
Entangling Death Invented by Sation 
 

CLIMATE/TERRAIN Any graveyard or battlefield 

FREQUENCY Rare 

ORGANIZATION Horde 

ACTIVITY CYCLE Whenever there is a living creature nearby 

DIET Unknown 

INTELLIGENCE 0 (nil) 

TREASURE Nil 

ALIGNMENT Nil 

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

NO. APPEARING Depending on the numbers of dead in the surrounding area 

ARMOR CLASS 8 

MOVEMENT 0 

HIT DICE 1d8+3 hp  

THAC0 19 + (special) 

NO. OF ATTACKS 1 

DAMAGE/ATTACKS 1-2 

SPECIAL ATTACKS Entanglement 

SPECIAL DEFENSES Nil (except for their number) 

MAGIC RESISTANCE Nil (immune to turning attempts) 

SIZE S (1-2') 

MORALE Nil (20) 

XP VALUE 15 xp for each arm 

 

These small irritating pains are usually called for by a spellcaster that does in the art of necromancy (these persons are 

normally Necromancers, Vampires, Liches, evil Priests and the like), but in some occasions they are also created by 

some kind of curses. 

There are different tales about when and where they were first encountered, but it is most likely that they were 

encountered up at the northern part of the Anauroch desert, some even say they were created by a gold dragon named 

Koo'sack, when she was experimenting with the archdragonlichdom. Not long after the creation, Koo'sacks worst 

opponent (a Drider Lich) got his hands on the spell for the creation of the Entangling Death and spread it fast 

throughout the realms. 

When they are normally encountered, nobody usually gives a second thought to their surroundings, but suddenly bony 

arms will appear from the ground, and will try to grab the trespasser and hold him in a grip that nobody can escape. The 

rest of the arms will try punch and pock him to death (it might be a really long and painful death). When the victim 

finally dies, it is pulled into the ground, and the next time there will be two more arms to appear… 

These weird creatures have no real body, it is only the arms that are the monster, and they will of course have the shape 

the had before they died and the body was discarded.  

 

COMBAT 

When the Entangling Death first attack, a saving throw vs. Paralyzation must be made (with no bonuses for races like 

for the dwarves and the like, and no bonus for priests. This is pure reaction), with modifiers for Dex.  

If the horde of Entangling Death has between 10-20 arms, then there will be a negative modifier of -1 to the saving 

throw. If there are 20-30, then its -2, -4 if 30-50, and if there is 50-100, it will be -6. If there are more than 100 the only 

extra effect will be that there are more to kill. 

They usually attack with surprise (surprise roll is to be allowed in order to be allowed to make the saving throw), and 

they will wait until the party is caught in the middle of their territory. If the saving throw is missed, take the numbers of 

arms and divide it by 20. Then multiply the result by how much you missed the roll. A natural 1 doubles it. These are 

the numbers of arms holding on, for each one, it gives a -1 to the Strength roll needed in order to get out of the hold. If 

the Strength roll fails the first time, a saving throw must be made in the next round. If the victim makes it, it only means 

that no more arms will try to catch hold. If the saving throw fails again, the same procedure applies, adding to the 

numbers of arms holding on, increasing the minuses to the Strength roll. 

Next round the saving throws continue like this, until there are no more arms coming up, or the strength of the victim is 

reduced to 0. If the latter is the case, the rest of the arms will continue beating the shit out of the victim and drag it into 

the ground. Nobody has been rescued from such a fate before. 

The arms of the Entangling Death can move a little, but only within the area of effect of the spell. They will this under 

ground with the speed of 24 

 

HABITAT/SOCIETY 
The Entangling Death is the visible effect of a spell, and therefore has no natural place in the world. 

 

ECOLOGY 

These creatures live until they are either killed, a spellcaster cancel the effect or a higher level (opposing of 

necromancer, or a necromancer himself) casts a Dispel Magic, followed by a Koo'sacks Control Undead II or higher. 

Then he will be able to cancel himself. 

 


