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Shard of Sacwhynne 
 Shard of Sacwhynne, 

Small 
Shard of Sacwhynne, 

Medium 
Shard of Sacwhynne, 

Large 
Size/Type: Small Elemental (Cold, 

Extraplanar) 
Medium Elemental (Cold, 
Extraplanar) 

Large Elemental (Cold, 
Extraplanar) 

Hit Dice: 2d8 (9 hp) 4d8+8 (26 hp) 8d8+24 (60 hp) 
Initiative: +5 +7 +9 
Speed: 30 ft. (6 squares) 30 ft. (6 squares) 30 ft. (6 squares) 

Armor Class: 15 (+1 size, +1 Dex, +3 
natural), touch 12, flat-
footed 14 

16 (+3 Dex, +3 natural), 
touch 13, flat-footed 13 

18 (-1 size, +5 Dex, +4 
natural), touch 14, flat-footed 
13 

Base Attack/Grp:  +1/-1 +3/+6 +6/+15 
Attack: +1 Longsword +4 melee 

(1d6+3 plus 1 Dex) 
+1 Longsword +8 melee 
(1d8+4 plus 1 Dex) 

+1 Longsword +12 melee 
(2d6+6 plus 1 Dex) 

Full Attack: +1 Longsword +4 melee 
(1d6+3 plus 1 Dex) 

+1 Longsword +8 melee 
(1d8+4 plus 1 Dex) 

+1 Longsword +12/+7 melee 
(2d6+6 plus 1 Dex) 

Space/Reach: 5 ft./5 ft. 5 ft./5 ft. 10 ft./10 ft. 
Special Attacks: Freeze Freeze Freeze 

Special Qualities:  Darkvision 60 ft., 
elemental traits, immunity 
to cold, vulnerability to 
fire, shardling storm 

Darkvision 60 ft., elemental 
traits, immunity to cold, 
vulnerability to fire, 
shardling storm 

Darkvision 60 ft., elemental 
traits, immunity to cold, 
vulnerability to fire, shardling 
storm 

Saves: Fort +0, Ref +4, Will +0 Fort +3, Ref +7, Will +1 Fort +5, Ref +11, Will +2 
Abilities: Str 14, Dex 13, Con 10, 

Int 4, Wis 11, Cha 11 
Str 16, Dex 17, Con 14, Int 
4, Wis 11, Cha 11 

Str 20, Dex 21, Con 16, Int 6, 
Wis 11, Cha 11 

Skills: Tumble +6 Tumble +10 Tumble +16 
Feats: Improved Initiative, 

Weapon Focus 
(Longsword)B 

Combat ExpertiseB, Dodge, 
Improved Initiative, Weapon 
Focus (Longsword)B 

Combat ExpertiseB, Dodge, 
Improved Initiative, Parry 
Arrows, Weapon Focus 
(Longsword)B 

Environment: Special Special Special 
Organization: Solitary Solitary Solitary 

Challenge Rating:  1 3 5 
Treasure: None None None 

Alignment: Usually neutral Usually neutral Usually neutral 
Advancement: 3 HD (Small) 5-7 HD (Medium) 9-15 HD (Large) 

Level Adjustment:  — — — 
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Shard of Sacwhynne (cont) 
 Shard of Sacwhynne, 

Huge 
Shard of Sacwhynne, 

Greater 
Shard of Sacwhynne, Elder 

Size/Type: Huge Elemental (Cold, 
Extraplanar) 

Huge Elemental (Cold, 
Extraplanar) 

Huge Elemental (Cold, 
Extraplanar) 

Hit Dice: 16d8+64 (136 hp) 21d8+84 (178 hp) 24d8+96 (204 hp) 
Initiative: +11 +12 +13 
Speed: 40 ft. (8 squares) 40 ft. (8 squares) 40 ft. (8 squares) 

Armor Class: 19 (-2 size, +7 Dex, +4 
natural), touch 15, flat-
footed 12 

24 (-2 size, +8 Dex, +8 
natural), touch 16, flat-
footed 16 

25 (-2 size, +9 Dex, +8 natural), 
touch 17, flat-footed 16 

Base Attack/Grp:  +12/+27 +15/+31 +18/+35 
Attack: +1 Longsword +21 

melee (3d6+10 plus 1 
Dex) 

+1 Longsword +25 melee 
(3d6+11 plus 1 Dex) 

+1 Longsword +29 melee 
(3d6+12 plus 1 Dex) 

Full Attack: +1 Longsword 
+21/+16/+11 melee 
(3d6+10 plus 1 Dex) 

+1 Longsword +25/+20/+15 
melee (3d6+11 plus 1 Dex) 

+1 Longsword +29/+24/+19/+14 
melee (3d6+12 plus 1 Dex) 

Space/Reach: 15 ft./15 ft. 15 ft./15 ft. 15 ft./15 ft. 
Special Attacks: Freeze Freeze Freeze 

Special Qualities:  Darkvision 60 ft., 
elemental traits, 
immunity to cold, 
vulnerability to fire, 
shardling storm 

Darkvision 60 ft., elemental 
traits, immunity to cold, 
vulnerability to fire, 
shardling storm 

Darkvision 60 ft., elemental 
traits, immunity to cold, 
vulnerability to fire, shardling 
storm 

Saves: Fort +9, Ref +17, Will 
+7 

Fort +11, Ref +20, Will +11 Fort +14, Ref +23, Will +12 

Abilities: Str 24, Dex 25, Con 
18, Int 6, Wis 11, Cha 
11 

Str 26, Dex 27, Con 18, Int 
6, Wis 11, Cha 11 

Str 28, Dex 29, Con 18, Int 6, 
Wis 11, Cha 11 

Skills: Tumble +26 Tumble +32 Tumble +36 
Feats: Combat ExpertiseB, 

Dodge, Improved 
Initiative, Mobility, 
Improved Parry 
Arrows, Parry Arrows, 
Power Attack, Weapon 
Focus (Longsword)B, 
Weapon Specialization 
(Longsword)B 

Combat ExpertiseB, Dodge, 
Improved Initiative, Iron 
Will, Mobility, Improved 
Parry Arrows, Parry Arrows, 
Power Attack, Spring 
Attack, Weapon Focus 
(Longsword)B, Weapon 
Specialization (Longsword)B 

Combat ExpertiseB, Deflect 
Spell, Dodge, Improved 
Initiative, Iron Will, Mobility, 
Improved Parry Arrows, Parry 
Arrows, Power Attack, Spring 
Attack, Weapon Focus 
(Longsword)B, Weapon 
Specialization (Longsword)B 

Environment: Special Special Special 
Organization: Solitary Solitary Solitary 

Challenge Rating:  7 9 11 
Treasure: None None None 

Alignment: Usually neutral Usually neutral Usually neutral 
Advancement: 17-20 HD (Huge) 22-23 HD (Huge) 25-48 HD (Huge) 

Level Adjustment:  — — — 
 
A shard cannot enter or pass any barrier made of flames such as a wall of fire unless it has some means 
to bypass it altogether.    
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Combat 
A shard is a calculating duelist that plans its attacks carefully.   

Freeze (Ex) 
A shard deals 1 point of Dexterity damage on each hit with any weapon it chooses to use as the cold of 
its body penetrates the opponent (this is included in the statistics block) 

Shardling Storm (Su) 
When a shard of Sacwhynne is destroyed, its body reanimates a round later as one or more shardlings 
(see the shardling entry for a description of this creature).  The number of shardlings created is equal to 
one-half the hit dice of the original shard, minimum 1.  Thus, a small shard creates one shardling, a 
medium shard 2, and so forth.  The shattering of the body includes the equipment, and so the shard’s +1 
longsword is not recoverable as loot for the party.   

Shardling 
Size/Type: Diminutive Elemental (Cold, Extraplanar, Swarm) 
Hit Dice: 1d8 (5 hp) 
Initiative: +5 
Speed: 5 ft, fly 30ft (perfect) 

Armor Class: 15 (+1 size, +1 Dex, +3 natural), touch 12, flat-footed 14 
Base Attack/Grp:  +1/-1 

Attack: Swarm (1d3 slashing plus 1d3 cold) 
Full Attack: Swarm (1d3 slashing plus 1d3 cold) 

Space/Reach: 5 ft./5 ft. 
Special Attacks: Freeze 

Special Qualities:  Darkvision 60 ft., elemental traits, immune to weapon damage, immunity to cold, 
vulnerability to fire, swarm traits 

Saves: Fort +0, Ref +4, Will +0 
Abilities: Str 14, Dex 13, Con 10, Int 4, Wis 11, Cha 11 

Skills: - 
Feats: Improved Initiative 

Environment: Special 
Organization: Solitary 

Challenge Rating:  1 
Treasure: None 

Alignment: Always Neutral 
Advancement: None 

Level Adjustment:  - 
 
A shardling looks like a localized ice storm, a swirling mass of razor sharp snowflakes moving with 
purpose.  They generally only appear when a shard of Sacwhynne is destroyed, although they can be 
found on their own sometimes.   
 

Freeze (Su) 
Any creature that begins its turn with a shardling in its space must succeed on a DC 11 Fortitude save or 
take 1 point of Dexterity damage from the ongoing cold. The save DC is Constitution-based 
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This printing of Dave Arneson’s Blackmoor: “Shard and Shardling 
Statistics”,  is done under version 1.0 of the Open Gaming License, 
version 5 of the D20 System Trademark License, version 4 of the D20 
System Trademark License, and the System Reference Document by 
permission from Wizards of the Coast, Inc. Subsequent printings will 
incorporate final versions of the license, guide and document. 
Designation of Product Identity:   
The following is hereby designated as Product Identity, in accordance 
with section 1(e) of the Open Game License: Sacwhynne 
Designation of Open Game Content:  
Excluding anything called out as Product Identity, and all works of art, 
this entire document is hereby designated open game content. 
Designation of Open Content:  
Subject to the Product Identity designation above, all skills, feats and 
spell mechanics are designated Open Gaming Content. Some of the 
portions of this book which are delineated OGC originate from the 
System reference Document and are copyright © 1999, 2000 Wizards 
of the Coast, Inc. The remainder of these OGC designations are 
hereby added to Open Game Content and if so used, should bear the 
COPYRIGHT NOTICE: “Dave Arneson’s Blackmoor: Shard and 
Shardling Statistics”, Copyright 2007 Zeitgeist Games, Inc. 
www.zeitgiestgames.com” Dungeons & Dragons® and Wizards of the 
Coast© are registered trademarks of Wizards of the Coast and are used 
with Permission. Open Game Content may only be used and in the 
terms of the Open Game 
License, 
 
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. 
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 1.0 Copyright 2000, Wizards of the Coast, Inc. 
System Rules Document Copyright 2000 Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original 
material by E. Gary Gygax and Dave Arneson. 
Dave Arneson’s Blackmoor: Shard and Shardling Stati stics , 
Copyright 2007 Zeitgeist Games, Inc. 

 


