THE SHIKKARI (First Gen)

Medium-Size Outsider  (Chaotic)
Hit Dice: 32d12 (208 hp)

Initiative: + 12 (+8 Dex, +4 Improved Initiative)

Speed: 60 ft

AC: 46 (+8 Dex, + 28 nano armor)

Attacks: 2 sets of plasma claws + 40 melee, force blade + 5 melee, mono-filament hair + 12 melee, tongue +10 melee

Damage: 3d8 + 21 (19-20 crit + 1d6) claws + nanoblight  2d6+10 (force blade)2d4 + 6  (tongue) 

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

Special Attacks: Pheromone Aura, Rend 6d8 +31, nanoblight, Spell like abilities, vorpal tongue, sneak attack (tongue + 12d6)

Special Qualities: Construct Traits,  SR 34 (excluding electrical attacks), DR  20/+6 nano-armor, enhanced senses, blind sight 10 ft, body switch

 Skills: Knowledge(etiquette/seduction) + 30,  (biotech), + 20 (chemistry) +30 (technological artifacts) + 40, craft wondrous item, listen + 36, spot + 38, heal +30, Diplomacy (only on members of the opposite sex) + 50, empathy

Feats: Cleave, improved critical (claw), power attack, weapon focus, (claw), sneak attack (tongue), Endurance, Great fortitude, wild shape, aura of courage, Run, Blink

Epic Feats:  Augmented Alchemy, Dire beast wild shape, Blinding speed, Epic Endurance, Damage Reduction, Epic Reflexes, Epic Reputation, Epic Toughness, Fast healing, Extended Life Span, Epic Charisma, Body Switch, Vorpal Strike (tongue), Overwhelming Critical (claw), Epic Weapon Focus (tongue)

Saves: Fort +12, Ref +18, Will + 24

Abilities: Str 52, Dex 37, Con 50, Int 10, Wis 22, Cha 52

Climate/Terrain: Any 

Organization: Solitary, pair, or mother and brood (1-30 Vectors)

Treasure: As character

Challenge Rating: 18

Alignment: usually chaotic evil

Advancement: as character

Favored Class: Fighter or monk (cannot be a wizard, sorcerer, paladin or cleric)
A Shikkari is a half-natural creature, half genetic/nanotech creation made to be the ultimate weapon in war. While quite destructive, Shikkari are also rather dysfunctional and rather peevish about their current status as a weapon.  

The nanotech working of the Shikkari give them the classical appearance for a human. They are well muscled and good looking with either red, white, or blue hair which match their eyes. Their skin is always dark tan to almost black. All shikkari wear nanotech armor which looks like latex body paint which can stop a bullet. However, swords or objects moving slowly like an assassin’s dagger while the shikkari sleeps, go right through it like a hot knife through butter.   As the first shikkari were made from killers, street people, entertainers, and transients, they aren’t the smartest things. Their children however can be quite intelligent. Shikkari all have voracious appetites for food, action, and sex which makes them dangerous AND annoying!

All shikkari speak whatever language they knew before the transformation and can translate anything else using Yahoo through their brainware.

COMBAT

A shikkari generally enter combat just for the heck of it. Most Shikkari don’t ask questions and simply kick ass. When dealing with attractive members of the opposite sex, they might try and talk out a resolution but they’ll just as likely attack if snubbed. Melee combat is a favorite of these creatures.

Pheromone Aura (Ex): this can affect members of the opposite sex that would find a humanoid creature attractive. They must make a Will save (DC 15) to resist. If they fail, they are affected as if a Charm Person spell had been cast. On a critical failure (Under 10 natural for this effect) the charm last for 1 day per point of charisma the character possesses.  On a save, the opponent cannot be affected by the aura again for 24 hours.  Members of the same sex in this aura automatically get a +5 initiative, + 2 strength, and damage reduction of 3. The aura is a 10-foot globe around the shikkari. Creatures that have no noses with which to smell are immune. 

Nanoblight: (Ex) If a shikkari deals damage to an organic opponent, 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.

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

Spell Like Abilities (Su): (1/per day) Prismatic Spray, Life Drain,  Terradesh( the same as Hellball),  Let Go of Me, Short Range Teleport, Force Blast, Cone of Cold, call planar ally. All Spells are cast as a 25 level wizard (DC Spell level + caster level + 5)

Vorpal Tongue: Should the shikkari make a critical with her tongue or sneak attack she automatically forces that extendible tongue of hers down the victim’s throat and severs their primitive brain resulting in instant death. Victim can make a Reflex save (DC 35) to pull back in time thus taking only 2d8 choking damage and the shock of some alien trying to French Kiss them to death.

Sneak Attack (Ex): Once per day during normal combat a shikkari can attempt to use a sneak attack with her tongue. In doing this she attacks when the victim least expects it. However, should she seduce a victim into willingly kissing her, she can use the sneak attack multiple times as long as she has mouth to mouth contact  or until she manages to either succeed, kill the opponent, or they make a successful Will save (DC 20 to combat the pheromones) and a Escape save (DC 15). Using her tongue attack leaves her open to an attack of opportunity. 

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

Metabolic Need: Geli, like all Shikkari, must have at least 5000 calories a day to power her nanotech. If she doesn’t get this amount, she will turn into a Berserker in four days. The nanos tend to start to eat her first so on the first day she loses 8 points of strength, 5 of Dexterity, 1 of Wisdom, and 10 of Charisma. Each additional day she loses 2 more points until Berserker sets in. Hopefully someone throws her some Twinkies before then.

Technological Subtype (ex): Without their brainware, a shikkari’s wisdom drops to 10
CREATING A SHIKKARI

“Shikkari” is a template that can be added to any humanoid character. Any Shikkari created like this is a Second generation: a character that has been infected by a Shikkari Vector These are much more stable but not as powerful as the originals. It uses all of the original characters statistics, special abilities, and equipment, except as noted.

Type: the character’s type changes to outsider (evil)

Hit Die: Increase to d12. Because of their nanotechnology, Shikkari are very durable

AC: The blinding speed from cybernetic implants helps the Shikkari dodge attacks and provides a +10 to AC

Special Attacks: A shikkari retains all the characters special attacks. It also gains the special attacks innate to the race itself (see Shikkari above)

Spells: A Shikkari can cast any spells it could cast as a regular character

Special Qualities: A Shikkari retains any special abilities it had in regular life and gains those mentioned below.

Construct Traits (EX): Immune to mind affecting effects (phantasms, patterns, and moral effects. Charms and compulsions still work though), poison, sleep, paralysis, disease, death effects. Not subject to critical hits, ability damage, ability drain, or energy drain UNLESS acted upon by her master or other blood partner. Not at risk of death from massive damage, but should she be reduced to 0 hit points or less, the alien life force that animates her will leave the body and enter another. Dark vision 60 ft. 

SR 34 (excluding electrical attacks): The nano armor of Shikkari is active at the subatomic level and spells can’t affect atoms. This gives them added spell resistance.

DR  20/+6 nano-armor (EX): Nano armor is quite tough against fast moving objects and blunt force trauma. Energy is the first 26 points of damage to a Shikkari are absorbed by the armor.

 enhanced senses: The cybernetic implants of a shikkari

give them a +4 to spot and wilderness lore checks.

Blind sight 10 ft: The enhanced senses of a shikkari 

Allow them to sense the presence of anyone within

10 ft of them as if they had Blind Sight.

Saves: +5 to all

Abilities: Str X 2, -5 Int, all else same as base

Skills: Same as the character, except that a Shikkari

Receives a + 15 racial bonus on listen, knowledge

(chemistry, biology, and genetics), disarm trap, seduce, diplomacy, and heal checks

Feats: Same as the character

Epic Feats: Augmented Alchemy, Dire beast wild shape, Blinding speed, Epic Endurance, Damage Reduction, Epic Reflexes

Climate/Terrain: Any

Organization: Solitary or pairs

Challenge Rating: Same as character + 10

Treasure: Same as character

Alignment: Any Evil

Advancement: By character Class

SHIKKARI CHARACTERS

Most Shikkari are rogues, assassins, monks, or fighters. Because of their overly aggressive and flighty nature, sorcery doesn’t come naturally. However, Shikkari that are born and not just created are entirely different. Each Shikkari female is capable of hatching one brood of Vectors in a lifetime, which resemble large, silver banana slugs.  These Vectors set off on their own, searching of a humanoid body to take over. To do this, they enter the mouth of a sleeping creature. The nanomachines diffuse throughout the body, starting the transformation to Shikkaridom. The transformation takes d12 per character level days. In that time the character is unconscious, but upon awakening a transformation of body and mind has occurred. Second Generation Shikkari do not have a true personality of their own and are simply parasites. In return for the abilities that the little nano blobs grant for their host, they require 5000 calories a day or they start to consume the host body dealing 1 point of con damage a day until fed again. Second generation Shikkari cannot body switch or bear vector broods of their own.  Second Generation Shikkari do not run their brain ware on windows, instead of allowing them to have an almost cyborg brain, the nanos build just enough brain ware wiring to allow the new host honed reflexes, pain dampening and other enhanced abilities. While the transformation is extremely painful and quite startling, many evil wizards have tried to trap first generation Shikkari in order to gain these powers. It’s their choice.

       VECTOR
Shikkari Larva, diminutive ooze (neutral)

Hit Dice: 2d10 (20 hp)
Initiative: +3

Speed: 50 ft 

AC: 22 (+4 size, +10 natural armor, 

Attacks: bonus +3, nanoblight, 

Damage: 1d4  + nanoblight 

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

Special Attacks: Corrosion, Sleep, 

Special Qualities: ooze traits, electrical vulnerability, transformation vector, DR 10

Skills: Hide +10, Move Silently +10

Feats: Blindsight

Epic Feats: blinding speed

Saves: Fort +, Ref +, Will + 

Abilities: Str 10, Dex 18 , Con 12 , Int -, Wis 3, Cha 3

Climate/Terrain: any

Organization: solitary, or brood (1-30 and Shikkari parent)

Treasure: none

Challenge Rating: 4

Alignment: neutral

Shikkari Vectors resemble a large slug made out of shining liquid mercury. However, just because it looks like a slug, doesn’t mean that its slow. Vectors can move with blinding speed when they want to, but most of the time they play possum and pretend to be metal puddles. The victim is allowed a will saving throw (DC 30) to stop the transformation.  After 3d6 play character level days, the person arises as a full fledged second generation Shikkari. Only a wish or miracle spell can put them back to normal, but with the new powers hardly anybody would WANT to go back.

COMBAT:
They hide until their victim is either sleeping or unguarded, then they attack with a sleep spell. Once the victim is out cold, the vector simply climbs into their nose or mouth and starts the transformation to being a shikkari.

Transformation Vector (Ex): The victim is allowed a will saving throw (DC 30) to stop the transformation.  After 3d6 play character level days, the person arises as a full fledged second generation Shikkari. Only a wish or miracle spell can put them back to normal, but with the new powers hardly anybody would WANT to go back.

Sleep (Su): Vectors secrete a type of sleeping potion at will.

This puts a creature to sleep unless they succeed in a Will check (DC 25).

Corrosion (Ex): The nanomachines in the Vector corrode and dismantle any organic material it touches dealing 1d4 of acid damage each round it is in contact with a creature or organic object. The silvery ooze can be scraped off or turned off by magnets or electricity.

Nanoblight: (Ex) If a Vector 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.

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

Ooze Traits:  Immune to poison, sleep, paralysis, stunning and polymorphing. They have no clear front of back and are therefore not subject to critical hits or flanking. Oozes are blind but have the blindsight quality. They have no intelligence and are therefore immune to all mind-influencing effects. 

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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