Things to Know About Githyanki
Puppet race of the mind flayer

2Githyanki


3Terrain


4Weather


4Disasters


4Government


5Population & Demographics


5Capital & Commodities


5Technology (stone/bronze/iron/steel/mithral)


5Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/hi-lv/artifact)


6Offensive Tactics


6Defenses (none/militia/warrior/fort/castle)


6Taxes, Tariffs & Tithes


6Cycle of activity (day, night, anytime)


6Food


6Social order (distribution of wealth, castes, responsibilities, hunting male versus gathering female)


7Marriage and Family:


7Civilization (barbaric, tribal, nomadic,...)


7Law (anarchy/.../martial) & Crime rate (% chance of being victim)


7Alignment (lawful/neutral/chaotic, good/neutral/evil)


7Neighbors


7Non-Weapon Proficiencies


9Appendix A:


9MMI, FF, MMII or issue as appropriate with stats and info


9Optional statistics for leaders or special characters


10Racial Attributes


11Appendix B:  The Gods of the Githyanki


11Sword of Kas


11ZAGYG (current possessor of Kas)


14Appendix C:  Supplementary information, if any, which may be used to assist in understanding the race as presented.


14Hounds of Space and Darkness


15Kaoulgrim




Githyanki


Millennia ago the mind flayers conquered a race of humans and bound them to service, usually employing them as slaves, from time to time selecting the least useful for food.  

The githyanki worship an undying wizard-king said to be 16th/23rd level of fighting/magic-use, the current embodiment of Kas, a great artifact/relic sword.

Githyanki progress as fighters, magic-users, or fighter/magic-users; they have no ranger, monk, druid, or assassin class though illusionists are infrequently (5%) met and there is a form of anti-paladin class – the knight.  They have never been known to progress beyond the 11th level of experience and rarely above 9th – it is assumed that the lack of original independent thought resulting from generations of mind flayer domination has reduced the maximum potential of individual Githyanki.

The githyanki dwell in huge castles in Limbo.  A supreme leader – a fighter/magic-user of 10th/8th or 11th/9th level, rules each of these castles.  The supreme leaders have the power of life and death over all under their rule.  Each castle will also contain 40 knights (anti-paladins of 9th level) – the supreme leader’s elite supporting force and personal guard – and up to 1,000 githyanki of lower status.

Outposts, much small than fortresses and often located in disputed territories house 21-30 githyanki with typical distribution as follows: 

1 supreme leader:  11th level fighter or 7th/8th level fighter magic-user.

2 captains:  8th level fighter and 7th/6th level fighter magic-user

1 knight:  8th level anti-paladin

2 warlocks:  Magic-users of 4th-7th level

3 sergeants:  fighters of 4th-7th level

2 ‘gish’:  fighter/magic-users of 4th/4th level

10-19 lower levels:  evenly distributed between the three possible classes and with experience levels 1st-3rd.

Outside of their fortresses or outposts, githyanki will rarely be encountered in parties larger than 4, a typical party consisting of two trainees of any of the three classes (levels 1-3), one fighter of level 4-6, and a leader fighter/magic-user of 7th/6th level.  Rarely (10%) the githyanki parties encountered will have a special mission in which case there will only be one trainee and the party will be led by a knight of 8th level.

Very infrequently, githyanki parties larger than four in number will be encountered (5% chance).  These will be on particularly purposeful missions (though not in search of a lost silver sword – that activity promotes an even larger and stronger party) and will be stronger than normal; 5-10 individuals can be expected, led by the supreme leader of the lair, supported by one of the captains, the knight and 2-7 ‘lower ranks, evenly distributed.  Both in the lair and in a large party, there is a 5% chance that there will be an illusionist of 6th level instead of one of the lower level types.

They use armor and weapons as men do though the ornate (alien) style of their design is often a distinguishing feature.  When on war expeditions they wear +4 splint mail (AC 0) but do not carry shields.  Fighters and fighter/magic-users of 5th level and above will usually (50% chance) carry two-handed swords of +1 bonus, otherwise using normal two-handed swords.  A githyanki fighter of 7th level and above will usually (60%) carry a +2 or +3 long sword, while a knight of 7th level and above will have (100%) a silver sword – a +3 two-handed sword that when used does an additional 3-18 hp of paralyzation damage.  A supreme leader will wield a special silver sword that is +5 and does abnormal or critical damage (same as if a natural 20 was rolled) on any roll of 4 or more above that needed to hit. Additionally, these special silver swords do 5-50 hit points of paralyzation damage per hit.  The silver swords are non-aligned, though they have an intelligence of 8 or more and appropriate powers.  Githyanki will go to almost any lengths to prevent any of these silver swords from falling into other hands and the loss of a special silver sword will promote the immediate formation of a very powerful raiding party of githyanki whose task is to recover the sword –failure to do so will mean death.

Githyanki have normal human chances for magic item distribution other than swords.

A Prime Material Plan lair will contain 5-10 magical items, selected as being particularly appropriate to the mission.  In a small githyanki party there will usually (75%) be one magical item and a larger party will have 1-10.

Kas and the githyanki have a pact with Tiamat (and probably Bahumat as well), who supports the ambitions of lawful influences and control over the young lesser species.  Using special fighting howdahs designed by the mind flayer, dragons serve as a form of aerial fighting platform for between 5-11 githyanki.  The number of githyanki thus able to be transported equals 4-6 plus and additional 1-5 githyanki each according to the size/age (above sub adult); thus a small young adult dragon could transport 5 githyanki (4 for size, 1 for age), an average-sized old dragon could transport 8 (4 for size, 3 for age) and a huge ancient dragon could transport 11 (6 for size, 5 for age).  These red dragons will obey only githyanki when the latter are on the Prime Material Plane.

Githyanki normally move at 12”, but can move at 96” movement rate in combat “chariots” specially designed for them by the  mind flayers.

Abilities:  All psionic attacks and defenses at 15-25th level of ability; 2-4 minor disciplines 1 major discipline

||Fiend Folio; greatly modified history and some characteristics to make them more compatible with the Forgotten Lore universe; Special Swords may very well be the “immortals” of the Githyanki being effectively avatars of Kas and also mind flayer derived technology; altered psionics; altered movement and use of mind flayer tech; 

Terrain 

Descended from human stock, one might assume that githyanki would be as adaptable as true humans, this is however not the case.  In fact quite the opposite is true.  The mind flayer modifications that brought the people of gith into existence as a species, has also made them far less biologically adaptable as a species.  They are in fact quite dependent on mind flayer technology and without they suffer.  This is not entirely a disadvantage though, for while their biological adaptability is severely limited, their technological adaptability is almost limitless.  Githyanki range is however completely tied to the interests of their mind flayer overlords and the provisioning of technology they receive.

As it stands, left completely to their own devices githyanki would find only low gravity worlds with high humidity and low light survivable.  Although they have strength their bones are thin and weak, their lungs adapted to regions of high humidity, and though their eyes still require normal light their eyes are not strong and are unable to bear more than the weakest of light sources (i.e., their optimal conditions for vision are limited to normal vision –2 and normal vision –4).  Forgotten Lore standard conditions are therefore tortuously harsh by their point of view.  This is of course an intended side affect making them more easily controlled, a lesson the mind flayers learned too late to deal with the githzerai.

Weather 

As with terrain, their ability to survive and flourish in any but most ideal weather conditions depends more on technological then on biological adaptability.

The conditions they would find most suitable are damp areas whose air does not burn their lungs.

Disasters 

The ability of githyanki to survive and flourish in all but the most ideal conditions depends more on technological then on biological adaptability.

By the perspective of the githyanki the entire Forgotten Lore universe, with the exception of certain sections of Limbo, is a catastrophic disaster due to the alien nature of the standard conditions.

Government 

As powerful as the githyanki are, they have no independent government and exist solely as slaves within mind flayer culture.

This is not to say that they are relegated to only the lowliest forms of manual labor.  While it is true that githyanki deemed genetically inferior (i.e., genetically still human) are used as both chattel and cattle, those fully modified into true githyanki provide much of the operational administration and military support for the mind flayer regime.  

Population & Demographics 

While existing as slaves to a mind flayer regime, there are still variations of condition amongst githyanki.

Knights composed of only a token group of the overall population form the highest class among the githyanki.  These individuals have become hosts to the silver swords, special mind flayer artifacts that are inferior clones of the great Kas.  Upon becoming the host for such a sword, the githyanki is possessed by the will of the device, personal will forever destroyed.  While fanatically devoted to their mind flayer masters, these knights are afforded decision-making rights and are provided for comfortably.

The next class of githyanki, comprising approximately 0.01% of the population, are those deemed acceptably modified by the mind flayers.  These modifications, or at least simply culling, leaves only the strongest willed, most intelligent githyanki, sometimes this is at a tremendous physical cost and always involves the loss of virtually all individualism or feelings of personal worth.  All that is left is the willingness and ability to obey.  These are the warriors and administrators of mind flayer law.

Genetically inferior githyanki fill out the bulk (99%+) of this society.  Effectively these individuals are still essentially humans under the yoke of mind flayer oppression.  They have no rights and are often worked to death.  It is from this class of society that mind flayers most frequently dine.

Capital & Commodities

Githyanki possess neither capital nor commodities.  They survive at the will of their masters and possess only that which the mind flayers consider to be appropriate to their duties.
Technology (stone/bronze/iron/steel/mithral) 

Although they make extensive use of powerful mind flayer technology in both war and peace, few githyanki would be able to even survive daily existence without the support of their masters, they have been made so completely dependent both physically and psychologically on this way of life.

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

Originally an unsophisticated and superstitious race of humans, the people of gith were completely overwhelmed by the mind flayers, whom they could only conceive of as gods.  Even today much of the culture that remains from the pre-mind flayer days is steeped in myth and legend.  Although they are bred for intelligence and have been instructed in the use of mind flayer technology they are unable to understand it or indeed replicate it without direct supervision and oversight.

Offensive Tactics

Virtually all offensive actions focus on small unit tactics of the knights in either combat or covert operations.  Any githyanki however may be directed by their mind flayer overlords to utilize advanced tactics and equipment if this course of action is demanded.

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

The knight, warrior, and administrative githyanki live in advanced fortified structures.  The lowest, most human gith, live in relatively crude bunker like shelters reminiscent of cold war fall-out shelters.  This provides them some protection from the high illiaster content of the area where they dwell.

Taxes, Tariffs & Tithes

As all the githyanki are slaves, they have no taxes or tariffs per se.  They do have a quasi-religious devotion to the mind flayers however and tithe the underachieving disappointments of their race to the mind flayers as food.

Cycle of activity (day, night, anytime)

The natural darkness that pervades Limbo and the adaptations the githyanki use to overcome this generates a preference for nocturnal operations though they will operate under any conditions they are ordered, even unto death.

Food

Githyanki are omnivorous and eat virtually anything.  Although the knights, warriors, and administrators receive sufficient rations of food, most githyanki must scavenge for enough just to survive.  Many die early deaths from starvation.

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

Though all githyanki are truly no more than expendable slaves, except for their knights, there are some social features distinguishing one group from the next.

The knights, only host bodies possessed by their silver swords, are given human levels of comfort and consideration.  Not for the sake of the githyanki body, but in respect for the silver sword.

The warrior and administrator class receive food and care at nearly humane levels as compensation for their severe modifications, testing, and training they have endured.  Even surviving acceptance into this caste is considered an honor though dying for the privilege of inclusion in the caste is not by far the worst fate of a githyanki.

The lowliest caste of githyanki, the group that still retains its vestiges of humanity, is considered expendable animals.  They are worked to death and even have their living brains eaten by mind flayers.  Survival is only achieved by complete abandonment of hope and the eager acceptance of any chance to serve their master’s will.  The best individuals from this group become informal leaders.  It was from a strong coalition of these groups, particularly rejects of warrior and administrator training, that the original githzerai resistance first sparked.

Marriage and Family:

No marital bonds exist among the githyanki nor are there typical family units.  Breeding is forced and based on selective genetic decisions made by the mind flayers.  Young are raised apart from biological parents by the state and for the state.  It is in the early years when the cream of the githyanki is harvested and offered opportunity for the chance of advancement.  Those that do not meet expectations are discarded into the heap of general society.

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

Although they serve an advanced culture, githyanki are exposed to virtually none of the personal advantages of civilization beyond the advanced tools and weapons they are given to accomplish their duties.

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

Law for a githyanki is based on word and whim of their mind flayer masters.  Their crimes are often no more than a failure to meet expectations.  Punishment is almost always death, though this punishment is as likely to be given for no offense whatsoever, but merely to satisfy the hunger of their masters.

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

Knights are strongly Lawful Evil, as are virtually all warriors and administrators.  However since 99%+ of the population consists of the common chattel, it should be noted that while most of them have been influenced toward evil tendencies, not all of them accept the lawful aspect of a culture forced upon them.

Neighbors

As it is the agenda of their mind flayer overlords to dramatically alter the state of the Forgotten Lore to satisfy their concept of the universe and the githyanki are compelled to assist in this task, they are hated enemies by virtually all Forgotten Lore natives.  Only the dragon-kind sees any value in their existence as a battering ram against the forces of chaos.  However, even they would take pleasure in destroying the githyanki, mind flayers, and all that has touched them as soon as that service to the Forgotten Lore universe has been accomplished.

Non-Weapon Proficiencies

For the multitudes of common githyanki, only the most basic survival skills have been retained and flourish as necessities of the race.  Skills required to service their masters are forced upon them only as needed.  Skills that do not serve a useful function to their masters are virtually extinct.

For the elite githyanki, some additional skills appropriate to service the greater mind flayer glory are also forced upon them.  And again, other skills not of direct use to their masters are almost extinct.

Appendix A:  

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

	Frequency:
	Very Rare

	No. Appearing:
	1-4

	Armor Class:
	0

	Move:
	12” or 96”

	Hit Dice:
	1-1 or better

	% in Lair:
	40%

	Treasure Type:
	Individuals N; lair A, Z(x2)

	No. of Attacks:
	1

	Damage/Attack:
	By weapon type

	Special Attacks:
	Nil

	Special Defenses:
	Nil

	Magic Resistance:
	Standard

	Intelligence:
	Exceptional to Genius

	Alignment:
	Lawful Evil

	Size:
	M

	Psionic Ability:
	150-250 (All/FGHI);2-4 minor

disciplines; 1 major discipline FF


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	No
	No
	11
	9

	Ranger
	Magic-User
	Thief
	Assassin

	No
	9
	No
	No

	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

	Githyanki
	3-18
	3-18
	3-18 
	3-18
	3-18
	3-18


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

· Strength:  average 9, with a normal range of 8-10.

· Intelligence:  average 16, with a normal range of 15-18 for the elite (traditional githyanki) or an average of 9 with a normal range of 8-10 for the common (human-like) githyanki).

· Wisdom:  average 15, with a normal range of 13-18 for the elite (traditional githyanki) or an average of 9 with a normal range of 8-10 for the common (human-like) githyanki).

· Constitution: average of 9, with a normal range of 8-10.

· Dexterity:  average of 9, with a normal range of 8-10.

· Charisma:  average of 9, with a normal range of 8-10.

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Githyanki
	72"
	1-12
	1-12
	66"
	1-6
	1-8


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Githyanki
	130 lbs
	3-30
	4-48
	130 lbs
	3-30
	4-48


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Githyanki
	14-20
	21-40
	41-60
	61-90
	91-120


Appendix B:  The Gods of the Githyanki

The githyanki worship an undying wizard-king said to be 16th/23rd level of fighting/magic-use, the current embodiment of Kas.

Sword of Kas

There is recorded this additional  information regarding the lich, Vecna:  “When Vecna grew in power he appointed a most evil and ruthless lieutenant to serve as his bodyguard and right hand.  This henchman was the lord, Kas, and for him Vecna found a weapon of potency, a long and thin flatchet of dull gray metal; a sword of unsurpassed hardness with sharp point, keen edges, and magical properties.  For a long, long time Kas faithfully served the lich, but as his power grew, so did his hubris, for his sword was constantly urging him on, saying that Kas was now greater than Vecna himself, and with the might of the Sword to aid and direct him, Kas could rule in Vecna’s stead.  Legend says that the destruction of Vecna was by Kas and his Sword, but at the same time Vecna wrought his rebellious lieutenant’s doom, and the world was made brighter thereby.

Although the powers and effects of the Sword are only hinted at, there can be little doubt that Kas became the most renown swordsman of his age because of it.  It is a +6 defender, doing double damage against all creatures which are from a plane other than the Prime Material (but only normal damage when on any plane other than the prime material).  This short sword is highly evil and chaotic in alignment, and with its 15 intelligence and 19 ego, it will certainly attempt to control whomever takes it as his or her own.  The Sword of Kas has these powers and effects:

5x I Minor Benign Power

2xII Major Benign Power

1xIII Minor Malevolent Power

2xIV Major Malevolent Power

2xV Prime Power

1xVI Side Effect

ZAGYG (current possessor of Kas)

Humor, Occult Studies, Unpredictability, Eccentricity

Demi-god


[image: image1.png]



ARMOR CLASS: -2

MOVE: 18”

HIT POINTS: 121

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type +6 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 100%

SIZE: M

ALIGNMENT: Chaotic neutral (good)

WORSHIPPERS’ ALIGNMENT: Any (none known)

SYMBOL: Rune of madness (insanity)

PLANE: Prime Material-Concordant Opposition

CLERIC/DRUID: Nil

FIGHTER: 8th level fighter

MAGIC-USER/ILLUSIONIST: 18th level magic-user / 10th level illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: III

Attack/Defense Modes: All/all

S:18/00 I:23 W:l7 D:22 C:19 CH:18

Zagyg, the Mad Arch-Mage and punster, is the sole known servant of Boccob, for the latter recognizes no others except on special occasions. Zagyg is mad only in that none but his master seem to be able to fathom his reasoning and sense of humor; few, if any, hold him as their deity.

Zagyg will appear in nearly any guise when upon the Prime Material Plane. His actual appearance is said to be unremarkable in a wizardly sort of way. Likewise, his garb is varied to suit the situation, usually dark blue and silver in color. 

Being able to employ weapons and devices common to both fighters and magic-users, Zagyg is likely to appear with a vorpal blade in one hand and a wand of wonder in the other. (Note: Harmful effects of items employed by this being tend to affect not him but his opponents instead. Thus, if Zagyg put on a ring of weakness, all others within a 1” radius might be affected instead.) He has been known to strike with a padded club, or cast a haste spell upon an opponent, however. Somehow, despite his seeming madness, Zagyg survives, carries out his assignments, and moves on.

Zagyg can likewise travel all planes and is the bane of many. He serves Boccob most carefully, but apparently because of his own will and a desire to retain enlightened neutrality and uncertain humor everywhere. 

He otherwise has the attributes and abilities of a demi-god. He can be hit only by +2 or better weapons.

Dragon #70:  Recommendation is that this is the current incarnation of Kas, statements about Kas being 16th/23rd Fighter/Magic would not be too far off and this seems to work surprisingly well except for the alignment, I will interpret this, and most especially the bizarre and crazy behavior attributed to Xagyg as results of the fighting of the swords mental domination.  In this context the “mad” behavior actually makes a degree of sense.

Appendix C:  Supplementary information, if any, which may be used to assist in understanding the race as presented.

Hounds of Space and Darkness

Three unusual dogs for the AD&D® game

by Stephen Inniss

The Monster Manuals and FIEND FOLIO Tome offer a number of doglike creatures, but the range of possibilities is by no means exhausted. Each of the dogs described below fills a heretofore unoccupied niche in the AD&D game world, and can provide a dimension of interest in the game beyond that of yet another monster to be hacked into small bits. 

Gith dogs

In the years immediately following their emancipation from the illithids, or mind flayers, the followers of Gith (the githyanki and githzerai) acquired dogs from the Prime Material Plane and began to apply to them the same breeding techniques that they had so painfully learned from their former masters. The object of this project was to produce a breed of dog that would serve in a war of extermination on the illithid race. Great importance was attached to the production of these dogs, so much so that when the githyanki/githzerai split came, some called it the War of Dogs. The two factions had already diverged to the extent that they had separate breeding programs, and each side adopted the line it had bred as a symbol. After the series of conflicts that sundered the two races forever, the githyanki and githzerai clans continued their breeding programs, each claiming to follow the precepts laid down by Gith, and each reviling the other’s perversion of doctrine.

Despite their long years of divergence, the two kinds of dogs have a number of features on common. Both have the senses of their canine ancestors, so that a gith dog gains a 20% bonus to its chances of detecting otherwise hidden creatures by scent, and a 20% bonus for its keen hearing (see page 60 of the DMG). These bonuses are cumulative where they are applicable, and either may be halved or doubled as conditions warrant. Gith dogs can also track as an onyx dog can (DMG, page 144). They gain a 50% bonus to their chances of detecting or tracking illithids by smell. In addition to this, gith dogs can see invisible, astral, and ethereal creatures and objects. Alert and silent, they surprise opponents on a 1-4 and are themselves surprised only on a 1.

Each gith dog has a latent degree of psionic power which can be tapped under certain conditions. The githyanki and githzerai magic-users have a spell similar to find familiar which they may cast either for themselves or for other individuals. A dog that is bound to a psionically endowed master by this spell may serve as a storehouse of psionic energy, holding up to 20 psionic strength points in the manner of an ioun stone (DMG, page 147). These are added to the master’s strength total and may be released to him or her so long as the dog remains within 12”. 

The bond has several other effects as well within the 12” range. It allows telepathic communication between hound and master, including the transfer of sensory information. The canine member of the team is immune to mental attacks, including charm, confusion, sleep, and hold spells, as well as the effects of a psionic blast. If the master succumbs to psionic attack, though, the dog is also affected. The two travel at the master”s rate on the

Astral Plane, and the dog is included if its master so desires when the psionic disciplines

of astral projection or psionic travel are exercised, or when the master projects onto the Prime Material Plane.

Beyond this 12” range, either member of the team is aware of the direction (but not the distance) of the other, regardless of the separation between the two, as long as they are on the same plane. However, the stored ability points are not available to the master in this case. If the dog is killed, its master loses 40 psionic ability points immediately; if the score is reduced to a negative number, the master becomes comatose until a positive total is reached (strength points are regained in the normal ways).

When they encounter illithids or other psionically endowed foes, githyanki and githzerai send their dogs into physical combat while they batter down the psionic defenses of the foe. Gith dogs are particularly effective against illithids because their heads are not so positioned that an illithid can comfortably attack with its tentacles (-4 on to-hit scores). The mind flayers hate and fear these beasts, and always retreat from them unless the

illithids have servants of their own who can occupy the dogs.

Both kaoulgrim and szarkel (see below) are taught to grasp their enemies and hold on if so commanded. A hold is inflicted on a successful attack roll of 4 or more over the number needed to hit, and the victim is thereafter considered to be held by one leg, with combat penalties as given on page 67 of the DMG. The dog inflicts half its normal biting damage on each round thereafter, with no “to hit” roll required for the attack.

Gith dogs are relatively rare even among the githyanki and gifhzerai, each of which is only 1% likely per level of experience to have acquired one.

Kaoulgrim
GITH DOG 

(Canis astri)

FREQUENCY Very rare

NO. APPEARING: Varies with masters

ARMOR CLASS: 4

MOVE: 15”//9”

HIT DICE: 5 + 5

% IN LAIR: Varies with masters

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-12

SPECIAL ATTACKS: Hold

SPECIAL DEFENSES: See text

MAGIC RESISTANCE: Standard

INTELLIGENCE: Semi-

ALIGNMENT! Neutral

SIZE: M

PSIONIC ABILITY: See text

Attack/Defense Modes: See text

LEVEL/X.P. VALUE: IV/225 + 6 per hp

The ultimate development of the githyanki breeding pens was the kaoulgrim, a massive, bearish dog with a shaggy coat, powerful jaws, and a compact build. Precisely what went into the making of the breed is unknown, but it is strongly suspected that the blood of creatures from the Lower Planes flows in its veins. It stands about 3’ tall at the shoulder and weighs 200-300 pounds. Kaoulgrim are usually black, though golden-colored specimens are not unknown. The heavy fur forms a lion-like mane about the shoulders, and it is often clipped in some decorative pattern. The tongue and lips are black, and the small black eyes reflect a reddish light. The powerful voice is audible over distances of more than a mile. Kaoulgrim have a strong, musky, salty odor. These dogs may be outfitted with ornamental spiked collars if they have served well, or with plate armor in the ornate githyanki style. This armor confers AC 2 but limits the movement rate to 12”.

Kaoulgrim are raised in githyanki colonies on the Prime Material Plane, since the nature of the Astral Plane does not allow conception or growth. Weak or otherwise unsatisfactory members of the litter are killed as soon as their deficiencies become apparent, and the remainder are pitted against various creatures in savage public contests at the end of their first year. The survivors are matched to githyanki warriors, and, after the bonding ceremony, receive rigorous training over the course of the next two years, by which time they are mature. They then project with their masters onto the Astral Plane, where they serve indefinitely as guard and war dogs, aging only when they project with their masters onto some other plane. Unbonded dogs may serve as guards and breeding stock in the githyanki colonies.

Adult kaoulgrim are without exception vicious and mistrustful of strangers, though among themselves they are gregarious. They are tormented as pups by non-githyanki slaves as part of a program to instill this behavior. Githyanki warriors have boasted that their kaoulgrim are fed on the flesh of illithids as well as on that of various humans and demi-human races, and there is reason to believe that the latter claim at least is true. What one of these dogs would be like if it were brought up away from githyanki influence is unknown, since no thief has succeeded in stealing a pup and lived to carry out the experiment.

