Fiendling

General: The saddest thing is to be the result of suffering, humiliation and pain.  So it no surprise that the birth of a Fiendling is not a joyous occasion but rather a painful reminder of a past that all wish forgotten.  A Fiendling is a mix of a mortal race and the races of the lower level usually as a result of a mortal female being raped by a fiend.  As such, Fiendlings resemble their mothers in terms of their overall racial appearance however one can also see some hints of their Fiendling heritage.

Personality: Rarely will a lone Fiendling find acceptance in a community as they are mistrusted and greatly hated once found out as to what they truly are.  If a Fiendling has a very strong racial resemblance to their mortal mothers, they may be accepted within the community so long as no one knows its paternal lineage.  Many Fiendlings when detected as to what they are find themselves in dire straits and often find themselves in situations leading to their demise.  A few Fiendlings who have managed to befriend fellow adventurers tend to be viewed with less hostility only when the Fiendling’s fellow adventurers vouch for the Fiendling and even then, there is no guarantee.

Physical description: Fiendlings favor the appearance of their mortal mothers.  As a result, Fiendlings can appear as any of the humanoid races that exist in this world.  They can resemble halflings if the mother was a halfling or even half-orcs and dwarven if their mothers were of that race.  To determine the actual physical characteristics (but not racial abilities or bonuses), use the race that a Fiendling’s originates from.  Certain Fiendlings  (20% chance that the PC will fall under this category) may also have strong blood ties to their father’s lineage and as result may look more different then normal.  See Bloodline portion below for the difference in the character’s features.

Relations: As mentioned before, Fiendlings tend to find themselves alone due to the way they are perceived. Although, they can tolerate all humanoids and are able to work with them when the need arises, they are given the opportunity to do so.  They are more accepting to the race that their mothers come from, but they don’t have any racist preconceptions that their mother’s race may have had (e.g., a Fiendling of dwarven descent would not have the racial hatred for goblins or orcs and such).

Alignment: Fiendlings cannot be of a Lawful alignment and the majority tends to be Chaotic in nature.  Neutral Good Fiendlings do exist, but it is more often common to see a Chaotic Good Fiendling.  Chaotic Good and Chaotic Evil are the most common alignments of Fiendlings.  Regardless of their alignment, their blood is tainted with their Fiendling parents (albeit to a miniscule extent) and when checked as to the Fiendlings alignment (e.g., a Paladin’s ability or by a spell), the Fiendling will always be determined as being Chaotic Evil.  Ironically, any weapon that does extra damage to chaotic evil or evil targets (e.g., smite evil) will effect the Fiendling regardless of actual alignment.

Fiendling lands: Fiendlings have no lands of their own and they are rarely welcomed anywhere including in the lands that their mortal mother’s come from.  Most often then not, Fiendlings are found wondering from one land to another.

Language: Fiendlings speak Common, and the language of their mother’s race and any other relevant language (e.g., celestial, infernal, draconic are most common to choose from,  – check with DM).

Religion: Fiendlings can pretty much worship any deity.  Most often they will choose their matron’s racial deity or pray to a greater demon or devil.

Abilities:  (Do not use the racial abilities of the Fiendling’s mortal mother, although a Fiendling may resemble the maternal race in features, the Fiendling has its own set of racial abilities listed below)

Primary abilities: Because the type of Fiend that a Fiendling’s parentage varies, the following list is a suggested combination of ability modifiers that a Player can choose from:

Type I:  +2 Str., +2 Con., –4 Int.–4 Wis., and –2 Cha

Type II:  +2 Str., +2 Dex., –4 Wis., – 4 Int., and –4 Cha.

Type III: +2 Dex, +2 Con., –2 Str., –4 Cha. and –4 Int.

Type IV: +2 Int., +2 Con., –2 Str., –2 Wis., and –2 Cha

Type V: +4 Cha, +2 Int., –2 Dex., and –2 Wis.

Fiendlings are the same size as their maternal race

Fiendling base speed is that of their maternal race

Decreased life cycle: Fiendlings ages and aging effects are determined by the race that their mother’s come from.  However, this life cycle last shorter then those above-mentioned races.  A Fiendling’s bloodline cannibalizes their natural life cycle as shown below:

Dwarf: -40 years

Elf: -60 years

Gnome: -30 years

Half-Elf: -25 years

Half-Orc: -20 years

Halfling: -15 years

Human: -10 years

Note that the character still suffers from the effects of progressive aging and unlike a Demon or Devil, will one day die from old age.  To determine when a Fiendling’s reaches middle age, old age or venerable age, subtract the mentioned years for the matron race of the Fiendlings shown above to that of the races category.  E.g., a Dwarf would normally reach Middle Age at 125 years of age while a Fiendling of Dwarven descent will reach Middle Age at 85 years of age.

Low-light Vision: Finedlings can see twice as far as a human in starlight, moonlight, torchlight, and similar conditions of poor illumination. They retain the ability to distinguish color and detail under these conditions.

Skills: Fiendlings receive a +1 racial bonus to Alertness, Bluff, Intimidate, Knowledge (religion), Listen, Search, , and Spot checks.

Damage Reduction and Fast Healing: A Fiendling may gain damage reduction depending on the type of Bloodline it has (see ability modifiers above).  Note that these abilities only exist for Fiendlings who have a strong Fiendling Bloodline (the 20% as mentioned above)

Bloodline
Ability Modifiers
Damage Reduction
Fast Heal
Favored Class

Type I: 
+2 Str., +2 Con., –4 Int.–4 Wis., and –2 Cha
2/-
None
Fighter

Type II: 
+2 Str., +2 Dex., –4 Wis., – 4 Int., and -4 Cha.
1/-
1 hp/turn
Barbarian

Type III: 
+2 Dex, +2 Con., –2 Str., –4 Cha., and –4 Int.
1/-
None
Rogue

Type IV: 
+2 Int., +2 Con., –2 Str., –2 Wis., and –2 Cha
1/-
None
Wizard

Type V: 
+4 Cha, +2 Int., –2 Dex., and –2 Wis.
None
1 hp/turn
Sorcerer

Bloodline:  A fiendling is a mortal whos blood is tainted with the blood of its infernal parent.

Type I: The character can trace his/her bloodline to either the Hezrou Demons or to the Hamatula Devils. Such characters tend to have Metallic or Opalescent eye color, suckered hands and feet and many small fangs.

Type II: The character can trace his/her bloodline to either the Vrock Demons or the Cornugon Devils. Such characters tend to have Dull Black eye color, thick-fingered hands and long canines.

Type III: The character can trace his/her bloodline to either the Succubus or Incubus Demons or the Erinyes Devils. Such characters tend to have Violet or Purple eye color, taloned hand and feet and small natural saw-toothed teeth.

Type IV: The character can trace his/her bloodline to either the Balor or Glabrezu demons or the Pit Fiends.  Such characters tend to have Maroon  or Blank White eye color, a barbed tail (usually hidden under cloaks or robes) and clawed feet and hands.

Type V: The character can trace his/her bloodline to the Marilith Demons, the Geligon or Kryton Devils.  Such characters tend to have Steel Blue, Green or Gray eye color, barbed hands and small tiny horns.

Unnatural Aura (Su): Both wild and domesticated animals can sense the Fiendling bloodline that runs through a Fiendling’s veins at a distance of 60 feet. They will not willingly approach nearer than that and panic if forced to do so; they remain shaken as long as they are within that range.

Favored class: See Chart above for favored class depending on type of father’s bloodline.

Susceptible to turning: When a Cleric tries to turn or rebuke undead within an area where a Fiendling is also present, the Fiendling is somewhat effected as well.  Instead of being destroyed, controlled or turned like an undead, an effected Fiendling becomes Blinded for. 2d4 rounds.  The same applies from weapons or spells that effect planar creatures. (making the Fiendling blinded if within an area or the target of such spell or ability) in addition to taking 1 point of damage per level or the character who is doing the turning.  Fiendlings are not effected by holy water (unless drunk….DM determines effect then).

