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Monsters

Ghoul’ound
The warped remnants of the followers of Lao T’zai, disdained

for their weakness and twisted into usefulness, the
Ghoul’'ounds are muscular beasts, their skins stretched to the
point of tearing and stitched together. They roam the Plateau
of Leng in packs.

Ghoul’ound: Init +5; Atk bite +7 melee (1d8+2); AC 15; HD
3d6; MV 60’; Act 1d20; SP diseased bite; SV Fort +4, Ref +4,
Will +3; AL C.

Diseased bite: Any creature taking damage from a ghoul’ound
bite may contract Leng fever (DC 14 Fort save). Leng fever
causes the victim’s body to slowly freeze and become
frostbitten. Affected creatures take 1 Stamina damage each
day and are constantly cold. The Stamina damage will not heal
naturally until the frostbite is reversed through the application
of magic. Sufferers of Leng fever do gain a resistance (1 hit
point) to any fire damage.

Leng Spider

Greatly feared across the Plateau of Leng, the Leng spider’s ice-cold chitinous body is propelled by its
crimson legs, each ending in wicked hooks. Highly intelligent, the spiders loathe spellcasters and will
attack them at their first opportunity.

Leng Spider: Init -2; Atk mandibles +3 melee (1d4+2 plus poison) or talon +3 melee (1d8+2);
AC 16; HD 3d8+2; MV 30’ or climb 20’; Act 1d20; SP webbing, poison (DC 13 Fort save or die); SV Fort
+2, Ref +2, Will +5; AL C.

Webbing: Leng spiders may spray icy webbing forth from their spinnerets. Treat as the spider web spell
with a result of 22. The webbing does 1 point of cold damage per round to any creature caught within.
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Patrons

Lao T’zai

Dark and dreaded patron to the T’cho-t'’cho people of the Plateau of Leng, Lao T’'zai’'s power is drawn
from dark gods that walked the earth before the time of man. Twisted deities such as Cthulhu and Hastur
aided him in his quest for unholy powers and now, accompanied by his dread ghoul’ound familiar, he
answers the call of the vilest wizards imaginable. His ritual must be cast atop a mountain, beneath a
moonless sky on a totally clear night. It is said that, during the time of the casting, the stars seem to wink
out one by one until none remain. Only then is the bond complete.

Invoke Patron check results:

12-13 Lao T'zai sends a chill wind to weaken one of the caster's foes. The chosen target suffers
2d5 blistering cold damage (no save).

14-17 The winds of Leng howl out of the spaces between the stars. The caster is unaffected but
all others (including allies) within a 20' radius of the caster suffer 1d7 points of frost
damage per round. The winds last for 1d5+CL rounds.

18-19 Lao T'zai rips open a portal from Leng, and a Leng spider (see Monsters) comes to the
aid of the supplicant wizard. The spider will remain for 1 turn or until slain.

20-23  The petitioning wizard is filled with the bloodlust of the T'cho-t'chos. His teeth elongate and
come to razor points. The wizard gains a bite attack (melee +2, 1d3 damage) and goes
into battle rage upon a critical success (as per DCC RPG crit table Ill, result 0). This
transformation lasts for 1d8+CL rounds.

24-27 Lao T'zairips open a portal from Leng and a pack (2d3+CL) of ghoul'ounds issues forth to
aid the caster. They will selectively aid the caster (taking 'suggestions' not commands) for
CL turns.

28-29 The darkness of the void issues from the very pores of the caster, exuding an inky, vile
darkness (treat as magical darkness) that drains 1 HD from all creatures within 10' of the
caster. This ongoing effect lasts for 1d3+1 rounds.

30-31 Lao T'zai tears open a portal from Leng and sends his personal familiar ghoul'ound to aid
the caster for 1d4+CL rounds.

Lao T’zia’s Ghoul’ound Familiar: Init +7; Atk bite +9 melee (1d10+4); AC 17; HD 5d6;
MV 60’; Act 1d20; SP diseased bite (DC 14 Fort save); SV Fort +6, Ref +6, Will +5; AL C.

32+ Lao T'zai himself appears at the side of the caster. Gazing upon one of the caster's foes,
the T'cho-t'cho shaman removes his ceremonial mask, revealing his visage to ONLY the
chosen target. If 5 HD or less, the target is immediately slain. If 6 HD or above, the foe's
current hit points are immediately reduced by half. There is no save.

Patron Spells: Lao T’zia:
Level 1: Hunger of the Wastes
Level 2: Fear Dust of Lao T’zai
Level 3: Chill Winds of Leng
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Patron Taint: Lao T’zai
When patron taint is indicated for Lao T’zai, roll 1d6 on the table below. When a caster has acquired all
six taints at all levels of effect, the caster becomes a ghoul'ound and is summoned to Leng.

Roll
1

Result

The dominant arm of the caster warps, his fingers elongating and becoming claw-like. The caster
gains a claw attack (+1 melee, 1d3 damage). On the second occurrence of this result, the caster's
other arm elongates and grows claws allowing the caster to dual wield his claw attack (and only
his claw attack) as per a halfling's dual weapon fighting. On the third and final occurrence of this
result, the caster's arms begin to swell with muscle, granting the caster a +2 bonus to Strength.
The spine of the caster begins to warp and bend forward, causing a 1 point reduction to Agility.
On a second occurrence of this result, the spine bends further, leaving the caster naturally facing
downwards unless effort is expended to look forward and further reducing the caster's Agility by
another 2 points. On the final occurrence of this result, the caster's spine bends in such a fashion
as to make bipedal motion no longer possible The caster must move by walking on both hands
and feet.

The caster develops a feral odor, like that of a hound. On a second instance the odor is enhanced
by the scent of rot and decay (causing a 2 point penalty on all Personality checks). On the final
instance the caster attains the odor of a dead and flyblown hound, the stench detectable at 30'.
This causes a -4 penalty to all Personality checks not involving the un-dead.

The flesh of the caster takes on a deathlike pallor and tightens across their body. This causes a 1
point reduction in Stamina and grants a 1 point bonus to AC. On a second occurrence of this
result the caster's skin tightens further, painfully splitting on their extremities. This damage ignores
magical healing attempts and the only solution is to stitch the skin together. This causes a further
loss of 1 point of Stamina. On the third and final occurrence of this result the mangled and
corpselike skin of the caster hardens, causing a 2 point penalty to Agility and a 1 point increase to
AC.

For each instance of this result, the legs of the caster grow shorter by 6", reducing the caster's bi-
pedal movement by 5'. Should the caster be forced into solely quadrupedal motion (as per result
2) each instance increases the caster's movement by 5'.

The face of the caster elongates into a snout, causes a 1 point reduction to Personality. On a
second occurrence of this result, the caster's entire head becomes that of a hound, causing a 2
point reduction to Personality. On the third and final occurrence of this result, the flesh of the
caster's head sloughs off, leaving only the bony head of a ghoul'ound with shimmering fire for
eyes. The caster's Personality is reduced by 3 (to a minimum score of 3).

Spellburn: Lao T’Zai

Lao T’zai enjoys the suffering of his devotees and supplicants. Power is not without price. When a caster
utilizes spellburn, roll 1d3 on the table below or build off the ideas below to create an event specific to
your campaign.

Roll
1

Spellburn Result

The caster collapses to the ground in agony, vomiting forth a torrent of hand-sized Leng spiders,
leaving him exhausted from the exertion (express as Stamina, Strength, or Agility loss). The Leng
spiders immediately scurry away, phasing through walls or floor, to grow and multiply in this world.
The caster develops frostbite on their exposed flesh (express as Stamina, Strength, or Agility loss)
causing CL points of Personality loss in addition to any spellburn damage.

The caster must swear to slay a number of creatures of equal HD to the amount spellburned or
suffer double spellburn damage caused by the angered patron. For a sacrifice to qualify, the
creature cannot have been summoned, and the caster must strike the killing blow with a
ceremonial blade consecrated for the act.

Lao T'zia is angered by the caster's apparent weakness. The caster gains 1 point of spellburn for
every two attribute points burned.
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Spell

Hunger of the Wastes

Level 1 (Lao T'zai)
Range Personal
Duration Length of meal
Casting Time | 1 round

Save None

General

The caster may devour a number of various substances to heal damage. On a
successful casting, the wizard may choose to invoke any effect of equal to or less
than his spell check, allowing a range of options with every successful casting to
produce a weaker but potentially more useful result.

Manifestation

Roll 1d4: (1) the caster's body thins to that of one suffering from starvation; (2) the
caster's body becomes morbidly obese, tripling in girth; (3-4) the caster's
appearance does not change.

Corruption Roll 1d6: (1-3) minor corruption; (4-5) major corruption; (6) greater corruption.

Misfire Roll 1d4: (1) caster violently regurgitates everything that they have eaten in the past
24 hours; (2) caster becomes nauseated and is unable to eat for 1d3 days; (3)
caster's mouth fuses shut for 1d4+CL turns; (4) caster instantly gains 100 pounds,
reducing Stamina by 1d3. Weight melts off at the rate of 10 pounds per day. Stamina
damage cannot heal until the weight is lost.

1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + misfire +
patron taint; (1-2) corruption; (3) patron taint; (4+) misfire.

2-11 Lost. Failure.

12-13 The caster may eat a handful of normally edible food and regain 1 hit point.

14-17 The caster may eat a handful of normally edible food and receive 1 HD of healing.

18-19 The caster may eat a meal of normally edible or spoiled food and regain up to 2 HD
(limited to caster level).

20-23 The caster may eat a meal of wood or dirt and regain up to 3 HD (limited to caster
level).

24-27 The caster may eat a meal of stone or metal and regain up to 4 HD (limited to caster
level).

28-31 The caster may eat a meal of gems or precious metals and regain 1 HD per 100 gp
value, up to 5 HD (limited to caster level).

32+ The caster may eat a meal of anything (including mithril or enchanted objects) and

regain up to 6 HD (limited to caster level).
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Spell Fear Dust of Lao T’zai
Level 2 (Lao T'zai)

Range 10' or more

Duration 1 round or longer
Casting Time | 1round

Save

Will vs. spell check

General

The caster creates a handful of dust that, when thrown at a target, causes great
terror.

Manifestation

Roll 1d4: (1) dust pours from the caster's eyes and into their cupped hands; (2) a
miniature dustdevil appears in the caster's outstretched hand, depositing a handful of
glittering dust; (3) tens of thousands of mite-sized spiders boil out of the ground,
scaling the caster's body and collecting in his hands; (4) black dust sprays from the
caster's outstretched hands.

Corruption Roll 1d12: (1-6) the caster is frozen in fear for 1d3+CL rounds; (7-8) minor
corruption; (9-10) major corruption; (11-12) greater corruption.

Misfire Roll 1d4: (1) nearest ally is overwhelmed by fear and must make DC 12 Will save or
be frozen in terror for CL rounds; (2) caster is blinded by the fear dust for 1d3
rounds; (3) targeted foe's courage increases, granting them a +2 on all actions for
CL rounds; (4) caster must make a DC 15 Will save or faint dead away.

1 Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + misfire +
patron taint; (1-3) corruption; (4) patron taint; (5+) misfire.

2-11 Lost. Failure.

12-13 Failure, but spell is not lost.

14-15 The caster may hurl the dust at a single target within 10'. Target must make a Will
save or be paralyzed with fear for 1 round.

16-19 The caster may hurl the dust toward up to two targets within 10'. A single target must
make a Will save or flee in terror. If hurled at two targets, victims must make a Will
save or suffer -1 to all actions for CL rounds.

20-21 The caster may hurl the dust at a single target within 30'. A single target must make
a Will save or be paralyzed with fear for 1d3+CL rounds. If hurled at two targets,
victims must make a Will save or suffer -2 to all actions for CL rounds.

22-25 The caster may hurl the dust up to two targets within 30'. A single target must make
a Will save or faint from terror. If hurled at two targets, victims must make a Will save
or be paralyzed with fear for 1d3+CL rounds.

26-29 The caster may hurl the dust in a cloud effecting up to 4 targets within 10' of each
other. Targets must make a Will save or be paralyzed with fear for 1d5+CL rounds.

30-31 The caster releases a cloud of dust that affects all enemies within 50'. Targets must
make a Will save or be paralyzed with fear for 1d8+CL rounds.

32-33 The dust encompasses the head of one target within 100, filling it with total terror.
Targets of 1 HD or less immediately die of fright; targets of 2-3 HD must make a Will
save or faint dead away; targets of 4 HD or greater must make a Will save or flee,
sobbing in terror.

34+ The caster releases a cloud of dust that affects all enemies within 100'. Targets must
make a Will save or faint from terror.

Spell Chill Wind of Leng

Level 3 (Lao T'zai)

Range Varies

Duration Instantaneous

Casting Time | 1 round

Save Reflex vs. spell check
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General

The caster points his finger at a target, utters the incantation, and directs an icy gust of
wind at the designated point. All creatures in the area of effect take damage unless
they succeed in a Fortitude save against the spell check DC, in which case they take
half damage. There is a 50% chance that non-magical liquids within the effect of the
spell may freeze solid.

Manifestation

Roll 1d4: (1) the caster's jaw unhinges, gaping open as a blast of freezing winds is
expelled from his lungs; (2) the caster's arms blacken with frostbite as gale force winds
surge forward from his hands; (3) a tear in reality opens upon the plateau of Leng and
icy winds blow through the rend in space; (4) the giant face of Lao T'zai appears in the
air above the caster and chilled winds blow from his pursed lips.

Corruption

Roll 1d8: (1) caster's hands and arms are blackened by frostbite; (2) the caster's skin
takes on a bluish pallor; (3) 2d5 of the caster's fingers are effected by frostbite and fall
off; (4) a small, invisible portal to the Plateau of Leng opens right above the caster and
remains open, blowing chill air and snow around him on a regular basis. There is a 1%
chance each day that the cold will freeze a liquid at an inopportune time; (5) minor
corruption; (6-7) major corruption; (8) greater corruption.

Misfire

Roll 1d5: (1) a small gust of wind strikes the caster for 2d3 damage; (2) a large gust of
wind strikes the caster causing 4d5 damage to the caster and all within 30' of him; (3)
caster's hands are frozen in a block of ice, causing 2d5 damage and resulting in a -2
penalty on spell checks for 1 turn; (4) caster is frozen in a block of ice, taking 3d5
damage, and is held in suspended animation until released; (5) caster suffers
blackened frostbite over the surface of his body causing extreme pain (expressed as a
-1 die penalty on all physical actions for 1 week).

Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint
+ misfire; (1-3) corruption; (4) patron taint; (5+) misfire.

2-11

Lost. Failure.

12-15

Failure, but spell is not lost.

16-17

The chill wind is a cone shape with a range of 10’ and a final width of 10’. All creatures
in the affected area suffer 3d6 cold damage.

18-21

The chill wind is a cone shape with a range of 20’ and a final width of 20’. All creatures
in the affected area suffer 4d6 cold damage.

22-23

The caster manifests to gusts of wind, each a cone shape with a range of 20’ and a
final width of 20’. All creatures in the affected area suffer 3d6 cold damage.

24-26

The chill wind is a cone shape with a range of 100’ and a final width of 30’. All
creatures in the affected area suffer 6d6 cold damage.

27-31

The chill wind is a cone shape with a range of 100’ and a final width of 40°. All
creatures in the affected area suffer 8d6 cold damage

32-33

The chill wind is a stream of icy air 500' feet long and up to 70" wide. The caster can
control the vertical and horizontal shape of the wind gust and can send it snaking into
the sky, around a corner, or down a pit. Creatures struck by the icy wind suffer 10d6
cold damage.

34-35

The caster generates a gale of icy wind that emanates from him in an arc up to 360
degrees. If the caster wishes to protect allies (who are behind him, for example), he
can limit the arc to less than the full 360 degrees; i.e., the wind could emanate in a 270-
degree angle and the rear 90-degree arc could be protected. The gust of wind travels
up to 400’ in all directions. Creatures caught in the affected area suffer 14d6 cold
damage.

36+

The caster calls forth a blizzard complete with snow, ice, and freezing winds. The storm
lasts for 1d4+CL rounds (no concentration required) or until the caster ends the effect.
The caster can protect a “bubble” centered around him and up to 40’ in diameter. All
other creatures within 1,000’ in all directions are affected. Those caught in the storm
suffer 6d6 cold damage per round.
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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.

1. Definitions: (a)’Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)’Derivative Material”
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)’Open Game Content” means
the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product 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; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (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. Offer and Acceptance: By Using the Open Game Content you indicate your acceptance of the terms of this License.

4. Grant and Consideration: In consideration 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.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or coadaptability with
any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

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 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless you have written
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for you to comply with any of the terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then you may not use any Open Game Material so affected.

13 Termination: This License will terminate automatically if you fail to comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Rules Document Copyright 2000 Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material
by E. Gary Gygax and Dave Arneson.
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