
Urschell (created by Hogan) 

Medium-Size Humanoid (Aquatic) 

 

Hit Dice: 2d8+4  (11 hp) 

Initiative: +1 (Dex) 

Speed: 20 feet; Swim 30 feet 

AC: 16 (+5 natural, +1 Dex) 

Attacks: Weapon +3 melee 

 Claw +1 melee 

Damage: Weapon +2 

 Claw 1d2+2 

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

Special Attacks: - 

Special Qualities: Carapace 

Saves: Fort +5 Ref + 1 Will +1 

Abilities: Str 14, Dex 13, Con 15, Int 12, Wis 13, Cha 12 

Skills: Spot +4, Hide +4*, Listen +5, Wilderness Lore +3* 

Feats: Alertness 

Climate/Terrain: Temperate Swamp/Marshes 

Organization: Team (2d8) 

 Patrol (10-15) + 1 3
rd

 level patrol leader 

 Band (21-30) + 2 3
rd

 level patrol leaders + 1 4
th

 level sub-chief 

 Tribe (50-80) + 1 3
rd

 level patrol leader pr. 10 members 

  + 1 4
th

 level sub-chief pr 20 members + 1 6
th

 level chief 

  + 1 4
th

 to 5
th

 level Druid + 1 apprentice of 1
st
 level 

Challenge Rating: 2 

Treasure: Standard 

Alignment: Usually Neutral Good 

Advancement: By character class 

 

The Urschell bears a slight resemblance to the Bullywug except for the fact that where the Bullywug resembles a giant 

two-legged toad and the Urschell is more like an upright walking turtle. They are green-skinned with small heads, and 

around their torso is a single shell with colored signs on the front. Its legs and arms extend from the inner part of the 

shell as well as the head, earning them the nickname “Turtle-men”. 

The Urschells speak the own language and roughly 60 % of them speak common too. 

 

Combat 
The Urschells normally prefer to talk before they do battle, but the long-standing feud with their archenemies, the 

Bullywugs, against whom they are competing about territory, has learned them the ways of war. 

The Urschells favorite tactic is to lie in wait in the swamp, using their skills at camouflage to ambush their foes, catching 

them by surprise. Their favorite weapons are trident, quaterstaff and spear, all of which they are very skilled. Their most 

preferred weapon however, is the scimitar, which gives great status among Urschells, and is usually the trademark of 

elite warriors. An Urschell will almost pay anything for such a weapon. 

Carapace (Ex) An Urschell possesses a unique defense mode. When necessary it can pull their arms, legs and head into 

their body shell, thereby boosting their natural armor to +10 giving an overall armor class of 20, but this renders the 

Urschell completely immobile. This defense mode is most effective against missile fire, but also against breath weapons 

plus area of effect spells like Lightning Bolt or Fireball as it gives the Urschell a +5 bonus to Reflex saving throws, with 

an overall +4 bonus due to the lack of dexterity in this protective mode. 

Skills: *Urschells are granted a +4 racial bonus to Hide and Listen checks when hiding in their natural surroundings. The 

bonus to the Hide skill is raised to +6 when hiding in water. 



 

Characters 
Favored class is ranger with Bullywugs as favored enemy, most leaders and chiefs will be of this profession. A few and 

mostly females, choose the role of druids in their community. 

 

Society 
Urschells live in tight families where the one best fitted take care of the young "Schells", as they are called. The best 

hunter in the family teaches them the way to hunt, the best fisher they way of fishing etc. The families turn together with 

other families, and form a tribe where the wisest and strongest member among the families is the leader. Females and 

males are rated equal, though the leader mostly seems to be a male, like most of the fighters, but a female often functions 

as the spiritual leader of the tribe as Shaman. 

A normal Urschell tribe consists of about 40-50 members, where roughly 70 % is male, the rest females or young. For 

Urschells possess few valuables, using whatever coin they have to the benefit of the tribe. Magical weapon will rarely be 

in their possession, but they will then be used by the most skilled member of the tribe to the best of his/her ability. 

The Urschells mix well with other intelligent and good-aligned creatures of the swamp and beyond, but will fight off any 

approach to their territory by any creature, including humans with evil intentions. 

The Urschells, unlike the Bullywugs, seems to fit tightly into the ecosystem. They hunt and fish only to keep themselves 

and their families fed. That's one of the reasons of the enmity with the Bullywugs whose way of living they see as a 

threat. 

A shell from an Urschell can be sold to collectors for as much as 200 GP, but doing so will bring the wrath of every 

Urschell and their friends and allies in the area. 

 


