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Saurians

LIZARD MAN

Lizard men have adapted to as many environments as other reptiles.  Some are semi-aquatic, breathing air but spending virtually all of their life in or near water, sometimes living in caves and caverns that are partially filled with water.  They are often found in swamps, marshes, and similar places.  Lizard men are also able to adapt to arid environments and live in desert environments where water is precious and scarce.  The only good rule is that lizard men do not dwell in areas of extreme cold.

They band together in rough tribal form.  They are omnivorous, but lizard men are likely to prefer flesh to other foods.  In this regard they have been known to ambush others, gather up the corpses and survivors as captives, and take the lot back to their lair for a rude and horrid feast.  

About 1 tribe in 10 has evolved to a higher state.  These lizard men will dwell in crude huts, use shield (thus armor class 4) and hurl barbed darts (3” range, 1-4 points of damage) or javelins (1-6 points of damage) before closing with enemies.  In combat these advanced lizard men employ clubs (treat as morning stars).  They speak their own language.

||Monster Manual I; set ac at 5 if they pick up a shield of course it can be raised; altered description to allow for desert dwelling lizard men; changed special attacks from “see below” to Nil; removed comments regarding them breathing water or living underwater.

TROGLODYTE

Troglodytes are a race of reptilian humanoids that dwell in dark dismal places.  They loathe the younger races, and their aim is to slaughter all whom they encounter.  Troglodytes have excellent senses and effectively “see” 90’ in the total absence of light.  Sight is NOT their primary sense however and is understandably weak given the subterranean world they thrive in.

For every 10 troglodytes encountered there will be 1 leader-type with 3 hit dice.  

For every 20 there will be 2 leader types with 4 hit dice each.  

If 60 or more are encountered there will be a troglodyte chieftain with 6 hit dice, and 2-8 guards of 3 hit dice each.

The lair of a tribe of troglodytes is typically a large cave or cavern with small chambers adjoining it in which the individual units live.  A lair will contain females equal to 100% of the males.  Females fight as 1+1 hit dice monsters.  There will also be hatchlings and eggs, but these are of no importance.

Troglodytes can attack with claws and teeth, but 50% of them use weapons of some type.  The armed half of a group encountered will have:

Javelin (2)

25%

Battle axe (stone)

10%

Morning star (stone)
10%

Sword


5%

Their javelins are great vaned darts, which have a +3, chance to hit when used by troglodytes and cause 2-8 hit points of damage.  They shun armor.

When aroused for battle, troglodytes emit a secretion, which smells extremely disgusting to humans – including dwarves, elves, gnomes, half-elves, and halflings.  The effect is equal to a 2nd level Alter X (Strength, down for non-saurians or up for saurians as appropriate).  

Troglodytes have a chameleon-like power, so they can change their skin coloration to shades of gray, brown, or green.  They thus surprise on a 1-4 unless they are angry and excreting their stench.  They use this coloration to hide when an encounter goes against them.

Abilities:  Extended Senses (sufficient to allow them to function in total darkness with a sensory radius of up to 90’); enhancement (personal only, generating the above mentioned chameleon-like power); Alter X (strength)

||Monster Manual I; replaced infravision with Extended Senses; indicated that sight is not their primary sense; enhancement replaces “chameleon-like” power; replaced scent musk with effect equal to alter X (strength);

Babbler


Weird mutations of lizard men, babblers are large ponderous marsh dwellers, known as marsh-gibberers to native tribes dwelling near their swamp habitat.  Their dominant color is dirty yellow, though their undersides are grey.  Mottled grey patches create weird designs on their muscular bodies.  In form, the babbler resembles a small gorgosaurus with a flexible, tough tail employed to keep the creature stable in erect movement.

Normal movement is a surprisingly fast (12” rate) slither on its stomach, but in melee the babbler must stand erect, in which posture its movement rate is reduced to 6”, in order to use its two fore claws (1-6 hit points of damage each) and its bite (1-8 hit points of damage).  It has a particularly large mouth, filled with rows of sharp teeth.

When moving on its belly the babbler is difficult to detect (25% chance) but animals will smell it some distance away.  If it is undetected in approach it can strike from behind as a 4th level thief, doing double damage and gaining a bonus of +4 on the ‘to hit’ roll.

The babbler is particularly fond of flesh and will attack unless outnumbered by more than two to one.  Raiding parties of marsh dwelling lizard men have been observed to be led by one, tow, or even three babblers in an evil quest for flesh.

The babbler communicates with its kind in a quasi-lingual babbling tongue, which defies efforts at analysis and learning by humans.  It can understand the common tongue in rudimentary fashion.

||Fiend Folio; Entry not yet edited

Lizard King


The lizard king is a variety of the lizard man – taller, more intelligent, and more human like than a normal lizard man.  It dwells in damp areas, usually near an underground river or lake. It will have 10-100 lizard men followers/guards from which it demands tow human sacrifices each week.  These followers will always make every effort to meet the demands of their master since the king, if it lacks sacrifices to eat, will substitute two of its followers for each sacrifice not available.

The bite of the lizard king is a fearsome weapon, which can inflict 5-20, hit points of damage on a victim.  If the ‘to hit’ die roll is more than 4 or greater than the score needed to hit, the lizard king will lock his jaws on the victim, doing double normal damage.

With the exceptions noted, the lizard king has all the characteristics of the normal lizard man.

||Fiend Folio; trident attack changed to a powerful biting attack on par with the giant lizard; removed minimum damage of jaw locking.
Terrain 

Saurians can adapt to harsh, destructive, environments.  Extreme heat, wind, sand, swamp, rocky barren wastes, and even areas with virtually non-existent supplies of potable water are conditions in which they can thrive.  Of course they can also survive in more moderate environments as well without ill effect.  Swampy marsh land, flooded plains, and jungle however are their most ideal habitat.
Weather 

Cold is almost the only universally undesirable condition for a thriving saurian life style.  It is true that some species have specialized to wetter or drier environments; saurians as a race are adaptable, given time, to either condition with minimal difficulty.

Disasters 

Cold or abrupt changes to living conditions are the most disastrous conditions that can befall a saurian.

Government 

Saurians believe that there is but one legitimate source of authority and that is power, and raw uncompromised strength.  Submission to authority is considered an acceptable option only when compared to destruction.  Similar to the social order of highly advanced and social animals saurians endlessly compete for personal status within a group based on fitness and strength.  While much of this competition comes in the form of bloodless sparing, if displays and posturing are insufficient to decide one’s place in the group then personal one on one combat or trials of strength will.  Such contests are typically satisfied and a winner determined without the need for a fight to the death.  In their society rule by the strongest and most powerful saurian is normal.  

Population & Demographics 

Population sizes of saurian groups are generally small, up to village size.  The groups are mobile however and roam over a reasonably large territory, often overlapping in part with one or more other similarly sized groups of saurian.  

Males and females are found in equal numbers.  Eggs and young number many dozens of times the number of adult members of the group but are dispersed throughout the entire range of the group in small numbers hiding not only from other large predators but from other saurians as well.  Cannibalism is not unknown to this race.  Once they come of age and are able to make a place for themselves among their peers, they find it safer to dwell with a group than to hunt or face other predators alone. 

Capital & Commodities

Territory, mates, and prey are the primary commodities in saurian culture.  They have little in the way of money preferring to take what they wish from the weak and barter more or less equally with equals.  

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

Most saurians disdain technology in favor of the tools they are born with.  Sharp claws and teeth, strong muscles and keener senses all coordinated by a well focused mind.  Their average (or low) stated intellect is due to the relatively inflexible nature of the processing talents.  They do what they are born to do and their instincts and minds are superbly designed and efficient at that, survival and dominance of their immediate area.  They do have difficulty however thinking in other terms or empathizing with others frames of reference.

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

Magic is not particularly interesting to saurians.  They value more tangible and direct means of obtaining their desires.  Their lack of knowledge related to most things magical leads them to be a somewhat superstitious race that considers casters to be dabbling in matters that disrupt the natural order of the universe.

Offensive Tactics

Decisive, bold and aggressive tactics are the norm for saurians.  They are not blind to the weaknesses of a frontal assault however and it is common for them to use stealth, maneuver or deception to set the stage prior to initiating a devastating onslaught - Brief, bloody, and decisive.

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

Saurians rely on their personal strength and the strength of their pack mates to defend their territory.

Taxes, Tariffs & Tithes

The inherent nature of saurians to dominate and terrorize their neighbors leads to a natural, if somewhat primitive, form of tribute.  This tribute, taxation, tariff, or tithe almost always takes the form of sacrifices in the form of living sentient beings.  Living until the saurians ritually devour them not out of hunger but as undeniable proof to all that the weak have utterly submitted to the strong.

Occasionally these ritual sacrifices become ingrained in those inhabiting territory claimed by the saurians.  This pool of victims, typically primitives and monsters, may even come to worship the resident saurians or at least see the sacrifice as a means of assuring protection for the rest of the victim’s group for some period of time.

Cycle of activity (day, night, anytime)

Having normal vision and an exothermic metabolism, saurians are a diurnal people.

Food

Large predatory killers, whether alone or in packs, saurians hunt large game.  Normally their prey are herbivores of any species more or less in size to the combined weight of all saurians involved in the hunt.  They have a variable metabolism allowing them to survive for weeks on a single meal if they are relatively inactive (save for the kill), but when very active saurians require much energy and may eat as much as a comparably sized mammal.
Social order (distribution of wealth, castes, responsibilities, hunting male vs gathering female)

Saurians are pack hunters.  All members of the pack older than hatchlings participate in hunting or defending the territory.

Hatchlings are well cared for and protected, though any deformed or crippled hatchlings are ritualistically eaten by the pack to ensure the long-term health and strength of the group.

Active hunters of the group defend their territory, hunt, and satisfy most of the demands of society.

Older saurians, slower but still healthy and strong, guard and protect the nesting areas and hatchlings.  Their reward is the fresh meat brought back by the pack to feed them and the young.

Saurians too old or injured to be useful are, like deformed young, eaten to increase the health and strength of the tribe.

Marriage and Family

The pack is family and binds the group to one another.  Marriage does not exist in their culture though they often practice a form of serial monogamy through a complete breeding cycle (i.e., from copulation until their young large enough to fend for themselves).  During this time both partners join in pack hunts and defend their eggs/young from other predators, including other adult saurians.
Civilization (barbaric, tribal, nomadic,...) 

Ancient, animalistic, brutal, and very barbaric are the saurians by the standards of most “civilized” races.  They are an old race and their culture is primal.  Their architecture is often little more than wooden palisades and earthworks.  They written language is basic but functional, often inscribed (often scratched) onto trees or defenses, occasionally they use clay tablets.  Music and dance are their primary art forms.

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

Saurians view what other races would call mercy and kindness as forms of crimes against society.  Living harsh lives unchanged for ages they also have feelings that innovation, change, and all things “new” are somehow “unsaurian” and therefore bad.  

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

Chaotic Neutral with evil tendencies, saurians see their ancient ways are promoting the most beneficial environment for themselves.  They understand a pecking order with the strongest having more privilege than others within the scope of their society.  They do no submit to this more powerful individual but they show sufficient respect to avoid unhealthy internal conflicts and maintain group identity.
Neighbors

Saurians are not typically desirable neighbors as they tend to hunt anything in the neighborhood, but on the other hand they do not go out of their way to make war.  If others make the effort to learn and understand the ways of the saurian and work within their world, co-existence can be achieved, however it is others that must make the effort to understand the saurians for they are unable or unwilling to change for others.
Non-Weapon Proficiencies

Skills achievable without the use of technology that focus on individual ability or coordination in their packs are well understood and often mastered by saurians.  Skills related to technology, commerce, or trades are quite foreign to them.

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

	
	Lizard Man
	Troglodyte
	Babbler
	Lizard King

	Frequency:
	Common
	Rare
	Very Rare
	Very Rare

	No. Appearing:
	10-40
	10-100
	1-4
	1

	Armor Class:
	5
	5
	6
	3

	Move:
	6''//12”
	12”
	6” or 12”
	15”//12”

	Hit Dice:
	2+1
	2
	5
	8

	% in Lair:
	30%
	15%
	15%
	20%

	Treasure Type:
	D
	A
	B
	E

	No. of Attacks:
	3
	3 or 1
	3
	1

	Damage/Attack:
	1-2/1-2/1-8
	1-3/1-3/2-5 or by weapon type
	1-6/1-6/1-8
	5-20

	Special Attacks:
	Nil
	Revulsion odor
	See Below
	Skewering

	Special Defenses:
	Nil
	Chameleon power
	Nil
	Nil

	Magic Resistance:
	Standard
	Standard
	Standard
	20%

	Intelligence:
	Average (Low)
	Low
	Average (but cunning)
	Average

	Alignment:
	Chaotic Neutral (Evil)
	Chaotic Neutral (Evil)
	Chaotic Neutral (Evil)
	Chaotic Neutral (Evil)

	Size:
	M (about 7’ tall)
	M
	L (8’ Tall)
	L (about 8’ tall)

	Psionic Ability:
	Nil MMI
	Nil MMI
	Nil FF
	Nil FF


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	8
	12
	Unlimited
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	No
	Unlimited
	Unlimited

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



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


	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Lizard man
	12-18
	3-17
	3-17
	12-19
	12-18
	3-16


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

· Strength:  average 15, with a normal range of 13-18.

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

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

· Constitution: average of 15.5, with a normal range of 15-16.

· Dexterity:  average of 15, with a normal range of 13-18.

· Charisma:  average of 9, with a normal range of 8-10 (to humans) or 11, with a normal range of 11-12 (to saurian).

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Lizard Man
	84"
	1-8
	1-12
	84"
	1-8
	1-12


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Lizard Man
	250 lbs
	2-16
	2-24
	250 lbs
	2-16
	2-20


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Lizard Man
	7-10
	11-20
	21-25
	26-35
	36-45


Appendix B: The Gods of the Lizard Men

Semuanya

Lesser god

ARMOR CLASS: -4

MOVE: 12”//24”

HIT POINTS: 211

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-20 (+11)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Regeneration, +2 or better weapon to hit

MAGIC RESISTANCE: 78%

SIZE: L (12’ tall)

ALIGNMENT: Neutral

WORSHIPPERS’ ALIGNMENT: Neutral

SYMBOL: Egg

PLANE: Concordant Opposition

CLERIC/DRUID: 13th level cleric/13th level druid

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 15th level magic user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: II

S: 23 (+5/+11) I: 20 W: 19 D: 20 C: 22 CH: 7 (25 toward lizard men)

Semuanya is the unemotional and amoral reptilian ideal.  Neither good nor evil, neither chaotic nor lawful, Semuanya merely exists and existence is its purpose.  Live long, reproduce, ensure the safety of yourself and the race; this is the entire creed of Semuanya.  Nothing else is of real importance, unless it bears directly on survival and propagation.

Semuanya appears as a normal lizard man, but it is strong and quick of mind and body.  It never speaks unless talk is necessary.  In battle, it wields a large club lined with razor-sharp shells that strikes for 2-20 points of damage.  Semuanya can command all lizards, and can summon 3-18 minotaur lizards at will.  It regenerates 5 points per round.  

Lizard man shamans emulate Semuanya’s taciturnity, and usually counsel avoidance of humans, humanoids, and demihumans.  They are often the leaders of lizard man tribes.  Lizard man shamans can attain the 7th level.

Laogzed

Demigod

ARMOR CLASS: 0

MOVE: 15”

HIT POINTS: 187

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 6-60

SPECIAL ATTACKS: Stinking Cloud

SPECIAL DEFENSES: Poison

MAGIC RESISTANCE: 29%

SIZE: L (10’ tall)

ALIGNMENT:  Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil (Troglodytes)

SYMBOL: Image of the god

PLANE: Abyss

CLERIC/DRUID: 15th level cleric using only harmful spells

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S: 21 (+4/+9) I: 18 W: 17 D: 19 C: 19 CH: -2

Troglodytes worship the disgusting Laogzed, a vile being whose appearsance suggest both toad and lizard.  Laogzed’s oozing skin is an acidic poison; any creature touching it takes 3-18 points of damage and must save versus poison at –4.  Weapons or other objects touching it must save versus acid or be destroyed.  Laogzed can exhale a stinking cloud at will.  His huge mouth is lined with many rows of needle-sharp teeth; he bites for 6-60 points of damage.  

The most important rites in the worship of Laogzed are always held far below ground at Midwinter.  At this time, troglodytes gather together for the ritual of the Shedding of Skins, where the trogs (who grow throughout their lives) remove their old, dull skins, and then sacrifice these husks to Laogzed.  Troglodyte shamans can work up to the 3rd level of clerical ability.

Demogorgon

Lesser god

ARMOR CLASS: -8

MOVE: 15”

HIT POINTS: 200

NO. OF ATTACKS: 3

DAMAGE/ATTACK: Special

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 95%

SIZE: L (18’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil

SYMBOL: ???

PLANE: Abyss

CLERIC/DRUID: ??

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: 150/head (all/all)

S: ?? I: 20 W: ?? D: ?? C: ?? CH: ??

The rivalry between demon lords is great, but the enmity between Demogorgon and Orcus is immense and unending.  Demogorgon is a terrible opponent.  First, he possesses great powers in his two heads.  Should he fix the gaze of both upon his enemies he is able to hypnotize.  This hypnosis will affect from 10-100 creatures of 1 to 3 hit dice, from 5 to 40 with 4 to 6 hit dice, from 3 to 24 with 7 to 9 hit dice, 2 to 12 with 10 to 12 hit dice, and from 1-4 with 13 or more hit dice.  Those over 15 hit dice save versus magic all others are automatically hypnotized.  This hypnosis of the mass sort is limited in that the victims are only under its influence for 1 turn, but during this time will follow most instructions absolutely (self destruction would not be heeded) and for from 1 to 6 turns afterwards will tend to believe or carry out the residual of the hypnosis.  Demogorgon’s left head has a gaze which has the effect of a rod of beguiling, and the gaze of his right head causes insanity for from 1 to 6 turns.  When used independently in this manner the potential victim or victims save versus magic to determine whether or not they avoid the eyes.

Second, Demogorgon is able to lash out with his forked tail, striking with it as a whip-like weapon.  Its touch causes energy drain from one to four levels, the tail striking as a flail for hit determination.

Third, his tentacles also are deadly weapons, each causing 1-6 hit points of damage to any opponent, but those opponents that are of lesser stature (particularly those hailing from the Prime Material Plane such as humans, dwarves, elves, etc.) will be subject to rot – a limb becomes useless in 6 melee rounds and drops off in another six; the body sustains damage which permanently removes 25% of the person’s hit points in 6 melee rounds, cumulative per hit.  A cure disease made within the 6 melee round limit will save the member so that it will heal in 1 to 4 weeks and body hits will be restored entirely with the cure if made within the 6 melee rounds after the hit.

Whenever desiring to do so, Demogorgon uses any one of the following powers:  Cast continual darkness, charm person, create illusion (as an illusion wand), cause fear (as a wand of that ilk), levitate (as a 16th level magic user), detect magic, read magic, read languages, detect invisible objects, ESP, dispel magic, clairvoyance, use clairaudience, suggest, water breathe, polymorph self, wall of ice, charm monster, telekinese 7,000 gold piece weight with each of his two heads (or with but one), cast a feeblemind spell once per day, project an image, use power word stun once per day, use any symbol once per day, turn sticks to snakes and gate in other demons, 85% chance of success:  50% chance for a type I-IV, 50% of gating in a type V or VI.

Description:  It is contended by some that this demon prince is supreme, and in any event he is awesome in his power.  This gigantic demon is 18’ tall and reptilian.  Demogorgon has two heads that bear the visages of evil baboons or perhaps mandrills with the hideous coloration of the latter named beasts.  His blue-green skin is plated with snake-like scales, his body and legs are those of a giant lizard, his twin necks resemble snakes, and his thick tail is forked.  Rather than having arms, he has great tentacles.  His appearance testifies to his command of cold-blooded things such as serpents, reptiles, and octopi.
Monster Manual I:  Not edited.

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

