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Monsters

©1991 Allan J. Mikkola

A//an may well be the most prolific writer of AD&D
monsters on the internet. A few of his tamer cre
ations appear below.

SHOCKER

Climate/Terrain: Any
Frequency: Very Rue
Organization: Solitary
Activity Cycle: Any
Diet: Electricity
Intelligence: Exceptional (15-16)
Treasure: Nil

Alignment: Neutral (Chaotic)
No. Appearing: 1

Armor Class: -2

Movement: 18

Hit Dice: 16 or 24

THACO: 16 HD: 6

24 HD: 5

No. of Attacks: 2 -1- special
Damage/Attack: 16 HD: 1-8 -I- 16/1-8 + 16

24 HD: 1-8 + 24/1-8 -f 24
Special Attacks: Lightning
Special Defenses: See below

Magic Resistance: 25%

Size: L (12' - 14' tall)
Morale: Fanatic (17-18)
XP Value: 16 HD: 14,000

24 HD: 18,000

Shockers are residents of the quasi-elemental plane
of lightning and are most often encountered on their
home plane, but they may also be found on the prime
material planes as well. Unlike most elementals, they
are capable of traveling to the prime planes on their
own (without being summoned) and are able to exist
there for extended periods of time. However, shock
ers may enter the prime planes only via a natural
lightning bolt, such as during a lightning storm, and
on rare occasions, have even been known to enter
through a call lightning spell. A shocker has 24 HD
on its home plane, but they are reduced to 16 HD
on the prime planes due to the absence of the energy
which they thrive on.

Shockers are slightly different in appearance
from other lightning quasi-elementals. They appear
as a sheet of shimmering blue energy of a vaguely
humanoid shape. However, they possess a limited
shape-change ability that allows them to take the
form of a human, elf, or half-elf five times a month.
When encountered on a prime material plane, they
will take the shape of a humanoid 75% of the time.
When in this form, they appear indistinguishable
from real humanoids; however, a detect magic spell
will reveal a faint blue shimmering of alteration and
evocation magic, and a true seeing spell, a gem of
seeing, or other similar magic will show the creature's
true form. The origin of this shape-change ability is
unknown. A shocker will always appear in its natural
form on its home plane.

Combat: When attacking, a shocker uses its two
"hands" to deliver two viscous shocking grasps,
each doing ld8-|-16 (or ld8-i-24) points of dam
age. In addition, a shocker can emit lightning
attacks of up to 30d6 points of damage per day.
A single bolt can inflict 5d6 or 10d6 points of
damage, and either one or two bolts can be dis
charged per round. A bolt may originate from
anywhere on the shocker's body, so an attack can
be made in any direction; however, these attacks
usually eminate from the hands, mouth or eyes
so as to duplicate spells, breath attacks, and/or
gaze attacks (this is especially true if the shocker
is in humanoid form).

Shockers also have several special defenses. A
+2 or better weapon is required to hit a Shocker,
and a creature with fewer than 5 hit dice cannot

harm a shocker without some sort of magical as
sistance. They are also immune to lightning and
all types of electrical attacks, as well as air- and
weather-based magic. Any creature scoring a hit
on a shocker in melee will suffer ld8 points of
damage (save vs. spell for half damage) unless
the attack is made via a non-conductor.

Habitat/Society: Shockers are not natives of the
prime material planes, but can be found wander
ing in any climate or terrain (though they dis
like rain). They normally use their shape-change
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