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Vorm (Unique Tanar’ri)

Huge Outsider (Chaotic, Evil)
Hit Dice: 10d10+70 (125 hp) 
Initiative: +4 (Improved Initiative) 
Speed: 30 ft., climb 20 ft.
AC: 18 (–2 size,+10 natural) 
Attacks: Slam +19 melee 
Damage: Slam 2d8+13 and 2d6 acid 
Face/Reach: 5 ft. by 20 ft./10 ft.
Special Attacks: Spell-like abilities, summon tanar’ri, improved
grab, acid, drown, constrict 2d8+13 and 2d6 acid 
Special Qualities: Damage reduction 20/+2, SR 25, blindsight,
immunities, resistances, amorphous 
Saves: Fort +14, Ref +7, Will +10 
Abilities: Str 28, Dex 10, Con 25, Int 16, Wis 16, Cha 18
Skills: Concentration +17, Hide +11, Knowledge (arcana) +13,
Listen +15, Move Silently +11, Scry +13, Search +13, Sense
Motive +13, Spellcraft +13, Spot +15
Feats: Alertness, Improved Initiative, Power Attack

Climate/Terrain: Any land and underground
Organization: Solitary 
Challenge Rating: 16
Treasure: None 
Alignment: Always chaotic evil
Advancement: N/A

Vorm the Unspeakable is the lieutenant of Ochremeshk. It
serves the demon lord as an enforcer, an assassin, and—very
rarely—a commander of his demonic forces. Most often, Vorm
operates alone, sent on some mission for its dread master. A
unique demonic entity, Vorm is an oozelike creature of Abyssal
power and essence. It is not at all subtle—Vorm does not steal,
tempt, or seduce. Vorm destroys.

Vorm is a vast creature with an amorphous form. It seethes
and oozes its way across the blasted terrain of the Abyss, simply
rolling over and engulfing foes. It burns its way through obsta-
cles or oozes around them. Its flesh is a horrible purple-gray, and
its eyes burn with green fire. The stench of acid and putrid meat
is so strong around it that one’s nose and eyes burn to be near it.
Its voice is a gutteral, gurgling sound, but it rarely speaks.

COMBAT
Vorm has an impressive array of magical powers, but it likes
nothing more than to engulf its foes, drowning them within its
own semi-liquid form even as it crushes them with its huge
bulk.

Blindsight (Ex): Vorm’s entire gelatinous body is a sensory
organ that can ascertain prey by scent and vibration within 60
feet.

Spell-Like Abilities: At will—contagion, deeper darkness,
desecrate, detect good, detect law, dispel magic, fear, hold person,
locate creature, poison, telekinesis, teleport without error (self plus
50 lbs. of objects only), unhallow, unholy aura, and unholy blight;
1/day—power word: stun and blasphemy. These abilities are as
the spells cast by a 15th-level sorcerer (save DC 14 + spell level)
and require no somatic components—only verbal. Vorm can use
these abilities with victims engulfed or constricted within its
body.

Immunities (Ex): Vorm is immune to poison and electricity
because  it is a tanar’ri. It is immune to paralysis, stunning,
polymorphing, and critical hits because it has no discernable
anatomy.

Resistances (Ex): Vorm has cold, fire, and acid resistance
20.

Telepathy (Su): Vorm can communicate telepathically with
any creature within 100 feet that has a language.

Summon Tanar’ri (Sp): Once per day Vorm can summon a
hezrou (75% chance of success). Vorm rarely uses this ability,
prefering to fight on its own.

Engulf (Ex): Vorm can simply mow down Large or
smaller creatures as a standard action. It cannot make a slam
attack during a round in which it engulfs. Vorm merely has to
move over the opponents, affecting as many as it can cover.
Opponents can make opportunity attacks against Vorm, but if
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they do so they are not entitled to a saving throw. Those who
do not attempt opportunity attacks must succeed at a Reflex
save (DC 18) or be engulfed; on a success, they are pushed
back or aside (opponent’s choice) as Vorm moves forward.
Engulfed creatures are subject to Vorm’s acid and drown
attacks and are considered to be grappled and trapped within
its body.

Drown (Ex): Characters needing air to breathe who find
themselves engulfed within Vorm’s horrible, acidic, semiliquid
form must make a Constitution check (DC 10) every round
in order to hold their breaths. Each round, the DC increases
by 1. When a character finally fails a check, she falls uncon-
scious (0 hp). The next round, she drops to –1 hp and is
dying. The round after that, she drowns and dies.

Improved Grab (Ex): To use this ability, Vorm must hit with
its slam attack. If it gets a hold, it can constrict.

Constrict (Ex): Vorm deals automatic slam and acid damage
with a successful grapple check. The opponent’s clothing and
armor suffer a –4 penalty to Reflex saves against the acid.

Acid (Ex): Vorm secretes acid that dissolves organic material
and metal quickly. Any melee hit deals acid damage. and each
round characters are engulfed or constricted they also sustain
acid damage. Vorm’s acidic touch deals 50 points of damage per
round to wood or metal objects. The opponent’s armor and
clothing dissolve and become useless immediately unless they
succeed at Reflex saves (DC 19). The acid can dissolve stone,
dealing 20 points of damage per round of contact. A metal or
wooden weapon that strikes Vorm also dissolves immediately
unless it succeeds at a Reflex save (DC 19).

Amorphous (Ex): Blunt weapons and impact damage inflict
no harm upon Vorm. Because of its jellylike substance it can
slip through any space that a creature of size Small normally
could fit through.

The name, statistics, and description of Vorm the Unspeakable are considered Open Game Content. 20 System" and the "d20 System" logo are Trademarks owned by

Wizards of the Coast and are used according to the terms of the d20 System License version 1.0a. A copy of this License can be found at www.wizards.com/d20.

Dungeons & Dragons® and Wizards of the Coast® are Registered Trademarks of Wizards of the Coast, and are used with Permission. Artwork ©2001 The Unseelie Court.

Used with permission. All other content is ©2001 Monte J. Cook. All rights reserved. Eldritch Might and the Malhavoc Press logo are trademarks owned by Monte J. Cook.

This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the artwork or non-Open Game Content herein

is prohibited without Monte Cook's express written permission. This document is a work of fiction. Any similarity to actual people, organizations, places, or events is purely coincidental.



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards
of the Coast, Inc., and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the
copyright and/or trademark owners who have
contributed Open Game Content;
(b)"Derivative Material" means copyrighted
material including derivative works and trans-
lations (including into other computer lan-
guages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in
which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means
the game mechanic and includes the meth-
ods, procedures, processes and routines to
the extent such content does not embody the
Product Identity and is an enhancement over
the prior art and any additional content clear-
ly identified as Open Game Content by the
Contributor, and means any work covered by
this License, including translations and deriv-
ative works under copyright law, but specifi-
cally excludes Product Identity. (e) "Product
Identity" means product and product line
names, logos and identifying marks including
trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, for-
mats, poses, concepts, themes, and graphic,
photographic and other visual or audio repre-
sentations; names and descriptions of char-
acters, spells, enchantments, personalities,
teams, personas, likenesses and special abil-
ities; places, locations, environments, crea-
tures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic
designs; and any other trademark or regis-
tered trademark clearly identified as Product
identity by the owner of the Product Identity,
and which specifically excludes the Open
Game Content; (f) "Trademark" means the
logos, names, mark, sign, motto, designs
that are used by a Contributor to identify
itself or its products or the associated prod-
ucts contributed to the Open Game License
by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise cre-
ate Derivative Material of Open Game
Content. (h) "You" or "Your" means the
licensee in terms of this agreement.

2. The License: This License applies to any
Open Game Content that contains a notice
indicating that the Open Game Content may
only be Used under and in terms of this
License. You must affix such a notice to any
Open Game Content that you Use. No terms
may be added to or subtracted from this
License except as described by the License
itself. No other terms or conditions may be
applied to any Open Game Content distrib-
uted using this License.

3. Offer and Acceptance: By Using the
Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In considera-
tion for agreeing to use this License, the
Contributors grant You a perpetual, world-
wide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the
Open Game Content.

5. Representation of Authority to
Contribute: If You are contributing original
material as Open Game Content, You repre-
sent that Your Contributions are Your original
creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6. Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion of
this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distrib-
uting, and You must add the title, the copy-
right date, and the copyright holder's name to
the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not
to Use any Product Identity, including as an
indication as to compatibility, except as
expressly licensed in another, independent
Agreement with the owner of each element
of Product Identity. You agree not to indicate
compatibility or co-adaptability with any
Trademark or Registered Trademark in con-
junction with a work containing Open Game
Content except as expressly licensed in
another, independent Agreement with the
owner of such Trademark or Registered
Trademark. The use of any Product Identity
in Open Game Content does not constitute
a challenge to the ownership of that Product
Identity. The owner of any Product Identity
used in Open Game Content shall retain all
rights, title, and interest in and to that
Product Identity.

8. Identification: If you distribute Open
Game Content You must clearly indicate
which portions of the work that you are dis-
tributing are Open Game Content.

9. Updating the License: Wizards or its
designated Agents may publish updated
versions of this License. You may use any
authorized version of this License to copy,
modify and distribute any Open Game
Content originally distributed under any ver-
sion of this License.

10. Copy of this License: You MUST
include a copy of this License with every
copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may
not market or advertise the Open Game
Content using the name of any Contributor
unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible
for You to comply with any of the terms of
this License with respect to some or all of
the Open Game Content due to statute,
judicial order, or governmental regulation
then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate
automatically if You fail to comply with all
terms herein and fail to cure such breach
within 30 days of becoming aware of the
breach. All sublicenses shall survive the ter-
mination of this License.

14. Reformation: If any provision of this
License is held to be unenforceable, such
provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000,
Wizards of the Coast, Inc.

d20 System rules and Content Copyright
2000, Wizards of the Coast, Inc.; authors
Jonathan Tweet, Monte Cook, and Skip
Williams, based on original material by E.
Gary Gygax and Dave Arneson.

THE FOLLOWING IS HEREBY DESIG-
NATED AS OPEN GAME CONTENT, IN
ACCORDANCE WITH THIS LICENSE:
a) All spell names, domains, descriptors,
spell effects, and related mechanics (dura-
tion, range, caster level, etc.) are Open Game
Content.
b) All skills, abilities, and feats, their
names, and related mechanics (Difficulty
Class, etc.) are Open Game Content.
c) Vorm’s name, background, description,
and statistics are Open Game Content.
d) Other game mechanics wholly derived
from the d20 System Reference Document,
including alignment, abilities, saving throws,
Armor Class, hit points, points of damage,
miss chance, damage reduction, spell resist-
ance, ability score damage, reach, and expe-
rience points.

THE FOLLOWING ELEMENTS IN THIS
BOOK ARE HEREBY IDENTIFIED AS
"PRODUCT IDENTITY":
a) All character,* item, and place names,
histories, and named events.
b) Malhavoc Press identifying marks and
product titles, including The Book of Eldritch
Might and Demon God's Fane.
c) All artwork and graphic design.

THE ABOVE PRODUCT IDENTITY IS NOT
OPEN GAME CONTENT, AND REPRODUC-
TION OR RETRANSMISSION WITHOUT
WRITTEN PERMISSION OF THE COPY-
RIGHT HOLDER IS EXPRESSLY FORBID-
DEN, EXCEPT FOR THE PURPOSE OF
REVIEWS.

* Except the Open GameContent characters
Ochremeshk and Vorm.


