Elemental, Umbramental

CLIMATE/TERRAIN: 
Demiplane of Shadow 

FREQUENCY: 
Very rare 

ORGANIZATION: 
Solitary 

ACTIVITY CYCLE: 
Any 

DIET: 
Nil 

INTELLIGENCE: 
Low (5-7) 

TREASURE: 
Nil 

ALIGNMENT: 
Neutral 

PRIVATE
NO. APPEARING: 
1 

ARMOUR CLASS: 
2 

MOVEMENT: 
18 

HIT DICE: 
8, 12 or 16 

THAC0: 
8 Hit Dice: 18

12 Hit Dice: 9

16 Hit Dice: 5

NO. OF ATTACKS: 
1 

DAMAGE/ATTACK: 
2-24 

SPECIAL ATTACKS: 
See below 

SPECIAL DEFENCES: 
+2 weapon or better to hit 

MAGIC RESISTANCE: 
Nil 

SIZE: 
L to H (8' to 16' tall) 

MORALE: 
8-12 Hit Dice: Champion (15-16)

16 Hit Dice: Fanatic (17)

XP VALUE: 
8 Hit Dice: 2,000

12 Hit Dice: 6,000

16 Hit Dice: 10,000

Umbramentals can be conjured in any area with sufficiently deep shadows - to provide them with sufficient semi-darkness, an area equivalent to a 10' by 10' by 10' dark alley would be required.

<spacer type=horizontal size=30>Regardless of the plane on which they appear, umbramentals appear as dark grey or black vortices, possessing vaguely anthropomorphic outlines, but continually throwing out streamers along the ground and walls, with which they propel themselves quickly - thus they rarely appear to be walking, rather creeping in the way that shadows do. The creatures rarely show any facial characteristics, although the human eye could be led to see a pair of dark eyes somewhere within the depths of its head. Such sights are rarely seen twice, and always just out the corner of the eye. They seldom speak, but when they do, their voices are invariably a half-unheard whisper.

Combat:Umbramentals on the whole resent being summoned, especially to painfully bright worlds such as the Prime Material Plane. As a result, they tend to be particularly vicious combatants, forming their limbs into bludgeons and sharp edges, lashing out for 2-24 points of damage.

<spacer type=horizontal size=30>One significant limitation on their combat ability is their inability to exist in brightly sunlit areas - in such situations they lurk in shadows - any shadow, even that cast by a human or an animal will suffice. A continual light spell will inflict as much damage upon them as a flaming sphere, while a darkness, 15' radius spell will heal a likewise amount of damage. Attacks by creatures such as shadows and shadow dragons are roughly half as effective against them, due to the umbramental's shadowy composition. Like shadows, in dimly-lit or worse surroundings (assume anything below candle-light) they are 90% undetectable.

Habitat/society: Not really applicable - if they appear on the Prime Material Plane, it is for one of two reasons - either there is a pseudo-vortex leading to the demiplane of shadows, or they have been summoned. They do not associate among themselves, and do not willingly travel to other planes.

Ecology: Umbramentals are not natural creatures, and as such do not prey on others, and are rarely preyed upon if ever. If they reproduce, they do so asexually.

