SENTIENT CEPHALOPODS
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Strength:3d8


Dexterity:4d4


Constitution:5d4


Intelligence:3d6


Wisdom:3d6


Charisma:2d8


Armor Class:


Ammonite	AC:7/3 (flesh/shell)


Gt. Cuttlefish	AC:8 (rubbery)


Octopus	AC:7 (rubbery)


Nautilus	AC:8/4 (flesh/shell)


Squid		AC:8 (rubbery)


Eyes: two base colours on D20 chart


Skin: base colour on D20 chart, 


with changeable colour markings


Hair: NIL


Height (Diameter): 


as for Lizardman


Tentacle Length: 


as Human Height


Weight (Submerged): 


calculate as if Human, minus 22Ibs.
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Special Abilities and Disadvantages: Bite, damage 2-5; 


Cannot specialise with weapons irrespective of class; 


Can specialise in unarmed wrestling, brawling or grappling manoeuvres irrespective of class; 


All have Swimming, speed 20; 


All can Climb with base chance of 75% over any surface; 


All have camouflage ability equal to a 25% chance of concealment out of water and 95% in water; 


Monstrous Appearance; 


Water Breathing, limited to a number of turns out of water equal to their Consitution score; 


Ability to puff cloud of ink underwater covering 10’ diameter sphere or on dry land blind one target failing its save vs. paralysis / fortitude for 1-10 rounds; Due to peripheral vision, Cephalopods gain a +2 on surprise checks; Cephalopods die after mating and so PC Cephalopods will logically be sparing in their physical affections.





Cephalopod Player Characters:


Cephalopods have family and group structures based more on the individual than Humans, and often spend long periods solitary or living near other single Cephalopods. However, civilised and barbaric colonies and settlements of Cephalopods in the Undersea do exist; such societies are usually composed of many individuals of the same alignment.


Despite their obvious distant kinship to Illithids and other molluscoid lifeforms, Cephalopods have no special interest or bond with the Mind Flayers or other related species.


