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NYSHARYM
REQUIREMENTS INT 16, WIS 13
PRIME REQUISITE INT
HIT DICE 1d4
MAXIMUM LEVEL 14th
ARMOR None. No shields.
WEAPONS None.
LANGUAGES Alignment, Common, Nysharym, 
Demon, Dragon, Elvish

DESCRIPTION
Nysharym are the mortal spawn of some 
unknown demon prince. They are intrinsically 
magical beings that do not age. The focus of their
long life is the acquisition of hidden knowledge. 
They collect secrets, be they arcane, occult or 
even mundane. Curiously, even they are perplexed
by their innate compulsion to seek out such 
knowledge. To this end, they must often live 
amongst a variety of folk magically disguised. 
They are keenly aware that most people fear and 
loathe beings such as they and take great pains 
to avoid discovery. During the course of their 
studies, many nysharym will develop relationships
with mortals of dubious morality. They will often 
barter knowledge with these individuals and may 
even reveal their true identity at some point.

RESTRICTIONS
Alignment Chaotic only. Nysharym are creatures 
of pure magic spawned from the malignant will of
a demon prince. While not inherently malevolent, 
they are steeped in chaotic energies.
Large Nysharym are larger than human-sized. 
Most average between 9 and 10 feet tall. Although 
they typically use magic to change their shape.

Monstrous By the standards of most folk, the 
nysharym are demons. If the true identity of a 
nysharym is revealed, it will suffer a -4 penalty on
all Reaction rolls with regular NPCs such as 
villagers, innkeepers, militia, etc.

ABILITIES
Arcane Savant Nysharym are masters of arcane 
magic. In addition to their usual spells they gain 
three additional Level 1 spells per day. They can 
conduct magical research from Level 1. And they 
can utilize a magical wand or staff without 
expending any of its charges.
Claw Nysharym are not combatants. They have no
training with any weapons or armor and their 
fighting prowess never improves. However, they 
do have a claw attack that inflicts 1d4.
Immunities and Resistances Nysharym are 
immune to charm and sleep magic. Additionally 
they have +4 on all saves vs. magic.
Infravision 120 feet.
Polymorph Self As the spell from Level 1. 1 x Day.
Read Languages Can read non-magical text in 
any language (including dead languages and 
basic codes) with 80% probability.
Winged Flight Nysharym have large bat-like 
wings that enable them to fly at 240’ (80’).

AFTER REACHING 13th LEVEL
A nysharym has the option of building a fastness 
of some sort (often an isolated lair brimming with
ancient and blasphemous tomes). This will attract
other nysharym from the distant corners of the 
Multiverse. From this lair the nysharym lord will 
send its pupils forth to gather more secrets.
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SAVING THROWS SPELLS
Level XP HD THAC0 D W P B S 1 2 3 4 5 6

1 0 1d4 19 [0] 13 14 13 16 15 1 - - - - -
2 5,000 2d4 19 [0] 13 14 13 16 15 2 - - - - -
3 10,000 3d4 19 [0] 13 14 13 16 15 2 1 - - - -
4 20,000 4d4 19 [0] 13 14 13 16 15 2 2 - - - -
5 40,000 5d4 19 [0] 13 14 13 16 15 2 2 1 - - -
6 80,000 6d4 19 [0] 11 12 11 14 12 2 2 2 - - -
7 160,000 7d4 19 [0] 11 12 11 14 12 3 2 2 1 - -
8 300,000 8d4 19 [0] 11 12 11 14 12 3 3 2 2 - -
9 450,000 9d4 19 [0] 11 12 11 14 12 3 3 3 2 1 -
10 600,000 9d4+1 19 [0] 11 12 11 14 12 3 3 3 3 2 -
11 750,000 9d4+2 19 [0] 8 9 8 11 8 4 3 3 3 2 1
12 900,000 9d4+3 19 [0] 8 9 8 11 8 4 4 3 3 3 2
13 1,050,000 9d4+4 19 [0] 8 9 8 11 8 4 4 4 3 3 3
14 1,200,000 9d4+5 19 [0] 8 9 8 11 8 4 4 4 4 3 3
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UMBRAL
REQUIREMENTS WIS 13, CHR 13
PRIME REQUISITE CON
HIT DICE 1d12
MAXIMUM LEVEL 14th
ARMOR None. No shields.
WEAPONS None.
LANGUAGES Alignment, Common

DESCRIPTION
Umbral are incorporeal undead that have 
regained free will and a remnant of their original 
personality (often after their master is slain). 
Their ectoplasmic form usually resembles their 
previous (mortal) shape (e.g., an umbral remnant 
of a warrior might appear armored and wielding a
shadowy sword, etc.). As they age, their shape 
becomes more amorphous and monstrous.

RESTRICTIONS
Alignment Neutral or Chaotic. Umbral are undead 
that must feed on the living. This taint precludes 
them from a Lawful alignment.
Incorporeal Umbral do not have a solid body. 
They cannot utilize normal equipment. At the 
Referee’s discretion they might utilize magic 
items. See Ethereal Form for more details.
Monstrous The common folk of the realm 
rightfully fear and loathe umbrals, often calling 
them “wraithborn”. They have a -4 penalty on all 
Reaction rolls with regular NPCs such as villagers,
innkeepers, militia, etc.
Sunlight Burns If exposed to direct sunlight must 
save vs. death every round or take 1d8 damage. 
Also has a -2 to their attack rolls in brightly lit 
conditions (e.g. continual light spell, sunlight).

Vulnerable to Clerical Turning and Holy Water 
They are turned as undead with a similar HD 
value as their Level. Holy Water burns for 1d8.

ABILITIES
AC Bonus Although an umbral cannot wear armor,
its ethereal form grants it a +4 bonus to its AC.
Chill Touch Inflicts 1d6 damage and drains 1 STR 
per hit. Lost STR returns after 8 turns. Victims 
reduced to 0 STR die. Drained STR heals the 
umbral. At 1HP must save vs. death to resist 
feeding on nearby living beings (including allies). 
An umbral must drain 1 point of STR per day or 
lose 1 HP per day it does not feed.
Ethereal Form An umbral is composed of roiling 
ectoplasm. Their ghostly, incorporeal body is 
unable to manipulate physical matter. They are 
immune to non-magical attacks that are not 
silvered. They can move through solid objects at 
half their normal movement. They are able to fly 
at their normal movement.
Immunities Umbral are immune to gas, poison 
and energy drain. They are also immune to charm
and sleep magic.
Infravision Umbral are creatures of darkness. 
They shun the light, but possess superior 
Infavision to 120 feet.
Stealth The umbral have a 5-in-6 chance to Hide 
in Shadows and Move Silently.

AFTER REACHING 13th LEVEL
An umbral does not construct a stronghold but 
gains the ability to create spawn of its own. Those
slain by the STR drain of the umbral become its 
loyal and dutiful servants.
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SAVING THROWS
Level XP HD THAC0 D W P B S

1 0 1d12 19 [0] 8 9 10 13 12
2 4,500 2d12 18 [+1] 8 9 10 13 12
3 9,000 3d12 17 [+2] 8 9 10 13 12
4 18,000 4d12 16 [+3] 6 7 8 10 10
5 36,000 5d12 15 [+4] 6 7 8 10 10
6 73,000 6d12 14 [+5] 6 7 8 10 10
7 146,000 7d12 13 [+6] 4 5 6 7 8
8 292,000 8d12 12 [+7] 4 5 6 7 8
9 392,000 9d12 11 [+8] 4 5 6 7 8
10 492,000 9d12+1 10 [+9] 2 3 4 4 6
11 592,000 9d12+2 9 [+10] 2 3 4 4 6
12 692,000 9d12+3 8 [+11] 2 3 4 4 6
13 792,000 9d12+4 7 [+12] 2 2 2 2 4
14 892,000 9d12+5 6 [+13] 2 2 2 2 4
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WYRDKYNE
REQUIREMENTS DEX 11, CON 11, CHR 11
PRIME REQUISITE None.
HIT DICE 1d8
MAXIMUM LEVEL 8th
ARMOR None. No shields.
WEAPONS None.
LANGUAGES Alignment, Common, Wyrdkyne, Fey

DESCRIPTION
Wyrdkine are mystical fey. They are supernatural 
beings and do not possess a living body. Their 
diminutive forms are some sort of magically 
animated plant. They appear to lack a head. In 
the place where a head ought to be, instead floats
a rather macabre mask. The mask looks to be 
crafted from the skull of a fox with pinpricks of 
emerald light shining in its empty black sockets. 
These nature spirits are as reclusive and 
mischievous as most other fey but for some 
reason they are compelled to leave their sacred 
groves and venture into the wider world.

RESTRICTIONS
Alignment Neutral only. Wyrdkine are inextricably 
linked to the natural world. This lends them a 
somewhat dispassionate worldview. The have a 
general disdain for civilization as well.
Shunned Wyrdkine are not evil, but most folk 
consider them very creepy. They suffer a -4 
penalty on all Reaction rolls with regular NPCs 
such as villagers, innkeepers, militia, etc.
Small Wyrdkine are about knee-high to the 
average human. This often makes interacting 
with the wider world difficult.

ABILITIES
Backstab If they manage to attack an unaware 
target from behind, they receive a +4 bonus to hit
and inflict double damage.
Claws Wyrdkine have two claw attacks per round, 
each attack inflicts 1d4.
Dodge Wyrdkine are small and nimble. They 
cannot wear armor but have a +4 AC bonus in 
addition to any gained from a high DEX.
Headless Can send its head away from its body. 
The head can be up to 500’ distant and flies at 
240’ (80’). The head is extremely stealthy (5-in-6 
chance to Hide in Shadows and perfectly silent). 
Whilst the head is away, the body of the wyrdkine 
is immobile (unless the two are in visual range). 
The head has a +2 AC bonus. If the head is ever 
struck it magically teleports back to the body.
Immunities Immune to gas, poison, and 
decapitation. Doesn’t require food, water or air.
Infravision 120 feet.
Stealth The wyrdkine are stealthy, they have a 4-
in-6 chance to Hide in Shadows and Move Silently.
Telepathic May communicate mentally within 60’. 
Those contacted are not compelled to 
communicate but the wyrdkyne will have an 
empathic sense of their thoughts regardless.

AFTER REACHING 7th LEVEL
May return to their forest and root themselves in 
the rich earth. On the next full moon 1d3 + 3 new 
wyrdkyne will emerge from the soil. One will be 
compelled to go into the outside world. The 
others will remain to protect the forest. All the 
plants and animals in the vicinity will be favorably
disposed to them.
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SAVING THROWS
Level XP HD THAC0 D W P B S

1 0 1d8 19 [0] 8 9 10 13 12
2 3,400 2d8 19 [0] 8 9 10 13 12
3 6,800 3d8 19 [0] 8 9 10 13 12
4 13,600 4d8 19 [0] 6 7 8 10 10
5 27,200 5d8 17 [+2] 6 7 8 10 10
6 55,200 6d8 17 [+2] 6 7 8 10 10
7 110,400 7d8 17 [+2] 4 5 6 7 8
8 220,800 8d8 17 [+2] 4 5 6 7 8
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ZALIM
REQUIREMENTS STR 14, CON 12
PRIME REQUISITE CON
HIT DICE 1d12
MAXIMUM LEVEL 8th
ARMOR None. May use shields.
WEAPONS Large only.
LANGUAGES Alignment, Common, Zalim, Ogre, 
Bugbear

DESCRIPTION
Zalim are a mixed race of fey-blooded giantkin. 
Their exact origins are too myriad to count. They 
seem to be the product of such creatures as 
ettins, hill giants, ogres and bugbears mixing with
fey. No matter their exact parentage though, all 
zalim tend to have the same look and demeanor. 
They are tall, lean and muscular somewhat 
reminiscent of a giant satyr or faun. They all 
possess a broad crown of twisting goat-like horns
as well goatish legs and hooves. Zalim are 
ruthless and cunning beings eager to acquire 
power and wield it in a brutal fashion.

RESTRICTIONS
Alignment Any but Lawful. Zalim are headstrong 
creatures of the wild places and have a strong 
disdain for any external authority.
Feared Mundane folk are generally afraid of 
zalim. Due to their large size and generally 
monstrous appearance they suffer a -4 penalty 
on all Reaction rolls with regular NPCs such as 
villagers, innkeepers, militia, etc.
Large Zalim are larger than human-sized. Most 
average between 10 and 12 feet tall. As such, most
weapons and shields (they will not wear armor) 

are not suitable for their use. Weapons crafted for
a zalim will vary in damage based on their quality.
But a good rule of thumb is one to two die steps. 
For example, a zalim’s club might do 1d6 if of poor
make or improvised and 1d8 if well-made. 
Vulnerable to Silver All silvered weapons inflict 
an additional 1d4 damage on them.

ABILITIES
AC bonus They are surprisingly nimble for their 
size. They also have thick leathery skin and dense
knotted muscles. All zalim have +3 AC bonus in 
addition to any DEX or shield bonuses.
Backstab If they manage to attack an unaware 
target from behind, they receive a +4 bonus to hit
and inflict double damage.
Immunities Immune to charm and sleep magic.
Infravision 120 feet.
Stealth Despite their size, the fey ancestry of 
zalim grants them preternatural stealth. They 
have a 4-in-6 chance to Hide in Shadows and 
Move Silently. In natural surroundings, such as a 
forest, their chance to hide is 90%.

AFTER REACHING 4th LEVEL
A zalim may challenge a monstrous humanoid 
leader to single combat. If the zalim wins, they 
can usurp the chieftan’s role. The typical zalim 
will convert the group into a gang of bandits. So 
long as the zalim’s leadership yields profits, the 
gang will be loyal. As their infamy grows, more 
would-be brigands will flock to the zalim’s banner.
Assume 1d4 new recruits arrive per month. They 
could be any of the usual monstrous humanoids 
that plague the realm.
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SAVING THROWS
Level XP HD THAC0 D W P B S

1 0 1d12 19 [0] 8 9 10 13 12
2 3,100 2d12 18 [+1] 8 9 10 13 12
3 6,200 3d12 17 [+2] 8 9 10 13 12
4 12,400 4d12 16 [+3] 6 7 8 10 10
5 24,800 5d12 15 [+4] 6 7 8 10 10
6 49,600 6d12 14 [+5] 6 7 8 10 10
7 99,200 7d12 15 [+6] 4 5 6 7 8
8 198,400 8d12 16 [+7] 4 5 6 7 8
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DESIGNATION OF PRODUCT IDENTITY
The NYSHARYM, UMBRAL, WYRDKYNE, ZALIM and their 
likeness and description are the sole property of the artist and 
author Jeremy Hart and deemed Product Identity.

Old-School Essentials is a trademark of Necrotic Gnome. The 
trademark and Old-School Essentials logo are used with 
permission of Necrotic Gnome, under license.

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: (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, modification, 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: 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: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License.
4. 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 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: 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: 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: 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: 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: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute.
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: 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: 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: 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 NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards 
of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, Rich Baker, Andy Collins, David Noonan, Rich 
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, 
James Wyatt, based on original material by E. Gary Gygax 
and Dave Arneson.
System Reference Document 5.0 Copyright 2016, Wizards of 
the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 
Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert 
J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary Gygax and 
Dave Arneson.

The Markdown SRD5 Copyright 2016, Garrett Guillotte.

The NYSHARYM, UMBRAL, WYRDKYNE, ZALIM Copyright 
2022, Jeremy Hart.

END OF LICENSE
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