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HYDRAS OF LANZARATH

"FEW CREATURES COMMAND MORE FEAR IN THE JUNGLES AND RIVERS OF LANZARATH THAN THE HYDRA.
NEITHER DRAGON NOR SERPENT, THESE COLOSSAL REPTILIAN HORRORS ARE LIVING RELICS FROM AN AGE
BEFORE CIVILIZATION. EVERY RIVER CROSSING, FLOODED RUIN, AND MANGROVE SWAMP BELONGS TO THEM
ALONE. THOSE WHO TRESPASS ARE RARELY GRANTED THE MERCY OF A QUICK DEATH.”

APPEARANCE

THe HYDRAS OF LANZARATH ARE TOWERING REPTILIAN MONSTROSITIES THAT BLUR THE LINE BETWEEN
DINOSAUR AND DRAGON. STANDING NEARLY I8 FEET AT THE SHOULDER AND STRETCHING OVER 45 FEET
FROM SNOUT TO TAIL, THEY POSSESS IMMENSE, MUSCULAR BODIES BUILT FOR BOTH EXPLOSIVE SPEED ON
LAND AND EFFORTLESS MOVEMENT THROUGH DEEP WATER.

THEIR THICK SCALES RANGE FROM DEEP EMERALD GREEN TO DARK SWAMP—BLACK, BROKEN BY STREAKS
OF MUDDY BROWN AND PATCHES OF ALGAE THAT CLING TO THEIR HIDE. OLDER SPECIMENS OFTEN BEAR
ENTIRE ECOSYSTEMS UPON THEIR BACKS—MOSS, FUNGI, VINES, AND EVEN SMALL AQUATIC CREATURES
FINDING REFUGE BETWEEN ANCIENT SCAR TISSUE.

FIVE LONG SERPENTINE NECKS RISE FROM AN ARMORED SHOULDER RIDGE, EACH ENDING IN A
CROCODILIAN HEAD LINED WITH ROWS OF RECURVED TEETH CAPABLE OF CRUSHING BONE AS EASILY AS
SNAPPING TREE TRUNKS. ALTHOUGH EACH HEAD POSSESSES 1TS OWN INSTINCTS AND AWARENESS, THEY
FUNCTION WITH UNCANNY COORDINATION, ATTACKING FROM MULTIPLE ANGLES WITH FRIGHTENING
PRECISION.

THEIR FORELIMBS END IN MASSIVE HOOKED CLAWS CAPABLE OF TEARING THROUGH STONE FOUNDATIONS
OR RIPPING APART ARMORED PREY, WHILE THEIR HIND LEGS PROVIDE EXPLOSIVE BURSTS OF SPEED DESPITE
THEIR TREMENDOUS SIZE.

THE CREATURE’S TAIL ALONE MEASURES NEARLY HALF 1TS BODY LENGTH—A MUSCULAR WEAPON CAPABLE
OF SWEEPING AWAY ENTIRE GROUPS OF ENEMIES OR OVERTURNING SMALL BOATS WITH A SINGLE STRIKE.

PERHAPS MOST UNSETTLING ARE THEIR EYES. EACH HEAD POSSESSES DIFFERENTLY COLORED IRISES
RANGING FROM AMBER AND EMERALD TO DEEP CRIMSON, CONSTANTLY SCANNING INDEPENDENTLY. EVEN
WHILE SEVERAL HEADS FEED, AT LEAST ONE 1S ALWAYS WATCHING.

WHEN THREATENED, THE HYDRA EMITS A CHORUS OF DEEP HISSES, GUTTURAL GROWLS, AND THUNDEROUS
ROARS THAT ECHO FOR MILES THROUGH THE WETLANDS, OFTEN CAUSING LESSER PREDATORS TO FLEE
LONG BEFORE THE BEAST EVER ARRIVES.




-

TEMPERAMENT & INTELLIGENCE

HYDRAS POSSESS A COLD, PREDATORY INTELLIGENCE THAT MANY SCHOLARS DANGEROUSLY
UNDERESTIMATE. WHILE INCAPABLE OF LANGUAGE OR DIPLOMACY, THEY DEMONSTRATE REMARKABLE
PROBLEM—SOLVING ABILITIES, EXCEPTIONAL MEMORY, AND AN ALMOST OBSESSIVE UNDERSTANDING OF THEIR
TERRITORY.

EVErRY HYDRA MAINTAINS A HUNTING DOMAIN THAT MAY SPAN DOZENS OF SQUARE MILES. THEY
INSTINCTIVELY KNOW EVERY RIVER CHANNEL, HIDDEN SINKHOLE, UNDERWATER CAVE, AND GAME TRAIL
WITHIN THEIR TERRITORY.

UNLIKE MOST PREDATORS, HYDRAS DO NOT KILL SOLELY TO SURVIVE.
THEY KILL BECAUSE THEY CAN.

ENTIRE CARAVANS HAVE BEEN SLAUGHTERED DESPITE ONLY A SINGLE VICTIM BEING CONSUMED. FISHING
VILLAGES HAVE BEEN DESTROYED SIMPLY BECAUSE THEY SETTLED TOO CLOSE TO A NESTING GROUND.
EVEN CREATURES TOO DANGEROUS TO EAT ARE FREQUENTLY HUNTED SIMPLY TO ELIMINATE POTENTIAL
RIVALS.

HYDRAS ARE NOTORIOUSLY VINDICTIVE. ANY CREATURE THAT WOUNDS ONE AND ESCAPES MAY FIND
ITSELF STALKED FOR WEEKS. THEY POSSESS AN ALMOST SUPERNATURAL ABILITY TO REMEMBER SCENTS,
SOUNDS, AND PATTERNS OF MOVEMENT, ALLOWING THEM TO RECOGNIZE PREVIOUS ENEMIES YEARS LATER.

DESPITE THEIR 1MMENSE AGGRESSION, HYDRAS DISPLAY SURPRISING PATIENCE WHILE HUNTING. THEY ARE
MASTERS OF AMBUSH, CAPABLE OF REMAINING PERFECTLY MOTIONLESS BENEATH MURKY WATER FOR
HOURS BEFORE EXPLODING UPWARD WITH TERRIFYING SPEED.

ALTHOUGH TYPICALLY SOLITARY, BREEDING PAIRS OCCASIONALLY DEFEND TERRITORIES TOGETHER,
CREATING SOME OF THE DEADLIEST REGIONS IN ALL OF LANZARATH.

EcoLocy & HABITAT
THE HYDRAS OF LANZARATH DOMINATE NEARLY EVERY AQUATIC ECOSYSTEM ACROSS THE CONTINENT.
THEY ARE MOST COMMONLY FOUND WITHIN:

VAST JUNGLE RIVERS

FLOODED MANGROVE FORESTS

ANCIENT TEMPLE MARSHES

SWAMPS AND WETLANDS
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DEEP FRESHWATER LAKES
e SUBTERRANEAN UNDERGROUND RIVERS
o COASTAL ESTUARIES
FEW CREATURES WILLINGLY CHALLENGE A MATURE HYDRA.
THEIR DIET INCLUDES VIRTUALLY ANYTHING UNFORTUNATE ENOUGH TO ENTER THEIR TERRITORY:
e LARGE REPTILES
o MaMMALS
o GIANT FISH
e RIVER DRAKES
o CROCODILIANS
e TROLLS
e LESSER DRAGONS
o  GIANTS
e OtHER HYDRAS
o HuManoips

HYDRAS CONSUME ASTONISHING QUANTITIES OF FOOD, YET OFTEN KILL FAR MORE THAN THEY EAT.
SCHOLARS BELIEVE THIS EXCESSIVE VIOLENCE SERVES TO ELIMINATE COMPETITION RATHER THAN SATISFY
HUNGER.

THEIR REGENERATIVE BIOLOGY MAKES THEM NEARLY IMMUNE TO DISEASE, PARASITES, AND NATURAL
AGING. SOME OF THE OLDEST HYDRAS ARE BELIEVED TO HAVE LIVED FOR CENTURIES, THEIR BODIES
COVERED IN LAYERS OF SCAR TISSUE FROM COUNTLESS BATTLES.

FEMALES LAY ENORMOUS CLUTCHES OF LEATHERY EGGS DEEP WITHIN FLOODED CAVERNS OR HIDDEN
MARSH ISLANDS, FIERCELY DEFENDING THEM UNTIL HATCHING. HATCHLINGS ARE 1MMEDIATELY CAPABLE
HUNTERS AND RECEIVE NO PARENTAL CARE BEYOND THE PROTECTION OF THE NESTING GROUNDS.

COMBAT BEHAVIOR

HYDRAS FIGHT WITH FRIGHTENING COORDINATION, TURNING EVERY BATTLE INTO A RELENTLESS ASSAULT
FROM MULTIPLE DIRECTIONS. THEIR REGENERATIVE ABILITIES ALLOW THEM TO SHRUG OFF INJURIES THAT
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WOULD KILL ALMOST ANY OTHER CREATURE, FORC]NI OPPONENTS INTO PROLONGED ENGAGEMENTS THAT
OVERWHELMINGLY FAVOR THE BEAST.

OreNiNG MOVE
WHENEVER POSSIBLE, THE HYDRA BEGINS COMBAT FROM CONCEALMENT.

SUBMERGED BENEATH MUDDY WATER OR HIDDEN AMONG DENSE VEGETATION, 1T WAITS UNTIL PREY
ENTERS STRIKING DISTANCE BEFORE ERUPTING FORWARD IN AN EXPLOSION OF WATER, MUD, AND
SHATTERED EARTH.

1TS FIRST ASSAULT 1S ALMOST ALWAYS A DEVASTATING BARRAGE OF SIMULTANEOUS BITES INTENDED TO
OVERWHELM THE STRONGEST OPPONENTS BEFORE THEY CAN ORGANIZE.

Mip~FiGHT

ONCE ENGAGED, EVERY HEAD BEGINS ACTING ALMOST INDEPENDENTLY.
SOME HEADS HARASS RANGED ATTACKERS.

OTHERS FOCUS RELENTLESSLY ON WOUNDED PREY.

THE CREATURE CONSTANTLY CIRCLES 1TS ENEMIES, USING 1TS SUPERIOR SWIMMING SPEED TO ATTACK
FROM UNEXPECTED DIRECTIONS BEFORE RETREATING BENEATH THE WATER ONCE AGAIN.

1TS MASSIVE CLAWS TEAR THROUGH SHIELDS, FORTIFICATIONS, AND ARMOR WITH EASE, WHILE 1TS
CRUSHING TAIL AND IMMENSE BODY CAN SCATTER TIGHTLY GROUPED FORMATIONS.

VICTIMS WHO ARE 1SOLATED ARE QUICKLY SEIZED BY ITS COILS, CRUSHED BENEATH IMPOSSIBLE PRESSURE,
AND DRAGGED BENEATH THE SURFACE WHERE DROWNING BECOMES AS GREAT A THREAT AS THE BEAST
1TSELF.

REGENERATIVE FRENZY

ATTEMPTING TO SEVER THE HYDRA’S HEADS WITHOUT PROPER PREPARATION 1S OFTEN A FATAL MISTAKE.

EACH DESTROYED HEAD MAY ERUPT INTO TWO MORE UNLESS THE WOUND 1S CAUTERIZED WITH FIRE.
EXPERIENCED MONSTER HUNTERS KNOW THAT EVERY CARELESS STRIKE CAN MAKE THE CREATURE
EXPONENTIALLY MORE DANGEROUS.

As ADDITIONAL HEADS REGROW, THE HYDRA BECOMES INCREASINGLY AGGRESSIVE, LASHING OUT IN ALL
DIRECTIONS WITH TERRIFYING SPEED UNTIL LITTLE REMAINS STANDING.




TerRRITORIAL FURY

SHOULD INTRUDERS REFUSE TO RETREAT, THE HYDRA FIGHTS TO THE DEATH WITHOUT HESITATION.

EVEN MORTALLY WOUNDED SPECIMENS CONTINUE ATTACKING UNTIL EVERY HEAD HAS BEEN DESTROYED,
OFTEN DRAGGING ENEMIES INTO THE SWAMP ALONGSIDE THEM IN ONE FINAL ACT OF VIOLENCE.

For THE HYDRA OF LANZARATH, VICTORY 1S NOT MEASURED BY SURVIVAL—IT 1S MEASURED BY ENSURING
NOTHING ELSE SURVIVES 1TS TERRITORY
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