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n most cases, Mallock’s victims undergo a slow align-
ment change, straying to evil one heedless act at a time.
A few poor wretches undergo a far more serious trans-

formation, one that warps their bodies to mirror the corrup-
tion that infests their souls. These unfortunate victims of
Mallock’s ambition are suspended between their true hearts
and the relentless siren’s call of evil. While Mallock and his
clerics prefer to ensnare a victim in his own desires, some-
times the corrupted attempt to pull back from the abyss. In
some cases, Mallock becomes so enraged at his priests’ fail-
ure that he takes a personal, brutal role in the process. The
corrupting essence of his divine nature warps and changes
the unfortunate victim, overwhelming his true nature with
venomous hatred, consuming greed, and mindless evil.
Mallock detests such heavy-handed tactics, but some war-
riors of good are too important to let slip away.

“The damned” is a template you can apply to any victim of
Mallock’s personal intervention in the corrupting process
initiated by his followers. The Father of Serpents loathes
using such inelegant methods, but some spirits prove too
difficult to crack through mere words.

The damned is a new template designed to be used with
Book of Hallowed Might II: Portents and Visions by Monte Cook
and Mike Mearls. Find out more about the book at its home
page: <www.montecook.com/mpress_BOHM2.html>.
However, this free web enhancement gives you all the infor-
mation you need to insert it in any d20 System fantasy cam-
paign. If you’re not using the Pantheon of the Celestial River
from Book of Hallowed Might II: Portents and Visions, you may
substitute another god of deceit for Mallock.

Creating the Damned
You can apply this template to any creature with an
Intelligence score of at least 8. Most of its recipients are pal-
adins, good clerics, and other heroes, but Mallock’s faithful
sometimes target the clergy of rival, evil faiths for their infer-
nal ministrations.

The damned creature uses all of its base stats except as
noted below.

Size and Type: The creature’s size and type remain the
same. If it has any alignment-based subtypes, such as good
or lawful, it loses them. It gains the evil subtype.

Speed: The creature’s speed and movement modes remain
the same.

Armor Class: The damned gains thick, scaly skin studded
with small spikes. This infernal transformation reflects the
damned creature’s internal corruption. It gains a +2 natural
bonus to Armor Class. If the creature already has a natural
Armor Class bonus, increase it by 2.

Attack: The damned gains fangs and sharp, black claws. It
may use these natural attacks in place of a weapon. Its claws
count as its primary attack and its bite as its secondary one.
Its damage is based on its size. When using an attack as a
standard action, it strikes with one claw or whatever weapon
it carries.

Full Attack: When armed with a sword or other weapon,
the damned mixes its natural weapon with its armed attacks.
It uses its claws, if one or both of its hands are free, and its
bite. Remember that secondary natural attacks—in this case
the bite—suffer a –5 attack roll penalty.

Damage: The damned creature’s terrible claws and vicious
fangs inflict damage based on its size.

Size Bite Damage Claw Damage
Fine 1 —
Diminutive 1d2 1
Tiny 1d3 1d2
Small 1d4 1d3
Medium 1d6 1d4
Large 1d8 1d6
Huge 2d6 1d8
Gargantuan 3d6 2d6
Colossal 4d6 3d6

Special Attacks: The damned’s special attacks remain
unchanged unless they affect only a specific alignment type.
In the case of these powers, a good or evil alignment
becomes its opposite type; swap good for evil, and vice versa,
throughout its rules description. For example, a paladin’s
smite evil becomes smite good. It otherwise functions as nor-
mal. Any alignment abilities based on law or chaos remain
unchanged.

Corrupting Venom (Ex): The damned’s claws drip with a
black, viscous poison. The poison inflicts 1d4 points of
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Mallock, the prince of lies, the bearer of poison-kissed oaths, bids his followers to seek far and wide for those who can be bent to the

cause of evil. The path of damnation forms one step at a time. A paladin may accept a vial of poison that can slay a rampaging demon.

A sorcerer agrees to cast a few simple spells to help one of Mallock’s clerics in return for a mighty staff. Bit by bit, these heroes come to

rely on the underhanded shortcuts that Mallock offers, until they are well within his grasp. Like many of the most successful tyrants,

Mallock enslaves his victims with their own hopes, dreams, and secret desires.
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Constitution as its initial and secondary damage. The
Fortitude save DC is 13 + the damned’s Charisma modifier.

Howl of the Damned (Su): This horrid, tortured screech
reflects the damned’s internal agony, transforming its misery
and pain into concussive waves of sonic energy. Once per
day, the damned can create a 30-foot cone of sonic energy
that deals 1d6 points of damage per Hit Die. A successful
Fortitude save (DC 10 + half the damned’s HD + its
Charisma modifier) halves this damage. On a failed save, the
damned’s targets are deafened for 1d10 rounds and are
knocked prone.

Special Qualities: As with its special attacks, the
damned’s good- or evil-based abilities now function on the
opposite alignment. This includes feats, supernatural abili-
ties, spell-like powers, extraordinary abilities, and all class
features. For example, a paladin’s detect evil becomes detect
good. Abilities that affect lawful or chaotic targets remain
unchanged.

Spells: A damned spellcaster loses the ability to prepare or
cast any spells that have the good descriptor. In addition,
reverse the alignments in the descriptions of any spells that
lack alignment descriptors. For example, a spell that would
harm evil creatures now harms good ones. Spells with align-
ment descriptors remain unchanged.

A divine spellcaster loses his current domains along with
their associated powers and spells. He now counts as a cleric
of Mallock, regardless of his alignments, and selects new
domains from Mallock’s list (see Book of Hallowed Might II,
Chapter Three).

If the base creature has the ability to turn undead, he now
rebukes them instead.

The damned gain the following abilities:
• Spell resistance equal to 10 + its HD
• DR 5/good (or 5/+1)
• Fire, cold, and sonic immunity
• Acid and electricity resistance 5

Aura of Damnation (Su): The damned soul  is a physical
well of evil energy. Wherever it walks, it leaves behind a trail
of browned grass, dead flies, and other signs of its blasphe-
mous presence. Any non-evil creature that comes within 30
feet of the damned must make a Fortitude save (DC 10 +
half the damned’s HD + its Charisma modifier) or suffer a
–2 profane penalty to Strength and Constitution. This
penalty persists as long as the creature remains within this
area. The results of a creature’s save against a particular
damned soul’s aura counts for 24 hours, whether it succeed-
ed or failed. After this time, it must attempt the save again.

Proof Against Aging: Damned souls do not age or due of
natural causes while they possess this template.

Spell-Like Abilities: One of the damned can cast dimension
door and teleport once per day as a sorcerer with a level equal
to its Hit Dice or 10, whichever is greater.

Abilities: Apply the following modifiers to the base crea-
ture’s ability scores: Str +2, Dex +0, Con +2, Int +2, Wis +2,
Cha +4.

Skills and Feats: As base creature’s
Challenge Rating: As base creature’s + 2
Alignment: The good/evil aspect of the base creature’s

alignment becomes evil.
Level Adjustment: +4

Using the Damned
The damned template provides an obvious means for intro-
ducing a potentially sympathetic villain. Driven by hatred and
rage, the damned lash out at all that is good and just. Many
of them lurk at society’s edges, preying on the weak and
defenseless. They bear no particular grudge toward Mallock
and his followers. In some cases, they ally with them to help
spread pain and misery. Only the blackest of evil acts can
soothe the damned soul’s endless torment, driving the crea-
ture to pursue them with an addict’s relentless obsession.

That is not to say that the damned are mindless killing
machines. Many of them draw on the dim memories of their
pasts to help concoct elaborate plans of foul conquest and
destruction. Effectively immortal unless they meet a violent
end, the damned are content to create strategies that may
take centuries to bring to fruition.

The damned usually have long, dark careers in evil. No
one controls them, unless they willingly accede to service,
which makes them powerful allies and dreaded opponents
among Mallock’s followers and other evil folk. Many of the
damned build up terrifying reputations for slaughter and
other evil acts. They can become folk legends made all the
more horrid by the truth of their existence.

If you want to use a damned paladin, cleric, or similar
hero as a villain who can be redeemed, the player characters
need to find clues that they can rescue their foe from his tor-
ment. Perhaps someone tried to save him in the past, allow-
ing you to scatter clues in the form of ancient journals and
records. In addition, the damned may already have a few
redemption points, making it somewhat easier for the char-
acters to bring him back to the light. The characters might
need to quest to recover the damned’s ancient weapon, con-
vince an elf or outsider ally he once fought with to aid them
in their efforts, or slay the priest or devil who first corrupted
him. If they succeed, they not only destroy a champion of
evil but possible rekindle a force for good.

Mortals are far from Mallock’s sole target for corruption.
Angels and other good-aligned outsiders may suffer this
template, especially if they have grown haughty and overcon-
fident in their abilities to resist temptation. (In such cases,
consider using this template as an alternative to the falling
rules offered in Anger of Angels.) The characters might need
an angel’s assistance to complete a quest, only to discover
that he long ago fell into the dark. This plot twist gives the
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PCs an enemy that they must overcome with means other than raw
power. You can create an even more vexing problem by making the
damned angel a terrible, destructive fiend whose death would solve many
of the PCs’ problems. When they are forced to allow the creature to
escape, important NPC allies may demand that the characters hunt down
the fiend or face exile or some other punishment. An angry mob of com-
moners, ignorant of the damned’s true nature and important purpose,
might surround the party and demand justice. Fireballs and vorpal swords
mean little to a grieving widow who wants to know why the characters let
her husband’s killer escape.

Redeeming the Damned
All creatures that receive this template proved intractable to Mallock’s
preferred methods of corruption. While their bodies, souls, and minds
have been warped by his unholy magic, some core of their original per-
sonality always remains. If you see or meet a damned soul you knew
before its fall, you may make a Sense Motive or Spot check (DC 25) to
determine the creature’s true identity. Should you succeed, you may
attempt the long, arduous process of removing this template. While a
damned creature gave in partially to Mallock’s temptation, in the end it
resisted the call of evil and had to be forced to its path. This fact gives the
creature a chance for redemption.

Rescuing a damned soul requires patience and dedication. The target of
these efforts invariably resists them, as it takes several attempts to strip
away the hatred and anger that burns within a damned soul. Every victim
of Mallock’s evil influence requires a unique method of rescue, but those
methods share several key traits.

First, a damned creature can be swayed only by an old love, a close
friend, or duty to a beloved cause. An ancient knight may respond to the
crown and scepter of the long dead royal line he once served, while a pal-
adin could be redeemed by his wife or child.

Second, and more importantly, this process takes time. The damned
never leap back to their former ways at the merest reminder of their old
lives. Instead, the evil they drown in must drain away week by week.

Each time you expose a damned soul to the person or object that can
rouse its ties to its buried past, it must make a Will save opposed by the
Diplomacy check of whoever tries to sway it. If it fails, it gains a redemp-
tion point. A damned soul takes no actions on the round in which it fails
this save, as fond memories of its past life surge over it. At the end of the
action it spends lost in its memories, it must make another Will save with
a DC equal to 10 + its redemption points, if it has accumulated more
than five of them.

If the damned soul fails this save, it is redeemed. It loses this template and collapses to the ground. The saved creature has
an effective Constitution score of 1 due to the trauma of this change. It can heal this damage as if it were temporary ability
score damage. In some cases, the saved creature may die in short order. It immediately ages, as the years that passed since its
transformation catch up with it. However, if the creature would ordinarily be dead of old age (see age tables on page 109 of
the Player’s Handbook), it enjoys 5 minutes of mortal life before it finally passes on. Any measures that could reduce its age or
prolong its life function as normal, though the creature may be so ancient that it must somehow overcome centuries of age in
order to survive.

A redeemed damned soul invariably joins its original deity in the afterlife, as its actions while suffering from this template
were beyond its control.
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