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Monsters Evolved:



court was imprisoned in iron cells that were walled 
away and forgotten in the walls of the city.  In the 
darkness, the court forsook the old alliances and 
swore themselves to The Adversary of their jailors.  
The Adversary came to them, freeing them from 
their cells, and taught them deep and dark secrets 
so that they could fool their tormentors.  The city 
no longer stands, not even the memory of it 
remains except to the fey, but the trikar-mraks of 
that long-dead court serve The Adversary still.”  
An excerpt from Court of the Adversary by Mien 
Hoodwink of the trikar-mraks as translated by 
Goddard of Gatesage.  
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Description 

 “What I tell you is not a lie per se, 
but it is definitely not the whole truth, and 
some of it may be blurred by your particular 
point of view.  Once there was a court of 
very happy fey, who, through small 
kindnesses, assisted the big folk of a large 
city.  The big folk were struggling and 
fretting with their day-to-day lives.  All the 
while, the fey kept themselves hidden from 
the world, taking only lost and forgotten 
objects as payment for their deeds. Then 
came The Dramojh War, and the fey were 
discovered by the big folk and they were 
branded as thieves and spies.  So the entire 

The humanoid standing before you transforms  
into a small creature with the hindquarters of a 
coyote and the upper torso of a young child.  Its  
head is a strange mix of coyote and child; tufts  
of fur and large triangular ears sit atop its head  
and it has bright blue, innocent eyes that are  
almost too big for its face. 

TRIKAR-MRAK (Dark Trickster) 
Small Fey
Hit Dice: 15d6-15 (37), dying/dead: -1/-8
Initiative: +6
Speed: 20 ft.
Armor Class: 16 (+1 size, +2 Dex, +3 natural armor),
touch 13, flat-footed 14
Base Attack/Grapple: +7/+3
Attack: Bite +8 melee (1d2)
Full Attack: Bite +8 melee (1d2)
Space/Reach: 5ft./5ft.
Special Attacks: Facial fascination, faraway sway, 
warp weapon
Special Qualities: DR 10/cold iron, a thousand 
faces, hide from the world, sense of elan
Saves: Fort +4, Ref +11, Will +10 (+2 vs. spells)
Abilities: Str 10, Dex 15, Con 8, Int 17, Wis 12, 
Cha 23
Skills: Bluff +28, Concentration +17, Disguise +28, 
Escape Artist +20, Open Locks +26, Sense Motive +19,
Sleight of Hand +22, Sneak +30, and Use Magic
Device +28
Feats: Ability Focus (facial fascination, faraway sway,
warp weapon), Improved Initiative, Shield of the Spirit, 
Skill Application (Open Locks and Sneak)
--------------------------------------------------------------------------------------------------------------------------

Environment: Any
Organization: Solitary, pair or pack (5-10)
Challenge Rating: 8
Treasure: Standard
Advancement: 16-21 HD (small), 22-29 HD 
(medium)
Level Adjustment: -
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 Long ago, the desire for vengeance ruled the 
trikar-mraks but having sated that hunger, we now 
are ruled only by our cunning.  We love nothing so much 
as our own cleverness.  We are a sly, mischievous folk, 
with what you would call a bizarre, dark 
sense of humor, which we indulge at every 
opportunity. There may be great geniuses in 
the world but there is no creature in existence as devious as 
we. The greatest desire of a trikar-mrak is to be so clever as to 
fool himself.  Short of this, we seek a worthy opponent 
against whom to match our wits.  I have even been known 
to send letters of insult, antagonizing opponents I wish to 
challenge. Many other trikar-mraks use similar methods.
 Before the Fall of the Dramojh, The Knights of the
Diamond found a dead mage who had gone to slay the terrible
dragon known as Tannin the Accursed; only his apprentice
who had fled the battle survived. The apprentice told the
Knights of the Diamond that her master had found not
a dragon but a creature known as an Ur-rathi and that they
should prepare themselves with sacred waters and spells of life.
The knights took this as a sign of good fortune, having seen
other signs that reinforced the presence of the Ur-rathi.
Setting forth so prepared they were slaughtered when Tannin
emerged from the cavern; I transformed into my true self and
laughed gleefully at the look on the High Knight’s face when
Tannin ate his horse and his lower half.
 My kind speak all languages perfectly.

Combat
 

  3rd round-Target the most powerful  
weapon an opponent possesses with warp weapon. 
 4th round-Move to opponent and steal  
something vital using Sleight of Hand (DC 32).  
 5th round-If exposed, use facial fascination  
or thousand faces and Bluff (DC 38). 
 Facial Fascination (Su): If viewed in its  
true form, a trikar-mrak has a gaze attack (target is  
fascinated as long as the trikar-mrak is in its true  
form, and for 2d4 rounds afterwards, 30 foot range,  
Will DC 25 negates).  This is a mind-affecting  
enchantment; the save DC is Charisma-based. 
 Faraway Sway (Sp): Three times per day  
a trikar-mrak can use any magic item or unused  
spell (or spell slot) without actually touching the  
item or being that spell’s caster.  The item or unused  
spell (or spell slot) to be used must be within  
Medium range (250 ft.).  An item functions as  
though the trikar-mrak were using it from the item’s  
current position.  Spells function as if the victim had  
cast the spell under the domination of the  
trikar-mrak; except it requires no action on the part  
of the victim. A successful Will save DC 25 ignores  
this affect.  The effective caster level of this ability  
is 15th. 
  

 
 

 The younger races look upon us with wonder  
and awe, for we are truly a fascinating people to gaze  
upon, with our fine coats of fur, proud beautiful ears and  
captivating eyes the color of the sky.  Our wondrously  
petite frames are quick and lovely to behold.  Our  
coloration varies with our surroundings so that we  
never grow bored with our appearance.  When we  
spend more than one season in an area, our coloration  
changes to blend with our surroundings. I myself  
have displayed the dusty tan of the desert, the  
greenish browns of the forest, the white of the  
north, and even the gray of a city, though my eyes  
have always remained this lovely, constant blue. 

Warp Weapon (Sp): At will a trikar-mrak  can polymorph any non-cold iron weapon (as  polymorph any object, Caster Level 15th) into a  harmless, humorous object (Fort save DC 26  negates). Favorites include a scary-looking rubber  snake, a teddy bear, a spoon, a petunia, a carrot, a  wet noodle, cow manure, or a rune stone with the  rune for peace. 

 Trikar-mraks avoid combat at nearly all costs. They  
use their abilities of deception and stealth to escape  
encounters when they have been discovered. If forced to  
engage in combat, they attempt to use the magic items and  
spells of their opponents, robbing their opponents of healing,  
enhancements, and strategically placed offensive spells. 

 1st round-Sneak (DC 40), followed by a use of faraway 

sway on one opponent's magic item, targeting a separate 

opponent, enticing the two to attack each other.

 
2nd round-Target spellcaster with faraway sway  

using the same tactic as the first ro
und. 
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 Hide from the World (Su): Creatures 
cannot directly see, hear, or smell a trikar-mrak.  
Even extraordinary or supernatural sensory 
capabilities, such as blindsense, blindsight, scent, 
and tremorsense, cannot detect or locate a 
trikar-mrak. Creatures with an Intelligence score of 
3 or less are automatically affected and act as though 
the trikar-mrak was not there.  All other creatures 
receive a single Will save DC 23.  If it fails, the 
subject cannot sense the trikar-mrak’s presence.  
However, if someone has reason to believe unseen 
opponents are present, she can attempt to find or 
strike using the Spot and Listen skills as she would 
against an invisible and inaudible opponent.  If a 
trikar-mrak attacks a creature (even with a 
spell-like ability), this non-detection effect against 
that creature ends as if it had made its save.  A 
trikar-mrak can choose to allow a creature to see it, 
as if the creature had made its save.
 Sense of Elan (Su): A trikar-mrak has a 
sixth sense that grants it insight into conduits for 
the power of Elan (magic); within Medium range 
(250 ft.) a trikar-mrak can automatically sense all 
spells readied by a caster. It also can automatically
sense the function of any magical item within range. 
This ability grants a +2 bonus to saves vs. all spells
(caster level 15th).
 Spell-like ability: 1/day-unknown, 
caster level 15.
 Skills: Trikar-mraks gain a +4 racial bonus 
to Bluff, Disguise, Open Locks, Sneak, and Use 
Magic Device.
 

Lore 
(Akashic Memory or Knowledge (dangerous beasts))
 Common (DC 8): This fey is a trikar-mrak; 
it lives to deceive others and to cause death through 
that deception.
 Uncommon (DC 18): This creature’s name 
translates to “Dark Trickster” in the Fallen Tongue; 
read excerpt from Court of the Adversary.
 Rare DC (26): This creature is extremely 
difficult to perceive and even then, it is likely that it 
is in some sort of disguise; even if you do see its true 
self, look away or you are likely to be struck by its 
fascinating appearance.  Weapons often transform 
into useless junk near this creature; its most 
frightening ability is that it steals control of casters 
and magic items using them to its purposes.
 Obscure (DC 36): Attacking this creature in 
melee armed only with a cold iron weapon is the 
best strategy.
 Epic (DC 46): Pride is the greatest weakness 
of the trikar-mrak, for if asked, she will quickly tell 
you all she has done so that you may fully 
understand the full domain of her cleverness.

Designer’s Notes 
 Loki, Coyote, Puck, and Robin Goodfellow: 
these are the clever and trick-some spirits who create such 
havoc but do not interfere directly in anyone’s affairs.  In 
our heart of hearts, perhaps we all wish to be clever, not 
necessarily smart but wilier than our fellows.  It is a trait 
that does not show on the outside and will be the undoing 
of all those who have ignored and underestimated you. The 
idea of using your opponent’s strength against him has been 
around a long time.  Spell turning is the primary example of 
this in the d20 system, but what I wanted was something 
more proactive, an ability that reached into the person and 
used his own spell or magic item against his own party.  In 
this manner, this creature is truly only as challenging as one 
party member is to another.  If you can make your magister’s 
save DCs, you should be fine.  If not, well, then you have no 
one to blame but your fellow gamer.

-------------------------------------------  NEW FEAT  -------------------------------------------
SHIELD OF THE SPIRIT [CEREMONIAL]
Prerequisite: Ability to create an unknown effect,
Truename.
Benefit: The DC of your unknown effect is increased
by your Charisma modifier.
-------------------------------------------------------------------------------------------------------------------

---------------------------------------------  VARIANT  --------------------------------------------
Alignment: Usually Chaotic Evil
Massive Damage Threshold: Con 8, HD 55, Size 40
Wounds/Vitality: 8/37
Sanity Loss: 1/1d4
Defense Bonus: +0
Armor as DR: -
3.0/UA/Modern DR: 20/ +3
Summon Monster: summon nature’s ally VI, caster 
level 11th
Honor: 3
Taint: 12
Typical Allegiances: The Adversary, The Darkling
Court
Action Points: 7
-------------------------------------------------------------------------------------------------------------------
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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. All proper names and text in the description 

section are product identity all other content including translated proper 

names are open gaming content.  

 
Open Content is the designated as follows: the stat block, all 

information in the combat section and the variant sections 

 

“Notice: This work contains the following Product Identity from 
Monte Cook’s Arcana Evolved: [all information in the description 
sections.]. Permission to use this Product Identity has been 
granted by independent agreement with the owner of the Product 
Identity. The use of this Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product 
Identity. Monte J. Cook retains all rights, title, and interest in and 
to that Product Identity. Any failure in this designation does not 
cause such content to become 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 1.0a Copyright 2000–2005, Wizards of the 

Coast, Inc. 

Monte Cook’s Arcana Evolved Copyright 2005 MonteJ. Cook. All 

rights reserved. 
Veiled Denizens copyright 2007 Steven D. Russell 

 

 

 

 


