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GOBLIN

Goblins have a tribal society, the strongest ruling the rest, allowing fealty to the goblin king.  

Goblins enjoy dwelling in dismal surroundings, although they tend to inhabit caves and similar underground places in preference to any habitation above ground.  They too hate full daylight and attack at a –1 when in sunlight.  Goblins have normal infravision (as per modify spell - 60’ range).

For every 40 goblins encountered there will be a leader and 4 assistants who are equal to orcs, each having 7 hit points and attacking as monsters with a full hit die.  

If 200 or more goblins are encountered there will be the following additional figures:  a sub-chief and 2-8 guards, each fighting as hobgoblins and having 8 hit pints, armor class 5, and doing 1-8 hit points damage.  

There is a 25% chance that any force of goblins encountered will have 10% of its strength mounted on huge wolves (qv) and if this is the case there will be from 10-40 of these creatures without riders.  

In their lair there will be the following additional figures:  a goblin chief and 2-8 bodyguards (9-14 hit points, armor class 4, fight as gnolls doing 2-8 hit points of damage), females and young equal to 60% and 100% respectively of the number of male goblins encountered.  As is usual with creatures of this sort, the females and young do not fight.  A goblin lair will be protected by from 5-30 huge wolves not less than 60% of the time.  There is a 20% chance that 2-12 bugbears will be in a goblin lair.

Goblins are typically wear studded leather armor and carry shields.  They are usually armed with:


Short Sword and Hand Axe 

10%


Short Sword and Sling


10%


Short Sword and Javelins

10%


Sling




10%


Horseman’s Mace


20%


Short Sword



10%


Javelins



30%

Leaders and guards will typically have the best weapons, bearing two each.

Goblins are fair miners, and they are able to note new or unusual construction 25% of the time.  They hate gnomes and will attack them in preference to any other creature.  All goblins are slave takers and fond of torture.

The languages spoken by goblins are: kobold, orcish, and all goblin-kin languages.

Description:  Goblins range from yellow through dull orange to brick red in skin color.  Their eyes are reddish to lemon yellow.  They dress in dark leather gear, and their garments tend towards dull, soiled-looking colors (brown drab, dirty gray, stained maroon).  Goblins reach the age of 50 years or so.

Abilities:  Modify (provides sensory input sufficient for optimal underground operations, at 60’ range); 

Immunities: Strong sunlight conditions cause impairment to goblins’ sensitive eyes; 

||Monster Manual I; Removed referenced that kobolds and goblins are distantly related; removed reference to alignment language; just gave them the languages of all goblin-kin; changed weapon selection around; 

Terrain 

Above ground Goblins prefer areas dominated by dense vegetation, these areas restrict direct sunlight even on the brightest day, protecting their sensitive eyes and provide abundant hunting grounds.  In subterranean or under dark settings then may be found virtually anywhere.  

In any environment, above or below the ground, they seek locations for their individual lairs or defense that are claustrophobic, where the goblin’s small size is a great advantage over larger races or creatures.  Goblins frequently use shallow cave systems, burrows, or “dens” that can be easily dug or taken from local animal populations.  They will extend this building strategy through dense thickets, up and between large trees, and then back into crude earthwork fortifications when it is an option.  The world of a goblin is a torturously interwoven 3-D construction.

Goblins can be found almost anywhere, including the back alleys of the disreputable cities of other races.    

Weather 

Above ground goblins can cope with any but the most devastating extreme weather.

Disasters 

As a species, Goblins seem to be almost immune to the effects of natural disasters.  Their ability to survive on a poor diet and the generally minimal requirements of infrastructure for support obviously contribute to this success.  

Government 

Goblins are archetypes of a society ruled by absolute monarchs in a feudal hierarchy.  In short, the feudal hierarchy acknowledges that everything belongs to the ruler and in goblin terms this is Maglubiyet.  As liege, Maglubiyet apportions his kingdom to delegated vassals in return for obedience, “taxes”, and military service.  This arrangement allows vassals of Maglubiyet, to further delegate authority (making them in turn lieges to their vassals) and so forth and so on down to the lowest slave in the world of the goblin.  This makes a sometimes complicated and interwoven series of obligations and duties binding the goblin culture together.

It should be well considered that a goblin naturally desires to seek out and obey their leaders.  This is a facet of their being that keeps their society together through any adversity.  Few other races would do more than devolve into anarchy if a tyrannical central authority took for granted that its population would eagerly seek to submit to its rule.  For the goblin to act otherwise would be difficult to comprehend.

Population & Demographics 

Population sizes of goblins vary considerably, as usual, depending on the food sources capable of supporting them.  Goblins dwelling on or near the surface with dense vegetation, be it heavy forest or even tall prairie grass tend to have the most available food and therefore the largest populations.  

Purely subterranean goblin tend to have by far the lowest population densities, even lower than those dwelling in the under dark.

Goblins tend to have a very deep hierarchy of government and a kingdom size group paying homage to a tyrannical overlord often is the most practical group administratively.  Given the opportunity goblins will form enormous numbers in very decentralized groups all of which can still be coordinated with considerable ease that astounds other races.

Females tend to comprise 37.5% of the adult goblin population, males 62.5%.  Young goblins equal approximately 167% of the female population.

Capital & Commodities

Goblins do not value currency and often have no commerce in the sense of other races.  They do however value territory, indentured service, and slaves.  For a goblin these translate directly into status.  Goblin status is directly associated with their standing in the hierarchy of goblin society.  In this hierarchy there are two ways for a goblin to advance, one is promotion and the other is to increase the number of other creatures in goblin society of lower status under his rule.  Territory is important as the more territory a goblin possesses the larger the number of sentient entities may live there and serve him.  

Average goblins craft and retain utilitarian items of little or no saleable value.  Leaders, authority figures, and hobgoblins whenever present are given anything even remotely believed to have worth in a straight forward attempt to buy or otherwise curry favor in endless attempts at seeking promotion from a pleased superior.

Goblins typically gather and process several commodities but again average goblins keep little for themselves.  Such valuables frequently include furs and either lumber or wood crafted items when on or near the surface, in underground locations metals (base or precious) and minerals are their most valuable goods, though subterranean lizard hides are also processed.  

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

Goblins are quite adept with Stone Age technology and can form a surprising variety of tools and weapons from flint, bone, or antler.  Resources and stability of a goblin kingdom permitting, most develop Bronze Age technologies and a few have working ability with iron.  The decentralized population of goblins has been a primary influence on the limitations of their technological development.

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

Superstition is prevalent in goblin society.  Even when true magic is invoked it is often attributed with deeper meaning and awe.  Often the symbolic value of natural magic is more important to a goblin than its functional use.  

Although not especially skilled in its processing, goblins value poisons which can augment the relatively poor combat skill of the average goblin.  Often these poisons are extremely weak and a coated javelin, for instance, may only do a point or two of additional damage from poison.  

Offensive Tactics

Goblins are skilled in the areas of light infantry and auxiliary missile tactics.  Riders are adept at light cavalry tactics even in wooded, subterranean, or other constricted places.  They are also quite skilled as sappers.

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

Defenses in goblin territory are layered and build one upon the other.  

Starting with the constricted physical space which is used to both channel potential attackers into specific kill zones as well greatly reduce their freedom of movement.  Even a mighty man-sized warrior will have little chance to defend himself in a tunnel 5’ high and 2’ wide.  Few weapons can be brought to bear in this limited space.

Once channeled into specific areas, intruders are easy victims to an abundance of traps.  Often these are operated manually by the goblins but set traps are also used.  Set traps generally rely on weight or trip wires more than 3’ off the ground, in other words traps that will not affect the average goblin whether or not that goblin even knows of their existence.

As goblins naturally think in 3-D, it is common for them to take advantage of twisting paths to attack from locations that cannot easily be accessed from the kill zone.

Taxes, Tariffs & Tithes

Goblins well understand the act of submitting their material wealth to those in authority.  Voluntarily they offer up all but the most basic necessities to their leaders, who in turn offer up their goods to their masters.

Only territory, indentured individuals, and slaves are kept at all levels of goblin society.

Cycle of activity (day, night, anytime)

With their extraordinary ability to operate with low or non-existent light, goblins naturally seek to exploit this advantage.  

On the surface this generally means that their activities are generally nocturnal, though it should not be thought that goblins are completely inactive or could be caught unaware even in the middle of the brightest day.

Obviously in purely subterranean environment or in the under dark, day and night cycles are meaningless and continuous activity is the norm.

Food

Goblins are omnivorous.  They are humanoid garbage disposals.  They have the capability to eat virtually anything.  Insects, vermin, and roots are some of the more palatable items on their diet.  Small animals, insects, and fowl make up as much of their diet as possible, though they often survive on roots, the bark of trees, grasses, and foods of minimal nutritional value.

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

Goblins are an extreme example of a hierarchical and feudal society.  All worship and follow Maglubiyet the Mighty One and can trace a clear, to a goblin’s mind, chain of unbroken authority between the most lowly slave and that august deity.  It is the standing in this hierarchy of order that is the indicator of status in goblin society.

Slaves of other species number between 0% and 100% of the male goblin population.  These wretched souls may be humanoid, demi-human, or human but are universally so maimed and mutilated that they are unable to engage in any form of combat or skilled labor.  They are generally used in capacities that other races might use domesticated animals.  They perform unskilled labor and have an advantage over animals in that they are intelligent enough to follow more complex instructions and communicate via language (or grunts if their tongues have been removed).  Sometimes they are used as a form of alarm system to cry out if intruders are near the dens.  At worst they are food on the hoof waiting the next mealtime. Slaves are the lowest order in goblin society and are usually maimed in ritual fashion to reinforce their worthless position in life.  It is an honor for a goblin to have “domesticated” a great warrior or mage of another species by capturing them, maiming and crippling them so severely as to never again need to fear them, and then to rule over them.  These slaves often have a very short life span as even in this crippled state, they must serve and please their masters for the mere privilege to survive.  It should be noted that slaves if they are killed continue to be considered for status purposes as belonging to their masters and if proof of ownership can be established, may be still be traded or sold.

Young, which compose approximately 167% of the female population, are effectively non-entities in goblin society.

Indentured individuals are next on the wrung of goblin society.  Although they are treated virtually as slaves, a notable distinction is that an indentured individual understands and accepts their place in society without the need to be physically tortured and crippled into submission.  Starting with this attitude, an obedient and capable goblin may advance in society to the status of free goblins.  12.5% of the adult population is indentured males, subordinates in society whose lot it is to bear the greatest share of burden with the least reward.  Mining, tunnel building, and other forms of hard labor tend to be this groups forte.

37.5% are adult females.  Females are effectively indentured goblins to their father or husband.  They often perform simple tasks of gathering and frequently used as impromptu beasts of burden and the maintenance of the family dens.

Free Goblins are the yeomanry of goblin-kin.  They and their family rule over their slaves and indentures, and in turn seek to serve and be promoted in the goblin hierarchy.  30% of the adult population is composed of free adult goblins actively seeking advancement and favor.  Often their advancement efforts focus on banditry or raiding.  Day to day, this group focuses on hunting, scouting, and patrolling tribal territory for intruders.

Leaders, riders, shaman, and hobgoblin warriors form the next tier of goblin society.  Although even at this level, most wealth is transferred to the next tier in the hierarchy, some liberty is allowed for valuables to be kept at this level if it would reasonably promote more and more valuable tribute in the future.  While all effectively equals, each of these groups derives its position in a different manner.

10% of the adult population is composed of leader types whose function it is to direct the activities of the group.  Leaders are the dominant goblin males responsible for a group of approximately 10 adult male goblins.  They are vassals to either very important goblin lords or a hobgoblin liege and have been given permission to establish dens of varying size and location.

10% of the adult populations are Riders (usually wolf riders if above ground).  These are the elite warriors of the goblins and with their mounts they are a very effective form of light cavalry.  Riders are responsible to the senior riders in a pack, the senior rider being a vassal directly to the same lords and lieges that the goblin leaders are.  One of the duties of a goblin leader is to see that riders are properly equipped and housed.

Shamans, accounting for a negligible portion of any goblin population, like riders, are outside the traditional hierarchy and therefore do not have territory or followers.  They are advisors and assistants to all goblins under their leader’s power.

Hobgoblin warriors, not counted in with any census of goblin population, may have vassals and territory, but this will be discussed further in Things To Know about Hobgoblin.  As they relate in this instance to goblins, hobgoblin warriors are supplied and equipped by a goblin leader, but unlike riders, they are that leader’s direct connections to the next layer of the feudal hierarchy.

Marriage and Family

Goblins do not marry.  Goblins simply take their females as mates when the desire strikes them.  Young and family bonds are of no importance compared to all individuals simply accepting their proper place and roles in society.

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

Goblins have a social and cohesive culture.  It is not civilized however from the perspective of great achievements in literature, arts, or technology.

As a literary comparison, goblin society may be likened to that of the Morlocks from HG Wells the Time Machine.  Coordinating in combat with hobgoblin troops or if forced into battle alone, goblin forces resemble ancient Egyptian forces.

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

Few goblins maintain or possess tangible wealth; property crimes such as thievery or robbery have no basis in their culture.  

Most crimes in goblin society occur when his superiors do not approve a shift in a goblin’s status.  A successful goblin may convince his superiors that his actions were properly motivated to serve the interests of the goblin hierarchy, however failure to make such a convincing argument is a real risk.  Failure to prove that a shift in one’s status is legitimate or failing to get it legitimatised is treated as a serious criminal offense.  Usually the punishment is a compensating transferal of territory, slaves, and/or indentures to the offended goblin.  In more severe cases, or when such compensation is unable to be made, the offending goblin may be reduced in status to the next lowest tier in the hierarchy.  Only in cases of bizarre and un-goblin-like behavior will exile occur.

Note that goblins have little regard for the rights of others to possess goods either and see it as more than acceptable behavior to take from others to pass along in the goblin hierarchy.

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

Goblins have a naturally Lawful Neutral (Evil) philosophy.  Acceptance and recognized status with other goblins is one of their basic drives and motivates every aspect of their lives.  This does not equate to blind obedience, for goblins always maintain a healthy degree of awareness of self-preservation and personal interest.  However it is true that a goblin would often prefer to die rather than lose status amongst his fellows.  

Disobedience does not occur, but it is also quite acceptable to bend the intent of commands from above without opposing the letter of those commands.  In fact it is not only acceptable, but it is highly desirable, for a goblin to resist demands from their immediate superiors if they feel that they can convince their superior’s superior that the action was justified.  Justification for these actions is based totally on subjective interpretation of guidance and directives received from higher in the goblin hierarchy.  In short opposition is accepted if they are able to convince a later link in the goblin command chain that they opposed their immediate superior because to do otherwise would either violate guidance from even higher up in the chain of authority or that this opposition actually better served to fulfill the demands of the goblin hierarchy.  This type of initiative, when viewed appropriate by the goblin hierarchy, is the basis for most social and political advancement in goblin society.

Neighbors

Goblins make really poor neighbors to other cultures that refuse to accept the goblin’s reckoning of their status.  And for the most part this includes all species not hailing from the planes of Nirvana through Hades.  Other races fail to interpret or at least acknowledge the same rules of social order as the goblins.  This is an automatic recipe for conflict.  As the nearest neighbors to the goblins failing to accept this perception of the proper order of society, gnomes and dwarves have an innate hatred of the goblin and are constantly warring with goblins, or probably more accurately alternatively terrorize or are terrorized by them.

The notable exception to this is those humanoid races with little or no moral scruples that are able to dominate goblins.  Races like the drow for instance often are able to re-draw the goblins hierarchy slightly placing themselves at in the tree if they are able to indenture those goblins to them.  It is true that this parallels the relations that Maglubiyet has with the powers of Hell.  Diabolic influence is exercised and obvious over the goblin forces of Archeron (and those of the orcs in Gehenna).

Other goblin species like the hobgoblins and bugbear species all understand and accept the same rigid rules of social order, so they get along quite well with other goblin.  This of course does not mean that there is perfect peace; all goblin races naturally seek to increase their relative prestige either through increasing their prestige or lowering that of a competitor.

Of all the races, only the Orcs, hailing from Gehenna, are considered roughly equivalent to that of goblin culture.  It is this grudging respect, and the desires of Hell to keep both Gehenna and Archeron balanced against one another and submissive to Hell itself, that fosters an eternal struggle.  This struggle is not for money, land, or even out of hate between the orcs and goblins.  The sole purpose of this struggle for the goblin is to prove them to and please their diabolic superiors.

Non-Weapon Proficiencies

Goblins are naturally inclined towards NWP involving thieving skills, mining, earthworks and tunneling, subterranean life, and affinity or association with canines.  In addition, they naturally possess skills in animal handling (humanoid) and animal training (humanoid), which are used to manage and control their slave populations.

Goblins have little to no ability with social skills, magic, or mercantile activities.

Appendix A:  

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

	Frequency:
	Uncommon

	No. Appearing:
	40-400

	Armor Class:
	6

	Move:
	6''

	Hit Dice:
	1 to 7 hp

	% in Lair:
	40%

	Treasure Type:
	Individuals K; C in Lair

	No. of Attacks:
	1

	Damage/Attack:
	1-6 or by weapon type

	Special Attacks:
	Nil

	Special Defenses:
	Nil

	Magic Resistance:
	Standard

	Intelligence:
	Average (low)

	Alignment:
	Lawful Evil

	Size:
	S (4' Tall)

	Psionic Ability:
	Nil MMI


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	7
	No
	3
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	4
	9
	11

	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

	Goblin
	3-18
	3-17
	3-16
	3-18
	3-18
	3-16


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

· Strength:  average 10, with a normal range of 8-12.

· Intelligence:  average 8, with a normal range of 5-10.

· Wisdom:  average 8, with a normal range of 5-10.

· Constitution: average of 10, with a normal range of 8-12.

· Dexterity:  average of 10, with a normal range of 8-12.

· Charisma:  average of 8, with a normal range of 8-10 (to humans) or 11, with a normal range of 11-12 (to goblins).

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Goblin
	48"
	1-4
	1-6
	46"
	1-4
	1-4


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Goblin
	100 lbs
	2-16
	2-24
	80 lbs
	2-16
	2-20


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Goblin
	10-12
	12-25
	26-35
	36-50
	51-65


Appendix B: The Gods of the Goblin

MAGLUBIYET

[image: image1.png]



Goblin Greater God

ARMOR CLASS: -2

MOVE: 12”

HIT POINTS: 350

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (11’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil (goblins and hobgoblins)

SYMBOL: Bloody axe

PLANE: Archeron

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 6th level illusionist

THIEF/ASSASSIN: 10th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 20 (+3, +8 I: 19 W: 17 D: 20 C: 22 CH: -2

Both goblins and hobgoblins worship Maglubiyet, the Mighty One, Lord of the Depths and Darkness.  Maglubiyet appears as a huge black goblin-type with red flames for eyes, sharp fangs and clawed hands.  Maglubiyet is a war god and a great general.  He commands mighty armies of goblin spiritis in Hell, where they eternally war against Gruumsh’s orcish spirit army.  (Goblin and hobgoblin shamans claim that Maglubiyet always wins these battles, but there is no permanent death in Hell, so the destroyed orcish spirits always re-form.)

Goblins and hobgoblins both have other evil deities as well, but Maglubiyet rules them all with an iron hand.  The Mighty One requires sacrifices of creatures with souls, and these ceremonies usually take place on nights of a new moon.  It is possible for goblin and hobgoblin shamans to rise as high as 7th level clerics. 

KHURGORBAEYAG

Goblin Lesser God

ARMOR CLASS: 2

MOVE: 12”

HIT POINTS: 255

NO. OF ATTACKS: 2 or 1

DAMAGE/ATTACK: 2-16 (+6) or special

SPECIAL ATTACKS: Entanglement and hopelessness

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 45%

SIZE: L (9’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil (goblins)

SYMBOL: Red and yellow striped whip

PLANE: Nine Hells

CLERIC/DRUID: 8th level cleric

FIGHTER: As 13 HD monster

MAGIC-USER/ILLUSIONIST: 8th level magic-user/7th level illusionist

THIEF/ASSASSIN: 9th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 18/00 (+3, +6) I: 16 W: 9 D: 19 C: 19 CH: 2

Khurgorbaeyag is one of the chief lieutenants of the deity Maglubiyet (see the DEITIES & DEMIGODS book) on the home plane of the goblinoid deities in the Nine Hells, and is the patron god of the goblins in particular. His chief rival for power is said to be Nomog-Geaya, the hobgoblin patron deity (see this text), and there are stories told by goblin shamans of how Khurgorbaeyag deals with his rival’s subtle treachery. The goblin spirits that Kurgorbaeyag commands are forced to fight all the harder against their enemies, the orc spirits, because they must take up the slack from the laziness of their clumsy hobgoblin-spirit allies.

The goblins’ love for slave-taking and aggressive lawfulness is well represented in their deity’s powers and personality. Khurgorbaeyag has flame-red skin, speckled with orange and yellow scales. His only weapon is a great whip, with which he drives his followers on to their duties and into war. He may either attack twice with the lash, injuring foes with its supersonic snap, or may make a single attack against more dangerous foes. This single attack is designed to render enemies immobile; the whip unerringly wraps around the opponent’s feet or wings (out to the 30-foot range of the weapon) and acts as a Rope of Entanglement with three times normal hit points. In addition, anyone touched by the whip in either attack mode must save vs. magic at -4 or be affected as if by a Symbol of Hopelessness, immediately surrendering to the wielder. Victims of this effect of the whip will remain in despair for a number of weeks equal to 20 minus the victim’s wisdom score.

Khurgorbaeyag’s shamans appear to work in fair harmony with bugbear shamans, though no one has conclusively figured out why. Joint ceremonies involving the two races are not uncommon, and temples to the goblin deity frequently have bugbear guards. The clerics of Khurgorbaeyag participate in warfare with the rest of their tribe, though only in advisory positions and not as troop leaders. They tend to encourage the taking of live (not necessarily uninjured) captives to be brought back to the tribal lair for use as slave labor or for “instruction” (ritual public torture). The shamans have their assistants carry supplies of ropes and chains on military ventures to bind prisoners. Their favorite captives for slaves are humans; dwarves and gnomes are usually marked for death after capture. Goblin priests usually use maces or clubs to subdue prisoners and in actual combat. They carry a whip as a holy symbol, but it is only used against captives and not in combat. Shamans of Khurgorbaeyag wear red scale mail and war helms, with vestments of gray wolf fur. Their holy animal is the wolf, and such pets are often found with the shamans or leaders of a goblin tribe. (These are not for use as mounts, like dire wolves and worgs are.) In all other respects their worship is like that of the shamans of Maglubiyet.

Nomog-Geaya
Goblin Lesser God 

ARMOR CLASS: 1 

MOVE: 12” 

HIT POINTS: 283 

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20 (+7) and 3-12 (+7)

SPECIAL ATTACKS: Wounding, pain

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 35%

SIZE: L (10’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil (Goblins)

SYMBOL: Crossed broadsword and hand axe

PLANE: Nine Hells

CLERIC/DRUID: 9th level cleric (destructive spells only)

FIGHTER: As 15 HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 6th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 19(+3,+7) I: 17 W: 12 D: 16 C: 20 CH: -1

Feared and respected as a great military commander and a merciless warrior, Nomog-Geaya is one of the toughest of the goblinoid deities.  He is a patron deity of the goblins, and exemplifies their traits of brutality, courage, stoicism, and cold-bloodedness. Nomog-Geaya is said to have no other expression than a look of grim, tightlipped, tyrannical authority. He has ash-gray rough skin, cold orange eyes, and shark-like teeth. In battle he uses two weapons, one per hand: a broadsword which acts as a +3 Sword of Wounding, and a +2 axe which, upon a successful hit, immediately affects the victim as a Symbol of Pain. Shamans of Nomog-Geaya tend to make thinly veiled references to the barely controlled disgust their deity has for his rival Khurgorbaeyag, also a patron deity of goblins. Goblin followers of Nomog-Geaya must learn to exert themselves in their eternal war with orcish spirits, to cover for the weakness of their untrustworthy goblin-spirit allies.

Shamans and witch doctors that worship Nomog-Geaya also practice their deity’s habit of eating the cooked flesh of their enemies after battle. They encourage slavery and torture, much as goblin shamans do, but are prone to use orcs, goblins, and kobolds victims as slaves, as well as human and demi-humans, to emphasize the worthlessness of these obviously inferior humanoid creatures. Humans and those demi-humans with souls make the best candidates for ritual torture; elves are usually killed without ceremony or waste of time, since they are considered at best to be useless in the scheme of things (and, at worst, dangerous if allowed to run loose).

Nomog-Geaya’s shamans are expected to display the personal qualities of their deity. (Some of them have been executed for laughing in public, even during the torture of captives.) This rigid discipline gives the shamans and deities of this god a +2 save vs. all enchantment or charm spells, and they may be considered immune to and unaffected by normal attempts at humor or displays of emotion.

Nomog-Geaya’s shamans wear armor of iron or steel, and use great helmets that cover their faces completely except for the eyes; banded mail is most commonly used. The carnivorous ape is their favored animal, since its personal habits appear to mirror their own to some extent; it is a compliment to be told that one fought like an ape, meaning with great savagery. The holy color in Nomog-Geaya’s worship is a bright, glossy red, obviously representing blood. Worship ceremonies involving torture of non-hobgoblin creatures (humans, demi-humans, or other humanoids) en masse take place once per year, at mid-winter, in underground temples. 

RAXIVORT

Lesser God

ARMOR CLASS: -1

MOVE: 12” (14” as mobat)

HIT POINTS: 246

NO. OF ATTACKS: 4

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

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 40%

SIZE: S (4’ tall)

ALIGNMENT: Chaotic evil

WORSHIPERS’ ALIGN: Chaotic evil (xvarts)

SYMBOL: Hand of flames (blue)

PLANE: Pandemonium

CLERIC/DRUID: 8th level cleric

FIGHTER: 12th level

MAGIC-USER/ILLUSIONIST: 6th level magic-user

THIEF/ASSASSIN: 10th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 18/00 I: 18 W: 18 D: 20 C: 18 CH: -4
The pantheon of deities in the Flanaess is very broad, and many humanoids and demihumans serve deities which do not have an aspect that exactly matches the race in question, be it dwarven, elven, orcish or whatever. However, for communities of demihumans or humanoids outside human areas of settlement, or for large enclaves therein, some racial deities are needed. For such, you should feel comfortable employing the “Nonhumans’ Deities” section of the DEITIES & DEMIGODS™ Cyclopedia, but with the following changes: Maglubiyet’s plane is Gehenna; Kurtulmak’s plane is Acheron; Gruumsh’s plane is Gehenna. Treat flinds as gnolls, ogrillons as either orcs or ogres, and norkers as goblins for the purpose of selection of a deity of this sort.
Shaman maximum levels are: Ogrillons, 3rd level; Flinds and norkers, 5th level; Xvart, 7th level.
Witch doctor maximum levels are: Norkers, 2nd level; Xvart, 4th level.
There is only one addition to the list of deities which I would recommend. That addition is the xvart deity, Raxivort. The statistics and details of this deity are provided below:
It is told that Raxivort began life centuries ago as a normal xvart. Due to his superior capabilities, he rose to leadership of all xvarts, and because of great service to a demon (some say Graz’zt), Raxivort was granted certain powers and appointed Master of Slaves of the demon. Raxivort feigned gratitude and bided his time. Eventually, the cunning xvart gained sufficient knowledge and power to loot the demon’s strong-room, and with this new arsenal attempted to wrest control of the Abyssal Plane from its lord. The battle was titanic and lasted for months, neither side being able to better the other. 

At last Raxivort sought a truce and departed for the wildly changing planes of Pandemonium, giving up the portion of the Abyssal Plane he had taken, but carrying off great spoils. Raxivort now reigns in luxury, while demons shun him, and one (at least) plots a black revenge.
Raxivort is Lord of Xvartkind, Packmaster of Rats, Night Flutterer. He can take the form of a xvart, rat, or giant bat (mobat; see different movement rate indicated above) — or use magic to take other human, demihuman, or humanoid guise. Raxivort’s normal form is xvart, of course, with bright blue skin and burning orange eyes. His features are gross and ugly in the extreme. Raxivort wears silken garments over blue mail, the whole shimmering as if aflame. 

Raxivort favors small, bladed weapons such as knives, daggers, and short swords. He can hurl any such weapon with great accuracy (+4 “to hit”). He seldom has fewer than a dozen throwing knives and daggers, and when hurled by him they strike as +4 magic weapons. Raxivort also has a falchion of small size (equal to a short sword) but great magical power. In his hands it acts as a +5 weapon, with the power to paralyze one specific type of creature. Upon command, the power of the weapon is activated, and it remains active for 1-6 hours; then it is dormant for one day. The sword, “Azure Razor,” can then be called upon to perform again.
In addition to his other powers, Raxivort has the ability to generate a blue blaze from his left hand. This flame combines the powers of both fire and acid. The blue blaze fans out from his hand to a distance of 2”, with a maximum width of 2” at its terminus. Creatures caught in this magic acid-flame must save twice or take full damage— 5-20 points of fire damage. Raxivort can use his blue blaze only once every four rounds and no more than six times per day. It takes but 1 segment to employ the power and reduces his attacks by only one-half, i.e. 2 per round rather than 4.
Raxivort has many companies of xvart fighters to serve and guard him. Likewise, he has packs of the largest giant rats and scores of mobats at his beck and call. Shamans serving Raxivort always display the blue-flaming hand symbol of their deity. These shamans can attain as high as the 7th level of clerical ability. Magic-using witch doctors can attain 4th level. (Note that their spells are limited, but some have gained burning hands spell ability.) 

Dragon #64

Ralishaz
 (The Unlooked For)

Lesser god

Chance, Randomness, Bad Luck, Misfortune, Madness
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ARMOR CLASS: 0 to -6 (check each appearance)

MOVE: 15”-30” (check each appearance)

HIT POINTS: 140 + 5-50 (check each appearance)

NO. OF ATTACKS: 1-4 (varies each round)

DAMAGE/ATTACK: 1-20 +2 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 71%-90% (check each time)

SIZE: M (5’+ tall)

ALIGNMENT: Chaotic (evil)

WORSHIPPERS’ ALIGNMENT: Any, but usually chaotic

SYMBOL: Three bone sticks

PLANE: Limbo

CLERIC/DRUID: 18th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: 9th level illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: II

Attack/Defense Modes: All/all

S: 18 I: 20 W: 20 D: 19 C:20 CH: 8 (-1)

Ralishaz is the deity of chance, ill luck, and misfortune. He is looked to as the one who causes unforeseen events which bring woe more often than weal. He is also the deity of chance and randomness and so is regarded as the patron of gamblers and those who take unusual risks (although his intercession is unlooked for).

Ralishaz most often appears on the Prime Material Plane as an ancient and oddly dressed mendicant — sometimes male, sometimes female. Ralishaz will beg or gamble in this guise. At other times he will appear as a jester or idiot. In his (or her) true form, Ralishaz is quite awful to behold, for at one moment the face and body of the deity are handsome, the next wrinkled and ugly — first that of a scabby beggar, then that of a beautiful maid. During all these changes, an aura of unease pervades, for the randomness of Ralishaz is most disturbing to all.

The only weapon Ralishaz ever uses is of wood— sometimes a club, other times a staff; both are actually the same item. The weapon is the equivalent of a +3 weapon, but it does 1-20 points of damage when it hits.

In addition to the powers normal to an 18th level cleric and 9th level illusionist, Ralishaz has the following powers, no saving throw applicable (but magic resistance withstanding):

Gaze: acts as a sleep spell for 1-20 rounds (1 creature/round, 10’ range)

Touch: ages subject 1-100 months (1/day)

Curse: variable effect (1 creature, 1/day):

1. Always lose games of chance.

2. Miss next luck opportunity (save or similar chance).

3. Two abilities of unequal rating change places with each other.

4. Always surprised during the next (1-20) encounters.

Ralishaz can be hit only by magic weapons. The “plus” value of weapon necessary varies from day to day, by chance, from a +1 weapon to a +4 weapon (roll d4). Also, Ralishaz can sometimes reverse the effects of attacks. There is a 1 in 20 chance that an attack affecting the deity will actually affect the attacker, and there is a 1 in 20 chance that both Ralishaz and the attacker will be affected equally. He otherwise has the powers typical of a lesser god.

Few persons formally worship Ralishaz, although there are a handful of small shrines and temples in large cities and out-of-the-way places. Clerics of Ralishaz wear varicolored robes of differing materials. At 3rd-6th level (roll d4 for each individual), clerics of this deity gain the ability to sleep by gaze, 1 use per day, saving throw applicable. It is noteworthy that these clerics never seem to suffer misfortune or ill luck — unless it is very, very bad indeed. The ceremonies of worship of Ralishaz involve random notes on musical instruments, babbling paeans, the frequent casting of augury devices, and wildly varying conditions of light and darkness, noise and quiet, heat and chill.

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

“Point of View”

Goblins

The goblins are the only humanoid race that seems to make any effort to get along with all the other humanoids. These beings emphasize the value of cooperation within their own race, avoiding the establishment of specialized tribal doctrines or cults, though they do maintain a firmly structured hierarchy in their government. Goblins regard humans and demi-humans as their worst enemies — dwarves and gnomes particularly so, because they tend to inhabit the same regions as goblins do — and are sometimes angered that the other humanoid races, who might better be aiding or abetting the goblins’ cause by battling humans and demi-humans, are instead so occupied with inter-tribal squabbling and power struggles. Goblins try not to portray themselves as a threat to other humanoids, so as to They are, at the least, generally successful in winning the grudging good will of kobolds and bugbears, and are tolerated by other races.

Goblins, like kobolds, are respectful of authority figures. Though they may be more accepting of non-goblin leaders than kobolds are of non-kobolds, they also see less need to knuckle under to such rulers, too, and are more likely to draw a line defining what their leaders may expect of them. For all their tendencies to shy away from the limelight, goblins do desire power over humans and demi-humans, and generally prefer them (over kobolds or other small humanoids) as slaves and servants. They see torture and other public diversions like it to be instructive to their slaves in pushing home the slave’s proper place in the world. Goblin chiefs and shamans are usually preoccupied with conquests of non-humanoid advocate robbery and theft as a way of gaining those things that goblins (and other humanoids) should have. In some senses, goblins have a slight inclination toward lawful neutral alignment, though they nearly always retain the part of their evil nature that reflects in their desire to loot and to rule others. Goblin shamans of Maglubiyet (described in the DEITIES & DEMIGODS™ Cyclopedia) often serve as intermediaries between hobgoblin and goblin folk, and try to ensure that the former group doesn’t take extreme advantage of the latter. Shamans of the deities governing goblins more exclusively (like those of.

Khurgorbaeyag, described later in this text) devote their attention to the specific problems and needs of goblins in general, and reinforce the oppression of humans and demi-humans as the best course of action in the long run to ensure the well-being and security of goblinkind.

