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Golem, Flint








Climate/Terrain: Any


Organization: Solitary


Activity Cycle: Any


Diet: Nil


Intelligence: Non (0)


Treasure: Nil


Alignment: Neutral





No. Appearing: 1


Armor Class: 4


Movement: 6


Hit Dice: 16 (70 hp)


THACO: 5


No. of Attacks: 1


Damage/Attack: 3d10


Special Attacks: See below


Special Defenses: See below


Magic Resistance: Nil


Size: L (10' tall)


Morale: Fearless (19-20)


XP Value: 12,000





Flint golems resemble stone golems in most respects, save that they are carved from pure flint, not rock.





Combat: The flint golem conforms to the strategies listed for the stone golem, except as explained below:





The flint golem is immune to any weapon, except those of +2 or better enchantment. It ignores most magical spells, except for the following: shout  will shatter the golem unless it makes a successful saving throw versus spells (success indicates 30 hps damage); any targeted, non-area effect spell which produces flame is reflected directly back to the caster (i.e., a fireball  will not be reflected, but a flame arrow  would).





When struck by any metallic weapon, the flint golem gives off a shower of sparks. These sparks are harmless, unless flammable gases are present, in which case the sparks may cause the gases to ignite. 
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t'Chakian








Frequency: Very rare


Organization: Solitary


Activity Cycle: Any


Diet: Carnivore


Intelligence: Genius (17-18)


Treasure: Nil


Alignment: Lawful Evil





No. Appearing: 1


Armor Class: -5


Movement: 12, Fly 18 (C)


Hit Dice: 12


THACO: 5


No. of Attacks: 2


Damage/Attack: 1d10+4/1d10+4


Special Attacks: See below


Special Defenses: See below


Magic Resistance: 35%


Size: M (6' tall)


Morale: Fearless (19-20)


XP Value: 15,000





t'Chakian are powerful creatures from the negative material plane, desiring only to wreck havoc and destruction upon prime material creatures.





They stand about six feet tall, and are garbed in black cloaks and hoods. Their skin is also black, with dull points of light underneath the skin. They have no visible facial features.





Combat: The t'Chakian prefer to attack with their darkswords, which are made of negative material plane energy. These swords inflict 1d10+4 hit points of damage per hit. However, what makes them truly fearful is their power to cause wounds which never fully heal. Each hit by a t'Chakian wielding a darksword causes a loss of one hit point, permanently.  If for instance, Byre was struck three times by a t'Chakian blade, for a total of 23 hit points of damage, 3 of these hit points lost would be lost permanently, bringing his total hit points down from 54 to 51.





These permanently lost hit points can be regained only by means of a heal  spell, cast specifically for this purpose by at least a 17th level cleric, or by means of a wish .





t'Chakian can perform the following spell like abilities at will: know alignment, detect lie, detect invisibility, knock, magic missile  (3 missiles), acid arrow, enervation,  and invisibility . They can also teleport , three times per day. When feeling threatened, a t'Chakian can haste  itself once a day for one turn.





t'Chakian can be harmed only by weapons of a +2 or better enchantment. They are immune to sleep, charm, hold, death  and cold based spells, as well as poison or paralyzation.





t'Chakian are not undead, and cannot be turned.
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Sentinel








Frequency: Rare


Organization: Solitary


Activity Cycle: Any


Diet: Nil


Intelligence: Non (0)


Treasure: Nil


Alignment: Neutral





No. Appearing: 1


Armor Class: 0


Movement: Fly 24 (B)


Hit Dice: 8 (50 hp)


THACO: Nil


No. of Attacks: None


Damage/Attack: Nil


Special Attacks: None


Special Defenses: See below


Magic Resistance: 25%


Size: Medium (3' diameter)


Morale: NA


XP Value: 3,000





Sentinels resemble large, floating eyeballs, with a protective armor. They were created by Mnemnosyne to patrol his island, watching all that happens. The Sentinels are capable of sending the images they see directly to Mnemnosyne. If they detect intruders, or some other problem, they will contact Mnemnosyne immediately, and Mnemnosyne will be able to see out of their eyes.





Combat: Sentinels are noncombatants, and have no combat values. If attacked, Sentinels will immediately broadcast a mental alarm, alerting all other Sentinels within a half mile radius (1d6 Sentinels) of the danger. The attacked Sentinel will remain at the scene until it has taken 10 hp of damage, and will then use it's innate dimensional door  ability to flee to safety. The summoned Sentinels will show up in 1d4+3 rounds, and observe the party, reporting back to Mnemnosyne.





Each Sentinel, when harmed, will summon other Sentinels. Each additional summoning will call 1d6 other Sentinels, -1 for each previous summoning. For instance, if a two Sentinels summon others, the third will be able to summon 1d6-2 other Sentinels. If it rolls a 2 or less, no other Sentinels are within range of the summoning. As soon as a result of 0 or less is obtained, there are no other Sentinels in the area, and no more can be summoned.





 





