Kalamein, Greater - Ctulha

PRIVATE
CLIMATE/TERRAIN: 
Demiplane of shadow 

FREQUENCY: 
Very rare 

ORGANIZATION: 
Solitary 

ACTIVITY CYCLE: 
Occasional 

DIET: 
Omnivore 

INTELLIGENCE: 
Exceptional (15-16) 

TREASURE: 
B 

ALIGNMENT: 
Neutral 

PRIVATE
NO. APPEARING: 
1 

ARMOUR CLASS: 
-2 

MOVEMENT: 
18, Fl 24 (C) 

HIT DICE: 
10+6 

THAC0: 
9 

NO. OF ATTACKS: 
8 

DAMAGE/ATTACK: 
1-8 (x6)/1-12/1-12 

SPECIAL ATTACKS: 
Spells, fear radius 

SPECIAL DEFENCES: 
+2 or better weapon to hit 

MAGIC RESISTANCE: 
50% 

SIZE: 
H (15') 

MORALE: 
Elite (15-16) 

XP VALUE: 
15,000 

Taken from Geraint's Tour of the Taranian Hills:

<spacer type=horizontal size=30>It is a privileged few indeed that witness the practices of the kalamein, and a truly lucky minority that see the Ctulha. Rarely seen, even among the other kalamein, these beings spend much of their time asleep, or rather half-asleep. On my tour of the area, my party and I were allowed to visit a conference of these mighty beings.

<spacer type=horizontal size=30>The beings themselves resemble huge grey illithids with six facial tentacles rather than the usual four, and half-closed eyes of flickering black and white energy. They tend towards flabby builds which belie their immense physical strength and power, and all possess a vast pair of bat-wings, which should they be moved to such activity, enable them to fly at a respectable speed. They also possessed vicious claws, which suggested that they were carnivorous, and was indeed grateful that I and my colleagues were not on their menu. <spacer type=horizontal size=30>We saw a good three dozen of these beings sat in a colossal auditorium, each creature wearing deep black robes of office and slumped in their chairs as if asleep. "Have we any opinion as regards the imminent baatezu invasion?" Asked one of them sleepily.

"Do we need one at all?"

"It might be an idea... you know, the Cyaeg have been rather... restless... about the whole thing..."

<spacer type=horizontal size=30>The archway to the auditorium burst asunder as a trio of gelugons forced their way in.

"Nice try, berks, but you weren't organised enough to keep all of us at bay... WE CLAIM THIS AREA IN THE NAME OF THE DARK EIGHT!" yelled one of the insectlike fiends as it destroyed the last of the iod guards.

<spacer type=horizontal size=30>The ctulha looked up boredly.

"You know, I really ought to consider retirement sometime..."

"Why haven't you yet?" asked one of its fellows.

"Really couldn't be bothered."

<spacer type=horizontal size=30>Without breaking into a sweat, the ctulha rose from their seats and promptly descended upon the unfortunate beings, overwhelming them utterly. For a moment, I pitied the baatezu.

Combat: Ctulha, like other kalamein, are ferocious hand-to-hand combatants, attacking with a series of six tentacle-lashes, each inflicting 1d8 points of damage, and two vicious claw attacks, each striking for 1d12 hit points. In addition, if they attempt to grab someone, they do so with an effective strength of 20. If they possess magical weapons, they will be sized for the ctulha, and will thus likely be useless to smaller beings. They receive a bonus of +3 to hit and +8 to damage when wielding these weapons due to their great strength.

<spacer type=horizontal size=30>In addition to the magics available to all kalamein, ctulha possess great magical powers, using the very stuff of the demiplane to their advantage. As a result, they can cast the following spells: charm person (three times per day), ESP, demi-shadow monsters (once per day), energy bolt (like lightning bolt, but of positive or negative energy, twice per day), Evard's black tentacles, major creation (once per day), minor creation (three times per day), polymorph self (twice per day), shadow magic (twice per day), shadow monsters (twice per day), Tasha's uncontrollable hideous laughter, and wraithform. In addition, they radiate fear (as per the spell) in a 20' radius, although this does not affect their allies.

<spacer type=horizontal size=30>Ctulha can only be struck by +2 or better magical weapons for full damage - silver weapons, however, inflict half damage on them. They are immune to sleep, charm, and hold-related spells.

Habitat/society: The ctulha appear to be the House of Lords in kalamein society - they wield great political power, but rarely use it, being more interested in sleeping and occupying themselves in their own way. This masterly inactivity is one of the crucial balances used by the kalamein - by doing nothing, conservation is assured. They also seem to be a kind of deterrent against most attackers. They have massive power, but aren't actually expected to use it.

Ecology: Ctulha occasionally feed on nug-yeb if absolutely necessary, but do their best to avoid doing so, finding the notion of eating rather distasteful - for the most part, they get their energy from their sleep. No creatures, unsurprisingly, prey upon them. They dislike shadow dragons since they are often the cause of their being awakened. 
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