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INTRODUCTION

INTRODUCTION

T he medusa is most commonly met as a lone
figure in a dungeon, with the body of a
beautiful woman and her head covered by a
veil. “What in the world could that be?” asks the
party jokingly, as they pull out their polished mirrors
or avert their gazes, having seen through her disguise
at once. Sooner or later the Games Master stops
using medusas at all, since they can be so easily dealt
with, particularly once the party have access to a
stone to flesh spell to rescue the occasional character
unlucky enough to get petrified.

Medusas can be a lot more versatile than that. They
are found in all environments, from wastelands and
deserts far from civilization, to the very hearts of
human cities, but their own culture varies widely
according to their location. Those who live among
humans reside on a constant knife-edge, never sure
when they will be discovered, making lies, disguise
and trickery a way of life. The medusas of the
wilderness are often a far more savage group, yet
with a startlingly similar mindset to their urban
counterparts. Games Masters will find this Slayer s
Guide offers a variety of ways to make better use of
medusas, whether as highly organized and effective
foes or as ambiguous but powerful non-player
characters. A full understanding of what is, in human
terms, the decidedly warped medusa mindset can
bring a fascinating wealth of detail to any game.

Players will find this guide invaluable, whether they
are looking for ideas on how to defeat medusas in
combat, or advice on how to avoid being conned by
medusa rogues when doing shady underworld deals.
Because most medusas love beautiful and valuable
items, the rewards for taking them on can be enor-
mous — a subject that should gladden the heart of any
player! The dangers in any such undertaking are
manifold as medusas are highly organized and often
more tactically adept than humans. With the aid of
this Slayers Guide, a party of adventurers will be
noticeably better equipped to at least try to take on
this terrifyingly effective foe and the Games Master
will be better equipped to stop them!

THE SLAYER’S GUIDES

This series of supplements, designed for use in all
fantasy-based D20 games, takes an exhaustive look
at specific monster races, detailing their beliefs,
societies and methods of warfare. Typically, these
will be the races all but ignored by Games Masters
and players alike, who feel little fear or concern in
going up against such foes and little interest in their
society or character. The Slayers Guides can change
all that, breathing new life into old enemies.

MEDUSAS — DECEPTIVE
AND HORRIFIC
PREDATORS

Each Slayers Guide features a single race, in this
case the medusa. This book contains a colossal
amount of information on medusa physiology,
habitat and society, giving you a deep insight into
how this race exists and interacts with the rest of the
world. Players will learn how medusas behave in
combat and how they fit in to the criminal fraternity in
cities. Games Masters are presented with a wealth of
material to assist with integrating medusas into their
campaigns, including detailed descriptions of
scholarly studies of medusas and the accounts of
those who have faced them and survived. New
prestige classes allow medusas to focus on enhanc-
ing their serpent heritage, or live disguised as human
women, blending almost seamlessly into human
society. New feats allow you to tweak their capabili-
ties according to their preferred tactics and lifestyle.

Finally, a complete medusa lair is featured, to be
used as an extended encounter, the basis for a
complete set of scenarios, or just as an example of
how medusas live disguised and partially integrated
in human cities.
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MEDUSA PHYSIOLOGY

MEDUSA
PHYSIOLOGY

edusas have a truly horrifying appearance;
Mtheir bodies resembling those of beautiful

human women in proportion and shape but
covered with snake-like earth-coloured scales and
topped with a dread visage out of nightmare, a
warped and ugly reptilian version of a human head,
its hair replaced by writhing serpents. As might be
expected from such hideous terrors, their powers
match their looks; a gaze that can turn victims to
stone and poisonous bites from the serpents. Some
slight variation in specimens can be observed,
particularly with regard to height and weight, whose
range is broadly similar to that of a human female,
although every medusa appears to be in prime
physical condition, with naturally wiry tone to the
musculature. Colouring can vary through yellows,
oranges, greys, browns and even occasionally greens
and reds, but all with a natural, earthy tone. The red-
scaled medusa, for example, will be similar to red clay
or ochre in colour. Their scales are not particularly
thick but are astonishingly tough and durable,
capable of stopping a dagger thrust without discern-
able injury. Like all reptiles, they shed their skin
regularly. They resemble lizards rather than snakes in
that they shed only a part of their skin at a time —
either a limb, or the torso, or the head, or the serpents.

Several supposed accounts of the anatomy and life
cycle of the medusa exist, most notably that of Bax
and Glawker, that have obviously been written by
‘scholars’ who have not so much as seen a medusa,
let alone studied one. This is understandable
enough, given the inherent dangers of any interaction
with such creatures, but has led to a great deal of
fanciful nonsense being written about them, some-
times enhancing the old legends, sometimes going
too far in an attempt to debunk them. Various myths
tell of their magical origins; usually it is claimed that
their goddess Anath created them. In some stories
she made them from beautiful human women, as
punishment for their vanity, in others she fashioned
them from earth, to embody a living revenge against
the men she so hated. Anath’s character and her own
background are matters of speculation, even to
medusas, so it is unlikely the question will ever be
satisfactorily resolved.

Whatever their true origins, it is clear that those
origins are entirely supernatural. As magicians have
discovered, fresh medusa blood can be used as an
ingredient in a variety of magical items, potions and
even constructs. Legend has it that the blood that
issues from the medusa’s body can be used in life-
giving magics, including curative potions and the
creation of new magical creatures or constructs,
while that from her head or serpents is a deadly
poison that can be an ingredient in baleful and
malefic magical weapons and the like. Those
magicians who have experimented tend to be highly
secretive and keep the results of their work a closely
guarded secret.

DIETARY
REQUIREMENTS

Medusas are carnivorous by nature but do not
require a great deal of food. Almost all prefer to hunt
for their food, whether using their bows in the
woodland, or complex traps and intrigue in the city.
It is well known that they love beauty and that this
extends to beautiful food, particularly food that has
the added thrill of being prey. Some civilized medusas
disdain hunting, developing instead a taste for the
more sophisticated preparations of meat that can be
found in human cities. They often dine at the best
inns on fine cuts of lamb, goat or beef.

Many medusas eat humans; they don’t see this as
immoral or distasteful in the slightest. Such medusas
usually prefer to dine on handsome young males, so
that the experience is aesthetic on a visual as well as
gastronomic level. It is not unknown for them to
invite a lover over for dinner, not so much as hinting
he is to be the main course.
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Rumour has it that some bigger cities have specialist

eating establishments to cater for the gourmet tastes

of medusas and a few other intelligent creatures with
a taste for human flesh roasted, stewed or sautéed. If
such gruesome places exist, none have been uncov-

ered as yet.

LIFE CYCLE AND
BREEDING

Medusas are extremely long-lived, possibly even
immortal. They do not seem to grow weak or
become debilitated by age in any way; in fact, they
seem to get more powerful and viciousas they grow
older. Inevitably, medusas have little time for, or trust
of, human scholars, so little is known for certain. It is
quite possible that after a certain age they simply
vanish far beyond human sight, perhaps deep
underground or many leagues from civilization. In
any event, their reptilian ability to shed their skins
makes it almost impossible to discern their age. Every
medusa has the body of a young human woman,
albeit covered in scales, however many years they
may have been alive.

Their methods of reproduction are also shrouded in
mystery but persistent stories claim it to involve a
human male, a small male serpent and many bizarre
rituals. How much of this is truly necessary, and how
much is just tradition, is unclear, Certainly breeding
seems to be an unusual occurrence for medusas.
Young medusas are a fairly rare sight and it is clear
that many medusas never breed at all. Like true
serpents, they lay eggs, rather than carrying live
young, and it seems clear the process is physically
traumatic for the medusa. Medusas are generally
very selfish and the idea of risking their lives just to
reproduce is anathema to most. Only when they are
old and tough enough to be sure to survive laying a
clutch of eggs do they begin to feel an urge to do so.

|
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As might be expected,
medusas only ever bear
female young. Those
young are always
medusas, despite the
involvement of human
males in the reproductive
process. The only other
creatures that medusas
appear to be able to breed
with are fiends of various
kinds. Although scholars
classify the offspring of such
unions as ‘half-fiend, half-
medusa’, such a phrase is no
more meaningful to a medusa
than calling an ordinary
medusa a ‘half-human, half-
medusa, bit-of-snake’. If her
mother was a medusa, she
is a medusa too. Since
there are no male
medusas, this logic seems to make more sense than
that of the scholars, although for clarity we will
continue to refer to a medusa whose father was a
fiend as a half-fiend/half-medusa.

Medusas are reasonably protective of their young for
perhaps the first ten to twelve years. At about that
point they tend to lose interest. The young are left to
fend for themselves and, in most cases, remain
together as a covey of their own, with the strongest
hatchmate accepted as the de facto leader of the
brood. By this point the young will all be able to
speak good Common, hunt (in whatever fashion) and
disguise themselves as women, at least on a rudimen-
tary level. Their mother sometimes goes back to
whatever she was doing before but, in many cases,
the maturity of her children seems to signal a new
imperative in her, towards savagery and a primal,
primitive lifestyle. Many of the most ancient medusas
finish their lives as little more than animals, if incred-
ibly powerful and vicious animals.

In situations where the mother dies or is otherwise
separated from her brood before they mature, any
young that survive to adulthood will usually be
almost entirely savage. While exhibiting many of the
same attitudes and social structures as those
medusas who have been trained by their mothers,
they will usually have only a rudimentary, primitive
language of their own.
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MEDUSA
SOCIETY

any adventurers are surprised when they

discover how well ordered medusa society

tends to be. After all, this is a race whose
lives are frequently dependent on their ability to
masquerade as something they are not and who seem
to have a total disregard for human law. To a medusa,
there is no contradiction. They have no more than an
academic interest in human law. Disguise and
deception are so deeply ingrained into their culture
that most medusas find it astonishing and fascinating
that other races don’t also practise deceit as a matter
of course.

Understanding this apparent paradox is crucial for
any who would outsmart or defeat a force of
medusas. In many ways, medusas have the best of
both worlds. When it comes to combat, they react
with precision, using practised and carefully
considered tactics, rapidly responding to orders from
their leaders. In social interactions, they are highly
adaptable, convincing in their lies and willing to
promise whatever their listener wishes to hear if it will
aid or save the medusa’s life.

Medusa society is run by a system of contracts.
Although coveys are small, each will have a rigidly

o

defined structure and every member will know
precisely what her function is because everything will
be covered by their contracts with one another. Since
medusas are lawful creatures, they will abide by their
contracts even if it puts their lives at risk. It should
be understood that, although contracts are made
between equals, it is common practice that a leader
will be designated by the terms of the contract. Itis
rare to see any serious disagreement in a covey as to
who should be named leader. The ordinary members
of a covey will respect their leader and follow her
orders absolutely, but their welfare is in her hands
and, if she fails, there are usually terms in the contract
for her removal.

It is common for coveys to be composed entirely of
hatchmates, although the more civilized medusas are
increasingly willing to form coveys from different
hatches. In a covey which is all of the same brood,
the leader usually emerges early on in their lives and
is accepted unquestioningly by her hatchmates from
the moment their mother leaves them, or even sooner.
Even such close-knit coveys will have a contractual
structure, although if the medusas are of the more
primitive kind it will be unwritten and perhaps even
unspoken.

Dealings with other coveys are also done on a
contractual basis, though in many cases the contracts
are very short-term. This is common to medusas of all
kinds, whenever they come into contact with another
covey. In an urban setting, two coveys may agree to
divide the city into districts, with each group preying
or robbing only their own district or, in some cases,
two coveys may be able to assist one another more
directly. In the wilderness, coveys will come to similar
arrangements with regard to territory and may
occasionally make a short-term contract to co-operate
with the destruction of a particularly troublesome
group of humans.

Conflict between two medusas, whether in the same
covey or not, is rare; conflict between two coveys
even more so. There are few enough medusas
already without them fighting among themselves.
Disputes are a little more common, but are rapidly
resolved, either according to the terms of whichever
contract already binds those in dispute, or by
drawing up a new contract all parties can be satisfied
with.

Medusas who have a fiend as a father often end up
ruling other medusas, and sometimes seem to have
inherited the fiend’s mania for large-scale
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organization, in that they occasionally try to meld
together large numbers of medusas into one vast
covey. It is very rare that even the most charismatic
half-fiend/half medusa will persuade many more than
half-a-dozen medusas to agree to a contract to work
together on a long-term basis. More commonly, half-
fiends work as negotiators and dealmakers, respected
and trusted by a large number of coveys and having
various contracts with all of them. From such a
position, they are often able to build a far more
powerful organization than if they had attempted a
blatant power-grab.

OTHER RACES

Most of a medusa’s dealings with other races are
done while the medusa is in disguise. Few would
knowingly make an alliance with a medusa, since she
could choose to petrify them at any time without
warning. In addition, their reputation for trickery and
deception makes others still more wary of trusting
them to any real degree. A few bold souls will attempt
to deal with medusas but, unless they can be
accepted as equals, the medusas will have no
compunction about lying to them and
double-crossing them if it suits them. That said, any
medusa that freely agrees to a contract will keep it to
the letter.

Any medusa in disguise will feel particularly free to
break her word. One of the conditions of equality is
that anyone equal to medusas must be able to see
them as they truly are. Certainly, if you can’t see
through her disguise, you are almost always either
predator or prey. Even if you know she is a medusa,
and wish to arrange a contract between equals, it is
not unusual for a medusa to test your credentials by
attempting to petrify you. If you are able to resist,
you’re probably an equal. In most cases,
negotiations never get that far, because medusas feel
extremely threatened if humans or similar creatures are
able to see through their disguises, and generally
revert rapidly to primitive combat instincts!

The human criminal underworld is a place where
medusas can fit in without too much difficulty.
Depending almost entirely on the attitudes of the
local criminal hierarchy, they may be well known to be
medusas, or their true nature may be known only to
the leaders of major gangs or thieves® guilds, or they
may feel it best that none should know what they are.
Clearly, the medusas’ trustworthiness to other
criminals will depend largely on whether those
criminals know the truth since, as ever, the medusas

will not feel bound by deals made with those who do
not know what they are. Of course, the more
pragmatic coveys may come to accommodation with
the criminal fraternity even if the medusas do not
regard the criminals as equals. In this case, the deal
will last as long as it is convenient for the medusas
(which may be several years) and then end swiftly
and without warning,

@
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MINDSET

The keys to understanding the medusa’s mindset can
be found in three concepts: beauty, predation and

equality.

Medusas have a love-hate relationship with beauty.
They find it fascinating, wanting to acquire, possess
or even create it, but they feel almost as great a joy in
destroying it. This is particularly the case when the
beauty is a quality of some living thing. In most
cases, they would like to see it killed, whether to
enjoy a delicious meal, or take it to a taxidermist and
treasure it forever, finally perfected. With particular
care, they can manage to make one beautiful creature
fulfil all three uses. After all, living things have free
will, and so cannot be truly possessed until they are
no longer living; although occasionally a medusa will
keep a beautiful slave alive and tormented until she
gets bored, which may take several years.

Likewise, if a medusa is thwarted in her efforts to steal
a piece of artwork, she may just burn the entire
collection down; at least that way she gains some
satisfaction from its beauty. Some scholars theorize
that, in fact, medusas all hate beauty and are jealous
of it, but it seems just as likely that when they destroy
an art object they are simply giving in to their more
savage, predatory urges.

Medusas have always been hunters. They need meat
to exist and can digest no other food. Spending their
lives as either predator or prey seems to be
responsible for their astonishingly quick reactions in
combat. It is also a large part of the reason their
relationships with other races are almost entirely
based on deception. Such an attitude has always
been crucial to them, both to evade their enemies and
trap and kill their prey.

The medusas’ idea of equality is perhaps the hardest
aspect of their mindset to grasp and is bound up with
their concepts of prey and predators. Essentially, the
world for medusas can be divided into three
categories — medusa hunters, medusa prey and
medusa equals. In most cases, only other medusas
ever get classified as equals. For medusas, anyone
who is not an equal has to be deceived and/or killed.
They have no way to understand any other
relationship with another creature. It should be
noted, though, that a medusa’s idea of equality
simply means there is a potential to work with such a
creature. In most cases, civilized medusas will insist
on written contracts for any deal but a solemnly and
freely-given word will be sufficient if there is no time

or means to create written contracts. Although no
deal with a medusa could ever be binding under
human law, medusas have an almost reverential
respect for the power of the contract, and will expect
all parties to treat it with similar reverence, or suffer
the consequences.

The urban environment is an unnatural one even to
humans and those medusas who are drawn to it are
placed in a situation in which their instincts are
constantly overwhelmed. Essentially, their entire
lives are lived under the noses of a creature,
humanity, which is by turns their predator and their
prey. It is little wonder that urban medusas often
exhibit a paranoia verging on insanity, even in
medusa terms.

On average, medusas are a little more intelligent than
humans. This should be remembered in any dealings
with them, particularly when one considers that a
medusa of even slightly above-average intelligence is
considerably more intelligent than a typical human.
While most medusas conform more or less to the
stereotypes listed above, those rare medusas who do
not will tend to be of radically different alignment to
their kin and are most likely shunned by other
medusas.

RELIGION

Medusas found in human habitation can occasionally
be found worshipping (or in some cases, pretending
to worship) any of the human pantheon of gods. In
most cases, though, any medusas that are at all
religious continue to revere their own old dark
medusa goddess, Anath. Anath is many-faceted, as
befits a goddess worshipped by such a varied and
unusual race as medusas. She represents beauty and
horror, death and life, deceit and order, an apparently
contradictory array of qualities that is highly
confusing to human scholars who have attempted to
study her origins and worship. Her domains for
purposes of divine spells are Evil, Law, Death and
Trickery.

Most medusas have no particularly strong need for
religion, preferring to rely on their own strength and
guile and the assistance of their covey than the
uncertain support of gods and goddesses. Those
who do claim a religion often seem to do so as an
affectation, as though testing just how human-like
they can become, or as part of some complex status
game with their covey.

&l
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MEDUSA CLERICS

Clerics of Anath are scarce. Most medusas do not so
much worship her as fear her, perhaps paying her
their grudging respect as their ancestress. Few feel
any vocation as her clerics (and few human religions
will have a medusa cleric). After all, medusa life
revolves around the covey; there seems little point to
most medusas in becoming a cleric, when one’s entire
flock is likely to be at best three other medusas. Very
few medusas feel any need to convert others to
religious life, either, which removes another need for
clerics. In addition, most are so vain and selfish that
the thought of giving up their time to religious
activity is anathema to them.

That said, medusa clerics do turn up occasionally;
most commonly in the case of half-fiend/half-
medusas, who revere various devils and similar
entities and see their clerical training as an asset in
attempting to build up a powerful organization of

followers. An ordinary medusa who is a cleric will
either be a lone missionary preaching the word of
Anath, or another evil deity, to other medusas, or a
member of a small but devoted religious covey.

MEDUSA DRUIDS AND
MONKS

Medusa druids are even rarer than clerics, although a
few non-urban medusas follow this path, almost
invariably basing their religious practices and magical
abilities around snakes and other reptiles. These
sinister and savage priests are generally hated and
feared by human druids, who consider that such
creatures taint and desecrate nature, rather than
worship it.

They can often be found in landscapes of blasted
woods, petrified forests, stunted ferns or poisoned
rivers, surroundings much to their favour, especially
with the addition of a few statues.
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Perhaps surprisingly, many medusas find the way of
life and the spiritual beliefs offered by the path of the

monk to be more suited to them than that of the cleric.

This is because most medusas, like most monks, have
an inward-looking spirituality; that is if if they have
one at all.

There do not appear to be any medusa monasteries.
Rather, a high-level medusa monk will take on a small
number of pupils, as a new covey. These small

groups train their bodies and hone their self-
discipline with a pilgrim’s life. Once trained, a monk
will still have strong contractual and spiritual ties to
her teacher but may well join another covey with the
blessing of her teacher.

In combat a medusa monk will frequently close on her
opponent, waiting until she can grapple or trip them
before staring them in the face, ensuring the best
possible chance for her gaze attack to succeed.




HABITAT

HABITAT

edusas, like the humans and snakes they
Mresemble, can be found almost anywhere in

the world. Unlike snakes, they do not
appear to be cold-blooded, and so they do not suffer
from excessive heat or cold, at least no more than
humans do. They do not need an enormous supply
of food and are easily capable of killing almost any
creature to get what little they require. A medusa is
most likely to choose her abode because of personal
likes and dislikes, rather than some kind of biological
imperative.

Those likes and dislikes often draw her in to the lure
of human civilization. Where else but in a thriving
commercial centre can she be so near to beautiful
works of art, opulent fabrics and the other luxury
goods she craves? Where else but in a teeming
cosmopolitan city can she so easily pass without
comment among the various strange cultures and
disparate races that make up the city’s population?
The city is the natural home of many medusas. It
provides them with beautiful objects, places to hide
and humans to manipulate or devour. Others prefer
to live at the fringes of human settlement near to
remote villages they can terrorize or cow into
submission.

Many a covey of medusas has forced
local peasants to worship them as god-
desses. In this case, the medusas often
demand the sacrifice of the villagers’ most
handsome sons and have the local craft
workers spend all their time making things
of beauty for the medusas’ delight. Such
a community cries out for a band of noble
adventurers to rescue them from the
monstrous tyranny of the medusas, but
can the villagers’ very souls be saved,
now they have made deals and accommo-
dations with such creatures?

Finally, medusas can be found beyond the
reach of human societies, in the waste-
lands and wildernesses. These creatures
tend to be solitary, hating all company,
other than perhaps that of one or two of
their sisters. They are self-sufficient and
primitive for the most part, revelling in their
savage lifestyle as a struggle for survival. \
Some inhabit the ruinous cities of long-

forgotten nations, surrounded by decaying splen-
dour, eking out their days in a dream-like state of
reverie.

LAIRS

It is usual for medusas to maintain several lairs, each
in widely separated locations, and always be ready to
abandon any lair, even their main one. All lairs will be
well defended, often with traps or occasionally with
trained snakes and the like. The various lairs are
usually also well hidden or camouflaged so as to
escape detection.

Only one lair will have real valuables in it — the main
lair, usually so well hidden that even the medusa
herself rarely visits it for fear of being followed. The
main lair of a well-established medusa will be filled
with paintings, sculpture and other things of beauty,
often of enormous value. Secondary lairs and bolt-
holes will be hidden all over the medusa’s area,
generally with no more treasure than can be stuffed
into a bag for a quick exit. Medusas often add traps
specifically to destroy the entire lair when desired,
usually trapping and killing all their attackers within it.
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seeking to flee or bargain with her attackers rather

M ETH o D s o F than risk her death.
COMBAT

edusas are cunning and intelligent
Mopponents, often highly experienced in

treachery and deceit. Most try to avoid
combat unless it’s absolutely necessary in defence of
their lives, or their treasure. A few may be found as
elite hired killers but only if the rewards are excellent
and the risks can be minimized. Because a medusa or
covey of medusas will always attempt to establish at
least three different lairs, they can afford to treat each
lair as disposable.

They always seek to fight on their own terms,
generally as the aggressors. This, too, is bound up
with their reptilian instincts that all are either
predator or prey. When attacking, medusas

will use ambush, feigned flight and other

deceits against their enemies. Their main aim

is to get the conflict over with rapidly and

with as little risk to themselves as possible.

COMBAT AVOIDANCE
AND RETREAT

The medusa’s first impulse, if she has not
chosen the time and place of the battle, is to
flee, taking careful note of her assailants and
trying to slow them down any way she can. If
she has any servants or guard creatures,
these will be sacrificed to hinder her attackers.
At her leisure, she will track the party down
and deal with them one by one, particularly if
they have plundered anything from her. Even
if they only found one of her boltholes with
no valuables in it, she will often attempt to
hunt them, as they may still be on her trail.

Followers of the Way of Serpents (See the
Prestige Class section) on the other hand,
often enjoy melee combat and are well suited
for it, frequently throwing themselves into
combat with wild abandon. Savage medusas
may do the same but if they have not petrified
a majority of their attackers within a few
moments they are likely to attempt to flee. No
medusa will fight to the death if she can
possibly help it, however wild she may be,
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ARMS AND ARMOUR

It is extremely rare to see a medusa wearing armour.
Most don’t ever expect their opponents to get close
enough to start hitting them. If the fight is not of the
medusa’s choosing, she will flee; if it is of her
choosing, she will have it so well planned out that her
foes should be dead before they can inflict any
damage. The more primitive medusas, who may get
involved in melee combat by choice, tend not to have
access to crafted armour and will often consider it a
point of pride to rely on their natural scales.

Medusas are generally armed with shortbows and
daggers, anything much heavier than that would
impede their freedom of movement too much.
Sometimes those who hunt their own food may have
one or two heavier weapons but almost never a
two-handed melee weapon. With their high Dexterity,
many opt for weapons with which they can take the
Weapon Finesse feat, such as short swords or
rapiers. As ever, though, the Games Master should
bear in mind that most medusas are highly intelligent
and adaptable; they will be armed with the most
effective weapon they have available, taking into
account their capabilities and their plans.

They often take the same attitude with regard to other
items of equipment. A sledgehammer, for example, can
be very useful for disguising evidence of petrification
but can be dropped when combat starts and used
once the fight is over.

ON THE ATTACK

A medusa attack will be immaculately planned and
timed, devastatingly fast and effective and, at its
best, simultaneously highly ordered and extremely
flexible. Medusas see nothing to be gained by
playing with their food, unless they are in a position
of overwhelming strength. If at all possible, they
attack with such force and suddenness that all
opposition is crushed before it begins. Given their
small numbers, this often means they will wait until
their prey is separated before attacking. It is not
uncommon for a covey of medusas to wait for days at
a place their victim often visits alone, so as to ensure
this can be done.

Even when attacking, a medusa or covey will be
ready to break off and flee at a moment’s notice, well
aware that prey may turn predator in an instant.
Their escape routes will be well planned and scouted

out, perhaps with a trap or two on the way that they
can activate to discourage pursuit. This planning
has kept many medusas alive when it turned out that
their victim was not so defenceless as they’d
anticipated, or when the intervention of a powerful
bystander left their attack plan in ruins.
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WITH
MEDUSAS

s depicted in this Slayer’s Guide, medusas
Aoffer one of the most fascinating and deadly

challenges imaginable to any party. They are
naturally powerful and can enhance that power by
following almost any character class, including the
new prestige classes presented here. They are
intelligent, work together extremely well, and they
almost always have an escape plan for any situation.
Any party that just kicks the door in and expects the
medusas to stand there and be hit is in for a shock,
doubly so several days later when the creatures that
fled start tracking them down, one by one, and killing
them.

The main things to take note of when designing a
medusa covey are the nature of the contracts used by
the group (particularly the role each medusa plays in
the group), the general purpose of the group and its
plans for combat and combat avoidance. Medusas
rarely work with other creatures as the risk of
accidentally petrifying their allies is always present
but, occasionally, they will have charmed or coerced
cannon fodder.

PRESTIGE CLASSES

Medusas can be found as members of almost any
character class or prestige class, within reason. The
two prestige classes presented here are intended to
be used sparingly and occasionally, to create
something of a surprise for the party and to show
them a new facet of medusas. They should not be
over-used — it’s quite a shock for players to meet a
5th level medusa wizard for the first time, let alone a
high-level medusa rogue/sorcerer/guiser.

THE GUISER

Medusas who follow the path of the guiser have
chosen to try to integrate into human society as much
as possible, just as though they were human females.
Inevitabl their view of human society is extremely
warped and this is reflected in the special abilities
gained by guisers, which are based on the idea of
woman as subtle, deadly and treacherous.

Many medusas that become intrigued by art treasures
and similar valuables find themselves on the Way of
Women so as to more easily gain access to the
objects of their desire. They strive to be as adaptable
as true human women and so have learnt all manner
of useful powers, including one they borrowed from
their more primitive cousins the serpentines. These
new abilities are largely concerned with disguise and
with modifications to the gaze weapon which allow
them to operate with greater subtlety and
effectiveness in urban situations. Guisers always
have some prior experience as a wizard, sorcerer, or
similar arcane spellcasting class, and continue with
their arcane studies, if a little haphazardly, as they
follow the path of the guiser.

Guisers are essentially jacks of all trades, with a little
trickery and a lot of magic — just what is needed to
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survive and prosper in the big city. Their main
advantages come from their abilities in disguise.
Far more than most medusas, they are able to blend
with ordinary folk, even for extended periods of
time. Many live out their whole lives in human
cities.

Hit Die: d4

Requirements
To qualify to be a guiser, a medusa must fulfil the
following requirements:

Race: Medusa

Spellcasting: Ability to cast the change self spell,
and at least one Enchantment or [llusion of 2™
level.

Disguise: Ten or more ranks of Disguise skill.
Bluff: Ten or more ranks of Bluff skill.

Class Skills

The guiser’s class skills (and the key ability for
each skill) are Appraise (Int), Bluff (Cha),
Concentration (Con), Craft (Int), Diplomacy (Cha),
Disguise (Cha), Gather Information (Cha), Hide
(Dex), Intimidate (Cha), Knowledge (arcana) (Int),
Move Silently (Dex), Perform (Cha), Spellcraft (Int),
Spot (Wis).

Skill Points at Each Level: 4 + Int modifier

Class Features

All of the following are class features of the guiser
prestige class.

Weapon and Armour Proficiency: Guisers are
proficient in all simple weapons and shortbows
(normal and composite). They are not proficient in
any type of armour or shields. Note that armour
check penalties for armour heavier than leather apply

to the skills Balance, Climb, Escape Artist, Hide, J ump,

Move Silently, Pick Pocket and Tumble.

Spells per day: A guiser continues training in arcane
magic as well as gaining her new class features.
When each new guiser level is gained, the medusa
also gains spells as though she had just risen by a
level in an arcane spellcasting class she belonged to
before she added the prestige class. She gains no
additional benefits of rising a level in that class, such
as metamagic feats. If the medusa had more than one
arcane spellcasting class before she became a guiser,
she must decide which class to add a level to for the

purposes of determining spells per day, new spells
and caster level. Guiser levels are never added to
spellcasting levels of classes which use divine magic.

Quiescent Serpents: At 1 level, the medusa has very
much more control over her serpents than most, and
gains a +4 bonus to all Concentration checks to keep
her serpents quiet and motionless.

The Siren’s Gaze: The gaze of a 2" level guiser may
be used to charm or seduce a male character, rather
than petrify him. This is a free spell-like ability that
may be used instead of turning the character to stone.
He must make a Will save (standard medusa gaze
weapon DC) or be affected as by a charm person
spell. There is no limit to the number of times this
ability may be used each day.

Expert Guising: From 3" level onwards, guisers gain
a+2 Competence Bonus to all Disguise skill checks.

The Terrible Gaze: A guiser of 4" level or higher has
an additional power to her gaze — any who make the

Fortitude saving throw against being turned to stone
must make a further Will save (standard medusa gaze
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weapon DC) to avoid suffering the effects of a fear
spell. This is a free supernatural ability that is in use
whenever a medusa’s gaze is undimmed.

Torpid Serpents: At 5th level the guiser gains the
special ability Torpid Serpents. The medusa may, as a
move-equivalent action, cause her serpents to fall
asleep. They remain in this state until she rouses
them (as another move-equivalent action). While her
serpents slumber, she does not need to make a
Concentration check to keep them quiet and
motionless.

The Sibyl’s Gaze: At 6th level, the Guiser gains the
power to tell another their fortune by looking into
their eyes, instead of the usual petrification power. At
the medusa’s discretion, this can be either the
equivalent of a divination spell for the benefit of the
character concerned, or a vision of the character’s
death. In the latter case, the victim must make a Will
save (standard medusa gaze weapon DC) or die of a
massive heart attack where he stands. The Sibyl’s
Gaze is a spell-like ability that may be used only once
per day.

Forked Tongue: This ability, gained by guisers at 7"
level, is identical to the 4™ level serpentine ability of
the same name. Most guisers disguise their forked
tongues by one means or another, rather than
displaying them with pride as the serpentines do.

The Witch’s Gaze: At 8th level, any time another
character fails a save against the medusa’s gaze, she
may cast one of her spells (as gained by being a
sorcerer, wizard, or other arcane spellcaster) at them
as a free action, instead of turning them to stone, at
her option. This spell succeeds automatically with no

The Guiser

further saving throw. The medusa does not need any
spell components or gestures other than the gaze but
must fulfil all other requirements for casting the spell.
That is, a sorcerer must have the requisite Charisma
to cast a spell of that level, know the spell itself, and
have a spell of that level remaining to be cast; a
wizard must have prepared the spell, etc. There is no
limit to the maximum number of times the medusa can
use the Witch’s Gaze each day, other than the usual
limit by level on the number of spells she may cast. If
the spell would usually require a touch attack roll or
ranged touch attack roll, no such roll need be made
(the target having failed its saving throw is
sufficient).

The Slow Change: A guiser of 9th level or better has a
new, subtle weapon in her arsenal — she may choose
to have her petrifying gaze attack work slowly, often
over a week or more. This is astonishingly
intimidating to the victim, who will generally do
whatever she asks in exchange for her promise to halt
the process. On first failing his Fortitude save, a
small patch of flesh, usually on one limb, turns to
stone — perhaps one hand or foot. Each day
thereafter, he must make a further Fortitude save
(standard medusa gaze weapon DC). A failure results
in the entire limb turning to stone — if a leg, he can do
no more than crawl; if an arm, he cannot run and
cannot attack with that arm or anything held in it.
Each day after that, he must make another save or be
fully petrified. The medusa may halt the process at
any time, but it cannot be reversed without a szone to
flesh spell or similar. Ifthe medusa is killed before the
victim is entirely petrified, again the process stops
but is not reversed. The Slow Change may only be
used once per day.

Base
Class Attack Fort Ref Will
Level Bonus Save Save Save  Special Spells per day
2nd +1 +0 +0 +3 The Siren’s Gaze +1 level of existing class
4th 42 +1 +1 +4 The Terrible Gaze +1 level of existing class
6th +3 +2 +2 #5 The Sibyl’s Gaze +1 level of existing class
8th +4 +2 +2 +6 The Witch’s Gaze +1 level of existing class

+5 i +3 +7

The Great Guise

+1 level of existing class
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The Great Guise: The Great Guise is the ultimate
achievement of any guiser. She can change self three
times per day. This is a spell-like ability. It is treated
as the 1* level arcane spell of the same name, except
that the duration is up to six hours, as the medusa
desires — she can change back to her true appearance
at any time. The illusion is a little more complete than
change self, too — it even affects the sense of touch,
and Will saves to recognize it as an illusion may only
be made by those who come into close and prolonged
contact with the medusa. Even then, the Will save is
made at a —2 penalty.

SERPENTINE

Those medusas who feel a close affinity with their
reptilian heritage often follow the path of the

serpentine, sometimes known as the Way of Serpents.
They are often solitary hunters in the wilderness,
although occasionally a well-disguised serpentine will
be found in an urban area, perhaps acting as muscle
for a covey of more civilized medusas.

Serpentines are powerful and versatile in combat,
learning a fighting style specifically geared towards
making maximum use of the snakes that endlessly
writhe in place of their hair. In addition, they use their
own sinewy bodies to great effect, their scales
thickening like those of mighty wyrms and their limbs
twining round their foes in a deadly constricting
embrace. The more advanced serpentines learn to
milk the venom from their serpents, coaxing it off their
fangs and into vials, so as to use it to smear their
arrows or melee weapons. This can be a severe shock
to an unprepared party, expecting to easily survive a
hail of arrows fired by a medusa!

As serpentines grow older, it is said they spurn the
company of other intelligent creatures, even that of
their own kind. Preferring to cavort with the snakes
and lizards they so resemble, they begin to withdraw
further and further into the wilderness, their instincts
growing ever more primal. These ancient medusas are
rarely sighted, and best avoided when they are; but
for those willing to track such a creature to its lair, the
rewards are likely to be rich indeed. Even serpentines
still love beautiful and valuable objects of all kinds
and the older ones may have had several hundred
years to collect their hoards.

Hit Die: d10

W

Requirements

To follow the Way of Serpents, a medusa must fulfil
the following requirements:

Race: Medusa

Base attack bonus: +9

Feats: Weapon Focus (snakes)

Class Skills

The serpentine’s class skills (and the key ability for
each skill) are Climb (Str), Craft (Int), Hide (Dex),
Move Silently (Dex), Spot (Wis), and Wilderness Lore
(Wis).

Skill Points at Each Level: 2 + Int modifier

Class Features

All of the following are class features of the
serpentine prestige class.

‘Weapon and Armour Proficiency: Serpentines are
proficient in all simple and martial weapons and
shields but are not proficient in any type of armour.
Note that armour check penalties for armour heavier
than leather apply to the skills Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket and
Tumble.

Serpent’s Touch: At 1* level, the serpentine’s snakes
become faster and more independent, capable of
striking out at any who come too near. This is
identical to the feat Combat Reflexes, with the
additional attacks being usable only by the medusa’s
serpents, not by her hand weapon or gaze attack. If
the medusa also has the Combat Reflexes feat, the
extra attacks of opportunity from Combat Reflexes
may only be used with her hand weapon or gaze
attack.

Wyrm Scales: At 2" level, the serpentine’s scales
become thicker and harder, granting her a further +2
to her natural AC (for a total natural AC of +5). At 8th
level, she gains another +2 AC (for a total natural AC
of +7).

Serpent’s Guard: A serpentine of 3" level and above
can no longer be outflanked, as her snakes see all
around her and can react to attacks all around her.
Attempting to outflank her provokes an immediate
attack of opportunity from the snakes.

Forked Tongue: The tongue of a 4" level serpentine
splits and lengthens, like that of a serpent. Her sense
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of smell becomes much more acute (+2 bonus to Spot
anyone within 60°). In addition, she gains a
supernatural ability to lie convincingly (+2 bonus to
all Bluff checks).

Serpent’s Embrace: The embrace of a serpentine of
5" level or above is much feared. Like a huge
constrictor snake, she is able to wrap her entire body
around a foe if she successfully grapples them. This
gives her +2 to all grapple checks and allows her to
do d6 normal damage with a grapple, plus any
strength bonus as usual.

Venom Milking: From 6" level, the serpentine learns
to milk the venom from her serpents. She can do this
at most once per day. Each milking takes one hour to
do and yields 2d6 doses of venom, which can then be
smeared on the medusa’s arrows or melee weapons.
Typically, a medusa with this power will be armed with
2d4 poisoned daggers and 3d6 poisoned arrows at
any time.

Serpent’s Kiss: At 7" level, the serpentine’s snake
venom becomes significantly more potent, whether
delivered directly by the snakes, or milked by the
medusa and used to coat her other weapons. Its
initial damage rises to 1d10 temporary strength, and
its secondary damage to 2d10 temporary strength.

Serpent’s Gaze: The snakes of a 9" level serpentine
acquire the legendary serpent’s ability to fascinate
and bewitch onlookers. This is an additional gaze
weapon that affects all within 30 of the medusa; even
if they are behind her (the usual effects of averting
the eyes or blindfolding can counter this — see Core
Rulebook Il p. 9). Any who meet the snakes’ gaze
must make a Will save (standard medusa gaze weapon

The Serpentine

DC) or be Dazed (as the 1* level Arcane spell) for one
round.

Serpent Companions: At 10" level, the Serpentine
gains 4d6 Medium-Size Vipers and one 8HD
Gargantuan Viper as followers, These are not
intelligent, but will understand and obey simple
commands. Ifkilled, they will be gradually replaced at
a rate of one per week. All snakes acquired with this
ability are immune to the medusa’s gaze.

MEDUSA FEATS

Hard Venom

A few of the oldest medusas, steeped in alchemical
lore and with incredible control over their own bodies,
can imbue their serpents’ venom with terrifying
supernatural power.

Prerequisites: Age 150 years or more, Wis 15+, Con
15+, ten or more ranks in Alchemy, ten or more ranks
in Concentration.

Benefit: The medusa’s snakes’ venom now has the
following effects — initial damage: Paralyse for 2d6
rounds (saving throw as per usual for medusa
poison); secondary damage: Petrification (saving
throw as per usual for medusa poison). This damage
is instead of the usual damage to strength.

Snake Trance

Prerequisites: Cha 14+

Benefit: Any medusa with the Snake Trance feat may
attempt to entrance any reptiles she meets. This is a
spell-like ability that works in exactly the same way as
the 2" level bard/druid spell animal trance, except
that it only works on reptiles. It may be used at will.

Base
Class Attack Fort Ref Will
Level Bonus Save Save Special
2nd 12 3 i) Wyrm Scales (+2 AC)
4th +4 +4 +4 Forked Tongue
6th +6 +5 +5 Venom Milking
+8 +6 +6 Wyrm Scales (+2 AC)
+10 7 +7 Serpent Companions
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Snake Whispers

The sight of a medusa covered in snakes, hissing in
her ears and writhing all over her, is deeply unnerving
to most onlookers. What most do not realize is that
the snakes bring the medusa news and whisper
gossip to her.

Prerequisites: Cha 16+, Int 13+, Snake Trance
Benefit: Any time anything new happens in the area,
such as a party of adventurers traipsing through the
forest or asking the village’s citizens about their
mysterious veiled prophetess, the medusa may make
a Gather Information check with a bonus of +4. This
ability to communicate with snakes does not make
them any more intelligent than usual, so they may be
very literal in reporting what they saw. Snakes that
bring the medusa information will not fight for her or
otherwise serve her (unless there is some other
reason for them to do so, such as if they were among
the snakes drawn to her by her achieving 10th level
as a serpentine or if she has charmed them in some
way).

The Calling Eyes

The medusa with the Calling Eyes feat has a
fascinating quality to her every movement that pulls
the attention of all around her to her eyes. This is
particularly enhanced when she is dancing.
Prerequisites: Cha 15+, eight or more ranks in
Perform

Benefit: As a free action, the medusa may do a
swaying, writhing, snake-like dance at any time,
making a Perform skill check to see how effective this
ability is. Anyone attempting to avert eyes (see Core
Rulebook IT) must make a Will save (DC = the
medusa’s Perform check) each round or instead look
directly at her. The medusa’s swaying dance can be
done at the same time as her normal movements and
attacks — some observers believe it even enhances
such attacks.

The Subtle Call

Prerequisite: The Calling Eyes, Cha 17+, 12 or
more ranks in Perform

Benefit:This is an enhancement of the
Calling Eyes. The eyes of the medusa
who has mastered the Subtle Call
exert their fascination even on
those who cannot see any part
of her body, such as those
wearing blindfolds or

shutting their eyes (see Core
Rulebook IIT); they must
make a Will save (DC =the

medusa’s Perform check) or instead look directly at
her, even if that means pulling off the blindfold to do
so. Like the Calling Eyes, the Subtle Call only works
when the medusa is doing her swaying dance.

The Dreadful Gaze

The oldest medusas have an even more vicious and
dread power to their gaze than most.

Prerequisite: Medusa aged 200 years or more, Attack
bonus +12

Benefit: Any character turned to stone by the
Dreadful Gaze can only be restored by means of a
wish spell, rather than a mere stone to flesh. Even a
wish will not be enough if the character has been
petrified for more than a day, because the Dreadful
Gaze turns its victims to a soft, sandy stone that soon
begins to crumble away to a fine dust. If that occurs,
returning the character to normal takes two wishes —
one must be used to reassemble the statue and the
second to restore it to flesh.
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SCENARIO
HOOKS AND
IDEAS

edusas are best used against parties of 6th
Mlevel and higher, especially in a combat

encounter. They are all tough and,
because they are capable of gaining character levels,
an experienced covey of them can still be a challenge
even to a high level party. Several of the following
adventure ideas can be adapted for lower level
parties, especially if the party is sensible enough to
handle the situation with brains rather than brawn.

Medusas can perhaps be used to their fullest in an
urban setting, as many of the following scenarios
reflect, but the rest of this book has plenty of ideas
that should give you food for thought if you want to

run wilderness or dungeon encounters with medusas.

Perhaps the most important thing to bear in mind,

wherever your party encounter medusas, is that
medusas can be just as intelligent as humans and just
as likely to have contingency plans for every
eventuality. We’re not dealing with cunning-but-
stupid humanoids here; the leader of a group of
medusas will often be highly intelligent and more than
capable of using whatever magical or mundane
resources they have available.

STOP THE SMUGGLERS

Depending on their general reputation with regard to
the law, the players are approached by either the head
of a smuggling ring or the local harbourmaster. They
must break up another smuggling ring, which is
responsible for buying up much of the output of local
artists and craftsmen and sneaking it out of the city
by boat. Of course, it turns out the rival smugglers
are a covey of medusas, hoarding the best of the art
in their secret hide-out on a tiny island just off the
coast.

UNSUITABLE LIAISON

The party are contacted by a noblewoman whose son
has vanished. She knows he was romantically
involved with ‘some woman from the wrong
side of town, probably thieving scum’.
She had tried to convince him to break
off the relationship, and that was
when he disappeared. She knows
her son’s lover’s name, and the
area she lives in, but no more
than that. If the party can
bring him back, he can be
married off more
appropriately to the daughter
of another noble family. Of
course, it turns out that his
lover is a medusa.

THE
GRANITE
LIFTERS

A notorious and powerful
medusa has taken a terrible
toll on the local human village
for many years, turning all of
their most heroic folk to stone.
The villagers will pay the party well
to defeat the medusas in combat and
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to bring back the statues that were once their loved
ones,

GUARD DuUTY

The city’s richest art collector has just acquired a
number of rare bronze sculptures of the heroes of
times past. He offers the party a substantial fee to
guard them in his large town house for a week, while
he catalogues them and shows them off to a number
of his noble friends, both on private visits and at a
large masked ball he plans to throw at the end of the
week. After this, the party will escort the wagons
carrying the collection to the collector’s bank vault.
Inevitably, such a collection will attract a number of
would-be thieves, including at least one medusa in
disguise at the ball.

BRING ME THE HEAD OF
THE AMBER GOBLIN

A rich art collector, possibly the same one who
employed the party in the Guard Duty scenario, asks
them to steal a fabled piece of amber sculpture, ‘The
Gurning Goblin’, from the treasure vault of the city’s
ruler. They can keep any other treasure they find
there, so long as they give their patron that one
sculpture. He will provide them with a map of the
vault and some information as to its defences. In
addition to guards, traps, tricks and the like, the party
will need to contend with a medusa and her human
minions who are intent on stealing the same
sculpture.

| WANT BLOOD

A noted local alchemist and loremaster is offering a
sizable bounty for fresh medusa corpses. They
should be killed by bludgeoning weapons or spells
only, so as to keep all the blood in the body, and must
be brought to him within twenty-four hours of death
— he will use magical means to ensure he isn’t
cheated. He wants the corpses for their blood, so as
to experiment with its uses in the creation of magical
creatures and various alchemical processes. If he
succeeds with his experiments, this could begin a
whole new adventure, as the party have to deal with
the consequences of various bizarre magical monsters
running rampant through the city.

NoO HEART OF STONE

The party have recently been performing various
urban capers involving stealing gems, jewellery and
other valuables from the richer inhabitants of the city.
Over time, they develop an excellent working
relationship with one of the best fences of stolen
goods in town, a strikingly beautiful and magnetically
charismatic woman. One of the party is particularly
struck by her and she seems to take a strong interest
in him that he finds hard to resist — the best candidate
for her affections is a fairly innocent, good-aligned
character, played by a good role-player. In reality, she
is a disguised medusa, very well connected in the city
and very useful to the party. If she becomes involved
with one of them, and he discovers her true nature, all
sorts of dilemmas begin to appear — does he talk
about her secret with the rest of the party? Does he
risk jeopardizing their highly-profitable professional
relationship? Does he believe her to be irredeemably
evil because of her race? Of course, it is always
possible she has him under her spell by the time he
even starts wondering,.

THE LosT CITY

A scholar of vanished civilizations recruits the party
to go in search of the lost city of an ancient human
culture, reputed to contain a variety of fascinating
ruins. Aftera long and difficult trek through all
manner of unforgiving terrain, they may find the lost
city. A few of its human inhabitants remain, though
they have long since reverted to savagery. Their
leaders are a covey of ancient but somewhat
deranged medusas, who cannot bear to think that
their home city is no longer the capital of a great
empire. They live, half-dreaming, in ruined spires,
waited on by their barbaric subjects and still
surrounded by the decaying treasures of what was
once a powerful and wealthy nation.

THE LOST LOVE

A letter arrives, addressed to the most prominent
member of the party, whilst they are in between
adventures. The sender explains that she has a great
love for a woodsman, however she fears to reveal
herself to him lest he find her so repulsive he would
flee in terror. Her reason for sending is that she has
heard the party have some skill in solving problems
and desires their aid. The sender is, of course, a
medusa, though a druidic one, who genuinely does
feel affection for the woodsman. Whether it can be at
all reciprocated is another matter.
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SFINYS GANG

SFINEY’S
GANG

finey’s gang is a covey of three mid- to high-
S powered medusas, Sfiney herself and her

cohorts Methis and Urila. They have various
human allies and henchmen but their main business is
theft, not combat, so they have no great need for
muscle other than to protect their lairs. Sfiney’s gang
are specialists, stealing items of low bulk and high
value. Anything that appeals to them, they keep.
Goods that do not meet their high aesthetic standards
get sold for day-to-day expenses and to buy more
bulky objects of beauty. Most of the stolen goods
they buy and sell are dealt with by another covey of
medusas, a smuggling gang known as the Lapiz
Cabal.

The three of them tend to eat at good inns, or
occasionally Sfiney will go out herself to buy cooked
meat for the three of them and take it back to
whichever lair they are using. Their main lair has no
cooking facilities, so if they do decide to eat human
flesh for a change they tend to do so in their dockside
house, or go hunting from their wilderness cabin.

So as to get maximum use out of her spells, Stiney
and her covey tend to go to sleep late in the
afternoon and rise in the middle of the night, since the
best time for burglary is long after midnight. One of
her favourite tricks is to cast rarys telepathic bond
immediately before they sleep, because its long
duration means they will still have an hour’s use out
of it on waking. Most of their robberies are planned
to take less than an hour from leaving their lair to
returning home. So, if encountered on a job, it can be
assumed that the three of them are in constant
telepathic contact. They are extremely well practised
in working as a tight-knit team while the rarys
telepathic bond is in use so, to all intents and
purposes, they can think and act as one, even when
widely separated by distance. This is also the first
spell Sfiney casts if she has any hint that their lair is
under attack. It greatly increases the efficiency of the
gang both in combat and in robbery but, more
importantly, it allows them to know precisely when it
is time to retreat, even if they are spread out from one
another physically.

THE LAIRS

The Belfry

The group’s main lair is in the belfry of a long-
abandoned temple, between the temple district and
the slums. Itis a large but unremarkable building, well
constructed of thick stone and with a reputation for
being haunted among the few people who are even
consciously aware of its existence.

Occasionally, inquisitive children from the slums try
to explore it, and are frightened off by Sfiney’s
dancing lights or ghost sound cantrips. Less often, a
minor new religion may spring up and its priest
examines the possibility of renovating the temple. So
far, the gang have been able to murder any such
covetous priests or otherwise discourage their
attentions but they are aware that their home has
value, even if the value is small, so they are resigned
to the fact that they will likely have to abandon it
eventually.

Room Key

1. Entrance Hall

The outer double doors are kept locked by the gang,
but are in quite poor repair — DC 25 to pick the lock, or
treat as good wooden doors with 12 hp remaining for
purposes of breaking down. If Sfiney is in residence,
entering the entrance hall will trigger her silent alarm
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spell that she always casts in the centre of area 2.
She will always investigate if her alarm is triggered;
usually by casting clairvoyance on area 2. If she
thinks the party are a serious threat (which is very
likely, if there are more than six of them or if they have
expensive or obviously magical gear), she will
immediately put her escape plan into action (see
sidebar); if not, she will cast Rary s telepathic bond,
and the medusas will come down the stairs to the
north balcony (area 10), ready to fill the intruders full
of arrows (and fireballs, colour sprays etc). If the
intruders just look like local scavengers, she will try
to frighten them off with cantrips to make them think
the temple is haunted.

2. Main Temple

Clearly at one time this was intended to be a grand
room — it is large and has a very high ceiling,
extending up to the top of the next floor, with long
balconies (areas 10) visible along the side walls.
Eight great pillars support the arched ceiling. It is
empty of furniture save for the altar (area 7) — the
pews and similar items have been filched for firewood
generations ago. Like the rest of the ground and first

floors, the floor of the main temple has a fair bit of
random, valueless junk strewn about it. Rats make
their nests in the garbage but will scurry away from
any intruders.

3. Door to South Stairway

This leads up to the south-east balcony on the first
floor (area 10). Although the staircase is in fair
condition, the balcony beyond it has largely
collapsed into the pile of rubble (area 8). There was
once a route up to the belfry from here but that too is
now rubble.

4. Ruined Stairwell

The stairs up to the first floor have collapsed and are
now little more than a heap of rubble. Both Methis
and Urila can climb that route with ease (DC: 15 to
climb), but if Sfiney has a spider climb to spare, she
often uses that and lets down the rope ladder stored
at 4A for the other two. In many cases, one or other
of them will be in the lair anyway, in which case the
rope ladder can be let down. The rope ladder is coiled
under an old blanket.
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3, Private Temples
6. Store Rooms
7 Kitchen

These contain nothing but rubbish — a couple of
damp and rotted holy books from a forgotten religion
and some broken musical instruments in the temples,
and heaps of ordure and rotten food in the
storerooms and kitchen.

8. Rubble

At some point this side of the temple must have been
struck by lightning, or a siege engine, or powerful
magic. The roof and part of the wall are collapsed
into rubble, along with much of the south balcony. It
is possible to scramble over the rubble to enter the
building this way instead of through area 1, but doing
so will still set off Sfiney’s alarm spell if she is
present (see area 1 for details). Any character with
the Track feat can make a Wilderness Survival check
(DC 15) to identify reptile droppings on the top of the
rubble heap, which is directly below the ledge used
by the gang as a privy (area 15).

9. High Altar

A wooden structure, decayed and splintered and
covered in mouldering cloth, the altar is not useful for
anything other than concealment. The only reason it
was not looted for firewood years ago is that it is too
heavy and bulky to carry easily.

10. Balcony over Main Temple

These wooden balconies overlook area 2. The rails
are 4 ft. high and also made from wood. The northern
balcony is fairly structurally sound. On the other
hand, the remaining fragments of the southern
balcony are highly unsafe — a character who walks on
them and weighs more than 140 pounds, including
equipment, will cause them to collapse (DC 15 reflex
save to jump back onto safe footing, or else fall 10 ft.
onto the ground floor).

11. Stairs to Belfry

More rubbish is heaped around both sides of this
doorway. The medusas have been careful to ensure
the rubbish is much like that in the storerooms but
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Jjust underneath the top layer of rotted priests’ robes
and old wood are several pieces of dry wood and
paper and six flasks of oil, three on each side of the
door. The door itself is protected by a fire trap spell
(d4+9 damage), which, if it goes off, will ignite the oil
and rubbish, setting fire to both the balcony and the
stairwell within a matter of seconds. As might be
expected, all three medusas are attuned to the fire
trap and will not set it off by opening the door.

12.  Stairs from First Floor

These stairs lead up from area 11. The door at the top
is old but quite solid (treat as a good wooden door),
but Methis has fitted a new lock to it (DC 30 to open).
Each medusa has a key to the door.

13.  Belfry

The second floor (belfry) is filled with the booty of
twenty years spent stealing the most beautiful
objects the covey could find. Cloth-of-gold, cloth-of-
silver, silk, velvet and satin adorn the walls and
ceiling, several layers thick. The floors have hand-

woven exotic rugs covering the finest carpets. Every
piece of furniture is a carefully carved masterpiece in
unusual timber and precious metal. All around can be
found pieces of sculpture and paintings by some of
the most famous and celebrated artists the city has
seen over the last few centuries. Immaculately crafted
jewellery glistens on almost every surface. A trail of
pearls leads to a small heap of diamonds. It is more of
a nest than a home, though; no sane human could
want to live in a place like this. Weigh it in at the local
pawnshop, maybe, but not live in it. The
concentration of so much splendour in one room may
seem languid and sumptuous to Sfiney’s gang, but
it’s a little overwhelming, almost garish; as though the
occupants want people to think they have taste,
when in fact they have no idea.

Of course, the goods in the belfry could set up an
adventuring party for life. The medusas loved them
for their own sake and will destroy them with glee if
they think anyone else might get them (see the
sidebar Sfiney’s Escape Plan). Ifa fire does take hold
of this room (either spreading from the fire trap in
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area 11, or started deliberately by the medusas) the
fabrics and paintings will be ablaze in seconds. It is
likely that some goods could be salvaged from the
flames, but only the partially-melted precious metals
(to a value of about 2500 gp ) and the jewellery and
gems (worth hundreds of thousands more, but
probably leaving the place in Sfiney’s bag).

14.  EastStoreroom

The door to this room is locked (DC 25 lock). The
room itself is empty but there is a 2° ft wide hole in
the east wall, leading directly onto the roof of the
building (above the Main Hall).

15.  Ruined Stairwell

The door has another DC 25 lock. The wooden stairs
that once formed an alternate route up to the belfry
have long since collapsed, and the ledge that is all
that remains of the landing now has a crude wooden
privy built atop it, directly above the pile of rubble
(area 8).

16.  West storeroom

This has another DC 25 lock. Much of the roof is
missing and, as a result, the room is inhabited by a
small family of bats.

SFINEY’S ESCAPE PLAN

The medusas will be reluctant to abandon their haul,
but they will do so with barely a second thought
(other than ‘what a pretty bonfire all that finery
makes’) if they think their lair is seriously threatened,
or if they meet stiff resistance in defending it from the
balcony. They will attempt to damage their attackers
as much as possible but escape will be their first
priority. Sfiney’s teleport spell can take a total of 450
pounds with her, which is enough to get all three of
them away, along with their gear and a fair few of the
choicest valuables (all the gems and jewellery) from
the room. That is certainly their favoured escape
route; they will teleport to one of their other lairs (all
of which Sfiney knows well), probably the sewer
bolthole or the wilderness cabin (since anyone who
knows about the belfry probably knows about the
dockside house too). Before leaving, Sfiney will
throw a couple of vials of alchemist’s fire on the
valuables they cannot carry. If Sfiney is somehow
prevented from using the teleport spell, the group will
split up, Sfiney casting a fIy spell and going out
through the hole in the roof of area 16 then flying

west, Methis climbing out through the hole in area 14
and using the rope ladder to get down the east wall,
and Urila dropping down off the edge of area 15
(using her Slow Fall monk ability) and fleeing south
off the rubble. In this case, Sfiney will attempt to
assist the others in their escape too, perhaps by
providing stinking cloud to cover one and improved
invisibility cast on the other, depending on how
much time she thinks they have. They will meet up
again in the sewer bolthole and start to plan their
revenge.

OTHER LAIRS

Sfiney’s gang also has a two-storey terraced house in
the dockside area, a bolthole in the sewers beneath
the city and a wilderness cabin many hundreds of
miles from the city.

The dockside house is used for conducting business,
transferring goods to the Lapiz Cabal and so on.
Methis has worked hard to make it very secure (DC 30
locks and a variety of mechanical traps), but Sfiney
has avoided using magical traps on it so as to avoid
spoiling the fire trap surprise at the belfry. She will
still use spells such as alarm and arcane lock when
the group are conducting particularly important
business there. Only highly trusted associates of the
gang are aware of the house; dealings with others are
always done at a neutral location, often in the
dockside area again. Several of the other inhabitants
of the street are given regular payments by one of
Sfiney’s associates to keep an eye on the house,
whether or not the medusas are present there. Of
course, these people have no idea of the true nature
of the house’s owners. The Lapiz Cabal moor their
boats and have a warehouse building close by.

The sewer bolthole is very basic, with several weeks’
supplies of preserved meat but very little in the way
of home comforts. It is very well protected, with fire
traps and the like, as Sfiney reasons that the group is
in big trouble already if they have to use this place.
They will use it to lie low if attacked elsewhere,
spying on their enemies and trying to work out if they
should leave town or fight back on their own terms. If
they ever need to get out of the city quietly, they can
do so from here, by way of the Lapiz Cabal’s small
sewer-boats.

The wilderness cabin is extremely isolated, again very
well defended (including with fire traps), and highly
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unlikely to come into play. The gang keep it as an
absolute last-ditch hideout and as a place to go for a
change from the city. They will always teleport here,
so the distance is no problem to them.

USING SFINEY’S GANG

The gang are an important but little-known part of the
underworld life of the city. Many thieves and
smugglers will have heard of a capable all-female
gang of art thieves but few will have an idea as to
how to go about contacting them. Fewer still have
any clue as to the gang’s true nature and powers.
They are perhaps best introduced into a campaign
very gradually, with characters at first hearing of them
through rumour.

If the party is composed of that rarity, law-abiding
adventurers, a murder mystery may be the best way
to have them come into contact with Sfiney and her
group. One of the three may have become a little
careless, and petrified or poisoned the wrong victim
(perhaps the son of a prominent noble
family), in which case, the party are
contracted to find the killer. Ora
particularly important and valuable art
piece may be stolen, perhaps even a
magic artifact that is also an object of
great beauty, and the party are
tempted by the reward for its return.
Of course, the gang stole the piece (or
bought it from the Lapiz Cabal) and the
trail, if the party can follow it, leads to
the belfry or dockside house.

The classic twist on such an
investigative adventure is to use it for
a less law-abiding party who have
been caught at crimes of their own; the
stolen object (or murder victim) is of
such import that the authorities offer
the adventurers their freedom in
exchange for the party tracking down
the gang and bringing them to justice:
perhaps encouraged to do so by geas
or quest spells. If you do not want to
use one of the above ideas, a criminal-
oriented party may end up dealing
peacefully with the gang, probably
through intermediaries to start with. A
rogue character may even be sent by
his superiors in the Thieves’ Guild to

carry a message or package to the gang. Eventually,
they may come into conflict with Sfiney, either
through an underworld double-cross or gang war, or
simply by putting two and two together and realizing
just how much the gang’s accumulated treasure must
be worth, given the amount of time they have been in
business. On the other hand, they may find doing
business with the gang to be more profitable and less
risky than attacking them.

SFINEY

Sfiney is a little over a hundred years old, but looks to
be in her mid-twenties when made up to look human.
She’s extraordinarily intelligent, even for a medusa,
and will prove very difficult to defeat in any
meaningful sense. At the first sign of trouble, she
and her covey will flee, doing as much damage to
their attackers en route as is possible without
exposing themselves to any serious risk. Like most
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medusas, she constantly covets items of beauty but
she at least has the sense to recognize this potential
weakness in herself (if not the willpower to overcome
it). Wary of being tricked by humans, she knows that
Methis is an even better judge of character than
Sfiney herself, and so will ensure that Methis is
present (or at least watching from hiding) at any deals
that may take place. The two will sometimes break off
a discussion so that they can converse or, more often,
string out a negotiation over some time, allowing
them to investigate the other party and ascertain as
much information about them as possible.

The spells listed as ‘typical” are the ones she
generally has if she’s not doing a raid; a good mix of
offensive, defensive and general use magic, designed
largely to aid any defence of, or retreat from, one of
their lairs. If the group are carrying out a robbery —
and every time they do so, it is planned out to the
tiniest detail — she tends to carry a lot more
divinations, along with illusions and a few offensive
and defensive spells. She will ‘case’ any planned
target extensively many days before they carry out
their plan, again using her divination spells such as
scrying, arcane eye, clairaudience/clairvoyance,
and locate object. On the day of the robbery she will
once again visit the location to be certain that
nothing has changed before putting her plan into
operation.

Sfiney

Medium-Size Monstrous Humanoid

|6th level Medusa]/3rd level Diviner/6th level Guiser
Hit Dice: 6d8+9d4 (53 hp)

Initiative: +3 (Dex)

Speed: 30ft

AC: 16 (+3 Dex, +3 Natural)

Attacks: Shortbow +13/+7 ranged; or dagger +12/+7
melee, snakes +7 melee

Damage: Shortbow 1d6; or dagger 1d4+2, snakes
1d4+2 and poison

Face/Reach: 5 ftby 5 ft/ 5ft.

Special Qualities: Petrifying gaze (Fortitude save DC
21), poison (Fortitude save DC 17), Quiescent
Serpents, The Siren’s Gaze, Expert Guising, The
Terrible Gaze, Torpid Serpents, The Sibyl’s Gaze
Saves: Fort +6, Ref+11, Will +11

Abilities: Str 15, Dex 17, Con 10, Int 19, Wis 11, Cha
18

Skills: Alchemy +10, Appraise +12, Bluff +18,
Disguise +21, Gather Information +7, Hide +13, Move
Silently +17, Sense Motive +5, Spellcraft +20, Spot +8

Feats: Point Blank Shot, Precise Shot, Expertise,
Silent Spell, Scribe Scroll, Spell Focus: Evocation
Challenge Rating: 16

Treasure: Potion of cure light wounds x2, Scroll of
change self x 2, scroll of expeditious retreat, scroll of
improved invisibility, scroll of mage armour, lens of
detection, 1 flask alchemist’s fire, 3 tindertwigs, 1
tanglefoot bag.

Alignment: Lawful evil

Spells in Book: All 0"level, except disrupt undead; 1*
level: alarm, hold portal, detect secret doors, Identify,
change self, expeditious retreat, mage armour, spider
climb; 2™ level: arcane lock, colour spray, locate
object, summon swarm, see invisibility, 34 Jevel:
clairaudience/clairvovance, flame arrow, fireball,

[ly; 4" level: fire trap, arcane eye, scrying, improved

invisibility; 5" level: rarys telepathic bond, teleport

Spells Memorized (typical): 0"level: detect poison,
dancing lights, ghost sound, mage hand,

detect magic, read magic; 1* level: alarm, change
self, hold portal, expeditious retreat, mage armour,
spider climb; 2™ level: arcane lock, colour spray x 2,
locate object, summon swarm, see invisibility; 3™
level: clairvoyance, flame arrow, fireball x 2, fly; 4"
level: arcane eye, improved invisibility, scrying; 5"
level: teleport, rary s telepathic bond.

Familiar: Horpa; snake (viper); Tiny magical beast;
HD 15; hp 26; Init+3 (Dex); Spd 15 ft, climb 15 fi,
swim 15 ft; AC 23; Attack +16 melee (poison, bite);
Face/Reach 2° ft by 2° ft / 0 ft; SA Poison; SQ
Scent, grant Alertness, improved evasion, share spell,
empathic link, touch, speak with Sfiney, speak with
snakes; Alignment LE; SV Fort +5, Ref +8, Will +9; Str
6,Dex 17, Con 11, Int 10, Wis 12, Cha 2; Skills: Balance
+11, Climb+12, Hide +18, Listen +8, plus Sfiney’s
skills; Feat Weapon Focus (bite)
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MEDUSA
REFERENCE
LIST

eduas are almost as versatile as humans, and so
Mthis reference list cannot be anything more than a

starting point. It is intended more for occasions
when the Games Master throws a wandering medusa into
another adventure, than for scenarios where the medusa is
the focus of the action. In most cases the Games Master
will be better served creating new and unique medusas for
the party to interact with. However, this list covers most
of the typical classes and experience levels that will be
encountered in both urban and wilderness settings, so it can
be used with the scenario hooks in this book as well as for
random encounters.

Leader of a Powerful Covey

Half-Medusa, Half-Fiend

Medium-Size Outsider (Evil, Lawful)

|6th HD Medusa]/9th level Cleric

Hit Dice: 15d8+30 (97 hp)

Initiative: +5 (Dex)

Speed: 30ft, fly 30 ft (average)

AC: 19 (+5 Dex, +4 Natural)

Attacks: Two claws +14 melee (or dagger +14/+9/+4
melee), bite +9 melee, snakes +12 melee; or shortbow +17/
+12/+7 ranged

Damage: Claw 1d4+2; dagger 1d4+2; bite 1d6+1; snakes
1d4+1 and poison; shortbow 1d6

Face/Reach: 5 ft by 5 ft /5ft

Special Qualities: Petrifying gaze (Fortitude save DC
21), poison (Fortitude save DC 19), divine spells (domains
Death and Magic), turn or rebuke undead, spell-like
abilities, darkvision 60°, immune to poison, acid, cold,
electricity and fire resistance 20

Saves: Fort +13, Ref +13, Will +14

Abilities: Str 14, Dex 20, Con 14, Int 16, Wis 16, Cha 18
Skills: Bluff +13, Concentration +14, Diplomacy +6,
Gather Information +8, Intimidate +10, Knowledge (arcana)
+6, Knowledge (religion) +9, Listen +7, Move Silently +15,
Scry +15, Sense Motive +6, Spellcraft +13, Spot +12
Feats: Point Blank Shot, Precise Shot, Weapon Finesse
(snakes), Snake Trance, Snake Whispers

Challenge Rating: 18
Treasure: Double standard
Alignment: Lawful evil

Spells: (spell DC 13+ Spell Level): 0" level: create water;
inflict minor wounds (x2) mending, read Magic,
resistance; 19 level: bane, cause fear, divine favour, doom,

endure elements, entropic shield; 2" level: augury, death
knell, identify, shatter, spiritual weapon, summon monster
IT; 3" level: animate dead, dispel magic, invisibility purge,
speak with dead, stone shape; 4" level: death ward, lesser
planar ally, summon monster IV; 5" level: circle of doom,
plane shift.

Spell-like abilities: (DC 14-+spell level) Darkness 3/day,
desecrate, unholy blight, poison 3/day, contagion, blas-
phemy, unholy aura 3/day, unhallow, horrid wilting, death
touch

Serpentine

Medium-Size Monstrous Humanoid

[6th level Medusa)]/3rd level Ranger/6th level Serpen-
tine

Hit Dice: 6d8+9d10+30 (105 hp)

Initiative: +2 (Dex)

Speed: 30ft

AC: 17 (+2 Dex, +5 Natural)

Attacks: Shortbow +17/+18/+7 ranged; or scimitar +16/
+11/+6 melee, handaxe +16 melee, snakes +15 melee
Damage: Shortbow 1d6 and poison; or scimitar 1d6+3
and poison, handaxe 1d6+3 and poison, snakes 1d4+3 and
poison

Face/Reach: 5 fi by 5 ft /5ft

Special Qualities: Petrifying gaze (Fortitude save DC
18), poison (Fortitude save DC 19), track, favoured enemy:
Humans +1, serpent’s touch, serpent’s guard, forked
tongue, serpent’s embrace, venom milking

Saves: Fort +12, Ref +13, Will +9

Abilities: Str 16, Dex 14, Con 14, Int 11, Wis 12, Cha 13
Skills: Bluff +8, Climb +6, Disguise +8, Move Silently
+15, Spot +11, Hide +10, Wilderness Lore +9

Feats: Point Blank Shot, Precise Shot, Weapon Focus
(snakes), Improved Critical (scimitar), Power Attack,
Improved Bull Rush

Challenge Rating: 16
Treasure: Double standard
Alignment: Usually lawful evil

Guiser

Medium-Size Monstrous Humanoid

|6th level Medusal/4th level Sorcerer/3rd level Guiser
Hit Dice: 6d8+7d4+13 (57 hp)

Initiative: +2 (Dex)

Speed: 30ft

AC: 15 (+2 Dex, +3 Natural)

Attacks: Shortbow +11/+6 ranged; or dagger +9/+4 melee,
snakes +6 melee

Damage: Shortbow 1d6; or dagger 1d4, snakes 1d4 and
poison

Face/Reach: 5 ft by 5 ft/ 5ft

Special Qualities: Petrifying gaze (Fortitude save DC
19), poison (Fortitude save DC 17), quiescent serpents,
siren’s gaze, expert guising

Saves: Fort +5, Ref +9, Will +13
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Abilities: Str 10, Dex 15, Con 12, Int 15, Wis 13, Cha 16
Skills: Appraise +6, Bluff +13, Concentrate +8, Disguise
+15, Gather Information +7, Hide +6, Intimidate + 9,
Knowledge (arcana) +5, Move Silently +8, Scry +6,
Spellcraft +12, Spot +7

Feats: Point Blank Shot, Precise Shot, Weapon Finesse
(snakes), Dodge, Extend Spell, Scribe Scroll

Challenge Rating: 14
Treasure: Double standard
Alignment: Usually lawful evil

Spells per day: Known (7/5/3/2); Cast (6/7/7/5); De 13+
spell level

Spells known: 0"level: daze, ghost sound, light, mage
hand, mending, open/close, arcane mark, read magic;
1*level: hold portal, mage armour, identify, magic missile,
change self; 2™ level: arcane lock, fog cloud, locate object;
3 level: fireball, fly

Savage Medusa

Medium-Size Monstrous Humanoid

|6th HD Medusa]/6th level Ranger

Hit Dice: 6d8+6d10+12 (72 hp)

Initiative: +3 (Dex)

Speed: 30ft

AC: 16 (+3 Dex, +3 Natural)

Attacks: Longbow +15/+10/+5 ranged; or rapier +13/4+8/
+3, dagger +11/4+6 melee, snakes +10 melee

Damage: Longbow 1d8; or rapier 1d6, dagger 1d4, snakes
1d4 and poison

Face/Reach: 5 ftby 5 ft/ 5ft

Special Qualities: Petrifying gaze (Fortitude save DC
18), poison (Fortitude save DC 17), ambidexterity and
two-weapon fighting when unarmoured, track, favoured
enemies: Human +2, EIf +1

Saves: Fort +8, Ref +10, Will +5

Abilities: Str 13, Dex 16, Con 12, Int 10, Wis 11, Cha 14
Skills: Bluff +10, Disguise +10, Hide +9, Listen +6, Move
Silently +13, Spot +13, Wilderness Lore +5

Feats: Point Blank Shot, Precise Shot, Weapon Finesse
(snakes), Improved Two-Weapon Fighting, Weapon Finesse
(rapier)

Challenge Rating: 13
Treasure: Double standard
Alignment: Usually lawful evil

Spells: pass without trace

Urban Medusa

Medium-Size Monstrous Humanoid

[6th HD Medusal/4th level Rogue

Hit Dice: 6d8+4d6+10 (51 hp)

Initiative: +3 (Dex)

Speed: 30ft

AC: 16 (+3 Dex, +3 Natural)

Attacks: Shortbow +12/+7 ranged (or +10/+10/+5 using
rapid shot); or dagger +9/+4 melee, snakes +7 melee
Damage: Shortbow 1d6; or dagger 1d4, snakes 1d4 and

Face/Reach: 5 ft by 5 ft/ 5ft

Special Qualities: Petrifying gaze (Fortitude save DC
17), poison (Fortitude save DC 16), sneak attack +2d6,
uncanny dodge, evasion

Saves: Fort +4, Ref +12, Will +5

Abilities: Str 10, Dex 16, Con 12, Int 12, Wis 13, Cha 15
Skills: Bluff +15, Diplomacy +8, Disguise +15, Move
Silently +16, Pick Pocket +12, Sense Motive +3, Spot +16
Feats: Point Blank Shot, Precise Shot, Rapid Shot,
Weapon Finesse (snakes)

Challenge Rating: 11
Treasure: Double standard
Alignment: Usually lawful evil

Adult Medusa

Medium-Size Monstrous Humanoid

Hit Dice: 6d8+6 (33 hp)

Initiative: +2 (Dex)

Speed: 30ft

AC: 15 (+2 Dex, +3 Natural)

Attacks: Shortbow +8/+3 ranged; or dagger +6/+1 melee,
snakes +3 melee

Damage: Shortbow 1d6; or dagger 1d4, snakes 1d4 and
poison

Face/Reach: 5 ft by 5 ft / 5ft

Special Qualities: Petrifying gaze (Fortitude save DC
15), poison (Fortitude save DC 14)

Saves: Fort +3, Ref +7, Will +6

Abilities: Str 10, Dex 15, Con 12, Int 12, Wis 13, Cha 15
Skills: Bluff +11, Disguise +11, Move Silently +9, Spot
+10

Feats: Point Blank Shot, Precise Shot, Weapon Finesse
(snakes)

Challenge Rating: 7

Treasure: Double standard

Alignment: Usually lawful evil

Young Medusa

Medium-Size Monstrous Humanoid

Hit Dice: 3d8+3 (16 hp)

Initiative: +2 (Dex)

Speed: 30ft

AC: 15 (+2 Dex, +3 Natural)

Attacks: Shortbow +5 ranged; or dagger +3 melee, snakes
+0 melee

Damage: Shortbow 1d6; or dagger 1d4, snakes 1d4 and
poison

Face/Reach: 5 ft by 5 ft / 5ft

Special Qualities: Petrifying gaze (Fortitude save DC
13), poison (Fortitude save DC 11)

Saves: Fort +1, Ref +5, Will +3

Abilities: Str 10, Dex 15, Con 10, Int 10, Wis 11, Cha 14
Skills: Bluff +8, Disguise +8, Move Silently +8, Spot +6
Feats: Weapon Finesse (snakes)

Challenge Rating: 4
Treasure: Double standard
Alignment: Usually lawful evil
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards™). All Rights Reserved.

. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have
comnbuted Open Game Content; (h)” 'Dcnvnnve Material” means copynghtcd material
including derivative works and 12 (including into othcr P )
potation, modification, correction, d
compilation, abridgement or other form in which an cxlstmg work may be recasl.
transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell,
broad publicl displuy. it or otherwise distribute; (d)'()pcn Game Content™
means the game h and includes the method p and i
to the extent such content does not embody the l’roduct Identity and is an enhancement
over the prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stonen, storylines, pluts thematic
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1 dialogue, incid artwork, , designs, dep lik
formats, poses, concepts. themes and graphic. phologmphu and other visual or audio
representations; names and descriptions of ck spells, ench personalities,

teams, personas, likenesses and special abilities; places, locations, environments,

creatures, equipment. magical or supcmmuml nbllmu or cﬁ“ecls logos, symbols, or
graphic designs; and any other trad k or d trad k clearly i ified as
Product identity by the owner of the Product ldenlltv and which sp«:‘f ically excludes the
Open Game Content: (f) “Trademark™ means the logos, names, mark, sign, mouo dcslgns
that are used by a Contributor to identify itself or its products or the p
contributed to the Open Game License by the (onlnbulor (g) “Use™, “Used" or “Using™
means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You™ or “Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License
itself, No other terms or conditions may be applied to any Open Game Content distributed
using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.
4. Grant and Consideration: In ideration for agreeing to use this License. the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5_Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.
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8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of
this License, You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this
License.

10 Capy 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 o 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,

|3 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 Gume License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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presented in the file “card.pdf.” the Licensee (*“You") accept 10 be bound by the
following terms and conditions:

1. Copyright & Trademark

Wizards of the Coast, Inc. retains title and ownership of the d20 System trademark logos,
the d20 System trademark, and all other copyrights and trademarks claimed by Wizards
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2. License o use

You are hereby granted the non-transferable, non-exclusive, royalty-free license to use
the d20 System trademark logos, the d20 System trademark. and certain other trademarks
and copyrights owned by Wizards of the Coast in accordance with the conditions
specified in The Official Wizards of the Coast d20 System Trademark Logo Guide
version 1.0. (the “Licensed Articles™)

3. Agreement not to Contest
By making use of and/or distriboting material using the d20 System Trademark under the
terms of this License, You agree not to contest the ownership of the Licensed Articles

4. Breach and Cure

In the event that You fail to comply with the terms of this License. You will be considered
1o be in hreach of this License. Wizards of the Coast will attempt 1o notify you in writing
by sending a Registered Letter to the address listed on the most recent Confirmation Card
on file, if any. You will have 30 days from the date the notice (the “cure period”) to cure
the breach to the satisfaction of Wizards of the Coast. If no Confirmation Card is on file,

you will be considered 1o be in breach of this License immediately.

5. Termination
If, at the end of the cure period, the breach is not cured, Wizards of the Coast may
terminate this License without further written notice to You.

6. Effects of Termination

Upon ter ion, You shall i ly stop all use of the Licensed Articles and will
destroy any inventory or marketing material in Your possession bearing the d20 System
Trademark logos. You will remove any use of the d20 System Trademark logos from
your advertising, web site, letterhead, or any other use. You must instruct any company
or individual that You are or become aware of who is in possession of any materials
distributed by You bearing the d20 System Trademark logos to destroy those materials,
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7. Penalty for Failure to Comply with Termination Instructions

If You fail to comply with the Effects of Termination, Wizards of the Coast may, at its
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to the full extent of the law for breach of contract, copyright and trademark infringement,
damages and any other remedy available.
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any pre-existing material that complies with a previous version of the License.
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versions of this License will bear a different version number.
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You may transmit an updated version of the “card.pdf” Confirmation Card at any time to
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d20 System License Dept.
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Renton, WA 98057-0707

12. No maintenance or support
Wizards of the Coast shall have no obligation whatsoever to provide You with any kind of
maintenance or support in relation to the d20 System Trademark logos.

13. No Warranty / Disclaimer

THE d20 SYSTEM TRADEMARK LOGO FILES ARE MADE AVAILABLE ON AN
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Deceptive and Horrific Predators

The medusa is most commonly met as a lone figure in a dungeon, with the body of a beautiful
woman and her head covered by a veil. ‘What in the world could that be?" ask the party
jokingly, as they pull out their polished mirrors or avert their gazes, having seen through her
“disguise’ at once. With this book the jokes won’t last long.

Medusas are no longer a simple encounter in the dungeon; from their coveys, to desires and
goals, the Slayer’s Guide to Medusas peels away the legends and tall tales of this dread
creature, to reveal the depths of their deceit and cruelty.

Inside You Will Find:

Medusa Physiology: Discover the origins
and lifestyle of the Medusa, including the
tales of how they breed

Medusa Society: From the formation of a
covey, to their hatred and love of beauty.
Medusa society is an intertwined web of
contracts, find out how their deceits can be
countered

Methods Of Combat: Find out just how
Medusas engage in battle and make use of
far more than their gaze to overcome their
foes

Role-Playing With Medusas: Within this
chapter, Games Masters can discover just

how to portray Medusas to their players,
including an array of new Medusa Feats and
the dread Guiser and Serpentine prestige
classes.

Scenario Hooks And Ideas: Introduce
Medusas into your campaign through the
use of some easily adapted adventure ideas

Sfiney’s Gang: A complete Covey is detailed,
demonstrating just how Medusas can me
melded together into a threat for any cam-
paign, with detailed tactics and objectives to
be used as either a one off encounter or the
basis for far more.
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