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SHADES OF LOVECRAFT

The concept of a world below our feet is not a
new one—it certainly dates back to the dawn
of civilization, for we've always had stories of
what must surely lie in wait in the deepest
part of the earth. With Golarion’s underworld,
our primary sources for inspiration have been
turn of the century adventure tales and the
pulp magazines of the early 20th century.
Between the dero of Amazing Stories, tales of
Pellucidar from Edgar Rice Burroughs, or
inspiration from H. G. Wells and Jules Verne,
the genesis of the Darklands is firmly rooted in this tradition.

But it's perhaps to H. P. Lovecraft that the Darklands owe their greatest
debt of gratitude. Between his epic Dream Quest of Unknown Kadath (in
which the hero descends into an underworld ruled by gugs and ghouls
and immense worms), At the Mountains of Madness (with its under-
ground city and sea below Antarctica), and his ghostwriting work on
Zealia Bishop's short story, “The Mound” (which is set in a hidden
underground world of three distinct realms—K'n-Yan, Yoth, and N'kai),
much of the Darklands owe a debt of gratitude to Lovecraft. Some of
“Into the Darklands” is heavily inspired by Lovecraft, while other
elements (like gugs and shoggoths and the gods of the neothelids) are
directly from his writings.

PERSONALITY

Ghilanna is one small step away from being an aberration. Her
mind is completely alien and she thinks in a manner both familiar
and yet worlds apart from the common creatures of Golarion. Cold
and emotionless, she constantly pushes forward with the plan
bred into her by her cruel masters - the conquest of the world and
dominance by their alien species.

Ghilanna is quite capable of making allies and will work with
others to achieve her ends. Her understanding of non-aberrant
morality is lacking however, and she makes decisions solely based
on what is best for her and her masters rather than on an
emotional level. Cold and calculating, she does not burn bridges,
well aware that surface dwellers place a great deal of stock in
reputations and unwilling to destroy her own.

The main enemy of the neothelid are the ghouls and Ghilanna was
trained in the arts of necromancy to best control and combat
them. Rather than fight them on their own terms, she works
through domination and mental control. Her antipathy comes not
from hatred, but competition. The ghoul population grows
quickly, yet neothelids are immortal and do not reproduce. This is
therefore a battle for extinction and one that Ghilanna always has
at the forefront of her mind.

The neothelid built Ghilanna from a Drow host and reinserted her
into that society, unaware that the ever-proud Drow would drive
her out. Without the emotional capacity to hold a grudge,
Ghilanna is perfectly willing to work with Drow again in the
future, provided they meet her terms rather than their own.

I've had this idea for quite some
time but she never makes it to the
gaming table. She is based on the
Cthulhu mythos and in this case, nagas.

With Mind Flayers copyrighted by Wizards and
not part of the SRD, Paizo needed to replace
them with something and so the neothelids
were born. Ghilanna is a neothelid experiment
turned loose in Sekharina, the lands of the
Drow.

| chose Merfolk as my base race due to its lack
of legs. Merfolk have the following abilities:

Humanoid - Aquatic

+2 Dex, +2 Con, + Cha

+2 Natural Armor

Medium size

Slow speed 5'

Swim speed 50'

Amphibious

Low-Light Vision

Legless (can't be tripped)
Languages: Common, Aquan

There is a alternate racial trait, which | have
taken, called Strongtail. It allows me to raise
the movement rate to 15’ and reduce the
swim speed to 30'".

I'm fine with everything above and am
perfectly ready to go with it. | would like to
change the fishtail to a neothelic worm and
Aquan to Drow sign language.




