hand-to-hand combat and suffer a -4 to their attack rolls 
when fighting underwater. In addition, the swirling 
c m n t s  and dim visibility of a watery environment 
prevents a warrior from receiving any attack or damage 
bonuses from weapon specialization-including 
multiple attacks per round. Certain magical effects- 
such asfree action-negate these penalties. 

Furthermore, only thrusting weapons are effective 
underwater, and even these often prove hard to use. The 
table on pages 92-93 gives statistics for the weapons 
listed in the Players’ Handbook when used underwater. 

WN D ERWATER MOVEMENT 
While underwater, characters must either swim or 

walk along the bottom. Nonprofiaent swimmers can 
swim at a rate equal to X their base land movement rate 
in yards per round. Proficient swimmers (characters 

While swimming, a character cannot easily change 
direction or perfonn any complicated action. Such 
aetions require successful Dexterity checks or they are 
delayed until the end of the current round. This can be 
quite inconvenient in a fight. A swimming character can 
fight (attacking foes to his front), but cannot g a b  items 
from a backpack, employ magical items, cast spells, or 
change weapons, without risking delay. 

Any character can walk underwater at a rate equal to 
onethird his land movement times 5 in yards per round, 
provided the character in question has a firm connection 
to a solid surface. 

SWIMMING A N D  E N D U R A N C E  
Character’s cannot swim indefinitdy. The limitations 

on swimming given in Chapter 14 of the Player’s 
Handbook apply to underwater swimmers @ut not to 
characters waking along the bottom). 

A character who can breathe underwater does not 
automatically drown if he fails a Constitution check or 
allows his Constitution SCOES to drop to 0 as noted m 
the Player’s Handbook. Instead the character cannot 
swim or walk more than 10 feet a round for one day. In 
addition, he cannot fight, cast spells, or use profiaenaes. 
All attaeks made against him gain a +4 attack bonus, and 
the character suffers a 4 penalty to all saving throws. 
These limitations last for one day. During that day, the 
character does not gain any hit points for natural 
healing, does not reeover lost ability score points, and 
does not lose any accumulated attack penaltie? (see PHB 
Chapter 14). 

Note that the recovery rates listed in the Players’ 
Handbook assume the character rests on dry land. 
Characters who can breathe water can rest underwater, 
but recover at only half the listed rates. Characters who 
have lost both Constitution and Strength points regain 
only 1 point in each ability for every day of rest. 

with the swimming proficiency) swim at a rate 
equal to % of their base land movement times 5 in 
ards. 
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I &@am (AN-gwill-ee-anz) resemble a aoss between a 

d,an and an eel. They have sinuous bcdies about 6 feet 
lcpg, the upper section of which bears two fleshy a p  
pbdages tipped with bony pincers. The angdiiam use 
$ese appendages as arms (the pincers can cut, crush, and 
&asp almost any living oyect) and forward fins. 

i Two short l e v d i n g  in wide, six-toed feesprout  
frbm the creams' flanks about two-thirds of the way 
d9wn their bodies. Beyond their legs, anguilkm bcdies pos- 
s+s flat tails fringed top and bottom with fins. 

~ In addition, the creatures have reptilian eyes and jawless, 
ciyulax mouths lined with row upon row of teeth. An@- 
idn snouts arr blunt, and they possess a pair of wide fins on 
a e  sides of their heads which 

~ An anphian's scaly body has a muddy brown hue with 
dbts or speckles of black and tan 

~ Anguiliians communicate through clicks, thumps and 
dhistles, just like sahuagin. In fact, t h e  creatures speak a 
dialect of the sahuagin tongue. Their chieftaim usually 
$ow the common tongue of surface dwellers (which they 

I 

spiny ears. 

tolerably well) and the racial tongues of one or two 
or marine races. 

qombat: A n m a n s  make swift attacks aimed at over- 
whelming the opposition. In addition, they possess senses 
a '  acute as those of their sahuagin cousins. When fighting 
s L , face dwellers underwater, anguiliians gain a +2 bonus 
t? their surprise rolls and impose a -2 penalty to their op- 
ponents' surprise rolls. 

z 
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c 
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Once an hour, anguduans can dart through the water ai 
rate of 30 for five minutes. They can use this burst of speed 
all at once, or in shorter bursts. However, once they have 
used their ex!m speed for five minutes, they must wait a fd 
hour before doing so again. 

In open water, anguiliians often form a loose sphere 
around their enemy: a few angudmns swim overheard, a 
few more attack from the front, rear, and flanks, and the ma- 
jority strike from Mow. 

Anpiliiam attack with their mouths, pincers, and tails. 
Their tails deliver a piledriver punch, while their pincers 
slice and crush. On a successful bite, an anpihian attaches 
itself to its opponent unless the o p p e n t  wears metal 
armor or has a natural Armor Class of 0 or better. Once at- 
tached, the anguihan automatidly drills into the oppo- 
nent for bite damage each round. (Anguiliians have been 
known to drill their way into large aeaturessuch as 
whales-and literally eat them from the inside out). Victims 
ofanan bite can dislodge the creature only by 
killing it, or tearing it away with a successful bend bars roll. 

While attached, an anguibn automatically rakes its o p  
ponent with its feet each round for an additional 2d4 points 
of damage. In addition, all attacks with its pincers and tail 
gaina +2 attack bonus. 

If unable to attach its mouth, an angdian can grasp its 
opponent with its pincers. If both pincers hit during the 
same round, the creature traps the oppo"ent, automatically 
inflicting raking and pincer damage reach round and gain- 
ing a +2 attack bonus with its tail and bite 

cal attack. However, all fire attacks inflict an extra 2 points 
per die of damage. Furthermore, the anguiliian suffers a -2 
saving throw penalty vs. fire attacks. Angdiians cannot 
abide bright light or frrsh water. When exposed to either, 
they must make a morale check or withdraw. 

M g  their rare forays ashorr, rmguiliians typically carry 
several stonetipped javelins, which they denh in their pincers. 

Habitat/society: Anguiliians live in-the sunless depths of the 
ocean. They typically dwell at depths between 1,800 and 
2;400 feet, +ng near the surface only at night to hunt. Some 
angdiiam even venture to the surface on moonless Nghts. 
However, the creatures limit such forays to brief raids on 
lonely islands or attacks on passing ships. 

The angdiian's social structure is a patxiadd hierarchy 
based on an elder chieftain (who has 5 Hit Dice). A n w n  
leaders are subject to challenge-just as sahuagin leaders. 
Unlike sahuagh, however, anguiliians do not have a rigic 
nobility system or a priesthood. 
hpihianformfreeswimmingtribesthatauisethe 

-an depths. The en& tribe remains mobile, with the fe- 
males carrying their eggs a l q  as they swim. Most an@- 
ian encounters will involve 5d4 adult males acting as scouts 
or hunters for the main group. There is a 40% chance that an  
ang01hiantribehas3d4marineeelsasguards. 

Anguiliians am conhpletely immune to all forms of electri- 

u Ecology: Anguiliians consume any flesh-including carrion, 
slain opponents, and their own dead. They regularly hunt 
p n t  squid, whales, and a vanety of fish Angduan meat is 
foully pungent, and not even the v~radous 
eat it sharks, luaken, and other monsters of 
so picky, and often prey upon anguillians 4, before the angdiiam can p~ey u p  them. 
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w vs. spell. Failure leaves the listener paralyzed 
for ld4+4 rounds. 

metimes the creature decides not to roar when attacking in 
natural form. Rather, it lunges at swimmers from below, im- 

posing a -3 p e d t y t o  its opponents’ surprise rolls. 
In melee, a nawidnehr’s jagged teeth and powerful jaws can 

tear away huge chunks of flesh, producing wounds that bleed 
profusely. A nawidnelu can swallow a man-sized or smaller 
creature whole on any attack roll that exceeds the minimum 
number required by 5 or more. For example, if a nawidnehr at- 
tacks a sahuagin (AC 5). it swallows the sahuagin whole on a 
roll of 9 or higher. 

Anawidnehr’s stomach can hold two man-sized creatures at 
once, or the equivalent volume of smaller creatures (about four 
small or eight tiny creatures). Swallowed victims suffer 15 
points of damage each round they remain inside the shark- 
were. A swallowed creature can wield natural claws or small- 
sized slashing weapons (type s) normally against the cream‘s 
internal Armor Class of 5. Larger weapons inflict only 1 point 
of damage per attack, plus any mcdifier for enchantment. No 
other damage bonuses apply. Victims escape after inflicting 20 
points of damage; only one half of this damage total actually 
applies against the ~widn&’s hit points. 

A ~ w i d n &  is harmed by only +1 or better magical weap- 
ons, or by weapons forged from cold iron. A swallowed victim 
can cut his way free with nom@ weapons, but no damage ac- 
crues to the ~widnelu  in the urocess. 
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