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MERFOLK

MERMAID

Mermaids are found in the shallow waters of seas and oceans in the warm temperate and tropical areas.  They range over areas harvesting the vegetation and hunting the fish that the seas provide.  Additionally, mermaids actually domesticate certain fishes.  They venture out of water only to sun themselves or to visit some coastal spot.

Mermaids and their young will number 100% and 100% of the merfolk community’s male population.   

These communities will be guarded by from 3-18 of the larger sized barracuda (q.v.), for mermaids have learned to tame and use these fish.

The arms used by mermaids are:

Javelin, dagger
80%

Net, javelin, dagger
20%

Merfolk speak their own language shared by mermaids, locathah, and tritons.

||Monster Manual I; moved merman tactics against ships to tritons; changed merman to mermaid; altered special attacks from see below to Nil; removed comments about undersea caverns as their homes workshops and fish pens; changed crossbows and tridents to javelins; 

LOCATHAH

The locathah are a humanoid race of aquatic nomads, the male counterpart of the mermaid. They roam shallow seawaters, hunting and gathering food from bountiful warm waters.

For every 40 locathah encountered there will be a leader with 18 hit pints (treat as a 4th level fighter) and 4 assistants with 14 hit points (treat as 3rd level fighters). 

 If more than 120 are encountered there will be in addition a chief with 22 points (treat as a 5th level fighter) and 12 guards (12-14 hit points, 3rd level fighters).

Giant eels always accompany and fight with Locathah.  (See eel for statistics).  A typical force of locathah will be armed as follows:

Javelin


80%

Net and Dagger
20%

Locathah freely associate with moray eels (4-16 or giant eels) as well as Portuguese man-o’-war.

Description:  Locathah appear humanoid above the waist but their lower bodies are that of the flukes of sea mammals.

||Monster Manual I; altered movement rate to indicate swimming; removed comments about them riding giant eels and having lairs; changed crossbows and tridents to javelins; changed lance to harpoon; adjust movement to reflect 1”//15” movement;

TRITON

Tritons are the protectors of merfolk.  They are sea dwellers, inhabiting warmer waters principally but equally able to navigate either shallow or great depths.  They seldom venture forth upon dry land.

For every 10 tritons in a group encountered, there will be an exceptional one in addition, this triton having 4-6 hit dice.  There is also a 10% chance that they will have with them 1-4 of their kind with magical ability of 1st-6th level.  One triton in 10 has a 5% chance of having psionic abilities of the sort applicable to magic-users.  If a psionic individual is indicated, roll a 12-sided die for the number of abilities by random selection.  Attack and defense modes are commensurate with the potential, abilities, etc.

For every 20 tritons encountered there will be an exceptional triton with 7-8 hit dice.  The leader of any group of tritons numbering 50 or more will have 9 hit dice.  

It is 90% likely that the tritons encountered will have trained hippocampi (65%) or giant sea horses (35%).

If tritons are encountered in their lair there will always be the following additional figures:

60 Males

6 exceptional males of 4-6 hit dice

3 exceptional males of 7-8 hit dice

1 magic user of 7th-10th level

1 cleric of 8th-11th level

4 clerics of 2nd-5th level

Females equal to 100% of males

Young equal to 100% of males

There is also a 75% chance that there will be 2-12 sea lions as pets and guards.  

They will wear cuirasses made of shark’s skin or the like, which increases their protection to class 4.  The typical arms of a group of tritons are:

Sea Lion (or equivalent) & dagger

30%

Hippocampus (or equivalent) & dagger
10%

Javelin & dagger



20%

Giant Sea Horse (or equivalent) & dagger
40%

Tritons subject to the presence of land folk will have grapples and 50’ lines or other means of attacking ships from beneath the surface.

Triton leaders will bear special runed conch shell horns that may be blown underwater.  These horns allow tritons long-range communication with other merfolk and the sea life with which they dwell. The horns will, when used as a call for assistance, bring a response from virtually all sea life able to reach the triton, including 5-20 hippocampi, 5-30 giant sea horses, or 1-10 sea lions.  The conch shell horns can also blow a warning that causes marine creatures with animal intelligence or less to flee to safety.

On occasion tritons will attack surface vessels. To do so, they attack from below the water line causing sufficient damage for the ship to sink.  

Tritons share the language of all merfolk.  They can also speak the tongue of sea elves and that of any marine monsters common to their territory.

Description:  Tritons have silvery skin, which fades into the silvery blue flukes that are their lower limbs.  Their hair is deep blue or blue-green.

History:  Tritons are known to serve the god Triton, defender of merfolk and symbiotic sea life.  They have fought fierce wars with the sahuagin and skirmish continually with the ixixachitl, koalinths, and lacedons.  They are generally on guard but not hostile towards humans who do not mean harm to the merfolk society.

||Monster Manual I; make conch shell’s special runed items; removed saving through for marine life; generally got tired and did not totally re-do the spell like affects; corrected movement type to indicate swimming; Changed special attacks to NIL; changed special defenses to NIL; adjust movement to reflect 1”//15” movement; made many alterations to description; altered use and purpose of the “special conch shell”;

Terrain 

Merfolk are found in the shallow seas and ocean coastal regions in the warm temperate and tropical areas.  Water depth in the territory they call their own rarely exceeds 50 feet and is often more shallow.  Small islands, coral, or rocky outcroppings are favored features.  Most merfolk, especially the tritons, are fully capable of deep dives though few dives last more than 10 minutes each before the need to breathe forces them to resurface.

Weather 

Hot tropical climes are most preferred by merfolk though they are capable of living in most shallow water areas where the water never nears freezing.  They avoid most precipitation and storms if given the opportunity.  They also avoid especially rough seas when possible.

Disasters 

Storms, rough seas, tidal waves, and other related natural disasters are dangerous to merfolk and are avoided.  The deep sea is also considered to be forbidding and a place of danger.

Government 

Merfolk maintain a society of cooperative mutual care, each naturally filling the task at hand for which he or she is best suited for.  There is no formal chain of command, however, the gifted are seen as having a mandate to protect those less fortunate.  This obligation is an honor and, as the saying goes, with great power comes great responsibility.  It is so ingrained in the nature of merfolk to respect this rule, which to them is the only natural order of things, that they have absolutely no question or mistrust of the motivations of other merfolk.  They have no fear that the strong will abuse their power or that the weak will “milk” the system.  Experience has proven that this same arrangement does not work with other races who, even if subconsciously, always seek some form of advantage out of such a relationship. This is why merfolk avoid most other races.

Tritons compose the military arm of merfolk society.  They exist as a deterrent to disruptions in the peaceful and harmonious life to which the merfolk strive.  However when called, they react with a righteous indignation and unswerving dedication to retaliate against wrongs to the community.

Population & Demographics 

Groups of merfolk are organized into units of approximately city-sized communities.  These communities lack structures or fixed locations and are almost always on the move from one location to another within hundreds or sometimes thousands of miles.

Males, females, and young are normally equal in number.

Sea life, especially more intelligent animals and monsters, holds a valued place in merfolk society and are always found in abundance.  

Capital & Commodities

Merfolk have no currency as they freely share what they possess with other members of their society.

Being a marine race, merfolk find ferrous metals to be of little value as they rust far too quickly.  Likewise textiles rot to uselessness.  

Sea plants, obsidian knives and daggers from underwater volcanoes, pearls, coral, and baskets or small boats made from tall reeds compose most of the commodities available to merfolk.

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

Unable to forge metal in the sea, merfolk are limited to Stone Age technology. Their tools are made of obsidian, coral, or the bones of marine creatures.

Instead of pursuing technology they have chosen instead to become more in tune with life in the sea.  This oneness with sea life has developed into symbiotic relationship and proven immensely valuable to both.
Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/hi-lv/artifact) 

Natural magic is common in merfolk society.  Tritons use synthesized magic, particularly their special conch shells, and often have access to low or even mid level magic as well.

Tritons undergo a special ritual upon accepting their responsibilities for defending their community.  During this ceremony (i.e., runed magic) each triton is granted the special resistance to magic that is unique among merfolk as a sign from the god Triton of his favor.

Offensive Tactics

Among the merfolk, only the tritons exercise discretionary offensive action against their enemies.  In the sea, they fight much like an aquatic form of light skirmishers.  Against ships they will sink them from below surface to cause land races to fight without the aid of such vessels.  They rarely attack land targets, but when they do, it is not uncommon for them to use either magic or a form of Greek fire made of synthetic magic (i.e., specially prepared whale oil).

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

The preferred tactic of merfolk is to avoid conflict by staying as far from other “civilized” races as they can.  They accept only the company of marine animals and monsters.

Taxes, Tariffs & Tithes

From the ordinary merman to their rulers and even their gods, the merfolk ask only for what they feel is in the best interest of the community.  If it is within the power of the individual or the group it is freely and eagerly given.  This is neither martyrdom nor slavish obedience to authority but only a faith and trust in other merfolk that this devotion to the community would never be abused.

Cycle of activity (day, night, anytime)

Merfolk are most active during the early morning and late afternoon.  In the evening they rest, floating on the surface of a calm sea or seeking temporary refuge on a relatively inaccessible island or rock outcropping.

Food

The primary diet of merfolk consists of aquatic plant life and seafood that is a normal part of the chain of life.

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

The society of merfolk is basically subsistent in nature.  They hunt and they gather, still four main divisions exist.

Mermaids, or female merfok, that do not possess special combat skills.  Their functions involve tending the young, gathering vegetation for food, gathering herbs and other natural magic, and working with the hunters (i.e., male merfolk or locathah) to perform routine domestic chores.

Locathah, or male merfolk, are hunters and provide food to the community but are not primarily responsible for merfolk defense.

Tritons, composed of both males and females, form the primary defense force of merfolk society.  The male to female ratio of this group is approximately 1 to 1 as is the rest of merfolk sexual division.

Finally the last division of merfolk society is the young.  Young as helpless innocents are protected and provided for by the adults.  They are eagerly taught and allowed to learn through experience under the protective guidance of adults whatever skills they are inclined towards that are beneficial to merfolk life.

Merfolk always dwell in close association with other sea life.  In addition the beauty merfolk enjoy in the benign fishes.  Many fishes, marine animals, and marine monsters form close associations with merfolk.  Each often feels a strong kinship and the more intelligent monster develop a bond equal to a brotherhood of mutual respect and appreciation.
Marriage and Family:

Loving spousal relationships are the norm for merfolk though they may be monogamous or polygamous (one or many males to one or many females).  Need and ability for each party to truly satisfy a role in the relationship tends to be the guiding factor.  Idle harems of the opposite sex do not exist.

Children are raised in a loving and nurturing environment.  

Elderly find their roles in assisting the younger generations as needed, often through teaching or wise council.

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

Nomadic hunter-gatherers, the presence of merfolk on their environment is barely felt in their wake.  They leave no monuments and few tools.  Their oral tradition of storytelling is virtually the only record of their existence and long history.

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

No real law exists in merfolk society.  They are fully able to live comfortably without laws.  Their societal mores and beliefs direct them to do unto others as they would have done unto them.  This works perfectly well in such a reciprocating culture.  

When outsiders violate the golden rule, the defenders of merfolk kind, the tritons, retaliate in a gesture equivalent of “an eye for an eye”.  This is not because merfolk are hostile or warlike, they simply believe in taking care of their own.  Though punishment of offenders will never make the harm of the original offense less, it is hoped that swift justice will act as a long term deterrent.

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

Neutral Good with Chaotic tendencies in alignment, merfolk follow a principal where it is the duty of the gifted or powerful to protect and support the less fortunate.  This altruism is recognized not only by other merfolk, but empathically understood but the marine animals and monsters they live with.  It is for this reason that merfolk, as well as the marine animals and monsters that are a virtual extension of their community, willingly comply with the commands of superior merfolk when given direction.

Neighbors

Merfolk have many positive considerations as neighbors.  They are not warlike; they don’t compete for resources with most other races; they reciprocate kindness and goodwill.  They are a shy species around non-merfolk, as they have had a history with “land folk”, particularly humans who have taken advantage of their nature or who have tried, often for little better reason then because they can exploit the merfolk, to “capture” a mermaid for sport and pleasure.

Non-Weapon Proficiencies

Merfolk naturally excel at swimming and understanding of the sea, including marine lore.  Their connection to sea life is such that they are able to communicate at least at an empathic level, through sub-sonic sounds, to most sea life.  This provides them the equivalent NWP of animal handling (marine)++, animal training (marine)++, and the ability of communication with all marine monsters.  They have no direct control over other marine life but for purposes of dealing with marine life their effective charisma is no less then 18.

Outside of their native habitat their understanding and ability to cope is quite limited.  They have virtually no ability to travel independently on land; fire and metal work of any kind are unheard of; and they suffer immense penalties in social and knowledge NWP related to land folk.

Appendix A:  

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

	
	Merman
	Locathah
	Triton

	Frequency:
	Uncommon
	Rare
	Rare

	No. Appearing:
	20-200
	20-200
	10-60

	Armor Class:
	7
	6
	5

	Move:
	1”//18”
	1”//15”
	1”//15”

	Hit Dice:
	1+1
	2
	3

	% in Lair:
	25%
	10%
	25%

	Treasure Type:
	C, R
	A
	C, R, S, T, X

	No. of Attacks:
	1
	1
	1

	Damage/Attack:
	By weapon type
	By weapon type
	By weapon type

	Special Attacks:
	Nil
	Nil
	Nil

	Special Defenses:
	Nil
	Nil
	Nil

	Magic Resistance:
	Standard
	Standard
	90%

	Intelligence:
	Average to Very
	Very
	High and up

	Alignment:
	Neutral Good
	Neutral Good
	Neutral Good

	Size:
	M
	M
	M

	Psionic Ability:
	Nil MMI
	Nil MMI
	Nil MMI


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	11
	14
	9
	No

	Ranger
	Magic-User
	Thief
	Assassin

	12
	10
	9
	Nil

	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

	Merfolk
	6-18
	3-18
	3-18
	8-18
	3-18
	8-18


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

· Strength:  average 12, with a normal range of 10-14.

· Intelligence:  average 12, with a normal range of 8-14.

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

· Constitution: average of 13, with a normal range of 10-16.

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

· Charisma:  average of 13, with a normal range of 11-16.

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Merfolk
	100"
	1-6
	1-3
	90"
	1-6
	1-4


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Merfolk
	270 lbs
	2-16
	2-12
	250 lbs
	2-12
	1-8


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

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


Appendix B:  The Gods of the Merfolk

Eadro

Greater god

ARMOR CLASS: 0 or –6 (amorphous form)

MOVE: 12”//24”

HIT POINTS: 227

NO. OF ATTACKS: 1 or 8

DAMAGE/ATTACK: By weapon type or 1-10x8

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 72%

SIZE: M (7’ Tall)

ALIGNMENT: Neutral Good

WORSHIPER’S ALIGN: Neutral Good (Locathah and Mermen)

SYMBOL: Spiral Design

PLANE: Atlantis

CLERIC/DRUID: 20th level cleric

FIGHTER: 15th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: II

S: 21 (+4, +9) I: 22 W: 18 D: 22 C: 21 CH: 19 (25 to Merfolk)

Both locathah and mermen worship Eadro, who appears as a being of living water, abel to take any shape it pleases.  Usually Eadro takes the shape of a locathah or merman, though in battle the god often becomes an amorphous blob that can lash out with 8 water-whips, each inflicting 1-10 points of damage.  Eadro can summon 2-8 16 HD water elementals at will.

The god’s worshipers believe that Eadro bathes their gills in the Water of Life before dropping them into the Current of Existence.  Between lives on the Prime Material Plane, Eadro watches over their spirits in the ocean on the plane of Concordant Opposition, where they take the form of tiny fish.  The god’s symbol is a spiral, which indicates growth through unity.

Locathah have shamans up to the 3rd level, while mermen clerics can reach the 5th level.  Though they worship the same deity, locathah and mermen are not always allies, as they often must compete for the same sea space.

||DD; Entry not edited other than slight update to plane in stats; updated Charisma related to Merfolk.

Triton

Greater god

ARMOR CLASS: ??

MOVE: ??

HIT POINTS: ???

NO. OF ATTACKS: ???

DAMAGE/ATTACK: ???

SPECIAL ATTACKS: ???

SPECIAL DEFENSES: ???

MAGIC RESISTANCE: ???

SIZE: ???

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: Neutral Good (Triton)

SYMBOL:  ???

PLANE: Atlantis

CLERIC/DRUID: ???

FIGHTER: ???

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: ???

S: ??? I: ?? W: ?? D: ?? C: ?? CH: ??

Not found referenced in MM description of Tritons.

XERBO

God of the Sea, Money, and Business

Lesser God


[image: image1.png]



ARMOR CLASS: -3

MOVE: 13”//36"

HIT POINTS: 185

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 5-50 + 8 

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 30%, but 95% while in water

SIZE: M (7’ tall)

ALIGNMENT: Neutral

WORSHIPERS: ALIGNMENT: Fishermen and those living on sea coasts

SYMBOL: A dragon turtle

PLANE: Elemental plane of water

CLERIC/DRUID: 9th level in each

FIGHTER: 17th-level fighter

M-U/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

Attack/Defense Modes: Nil

S: 20 (+3, +8) I: 19 W: 18 C: 18 D: 14 Ch: 15

Xerbo appears as a large man with matted hair that looks like brown kelp. His armor is made of dragon turtle hide, as is his shield. He bears a trident that when used in water combines the powers of submission and yearning (saving throw vs. each allowed on each hit in melee), in addition to doing 5-50 points of damage, plus his +8 strength bonus, on each hit. The weapon has a +2 bonus “to hit" and with it Xerbo can charm any sea creature, or remove a charm on such a creature placed by another, by simply touching the target. When used out of the water, the trident is a +2 weapon for both “to hit” and damage purposes, does only 3-12 points of damage, and does not have the powers of charm, submission, or yearning.

Xerbo can use the following magical powers at will (maximum one casting per round): detect magic, water breathing (1 day duration), speak with sea creatures, dispel magic, polymorph other (always into a sea creature), cure serious wounds, cure disease, neutralize poison, raise dead (sea creatures only, and only if the creature’s intelligence is 6 or higher), raise water, and lower water.

Also, he can use the following magical powers up to three times per day each: conjure water elemental, pass between fish (as a druid does between plants); teleport without error, protection from good or evil (20’ radius), and globe of invulnerability (on himself only).

These spells and spell-like powers are the only forms of magic that Xerbo has. All of his magical powers are used at the 9th level of ability for the purposes of range, duration, and area of effect unless otherwise indicated.

His knowledge of the seas and what they contain is 100%accurate unless magic masks his view. He believes in fair combat and the unwritten “law of the seas”; thus, he will not favor one sea creature over another. He believes that men and other land-based humanoids have no place in the water, and will not offer aid to such land-based creatures unless they are trying to help or protect sea creatures or the seas and oceans in general. If some creature or character is endangered or killed by a sea creature, Xerbo considers this to be fate, and he will not help or change the course of events.

He will not allow members of his clergy to reincarnate anyone killed in the sea or while traveling across it unless a non-sea creature did the killing. Druids who take up membership in the clergy of Xerbo are obviously special characters; they are devoted to the seas and oceans in the same way and to the same degree that other druids are involved with forests and other dry-land environments. Members of Xerbo’s clergy are expected to care only for the seas, and the deity will not tolerate extended land adventures by them, especially “foolish” excursions into dungeons and ruins.

Members of the clergy of Xerbo (including neutral clerics, who can never be player characters) wear various shades of blue vestments, often decorated with green trim running from the edges of the garments into the torso and up to the neck, to simulate sea vegetation waving in the current. His clergy may never receive (nor pray for) spells involving fire, although they may receive spells such as resist fire and protection from fire; conversely, any spells involving water that they receive will always be of the highest quality, operating as if the caster were two levels higher for the purpose of range, duration, area of effect, and so forth. 

Xerbo is worshiped along the east coast of the Flanaess and in the Hold of the Sea Princes and on Lendore Isle. He is the preferred deity of seafaring barbarians. 

OSPREM

Goddess of Water Voyages

Lesser God


[image: image2.png]



ARMOR CLASS: 5 (but -5 in water)

MOVE: 12”//48"

HIT POINTS: 120

NO. OF ATTACKS: 1 (but see below)

DAMAGE/ATTACK: 3-12 + 7

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 30%, but 85% in water

SIZE: M (5’10” tall)

ALIGNMENT: Lawful neutral

WORSHIPERS: ALIGNMENT: Lawful sailors and fishermen

SYMBOL: A sperm whale or three barracuda

PLANE: Nirvana

CLERIC/DRUID: 11th level in each

FIGHTER: Nil

M-U/ILLUSIONIST: Nil (but see below)

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

Attack/Defense Modes: Nil

S: 19 (+3, +7) I: 15 W: 20 D: 16 C: 24 Ch: 19

Osprem appears as a beautiful woman dressed in flowing gowns that resemble blue-green seaweed. She wears no armor other than a ring of protection that confers upon her AC 5 out of the water and AC –5 in the water. This special ring, which only functions on her finger, also allows her to regenerate one hit point of damage per round while in the water. She is armed with a trident that is +3 to hit and does 3-12 points of damage, plus her strength bonus. 

She never carries spells of fire, but she can use resist fire and protection from fire. Any spell involving water has maximum possible effect when cast by her (as if cast by a 14th-level druid or a 29th-level cleric). Osprem can walk water (like the cleric spell wind walk) at will, and can give this power to as many as five individuals at one time, by touch. She has the power to stop any disturbance in the water or on land under the water; thus, she can quell an underwater earthquake or still a storm on the surface of the ocean. 

Once per day she can produce an ice storm in an area 300 feet in diameter, causing a hailstorm of 10 rounds duration that will cause 3-30 points of damage per round to unprotected creatures within that area. This ice storm can be cast on dry land, but only if the area affected is within 1 mile of a major body of water (a large lake, large river, or the ocean). She uses this power primarily to punish people - perhaps even entire towns - who offend her.

Osprem is only on fair terms with Xerbo, but they do not battle over the oceans, and they will combine forces to do battle with any outside force that threatens safe travel across the seas or the life within them. 

She has the power to shape-change into the form of any water creature, retaining her hit points and armor class at all times. She will not change into a dragon turtle, so as to not offend Xerbo, and she almost always takes the form of either a dolphin, a barracuda, or a sperm whale.

As a dolphin or a barracuda, she attacks as an 11 HD creature, moves at 48”, and does 3-12 points of damage with her bite. 

As a sperm whale, she attacks as a 36 HD monster, moves at 48”, and inflicts 15-60 (15d4) points of damage with her bite. On any successful roll “to hit” of 18 or greater, she engulfs her target and swallows it whole. This engulfing does not do any damage to the victim unless she wills it, and if she does then the victim suffers 3 points of damage per round while trapped inside her whaleís body. (Her internal armor class is also -5, in case any victim tries to fight his way out.)

While in any shape-changed form, Osprem can summon normal creatures of the same type as often as three times per day. From 10-60 such creatures will answer her call, and will fight to the death on her behalf if she requests it. 

Clergy of Osprem who have attained the 7th level or higher can bless a seagoing vessel so that its chance of suffering a calamity (capsizing, man overboard, broken rigging, torn sails, etc.), is half as likely as usual. Or, her clergy can curse a vessel so that the chance of such an occurrence is twice as great as usual. A bless or curse of this type affects one voyage of a vessel (from port to port) and must be put into effect before the vessel sets out from its point of embarkation. This power is a 4th level spell which members of her clergy can pray for as part of their normal allotment of spells.

Osprem’s clergy often wear gold- or brass-colored armor that is finely decorated. Clerical vestments are blue, decorated with pictures or embroidery of ships, dolphins, whales, or barracudas. Her clergy can pray for spells of fire if they wish.

As they progress in levels, her clergy gain bonus spells over and above those normally allowed to them, as follows:

At 9th level, they receive water breathing (normally only available to druids and magic-users). At 11th level, they receive the spell ability of water walk (see above). And at 16th level, they may summon or dismiss a water elemental. The summoned elemental will always have 8 HD, but an elemental of any size can be dismissed. An elemental summoned in this way will never be hostile to the summoning cleric. As compensation for these abilities, clergy of Osprem must earn an extra 5% of the experience points normally needed to rise through the 9th and 11th levels, and all levels of 16th or higher. 

Osprem is worshiped in many seaports touching the Asure Sea, and in the Lordship of the Isles and on Lendore Isle. She is rarely worshiped in the northern or western areas of the Flanaess. (For details, see TSR module L2, The Assassins Knot.)

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

