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Vassel (creature)  

Armor Class: 7 (12) 
(Unarmored 9 (10)) 
No. Appearing: 1-6 (5-50) 
Hit Dice: 2 
Save As: Dwarf 1  
Move:  90’ (30’) 
Morale: 5 
Attacks: 1 (blowdart or Song) 
Damage: special     
Treasure Type: Q 
Alignment: Lawful 

Vassels are a race of demi-
humans known best for their 
rather unique cultural 
practices; including wearing 
earthenware as their only form 
of garb. Vassels live their entire 
lives within terracotta shells,  each displaying the sculpted 
face of a respected elder or figure in their community 
prominently. These vases vary in shape, color, and form, each 
denoting the individual’s role in society, social standing, 
sexual organs, and life goals. For example, the sex of a 
vassel can be determined by the presence of handles on the 
birth-pot, as this detail is absent from male vassels. These 
people cannot leave their pot, nor do they wish to! In 
truth, the idea of presenting one’s body to the world, to 
a Vassel, is unspeakable taboo. For this reason, Vassels find 
it incredibly difficult to interact with other races which 
normalize “showing skin“, particularly faces. As one could 
imagine, Vassels communicate nonverbally through body 
language and gestures, facial expressions are a foreign 
concept to those who always hide their expressions. 
Vassels speak their own language eloquently, as well as broken 
undercommon. Vassels prefer to keep their own company, as 
their distinct practices and culture alienate them from 
others.  



When a Vassel is born, the newborn is immediately deposited 
into an empty “birth pot“, their most prized possession 
and an extension of self. These youth are highly dependent 
on their community for care, until they 
grow large enough, within their pot, to 
locomote without assistance from 
others. Within these pots, Vassels grow 
stunted, physically deformed, and confined 
within this self-imposed physical space 
limitation. A vassels’ skin naturally excretes 
a greasy film to lubricate the shifting of 
their bodies within their pottery shells. 
From infancy, Vassels learn to eat from 
angling their heads upwards, towards the 
“lip“ of the vase. Due to this, their true 
anatomy is severely distorted, further 
exacerbating each Vassel’s disdain at their 
internal bodies. Vassels consume a nutrient 
paste poured into the vase from above: 
This paste varies in formula, generally consisting of animal 
and plant based ingredients. The only other holes in the pot 
are used for vision, communication, excretion, 
reproduction, locomotion, or manipulation. Vassels are 
able to fully withdraw their limbs within their shell due to 
their greasy skin and deformed anatomy. When doing so, 
they are near indistinguishable from a large vase, fooling 
others of their presence 4-in-6 times.  
 
Vassels who have broken their birth-pot suffer shunning 
from their community and temporary exile, until being 
interred into a replacement shell by a specialist. These 
replacement vases are always distinct; the visage never 
features eyes. This replacement carries a heavy cost, as it 
forever brands the victim as an untouchable, condemning 
them to a lower class in society performing menial labor and 
unwanted duties. A Vassel that intentionally breaks 
another’s shell is punished without mercy, generally being 
exiled or executed. Due to the extreme consequences of 
losing one’s shell, a Vassel whose pot breaks in combat 
always is distraught and immediately retreats. 

Vassels are a highly musical race known for their unique wind 
instruments resembling a tube with several tone holes. These 
tools double as blowpipes during times of conflict with 
outsiders. Vassels use darts as their primary form of  



attack, never resorting to hand-to-hand combat due to  
the increased risk of breaking their shell. Vassel’s generally 
use darts coated with the paralysis-inducing secretions of 
dungeon dwelling insects. High ranking Vassels prefer to use a 
type II bloodstream poisons rather than paralysis 
secretions. If a lone individual (or entire party) is paralyzed 
due to these darts, they are captured and stripped of 
their weaponry. Prisoners are then brought to large 
pottery wheels, entombed within wet clay, and then 
brought to low heat kilns to be imprisoned. Strangely, 
Vassels are empathetic, never resorting to cruelty or the 
torture of criminals. Vassels take good care of their 
prisoners, feeding them nutrient paste frequently, playing 
music, and spending time attempting to communicate to 
those willing to listen. Unfortunately, many unaccustomed 
prisoners go mad due to this endless confinement. 

COMBAT 

Vassels cannot use (non-earthenware) 
armor of any kind, nor shields.  

Vassels prefer to avoid combat whenever possible due to 
the risk of damaging their precious shells. Disputes among 
Vassels are resolved with bitter debate and arguments, rarely 
escalating beyond sharp words. When Vassels must defend 
themselves from outsiders, they use a 
variety of blowdarts, generally with a 
paralyzing agent or poison applied. 
Every Vassel begins play with a tube-like 
wind instrument, which doubles as a 
weapon when used with blowdarts. This 
multi-use has a drawback, however, as 
the instrument makes a muted tone 
when used as a weapon. With training, 
Vassels may learn to use bows, 
crossbows, or slings, however always 
preferring to use blowdarts when able. 
Vassels only kill in extreme 
circumstances, and tend to dwell upon 
such occurrences in great rumination 
after the fact. 
 
 
 



HIDING 

Vassels are able to fully withdraw their limbs within their shell 
due to their greasy skin and deformed anatomy. When doing 
so, they are nearly indistinguishable from a large vase, fooling 
others of their presence within 4-in-6 times. This raises to 
5-in-6 when used amongst many other large pots/vases.  

MUSICALLY TALENTED 

Vassels are innately capable of playing their tube-like wind 
instrument, learning a new type of magical song each level 
(roll at random). These songs may affect creatures with HD 

less than the Vassel’s current level with a d chance of % 

success depending on the vassel’s current level. A vassel may 
perform L songs per day. All targets (allies included) within 
earshot of the song must save versus spells or suffer the 
effect. Allies may cover their ears or use earplugs if 
anticipating use of magical music. The target “shakes off“ 
the effect of the song after taking damage.  

 SONG TABLE 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

I Song of 
Charming 

II Song of Fear 

III Song of 
Confusion 

IV Song of 
Aggression 

V Song of  
Pacification 

VI Song of 
Submission 

VII Song of  
Distraction 

VIII Song of  
Manipulation 

IX Song of 
Jealousy  

X Song of 
Exhaustion 



I.  Song of Charming 
Target suffers the effects of 
a “charm person“ spell, with 
the caveat of lessened 
duration of L turns.  
 
II. Song of Fear 
Target becomes intensely 
afraid for L turns, fleeing from 
source of the song. 

III. Song of Confusion 
Target becomes confused for 
L turns, behaving inexplicitly. 

IV. Song of Aggression 
Target attacks the nearest 
object or individual for L 
turns.  

V. Song of Pacification 
Target becomes forcibly calm 
for L turns, removing self 
from combat.  

VI. Song of Submission 
Target relinquishes weapons 
and armor, kneeling before 
source of music for L turns in 
a trance.  

VII. Song of Distraction 
Target becomes fixated on a 
specific object within 
eyeshot for L turns, ignoring 
all else.   

VIII. Song of Suggestion 
Target completes a suggested 
 (non-suicidal) task during the  
timeframe of L turns (target  
will not act against their alignment) 

VIX. Song of Jealousy 
Target covets a specific  
item within eyeshot, seeking  
to obtain this item at all costs  
within L turns.  

X. Song of Exhaustion 
Target suffers the effects of  
a sleep spell, albeit for L turns  
(immediately waking up following  
this duration). 

  



EARTHENWARE ARMOR 

Vassel PCs have an additional form of HD, referred to as 
Earthenware Hit Die (eHD).  

As a Vassel levels up, it gains HD as would any other PC. 
However, this value represents the Vassel’s physical body, 
not the “health“ of its Pot. This is represented by the 
Vassel’s eHD. Because the craftsmanship varies from individual 
to individual, each Vassel’s eHD is generated during character 
creation (or when replacing a broken vase through a 
specialist). 

 A vassel’s eHD is determined by rolling a 1d4 and Xd6, X being 
the value of the first d4 roll. This total equals the pot hp. 

Health can only be restored to eHD when visiting an area 
with compatible clay and a kiln large enough to bake in (at 
low heat over LD4 days, or suffer heat damage to HD at DM 
discretion).  

Whenever a Vassel is 
attacked and the hit 
location is unknown, roll 
on the following table to 
see hit location. If the 
hit limb is currently 
withdrawn within the 
Vassel, it hits the pot 
instead.  
 
HIT LOCATION 

 
 

 

 

 

 

 

 

 

1 Pot 

2 Pot 

3 Pot 

4 Pot 

5 Pot 

6 Pot 

7 Left Arm 

8 Right Arm 

9 Left Leg 

10 Right Leg 



Vase table 

1 Amphora 

2 Pelike 

3 Volute Krater 

4 Loutrophorous 

5 Calyx Krater 

6 Column Krater 

7 Bell Krater 

8 Stamnos 

9 Psykter 

10 Hydria 

11 Lebes Gamikos 

12 Lebes 

13 Lekythos 

14 Oinochoe 

15 Arybalfos 

16 Alabastron 

17 Squat Lekythos 

18 Olpe 

19 Pithos 

20 Panathenaic Amphora 

   
LVL TITLE                  XP         HD     SONG  D     W     P     B   S  
1 NOVICE 0 1d6 1 13 14 13 16 15 
2 AMATEUR 1.25K 2d6 2 13 14 13 16 15 
3 APPRENTICE 2.5K 3d6 3 13 14 13 16 15 
4 INTRSUMENTALIST 5K 4d6 4 13 14 13 16 15 
5 RIPIENO 10K 5d6 5 11 12 11 14 12 
6 CONCERTINO 20K 6d6 6 11 12 11 14 12 
7 SOLOIST 40K 7d6 7 11 12 11 14 12 
8 ARTIST 80K 8d6 8 11 12 11 14 12 
9 VIRTUOSO 160K 9d6 9 8 9 8 11 8 
10 MAESTRO 300K 10d6 10 8 9 8 11 8 

 


