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THE SEWER GOD
Huge Outsider (Chaotic, Extraplanar, Evil)
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 20d8+140 (230 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +1
Speed:Speed:Speed:Speed:Speed: 40 ft. (8 squares), 50 ft. swim
AC:AC:AC:AC:AC: 20 (–2 size, –3 Dex, +25 natural),

touch 5, flat–footed 20
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +20/+38
Attack:Attack:Attack:Attack:Attack: Slam +36 melee (2d6+10 plus horrid

transformation)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: 4 slams +36 melee (2d6+10 horrid

transformation)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 15 ft/15 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Reek, horrid transformation
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: DR 10/magic blunt or silver blunt,

bladed weapon immunity, resistance,
blindsight 100 ft., tremorsense 100 ft.

Saves:Saves:Saves:Saves:Saves: Fort +21, Ref +9, Will +15
Abilities:Abilities:Abilities:Abilities:Abilities: Str 30, Dex 5, Con 24, Int 3, Wis 16,

Cha 16
Skills:Skills:Skills:Skills:Skills: Hide +4*, Intimidate +20, Listen +18,

Move Silently +12, Sense Motive +18,
Spot +18

Feats:Feats:Feats:Feats:Feats: Cleave, Power Attack, Great Cleave,
Great Fortitude, Improved Critical
(slam), Improved Ini-
tiative, Improved
Overrun

Environment:Environment:Environment:Environment:Environment: Underground
Organization:Organization:Organization:Organization:Organization: Unique
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 18
Treasure:Treasure:Treasure:Treasure:Treasure: Standard
Alignment:Alignment:Alignment:Alignment:Alignment: Always chaotic evil
Advancement:Advancement:Advancement:Advancement:Advancement: —

Mysteries as deep as the ocean and as
unfathomable as the stars lurk in the
strange paths of the multiverse. Some-
times, those paths intersect with other
planes in ways that even the wisest of
wise men cannot comprehend. Some-
times, creatures cross those paths and
find their way into the Material Plane.
The creature known only as the Sewer
God is such a lost planar traveler.

The Sewer God, whose name is
unpronounceable by human tongues,
is a mass of feculent, stringy gobs
without discernable features
but faintly humanoid in
structure. It is a quivering
pile of filth and slime that
lurches through the un-
known and unknowable
depths of the world. Al-
though more or less
humanoid, the Sewer God
can form up to four shapeless
pseudopods from its body. Its

featureless form has no apparent sensing organs, but it
somehow knows all that transpires within 100 feet.

The Sewer God cares nothing for any being or for any
thing. It exists, and, in its wake, it leaves nothing but a
horrible slime.

COMBAT

 The Sewer God attacks any and all beings within
range with its disgusting, amorphous, tentacle-
like appendages.

Reek (Ex): All living creatures with a sense of
smell that come within 100 feet of the Sewer God
must make a Fortitude save (DC 27) or be nause-
ated until they leave that range. Creatures with
less than 15 HD that fail the save vomit uncon-
trollably until they leave the area, suffering 1d3
points of temporary Constitution damage from the
convulsions.

Horrid Transformation (Su): A living oppo-
nent struck by the Slam attack of the Sewer God

must make a Reflex save (DC 17) or be
smeared with a blotch of slime that can-

not be washed away. This blotch causes
the victim to exude a horrible

stench for 1d6+6
m o n t h s .
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This stench forces living creatures of less than 10
HD within 10 feet of the victim to make a Forti-
tude save (DC 10 + the damage done) or be
nauseated until they leave that range. The unfor-
tunate victim must roll this save every day or be
nauseated for the entire day. Only a limited wish,
miracle, or similar powerful magic can remove the
blotch.

If an opponent affected by the blotch of slime is
struck a second time by the Sewer God, he must
make a Fortitude save (DC 27) or be transformed

into an amorphous mass of indeterminate sewer
sludge. This power operates like a polymorph any
object spell as cast by a 20th level sorcerer.

Bladed Weapon Immunity (Ex): Thanks to its
semi-solid, watery nature, the Sewer God is im-
mune to all slashing or piercing weapons regardless
of material or enhancement bonus.

Resistance (Ex): The Sewer God has 15 points
of fire, cold, and electricity resistance.

Skills: The Sewer God receives a +8 racial bo-
nus to Hide in filthy, sewer-like surroundings.

SUCHFED
Small Magical Beast (Reptilian)
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 3d10 (16 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +3
Speed:Speed:Speed:Speed:Speed: 30 ft. (6 squares)
AC:AC:AC:AC:AC: 16 (+1 size, +3 Dex, +2 natural), touch

14, flat–footed 13
Attack:Attack:Attack:Attack:Attack: Bite +7 melee (1d6–1)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: Bite +7 melee (1d6–1)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Breath Weapon 2d6 fire
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Low–light Vision
Saves:Saves:Saves:Saves:Saves: Fort +3, Ref +6, Will +1
Abilities:Abilities:Abilities:Abilities:Abilities: Str 8, Dex 16, Con 11, Int 3, Wis 11, Cha

8
Skills:Skills:Skills:Skills:Skills: Hide +10, Move Silently +6
Feats:Feats:Feats:Feats:Feats: Dodge, Weapon Finesse

(Bite)
Environment:Environment:Environment:Environment:Environment: Any land and under-

ground
Organization:Organization:Organization:Organization:Organization: Solitary or nest

(2d6)
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 1
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: Always neutral
Advancement:Advancement:Advancement:Advancement:Advancement: 4 HD (Small); 5–

6 HD (Medium)

The suchfed are strange creatures that many adventurers
have named “fireskinks.” They earned that nickname thanks
to their resemblance to normal skinks and their ability to
spit out gouts of fire. A suchfed is a slender-bodied lizard
with two hind legs. Unlike other lizards, suchfed have no
forelegs. A suchfed’s scaly skin is primarily a mottled gray in

color, cut here and there with a ran-
dom pattern of greenish stripes. The

suchfed enjoy “cooking” their food
before they eat it, and consider
charred rat a delicacy.

COMBAT

Suchfed generally attack
with their bite, saving their

sparse breath weapon for des-
perate situations. Despite their

size, the bite of a suchfed is
surprisingly painful.

Breath Weapon (Su): 3/
hour; Line of fire 20 ft. long;

2d6 points of fire dam-
age; Reflex save (DC 12)
for half damage.
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LEGAL APPENDIX
This printing of City State of the Invincible Overlord is done under

version 1.0a of the of the Open Game License, below, and version 6.0
of the d20 System Trademark License and version 5.0 of the d20
System Trademark Logo Guide.

Notice of Open Game Content: This product contains Open Game
Content, as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game
License.

Designation of Open Game Content: Any content herein—
excluding any text on the inside or outside of the front or back cover
or on the Credits page—that appears in or is derived from the System
Reference Document (v3.5) is hereby designated as Open Game
Content. Any questions regarding the Open Game Content within
this module should be directed to Clark Peterson at
clark@necromancergames.com.

Use of Content from Wizards of the Coast Not Open Game
Content: This product contains content from Wizards of the Coast
that is used by permission and is not Open Game Content, including
the monster names and game statistics of mind flayers, displacer beasts,
beholders, catoblepas and perytons; the product names Deities and
Demigods, Psionics Handbook and Book of Vile Darkness; and any and all
content from those works or works published by Wizards of the Coast
which appear in this book but which do not come from the System
Reference Document are not Open Game Content. Any failure in this
designation does not cause such content to become Open Game
Content.

Use of Content from Judges Guild: This product contains content
from Judges Guild that is used by permission and pursuant to license,
including but not limited to any names or content that appear in this
product that has previously appeared in a Judges Guild product. Any
such content is not Open Game Content. Any failure in this designa-
tion does not cause such content to become Open Game Content.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License:

Any and all material or content that could be claimed as Product
Identity pursuant to section 1(e), below, is hereby claimed as product
identity, including but not limited to:

1. The name “Necromancer Games” as well as all logos and
identifying marks of Necromancer Games, Inc., including but not
limited to the Orcus logo and the phrase “Third Edition Rules, First
Edition Feel” as well as the trade dress of Necromancer Games
products;

2. The name “Judges Guild,” as well as all logos and identifying
marks of Judges Guild, including but not limited to the Pegasus Rider
logo as well as the trade dress of Judges Guild products;

3. Any and all Necromancer Games product names;
4. Any and all Judges Guild product names or content from

previously published Judges Guild products;
5. All artwork, symbols, designs, depictions, likenesses, formats,

poses, illustration, graphic design, maps, and cartography, including
any text contained within such items;

6. The names, personality, descriptions and/or motivations of all
artifacts, creatures, characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities, places, locations,
environments, equipment, magical or supernatural abilities or effects,
gods, races, countries, cities, city states, political or geographic features,
historic events, groups, feats, spells, skills, organizations, items, mon-
sters, planes or deities in this book as well as the name of any other thing
originating from original Judges Guild products and not stemming from
the System Reference Document, but not the game statistics contained
in their stat blocks or other game mechanic descriptions (if any); the
intent of this designation is to protect every name, concept and
description in this product, regardless of what that name is attached to,
as well as every name that comes from the original Judges Guild
products on which this product is based; the strictest possible designa-
tion is desired;

7. All stories, storylines, histories, plots, thematic elements;
8. Any other content previously designated as Product Identity is

hereby designated as Product Identity and is used with permission and/
or pursuant to license.

9. Any and all content that is not otherwise Open Game Content
by virtue of appearing in the System Reference Document or being
provided as Open Game Content in a work listed in Section 15, below.

Basically, if it doesn’t have to be open by operation of the license,
it is not open in this product. And if it can be claimed as Product
Identity, it is.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards

of the Coast, Inc. (“Wizards”). All Rights Reserved.
1. Definitions:1. Definitions:1. Definitions:1. Definitions:1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have

contributed Open Game Content; (b) “Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d) “Open Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity; (e) “Product
Identity” means product and product line names, logos and identifying marks including trade dress;
artifacts; creatures; characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated products contributed
to the Open Game License by the Contributor; (g) “Use”, “Used” or “Using” means to use,
Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content; (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: 2. The License: 2. The License: 2. The License: 2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from
this License except as described by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3. Offer and Acceptance: 3. Offer and Acceptance: 3. Offer and Acceptance: 3. Offer and Acceptance: 3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration4. Grant and Consideration4. Grant and Consideration4. Grant and Consideration4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute5. Representation of Authority to Contribute5. Representation of Authority to Contribute5. Representation of Authority to Contribute5. Representation of Authority to Contribute:     If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: Y6. Notice of License Copyright: Y6. Notice of License Copyright: Y6. Notice of License Copyright: Y6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are

copying, modifying or distributing, and You must add the title, the copyright date, and the copyright
holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: 7. Use of Product Identity: 7. Use of Product Identity: 7. Use of Product Identity: 7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the owner
of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: 8. Identification: 8. Identification: 8. Identification: 8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: 9. Updating the License: 9. Updating the License: 9. Updating the License: 9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this License.

10. Copy of this License: 10. Copy of this License: 10. Copy of this License: 10. Copy of this License: 10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: 11. Use of Contributor Credits: 11. Use of Contributor Credits: 11. Use of Contributor Credits: 11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply:12. Inability to Comply:12. Inability to Comply:12. Inability to Comply:12. Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: 13. Termination: 13. Termination: 13. Termination: 13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation:14. Reformation:14. Reformation:14. Reformation:14. Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE15. COPYRIGHT NOTICE15. COPYRIGHT NOTICE15. COPYRIGHT NOTICE15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2003, Wizards of the Coast, Inc.; Authors Jonathan

Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.
Original Spell Name Compendium Copyright 2002 Clark Peterson; based on NPC-named

spells from the Player’s Handbook that were renamed in the System Reference Document. The
Compendium can be found on the legal page of www.necromancergames.com.

City State of the Invincible Overlord Copyright 2004, Necromancer Games, Inc. and Judges
Guild; Authors Bob Bledsaw and Patrick Lawinger, with Nathan Douglas Paul, Erica Balsley, Scott
Greene, Rob Conley, James Mishler and Clark Peterson, based on original material by Bob Bledsaw,
Bill Owen, Scott Fulton, Bryan Hinnen and the Judges Guild staff.

Player’s Guide to the Wilderlands Copyright 2003, Necromancer Games, Inc. and Judges
Guild; Authors Bob Bledsaw and Clark Peterson based on original material by Bob Bledsaw, Bill
Owen and Bryan Hinnen.


