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Hey! 
Illustration by Chuck Lukacs 

This has been a long time coming. 

Very long. 

Despite Ætherõs long since overdue return, this is almost certainly 
the last issue, although the advertisement on the back would say 
otherwise. With that in mind, a few articles which were being held 
for issue 8 (Horror & Humor) will be presented in this issue,  
despite their lack of relevance for this issueõs theme. Several more 
Polyhedron conversions were planned, as well as a foray into 
Ravenloft and Vampire, but unfortunately these articles were only 
concepts and were not actually developed. It should also be noted 
that the Dune d20 project, which is òpreviewedó again in this  
issue will probably not be completed either. 

Astute readers will remember that racial levels for Drow,  
Svirfneblin, and other nonstandard races were planned for this 
issue. This was, of course, before Wizards of the Coast released 
them. I would like to point out that in issue 6 we presented  
variants for the druid and ranger as terrain specialists, a similar 
concept of which was published by Wizards of the Coast in  
Unearthed Arcana. 

So, if there arenõt going to be any more issues, and if Iõm not  
going to be doing any more d20 projects, why even bother  
finishing this issue? Well, most of the issue was finished, and itõs 
been bugging me for a while. Iõm glad to finally finish this issue 
which has been sitting incomplete on my hard drive for several 
years now. Iõm sad to say goodbye to Æther , but maybe someday 
it will return, maybe in the form of a different magazine. If anyone 
would like to òtake onó the task of producing Æther  I will be 
more than happy to help, but only with editorial duties. Writing 
the bulk of the content for a magazine with any sort of deadline, 
self-imposed or not, is a difficult task. 

 

I will continue to pursue other projects. I am currently  
experimenting with writing comics, and I have several unfinished 
card games lying around. If you would like to keep up with the 
random things Iõm working on, I plan to update my website fairly 
frequently, which can be found at http://filer.case.edu/mxh178. 

I would like to take this opportunity to thank many of the people 
who helped Æther along the way (in alphabetical order): 

John Bellando 

Jerry Bryant 

Jason Engle 

Paul Giegler 

Susan Halm 

Chris Haynes 

Stephanie Pui-Mun Law 

Steve Locker 

Chuck Lukacs 

Greg McMillin 

Tony Mosely 

Aaron Zaremsky 

and many more. Thank you. 

 

ñ Matt Halm 
Editor-in-Chief 

matt.halm@gmail.com 
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The First Two Issues, Revisited 
Matt Halm 

 The first two issues of Æther did not adhere to the same  
guidelines the following five have. There were no concerns about 
copyright infringement, and as such these issues have fallen out of 
circulation and are not publicized. They are not available on the 
Æther website, and never will be. 
 These two issues, however, do contain some original content, 
and this content is not completely without its merits. Therefore, 
selected content from those issues will be reprinted here. Below is 
a list of all the original articles found in issues one and two.  
Articles reprinted in this article are marked with an asterisk. 
 
Arcanum d20 Issue 1, page 22 
Campaigns: Drow Issue 1, page 20 
 A suggested campaign for an all-drow party 
Chainmail: Kilsek? Issue 1, page 21 
Dragons Issue 1, page 9 
Drow* Issue 1, page 17 
 Several variant interpretations of the  

drow, one of which is reprinted here 
Drow Goddesses Issue 2, page 26 
Elminster? Is that you? Issue 2, page 31 

Follow-Up: MonÎStar Issue 2, page 20 
Magic Missiles: Create Dragon Issue 2, page 4 

MonÎStar Issue 1, page 26 

 A humorous variant of the Shadow Chasers  
minigame from Polyhedron #150 

Monstrosities: Half-Roc (template) Issue 2, page 21 
More d20 Modern? Issue 2, page 23 
Paladins Issue 2, page 16 
Psionics* Issue 1, page 13 
The Transferal of Power Issue 2, page 22 
 Information for a campaign event for  

the Forgotten Realms campaign setting 
Transferal of Power: Hell Issue 2, page 11 
Transferal of Power: Lursenus Issue 2, page 8 
Transferal of Power: Take the Keys Issue 2, page 14 
Transferal of Power: The Future of the Dales Issue 2, page 13 
Vecnaõs Other Hands: Battle Flute* Issue 2, page 4 
XenoMedical Update: Mindflayer Psychosis Issue 1, page 15 
 Reprinted in issue 6 
 

Battle Flute ¼ 
Matt Halm 
 
 This masterwork flute conceals a small dagger inside it. The 
front of the flute comes off and doubles as the handle of a dagger. 
The flute can be used as a masterwork flute for Perform checks 
(+2 to the check), and dagger can be used in combat (considered 
an exotic weapon due to its strange shape). A skilled craftsman 
can create a battle flute with a dagger that is not considered exotic. 
 Several different types of these flutes exist, including  

enhancements on either the flute, the dagger, or both. Common 
enhancements include granting the user a +2 bonus to Perform 
checks when using the flute to fascinate creatures, or similar  
bonuses. 
 The crafter of the battle flute can also weave a magic song into 
its being, allowing the user to play the song once per day. The 
song must be written for a flute. Possible songs appear in Dragon 
#301. 
 Prerequisites: Craft Wondrous Item, Craft Magic Arms and  
Armor (for a magic dagger), Craft Masterpiece Performance (for a 
magic song), Perform 2 ranks; Market Price: 300 gp for a normal 
flute, +1000 gp per +1 enhancement on the dagger, +500 gp per 
+1 skill bonus, + the cost of any song enchanted in the flute. 
 An illustration of the battle flute in use can be found on page 44 
of Dragon #301. 
 

Variant Drow ¼ 
Matt Halm 
 
 The drow as they once were: a proud people who chose to fol-
low Lolth and were cursed by the elven gods. 
 
Illythiiri (surface drow) 
Surface drow have all the elven racial traits listed on page 16 of 
the Playerõs Handbook except as follows: 

+2 Dexterity, -2 Constitution, +2 Intelligence, +2 Charisma. 

Spell-Like Abilities: 1/day ð dancing lights, darkness, and faerie fire.  
These abilities are as the spells cast by a sorcerer of the drowõs 
character level. 

Favored Class: Wizard. 

Spell resistance of 11+ character level. 

+2 racial bonus on Will saves against spells and spell-like abili-
ties. 

Automatic Languages: Elven, Seldruin, Thorass, home region 

Level Adjustment +3. 
 

Psionic Progressions 
Matt Halm 
 
On the facing page are two psionic class progressions, reprinted 
from issue 1. Note that these progressions were made under the 
original Psionics Handbook rules, and have not been updated. 
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Psibane Advancement 

Character 
Level 

Class 
Level 

Base 
Attack 
Bonus 

Fort/  
Ref/  
Will 

Abilities 
Gained 

1 Sav1 +0 +0/+0/+2  Feat, psicrystal, five psionic 
combat modes 

2 Sav1/Psw1 +0 +2/+0/+2  Bonus psychich warrior feat, 
two psionic combat modes 

3 Sav1/Psw2 +1 +3/+0/+2  Feat, bonus psychic warrior 
feat 

4 Sav2/Psw2 +2 +3/+0/+3  Ability bonus 

5 Sav2/Psw3 +3 +3/+1/+4  Psionic combat mode 

6 Sav2/
Psw3/
Slayer1 

+4 +3/+1/+6  Feat, favored enemy (illithid), 
illithid sense 

7 Sav2/
Psw3/
Slayer2 

+5 +3/+1/+7  Brain nausea 

8 Sav2/
Psw3/
Slayer3 

+6/+1  +4/+2/+7  Ability bonus, bonus slayer 
feat 

9 Sav2/
Psw3/
Slayer4 

+7/+2  +4/+2/+8  Feat, lucid buffer 

10 Sav2/
Psw3.Slayer
5 

+8/+3  +4/+2/+8  Bonus slayer feat 

11 Sav2/
Psw3/
Slayer6 

+9/+4  +5/+3/+9  Cerebral blind 

12 Sav2/
Psw3/
Slayer7 

+10/+5  +5/+3/+9  Feat, ability bonus, bonus 
slayer feat 

13 Sav2/
Psw3/
Slayer8 

+11/+6/+1  +5/+3/
+10 

Breach power resistance 

14 Sav2/
Psw3/
Slayer9 

+12/+7/+2  +6/+4/
+10 

Bonus slayer feat 

15 Sav2/
Psw3/
Slayer10 

+13/+8/+3  +6/+4/
+11 

Feat, blast feedback 

16 Sav2/
Psw4/
Slayer10 

+14/+9/+4  +7/+4/
+11 

Ability bonus 

17 Sav2/
Psw5/
Slayer10 

+14/+9/+4  +7/+4/
+11 

Bonus psychic warrior feat 

18 Sav2/
Psw6/
Slayer10 

+15/+10/+5  +8/+5/
+12 

Feat, weapon specialization 

19 Sav2/
Psw7/
Slayer10 

+16/+11/
+6/+1  

+8/+5/
+12 

Psionic combat mode 

20 +17/+12/
+7/+2  

+9/+5/
+12 

Ability bonus, bonus psychic 
warrior feat 

Sav2/
Psw8/
Slayer10 

Sav: Savant, Psw: Psychic Warrior 

Psibane Strengths and Weaknesses 
(Compared to the single-classed Psychic Warrior) 

Advantages 
More hit points 

More feats 
More power points per day 
Better base attack bonus 

Better will saves 
Prestige class abilities 

Disadvantages 
Slower power progression 

Master of Chance Strengths and Weaknesses 
(Compared to the single-classed psion) 

Advantages 
Higher saving throws 
Prestige class abilities 

Disadvantages 
Fewer psionic combat modes 

Slower power progression 

Psi: Psion, Meta: Metamind 

Master of Chance Advancement 

Character 
Level 

Class 
Level 

Base 
Attack 
Bonus 

Fort/  
Ref/  
Will 

Abilities 
Gained 

1 Psi1 +0 +0/+0/+2  Feat, psicrystal, five psionic 
combat modes 

2 Psi2 +1 +0/+0/+3   

3 Psi3 +1 +1/+1/+3  Psionic combat mode 

4 Psi3/Meta1 +1 +1/+1/+5  Ability increase, inner 
strength, power psicrystal 

5 Psi4/Meta1 +2 +1/+1/+6   

6 Psi4/Meta2 +3 +1/+1/+7  Feat, inner strength 

7 Psi5/Meta2 +3 +1/+1/+7  Psionic combat mode 

8 Psi5/Meta3 +3 +2/+2/+7  Ability increase, trigger power 

9 Psi6/Meta3 +4 +3/+3/+8  Feat 

10 Psi6/Meta4 +5 +3/+3/+9  Inner strength 

11 Psi7/Meta4 +5 +3/+3/+9  Psionic combat mode 

12 Psi7/Meta5 +5 +3/+3/+9  Feat, ability increase, trigger 
power 

13 Psi8/Meta5 +6/+1  +3/+3/
+10 

 

14 Psi8/Meta6 +7/+2  +4/+4/
+11 

Inner strength 

15 Psi9/Meta6 +7/+2  +5/+5/
+11 

Feat, psionic combat mode 

16 Psi9/Meta7 +7/+2  +5/+5/
+11 

Ability increase, trigger power 

17 Psi10/
Meta7 

+8/+3  +5/+5/
+12 

 

18 Psi10/
Meta8 

+9/+4  +5/+5/
+13 

Feat, psychic vampire 

19 Psi10/
Meta9 

+9/+4  +6/+6/
+13 

Trigger power 

20 +10/+5  +6/+6/
+14 

Ability increase, apotheosis Psi10/
Meta10 
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Matt Halm, Illustrated by Stephanie Pui-Mun Law 

Paragenasi 
The following are racial statistics for paragenasi. Paragenasi are to 
genasi as paraelementals are to elementals. They are the 
combination of the four prime elements: air, water, wind, and fire 
to form four secondary elements: smoke, ice, magma, and ooze. 
There are also two new paraelementals, dust and steam which are 
formed by the combination of an element and negative energy. 
 
All paragenasi share the following racial traits: 

Medium-size. 

Base speed 30 feet. 

Darkvision up to 60 ft. 

Outsider: Paragenasi are native outsiders. 

Automatic Language: Common. Bonus Languages: Any (except 
secret languages, such as Druidic). 

Favored Class: Fighter. 

Level Adjustment +1: Paragenasi are slightly more powerful and 
gain levels more slowly than most of the other common races. 

Clerical Focus: A paragenasi cleric must choose a deity who 
grants access to either of the two elemental domains he is 
associated with (for example, a smoke paragenasi cleric would 
choose a deity with either Air or Fire as domains) and must 
select either of those domains as one of his two domains. If the 
deity grants access to both domains, he must choose both as his 
two domains. 

 

Dust Paragenasi 
 Dust paragenasi are often formed from the union of an air 
genasi and some source of negative energy. 
 

Racial Traits 
+2 Dexterity, +2 Constitution, -2 Wisdom, -2 Charisma: Dust 
paragenasi are quick of hand and tough, but are easily distracted 
and stubborn. 

+1 racial bonus on saving throws against all air and earth spells 
and effects. This bonus increases by +1 for every ten class levels 
the paragenasi attains. 

Pass Without Trace (Sp): Dust genasi can use pass without trace once 
per day as cast by a 5th-level druid. 

Breathless: Dust paragenasi do not breath, so they are immune 
to drowning, suffocation, and attacks that require inhalation 
(such as some types of poison). 

 
 
 
 
 
 

Smoke Paragenasi 
 Smoke paragenasi are often formed from the union of an air 
genasi and a fire genasi. 
 

Racial Traits 
+2 Dexterity, +2 Intelligence, -2 Wisdom, -2 Charisma: Smoke 
paragenasi are agile and smart, but canõt focus as well and are 
arrogant. 

+1 racial bonus on saving throws against all air and fire spells 
and effects. This bonus increases by +1 for every ten class levels 
the paragenasi attains. 

Gaseous Form (Sp): Smoke paragenasi can use gaseous form once 
per day as cast by a 5th-level sorcerer. 

 

Ice Paragenasi 
 Ice paragenasi are often formed from the union of a water 
genasi and an air genasi. 
 

Racial Traits 
+2 Dexterity, +2 Constitution, -2 Wisdom, -2 Charisma: Ice 
paragenasi are quick of hand and have high endurance, but are 
easily distracted and cold of heart. 

+1 racial bonus on saving throws against all air and water spells 
and effects. This bonus increases by +1 for every ten class levels 
the paragenasi attains. 

Ice Knife (Sp): Ice paragenasi can use ice knife once per day as cast 
by a 5th-level sorcerer. 

Breathless: Ice paragenasi do not breath, so they are immune to 
drowning, suffocation, and attacks that require inhalation (such 
as some types of poison). 

 

Magma Paragenasi 
 Magma paragenasi are often formed from the union of an earth 
genasi and a fire genasi. 
 

Racial Traits 
+2 Constitution, +2 Intelligence, -2 Wisdom, -2 Strength: 
Magma paragenasi are tough and smart, but are somewhat 
oblivious and quick to anger. 

+1 racial bonus on saving throws against all earth and fire spells 
and effects. This bonus increases by +1 for every ten class levels 
the paragenasi attains. 

Control Flame (Sp): Magma paragenasi can cause a nonmagical 
fire within 10 feet of them to diminish to the level of coals or 
flare to the brightness of daylight and double the normal radius 
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of its illumination. This ability does not change the heat output 
or fuel consumption of the fire source, lasts 5 minutes, and may 
be done once per day. They use this ability as 5th-level 
sorcerers. 

 

Ooze Paragenasi 
 Ooze paragenasi are often formed from the union of an earth 
genasi and some source of negative energy. 
 

Racial Traits 
+2 Strength, +2 Constitution, -2 Wisdom, -2 Charisma: Mud 
paragenasi are strong and have high endurance, but are 
somewhat oblivious and emotionally distant. 

+1 racial bonus on saving throws against all earth and water 
spells and effects. This bonus increases by +1 for every ten 
class levels the paragenasi attains. 

Transmute Rock to Mud (Sp): Ooze paragenasi can use transmute 
rock to mud once per day as cast by a  9th-level druid, but it 
can only be used on free objects (such as boulders), not 
cavern ceilings or the like. 

 

Steam Paragenasi 
 Steam paragenasi are often formed from the union of a fire 
genasi and a water genasi. 
 

Racial Traits 
+2 Constitution, +2 Intelligence, -2 Wisdom, -2 Charisma: 
Steam paragenasi are tough and smart, but are somewhat 
oblivious and arrogant. 

+1 racial bonus on saving throws against all fire and water 
spells and effects. This bonus increases by +1 for every ten 
class levels the paragenasi attains. 

Heat Metal (Sp): Steam paragenasi can use heat metal once per 
day as cast by a 5th-level druid. 

 

Bloodlines 
 The following bloodlines use the special rules presented on 
pages 19-20 of Unearthed Arcana. 
 

Paraelemental, Dust 
 Creatures that bear a bloodline of paraelemental dust feel a 
sense of stability yet at the same time often shift emotions with 
surprising quickness. 
 Dust is the combination of Earth and Negative energy. 
 

DUST PARAELEMENTAL  BLOODLINE  TRAITS 
Character 
Level Minor  Intermediate 
2nd ñ +2 on Balance checks 
4th +2 on Balance checks Power Attack 
6th ñ Dexterity +1 
8th Power Attack Gust of wind 1/day (Sp) 
10th ñ Meld into stone 1/day (Sp) 

12th Dexterity +1 +1 to natural armor 
14th ñ +2 on Spot checks 
16th Gust of wind 1/day (Sp) Earth Mastery (Ex)1 

18th ñ Constitution +1 
20th Meld into stone 1/day (Sp) Flyby Attack 

1 As the earth elemental special ability 
 

Paraelemental, Smoke 
 Characters with smoke paraelemental bloodlines are quick-
tempered and shift moods at seemingly random times. 
 Smoke is the combination of Fire and Air. 
 
SMOKE  PARAELEMENTAL  BLOODLINE  TRAITS 
Character 
Level Minor  Intermediate 
2nd ñ +2 on Balance checks 
4th +2 on Balance checks Dodge 
6th ñ Dexterity +1 
8th Dodge Pyrotechnics 1/day (Sp) 
10th ñ Gust of wind 1/day (Sp) 
12th Dexterity +1 Mobility 
14th ñ +2 on Listen checks 
16th Pyrotechnics 1/day (Sp) Air Mastery (Ex)1 
18th ñ Constitution +1 

20th Gust of wind 1/day (Sp) Flyby Attack 

1 As the air elemental special ability 
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Paraelemental, Ice 
 Characters born with an ice paraelemental bloodline are 
independent and free-spirited. 
 Ice is the combination of Air and Water. 
 
ICE PARAELEMENTAL  BLOODLINE  TRAITS 
Character 
Level Minor  Intermediate 
2nd ñ +2 on Swim checks 
4th +2 on Swim checks Improved Initiative 
6th ñ Strength +1 
8th Improved Initiative Fog cloud 1/day (Sp) 
10th ñ Ice knife 1/day (Sp) 

12th Strength +1 +1 natural armor 
14th ñ +2 on Spot checks 
16th Fog cloud 1/day (Sp) Swim 30 ft.1 

18th ñ Constitution +1 
20th Ice knife 1/day (Sp) Improved Bull Rush 

1 Or +30 ft. to existing swim speed. 
 

Paraelemental, Magma 
 Creatures that bear a bloodline of magma paraelementals feel 
tied to the earth and are often high-strung. 
 Magma is the combination of Fire and Earth. 
 
MAGMA PARAELEMENTAL  BLOODLINE  TRAITS 
Character 
Level Minor  Intermediate 
2nd ñ +2 on Climb checks 
4th +2 on Climb checks Power Attack 
6th ñ Strength +1 
8th Power Attack Pyrotechnics 1/day (Sp) 
10th ñ Meld into stone 1/day (Sp) 
12th Strength +1 +1 to natural armor 
14th ñ Mobility 
16th Pyrotechnics 1/day (Sp) Resistance to fire 10 (Ex) 
18th ñ Constitution +1 
20th Meld into stone 1/day (Sp) Improved Sunder 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Paraelemental, Ooze 
 Characters with an ooze paraelemental bloodline take a long 
time to make up their mind, but still feel a need to move about. 
 Ooze is the combination of Water and Earth. 
 
MUD PARAELEMENTAL  BLOODLINE  TRAITS 
Character 
Level Minor  Intermediate 
2nd ñ +2 on Climb checks 
4th +2 on Escape Artist checks Power Attack 
6th ñ Strength +1 
8th Power Attack Meld into stone 1/day (Sp) 

10th ñ Water breathing 1/day (Sp)1 

12th Strength +1 +1 to natural armor 
14th ñ +2 on Listen checks 
16th Meld into stone 1/day (Sp) Earth mastery (Ex)2 

18th ñ Constitution +1 
20th Water breathing 1/day (Sp)1 Improved Bull Rush 

1 Self only. 
2 As the earth elemental special ability. 
 

Paraelemental, Steam 
 Characters born with the steam paraelemental bloodline are free 
spirited yet quick to anger and engage in heated arguments. 
 Steam is the combination of Water and Negative energy. 
 
STEAM  PARAELEMENTAL  BLOODLINE  TRAITS 
Character 
Level Minor  Intermediate 
2nd ñ +2 on Balance checks 
4th +2 on Balance checks Dodge 
6th ñ Dexterity +1 
8th Dodge Gust of wind 1/day (Sp) 
10th ñ Heat metal 1/day (Sp) 
12th Dexterity +1 Fire elemental affinity +21 

14th ñ +2 on Spot checks 
16th Gust of wind 1/day (Sp) Air mastery (Ex)2 

18th ñ Resistance to fire 10 (Ex) 
20th Heat metal 1/day (Sp) Flyby Attack 

1 You gain the indicated bonus on all Bluff, Diplomacy, 
Gather Information, Intimidate, and Perform checks made 
to interact with fire elementals. 

2 As the air elemental special ability. 
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Huge Elemental (Fire, Electricity) Monstrous Humanoid 
(Aquatic) 

Hit Dice:  28d10+84 (227 hp) 
Initiative:  +12 
Speed: 40 ft. 
Armor Class: 29, touch 16, flat-footed 15 
Base Attack/Grapple: +12/+7, +27 
Attack: +19 melee (4d6 fire plus 2d8 electricity, natural attack) 
Full Attack: +19/+14 
Space/Reach: 15 ft./15 ft. 
Special Attack: Scorching shock blast 
Special Qualities: elemental traits, scorching shock heal, 

gemstone demise, fiery flight 
Saves: Fort +16, Ref +25, Will +12 
Abilities: Str 24, Dex 33, Con 17, Int 9, Wis 13, Cha 16. 
Skills: Listen +7, Spot +7, Swim +28 
Feats: Combat Reflexes 
Environment: Warm aquatic 
Organization: Solitary 
Challenge Rating: 10 
Treasure: None 
Alignment: Often chaotic evil 
Advancement: 29-40 HD (Gargantuan); 41-52 HD (Colossal) 
Level Adjustment: ñ 
 
A huge fish-like creature stands before you, wreathed in flame and the 
occasional flash of lightning. 
 
Strange magics transformed these locathahs into huge beasts of 
fire and lightning 
 

Combat 
Locathahrazs prefer to stay out of melee 
combat, using their scorching shock ability 
to soften their opponents. If confronted in a 
melee situation, they use straightforward 
tactics, taking full attacks at the most 
dangerous opponent. They will pause 
periodically to use their healing abilities and 
will flee if reduced to 25% of their total hit 
points. 
 Scorching Shock Blast (Ex): Once per 
round, a locathahraz can choose to use this 
ability instead of its normal attacks. The 
flames and lightning licking around its body 
lunge out towards any creature within 60 
feet and deal 4d6 fire plus 2d8 lightning 
damage (Reflex for half). 
 If the locathahraz is underwater, this 
ability instead deals 2d6 fire plus 4d8 

lightning (Reflex for half).  
 Elemental traits: A locathahraz is immune to fire damage, 
takes half damage from lightning, and has vulnerability to cold. If 
fire damage is dealt to it, it instead heals 25% of the damage that 
would have been dealt (but not past its maximum hit points). 
 Scorching Shock Heal (Ex): As a full-round action that 
doesnôt provoke an attack of opportunity, a locathahraz can 
wreath itself in flame and lightning to heal itself 4d6 plus 2d8 
points of damage. 
 Underwater this ability instead heals 2d6 plus 4d8 points of 
damage. 
 Gemstone Demise (Ex): When a locathahraz dies, it bursts 
into flame and lightning strikes all around, dealing 2d6 fire plus 
1d8 electricity to anyone within 5 feet (1d6 fire plus 2d8 electricity 
underwater). It then burns away and all that is left behind are six 
gems, four rubies and two diamonds (two rubies and four 
diamonds when killed underwater). These gems are worth 250 gp 
each. 
 Fiery Flight (Sp): If reduced to 25% of their hit points, 
locathahrazs usually use this ability which engulfs them in fire and 
lightning, and teleports them as the spell to a nearby location 
(usually underwater, and the location canôt be more than a mile 
away). This ability provokes an attack of opportunity. 
 Water Breathing (Ex): A locathahraz can breath underwater 
normally. 
 

Bestiary 

Locatharaz 
Matt Halm 

CR 10; Huge Elemental (Fire, Electricity) Monstrous Humanoid (Aquatic);  

HD 28d10+84; hp 227; Init +12; Spd 40 ft.; AC 29, touch 16, flat-footed 15;  

BAB: +12/+7; Grap +27; Atk +19 melee (4d6 fire plus 2d8 electricity, natural  

attack); Full Atk +19/+14 melee (4d6 fire plus 2d8 electricity, 2 natural attacks);  

SA Scorching shock blast; SQ Elemental traits, scorching shock heal, gemstone  

demise, fiery flight; AL CE; SV Fort +16, Ref +25, Will +12; Str 24, Dex 33, Con 17, 

Int 9, Wis 13, Cha 16. 

 Skills and Feats: Listen +7, Spot +7, Swim +28; Combat Reflexes. 
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DETECT  IMITATION  
You have been specially trained to 
detect forms of imitation, 
specifically that of Bene Tlielax 
face dancers. 
 Prerequisites: Int 15+ 
 Benefit: You gain a +10 bonus 
to Spot checks made to detect 
Bene Tlielax face dancers. In 
addition, a face dancer cannot take 
10 on his disguise check made to 
fool you. If you discover that 
someone is actually a face dancer, 
only you realize what they are. 
Everyone else without this feat still 
thinks the face dancer is who they 
are pretending to be until you or 
someone else reveals them. 
 Normal: Face dancers cannot 
easily be detected without this feat. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Dune  Dune 
Preview: Face Dancers and Gholas 

 òTlielaxu have an odd system of 
honor: your victims must always 
have a means of escape.ó 

 Dune Messiah, page 19 
 

Face Dancers 
 Face dancers are a specialized version of the 
Bene Tlielax that were originally designed as 
entertainers, but soon their potential as spies 
was revealed. Face dancers possess bodily 
adaptations and practice intensive training that 
allows them to duplicate personalities, voices, 
physical forms, and movements of others. 
 In game terms, the face dancers cannot be 
used as a class, as their abilities are gained at 
birth. Therefore they are presented here as a 
special òrace.ó 
 

Racial Statistics 
+4 Charisma. Face dancers can change 
their appearance at will, allowing them to 
make the most of first impressions and other 
interactions with people. 

Morphic Size. Face dancers can assume any 
size from Small to Large at will. The 
transformation takes one round per size 
category of change. They gain the benefits 
and penalties of whatever size they currently 
are. 

Genderless. It is unknown whether the face 
dancers are actually without a gender or if 
they are both genders. Regardless, they can 
assume all the physical features of either 
gender at will. This transformation takes one 
round. 

Imitation.  Face dancers can imitate the 
physical appearance, voice, and any certain 
quirks or characteristics of any person they 
study for ten to fifteen minutes (usually the 
face dancer invites the person somewhere or 
shows up at their house and talks with them, 
observing their habits, then kills them and 

studies their physical features). They can 
always take 10 and gain a +8 bonus on any 
Disguise checks made to impersonate that 
person as long as they have at least five 
ranks in Disguise. The best way to detect a 
Face Dancer is to have previous training in 
such detection, by way of the Detect 
Imitation feat (see sidebar on right). A face 
dancer can detect another face dancer as if 
he had the Detect Imitation feat. 

Perform. Face dancers receive a +8 racial 
bonus on all Perform and Disguise checks, 
representing their original purpose as 
entertainers. 

Allegiance. All face dancers are (at least at 
the time of creation) allied with the Bene 
Tlielax, but do not gain the statistics 
associated with that allegiance. 

Favored Class. A face dancers levels in the 
Bene Tlielax class do not count when 
determining multiclassing penalties. 

Level Adjustment. Face dancers have a 
Level Adjustment (LA) of +1. 

 

Gholas 
 One of the extraordinary and unique 
capabilities of the Bene Tlielax is the 
production of human duplicates, known as 
gholas. Gholas retain the gene patterns and 
specific skills of the original, but lack the 
conscious memories of their pasts. 
 In game terms, gholas are presented as a 
template that is applied to the original person. 
However, the ghola itself is not the original 
person, just a copy, even though the template 
is applied to the original. Gholas are usually 
only created when the original has died. 
 

Ghola Template 
 Ghola is a template that can be applied to 
any person that, when killed, had some part of 
their body recovered and placed in a Bene 
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Tlielax axlotyl tank. This person is hereafter referred to as the base 
creature. 
 Special Qualities. The ghola retains all the special qualities of 
the base creature and gain some or all of the following. 
 Imprinting: Some gholas are imprinted by the Bene Tlielax to 
perform a certain task when the command is given. The command 
is usually some sound or phrase that an agent of the Bene Tlielax 
can easily reproduce at the right time, but one that wouldnõt 
accidentally get triggered. An example of this was the imprinting of 
the first Duncan Idaho ghola, Hayt. 
 Memory Loss: No ghola can remember its past. Only through a 
complicated process can a ghola remember, and even then the 
procedure only works 10% of the time. 
 Special Training: Some gholas are specially trained by the Bene 
Tlielax in various arts such as Zensunni training, or Mentat 
training. Such gholas gain all the lessons in those schools that the 
Bene Tlielax care to give them. 
 Odd Quirk: Most gholas have something odd about them that 
the Bene Tlielax have added in their wry sense of humor. An 
example of this is the ghola Haytõs metal eyes. 
 Level Adjustment. Gholas have a level adjustment (LA) of +1 
for every 5 lessons the Bene Tlielax have taught it. 
 

Notable Characters 
 Notable tlielaxu characters from the Dune universe include 
Scytale, a face dancer, and the Duncan Idaho ghola Hayt. Both of 
these characters appear in Dune Messiah. 
 

More? 
For information about contributing to the Dune d20 RPG, and for 
a copy of the current (though still very outdated) document, please 
email me at matt.halm@gmail.com. 

 

SCHOOLS 
Schools are ways to gain new 
abilities without gaining a class 
level. To gain lessons in a 
school, a character must seek 
out a master of that school and 
spend experience and time to 
gain the abilities of that lesson. 
Schools were originally 
included in the DRAGONSTAR 
Playerõs Companion (Fantasy 
Flight Games). Some schools 
were presented in Æther issue 5, 
and more will be included in 
the finished version of Dune 
d20. 
 

 
 
 
 
 
 
 

SOURCES 
This article uses information 
from Dune Messiah, by Frank 
Herbert. 

11 

Kõsheth are exoskeletal creatures from the Abyss. 
 Personality: Kõsheth are cold tempered and hold grudges for 
many years. 
 Physical Description: The most striking features of Kõsheth 
are bone plates on their chests and the fact that they have no skin.  
Kõsheth are usually 6õ 10ó to 7õ 2ó and weigh about 140 pounds.  
They are exoskeletal but do not appear similar to skeletal animated 
dead.  All of their organs are contained within a hard bony shell.  
Their arms and legs are large hollow bones that contain muscles 
and blood vessels.  Joints are covered in small bone plates to  
facilitate movement and are connected to the main bones with 
ligaments.  Kõsheth hands are somewhat inflexible and are  
normally incapable of performing delicate movements without 
extra training. 
 Relations: Kõsheth normally do not have good relations with 
any of the good-aligned races. 
 Alignment: Many kõsheth are evil and often conspire with  
demons and devils, most often with osyluths. 
 Kõsheth Lands: There are no lands that kõsheth claim as their 
own, and their race is not considered to òbeó from anywhere. 
 Religion: Kõsheth are strictly atheistic.  There are few  
exceptions, although on the rare occasion that a kõsheth cleric  
exists, they usually revere Nerull or a similar deity. 
 Language: Kõsheth have no racial language, but they all learn 
how to speak abyssal and undercommon. 
 Names: Kõsheth names are impossible to pronounce correctly 
in any language other than abyssal.  Names are asexual, and either 
gender can use any name. 
  

Kôsheth Racial Traits 
-2 Dex, +2 Con, -2 Cha: Kõsheth are extremely resilient but lack 
the range of motion to excel dexterously. 

Medium: As Medium creatures, kõsheth have no special bonuses 
or penalties due to their size. 

Kõsheth base land speed is 40 feet. 

Kõsheth receive a +2 racial bonus on all Fortitude saves. 

Kõsheth receive a +4 Natural Armor bonus. 

Magically inept: Kõsheth lack the ability to articulate their 
fingers in the complex manner required for arcane magic 
and therefore cannot cast arcane spells.  If a kõsheth takes 
levels in a class that can cast arcane spells, he does not gain 
the ability to cast them, no matter how high his Dexterity 
score becomes. 

Kõsheth receive a racial Damage Reduction of 5/magic. 

Favored Class: Any.  When determining whether a  
multiclass kõsheth takes an experience penalty, his highest-
level class does not count. 
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