SHIKKARI BERSERKER

Medium-Size Outsider (chaotic evil)
Hit Dice: 40d10 + 50 (450 hp)

Initiative: + 23 (+15 Dex, +8 Superior Initiative)

Speed: 90 ft

AC: 45 (+15 Dex, + 20 natural)

Attacks: 4 sets of plasma claws + 10 melee, tongue +20 melee, bite +10

Damage: 3d8 + 21 (19-20 crit + 1d6) claws + nanoblight,  2d4 + 6  (tongue) + nanoblight, bite 2d10 + nanoblight 

Face/Reach: 5 ft by 5ft/5ft

Special Attacks: Rend 6d8 +31, nanoblight, vorpal tongue, pounce, rake, stunning roar, frightful presence, disease

Special Qualities: Dark vision 160 ft, fast healing 40, sonic resistance 10, blind sight 20 ft, 

Skills: climb + 20, jump + 40, listen + 36

Feats: alertness, cleave, dodge, great cleave, improved initiative, lightning reflexes, power attack, weapon focus (tongue)

Epic Feats: blinding speed (x4), superior initiative

Saves: Fort +41, Ref +39, Will + 8

Abilities: Str 52, Dex 50, Con 50, Int 3, Wis 10, Cha 28

Climate/Terrain: Any but most likely in a city

Organization: Solitary

Treasure: none

Challenge Rating: 30

Alignment: Chaotic Evil

Advancement: none 
Berserkers are the product of depraved nanotechnology and a sick mind. Hidden deep in the DNA code of the shikkari is 

the little “fuck you? Program that their creators installed. Should a shikkari die or starve for 5 days, they undergo a 

disturbing transformation. Their nanotechnology warps them into a berserker, one of the nastiest creatures in the galaxy! 

A Berserker resembles a large panther, which has been skinned rather roughly. The front of the skull is open, exposing the 

wire-covered brain. Dark empty socks remain where the eyes used to be and rows of razor sharp fangs line the jaws 

of its lipless mouth. The entire body of the creature shines with silvery mucus, which drips to the ground 

steadily. All in all, the creature is about 6 to 7 feet long from the front of its disfigured head to the base of its stubby tail. 

Six inch talons tip clawed hands as big as a man’s.  A tongue about as thick as a large snake usually lolls out of the 

creatures mouth; the tip of it covered with hooked spines. Berserkers are messy, damn ugly, and extremely strong. 

Because they have no skin, they feel no pain. With no real eyes, light effects cannot blind them. The only vulnerable spot 

on a Berserker is the frontal lobe of its brain which protrudes out of its open skull and since brains really aren’t important

to a creature made to eat and destroy, that really isn’t much help.

COMBAT
Berserker’s aren’t the sharpest spoon in the pack, but what they don’t have in brains; they make up in blinding speed and 

strength. This creature always attacks any living thing it sees, even creatures in-groups that outclass it. It will fight to the 

death (of it or its opponent) and until its destruction, it will continue to move about, killing and eating everything in its 

path until its nanos overheat and kill it (3d6 days + level of character before transformation). Berserkers never think, and 

they never stop.  Think the Licker of Resident Evil times ten. Any time a character or creature is slain by a Berserker, the 

shikkari will start to eat the victim, gaining the creature’s original HP temporarily. Without remains, only a true 

resurrection could bring them back to life, but one could possibly kill the creature first and then get the pieces back if they 

cared enough. Berserker’s communicate by jumping on victims and eating them. In other words: they don’t.

Nanoblight: (Ex) If it deals damage to an organic opponent, a nasty silver goo begins to bubble from the wound. If the opponent fails a Fort save (DC 25), it takes 1 point constitution and 1 point fortitude drain per round (5 rounds). For every round, the opponent must make a save (same DC) to keep this loss from becoming permanent.  If the opponent is slain by nanoblight, only a viscous silver puddle remains, which the Berserker then consumes, gaining 1 hp for each drained point.

Rend (Ex): If the Shikkari hits with both sets of  front claws, it latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 6d8 + 31 points of damage.  

Rake (ex): a berserker could rake with it’s back legs dealing an additional 3d8 + 21 points of damage before disengaging by rending. Nasty creatures they are.

Vorpal Tongue (Ex): Should a Berserker make a critical with its tongue, it 

automatically forces that extendible tongue down the victim’s 

throat and severs their primitive brain resulting in instant death. Victim 

can make a Reflex save (DC 45) to pull back in time thus taking only 2d8 

choking damage  

Pounce (ex): If a berserker charges or leaps upon a foe during its first round of combat, it can make a full attack, even if it has already taken a move action. 

Stunning Roar (ex): Every 1d4 rounds, a berserker can loose a sonic attack so annoying that it stuns all creatures in a 60 foot spread for 1d4 rounds if they fail a fort saving throw (DC 20)

Disease (ex):The slime coating a berserker is really filled with hungry nanomachines just waiting for something to take apart. If a character comes in contact with the slime on an open wound or in the eyes, they must make a fort save to keep from being infected with shikkari plague(DC 15). This slowly lowers a victims con and fort to 1 where they fall into a deep sleep. They arise

2d6 days later as a shikkari themselves…if the berserker doesn’t EAT THEM while they’re sleeping!

Electrical Vulnerability (ex):  berserkers take double damage from electricity and magnets with no saving throw.

Note on D&D Profiles

These character profiles were written using D&D 3rd Edition but any OHA character, class, or race could be used in any D20 game. I’m not sure how it’ll work with the new D&D 3.5 coming out but we’ll see. All of Geli’s spells can be found in the Epic Level hand book and the Player’s Handbook. Check out Wizards of the coast (Wizards.com) to order D&D books, find out about the game, and maybe join in a little world of your own!.
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