The Gul (D&D 3.5)

By Strega


Gul are size medium to large (5 ½’-7 ½’ tall) wolverine-men originally created by “the Maker”, the wizard Ruhollah Rushiadah, as guards for his keep and lands.  They were the third of his humanoid creations and are the least numerous, the most violent, and the most disliked in some quarters.  Gul vary in appearance from quite humanoid to the nearly nonanthropomorphic ‘feral gul’, who could easily pass as young dire wolverines.  Even the most humanoid gul have fur, a short spade-shaped furry tail, oversized hands and feet with sharp white claws, and an inhuman wolverine face.  The tips of a gul’s upper canine fangs never quite disappear behind its chops.  They are powerful, hardy, often battle-scarred warriors.


Humanoid gul cannot walk on all fours, while feral gul can walk either on two legs or four.  Feral gul have a longer torso and shorter legs and arms than other gul and have paw-like hands. 

Gul are carnivores.  While they can eat many non-meat foods in moderation (some are quite fond of grapes, peaches, avocados, or other fruit), their diet must contain a large fraction of flesh and organ meat.  It costs about twice as much to feed a gul as it does a large human.  Most eat cooked food without complaint.

All gul have a strong natural body odor due to the oil in their fur.  While it is possible to wash it off (soap of some sort is required), it replenishes itself rapidly.  Any dwelling inhabited by gul will have a characteristic musky odor, and those of delicate sensibilities sometimes refer to gul as ‘Stinkers’.  This has started many, many bar fights.  Gul do in fact have the ability to spray a skunk-like musk from their anal glands, but its use is usually limited to marking the borders of the Maker’s territories.

Gul in the Maker’s service are usually Lawful Neutral with Evil tendencies – disciplined, reasonably trustworthy warriors.  Those who cannot stomach such regimentation become mercenaries or even bandits, and it is from these that much of the race’s bad reputation comes.  Extremely evil, predatory gul are in the minority but do exist.  It is quite uncommon for a gul to be truly good, but there is at least one gul paladin.

· Within the Maker’s lands gul are well-regarded, as they are the primary protectors of the villages. They are rough, tough, and they party hard, but are reasonably safe to be around as long as no one does anything stupid.  Outside these lands, though, they are not well liked.  Sometimes a Lawful gul mercenary company will establish a good reputation, but in many areas gul are viewed as evil humanoids – some cities won’t even let them through the gates. At least it is well known that they are not demons, so paladins aren’t compelled to attack them on sight.  Generally they are not trusted, but they are not automatically condemned.  It is up to the individual gul or gul family to get past this mistrust, or reenforce it.  Elves, in particular, dislike gul (“Crude thug!”), and vice versa (“Arrogant pansy!”)

In the early days of the gul, when their numbers were still small, gul females and cubs were confined to chambers beneath the Maker’s keep.  Males only entered to mate, and the females were firmly in charge of their demesne.  Now that gul live in villages throughout the Maker’s lands (and some outside those lands), females have the same rights are males.  Female adventuring gul are still fairly uncommon.

It is worth noting that the current gul race is the second one.  When the Maker first collected dire wolverines to transform, he selected only the most aggressive.  This resulted in a chaotic, predatory, race that was wiped out by a band of adventurers while the Maker was incapacitated.  His assistant Candra convinced him to try again.  Rough around the edges as they are, and ignoring monstrously evil ones like Kurula, the current gul race is far more social, friendly, and reliable than their predecessors were.  

· The primary reason for this change was the Maker removing a key element from the new generation.  Wild wolverines, and the previous generation of gul, only had sex during their mating season. They could now have sex throughout the year, and it turned out that this was a sufficient incentive for them to not be quite so mean to praka, volpa, humans, or other smaller races.  Regrettably a new problem, rape, appeared, but it was nowhere near as bad as the previous generation’s homicidal impulses.

An element of racism divides gul culture.  A subset of gul regard only other gul as suitable mates, and also believe that only sex during the females’ fertile period (which still occurs in summer) is ‘right’.  The current Lord of the gul, Lord Vrassry, is the leader of this faction, but the followers of this almost-religion are in the minority.  Most gul are happy to have sex with whoever is available.  Naturally Vrassry’s faction contains the most Lawful gul – less lawful ones would give in and bang a praka or volpa already – and this lawfulness makes them very useful to the Maker.  Thus the mage tolerates this factionalization as long as violence between the two sides does not break out.

There is also a slight tendency for gul to look down on their feral comrades, but since the two types can interbreed, and since even a mating between two normal gul sometimes produces ferals, it is hard to argue that ferals are somehow inferior.  Ferals in fact have a very valuable place in the gul military, serving as fast-moving scouts and shock troops.




Male gul

Female gul
Height*

5’6”+4d6”

5’6”+2d6” (7’1” or greater = Large)

Base Weight

250 lbs


200 lbs

Weight modifier 
(x2d6)


(x2d6)

Aging: 

Use the Half-Orc aging chart. Gul mature early but are not long lived.

*Feral gul stand 3” shorter than this when upright, as they slouch.  Use their full height (un-slouched) when calculating their size class and weight.

· Size medium gul:  +4 Strength, +4 Constitution, -2 Wisdom, -4 Charisma.  They are powerful and hardy, but they were created from a race of solitary predators and often have trouble understanding society.  The Charisma penalty only applies when dealing with non-gul.

· Size Large gul get an additional +2 to Strength, but are –2 to Dexterity and have –1 to AC and –1 to hit.  They can use larger weapons than normal gul and have more damaging natural attacks. 

· Feral gul have an additional –2 to Charisma (-6 total to non-gul), but are unexpectedly nimble (+2 Dexterity when on all fours).  They get +4 to rolls to resist being Tripped when on all fours.

· Feral gul have an attack penalty of –2 with most weapons due to their paw-like hands.  This does not apply to War Claws, spiked armor, or other gul weapons that replace claw or bite attacks.

· Female gul are smaller than males and only get +2 to Strength.  They do not have the –2 Wisdom penalty, though.  Most of the race’s clerics are females.

· Gul have a base movement speed of 30’.  Feral gul move 20’ on two legs or 40’ on all four.

· All gul have +2 to AC due to their extremely tough hides.

· Gul have +4 to Survival checks in subarctic and arctic climes and –4 in tropical or desert climes.  They get +4 to Climb checks.  Feral gul get  +8 to climb checks.

· Gul have low light vision.

· Automatic Language: Common.  Bonus Languages: Praka, dwarvish, halfling, giantish, gnoll.   Gul are known for their deep, snarling voices, but they can speak most languages with training, including praka chitter-speak. 

· Favored Class: Fighter (Barbarian for feral gul).  A multiclass gul does not count its favored class when determining whether he takes an experience point penalty for multiclassing. 

· Natural weapons: Gul can perform a Full Attack of 2 claws at normal melee skill (full strength damage bonus) and a bite at –5 melee (half strength damage bonus).  Size Medium gul claw for 1d4 and bite for 1d6. Large gul claw for 1d6 and bite for 1d8.

· Gul are not considered unarmed when using their natural weapons and do not provoke Attacks of Opportunty when using them.

· Any gul fighting with a weapon can make a secondary attack with its bite.  The usual penalties to secondary attacks apply. (-5 to hit, half Strength bonus to damage).  A gul fighting with both ends of a double weapon, or with two weapons, can bite at –10.

· Gul unarmed fighters who specialize in natural weapon combat can graduate to the ‘Render’ prestige class.  Renders gain additional natural attacks as they level.  Many (but not all) Renders are feral gul. 

· Perhaps 1 in 10 gul convinces the Maker to give then a free Gape of the Serpent feat. They are known as “swallower” gul.  Swallowing is a complicated subject and is covered below.

· If the gul has Grappled his prey (even in the same round), he needs only to succeed with a bite attack. If he has not grappled, he must score a critical hit with his bite.  In both cases the gul may choose to start an Improved Grapple with his bite and may try to swallow.  If he so chooses, he may also choose to have the bite do no damage.  (Live prey wiggle better.)

· If the prey is two or more size classes smaller than the gul (Large gul to halfling, for example), and the gul wins an opposed grapple check at the start of the round after the bite, he has swallowed his meal.  This uses up a bite attack for the round, though if the gul has Cleave he can bite again.

· If the prey is 0 or 1 size classes smaller than the gul, then the first successful opposed grapple check sends only part of the prey down its gullet.  Successive successful checks send more. Normally a gul can only ‘swallow’ once per round, but in the rare case of a gul with more than one bite attack per round, that many opposed grapple checks (gulps) can be made.  It takes a gul 3 successful opposed swallow checks to gulp down prey 1 size class smaller, or 6 for same size prey. 

· Prey being swallowed may attack with light piercing or slashing weapons. If they elect to do this they automatically lose any opposed grapple checks that round. 

· If partially swallowed prey wins a grapple check, they pull 1 step back out, or escapes if merely grappled by the gul’s mouth. Swallowing can take quite a while if the gul and prey alternate winning grapple checks.  Eventually either the prey pops back out of the gul’s mouth or is swallowed.

· Multi-round swallows of the sort just described are full round actions for the gul.  Needless to say, this is not something done very often on a battlefield.  Usually the most a gul will attempt is to swallow some small creature (which could be a gnome, halfling, etc.) to scare the rest.

· Swallowed prey take 1d6+the gul’s Strength bonus in crushing damage plus 1d8 acid damage from digestive juices per round. A swallowed creature with a light piercing or slashing weapon can force the gul to regurgitate it by dealing 25 points of damage vs. AC 12.  Swallower gul can regurgitate swallowed or partially swallowed prey at will.  All gul, not just swallowers, can digest bones.
· A gul may petition the Maker for the ‘Educated stomach’ feat.  This is not a free feat, because it requires training on the gul’s part in addition to exposure to alchemical compounds and spells.  This feat gives +2 to saves versus ingested poisons and also ‘teaches’ the gul’s stomach to neatly fold any indigestibles (clothing, jewelry, etc) into a single mass for easy regurgitation. For obvious reasons, this feat is normally only taken by swallower gul.

Gul weapons: Gul use a variety of simple and martial weapons such as bows, spears, great axes (“Gul love axes”, people say) and others. They also use several unique weapons.

War Claws: There are a variety of designs, but all amount to some sort of blade or blades attached to armored gauntlets.  Magical ones are common. War Claws are carefully designed weapons and critical on a 19-20, while  all gul natural weapons crit on a 20.  War Claws typically do the same damage as the gul’s natural attacks in slashing or piercing damage.  There are several varieties that are worn on a gul’s feet for kicking attacks. War Claws are used in exactly the same fashion as a gul’s natural claws, so all gul are proficient with War Claws and feats spent to improve natural claw attacks also confer bonuses when using War Claws. 

War Fist and Fist Helm: These are seldom used unless gul are going up against creatures that are resistant to everything but bludgeoning attacks. War Fists are simply punching gauntlets for a gul’s oversized hands/paws.  Each does 1d6 damage (1d8 for Large gul) with a x2 crit on 20. The Fist Helm is a heavy helm with spikes or studs for head-butting.  It hits for damage equal to the gul’s bite (1d6, or 1d8 for Large gul), but does bludgeoning damage. A gul with a fist helm cannot bite.

These two weapons do not work quite like a gul’s natural attack, and so do not benefit from the “same weapon = same specialization” rule War Claws have.  They are considered martial weapons by gul.

Gul throwing axe: A weapon virtually identical to the human version, but enlarged for a gul’s oversized hand/paw.  They cause 1d8 points of damage (2d6 for Large gul).  Practically all gul carry a few for a volley of axes before charging into close combat.

Gul greatsword: This is a double weapon as long as the gul is tall. Half the length is sword (often wavy-bladed) the rest handle, with a mace head, metal fist, or steel skull as a pommel.  The sword end does 1d10 damage (19-20, x2) and the mace end does 1d8 (20, x2).  A gul may choose to attack with only one end, getting two-handed Strength bonus to damage, or attack with both ends, getting all the benefits and penalties of a double weapon.  One advantage of these weapons is they effectively let a gul specialize in both bladed and blunt weapons without spending additional feats.  Gul count gul greatswords as martial weapons. Size Large gul use gul greatswords that do 2d8 (sword end) or 2d6 (mace end) damage.


There is some controversy regarding this weapon among gul.  While some claim its flexibility outweighs its drawbacks, others choose to use normal human-type greatswords.  Specialization in gul greatsword does not confer specialization in normal greatsword and vice versa.

Gul Armor: Humanoid gul can wear armor made for appropriate large humanoids.  A gul can wear a bugbear’s armor, for example.  Most human armor is too small to accommodate a gul’s tall, robust frame.  Typically, gul wear custom made armor or armor from the Maker’s armories.  (The Maker has a staff of dwarf armorers who reluctantly make armor and weapons for the gul while not at all reluctantly taking the Maker’s coin for it.)  Custom armor for a humanoid gul costs the normal amount, or 2x normal for Large gul.

Feral gul require armor that can be used when on two legs or four. This is a tricky proposition, so they are considered nonhumanoid for armor purposes.  Their armor costs twice what a suit for a human costs, or 4x for Large feral gul.   Feral gul cannot wear normal gul armor or vice versa.

‘Swallower’ gul in Heavy armor cannot swallow prey larger than 3 size categories smaller than themselves.  In Medium armor they are limited to prey 2 size categories smaller than themselves, and in light armor they can swallow prey 1 category smaller.  Only gul with no armor on their body/head can eat same size prey.

As a final note, swallower gul are not all merely fetishists or cruel predators.  Swallowers in several of the Maker’s races are used, for example, as executioners.  It is a tidy was to eliminate criminals and ensure they will not easily return.
