Things to Know About Gnolls

Nomads, both geographically and socially, always seeking conditions most advantageous to themselves
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GNOLL

Gnolls travel and live in rapacious bands of loose organization, with the largest dominating the rest.  These bands recognize no other gnoll as supreme, but they do not necessarily dislike other bands, and on occasion two or more such groups will join together briefly in order to fight, raid, loot, or similarly have greater chance of success against some common foe or potential victim.  They are adaptable and inhabit nearly any area save those that are arctic and/or arid.  They have a so-called king, very powerful personally and with double normal-sized following, but his authority extends only as far as his reach.

For every 20 gnolls encountered there will be a leader-type with 16 hit points (attacks as a 3 hit dice creature).  

If 100 or more of these creatures are encountered there will be the following additional gnolls with the band:  a chieftain (armor class 3, 22 hit points, attack as a 4 hit dice creature and does 4-10 hit points damage/attack) and 2-12 guards (armor class 4, 20 hit points, attack as 3 hit dice monsters, and do 3-9 hit points of damage).  

If gnolls are encountered in their lair there will always be a chieftain there, and there will be from 5-20 guards with him.  The lair will also contain females and young equal to 50% and 200% respectively of the number of males present.

Gnolls are nomadic 85% of the time, but occasionally (15%) they will take up residence in an abandoned (or cleared) village or building of some sort.  In the latter case they are 30% likely to have many undead, primarily ghouls and ghasts, living with them and acting as guards.  Gnolls are quite likely (65%) to have 4-16 hyenas (80%) or 2-12 hyaenodons (20%) as pets and guards.  They always have a number of captives (humanoid or beast) for food or slave labor (1 per 10 gnolls is minimum).

Gnolls employ a great variety of weapons, all carry spears, and a typical force will have the following percentages:  


Great Bow





15%


Pole Arm





35%


Two-Handed Fail (treat as two-handed sword)
15%


Battle Axe





20%


Morning Star





15%

Gnolls will generally be on friendly terms with any neighboring race – provided the weaker types are not very much weaker in numbers and the gnolls are collectively about equal in strength to the stronger monsters.

Gnolls are strong, but they dislike work and they are not good miners.  They have Extended Senses (provides sensory input sufficient for optimal operations, at 60’ range).  They speak their racial tongue, and often (60%) that of neighboring races.

Description:  There is a great resemblance between gnolls and hyenas.  Gnolls have greenish gray skins, darker near the muzzle, with reddish gray to dull yellow mane.  Eyes are dull black and nails are amber colored.  Their armor is of horn, metal plates, and leather; like their fur capes and vests, it is shabby, and the latter are moth-eaten and dingy, being brown, black or grayish pelts. Gnolls have short life spans – 35 years being average.

Monster Manual I; Changed 85% subterranean for 85% nomadic; Listed Infravision as Extended Senses; changed undead to being with them if they are in ruins and hyena if they are nomadic; removed reference to alignment tongue; gave them 60% chance of knowing the languages of any neighboring race not just orc or hobgoblin.  Changed weapons from all having swords to all having spears + indicated weapons.

Terrain

Gnolls are naturally inclined towards roaming open expanses of grassland.  They are however able to adapt reasonably well to steppe and tundra, provided that large game animals exist in sufficient numbers.

Weather 

Although gnolls have a very utilitarian coat of fur they are susceptible to severe weather.  If gnolls are found in areas that experience periodic severe weather they will frequently have well established underground dens.  These retreats will be used as emergency shelters or semi-permanent bases and as refuge against seasonal extremes of weather.

Disasters 

Although they build no permanent communities and live a nomadic lifestyle, they avoid areas prone to disasters whenever possible.  Such areas are not suitable for the development of the animals or sentient life upon which they prey and therefore are less suitable as hunting grounds. 

Government 

The basic unit of gnoll society is the band.  Each band of gnolls is formed into a loose hierarchy from the largest and strongest to the “weakest”.  “Weakest” in gnoll society is a bit of a misnomer, as there is very little deviation between the personal power of the biggest warrior in a gnoll band and that of the weakest.  Bands of gnolls are composed of accepted equals sharing respect for one another’s abilities.  To join a band a gnoll, one must prove himself worthy of the privilege.  Those gnolls that pass these tests are accepted into the band.  Gnolls that fail are driven away to find other less worthy companions, to fend for themselves, or to die.  To the band it matters little, even to the individual’s parents, if they still live.

Decisions are based on group consensus.  Dissenting gnolls may either follow the will of the group or leave.  If they choose to leave under these terms they are often accepted back into the band with neither fanfare nor ill will at a later date.

Population & Demographics 

Males generally outnumber females 2 to 1.  There are normally 4 young gnoll for every female in the group.

Females are fully equal members of the band and must pass the same rigorous tests as the males to become members.  Because of this, most females in the band tend to be slightly larger, stronger, and possibly even more aggressive then their male counterparts.  This is necessary for them to be accepted by the group, fulfill their obligations to the band, and provide for their young.

Capital & Commodities 

Nomadic hunters, gnolls frequently trade in leathers, furs, pottery, horn and bone tools and weapons, and ornamental jewelry made from available materials.  They herd sentients or animals for a lunch on the hoof.

Technology (stone/bronze/iron/steel/mithral) 

Gnolls typically remain at Stone Age technology though some advanced tribes with ready access to metals may develop rudimentary bronze technology.

Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/hi-lv/artifact) 

There is very little magic in gnoll society.  Most gnoll have superstitions about magic.  The exceptions to this rule are spells and particularly alchemy related to necromancy animation.  Yeenoghu’s special relationship with the Lord of Ghouls and the gnolls reflective association with undead gives them relatively easy access to the necromancy animation class of magic and a uniquely pleasant and familiar association with undead of any sort, particularly to ghouls and ghasts.

Offensive Tactics

The favorite tactics of gnolls are typical of pack hunters.  They favor attacking weak targets, especially the old, sick, young, or wounded.  They gradually surround their victims forcing them to expend energy to defend against one type of attack or from one direction and then another until they are slowly cut to pieces.  These tactics are applied to game, individuals, homesteads, villages, or armies.

Defenses (none/militia/warrior/fort/castle) 

Early detection followed by swift retreat is the normal defensive reaction of a band of gnolls, when discretion is decided to be the better part of valor.

Taxes, Tariffs & Tithes

Larger or more powerful bands receive tribute from smaller or weaker tribes when they encounter one another.  This tribute is given in order to avoid unnecessary hostilities of inter-band warfare that would only end up weakening both bands to no useful purpose.  Likewise a more powerful gnoll may be given special courtesy or gifts to avoid unproductive confrontations.  Typically such exchanges are more for form than substance.  If the exchanges ever became more costly then the value of association, the gnoll(s) would simply chose to avoid the confrontation and leave the area.

Tithing is common to appease the spirits of their ancestors.  More plainly, they animate their dead and then provide them with their leavings which both sides find to be an amicable agreement.  The undead will often rise up to protect the living members of their band if they are near.  In the absence of such tithing of course the undead grow restless, so the removal of a band of gnolls often leads to the rise of very unhappy and hungry dead.

Cycle of activity (day, night, anytime)

Fully adaptable to day or night, gnolls are active during the periods of their prey’s inactivity.  Often this means that they are most active at night.

Food

Carnivorous by nature gnolls prefer meat and meat alone.  Preferably the meat should be raw or from still struggling prey.  Despite this preference they are quite capable of eating meat that is old, even rotting.  Their strong jaws are well suited for crunching bone, gnawing leather, and their stomachs are capable of processing virtually any animal bi-product no matter how disgusting. 

Social order (distribution of wealth, castes, responsibilities, hunting male vs gathering female)

With only minor variation, all gnolls of a band are of approximately the same social standing and personal power.  Those unable to live up to the measure of the band leave, of their own free will, to avoid even the potential for bullying or uneven treatment.

Bands form and reform constantly with any given gnoll possibly able to claim membership in multiple bands simultaneously.

Males and females are equals.  They each hunt, fight, and defend their territory together male and female alike.

Young are given privileges and rights within the tribe equal to their ability to take on an adult’s role.  Very young children are protected and provided for by their mothers.  Often relatively non-combat “weak” mother bands form with all their various children in tow.  These last as long as it takes a mother’s child to grow sufficiently to hold his own in a better, more prosperous, band.

Marriage and Family 

Much as they avoid any lasting commitments to a band, individual gnolls form no lasting marital bonds between one another.  Mutual consent (or not if there is a substantial difference in personal power between them) is the only requirement for mating.

Mothers raise their young exclusively and spend as short a time as possible in doing so.  Young gnolls are abandoned to fend for themselves at or slightly before the age of 7.  The young from a litter will commonly form their own mini-band for mutual benefit until they are able to achieve better prospects.

Civilization (barbaric, tribal, nomadic,...) 

Societies of gnoll wander in uncivilized nomadic bands.

Law (anarchy/.../martial) & Crime rate (% chance of being victim) 

The only law in gnoll society is that the weak will be taken advantage of.  This is why bands of gnolls are composed of members so relatively equal in strength.

Alignment (lawful/neutral/chaotic, good/neutral/evil) 

A culture of Chaotic Evil beings, gnolls look out for number one.  Society for them exists because of the advantages that exist for the individual in a band.  If the disadvantages outweigh the advantages for an individual, that individual will move on until he finds a place or group more suitable to his tastes.

It should be noted that gnolls kill because they are hungry, are protecting their territory, or need something that a weaker individual or group has, the same basic motivations of any society.  Yes they are evil, but they aren’t necessarily vicious, cruel, or badly disposed to others.

Neighbors

Gnolls make excellent fair weather friends with most any group that will accept them.  Orcs, goblins, and many other races find that as long as they are of relatively equal strength or more preferably stronger than the gnolls in the area, gnolls take a relatively friendly and accepting posture.  

Unlike virtually any other race, gnolls freely accept as full member into their society any individual who passes the same tests that would be required of any new gnoll desiring to join their band.  Thus in some areas, a band of “gnoll” may easily include virtually any race or monsters roughly equal in personal power to the gnolls of the group.

Weaker neighbors of course often miss this friendly aspect of interacting with gnolls and are commonly hunted as prey animals and treated much like gnolls view buffalo or elk.

Non-Weapon Proficiencies

Although lacking refinements, gnolls have a surprisingly wide range of non-weapon proficiencies from all categories.  Virtually any NWP, excluding those expressly utilizing technology may be found in a gnoll community.  The exact grouping of NWP available varies mostly by location and usefulness in the environments the gnolls inhabit.  Individuals have a tendency towards being Jacks-of-all-trades and masters of none.

Appendix A:  

MMI, FF, MMII or issue as appropriate with stats and info

	
	Gnolls
	Flinds

	Frequency:
	Uncommon
	Rare
 

	No. Appearing:
	20-200
	2-24

	Armor Class:
	5
	5

	Move:
	9''
	12”

	Hit Dice:
	2
	2+3

	% in Lair:
	20%
	20%

	Treasure Type:
	Individuals L, M; D, Q (x5), S in Lair
	A

	No. of Attacks:
	1
	1

	Damage/Attack:
	2-8 or by weapon type
	1-6+1-4+disarm

	Special Attacks:
	Nil
	Disarming

	Special Defenses:
	Nil
	Nil

	Magic Resistance:
	Standard
	Standard

	Intelligence:
	Low to average
	Average

	Alignment:
	Chaotic Evil
	Chaotic Evil

	Size:
	L (7'+ Tall)
	M (6.5’ tall)

	Psionic Ability:
	Nil MMI
	Nil FF


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	5
	No
	9
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	2
	8
	Unlimited

	Listed limitations may be used in place of listed information for 'leaders' or other 'special' individuals typical of this culture if the individuals are determined by the DM to be advanceable.



	Exceptional or unique figures, equaling <1% of a population, are not restricted to these limitations.


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Gnoll
	12-18
	3-17
	3-14
	14-19
	8-18
	3-14


Gnolls have an average/normal range of ability scores as follows:

· Strength:  average 16, with a normal range of 15-17.

· Intelligence:  average 8, with a normal range of 3-12.

· Wisdom:  average 9, with a normal range of 5-12.

· Constitution: average of 16, with a normal range of 15-17.

· Dexterity:  average of 12, with a normal range of 11-14.

· Charisma:  average of 6, with a normal range of 3-10.

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Gnoll
	84"+
	1-12
	1-8
	84”+
	2-12
	1-6


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Gnoll
	250 lbs
	3-30
	2-24
	260 lbs
	3-36
	2-20


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Gnoll
	7-10
	11-20
	21-25
	26-35
	36-45


Appendix B:  The gods of the Gnoll

YEENOGHU
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Demon Lord of Gnolls

ARMOR CLASS: -5

MOVE: 18”

HIT POINTS: 100

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 3-18+ special

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +1 or better weapon to hit

MAGIC RESISTANCE: 80%

SIZE: L (12’ tall)

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: Chaotic evil (gnolls & flind)

SYMBOL: Triple Flail

PLANE: Abyss

CLERIC/DRUID: 9th level Cleric (necromancy animation only)

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 12th level Assassin

MONK/BARD: Nil

PSIONIC ABILITY: 30th level Attack/Defense Modes (ALL/ALL)

S: 22 (+4, +10) I: 16 W: 9 D: 19 C: 19 CH: 19

Amongst the ranks of demon princes, Yeenoghu is one of the most powerful and most feared.  There will normally be 66 gnolls of the strongest sort (14-16 hit points each) in attendance upon Yeenoghu, and if he is alone he can summon from 6-66 in one turn. As this demon prince also receives homage from the King of Ghouls, he can similarly summon from 6-16 ghouls if he so desires.  He typically carriers his dreaded flail, a weapon 7’ long, with three chains of adamantite, each bearing a spiked ball.  When he strikes with this weapon each of the balls is rolled for to determine if it scored a hit, for each does different things:  

#1:  Scores 3-18 points of damage

#2:  If a hit is scored the saving throw versus wands must be made or the victim is paralyzed

#2:  If a hit is scored the saving throw versus magic must be made or the victim is confused (as per the spell)  

Yeenoghu speaks all the “giant class” languages, as well as the common tongue.  He can also telepathically project his speech to any single creature, but he cannot thereby influence them other than by the persuasiveness of his speech.  He sees into the ethereal and astral planes.  Yeenoghu is able to use any of the following magical powers, one per melee round:  darkness (10’ radius); magic missile (3/day, 6 missiles/cast), each doing 2-8 points of damage and having a +2 to hit; detect magic, read magic, read languages, detect invisible objects invisibility, fly, hold person, dispel magic (equal to a 20th level magic-use), suggestion, polymorph self, fear (as a fear wand), teleport, telekinese 10,000 gold piece weight, transmute rock to mud, mass charm, and gate in type I demons (once/day, 80% chance for from 2-5).

Description:  Yeenoghu resembles a human in general form, but only at first glance.  His head is that of a hyena, his chest is canine in form, his hands are paw-like, and his feet are pawed.  Yeenohgu is thin to the point of being skeletal, and his only body hair is a mangy crest of putrid yellow from his head to his mid-back.  Yeenoghu’s skin is a dead greay in color, and it is smooth.  His eyes are lambent amber and large.

Excerpted from Deities and Demigods:

Gnolls worship the Demon Prince Yeenoghu.  Gnoll shamans compel worship of Yeenoghu through fear of the god’s wrath should he be slighted.  Yeenoghu’s symbol is his triple flail, and all of his shamans wield similar (though non-magical) weapons.  Gnoll shamans can advance up to the 5th level of clerical ability.

Kiaransalee

King of Ghouls, the Vengeful shoosuvas

Demigod

ARMOR CLASS: -2
MOVE: 15”/24”
HIT POINTS: 144
NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 5-9 (dagger +4) 

SPECIAL ATTACKS: One extra necromancy spell per spell level normally allowed.

SPECIAL DEFENSES: Immune to poisons, death magic, special attack forms from undead, and has permanent free action. 

MAGIC RESISTANCE: 65% 

SIZE: M (5’6” tall)
ALIGNMENT: CE
WORSHIPER’S ALIGN: 

SYMBOL: Gnoll hand with mithral claws
PLANE: 

CLERIC/DRUID: 23rd level Cleric
FIGHTER: Nil
MAGIC-USER/ILLUSIONIST: 25th level Magic User
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: 

S: 13 I:  23 W: 18 D: 21 C: 18 CH: 22 

Kiaransalee (KEE-uh-RAN-sa-lee) is the gnoll deity of both vengeance and the undead. He is called upon by those seeking retribution, the dark arts, or to prolong life. Although the King of Ghouls has historically demonstrated relatively little interest in the living he performs unholy experiments in secret raising an army of undead to exact his vengeance. 
Kiaransalee’s lair is cold, with thin air, and a black, moonlit sky known as the Belly of Death.  

The King of Ghouls is cruel, twisted, and consumed by thoughts of vengeance. Kiaransalee descended into madness long ago, but he retains his twisted cunning and clear recollection of every slight or insult done to him - real or imagined. He is swift to anger and he schemes dark revenges against all who have wronged him. Kiaransalee prefers the company of the undead, whom he can manipulate at will. He prefers to solve problems himself rather than trust someone else to do justice to his vision.
Kiaransalee appears as a powerful gnoll with mithril claws and battered armor. He favors spells from the spheres of all, chaos, healing (reversed only), necromantic, and sun (darkness-creating reversed spells), and the school of necromancy, but he can cast spells from any sphere or school (including illusion/phantasm and enchantment/charm).

Kiaransalee wields Cold Heart, a curved dagger +4 that continuously drips acid, inflicting ld4 points of acid damage for ld4 rounds after a successful attack. Curative spells end this additional damage. When he wishes, Kiaransalee wears the Mantle of Nightmares, a suit of battered armor made from rattling bones that causes fear in all living creatures that hear it, requiring a successful magic resistance check or a successful saving throw vs. paralyzation with a -4 penalty to avoid its effects. The King of Ghouls sometimes loans the mantle to favored worshipers for short periods of time.
In any given round Kiaransalee can command absolute loyalty from any undead creature within 100 yards that is not of semi-divine or divine status, and he can animate any corpse he touches. (Typically he can animate 10 corpses per round if they are placed close together.) If he forgoes his melee attack in a round, he can make two spell casting attacks in a round.

He can charm person at will and can keep up to 66 Hit Dice or levels of creatures charmed at any one time. Opponents have a penalty of -4 to their saving throws when saving against his spells from the necromantic sphere or the school or necromancy. He is immune to spells from the school or illusion/phantasm. He can only be struck by +1 or better magical weapons.
Other Manifestations

Kiaransalee rarely manifests, preferring to husband his personal power and work indirectly through the actions of his servants. When he does manifest, however, the King of Ghouls uses one of three forms. 
Kiaransalee's favorite form is to cause a skull to rise up several feet above the ground and rapidly whirl about for several seconds. When the skull stops rotating, it bears the visage of a terrifying gnoll. The god then addresses those present (typically communicating a cryptic bit of information), threatens vengeance for some insult or slight, or simply utters a maniacal laugh. The skull then vanishes, or if Kiaransalee wishes, utters a wail of the banshee (as the 9th-level wizard spell) and then disappears. 

Kiaransalee sometimes manifests as a dry, chuckling laughter tinged with madness coupled with the distinct sensation that someone has stepped on the grave of every creature hearing his mad chortle. This effect reduces the Wisdom and Constitution ability scores of everyone present by ld4 points for the next 24 hours and duplicates the effects of a fear spell. Since there is no obvious threat present, however, those who hear the god's laughter flee in a random direction, as adjudicated by the DM.
The most terrifying manifestation always comes without warning. This manifestation only occurs while the target is standing on soil at least 6 feet deep (in other words, ground that could conceivably be dug up to serve as a grave). A pair of giant skeletal hands burst forth from the ground and drag the unfortunate victim into the earth in the blink of an eye. The victim is dragged 6 feet under the ground and held as if by a sink incantation (identical to the 8th-level wizard spell). If Kiaransalee is feeling generous, the effect ends after 4 turns, and the subject is forcibly expelled from the ground. If the victim has slighted or insulted the Vengeful Shoosuvas, however, the victim remains imprisoned until rescued by comrades (assuming they have the means and opportunity to do so). In either case, after being freed the victim has a -4 penalty to all saving throws vs. death magic for the next year.

Kiaransalee commonly acts through the appearance or presence of shoosuvas, apparitions, coffer corpses, crawling claws, crimson deaths, ghasts, ghosts, ghouls, haunts, heucuva, phantoms, quasits, revenants, shadow demons, shadows, sheet ghouls, sheet phantoms, skeletons, spectres, wights, wraiths, vampires, yeth hounds, and zombies. The King of Ghouls shows his favor through the discovery of chalcedony, chrysoberyl, chrysocolla, epidote, irtios, ivory, king's tears, meerschaum, moonbars, samarskite, silkstone, tomb jade and his displeasure through the discovery of skulls that split cleanly into two pieces and bones that collapse into dust when touched.

All priests of Kiaransalee receive religion (gnoll) and reading/writing (gnoll) as bonus non-weapon proficiencies. They also command undead as if they were two levels higher then their current level.

Kiaransalee and his followers are little known, even among the gnolls themselves. Even those who learn of his existence usually assume he is simply some sort of lich with delusions of godhood. Outside the Tartarus, Kiaransalee is almost wholly unknown, aside from a few reclusive sages. 
Kiaransalee is worshiped in solitary secrecy in simple shrines hidden away from prying eyes. Such shrines are simple affairs but always include a ritual dagger adorned with carved depictions of the dead rising up to take their revenge on the living. To venerate the King of Ghouls, a priest of Kiaransalee simply provides a tribute of carrion to the ancestors of his tribe.  According to legend, if his priests are disturbed while so engaged, Kiaransalee grants him the powers of a shoosuvas for the next 24 hours. Chapels to Kiaransalee are typically small caves in which the skulls and bones of countless long-dead gnoll ancestors have been partially absorbed by the walls, roof, or floor of the cavern. Kiaransalee is said to guide small bands of worshipers to such sites far from the prying eyes where they can worship in secret and plot their vengeance on their enemies.
As one might expect, many of Kiaransalee's faithful are transformed into undead servitors either by their own hands, by the hands of other priests, or – in very rare cases - by the hand of the goddess himself. High-ranking priests may become ghouls, ghasts, shoosuvas, or - if truly favored - Kiaranshoosuvee. (Kiaranshoosuvee are shoosuvas who retain the abilities they had in life.)
Dogma: Cruel vengeance will be exacted on those who harm the descendants of Kiaransalee who honor their ancestors. Hunt, slay, and consume those that harm the family of Kiaransalee.  Answer any slight a thousand-fold so that all may know the coming power of Kiaransalee.
Day-to-Day Activities: Kiaransalee's priests are rare, secretive, and usually found in the strongest gnoll bands. They are agents of vengeance, plotting revenge on those who have slain, harmed, or insulted the family of Kiaransalee in any way. They also regularly go out on missions to battlefields to acquire corpses for animation or to speak to the corpses of the recently buried. 
Holy Days/Important Ceremonies : While each priest performs a handful of minor devotions to Kiaransalee every month, they venerate the King of Ghouls on a single annual holy day - the Grave-rending - celebrated each Midwinter Eve. The Grave-rending is celebrated individually, with each priest animating as many undead creatures as he can. All such undead - known as the Vengeance Hunters - are consumed with thoughts of revenge against their killers and can unerringly seek them out over the next 24 hours. Vengeance Hunters return to their graves, if possible, once 24 hours have passed since their animation or once they have exacted their revenge.

Priestly Vestments: The church of Kiaransalee favors battered black armor embedded with bone and ivory. The clergy wear iron claws (+2 to damage). They spread a grayish paste made of the ashes of incinerated corpses of their enemies over hands. The holy symbols of the faith are a pair of iron claws as noted above.
Kiaransaleen Spells

2nd Level

Threnody

(Pr 2; Necromancy, Enchantment/Charm)

Sphere: Necromantic, Charm

Range: 0

Components V

Duration: Special

Casting Time: 1 round

Area of Effect: 30-foot radius

Saving Throw: Special

Also known as Kiaransalee's song of lament, this spell enables the priest to evoke images of lost friends and family in the minds of those who are facing the undead, hindering their ability to attack those who bear the guise of their loved ones. After 1 round of singing threnody (the casting time), anyone within or who enters the spell's area of effect while the singing continues must succeed at a saving throw vs. spell or fall under the sway of threnody for as long as she or he remains within the area of effect. Anyone unaffected who remains within the area of effect in subsequent rounds must continue to roll a saving throw vs. spell with a +2 bonus or fall under the sway of threnody. The only way to escape the lament's effects is to stay more than 30 feet from the singer of threnody.
To a being under the sway of threnody, undead creatures in the area of effect appear to be deceased persons for whom the subject being cared deeply. As a result of threnody's magic, affected beings attack undead opponents with a -2 penalty to attack and damage rolls. A fortunate few persons - typically the very young or the very sheltered - have never lost a loved one or family member or witnessed a death. Such individuals (as adjudicated by the DM) are immune to threnody. At the other extreme of experience, if a being who falls under the sway of Kiaransaiee's song of lament who actually encounters the animated remains of a love one or comrade while subject to the spell's effects is incapable of attacking that foe and suffers a -4 AC penalty to avoid the undead creature's attacks.

This spell requires no material components, but the priest casting threnody must be a proficient singer.
6th Level

Curse of the Revenancer

(Pr 6; Necromancy)

Sphere: Necromantic

Range: Touch

Components: V, S, M

Duration: Special

Casting Time: 8

Area of Effect: One living creature

Saving Throw: Special

This spell curses a single creature to be haunted by the vengeful spirits of the dead. Curse of the Revenancer requires the priest to make a successful touch attack within 3 rounds of casting this spell or the spell dissipates harmlessly. A victim touched within that time can avoid the curse's effects by making a successful saving throw vs. spell, but otherwise nothing short of a wish or a remove curse cast by a 14th-level caster can end the curse of the Revenancer.

Once the curse of the Revenancer is successfully laid on a victim, any foe killed by the victim has a 5% chance of rising from the grave as a revenant, regardless of the foe's ability scores. If the foe's Constitution is at least 18 and either Intelligence or Wisdom is 17 or greater, that chance increases to 30%. If the foe is a follower of Kiaransalee, the chance of the foe rising as a revenant increases to 50%. If the foe is the priest who laid the curse of the Revenancer, the chance of the foe rising as a revenant is 100%.

The effects of the curse of the Revenancer become more pronounced the more deaths the victim of the curse is responsible for. If the victim of the curse kills a large number of creatures shortly after the curse is laid, she or he may awaken an army of revenants seeking vengeance before even noting the presence of the curse. For the purposes of this spell, the victim is deemed to have killed a foe if she or he delivers the killing blow via magical, psionic, or physical assault or by poison. The material components of this spell are a pinch of dirt from a freshly dug grave and the priest's holy symbol.

Pazuzu (Prince of the Lower Aerial Kingdoms)

FREQUENCY: unique

NO. APPEARING: 1

ARMOR CLASS: -9

MOVE: 12”/36”//24”(MC:A)

HIT DICE: 155 hit points

% IN LAIR: 15%

TREASURE TYPE: S,T,U,V,W,X,Z

NO. OF ATTACKS: 1

DAMAGE/ATTACK: By weapon type, +8 (strength bonus)

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 90%

INTELLIGENCE: Supra-genus

ALIGNMENT: Chaotic evil

SIZE: M (7’ TALL)

PSIONIC ABILITY: 255

Attack/Defense Modes: All/immune to psionic attacks

LEVEL/X.P. VALUE: X/65,000

Pazuzu, or Pazzuzeus, is unlike all other lords of the Abyssal Planes in that he rules the skies above all of the layers, at least to some extent. He differs in several other ways as well. Pazuzu does not compete for rulership on any plane or in any place, for he considers himself above competition. Instead, he treats all those with power on the lower planes equally (if not actually regarding them as equals). Pazuzu can travel freely in the whole of the Lower Outer Planes and is known to be on amicable terms with mighty daemons and the dukes of Hell. Pazuzu is also able to enter the Prime Material Plane at will. Whether he does this by means of his own power or some secret artifact is under question. Pazuzu is lord of all evil flying creatures, and those of under 5 hit dice will obey his every command if he is within sight of them.

The main efforts of Pazuzu are devoted to the Prime Material Plane. There he uses his powers to gain followers and servants. His especial joy is to turn lawful good clerics and paladins from their alignment to his own service. This he accomplishes by first causing them to speak his name aloud 3 times in succession. The alignment change does not occur yet, but the summons brings Pazuzu to the person speaking. Pazuzu then explains that the summoner may call upon him for aid at any time. Pazuzu may in turn ask a service immediately or demand it after his aid has been given. Compliance with any request or demand of Pazuzu will then change the alignment of the servitor. All such actions tend to bring chaos but not always direct evil. Although chaotic, Pazuzu will help those obeying and serving him if it suits his purpose or amuses him at the time. Of course, the more frequently service is rendered, the greater the evil, and the more evil the servants become.

It is said that Pazusu has a great sense of humor, and at times he has not taken umbrage at a check or defeat dealt to him, particularly if the opponents were clever and intelligent and managed to outwit him. In addition to the powers typical of all demons, Pazuzu has the following spell-like abilities which he is able to employ at will, 1 at a time, 1 per round: astral travel, call lightning, control weather, darkness (within a 20-ft radius), flesh to stone, shape change, statue, symbol (1 each of pain, hopelessness, death), tongues, unholy word, windwalk, wish once per day. Pazuzu also has a breath weapon and he is able to employ it 3times per day, causing 1 of each of the following breath effects: creeping doom, insect plague, poison gas (size equal to green dragon breath).

In defense, Pazuzu will seldom employ a weapon, preferring to send his bodyguard (typically 6 Type VI demons [not those listed in MONSTER MANUAL I]) and use his spell-like or mental (psionic) powers. He can summon 4-16 harpies (50%), 3-12 perytons (25%), or 3-12 gargoyles (25%) with 90% probability.

Pazuzu can also gate in 1-4 succubi with 75% probability once per day. In general, Pazuzu prefers to play with and torment victims and opponents rather than use radical attack forms except in life or death situations. Pazuzu has double normal infravision and ultravision. He regenerates at the rate of 1 hit point per round.

Pazuzu can appear as nearly any creature, although he generally takes the form of either a human or some creature of the air. In his true from he appears as a tall humanoid with 4 wings. Although he is handsome, he features betray a great evil, and his eyes glow red. Pazuzu has a noble brow and a large head, a solid, muscular body, and a taloned, avian feet.

Shoosuva

Gnoll undead guardian

FREQUENCY: Very rare

NO. APPEARING: 1

ARMOR CLASS: 3

MOVE: 15”

HIT DICE: 6

% IN LAIR: Nil

TREASURE TYPE: See below

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 6-15 (+2)

SPECIAL ATTACKS: Creeping paralysis

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 30% (see below)

INTELLIGENCE: Very

ALIGNMENT: Chaotic evil

SIZE: L (6’ high at shoulder)

PSIONIC ABILITY: Nil

The only deity that gnolls worship (save for a few renegades who follow other demon princes) is Yeenoghu, the demon prince of gnolls. Yeenoghu long ago developed a specialized form of demonic undead for use as an intermediary between him and his shaman and witch doctors, and as a guardian for himself and those followers of exceptional merit. The creatures are called shoosuvas; their name means “returners” in the gnoll tongue, a reference to the belief that

shoosuvas are the incarnations of the spirits of the greatest of Yeenoghu’s shamans. Shoosuvas are feared greatly (for good reason) by gnolls, who will obey their every command, even over the orders of other gnoll leaders or shamans.

A shoosuva is only encountered singly, and usually in only one of two ways on the Prime Material plane (they are less rare in frequency on Yeenoghu’s home gnoll shamans or witch doctors, those attaining the 5th level of clerical ability and having more than 20 hit points, are often given instructions for creating a special talisman that will summon a shoosuva when the talisman is cast to the ground and Yeenoghu’s name is pronounced. Such a talisman is a miniature carving of a hyena’s skull, made from the bones of a gnoll shaman or witch doctor. The shoosuva will be gated in by Yeenoghu after a one-round delay, and will immediately attack all enemies of the summoning gnoll priest. The shoosuva will remain until it is slain (whereupon its spirit is sent back to the Abyss) or after one hour, at which time it will fade away (to the Abyss).

During the time it is present on the Prime Material plane, the shoosuva is able to call upon any gnoll within hearing distance (120 feet), and such “summoned” gnolls will obey the shoosuva’s every command to the death. 

A shoosuva appears as a huge, emaciated hyenodon, glowing with a phosphorescent yellow light, similar in intensity to the clerical Light spell. It attacks by biting, and those bitten must save vs. paralyzation or else be inflicted with creeping paralysis. Victims so affected will suffer a -1 penalty “to hit” and a 1” reduction in movement rate per round — cumulative — as the result of a slow-acting paralysis. Only living creatures are affected by the paralysis, and not other undead, demons, and the like; however, these latter creatures can be damaged by the bite itself. A victim’s base movement rate (from which the reduction is taken) is always considered to be that which applied when the character was bitten; in other words, a character oneself of encumbrance and/or armor after the paralysis has set in.

When the movement rate of a paralyzed victim falls to 0”, the character cannot hit anything, speak, cast spells, or perform any other physical activity. Only the most basic life functions (respiration and heartbeat, primarily) will continue. If the victim survives that long, the paralysis will wear off 3-6 turns after the victim is immobilized. Shoosuvas usually try to paralyze as many persons as they can in melee, and then kill their victims after they are unable to move.

Since a shoosuva must be fed carrion as a reward for its services (or else one will never return to help the summoning shaman again), Yeenoghu’s priests who are able to summon a shoosuva will nearly always have the first-level cleric spell Putrefy Food and Drink on hand and will cast it on one of the shoosuva’s dead victims, with predictable results. 

Aside from encountering such specially summoned shoosuvas, any gnoll shaman or witch doctor may call upon Yeenoghu for assistance or advice, and thereby summon a shoosuva intermediary, at a base chance for success of 2% per level of clerical ability. The shoosuva will only remain for a short time (1 round per level of clerical ability of the shaman) and will require a “free lunch” the same as one summoned by a talisman. It will provide the caller with whatever advice Yeenoghu is able and willing to provide. If the summoning shaman is attacked while speaking with the shoosuva intermediary, the creature will immediately seek to attack and slay all of the summoner’s opponents.

A shoosuva is immune to all psionic attacks or psionic-like effects, and Iikewise immune to all will-force magics (includingenchantment and charm spells). The creatures have a specialized magic resistance, being 30% resistant to all cold, heat, electrical, and poison-gas spells. If they fail their resistance throws against such magical attacks, they will take only half damage if they fail the subsequent saving throw, and one-fourth damage if the saving throw against the particular attack mode is made. Death spells, of course, will not affect them at all, and they cannot be hit by any weapons except silvered or magical ones. Clerics may turn them (or command them into service) at the same chance for success as for special creatures like minor demons. Holy water damages these monsters for 2-8 points per vial used.

Other Unique Immortals of the Abyss

Baphomet

Demigod

ARMOR CLASS: -4

MOVE: 24”

HIT POINTS: 106

NO. OF ATTACKS: 3

DAMAGE/ATTACK: 2-12/5-8/by weapon type

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: +2 or better weapon to be hit

MAGIC RESISTANCE: 75%

SIZE: L (12’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil

SYMBOL: ???

PLANE:  Abyss

CLERIC/DRUID: ???

FIGHTER: ???

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: NIL

S: ?? I: 19 W: ?? D: ?? C: ?? CH: ??
Baphomet is lord of minotaurs.  His form is like that of a huge bullheaded ogre.  He is hated particularly by Yeenoghu and the two are warring against each other.  In battle, Baphomet first attacks by butting and biting and finally uses his huge bardiche for 11-20 (3d4+8) points of damage.  Owners of armor, shields, and other items struck by the instrument must make a saving throw versus a crushing blow or the items are ruined.  Baphomet is 75% likely to have 2-5 minotaurs with him, and he is able to summon 5-8 additional ones, possibly in a single round, although he may do so but once per day.

At will, once per round, Baphomet is able to use the following spell-like powers:  darkness (within 10’radius), detect invisible, detect magic, dispel magic, levitate, maze (3 times per day), passwall (3 times per day), phantasmal force, shape change (3 times per day), telekinese (75,000 gold piece weight), teleport, wall of stone (3 times per day).  He can bellow horribly once per day, and all creatures within 30” must save versus spell or flee in panic for 6 rounds.  Baphomet can gate in a Type III demon (85% chance of success) once per day.  His infravision extends to 120 feet and his hearing is double human norm.  Baphomet speaks the tongue of minotaurs as well as common.  He has limited telepathic communication ability with animals.  

Baphomet is able to breathe out a gout of unholy water 6 times per day.  The volume of this fluid is equal to 1 quart per gout, and the range is 1”.  Damage to creatures of the Upper or Positive Planes is 16-64 points.

Baphomet’s horns are large and curve out and forward.  His body is covered with black hair, and his hands and feet are broad and thick with stubby fingers and toes.  His tail is bovine.

KROCAA

(God of the aarakocra)

Lesser god

by Christopher Jones

ARMOR CLASS: 2

MOVE: 12"/48"

HIT POINTS: 124

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 1-8/1-8 (+7)

SPECIAL ATTACKS: Dive

SPECIAL DEFENSES: +1 or better weapon to hit

MAGIC RESISTANCE: 20%

SIZE: L (30’ wingspan)

ALIGNMENT: Neutral good

WORSHIPER.S ALIGNMENT: Neutral good (aarakocra)

SYMBOL: Red feather

PLANE: Elemental Plane of Air

CAVALIER/PALADIN: Nil

CLERIC/DRUID: 10th-level cleric/8th-level druid

FIGHTER: As 16 + HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF: 5th-level thief

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S: 19 I: 19 D: 22 C: 20 CO: 8 (27*) W: 18 CH: 12 (25*)

* To aarakocra.

Krocaa appears as the perfect specimen of the aarakocra race. He is large and has blue eyes and golden feathers; his head plumage is deep scarlet. Aarakocra legends tell that Krocaa created the first of their species, evolving them from giant eagles. According to these legends, Krocaa gave the aarakocra intelligence and taught them to defend themselves.

Krocaa carries two javelins +2 which he uses in battle. These javelins return to his hands at the end of the round in which they were thrown. Krocaa is able to dive as a normal aarakocra, and he is considered maneuverability class A. He is able to use his powerful wings to create a wind equal to a gust of wind spell cast by a 7th-level magic-user.

Once per day, Krocaa can summon two 16 HD air elementals. Krocaa generally keeps to himself, but he is on good terms with the Caliph of the Djinni and the nobility of the air elementals.

Sacrifices and tithes are offered to Krocaa at the end of every month and on various tribal holidays. Offerings generally consist of gems and eggs from various evil creatures (such as harpies). The offerings are placed on the peak of the Holy Mountain, usually the tallest mountain in the area, to be taken away by the sacred eagles that roost there. Aarakocra clerics may attain the 7th level of mastery. 
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Appendix C:  Supplementary information, if any, which may be used to assist in understanding the race as presented.
Gnolls

Gnolls are individualists, acting only on personal initiative and tending to disregard or ignore the desires of other gnolls or creatures. Gnolls inherently resent and refuse to respect authority (spitting at and cursing a leader or ruler is a common minor offense), though they are also innately bound to each other by a sense of racial identity and cooperativeness. They lack the intertribal rivalry of the other humanoid races, since they regard tribal identity as unimportant, and tribes may band together for short times to undertake raids or other profitable ventures.

Gnolls’ governmental systems are very loose in structure, with various agreements between individuals being constantly made and broken, or conveniently forgotten; only the threat of violence (a standard and expected tactic) seems to have any lasting effect on keeping agreements in force. 

Gnoll shamans worship only Yeenoghu (see the AD&D Monster Manual), the demon prince who gave them life. Because of the close relationship their deity has with the undead, ghouls are accepted into gnolls’ society as guards for their shamans. (All other humanoid races hate and fear any sort of undead.) Other undead might also be found in gnoll communities, but only those that can be controlled by their shamans (in the way that evil clerics can command undead into service).

The gnoll’s resemblance to the hyena is more than skin (fur?) deep. Gnolls are hunters and scavengers; they are able to digest rotting meat without discomfort, though they prefer freshly killed food. They frequently use “hand-me-downs” from victims of other races to equip themselves with weapons and armor, choosing not to go to great lengths to make their slaves manufacture such equipment, since it is usually too much trouble to supervise the manufacturing process.

Gnolls do not mind working with those who are approximately as physically powerful as themselves, so long as they get adequate and satisfactory benefits from the cooperation. Though orcs are less powerful than hobgoblins, gnolls get along better with the former race because

orcs are more easily dominated, and because hobgoblins resent the gnolls’ hatred of authority and their lack of stoicism.
