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Githzerai


Millenia ago the mind flayers conquered a race of humans and bound them to service, usually employing them as slaves but from time to time selecting particularly choice victims for food.  The humans harbored deep resentment for centuries but could not summon up sufficient strength to free themselves from the mind flayer yoke.  Gradually, in secret, and with the assistance of Pandemonium, they developed their powers and strength.  Now under the leadership of the supreme leader Gith, they are rebelling against their captors in a long and vicious struggle, towards the day they may truly succeed in gaining their autonomy.  The race has become known as the Githzerai and they have quickly gained a reputation as powerful psionicists and deadly fighters with an instinct for violence.

The Githzerai are a race that inhabitants Limbo, they maintain an alliance based on mutual defense pacts with the slaadi.  The slaadi, all too conscious of their already diminishing status in Multiverse, were aware that they would not remain a free and independent people should Vecna and the mind flayers succeed in transforming Limbo into a clone of their home universe.  It was the assistance of the slaadi that was instrumental in initially supporting the Githzerai’s rebellion from their oppressors.  

Although they have achieved nominal independence, they remain in constant struggle against the mind flayers and their own kindred the Githyanki, and remain constantly at war to maintain their sovereignty.  The Githyanki-Githzerai warfare has become symbolic of the struggle between the forces of Law and Chaos in Multiverse.  This is curious but logical since they are both offshoots of humanity, the one major race never to commit to previous struggles and the only true neutral race in this universe.  It is upon on this pivotal position that this war rests.  The war is vicious and long enduring.  Githzerai are weaker as a species than the mind flayer and their Githyanki slaves, but they receive significant support from Pandemonium, and to a lesser extend from other factions of chaos while the alien mind flayers receive only limited support from the lawful dragons.  The support appears to balance this struggle and neither side has held advantage for long over the other.

Throughout the war the Githzerai and the mind flayers have periodically enacted uneasy truces, but these are temporary expedients to deal with more pressing problems and have constantly been broken by isolated skirmishes.

In general, the same class limitations apply to Githzerai as to Githyanki, though Githzerai have no counterpart to the Githyanki anti-paladin class.  They fight with silver swords and other weapons as do the Githyanki, with the same probability of possession of a particular item.  Githzerai appear not to have access to the special silver swords as have the Githyanki.  

Through their resistance to the unnatural state of order imposed by the mind flayers upon them, they have turned to an equally unnatural state of pure anarchy.  The goddess Gith, an immortal sorceress said to have powers at the 24th level of magic-use or even higher (in some accounts up to 30th level), is iconic of their race and struggle but wields no direct influence over her people other than being the epitome of Githzerai.  Their lack of commitment to even beneficial obligations has proven a handicap to personal development and as a result, Githzerai as a race, seldom progress beyond the 9th level of experience.

Where as the Githyanki are users of armor and ornate weapons and are generally florid in their magic-use, Githzerai are spartan creatures, their weapons are very plain and their magic-use economic of movement and direct in effect.

Githzerai hold a few fortresses on their native Limbo but these are particularly strong holdings, with walls incorporating adamantite rising as huge squat towers from dusty plains.  Each houses about 500 Githzerai.

Like the Githyanki, Githzerai will rarely be encountered outside their lair in parties greater than 4, a typical party consisting on two trainees of any of the three main classes (fighter, magic-user, or fighter/magic-user, levels 1-2), one fighter of level 3-5 and a leader fighter/magic-user of 5th/5th level.  

If a lair is found it will be a temporary base for hunting/warring activities and will house 21-30 Githzerai, with distribution approximately as follows:

1:  9th level fighter or 4th/7th level fighter/magic-user

1:  6th level fighter or 5th/5th level fighter/magic-user

2:  magic-users of 3rd-5th level

3:  fighters of 3rd-6th level

3:  fighter/magic-users of 3rd/3rd level

11-20 1st-2nd levels:  evenly distributed between the three possible classes.

A large party will be organized on much the same lines as a large Githyanki party, depending to a certain extent on the importance of the mission.  A typical large party might contain the majority of the forces available to them.  

Abilities:  NWP Planular Travel++; Alter Weather/Structure Damaging Weather (stabilization)
Immunities:  Charm


||Fiend Folio; History completely modified as were other details to be consistent with the Forgotten Lore; references to monks were removed; replaced psionic disciplines as follows: NWP Planular Travel++ replaced Astral Projection; replaced mind bar with immunity to charm magic; Alter Weather/Structure Damaging Weather (stabilization) replaces the 2 remaining major disciplines; NOTE:  Monk class might be replaceable by just giving good combat DAC; to hit; damage; etc… 

Terrain 

Much like their human ancestors, Githzerai are able to adapt to almost any environment, though they have needed every advantage to survive so they typically inhabit areas with an eye to defensive properties far above comfort and pleasure.

Weather 

Due to the guerrilla tactics they have learned to employ in gaining their independence, Githzerai have a preference for rather severe weather capable of covering their tracks, concealing their movements, and otherwise disrupting organized actions.

Disasters 

Here again, the disruption to their enemies in the form of natural disasters far outweighs any benefit they could derive from more stable environments.

Government 

The Githzerai have no governmental structure and live in a true state of anarchy.  Their cause in rebelling against mind flayer oppression has led them to believe that the only acceptable manner in which to live is to be completely free of obligations of any kind.  Not even their goddess Gith is considered an authority figure but merely a role model and archetype of the best qualities embodied by the Githzerai.

Population & Demographics 

The population of Githzerai is equally distributed between males and females.

All Githzerai are naturally self-reliant and independent of mind.

The population of Githzerai is tiny and survives by its flexibility and sheer will that is unable to give up and accept extinction. 

Much of their population is decentralized, spread out between freed human (“Gith” stock) and humans in adjacent Primes and in small numbers of 1-4 individuals per location.  Only rarely at special locations of safety, i.e. their fortresses, will they be found in greater numbers.  Even more rarely will a cause of sufficient magnitude exist to draw forth a large party of Githzerai, typically as a major action against their eternal enemies.

The original ancestors of the Githzerai were indomitable and independent-minded “Gith” stock. With the help of the slaadi, these few escaped mind flayer tyranny and evolved into the race we know as the Githzerai today. Unfortunately, this escape caused the mind flayers to take a closer look at their chattel and exterminate any remaining remnants of independence. Therefore, the Githzerai must now rely solely on natural reproduction to maintain their numbers. 

Githzerai have a fairly high rate of reproduction, nearly twice that of human base stock, but young are never found in Githzerai society.  This is because Githzerai accept no responsibility, not even parental care.  They instead abandon their young with willing surrogate families, often humans in Limbo or an adjacent Prime, who accept this responsibility for them.  

Capital & Commodities

Githzerai have no formal currency and produce no form of commerce.  All that they have, they make for their own use, barter booty for, scavenge, or steal.  

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

Although they have no industry or technology themselves, they have familiarity with a great range of technologies and can make use of almost anything they can find or steal.

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

Originally a very superstitious people, the Githzerai are now quite comfortable with any level of magic and are frequently mid level or higher casters.  They make use of many magical objects and items whenever available.

Offensive Tactics

Guerrilla warfare and commando tactics are the bread and butter of the Githzerai.  They rarely have sufficient forces to face their enemy in the field but are able to harass and continually struggle against the much stronger powers that their enemies wield.

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

Although they have a very few fortifications on Limbo, almost all Githzerai defensive tactics involve not being present when enemy forces strike.  The fortifications that do exist, while formidable, are either mind flayer bases that have been defeated or areas naturally fortified.  Githzerai do not under take major construction projects or other significant organized efforts.

Taxes, Tariffs & Tithes

Accepting no obligations to any authority the notion of taxes, tariffs, or tithes is repugnant to the Githzerai.  They sweat and bleed for what little they have and although they may choose to share with others for their own reasons, they refuse to be compelled to give to anyone.

Cycle of activity (day, night, anytime)

Their preference for surprise lightning raids and guerrilla tactics does not allow the Githzerai a stable schedule.  They live constantly on the edge and take every opportunity or advantage they may find day or night.  The randomness and chaos of their attacks are the strongest weapon they possess against a foe able to predict and therefore turn any pattern of behavior into a distinct disadvantage.

Food

Having lived in a society where eating sentient beings was the norm, Githzerai have an intense aversion to consuming any living creature and are devout vegetarians.  They eat what food stuffs are available or that can be taken by force.

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

There is no division or caste within Githzerai culture.  Every man or woman acts as they please.  They have a fission-fusion culture where various individuals come together for their own reasons and then freely split apart into other groups some time later.  These social groups are times for them to trade, share information, mate, or cooperate on objectives requiring additional manpower.  

Young as stated above are fostered with non-Githzerai families for care and training and eventually seek out the plane of Limbo when they come of age.  Limbo after all being their native environment both physically and philosophically as a place inherently occupied by their only kindred spirits (i.e., other Gith).

Marriage and Family:

There are no marriages, arrangements, or obligations (even voluntary social ones) in Githzerai society.  They simply mate when the opportunity is available for recreational copulation.  Reproduction happens but is not the goal.

Githzerai’s inherit aversion to obligation extends even to the point of failing to undertake parental responsibilities.  The harshness of Githzerai life is such that the additional burden of children would most likely doom both mother and child.  Instead young are placed in relatively safe situations in adjacent Prime Material planes or even in Limbo where they will have an opportunity to grow to adulthood.  Whether this act is considered abandonment, fostering, or something else depends on the mores of others.  To the Githzerai it is simply survival. To those humans fostering a child who may grow to be a great champion, the act of fostering is a privilege despite the troubles that come with rearing a child born to disobey.  This is still a more than equitable business relationship to the human’s way of thinking.

Since most societies bordering Limbo into which baby Githzerai are introduced are equally accessible by Githyanki and mind flayers these societies are often free pockets of the same quasi human/Gith stock from which all Gith originate.  These pockets of resistance are almost always fighting for their very lives much as the full Githzerai do.  As such the presence of a true alpha personality gifted with both physical and mental heroic tendencies for combat meet with approval and support of the community far in excess of what might be expected from a stable peaceful human community.  Many Githzerai thrive in this role as champions of the society into which they were brought.  

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

Survivors and resistance fighters all, Githzerai are a barbaric and frequently nomadic people without written language of their own.  They are aware of civilization but have neither the luxury nor desire to submit to it. 

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

A true society of anarchists, Githzerai accept no obligation upon themselves unless one considers their intense drive to remain free as an obligation to themselves.  With no laws there is no crime in Githzerai culture. Even thievery, murder, and any number of violent acts that would be considered criminal in virtually any other society are acceptable behavior and committed freely if the opportunity exists.

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

True Chaotic Neutrals, Githzerai’s only moral obligation is to remain free and resist authority in any form.

Neighbors

As powerful and poorly restrained a society as the Githzerai, they are neighbors to be avoided by civilized and stable societies safe from the threat of mind flayer ambition.  To these groups they are the very definition of living in a bad neighborhood.  It is not that they have malice in mind for the neighbors, unless they are mind flayers or Githyanki, but they habitually violate any law and disrespect the rights of others.

If however, one has a choice between the destruction of the universe as one knows it by the mind flayers or granting “diplomatic immunity” to Githzerai for any infractions they may make in local law, the choice for most is to accept the Githzerai.

Non-Weapon Proficiencies

Survival, combat, guerrilla tactics, and magic are all areas that the Githzerai learn naturally.

Full Githzerai are inherently gifted and have “specials” to advance in both magic and physical combat.

Commerce, craft, trade, or social skills are almost impossible for Githzerai to comprehend.

Appendix A:  

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

	Frequency:
	Very Rare

	No. Appearing:
	1-4

	Armor Class:
	Variable

	Move:
	12”

	Hit Dice:
	1-1 +

	% in Lair:
	50%

	Treasure Type:
	A

	No. of Attacks:
	1

	Damage/Attack:
	By weapon type

	Special Attacks:
	Nil

	Special Defenses:
	Nil

	Magic Resistance:
	50%

	Intelligence:
	Exceptional

	Alignment:
	Chaotic Neutral

	Size:
	M

	Psionic Ability:
	121-250 (All/All); 2 major

disciplines; FF


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	No
	No
	9
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	7
	No
	No

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



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


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Githzerai
	3-18
	15-16
	8-18
	3-18
	3-18
	3-18


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

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

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

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

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

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

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

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

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


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Githzerai
	130 lbs
	3-30
	4-48
	130 lbs
	3-30
	4-48


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

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


Appendix B:  The Gods of the Githzerai

KORD (AKA GITH)
The Brawler 
Greater God


[image: image1.png]



ARMOR CLASS: -7

MOVE: 24”

HIT POINTS: 330

NUMBER OF ATTACKS: 4

DAMAGE/ATTACK: 3-24 + 14

SPECIAL ATTACKS: Can break any item he can grasp except for a few artifacts

SPECIAL DEFENSES: +2 or better to be hit

MAGIC RESISTANCE: 75%

SIZE: L (9’ tall)

ALIGNMENT: Chaotic good

WORSHIPERS: ALIGNMENT: Fighters, berserkers, barbarians of all alignments

SYMBOL: White gauntlets, blue boots, and a red girdle

PLANE: Gladsheim

CLERIC/DRUID: 3rd level cleric

FIGHTER: 25th level fighter

M-U/ILLUSIONIST: 3rd level magic-user

THIEF/ASSASSIN: Climb walls as 10th level thief

MONK/BARD: Fall as 10th level monk

PSIONIC ABILITY: VI

S: 25 (+7, +14) I: 13 W: 13 D: 21 C: 22 CH: 13 (24 as titan; see below)

Kord is a colossus of muscle with a long red beard and red hair. He wears a simple girdle of dragon hide (will give frost giant strength), boots of blue dragon hide (boots of speed), and gauntlets of white dragon hide (gauntlets of ogre power); he is not diminished by the loss of these items, however. He will sometimes lend them to other fighters during battle. The saving throw of these items vs. all attack forms is 2.

Kord bears the sword Kelmar, an electrified +5 weapon that will dance upon Kord’s command at its full +5 for six melee rounds, striking as a 25th level fighter (as if Kord were holding it). The sword deals out 3-24 points of damage when it scores a hit. When Kord wields it, Kelmar is +7 to hit and +14 to damage because of Kordís great strength. Kelmar has an ego of 18 and an intelligence of 18, and is aligned chaotic good; beings other than Kord can use the sword. It will dance within 60 feet of the wielder just as any dancing sword. When it dances, it strikes as many times per round as its present wielder would. Kelmar can detect enemies within 60 feet of Kord, and will use telepathy to convey this information, whether it is dancing or not. 

Kelmarís special purpose is to slay dragons. It acts as a vorpal weapon on a roll of natural 20 against dragons and dragon-types (including chimeras, dragon turtles, dragonnes, and wyverns) - even against Tiamat. However, the sword is incapable of hitting Bahamut. If Kelmar comes within 60 feet of a dragon or dragon-type, it will insist on moving closer to attack the monster. If its wielder does not advance toward the monster, Kelmar will leap out of the wielder’s hands or scabbard and dance into combat.

Only a character with a strength of 22 or greater can hold onto Kelmar when it is trying to break free. If the sword is carried more than 60 feet away from the dragon, it will return to its normal “ready” state. In addition to Kelmar, Kord also bears an ordinary two-handed sword +3 that he can use with one hand while Kelmar is dancing.

Once per day Kord can polymorph himself into a titan with a charisma of 24, maintaining his full strength. He will use the full awe power of his charisma in this form to aid friendly troops and to undermine the morale of hostiles.

Kord is the son of the lesser gods Phaulkon and Syrul. He has taken little from either of his parents, instead becoming greater than either of them - only Lendor can control Kord if he goes berserk.

Kord’s blood rage occurs whenever he takes half his hit points or more in damage. In this state, he will try to kill anything - friend and foe alike - that stood within 60 feet of him when the blood rage began. He becomes even stronger, +8 to hit and +17 to damage, when he is enraged. Because of this rage, Kord is widely worshipped in the barbarian communities, even though Kord’s alignment is oriented toward good. 

Kord is quite the fool for a pretty face. He favors elven and human women, but has also consorted with other humanoids and even giants. The world is full of his sons and daughters, but few, if any, of them can claim demigod status (less than 1%). Any figures who can make that claim must have scores of 18 to 20 in two of these three ability areas: strength, constitution, and dexterity. 

To determine whether an offspring of Kord is entitled to demigod status, roll 2d6+6 for each of the character’s ability scores. Two of the results must be 18 (rolls of 12, modified), and the numbers must be assigned so that the character has scores of 18 in two of the three physical abilities: strength, constitution, and dexterity. If this criterion is met, roll d4 for each ability score of 18: a result of 1 or 2 means no adjustment, a result of 3 raises that ability score to 19, and a result of 4 raises it to 20. 

Only those characters who pass all these tests and end up with two scores of 19 or higher among strength, constitution, and dexterity can dare to claim their birthright and openly profess Kord as their father. Kord will not deny such a claim; instead, on the child’s 17th birthday Kord will come forth to give the young warrior a great task based almost entirely on fighting ability. Those who pass this test will acquire limited special powers (see the lists below).

Although passing this final test does qualify the character (in Kord’s eyes) to call himself or herself a demigod, the overriding power of Lendor keeps Kord’s offspring from dominating the Prime Material plane. Each ‘demigod’ character gains from 2-4 special powers; roll d8 once for each of the following lists.

List #1: 

1. Save vs. poison is 3

2. Save vs. death is 4

3. Save vs. all forms of fear is 3

4. Immune to quest and geas spells

5. Mask alignment at will

6. Immune to normal missiles

7. Immune to sleep, hold, and slow

8. Roll twice, ignoring 8s and duplicates

List #2: 

1. Heal self once/week

2. Jump or levitate at will

3. Enlarge self at will, as 10th level M-U

4. Climb walls as 7th level thief

5. No non-proficiency penalties applied

6. Can cast silence on self at will

7. Blood rage: Will go berserk (+2 to strength) if damaged 50% or more in combat, fighting until slain or until everything within 60 feet is killed

8. Roll twice, ignoring 8s and duplicates

Kord’s children may never be lawful, nor may they be paladins, illusionists, monks, or druids. Any of his children who do not enter his clergy and who reject the fighting profession (by not becoming a fighter or ranger) and any of his offspring who display cowardice will be disowned, which might mean (30% chance) that Kord himself will come to the Prime Material plane to slay the offending character. 

The clergy of Kord dress in bright red, white, and blue vestments, but none may duplicate the exact pattern that Kord wears on his girdle, gauntlets, and boots. Only his sons and daughters who join the clergy may dare to don dragon-hide armor as Kord does. Kord’s clergy are either chaotic neutral (3 in 6), chaotic good (2 in 6), or chaotic evil (1 in 6).

Kord’s clergy must show bravery and leadership in battle at all times. To foster their fulfillment of this role, Kord strengthens his clergy with a bonus on saving throws involving fear and special spells attainable at higher levels.

At levels 1-3, clerics of Kord can only wear white. They get a +1 bonus on saves vs. fear attacks. 

At level 4, they can wear white and blue robes, the save bonus is +2, and they receive access to the protection from lawful spell. 

At level 7, clerics can wear red, white, and blue garments. They get a +3 save bonus vs. fear and the new spell detect lawful.

At level 10, Kord’s clerics wear a red girdle with blue and white trim, they get a +4 bonus to saves vs. fear, and the ability to cast enlarge (on self). 

At level 16 and above, clerics wear white boots, a red girdle, and blue trim. Their save bonus is +5, and they can cast strength (on self).

Saving throws vs. fear apply to all forms of fear, including the auras of demons and devils, fright caused by undead, the effects of very high or very low charisma, and so forth.

Bonus spells are granted cumulatively, so that a 7th level cleric of Kord would have access to both protection from lawful and detect lawful. These bonus spells are simply other choices, in addition to normal cleric spells, and do not increase the spell-carrying or spell-casting capacity of the cleric. They are prayed for the same way that regular cleric spells are received, counting protection from lawful and detect lawful as 1st level spells and enlarge and strength as 2nd level spells. All the bonus spells are cast at the level of experience of the cleric.

Protection from lawful works like protection from evil, except that it serves as proof against those of lawful alignment (while keeping out chaotics as well). The material component is holy water (sprinkled in a circle) or holy incense (burned in the air).

Detect lawful works like detect evil, except that it discovers emanations from those of lawful alignment.

Enlarge and strength work the same as the 1st level magic-user spells of the same names.

Kord is worshipped more than any other Suel deity. Thriving churches dedicated to him can be found in the Barbarian States, northern Ulek, Almor, the Great Kingdom, Hepmonaland, and on Lendore Isle. Small isolated churches may be found among peasants over the entire route of the Suloise migration (see the WORLD OF GREYHAWK Fantasy

Clerics of Kord (#87) must earn an additional 5% in experience points to rise from one level to the next throughout their careers.

Dragon #87:  Referenced Kord as being AKA Gith

PHAULKON
God of the Open Air

Lesser God
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ARMOR CLASS: -4

MOVE: 12”/48"

HIT POINTS: 265

NUMBER OF ATTACKS: 5 (3)

DAMAGE/ATTACK: 2-12 +5 from arrow; 2-11 + 11 from dagger

SPECIAL ATTACKS: Spells

SPECIAL DEFENSES: Immune to attacks from feathered creatures

MAGIC RESISTANCE: 65% (90% while flying or on Elemental Plane of Air)

SIZE: M (6’8" tall)

ALIGNMENT: Chaotic good

WORSHIPERS: ALIGNMENT: Good

SYMBOL: An outline of a man with large eagle wings

PLANE: Elemental Plane of Air

CLERIC/DRUID: 5th level cleric/7th level druid

FIGHTER: 22nd level ranger

M-U/ILLUSIONIST: Special (see below)

THIEF/ASSASSIN: 7th level thief

MONK/BARD: 22nd level bard

PSIONIC ABILITY: VI

S: 24 (+5, +11) I: 20 W: 19 D: 23 C: 19 CH: 19

Phaulkon appears as a powerful, usually bare-chested man. He is clean shaven, and his hair is short and always tousled. He wears a simple girdle that gives him the power of flight with the speed and maneuverability of a djinni.

Phaulkon fights with a longbow and dagger only. He can fire up to five arrows in a round. His bow is +5 to hit with a maximum range of 600 yards. Arrows fired from the bow do not suffer from range reductions and are +2 for the purpose of magical ‘to hit’ considerations. Each of his arrows will do 2-12 points of damage +5 for the magical enchantment. Once an arrow is used in combat, whether it hits or misses, it becomes an ordinary arrow again. Phaulkon can fire arrows with no penalty while flying. 

His dagger is +3 to hit and to damage because of magic, dealing out 2-11 points of damage +3 for magic and +11 more for Phaulkon’s strength. He can attack three times per round with the dagger. Both his bow and dagger can be used by no one but Phaulkon himself; they are -3 cursed weapons in the hands of anyone else.

Phaulkon can summon a djinni once per day, a noble djinni once per week, and a 20 HD air elemental once per month. Each summoned being will obey him to the death. If giant eagles or rocs are within 100 miles of him, he can summon all of them to him, but they must come at their normal flying speed.

Phaulkon is immune to any attack from a feathered creature, including such beasts as griffons, cockatrices, and pegasi. His magic resistance is 90% while he is in the air. Even without his girdle of flight, he can become airborne by using his innate fly ability (as the spell, with no limit on duration). Phaulkon can speak with any bird or flying creature that uses wings for flight, including demons and devils. 

By his touch, he can make any bow or arrow +1 to hit and to damage permanently (subject to possible destruction of the item). He will give this gift only to fighters of good alignment who perform some important task for him, enchanting either a single bow or one arrow for each level of the fighter/paladin/ranger being benefited.

Phaulkon is a relatively active traveler, and enjoys the company of men and elves. He can shape change into any normal or giant bird at will, as well as into the form of an elf or sprite.

Phaulkon is second only to Kord in fighting ability among the deities of the Suel pantheon. As such, he has the power to raise a character’s strength, dexterity, or constitution score by one full point (or any of those abilities to 15, if it is not already that high) for a period of one day. The maximum strength, dexterity, or constitution score he will bestow in this way is 19.

Phaulkon is highly resistant to the effects of artifacts and relics, and can temporarily negate the major power(s) of such a device for 6-36 hours (power usable once per month). He cannot destroy an artifact in any case, but is 75% likely to know a great deal about any artifact he sees ó aside from how to destroy it.

Phaulkon’s clergy often wear headdresses of feathers in services and rituals, one feather per level of the cleric. His clerics always wear at least one feather at all times. As special benefits for their service, Phaulkon grants his clerics these powers as they progress in levels: At 5th level his clerics can speak with birds on an unlimited basis (this does not include giant birds of any type). At 8th level they can fly once per day as an 8th level magic-user. At 11th level they can control winds once per day as an 11th level druid. At 16th level they can summon an 8 HD air elemental (that will be totally friendly) once per week. 

In addition to feathers, his clergy always wear white in ceremonies. During travel and everyday labors, they wear various shades of blue. Phaulkon is worshiped as a major deity on Lendore Isle as well as in Keoland, Ulek, the Yeomanry, and Celene. It is very doubtful if his temples appear in the barbarian north or in Hepmonaland. 
Clerics of Phaulkon (#87) must earn an extra 5% in experience points during the 5th level, 8th level, and 11th level, and at every level from 16th on up.

Additional information from Len Lakofka the creator of the Suel Pantheon from ODDities magazine article
The Clergy of Phaulkon

Copyright © 2005, Len Lakofka

When a young man or woman presents his or herself at the temple of Phaulkon seeking to become an acolyte, the priest takes a measure of the person.

The priest is seeking someone whose minimum wisdom is 12 and who has a reasonable dexterity (12+), as well a presence (charisma 10+), and the ability to speak with intelligence (10+). Of course, the applicant must be of Good Alignment. Lawfulness is usually frowned upon if it is too rigid and the person is too stubborn about it. A series of questions and tests are given to the 13 year- old (or older) applicant over a two-week period to determine whether these minimum standards are met and to prepare a trainee for the eventual role of Acolyte.

Studies for the applicant are rigorous and last a minimum of one full year with those of greater potential adding one, two, or even three more years to their training. Of course the acolyte must be able to read and write at least one language. He or she is also taught a secret hand gesture language that will be augmented as he or she progresses from level to level.

All of Phaulkon’s clergy are taught the use of the bow and arrow as well as the ability to fight hand to hand with a dagger. Those clerics who have a dexterity and strength score of 13 or more may use the FIGHTER ATTACK MATRIX with these weapons. Further, all clergy, regardless of characteristic scores, at 4th, 8th and 12th level gain a 50% greater chance for an extra arrow on each combat round, i.e., 50% at 4th to 7th level, one extra arrow between 8th and 11th level and one extra arrow plus a 50% for one more after 12th level. Phaulkon’s clerics fire two arrows per round normally.

At later levels he or she will also learn how to use the long sword but uses the CLERIC ATTACK MATRIX when so armed. The cleric gains proficiency with a throwing dagger by his or her 2nd level of achievement. It is rare for a cleric of Phaulkon to employ a hammer, mace or flail but these weapons are not forbidden to him or her. The students are not usually taught by the other clergy, but a fighter companion of similar alignment and of at least the same level as the cleric may teach him or her the use of one of these weapons.

Phaulkon’s clergy may wear leather, studded leather or chain mail and may employ a circular small shield. They never wear splint or plate mail. The lower clergy wear a very light blue tunic during day-to-day work and travel (first to third level). At fourth level though sixth, the cleric wears a medium blue tunic. The color becomes dark blue at seventh level and remains dark blue though eighth level. Upon becoming a High Priest, the tunic changes to a multi color blue garment that depicts clouds and some flying bird. 

The majority of clergy wear jewelry (such as a talisman, brooch or ear ring) that is shaped like a bird in flight or even a group of arrows. Real feathers are also common adornment, worn in the hair or pinned to the garment he or she is wearing. During ceremonies these color codes give way to pure white for all levels but those above 4th level add a blue scarf of medium or dark blue to show their rank. Headdresses of hawk and eagle feathers are worn during major ceremonies. A cleric is expected to gain these feathers on his or her own but never from slaying a hawk or eagle. At a high level the cleric simply asks the bird for a feather and the bird will usually comply.

Clergy of 5th level can speak with ordinary birds of any type. At 8th level this ability will increase to include all feathered creatures of the material plane including those with magical ability such as a cockatrice. Speaking with a feathered creature does not include control but there is a influence in the ability to do so.

Eighth level clergy can fly as the magic user spell. At 11th level a High Priest may control winds once per day as an 11th level druid. At 16th level a High Priest can summon an eight hit die Air Elemental or a minor Djinni who will serve for a full day. This summoning may occur once per week.

Some of Phaulkon’s clergy, those with scores of 15 or greater for both Intelligence and Wisdom may forgo a promotion above 9th level to gain Sage abilities. He or she must be supported by a collection of works (books, tomes and scrolls) on one or two topics as well as items on the general knowledge of the world as it is known. Such a High Priest/Sage will often study in the areas of Flora, Fauna or Supernatural and Unusual. Like their god they may also seek knowledge about specific Artifacts that are known to exist in the Prime Material.

Neutral Good clergy of Phaulkon may study limited druidical powers and abilities. In exchange for a promotion above 7th level they may learn to polymorph into a bird or mammal once per day for a period of 1d4+4 hours. The polymorph grants them 1-8 hit points of curing. This knowledge is taught by a friendly druid who is at least one full level of experience above the cleric. If a cleric has given up the experience points he or she needed for either sage or polymorph ability then he or she must regain that number or experience points a second time to gain his or her next level of

experience. Phaulkon’s clergy may marry freely and have children. Both sexes can progress to any level that they can earn through their labors. 

Both sexes dress in full length garments though the arms are often bare. The male clerics do not appear in public bare-chested or without footwear. Boots are worn more often than any other footwear.

Some of Phaulkon’s clergy have the abilities of a Fletcher and Bowyer. At least one such artisan-cleric exists in each major temple. Phaulkon’s temples (and often lower clergy living quarters) are exposed to the outside air either due to low or non existent ceilings, walls or windows. During heavy adverse weather, precaution can be taken to protect the temple or the living quarters of the cleric. Phaulkon’s clergy who reside in a large temple are often responsible for keeping the calendar. This is typically done by using a series of sixteen obelisks that surround the temple. Each obelisk represents a calendar month or a major festival. The calendar months have seven openings on each side of the obelisk in which a marker token can be placed. These marker tokens are often made of precious metals and often are adorned with gems. The festival obelisks have seven openings, one for each day of the festival. 

An enemy who robs or desecrates a blessed temple of Phaulkon is subject to retribution by agents of that deity. Typically one or more Cloud Giants and/or Giant Eagles will be summoned to perform this function. Retribution is without mercy and is both swift and complete.
Phaulkon’s clergy has Major (1st to 7th level spells) access to spells of Astral, Combat, Divination and the Healing spheres. They have Intermediate access (1st to 5th level spells) to the spheres of Necromancy and Protection. They have Minor access (1st to 3rd level spells) in the spheres of All, Animal, Elemental and Guardian. Phaulkon’s holy symbol is an arrow or a feather of a hunting bird. The arrow is often small and made of a precious metal.

Many of Phaulkon’s clerics wear a cap made of feathers during everyday travel and even during ceremonies. His holy days are the First day of Spring. His temples are on hills 90% of the time. Phaulkon is worshiped by many in Keoland, Ulek, the Yeomanry, Celene and on Lendore Isle. 

LLERG

God of Beasts and Strength

Lesser God
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ARMOR CLASS: -2

MOVE: 13”

HIT POINTS: 160

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-12, plus strength bonus

SPECIAL ATTACKS: Attacks as a cave bear, giant alligator, or giant snake

SPECIAL DEFENSES: Immune to animal venom and attacks from any normal animal

MAGIC RESISTANCE: 40%

SIZE: M (5'4" tall)

ALIGNMENT: Chaotic neutral

WORSHIPERS: ALIGNMENT: Barbarians, berserkers, chaotic neutrals, some druids

SYMBOL: The head of a bear, alligator, or giant snake

PLANE: Limbo

CLERIC/DRUID: 9th level druid

FIGHTER: 17th level ranger

M-U/ILLUSIONIST: 3rd level magic-user

THIEF/ASSASSIN: 5th level thief

MONK/BARD: 9th level bard

PSIONIC ABILITY: VI

Attack/Defense Modes: Nil

S: 19 (+3, +7) I: 17 W: 17 D: 20 C: 18 Ch: 13

Llerg’s natural appearance is as a sturdy, well-built, shaggy-looking man with long hair. He prefers to wear no protection other than a girdle of cave bear strength, which bestows upon the wearer an effective strength of 20 and the ability to hug in combat for 2-20 points of damage per round. He may decide to loan the girdle to someone, but it will not operate properly unless he so commands it - an unauthorized wearer will be hugged to death by the girdle as soon as it is fastened on. In his human form, Llerg fights with a broadsword that is +2 “to hit” and does 2-12 points of damage (3-18 vs. size L opponents) plus his strength bonus. Whenever possible, though, Llerg prefers to fight in one of his other forms.

He can shape change into any carnivore, including dinosaurs (although he will not change into a dinosaur unless his surroundings contain other dinosaurs). His favorite forms are those of a cave bear, a giant alligator, and a giant snake. In any shape-changed form, he cannot cast spells (except as specified below) but has his standard maximum number of hit points. He is cured of 3-30 points of damage every time he changes from one form to another, and he can change as often as desired.

As a cave bear, Llerg attacks as a 9 HD monster with MV 15”, AC -2, #Att 3, D/At 2-12/2-12/3-18 plus hug for 2-20 if both claws hit. The bear’s body is 15 feet tall, a quite imposing figure to all other bear-like creatures; when he is in this form, all other bears, including werebears, will obey Llerg to the death. He can summon bears with 100% accuracy once per hour; when the call goes out, from 2-5 bears (all of the same type) will arrive in 1-10 rounds thereafter. 

As a giant alligator, Llerg attacks as a 9 HD monster with MV 9”//20”, AC -2, #Att 2, D/Att 4-24/3-30. The alligatorís body is 30 feet long. Llerg can command other reptiles who swim to aid him, and can automatically summon any creatures in the water around him to a radius of 1 mile. All summoned creatures with any combat ability, or those which Llerg desires to use for other purposes, will head toward him at their normal movement rates. Llerg can use this summons power up to twice per day.

As a giant snake, Llerg attacks as a 9 HD monster with MV 15”//18”, AC -2, #Att 1, D/Att bite for 3-24 plus poison (save or die). On any natural roll “to hit” of 18 or higher, Llerg can constrict an opponent for 2-20 points of additional damage per round thereafter until the victim dies or (somehow) escapes. He can also attempt further bite attacks while constricting an opponent, either against the one being held or another foe within reach. The snake’s body is 30 feet long. In this form, Llerg can use the magic of a sticks to snakes spell at the 12th level of effectiveness; all the snakes he creates in this way will be poisonous snakes with maximum hit points. If Llerg shapechanges into another form or moves farther than 100 feet away from the snakes, they will turn back into sticks. 

Clerics and druids devoted to the service of Llerg adorn themselves in bear skins, alligator hides, and snake skins when conducting worship ceremonies. Every member of the clergy of Llerg, upon amassing enough experience points to qualify for 5th level, must seek out and defeat a bear in combat to the death (using a weapon of his choice). The penalty to fulfill this responsibility, or for running away from the fight, is the same for losing the battle - death.

A few druids worship Llerg, but these are druids who have little or no concern for plants and who will rarely, if ever, pray for spells involving plants or wood. These are druids who are concerned about the protection of carnivorous animals above all else - not protection from fair combat, but from slaughter for sport or for their hides. No animal, even a conjured or summoned one, will attack a cleric or druid in the service of Llerg. This protection is personal, and does not extend to other members of the party. If the cleric or druid moves to initiate combat with such an animal, or purposely hunts the creature, then the protection is instantly cancelled with respect to that creature.

Llerg is a popular object of worship in the barbarian states, second only to Kord. He is also worshiped in the Amedio Jungle and in Hepmonaland, and in isolated forests where cavemen reside.

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

Hounds of Space and Darkness

Three unusual dogs for the AD&D® game

by Stephen Inniss

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

Gith dogs

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

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

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

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

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

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

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

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

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

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

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

Szarkel

GITH DOG 

(Canis chaosi)

FREQUENCY Very rare

NO. APPEARING: Varies with masters

ARMOR CLASS: 4

MOVE: 24”//12”

HIT DICE: 4+1

% IN LAIR: Varies with masters

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-8

SPECIAL ATTACKS: Hold

SPECIAL DEFENSES: See text

MAGIC RESISTANCE: 10%

INTELLIGENCE: Semi-

ALIGNMENT! Neutral

SIZE: M

PSIONIC ABILITY: See text

Attack/Defense Modes: See text

LEVEL/X.P. VALUE: IV/205 + 5 per hp

The antecedents of the szarkel breed are not known, though the blood of various doglike creatures from the chaotic planes was undoubtedly added to the line. Szarkel are certainly well adapted to the unpredictable planes of Limbo. A szarkel stands 3’ high at the shoulder and may weigh 150 pounds or more. It is of slender build, with a long muzzle, a

long body and tail, and long legs. The teeth are unnaturally sharp. A szarkel’s eyes are large and yellow, the pupil a vertical slit. The normal coat is short and. gray, but these dogs have a limited polymorph ability that allows them to alter the color, length, and quality of the fur to suit local conditions: long and thick in cold weather, short in hot weather, waterproof in a swampy territory, and so on, while its color may be any shade or combination of white, brown, red, black, or gray. Coat alteration takes one turn. The smell of szarkel is pleasant, rather like scented wood. Unlike normal dogs, szarkel can close their nostrils and swim comfortably under water, remaining active beneath the surface for up to three rounds at a time.

Szarkel are raised on the plane of Limbo, and are only found as adults on other planes where they join their masters in battle or in the hunt. During their first year, pups are given the run of the settlement, and the Githzerai take no active part in their rearing. At the end of that time, juvenile szarkel choose and are chosen by candidate Githzerai in a simple ceremony.  Unbonded dogs are ejected from the community, and presumably do not survive the hazards of the Planes of Limbo by themselves. Once bonded, a szarkel is a loyal if sometimes willful follower, and obeys no one but its own master. Szarkel sometimes show an astounding degree of independent thought and initiative, but even the Githzerai find them difficult to train. Though they are occasionally set to guard an area or item, szarkel are not reliable in this capacity. They are restless creatures and seldom remain in one spot for long. They constantly roam their masters’ dwellings or encampments, awaiting a call to action or the approach of intruders. With their unpredictable and incessant movements and their keen senses, they make it extremely difficult for strangers to approach any large group of Githzerai unnoticed.

Szarkel are sometimes equipped with light leathery armor made of a clear substance that the Githzerai find or harvest on the planes of Limbo. This improves the dog’s armor class by one place, but restricts its movement rate to 21”. A szarkel is usually equipped with a simple collar identifying its master. 

Szarkel are aloof and reserved, and do not seem to care much for each other’s company. No more than three dogs can be housed in the same kennel; even then, there is sometimes fighting. The pups are cared for by both parents. Would-be thieves have found that the adults are vigilant, and that the Githzerai are greatly disturbed if a litter is taken despite their otherwise indifferent attitude toward the pups.






















