As it is known, the sarli's necromantic powers come from their cat-like ancestors long ago that dwelt amongst the undead where their rat prey was found. Some of the sarli learned not only to defend themselves against undead but actually absorbed some of their power.

Necralids
Humanoid(Sarlis)
Necralids behave much like the sarlis, but they tend to be more cunning and malicious. There fur has a purplish blue color as opposed the the normal sarlis black-violet.

Alignment:Often Neutral Evil

Religion: Most evil Necrolids worship Nerull. However, as is the case with all sarli, a good number pay homage to no specific deity.

Necralid Racial Traits
· Small 

· -2con,+2int,+2cha. Necrolids are as cunning, charming, and frail as normal sarli but have a seemingly unnatural strength for their size. 

· Necralids have the following natural attacks:Bite 1 peircing, 2 claws 1 slashing damage 

· Create Spawn(su):Rats slain by a necralid rise as tiny skeletons within 1 day. A necralid cannot control a number of spawn greater than 2 times the Necralid's class levels plus 1. 
· Spell-like abilities(sp):Once per day:Disrupt Undead, Skull Snare*(animates a skull and has it guard an area) 

· +2 racial bonus to bluff and intimidate checks. Necrolids are skilled at deciept and frightening others into obeying them. 

· +2 racial bonus to turning checks. Necrolids are experts at dealing with undead. 

· +2 racial insight bonus to AC against undead. Necrolids know how the undead behave and think and can predict what tactics they will use with reasonable accuracy. 

· +2 racial bonus to saves against ability drains and negative levels. Necrolids have adapted to resist the undead's primary weapons. 

· -2 racial penalty to scry checks. A Necrolids mind is so filled with plots and strategies that it has difficulty focusing on seeking out a single thing.
*see Arcane Encyclopedia for details

A picture of the Necralids (provided by Elessar from the Dungeons and Dragons message boards)
