Alchemical Mummy
By Asplagis

Preface:

The source of inspiration for this article is Loxa&it's Cool Air. In it we find a weird scientist
fellow who lives in a very cold appartement for ®oadd reason and never comes out.
Eventually a neighbour got curious and visitedrttam... discovering that the man had repelled
death by making sure his body would not degenduatieer. To do this he used chemicals and a
perpetually cool environment.

| think that this would make for an interrestingp&yof mummy, in this case the only thing the
would be "immortal” would have managed to do iswgtamself a form of weird unlife rather
than protection from death.

Background:

The mummies could be curious scientists or thameaipigs. All of them have found this idea
from the notes of a scientist obssessed with fopadiscientific way to be immortal. No one quite
knows what happened to him for it is said that befee dissapeared he wanted to make sure his
findings remain top secret.

But a few collegues who knew of his theories oa &ihd death were quite interested in his
findings. The man thought that death was nothingenttean the degeneration of the human body
into dust, the brain slowly decaying, the fleshajpable of holding itself together, bones growing
soft and weak. He did not believe in a soul or atiner explanation about life, life was but the
constant movements of microscopic cells in the baldg eventually decay like all things.

So with chemicals to preserve his body he wouldlie to live forever in theory. And so he
went on to find a solution that would have actteserve the integrity of the body, but it had to
be non harmful as well. Chemicals that could belwsefood might not be quite as good on
human beings, especially the brain. But after g l@search he found his way to immortality.
The problem was that it didn't really work... asenot the way it was supposed to. Indeed his
body maintained itself for years, but slowly he ealing fatigued and also quite bored, since
he was unable to leave a special basement in me tend of Lamordia. He could not support
heat, it reacted badly with the chemicals and samwahseemed to reverse the effects of the
process he went through. So he decided to takeindpe afternoon, but one afternoon he didn't
wake up... His body had died in a sense. His ltedmot beat anymore, nor did any of his
organs really work, except his brain. To any mddiests he would appear dead, yet his mind
was still alive, only dormant.

He eventually woke up... The chemicals had replécethlood and were now the fuel for his
mind and body. Indeed, the whole slumbering wasealy the chemicals working to replace
the blood in his body. Unlike blood, the chemiadbsnot need to be oxyginated, they are self
sufficient, so only a set amount is needed and wikynaintain their purity for a fairly long

time. When they become "unpure”, it simply mears they lose some potency and need to be
replaced, much like oil in a car. Also the chensdake their purity much faster when exposed to
heat and so a cool environment is required. Extreofetis not recommended for it might freeze
the chemicals who need to be able to circulateiwitie brain. But if they do freeze it simply
means hibernation for the alchemical mummy.



The originator of the formula supposedly died wherwas burning the formulas for the
chemicals and other notes... the fire got out ofdh@nd caught on his clothing. The man was
weak and the chemical in his blood was alreadyerathpure so he didn't last long. Of course no
body was ever found when the house burned downethaining notes were taken by his close
associates and the copies that exist are all fhain hands originally. With time more than one
scientist had a chance at getting these noteactngome thieving organizations and other such
groups have gathered copies and are selling theheianderground market. Of course there is
no way to tell how accurate these are.

Powers & Weaknesses

From these notes new types of alchemical mummie® ¢a be. Some very close to the original
one, others more powerful. The notes that weranefe incomplete, meaning that some
scientists had to complete them somehow. Some atElgdngredients based upon the theories
of the originator and got various results. For timeg the chemicals are very active in the brain,
meaning that some can instill madness or cause pthblems. But the effect on muscles and
nerves is quite special.

Nerves are usualy dulled by the cemicals, whilentluscles are usually hardened and the subject
faces some augmentation in strenght and endurdheemuscles are very hard to pull or break,
and some solutions have actually made the musobesk land reform for quite some time until
they had "settled down", leaving the person withyymowerful muscles. The lack of need for
oxygen means that endurance wise they are capghlarang or doing any physically exerting
task without any fatigue. But some weaker mummaasetaced increase in impurity of the
chemicals when exerting themselves too hard.

They sometimes get rather intriguing abilities frdma chemicals., including an increase in
learning capacities, adhesive properties on thir, soxic "sweat", infravision, harder bones and
tissues and many other powers, all depending or eVteamicals are used in tandem with the
usual ones.

The alchemical mummies usually do not age physichlls simply an attempt at making sure

the body does not degenerate further. Some miglinial regenerate the body using the
chemicals and perhaps gain a youthful appearamcgith But again, the whole point was to stop
the aging process and not reverse it. But who knperhaps if the originator of this little brew
was still around he might have decided to try &arerse aging and make the cells regenerate at a
very fast rate.



Climate/Terrain:
Organization:
Activity Cycle:
Diet:

Intelligence:
Treasure:
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Armor Class:
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Description:

Automatons

By Stormonu

Digger Builder Gatherer
----------- Grimswald Mansion —---
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Automatons are the constructs of the remainSrahswald'sshattered mind. They are non-
intelligent, and consist of metal shells filled witlockwork mechanisms. Each performs it's
assigned task with impunity, often ignoring threatsaround it as it works. Only the gatherers
ever leave the confines of the labrynith.
All automatons are immune to sleep, charm and rbemkd spells, unless Jasper has placed a
mind into the automaton. Automatons are similartaffected by polymorph and death magics.

Digger: The digger looks similar to a scrarab beetle, withrge drill protruding where

mandibles should be. They are dark black, and &an be heard drilling before they are seen.
The digger's job is to expand the labrynith andscsmeat the rate of a 10' X 10" X 10’ passage per
turn. If attacked, the digger will defend itselftivit's bore, which inflicts 1d8 damage to those it
attacks. Magic attacks made at the digger tendfteat off the dark hide. Any spell cast at a
digger acts as if it encountered a ring of spehing.

Repairer: The repair automaton is roughly spider-like, cetisg of a sphereical body standing
on 8 evenly-spaced spindly legs, bearing two mdatme arms that arc up over the body and a
central "head" adorned with eyes. The repairebsgalean, repair and maintain the labyrinth.
They pick up debris, discarded items, corpes aaancthe blood off the floor in the conversion
lab. Repair automatons do not attack if threateaed,simply phase out and pass through a wall

to escape attackers.



Gatherer: The most feared of the automatons, the gathepaap as an 8-foot long millipede
of brilliant blue. Their task is to collect victinigr Jasper and gather any materials that may be
needed to aid in repairs, create more automatofdfitirJasper's whims. The mandibles of a
gatherer act in a manner akin to a mancatcheigimgl 2d4 damage upon the victim plus
entrapping the victim if the attack succeeds byaesof 5 or more. Gatherers are also able to
emit an electrical shock in a 5' radius for 2d6 dg&) and can become invisible at will, 3x per
day for 1 hour per use.



Climate/Terrain:

Bejorn

By Stormonu

Temperate Hills and Ruins

Frequency: Rare
Organization: Solitary

Activity Cycle: Night

Diet: Carnivore
Intelligence: Exceptional
Treasure: D, Q

Alignment: Chaotic Evil

No. Appearing: 1-2

Armor Class: 0

Movement: 18, fly 12 (MC:B)
Hit Dice: 8+3

THACO: 13

No. of Attacks: 3
Damage/Attack: 1D6+2 +paralyze/1d6+2+paralyze/2d6

Special Attacks:
Special Defenses:

Poison, Charm
Immune to Blunt Weapons, 90%iioiy in shadows

Magic Resistance: 15%

Size: M (8' tall)

Morale: Steady (11-12)
Appearance:

Bejorns (pronounced BAY-jorn or BAY-zhorn) are nganvisible in darkness, and are

frightenly wicked in light. In the light, they apgeas purple-black humanoids with large leathery
wings and tight, muscular skin. Their have a glagaye of slime coating their skin, and tend to
leave small pools of the substance wherever thédly. Waeir great fangs drip with venom, and
their wicked claws are razor-sharp. The eyes obthern are pupiless and glow a blazing blue-
white.

Combat:

Incredibly swift and intelligent, Bejorns preferdtrike opponents with hit and run tactics. They
are careful about directly confronting well-armeu gprepared opponents and shun groups of
any kind. They normally strike in darkness, esdbci@hen opponents are sleeping or not on
guard for attack. They are naturally immune to blueapons due to their rather tough hides, and
submission damage only has half normal effect agdvem. Bejorns are capable of devising
traps (prefering to immoblize, instead of kill) aimice opponents into constricted areas in an
attempt to gain the edge in combat. Bejorns nengage in aerial combat, though they may drag
an opponent high into the air and then drop themmfa considerable height.

Because of a Bejorn’s great stealth, they have laor2is to suprise others and have a -2 bonus to
inititive when striking with their claws or weaporisach claw of the bejorn causes 1d6+2 points
of damage and forces the victim to save vs. pagatysbe paralyzed for 2d2 hours. In
desperation, the bejorn can bite, and its saliygisonous, causing the victim to fall into a



catatonic state for 1d8+2 hours. Those whom failrtaving throw and fall to the catatonic
sleep are 60% likely to be mistaken for dead withmoagical aid.

However, bejorns prefer not to fight, and attenggute lone individuals to an isolated area to
Charm them and use them to bring helpless preyegio tair for feasting upon. If the Bejorn
believes that someone is becoming suspicious atsoexistance or suspects the Charmed slave
of the Bejorn to be commiting foul acts, the Bejariil either attempt to slay the Charm slave or
frame him for the murders it commits, and then mowéo a new area.

Habitat/Society:

Bejorns are mysterious and elusive creatures. IS01fity one carcass of a Bejorn has been
captured intact for study (some magical means wed to preserve the carcass), and much of
the habitat and nature of the creature is a mysleigyknown the Bejorn is not a natural
creation, and is some sort of evolution of anotineature. However, exactly what creature the
Bejorn "evolves" from is unknown. Several theotiefieve the Bejorn to be a mututed form of
ghoul, perhaps a punishment for those whom usedgfeat charisma to persaude others to
commit evil acts. It is unknown if Bejorn can reguge, and there have only been rumors of
female Bejorns - none have been captured, and mogyBejorn has ever been seen to date.
Bejorns do not cooperate with each other, and afteampt to drive each other off or slay any
others it meets. The largest gathering of Bejoxes eecorded is two - and these creatures were
in fierce competition to outdo each other by cagisimore death than the other could, eventually
it led to the two bejorns being wiped out in a Gtyeet as one pitted Charmed city guardsman
against a group of Charmed adventurers under dasfttbe other bejorn, and a Charmstrike cast
by the wizard in the Charmed adventurer's groupelied the whole assembly, who fell on the
two bejorn, but not before the two bejorns felbtows for allowing the wizard to negate the
Charms.

Ecology:

Bejorns are parasites that feed on other livingghj and use living creatures to draw prey to
them, in effect lulling the victim's suspicions.€lhare capable of Charming an entire village and
then directing them to bring them food to feed Bejorns do not create useful products, but do
collect treasure from the victims, though they Iratesse any such items they gain. When slain, a
Bejorn melts away into vapors, leaving no tracaséxistance behind, except its possessions,
and any grizzly murders it may have commited.

Jornhals. These creatures are aquatic versions of normakBejbat usually can be found in
the deep seas or near barren islands far at seg.pray upon passing sleeping marineers, and
can swim at a rate of 18. Being very territoriaky tend to drive off most sea life within a half-
mile area of where they operate.



Byakhee (servanf of Hasfur)

By Brett Kirby

Cthulhu Creafures in Ravenloff

Climate/Terrain: outdoors
Frequency: Very Rare
Organization: pack
Activity Cycle: any

Diet: carnivore
Intelligence: Average
Treasure: -
Alignment: CE

No. Appearing: 1-4
Armor Class: 9
Movement: 6’124

Hit Dice: 10

No. of Attacks: 2
Damage/Attack: 1-10/1-10
Special Attack: -

Special Defense: -

Magic Resistance: 20%
Size: L (20' tall)
Morale: 16

Psionic Ability: IV-IX Level
XP Value: 9,350 + 20 per hp
Description:

These giant furry bat-like creatures have humategd that enable them to stand like men. They
can be summoned by clerics of Hastur or cultisavds through use of2ummon Byakhee spell
(see below). They are abletgbeport throughout the Prime Material Plane at will, cargy

human beings with them on their backs or in tredoris. They are intelligent, telepathic and will
obey those who carry the Elder Sign or vidnad them successfully (see below).

Byakhee spellsby T.S. Brannan

Summon Byakhee

(W 6, Conjuration/Summoning) / (P 5, Summoning)
Range: Special

Components: VSM

Duration: Special

Casting time: 10

Area of Effect: 12 foot cube

Saving Throw: None

Description: Summon Byakhee will summon 1d6 Byakioetthe casters location at the end of
the casting time.



The Byakhee however are free willed and will uguattack the caster at the first chance, unless
Bind Byakhee is used. The material components dre@of human blood and a whistle which
is blown at the end of casting.

Bind Byakhee

(W 7, Enchantment, Evocation) / (P 6, Protection)

Range: 1d6+1 Byakhee

Components: V

Duration: Special

Casting time: 1

Area of Effect: Sight

Saving Throw: Normal

Description: Bind Byakhee must be used immedizadéigr the Byakhee are summoned. The
caster speaks the word of binding and the Byakbk#or saving throws. If the Byakhee save
they are not bound and will attack the offendingyendf they fail, the Byakhee are now bound

to the caster and must perform whatever act thieicdssires. This could be protecting a treasure
room or the Killing of a foe. The commands mussimeple and specific. "Kill these monsters" is
a good example, "Protect me from all harm" howes@ot. As soon as the act is complete the
Byakhee will be free either to return or hunt dawe offending spell caster. The caster can only
bind a Byakhee he himself has summoned. Othemfiléed or otherwise bound Byakhee are not
effected by this spell.

Dhole

By Derek Holland

Climate/Terrain: underground
Frequency: VR
Organization: sol

Activity Cycle: night

Diet: Carn
Intelligence: low
Treasure: -

Alingment: NE

No. Appearing: 1

Armor Class -5
Movement: 18" *10"

Hit Dice: 80

No. of Attacks: 1
Damage/Attack: 10-100
Special Attack: Swallow whole, crush

Special Defense: -
Magic Resistance: -
Size: G (500"

Morale: 20
Appearance:

Giant white worms covered with slime. They are sumed from other planets.



Combat:

Dholes spit a gob of acid 10-40' in diameter. Thieisflicts acid damage and asphyxiates the
target (use drowning rules). If it bites, the dh®leallows an area of earth= to the size of its spit
gob (and destroys the target). If the dhole try&liocon its victim, a dex check (at -4) toavoid
death.

Summon Dhole

(Wizard spell)

Level: 8

Range: 1 mile

Components: V,S

Duration: 1-4 days

Casting Time: 1 day

AoE: 1 dhole

ST: none

This spell summons one dhole from the closest pleorequered by them. After it arrives, the
dhole attempts to kill the summoner and then ga campage. If summoned into RL, it remains
until slain. Of course the spell never tells theuldebe caster that it does not give any control
over the dhole. It has been speculated that cutissome Great Old One created the scrolls on
which the spell is found.

Hound of Tindalos

By Debra Ruh

Climate/Terrain: Any place with Angles
Frequency: very rare
Organization: solitary

Activity Cycle: any

Diet: carnivore

Intelligence: high

Treasure: nil

Alignment: LE

No. Appearing: 1

Armor Class: 7

Movement: 12

Hit Dice: 2+1

ThacO: 19

No. of Attacks: 1

Damage/Attack: 1-10 (paw) constitution loss dutotmue attack

Special Attack:
Special Defense:

Magic Resistance:

Size:
Morale:

pus (2d6/1D6 if save)
regenerates 4 points per round

can only be hit by magic weagoragic weapons and spells do full damac

M
Steady (11-12)



Description:

The Hounds of Tindalos are expecially good for caigps using chronomancy.

These hounds dwell in the distant past and inliabiingles of time. Once a PC has contacted
these creatures (probably through divination adrd) st will go through time to reach its prey.
They can materialize through any corner if it iargh(120 degrees or less). When it first
manifests, it appears as smoke pouring from a cdroe which the head and then the body
emerge.

Combat:

They attack using paw or tongue but not both. Tdreycovered in pus (treat as contact poison);
if the tongue contacts flesh it bores a hole invilsém (causing no physical damage but the
character loses 1 point of constituion permanently)

Note: the tongue is only used 20% of the time asctiatures prefer to use their paws and ichor.

Mi-go (Secref Beasf)
By T.S. Brannan & C.D. Nichols

Climate/Terrain: Interstellar Space
Frequency: Very rare
Organization: Colony (10 or more Mi-go on Earthpayand Mars) or reasearch team (all gudos

by cities of Mi-go and the standard organizatiohyigesearch teams.
Activity Cycle: Any

Diet: Special

Intelligence: Genious

Treasure: Nil (Migo treasures resemble blobs of slime, chunks stak)jagged bits of mete
animals. These are tools and weapons for Mi-go.)

Alignment: Neutral Evil

No. Appearing: 2-12

Armor Class: 4

Movement: 15"/ FI 30" D (A in Astral)

Hit Dice: 5

ThacO: 14

No. Of Attacks: 1 weapon or 2 pincers

Damage/Attack: varies or 1d4 / 1d4

Special Attack: See Below

Special Defense: See Below

Magic Resistance: Standard

Size: L (Five foot body, ten foot wing/leg span)

Morale: 17

Xp Value: 1400

Psionics 90 psp C,D/F,G,H

"They were pinkish things about five feet long; witrustaceous bodies bearing vast pairs of
dorsal fins or membraneous wings and several $etdiculated limbs, and with a sort of
convoluted ellipsoid, covered with multitudes ofywshort antennae, where a head would
ordinarily be.... As it was, nearly all the rumobted several points in common; averring that the
creatures were a sort of huge, light-red crab wiimy pairs of legs and with two great bat-like



wings in the middle of their back. They sometimesdked on all their legs, and sometimes on
the hindmost pair only, using the others to conaege objects of indeterminate nature. On one
occasion they were spied in considerable numbetstachment of them wading along a shallow
woodland watercourse three abreast in evidentlilised formation. Once a specimen was
seen flying--launching itself from the top of adbabnely hill at night and vanishing in the sky
after its great flapping wings had been silhouettiednstant against the full moon."

- from The Whisperer in Darkness

Mi Go are the Fungi from Yuggoth (Pluto), and setgaof the Old Ones; Nyarlathotep and
Shub-Niggurath in particular. Mi-Go can usuallyfbend among humans when there is cult
activity. The Mi-go cults formed to allow Mi-go teetter gather humans for research purposes.
These cults long ago fell into decay, and the Miaga use other means to conduct their
research.

Appearance:

The Mi-go, called "pinkish spongy crabs that fllgave only two types of appendages (unlike the
"legs, feelers, etc. above). Legs, multi-jointed arsectile, ending in one to four pincer-like
hooks, and wings, resembling a mass of spiderdggag with slime.

Mi-go are not fungi, but that is their closest &@ricounter-part.

Mi-go cellular structure consists of undifferentidtcells that can instantaniously specialize. Mi-
go have no organ systems, the functions being displover the entire organism. Mi-go hide is
not chitinous, but spongy.

Their appearance, as with most of the servantseobld ones, cause the adventures to make a
Fear check on first encounter. Due to their appearghis check is made at minus two (-2).

Combat:

Mi-Go attack with strange chunks of metal and jabgeystal items that deal 1d8 to 1d10 points
of damage to their victims. They rarely attack wiibir pincers, which are neither large nor
sharp and inflict only 1d4 points of damage. Miggmerally avoid conflicts. However, in a fight
Mi-go do not fight hand to hand. Rather they usartalien weapons, including lightning guns,
gravity beams, and biological toxins. The Mi-go agsionally use their slave race, the Greys to
fight hand-to-hand.

Mi-Go a totally immune to the effects of cold, dattke vacuum of space, or the astral and
ethereal planes.

Mind effecting spells only have a 5% chance of seding due to their alien minds. They can
never be charmed, held, or put to sleep. Contatitiegnind of a Mi-go should result in a very
hefty Madness Check.

Any piercing weapon cause minimum damage, not aogimbagic. The minimal damage is due
to the Mi-go mostly existing in higher dimensioiifiey phase their bulk into other dimensions
to avoid the majority of damage.



Mi-Go are also capable of knowing as many firseléWizard spells as their Intelligence X2.
(Actually, Mi-go magic is just extremely advancedlinology, which utilises forces that humans
can not comprehend.)

Habitat/Society:

Originally, the Mi-go came from beyond the knownwuamse, before seeping into this reality.
How they did this is unknown, even to the Mi-got&technology/magic is used to link them to
other worlds.

They are remarkable surgeons, capable of remokimfrain from the body and keeping it alive
and active indefinitely. The Mi-go alter their bediat will, via their bloody and painful surgical
methods. THey hone their skills and experiment wilv methods on human capitives. Bizarre,
massive, and random physiological modificationsthe# speciality.

They worship Shub-Niggurath and Nyarlathotep irtipalar. Nyarlathotep is one of the most
influential Outer Gods, and his worship is basicpllagmatic. Shub-Niggurath is a perverted
fertility principle, and the Mi-go worship her inder to breed. While the Mi-go worship two
Outer Gods, this hardly makes them servants oGtieat Old Ones. The coming of the Great
Old Ones would end the Mi-go's operations on Edithprevent this, the Mi-go have often
actively worked to hold back the time when the Gf@lal Ones will arise.

Mi-Go come to the Prime material planes to mine &es that are not located on their own
home worlds. The Mi-go's presence on Earth is ex@thby the location of certain hyper-
dimensional minerals in other dimensional locatioogerminous with the Earth. Similar
materials are gathered on the moon, Mars, the mobthe outer planets, and Pluto. The Mi-go
are also interested in humans, modifying the hugearome over the aeons, and showing interest
in the human ability to access the Dreamlands.cldsest Mi-Go outpost is on Yuggoth, where
they mine a special form of cold cobalt. Yuggotisto, their current and largest settlement.
Mi-go can not infect others with their bodily magdy save in laboratory experiments. Further,
Mi-go reproduction does not involve human corpséisgo reproduce in huge orgiastic
ceremonies to Shub-Niggurath which involve livergmes, cannibalism, and much other
unpleasantness.

Adult Mi-Go must eat food that they have broughthvihem from their home worlds as terrene
food becomes inedible to them. Mi-go food is a hydbxic (to Earth life) fungus found on
Pluto.

The life span of the Mi-Go seems to be immortat,thay can be killed by normal means. Mi-
Go have no family units or ties to their own kisdye for the master they serve. A rotting Mi-
Go corpse is as good as meal as any other. Iiviagb larva eat Mi-go corpses.

Pincers and telepathy (normally) do not play a awiévligo communication. The color and
intensity of their glowing heads, supplimented liging, is the means of Mi-go
communication.

Mi-Go also collect Human (not Demi-Human) braineey remove the brain from a living
human and place it in a metal tube. With this tilfeebrain remains alive, possibly to be



reinserted into another body on their home-worldwever even the wisest of sages will not
hazard a guess; the results are too horrific. Btases are used on any intelligent species. Most
brain-cases wind up in huge biological computerkbaforgotten and insane.

If a Mi-Go is encountered in Ravenloft ,it was suamad their by accident (or purpose) and has
not been able to leave. A Mi-Go can live up to 3 tmonths without it's stash of food. Towards
the untimely end of its exile the Mi-Go will be tgiinsane and violent.

Ecology:

Mi-Go are not of this world, and so do not fit many ecological niche. They keep the corpses
of humans and use them for procreation. Any substamde from the body of the Mi-Go would
surely drive anyone insane and be extremely toxic.

Further Readings:
For more information on the Mi-go sBelta Green andDelta Green Eyes Only 1. Machinations
of the Mi-Go by Pagan Publishing.

Star-Spawn of Cthulhu (Cthulhui)
By Derek Holland

Climate/Terrain: Deep ocean (both Nocturnal SeaSeal of Sorrow)
Frequency: VR

Organization: Sol

Activity Cycle: any

Diet: Carn

Intelligence: Genius

Treasure: -

Alingment: LE

No. Appearing: 1 (with 10-100 Deep Ones and/or Develof the Deep)
Armor Class 0

Movement: 20"/120"

Hit Dice: 15-30

No. of Attacks: 4 tentacles, 1lclaw

Damage/Attack: 5-30 (X4), 11-66

Special Attack: see below

Special Defense: regeneration (3/round)

Magic Resistance: 65%

Size: G (150-250"

Morale: 18

Appearance:

Giant humanoids with wings, razor-sharp claws, aiitithid like head. People viewing one
must make fear and horror checks (seeing one's dioderwater just calls for a fear check).

Combat:

A Star-spawn attacks ships by either clawing oethtll or by pulling it under. It may pull
sailors over first via fishing lines or nets. Isalmay come up and attack the crew with its
tentacles. After sinking a ship, the Star-spawnindervants feast one the crew.



Dark Leech

By Derek Holland

Climate any

Terrain any land
Frequency Very Rare/Unique
Organization solitary

Activity Cycle night

Diet negative energy
Intelligence non-

Treasure none

Alignment Neutral

# Appearing 1

Armor Class -6

Movement 15"/28"

Hit Dice 10+

# Attacks 2

Damage 2d8/2d8 (4d8/4d8)
Special Attacks Each hit drains 1 level/HD from

creatures with a connection with
the Negative Material Plane

Special Defenses +2 or better "to hit", absorbs
necromantic spells MR 65%
Size 4-8'
Morale 18 (20 vs undead)
Appearance:

This creature appears as a dark grey shadow. Winegikies contact with a creature that has a
Negative Plane connection, waves of black trawehfthe point of contact down to the center of
the Dark Leech's form.

Combat:

A Dark Leech attacks with is claws- to most creaguhis inflicts 2d8 points of damage. To
undead and other creatures with a connection tbllME (negative material plane), it inflicts

4d8 points of damages and drains one HD. Each 4dfd2vel of necromantic spell) drained
gives the Dark Leech one hp and 1" in height. R@zye8 hp so gained give the creature another
HD. When it touchs a mummy, a mace of disruptiordies, the Dark Leech explodes causing
10d8 points of damage to all within 100'.

Dark Leeches have several weaknesses- sunlighttsn8 points of damage/round, +2 or better
or solid gold weapons can harm it, sunray bladéslight producing spells do double damage,
and radiant* weapons do quadrupled damage.

Habitat/Society:
The first Dark Leech was created by a wizard whe leaking for a way to protect his home
village from a band of ghouls and ghasts. In redeag undead, he found the process in which



moribunds** absorb negative energy. He capturela@ew and altered it into the first dark
leech. It did destroy the undead, but then turmethe living who were touched by darkness
(either evil or failed a powers check). It was thigiven off by the wizard.

They dwell anywhere land based undead dwell. Andnndncountering each other (other than
the time of splitting), they fight to the death otiee energy the other contains.

Ecology:

Dark Leeches hunt all creatures containing neganergy, including undead, those who failed a
powers check or anyone (thing) that the DM feelsrapriate. A Dark Leech is 4' tall and when

it reaches 8', splits in to 2 and the halves seépéoahunt.

If drawn out of Ravenloft, a Dark Leech withers dades to nothing.This suggests that it is a
part of the mists or feeds on the mists.

It is unknown why the Dark Powers allow Dark Leexkeexist. Maybe to cull the weak

undead. Or maybe to act as batteries of evil tteatasy to acess.

*- see Dragon 194Wjith a Bond of Magic)
**- see Dragon 252Grim Callings)



Climate/Terrain:

Death Beafer

by Stormonu

Subterranian

Frequency: Very Rare
Organization: Solitary
Activity Cycle: Night

Diet: Special
Intelligence: Nil

Treasure: Nil

Alignment: Nil

No. App: 1

Armor Class: -2

Movement: Fly 15 (MC: B)
Hit Dice: 5

THACO: 17

No. Of Attacks: 1
Damage/Attack: 1d10

Special Attacks: Aging

Special Defenses: +2 Weapon to be hit
Magic Resistance: 75%

Size: S (3’ diameter)
Morale: Fearless (20)
XP Value: 4,000
Appearance:

The death beater appears as a ghostly face witkad gmaw filled with sharp teeth. Stretching
out from this vile shape extend two long and sinewys each bearing a huge iron mallet. As
the creature moves underground, it emits a low nasahbeats these iron mallets against the
nearby walls, creating a revererating echo. Thimean usually be heard for hundreds of feet
underground, and sounds like the massive beatisgroke inhuman heart.

Combat:

The death beater normally does not engage in combatcreature simply moves mindlessly
along, rapping it's hammers against the walls asoves down empty corridors. Those foolish
enough to get in its way face being struck by themers for 1d10 damage as the creature
passes. If the death beater passes through a \(igstimmust save vs. death at -4 to avoid the
death beater), the victim is aged for 1d10x10 y€H0s100 years). The death beater does not
slow to return an attack on those left behind, @natinues on its route throughout the empty
corridors.

A death beater can be attacked as it passes, Husasmdead and incorpeal, it is difficult to
harm. The creature is immune to all mind-affectng death spells, and has 75% magic
resistance against all other magics. It can onlgdrened by a weapon of +2 enchantment or
better, or silver weapons. Holy water seems to Imaveffect on it, and it does not appear to be
able to be turned.



Attempts to disarm Death beaters have had littteess, for the hammers fly back to the Death
beater, who does not slow from its appointed rouDésith beaters are able to pass through solid
objects such as walls or doors, somehow beingtald#ow their weapons to pass through with
them.

Habitat/Society:

It is unknown what events transpire to create d@hdeeater, or predict exactly where these
beings might appear. They usually haunt forgotbenis or abandoned caverns that lead to the
underdark. Death beaters avoid wide, open cavpratring to move through narrow hallways,
where it can rap against both sides of the corsidgrit passes. Sages who have studied Death
beaters have noted that the creatures do not afippave any sentience whatsoever, and seem
unaware of living beings around them. It is alsown that Death beaters make repetative
rounds, ranging from being only hundreds of feetiad the curcuit or several miles in length. A
Death beater never turns around at any given apdtjn some cases, have vanished into solid
walls, only to be later seen at the beginning efdhrcuit.

Ecology:
As Death beaters are undead creatures, they coi@mothing to the ecology around them. No
Death beater has been destroyed to this date, hatlogcurs to them at "death™ is unknown.



Death Skeleton
By Luisde Pippo

Climate/Terrain: Any
Frequency: Vey Rare
Organization: Solitary
Activity Cycle: Any
Diet: None
Intelligence: Supra-Genius (20)
Treasure: A (2)
Alignment: Any evil.
No. Appearing: 1
Armor Class: 0
Movement: 12
Hit Dice: 13 (1d10 hit points per dice)
THACQO: 8
Damage/Attacks: 1d8*6+12
Special Attacks: Spells, Energy Drain, Conversion.
Specia Defenses: Undead, Immune to Fire and heat, Cold and Acid, Half
damage from al weapons, +3 or better weapon to hit
Magic Resistance: 80%
Size: M
Morae: Fearless (20)
XP: 18,000
Appearance:

The death skeleton appears as a jet black skeleton with two burning pinpoints of light in its eye
sockets. Anyone that has never encountered one could think it isalich.

Combat:
The skeleton can attack six times per round causing 1d8+12 HP with each attack. If at least four
arms hit alevel isdrained by the victim.

The skeleton can use spells (as a 13" level caster) from the following spheres:

Divination, Combat, Healing (reversed), Creation, Elemental, War, Charm, Time, Necromancy
and All. They have minor access to Law and Sun (reversed). Once per day they can use Animate
Dead Animals, Animate Dead and VVampiric Touch. While casting a spell they can devote two
extraarms to cast another spell with no verbal component.

They have the ability to use a conversion attack. If they do nothing for around but concentrate,

the following round they can launch one attack (and only one attack) against a spell using being
and transform it into a skeleton wizard, unless it succeeds in a saving throw against dead magic
at-2.



They are inmuneto fire and heat, acid and cold. They also have standard undead immunities and
a+3 or better weapon is required to harm them. Any weapon causes only half damage against
these monsters. They cannot be turned.

Habitat/Society:

The only known death skeleton created was Shalaktor. He used to wander the Ravenloft looking
for spell using beings to transform into skeleton wizards, until he was destroyed by Azalin.
Though technically free willed, the Banished One can command any and all death skeletons and
see through their eyes.

Ecology:
As undead they are removed from normal ecology.



DreamStalker

By Stormonu

Climate/Terrain: Dreamscapes
Frequency: Very Rare
Organization: Solitary
Activity Cycle: Night

Diet: Special
Intelligence: Very
Treasure: Nil
Alignment: Neutral Evil
No. Appearing: 1

Armor Class: 0

Movement: 12

Hit Dice: 4+4

THACO: 17

No. of Attacks: 1

Dam/Att: Death
Special Att: nil

Special Def: mutable form
Magic Resistance: 5%

Size: M (6' tall)

XP Value: 975
Appearance:

The shape of a dreamstalker is very mutable andeicrge. They appear as vague, human-like
shadows without any definable features. They mankaat with inhuman grace, matching their
dream-like qualities.

Combat:

The actual weapon that a dreamstalker attacksresdimbles a silver knife, but it moves so fast
and flashes so brilliantly, the defender is neeatly sure exactly what the dreamstalker is using.
The strike of a dreamstalker is incredibly deaddysingle blow forces the victim to save vs.

death or die. Those who have survived the blowdreamstalker report feeling various things -
some report feeling as if the struck area had keddenly turned to ice, while others have
reported a tingling, painful sensation as if a gand poisoned spiders had been unleashed at the
wound point. The pain is enough that those whoeseat¢he saving throw are instantly awakened
- often in a cold sweat or momentarily paralyzedhs/fearsome touch. Those who return to
sleep will be attacked again and again, until steimorning comes.

Characters who attempt to refrain from falling baskeep must make a successful CON ability
roll at a cumalative -1 penalty per day the chanmaleds been awake. Those who are unable or
unwilling to get proper sleep will suffer a -1 R45penalty to all rolls per night of sleeplessness,
up to a -6 penalty. Such characters are likelyetmome rather gruff and short-fused, and may
become subject to hallucinations after three dattsowt rest.



DreamStalkers can be harmed by normal weaponslaasvmagical, and have an aversion to
sunlight and reflections (they are at a -1 to hd Aecome AC 5 in such conditions). They have a
5% magic resistance, but are not undead and chertotned by clerics.

Habitat/Society:

It is believed that Dreamstalkers are manifestmirthe actual ethereal plane themselves, mixed
in with bits of shadowstuff and dreams. They havaitaed of all living beings, and their exact
drives and motives are unclear.

Ecology:

Dreamstalkers are little more than magical assassimmoned by wizards to rid themselves of
troublesome folk. Knowledge of their existance méf wizard's summons is unknown, and no
sage has yet bothered to fully search into thastamce beyond their summoning by spell.

Summon DreamStalker
(Conjuration/Summoning)

Level: 5 (Wizard)

Range: 30 yards

Components: V,S,M

Duration: 1 night/level of caster
Casting Time: 1 turn

Area of Effect: One Dreamstalker
Saving Throw: None

When this spell is cast, which must be done attngth no light greater than torch or small lit
brazier, the wizard summons to his presence a ditagicar, who will faithfully stalk and attempt
to slay one named target of the caster's choo€inge given a target, the dreamstalker travels
instantly to the dreams of the victim, and begingark. The summoned dreamstalker cannot be
sent against undead or a darklord, and attemyts tbe latter are 75% likely to result in the
dreamstalker attacking the wizard in his dreamteats

The dreamstalker serves for a duration of 1 nigintigvel of caster. After this time, the
dreamstalker returns to the dreams from which & made.

The material component of this spell is a specialéfted dreamcatcher that the caster has worn
for at least seven nights in a row. When the macbmpleted, the dreamstalker returns to
retrieve the dreamcatcher, and devours the dreathsw. If the dreamcatcher is lost or
destroyed between the time the pact is made andréaenstalker returns for it, the dreamstalker
will enter the dreams of the wizard and attemptdstroy the wizard in revenge. If the
dreamstalker is destroyed before it completesnission, the dreamcatcher unravels, and is
considered destroyed, but the dreamstalker willappiear to retreive it (he is destroyed, after
all...).



Drekkengeist

By Stormonu
Climate/Terrain: Dreamscapes
Frequency: Very Rare
Organization: Solitary
Activity Cycle: Any
Diet: Special
Intelligence: Average to High
Treasure: Nil
Alignment: Neutral
No. Appearing: 1
Armor Class: 9
Movement: 18
Hit Dice: 2+2
THACO: 19
No. of Attacks: 0
Dam/Att: Nil
Special Attacks: Despair Aura
Special Def: Ethereality
Magic Resistance: 25%
Size: M (5 1/2' -6
Morale: Champion (15)

Appearance:

The Drekkengeist is an extremely rare form of uddéaund only in the minds of dreamers or
within the lands of the Nightmare Realm. They apesnan, dressed as they did in life, but
their faces are lined with sorrow or despair. Thegly talk, and will avoid out of arm's reach of
living beings. Those who do attempt to graps a Realgeist will find their form fleeting, and
insubstatanial to all but the most enchanted ofpess.

Combat:

Drekkengeist do not fight, having given up all vidldo more than watch long ago. However,

the presence of Drekkengeist has a negative afettitose who are within sight of the creature.
Those within 60" of a Drekkengeist find it diffitiab concentrate, and feel an overwhelming
sense of sorrow that causes a -4 / -20% penallf sxtions being attempted. The Drekkengeist
will hover over it's "victims" until they die or eape from the dreamscape. Those who escape
from the dreamscape by waking after being stalked Brekkengeist lose 1 hp/encounter until
the Drekkengeist is slain or the character dieggibéd healing cannot heal this damage, as it is a
form of mental fatigue. A character haunted by akRendgeist will be continued to be haunted
until he/she dies or the Drekkengeist is driven off

Those attacking the Drekkengeist will find the ¢tuea to be insubstanial, and normal weapons
will pass through the fiend without harm. Howewgeapons enmagicked with a bless spell or of
+3 or greater enchantment can harm the creatunasla 25% resistance to all forms of magic,
and being undead, has all standard undead immsinibieing unaffected by sleep, poison, death



or mind-affecting spells. Drekkengeist can be tdrage Shadows, but will attempt to stay within
sight of their victims, and will return to follonharacters.

Habitat/Society:

Drekkengeist are wandering creatures who pass dir@am to dream in search of victims with
strong wills (generally 15 WIS or greater) who arerting their wills in their dreams - whether
through mental combat or simple replays of thedayénts. The drekkengeist seeks to drain the
will of these victims for its own purposes, thoughas no ability to affect the dreamscape it has
invaded. These creatures are more likely to bedonmreamscapes in the Nightmare Realm,
where the "will to live" has been lost through refeel attacks by the Nightmare Court.

Ecology:
Drekkengeists are formed by those who give up titleadive and die in their sleep. Fueled by
their own lack of will, they are drawn to those lwi strong will to feed on them.



Ecology of fhe Doppleganger Planf
by L.F. De Pippo

Chapter 7 of the book " Denizens of the Mists", by the wizard Dragonbane.

The Doppleganger Plant

| would like to remind the people who read thisptiea that | am not a native of this strange
Land of Mists. Many of the facts and theories thaill put forth in this chapter may sound like
rubbish to those who are natives, but bear in rthatlwhat you take for everything is just a
small part of a great multiuniverse, where rules\aried.

In this strange place | have found myself into, ynaew and unusual creatures that do not
appear anywhere else can be found. As | have rexhaiapped here for more than 17 years, |
had plenty of time to study this land's strangeiziars. One such "creature” is what sages call
the Doppleganger plant and its sinister offspriig Pod People or Podlings.

| have received only four reliable reports of xsséence, and | have been only able to examine
two plants firsthand. While | have heard rumorsudlibree other plants | was not able to verify
them. Don't take heart on many of my observatiotstheories as they can lead to your doom
should | be proven wrong.

Speculations On ItsOrigin

No one if sure about the doppleganger’s plantmrigi enlightened circles it is thought to be the
result of a magical experiment gone awry, as som@#o foul cannot exist naturally. A mad
wizard or an angry god could have created them &mgug and let it loose upon the unsuspecting
multiverse. Certain sages point to some mystefl@ark Powers, which are said to rule over this
Land of Mists, as the creators of the plant. Behtagain nothing points that this strange lands
have rulers or creators. For now we will have maitliourselves to the known facts about the
monstrous plant.

Appearance And Resistances

The plant almost always appears after some forheatenly prediction of doom, usually a
comet or meteor shower, but strangely enough net ah eclipse which is considered the worst
omen of them all. The two plants that | was ablexamine sprouted after a meteor shower.

As a theory | will put forth that the "seeds" oétplant, if | may call them that, travel in the
meteors and fall to the land where they take rbbis is only speculation, as the only proof | can
offer is that the plant always appears after sucimedent. Also the plant can only thrive in
warm and temperate regions and can not even sgexhsethat do not have these conditions.
This is not a matter of preference, | have fourad ttoppleganger plants cannot support
themselves in any other climate.

The plant, after taking seed, grows one pod per Taat is until it reaches its maximum number
of pods, then it only continues to grow its tangleines. The doppleganger plant looks much
like any of a variety of melon-bearing crops. ltesds out in a tangle of vines between 880" and
1440' wide and broad, glossy leaves. Scatteredighwaut its mass are a number, from 11 to



18(1), of pods each measuring between 4 and 8Tbetpods are the most dangerous part of the
plant, because without them it is essentially dedéess.

As a natural defense the plant is also strangaipédproof, as it perspires continuously. The
water that results from that perspiration is nonetective to natural and magical lightning, so
they appear to have a reduced effect when usedsaghe plant. But its perspiration does not
protect against cold, whether natural or magiaad, iasuffers full damage against any cold
attack or cold wave. Furthermore cold freezes thesvand leaves and renders the plant fully
susceptible to fire and electricity for roughlydla minutes. Finally I have found that magical
attacks that rely on magical force, such as Magi&shé or Black Tentacles, work normally(2).
Maybe that enhanced perspiration is the key tethets climate preferences, but then again
maybe not.

The plant is completely immune to illusions, addes not see in the normal sense of the word.
Charm spells, even highly specialized ones sudfhasn plant, are completely useless against
the alien intelligence of the plant and warp waetikewise ineffective. A friend of mine, a

druid of no small power, theorized that the plaiit ke completely immune to every spell of the
plant sphere, but | can offer no solid proof alibat. Also spells or psychic powers that affect
the mind, including a category of spells known hargasm, are useless against it(3).

The plant is extremely difficult to destroy. Almastery attack that is brought against the plant's
leaves or vines, regardless of magical weaponsapgears to inflict minimum damage.

However those directed against the pods appeaotk mormally(4). The two main parts of the
plant are the vines and the pods. If any part $$rdged without killing the other the plant will
appear dead but will regenerate the lost partseatdason of 1' per hour. Thus the plant is
extremely difficult to destroy because, first youshdestroy every pod, and then destroy the
leaves and vines. After the plant is dead it loseesistance to fire and it can, and should, be
burned immediately.

Mind Bondage

It is strange that such a dangerous plant has rmmsna&f physically attacking its prey, and
instead must rely on a power that | call Mind Bogeldt is this power that makes the plant truly
dangerous. Mind Bondage is the ability to captheedoul of a victim and place it within one of
the pods that dot the plant. The power has a rahgaee mile per 10' radius of plant. The plant
does not need be aware of a potential target,lasates them trough mystical means.

The plant is highly intelligent, almost as muchaay archmage, and will usually discriminate
between possible slaves. Usually it goes for thetmpowerful creature in the area (5), but
sometimes it will settle for the highest rankinghaurity of the region or the person that will best
help it achieve its goals.

Having once been subject to a Mind Bondage attdek/é firsthand information about that
dreadful experience and will describe it, so yon kaow when you are the subject of a mind
bondage attack. While under attack your thoughts $luggish and you feel as if under a great
mental pressure, not unlike an attack from a pstpbut much more intense. Then you feel like
something is wrenching your soul from your bodyp&rkencing an incredible agony, that leaves



you dazed and unable to do anything for a shorogeaf time (6). Fortunately | was able to
resist. Others not so fortunate find their "soldsiving their bodies for the darkness of the pod.

An interview with one of the Pod People (or Podla®gl call those dominated by the plant),
yielded that the soul is torn from the body andethinto one of the pods of the plant, where it is
used to nourish the plant. The attack itself isbalmetween two hard to find spells: the fifth

cycle spell Domination and the eight circle spefidthe Soul. The Domination lets the plant
control the actions of the Podling as if it wasnpsng its body, while the Trap the Soul actually
traps the soul into the pod. Certain spells andicahgrotections can render a person immune to
the plant's power. For example; items or spellsphatect from charm or energy drain are
effective against Mind bondage, as is the nat@siktance to charm of elves and half-elves.

Also those people who call themselves psionisteapi be resistant to the attack (7).

It is unfortunate that the plant can only useti@is whenever it wants, but it is truly fortunate
that only one person can be enslaved once evelp@# period. The Mind Bondage attack can
only be used against sleeping or unconscious Véctiat in one case that | studied the plant was
able to attack a wakeful victim. My theory is thia¢ plant can attack wakeful victims, but
chooses not to do because they are much hardentmadte than sleeping people (8).

A more insidious way of attack requires a podlifilge podling cuts a pod of the plant and hides
it near the chosen victim. When the victim is nig@& pod opens and the soul of the victim is
drawn into it. The newly created podling brings poel back to the plant and it reattaches to the
plant. This method is used rarely but certain @ampear to prefer it. | have found no reason
why it is so (9).

Podlings

Podlings are the unfortunate people who toil undemind bondage power of the plant. They
appear alive and are guided by the plant, who bessa to any and all of its memories. | must
stress the point: the podling, and thus the plardws everything that person once knew. The
plant will use it to its advantage, especiallyriecof your friends have been turned into a
podling. The telepathic control of the plant haknown range, as | have heard a rumor about a
podling traveling everywhere in the Land of Misggen the islands that float in the mists.

How can you recognize a podling? Actually it is tiwt hard. Any cursory physical examination
will show that the podling is no longer alive. t fonger breathes, except when it must speak or
smell, has no heartbeat and the pupils no longesatb light. The podlings also do not need to
eat, drink or sleep. Anyone sharing more than ang with a podling might be able to see that
"something" is wrong with the podling. Of coursesk who intimately knows him have a better
chance to sense something amiss (Fred didn't dredd?, but he always drinks mead after a
hard day's work) (10). The spell Detect Charm risveeat something is controlling the podling
but Detect Magic do not. Psionics do not reveatlang either. Also contacting a podling with a
spell or psionic power is like contacting a wathpossible.

As noted before the plant actually feeds from d@dlmgs. The plant consumes every day part of
the podling essence, and thus its body. This eatgrs from the inside out is not readily
noticeable. As such podlings usually weights fas llhan when they were alive and when they



die they will be found out to be hollow. The plamystical can to destroy it. These abominations
can depopulate a small town rather quickly and wglially be hungry. Beware.
Dragonbane of Krynn

FOOTNOTES

(1) One pod per Hit Dice of the plant. Strange exioas, 2 pods per Hit Dice, are not unheard
of.

(2) The doppleganger plant suffers only half-danfage fire and electrical magical attacks.
Against non-magical elemental attacks (normaldiréghtning) it suffers only 1/4 damage.
When subject to cold attacks the plant suffersdathage and for 1d4 rounds is susceptible to
fire and lightning that will inflict full damage. tBer spells, especially those of the Force school
work normally.

(3) Doppleganger plants cannot be charmed or Bgldlls from the priest plant sphere, the
illusion school and psionics powers that affectritied are likewise ineffective.

(4) Any physical attack against the plant's leawegines inflict only 1 point of damage. Magical
weapons inflict 1 point of damage plus its bonusXaveapon inflict 2 points of damage).
Strength and specialization bonuses apply to tlaelkatolls, but not to damage rolls.

(5) The plant usually targets the person with tigldst Hit Die. That is a matter of preference,
as the plant knows via the mystical link which peréias the most hit die. Sometimes it will
attack a weak person in a position of authoritythose persons cannot nourish the plant for
very long.

(6) While the plant attacks the target is completatare that something is trying to hurt him,
but does not know the source of it. The attack espsin as well, and someone subjected to a
mind bondage attacks will be stunned (as per a P@veed: Stun) for 1d4 rounds after the
attack ends, provided he is unaffected by it.

(7) Spells, like Protection from Charm or NegatRlane Protection, and magical items, such as
an Amulet of Life Protection, offer complete immynio the plant's attacks. Elves and half-
elves resistance to charm applies but dwarven, gfoand halfling resistance to magic does
not, as the attacks is mystical not magical, somgtakin to psionics but not really psionics.
Also magical resistance does not block the atthokanti-magic shell will. The saving throw
bonus against mental attacks due high wisdom do@yg.aAlso an active psionic defense mode
grants a +4 bonus to the saving throw.

(8) The plant can usually use it Mind Bondage poardy on sleeping or unconscious victims. If
the plant has no souls in its pods then it canthis@ower on wakeful victims, but as soon as it
has a soul in its pods it loses it ability to attagvake victims. Also victims who are awake when
attacked gain a +6 bonus to their saving throws.

(9) Taking the pod near the victim has certain atages for the plant. First the victim receives a
-4 penalty to its saving throw because of the nesgof the plant. Secondly the enslavement of
the podling does not count against the plant's diailit of possessions, so a plant can enslave as
many people as it has pods. Of course this waytaélacarries a greater risk of discovery so the
plant does not usually use it. Of course to usedttack method the victim needs to be asleep or
uUNCONSCIous.

(10) The podlings are no longer alive and thus aloneed to eat, drink or sleep. They also
cannot mimic those last three activities so thgybt to get into those situations. So a person
who spends more than an hour has a 10% cumuldtavgce of noticing something wrong about



the podling. Intimate knowledge of the podling, tdeiends or lovers, rises the chance to 30%
cumulative.

(11) Starting 24 hours after a person's soul edttédre pod a podling will begin to waste away.
They will lose 1d4 hit points per day and for evirss of 1/4 of their starting hit points the
podling will weight 5% less and when it finally di¢ would weight 20% less than when it was
alive. The doppleganger plant can go for longen thgear without any food. But should two
years pass without any food, the plant will diestafrvation.

(12) For every hit point of damage inflicted thes@ 5% chance of noticing something wrong
about the podling. Following that the chance rateel0% per point of damage to discover that
the podling is hollow. Such a discovery forces atrocheck that, if failed, causes revulsion.
(13) Podlings are immune to all psionics and sphHs affect the mind, including phantasms but
not illusions.

(14) The only exception to the above rule is thpsychic surgery can force the influence of the
plant out of the body, but in that case the boag @ind the soul departs the pod to go to
whatever afterlife awaits it.

(15) A person freed from the plant's influence wiled to rest a day for every hit point drained
by the plant. Also it will require abundant fooddagirink to restore the internal organs or bones
lost to the doppleganger’s plant feeding. Fortupa@me of the mystical essence that held
together the body lingers or the result would Istant dead.

Luis F. De Pippo



CLIMATE/TERRAIN:

El Chupacabra
By Timothy S. Brannan

Moutains (Warmer)

FREQUENCY: Very Rare
ORGANIZATION: Solitary
ACTIVITY CYCLE: Night

DIET: Goat Blood
INTELLIGENCE: Very (11-12)
TREASURE: Nil
ALIGNMENT: Neutral

NO. APPEARING: 1-2
ARMOR CLASS: 5
MOVEMENT: 24" (FI 36"
HIT DICE: 5+3

THACO: 14

NO. OF ATTACKS: 3
DAMAGE/ATTACK: 1-4/1-4/1-8
SPECIAL ATTACKS: Blood drain
SPECIAL DEFENSES: Blink
MAGIC RESISTANCE: Nil

SIZE: S-M (3'to 6)
MORALE: Fanatic (17-18)
XP VALUE: 300
PSIONICS: Nil

El Chupacabra - Means "the goat sucker” in Spahamed because of the way it sucks all the
blood from Puerto Rican goats.

Appearance:

It is hard to describe the appearance of El Chupadaecause sightings greatly differ. Most say
it is either gray or green. Some say it has a lirged-like tongue, others say it has wings. El
Chupacabra's head has large red oval eyes andmialy slits for a nose. Its teeth are large and
very sharp. Most notable are it's four large catikeefangs. EI Chupacabra'’s forelimbs end in
large reptilian claws. A bipedal creature, the Glugbra has had many sightings where its height
was reported to be anywhere from 3 and 6 feetSaline say it walks, some say it flies, and
some say it has a kangaroo hop. El Chupacabragli@ssunning from the top of its head down
along its spine to its back end.

Combat:

El Chupacabra attacks with a claw/claw/bite routasnmon to many animals. On a natural roll
of "20" on their bite attack El Chupacabra locksoiits target with it's massive jaws and begins
to drain blood at the rate of 1 CON point per rauRge victim loses 1-8 hp of damage
automatically each round El Chupacabra is lockeddosuccessful Bend Bars/Lift Gates roll is
needed to remove El Chupacabra. El Chupacabrabtiak™up to 360" away like a Blink Dog
(g.v.). This is accompanied with a bright flashath@nd a noise like thunder. The smell of burnt



sulfur lingers in the air after El Chupacabra lea\le Chupacabra has been described as
supernaturally strong. Despite its small size itlddhave a strength rating of 18/00. Normally El
Chupacabra is not interested in attacking humang,goats. If it is theatened or attacked then
El Chupacabra will fight to defend itself. If itfils the fighting not going it's way EI Chupacabra
will "blink" out to a safe distance.

Habitat/Society:

El Chupacabra spends it's daylight hours sleepiigrground or in caves. A very solitary
creature, El Chupacabra has never been spottedmwitl than one other of it's kind. One noted
case were two young Chupacabras that looked vechralike. They were assumed to be
brothers or at least related. El Chupacabra evsts a¢one.

The manner and methods of this creature's reprmsiuist completely unkown. Some scholars
assume that it lay's eggs due to it's mostly rieptéppearance.

While it may not be evil, EI Chupacabra represaenggnificant threat to farmers and livestock.
No known attacks on humans have ever been repdnteanany deaths of livestock, in
particular goats, have been reported.

Ecology:

The orgins of EI Chupacabra are completely unkndtwmas been hypothesized that they are a
new race that has only recently been discoverdier®tsuggest that EI Chupacabra is an alien
life form that has come or was left here by oth&a@ne have even suggested that they are some
kind of demon. What is known is El Chupacabra temtonfused with the Vampire. However

El Chupacabra is not undead.

The rarity of EI Chupacabra also works to its disadage. Many sages and wizards want to
study the elusive beast. Many adventures dreaimeofidtoriety of being the first to capture El
Chupacabra.

Web Resour ces

The Hunt For EI Chupacabra
http://www.adventuresbeyond.com
ADVENTURES BEYOND - CHUPACABRA
http://www.io.com/~patrik/pr_ufo.htm
Chupacabra’'s Phenomenon




Fairy Vampire

By Jack the Reaper

Climate/Terrain: Temperate forest
Frequency: Very rare
Organization: Band

Activity Cycle: Night

Diet: Blood
Intelligence: High (13)
Treasure: Nil

Alignment: Neutral evil

No. Appearing: 4-20

Armor Class: 0

Movement: 6, Fl 12

Hit Dice: 1

THACO: 17

No. of Attacks: 1

Damage: Nil

Special Attacks: See below
Special Defenses: Insubstantiality
Magic Resistence: 40%

Size: T (20 cm)
Morale: 11-12

XP Value: 350
Appearance:

Fairy vampires are not undead, but rather a smidegk race of fairy-folk, found only in
Ravenloft.

Fairy vampires look like 20-centimeters-high humamish translucent butterfly wings on their
backs. Both males and females are always immebselytiful, with delicate shape and graceful
movement, yet they have a sinister atmosphere dabent. Only a careful observant may notice
the tiny, niddle-sharp fangs in their mouthes.

Fairy vampires dress with what seems to be cuekeand weaved spider-webs. Their bodies
emanates at all times a colourful glow, so fromaise or when moving fast, they appear just
like little, floating spheres of light, and mighasly be mistaken for will-o-wisps or similar
creatures. The colour of the glow changes betwediniduals, but the most common colours are
purplish-pink, red, yellow and blue.

Fairy vampires are known to speak only their owargje language.

Combat:

Fairy vampires tend to avoid direct combat withatuees which are larger and stronger than
themselves. They can become incorporeal at witl,thaos to escape such situations. They can
also become invisible at will, but their glow rem&inevertheless - they can't diminish it.



By brushing a victim's brow, a fairy vampire camgaetely erase all of the victim's memories,
leaving his mind a blank, unless the victim sucedad saving throw vs. spells. The lost
memory may only be restored by using spells. Raammpires also have a gaze attack, which
causes the equivalent of Confusion spell until senAgain, the victim is allowed a saving
throw.

The fangs of a fairy vampire are too small to cale®age, but the victim of a fairy vampire's
bite is affected by sleep spell, and cannot be awadt until dawn. No saving throw is allowed
this time.

In addition, fairy vampires possess two more powanse per night, they can create Dancing
Lights. While in group of three or more, fairy vaimgs can also move in an Hypnotic Pattern,
luring enthralled victims after them.

Fairy vampires are unaffected by holy symbols aatew and cannot be turned. They are
immune to non-magical weapons. If reduced to @aits, a fairy vampire will turn incorporeal
and invisible, and will fly away, to reform the riexght. The only way to destroy them is to tear
apart their silk coccuns (see below), exposing thethe sun. They can also be burned by
normal fire.

Certain herbs or flowers (DM's discretion) may pobtpeople from fairy vampires. They won't
be able to cross a line of those herbs, and wildniok the blood of someone who ate those
herbs before going to sleep, or who carries a@ouif them on his or her body.

Another strange weakness of the fairy vampire isars. If a mirror is presented before them
while they move in an Hypnotic Pattern, they wil &ffected by their own reflection, and will
hover in front of the mirror until the sun risegdanrns them into dust.

Habitat/Society:
Fairy vampires live in tempreate forests. Theykan@wn to be encountered in Tepest, Falkovnia,
Darkon and the Shadowborn Cluster.

During the day, fairy vampires secret a silk cocatmund their bodies, thus protecting
themselves from the deadly rays of the sun, anés$&dep. When night comes, the silk
evaporates and the fairy vampires fly to find prey.

Fairy vampires exist on blood, preferably of sarttizeing. They usually come to sleeping
victims, bite them with their tiny fangs (using th8leep abbility to ensure that the victim won't
awake), and lick the thin stream of blood fromwend. As they drink only small quantities of
blood, it is very likely for a bitten person to aweaat dawn, feeling nothing worse than slight
dizziness.

However, the bite of a fairy vampire carries witimuch more dangerous consequences. The
victim of the fairy vampire's feasting is beingligtied with a strange illness, known as the
Sleeping Curse.



The curse manifests by putting its victim to sleepwith the spell, randomly. The affected
person can be in the middle of an act, when sugdeslor her eyes close and he or her falls
asleep on the floor. The victim cannot be awakdnedny means, and will only awake after the
set sleep duration has passed. On the first dayseafurse, the victim will only fall asleep for

one or two times every day, and will awake after feinutes. As days pass, however, he or she
will fall asleep more and more frequently, for lengnd longer times. On the seventh day of the
curse, the victim will fall asleep and will not akea He or she is not dead, but will sleep forever,
until released from the curse or dies from staovatr old age. The curse can be removed at any
time by killing the fairy vampire which bestowed it

When fairy vampires want to reproduce, they pickradom victim and bite him or her untill
overcomes by the Sleeping Curse. When them cursdests and the victim falls asleep on the
seventh day, the fairy vampires will come to hinher by night. They will erase the victim's
memory and, using their Hypnotic Pattern, will [tihe sleep-walking victim into the heart of
their forest. Then, they will wrap him or her comely in a coccun of their silk strands. The
victim will remain sleeping inside the coccun fbet rest of the night and the next day, and may
still be rescued; on the next night, however, thevall disintegrate, and 1d6 newborn fairy
vampires will hatch from inside it. The victim'sdyois irrevocably destroyed.

Ecology:

The origin of the fairy vampires is unknown. Sorag that they were created by a sinister green
hag or other evil being. Other claim that they watrence normal fairy folk, who fell prey to
some curse or corruption. Another folktales assedtzem with the legendary island of
Neverland, as one such a creature is rumored todo@stant companion of the island’'s shadowy
lord.

The silk strands, if kept intact by magical mear#s) be used in the creation of sleep-inducing
potions and items.



Carbage Elemental
by L.F. De Pippo

Climate/Terrain: Nosos
Frequency: Very Rare
Organization: Solitary
Activity Cycle: Any

Diet: None
Intelligence: Low (5-7)
Treasure: Nil
Alignment: Neutral

No. Appearing: 1

Armor Class: 0
Movement: 6

Hit Dice: 8,12, 16
THACO: 8 HD: 13; 12 HD: 9; 16 HD: 5
No. Of Attacks: 1

Damage / Attacks: 4d10
Special Attacks: Disease
Special Defenses: See below
Magic Resistance Nil

Size: 8 HD: L (87tall), 12 HD: L (12 tall), H (16all)
Morale: Fanatic (17-18)
XP Value: 8 HD: 3000, 12 HD: 7000, 16 HD: 11000

For general information see Elemental Ravenlothafirst Ravenloft mounstruos compendium.

Combat:

A garbage elemental cannot travel through fire,dauk travel in the water. It can lurk beneath
the stinking piles of garbage of Nosos while wadoddvictims draw near. When they are right
above it, it explodes upwards and attacks, imposairg penalty on all surprise rolls.

When Garbage elementals engage in combat, théerprd means of attack is simply a blow
from their mighty fists. The damage they inflictdgpendant on their size, with 8 HD elementals
delivering 4d8 points of damage, 12 HD elementals/dring 4d10 points of damage, and the
massive 16 HD elementals inflicting 4d12 pointslafmage.

Garbage elementals are less effectibe when strilnggts that are airbone or made of fire (such
as pyre elemental). Any physical damage they inliceduced by 2 points per die (to a
minimum of 1 point per die). Every time that thieit it forces a saving throw against poison.
Failure to save means that the person has catchmedital disease that makes him lose 1 point of
constitution until death. The disease can be chyeal Cure Disease spell and it does not
continue if the victim does nothing but rest (eveay resting and doing nothing but eating and
drinking prevents the constitution lost). Obviouslis attack does not work on golems or other
elementals.



Habitat/Society:
The garbage elemental is a variant earth elem#raatan only be summoned in Nosos,

specifically in areas of huge garbage deposi@ppiears as a towering, man-shaped mass of
earth with garbage exuding from it.

Luis F. De Pippo



Climate/Terrain:
Frequency:
Organazation:
Activity Cycle:
Diet:
Intelligence:
Treasure:
Alignment:

N° of Appearences:

Armor Class:
Movement:

Hit Dice:

Thaco:

No of Attacks:
Damage/Attacks:
Special Attack:
Special Defenses:
Magic resistance:
Size:

XP Value:

Appearance:

Gray Ones
By Charles Phipps

The Nightmare Lands/Any
Very Rare
Hive
Night (usually)
Carnivore
Exceptional (16) with Animal traits)(
Any
Chaotic Evil
1-100
5
15
8+4
15
lor3
1d5 bite 1d8 claws 1d10+3 tailyowleapon type
Poisonous tail
Stealth
Special
Medium (humanoid form), Large (7' monstrousr)
5,000

Gray Ones have two forms: in their humanoid foreytappear as an exact double of their "host"
(see below) down to scars and birthmarks. Howengoe looking into their eyes will know
something is amiss for they show absolutely no enaixcept a look of pure sadistic glee when
killing. They usually wear black and lifeless climity with a tendancy to be heavy even in the

hottest regions.

Their monstrous form is unmistakable, appearingea®n feet long beings covered in black
(though some varities are albino white) skeletatgd. They have no eyes and sense through
sonar and microscopic vibrations. Their heads lmegated and their mouth is filled with long
sharp fangs that can devour men whole. Theirgadpped with a huge claw which drips poison

constantly.

They speak whatever languages their host knowsylysumith a even tone and slight hiss.

Combat:

The Gray Ones are terrifying foes in combat andgpite strike en masse and from the most
unexpected places. They are naturally skilledealgh and inhumanly quiet making no sounds
imposing a -3 penalty on opponents rolls.

To this end they employ natural Spider Climb andovakilities.



When they need to mantain their identity they ugwsttack in their human form with whatever
weapon they bring on hand. Their skill in the weamthe same as their host and usually
choose one who is talented in.

However if they do not need to mantain the imageurhanity, they immediately shift to
unhuman form, and strike with their claws which léte Mirthil. Their second attack is always
the bite.

Their tail is thier most dangerous weapon: for stvoreid reason it functions as a +3 magical
weapon and is coated with a paralyzing agent. Thtraek by it must immeduiatly save vs.
Death or become paralyzed for 1 to 4 turns in whinehgray ones usually infect their hosts.
They are completely immune to mind affecting spélisld, even magical cold, inflicts only half
damage, and any psionicist who touches their minstmrmake a saving throw at -2 penalty or go
insane.

The Gray ones are not without weaknesses howexeisftheir bane and they are like kindling
to it. All nonmagical and magical fire inflicts doke damage upon these beasts and many show
an irrational fear of it.

It should be noted that sadly most Gray Ones fighieep thier hosts alive since they need
human bodies to reproduce.

It is also whispered some Grays have acid for bibodgh this is obviously a new trait to their
species and thankfully limited for now.

Habit/Society:

The Gray Ones were created several thousand yganean unknown Prime Materail World
by a Demigod of Nightmares. The species was toskd to destroy the forces that were
annihilating his followers (in this case an emmfehe elves). The creatures quickly
overwhelmed the planet's inhabitants and within ¢ewnturies they assimilated the entire
population.

The Elven Navy (see Spelljammer) watched with hailis development and ultimatly
destroyed the world with a weapon known as the ldo3de Gray Ones were destroyed as a
race... or so they thought.

The Dark Powers had taken a clutch of the creatggs and deposited them in the Nightamre
Lands where they were discovered by the witch Mgl She used a few Abber nomads to feed
her new creatures, and thus new Gray ones wer@igeddThe Nightmare Man soon discovered
Mullonga's new pets and he helped her enlargingptéed by lending the Gray Ones to other
Darklords to use as their minions. They are a pasilgift to say the least, for the Darklords hold
no real control over them (they recognize onlywliteh Mullonga and the Nigthmare Man as
their masters), and often these creatures prodoce amaos than needed by the lords.

Gray Ones share a mass mind that has two man fqueereating the race and servitude to
those higher in the hive. Rank in the Hive is deiaed very simply by power and magnitude of



evil. Grays can naturally feel malice and those whow some amounts of it may find
themselves allies (thus fiends find fantastic fiiehere).

Ecology:

Grays are the creation of a mad demigod and sexadinihe Nightmare Man and Mullonga,
although like humans they have an Ecology which igsrthat of the spiders (they lay eggs in
weblike environments).

Gray as mentioned above need hosts to survive. @eemne is gathered he is usually bound in
a cocoon in the Grays' layer which can be anywfrere a Hive (in the Nightmare lands) or a
innkeeper's room prepared for this. Then the Grayimplants an egg somehow (gray ones
depite appearences are asexual) in the living beirmne hour a new gray in monstrous form

will emerge from the host and will grow into a n@gay and be able to assume their host's form
in 24 hours. They will have all of the host's dl@b and memories though in an alien and twisted
mind. It is rumored some gray ones can pass alugigmemories to their "offspring” as well by
racial memory.

Grays live close to a thousand years until theydareured by their fellows, unaging.



Iron Skeleton
By Luisde Pippo

Climate/Terrain: Any
Frequency: Very Rare
Organization: Band
Activity Cycle: Any

Diet: None
Intelligence: Non (0)
Treasure: No
Alignment: Neutral

N° Appearing: 3-9 (2d4+1)
Armor Class: 0
Movement: 6

Hit Dice: 4 (40 HP)
THACO: 17
Damage/Attack: 1d6*6

Special Attacks:

Sword Dance

Special Defenses: Undead, Half damage from all aresgViaximum hit

points for hit dice

Magic Resistance: No

Size: M

Morale: Fearless (20)
XP Value: 3,000
Appearance:

An iron skeleton is produced by melding four adudi@il arms to a common skeleton and using

the Iron Skeleton ritual, found Bhalaktor's Book of Undeadr by the direct intervention of the
Banished One. No matter what method is used, theeps fusses the arms and turns the bones to
iron.

Combat:

The iron skeleton can attack a single target smesi for round, but they cannot attack multiple
targets. They never use weapons because their al@esccellent weapons causing 1d6 points of
damage. If all of their attacks hit in the samenegbthe victim must save versus death magic or
be cut into little pieces. If the saving throw iaae then the victim suffers another 2d20 points of
damage.

Because their bones are made of iron they receilyehalf damage from all weapons types
except for bludgeoning weapons that only causeslddage. Because of the strength of the
ritual they always have maximum hit points. As wléhey are inmune to sleep, charm, hold,
cold, fear, polimorph, paralization and dead magicust monster or spell that causes rust does
them 8d8 points of damage regardless of the |eviileospell.

They are turned as ghouls.



Habitat/Society:

The skeletons are created by the ritual in ShatakBook of Undead. Three human bodies are
required and during the ritual the bones harderotoand are brought back to "life". It is
rumored that a spell of the ninth circle existg ttan duplicate the effects of the ritual, but no
proof have ever been found.

Ecology:
As undead their only purpose is to serve theirtoredhe bone of one of these skeletons can be
use as a material component for a Wall of Ironlspel



Iron Zombie
By Luisde Pippo

Climate/Terrain: Any
Frequency: Very Rare
Organization: Group
Activity Cycle: Any
Diet: None
Intelligence: None (0)
Treasure: None
Alignment: Neutral
No. Appearing: 1-4
Armor Class: 0
Movement: 6
Hit Dice: 5 (50 HP)
THACO: 15
Damage/Attacks: 1d8*2
Special Attacks: None.
Special Defenses: Undead
Magic Resistance: 5%
Size: M
Morale: Fearless (20)
XP: 3,000
Appearance:

An iron zombie looks like a normal zombie, excdyatttheir skin is made of iron. They are
created using the Iron Zombie ritual, foundshalaktor's Book of Undeaar by the direct

intervention of the Banished One. No matter whathime is used, the process turns the skin and
bones to iron.

Combat:

The iron zombie can attack only a single targetylimever use weapons because their claws are
excellent weapons causing 1d6 points of damagealBecthey are made of iron they receive
only half damage from all weapons types.

Because of the strength of the ritual they alwaygehmaximum hit points. As undead they are
immune to sleep, charm, hold, cold, fear, polimomgdralyzation and dead magic. A rust
monster or spell that causes rust does them 8dspoi damage regardless of the level of the
spell.

They are turned as ghasts and unlike common zorttegsoll initiative normally.

Habitat/Society:

The zombies are created by the ritual in Shalak®o'ok of Undead. Only one human body is
required and during the ritual the skin and boreeslén to iron and are brought back to "life". It
is rumored that a spell of the ninth circle extbist can duplicate the effects of the ritual, baut n
proof have ever been found.



Ecology:
As undead their only purpose is to serve theirtoredhe bone of one of these zombies can be
use as a material component for a Wall of Ironlspel



Melegelean (Anti-Lich)

By Benjamin Huffman

Climate/Terrain: Any
Frequency: Unique
Organization: Solitary
Activity Cycle: Night

Diet: nil
Intelligence: Exceptionally Intelligent 15-16
Treasure: varies
Alignment: NG
No.Appearing: 1

Armor Class: 2
Movement: 12 /1l 14 (B)
Hit Dice: 10+

THACO: 9

No. of attacks: 1
Damage/Attack: 2d8+3
Special Attacks: see below
Special Defenses: see below

Magic Resistance:

5% per 50 years of age

Size: M (man sized)
Morale: Fearless (20)
XP Value: 8000

The melegelean is quite possibly the single creattimom high undead fear most. If indeed, the
undead has ever heard of such a power. As faryasamon scholar is concerned no such
entities exist, however, this is not true.

Currently, there is only one melegelean in existefitie possibility of more being created is
certainly not impossible however, and until thate;j it is highly unlikely, the first melegelean
will fall from his power.

Combat:
Melegeleans rarely enter battle, but when theyitds certain to be a fight to the death.
Melegeleans will not run from battle.

The melegeleans have an aura of holiness (259wernful, that any undead of 3 hit dice or less
must make a saving throw vs. death magic or tudugi. Any undead under 8 hit dice, must
save vs. death, or flee a total distance of 1 mifey. evil creatures, 9 hit dice or less, within the
aura's radius must save vs. spell or flee 1 mile.

Simply by pointing his finger and speaking a wadrackle of angelic power does 10d6 to
undead creatures, 6d8 to all evil creatures, wighwang throw vs. breath weapon to recieve 3/4
damage. In addition, he can conjure up a tunnkgbf, that streches from the sky to it's



intended target. The melegelean can only do thee per 10 years, and the victim must save vs.
death (+6 penalty) or be instantly destroyed.

When the melegelean is created, it recieves aadsmnd with its weapon. This increases the
weapons efficiency, giving it a natural +3 (althbugr combat purposes, it can effect creatures
who normally need +5 or better), and does 2d8 thgss of the weapon type. With this weapon,
he also recieves a +2 to attack with it. As welktetime the weapon succesfully strikes, it acts
as a 15th level priest turning undead (when fightindead) and an 8th level priest turning
undead (when fighting evil:Chaotic Evil, Lawful Evnot Neutral Evil).

They are immune to sleep, charm, enfeeblementppwiyh, insanity, and death spells, and
suffer only 1/4 damage from elemental attacks. @mgpons with +2 and above can harm the
melegeleans, although they can let down this defdrieey so choose.

In addition, any powers the melegelean had in fleemer life they retain. If there is a way to
destroy melegeleans, it has not yet been found.

Habitat/Society:

For the most part melegeleans are solitary cremtttewever, they do employ friends and
family they may have known in life to do errandstftem, and keep them company. Other than
that, the melegeleans keep to themselves, onlggoethd upon the land when they become
aware of a growing evil. When this occurs, thegtfwarn the villian with a handful of cryptic
warnings, and if they are ignored, he slays thedfie

Ecology:

Melegeleans are no longer living, they are cursegels. Cursed, because they are denied
Heaven, angels because they have ascended intantkeeof the holy undying. The proccess of
becoming a melegelean is mostly unknown, but itdesesn discovered that the spirit is sent to the
Cheribum Courts, where it is decided whether tlokvidual should proceed to Heaven or walk
the earth forever as a melegelean. No one but gtegelean knows what happens during this
part of the process, and the melegelean will nwlerHe cannot, or he will be utterly destroyed.



Nidalia's Dragon
By L.F. de Pippo

Introduction

When Elenia Faith-Hold first became the lord of &lid she fabricated a tale of a marauding dragon
that attacked the villages, and only by her praaatould the villagers hope to survive. For years
the tale served to keep the villagers in

line and to discourage open rebellion against biex r

But many people in the villages now have start@&ingethe dragon as a savior and have sought him
out. They feel that once the dragon deposes Etearaa group of adventurers could deal with him,
something impossible to do with Elenia. Many of tekels that live in the western part of the realm
know the truth, after all they are the survivorghe# dragon raids and they saw no dragon but
Elenia. Yet still, they hope that the dragon somebkaists and is trapped by Elena and once free it
will depose the fallen paladin.

The tales of the dragon have always been a lidasfi& s, but now something have entered the
domain of Nidala, something that can change thegpaivucture of the domain forever.

Gloom

Gloom is a powerful Shadow Dragon from the samm@ninaterial world that Elenia hails from.
During his youth Ebonbane, the fiend that ruledaheient empire that fought the Shadowborns,
forced him into servitude. During his servitude ftieght Elenia, then a powerful paladin for good.
But Elenia was stronger and cunning than the dragepected and she inflicted a throat wound to
Gloom that has impaired his speech and breath weeyer since. He was forced to retreat from the
battle, but not before he vowed revenge.

When Kateri Shadowborn finally defeated the fiethe, dragon was free from his control but not
from his desire to have revenge upon Elenia. Hglsler out, and again he was bested and had to
flee. But this defeat was different, as he senssgthdow growing in Elenia. Deciding that he could
not defeat her physically, at least for now, he \dalefeat her morally by turning her into a pawn

for evil.

For many years he was the shadow that troubledSher sensed she was being watched and that an
evil presence was taking interest in her, but shedcnot pinpoint the source because the dragon
was cloaked from her. When she slept, he whispthieedark deeds that peasants do. When she was
awoke, he guided her to the towns that neededat@neby using his shadow power as a way to
make her angry with the peasants. He instigateddrmapaign against the neutral people of her
world. He also guided her to towns where she cdigdense high justice. Of course the towns she
was guided to were always those from her homelaadhad been steadfast in their support of
Faith-hold during the war. Gloom was overjoyed whenunicorn steed deserted her, and was
doubly pleased when Belenus turned her eye from her

When she lost her powers he decided that the tiageright and that she should know who had
made him into what she was now: an evil avengemhdped that the news would crush her and that
he would be able to kill her easily as her fightgmrit would desert her. He found her in a deskrte



church and was about to speak, but then a stramgestarted to rise. When the mist lifted he saw
that he was alone in the church, with no sign ehiz.

For years he scoured the countryside looking for He found no trace of her but her legend that
was growing. Finally he came to a place that wisedfiwith the strange looking mist that he had
encountered before, when she had disappeared .eBlinglthoughts of revenge he entered the
portal and found himself in Nidala. Hearing abdw legendary dragon he decided to use it to his
advantage.

Current Situation

Gloom was delighted to know that his hated enemy tha lord of this strange realm and
immediately started working to subvert her ruleopting the guise of a holy man he has appeared
in the villages, preaching rebellion. As he cantatk he usually picks one of the local childrenl an
has him speak on his behalf, thanks to his domingibwer. Thus far he has succeeded once, but
Elenia crushed the rebellion.

Gloom is still afraid of tackling Elena physicallp he won't attack her. He lives in a complex of
caves in the mountains, protected by shadow gusdiehe dragon has managed to convert the
rebels from a rag-tag band into a

regular army. He is preparing for the day when ttey attack the Faith-Hold.

Gloom is also sending dreams of despair to Eleaimting her with the dark deeds she had done.
Gloom has been in Nidalia for some time withounigeseen, but two years ago the dragon
sightings have increased in the domain. His vadéeé one that torment Elenia when she rides
away. He has also placed the compulsion on henrBéiis arrival Elenia paid snitches to tell of the
dragon, but now she is worried that a real drag@htrbe in her domain. She sees this as an
opportunity to boost the faith of her people in,tmrrt is troubled because she thinks that she
recognizes the dragon. Lately she has also staeiesing evil from her trusted lieutenants as they
are afraid of her and the dragon. Elenia’s inquisihave been busier than ever, as Elena sees
rebellion everywhere. Her disciplining raids haeetme

a common occurrence and even in the capital tisemegeneral feeling of unrest.

It won't be long since open warfare erupts in theeopeaceful domain of Nidalia.

Combat

Gloom is a standard juvenile Shadow Dragon, exitegithe cannot speak, thus he cannot cast
spells nor use his breath weapon.

Special Powers: Gloom can manipulate shadows tietbe effect of the shadow monsters and
demi-shadows monsters. He also posses the psjpowesrs of contact, Mindlink, Domination,
Attraction (which he used to play the compulsiom) ®&ream Sending. The Dark Powers granted
all those abilities but they also extracted a todl,cannot leave the domain, not that he wouldeeav
anyway with Elenia here.

Luis F. De Pippo



Shapeshiffer

by Alan Lafond

Shapeshifter Larva
CLIMATE/TERRAIN: Any civilized Lair
FREQUENCY': Rare Rare
ORGANIZATION: Tribe Brood
ACTIVITY CYCLE: As human None
DIET: Bodily fluids Cerebral fluids
INTELLIGENCE: High to genius (13-18) Animal (1)
TREASURE: L,M,P(A) Nil
ALIGNMENT: Neutral Evil Neutral
NO. APPEARING: 1-10 10-100
ARMOR CLASS: -2 6
MOVEMENT: Asform, 18 3
HIT DICE: 12 2hp
THACQO: 9 20
NO. OF ATTACKS: 2 or by weapon 1
DAMAGE/ATTACK: 1d6/1d6 1d2
SPECIAL ATTACKS: Shapeshifting, Psionics Psionics
SPECIAL DEFENSES: +2 or better weapons to hit, Psionics

psionics
MAGIC RESISTANCE: Immuneto fire, cold, and Nil
electricity
SIZE: Any T (6" to 12"
long)

MORALE: Champion (16) Unreliable (2)
XPVALUE: 8,000 35

Appearance:

The shapeshifters are arace of creatures capable of taking whatever form they wish. Though
their ability sscems magical, it is actually a natural skill for them. In their true form, they appear
to be aslime of some sort. However, unlike normal slimes, they have the ability to solidify their
forms to appear as any solid object, from as small asacoin to as large as adragon. When in a
form, they have al its physical capabilities, such as flight, movement rate, etc. The shapeshifter
isalso alot more intelligent than anormal slime, and in fact has even developed psionic powers.
The larva are the young, which are incubated in fresh, human brains. The larva cannot
shapeshift, but do have limited psionic powers, enough to get out of danger, usually.

Combat:

Shapeshifters, in their true form, can create pseudopods with which they can attack twice each
round for 1-6 points of damage. In most humanoid forms, they will use weapons (or create them)
to attack with. Larvararely fight, but if forced, choose to swarm one enemy. They do very little
damage, however, doing only 1-2 points of damage.



Psionics Summary:

Shapeshifter:
Level Did/Sci/Dev Attack/Defense Score PSPs
12 3/6/13 EW.II/AI Int 200

Dueto their close affinity with atering their forms, all psychometabolic powers cost only half
the PSPs. Those listed below cost nothing, and are known by all shapeshifters.
-- Psychometabolism - Sciences: energy containment. Devotions. body armor, body control, cell
adjustment, ectoplasmic form.
-- Telepathy - Sciences. mindlink, probe. Devaotions: contact, ESP, invisibility.
Larva

Level Dis/i/Dev Attack/Defense Score PSPs

6 112 EW,M- 10 40

-- Telepathy - Sciences. mindlink. Devotions: contact, invisibility.

Habitat/Society:

The shapeshifter will live anywhere, as long as there are humansto prey upon. They livein small
tribes of anywhere from ten to a hundred members. Often they will form an organizationin a
town or city asafront for their lair. Though evil, they are fanatically loyal to their tribemates.
Shapeshifters are androgynous. Every five years, a shapeshifter will lay from fifty to one
hundred eggs, which are incubated in a human brain. After two weeks, the eggs hatch, and tiny
worm-like larva emerge. Within another week, when they reach 6" long, the larvawill grow
large enough to defend themselves, and develop mild psionic skill. After one month, when they
have reached afull 12" in length, they will develop the ability to shapeshift. At this point, their
worm-like bodies melt into aliquidy slime form, and they take on the full powers of an adult.
Very few surviveto this point, however. Usually, only one to three larva become adults.

Ecology:

Shapeshifters subsist on adiet of various bodily fluids, taken from a human body. Though any
recently dead body will suffice for their dietary requirements, they prefer their victims to be il
alive when they feed, for they are freshest when still warm and living. A shapeshifter lair is
easily recognized by all the dehydrated human corpses usually left strewn about, although some
tribes are more careful than others, and may dispose of the bodies. Thisis especially the case
with those living in heavily populated areas, where there is a greater danger of discovery.



Skeleton Wizard
By Luisde Pippo

Climate/Terrain: Any

Frequency: Very Rare
Organization: Solitary

Activity Cycle: Any

Diet: None

Intelligence: Genius (18)
Treasure: Z

Alignment: Any evil

No. Appearing: 1

Armor Class: 0

Movement: 12

Hit Dice: 7 (1d4 hit points per dice)
THACO: 13
Damage/Attacks: 1d6 or by weapon

Special Attacks:

Spells, Paralysis

Special Defenses: Undead

Magic Resistance: 20%

Size: M

Morale: Fearless (20)

XP: 6,000
Appearance:

Visually a skeleton wizard looks like an iron skele(qg.v.) but it has only two arms and pouches
for spell components (if the optional rule is ireusThey are created with a foul ritual contained
in Shalaktor's Book of Undeaut by the power of the Banished One.

Combat:

The skeleton wizard fight with their spells or neadiitems if at all possible. They cast spells

like a twelve level wizard (4, 4, 4, 4, 4, 1) ahdays have offensive spells memorized. They can
also attack with their claws that do 1d6 pointslaiage or with a weapon. If their claws hit the
victim must succeed a saving throw against parnaizar be held (as if a hold person spell) for
2d4 rounds.

As undead they are immune to sleep, charm, hold, taar, polimorph, paralyzation and dead
magic. A rust monster or spell that causes russ tloem 8d8 points of damage regardless of the
level of the spell. Because of their link with thigrmer lives they are turned as spectres.

Habitat/Society:

When the caster wants to create a new skeletorrdvizenust acquire a living wizard. After the
ritual is used a new skeleton wizard arises. Theyraagically loyal to their creator and always
protect them. If their creator is destroyed mosietion wizards seek a safe place where to "live"
and adapt to their new forms. After this they gthi® world to learn new spells (usually cloaked
with illusion magic). Some of them seek a way talvee again.

Ecology: Apart from death bodies there is only one thinggkeleton wizards produce: magical
items.



Skull Spider

By Jack the Reaper
Climate/Terrain: Any
Frequency: Rare
Organization: Group
Activity Cycle: Any
Diet: Nil
Inteligence: Nil
Treasure: Nil
Alignment: Nil
No. Appearing: 2-20
Armor Class: 5
Movement: 10
Hit Dice: 1d4 Hit Points
THACO: 12
No. of Attacks: 1
Damage/Attack: Special
Special Attacks: Poison
Special Defenses: Undead
Magic Resistence: Nil

Size: S (1 feet diameter)
Morale: Fearless (20)

XP Value: 30
Appearance:

Skull spiders are the creations of evil necromaseed wizards, who use them as guards and
servants. They are composed of a human or demihskuaih and two skeletal hands. The lower
jaw of the skull has been removed, and the twongatdoth have been replaced with the sharp
fangs of a vampire. The skeletal hands are attatcht#ee skull through their thumbs (which are
fused into it), and the finger-bones form the arezls "legs”.

Combat:

Skull spiders can leap to a distance of 10 feevdod, 5 feet upward. When ordered to attack,
they jump on their victims and try to secure a hmiddhem (making an attack roll). If they
succeed, they clinge to the victim, and won't reéeid unless ordered to do so or destroyed. The
victim or his allies can remove them only by makaguccessfull Strength check on 1d20. On
the round after that, the skull spider automatychites its victim, who must make a saving
throw vs. poison. If succeeds, he suffers only goiBits of poison damage, though the poison is
horribly painful. If fails, the victim suffers 2dgoints of damage, excruciating pain, and also
begins to suffer from hallucinations in which heseveryone around him as a living skeleton.
The flesh and muscle tissues of a victim who fallexdsaving throw start melting around the bite
wound, exposing the bone. The victim will sufferaatditional damage of 1d4 every round as his
flesh melts all over his body, and can do nothingdeream and writhe in agony, until the skull
spider is removed and a Neutralize Poison speks$s on him. Only Cure or Regeneration spell
can heal the damage inflicted by skull spidersneaféer the poison was neutralized. The victim



must also make a system shock roll, or to lose premtly a Constitution point for every round
in which he was affected.
Skull spiders are immune to mind or life affectsells. They can be turned as skeletons.

Habitat/Society:
Skull spiders can exist virtually in any place theaster commands them. They are usually
found in large groups, up to 20 creatures, whicaramupon their enemies as one.

Ecology:

Skull spiders don't eat or reproduce anythinghag aire not part of the natural order. First
created by Meredoth of the Nocturnal Sea, the settbeir creation is now known to other
wizards of fame as well, including Hazlik of Hazland Azalin of Darkon. Rumors exist about
varieties of those creatures which can fly, dupddhemslef when hit, or explode.



Slaad Familiar
By Robert Sweeney

Alignment: Chaotic Neutral (evil)

HD: 3

Hp: 24 + 5 (+6 at night =30hp)

AC: 5

MV:15"

N° Attacks: 2

Damage: 1-2/1-2+ 25% implant pellet
MR: 25%

Regeneration: 1/r

Size: Small, 1" tall

Special Attacks: Pellet (grows into Slaad larvae/parasite), poisacentipede form.

Special Defenses. Mist form, Leaps as per Jumping NWP, insane

Special Abilities: Polymorph, mist/centipede, Commune with Chaosy6/(25% the right
answer, 75% a hallucination. Yes, this is mostroétevild hallucination; they are crazy,
remember.), Invisibility (but can't make shadowisiie), Polymorph (Slaad can polymorph
into gaseous form or one other insect/slug/ or pugitife form).

Special Weakness: only 25% + 2%/master's level of success per attéopse magic abilities.
They can keep trying next round, however.

As Familiars: +1 level, access to its senses telepathicallgptghy with Slaad, blindfighting
NWP, regenerate 1/r, 25% MR.

Description:

Slaads are basically a CN variant of the Quasiilfam

Looking like a bipedal carnivorous toad with wickelddes growing from the back of their
hands, the Minor Slaad exists to be a familiarGdl, CE, or CG individuals. The coloration of
the Slaad's natural form shifts randomly alongdbler spectrum. Somber Slaads slowly rotate
their mottled patterns through a spectrum of daddss, purples, grays, etc.. energetic or
enthusiastic Slaads shiver slightly as if with @bt colored static (red, yellow, orange, green).

All slaad seem to be misshapen and malformed. Butle nature of life on the place where they
natively dwell.

A sample of slaad familiar might have enormous Butbeyes covered with a milky cataract, the
left larger than the right. Needle sharp teeth lisenouth, some longer, some shorter. Its right
leg bears more powerful muscles than the leftjtsuhovement does not suffer. Atop its head a
vestigial horn sprouts from the right eye and swdegrck along the skull.

Psychology:

Slaads are Schizophrenic in highly stressful sitnat Most possess multiple personalities and
suffer frequent hallucinations. They fully enjoythmadness, however, seeing insight in lunacy.
They commonly 'gaslight’ their 'masters' in anmfieto share the insight of their lunacy with
him/her.



Senses:

Slaads are blind to normal light. There eyes oetystering light and dark and fuzzy shades of
gray. However, because of this, they have learodgltt in the darkness much like Grimlocks (-
1 to hit). The trace their prey by sound, sent, lagady echolocation (6" radius).

Speech:

Slaad communicate via their echolocation click &t Most creatures cannot hear these tones.
Slaad cannot "talk” in lower voices. Their echoloma click emitters appear like eyes with

milky white coverings to people unfamiliar with thkind of life.

I nsanity:
As they are seriously deranged already, Slaadsrmeneine to mind influencing spells and
psionics.

Ecology:

Slaads evolved under a different circumstance éaati-bound life. On their homeworld,
magical flows erupt and flow regularly rendering thark half of the planet a shadowy gray
wasteland, and the brightly lit half a verdantdielf fungus like growths of many colors, shapes,
and styles.

Their evolution under such circumstances has eddbkm to learn a different type of diet. They
must 'eat' one magical spell per day. Those witktena devour one spell completely at random
with no concern for level or type. The master, ratter what he tries to do, cannot stop the
creature from doing this. Slaads without masterstrfeed of the psychic residue generated by a
human (or humanoid/demihuman) mind suffering frosanity. Thus, masterless Minor Slaad
will often slink about the alleys of insane asylums

Reproduction:

Slaads are parasitic creatures. Each time theésestrith their claws in combat, they have a 25%
of implanting a pellet in the victim (save vs pai$olhe target must make a saving throw vs
poison or the larvae will hatch and send out amkedation signal to the other Slaads indicating
it is entrenched. At this time, the victim will $eif the effects of an Ego Whip. Commonly, the
other Slaads will then break off their attack oatthictim.

The larvae wiggles its way to the victim's brainst@inder cover of secreted local anesthetics)
where it begins growing. The victim will begin seffing hallucinations and other signs of
developing insanity. The victim suffers Madnessogisel/day.. 10 failed madness checks
indicate permanent insanity. Fewer failed checkslm"healed" by one week of rest per failure
after the larvae has been removed. It takes thag¢at-10 days to fully develop, at which time
they leave the host in mist form and travel todhe that spawned them.

Their "father" can ask the larvae 3 yes/no questtbat the victim might have been able to
answer. The larvae have a 75% to know the rightvans

The rest of the time, they lie (but fully believeeir lie). Normally, their "father” would then gate
them back to their homeland where they would degelato normal adultes, in RL, however,



the Slaad's attempt at doing this simply spitsrtickildren’ into either the mists (25% chance),
Bluetspur, (25%) chance or the nightmare lands (6B&@ce).

Children going into the mists feed off the essesfabat place, commonly becoming mist
horrors or some other vile creatures from suckéihthe teat of the dark powers.
Children going into Bluetspur wind up in the EldeBriny brain pool.

There they are either destroyed (90%) or manageittkly bond with a tadpole/mind flayer.
Said tadpole, should it come to term, would be allitkid, seriously insane, that is quickly put
down by the fellow illithids.

Those finding themselves in the nightmare landstbemselves in dreamscapes of the insane
and slowly develope into Minor Slaads. Upon adwthdhey can no longer draw nourishment
from the dreams of the insane and must leave tilgmare lands for the waking world. There,
they must #1) find a spell caster or #2) take gdence in an insane asylum or #3) generate
their own insane to feed off of.



The Soul Rangers
By Mark Graydon

There were these six guys from Lamordia and thaya# evil, but they didn't know that about
each other. After travelling for a while, they aamopon the old temple, and the Gate that the
Gatekeeper was guarding. He told them all thitef beat him in a game of chance, that they
could see their homes again. Some of them had émmmeother worlds, and some were just tired
of adventuring. So they all agreed to play onadhafrpoker. They lost, of course. They tried to
leave right then and there, but the Gatekeeper hisgubwers to trap them all in a magical cage of
Gates. Then, he proceeded to use his Soul Stripgred on each of them, transforming them into
Soul Rangers.

Jeff, the Bard - This character was extremely ntbrliie sung eerie songs and told many lies...

William, the Fighter/Thief - This man used his tyusarabine gun in all things. He was great
shot...but only because he practiced on his oweasaing wife and children...

Zakery, the Necromancer - A creepy character, avliaking over dead bodies holding a strange
abacus that he claimed would steal the soul oétieny so that it wouldn't return to haunt them...

Selkirk, the Assassin - A thoroughly disgusting maho frequently used poisons and diseases to
kill his victims...claimed he used painless onasd.why was he so good at sneaking around?

Robert, the Fighter - a vicious, cruel, and violeran. Always had his pet boar with him, and
seemed to have trained it to be extremely vicious..

Norton, the Thief - A highwayman, who wanted toigmgnito for awhile...always wore a bandit
mask however, and was very secretive and ruthless..

Anyway, upon transformation, these six becamediial Iservants of the Gatekeeper, and he plays
them in much the same ways that he plays his Qufdenst Souls.

JA - THE RaHLESAKE
Soul Ranger, Neutral Evil.

Armor Class: 8
Movement: 12

Hit Dice: 8

Hit Points: 41

THACO: 13

No. of Attacks: 1
Damage: 1d8

Special Attacks: Singing
Special Defenses: Nil
Magic Resistance: Nil

Str: 10
Dex: 6
Con: 10
Int: 15
Wis: 11



Cha: 10
Com: 2

Appearance:

Jais a Soul Ranger through and through. He apasaa skeleton wearing a black leather
trenchcoat and a red bandanna. He carries a gneégsharp battle axe and a lute.

Background:

Ja was a bard of some reknown. However, he wasiaperson, and told lies about
anything to get his way. This man was a very uaigerson in that he had absolutely NO morals
or guilt. He would lie to women to seduce themstiopkeepers to steal from them, to anybody he
could just to put himself that much higher. A yreVil man such as this would be hard to find!

Current Sketch:

Since Ja has become the Gatekeeper's pet, heiasik bardic history. Thus, he still has
his lute, and plays mournful songs on it from tifmé¢ime. Ja still remembers some of his past life,
and often mourns this when nobody is around. Bwuendoes he feel remorse for his evil actions
in the past. The thought that he may deserve tdmhappened to him hasn't occured to him yet.

Combat:
Ja mainly attacks with his battle axe. He can play haunting tunes on his lute, but this
attack he reserves for before battle or from hiding

On his lute, Ja can play many tunes, with theWilhg effects:

Mournful Dirge This diddy causes all who hear it to make a [Eback or suffer a -3 penalty to all
die rolls due to depression.

Haunting Melody This tune causes paranoia and fear. All listgetsa +1 bonus to any surprise
rolls, but a -4 penalty to any Fear and Horror &sdbey must make.

Screaming Songrhis song is Ja's only attacking one. Any livbeing who hears this suffers 1d6
damage from the stabbing and shrieking notes. ftda screams along with this song.

WOKS - THE LOGTER
Soul Ranger, Chaotic Evil.

Armor Class: 7

Movement: 12

Hit Dice: 8

Hit Points: 28

THACO: 13

No. of Attacks: 1

Damage: 1d12

Special Attacks: Nil

Special Defenses: As Skeleton
Magic Resistance: Nil



Str: 12

Dex: 13
Con: 15
Int: 11

Wis: 16
Cha: 14
Com: 2

Appearance:

Woks has had his appearance horribly mutated $iscieansformation into a Soul Ranger.
He has large tusks of bone extending from his fia@d directions, with two large ones coming up
in front of his eyes.
The rest stick out around his face and mouth.

The clothes Woks wears are tattered and rippedydthinks he is the height of fashion in
Ravenloft. He wears a cowboy hat, brown trenchaal gloves.

Background:

Woks was a horrible man before he was changed.bedthis wife and children, and drank
heavily. He also had a special fondness for hagpkrtk musket, with which he shot many things.
One expression of his was, "I'll shoot anything thaves, and if it doesn't move, I'll shoot it tes
if it will move."

As such, one night when Woks was very drunk, meechome to something that enraged
him. His wife and children were packing up théings to leave. She told him that she had had
enough, and that she was just going to leave dviag/except the clothes they had to him. But,
Woks was very drunk. He got his musket and showiifie through the head.

This amused him, this knowledge that even whenldro@ could shoot very well. Then, he
calmly stalked and shot all five of his little affrién.

Woks covered the crime by saying that his wife eimétren had left for their mother's for a
visit. None of the neighbors heard the shots bez&oks lived quite out of the way.

Current Sketch:

When Woks was transformed, the dark powers toek thrn. Woks had certainly
attracted their notice with his bloodthirsty mursleand now, the tusks on his face reflect this.
They feel like gunshots against the inside of kidlsand they force the skull outward making
tusks.

These tusks grow as well, and Woks will either havehop them off, causing hideous pain and
suffering, or lose all his former face to a masbatfy protrusions.

Combat:

Woks dark pennance has not come without a giftdven Now, he can gore and tear with
the tusks, causing 1d6 damage.

Woks also still has his musket, with which he lisusnipers people.
He causes 1d12 damage each round with a shot fism fThe Gatekeeper has enchanted the
weapon to never need be reloaded either, but artlya hands of an undead creature.

He has affixed a cruel hooked blade onto the botibhis gun with which he may slash,
causing 1d4 damage.

Finally, Woks still has his theiving skills, whiglte shown below.



PP: 65%
OP: 15%
F/RT: 5%
MS: 35%
HS: 20%
DN: 25%
CW: 95%
RL: 10%

ZA88 - THE 80UL TRAGER
Soul Ranger, Neutral Evil.

Armor Class: 6

Movement: 11

Hid Dice: 8

Hit Points: 23

THACO: 14

No. of Attacks: 1

Damage: 1d4

Special Attacks: Spells, Abacus of Soul Trappingc Defenses: Spells, Abacus of Soul
Trapping Magic Resistance: Nil

Str: 6
Dex: 15
Con: 6
Int: 15
Wis: 16
Cha: 13
Com: 2

Appearance:

Zass is a disturbing sight. He wears dark leattathing, and a peaked cap. He has a pair
of dark glasses on, and long silvery hair flowsuahis head. He also wears a pair of large, dark
leather gloves, and carries an Abacus.

Background:

Zass, formerly known as Zakery was a dark angt@nNecromancer who was part of the
ill-fated group that travelled to the Gatekeepkaitsand fell prey to his Soul-wand.

But before this time, Zakery was a most sinistanm He would lurk in graveyards and
battlefields looking for lost souls. He would takese poor spirits, telling them that he could
deliver them to rest, but in reality, he would eaptthem and trade them to dark beings.

He had a special abacus that he would use fopthi®se. Each bead on the device could
hold a soul. When a bead was moved over to thsikbd, the soul in that bead was trapped.
When the bead was moved over to the right, thewaslfree to go. The beads cannot be moved
by gravity, only by a hand touching one and draggiralong it's track to the other side. If the
bead is left in the middle, then the spirit is fya@ in constant agony, as part of it is pulledaduhe
bead, and part is kept in. Zakery would do thip@sishment to enemies that particularly bothered
him.



Zakery would capture the souls of his fallen ereangilaiming to his companions that he was
capturing the spirit so that it wouldn't troubletin anymore. He couldn't trap ghosts this way,
unless they were dispersed (defeated) in combat.

What Zakery did with these souls is hidden awdje learned to feed upon them, but soon
stopped this, because it tended to have a detraheffiéct upon him. So, he started bargaining.

When he was confronted by a powerful and eviltareg he would barter a soul away or
two. Most of the time this worked. When it didmiell that was what his companions were for.

Current Sketch:
Zakery still goes around looking for souls, altbuhe is much more open about it now.
Combat:

Zass is a dreadful opponent. He rarely engagpkysical combat, due to his poor strength
and constitution. He can attack with a dagger tieadteeps on his person though.

Zass also still use his Abacus of Soul Trappindatien victims.
Such victim's must be freed from the device betbey are raised, or else an evil spirit will inttabi
the body and turn it undead.

Zass also has his spells to cast. He studiespleits in the same manner as a Lich, and
casts them normally. He casts as a level eightdseancer.

Level 1: Animate Dead Animals, Comprehend LanguaBeather Fall, Find Familiar, Identify,
Light, Locate Remains, Shield, Shocking Grasp, &p@limb, Unseen Servant

Level 2: Darkness 15' Radius, Death Recall, Ddieidf ESP, Fog Cloud, Ice Knife, Past Life,
Whispering Wind

Level 3: False Face, Iron Mind, Non-Detection, Bese, Spirit Armor

Level 4: Evard's Black Tentacles, Summon Spirit

8EP - THE Host Booy
Soul Ranger, Chaotic Evil.

Armor Class: 6
Movement: 12

Hit Dice: 8

Hit Points: 36
THACO: 13

No. of Attacks: 1
Damage: 1d3+1
Special Attacks:
Special Defenses:
Magic Resistance: Nil

Str: 16
Dex: 15
Con: 11
Int: 12



Wis: 16
Cha: 11
Com: 2

Appearance:

Sep looks much different than any of the otherl Raungers. He is dressed in all dark
clothing, with a low cowboy hat. He also wearsaskithat looks a lot like a gas mask, but only
more primitive. As such, all that can be seenisfiéice are his eyes, and the bone sockets around
them.

Background:

Sep, or Selkirk in life, was an Assassin. As siehused poisons on a daily basis. He was
an evil man, and when he learned that diseased douthe same as poison, only slower, he took
them up gleefully.

When Selkirk joined the adventurers that becaraeStbul Rangers, he was kind of on
vacation. He had no assignments, and his mastemiwhe only knew as "The Brain") had not
given him anything for awhile. Thus, he took thmportunity to head out with this group and do
what he pleased.

Selkirk had learned and made a number of thindsifife however.

He had created a special mask that had a permaitientspell cast upon it, thus protecting him
from gases. He also, had found a way to turn peisato gases and keep them in canisters.
When the need arose, he would open these cargstérisurl them at his enemies. Most of the
time he used simple poisons, but occasionally led dsseases, and whole towns have been
destroyed by only one of his canisters.

When getting a target, Selkirk would usually usedses, since they were much more
reliable in destroying the target, and anyone nearb

Current Sketch:

Sep has been roaming the lands for some time aogvhas learned of something that he
wants very badly. Magical viruses. He searchsysveere when he can for these horrible
creatures, in hopes that he can capture them anthesh to further his evil desires. So far, he has
found none, but he still searches and listensuorars.

One thing that Sep isn't aware of, is that hisybiuals become a host for a number of viruses.
These creatures don't harm him, but they do imerath his life. Unknown to him, these viruses
lash out and kill any other viruses that come ne8ep's body is riddled with numerous parasites,
and they won't attack each other or their own kind,any new viruses, such as the magical viruses
he seeks, will be destroyed. Since all the virusehis body are also in his canisters, they pase n
danger. But Sep is doomed to never get anothes.vir

Combat:

Sep can fight with a knife if need be, but he moadre prefers his canisters.

Sep has ten canisters strapped to his chest,aafdome holds something different. Five
are poisons, five are diseases. The poisons carade through herbs that he can get in the forest,
but he must catch the diseases in towns or onittisne.

Canister 1: Type G Poison
Canister 2: Type H Poison
Canister 3: Type | Poison



Canister 4: Type J Poison

Canister 5: Type K Poison

Canister 6: Contagion, like the spell

Canister 7: Plague Curse, like the spell Canist&c8urge, like the spell

Canister 9: Cause Disease, Debilitating, like felIsCainster 10: Cause Disease, Fatal, like the
spell

Also, bare contact with Sep can inflict any ofsbeliseases, which is up to the DM. The
character does get a check to avoid the disease.
This is a Constitution (Health) check with a thas lthe following modifiers:

If Sep touches the victim in a moist environmeBtpenalty
If the character wears the same clothes after keinched by Sep: -2 penalty
If Sep touches the victim in an area with freshirlavg air: +4 bonus

If the character wears gloves and touches Sepofnd(Note that since Sep is corpse, there is a -2
penalty, but this is ofset by his wearing gloved anilicting diseases with his touch which makes it
more difficult. This modifier only comes into pl#ya victim touches Sep, instead of Sep touching
him.)

If the victim bathes after being touched by Sepb#dus

Thus, as you can see, this check must be madetadteharacter has had time to preform
these actions if he wishes. But they must be digihe away.

Sep lost his thieving skills upon his transforroatidue to his lack of practice in them, and
his lack of interest.

ROTT - THE FACE RPPER
Soul Ranger, Chaotic Evil.

Armor Class: 7
Movement: 13

Hit Dice: 8

Hit Points: 34
THACO: 12

No. of Attacks: 1
Damage: 1d6+1
Special Attacks:
Special Defenses:
Magic Resistance: Nil

Str: 17
Dex: 12
Con: 14
Int: 9
Wis: 11
Cha: 12
Com: 2



Appearance:

Rott is a Soul Ranger through and through. Heargpas a skeleton in a dark blue
trenchcoat and a cowboy hat. He also has onedistinctive article of clothing however. He has
a large muzzle strapped to his face. This muzaietp out, as if it were intended for a dog as well
He carries a short sword at his hip, and usualyths trusty Boar with him.

Background:

Rott, or Robert as he was known in life, was assidnan before his changing. He was
nasty, vicious, evil, and violent. He was proneltimking, but not too often, as he usually wanted
to be sober when he did his horrible deeds.

Robert has a pet as well. Itis a large Boar wérk blue fur. The creature has a gleam of
intelligence in it's eyes, and a cruel streak & wilde. The creature delighted in killing it's ypre
vicously and terribly, and of course used it's tukkdo so. Thus, Rott took to sharpening them.
They now gleam in the slightest light.

Rott started to become even more violent howeude started to reward his Boar by
tearing the face of the victims off, and feedintpithe creature.

This grisly work started to affect Robert's mirmiever, and muddled it. He started eating
the faces himself. But he wouldn't kill just orergon now. He would kill as many as possible so
that he and his Boar could get an equal share e#lsh

The Robert was changed to Rott, and his wholehfnged with him. He gained a
delectable power from the Dark Powers; the abibtyip one's face off with his bare hands!
However, his curse is that he must feed upon thé&aen as an undead creature, he must feed upon
them, otherwise he slowly weakens (loses 1 HD psknspent unfed).

The Gatekeeper learned of this however, and sas/gruesome, disgusting, and attracting
FAR too much attention for his liking. Thus, héled Rott to him, and muzzled him. Using a
combination of Strahd's Baneful Attractor, MaskD&fath, Throbbing Bones, and Enchant an Item
spells, he made it so that the muzzle was fusedRott's skull.

Current Sketch:

Even with his muzzle, Rott hasn't given up hisitshb He know however, must strain the
faces he rips through the muzzle, and he has siomang people's faces off considerably. He
only does so once a week now.

Rott currently wanders the land, simply takingaglere in violence and horrible deaths. He
often visit's morgues and cemetaries if there mghfvictims who were horribly mutilated. All he
wants however, is to observe these people, to leanntricks.

Combat:

Rott can fight with a weapon, and he still hasdhisrt sword with him. It is unigue among
such weapons, for his has many barbs, hooks, arg shikes on it. Also, his strength helps him
wield it.

Rott can also rip off faces, if he takes his gkwéf. He can only rip faces off however, not
other parts of the body. If he chooses to dotem he has a +1 penalty to initiative, and a THACO
of 16. If he hits, he causes 1d3 damage, andittienvmust save vs. death magic.

If successful, Rott has only scraped the victing aathing else happens. If the save is failed) the
the victim's face is ripped off, and can only bglaeed with a Graft Flesh, Repair Injury, or simila
spell. The victim also starts to bleed horribgkihg 1d12 damage per round, and effectively
incapacitated.



Rott also tells his Boar to attack often. Howevithe creature is near death, he will do
almost anything to defend it and escape.

Rott's Boar AL: LE; AC: 7; MV: 15; HD: 3+3; hp: 14; THACO: Z; #AT: 1; Dmg: 3d4; SA: Nil;
SD: Fight after death; MR: Nil; SZ: S (3"); ML: 18P: 175

Str: 9; Dex: 10; Con: 8; Int: 4; Wis: 3; Cha: 2 - otRs Boar will fight for an additional 1d4+1
rounds when he is between 0 and -6 hp. At -7 &g idimediately.

Rott and his Boar also have a unique way of hgaliBy eating a face, they can be healed
1/3 of their current damage.



Introduction:

"See no evil, hear no evil"

Tacfyle

By Shadowspawn the Dragon

The tactyle is a foul yet sad creature, drivenlgddg an insane hunger for the sensations it has
been deprived of. Having only the sense of toudjuide them, these creatures wander endlessly
through a dark, silent world with no smell, no éssand no emotions at all, just the need to find
the next victim and absorb his/her feelings. It egko noises except for a light rasping sound
when moving, similar to the scratch of soft fur wheeing carelessly dragged about. No attempt
to communicate with such creatures has ever bemessful, and the use of mind-
communication either through spell or psionicscldl an immediate madness check because of
the wholly alien nature of these senseless beings.

TACTYLE
Climate/Terrain:
Frequency:
Organization:
Activity Cycle:
Diet:
Intelligence:
Treasure:
Alignment:

No. Appearing:
Armor Class:
Movement:

Hit Dice:
THACO:

No. of Attacks:
Damage/Attack:
Special Attacks:

Special Defenses:
Magic Resistance:

Size:
Morale:
XP Value:

Appearance:

Underground areas
Rare
Solitary or pack
Any
Special
Animal to Semi (1 - 4)
nil
Neutral Evil
1orld4
3
6 (see below)
3+3
17
2orl
1d4/1d4 or special
see below
see below
Nil (see below)
Small (2-3 ft.)
Champion (16)
2000

A tactyle looks very much like a 3 to 4-feet talinalle of fur coats, or a small figure, vaguely
humanoid, covered with a heavy, oversized hoodeddat. Actually, it might be mistaken for a
child playing with an adult’s coat, for its furriia, usually dull black or brown in color, is

folded many times over, with obvious lots of futigsue hanging from the four small extremities
taken as limbs. Its "hooded head" looks always lapWwaling the creature’s true alien
appearance. Its hands look tiny and chubby. Whelkeld under daylight or another bright light,
the monster can be perceived for what it is, athasds" are three-fingered disgusting suckers,



its "hood" actually is a part of its body, and"itsce" has no distinguishable eyes, nose, mouth or
ears, just a spongy tissue riddled by unequal gp&iohes that are highly adhesive. Anyone
looking at the creature’s "face" for the first timist make a fear check. Ghomes must also
make a horror check upon the realization of whay tre facing. When the former identity of

the tactyle (see Ecology) is revealed, the characheist make a horror check (gnomes have a —2
penalty and, depending on the situation, a madrtessk might be in order). These creatures
tend to avoid brightly-lit areas and hide in shadamost of the time.

Combat:

The slow, clumsy tactyle may at first look easylédeat. Nothing could be farther from the truth,
though, as they are fearsome opponents. Whenesemses the presence of a living being within
range, the creature radiates an aura of dullndsshvaffects all living creatures in a 30-feet
radius. Anyone subject to the aura and failingvangpthrow versus paralysis starts to feel tired,
weak and bored, suffering the effects of a slowl gl an additional —1 penalty in all dice rolls
until he or she is attacked or leaves the areatddigle then moves in to attack.

A tactyle makes two attacks per round with its suglands, inflicting 1d4 points of damage
with each successful hit. If both three-fingeredks&us hit in a given round, the creature has
adhered to the victim’s body and in the next roitraditomatically attaches its "head" unless the
victim makes a save vs. paralysis with a —1 penéitthe second round that it is attached to the
victim, the monster starts feeding on the char&ctEmses and Dexterity. The victim must
succeed in a saving throw versus death magic extbey round while attached. Each round the
victim fails the save, he or she looses one semd& goints of Dexterity. The senses are drained
in the following order: hearing, vision, taste amdell (touch is never drained). When a victim is
drained of all four senses or reaches 0 in Dextavite of two things may happen: if the victim
was a gnome, halfing, dwarf or any other smallsizemanoid race, he or she becomes
comatose and develops a black furry cocoon, emgifgim it as a new tactyle after seven days.
If the victim was of any other race, he or she $ynfi@lls into a coma-like state, and cannot be
awakened unless blessed first. Other spells carsée as detailed below.

The absorption process is quite painful for theimgcas it leaves permanent deformity: the
tongue swells and becomes sickly gray, eyelids together and ears enfold themselves. The
sight of such a fast transformation calls for artwocheck. When the sense of smell is lost, the
victim still breathes (in the case of gnomes arosmall humanoids, the horrible
transformation has already begun). At any timerduthe process the person can be freed if the
tactyle receives more than 10 points of damag@&ed o the same round. The victim, though, is
utterly unable to freed him/herself without help,the searing pain is enough to drive one crazy.

The tactyle feeds on this pain as well as on teedenses. Once freed, the victim may be treated
as follows:

The damage must first be treated with a RemoveeCthien reversed by an appropriate curative
spell: Cure Blindness and Cure Deafness work inwizeinitial stages for the respective losses;
taste and smell require a Heal, Regeneration, Disgg Limited Wish or Wish spell. Empathic
Wound Transfer and Wound Conferral also work buy tnansfer the affliction to the caster or
the third party, respectively. Cure Disease hasffext. Once the cocoon stage has initiated,



only a Dispel Evil, Limited Wish or Wish will brinthe victim back. Raise Dead, Reincarnation
and Resurrection do not work on a cocoon, as tttewvis not truly dead.

Once sated, the monster usually leaves the aresssuattacked. If this happens it defends itself
to the best of its abilities, not out of couraget because of a special feature of its curse:
although not directly affected by many forms ofaekt, the creature does feel the pain they
would normally inflict and suffers a lot. In thiage, every round it has a 50% chance of entering
a berseker rage that doubles its movement rates giva +2 to attack (not damage), and worsens
its Armor Class by 2. If real damage is inflictagridg a sucking process, as stated above, the
creature separates itself from its chosen victiohradirects the attack to the nearest attacking
foe.

As it is totally blind and deaf, spells that affsach senses (including most illusions and many
enchantments and necromantic spells) are uselagssathe tactyle. Also, invisible and hidden-
in-shadows or silently-moving foes have no spemiantage against it, as it can feel subtle
changes in the environmental heat and movemenighrthe air around it, to a maximum radius
of 50 feet. Surprising a tactyle is almost impoles{h in 1d20 chance), while the monster itself
has 85% chance of moving silently and hiding indsives (at its normal movement rate). It can
feel the border between lit and dark areas thrdwegtt waves with 80% accuracy when moving
from one to another.

Only +1 or better weapons or weapons of pure sida@rharm a tactyle, but even then piercing
weapons cause only one point of damage plus thecaddmpnus (no bonus for Strength,), due to
the creature’s double-folded layers of skin. Sinhylamagical bludgeoning weapons cause half
damage (add magical and Strength bonus, then owd). Magical slashing weapons cause
normal damage, and emit a cloth-ripping sound whew do it. As noted, the creature still feels
the pain and will attack the damaging opponent wattoubled strength.

Fire-, water-, earth- and cold-based spells infielf damage (rounded down) to the creature (if a
saving throw is applicable and successfully made;quarter damage), but electricity-based
spells and attacks inflict 150% damage. The tadtgtens that and must make a morale check at
a —2 penalty whenever it feels electricity in tire(@ven when it has not directly hit its body,

such as if a lightning strikes a nearby tree). Ruthe creature’s cursed nature, though, it feels
pain every time it is hit by a damaging spell, ewdren damage is minimum, so it will avoid
spellcasters at any cost. It is also quite vulrertdspells and powers that inflict pain, as vasll

to the Flesh to Stone spell (whenever a savingmlisapplicable, it is done at a —2 penalty).

Habitat/Society:

Tactyles do not form communities, but sometimey tegher in packs of 1d4 creatures in order
to bring down a particularly powerful foe, as tHegl during combat. Some sages speculate that
they can also feel magical and perhaps even psthveéomers around characters and creatures
with such abilities. They tend to avoid such beingenever possible. It has been reported,
though, that sometimes a tactyle eagerly advanasigacks an illusionist, either gnome or
human. Perhaps they can distinguish the magicahtims of the Illusion school and knows that
such magic has almost no effect against them. @raps they attack out of hatred, as illusions
are the preferred spells among gnomes and theymatgctively resent the presence of anyone



that reminds some small portion of their feral nsired anything from their former lives. This
behavior still remains a mystery.

Ecology:

Tactyles are unnatural creatures, most of the §pasvned by others of their foul breed, as a
result of their feeding habits. However, they clo &e created through the use of powerful
alteration magic. The gnome alchemist KasselheiighBi/ng has created the first tactyles a

long time ago. Shunning illusion and everything tiedated to it, the alchemist tortured dozens
of gnomes and created these monstrosities durghgXperiments with the senses and sensations,
particularly tact, as sight, smell and hearing riggnmore easily tampered with by the illusions
created by his peers. The results of Kasselheiesearch were too well succeeded and went a
lot farther than he had expected, giving birth ta@e that has indeed the strongest sense of tact,
while having no other senses at all. In the engly Hre pitiful beings, but woe to the fool that
feels compassion and fails to perceive the dangesy are also merciless monsters and will
(literally) listen to no cries of pain and no bégsrelease.

A tactyle must feed at least once every seven dgfng the four senses of any sentient being
(even animals will do). Undead are of no use tontheven vampires, as they feel no body heat

in such creatures and probably perceive their semsétainted”. If unable to absorb the senses of
at least one sentient living being per week, tleaiure looses one HD and goes through the
effects of the berseker rage. Every week it goélsout "food", it looses an additional HD until it
dies. Then its skin quickly rots away, leaving moghmore than a mass of bubbling gore.

Besides their direct assault on other creaturesesand possible spreading of their cursed race,
tactyles have no other impact on the environmerd,gay no attention to it either. They carry no
treasure and keep no permanent lair or horde,rigaxerything with the victims. Some sages
speculate that the skin of a tactyle might be uisede creation of different types of magical

bags (of holding etc.). There is no price establisto such a dreaded (and considered by many
as of ill luck) byproduct of this creatures, thoughd gnomish communities might want the

skins to burn them in a proper funeral ceremony.



Werehawk
(The Winged Guardian of Justice)

By Shadowspawn the Dragon
LYCANTHROPE, WEREHAWK
Climate/Terrain: Temperate wetlands
Frequency: very rare
Organization: Solitary
Activity cycle: any
Diet: carnivore
Intelligence: High to Genius (13-18)
Treasure: see below
Alignment: lawful good or neutral good
No. appearing: 1-3
AC: 6
Movement: 12 (human form), 1, Fl. 33 (B) (animain, 12, Fl. 24 (C) (hybrid form)
HD: 5+2
THACO: 15
N° Attacks 3: (animal form) or 1
Damage: 1d2/1d2/1 (hawk) 1d4+1/1d4+1/2d6 (hybrid)yoweapon
Special attacks: see below
Special defenses: +1, silver or cold-forged irompaen to hit
Size: S (animal) / M (human)
Morale: Champion (15)
Magic resistance: Nil
XP: Warrior classes 975

Minor spellcaster 1,400
Major spellcaster 2,000

Background:

In Ravenloft, most creatures known as lycanthr@vesevil and hostile, some quietly preying on
unwary humans or humanoids that see them as comeighbors, others attacking any sentient
creature they encounter in the forests. But a feth@m behave just like the animals they are
associated to, hunting only for food, fighting obtdyprotect themselves, their lairs or their
families. Fewer yet join the ranks of Goodnessyisiy to keep what little peace and happiness
they can manage to achieve for them and their loves against the constant, countless
menaces found in the Land of Mists. Such is the chshe werehawk, a rare breed of
lycanthropes created by an ancient god of Law amodBess to defeat Evil in its most terrible
manifestations.

The werehawks count their tale back to the yearmwinkhtepot ruled over the nation from
which Har’Akir was taken away by the Mists. Aftezibg cursed by Ra, the evil pharaoh used
his newfound powers to kill most priests. Ra obsdrthat, although his curse had effectively
made Ankhtepot suffer as he deserved, he did aat e lesson, but instead was trying to take
personal profit from his misfortune. Then the gachenoned one of his mostly devoted priests



deep into the desert and there taught him a spettial by which he would be transformed into
a new creature and then become able to confroreviheharaoh and his minions.

But by the time the faithful priest had finishee ttitual, the other priests had already killed
Ankhtepot and entombed him. The power of Ra wanaa that area, and as the Mists raised
around the forming domain, the priest got lostwée transported through the Mists to another
land, far away from Har Akir. Since that time heslepread his lycanthropy to a few chosen,
teaching them the tenets of Ra’s faith. He soocodisred that his powers had been warped and
diminished, but that did not diminish his faith. @@ contrary, the ranks of the werehawks are
slowly growing and spreading as tiny stars in theralark skies of the Demiplane of Dread.

Appearance:

As most true lycanthropes, werehawks can assurae #irapes at will. Their humanoid aspect
usually is that of a man or woman with deep broyeseraised eyebrows, a hawk-like nose,
tanned skin and few body hair. Their bodies norynalé elegant, light and agile, and their
general demeanor is serious and thoughtful. Theyyramile and almost never laugh, as
preciously few things can make them truly happysdnondary aspect the werehawk looks like a
huge hawk, a noble, fearsome 3-foot tall bird, vaittvingspan of up to 7 feet. Their plumage
usually is silver or ash in color. Their tertiaigpact is that of a humanoid creature, about 7 feet
in height, with red eyes shining in a hawk heackifffeet turn into huge talons, and their arms
become wings of up to 15-foot span.

Combat:

Because of their superior eyesight, werehawks oanle surprised on a roll of 1 in 1d10,
unless somehow blinded. The creature employs att@otording to its current form. In human
form is must rely on weapons, and werehawks usudallgot have any supernatural strength
often associated with other lycanthropes.

In huge hawk form it prefers to make a diving dttlom a height of 100 feet or more in the

first round of combat, with a +2 to hit and inflig double talon damage. It cannot attack with
the beak in the same round of a diving attack. mythe rest of the combat, the creature attacks
with its talons and beak. Werehawks target eyedfayhave a 25% probability of striking an
eye whenever its beak strikes. Opponents strutkeeye are blinded for 1dl0 rounds and have
a 10% chance of losing the use of the eye. In dyforim, the werehawk uses the same tactics
for diving attacks and eye pecking, but inflictiognsiderably more damage (20% chance of
permanent blindness). In either form, the werehearkonly be hit by magical weapons or those
made of silver or cold-forged iron. Its naturakadjen is the nightshade. Creatures hit by the
werehawk have 2% chance per point of damage iedliof contracting lycanthropy. Different
from other lycanthropes, infected werehawks usuadigsform during the day and not at night.
Most werehawks are warriors, either fighters, rasg@e avengers (aiming mummies as their
enemies), able to go as far as the 10th level. Rgud% of all werehawks may have some
priestly abilities, having major access to the &harm, Creation, Healing, Necromantic and
Sun spheres and minor access to Animal, Combanédfital and Weather, and rising in level as
far as the 6th-level. They are also able to tumhead and have a +2 bonus to their turning rolls
against desert zombies and mummies. They can cgdy mon-metallic or bronze armor and are
restricted to bludgeoning weapons, but can usemzershield. Any granted powers associated



with the cult of Ra have been lost. From sunsesutwrise they cast spells as if they were one
level lower than they are, as a sign of their lvith the sun.

Among the priestly werehawks, less than one indeble to advance in level until the 12th
level, subject to the same restrictions. Thergameors and tales telling of the Knights of Ra,
warriors consecrated by the priestly werehawksetéopm good actions and battle evil. If these
rumors are to be believed, there should be no mharea half dozen of such warriors. Among
them, perhaps, there might be one paragon, oresavéhehawks hope...

Habitat/Society:

Werehawks are even rarer than wereravens. Theyfomby units of usually one couple and
from one to two small children. The young remaithwviheir parents until they reach the
equivalent to human adolescence, which usually érppround 10 years. At this age they look
like 15-year humans, and are able to go adventuingl that date, they are taught in the
mysteries of Ra’s faith and about the need for gesd to prevail. Most of them also follow the
path of Law, but some prefer to keep balance andrhe Neutral Good instead. So far there has
been no report of evil werehawks. Their familiasct¢o live alone in the outskirts of society, as
some domain lords (especially those who are sgdicaor highly connected with the Land) are
able to feel their presence as if they were patadegardless of their true class. At DM’s
discretion, other powerful and evil entities migletable to sense their presence at a distance of
up to 100 yards. Werehawks are known to be in gends with wereravens and might even live
near them, if not for this detection aspect. Wenddsawill by no means endanger their trusted
allies, so they avoid wereraven-populated for&digs seems to be a quirk given by the Dark
Powers as to ensure those two good lycanthrops reilenot join forces that easily.

If the DM is willing to accept a werehawk PC, nomathan one should be in a party.
Werehawks don't like to work as a team, unless #reyall from the same family, as they know
that the more of them get together, the easierbeillor the creatures of darkness to spot them.
The werehawk has the following ability adjustmemM&sdom +1 (to a maximum of 18),
Strength —1.

Ecology:

Werehawks are carnivore, eating as much as 15 gafrfdesh meat or 30 pounds of cooked
meat everyday. They suffer a 1/8 hit point lossefach day they stay without feeding properly
(refer to the articl®8easts at Heart in the Book of Souls). Because of this, werehatlilas settle
down tend to become herders. They will not willingill a sentient being for food, unless in
extreme conditions. If they do that, they are stitjje the same alignment changes all other
lycanthropes may suffer.



Whife Wolf

By Stormonu

Prologue

Norrick squatted in the hall, holding his kneesnheagainst his face. The air was bitterly chill
since the fire had gone out. He held his steeldlachis hand, the blade pointed down, the chill
metal biting his bare skin. His companions werechlktered in the hall, heavy furs thrown over
them, their bodies unmoving as if dead.

Wisps of frosty air blossomed from Norrick's maagtthe howl rose above the pitch of the wind
outside. Norrick stretched his stiff, cold musead rose as the howl died down. He jostled his
sword in his hand, trying to warm the skin thatnguo the frozen steel. It was coming again,
and this time there was no fire to drive it away.

White Wolf's Domain:

Somewhere in a frozen island drifting through Raetenlies a perpetually frozen plain, frosted
with a foot-thick layer of snow upon every surfaltethe very center of this plain sits a stone
and wood cottage, ancient yet inviting. This cagtésyonly one story, yet has rooms enough to
comfortably house five seperate occupants. Thetardave long been emptied, its woodstock
gone and the furniture threadbare. The past ocdsiave cut back the thick woods from the
cottage to some seven-hundred feet, and the stahiped trees extends to within fifty feet of
the cottage. To the east of the cottage lies adtingam, its top frozen over, but within one can
catch half-drowsed fish.

Within the house, there seems no remaining cluéiseteurrent whereabouts of the previous
owners. A few moth-eaten blankets of fur and mage®f feathers can be found in the
bedrooms, along with a fireplace in each, andhalwardrobe trunks and drawers have been
emptied to leave naught but a thin lining of dughim them.

The kitchen is likewise, containing a strong taml@red with cut-marks from ancient meals, and
bare counters and cabinets long left barren. Téxeeswithin the kitchen has been well-tended
over the years, though it has a coat of dust uptnshow it's long disuse. Within its bowels one
can find the ashes of ancient fire, now some tivieers dead at least.

Perhaps the most intriguing room of the cottaghediving room, with its plush, but threadbare
appointments. A large plush and faded chair sitsgn elegant carpet, facing the entrance.
Beside it is a low table, upon which rests an ashénd a long-forgotten pipe laid neatly beside
it. There are old ashes still in the pipe, and attméddust in the ashtray some bits of tobacco may
still be found.

Also in the living room is a great fireplace of 3¢9 the ashes of a long-ago fire still in the Heart
Atop the mantle is a great clock, wound down oterrieglected time. Above that looms a bear
head, its lips curled back in a snarl, but its $remvered in a fine coat of dust.



Along the walls of the living room stand two gredtportraits, one of a dark, well-groomed man
with long beard and curling hair, the other a brigieture of a lady in fine rainment with skin
that seems to glow with beauty, and with locksaltign hair.

Those venturing out into the chill air find it hagding. Those who remain outside, even
protected against the chill elements still suff@? points of damage per round from the stinging
cold. Those who venture out along the plains fimeht without end, and no kind grace makes
the path back to the cottage any the shorter, lanéurious winds and snow that whip up on the
domain may obscure all paths back to the safe haffre house. The real domain is only about
500 feet across. Once the characters enter theiddmaever, whether or not the White Wolf is
active, the border closes - making the plain "es&lleSo, when the players first enter the realm,
they are only about 250 feet from the house, aBaounds distant.

At any given time, there is a 1 in 4 chance thstioam blows up outside lasting an hour, and any
who are caught within the howling wind and blowsmpw suffer 1d8 damage per round if
unprotected against the cold, and 1d4 if proteden those with magical protection against
cold suffer 1 point of damage per round. A charaeteo loses more than %z their hit points to
the cold begins to suffer the first effects of hypwmia and frostbite (to exposed areas),
resulting in a -2 penalty to all ability scoresiutite character is treated (by magic or with the
healing proficiency).

Those within the unheated house are not safe fnenelements either, and as long as no fire
blazes in the house, those within suffer 1d2 pahttamage as if they were outside. Being
inside however, does protect one from the ragiogrst outside. As long as a fire blazes in the
room the characters are in (or an adjacent oneafdare left open), no damage is taken.
However, beyond the dangers of the house, thene &ven worse fate awaiting them. If
characters are foolish enough to chop down woau fite nearby forest to heat the house, or
hunt the fish in the stream, they awaken the spirihe White Wolf, and its curse. If the
characters can manage to survive in the cottagaighé without burning wood from the forest,
or eating fish from the stream, they have won tfreedom, and when they depart from the
cottage, they find they can traverse the plairetwe in the mists or another realm, at the DM's
discretion.

If, however, the White Wolf is awakened, the chtgeg: only escape is the White Wolf's
destruction. Luckily, the White Wolf is afraid afdé, and as long as fire burns in the house, it
will not enter. However, the White Wolf has complebntrol of the weather once awakened,
and is likely to batter the house with storm toverd those inside from going to get more wood.
It will attack those attempting to gather wood,ugb it will prefer to attack those not wielding
fire of some sort.

Eventually, the characters may discover the trapdothe rear room of the house (hidden under
a bed) that leads down into the cellars - and ttiergart of the house. Within these dark, frozen
tunnels lie the frozen corpses of the last victohthe house. Most notable of these corpses is
one that resembles the man in the portrait, seatad earthen chair holding a flintlock pistol.
Beside him are five bullets of lead and enough Ssrfeéwder for an equal number of shots.
Note that the pistol shots cannot permantly slaMhite Wolf, but may draw it off for some



time. Further, within the vest pocket of the deahns a bottle of strange, syrupy fluid. If this
fluid is poured down the gullet of a corpse, ithaitt as a Speak with Dead spell, cast at 14th
level. The old man knows how the White Wolf cardeéeated permanently, but since he does
not wish to see his house destroyed, will not reitemnless prodded. If used on the other
corpses, they know how to hurt the White Wolf, Batnot know how to permanently destroy it.
There are about 6 corspes in the basement; oreaébrbedroom plus the original owner. The
owner of the house brought each of the bodiesad#sement after they had died so they
wouldn't be in the way upstairs. Then the fire fiyndied upstairs, and the owner was too fearful
to venture outside, he set himself up in the bas¢nignking the wolf would never come there.
It didn't, and he froze to death waiting for it,tive cold. As for those who have died since this
place has become a pocket domain, their corpseugnplacing one of the ones below, but
never the owner's body. This of course occurs whiecharacters aren't looking. Empty wooden
casks and barrels can be found here, and if thexvi®used instead of the wood from the
woods, it will not awaken the wolf, but if the WaiWolf is already awakened, it will not quell

it. The White Wolf may also attack characters whoedo brave the cellars. The White Wolf is a
noncorpereal entity, much like a ghost. It can phssugh doors, walls, and floor. It has no
restriction to enter the house, but won't appeare/there is fire or a strong heat source. Since
the cellars are kept unheated, those venturing thér be prime targets.

Note: The white wolf didn't bother anyone from the anji crew in the cellars because only the
dead were being brought there. If they had attedhfmtglean the wood from the crates and
barrels, the Wolf would surely have attacked.

Whife Wolf

Climate/Terrain: Artic

Frequency: Unique
Organization: Solitary

Activity Cycle: Any (Night preferably)
Diet: Life Energy
Intelligence: Low (6)

Treasure: nil

Alignment: Neutral (evil)

No App: 1

AC: -2

Move: 15

HD: 6+6

THACO: 15

N° of Attack: 1

Damage: 1d6 + Str drain

Spec Attacks: 2 level drain, Ice breath weapon

Spec Defenses:

Magic Resistance:

Size:
Morale:
XP Value:

+2 weapon to be hit; spell immunity
25%

M (4' at shoulder)

Fanatical (20)

10,000



History:

The White Wolf was brought into existance long Bgoause of a dispute between a land owner
and a nearby group of druids. The land owner ctearany miles of forest for his own purposes
and hunted many of the animals of the woods dowsgort. He then hunted down and slew the
nearby druids when they protested. As the last mi¢kle falling snow, he cursed the land owner
- that the land itself would avenge themselves riBhthereafter the White Wolf arose, and slew
the land owner, and all of his guests. The reals erawn into Ravenloft, and those who have
wandered into the realm of the White Wolf have tadontent with its mighty wrath.

Appearance:

The White wolf appears as a large wolf of unequaled. Its coat is silver except for a stark
white underbelly and a streak of purest black alit;gack and tail. The eyes of the White Wolf
seem to be empty holes into the land about itthedvhole of the creature is transparent and
altogether unnatural. Being noncorporeal, it leawxe$race of its passing.

Combat:

The White Wolf strikes by biting at its foes, deglild6 damage from the sheer cold (and
leaving no visible mark) and draining 1 point ofeBigth from its victim. A foe drained to 0
Strength lapses into unconsciousness. Againstialgépes or those who have lapsed into
unconsciousness, the White Wolf stands within 3hefvictim and begins leeching 2 life energy
levels per round. Victims drained of their leveis,dpparently frozen to death. If pressed, the
White Wolf can breathe a Cone of Cold, 5' wide a@dong that deals 2d8 damage to those
caught in it, and douses any fire it contacts. \NHete Wolf can only use this attack once per
day, and usually reserves to use it against fielding opponents.

In combat, the White Wolf is immune to weaponseasfslthan +2 enchantment, or that are made
of silver. It suffers maximum damage from any fteack, and avoids it wherever possible.
However, if slain by such attacks, it is merelyagigated for the period of 12 hours, in which it
will reform. The White Wolf can only be permaneshain if the cursed cabin within the heart of
the domain is burned to the ground. Another wayhinlig to find the bodies of the druids who
cast the curse and lay them to rest (but that mieansg the freezing cold outside to find them,
whilst being hunted by the wolf..). The third aftative is to offer some sort of tribute to the
White Wolf to "pay" for the use of the wood - aie tonly thing | can think of in that matter is
for a PC/NPC to sacrifice themselves (perhapsrecaenated manifestation of the real owner
who has been with the PCs?).

Cold-wrought iron that passes through the Whitef\Wedls it for 2 hit points per strike. The
White Wolf also has the same immunities as othéead - being resistance to charm, sleep,
hold and death spells. Ice magic cast at the VWNibéf heals the beast for 1 hit point of damage
per HD of damage it would have caused.

Habitat/Society:

The White Wolf is not really a creature of undedui more a manifestation of the barren, cold
earth stripped by the accursed landowner, and miyethe will of the beasts and druids who
were slain. Its only goal is the destruction ofsaevho violate the woods, whether their use is
just or malicious.

Ecology:

The White Wolf is not a natural beast, and revirtgapor when slain.



Wifch Mare

By Stormonu

Prologue

Nimblethumbs awoke with a slight start. After thiéal disorientation of being roused from
deep sleep faded, he looked up beyond the craadimgpfire. The night was chill, and he could
see the cold wisps of his own breath before higgpgpearing into the icy mist surrounding the
campfire.

At the edge of his sight, surrounded by a whitebosrfrom the setting moon, a black steed
stood, its fiery eyes transfixed on him. It borgaddle of the blackest leather, studded with gold,
and its nostrils flared cold gouts of steam inte thifting mist about it. Each impatient stomp of
its hooves showered sparks across the damp gradd\enblethumbs felt a shiver of excitement
run down his back.

Nimblethumbs looked to comrades, each asleep arthengparking fire, dreaming blissfully.
Careful not to disturb his companions, he steppediad the camp towards the waiting steed.
His hand out, Nimblethumbs spoke soothingly tdtiree. It did not flinch or cast about, and he
lightly placed his hand on the great beast's foeehehen lightly took up the reins. As he stepped
to the side of the horse, he continued to speathsapwords.

This wasn't the first time he had seen the hordkeaedge of the camp. The first night, he had
attempted to awaken his comrades, but the horsistvaah before they saw it. He had tried to
drive it away the second night, but now it was begéin.

Nimblethumbs examined the saddle for signs whotrbgkhe owner of the horse. There were
no engraved letters as he had hoped, and there m@réentifying brands or other marks on the
horse's flanks.

"Well, big boy," Nimblethumbs stated, gazing ite horse's yellow eye, "let's see what your
game is, shall we?"

Without another word, Nimblethumbs lept astridesaddle. He had hardly grasped the reigns
when the horse suddenly turned from the camp, altddinto the woods, and heavy mist. As
the horse raced through the thick foliage, Nimhleths protected his face with one hand as
twigs and sharp thorns slashed at his face and b@dth his other hand he grasped the reins,
and fought against the horse's actions. Despitdialjerking against the reins, the horse neither
swerved nor slowed.

Finally, without warning, the foliage parted, arftethorse slowed to a canter. Pulling his
scraped and battered hand from his face, Nimbletiwwas faced with a sight that made his jaw
drop.

The fog had melted away, and so had the night.rBéfion rose the familiar shapes of a village
he thought he would never see again, the wisptaoklsmoke from the warm cottages rising in
the morning mist. He could not believe that evenstinange land of Barovia could shelter a
village so like his own.



As he closed to the small town, he stopped a pa$aimer, on his way out to the fields. "Excuse
me, kind sir, what village is this?"

The man put down his pack, laughing as he did\&thy'Nicholas," the man cried out in a
pleasant voice, the use of his own true name aagcNimblethumbs off-guard, "This is
Hommlet, don't you remember? Why Missy will betrgdad to see you back! Where have you
been?"

Nimblethumbs politely smiled, still wary and amaaedhere he now stood. He did step down
from the horse as the farmer continued. Still cauglshock, Nimblethumbs did not catch the
man's hame, or most of his talk. Finally, he maageburst out, "Is the old inn - The Welcome
Wench, still open?"

"Aye," the farmer replied, sensing the conversatoming to an end, "she's likely to just be
opening her doors now."

"Thanks," breathed Nimblethumbs, and continued towm.

As the farmer had stated, Nimblethumbs found theand stepped in after tying the horse
outside. The interior hadn't changed in the slightand it began to put Nimblethumbs at ease.
For the first time in so many months, Nimblethumubs able to sigh deeply and relax, free of
worry and concern. With a plate of hot food andtaobwine, the hour passed quietly for
Nimblethumbs. But as the fourth hour wound to aelthe sounds of agitated neighs and
whinnies bellowed from outside. Tossing the barkegpare for the meal and drink,
Nimblethumbs hurried outside.

He found the great black mare untethered, not nivaea a few feet from where he had tied it.
The horse whinnied and bucked, and Nimblethumbeféyr approached it, trying to calm it.
"What's wrong?" he kept asking it, grasping for tems.

Finally, the horse seemed to calm. Nimblethumbyspsie to the side of the horse, calming it with
soft strokes. As his hand brushed the saddle,lbe frieer sensation - almost like a command.
Before he could stop himself, he swung up ontsdkdle, and took the reins.

Like a shot, the horse bolted away from the towthn Wimblethumbs astride the back. The wind
raced in his face, and as he raced towards the mearoods, a sense of impending dread began
to creep over his heart. With a great bound, thecklhorse leapt into the dark woods with
abandon, as if hell itself were on the heels oskand rider. Again Nimblethumbs brought up
his arm to shield his face ...

And he awoke with a start as his companions nutigado wake. "Come on, sleepyhead,"
Norrick was stating, the grim companion standingrdvim, dressed, shaved and tightening his
shoulder belt.

"We've given you more than enough sleep this mgrhilealce was saying as she was scattering
the ashes of last night's fire.



Nimblethumbs ran his hand over his face. He fedusted, as if he had had no sleep through the
night. He looked to the far side of the camp, tenstthe nearby Slavich woods stood, like silent
and brooding sentinels. Had he dreamed the retomédf If it wasn't, would the horse return
again?

The Wifch Mare
nightmare

AC: -4

HD: 6+6

Hp: 48

Align: Neutral Evil

#Att: 3

Dam: 2d4+2/2d4+2/2d4

Powers:

Burning Hooves, Paralyzing Cloud, Empathic linkitter (save vs. spells at -2 or falls under
power of the Witch Mare for the night), Empathiaklito animals (can control wild or
domesticated animals, of up to 12 HD at one tinmainEBd animals recieve a save vs. spells to
avoid)

Per sonality/ Current Sketch:

The Witch Mare came to Ravenloft quite by accid@rtginally a creature of the outer planes,
the Witch Mare had gained the reputation as a gestitient messenger between the minions
of the lower planes. However, those who hired thieeNMare could rest in the assurance that
the beast would scour to the end of existance rtapbete its mission. The Witch Mare was held
in fear by the other nightmares who were aware, &bi it had no compuction to slay rival
message-carriers, and scoffed at those who bdlittemselves by becoming beasts of burden
for the overweight, egotistical fiends. While irethuter planes, it was hired by a Amnizu named
Par'Ziel to deliver a message to his baatezu masfat fiend named Lazzon, the latter who had
traveled to the Prime plane. The Witch Mare tradkarizon to the prime plane, only to discover
that the fiend had again traveled to another plander mysterious circumstances. Undeterred,
the Witch Mare continued its search, and was ewadgtiound its way into Ravenloft, unaware
of the true nature of the plane, and believing tizetizon had traveled there.

To the Witch Mare's horror, it could neither fimdde of Lazzon, nor a means of escaping the
plane. For many years, the Witch Mare travelledréa@m of Ravenloft, seeking means to escape
the plane, and desperately seeking word of thditmtaf Lazzon. It began to reason that if it

had so much trouble to escape Ravenloft, that Laremuld likely be trapped as well, and pay a
handsome reward for both the message and a meassayfe.

Although the Witch Mare has not been able to fimd4on, or been able to escape Ravenloft
entirely, it apparently has found a way to find parary release. The Witch Mare has discovered
that if it links up with a mortal being, it can epe with the rider from the mists of Ravenloft for
up to four hours. Where the rider and mount araigeords to the whim of the rider. However, as
time passes, the Witch Mare is able to effect namek more control over the rider's mind, and



will begin to direct the rider to go where it wantgavelling in search of Lazzon. The Witch
Mare firmly believes that if it is able to deliviegs message to Lazzon, it will be able to freelfitse
of the grip of Ravenloft forever.

The Witch Mare will appear to a single (preferalliyman during the dark hours of night. The
Witch Mare prefers those of questionable morald,vaifi avoid groups at all costs. It is also
persistant. It will attempt to coax a potentiakerido mount it by appearing to that individual for
five nights. If the potential rider mounts the skedaof the horse on any of the five nights he is
visited, the two bond until the death of either on¢he other (though the character can still
attempt to resist riding the Witch Mare). Furtheaich night the potential victim must make a
saving throw vs. spells at -2 to resist the empathll of the mount. If the rider can resist forefi
nights, the Witch Mare will leave, and seek othateptial canidates.

If a rider mounts the saddle of the Witch Mare, ibese leaps off, and uses its magical Plane
Shift ability to transport the character to a degilocation on any plane (including other places
within Ravenloft, the inner planes, the Prime oteoylanes). The rider may remain up to four
hours before the Witch Mare must return. The charanay attempt to resist the empathic call
to return, but must successfully save vs. spelg & do so. If the rider returns with the Witch
Mare to Ravenloft, he loses 1 point of Constitutimm the aurdors of the ride (Constitution can
be regained at the rate of 1 point per day themiogsts in bed, and does not ride the Witch
Mare). If the Witch Mare is forced to return with@urider, the Witch Mare loses 4 hit points.
From that point on, the Witch Mare will attemptitoe the character back, returning each
following day, so it may regain the damage it taftesegains all lost hit points upon the return

of the character to Ravenloft). This means thatdharacter manages to ride the Witch Mare out
of Ravenloft, and resists returning for 16 days,\ttitch Mare will die, and the character will

be, for the most part, free of the clutches of Réofe (but this is the DM's decision if this escape
is final, and the other PCs will still be trappedtbe Demi-Plane...). Conversely, if a character
drops to 0 Constitution, he returns from the ridd ahortly thereafter dies of exaustion (perhaps
never awakening from his "pleasant dream").

Further, for each trip that the rider makes, theethe stays at his chosen destination shortens by
20 minutes. At that point, the Witch Mare attenptsirge the character back, and uses the
remaining time to search for Lazzon. Those whaostesust save vs. spells at -2 every 20
minutes they are near the horse. Those who faitmdb the saddle under the mental domination
of the the Witch Mare, allowing it to search forzzan until the four hours elapse. If the
character continues to resist, the horse contiattempts until the four hour limit is reached,

then is forced to return, with or without rider.

If a character manages to resist riding the Witardvany night he is Ravenloft, the Witch Mare
invades his dreams, riddling the night's sleep Wifrid nightmares - nightmares intended to
make the character want to return to "home" to khieings out. The character suffers the effects
as if he were being affected by tHB[@vel Wizard spell, Nightmare (reverse castin@pogam).

If others attempt to drive off the Witch Mare afiehas bonded to a PC, the Witch Mare
becomes extremely aggressive, and may even ch&rgeaPnight. During the day, it will use it's
empathic powers to turn wild beasts - even domatstitones (though trained animals recieve a



save vs. spells to resist) - into vessels ofé&nge, trying to badly injure, kill or incapitate
those who may be keeping the rider and the WitcheMapart.



Frequency:
Diet:

Activity Cycle:
MV:

AC:

HD:

# Attacks:
Damage/Attack:
Special Attacks:

Special Defenses:

Stats:

Size:

PSPs:

Ecology Quirks:

Background

Wolfen

By R. Sweeney

Presumed Rare
Carnivore, blood preferred

Nocturnal
18 with bursts of speed up to 24 for 1 roundiétnrest for 1 turn before
can sprint again)
Human: 15 sprint to 18
5 w/ adjustments for high Dex
Human: Ac 10 w/adjustments for High Dex
2+2 and as Character Level (special)

1 (bite)

1-4 + blood drain.

Psionics/Magic
Blood Drain (Weak Enthrall)
Music/bardic skills
Possible Character Class

1 to AC if able to move (duspeed)

Surprise/surprised as per an elven ranger
Human and Wolf forms (See below)
Possible Demihuman abilities

-1 to Str, +1 to Dex, -1 to Con, -1 to Wisto Int, +2 to Chr
(Max 19 in any stat)

MorS

Can hold 10 PSPs per level or HD whichevgreiater
3 required for mating (special, betow)

The origins of the Wolfen are in some degree okutainty. They appear to be a variant of
Vampyre descended from Wolfwere stock. Those few laow of them suspect either:

- A Dhampire contracted Lycanthropy.

- A wolfwere mated with a Vampyre.

- Some sick wizard was mucking with reality again.

Appearance

Wolfen appear as thin, long legged wolves odd dulky to their retractable claws (much like a
cat). They leap or spring with great ease, cleatihg 15 ft leaps without much concern while in
Wolf form. They possess a keen night vision (3xi}, fo infravision. Still, it is said that drinking
the fluid of a Wolfen's eyes will grant their gdt night vision to the imbiber. (However, the
person drinking of their eye fluid will suffer -2 hit and saves in areas of bright illumination;
the effects last for 2 hours.)



Combat

Wolfen normally attack with a bite. Their salivashenti-coagulant properties, which enables
them to drain 1-4 points of blood per round. Aidost hps and every 10 thereafter of draining,
the victim must save vs. wands or lose a pointrehgth. After every 10 points of damage, they
must save vs wands or lose a point of constitution.

A wolfen's bite causes mild enrapture, the effegakening the victims' resolve to fight. Those
bitten must make a wisdom check at -1 per rounteetling' or fall into a complacent coma
from which they may return with time if the Wolfaows them to live. The bite of a wolfen
eases fears and calms hearts. Some say an exttheirsalvia can be drunk to give courage.
This is incorrect. The Saliva reduced the victimseeral fight or flight responses, robbing him
of adrenaline strength to fight. It in no way ilistcourage, rather it simply calms the nerves
(and there are other negative side effects as.wek. below). To be bitten by a wolfen is not to
feel drug like euphoria, but rather to feel no paio fears, no worries, a sense of calm. A light
lulling trance and feeling of peace. During thiedi, one's senses heighten and the enraptured
sees, hears, and smells everything around thenfimtée detail.

The emotionally distraught may become dependetth@mvolfen's feedings to escape their fears
or worries .. much like one would take to the leotd seek solace. Most people do not grow
addicted. Eventually, the senses will return teséhbitten. Some may experience a madness
check as they remember the loss of will to fight.

Fear, as an element, cannot be so easily banishthe avolfen's special bite seems to imply..
simply held back for a period of time. Within 30mates of being fed upon, full ability to feel
fear returns and the victim is overload. For thetr2d hours (or until they make or fail an honest
fear check, whichever is the lesser) they are -dlbsaves vs. Fear. During this time, they may
welcome the visitation of another wolfen to stop timreasoning fear of everything.

For every point of blood the wolfen drains, theyngane PSP. Wolfen with Wild Talents can use
these powers. This is the only way wolfen regaiP&3iowever, and being low on PSPs feels
like being hungry to the poor wolfen. 10 PSPs drdiby a spell using wolfen can be used to cast
one level of spells. Thus a wolfen mage (or clate) has just drained 20 points of blood can
cast 2 first level spells or one second level sg@sisuming he is of level to cast a second level
spell). Wolfen mages (or clerics) don't ‘forgeé€ittspells, but they must drink blood to gain the
power to cast them. All wolfen can heal one poirdamage per 25 points of blood drained.

Such healing happens instantly. Alternately, thdféviocan expend 25 PSPs to double their
normal rate of healing for the next 24 hours. (Tfulisbed rest heals 6 points of damage.)

Psionics/ Magic:
Wolfen have no psionic or magical skills unlessytteke an appropriate character class.

Music/Bardic Skills:

All Wolfen have a natural skill for music, actirtheatrics, or arts. In wolfen form, their howls
can ‘alter reactions' as a bard of their level Dr(the greater). Their howling in combat inspires
themselves and their fellows as per a bardic iesgfiect from a bard of level equal to their
HD/Class Level. (Three rounds of howling are reeditut the wolves can fight during this time



with no penalties.) Unlike a bard, they can alsoad® to reverse this effect and shake the
opponent's morale. A save applies as per bardés t@actions' ability. Failure allows the wolfen
to force reversed affects of a bard's inspiratiquoaVer to affect those hearing (range is as per the
bard's inspire ability).

Thus, when acting in group the wolfen normally héefore combat for three rounds, hiding in
the bushes or out of sight, stalking and spookiagy forey. The wolfen will be +1 to hit, +1 to
save, and +2 to morale. (As will any on their sidé)e enemy will be -1 to hit, -1 to save, and -2
to morale unless they save. (A separate save &br eféect.)

Human Form:

In Human form, they are skilled singers, actorsgl ariists. They can alter reactions and inspire
as a bard of their level would. Wolfen who are lsaadd +4 to their effective level when using
their alter reactions and inspire abilities. Thap cse the inverted powers as well.. but this
requires conversation with the target. Note: thaynot fight and inspire at the same time as they
can in wolf form.

Reproduction/Ecology

The Wolfen have an unusual reproductive cycle. &lare needed for reproduction, 2 wolfen

and one demihuman.

1) Male mates with a female wolfen and then witiuenanoid female. Humanoid female's child
will be born a wolfen in it's human form. The hunfarm will be almost identical in appearance
to the mother and female.

2) Male mates with a female wolfen. The female thextes with a humanoid male. The wolfen
woman gets pregnant and bears a child that vesgljlaesembles the humanoid male she mated
with and will always be male.

Sex based differences:

Males are hardier: +1 con.

Females are swifter: +1 mv and +1 dex.

The wolfen will gain all advantages and weaknes$dise demihuman their parent mated with.
Thus an elven wolfen is possible .. as is a dwaoren Both are extremely unlikely due to the
scarcity of demi humans in Ravenloft, but the wolfieay actively seek out these unique races.

The Phenotype of the person mated with becomesuitman form of the wolfen's offspring.
However, there are penalties. Once per year (ahsrmam) the wolfen will be drawn to feed
upon a member of his or her phenotypic stock @dtl@0 pts). The blood of their phenotypic
stock will be greatly preferred over all others/(gg double the PSPs of other types of blood.)

Diet

Wolfen can subsist on a diet of only blood (reaqugrno water if enough blood is present) but
they lose 10 PSPs per day just by living. Thus goomweak Wolfen must feed regularly.
However, if they begin to fall below 50% PSP capacthey will have to eat meat to make up
for the lack. In human form, they can eat vegewtdet find them unpleasant and not very
nourishing. They do not gain PSPs from meat, oldgdh They do not regain PSPs via sleep..
only blood.



Odd types of blood:

Phenotype blood: (blood of their apparent species): 2x PSPs

Note: Failure to consume 10 pts of blood from plgp® each year results in -1 con. This is
permanent, painful, and cannot be regained by asgnsiother than great magic.

Werewolf or Wolfwere blood: 3x PSPs.

Vampire: 4x PSPs.

Vampire of Phenotype: 5x PSPs.

(Thus a wolfen with a stash of vampire blood iroéle can be quite potent!)

Wolfen PC

Wolfen easily could be a PC race, since they asggded to use 'character levels' like humans
do. In fact, their ability to progress in levelsaimoung their greatest power when you come right
down to it.

As a PC, however, | fully expect the Player to ptdg the odd personality of the Wolfen ..
namely, they are much like the Tremere of VampgieeNMasquerade. The love beauty and pretty
things especialy art in all its forms and musicthis respect, they would get alongwell with the
Wolfweres of Kartakass. However the latter far tiyge them in raw power, at least at the
beginning. With levels, the Wolfen can become actmé&br the Theranthropes.

Meanwhile, the Wolfen have a peculiar idea aboeir ttiiet. The average man has 5 pints of
blood.. however in a first level warrior, theseibtp hold the life essence of only 10hps. But in a
17th level warrior, the 5 pints of blood could heltheady life essence of 125 hps. Thus, the
Wolfen become something of snobs and connoseurs wkheme to the blood they drink. They
can drink any blood, even that of animals, butltfo®d of truly powerful creatures excites
them.. much like a fine aged single malt scotch.

But, as you will note then, a Greater Wolfwere,g@ssing 80 hps for 5 pts of blood, also grants
a heady triple power blood: 160 pts per 5 quartsydu can see, then, Wolfewve werewolves
and wolfweres. But not in the kinda way that matkese others comfortable....

Wolfen retain more beastial minds, more emotioess Irational (reflected in their -1 to Int and
Wis) but they are not stupid... well not most adrth They can cooperate with the Wolfweres of
Kartakass for personal gain and love of music. éagsince both Wolfweres and Wolfen are
accomplished performers they may just draw togdihsed on that. However the Wolfweres
would remain just a bit leery of the Wolfen all theme. Still, while working together they could
probably make truly heart wrenching music.

Thus, the PC Wolfen should choose some snottyidétit about what kind and types of blood he
or she prefers (the blood of young women, childvegryriors, wizards etc.) and they will allways
lust for the more ‘powerful’ sources of blood. (htglevels over lower levels). Wolfen have
learned to make a 'blood wine' (like the drow)ttwes blood of their victims until they need it.
Such bottles should be treated with reverence esykct by the wolfen if, say, it contains the
blood of a patriarch vampire of their phenotyp@Qhps x 5 = 500 blood points). So great



would their reverence be for such a bottle of ‘Wihat their moral goes up by 5 when protecting
it and they are +1 to hit and damage.

Note: Wolfen do not contract lycanthropy. Nor become vaegfrom drinking vampire blood.



