
Devlin Invented by Odwin "Odds" Bodkin 

 

CLIMATE/TERRAIN Any subterranean  

FREQUENCY Very Rare 

ORGANIZATION Tribe 

ACTIVITY CYCLE Night/Darkness 

DIET Carnivore 

INTELLIGENCE Average (10) 

TREASURE Q (special) 

ALIGNMENT Chaotic Evil 

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

NO. APPEARING 2-12 

ARMOR CLASS 4 

MOVEMENT 6 

HIT DICE 2+1 

THAC0 18 

NO. OF ATTACKS 2 claw/1 bite or 1 breath 

DAMAGE/ATTACK 1d4/1d4/1d6 or 2d6 

SPECIAL ATTACKS Jump, Breath Weapon 

SPECIAL DEFENSES Immune to fire and heat 

MAGIC RESISTANCE none 

SIZE S (4' tall) 

MORALE Elite (13-14) 

XP VALUE 150 

 

Devlins were once normal goblins, but have been magically altered using the blood of a red dragon.  They look like little 

red devils with a slightly reptilian, scaly texture. They have black hair, two small horns, a short tail, and sharp claws.  

They also have bat-like wings that connect from their arms to their torso.  The wings do not enable them to fly, but they 

can jump and glide short distances.  They have also gained some lesser dragon abilities and immunities. 

Since they originally spent most of their time near red-hot lava pits and glowing magma rivers, they quickly lost their 

normal vision and developed heightened infravision.  They only have infravision up to 180’, but it is much less sensitive 

when ambient temperatures are less than 100 deg F.  Therefore, extremely bright lights have no effect at all on them, but 

decreasing ambient temperature to less than normal body temperature effectively blinds them.  Therefore, although they 

can be found most anywhere underground where temperatures are above 100 deg F, they prefer to stay near the really 

hot places deep within the world’s crust where most other civilizations choose not to live. 

 

COMBAT: 

Devlins rarely use weapons, preferring their claws and bite instead.  They can, however, breathe a fire ball once per turn 

up to three times a day. The area of effect of the fireball is a 10' radius up to 30' away.  Because of their metamorphosis 

with red dragon qualities, they are not affected by heat or fire-based attacks, magical or natural.  In turn, they are usually 

affected doubly by cold-based attacks.  They can also jump well and can glide up to 40’ after jumping, if space permits. 

Devlins can attempt to jump and glide into an opponent, to knock him down.  If attacking from a higher position, they 

can try to surprise with a +2 bonus.  A successful jump attack causes the victim to lose initiative on the next round. A 

Devlin will also use this jumping ability to retreat after its sustains serious damage (when hit points are 3 or less). 

 

HABITAT/SOCIETY 

Devlins were not found in nature originally. Their creator was an evil wizard; Magnus Malagornok, who needed some 

extra help to fulfill a sinister (but failed) plan to unleash a volcano in an area populated by his enemies.  He tried to 

summon an army of elemental fire-kin for this task, but could only summon a few at the time. To aid them, he was able 

to create a small army of Devlins from the world’s large population of goblins simply by contaminating their drinking 

supply with a magic concoction containing the blood of a red dragon. Their new characteristics and abilities were to aid 

them in their survival deep underground near the world’s core. Being an offspring of goblins, they would be easily 

bullied by stronger creatures and would serve well as slaves to the fire-kin. 

Following the failed volcano plot, the fire-kin were destroyed and the Devlins were able to flee. Since then, they have 

been able to increase in number.   

 

ECOLOGY: 

They typically feed on giant animals and insects such as giant rats, giant ants, and carrion crawlers that any other 

creatures that happen to venture deep enough. 

Although they do not carry treasure on themselves, they usually live deep in the earth where all the geological activity 

has formed various gemstones in the rock.  It is not uncommon to find large, rough diamonds which have formed over 

hundreds of years. 


