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LYCANTHROPE, GENERAL

Lycanthropes are diminutive parasites that possess others. The joined creature (parasite and host) is referred to in this document as a were-creature.

In periods of a full moon, were-creatures are 90% likely to assume their animal form. The rest of the time, they move about in their original form for whatever purposes they may have. Each type has its own language, which is spoken, in addition to common and the general language of the animal(s) it becomes. In addition all lycanthropes have instinctive knowledge equal to a NWP ++ in all areas related to the beasts they become.

The lycanthrope asexually reproduces once each lunar year. When a new lycanthrope is delivered to a new host (usually by a bite), it will attempt a possession (use standard save-vs-HPs). If it fails, it will starve/die before it can escape. If it succeeds, the host immediately becomes an NPC under its control. The lycanthrope's intelligence, wisdom, charisma, memories, and skills are effectively transferred to the host. The hit dice, armor class, and attacks of the were-creature are established. The host's strength, constitution, dexterity, and physical appearance remain the same.

Two were-creatures of the same ilk can also reproduce sexually, though this is highly unusual as the product of such breeding would require years of invested time and energy for little more return to the parents then is produced from their normal asexual breeding. The were-creature produced from such a mating, however, can polymorph at will, not just during full moons, and cannot be restored.

Monster Manual I; made much of the “facts” more vague guidelines; indicated that were-creatures can speak the same language as the creature in becomes; Altered method of becoming lycanthropic; 

Terrain

Lycanthropes can survive and adapt to any condition that their host body is able to endure.  Sometimes the host body is able to endure areas that would not normally be typical for his species because of the affects of the lycanthrope’s association.

Weather 

Lycanthropes can survive and adapt to any condition that their host body is able to endure.  Sometimes the host body is able to endure areas that would not normally be typical for his species because of the affects of the lycanthrope’s association.

Disasters 

Lycanthropes can survive and adapt to any condition that their host body is able to endure.  Sometimes the host body is able to endure areas that would not normally be typical for his species because of the affects of the lycanthrope’s association.

It should be noted that lycanthropes equate lunar eclipses and certain other meteorological events, particularly those related to the moon(s) as disastrous as they may either force unexpected shifts to were-form or produce temporary bizarre affects that are almost always undesirable to a lycanthrope.

Government 

While a lycanthrope may live amongst the multitudes of races belonging to or associating with its host, lycanthropes themselves abide by an entirely separate secret second life and truly acknowledge their own leadership.

The true government of a lycanthrope is a shadow government rooted in a type of feudalism often referred to in the business world as a pyramid scheme.  Every child owes its parent (or next living youngest sire) a percentage of its income (typically 10%).  The very top of this pyramid is occupied by Anthraxus and the wealth he generates from his collective children is staggering.  Even more so when one considers that most lycanthropes carefully consider the placement of their offspring so that they will be most likely to prosper and of course therefore provide the parent with the highest possible return on its genetic investment.

In return for the resources provided to the parent, the child receives instruction, education, protection, information, and typically a safe refuge to retreat to in the event that its secret life is revealed by an angry mob.  The parent also provides the “service” of not informing the world of the “monster” in their presence, that is their child.  Thus they maintain the structure of their advantage through either the carrot or stick as best suits their purposes.

Population & Demographics 

Although a host may be male or female, all lycanthropes in their natural parasitical form are asexual and reproduce once each lunar year through fission.

Hosts are selected based on three primary attributes:

1) First and foremost of the decision is a priority on keeping the parent and other predecessor’s lycanthropic line concealed from non-lycanthropes.

2) Their ability to provide wealth and power to the parent and older members of the line.  

3) Acceptance/permission of their own parent.

Capital & Commodities 

Lycanthropes are innately gifted in the skills of finance and commerce.  Making use of the typically fine resource base provided by their host they will almost always be in control of substantial financial resources, empires whose subjects are employees rather than citizens.  Of course it is not unheard of for lycanthropes to attempt to infest a noble or other government official but they show a marked preference for business and commerce to generate their wealth and power instead of a governmental or military approach.  Not only is a position of legal authority highly visible that may compromise the lycanthropes secret, but also on a more fundamental level, lycanthropes are totally apathetic to the welfare of other species and they find this hard to conceal if they are forced to give the appearance of serving the people in any way.

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

Leading their existence through the lives of their host and in their host’s society, lycanthropes have no technology of their own but make advantage of whatever technology the society they are in can provide.  It should be noted that lycanthropes themselves are quite inept at most NWP involving technology and must therefore work through others.  Left to their own devices without a host population, lycanthropes will “devolve” into their were-form exclusively over time, as they have no ability to even maintain the trappings of a society directly.

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

Leading their existence through the lives of their host and in their host’s society, lycanthropes have no magic of their own but make advantage of whatever magic the society they are in can provide.  It should be noted that lycanthropes themselves are quite inept at most NWP involving magic and must therefore work through others.  Left to their own devices without a host population, lycanthropes will “devolve” into their were-form exclusively over time, as they have no ability to even maintain the trappings of a society directly.

One additional factor for parent lycanthropes is that they may receive additional magic in the form of tribute from their children.  Therefore it can and does occur that parent lycanthropes may have an eclectic array of magic resources derived from their children.

Offensive Tactics

Lycanthropes prefer to let money and power do their fighting for them whenever possible.  They use mercenaries, armies, sell swords, or even legitimate officers of the law to protect and defend themselves rather then the teeth and claws of their were-form.

They resort to were-form when necessary to defend themselves or to under take activities they cannot entrust to their agents.  Some of course simply use their were-form or animal form as alternate disguises to conceal their host form when pursuing any activity that they wish not to be traced back to their host.

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

In addition to using the similar means to defend themselves as they use offensively, lycanthropes use their ability to blend into the normal society of their host’s race in order to become anonymous.  

Taxes, Tariffs & Tithes

As noted elsewhere, each child lycanthrope owes his parent a tithe of his income.  

Otherwise they typically conform to the proper payment, taxes, tariffs, and tithes of their host’s race.

Cycle of activity (day, night, anytime)

Lycanthropes typically assume the activity cycle of the host’s race for their daily lives.  They are of course, exceptionally active during periods of the full moon in their were-form.  The periods when the lycanthrope must assume were-form are meticulously planned for in detail with a convincing alibi as to why the lycanthrope is not home with family and friends these nights or why they aren’t in their bed in the wee hours of the morning.  

Food

Inhabiting the body of their host the lycanthrope assumes a diet appropriate to his host’s form.  In were-form, a lycanthrope may eat any food appropriate for that form but typically does not assume were-form simply to eat.  Lycanthropes inhabiting hosts living in urban areas will in fact commonly never eat in were-form.  Rural lycanthropes or those from primitive societies are much more likely to assume were-form in order to stalk their neighbors or even to defend them from outside forces like a rancher protecting his cattle, as the threat to a lycanthrope in these situations are typically not as significant.

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

The overt social order of lycanthropes is in harmony with that of their host’s body.  

In lycanthropic society however, social order is based on the parent child relationship.  Parents set up good bodies for their children and provide a network to support them.  Children provide a percentage of their income to make the whole process worthwhile to the parent.

Marriage and Family
Being an asexual race, lycanthropes do not marry one another, but as part of their hosts cover they may take a spouse if it is convenience or expedient to their needs.  Note, that any children of this union may produce offspring of the mother's species.  Female host bodies therefore may give birth to new lycanthropes through sexual reproduction.  Such children are afforded no more love or interest than any other lycanthrope child, at least by the mother. 

Being an asexual race, lycanthropes do not marry.  

Other than the business-like relationship with their offspring, lycanthropes have no significant ties or bonds with their families.

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

Regardless of the society of their host, all lycanthropic civilizations are built on a form of pyramidal structure that is vaguely feudal in nature.

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

Although lycanthropes tend to abide by the law of the society of their host, they themselves have very little in the way of laws.  The only significant restriction in lycanthropic society is in maintaining the code of secrecy regarding the hidden world of lycanthropy and reducing any existing knowledge of lycanthropy should the opportunity present itself.  The only time when revealing a lycanthrope for his true self to the community at large is considered permissible is for a parent to reveal a child who is negligent or purposely withholding his proper tithe, thus allowing an outraged population of the child’s host species to destroy him for his crime.

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

The lycanthropic parasite is purely Neutral Evil.  Its life is focused on its own interests and advantages for itself.  Even spawning is simply used as a tool to further its own benefit.

Neighbors

The very nature of being a parasitic life form finds the lycanthrope forced into the presence of other species, frequently at the peripherals of society but sometimes very deeply within its heart.  

Within their host’s society there are two very different paths a lycanthrope may take, this explains why some lycanthropes are viewed with good will while others are considered “evil” and dangerous. 

In the first and most harmonic way of life their presence can be quite beneficial.  Other than those who are sacrificed to become hosts of the lycanthrope most of the society would see, even in retrospect, the presence of the lycanthrope to have been beneficial for their society, for although the lycanthrope is only truly interested in its own benefit, it is to the lycanthropes advantage to live in a healthy and prosperous society.  Lycanthropes will, purely as a secondary function of looking after its own interests, benefit the society it dwells in.  Some may use their were-form to be the protector of their host’s group not dissimilar to the typical role of a superhero with a secret identity, especially when the threats are great to the group but not particularly dangerous to a well-prepared lycanthrope.

The second group is more sinister in that it uses its were-powers not to build up the society it dwells in with the desire to ride the tide of prosperity.  Instead they use their supernatural powers to destroy those in their way, particularly the better established, more wealthy and of course more powerful members of society in order that it may take advantage of the gaps in its secret double life to advance and become more affluent.  Unfortunately these are the more stereotypical images of lycanthropes though not necessarily the more common.

Non-Weapon Proficiencies

Although born with virtually no knowledge, they are born with an exceptional level of intuitiveness that provides them with an effective intelligence equivalent corresponding to their listed intelligence statistic.  Similarly their wisdom and charisma are relatively high.  As a species these are the only traits that are desirable, as they have no physical statistics to speak of.

In addition to their uncanny instinct, lycanthropes have exceptional aptitude for certain NWPs.  Skills such as etiquette, persuasion, languages, and negotiation are basic survival skills for a lycanthrope and they are masters of these arts.

They also have unusual ability related to business and commerce skills, though they are virtually unable to grasp any gifts related to craftwork or labor.

Appendix A:  

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

	
	Lycanthropes

	Frequency:
	Varies

	No. Appearing:
	Varies

	Armor Class:
	Varies

	Move:
	Varies

	Hit Dice:
	Varies

	% in Lair:
	Varies

	Treasure Type:
	Varies

	No. of Attacks:
	Varies

	Damage/Attack:
	Varies

	Special Attacks:
	Nil

	Special Defenses:
	Silver to be hit

	Magic Resistance:
	Standard

	Intelligence:
	Varies

	Alignment:
	Neutral Evil

	Size:
	Varies

	Psionic Ability:
	Nil MMI


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	9
	No
	7
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	5
	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.


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Lycanthropes
	Based on host
	5-18
	11-18
	Based on host
	Based on host
	13-18


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

· Strength:  Based on host

· Intelligence:  Varies by type of lycanthrope

· Wisdom:  Varies by type of lycanthrope

· Constitution: Based on host

· Dexterity:  Based on host

· Charisma:  average of 16, with a normal range of 15-18.

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Lycanthrope (based on host)
	Special
	Special
	Special
	Special
	Special
	Special


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Lycanthrope (based on host)
	Special
	Special
	Special
	Special
	Special
	Special


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Lycanthrope (based on host)
	Special
	Special
	Special
	Special
	Special


Appendix B:  The gods of the Lycanthropes

ANTRHAXUS

(Oinodaemon)

Greater God

ARMOR CLASS: -6

MOVE: 18”

HIT POINTS: 233

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-12/2-12 + cause disease

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 120% to first level spells

SIZE: L (9’ tall)

ALIGNMENT: Neutral Evil

WORSHIPER’S ALIGN: Neutral Evil

SYMBOL: Staff of the Lower Planes

PLANE: Hades

CLERIC/DRUID: Nil

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 25th level Magic User

THIEF/ASSASSIN: 25 level Thief/15th level Assassin

MONK/BARD: Nil

PSIONIC ABILITY: 36th level Attack/Defense Modes (ALL/ALL)

S: ?? I: Godlike W: ?? D: ?? C: ?? CH: 25

There is but one single daemon master and lord of the Middle Planes.  Known by the title Oinodaemon, he is a unique individual of great power. The present oinodaemon is Anthraxus the Decayed, and it is to him that all daemons (in theory) pay homage.

Anthraxus has many great powers at his disposal.  His very touch can cause disease in non-outer plane life, the disease preventing healing and being fatal in 1 week. His gaze can transfix 1 target per round, with the target unable to move until the daemon lord permits (A save vs spell negates this effect).

Anthraxus may use the following powers at will, once a melee round pyrotechnics, flaming sphere, burning hands, shape change, detect magic, dispel magic, dispel illusion, delude, ESP, water breathing, teleport without error, and gate in 1-3 other daemons of his choice with an 85% chance of success.  Once per day he may create walls of fire, ice, and force, erect a minor globe of invulnerability, cast a feeblemind spell, or use cancellation as the rod of the same name.  He performs the abilities as a 25th level magic user.

As oinodaemon, Anthraxus bears the Staff of the Lower Planes, which may be wielded by another daemon only upon Anthraxus’ death.  The staff has the powers of mass charm, beguilement (as rod), geas, and grant another’s wish.  Note that Anthraxus will use the last only if it in some way leads to havoc and benefit to evil.  The charm and beguilement powers will operate even on other daemons, automatically overcoming their magic resistance.

Anthraxus also possess the psionic abilities of body equilibrium, detection of good/evil, expansion, domination, sensitivity to psychic impressions, and the major sciences of mind bar and molecular arrangement, the latter of which he uses to turn lead to platinum.  All psionic disciplines are at the 20th level mastery.

Anthraxus is the most powerful daemon on the Lower Planes, but the position is challenged by other unique daemonic beings, the chief of which are Bubonis, Cholerix, Typhus, and Diptherius, along with others unknown or unrecorded by scholars.

Anthraxus appears as a tall man in a rotting grey suit and cape.  His head is that of a ram deformed by disease; his mouth foams and the wool pulls away from the skin in handfuls.  There are boils and blisters over his exposed skin, and his flesh is pulled taut over his bones.

INCABULOS

Major god

Evil, Plague, Sickness, Famine, Drought, Disasters, Nightmares


[image: image1.png]



ARMOR CLASS: -9

MOVE: 15”/45”

HIT POINTS: 383

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type +2 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 95%

SIZE: M

ALIGNMENT: Neutral evil

WORSHIPPERS’ ALIGNMENT: Evil

SYMBOL: Eye of possession

PLANE: Hades

CLERIC/DRUID: 18th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: 18th level illusionist

THIEF/ASSASSIN: 13th level thief

MONK/BARD: Nil

PSIONIC ABILITY: II

Attack/Defense Modes: All/all

S:18 I:20 W:20 D: 25 C: 21 CH: -3 (24 on Hades)

Incabulos is the deity of evil sendings — plagues, sickness, droughts, nightmares, and the like. His major delights are woe and wickedness. Thus, he is feared by even the princes of Hades and dukes of Hell.

lncabulos is so horrible-looking as to make anyone shudder, with his nightmarish visage, deformed body, and skeletal hands. Clad in robes of dead black lined with cloth of sickly orange hue and nauseating moss green, he roams the Astral Plane, Ethereal Plane, and Prime Material Plane, the latter during darkness only. Often he rides a huge nightmare, accompanied by six of the strongest night hags likewise mounted.

In addition to his other abilities and spell powers, lncabulos has a permanent sleep spell that takes one segment and which can be removed only by exorcism. He also has a double strength sleep spell that requires 2 segments to cast. Either spell is usable once a day. 

His normal weapon is a staff of wounding (the reverse of curing) and withering, both of these functions affecting even demons, devils, vegetation, and so forth. The device has no fewer than 60 charges. Incabulos also employs a sword of venom (bastard sword) at times. 

In time of need lncabulos will summon aid by gating in 4 night hags or else 8 hoardlings. Either arrives at a rate of 1 per round starting on the round the gate is opened. Hoardlings willingly serve Incabulos. This summoning of aid can be done once per day for either sort, night hags or hoardlings. (Editor’s note: The hoardling is a new creature type to be described in Monster Manual II. It may be previewed for DRAGON™ readers in a later issue, before Monster Manual II is published.)

Incabulos can be hit only by +4 or better weapons. He has all the attributes typical of greater deities. He regenerates 2 points of damage per round. 

Those who worship and serve Incabulos are most secretive, fearing the wrath of those (even others of evil ilk) who detest what Incabulos stands for. Yet many do call upon this deity, and hidden temples exist in subterranean places and forsaken lands. His priesthood dresses in black, of course, with the eye of possession symbol in verdigrised bronze, repeated in dull orange on the robes of higher clerics. 

Faithful clerics of 5th and higher level have the ability to cast hypnotism as if they were 3rd level illusionists. At 8th level they can cast a sleep-like spell by touching the (single) intended victim.

Services to honor lncabulos have weird humming and droning chants as background. Multiple evils are celebrated by the faithful, while flickering black candles dimly light the altar areas. All vessels are of old bronze, carnelian, or bloodstone.

Ssendam

Lord of the Insane

Greater god

ARMOR CLASS: -6

MOVE: 16”/19”

HIT POINTS: 197

NO. OF ATTACKS: 3 pr 1

DAMAGE/ATTACK: 2-16/2-16/2-16 plus drain levels or special

SPECIAL ATTACKS: Spells

SPECIAL DEFENSES: +3 or better weapon to hit; Regeneration; Spells

MAGIC RESISTANCE: 85%

SIZE: M

ALIGNMENT: Chaotic Neutral (Evil)

WORSHIPER’S ALIGN: Chaotic Neutral (Evil)

SYMBOL: ???

PLANE: Pandemonium

CLERIC/DRUID: ???

FIGHTER: 16+ hit dice monster

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ????

MONK/BARD: ????

PSIONIC ABILITY: 379 (All/All)

S: 18(00) I: 20 W: 24 D: ?? C: 25 CH: 25

This weird creature is claimed by some to be the most powerful of the slaadi. He either wanders the Prime Material Plane as a man, wearing no armor but using the Black Sword as a weapon (acts as a power word: stun on any victim struck), or as a golden amoeba with a man’s brain in place of a nucleus.  In either case he attacks as a monster of 16+ hit dice.  In amoebic form he fights by extruding three corrosive pseudopodia each 10’ long, each inflicting 2-16 hit points of damage on its victim and each draining 1-4 levels (saving throw permitted but a successful save merely halves the number of experience levels drained, with fractions rounded down.

He may gate in another slaadi of any type except Ygorl, at will, the gate opening automatically.

He may use the following powers at will:  fear, darkness 15’ radius, blink, ESP, know alignment, dispel magic (at 32 level), detect invisibility, detect magic, locate object, flame strike (at double power), ultravision 60’, mass charm, astral projection, symbol of insanity, symbol of death.  Once per day he can use unholy word and any power word.  Once per day he may also fulfill another’s wish, though this takes a melee round during which he can do nothing else so it is rarely used.

While alive, he regenerates 3 hit points per melee round.  He may shape change at will and travel the planes instantaneously.  He has 18 (00) strength.

When encountered, Ssendam always gives his true name, though woe betide he who tries to use it.

Like gods and demi-gods, Ssendam always leaves his true form behind when he travels the planes.  In Limbo, his form is that of a large golden slaadi.  

Ssendam can only be damaged by a weapon with a +3 bonus or better.

||Fiend Folio; Not yet edited.

Ygorl

(Lord of Entropy)

Lesser god

ARMOR CLASS: -7

MOVE: 18”

HIT POINTS: 210

NO. OF ATTACKS: 2

DAMAGE/ATTACK: See below

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit; See below

MAGIC RESISTANCE: 85%

SIZE: L

ALIGNMENT: Chaotic Neutral (Evil)

WORSHIPER’S ALIGN: Chaotic Neutral (Evil) 

SYMBOL: ???

PLANE: Pandemonium

CLERIC/DRUID: 13th level cleric

FIGHTER: ???

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: 379 (All/All)

S: ?? I: 20 W: ?? D: ?? C: ?? CH: 24

This fearsome slaad lord always appears as a skeletal black flightless bat winged man 12’ tall wielding a sickle which measures 8’ form tip to handle.  He is always in shadow.  The sickle is made of adamantite and has the word ‘death’ inscribed on its blade in the slaad tongue.  It has a magical bonus of +5 and on a strike its victim receives instant death unless he saves against poison, in which case the victim escapes with only 6-36 hit points of damage.  Ygorl strikes twice each round with his sickle.  Only the two slaadi lords, and others of similar status are immune to the effects of the sickle, the results on others being normal and permanent.

Ygorl may use the following abilities at will:  ESP, darkness 15’ radius, symbol of fear,  detect magic, know alignment, detect invisibility, blink, sleep, phantasmal killer, advanced illusion, symbol of hopelessness, flame strike.  Once per round he may gate in another slaad (except Ssendam) at will, the gate opening automatically.

Once per day Ygorl may use power word: kill, any symbol, unholy word.  He may travel by astral projection whenever he wishes.

Ygorl does not appear to have the shape change power of other high level slaadi; however it is clear that the form he assumes on the Prime Material Plane is not the same as his form in Limbo.  Though no one has seen him on his own plane, it is said that his form there is of a large slaadi, 15’ high and totally black.

When on the Prime Material Plane, Ygorl rides a neutral huge ancient brass dragon called Shkiv and can command undead as a 13th level cleric of the chaotic neutral alignment.

||Fiend Folio; Not yet edited.

SYRUL

Goddess of False Promises and Deceit

Lesser goddess
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ARMOR CLASS: -3

MOVE: 14”

HIT POINTS: 145

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-6 and 3-10 (see below)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Can see through any illusion or lie

MAGIC RESISTANCE: 60%

SIZE: M (5’ 6" tall)

ALIGNMENT: Neutral evil (lawful)

WORSHIPERS: ALIGNMENT: Evil figures, including many humanoids

SYMBOL: A forked tongue

PLANE: Gehenna or Hades

CLERIC/DRUID: 3rd level cleric

FIGHTER: Nil

M-U/ILLUSIONIST: 15th level illusionist

THIEF/ASSASSIN: 11th level assassin

MONK/BARD: 11th level monk

PSIONIC ABILITY: VI

S: 18 (+1, +2) I: 19 W: 20 D: 20 C: 18 Ch: 13

Syrul appears as a dirty, smelly old hag in tattered clothing. This is a permanent illusion which can be seen through, but at –5 on a normal saving throw. She wears a cloak that has the properties of a displacer cloak and a robe of scintillating colors. Either function is usable (but not both at once) immediately when she wills the cloak to operate, and she can change between the two functions in as little as one segment.

Her special dagger of venom is strongly aligned to neutral evil. It will poison, through the hilt, anyone of a different alignment who picks it up. It is otherwise like a standard dagger of venom except that it is +2 on damage (no plus to hit), and saving throws against its poison are made at a –3 penalty; this applies whether the dagger is picked up or it injects its poison on a “to hit” score of 20.

The other weapon she carries is a rod that can wither or beguile an opponent in addition to doing hit point damage. When Syrul uses it as a rod of withering, the attack affords no saving throw. The victim is aged 10 years, must make a system shock roll to survive, and suffers 3-10 (d8 +2) points of incidental damage. (See staff of withering for details of its effects.) The rod serves as a +3 weapon “to hit” for purposes of determining what creatures can be struck by it, but it has no actual bonus to hit or damage. Syrul can attack once with each of her weapons (dagger and rod) per round.

No one can lie to Syrul or place an illusion before her, because she has natural “eyes of true seeing” and “ears of true listening.” She can instantly perceive a deception or illusion for what it is.

She can polymorph self at will into a creature as small as a fly or as large as a lion. She can polymorph into an object as well, but it must be a basically undecorated object like a clay pot, a simple weapon, or a plain shield. A painted or engraved vase, a bejeweled dagger, or an embroidered gown would all be too complex for her to duplicate. She can assume the form of an annis, a greenhag, or a night hag, with all appropriate powers, whenever she desires.

Syrul can use an alter reality spell once per day, in the same manner that a devil or demon prince can fulfill another’s wish or limited wish. She can also grant a deserving worshiper the use of a vision spell, at the normal chance for successful casting. When a member of the Scarlet Brotherhood who is an assassin, illusionist, thief, or monk attains the 9th level of experience, Syrul will personally attend the level-advancement ceremony to wish the character “evil luck.” Such a character is granted a vision spell with no strings attached - that is, the vision will be automatically granted, and only a token material component (not necessarily a sacrifice of something valuable) is required to bring the spell into effect. Syrul also bestows upon the “graduating” character a permanent +1 “to hit” on any weapon attack or open-hand attack (as applicable).

Syrul rides to the Prime Material plane on her personal nightmare, Flamedevil. If Flamedevil is killed, he returns to Hades to be revivified and can be called forth again 13 days later. Syrul will not come to the Prime Material plane without Flamedevil or some other ally; if Flamedevil is not available, she will seek 2-5 other neutral evil monsters to accompany her, such as night hags, other nightmares, wyverns, or black dragons (young or young adult) of neutral evil alignment. The following types of monsters will never attack her, and she can always command them to service if they are present (each is represented in the portion of Hades that is her home): black dragons, evil cloud giants, larvae, evil liches, night hags, nightmares, giant octopi, greenhags, annis, giant rats, winter wolves, worgs, giant wolverines, and wyverns. Note that she can summon these creatures in Hades, but not on the Prime Material plane.

Flamedevil: HD 10; MV 18"/42”; 3 attacks for 3-12/4-16/4-16 damage; SA flame breath, covers 90-degree arc in front of Flamedevil out to a distance of 20 feet, causing 4-16 damage (2-8 if a saving throw is made) and making victims -3 to hit because of obscured vision (those who make the saving throw are only -1 to hit); SD blink (as a blink dog) three times per day; MR 35%; HP 88. Flamedevil is telepathic out to a range of 1200 feet and can communicate with any intelligent creature (its own intelligence is 19). When it is in combat in the air versus other winged horses (pegasi, griffons, hippogriffs, etc.), its breath does double damage. Any such steed that gets within 60 feet of Flamedevil must make a saving throw vs. spells or be affected by fear. The affected creature will flee and will try to buck off any rider the steed might be carrying. (Ki-rin and other creatures from the outer planes are immune to this fear effect.)

Members of Syrulís clergy wear golden-yellow robes adorned with a red forked tongue. Beginning at third level, her clerics receive the power to obscure alignment once per day, at will, in addition to the other spells they are permitted. Beginning at seventh level, they also receive the extra ability to use undetectable lie once per day. The only other bonus that Syrul bestows is the “evil luck” benefits mentioned above.

Syrul is worshiped in the Barbarian States, on Lendore Isle, and by the Scarlet Brotherhood; also, in several large cities around the continent, worshipers of her may be found in the city’s thieves’ quarter.
Fraz-Urb’Iuu

“Prince of Deception”

Lesser god

ARMOR CLASS: -2

MOVE: 12”/18” (MC: D)

HIT POINTS: 233

NO. OF ATTACKS: 3 and 1

DAMAGE/ATTACK: See Below

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: See Below

MAGIC RESISTANCE: 70% and special

SIZE: L (18’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil

SYMBOL: ???

PLANE:  Abyss

CLERIC/DRUID: ???

FIGHTER: ???

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: 233 (all/all)

S: 24 I: 20 W: ?? D: ?? C: ?? CH: ??
This huge monster has strength equal to that of a storm giant.  Each powerful fist delivers a blow of 13-18 points of damage, while Fraz-Urb’Iuu can also bite any opponent he is holding for 3-18 points.  His 15-foot long razor-barbed tail can slash for 1-12 points, or it can entwine and life a victim, allowing him to bite or hit.  Fraz-Urb-Iuu can, at will, use at the 20th level any one of the following powers:  darkness (30’ radius), dispel magic, polymorph others or self, hypnotic pattern, misdirection, suggestion, programmed illusion, telekinese 10,000 gold piece weight, teleport, or veil.  Once per day he can perform any of the following, 1 at a time per round:  prismatic spray, plane shift, power word: blind.  While he can gate in 1-4 Type I demons, Fraz-Urb’Iuu is also able to deceive another demon prince or princess into believing that he or she has been summoned, and it is 75% likely that the Prince of Deception will choose to deceive rather than gating the lesser demons.  In the case of summoning Type I demons, there is a 60% likelihood of success, while it is 75% likely that Fraz-Urb’Iuu will be able to cause another of the greatest demons to appear.  Naturally the demon lord appearing will be in a fury to find himself tricked, and it is 85% probable that the creatures nearby will suffer, for the Prince of Deception will have gone elsewhere.

In addition to being 70% resistant to magic, Fraz-Urb’Iuu is completely resistant to spells which detect or influence (charm, command, dominate, hypnotize, suggest, etc.).  He speaks all known human tongues and is able to telepathically communicate with most other creatures.

Fraz-Urb’Iuu dwells on an abyssal plane which seems to be totally flat and featureless.  The dreary place is actually alive to the demon’s wishes, and shapes and features itself accordingly into hills, caves, etc.  From the experiences of the 2 individuals who have been there and returned, the horrible place is not only depressing and sickening, but magic items there lose their dweomer (as proved by the loss of swords of utmost prowess carried there by the 2 hapless individuals).  Therefore, while the demon undoubtedly has a great store of treasure (O, P, S, T, U, Z), it seems 90% certain that items of magical natural other than artifacts or relics will be spoiled.

Fraz-Urb’Iuu’s hulking body is covered with short, coarse hair.  His feet are broad and splayed, and his hands are very large and stubby.  The demon’s visage is beautiful but cruel and the mouth is huge and fanged.  Large, ragged ears rise form the central portion of the skull beyond the domed, rather pointed, head.  He has pale blue hair and grayish skin, and 2 vast wings of dull black.  The demon’s tail is hairless, from a gray base to a pale blue tip.

For several centuries Fraz-Urb’Iuu was trapped and held in a stone prison in the dungeons beneath Castle Greyhawk.  Many adventurers unwary enough to converse with him were destroyed forever, but eventually 2 powerful characters, a magic user and a cleric, were duped into performing a series of heroic deeds which set him free.  Both were transported to Fraz-Urb’Iuu’s own plane as his slaves.  The enraged demon lord has sworn vengeance upon all humankind for his long torment.

Fraz-Urb-Iuu is searching for his staff, a powerful instrument which is said to combine the powers of a staff of command with those of a rod of beguiling and a rod of ruler-ship.  The dreaded artifact was stolen from Fraz-Urb’Iuu when he was imprisoned, and even the other demon princes do not desire its recovery.

Other Unique Immortals of Hades

Juiblex

“The Faceless Lord”

Lesser Deity

Oozes, slimes, jellies, outcasts, ropers, rebels, all things subterranean

ARMOR CLASS: -7

MOVE: 3”

HIT POINTS: 88

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 4-40

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: +2 or better weapon to hit; immune to all acids, drugs, and poisons
MAGIC RESISTANCE: 65%

SIZE: L (9’+ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil

SYMBOL: Purple circle, outlined with an inner ring of violet and an outer ring of black with a single black-rimmed, violet-on-mauve eye in the center of the circle or (older symbol) an inverted triangle of amber on a purple background, with amber lines inside of it forming an upside-down "Y" shape whose arms end by bisecting the sides of the triangle.
PLANE: Abyss

CLERIC/DRUID: 25th level Cleric

FIGHTER: 27th level Fighter 27
MAGIC-USER/ILLUSIONIST: 21st level Magic User

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: 225 (all/all)

S: 24 I: 18 W: 18 D: 19 C: 22 CH: 7

There is no question that this is the most disgusting and loathsome of all demons.  Juiblex is foul and nauseating in the extreme.  His dripping form can lash forward in melee to cause terrible damage – - both from the force of the blow and the caustic properties of his noisome secretions.  Juiblex is reclusive and hates intrusion by any form of normal creature but surrounds his person with slimes, jellies, and puddings.  If encountered in his lair there will be from 1-4 green slimes, 2-8 ochre jellies, 1-4 gray oozes, and 1-4 black puddings.  He is similarly shunned by other demons and other creatures.

Juiblex is able to shed a circle of darkness (15’ radius) at will.  He can also cause fear (as a fear wand), cast a circle of cold (10’ radius), and regenerate 2 hit points per melee round.  This demon lord is also able to do any one of the following during a melee round:  detect invisible, locate object, ESP, fly, dispel magic, invisibility (10’ radius), charm monster, hold monster, telekinese 15,000 gold piece weight, project image, phase door, putrefy food & water, casue disease, speak with monster, speak an unholy word once per day, and gate in 1-4 type II demons (70% chance of success).  He is also able to spew forth a jelly-like slime (combining the effects of an ochre jelly and green slime) once per turn (every ten melee rounds) with a 15’ range and a blob size of 3 cubic feet.

Description:  Juiblex has no set form ( he can spread himself into a vast pool of slime or raise up into a towering column of disgusting ordure 18’ or more in height) but he usually take the form of a 9’ tall cone-like heap, striated in disgusting blackish greens, foul browns and yellows, and sickly translucent grays and ambers.  From this mass protrude several glaring red eyes.

Juiblex is a fell deity that has plagued the darkest reaches of the Multiverse since its formation. That Which Lurks appears as an amorphous, dark purple blob with many tentacles. It is the master of flux monsters capable of maintaining their existence without outside assistance.  All such beings submit to the will of Juiblex after being in his presence beyond any other attempt to control or influence them.

Juiblex is unpredictable by human standards. He enjoys watching inevitably futile mortal resistance to the effects of entropy that he represents though his anger roils at the “interference” of those immortals who not only withstand the ravages of the flux but who have created oasis’ against him and his kind in the form of the Planes of Multiverse.

Juiblex is silent and terrible when roaming edges of Multiverse, but old records also tell of gibbering, bestial language spoken in the deity's great court, a demiplane caught in the brackish area between Muliverse and the Flux proper.  Juiblex only communicates telepathically with blunt and simple communications (for example, "Approve," No," "Not," "Slay," "Come to Me," "Go to [mental picture of desired place]," and so on).
Juiblex favors spells from the chaos, combat, elemental, sun (reversed), thought, and war spheres and from the alteration and conjuration/summoning schools, as well as all elemental wizard spells. However, it can cast spells from any sphere or school. Elemental magic wielded by it always has the maximum possible effect.
Juiblex creeps along silently and can cloak itself at will in mauve or violet mists that eddy and flow, foiling attacks that require their target to be seen, including spells such as magic missile, and grant him his incredible Armor Class. The mists foil heat-related detections of all sorts but can be pierced by true seeing magic. Any being within Juiblex’s mists must succeed at a saving throw vs. breath weapon every round or be slowed (as by the spell) on the round that follows. The Elder Eye can emit its violet and mauve mists once every third round to maintain a continuous cloud surrounding it in a 5-foot radius. (However, the mists do not move with Juiblex, who must keep emitting them to maintain them when it moves or there is significant air movement in its vicinity.) Once per turn it can jet thick purple mist, with the same effects, that extends the cloud outward to a 20-foot radius for 2 rounds. Immediately thereafter, however, the mists dissipate entirely and cannot be renewed until another round has passed - Juiblex always has true seeing, even through its own mists.

Juiblex's normal attack is to lash out with mighty tentacle-like pseudo-pods. These “tentacles” can extend 30 feet and properties which are simulateously corrosive and adhesive.  When a tentacle hits a target, it grips with Juiblex’s full strength. The target suffers normal damage from the attack, the target's movement is halted, an the victim will continue to receive damage from Juiblex’s corrosive touch each round thereafter with no “to hit” roll required. In addition, victims are dragged 6 feet closer to Juiblex each round until they reach Juiblex’s body. Juiblex’s once pulled within his main body the individual is exposed to the equivalent of raw flux and suffers accordingly.  In any event if the individual is brought to 0 hit points he is irrevocably destroyed.

A successful attack directed specifically against a tentacle (and Juiblex’s AC:  -7) is sufficient to release the victim.  “Lost” tentacles are reabsorbed by Juiblex and cause him no harm.
Other Manifestations

Juiblex frequently (compared to most powers) manifests himself as a roiling purple mist appears that grows in size to a cloud 4 feet to 6 feet across. From the center of this cloud comes a 12-inch diameter gold eye that opens its lids to bathe the favored creature in a fiery orange light. The light gradually fades to deep red, then a dark purple. The entire cloud darkens to black and shrinks away to nothingness. The process typically takes 8 rounds, and this manifestation grants the following aid to favored beings: a +6 bonus to the being's Strength ability score (with attendant attack and damage bonuses), double damage with every strike for ld8 rounds, and a one-time healing (which occurs in the first round of its gaze) of 3d4 points of damage. It also regenerates severed limbs, lost faculties, and permanently negates any diseases and/or poisons present in the creature.

In the presence of an area dedicated to him, Juiblex can manifest its eye within the unholy object and create up to three tentacles emanating from the altar. Such tentacles have all the powers of Juiblex’s tentacles, and the eye has all the abilities described above as well as one of the following effects. (Roll ldl2 to determine the fate of each creature seeing the eye.)

Roll Effect

1) Death (or catatonia*, at the DM's option)
2) Insanity* (gibbering, drooling feeblemindedess (as the feeble-mind spell) broken by periods of incoherent frantic activity)

3) Rage* (attack companions until all are disabled or have fallen-physical attacks only)

4) Fright and weakness* (50% instant Strength loss, with the probable attendant need to discard armor, large weapons, and heavy treasure)

5) Unconsciousness for ld4+l 2 turns. During this time the victim visibly ages 2dl2 years.

6-12) No effect (looked away in time)

* = Curable by application of a remove curse by a 12th-level caster spell.
Those who are aware of his existence recoil in horror from the foulness of the Elder Eye's evil. Places under the influence of the Elder Eye are typically lit by purple, mauve, and lavender rays of light, radiances, and drifting, eddying luminous mists. These places are usually located underground, but sometimes can be found in remote ruins. 
Juiblexan Spells

3rd Level

Mists of Juiblex
(Pr 3; Conjuration/Summoning)

Sphere: Elemental Air

Range: 0

Components: V, S

Duration: 1 round/level to a 1 turn maximum

Casting Time: 5

Area of Effect: The spell caster

Saving Throw: None

By means of this spell, the caster can cloak himself or herself in mauve or violet mists that eddy and flow giving him or her effective invisibility, foiling attacks for which one must see the target (including spells such as magic missile), and thwarting infravision and heat-related detecting abilities. The spell caster also receives a +2 Armor Class bonus. The mists can be pierced by true seeing. The caster's vision is unhindered by the enveloping mists of Juiblex.
5th Level

Amorphous Form

(Pr 5; Alteration)

Sphere: Animal

Range: 0

Components: V,S,M

Duration: 1 turn/level

Casting Time; 1 round

Area of Effect: The caster

Saving Throw: None

By means of this spell, the spell caster can assume the form of an deadly pudding, ooze, slime, jelly, or roper. Like a polymorph self (the 4th-level wizard spell), this spell grants the spell caster the form, physical mode of locomotion, and mode of breathing of the selected creature. No system shock roll is required. Unlike a polymorph self spell, this spell also gives the new form's other abilities (attack, magic, special movement, etc.), with the exception of the ability of those creatures who can split into multiple forms (voluntarily or involuntarily) and attack. Situations that would normally cause the caster to split up do so, but the multiple shapes only rejoin the next round into one form. Also, the caster cannot assume a different form than the form selected when the spell is cast at any time except to resume his original form, which immediately ends the spell.
The type of form that can be assumed depends on the level of the caster; of course a caster can choose a lesser form if desired. Available forms include:

Level 
Form

9-10 
gray ooze, crystal ooze, gelatinous cube

11-12 
mustard jelly, ochre jelly, slithering tracker

13-14 
deadly pudding (black, white, dun, or brown)

15+ 
roper

When amorphous form is cast, the caster's equipment, if any, melds into the new form. (In particularly challenging campaigns, the DM may allow protective devices, such as rings of protection, to continue operating effectively.) The caster retains all mental abilities, hut she or he cannot cast spells or use psionic abilities derived from the psionicist class. A caster not used to a new form might be penalized at the DM's option (for example, a -2 penalty to attack rolls) until she or he practices sufficiently to master it. Employing this spell does not run the risk of the priest changing personality and/or mentality. However, there is a 1% non-cumulative chance per use of this spell that the spell caster is permanently transformed when this spell expires.
The material component of this spell is a vial of ichor/fluid from the kind of amorph into which the caster transforms. 

Elder Eye

(Pr 5; Abjuration)

Sphere: Necromantic

Range: 0

Components: V, S

Duration: 7 rounds

Casting Time: 1 round

Area of Effect: The caster

Saving Throw: Negates
When this spell is cast, one of the caster's eyes is transformed into a glowing golden orb of evil for 7 rounds. Each round, the caster may balefully glare at a single living creature within 20 feet with the eider eye. If the creature fails its saving throw vs. spell with a -3 penalty, a magical blindness results that persists until a remove curse or cure blindness or deafness spell cast by a 9th-level caster is applied. The caster can cast spells or engage in combat in addition to the effect. The caster's gaze can be reflected back on himself or herself by spells or magical effects that do so. There is a 1 % non-cumulative chance per use of the this spell that the caster's eyeball is permanently blinded when the elder eye of Juiblex expires. In such circumstances, nothing short of a heal or regenerate restores the caster's sight in the affected eye.

7th Level

Wall of Tentacles

(Pr 7; Conjuration/Summoning)

Sphere: Elemental Earth

Range: 0

Components: V, S, M

Duration: 1 day/level

Casting Time: 1 round

Area of Effect: Wall-shaped area (freestanding, if desired), 6 inches thick, and with a surface area on one side of up to 10 square feet/level

Saving Throw: Special

This spell enables the caster to create a special sort of quasi-living elemental barrier. On the safe side (the inner side), it appears as a shadowed section of wall. On the outside, it initially appears as rough, purple-brown stone. The caster and priests of the same faith can move freely through the wall as though it does not exist. If any other creature touches this plain wall, four tentacles emerge to grasp the being and begin a loud hissing and champing noise to alert the clergy to the presence of an intruder.

The wall can extrude 20 16-foot-long tentacles and two beaks. These shift about its surface but can make only four attacks per round on any single opponent. Only the tentacles attack initially; the beaks are saved for a second stage of continued attack or resistance (see below). Each tentacle strike inflicts physical damage and forces the victim to succeed at a saving throw vs. spell or be magically held (similar to a hold person spell). Affected beings get a saving throw to break free of the hold effect (only one saving throw, regardless of how many tentacle strikes are suffered). While held, victims are attacked by other tentacles at a +2 attack bonus and dragged -feet closer to the wall per round. Severing a tentacle automatically break its hold. A tentacle can be severed by causing it more than 12 points damage in a single round, which causes it to vanish.

The wall of tentacles has the following statistics;

Wall of Tentacles: AC-2; MV 0; HD 10; hp 200 (special to the spell); THACO 11; #AT 22 (maximum of 4 16' tentacles and two beaks per target); Dmg ld20 (x20 tentacles) and 1d10 (x2 bites); SA poison bite, hold ability of tentacles; SD darkness 15' radius, immunity to non-magical weapon attack and to all spells dispel magic (inflicts 50 points of damage), disintegrate (inflicts 100 points of damage), or symbol of persuasion (allows all beings of the same alignment as the caster-and others whom they escort, while touching- to pass through the wall unharmed); SZ H-G (140 square feet minimum); ML fearless (20); Int non (0); AL N.

The poison of the beaks is debilitative; it takes effect in 2d4 rounds and reduces all of a character's ability scores by half during its duration. All appropriate adjustments to attack rolls, damage, Armor Class, and so on, from the lowered ability scores are applied during the course of the illness. Furthermore, the character moves at one-half his or her normal movement rate and cannot heal by normal or magical means until the poison is neutralized or the duration of the debilitation elapses. The poison's effects last until neutralize poison ends them or until 3d4 days have passed. If the wall is attacked by any spell or spell-like effect or is reduced to 99 or fewer hit points, it creates darkness, 15' radius outward from its outside surface and bites any victims it can reach.

The material component of this spell is any sort of snake, living or dead, and the beak from an octopus or any avian.
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Orcus

“Prince of the Undead”

Greater god

ARMOR CLASS: -6

MOVE: 9”/18”

HIT POINTS: 120

NO. OF ATTACKS: 2

DAMAGE/ATTACK: See Below

SPECIAL ATTACKS: See Below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 85%

SIZE: L (15’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil

SYMBOL: ???

PLANE: Abyss

CLERIC/DRUID: ??

FIGHTER: ???

MAGIC-USER/ILLUSIONIST: ???

THIEF/ASSASSIN: ???

MONK/BARD: ???

PSIONIC ABILITY: 350 (all/all)

S: ?? I: 20 W: ?? D: 18 C: ?? CH: ??

It is probable that this creature is one of the most powerful and strongest of all demons.  If he so much as slaps with his open hand the blow causes 1-4 hit points of damage.  His terrible fists can deliver blows of 3-13 hit points.  If he uses a weapon he strikes with a bonus of +6 to hit and +8 on damage.  Additionally his tail has a virulent poison sting (-4 on all saving throws against its poison), and his tail strikes with an 18 dexterity which does 2-8 hit points of damage each time it hits.

Orcus can, at will, use any one of the following powers:  Cast continual darkness, charm person, create illusion (as a wand of that kind), cause fear (as a fear wand), detect magic, read magic, read languages, detect invisible objects, ESP, cause pyrotechnics, dispel magic, clairvoyance, use clairaudience, cast a 12-die lightning bolt, suggest, polymorph self, create a wall of fire, telekinese 12,000 gold piece weight, animate dead (as a 19th level magic user), cast a feeblemind spell once per day, Project image, use any one of the symbols once per day each, polymorph any object, shape change, time stop (once per day), and has an 80% chance of gating in any demon of type I-IV (buy only 50% chance of gating a type V or VI and will never call upon another prince).  Orcus can speak with the dead (as a 20th level cleric).

Orcus furthermore is able to summon certain of the undead, for he is their prince.  If random calling is desired by the referee the following chart is suggested.

1:  4-48 skeletons

2:  4-32 zombies

3:  4-24 shadows

4:  2-8 vampires

Finally, Orcus holds the wand of death (Orcus’ Wand) which is a rod of obsidian tapped by a skull.  This instrument causes death (or annihilation) to any creature, save those of like status (other princes or devils, saints, godlings, etc.) merely by touching their flesh.  Other powers of this device are rumored amongst mortals and dealt with in another book.

Description:  Orcus is a grossly fat demon lord, some 15’ tall.  His huge grey body is covered with goatish hair, and his head is goat-like although his horns are similar to those of a ram.  His great legs are also goat-like, but his arms are human.  Vast bat wings sprout from his back, and his long, snaky tail is tipped with a poisonous head.
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