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Lower Planar Diseases

Good work, here are some comments and additions of my own, Heiner:

> Abyssfever is bad. 

Fevers are a must in the Abyss. It embodies what a tanar'ri stands for.

> Silver eyes are nasty as beings most often like them first.

Strange magical diseases. More like a curse or spirit gone awry.

> Mind demons are a telepathy disease. 

Something new. Perhaps more diseases unique to paramortals?

> Slaughtertongue turns your tongue into a self-conscious monster, trying to  

> slaughter you. Is hard for tongue, of course, but is annoying for being

Not at all. Tongue falls back in your throat, you suffocate, you die.

Epilepsy does this, too. Also, the same as the second.

Here's something I sent to the mimir's Lower Planes competition.

Excerpts from "Planes of Disease" from famous Dustman doctor Hikelliam, who

argues the that diseases are a right way to offer death, saying that artificial

means are not adequate to evolution.

The Crusher 

Originally from the Furnaces of Gehenna, this potent fungus is of magical bent.

Strangely enough it seems to affect even fiends that are of least or lesser

level, although they rarely die from such a malison. Contagion is made through

inhalation of the deadly spores that are found in some of the caverns.

The symptoms are quite quick to manifest and kill the victim. Excessive

bleeding from wounds is the first, as the body tries to fight off the fungi and

can't heal properly in the following two days. Next, comes intense pain in the

chest, specifically the lungs, and coughing for more one week. Note that some

of the fungi are expelled in this process, making it highly contagious. Third

come profuse swelling in the body, revealing brown fungi in between the tissue,

continuing to develop for another week. 

Should it not be treated in this point it is irreversible and the victim starts

being crushed from inside, with the fungi growing all over the organism,

destroying bones, organs and nervous system and death is just a question of

hours, longer and more painful to those of higher resistance. Actually, those

with regenerating capabilities suffer the effects all the faster at double or

triple speed. Fiends do not pass from the third stage and only die if weakened

by other means.

In my opinion anyone contaminated should be kept very far from Sigil or we

shall have another case of epidemy. The Harmonium are already voting for the

creation of a health division capable of enforcing this.

Fortunately I have been able analyze some possibilities of cure. Cure Disease

spells prolong suffering for more two days only and Cure light wounds and

similar cause it to hasten by one day and damage the victim. Those that feign

death also halt it for the spell's duration. Powerful spells like Wish and Heal

destroy it totally, but in the second case the afflicted person still must

eliminate the fungi from her body by other means. 

Fire and heat are useless in treatment and, again, hasten the development of

the fungus. However, cold of all sorts stop it altogether and ultimately

destroy it in some hours, but for a weakened person to survive the utter cold

necessary, magic will be needed.

Gray Maggots

'An yugoloth favorite to torture or control some unlucky berk' was what my

colleague in the Gray Waste told me when I started researching this bizarre

disease. Apparently another infestation case, the victim starts to develop its

name sake: gray maggots, like those that are found in the Blood War

battlefields and the contagion comes with contact with the rotting corpses in

these places. 

This one isn't lethal but only affects humans, halflings, githzerai and

githyanki. Elves and their descendants, as well as the strong dwarves and

bariaur are immune and others have an too alien organism to be affected like

genasi, modrons and fiends. Gehreleths and hordlings are an exception here,

with no apparent reason.  

Symptoms are very evident: maggots grow increasingly with each passing week

until they can be seen beneath the skin. Besides making the afflicted person

hungry, tired and hideous it didn't seemed to have other consequences. Until I

was told by this colleague of some infected victims that kept going back to the

Tower of the Arcanaloths. It is supposed that the yugoloths of greater ranking

are able to control the very maggots in a body, making it collapse in spasms,

and some unfortunate persons now are forced to perform services for them in

exchange for some relief and expelling of some maggots.

But this may be only speculation or rumors between the paranoid fiends.

Anyway persistent use of Cure Disease will kill them all and make them evacuate

in feces. Fire fruits from the Elemental Plane of Fire may cure it also, but at

a high risk. The fruit effects may be worse than the maggots, even lethal. But

again most people will not have the sense of maintaining a treatment, just

expecting immediate cure. To those this fate suits them well. 

Cipher's Doom

A rather curious affliction, it was given its name from its effects on an

exploration group of the Transcendent Order that was stranded in Cathrys. After

fighting hordes of hulking gehreleths, they entered a realm called Marana.

Attacked by the denizens of the acid jungle of the plane, they somehow were

infected by some strange kind of plant and the few that made it back showed the

strangest symptoms.

First and foremost the disease meddles with the metabolical processes,

accelerating them to unimaginable points. The victim cannot concentrate,  gain

a bonus of –2 to initiative and +2 to mind-affecting spells, like the members

of the Order, but he just does not stop the action trance, the person becomes

more and more active, to the point he cannot even speak clearly, and so on

until he dies from a collapse.

Treatment is unknown, but spells that force coma help attenuate the symptoms.

Yet, more research needs to be done.

Yellow Claw  

A tanar’ri disease, it has spread among fiends and humanoids of the Lower

Planes. First reports on the disease comes from an afflicted tiefling in Sigil

coming from Carceri. Contagion is made through blood infection, either by

parasites or exposure to contaminated blood.

Yellow Claw is characterized by yellow, thickened and curved claws with almost

complete stoppage of nail growth. A loss of cuticles may also be associated

with this syndrome. Loosening may cause loss of some of the claws. Humans,

tieflings and others are also affected, losing nails and in some cases fingers.

Cure may be found in a treatment with rare incenses found on Mechanus. A babau

mentioned that eating modrons may as well cure it, but that is an unlikely, if

not dangerous, possibility. The incense is expensive and is available in

Regulus at 60 gold pieces each, implying a total cost of 420 gp for a seven-day

treatment. 

Spitting Fire

Forgotten for more than a Ring of Cantrum (1,000-year baatezu ritual of

promotion for the unknowing), this disease is becoming again more common,

apparently rediscovered from the second Furnace, Chamada.  

Strange poison in the air cause victims to have frequent fevers. This is

followed by a thickening of the blood and heart difficulties. Those who might

have cardiac problems normally collapse. Blood is lost in saliva, sweat and

others, but slightly altered. Its color changes to that of orange lava and

damages anyone who touch it, hot and acid, including the victim. 

Most of the disease is spread in the air in Chamada, making it extremely easy

to contaminate anyone. Those who save vs. paralysis at –2 penalty, expel it all

after some hours of coughing, causing 1d6 damage, but stopping the disease. 

A Neutralize Poison will do if complemented by drinking much water, but not

Cure Disease. Nonmagical treatment is possible through very bitter razorvine

tea three times a day, until bleeding ceases.

Yellow Fever 

A prime fatal infection that causes damage to the liver, kidney, heart and

gastrointestinal tract. Major symptoms may include sudden onset of fever,

yellowing of the skin and hemorrhage. It occurs predominately in Carceri’s

jungles in the second layer and some other Abyssal ones. 

The disease is spread through bites of infected mosquitoes. Incidence of the

disease tends to increase with the Blood War battlefields as the mosquito

population increases to prey on the dying.

Yellow Fever has two cycles: the sylvan cycle in which mosquitoes primarily

spread the disease among forest-dwelling primates, bar-lgura, petitioners and

other humanoids, and the urban cycle in which the infection is spread from

human to human. Tieflings, dwarves and other resistant species are immune to

the disease.

Hordling Curse

From an ancient tome of planar diseases:

“This is an extremely rare inherited multi-system disorder with defects

affecting the skeletal; ectodermal tissue (nails, hair, and teeth); and heart

and lungs systems.

It is characterized by: growth retardation prior to and after birth; defective

growth of the bones of the skull along with complete or partial absence of the

shoulder blades; characteristic facial features; and/or abnormalities of the

fingers and/or toes. Characteristic facial features may include an extremely

small jaw, thin lips, sparse or absent eyebrows and/or eyelashes, and/or an

unusually short vertical groove in the upper lip. Abnormalities of the fingers

and toes may include absence or underdevelopment of the thumbs and/or the bones

at the ends of the fingers and the great toes. In most cases, infants with this

disorder experience severe feeding problems and respiratory difficulties. In

addition, affected infants may have heart defects (abnormal enlargement of the

heart). In some cases, feeding problems, respiratory difficulties, and/or heart

defects may result in life-threatening complications during infancy.”

The Hordling Curse affects only women. Some of the older hordling sometimes are

carriers to this unusual affliction, spread but contact. Women don’t show any

symptoms until they bear children in which case the description above

manifests.

Most magical cures do not work here and as a rare disease no standard treatment

is found. Some speculation in the mentioned book argues that it is possible to

revert it with some kind of atonement, but again the book is written by a

priest. The only case I treated was resolved with exposure to Positive

energies.

Sensate’s Scourge

A counterpart to the “Cipher’s Doom”, a sensory-affecting disease, much to the

dismay of the ‘life’-happy members of the Society of Sensation. Its origins lay

deep in the gloom of the Waste. A strange flower called Eyes of the Lady (of

Pain, of course), in reference to the its void-black color, yet mysterious

blade-like petals. It grows on the blood-soaked battlefields and is responsible

for the affliction of those that dare touch it or worse smell it. Although it

is said to have an ‘nice exotic taste’ it may result in death to those that

test it.

Initially, severe headache, vertigo, nausea and drowsiness make itself present.

In the following hours there is a rapid loss of vision, as well as the alerts

of the next symptoms. Whitening of the skin, eyes, hair and eyelashes with

consequent total blindness and loss of tactus. Other senses are then painfully

extirpated starting with smell, taste (and voice) and finally hearing.

Sensorial privation normally leads to suicidal tendencies if the victim does

not injure herself further by the lack of some senses. 

There is no known cure to this short of divine intervention or a very carefully

worded wish. Though cure is not always wanted. Many a bleaker self-induced this

state in order to try to control their growing insanity. Most get worse than

before and kill themselves. Some manage to make it, but many think it is not

worth the suffering.

A strange sage once told a tale of a powerful psionicist that wanting to

surpass his limitations visited an ancient ultroloth. The fiend told him that

evolution comes only from hardship and exposed him to the full effects of the

flower. Blinded, mute, dumb, deaf and feeling horrible pain, the psionicist

managed to surpass his limits and became the mightiest of all of them, moving

to live somewhere hidden in the Outlands. Whether true or not, the legend

persists, but few seem willingly to repeat it.  

The Four-Fold Plague

One of the direst I had the chance to learn of, the Four-Fold disease, named

after Gehenna and some of its effects, is almost always lethal. 

The Four-Fold Plague is a combination of 4 infectious diseases. They manifest

simultaneously and share immunities, making it brutal and hard to treat. The

first is a kind of tuberculosis that manifest violently and fast. The second is

an increased version of headache, resulting in bleeding from the ears and nose,

permanent loss of mental faculties and outburst of rage and convulsions. The

third is similar to leprosy, causing a kind of acidic corrosion of the skin and

other dermis, but not necrosis. The final assault to the organism is a ‘strange

kind of beacon of evil’, according to a witness, that attracts planar denizens

and expel in the air hallucinatory toxins.

Even fiends may die by this disease, but fortunately it is very rare, only

(in)famous. Those that suffer more have the better chance of survival,

unusually sturdy dwarves, lizard men and regenerating fiends last more and can

cope with some of the symptoms, but eventually it take its toll. 

Due to the many different attacks to the body, generic magic does not work.

Specific magic has limited usefulness. It help fight one of the symptoms, but

opens room for the rest. The most powerful magic is untried, like Wish, but

Clone prolonged a victim’s life some months. As soon as it finished growing,

the infections came back.

Leo

Another Domestic Encounter

Maidroid

CLIMATE/TERRAIN: Arcadia, sub-urban

FREQUENCY: Rare


ORGANIZATION:Guild

ACTIVITY CYCLE:
Any

DIET:
Special

INTELLIGENCE: Average

TREASURE: None

ALIGNMENT: LN, good tendencies

NO. APPEARING:
1 (1d8)

ARMOR CLASS:
10

MOVEMENT:
12

HIT DICE:
1+2 (10 hp)

THAC0:
20

NO. OF ATTACKS: 1


DAMAGE/ATTACK:
1d3 (1d2)

SPECIAL ATTACKS: Charming Kiss

SPECIAL DEFENSES: Resistant to Cold

MAGIC RESISTANCE: Immune to Illusions

SIZE: M (5 ft, 100 pounds)

MORALE:
Unsteady (5-7)

XP VALUE: Noncombatant (120)

Appearance: Maidroids appear as highly attractive Human 

females 5 ft tall and weighing 100 pounds. They have very 

fair skin and blue eyes; hair color varies, and can be 

Black, Blue, Gold, Green, Pink, Red, Silver, or White; 

hair is often long, but worn up. 

They dress as domestic servants.

Combat: The principle enemy of a Maidroid is dust and grime;

they also battle disorder by putting things away that are

left out on desks, tables, or counters.

Normally non-combatant in melee; if pressed, a Maidroid

might hit someone with a broom. 

(S9 D11 C10 I10 W10 CH14)

They are unaffected by normal cold, take half-damage

from Magical cold, and Double damage from Magical Fire;

Maidroids automatically see through all illusions,

and continuously perceive Auras as per the spell 

"Wizard Sight" (Tome of Magic, M3).

They are immune to attacks employing Positive energy,

do not eat, and drink only water. They employ

air only for speech, as they also do not respire.

The special attack of a Maidroid is covered below.

Habitat/Society: Maidroids live to serve; each has one 

specific master to whom she is completely devoted.

When a Maidroid first selects a Master, she establishes

a telepathic linkage with him (or her) that has a Planar

range and provides her with an always active ESP

focused on his thoughts alone; this is used to better

understand and satisfy his wishes. A Maidroid can

also communicate verbally in her Master's native

language - only the native language, even if he 

knows several. If a Maidroid loses her current Master

(perhaps he leaves the Plane), she loses the ability

to use language; if she acquires a new Master, she also

acquires his native spoken language. Maidroids are

never literate.

A Maidroid enters the service of a Master by giving

him (or her) a very deep kiss. (This allows her to 

acquire a tissue sample from his cheek.) The telepathic

linkage is established in the following round, and the

subject is immediately Charmed with respect to the 

Maidroid, regarding her as a trusted servant.

A Maidroid servant is considered a Henchmen, and counts 

against Henchmen limits; a mistreated Maidroid is the 

same as a mistreated Henchmen.

Ecology: Maidroids consume Positive Energy, which they 

receive from their Master's Aura; Maidroids use their

Aura Sight ability to select a Master with a Strong,

Positive Aura. Proper diet requires the Maidroid to 

remain within 5 feet of her Master for at least four 

hours over 3 days; a Maidroid who is growing hungry

will appear very affectionate, plastering her body

against that of her Master at every opportunity.

A Maidroid who is not fed within 3 days will lose

her linkage and is likely to select a new Master.

A Maidroid is not able to consume Positive Energy 

from other sources, nor can she benefit from healing

spells; an injured Maidroid recovers one hit point

for every eight continuous hours in her Master's Aura

(within 5 ft of him, typically). Maidroids are 

sexually frigid, interested in nothing beyond 

a kiss and a cuddle; they cannot reproduce.

Variants: Maidroids are a variant of the common Simulacrum;

as such, they are Magical Constructs. 

- -Galen

The Complete Book of Half-Tanar'ri-Humanoids

Half-Tanar'ri-Humanoids revisited and new

Hiya!

I've made some changes (immunities and level limits, mostly) to

the Tanarcokra and the Alagh'ri, and I've also made a new beast:

The Rutterbastard. I'll be VERY thankful for any comments, as

already said in the first mail (of which I got one comment up to now ;) ,

so to make sure I'm not repeating the same mistakes in all of the

humanoid-tanar'ris I make up...

Ah, it's you again!

've been fascinated by my reports on Abyssal critters, ye were? 'could

go on with 'em, 'f course, but it's gettin' borin' now. Okay, I'm in a

talkative mood 'day, so Grendle the Genial's going to tell you 'bit

about half-tanar'ri.

Ye've heard about cambions and alu-fiends, have ye? Berks, ye're clueless

if you think they're all. The tanar'ri are individuals, and their children

are maybe even more varied then 'em. Cambions 'n' alu-fiends are quite

common 'coz that's what often comes out if a succubus or incubus mates

with a human, elf, or somethin' like that. But 've ye ever been thinking

why a cambion should be the result of a chasme and an illithid? 've seen

such a beast once - I admit it was magically produced, as illithids're

genderless, but nevertheless, it didn't even SLIGHTLY look like a cambion.

Hmm, yeah, I'll be especially nice to you clueless today, and 'll make

my report more organized so 'at you can find the info you need faster.

Might help you when meetin' one of these cutters some day.

Tanarcokra

Right guess, berk, this one's a mixture of an aaracokra with a tanar'ri,

actually a vrock. See, vrocks are bird-like, so why should 'ey prefer

human-like mating partners? In regions where ye find many vrock, chances

to meet a tanarcokra aren't actually bad.

The size of the tanarcokra varies between five and eight feet; they've

a wingspan of more than seven meters, a long, dark grey beak that somehow

looks too large for their flat head, and grey-brown feathers. Some male

tanarcokra have varying feather colours - it's always dark grey, but they

might show a tend'ncy towards red, orange or yellow. Their arms and

their wings seem to be "melted" together, but 't seems they get along

w'th it quite fine. Their hands're a bit crippled, though - they can use it,

but their fingers seem to be a bit degenerated. They're very, very good

at using their feet, though - even better than a normal humanoid could

use his hands.

Tanarcokra have ability scores; they get a bonus of 2 points to Strength,

but a penalty of one point each to Constitution and Wisdom.

Minimum/Maximum:

Strength: 7/20

Dexterity: 7/18

Constitution: 5/15

Intelligence: 3/18

Wisdom: 2/17

Charisma: 3/18

Tanarcokra rarely have classes, but they can become fighters or rangers

of up to 14th level, and priests or mages of up to 12th level, and thiefs

or bards of up to 8th level. They can choose any normally allowed class

combination.

Combat: Don't try to surprise these half-fiends, fools. You'll fail. And

don't rely on darkness; they've got 60 feet infravision.

When on a hunt, the tanarcokra love to attack from a distance, flyin'

high over their enemies and attacking with bows, spears or spells. When

they're forced to melee combat, they still use the first possibility to

get up into the air and attack from there. Clever cutters, they're.

The tanarcokra tend to concentrate on one enemy when they gotta fight a

group, giving only so much attention to the rest of the group as is needed

to avoid bein' slaughtered or the vict'ms escaping. 'course, ol' Grendle

made THEM escape, but that's another story...

The tanarcokra attack with their two hand claws (1d8 points of damage) and

their beak (1d4 points of damage). The latter's not as effective as it could

be - seems it's too heavy for 'emselves, an' they got problems usin' it right.

They're good fighters, and attack with an initiative bonus of two points

(thus, an M-sized tanarcokra rolls with a d10 and only adds one point to

initiative). Ye should also make sure you don't come into contact with 'eir

feathers, 'coz them are full of tiny spores. If ye touch them, prepare for

a disease in the comin' days.. actually, it looks as if razorvine's sprouting

from your skin, jus' without the razorsharp leaves. You suffer 1d3 points

of damage per day from it, and 'at damage isn't restored by any means before

ye haven't done somethin' against that stuff. And no, cure disease doesn't

help. "Bless" or holy water kills the stuff, though - but it's still on an'

under yer skin, then.

If a tanarcokra feels he's losin', he usually uses his horrible scream.

Believe me, ye've never heard somethin' like that: It nearly pushed the

sense of hearing out o' my ears (everyone in 30 feet radius has to succeed

a system shock roll or become deaf), an' you feel quite dizzy afterwards

(constitution check to avoid a penalty of two points to initiative in the

next round).

The vrock's legacy also includes some spell-like abilities. The fiends'

dance of ruin seems to have merged with the aaracrokra's air elemental

summoning ability. The aaracokra need a shaman for that, but the tanarcokra

don't. A bunch of five tanarcokra is enough to start the dance, an' they

can also dance in the air. After a round, an air elemental with maximum

hit dice appears (actually formed from the Abyss itself, and with chaotic

evil alignment), and it's eager to kill anyone in sight. Problem for the

tanarcokra is, they're not protected from it. They always try to make sure

it appears among their enemies and gets killed before it comes for them..

If a tanarcokra of at least 6th level takes part in the summoning dance,

he is allowed a saving throw vs. spell. If this succeeds, the mage manages

to control the elemental, if just barely.

Tanarcokra can also cast darkness once per hour, detect magic by touch

(they still have to activate that ability, though), and cast "charm person"

once per day. They tend to have a couple of "friends" around to help 'em.

All tanarcokra 're immune to all types of gas and poison.

Habitat/Society: Funny thin' about the tanarcokra is, they actually live in

families. There's all-time intrigue an' they're often fightin' each other,

but they rarely kill one of their family, and they work perfectly together

against enemies. Other tanar'ri tend to avoid'em because they know how well

these beasts work together, and how clever 'ey fight. Still, they live in

th'Abyss, and noone's safe there..

You'll never meet a tanarcokra in a city, berk, for they love their freedom.

They hate any kind of imprisonment, and actually become weaker and even die

if imprisoned for too long. They love to hunt near cities, though, for 'ey

get a nice variety of food there.

Ecology: The tanarcokra are the birds of prey of the Abyss. While the

vrock are true tanar'ri and involved in the politics and society of the

Abyss, the tanarcokra live in their primitive family-societies, carin'

for nothin' but their freedom and nourishment.

'f course, some tanarcokra have made their way out 'f the Abyss, and these

ones are different. Well, not always, but often. Most of 'em are still

evil, and I've seen a bunch of 'em in a war with aaracokra, but I've met

one who actually was a priest of Zeus. Hey berks, they're denizens of

th'Abyss, and they become what 'ey want to.

Climate/Terrain: The Abyss

Frequency: Uncommon

Organization: Family

Activity Cycle: Any, but sleep 8 of 24 hours

Diet: Carnivore

Intelligence: High (12-14)

Treasure: I (family hoard)

Alignment: Chaotic Evil (in the Abyss)

No. Appearing: 1-12

Armor Class: 2

Movement: 12, Fl 12 (C)

Hit Dice: 4+2

THAC0: 17

No. of Attacks: 3

Damage/Attack: 1d8/1d8/1d4 (plus strength-bonus)

Special Attacks: Disease, initiative bonus, scream, summoning dance,

attack from air, spell-like abilities

Special Defenses: Never surprised

Magic Resistance: 25%

Size: M-L (5-8 feet tall)

Morale: Steady (11-12)

XP Value: 9.000

Alagh'ri

This offspring of the yeti-relative Alaghi with Bar-lgura truly looks

fearsome, berks. But don't get cheated: If ye survive the first few

hits, ye spill their blood easily. At least, I did.

The alagh'ri are covered in thick, long, brown fur all over their body

(even the face), and they got horrible fangs (which they fortunately only

use to eat, not to bite). Their broad shoulders 'd make a Harmonium officer

become jealous, and their chest looks as if they'd just swallowed a big

barrel. Their powerful claws are the worst, though: They're sharp, large

and strong, an' hurt accordingly.

Alagh'ri have ability scores; they get a bonus of 3 points to Strength,

but a penalty of three points to Intelligence.

Minimum/Maximum:

Strength: 15/21

Dexterity: 3/17

Constitution: 12/18

Intelligence: 2/13

Wisdom: 3/16

Charisma: 3/16

Due to their alaghi-legacy, they gain a bonus of seven points to their

hit points in general; good constitution scores might improve this even

more.

Only the most intelligent alagh'ri have classes. They can become fighters

without level limit, or thiefs of up to 12th level. With maximum intelligence,

they can also become fighter/thiefs of up to 10th level each. Those alagh'ri

with a high Wisdom score can also become priests of up to 13th level.

Combat: Alagh'ri often ambush lone victims or those traveling in small

groups. 'ey love to use their thief abilities for that. They can move

silently as thiefs (30% chance) and perfectly adapt to any surrounding

(95% chance, as hide in shadows). The bad thing 'bout this is, they don't

even have to concentrate on this - it just works.

When 'ey ambush ye, prepare for a sudden, hard strike with one of their

claws - and try not to run away then (the first strike acts as a fear

spell). If ye can't avoid, prepare to run into some kin' of simple trap

the alagh'ri has set up. These beasts aren't intelligent, but 'ey are

cunning.

These berks are immune to cold, suffer only half damage from electricity,

and receive two saving throws against any poison (one saving throw if

normally none is allowed).

Habitat/Society: Alagh'ri are lones who live to kill. They're predators,

an' wanna be nothin' else. Some tanar'ri want 'em to be somethin' else,

though, and try to force 'em into servitude. It's a hard thin' to force

them to do ANYTHIN', though, and they always try to break free again,

often killin' some innocent people who just happened to be there (well,

we're talkin' about the Abyss, so cut "innocent").

Ecology: The alagh'ri are predators in th'Abyss, but sometimes a big bunch

of 'em is forced to form a group and sent into the Blood War. 'course, none

of these beasts return, but against the lower baatezu, 'ey seem t' be quite

effective. Especially since 'ey love to devour their enemies, thus preventin'

the nupperibo from regenerating all th' time.

Climate/Terrain: The Abyss

Frequency: Very Rare

Organization: Solitary

Activity Cycle: Any

Diet: Carnivore

Intelligence: Low (6-8)

Treasure: Nil

Alignment: Chaotic Evil

No. Appearing: 1

Armor Class: 3

Movement: 6, Climb 6

Hit Dice: 4+7

THAC0: 20

No. of Attacks: 2

Damage/Attack: 2d8/2d8 (plus strength bonus)

Special Attacks: Thief abilities, fear (at first hit)

Special Defenses: None

Magic Resistance: 5%

Size: M (5 to 6 feet tall)

Morale: Elite (12-13)

XP Value: 4.000

Rutterbastard

If ye see one of 'ese bloods, take yer time before you judge 'em. They're

the offspring of the Bastards - who look like an insane mage's melted a

whole bunch of humanoids into one creature - and the deformed Rutterkin.

Now, ye got a creature that's a deformed cripple, a hodgepodge of races

that's simply WRONG, and the beast's know it. They feel it, w'th every move

they do, as pain strikes their body. Skin that's too tight and nearly tears

apart when moving, bones that are too thin or simply malformed, this 'n'

more is jus' normal for these poor sods. An' with all those nasty creatures

around them 's well, it's no wonder they become full of hate and bloodlust.

Then again, some o' them are wise enough to learn s'mething from their pain,

and they actually become good, or at least neutral. Sit down, berk: I've even

seen some Rutterbastard paladins.

Rutterbastards have ability scores; they get a penalty of one point to every

ability score. Rutterbastards of lawful good alignment and extreme devotion

to both the cause of goodness and law and their particular deity can become

paladins.They need a strength of 12, a constitution of 8, an' wisdom of 15

to become paladins; you'll never meet a charismatic one o' these bloods, so

'ey don't need any particular ability score for that. The rutterbastard

paladins always behave extremely friendly, though, even if 'ey are talkin'

to evil people.

These paladins give in to goodness and law so much that even most other

paladins look like evil sinners besides them. Rutterbastards have the blood

of chaotic evil in their veins, and they lived the first part of their life

in the Abyss. They know what pain and suffering means, and they know how

easy 't is to get corrupted by such experiences. Rutterbastard paladins

fight evil wherever they can, but 'ey also show mercy of such extremes it

could give a celestial a pause.

Minimum/Maximum:

Strength: 5/16

Dexterity: 5/17

Constitution: 7/17

Intelligence: 2/17

Wisdom: 2/17

Charisma: 1/7

Rutterbastards can become fighters, mages, priests or rogues of up to 10th

level each, an' those with above described qualities can become paladins

without a level limit.

Combat: The rutterbastards are everythin' else than good fighters. Every move

'ey do brings them pain, an' they try their best not to move at all. If they

have to fight, they either use weapons that're easy to handle, or attack

with one of 'eir hands for 1d2 points of damage.

About 70% of 'em can cast darkness once per hour, while the rest o' them can

cast light once per hour. The rutterbastard paladins all have the ability

to cast light.

Note that some deities might grant s'me or even full release to the poor

rutterbastards. 've seen one who didn't have any problems with a hurting

back or wh'tever, an' he actually was a quite good fighter. 've seen another

one who's ne'r used his holy sword up t' now because it caused more pain t'

him than to his foes.

Habitat/Society: Rutterbastards are somethin' like natural victims of the

oth'r creatures of th'Abyss. They're bullied even by manes 'n' dretches,

an' it happens 'gain and again that these berks commit suicide. Doesn't

always help 'em, though - Abyssal Lords seem to like it to bring 'em back

as bodaks, but with 'eir ol' pain-struck body, an' sometimes even with

their memories. 'ose bodaks are bloods one should avoid at all costs, berks.

Ecology: Rutterbastards aren't much more than an easy food source in th'Abyss,

or serve as involuntary jesters for more powerful tanar'ri. Rutterbastard

paladins, though, as rare as 'ey are, are highly revered on Mt. Celestia, and

often work as wise teachers an' sages there.

Climate/Terrain: The Abyss

Frequency: Very Rare

Organization: Solitary

Activity Cycle: Any

Diet: Carnivore

Intelligence: Average to Genius (8-18)

Treasure: Nil (see description)

Alignment: Chaotic Evil (see description)

No. Appearing: 1

Armor Class: 4

Movement: 8

Hit Dice: 1

THAC0: 20

No. of Attacks: 1

Damage/Attack: 1d2

Special Attacks: Darkness or Light

Special Defenses: None

Magic Resistance: Nil

Size: M (4 to 7 feet tall)

Morale: Steady (10-12)

XP Value: 35

Have a nice time,

Heiner

Reponse to Half-Tanar'ri-Humanoids revisited and new

In a message dated 9/9/99 4:14:02 AM Pacific Daylight Time, 

wendth@uni-muenster.de writes:

<< Strength: 7/20

 Dexterity: 7/18 >>

 I just don't think the ability scores would really reflect an 

aarocora-tanar'ri (vrock) half-breed. Vrock typically have strength of 19 

(average) and since they always win the initiative in a round shouldn't they 

have a dexerity score to reflect this? Strength of 20 seems a bit excessive 

considering the creatures racial heritage. Perhaps switching the scores 

around would be better. I assume these type of creatures wouldn't be very 

common either considering that most aarocora are neutral good. Some races 

that are more suitable candidates would probably be: Bullywugs, Lizard 

Men/Lizard Kings, Yuan-Ti, Gnolls, Xvarts, Ixitichitl, Ogres, Trolls, Frost 

Giants, Hill Giants, Ettin, Aboleth (see Juiblex), Bugbears, Beholders (and 

their kin), Drow (of course, and you even have a guide with the 

Elven-Cambions presented in "Hellgate Keep"), the Minotaur (I'll repost my 

Brahpehzu later in this e-mail), Harpies, Troglodytes, and MANY many more. 

I'll post what I have for a collection of mortal races that frequent the 

Abyss to help you out in another posting.

TANAR'RI, LESSER, BRAHPHAZU 

                 Major              True        Greater

CLIMATE/TERRAIN:    The Abyss, particularly the 600th layer: The Endless Maze

FREQUENCY:  Rare*------------------------------------------------   Very Rare

*notes when found on the 600th layer or any realm of Baphomet, otherwise, 

Very Rare

ORGANIZATION:   Solitary or Clan--------------------------------              

   Solitary

DIET:           

Carnivore------------------------------------------------------------------

INTELLIGENCE:   Average (8-10)      High (13-14)        High (13-14)

TREASURE:           

ALIGNMENT:  Chaotic 

evil---------------------------------------------------------------

- -------------------------------------------

NO.APPEARING:       1d4         1-2         1       

ARMOR CLASS:        2           0           0

MOVEMENT:       15"         15"         21"

HIT DICE:           7+7         9+9         13+13

THACO:          14          11          7

NO. OF ATTACKS:     2           2           3 

DAMAGE/ATTACK:      2d4+2/2d4+2 or  1d10+2/1d10+2       1d10+2/1d10+2/

1d6/by weapon   or 1d8/ by           2d6 or by     

                type +5            weapon type +7        weapon type +7

SPECIAL ATTACKS:    See 

below-----------------------------------------------------------  

SPECIAL DEFENSES:   See 

below-----------------------------------------------------------

MAGIC RESISTANCE:   20%         20%         20%

SIZE:               L (8' tall)     L (9' tall) L (10' tall, 16' long)

MORALE:         Fanatic (17-18) Fanatic (18)        Fanatic (18)

PSIONICS SUMMARY:   

Nil--------------------------------------------------------------------

XP VALUE:           10,000                     15,000           17,000          

        11,000 up to            16,000 up to               18,000 for  

                4th level priest            4th  level priest/              

up to 4th 

                12,000 for               wizard         priest

                priest 5th level+       17,000 for priest/      19,000 for

                                wizard of 5th+ level    5th+ level              

                            priest

When a minotaur mates with a tanar'ri the result is always a brahphazu. These 

fiends combine the worst characteristics of each parent. They possess the 

stubborn, fearless nature and physical might of their minotaur parent as well 

as the hateful, magical nature of their tanar'ri side. A brahphazu appears 

much like a minotaur but heavy scales cover its body instead of fur. The only 

exception to this is a mane of mangy hair that covers its head and extends 

down to its neck and then lower back. The skin pigmentation of these 

creatures tends to vary with the most common specimens being black, but 

brown, reddish, gray not being uncommon. The eyes of these foul creatures 

have red irises and black pupils that seem to burn with hatred. They have 

large powerful teeth that often appear blackened.

COMBAT: The brahphezu often carry immense battle-axes (treat as great 

scimitar) or wield 2 bastard swords into battle, suffering from no penalty 

when doing so. Much like their nonfiendish relatives they may also bite while 

wielding a weapon inflicting 1d6 damage for a major and 1d8 for a true 

braphezu. As all tanar'ri the may direct their attacks at different opponents 

in a round. They may also use their horns in a brutal goring attack. These 

fiends possess all of the normal immunities, resistances, and spell-like 

abilities enjoyed by all tanar'ri at a level of use equal to their hit dice. 

They may attempt to charge an opponent if they have 20 feet of room and the 

target is at least six feet in height. If an opponent is stuck they suffer 

double damage from its horn attack and must save vs. paralyzation or be 

stunned for 1d4 rounds. Any armor struck by such a charge must also save 

against crushing blow or be ruined by 2 points. Brahphezu are immune to all 

maze, fear, and confusion spells and similar producing psionic effects. They 

also have the ability to sense invisible creatures within a 30' radius. They 

may track creatures like their minotaur parent with a 50% chance of success. 

Brahphezu are never surprised. True brahphezu have another ability their 

lesser-kin do not. Once per day a true brahphezu may use some form of breath 

weapon. The types of breath weapons are as follows (save for half damage):

1. Acid gout 8d6 damage (60' stream by 6' at end)

2. Cone of Cold 8d6 damage (45' long x 15' at end)

3. Fireblast 8d6 damage (30' long x 20' at end)

4. Cloud of Petrification, save or become petrified (30' long x 15')

HABITAT/SOCIETY:    On the 600th layer of the Abyss the brahphezu serve as 

Baphomet's elite. The venerate him above all others and enjoy special status 

as leaders of the minotaur and of Baphomet's tanar'ri forces. They are held 

in esteem by the more mundane minotaur and contempt by the tanar'ri (although 

they keep these feelings quiet in Baphomet's realm). All brahphezu may become 

priests of an equal level to their hit dice. Although those who worship 

Baphomet are able to exceed this limit with major brahphezu achieving as high 

as 12th level and the true brahphezu becoming as high as 

16th level priests. True brahphezu with an intelligence score of 14 or higher 

may also become wizards up to 10th level in ability, while majors may rise as 

high as 8th level. They have all the abilities of a warrior of their hit dice 

and advance as such per level of advancement in another class automatically. 

They may never be of any other class. The minotaurs on this layer have an 

extensive amount of ability as armorers and weaponsmiths, as well as other 

mundane technologies of warfare. As such the brahphezu have access to these 

items and thus often possess items of superior design. They will have items 

appropriate for their class.

ECOLOGY:        As considered leaders by their minotaur relatives the hold 

positions of great influence in Baphomet's realm. As such they preach loyalty 

to their lord, Baphomet, with a fanatical fervor. The hate all gnolls 

passionately and aggressively seek to eliminate priests of Yeenoghu in 

particular. Baphomet values the brahphezu more so than any of his other 

followers as they tend to be more loyal than the other types of tanar'ri and 

more powerful than his minotaur followers. As such he does as much as he can 

to ensure their safety and in return he expects total devotion to increasing 

his realms power. Outside Baphomet's realm the other tana'ri consider 

brahphezu to be nothing but another race of half-breeds to be used in 

whatever capacity is convenient, particularly as strong arms in the never 

ending Blood War. Because of this, most brahphezu tend not to stray far from 

the Endless Maze, unless , of course, the can adequately defend themselves.

Racial Ability Scores:

             Major      True                Greater

STR:    18(01)/20   18(91)/ 21       18(00)/21

DEX:    8/18        8/18                 6/16

CON:    16/20       18/21               19/21

INT:    6/16                  8/18                8/18

WIS:    3/16                 5/16                3/14

CHR:    3/12                3/16                2/8

GREATER BRAHPHEZU:  These creatures are the result of an union between a 

manotaur and a greater or true tanar'ri. They are even more vile than the 

other mixed racial cousins. The greater brahphezu enjoy physical combat for 

its own sake and serve Baphomet as elite strike forces. Their numbers aren't 

particularly great, and as a result he uses them only in important 

situations. They have all the abilities common to other brahphezu except as 

noted. They do not possess the true brahphezu's breath weapon ability. If 

both hooves strike an opponent in the same round they suffer the effects as a 

major/true braphezu charge. The fiend may charge an opponent inflicting three 

times normal horn damage and the opponent will be stunned for 1d4+2 rounds 

(no save). Any armor or weapons must make a save against crushing blow or 

become ruined from the impact of the blow. Greater brahphezu also have the 

following spell-like abilities usable at 8th level: confusion (1/three 

rounds), and improved invisibility (3/day). Exceptional greater brahpehzu 

with a wisdom of 

14 or higher may become a priest of Baphomet up to 8th level. They may never 

become any other class besides warrior. These creatures inherited their 

manotaur blood's hatred of all fairy creatures and are considered difficult 

to deal with by even 

<<What I think would be interesting is a list of possible tieflings/cambions

characteristics according to parents, grandparents or other ancestors.

Vrock-like:

beak; feathers; deformed wings; pink color

Babau-like: 

acid sweat; horn; skinny; black-skinned

Balor-like:

hot skin; razor sharp teeth; tail; deformed wings

Dretch-like: 

fat; deformed; sharp teeth; pointy ears

Wastrilith-like:

scales; needs to be wet; slim body; puny arms>>

I don't really agree with this. Tanar'ri-human crosses result in either 

Alu-fiends or Cambions. Although the cambion's do look a little like the 

Abat-Dolor, maybe there is a reason for this. Maybe the Abat-Dolor are 

essentially a race of human cambions. It would make sense, but it isn't 

necessarily the way it is. My point is that assuming that a tanar'ri cross 

breed HAS to have particular features of its fiendish parent is alone a 

rather lawful concept. Human cambions don't really look much like either 

parent and it should be completely possible to have a whole new appearing 

creature altogether. The Elven-cambions from "Hellgate Keep" though do tend 

to follow this pattern as suggested by Leo. This is what makes the Abyss 

great, it doesn't have to be this or that...it can be both.

The Vorpal Chipmunk of Death

Clockwork Crossbows

Laelphi tossed the small sack of gems on the workbench and slid them

towards the artificier, a smallish gnome of 90 years with a slight

squint-a minor hazard of his craft, one easily corrected with the

specticles he now wore. "Here, your payment. Thirty cut agates, each

weighing 4 gilkins." And worth 10,000 merts each or I'm a pickle fhorge,

she thought. "Now what's this about a clockwork weapon?"

   "Plural, my dear Lealphi, plural. I have quite a few weapons to show

you. This way, this way." He scampered over to a largish chest. He then 

produced a heavy looking piece of bronze from beneath his waistcoat, and

began fiddling with it. "Multi-key," he explained with pride. "Cuts down

on the number of keys I need to carry."

   "Must be handy when picking locks, too."

   "Hmm? Oh yes, yes indeed. I suppose it would. Now why won't this

thing-ah, there!" He slid the multi-key into the locked chest, turned, and

stood back as two razor sharp blades sprung out to pass right where his

rather ample nose had just been. Laelphi chuckled.

   "Some day one of your little inventions is going to get the better of

you Grolig.

   Groliggumbleflix Hilpfinaft XIV, Professor of Arcanology and

Chronotology, merely sniffed. "Not likely, not likely." He opened the

chest and pulled out a curious looking crossbow.

   "Repeating crossbow with spring-action loading," the gnome proclaimed.

Get off twice the shots with half the effort. Try it, try it." Laelphi

hefted the arbalest and began to take aim. "Wait, wait. Wind it first."

   "Wind it?"

   "Yes, yes, yes. Turn that crank right there near the butt. That's it.

Now press that little trigger near your thumb." She did and the crossbow

appeared to cock itself.

   "Whoa, that's fast! Nearly took me thumb off!"

   "That little beauty will self-cock six times before you need to rewind

it." Laelphi looked impressed. Grolig beamed.

   "Okay, that's pretty hende, but what's with the wierd groove on the top

here."

   "Ah, that's for the clip."

   "Clip?"

   "Clip. Here, here, here. I'll show you." The gnome reached into the

chest and produced what appeared to be an oddly shaped box. He took the

arbalest from the puzzled tiefling and slid the box into the groove.

   "There. Six shots contained in that clip; saves time reloading."

   "Couldn't you get more in?" she wondered.

   "No, no, no," the professor shook his head emphatically. " Too heavey

'twould be, too heavy. Can't have that, can't have that. No, no."

   Curious, Laelphi took aim at a rather beat-up and broken down shield

ornamenting Grolig's wall. She managed all six shots in under ten seconds.

   "You could out shoot a longbow with this thing! And all I'd need do to

reload is grab another..."

   "Clip."

   "Clip, thankyou-grab another clip and slide it on?"

   "And rewind it, too," the gnome said rather pointedly.

   "Right, and rewind it. Powers, but with a few of these a blood could

scribe a lot of folks an' fast."

   "You are impressed, yes, yes?"

   "Yes, yes." The mercenary was begining to like this odd little gnome.

"What else've you got?"

   "Well it's still in the design stage, but try this airbalest."

   "Airbalest?"

   "Airbalest. Try it, try it, try it." He handed her what looked to

be...well, to be honest it looked like one of those new-fangled handheld

cannons she'd heard about-what were they called? Oh yes, gunnes. Only this

thing had a glass bottle suspended above the barrel and attached by way of

a copper tube to the rest of the weapon.

   "Umm...how? It is loaded?"

   "Yes, yes, yes. It's loaded, it's loaded." Grolig was barely able to

contain his glee.

   Laelphi sighed, took aim, and pulled the trigger. She was pushed back

by a sudden push, more like a blast really, of air. The shield-the same

one used a target practice before-rang loudly.

   "What is the Nine Hells?"

   "The bottle contains air under high pressure. Pulling the trigger

releases the air, sending a dart or stone or whatever hurling at your

opponent. Hard to get so much air in such a small space, though. Had to

have a mage magick it in, but I'm working on that, I'm working on that!"

   "Okay, professor, you have my interest. What else have you got, eh?"

David

Next Experiment: Laene

Eladrin (Greater), Laene

CLIMATE/TERRAIN: Subterranean

FREQUENCY: Rare

ORGANIZATION:Solitary

ACTIVITY CYCLE:
Any

DIET: Omnivore + Ores

INTELLIGENCE:Exceptional (15-16)

TREASURE: R (In lair, Ix5)

ALIGNMENT:Chaotic Good

Home Plane: Nidavellir

NO. APPEARING: 1 (1d6)

ARMOR CLASS: 1, -4 (Element Form)

MOVEMENT:9, Br 9

HIT DICE: 9+14

THAC0:11

NO. OF ATTACKS:1

DAMAGE/ATTACK:
by Weapon +7, or special

SPECIAL ATTACKS: Corrosion, Magic use

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 40%

SIZE: S (4' tall)

MORALE:
Champion (15-16)

XP VALUE: 18,000

Appearance: In demihuman form, a Laene Eladrin resembles

a heavy-set Gnome or slender Dwarf with Silver eyes;

their Element Form is an Amorphic mass of Silvery Metal.

The transformation takes one round in either direction.

Combat: 

Immune to Acid, Electricity, Fire (including Magical), 

 Magic Missiles, Petrification, and Weapons of less than 

 +2 enchantment not forged of Cold Iron.

Resistant (50%) to Gas or Poison;

Vulnerable to Cold and Cold Iron attacks.

In demihuman form, Laene favor a Sharpness Battle Axe +3

(made of Crystal and Glassteel), which they wield at 19 Strength. 

In Element Form, they attack by Grappeling/Engulfing an opponent; 

this attack does not need to penetrate the target's armor, so

only Magical and Dexterity defensive adjustments apply. If the

Laene scores a hit, it establishes a Hold. Any metal in sustained 

contact with the Laene will dissolve and be absorbed into the 

Eladrin's body (1 round for chain mail, 2 rounds for Plate, 

plus 1 round per plus for magical items); the Laene automatically

inflicts 3d8 points of Acid damage per subsequent round to a Held 

opponent. On any round after establishing a Hold, the Laene may 

attempt to apply constrictive pressure by attacking against the 

remaining Armor Class (Dexterity adjustments no longer apply 

when held, and the target's armor is physically dissolving): if 

successful, the Laene imposes an additional +8 points of crushing 

damage; even if it fails, the Acid damage continues each round 

until the Hold is escaped (contested Strength check against 19 Str).

Note that weapons striking a Laene while it is in Element Form 

must attempt an item saving throw versus Acid or be destroyed;

the Laene still takes damage from any successful hit by a

weapon that it wasn't immune to.

A Laene may only Hold one opponent at a time; if additional

opponents attempt to grapple with a Laene, then each sustains

2d8 points of Acid damage per round of contact. However, each

grappler adds +1 to the contested strength check of the person

held (the Amorphic nature of the Laene makes it difficult to

apply such assistance effectively).

As Greater Eladrin, Laene are surrounded by Protection from

Evil in a 10 foot radius at all times. A Laene can also use

any of the following Spell-like powers once per round at will:

Alter Self, Comprehend Languages, Cure Light Wounds, 

Detect Evil, or Advanced Illusion; ESP, Improved Invisibility,

Wall of Stone, or Tenser's Destructive Resonance; Dispel Magic,

Stone to Flesh/Petrify, Fabricate, or Glassteel.

Once per day, a Laene can cast Enchant an Item;

once per year, a Laene can cast Permanency.

Laene have a special Passwall ability that functions 

only on Stone and converts it into a fluid gell rather 

than an open passage; the gell reverts to stone after 

1 turn, or when the Laene dispels it if sooner. A Laene 

can move through this gell at the normal movement rate; 

others are slowed by 50%. Laene are able to breathe stone;

the gell is not breathable to those who lack such an ability.

Laene have a sense based on sonar which allows them to

perceive their enviornment in a 360 yard range; this sense

works in air or stone, but not both simultaneously (a Laene

cannot see through walls, or across an air gap, but could

enter a stone block (using the special Passwall ability)

and perceive the location of any cavities or other 

discontinuities within it. This grants them the effective

ability to continuously Detect Invisible within 120 yards.

Laene possess the spell-casting abilities of a 12th level priest.

Habitat/Society: The Laene are smiths and crafters of great

talent and skill; it is they who provide the Tulani

Lords with the magical items that are bestowed on the Knights,

and occasionally (rarely) others. Typically, only one will

be at any particular court (performing repairs); while most

are out and about, or down in the forges fashioning new items.

Laene are able to travel freely throughout the Planes; but on

the Prime, must observe the Code of the Veil, which they

typically do as Gnomes or Dwarves.

Ecology: Laene are omnivorous, but must also consume

metallic ores or even processed metals; a variety of

metals are required, but the Laene can usually acquire

all of them by absorption from its Passage gell. Laene

excrete Mithril as a waste product (substitute Mithril

for Platinum in the treasure table), and collect high

quality jewelry and gems for use in crafting magical items.

Variants: Laene who mate with Dwarves produce offspring

of the Durin subrace; Laene-Gnome hybrids are Modsognor.

- -Galen

That was hard!

Paper Demi-Elementals

Here they are at long last, folks, the weird stuff you've been waiting

for!

DEMI-ELEMENTAL, PAPER (ORIGAMI)

Climate/Terrain:
Demiplane of Paper

Frequency:

Uncommon

Organization: 

Solitary (Family/Clans)

Activity Cycle:

Any

Diet:


Unknown

Intelligence:

11-18

Treasure:

2d6 magical scrolls, 1 magical weapon (see below)

Alignment:

Lawful Neutral

Number Appearing:
1 (3d4)

Armour Class:

1-3HD:
AC 6




4-6HD:  AC 4




7HD:
AC 3

Movement:

12, Fly 24 (B)

Hit Dice:

1-5




Razor's Edge native: 3-7




Box Canyon native:   2-5

Number of Attacks:
2

Damage/Attack:

2d3/2d3 or by weapon




Razor's Edge native: 2d4/2d4 or by weapon

Special Attacks:
Scrolls, Shapechange,





[Camoulflage, Dimension Door]

Special Defenses:
Scrolls, Shapechange,





[Camoulflage, Dimension Door]




Razor's Edge: 1/2 dmg from type S attacks




Box Canyon:   1/2 dmg from type B attacks,





regeneration

Magic Resistance:
Immune to Dimensional Magic, 20% other (see below)

Size:


S-M (varies by form, see below)

Morale:


Steady to Elite (11-13)

XP:


1,900

Origami Demi-Elementals, also called Origaminals, are native to the Folded

Plane, They have no permanent shape, being able to fold and refold

themselves into wahtever form is needed via an innate Shapechange. ability

They can also change colour at will. Most Origaminals have a choice of 3

colours, but a small few (10%) have more (1d3+3). Also, about a third of

all Origminals can alter the pattern on their "skin" once a day.


Origaminals are totally immune to spells from the school of

Dimension, and have a 20% magic resistance to spell that confuse or alter

the senses (spells like _misdirection_ and most Illusions, note this

does not affect the fact that all Divination spells are diminished on

this plane). Their Dimension Door ability is a by-product of Paper's

"folded" (IOW, multidimensional) nature; the Origaminal is able to "step

sideways" through other dimensions to a more favorable position. If on

another plane the Origaminal must spend a year studying the dimensional

nature of that plane before it can use this abiltiy. It does not work on

the Astral. 


It should be noted that size has nothing to do with the number of

Hit Dice an Origanimal has, rather the thickness of its paper hide

determined how much damage it can stand. This also affects the rate of

their Shapecahnge ability: 1-3HD, at will; 4-5HD, Shapechange takes a full

round; 6HD, change takes full round and may only do so 3/day. 7HD cannot

Shapechange (to "thick-skinned").

Combat:

Origaminals prefer to size up an opponent before attacking, and they would

rather parley than fight. (The exception here is the Mache-Men (q.v.) whom

they attack on sight.) When they must fight, the Origaminals use their

innate Dimension Door to gain the best possible striking position. They

will then assault the hapless traveler with spells from the scrolls they

always carry (geometry magic being enhanced here -Dave, again) before

closing in with tooth, claw, or weapon. If encountered in a group, the

attacked will be coordinated and confusing as Hells to their enemies.


Origaminals can also use their Shapechange and Colour Change

abilities to blend into the background of their home plane, giving them

automatic surprise the first time against any creature and +3 to surprise

after that. Dimensionalists get a +2 to their surprise checks and may roll

surprise normally the first time they encounter such an ambush; they sense

that something's "no quite right."


Origami Elementals typically use darts, javelins, daggers, and

staves or clubs [like a rolled-up newspaper or magazine -Dave] when they

use weapons at all. Occationally, a select few (3HD+ creatures) may carry

a _blade_of_sharpness_ or a _dimensional_balde_, but such occurances are

rare indeed.

Habitat/Society:

Origaminals organize themselves along family lines with a few ruling clans

(Kawaitoshi, Kiname, and Kimmatsu among the most noted). They are

currently involved in a miniture Blood War against the Mache-Men (q.v.)

for control of the plane. Origaminals are honourable beings who would

rather die than break their word.

Ecology:

It is not known how they contribute to the ecology of the multiverse.

Variants:

Over time, certain sub-races of Origaminals have evolved. Those native to

Razor's Edge, that part of the plane nearest Metal, suffer only 1/2 damage

from slashing weapons and typically have 3-7 hit dice. Those native to the

(Carboard) Box Canyons, nearer the plane of Salt, suffer 1/2 damge from

bludgeoning attacks, and can regenerate 1hp/hour as long as their on their

home plane. They cannot change clour, however.

Paper Cranes:

Paper cranes are 2HD Origanimals who have all the qualities of normal

types plus this: if a basher can gather 1,000 of there critters in one

place, he may ask of that flock one _wish_. Paper cranes do not carry

scrolls and can only Shapechange into other birds. No other Origaminal can

assume that shape of a crane-though why this is so is still dark. Cranes

are always encountered in flocks of no less than 100. They are scouts,

messengers, and skirmishers for the other Origaminals. The Kawaitoshi clan

is said to employ thousand of these mysterious birds.

DEMI-ELEMENTAL, PAPER (MACHE-MEN)

Climate/Terrain:
Demiplane of Paper (Pulp Fields)

Frequnecy:

Rare

Orgaization:

Raiding Party

Activity Cycle:

Any

Diet:


Unknown

Intelligence:

11-18

Treasure:

2d3 potions, 1 magical weapon/item

Aligment:

Chaotic Neutral with Evil tendencies

Number Appearing:
2d6+2

Armour Class:

1-3HD:
AC 6




4-5HD:
AC 5

Movement:

9, Swim 20 (C)

Hit Dice:

1-5

Number of Attacks:
2

Damage/Attack:

2d3/2d3 or by weapon

Special Attacks:
Grapple, Potions, Pulp Blast





[Camoulflage, Whiteout]

Special Defences:
Potions, [Camoulflage, Whiteout]

Magic Resistance:
50% immune to Alteration magic,




10% other (see below)

Size:


S-M (3-5 feet long/tall/wide/?)

Morale:


Steady to Elite (12-14)

XP:


1,900

Mache Demi-Elementals, otherwise known as Mache-Men, are the evil denizens

of the Pulp Fields, the borderlands between Paper and Ooze. In fact,

they very much resemble their "cousins" from the Plane of Disease. Like

their archenemies-the Origaminals-Mache-Men have no permenant shape, being

able to alter their bodies with the same ease (see above). They can also

Change Colour the same way, though they can't change their patterns if

they have any. As with Origaminals, the number of hit dice has nothing to

do with physical size, but rather the thickness of their "skin"-a paper

mache-like substance (hence the name). This does not alter their ability

to Shapechange, however. That ability has more to do with a Mache-Man's

innate fluidity.


Mache-Men are 50% immune to Alteration magic and have a 10%

immunity to spells that confuse or alter the senses. They have the same

type of Camoulflage ability as Origami Elementals.

Combat:

Mache-Men favor swarm tactics and ambushes, using their Camoulflage

abilities to hide, waiting for a party to get close, then pelting them

with noxious positions before closing for the kill. A mache-man's two

powerful fists pack a wallop, but they are more often not found armed with

stolki-sticks or _dimensional_blades_ looted from dead Origaminals. A

stolki-stick is a piece of hollow wood or bamboo (from the Birchwoods or

Papyrus Fields respectively) that is used after the manner of a blowgun to

increase the range of a Mache-Man's Pulp Spray (damge: 2d6 acid, save vs.

paralysis or be unable to move for the next 6 rounds) to 10'/20'/30'. They

can also be used a melee weapons; weilded like a staff, on a successful

hit the victim must save as above.


Mache-Men take double-damage form piercing attacks, a fact which

the Origaminals use to their advantage. If a Mache-Man is reduced to less

than half its hit points, it starts to "bleed" noxious chemicals (save vs.

poison or retch for three rounds). This contiues for two rounds, after

which point the chemicals dry, sealing the wound.


  The most devastating attack is their Whiteout ability. A

group or at least 10 Mache-Man with 4 or 5 hit dice on the Paper Plane

[it don't work elseher, thank the Powers!] can call into existance a Globe

of Whiteout,15 foot radius, semi-fluid ball of life erasing goo. Anything

within the globe must save vs. death magic or be erased from existance,

his soul wiped clean from the Akashtik Record. (How? I don't know

everything, berk!) A wish *might* be able to bring the poor sod back,

though there is no guarentee on his condition. Fortunately for others,

this ability taxes the group causing them such pain that they are unable

to do anything for the next 24 hours.

Habitat/Society:

Mache-Men have no real Society, other than the loose connection they feel

towards their raiding group. Infighting is fairly common and oftentimes

brutal. If attacked, they will, however, drop whatever they were doing and

defend themselves and working together to do so.

Ecology:

Mache-Men don't really contribute to the multiverse in any way.

Variants:

Romours persist of larger, more powerful beasts related to the Mache-Men

that lurk in the cloudy depths or the Pulp Fields. Some grey beards

speculate that the Lantern Spirits (a neutral party in the Paper War

- -David) may have once been Mache-Men, or something like them, but turned

stag and left for the Lanterns (between Steam and Paper), but it's

probably just screed.

Shek

Intermediate Power, "The Liberator," "Freedom Bringer."

AoC: Liberty, Freedom, Self-Determination, Individuality

AL: CG

WAL: Any Good

Symbol: A broken chain

Home P/L/R: Ysgard/Ysgard/The Sanctuary

Among the bariaur pantheon, no power is better known than Shek Threehoof.

Enslaved with his flock by the giants of Jotunheim through the treachery of

the Norse powers, every bariaur celebrates his flock's escape to freedom

with the monthly Ritual of Sheka.

The ritual is practiced throughout the planes wherever bariaur are present.

It involves trimming of the hooves, a remembrance of how Shek severed his

own hoof to escape the chains of the giants.

Priests of Shek are always crusaders, dedicated to ending slavery everywhere

on the planes.  While most are supporters of the bariaur flocks, rarely

leaving their company, there is an elite order that travels extensively.

Known as The Brotherhood of the Broken Chain, this order of crusader priests

actively travels the planes, liberating slaves and punishing their captors.

This is one of the few examples in bariaur society where bariaur actively

work against other groups that do not directly threaten the flock.

One of the top supporters of The Brotherhood of the Broken Chain is the

githzerai. Haters of slavery, having been enslaved by Mind Flayers for

generations, the githzerai support The Brotherhood, whose organization

resembles the popular and prestigious githzerai Rrakkma bands that hunt

their former captors. Often Rrakkma and Brotherhood groups will trade

information, relay messages and occasionally fight against common enemies.

The philosophies of the two groups mesh in many areas, but the easy going

nature of the bariaur prevent many githzerai from getting too involved with

the religious organization, which they consider too frivolous and

bureaucratic.

The Brotherhood is conservative and doesn't approve of bariaur becoming

spellslingers, so they employ human and githzerai mages. These mages gather

information via magical means and various contacts on the planes. They then

assign brotherhood units to liberation missions. Units usually consist of 25

crusader priests, trained in quickly subduing their enemies and liberating

slaves. Slaves are usually returned to their societies when possible, but

are sometimes brought back to Ysgard, to live, hopefully temporarily, in

Shek's realm, called The Sanctuary.

Although few githzerai actively worship Shek, he enjoys a wide following

from a variety of races who have been liberated by The Brotherhood. A small

group of Baklunish tribesman on Oerth, elves liberated from beholders on The

Outlands, and even a fair number of human tribesman from Mystra all worship

Shek alongside their own gods. The hoof trimming ritual of Sheka has been

modified to feet cleaning in these societies.

Shek is a dire enemy of the Norse power Loki. He holds great malice towards

the entire Norse pantheon, although most Norse powers believe this to be a

grave misunderstanding. Often Shek's followers find themselves fighting

against various priests and followers of non-human powers who endorse

slavery.

Water

The Inner plane of Water is water as a substance;

aquatic Outer Planes are water as an Ideal.

The Styx is a Sewer, Water as Corruption.

The Silver Sea is Holy Water, Water as Purity.

Thalasia, the blue Sea of Oceanus, is the Sea as 

supportive of Travel and Trade;

where Oceanus crosses the Beastlands, it becomes

the Water of Fishing (*BIG* fish).

Ossa, the Green Sea, is the Unexplored Sea;

strange marvels abound, and you can never establish

a steady trade/travel route without something moving 

in and munching on your ships.

Thoughts:

When establishing a long-term site in Ossa, 

every year roll 1d20 and subtract 10; this defines

how much (in feet) the average water level will change

during that year. It is thus possible for a city to be

under 100 ft of water in a decade; or for a previously

submerged city to surface.

Ossa has lots of Rip tides and Whirlpools and Tidal bores;

of course, the typical depth in most places is only 3 ft,

but is has lots of deep and mysterious trenches.(Nessie!)

Some of these Trenches will have a Planar Rift to

Muspelheim at the bottom; if below 7500 ft in depth,

some interesting and very strange life-forms can be

found in the superheated vents (otherwise you'ld tend

to get lots of 400-700F degree intense turbulence accompanied

by cavitation shock waves of such force as to inflict

concussion damage). Other trenches may connect to the 

Beastlands, perhaps in the Lake of Aquatic Dinosaurs

(who would probably be happy to come visiting); of course,

the Ossaen side of that portal probably moves frequently.

There won't be any Sahuagin; the reason is in the Monster

description - they mutate into Malenti (CE). Sea Elves will live

in the Realm of their Power and should not be randomly

encountered outside of it, IMO. Sirines were created by

the Goddess Demeter, and are only to be found in Olympian

Realms; elsewhere in Ossa, crossing with Noviere will have 

converted their race into aquatic Aasimar. Nixies have the

same problem outside the Seelighe Realm. Tritons worship

a Power who dwells on the Inner Planes; reports of Tritons

on Ossa are probably due to clueless berks who can't

distinguish them from Noviere. A Marid might visit Ossa, 

but wouldn't be happy, and is unlikely to remain.

Aquatic Lycanthropes of any kind might be found here;

Eladrin, as natural shift-shifters, are probably immune

to lycanthropy. Natural and Giant varieties of all life

native to shallow or coastal waters will be abundant

beyond belief; freshwater springs of great force spouting

from the seabed will create and maintain regions of low 

salinity, while other areas (perhaps close to the Salt Wastes

of Pelion) will be of high Saline, and everything in between

to be found somewhere/sometime.

Site: The Blushing Water- a strange geyser erupts into this

pool every few(1d10) days; oddly, it flows wine instead of water.

Someone built a wall around the geyser to contain the outflow,

and the result is a pool of Wine about 60 feet across, with

the depth varying to as much as 20 feet during strong flows.

The Bacchae collect here every so often to drink it down,

so the pool doesn't overflow; of course, the Bacchae have also

destroyed the casks and wagons of any enterprising merchants.

=============================

Under the CMV hypothesis, about half the Eladrin will be 

young at any given time- and always on the prowl for

new experiences! (We don't need an Eladrin version

of the Succubus; it's the sweet rush of young love, adoration,

innocent passion -not lust - that characterizes Eladrin romance.)

Eladrin adventures are Coming of Age stories, the Meet Cute, and

the Magical Girl (in America, think Sabrina the Teenage Witch).

After they mature (and they'll be teenagers for about

a Century according to my read of WoH) Eladrin adventures

evolve to the Explorer (Ranger Handbook kit), the Investigator 

(think Mulder of X-Files), and the Infiltrator (joining

the Pirate band so as to better understand them, and then

using that knowledge to neutralize them permanently-

perhaps with a Letter of Marque?

It is important to realize that Eladrin *won't* reuse a 

solution, even if confronted with the same problem - they

must have *learning* experiences in order to stave off 

aging. Nor is using magic to fry the pirates instructive.

- -Galen

There are *no* aquatic Guardinals; Noviere really aren't

suited to fill the gap - does anyone want to make up an

Orca Guardinal?

Someone did invent a river Guardinal, IIRC; can anyone

give me the URL offhand?

Hordlings and Balance

Hi there!

This is just a basic idea I had, bringing up all things that seem

not to be right about the various Hordling descriptions. I might

put up more work on this, if people're interested. In any case,

I'm highly interested in any comments as well as any further

information anyone has on Hordlings, be it web sites or just ideas

that have been used in an adventure...

- -

Lucarce slowly raised his hot mug again and took a sip. "I was alyways

fascinated by what people call Balance", he said. "Despite all passion of

chaos, all planning of law, the fiends still fight the Blood War. Despite

the eternal struggle of the loving Good versus the hateful Evil, no side

has really made any steps to overcome the opponent. Balance, I believe,

is the most powerful force in the multiverse."

Garya nodded. "I agree. That is why I ask you for support of my current

research mission. I do not believe that I will have any success without the

proper support."

"That might very well be true. But - I want to be honest, Garya. I do not see

why you want to research hordlings. Yugoloths, or Rilmani, that would be

clear to me - but the dumb hordlings?"

"Research on yugoloths and rilmani has been done many times. I might find

out some new details about them, but I am quite sure that what I really want

to find out is covered so perfectly by these races, I will not see an inch

of the dark. The hordlings, though... in my opinion, they are some of the

greatest victims the yugoloths ever had, and I believe they hold secrets

as great as the name of the Lord of Nessus."

Lucarce's eyes widened, and his expression turned to that of an afraid man.

Maybe it was just the mentioning of the Lord of Nessus... but then, Garya's

passion was nearly as frightening. That glance in her eyes.. Lucarce knew

that if he denied her the support she asked for, she would, if necessary,

go to the Grey Waste without anything but her clothes.

"Explain this to me", he requested after a moment.

"The basic idea is quite simple. What are the hordlings? Fiends that arise

from petitioners, as we know it from baatezu and tanar'ri. Strangely, though,

they do not ascend - they're stuck in the form they get when forming.

It seems the yugoloths have taken the place that the hordlings should have.

The 'loths, who do not arise from petitioners. My belief is, the yugoloths

have managed to keep the hordlings down. They force them to stay in the forms

they get, and they make sure everyone believes that hordlings aren't really

important. Remember, Lucarce, belief is power."

"Your ideas are extreme, Garya, as always. But I do not see how this relates

to Balance? You told me that your research mission was one about balance."

"It is, in many ways. I hope this will become more clear later. Let me first

explain what I want to research exactly."

"I hear."

"First, all the hordlings are unique beings. There's no two hordlings that

look alike. Sounds quite chaotic, doesn't it? But it isn't - it just shows

that individuality isn't the same as chaos. Even the baatezu are individuals.

And the arch-fiends among them are unique as the hordlings. They just have

to gain the right to become unique.

Individuality creates personal goals. Every being wants to reach some certain

goal, be it power, wisdom or just writing a fine book. These countless goals

often counter each other. Now, what does this have to do with the hordlings?

You've said it yourself. Good struggles against Evil, Chaos against Law,

and individuals struggle against individuals. In the end, balance is always

the result. That is why all hordlings are unique. Their individuality is

the basic for both evil - war, intrigue - and balance.

It is also known that great leaders sometimes force hordlings to follow them.

I believe that, in ancient times, the hordlings have been ruled by a few

extremely powerful hordlings - as powerful as Abyssal Lords - who led them

as the ultroloths nowadays lead the yugoloths. The infighting between these

powerful hordlings made sure the leaders were not able to reach every goal

they had, making sure there was still enough diversity to keep balance

intact."

"And you believe", interrupted Lucarce, "that the 'loths have defeated these

Hordling lords and subjugated the rest of the race, so that they were the

only truly important neutral evil fiends. Now that you say it, I wonder:

If there is one such true planeborn fiendish race, and one arising from

petitioners, why isn't this true for baatezu and tanar'ri?"

"Good question, indeed. I think my research might uncover more dark than

I ever intentioned. Have you heard the rumours about ancient Baatorians?

Maybe these rumours are true, and the baatezu aren't the only lawful evil

fiendish race that ever existed."

Lucarce took a deep breath. "You got my support. As much as you want. Where

do you want to start?"

"On the Hordling mindset. See, most people believe hordlings are not more

than stupid tanar'ri, fiends that slay each other while roaming the Grey

Waste. But if this was true... why does one encounter groups of up to half

a dozen of these creatures so often? If they slayed each other on sight,

would one not always only encounter one hordling, the victor of the last

battle?

The mindset of the Hordlings is as good as unknown. I am sure this is a

result of the nearly perfect webs of intrigue and lies the yugoloths have

created - and still create. I want to break the walls of silence. I do not

feel any sympathy for the Hordlings, but viewing them as psychopathic

cannibals is simply wrong. Or at least this view on the Hordlings is too

narrow. They aren't different from how most people view them - but they're

more."

Bye,

Heiner

Prehistory of Hell

This is what Baator was like before the Baatezu came

Avernus: Avernus was a battlefield like Acheron's first layer is today, with 

the gods of the orcs and goblins fighting an eternal battle, the goblins and 

kobold gods fighting another.  Amidst all of this, the yugoloths were active 

as mercenaries in the wars and in steering the Ancient Baatorians towards 

confrontations with the tanar'ri.  The Ancients spent their time attempting 

to assimilate everyone they came across, but they could be prodded into great 

rages against the interfering inhabitants of the Abyss.

Dis: I'm thinking the city of Dis predates the baatezu and Dispater, although 

it appeared hivelike, with a great deal of space between cubic mounds.  

Druaga dwelt here at the time of the Conquest in a city of his own, and 

resisted for a time with his Ancient minons before the ancestors of the 

baatezu agreed to treaty, offering him legions of their own to replace the 

ones he would lose in the new order in exchange for his political connections 

and the aid of his godly powers.

Minauros: This layer was almost entirely controlled by the kytons, who had 

conquered it an age before and filled it with cities of chains.  When the 

ancestors of the baatezu conquered the region, the kytons were able to 

convince them to preserve Jangling Hiter in exchange for eternal 

subservience.  With Jangling Hiter thriving and in a state of virtual 

independence while Minauros' city continues to sink beneath the muck, it 

seems the kytons may have the last laugh...

Phlegethos: was much as it is today.  Inanna was the first to welcome the 

invaders, and it is said that she took one of the generals of the Host as a 

lover, though it is thought that whoever it was must now be dead (given 

Inanna's track record).

Stygia: was the layer of Sekolah and Set, who controlled the layer like two 

contrasting halves, and there was probably a yugoloth city on the edge of the 

Styx.  Things lurked beneath the ice that continue to dwell today.

Malbolge: Malbolge was firmly under the contol of the Ancients, and they were 

barely driven underground when the ancestors of the baatezu came knocking.

Maladomini: Maledomini was a realm of green, Edenic beauty.   The Ancients on 

this layer were silvery creatures of evil splendor.  All of this is gone.

Cania: Cania was the zenith of the Ancient civilization, where the 

predecessors had built actual cities on the ice, bustling about in the 

beautiful cold (though it may have been balmy in comparison to its state 

today).  This was the plane's greatest manifestation to date, and where it 

put up its most terrible defenses.  Bursts of chill energy as brutal as 

hydrogen bombs were launched against the invading armies freezing both the 

spined natives and the ancestors of the baatezu, who at the time still 

resembled the archons and devas from whom they were cast out.  Eventually, as 

the desperate, dying plane destroyed the last of its own metropoli, it 

surrendered, and all the Hells were under baatezu control.

Nessus: This layer did not yet exist; it was built artificially by the first 

lord of the Fallen from pieces of other layers and planes, which explains the 

rifts and trenches that cross its patched-together surface.  Pieces of 

Acheron, Gehenna, every other layer of Baator and even a chunk of Mount 

Celestia were bound together with braces of nigh-indestructable metal, forged 

in the heat of the sacrifice of a million tieflings.  With a new layer of 

ultimate fascist law, the baatezu cemented their forced and brutal rule over 

their new domain.

Repsonse to Prehistory of Hell

Hi there,

>This is what Baator was like before the Baatezu came

And here's an alternative, written spontaneously and not

guaranteed to be perfect in all details ;)

"And so it came that the first life appeared on the Outer Planes,

known at that times as the Land of Spirits. And that was the first

life, spirits of ideas, embodiments of concepts. It is not known

which spirit race became existent first, or if all of them were born

at once - eventually, though, they found out they were not able

to live together, and seperated themselves from each other.

And thus it was that the Center Lands was only the home of

the remaining life, those concept spirits who agreed and understood

the ideas of all, and were able to live together with all of their

brethren.

The others, though, went away, forming the far lands of the Center

into seperate regions. And thus was formed Arborea, and Great

Mount Celestia; Pandemonium and the Abyss, and all the others.

Among them was Baator.

The spirit beings of the Deep Lands, now seperated from the

Center Land, lived in the Scattered Land, or Taeter Nasse, Web

of Atrocity, and in the Land of Pure Hatred, and Barathrum,

the Deep Pit, the Abyss.

These were the first of the Deep Lands. Those beings who were called

Barathros, denizens of Barathrum, dwelled in the nine-layered pit,

rising in power as they descended. Those spirit beings dwelling here

began their life as blind, deaf and dumb weaklings, but they carried

the seed of immortality, hatred and subjugation in themselves. But

some of them had already grown, back in the times when all Spirit

beings still dwelled in the Center lands. The more powerful they were,

the fewer they were. Thus, the weakest of the Barathros dwelled in

the first layer, while in the Ninth layer, only the most powerful of

these beings lived. They were the lords of Barathros, rulers of the

Deepest Pit, the purest and most powerful embodiments of their

concepts.

And thus did the Spirit beings live in their lands, struggling against

each other in their obsession to proof that only the concepts they

represented were the right ones. But then, a new form of life arouse,

life that was born out of matter, but imbued with spirit - mortals.

And these beings were the beginning of a new era, as they were born

without concepts in mind, but able to learn them, or - impossible to

imagine for the Spirit beings of the Land of Spirits - even create new

concepts. And every time a mortal died, his spirit went to the Land of

Spirits, and formed it. Every mortal that reached the Land of Spirits

brought with him new concepts, new ideas. And thus it was that the

Land of Spirits were scattered even more, and new races arose. And not

only were new races created, but also new Lands, and new names:

Pandemonium, as the concept of howling evil insanity, Gehenna, as the

concept of bitterness and mercylessness, and so on. Those mortals that

agreed with the concepts of the Spirit beings, though, became part of that

race.

The Barathros allowed this; they assimilated all new souls to gain more

power. The denizens of the Scattered Land were too chaotic for a

common behaviour - they included some of the new spirits into their

race, those that were vile and raging enough; the others were either slain

or ignored, dwelling alongside the masters of the Scattered Land.

The denizens of the Land of Pure Hatred were different, though. They

observed, and planned. They watched as the mortal spirits began to

rise, and reach power that was nearly as great as that of the Lords of

Pure Hatred.

These Lords and all their lesser brethren were soldiers seemingly fighting

for all sides - for that of rage and that of obsessive, destructive rigidity.

The

truth, though, was that they fighted for hatred, and nothing else, as that was

what they were all about.

With the rise of the mortal spirits, though, they recognized their power

stumbling. Many of them were slaughtered in the Great War of Concepts,

and the power of the remaining ones slowly vanished as the mortal spirits

took their place, one by one. But after a long, long time of observing, the

Lords of Pure Hatred reacted, and they reacted perfectly.

With all their might, they started a new age of the Great War, forcing or

tempting all of the mortal spirits of Pure Hatred to fight the Spirit Beings

of The Scattered Lands, Taeter Nasse, as well as those of Barathrum. And

they tempted the young mortal spirits to overcome the Ancients and

take their place. And thus, the War of Concepts turned into a war of the

Spirits of the Mortals against the true Spirit beings. Seemingly, the Spirits

of the Mortals were victorious. But the truth was that only the Lords of

Pure Hatred had won.

The Spirit beings of Barathrum and Taeter Nasse were defeated, and

the Lords of Pure Hatred helped the Mortal Spirits' lords to create new

orders, or new chaos respectively. They gave the new rulers their

names, and they told them the names for the Lands over which they

ruled. Barathrum was now called Barathrum Attorquo - The Ascended

Deep Pits. And the denizens of that Land were now called

Barathrum Attorquo Zelotes, the Ardent Denizens of Barathrum Attorquo.

Over time, these names corrupted into Ba'Attor, and Ba'Att'Ze, and

finally into Baator and Baatezu.

The same happened with the denizens of Taeter Nasse- the Ta'Na'Ri,

with "Ri" being the corrupted rest of "Risor", or mocker. And as a mockery

of the ancient name of their opposing Land, Taeter Nasse was now called

The Abyss, taking the name of Barathrum for itself.

The mortal spirits of Pure Hatred, of course, were not allowed to take

over anything - most of them were slaughtered in the Great War, and

the remaining ones were weak and easily subjugated. And thus have

the Lords of Pure Hatred done, forcing them to remain in whatever

form they get, without any chance of rising in power, so that the status

of the Lords of Pure Hatred and their lesser brethren shall never be

threatened again. And in the Deep Lands, which were then called the

Lower Planes, the Lords of Pure Hatred have proofed that their concept

was more powerful than those of Rage and Rigidity, as they had defeated

them, and now, secretly, controlled them.

But not yet have they finished their war. The mortal spirits reaching

Ba'Attor still turned into those beings that originally dwelled there, and

only by having them changed artificially, and not be allowed to develop,

was the defeat of the Concept of Evil Rigidity assured. And although the

Chaos hides most of this, the same applies for what was now called the

Abyss, and the more powerful denizens of that Land force those that

just arrive into forms they like. From there on, the mortal spirits are

inable to return to the normal development of the ancient denizens of

Taeter Nasse, and can be allowed to develop into whatever they want -

they will never be one of those who could threaten the Lords of Pure Hatred.

Still, the danger exists. A denizen of Barathrum might slip through the

rigidity of the Baatezu, or a denizen of Taeter Nasse might escape the

artificial chaos of the Tanar'ri. If such a being succeeds in rising in power,

the consequences might be as a multiversal earthquake. Maybe one such

being is enough to challenge the Lords of Baator or of the Abyss, or even

the Lords of Pure Hatred themselves. Maybe, though, one such being is

enough to let the ancient Spirit Beings of Taeter Nasse and Barathrum

return, if they do still exist..."

Servants of Light

Ring of Celestial Summoning: 

     Celestials are sometimes punished for disobediance or 

vanity; these Rings are the result. Each such Ring has a 

specific member of a Celestial Race bound to obey the 

commands of the wearer; if the Servant of the Ring dies, the item 

becomes non-magical and worthless. When the Ring is rubbed, the 

Servant appears on the next round (variant of Plane Shift); the 

Ring is also enchanted to return the Servant to the Upper Planes 

when the current service is complete, which decision is made *by 

the Servant*. These Rings are imbued with Celestial Energy, and 

will only function for a person of Good alignment; they cause 

1d8 hp damage per round to an Evil wearer, and are simply useless 

to a Neutral one.

Servants are never required to make explanations or to describe 

their capabilities, even if the ring wearer commands it;

Servants are obligated to accomplish such tasks as may be ordered,

but must do so in a way that is appropriate to a Celestial.

A given wearer is entitled to require 1, 3, or 7 tasks (varies

by Ring); after which, the Ring vanishes.

Eladrin Servants on the Prime are still subject to Veil 

constraints; if the Master is mortal, they cannot reveal

their true nature to him/her.

02-50 Ring of the Asuras (one 8 HD Asuras)

51-60 Ring of the Archon (one 'Sword' Archon)

=>An Archon is required to remain neutral in disputes between

men of good will, taking sides only in bipolar conflicts.

They never attack first, always waiting to be attacked before

entering battle (although they may interpose themselves to 

protect non-combatants); they must always accept surrender. 

Archon Law considers the rulership of Mortals to be a matter

for Mortals alone; an Archon is not permitted to become

involved in mortal politics.

61-70 Ring of the Wolf (one 'Lupinal' Guardinal)

71-75 Ring of the Bear (one 'Ursinal' Guardinal)

76-79 Ring of the Bird (one 'Avoral' Guardinal)

80    Ring of the Cat (one 'Leonal' Guardinal)

=> A Leonal may decide to grant one Wish in lieu of Service;

or, it may not - the decision is made by the Guardinal. In any

event, a Leonal performs only one task per wearer.

81-85 Ring of the Hollyphant

86-90 Ring of the Agathinon 

=>The Agathinon in this case *is* the Ring; the wearer gains

the ability to use any first level Priest spell at will, and

to Turn Undead as a 7th level Priest. Rubbing the Ring 

accomplishes nothing, but the Agathinon is still obligated

to complete one service to its wearer.

91-96 Ring of the Bard (a Firre Eladrin)

97-98 Ring of the Sage (a Ghaele Eladrin)

=> Most of these Rings are Fake; the summoning works,

but the Eladrin isn't bound - its just her way to meet

new people and travel to far away places.

99 Ring of the Incarnate

=> The wearer gains the abilities and constraints of someone

possessed by a specific type of minor good Incarnate; if the

Ring is ever removed for any reason, it vanishes.

00 Ring of the Deva

01 Ring of the Risen (Pl/Alu-Fd,7HD/M12-Int 19/Ring Giver/Chaotic Good)

===============================> 

Eladrin Bow +1

   Can change size: minimized, it's between 18-30 inches long,

suitable for a Coure or just easy to carry (each bow has a specific

minimized size); maximized, the Bow expands in length by a multiplier

of 3. Most Eladrin Bows support some specific level of Exceptional

strength in their maximized form; the Bow otherwise grants +1 to hit only 

(no magical bonus to damage). Use of this weapon's transformative power

requires a command word; water or fire will cause normal damage to it.

> 

Coure Dart +1

   The standard Coure Dart has a Silver tip and is a "Blessed" weapon,

gaining +1 to hit and damage.  The Blessed effect lasts for as long

as the arrow is in the Coure's possession, +6 rounds.

> 

Element Darts/Arrows/Javelins - Missiles crafted with the outer 

planar equivalent of elemental material to cause additional damage;

while the Element attack is magical, the weapon itself is not,

so a weapon-immune creature struck by the missile takes only

the element damage (unless otherwise specified).

If an Element Arrow is launched from a Bow with exceptional strength,

darts can inflict up to +2, cavalry arrows (Short bow) up to +3,

and War Arrows (Long Bow) up to +4 additional piercing damage;

the arrow will flex and break if subjected to excessive 

launching force. An Element Javelin can inflict additional

piercing damage up to +6 if launched with exceptional strength.

An Element Missile is always destroyed when it hits something.

These missiles are not intended for underwater use.

Fire Dart = 1d4 piercing + 3d4 mag fire damage

Fire Cavalry Arrow = 1d6 piercing + 3d6 mag fire damage

Fire War Arrow = 1d8 piercing + 3d8 mag fire damage

Flame Javelin = 1d6 piercing + 5d6 mag fire damage in a 10 ft radius

(note: A Firre Eladrin can use a normal Javelin, and still inflict

+5 points of fire damage.)

Ice Dart = 1d4 piercing + 2d4 mag cold damage

Ice Cavalry Arrow = 1d6 piercing + 2d6 mag cold damage

Ice War Arrow = 1d8 piercing + 2d8 mag cold damage

Ice Javelin = 1d6 piercing + 3d6 magical cold damage in a 5 ft radius

Acid Dart = 1d4 piercing + 2d4 acid damage

Acid Cavalry Arrow = 1d6 piercing + 2d4 acid, +2d4 acid on next round

Acid War Arrow = 1d8 piercing + 2d4 acid once per round for 3 rounds.

(Subsequent round acid damage can be prevented by neutralizing the acid.)

Electric Javelin = 1d6 piercing + 5d6 electrical damage in a 10 ft radius

(Sharpness missiles can hit creatures as +3 weapons; Celestial 

Energy is only harmful to Lower Planar entities or some Undead.)

Sharpness Dart = 1d4 piercing + 2d4 Celestial Energy

Sharpness Cavalry Arrow = 1d6 piercing + 2d6 Celestial Energy

Sharpness War Arrow = 1d8 piercing + 2d8 Celestial Energy

Sharpness Javelin = 1d6 piercing + 3d6 Celestial Energy in a 5 ft radius

========================================

Wings of the Avorals : variant Wings of Flying (feathered, not bat)

Eyes of the Avoral: variant Eyes of the Eagle

Guantlets of the Equinal : variant of Gauntlets Ogre Power

Haunches of the Lupinals : variant Boots Striding and Springing

Bracers of Bralani : Bracers of Archery, AC4 (Warrior)

Bowl of Noviere Summoning

Censer of Bralani Summoning

Harp of Firre Summoning 

Gem of Laene Summoning

Pearl of the Noviere: Sw 24, Water Breathing, and Charm immunities

                      as per a Wisodm of 20.

Eladrin Boots: Reduces weight to 1/2; grants +50% to climbing checks,

    -4 modifier against being tracked, and increases movement by 25% for 

    walking or flying; these boots only function for a wearer in hominid 

    form, they expand or contract to fit size T, S, or M feet.

Libram of Dreams: The book is filled with biographies and portraits;

a person perusing this book is likely to become obsessed with one of 

the persons portrayed. Being unwilling to release the book, the reader

will eventually fall asleep with it, and will then experience a journey

into the World of Dreams, where there will be a quest to rescue the

person desired. When the dreamer awakes, the book will be gone; but

if the quest was successful, the person rescued will have replaced it.

[See Video Girl AI.]

- -Galen

CMV hypothesis reviewed in depth-part 1

Under the CMV hypothesis, Eladrin, Guardinals, Asuras, and Aasimar

are all one race; Aasimon and Archons are not.

Aasimar result from the sexual reproduction of Eladrin, Guardinals,

or Asuras; whether with each other or with mortal races. Aasimon-Human 

or Archon-Human hybrids are also refered to as Aasimar, due mostly to

the lack of any distinctions to readily distinguish between them.

Aasimar are certainly mortal; after death, they become mortal spirits.

One possible destiny for mortal spirits is to be reincarnated as Coure

Eladrin; in the CMV hypothesis, Coure are born from a Children Tree

(which is found in a Tulani Court, and perhaps elsewhere).

- ----------------------------------

Coure have an innate [metabiologic] ability to Alter Self as a 

Hierophant Druid; they are also immune to all aging or withering 

attacks, and to Electrical energy. They take Double Damage from 

unenchanted weapons forged of Cold Iron, and normal damage from 

other weapons. They are resistant to magic (10%).

As Celestials, Coure are imbued with Celestial Energy (Celestial

Energy is to the Spirit what Positive Energy is to the Material).

This grants them partial immunity to Cold and Gas (50% resistance),

the Ability to understand all written or spoken forms of communication 

(but not to speak or write an unknown language),

the ability to Cure Light Wounds at will (1/r), 

the Ability to Detect Evil (if within 120 yards- requires the Coure to 

concentrate,and is a directional perception with a width of 10 feet), and 

the Ability to summon Faerie Fire (1 turn duration, 25 sqft. 40 ft range).

They also have the Ability to cast Orison (Priestly version of Cantrip),

at will.

Coure also possess several pseudo-elemental abilities: They have 

the Ability to assume the form of a 6 inch diameter globe of faerie

light (their clothing and equipment transform with them), or to

return to their hominid form at will (1/r); they have the 

Ability to summon 1d4 'Dancing Lights' of force that resemble 

their own pseudo-elemental form, and to control the movement

of these balls (the lightballs must remain within 60 yards of 

the Coure or they wink out, they have a duration of 5 rounds);

while in humanoid form only, a Coure can shoot a Dart of magical 

force to a Range of 90 yards against any being within line of sight,

this 'Magic Missile' never missses, and causes 1d4+1 hp damage.

Their pseudo-elemental connection also grants Immunity to Magic

Missiles (and to Force Strike spells in general, but not against

the Concussion caused by such spells of higher level); and

Resistance (50%) to Fire or Magical Fire damage.

Finally, Coure possess Aura abilities to influence the Mind and

Senses of beings around them. They can impose Sleep at a range of

30 yards for 1 turn against one opponent of up to 4+2 Hit Dice

(this effect can be renewed before it wears off); can 

Project Sounds up to 90 yards equal to the noise of 10 men,

but of almost any type of sound ("Audible Glamer"); and can

Project visual Images up to 90 yards that fit within a 15 ft 

radius sphere ("Phantsmal Force" - note that only one sense is 

affected by any given Coure at a time; exceptional Coure

may have developed the ability to project an illusion of

a Scent or a Thermal illusion instead). 

Once per Day, a Coure can inflict Laughter (Tasha's 

Uncontrollable Hideous) upon one subject within 60 yards.

Coure fight (if they must) with 'Blessed' Rapiers (Dagger +1) or 

'Blessed' Arrows (Dart +1); the fine crafting of the Bow

combines with the skill of the Coure and their natural grace

to produce +4 to hit as Archers. They have an Armor Class of 5,

due to small size and quickness. Threatened Coure are likely to

withdraw and harass, making maximum use of local wildlife

and hazards to keep their opponents engaged. Coure communities

are typically situated in a Valley or Grove within call

of powerful allies.

- -----------------------

A CMV remains in the Coure stage for between 50 and 500 years;

eventually, most of the leasons of Childhood have been learned,

and the CMV advances to a Mature Form. A correlation has been

noted between the Plane on which the Coure matures and the form 

to which it develops. Specifically: a Coure on the Beastlands 

becomes a Guardinal, Coure on Ysgard become Asuras, Coure on 

the Olympus Layer of Arborea become Shiere, on Ossa -> Noviere,

on Pelion -> Bralani, on Muspelheim -> Firre, on Outlands -> Ghaele,

on Nidavellir -> Laene, and on Limbo -> Tulani.

The Adolescent stage of a CMV (transition from Coure to 

Mature form) appears to last 20 to 90 years in most cases 

(20 years + 1 year per 1000 XP of final form for Guardinals,

6 + 15d6 years for Eladrin, or 20 years for an Asuras). 

- ----------------------

======================

The Experience of an Asuras is Violent Conflict; spirits

Incarnated as Asuras desire confrontational problems and

prefer direct methods of resolution. An Asuras has absolute

commitment to the Cause, with an effective Will of 21;

they have a base Intellect of 17.

However, after perhaps a Century of War, an Asuras will look 

deeper into the underlying causes of conflict, attempting to 

identify the 'real enemy'; this constitutes 'middle-age' 

(Wis 22, Int 18), and is usually recognized by selection as 

Flight Leader (2d10 followers). An Asuras is considered Old 

when it withdraws from the  Front lines to plan strategy 

(Wis 23, Int 19), becoming a Host Leader (directing 2d10 Flights); 

and Venerable Asuras [Wis 24, Int 20] act as Generals 

(directing 2d10 Hosts). While it is necessary for someone to command, 

it is not healthy for an Asuras; the absence of personal confrontation 

with powerful Evils causes them to overcharge and burn out.

When an Asuras dies the Spirit is reincarnated as a Coure. 

It is estimated that an Asuras can only live three centuries,

although most die younger in battle.

Asuras have an innate [metabiologic] ability to Shapechange (as a Druid, 

but only to human or demihuman forms, 2/day); they are also immune to 

all aging or withering attacks, and to Positive or Celestial energies. 

They metabolize Celestial Energy, and thus require neither Food, Air, 

nor Sleep. The Claws on the feet of an Asuras strike even against 

creatures harmed only by +3 weapons for 1d10 points of P/S damage.

When directly confronting Evil opponents of strength greater their 

own, the constitution of an Asuras becomes enhanced, providing 

additional hit points, this enhancement is permanent; a Cons 25 

Asuras has double the normal hit points (and can regenerate 1 hit 

point per turn). An Asuras whose constitution has reached 20 will 

be surrounded by a halo of light that provides Protection from Evil 

in a 10 ft radius, their Claws will strike against creatures harmed 

only by +4 weapons, and they regenerate 1 hit point per hour.

All Asuras have a Magic Resistance of 40%. In their own form,

they can Fly at 33C, or Walk 12. An Asuras has a Dexterity of 19,

which combines with an innate magical AC2 to produce AC-2.

A common Asuras has a Charisma of 20 to Good aligned beings, 15 to 

Neutral beings, and 10 to Evil aligned beings; a Flight Leader

has Charisma G22/N16/E7, a Host Leader G23/N17/E4, and a General

G24/N18/E1. Asuras are indefatiguable (Stamina 19), but not

especially strong (Muscle 15).

In addition to metabiologic support, Celestial Energy provides an

Asuras with a continuously active "Protection from Evil" effect.

They can see the Truth behind all illusions, and always know if

a person is attemping to be deceptive, granting an effective

Intuition of 21 (which combines with their strong Will to produce

a Wisdom of 21), and spell immunities to: cause fear, charm person, 

command, friends, hypnotism, forget, hold person, ray of enfeeblement, 

scare, and fear. An Asuras can invoke True Seeing 3 times per day,

seeing all things as they truly are for 1 turn per use.

They can employ Priest spells from any Sphere, but only the

positive form of reversible spells; they have a limit of

7/7/6/4/2 spells per day. (Additional spells are gained with

increasing wisdom; the Flight Leader has 7/7/6/5/3,

Host Leader 8/7/6/5/3, and a General has 8/7/6/5/4.)

Three or more Asuras can create a Burning Wind with their wings,

filling an area of 60 ft radius with Celestial Energy that

inflicts 2d10 points of damage per round to Evil creatures only;

an Asuras can take no other action while generating this wind,

but can still dodge direct attacks.

The typical weapons of the Asuras are the Trumpet and the Sword.

The sound of a Trumpet of the Asuras is frightening to all Evil

beings that hear it, and forces a Morale check on those with 3 HD

or less, even if it not yet engaged in combat; only a being able

to provide Celestial Energy is able to Wind the Trumpet. A

Sword of the Asuras is a Bastard Sword +2, +4 vs Evil, x2 vs

Infernal opponents; it weighs only 3 pounds, and is a fast weapon.

(Thus, used two-handed against a Bulezau (Size L) the sword inflicts

4d8 +4 damage on each successful attack.) The Weapon calls forth

Continual Light (60 ft radius) when drawn.

=========================================

- -Galen

I just spent 5 hours on this, and my eyes are burning out;

Comments? Corrections?

Sources: CDR2, Monstrous Compendiums (various), Planewalker's

Handbook, WoH.

I intend to start on the Guardinals next weekend.

This is intended to provide a foundation for developing the

Upper Planar Races and their societies.

I expect to eventually post it on Werkshop's site as an expansion

of the "Planar Powered" essay.

CMV thoughts

'For it so falls out,

that what we have,

we value least

whiles't we enjoy it;

But having had and lost,

then we rack the value,

then we find the virtue,

that possession would not show us,

whiles't it was ours.'

- -Tatewaki Kuno

"Reliance. 

We learn 

what it is truly important,

only when we dispense 

with all else."

- -Aestorn, Bralani Typhoon

======================================

Shiere

A young Shiere begins as a Squire in the Light Cavalry

(Horse Archers mounted on Eladrin Ponies)[4 +6 HD]; then

becomes a Leader [5+8 HD](Patrol of 1d8) (The term squad is not used.).

and eventually advance to Captain [6+10 HD] (1d8 Patrols/company)

a Captain becomes Knighted, and either:

Becomes an Errant, [7 +11 HD], still on Light warhorse,

with 2d8 Companies assigned for direction (~250 subordinates), OR

Becomes a Chevalier [8 +12 HD], the Shiere Knight of the PSMM2.

Either can become a Knight Captain [10+15 HD], but it is far more

likely for the Chevalier to do so. 

The Knight-Captain commands a Rade of 3d8 Chevalier;

or a Fellowship of 8d8 Errants.

(Which means Chevaliers are each 1 in 1000- and are they ever proud of it!)

Knight-Captains serve a Tulani Lord.

The General of the Shiere [13 + 22 HD] is apparently unique.

The Lesson of the Shiere is Symbiosis - by joining with another,

the sum becomes greater the the parts (refering to the Steed).

(While this may seem to be a lawful philosophy, I consider it to

be an aspect of the "Enlightened Self-Interest" that drives all CMVs) 

===================================

Noviere:

They live in a shifting sea;

the changing water levels, the storms, the currents, the monsters-

all combine to ensure that nothing made will last.

And yet, Noviere are the only Eladrin (besides Coure) who make a home.

Why do they it? 

They aren't building for the future,

because what they make won't last. 

It isn't industry, 

because they aren't building for others.

Is it because ... Nesting is a feminine virtue?

Does that mean that the vast majority of Noviere will be female?

(and Laene, by a similiar arguement, male?)

As I've said before, Sirines in the Outer Planes should only be

found in the Olympian Realms; Noviere replace them readily.

(Although, obviously, my previous suggestion that Noviere-Sirine

matings converted the Sirines to Aasimar is become silly; it remains

the case that all Eladrin can use Alter Self to breathe water, so

maybe it was the Shiere or the Bralani who ...)

======================================

From Rudyard Kipling's poem "The Female of the Species":

...

Man, a bear in most relations-worm and savage otherwise,- 

Man propounds negotiations, Man accepts the compromise.

Very rarely will he squarely push the logic of a fact

to its ultimate conclusion, in unmitigated act.

Fear, or foolishness, impels him, ere he lay the wicked low,

to concede some form of trial even to his fiercest foe.

...

But the Woman that God gave him, every fibre of her frame

proves her launched for one sole issue, 

                             armed and engined for the same,

and to serve that single issue, lest the generations fail,

The female of the species must be deadlier than the male.

She who faces death by torture for each life beneath her breast

May not deal in doubt or pity-must not swerve for fact or jest.

...

She is wedded to convictions-in default of grosser ties;

her contentions are her children, Heaven help him who denies!

He will meet no suave discussion, but the instant, white-hot, wild,

wakened female of the species warring for her spouse and child.

...

- -------------------------

And the point of this is:

An Archon *has* to accept surrender; no one said the Asuras does.

Wait. 

No. 

The point is that the Asuras is a champion of a virtue,

and Kipling described it; I'll name it "Retribution",

which I wouldn't consider a Virtue except for the power of his

arguement.

- -Galen

Hazards of the Paper Plane

This information was gathered by the Lantern Spirit Blue-Wink-Red-Blue and

transcribed (and translated) by the Venerable Bird Kawatoshi Fuuden.

"To we of the Lights, little is dangerous save the accursed Mache-Men, but

travelers from Beyond the Folds oft find it difficult to navigate our most

beautiful home. They are simply not used to its multidimensional nature.

Time spent studying the curves and folds that grace this, our home,

alliviates this problem somewhat, but few outside the ranks of the

Dimentionalists care to undertake such an arduous task; there minds simply

cannot encompass the subtle beauty of it all. Suffice it to say that to

most, traveling in Paper is like traveling in mage's maze spell, only more

so. Traveler to the Folded Plane must make and Intelligence (Int/Reason)

check every turn to avoid getting lost. Once lost, a successful Wisdom

(Wis/Intuition) check with a -5 penalty will allow the characters to find

their way back to the point where they got lost. (Of course, since our

sublime home is often so very confusing to Gaijin, they often do not

realize they are lost in the first place.) A traveler with no particular

destination in mind. though, may find that they can get from here to there

with relative ease. A special point to note: those beings call by you as

minotaurs are not immune to the nature of our layered home. They do

however make any ability checks to avoid getting lost (or finding

there way back) with a +2 bonus.


"Another point we should mention is that many spells are

irreversably altered in the Thousand-Fold Palace. Dimensional and

Geometric magic is enhanced here, [Kawatoshi-san: Anything written on this

plane has Power, one of the many reasons the Plane of Paper is also known

as the Scroll], whilst the disaplines of Divination and Abjuration are

diminished [it's not easy to find something through the angled folds of

the plane, nor block a body with a _wall_of_paper_ -Editor]. Necromancy

will not work on this plane, either; it is an absolute prohibition, save

in the Pulp Fields of the accursed Mache-Men (may they be un-written from

the Scroll of Life) where it is merely anulled and may be used with the

proper spell keys.


"Other spells are afected by the nature of the Folds. Colour

spray, for example conjures up multicoloured steamers, and Melf's acid

arrow produces a dart made of acid paper. [Picture a paper airplane -Ed.]

As mentioned above, Abjuration spells are diminished. This is due to the

fact that they conjure up paper fascimilies of the intended abjurations. A

wall of fire spell creates flames made from red-coloured tissue paper. It

still burns, but not so much that it would damage the plane.

[Kawatoshi-san: It is my humble pleasure to inform you that this is not so

everywhere. In my home of Razor's Edge abjuration spells work at full

strength, since they conjure up metallic, not paper, facimilies. The wall 

of fire mentioned above is composed of gold leaf and brass sheet metal,

for example.]"

Since the Lantern Spirit knew precious little about the hazards of the

plane beyond mere confusion to mortals ("I have seldom traveled beyond the

gates of the Palace of Lights") is was deemed neccessary to ask elsewhere.

Kawatoshi-san proved to be a wealth of information.

"Breathing is not that much of a problem for those who feel the need.

Naturally there are exceptions: in the Pulp Fields breathing is a

hazardous as in the Plane of Ooze, while in my home of Razor's Edge, it is

my sorrow to report that breathing can also be difficult. 'Twould seem

that many have trouble inhaling the small metallic flecks that permeate

the air of my home, denying them the full enjoyment of its wonderous

beauty. A no breath spell will quickly alliviate that most unfortunate

problem, though.


"In addition to the rare pockets of other elemental material,

there are some hazards that it would be most wise to know of:

Dimensional Faults-These two-dimensional cuts in the folds of the plane

act like swords of sharpness to those who blunder into them. Edge-on they

are invisible, but if viewed at an angle a slight dimensional distortion

may be noticed. Anyone spending sufficient time in the Scroll learns how

to notice these things. They are especially common in Razor's Edge (where

they are used as defense against the hater Mache-Men, may they rot) and

oddly enough, also in the Birchwoods. 'Twould appear that the Leaves (as

the region between Paper and Wood is also known) can be very sharp indeed.

Whiteout-Contrary to what some may think, it is NOT an innate ability of

our most hated enemy (may they rot) to "conjure" these blobs of

nothingness. That is nothing but their boasting. There ARE, however,

pockects of this vile substance that can be found in the Pulp Fields (and

ONLY in that accursed region, thank Thoth). The confusion arises from the

fact that some Mache-Men can manipulate the Folds, hiding these dangerous

pockets extra-dimensionally, as a Paper Doll [Paper Genasi-Ed.] hides most

of itself, until it's too late for their victims. Whiteout acts like the

wild magic spell there/not there on anthing it touches. A saving throw vs.

death magic at a -5 pentaly is necessary to shake off the effects.

[Experiments by the kender explorer Totin Hilboroughs-"It was fun!"-bare

out Kawatoshi-san's assertions-Ed.] Fortunate for all, the size of a

Whiteout pocket is much smaller than most others (use the elemental pocket

chart, reducing the size to 25%).

Bytopia:

 Gnoats

Gnoats are described in one of the monstrous compendium annuals, either the 

second or the third.  They are centaur-like gnomes with the lower bodies of 

goats.  They do not have horns.  They seem more appropriate for Bytopia than 

the Prime Material (the Mimir listed them in its Outlands encounters, which I 

elaborate on below).

Creation: The Gnoats trace their ancestry back to the Great Astral She-Goat, 

Amamanda, who licked the first gnoats free from the stony body of a dead god. 

 The gnoats revere Amamanda, and but leave offerings to their own petitioner 

ancestors, who keep to themselves.  Rumors that gnoats are actually related 

to bauriar, who occasionally come to Bytopia to trade but usually stay away 

from a plane that values cooperation over their treasured sense of 

individuality, are denied by both races.

Society: Gnoats build cities of stone in the hills and mountains of Shurrock 

and Dothion, living above and below ground and surviving by farming and 

trade.  They express themselves through singing and sculpture.  Unlike 

bariaur, gnoats sometimes eat meats.

Ghost flocks: Offerings are left to their ancestors, and the one time when 

gnoats migrate from their traditional cities is to make sure that this 

happens.  This is how gnoats came to exist in the  Outlands, when the number 

of dead neutral gnoats became great enough that a sizable ghost flock existed 

there.  As previously noted, ghost flocks do not interact with the living 

except to collect their offerings. 

The Roaming City

The Roaming City

(Town)

Character: Keep going, lad!  Only the dead stand still!

Ruler: The ruler of the Roaming City calls himself His Roaming Highness the 

Gypsy King. He's a bariaur given to great embellishments, and he officially 

greets all guests.

Behind the Throne: The city is guided by a caste of hooded sages who claim to 

be able to predict the movements of the herds upon which the city makes its 

livelihood.  Whether this is truth or screed, the natives swear by them.

Description: The Roaming City is strange indeed for those who haven't heard 

of it before.  It's built on the back of a vast herd of cattle, forever 

wandering the Bytopian grasslands.  These cattle are as big as iron-scaled 

gorgons, each supporting a building on its back, connected by flexible 

bridges.  The cattle move at a tremendous speed, faster than any horse, so 

the city sees a lot of different terrain.

Just getting to the city is hard.  If you can fly, that's your best bet.  

Landing is no trick, since the city is so vast, but it's hard to choose your 

exact destination unless you can keep up with the cattle.  Be careful not to 

land on any of the natives; they don't take kindly to that.  

When the herd slows down to graze, you might be able to convince someone to 

lower a ramp down.  They're usually eager for visitors to trade with and 

bring stories.  The natives themselves almost never leave, and stories tell 

of legendary heroes who fell off as infants and were raised by wild animals 

before eventually finding their way home.

Militia: The sharp horns of the enormous Roaming cattle are deterrent enough 

to any invasion.  Domestic crime is handled by plain-clothes officers armed 

with billy clubs and small dirks. 

Services: Occasionally, for great quantities of jink, some bashers'll be able 

to convince the Sages to let  them buy a young Roaming calf from them.  Such 

a calf has a lot of meat and milk to give, and it makes a good mount.  This 

is rare, though, since the inhabitants of the city depend on this meat and 

milk for their own survival.  

Milking a moving Roaming Cow is a difficult process, involving a complicated 

system of gears, pulleys, harnesses, and buckets.  Slaughtering one is 

somewhat easier: the butcher spots an older cow or bull no longer able to 

keep up with the herd. After evacuating anyone who might be living on it, a 

massive harpoon is mounted on a nearby animal and fired into the straggler's 

brain.  The creature is reeled in, and dissected on a plank with special 

troughs to prevent the blood from scaring the animals beneath it.

In return for their milk and meet, the Roaming Cattle are watered daily from 

cisterns that collect rainwater on their backs.

Current Chant: Something terrible has happened.  A chunk of Bytopia has 

fallen into the Outlands, corrupted by a group of insistant traders.  Where 

the realm was is an enormous chasm opening in what was previously a flat and 

fertile plain.  The herd is heading directly toward the chasm and looks like 

it may go over within the next few weeks.  The Sages see only a few options:

1. Flee the city.  Unacceptable; no one will do it.

2. Bring back the chunk of the Outlands to fill in the hole.  This seems to 

be the best solution, though the Roamers aren't sure how to go about it.

3. Build a bridge over the chasm.  The Roamers are good at building bridges, 

but don't know where to get enough material at such short notice.

4. Divert the herd's path.  This has never been done before, but it might be 

possible if only someone could find some really big dogs...

Valedon

Valedon is the "evil" world in Joan Slonczewski's preachy feminist novel A 

Door into Ocean. The societies in that book are sufficiently developed that I 

thought they would make good outerplanar regions, though I wanted the moral 

conflict to be subtler, and rather than completely reread the book I made a 

lot up, especially the bit about their funny eyes.

Valedon, the cities of stone.

Character. The people of Valedon are proud and mercantile, considering 

themselves to be masters of all planar trade and exploration.  They decorate 

themselves with stone, and the particular stones they wear spell out both 

their personal names and their careers.  The society is divided between 

nobles and commoners, but governing is generally considered to be just 

another career, worthy of respect but not exhalted; the Valans are an earthy 

folk, close to the stone they live with.

    Ruler. Valedon is ruled by the High Protector, who dwells in his 

stone-encrusted palace, covered with stones of every kind, from amethyst to 

limestone to something that begins with a z.  He is a big man, with supports 

of iron to keep himself from collapsing beneath his ornaments of office.  He 

rolls about on wheels.

    Description: Valans are immediately recognizable, their eyes of polished 

stone immediately setting them apart, though they apparantly see as well as 

the more common sort in others' sockets.  The buildings in their city are 

stone as well, quarried from the local hills, designed to impress and most 

often square, festooned with towers.  Valan merchant-adventurers travel the 

plane in powerful zeppelins and navigate the rivers in great barges, 

exploring the rest of the multiverse from their headquarters in Tradegate.

    Militia: Valedon is defended by the Protectoral soldiers, who march about 

with spears tipped with crystal that glows like fire.

    Services: Valans are traders, miners, weavers, and workers of all 

varieties of stone.

    Current Chant: Traders from Valedon have discovered the floating islands 

of Shora on Elysium's layer of Thalasia, and they hope to open it up to trade 

with their kingdom.  Trade benefits everyone on Bytopia, so this discovery 

must mean happy times for everyone.

Gravs

Gravs are a race from the Spelljammer campaign (MC9) who seemed appropriate 

for Bytopia. 

Gravs in general: Gravs are an extremely squat humanoid race with powers over 

gravity. They average 3' tall and just as wide, although their upper caste, 

the Elite, are slightly thinner.  They have small heads and are enormously 

dense, averaging some 600 lbs. Their feet are clawed and elephantine.

Gravs in the planes: Relatively recently, a colony of gravs found a pathway 

that lead them to the outer planes. After sending an observation team around 

the Great Ring, it was determined that the best places for them to settle 

would be Mechanus and Bytopia, which they did.  The Mechanical gravs have 

found employment as traders in places where the gears meet each other at 

harsh angles, but it's Bytopia where they've really succeeded.

Gravs in Bytopia: Gravs dwell high in Bytopian mountains, where they work as 

miners, but more and more are finding success as merchants.  Their powers 

over gravity allow them to transport truly vast quantities of material from 

Dothion to Shurrock, or vice versa, far more than other races can with their 

balloons, spells, or flying beasts. They call their standard barge an Argosy, 

though spelljamming helms are hard to come by in the Twin Paradises. Argosies 

look like pieces of a mountain, flat on one side and pitted like a moon.

Society: Living in Bytopia has begun to create great changes in the Grav 

social order.  They've had to open themselves up to other races far more than 

they ever thought they would, and the rigid distinction between the Miner and 

Elite castes has begin to break down as Miners have left the colonies to 

become merchants, forcing the Elites to join in on the work if they want 

things to get done.

Art: Great public works of sculpture are the primary means of artistic 

expression in Grav life, and it isn't uncommon for one of these monuments to 

be designed to float during ceremonies.

Religion: Gravs traditionally worship the Elite, and the Elite worship 

themselves.  This situation is changing, and many gravs have expressed an 

interest in the gnomish gods in particular.

Agriculture: Gravs trade for their vegetables and grain, but they have made 

one contribution to Bytopian farming  that no one has manged before: they've 

tamed some ni'ath, which they use as guardians and hunting companions. They 

seem to be immune to ni'aths' special abilities.

Commerce Park

This is not only based on but out-and-out ripped off from the In Nomine game, 

created by Croc and written by Derek Pearcy for Steve Jackson Games.  The 

text is mostly mine.

The planetar Marc, polite, businesslike and honest to a fault, believes that 

trade lowers the amount of violent conflict in the world, and that capitalism 

is ultimately the most equitable of economic systems, promoting understanding 

across cultural, ethnic, religious, and economic lines.   His subordinate 

celestials work to keep trade running smoothly and fairly across the worlds, 

helping to stop thieves, misers, robber barons, and exploiters while 

encouraging money to change hands.

Commerce Park is a near-infinite expanse of tents and bazaars in Bytopia 

built by and for celestials and planeborne but accepting all who come willing 

to trade fairly.  Goods from across the Upper Planes can be found here, 

including artifacts believed lost for centuries and found by Marc's servitors 

and sold here that they might enrich the planes through their presence once 

more.  A cervidal was excited to find the cup he had found was the Holy Grail 

itself; with it he rescued a doomed band of eladrin and halted one of the 

greatest battles the Blood War had ever seen before he ultimately gave it to 

a questing paladin in exchange for a timely healing.  Verifiable rumor says 

that anyone who buys something in Commerce Park and refuses to part with it 

for a worthy and fair offer will find their treasured object simply gone one 

day.  In Commerce Park, one might find an acorn from Grandfather Oak, exotic 

fruits from the Beastlands, magical sand from Pelion, ambrosia and golden 

harps from Mount Celestia, or one's own true love.  Those searching for goods 

for corrupt or ignoble purposes may find they've traded for their own karma, 

and regret it.

The Burroughs

Built by ancient prophets, a race of ur-gnomes.  The tunnels of Bytopia's  

inner root-roads converge in a vast city that appears to have been built by 

giants.

"An ancient race of giant gnomes? What have you been smoking?"

- --Elijah Gibbons, proprietor of Gibbon's Fine Bytopian Ganja.

The Burroughs are today a typical cross-planar trade city, though dominated 

by gnomes of various shades and stripes and backed up by a large number of 

Bytopian natives.  The tunnels themselves lead to around fifty different 

friendly places in the upper ring, the outlands, and the Prime.

The Burroughs are ruled by an elected mayor, a seven-eared gnome named 

Locorm, jolly, fat, and spicy as the food he loves.  Behind his throne is 

mostly dust and envelopes, because his pet rats eat most of the food he drops 

there.

The Burroughs are a good place to pick up upper-planar goods, or to get into 

Bytopia from somewhere else.  It is defended by trained bytopian mountain 

hamsters, nine feet long with teeth like steel.  Hamster trainers belong to 

an ancient, secretive guild and must learn hundreds of rodent-like hand signs 

and squeaking noises to be admitted; a formal parade is launched as each 

apprentice becomes a journeyman, and as each journeyman becomes a master.  

Hamster training parades are grand things, filled with chittering and 

ceremony and everyone wears their best bowler hats and cardigan sweaters for 

the occasion.

The city's ancient bigness is imposing at first, but the rooms have all been 

divided out into individual apartments.  Still, the average visitor feels a 

bit like a doll sitting on a shelf or a countertop built for someone whose 

normal size is more impressive than theirs' are.

The upside is very up, however, because the city has all of the facilities 

anyone could expect, with running water, sewage, and lots of storage.  For 

some reason, the ancient ur-gnomes built miniature roads leading up to their 

furniature that come in very handy these days.  There's more: the city has 

mysterious sources of fuel and heat, and instructions for dealing with 

various invasions evil deities must send.  It's all dreadfully mysterious.

The most exciting thing going on in the Burroughs these days is Tunneldaze, 

sort of a get-to-know you party the natives hold every so often.  There's 

sales on drinks, and one very upset umbleby who doesn't want to get to know 

anyone.  The umbleby, whose name is Gershwin, is playing his horn very loudly 

all day. This has disrupted Tunneldaze and several of the sacred hamster 

trainer parades.  Gershwin has been in and out of prison for some time now, 

so Locorm decided that this time it would be a good idea to stuff him in a 

box with holes in it and give it to a bunch of travellers, pretending it was 

a prize.  Who knows? thought his pet rats.  It just might work.

Athet the Mossy

Question for the list: Do you think that Dagmar and Silrammir should be 

adamantine dragons instead, children of Mercuria?

Athet the Mossy

(Town)

Character: Easy streets, brotherly love, ash tray heart.

    Ruler: Athet is ruled by twin dragons with golden scales. They generally 

take human form.  Dagmar has beautiful rose streaks in his wings; he is the 

dominant brother, always launching grandiose social reforms and programs of 

exploration.  Silrammir, a smaller dragon tinged with bronze, does much of 

the actual day-to-day work of governing.

    Behind the Throne: Athet has a second city within the greater one ruled 

by a small group of wizards known as the Fireveils.  The second city, known 

as Paradise, is built around a dormant volcano.  Here, the day-to-day 

mundanity of the Mossy is replaced by busy explorations into the heart of 

magic, constant researches and a flow of minor magical devices.

    Description: Mosses of all sorts cover the landscape to the horizon, some 

with unusual properties.  Great trees shade the landscape, largely masking 

the sky, though an orange streak can be sometimes seen above Athet proper.  

Every building, every window, every street is filled with thick green growth, 

most of which is harmless, though memory moss lurks in some of the alleyways, 

something that encourages the wizards to hide in their sanctum. The average 

citizen of Athet is used to the cool green-hued light of Athet's buildings, 

and thinks nothing of it.  In the center of the city, on top of a vast hill, 

is a city within the city.  Over a wall the cool mossiness of Outer Athet is 

gone, replaced with the flaming pit of a dormant volcano.  Tunnel mouths gape 

all along the interior: the homes and laboratories of the city's wizards.

    Militia: The city militia is composed of mounted cavaliers armed with 

holy-water sprinklers and lances.  Most of the wizards have no special combat 

abilities.

    Services: Athet grew up along a major Dothian trade route, and most of 

its citizens are merchants.  The primary local product is moss, naturally.  

The wizards of Paradise provide many magical products and services in 

exchange for raw materials the city's merchants and moss farmers provide them 

with; it seems many of the mosses make excellent spell components.

    Current Chant: Silrammir is missing, leaving Dagmar at a loss.  He has 

recruited some of Paradise's wizards to help with Silrammir's duties, all of 

whom are extremely surly at having their researches interrupted.  

The dark is that several ages ago the land was uninhabited except for a 

single moss spirit.   The moss spirit, seeking companionship, found a tunnel 

leading deep within the layer, exploring places that even the monstrous 

ancestors of the gnomes had never visited.  She followed her heart into the 

inner heat of the land, and there descovered a spirit that glowed with the 

fire of creation.

Moss invited her new friend back to her home, and so they went.

They made an admirable pair, Moss cool and connective, Heat vibrant and 

representive of the chaos that keeps Dothion from sliding up Mount Celestia.  

When children of the lower worlds ventured into their nest, a mage called 

Armacycilus with his two dragon guardians, they  were welcomed as well.  For 

a time all were happy.

Initially Armacycilus only wanted a place to perform his experiments on the 

magic of gas and flame, but things changed when Heat and Moss begat a child.

The child, a creature of mild green warmth, was named Meat Hoss by its 

unfortunately unimaginitive progenitors.  Meat Hoss was unique in that she 

needed no one; she fed on the energy she herself created.  That made her a 

loner, and she left the plane for the Beastlands before sixteen seasons had 

passed.

Moss and Heat were devestated.  They begged Armacycilus to help them retrieve 

their darling, and he agreed to send Dagmar and Silrammir to look for her.  

Sixteen seasons passed, and the dragons returned, reporting that Meat Hoss 

was flying with the herons and did not want to be called.  Moss and Heat 

imported herons into their growing city, and convinced the dragons to ask 

again.  Again they returned after sixteen seasons, saying tht Meat Hoss was 

crawling with the centipedes and did not want to return.  Great Centipedes 

like caravans were brought into Athet and the process was repeated, with the 

same result.  The spirits of the place lamented, "Our daughter will not come 

because she cannot, as others can, depend on an other to be complete.  Would 

that she were twins and not this selfish whole!" Armacycilus brooded over 

this and over his experiments and said, "You know, Patrons, it may be 

possible."

So the menageries were dismissed, scattered throughout the planes.  

Armacycilus retired to his laboratory and labored while Dagmar and Silrammir 

ruled the city.  And Heat and Moss sent for more wizards, and more wizards to 

support the city's wealth while others labored on the artifact that 

Armacycilus would build.  

At last the great magus emerged from his cave, his assistants (of many races) 

beaming with pride.  "I call it the Five-Armed Prism," he boasted, and 

demonstrated its efficacy by becoming at once a tyrant-king named Xonos, an 

Arcane called Greius, a child named Bright Wisp and an eladrin called the 

Dancing Lord.

"Wonderous!" exclaimed the spirits, but Armacycilus no longer knew them.  He 

wandered off in every direction, leaving the artifact behind.

Silrammir reassured his friends Moss and Heat.  "Do not worry.  I will take 

the artifact to Meat Hoss and Dagmar will watch the city."

"What?" Dagmar cried in dismay.

But Silrammir's journey had begun.  While in the Outlands, he was mugged by a 

gang of Anarchists mounted on something that can mug dragons.  The Prism was 

stolen and taken to Carceri and the dragon was sold to the khaasta.

Elysium: Shora

Another realm from material in Joan Slonczewski's novel A Door Into Ocean.

 Shora

(Realm)

Character: Everyone in Shora shares everything, and their language reflects 

this.  A native of Shora, called a Sharer, cannot conceive of merely eating 

food, she "shares food."  A Sharer does not go for a food, she "shares a swim 

with the sea."  A Sharer knows that to heal is to share healing, to love is 

to share love, and to kill is to share murder.  Sharers share their lives 

with one another on their living rafts which float silently in the Thalassian 

Sea.

Power: It's thought that the living rafts are the gods of the realm, or that 

together they make up a single nurturing, supportive intelligence.

Cities: There are at least twenty rafts in Shora, each with a dozen to forty 

inhabitants/

Ruler: Sharers share their governence with an appointed Speaker, always 

respected elder.  The elder shares her thoughts and wisdom with the others on 

the living raft.

Behind the Throne: Merchants and warriors from the Bytopian realm of Valedon 

have discovered Shora's drifting archipelago, and are attempting to integrate 

their new friends into their trade federation.  The new ways are causing a 

bit of a backlash, tainting the realm with as much chaos as Bytopia has law.

Description:  Sharers resemble human women with dark purple skin and webbed 

fingers and toes; new Sharers are born from the living rafts; those who share 

this experience with the infant call it "entering the first door."  The rafts 

provide medication, shelter, solace and reproduction.  The sea shares its 

food; the women collect algae and kelp and share nets with the local fish.  

Sometimes local predators share their suckers and stingers with the Sharers, 

who accept this and have learned to fight well underwater.

Services: Shora is a place to go to share fine sea food and valuable 

medicines.  It's also a peaceful place by the sea to rest and heal and learn.

Militia: Sharers are capable of defending themselves, but to share death 

through murder is anathema to them; since they are sharing the experience, 

they would no more kill others than they would kill themselves.  

Current Chant: The alien Valans from Bytopia have discovered a portal to 

Shora that looks like a funnel of water a few armslengths beneath the 

surface; it's apparently natural and permenent, though new, so they sent some 

hopeful explorers through.  Unfortunately, Bytopian goods have been a 

disaster for Shora's perfectly communal economy, with Sharers looking at 

their new shiny stones with a new emotion called greed.  For the first time 

in the realms' history, Sharers are not sharing.  There have even been a few 

incidents of Sharers sharing fights over their new trinkets, something that 

would have been unthinkable months before.  One Sharer is studying books on 

Valedon's government and has begun looking at the life-rafts with covetous 

eyes, imagining herself as a great Protector.  The rafts themselves have 

begun to wilt, as if sensing the change in their children, and it may be if 

something is not done to correct this influence the Sharers may be reduced to 

another group of refugees haunting the streets and tenements of Sigil.  The 

Valans are concerned, but can't figure out what the problem might be.  

Meanwhile, a few young Valans have begun learning the ways of the Sharers; 

they are recognizable because Shora's touch has begun to turn their skin 

Sharer-indigo.

Carceri: Severence

            Severence 

              (town)

Character.   As if all of a hydra's heads were ganging up on its tail, the 

outward forms  you show to others have been set free.  They're coming for you.

    Ruler. The yagnoloth Lakerus, a sadistic bastard known for cutting pieces 

off his enemies, controls the most powerful faction in the city.  Lakerus has 

fallen on hard times of late; his arm has been replaced by a mechanical thing 

of greensteel and a living retriever. Half of his head has been replaced by 

an enormous obsidian eye from the City of Glass and Vine.

    Behind the throne. The supremacy of the yugoloth overlords was challenged 

several decades ago by a slave uprising.  By means of an artifact called the 

Five-Armed Prism (crafted by the eladrin known as Dancing Lord) the slaves 

managed to cut away what the city's populacewas from how  it was perceived.  

Ruling suddenly became much more difficult as the yugoloths were confronted 

by doubles representing what they meant to their slaves.  After many cycles, 

the city has stablized into uneasy balance between the competing factions.  

The slave have been able to scratch out a bit of status for themselves by 

playing their multiple masters off of each other.  Another advantage they 

have is the assistance of the servile toadies the yugoloths saw  in them.  

They can't be trusted, but they can be bossed around by anyone, including 

their more dynamic doubles.

    Description. A city divided between the yugoloths and their human slaves, 

between signifier and signified, what is and the endless hunter reflections 

of meaning.    Severence is a port city on the Styx and receives and benefits 

from trade throughout the Lower Planes, although most do not stay long for 

fear that the many faces they wear will try and kill them.

Severence is in Othrys.

    Militia. Severence is patrolled by mezzoloths, slaves not being trusted 

with weapons.  The problem is, each major rival for the throne has his own 

army (each army consisting of up to 30 groups of three).  It's fortunate that 

mezzoloths don't have much personality, or there'd be more.  There are about 

half as many dergholoths, and about twelve piscoloths running the various 

armies.  There were once more, but those aspects whose troops didn't 

duplicate with them were executed.

    Spymaster Targa was nicknamed the Many even before the Severing because 

of her masterful use of disguise in keeping order within the city.  Though 

created a nycoloth, she managed to convince the populace that she was 

(variously) an arcane, a tiefling, an imp, a shator, a babau, a human 

revolutionary , and a slaad.   Rooting out trouble and manipulating the 

various leaders and upstarts was child's play for this sly cutter, and 

promotion seemed assured.

    Frustrated as all her carefully created identities were stolen by living 

facades ignorant of her plans, she tried to create new  personas only to have 

them become real, seperate entities as fast as she killed them.  

    Furious now, Targa finds most of her time hiding in the shadows and 

killing random passerby, grateful that almost no one knew  of her real 

persona (even Atrophus, since she was appointed by the ultraloths).  What sh 

e doesn't know is that even now the murders she commits in her silent rage is 

creating a rival serial killer, one even more silent, and more invisible than 

Target herself.

    It's ironic that the human Jacquie,  (Female human thief 14) who was a 

brilliant revolutionary when she was actually Targa, has grown even better 

since then.  The current Jacquie is the primary leader of the human 

resistance, and it's beginning to look as if she might win.  Even the most 

overblown exaggerations of her prowness have so far been evaded, allowing the 

rebel leader to continue her work with relative efficiency.

    One aspect of Jacquie that hasn't changed since she stopped being 

nycoloth spy is her dislike for Paul, the mastermind who found the Prism.  

The original Paul has been dead for some time now, replaced by  one more 

amicable to Jacquie's schemes.

    Services. The rewards of having the perfect alibi are tempting enough 

that ma ny brave the city's violence and unrest to collect aspects of 

themselves.  If it weren't for the duplicates' murderous dispositions, even 

more would.  Due to the trouble Severence is having with its organization, 

    Current Chant. Farrow, a shadowelf from Sigil, has been making inquiries 

about Severence, believing that it might help him with a problem he has.

Buzrouwug

Frogheads perfectly fit in Abyssal societies. They're powerful 'nuff not to

be slain outright by the masses, and they're servile enough to keep more

powerful beings from killin' them (well, didn't help 'em when 'ey met

Grendle the Go-Getter, 'course) - usually hezrous, and of those most often

their parents.

'ese ugly berks look like upright, fat frogs of some dark (mostly green,

but not always) colour. They got wide, large mouths and fleshy tongues of

astonishin' length (don't beath the spikefrogs, though!), an' their

strangely thin clutches 've got brutally sharp nails. These claws as well

as the beast's feet have skinny webs between the fingers/toes, an' their

froglike eyes can move in all directions - one eye can look forward while

the second can be lookin' behind the creature. The eyes protrude from the

head so far, this's an easy thing for the swamp fiends.

Minimum/Maximum:

Strength: 6/18

Dexterity: 5/17

Constitution: 7/19

Intelligence: 5/14

Wisdom: 6/17

Charisma: 3/16

Buzrouwugs can become fighters of up to 10th level, priests of up to 6th

level (they usually don't show too much devotion, only servility; I've

seen one exception, though, an' he was powerful 'nuff to give a high

priest of Odin the laugh!), or thiefs, the latter without a level limit

(seems it just fits their sneaky nature).

'ey can also become fighter/thiefs or priest/thiefs, where the fighter can

rise up to 9th level, an' the priest up to 4th, while the thief can rise

up to 20th level.

Combat: 'ese pestering critters seem to very good at lookin' at their

back, literally. It IS possible to surprise 'em, but you can't sneak

to them. If yer' a thief and think about backstabbing - forget it.

Buzrouwugs are also immune to nonmagical weapons (except iron ones) and only

get half damage from poison and cold. 'course, a poison that kills instantly

still kills the creature completely (might be it suffers a bit longer,

though - but who cares?).

They have very keen senses, bein' able to look, hear an' smell 1.5 times

as good as any human. They got a bad sense o' taste, though (literally an'

metaphorically), an' they won't notice a bitter poison in their drink if

they don't expect somethin' like that. They got 90 feet infravision.

When a froghead meets an inferior, it usually attacks the poor sod, not

necessarily to kill 'im, but to torture him. The buzrouwugs love 'at stuff,

and they love to be feared (only so much that assassination attempts don't

become common, of course). Adventurers that make a weak impression might be

able to lure a Buzrouwug into attackin' foolishly instead of callin' for

reinforcements. Then, the beast attacks with two claw attacks (1d6 points

of slashing damage due to the long, sharp nails), or bite with 'eir blunt

teeth (which isn't really effective, though, causin' only 1d4 points of

damage, and if bitin' on armour, sometimes hurtin' the half-fiend more

than its' foe).

Buzrouwugs with a Strength of 16 or higher that manage to land two claw

attacks 'gainst an opponent can try to use a bear hug technique. 'is

prevents the victim from attacking, and both half-fiend and victim have

to make strength checks every round. If the victim manages to outmatch

the Buzrouwug by more 'an eight points, it frees itself; if the buzrouwug

outmatches its' victim at all, it presses the air from the victims' lungs.

The victim temporarily loses two points of constitution from this, and

becomes unconscious when having zero or less constitution. The constitution

returns at a rate of one per hour.

Buzrouwugs can also jump quite good. Though this isn't as effective as the

stuff bullywugs do, the stronger ones can combine it with the bear hug

attack. When 'ey got one victim in their hug, they make a jump of about 20

feet forwards and land very hard. This forces the victim to make a system

shock roll (note the maybe new constitution score!) or pass out with a

temporal constitution of zero as above. Fortunately, the buzrouwugs can only

use either the jumpin' or the strong huggin' - if such a half-fiend jumps,

it still got you in its' grip, but it doesn't press the air from your lungs.

Another fortunate thing is that buzrouwugs don't smell as horrible as their

fiendish parents. They DO emit a foul liquid all ov'r their skin, but ye

don't have to vomit when smellin' it. Seems it's jus' for them not to get

dry too soon.

Half of the buzrouwugs can use their innate magical ability "blink" once

a day, while the other half of 'ese berks have "blur" instead - seems

the offspring's mixed the fiendish blinking with bullywuggish chamaeleon

abilities. Looks a bit different from normal blur: More as if the beast's

teleportin' aroun' all time, just never movin' more than a few inches with

every teleport. Oh yes, and it looks like a FAST teleport, many times in a

minute, so it effectively is like a Blur-spell. Looks funny, it does.

They can also use "protection from normal missiles" three times per day,

and summon insects once a week. Due to some currently unknown reason, the

hezrou's "unholy word" seems to have evolved into somethin' completely

different (actually, it might not be related to the unholy word, that's

jus' my best guess): They're able to sense "holiness" in a 20 foot radius.

That is, if they encounter a Celestial, a paladin or someone like 'at, they

feel him when he gets into 20 foot distance; if 'ere's a holy weapon or even

jus' holy water, they also sense it. An object or location that's been

"blessed" by a priest of a lawful good deity works, too. 'f course, the

buzrouwugs are very eager destroyin' or subjugatin' this source of

uneasiness. Took me s'me time to convince 'em my planetar friend wasn't

for eatin'.

Habitat/Society: Strong, but not invincible, the buzrouwugs tend to be

parasites of power. They're sneaky and slippery as an eel, imposin' their

power, hatred and frustration on all below 'em, and lickin' boots of everyone

more powerful. If ye can convince them your sword might be their death,

there's even a good chance 'ey turn stag and help you instead of their

former master. Of course, only if they think they can risk it withou' meeting

an even more horrible fate.

Buzrouwugs are often servants of the Hezrous, which again are often servants

of the nalfeshnee. The hezrou love to send their children on missions to

borin' or too dangerous for 'emselves ('course, without tellin' them it's

dangerous), fulfillin' their own masters' wishes without liftin' a finger.

've seen one buzrouwug, though, who's been living such a life for quite some

time, only to kill his hezrou mother one day, take over her job and workin'

for the nalfeshnee directly for s'me time. Even later, the buzrouwug managed

to kill the nalfeshnee - and a balor who saw it was so pleased he gave the

nalfeshnee's position on the mountain of woe to the hezrou. So, if ye ever

come there an' see a froghead-judge among all those nalfeshnee, that's him.

Ecology: Buzrouwugs are, involuntarily, protectors of their hezrou parents,

working as scouts, carryin' messages, and so on. With 'eir ability to sense

holy things, they're often used for special missions in which such talents

are needed - such as stormin' the Upper Planes or a Prime World with many

good deities. They're rarely used in the Blood War, but mortals can meet

'em outside the Abyss in said missions not too rarely.

Buzrouwugs can't survive without water too long, though. They need to

"bath" in at least one litre of water every day (they prefer foul water),

or 'ey lose one point of Constitution for every bath they missed. Constitution

only returns by taking extra baths, and never faster than one point per day.

Climate/Terrain: The Abyss

Frequency: Uncommon

Organization: Varies (mainly depending on the master; often, sisters and

brothers are forced to work together)

Activity Cycle: Any

Diet: Carnivore

Intelligence: Low to High (5-14)

Treasure: Nil (except as gift by master, or hidden from him)

Alignment: Chaotic Evil

No. Appearing: 1-10

Armor Class: 2

Movement: 10, Sw 12

Hit Dice: 5

THAC0: 15

No. of Attacks: 3

Damage/Attack: 1d6/1d6/1d4 (plus Strength bonus)

Special Attacks: Bear Hug and Jump combination, summon insects, sense holiness

Special Defenses: All-round-sight, backstabbing impossible, keen senses,

infravision, immunities, blink or blur, protection from normal missiles,

only hurt by magical weapons

Magic Resistance: 30%

Size: M to L (5 to 9 feet tall)

Morale: Steady (10-12)

XP Value: 6.000

Variations: Some o' these berks have got more of their parents' minds than

of 'eir powers. They are psychopathic murderers of quite some passion... okay,

I admit the buzrouwugs are, too, but these ones are so passionate you usually

can't frighten 'em. 'ey reminded me of the infamous cambion assassins; didn't

have the "sense holiness" ability, though.

There are many variations in the skin of buzrouwugs - some are scaly, others

seem to be more like leather, and 've even seen one with feathers (I guess,

though, that it wasn't a mere hezrou-bullywug offspring - but in the Abyss,

ye never know).

'ere are also some o' these critters that are more adapted to water. The

most extreme ones of 'em aren't even able to breath air anymore, livin'

only in Abyssal seas. Funny thin' is, these berks've got a tail like those

critters real frogs are in 'eir childhood, helpin' 'em in swimmin' through

the seas and rivers. Chant has it there's even a Stygian version of 'ese

frogheads, but I guess that's jus' screed.

Bye,

Heiner

Asuras, redux

======================

"...

Man, a bear in most relations-worm and savage otherwise,- 

Man propounds negotiations, Man accepts the compromise.

Very rarely will he squarely push the logic of a fact

to its ultimate conclusion, in unmitigated act.

Fear, or foolishness, impels him, ere he lay the wicked low,

to concede some form of trial even to his fiercest foe.

...

But the Woman that God gave him, every fibre of her frame

proves her launched for one sole issue, 

                             armed and engined for the same,

and to serve that single issue, lest the generations fail,

The female of the species must be deadlier than the male.

She who faces death by torture for each life beneath her breast

May not deal in doubt or pity--must not swerve for fact or jest.

...

She is wedded to convictions--in default of grosser ties;

her contentions are her children, Heaven help him who denies!

He will meet no suave discussion, but the instant, white-hot, wild,

wakened female of the species warring for her spouse and child.

..."

From Rudyard Kipling's poem "The Female of the Species":

- - -------------------------

The Asuras is a Champion of the Virtue "Retribution",

existing to punish evil, not to judge it. They are called

to Battle, not to negotiate, and are of unwavering Purpose

and totally focused Intent [Will 21, Int 17].

However, after perhaps a Century of War, an Asuras will look 

deeper into the underlying causes of conflict, attempting to 

identify the 'real enemy'; this constitutes 'middle-age' 

[Wis 22, Int 18], and is usually recognized by selection as 

Flight Leader (2d10 followers). An Asuras is considered Old 

when it withdraws from the  Front lines to plan strategy 

[Wis 23, Int 19], becoming a Host Leader (directing 2d10 Flights); 

and Venerable Asuras [Wis 24, Int 20] act as Generals 

(directing 2d10 Hosts). While it is necessary for someone to command, 

it is not healthy for an Asuras; the absence of personal confrontation 

with powerful Evils causes them to overcharge and burn out.

It is estimated that an Asuras can only live three centuries,

although most die younger (in battle).

Asuras have an innate [metabiologic] ability to Shapechange 

(as a Druid, but only to human or demihuman forms, 2/day); 

they are also immune to all aging or withering attacks, and 

to Positive or Celestial energies. 

They metabolize Celestial Energy, and thus require neither Food, Air, 

nor Sleep. The Claws on the feet of an Asuras strike even against 

creatures harmed only by +3 weapons for 1d10 points of P/S damage.

An Asuras has neither Weapon nor other immunities; 

they exist to attack, not defend.

In addition to metabiologic support, Celestial Energy provides an

Asuras with a continuously active "Protection from Evil" effect.

They can see the Truth behind all illusions, and always know if

a person is attemping to be deceptive, granting an effective

Intuition of 21 (which combines with their strong Will to produce

a Wisdom of 21), and spell immunities to: cause fear, charm person, 

command, friends, hypnotism, forget, hold person, ray of enfeeblement, 

scare, and fear. An Asuras can invoke True Seeing 3 times per day,

seeing all things as they truly are for 1 turn per use.

They can employ Priest spells from any Sphere, but only the

positive form of reversible spells; they have a limit of

7/7/6/4/2 spells per day. (Additional spells are gained with

increasing wisdom; the Flight Leader has 7/7/6/5/3,

Host Leader 8/7/6/5/3, and a General has 8/7/6/5/4.)

Three or more Asuras can create a Burning Wind with their wings,

filling an area of 60 ft radius with Celestial Energy that

inflicts 2d10 points of damage per round to Evil creatures only;

an Asuras can take no other action while generating this wind,

but can still dodge direct attacks.

When directly confronting Evil opponents of force greater their own, 

the Constitution of an Asuras becomes enhanced, providing 

additional hit points--this enhancement is permanent. An Asuras 

whose Constitution has reached 20 will be surrounded by a halo of 

light that provides Protection from Evil in a 10 ft radius, 

their Claws will strike against creatures harmed only by +4 weapons, 

and they regenerate 1 hit point per hour. An Asuras whose Constitution 

has reached 25 has double the normal hit points (and can regenerate 

1 hit point per turn). 

("A Star Shines Brightest Against the Darkest Sky." Asuras Proverb.)

A Flight Leader functions as 10 HD in all respects except hit point

determination, which remains (8d8 + Constitution adjustments);

Host Leaders function at 13 HD, and a General at 16 HD.

All Asuras have a Magic Resistance of 40%. In their own form,

they can Fly at 33C, or Walk 12. An Asuras has a Dexterity of 19,

which combines with an innate magical AC2 to produce AC-2.

[For purposes of further enhancement, the AC is equivalent

to Bracers AC4 with a Ring of Prot+2--no saving throw adjustment;

or rather, the adjustment is part of the Prot. from Evil effect.]

A common Asuras has a Charisma of 20 to Good aligned beings, 15 to 

Neutral beings, and 10 to Evil aligned beings (G20/N15/E10);

a Flight Leader has Charisma G22/N16/E7, a Host Leader G23/N17/E4, 

and a General G24/N18/E1. Asuras are indefatiguable (Stamina 19), 

but not especially strong (Muscle 15).

The typical weapons of the Asuras are the Trumpet and the Sword.

The sound of a Trumpet of the Asuras is frightening to all Evil

beings that hear it, and forces a Morale check on those with 3 HD

or less, even if it not yet engaged in combat; only a being able

to provide Celestial Energy is able to Wind the Trumpet. A

Sword of the Asuras is an 

Ysgardian Bastard Sword +2, +4 vs Evil, x2 vs Infernal opponents; 

it weighs only 3 pounds, and is a fast weapon.

(Thus, used two-handed against a Bulezau (Size L) the sword inflicts

4d8 +4 damage on each successful attack.) The Weapon calls forth

Continual Light (60 ft radius) when drawn.

=========================================

I am calling the Asuras finished as considered in itself;

does anyone have any changes/additions/clarifications to suggest?

- -Galen

ABYSSAL LAYER 115 

Greetings Fellow Travelers,

  I welcom any and all responses concerning this initial offering of more 

layers to come.

LAYER 115: CAT'S MEOW (Slow Death)(I)

     All devouring darkness, instant shock, ominous dread, fear of being 

watched, being followed, being tracked.  All of these feelings and darker 

thoughts still assail any unfortunate berk upon discovering this fell place. 

  The 115th layer of the Abyss is called the Cat's Meow, but is equally 

known as simply "Slow Death" by the two hapless survivors that managed a 

report before dying.

     SPECIAL PHYSICAL CONDITIONS: Complete darkness envelopes all who enter 

the Cat's Meow with the thickness of a dense fog.  Even magical forms of 

light are hungrily devoured by the darkness within seconds (similar to 

blindness; a cutter can't see two feet in front of him).  Since the darkness 

is so thick, no one knows if there is a sun, moon, or star in the blank sky. 

  In a mockery of the passage of time, the layer fades to ambiguous shades 

of dark grey (comparable to day time) for a period of time before returning 

to the permeating black blanket.  The grey over cast is still dark, although 

visibility increases up to nearly ten feet.  Infravision and Ultravision 

function with a -30% penalty on accuracy (on a successful save)where a fail 

renders that ability useless (-85% penalty on accuracy).

     The ground is solid, but severely broken and uneven.  Movement is 

therefore extremely difficult and time consuming ( as a berk would literally 

have to feel is way along).  A slight breeze rises and falls from all 

directions in a random pattern thus making any basic attempt at direction 

navigation almost impossible.  The air has a chill in it and there is the 

definite feeling of an approaching storm.  The temperature is near freezing 

but tolerable.

     SPECIAL MAGIC CONDITIONS: As stated earlier, no light sources (of any 

kind) will function on the Cat's Meow.  The effect has similarities to a 

triple strength continual darkness spell.  However, the darkness of this 

layer will consume all light sources at all times.  The various breezes that 

blow from every direction are actually the magical remains of  energy 

expulsion from failed spells (while on the Cat's Meow).  All other spells 

have a 50% chance of immediate failure due to the disorientation, uneven 

ground, and lack of visibility.

     NATIVE INHABITANTS: The only creatures that thrive on this desolate 

layer are the Cat Hair (q.v.).  They prey on all intruders (especially 

tanar'ri) that have the misfortune to discover the Cat's Meow.  They do not 

suffer any penalties due to the darkness as they hunt based on body warmth.  

The creatures are blood thirsty and will always attack (after all, food 

isn't that plentiful).

CAT HAIR

CLIMATE/TERRAIN:
THE ABYSS

FREQUENCY:

COMMON (LAYER     ), RARE (ALL OTHERS)

ORGANIZATION:
        SWARM

ACTIVITY CYCLE:
        ANY

DIET:


BLOOD & DECAYING FLESH

INTELLIGENCE:

ANIMAL (1)

TREASURE:

Nil (see below)

ALIGNMENT:

CHAOTIC EVIL

No. APPEARING:

100-1000(d10 x 100)

ARMOR CLASS:

-4 (size & speed)

MOVEMENT:

3" fl 21" (D)

HIT DICE:

1

THAC0:


16

No. of ATTACKS:

1

DAMAGE/ATTACK:
        1 (cut)

SPECIAL ATTACKS:
FEAR (roar), BLOOD ABSORPTION

SPECIAL DEFENSES:
SIZE, FEAR(roar)

MAGIC RESISTANCE:
IMMUNE TO ALL FORMS OF MIND CONTROL

SIZE:


T (1 - 4 inches)

MORALE:

        STEADY (11 - 12)

XP VALUE:

975 xp

Cat Hair is by far the most harmless (in appearance) of all tanar'ri.  Each 

Cat Hair looks like an actual strand of hair.  Only an enchanted magnifying 

lens could reveal the many tiny razor sharp tubes that form the follicles 

covering the main strand.  The Cat Hair has a small slitted pupil on both 

ends and, therefore, does not have a definite top or bottom. The eyes are 

almost an ornament as the creature relies on its follicles to sense heat, 

movement, and stationary objects.  These creatures vary in length and color, 

they each weigh nearly a full pound.

     Cat Hair floats as if caught in a sudden gust of wind.  They are quite 

small and cannot be distinguished for what they are at distances more than 

three feet (even by true tanar'ri).  A traveling swarm may resemble an 

average dust storm to the Abysmally unaware.  Cat Hair don't have any form 

of visible communication, but they will always travel as a swarm and will 

never be encountered individually.

COMBAT: The initial attack of the Cat Hair falls into two major categories 

and both are often used together.  The Cat Hair can mimic the sounds of 

various sizes of  cats.  This is accomplished by vibrating its follicles 

similarly to how a cricket generates its sound.  As the Cat Hair increases 

its speed, the larger (and louder) a cat sound can be duplicated (a curious 

float will generate the purring of a domestic cat, while an agitated dart 

will duplicate a lion's roar).  A swarm will circle its intended prey and a 

create such an aura of fear that a party will usually disperse (wisdom check 

- -3).  It's at that point that an isolated target will fall victim to the 

second part of the Cat Hair's attack.

     The swarm will surround the intended target and continue to generate 

fear as it closes for an attack.  Each Cat Hair will attempt to locate any 

and all bared flesh to brush against it.  This brush is the equivalent of  

sliding a razor blade across bare flesh.  Once blood has been drawn, the Cat 

Hair will go into a semblance of a feeding frenzy.  The Cat Hair will land 

on all bleeding areas of the victim until, by sheer weight, the victim will 

collapse.  Cat Hair move like worms once they have landed on their target.  

When the Cat Hair comes in contact with the wound, it will begin to absorb 

the blood like a sponge.  Each Cat Hair can absorb 6 oz. of blood if left 

undisturbed.  Once the prey has been drained, the swarm seeks another moving 

target.  The swarm will never separate to follow different targets (for 

instance).

     Due to the small size of Cat Hair, most victims aren't aware of what's 

attacking until it's too late.  They are immune to all forms of mind control 

due to their highly chaotic nature.  Wind-based attacks will disperse the 

swarm for no greater than 10 minutes and fire/cold-based attacks will only 

do half damage (after a failed save).

HABITAT/SOCIETY: Cat Hair favor dark, moist areas and will seldom be 

encountered in well lit surroundings.  These creatures are extremely 

antisocial and will attack any living creature entering their territory.  

The creature has no lair to speak of but, in a specific territory, decaying 

bodies will contain whatever treasures they were carrying before their 

demise.

ECOLOGY: Although similar to a swarm of insects in many ways, Cat Hair does 

not have a hive or central nest.  The swarm will rest in a dormant fashion 

on the last victim conquered (this will resemble a body covered with hair).  

The   layer of the abyss, called the Cat's Meow, is the main breeding ground 

for this creature but a swarm has occasionally appeared on many a dark and 

cavernous layer as well.  There is no lead role in the swarm.  For all 

intents and purposes, all Cat Hair are equal parts of the greater whole of 

the swarm.

More Half-Tanar'ris

Hiya!

I've now finished the missing variations of my half-tanar'ri,

as well as the half-tanar'ri lizard man. I'm absolutely not sure

if it's good this way, it might already be a bit too varied. Well,

you know... any comments welcome.

Tanarcokra:

Variations: 'ere are many tanarcokra variations out there. The most common

are 'ose that I described, but I've also seen s'me of a size of ten feet or

with colourful orange and yellow feathers. Only once 've I seen a tanarcokra

'at had wings and arms seperated - wasn't exactly easy to fight, attackin'

me with hands, wing claws an' his beak, 'specially because he was very good

trained at using 'is wings for parrying. Survived nearly three full minutes,

'at berk, 'nd I was fighting only against him.

'nother variation is the tanarcokra with nalfeshnee parent. Either they're

very, very rare, or the nalfeshnee hide 'em very good for some reason. All

I can say is 'ey look like fat, giant ape-birds and have a set of unique

powers, most of 'em mind-related. Berks, when meetin' a bunch of 'em, 't was

the very first time in th'Abyss (and up to now the only time) that I actually

had to flee.

Alagh'ri:

Variations: Ol' Grendle has heard rumours about a city of Alaghri in the

Abyss, on one of 'ose layers that do not have any ruler yet. Seems 'ese

berks have united (more or less) in order to protect 'emselves from outer

influences. This way, 'ey can concentrate on fightin' each other, which they

do to develop their own skills an' to fight out who's the toughest. Why?

'coz they're going to try makin' the toughest of 'em Abyssal Lord of their

layer.

Ye can be sure that about any alagh'ri ye find there is unique, and surely

tougher 'an the normal ones. I'm quite sure many of 'em have already evolved

into true fiends, and since rumours 'bout this city are many, many centuries

old, 'ey might have evolved into Greater or even True fiends already. Then

again, they might not - one would have to get a look at that city to find

out for sure.

Rutterbastard:

Variations: Each Rutterbastard's already a variation in itself. Berks, each

Bastard is already unique. An' since bastards are so easily to bully around,

I'm quite sure many tanar'ri have forced 'em to mate with 'em, if only to

torture the poor sods.

Put short, when meeting a half-tanar'ric bastard, expect anythin'.

Lizard Cambion

First off, prepare for surprises when handlin' these bloods. Offspring of

a Greater tanar'ri an' a lizard man, they look like very dark-scaled lizard

men with hard, hateful faces an' many unique properties. 'ey might have

glowin' eyes, or be surrounded by an aura of fear, or they might simply

be the most charming lizard being you've ever seen - an' yes, I have seen

such a beast, and the way it looked, all its' proudness and might, did work

like an unmagical charming. Good luck I suffered from some half-blindness

when meetin' the beast - it even managed to charm the planetar at my side.

From what I've seen it seems these bashers always have character classes.

They can choose any class except paladin or ranger (though it might be I've

not seen one simply because I haven't seen any non-evil ones up to now), an'

their innate abilities usually support their character class. Lizard Cambions

aren't limited in reaching even highest levels.

A few Lizard Cambions actually have True Tanar'ri as their fiendish parent;

these ones tend to be extremely tough, and most of 'em have the ability

to charm reptilian beings (see below).

Lizard Cambion Minimum/Maximum:

Strength: 10/18

Dexterity: 8/18

Constitution: 8/18

Intelligence: 7/17

Wisdom: 3/17

Charisma: 1/16

Lizard Cambion with True Tanar'ri blood Minimum/Maximum:

Strength: 13/20

Dexterity: 11/20

Constitution: 11/20

Intelligence: 10/19

Wisdom: 6/19

Charisma: 2/24

Combat: The way a Lizard Cambion fights depends on its' class (or classes),

of course. In any way, these all-time vigilant creatures are impossible to

surprise. Many of 'em have magical items, especially magical weapons, and

they use 'em very effectively.

All Lizard Cambions can cast Darkness, Infravision and Teleport without error

once per round. Some have one or two of these abilities exchanged with a

different one of at best the same spell level. A Lizard Cambion who has

exchanged his Teleport Without Error ability could now have the ability to

cast "Statue" once per round. If the ability is exchanged with one from

a different spell school, though, it has to be one level lower at least.

Thus, instead of Teleport without Error, the Lizard Cambion could have

"Monster Summoning IV" but not "Limited Wish". If the Lizard Cambion wants

the ability to be always active, another three spell levels are lost; thus,

a Lizard Cambion could have "Wizard Eye" always active instead of Teleport

Without Error; or he could have a permanent "Protection from normal missiles".

Fighter Cambion Lizards are specialized in one weapon from childhood on; it

seems this is more a magical ability than mere training. Also, they can use

a non-magical weapon to attack foes that usually need a +1-weapon to hit, and

start with a THAC0 of 17 instead of 20. Those with True Tanar'ri blood in

their veins throw a d12 to determine their hit points, and start with three

attacks in two rounds.

Mages often have access to strange and unique spells, or develop their own

surprises. They love developing spells that don't harm their cold-blooded

nature, but are devastating for warm-blooded species. Then again, they love

everythin' that's devastating in one way or another.

'ey have the ability to cast spells as if they were a mage of two levels

higher than they actually are. This ability is strong 'nuff to actually allow

them to learn spells as a mage two levels higher, so that e.g. a 5th level

mage would already be able to cast a 4th-level-spell. 'ese bloods also get

one innate spell for every five levels they have achieved. This ability is

half-innate and half-learned; thus, they develop this ability from a spell

which they cast very often. A 5th level mage would get one spell from 1st

level, a 10th level mage a second spell from 2nd level, and so on. 'ey can

cast each such spell once a day, and Lizard Cambions with an Intelligence of

19 are allowed an Intelligence check every hour to see if they might be able

to cast it again even sooner. 'ose with True Tanar'ri ancestors are able to

always cast these "natural spells" at full effect if they wish.

Clerics usually serve some Abyssal power. Shockingly, their ability to

control undead also works for fiends - although fiends always count as

Special, and the fiends understand what's happening (and surely don't act

friendly towards the cleric if the controlling failed or breaks later). 'ey

cannot control fiends with more than 8.000 XP, though. Lizard Cambions with

True Tanar'ri blood even have the ability to turn paladins extended: They can

turn celestials! Similar to controlling fiends, though, celestials with more

than 8.000 XP are immune to their turning, as are those celestials with

chaotic good alignment. All of 'ese cutters have one more ability extended

or improved, but which one highly depends on their religion, i.e. which

abilities their deity grants them in general. This might be something like

memorizing more spells than usual, or to use a normally not allowed weapon,

or something completely different.

Lizard Cambion thiefs aren't as often assassins as the "standard" cambions.

'at doesn't make them better, though, as these bashers most often work as

spies. They can hear noise extremely good (95%), hide in most surroundings

simply by cowering themselves behind a statue or whatever, and cease any

and all movement (possibility to use this depends on the situation, of course,

but if it's possible, the chance for success is 80%), 'n' they can read

languages (even unusual or magical ones) with an 80% chance. 'ese chances are

then adapted normally by the cambion's abilities due to his thief class, and

the above ones aren't limited to 95% (that is, such a thief could have a

hear noise ability of, say, 150%, but his pick locks ability could still never

be greater than 95%). 'ose with True Tanar'ri ancestors get a bonus of 60%

which they can use freely on their thief abilities, though at 1st level they

cannot use it to raise any thief ability to above 95%.

Lizard Cambion Bards are maybe the most dangerous ones, 'coz they're

all-rounders. 'ey get a one-level bonus to spell abilities as the mage, as

well as the mage's innate spell ability (though these ones only develop for

every 8th level achieved). They also get a bonus of 20% to hear noise and

read languages (which also includes unusual and magical writings), and

aren't limited to 95% for these two abilities. Furthermore, their studies

of magical items are so intense that they actually get a 5% chance to use

any item they find, even if it's usually not available to their class. This

chance increases by 1% for every two levels above 1st they achieve.

Habitat/Society: Highly varied, Lizard Cambions fill many roles in Abyssal

societies. Sometimes 'ey are servants of more powerful fiends, s'metimes

they're ambitious enough to work on becoming an Abyssal Lord themselves

one day. Especially those with True Tanar'ri blood love to set themselves

up as masters, using their charm reptile ability.

This works as a "charm person or mammal" spell, jus' only on reptilian

beings. The bashers can use 'em at will, but most important is, it's not

just a magical ability: Reptiles in general tend to simply like them. Legends

about Lizard Cambions that had an ancient Wyrm as companion are more than

simple lies, believe me.

The Lizard Cambions are, nevertheless, outcasts among the fiends of the Abyss.

As with cambions of human origin, they're never accepted in the society of

their mortal parent, and seen as lowly and unimportant by the tanar'ri. Since

'ey are so highly varied, though, they're a bit better accepted in th'Abyss,

simply 'coz so many of 'em are so great to use (or misuse). This makes these

bashers less bitter - but more convinced of the power of Evil.

Many Lizard Cambions are barbarians even for Abyssal standards. 'ey aren't

necessarily as wild as the tanar'ri, but 'ey care less for good manners,

often concentrate on eatin' their fallen foes or friends or gathering

treasures in the midst of a battle, and so on.

Ecology: Many True Tanar'ri like using Lizard Cambions as servants in the

Blood War. Providing many surprises, they're often used for one-man-missions,

as spies or to support particular forces in a battle.

Most famous probably are the children of the marilith Nak'dghoar. This fiend

obsessively fights the baatezu, and never allies with the 'loths, instead

relying on their own forces. She's known to have several hundred Lizard

Cambion sons and daughters, and many of them have tiefling children themselves

serving the marilith. With this great force in the background, Nak'dhoar

gathers armies of tanar'ri mainly as diversion for the baatezu, so the baatezu

can't put their whole attention on the real threat, the Lizard Cambions.

Chant has it Nak'dghoar has won about 90% of her battles up to now.

The Lizard Cambions are, of course, especially good in swamps and marshes,

where they also tend to live mainly. 'ey can swim with a MV of 12, while

their movement on land is halved. Also, 'ey can keep their breath

extremely long (one round per point of constitution), an' a few of 'em can

actually breath under water (probably hezrou-descendants).

The greatest penalty of these half-fiends is that 'ey need to emerse in

water regularly in order to survive. If they can't do that once per day,

'ey lose three points of constitution each day until they die.

Lizard King Cambions: 've not seen any such blood up t' now, berks, but

I'm sure 'ey exist. I've heard rumours about 'em being very, very tough

an' experts with their weapons, an' they seem to have even better innate

abilities 'an their lesser brethren.

Climate/Terrain: The Abyss

Frequency: Uncommon

Organization: Varies (often Solitary)

Activity Cycle: Any

Diet: Carnivore

Intelligence: Average to Genius (7-17); with True Tanar'ri blood:

Average to Supra-Genius (10-19)

Treasure: A, B, U (True Tanar'ri blood: A, B, U, Z) 

Alignment: Chaotic Evil

No. Appearing: 1

Armor Class: 5 (thick scales; with True Tanar'ri blood: 1)

Movement: Sw 12, otherwise 6

Hit Dice: By level (1)

THAC0: By level (20)

No. of Attacks: 1 (by level)

Damage/Attack: By weapon

Special Attacks: See description

Special Defenses: See description

Magic Resistance: 30%

Size: M to L (5 to 8 feet tall)

Morale: Steady to Elite (10-14)

XP Value: 1.500 (2.000 with True Tanar'ri blood), plus 1.000 for each

level achieved

Variations: Yer' clueless if I still have to tell ya there are countless

variations of these bashers. Even the barmy guvners have given up trying

to create absolutely sure rules on the nature of Lizard Cambions.

've seen a Balor offspring which actually looked like a normal Lizard

King, but was surrounded by hot flames all the while, even when immersed

in water. An' this basher was especially hard to fight 'coz it had the

ability to gate in real balors! Took me hours to get out of that palace,

ye know...

Bye,

Heiner

Half-Tanar'ri: Pixie lover

Hi everyone,

as usual, comments welcome..

Pixie Lovers

I got no idea when the first of these nasties were born, but by now they're

quite a common race in some layers of th'Abyss (in others, though, they were

completely wiped out - they ARE nasty, after all).

This offspring of succubus or incubus and pixies have established themselves

as a race so much because they tend to mate with each other, and that

always results in more pixie lovers, not some tiefling or s'mething.

Doesn't mean there are no tieflings havin' pixie lovers as parents - these

critters love to mate with about anything 'ey can seduce. An' they're good

with this, really good.

They look like small elves of great beauty (usually - not all of 'em get

the beauty of their succubus parents, but 'ose ones use their magical

abilities to appear beautiful). 'eir body of about three to four feet

height bears large butterfly wings; despite their beauty from a distance,

'ey turn out to be a bit leathery when observed in detail (doesn't make

'em truly ugly or somethin' - but true butterfly wings would look nicer,

I think). Pixie lovers usually smile all day long, an' are of a happy and

seemingly innocent nature, jus' as true pixies are. 'course, it's all

jus' a ruse.

Pixie lovers get a bonus of three points to Charisma an' one point to

Dexterity, but a penalty of three points to Strength and one point to

Constitution.

Minimum/Maximum:

Strength: 2/15

Dexterity: 9/19

Constitution: 7/16

Intelligence: 6/18

Wisdom: 3/18

Charisma: 6/21

Only a few pixie lovers have classes; most concentrate too much on seducing

an' cheating 'at they don't find the time to learn any "profession". Those

that do, can b'come fighters, wizards (only specialists of either the

illusion or the charming school, no "standard" mages) of up to 9th level,

thiefs of up to 14th level or bards of up to 7th level.

Combat: First off, pixie lovers hate to fight, except of the rare ones

that actually are fighters by class (even those often prefer not to fight,

if 'ey think they could lose). Instead, they love to tempt their victims

into thinkin' they're beings one just has to love an' befriend, so 'at

the fools trust 'em utterly - jus' before getting betrayed.

For this, 'ey use their powerful shapechange ability, with which they can

take over any form between the size of a frog an' a firbolg. If 'ey want,

they can appear as a stunningly beautiful member of 'e chosen race (an'

they usually do - despite their evilness, they got a great love for beauty).

'ey then usually play aroun' with their victims (and, if available, the

victims' companions - they love the challenge of overcomin' the mistrust

of a whole group of adventurers). It's all a game for them - which is why

'ey usually don' use their "charm person"-ability (which 'ey can use once

per hour) as long as they got fun w'th the game.

If 'ey manage to seduce a victim to makin' love with the pixie lover, the

berk's doomed. If the nasty wants, it can drain one hit point per kiss,

unnoticed by the victim except if it consciously checks how't feels (which

it probably doesn't while sleepin' with the pixie lover). The half-fiend

can heal its' own wounds 'is way, but at leas' the more intelligent ones

don't do that if 'ey think their victim might become mistrustin' when it

sees the wounds close as 'f by a miracle.

Anyway, don' think death is the usual fate for pixie lover victims. Most

often, the critters capture the fools an' use them as personal pleasure

slaves (an' it's not always only sexual pleasure - torturing victim,

physically or mentally, can be pleasure to 'ese beasts, as well).

When a pixie lover really gets pressed, 't can become ethereal at will (as

by the oil of etherealness). Strangely, it's quite invisible on the ethereal

plane, being undetectable as if 'ey were invisible 50% of the time. Though

a "detect invisibility" does help against this, it's somehow not possible

to dispel this half-invisibility by any means.

To find out more about their enemies or victims, 'ey can use their abilities

of "know alignment" and "ESP", but both together not more often than three

times per day. 'ey can also cast a suggestion once per turn; if the victim

manages the saving throw, it has to make another saving throw vs. spell

or be confused ('ve said 'ese critters are nasty). This confusion lasts

a full day if no "dispel curse" is cast on the victim or the pixie lover

dispels it itself.

The pixie lovers can also cast "dispel magic" once a day, and create

"dancing lights"; 'ese lights also have the effect of a wizard eye, jus'

with the difference that the pixie lover can hear rather 'an see through

'em.

One of the beasts' most powerful abilities is to cast permanent illusions

with visible an' audible components which, if fitting, even emit body

heat. The pixie lovers can cast this only once a day, but 'at's more than

'nuff, believe me. All the spell-like abilities are cast as if by a mage

of 8th level.

If the half-fiends can't avoid direct combat, 'ey often polymorph into

a form which can fight better than their true one. Otherwise, they attack

with their hands for 1d2 points of damage each. 'ey are only affected by

magical, cold iron or silver weapons, are immune to nonmagical fire and

suffer only half damage from magical fire. Also, 'ey get a savin' throw

bonus of 4 points against poison an' electricity, an' have a magic

resistance of 10%.

Habitat/Society: Being cheaters and tempters, pixie lovers tend to live

as a part of Abyssal society, all th' while tryin' to cheat everyone

around them without their victims' noticin' it. Actually, there are

many pixie lover communities where everyone's intruiging agains' anyone

else all day long, all members know this, an' everybody sees it as a

great game to act is if anyone's everybody's best friend.

Pixie lovers even outbest most true fiends with this, but the critters

most often see things to much as a game to become truly powerful. If

threatened by the true tanar'ri, 'ey often serve as special forces in the

Blood War for spyin' out an' distracting the foes with their illusions or

other magical abilities. It's even been happenin' several times now that

pixies have shapechanged into pit fiends or cornugons an' given orders to

the baatezu armies which led to their ultimate doom - and ye can be sure,

berk, that the baatezu are eager to erase all pixie lovers from this

multiverse.

Though I gotta say I'd be mostly happy if 'ey were successful, I should

add that there are a few - REALLY few - pixie lovers of chaotic neutral

alignment. Havin' fled from the Abyss (or bein' raised by their non-fiendish

parent), 'ese berks aren't utterly corrupted by the powers of evil. Still,

they have pixie- and fiend-origins; even if they aren't evil, they're

horribly nasty.

Ecology: Offspring of the succubus, they do mainly the same things as the

fiendish seducers of the Abyss. The pixie lovers, 'ough, often take much

more time, on the one hand dooming less victims, on the other hand

terrorizing 'em even more. Especially if 'ey managed to get the trust of

whole groups or even clans, only to betray 'em utterly, they often take

away all faith and honesty from mortals, corruptin' the sods along the

way. Some pixie communities even choose particular clans, countries or

somethin' like that, and play 'eir games with them over many centuries,

lettin' the seed of distrust an' hate grow more an' more. This way, 'ey've

laid whole kingdoms to waste, or at least utterly corrupted them, bringin'

more an' more souls to th'Abyss.

Climate/Terrain: The Abyss

Frequency: Common

Organization: Community

Activity Cycle: Any, but sleep 2 of 10 hours

Diet: Carnivore

Intelligence: Low to Genius (6-18)

Treasure: H, U

Alignment: Chaotic Evil

No. Appearing: 1-20

Armor Class: 2

Movement: 12, Fl 12 (B)

Hit Dice: 5

THAC0: 18

No. of Attacks: 2

Damage/Attack: 1d2/1d2

Special Attacks: Shapechange, charm, hit point drain-kissing, know alignment,

ESP, suggestion or confusion, dispel magic, dancing lights with

"wizard ears", permanent illusions

Special Defenses: Become ethereal (and half-invisible), magic weapons to hit,

immune to nonmagical fire, half damage from magical fire, saving throw bonus

vs. poison and electricity

Magic Resistance: 10%

Size: S (3-4 feet tall)

Morale: Elite (13-14)

XP Value: 14.000

Variations: Not many variations of 'ese critters are known; but then, 'ey

cheat, betray an' lie so much, one never knows if ye've found the truth

or not. I have seen s'me bashers of whom I thought they were pixie lover

variations, but I found good clues lettin' me believe I was wrong. Thinkin'

about it again, I wasn't so sure anymore... short put, I don't know if

there are any variations. I think pixie lovers could beat a 'loth with their

webs of intrigues and lies.

Byebye,

Heiner

Prime World: Gharjelay

Hi there,

reading in the Complete Book of Humanoids, I had a

few ideas that might provide some interesting gaming

sessions...

Gharjelay, a Prime World

Gharjelay is a primitive world in the Prime Material Plane, or to be

more exact, it's the third moon of a gargantuan planet (it's not known

if life on the planet or the other moons exist).

There are few real civilizations on this world, and even those are not

very well developed. Countless races, humanoid and otherwise, fight for

survival in this world's eternal wilderness, and countless demi- and

quasi-gods battle for their belief. Interestingly, humans, elfs, dwarfs,

gnomes and halflings are unknown on Gharjelay.

Recently, an event that might change the world's face forever has taken

place. A group of twenty hydroloths that betrayed their ultroloth commander

decided to serve Demogorgon from now on. Unfortunately for them, the ultroloth

managed to lure them into a trap, and the rogues were captured by the

powerful fiend.

The ultroloth punished the hydroloths not with death, but with taking all

their yugoloth-ish powers from them. All that remained were their magic

resistance, their poison spit, their protection from the Styx, their

half-damage protection from water attacks and their immunity to weapons

of less than +2-enchantment.

Then, he banished the hydroloths to the Prime World of Gharjelay, telling

them they were only allowed to return if they managed to bring the whole

world under their control, while not more than half of the hydroloths might

die. He didn't send them all to the same place, though; instead, they were

scattered all over a whole continent. This way, if two of them meet, they

would not kill each other as long as they didn't know how many others still

lived. This ensured they worked together; to ensure a bit of infighting,

though, the ultroloth also promised to the one who managed to become the

leader ascension to yagnoloth status.

Since this very recent event, the twenty hydroloths are working desperately

to conquer this world and find their fellow yugoloths. Currently, the

hydroloth Sh'hatdraun seems to have the best chances of becoming the leader

of these fiends. Soon after his arrival, he encountered a tribe of wemics.

The lionmen, having never seen any creature like this, were not sure how

to act. When the hydroloth foolishly attacked them in his fury about what

had happened to him, they counter-attacked, of course - and were horribly

surprised to find out even their best warriors and their best weapons

couldn't harm the beast. Terrified, they fled - but they were pursued by

the hydroloth.

So, he found their camp. Sure about his own invincibility, he entered the

camp and told them he would kill them all would they not serve him utterly.

The wemics' chieftain stood proud before the beast, though, and said he

would never give his tribe to slavery. So, he explained if the hydroloth

wanted to rule the tribe, he would have to take over his place as chieftain -

but then, he would have the powers as well as the duties of a chieftain.

The hydroloth accepted this, and went into fight. Of course, the chieftain

had heard about the invincibility of the beast already. But he was sure he

could beat it - since he owned a special weapon, an artifact of their tribe

which had killed various super-natural beasts during the last centuries,

even shape-changing wolves that could not be harmed by anything else and

other beasts.

Against the hydroloth, though, the cold iron weapon was ineffective. Seeing

their chieftain teared to pieces without even scratching his enemy - despite

the powerful artifact the chieftain used! - the whole tribe was scared to

death, and when the hydroloth explained he now was chieftain of the tribe,

noone rebelled.

Having a greater goal in mind, the hydroloth actually didn't treat the

wemics too badly. They have to follow his every command, but his commands,

though evil, don't let the wemics suffer too much. Instead, it always serves

to bring more subordinates to the hydroloth, uniting many tribes of

various races under his command. After the first few months, the hydroloth

already commands a small army, and word of the "ghostfrog" or "spirit lord"

reaches more and more parts of the land. Though most tribes flee or hope

that unity might help against this threat, others actually embrace the new

commander. Since a few weeks, the hydroloth even has a half dozen ogres

as bodyguards (not that he really needs them).

It is yet unknown how this fiendish invasion in the world of Gharjelay will

end. As magic is nearly unheard of here, it is improbable that a weapon

able to harm the hydroloths shows up. And even if such weapons exist, it is

sure the hydroloths are eagerly searching for them. Portals to other planes

seem to be rare, as well, but the best chance for this world not to fall into

the clutches of pure evil might still be a group of planar adventurers who

are clever enough to fight these fiends. Maybe a quasi- or demigod will also

become an important enemy of the hydroloths, since at least a few of them

wipe out all shamans they find, not only because their spells could harm

the hydroloths, but also because they do not want divine intervention in

their plans.

Byebye,

Heiner

Sirocco

 Eladrin (Lesser), Sirocco (Bralani variant)

 CLIMATE/TERRAIN: Hot Barrens, Wastelands

 FREQUENCY: Uncommon

 ORGANIZATION: Band

 ACTIVITY CYCLE: Any

 DIET: Omnivore

 INTELLIGENCE: Exceptional (15-16)

 TREASURE: none

 ALIGNMENT: Chaotic Good

 Home Plane: Muspelheim

 NO. APPEARING: 1-3 (2d6)

 ARMOR CLASS: 2, -2 (Element Form)

 MOVEMENT: 15, Fl 30A

 HIT DICE: 6 +9

 THAC0: 15

 NO. OF ATTACKS: 1

 DAMAGE/ATTACK: by Weapon +5, or 2d6/2d6

 SPECIAL ATTACKS: Whirlwind, Magic Use

 SPECIAL DEFENSES: See below

 MAGIC RESISTANCE: 35%

 SIZE: M (5' tall)

 MORALE: Elite (13-14)

 XP VALUE: 9,000

 Appearance: In demihuman form, a Sirocco resembles other

Bralani, but has bright red hair. In Element form, they

become a superheated whirlwind, similiar to that of a Bralani.

Combat:

 Immune to Electricity, Magic Missiles [Force strike spells], 

Aging/withering, Normal Fire, Petrification/Polymorph, 

and Weapons of less than +1 enchantment not forged of Cold Iron.

 Resistant (50%) to Cold, Magical Fire, Gas

 Vulnerable to Acid, Infernal Energy, Poison

 Special: double damage from non-magical Cold Iron Weapons.

Weapons: While Sirocco are themselves resistant to the fiery

heat of Muspelheim, most equipment is not; therefore, Sirocco

do not normally specialize in any weapon, including bows.

Sirocco can nevertheless be proficient with almost any weapon,

which they wield with Celestially Enhanced Strength of 18(90).

A Sirocco is likely to assume whirlwind form in battle,

this transformation requires 1 round in either direction

and constitutes an action; clothing and equipment are not 

included in the transformation. The Sirocco whirlwind is

much hotter than the usual Bralani whirlwind, inflicting 

1d6 points of damage from heat and abrasion in a 5 ft radius,

in addition to the standard knockdown and obscurement effects.

The heated grit blasts of a Sirocco inflict 2d6 points of

abrasion damage in a cone 20 ft long with a 5 ft end radius;

two such attacks can be made per round while in whirlwind form.

Sirocco Eladrin have the following spell-like abilities,

usable one at a time, once per round, at will:

Alter Self, Comprehend Languages, Cure Light Wounds, Detect Evil;

Affect Normal Fires, Continual Light, Detect Invisibility,

Gust of Wind, Spectral Force, Vox, Wall of Fire.

1/day, a Sirocco can cast a 10d6 fireball.

In addition, they have the Spell abilities of a 6th level priest.

Sirocco do not possess an innate Gate ability.

Habitat/Society: Little is known about the second layer

of Ysgard due to the fiery terrain and hostile nature of

most known inhabitants; Sirocco encountered elsewhere have

been vocal about the need for Pure commitment and 

Burning dedication to give each person's life a 

deeper purpose than simple subsistence.

Many Sirocco wear clothing said to be made from the silk

of Flame Spiders, which is immune to normal fire and

resistant to magical fire (save at 3); this irridescent

silk is economically quite valuable, but not available

in general commercial markets.

- -Galen

Speaking of M:tG...

Alex Roberts posted AD&D-MtG monsters a year ago.

This is what he wrote:

Here's the promised bestiary, in a number of parts. Key to follow.

Part I

Acidic Sliver: #1-4: Int Low (5-7); AL CN; AC 6*; MV 12, Br 4*; HD 4; THAC0

17*; #AT 2; Dmg 1-6/1-6 + special*; SA Acidic secretions*; SD Acidic blood*; 

MR Nil*; SZ L; ML 16; XP 420; SH.

Acidic slivers have a number of deadly abilities that make them amongst the 

Most fearsome of slivers. Firstly, they acid the exude enables them to cut through 

rock at a rapid pace. Secondly, all slivers accompanying an acidic sliver 

also begin to exude a somewhat weaker acid. Anyone struck by an acidic sliver or 

one  accompanying one must save vs. poison or sustain an additional 1d6+1 points 

of acid damage. Lastly, when an acidic sliver is slain, everyone within 10' must 

save vs. death ray or be splashed with two doses of the poison.

Armour Sliver: #AP 1-4; Int Low (5-7); AL N; AC 5*; MV 9*; HD 4; THAC0 17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD Grants all slivers present a -1 armour class bonus, to maximum bonus of -4 (allowed for above)*; MR Nil*; SZ L; ML 14; XP 270; TM.

Armour Slivers grant their companions protection both by coming between them 

And any attackers, and by exuding a hormonal message encouraging other slivers to stiffen their muscles at key moments. They are prized by monster hunters for the impressive body shields that can be made from their chitinous shells.

Armour Thrull: #AP 1-4; Int Semi (2-4); AL N(E); AC 3; MV 6; HD 4; THAC0 17; #AT 1; Dmg 1-6; SA None; SD None; MR 15%; SZ M; ML 10; XP 175; FE.

Armour thrulls are a subspecies of thrull (see least thrull) that are 

unexceptional except for one useful property: if properly skinned, an armour thrull's shell can be made into thrull armour, which grants AC 5 but disintegrates if any foe strikes with a natural 20 to hit.

Atog: #AP 1-3; Int Low (5-7); AL N; AC 6; MV 12; HD 3; THAC0 17; #AT 1; Dmg 1-6; SA Disenchantment; SD None; MR None; SZ L; ML 12; XP 175; AQ.

Atogs are vaguely humanoid reptilian creatures with large, shining eyes. They 

have a disconcerting ability temporarily to disnechant magical items used against  them. Any magical weapon striking, or magical armour or shield struck by, an atog must  save vs. disintegration or become utterly non-magical for 1d6+1 turns. If this occurs, the atog gains 1-6 hp, although it cannot go over its original total.

Auratog: #AP 1; Int High  (12-14); AL (L)N; AC 6; MV 12; HD 3; THAC0 17; #AT 1; Dmg 1-6; SA None; SD Spell absorption; MR 75% plus special; SZ M; ML 12; XP420; TM.

Auratogs are a kind of atog (q.v.) with potent magic resistance. If they are 

the subject of any spell, and they make their magic resistance check, they regenerate 1d4 hit points for every level of the affected spell. This cannot take them over their natural total hp, but if an auratog regenerates to full hit points in any round, it gets a +2 to hit and damage (cumulative) in the next round.

Barbed-back Wurm: #AP 1; Int 1; AL N; AC 4; MV 8; HD 7; THAC0 13; #AT 1

bite, 2 barbs; Dmg 2-12/1-6/1-6; SA Throw barbs; SD None; MR None; ML 14; XP 650; MG.

The barbed-back wurm is a ferocious predator native to jungles and forests. 

It had a row of sharp spines along its back, with which it attacks its victims. In any 

round, it may forego both its barb attacks to shoot a single barb up to 60'. If it 

hits, it inflicts 1-6 points of damage.

Barbed Sliver: #AP 1-4; Int Semi (2-4); AL N; AC 6*; MV 6*; HD 4; THAC0 16*; #AT 2; Dmg 1-6/1-6*; SA Decreases all slivers' THAC0s in the colony by 1 per  barbed sliver to a maximum modification of 4*; SD None*; MR Nil*; SZ M; ML 14; XP  270; TM.

Barbed slivers have nasty, thorn-like barbs on their forearms, which they use 

to lash attackers with. They also secrete a distracting scent which other slivers can 

exploit, gaining to-hit bonuses. The smell is practially undetectable to humans, but 

elves can smell it easily.

Basal Thrull: #AP 2-8; Int Low (5-7); AL NE; AC 6; MV 12; HD 3; THAC0 17;

#AT 1; Dmg 1-6; SA None; SD None; MR Nil; SZ M; ML 10; XP 65; FE.

Basal thrulls are an upgraded form of least thrull (q.v.) and are basically 

humanoid in appearance, although they are nevertheless as hideous as their cousins.

Bone Dancer: #AP 1; Int 12; AL NE; AC 6; MV 12; HD 4; THAC0 17; #AT 2; Dmg 1-6/1-6; SA Animate dead 1/day; SD None; MR Nil; SZ M; ML 20; XP 420; WL.

Bone dancers are a special kind of zombie developed by Shradin Mulophor of

Skullport. By means of secret invocations used in their creation, they can 

unleash an animate dead spell once per day. Typically they use this to re-animate fallen  lesser undead. Unlike other zombies, bone dancers are quite fast and strike normally  in each round. They are turned by priests as shadows.

Clot Sliver: #AP 1-4; Int Low (5-7); AL N; AC 8*; MV 6*; HD 2; THAC0 19*; #AT 1*; Dmg 1-6*; SA None*; SD Grants all slivers regeneration of 1 hp/round (non- cumulative)*; MR Nil*; SZ M; ML 14; XP 120; TM.

Clot slivers are slivers which grant to all other slivers grouped with them 

the ability to regenerate one hit point per round. Whilst potent, this ability will not 

bring the creatures back from the dead.

Crystalline Sliver: #AP 1-3; Int Average (10-12); AL LN; AC 6*; HD 4; THAC0

17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD Spell immunity*; MR 10% plus special*; SZ M; ML 16; XP 420; SH.

Crystalline slivers are so-called for the emerald-like appearance of their 

shells. Their purpose in the sliver colony is to defend against specific spells, 

complementing the general abilities of mindwhip slivers. Each individual crystalline is  permanently attuned from birth to a specific spell, usually though not always an offensive wizard spell. All slivers accompanying a crystalline sliver are utterly immune to that spell for as long asit lives. Typical spells include: magic missile, fireball, lightning bolt, death spell, cloudkill, stinking cloud, melf's minute meteors and spiritual hammer.

Cryo Snake: #AP 1-10; Int 1; AL N; AC 5; MV 15; HD 4; THAC0 17; #AT 1; Dmg 1-3; SA Breathe cold; SD Immune to cold; MR Nil; SZ L; ML 15; XP 420; PoD.

Cryo snakes are related to white dragons and to a variety of mountain-dwelling

serpents. They live mainly above the snowline, and are consequently unharmed 

by all forms of cold. Once per day, a cryo snake may breathe a blast of chilly air 

which inflicts 3d6+3 points of damage to anyone within its area of effect (30' base 

cone, save vs. breath weapons for 1/2 damage).

Derelor: #AP 1; Int 10; AL NE; AC 2; MV 6; HD 8; THAC0 13; #AT 2; Dmg

2-12/2-12; SA None; SD None; MR 30%; SZ L; ML 20; XP 975; FE.

The derelor is the largest of thrulls. Taking the form of some huge deformed 

beast, it has a powerful resistance to magic and claws that rend flesh and steel alike  to ribbons. One example sighted looked like a cross between an armanite and a kuo-toan.

Duct Crawler: #AP 2-12; Int Animal (1); AL N; AC 8; MV 6; HD 2; THAC0 19;

#AT 1; Dmg 1-6; SA None; SD All attackers of duct crawlers get -1 to all 

damage rolls; MR Nil; SZ S; ML 8; XP 65; SH.

Duct crawlers are nasty, insidious insects which infest cities, dungeons, the 

Underdark and fortresses, and anywhere where there are tubes wide enough (1') to 

Accommodate them. They are like huge skinny cockroaches, and their shells, although  flexible, have considerable damage-absorbing capabilities.

Dungeon Shade: #AP 1-2; Int Average (10-12); AL NE; AC 8; MV Fl 15; HD 2;

THAC0 19; #AT 1; Dmg 1-8; SA None; SD Regenerates 3 hp/round in darkness or near-darkness; MR Nil; SZ M; ML 20; XP 175; SH.

Dungeon shades are the communal spirits of unfortunate dungeon-dwelling 

Creatures such as goblins, massacred by adventurers, tortured by evil overlords or 

simply eaten by larger things. Their malevolence and cruelty are shown in the remorseless  fashion in which they attack adventurers. Rumours abound of larger specimens - adjust the experience award up a band for every additional hit die posessed by a shade.  Dungeon shades are immune to mind-affecting magics and psionic intrusion, and are  turned by priests as ghouls.

Part I, section 2:

Electric Spider: #AP 1-8; Int Low (5-7); AL CE; AC 4; MV 12; HD 5; THAC0 15; #AT 1; Dmg 2d4; SA Lightning breath weapon; SD Immune to electricity; MR Nil;  SZ L (7' wide); ML 16; XP 650; PoD.

Electric spiders are abyssal monstrosities occasionally found in or near drow 

cities. They can 'breathe' lightning bolts which inflict 2d8+2 points of damage once  per day (save vs. breath weapons for 1/2 damage). This bolt is 40' long and has a  range of 120'. They are utterly immune to all forms of electrical attack, but are not  otherwise notably resilient.

Enormous Spider: #AP 1-4; Int Average (9-12); AL CE; AC 1; MV 15; HD 9;

THAC0 11; #AT 1; Dmg 2d8; SA Poison (save vs. poison or die when bitten); SD

None; MR Nil; SZ L (10' wide); ML 16; XP 2 000; PoD.

This species of spider is an intelligent and malicious breed native to the 

Abyss and frequently sent by Lolth to plague the surface elves or aid her dark ones.  Their virulent poison and low cunning make them formidable opponents, and adventurers who are lucky enough to survive enocunters with them remember forever the pain and  the fear that they experienced. This race is also called spider queens, although this is strictly inaccurate and drow consider it mildly blasphemous.

Feral Thallid: #AP 1; Int 1; AL N; AC 4; MV 6; HD 9; THAC0 11; #AT 2; Dmg 3-18/3-18; SA None; SD Regenerates 2 hp/round; MR Immune to mind-affecting 

spells; SZ L; ML 18; XP 3 000; FE.

Feral thallids are the largest and most dangerous thallids, monsters bred in 

the dark heart of the woods. They regenerate rapidly and can rend steel with their 

thorn-padded limbs. Unlike other thallids, they demonstrate little affinity for saprolings.

Foratog: #AP 1-3; Int 1; AL N; AC 6; MV 12; HD 3; THAC0 17; #AT 1; Dmg 1-6; SA None; SD Armour class becomes effectively 2 in woodland; MR None; SZ L; ML 12; XP 120; MG.

Foratogs are a kind of atog (q.v.) which dwell in woodlands. When in their 

Native habitat, they are especially adept at defending themselves. They eat trees, 

tearing off the branches and devouring them. However, they are not as environmentally damaging as might be expected, and live for great lengths of time in the forests.

Foul Imp: #AP 2-8; Int Low (5-7); AL CE; AC 6; MV Fl 12; HD 4; THAC0 17; #AT2; Dmg 1-6/1-6; SA Stinking cloud 1/6 hours; SD Immune to gas attacks; MR 

Nil; SZ S (4' long); ML 12; XP 420; SH.

Foul imps are related to pit imps (q.v.) and found in many of the same 

locations. They are especially plentiful in the Abyss, in areas such as Mal Arundak and  Offalmound. They can breathe a stinking cloud once every six hours, and use this ability  to disable their opponents. Foul imps are notoriously strong and hardy, and are utterly  immune to poisonous gasses. For this reason, green dragons take them as familiars.

Fylamarid: #AP 1; Int unratable; AL CN; AC 4; MV Fl 9, Sw 6; HD 4; THAC0 17; #AT 1; Dmg 1-6; SA Ink squirt; SD Immune to all psionics and mind-affecting  magics; MR 60%; SZ L (10' long); ML 12; XP 2 000; TM.

Fylamarids are strange, alien beings resembling flying squid. They seem to 

Dislike wizards, whom they attack if they realise one is around. They are otherwise comparatively harmless and innocuous, but they have potent powers. Apart from  their inscrutable alien intelligence and immunity to psionics, they have a powerful magic resistance and the ability to spit a thick black inklike poison. Underwater, it forms a cloud 15' on a side obscuring all vision. In the air, it travels 20' in a cone 5' wide at the base, hitting everyone in the way if they fail to save vs. poison. In any event, the substance is an irritant, and requires the following: save vs. poison or be  blinded for 1-6 turns or until the eyes can be washed with clean, fresh water; take 1d12 points of damage (1d6 underwater) with a save vs. poison for half damage; and suffer a  - -1penalty to hit due to the goop getting in the way. This ability may be used  once every three hours or so.

Gaze Spider: #AP 1-4; Int Low (5-7); AL CE; AC 4; MV 12; HD 5; THAC0 15;

#AT 1; Dmg 2d4; SA Paralysing gaze; SD Nil; MR Nil; SZ L (7' diameter); ML 18; XP 420; PoD.

Gaze spiders, like electric spiders, are a thing of the Abyss. They have a 

weak gaze weapon which functions in all eight of their eyes. Anyone meeting the gaze  must save vs. paralysis or become immobilised for 2d4 rounds. These spiders are  especially vicious and fierce, and are determined combatants.

Greater Margoyle: #AP 1-3; Int Low (5-7); AL CE; AC 0; MV Fl 15 (B); HD 12;

THAC0 9; #AT 4; Dmg 1d10/1d10/2d8/2d8; SA Nil; SD May only be struck by

magical weapons; MR Nil; SZ M (6' tall); ML 15; XP 9 000; PoD.

Greater margoyles are larger, stronger, faster versions of margoyles, 

Themselves improvements on the gargoyle race. Found in ruins around the Realms, on variousevil planes and elsewhere, they attack 'fleshies' remorselessly and often lead  their lesser cousins. Rumour tells of a small tribe of these creatures serving the baatezu  in Myth Drannor.

Heart Sliver: #AP 1-4; Int Low (5-7); AL (C)N; AC 8*; MV 12*; HD 2; THAC0

19*; #AT 1*; Dmg 1-6*; SA Slivers accompanying heart slivers gain +3 to 

initiative (non-cumulative) and MV 12*; SD None*; MR Nil*; SZ M; ML 16; XP 120; TM.

Heart slivers are especially vigorous members of their kind, whose very 

Presence incites their fellows to attack more ferociously and swiftly. However, if the  last heart sliver in a group is killed, the remaining slivers must make a morale check.

Hibernation Sliver: #AP 1-6; Int Semi (2-4); AL N; AC 6*; MV 6*; HD 4; THAC0 17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD None*; MR 25%*; SZ L; ML 16; XP 175; SH.

Hibernation slivers are a key part of slivers, as they possess the power to 

slow their companions' metabolisms down slow, to preserve them in hostile conditions, of which their home plane of Rath has many.

Horned Sliver: #AP 1-4; Int Semi (2-4); AL N; AC 6*; MV 12*; HD 4; THAC0 17*; #AT 2; Dmg 1-8/1-8*; SA Advances the damage dice of all slivers by one place on this table: 1-6, 1-8, 1-10, 2-12, 2-16. This has already been accounted for in the  above stats.* SD None*; MR Nil*; SZ L; ML 16; XP 270; TM.

Horned slivers are amongst the most dangerous of slivers, as they exude a 

Hormone that toughens the sinews of other slivers in their colony, enabling them to  crush thelimbs of their opponents.

Ice Hound: #AP 2-8; Int Low (5-7); AL LE; AC 4; MV 12; HD 8; THAC0 13; #AT 1; Dmg 1d10; SA Breath cold; SD Immune to cold; MR Nil; SZ M; ML 14; XP 2 000; TotSF.

Ice hounds are a variety of hell hound native to Stygia, Cania and Nessus. 

They are somewhat larger and fiercer than the usual hellhounds, and breathe a blast of  cold air which inflicts 7 points of damage (save vs. breath weapon for 1/2) on any one  target within 10 yards. They are cruel and fairly cunning, and are used as guards by  baatezu and other evil beings, including frost giants.

Kjeldoran Frostbeast: #AP 1-3; Int 1; AL N; AC 2; MV 6; HD 6; THAC0 15; #AT

1; Dmg 2-12; SA Gaze; SD Immune to cold; MR Nil; SZ L (20' long); ML 12; XP

975; IA.

A Kjeldoran frostbeast is a huge behemoth of a creature, crusted with icicles 

and rimed with frost, as the name implies. It has small, staring eyes with a dangerous  gaze attack. Anyone meeting the frostbeast's gaze must save vs. paralysis at -2 or be  paralysed and helpless for 1d6+2 rounds. Originally found in Kjeldor in Dominia, they are also native to a number of mountainous areas on other worlds.

Least Thrull: #AP 3-18; Int 1; AL N(E); AC 8; MV 4; HD 1-1; THAC0 20; #AT 1; Dmg 1-2; SA None; SD None; MR Nil; SZ S; ML 14; XP 7; FE.

Thrulls are blasted-looking creatures bred by the Order of the Ebon Hand in 

Sarpadia, and by worshippers of various Lower-Planar powers everywhere. Their 

appearance is decidely non-standard, and the DM is encouraged to be creative with their  mutations. This particular species is also called the pit thrull.

Metallic Sliver: #AP 1-6; Int Non (0); AL N; AC 6*; MV 6*; HD 2; THAC0 19*;

#AT 1*; Dmg 1-6*; SA None*; SD Immune to mind-affecting magics*; MR Nil*; SZ M; ML 20; XP 65; TM.

Originally made by Volrath of Rath, metallic slivers have been successfully 

Duplicated by Trobriand, and are now found widely in Undermountain and occasionally in the surrounding Underdark as well. They cunningly duplicate the powers of the  slivers they accompany.

Mindwarper: #AP 1; Int High (13-14); AL NE; AC 4; MV 12; HD 6; THAC0 15;

#AT 3; Dmg 1-4/1-8 +special/1-8+special; SA Spell loss; SD Nil; MR 20%; SZ L; 

ML 12; XP 1 400; SH.

Mindwarpers are foul and cruel spirits that can seriously disrupt 

spellcasters. If a spellcaster is struck by either of the mindwarper's claws, he or she must save vs. spells of lose 1d4 memorised spells. If both claws hit, two saves are required, but if both are failed, the victim still only loses 1d4 spells. Mindwarpers are found in the  astral plane and on the prime.

Mindwhip Sliver: #AP 1-4; Int Low (5-7); AL CN; AC 6*; MV 6*; HD 4; THAC0 17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD Grants all slivers an additional 10% magic resistance, to a maximum of 50%*; MR Special; SZ L; ML 14; XP 270; TM.

Mindwhip slivers are a form of sliver that defend their colleagues from 

magical attacks. Their harsh and cruel appearance adds to the already formidable aspect of the slivers they accompany.

Mnemonic Sliver: #AP 1-4; Int Average (10-12); AC 6*; MV 6*; HD 4; THAC0

17*; #AT 2; Dmg 1-6/1-6*; SA Magic missile attack*; SD None*; MR Nil*; SZ L; ML 14; XP 270; TM.

Mnemonic slivers are the closest thing normal slivers have to wizards. Each 

one can, once per day, use any sliver in the same colony as a focus for a single magic  missile attack, which strikes unerringly at a victim within 160' and sight range of  the focus, doing 1d4 damage plus one point for every sliver present in the colony.

Morgue Thrull: #AP 1-4; Int Below average (7-9); AC 6; MV 9; HD 4; THAC0 17; #AT 1; Dmg 1d8+2; SA None; SD Control undead as per a 7th level priest; MR  Nil; SZ M; ML 10; XP 175; SH.

Morgue thrulls are a special kind of thrull, developed by Volrath to work in 

His stronghold. Aside from their usefulness as muscle to shift corpses and other 

Things around, they can command undead patrols and work teams.

Muscle Sliver: #AP 1-6; Int Low (5-7); AC 8*; MV 6*; HD 2; THAC0 19*; #AT 1*; Dmg 1-6*; SA None*; SD All slivers take one less point of damage per die from  all attacks per muscle sliver present, to a maximum adjustment of -4*; MR Nil*;  SZ M; ML 14; XP 120; TM.

Muscle slivers are similar in aspect to horned slivers, providing additional 

Muscular strength to their companions. They are bulky, tenacious creatures and should  not be regarded lightly.

Necratog: #AP 1-3; Int Low (5-7); AL N(E); AC 6; MV 6; HD 3; THAC0 17; #AT 1; Dmg 1-6; SA Gains +3 to hit and damage if it has consumed corpses within 6 hours; SD None; MR None; SZ L; ML 12; XP 120; WL.

Necratogs are a species of atog (q.v.) dwelling in graveyards and tombs and on

battlefields. If a necratog has recently consumed a corpse, of any species 

and of any age, weighing more that 70 pounds, it gains bonuses to attack due to its 

affinity for the dead.

Necrite: #AP 1-6; Int Low-average (5-10); AL NE; AC 6; MV 12; HD 4; THAC0 15; #AT 2; Dmg 1-6/1-6; SA Killing blow: If necrite hits, it and its victim must 

save vs. death ray or die. Use this ability once a day; SD None; MR Nil; SZ M; ML 18;  XP 270; FE.

Necrites are a kind of thrull bred for use as assassins. They attack without 

fear or mercy, and have little compunction about shattering their bones as they 

deliver killing strokes to their victims. If a necrite dies of its ability whilst on a covert mission, its companions will eat it rather than be discovered.

Nekrataal: #AP 1-6; Int 0; AL N; AC 4; MV FL 15 (A); HD 3; THAC0 17; #AT 1; Dmg 2-12; SA Poison attack (save vs. poison or die) once per day; SD none; MR  Nil; SZ S; ML 20; XP 270; VS.

Nekrataals are 18" wide spectral creatures shaped like spiders. They 

originated with the planeswalker Kaervek in Jamuraa, but it is thought that Halaster's apprentice Muiral brought them to Toril to complement his own wraithspiders. Their special attack, although it requires a saving throw vs. poison, is actually magical  and not poisonous. Nekrataals are not undead and cannot be turned.

Neonate Sliver: #AP 2-12 (special); Int Animal (1); AL N; AC 8*; MV 6*; HD 

2-1*; THAC0 19*; #AT 1*; Dmg 1-6*; SA Nil*; SD Nil*; MR Nil*; SZ S (4' long); ML 8; XP 65; SH.

 Neonate slivers are the new-born young of sliver queens (q.v.). They have no 

Innate special abilities as these have not yet developed (although they resemble 

fully-grown species). They grow by half a hit die a week until they are fully grown.

Ophidian, 'walker's Pet: #AP 1-3; Int Below average (8-10); AL N; AC 4; MV 12;

HD 4; THAC0 17; #AT 1; Dmg 1-6; SA Nil; SD Magical shield; MR Special; SZ L; ML 13; XP 270; WL.

The 'planeswalker's pet' ophidian is a large snake with a self-powering 

magic-resistant field. Initially, such an ophidian has a magic resistance equal to 5+1d10%.  However, for each point of damage it inflicts in combat, that total rises by one. It  loses these points at a rate of one per round, beginning three turns after the end of  combat. If combat is rejoined during this period of decrease, the decline is halted, but  no new points can be gained until the ophidian has inflicted one point of damage for every point of its current MR above 15%. These creatures were recently introduced to Slitherswamp in Undermountain, perhaps by Nandel Greenward.

Pedipalp: Scizomida: #AP 1-4; Int 0; AL N; AC 7; MV 12; HD 1+1; THAC0 19;

#AT 1; Dmg 1-8; SA Nil; SD None; MR Nil; SZ S; ML 14; XP 35; MMII.

Amblypygus: #AP 1-4; Int 0; AL N; AC 4; MV 9; HD 2+2; THAC0 19; #AT 3; Dmg 1-6/1-6/1-8; SA Grip (bite auto-repeats for 2-12/round. 'Open doors' to 

escape.); SD None; MR Nil; SZ S; ML 14; XP 120; MMII. Uropygus: #AP 1-2; Int 0; AL N; AC 2; MV 12; HD 4+4; THAC0 17; #AT 3; Dmg 1-8/1-8/2-8; SA Grip (all attacks repeat on any victim; beat to-hit by 3 to  sever tentacle); Poison gas (20' radius, save vs. poison or fight at -3 to hit for  d6 rounds) 3/day; SD None; MR Nil; SZ L; ML 14; XP 1 400; MMII.

Pedipalpi are loathsome creatures of the underdark called whip scorpions by 

Some races. Their attacks are dangerous and their strength considerable. 

Adventurers are advised to avoid them at all costs, especially the larger varieties. Near  drow cities and in Lolth's realms of the Abyss, such beings are plentiful.

Pet of Kalistes: #AP 1-2; Int High (14-16); AL CE; AC -1; MV 18; HD 13; THAC0 7; #AT 3; Dmg 2d8/2d6/2d6; SA Poison, magic; SD Blink, immunities; MR 85%; SZ L (12' diameter); ML 18; XP 15 000; PoD.

Pets of Kalistes were created in the Abyss by the (now dead) Marilith 

Kalistes, and many now serve Lolth. Others are freelance, working for any Abyssal lord.  Appearing as colossal spiders, they are cruel and intelligent, and work alongside  tanar'ri. They can use their spell-like abilities of death spell, disintegrate, feeblemind, fire touch, fire shield and charm monsters each once per day. Their bites do 2d8 damage, and  carry a poison so virulent that the victim must save vs. poison at -2 or die. They  can also blink three times per day.

Pit Imp: #AP 2-16; Int Low (5-7); AL CE; AC 8; MV Fl 12; HD 1; THAC0 19; #AT 1; Dmg 1-4; SA Lock on: if a pit imp scores a hit on a creature, it will lock 

its jaws on ferociously, inflicting an automatic hit each round until removed or slain.  To pull a pit imp from one's flesh requires a strength check and inflicts 1-6 damage on the victim and 1-3 damage on the imp. Each time an imp attached to a victim is struck, the victim must save vs. wands or be hit too, for the same amount of damage. SD: None;  MR Nil; SZ S (3 1/2' long); ML 20; XP 65; TM.

Pit imps are not fiends, although they are found plentifully in the Lower 

Planes of Chaos. They are cruel, deformed beings, some having several mouths or many  eyes. They prey on all they encounter and attack ruthlessly for food and pleasure.  They are also found in the underdark, in dungeons, and in darker forests.

Pyro Snake: #AP 1-10; Int 1; AL N; AC 5; MV 15; HD 4; THAC0 17; #AT 1; Dmg 1-3; SA Breathe fire; SD Immune to fire; MR Nil; SZ L; ML 15; XP 420; PoD.

Pyro snakes are related to red dragons and to fire lizards. They live mainly 

In volcanoes and deserts, and are totally immune to heat and fire damage, and to 

Natural dehydration. Once per day, a pyro snake may breathe a 30' base cone of fire  which inflicts 2d10+1 points of damage to anyone within its area of effect (save  vs. breath weapons for 1/2 damage).

Saproling: #AP 2-8 per thallid present, 3-18 per verdant force present, 1-6 

otherwise; Int 0; AL N; AC 8; MV 6; HD 2; THAC0 19; #AT 1; Dmg 1-4; SA None; SD None; MR Immune to mind-affecting magic; SZ S (3' tall); ML 20; XP 65; FE.

Saprolings are small fungoidal creatures cultivated by thallids, spawned by 

Verdant forces, and farmed by some elves. They have many uses, from being eaten by thallid devourers to having their bodies used for compost to being used as surprise troops by the Elven Imperial Navy. They are small, inoffensive creatures, but can be roused to the attack by a skilled handler.

Serpent Warrior: #AP 1-6; Int Low (5-7); AL CE; AC 4; MV 9; HD 6; THAC0 15; #AT 3; Dmg 1-4/1-4/2-12; SA Life draining; SD None; MR Nil; SZ L (10' long); ML 16; XP 975; SH.

These cruel creatures were created in the Abyss by Sseth, the yuan-ti god. 

They look like yuan-ti abominations with enlarged fangs and horns, and attack with  weapons or with their claws (1-4 damage each), and bite. If a serpent warrior's bite hits, it may choose to drain the victim's energy. This may be done once per day. The  victim must save vs. death ray or lose 2d4 points each of strength and constitution. Lost  points return to each score at a rate of one per two hours.

Sliver Queen: #AP 1; Int Genius to Godlike (18-21+); AL LN; AC -4*; MV 12

(never modified by other slivers); HD 14; THAC0 7*; #AT 5; Dmg 1-6/1-6/2-16/2- 16/1-10*; SA Fear, spells*; SD Create slivers (1 neonate sliver/day)*; MR 50%  (may go up to 100% with help)*; SZ G (200' long); ML 20; XP 16 000; SH.

Sliver queens are the mightiest of their race, and are so rare as to be considered unique by some. They can command an area of territory 100 miles in radius without  trouble, and are very efficient breeders, producing one neonate sliver (q.v.) per day.  If attacked, the queen will immediately expel the newest sliver into the attackers, where it will attack with surprise. Sliver queens cast spells as wizards of a level  equalling their hit dice. They emit fear as per a red dragon great wyrm, and exploit this power when dealing with intruders. Their own young are, of course, immune. Sliver queens  may benefit from the protection of their young, and choose the abilities of  crystalline slivers (q.v.) carefully to maximise effectiveness. A sliver queen seldom has  treasure, but will willingly act as a guardian for a powerful wizard if provided with a large enough lair and supplies of food. 

Spined Sliver: #AP 1-4; Int Semi (2-4); AL CN; AC 6; MV 12; HD 4; THAC0 17;

#AT 2; Dmg 1-6+1/1-6+1; SA All slivers do one extra point of damage per attack

(cumulative to a maximum of +4)*; SD None*; MR Nil*; SZ L; ML 16; XP 270; SH.

Spined slivers bristle with sharp spikes which make even going near them 

difficult. They spur the other slivers on to new heights of cruelty, and are 

exceptionally vicious.

Spined Wurm: #AP 1; Int Animal (1); AL N; AC 2; MV 12; HD 9; THAC0 11; #AT 1; Dmg 5-30; SA None; SD None; MR Nil; SZ H (35' long); ML 14; XP 975; SH.

Spined wurms are large, stupid serpents that dwell in remote wildernesses. 

They have spiny backs that give them their low armour classes, but unlike the 

barbed-back wurms (q.v.) they cannot shoot their spines.

Steel Hornet: #AP 1-8; Int Non (0); AL N; AC 6; MV Fl 15; HD 2; THAC0 19; #AT 1; Dmg 1-6; SA Surprise; SD Immune to mind-affecting magics; MR Nil; SZ M; ML 20; XP 175; SH.

Originally made by Volrath of Rath, these cruel beasts have been successfully

duplicated by Trobriand, and are now found widely in Undermountain, where 

they hide in pits and air tubes, and surprise unwary travellers.

Stone Spiders: #AP 1-4; Int Low (5-7); AL CE; AC 4; MV 12; HD 4; THAC0 15;

#AT 1; Dmg 2d4; SA Petrifying touch; SD None; MR Nil; SZ L (7' diameter); ML  16; XP 650; PoD.

Stone spiders are another of the perverted spider species found in the Abyss. 

Not unique to Lolth's layers, the also infest Moander's realm, Smaragd and the 

Plain of Infinite Portals. Their touch is dangerous indeed: the victim must save vs. 

Petrification or be turned to stone, much with a cockatrice. They feed on stone, and  especially relish petrified beings.

Thallid: #AP 1-6; Int 1; AL N; AC 8; MV 8; HD 2; THAC0 19; #AT 1; Dmg 1-6; SA Produce saprolings; SD None; MR Immune to mind-affecting spells; SZ M; ML 20; XP 120; FE.

Thallids are a kind of fungus-creature of uncertain origin. The basic thallid 

can produce a saproling (q.v.) every day or two, and are typically accompanied by them.

Thallid Devourer: #AP 1-3; Int 1; AL N; AC 6; MV 8; HD 4; THAC0 17; #AT 2;

Dmg 1-6/1-6; SA Produce saprolings; SD regenerates hp equal to those of any

saproling consumed; MR Immune to mind-affecting magics; SZ L; ML 20; XP 650; FE.

Thallid devourers are a large species of thallid which can eat passing 

saprolings to restore their health. They do so instinctively, and need only sacrifice one  attack in a round to do so. Like normal thallids, they produce a saproling every day or  two.

Thorn Thallid: #AP 1-3; Int 1; AL N; AC 6; MV 8; HD 4; THAC0 17; #AT 2; Dmg 1-10/1-10; SA Throw thorns; SD None; MR Immune to mind-affecting spells; SZ M; ML 20; XP 270; FE.

Thorn thallids, like feral thallids, have no real affinity for saprolings. 

Instead, they possess a dangerous stock of sharp thorns which they use to slash any  creature they fight. They can also throw a thorn up to 60 feet instead of attacking. The thrown thorn does normal damage.

Thrull Champion: #AP 1; Int High (12-14); AL NE; AC 4; MV 12; HD 6; THAC0

15; #AT 2; Dmg 1-8/1-8; SA All thrulls except derelors look up to the 

champions, and all thrulls accompanying one gain the benefits of morale 18; SD None; MR 15%;  SZ M; ML 18; XP 975; FE.

The thrull champions are exceptionally loathsome examples of the species, 

designed to command instincive respect from their lessers. They fight with crudely-forged but effective swords in each hand, and posess considerable strength.

Thrull Wizard: #AP 1-2; Int Exceptional (15-16); AL NE or CE; AC 8; MV 12; HD 2-6; THAC0: 2 HD: 19; 3-4 HD: 17; 5-6 HD: 15; #AT 1; Dmg 1-6; SA Casts spells as per a wizard of level equalling the thrull wizard's HD; SD Spells; MR Nil; SZ  M; ML 14; FE.

Hit Dice        XP

2           120

3           175

4           270

5           650

6           1 400

Thrull wizards are the vaguely-humanoid spellcasting caste of thrulls. They 

are cunning and callous, and often try to defeat their creators. If not, they can be 

found aiding thrull breeding programmes. Sixth-level thrull wizards posess magical items  in addition to their spells, typically wands of magic missiles, staves +1, amulets of  proof against detection and location or scrolls of useful spells.

Thundermare: #AP 1; Int High (12-14); AL CE; AC 0; MV 15, Fl 12; HD 10;

THAC0 11; #AT 3; Dmg 2-16/2-16/1-6; SA Never surprised, always gains surprise, breathe fire for 4d6 damage to all in a 30'x6' cone 3/day; SD Immune to 

fire-based attacks; MR 15%; SZ L; ML 18; XP 11 000; WL.

Originally from the para-elemental plane of magma, thundermares are also 

found in the Lower Planes from Gehenna to Pandemonium. They are cruel and powerful, acting  as willing steeds to renegade baatezu, tanar'ri and evil fire magi. Simply  touching a thundermare with bare flesh inflict 1d8 heat damage on an unprotected target. They are related loosely to nightmares, and the yugoloths, who seldom ride them themselves, negotiate contracts for them to other fiends, such as the court of Moloch. A greater fiend of any kind who is bonded to a thundermare can gate it in with 100%  chance of success three times per day.

Urborg Mindsucker: #AP 1; Int High (12-14); AL NE; AC 6; MV 9; HD 4; THAC0 17; #AT 1; Dmg 1-10; SA Spell loss; SD None; MR 35%; SZ L; ML 15; XP 420; VS.

Originally from Urborg in Dominia, the foul mindsuckers are becoming 

Increasingly widespread. Appearing as large illithid-like beings, they are actually 

despised by mind flayers for the damage they cause to perfectly good brains. The DM should take careful note of which spellcasting characters and psionicists are damaged by a mindsucker, because when the mindsucker dies or 1 hour after the injury,  whichever is sooner, the spellcasters will each lose one of their lowest-level remaining  spells at random, and each psionicist will lose 10+2d4 PSPs. Mindsuckers' principal  food is brains.

Victual Sliver: #AP 1-3; Int Below average (8-10); AL LN; AC 6*; MV 9; HD 4;

THAC0 17*; #AT 2*; Dmg 1-6/1-6*; SA None*; SD Cast cure light wounds 3/day on slivers only; MR Nil*; SZ L; ML 16; XP 270; SH.

Victual slivers are the breeders of the sliver hive, the faithful mates of 

their queen. By anointing other slivers with their secretions, they can heal them. Victual  slivers are considered very imortant, and other slivers will fight to defend them.

Winged Sliver: #AP 1-6; Int Low (5-7); AL N; AC 8*; MV 3, Fl 12 (B)*; HD 2;

THAC0 19*; #AT 1*; Dmg 1-6*; SA None*; SD Gives all slivers movement Fl 9

(B)*; MR Nil*; SZ M; ML 12; XP 175; TM.

Winged slivers are themselves literally winged, but more crucially they grant 

to all slivers within their colony the ability to fly magically. They are found in 

many sliver hives and add an extra terror to dealing with such things.

Yotian Soldier: #AP 1-4; Int Average (10-12); AL N; AC 2; MV 12; HD 5; THAC0 15; #AT 1+1 (attacks twice a round); Dmg 1-6/1-6; SA None; SD Immune to mind- affecting magics; MR None; SZ M; ML 20; XP 270; AQ.

Yotian soldiers are a kind of living statue of unknown origin. Made of a dark 

Brown stone, with insectoid features and large yellow eyes that dissolve upon each  soldier's death, they seem alien and inscrutable. They are free-willed and never  communicate with anyone they meet. their form of communication is unknown. Some speculate  that they are a creation of a thri-kreen race from deep in history. Yotian  soldiers are not openly warlike, but attack rapidly and competently if threatened or  obstructed. of level equalling the thru€

Abbreviations at the end of monster descriptions:

FE: Fallen Empires

HL: Homelands

IA: Ice Age

AL: Alliances

MI: Mirage

VS: Visions

WL: Weatherlight

TM: Tempest

SH: Stronghold

PoD: Pools of Darkness computer game

GttSF: Gateway to the Savage Frontier computer game

As you can see, there's a veritable plethora of planar denizens here. There's 

also quite a lot of FR references. If someone would like to comment on the 

usability of these races in other prime worlds, I'd be grateful.

Tharzar's Bestiary

 Part Two

This document deal primarily with the inhabitants of the so-called Warhammer 

World, although interlopers from M:tG and other sources keep slipping in. A 

third volume concerning the Fighting Fantasy world of Titan and non-evil 

beings  from the plane of Shadows is in preparation. Index at foot.

Beastman: #AP 2-12; Int Low-Average (5-12); AL CE; AC 2; MV 12; HD 1+1;

THAC0 19; #AT 1; Dmg 1d6 or by weapon; SA Typically armed with spears, which they throw; SD None; MR Nil; SZ M; ML 16; XP 65; WQ.

Beastmen are creatures which plague residents of the Outlands and many Prime

worlds. Created by worshippers of chaos gods both greater and lesser, they 

appear as tall, emaciated humanoids with bestial heads and hooves. They are 

strong and brutal, and are not known for their subtlety. They have leaders 

with  7-9 HD who carry magical weapons. The 7 HD specimens carry magical swords and  are worth 975 XP; the 8 HD ones carry an additional miscellaneous magical  item,  have strength 18 and are worth 1 400 XP; and those with 9 HD have 19  strength,  have magical armour and another magical item in addition to those possessed  by  the other leaders, and are worth 3 000 XP. It should be observed that  beastmen  get a natural +1 AC bonus no matter what armour they wear, and that their  magical items often carry an unholy taint. Beastman shamans have 6-8 HD and cast spells as a priest of level equalling their hit dice. The 6 HD ones carry a magical weapon of some minor sort and are worth 975 XP; the 7 HD ones are similar, and worth 1 400 XP; and the 8 HD are the most powerful of their 

shamans, and carry a miscellaneous magical item as well, and are worth 2 000 

XP.

Beast of Nurgle: #AP 1-3; Int Low (5-7); AL CE; AC 0; MV 9; HD 7; THAC0 13; #AT 1d3; Dmg 2d6 per attack; SA Paralysing attack, disease; SD Immune to non-magical weapons, acidic slime; MR Nil; SZ L; ML 16; XP 5 000; WQ.

Beasts of Nurgle are huge tentacled slug-like monstrosities. They serve no 

purpose except to spread Nurgle's vile brand of despair and disease. They 

carry the same illness as plaguebearers (q.v.), and also leave a trail of acidic 

slime wherever they go. Anyone stepping in this gunk takes 3d6 points of 

damage with a save vs. paralysis for half. Like carrion crawlers, beasts have a 

parlaysing attack. Anyone struck by one must save vs. paralysis or be 

immobilised for 2d6 rounds.

Bloodletter of Khorne: #AP 1d6+2; Int Low (5-7); AL CE; AC 4; MV 12; HD 2;

THAC0 19; #AT 2; Dmg 1d8+3/1d8+3; SA Armed with chaos hellblades; SD Immune to non-magical weapons, fear; MR None; SZ M; ML 20; XP 270; WQ.

Bloodletters are created from larvae in Khorne's blood-drenched layer of the 

Abyss. They appear as blood-red horned humanoid beings wielding black swords. 

They strike twice with the hellblades, which are +2 weapons, each round. The 

swords dissolve upon the wielder's death, being essentially an extension of 

their insane bloodlust. Anyone meeting a bloodletter is affected by magical 

fear due to their terrifying appearance. However, a +2 bonus applies to the 

saving throw because the bloodletters have not the force to back their 

terrifying visage up with.

Bloodthirster of Khorne: #AP 1; Int Genius (17-18); AL CE; AC -4; MV 18, Fl 

18;HD 15+14; THAC0 5; #AT 4; Dmg (4d6+4 or 3d8+entanglement) x 4; SA Magicalaxe, whip, magical disruption; SD +3 or better weapons to hit, fear, half 

damage from blunt weapons, takes 3 points less damage per melee attack 

(minimum 0); MR 20%; SZ H (20' tall, 35' wingspan); ML 20; XP 20 000; WQ.

Bloodthirsters are the rarest and most powerful servitors of Khorne. Drawn 

from the ranks of greater tanar'ri for their exceptional bloodlust and vile 

cruelty, they are venerated as minor gods by perverse cultists. They do not fight 

specifically in the Blood War, but fight all beings equally, including each 

other sometimes. They wield +4 axes of Khorne and terrible barbed whips which 

force a victim to save vs. wands at -2 or be entangled. Entangled victims are 

automatically the successful target of one of the bloodthirster's attacks 

each round until they die. A successful roll to open magical doors is required to 

get free. The whip can withstand 25 points of damage before it is even 

weakened enough to release its victim. Once per turn, a bloodthirster can invoke a 

terrible attack which requires all spellcasters on non-CE alignment in the 

vicinity to take 1 point of damage for every spell level memorised, with a 

save vs. death magic for half.

Blue Trollkin: #AP 2-8; Int Low to Average (5-12); AL NE; AC 7; MV 12; HD 2+2;THAC0 19; #AT 1; Dmg By weapon; SA None; SD None; MR Nil; SZ M (5 1/2' tall);ML 14; XP 65; DM.

Blue trollkin, also called broad-goblins, are lumpen, muscular goblinoid 

creatures with vivid royal-blue skin, which is somewhat greasy. They are 

nomadic, trekking through the underdark stealing fungus and other things from 

the various races they encounter. They are too dull to be cruel, and tend 

towards a primitive level of technology. They wear little clothing, and use 

clubs as weapons.

Bull Centaur: #AP 1-3; Int Average (9-12); AL NE; AC 2; MV 24; HD 4+1; THAC017; #AT 2; Dmg 1d8+1/1d8+1; SA None; SD Fear; MR 10%; SZ L; ML 16; XP 650;WQ.

Bull centaurs are beasts created for the chaos dwarves by Hashut. They roam 

Acheron, seeking battle, and also guard chaos dwarf fortresses on the prime. 

They attack twice per round with heavy axes, and seldom retreat. Their 

leaders have as many as 9 HD and carry magical weapons.

Cave Squig: #AP 1-4; Int Animal (1); AL N; AC 2; MV 12; HD 1; THAC0 19; #AT2; Dmg 1d6/1d6; SA None; SD None; MR Nil; SZ S; ML 9; XP 15; WQ.

Cave squigs are vicious creatures farmed by orcs. They are thought to consist 

of a small mammalian creature and a large symbiotic fungus, but this is 

unconfirmed. What is obvious is their huge razor-like teeth and incredibly 

mean temper.

Chaos Dwarf: #AP 2-8; Int High (13-15); AL LE; AC 2; MV 9; HD 2; THAC0 19;#AT 1; Dmg 1d8+1 (chaos dwarf axe); SA None; SD None; MR 10%; SZ M (4 1/2'tall); ML 14; XP 120 (175 w/arquebus); WQ.

Chaos dwarves are, surprisingly, not chaotic. They have more in common with 

duergar than with derro, and worship the Acherontian power Hashut. They wear 

black and red armour and robes, and tall hats. They love firearms, and equip 

squads of their soldiers with blunderbusses. Chaos dwarves also have a 

tainted kind of magic, which grants their sorcerors much power, but slowly turns them to stone. There is no known cure for this affliction. Stone to flesh has 

proved ineffective. Chaos dwarves are associated with dark lammasu, great tauri, 

bull centaurs and hobgoblins.

Chaos Hound: #AP 1-6; Int Semi (2-4); AL CE; AC 2 (-2 in chaos armour); MV 18;HD 2; THAC0 19; #AT 2; Dmg 1d6/1d6; SA Surprises on a 5+ on 1d6; SD None; MRNil; SZ L; ML 18; XP 65 (120 in armour); WQ.

Chaos hounds are mutant creatures bred up from yeth hounds, death dogs and 

other monstrosities. They are swift and keen, and can run fast even when 

wearing the heavy chaos armour given to them by their owners. This armour is 

dangerous for a mortal to handle, and is of no use except for the armament of 

chaos hounds.

Daemonette of Slaanesh: #AP 1-6; Int Average (10-12); AL CE; AC 4; MV 12; HD 5; THAC0 15; #AT 2; Dmg 1d8/1d8; SA Surprises on a 5+ on 1d6; SD fear, immuneto normal weapons; MR 10%; SZ M; ML 17; XP 975; WQ.

Daemonettes are foul beings related to succubi. They appear as vaguely-human 

female creatures with hairless heads and huge crab-like claws in place of 

hands. They are populous in the Abyss, and are often sent for foul missions 

to prime worlds by Slaanesh itself. They are the commonest Slaaneshi daemons, 

and often appear in large numbers.

Dark Elf, Naggarothi: #AP 2-12; Int High (13-15); AL CE; AC 3 (assassins 0); 

MV15; HD 1+1 (assassins 4+1); THAC0 19 (assassins 15, modified for dexterity); 

#AT 1 (assassins 3/2); Dmg 1d6 per attack; SA Crossbows, +1 to hit, damage 

and morale vs. elves; assassins use poison, attack with surprise on a 5+ on 1d8 

and inflict triple damage with a natural 20 to hit; SD None; MR Nil; SZ M; ML 16; XP 175 (assassins 2 000); WQ.

The race of elves is blighted by its traitors. Dark gods pluck the jewels of 

this elder race from the stores of the Seldarine. Their names are curses 

amongst the lios-alfar; Atzanteotl, Lolth, or in the case of the elves of 

Naggaroth, bloody-handed Khaine. Khaine is another name for the chaos god 

Khorne, and like his other devotees the dark elves revel in the spilling of 

blood and in dark sorceries. Their assassins are infamous for the ferocity 

and cruelty of their attacks. Anyone struck by a dark elven assassin's blade must 

save vs. death ray or develop a weeping wound, losing 1d6 hp per round until 

healed.

Dark Lammasu: #AP 1; Int High to Genius (13-18); AL LE; AC -4; MV Fl 18; HD10; THAC0 11; #AT 2; Dmg 3d6/3d6; SA Breath weapon, fear (save at -2); SD None;MR 30%; SZ L; ML 18; XP 10 000; WQ.

Dark lammasu are the favoured proxies of the chaos dwarf god Hashut, created 

In mockery of the celestial race that so often opposes him. They appear as great 

black bulls with large humanoid faces and dragon's wings. They breathe a 

terrible breath weapon called the sorcerous exhalation which nullifies all 

magical weapons for 1d4 rounds and causes 6d6 damage, which counts for 

immunity purposes as a magic missile spell. The breath weapon occupies a cloud of 3000 cubic foot volume and can be used three times per day.

Dauthi Ghoul: #AP 1-3; Int Low (5-7); AL CE; AC 6; MV 12; HD 1; THAC0 19;

#AT 1; Dmg 1d8; SA None; SD Unaffected by mind-affecting spells, magical 

weapons required to hit, regenerates 1d4 hp if anything dies within 40'; MR 

Nil; SZ M; ML 18; XP 120; TM.

These terrible undead from the plane of Shadow are technically a kind of 

zombie, animated in the shadow-realm by shade wizards. Their connection to 

Shadow gives them special invulnerabilities, but if these are overcome, they 

are less fearsome. They are turned by priests as ghouls.

Dauthi Horror: #AP 1-4; Int Low (5-7); AL CE; AC 6; MV 15; HD 1+4; THAC0

19; #AT 2; Dmg 1d8/1d8; SA May save vs. spells to overcome any abjuration of 

3rd level or less; SD Magical weapons required to hit; MR Nil; SZ L; ML 18; 

XP 120; TM.

Dauthi horrors are gaunt 10' tall beings from the plane of Shadows. They seek 

out and slay any they choose, uncaring, unfeeling, unrelenting. They have 

special resistance to spells designed to keep them away, and like many shadow 

creatures are invulnerable to normal weapons.

Dauthi Marauder: #AP 1; Int Below Average (8-9); AL CE; AC 6; MV 12; HD 2;

THAC0 19; #AT 3; Dmg 1d8/1d8/1d10; SA None; SD Immune to normal weapons; MR Nil; SZ M; ML 18; XP 65; TM.

Dauthi marauders serve greater beings in the realm of Shadow. To those in the 

Prime, they appear to be empty suits of shadowy armour. They strike with both 

their hands, and also shoot shadowy tentacles from their helms, which are 

more dangerous.

Dauthi Mindripper: #AP 1; Int High (13-15); AL CE; AC 6; MV 18; HD 1+4;

THAC0 19; #AT 2; Dmg 1d8/1d8; SA See below; SD Immune to normal weapons;MR Nil; SZ M; ML 16; XP 175; TM.

A Dauthi mindripper is a foul insectile being from out of the plane of 

Shadow. It attacks with deformed claws, trying to shred its victims. It has a special fondness for wizards, and if it is slain, all wizards within 40' of it must 

save vs. spells at -2 or lose 1d4 memorised spells, chosen at random.

Dauthi Slayer: #AP 1-4; Int Average (9-12); AL CE; AC 4; MV 12; HD 2; THAC0 19; #AT 2; Dmg 1d8/1d8; SA None; SD Immune to normal weapons; MR Nil; SZ M;ML 20; XP 65; TM.

Dauthi slayers are the foot-soldiers of the dark army of the Shadow creatures 

known as the Dauthi. They attack on sight and never retreat or surrender. 

Each appears to be a warped humanoid shadow, creeping through patches of darkness to strike and to slay.

Dragon Ogre: #AP 1-2; Int Low (5-7); AL CE; AC 0; MV 18; HD 8; THAC0 13;

#AT 2; Dmg 2d6/2d6; SA None; SD Fear; MR Nil; SZ L; ML 15; XP 2 000; WQ.

Dragon ogres are monsters with the lower bodies of small dragon-kin, and the 

upper bodies of ogres or hill giants. They are fierce, cruel and remorseless. 

They are among the most ancient worshippers of the chaos gods, and often 

accompany their hordes down out of the wastelands.

Fiend of Slaanesh: #AP 1-3; Int High (13-15); AL CE; AC 4; MV 18; HD 2; THAC019; #AT 2; Dmg 1d6/1d6; SA Aura of Slaanesh; SD fear (+2 to save), immune to normal weapons; MR Nil; SZ L; ML 14; XP 650; WQ.

Fiends of Slaanesh are messengers rather than warriors. They carry the 

blasphemous missives of the Lord of Mysteries to his fanatical cultists, and 

lead the stronger but less intelligent daemonettes into battle. Their aura 

acts as a prayer spell permanently. They appear as a conglomerate of man, scorpion and lizard, and are rightly feared.

Flamers of Tzeentch: #AP 1-4; Int High (13-15); AL CE; AC 2; HD 5; THAC0 15; #AT Nil; SA Fear, breathe flame, attack with surprise on a 5+ on 1d8; SD 

Immune to normal weapons, immune to fire; MR 10%; SZ L; ML 14; XP 4 000; WQ.

Flamers of Tzeentch are dangerous fiends. They can breathe fire once per round

inflicting 2d6 points on one target within 10'. Three times per day, they may 

instead breathe a 30' long cone of fire which does 5d6 points of damage. The 

smaller attack allows a save vs. breath weapons for half damage, but the 

larger does not. The appearance of flamers has been variously reported, but they 

seem to be cone-shaped beings with birds' heads.

Great Taurus: #AP 1; Int Low (5-7); AL LE; AC -2; MV Fl 18; HD 9; THAC0 11;

#AT 2; Dmg 3d6/3d6; SA Breath weapon; SD Fear; MR Nil; SZ L; ML 16; XP 6 000; WQ.

Great tauri are enormous bat-winged red bulls, native to Acheron and Hashut's 

realm. Chaos dwarf sorcerors use vile magics to summon them to the prime 

plane, and use them as steeds. Great tauri may breathe fire three times a day in a 

30' long cone, inflicting 5d8 damage to anyone caught in the blast.

Great Unclean One: #AP 1; Int High to Genius (13-18); AL CE; AC -6; MV 12; HD 13+13; THAC0 7; #AT 3; Dmg 4d6/4d6/4d6; SA Casts spells as a 15th level

necromancer, attack with surprise on a 5+ on 1d8, fear (save at -2), breath 

weapon, disease; SD takes half damage from blunt weapons, ignores 2 hp of 

damage from each melee attack; MR 60%; SZ H; ML 19; XP 23 000; WQ.

Great Unclean Ones are the fiendish and minion servitors of the Plague God 

Nurgle, although some allegedly serve the sleeping god Moander as well. They 

are indescribably monstrous and foul, oozing pus from many pores. They are 

always accompanied by nurglings (q.v.) and other fiends. Three times a day, a 

Great Unclean One may breathe a stream of corruption filling a cone 50' long 

and 10' wide at the base. Anyone caught in the stream takes 6d6 points of 

damage. If both a save vs. breath weapon and one vs. poison succeeds, half 

damage is taken. The disease they carry is twice as harmful as that of a 

plaguebearer.

Horror of Tzeentch: #AP Pink 2-8; Int Average (10-12); AL CE; AC 4; MV 12; HD Pink 2, Blue 1; THAC0 19; #AT Pink 2, Blue 1; Dmg 1d6 per attack; SA Fear; SD Immune to normal weapons + see below; MR 10%; SZ M; ML 20; XP Pink 270, Blue 120; WQ.

Horrors are foul chaos creatures of manic magic made by Tzeentch, the Changer 

of the Ways. When any pink horror is slain, its ichor immediately reforms 

into two blue horrors.

Keeper of Secrets: #AP 1; Int Genius to supra- (18-19); AL CE; AC -6; MV 18; 

HD 12+13; THAC0 9; #AT 3; Dmg 4d6/4d6/4d6; SA Casts spells as a 14th level

enchanter, aura of Slaanesh, attack with surprise on a 2+ on 1d8, takes 2 

fewer points of damage per melee attack (minimum 0); SD fear (save at -2), +3 or 

better weapon to hit, half damage from blunt weapons; MR 60%; SZ H; ML 18; XP 19 000; WQ.

Keepers of Secrets are the greatest daemons of Slaanesh. Appearing as huge 

bull- headed, four-armed monstrosities, they bear upon them tattoos of the 

signs of chaos, and they cast seductive, evil magics. Their auras are twice 

as strong as those of fiends of Slaanesh, and they radiate potent fear.

Lord of Change: #AP 1; Int Supra-genius (19); AL CE; AC -4; MV Fl 24; HD

12+13; #AT 3; Dmg 4d6/4d6/4d6; SA Casts spells as 20th level wild mage, 

control surges (+/-3 discretionary modifier), gains surprise on 4+ on 1d8, magical 

items; SD +3 or better weapons to hit, fear (save at -2), half damage from 

blunt weapons, ignores first 2 points of damage from every melee attack; MR 

100% from own spells, 60% otherwise; SZ H; ML 16; XP 22 000; WQ.

Lords of Change are the chosen of Tzeentch, malicious wild mages devoted to 

chaos and evil. They appear as huge multicoloured kenku-like beings and cast 

spells indiscriminately. They carry 3 or more miscellaneous and deadly 

magical items to use on their hapless victims, especially favouring wands of wonder.

Nurgling: #AP 3-18; Int Semi (2-4); AL CE; AC 4; MV 12; HD 1-1; THAC0 20;

#AT 2; Dmg 1d2/1d2; SA Disease, attack with surprise on a 6 on 1d6; SD fear 

(save at +2), immune to normal weapons; MR Nil; SZ S; ML 14; XP 175; WQ.

Nurglings are disgusting, bloated quasits that wait upon the Great Unclean 

Ones. Licking their split and weeping lips with prehensile tongues, they 

crawl in and out of the rents in the bodies of larger daemons, and feed on corpses 

and waste. They carry the same disease as plaguebearers, although a +2 bonus 

applies to the victim's save.

Plaguebearer of Nurgle: #AP 1d6+4; Int Low (5-7); AL CE; AC 4; MV 12; HD 3;

THAC0 17; #AT 2; Dmg 1d6/1d6 + special; SA Disease; SD Immune to normal

weapons, fear; MR Nil; SZ M; ML 18; XP 420; WQ.

Plaguebearers are foul daemons created by Nurgle to transmit his diseases. 

Anyone struck by a plaguebearer's plague sword must save vs. poison or 

contract a terrible wasting illness. Those afflicted cannot regain hit points, and 

lose one hit point, strength point and constitution point per day. If any score 

reaches zero, they die. Cure disease will remove the contagion. If cured, the 

patient's points return at a rate of one per day,and healing is once more 

possible.

Rat Ogre: #AP 1-3; Int Low (5-7); AL NE; AC 0; MV 18; HD 6; THAC0 15; #AT 2; Dmg 2d6+1/2d6+1; SA None; SD causes fear with a +2 to save; MR Nil; SZ L; ML 15; XP 975; WQ.

Rat ogres are huge mutants with ratlike heads and ogrish bodies, sometimes 

sporting third arms, and nearly impenetrable leathery hide. Created by Clan 

Moulder, they are switft and brutal attackers, and difficult to defeat.

Riding Spider: #AP 1-2; Int Animal (1); AL N; AC 2; MV 15; HD 6; THAC0 15;

#AT 2; Dmg 2d6/2d6; SA Throw a web 6 times/day; SD None; MR Nil; SZ L; ML 16; XP 420; WQ.

These huge spiders are used by forest goblin chieftains as mounts. They are 

Not poisonous, but do have an unnerving facility with webs. Their bodies are 

covered with small chitinous plates, which hamper attacks quite effectively.

Rodent of Unusual Size: #AP 1-6; Int Semi (2-4); AL CE; AC 5; MV 12, leap 15;

HD 2+3; THAC0 17; #AT 1; Dmg 2-12; SA None; SD Half damage from blunt

weapons; MR Nil; SZ M; ML 20; XP 120; TPB.

R.O.U.S. are found principally in the Fire Swamp of Guilder, but can also be 

found out-competing smaller rats in dungeons and sewers, or being trained up 

for use by skaven in their foul experiments. A warpstone-enhanced version has 

a poisonous bite: the victim must save vs. poison or suffer 1d8 damage each 

round for 2d4 rounds. This variant is worth 270 XP.

Skaven: #AP 2-12; Int High (13-15); AL NE; AC 4; MV 15; HD 1; THAC0 19; #AT1; Dmg By weapon or 1d4; SA None; SD None; MR Nil; SZ S (4' tall); ML 13; XP35; WQ. Champion: 4 HD, plate armour (AC 0 with dex bonus), sword +1; XP 420.Chieftain: 6 HD, plate armour (AC -1 with dex bonus), poisoned sword (save vs.poison or be reduced to 0 hp); XP 1 400. Gutter Runner: 1+1 HD, attacks withsurprise on a 4+ on 1d6; XP 120. Assassin: 2 HD, attack with surprise on a 3+ 

on 1d6, does triple damage with a natural 20 to hit, AC 2 with dex bonus, 

poisoned sword (save vs. poison or have your movement halved for 2d4 rounds 

and lose 3d4 hp); XP 650; WQ.

Skaven are loathesome rat-men who dwell in sewers, dungeons and the underdark.

They worship a dark god of Oinos called the Horned Rat, and seek to promote 

his will that they should rule the whole world. They are led by sinister 

bureaucrats called the Council of Thirteen. The assassin caste, usually a 

single clan on any one world, train up the so-called gutter runners to become 

skilled assassins. The masters of the skaven assassins are called 

Deathmasters: DMs are encouraged to design skaven Deathmasters individually. Also to be individually designed are the wizards (warlocks and Grey Seers) and priests (plague monks) of the race: each is a deadly individual. The skaven employ 

the meteoric ore warpstone in their creations: DMs are invited to design deadly

powers for this substance and for the engines it drives.

Shrieking Eel: #AP 1-4; Int Animal (1); AL N; AC 3; MV Sw 15; HD 7+3; THAC0 13; #AT 1; Dmg 2-16; SA Scream; SD None; MR Nil; SZ L (15-25' long); ML 14; XP 975; TPB.

Shrieking eels are found in salt and fresh water. They are voracious 

carnivores, and are especially fond of the flesh of humans and humanoids. 

When they smell their food of choice (which they can do above and below the water to a range of some 40 or 50 feet) they shriek loudly. In inhabited areas, this 

will bring wandering monsters hoping to eat anything the eels leave behind, 

steal the victims' possessions or even eat the eels. Each turn the eels 

scream, make a wandering monster check at double normal chances. Disregard any undead  or constructs that show up.

Snotling: #AP 3-24; Int Low (5-7); AL N(LE); AC 8; MV 12; HD 1d2 hp; THAC0 20; #AT 1; Dmg 1-2; SA Attack with surprise on a 4+ on 1d8; SD None; MR Nil; SZ S; ML 7; XP 15; WQ.

Snotlings are a stupid diminutive goblinoid race, weaker than kobolds and 

used as cannon fodder and cheap labour by the stronger greenskin races. They are 

cowardly and attack only in large groups.

Stormvermin: #AP 3-12; Int high (13-15); AL NE; AC 2; MV 15; HD 1+1; THAC0 19; #AT 1; Dmg By weapon +2 (conventionally armed with polearms); SA None; SD None; MR Nil; SZ M (5' tall); ML 16; XP 65; WQ. Champion: 3 HD; XP 120. Warlord: 7 HD, AC -1 (dex bonus, skaven armour +1), MR 20%, armed with a magical polearm and a miscellaneous magical item; XP 2 000; WQ.

Stormvermin are black-furred elite skaven shock troops: they act as 

commanders for other skaven, or fight in special regiments. They are relentless 

warriors, skilful tacticians and merciless captors. They often form bodyguards for the Grey Seers and other members of the skaven hierarchy.

Termagant: #AP 2-16; Int Below Average (8-9); AL NE; AC 4; MV 18; HD 2+1;

THAC0 19; #AT 1; Dmg 1d8+2; SA Fleshborer; SD None; MR Nil; SZ S (4 1/2'

long); ML 19; XP 120; WH40K.

Termagants are a subspecies of the terrible space-going plague known as the 

tyranids. They are small and cruel, and attack principally with a biological 

weapon known as the fleshborer. This device spits a live maggot at high 

velocity toward the target, inflicting ugly wounds, severe pain and lots of 

damage. The fleshborer has ranges 20'/50'/90' and rate-of-fire 3/2. In close 

combat, termagants use their claws, doing 1d6 points of damage per hit.

Tomb Guardian: #AP 1-4; Int Average (10-12); AL Any evil; AC 2; MV 12; HD 5;THAC0 15; #AT 1; Dmg 1d10+1; SA None; SD Regenerate 1hp/round, causes fear,half damage from blunt weapons; MR Immune to mind-affecting spells and 

abilities; SZ M; ML 20; XP 2 000; WQ.

Tomb guardians are a vicious skeleton variant, also called skeletrons. They 

have a magical regeneration power, and radiate an aura of magical fear which 

unnerves those who meet them. They are imbued with a cruel intelligence, and 

tend to be loyal to their creators, who are necromancers or evil priests. 

They are turned by priests as ghasts.

Vermin Lord: #AP 1; Int Genius (18); AL NE; AC -8; MV 24; HD 12+14; THAC0 7(3 w/Doom Glaive); #AT 3; Dmg 3d8+4/3d8+4/3d8+4; SA Attacks with surprise on a 3+ on 1d8, Doom Glaive, frenzy (see below), casts spells as a 14th level transmuter, dimension door 1/round (unlimited uses) ; SD +3 or better weapons needed to hit, radiates fear (save at -2), suffers 1 less point of melee 

damage per attack; MR 60%; SZ L (15' tall); ML 18; XP 22 000; WQ.

The Vermin Lords are the daemonic minions of the skaven god the Horned Rat. 

They serve him in his realm Skavenheim in Oinos, and can be summoned to the 

dark faithful on the Prime by the Grey Seers. In combat, they can work 

themselves up into a frenzy. When in combat, a Vermin Lord may try to fail a 

saving throw vs. spells (voluntary failure does not apply) to enter a 

frenzied state. No other action may be performed that round. From then on, the daemon gains 2 extra attacks per round, until the end of combat. The magical Doom Glaives wielded by the Vermin Lords are +4 weapons, and may not be handled by any non-skaven or non-daemon - it is simply impossible.

Sources:

WQ: Warhammer Quest

WH40K: Warhammer 40 000

TPB: The Princess Bride :)

TM: Magic: The Gathering, Tempest Expansion

DM: FTL software's old Dungeon Master game.

Comments welcome.
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This got bounced on Friday. Here it is in two parts.

Here we are. Part Four, and a guide to the religions of the Fighting 

Fantasy world of Titan are in the works.

Tharzar's Bestiary

Part Three

Bloodbeast: #AP 1; Int Low (5-7); AL NE; AC 2; MV 0; HD 12; THAC0 9; 

#AT 2 (1 bite/tongue, 1 tail-sting); Dmg 4d6 (but see below)/2d4; SA 

Tongue entanglement, foul stench; SD False eyes; MR Nil; SZ H (15'+); 

ML 15; XP 9 000; OotP.

Bloodbeasts are solitary monsters dwelling in warm foetid pits of slime 

and filthy water. Their methods of reproduction are unknown: they may 

give birth to young which are more mobile than the adults; they may 

inject eggs into passing travellers; or perhaps they die and split open 

to release their young. A bloodbeast has a bloated dull green body with 

a livid pink underbelly and spines running along both sides of its 

carcass. Anyone falling against such a beast (powers forbid!) strikes 

d6 spikes, each of which does d6 damage. The substances filling a 

bloodbeast's pit are foul: anyone falling in must save vs. poison or 

lose 2d12 hit points and half their Strength. (Lost Strength returns

after 3d6 hours.) And then, of course, there is the danger of being 

crushed by the beast's huge form. A bloodbeast has a long, jointed tail 

with a wicked stinger on the end. This, however, is not poisoned. A 

bloodbeast has a truly lethal bite, but can barely move to bring it to 

bear. In order to do so better, it lashes out with its tongue. Anyone 

hit by the tongue takes no damage, but has just one chance a round to 

make a bend bars/lift gates roll to escape. And  starting the round 

after entanglement, that PC suffers automatic bite damage and loses a 

point of Strength until released. Other heroes trying to aid the PC 

must risk falling in the slime (q.v.) and operate at a -4 Strength 

penalty due to the slippery and tenacious nature of the tongue. The 

tongue can take 25 points of damage in 1 place before being severed, 

and attempts to do so are likely to enrage the creature. A bloodbeast's 

forehead is studded with eyes; two are real, the other fifty or so 

fakes. If a real eye is struck (called shot at -8) with a piercing-type 

weapon, however, the creature must save vs. death magic or suffer a 

permanent -4 to all attack rolls, saving throws and armour class as its 

brain is wounded. This is not cumulative if a second such hit is 

scored. The 2d12 damage inflicted is, however.

Bristle Beast: #AP 1-6 (1); Int Animal (1); AL N; AC MV 12, Br 3; HD 2; 

THAC0 19; #AT 1; Dmg 1-4; SA Spines; SD Spines; MR Nil; SZ S-M (3'-5' 

long); ML 9; XP  120; OotP.

Bristle beasts are a kind of spiny lizard, native to dry badlands and 

wildernesses, but favoured as pets in big cities, where they adapt well 

to life. They are not hostile, and are seldom if ever employed as 

guardians. It is impossible to put a leash on a bristle beast, but they 

respond well to training and can be very loyal companions. Growing to 

about the size of a large dog, a typical bristle beast has red or brown 

skin and long spines covering its back. These spines provide its key 

defence: anyone attempting to strike a bristle beast anywhere except 

its head or underbelly (called shot required) must save vs. wands or 

take d6 points of damage from the spikes. If attacked, a bristle 

beast's first reaction is to charge at an attacker and drive its spines 

into him. If such an attempt is successful (hit roll required), the 

victim takes 2d4 points of damage. Bristle beasts eat rodents and small 

birds.

Calacorm: #AP 1-4; Int Average (9-12); AL LE; AC 4; MV 12; HD 4+2; 

THAC0 17; #AT 2; Dmg By weapon x2; SA None; SD None; MR Nil; SZ M; ML 

14; XP 175; OotP. 

Calacorms are mercenary creatures superficially similar to lizard-men, 

but with the obvious difference of possessing two heads. They are 

cynical and greedy, often working as jailers, guard captains, dungeon 

overseers or laboratory technicians to evil lords and wizards. They eat 

dead or even decaying snake-flesh, and are fiercely loyal to anyone who 

pays them regularly and well. Their only known weakness is a 

pathological fear of rodents, especially mice, allegedly in connection 

with a mythological tale of a dead god. Calacorms fight with a weapon 

in each hand, and unlike ettins, their heads are equal in prowess, and 

they fight competently with a size M weapon in each hand.

Chestrap Beast: #AP 1; Int Below Average (7-10); AL NE; AC 6; MV 9; HD 

1+3; THAC0 19; #AT 1; Dmg 1d8+1; SA Surprise; SD None; MR Nil; SZ S (3 

1/2' tall); ML 11; XP 65; OotP.

Ain't no such thing as unguarded treasure, berk! Many adventurers 

stumbling through keeps and dungeons have wondered what riches lie 

within chests that are found in unoccupied chambers. Confidently 

opening the unwatched coffer, more than one hapless wanderer has had a 

face ripped off by a small, wingless gremlin living inside the chest. 

This bearded menace is known as a chestrap beast, and the species has 

exceptionally long arms - reaching almost to the floor if the thing 

stands upright - with which to lash at their assailants. They have 

sharp claws and no patience. They attack with surprise automatically 

unless traps are searched for on their homes - and the noise that that 

makes will certainly give them time to prepare some other surprise for 

any who disturb them.

Clone: #AP 3-12; Int None (workers), Low to Average (5-12) (warriors); 

AL LE; AC 7 or by armour; MV 6; HD 1/2 (workers), 2+2 (warriors); THAC0 

Warriors 19, workers don't attack; #AT 1; Dmg 1-6 (short sword, workers 

only); SA None; SD Immune to mind-affecting powers except the crown of 

the clones; MR Nil; SZ M; ML 20; XP Workers nil, warriors 120; OotP.

Clones are brainless creatures created from fungus by baatezu. 

(Consequently, any attack specifically affecting fungi affects clones.) 

They work hard in slave camps and on the prime, bolstering the 

underclass workforce that the baatezu employ. Clone workers are 

defenceless vegetables existing only to move materials from A to B, dig 

holes and do similarly mindless tasks. Clone warriors, on the other 

hand, supervise their unintelligent brethren with the rudimentary wits 

granted them by their masters. If any clone is slain, a fungus springs 

up from its remains within 1 turn. There is a 15% chance per clone 

killed that this fungus is a special kind such as a shrieker. Control 

of clones is achieved with a crown of the clones, a cursed magical item 

used by the baatezu as punishment for insubordinate juniors. The wearer 

of such a crown may not remove it, or request to have it removed, and 

finds his or her alignment wandering over to lawful evil if it was not 

already so. A purely chaotic good character is burned for 2d6 points of 

damage for even handling the fell device. A remove curse is required to 

free the victim from the curse, but the fell magic reasserts itself 

within 2d6 turns if the wearer cannot be persuaded to remove it. 

Command works a treat here. Once the crown is removed, the wearer's 

alignment reverts to normal. Any greater baatezu not wearing such a 

crown may remove one freely.

Crystal Warrior: #AP 1; Int None; AL LN; AC -2; MV 15; HD 10+10; THAC0 

13; #AT 1; Dmg 1-12; SA None; SD Unharmed by edged weapons, immune to 

cold magic, immune to mind affecting magic and psionics; MR 25%; SZ M; 

ML 20; XP 6 000; OotP.

A crystal warrior is a variety of golem made from magically-treated 

quartz. Each one has a limited memory, being able to recognise two 

faces and one symbol: people with those faces or that symbol are 

ignored by it, and all others attacked. Crystal warriors typically 

carry blades that are part of them, being impossible to disarm and 

nearly immune to breakage. Unlike other golems, a crystal warrior must 

rest periodically.

Demonspawn: #AP 2-7; Int Low (5-7); AL CE; AC 5; MV 12; HD 4; THAC0 17; 

#AT 4; Dmg 1-6/1-6/1-4/1-4; SA None; SD Immune to non-magical weapons; 

MR 15%; SZ M; ML 19; XP 420; OotP.

Demonspawn are a race of Abyssal petitioner-creatures unrelated to 

tanar'ri, which are moulded by various Abyssal powers to act as their 

foot troops. As such, their appearance varies widely, but a typical one 

will be between three and six feet tall with four arms. Such a one is 

described above. They also tend to sport horns, talons and other 

demonic accoutrements, and they never have eyes - merely sensory pits. 

Demonspawn are regarded by many as the utter scum of creation, and 

their attitude hardly does anything to dispel this idea.

Devlin: #AP 1; Int Below Average (7-10); AL NE; AC 4; MV FL 9; HD 3; 

THAC0 17; #AT 1; Dmg 1d8+fire; SA None; SD Immune to non-magical 

weapons, regenerate 10 hp/round when not on their home plane; MR Immune 

to fire and cold magics; SZ S (3 1/2' tall); ML 18; XP 650; OotP.

Devlin are minor fire elementals in the service of Imix, the evil 

archomental of fire. On their home plane, they are comparatively 

vulnerable, provided their assailants have magical weapons. Off the 

Plane of Fire, things get tougher. Here the spirits appear as 

dwarf-sized cones of fire with eyes and hands, and set everything they 

touch alight. Moreover, this all-consuming blaze gives them 

unparalleled regenerative powers. To slay a devlin outside of Fire, it 

should  be doused with at least a gallon and a half of cold water or 

another non-combustible fluid. Any other method is liable to prove 

time-consuming and ineffectual.

Doragar: #AP 1-6; Int Below Average (8-10); AL CE; AC 5; MV 12; HD 3+3; 

THAC0 17, plus strength bonus; #AT 1; Dmg 1d8 (sword), plus strength 

bonus; SA None; SD None; MR Nil; SZ M (7' tall); ML 16; XP 120; OotP.

Doragars are cave troll-orc crossbreeds, bred up as warriors in the 

orc-goblin wars but now forming a society of their own. Doragars are 

tall, broad-shouldered and ugly, with weathered green, grey or brown 

skin and long black hair, which they plait or tie bones in. Their 

armour tends to be adorned with spikes: some doragars try bear-hugging 

their opponents - such a tactic inflicts 1d3 damage, modified for 

strength, and inflicts a -3 to-hit penalty on the victim next round. 

Doragars have high Strength - each one should be determined 

individually by rolling d6+13. Exceptional strength applies.

Earth Demon: #AP 1; Int Low (5-7); AL CE: AC 3; MV 6; HD 14; THAC0 7; 

#AT 1; Dmg 2d6+6; SA Surprise; SD Regenerates; MR Nil; SZ H (12'+ 

tall); ML 14; XP 6 000; OotP.

Earth demons are not technically demons or fiends at all, but a magical 

accident, rather like slithering trackers. An earth demon is a ball of 

malevolent, humanity-hating life force which lurks beneath the surface 

in hilly or wooded areas and can draw itself up a body of earth and 

plant matter -  sometimes even small animals - to attack with. Such as 

form is hulking, ungainly and very daunting. Whilst in contact with 

loose earth, (a forest floor will do) an earth demon regenerates 1d6 

hit points every round. It takes a tremendous feat of strength to 

separate one from the ground, such as a giant's  attack or several 

adventurers (combined strength > 35) lifting the thing. However, an 

earth demon separated from the soil immediately suffers 3d6 damage.

Eye Stinger: #AP 1; Int Animal (1); AL N; AC 4; MV Fl 6 (B); HD 1 hp; 

THAC0 20; #AT 0; SA Hypnosis, poison; SD None; MR Nil; SZ S (1' wide); 

ML 12; XP 120; OotP.

Eye stingers are dangerous relatives of the beholder-kin known as 

gorbels. They are floating spheres, studded with spines like a hedgehog 

or porcupine and possessing a single eye. Anyone meeting the gaze of an 

eye stinger must save vs. spells at -2 or be entranced by it, standing 

slackly as it attacks. Hypnotised victims are automatically hit by the 

creatures spines on the first round it is able to reach them. Its 

spines do no physical damage, but require a save vs. poison or the 

victim is paralysed for 2d4 turns. The hypnosis effect lasts d6 rounds. 

Eye stingers do not eat their victims, but instead leave them for 

predators to attack, and then feed on the remains by osmosis. If an eye 

stinger is slain, it bursts, spitting acid over all within 10'. Those 

so hit must save vs. breath weapons or take 1d6+4 damage.

Fire Sprite: #AP 1-3; Int Average (9-12); AL CN/CE; AC 4; MV Fl 12; HD 

1+3; THAC0 19; #AT 1; Dmg 1-6+fire; SA None; SD Immune to fire magic; 

MR Nil; SZ S; ML 15; XP 120; OotP.

Fire sprites are small, malicious beings from the Elemental Plane of 

Fire. They delight in setting fire to things, and are nimble and swift. 

It's said they're related (by parallelism) to ooze sprites, much as the 

two kinds of salamander are allegedly related. Fire sprites, unlike 

devlin, have no respect for Imix or anyone else, and also lack any 

vulnerability whatsoever to water. They appear as little hovering 

humanoids made of fire, but that's pretty arbitrary.

Flying Guardian: #AP 2; Int None; AL N; AC 2; MV 9, Fl 6 (D); HD 6; 

THAC0 15; #AT 1; Dmg 1d6+2; SA Croak; SD Immune to mind-affecting magic 

and psionics; MR Nil; SZ M; ML 20; XP 650; OotP.

Flying guardians are the result of a clumsy attempt to develop flying 

golems. They resemble stone ostriches of a stylised statuary nature. 

When disturbed, they animate, flying or striding inelegantly towards 

intruders, screaming and seeking to destroy the defilers. Popular as 

temple or tomb warders in the Chiang Mai province, they have a nasty 

special attack: their magical scream attracts monsters very rapidly in 

inhabited areas. Make a wandering monster check in every turn a flying 

guardian screams, increasing the probability by 1/6 for each additional 

guardian.

Fog Devil: #AP 1-3; Int Low (5-7); AL CE; AC 2; MV Fl 15; HD 4+4; THAC0 

15; #AT 1; Dmg 1d8+2; SA None; SD Intangible, partially immune to 

normal weapons; MR Nil; SZ L; ML 17; XP 420; OotP.

Fog devils are not truly fiends at all, but a kind of forest-dwelling 

spirit. Taking vaguely humanoid form, they assail their prey shrieking 

and howling, and try to rend them apart. Although they're largely 

intangible (gaining a saving throw vs. wands at +2 to avoid all damage 

from non-magical weapons) they have very real claws when they desire 

it. Fog devils especially prize the flesh of gnomes, for some reason. 

Fog devils appear to be made of fog, and are usually active only when 

it is foggy.

Furnace Spirit: #AP 2-8; Int Low (5-7); AL CE; AC 6; MV 12; HD 2; THAC0 

19; #AT 1; Dmg 1-6; SA Breathe fire; SD Immune to all fire; MR Nil; SZ 

M; ML 16; XP 270; SH.

Furnace spirits are fire-dwelling demonic creatures observed in the 

highly-charged lava pit known as the Furnace of Rath. They appear as 

well-muscled humanoids each with three horns and whip-like tails. They 

are cruel, and attack passers-by in their fiery realms without quarter. 

They are found in the Abyss, and occasionally in Gehenna or in the 

Elemental Plane of Fire. Three times per day a furnace spirit may 

breathe fire in 10' long, 4' base cone, inflicting 4d4 points of damage 

to anyone caught in the conflagration, with a save vs. breath weapons 

for half damage. Furnace spirits are utterly immune to all forms of 

heat and fire attacks, and take half damage from electricity.

Gark: #AP 1-3; Int Low (5-7); AL NE; AC 6; MV 12; HD 7; THAC0 13; #AT 

2; Dmg 1d8+4/1d6+4; SA None; SD None; MR Nil; SZ L (8' tall); ML 16; XP 

420; OotP.

Garks are the latest product of a programme of progressively mating 

goblins with larger and larger humanoid races: a gark is part goblin, 

part orc, part ogre and quite a lot of hill giant. They are daft, petty 

creatures dwelling and fighting alongside goblins. They hoard worthless 

'shinies' in chests in their quarters, convinced of their high value. A 

trader who refuses a gark's coin may regret it. In combat, garks fight 

with one cleaver or axe and one bare fist. They don't give up easily, 

and are dangerous to annoy.

Genestealer: #AP 2-12; Int Below Average (7-8); AL CE; AC 2; MV 18; HD 

5+2; THAC0 15; #AT 5; Dmg 2-12/2-12/1-4/1-4/1-6; SA Causes fear; SD 

Immune to all kinds of fear; MR 10%; SZ M (7' long); ML 20; XP 4 000; 

WH40K.

Genestealers are the shock troops of the spacegoing tyranids, a 

voracious and cruel race seeking to expand from their remote sphere 

into the wider universe. Genestealers have also been met in the Abyss, 

although no rational explanation for their presence there has been 

offered - perhaps none is needed. A genestealer is a vile, 

vaguely-humanoid being with purple chitinous skin and a somewhat 

elongated reptilian head. Their prehensile tongues are couched in 

mouths lined with razor-sharp teeth, and their bite is amongst their 

fearful attacks. They also attack with their two pairs of arms. One 

pair, ending in humanoid hands, does little damage but can manipulate 

levers and the like, while the other set ends in huge, lethal claws. 

Genestealers are fearsome, causing a non-magical effect equivalent to 

the spell fear at all times. Genestealers seek to infect other races 

with their genetic material, creating the loathsome genestealer 

hybrids. Genestealer hybrids should be treated on a case-by-case basis, 

and relate to genestealers in the same way yuan-ti halfbreeds and 

purebloods do to abominations. Genestealer ships are often commanded by 

genestealer patriarchs, huge bloated genestealers possessing 12 HD and 

MV 15, worth 10 000 XP. Fortunately, the patriarchs occur only one at a 

time, and do not lead assaults. Genestealer magi are hybrids equivalent 

to human mages of 5th to 12th level, with a natural AC of 6. Like other 

hybrids, they should be treated individually.

Grannit: #AP 1-6; Int Animal (1); AL N; AC 2; MV 9; HD 2; THAC0 19; #AT 

1; Dmg 1d6; SA Surprise; SD None; MR Nil; SZ S (1' wide); ML 14; XP 65; 

OotP.

Grannits are vicious little underdark-dwelling creatures something like 

crabs. Their slightly-jointed shells are 90% indistinguishable from 

stone when they remain motionless. If they are thus undetected, they 

may attack automatically with surprise. They love the taste of fresh 

flesh, and are fairly fearless. They attack by biting with hundreds of 

razor-sharp teeth, causing extensive bleeding in victims.

Hypnotic Spectre: #AP 1; Int High (13-15); AL NE; AC 5; MV Fl 15; HD 4; 

THAC0 17; #AT 2; Dmg 1-6/1-6; SA Spell loss, confusion; SD Immune to 

non-magical weapons, mind-affecting spells and cold; MR 15 %; SZ M; ML 

14; XP 4 000; M:tG 1st Edition.

Hypnotic spectres are lethal undead that can spell disaster for 

adventuring  groups. Dwelling in desolate ruins, they feed on fear and 

psychic tremors. Three times per day, an hypnotic spectre can cast a 

confusion spell as a 7th-level wizard. If any spell caster is struck by 

an hypnotic spectre, he or she must save vs. death ray or lose 1d4 

spell levels, starting with the lowest level memorised spells. At least 

one spell is always lost if the save fails. Hypnotic spectres are 

turned by priests as wraiths. They are pathologically afraid of 

sunlight, and can be driven off temporarily with a sunray.

Tharzar's Bestiary III, part 2 of 2

Date:   98-06-22 11:07:25 EDT

From:   alexander.roberts@kcl.ac.uk (Alex Roberts)

Sender: owner-planescape@Phaser.ShowCase.MPGN.COM

Reply-to:   planescape@MPGN.COM

To: planescape@MPGN.COM

Lizardine: #AP 1; Int High (13-14); AL Any neutral; AC 2; MV 12; HD 

4+2; THAC0 17; #AT 3; Dmg 1d4/1d4/1d6+1; SA Breathe fire; SD None; MR 

Nil; SZ M; ML 13; XP 650; OotP.

Lizardines are a humanoid race with skin and facial features resembling 

those of dragons. They have no wings, but otherwise closely mimic the 

great wyrms, to whom they are related. Lizardines are friendly enough 

creatures, usually  working as merchants in large, cosmopolitan cities. 

They find it difficult to  settle for long in smaller or monocultural 

settlements because of the paranoid reactions they sometimes evoke. 

Sigil has proved an ideal environment for the creatures, however, and 

no fewer than seventeen have set up shop in the city. If attacked, a 

lizardine defends itself capably, and can breathe fire once every three 

rounds, inflicting 3d6 points of damage on all within a 20' long, 4' 

base cone, with a save vs. breath weapons for half. Lizardines sell 

many  things in their shops, but a speciality is the scorpion brooch. 

Three kinds are known to exist:

    Scorpion brooch of strength: Usable once a day, the brooch of

    strength enables the user to increase his strength by 1d6

    points, to a maximum of 19, for 1d4+1 rounds. Activating the

    brooch is simple, and takes next to no time.

             Price: 2 500 gp

    Scorpion brooch of luck: The luck brooch may be invoked with a

    word at any time the wearer fails a saving throw. The saving 

    throw is immediately re-rolled, but the brooch ceases to 

    function for 1d4+1 days. The periods of its inactivity 

    are not easily discernible.

             Price: 2 000 gp

    Scorpion brooch of protection: The protection brooch offers the

    user an armour class improvement of +1 against all attacks with 

    non-magical weapons.

       Price: 7 500 gp

All these brooches, no matter what metals they are made of or how much 

they cost to produce, are, of course, carved to represent scorpions.

Mirror Demon: #AP 1; Int High (13-14); AL CE; AC 0; MV 15; HD 8; THAC0 

13; #AT 4; Dmg 1-6/1-6/1-6/1-6; SA Capture; SD Immune to non-magical 

weapons; MR 35%; SZ M; ML 20; XP 5 000; OotP.

Mirror demons are rumoured to come from the Abyss, although none have 

ever been seen there. They are summoned by means of magical mirrors, 

although often the summoner is unaware of what she has done, or does 

not live to regret it long. Mirror demons stay with their mirrors, for 

they are their deadliest weapon and their greatest weakness. Mirror 

demons appear as humanoid females with four arms, and with four face on 

their heads; one on the front, one on top, and one on each side. If all 

four of their attacks in one round hit the same victim, the creature 

may attempt to hurl that victim through the mirror. To do so, the 

mirror demon must make another successful attempt to hit the victim, at 

+2, and the victim must fail a save vs. death magic. If the demon is 

successful on both counts, the victim is lost in the mirror portal, and 

cannot be retrieved by anything short of a wish. However, if an 

attacker chooses to attack the mirror demon's mirror instead of the 

demon (provided, of course, he can reach it), then a natural 20 to hit, 

or 15 points of accumulated damage against the mirror (which is AC 0 as 

well) will kill the demon instantly. When a mirror demon dies, it 

collapses into a heap of broken glass.

Mucalytic: #AP 1-2; Int Average (9-12); AL NE; AC 4; MV 9; HD 6; THAC0 

15; #AT 2; Dmg 1d8+2/1d8+2; SA Breath weapon, foul stench; SD Immune to 

poison; MR Nil; SZ L (8' tall); ML 16; XP 1 400; OotP.

Mucalytics are disgusting slime-eating beings proverbial for their 

loathsome stench and putrid living habits. Vaguely humanoid, with an 

elephantine trunk protruding from beneath the thick coating of slime, a 

mucalytic's true shape is unknown. When slain, they tend to dissolve 

messily, so dissection has thus far been impossible. Anyone coming 

within 50' of a mucalytic or its lair must save vs. poison or be 

incapacitated for 1 round and at -2 to hit, damage and all subsequent 

saving throws for 1d4+2 rounds. Incapacitated victims lose their armour 

class bonuses for dexterity. Mucalytics have breath weapons to match 

their foul dispositions and habits, which they employ once they feel a 

victim is beginning to weaken in combat. Affecting a 10' cubic area 

directly in front of the mucalytic, the cloud is identical in effect to 

a cloudkill spell, save for its duration and area of effect. This 

breath weapon may be employed once every three rounds. Mucalytics lair 

in heaps of slime, so searching for their treasure is likely to be both 

dangerous and unrewarding. Some wizards have bribed mucalytics with 

especially delicious slime to act as guardians, but the creatures are 

ultimately cynical and self-serving. They dislike intruders into their 

domains, whom they tend to kill, and eat when their corpses are 

sufficiently foul and rotting. Mucalytics are utterly immune to all 

poisons.

Nandibear: #AP 1; Int Semi (2-4); AL (C)N; AC 4; MV 12; HD 8+4; THAC0 

11; #AT 2; Dmg 1d12/1d12; SA Attacks with surprise on a 4-6 on 1d6; SD 

None; MR Nil; SZ L (10' long); ML 14; XP 1 400; OotP.

Nandibears are vicious, ravenous predators which live in harsh 

mountainous and wilderness locations. They are carnivorous, especially 

prizing the brains of humans as food. They have padded feet, enabling 

them to attack their victims with surprise, and are very hardy. A 

Nandibear appears to be a bear, although it has some apelike qualities, 

and it has large, sharp teeth. Nandibear fur tends to be dense, black 

or dark brown, and matted. It is also unmarketable. Nandibears dwell in 

caves and keep no treasure.

N'yadach: #AP 1-6; Int Low (5-7); AL LE; AC 5; MV 12; HD 4+4; THAC0 15; 

#AT 2; Dmg 1-6 or by weapon/1-4+poison; SA Poison; SD None; MR Nil; SZ 

M; ML 11; XP 420; OotP.

The wretched survivors of a long and bloody war against the dwarves in 

the Underdark, the n'yadach are but a shadow of their former selves. 

They are grey-skinned, somewhat wolf-like humanoids with long, drooping 

arms and a stooping gait enforced by years underground. They have long 

fang-like front teeth that drip a mild poison: anyone bitten must make 

a save vs. poison or lose 1d4 hit points per round for 1d4+1 rounds. 

The race which once ruled a proud empire, enslaving the diminutive 

skorn to build palaces and precincts, now live on living rats in dark, 

remote passages, nurturing the hate of a score of millennia against 

dwarves and rebellious skorn alike. A dying race, the n'yadach can no 

long read their own high arcane script, and indeed, a speaker of the 

language the wrote with it would barely understand their harsh modern

tongue. Their slanted, sunken eyes grant 90' infravision, but their 

talents hardly allow them to gain what they might from this or any 

other ability. N'yadach almost never gain levels or learn any trade 

other than that of scavenger or mugger in the cities of the Underdark.

Rhino-Man: #AP 1-4; Int Average to High (9-14); AL LE; AC 2; MV 12; HD 

5; THAC0 15 (12 w/strength adjustments); #AT 1; Dmg by weapon +6; SA 

None; SD None; MR Nil; SZ M-L (6-7' tall); ML 14; XP 270; OotP.

Rhino-men are exactly what they sound like: bipedal rhinoceroids. They 

are clumsy but strong, each having 18/00 strength and a mean right 

hook. They are said to be a magical creation, but they behave as an 

independent race, not serving any one master. That said, they can often 

be found working as mercenaries or bandits, for they are a harsh, 

exploitative race with a keen desire to make money by hurting things. 

When not engaged on such tasks, they enjoy hunting game.

Ripper: #AP 3-12; Int Semi (2-4); AL CE; AC 5; MV 12; HD 1+2; THAC0 19; 

#AT 1; Dmg 1d4+2; SA Eating frenzy, climb any surface; SD Immune to 

fear; MR Nil; SZ S (4' long); ML 20; XP 175; WH40K.

Rippers are vicious worm-like tyranid creatures. They travel and attack 

in swarms, and devour everything and anything they can. Rippers cling 

by their body secretions to all surfaces, and can climb sheer vertical 

walls without hindrance. Rippers initially have 1 attack per round, but 

if any ripper successfully hits, that ripper gains 3/2 attacks per 

round. Like all tyranids, rippers are immune to all kinds of fear. 

Rippers attack with their pincer-guarded jaws, which can rend bone, 

flesh and metal alike with ease.

Rock Grub: #AP 1; Int Animal (1); AL N; AC 0; MV 9, Br 9; HD 7-9; THAC0 

13; #AT  2; Dmg 1d12/1d12; SA None; SD None; MR Nil; SZ H (up to 20' 

long); ML 16; XP: 7 HD: 650; 8 HD: 975; 9 HD: 1 400; OotP.

Rock grubs are huge insectile beings that live deep underground and can 

tunnel through rock at great speed. They attack anyone who gets in 

their way with sharp mandibles, both of which must be directed at the 

same target in any one round. Wherever a rock grub goes, it leaves a 

slimy trail consisting of the digested remains of the rock they 

swallow. Dwarves value rock grubs as an indicator of the locations of 

seams of valuable ore, but have never been foolish enough to try taming 

any. Rock grubs are usually solitary, although mated pairs have been 

encountered, which are extremely lethal. Rock grubs have a pale brown 

colouration and no eyes: they navigate by smell, heat and vibrations.

Sentinel: #AP 1; Int Non (0); AL N; AC -2 (gem), 1 (metal); MV 12; HD 

10 (gem), 11 (metal); THAC0 11 (gem), 9 (metal); #AT 1; Dmg 1d8+4; SA 

Surprise; SD Immune to normal weapons (see below); MR 20%; SZ M (6 1/2' 

tall); ML 20; XP 4 000; OotP.

Sentinels are curious magical guardians, conjured by means of a potent 

enchantment. A coin, gem or other piece of treasure is doused in a 

certain magical potion. As soon as this is done, any flesh contact with 

the item by any being will trigger the spell and release the sentinel. 

Appearing as mighty armoured warriors made of the substance they are 

released from, sentinels attack with automatic surprise the round they 

are released, and have a number of immunities. In particular, in 

addition to its magic resistance, the creature can only be struck by 

magical weapons or by weapons wielded by someone in flesh contact with 

the same material as the sentinel is made of. The sentinel itself and 

the trigger item do not count for this purpose. When slain, a sentinel 

vanishes, being only a magical thing and not lasting.

Shocker: #AP 1-6; Int Non (0); AL N; AC 7; MV 15; HD 2; THAC0 19; #AT 

1; Dmg 1+2d6 electrical damage+special; SA Shock; SD None; MR Nil; SZ S 

(3' long); ML 12; XP 120; TM.

Shockers are vicious red-skinned insects native to warm, subterranean 

environments. They are harmless unless disturbed. However, they are 

quite excitable and very dangerous. These small creatures pack a 

powerful 'punch': anyone struck with their pointed tails takes a single 

point of impact damage, but a subsequent 2d6 points of electrical 

damage. Moreover, any spellcaster struck must save vs. spells or lose 

one memorised spell, and any psionicist struck must save vs. spell or 

lose as many PSPs as he lost hit points.  Creatures immune to 

electrical attacks are also immune to this special effect.

Skeletal Tyrannosaurus: #AP 1; Int Non (0); AL N(E); AC 2; MV 15; HD 

15; THAC0 5; #AT 3; Dmg 1d4/1d4/4d6; SA None; SD Immune to sleep, hold, 

charm and mind-affecting spells and psionics, half damage from 

non-blunt weapons, immune to cold, fear; MR Nil; SZ H; ML 20;

XP 12 000; Du!

The skeletal tyrannosaurus is a special kind of undead skeleton so rare 

that it was thought unique until priests of Eshowdow in Chult produced 

a pair of replicas of Xortan Throg's hideous original. Made from the 

bones of one of the most terrible of dinosaurs, the tyrannosaur 

skeleton has all the innate immunities of other undead and skeletons, 

and additionally causes fear in all those who see or hear it. Despite 

being throatless, it can roar an intimidating roar. Undead tyrannosaurs 

are turned by priests as special undead.

Skorn: #AP 2-7; Int Average (9-12); AL N; AC 8; MV 12; HD 1+1; THAC0 

19; #AT 1; Dmg 1-4 or by weapon; SA None; SD None; MR Nil; SZ S (3 1/2' 

tall); ML 10; XP 35; OotP.

Skorn are a diminutive, skinny goblinoid race once enslaved by the 

brutal n'yadach. When the n'yadach became embroiled in their age-long 

war with the dwarves, the skorn were put to work building engines of 

destruction. Eventually, during a dwarven attack, a mass rebellion of 

skorn was initiated which eventually lead to the defeat of the 

n'yadach. Dwarves and skorn remain on good terms to this day. Skorn 

wear but little; only loincloths, sandals and sheaths for weapons. They 

are naturally bald, and have high domed heads and deep-set eyes, 

granting 120' infravision. They eat rats and other subterranean 

creatures, which they chew with their small upward-pointing fangs. 

Despite their small size, skorn are strong and muscular, and use this 

strength to defend their territory against all comers. They are not by 

nature a cruel race, however, and prefer peaceful acts to war. Rumour 

has it that deep within the earth, there is a skorn warrior-king who 

rules from a gem-filled cavern - but no non-skorn has ever seen him.

Snowflakes: #AP 2-5; Int Low (5-7); AL N(E); AC 4; MV Fl 12 (B); HD 3; 

THAC0 17; #AT 1; Dmg 1d4+1; SA Ice bolt (see below), ice knife; SD 

Immune to cold, immune to mind-affecting magics, sightless; MR 25%; SZ 

S (18" wide); ML 16; XP 975; SK.

Snowflakes are cruel, mischevious beings resembling flying clusters of 

ice crystals. They are found in remote mountainous areas, cold dungeons 

and caves, on glaciers and ice caps, and, on the planes, in Krangath, 

Cania, Stygia, the lowest layers of Carceri, and frosty Abyssal 

regions. They attack at close range by bashing themselves against 

victims:  this does 1 point impact damage and 1d4 points of cold 

damage. At long range, they either shoot small knife-like crystals, 

which inflict 1d4 points of damage if they hit, or else they invoke the 

spell ice knife, which they can do once per day. Snowflakes are an 

alien intelligence, and thus immune to mind-affecting magics. 

Cold-based spells also cannot touch them, and as they sensory organs, 

they cannot be blinded, deafened, or otherwise thus impaired. On the 

other hand, they take double damage from heat or fire attacks.

Tarator: #AP 1; Int Below Average (7-9); AL CE; AC 3; MV 12; HD 8+4; 

THAC0 11; #AT 2; Dmg 2d6+3/2d6+3; SA None; SD Resist damage; MR Nil; SZ 

L (8' tall, 5' wide); ML 18; XP 2 000; OotP.

Tarators are brutal, solitary creatures resembling a bullywug built on 

the scale of an ogre, with long vicious claws and fat, blubbery flesh. 

They loathe almost every other living thing, and are fond of attacking 

others out of sheer malice. In the Underdark or hilly regions where 

they dwell, they are feared by almost all races. Tarators have been 

known to attack dragons when it suited them, and to win occasionally. 

Tarators have a great resistance to physical damage, taking 2 points 

less damage per die dealt to them. They also regenerate wounds at twice 

the rate that other creatures do, so anyone returning to 'finish off' a 

wounded tarator may be in for a nasty shock. Tarators keep no treasure, 

although occasionally they may swallow an item simply to deny it to 

others. Tarators are said by some to have been created by the Abyssal 

power Ramenos out of sheer meanness.

Tentacled Thing: #AP 1-2; Int Animal (1); AL N; AC Body 3, tentacles 5; 

MV 9; HD 8+3 (tentacles 20+1d6 hp each); THAC0 11; #AT 1 per tentacle + 

1 bite; Dmg 2d6 (tentacles), 1d8 (bite); SA None; SD Parrying; MR Nil; 

SZ L (12' long); ML 16; XP 3 000; SK.

Tentacled things are an ill-studied race dwelling in sewers and 

semi-flooded caverns and mines. They range in colour through pale 

green, mauve and brown, and usually possess three 10' long tentacles 

around their circular, fanged maws. Their bodies are sluglike, and 

their tentacles are covered with spiny pads which are used to lacerate 

those who bother them. Instead of attacking with a given tentacle in 

any round, however, a thing may choose to parry, thus improving the AC 

of its body by four against one attack. Each tentacle can sustain 21-26 

points of damage before being destroyed. Tentacled things are vicious 

predatory creatures, and almost always attack those they meet. Each

thing has only one large dark eye, located just below the mouth. No-one 

has yet determined what other sensory organs a thing has.

Tyranid Warrior: #AP 1-3; Int High (13-14); AL NE; AC 2; MV 18; HD 8+8; 

THAC0 11; #AT 2; Dmg 1d10/1d10; SA fear; SD Psionic defence, immune to 

all fear; MR 25%; SZ L (12' tall); ML 20; XP 5 000; WH40K.

Tyranid warriors are the mainstay of this cruel and voracious race from 

the remotest reaches of wildspace and the lonliest crystal spheres. It 

is thought that the only thing preventing the tyranids from infesting 

the 'known spheres' region is the poor reaction of their vast 

biological self-propelled ships to the deep phlogiston. However, recent 

experiments by genestealer magi and tyranid zoanthropes in transporting 

their troops through the Abyss and other Lower-Planar locales have met 

with some success. In combat, tyranid warriors are lethally dangerous, 

attacking with huge katana-like swords made from their own bones: these 

cannot be disarmed. Their fearful appearance (livid red carapaces, 

squirming purple flesh, elongated heads, prehensile tongues, additional 

arms and strange scaly skin) causes fear in all beholding it, and 

they are masters of psychological warfare, using this power to their 

advantage. They are utterly fearless, and never check morale. Moreover, 

each tyranid warrior projects an anti-psionic field: for each tyranid 

warrior within 20' of any tyranid creature that is the target of a 

hostile contact attempt, an additional point of contact is required ot 

open that creature's mind. Psionicists find this disturbing and 

frustrating.

Yachar: #AP 1; Int Average (9-12); AL CE; AC 3; MV 12, Fl 9; HD 6; 

THAC0 15; #AT 2; Dmg 1d4+2/1d4+2; SA Spell-like abilities, swoop; SD 

Fear; MR 20%; SZ M; ML 18; XP 2 000; OotP.

Yachar, also called horned demons, are natives of Pandemonium, serving 

renegade tanar'ri masters there. They can, if bidden, enter the Prime 

plane, and they do so to cause fear, madness and death. A yachar 

appears as a human, dressed in torn and shredded labourers' clothes, 

but with the head of a ram, with enormously curling horns. Their mouths 

are spattered with foam as though they were rabid, and their eyes are 

of purest blood red from edge to edge. A horned demon can fly by 

magical levitation, and can make a swooping special attack, given 

space. When such an attack is made, taking one round to prepare, the

creature is at +2 to hit and damage with both its attacks. Yachar are

nauseating creatures, and cause magical fear in all those seeing them. 

Horned demons benefit from the following spell-like abilities: darkness 

three times per day;  chill touch once per day; and stinking cloud 

three times per day. Yachar have an extremely disgusting habit of 

plucking their victims' hearts out and eating them. Anyone seeing this 

act must make another fear check, at -2.

Zoanthrope: #AP 1; Int Average (9-12); AL NE; AC 4; MV 12; HD 11; THAC0 

9; #AT 2; Dmg 1d8/1d8; SA Psionics, fear; SD Immune to fear, psionics; 

MR Nil; SZ L (11' tall); ML 20; XP 6 000; WH40K.

Zoanthropes are the hideous psionic strain of tyranids. A zoanthrope 

has a hugely enlarged brain, only thinly covered on the top, but ringed 

by bony ridges. At the front of its 6' wide head is a tiny human-like 

face with fangs, and the creature's body is strong, resembling that of 

a tyranid warrior.  It has large, powerful claws, dripping with ichor, 

with which it rends any who get close enough to it to cause it trouble. 

The foul visage of a zoanthrope causes fear, and like most tyranids, 

zoanthropes are immune to all fear- and morale-based effects.

Psionics Summary:

Level       Dis/Sci/Dev Attack/Defense  Score       PSPs

11      4/6/16      All/All         16      120

Powers:

Telepathy - Sciences: Ejection, Mindlink, Psionic Blast, Superior 

Invisibility.

Devotions: Contact, Ego Whip, False Sensory Input, Id Insinuation, 

Inflict Pain, Invincible Foes, Invisibility, Life Detection, Mind Bar, 

Mind Thrust, Phobia  Amplification, Psychic Crush.

Psychoportation - Devotions: Dimensional Door.

Psychometabolism - Sciences: Death Field. Devotions: Biofeedback, 

Double Pain.

Psychokinesis - Sciences: Telekinesis. Devotions: Inertial Barrier.

Zoanthropes use their psychic powers to deadly effect, and are utterly 

ruthless. As a zoanthrope may be a crucial element in a tyranid party, 

it will be well-defended by tyranid warriors.

Guide to monster names from Stonekeep and Fighting Fantasy:

Names are from Out of the Pit except where noted.

AD&D name           Alternative name

Celestial           Suma

Dragonne            Dracon

Firebat             Demon Bat

Formian             Xoroa

Goblin              Sharga (SK)

Hobgoblin           Throg (SK)

Lurker Above        Wrapper

Mimic               Imitator

Mind Flayer         Brain Slayer

Rot Grub            Flesh Grub

Wemic               Felinaur

Yuan-ti             Caarth, or Serpent Guard

Key:

OotP: Out of the Pit - Fighting Fantasy Monsters

Du!: Dungeoneer! Game

M:tG: Magic: The Gathering

TM: Magic - Tempest Standalone

SH: Magic - Stronghold expansion

SK: Stonekeep Computer Game

WH40K: Warhammer 40 000 Game

- ----------------------------------------

Alex Roberts             Tiefling   }:-)

tiefling@exultation.home.ml.org

http://exultation.home.ml.org

The Fumarenyan Pantheon

Hi there!

I had the basic idea of this when thinking that I missed

a "classical" hell a bit (you know, caverns with echoing

screams, fires burning from scattered craters, and twisted

demons torturing the agonized souls for all the sins they

have done... and that being ALL in that place, no big cities

as Zelatar and such), but now it's developed to a whole

new world along with a full pantheon ;)

The write-up of the three powers of Fumarenya and their

realms are following.

The Fumarenyan Pantheon

World of Origin: Fumarenya is a prime material world which is mainly inhabited

by humans, dwarfs and and lizard men. These three races have highly developed

civilizations with many great kingdoms. The particular culture of each

kingdom often differs highly from its' neighbours: While a subterranean

dwarven kingdom might tend to lawful good alignment, its' direct human

neighbours could be chaotic neutral or even chaotic evil. Then again there

are many allied kingdoms which share at least partially similar moral views.

More than most other places in the multiverse, Fumarenya is a world of

clashing beliefs. Since millennia are battles fought among the various realms,

tyrants are killed, wise sorcerer-kings assassinated, pacts are sealed and

broken. Although no side has really won up to now, it's wrong to assume that

balance is always re-established. Several times in the last century (and in

those before) was one side (or an alliance of befriended sides) near to

accomplish the final success. Several kingdoms have completely been wiped

out or taken over by the winners, and the powers of good, evil, and other

moral views are shifting all the time. It could very well be that one day,

maybe tomorrow, maybe in countless millennia, one side manages to conquer

Fumarenya and force its' philosophies on the losers.

The Gods: Fumarenya is ruled by three Greater Powers. All of them only

rule on Fumarenya and have followers on no other Prime Material World.

The original gods of this world are Litat ("The Punisher",

"He who judgeth"), a Chaotic Evil deity who rules the Gallery of Agony,

the 703rd layer of the Abyss, and Iubar ("Heart's Lord", "Sun"), whose

realm is in Belierin in Elysium. The Neutral Good deity fights Litat since

'The beginning of time', as the writings of Fumarenya say; considering the

creation of this world is meant, this could very well be possible. Iubar,

who is considered to BE the world's sun, oversees his realm of Jaunty

Woods, from which he once sent great armies of his proxies into the Gallery

of Agony, while about as often defending his own realm against the armies

of Litat.

About two millennia ago, a major event changed the godly politics of

Fumarenya. The pantheon of some far-away world was banished from their

Prime Material World, the gods of this pantheon either slain, vanishing due

to lack of belief, or fleeing to other Prime Worlds. It is unknown what

caused this event, but one of the pantheon's gods, Leguleius, found his

way to Fumarenya. Of course, neither Litat nor Iubar were happy at first

about the "invader" - but the God of Rules and Numbers had convincing

arguments. He managed to arrange a pact between Litat and Iubar, not

creating a false peace, but instead letting the war shift to more subtle

tactics, such as diplomacy and intrigue. Litat agreed to this deal because

he was astonished about how much fun this subtleness was able to provide him,

and Iubar was overly happy not having to send his proxies into war all the

time, thus protecting them and many of his followers' lifes by agreeing to

the pact.

Leguleius, of course, was chosen as magistrate, his task being to assure

both gods keep the pact. As it was nearly sure Litat would sooner or later

break the pact, Leguleius even got the power to punish the other gods up

to some degree; as both opponents wanted the pact to be kept, they had to

agree on this judgement of Leguleius.

Since these days, Leguleius is the third god of Fumarenya, and has risen to

the status of Greater Power by now (he was an Intermediate on his home world,

and only a Demipower when he arrived at Fumarenya). His realm on Mechanus,

the Eternal Moon, has given him his nicknames on Fumarenya - he is called

"Moon", such as Iubar is called "Sun", with the difference that for Leguleius

this is merely a symbol. Litat, on the other hand, is considered to be the

darkness of night, invisible and impossible to understand, frightening and

cold...

Other Powers: Although the Fumarenyan pantheon rules this world, other

deities influence Fumarenya as well. The rare drow usually worship their

own pantheon, and some dwarfs worship the gods of the Dwarven Mountains or

others. These interferences with the ruling of the Fumarenyan pantheon are

scarce, though; most inhabitants of this world don't even know that other

gods do exist.

Byebye,

Heiner

Fumarenyan Pantheon: The Gallery of Agony

Hi again,

this is said "infernal layer" I imagined :)  Any comments welcome;

the realms of Iubar and Leguleius are following soon.

The Gallery of Agony (Realm; Layer 703 of the Abyss)

Character. Mortals can do all they want during their lives, but then they

have to pay. He who judgeth knows the right torture for every sin, and those

who carry the Seed of Evil in their Heart will reveal it here. Those who

are unworthy - and the most ones are - suffer eternally in the Gallery of

Agony, for pain and torment is their fate. Those who are worthy will be

chosen by The Punisher, and he will make them Demons and create a new place

of Torture for them, where now they will be the ones to fulfill the sentence

of Him who judgeth. Those souls corrupted beyond corruption, these empty

husks that have been sentenced only to a temporary torture and at its' end

still cry for the Traitor, are banished from the Gallery of Agony, so to

sneak to the Jaunty Woods of Shallow-Brained Fools and seek a hiding place

in the Ugly Light of The Traitor.

Power. Litat is the Lord of Sins, residing inside the Mountain of Past

Delight, all the while inventing new methods of torture and creating plans

of how to overcome his eternal opponent Iubar. The (from a divine point of

view) recent event of Leguleius arranging the pact between the two foes is

something Litat is still judging. Due to the pact, he is now only allowed

to keep his own worshipers and those who followed no god in particular.

All other mortal souls may only be tormented as much and as long as it

befits the sins they have done; afterwards, they have to be given over to

the god they worshipped.

As much as Litat hates this, he is overwhelmed by the joy the new subtlety

in this divine conflict brings him. He knows that in the millennia before,

Iubar was angry and extremely saddened about any soul that died in a battle;

but now Iubar actively torments himself by passively observing how Litat

tortures his own followers for every sin they have done. The first time

since Litat became a god he is able to torment the one being he always

wanted to suffer the most.

Description. A volcanic wasteland, the sulphuric, stinking land is constantly

filled by screams and cries. No matter where an observer stands, he can see

petty mortals that are tortured in indescribable ways by beasts at least as

horrible as any tanar'ri (actually, some of them ARE tanar'ri who have

chosen to serve Litat).

The cracked, black land shows much variation in its details. On the terrible,

lava-spitting mountains and the flat, lifeless plains, gargantuan dark trees

that bear no leaves grow besides endless pits of freezing steam, while the

next hill is actually the terrifying mouth of an infernal beast. The sea of

inner organs behind that is as alive as it seems, as this gory gibbering mass

are the souls of mortals tortured in ways they cannot even scream anymore.

No portals lead to the Gallery of Agony; the only way to reach it is the

River Styx, which runs slowly through the whole layer. Whereever you go, the

Styx is no more than a few miles away. The marraennoloths aren't allowed in

this realm, though. They have found ways to surround this layer, or give over

their passengers to Litat's most powerful servant, Morios. This beast

resembles a six-armed rotting ghoul wearing an armour of serpents, and his

Ship of Skulls can bring a traveler to any point in the realm - though

this point is, of course, defined by noone else than Litat himself.

The pitch-black sky of The Gallery of Agony is only lighted by the fires

of the volcanoes and their (sometimes) not THAT dark smoke. No being that

relies on air to survive can live here for more than a second, as toxious

gases are all that is here to breath. Countless caverns inside the volcanoes

lead to places of torture even more horrible than those outside. It is

impossible to travel here undetected, but surprisingly Litat accepts travelers

and visitors relatively good. Occasionally, a group of them doesn't return,

but then again even an aasimon is known to have got out of here without a

scratch. Noone without a reason should visit Litat's realm, though. A price

is set for any visitor; travel through the realm to reach another place is

available for a few hundred thousand gold pieces or two dozen souls, while

enjoyers of pain can observe this realm for a day for a few hundred souls. He

can even watch right these souls get tormented by Litat's servants if he

wants. Visitors who come here without any reason, or unable to pay the price,

can expect to find themselves besides the poor souls tortured here, though.

In any case, it is always Morios who bargains with visitors. Noone, except

maybe Morios himself and Iubar, has ever seen the Lord of Sins, He who judgeth

in the Mountain of Past Delight.

Special Conditions. The Abyssal influences on magic work here normally, but

spell keys are especially hard to get. Only a few of the beasts serving

Litat know of some, and convincing them to tell this knowledge is about as

hard as talking with the Lady of Pain.

The toxious air kills any non-protected breathing being in an instant,

transforming it into another tortured soul in less than a day. Even beings

that are protected from this suffer a loss of one point of constitution each

day from this poisoning; this affects even creatures usually immune to poison,

such as tanar-ri. The constitution is recovered at a rate of one point per

week of living in "normal" environment (depending on the being, of course).

Morios can protect any being from these effects. Whoever approaches him with

the wish to serve Litat (and Morios has an easy time finding out any lies!),

or whoever offers him a bribe high enough, will be granted this protection,

at least for some time.

Tanar'ri are rare in this Abyssal realm; instead, direct proxies of The

Punisher fulfill their horrible tasks at the places given to them, hoping

to one day get an even greater place to torture. Each of these beasts is

unique, their powers and might varying greatly. The lowliest among them

(also being the most common ones) can be compared to Least Tanar'ri, and

usually have only a single feature of the plane under their command, such

as the Seven-Headed Serpent Ssihreiya who rules over the Pool of Brain (which

is about fifteen feet in diameter). Others only help more powerful proxies

with their tortures; these proxies can be compared to Lesser and Greater

Tanar'ri. They oversee places as large as a small valley or as great as a

whole kingdom. Only the most powerful proxies, though, which can be compared

to True Tanar'ri in power and wickedness, torment the mortals in the endless

caverns inside the volcanoes, inventing tortures that would make a pit fiend

become sick. Besides these, there are the Seven Torturers, proxies that are

powerful enough to call them quasi-gods. They roam the Gallery of Agony,

providing some unimaginable surprise-tortures to the petty souls that meet

them (as if their mere presence wasn't more torture a mortal can take,

anyway!). These souls will never leave this place again, for they are

shattered and bursted, yet still not relieved. It is a good thing for those

mortals who worship Iubar or Leguleius that they are due to the pact protected

from these unimaginable creatures...

Principal Nonplayer Characters. The Seven Torturers are beyond description;

whoever meets them will not be able to tell the tale to anyone...

Morios, as horrible as he is, is the first being any visitor to the Gallery

of Agony meets. He is even more powerful than the Seven Torturers, for would

one of them be able to take his place, he would have done it since a long

time. He will not aid any travelers freely, nor ever show any mercy. But he

will fulfill his deals, and for the right price, about anything is possible.

Even the freedom of a particular person could be bargained, but the price

paid will bring infinitely more suffering to SOMEONE - not necessarily the

bargainer, though (that is, to free one soul, countless others have to be

given away).

The creature Morios isn't one of many words; his terrifying voice isn't used

more often than needed, and Morios doesn't say anything at all without being

paid for it.

Services. Those who delight in torture can find countless delights here,

although it might be possible to get the same for a lower price somewhere

else. But Morios also accepts many other deals: A Mage who needs the living

heart of a good-aligned petitioner might be able to get it (if the petitioner

didn't worship any deity), and the toxic air of the Gallery of Agony can be

kept in containers for various needs as well.

Occasionally, Morios allows a group of adventurers to try freeing a companion

who ended up here. This turns out to be a horrible hunt from which the

adventurers nearly never return. If a group really manages to get out alive

of this layer, they aren't pursued - despite all his vile and abhorent nature,

Morios always keeps a sealed deal.

Bye,

Heiner

Fiendish Artifacts

Fiendish Artifacts

I greet thee, fellow planewalker. My name is Mashera Silveryglide of

Arvandor, and I am glad to be able to present some dark mysteries to

you. Those sinister beings called fiends, denizens of the planes of

misunderstanding, wasted emotions and unnecessary despair, are surely

the greatest threat to multiversal harmony. Perceiving all of existence

as through a broken mirror, they only seek to destroy and to control.

Unfortunately, these ill souls always seek new and more devastating

ways to achieve their goals. One path constantly used is the creation

of artifacts. Having only few real spellcasters among their ranks,

the fiends have found different routes to empower objects with

magical might; the best known method is the destruction and reformation

of captured spirits.

I want to present here the way the emotion-freezing baatezu use for

this in general. Although this is not the path most efficiently

exploiting the spirits for the artifacts (nor the most horrible way),

it is the one best structured - and thus most easy to understand.

Who in the baatezu hierarchy does have access to captured spirits? The

least among these fiends, the nupperibo and lemure, are far to mindless

and weak, of course; although of average intelligence, the spinagons

still only serve.

The rank of the abishai is the first to get access to souls for their

own needs. They have to make an application for it, in which they have

to state their business. As a plan involving the destruction of

souls usually isn't something allowed to someone as low as an abishai,

these fiends have to find ways to overcome their superior's doubts. The

most usual way is lying about the business; a plan which involves the

souls without destroying them is stated. For having a perfect record,

the fiend of course fulfills this plan, as well; but before he has to

deliver the souls back, he uses (and thus destroys) them for the

artifact planned.

It the experiment fails, the fiend can be sure of a demotion; if it

is successful, he still has to find a way to get a back-dating

permission for the experiment from a higher baatezu. This is usually

achieved through diplomacy; a superior who would have an advantage

from the successful experiment is asked for the permission, and if

he grants it, both the abishai's and his superior's name appear in

the records of this successful plan.

The process is similar for the barbazu, although these unintelligent

fiends very, very rarely create anything but misery (those who do

probably are about to be promoted - or to be severly punished).

The other lesser baatezu, erinyes, hamatula and osyluth (the kocrachon

being a special case explained later), have better chances of being

granted souls even for permanent destruction, at least for the

special duties they have. If their plans are unusual or require a

particularly high amount of souls, they again have to find other

methods of achieving their goals.

The kocrachon, baatorian torturers and masters in their twisted "art",

are usually allowed to create about any low-power magical item if

they can find a way to explain how it serves to torture their victims

(and they are very creative with this). Also, they are very often able

to directly use their torture victims in the creation of magical items,

using their prey's souls to both empower the item and torture the

pitiful

beings. This leads to the fact that the kocrachon creations are among

the most unusual of all baatorian artifacts, sometimes using even

the souls of celestials for some horribly dark cause.

The greater baatezu are more free in their experiments. The amnizu,

though, rarely use this freedom, for they know most other baatezu

don't trust them too much, and because they prefer to keep their

plans away from official records (which is nearly impossible when

creating artifacts). If they would make an application for souls,

they would sooner or later have to explain what it is for, and the

pit fiends (which seem to often have a personal hatred for them)

tend to use this against the amnizu.

Cornugons and gelugons are the first among the baatezu to be able to

create even more powerful items without too much trouble. They have

the rank and the experience to get a permission for the destruction

of many souls, and they might even get the permission to leave for

a special mission to capture the most befitting souls for the artifact.

Of course, pit fiends are a special case again. These unbelievably

powerful embodiments of cold evil do not even ask anymore if they

want to create an artifact - they just do it. Given their power to

cast a wish once a year, they often do not even need souls anymore

to procreate a magical item, although they often use them either

for extra empowerment, or to spare their wish power for moments where

they need it more.

So, how do baatezu create magical items by destroying souls? I have

two different theories on it; or rather, one theory with two different

key elements. The power of the souls is not used directly (except maybe

by the knowledgeable pit fiends as well as the kocrachons - see below).

Instead, it is used to "bribe" some higher power to infuse the item in

question with magic. This is where I am not sure about:

The soul is either merged with the plane, which in return gives out a

lesser amount of "planar energy" to empower the artifact. The plane

wins because it gets more than it gives, and the fiend wins because it

gets the particular kind of power it wants. Or the soul is sacrificed

to one of the Lords of the Nine, who then empowers the item in question

with spell power similar as a deity granting a priest spell. With this

deal, both the Lord and the fiend again gain what they long for.

Although I do not know which of the above methods is true (maybe even

both), I can tell there is another way, which is most often used by

the kocrachons. This path traps the soul of a captured being inside

the artifact to empower it. Similar to the power of shadow fiends,

the soul is sucked into the object; instead of simply being trapped

there, though, a particular magical trick transforms the thoughts

and emotions of the ill-fated victim into a particular form of magical

energy. These items either have only weak powers (so that the soul

inside "regenerates" the energy exploited from it) or does have a

limited amount of uses only - after which the soul is utterly and

irreversibly destroyed. Of course, the more powerful a particular soul

is, the greater the effect can be. I believe that a Solar could provide

enough "spirit energy" to empower the whole Baatorian race with new

abilities... but I am happy to say I am convinced the baatezu will

never be able to capture one of these ascended beings.

A twist of the above method traps the soul into a kind of "storage

container", which is then linked with various minor magical items.

These items have no other innate powers than to channel the incoming

energy from said container; the fiendish advantage of this trick is

that with a few souls, you can create a greater number of items.

For example, I have seen a group of erinyes (who probably served the

creator of their items) owning unholy medallions which had the

ability to turn paladins and celestials, just as priests turn undead.

It is hard to give set amounts of souls needed to create particular

items. This highly depends on the "quality" of those souls, as well

as on the particular method and goal of item creation. I think that

a baatezu should be able to create a normal sword+1 with about hundred

souls; a pit fiend could create a lawful evil weapon with the powers

of a barbazu by trapping the living soul of one barbazu inside (a

kocrachon would probably need more than one barbazu, as it doesn't

know all the intricate details of item creation).

In general, a magical effect needs nine times the amount of larvae

as the spell level of this effect is; if it is meant to be permanent

instead of a very temporary or one-shot effect, this number can

be multiplied by nine again.

During my researches, I have come upon one fact that made me wonder.

The kocrachons, learning so much about the creation of magical items,

use nearly nothing of this knowledge when being promoted to a higher

rank. It seems they either forget this particular knowledge, or have

some reason of not using it anymore. Unfortunately, I was unable to

find any further clues about this; I am sure, though, that an

important secret of the baatezu is hidden with the answer to this

question...

