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HAYAWIYYA

NUMBER: 1-4

TYPE: Extraplanar

INT: Animal

ALIGNMENT: Neutral

SIZE: Small

AC: 14

HD: 4 (d8)

PRIME: P

MOVE: 20 ft.

ATTACKS: 2 Psuedopods (1d6) or slam (1d8)
TREASURE: 3

SAVES: P

XP: 90+4

SPECIAL.: Animation, Drowning, Water Affinity

Hayawiyya (also known as Silent Killers and Liquid
Life) are creatures native to the elemental plane of
water that have been specifically summoned to our
plane. They are amorphous blobs that appear to be
water, always of blue to grey to white in coloration. In
water, their colorations make it difficult to see them
unless one is looking (wisdom to check to notice, CL 3). They can be summoned into water, into a body, or into a
container. When summoned into water, they will lie in wait for a humanoid to come to the water. When summoned into
a body, they will animate it and make it their home. When summoned into a container, they can be poured out over
water or a body, and they will take over that home and make it their own.

Hayawiyya never come to our plane voluntarily, they are always summoned, and always with a purpose. Those who
summon a Hayawiyya without a purpose either fail in their summoning, or find that the creature so summoned has one
purpose — kill the summoner. Once their purpose has been completed, the Hayawiyya immediately returns to the
elemental plane of water. Some purposes become vague enough that the Hayawiyya end up stuck in our plane. Those
Hayawiyya become hateful, and kill everything in their path, hoping to somehow complete their task.

COMBAT: The Hayawiyya in its natural form attacks with two pseudopods, attempting to drown an opponent. If an
opponent is disabled in any way (paralyzed, dead, unconscious), the Hayawiyya will take one round to pour into that
opponent’s mouth and then rise as an Animation, attacking with slam attacks, much as a zombie would.

ANIMATION: When a Hayawiyya is exposed to a body or a person unable to move — whether the Hayawiyya arrives
by summoning or being poured into the body — they will animate it, much like a zombie, except it cannot be turned.
Hayawiyya zombies have the same statistics as the Hayawiyya, and can be identified by changes to their coloring —
skin goes grey, and the whites of the animated person’s eyes go blue. Hayawiyya are summoned for a purpose, and
will animate a body to achieve this purpose. Through their animation, the Hayawiyya is able to communicate in any
language the body knew. A party that promises to help complete the Hayawiyya’s mission may leave it in peace.

DROWNING: When a Hayawiyya is fighting a living being, their pseudopods hit the face on a natural 20. This is in
addition to any other results a DM uses for “critical hits”. A hit to the face allows the pseudopod to rush into the mouth
and strive for the lungs. A PC must make a constitution save at CL O this round, and adding one to the CL each round
until the creature is killed (at which point the PC spews water out of their lungs), or a Constitution Check is failed. If a
constitution check is failed, the PC falls at -7 and loses one HP per round until dying at -10. For more complete drowning
rules, see the CKG.

WATER AFFINITY: The Hayawiyya is attracted to water, and outside of combat situations will stop at each water
source it finds to swim, whether animating a body or not.

HAYAWIYYA IN NORDALIA

Hayawiyya is the name given these spirits by inhabitants of the Sevich Desert. They are considered a mythical, almost
god-like creature that is much feared. Parents teach their children that only those who are faithful and honest can avoid
the Hayawiyya.

In the far north, they are known as Liquid Life, and are associated with the serpent goddess. Her servants, they are
known to hunt down those who stray from her teachings.

In the lands to the northwest — the Raiderspoint Alliance, Kingdom of Dilorn, and even into the Kingdom of Trioton —
they are known as The Silent Killers. Believed to be used by a cult of assassins to eliminate their targets in their
sleep, then return to their home plane. This leaves a body with no signs of foul play.
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ESSENCE OF HAYAWIYYA: When a Hayawiyya is summoned into a container, it is trapped within until released.
Very rarely, a Hayawiyya is found in this form. When it is, the Hayawiyya appears as a vial of water that “doesn’t
move right”, and occasionally manifests an eye to stare at the owner. If the container (normally a glass flask in
protective surroundings) is opened and tipped over the mouth of someone incapacitated (sleeping, paralyzed,
unconscious, dead, etc.), the Hayawiyya will crawl in and kill/animate the person. It will then set out to fulfill the
mission it was summoned for, no matter what that mission was, or how long it has been. On occasion such a
Hayawiyya will be trapped on our plane because so much time has passed while it was contained that it cannot
complete its mission. In this case, the Hayawiyya can be bargained with by a wizard or priest of sufficient power. The
wizard or priest must be able to, and agree to, use magical means to return the Hayawiyya to its home plane, then
the creature will change its focus to the wizard’s goal.
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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 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original
material by E. Gary Gygax and Dave Arneson.

Castles and Crusades Players’ Hanbook, 6t Printing, Copyright 2014, Troll Lord Games; Authors Davis Chenault and Mac Golden.
Castles and Crusades Monsters and Treasure, 5™ Printing, Copyright 2019, Troll Lord Games, Authors Robert Doyel and Stephen Chenault.
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