Dragon #200 "Familiar Faces-An AD&D games wizard's best friend just got better"





By David Howery





The find familiar spell in the AD&D 2nd Edition game is well described in the Player's Handbook (page 134), but the familiars available are limited to six small creatures.  The Monstrous Compendium and Monstrous Manual contain numerous small animals that could serve equally well as familiars.  Because the AD&D game thrives on variety and the list of familiars can be greatly expanded, this article presents new tables of familiars for player-character and nonplayer-character wizards.  It also provides for several types of non-human mages.





Each familiar is linked to its mage, as noted in the spell description.  Whenever a find familiar spell is cast, roll 1d20 to determine if a familiar is available.  A familiar is within spell range only on a roll of 1-15.





If a familiar is available, roll 1d100 to find the type of animal available and consult Table 1.  Most of the creatures listed here are described in the Monstrous Manual (MM) or Monstrous Compendium (MC, with appendix number).  Those marked with an asterisk (*) have the standard familiar statistics:  AC 7, 2-4 hp + 1hp/mage level, Dmg nil.  Some animals include a variety of separate species with similar game statistics, listed by the creature's name.  The DM may substitute these alternates to add color to the campaign.  If  a result is a poor match in the DM's campaign due to climate, setting, or DM preference, roll again.





Some humanoids may cast wizard spells and thus have access to the find familiar spell.  However, they should not gain the innocuous creatures available to PC mages.  A humanoid needs a familiar that will impress his fellows; cats and crows would be eaten.  Table 2 lists a number of small nasty creatures to serve as a humanoid's familiar.





The ecology of he underground worlds limit what creatures are available to the mages there, such as drow.  Table 3 gives a list of suitable Underdark creatures, some of which are described in earlier tables.





Some sea elves and other aquatic peoples can become mages.  Appropriate creatures for these mages' familiars are given in Table 4.  All underwater creatures can sense what is disturbing the water around them, due to sensory organs in their skin.  They can detect kicking, swimming, thrashing, and explosions, even if unable to see them, and their hearing is very acute.





As mages grow in power, they sometimes outlast their first familiars and summon others.  Because they are more powerful when they summon second familiars, mages can sometimes command the services of special familiars.  Special familiars are intelligent creatures with low magic resistance that serve only mages of 10th or greater level.  If the die roll indicates that a familiar is available, the mage has a chance of summoning a special familiar equal to his level.  (10th level minimum).  Otherwise, roll on Table 1 as normal.  The type of special familiars gained depends on the mages' alignment:





CG:  Faerie dragon, young (MM, MC3)


NG:  Pseudodragon (MM, MC1)


LG:  Brownie (MM, MC1)


LN:  Mongrelman, 1HD (MM, MC2)


N:    Brownie-buckawn (MC5)


CN:  Sprite-atomie (MM, MC5)


LE:  Imp (MM, MC1)


NE:  Jermlaine (MM, MC2)


CE:  Quasit (MM, MC1)





All special familiars impart the following bonuses to their mages as long as the mage and familiar remain within a mile of each other:


	* - The mage can cast spells as if he were one level higher


* - The familiar has a telepathic link with its mage, whose senses are sharpened to the same level as his 


familiars


	* - The mage receives the benefit of magic resistance equal to his familiar (if any).





If a special familiar is ever slain, the mage loses four levels and one point of Constitution.  Because summoning a special familiar requires voluntarily investing the familiar with part of the caster's life energy, the restoration spell has no effect on the caster when these levels are lost.





Table 1:  Familiars





1d100 Result (source):  benefits for wizards; common traits





Amphibians and Reptiles


1	Bullfrog*:  wide-angle vision; aggressive, hungry, cannot tolerate extreme heat or cold, must be kept moist.


2	Chameleon*:  independent eye movement; slow, torpid, camouflage coloring, prehensile tail, long muscular 	tongue.


3.	Compsognathus (MC3, "Dinosaurs"):  acute vision; alert, active, distracted by small prey.


4.	Euparkeria (MC3, "Dinosaurs"):  acute vision; active, constantly hunting for small prey.


5.	Iguana*:  acute sense of smell; torpid, vegetarian, cannot tolerate extreme heat or cold.


6.	Snake, garter*:  Acute sense of smell; silent, shy, hunts for small prey.


7.	Toad*:  wide-angle vision ; lazy, slow, must stay moist, cannot tolerate extreme heat or cold.





Birds


8-12	Crow/Raven (MM, "Bird"):  acute vision; very literal minded, can be trained to talk, distracted by shiny 


objects, hates owls.


13-15	Hawk (MM, "Bird"):  acute long-distance vision; alert, fierce, aggressive, distracted by small ground 	animals.


16-18	Falcon (MM, "Bird"):  acute long-distance vision; very alert, easily trained, swift flier, fierce in defense, 


distracted by small rodents and birds.


19-21	Owl (MM, "Bird"):  acute night vision, acute hearing;  silent flier, nocturnal, wise and calm, fierce in 	defense.


22-23	Parrot*:  acute vision; intelligent, friendly, can be trained to talk, very dextrous claws, vegetarian.


24-25	Rhea (MM, "Bird"):  acute vision; timid, vegetarian, flightless, prefers to live in groups.





Mammals


26-27	Armadillo *:  acute sense of smell; insectivore, burrower, constantly searching for food, prefers to evade 


danger.


28-30	Badger (MC2):  acute vision and sense of smell; carnivorous, burrower, aggressive, quick tempered, 	courageous.


31-33	Bat, common (MM) (brown, pipistrel, fruit, fishing):  echolocation "radar" allows it to navigate in total 


darkness (wizard must whistle softly to do the same);  social, nocturnal, insectivore, elusive.


34--40	Cat, domestic (MM, "cat, small"): acute night vision, hearing, and sense of smell; playful, silent, curious, 


languorous, fierce when cornered, distracted by tiny moving creatures, friendly, easily trained.


41-42	Cat, wild (MM, "Cat, small") (margay, ocelot, bobcat, lynx):  acute night vision, hearing, and sense of 	smell; as for domestic cat, but much more wary and less social.


43-44	Deer, mouse*:  acute hearing, vision, and sense of smell;  timid, swift, shy, wary, lives in the tropics.


45-50	Dog, wild (MM) (bushdog, coyote, dingo, dhole):  acute hearing and sense of smell; very social, loyal, 	easily trained, very alert, prone to bark at danger.


51-55	Ferret (MM, "Mammal, small"):  acute hearing and sense of smell; intensely curious, constantly moving, 


distracted easily, tires easily.


56-58	Fox (MM, "Mammal, small") (red, gray, kit, silver, arctic):  acute hearing and sense of smell; cautious, sly, 


silent, opportunistic.


59-60	Jackal (MM, "Mammal"):  acute hearing and sense of smell; cautious, timid, opportunistic, loyal, not 	as cowardly as is commonly thought.


61-65	Monkey (MM, "Mammal, small") (capuchin, spider, rhesus, howler):  acute hearing; curious, playful, 	greedy, prone to tantrums, intelligent, easily trained, dextrous paws, some have prehensile tail, arboreal.


66-70	Opossum*:  acute sense of smell; nocturnal, torpid by day, omnivorous arboreal, hunts poisonous snakes.


71-75	Otter (MM, "Mammal, small"):  acute hearing and vision;  very playful, social, aquatic, carnivore, very easily 


distracted.


76-80	Rabbit (MM, "Mammal, small"):  acute hearing and vision; timid, swift, alert, prolific, some are social, some 


burrow.


81-85	Raccoon (MM, "Mammal, small"):  acute hearing and sense of smell; adaptable, opportunistic, 	dexterous paws, very playful, curious, social, easily to train.


86-90	Rat, wood (MM):  acute hearing and sense of smell; curious, very active, collects shiny metal objects, 	nocturnal.


91-95	Skunk (MM, "Mammal, small"):  acute sense of smell; confident, calm, peaceful, plodding, clean when not 


spraying enemies.


96-00	Squirrel (MM, "Mammal, small"):  acute hearing and vision; very active, quarrelsome, noisy, arboreal, 


curious.





Table 2:  Humanoid Mage Familiars





1d10 	Result (source):  benefits for wizards; common traits


1	Bat, vampire (MM):  echolocation radar to navigate in total darkness (Mage must whistle softly to do 	the same);  feeds on blood, disease carrier.


2	Bloodhawk (MM, "Bird"):  acute long-distance vision;  aggressive, not easily trained, rapacious.


3	Centipede, huge (MM):  silent movement, 90% ability; mindless, hungry, poisonous, likes the dark.


4	Rat, Common (MM):  acute hearing and sense of smell; adaptable, opportunistic, omnivorous, disease 	carrier, aggressive.


5	Rat, Giant (MM):  acute hearing and sense of smell; as for the common rat but far more aggressive.


6	Scorpion, large (MM):  silent movement, 90% ability; mindless and aggressive hunter, poisonous.


7	Spider, large (MM):  silent movement, 90% ability;  cunning, poisonous, aggressive.


8	Stirge (MM):  acute infravision and sense of smell; very aggressive, feeds on blood, disease carrier.


9	Vulture (MM, "Bird"):  acute long-distance vision;  opportunistic, cautious, carrion feeder, ugly.


10	Weasel (MM, "Mammal"):  acute hearing and sense of smell; aggressive, bad tempered, irritable, smelly, 	vicious, very active, voracious killer.





Table 3:  Familiars for Underdark Mages





1d10	Result (source):  benefits for wizards; common traits


1-2	Bat, common (MM) (brown, pipistrel, fruit, fishing):  echolocation "radar" allows it to navigate in total 	darkness (wizard must whistle softly to do the same);  social, nocturnal, insectivore, elusive.


3	Beetle, fire (MM):  acute sense of smell; aggressive, nocturnal.


4	Burbur (MC3):  acute night vision; docile, quiet.


5	Centipede, huge (MM):  silent movement, 90% ability; mindless, hungry, poisonous, likes the dark.


6	Lizard, small*:  can climb walls with 90% ability; prone to sit still with sudden bursts of speed, eats 	bugs and grubs, solitary.


7	Myconid (MM, 1HD):  acute sense of smell; passive, nonviolent, silent.


8	Rat, giant (MM):  acute hearing and sense of smell; as for the common rat but far more aggressive.


9	Spider, large (MM):  silent movement, 90% ability;  cunning, poisonous, aggressive.


10	Stirge (MM):  acute infravision and sense of smell; very aggressive, feeds on blood, disease carrier.





Table 4:  Familiars for Sea Mages





1d8	Result (source):  benefits for wizards; common traits


1	Barracuda (MM, "Fish", 1 HD):  acute, wide-angle vision; fast, aggressive, vicious.


2	Eel, weed (MM, "Fish"):  wide-angle vision; poisonous, torpid, prefers to lie camouflaged.


3-4	Fish, small* (parrotfish, cod, mackerel, etc.):  wide-angle vision;  cautious, curious, prone to flee.


5	Lobster*:  wide-angle vision; alert, fast backwards motion, can hold small objects with pincers.


6	Octopus, small*:  wide-angle vision; relatively intelligent, dexterous arms, carnivorous, shoots ink 	cloud.


7	Sea horse (MM, "Fish"):  wide-angle vision; alert, shy, agile, clever.


8	Stingray (MM, "Fish"):  wide-angle vision; torpid, poisonous, irritable.


