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Hellfire Lanterns 
These are collapsible iron cages, with spikes on the interior that fill most of the space 
when the cage is in its stable configuration. For storage, they can be unhinged to create a 
flat circular disc that telescopes vertically when it needs to be used. After it’s fully 
expanded, the sectional hinges reverse, the spikes straighten out, and the cage can be 
slammed and locked into the outward form of a very large lantern. (1.5 feet diameter by 2 
feet tall). A door on the side is only operable before the cage is slammed shut.  
 
Hellfire Staff 
This masterwork weapon is in essence a 5 foot iron rod with a heavy duty hellfire lantern 
welded firmly to the end, like the head of a mace. Spikes protrude from this weapon, as 
with a mace. Such weapons trail fire while in use, and need to have their fuel replenished 
every hour. It takes a full round action to replace the fuel of this weapon, whatever that 
may be.  
 
 

Martial Weapon Cost Dmg (S) Dmg (M) Critical Range Weight1 Type 
Hellfire Staff  1d4+1d6 

(fire) 
1d6+1d6 

(fire) 
X3 (x2 

w/out fire) 
- 8 lbs Bludgeoning 

 
Hellfire Oil- Though the Hellfire staff is essentially a very novel weapon, configurations 
have begun to see use in Triskatariot whereby rags or sponges soaked in an alchemical 
concoction derived from lamp oil and alchemist’s fire replace the unfortunate creature, 
making it useful outside of Tobran. Hellfire oil burns for 1/2 hour, and bestows all of the 
effects of a demonic vermin’s carcass to the weapon, even burning underwater. Hellfire 
oil costs 40 gp per flask.  
 
Helm of the Bright Soul 
This helm is joined to a collar by a solid bar of gleaming alloyed steel and silver. It 
possesses the combined power of a Helm of Opposite Alignment and a Vorpal weapon.  



Unlike a Helm of opposite alignment, the only alignment this item will bring about is 
good, leaving the law/chaos axis unchanged. It only functions as long as the helm is on 
the creature, and upon being taken off, the creature reverts to its previous alignment.  

When placed on the head of an evil or neutral creature, a Helm of the Bright 
Soul’s collar wraps around the creature’s neck, and changes its wearer’s alignment to 
good, unless a will save vs. DC 28 can be made. Even if the save is made, once this helm 
is on, the collar will exert its vorpal effect automatically when the creature commits an 
evil act, decapitating the creature instantaneously. It takes one full round (and likely a 
grapple check) to lock the helm in place.  
Overwhelming evocation [good], necromancy and transmutation; CL 18th; Create Wondrous Items, Craft 
Magic Arms and Armor, circle of death, keen edge; Price 54,000 gp; weight 5 lbs 
 
Monsters 
Vadoghol, Hound  
Large Aberration 
Hit Dice:5d8+20 (38 hp) 
Initiative: +0 (Dex) 
Speed: 40 ft.  
AC: 13 (-1 size, +4 Natural) 
Base Attack/Grapple: +2/+6  
Attack: Bite +6 melee (2d4)  
Full Attack: Bite +6 melee (2d4) or claw +6 
melee (1d6)/ claw +1 melee (1d6) 
Space/Reach: 10 ft./5 ft.  
Special Attacks:- 
Special Qualities: Scent, Fear, Disease  
Saves: Fort +5, Ref +1, Will +2 
Abilities: Str 18, Dex 10,Con 18, Int 2, Wis  
6,Cha 3 
Skills: Balance +2, Climb +6, Jump +6 
Feats: - 
Environment: Any land (Ijamvhul & Hrum 
Vaat) 
Organization: Solitary, Pack (1d3+2) 
Challenge Rating:5 
Treasure: None 
Alignment: Always Neutral 
Advancement: 6d8-10d8(Huge) 
  
Vadoghol, Drudge 
Large Aberration 
Hit Dice: 3d8+3 (14 hp) 
Initiative: -3 (Dex) 
Speed: 20 ft.  
AC: 8 (-1 size, -3 Dex, +2 Natural) 



Base Attack/Grapple: +2/+7 
Attack: Punch +7 melee (1d6) or Bite +7 
melee (2d6) 
Full Attack:- 
Space/Reach: 10 ft./5 ft. 
Special Attacks: - 
Special Qualities: Disease 
Saves: Fort +2, Ref -2, Will +0 
Abilities: Str 20,Dex 4,Con 12 ,Int 1, Wis 
3,Cha 3 
Skills: Hide -1 
Feats: - 
Environment: Any land (Ijamvhul & Hrum 
Vaat) 
Organization: Any, 1 sentient handler per 6   
Challenge Rating: 1 
Treasure: Usually None 
Alignment: Always Neutral 
Advancement: 4d8-8d8 (Huge) 
 
Vadoghol are creatures created from human stock, most with the distorted features of a 
man, and the shape of some beast. They are sometimes called ‘Sundermen’.  

These unfortunate creatures are used as slaves and beasts of burden in Ijamvhul 
while Hrum Vaat uses them for these things as well as food. They are tortured beings, 
with just enough humanity remaining to realize that they should not be. There are dozens 
of types of vadoghol, each bred for a specific purpose. They are cattle, beasts of burden, 
and semiskilled laborers that are twisted into forms that allow them to perform their 
allotted tasks and not much else. Only one breed of vadoghol; called scribes, possess 
enough intelligence to be considered fully sentient.  

All vadoghol have several things in common. They are entirely hairless, they are 
deformed, and they are ugly. They are carriers of diseases, delivered through their bite, 
thus many are forced to wear muzzles in captivity. Their aberrant heritage causes many to 
have vestigial or superfluous limbs and useless organs.     
Disease (Ex): All vadoghol are carriers of Cradle Burn (page 150, Morningstar), though 
they are immune to it themselves. They deliver this illness on a successful bite attack (DC 
20, no damage; victim cannot bear or sire children). Vadoghol may also carry other 
diseases at the GMs discretion.  
Below are two of the most common types of vadoghol, drudge and hound vadoghol.  
 
DRUDGE 
Drudge vadoghol resemble apes, and have the same general proportions. They use all 
four limbs to walk, but can also walk relatively upright. They are docile, but powerful 
beasts, used as porters and pack animals. They can carry 1000 lbs. They usually have no 
treasure, but may have some that they were charged with carrying. Roll 1d4-2 to 
determine the treasure multiplier. A result of 1-2=no treasure, 3=standard, 4= Twice 
standard.  



Combat 
Drudge vadoghol are confused when thrust into combat, taking mostly defensive actions, 
or blindly lashing out. They cannot take a full attack, and will commonly take a full move, 
or simply cower when attacked. Rarely, they will willingly fight, when a mate or 
relatively kind master is threatened.  
HOUND 
Hound vadoghol are almost demonic in their appearance; they are the stuff of a child’s 
nightmare. Their twisted faces and canine bodies are horrific, and their sharp wedge-like 
teeth are brutal. They are commonly used as sentries, and for help in tracking prey.  
Combat 
Hound vadoghol are bred for meanness, and will always take a full attack.  
Scent (Ex): Vadoghol can tell if a living creature is hidden in a 40 ft. area, and can track 
creatures by scent (DC 10+2/hour after creature passed through). Otherwise this ability 
functions like the track feat.  
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Content originally distributed under any version of this License. 
 
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game 
Content You Distribute. 
 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name 
of any Contributor unless You have written permission from the Contributor to do so. 
 
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with 
respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected. 
 
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and 
fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 
 
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it enforceable. 
 
15 COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
 
System Rules Document Copyright 2000, Wizards of the Coast, Inc. ; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, based on Original Material by E. Gary Gygax and Dave Arneson.    
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