
Balaqua Invented by Hogan 

 

CLIMATE/TERRAIN Freshwater Rivers 

FREQUENCY Rare 

ORGANIZATION Community 

ACTIVITY CYCLE Any 

DIET Omnivore 

INTELLIGENCE Very to High (11-14) 

TREASURE M, O, Q 

ALIGNMENT Neutral 

----------------------------------------------------------------------- 

NO. APPEARING 1-8 

ARMOR CLASS 6 

MOVEMENT 9 sw 24 

HIT DICE 3+3 

THAC0 17 

NO. OF ATTACKS 1 

DAMAGE/ATTACKS 1d3 or by Weapon 

SPECIAL ATTACKS Underwater charge 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE Nil 

SIZE M (6’) 

MORALE Steady (11-12) 

XP VALUE 155 

Priestess/Wizard 770 

 

Also known as “Carp-Men”, the Balaqua indeed resembles a humanoid version of the giant freshwater carp. 

They are roughly at the same size of humans, but have a scaled red-brownish skin and fins along their legs, arms, and 

down the spine. They also have great bulbous eyes, a huge fishlike mouth filled with small teeth and of course, gills. The 

Balaqua’s speak their own language, and about 20% also speak the language of one of the other underwater races.  

 

COMBAT 
When engaging in close combat, a Balaqua usually have the Trident as weapon of choice, but many are only equipped 

with spears. 50% of a given team of Balaquas will be armed with harpoons and daggers, and if out hunting, at least one 

of the swimmers will be carrying a net. Unarmed the Balaqua punch for 1d3 in damage. 

The natural skin-colour of the Balaquas allows them to blend in along the muddy surroundings of the riverbed with a 

50% chance. They prefer to attack from such a hidden position and from below if possible. 

A Balaqua with at least a 30 feet distance to its target can make a charge by propelling itself fast through the water, 

scoring double damage with a successful hit with a piercing weapon. 

Though they are creatures of water, the Balqua’s gills are capable of storing air for a short time, and their scaled body 

will also keep it moist for a limited duration. This makes them able to function above water for up to 1 hour before they 

have to return to the river. However they are not as adept above the waves as below. When on dry ground, they are 

considered to receive a –1 penalty to all actions. 

 

HABITAT/SOCIETY 

The Balaquas live in small societies of about 20-80 individuals, dug out in the banks of the deepest part of the river. 

Such a community is always lead by a so-called Head-Fin, a leader chosen mostly for his wisdom and intelligence. He is 

advised by a female priestess of a deity of water and of about 6
th

 level, where such one is available, who is also the 

community’s spiritual guide. The community is defended by several small groups of 1-6 warriors who also doubles as 

huntsmen when they are not on patrol. About 1-2 in a whole community is considered to be a wizard of 5
th

 level, 

specialized in the school of elemental water. 

In more eastern orientated areas, the Balaquas are treated as a rare and good omen. People that live by the river sacrifice 

rice and smaller goods to the “Demons of the River” in exchange for good fishing. In return, the Balaquas usually leave 

the villagers alone. There are places where such an arrangement has been in place for generations, to mutual benefit and 

acceptance from both parties. There have actually been examples of when a village was almost overrun by raiders, a 

force of Balaquas rose from the river and helped turn the raiders back. 

Where the rivers run out into the ocean, the Balaquas often clash with Sahuagins. The natural ferocity of the Sahuagins 

usually gives them the upper hand, so the Balaquas prefer to hide and strike at their own leisure. 

 

ECOLOGY 

The Balaquas tend to live in harmony with their river and its surroundings. They make sure not to overhunt and given 

stretch of river, and if their community ever grows too big to be supported by the surroundings, it either splits up in two 

smaller communities or move to another place. Their diet consists of underwater plants and fish. Their agriculture is 

mostly based on weeds, which they grow in plantations on the riverbed. Hunting parties are scouring the waters for fish, 

using nets and ambush to catch enough for the whole community. 

 


