Rakoshi

Freq:



Rare
# Appearing:

1, 2, or up to 5; In lair: see below

AC



0 [2] (6)
Move:


12 (6) Swim is half normal rate for all Rakoshi, Climb is 1/4
Hit Dice:


10 [7] (3)
Average Hit Points:
65 [45] (18)
% In lair:


Special
Treasure:


Lair: 10D10X20 Gp worth of uncut rubies

# Attacks:


3: 2 Claws+Bite
Damage:


3D4+4 Claw, 3D8+8 Bite [2D4+2 Claw, 2D8+4 Bite] (1D4+1 Claw, 1D8+2 Bite)
Thaco:


11 [13] (17)
Special attacks:

Stench: Save vs. poison or -2 Thaco until 1 turn after leaving stench area, which is 60' [45'] (30'), Can cast Knock 3 times/day [2 times/day] (once a day)
Special Defenses:
Requires +1 to hit, Damage Reduction 10/+2, Damage Reduction 5/+3 [Require +1, 5/+2] (Require +1), Regeneration 3hp/rd not in combat/1hp/rd in combat [2/rd, 1/2rds] (1/rd, 1/4 rds) All Rakoshi regeneration ceases if hit points reach 0.  Rakoshi ignore 60' of any fall for determining damage [45'] (30').  All Rakoshi can climb as a thief with a 95% in the climbing ability, modified only for surface conditions.  Climbing rates are not modified, only the success chance.
Magic Resist:

All non fire 25% [20] (15)

Intelligence:

Human [8-10] (Infant)
Alignment:

Always lawful evil
Size:



Large [Medium] (Small-Tiny)
Psi ability:


Nil

E.P. Value:

8000 [5000] (1000) 

Challenge Rating:
10 [8] (3)

Statistics in plain text are for full-grown Rakoshi, and [] and () modify the information for Adolescent and Juvenile, respectively





Further Information



Rakoshi are the remnants of a demon race placed upon the Earth eons ago to rid the world of Humans for the heathen gods to conquer and rule.  Mankind fought off the demons, and learned to enslave them.  The results were the Rakoshi.  Rakoshi stand about 8 feet tall when fully grown.  In adolescent form they stand 6-7 feet tall, and when juvenile are anywhere from 1-5 feet tall.  Rakoshi take 15 years to reach maturity.  They reach adolescence at 10 years.  Rakoshi typically live 50 years.  Their eggs, however, can remain dormant for as long as a century.



In any form, Rakoshi appear as humanoid, slightly reptilian, with bright yellow eyes, and tough, damp, gray skin.  They are completely immune to non-magical weapons, requiring +1 or better to even touch them.  Their further damage reduction means that a +1 still suffers damage reduction of 10.  Less, of course, if the Rakoshi is not fully-grown.  



The Rakoshi do have two weaknesses: iron and fire.  The mere iron in a sword will not affect Rakoshi adversely; it takes something on the order of an iron room.  To open an iron door or pass through one, a Rakoshi must make a save vs. spell.  This save is made for each attempt, and is penalized each time by 2 if the other side of the door contains a large amount of iron.  If opening or passing through a door that is not made of iron, but the room inside has large amounts of iron in it, a save is still made, but it is not modified. Fire deals double damage against Rakoshi, and a torch does 1-6 damage per hit.



All Rakoshi have regeneration.  They regenerate faster when not in combat.  At all times, a Rakoshi emits a foul odor similar to that of decaying corpses.  To those who know what to look for, the smell is quite obvious within twice the effective combat radius of the stench.  Do note, however, that through a door or similar obstacle, assuming that any air circulation is possible, any distance after the door is considered twice as far for determining the smell effects.  Through multiple doors, this is cumulative.  



Rakoshi do not walk the Earth freely or unchecked.  After the great wars, the secrets of taming the Rakoshi were handed down through a tribe of "Keepers".  They were entrusted to keep the Rakoshi and use them according to the ancient laws-mostly to do whatever they felt like to ensure their own comfort and well-being.  Every Keeper has a necklace made of iron, with two yellow topazes in them that look like eyes.  At first glance, the iron can easily be mistaken for silver.  However, any closer inspection reveals that it is really an iron necklace and that the topazes are worthless. These necklaces make them invisible to Rakoshi, as well as confer regeneration of 3hp/round if not in combat, 1hp/rd if in combat, ceasing at death.  If the wearer so chooses, another person in physical contact with them can share the invisibility.  It also slows aging by 80%.  In effect, the wearer ages at 1/5 the normal rate.  If the necklace is removed, however, for any reason, they will age 1 year per turn until they reach their "real" age.  This may very well result in the death of a Keeper by old age.  Consequently, a Keeper will never remove their necklace voluntarily, save when issuing orders.  If the Rakoshi cannot see their Keeper, there is a 25% chance that they will be misinterpreted somehow.  As long as the Keeper did not die, when the necklace is replaced, they regain years at 1 per turn until they reach their normal relative age.  Note that if a non-Keeper gets one of these necklaces, once aware of him, the Rakoshi can attack him at the normal penalties for fighting invisible opponents.  With a Keeper to be their spotter, they have a 10% cumulative chance per round of finding the invisible person.



 A Keeper is assumed to be a tenth level Cleric (or higher) of Kali (a god of death).  It is unknown how many keepers are left in the world, as well as how many Rakoshi are left.  It is known, however, that there are less than five Keeper necklaces left in the world.  The secrets of making them have long been forgotten, so chances are there are not very many Keepers left, either.  A Keeper will traditionally have one lair of Rakoshi kept in an iron nest.  A lair contains either 1 or 2 fully grown Rakoshi, 2-16 adolescents, and 2D20 juveniles.  On any given hunt, there will be 1 fully grown, 1 fully grown and one adolescent, or up to 5 adolescents.  Juveniles will never go on the hunt.



The other secret known to the Keepers is that of creating an elixir that will "mark" a target so that they can be hunted effectively.  This mixture can only be made by a Keeper, and takes 1 day per dose to brew.  It is a clearish-green substance, tasting bittersweet, smelling of mold, and requiring a wisdom check to detect in food or drink.  Once a check is passed, the individual can always detect the substance in food if tasted (though since he tasted it he still suffers the effects), and gets a +4 check if detecting by smell if looking, +2 if not looking for it.  He can confer half of this bonus to another if he shows them the tainted food.



If a single drop of the substance is consumed, within 4 hours, a Rakoshi will pick up the scent if within 100 miles (50 for adolescents).  Adult Rakoshi can also track by scent, if a sufficient sample can be acquired.  Against adult Rakoshi, no disguising of smell can fool them; they proceed unerringly towards their target.  Adolescent Rakoshi have a 25% chance of being thrown off the trail by disguising the smell.  A Rakoshi is unlikely to be stopped by a locked door, as they have Knock spells.  If they come to a door they cannot unlock, they will simply break down the door and kill anyone who tries to stop them.  Under usual circumstances, their orders are to abduct, not kill, their prey.  The Keeper almost always has a specific reason for targeting an individual.



All Rakoshi have infravision up to 60'.  Rakoshi are unable to use Knock unless allowed by their Keeper, so they are unable to escape by that means from wherever they are kept.  

