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TROLL

Trolls are horrid carnivores found in nearly every clime.  Most creatures fear them, but a troll knows no fear and attacks unceasingly.  Their sense of smell is very acute, their sight and hearing are extremely acute, allowing them to “see” in complete darkness up to 90’.

Their strength is very great (18/00) and their constitution is unearthly at 25 (allowing the creature to regenerate 3hp/round).  This regeneration includes the re-bonding of severed members.  It is however a myth that, the loathsome members of a troll have the ability to fight on even if severed from their body; a hand can claw or strangle, the head bite, etc.  And, of course, the total dismemberment will slay a troll.  

To stop a troll from regenerating, the monster must be burned or immersed in acid.  A troll will however be killed as any other creature once it takes more than twice it’s hit points in damage.

A troll attacks with its clawed forelimbs and its great teeth.  A troll is able to fight 3 different opponents at once.  

Description:  Troll hide is a nauseating moss green, mottled green and gray, or putrid gray.  The writhing hair-like growth upon a troll’s head is greenish black or iron gray.  The eyes of a troll are dull black.

||Monster Manual I; Extended Senses to replace infravision; adjusted information on regeneration and method to kill the troll slightly; added in information on a troll’s strength;

Terrain 

Damp, wet, even waterlogged environments most suits trolls.  Such environments minimize the threats posed by attack forms causing damage which they can not quickly regenerate (i.e., fire and acid, though electrical damage is unaffected it is the least conveniently wielded against them).  River beds, wet gullies of natural drainage, swamps, marshland, and especially rainforests with their frequent showers of rain are ideal.  Some trolls are primarily aquatic, though all are air breathers.  
Weather 

Rain, storms, lands perpetually overcast with heavy cloud cover completely blotting out the sun not only provide trolls with resistance to fire and acid but also allow them to use their superior darkness vision to maximum effect.  Subterranean and underdark environments provide similar opportunities for the troll.  
Extreme protracted cold, heat, even poisonous air are surprisingly beneficial, so long as such damage is not so hostile as to cause more than 1 hp of damage per turn.  This is of course of virtually no notice to trolls but greatly hampers most other races that might otherwise attempt to attack them on their home ground.

The safest home lands of the trolls tend to be so hostile that even with protective clothing the environment alone causes as much as 3 hit points of damage per round from a combination of cold, heat, and poisonous air.  Virtually no other race could exist in such a land.

Disasters 

As has been stated the resilience of trolls is such that prolonged harsh environments are not only survivable but most beneficial to this race.  Disease is likewise considered a blessing, devastating potential threats yet even the worst plague would be of more concern to a troll then a common cold to others.
So what does constitute a disaster for the troll race?  Possibly the worst thing that can happen in troll lands is moderation of weather, for the climate to become mild, the rains to come gently, for openings to appear for the prosperity of other more prolific but tender races to intrude upon the territories of the troll.

Government 

A hardy and strong will race, trolls refuse to submit to remote and faceless authorities.  A strong charismatic and successful troll however will be respected and other trolls, desiring to gain a share in that success often choose to share in his fortune.  Thus success breeds success though this system has limits imposed upon it.  A troll chieftain, no matter how admirable, if he is not personally known and respected will not be followed.  In practice troll communities can gain the size of a large village but rarely will more than a few hundred trolls unite.  Once a group grows so large that it becomes impossible for each troll to maintain a feeling of personal connection and mutual respect with their leader this system becomes unworkable.
Without a powerful and respected leader troll society becomes a series of extended families, usually patriarchic in nature.  Villages also show up under this form of social structure but they lack centralized order and are merely family groups living in proximity to one another for mutual benefit.

Population & Demographics 

Trolls are a genderless race.  There are neither male nor female troll.  
Young are created as an offshoot of a trolls regenerative powers.  If able to consume sufficient quantities of the still living essences of their victims (i.e., heart, brains, or other vital organs depending on the specific rituals) a troll’s body will convert this essence in a short time of gestation into a new troll.  This new troll will be physically ripped from the body of the “parent” much like the Athena springing from Zeus’s head a fully formed and adult being.  In truth the new troll isn’t fully formed but more an embryonic “bud”.  Upon being detached from the “parent” troll the bud rapidly (i.e., at the regenerative rate of the troll) forms into a new fully grown “young adult” troll. 
Most trolls live a fairly egalitarian life with few distinctions between the richest and the poorest.  

Trolls do not farm but they do herd, fish, and hunt.  Many young trolls prefer the thrill, adventure, and promise of great wealth in careers of a troll warrior.  Raiding, looting, and pillaging in bands formed in mutual cooperation for just such careers.  Some parlay the spoils of such conquests into even greater riches through trade.

Chieftains strong enough to truly unite a village of trolls are an exception to the otherwise relatively equal wealth among trolls.  Their figures of authority often have a small lodge built exclusively for themselves and their full time warriors.

The true troll berserker belongs to a religious order in troll society.  Often leader of groups of troll warriors though occasionally seen as a rogue warrior, few things are as terrifying as a group of fanatical regenerating troll warriors.  This is the stuff of myth that has formed the popular image of all trolls in the minds of other races.

Capital & Commodities

Hides, herd animals, meat, ivory, even some bronze and gemstones compose typical commodities generated by a troll community.  Near other races however it is quite common to find the plunder from numerous raids also available for trade.
Barter is most common, especially in hides and herd animal though trolls are always willing to accept bronze, precious metals, or jewels.

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

Because of the high humidity environments most popular with trolls they have chosen to advance no further in metal working then the bronze age.  Bronze is easily worked and will not rust, something that can not be said of all otherwise more durable metals.
They are proficient in ship building as well, making vessels quite similar to Viking longboats.  

Skills related to wood, hide, bronze, and soft (precious) metals are common among the troll.

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

Although trolls have very little knowledge of formal magic use and therefore tend towards superstition, they are familiar with natural magic and can synthesize some magic as well.  
Many troll sacrificial rites are in truth used as means for the creation of synthesized magic.

Trolls greatly prize true magical items, particularly weapons, above all other possessions.

Offensive Tactics

The popular myth that all trolls attack in some sort of blind berserker rage trusting only in their regenerative powers to protect them is simply false.  While it is true that this may be the tactics most often employed by a true troll berserker it is not typical of all troll combat.
Most trolls maximize the advantages their regenerative powers give them rather than trust to their significant brute force and frontal assaults.

Troll tactics are similar to those of light infantry and stress mobility and light missiles.  Spears, slings, javelins, and other thrown weapons are used over self or composite bows as the humid environment trolls are accustomed to is not favorable to the sinew of the bow strings.

While a spear may only do 1-6 points of damage a trolls great strength usually adds 6 or even 7 points of damage to this, easily inflicting great wounds on their enemies.  If this can be done for the exchange of a few arrow wounds that can be quickly regenerated before the next exchange of missile fire trolls can decimate virtually any opposition.

Only when an opponent(s) is ready for the final charge or if they become cornered as can happen in an underground environment will trolls cast themselves in full fury at their opponents in savage hand to hand fighting.

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

The world in which they live is normally a harsh enough defense to dissuade most invaders.  A more determined enemy will be met in a series of skirmishes.  Emphasis will be placed or destroying support units and supplies necessary for an enemy to continue an organized fight.  Once an invader has been sufficiently disorganized however the wrath of enraged trolls will often pick such groups apart.
Troll villages in addition to the strength of their protectors are defended by a number of natural protections.  In a swamp for instance, wet, muddy ground is chosen for the sites of villages allowing for natural moats, muddy (spiked) pits, mounds of earthen ramparts both shield villages from view and provide additional protection.

Taxes, Tariffs & Tithes

Refusing to submit to a central authority Trolls have never developed a system of taxation amongst themselves.  Troll warriors will often accept immediate surrender and tribute in lieu of razing a town or seize caravans, ships, or other property shipped through their territory as a form of “taxation” or “tariff”.
Trolls sacrifice captives to their deities, symbolically trading the lives of their victims in exchange for their own in upcoming battles.  Some rather brutal practices in battle involve the killing of incapacitated opponents, often including spectacular though gruesome rites of ripping out and eating the still beating hearts or covering themselves in gore.  As discussed above these rites are a source of synthesized magic that the trolls practice.
Cycle of activity (day, night, anytime)

Having exception senses and dark vision trolls are most aggressive in the dark though the can be active virtually indefinitely due to their unearthly constitution.  Sleep is virtually unknown in troll life.  Their natural regenerative powers provide them no need for the restorative powers of sleep.
Food

As surprising as it may seem to races seeing a savage troll falling upon the remains of victims in battle, trolls are not monstrous carnivores.  In fact they seldom eat except when partaking in rituals in order to procreate or for the activation of natural and synthetic magic effects.  Their regenerative powers are so potent they are not only freed from the requirements of rest but also for food for sustenance.  The animals they herd, hunt, or fish are consumed only ritually or their meat may be traded.  In addition the hides, bones, oils, and other valuable materials of the animals are used and are far more valuable to a troll.
Social order (distribution of wealth, castes, responsibilities, hunting male vs gathering female)

A genderless race with no true “young” to raise troll society is nearly a model of an egalitarian society.  The only distinctions between one troll and the next are their accomplishments and wealth.
There are no castes among the trolls except possibly for that of the true berserker who is revered by them.

Marriage and Family

A genderless society without the need for mating to reproduce or young to care for both Marriage and Family are alien concepts to trolls.
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 however.

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

Survival of the fittest is their law.  Amongst themselves, crimes tend to involve anything that promotes the survival of the aged, weak, or infirm.  In dealings with other species, allowing unfit races or animals to propagate is also a crime.  Unfit in their definition may often be interpreted as “if we can’t drive the species to extinction then it is sufficiently fit to survive”.

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

Neutral Evil with chaotic tendencies, saurians know how to look out for #1.  In the dog eat dog world of their existence, this often means looking out for your pack and to a lesser extent other members of your species.  Only through strength as individuals, packs, and as a species do the saurians merit survival.

Neighbors

Brutal and savage, saurians are not desirable neighbors.  Their belief in survival of the fittest often means challenging all neighboring species in a life and death struggle of kill or be killed.  If both survive then both desire it.  If another race or species dies or becomes extinct then that is best.  They do have an arrogance breed from the sheer length of their survival as a species, that in the end, they will remain after all others are gone.  

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

	Name
	Troll

	Frequency
	Uncommon

	No. Appearing
	1-12

	Armor Class
	4

	Move
	12"

	Hit Dice
	6+6

	% in Lair
	40%

	Treasure Type
	D

	No. Of Attacks
	3

	Damage/Attack
	5-8/5-8/2-12

	Special Attacks
	Nil

	Special Defenses
	Regeneration

	Magic Resistance
	Standard

	Intelligence
	Low

	Alignment
	Chaotic Evil

	Size
	L (9' + Tall)

	Psionic Ability
	Nil

	Source
	MMI


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	3
	3
	Unlimited
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	No
	7
	Unlimited

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



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


Racial Attributes
	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Troll
	18-20
	3-14
	3-14
	22-25
	9-18
	3-7 (3-18)


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

· Strength:  average 18/00, with a normal range of 18/00-19.

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

· Wisdom:  average 8, with a normal range of 3-10.

· Constitution: average of 25, with a normal range of 23-25.

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

· Charisma:  average of 5, with a normal range of 3-4 (to humans) or 9, with a normal range of 5-14 (to troll).


Height, weight, age
	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Troll
	114"
	1-60
	1-30
	108"
	1-60
	1-30


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Troll
	630 lbs
	1-1400
	1-330
	600 lbs
	1-1400
	1-330


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Troll
	7-20
	21-90
	91-150
	150-220
	220+


Appendix B: The Gods of the Trolls
NERULL

(The Reaper)

Major god

Death, Darkness, Underworld, Covert activity
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ARMOR CLASS: -6

MOVE: 15”/45”

HIT POINTS: 400

NO. OF ATTACKS: 1 (10’swath)

DAMAGE/ATTACK: 5-30 (save vs. death magic)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 100%

SIZE: M (7’ tall)

ALIGNMENT: Neutral evil

WORSHIPPERS’ ALIGNMENT: Any evil

SYMBOL: Skull and scythe

PLANE: Tarterus

CLERIC/DRUID: 76th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: 16th level magic-user

THIEF/ASSASSIN: 16th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

Attack/Defense Modes: Nil/nil

S:14 I:21 W:21D:21 C:21 CH:-7

The dreaded Nerull is the Foe of all Good, Hater of Life, Bringer of Darkness, King of All Gloom, Reaper of Flesh. He is the deity of all those who seek greatest evil for their enjoyment and gain.

Nerull appears as a skeletal figure. His body is a dull, rusty-red color. His skull-like head is adorned with thick strands of blackish-green “hair.” Nerull’s eyes are of lambent green the color of verdigris, as are his teeth and taloned nails. With cowled cloak of rusty black and staff of red-veined sablewood, Nerull stalks the many planes — particularly the Prime Material when it is shrouded by night. This horror will cut down any living creature encountered, and send an undead monster howling off to its doom should it be of lawful bent.

The staff Nerull bears is a magical scythe which only he can employ. At his whim a huge blade of reddish-hued force appears at the tip of the shaft. Equal to a +5 weapon in hit probability, the “Life Cutter” causes instant death unless the victim struck saves versus death magic. Even so, the weapon still inflicts 5-30 points of damage, which cannot be magically cured save by a heal spell or similar high-level curative. Double damage is done to victims that draw energy from or are of the Positive Material Plane, magic resistance (if applicable) withstanding. 

The scythe sweeps a path 10’ long and 2’ broad in an arc of about 180° before Nerull. All creatures therein, including those in astral, ethereal, or even gaseous form, are subject to death or damage. Undead struck by the scythe blade have their negative energy drained unless they likewise save versus death magic. Damage is inflicted if a save is made. If the saving throw fails, the undead turns to powder and its force goes to Hades, Gehenna, Hell, etc., as appropriate. Nerull is also fond of carrying and using such evil magic items as a necklace of strangulation, bag of devouring, rug of smothering, etc. He employs them as would an assassin, silently, from behind. In addition to the powers normal to a deity of major status, Nerull has the ability to summon 3 demodands of greatest strength. He will do so at any time their aid or services are perceived as useful to him. The summons takes but 1 segment, and the demodands will appear within

1-8 segments thereafter. The demodands will instantly obey Nerull, or attack obvious foes, for although they hate Nerull, their fear of him outweighs all other considerations. (Editor’s note: The demodand is a new creature type that will be described in Monster Manual II. It may be previewed for DRAGON readers in a later issue prior to the release of that volume.)

Nerull is also able to cast an ebony tendrils spell. This magic creates a 10’ diameter clump of blackness within 2” of Nerull. From this shoot forth 4 tendrils which elongate 10’ per round. Each covers a quadrant and will grasp any creature within range. Touch causes death unless a saving throw versus spells is successful. Magic resistance must fail first, of course, if applicable. Each surviving victim will still be grasped and entwined by a tendril. From 3-18 points of corrosive damage will be inflicted each round until the tendril is destroyed by holy water, a bless spell, or dispel evil. The ebony tendrils spell lasts 1 turn. Nerull is able to employ it once per day.

Nerull can travel any of the Lower Outer Planes, the Astral and Ethereal Planes, and the Elemental and Prime Material Planes as well. However, 90% of the time he does not venture from Tarterus save to wreak havoc on the Prime Material Plane. Nerull flies merely by so desiring, so he not only tends to travel alone but seldom uses any form of steed. 

All of his senses, including infravision and ultravision, are of double human (or standard) norm, so Nerull cannot be surprised except by some extraordinary means. Magical darkness or various clouds that obstruct vision do not do so with regard to Nerull. He can be struck only by +5 or better magic weapons.

Many humans of evil nature, and some humanoids as well, pay homage to Nerull. Assassins and thieves often regard this deity as a patron. In wicked lands, temples and cathedrals of Nerull are openly operated. In other places the rites of Nerull are conducted in subterranean shrines and sacred vaults. His clerics dress in rust-red or blackish-rust garments, carry staves, and somewhere bear the unholy skull and scythe symbol.  Clerics of 1st through 4th level are trained to use sickles as weapons (equal to a dagger in damage). Clerics of 5th and higher levels can employ scythe-like pole arms (treat as a hook-fauchard). All of Nerull’s clerics are trained so that they can be surprised only one-half as fre quently as other persons (roll d12; 1 or 2 equals surprise).

The worship of Nerull is done in full darkness. The litany is ghastly, being of death and suffering. Human sacrifice is common. Altars are of rusty-colored stone. Service pieces are usually of copper and malachite.
 Erythnul

(The Many)

Lesser god

Ugliness, Hate, Envy, Malice, Panic, Slaughter
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ARMOR CLASS: -3

MOVE: 18”

HIT POINTS: 320

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-12 +10 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 75%

SIZE: M (7’ tall)

ALIGNMENT: Chaotic evil

WORSHIPPERS’ ALIGNMENT: Chaotic evil

SYMBOL: Red blood drop

PLANE: Pandemonium

CLERIC/DRUID: 5th level cleric

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: III

Attack/Defense Modes: All/all

S:22 I:16 W:16 D:19 C:22 CH:-4

Erythnul, known as “The Many,” is the deity of capricious malice, hate, envy, and panic. His followers include humans and humanoids as well, for Erythnul is said to greatly reward his faithful servants for their fickleness and wickedness. Erythnul stalks battlefields in order to strike fear and rout whenever possible. 

This deity appears as a seven-foot-tall, brutal-looking male human. He is rubicose of complexion, hirsute, and muscular. Erythnul has mad, darting eyes of dull green color which are horrible to behold. He is typically clad in red fur garments and russet-dyed leather. He carries a huge stone-headed mace. The head of this weapon is pierced so that when Erythnul swings it, the mace gives off a shrieking whistle. 

The mace is not a magical weapon per se, but any creature hearing its ghastly keening must save versus Paralyzation or drop whatever he holds, turn, and run screaming from the area. The area of effect is a 10-foot radius, wisdom bonuses apply to saving throws, and creatures above 12 hit dice or 12th experience level are not affected. Panicked creatures will flee until exhaustion causes them to fall senseless. If they fail to make a roll with 3d6 which is equal to or less than their constitution score, they die of fatigue and shock. (Where constitution is unknown, there is a 1 in 4 chance of death.)

When Erythnul engages in combat, his visage mutates from segment to segment, flowing in form from human to gnoll to bugbear to ogre to troll. This indicates his special quality of being able to generate servitors from his blood. If Erythnul is stabbed or cut in battle, the blood spilled will immediately generate the creatures listed below. In all cases, these magical creatures never check morale, and they will fight until slain.

1st wound: 5-20 1st level human fighters, with 10 hit points each, armored in red metal (AC 5) and wielding footmen’s maces.

2nd wound: 4-16 gnolls, with 16 hit points each, clad in red-lacquered armor (AC 4) and wielding morning stars.

3rd wound: 3-12 bugbears, with 25 hit points each, adorned in plates of red enameled iron (AC 3) and wielding flails.

4th wound: 2-8 ogres, with 33 hit points each, wearing pelts and hides of red fur and hair (AC2) and wielding huge clubs (2-8 hit points of damage +6 points strength bonus).

5th wound: 1-4 trolls, with 48 hit points each, whose coppery skin indicates unusually high armor class (AC 1).

The above occurs only once in a given combat and never more than once per day.

In addition to normal cleric spells, Erythnul can cast a fear spell exactly as if he were a 12th level magic-user, except that the spell-like power issues from Erythnul’s eyes. The spell can be cast once per round. If it is used, he cannot otherwise attack, although the spell-like power can be interrupted. He is also able to take the form of a human, gnoll, bugbear, ogre, or troll at will, changing form in 1 segment. Erythnul otherwise has all of the powers typical for a lesser god.

Clerics of Erythnul dress in rust-colored garments. Their ceremonial robes are most often white spattered with blood. Masks include stylized visages for each of Erythnul’s five aspects. Each cleric above 3rd level is also able to cast a scare spell just as if he or she were a magic-user. The spell is in addition to normal cleric spells.

Most places of worship of Erythnul are hidden. Towns and cities will usually have a small cult of his followers amongst the denizens of the local thieves’ quarter. Many gnolls, bugbears, ogres, and trolls worship this deity. Services include shrill reed instruments played in discordant tones, gongs, and drums. Major rites involve fire and a sacrifice.

Vaprak

“The Destroyer”

Demigod

ARMOR CLASS: 0

MOVE: 15”

HIT POINTS: 198

NO. OF ATTACKS: 3

DAMAGE/ATTACK: 2-20/2-20/1-12

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Regeneration, +1 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (15’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil (ogres and trolls)

SYMBOL: Taloned hand

PLANE: Abyss

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 25 (+7/+14) I: 18 W: 12 D: 17 C: 19 CH: -1

Ogres and trolls worship Vaprak the Destoyer.  This deity appears as an exceedingly horrid mottled brown and green humanoid.  Vaprak has great strength, and he prefers to tear his prey apart with his claws rather than use weapons.  It is said that his vicious being is always hungry, and in times of great troubles he walks the Prime Material Plane, robbing, killing, and eating whatever he finds in his path.  Vaprak regenerates 7 hit points per melee round.

Ogres and trolls revere Vaprak for his uncompromising ferocity and ability to destroy whatever lies in his path or causes him trouble.  Vapprak sometimes (2% chance) rewards his worshipers by granting them berserk rage in battle, if they pray for it (+2 to hit and damage, but –2 from armor class).  Ogres and trolls can be shamans of up to the 3rd level.

Sekolah

Lesser god

ARMOR CLASS: 0

MOVE: //36”

HIT POINTS: 329

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 6-60/6-60

SPECIAL ATTACKS: Shallow whole

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 47%

SIZE: L (35’ long)

ALIGNMENT: Lawful Evil

WORSHIPPERS’ ALIGNMENT: Lawful Evil (Sahuagin)

SYMBOL: Shark

PLANE: Nine Hells

CLERIC/DRUID: 15th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: I

S: 25 (+7/+14) I: 18 W: 18 D: 19 C: 25 CH: 16

Sekolah always appears in the form of giant white shark. Sahuagin lore says that Sekolah swims in the deepest parts of the seas of the Nine Hells, where he hunts only the largest and fiercest of prey.  He can bite for 6-60 points of damage, swallowing man-sized creatures whole on a “to hit” roll of 16 or better.

When the tides are right, the sahuagin sacrifice their weak, crippled and aged to Sekolah by feeding them to the 1-3 holy sharks which always accompany sahuagin clerics.  Sahuagin clerics can advance up to the 5th level of ability.

*** Sharks/skolah seem prehistoric maybe nice replacement for the many???

***Sahuagin seem more like a good ambibean, maybe more them to pandemonium??

Graz’zt

Lesser god

ARMOR CLASS: -9

MOVE: 12”

HIT POINTS: 186

NO. OF ATTACKS: 2 or 4

DAMAGE/ATTACK: By weapon type +6

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: +2 or better weapon to be hit

MAGIC RESISTANCE: 70%

SIZE: L (8’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil

SYMBOL: ???

PLANE:  Abyss

CLERIC/DRUID: ???

FIGHTER: ???

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: 266 (all/all)

S: ?? I: 20 W: ?? D: ?? C: ?? CH: ??
One of the most powerful demon rulers of the Abyss is Graz’zt, lord of an entire layer and dedicated foe of both Demogorgon and Orcus.  He was in fact, waging a winning battle against the troglodyte, harpy, and bar-Igura.  At a crucial moment, however, Graz’zt was magically taken to the Prime Material Plane and forced into bondage by a mighty magic user.  He battled free at the cost of being confined to his own plane for a century.  Graz’zt is served by lamias and will always have from 1-3 with him at all times.  He is also likely to have 1-3 succubi or a Type VI demoness with him in his lair.

His normal attacks can be doubled if Graz’zt chooses to employ 2 weapons in lieu of using a shield.  In the latter case, he goes from armor class –9 to –6. Graz’zt normally employs a huge +3 shield and a huge, wavy bladed sword (equal to a bastard sword) which drips acid upon command.  The acid inflicts an addition 5-8 points of damage.  Those who own non-living materials must make a saving throw verse acid if Graz’zt strikes with a natural 20 on his to hit die roll.  The other weapon Graz’zt uses is a +1 guisarme.

In addition to his other attacks, Graz’zt can, at will, use the following spell like powers, 1 per melee round, at the 20th level: alter reality for another, chaos, continual darkness, disintegrate once per day, dispel magic, duo-dimension, emotion, magic missile (5 missiles), mirror image, polymorph any object once per day, polymorph twice per day, polymorph self, read language, read magic, telekinese 15,000 gold pieces weight, teleport, trap the soul once per week, vanish, veil once per day, water breathing.  By sneer and word, Graz’zt engenders fear in all who see and hear his displeasure within a 60-foot range.  He can gate in 1-2 Type VI demons (60%) or 2-5 babau demons (40%) without fail.

Graz’zt is the handsomest of demon rulers, at least by human standards.  He appears as a huge, good-looking man, although his skin is shining black and his eyes glowing green.  His pointed ears and small fangs are merely indicative of his alien nature.  Graz’zt is 6-fingered and 6-toed.

MMII:  Not yet edited.

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

A legend of the trolls
An important story of trollish mythology involves a hero named Hagayu, the strongest Troll in the world. He is tragically tricked by a schemer into slaying his wife, Ifas, on a false charge of adultery. Finding out his mistake too late, he is overcome by grief and flees into the wilderness to mourn and subject his body to cruel penances. Finally, as he lies in delirium, his totem animal, a falcon, alights on a nearby cactus and says: “You are the strongest and the most foolish of Trolls. As you are foolish, you have brought your house to grief. As you are strong by Mnugu’s favor, you may yet undo your cruel mistake.” The falcon explains that his great deeds have so impressed Death that Death longs to add him to the Dark Kingdom before his time. It is Death who now holds Ifas; should Hagayu challenge Death to a fight with his own life staked against Ifas, Death might accept.
 So Hagayu agrees to follow the falcon to Death’s realm. There, as advised, he challenges the horrid master of that domain for the return of Ifas, his wife. As they wrestle, Death sings: Hagayu’s mother will have no child Hagayu’s servants will have no master

Hagayu’s sons will not be born Foolish, foolish Hagayu! Where are the comrades of Hagayu? Who will lay his body under stones? Who will sing his death song

And sit with the body until it cools? Foolish, foolish Hagayu!
But Death sings better than he fights. Hagayu breaks all his limbs and holds him helpless. “Peace!” cries Death. “You cannot slay me, but I am in great distress! I grant you have won. Take your wife and go!”
“Not so fast,” says Hagayu. “You have taken many worthy souls from the Trolls! You must release them too!” 

Death moans and appeals to the falcon: “He has no sense! I cannot talk to him!”
So the falcon counsels Hagayu: “The Trolls live a hard life when the hunting is bad, few as they are. Would you summon alive again all the millions of dead and have all the Trolls starve? I pray you, make some better terms with vanquished Death!”
“Hear me,” says Death. “Hereafter the Trolls shall be blessed above all races. They shall come but slowly to my domain, for from this day forth they will heal with wonderful completeness. Yea, they shall grow back even limbs and lungs and eyes that have been lost. This I will grant your people if you release me.”
Hagayu releases Death and the dark specter is good to his word. Hagayu and Ifas lived together happily for many years afterward. 
