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Monsters of Luclin

Akheva

Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:

Damage:

Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Qua

Large Outsider (Evil)

22d8+88 (187 hp)

+2 (Dex)

50 ft.

29 (—1size, +2 Dex, +18 natural)
+22/+33

+1 greatsword +29/+23/+17/+11 melee;
or +1 greatsword +25/+19/+13/+7
melee and 3 masterwork greatswords
+25/+25/+25 melee

+1 greatsword 2d6+8/19-20;
masterwork greatsword 2d6+3/17—20
5 ft.by 5 ft. /10 ft.

Damage reduction 20/+2, fast

healing 6, immunities, resistances,
see in darkness, spell resistance 22
Fort +17, Ref +15, Will +19

Str 24, Dex 15, Con 19, Int 20,
Wis17,Cha 16

Balance +13, Bluff +14, Climb +18,
Diplomacy +27, Gather Information
+14, Heal +15, Hide +9, Intimidate +27,
Jump +18, Knowledge (religion) +27,
Knowledge (any two) +16, Listen +28,
Search +16, Sense Motive +26, Sneak
+13, Spot +28, Taunt +25, Trade Skill
(any one) +16

Alertness, Combat Reflexes, Great
Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting

Any land

Solitary, pair, or enclave (3—8)

16

Usually neutral evil

Advancement Range: By character class

Faction:

Followers of Atenha’Ra or
Followers of Akelha’ra
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Large Outsider (Evil)

24d8+120 (228 hp)

+2 (Dex)

50 ft.

31 (—1size, +2 Dex, +20 natural)
+24/+35

+1 greatsword +31/+25/+19/+13 melee;
or +1 greatsword +27/+21/+15/+9
melee and 3 masterwork greatswords
+27/+27/+27 melee

+1 greatsword 2d6+8/17-20;
masterwork greatsword 2d6+3/19—-20
5ft.by5ft. /10 ft.

Damage reduction 25/+2, fast

healing 10, immunities, resistances,
see in darkness, spell resistance 24
Fort +21, Ref +16, Will +21

Str 25, Dex 15, Con 20, Int 21,

Wis 20, Cha 16

Balance +14, Bluff +15, Climb +19,
Diplomacy +31, Gather Information +15,
Heal +17, Hide +10, Intimidate +29,
Jump +19, Knowledge (religion) +29,
Knowledge (any two) +17, Listen +31,
Search +17, Sense Motive +29, Sneak
+14, Spot +31, Taunt +27, Trade Skill
(any one) +17

Alertness, Combat Reflexes, Great
Fortitude, Tron Will, Multidexterity,
Multiweapon Fighting

Any land

Solitary, pair, or enclave (3—8)

17

Standard (including magic weapons)
Usually neutral evil

By character class

Followers of Atenha’Ra or
Followers of Akelha’ra

Zun

Large Outsider (Evil)

26d8+130 (247 hp)

+3 (Dex)

50 ft.

33 (1 size, +3 Dex, +21 natural)
+26/+38

+2 greatsword +35/+29/+23/+17/+11
melee; or +2 greatsword+31/+25/+17/+13/+7
melee and 3 +1 greatswords
+30/+30/+30 melee

+2 greatsword 2d6+10/17-20;

+1 greatsword 2d6+5/17-20

5ft.by 5ft. /10 ft.

Damage reduction 30/+3, fast

healing 12, immunities, resistances,

see in darkness, spell resistance 26
Fort +22, Ref +20, Will +22

Str 26, Dex 16, Con 21, Int 22,

Wis 21, Cha 17

Balance +16, Bluff +16, Climb +21,
Diplomacy +33, Gather Information+16,
Heal +18, Hide +12, Intimidate +31, Jump
+21, Knowledge (religion) +32,
Knowledge (any three) +17, Listen +33,
Search +17, Sense Motive +31, Sneak
+16, Spot +33, Taunt +29, Trade Skill
(any two) +19

Alertness, Combat Reflexes, Great
Fortitude, Iron Will, Lightning Reflexes,
Multidexterity, Multiweapon Fighting
Any land

Solitary, pair, or enclave (3—7)

18

Usually neutral evil

By character class

Followers of Atenha’Ra or

Followers of Akelha’ra
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b Huge Outsider (Evil) Huge Outsider (Evil) NS
6o Hit Dice: 28d8+196 (322 hp) 30d8+240 (375 hp) e
A Initiative: +3 (Dex) +4 (Dex)
=5 Speed: 60 ft. 60 ft. =
— AC: 34 (-2 size, +3 Dex, +23 natural) 37 (~2 size, +4 Dex, +25 natural) -~
e BAB/Grapple: +28/+48 +30/+51 :
'y Attacks: +2 Huge greatsword +40/+34/+28/+22/+16 melee; +3 Huge greatsword +44/+38/+32/+26/+20 melee;
e or +2 Huge greatsword +36/+30/+24/+18/+12 melee or +3 Huge greatsword +40/+34/+28/+22/+16 melee
and 3 +2 Huge greatswords +36/+36/+36 melee and 3 +3 Huge greatswords +40/+40/+40 melee
= Damage: +2 Huge greatsword 2d8+14/19—-20; +3 Huge greatsword 2d8+16/17—20;
. off-hand +2 Huge greatsword 2d8+8/17-20 off-hand +3 Huge greatsword 2d8+9/19-20
- Face/Reach: 10 ft. by 10 ft./15 ft. 10 ft. by 10 ft./15 ft.
: Special Qualities:  Damage reduction 35/+3, fast healing 14, immunities, Damage reduction 40/+4, fast healing 15, immunities,
resistances, see in darkness, spell resistance 28 resistances, see in darkness, spell resistance 30
- Saves: Fort +25, Ref +21, Will +24 Fort +27, Ref +23, Will +25
X Abilities: Str 34, Dex 16, Con 25, Int 23, Wis 22, Cha 18 Str 36, Dex 18, Con 27, Int 25, Wis 23, Cha 20
\ Skills: Balance +17, Bluff +18, Climb +26, Diplomacy +36, Balance +17, Bluff +20, Climb +28, Diplomacy +39,
"":‘\ Gather Information +18, Heal +20, Hide +7, Intimidate +34, Gather Information +20, Heal +22, Hide +11, Intimidate +37, -i\
~ Jump +26, Knowledge (religion) +34, Knowledge (any three) Jump +28, Knowledge (religion) +37, Knowledge (any four) ~~
L +20, Listen +36, Search +20, Sense Motive +34, Sneak +17, +22, Listen +39, Search +22, Sense Motive +37, Sneak +19, ‘
= Spot +36, Taunt +32, Trade Skill (any two) +20 Spot +39, Taunt +35, Trade Skill (any three) +22 e
K Feats: Alertness, Combat Reflexes, Great Fortitude, Iron Will,  Alertness, Combat Reflexes, Great Fortitude, Iron Will, Ky
Lightning Reflexes, Multidexterity, Multiweapon Fighting  Lightning Reflexes, Multidexterity, Multiweapon Fighting
2 Climate/Terrain:  Any land Any land Pt
( ~ Organization: Solitary, pair, or enclave (3—7) Solitary, pair, or enclave (3—6) ~
o Challenge Rating: 17 20 S
v Treasure: Standard Standard e
Alignment: Usually neutral evil Usually neutral evil
: Advancement Range: By character class By character class vt
- ',J Faction: Followers of Atenha’Ra or Followers of Akelha’ra Followers of Atenha’Ra or Followers of Akelha’ra — ‘
DESCI’iptiOD many of the Akheva, including Akelha’Ra, chose to learn
and communicate in the common tongues of Luclin’s lesser A
- The Akheva are an androgynous race of four-armed peoples as well. Atenha’Ra objected unwaveringly to this r—
humanmds created by the goddess 'Luclm to act as her practice, saying that it was an insult to Luclin and lowered
— servitors. They are tall and pale-skinned, with a pair of the Akheva to the status of animal. Though to other races —
) black horns that extend from their foreheads and curl this matter might seem trivial, to the Akheva it was a o)
(~32 gracefully back along their skulls; many Akheva of particu- matter of life and death, and soon the race was divided into ~
lar castesadorn themselves by wearinga large jewel fastened warring camps, with some following Akelha’Ra and others
by some alchemical adhesive or by magic to the flesh of taking up the cause of the more conservative Atenha’Ra. -
-~ their foreheads. o ) In the end, the conflict destroyed the Akheva’s hold on -~
F F_Or countl?ss ages, the AkbeV? ruled Luclin’s MOOQ n the world. Determined to destroy her foes once and for all, =
‘ Fhe1r goddess $ hame, overseeing 1ts lesse.r races and build- Atenha’Rasummoned the mighty storm called the Maiden’s :
inga great nation devoted only to her glorification. Akheva Scar and with it annihilated the great Akheva city of Ka
_ warriors fought Luclin’s foes, the priests sang her praises, Vethan — and along with it Akelha’ra (now reduced in
~ knights guarded her sacred places, and wizards crafted ever- power and significance, denoted by the slight change to her r—
greater arcane spells to serve her. name) and her followers. Atenha’Ra retreated to the for-
ol But after a time, even the mighty Akhevafaltered. Their tress of Vex Thal, there to plot a return to power for her S
— high priestess Akelha'Ra, a divine being crafted from shattered people. =
\ Luclin’s own essence, created another entity of .similar Akheva dwell in the forgotten places in the south of Luclin
' power to her own, ashadow of her own soul. This belr}g was — in the ruins of Ka Vethan, the lonely wilderness of the
S Called Atenhg’Ra, ,aT‘d she was to aid her fellows in the Umbral Plains, and in Vex Thal, where aremnant of their old e
pursuit of Luclin’s vision. Instead, she brought herrace only power can still be seen. They are a proud and arrogant race,
b= destruction and sorrow. and do not take kindly to intrusion. The lure of lost Akhevan -
jf In those days, the Akheva spoke a language called the treasures is strong, however, and many adventurers have :::
s Fleshless Tongue, holy to the goddess Luclin. Impossible sought to loot the figurative body of the vanished empire. To (2
~ for other races to pronounce or even for the most part to this day, adventurers seek Akheva ruins throughout the -
\7 conceive, this language enabled the Akheva to communi- Umbral Plains and some even hunt for Vex Thal itself, where e
: cate without fear of being overheard or spied upon. However, the old masters of Luclin lie in wait. .
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The Akheva are immortal, yet they can be killed. When
slain, an Akheva is either reincarnated into a new Akheva
body or, if none is available (and since the civil war few
are), returning as an insubstantial shade. These shades and
the living Akheva are often found side-by-side, dwelling in
the same locations. Akheva never sleep, and they do not
need to eat or drink, although they sometimes eat as a
religious practice.

Exceptional Akheva tend serve in a number of roles
corresponding to familiar mortal character classes: These
include the Thall (cleric), Liako (knight), Va Liako (shadow
knight), Centien (warrior), Senshali (rogue), and Zethon
(wizard).

Combat

Akheva are a confident race, and well they should be, for
even ordinary Akheva are challenging opponents. Given
their four arms, they are capable of fighting with as many

as four weapons, although some — particularly
those of the Liako, Va Liako, and Centien castes -
— prefer to use two great two-handed blades. l:ii =

Akheva neither ask for nor offer quarter, and are B
merciless toward members of “lesser” races who in- )"
trude upon their sacred realms. The survivors of 3
Akelha’ra’s faction may understand mortal
tongues and so be slightly more willing to talk,
but the Akheva of Vex Thal are invariably
hostile to all outsiders.

The Akheva often fight alongside
Akhevan shades (see the
“Shadow” template elsewhere
in this book).

Immunities (Ex): All
Akheva are immune to
attacks that damage or
drain ability scores or /Y 7 ;
level.

See in Darkness (Ex): All Akheva can see
perfectly in darkness of any kind, even magical
darkness created by spells.

Qua

Qua (FL. “minor”) Akheva are anything
but minor to those who have to face them,
for they are fierce, cunning, and powerful
opponents.

For exceptional Qua that are mem-
bers of aspecial caste, use the following .
statistics, as applicable, in place of i
those given above for Qua Akheva.
Where there is no alternate given
here, use the standard Qua
Akheva stats.

Resistances (Ex): All Qua
Akheva have bonuses of cold,
electricity, fire, and magic re-
sistance (20) and acid, disease, AW
poison, and sonic resistance § '

(30).

t.‘ff'--"' ing, Parry, Power Attack, Riposte, Weapon Focus (1-H

Centien(Warrior)
Hit Dice: 22d8+132 (231 hp)
Initiative: +3 (Dex)
AC: 34 (—1size, +3 Dex, +18 natural, +4 chain shirt)
BAB/Grapple: +22/+35
Attacks: +/greatsword+31/+26/+21/+16/+11 melee; or +Igreatsword
+27/+22/+17/+12/+7 melee and 3 +1 greatswords+27/+27/+27 melee
Damage: +1 greatsword 2d6+12/19—20; off-hand +1 greatsword
2d6+7/19-20
Special Qualities: Berserking, damage reduction 20/+2, fast healing
6, immunities, resistances, see in darkness, spell resistance 22, Taunt
bonus +4
Saves: Fort +21, Ref +16, Will +20
Abilities: Str 28, Dex 17, Con 23, Int 18, Wis 21, Cha 16
Skills: Balance +12, Bluff +14, Climb +18, Diplomacy +29, Gather
Information +14, Heal +16, Hide +8, Intimidate +27, Jump +18, Knowl-
edge (religion) +26, Knowledge (warcraft) +26, Listen +27, Search
+15, Sense Motive +27, Sneak +12, Spot +27, Taunt +27, Trade Skill
(blacksmithing) +16
_ Feats: Alertness, Cleave, Combat Reflexes, Double Attack,
& GreatFortitude, Iron Will, Multidexterity, Multiweapon Fight-

greatsword), Weapon Specialization (1-H greatsword)

i
i Challenge Rating: 18

_;" Liako (Knight)

Initiative: +1 (Dex)
Speed: 40 ft. in armor (50 ft. base)
AC: 33 (1 size, +1 Dex, +18 natural, +5 masterwork
breastplate)
BAB/Grapple: +22/+34

Attacks: +/ Huge greatsword

o ﬁ" +30/+24/+18/+12 melee; or +1
_ 4, e\ Huge greatsword +26/+20/

: 1;‘&\;"" “‘\ +14/+8 melee and +]
4 ',I{L__‘_ 2V greatsword +26 melee

5 Damage: +/ greatsword
/ W~ 2d8+13/19-20; +I greatsword 2d6+5/
f -ﬁ 19-20
Special Attacks: Slay undead, spell-like

abilities

Special Qualities: Damage reduction 20/+2, fast
healing 6, lay on hands (48 hp), poisonresistance (as
paladin), immunities, resistances, see in darkness,
smithing, spell resistance 22

Saves: Fort +17, Ref +14, Will +20

Abilities: Str 26, Dex 13, Con 19, Int 18, Wis 21,
Cha16

Skills: Balance +9, Bluff +14, Channeling +16,
Climb +16, Diplomacy +29, Gather Information +14,
Heal +16,Hide +5, Intimidate +16, Jump +15, Knowl-
edge (religion) +26, Knowledge (warcraft) +15,
Listen +29, Meditation +16, Search +15, Sense

Motive +27, Sneak +7, Spot +29, Taunt +25,
/ Trade Skill (blacksmithing) +19
\ Feats: Alertness, Great Fortitude, Iron Will,

Multidexterity, Multiweapon Fighting, Parry,

Power Attack
Challenge Rating: 18

Spell-Like Abilities: A typical Qua

5 Liako’s spell-like abilities (and the

mana cost for each) are as fol-

lows: Armor of faith (25), calm

(8), holy might (10), stun

.
=i

=)

=]
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(6), symbol of Pinzarn (33 ), valor (15). These are as the spells
cast by a 16th-level paladin (caster level 12th; save DC 15
+ spell level) with a pool of 120 mana.

Senshali(Rogue)

Hit Dice: 22d8+110 (209 hp)
Initiative: +4 (Dex)
AC: 31 (—1size, +4 Dex, +18 natural)

Attacks: +1 greatsword +29/+23/+17/+11 melee; or +I greatsword
+27/+21/+15/+9 melee and 3 +1 Medium daggers +27/+27/+27 melee

Damage: +1 greatsword 2d6+8/19—20; +1 Medium dagger 1d6+4/
19-20

Special Attacks: Backstab +5d6, rogue abilities (chaotic stab, op-
portunist)

Special Qualities: Damage reduction 20/+2, evasion, fast healing 6,
immunities, resistances, rogue ability (uncanny dodge), see in dark-
ness, sense traps, spell resistance 22

Saves: Fort +20, Ref +17, Will +16

Abilities: Str 24, Dex 17, Con 21, Int 24, Wis 17, Cha 18

Skills: Balance +28, Bluff +18, Climb +23, Diplomacy +24, Disable
Device +22, Gather Information +15, Hide +22, Intimidate +17, Jump
+23, Knowledge (religion) +29, Knowledge (local lore) +23, Listen
+30, Open Lock +16, Pick Pocket +15, Search +29, Sense Motive +19,
Sneak +26, Spot +30, Taunt +15, Tumble +17

Feats: Alertness, Combat Reflexes, Great Fortitude, Lightning Re-
flexes, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 18

Thall (Cleric)

Initiative: +1 (Dex)

Speed: 40 ft. in armor (50 ft. base)

AC: 33 (—1size, +1 Dex, +18 natural, +5 breastplate)

BAB/Grapple: +22/+32

Attacks: +1 Large heavy mace +28/+23/+18/+13/+8 melee; or +1
Large heavy mace+24/+19/+14/+7/+4 melee and 2 masterworkLarge
heavy maces +24/+24 melee

Damage: +/ Large heavy mace 2d6+7; masterwork Large heavy
mace 2d6+3

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 20/+2, divine powers (celestial
healer, receive divine aura), fast healing 6, Greater Specialization
(alteration), immunities, resistances, see in darkness, spell resistance

Saves: Fort +17, Ref +14, Will +21

Abilities: Str 22, Dex 13, Con 17, Int 18, Wis 23, Cha 18

Skills: Balance +3, Channeling +28, Diplomacy +17, Gather Informa-
tion +7, Heal +28, Knowledge (mysticism) +17, Knowledge (religion)
+29, Listen +30, Meditation +28, Search +15, Sense Motive +28, Spot
+30, Taunt +10, Trade Skill (any one) +17

Feats: Alertness, Great Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting, Quicken Spell-Like Ability, School Specializa-
tion (alteration)

Challenge Rating: 18

Spell-Like Abilities: A typical Qua Thall’s spell-like abili-

ties (and the mana cost for each, modified for the Greater

Specialization and celestial healer abilities) are as follows:

Blinding luminance (8), cancel magic (5), greater healing (20),

guard (13), inspire fear (12), revive (45), word of spirit (22),

wrath (24). These are as the spells cast by a 16th-level cleric

(save DC 16 + spell level) with a pool of 192 mana.

VaLiako (Shadow Knight)

Hit Dice: 22d8+66 (165 hp)

Initiative: +2 (Dex)

Speed: 40 ft. in armor (50 ft. base)

AC: 34 (—1size, +2 Dex, +18 natural, +5 masterwork breastplate)

BAB/Grapple: +22/+34

Attacks: +/ Huge greatsword +30/+24/+18/+12 melee; or +1 Huge
greatsword +26/+20/+14/+8 melee and +1 greatsword +26 melee

Damage: +/Huge greatsword2d8+13/19—20; +1 greatsword2d6+5/
19-20

Special Attacks: Harm touch (48 hp), spell-like abilities

Special Qualities: Armored casting, damage reduction 20/+2, dis-

ease resistance (as shadow knight), fast healing 6, immunities,
resistances, see in darkness, spell resistance 22

Saves: Fort +18, Ref +15, Will +18

Abilities: Str 26, Dex 15, Con 17, Int 22, Wis 17, Cha 16

Skills: Balance +10, Bluff +14, Channeling +25, Climb +16, Diplomacy
+18, Hide +6, Intimidate +27, Jump +16, Knowledge (monster lore
[undead]) +28, Knowledge (mysticism) +28, Knowledge (religion)
+28, Listen +27, Meditation +28, Search +28, Sense Motive +14,
Sneak +10, Spot +27, Taunt +14, Trade Skill (poison making) +17

Feats: Alertness, Combat Reflexes, Finishing Blow, Great Fortitude,
Iron Will, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 18

Spell-Like Abilities: A typical Qua Va Liako’s spell-like

abilities (and the mana cost for each) are as follows:

Dooming darkness (20), grim aura (4), invoke fear (20),

lifedraw (10), shroud of hate (10), word of spirit (22). These

are as the spells cast by a 16th-level shadow knight (caster

level 12th; save DC 16 + spell level) with a pool of 144

mana.

Zethon(Wizard)
Initiative: +3 (Dex)
AC: 30 (—1size, +3 Dex, +18 natural)
BAB/Grapple: +22/+31
Attacks: +/ Huge quarterstaff +27/+22/+17/+12/+7 melee
Damage: +/ Huge quarterstaff1d8+8
Special Attacks: Spell-like abilities
Special Qualities: Damage reduction 20/+2, fast healing 6, Greater

Specialization (evocation), greater wizardry (mana burn), immunities,
quicken mastery, resistances, see in darkness, spell resistance 22

Saves: Fort +17, Ref +16, Will +18

Abilities: Str 20, Dex 17, Con 19, Int 24, Wis 17, Cha 16

Skills: Balance +14, Bluff +14, Channeling +29, Climb +16, Diplomacy
+18, Hide +11, Intimidate +27, Jump +16, Knowledge (mysticism) +32,
Knowledge (religion) +29, Listen +27, Meditation +32, Search +29,
Sense Motive +25, Sneak +15, Spellcraft +29, Spot +27, Trade Skill
(any one) +29

Feats: Alertness, Combat Reflexes, Great Fortitude, Iron Will,
Multidexterity, Mystic Capacity, School Specialization (evocation),
Spell-Like Ability Focus (evocation)

Challenge Rating: 18

Spell-Like Abilities: A typical Qua Zethon’s spell-like

abilities (and the mana cost for each, modified for the

Greater Specialization ability) are as follows: Bonds of force

(12), energy storm (25), enstill (10), force shock (18), frost

shock (17), leatherskin (14), lesser evacuate™ (10), lightning

storm (21), magnify (4). These are as the spells cast by a

g 16th-level wizard (save DC 17 + spell level, or DC 19 +
o spell level for evocation) with a pool of 224 mana.
* This new spell is found in Chapter 5 of EQ: Luclin.
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Zow (FL. “lesser”) Akheva are anything but weak — the
appellation “lesser” is somewhat misleading, as they are
fearsome opponents.

For exceptional Zov that are members of a special caste,
use the following statistics, as applicable, in place of those
given above for Zov Akheva. Where there is no alternate
given here, use the standard Zov Akheva stats.

Resistances (Ex): AllZov Akhevahave bonuses of cold,
electricity, fire, and magic resistance (25) and acid, disease,
poison, and sonic resistance (40).

Centien(Warrior)

Hit Dice: 24d8+168 (276 hp)

Initiative: +3 (Dex)

AC: 37 (—1size, +3 Dex, +20 natural, +5 +1 chain shirt)

BAB/Grapple: +24/+37

Attacks: +/ greatsword +34/+29/+24/+19/+14 melee; or +1
greatsword+30/+25/+20/+15/+10 melee and 3 +1 greatswords +30/
+30/+30 melee

Damage: +/ greatsword 2d6+12/17—20; off-hand +1 greatsword
2d6+7/17-20

Special Qualities: Berserking, damage reduction 25/+2, fast healing
10, immunities, resistances, see in darkness, spell resistance 24, Taunt
bonus +5

Saves: Fort +23, Ref +17, Will +22

Abilities: Str 29, Dex 17, Con 24, Int 19, Wis 22, Cha 16

Skills: Balance +14, Bluff +15, Climb +20, Diplomacy +30, Gather
Information +15, Heal +19, Hide +10, Intimidate +28, Jump +20,
Knowledge (religion) +27, Knowledge (warcraft) +28, Listen +32,
Search +16, Sense Motive +30, Sneak +14, Spot +32, Taunt +32, Trade
Skill (blacksmithing) +18

Feats: Alertness, Cleave, Combat Reflexes, Double Attack, Great
Fortitude, Improved Critical (1-H greatsword), Iron Will, Multidexterity,
Multiweapon Fighting, Parry, Power Attack, Riposte, Weapon Focus
(1-H greatsword), Weapon Specialization (1-H greatsword)

Challenge Rating: 17

Liako (Knight)
Initiative: +1 (Dex)
Speed: 40 ft. in armor (50 ft. base)
AC: 36 (—1size, +1 Dex, +20 natural, +6 +1 breastplate)
BAB/Grapple: +24/+36

Attacks: +/ Huge greatsword +32/+26/+20/+14 melee; or +1 Huge
greatsword +28/+22/+16/+10 melee and +1 greatsword +28 melee

Damage: +/ greatsword2d8+13/19—20; +1 greatsword 2d6+5/17—
20

Special Attacks: Slay undead, spell-like abilities

Special Qualities: Damage reduction 25/+2, fast healing 10, lay on
hands (54 hp), poison resistance (as paladin), immunities, resistances,
see in darkness, smithing, spell resistance 24

Saves: Fort +21, Ref +15, Will +22

Abilities: Str 27, Dex 13, Con 20, Int 18, Wis 22, Cha 17

Skills: Balance +10, Bluff +15, Channeling +18, Climb +17, Diplomacy
+30, Gather Information +15, Heal +18, Hide +6, Intimidate +17, Jump
+16, Knowledge (religion) +28, Knowledge (warcraft) +16, Listen +32,
Meditation +20, Search +16, Sense Motive +30, Sneak +10, Spot +32,
Taunt +27, Trade Skill (blacksmithing) +21

Feats: Alertness, Great Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting, Parry, Power Attack

Challenge Rating: 17

B 4
L

Spell-Like Abilities: A typical Zov Liako’s spell-like abili-
ties (and the mana cost for each) are as follows: Armor of
faith (25), flame of light (14), holy might (10), pacify (17), stun
(6), symbolof Pinzarn (33),valor (15). These are as the spells
cast by an 18th-level paladin (caster level 14th; save DC 16
+ spell level) with a pool of 168 mana.

Senshali(Rogue)

Hit Dice: 24d8+144 (252 hp)

Initiative: +5 (Dex)

AC: 34 (—1size, +5 Dex, +20 natural)

Attacks: +1 greatsword +31/+25/+19/+13 melee; or +1 greatsword
+29/+23/+17/+11 melee and 3 +/ Medium daggers+29/+29/+29 melee

Damage: +1 greatsword 2d6+8/17—20; +1 Medium dagger 1d6+4/
19-20

Special Attacks: Backstab +6d6, rogue abilities (chaotic stab, op-
portunist)

Special Qualities: Damage reduction 25/+2, evasion, fast healing 10,
immunities, resistances, rogue ability (uncanny dodge), see in dark-
ness, sense traps, spell resistance 24

Saves: Fort +22, Ref +21, Will +18

Abilities: Str 24, Dex 20, Con 22, Int 25, Wis 18, Cha 18

Skills: Balance +31, Bluff +19, Climb +24, Diplomacy +25, Disable
Device +25, Gather Information +16, Hide +25, Intimidate +18, Jump
+24, Knowledge (religion) +30, Knowledge (local lore) +25, Listen
+33, Open Lock +18, Pick Pocket +17, Search +31, Sense Motive +21,
Sneak +29, Spot +33, Taunt +16, Tumble +19

Feats: Alertness, Combat Reflexes, Great Fortitude, Lightning Re-
flexes, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 17

Thall(Cleric)

Initiative: +1 (Dex)

Speed: 40 ft. in armor (50 ft. base)

AC: 35 (1 size, +1 Dex, +20 natural, +5 masterwork breastplate)

Attacks: +1 Large heavy mace +31/+26/+21/+16/+11 melee; or +1
Large heavy mace +27/+22/+17/+12/+7 melee and 2 +1 Large heavy
maces +27/+27 melee

Damage: +/ Large heavy mace 2d6+8; off-hand +1 Large heavy
mace 2d6+4

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 25/+2, divine powers (celestial
healer, receive divine aura), fast healing 10, Greater Specialization
(alteration), immunities, resistances, see in darkness, spell resistance

Saves: Fort +21, Ref +15, Will +23

Abilities: Str 24, Dex 13, Con 20, Int 19, Wis 24, Cha 19

Skills: Balance +3, Channeling +31, Diplomacy +19, Gather Informa-
tion +10, Heal +31, Knowledge (mysticism) +18, Knowledge (religion)
+31, Listen +33, Meditation +31, Search +16, Sense Motive +31, Spot
+33, Taunt +11, Trade Skill (any one) +20

Feats: Alertness, Great Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting, Quicken Spell-Like Ability, School Specializa-
tion (alteration)

Challenge Rating: 17

Spell-Like Abilities: A typical Zov Thall’s spell-like abili-

ties (and the mana cost for each, modified for the Greater

Specialization and celestial healer abilities) are as follows:

Atone (10), cancel magic (5), guard (13), inspire fear (12),

renewal (61), superior healing (32), word of spirit (22), wrath

(24). These are as the spells cast by an 18th-level cleric

(save DC 17 + spell level) with a pool of 252 mana.
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Va Liako (Shadow Knight)

Hit Dice: 24d8+76 (204 hp)

Initiative: +2 (Dex)

Speed: 40 ft. in armor (50 ft. base)

AC: 37 (—1size, +2 Dex, +20 natural, +6 +1 breastplate)

BAB/Grapple: +24/+36

Attacks: +1 Huge greatsword +32/+26/+20/+14 melee; or +1 Huge
greatsword +28/+22/+16/+10 melee and +1 greatsword +28 melee

Damage: +/Huge greatsword2d8+13/19—20; +1 greatsword2d6+5/
19-20

Special Attacks: Harm touch (54 hp), spell-like abilities

Special Qualities: Armored casting, damage reduction 25/+2, dis-
ease resistance (as shadow knight), fast healing 10, immunities,
resistances, see in darkness, spell resistance 24

Saves: Fort +20, Ref +16, Will +19

Abilities: Str 27, Dex 15, Con 18, Int 23, Wis 17, Cha 17

Skills: Balance +11, Bluff +15, Channeling +28, Climb +17, Diplomacy
+17, Hide +7, Intimidate +29, Jump +17, Knowledge (monster lore
[undead]) +30, Knowledge (mysticism) +30, Knowledge (religion)
+30, Listen +29, Meditation +30, Search +30, Sense Motive +15,
Sneak +11, Spot +29, Taunt +15, Trade Skill (poison making) +18

Feats: Alertness, Combat Reflexes, Finishing Blow, Great Fortitude,
Iron Will, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 17

Spell-Like Abilities: A typical Zov Va Liako’s spell-like

abilities (and the mana cost for each) are as follows:

Dooming darkness (20), grim aura (4), invoke fear (20),

shroud of hate (10), shroud of pain (17), siphon life (12), word

of spirit (22). These are as the spells cast by an 18th-level

shadow knight (caster level 14th; save DC 16 + spell level)

with a pool of 168 mana.

Zethon (Wizard)

Initiative: +4 (Dex)

AC: 33 (—1size, +4 Dex, +20 natural)

BAB/Grapple: +24/+33

Attacks: +/ Huge quarterstaff +29/+24/+19/+14/+9 melee

Damage: +/ Huge quarterstaff1d8+8

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 25/+2, fast healing 10, Greater
Specialization (evocation), greater wizardry (mana burn), immunities,
quicken mastery, resistances, see in darkness, spell resistance 24

Saves: Fort +20, Ref +18, Will +20

Abilities: Str 20, Dex 18, Con 19, Int 26, Wis 18, Cha 16

Skills: Balance +16, Bluff +15, Channeling +31, Climb +17, Diplomacy
+17, Hide +13, Intimidate +29, Jump +17, Knowledge (mysticism) +35,
Knowledge (religion) +32, Knowledge (any one) +35, Listen +30,
Meditation +35, Search +32, Sense Motive +28, Sneak +17, Spellcraft
+32, Spot +30, Trade Skill (any one) +32

Feats: Alertness, Combat Reflexes, Embed Enhancement, Great
Fortitude, Iron Will, Multidexterity, Mystic Capacity, School Special-
ization (evocation), Spell-Like Ability Focus (evocation)

Challenge Rating: 17

Spell-Like Abilities: A typical Zov Zethon’s spell-like

abilities (and the mana cost for each, modified for the

Greater Specialization ability) are as follows: Bonds of force

(12), energy storm (25), enstill (10), harvest (0), ice shock

(25), lava storm (30), lesser evacuate* (10), steelskin (25),

thunderclap (27). These are as the spells cast by an 18th-

Zun

Zun (“major”) Akheva serve as nobles and administrators.

For exceptional Zun that are members of a special caste,
use the following statistics, as applicable, in place of those
given above for Zun Akheva. Where there is no alternate
given here, use the standard Zun stats.

Resistances (Ex): All Zun Akhevahave bonuses of cold,
electricity, fire, and magic resistance (30) and acid, disease,
poison, and sonic resistance (50).

Centien(Warrior)

Hit Dice: 26d8+182+15 (314 hp)

Initiative: +3 (Dex)

AC: 39 (—1size, +3 Dex, +21 natural, +6 +2 chain shirt)

BAB/Grapple: +26/+40

Attacks: +2 greatsword +38/+33/+28/+23/+18 melee; or +2
greatsword +34/+29/+24/+19/+14 melee and 3 +1 greatswords +33/
+33/+33 melee

Damage: +2 greatsword 2d6+14/17—20; +1 greatsword 2d6+8/
17-20

Special Attacks: Area Taunt

Special Qualities: Berserking, damage reduction 30/+3, fast healing 12,
immunities, resistances, see in darkness, spell resistance 26, Taunt bonus +5

Saves: Fort +24, Ref +18, Will +23

Abilities: Str 30, Dex 17, Con 25, Int 19, Wis 22, Cha 16

Skills: Balance +15, Bluff +16, Climb +22, Diplomacy +32, Gather
Information +16, Heal +20, Hide +11, Intimidate +30, Jump +22, Knowl-
edge (religion) +29, Knowledge (warcraft) +30, Listen +34, Search
+17, Sense Motive +32, Sneak +15, Spot +34, Taunt +34, Trade Skill
(blacksmithing) +19

Feats: Alertness, Cleave, Combat Reflexes, Double Attack, Great
Fortitude, Improved Critical (1-H greatsword), Iron Will, Multidexterity,
Multiweapon Fighting, Parry, Power Attack, Riposte, Toughened,
Weapon Focus (1-H greatsword), Weapon Specialization (1-H
greatsword)

Challenge Rating: 21
Liako (Knight)

Initiative: +1 (Dex)

Speed: 40 ft. in armor (50 ft. base)

AC: 37 (—1size, +1 Dex, +21 natural, +6 +1 breastplate)

BAB/Grapple: +26/+37

Attacks: +2 Huge greatsword +36/+30/+24/+18/+12 melee; or +2 Huge
greatsword+32/+26/+20/+14/+8 melee and +1 greatsword+3| melee

Damage: +2 greatsword 2d8+15/19-20; +1 greatsword 2d6+5/
19-20

Special Attacks: Slay undead, spell-like abilities

Special Qualities: Damage reduction 30/+3, fast healing 12, lay on
hands (57 hp), poison resistance (as paladin), immunities, resistances,
see in darkness, smithing, spell resistance 26

Saves: Fort +22, Ref +16, Will +23

Abilities: Str 28, Dex 13, Con 20, Int 18, Wis 23, Cha 18

Skills: Balance +11, Bluff +17, Channeling +17, Climb +17, Diplomacy
+33, Gather Information +17, Heal +20, Hide +7, Intimidate +19, Jump
+18, Knowledge (religion) +30, Knowledge (warcraft) +17, Listen +34,
Meditation +22, Search +17, Sense Motive +32, Sneak +11, Spot +34,
Taunt +30, Trade Skill (blacksmithing) +23

Feats: Alertness, Cleave, Great Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting, Parry, Power Attack

-~ level wizard (save DC 18 + spell level, or DC 20 + spell level Challenge Rating: 21
Y for evocation) with a pool of 288 mana. Spell-Like Abilities: A typical Zun Liako's spell-like abilities
* This new spell is found in Chapter 5 of EQ: Luclin. (and the mana costfor each) are as follows: Armor of faith (25),
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enstill (10), flame of light (14), force (15), pacify (17), stun (6),
symbol of Pinzarn (33), valor (15). These are as the spells cast
by a 19th-level paladin (caster level 15th; save DC 16 + spell
level) with a pool of 180 mana.

Senshali(Rogue)

Hit Dice: 26d8+156 (273 hp)

Initiative: +5 (Dex)

AC: 35 (—1size, +5 Dex, +21 natural)

BAB/Grapple: +26/+37

Attacks: +1 greatsword+33/+27/+21/+15/+9 melee; or +1 greatsword+31/
+25/+17/+13/+7 melee and 3 +2 Medlium daggers +32/+32/+32 melee

Damage: +/ greatsword 2d6+8/19—20; +2 Medium dagger 1d6+5/17—20

Special Attacks: Backstab +6d6, rogue abilities (chaotic stab, op-
portunist)

Special Qualities: Damage reduction 30/+3, evasion, fast healing 12,
immunities, resistances, rogue ability (uncanny dodge), see in dark-
ness, sense traps, spell resistance 26

Saves: Fort +23, Ref +22, Will +19

Abilities: Str 25, Dex 21, Con 22, Int 26, Wis 18, Cha 18

Skills: Balance +33, Bluff +20, Climb +25, Diplomacy +26, Disable
Device +28, Gather Information +17, Hide +27, Intimidate +19, Jump
+25, Knowledge (religion) +32, Knowledge (local lore) +28, Listen
+35, OpenLock +20, Pick Pocket +17, Search +34, Sense Motive +23,
Sneak +31, Spot +35, Taunt +17, Tumble +20
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lee; or +1 Large heavy mace +29/+24/+19/+14/+9 melee and 2 +1
Large heavy maces +29/+29 melee

Damage: +/Largeheavy mace2d6+8; off-hand +1Large heavy mace2d6+4

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 30/+3, divine powers (celestial
healer, receive divine aura), fast healing 12, Greater Specialization (alter-
ation), immunities, resistances, see in darkness, spell resistance 26

Saves: Fort +22, Ref +17, Will +24

Abilities: Str 24, Dex 14, Con 20, Int 17, Wis 25, Cha 20

Skills: Balance +5, Channeling +33, Diplomacy +22, Gather Informa-
tion +12, Heal +33, Knowledge (mysticism) +17, Knowledge (religion)
+33, Listen +35, Meditation +33, Search +17, Sense Motive +33, Spot
+35, Taunt +14, Trade Skill (any one) +21

Feats: Alertness, Embed Divine, Great Fortitude, Iron Will,
Multidexterity, Multiweapon Fighting, Quicken Spell-Like Ability,
School Specialization (alteration)

Challenge Rating: 21

Spell-Like Abilities: A typical Zun Thall’s spell-like abilities

(and the mana cost for each, modified for the Greater

Specialization and celestial healer abilities) are as follows:

Armor of faith (25), atone (10), cancel magic (5), invoke fear

(18), resuscitate (75), sacred word (18), superior healing (32),

word of souls (28). These are as the spells cast by a 19th-level

cleric (save DC 17 + spell level) with a pool of 266 mana.

VaLiako (Shadow Knight)

Hit Dice: 26d8+76 (204 hp)

Speed: 40 ft. in armor (50 ft. base)

AC: 39 (—1size, +3 Dex, +21 natural, +6 +1 breastplate)

Attacks: +2 Huge greatsword+35/+30/+25/+20/+15 melee; or
+2 Huge greatsword +31/+26/+21/+16/+11 melee and +1

S greatsword +30 melee

Damage: +2 Huge greatsword 2d8+14/17-20; +1

tion 30/+3, disease resistance (as shadow knight),
fast healing12, immunities, resistances,
~ see in darkness, spell

. \ resistance 26

; (

\'I, . greatsword 2d6+5/19—20
\ %/ Special Attacks: Harm touch (57 hp), spell-like abilities
£ Special Qualities: Armored casting, damage reduc-
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Saves: Fort +21, Ref +18, Will +20

Abilities: Str 27, Dex 16, Con 19, Int 24, Wis 17, Cha 18

Skills: Balance +13, Bluff +17, Channeling +30, Climb +18, Diplomacy
+20, Hide +10, Intimidate +32, Jump +18, Knowledge (monster lore
[undead]) +33, Knowledge (mysticism) +33, Knowledge (religion)
+33, Listen +31, Meditation +33, Search +33, Sense Motive +16, Sneak
+13, Spot +31, Taunt +18, Trade Skill (poison making) +20

Feats: Alertness, Combat Reflexes, Double Attack, Finishing Blow,
GreatFortitude, Iron Will, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 21

Spell-Like Abilities: A typical Zun Va Liako’s spell-like

abilities (and the mana cost for each) are as follows:

Abduction of strength (1), dooming darkness (20), grim aura

(4), invoke fear (20), mental corruption (17), shroud of pain

(17), siphon life (12), word of spirit (22). These are as the

spells cast by a 19th-level shadow knight (caster level 15th;

save DC 17 + spell level) with a pool of 168 mana.

Zethon (Wizard)

Initiative: +4 (Dex)

AC: 34 (—1size, +4 Dex, +21 natural)

BAB/Grapple: +26/+35

Attacks: +2 Huge quarterstaff +32/+27/+22/+17/+12 melee

Damage: +2 Huge quarterstaff1d8+7

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 30/+3, fast healing 12, Greater
Specialization (evocation), greater wizardry (mana burn), immunities,
quicken mastery, resistances, see in darkness, spell resistance 26

Saves: Fort +21, Ref +12, Will +21

Abilities: Str 20, Dex 19, Con 17, Int 28, Wis 18, Cha 16

Skills: Balance +17, Bluff +16, Channeling +33, Climb +18, Diplomacy
+20, Hide +14, Intimidate +31, Jump +18, Knowledge (mysticism) +38,
Knowledge (religion) +35, Knowledge (any two) +35, Listen +32,
Meditation +38, Search +35, Sense Motive +30, Sneak +18, Spellcraft
+35, Spot +32, Trade Skill (any one) +35

Feats: Alertness, Combat Reflexes, Embed Enhancement, Great
Fortitude, Iron Will, Multidexterity, Mystic Capacity, School Special-
ization (evocation), Spell-Like Ability Focus (evocation)

Challenge Rating: 21

Spell-Like Abilities: A typical Zun Zethon’s spell-like

abilities (and the mana cost for each, modified for the

Greater Specialization ability) are as follows: Bonds of force

(12), concussion (4), Elnerick’s entombment of ice (35),

harvest (0),immobilize (13), lava storm (30), lesser evacuate™®

(10), steelskin (25), thunderclap (27). These are as the spells

cast by a 19th-level wizard (save DC 19 + spell level, or DC

21 + spell level for evocation) with a pool of 342 mana.

* This new spell is found in Chapter 5 of EQ: Luclin.

PLi

Pli (“greater”) are especially powerful and ancient Akheva.

For exceptional Pli that are members of a special caste,
use the following statistics, as applicable, in place of those
given above for Pli Akheva. Where there is no alternate
given here, use the standard Pli stats.

Resistances (Ex): All Pli have bonuses of cold, electric-
ity, fire, and magic resistance (35) and acid, disease, poison,
and sonic resistance (50).

Centien(Warrior)
Hit Dice: 28d8+252+16 (374 hp)
Initiative: +3 (Dex)
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AC: 40 (-2 size, +3 Dex, +23 natural, +6 +2 chain shirt)

BAB/Grapple: +28/+50

Attacks: +2 Huge greatsword of speed+43/+37/+35/+31/+27 me-
lee; or +3 Huge greatsword of speed+37/+35/+31/+27/+23 melee and
3 +2 Huge greatswords +39/+39/+37 melee

Damage: +2 Huge greatsword of speed 2d8+18/17—20; +2 Huge
greatsword 2d8+11/17-20

Special Attacks: Area Taunt

Special Qualities: Berserking, damage reduction 35/+3, disciplines
(Fearless, Resistant), fast healing 14, immunities, resistances, see in
darkness, spell resistance 28, Taunt bonus +5

Saves: Fort +27, Ref +19, Will +24

Abilities: Str 38, Dex 17, Con 29, Int 20, Wis 22, Cha 17

Skills: Balance +16, Bluff +17, Climb +27, Diplomacy +33, Gather
Information +17,Heal +24, Hide +7, Intimidate +32, Jump +27, Knowl-
edge (religion) +32, Knowledge (warcraft) +33, Listen +36, Search
+20, Sense Motive +34, Sneak +16, Spot +36, Taunt +36, Trade Skill
(blacksmithing) +34, Trade Skill (any one) +20

Feats: Alertness, Cleave, Combat Reflexes, Double Attack, Great
Fortitude, Improved Critical (1-H greatsword), Iron Will, Multidexterity,
MultiweaponFighting, Parry,Power Attack,Riposte, Toughened, Weapon
Focus (1-H greatsword), Weapon Specialization (1-H greatsword)

Challenge Rating: 23

Liako (Knight)

Initiative: +1 (Dex)

Speed: 40 ft. in armor (60 ft. base)

AC: 37 (-2 size, +1 Dex, +23 natural, +7 +2 breastplate)

BAB/Grapple: +28/+49

Attacks: +2 Gargantuan greatsword +41/+35/+29/+23/+17 melee;
or +2 Gargantuan greatsword +37/+31/+25/+19/+13 melee and +2
Huge greatsword +37 melee

Damage: +2 Gargantuan greatsword 4d6+21/19-20; +2 Huge
greatsword 2d8+8/17-20

Special Attacks: Slay undead, spell-like abilities

Special Qualities: Damage reduction 35/+3, discipline (Resistant),
fast healing 14, improved lay on hands, poison resistance (as paladin),
immunities, resistances, see in darkness, smithing, spell resistance 28

Saves: Fort +25, Ref +17, Will +25

Abilities: Str 36, Dex 13, Con 24, Int 18, Wis 24, Cha 18

Skills: Balance +12, Bluff +18, Channeling +24, Climb +24, Diplomacy
+34, Gather Information +18, Heal +24, Hide +4, Intimidate +22, Jump
+23,Knowledge (religion) +32, Knowledge (warcraft) +19, Listen +37,
Meditation +25, Search +18, Sense Motive +34, Sneak +12, Spot +37,
Taunt +32, Trade Skill (blacksmithing) +25

Feats: Alertness, Cleave, Great Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting, Parry, Power Attack

Challenge Rating: 23

Spell-Like Abilities: A typical Pli Liako’s spell-like abilities

(and the mana cost foreach) are asfollows: Armor of faith (25),

enstill (10), flame of light (14), pacify (17), symbol of Pinzarn

(33), valor (15), words of tranquility (33), yaulp 111 (4). These

are as the spells cast by a 21st-level paladin (caster level 17th;

save DC 17 + spell level) with a pool of 238 mana.

Thall (Cleric)
Initiative: +2 (Dex)
Speed: 40 ft. in armor (60 ft. base)
AC: 40 (-2 size, +2 Dex, +23 natural, +7 +2 breastplate)
BAB/Grapple: +28/+47
Attacks: +2 Huge heavy mace +37/+34/+29/+24/+19 melee; or +2
Huge heavy mace +35/+30/+25/+20/+15 melee and 2 +2 Huge heavy

maces +35/+35 melee
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J Damage: +2 Huge heavy mace 2d8+13; off-hand +2 Huge heavy Special Attacks: Spell-like abilities .
A mace 2d8+7 Special Qualities: Damage reduction 35/+3, fast healing 14, Greater A iy
= Special Attacks: Spell-like abilities Specialization (evocation), greater wizardries (mana burn x2), immuni- 2
Special Qualities: Damage reduction 35/+3, divine powers (celestial ties, quicken mastery, resistances, see in darkness, spell resistance 28
Nt healer, purify soul, receive divine aura), fast healing 14, Greater Saves: Fort +24, Ref +21, Will +23 -
N Specialization (alteration), immunities, resistances, see in darkness, Abilities: Str 27, Dex 20, Con 23, Int 30, Wis 20, Cha 16 -
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spell resistance 28

Saves: Fort +25, Ref +18, Will +26

Abilities: Str 32, Dex 14, Con 24, Int 19, Wis 26, Cha 20

Skills: Balance +5, Channeling +38, Diplomacy +24, Gather Informa-
tion +13, Heal +36, Knowledge (mysticism) +22, Knowledge (religion)
+36, Listen +38, Meditation +36, Search +17, Sense Motive +36, Spot
+38, Taunt +16, Trade Skill (any one) +22

Feats: Alertness, Embed Divine, Great Fortitude, lron Will,
Multidexterity, Multiweapon Fighting, Quicken Spell-Like Ability,
School Specialization (alteration)

Challenge Rating: 23

Spell-Like Abilities: A typical Pli Thall’s spell-like abilities

(and the mana cost for each, modified for the Greater

Specialization and celestial healer abilities) are as follows:

Armor of faith (25), complete healing (53), earthquake (62),

invoke fear (18), nullify magic (8), restoration (90), sacred word

(18), word of souls (28). These are as the spells cast by a 21st-

level cleric (save DC 18 + spell level) with apool of 336 mana.

VaLiako (Shadow Knight)

Hit Dice: 28d8+168 (294 hp)

Speed: 40 ft. in armor (60 ft. base)

AC: 40 (-2 size, +3 Dex, +23 natural, +6 +1 breastplate)

BAB/Grapple: +28/+49

Attacks: +3 Gargantuan greatsword+42/+37/+32/+27/+22 melee;
or +3 Gargantuan greatsword +38/+33/+28/+23/+18 melee and +2
Huge greatsword +38 melee

Damage: +3 Gargantuan greatsword 4d6+22/19-20; +2 Huge
greatsword 2d8+8/17-20

Special Attacks: Leech touch (63 hp), spell-like abilities

Special Qualities: Armored casting, damage reduction 35/+3, disci-
pline (Resistant), disease resistance (as shadow knight), fast healing
14, immunities, resistances, see in darkness, spell resistance 28

Saves: Fort +24, Ref +17, Will +22

Abilities: Str 36, Dex 16, Con 23, Int 25, Wis 18, Cha 18

Skills: Balance +14, Bluff +20, Channeling +37, Climb +24, Diplo-
macy +23, Hide +9, Intimidate +35, Jump +23, Knowledge (monster
lore [undead]) +36, Knowledge (mysticism) +36, Knowledge (reli-
gion) +36, Listen +34, Meditation +36, Search +36, Sense Motive +20,
Sneak +14, Spot +34, Taunt +20, Trade Skill (poison making) +22

Feats: Alertness, Combat Reflexes, Double Attack, Finishing Blow,
GreatFortitude, Iron Will, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 23

Spell-Like Abilities: A typical Pli Va Liako’s spell-like
abilities (and the mana cost for each) are as follows:
Abduction of strength (1), dooming darkness (20), invoke fear
(20), mental corruption (17), shroud of pain (17), siphon life
(12), torrent of hate (10), word of spirit (22). These are as the
spells cast by a 21st-level shadow knight (caster level 17th;
save DC 17 + spell level) with a pool of 238 mana.

Zethon (Wizard)
Initiative: +5 (Dex)
AC: 36 (-2 size, +5 Dex, +23 natural)
BAB/Grapple: +28/+44
Attadks: +2 Gargantuan quarterstaff of frost +36/+31/+26/+21/+16 melee
Damage: +2 Gargantuan quarterstaff of frost 2d6+14 plus 2d6 cold
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Skills: Balance +17, Bluff +17, Channeling +35, Climb +22, Diplomacy
+23, Hide +13, Intimidate +33, Jump +23, Knowledge (mysticism) +40,
Knowledge (religion) +40, Knowledge (any two) +40, Listen +35,
Meditation +40, Search +40, Sense Motive +32, Sneak +18, Spellcraft
+42, Spot +35, Trade Skill (any two) +37

Feats: Alertness, Combat Reflexes, Embed Enhancement, Great
Fortitude, Iron Will, Multidexterity, Mystic Capacity, School Special-
ization (evocation), Spell-Like Ability Focus (evocation)

Challenge Rating: 23

Spell-Like Abilities: A typical Pli Zethon'’s spell-like abili-
ties (and the mana cost for each, modified for the Greater

Specialization ability) are as follows: Bonds of force (12),

concussion (4), diamondskin (39), enticement of flame (36),

force strike (38), frost storm (47), harvest (0), lesser evacuate*®

(10), thunderclap (27). These are as the spells cast by a 21st-

level wizard (save DC 20 + spell level, or DC 22 + spell level

for evocation) with a pool of 420 mana.

* This new spell is found in Chapter 5 of EQ: Luclin.

Eom

The Eom, or “arch” Akheva are among the mightiest of
their race.

For exceptional Eom that are members of a special caste,
use the following statistics, as applicable, in place of those
given above for Eom Akheva. Where there is no alternate
given here, use the standard Eom stats.

Resistances (Ex): All Eom have bonuses of cold, elec-
tricity, fire, and magic resistance (40) and acid, disease,
poison, and sonic resistance (60).

Centien(Warrior)

Hit Dice: 30d8+300+17 (452 hp)

Initiative: +4 (Dex)

AC: 43 (=2 size, +4 Dex, +25 natural, +6 +2 chain shirt)

BAB/Grapple: +30/+52

Attacks: +3 Huge greatsword of speed +46/+42/+38/+34/+30
melee; or +3 Huge greatsword of speed+42/+38/+34/+30/+26 melee
and 3 +3 Huge greatswords +42/+42/+42 melee

Damage: +3 Huge greatsword of speed 2d8+19/17—20; +3 Huge
greatsword 2d8+12/17-20

Special Attacks: Area Taunt

Special Qualities: Berserking, damage reduction 40/+4, disciplines
(Evasive, Fearless, Resistant), fast healing 15, immunities, resistances,
see in darkness, spell resistance 30, Taunt bonus +5

Saves: Fort +27, Ref +21, Will +25

Abilities: Str 37, Dex 18, Con 30, Int 21, Wis 23, Cha 18

Skills: Balance +19, Bluff +19, Climb +28, Diplomacy +38, Gather
Information +19, Heal +25, Hide +10, Intimidate +36, Jump +28,
Knowledge (religion) +35, Knowledge (warcraft) +38, Listen +38,
Search +20, Sense Motive +36, Sneak +18, Spot +38, Taunt +39,
Trade Skill (blacksmithing) +36, Trade Skill (any one) +21

Feats: Alertness, Cleave, Combat Reflexes, Double Attack, Great
Fortitude, Improved Critical (1-H greatsword), Iron Will, Multidexterity,
MultiweaponFighting, Parry,Power Attack,Riposte, Toughened, Weapon
Focus (1-H greatsword), Weapon Specialization (1-H greatsword)

Challenge Rating: 25
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Liako (Knight) VaLiako (Shadow Knight)

Initiative: +2 (Dex)

Speed: 40 ft. in armor (60 ft. base)

AC: 42 (-2 size, +2 Dex, +25 natural, +7 +2 breastplate)

BAB/Grapple: +30/+53

Attacks: +3 Gargantuan greatsword +46/+40/+34/+28/+22 me-
lee; or +3 Gargantuan greatsword +42/+36/+30/+24/+18 melee and
+3 Huge greatsword +42 melee

Damage: +3 Gargantuan greatsword 4d6+25/19-20; +3 Huge
greatsword 2d8+10/19-20

Special Attacks: Slay undead, spell-like abilities

Special Qualities: Damage reduction 40/+4, discipline (Resistant),
fast healing 15, improved lay on hands, poison resistance (as paladin),
immunities, resistances, see in darkness, smithing, spell resistance 30

Saves: Fort +27, Ref +19, Will +28

Abilities: Str 40, Dex 15, Con 27, Int 20, Wis 28, Cha 20

Skills: Balance +16, Bluff +20, Channeling +28, Climb +27, Diplo-
macy +39, Gather Information +20, Heal +27, Hide +6, Intimidate +22,
Jump +27, Knowledge (religion) +35, Knowledge (warcraft) +20,
Listen+41, Meditation+27, Search+20, Sense Motive +37, Sneak +14,
Spot +41, Taunt +35, Trade Skill (blacksmithing) +32

Feats: Alertness, Cleave, Great Fortitude, Iron Will, Multidexterity,
Multiweapon Fighting, Parry, Power Attack

Challenge Rating: 25

Spell-Like Abilities: A typical Eom Liako’s spell-like abilities

(and the mana cost foreach) are as follows: Armor of faith (25),

flame of light (14), pacify (17), symbol of Pinzarn (33), valor

(15), wave of healing (75), words of tranquility (33), yaulp 111

(4). These are as the spells cast by a 22nd-level paladin (caster

level 18th; save DC 19 + spell level) with a pool of 324 mana.

Thall(Cleric)

Initiative: +3 (Dex)

Speed: 40 ft. in armor (60 ft. base)

AC: 43 (-2 size, +3 Dex, +25 natural, +7 +2 breastplate)

BAB/Grapple: +30/+50

Attacks: +3 Huge heavy mace +43/+38/+33/+28/+23 melee; or +3
Huge heavy mace +39/+34/+29/+24/+19 melee and 2 +3 Huge heavy
maces +39/+39 melee

Damage: +3 Huge heavy mace 2d8+15; off-hand +3 Huge heavy
mace 2d8+9

Special Attacks: Spell-like abilities

Specia Qualities: Damage reduction 40/+4, divine powers (celestial healer,
purity soul, receive divine aura), fast healing 15, Greater Specialization (alter-
ation), immunities, resistances, see in darkness, spell resistance 30

Saves: Fort +27, Ref +20, Will +28

Abilities: Str 35, Dex 16, Con 26, Int 21, Wis 29, Cha 22

Skills: Balance +5, Channeling +41, Diplomacy +28, Gather Informa-
tion +16, Heal +37, Knowledge (mysticism) +35, Knowledge (religion)
+38, Knowledge (any one) +35, Listen +41, Meditation +42, Search
+20, Sense Motive +40, Spot +41, Taunt +21, Trade Skill (any one)
+39, Trade Skill (any one) +25

Feats: Alertness, Embed Divine, Great Fortitude, lron Will,
Multidexterity, Multiweapon Fighting, Quicken Spell-Like Ability,
School Specialization (alteration)

Challenge Rating: 25

Spell-Like Abilities: A typical Eom Thall’s spell-like abilities

(and the mana cost for each, modified for the Greater

Specialization and celestial healer abilities) are as follows:

Armor of faith (25), complete healing (53), earthquake (62),

invoke fear (18), nullify magic (8), restoration (90), sacred word

(18), word of souls (28). These are as the spells cast by a 22nd-

level cleric (save DC 19 + spell level) with apool of 396 mana.
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Hit Dice: 30d8+210 (345 hp)

Speed: 40 ft. in armor (60 ft. base)

AC: 43 (-2 size, +3 Dex, +25 natural, +7 +2 breastplate)

BAB/Grapple: +30/+52

Attacks: +3 Gargantuan greatsword +45/+40/+35/+30/+25 me-
lee; or +3 Gargantuan greatsword+41/+36/+31/+26/+21 melee and +3
Huge greatsword +41 melee

Damage: +3 Gargantuan greatsword 4d6+24/19-20; +2 Huge
greatsword 2d8+10/19-20

Special Attacks: Leech touch (66 hp), spell-like abilities

Special Qualities: Armored casting, damage reduction 40/+4, dis-
cipline (Resistant), disease resistance (as shadow knight), fast healing
15, immunities, resistances, see in darkness, spell resistance 30

Saves: Fort +26, Ref +21, Will +24

Abilities: Str 38, Dex 18, Con 25, Int 28, Wis 20, Cha 20

Skills: Balance +16, Bluff +20, Channeling +40, Climb +26, Diplo-
macy +25, Hide +13, Intimidate +37, Jump +26, Knowledge (monster
lore [undead]) +37, Knowledge (mysticism) +37, Knowledge (reli-
gion) +37, Knowledge (any one) +24, Listen +37, Meditation +42,
Search +37, Sense Motive +20, Sneak +16, Spot +37, Taunt +25,
Trade Skill (poison making) +39, Trade Skill (any one) +33

Feats: Alertness, Combat Reflexes, Double Attack, Finishing Blow,
GreatFortitude, Iron Will, Multidexterity, Multiweapon Fighting, Parry

Challenge Rating: 25

Spell-Like Abilities: A typical Eom Va Liako’s spell-like

abilities (and the mana cost for each) are as follows:

Abduction of strength (1), dooming darkness (20), invoke fear

(20), mental corruption (17), shroud of pain (17), siphon life

(12), torrent of hate (10), word of spirit (22). These are as the

spells cast by a 22nd-level shadow knight (caster level 18th;

save DC 19 + spell level) with a pool of 342 mana.

Zethon(Wizard)

Initiative: +6 (Dex)

AC: 39 (-2 size, +6 Dex, +25 natural)

BAB/Grapple: +30/+47

Attacks: +2 Gargantuan quarterstaff of frost+37/+34/+29/+24/+19 melee

Damage: +2 Gargantuan quarterstaff of frost 2d6+15 plus 2d6 cold

Special Attacks: Spell-like abilities

Special Qualities: Damage reduction 40/+4, fast healing 15, Greater
Specialization (evocation), greater wizardries (mana burn x2), immuni-
ties, quicken mastery, resistances, see in darkness, spell resistance 30

Saves: Fort +25, Ref +23, Will +25

Abilities: Str 29, Dex 22, Con 25, Int 32, Wis 23, Cha 20

Skills: Balance +21, Bluff +20, Channeling +40, Climb +24, Diplo-
macy +24, Hide +16, Intimidate +35, Jump +25, Knowledge (mysticism)
+44, Knowledge (religion) +41, Knowledge (any two) +41, Listen +38,
Meditation +44, Search +41, Sense Motive +36, Sneak +21, Spellcraft
+43, Spot +38, Trade Skill (any three) +37

Feats: Alertness, Combat Reflexes, Embed Enhancement, Great
Fortitude, Iron Will, Multidexterity, Mystic Capacity, School Special-
ization (evocation), Spell-Like Ability Focus (evocation)

Challenge Rating: 25

Spell-Like Abilities: A typical Eom Zethon’s spell-like

abilities (and the mana cost for each, modified for the

Greater Specialization ability) are as follows: Bonds of force

(12), concussion (4), diamondskin (39), enticement of flame

(36), force strike (38), frost storm (47), harvest (0), lesser

evacuate™® (10), thunderclap (27). These are as the spells cast

by a 22nd-level wizard (save DC 21 + spell level, or DC 23

+ spell level for evocation) with a pool of 484 mana.

* This new spell is found in Chapter 5 of EQ: Luclin.
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Atenha’Ra

Gargantuan Outsider (Evil)
Cleric 35

Hit Dice: 36d8+432 (base) plus 35d8+420 (Clr) (1,171 hp)

Initiative: +7 (+5 Dex, +4 Improved Initiative)

Speed: 80 ft.

AC: 53 (—4 size, +5 Dex, +28 natural, +14 divine)

BAB/Grapple: +62/+90

Attacks: 4 slams +74 melee

Damage: Slam 3d8+16 plus stun

Face/Reach: 20 ft. by 20 ft./20 ft.

Special Attacks:  Fear aura, spell-like abilities, spells, stun

Special Qualities:  Cleric abilities, damage reduction 50/+5,
divinity, immunities, fast healing 30,
resistances, see in darkness, spell resistance
40, telepathy

Saves: Fort +49, Ref +38, Will +54

Abilities: Str 43, Dex 20, Con 35, Int 33, Wis 36, Cha 30

Skills: Appraise +47, Balance +43, Bluff +46, Chan-
neling+86, Climb +52, Diplomacy +44, Gather
Information +46, Heal +78, Hide +29, Intimi-
date +46, Jump +52, Knowledge (art and lit-
erature) +31,Knowledge (folklore) +31, Knowl-
edge (geography) +47, Knowledge (history)
+47, Knowledge (local lore) +31, Knowledge
(mysticism) +46, Knowledge (planar travel)
+31, Knowledge (religion) +79, Listen +51,
Meditation +81, Search +47, Sense Motive
+48, Sneak +41, Spellcraft +63, Spot +51,
Taunt+46, Tumble +41,Undead Empathy +46,
Wilderness Lore +49

Feats: Alertness, Combat Reflexes, Dodge, Great

Fortitude, Improved Initiative, Iron Will, Light-
ning Reflexes, Mental Clarity, Mobility,
Multidexterity, Multiweapon Fighting, Mystic
Capacity [x2], Parry, Power Attack, School
Specialization (alteration), Spring Attack,
Whirlwind Attack

Climate/Terrain: ~ Any land
Organization: Solitary (unique)
Challenge Rating: 36

Treasure: Triple standard
Alignment: Neutral evil

Advancement Range: By character class
Faction: Followers of Atenha’Ra

Oescription

In ages past, the goddess Luclin sent her avatar, an
Akheva-like being she called Akelha’Ra, to rule over her
subjects as high priestess. Though her love for Luclin was
unparalleled, Akelha’Ra wished to do more. Accordingly,
she decided to create a twin of herself from the living
shadows on the dark side of Luclin. After great labors,
Akelha’Raand the other Akhevasucceeded, and the result
was the being now known as Atenha’Ra.

For many years, all was well between the twins. Each
oversaw the affairs of the Akheva in her own way and
followed the will of the goddess. In time, however, the dark
twin began to change. She grew arrogant and proud, and
saw that the Akheva had begun to wander from the paths
of righteousness. They began to shun the sacred language of
the Akheva — the Fleshless Tongue — and to speak the

languages of the lesser races of Luclin. Akelha’Ra saw no
blasphemy in this, for in speaking the languages of the other
races, the Akheva could more easily rule and control them.

Atenha’Ra, however, found such explanations to be
repugnant and demanded that the other Akheva abandon
their heretical practices: Only the Fleshless Tongue was to
be spoken by the Akheva, and the penalty for further
disobedience was death. Soon, the entire Akheva nation
was plunged into civil war, and Luclin’s people felt their
grasp on power slipping away.

The war lasted for untold years until at last Atenha’Ra
and her followers conspired to summon up a mighty storm
known as the Maiden’s Scar. This storm — its fury unprec-
edented on the surface of Luclin’s Moon — descended
upon the followers of Akelha'Ra, smashing their cities,
devastating their estates, and utterly destroying the last
vestiges of Akhevan authority. Akelha’Ra perished in the
disaster — her essence and her name were reduced to mere
wisps, and she was therefore called Akelha’ra — and her
followers were scattered. Utterly defeated, Akelha’ra’s fac-
tion retreated to the ruins of their cities in the blasted
region now called the Maiden’s Eye.

Though victorious, Atenha’Ra now lacked the power to
pursue her foes. Most of the Akheva had perished in the
war, and the sole surviving aspect of Luclin’s avatar re-
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=y treated to the fastness of Vex Thal, the last surviving
) Akheva city. There she dwells even today, along with her
‘(o few living followers and the shades of those who perished
ey in the war, and she constantly plots a return to power.
Ve Akelha’ra (and thus Atenha’Ra) were made in the image
— of the goddess Luclin, and so differ somewhat from their

androgynous fellow Akheva. Atenha'Ra stands well over
30 feet in height and resembles a four-armed humanoid
ro- female with pale skin and a fierce expression. She is nearly
as beautiful as the goddess Luclin herself, but, as with her
patroness, Atenha’Ra’s beauty is a fearsome thing, and she
3, does not tolerate the presence of lessers in her fortress.

s Combat

. Atenha’Ra’s power rivals that of the most ancient drag-
&) ons and even of certain demigods. She does not shy away
from combat, eagerly attacking intruders, although she
normally allows her Akheva to take the brunt of enemies’
=S physical attacks while she casts spells to aid them and keeps
= their enemies in a state of confusion; she then typically
o enters battle when her foes’ morale and strength begins to
falter.
—. Fear Aura (Su): Atenha’Ra can radiate a fear aura in a
50-foot radius as a free action. A Will save (DC 38) negates
= the effect. Once a creature successfully saves against the
-, aura, it cannot be affected by Atenha’Ra’s aura for 24 hours.
o The power otherwise works like a fear spell cast by a 36th-
A level caster.
Spell-Like Abilities (mana cost): Cloak of the Akheva
< (25), devouring darkness (67), funeral pyre of Kelador (75),
73 gangrenous touch of Zum’uul (69), mind wrack (100), splurt
i (40), trepidation (7), Zevfeer’s theft of vitae (92).

Further, Atenha’Ra may summon any mortal creature
within 115 feet to any location within 15 feet of herself as
: if by the wizard spell decession (mana cost 17; no save,
V- though SR applies). She need not be able to see the target
to use this ability.

Where applicable, Atenha’Ra’s spell-like abilities are as
the spells cast by a 36th-level caster (save DC 20 + spell
level) and use the same mana pool as her spells.

Cleric Spells Typically Prepared (mana cost, modified
ol for Greater Specialization and celestial healer divine power):
-~ Annul magic (13), banish summoned (37), bulwark of faith
— (58), enforced reverence (33), hammer of souls* (42), judge-
. ment (54), Marzin’s mark (96), the Unspoken Word (64),
wake of tranquility (45), word of redemption (147). Save DC
23 + spell level. Mana Pool: 1,846.

* This new spell is found in Chapter 5 of EQ: Luclin.
o Stun (Ex): Anyone struck by Atenha’Ra’s slam attack
= must make a Fortitude save (DC 57) or be stunned for 1d4
rounds.

Cleric Abilities (Ex): Atenha’Ra has all the powers and
abilities of a 35th-level cleric (see Heroes of Norrath). Her
divine powers are bestow divine aura, celestial healer,
purify soul, and receive divine aura (x2), and her high
b divine powers (see Heroes of Norrath) are divine resurrec-
' tion, hastened aura, and improved purify soul. Her Greater
> Specialization ability applies to alteration magic.

Divinity (Ex): Although Atenha’Ra is an avatar of sorts
and not fully a god, she is still divine in nature and thus is
not affected by any spell or effect that can target only
mortals. She does not automatically fail at attack rolls or
skill or ability checks on a natural roll of 1, as do mortals.
She has no need of food, water, air, or any other condition
or commodity that mortals consider necessary to life, nor
need she use material components for any spell or ability.
She may assume any size from Large to Colossal at will as a
move action; her ability scores are unaffected by size
changes, but all other modifiers, including attack bonuses,
damage dice, and AC, are altered as applicable.

Immunities (Ex): Atenha’Ra is immune to charm, fear,
hypnotism, mesmerization, sleep, and paralysis effects. She is
also immune to acid, disease, poison, and sonic attacks or
damage.

See In Darkness (Su): Atenha’Ra has the supernatural
ability to see perfectly well in darkness of any kind, even
magical darkness created by spells or magic items.

Telepathy (Su): Atenha’Ra has the ability to communi-
cate telepathically with any creature within 300 feet, as
long as that creature speaks a language.

Resistances (Ex): Atenha’Ra has cold, electricity, fire,
and magic resistance (60).

AegisorJudbgment

Description: This great shield was granted
to Atenha’Ra by the goddess Luclin herself.
Atenha'Ra rarely uses it, but if she knows
dangerous foes are nearby, she may gird her-
self with the great blue-black aegis of judgement.

Powers: This metal shield is equivalent to
a +06 large steel shield, but sized for a Gargan-
tuan being. When carried, the aegis of
judgement grants the bearer a +8 bonus on
Channeling checks.

Aegis of Judgement (AC +8, arcane 15%,
check —1; hardness 18, 66 hp, Break DC 32).

Con +5, Wis +5, hp +30, mana +20, all
resistances (7), all energy-based saves +2.

Bonus types: Ability scores = augmenta-
tion. AC = armor/augmentation. Hit points
= divine. Mana = divine. Resistance = aug-
mentation. Save = augmentation. Skill =
divine.

Caster Level: 30th.

Market Price: 3,875,310 gp.

Slot: Shield.

Weight: 95 lbs.
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Va XiAtenha’Ra

Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Huge Outsider (Evil)

Cleric 27

36d8+376 plus 27d8+297 (976 hp)

+9 (+5 Dex, +4 Improved Initiative)

70 ft.

43 (-2 size, +5 Dex, +30 natural)

+56/+75

4 slams +65 melee

Slam 3d6+11 plus stun

10 ft. by 10 ft./15 ft.

Fear aura, spell-like abilities, spells, stun
Cleric abilities, damage reduction 35/+5 and
17/—, fast healing 30, immunities, resistances,
see in darkness, spell resistance 39, telepathy
Fort +43, Ref +36, Will +46

Str 33, Dex 20, Con 33, Int 29, Wis 32, Cha 30
Appraise +47, Balance +43, Bluff +46, Chan-
neling+86, Climb +52, Diplomacy +44, Gather
Information +46, Heal +78, Hide +29, Intimi-
date +46, Jump +52, Knowledge (art and lit-
erature) +31, Knowledge (folklore) +31, Knowl-
edge (geography) +47, Knowledge (history)
+47, Knowledge (local lore) +31, Knowledge
(mysticism) +46, Knowledge (planar travel)
+31, Knowledge (religion) +79, Listen +51,
Meditation +81, Search +47, Sense Motive
+48, Sneak +41, Spellcraft +63, Spot +51,
Taunt+46, Tumble +41,Undead Empathy +46,
Wilderness Lore +49

Alertness, Cleave, Combat Reflexes, Dodge,
Improved Initiative, Lightning Reflexes, Men-
tal Clarity, Mobility, Multidexterity,
Multiweapon Fighting, Mental Clarity, Mystic
Capacity (x2), Parry, Power Attack, School
Specialization (alteration), Spring Attack,
Whirlwind Attack

Any land

Solitary (unique)

32

Triple standard
Neutral evil

Advancement Range: By character class

Faction:

Oescription

Followers of Atenha’Ra

The being called Va Xi Atenha’Ra (Fl. “Shadow of
Atenha’Ra”) is a lesser clone of the great mistress of Vex
Thal, yet she is nevertheless a terrifyingly powerful oppo-
nent in her own right; naive adventurers may believe that,
when fighting her, they are actually fighting the true

Atenha’Ra.

VaXiAtenha'Rais discernible from her greater counter-
part only in size — she stands only about 26 feet tall, or

roughly shoulder height beside Atenha’Ra.

Combat

Va Xi Atenha’Ra’s power is considerable, matched by
only afew of the most ancient Akheva remaining on Luclin

£
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today. In combat, she operates much as Atenh’Ra
herself, and she always fights to defend her coun-
terpart to the best of her ability.

Fear Aura (Su): Va Xi Atenha’Ra can radiate
a fear aura in a 40-foot radius as a free action. A
Will save (DC 38) negates the effect. Once a
creature successfully saves against the aura, it
cannot be affected by Va Xi Atenha’Ra’s aura for
24 hours. The power otherwise works like a fear
spell cast by a 36th-level caster.

Spell-Like Abilities (mana cost): Cloak of the
Akheva (25), devouring darkness (67), funeral pyre
of Kelador (75), gangrenous touch of Zum’uul (69),
mind wrack (100), splurt (40), trepidation (7),
Zevfeer’s theft of vitae (92).

Further, Va Xi Atenha’Ra may summon any
mortal creature within 115 feet to any location
within 15 feet of herself as if by the wizard spell
decession (mana cost 17; no save, though SR
applies). She need not be able to see the target to
use this ability.

Where applicable, Va Xi Atenha’Ra’s spell-like
abilities are as the spells cast by a 36th-level caster
(save DC 20 + spell level), and use the same mana
pool as her spells.

Cleric Spells Prepared (mana cost, modified
for Greater Specialization and celestial healer
divine power): Annulmagic (13), banish summoned
(37), complete healing (54), enforced reverence (33),
hammer of divinity* (42), judgement (54), Naltron’s
mark (83), paralyzing earth (16), stun command
(25), word of vigor (100). Caster level 27th; save
DC 21 + spell level. Mana Pool: 1,314.

* This new spell is found in Chapter 5 of EQ:
Luclin.

Stun (Ex): Anyonestruck by VaXi Atenha’Ra’s
slam attack must make a Fortitude save (DC 49)
or be stunned for 1d4 rounds.

Cleric Abilities: Va Xi Atenha’Ra has all the
powers and abilities of a 27th-level cleric. Her
divine powers are bestow divine aura, celestial
healer, purify soul, and receive divine aura, and
her Greater Specialization ability applies to alter-
ation magic.

Immunities (Ex): Va Xi Atenha’Ra is immune
to charm, fear, hypnotism, mesmerization, sleep,
and paralysis effects. She is also immune to acid,
disease, poison, and sonic attacks.

Resistances (Ex): Va Xi Atenha’Ra has cold,
electricity, fire, and magic resistance (50).

See In Darkness (Su): Va Xi Atenha’Ra has
the supernatural ability to see perfectly well in
darkness of any kind, even magical darkness cre-
ated by spells or magic items.

Telepathy (Su): Va Xi Atenha’Ra has the
ability to communicate telepathically with any
creature within 100 feet, as long as that creature
speaks a language.
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=) bing and crushing opponents until they are dead, and then \

~ ’ L
) BlOODOF ssra€5hza moving on to the next. VA

( Huge Construct
P Hit Dice: 48d10 (480 hp)
Ve Initiative: —1(Dex)
s Speed: 20 ft. (can’t run)
Tt AC: 36 (=2 size, —1 Dex, +29 natural)
2 BAB/Grapple: +36/+60
e Attacks: 2 slams +50 melee
Damage: Slam 4d6+16
- Face/Reach: 10 ft. by 10 ft./15 ft.
. Special Attacks:  Improved grab, rampage, rend 8d6+32
- Special Qualities:  Alternate form, blood link, construct, damage
b2 reduction 20/+4, magic immunity, resistances,
h weapon immunities
& Saves: Fort +16, Ref +15, Will +16
o~ Abilities: Str 42, Dex 8, Con —, Int —, Wis 10, Cha 1
Skills: —
=S Feats: —
— Climate/Terrain:  Any
e Organization: Solitary (unique)
; Challenge Rating: 24
r- Treasure: None
) Alignment: Always neutral
=S Advancement Range: None
= Faction: Emperor of Ssraeshza

=% Oescription

This unique construct, appearing

— as an enormous imperial golem ap-
. parently formed of nothing more
::7 than congealed blood, acts as the
personal guardian of the shissar

emperor. It was first created centu-
. ries ago by combining the blood of |
K shissar nobles with that of their em-
peror, well after they had fled Norrath
in the face of the Green Death.
— Today, the Blood of Ssraeshza
ot resides in a deep trough that runs
through the emperor’s throne

Improved Grab (Ex): In order to use this ability, the )
Blood of Ssraeshza must hit with a slam attack. ¢

Rampage (Ex): Once every 1d6 rounds as a full attack VA
action, the Blood of Ssraeshza can make a single slam attack —
against every opponent within its reach (15 feet). bt

Rend (Ex): If the Blood of Ssraeshza hits a single
opponent with both slam attacks in the same round, it
rends the target for additional 8d6+32 points of damage. If
the Blood of Ssraeshza pins a target by grappling, it can also
rend automatically as an attack action each round.

Alternate Form (Ex): The Blood of Ssraeshza exists as
an enormous pool of blood when at rest. It flows about as a
normal viscous liquid, and circulates slowly in any con-
tainer it which it is placed. As a full-round action, it can
transform into its humanoid form.

Blood Link (Su): The Blood of Ssraeshza is linked \
inextricably and inviolably to the shissar emperor. As long o)
as the Blood of Ssraeshza has at least 1 hit point and remains ~
within one mile of Ssraeshza, the Emperor is protected as if .

by the spell divine aura. _

Magic Immunity (Ex): The Blood of Ssraeshza s
is immune to all spells, spell-like abilities, and
supernatural effects, except as follows: Any
spell of the ice line reduces its movement
by half for 2 rounds; a boil blood spell deals
4d10 points of damage per round; and a =
lava bolt spell deals half its normal dam-
age and bypasses the construct’s normal o
fire resistance. The Blood of Ssraeshza o
gets no saving throw against any of (2
these effects. -
Resistances (Ex): The Blood of
Ssraeshza has bonuses of fire and
| sonicresistance (25)andacid, cold, r
\ and electricity resistance (50).
Weapon Immunities (Ex): The =
Blood of Ssraeshza takes half dam- —_

age from blunt orslashing attacks.

A room, transforming into its ma- PR
~— terial form if any intruder -~
-~ approaches to within 10 feet. s
et .
23 Combat L3P
= The Blood of Ssraeshza is =
] a mindless guardian of the
1) shissar ruler. It fights with ;
o) absolutely no concern forits .Y
(o3 own destruction, attacking (=3
e intruders as brutally and \
> violently as it can, grab- =
- r—
>N -
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Cht’thk

Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:
Damage:
Face/Reach:

Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Bloodling

Small Vermin

1d8 (4 hp)

+1 (Dex)

20 ft., burrow 10 ft., climb 10 ft.
16 (+1 size, +1 Dex, +4 natural)
+0/-5

Gore +2 melee and bite —5 melee
Gore 1d6—1; bite 1d3—1

5 ft.by 5 ft./5 ft.

Hive mind, scent, tremorsense 30 ft., vermin

Fort +2, Ref +1, Will +0

Str 8, Dex 12, Con 11, Int —, Wis 10, Cha 3

Hide +7*, Listen +5, Sneak +4, Spot —2

Weapon Finesse (gore)®

Any temperate or warm land and underground

Solitary, pair, brood (3—8), swarm (7—15), or colony (10—-30)
1/2

None

Always neutral

Advancement Range: 2—3 HD (Small)

Faction:

Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

None

Ash Beetle

Large Vermin

6d8+18 (45 hp)

+1 (Dex)

20 ft., climb 10 ft.

21 (—1size, +1 Dex, +11 natural)
+4/+15

Gore +10 melee and bite +8 melee
Gore 1d10+7; bite 1d8+3

5 ft. by 10 ft./5 ft.

Fearsome charge 3d6+10

Damage reduction 4/—, hive mind, scent,
tremorsense 30 ft., vermin

Fort +8, Ref +3, Will +3

Str 25, Dex 12, Con 17, Int —, Wis 12, Cha 6
Hide +1*, Listen +6, Sneak +4, Spot —1
Multiattack

Temperate or warm forest

Solitary, pair, swarm (3—6), or colony (5-20)
4

None
Always neutral

Advancement Range: 7—14 HD (Large); 15—18 HD (Huge)

Faction:

Oescription

Part of a racially polymorphic class of insects easily as
diverse as termites, the beetle-like cht’thk are generally
slow-moving and sturdy. Although their appearances vary
widely from type to type, cht’'thk share a few traits in
common. All have aremarkably hard, often colorful exosk-
eleton, though they appear in different shades and with
unique markings; all have six multi-jointed legs and promi-
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None

Swarmer

Medium-Size Vermin

3d8+3 (36 hp)

+1 (Dex)

30 ft., climb 20 ft.

18 (+1Dex, +7 natural)

+2/+3

Bite +3 melee and gore +1 melee

Bite 1d8+1; gore 1d8

5ft.by 5 ft./5 ft.

Damage reduction 2/—, hive mind, scent, tremorsense 30
ft., vermin

Fort +4, Ref +2, Will +1

Str 13, Dex 12, Con 13, Int —, Wis 10, Cha 5
Hide +5*, Listen +5, Sneak +4, Spot —2
Multiattack®

Any temperate or warm land and underground
Pair, brood (3—6), swarm (7—15), or colony (15—-50)
3

None

Always neutral

4 HD (Medium-size); 5—9 HD (Large)

None

Bloodbulk

Small Vermin

7d8+36 (76 hp)

+0

20 ft., climb 10 ft.

24 (+1 size, +1 Dex, +12 natural)
+6/+5

2 claws +10 melee and gore +8 melee
Claw 1d6+3; gore 1d6+1

5 ft. by 5 ft./5 ft.

Improved grab, rend 2d6+6

Damage reduction 5/—, hive mind, scent, tremorsense 30
ft., vermin

Fort +10, Ref +4, Will +4

Str 16, Dex 12, Con 19, Int —, Wis 12, Cha 7
Hide +10, Listen +6, Sneak +7, Spot +0
Multiattack

Temperate or warm desert and underground

Solitary, pair,brood (3—8), swarm (7—15), or colony (10—30)
6

None
Always neutral
10—14 HD (Small); 15—27 HD (Medium-size)

None

nent horns— both a central, upward-jutting horn (prompt-

ing the inevitable comparisons to the rhino beetle) and a
second set of curving horns like those of a prize bull. Most
also have rather large, protruding mandibles, but, unlike
actual beetles, cht’thk usually use their horns as weapons as
opposed to merely biting. As a whole they have poor
eyesight, relying instead on their keen smell and other
senses common among insects to find prey or to defend
themselves and their colonies.
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The primary difference between cht'thk and typical
(giant) beetles is that cht’thk are carnivorous hunters
rather than omnivorous scavengers. Cht’thk often burrow
into the earth and lie just inches below the surface awaiting
prey, sensing the approach of creatures through vibrations
in the tiny bristles that grow on their legs. A traveler could
pass quite close to a colony without being aware of its
presence — and be unpleasantly surprised as the hostile
creatures swarm in defense of theirhome. Cht’thk normally
never venture more than five miles away from their nest.

- Certain humanoid tribes are known to make vividly
:_i—, , colored hide armor and breastplates from the hard shells of
s cht’thk.
(o3
w0t Combat
2% Cht’thk are mindless, like any vermin, but they possess a
M~ rudimentary collective awareness, making them extremely
£/ dangerous in large groups. They are aggressive and territo-
oS rial, known to attack suddenly and without any apparent
-

provocation, particularly if they sense or learn of creatures
too near their underground nests.

Pk - Hive Mind (Ex): All cht'thk within 5 miles of their
- colony or nest are in constant communication with their
q hive-mates. If one is aware of a particular danger, they all
% 5 ;f.‘ are. If one in a group is not flat-footed, none of them are. No
-{ S, cht’thk in a group is considered flanked unless all of them
L ! are.
,—fr' Skills: All cht'thk receive a +2 racial bonus on Listen
checks and a -2 racial penalty on Spot checks.
) Bloodling
. %] These creatures were named by explorers who took them
RS for larval forms of other cht’thk, but in fact bloodlings are
oh a subspecies unto themselves, rarely growing larger than 3
] feet in length.
s Adult bloodlings are a pale yellow-pink color, not unlike
. that of a summer sunset, with delicate dark pink and red
sy
&
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Monsters or Luclin

striations along their length, often darkening to a rosy red
at their extremities. Like all cht'thk, they sport a large
central horn and a second set of curving horns, as well as
oversized mandibles. In bloodlings, the central horn is a
dull yellow in color, while the secondary horns are gener-
ally a rosy peach or pale reddish color.

Combat

Despite their size, bloodlings are aggressive creatures, not
hesitating to attack creatures considerably larger than
themselves.

Skills: *When partially buried in loose sand or silt, a
cht'thk bloodling receives a +4 racial bonus on Hide

checks.

Swarmer

Swarmers are large beetle-like creatures, flat and broad
but with long legs; some larger specimens can reach lengths
of 9 or 10 feet. Adult swarmers are a dull grey in color, with
darkened patches appearing, seemingly at random, across
their backs. This relatively bland coloration is a great boon
when the swarmer wishes to hide in one of Luclin’s many
shadowy regions, as it often does while waiting for prey to
pass by.

Swarmer mandibles can reach several feet in length,
sometimes nearly half that of the cht’thk itself, and are
weapons every bit as deadly as any sword. Cht’thk swarmers
are rarely if ever encountered alone; they always travel in
numbers, and pose a considerable risk to those who are
unprepared for their great numbers.

Combat

As their name suggests, swarmers are given to attacking
in a mass; given their hive mind and tremorsense abilities,
a creature moving through swarmer territory rarely does so
without battling past these effective pack hunters.

Nol SACKDA
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Skills: *In shadowy surroundings, a cht’thk swarmer
receives a +6 racial bonus on Hide checks.

Ash Beetle

These large, heavily armored cht’thk are a bright yellow
in color, tinged slightly grey near the extremities and
having occasional black patches on the backs of their
shells. They are rarely found outside of Shadeweaver’s
Thicket, where they hide in the loose earth or among
foliage that reflects the light, thus camouflaging the crea-
ture amid the sun’s dappled yellow glare.

Combat

Ash beetles are more likely to be encountered alone than
other cht’thk; this does not mean, however, that more ash
beetles are not nearby. They usually begin combat by
charging foes, smashing into them and dealing tremendous
damage with their large horns.

Fearsome Charge (Ex): An ash beetle generally begins
abattle by charging at an opponent. If it hits, its gore attack
deals 3d6+10 points of damage.

Skills: *In forest terrain, a cht’thk ash beetle receives a
+4 racial bonus on Hide checks during daylight hours.

Bloodbulk

This variety of cht’thk is quite rare, and no one has ever
reported encountering one outside of Shadeweaver’s
Thicket. Bloodbulks are bright red in color, with a rela-

Elysian

Disturbed Remains

Medium-Size Undead
Hit Dice: 30d12 (195 hp)
Initiative: +7 (+3 Dex, +4 Improved Initiative)
Speed: 30 ft.
AC: 30 (+3 Dex, +13 natural, +4 chain shirt)
BAB/Grapple: +15/+24
Attacks: Slam +25/+22/+19/+16/+13 melee
Damage: Slam 2d6+13 plus Con drain
Face/Reach: 5ft.by 5 ft./5 ft.
Special Attacks:  Constitution drain, magic attack +5, rapid blows

Special Qualities:
lifesense, see invisible, SR 24, undead

Saves: Fort +10, Ref +13, Will +17

Damage reduction 8/—, immunities, infravision,

tively high, dome-shaped carapace. Unlike other cht’thk,
they have an elongated pair of pincers, almost like those of
a crab or lobster. By comparison, their mandibles are quite
small, hardly large enough to raise a welt on human skin.
Their claws and horns are more than sufficient for defense
and hunting purposes, however. Bloodbulks eat by tearing
their food into tiny morsels, much like the crabs they
resemble.

Cht’thk bloodbulks get their name from their superficial
resemblance — barring the difference in size — to the great
underbulks that dwell elsewhere on Luclin. Bloodbulk
claws are considered a great delicacy among many of the
moon’s various inhabitants, but the bloodbulk’s scarcity
and ferocity make acquiring its claws a time-consuming
and dangerous enterprise.

Combat

Chrt’thk bloodbulks attack with their remarkably power-
ful claws, clutching and crushing prey while tearing with
the claws’ serrated edges.

Improved Grab (Ex): To use this ability, a bloodbulk
must hit with a claw attack. If it gets a hold, it can rend.

Rend (Ex): If the bloodbulk hits with two claws in the
same round, or if it hits with a second claw against an
opponent already held in the first, it latches onto the
opponent’s body and tears the flesh. This attack automati-
cally deals an additional 2d6+6 points of damage.

Skills: Bloodbulks receive a +4 racial bonus on Hide and

Sneak checks.

Elder

Medium-Size Undead

35d12 (227 hp)

+8 (+4 Dex, +4 Improved Initiative)

30 ft.

31 (+4 Dex, +17 natural)

+17/+25

Slam +25/+21/+17/+13/+9 melee

Slam 2d6+12 plus Con drain

5 ft. by 5 ft./5 ft.

Constitution drain, magic attack +5, rapid blows, spell-like
abilities

Damage reduction 7/—, Greater Specialization (evocation),
immunities, infravision, lifesense, seeinvisible, SR 27, undead

Fort +11, Ref +17, Will +26

Abilities: Str 28, Dex 17, Con —, Int 7, Wis 10, Cha 8 Str 26, Dex 19, Con —, Int 13, Wis 25, Cha 14

Skills: Hide +15*, Jump +17, Listen +21, Sneak +22, Spot +21 Channeling +26, Hide +12*, Listen +24, Meditation +37,
Spellcraft +11, Spot +22, Wilderness Lore +15

Feats: Alertness, Cleave, Double Attack, Finishing Blow, Alertness, Combat Casting, Combat Reflexes, Dodge, Im-

Improved Initiative, Power Attack, Riposte, Weapon

Focus (slam)

Climate/Terrain:
Organization: Solitary, pair, or squad (3—6)
Challenge Rating: 21

Treasure: No coins; 50% goods; 50% items
Alignment: Always disorderly neutral
Advancement Range: 31-60 HD (Medium-size)
Faction: None

Any temperate or warm land and underground

proved Initiative, Lightning Reflexes, Mental Clarity, Power
Attack, School Specialization (evocation), Spell Focus

(alteration), Spell Focus (evocation), Track

Any temperate or warm land and underground

Solitary or squad (1Elysian elder plus 3—6 disturbed remains)
25

No coins; 50% goods; standard items
Always disorderly neutral
36—70 HD (Medium-size)

None
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5 Oescri ption Elysian: “Elder” is an honorific to denote those Elysians _‘s_
) i _ ) ) , who were once both warriors of renown and masters of .:“;.r {
O A pioneering noble fgmlly of the Combine Empire, the druidic magic. Now, animated against their will to serve the TS
\ir members of House Elysian left the early settlement of the fell Akhevans, they simply wander Luclin, usually hover- A
= followers of Katta many centuries ago, looking for more ing about ancient Elysian holdings. .
5, land to call their own. Known for both their prowess in
(=3 druidic magics and their fierce household warriors, this Combat
1 family was deged to b_e the best equipped to explore the Elysian elders wield great magical power in the form of
= new territories of Luclm. ) druid spells, and are doughty foes in melee as well. Only the
Sadly, the Elys1ans‘ never returned after crossing the very powerful should think to attack them. Fortunately,
= Dawnshroud Mountains to the south. Legend tells that like the lesser Elysians, elders are not necessarily hostile to
o they encountered the Akheva and were slaughtered to the the contrite or gentle. Those who would pillage the ancient
= last. Now, when one refe.rs to the Elys1ags, she means those holdings of House Elysian, though, had best be warned.
- poor members of the ancient House Elysian that have been . o . . , .
(o3 X dbv foul Akh. . J ded K Spell-Like Abilities: A typical Elysian elder’s spell-like
v z‘mlmgte oy Ouh i e\ia magicsand commanded toattac abilities (and the mana cost for each, modified for the elder’s
; ) \ intru er§ Into their r?a m. . ) Greater Specialization) are as follows: Blizzard (50), egress
= The dlstur.bed Elysian undead of Luchr} are mighty, not (17), engulfingroots (17), ice (38), levitation (10), scoriae (38),
to be taken lightly by even the most .expenenced and bardy upheaval (94), and winged death (58). An Elysian elder may
% of adventurers. Worse, they are easily mistaken for simple summon any creature to within 30 feet of itself as if by the e
:",' dark-boned skeletons or the like, a fact that has cost more wizard spell decession (mana cost 20). Itneed not be able to see ":'-.
[~ 3 than one explorer’s life in the last few decades since Luclin’s the target of the decession to use this ability. (3
<1 4 (re)discovery. These abilities are as the spells cast by a 25th-level druid <1
— (save DC 16 + spell level, DC 18 + spell level for alteration =
r ) v
] Combat and evocation effects) with a mana pool of 350.
T Disturbed Elysians are terrible opponents, unflagging o
oY and persistent. Their bony hands strike rapidly with the Corrupted ELlysians 7
G force of mauls, and their bony forms are resistant to most Many Elysians, both disturbed and elders — many of whom, G
pee punishment. They use solid tactics, having some memory despite theirundeadstate, have managed toretain theirneutrality gt 3
X of their training as soldiers, but are not particularly intelli- and to some extent their “humanity” — have been wholly X
" gentand cansometimesbe fooled by well-played stratagems. corrupted over the centuries by the experience of undeath and the b
"N However, Elysians do not always attack living creatures black magic of the Akheva. To get the statistics for these evil, S
— if the intruders seem properly respectful and relatively much more violent Elysians, simply apply the corrupted template =
— harmless. Any act of spellcasting or drawing of weapons is (see EQ: Monsters of Norrath, p. 152). -

aess liable to be interpreted as hostility, though, and dealt with
s 31 accordingly.
) Constitution Drain (Su): Anopponenthitbyan Elysian’s

A slam attack must make a Fortitude save (DC 24) or suffer
; 1d6 points of permanent Constitution drain. ]
o) Magic Attack (Su): For purposes of overcoming a target’s o)
(2 damage reduction, an Elysian’s body and hands are consid- (~2
] ered +5 magic weapons. This grants no actual bonus to the
— Elysian’s attack or damage rolls. .
;—*_ﬁ Rapid Blows (Ex): The Elysian’s slam attacks are treated ~
s as unarmed attacks for the purpose of determining iterative Vs
(=3 attacks (base delay 4). (=3
s Immunities (Ex): Elysians are immune to cold damage ¥
) and take only half damage from slashing or piercing attacks. ~
G Lifesense (Su): Elysians can sense the presence and N
location of any living creature within 60 feet as if with the
A blindsight ability. A
"._ See Invisible (Su): Elysians can continuously see invis- ".;
Loy ible as the spell. o
Skills: *In darkened or shadowy conditions, Elysians A
o receive a +8 racial bonus on Hide checks. e
S ELder =t
. .;_"' “Elder Elysians” refers not to chronologically older -
Ve Elysians, but to the former rulers and heroes of House -
' b e
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Medium-Size Aberration >0
Hit Dice: 5d8+10 (32 hp) R7;
Initiative: +2 (Dex) A
Speed: 30 ft. =
AC: 17 (+2 Dex, +5 natural) )
BAB/Grapple: +3/+5 82
Attacks: Bite +5 melee and 2 claws +3 melee e
Damage: Bite 1d6+2; claw 1d3+1
Face/Reach: 5 ft.by 5 ft./5 ft. A
Special Attacks:  Rake 1d4+2 N
Special Qualities:  Low-light vision, scent -
Saves: Fort +3, Ref +3, Will +5 2
Abilities: Str15, Dex 14, Con 15, Int 5, Wis 12, Cha 6 -
Skills: Hide +5*, Listen +6, Sneak +6, Spot +6, Pt
Wilderness Lore +2 A T s
. WA=
Feats: Multiattack = :
Climate/Terrain:  Any underground =%
Organization: Pack (3—24) -
Challenge Rating: 2 )
Treasure: No coins or goods; standard items =
Alignment: Always neutral =y
Advancement Range: 6—10 HD (Medium-size); 11-15 HD (Large)
Faction: None _(;;,
Oescription ue (Y 7,
Those who first glimpse a fungus fiend in the darkness of 7y
the caverns beneath Luclin’s Moon may be forgiven for
thinking them to be humanoid or reptilian creatures. They 7 5
are upright and bipedal, with heavy ridged heads and small =
squinty eyes. Their hands are equipped with clawed fingers, =~
and their legs have an extra joint and end in two sharp- i
clawed toes. Their hides are tough, with thick bony plating Rumors persist, even among well-traveled cave explor- 4
down their backs and leathery skin that shrugs off even ers, of fungus fiends with spell-like abilities that resemble a
powerful sword blows. Their legs are equipped with an extra those of shamans, although these rumors have yet to be 7
backward-pointing claw, and their deadly jaws have a confirmed.
double row of teeth, the better to tear apart prey or graze on "X~
tough fungus growths. panpreyore Combat T~
Fungus fiends are named for the patches of fungus that Fungus fiends are possessed of a certain malign intelli- :
grow on their scaly hides, which help them hide in the gence, and their ultrasonic communications enable them d
gloom of Luclin’s rocky caverns. Their true nature isn’t to coordinate attacks frighteningly well. It is known that 7
certain, for they seem to combine characteristics of mam- fungus fiends respond when one of their number is in -
mals, reptiles, and amphibians. Aggressive and violent, distress, and they sometimes use crude tactics against hunt- N
they attack any intruders in their realm, often ripping a ers, prey, and other foes. 52/
victim to pieces rather than settling for a quick kill. Their A small group of fungus fiends often engages foes from X
clawsare greatly prized as knives, for they are very sharp and the front, causing as much damage and mayhem as possible, <
hold an edge almost as well as steel. while a second group circles around behind, catching
Found throughout Luclin’s underground, fungus fiends opponents unawares from behind. They are fond of using &
serve a useful function, acting as predators and scavengers trip attacks, especially against unwary or surprised foes. e
for the subterranean world. Omnivorous, they eat any- Rake (Ex): If a fungus fiend hits an opponent with both )
thing, and are well-equipped as hunters and foragers. Their claw attacks in the same round, it can then make two V3
innate aggression keeps non-native species at bay, and their additional rake attacks (+5 melee) against that opponent =
flesh sometimes provides food for galorians, tegi, and other with its clawed feet for 1d4+1 points of damage each. s
tribal cultures that dwell in the caves. Skills: *In underground surroundings or among Luclin’s d
Highly social, fungus fiends appear to communicate by forests of fungal growth, fungus fiends receive a +4 racial ==
some form of ultrasonic signaling, too high in pitch for most bonus on Hide checks. =
other creatures to hear. -
r: q
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o Common Trog Tarmok
g Medium-Size Humanoid Medium-Size Humanoid Medium-Size Humanoid
= Hit Dice: 6d8+12 (37 hp) 8d8+16 (52 hp) 10d8+30+7 (82 hp)
— Initiative: +0 +0 +0
e Speed: 20 ft. in armor (30 ft. base) 20 ft. in armor (30 ft. base) 20 ft. in armor (30 ft. base)
BAB/Grapple: +4/+7 +6/+10 +7/+11
r AC: 15 (+2 natural, +3 hide armor) 15 (+2 natural, +3 hide armor) 16 (+3 natural, +3 hide armor)
Attacks: Slam +7 melee; or greatclub +7 melee; Slam +10/+5 melee; or greatclub +10/+4  Slam +11/+6 melee; or greatclub +11/+5
- or javelin +4 ranged melee; or rock +6 ranged melee; or javelin +7 ranged
— Damage: Slam 1d4+3; greatclub 1d12+4; Slam 1d4+4; greatclub 1d12+6; Slam 1d4+4; greatclub 1d12+6;
- javelin 1d6+3 rock 1d3+4 javelin 1d6+4
- Face/Reach: 5 ft.by 5 ft./5 ft. 5 ft. by 5 ft./5 ft. 5 ft. by 5 ft./5 ft.
Special Attacks: — — —
= Special Qualities:  Home ground, low-light vision, sturdiness Home ground, low-light vision, sturdiness ~ Home ground, low-light vision, sturdiness
X Saves: Fort +7, Ref +2, Will +2 Fort +8, Ref +2, Will +2 Fort +10, Ref +3, Will +3
\ Abilities: Str16,Dex10,Con 15,1nt 7, Wis11,Cha8  Str18,Dex 10,Con 15, Int 5, Wis1l,Cha6  Str18,Dex 10, Con17,1Int 7, Wis 11, Cha 10
o) Skills: Climb +2, Jump +1, Knowledge (local = Climb +3, Jump +3, Knowledge (local ~ Climb +3, Handle Animal +1, Jump +3,
~ lore) —1, Listen +1, Profession or lore) +0, Listen +2, Spot +2, Swim +5  Knowledge (local lore) +0, Listen +2,
% Trade Skill (any one) +1, Spot +1, Profession or Trade Skill (any one) +1
2 Swim +4, Wilderness Lore +1 Spot +1, Swim +5, Wilderness Lore +1
K Feats: Endurance, Power Attack Endurance, Power Attack Endurance, Power Attack, Toughened
Climate/Terrain:  Any land and underground Any land and underground Any land and underground
et Organization: — Tribe (10—200 galorians, plus 1—6 shamans and 1 chief)—
~ Challenge Rating: 2 3 4
-~ i Treasure: Standard Standard Standard
¥ Alignment: Usually neutral Usually neutral evil Usually neutral
Advancement Range: By character class By character class By character class
. Faction: By tribe Trog Tribesmen Tarmok Tribesmen
(53 Goranga Gantru
Medium-Size Humanoid Medium-Size Humanoid
- Hit Dice: 12d8+48 (102 hp) 15d8+60+7 (136 hp)
X Initiative: +0 +1 (Dex)
\ Speed: 20 ft. in armor (30 ft. base) 20 ft. in armor (30 ft. base)
) BAB/Grapple: +7/+14 +11/+16
~ AC: 17 (+4 natural, +3 hide armor) 18 (+1 Dex, +4 natural, +3 hide armor)
‘ Attacks: Slam +14/+9 melee; or two-handed hammer +14/+8 Slam +16/+11/+6 melee; or spear +16/+11/+6 melee; or
melee; or longbow +9/+4 ranged javelin +12 ranged
/ Damage: Slam 1d4+5; two-handed hammer 2d6+7; longbow 1d8/x3  Slam 1d6+5; spear 1d8+7/x3; javelin 1d6+5
% Face/Reach: 5ft.by 5 ft./5 ft. 5 ft. by 5 ft./5 ft.
o~ Special Attacks: — —
‘ Special Qualities:  Home ground, low-light vision, sturdiness Home ground, low-light vision, sturdiness
Saves: Fort +12, Ref +4, Will +4 Fort +13, Ref +6, Will +5
= Abilities: Str 20, Dex 10, Con 19, Int 7, Wis 11, Cha 10 Str 20, Dex 12, Con 17, Int 7, Wis 11, Cha 8
Skills: Climb +5, Handle Animal +1, Jump +4, Knowledge (local ~ Climb +5,Handle Animal +1, Jump +4,Knowledge (local lore)
- lore) +1, Listen +2, Profession or Trade Skill (any one) ~ +1, Listen +3, Profession or Trade Skill (any one) +2, Spot
v o) +2, Spot +2, Swim +6, Wilderness Lore +1 +2, Swim +6, Wilderness Lore +3
(o3 Feats: Cleave, Endurance, Power Attack Cleave, Endurance, Power Attack, Toughened
3 Climate/Terrain:  Any land and underground Any land and underground
- Organization: — Tribe (10120 galorians, plus 1-6 shamans and 1 chief) —
A Challenge Rating: 5 6
: Treasure: Standard Standard
) Alignment: Usually neutral Usually neutral
3 Advancement Range: By character class By character class
F Faction: Goranga Tribesmen Gantru Tribesmen
AT P e P VLI VS Do o P A O
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%, ODescription
: .L&:,;‘ Galorians are primitive humanoids that dwell upon the
Moon of Luclin, most commonly on the light side or in the
& Moon’s Twilight regions, and in cavern complexes scat-
tered beneath the surface. They are of roughly human
Fea) height, although some approach the size of barbarians, with
3 sloping foreheads and jet black hair, dressing primarily in
i animal skins. Their faces are decidedly simian in cast, but
\] they have sharply pointed ears like those of a troll.
i Galorians are split into tribes ranging from the Trog (or
i “troglodytes”) of the Netherbian Lair to the mighty Gantru
i of the Umbral Plains. They are ruled by chieftains who may
‘ be the strongest and most brutal (in the case of the Trog),
the wisest and most accomplished in the shamanic arts (the
Tarmok), or the greatest hunters (the Goranga). These
chiefs are assisted by tribal shamans, warriors, hunters, or
other advisors.
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A highly spiritual race, the galorians worship ancestral
and natural spirits, and their shamans manipulate the
unseen forces around them. Each tribe has its own distinct
homeland, from which it gains its spiritual force and
identity. A tribe that is driven from its homeland must give
up its ancestral name and be simply referred to as
“galorians of [insert tribal location]” until the
lost homeland is regained. This unfortunate
event recently befell the Sambata tribe of
the Dawnshroud Peaks when their ances-
tral cave complex was overrun by rock
hoppers; today, they are simply the
“galorians of the Dawnshroud,” but
they hope to retake the caves and
their rightful name.

Galorian tribes vary greatly in their
outlook and attitude toward outsid-
ers. The primitive Trogs of the
Netherbian Lair attack all outsiders on
sight, while the Tarmok of the Fungus
Grove are relatively peaceful, occasion-
ally negotiating and trading with the
inhabitants of nearby Shadow Haven. Some
tribes, especially those dwelling in regions
where food is scarce (such as the fierce
Gantru), are rumored to be cannibalistic.
Galorians do not keep slaves, although
they have sometimes been enslaved by
others, such as the grimlings or
the Inquisitors of Seru.

Galorians speak their
own guttural tongue.

)

r-»
-5 Combat
L Galorians are skilled hunters and
= savage fighters, making up in brute
Y force what they lack in intelligence.
F 3 Theyare extremely knowledgeable
- about their tribal territories, and
- use this knowledge to maneuver
- around foes, moving silently and
o' attacking from ambush. They of-
Ny tendistractfoes with ranged attacks,
. :‘
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then assault enemies from the rear as they move to meet the
perceived threat.

More advanced galorians, such as the Tarmok or the
Goranga, also use nets to trap opponents. Their great
strength makes them very difficult to immobilize, even by
magic, as several overconfident spellcasters have discov-
ered.

Home Ground (Ex): Galorians have an intimate knowl-
edge of the terrain within five miles of their home village
or cavern, receiving a +2 racial bonus on all Hide, Knowl-
edge (local lore), Sneak, Spot, and Wilderness Lore checks
in this area. However, if a galorian tribe has lost its name
due to being driven out of its ancestral area, all of its
members instead suffer a—2 penalty on all Hide, Knowledge
(local lore), Sneak, Spot, and Wilderness Lore checks until
such time as the hereditary area is recovered, or else until
a new territory has been claimed and one generation has
passed.

Sturdiness (Ex): Galorians receive a +4 racial bonus on
any saving throw or skill or ability check to avoid being
held, pinned, or immobilized, whether physically or magi-
cally. Note that this bonus does not apply to the galorian’s
grapple bonus, for example, when he is trying to hold or pin
another.
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=1 H Saves: Fort +8, Ref +1, Will +5 \
g9 ) Galorl'an Shaman ) } . Abilities: Str 14, Dex 8, Con 15, Int 7, Wis 17, Cha 4 R NS
2 ) Galqnan splelcasters practice shamamc magic in keep- Skills: Channeling +7, Climb +0, Knowledge (local lore) +0, Listen ~

\irt ing with their reverence for the living world. When 4 Meditation +11, Spot +4, Swim +3

o encountering a typical galorian shaman, use the following Feats: Endurance, Skill Talent (Meditation)
:-. -‘ statistics in place of those given above for common galorians. Challenge Rating: 6 F
o Wlh ere there is no alterate given here, use the common Spell-Like Abilities: A typical Trog shaman’s spell-like s

!, galorian stats. ) abilities (and the mana cost for each) are as follows: Drowsy

— The sample shaman .below has th.e strengthep.spel.l in 3), frost 1ift (3), scale skin (4), sicken (5), spirit sight (4),
effeﬁct‘op himself at al_l times, due to his totem spirit ability tainted breath (7), talisman of the beast (4). These are as spells
= (this is included in his statistics). cast by a 6th-level shaman (save DC 13 + spell level) with
Initiative: —1 (Dex) a pool of 36 mana.
s Speed: 20 ft. in armor (30 ft. base)
s BAB/Grapple: +4/+7 TarmokGalorian
AC: 14 (—1Dex, +2 natural, +3 hide armor) o The Tarmok live in the Fungus Caves deep beneath the
Attacks: Slam +7 melee; or club +7 melee; or javelin +3 ranged surface of the Moon of Luclin. More inelligent and pow-
~ Dama.ge: Slam 1d4+3; C'F'b 1d6'>+'r§;1ave|m 1d6+3 erful than the Trog, the Tarmok are not a particularly
Spec!al Atta(':k.s: Spell-like abilities A N N violent race, often interacting with outsiders. They are
= SpeCIal. _Qualltles:_ Home ground, low-light vision, spirit mastery ruled by several powerful shamans known as Callers, who e
— (totem spirit), sturdiness ' are able to summon creatures out of the caverns to test the =
o Sa\.@s.: Fort +7, Ref +1, Wil +5 ' bravery, skill, and integrity of their own warriors, or of those
z Abilities: Str 17, Dex 8, Con 15, Int 7, Wis 16, Cha 8 who seek alliance with from the Tarmok. Those who pass .
S ' Skills: Channeling +6, Climb +1, Jump +1, Knowledge (local lore) +1, the Callers’ ordeal earn the loyalty and trust of the tribe. —
Listen +4, Meditation +7, Trade Skill (alchemy) +5, Swim +4, Wilder-

! ness Lore +4 Caller .y
=) Feats: Combat. Caszmg, Endurance Tarmok Callers are tribal rulers. They combine the )
4 Challenge Batmg:. T ) ) ) abilities of warriors and shamans, and have an innate

M Spell-Like Abilities: A typical galorian shaman’s spell-like ability to summon large numbers of fungus fiends (and L {34
N abilities (and the mana cost for each) are as follows: Cure some, it is rumored, can call other creatures of the under- N
poison (3), drowsy (3), fleeting fury (2), frost rift (3), minor ground). Use the following statistics in place of those of
> ),‘4 healing (2), scale skin (4). These are as spell's cast by a 4th- those given for Goranga (not Tarmok) galorians; where E "._
-~ level shaman (save DC 13 + spell level) with a pool of 24 there is no alternate given below, use the standard Goranga ~
. mana. stats. =
% . The sample shaman below has the spirit of bear spell in 7
Trog Galorian effect on himself at all times, due to his totem spirit ability AR
= Found in the Netherbian Lair, these brutish galorians (this is included in his statistics). =
attack anyone who ventures near their realm. Ruled at all BAB/Grapple: +7/+12

’ times by a single chieftain who rose to his position simply Attacks: Slam +12/+7 melee; or heavy flail +12/+7 melee -
=) by killing all his rivals (possibly including the chieftain Damage: Slam 1d4+3; heavy flail 1d10+4/19—20 )
<. before him), the Trog are the least intelligent and most Special Attacks: Call fiends, spell-like abilities s

savage of the galorla.n tribes. They boast a single shaman Special Qualities: Alchemy mastery, home ground, low-light vision,
and his lone apprentice (use common shaman stats) at any spirit mastery (totem spirit), sturdiness -
" given time, who alone among the tribe have the knowledge Saves: Fort +12, Ref +4, Will +10 s
,’- and power to control the spirits. Abilties: Str 16, Dex 10, Con 19, Int 9, Wis 17, Cha 10 7~
bES Skills: Channeling +14, Climb +1, Handle Animal +2, Jump +1, Knowl- G
L5 TrogShaman edge (local lore) +4€f Listen +6, Meditation +16, SpellcraftE5, Spot +6,
A Trog shamans are every bit as crude and brutal as their  Swim +6, Trade Skill (alchemy) +14, Wilderness Lore +6 :
r fellows, but they are blessed with slightly greater spiritual Feats: Endurance, Iron Will, Power Attack, School Specialization r—
authority and force. They usually serve the chieftain only  (conjuration) ]
s for mutual benefit, enforcing their leader’s edict in ex- Challenge Rating: 7 >
‘,"__ change for favored treatment. Call Fiends (Sp) : Three times per day as an attack action, :‘-'_
o Use the following statistics in place of those given above a Tarmok Caller can conjure up 1d4 fungus fiends. These 5
; for Trog galorians; where there is no alternate given here, fiends are not at all under the Caller’s control once they
= use Trog galorian stats. arrive, appearing within (2d10)x10 feet and usually attack- =
Initiative: —1 (Dex) ingimmediately. The Caller can also undertake a ceremony
> BAB/Grapple: +6/+8 using common herbal substances and shamanic procedures .
T AC: 14 (—1Dex, +2 natural, +3 hide armor) to conjure the fiends. In this case, the conjuring takes o)
[~ : Attacks: Slam +8/+3 melee; or greatclub +8/+2 melee (1d4)x10 minutes, but can be performed any number of &3
— Damage: Slam 1d4+2; greatclub 1d12+3 times as long as the caller has access to the correct sub- <
- Special Attacks: Spell-like abilities stances (which may differ from Caller to Caller). e
: Special Qualities: Home ground, low-light vision, spirit mastery Spell-Like Abilities: A typical Tarmok Caller’s spell-like iy
=~ (hungry spirits), sturdiness abilities (and the mana cost for each) are as follows: N
B e A O [ 25 Y As . A0 e Ao
- m—— = — -




O B ™ f

_— RO LA W

Monsters or Luclin

N\ S F ;
N T Al

Affliction (13), cancel magic (5), healing (10), insidious fever
(5), spirit of cat (10), spirit of wolf (7), spirit strike (12), waking
sleep (10). These are as spells cast by a 9th-level shaman
(save DC 14 + spell level) with a pool of 72 mana.

GorangaGalorian

The Goranga tribe inhabits the wastelands of the Maiden’s
Eye, west of Marus Seru. Culturally, they are somewhat
more sophisticated than their underground cousins and are
significantly stronger. The Goranga are engaged in a con-
stant struggle against the other creatures of the Eye —
agents of the Akheva, undead predators, tegi, and others —
and occasionally attempt to recruit adventurers and the
like to aid them. Though they are spiritually advanced and
fairly intelligent, the Goranga are nevertheless a primitive
race, entranced with trinkets and shiny objects. They
readily trade for attractive jewelry or iron weapons and
tools, or for other goods produced by more technologically
advanced cultures.

GorangaShaman

For Goranga shamans, simply use the stats for Tarmok
Callers, but without the call fiend ability.

GantruGalorian

The most powerful and fearsome of the known galorian
tribes, the Gantru dwell in the harsh environs of the
Umbral Plains. Brave and exceedingly loyal to their own,
the Gantru are also highly xenophobic and aggressive,
attacking outsiders with little or no provocation. Fighters
by nature, they also have a number of shamans who
command considerable power and influence. The Gantru
are a distrustful lot, and do not lightly — if ever — make
alliance or even trade with non-galorians.

GantruShaman

Gantrushamans are among the most powerful of galorian
spellcasters. For a Gantru shaman, use the following statis-

tics in place of those given for Gantru galorians above;
where there is no alternate given here, use the standard
Gantru stats.

The sample shaman below has the spirit of bear spell in
effect on himself at all times, due to his totem spirit ability,
and wears a Gantru bracelet of sense (see Al'Kabor’s Arcana).
These benefits are included in his statistics.

Hit Dice: 15d8+75 (142 hp)

Initiative: +O

BAB/Grapple: +11/+14

AC: 17 (+4 natural, +3 hide armor)

Attacks: Slam +14/+7/+4 melee; or +1 spear +15/+10/+5 melee; or
javelin +11 ranged

Damage: Slam 1d6+3; +1 spear 1d8+5/x3; javelin 1d6+3

Special Attacks: Spell-like abilities

Special Qualities: Alchemy mastery, home ground, low-light vision,
spirit mastery (totem spirit), sturdiness

Saves: Fort +14, Ref +5, Will +13

Abilities: Str 16, Dex 11, Con 20, Int 7, Wis 23, Cha 8

Skills: Channeling +20, Climb +1, Handle Animal +3, Jump +1, Knowl-
edge (local lore) +4, Listen +8, Meditation +24, Spellcraft +5, Spot +8,
Swim +7, Trade Skill (alchemy) +16, Wilderness Lore +8

Feats: Endurance, Iron Will, Mystic Capacity, Power Attack, School
Specialization (conjuration)

Challenge Rating: 11

Spell-Like Abilities: A typical Gantru shaman’s spell-like
abilities (and the mana cost for each) are as follows: Cancel
magic (5), creeping vision (4), envenomed breath (17), healing
(10), poison storm (21), spirit of monkey (7), spirit of wolf (7),
turtle skin (8), waking sleep (10). These are as spells cast by
a 11th-level shaman (save DC 16 + spell level) with a pool
of 132 mana.

GalorianCharacters

By far the most common class among galorians is militia-
man, although leader types tend to advance as warriors
instead. Shamans are common as well, although there are
usually only afew shamans in any given tribe. A few hunters
of the Goranga tribe have learned the skills of the ranger,
and some Trog leaders have been known to take levels in
rogue.




Grimling

Hit Dice:
Initiative:
Speed:
AC:

BAB/Grapple:
Attacks:

Damage:

Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
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Grimling Grimling Warrior Grimling Necromancer
Small Humanoid (Grimling) Small Humanoid (Grimling) Small Humanoid (Grimling)
3d8+7 (22 hp) 6d8+18 (45 hp) 8d8+8 (44 hp)
+1 (Dex) +2 (Dex) +1 (Dex)

30 ft., climb 20 ft.
14 (+1 size, +1 Dex, +2 natural)

+2/-2
2 claws +3 melee; or short sword
+3 melee

Claw 1d3; short sword 1d6/19-20

5 ft. by 5 ft./5 ft.

Berserking, hated races

Ultravision

Fort +4, Ref +4, Will +1

Str10,Dex 13, Con 16, nt 7, Wis 11, Cha 6
Climb +8, Hide +5*, Listen +3,
Sneak +5, Spot +3, Swim +1,
Wilderness Lore +1

Alertness

Temperate or cold hills and mountains

30 ft., climb 20 ft.

18 (+1size, +2 Dex, +3 natural,

+2 leather armor)

+4/+1

2 claws +6 melee; or short sword

+6 melee; or javelin +7 ranged

Claw 1d3+1; short sword 1d6+1/19—20;
javelin 1d6+1

5ft.by 5 ft./5 ft.

Berserking, hated races

Ultravision

Fort +5, Ref +7, Will +2

Str12,Dex 15, Con 16, Int 7, Wis 11, Cha 6
Climb +7, Hide +6*, Listen +4, Sneak +5,
Spot +4, Swim +1, Wilderness Lore +1

Alertness, Combat Reflexes

Temperate or cold hills and mountains

30 ft., climb 20 ft.
14 (+1 size, +1 Dex, +2 natural)

+6/+1

2 claws +6 melee; or dagger +6/+2
melee

Claw 1d3—1; dagger 1d3-1/19-20

5 ft.by 5 ft./ 5 ft.

Berserking, death mastery (fear-
storm), hated races, spell-like abilities
Ultravision

Fort +3, Ref +7, Will +2

Str 8, Dex 13, Con 12, Int 15, Wis 11, Cha 6
Climb +7, Channeling +7, Hide +7*,
Knowledge (mysticism) +8, Listen +6,
Meditation +13, Sneak +5, Spellcraft
+10, Spot +6, Swim +1, Wilderness Lore +1
Alertness, Combat Casting, School
Specialization (conjuration)
Temperate or cold hills and mountains

— Solitary, pair, patrol (3—7), band (10—40 plus 10—20 noncombatants plus 1 warrior per 10 adults, 1—3 priests and/
or necromancers, and 1 chieftain), or tribe (40—80 plus 100% noncombatants plus 1 warrior per 10 adults, 13 chieftains,
2-5 priests and/or necromancers, 1 priest or necromancer of 5th—7th level, and 1 chieftain of 5th—7th level) —

1
Standard

Usually neutral evil

Advancement Range: By character class

Faction:

Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Grimlings of the Forest or
Grimlings of the Moor

Grimling Priest

Small Humanoid (Grimling)
8d8+16 (52 hp)

+1 (Dex)

30 ft., climb 20 ft.

19 (+1 size, +1 Dex, +3 natural, +4 chain shirt)

+6/+2

2 claws +6 melee
Claw 1d3

5 ft.by 5 ft./5 ft.

Berserking, hated races, spell-like abilities
Divine power (receive divine aura), ultravision

Fort +4, Ref +7, Will +5

Str 10, Dex 13, Con 14, Int 7, Wis 17, Cha 8

2

Standard

Usually neutral evil

By character class
Grimlings of the Forest or
Grimlings of the Moor

Grimling Chieftain

6

Standard

Usually neutral evil

By character class
Grimlings of the Forest or
Grimlings of the Moor

Medium-Size Humanoid (Grimling)

10d8+30 (75 hp)

+6 (+2 Dex, +4 Improved Initiative)

30 ft., climb 20 ft.

+7/+10

23 (+2 Dex, +5 natural, +4 chain shirt, +2 large shield)

2 claws +10; or longsword +10/+5 melee; or javelin +7 ranged

Claw 1d4+3; longsword 1d8+3/17—20; javelin 1d6+3

5 ft. by 5 Ft./5 ft.

Ultravision

Berserking, hated races

Fort +6, Ref +7, Will +4

Str 16, Dex 15, Con 16, Int 11, Wis 13, Cha 8

Climb +6, Channeling +7, Hide +4*, Knowledge (religion) +0,
Listen +5, Meditation +8, Sneak +2, Spellcraft +1, Spot +5, Swim +1
Alertness, Combat Casting, School Specialization (conjuration)
Temperate or cold hills and mountains

Climb +7, Hide +3*, Knowledge (warcraft) +3, Listen +6,
Sneak +5, Spot +6, Swim +4, Wilderness Lore +3

Alertness, Combat Reflexes, Improved Initiative
Temperate or cold hills and mountains

— Solitary, pair, patrol (3—7), band (10—40 plus 10—20 noncombatants plus 1 warrior per 10 adults, 1-3 priests and/
or necromancers, and | chieftain), or tribe (40—80 plus 100% noncombatants plus | warrior per 10 adults, 13 chieftains,
2-5 priests and/or necromancers, 1 priest or necromancer of 5th—7th level, and 1 chieftain of Sth—7th level) —

7
Standard

Usually neutral evil

Advancement Range: By character class

Faction:

Grimlings of the Forest or Grimlings of the Moor

o

4
Standard

Usually neutral evil

By character class

Grimlings of the Forest or Grimlings of the Moor
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Oescri ption B.erserk'ing (Ex): All grimlings hgve the bersirking " <
The primitive and brutal race of grimlings was inadvert- ab 11‘1’ty typical of characters of the weror class (see “War- B
_ _ rior” in Chapter 3 of the EQ: Player’s Handbook). 0
ently discovered by the Vah Shir as they delved beneath Hated Races (Ex): Grimlings hate most other livin Sy
the surface of Luclin’s Moon for acrylia ore. Short in stature thi but : ricul gh tred f 1 (b t}% LS4
with a somewhat spindly yet surprisingly strong build, s, but reserve a particutar Aatred tor wotves 1bo N
rimlings are pale-skinned and have coarse black hair. sonic and ordinary), owlbears, and Vah Shir. They DSNRAY 1
g by paie . a +1 bonus to both attack and damage rolls against such R
There is little physical difference between male and female vy
grimlings; males tend toward service as warriors and fe- oppo?ents. o ) ) .»'_.r:
males favor spellcasting, but neither male spellcasters nor Skills: Grimlings receive a +2 racial bonus on Sne?k s
1 female warriors are UNCOMMOn. checks. *When underground, they receive a +4 racial b
{ ) ) o bonus on Hide checks. N
{ Ferocious, violent, and sadistic, grimlings attack anyone it
they do not trust — and on Luclin, this includes just about GrimlingWarrior =
everyone and everything. They especially hate Vah Shir, g9 N
and take great delight in torturing captive kerrans. The Ordinary grimlings, usually called “grunts,” can serve as i
grimlings are also engaged in a fierce struggle with the guards and fighters at need, but grimling warriors are the L1
owlbears and sonic wolves for control of Hollowshade elite defenders of the tribe. They are skilled in battle and P
Moor. braver than the average grimling, who only feels comfort- oYs
Though the grimlings are as a rule crude and dull-witted, able fighting in large groups. e
they nevertheless dwell in an extensive complexes of At higher levels, warriors generally gain titles such as =®
chambers, galleries, hallways, and chambers deep beneath Skulleracker (with 24 additional levels), Marauder (5-8 =
Luclin’s surface. It is reported that the grimlings of the additional levels), and Skullsplitter (9+ extra levels). Most Y
Grimling Forest have created an impressive subterranean grimling warriors advance in warrior, though a few also take TS
city, said to be full of abstract geometric decorations and levels in rogue. Grimlings with monk levels, while cer- .
elaborate designs, but most scholars argue that such archi- tainly not common, are not unheard of. :
tecture and construction seem far beyond the grimlings’ et
present skills and abilities. They are known to serve a b il
mysterious ruler who may be the sole survivor of an ancient A ‘ il
civilization, which the grimlings might have served as =
slaves or warriors, and this connection may shed light on b
the origin of the grimlings’ great city. v
Grimling necromancers and priests can wield consider- (::
able power in their culture, but the knowledge of magic is )
a jealously guarded secret among them. Captured enemies v 2
are ritualistically tortured and slain by grimlings under the %
supervision of priests and necromancers, and, worse still, (A=)
many are then raised as undead to serve the grimlings in the St
acrylia mines. Some undead are released into the Grimling :
Forest to trouble the Vah Shir and other non-grimling P,
inhabitants of the region. be |
Grimlings are not sophisticated in their dealings with s
outsiders, generally preferring bloodshed and mayhem to 4
diplomacy, but some of their chieftains occasionally allow ' >
trade with other races — except Vah Shir — delighting in )
the unusual and the abstract. They sometimes trade acrylia XN
ore for well-crafted weapons and tools of leather or wood. A
Grimlings forge their own weapons, but these are relatively L ed
crude, and they only rarely if ever craft heavy armors. -‘,:__,‘-
Combat &
When encountered alone or faced by clearly superior L
foes, grimlings usually try to hide or flee. They take courage >
in numbers, though, and become ferocious when they Lo
think they have the upper hand. Warriors consider it their S
sacred duty to keep grimling spellcasters safe, while necro- =7
mancers and priests cast destructive magics against enemies Fided
or summon undead reinforcements. _r_."..' !
If they have at least equal numbers, grimlings always =N
attack Vah Shir, owlbears, and wolves (both sonic and -
otherwise) on sight, for they are raised from birth to despise |
these foes. :-';l
)
(&
- - - - ‘ ——————pr————s — -
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defending grimling priests and other noncombatants, often
sacrificing themselves so that others can escape or cast
spells. Sadistic and cruel to other races, warriors often set up
deadly traps and arrange cunning ambushes. Traps that
confine or cripple foes are preferred, for the grimlings like
to take captives for sacrifice or torment.

Grimling Necromancer

Necromancers play a crucial role among the grimlings,
providing their death-worshipping culture with a steady
stream of undead servants to labor in the mines and to serve
as low-grade, dispensable soldiery. Many grimling rituals
revolve around the necromancers and their priestly coun-
terparts, and include sacrifice, torture, and the raising of
undead. Necromancers also aid grimling warriors outside
the Acrylia Caves, and are especially hated by their Vah
Shir foes.

Higher-level grimling necromancers’ titles include
“Cadaverist” (3-5 additional necromancer levels),

“Deathbringer” (6-9 additional levels), and “Corpseraiser”
(10+ additional levels).

Combat

Like most of their race, grimling necromancers delight in
inflicting pain and suffering. In combat, they first summon
undead creatures to defend them (if they do not already
have pets present), then focus on especially painful and
distracting spells. They usually expect ordinary grimlings
and warriors and their undead servants to keep enemies at
bay.

Spell-Like Abilities: A typical grimling necromancer’s
spell-like abilities (and the mana cost for each) are as
follows: Bone walk (13), disease cloud (2), fear (7), leach (12),
leering corpse (7), lifespike (3), poison bolt (5), scent of dusk
(8). These are as the spells cast by an 8th-level necroman-
cer (save DC 12 + spell level) with a pool of 32 mana.
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Combat Grimling Priest

Grimling warriors are well-trained and less likely to flee o
than ordinary grimlings. They are especially dedicated to  O€scription

No one is sure where the grimling priests get their
magical powers. They are not known to worship any gods,
yet they wield divine energies all the same, aiding necro-
mancers in the creation of undead, officiating at sacrificial
rituals, and serving as leaders or as advisors to other grimlings.

Oddly, higher-level grimling priests are rarely given
special titles like warriors and necromancers, even though
they command a great deal of respect among their people.

Combat

Grimling priests prefer to stay out of any fray, instead
casting spells from behind their followers. When forced to,
a grimling priest can be a challenging opponent, but most
other grimlings are required — under pain of death — to
keep them from harm.

Spell-Like Abilities: A typical grimling priest’s spell-
like abilities (and the mana cost for each) are as follows:
Courage (2), fear (7), furor (3), hammer of wrath (8), holy
armor (3), light healing (5), reckless strength (5), root (5).
These are as the spells cast by an 8th-level cleric (save DC
13 + spell level) with a pool of 48 mana.

Grimling Chiertain

Grimling chieftains are older, larger, and tougher than
the rest — the simple ability to survive the brutal rigors of
grimling society requires greater intelligence, skill, and low
cunning, making grimling leaders among the most fear-
some and dangerous of their kind. Grimling chieftains vary
greatly — most advance as warriors, but some also gain
levels as priests or necromancers, enhancing their already
considerable combat skills.

Combat

Grimling chieftains did not rise so high in their tribe by
taking unnecessary risks. They prefer to lead from the rear,
allowing their more brave and fanatical followers to bear
the brunt of any enemy attack. While their tactics are
normally unsophisticated, grimlings led by a chieftain
often employ unusual stratagems, such as feigned retreats,
envelopments, missile attacks from the rear, traps, and
subterfuge, making them especially challenging foes.

T
AL




e

PG TG AT S S RS : o R
t\" % ’7.' R AJ_I - "‘_;L“‘:‘,LCQ'—? 1 — Mor?s‘ters C_)F LUClln o \:.‘__ _“.'.‘:'. '.'.‘._'.“.',':
p)
. Horse (&
. ::11 Riding Horse Warhorse L2 ﬂ-'
y Large Animal Large Animal : bi4A
o Hit Dice: 3d8+6 (19 hp) 4d8+12 (30 hp) I~
; = Initiative: +1 (Dex) +1 (Dex) =
i Speed: 50 ft. 50 ft. )
T AC: 14 (—1 size, +1 Dex, +4 natural) 15 (—1 size, +1 Dex, +5 natural) b '.7',:-
I b= BAB/Grapple: +2/+8 +3/411 L
] = { Attacks: 2 hooves +3 melee 2 hooves +6 melee and bite +2 melee .
c 3 Damage: Hoof 1d6+2 Hoof 1d6+4; bite 1d4+2 | ( >
] =3 Face/Reach: 5 ft. by 10 ft./5 ft. 5 ft. by 10 ft./5 ft. N
l | Special Qualities:  Low-light vision, scent Low-light vision, scent o
W ,‘! Saves: Fort +5, Ref +4, Will +2 Fort +7, Ref +5, Will +2 ?.".t.l
’ r Abilities: Str 15, Dex 13, Con 15, Int 2, Wis 12, Cha 6 Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha 6 L 3 "
Skills: Listen +6, Spot +6 Listen +7, Spot +7 .»::;.
4 Feats: Run® Run®, Weapon Focus (bite)® s
Climate/Terrain:  Any temperate or warm land and underground Any temperate or warm land and underground n
Organization: Solitary Solitary (;;':
Challenge Rating:  1/2 2 )
/ Treasure: None None 3 21
J Alignment: Always neutral Always neutral (P5X)
Advancement Range: 4—6 HD (Large) 5-6 HD (Large); 7—8 HD (Huge) )
Faction: None None P
el
/ Description o7 ‘,{
y These great, muscular beasts, so rare on Norrath, travel B
in large herds on the surface of Luclin. Careful and tena- .
cious handlers might capture them and break them to serve (.\ ~
as beasts of burden or even, though the training is difficult, 5N
as warriors’ mounts. =
Since they are so rare and expensive, horses on Luclin or N
: on Norrath are never used as simple beasts of burden — U334
they are invariably trained to bear riders. ;_ﬁ
Riding Horse e
A riding horse cannot fight while carrying a rider. e
1) Carrying Capacity: A light load for a riding horse is up ) *
to 200 pounds; a medium load, 201-400 pounds; a heavy
load, 401-600 pounds. S
Warhorse .:
A warhorse can fight while carrying a rider, but the rider Les 4
r cannot also attack unless he or she succeeds ataRide check i3
(DC 10). (=
Carrying Capacity: A light load for a warhorse is up to Yo
300 pounds; a medium load, 301-600 pounds; a heavy load, F'<
601-900 pounds. ('_-".: :
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=y respectively Kaas Thox Xi Ans Dyek (“Black Blood of the i
} 4',1 l(aas Tbox Earth”), Kaas Thox Xi Vereor (“Black Blood of Terror”), '\._51
o Gargantuan Ooze and Kaas Thox Xi Aten Ha Ra (“Black Blood of =1
el Hit Dice: 30d10+300 (495 hp) Atenha’Ra”), they dwell in the heart of the last surviving e
o= A Tnitiative: —3 (Dex) Akhevan fortress, the black city of Vex Thal. Theyall serve -
— Speed: 20 ft., climb 20 ft. Atenha'Ra in Vex Thal.
‘ T AC: 3 (-4 size, —3 Dex)
e BAB/Grapple:  +22/+47 Combat
- Attacks: Slam +31 melee Kaas Thox are mindless, bred only for combat, and they
. Damage: Slam 4d6+19 instinctively follow their masters’ orders. These creatures
o Face/Reach: 20 ft. by 40 ft./15 ft. attack directly, attempting to engulf and crush foes as
— Special Attacks:  Constrict 4d6+17, engulf, improved grab quickly and efficiently as possible.
por Special Qualities:  Blindsight, damage reduction 40/+4 and 10/ Constrict: A Kaas Thox deals automatic slam damage
e '- , immunities, ooze, resistances, spell resistance 29 with a successful grapple check.
X3P Sa\.n.es.: Fort +20, Ref +7, Will +5 _ Engulf (Ex): Although it moves slowly, aKaas Thox can
- Abilities: Str 36, Dex 4, Con 30, Int —, Wis 1, Cha 1 simply flow over Huge or smaller creatures as a standard
N Skills: — action. It cannot make a slam attack during a round in
% Feats: — which it engulfs. The Kaas Thox merely has to move over %
-y Climate/Terrain:  Any the opponents, affecting as many as it can cover. Oppo- -y
=) . . . . -
~d Organization: Solitary nents can make attacks of opportunity against the Kaas ~
_‘, e Challenge Rating: 24 Thox, but if they do so they are not entitled to a saving .L. o
e :;‘ Treasure: Standard throw: Those who do not attempt attacks of opportunity 3.4
- Alignment: Always neutral must succeed at a Reflex save (DC 38) or be engulfed; on .
' Advancement Range: 31—45 HD (Gargantuan); 46—60HD (Colossal) ~ asuccess, theyare pushed back oraside (opponent’s choice) ;
i b= Faction: Followers of Atenha’Ra as the cube moves forward. Engulfed creatures are consid- e
" ered to be grappled and trapped within the Kaas Thox’s o
tL A Oescri ption body (and are Fherefore subject’to its constrict attack), an’d .“, . ‘.‘ :
L These vast, amorphous black creatures were crafted by area ffe‘c‘ted a 1ftbey are drffwnmg (see EQ: Game Master’s L
. . o Guide, “The Environment”).
the Akheva from their own blood, infused with living d be his abiliv. th .
:-'.,' shadow and the divine essence of the goddess Luclin. Once, ,ImP“’Ye Grab: To use this ability, the Kaas Thox. must ~f
s there were dozens of Kaas Thox (literally “black blood”) hit with its s.lam attack. .If it gets a hold it can constrict. A ;."
VT that served the Akheva and helped enforce their rule, Kaaslgl"hofx is not considered grappled when it holds or Ve
s commonly sent against especially dogged or dangerous foes. engulls a foe. o ‘ o o5
s They were a weapon of last resort, for few if any survived the Immqnltles: AKaas Thox is immune to acid, electricity, tig
2% Kaas Thox’s onslaught. and sonic damage. (2
e Today, only three of these fearsome monstrosities are Resistances: A Kaas Thox has bonuses of cold and fire G
- known to have survived the Akhevan civil war. Called resistance (30). ‘
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- Netherbian
sned Netherbian Swarmcaller Hive Tyrant
: Medium-Size Aberration Medium-Size Aberration Huge Aberration
AL Hit Dice: 7d8+14 (45 hp) 7d8 (31 hp) 25d8+150 (262 hp)
T Initiative: +3 (Dex) +3 (Dex) +2 (Dex)
£, Speed: 40 ft., climb 30 ft. 40 ft., climb 30 ft. 60 ft., climb 30 ft.
AC: 18 (+3 Dex, +5 natural) 14 (+2 Dex, +2 natural) 25 (=2 size, +2 Dex, +15 natural)
BAB/Grapple: +5/+7 +5/+5 +18/+35
Attacks: 2 claws +7 melee and bite +5 melee 2 claws +5 melee 2 claws +25 melee and bite +23 melee;
or 2 claws +23 melee and bite +21
melee and slam +23 melee
Damage: Claw 1d4+2; bite 1d3+1 Claw 1d4 Claw 2d6+7; bite 1d6+4; slam 1d8+9
Face/Reach: 5 ft.by 5 ft./5 ft. 5 ft. by 5 ft./5 ft. 10 ft. by 10 ft./15 ft.
Special Attacks:  Improved grab, pounce, rake 1d4+1  Pounce Improved grab, spell-like abilities

Special Qualities:  Blindsight 60 ft., hive mind, scent  Blindsight 60 ft., control swarm,

hive mind, scent, telepathy

Blindsight 60 ft., control swarm, hive
mind, scent, telepathy

Saves: Fort +4, Ref +5, Will +6 Fort +2, Ref +4, Will +7 Fort +14, Ref +8, Will +19
Abilities: Str15,Dex 17, Con 14, Int 6, Wis 12, Str11,Dex 15, Con 10, Int 12, Wis 14, Cha 1l Str 29, Dex 15, Con 22, Int 16, Wis 16,
Cha7 Chal?
Skills: Climb +10, Hide +10, Jump +11, Climb +11, Hide +11, Jump +5, Climb +17, Hide +2, Jump +19,
Listen +14, Sneak +10 Knowledge (local lore) +8, Listen +17,  Knowledge (local lore) +12, Listen +31,
Search +4, Sense Motive +13, Sneak +7  Search +11, Sense Motive +19, Sneak
+10
Feats: Multiattack Dodge, Mobility Cleave, Great Fortitude, lron Will,
Multiattack, Power Attack, Quicken
Spell-Like Ability, Skill Talent (Lis-
ten), Slam
Climate/Terrain:  Any underground Any underground Any underground
Organization: — Cluster (5—12 netherbians), swarm (10—50 netherbians plus 1—4 swarmcallers), or hive (20—100 netherbians plus
2—-8 swarmcallers and 1 hive tyrant) —
Challenge Rating: 3 2 12
Treasure: Standard Standard Double
Alignment: Usually neutral evil Usually neutral evil Always neutral evil
Advancement Range: 8—13 HD (Medium-size); 8—14 HD (Medium-size) 26-50 HD (Huge)
14—21HD (Large)
Faction: None None None
Oescri ption surface, but few if any can truly claim to have seen such a

Blind, fleshless creatures, netherbians are among the
most horrid-looking of monsters on all of Luclin. Though
vaguely humanoid, they move with a hunched, crawling,
yet surprisingly rapid gait, using both hands and feet to grip
objects. They are skilled climbers and can easily scuttle up
all but the sheerest of surfaces.

Normally elusive scavengers, netherbians are a fearsome
challenge to most creatures when they band together into
swarms. They infest many of Luclin’s cave complexes,
preying on small animals and any unfortunate travelers
who pass nearby. Ravenous and persistent, netherbians
often deplete their territories of prey animals, and then
move to new locations. If food becomes too scarce,
netherbians are not above cannibalism, feeding on their
own or other swarms.

Like the tegi, netherbians appear to be entirely genderless,
and are thought to reproduce asexually. Each swarm has at
least one swarmcaller, a specialized netherbian who can
communicate with and coordinate the actions of large
groups of its kind. Legend holds that a single gigantic
netherbian called ahive tyrant dwells deep beneath Luclin’s
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creature.

Combat

Individual netherbians prefer to attack lone, weak, or
wounded individuals, rending them with claws and teeth.
If faced by superior forces, they typically flee. If there is a
swarmcaller nearby, netherbians fight more bravely, re-
treating only if their swarmcaller is killed or if the fight is
clearly going against them. When coordinated in this
manner, netherbians try to attack foes from all sides —
including from above or below. While a combat proceeds,
several netherbians attempt to scale nearby heights or cave
walls and drop down upon their enemies. They may also
scuttle behind and attack from the rear.

Netherbians under the command of a swarmcaller also
favor hit-and-run tactics, inflicting minor damage on foes,
forcing them to use healing magic or waste missile ammu-
nition, falling back, and then attacking again later before
foes have fully recovered.

Improved Grab (Ex): To use this ability, the netherbian
must hit with a claw attack. If it gets a hold, it can rake.
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=z Pounce (Ex): A netherbian can make a full attack on the rumors and the terrified tales of travelers, the hive tyrant _l\ _
' ») first round of combat, even if it has already taken a move has never been seen by anyone presently alive. .:'.‘;".r
" action. A hive tyrant stands over 20 feet in height and wields s
Fao | Rake (Ex): A netherbian that gets a hold on a foe can powerful elemental magic. Served by dozens of netherbians, .
ooy then make two additional rake attacks (+7 melee) against it wields the same powers as a swarmcaller, but its consid-
— that opponent with its clawed feet for 1d4+1 points of erable intelligence makes the tyrant’s guards even more
rovT damage each. If the netherbian pounces on the target and powerful and dangerous.
ehd, hits with a claw attack, it can also rake as part of the pounce
= full attack sequence. Combat
Hive Mind (Ex): All normal netherbians within 1 mile The hive tyrant allows its minions to do the fighting,
v of a netherbian swarmcaller are in constant communica- backing them up with magic. If drawn into combat, how-
’-‘-“ tion with their swarm-mates. If one of that swarm is aware ever, the tyrant buffs itself (assuming it has enough mana
g of a particular danger, they all are. If one in that swarm is left) and fights with enormous ferocity, ripping foes limb
(3 not flat-footed, none of them are. No netherbian in the from limb and swallowing great chunks of flesh. A hive
Ligd swarm is considered flanked unless all of them are. tyrant always fights to the death.
(e Skills: Netherbians receive a +4 racial bonus on Jump Control Swarm (Ex): A hive tyrant can control a hive
Y checks and a +8 racial bonus on Listen checks. of netherbians as large as twice the tyrant’s Hit Dice, not
X including its swarmcallers (thus, a 29-HD tyrant can con-
= Netherbian Swarmcaller trol a hive of 58 netherbians). Any netherbian belonging =N
- Groups of netherbians attack in swarms of up to 50 to .the hive receives a +3 to all saving throws, skill and I,_“_-
s individuals. These swarms are controlled by one or more ability c.hecks,.and attack and damage r011§ as 1'ong as the A
= \ individuals known as swarmcallers, and netherbians gain tyrant is within 300 feet.A It tbe tyrant is k1lled, each - :-_‘
r— advantages in combat due to their coordination and instant netherbian that belongs to its hive must make a Will save —
communication. Netherbians fight fiercely to protect their (DC21) or be f nig}Ttened for 2d4 hours.

St swarmcaller, but often lose heart and disperse if their Spell-Like Abilities: A typical hive tyrant’s spell»like e
LN swarmealler is slain. abilities (and the mana cost for each) are as follows: Barrier =
L of combustion (17), blaze (26), dismiss summoned (15), flame o
P Combat arc (33), greater shielding (20), monster summoning I [16-HD =

Swarmcallers avoid combat wherever possible. They are netherbian] (33), rain of lava (42), rain of ?Pikes (27). These ]
- usually smaller and weaker than normal netherbians, and are as the spells cast by a 20th-level magician (save DC 14 -
/o rely on theirfellows for protection. In extremis, aswarmcaller + spell level) with a pool of 160 mana. 3
(= candefend itself, but it is not capable of standing up for long Telepathy (Ex): At will, a hive tyrant can communicate (5t
I in open combat. telepathically with any netherbian (in- <
w3 Control Swarm (Ex): A swarmcaller can control a - cludingswarmcallers) within I mile. ATl
swarm of netherbians as large as twice the swarmcaller’s Hit P It may ?‘ddress any Pum‘?er of PRy
v Dice (thus, an 11-HD swarmcaller can control a swarm of ne.:therb1ar.15.at once in this way -
22 netherbians). Any netherbian belonging to the swarm - without difficulty.
S receives a +1 to all saving throws, skill and ability /77, Skills:' A netherb?an hive ty- -
> checks, and attack and damage rolls as long as its rant receives a +2 racial bonus on -
o swarmcaller is within 100 feet. If a swarmcaller is killed, \(}# Jump checks and a +8 racial bonus o
each netherbian within 1 mile that belongs to its swarm § on Listen and Sense Motive checks.
—F- must make a Will save (DC 17) or be frightened for 3d6 Y 2
= minutes. -
V= Telepathy (Ex): At will, a swarmcaller can communi- = ‘
Ko cate telepathically with any netherbian within 500 feet. s
oy It may address any number of netherbians at once in Sam L3
> this way, although maintaining a telepathic con- e Y\ e
G versation with more than one netherbian at a = : ) N
time is just as difficult as it is for a human to = J o '
;iﬁ_ simultaneously speak and listen to mul- / /4 A ’ﬂ ;;;\
-~ tiple people at the same time. Py m il | —
t f'_f Skills: Netherbian swarmcallers re- /f 5 ' Z i /i) \ .
. ) ceive a +2 racial bonus on Hide, Jump, ﬁ/ = <)
v and Sneak checks and a +8 racial bonus on /’ s
Listen and Sense Motive checks. <
%¥%  NetherbianHive Tyrant =
o" Gigantic and fearsome in appearance, the s
o3 monstrous abominations known as hive tyrants (~3
K are said to dwell in deep, dark caverns; one is said to dwell Aol
I somewhere near Sanctus Seru. Known only from dark u il =0
) \op
R RS SR i T e Sy ) “\ oe T AT - T TRV G o T O T e A
AL o DA, e AR AEELE BVRS PSS M EADLIE (R G
_L — e




Monsters or Luclin

Large Beast
Hit Dice: 7d10+28 (66 hp)
Initiative: +1 (Dex)
Speed: 30 ft., swim 20 ft.
AC: 18 (—1size, +1 Dex, +8 natural)
BAB/Grapple: +5/+16
Attacks: 2 claws +11 melee, bite +6 melee
Damage: Claw 1d8+7; bite 1d6+3
Face/Reach: 5 ft. by 10 ft./5 ft.

Special Attacks:

Special Qualities:

Improved grab
Low-light vision

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

Abilities: Str 24, Dex 12, Con 18, Int 5, Wis 12, Cha 10
Skills: Hide +3, Listen +4, Sneak +4, Spot +7
Feats: —

Climate/Terrain:  Any land and underground

Organization: Solitary, pair, sleuth (3—6), or parliament (7—15)

Challenge Rating:

Treasure:
Alignment:

4
None
Always neutral

Advancement Range: 8—15 HD (Large); 16—21 HD (Huge)

Faction:

None (or Owlbears of the Moor)

Oescription

Oddly gentle-looking creatures that dwell primarily on
Luclin’s dark side and twilight regions, owlbears are fierce
and deadly predators. Locked in a three-way death struggle
against the grimlings and the sonic wolves (a conflict at its
deadliest and most evident in Hollowshade Moor), owlbears
are a surprisingly intelligent species.

Owlbears are powerful creatures, as large as any normal
bear of Norrath (although not as large as species such as the
tundra Kodiak). Standing about 6 feet at the shoulder, an

average male owlbear can reach heights of
10 feet when rearing up and
weighs roughly 1,500 pounds.

Owlbears are covered in
brown, feather-like furand
have round, beaked faces.
Their eyes are large, a lu-
minous gold in color,
reminding Norrathian
settlers of their namesake
bird. Normally docile
anything

toward

O -

N AT Py
B e\ e,

other than grimlings and sonic wolves, they can nonethe-
less be quite dangerous if provoked.

Most owlbears live in small family groups of two to six.
Cubs are usually allowed to roam by themselves, but par-
ents stay close and respond quickly to distress calls. In
Hollowshade Moor, the owlbears have grown quite intelli-
gent and live in larger groups called “parliaments.” Some
experienced rangers and Vah Shir scouts insist that the
owlbears’ strange, keening bellows are a form of communi-
cation far more advanced than most like to acknowledge.
In some cases, especially in the Moor, the owlbears have
actually begun to organize into larger hordes that almost
resemble military units, raiding into grimling and sonic
wolf areas and often driving their foes from their territories
entirely.

Distrustful of outsiders, owlbears can nevertheless be
befriended and tamed. Some bandit clanshave been known
to use them as guard creatures, and the Hollowshade
owlbears have shown considerable gratitude to outside
adventurers who have aided them in their war with the
grimlings and sonic wolves.

Adventurers have found that owlbear pelts make excel-
lent waterproof cloaks, leading to a burgeoning industry. In
some places, in fact, owlbears have been hunted so exten-
sively by the folk of Katta Castellum and Shadow Haven
that their numbers have begun to decline.

Combat

Owlbears usually fight in small groups. Families defend
young owlbears ferociously, forming defensive rings around
cubs or wounded comrades. In general, they tend to fight
only if attacked, though in some cases (again, most often in
Hollowshade Moor), they have been known to band to-
gether for offensive action, raiding the villages and caves of
their enemies.

In combat, an owlbear relies on sheer brawn to
overwhelm opponents, overbearing or crush-
ing foes with its mighty paws. Adults
always attack foes who threaten
their young, drawing off pow-
erful opponents to give
cubs a chance to escape.
Improved Grab
(Ex): The owlbear
must hit with a claw
attack in order to use

this ability.
Skills: Owlbears

receive a +2 racial bo-

B ' nus on Sneak checks
4 anda+4racial bonus on
4
? Spot checks.
i
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Reishi
Sporeling Mature
Small Plant Large Plant
Hit Dice: 3d8+3 (16 hp) 10d8+40 (85 hp)
Initiative: +0 —1(Dex)
Speed: 20 ft. 30 ft.
AC: 13 (+1 size, +2 natural) 17 (—1 size, —1 Dex, +7 natural)
BAB/Grapple: +2/-2 +7/+16
Attacks: 2 slams +3 melee 2 slams +12 melee
Damage: Slam 1d4 Slam 2d6+5
Face/Reach: 5ft.by 5ft./5 ft. 5 ft. by 5 ft./10 ft.
Special Attacks:  Sneak attack Powerful blows, rain of spores, sneak attack

Special Qualities:
to blunt, sentient, ultravision

Disease immunity, heat generation, plant, resistance

Disease immunity, heat generation, plant, resistance to
blunt, sentient, ultravision

Saves: Fort +6, Ref +0, Will +2 Fort +13, Ref +5, Will +2
Abilities: Str 10, Dex 10, Con 13, Int 8, Wis 12, Cha 10 Str 21, Dex 7, Con 19, Int 14, Wis 18, Cha 16
Skills: Hide +7*, Knowledge (nature) +2, Listen +3, Profession  Hide +0*, Knowledge (nature) +7, Listen +, Profession
(Farmer or herbalist) +4, Sense Motive +2, Sneak +3, (farmer or herbalist) +7, Sense Motive +7, Sneak +2, Spot
Spot +4, Wilderness Lore +3 +11, Trade Skill (alchemy) +17, Wilderness Lore +9
Feats: Great Fortitude Alertness, Great Fortitude, Power Attack, Skill Talent (Trade
Skill [alchemy]), Weapon Focus (slam)
Climate/Terrain:  Underground Underground
Organization: Solitary, pair, gang (3—6) Solitary, pair, gang (3—6), or tribe (12—48 plus 100%
sporelings)
Challenge Rating: 1 6
Treasure: None None
Alignment: Usually neutral Usually neutral

Advancement Range: 4—5 HD (Small); 6—7 HD (Medium-size)
Faction: None

Oescription

These bizarre creatures have many names, called reishi
by some, “saprophytes” by others, and “myconids” or
“shriekers” in other parts of Luclin. All are similar in
appearance, though — overgrown mushrooms with small,
beady eyes, ranging from the tiniest 18-inch tall sporelings
to the enormous elder reishi that can reach heights of 18
feet or more. Reishi stalks are cream-colored with red
streaks and their heads are usually yellow with red patterns,
although the reds can run into purples and even blue-
greens in some reishi. Regardless, they blend in well with
the local underground vegetation and often attack the
unwary as they pass by.

Different tribes of reishi can be as different in tempera-
ment and outlook as humanoid tribes — some are friendly
and welcoming, others are hostile and xenophobic, and the
rest can run the gamut in between. They subsist by farming
fungus, a communal effort of the tribe in which even the
most aged and powerful reishi do common labor amongst
their fellows. Most tribes are led by a ancient reishi of great
size.

Reishi have an average lifespan of roughly 30 years,
although some have been known to live for as long as 50
years. It takes about 5 years for a sporeling to mature fully.

Combat

Reishi can be violent-natured or pacifistic, just as other
standard races. When they fight, whether out of aggression
or the simple need to defend themselves or their tribe, they

C= ) (35

11-20 HD (Large); 21—-30 HD (Huge)

None

use their woody fists to deal powerful blows. Mature reishi
are capable of spraying a cloud of spores that can be
damaging to non-plant creatures, and use this ability freely
in combat, knowing that they will not hurt themselves or
their fellows.

Sneak Attack (Ex): When areishihits an opponent that
is denied its Dexterity bonus to AC (whether the opponent
has one or not), the opponent takes +1d4 points of addi-
tional damage from the blow. This ability improves by
+1d4 for every 4 HD of the reishi beyond 3 HD, so a typical
mature reishi deals +2d4 points of sneak attack damage,
while a 19-HD elder deals +5d4 points of sneak attack
damage. Inall other ways, treat this ability as the “backstab”
rogue class ability.

Rain of Spores (Ex): Three times per day, mature reishi
can release a cloud of spores in a 20-foot radius. Any living
non-plant creature in the area must make a Fortitude save
(DC 10 + 1/2 the reishi’s HD + the reishi’s Constitution
modifier) or take 1d4 points of damage plus 1 point for
every HD of the reishi (thus, 1d4+10points of damage from
a typical mature reishi) and suffera—2 penalty on all attack
and damage rolls, saving throws, and skill or ability checks
for the next 1d6 minutes. Creatures immune to natural
poisons are unaffected by the rain of spores.

Powerful Blows (Ex): If a mature reishi hits a creature
one or more sizes smaller than itself, it may initiate a bull
rush as a free action without provoking attacks of opportu-
nity. The bull rush is treated as if the reishi had traveled
with the target, but the reishi need not actually do so; that
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is, the reishi may knock foes back farther than 5 feet
without moving.

Heat Generation (Ex): A reishi’s odd plant metabolism
allows it to channel thermal energy from its environment,
releasing it as blasts of heat that harm its attackers. Treat
this ability as a [fire] damage shield with a value equal to the
reishi’s Consitution modifier. Thus, a typical sporeling has
a damage shield (1), while a mature reishi has a damage
shield (4).

Resistance to Blunt (Ex): Reishi take only half damage
from blunt attacks.

Sentient (Ex): Despite being plants, reishi gain skills and
feats as monstrous humanoids.

Skills: Reishi receive a +2 racial bonus on Hide checks.
* Among areas of natural fungal growth, rsishireceive a +10
racial bonus on Hide checks.

Regional Reishi

Tall and imposing, an enormous reishi — reported to be
over 25 feet tall — known as the Great Saprophyte dwells
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with his large tribe, a vicious group of expansionist reishi,
in the caverns near the Fungus Grove. Always guarded by
four of his favored saprophyte spawns (12—-15 HD each), he
sits in his mighty cavern fearing no intruder.

Cousins of the saprophytes can be found in the Deep and
in Fungus Grove. The members of these tribes are generally
stronger and more powerful even than those of the Great
Saprophyte’s people, though not nearly as arrogant.

>
J '\:!..r' ._‘_ ,‘?

Sensate Reishi

Smaller than typical reishi, these mushroom-like crea-
tures are known to inhabit only the Echo Caverns. Sensate
reishi elders never reach heights greater than 4 or 5 feet,
and should be treated as 9-HD sporelings at the most.

Sensate reishi do not have the heat generation ability of
other reishi, but are otherwise similar to their larger cous-
ins. They are ruled by a kindly, wise, and generous standard
reishi known as the Reishicyben, who has taken on the role
of steward and guardian to the sensates and is a fierce foe of
the cruel Great Saprophyte.
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"% RhinoBeetle,Giant \ep
" Hatchling Adult Ancient A1
Far o Small Vermin Medium-Size Vermin Large Vermin .
Ve Hit Dice: 2d8+2 (11 hp) 5d8+15 (37 hp) 11d8+55 (104 hp) '\_'\‘
— Initiative: +1 (Dex) +0 +0 ~
. Speed: 20 ft., climb 10 ft., swim 10 ft. 30 ft., climb 15 ft., swim 10 ft. 30 ft., climb 15 ft., swim 10 ft. )
= d AC: 16 (+1 size, +1 Dex, +4 natural) 18 (+8 natural) 22 (—1size, —1Dex, +14 natural)
- BAB/Grapple: ~ +1/+1 +3/412 +8/+30
Attacks: Bite +6 melee or gore +6 melee Bite +12 melee or gore +12 melee Bite +25 melee or gore +25 melee
- Damage: Bite 2d4+4; gore 1d8+4 Bite 3d6+9; gore 2d8+7 Bite 4d8+18; gore 3d10+18
= Face/Reach: 5ft.by 5 ft./5 ft. 5 ft. by 5 ft./5 ft. 5 ft. by 10 ft./5 ft.
s Special Attacks:  Fearsome charge 2d6+6 Fearsome charge 3d8+13, improvedgrab ~ Fearsome charge 4d10+27, improved
b2 grab, trample 4d6+18
; Special Qualities:  Ultravision, vermin Ultravision, vermin Ultravision, vermin
2’ Saves: Fort +4, Ref +1, Will +0 Fort +7, Ref +1, Will +1 Fort +12, Ref +2, Will +4
r Abilities: Str 19, Dex 12, Con 13, Int —, Str 28, Dex 10, Con 16, Int —, Str 46, Dex ¢, Con 21, Int —,
- Wis 10, Cha 7 Wis 10, Cha ¢ Wis 12, Cha 11 .
< - Skills: Hide +12, Listen +3, Sneak +4, Spot +3  Hide +7, Listen +3, Sneak +3, Spot +3 Hide +2, Listen +4, Sneak +2, Spot +4 e
— Feats: — — — —_
ae Climate/Terrain:  Temperate or warm desert, forest, Temperate or warm desert, forest, Temperate or warm desert, forest, Fo
and plains, or underground and plains, or underground and plains, or underground 1
) Organization: Solitary, pair, or brood (3—8) Solitary, pair, swarm (3—6), or colony  Solitary or pair —
(4-9 plus 50% noncombatant plus

e 3-8 hatchlings) 2
ol Challenge Rating: 2 4 q e
ER Treasure: None None None A
r—x Alignment: Always neutral Always neutral Always neutral b

Advancement Range: 3—4 HD (Small) 6—38 HD (Medium-size); 12—20 HD (Large); 21-30 HD (Huge)
7—10 HD (Large) -
;:v" Faction: None None None ".-.f‘
(s &2
— ~—
o .. terrain eat cactus sap and carrion, and rest during the day "'- o
Oescri ption beneath the sand.) All thino beetles are surprising in their AYR
= Giant thino beetles are incred- f ability to flatten themselves and blend or burrow into their =
ibly strong for their size, perhaps environment.

. the strongest of natural creatures Luclin’s giant thino beetles con- 2
) for their relative mass. The great tinue to grow throughout their )
(~3 horns of the male are most adult livesrather than sim- (~2

: often used in occasional ply emerging from larvae

— battles with another f into their adult (or i

= male over a feed- / « o “imago”) stage, and are ")

s ing  site; / [ considerably more (o

(3 females ~ long-lived than (e

: have no horns. The \ \ their terrestrial _

: victorious male (which now pos- counterparts. PRy
ro- sesses the feeding site) can SR\ = Allgiantrhino !
: then attract a mate.

=S For their size, gi- =

— ant rhino beetles s

s don’teat verymuch Ko
A5 (beetle larvae, on )

= the other hand, eat re- =

markable amounts of rotting

= wood and other compost, and <y

7 will kill and eat each other if they have too little space or o)
&3 food). Adult rhino beetles subsist largely on rotting plant &3

= matter and tree sap, and are generally much more active at \ﬂ‘% ﬂ . 7=
oo night or in darkness. During daylight, they tend to hide (as —wo(n s
of2 well as such large creatures are able) under logs or in great y 5o
=3 mounds of rotting vegetation. (Those adapted to desert A
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Coned insect life cycles — that the smaller beetles they encoun-
b tered must indeed be newly “hatched” beetles. Yet there is
AL, more truth to the names than even the learned might guess.
= The horns of the male beetle are said by some to have
i magical properties, and grimlings in particular pay hand-
somely for these treasures. Beetle carapaces are used by
some races to create crude armor, and giant stag beetle legs
are said to be a great delicacy in the City of Seru.

Combat

As might be expected, males are capable of inflicting
terrible wounds to attackers with their great horns. Beetles
of either sex can deliver bites every bit as deadly, however.
When attacking creatures other than beetles, or those
smaller than themselves, male beetles usually bite after
their initial charge, rather than goring.

In combat or when threatened, giant rhino beetles tend
to contract their spiracles, producing loud grating shrieks
not unlike two boulders being rubbed together under pres-
sure. Fortunately for most creatures, giant thino beetles are
not particularly aggressive, and usually simply shriek in
warning until they no longer feel threatened. Once it is
attacked, however, the beetle is a stalwart foe.

Fearsome Charge (Ex): Male giant rhino beetles gener-
ally begin a battle by charging at an opponent. If the beetle
hits, its gore attack deals an amount of damage as indicated
in each beetle’s entry, below.

Skills: Giant rhino beetles receive a +4 racial bonus on

Hide checks

)".--_‘ _-. --’- ‘»('.r\)/
G e e Yl 0 e
b =Y
P beetles are actually “adults” in insect terms, but early
AN travelers to Luclin were convinced — in their ignorance of
i
s
s

Hatchling

Adult giant thino beetles go through three (and some-
times four) molts throughout their adult lives. No one can
say with any degree of certainty what the average lifespan
of the creature might be, since the name “giant rhino
beetle” refers to at least 40 different species. The smallest
stage is generally known as a “hatchling,” however, and
these creatures are known to molt into the larger “adult”
form after about one year.

A typical hatchling beetle ranges from 2 to 4 feet long,
and comes in myriad shapes and colors.

) Combat
42 5 Hatchling beetles tend to flee or hide from foes of Large

e size or larger.
Fearsome Charge (Ex): A hatchling giant rhino beetle

Py deals 2d6+6 points of damage on a charge.
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Adult

“Adult” giant rhino beetles can generally be anywhere
from 1 to 5 years past their maturation into imagoes.

Combat

Adult beetles are fearless, and defend their territory
against any who would attack them.

Fearsome Charge (Ex): An adult giant rhino beetle
deals 3d8+13 points of damage on a charge.

Improved Grab (Ex): To use this ability, the giant rhino
beetle must hit with its bite attack.

Ancient

The appellation for this variety of beetle is usually correct
(butsee “Regional Beetles” below), for these creatures have
typically lived anywhere from 2 to 10 years past their first
days as an imago.

Ancient giant rhinos can reach sizes of nearly 18 feet in
length, and some have horns up to 5 full feet in length.

Combat

Ancient giant rhino beetles are no more aggressive than
other varieties, but they are terrible foes when riled.

Fearsome Charge (Ex): An ancient giant thino beetle
deals 4d10+27 points of damage on a charge.

Improved Grab (Ex): To use this ability, the giant rhino
beetle must hit with its bite attack.

Regional Beetles

Since there are so many varieties of giant rhino beetle,
some smaller and some larger than others, it may come as
no surprise that certain regions of Luclin are home to local
varieties that are normally not encountered elsewhere.
Vah Shir cubs often hone their fledgling fighting skills
against the “hatchlings” found only near the city of Shar
Vahl. Larger and stronger beetles can be found in the
regions near Katta on the Twilight Sea. The largest tend to
be found in the desert north of Sanctus Seru.

In game terms, those beetles that dwell near Shar Vahl
rarely grow beyond the hatchling size (using the statistics
presented above), despite having a lifespan approaching 4
years. Those that inhabit the Twilight Sea region usually
emerge as imagoes already the size of the largest (4 HD)
hatchlings, and quickly molt into larger beetles, often
reaching sizes of 14 to 18 HD. Those that inhabit the desert
north of Seru generally begin their adult lives with 8 to 10
HD, quickly outstripping the size of many ancient beetles
found elsewhere.
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- RockBurrower \er
vl Lesser Burrower Stone Carver Ko
g Medium-Size Magical Beast Large Magical Beast
=& Hit Dice: 5d10+25+4 (57 hp) 10d10+60+7 (122 hp) >
= Initiative: —1(Dex) —2 (Dex) -
e Speed: 20 ft., burrow 20 ft. 20 ft., burrow 20 ft. ‘
AC: 18 (—1Dex, +9 natural) 19 (—1 size, —2 Dex, +12 natural)
r BAB/Grapple: +5/+8 +10/+20
Attacks: Bite +8 melee Bite +15 melee
- Damage: Bite 1d6+4 plus 1d6 acid Bite 1d8+7 plus 2d4 acid
— Face/Reach: 5 ft. by 5 ft. (coiled)/5 ft. 10 ft. by 10 ft. (coiled)/10 ft.
- Special Attacks:  Acid, crush, improved grab, swallow whole Acid, crush, improved grab, swallow whole
b2 Special Qualities:  Blindsight, damage resistance 2/—, regeneration 1, vermin traits  Blindsight, damage resistance 4/—, regeneration 2, vermin traits
Saves: Fort +11, Ref +3, Will +O Fort +16, Ref +5, Will +2
- Abilities: Str 16, Dex 8, Con 21, Int —, Wis 8, Cha 3 Str 22, Dex 6, Con 25, Int —, Wis 8, Cha 3
N Skills: Hide +9 Hide +4
\ Feats: Great Fortitude, Toughened Endurance, Great Fortitude, Toughened ,
o) Climate/Terrain:  Any underground Any underground )
~ Organization: Solitary, pair, or swarm (3—12) Solitary or pair ~~
" Challenge Rating: 3 6 \
= Treasure: None None A
N Alignment: Always neutral Always neutral o
Advancement Range: 6—9 HD (Medium-size) 11-18 HD (Large)
,i\ Faction: None None .;_w
e Core Burrower Burrower Beast o
Huge Magical Beast Gargantuan Magical Beast
ol Hit Dice: 19d10+171+11 (286 hp) 60d10+660+32 (1,022 hp) .
= Initiative: —2 (Dex) +2 (=2 Dex, +4 Improved Initiative) =y
s Speed: 20 ft., burrow 20 ft. 30 ft., burrow 30 ft. .
Ko AC: 25 (=2 size, —2 Dex, +17 natural) 36 (—4 size, —2 Dex, +32 natural) o
BAB/Grapple: +19/+36 +60/+83 '
= Attacks: Bite +26 melee; or bite +24 melee and slam +24 melee Bite +67 melee; or bite +65 melee and slam +65 melee =
Damage: Bite 3d6+13 plus 3d6 acid; slam 1d8+9 Bite 4d8+16 plus 4d6 acid; slam 2d8+11 and daze
) Face/Reach: 15 ft. by 15 ft. (coiled)/15 ft. 25 ft. by 25 ft. (coiled)/20 ft. '
) Special Attacks:  Acid, crush, improved grab, swallow whole Acid, crush, improved grab, summon burrowers, swallow N )
~ whole ~
: Special Qualities:  Blindsight, damage resistance 6/—, regeneration 4, Blindsight, damage resistance 20/+4 and 7/—, regenera-
vermin traits tion 7, spell resistance 27, vermin traits '

‘ Saves: Fort +22, Ref +7, Will +5 Fort +45, Ref +30, Will +20 o
"'_ Abilities: Str 28, Dex 6, Con 29, Int —, Wis 8, Cha 5 Str 32, Dex 6, Con 33, Int —, Wis 10, Cha ¢ e
~~ Skills: Hide +0 Hide +0 ~
' : Feats: Endurance, Great Fortitude, Slam, Toughened Blind-Fight, Cleave, Endurance, Great Cleave, Great Forti- .

2 tude, Improved Initiative, Improved Resistance (fire), Im-
= proved Slam, Power Attack, Resistance (fire), Slam, Sunder -
Climate/Terrain:  Any underground Any underground
y Organization: Solitary Solitary (unique) ’
) Challenge Rating: 13 24 o)
% Treasure: None None [~3
Alignment: Always neutral Always neutral
= Advancement Range: 20—57 HD (Huge) 61+ HD (Gargantuan) -
VG Faction: None None VG
oy =N & =N
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bescription

Combat

. . . . It
The Moon of Luclin is actually two worlds in one — the Rock burrowers are not truly aggressive, but they are 15
wild lands of the surface and the labyrinthine tunnels of the unable to distinguish between moving things and the Voo i
underground. Endless miles of tube-like passages wind and normally immobile rock upon which they feed. This ex- LS
twist beneath the mountains, plains, deserts, and even the plains the fact that the first scholars who investigated the %
seas of Luclin, providing homes to countless creatures creatures reported unprovoked attacks and inexplicably Fool
including the inhabitants of the thriving settlement of violent behavior. If a rock burrower finds its forward 55
Shadow Haven. progress impeded (such as by another creature or a party of F
.. . . . . . . "
The origin of these tunnels was one of the first mysteries adventurers), it simply tries to eat its way through the
confronting the Combine refugees who arrived long ago on obstruction. F i
the moon. Some of the tunnels appeared to be volcanic in Rock burrowers are often confused or disoriented by o
origin, while others were the natural result of the geological ranged attacks, since they cannot easily reach their attack- o
. . . . -
forces that created the moon. Still others were carved by ers, and can sometimes be driven off by damaging spells. o
subterranean rivers and water seepage from the surface. But Acid (Ex): A rock burrower’s digestive acid dissolves 7
while these phenomena accounted for some of the tunnels, organic material, stone, and metal equally quickly. Any L1
they could not explain them all. The answer to this mystery melee hit or crush attack deals an additional 1d6 points of =
came only after the refugees made their way from the acid damage, and the opponent’s armor and clothing may _
caverns near the Nexus where they had first arrived to the dissolve and become useless immediately unless each item o
surface, where they founded the city of Katta Castellum. succeeds on Reflex save (DC 18). (2®
A unique species of invertebrate dwells beneath Luclin’s The rock burrower’s acidic bite deals 18 points of damage Feal
surface: The so-called rock burrowers tunnel though the per round to Objects, but the burrower must remain in ‘- £s .
rock, dissolving it with their acidic digestive juices, break- contact with the object for 1 full round to deal this damage. "
ing it down into component nutrients and minerals. The Crush (Ex): A rock burrower that gets a hold on its s
ingestion of solid rock gives the burrowers tough, stony opponent deals bite damage with each successful grapple o
hides and leaves behind the long, tubular tunnels that are check o
io common 11<n Luclin’s underworld. éargerbvarletles of Improved Grab (Ex): To use this ability, the rock =)
urliovifers— nowln asstone carvers and core burrowers — burrower must hit with its bite attack. If it gets a hold, it ai2 !
make larger tL.mne s automatically deals bite damage and can try to swallow or s
With the discovery of the enormous creature called the crush. .
Bﬁlrrfoxlxier Beast fm t}i(o]soe caverns known only as thelDeeé;), Swallow Whole (Ex): A rock burrower can try to A
E 161 l{( range OO }rloc urrowefrs Eppg? ars to n?“}; 'atl ast be swallow a held opponent of up to one size smaller than itself e
1111 Y 1.?Own' ¢ erdasp.ects © 1t 5’ u.rlrovae}rls. éo o8y — by making a successful grapple check. Once inside the v
thetr litespan, replio ucm]/ae cyche,l et? SOIE cir S1gest1orzi burrower, the victim takes bite and acid damage every e
gtijC'd—feEaln llnh DOW];L utscho ails romd.a.tta, CIu, 8?1 round. A swallowed creature can attempt to climb out of ¥ 15
3 ow k?venk.ave elgun to sen Expe }llt lons Into the the rock burrower’s gut with a successful grapple check. =
ur}ll.e}rlwor » See kl)ng o ela m mofria 10, ut these creatures, This returns the victim to the burrower’s maw, where :
which appear to be a vital part of Luclin's ecosystems. another successful grapple check is necessary to escape. A [ s
o
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swallowed victim can also try to cut its way out using a
Small or Tiny slashing weapon, by dealing 15 points of
damage to the rock burrower’s gut (AC 14); this attack
ignores the burrower’s damage reduction. The burrower
can hold only 1 victim of one size smaller than itself in its
gut at a time; this number increases by a factor of 2 for each
size smaller of the swallowed creature (thus, 2 of two sizes
smaller, 4 three sizes smaller, 8 four sizes, etc.).

Regeneration (Ex): A rock burrower takes normal dam-
age only from electricity and fire, and it cannot regenerate
such damage.

Vermin Traits (Ex): Despite being magical beasts, rock
burrowers share many of the traits of vermin. They are
immune to mind-influencing spells or effects.

StoneCarver

Somewhat larger than the more common rock burrower,
stone carvers represent the second growth stage of the
species.

Acid (Ex): A stone carver’s melee hit or crush attack
deals an additional 2d6 points of acid damage, and may
dissolve the opponent’s armor and clothing immediately
unless each item succeeds on Reflex save (DC 22). The
stone carver’s acidic bite deals 22 points of damage per
round to objects.

Swallow Whole (Ex): A swallowed victim can also try
to cut its way out using a Small or Tiny slashing weapon, by

dealing 20 points of damage to the stone carver’s gut (AC
16).

CoreBurrower

Oescription

Core burrowers are the largest and rarest of the rock
burrower species, save for the mighty Burrower Beast itself.
Acid (Ex): A core burrower’s melee hit or crush attack
deals an additional 3d6 points of acid damage, and may
dissolve the opponent’s armor and clothing immediately
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unless each item succeeds on Reflex save (DC 28). The
core burrower’s acidic bite deals 28 points of damage per
round to objects.

Swallow Whole (Ex): A swallowed victim can also try
to cut its way out using a Small or Tiny slashing weapon, by

dealing 25 points of damage to the core burrower’s gut (AC
19).

Burrower Beast

Although burrower biology provided some answers to
Combine scholars’ questions, the identity of the creature
that made the largest tunnels remained a mystery for many
decades. It was not until intrepid explorers began to map
out the dangerous tunnels of the Deep that the last piece of
the puzzle was finally located.

The Deep is home to the nightmarish monstrosities
known as the thought horrors, and only a handful of
adventurers have seen this region and survived. In the
center of the labyrinth, however, is a single gargantuan
rock burrower, the only one of its size ever observed. It
appears to be either dormant or else somehow trapped in
the Deep. This creature, since known as the Burrower
Beast, is sluggish and relatively inactive, but it attacks if its
territory is invaded.

Acid (Ex): The Burrower Beast’s melee hit or crush
attack deals an additional 4d6 points of acid damage, and
may dissolve the opponent’s armor and clothing immedi-
ately unless each item succeeds on Reflex save (DC 51).
The stone carver’s acidic bite deals 51 points of damage per
round to objects.

Summon Burrowers (Sp): Once per round as an attack
action, the Burrower Beast can summon 2d6 rock burrowers,
1d4+1 stone carvers, or 1d2 core burrrowers. This ability
otherwise functions as the spell monster summoning I.

Swallow Whole (Ex): A swallowed victim can also try
to cut its way out using a Small or Tiny slashing weapon, by
dealing 30 points of damage to the Burrower Beast’s gut

(AC 206).
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Small and quick, these beasts rather resemble tiny tyran-

nosaurs. The smallest variety, known as “needle-clawed”
rock hoppers, stand only about 30 to 35 inches high when
full grown, but they have a powerful bite and
dangerously sharp front claws. The
larger greyhopper, which tends
to favor rockier terrain over
forested, has tiny, almost
useless front claws, but a
tail large and strong
enough to be used as a
weapon. Sharp bony

ridges grace the skulls of

both types.

Rock hopper teeth
are sharp and large, and
are often used to make
digging and cutting tools by
many natives of Luclin. The
small, razor-sharp claws of both
varieties are prized as sewing utensils.

Combat

Fierce and territorial, these creatures are simple
predatory animals in disposition, and will attack
any creature that enters their hunting grounds or
travels too near their nests.

Skills: Rock hoppers receive a +2 racial bonus on
Listen checks and a +8 racial bonus on Balance and
Jump checks. *In rocky terrain, a rock hopper
receives a +2 racial bonus on Hide checks.

—— ~— 2 P - —
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RockHopper

Needle-Clawed Greyhopper
Small Beast Medium-Size Beast

Hit Dice: 1d10+2 (7 hp) 4d10+12 (34 hp)

Initiative: +1 (Dex) +1 (Dex)

Speed: 30 ft. 30 ft.

AC: 14 (+1 size, +1 Dex, +2 natural) 15 (+1 Dex, +4 natural)

BAB/Grapple: +0/-3 +3/+6

Attacks: Bite +2 melee and claw —3 melee Bite +6 melee and tail slap +1 melee

Damage: Bite 1d6+1; claw 1d2 Bite 1d8+3; tail slap 1d6+1

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

Special Attacks: — —

Special Qualities:  Scent, ultravision Scent, ultravision

Saves: Fort +4, Ref +3, Will +1 Fort +7, Ref +5, Will +2

Abilities: Str 13, Dex 12, Con 15, Int 2, Wis 12, Cha 5 Str 17, Dex 12, Con 17, Int 2, Wis 12, Cha 7

Skills: Balance +7, Hide +6*, Jump +12, Listen +6, Spot +4 Balance +7, Hide +2*, Jump +14, Listen +6, Spot +4

Feats: — —

Climate/Terrain:  Warm desert, forest, or hills Warm desert, hills, or mountains

Organization: Solitary, pair, or clutch (3—6) Solitary, pair, or clutch (3—6)

Challenge Rating:  1/2 2

Treasure: None None

Alignment: Always neutral Always neutral

Advancement Range: 2—3 HD (Small) 5-12 HD (Medium-size)

Faction: None None
Oescription
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( Saurek Hopper Firefall Hopper A1
P Small Magical Beast (Fire) Medium-Size Magical Beast (Fire) .
I Hit Dice: 3d10+9 (25 hp) 8d10+32 (76 hp) B

F< Initiative: +1(Dex) +2 (Dex) ~

5 Speed: 30 ft. 30ft. o

= d AC: 15 (+1 size, +1 Dex, +3 natural) 19 (+2 Dex, +7 natural)

- BAB/Grapple: +3/+1 +8/+12

Attacks: Bite +6 melee and claw +4 melee Bite +12 melee and 2 claws +10 melee

- Damage: Bite 1d6+1 plus 1d4 fire; claw 1d3 Bite 1d8+4 plus 1d6 fire; claw 1d6+2

= Face/Reach: 5 ft.by 5 ft./5 ft. 5 ft.by 5 ft./5 ft.

- Special Attacks:  Fiery bite Fiery bite

b2S Special Qualities:  Damage shield (2), fire subtype,infravision, scent, ultravision Damageshield (4), fire subtype,infravision, scent, ultravision

s Saves: Fort +6, Ref +4, Will +3 Fort +10, Ref +8, Will +4

;a..‘-. Abilities: Str 14, Dex 13, Con 16, Int 3, Wis 14, Cha ¢ Str 17, Dex 14, Con 19, Int 4, Wis 15, Cha 12

N Skills: Balance +7, Hide +6*, Jump +12, Listen +7, Spot +7 Balance +9, Hide +4*, Jump +13, Listen +13, Spot +13

] Feats: Multiattack Alertness, Multiattack 5
o) Climate/Terrain:  Warm forest or hills Warm forest or hills =)
~ Organization: Solitary, pair, or clutch (3—5) Solitary, pair, or talon (3—6) e
' Challenge Rating: 2 6 oy

= Treasure: None None ;"_'
Na Alignment: Always neutral Always neutral N
Advancement Range: 4—5 HD (Small); 6—7 HD (Medium-size) 7—14 HD (Medium-size); 15—-24 HD (Large)
= Faction: None Firefall Guardians '.:_:\
';"3 . Oescri pti on Saureks are found only within Shadeweaver’s Thicket on "}_\,-_
o Luclin.
Outwardly similar to the somewhat smaller rock hoppers,
2 saureks hgve somehow been mfused' with the elemental Combat > _',]
- power of fire — they have a scalding bite and exude an aura : ) —
- of intense heat. Otherwise, the two races are alike, aside .SauFe‘ks are even more flerf:e ‘than rock hoppers, with a e
R from their coloration, which tends toward reds and greens disposition that mgtches their fiery nature. They are cun- oS
A< in addition to the dull grey of the rock hoppers. ning hunters, often using sophisticated Aige
’ wolf-pack tactics, and have
= === been known to pursue even fly- =3
ing prey for hours (if they can ]
’ maintain visual contact) before giving up the 2
) chase. o)
(=2 Fiery Bite (Su): Saureks deal an additional 1d4 (~2
points of fire damage with a successful bite attack. '
- '.1 Damage Shield (Su): Saureks have a bonus of [fire] '_-'.J
— damage shield (2). —
',": Skills: Saureks receive a +2 racial bonus on Spot =<
Ko checks, a +4 racial bonus on Listen checks, and a +8 racial b
= bonus on Balance and Jump checks. *In rocky terrain, a 2
= saurek receives a +4 racial bonus on Hide checks. .;_,‘

; Firerall Saureks )
o) Firefall hoppers are a considerably larger and more dan- o)
(e3 gerous than other hoppers, having been specially bred and (r3

Ry raised for intelligence, size, and ferocity by the guardians of e
-~ Firefall Pass. They do their duty well, having keen senses, )
NG and let none pass unmolested. N
= Combat s
,»:_‘ ' Fiery Bite (Su): Firefall saureks deal an additional —
U 1d6 points of fire damage with a successful bite s

(23 = attack. (~3
: Damage Shield (Su): Firefall saureks have a bonus STy
z 2\ of [fire] damage shield (4). L
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Scorpion, Giant

Giant Scorpion, Small Giant Scorpion, Medium

Small Vermin Medium-Size Vermin
Hit Dice: 1d8+2 (6 hp) 3d8+7 (19 hp)
Initiative: +0 +0
Speed: 30 ft. 40 ft.
AC: 14 (+1 size, +3 natural) 14 (+4 natural)
BAB/Grapple: +0/-4 +2/+4
Attacks: 2 claws +1 melee and sting —4 melee 2 claws +4 melee and sting —1 melee
Damage: Claw 1d4; sting 1d3 plus poison Claw 1d6+2; sting 1d4+1 plus poison
Face/Reach: 5ft. by 5 ft./5 ft. 5ft. by 5 ft./5 ft.
Special Attacks:  Constrict 1d4, improved grab, poison Constrict 1d6+2, improved grab, poison
Special Qualities:  Ultravision, tremorsense 60 ft., vermin Ultravision, tremorsense 60 ft., vermin
Saves: Fort +4, Ref +2, Will +0 Fort +6, Ref +3, Will +1
Abilities: Str 10, Dex 11, Con 15, Int —, Wis 10, Cha 2 Str 14, Dex 11, Con 17, Int —, Wis 10, Cha 2
Skills: Climb +4, Hide +10, Jump +10, Spot +8 Climb +6, Hide +6, Jump +12, Spot +8
Feats: Special Ability Focus (poison) Special Ability Focus (poison)
Climate/Terrain: ~ Warm desert Warm desert
Organization: Solitary, pair, or colony (3—7) Solitary, pair, or colony (3—7)
Challenge Rating:  1/2 2
Treasure: None None
Alignment: Always neutral Always neutral
Advancement Range: 2 HD (Small) 4—6 HD (Medium-size)
Faction: None None

Oescri ption intelligent rogue can make good — or ill— use of the poison

sacks found in the tail.

Closely resembling those great scorpions found else-
where (such as on the continent of Kunark), but somewhat
smaller, these creatures dwell solely around the region of
Shar Vahl on Luclin. Their claws are

used in a stew fa-

The biggest difference between the Luclin giant scorpion
and the Norrathian variety is the moon scorpion’s ability to
jump great distances towards a fleeing adventurer. Many
Vah Shir cubs have discovered to their dismay that these
creatures are not as easy to avoid as they first seem.

.,V/?—- vored by the
7 Vah Shir,  combat
and an

Giant scorpions are aggressive hunters, and will attack
most anything they can sense. When first approaching
prey, they usually charge and try to capture afoe with a claw
attack and theirimproved grab ability, then claw, constrict,
and sting (and poison) repeatedly in subsequent rounds.

Constrict (Ex): A giant scorpion deals claw damage on
a successful grapple check.

Improved Grab (Ex): To use this ability, the giant
scorpion must hit with a claw attack. If it gets a hold, it can
constrict.

Poison (Ex): Small scorpion — Sting, For-
titude DC 14; initial 1d3 Con/
= secondary 1d3 Con.
r!ﬂ Fortitude DC 16; initial 1d4 Con/
/‘? secondary 1d4 Con.
#%/  Skills: Giant scorpions receive a
racial bonus on Hide and Spot checks,
and a +8 racial bonus on Jump checks.
“/&:f

Medium-size scorpion — Sting,
+2 racial bonus on Climb checks, a +4
o (e
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delicacy among the Vah Shir, who craft the beasts’ shells _l\
into beautiful and magnificently strong shields. L
T

It is rumored that some rare giant turtles are much wiser

Hit Dice: 13d10+39 (110 hp) and more intelligent than those commonly encountered, ¢
Initiative: +0 and that these great and ancient beasts know the answers :
Speed: 10 ft., swim 40 ft. to many secrets. Giant sea turtles are thought to have a life
AC: 24 (—1 size, +15 natural) expectancy surpassing even that of the elves.
BAB/Grapple: +13/+24
Attacks: Bite +18 melee Combat
Damage: Bite 3d6+7 Giant sea turtles generally fight only in self-defense,
Face/Reach: 5 ft. by 10 ft./10 ft. although some have been known to become deranged or
Special Attacks:  Constrict 3d6+7, improved grab vicious as they age. Like snapping turtles, they have surpris-
Special Qualities:  Coldresistance (10), lastingbreath, ultravision, ingly long necks, allowing them to bite foes up to 10 feet
withdrawal away. They typically bite and then latch on, slowly crush-
Saves: Fort +13, Ref +8, Will +8 ing enemies or prey with their terribly strong beak-like
Abilities: Str 23, Dex 10, Con 17, Int 8, Wis 14, Cha 16 jaws.
Skills: Hide +0*, Knowledge (nature) +5, Listen +10, Constrict (Ex): A giant sea turtle deals 3d6+9 points of
Spot +10, Swim +16, Wilderness Lore +5 damage on a successful grapple check. “
Feats: Alertness, Great Fortitude, Iron Wil Improved Grab (Ex): To use this ability, the giant sea )
Climate/Terrain:  Aquatic turtle must hit with its bite attack. If it gets a hold, it can ~
Organization: Solitary or pair constrict. &
Challenge Rating: 7 Lasting Breath (Ex): Giant sea turtles can hold their :;,'.‘
Treasure: None breath for up to 6 hours at a time, even while exerting e
Alignment: Usually neutral themselves by swimming.
Adva'loementRange: 14-25HD (Large); 2637 HD (Huge) Withdrawal (Ex): As a free action, a giant sea turtle can ..':'\
Faction: None draw its flippers and head back into its shell, effectively L"-:
ro) . e providing it with nine-tenths cover (+10 AC, +4 Ref). A Ve
escription creature with a piercing weapon that has reach (e.g., a S
Ponderous and lovely, graceful and intelligent, the great, longspear) can attack the turtle normally.
pale blue-green turtles of the Twilight Sea are peaceful Skills: *In the aquamarine waters of the Twilight Sea, > "‘
creatures. Nonetheless, they are often hunted in the sea giant sea turtles receive a +8 racial bonus on Hide checks. s
around the city of Katta; their meat is also considered a ':i
e
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Shik’nar
Hatchling Adult
: Tiny Magical Beast Medium-Size Magical Beast

o Hit Dice: 2d10+2 (13 hp) 7d10+21 (59 hp)

T Initiative: +3 (Dex) +2 (Dex)

S Speed: 30 ft., burrow 10 ft., climb 20 ft. 40 ft., burrow 10 ft., climb 20 ft.
AC: 17 (+2 size, +3 Dex, +2 natural) 18 (+2 Dex, +6 natural)
BAB/Grapple: +2/-7 +7/+13
Attacks: 2 claws +8 melee and bite —1 melee 2 claws +14 melee and bite +8 melee
Damage: Claw 1d3—1; bite 1d2—1 Claw 1d8+6; bite 1d6+3
Face/Reach: 2-1/2 ft. by 2-1/2 £t./2-1/2 ft. 5 ft. by 5 ft./5 ft.

Special Attacks:  Improved grab, rear up
Special Qualities:  Tremorsense 30 ft., ultravision, vermin traits

Improved grab, rear up
Tremorsense 30 ft., ultravision, vermin traits

Saves: Fort +3, Ref +6, Will +1 Fort +8, Ref +7, Will +3

Abilities: Str 8, Dex 17, Con 13, Int 2, Wis 10, Cha 7 Str 22, Dex 15, Con 17, Int 6, Wis 12, Cha ¢
Skills: Hide +12, Listen +2, Sneak +5, Spot +2 Hide +2, Listen +8, Sneak +6, Spot +8
Feats: Weapon Finesse (claws) Alertness, Weapon Focus (claws)

Climate/Terrain:  Any land or underground Any land or underground

Organization: — Hive (100-1,000 hatchlings, 50—500 adults, 5—20 nobles, and 1 warlord) —
Challenge Rating: 1 3
Treasure: None Standard
Alignment: Usually neutral Usually neutral
Advancement Range: 3 HD (Tiny); 4—6 HD (Small) 8—14 HD (Medium-size); 15—21 HD (Large)
Faction: Shik’nar Shik’nar
Noble Warlord
Large Magical Beast Huge Magical Beast
Hit Dice: 12d10+60 (126 hp) 18d10+108 (207 hp)
Initiative: +3 (Dex) +3 (Dex)
Speed: 40 ft., burrow 10 ft., climb 20 ft. 40 ft., burrow 10 ft., climb 20 ft.
AC: 20 (—1size, +3 Dex, +8 natural) 24 (=2 size, +3 Dex, +13 natural)
BAB/Grapple: +12/+28 +18/+43
Attacks: 2 claws +20 melee and bite +17 melee 2 claws +30 melee and bite +27 melee
Damage: Claw 1d10+8; bite 1d10+4 Claw 2d8+13; bite 2d8+6
Face/Reach: 5ft.by 10 ft./5 ft. 10 ft. by 20 ft./10 ft.

Special Attacks:  Improved grab, rear up, trample 1d8+8 Improved grab, rear up, trample 2d6+13

Special Qualities:  Tremorsense 30 ft., ultravision, vermin traits Tremorsense 30 ft., ultravision, vermin traits

Saves: Fort +12, Ref +11, Will +5 Fort +14, Ref +14, Will +7

Abilities: Str 26, Dex 17, Con 19, Int 8, Wis 12, Cha 13 Str 36, Dex 17, Con 23, Int 10, Wis 14, Cha 17

Skills: Hide +5, Listen +10, Sneak +, Spot +10 Hide +3, Listen +13, Sneak +11, Spot +13

Feats: Alertness, Multiattack, Weapon Focus (claws) Alertness, Multiattack, Power Attack, Weapon Focus (claws)

Climate/Terrain:  Any land or underground Any land or underground

Organization: — Hive (100-1,000 hatchlings, 50—500 adults, 5—20 nobles, and 1 warlord) —
Challenge Rating: 6 10

Treasure: Standard Double

Alignment: Usually neutral Usually neutral

Advancement Range: 13—16 HD (Large); 17—36 HD (Huge)
Faction: Shik’nar

19—40 HD (Huge); 41-54 HD (Gargantuan)
Shik’nar
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the dark side and twilight regions of Luclin, both on the
surface and in underground tunnel complexes. They are
large creatures, with reddish abdomens and upper bodies
armored in bluish chitin, sporting a pair of greenish vesti-
gial wings.

Highly intelligent (for arthropods) and social, shik'nar
maintain a sophisticated hive culture, with adults assigned
to duties as nurses for the young, harvesters and herders, as
well as warriors dedicated to the defense of the hive. Only
the larger “noble” shik’nar can reproduce, and hives are
under the control of a single large individual dubbed (by
the other races of Luclin) the warlord.

As a rule, shik’nar hives are relatively peaceful, with
workers going about their daily routine and staying clear of
outsiders. If attacked, however, shik’nar fight with fright-
ening precision, closing off the entrances to their hives,
fearlessly battling foes, and sacrificing themselves to keep
the young and reproductive nobles safe.

On occasion, though, shik’nar have been known to act
more aggressively, exploding from their hives and attack-
ing neighboring settlements. No one is sure why this
happens—scholars in Shadow Haven postulate that it may
be the result of some point of critical population density
among the insectoids, or perhaps some little understood
migratory instinct, but no one has yet found a definitive
answer.
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theirhive. When defending their home from attack, shik’nar
close all entrances but one, and allow the enemy to attack,
holding the opening and giving ground only if physically
forced back. In areas of loose earth or rubble, adults may
tunnel up from below the ground to attack foes from
unexpected directions. Shik’nar deploy their strongest
defenses around the warlord, the reproductive adults, and
their hatchlings.

When taking offensive action, shik’nar swarm over en-
emy settlements in large numbers, focusing on strong
points and fortifications. In these cases, they also burrow
underground and attack their enemies from below.

Improved Grab (Ex): A shik’nar must hit with both
claws to use this ability.

Rear Up (Ex): An attacking shik’nar can rear up onto its
hindmost legs as a free action and then lunge downward to
attack, gaining all the benefits and vulnerabilities associ-
ated with a charge attack for 1 full round (+2 to attack rolls,
-2 AC). A shik’nar cannot move normally (although it
may take a 5-foot step) while rearing up; thus, this tactic is
usually used only as part of a full attack action.

Trample (Ex): A shik’nar of Large size or larger can
trample creatures up to one size smaller than itself as an
attack action each round, dealing blunt damage as shown
above. A trampled opponent may either make an attack of
opportunity at a —4 penalty, or else attempt a Reflex save
(DC 10 + 1/2 the shik’nar’s HD + the shik’nar’s Str
modifier) for half damage.

Vermin Traits (Ex): Despite being magical beasts and
having considerable intelligence, shik’'nar share many of
the traits of vermin. They are immune to mind-influencing
spells or effects.
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These large insect-like creatures are found throughout Shik’nar usually fight only in self-defense or in defense of ‘:_:_:,l
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Shissar
Hit Dice:
Initiative:
Speed:

AC:

BAB/Grapple:
Attacks:

Damage:

Face/Reach:
Special Attacks:

Special Qualities:
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Shissar

Large Monstrous Humanoid
12d8+36 (90 hp)

+9 (+1 Dex, +8 racial)

30 ft., climb 20 ft., swim 20 ft.
21 (—1size, +1 Dex, +11 natural)

+12/+20

Masterwork falchion +16/+11/+6 melee
and bite +11 melee and tail slap +10
melee; or bite +16 melee and 2 claws
+10 melee and tail slap +10 melee; or
masterwork Huge mighty (+3)
composite longbow +13/+8/+3 ranged

Masterwork falchion 2d4+4/18—20;
bite 1d8+2 plus poison (secondary) or
bite 1d8+4 plus poison (primary);
claw 1d4+2; tail slap 1d6+4; master-
work Huge mighty (+3) composite
longbow 2d6+3

5 ft. by 5 ft. (coiled)/10 ft.

Constrict 1d6+6, improved grab,
mesmerize, poison

Damage reduction 10/+1, fast healing 3,
initiative bonus, resistances, spell
resistance 16, ultravision

Saves: Fort +7, Ref +11, Will +7

Abilities: Str 19, Dex 13, Con 16, Int 16,
Wis 13, Cha 14

Skills: Balance +7, Bluff +6, Climb +14,
Escape Artist +7, Hide +5, Listen +13,
Search +7, Sense Motive +7,
Sneak +5, Spot +13, Swim +14

Feats: Alertness, Dodge, Improved Dodge,

Lightning Reflexes, Parry, Weapon

Noble

Huge Monstrous Humanoid
18d8+70 (171 hp)

+9 (+1 Dex, +8 racial)

30 ft., climb 20 ft., swim 20 ft.
27 (=2 size, +1 Dex, +14 natural,

+4 masterwork chain shirt)

+18/+34

+1 Huge falchion +25/+20/+15/+10 melee

and bite +20 melee and tail slap +17
melee; or bite +25 melee and 2 claws
+19 melee and tail slap +19 melee; or
masterwork Gargantuan mighty (+3)
composite longbow and +1 arrows
+19/+14/+9/+4 ranged

+1 Huge falchion 2d6+7/18—20; bite
2d6+4 plus poison (secondary) or bite
2d6+8 plus poison (primary); claw
1d6+4; tail slap 1d8+4; masterwork
Gargantuan mighty (+3) composite
longbow and +1 arrow 2d8+4

10 ft. by 10 ft. (coiled)/15 ft.

Constrict 1d8+12, improved grab,
mesmerize, poison

Damage reduction 15/+1, fast healing 4,
initiative bonus, resistances, spell
resistance 19, ultravision

Fort +11, Ref +14, Will +14

Str 27, Dex 13, Con 20, Int 18,

Wis 13, Cha 16

Balance +8, Bluff +12, Climb +17, Escape
Artist +6, Hide +1, Listen +16, Search
+10, Sense Motive +10, Sneak +7, Spot
+16, Swim +18

Alertness, Dodge, Improved Dodge, Iron
Will, Lightning Reflexes, Mobility, Parry,

Lord

Huge Monstrous Humanoid
24d8+120 (228 hp)

+7 (+1 Dex, +8 racial)

30 ft., climb 20 ft., swim 20 ft.

32 (-2 size, +1 Dex, +17 natural, +6
+2 chain shirt)

+24/+41

+2 Huge falchion of speed +33/+29/
+25/+21/+17 melee and bite +27 melee
and tail slap +26 melee; or bite +32
melee and 2 claws +26 melee and tail
slap +26 melee; or +2 Gargantuanmighty
(+3) composite longbow and +1 arrows
+26/+21/+16/+11/+6 ranged

+2 Huge falchion of speed 2d6+11/18—
20; bite 1d8+4 plus poison (secondary)
or bite 1d8+7 plus poison (primary);
claw 1d6+4; tail slap 2d6+4; +2
Gargantuan mighty (+3) composite
longbow and +1 arrow 2d6+3

10 ft. by 10 ft. (coiled)/15 ft.

Constrict 2d6+13, improved grab,
mesmerization, poison

Damage reduction 20/+2, fast healing 6,
initiative bonus, resistances, spell
resistance 22, ultravision

Fort +13, Ref +17, Will +18

Str 29, Dex 13, Con 20, Int 20,

Wis 15, Cha 18

Balance +8,Bluff +16, Climb +17,Escape
Artist +7, Hide +1, Listen +20, Search
+13, Sense Motive +11, Sneak +8, Spot
+20, Swim +20

Alertness, Cleave, Dodge, Great Forti-
tude, Improved Dodge, Iron Will, Light-

Focus (bite)

Climate/Terrain:  Any warm land or aquatic

Weapon Focus (bite)

Any warm land or aquatic

ning Reflexes, Mobility, Parry, Power
Attack, Weapon Focus (bite)
Any warm land or aquatic

Organization: — Solitary, pair, squad (3—8), band (10100 plus 1 shissar noble per 10 shissar plus 1shissar lord), legion (20—240 plus
1 shissar noble per 10 shissar plus 1 shissar lord per 100 shissar) —
Challenge Rating: 8 14 18
Treasure: Standard Standard Standard coins; standard goods;
double items
Alignment: Usually orderly evil Usually orderly evil Usually orderly evil

Advancement Range: By character class

Faction: Usually Emperor of Ssraeshza

Oescription

The shissar are a snake-like race that once dwelt on
Norrath. Ordinary shissar stand approximately 8 feet in
height, with a serpentine visage and a cobra-like hood.
Their scaly bodies are normally green in color, fading to
white on the belly, but some shissar are bluish or even black
in hue. Their eyes range from glowing red to smoldering
yellow. Shissar are fond of personal decoration, and wear

By character class
Emperor of Ssraeshza

By character class

Emperor of Ssraeshza, Brood of
Ssraeshza

elaborate headdresses, armbands, rings, harnesses, and simi-
lar items of exquisite quality and great value.

Long ago, the shissar were masters of a vast, cruel slave
empire. Many races fell under their yoke, but their favored
slaves were the reptilian iksar. The shissar themselves claim
that they created the iksar as a servitor race, but most
scholars dismiss this as typical arrogance on the part of the
snake-folk. It was, perhaps, this very arrogance that an-
gered the gods and brought about the shissar’s downfall.
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For many years the snake-folk, under their apparently
immortal Emperor Ssraeshza, prospered, and their empire
grew. In the empire’s early days, the shissar worshipped the
gods, but as time passed they became ever prouder and
haughtier. At last they rejected the gods altogether, claim-
ing that they, and not the great Cazic-Thule, had created
the iksar, and that their powers were greater than those of
any deity.

Andsoit was that Cazic-Thule, the god whom the snake-
folk had most offended, took a fearsome vengeance against
them. A green mist spread throughout the empire, choking
and killing any shissar who encountered it; in a matter of
days, the entire empire had collapsed. The emperor and his
followers sought refuge in his Grand Temple, and his chief
wizards contrived a spell that would allow them to flee
Norrath altogether.

Once on the moon of Luclin, the surviving shissar
spellcasters then performed a mightyritual that drew all the
air from their region, creating the wasteland now called the
Grey. Safe from the Greenmist, the shissar remain locked
away in their temple even to this day, still ruled by their
deathless emperor and served by the descendants of their
iksar slaves.
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Combat

Shissar are fearsome opponents who do not shun combat.
Lesser shissar typically form a screen in front of their
spellcasters and rain arrows down upon their opponents at
range, and then engage in melee as they are able. They also
sometimes use iksar warrior slaves to absorb enemy missile
fire and the initial brunt of melee before moving in to
attack themselves.

Constrict (Ex): Common shissar squeeze for 1d6+6
points of damage with their tails on a successful grapple
check.

Improved Grab (Ex): To use this ability, a shissar must
hit its opponent with its tail attack. If it gets a hold, it may
constrict.

Mesmerize (Sp): Three times per day, a common shissar
can attempt to mesmerize an opponent, as if by the en-
chanter spell of the same name. Will save (DC 18).

Poison (Ex): Bite, Fortitude save (DC 19); initial 1d6
temporary Con/secondary 1d6 temporary Con.

Resistances (Ex): Common shissar have bonuses of
acid, cold, electricity, and fire resistance (5) and magic,
poison, and disease resistance (10).

Initiative Bonus (Ex): For all their bulk, shissar are
blindingly fast in combat, receiving a +8 racial bonus to
initiative.

Skills: Shissar receive a +4 racial bonus on Listen,
Sneak, and Spot checks and a +8 racial bonus on Balance

checks.

Shissar Priest

Exceptional shissar who serve as priests of the emperor
use the following statistics, as applicable, in place of those
given for standard shissar. Where there is no alternate
given here, use the normal shissar stats.

AC: 25 (—1size, +1 Dex, +11 natural, +4 chain shirt)

Special Attacks: Constrict 1d6+6, improved grab, mesmerize, poi-
son, spell-like abilities

Special Qualities: Damage reduction 10/+1, divine power (receive
divine aura), fast healing 3, initiative bonus, resistances, spell resis-
tance 16, ultravision

Saves: Fort +7, Ref +11, Will +10

Abilities: Str 17, Dex 12, Con 16, Int 16, Wis 18, Cha 16

Skills: Balance +8, Bluff +7, Channeling+12, Climb +13, Escape Artist
+6, Hide +2, Knowledge (religion) +7, Listen +16, Meditation +16,
Search +7, Sense Motive +12, Sneak +4, Spot +16, Swim +14, Undead
Empathy +4

Feats: Alertness, Combat Casting, Dodge, Lightning Reflexes,
Quicken Spell-Like Ability, Weapon Focus (bite)

Challenge Rating: 10

Mesmerize (Sp): Due to the shissar priest’s increased
Charisma score, the Will save against its mesmerize ability
is DC 19.

Spell-Like Abilities: A typical shissar priest’s spell-like
abilities (and the mana cost for each) are as follows: Cancel
magic (5), fear (7), healing (10), root (5), smite (12), spirit
armor (12), symbol of Transal (9), word of shadow (14).
These are as the spells cast by a 9th-level cleric (save DC 14
+ spell level) with a pool of 72 mana.
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The nobles of the snake-folk are older and larger ex-
amples of their race, a few of the eldest standing up to 14
feet in height. They are more heavily decorated than
common shissar, and often bear impressive titles. As the
elite among an already proud and vain race, nobles are
especially arrogant, disdaining lesser races, and usually
acting as if slaves and non-shissar do not even exist. Many
noble shissar have studied the arcane arts, having pro-
gressed as wizards or necromancers.

Combat

Shissar nobles tend to disdain combat, leaving such
things to their subordinates. If a threat is great enough,
however, they use their considerable abilities in defense of
their race and their emperor. Spellcasters stand back and
bombard foes with arcane energies, while warrior-types
command slaves and lesser shissar fighters, moving to
supplement any that seem in danger of being overwhelmed.

Constrict (Ex): Noble shissar squeeze for 1d8+12 points
of damage with their tails on a successful grapple check.

Mesmerize (Sp): 3/day — Will DC 22.

Poison (Ex): Bite, Fort DC 24; initial 1d8 temporary
Con/secondary 1d8 temporary Con.

Resistances (Ex): Shissar nobles have bonuses of acid,
cold, electricity, and fire resistance (8) and magic, poison,
and disease resistance (12).

Shissar Noble Necromancer

Some noble shissar command the powers of the dead,
serving the emperor as necromancers; use the following
statistics in place of those given above for noble shissar.
Where there is no alternate given here, use the standard
noble shissar stats.

Hit Dice: 18d8+72 (153 hp)

AC: 23 (-2 size, +1 Dex, +14 natural)

BAB/Grapple: +18/+33

Attacks: Bite +23 melee and 2 claws +18 melee and tail slap +18
melee

Damage: Bite 2d6+7 plus poison; claw 1d6+3; tail slap 1d8+3

Special Attacks: Constrict 1d8+10, improved grab, mesmerize, poi-
son, spell-like abilities

Special Qualities: Damage reduction 15/+1, death mastery (rebuke
undead), fast healing 4, Greater Specialization (conjuration), initiative
bonus, resistances, spell resistance 17, ultravision

Abilities: Str 25, Dex 13, Con 18, Int 22, Wis 13, Cha 16

Skills: Balance +9, Bluff +12, Channeling +25, Climb +15, Escape
Artist +7, Hide +3, Knowledge (monster lore [undead]) +15, Knowl-
edge (mysticism) +18, Knowledge (religion) +15, Listen +16, Meditation
+27,Search +10, Sense Motive +10, Sneak +5, Spellcraft +8, Spot +16,
Swim +17, Undead Empathy +26

Feats: Alertness, Combat Casting, Dodge, Improved Dodge, Iron
Will, Lightning Reflexes, Mystic Capacity (x2), Quicken Spell-Like
Ability, School Specialization (conjuration)

Challenge Rating: 15

Poison (Ex): Bite, Fort DC 23; initial 1d8 temporary
Con/secondary 1d8 temporary Con.

Spell-Like Abilities: A typical noble shissar necromancer’s
spell-like abilities (and the mana cost for each) are as
follows: Allure of death (1), cancel magic (5), harmshield (14),
heat blood (12), infectious cloud (12), major shielding (13),
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Shissar Noble scent of shadow (17), screaming terror (10), shock of poison

(16), word of shadow (14). These are as the spells cast by a
13th-level necromancer (save DC 16 + spell level) with a
pool of 156 mana.

Shissar NoblePriest

Noble shissar, like their lesser brethren, sometimes serve
the emperor as priests; use the following statistics in place
of those given above for noble shissar. Where there is no
alternate given here, use the standard noble shissar stats.
Hit Dice: 18d8+72 (153 hp)

Special Attacks: Constrict 1d8+12, improved grab, mesmerize, poi-
son, spell-like abilities

Special Qualities: Damage reduction 15/+1, divine powers (receive
divine aura, turn undead), fast healing 4, initiative bonus, resistances,
spell resistance 1, ultravision

Saves: Fort +10, Ref +14, Will +18

Abilities: Str 27, Dex 12, Con 17, Int 17, Wis 20, Cha 16

Skills: Balance +8, Bluff +12, Channeling +22, Climb +17, Escape
Artist +6, Hide +0, Knowledge (mysticism) +12, Knowledge (religion)
+12, Listen +16, Meditation +26, Search +12, Sense Motive +14, Sneak
+6, Spellcraft +8, Spot +16, Swim +18

Feats: Alertness, Combat Casting, Dodge, Improved Dodge, Iron
Will, Lightning Reflexes, Rebuke Undead*, Weapon Focus (bite),
School Specialization (conjuration)

Challenge Rating: 15

Poison (Ex): Bite, Fort DC 23; initial 1d8 temporary
Con/secondary 1d8 temporary Con.

Spell-Like Abilities: A typical noble shissar priest’s spell-
like abilities (and the mana cost for each) are as follows:
Bravery (12), enstill (10), greater healing (25), holy might
(10), smite (12), spirit armor (12), wave of fear (15), yaulp 11
(3). These are as the spells cast by a 13th-level cleric (save
DC 15 + spell level) with a pool of 130 mana.

* This feat appears in Realms of Norrath: Freeport (p. 32).

Shissar Noble Shaman

No shissar serves as a shaman out of respect for the spirits
of Luclin; rather, it seeks to enslave and use them for its own
wicked purposes (and those of its emperor). Use the follow-
ing statistics in place of those given for noble shissar; where
there is no alternate given here, use the standard noble
shissar stats.

Hit Dice: 18d8+72 (153 hp)

Special Attacks: Constrict 1d8+12, improved grab, mesmerize, poi-
son, spell-like abilities

Special Qualities: Alchemy mastery, damage reduction 15/+1, fast
healing 4, initiative bonus, resistances, spell resistance 19, spirit
masteries (hungry spirits [x2]), ultravision

Saves: Fort +10, Ref +14, Will +18

Abilities: Str 27, Dex 12, Con 19, Int 17, Wis 20, Cha 16

Skills: Balance +8, Bluff +12, Channeling +22, Climb +17, Escape
Artist +6, Hide +0, Knowledge (mysticism) +17, Knowledge (religion)
+17, Listen +16, Meditation +26, Search +12, Sense Motive +14, Sneak
+0, Spellcraft +16, Spot +16, Swim +18, Trade Skill (alchemy) +23

Feats: Alertness, Combat Casting, Dodge, Improved Dodge, Iron
Will, Lightning Reflexes, Quicken Spell-Like Ability, Weapon Focus
(bite), School Specialization (alteration)

Challenge Rating: 15

Poison (Ex): Bite, Fort DC 23; initial 1d8 temporary
Con/secondary 1d8 temporary Con.
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. 4',1' like abilities (and the mana cost for each) are as follows: ~ +8, Spellcraft +26, Spot +16, Swim +16, Trade Skill (any one) +24 'Q}f{
O Envenomed breath (17), frenzy (4), frost strike (17), grow (8), Feats: Alertness, Combat Casting, Dodge, Improved Dodge, Iron =1
By ! malise (10), poison storm (21), quickness (13), spirit of cheetah ~ Will, Lightning Reflexes, Mystic Capacity, School Specialization (evo- b
o= A (3). These are as the spells cast by a 13th-level shaman ~ cation), Spell F°f:”s (evocation), Weapon Focus (bite) -
> (save DC 15 + spell level) with a pool of 130 mana. Challenge Rating: 15
b Poison (Ex): Bite, Fort DC 23; initial 1d8 temporary
STP Shissar Noble Wizard Con/secondary 1d8 temporary Con.
__ = Shissar nobles who have trained as wizards use the Spell-Like Abilities: A typical noble shissar wizard’s spell-
J following statistics in place of those given for noble shissar. like abilities (and the mana cost for each) are as follows:
. Where there is no alternate given here, use the standard Cast force (18), enstill (10), fire spiral of Al'Kabor (23), force
o7 2) noble shissar stats. shock (18), frost shock (17), inwvisibility (5), levitate (6),
(2 Hit Dice: 18d8+72 (153 hp) lightning storm (21), major shielding (13). These are as the
l’.: Tnitiative: +10 (+2 Dex, +8 racial) spells cast by a 13th-level wizard (save DC 16 + spell level)
R AC: 24 (=2 size, +2 Dex, +14 natural) with a pool of 156 mana.
BAB/Grapple: +18/+33 .
7 Attacks: Bite +24 melee and 2 claws +18 melee and tail slap +18 ShissarLord
: q melee The rarest of shissar, lords are second in authority only to .
= Damage: Bite 2d6+7 plus poison; claw 1d6+3; tail slap 1d8+3 the emperor himself. Most have grand and disturbing titles oA
—d Special Attacks: Constrict 1d8+10, improved grab, mesmerize, poi- such as “Destroyer” and “Defiler,” and they usually dwell in —
Ko son, spell-like abilities the hidden depths of the Ssraeshza Temple, attending Ko
AL Special Qualities: Damage reduction 15/+1, fast healing 4, Greater personally to the emperor and his needs. Anyone mad AN
= Specialization (qvocation), initiative bonus, quicken mastery, resis- enough to face the emperor therefore has to deal first with =
| tances, spell resistance 17, uItravmon the high-ranking nobles and lords who serve him. : ]
&-, r SaY‘?s_: Fort +11, Ref +14, Will +14 _ Many shissar lords can also act as necromancers wizards .
7 '?, Ab.'l't'eS: Str 25, Dex 15, Con 18, Int 22} Wis 13, Cha 16 (and rumor has it that some can also be enchanters and )
{ o Skllls: Ba!ance +10, Bluff +12, Chgn.nellng +25, Climb +16, Escape clerics). These individuals are among the most dangerous Lo
hide Artist +8, Hide +2, Knowledge (mysticism) +27, Knowledge (any one) of their race. .;‘; 34
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Like shissar nobles, the lords tend to stay away from
combat with lesser beings, especially if their subordinates
seem able to handle things. Again, if their race or — even
worse — theiremperor is threatened, the lords fight bravely,
sacrificing themselves if necessary rather than allowing an
outsider’s blade to defile the scales of the holy emperor.

Constrict (Ex): A shissar lord squeezes for 2d6+13
points of damage with their tails on a successful grapple
check.

Mesmerization (Sp): Three times per day, a shissar lord
can invoke an effect identical to the spell mesmerization
(not merely mesmerize) on its foes, as if by the enchanter
spell of the same name. Will save (DC 26).

Resistances (Ex): Shissar lords have bonuses of acid,
cold, electricity, and fire resistance (10) and magic, poison,
and disease resistance (15).

Poison (Ex): Bite, Fort DC 27; initial 2d6 temporary
Con/secondary 2d6 temporary Con.

Shissar Lord Necromancer

Among the most powerful and dangerous of high-rank-
ing shissar, the necromancers command the dead and wield
horrific powers of darkness and poison. Use the following
statistics in place of those given for shissar lords; where
there is no alternate given here, use standard shissar lord
stats.

Hit Dice: 24d8+96 (204 hp)

AC: 26 (-2 size, +1 Dex, +17 natural)

BAB/Grapple: +24/+40

Attacks: Bite +30 melee and 2 claws +25 melee and tail slap +25
melee

Damage: Bite 1d8+8 plus poison; claw 1d6+4; tail slap 2d6+4

Special Attacks: Constrict 2d6+12, improved grab, mesmerization,
poison, spell-like abilities

Special Qualities: Damage reduction 20/+2, death masteries (fear
storm[WillDC19], rebuke undead), fast healing 6, Greater Specializa-
tion (conjuration), initiative bonus, resistances, spell resistance 22,
ultravision

Saves: Fort +12, Ref +17, Will +18

Abilities: Str 26, Dex 13, Con 19, Int 26, Wis 15, Cha 18

Skills: Balance +7, Bluff +16, Channeling +31, Climb +18, Escape
Artist +7, Hide +5, Knowledge (monster lore [undead]) +32, Knowl-
edge (mysticism) +32,Knowledge (religion) +32,Listen +20, Meditation
+35, Search +16, Sense Motive +14, Sneak +13, Spellcraft +34, Spot
+20, Swim +18, Trade Skill (any two) +21, Undead Empathy +30

Feats: Alertness, Combat Casting, Dodge, Great Fortitude, Im-
proved Dodge, Iron Will, Lightning Reflexes, Mental Clarity, Mobility,
Mystic Capacity (x2), Power Attack, Quicken Spell-Like Ability, School
Specialization (conjuration)
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Combat Challenge Rating: 20

Poison (Ex): Bite, Fort DC 26; initial 2d6 temporary
Con/secondary 2d6 temporary Con.

Spell-Like Abilities: A typical shissar lord necromancer’s
spell-like abilities (and the mana cost for each) are as
follows: Boil blood (25), call of bones (1), chilling embrace
(33), infectious cloud (12), invoke shadow (52), scent of
shadow (17), spirit tap (24), steelskin (25), surge of enfeeble-
ment (17), venom of the snake (25). These are as the spells
cast by an 18th-level necromancer (save DC 18 + spell
level) with a pool of 288 mana.

Shissar Loro Wizard

Lord wizards command arcane energies in service to the
emperor. Use the following statistics in place of those given
for shissar lords; where there is no alternate given here, use
standard shissar lord stats.

Hit Dice: 24d8+76 (204 hp)

AC: 27 (=2 size, +2 Dex, +17 natural)

BAB/Grapple: +24/+40

Attacks: Bite +31 melee and 2 claws +25 melee and tail slap +25
melee

Damage: Bite 1d8+8 plus poison; claw 1d6+4; tail slap 2d6+4

Special Attacks: Constrict 2d6+12, improved grab, mesmerization,
poison, spell-like abilities

Special Qualities: Damage reduction 20/+2, fast healing 6, Greater
Specialization (evocation), greater wizardry (rapid casting), initiative
bonus, resistances, spell resistance 22, ultravision

Saves: Fort +12, Ref +18, Will +18

Abilities: Str 26, Dex 15, Con 18, Int 28, Wis 15, Cha 18

Skills: Balance +10, Bluff +16, Channeling +31, Climb +18, Escape
Artist +10, Hide +6, Knowledge (mysticism) +36, Knowledge (any
three) +33, Listen +20, Meditation +36, Search +20, Sense Motive
+14, Sneak +14, Spellcraft +38, Spot +20, Swim +18, Trade Skill (any
one) +26

Feats: Alertness, Combat Casting, Dodge, Enlarge Spell-Like Abil-
ity, Great Fortitude, Improved Dodge, Iron Will, Lightning Reflexes,
Mental Clarity, Mystic Capacity (x3), Parry, School Specialization
(evocation), Spell Focus (evocation), Weapon Focus (bite)

Challenge Rating: 20

Poison (Ex): Bite, Fort DC 26; initial 2d6 temporary
Con/secondary 2d6 temporary Con.

Spell-Like Abilities: A typical shissar lord wizard’s spell-
like abilities (and the mana cost for each) are as follows:
Bonds of force (12), circle of force (27), energy storm (25),
greater shielding (20), ice shock (25), lava storm (30), nullify
magic (8), steelskin (25), thunder strike (23), thunderclap
(27), yonder (2). These are as the spells cast by an 18th-
level wizard (save DC 19 + spell level) with a pool of 324

mana.
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Shissar Emperor
(Ssraeshza)

Gargantuan Monstrous Humanoid
Warrior 20

Hit Dice: 30d8+360 plus 20d12+240 (728 hp)

Initiative: +17 (+5Dex, +8 racial, +4 Improved Initiative)

Speed: 40 ft. (Swift), climb 20 ft., swim 20 ft.

AC: 43 (—4 size, +5 Dex, +32 natural)

BAB/Grapple: +50/+78

Attacks: Sword of Ssraeshza +68/+63/+58/+53/+48
(or 2 claws +63) melee and bite +61 melee and
tail slap +61 melee

Damage: Sword of Ssraeshza 4d6+33/17—20 plus
serpent’s bite proc; claw 1d8+8; bite 2d6+8/
19—20 plus poison; tail slap 2d8+16

Face/Reach: 15 ft. by 15 ft. (coiled)/20 ft.

Special Attacks:  Constrict 4d8+24, improved grab, mesmer-

ization, poison

Blood link, damage reduction 30/+4 and 6/—,

initiative bonus, resistances, spell resistance

33, ultravision, warrior abilities

Saves: Fort +34, Ref +30, Will +30

Abilities: Str 42, Dex 21, Con 35, Int 29, Wis 25, Cha 18

Skills: Balance +12, Bluff +18, Climb +26, Diplomacy
+15, Escape Artist +11, Hide +6, Intimidate
+28, Knowledge (geography) +14, Knowledge
(history) +14, Knowledge (peerage) +14,
Knowledge (warcraft) +26,Listen +23, Search
+20, Sense Motive +29, Sneak +7, Spot +23,
Swim +28, Taunt +29

Feats: Alertness, Cleave, Dodge, Double Attack, Fin-

ishing Blow, Great Cleave, Great Fortitude,

Improved Critical (bite), Improved Critical

(greatsword), Improved Initiative, Lightning

Reflexes, Mobility, Parry, Power Attack, Ri-

poste, Slam, Spring Attack, Sunder, Swift,

Weapon Focus (bite), Weapon Focus

(greatsword), Weapon Specialization

(greatsword), Whirlwind Attack

Any warm

Solitary (unique)
33

Special Qualities:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure: Double
Alignment: Orderly evil
Advancement Range: By character class

Faction: Emperor of Ssraeshza, Brood of Ssraeshza

Oescription

Ages ago, the wicked shissar snake-people ruled a vast
empire from the continent of Kunark on the world of
Norrath. Those races that were useful to them, such as the
iksar, were enslaved; those who resisted were mercilessly
exterminated. In the name of Cazic-Thule, who was at that
time their patron, they conquered and destroyed all they
encountered. In time, though, the shissar foolishly began to
believe that their power rivaled that of the gods them-
selves.

The snake-folk were led by an ancient and powerful
member of their species, the individual known only as
“Ssraeshza.” Emperor Ssraeshza himself was then (as he is
even now) a supremely arrogant and aloof creature, rarely
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deigning to communicate with or even to acknowledge the
existence of lesser beings. After many centuries, the shissar
and their emperor began to reject the worship of their
master, Cazic-Thule, as being an obsolete and antiquated
practice. They were not created by the gods, they claimed.
Rather, the emperor was a favored child of the Wyrmqueen
herself, the great crystal dragon Veeshan. Their leader was,
the shissar gradually convinced themselves, the foremost
among Veeshan’s most favored children — a demigod who
created the entire shissar race from his own scales. This
legend is generally held to be typical shissar arrogance, for
since those days the emperor has never shown any similar
divine creative ability.

The shissar themselves, though, argue that theiremperor’s
full divine powers were stripped from him by other jealous
and vengeful gods. Certainly the gods found the shissar’s
conceit to be troubling, and soon decided to punish them.
The mysterious Greenmist soon spread throughout the
snake-folks’ empire, killing the shissar alone, and leaving
other races unharmed. The gods had struck back.

The emperor and his followers retreated to their central
stronghold, where the highest wizards cast a mighty spell
that transported them to the Moon of Luclin. Safe for the
moment from the deadly Greenmist, they crafted another
spell that drained the air from the region where their newly
built temple now stood. In the middle of this region of
airless waste — known today as the Grey — the emperor
and his minions live on and may one day seek to recreate
their ancient slave empire on the world that has become
their new home.

The emperor himself has grown no less arrogant. He rules
the remnants of his empire with ruthless efficiency. His
nobles oversee an army of iksar slaves, descendants of those
luckless individuals who accompanied their masters to
Luclin. His warriors, priests, wizards, and necromancers
keep the temple safe from attack, and his timeless golems
patrol the devastated wasteland of the Grey.

From time to time the isolation of the shissar is pen-
etrated by adventurers who hope to ransack the great
Ssraeshza Temple of its riches. These individuals invariably
find the emperor and his followers to be far more deadly
than first imagined, and only a handful over the course of
many centuries have emerged to tell the tale.

The emperor isalso troubled by incursions from the caves
below the Grey, where the alien creatures known as thought
horrors continually test his defenses, plotting from their
fastness in the Deep to take over the temple and use the
shissar’s extensive resources for their own benefit.

Combat

Emperor Ssraeshza has grown increasingly more arrogant
over the four-score or more centuries since his birth. He
barely acknowledges the existence of other races unless
they might be of some use to him. If attacked, he simply goes
about his normal business even as combat rages nearby,
allowing his closest minions — shissar nobles and lords —
to fight on his behalf.

If foes prove sufficiently powerful to threaten him, how-
ever, the emperor fights (often buffed by magics from his
followers), generally striking at the most powerful and
dangerous foes first. He is especially savage in attacking
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the emperor and any other unengaged shissar move to
attack magic-wielding enemies.

. Ssraeshza’s stats above include all modifiers for the Sword
of Ssraeshza (see sidebar).

Constrict (Ex): The shissar emperor squeezes for 4d8+24
points of damage with his tail on a successful grapple check.

Improved Grab (Ex): To use this ability, the shissar
emperor must hit his opponent with his tail attack.

Mesmerization (Sp): Three times per day, the shissar
emperor can invoke an effect identical to the spell mesmer-
ization (not merely mesmerize) on its foes, as if by the
enchanter spell of the same name. Will save (DC 29).

Poison (Ex): Bite, Fortitude save (DC 37); initial dam-
age 2d8 temporary Constitution, secondary damage 2d8
temporary Constitution.

Blood Link (Su): The enormous blood golem known as
the Blood of Ssraeshza (q.v.) is linked inextricably to the
shissar emperor. As long as the Blood of Ssraeshza has at
least 1 hit point and remains within one mile of the
emperor, Emperor Ssraeshza is protected as if by the spell
divine aura, except the emperor may attack freely while
under this effect.
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Initiative Bonus (Ex): For all his bulk, the shissar
emperor is blindingly fast in combat, receiving a +8 racial
bonus to initiative.

Resistances (Ex): The shissar emperor has bonuses of
acid, cold, electricity, fire, and sonic resistance (20) and
disease, magic, and poison resistance (40).

Warrior Abilities: The shissar emperor has all the class
abilities of a 20th-level warrior, including the area Taunt
ability and the Resistant discipline.

SwordvorSsraeshza

Description: This great blade is carried by the
shissar emperor, and grants him even greater power
than he already wields. The blade is an enormous
two-handed weapon of some blue-grey metal, harder
than the finest steel, the whole engraved with
sinuous runes and set with gems the size of a man’s
fist.

Powers: This Colossal greatsword hasa +5 bonus
to attacks and a +7 bonus to damage, as well as the
defending, ghost touch, and unholy qualities. Once
per round, it can process (Proc DC 22) the serpent’s
bite power on a successful attack: This power is for
all intents and purposes identical to the spell spirit
tap (save DC 31).

However, the sword functions fully only when
wielded by a shissar; otherwise, it acts as a +3
Colossal greatsword, but retains none of its special
qualities and offers none of the other benefits listed
below.

Sword of Ssraeshza (4d8+7 plus serpent’s bite proc,
delay 6; AC 3, hardness 20, 65 hp, Break DC 39)

Str +5, Dex +5, Con +5, Int +5, Wis +5, hp +31,
mana +20, all resistances (4), all energy-based saves
+1.

Bonus types: Ability scores = augmentation. At-
tack = enhancement. Damage = enhancement. Hit
point = augmentation. Mana = augmentation. Re-
sistance = augmentation. Save = augmentation.

Caster Level: 21st.

Market Price: 5,273,160 gp.

Slot: Slashing.

Weight: 120 Ibs.
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Sonic Wolr Combat e
Large Beast Sonic wolves are cunning and inventive in combat, and ==
Hit Dice: 6d10+18 (51 hp) have been known to use ambush and surprise attacks e
Initiative: +3 (Dex) against foes. Their high intelligence enables them to gauge
Speed: 50 ft opponents’ strengths and weaknesses, to draw them into
AC, 18 (_ I size, +3 Dex, +6 natural) restricted space with feigned retreat, and to strike from the
B A'B /Grapole: A2 ’ ’ rear and then fall back before foes can respond.
Attacks: ppie: Bite +7 melee Adult sonic wolves are always careful to remain close by
Dama e" Bite 14846 their offspring, and move swiftly to attack should the pups
ge: be threatened. Certain particularly cunning adults have
Face{Reach: >ft.by107t/51t. even been known to feign injury or death in order to lull
Spec!al AttaFIfS: . ‘ . foes into a false sense of security.
Special Qualities:  Blindsight, scent, sonic vulnerability Skills: Sonic wolves receive a +2 racial bonus on Hide
SaY?s_: Fort +8, Ref +8, Will +3 ) checks and a +8 racial bonus on Listen checks. The bonus
Ab_'llt'eS: SFr 17, De).( 16, Con 17, Int 4, W'S'B’ Cha 10 to Listen checks is lost if the sonic wolf’s blindsight is
Skills: Hide +4),K Listen +15, Sneak +7, Wilderness negated.
Feats: Lire *3 *A sonic wolf receivgs a +6 racial bonus on Wilderness d
Climate/Terrain:  Any forest, hill, mountains, or plains Lore checks when tracking by scent. ,.'f\
Organization: Solitary, pair, or pack (4-12) ~ !
Challenge Rating: 3 .L. o
Treasure: None =3
Alignment: Always neutral -
Advancement Range: 7—21HD (Large) <
Faction: None, or Sonic Wolves of the Moor =S
Oescription PR
Sonic wolves are a fierce and intelligent species of pack o, 7
predator that dwells on the moon of Luclin. Similar in body - q
shape and behavior to the familiar wolves of Norrath, sonic ‘-"\
wolves are in fact an entirely different species. Up close, =
however, the differences between sonic and ordinary wolves "’bf
become plain. Taller than an ordinary wolf, a sonic wolf’s o
body is lean and gangly, with slender arms and legs ending HI8
in wickedly sharp claws. The head resembles that of a leaf- 2<)
nosed bat with large, webbed ears that are often brightly ]
colored — blue, red, orange, or even green. There are no .
visible eyes, and the sonic wolves appear to entirely lack =
any sense of sight. —d
Sonic wolves are in fact entirely blind, relying instead on 20
their acute scent and bat-like sonar senses to locate prey. i 1
They are also surprisingly intelligent, and many believe '.";\
(correctly) thatsonic wolves sometimes serve the vampyres f =%
of the Tenebrous Mountains. Particularly intelligent even | o~
for their species, the sonic wolves of Hollowshade Moor are K s
said to have their own crude language, and are always =3
looking for help from outsiders in their struggle against the -
owlbears and grimlings there. 2
These creatures are quite common on Luclin’s dark side, iy 1
ranging from the Tenebrous Mountains to the Grimling )
Forest and Shadeweaver’s Thicket. On Hollowshade Moor, ' =
they battle continuously against owlbears and grimlings for URE
control of the region. Their numbers fluctuate as the tide of (2
battle changes, yet neither they nor their foes ever seem to e
gain the upper hand. .
Sonic wolves live in packs of up to a dozen individuals. :.‘:-\
These are usually family groups, with two or three pairs and :"f
their pups. Even sonic wolf pups can be challenging foes to (S
the unprepared, and their parents are likely to be lurking NOI SACKDA (=3
nearby, ready to protect their offspring. unG%n '; Ted
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- SpireSpirit
= Lesser Greater Lord
T Medium-Size Outsider (Incorporeal) Large Outsider (Incorporeal) Large Outsider (Incorporeal)
2% Hit Dice: 15d8+30 (78 hp) 24d8+48 (156 hp) 35d8+105 (262 hp)
T Initiative: +7 (+3 Dex, +4 Improved Initiative)  +8 (+4 Dex, +4 Improved Initiative) ~ +10 (+6 Dex, +4 Improved Initiative)
R Speed: Fly 30 ft. (perfect) Fly 30 ft. (perfect) Fly 30 ft. (perfect)
i o | AC: 14 (+3 Dex, +1 deflection) 16 (—1 size, +4 Dex, +3 deflection) 20 (1 size, +6 Dex, +5 deflection)
B b= BAB/Grapple:  +I5/— +24/- +35/—
i I = ! Attacks: Incorporeal touch +18 melee Incorporeal touch +27 melee Incorporeal touch +40 melee
Nt = Damage: Incorporeal touch (2d6 cold plus Incorporeal touch (2d8 cold plus Incorporeal touch (3d6 cold plus
} I =2 o | sapping touch) sapping touch and paralysis) sapping touch and paralysis)
_ l = | Face/Reach: 5ft.by 5 ft./5 ft. 5 ft. by 5 ft./10 ft. 5 ft. by 5 ft./10 ft.
i ) ﬂl Special Attacks:  Sapping touch Fear aura, paralysis, sapping touch Fear aura, paralysis, sapping touch,
B — spell-like abilities
| S 8 Special Qualities:  Damage reduction 10/+2, fast healing3,  Damage reduction 15/+3, fast healing 5, Damage reduction 20/+4, fast healing 8,

Climate/Terrain:
Organization:

immunities, incorporeal, resistances,
see in darkness

Saves: Fort +11, Ref +12, Will +11

Abilities: Str —, Dex 16, Con 15, Int 15,
Wis 14, Cha 12

Skills: Bluff +16, Hide +21, Intimidate +21,
Listen +20, Search +20, Sense
Heading +17, Sense Motive +17, Spot
+20, Taunt +16

Feats: Combat Reflexes, Dodge, Improved

Dodge, Improved Initiative

Any land

Solitary, pair, gang (3—6), or pack (7—12)

immunities, incorporeal, resistances,
see in darkness

Fort +16, Ref +20, Will +17

Str —, Dex 18, Con 15, Int 17,

Wis 16, Cha 16

Bluff +27, Hide +24, Intimidate +28,
Knowledge (any one) +27, Listen +27,
Search +27, Sense Heading +27, Sense
Motive +27, Spot +27, Taunt +27,
Undead Empathy +27

Combat Reflexes, Dodge, Flyby Attack,
Improved Dodge, Improved Initiative,
Lightning Reflexes, Mobility

Any land
Solitary, pair, gang (3—6), or pack (7—12)
15

Usually neutral evil

25-50 HD (Large)

None, Order of Autarkic Umbrage,
or Spire Spirits

Challenge Rating: 13
Treasure: Standard Standard
Alignment: Usually neutral evil
Advancement Range: 16—30 HD (Medium-size)
Faction: None, Order of Autarkic Umbrage,
or Spire Spirits
Oescription

Combat

immunities, incorporeal, resistances, see in
darkness

Fort +22, Ref +27, Will +24

Str —, Dex 22, Con 17, Int 25,

Wis 20, Cha 20

Bluff+40,Hide+37, Intimidate+42,Knowl-

edge (any five) +42, Listen +42, Search

+42, Sense Heading +40, Sense Motive

+40, Spot +42, Taunt +40, Undead
Empathy +40

Alertness, Combat Reflexes, Dodge,

Flyby Attack, Improved Dodge,

Improved Initiative, Lightning Reflexes,

Mobility, Parry

Any land

Solitary

18

Standard

Usually neutral evil

36+ HD (Large)

None, Order of Autarkic Umbrage,

or Spire Spirits

These enigmatic beings frequent deserted and barren
landscapes and ruins, the most famous of their holdings
being the mysterious Spire located in the Mons Letalis
mountain range (whence comes their name, even though
many such spirits have been reported in locales far from the
Spire). Physically, spire spirits resemble tall, roughly hu-
manoid figures cloaked in dark, tattered robes. No other
human features are immediately visible, although some few
claim to have seen gleaming eyes in the depths of the spirits’
hoods. The more powerful among them, such as the fear-
some Spire Lord, sometimes wear ephemeral decorations
such as crowns, necklaces, and the like, but this is uncom-
mon.

No one knows what exactly the spire spirits are or what
happens to them when they are slain. They may rejuvenate
themselves, reconstitute themselves elsewhere, or perhaps
be completely and utterly destroyed. It is known that most
such spirits actively seek to avoid destruction, although if
their collective existence is seriously threatened, they may
act selflessly to prevent disaster.

£

56

Spire spirits defend their territory doggedly, yet their
purposes in doing so are as nebulous as their physical form.
Independent shades that behave in an extremely erratic
manner have sometimes been encountered alone, and it is
thought that these are mad or outcast specimens. These
mad spirits sometimes engage in confusing behaviors, break-
ing away from foes and simply flying off immediately after
attacking, or acting in a friendly or neutral manner at first
then suddenly attacking, and so on.

Sapping Touch (Su): Any creature hitby aminor spirit’s
incorporeal touch must make a Fortitude save (DC 10 + 1/
2 the spirit’s HD + the spirit’s Con modifier) or take 1d4
points of temporary Strength and Dexterity damage (i.e.,
1d4 points to each ability, rolled separately).

Immunities (Ex): All spire spirits are immune to acid,
cold, disease, and poison. They are also immune to mind-
affecting spells or effects, and to attacks that damage or
drain ability scores or levels/HD.

Resistances (Ex): Spire spirits have bonuses of electric-
ity and fire resistance (10) and sonic resistance (40).
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See in Darkness (Ex): All spire spirits can see petfectly Combat -
. . . ) -: T
;gjilsrkness of any kind, even magical darkness created by A spire spirit lord most often relies on its magical attacks, ;_:-:‘
. L

but is fully capable, if necessary, of defeating even the most
. - heroic warriors in melee combat.
Greater Spire Spirit
p - P S Fear Aura (Su): A spire spirit lord can radiate a fear aura
Greate}r spire spirits are larger and more intimidating in a 30-foot radius as a free action. A Will save (DC 10 +
than thglr lesser fellows, .and often seem to take on a 1/2 the spirit’s HD + the spirit’s Cha modifier) negates the
leadership role among their smaller brethren. effect. Once a creature successfully saves against the aura,
C bat it cannot be affected by the same spirit lord’s fear aura for
omba 24 hours. The power otherwise works like an invoke fear
Greater spire spirits are utterly fearless, attacking any spell cast by a 35th-level necromancer.
number of foesA and relying on its fear aura an.d paralyzing Paralysis (Su): Any creature hit by a spire spirit lord’s
touch to keep its enemies weakened gnd n d1sgrray. incorporeal touch must also make a Will save (DC 10 + 1/2
Fear Aura (Su): Greater spire spirits can radiate the spirit’s HD + the spirit’s Cha modifier) or be paralyzed
a fear aura in a 10-foot radius as a free action. A for 1d3 rounds.
Willsave (DC 10+ 1/2 thespirit’s HD + the spirit’s Sapping Touch (Su): Any creature hit by a spire
Cha modifier) negates the effect. Onf:e acreature spirit lord’s incorporeal touch must make a Fortitude
successfully saves against the aura, it cannot be save (DC 10 + 1/2 the spirit’s HD + the spirit’s Con .

affected by the same spirit’s fear aura for 24 hours. modifier) or take 2d4 points of temporary Strength o2
The power otherwise works like an invoke fear spell and Dexterity damage (i.e., 244 points to each ability, £

cast by a 24th-level necromancer.

rolled separately); a successful save reduces this dam-
Paralysis (Su): Any creature hit by a greater

age by half.

spirit’s incorporeal touch must make a Will Spell-Like Abilities: A spire spirit lord’s G

save ,(DC 10 + 1,/ 2 the spirit’s HD + the spell-like abilities (and the mana cost for

slpmt sfha modifier) or be paralyzed for each) are as follows: Beguile undead (28), =
round. -

chilling embrace (33), defoliate (17), dooming o
darkness (20), eternity’s torment (23), root
(5), spirit tap (24), surge of enfeeblement Lt
(17), vampiric curse (24), word of spirit d
(22). These are as the spells cast by a 17th- o

Sapping Touch (Su): Any creature hit
by a greater spirit’s incorporeal touch
must make a Fortitude save (DC 10 + 1/
2 the spirit’s HD + the spirit’s Con modi-

fier) or take 1d6 points of temporary N level necromancer (save DC 17 + spell ';-\
Strength and Dexterity damage (i.e., 1d6 I\ level) with a pool of 238 mana. (e
points to each ability, rolled separately). _K (=3
Spire SpiritLoro
Spire spirit lords are (fortunately) rare, X
and include such creatures as the Spire .
Lord of the Mons Letalis. They are fell and =N
terrible creatures, capable of evoking dread —4
in even the most stalwart of foes. P~
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Stone Guardian

Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:
Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Huge Elemental

22d8+220 (319 hp)

—1(Dex)

20 ft., burrow 20 ft.

29 (=2 size, —1 Dex, +22 natural)

+16/+38

Slam +28/+23/+18/+13 melee

Slam 4d8+21 plus knockback and daze

10 ft. by 10 ft./15 ft.

Knockback, magic attack +5, trample 3d8+14

Damage reduction 15/+3, disease immunity,
elemental, fast recovery, ultravision

Fort +23, Ref +6, Will +7
Str 37, Dex 8, Con 30, Int 5, Wis 10, Cha 7
Listen +17, Spot +17

Cleave, Great Cleave, Improved Slam, Power
Attack, Sunder

Any

Solitary

14

None

Always neutral

Advancement Range: 23—32 HD (Huge); 33—44 HD (Gargantuan)

Faction:

None
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Oescription

The Akheva of Luclin summoned many different crea-
tures to help them defend their territory and enforce their
edicts. Among these were the stone guardians, powerful
earth elementals that resembled great, rough beings bris-
tling with chunks of raw crystal. Many of these guardians
were destroyed in the violence of the Akhevan civil war,
and only a handful survive today. Those that remain guard
the approaches to Akheva territory in the Umbral Plains
and the Maiden’s Eye. There are several powerful and
infamous stone guardians in these regions, with names like
Rumblecrush and Doomstone.

Combat

Stone guardians are not terribly imaginative opponents,
for their task is simple: the defense of Akhevan territories
and the destruction of all who might oppose Akhevan
civilization. A stone guardian will attempt to knock back
its most dangerous melee opponents (usually focusing first
on armored warriors and other martial types), then move
against more lightly-armored targets such as spellcasters
and missile-armed foes.

Knockback (Ex): Any opponent hit by the guardian’s
slam attack must make a Reflex save (DC 35) or be knocked
back (1d4)x5 feet (and might also be dazed due to the
guardian’s Improved Slam feat). An opponent who is
knocked back in this way is also knocked prone.

Magic Attack (Su): For purposes of overcoming a target’s
damage reduction, the stone guardian is considered a +5
magic weapon. This ability grants no actual bonus to

the guardian’s attack or damage rolls.
Trample (Ex): This attack requires no attack
roll and deals 3d8+14 points of bludgeoning dam-
age. Trampled opponents can eitherattempt attacks
of opportunity at —4 on the attack roll, or make a
Reflex save (DC 35) for half damage.
Disease Immunity (Ex): The stone guardian
is completely immune to disease.

Fast Recovery (Ex): The stone guardian
recovers a number of hit points equal to its HD
for each hour of rest or light activity. Engaging
in combat or other strenuous activity during
any hour prevents the guardian from recov-
ering hit points for that hour.

Feats: Stone guardians receive Power
Attack and Sunder as bonus feats.
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Stonegrabber
Qua Va Dyn
Large Construct
Hit Dice: 13d10 (66 hp)
Initiative: +0
Speed: 20 ft. (can’t run)
AC: 22 (—1 size, +13 natural)
BAB/Grapple: +7/+20
Attacks: 2 slams +15 melee
Damage: Slam 2d6+7
Face/Reach: 5ft. by 5 ft./10 ft.
Special Attacks:  Trample 1d8+7
Special Qualities:  Construct, damage reduction 5/+1,
magic immunity, ultravision
Saves: Fort +4, Ref +4, Will +4
Abilities: Str 24, Dex 10, Con —, Int —,
Wis 11, Chal
Skills: —
Feats: —
Climate/Terrain:  Any land
Organization: Solitary
Challenge Rating: 6
Treasure: None
Alignment: Always neutral
Advancement Range: 14—16 HD (Large)
Faction: None
Pli Va Dyn
Huge Construct
Hit Dice: 27d10 (148 hp)
Initiative: +0
Speed: 30 ft. (can’t run)
AC: 35 (=2 size, +27 natural)
BAB/Grapple: +20/+41
Attacks: 2 slams +31 melee
Damage: Slam 3d8+13
Face/Reach: 10 ft. by 10 ft./15 ft.
Special Attacks: ~ Trample 2d8+13
Special Qualities:  Construct, damage reduction 20/+3, magic immunity,
reform, ultravision
Saves: Fort +7, Ref +7, Will +9
Abilities: Str 36, Dex 10, Con —, Int —, Wis 11, Cha 1
Skills: —
Feats: —
Climate/Terrain:  Any land
Organization: Solitary
Challenge Rating: 14
Treasure: None
Alignment: Always neutral
Advancement Range: 28—33 HD (Huge)
Faction: None
D L R L (T
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Zov VaDyn

Large Construct

17d10 (73 hp)

+0

30 ft. (can’t run)

26 (—1size, +17 natural)
+12/+25

2 slams +20 melee

Slam 2d8+7

5 ft. by 5 ft./10 ft.

Trample 1d10+9

Construct, damage reduction 10/+1,
magic immunity, ultravision
Fort +5, Ref +5, Will +5

Str 28, Dex 10, Con —, Int —,
Wis 11, Chal

Any land
Solitary

8

None

Always neutral

18—21 HD (Large)

Zun Va Dyn

Huge Construct
22d10 (121 hp)

+0

30 ft. (can’t run)
30 (=2 size, +22 natural)
+16/+35

2 slams +25 melee
Slam 2d10+11

10 ft. by 10 ft./15 ft.
Trample 2d6+11

Construct, damage reduction 10/+2,

magic immunity, ultravision
Fort +7, Ref +7, Will +7

Str 32, Dex 10, Con —, Int —,
Wis 11, Chal

Any land
Solitary

1

None

Always neutral

23—26 HD (Huge)

None None
Eom VaDyn
Gargantuan Construct
34410 (187 hp)
+0

40 ft. (can’t run)

40 (-4 size, +34 natural)

+25/+50

2 slams +47 melee

Slam 3d10+18

20 ft. by 20 ft./20 ft.

Trample 2d10+18

Construct, damage reduction 30/+4, magic immunity,
reform, ultravision

Fort +11, Ref +11, Will +11

Any land
Solitary

18

None

Always neutral

Str 44, Dex 8, Con —, Int —, Wis 11, Cha 1

35-68 HD (Gargantuan)

None
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Oescription

Magical constructs made from the native rock of Luclin,
the creatures called Va Dyn in the Akhevan tongue were
the most common guardians and laborers in the Akhevan
Empire. Physically, they resemble masses of natural stone
assembled in roughly humanoid shape, moving with a
rolling, surprisingly graceful gait.

The smallest and most common type of construct was
called the Qua Va Dyn in the Fleshless Tongue, but today
most Luclinites call these smallest specimens simply
“stonegrabbers.” Many Va Dyn remain under the control of
the surviving Akheva, but some have become independent
creatures, wandering the moon beyond their old masters’
control and acting in a confusing or random fashion. The
shissar have managed to take control of several of these,
and today they are as likely to be seen serving the Ssraeshza
Emperor as the Akheva. Rumors claim that the shissar have
actually learned how to duplicate stonegrabbers, but these
stories remain unconfirmed.
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Combat

Stonegrabbers fight and work at the command of their
masters. Those that are set to act as guards or warriors fight
tirelessly, assaulting their foes with their stony fists and
battling on until completely destroyed or recalled by their
masters.

Uncontrolled stonegrabbers often act erratically, attack-
ing one round, wandering off the next, and engaging in an
entirely irrational task such as digging through rock walls or
picking up burdens the next.

Trample (Ex): This attack requires no attack roll and
deals bludgeoning damage as listed above. Trampled oppo-
nents can either attempt attacks of opportunity at—4 on the
attack roll, or make a Reflex save (DC 10 + 1/2 the
stonegrabber’s HD + the stonegrabber’s Str modifier) for
half damage.

Magic Immunity (Ex): A stonegrabber is immune to all
spells, spell-like abilities, and supernatural effects, except
as follows: A grasping roots spell slows the stonegrabber’s
base speed by 25%, while an enveloping roots or engulfing
roots spell slows it by 50%. The stonegrabber gets no saving
throw against these effects.

Pliand EomVaOyn

Only a handful of these dangerous constructs survived
the fall of the Akhevan Empire. A few still serve the
Akheva in their ruins and settlements, and a few more
wander Luclin aimlessly.

The largest and most powerful stonegrabbers were known

as Eom Va Dyn among the Akheva; they were used as
guardians of the greatest Akhevan cities. Today only
three or four Va Dyn of this magnitude are known to
exist, the largest of which — commonly called Va Dyn
Khar — defends the Akhevan fortress of Vex Thal.

Combat

A Pli Va Dyn or Eom Va Dyn walks a continuous
circuit around the city it was set to guard. It moves
immediately toward any intruders and attacks.

Reform (Ex): A stonegrabber of Pli or greater
magnitude has the ability to reform fully from its
composite parts even after it is reduced to rubble. This
process takes roughly 24 hours. The only way to destroy the
Va Dyn completely is to disintegrate it or to smash it into
powder and scatter the dust in a powerful wind or a large
body of water.
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= investigation of their cultural or architectural relics. They N
%) SunRevenant are said to trade occasionally with certain tribes of tegi (or N
(o Medium-Size Humanoid (Sun Revenant) galorians, depending on the speaker), but otherwise attack —
A Hit Dice: 16d8+48 (120 hp) without hesitation any individuals of other races they .
- Tnitiative: +2 (Dex) encounter. '\_".!
— Speed: 30 ft. The sun revenants of today are a rigorously military ~
Te%) AC: 20 (+2 Dex, +5 natural, +3 studded leather society of loosely knit clans, each clan ruled by the smartest -
738 armor) and strongest among them. One of the most (in)famous of
e BAB/Grapple: +12/+15 their leaders is called Sunlord Wedazi (see the Luclin
Attacks: Spear +15/+10/+5 melee; or clawed handwrap sourcebook for Wedazi’s stats). This powerful sun revenant
- +15/+11/+7 melee; or shuriken +13/+9/+5 is said to wander the desert, returning to the plateau
> ranged occupied by his people for important events, rituals, sacri-
- Damage: Spear 1d8+3; clawed handwrap 1d4+2 plus fices, or to defend it against incursion.
e poison; shuriken 1 hp (x 3 shurikens) plus poison
T Face/Reach: 5 ft. by 5 ft./5 ft. Combat
*\ Spec!al Attaf:l_(S: P0|s<?n , . , _ Sun revenantsare mighty warriors, both men and women,
o Special Qualities: Evasnon,AmFravnsmn, poison use, resistances, for their survival depends on the skills of even the lowliest
spell resistance 19 ) )
Saves Fort +10. Ref +12. Will +7 among them; even young children of the sun revenant
’ . ort + er + i+ . ¥
= ’ ’ 1 Small, 3-15 HD tch f f =
=) Abilities: Str 14, Dex 15, Con 17, Int 11, Wis 10, Cha 12 3 (ra‘cne?;‘ ) are a match for grown warriors o o
R Skills: Hide +5, Listen +5, Profession or Trade Skill (any . . . s
s . Poison (Ex): Sun revenants often use poisons on their
LIy one) +4, Sneak +5, Spot +5, Wilderness Lore +3 Most Iv. th h ) £ th Aigy
_— Feats: Alertness, Great Fortitude, Iron Will, Power Attack weapons. AOst Commonty, they use the poisons of the —
ro- . . giant scorpions they hunt for this very purpose, but some -
Climate/Terrain: ~ Warm desert . .
. 4 . among them are skilled at concocting much more
b Organization: Solitary, pair, squad (3—4), patrol (3—6 plus 1

LY leader of 3rd level), hunting band (3—8 plus 1
: leader of 3rd—4th level), raiding band (8—15

plus commander of 5th—7th level), or clan

— (15-30 plus 10% noncombatants plus 2—4 Evasion (Ex): This ability functions as the rogue o
' leaders of 3rd—4th level, military commander class ability of the same name.

- C Rati gf Sth—7th level, and ruler of 6th—7th level) Poison Use (Ex): Sun revenants are so used to .
= hallenge Rating: ' ' ' using poisons that they run no risk o~
= Tr'easure: 1/2 coins; standard goods; standard items of accidentally poisoning them- =
(=3 Alignment: Usually orderly evil selves when applying or using (o3

e Advancement Range: By character class . poison. LT5d
’ Faction: Sun Revenants i Resistances (Ex): ety
Yo ro) inti Sun revenants have e

€scription bonuses of poison re-

=S A dangerous and mysterious race of red-eyed humanoids, sistance (10) and fire =
— the sun revenants are, despite their name, not undead, nor } resistance (15). They —
i are they in any way related to the other undead “revenants” receivea +2racial bo- o)

) of Norrath’s populous moon. In fact, the sun revenants are nus on saves against
- the lasting remnants of an ancient civilization that pre- poison of any kind. o
= dated the Shissar Empire’s occupation of Luclin. Spell Resistance ~
— Over the centuries during the time of shissar colonialism, (Ex): Sun revenants -
P and ever since then, the sun revenants have dwindled into have spell resistance s

239 a few tiny clans that endure in the barren desert by virtue 11 + 1 per 2 HD (in- &
— of their small numbers (less mouths to feed means less cluding HD from class =
mortality due to starvation) and their incredible hardiness. ) levels).

) Itisnot known how the sun revenants manage to keep their }“ !
o) population so carefully controlled, but some theorize that j SunRevenant =Y
% the difficult life of their people leaves little time for child- Characters —

ey rearing ‘ar}d thlas "F}e:hilﬁs even rendezeg bmairﬁy fof tt?heli Sun revenants fa- :
%) women infertile. This theory is supported by the fact tha vored classes are monk 2%)
r sun revenant women are as common among their raiding | d . e
. . . and rogue. Warriors are
parties as men, and every bit as ferocious — as opposed to | 1

! . A . also very common among "
-2 other warlike races familiar to scholars, such as the orcs of | h - d b
~ = , ) | them, as are magicians an =
— Norrath, forinstance, among whom women are kept strictly h >
- . . X : shamans. ”

s at home as breeding devices and little more. _ s
(=3 Sun revenants still occupy and maintain several ruins (=3
. throughout the Scarlet Desert, and given their incredibleve()n L |
A hostility to all other races have so far prevented any further ZuB \ {
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deadly poisons.

Giant scorpion venom—injury, Fortitude DC 16;
initial 1d4 Con/secondary 1d4 Con.
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Tegi Warrior Chieftain '
Small Humanoid (Tegi) Small Humanoid (Tegi) Small Humanoid (Tegi) biA
Hit Dice: 1d8 (4 hp) 5d8+5 (27 hp) 10d8+20 (65 hp) Py
Initiative: +0 +1 (Dex) +2 (Dex) N
Speed: 20 ft. 20 ft. 20 ft. 3y
AC: 12 (+1 size, +1 natural) 15 (+1 size, +1 Dex, +1 natural, +2 leather) 17 (+1size,+2Dex,+1natural,+3 studded
leather) —
BAB/Grapple: +0/-5 +3/-1 +7/+4
Attacks: Club +0 melee Shortspear +5 melee; or dart +5 ranged  Masterwork shortspear +10/+5 melee; 4
or dart +10/+6 ranged '
Damage: Club 1d6-1 Shortspear 1d6/x3; dart 1d3 Shortspear 1d6+3/x3; dart 1d3+1 -'A:
Face/Reach: 5ft.by 5 ft./5 ft. 5 ft. by 5 ft./5 ft. 5 ft. by 5 ft./5 ft. Dy
Special Attacks: — — —
Special Qualities:  Group mind, low-light vision, Berserking, group mind, low-light vision, Taunt+2 Berserking,groupmind,low- _
resistances/subtype resistances/subtype, light vision, resistances/subtype, Taunt +2 ~
Saves: Fort +2, Ref +2, Will +0 Fort +4, Ref +5, Will +1 Fort +7, Ref +7, Will +6
Abilities: Str 8,Dex 10, Con 11, Int 7, Wis 11,Cha10 Str10,Dex12,Con13,Int 7, Wis 11,Cha8  Str12,Dex14,Con15, Int 11, Wis 13, Cha 12 A,
Skills: Hide +4*, Listen +1, Profession or Climb +2, Hide +7*, Listen +3, Profession Climb +2, Diplomacy +3, Hide +7*, =N
Trade Skill (any one) +2, Sneak +3,  or Trade Skill (any one) +1, Sneak +4,  Listen +5,Profession or Trade Skill (any i
Spot +1 Spot +3, Taunt +2 one) +3, Sneak +5, Spot +5, Taunt +4 S
Feats: Great Fortitude Alertness, Great Fortitude, Weapon ~ Alertness, Great Fortitude, Iron Will, =
Focus (shortspear) Parry, Weapon Focus (shortspear),
Weapon Specialization (shortspear) N
Climate/Terrain:  Any land Any land Any land ="
Organization: — Hunting party (3—10 tegi plus 1—4 warriors) or tribe (10—200 tegi plus 5—40 warriors plus 1 chieftain, 1—4 shamans, .
and 1 high shaman) — p—r
Challenge Rating:  1/3 1 3
Treasure: Standard Standard Standard
Alignment: Usually neutral Usually neutral Usually neutral &
Advancement Range: By character class By character class By character class O
Faction: By tribe By tribe By tribe S
Tegi Shaman Tegi High Shaman —
Small Humanoid (Tegi) Small Humanoid (Tegi)
Hit Dice: 6d8 (27 hp) 10d8 (45 hp) e
Initiative: +0 +0 .;‘::
Speed: 20 ft. 20 ft. :
AC: 12 (+1 size, +1 natural) 12 (+1 size, +1 natural)
BAB/Grapple: +4/-2 +7/+1
Attacks: Medium-size staff +3 melee Medium-size staff +6/+1 melee =
Damage: Medium-size staff 1d4-2 Medium-size staff 1d4—2 —
Face/Reach: 5 ft.by 5 ft./5 ft. 5ft. by 5 ft./5 ft. :
Special Attacks:  Spell-like abilities Spell-like abilities
Special Qualities: ~ Group mind, low-light vision, resistances/subtype, Group mind, low-light vision, resistances/subtype, spirit =
spirit mastery (any one) mastery (any one)
Saves: Fort +4, Ref +2, Will +7 Fort +5, Ref +3, Will +11 :
Abilities: Str 6, Dex 10, Con 11, Int 11, Wis 15, Cha 10 Str 6, Dex 10, Con 11, Int 13, Wis 19, Cha 14 ";"r'
Skills: Channeling +6, Hide +6*, Knowledge (folklore) +3, Channeling +13, Hide +6*, Knowledge (folklore) +6, Knowl- =y
Knowledge (religion) +3, Listen +3, Meditation +8, Trade  edge (mysticism) +5, Knowledge (religion) +8, Listen +5, =y
Skill (alchemy) +8, Sneak +4, Spot +3 Meditation +17, Trade Skill (alchemy) +14, Sneak +4, Spot +5 =
Feats: Great Fortitude, Silent Spell Great Fortitude, Mystic Capacity, Silent Spell ’
Climate/Terrain:  Any land Any land
Organization: — Tribe (10—200 tegi plus 5—40 warriors plus 1 chieftain, 1—4 shamans, and 1 high shaman) — ,;,_'
Challenge Rating: 3 5 =
Treasure: Standard Standard -
Alignment: Usually neutral Usually neutral -2
Advancement Range: By character class By character class :
Faction: By tribe By tribe A )
—— —




TN AT a0~ A " N T T e 7 e o
TR A ¥ - Monsters or Luclin B A e
Oescription Combat

Tegi are small, androgynous creatures with oversized
heads and large eyes. They are common throughout Luclin,
living in primitive tribal societies. Though inoffensive and
sometimes comical at first glance, tegi can be vicious and
resourceful if attacked or when defending their territory.

Tegi tribes are differentiated by color and element;
genotypes include the red-skinned fire tegi, blue-white ice
tegi, dark blue water tegi, light blue wind tegi, grey or brown
stone tegi, and grey or black shadow tegi. There are reports
of other tegi — rock, mud, snow, storm, sun, and others —
but these may simply be variants on the known groups of
tegi rather than distinct breeds. Tegi of different breeds are
usually hostile toward each other, though there are excep-
tions, such as in a certain hidden valley near the Twilight
Sea, where it is said that several different tegibreeds
dwell together in peace.

Shadow tegi are a breed apart, apparently
created (or modified) by the Akhevaasa ¢
servitor race, infused with dark magical
energies and given greater powers than
other tegi tribes.

Within their own tribe, tegi can commu-
nicate through a common psychic link. In
fact, they have never evinced a spoken language
(making it very difficult for them to commu-
nicate with outsiders), yet tribes
appear toact with asingle mind,
always knowing when one of
their kin is in trouble and ap-
pearing seemingly out of
nowhere to assist.

Though some tegi are expansive and
aggressive, most are relatively benign, ig-
noring outsiders as long as they themselves
are left alone. Some attack outsiders who
enter their territory, but these generally stop
immediately once the intruders have left the
area. Some tegi dwell in subterranean cave
complexes, while others pursue a semi-no-
madic existence on the surface, setting up
tentsand shelters near hunting grounds

and moving with their prey species. _4 , am K

Tegi biology remains something
of a mystery. Scholars believe they
must reproduce asexually, possibly by budding or dividing,
although such behaviour has never been observed. Tegi
offsping or children have likewise never been seen — all
individuals in a tribe look almost exactly alike, and the
species has no apparent gender distinction. Some stories
tell of different tegi “queens” for each breed that dwell deep
inside Luclin, and say that this is the true source of new tegi.
No one has ever reported actually seeing one of these fabled
creatures, though, and the lack of effective communication
with the tegi has prevented anyone from asking them
directly. Scholars in Katta, Seru, Shadow Haven, and Shar
Vahl have offered sizeable rewards for more information
regarding these elusive and inscrutable creatures.

Tegi magic is shamanistic, and each tribe’s magic and
abilities are associated with their specific element or ter-
rain, such as fire, wind, ice, and so on.

D 1oL TRt 105
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Tegi are well-organized and move with a single will due
to their psychic connection to one another. They begin
attacks from cover, throwing darts at foes while tribal
shamans cast spells and magi (if any are present) summon
elemental assistance.

In their home territory, tegi often set traps and ambushes
to aid hunting and in turning back intruders. If outnum-
bered or clearly facing defeat, tegi usually flee rather than
face slaughter, although they may regroup elsewhere, gath-
ering their strength and attacking the invaders from ambush
at a later time.

Group Mind (Ex): Tegi share a limited consciousness
with their fellows, and may effectively communicate with
other tegi (but not with other creatures) by telepathy at
distances of up to 500 feet. They always communicate with
one another if they are in danger, and if a tegi is attacked,
all tegi of the same breed immediately become aware of the

attack and come to the victim’s defense.

Further, if more than 10 tegi of the same
subtype are all within 500 feet of one another,
they all receive a +1 bonus to attack, damage,
4 and skill rolls and to all saving throws. If there

are more than 50 tegi of a subtype within 500 feet,
this bonus increases to +2.

Resistances/Subtype (Ex): Tegi all have ei-
ther a subtype (fire, cold, etc.) or a set of
resistances based on their type. See each indi-
vidual entry below for details.

Skills: Tegi receive a +2 racial
bonus on Sneak checks.*In their
native terrain (by genotype; see
below), tegireceive a +4 racial bonus

on all Hide checks.

Tegi Warrior

The defenders of the tribe are chosen from
among the strongest and most capable hunt-
ers. They are trained in the use of spears and

hit-and-run tactics. Though individually
weak, when they are in proximity to 1arge
S numbers of their fellows, tegi warriors’
= attacks are far more accurate and

“xe(Or deadly.
TegiChiertain

Tegi chieftains are usually the strongest and most ca-

pable among their tribe. Given the tegi’s collective mind,
it is not certain how exactly a chieftain leads or is chosen.

TegiShaman

Most tegi spellcasters are shamans who manipulate the
forces of nature to protect and defend their tribe.

Spell-Like Abilities: A typical tegi shaman’s spell-like
abilities (and the mana cost for each) are as follows: Cure
disease (3), cure poison (3), inner fire (2), minor healing (2),
sicken (5), strengthen (2). In addition to these six spell-like
abilities, the shaman has one other spell effect appropriate
to his subtype: burst of flame (1) for fire tegi; frostrift (3), ice;
scale skin (4), stone; summon drink (2), water; and drowsy
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o (3), wind. These are as th o Bre At e e
T ’ : e spells cast by a4th-level . - - 3 Se el =T
5 (save DC 12 + spell level) with a pool of 16 ri‘;‘;ashaman ; Sk111§: *In areas of billowing flame or volcanic activity ‘.“_‘
L : ire tegi receive a +4 racial b . ) '
TegiHighShaman , fal bonus on all Hide checks. &
X - Tegl hlgh sham Lot Ice TGgl ¢ ‘]
= . ans are usually found in the tegi’ i i (3
als who, despite the species’ : o - . They are aggressive and 0 . o
tegi’s survival. pecies’ group mind, remain vital to the ers. To Norrathian strangers, th wually hosqle i 3
. least from a di gers, they are often mistaken —at 52,
Spell-Like Abilities (Sp): A typical tegi high sh . Cold istance —as ice goblins. A
spell-like abilities (and the mana cost for each) affe as faﬁlan s . Of' Subtype (Ex): Cold immunity; double damage <>
Buast Of St”rength (3)’ disempower (8) lght healing (SS)O Ows: rOSn;( lllre except on a successful save. g s
: i ) sense ills: * ; :
(blmmal (1), spirit of bear (7), tainted breath (7), talisman of the o llbs. In snowy or icy regions, ice tegi receive a +4 o
east (4). In addition to these seven spell-like abili h acial bonus on all Hide checks. S
shaman has two other spell effects appropriate to h} ltlebs e St i R
b“g};?f fire (3) and endure cold (3) for fire tegi; end;srzl;f‘ ty%e ) OSD€ Tegi o
and frost rift (3), ice; root (5) and turtle ski : e tone tegi dwell in : . A
. ] ski . A caverns, ravines, i
acid (3) and waking sleep (10), water: in (8), stone; endure regions. They tend to be more primiti es, and similarly rocky ’
e e g e ) Resiotances (Bx): S primitive than mastorhertegl.
’ . eseareasthes ell ) : ances x): Stone tegi . ¢ i"
shaman (save DC 14 + spell level) wiI:t)h ; ;nglb Zf3576t13nlz1€Vel fire, and sonic resistance (10)egl receive bonuses of acid, 4
na. . .
. Skills: *
regiMage , Sl sy e sone e (3
all Hide checks -~
Some tegishamans amon i ' P2
gthefire, st o . o)
are also capable of summoning powerfﬁ?:fewrr?::tarllsd windmbes  Water Tegl S
tribe asdefendersor laborers; asaresult, theyare e fer‘;rezi)tserve th_e Inhabiting rivers, streams, lakes, and se i =
glthough magi are normally arcane spellcasters, tegi (ﬁ;;pagl. gﬁnerally inoffensive creatures bu’t fight f?es;rc“é?;etr tgg; arg =
ivine casters who have access t . Y 1 are themselves. To the untrai 1 O defen
their unique spiitual align me;s1 to certain magician spells due to resemble aqua gob 1ingrflr;?rl11;eji Si&;icthese creatures may B
When encounterin: : ] Resist: < o
i ga tegi mage, use the statistics gi ances (Ex): Water tegi i 4
1nplaceofdloseforategihighshaman;Wheriiolztlltcesnggtee?be'low and sonic resistance (10). gi receive bonuses of cold Y
here, use the standard tegi high shaman stats sgiven Water Breathing (Ex): Wat i i s
Hit Dice: 10d8+10 (55 hp) ) 20 feet and can breathe u-nd;‘::/r ttegl- h; v s speed of
i:ves: Fort +6, Ref +3, Will +12 use all their abilities while subnilelfgrelcrll eﬁmtely; they can "\ .
ilities: Str 6, Dex 10, Con 13, Int 13, Wi Skills: *Whi ‘

. ’ 9 N , Wis 2], Ch 82 1le Submer d’ H : . . ~
dSk'(“s: Channeling +14, Hide +6*, Knowledge (folk;ljo]r(e)z) +6, Knowl bonus on all Hide checksg ed, water tegi receive a +4 racial ~
edge (mysticism) +10, Knowled reliai . » Knowl- : s
+18, Trade Skill (alchemy) +10 gserfgzk'glzn)s;)%,tlllgten +6,Meditation  Wind Tegi )
Feats: Great Fortitude, M 55' L ; i

, Mystic Capacit Wind tegi i it hi . -
Challenge Rating: 5 y pacity, Silent Spell plains anflg;v;ﬁl};ar‘ggs high m(")lll}?tam peaks, wind-swept Y
Spell-Li lities: ‘ ) i . \ess areas. Lhey are shy and retiri
tieslzfmd Llffe?nb;ﬁze;;? ftyplcgﬂ)tegl m?ge’s spell-like abili- USL}iﬂlY prefemr(lg flight to combat. e "X~
oreach) are as follows: Bu esistances (Ex): Wind tegi i -
qc;j;r? magic (S)d g(at; (12), light healing (5), spirit O;ZZZTI (% electricity, and fire resistancee(g {g)ecelve bonuses of cold, B
summone In addition to these si Skills: * i :
Tied x spell-1 ills: *In barren P . .
iltoellitle}? thebs haman Pas three other spell effects a};;rorilgie racial bonus on all P?:Clr: zlflz(t:irsram, wind tegi receive a +4 s
O his subtype: column Ofﬁre (11), elemen : : : (o
) tal.' -
anj flame bOlt (7) for fire tegi; elemental: earth ( zo)ﬁ:oeo(t%g;, Shavdow Tegi y
’Ellllo)tmtlg skm (8), stone; elemental: water (20), wa’king sleej; Shadow tegi dwell in dark . n
endu;i(crllr; bmmhoj((é))ladez (ZIO) water; and elemental: air (20) highly protective of their teirritc?rpd }Illddeﬂ pllaCeS, and are ;.
reat and levitate (6), wind. Th ) for teei : ies. In general, use the stats A
spells cast by a Tth-level sh ) . These are as the tegi warriors for the weakest shadow tegi, whil -
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Thought Horror
Medium-Size Aberration
Hit Dice: 9d8+45 (85 hp)
Initiative: +4 (Dex)
Speed: Fly 40 ft. (good)
AC: 21 (+4 Dex, +3 natural, +4 deflection)
BAB/Grapple: +6/+8
Attacks: 2 claws +8 melee and bite +3 melee
Damage: Claw 1d6+2; bite 1d6+1
Face/Reach: 5ft.by 5 ft./5 ft.

Special Attacks:
Special Qualities:

Domination, mind attack, permanent domination
Damage reduction 10/+1, flight, partial insubstantiality,
resistances, spell resistance 19, telepathy, ultravision

Overfiend

Huge Aberration

30d8+330+10 (475 hp)

+7 (+3 Dex, +4 Improved Initiative)

Fly 60 ft. (good)

38 (=2 size, +3 Dex, +19 natural, +8 deflection)

+22/+40

2 claws +30 melee and bite +25 melee

Claw 2d8+10; bite 2d4+5

10 ft. by 10 ft./15 ft.

Domination, mind attack, permanent domination

Damage reduction 25/+5, flight, immunities, partial insubstan-
tiality, resistances, spell resistance 36, telepathy, ultravision
Fort +23, Ref +13, Will +28

Str 30, Dex 16, Con 33, Int 25, Wis 29, Cha 26

Animal Empathy +20, Bluff +26, Diplomacy +16, Escape Artist

Artist +12, Hide +12, Intimidate +19, Knowledge (mysticism) +12, Hide +4, Intimidate +28, Knowledge (mysticism) +17,

Saves: Fort +10, Ref +7, Will +12

Abilities: Str 14, Dex 18, Con 21, Int 15, Wis 19, Cha 18

Skills: Animal Empathy +16, Bluff +17, Diplomacy +14, Escape
+0, Listen +10, Search +6, Sense Motive +16, Spot +10,
Taunt +16

Feats: Alertness, Dodge, Great Fortitude, Iron Will

Climate/Terrain:
Organization:
Challenge Rating:
Treasure: Standard

Alignment: Always orderly evil

Advancement Range: 10—17 HD (Medium-size); 18—27 (Large)
Faction: Thought Horrors

Any underground

Oescription

Thought horrors are frightening to behold; outwardly human-
oid, their bodies are translucent, fading into insubstantiality
below their knees, hovering above the ground as they move. The
hides of their corporeal upper bodies are tough and dark green in
color, with considerable upper body strength and muscular arms
ending in clawed hands. The horror’s face is its most terrifying
aspect — gape-jawed and bestial, bristling with teeth, sporting
squinting red eyes, a high bony forehead, and waving snake-like
tentacles in place of hair.

These creatures are thought to be one of the goddess
Luclin’s creations. Aggressive and xenophobic, the thought
horrors react violently to any intrusion into their realms.
They are highly intelligent, and have constructed a number
of sadistic traps to prevent foes from entering their territory.

Thehorrors dwell in the caverns beneath the Mons Letalis and
surrounding areas. Their stronghold is the complex cave network
called the Deep, where they are guarded by countless enthralled
creatures that do their masters’ fighting, sparing the horrors the
dangers of entering combat. Their absolute ruler, the Overfiend,
controls its people ruthlessly, and plots to expand their influence
throughout Luclin’s moon.

Enthralled creaturesare truly pitiful individuals, unable toresist
the domination of their frightful masters. They are sent through-
out the caves of the Deep in mixed groups including fungusfiends,
underbulks, humans, dwarves, and others. Enthralled creatures
seem to know instinctively if one of their number succeeds in
throwing off the thought horrors’ domination, and immediately

T T YOGy A

Solitary, pair, squad (3—6), or horde (20—200)
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Listen +21, Search +17, Sense Motive +26, Spot +21, Taunt +26

Alertness, Cleave, Endurance, Flyby Attack, Great
Fortitude, Improved Initiative, Iron Will, Leadership, Parry,
Power Attack, Quicken Spell-Like Ability, Sunder, Toughened
Any underground

Solitary (unique)

27

Double standard

Always orderly evil

31+ HD (Huge)

Thought Horrors

kill anyone who does. Otherwise, they are generally commanded
todefend the cave complex, and do so with absolute disregard for
their own health and safety.

The thought horrors encountered the shissar several centuries
ago, now, and conflict between the two powers has continued
eversince. The shissar initially drove the horrors out at great cost
tothemselves, but the Overfiend hasmaintained entrancesto the
lower levels of the Ssraeshza Temple, and intends to renew
hostilities as soon as his minions are ready. Should the secrets and
wealth of the shissar fall into the horrors’ hands, they will surely
become a far more dangerous threat.

Combat

Thought horrors can inflict considerable damage with their
claws and bite. However, they prefer to allow their enthralled
slaves to fight enemies, whittling down invaders’ strength and
possibly even capturing prisoners whom the horrors can later
dominate and turn against their former allies.

In direct combat, thought horrors are fearless, relying
upon their partial insubstantiality to protect them from
attack, and using both domination and mind attacks on
those who seek to assault them at close quarters.

Domination (Sp): Asan attack action, a thought horror
can dominate any single foe within 45 feet. The victim
must make a Will save (DC 18) or be affected as if by the
spell charm (including the effect’s duration). A thought
horror cannot make a domination attempt on the same
round that it makes a mind attack. This ability otherwise
functions as a 5th-level spell, with a caster level of 9th.
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Mind Attack (Ex): Asanattack action, athought horror
can make anonmagical mental attack against any single foe
within 45 feet. The victim must make a Will save (DC 18)
or take 3d8 points of damage and be stunned for 1 round; on
a successful save, the target takes half damage but is not
stunned. The thought horror cannot use its mind attack
ability on the same round that it made a domination attack.

Permanent Domination (Sp): When not engaged in any
other activity, a thought horror can attempt to permanently
dominate a single target within 5 feet. When using this
ability, the thought horror’s target must be immobile (e.g. held
or paralyzed) for (1d4+1)x10 minutes. At the end of this time,
the target must make a Will save (DC 18) or be permanently
under the effects of the thought horror’s domination ability.
Every week thereafter, the subject can make another Will
save (DC 18) to shake off the effects of this ability.

Partial Insubstantiality (Su): Immune to disease and
poison; not subject to critical hits, subdual damage, ability
damage, energy drain, or death from massive damage.
Thought horrors make no noise unless they wish to and
thus, at will, cannot be located by opposed Listen checks.

Flight (Ex): Thought horrors can dismiss or resume
flight as a standard action.

Resistances (Ex): Thought horrors have racial bonuses
of electricity, fire, and magic resistance (8) and acid, cold,
and sonic resistance (15).

Telepathy (Ex): Thought horrors can communicate
telepathically with any creature within 100 feet as long as
the creature speaks a language.

Skills: Thought horrors receive a +4 racial bonus on
Diplomacy, Escape Artist, and Hide checks, and a +8 racial

bonus on Animal Empathy, Bluff, Intimidate, Sense Mo-
tive, and Taunt checks.

ThoughtHorror Overriend

Oescription

The thought horrors are ruled by an enormous 20-foot-
tall monstrosity known as the Overfiend. Powerful, ruthless,
and highly intelligent, the Overfiend is one of the domi-
nant powers in the caves beneath Mons Letalis, currently
plotting to attack and destroy the shissar and to take their
magic and secure their fortress for its own purposes.

Combat

The Overfiend has no qualms about wading directly into
combat, but it enjoys making its opponents suffer. It uses its mass
mind attack, disabling as many opponentsas possible, followed by
amassdomination attack, commanding enthralled foes to imme-
diatelyattack theirallies. Survivorsare then captured and subjected
to its terrible permanent domination ability. Those who success-
fully resist the Overfiend are simply slain.

Domination (Sp): As an attack action, the Overfiend can
dominate any single foe within 125 feet. The victim must make
a Will save (DC 33) or be affected as if by the spell charm
(including the effect’s duration). By using its Quicken Spell-Like
Ability feat, the Overfiend can use both domination and its mind
attack ability in the same round. This ability otherwise functions
as a 15th-level spell, with a caster level of 30th.

Once perday, the Overfiend can use itsdomination ability on all
foes within 50 feet as an attack action. It cannot use this mass
domination and its mass mind attack ability in the same round.

Mind Attack (Ex): As an attack action, the Ovetfiend can
make a nonmagical mental attack against any single foe within
125 feet. The victim must make a Will save (DC 33) or take
(2d4)x10 points of damage and be stunned for 1d2 rounds.

Three times per day, the Overfiend can use its mind attack
ability on all foes within 50 feet as an attack action. It cannot use
mass mind attack and mass domination in the same round.

Permanent Domination (Sp): When not engaged in any
other activity, the Overfiend can attempt to permanently
dominate a single target within 15 feet. When using this
ability, the Overfiend’s target must be immobile (e.g. held or
paralyzed) for 2d4 minutes. At the end of this time, the target
must make a Will save (DC 33) or be permanently under the
effects of the Overfiend’s domination ability. Every 1d4 weeks
thereafter, the subject can make another Will save (DC 33)
to shake off the effects of this ability.

Once per day, the Overfiend can attempt a permanent
domination attempt on any number of targets within 25 feet.
When using this ability, all of the targets must be immobile
for (1d4)x10 minutes. At the end of this time, each target
must make a Will save (DC 28) or be affected as per
permanent domination.

Immunities (Ex): The Overfiend is immune to all mind-
affecting spells and abilities.

Resistances (Ex): The Overfiend has racial bonuses of
electricity, fire, and magic resistance (15) and acid, cold,
and sonic resistance (40).

Telepathy (Ex): The Overfiend can communicate tele-
pathically with any creature within 300 feet as long as the
creature speaks a language.
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Timeless Golem Y,
Large Construct ==
Hit Dice: 24d10 (132 hp)
Initiative: —1(Dex)
Speed: 20 ft. (can’t run)
AC: 26 (—1size, —1Dex, +18 natural)
BAB/Grapple: +18/+32
Attacks: 2 slams +27 melee
Damage: Slam 2d10+10
Face/Reach: 5 ft. by 5 ft./10 ft.

Special Attacks:  Crush

Special Qualities:  Construct, damage reduction 30/+3 and 5/,
magic immunity, ultravision

Saves: Fort +8,Ref +7, Will +8

Abilities: Str 30, Dex ¢, Con —, Int —, Wis 11, Cha 1

Skills: —

Feats: — Y

Climate/Terrain: ~ Any land A3

Organization: Solitary .":

Challenge Rating: 14 Ay

Treasure: None = ‘

Alignment: Always neutral >

Advancement Range: 25—36 HD (Large); 37—48 HD (Huge)

Faction: None =S
Oescription %

When the shissar ruled their empire on Norrath, they s

did so with the aid of these great constructs, mighty

animated statues used to guard their temples and perform > '.‘

basic labor. When the shissar fled the Greenmist and made ~

their way to the Moon of Luclin, they brought many -

timeless golems along, and also began to create new ones
in the depths of the Ssraeshza Temple.

Today, timeless golems patrol the temple and
the airless reaches of the Grey. In many ways they

are the perfect slaves — huge, mindless, ex- el W

tremely strong, and utterly loyal to the shissar. As e
. . . -

a result, they are commonly built in the image of an —

idealized (at least to shissar eyes) iksar slave: huge, thick-
limbed and heavy-bodied, with a small and expressionless

head. '.'.__\
-
Combat =

Like other constructs, timeless golems are not terribly ‘L'
inventive in combat, but instead wade into battle, smash- el
ing foes with their fists and crushing them underfoot. They =
fight tirelessly until completely destroyed.

Crush (Ex): If a timeless golem hits a single opponent -
with both slam attacks in the same round, it crushes its ""\
target using its stony hands and feet, dealing an additional G
2d10+10 points of blunt damage. 2 e

Magic Immunity (Ex): A timeless golem is immune to =
all spells, spell-like abilities, and supernatural effects, ex- :
cept as follows: Any spell of the tremor spell line deals 1d10 vy
points of damage for every 2 spell levels to the golem and o)
stuns it for 1 round (no save). Thus, a cleric’s tremor spell s
cast upon the golem deals 4d10 points of damage and stuns s
the golem for 1 round. %
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l“
72
--A SR 7 '.‘_I,_ = :':~ ; ‘.‘_L_ = .‘,J'f\\‘ 767 \J:T ; (O 3 1{-'-.’ = AN ; (0 _'..,“.A,.}}f‘_'- \ ,'}

—— —— N




E
&,

S
=4
)
=
=

B T O el N ff

ot .
£ ;. ’ o LRSS T R

Monsters or Luclin

\ fe '|* ’ e
U AR S

Unodoerbulk

Lesser Underbulk
Medium-Size Aberration
Hit Dice: 3d8+9 (22 hp)
Initiative: +0
Speed: 20 ft., burrow 15 ft.
AC: 17 (+7 natural)
BAB/Grapple: +2/+7
Attacks: 2 claws +7 melee
Damage: Claw 1d8+5
Face/Reach: 5ft. by 5 ft./5 ft.

Special Attacks:
Special Qualities:

Constrict 1d8+5, improved grab
Damage reduction 1/—, ultravision

Saves: Fort +4, Ref +1, Will +4

Abilities: Str 20, Dex 11, Con 16, Int 1, Wis 13, Cha 4
Skills: Hide +2, Listen +5, Spot +5

Feats: Alertness

Climate/Terrain:  Underground

Organization: Solitary, pair, or kine (3—7)
Challenge Rating: 2

Treasure: None

Alignment: Always neutral

Advancement Range: 4—6 HD (Medium-size); 7—9 HD (Large)

Faction: None

Oescription

Resembling some bizarre cross between a giant flea and
a crab, underbulks have formidable pincers and a hard
domed carapace over their body. They are generally a ruddy
red color, but some underbulks, particularly the smaller
varieties, can range from bright red to a deep purple-brown
color. All have six strong, jointed legs and asmall head with
beady eyes. They make relatively loud clicking noises as
they move, and defend their nests to the death.

Lesser underbulks are often called stoneclaw burrowers
or stoneclaw diggers, and are sometimes known locally by
such names mud burrowers, muck diggers, grime tunnelers,
sediment delvers, or any other such evocative name
indicating the creature’s habitat and behavior.
This smaller variety of underbulk is most com-
mon in areas around the Paludal Caverns and
elsewhere in the many caverns under

Shadeweaver’s Thicket.

Greater Underbulk

Huge Aberration

25d8+175 (287 hp)

—1(Dex)

20 ft., burrow 15 ft.

29 (=2 size, —1Dex, +32 natural)
+18/+39

2 claws +27 melee and slam +27 melee
Claw 2d10+13; slam 2d6+13 plus daze

15 ft. by 15 ft./10 ft.

Constrict 2d10+13, improved grab
Damage reduction 5/—, ultravision

Fort +13, Ref +5, Will +15

Str 36, Dex 8, Con 25, Int 1, Wis 13, Cha 7
Hide +0, Listen +21, Spot +21

Alertness, Cleave, Improved Slam, Power Attack, Slam
Underground

Solitary or pair

14

None

Always neutral

26—40 HD (Huge); 41-65 HD (Gargantuan); 66—75 HD
(Colossal)

None

Underbulk shells are very strong, and are sometimes used
to make digging implements or other tools by various
Luclin races. Their pincers are serrated and sharp, and are
also sometimes used as cutting implements.

Combat

Underbulks, regardless of size, are dangerous predators.
They rely on their great strength to catch and hold prey,
crushing foes that struggle until they are still. The greater
underbulks are tremendously powerful, and can slam oppo-
nents who would stop them from crushing allies in their
mighty claws.

Constrict (Ex): An underbulk deals claw damage on
a successful grapple check.
Improved Grab (Ex): To use this abil-
ity, the underbulk must hit with a claw
attack. If it gets a hold, it can con-
strict.




Hit Dice:
Initiative:
Speed:

AC:
BAB/Grapple:
Attacks:

Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Climate/Terrain:
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Vampyre

Medium-Size Undead

10d12 (65 hp)

+7 (+3 Dex, +4 racial)

40 ft., climb 30 ft.

20 (+3 Dex, +7 natural)

+5/+9

Bite +7 melee and 2 claws +7 melee; or
by weapon +7 melee and claw +7 melee

Bite 1d6+4 plus paralysis; claw 1d4+2
5ft.by 5 ft./5 ft.

Create spawn, drain blood, mesmerize,
paralysis, vampyre’s bite

Damage reduction 5/special, daylight
vulnerability, infravision, lightning
reactions, mist form, resistances,
ultravision, undead

Fort +3, Ref +6, Will +7

Str 18, Dex 17, Con —, Int 13,

Wis 14, Cha 16

Bluff +12, Climb +14, Diplomacy +5, Hide
+16, Intimidate +7, Jump +19, Knowledge
(any one) +6, Language (any one) 4 ranks,
Listen +11, Search +5, Sense Motive +6,
Sneak +16, Spot +11, Taunt +5, Tumble
+10, Undead Empathy +7

Combat Reflexes, Dodge, Multiattack,
Power Attack

Any land

Vampyre Centurion

Medium-Size Undead

13d12 (84 hp)

+7 (+4 Dex, +5 racial)

40 ft., climb 30 ft.

22 (+4 Dex, +8 natural)

+6/+11

Bite +11/+6 melee and 2 claws +7 melee; or
by weapon +11 melee and claw +7 melee

Bite 1d6+5 plus paralysis; claw 1d4+2
5ft.by 5 ft./5 ft.

Create spawn, drain blood, mesmerize,
paralysis, vampyre’s bite

Damage reduction 5/+1 and special, daylight
vulnerability, infravision, lightning reactions,
mist form, resistances, ultravision, undead

Fort +4, Ref +8, Will +10
Str 20, Dex 19, Con —, Int 13,
Wis 14, Cha 18

Bluff +13, Climb +15, Diplomacy +6, Hide +17,

Intimidate +11, Jump +20, Knowledge (any
one) +6, Language (any one) 4 ranks, Listen
+12, Search +5, Sense Motive +6, Sneak
+17, Spot +12, Taunt +7, Tumble +12, Undead

Empathy +7

Combat Reflexes, Dodge, Mobility, Multi-

attack, Power AttackCombat Reflexes,
Any land

Vampyre Officer

Medium-Size Undead

16d12 (104 hp)

+11 (+5 Dex, +6 Initiative Bonus)

40 ft., climb 30 ft.

25 (+5 Dex, +10 natural)

+8/+14

Bite+14/+7 meleeand 2 claws+12melee; or

by weapon +14/+7 melee and claw +12
melee

Bite 1d8+6 plus paralysis; claw 1d4+3
5ft.by 5 ft./5 ft.

Create spawn, drain blood, mesmerize,
paralysis, vampyre’s bite

Damage reduction 10/+2 and special,
daylight vulnerability, infravision, lightning
reactions, mist form, resistances,
ultravision, undead

Fort +5, Ref +12, Will +12

Str 22,Dex 21,Con —, Int 15, Wis 16,
Cha 20

Bluff +14, Climb +16, Diplomacy +8, Hide
+18, Intimidate +13, Jump +21, Knowledge
(any one) +8,Language (any one) 4 ranks,
Listen +14, Search +6, Sense Motive +8,
Sneak +18, Spot +14, Taunt +8, Tumble
+13, Undead Empathy +10

Dodge, Lightning Reflexes, Mobility,
Multiattack, Power Attack

Any land

Organization:

— Solitary, pair, flight (3—7), band (5—20 vampyres, plus 2—3 centurions and 1-2 officers), or coterie (50—500

vampyres, plus | centurion for every 10 vampyres, plus 5—20 officers, 3—10 generals, and 1-5 lords) —

Challenge Rating: 7
Treasure: Standard
Alignment: Always evil

Advancement Range: By character class
Faction: Usually Coterie of the Eternal Night

Oescription

The vampyres of Luclin differ in appearance from their
namesakes on Norrath, resembling pale-skinned humans
rather than sallow dark elves. Despite their physical differ-
ences, Luclin vampyres share their gruesome dietary habits
with the counterparts of Norrath, and are equally malevo-
lent and deadly.

The darkness of Luclin’s night side seems made for the
vampyres. They are vulnerable to daylight and it has been
theorized that if they were taken to a world with a normal
day-night cycle, vampyres would have to sleep in shadow
during daylight hours. On the dark side of the moon,
however, there are no such problems and the vampyres
seem able to stay awake and alert at all hours.

The first Luclin vampyres were encountered by mer-
chants from Katta Castellum, who reported that the
creatures wore the garb of Shadow Haven merchants,
suggesting that they had once been humans. Since then,
this theory of the creatures’ origin has been confirmed,
given that several individuals slain by vampyres are known

— v > 13 e T > (R LV R =%
& Y g

o

Standard

Always evil

By character class

Usually Coterie of the Eternal Night
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Standard

Always evil

By character class

Usually Coterie of the Eternal Night

to have risen as undead and joined the Coterie of the
Eternal Night. Dedicated foes of both the Kattan Loyalists
and the Vah Shir, these creatures now infest the Tenebrous
Mountains and nearby regions, and have begun to move
into the Umbral Plains. Old Loyalist fortresses have been
taken over by the vampyres, and the Concilium Universus
has all but ceded control of the region to the bloodsuckers.

In the gloom of Luclin’s dark side, vampyres appear at
first tobe normal humans, if somewhat pale-skinned. Their
loping, bent gait can be disguised somewhat, allowing
many vampyres to pass undetected even in the teeming
streets of Katta Castellum. Vampyre infiltrators are a con-
stant threat in the city, and rumor claims that some
particularly human-appearing vampyres have actually risen
to high rank.

No one knows where the first vampyres came from. Some
have speculated that exposure to Akheva blood may turn
ordinary mortals into vampyres, and that more blood can
transform normal vampyres into the powerful winged vari-
ety known as vampyres volatilis (see below).
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Special Attacks:
vampyre’s bite
Special Qualities:

ultravision, undead

Saves: Fort +6, Ref +14, Will +16

Abilities: Str 24, Dex 23, Con —, Int 17, Wis 18, Cha 22

Skills: Bluff +17, Climb +17, Diplomacy +10, Hide +20, Intimidate
+15, Jump +22, Knowledge (any one) +10, Language (any
one) 4 ranks, Listen +17, Search +7, Sense Motive +7,
Sneak +20, Spot +17, Taunt +7, Tumble +14, Undead
Empathy +14

Feats: Combat Reflexes, Dodge, Double Attack, Lightning

Reflexes, Mobility, Multiattack, Power Attack, Spring

Attack Ability Focus (mesmerization),
Climate/Terrain:  Any land

Organization:

Create spawn, drain blood, mesmerization, paralysis,

Damage reduction 15/+2 and special, daylight vulnerability,
infravision, lightning reactions, mist form, resistances,

v BT N Monsters or Luclin ) 3 e %
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Vampyre General Vampyre Lord
Medium-Size Undead Medium-Size Undead

Hit Dice: 20d12 (130 hp) 24d12 (156 hp)

Initiative: +13 (+6 Dex, +7 racial) +16 (+8 Dex, +8 racial)

Speed: 50 ft., climb 40 ft. 50 ft., climb 40 ft.

AC: 28 (+6 Dex, +12 natural) 31 (+7 Dex, +14 natural)

BAB/Grapple: +10/+17 +12/+20

Attacks: Bite +17/+13/+7 melee and 2 claws +15 melee; or by Bite +20/+16/+12 melee and 2 claws +18 melee; or by
weapon +17/+13/+9 melee and claw +15 melee weapon +20/+16/+12 melee and claw +18 melee

Damage: Bite 1d8+7 plus paralysis; claw 1d6+3 Bite 1d10+8 plus paralysis; claw 1d6+4

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

Create spawn, drain blood, mesmerization, paralysis,
vampyre’s bite

Damage reduction 20/+3 and special, daylight vulnerability,
infravision, lightning reactions, mist form, resistances,
ultravision, undead

Fort +8, Ref +18, Will +19

Str 26, Dex 27, Con —, Int 19, Wis 20, Cha 26

Bluff +19, Climb +18, Diplomacy +12, Hide +23, Intimidate +18,
Jump +24, Knowledge (any two) +12, Language (any one) 4
ranks, Listen +18, Search +8, Sense Motive +10, Sneak +23,
Spot +18, Taunt +12, Tumble +16, Undead Empathy +16

Combat Reflexes, Dodge, Double Attack, Lightning Reflexes,
Mobility, Multiattack, Power Attack, Spring Attack,
Whirlwind Attack

Any land

— Solitary, pair, flight (3—7), band (5—20 vampyres, plus 2—3 centurions and 1-2 officers), or coterie (50—-500

vampyres, plus 1 centurion for every 10 vampyres, plus 10—40 officers, 3—12 generals, and 1-5 lords) —

Challenge Rating: 13
Treasure: Standard
Alignment: Always evil

Advancement Range: By character class
Faction: Usually Coterie of the Eternal Night

The bite of a vampyre can also transform a mortal, but so
far all documented vampyre encounters have been with
human-seeming undead. Rumors of other types of vampyre
abound, however, including Vah Shir, elven, dwarven, and
even halfling vampyres, each type with its own unique
powers and character. These rumors so far remain uncon-
firmed.

Combat

Vampyres are deadly opponents in combat, both alone
and in groups. Their most common tactic is to mesmerize
opponents, and then to close with claw and bite attacks.
Those who resist mesmerization might still fall prey to the
paralysis caused by the vampyre’s bite. If it can grapple and
maintain a hold on its prey, the vampyre can often win
without a fight.

Create Spawn (Su): A victim who dies as a result of a
vampyre’s drain blood attack rises in (2d4)x10 hours as a
vampyre, unless their bodies are staked or burnt.

Drain Blood (Ex): A vampyre that successfully grapples
and pins a foe may drain the victim’s blood with its bite
attack, dealing 1d4 points of temporary Constitution dam-
age with each successful grapple check. For each point
drained in this way, the vampyre gains 5 temporary hit
points. If the victim is successfully paralyzed (see below),
the vampyre is automatically considered to have grappled
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16

Standard

Always evil

By character class

Usually Coterie of the Eternal Night

the foe and continues to drain blood each round without
attack rolls or grapple checks required.

Mesmerize (Su): At will as an attack action, a vampyre
can invoke an effect identical to the spell mesmerize, as if by
the enchanter spell of the same name (Will negates, DC 10
+1/2 the vampyre’s HD + the vampyre’s Cha modifier). A
target that saves against this power is immune to that
vampyre's mesmerize ability for 24 hours.

Paralysis (Ex): A victim hit by a vampyre’s bite attack
must make a Fortitude save (DC 10 + 1/2 the vampyre’s HD
+ the vampyre’s Wis modifier) or be paralyzed for 1 round.

Damage Reduction (Ex): Vampyres have powerful dam-
age reduction that applies against any weapon not made of
wood and that does not deal piercing or slashing damage.
Thus, the vampyre’s DR applies against a normal spear
(since it has a metal head) or a wooden club (since it deals
blunt damage), but a fully wooden arrow or a spear made
completely of hardened wood (or a simple wooden stake)
deals damage normally.

For vampyre centurions and more powerful types, the
weapon must also be magical (+1 or better, as noted in the
statsabove) to work normally. Thus, to function effectively
against a vampyre general, a wooden spear must also be +2
or better.
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Daylight Vulnerability (Ex): Vampyres take 2d6 points
of damage per round while exposed to sunlight or spells that
duplicate natural sunlight.

Lightning Reactions (Ex): A vampyre receives a +4
racial bonus to initiative rolls due to its unnatural speed and
agility. More powerful vampyre’s become even faster, as
indicated under the individual entries below.

Mist Form (Ex): At will as an attack action, a vampyre
can assume a cloudy, insubstantial, translucent form. Its
material armor (including natural armor) becomes worth-
less, though its size, Dexterity, deflection bonuses (if any),
and armor bonuses from force effects still apply. It can’t
attack or cast spells with verbal, somatic, material, or focus
components while in mist form. (This does not rule out the
use of certain spells the vampyre may have prepared using
the feats Silent Spell or Still Spell, however.) The vampyre
also loses all supernatural abilities while in mist form. If it
has a touch spell ready to use, that spell is discharged
harmlessly when it assumes mist form.

A vampyre in mist form can’t run, but it can fly at a speed
of 20 feet (maneuverability perfect). It can pass through
small holes or narrow openings, even mere cracks, with all
it was wearing or holding in its hands, as long as the spell
persists. The misty vampyre is subject to the effects of wind,
and it can’t enter water or other liquid. It also can’t
manipulate objects or activate items, even those carried
along with its mist form. Continuously active items remain
active, though in some cases their effects may be moot.

A vampyre in mist form also gains the benefit of fast
healing 5.

Resistances (Ex): A vampyre has bonuses of
cold and electricity resistance (20).

Vampyre’s Bite (Ex): A vampyre makes a
number of bite attacks per round as if its bite were
a hand-held weapon with a standard delay of 5.

Skills: A vampyre has a +4 racial bonus on
Bluff, Listen, Search, Sense Motive, and Spot
checks, and a +8 racial bonus on Hide, Jump, and
Sneak checks.

Vampyre Generalor Loro

These powerful vampyres function as leaders
and warlords among the coterie, and are usually
deferred to even by those lesser vampyres that bear
the general or lord a personal hatred.

Mesmerization (Su): A vampyre general or lord
can invoke an effect identical to the spell mesmerization
(not merely mesmerize) on its foes, as if by the enchanter
spell of the same name (Will negates, DC 10 + 1/2 the
vampyre’s HD + the vampyre’s Cha modifier).

Vampyres Volatilis

Volatilis (or winged) vampyres are those that have drunk
the blood of the Akheva. Wings sprout from their shoul-
ders, their nails and teeth grow even longer, and their
bodies are imbued with terrible strength and speed.
Vampyres volatilis are elite among vampyre society, and
are generally given respect even by those vampyres techni-
cally of a higher rank.
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Modify the vampyre stats listed above (depending on the
type of vampyre being made into a volatilis — i.e., centu-
rion, general, etc.) as follows.

Speed: Gains fly 60 ft. (good).

Damage: Increase base die type for each natural weapon
by one (claw 1d6 becomes 1d8, etc.).

Abilities: Str +4, Dex +2.

Challenge Rating: +1.

Vampyre Necromancer

Unsurprisingly, some vampyres dabble in the dark arts of
necromancy. These individuals can call up the undead or
use their powers to drain the life from their opponents.
Where these vampyres obtain this knowledge is another
mystery — some believe that these individuals were necro-
mancers in life, while others claim that another power has
taught dark arts to the vampyres. When encountering a
vampyre necromancer, use the following statistics in place
of those given above.

Modify the vampyre stats listed above (depending on the
type of vampyre being made into a necromancer — i.e.,
centurion, general, etc.) as follows.

Abilities: Str -2, Int +4, Wis +2, Cha -2.

Spells: Casts spells as anecromancer of level equal to the
vampyre’s Hit Dice, with the appropriate mana pool.

Challenge Rating: Equal to HD +2.
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Fallen

Those known as the fallen — or alternately, the “tor-
mented” — are the animate skeletal remains of mighty
adventurers who have died. This template is similar to the
skeleton template found in Appendix One of EQ: Monsters
of Norrath (p. 158), except that, due to the exceptionally
powerful arts that animated them, fallen creatures retain
most of their abilities from life.

Fallen are usually formed only from those who were
accomplished adventurers or heroes in life (usually charac-
ters of 10th level or higher or the equivalent).

CreatingaFallenCreature

“Fallen” is a template that can be added to any corporeal
giant, humanoid, or monstrous humanoid (hereafter re-
ferred toas the “base creature”). The creature’s type changes
to “undead.”

Hit Dice: Increase to d12. All bonus hit points due to
Constitution are lost.

Speed: As the base creature. If the base creature had a
climb or burrow speed, the skeleton retains those modes of
locomotion. A fallen creature can no longer fly (except by
supernatural means) or swim (it merely walks along the
bottom).

AC: Natural armor depends on the base creature’s size.
The base creature loses any previous natural armor bonus
and replaces it as detailed in the table below.

Base Creature Size Natural Armor Bonus

Tiny or smaller +2
Small +3
Medium-size +6
Large +10
Huge +15
Gargantuan +21
Colossal +27

Attacks: The fallen creature uses the base creature’s
natural attacks or weapon proficiencies. (It is often carrying
a rusty or battered weapon and may even be wearing
decaying armor.) It also gains two claw attacks if it did not
have them before; these are secondary attacks if it already
had another natural attack form, and primary attacks if it

Ayyendlx One:
Temy ates

had no natural weapons or used claws as a primary natural
attack when alive.

Damage: The fallen creature deals normal damage with
weapons. [ts claw attacks deal damage according to the base
creature’s size, as detailed in the following table. If the base
creature already had a claw attack, use whichever deals
more damage.

Base Creature Size Claw Damage
Tiny or smaller 1d3

Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 3d6
Colossal 4d6

Special Attacks: A fallen creature retains the base
creature’s special attacks only if they are not rendered
inoperative or redundant by the loss of flesh; the power that
animates it allows it to use the extraordinary abilities it had
in life. For example, if the base creature used a trip or bash
attack, the skeleton can use those, as well as poison,
constriction, etc. It cannot use the swallow whole ability,
for example, or other extraordinary abilities that logically
require living tissue to function.

The fallen creature retains all spell-like and supernatural
abilities, and also gains the following:

Harm Touch (Su): A fallen may use the shadow knight’s
harm touch ability a number of times per day equal to 1 +
the fallen creature’s Cha modifier (minimum 1 per day),
with a Fortitude save DC of 10 + 1/2 the fallen creature’s
HD + the fallen’s Intelligence modifier. The fallen deals 3
points of damage per HD with this attack.

Special Qualities: The fallen creature gains the undead
type. It retains those extraordinary special qualities of the
base creature that do not rely on flesh. For example, a fallen
creature can no longer use scent or fast healing.

The fallen creature retains all spell-like and supernatural
abilities, and also gains the following:

Damage Reduction (Ex): A fallen creature’s skeletal body

is highly resistant to harm, giving it damage reduction 15/
+3.

N fe AF. ~ ‘,f“’ . :




U LA TY

NS ’""»‘J ' ' 'IJ:\M/ Appendix One: Templates \»\u(:L AR, : 1 _'_:;".?,} : :",.‘;.
Infravision (Ex) : A fallen creature gains infravision if the sample Fallen Creature _‘\
b did Iready have it. S
a;i;ij‘;:;: ( };Xﬁogaf;?ery cr:lfulrte receives bonuses of This example uses a 24th-level lizard man warrior as the *::J‘
cold and fire resist‘ance (30) base creature. (The base statistics for lizard men can be 1
See Invisible (Su) : A fallen creature can continuously see found in EQ: The Temple of Solusek Ro, p. 38.) .—'\
inwisible as the spell. s —
Tuwrn Resistance (Ex): A fallen creature has turn resis- Fallen learb Man’ \Z
tance +2 (see EQ: Monsters of Norrath, p. 17). 24‘Ch-L€V€lWGI'I'iOI' a

Wound Resistance (Ex) : A fallen creature suffers only half
damage from slashing and piercing attacks.

Medium-Size Undead

Saves: A fallen creature’s base saving throws do not Hi‘t Pif:e: 26d12 (167 hp) -

change. Initiative: +7 (+3 Dex, +4 Improved Initiative)
Abilities: Being undead, a fallen creature has no Consti- Speed: 40 ft.

tution score. Other ability scores are modified as follows: AC: 17 (+3 Dex, +6 natural)

Str +4, Int +2, Cha +2. iAB/Erapple +26/+33

ST ttacks: Bite +33 melee and 2 claws +28 melee; or

Sklls: As ileé’ase creature. . unarmed +33/+30/+27/+24/+2] melee and
Fe'f\ts: As the ase creature, plus Improved Initiative. off-hand unarmed +28 melee
Climate/Terrain: Any. Damage: Bite 1d4+7; claw 1d6+3; unarmed 1d3+7
Challenge Rating: +2. subdual; off-hand 1d3+3 subdual
Organization: Solitary. Face/Reach: 5ft.by 5 ft./5 ft.

Treasure: No coins; 50% objects; standard items.
Alignment: Usually discordant and non-good.

Special Attacks:

Area taunt, berserking, discipline (Warrior’s
Charge), harm touch

Advancement Range: As the base creature. Special Qualities: tDamage reduction 15/+3, disciplines (Resis-
. ant, Fearless, Evasive), fast recovery, »
Faction: Varies; usually the same as the fallen creature’s infravision, resistances, see invisible, Taunt o)
animator. bonus +6, turn resistance +2, undead (Ca
Saves: Fort +15, Ref +12, Will +11 34
Abilities: Str 24, Dex 16, Con —, Int 12, Wis 14, Cha 8 v
Skills: Animal Empathy +2, Climb +19, Handle Animal
+7, Hide +7, Intimidate +12, Jump +14, Listen -
+4, Sense Motive +3, Search +4, Sneak +6, ,“_—‘
Spot+10, Taunt+21, Trade Skill (blacksmithing) Vas
+10, Wilderness Lore +5 -,’,_'._
Feats: Alertness, Cleave, Double Attack, Dual Wield, A
Hand to Hand, Improved Initiative, Great 1.4
Cleave, Parry, Power Attack, Riposte e
Climate/Terrain:  Any
Organization: Solitary ¥
f Challenge Rating: 26 ";-\
; Treasure: Standard s
1 Alignment: Usually discordant evil
b4 Advancement Range: By character class v
( , Faction: Emperor of Ssraeshza I'_‘-_
)N -
1 Oescription (53
V. This fallen warrior can be encountered on the plains X e
south of the Dawnshroud Mountains of Luclin. A slave of =,
the Akheva, it has no memory of its previous life.
- Combat o)
/ : This fallen lizard man warrior attempts to kill any living (3
thing it encounters, and never retreats from battle. iy o
( k. Harm Touch (Su): 1/day—Fortitude half, DC 24; 78 =",
<o ¥ points of damage.
Resistances (Ex): The fallen warrior receives bonuses of <y 1
cold and fire resistance (30). o)
= See Invisible (Su): The fallen warrior can continuously j"- .
see invisible as the spell. ~
|
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MutantOutcast

Early in the history of Shadow Haven, a deadly disease
ravaged its population. Many died as a result, and others
were permanently changed, transformed into hairless, pale
creatures with elongated fingers and severely degraded
intelligence. The clerics and healers of Shadow Haven did
their best to save these unfortunates, but by the time the
disease had run its course, there were dozens of them, and
soon they became violent and began to endanger the other
inhabitants of the city.

With varying degrees of reluctance, the leaders of Shadow
Haven finally decided to banish the outcasts, sending them
to live in the depths of Echo Cavern, where they would not
trouble the citizens of the Haven. The Haven Defenders
maintain a garrison in the caverns to keep the mutants from
attacking caravans or causing other problems.

For the most part the disease — which appears to have
been caused by clouds of fungal spores — has not returned
in its original strength, but victims still turn up now and
then. These individuals are sent to join the exiles.

Scholars from Shadow Haven and elsewhere (including
several samaritans from the Norrathian city of Qeynos)
continue to research the disease and hope to find a cure. In
the meantime, the mutants remain in their caves, some-
times emerging to cause trouble, but generally keeping to
themselves.

Creating AMutantOutcast

“Mutant outcast” is a template that can be added to any
humanoid or monstrous humanoid creature (hereafter re-
ferred to as the “base creature”). A mutant outcast gains the
mutant subtype if the base creature is a humanoid, and this
type replaces the humanoid’s normal racial type (e.g. hu-
man, elf, etc.). The mutant uses all the base creature’s
statistics and special abilities except as noted below.

Hit Dice: Same as base creature.

Speed: Reduce by one-quarter (round to nearest 5 ft.)

AC: Same as base creature (may be reduced by lowered
Dex score).

Attacks: The mutant uses the base creature’s natural
attacks or weapon proficiencies. It also gains a slam attack
if it did not have one before; this is a secondary attack if it
already had another natural attack form, and a primary
attack if it had no natural weapons or used a slam as a
primary natural attack when alive.

Damage: The mutant deals normal damage with weap-
ons. Its slam attacks deal damage according to the base
creature’s size, as detailed in the following table. If the base
creature already had a slam attack, use whichever deals
more damage.

Base Creature Size Slam Damage
Tiny or smaller 1d3

Small 1d4
Medium-size 1d6
Large 1d8
Huge 2d6

Special Attacks: A mutant outcast retains all the special attacks of
the base creature and also gains the following.

Infectious Touch (Ex): Foes hit by the mutant’s slam attack must
make a Fortitude save (DC 10 + 1/2 the mutant’s HD + the mutant’s Con
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modifier) or take 2d6 points of disease damage immediately, plus 2d4
more points on the 2nd round after being hit and 1d4 on the 3rd round.
A successful save reduces this damage by half. A character whose hit
points arereducedto O or less by infectious touch damage does not die,
but instead gains the mutant outcast template.

Special Qualities: A mutant outcast retains all the special qualities of
the base creature and also gains the following.

Hunger (Ex): 1f a mutant outcast kills a foe, it must make a Will save
(DC15) or stop fighting and attempt to feed on the corpse. The mutant
need not make this save if the foe fell due to its infectious touch attack.

Abilities: Dex —2, Con +2. Decrease Int and Cha by half (round down,
to a minimum of 1).

Skills: Same as base creature, minus any ranks lost to decreased
Intelligence (and some skills may be increased or decreased by changed
ability scores).

Skills: Same as base creature, plus Toughened (if the creature
doesn’t already have that feat).

Alignment: Always neutral.

Faction: Mutant Outcasts.

MutantOutcastCharacters

A character who contracts the fungal disease is an
unfortunate individual indeed, for there is no known cure
for the illness. The victim is transformed into a mutant and
forbidden from entering Shadow Haven.

Sample MutantOutcast

This example uses a 5th-level human rogue as the base
creature.

MutantOutcastRogue

Medium-Size Humanoid (Mutant)

Hit Dice: 5d8+10+2 (34 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 20 ft.

AC: 14 (+2 Dex, +2 leather armor)

BAB/Grapple: +4/+5

Attacks: Slam +5 melee

Damage: Slam 1d6+1

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

Special Attacks:  Backstab +1d6, infectious touch

Special Qualities:  Evasion, hunger, rogue ability (improved eva-
sion), sense traps

Saves: Fort +3, Ref +6, Will +1

Abilities: Str 13, Dex 14, Con 14, Int 7, Wis 10, Cha 5

Skills: Climb +6, Hide +7, Jump +4, Listen +5, Pick
Lock +7, Pick Pocket +7, Search +3, Sneak +7,
Swim +3

Feats: Dodge, Improved Initiative, Toughened

Climate/Terrain:  Any land and underground
Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Neutral

Advancement Range: By character class
Faction: Mutant Outcasts

Oescription

This fellow is disgusting in appearance, covered in reek-
ing, weeping sores and walking with a heavy, shambling
gait. His wispy hair is falling out in large clumps, and his
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AT o skin has a greasy, greenish look about it. He cares only
= about his next meal.
o | Combat
l‘ "‘:‘\ Generally, mutants are not intelligent enough to formu-
LR late complex plans of attack and defense, but this mutant
= rogue retains sufficient memory of his old life to be able to
sneak behind foes and use his backstab abilities, retreating
oy if necessary and then attacking again if the enemy falls
73] back.
(= Infectious Touch (Ex): Slam, Fort half (DC 14), 2d6
e disease in the 1st round, 2d4 disease in the 2nd round, and
e 1d4 disease in the 3rd round. A character whose hit points
P are reduced to O or less by infectious touch damage does not
— die, but instead gains the mutant outcast template.
d Hunger (Ex): If amutant outcast kills a foe, it must make
. a Will save (DC 15) or stop fighting and attempt to feed on
"53 the corpse. The mutant need not make this save if the foe

{(~2 fell due to its infectious touch attack.

A Revenant

v 1
>
(= Eventually, even spellcasters of great power realize that
=3 the end of their mortal lives isnear. Wishing to extend their
Ve time on the physical plane for one reason or another, some
renl g of these priests and arcanists turn to black arts and evil gods
=1 to suspend mind and spirit within their dead bodies. Dwell-
: ingon in unlife, these evil creatures work to attain whatever
b goals kept them occupied in life.
‘;‘. . Unlike liches, revenantsretain theirfleshly bodies (rather
e than becoming skeletal), although they often appear rather
<y more like zombies than living creatures.
. .
Creating ARevenant
(= evenant” is a template that can be added to any living,
% “R ” plate th be added y living
! = corporeal creature with levels in an arcane or divine
[ spellcasting class (hereafter referred to as the “base crea-
- ture”). The creature’s type changes to undead. A revenant
ey uses all the base creature’s statistics and special abilities,
ke except as noted below.
>
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)
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Hit Dice: Increase to d12.

Speed: Same as base creature.

AC: The revenant gains a bonus of +3 to natural armor.
Attacks: The revenant retains all the attacks it had in

life. Do not change the base attack bonus.

Special Attacks: A revenant retains all the special

attacks of the base creature and also gains the following.

Frightful Presence (Su): As a free action once per round,
a revenant may cause one of its dramatic gestures or some

otheraction (e.g., brandishing a magic staff, charging) to be

terrifying to onlookers. Any living creature with fewer

™ HD than the revenant that sees this action must

/ make a Will save (DC 10 + 1/2 the revenant’s HD +
the revenant’s Cha modifier) or be shaken for 5d6
rounds. If the creature hasless than half of the revenant’s
HD, it cowers for 5d6 rounds instead. A creature that
succeeds on the saving throw isimmune to the revenant’s
frightful presence for one day.
Magic Attack (Su): For purposes of overcoming a
target’s damage reduction, a revenant’s melee attacks
(including wielded weapons) are considered to be magic
weapons with an enhancement bonus equal to the revenant’s
Charisma modifier. This ability grants no actual bonus to
its attack or damage rolls.
Special Qualities: A revenant retains all the special
qualities of the base creature and also gains the following.
Damage Reduction (Su): The body of a revenant is resis-
tant to harm, giving the creature damage reduction
according to the base creature’s size, as detailed in the
following table.
Base Creature Size Damage Reduction

Small or smaller 1/-
Medium-size 2/-
Large 3/-
Huge 5/-
Gargantuan /-
Colossal 10/—-

Turn Resistance (Ex) : A revenant has turn resistance +4.

Immunities (Ex): Revenants are immune to cold and
electricity, and to attacks and effects that would hamper or
halt their movement or change their physical form to that
of another creature.

Spell Resistance: A revenant has SR equal to 10 + 1/2 its
HD, to a maximum of 30.

Saves: Same as base creature.

Abilities: As an undead creature, a revenant does not
possess a Constitution score. Its other abilities are modified
as follows: Str +2, Dex -2, Wis +2, Cha +4.

Skills: Revenants receive a +8 racial bonus on Hide,
Sense Motive, Sneak, and Undead Empathy checks. Oth-
erwise, same as base creature.

Feats: Same as base creature.

Climate/Terrain: Any.

Organization: Solitary or pair, often with undead guards.

Challenge Rating: Same as base creature +2.

Treasure: Double.

Alignment: Always evil.

Advancement Range: By character class.

Faction: Same as base creature.
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tional levels of wizard as the base creature.

. RevenantShissarNoble
. Wizard
by Huge Undead

Hit Dice:
Ay Initiative:

18d12 plus 5d12 (149 hp)
+9 (+1 Dex, +8 racial)
S Speed: 30 ft., climb 20 ft., swim 20 ft.
o AC:

25 BAB/Grapple:
n Attacks:

26 (=2 size, +1 Dex, +17 natural)

+20/+36

Bite +26 melee and 2 claws +21 melee and tail
slap +21 melee

Bite 2d6+8 plus poison; claw 1d6+4; tail slap
1d8+4

10 ft. by 10 ft./15 ft.

Constrict 1d8+12, frightful presence, improved
grab, magic attack +2, mesmerize, poison, spells
Special Qualities: Damage reduction 15/+1 and 5/—, fast healing 4,
Greater Specialization (evocation), greater
wizardry (spell fury), initiative bonus, quicken
mastery, resistances, spell resistance 21,
ultravision, +4 turn resistance

Damage:

Face/Reach:
Special Attacks:
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' L::; This example uses a shissar noble wizard with 5 addi-
;

Saves: Fort +8, Ref +14, Will +19
Abilities: Str 27, Dex 13, Con —, Int 23, Wis 15, Cha 20
Skills: Balance +9, Bluff +14, Channeling +31, Climb

+17, Escape Artist +7, Hide +7, Knowledge
(mysticism) +29, Knowledge (any two) +21,
Listen +19, Meditation +32, Search +14, Sense
Motive +19, Sneak +11, Spellcraft +31, Spot
+23, Swim +17, Trade Skill (any one) +24,
Trade Skill (any one) +16,Undead Empathy +13
Feats: Alertness, Combat Casting, Dodge, Improved
Dodge, Iron Will, Lightning Reflexes, Mental
Clarity, Mystic Capacity, School Specialization
(evocation), Spell Focus (evocation), Weapon

Focus (bite)
Climate/Terrain: ~ Any warm
Organization: Solitary
Challenge Rating: 22
Treasure: Standard
Alignment: Usually orderly evil

Advancement Range: By character class

Faction: Emperor of Ssraeshza

Oescription

Even in death the shissar still serve their emperor. This

patrolling the lower levels of the Temple and the airless
areas surrounding the shissar stronghold. Its body is surpris-
ingly well preserved, given the airless environment, and it
can easily be mistaken for a living shissar.

<y Combat
-
o This revenant is a devout servant of its emperor’s will,
-
-

and serves fearlessly and gleefully. It attacks using its spell-
like abilities until it gauges the competence of its foes, and
then closes for melee if it finds its magic ineffective or it

B 4

revenant shissar wizard has taken upon itself the task of
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feels that its enemies are easily dispatched — its greatest
weakness is its overwhelming arrogance.

Constrict (Ex): A shissar noble wizard revenant squeezes
for 1d8+12 points of damage with its tail on a successful
grapple check.

Frightful Presence (Su): Free action once per round;
any living creature with 22 or fewer HD must make a Will
save (DC 26) or be shaken for 5d6 rounds. If the creature has
11 HD or less, it cowers for 5d6 rounds instead. A creature
that succeeds on the save is immune to the revenant’s
frightful presence for one day.

Improved Grab (Ex): To use this ability, the shissar
noble wizard revenant must hit its opponent with its tail
attack. If it gets a hold, it may constrict.

Mesmerize (Sp): 3/day — Will DC 23.

Poison (Ex): Bite, Fort DC 19; initial 1d8 temporary
Con/secondary 1d8 temporary Con.

Typical Wizard Spells Prepared: Bonds of force (12),
energy storm (8), force shock (18), ice shock (25), lava storm
(30), levitate (6), nullify magic (8), steelskin (25), thunderclap
(27). Caster level 18th; save DC 16 + spell level (DC 18 +
spell level for evocation). Mana Pool 216.

Immunities (Ex): Revenants are immune to cold and
electricity, and to attacks and effects that would hamper or
halt their movement or change their physical form to that
of another creature.

Resistances (Ex): A shissar noble wizard revenant has
bonuses of acid and fire resistance (8) and magic resistance

(12).




ture”). The creature’s type changes to undead and it gains
the incorporeal subtype. A shadow usesall the base creature’s
statistics and special abilities, except as noted below.

Hit Dice: Increase to d12.

Speed: The base creature’s base speed becomes a fly speed

(maneuverability gOOd). Hit Dice: 24412 (]56 hp)
AC: The shadow loses all natural armor, but gains a Initiative: +7 (+3 Dex, +4 Improved Initiative)
deflection bonus to AC equal to its Charisma modifier. Speed: Fly 50 ft. (good) ’
Attacks: The shadow retains all the natural attacks it AC: 16 (1 size, +3 Dex, +4 deflection) o
had in life, although these all become incorporeal touch BAB/Grapple: +24/—
attacks; being incorporeal, it uses its Dexterity modifier Attacks: 4 incorporeal touches +27 melee 3
rather than Strength for attack r.oll‘s. Do not change the Damage: 1d4 Strength damage e
base attack bonus. The shadow is incorporeal, and thus Face/Reach: 5 ft. by 5 ft./10 ft. :
cannot use weapons. Special Attacks:  Create spawn, Strength damage ¥
Attacks: The shadow deals damage with its incorporeal Special Qualities:  Damage reduction 25/+2, fast healing 10, im- s
touch attack as described under its Strength damage special munities, incorporeal, lifesense, resistances, =
attack. see in darkness, spell resistance 24, undead o
Special Attacks: A shadow retains all the special attacks Saves: Fort +13, Ref +21, Will +23 Sy
of the base creature and also gains the following. Abilities: Str —, Dex 17, Con —, Int 19, Wis 20, Cha 18 -
Create Spawn (Su): Any creature reduced to Strength 0 Skills: Balance +15, Bluff +16, Diplomacy +32, Gather y
by a shadow’s touch becomes a shadow under the control of Information +16, Heal +17, Hide +11*, Intimi- ,
its killer 1d6 rounds later. date +30, Knowledge (religion) +28, Knowl- <
Strength Damage (Su) : The touch of a shadow deals 1d4 edge (any two) +16, Listen +34, Search +16, -
. i . Sense Motive +29, Sneak +17, Spot +35, Taunt
points of Strength damage to a living foe. A creature +28, Trade Skill (any one) +17, Undead Empa-
reduced to Strength O by a shadow dies. thy +8 ’ -
Special Qualities: A shadow retains all the special quali- Feats: Alertness, Combat Reflexes, Great Fortitude, 2
ties of the base creature and gains the following. Improved Initiative, Iron Will, Multidexterity, s
Immunities (Ex) : Shadows are immune to acid, cold, and Multiweapon Fighting (3
electricity, and to spells or effects with the shadow descrip- Climate/Terrain: ~ Any
tor. Organization: Solitary, pair, gang (3—5), or swarm (6—12) ‘
Lifesense (Su): Shadows can sense the presence and Challenge Rating: 18 ~
location of any living creature within 60 feet as if with the Treasure: None
blindsight ability. Alignment: Usually neutral evil -
Resistances: Shadows have bonuses of magic and sonic Advancement Range: By character class —
resistance (40). Faction: Followers of Atenha’ra, Followers of Akelha’ra
Saves: Same as base creature. re . L.
Abilities: As an incorporeal undead creature, a shadow escription K
does not possess a Strength or a Constitution score. Its Sometimes encountered around the Twilight Sea out-
other abilities are modified as follows: Dex +2, Int -2, Cha side of Katta, these undead are shadows of the Akheva. b=
+2. Malevolent and cunning, they hide in the shadows, attack- —
Skills: Shadows receive a +4 racial bonus on Listen, ing without warning any living creatures that approach. :

Search, Spot, and Undead Empathy checks. In darkened

conditions, they receive a +8 racial bonus on Hide checks;

LPSAT el

Sample Shadow

This example uses a Zov Akheva as the base creature.

Lesser AkhevaShavow

Large Undead (Incorporeal)
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They appear as very tall, vaguely humanoid forms in robes,
with no readily apparent facial features or appendages — at
times, one can see the shadowy image of a second set of
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in well-lit conditions, they suffer a -8 penalty on Hide ’
Sbabow checks. Otherwise, same as base creature. _:".-
Shadows are creatures of darkness, bodiless patches of Feats: Same as base creature, plus Improved Initiative. K
evil that both hate and hunger after the living. The very Climate/Terrain: Any. _
touch of a shadow can be fatal to hlvimg creatures, ar}d they Organization: Solitary, pair, gang (3=5), or swarm (6— v
are difficult to notice, often surprising foes by lashing out 12). -
frpm th’e darkness, the%r ;hlll tquch settling around their Challenge Rating: Same as base creature +1. 2
victims’ hearts and draining their strength. Treasure: None - J
Shadows are harmed and held at bay by bright light, and ) ’ ) _ -
. " . Alignment: Always evil.
always seek to avoid or quench it if possible. They can speak
if they wish to, but do so only in the most barely audible Advancement Range: By character class. P
whisper. Faction: Same as shadow’s creator. If the shadow’s cre- of 3
ator is killed, the shadow becomes free-willed and may ",
Creqting AShadow resume its previous factions (although it does not have to -
“Shadow” is a template that can be added to any living, do so).
corporeal creature (hereafter referred to as the “base crea-
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! :" new bodies were no longer being created with any regular- 4
N ity). Instead, these spirits — now called shades, or Xakra in AL
Coned the Fleshless Tongue of the Akheva — were forced to live 20
b a bodiless existence, persisting in the material world of 1244
(f." Luclin as robed, semi-insubstantial specters. A
= These bodiless Akheva reacted to their new status in a =
i variety of ways. Some retained their old wisdom and R
b, LA continued toserve Luclin, working alongside their physical RESS
~~ brethren. On occasion, a new Akheva body would become =
available and they would regain their material exist-
> ence, but this was increasingly rare. Most such g
‘T—E:: individuals have become resigned to their "--_\
o undead status and simply carry on as best they “a)
) can. oy
Y Others were not so lucky or re- s
sourceful. Those left in isolation in ey
the Maiden’s Eye and the Umbral =
> Plains went slowly mad, and today wan-
=5 der their old homeland, mindlessly NS
= = . . . =9
£ = repeating the tasks they performed in life. >
g2 Still others shunned their old lives altogether, 7
- forming their own societies, independent of the A
" Akheva and their goddess. =
Combat o
Akheva shadows are terrible opponents, for their r:‘.. :
chill touch can quickly dispatch a living foe and raise 7]
him up again to fight for the shadows in mere moments. P
Many opponents of shadows have found themselves quickly
overwhelmed by the rapidly multiplying enemies that lash &
at them, intangible and virtually invisible, from the o
oppressive darkness. ,_":;
Create Spawn (Su): Any creature reduced s
to Strength 0 by a Zov shadow’s touch
e © zug becomes a shadow under the control b A7
""’Oﬁ of its slayer 1d6 rounds later. —y
Strength Damage (Su): The touch of
ashadow deals 1d4 points of Strength damage to >
a living foe. A creature reduced to Strength O by a shadow r"-_:
arms, but their exact forms are usually hard to discern. They dies. s
are very loyal to each other, and often attack in numbers, Immunities (Ex): Zov shadows are immune to acid and
seemingly coming out of nowhere. electricity, and to spells or effects with the shadow descrip- '.__:f‘
The Akheva were the most favored offspring of the tor. -
goddess Luclin. Created in her image and given dominion Lifesense (Su): Shadows can sense the presence and )
over the goddess’ moon, these multi-armed, semi-immortal location of any living creature within 60 feet as if with the T
creatures ruled in Luclin’s name for many ages before blindsight ability. L 1
collapsing in a bloody civil conflict. When an Akheva was Resistances: Zov shadows have bonuses of electricity =
slain, its spirit was freed, and quickly moved to inhabit a and fire resistance (25) and acid, magic, and sonic resis-
new Akheva body, created by Luclin or by the Akheva tance (40). ‘
themselves. In this way, the Akheva race achieved a near- See in Darkness (Ex): Akheva shadows can see per- -»
endless existence, gaining knowledge and wisdom as fectly in darkness of any kind, even magical darkness =2
centuries stretched into eons. created by spells. sy
When the Akhevadescended into violence and began to Skills: Shadows receive a +4 racial bonus on Listen, .-'\._‘.
kill one another, however, the situation changed. As Search, Spot, and Undead Empathy checks. In darkened oY
Akheva were slain and their bodies destroyed in such conditions, they receive a +8 racial bonus on Hide checks;
catastrophes as the storm known as the Maiden’s Scar, their in well-lit conditions, they suffer a =8 penalty on Hide e
spirits were unable to move into new physical shells (since checks. Otherwise, same as base creature. SN
-' -
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:-: Saves: Fort +14, Ref +7, Will +10 enemies and fading into the shadows as soon as a raid or
=N Abilities: Str 20, Dex 16, Con 14, Int 25, Wis 13, Cha 12
w
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Appendix Two: Luclin Villains
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Ayyendix Two:
Luclin Villains

There are a number of memorable antagonists to be
found on Luclin, many of whom are something slightly
more than human for one reason or another. Even those
that do not have unusual abilities beyond those of other
people of their classes are exceptional in some way, making
these individuals the “cream of the villainous crop,” as it
were.

The following villains all appear in brief stat block form
in the Luclin sourcebook, but we include them here more
fully for those GMs who like a slightly more thorough
treatment for their arch-villains. (The observant reader
might also notice that, not content to leave well enough
alone, we've added a few interesting tidbits to the NPCs in
this chapter from their previous appearance in Luclin....)

All modifiers for magic items and special abilities have
been incorporated into these characters’ stat blocks. As
always, the GM should feel free to make any changes
necessary tosuit her own needsand to integrate these NPCs
more fully into her own games.

Skills: Bluff +12, Channeling +17, Climb +6 [boots],
Diplomacy +3, Disguise +11 (+13 acting), Hide
+28 [armor, cloak], Intimidate +7, Knowledge
(monster lore [humanoids]) +11, Knowledge
(monster lore [undead]) +11, Knowledge (mys-
ticism) +11, Knowledge (warcraft) +11, Listen
+6, Meditation +17, Search +9, Sneak +18
[armor, boots], Spellcraft +22, Spot +3, Trade
Skill (fletching) +20, Undead Empathy +5
Combat Reflexes, Deflect Arrows [gloves],
Double Attack, Finishing Blow, Leadership,
Mystic Capacity, Parry, Point Blank Shot, Power
Attack, Rapid Shot, Riposte, Silent Spell

Feats:

Climate/Terrain:  Any
Organization: Shadel bandit camp (unique)
Challenge Rating: 20

Treasure:
Alignment:

Triple standard (includes possessions below)
Discordant evil

Advancement Range: By character class

Faction:

Shadel Bandits

Black Lotus

Medium-Size Humanoid (Dark EIf)

Shadow Knight 20

Hit Dice: 20d10+40 (172 hp)

Initiative: +3 (Dex)

Speed: 30 ft.

AC: 25 (+3 Dex, +8 armor, +2 shield, +2 dodge)

BAB/Grapple: +20/+25

Attacks: +3 chaotic warhammer+28/+24/+20/+16/+12
melee; or knifed light-mithril-strung
shadewood single-cam longbow and arrows of
pain +24/+24/+20/+16/+12 ranged

Damage: +3 chaotic warhammer1d8+8/x3; knifed light-
mithril-strung shadewood ingle-cam longbow
and arrow of pain1d8+8/x4 plus woundingand
pain

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

Special Attacks:
Special Qualities:

Leech touch, spells

Dark elf traits, haste (3), reanimation effi-
ciency |, resistances, shadow knight abilities,
summoning haste I, ultravision

Oescription

A mysterious and nearly legendary figure among those
who know of the Shadel Bandits, the Lotus is in actuality
a disarmingly beautiful female dark elf shadow knight.
Black Lotus is a cunning and ruthless woman who rules the
Shadel bandit camp with an iron hand and leads her raiders
against galorians and Shadow Haveners alike. She may be
the supreme leader of all the Shadel bandits, or she may
answer to an even higher-ranking superior — no one aside
from herself and perhaps the folk of her faction can even say
for certain who Black Lotus is, or what her true intentions
are.

Combat

Black Lotus always prefers to attack from ambush, and
preferably from a well-hidden and often elevated position
from which she can fire her deadly arrows or use spells with
cover and/or concealment, generally without ever being
spotted by her beleaguered foes.

Black Lotus unfailingly directs her followers from the
rear, never allowing herself to be approached too closely by
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dose of magician’s bane), archer’s gloves, goo boots, scrollcase o
of sending, 3 doses of poison (thoughtweave suspension). 1€ 1
* See Chapter 5: New Magic in the Luclin sourcebook. 2N
&
OrazNurakk s
Medium-Size Undead 72
lksar Revenant Beastlord 28 L
Hit Dice: 28d12+13 (216 hp) =
Initiative: +3 (Dex)
Speed: 40 ft. [Swift], swim 30 ft. s
AC: 27 (+3 Dex, +6 natural, +6 armor, +2 enhance- f‘-a.‘
ment) )
BAB/Grapple: +28/+35 -
Attacks: Fireclaw talon +36/+33/+30/+27/+24 melee )
and gleaming short sword +35 melee 2
Damage: Fireclaw talon1d4+7 plus shock of flame proc; IS
gleaming short sword 1d6+5/17—20
Face/Reach: 5ft.by 5 ft./5 ft. .
Special Attacks:  Frightful presence, magic attack +4, spells =
Special Qualities:  Beastlord abilities, damage reduction 2/, > :‘ 1
Draz’s ward, extended range 1, fast recovery, ELT)
iksar traits, immunities, infravision, reagent ‘_',__'_
conservation |, resistances, SR 24,undead, +4 =~y
turn resistance
Saves: Fort +12, Ref +21, Will +19 =
Abilities: Str 25,Dex 16, Con —, Int 19, Wis 25, Cha 20 pa
Skills: Animal Empathy +21, Balance +10, Channeling ol
+23, Climb +17, Handle Animal +27, Heal +13, P
Hide +22, Jump +16, Knowledge (nature) +18,
Listen +18, Meditation +17, Ride +7, Sense 3
Heading +10, Sense Motive +20, Sneak +19, o
Spellcraft +17, Spot +20, Swim +16, Undead - :“,
Empathy +13, Wilderness Lore +18 =
Feats: Combat Reflexes, Dual Wield, Double Attack, A
Hand to Hand, Improved Hand to Hand, Light- 25
ning Reflexes, Parry, Power Attack, Riposte, '.',__'_
skirmish is won (or if it appears hopelessly lost). Her Swift, Toughened e
skeletal companion is never far away — certainly always Climate/Terrain: ~ Any
close enough to be called to her side with a simple gesture Organization: Solitary (unique) AT
(using her silent summon companion spell). Challenge Rating: 31 Y
Shadow Knight Spells Usually Prepared (mana cost, Treasure: Triple standard (includes possessions below) Y-
modified for gold ruby earring): Abduction of strength (1), Alignment: Neutral evil o3
cancelmagic (7;silent), dooming darkness (19), grim aura (3), Advancement Range: By character class o
invoke fear (19), life leech (52), shroud of pain (16), siphon life Faction: None =
(17; silent), summon companion (11; silent). Caster level L. T
16th; save DC 17 + spell level. Mana Pool: 237. Oescri ption ‘
Resistances (Ex): Due to her various magic items and Drazisascarred, black-scaled iksar revenant, and arather (RES
inherent augmentations, Black Lotus has bonuses of fire, unpleasant megalomaniac. He draws spiritual energy from o~y
electricity, magic, and sonic resistance (3), acidand poison  both Luclin and Norrath to feed his own unnatural life and
resistance (5), cold resistance (6), and disease resistance to power the wards with which he protects his physical s
(9). She receives a +1 bonus on saves against disease-based form. Soon, he hopes, he will use his ill-gotten powers to e
attacks. create a new iksar empire — with himself as emperor. So 2
Shadow Knight Abilities: Black Lotus has all the class far, his “empire” consists of only a small island in the L5y
abilities of a 20th-level shadow knight. Timorous Deep, where he has a variety of tigerraptors and <
Possessions: +3 chainmail of shadow and silent mowes (fine other dangerous animals under his control, but he remains 7
mesh acts as chain shirt), swordsman’s armband*, imbued a significant challenge for even the best-equipped party. :
Teir’Dal dragoon shield, +3 chaotic warhammer, knifed light- =
mithril-strung shadewood single-cam longbow, 2 quivers and Combat 2y
40 arrows of pain, hooded black cloak, shawl of the blood For more on Draz Nurakk and his powers, goals, and Oy
shadows™, dark circlet, torque of tongues, jasper kundan ear- activities, see the “Claws of the Savage Spirit” quest in the A0
ring®, gold ruby earring, Shadel bandit ring, kin magi earring Luclin sourcebook. 23
(worn as nose-ring; face item), assassin’s ring (contains 1 ;,;L‘
{
- v . —t P . S N T AP —— .‘: \‘
WS B A ) S L) A ) & [ 80 ) 4 __,_. P ) RS S
e e —  —




Appendix Two: Luclin Villains

((“N hes ‘VT' E

.

Any fight with Draz is sure to be a tough one. He has
control over most of the animals on his island, and uses
them to defend him while he casts spells. D’Fidz, his type 9
scaled wolf warder, also fights for its master as long as it
lives. Draz is partial to buffing himself with the spells
alacrity, strength of stone, and talisman of Altuna before
entering combat, although he becomes more arrogant with
each passingday and, due to overconfidence in the strength
of his ward, might dispense with one or more of his usual
defensive spells when he meets his foes.

Frightful Presence (Su): As a free action once per
round, Draz may make a dramatic gesture that terrifies
onlookers. Any living creature with 28 HD or less that sees
this action must make a Will save (DC 29) or be shaken for
5d6 rounds. If the onlooker has fewer then 14 HD, it cowers
for 5d6 rounds instead. A creature that succeeds on the
saving throw is immune to Draz’s frightful presence for 24
hours.

Beastlord Spells Usually Prepared (mana cost): Alacrity
(19), greater healing (25), incapacitate (28), nullify magic (8),
spirit of the storm (17), strength of stone (11), talisman of
Altuna (42), Yekan's quickening (33). Caster level 24th;
save DC 17 + spell level. Mana Pool: 347.

Beastlord Abilities: Draz has all the class abilities of a
28th-level beastlord, including the various animal-related
abilities and all appropriate class disciplines.

Draz’s Ward (Su): Due to the spiritual energy Draz uses
to sustain himself, he has the benefits of damage reduction
18/ and spell resistance 34 as long as the ward remains in
place. The ward may be broken only by Draz’s death (or by
other means that might nullify supernatural powers); how-
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ever, if he is slain by any weapons or any attack other than
the claws of the savage spirit, he simply shatters and reforms
into 6 fragments, lesser images of himself (see the “Draz
Fragments” sidebar).

Immunities (Ex): Draz is immune to cold and electricity
and to effects that would hamper or halt his movement or
change his physical form to that of another creature. (Being
undead, he is also immune to disease and poison effects.)

Resistances (Ex): Due to his various magic items and his
inherent augmentations, Draz has bonuses of acid and
sonic resistance (5), magic resistance (10), and fire resis-
tance (14).

Possessions: +4 leather armor, grim pauldrons, hero bracers,
cloak of torment*, fireclaw talons, gleaming short sword,
unholy visage*, terror boots, girdle of the nereid, drake-hide
leggings, drake-hide sleeves, gloves of altered reality*, kin magi
earring, ear of the blind wolf, ring of stone, ring of power (type
7), gold black sapphire bracelet, electrum amber medallion.

* See Chapter 5: New Magic in the Luclin sourcebook.

OrazFragments

Draz Nurakk Fragment, Male lksar Revenant, Bst 21: CR 23;
Medium-size undead; HD 21d12+10; hp 146; Init +2 (Dex); Spd 40 ft.
[Swift], swim 30 ft.; AC 22 [flat-footed 20, touch 12] (+2 Dex, +6
natural, +4 armor); BAB +21; Grap +25; Atk +26/+23/+20/+17/+14
melee (1d4+5, +1 clawed handwrap) and +21 melee (1d6+3, crit 19—
20, +1 short sword), or +23 ranged; SA frightful presence, magic
attack +3, spells; SQ animal aura (5/day), animal skills, animal speech
(beasts, magical beasts), damage reduction 2/—, discipline (Resis-
tant), fast recovery, iksar traits, immunities, infravision, SR 20,
undead, +4 turnresistance; ResAR5,CR — DR — ER — ,FR 14,
MR 10, PR —, SoR 5; AL NE; Fac None; SV Fort +7, Ref +16, Will
+15; Str 18, Dex 14, Con —, Int 14, Wis 22, Cha 16.

Skills: Animal Empathy +14, Balance +6, Channeling
+15, Climb +9, Handle Animal +18, Heal +9, Hide +15,
Jump +8, Knowledge (nature) +12, Listen +12, Medita-
tion +12, Ride +6, Sense Heading +7, Sense Motive
+14, Sneak +13, Spellcraft +13, Spot +14, Swim +16,
Undead Empathy +8, Wilderness Lore +13.

Feats: Combat Reflexes, Dual Wield, Double Attack,
Hand to Hand, Improved Hand to Hand, Parry, Power
Attack, Swift, Toughened.

Frightful Presence (Su) : Asafree action once per round,
a Draz fragment may make a dramatic gesture that terri-
fies onlookers. Any living creature with 20 HD or less
that sees this action must make a Will save (DC 23) or be
shaken for 5d6 rounds. If the onlooker has 10 or fewer HD,
it cowers for 5d6 rounds instead. A creature that succeeds
on the saving throw is immune to that Draz fragment’s
frightful presence for one day.

Beastlord Spells Prepared (mana cost): Cancel magic (5),
frenzy (4), healing (10), invisibility (5), listless power (15),
Sha’s lethargy (8), strength of stone (11), turtle skin (8).
Save DC 16 + spell level.

Mana Pool: 192.

Immunities (Ex): Draz’s fragments are immune to at-
tacks and effects that would hamper or halt their

movement or change their physical form to that of

another creature.

Possessions: +2 leather armor, +1 clawed handwrap, +1
short sword.
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oy = around the temples, and an immaculately trimmed salt-
.~ GenerallaredBlaystich and-pepper goatee,
Cond Medium-Size Humanoid (Human)
o Warrior 22 Combat
(‘. Hit Dice: 22d12+44 (205 hp) General Blaystich is a cold-hearted and ruthless fighter
: ;-“\J Initiative: +3 (Dex) — although his principles and convictions are strong, he
sy Speed: 30 ft. in armor, 40 ft. base (boots) has few real morals. He is not above ordering assassinations
(A AC: 30 (+2 Dex, +11 armor, +5 shield, +2 deflec- or floggings simply to make a point, and few tricks are too
Py BAB/Grapol tig;; 20 underhanded for him to use in personal combat. He is
' apple: +22/+ virtually always flanked by one or both of his two cohorts
Nd Attacks: Ornate sword of the General +34/+30/+26/ (one male and one female human, War 12/Rog 12, NE;
(*_: +22/+18 melee; or ornate sword of the General Shadow Haven Rogues), who function as his bodyguards,
) +32/+28/+241+20/+16 melee and shield bash assassins, and lieutenants, each chosen for their loyalty and
Fs o) +28 melee skill (and their willingness to kill on command with little
4 “‘ Damage: Ohfnladtisv:]oififgthe General1d10+14/17-20; or no provocation).
:{T; Face/Reach: ;;‘: by?)sft. 5 itt. The degcription of Blaystich in tbe Luclin sourc.ebook
y Special Attacks:  Area Taunt doe§ not 1ncludedahnur.nbe}i of the ﬁtems. 1Ofat?d mAt}}lle
f:"; Special Qualities:  Can’t be surprised or caught flat-footed i)t:tli:zhcsfgrretif;geneerilvr\lz’helri sﬁztisst“aetrza(;;y uclin) migh
LN (brooch), flight (belt), process defense (ar- . i ) o )
=) mor), resistances, warrior abilities . Resistances (Ex): Due tohis various magic items and hls
b =) Saves: Fort +15, Ref +10, Will +11 mhergqt augmentations, Blaystich .has bonuses Qf aqd,
heb s Abilities: Str 22, Dex 17, Con 15, Int 16, Wis 14, Cha 19 electricity, and fire resistance 3), dlsease ‘and sonic resis-
Skills: Alcohol Tolerance +10, Bluff +8 (+12 to gnomes) tance (4)’ magic resistance (6){ poison resistance (7), and
[cape], Climb +10, Handle Animal +9, Intimi cold resistance (10). He receives a +1 bonus on saves
date +24 (+28 to gnomes) [cape], Jump +11 against cold-based attacks.
[boots], Knowledge (warcraft) +17,Listen +8, Warrior Abilities: Blaystich has all the class abilities of
Ride +7, Search +6, Sense Motive +12, Spot a 22nd-level warrior, including the area Taunt and
+8, Swim +15, Taunt +27 (+33 to gnomes) berserking abilities and the appropriate disciplines.
Feats: E?nze’lgiz)lrtesgI’;:/zdeDSolzgéb:;cc;EET:%:SzI: 116 Possessions: Combine plate armor®, barbed armplates,

mproved Critical (bastard sword), Improved
Parry, Iron Will, Leadership (x2), Mobility,
Parry, Power Attack, Riposte, Spring Attack,
Weapon Focus (bastard sword), Weapon Spe-
cialization (bastard sword)

Climate/Terrain: ~ Any
Organization: Bandit camp leader (unique)
Challenge Rating: 22

Treasure:
Alignment:

Advancement Range: By character class

Faction:

Oescription

Jared Blaystich is a former Centurion of the
Hand of Seru who was banished for crimes
against Seru. After eventually making his way
tothe Echo Cavernsnear Shadow Haven, he
welded the various loose bands of criminals
he found there into a single alliance of

Triple standard (includes possessions below)
Orderly evil

Shadow Haven Rogues

smugglers, and is now their undisputed
leader. He is a truly merciless man, willing
to kill anyone who gets in his way or who
threatens to reveal the smugglers’ secret
ways and methods.

Blaystich insists on being called “Gen-
eral,” even though his military days are far
behind him, and has been known to have
people whipped (or worse) for not observing
this practice. He is a very distinguished-
looking man roughly 40 years of age, with
long, straight brown hair, slightly graying
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scutum veritas*, ornate sword of the General (see sidebar),
Combine warhammer, loam-encrusted amice, brooch of wari-
ness, foreigner’s cape (bonus applies to gnomes), ruffian
gloves, belt of the zephyr, gold amber earring, gold cat’s eye agate
earring, platinum fire emerald bracer, basilisk bracer, miner’s
ring, iced ring*, traveler’s boots, fetish of the nimble.

* See Chapter 5: New Magic in the Luclin sourcebook.
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Ornate Swordorthe General

Description: This finely crafted, perfectly bal-
anced weapon is decorated from pommel to tip of
blade with gold and silver scrollwork. Such beauti-
ful blades are reserved for use by generals of the
Combine Empire — or, today, by those who com-
mand the armies of Katta Castellum or Sanctus
Seru. The weapons are a symbol of honor, loyalty,
and bravery, and are not granted lightly.

Nonetheless, the best known of these blades is
carried by the traitorous General Blaystich, leader
of the criminals that hide in the Echo Caverns near
Shadow Haven. Both the Shadow Haveners and
the Inquisitors have offered a substantial reward for
Blaystich’s death or capture.

Powers: This remarkably light steel weapon acts
as a bastard sword with a +3 bonus to attacks and a

+4 bonus to damage.

Ornate Sword of the General (1d10+4, delay 5;

= AC 6, hardness 14, 13 hp, Break DC 29)

Str +2, Con +2, Wis +2, hp +9.

Bonus types: Ability scores = enhancement. At-

-. tack = enhancement. Damage = enhancement. Hit
points = enhancement.

';‘3 X Caster Level: 10th.
Market Price: 66,660 gp.

Hit Dice:
N Initiative:
< Speed:
~ AC:

) BAB/Grapple:
Attacks:
v Damage:

{3 y Face/Reach:
\ Special Attacks:

Saves:

. Special Qualities:

- Slot: Slashing.
= Weight: 3 Ibs.

Grieg Venericus

Medium-Size Undead

Human Revenant Wizard 30 / Warrior ¢
30d12 plus 9d12+16 (370 hp + manaskin)

+13 (+8 Dex, +5 arcane)

30 ft.

44 (+5 Dex, +3 natural, +7 armor, +2 augmen-

tation, +5 deflection, +2 dodge, +3 enhance-
ment, +2 haste, +3 luck)

+24/+31

Bonecurse +37/+35/+33/+31/+29 melee and
touch +26 melee

Bonecurse 1d3+10/17—20 plus ignite bones
proc; touch Grieg’s vengeance

5ft.by 5 ft./5 ft.

Grieg’s vengeance, spells

Damage reduction 2/—, extended range 111,
flowing thought 1V, Greater Specialization (al-
teration), greater wizardries (manaburn, rapid
casting x2), haste (5), immunities, process
defense [armor], quicken mastery, SR 29,
teleportation mastery, ultravision, undead,
warrior abilities, +4 turn resistance

Fort +16, Ref +21, Will +21

-
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o Abilities: Str 25,Dex 26, Con —, Int 43, Wis 18, Cha 22

Skills: Bluff +14, Channeling +48, Diplomacy +16,
Escape Artist +16, Gather Information +12,
Handle Animal +13, Hide +19, Intimidate +20,
Knowledge (geography) +58, Knowledge (his-
tory) +36,Knowledge (mysticism) +49, Knowl-
edge (planar travel) +58, Knowledge (reli-
gion) +36, Listen +14, Meditation +62, Ride
+17, Search +26, Sense Heading +14, Sense
Motive +20, Sneak +15, Spellcraft +51, Spot
+14, Taunt +14, Trade Skill (blacksmithing)
+32, Trade Skill (jewelcraft) +27, Trade Skill
(pottery) +27, Undead Empathy +14

Feats: Combat Casting, Combat Reflexes, Dodge,
Double Attack, Dual Wield, Enlarge Spell, Ex-
tend Spell, Hand to Hand, Mental Clarity, Mo-
bility, Mystic Capacity (x4), Parry, School Spe-
cialization (alteration), Spell Focus (evocation),
Toughened

Climate/Terrain:  Any

Organization: Solitary (unique)

Challenge Rating: 33

Treasure: Triple standard (includes possessions below)

Alignment: Discordant neutral

Advancement Range: By character class

Faction: Grieg, Luclin

Oescription

This terrifying, vaguely wraith-like being is all that
remains of the powerful geomancer Grieg. After helping
the Combine Loyalists escape to Luclin, Veneficus was
distraught to discover that he could not find a way to return.
Forced to leave both Shadow Haven and Katta Castellum,
Grieg wandered for a time before finally settling in the
northern wastes of Luclin’s moon, where he built his home,
Grieg’s End.

Here, safe from outsiders, Grieg continued his research,
hoping to find a way to escape from Luclin and undo the
harm he had caused. In the end, though, his research was
his undoing, for when he called upon the goddess Luclin for
guidance, she sent him more knowledge than even his
substantial intellect could contain. Driven to madness,
Grieg allowed his home to fall into disrepair; today he
lingers on in a vague semblance of life, surrounded by
Luclin’s shades and the shambling undead remains of his
former servants.

Combat

Grieg’s madness has made him an even more fearsome
opponent than he was in life. When approached by foes (or
those he perceives as foes — which is to say everyone), he
usually allows his shade companions or summoned crea-
tures to initiate the attack. Once an enemy has fully
engaged with Veneficus, he uses his touch attack to disori-
ent that individual so he can attack freely with Bonecurse.
If engaged in melee by multiple foes, he teleports away and
then casts area effect spells upon his opponents.

Grieg’s Vengeance (Su): Rather than the frightful
presence ability typical to revenants, Grieg has the ability
to disorient his foes with a mere touch. If his touch attack
succeeds, the target must make a Will save (DC 35) or be
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subject to one of the following randomly determined ef-
fects:

d4 Result Effect

1 Target is effectively paralyzedfor 1d4 rounds.

2 Target is blindedand deafenedfor 1d4 rounds.

3 Target is confused for 1d4 rounds.

4 Target is immobilized as if by a root spell for
1d4 rounds.

Wizard Spells Usually Prepared (mana cost, modified
for Greater Specialization): Ancient destruction of ice (40
plus 1 Int; see Ancient Songs and Spells appendix), annul
magic (13), decession (8), evacuate (8), flaming sword of Xuzl
(117), Garrison’s superior sundering (90), levitation (9), lure
of lightning (53), manaskin (55), Nexus portal* (23), tears of
Solusek (68), thunderbolt (50). Save DC 26 + spell level, or
DC 28 + spell level for evocation. Mana Pool: 991.

Immunities (Ex): Grieg is immune to cold and electric-
ity, and to attacks and effects that would hamper or halt his
movement or change his physical form to that of another
creature. (Being undead, he is also immune to disease and
poison effects.)

Resistances (Ex): Due to his various magic items and his
inherent augmentations, Grieg has bonuses of acid resis-
tance (20), sonic resistance (21), fire resistance (36), and
magic (44). He receives a +1 bonus on saves against sonic-
based attacks and a +2 bonus against cold-, fire-, and
magic-based attacks. In addition, he receivesa +5 bonus on
all saves against spells or other effects of a magical nature.

Teleportation Mastery (Su): Grieg need pay only 50%
of the usual mana co