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INTRODUCTION

This is the Dusceons & Dragoys® [wlep]awng Game, the game
that defines the genre and has set the standard for fantasy role-
playing for more than 30 years, |

Specifically, this is the Monster Manual. This book contains
entries for hundreds of erearures, both hostile and benign, for use |
in Duwceons & Discoss adventures. This book, the Player's Hand- |
book, and the Dungeon Master's Guide comprise the core rules for)
the D&D* game. |

This introduction explains how 1o read each creature’s write-up.
It often refers to the Glossary, located in Chapter 7 a1 the back of
this book (starting on page 305}, for more details on attack forms
and the special qualities associated with monsters.

A list of monsters organized by Challenge Raring appears on
pages 318 and 319 to make it easy for the Dungeon Master to tailor
encounters to the party level of the player characrers.

READING THE ENTRIES

Each monster deseription is organized in the same general format, |
a5 outlined below, For complete information abour the characrer-
istics of monsters, consult Chapter 7: Glossary (starting on page
305, the Player's Handbook, or the Dungeon Master's Guide.

STATISTICS BLOCK
\This portion of a monster description contains basic game infor-
maticn on the creature.

Name
This is the name by which the creature is generally known. The
descriptive text may provide other names,

Size and Type
Thisline describes the creature’s size (Huge, for example), Size car-
egories are defined in the Glossary. A size modifier applies ro the
creature’s Armor Class {AC) and attack bonus, as well as 1o cermain
skills. A creature’s size also determines how far it can reach to,
make 1 melee artack and how much space it occupies ina fight|
{see Space/Reach, below).

The size and type line continues with the creature’s type (giant,;
for example), Type determines how magic affects a ereature; for

continwed from poge 4

(Goblingid): bugbear, goblin, hobgoblin

Humaneoid: bughbear, dwarf, alf, githyanki, githzerai, gnoll, gnome,
goblin, halfling, hobgoblin, kobold, lizardfolk, lacathah, merfalk, orc,
troglodyte

(incorporeal): allip, ghost, shadow, spectre, wraith

(Lawful): inevitable.

Magical Beast: ankheg, araneas, basilisk, behir, bulette, blink dog,
chimera, cockatrice, darkmantle, digester, displacer beast, dragonne,
ethereal marauder, fiendish dire rat, frost worm, giant eagle, giant owl,
girallon, gorgon, gray render, griffon, hellwasp swarm, hippogriff, hydras,
kraken, krenshar, lamia, lammasu, manticore, owlbear, pegasus, phase
spider, purple worm, remarhaz, roper, shocker lizard, sea cat, sphinses,
spider eater, stirge, tarrasque, unicorn, winter wolf, worg, yrthak,

Monstrous Humaneid: centaur, derro, doppelganger, gargoyle, grim-
lock, hags. harpy, kuo-toa, medusa, minotaur, sahuagin, yuan-ii,

Ooze: black pudding, gelatinous cube, gray ooze, ochre jelly,

Oulsider: ravid,

Outsider [Air): air mephit, arowhawk, djinni, dust mephit, ice mephit.

Outsider (Chaotic): chaos beast, demons, eladrins, howler, lillend,
slaadi, titan

Qutsider (Evil): achaieral, barghest, demons, devils, hell hound,

example, the hold animal spell affects only creatures of the animal |
type. Type determines cerrain features, such as Hit Dice size, base |
attack bonus, base saving throw bonuses, and skill points. For!
guick reference, the Glossary gives a full description of the fea-
| tures and traits of each type and subtype.

Hit Dice

This line gives the creature’s number and type of Hit Dice, and
lists any bonus hit points. A parenthetical note gives the average |
‘hit points for & creature of the indicated number of Hir Dice. |

A creatures Hir Dice total is also treated as its level for deter-
mining how spells affect the creature, its rate of natural healing,
and its maximum ranks in a skill

Initiative

This line gives the creature’s modifier on initiative checks.

h.pl-.‘r?l.'i

| This line gives the creamure’s mctical speed on land (the amount of|
|distance it can cover in one move action). If the creature wears
armor that reduces its speed, the creature’s base lind speed follows.

If the creature has other modes of movement, these are given |
after (or in place of | the land speed. Unless noted otherwise,
modes of movement are natural (nor magicall, See the Glossary for
information on movement modes.

Armor Class

The Armor Class line gives the creature’s AC for normal combat,
and includes a parenthetical mention of the modifiers conteibue-
ing to it (usually size, Dexterity, and natural armor), The crearure’s
touch and fat-foored ACs follow the combat-ready AC,

A creature’s armor proficiencies (if it has any) depend on irs
type, but in general a creature is automatically proficient with any
kind of armor it is described as wearing (light, medium, or heavy),
and with all lighter kinds of armor.

Base Attack/Grapple

The number before the slash on this line is the creature's base
artack bonus (before any modifiers are applied). The DM usually
won't need this number, burit can be bandy sometimes, especially
if the creature has the Power Artack or Combat Expertise feats,

The number after the slash is the creamure’s grapple bonus, which

e ——

howler, night hag, nightmare, rakshasa, shadow mastiff, vargouille, xll,
yeth hound.

Outsider (Earth): earth mephit, salt mephit, xom

Qutsider (Fire): azer, efreeti, hell hound, fire mephit, magma meghit,
stearn mephit, rast, salamanders

Outsider (Good): angels, archons, eladrins, guardinals, lillend, titan.

Outsider [Lawful): achaierai, archans, barghest, devils, formians, hell
hound, rakshasa, xill

Outsider (Mative): aasimar, couatl, janni, tiefling, rakshasa, triton

Outsider [Water); coze mephit, water mephit, tojanidas, triton.

Plant: assassin vine, phantam fungus, shambling mound, shrieker,
tendriculos, treant, violet fungus.

{Reptilian): kobald, lizardfolk, trogladyte

{Shapechanger): aranea, barghest, doppelganger, lycanthropes,
mimic, phasm.

Undead: allip, bodak, devourer, ghast, ghost, ghoul, lich, mohrg,
mummy, nightshades, shadow, skeletons, spectre, vampire, vampire
spawn, wight, wraith, zombie.

Yermin: centipede swarm, giant insects, locust swarm, monstrous
centipedes, monstrous scorpions, monstrous spiders, spider swarm.

(Water): black dragon, bronze dragon, ooze mephit, water mephit

e e e e e Nt T T —— —




is used when the crearure makes a grapple antack or when someone
tries to grapple the creature, The grapple bonus includes all modi-
fiers thar apply to the creature’s grapple checks (base attack bonus,
Strength modifier, special size modifier, and any other applicable
maodifier, such as a racial bonus on grapple checks)

Artack !
| This line shows the single artack the creature makes with an artack |
|action, In most cases, this is also the anack the creanire uses when |
,making an attack of opportunity as well The attack line provides |
|the weapon used (natural or manufactured), attack bonus, and
| form of artack {(melee or ranged). The attack bonus given includes
(modifications for size and Strength (for melee attacks) or Dexter-
ity (for ranged artacks). A cresture with the Weapon Finesse fear
can use its Dexterity modifier on melee artacks.
If the creature uses natural attacks, the natural weapon given
(here is the crearure’s pomary natural weapon (see the Glossary).
If the creature has several different weapons at its disposal, the |
|alternarives are shown, with each different attack separated by the |
{wird “or” ;
A creature can use one of its secondary natural weapons (see the
Glossary) when making an attack action, bur if it does it takes an
artack penalty, as noted in the Full Attack section below,
The damage that each artack deals is noted parentherically.
Damage from an attack is always at least 1 point, even if a subtrac-
tion from a die roll reduces the result to 0.or lower.

Full Attack

| This line shows all the physical artacks the crearure makes when it
{uges a full-round action to make a full amack. It gives the number of
sartacks along with the weapon, attack bonus, and form of artack (melee
\or ranged |. The first entry is for the creature’s primary weapon, with an
attack bonus including modifications for size and Smength (for melee
Jattacks) or Dexterity (for ranged attacks). A creature with the Weapon
Finesse feat can use irs Dexterity modifier on melee attacks.

The remaining weapons are secondary, and attacks with them
are made with a =5 penalry o the artack roll, no marter how many
there are, Crearures with the Multiatack feat (see page 304) take |
only a -2 penalty on secondary atacks. l

The damage that each artack deals is noted parenthetically. |
Damage from an artack is always at least 1 point, even if 2 subtc-
tion from a die roll reduces the result to 0 or lower

A creature’s primary attack damage includes its full Strengeh
medifier (1-1/2 times its Strength bonus if the attack is with the
creature’s sole natural weapon) and is given first. Secondary
attacks add only 1/2 the creature’s Strength bonus and are given
second in the parentheses.

If any artacks also have some special effect other than damage |
(poison, disease, energy drain, and so forth), that information is |
given here, .

Unless noted otherwise, creatures using natural weaspons deal |

\double damage on critical hits.
Manufactured Weapons; Creatures that use swords, bows,
\spears, and the like follow the same rules as characters do. The
bonus for artacks with two-handed weapons is 1-1/2 rimes the
creature’s Srrength modifier (if it is a bonus), and is given first. Off- |
hand weapons add only 1/2 the Strength bonus and are given |

second in the parentheses.

Space/Reach
This line describes how much space the crearure takes up on the |
bartle grid and thereby needs to fight effectively, as well as how|
close it has to be o threaten an opponent. The number before the
|slash is the erearure’s space, or how many feet one side of the crea-
Jture occupies (refer to the Dungeon Master's Guide for addirional
idetails). For example, a creature with a space of 15 feet occupiesa,
| 3-square-by-3-square space on the battle grid. The number after
the slash is the crearures narural reach. If the creature has excep-
tional reach due 1o a weapon, tentacle, or the like, the extended .
reach and its source are noted in parentheses at the end of the line.

Special Attacks and Special Qualities
Many crearures have unusual abilities, which can include special
attack forms, resistance or vulnerability to certain types of |
damage, and enhanced senses, among others. A monster entey |
breaks these abiliries into special attacks and special qualities, The |
larter category includes defenses, vulnerabilities, and orher special |
abilities that are not modes of artack. A special ability is either,
extraordinary (Ex), spell-like (Sp), or supernatural (Su). See the |
Glossary for definitions of special abilities. Additional informa-
tion (when needed) is provided in the creamure’s deseriptive texr.
VWhen a special ability allows a saving throw, the kind of save
and the save DC is noted in the descriptive text. Most saving
throws against special abilities have DCs calculated as follows: 10
# 1/2 the attacker's racial Hit Dice + the relevant ability modifier.
The save DC is given in the creature’s description along with the
ability on which the DC is based.

Saves
This line gives the creature’s Fortitude, Reflex, and Will save modifiers

Abilities
This line lists the creature’s ability scores, in the customary order
Six, Dex, Con, Int, Wis, Cha. Except where noted otherwise, each

WHY A REVISION?
The new Dunceons & Deacons game debuted in 2000. In the three years
since the d20 game system energized the RPG industry, we've gathered
tons of data on how the game is being played. We consider D&ED to be
a living game that constantly evolves as it is played, Using the gathered
feedback. we've retooled the game from the ground up and incorpo-
rated everyone's suggestions to improve the game and this product

If this is your first experience with D&D, we welcome you fo a
wonderful world of adventure and imagination, If you played the
prior version of this book, rest assured that this revision is a testa-
ment to our dedication to continuous product improvement and
innovation, We've updated errata, clarified rules, polished the pres-
entation, and made the game better than it was. This is an upgrade
of the d20 System, not a new edition of the game. This revision is
compatible with existing products, and these products can be used
with the revision with only minor adjustments.

What's new in the revised Monster Manual? The entire book has been

polished and refined, all in response to your feedback and to reflect the
way the game is actually being played. We've reorganized the group
mionster entries into easier-to-use, single-entry formats. Mew monsters
have been added to this larger book. Advanced versions of some
mansters have been included to challenge higher-level characters. New
monster feats have been added, and all monster abilities are detailed in
the glossary for easy reference. Monsters that can be used as player
characters have level adjustments and other information to expedite
such play, and we've reworked all monsters so that they gain feats and
skills the same way that player characters do. We've added extensive
information on how to advance, customize, and design monsters, And
there are other improvemnents throughout, such as first-glance descrip-
tions of monsters, typical spell lists for spellcasting monsters, addi-
tional statistics to speed up play (including grapple benus and full
attack routines), and ready-to-play entries for all monster types.

Take a look, play the game, We think you'll like how everything
turned out.




crearure is assumed to have the standard acray of ability scores
before racial adjustments (all 115 and 1051 To determine any cres-
ture's racial ability adjustments, subtract 10 from any éven-num-
bered ability score and subiract 11 from any edd-numbered score.
{Exceptions are noted in the Combat section of a creature’s descrip- |
tive text.) Humanoid warriors are generally built using the nonelite |
array: 13, 12, 11, 10, 9, 8. Advanced creatures (such as the hound |
|archon hero) are built using the elite array: 15, 14, 13, 12, 10, 8.,

Most abilities work as described in Chapter 1 of the Flayer's)
Handbook, with exceptions given below, .

Strength: As noted on page 162 of the Player's Handbook, quad-

crupeds can carry heavier loads than bipeds can, Any crearure with

_four or more motive limbs can carry a load as a quadruped, even if
it does not necessarily use all the limbs ar once. For example, drag-
ons carry loads as quadrupeds.

Intelligence: A creature can speak all the languages mentioned
in its description, plus one additional language per point of Intel-
ligence bonus, Any creature with an Inrelligence score of 3 or |
higher understands at least one langusge (Common, unless noted |
otherwise).

Nonabilities; Some creatures lack certain ability scores. These
creatures do not have an ability score of 0—they lack the ability
altogether, The modifier for a nonability is +0. Other effects of
nonabilities are demailed in the Glossary.

Skills
This line gives the creature's skills, along with each skill's modifier
|Uncluding adjustments for ability scores, armor check penalties,
and any bonuses from fears or racial traits). All listed skills are
class skills, unless the creature has a characrer class (noted in the
lentry), A crearure’s rype and Intelligence score determine the
number of skill points it has,
The 5kills section of the creature’s description recaps racial
\bonuses and other adjustments o skill modifiers for the sake of
clariry; these bonuses should not be added to the listed skill mod-
ifiers, An asterisk (*) beside the relevant score and in the Skills sec-
tion of the descriptive text indicates a conditional adjustment, one
that applies only in certain situations (for instance, a gargoyle gers
an additional +8 bonus on Hide checks when it is.concealed |
against a background of worked stone). .
Narural Tendencies: Some creatures simply aren't made for,
certain types of physical activity. Elephants, despite their great
Strength scores, are terrible at jumping. Giant crocodiles, despite
their high Strength scores, don't climb well. Horses can't walk
tightropes, If it seems clear to you that a particular ereature simply
is notmade for a particular physical activity, you can say that the
creature takes a—8 penalty on skill checks thar defy its natural ten-
\dencies. In extreme circumstances (3 porpoise attempring a Climb
| check, for instance) you can rule that the creature fails the check
Lautomatically

Feats
The line gives the creature’s feats. A monster gains feats just as 2
character does—one for its first Hit Die, a second feat if it has ar
least 3 HD, and an additional feat for every addidonal 3 HD. (For
example, a 9 HD creature is entitled to four feats.)

Sometimes a creature hasone or more bonus feats, marked with
a superscript B (%), Creatures often do not have the prerequisites
for a bonus fear. 1f this is so, the creature can still use the fear. If
| you wish to customize the creature with new feats, you can reas-
|sign irs other feats, bur not its bonus feats. A creature cannot have
{a feat that is nota bonus fear unless it has the feat’s prerequisites.

Enviconment

This line gives a type of elimate and terrain where the eresture is
typically found. This describes a rendency, bur is not exclusionary,
A preatwyrm gold dragon, for instance, has an environment entry.,

of warm plains, but could also be encountered underground, in |
cold hills, or even on another plane of existence, See Chapter 3.0f |
the Dungeon Maslers Guide for more on terrain types and climae, |

CUrganization

| This line describes the kinds of groups the creature might form. A
\range of numbers in parentheses indicates how many combat-
ready adults are in gach type of group. Many groups also have a
number of noncombatanes, expressed as a percentage of the fight-|
Jing pnpu]nl:nn. Noncombatants can include young, the infirm, |
slaves, or other individuals who are not inclined o Bght. A crea- |
ture’s Soclery section may include more details on noncombatants.
If the organization line contains the term “domesticated,” the
creature is generally found only in the company of ether crea-,
tures, whom it serves in some capacity,

Challenge Rating

\This shows the average level of a party of adventurers for which |
\one creature would make an encounter of moderate difficuliy

L Assume a party of four fresh characters (full hit points, full spells,
and equipment appropriate to their levels), Given reasonable luck, |
the party should be able o win the encounter with some damage
but no casualties. For more information about Challenge Ratings,
see pages 36 and 48 of the Dungeon Master's Guide,

Treasure

This line reflects how much wealth the creature awns and refers |
to Table 3-5: Treasure on page 52 of the Dungeon Masfer's Guide. In |
mast cases, @ creature keeps valuables in its home or laic and has
no treasure with it when it travels. Intelligent creatures that own
useful, portable treasure (such as magic items) tend 1o carry and |
use these, leaving bulky irems at home. See the glossary for more |
details on using the Treasure line of each monster entry.

Alignment

This line gives the alignment that the creature is most likely 1o
have. Every entry includes s qualifier thar indicares how broadly
that alignment applies to the species as a whole. See the Glossary
for derails.

Advancement

This book usually deseribes anly the most commonly encoun-
tered version of a creature (though some entries for advanced
monsters can be found). The advancement line shows how tough
a creature can get, in terms of extra Hit Dice. (This is not an
absolute limit, but exceptions are extremely rare.) Often, intelli-
gent creatures advance by gaining a level in a character class
instead of just gaining a new Hit Die.

Level Adjustment

This line is included in the entries of crearures suirable for use as
player characters or as cohorts (usually ereatures with Intelligence
scores of at least 3 and possessing opposable thumbs), Add this
number to the creature’s total Hit Dice, including class levels, 1o
get the ereature’s effective characrer level (ECL). A character’s ECL
affects the experience the character earns, the amount of experi-
ence the character must have before gaining a new level. and the |
character’s starting equipment. See pages 172, 199, and 209 of the |
Dungeorn Master’s Guide for more informartion.

DESCRIPTIVE TEXT

The body of each entry opens with a sentence or two_that)
describes what the player characters might see on finst encounter- |
\ing a monster, followed by a short description of the crearure:
what it does, what it looks like, and what is most noteworthy
about it Special sections describe how the ereature fights and give
details on special artacks, special qualities, skills, and fears.




CHAPTER I
MONSTERS A TO Z

This book contains hundreds of crearures for use inany Dusceoss |
& Dracons game, Refer to the Glossary, starting on page 305, for |
\definitions of common features and abilities of individual mon-_
\sters. In most cases, a monster entry describes a rypical individual |
|of the kind In question, which is the most common version en-|
countered by characters on adventures. The DM can modify these |
eniries, create advanced or weaker versions, or alter any statistics |
|to.play a monster against type and surprise the plaver characters.
And now, let's meet the monsters, . ..

ABOILETH

| The cool, refreshing water suddenly erupis in @ storm of reaching, grasp-
\ing tentacles. The tentacles connect to a primeval fish, 20 feet in length |
|fram its bulbous head to its crescent-shaped tail, Three siit-shaped gyes,

| protected by bony ridges, are set ane atop the other in the front of its head,
which remiains just beneath the surface as it ottacks,

The aboleth is a revolting fishlike amphibian found primarily in
subterranean lakes and rivers. [t despises all nonagquatic creatures
and attempts to destroy them on sight.

An aboleth has a pink belly. Four pulsating blue-
\black orifices line the botrom of its body and se-
\crete gray slime that smells like rancid grease.
L1r uses fts tail for propulsion in the water
land drags itself along with its ten-
tacles on land. An aboleth weighs
.about 6,500 pounds.

Aboleths are cruel and
highly intelligent, mak-

ing them dangerous pred-
arors. They know many ancient and rerrible
secrets, for they inherit their parents’ knowl-
edge at birth and assimilate the memories of
all they consume.

Aboleths are smart enough to refrain
from immediately artacking land dwellers
who draw near. Instead they hang back,
hoping their prey will enter the water, which
they often make appenr cool, clear, and refreshing with their
powers of illusion. Aboleths also use their psionic abilities 1o
enslave individuals for use against their own companions,

Aboleths have both male and female reproductive organs. They
 breed in solitude, laving 1d3 eges every five years. These eggs grow
\for another five years before hatching into full-grown aboleths.
LAlthough the voung are physically mature, they remain with their
| parent for some ten years, obeying the older creature urrerly,

Aboleths speak their own language, as well as Undercommon
and Agquan.

COMBAT

An aboleth artacks by flailing with its long, slimy tentacles,
though i prefers ro fight from a distance using its illusion powers.
Enslave (Su): Three times per day, an abaleth can attempt 1o
enslave any one living creature within 30 feer. The target must
|succeed on a DC 17 Will save or be affecred as though by a domi-
|nate person spell (caster level 16th). An enslaved creature obeys the
{aboleth’s relepathic commands until freed by remove curse, and can
lattempt a new Will save every 24 hours to break free. The control
is also broken if the aboleth dies or travels more than 1 mile from
its slave. The save DC is Charisma-based
Psionics (Sp): Ar \\'i]|—it}'puuhf pattern (DC 15), illusory wall (DC)
17}, mivage arcana (DC AR), persistent image (DC 18), programmid.,

image (DC 19, project image (DC 200, veil (DC 19), Effective caster,
level 161h. The save s are Charisma-based. |

Slime (Ex): A blow from an aboleth’s tentacle can cause a terri- |
ble affliction. A creature hit by a tentacle must succeed ona DC 19|

| Fortitude save or begin to transform over the next 1d4+1 minutes,

(the skin gradually becoming a clear, slimy membrane. An afflicred

(ereature must remain moistened with cool, fresh water or take
1d12 points of damage every 10 minutes. The slime reduces the
crearure’s natural armor bonus by 1 (bur never 1o less than 0). The |
save DC is Constitution-based.

A remove disease spell cast before the mansformation is complete
will restore an afflicted creature to normal. Afrerward, however,
only a heal or mass heal spell can reverse the affliction.

Mucus Cloud {Ex): An abolerh underwater surrounds irself |
with a viscous cloud of mucus roughly 1 foor thick. Any creature
coming into contact with and inhaling this substance must suc-

|ceed on a DC 19 Fortiude save or lose the ability to breathe air for
I the next 3 hours. An affected créature suffocares in 2ds minutes if
iremoved from the water. Renewed contact with the mucus cloud |
and failing another Fortitude save continues the effect for
another 3 hours. The save DC is Constirution-based.
Skills: An aboleth has a +8 racial bonus on any
Swim check to perform some special acrion or
avoid a hazard. It can abways choose 1o take
10 on a Swim check, even if distracted
or endangered. It can use the
run_action while swim-|
ming, provided it swims |
in a srraight line.

ABOLETH MAGE
Among the watery tombs and dungeons they inhabit, the lords of
the aboleths focus their efforts 1o achieve dominion through their
study of wizardry. Their great power marks them as ameng the
lords of all subterranean creatures. Still, these crearures, devored
to their arcane scholarship, spend most of their long lives alone.

Combat

The save DC for the aboleth mage's rransformation tentacle
artack (DC 21) and its mucus cloud (DC 21) are adjusted for irs
higher Constitution score. The save DC for its enslaye ability
(DC 16 is adjusted for its lower Charisma score, as are the save
DCs for 15 psionic abiliries: Hypnotic pattern (DC 14, illusary wall |
({DC 16 mirage arcana (DC 17}, persistent image (DC 1T} pro- |
gramed image (DC 18), project image (DC 19), veil (DC 18). Effec- |
tive caster level 16th.

The aboleth mage uses a number of spells, such as displacement, |
greater invisthility, and wall of force, to protect irself while seizing |
control of its foes with spells and innate abilities. |

Typical Wizard Spells Prepared (4/6/5/4/4/3: save DC 15 + spell

Hewel): 0—daze, detect magic (2), resistance; 15t—alarm, charm persor,
color spray, mage. armot, magic missile (2); 2nd—blur, bull's strength,
darkness, fox’s cunning, see invisibilly; 3ed—dispel magie, displacement,



Hit Dice: gdg+40 (76 hp)
Initiative: +1
Speed: 10 1. (2 squares), swim 60 fr.
Armor Class: 16 (2 size, +1 Dex, +7 natural),
touch 9, flar-foored 15
Base Attack/Grapple: +6/+422
Artack: Tentacle +12 melee (1d6+8 plus slime)
Full Artack: 4 tentacles +12 melee (1ds=8 plus slime)
Space/Reach: 15 fr./10 fr.
Special Artacks: Enslave, psionics, slime

Special Qualities:

Aboleth
Huge Aberration (Aquatic)

Aguatic subtype, darkvision 60 fr..
mucus cloud

Saves: Fort +7, Ref +3, Will +11
Abilities: Str 26, Dex 12, Con 20,
Int 15, Wis 17, Cha 17
Skills: Concentration +16, Knowledge
{any one} +13; Listen «16, Spot +16,
Swim +8
Feats: Alertness, Combat Casting, Tron Will
Environment Underground
Organization: Solirary, brood (2—4), or

Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

slaver brood (1d3+1 plus 7-12 skum]
Double standard
Usually lawful evil

916 HD (Hugel: 17-24 HD (Gargantuan]

fiy, lightning bolt; 4th—greater invisibility, phantasmal liller serying.
stonesking Sth—hold monster, empowered lightning boli, wall of forze.

ACHAIERAL

Large Outsider (Evil, Extraplanar, Lawful)

Hit Dice: 6d8+12 (32 hp)

Initiative: +1

Speed: S0 £ (10 squares)

Armor Class: 20 (-1 size, +1 Dex, 410 namural), touch 10,
flat-footed 19

Base Attack/Grapple: +6/+14

Attack: Claw +9 melee (2d6+4)

Full Artack: 2 claws +9 melee (2d6+4) and bite +4 melee (4d6+2)

Space/Reach: 10 fr./10 fi.

Special Artacks: Black cloud

Special Qualities: Darkvision 60 fr., spell resistance 19

Saves: Fort +7, Ref +6, Will +7

Abilities: Str 19, Dex 13, Con 14, Int 11, Wis 14, Cha 16

skills: Balance +10, Climb +13, Diplomacy +5, Hide 26,
Jump +21, Listen +11, Move Silently +10, Sense Motive +11,
Spot +11

Feats: Dodge, Mobility, Spring Attack

|Environment: Infernal Bartlefield of Acheron

Organization: Solitary.or flock (5-8]

Challenge Rating: 5

| Treasure: Double standard

Alignment; Always lawful evil

Advancement: 7-12 HD (Large); 13~-18 HD (Huge)

Level Adjustment: —

Aboleth Mage, 10th-Level Wizard
Huge Aberration (Aquatic)
ads+56 plus 10d4470 (177 hp)

10 ft. (2 squares), swim 60 fr.
18 (=2 size, +3 Dex, +7 natural), touch 11, flar-footed 15

#11/+28

Tentacle +18 melee (1d6+9 plus slime)

4 tentacles +18 melee (1d6+9 plus slime)

is fr./10 fu

Enslave, psionics, slime, spells

Aguatic subtype, darkvision 60 fr., mucus cloud, summeoen familisr

Fort +15, Ref +10, Will +15

Str 28, Dex 16, Con 24,

Int 20, Wis 16, Cha 14

Bluff +13, Concentration +25, Decipher Script +15, Diplomacy +6,
Disguise +2 (4 acting), Intimidate +4, Knowledge (arcana) +15,
Knowledge (dungeoneering) +25, Knowledge (history) 415,
Knowledge (the planes) 415, Listen +15, Search +10,

Sense Mortive +15; Spellcraft +20, Spot +17,

Survival +3 [+5 following tracks, on other planes, and underground),
Swim 48

Combat Casting, Empower Spell, Eschew Marerials,

Great Fortitude, Improved Iniriative, Lighming Reflexes,

Seribe Scroll, Spell Focus (illusion), Spell Focus (enchantment)
Spell Penetration

Underground

Solitary

i7

Double standard
Usually lawbul evil
By characrer class

Ac.lljuﬂll,"f'nﬂ:




A large creature stands on four stililike legs. [t has
o birdlike body, round and plump, about the size
of a small pony, balanced atop its legs. Feathers
that range in color from brown to red cover its
body, and its terrible clows and beak glint like
burnished metal,

LAchaierais are massive, 15-foor-tall flight-
less birds that inhabit the plane of
Acheron and are only occasignally
encountered elsewhere, They are |
Levil, clever, and predatory, with a dis- L.
tinct teste for torture.
Achaierais speak Infernal. They weigh
about 750 pounds. |

COMBAT

In close combart, an achaierai lashes
out with two of its four legs and snaps
with its powerful beal. It makes fre-
quent use of its Spring Artack fear
to strike quickly and then rerrear
out of range before an enemy can
counterartack. '
An achaierai’s natural weapons,
as well as any weapons it wields, are
Jreated as evil-aligned and lawful- |
|aligned for the purpose of overcoming
|damage reduction
Black Cloud (Ex}: Up to three times per day
|an achaierai can release a choking, roxic black cloud.
| Those other than achaierai within 10 feer instantly take 2ds
points of damage. They must also succeed ona DC 15 Fortitude

save or be affected for 3 hours as though by an insanily spell

{caster level 16th). The save DC is Constitution-based.

ALLITP,

An allip is the spectral remains of
someone driven to suicide by a mad-
ness that afflicred it in life, It craves |
only revenge and unrelentingly
pursues those who tormented it in
life and pushed it over the brink.
An allip cannet speak intelligibly,

COMBAT

An allip is unable 1o cause physical
harm, although it doesnt appear 1o
= know that. It keeps flailing away at
enemies, vet itinflicts no wounds

Babble (Su): An allip constantly
mutters and whines to irself, creat-
ing o hypnotic effect. All sane crea-
tures within 60 feet of the allip must
succeed on a DC 16 Will save or be
alfected as though by a hypnatism
spell for 2d4 rounds. This is a sonic
mind-affecting compulsion effect
Creatures that successfully save can-
not be affected by the same allip's
babble {or 24 hours. The save DC is
Charisma-based.

Madness (Su): Anyone targeting
an allip with a thoughe detection,
# mind control, or telepathic ability makes
/_direct contact with its rorrured mind and |
takes 1d4 points of Wisdom damage,

Wisdom Drain (Su): An allip causes
1d4 points of Wisdom drain each rime it
hits with its incorporeal touch artack. On
each such successful artack, it gains § temporary hit

points

Atlip

X

ANGEL

Medium Undead (Incorporeal)

Hit Dice: 4d12 (26 hp)

Initiative: +5

Speed: Fly 30 fi. (perfect) (6 squares)

Armor Class: 15 (+1 Dex, +4 deflection), rouch 13, flar-footed 14
Base Artack/Grapple: +2/—

Attack: Incorporeal touch +3 melee (1d4 Wisdom drain)

Full Artack: Incorporeal touch +3 melee (1d4 Wisdom drain)
Space/Reach: 5 ft./s fr.

_Sp-rc:i.al Attacks: Babble, madness, Wisdom drain
| Special Qualities: Darkvision 60 ft., incorporeal mraits, +2 rn

resistance, undead traigs
| Saves: Forr +1, Ref +4, Will +4
Abilities: Str—, Dex 12, Con—, Int 11, Wis 11, Cha 18
Skills: Hide +8, Intimidate +7, Listen +7, Search +4, Spot +7,
Survival +0 (2 following tracks)

Feats; Improved Initiative, Lightning Reflexes
Environment: Any

Organization: Solitary

Challenge Rating;: 3

Treasure: Mone

Alignment: Always neutral evil

Advancement: 5-12 HD (Medium)

Level Adjustment: —

The creature that floats before. you is ke o thing out of nightmore. It hosa
vaguely humarnoid shape, but it's o shape without features that has been
distorted angd brstles with madness. From the waist down, it trails away imto
vaparaus nothingness, leaving a foint trace of fog behind it as it moves

Angels are a race of celestials, beings who live on the good-aligned
Curter Planes, Celesrials positively drip with goodness—every fiber
of their bodies and souls is suffused with it They are the natural ene-
mies of demens and devils {creamures of the infernal realms)

Angels can be of any good alignment. Lawful good angels hail
from the plane of Celestia, neutral good angels from the plane of
Elysium or the Beastlands, and chaotic good angels from plane of
Arborea. Bepardless of their alignment, angels never lie, chear, or
steal. They are impeccably honorable in all their dealings and often
prove the most rrustworthy and diplomartic of all the celestials

All angels are blessed with comely looks, though their actual
appearances vary widely

Angels speak Celestial, Infernal, and Draconic, though they can
speak with almost any creature because of their tongues ability.

COMBAI

Though they are honorable and good, angels don't hesitare 1o back
up their arguments with their weapons and other powers when
necessary. Though they do not relish combar, they do not hesime
to take the bartle to the enemy. In combat, most angels make full
use of their mobility and their ability to attack at o distance.

Angel Trairs: An angel possesses the following traits (unless,
otherwise noted in a creature’s entry).

—Darkvision out 1o 60 feet and low-light vision.

—Immunity to acid, cold, and perrification,

— Resistance. ro.elecricity 10 and fire 10,

— +4 racial bonus on saves against poison

— Profective Auna (Su): Against attacks made or effects created by
evil creatures, this ability provides a +4 deflection bonus to AC and



+4 resistance bonus on saving throws to anyone within 20 feer of the
angel. Otherwise, it functions as.a mage circle against evil effect and o
lesser globe of immilnembility both with a radius of 20 feet (caster level
equals angel's HD), This aura can be dispelled, but the angel can

create it again as a free sction on its next e, (The defensive bene- |
fits from the circle are not included in an angel's statistics bloclk).
—Tongues (Su): All angels can speak with any crearure that hasa

language, as though using a fongues spell (caster level equal 1o
angel's Hit Dice). This ability is always active.

ANGEL, ASTRAL DEVA

Medium Qutsider (Angel, Extraplanar, Good)

Hit Dice: 12d8+48 (102 hp)

Initiative: +8

Speed: 50 ft. (10 squares), fly 100 ft. (good)

Armor Class: 29 (+4 Dex, +15 nagural), touch 14, fai-footed 25
Base Attack/Grapple: +12/+18

round with its mace, that creature must-succeed on a DC 22
Fortitude save or be stunned for 1dé rounds. The save DC is]
Strength-based. .

Uncanny Dodge (Ex): An astral deva retains its Dexteriry |

bonus to AC when flar-footed. and it cannot be Aanked excepr by
'a rogue of at least 16th level It can flank characters with the
\uncanny dodge ability as if it were a 12th-level rogue.

ANGEL, PLANETAR
Large Outsider (Angel, Extraplanar, Good)

Hit Drice: 14d8+70 (133 hp)

Initiative: +8

Speed: 30 ft. (5 squares), fly 90 fr. (good)

Armor Class: 32 (=1 size, +4 Dex, +19 natmurall rouch 13,
flat-foored 28

Base Attack/Grapple: +14/+25

| Attack: +3 greatsword +23 melee (3d6+13/19-20) or slam +20

melee (2d8+10)

Attack: +3 heavy mace of dismiption +21 melee (1d8+12 plus stun)
orslam +18 melee (1d8+9)
|Eull Attack: +3 heavy mace of disruption +21,/+16/+11 melee

(Full Arcack: +3 greatsword +23/+18/+13 melee (3d6+13/19-20) or |
slam +20 melee (2d8+10)

(1d8+12 plus stun) or slam +18 meles (1d8+9)

Space/Reach: 5 fr./5 f1.

Special Attacks: Spell-like abilities, stun

Special Qualities: Damage reduction 10/evil, darkvision &0 fr.,
low-light vision, immuniry to acid, cold, and perrification,
protective aura, resistance to electricity 10 and fire 10, spell
resistance 30, rongues, uncanny dodge

Saves: Fort +14 (+18 against poison), Ref +12, Will +12

| Abiliries: Str 22, Dex 18, Con 18, Int 18, Wis 18, Cha 20

\§kills: Concentration +19, Craft or Knowledge (any three) +19,
Diplomacy +22, Escape Artist +19, Hide +19, Intimidate +20,
Listen +23, Move Silently +19, Sense Motive +19, Spot +23,
Lise Rope +4 (+6 with bindings)

| Feats: Alertness, Cleave, Great Fortitude, Improved Initiative,
Power Artack

Environment: Any good-aligned plane

Organization: Solitary, pair, or squad (3-5)

Challenge Rating: 14

Treasure: Mo coins; double goods; standard irems

Alignment: Always good (any)

Advancement: 13—18 HD (Medium); 19-36 HD (Large)

Level Adjustment: +8

A beautiful, extremely tall, humaniike creature with long, feathery wings
and a very supple and lithe body glows with an inner power that makes
it hard to look directly at the creature.

Astral devas warch over lesser beings of good alignment and help
when they can. In particular, they are patrons of planar travelers
and powerful crestures undertaking good causes.

Anastral deva is about 7-1/2 feet tall and weighs about 250 pounds,

Combat

An astral deva is not afraid to enter melee combat. It takes a
fierce joy in bashing evil foes with its powerful +3 heavy mace
of disruption.

An astral deva’s natural weapons, as well as any weapons it
wields, are treated as good-aligned for the purpoese of overcoming
damage reduction.

Spell-Like Abilities: Ar will—aid, continual flame, detect evil,

Space/Reach: 10 fr./10 fr.

Special Attacks: Spell-like abilities, spells

Special Qualities: Damage reduction 10/evil, darkvision 60 fr.,
low-light vision. immunity to acid, cold, and perrification,
protective aura, regeneration 10, resistance to electricity 10
and fre 10, spell resistance 30, tongues

Saves: Fort +14 (418 against poison), Ref +13, Will +15

| Abiliries: Str 25, Dex 19, Con 20, Int 22, Wis 23, Cha 22

Skills: Concentration 22, Craft or Knowledge (any four) 423,
Diplomacy +25, Escape Artist +21, Hide +17, Intimidage +23,
Listen +23, Move Silently +21, Sense Motive +23, Search +23,
Spot +23, Use Rope +4 (+6 with bindings)

Feats: Blind-Fight, Cleave, Improved Initiative, Improved
Sunder, Power Artack

Environment: Any good-aligned plane

Organization: Solitary or pair

Challenge Rating: 16

Treasure: Mo coins; double goods; stundard items

Alignment: Always good (any)

Advancement: 15-21 HD (Large); 22-42 HD (Huge)

Level Adjustment; —

The creature resembles a massively muscular and tall human with smooth
emgrald skin, white-feathered wings, and a_bald head.

Planetars serve as mighty generals of celestial armies. They also
help powerful mortals on missions of good, particularly those that
involve battles with fiends. A planetar is nearly 9 feer rall and
weighs about 500 pounds

Combat

Despite their vast array of magical powers, planetars are likely to
wade into melee with their +3 greatswords. They particularly enjoy
fighting fiends.

A planetar’s natural weapons, as well a5 any weapons it wields,
are treated as good-aligned for the purpose of overcoming damage
reduction.

Regeneration: A planetar takes damage from evil-aligned.|
wespans and from spells and effects with the evil descripror, ]
Spell-Like Abilities: At will—continual flame, dispel magic, holy |

smite (DG 200, pmvisibility (self onlyv), leser restonbion (DC 18], vermpue |
currse (DC 19), nemove disease (DC 19), remove fear (DC 17}, speak with |
dead (DC 19% 3/ day—Dblade barrier (DC 220, fame strike (DC 21),1
\polymorph (self only), power svord stun, raise dead, waves of fatigue;
I ],-'du.','—f.1rlh.;||.|;:|::c (DC 24), greater restomation (DC 23), mass charm
imgnster (DO 24, waves of exhaustion. Caster level 17th. The save
[Cs are Charisma-based.

(discern lies (DC 19), dispel evil (DC 200 dispel magic, haly mura (DG
123), haly smite (DC 191, holy word (DC 22), inwisibility (self only),
| plane shift (DC 22), polymorph (self only), remove curse (DC 18),
Lremove disease (DC LB), remove fear (DC 16} 7/day—cure Light
wounds (DC 16), see imvisibility; 1/day—blade barrier (DC 21), heal
(DEC 21}, Caster level 12th, The save DCs are Charisma-based. |

Stun (Sa): If an astral deva strikes an opponent twice in one,
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save DC 16 + spell levell: 0—create water, detect magi,

(diving favor (2), enbropic shield, inflich lght wounds®, shield of

| 3rd—contagion®,
Ldaylight, invisibil-

jity purge, prayer (2, \
summan monster L1, 3

\of doom®, dispel evil, mark of
\fustice, plane shift, righteous
Limiight; 6th—banishment, greater

ANGEL, SOLAR

The following abilittes are always acrive on the planetar’s
person, as the spells {caster level 17th): detect evil, detect mares and
pits, discern lies (DC 200, see invisibility, and true secing. They can be
dispelled, but the planetar can reactivate them as a free action,

Spells: Planetars can cast divine spells as 17th-leve] clerics. Al
planetar has access to two.of the following domains; Air, Destruc- |
tion, Good, Law, or War (plus any others from its deity). The save.

| DCs are Wisdom-based

Typical Cleric Spells Prepared (6/8/8/7/7/6/6/4/3/2;

guidance, resistance (2), virbue; 1st—Dbless (2}, conse fear,

faith; 2nd—aid®, align weapon, bear’s
endurance, bull's
strength (2}, con-
secmite, gagle's splen-
dor, hold persan;

wind wall; 4th— \
death wand, dismissal,
inflict critical wounds®,
meutralize poison (2),
stommon monster [V: 5th—

break enchantment, circle

\

dispel magie, harm®, heal, heroes'
Jeast, mass cure mod- >
eritfe wotmnds; Tth— Chaki—————x
dictum, disintegmie®,
haly word, regenerate; 8th—holy aurm®, mass cure crifical
wounds, shield of law; 9th—implosion, summon monster
I (good .

*Domain spell Domains: Destruction and Good

Large Outsider (Angel, Extraplanar, Good)

Hit Dice: 22d8+110 (209 hp)

Imirtiative; +9

Speed: 50 ft. (10 squares], fy 150 fi. (good) SR

Armor Class: 35 (=1 size, +5 Dex, +21 narural), L A
touch 14, lar-foored 30

Base Attack/Grapple: +22/+35

Artack: +5 dancing greatsword +35 melee (3d6+18/19-20)

or +2 composite longbow (+3 Str bonus) +28 ranged (2dé+7/x3
plus slaying) or slam +30 melee (2d8+13)

Full Artack: +5 dancing greataoword +35/430/425/+20 melee
(3d6+18/19-20) or +2 composite longhow (+5 Str bonus)
+28/+23/+18/+13 ranged (2da27/x3 plus slaying) o slam +30
meles (2d8+13)

Space/Reach: 10 f./10 ft.

Special Attacks: Spell-like abilities, spells

Special Qualities: Damage reduction 15/epic and evil, dark-
vision 60 ft., low-light vision, immuniry to acid, cold, and
petrification, protective aura, regeneration 15, tesistance to
electricity 10 and fre 10, spell resistance 32, rongues

| Saves: Fort +18 (+22 against poison), Ref +18, Will +20
|Abilities: St 28, Dex 20, Con 20, Int 25, Wis 25, Cha 25
\Skills: Concentration +30, Craft or Knowledge (any five) +33,

Diplomacy +34, Escape Artist +30, Hide +26, Listen +32, Move
Silently +30, Search +31, Sense Motive 432, Spelleraft +31,
Spot+32, Survival +7 (+9 following tracks), Use Rope +5 (+7
with bindings)

Astral deva

Feats: Cleave, Dodge, Grear Cleave, Improved Initiative,
Improved Sunder, Mobility, Fower Artack, Track

Envirenment: Any good-aligned plane

Organization: Solitary or pair

|Challenge Rating: 23

Treasure: No coins; double poods: standard irems

(Alignment: Always good (any)

Advancement: 23-33 HD (Large); 3466 HD (Huge]
Level Adjustment: —

The creqfure resembles o
towering _powerfully buili
human_with _brilliant topez
eyes. silvery (or polden) skin,
and gleaming white wings.

Solars are the greatest of the
angels, usually close
attendants to a deity or,
champions of some

% cosmically benei-

L™ icent task.(such

as.eliminating a

pacticular type of

wrmngdoing).

A solar has a deep
and commanding voice, and |
stands_abour 9 feer rall. It)
weighs about 500 pounds
Combal
Solars are puissant champions,

of good. Only the most power-

ful fiends approach their power
Even more fearsome than their
+§ dancing grealswords are their +2
composite lomghows that create any

sort of slaying armw when drawn.

A A solar'’s natural weapons, as well 25 any weap-
ons it wields, are rreated as good-aligned and
epic for the purpose of overcoming damage
reduction,
Regeneration (Ex): A solar takes normal
damage from epic evil-aligned weapons,
and from spells or effects with the evil
deseriptor.

Spell-Like Abilities: At will—aid, animate objects, com-
mitin, continual flame, dimensional anchor, greater dispel magiz,
holy smite {DC 21), imprisonment (DC 26, inwnsibility (self
anly], lesser restoration (DC 19}, polymorph (self only) power word
stun, remove curse (DC 20), remmove disease (DC 20), remove fear (DC
18), resist imengy, surmmon monster VI speal with dead (D 200, waves
of fatigue; 3/day—blade barrigr (DG 23], earthquake (DC 25), heal
(D 23), mass charm meonster (D 25), permanency, resurnection, wiaves
of exhaustion; 1/day—greater restaration (DC 24), power ward blind,
power word kill, power word shun, prismatic spray (DC 24}, wish. Caster
level 20th. The save DCs are Charisma-based. |

The following abilities are always active on a solar's person, as
the spells (caster level 20thl: detect evil, detect snares and pits, discern
lies (DT 21, see imwisibility, true secing. They can be dispelled, bur the |

Planetar

i
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isolnr can reactivate them as a free action,

Spells: Solars can cast divine spells as 20th-level clerics, A solar
has access to two of the following domains: Air, Destruction,

i Good, Law, or War (plus any others from its deiry). The save DCs
Lare Wisdom-based.

Typical Cleric Spells Preparved (6/8/8/8/7/7/6/6/5/5; save DC 17
+ spell levelk O—create water, detect magic, gurdance (2], resistance



Constrict (Ex): A flexible animared object such as a rope, |
vine, or rug deals damage equal 10 its slam damage value plus 1-
1/2 times its Strength bonus with a successful grapple |
check against a creature up to one size larger |
than itself
An ohject of at least Large size can
make constriction artacks against mulii-
ple creatures at once, if they all are a1
least rwo sizes smaller than the object
and can fir under it |
Hardness (Ex): An animated object
has the same hardness it had before it was
animated (see Table 9—9 and Table 5-11,
page 166 of the Mayer's Handhook, for the
hardness of some common substances and |
objecrs)

Improved Speed (Ex): The base land speed
given in the staristics block assume thar an ani-
% mated object lurches, rocks, or slithers along.

Ohbjecrs with two legs (statues, ladders) or a similar

shape that allows faster movement have a +10
foot bonus to speed. Objects with mului-
ple legs (tables, chairs) have a +20 foo
bonus to speed, Wheeled objects have

2 +40 foot bonus to speed.

Objects might have additional medes
of movement. A wooden object can float
and has a swim speed equal to halfits land |
speed. A rope or similar sinuous object has a climb
speed equal to half its land speed. A sheetlike

object can fly (clumsy maneuverability} at
half its normal speed. |

Trample (Ex): An animated object

of at least Large size and with a hard-
ness of at least 10 can mample crea-
rures two or more sizes smaller than
irself, dealing damage equal to the
objecrs slam damage + 1-1/2 times its
Strength bonus, Opponents who do not

2}, 1st—bless (2), cause fear, disime favor (21, endropic shield, obscur-
tng mist®, shield of faith; 2nd—align weapon, bear's.endurance (2),
bull’s strength (2], consecrate, eagle's splendor spiritual
weapon®; 3rd—daylight, invistbility purge, moagic circle

against evil, magic vestiment®, prayer (2}, protection from

energy, wind wall; 4th—death ward (2], dismussal (2,

divine power®, neutralize poison (2); Sth—Dbreak
enchantment, control winds®, dispel evil, plane
shift, righleows might (2), symbal of pain;
fith—banishment, cham lightning®, herogs’  »
feast, mass cure modenate wonnds, undeath fo
(death, word of recall; 7th—control weather”,
destruction, dictum, ethereal jaunt, holy word,
regenerate; 8th—fire storm, holy aura, mass
cure eritical wounds (23, whirlwind®; 9th—
, wrrass heal,

¢therealnegss, elemental swarm (air)
miracle, starm of vengeance.
“Domain spell. Domains Alr and War.

ANIMATED OBJECT

Animated objects come in all sizes, shapes, and colors. They
owe their existence as creatures to spells such as animale objects
or similar supernatural abilites,

COMBAT

Animated objects fight only as directed by the animator.
| They follow orders without question and to the best of their
abilities, Since they do not need to breathe and never rire,
they can be extremely copable minions

An animated object can have one or more of the following
special abilities, depending on its form

Blind (Ex); A sheetlike animared object such as a
carpet or tapesiry can grapple an apponent up to three
sizes larger than itself The object makesa
normal grapple check. If it wins, ir
wraps itself around the opponent’s
head, causing that creature to be
blinded until removed.

Anrmated obpect
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Animated Object, Tiny

Animated Object, Small

Animated Object, Medium

Tiny Construct Small Construct Medium Construct
Hit DHee: 1/2d10(2 hp) 1d10+10 (15 hp) 2d10+20 (31 hp)
Initiative: ta +1 +0
Speed: 40 ft. (8 squares); 50 fr. lege, 30 fr. (6 squaresk 40 fr. legs, 30 fr. (6 squares; 40 . legs,
60 fr. multiple legs; 80 fr. wheels 50 ft. multiple legs, 70 ft. wheels 50 ft. multiple legs, 70 fi wheels
Armor Class: 14 (43 size, +2 Dex), touch 14, 14.(+1 size, +1 Dex; +2 narural), 14 (+4 narural),
flar-foored 12 touch 12, flar-foored 13 touch 10, flar-foored 14
Base Attack/Grapple: +0/-9 +0/—4 +1/+2
Artack: Slam +1 melee (1d3-1) Slam +1 melee (1d4) Slam +2 melee (1d6+1)
Full Artack: Slam =1 melee (1d3-1) Slam +1 melee (1d4) Slam +2 melee (1da=1)
Space/Reach; 2-1/2 fr.fo ft. 5 fr./s fi sfr/s fr.
Special Arracks: See text See rext See rext _
Special Qualities:  Construct traits, darkvision 60 ft,  Construct traits, darkvision 60 fr., Construct traits, darkvision 60 fr.,
low-light vision; also see text low-light vision; also see rext low-light vision; also see rext
Saves: Fort +0, Ref +2, Will -5 Fort 40, Ref +1, Will =5 Fort +0, Ref +0, Will -5
Abiliries: Str 8, Dex 14, Con Sir 10, Dex 12, Con—, Sir 12, Dex 10, Con —,
Int —, Wis 1, Cha 1 Lt —, Wis 1, Cha 1 Int—, Wis 1, Cha 1
Skills: S —_— —
Feats: — - -
Environmeni: Any Any Any
Organization: Group (4] Pair Solitary
Challenge Rating:  1/2 1 2
Treasure: None None None
Alignment: Always newrral Always neurral Always neutral
Advancement: — - -

Level Adjustmeni:




Hirt Dice:
Initiative;
Speed:

Armor Class;

Base Attack/Grapple:
Attack:

Full Atrack:
Space/Reach:

Special Areacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Animated Object, Large
Large Construct

4d10+30 (52 hp)

+

20 fr. (4 squares); 30 fr. legs,

40 fr. multiple legs, 60 fr. wheels
14 (=1 size, +5 namural), touch 9,
flar-foored 14

+3/410

Slam 45 melee (1d8+4)

Slam +5 melee (1d8+4)

10 /s fe. (long)

10 fi./10 fr. {tall)

See rext

Construct traits, darkyision 60 ft.,

lowe-light vision; also see text
Fort +1, Ref 1, Will 4

Str 16, Dex 10, Con—,

Int —, Wis 1, Cha 1

Any

Solitary

3

Mone

Always neurral

Animated Object, Colossal
Colossal Construct

Animated Object, Huge
Huge Construct

8d10+40 (84 hp)

=

20 fr. (4 squares); 30 ft. legs,

40 fr. multiple legs, 60 ft. wheels
13 (-2 size, =1 Dex, +6 natural),
touch 7, fat-foored 13

#6419

Slam <9 melee (2d647)

Slam +9 melee (2da+7)

15 fr./10 fr. (long)

15 fr./15 fr, (rall)

See 1ext

Construct maits, darkvision &0 f.,

lowe-light vision; also see rext
Fort +2, Ref +1, Will -3

Str 20, Dex 8, Con —,

Int —, Wis 1, Cha 1

Any

Solitary

5

Mone

Always neutral

Animated Object, Gargantuan
Gargantuan Construct
16d10+60 (148 hp)

-2

10 ft. (2 squares); 20 fr. legs,

30 fr. multiple legs, 50 fr. wheels
12 (—4 size, =2 Dex, +8 naturall,
touch 4, flar-footed 12

+127431

Slam +15 melee (2d8+10)

Slam 15 melee (2d8:10)

20 f./15 f1. (long)

20 fr./20 fi. (rall)

See rext

Construct trairs, darkvision 60.fr.,
lowe-light vision; also see text
Fort +5, Ref +3, Will +0

Str 24, Dex 6, Con —,

Ini—, Wis 1, Cha 1

Any
Solitary
7

None

Always neurral

Large Magical Beast

Hit Dice: 3d10+12 (28 hp)

Inmitiative: +0

ANKHEG

Speed: 30 ft. (6 squares), burrow 20 fr.

Armor Class: 18 (-1 size, +9 marural), rouch 9, flar-foored 18
Base Attack/Grapple: +3/+12

Artack: Bite +7 melee (2d6+7 plus 1d4 acid)]

Full Attack: Bite +7 melee (2d6+7 plus 1d4 acid]

Space/Reach: 10 fr./5 ft.

Special Artacks: lmproved grab, spit acid
Special Qualities: Darkvision 60 ft., low-light vision, remor-

sense 60 f1.

Hir Dice: 32d10+80 (256 hp)
| Initiative: -3
Speed: 10 fr. (2 squares); 20 fr. legs,
30 fr. multiple legs, 50 fr. wheels
Armor Class; 11 (=8 size, =3 Dex. +12 naturall,
touch ~1, far-footed 11
Base Attack/Grapple: +24/48
Artack: Slam +25 melee (4d6+13)
Full Artack: Slam +25 melee (4d6+13)
Space/Reach: 30 fr./20 fr. (long)
30 fr./30 fr. (tall)
Special Arracks: See text

Construct traits, darkvision 60 ft.,
low-light vislon; also see text

Special Qualities:

Saves: Fort 10, Rel +7, Will =5

Abilities: Str 28, Dex 4, Con—,
| Int —, Wis 1, Cha 1
 Skills: —

Feats: —

Environment: Any

Organization: Solirary

Challenge Rating: 10

Treasure; Mong

Alignment: Always neurral

Advancement: —_

Level Adjustment:  —

make attacks of opporunity against the object can antempt Reflex
saves (D0 10 + 1/2 object’s HD + abject’s Str modifier) to halve the
damage

Saves; Fort +6, Ref +3, Will 42

Abilities: Stz 21, Dex 10, Con 17, Int 1, Wis 13, Cha s
Skills: Climb +8, Listen +6, Spot +3

Feats: Alertness, Toughness

Environment: Warm plains

Organization: Solitary or cluster (2]
Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 4 HD (Large); 59 HD (Huge}
Level Adjustment; —

A huge segmented insect with slender legs, each ending in o sharp clow,
emerges from the ground in g burst of rock and dirt. A tough chitinoms
brown shell covers its entire body, and glistening black eyes stare put from
above powerful mandibles.

The ankheg is a burrowing monster with a taste for fresh mear.

Anankheg has six legs, and some specimens are yellow
rather than brown, It is about 10 feer long and weighs abou
800 pounds,



An ankheg burrows with legs and mandibles. A burrowing

ankheg usually does not make a usable tunnel, but can consrruce
a runnel; it burrows at half speed when it does so. It often digs a
winding tunnel up to 40 feet below the surface in the rich soil of

forests or farmlands. The tunnel is 5 feet rall and wide, and from 60
to 150 feer long ([1d10 + 5] 10). The hollowed ends of the runnel |

serve as temporary lairs for sleeping, eating, or hibernaring,

An ankheg can ear decayed organic matter but prefers fresh |
(meat. Though a hungry ankheg might kill 2 farmer, the crearure is |
(quite beneficial to farmland. les tunnel system laces the soil with |
|passages for air and water, while irs wastes add rich nutrients. |

COMBAT
An ankheg usually lies 5 to 10 feet below the
surface until its antennae detect
the approach of prey. It
then burrows up_ 1o
attack. (Trear this asa
chorge, even though
ithe ankheg does not
need 1o move 10 feet
before attacking.)
Clusters of ank-
hegs share the
same territory but
do not cooperate. If
several artack, each
Itries to grab a different foe. If
there aren't enough targets,
two might grab the
Same creature i.:'l H
|tug-of-war.
Improved
Grab (Ex): To
use this ability, an
ankheg must hit with
its bite artack. It can then attempt to start.a grapple as a free action

without provoking an attack of epportunity. If the ankheg is dam-

aged after grabbing its prey, it retreats backward down irs runnel at

its land speed (not its burrow speed), dragging the vicrim with it |
Spit Acid (Ex): 30-ft. line, once every 6 hours; damage 4d4|

acid, Reflex DC 14 half One such artack depletes the ankheg's
acid supply for 6 hours, It cannot spit acid or deal acid damage
during this time, The save DC is Constitution-based.

An ankheg does not use this ability unless it is desperate or
frustrated. It most often spits acid when reduced to fewer than
half ies full normal hit points or when it has not successfully
grabbed an opponent.

ARANEA

Medium Magical Beast (Shapechanger)

Hit Dice: 3d10+6 (22 hp)

Initiative: +6

Speed: 50 fi. (10 squares), climb 25 ft.

Armor Class: 13 (+2 Dex. +1 natural}, touch 12, flar-footed 11
Base Attack/Grapple: +3/+3

Attack: Bite +5 melee (1d6 plus poison) or web +5 ranged

Full Attack: Bite +5 melee (1d6 plus poison) or web =5 manged
Space/Reach: 5 f1./5 fi.

\Special Attacks; Poison, spells, web

\Special Qualities: Change shape, dackvision 60 fr., low-light vision
|Saves; Fort +5, Ref +5, Will +4

Abilities: Ser 11, Dex 15, Con 14, Int 14, Wis 13, Cha 14

Skills: Climb +14, Concentration +8, Escape Artist +5, Jump +13,

Listen +6, Spot +6

Feats: Improved Initistive, Iron Will*, Weapon Finesse
Environment: Temperate forests

Organization: Solitary or colony (3-6)

Challenge Rating: 4

| Treasure; Standard coins; double goods; standard items
[Alignment: Usually neutral
Advancement: By character class

Level Adjustment: +4

The creature appears to be o monstrous spider but it has two small
Lhumanlike arms below its mandibles.

An aranea is an intelligent, shapechanging spider with sorcerous
powers. In its natural form, an aranea resembles a big spider, with |
1 humpbacked body a lirtle bigger than o human rorse. 1t has |
fanged mandibles like a normal spider. Two small arms, each about

12 feet long, lie below the mandibles. Each arm has 2 hand with

four many-jointed fingers and a
double-jointed thumb, H
An aranea weighs about 130
pounds. The hump on its back
houses its brain. !
Araneas speak Common and
Sylvan,

COMBAT

An aranea avoids physical com- |
bat and uses its webs and |
spells when it can. In
a barttle, it tries 10,
immobilize or distrace |

the mostaggressive
opponents first. |

Araneas often

subdue opponents

for ransom.

Poison (Ex): Injury, Fortitude DC 13, initial damage 1d6 Str,
secondary damage 2dé Sir. The save DC is Constitution-based.

Spells: An aranea casts spells as o 3rd-level sorcerer, Ir prefers
illusions and enchantmenis and avoids fire spells.

Typical Sorcerer Spells Known (6/6; save DC 12 + spell level) 0—
ditze, defect magic, ghost sound, light, resistance; 15st—mage armor, silin
image, sleep.

Web (Ex): In spider or hybrid form (see below), an aranea
can throw a web up to six times per day. This is similar to an
artack with a ner bur has a maximum range of 50 feet, with a
range increment of 10 feet, and is effective against targers of
up to Large size. The web anchors the rarger in place, allowing
ne movement

An entangled creature can escape with a DC 13 Escape Arist
check or burst the web with o DC 17 Swrength check. The check
DCs are Constitution-based, and the Strength check DC includes
a +4 racial bonus. The web has 6 hit points, hardness 0, and takes
double damage from fire, _

Change Shape (Su): An aranea’s narural form is thar of a
Medium monstrous spider. It can assume rwo other forms, The
first 15 a unique Small or Medium humanoid; an aranea in its
humanoid form always assumes the same appearance and traits,
much a5 a lycanthrope would. In humaneld form, an aranea|
cannot use its bite attack, webs, or poison. |

The second form is & Medium spider—humaneid hybrid. In |
hybrid form, an aranea looks like 2 Medium humanoid at firsg,
glance, but a DC 18 Spot check reveals the creature’s fangs and |
spinnerets. The aranea retains its bite attack, webs, and poison

lin this form, and can alse wield weapons or wear armor. When in
{hybrid form, an aranea’s speed is 30 feet (6 squares).




.'E]'L Araned remains I one J-l.fl]'m unt l! it l_'hlJ'. EES IO assUume a new |
lone, A change in form cannot be dispelled, nor does an aranea)
{revert to its nagural form when killed. A true seeing spell, however,

reveals its natural form if it is in humanoid or hybrid form,

Skills: Araneas have a +2 racial bonus on Jump, Listen, and

Spor checks. They have a +8 racial bonus on Climb checks and
can always choose 1o take 10 on Climb checks even if rushed or
threatened

ARCHON

|Archons are celestials from the plane of Celestia, They have
[charged themselves with the protection of the plane, and also con-
sider themselves guardians of all who are innocent or free of evil.
They are the natural enemies of fiends (creatures of the lower
\planes), particularly demons
Archons speak Celestial, Infernal, and Draconic, but can speak
with almost any creature because of their rongues ability.

COMBAT

Archons never attack without provocarion (though their over-,
whelming lawful goodness often makes them easily provoked). |
They avoid harming other good creatures if they can, using non:
damaging spells or weapon attacks thar deal nonlethal damage if
possible. An angry archon can be vengeance itself, however, no
matter what the foe’s alignment is.

Archons generally prefer to meet a foe head-on if i is prudenr
to do so, but if outmatched, they do what they can to even the odds
{usually by emploving hit-and run tactics ot standing off and
engaging a foe with magic before moving into melee).

Archon Traits: An archon possesses the following trairs (unless

Lotherwise noted in a creature’s entry

—Darkvision ourt to 60 feet and low-light vision

—Aura of Menace (Sul; A righreous aura surrounds archons that
fight or ger angry. Any hostile creature within a 20-foot radius of
an archon must succeed ona I"|.h-"1||.| SAVE [0 TeSIST TS effiects, The save
DC varies with the type of archon, is Charisma-based, and
includes a +2 racial bonus, Those who fail take o =2 penalty on
attacks, AC, and saves for 24 hours or unl they successtully hit
the archon that generated the aurs. A creature thar has resisted or
broken the effect cannot be affected again by the same archon's
aura for 24 hours

—Immunity to electricity and perrificarion,

— +4 racial bonus on saves against poison

—Mugic Circle against Evil (Sul: A magic circle Against evil

leffect always surrounds an archon (caster level equals the
larchon's Hit Dice), (The defensive benefits from the circle are
not included in an archon’s statistics block.)

—Teleport (Su); Archons can use greater teleport ar will, as the
spell (caster level 14th), except thar the creature can transport only
irself and wp o 530 pounds of objects,

Tonguies (Su): All archons can speak with any creature thar has
.a language, as though using a tongues spell {caster level 14th), This
ability is always active.

LANTERN ARCHON

Small Outsider (Archon, Extraplanar, Good, Lawful)

Hit Dice: 1ds (4 hp]

Inmiriative: +4

Speed: Fly 50 fi. (perfect) (12 squares

Armor Class: 15 (+1 size, +4 natural), rouch 11, flar-footed 15

Base Attack/Grapple: +1/-8

Attack: Light ray +2 ranged touch (1dé)

Full Attack: 2 light rays +2 ranged touch (1ds

Space/Reach: 5 fi./5 fi.

.Special Artacks: Spell-like abilities

Special Qualities; Aura of menace, damage reduction 10/evil
and magic, darkvision 60 fr, immunity to electricity and petri-
fication, magic circle against evil, teleport, tongues

Saves: Fort +2 (46 against poison), Ref +2, Will +2

Abilities: Str 1, Dex 11, Con 10, Int 6, Wis 11, Cha 10

Skille: Concentration +4, Diplomacy ++, Knowledge (the planes
+2, Listen +4, Sense Motive +4, Spot +4

Feats: ]111;11'¢.l1.'|:d Initiative

Environment: Seven Mounting Heavens of Celestia

Organization: Solitary, pair, or squad (3-5)

Challenge Rating; 2

Treasure: None

Alignment: Always lawiul good

Advancement: 2-4 HD (Small

Level Adjustment: —

A ball of glowing light floats toward pou

Lantern archons appear as {loating balls of light that glow about as
brightly as a torch. Only their destruction can extinguish the
glow, though they can 1y 1o hide it

Lantern archons are very friendly and usually eager to give what
assistance they can, However, their bodies are just gaseous globes,
and they are much too weak to render any marerial aid. Lantern
archons speak in soft, musical voices

LOMmMDEL

A lantern archon has litile reason 1o ger within melee range. It
usually hovers just close enough to bring the enemy within its
aura of menace, then blasts away with its light rays. Lantern
archons prefer to concentrate on a single oppenent, seeking to
reduce enemy numbers quickly

Aura of Menace (Su); Will DC 12 negates.

Light Ray (Ex}: A lantern archon's light rays have a range of 30
feer. This attack overcomes damage reduction of any type

Spell-Like Abilivies: At will—aid, detect evil, continual flame
Caster level 3rd,

HOUND ARCHON

A poiwerfully built humanoid with the head of a dog appears both sergne
and ready for action, with @ greotsword strapped ocross its broad back and
an expression that indicates intelligence and protectiveness.

Hound archons look like well-muscled humans with caning
heads. They seek 1o defend the innocent and the helpless
against evil.

Their broad shoulders and meary fists mark hound archons as
lable combatants, Likewise, their strong legs indicate thar fleeing
enemies wonl getvery far
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HOUND ARCHON HERO

Hound Archon
Medium Outsider
(Archon, Extraplanar, Good, Lawful)
Hit Dice: 6d8+6 (33 hp)
Initiative; +4
Speed: 40 ft. (8 squares)
Armor Class: 19 (+9 natural),

touch 10, far-foored 19
Base Attack/Grapple: +6/+8

Attack: Bite +8 meles (1d8+2)
or greatsword +8 melee (2d6+3/19-20)
Full Attack: Bite +8 melee (1d8+2) and slam +3 melee

{1d4=1}; or grearsword +8/+3 melee
(2d6+3/19-20) and bite +3 melee (1d8+1)

Space/Reach: S fr./s fr.
Special Artacks: Spell-like abiliries
Special Qualities: Aura of menace, change shape,

damage reduction 10/evil, darkvision 60 .,
immunity to electricity and perrification,
magic circle against evil, scent, spell
resistance 16, rl?l'."]."{"fl. rongues

Saves: Fort +& (+10 against poison), Ref =5, Will +6
Abilities: Sir 15, Dex 10, Con 13,

Int 10, Wis 13, Cha 12
Skills: Concentration +10, Diplomacy +3,

Hide +9% Jump +15, Listen +10,
Move Silently +9, Sense Motive +10,
Spot +10, Survival +107 (+12 following tracks)

Feats: Improved Initiative, Power Attack, Track
Environment Seven Mounting Heavens of Celestia
Organization: Solitary, pair, or squad [3-5]

Challenge Rating: 4

Treasure: Mo cpins; double goods; standard items
Alignment: Alwrays lawful good

Advancement: 7=9 HD (Mediuml; 10-18 HD (Large)

Level Adjustment:  +5

ombat |
Hound archons always fight with a will. They prefer to atack with |
their natural weapons but occasionally use greatswords,

A hound archon's natural weapons, as well as.any weapons it
wields, are treated s good-aligned and lawful-aligned for the pur-
pose of overcoming damage reduction.

Spell-Like Abilities: At will—aid, continual flame, detect evil,
missige, Caster level ath.

Aura of Menace (Su): Will DC 16 negates.

Change Shape (Su): A hound archon can assume any canine

form of Small 1o Large size. While in canine form, the hound
.archon loses its bite, slam, and greatsword artacks, bur gains the
bite agtack of the form it chooses. For the purposes of this ability,
canines include any doglike or wolflike animal of the animal type

Skills: *While in canine form, a hound archon gains a +4 cir

cumstance bonus on Hide and Survival checks.

The hound archon hero is 2 mighty champlon of justice, devoted
to the pursuit and destruction of evil in all irs forms,

Combat

Hound archon heroes have over time developed a love for their
weapons, They prefer to use their holy greatswords over their bire
Land slam attacks.

Spell-Like Abilities: Ar will—aid, continual fame, defecl ewil,
missage, Caster level gth,

Aura of Menace (Su); The save DC for the hound archon heros |
aura of menace (DC 18) is adjusted for irs higher Charisma score, |

Hound Archon Herp, 11th-Level Faladin

Medium Oursider

{Archon, Extraplanar, Good, Lawful)

6ds+18 plus 11d10+33 (143 hp)

+4

30 ft. in full plate armor (6 squares); base speed 40 fr

30 [+9 namral, +11 +3 full plate armer),

touch 10, flar-foored 30

+17/422

+2 cold iron greatsword +25 melee (2d6+9/19-20)

ot bite 422 melee (1d8+5)

+2 colid iron greatsword +25/420/+15/410 melee (2d6+3/19-20)
and bite +17 melee (1d8+2); or bite +22 melee (1d8+5)

and slam +17 melee (1d4+2)

5 fi/s ft

Smire evil, spells, spell-like abilities, rurn undead 6/day
Aura of menace, change shape, damage reduction 10/evil,
darkvision 60 ft., immunity to electricity and perification,
magic circle against evil, paladin sbilities,

scent, spell resistance 27, teleport, tongues

Fort +18 (+22 against poison ), Ref +11, Will +13
Str 21, Dex 10, Con 16,

Int & Wis 14, Cha 16

Concentration +20, Diplomacy +19,

Hide +2% Jump +0, Listen +10,

Ride +14, Sense Motive +19,

Spot +10, Survival +2°

Improved Initiative, Leadership, Mounted Combat,
Ride-By Attack, Track, Weapon Focus (greatsword
Seven Mounting Heavens of Celestia

Solitary ot with juvenile bronze dragon

16

Standard

Always lawful good

By character class

+5

Smite Evil (Su}: Three times per day a hound archen hero can
make a normal melee attack with o +3 bonus that deals an extra 11
points of damage against an evil foe,

Change Shape (Su): A hound archon hero can assume any
canine form of Small o Large size. While in canine form, the hound
archon loses irs bite, slam, and greatsword artacks, bur gains the bite
attack of the form it chooses. For the purposes of this ability, canines
include any doglike or wolflike animal of the animal rype

Skills; “While in canine form, a hound archon hero gains a +4
circumstance bonus on Hide and Survival checks

Paladin Abilities: Aura of courage, aura of good, detect evil,
divine grace, divine health, lay on hands (33 points/day), remove
disease 2/week, special mount (juvenile bronze dragon}

Typrigal Puladin Spells Prepared (2/2; save DC 12 + spell level}: 11
divine faver, protection from cvil; 2nd—Dbulls strength, cagles splendor

Possessions: 3 full plate armor, +2 cold tron greatsawond

Hound Archon Hero Mounts

In the course of their adveniures, many hound archon heroes |
befriend bronze dragons, which may come to serve as their |
mounts, The relatipnship berween these mounts and their celes- |

tial riders goes beyond even the special bond berween paladin

and mount. The dragon and the archon are naturally allies and |
friends, as can be expected of rwo powerful servants of cosmic|
justice, The juvenile bronze dregon mount gains 2 additional HD, |

4 points of Strength, an additional 4 points of narural armor,

limproved evasion, and +10 feet 1o speed in all its movement
{forms, The dragon cannot, however, command other creatures of

its type as other kinds of paladin mounts can

I'7
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Hound Archons as Characters
Hound archon characters possess the following racial mairs.

— +4 Strength, +2 Constitution, +2 Wisdom, +2 Charisma

—Medium size.

—aA hound archon's base land speéd is 40 feer.

—Ragial Hir Dice: A hound archon begins with six levels of
outsider, which provide 6d8 Hit Dice, a base attack bonus of +6,
and base siving throw bonuses of Forr +5, Ref +5, and Will +5.
| —Racial Skills: A hound archon’s outsider levels give i skill
| points equal to 9 % (8 + Int modifier), Its class skills are Concen-
Lrration, Hide, Jump, Listen, Move Silently, Sense Motive, Spot,
and Survival.

—Racial Feats; A hound archon's oursider levels give it three
feats.

— +9 natural armor bonus,

—Natural Weapons: Bite (1d8) and slam (1d4)

—Archon Traits (see page 16): Dackvision 60 ft., low-light
vision, aura of menace (Will DC 15 + character’s Cha modifier),
immunity to electricity and petrificarion. +4 racial bonus on saves
_against poison, magic circle against evil, releport, tongues.

—Special Attacks: Spell-like abilities.
| —Special Qualities: Change shape, damage reduction
L10/evil, scent, spell resistance equal 1o 16 + ¢lass levels

—Automatic Languages: Celestial, Bonus Languages: Common,
Diraconic, Infernal

—Favored closs: Ranger.
—Level adiustment +5

TRUMPET ARCHON

Medium Quisider (Archon, Extraplanar, Good, Lawful)
Hit Dice; 12d8+72 (126 hp)

Initiative: +7
Speed: 40 ft. (8
squares), fly 90 fi
(good)

Armor Class: 27 (43
Dex, +14 narural), touch
13, flat-foored 24

Base Attack/Grapple:
+12/417

Attack: +4 greatsword +21 melee
(2de+11,/19-=20)

Full Arrack: +4 greatswond
+21/416/+11 melee (2de+11/19-20)
Space/Reach: 5 fr./5 fr.

Special Artacks: Spell-like abilites,
spells, rumpet
Special Qualities: Aura of menace,
damage reduction 10/evil, darkvision
60 {1, immunity 1o electriciey and
petrification, magic circle against evil,
spell resistance 29, teleport, wngues
Saves: Fort +14 (+18 against poison ),

A Ref 11, Wills1d
\ Abilities; Str 20, Dex 17, Con 23, Int |
) 16, Wis 16, Cha 16 |
Skills: Concenration +21,
\ Diplemacy +20, Escape Artist
+18, Handle Animal +18,
Knowledge (any one) +18,
Listen +18, Move Silently
+18, Perform (wind
instruments) +18,
Ride +20, Sense
Motive +18, Spot +18,

.l.
A
i

Trumpet archan

Use Rope +3 (+5 with bindings)

Feats: Blind-Fight, Cleave, Combat Reflexes, Improved
Initiative, Power Attack

Environment: Seven Mounting Heavens of Celestia

Organization: Solitary, pair, or squad (3-5)

Challenge Rating: 14

Treasure; No coins; double goods; sundard frems

Alignment: Always lawful good

Advancement; 13—18 HD (Medium}; 19-3& HD (Large)

Level Adjustment: +8

Appearing os o green, winged elf of supernatural goodness and beauty, the
cregture raises o massive silver trumpet angd sounds a blast of piercing,
soul-wrenching music,

Trumpet archons serve as celestial messengers and heralds,
though their martial skills are considerable. Each carries a gleam-
ing silver trumpet about 6 feet long,

Combat

A rrumpet archon usually disdains physical combar, preferring |
1o obliterate foes with spells quickly and return to its duries. If
forced inta an extended bartle, it sounds its rumpet and attacks .
\with a vengeance, J

A rrumpet archon's narural weapons, as well as any weapons it]
wields, are reated a5 good-aligned and lowful-aligned for the pur- |
pose of overcoming damage reduction.

Spell-Like Abilities; At will—detect evil, continual flame, mes-
Lsage. Caster level 12th,

Aura of Menace (Su): Will DC 21 negares.



Spells: Trumpet archons can cast divine spells as 14th-level

clerics. A trumpet archon has access to two of the following
domains: Alr, Destruction, Good, Law, or War (plus any others
from its deity). The save DCs are Wisdom-based.

Typical Cleric Spells Prepared (6/7/7/6/5/4/4/3: DC 13 + spell

level): o—detect magic, light, purify food and drink, nead magic, resist- |
ance (2% 1st—Dbless (2], divine favor (2], protection from chaos®, sanctu-
ary, shield of faith; 2nd—aid®, bull’s strength (2), consecrate, lesser)
pestoration, owl’s wisdem (23 3rd—daylight, invisibilily purge, magic.
circle agninst chaos®, magic vestment, grolection from energy (25 dth—|

dismissal, divine power, holy smite®, newlmlize potson, spell immunity;
| Sth—dispel evil®, mass cure light wounds, plane shift, rise dead; 6th—
blade barrier®, banishment, heal, smdeath to death; 7th—dictum®, holy
tuprd, rass Cure serious wonnds,

*Domain spell. Domains: Good and Law

Trumpet (Su): An archon’s trumpet produces music of utter
clarity, piercing beauty, and, if the rrumpet archon wills ir, para-

Jyzing awe. All creatures except archons within 100 feet of the |

{ blast must succeed on a DC 19 Fortitude save or be paralyzed for

1d4 rounds. The save DC is Charisma-based. The archon can also,

command its [fUmpet o h{'f':'r”‘t' T +4 _I.':l'l'llrf*“-'l""‘iE as a th‘(‘ acrion

If a rrumpet is ever stolen, it becomes a chunk of useless
meral uniil the owner can recover it. Woe betide any thief caught
with one.

ARROWHAWK

The creature has @ snwous, smakelike body with @ long neck and tail, Twe pair |
of feathered wings exdend from the body, ore on the fop and another an the |

battomn. Most of the body is covered with indescent blue scales, with tufis of

yellow feathers at the base of the neck and the tail. The head has o block,
toothed beak and four eyes, one pair above the beak and the other befows

An arrowhawk is a predator and scavenger from the Elemental |

. Plane of Air. 1t is a consummate flier that spends its entire life on |

the wing. ]
An arrowhawk is always in morion while it lives. It can fly from
the moment it hatches, and it eats, sleeps, and mates without ever
touching ground. By twisting its body and varying the cadence of
its wingbeats, an arrowhawlk can fly ar top speed in any direction, |
Arrowhawk eggs have an innate levitation ability. Females lay
clurches of 2d4 eggs in midair and leave them to float until they

'hatch. The female guards the eggs and collects them if the wind
|scatters them, but otherwise leaves them alone

A juvenile arrowhawk (1 to 10 years old) is abour 5 feet long
from beak to tail, with the body accounting for about one-third
of that length. lis wingspan is about 7 feet. and it weighs about,
20 pounds.

An adule (11 1o 40 years old] is abourt 10 feet long from beak
to tail, with a wingspan of abour 15 feet.and a weight of about

Juvenile Arrowhawk
Small Outsider (Air, Extraplanar)

100 pounds.

Adule Arrowhawk
Medium Outsider (Air, Extraplanar)

Hit Dice: 3de+3 (16 hp) 7d8+7 (38 hp)
Iniriative: +5 +5
Speed: Fly 60 fr. (perfect) (12 squares) Fly 60 fv. (perfect) (12 squares)
Armor Class: 20 (+1 size, 45 Dex, +4 natural), 21 (+5 Dex, +6 natural],
touch 16, flar-footed 15 touch 15, flat-footed 16
Base Attack/Grapple: +3/+0 +7/+9
Artack: Electricity ray +2 ranged Electricity ray +12 ranged

Full Artack:

rouch (2de) or bite +9 melee (1dé6+1)
Electricity ray +9 ranged
touch (2d6) or birte +9 melee (1d6+1)

touch (2d8) or bite +12 melee (1d8+3)
Electricity ray +12 ranged
touch (2d8) or bite +12 melee (1d8+3)

Space/Reach: sf/sfi 5 /s fi.

Special Artacks: Electricity ray Electricity ray

Special Qualities: Darkvision 60 fr., immunity o acid, Darkvision 60 ft., immunity to acid,
electricity, and poison, resistance 1o electricity, and poison, resistance to
cald 10 and fire 10 cold 10 and fire 10

Saves: Fort +4, Rel +8, Will +4 Fort +6, Ref +10, Will +6

Abiliries; Smri2, Dex 21, Con 12, Sir 14, Dex 21, Con 12,
Int 10, Wis 13, Cha 13 Int 10, Wis 13, Cha 13

Skills: Diplomacy +3, Escape Artist +11,  Diplomacy +3, Escape Amist +15,
Knowledge (the planes) +5, Knowledge (the planes) +10,
Listen +7, Move Silently +11, Listen +11, Move Silently +15,
Search +6, Sense Morive +7, Search +10, Sense Motive +11,
Spot +7, Survival +7 (+5 following  Spot +11, Survival «11 {+13 following
rracks, +9 Plane of Adr), tracks, +13 Plane of Air),
Use Rope +5 (+7 with bindings) Use Rope +5 (+7 with bindings)

Feats: Dodge, Weapon Finesse Dodge, Flyby Atack, Weapon Finesse

Environment Elemental Plane of Air Elemental Plane of Air

Organization: Solitary or clutch (2—4) Solitary or clurch (2-4)

Challenge Rating: 3 5

Treasure: None None

Alignment: Always neutral Always neutral

Advancement: 46 HD (Small) f—14 HD (Medium)

Level Adjustment:

Elder Arrowhawk

Large Outsider (Air, Extraplanar)
15d8+45 (112 hp)

+5

Fly 60 fi. (perfect) (12 squares)
22 (-1 size, +5 Dex, +8 natural),
touch 14, flar-foated 17

+15/+25

Electricity ray +12 ranged touch
(2d8] or bite +21 melee (2d649)
Electricity my +19 ranged touch
(2d8) or bite +20 melee (2ds+9)
10 fr./5 fr.

Electricity ray

Darkvision 60 ft., immunity to
acid, electricity, and poison,
resistance to cold 10 and fire 10
Fort +12, Ref+14, Will +10

Sir 22, Dex 21, Con 16,

Int 10, Wis 13, Cha 13
Diplomacy +3, Escape Artist 423,
Knowledge (the planes) +18,
Listen +21, Move Silently +23,
Search +18, Sense Motive +1%,
Spot +21, Survival +19 (+21
following tracks, +21 Plane of
Air}, Use Rope +5 (+7 involving
bindings)

Alermess, Blind-Fight, Combat
Beflexes, Dodge, Flyby Anack,
Weapon Finesse, Weapon Focus
(hire)®

Elemental Plane of Air

Solitary or cluch (2-4)

B

None

Always newmal

16=24 HD {Large); 25-32 HD
(Gargantuan)




%@1
S
3
‘%
X

20

An elder arrowhawk (41
to 75 vears old) is about 20
feet long with a wingspan
of 30 feer and s weight
of about 800 pounds.

Arrowhawks speak
Auran, but they are
inot usually ralkarive
|creatures.

COMBAT
|Arrowhawks are extremely
territorial and always hungry.
They attack almost any other crea-
ture they meet, seeking 2 meal or
trying to drive away arival. The pri-
mary mode of attack is an electricity
| ray, fired from the tail. The creature
Lalso bites, but it prefers to stay out
lof reach.

Electricity Ray (Su): An
arrowhawk can fire this
fay ohce per rotnd,
with a range of
&0 feet

Arromwhaek

ASSASSIN VINE

| Large Plant
! Hit Dice: 4d8+12 (30 hp)
| Initiative: +0
Speed: 5 f. (1 square)
| Armor Class: 15 (-1 size, +6 natural), touch 9, flat-foored 15
Base Artack/Grapple: +3/+12
Artack: Slam +7 melee (1d6+7)
Full Atracl: Slam +7 melee (1d6+7
Space/Reach: 10 fr. /10 fr. (20 ft. with
vine)
Special Attacks: Constrict 1d6+7,
entangle, improved grab
Special Qualities: Blindsigh 30 fi,
camouflage, immunity 1o elecrriciny,
low-light vision, plant traits, resist-
ance to cold 10 and fire 10
Saves: Fort +7, Ref +1, Will =2
Abilities: Str 20, Dex 10, Con 16,
Int —, Wis 13, Cha 9
Environment: Temperate
forests
| Drganization: Solitary or
| paich (2-4)
Challenge Raring; 3
Treasure: 1,/10th coins 500
goods; S0% items
Alignment; Always neurral
Advancement: 5-16 HI) (Huge);
17-32 HD (Gargantuan} 33+ HD
Colossal)
Level Adjustment: —

This vine hos g fibrous stem covered with
| brown, stringy bork and s thick as @ human's

| farearm, Its leaves are shoped like human hands.

The assassin vine is a semimobile plant that collects {ts own

grisly fertilizer by grabbing and crushing animals and depositing |

the carcasses near its mots.

A marture plant consists of a main vine, abour 20 feet long.
Smaller vines up to 5 feet long branch off from the main vine |
sbout every 6 inches. These small vines bear clusters of
leaves, and in late summer they produce bunches of |
small fruits that resemble wild grapes, The
fruit is tough and has a hearty but bitter
flavor, Assassin vine berries make a
heady wine,
An ss<assin vine can move abour, albeit
very slowly, but usually stays put unless it
needs to seek prey inanew vicinity.
A subterranean version of the
ASSASSIN VINE gn.:-'.'.':i nearc hl:“ *.-prir:l;,{.\.
voleanic vents, apd other sources |
of thermal en- |
ergy. These
plants _have
thin, wiry stems
and gray leaves shot
through with silver, brown, and
white veins so that they resemble
mineral deposits, An assassin vine
B, growing underground usually
BN generates enough offal o
support a thoving colony of
mushrooms and other fungl,
which spring up around the plant
and help conceal ir.

COMBAT

An assassin vine uses simple tac-
tics: It lies still until prey comes within reach, then artacks, It uses |
its entangle ability both to catch prey and ro derer counteranacks.

Constrict (Ex): An assassin vine deals 1d6+7 points of damage

with a successful grapple check.

e Entangle (Su): An assassin vine
can animate plants within 30 feer of
itself as a free action (Ref DC 13 par-
tial). The effect lasts until the vine
dies or decides to end it (also a
free action), The save DC is
Wisdom-based. The ability is
otherwise similar o enlangle
(caster level 4th).

Improved Grab (Ex): To
use this ability, an assassin
vine must hir with its slam at-
tack. It can then amtempt to start
a grapple as a free action without
provoking an attack of opportu-
nity. If it wins the grapple
check, it establishes 2 hold
and can constrict.

Blindsight {Ex): Assassin
vines have no visual organs
but can ascertain all foes within
30 feet using sound, scent, and |

vibration, i

s Camouflage (Ex): Since an assas-
& sin vine looks like a normal plant
when at rest, it takes a DC 20 Spot
check 1o notice it before it attacks. !
Anyone with ranks in Survival or]

KEnowledge (nature) can use one of

those skills instead of Spor to notice

the plant. Dwarves can use stonecunning o
notce the subterranean version

y

Arsatin ine



A (—» H on foes that have been hitting it most often and uses its bite on |
ATH A whoever has dealt it the most damage. |

Huge Aberration Poison (Ex): Injury, Fortitude DC 22, initial damage 1ds Sir, |

Hit Dice: 14d8+70 (133 hp) secondary damage 2dé Str. The save DC is Constitution-based. |

Initiative: +1 § :

Speed: 35 ft. in hide armor (7 squares); base speed 50 fr. | -

|Armor Class: 20 (-2 size, +1 Dex, +3 hide armor, +8 natural, A ? E R
tauch 9, flat-footed 19 i Medium Outsider (Extraplanar, Fire)

| Base Attack/Grapple: +10/+24 ! Hit Dice: 2d&+2 (11 hp)

Attack: Morningstar +16 melee (3de+8) or rock +9 ranged I . Initiative: +1
(2d6+8) Speed: 20 fr. in scale mail (4 squares); base speed 3061

Full Attack: Morningstar +12/+7 melee (3d6+8), and 2 Armor Class: 23 (+1 Dex, +6 natural, +4 scale mail, +2 heavy
morningstars +12 melee (3d6+4), and bite +12 melee (2d8+4 shield), touch 11, Aat-foored 22
plus poison); or rock +5 ranged (2d6+8), and 2 rocks 45 Base Artack/Grapple: +2/+3 |
ranged (2dé+4) Attack: Warhammer +3 melee {1d8+1/%3 plus 1 fire] or short-|

Space/Reach: 15 fr./15 fi. spear +3 ranged (1d6+1 plus 1 fire)

Special Artacks: Poison Full Attack: Warhammer +3 melee (1d8+1/%3 plus 1 fire) or

Special Qualities: Darkvision 60 ft, | | shortspear +3 ranged (1d6+1 plus 1 fire] "

Saves: Fort +9, Bef +5, Will +10 | _.Space/Reach: s ft/sfr

Abilities: Str 26, Dex 13, Con 24, Int 7, Wis 12, Cha & . Special Attacks: Hear

Skills: Climb 49, Jump +18, Listen +7, Spot +7 Special Qualities: Darkyision 60 fr., immunity to fire, spell

Feats: Alertness, Cleave, Multiweapon Fighting, Power Atacl, resistance 13, vulnerability to cold

Saves: Fort +4, Ref +4, Will +4
Abilities: St 13, Dex 13, Con 13, Int 12, Wis: 132,
Cha9
Skills: Appraise +6, Climb +0, Craft (any two)
+6, Hide +0, Jump =6, Listen +6, Search +6,
Spot +6
Feats: Power Attack )
Envirenment: Elemental Plane of Fire
Organization: Solitary, pair, team (341,
squad (11-20 plus 2 3rd-level sergeants)
and 1 lender of 3rd-6rh level), or clan,
(30-100 plus 50% noncombatants plus
1 ird-level sergeant per 20 adults, 3
sth-leve] lisutenants, ond 3 7rh-level
- caprains)
I8 Challenge Rating: 2
o Treasure: Standard coins; double
P eoods (nonflammables only); stan-
i dard items (nonflammables only)
The athach is a hulking, mis- ™ . b C W Alignment: Always lowful neutral
shapen biped. Immensely sirong, an - : Advancement: By characrer class
athach can hammer most apponents Level Adjustment: +4
to gory paste. _
An athach rarely bathes, #fC
and smells particularly B
foul. An adulr stands
some 18 feer tall and
oweighs abour 4,500

Weapon Focus (bite)
Environment: Temperate hills
Organization: Solitary, gang (2—4), or tribe (7-12)
Challenge Rating: &

Treasure: 1,/2 coins; double goods; standard
irems

|Alignment: Often chaotic evil

| Advancement: 15-28 HD (Huge)

| Level Adjustment: +5

The creature looks like @ portly giant
.dressed in shabby rags and furs. It has
a. third arm growing from its chest. Its
wide, slobbering mouth has cuning

tusks that jut from its lower jou
It has tiny eyes, & small nose,
ang lopsided ears—one huge
and one iy

The creature resembles a dwarf with hair of

fire and a beard of lames. It has

brass-colored skin ond appears
to have been forged from
fire and metal.

pounds, =

Athachs are fond of gems ! Azers are dwarflike
and crystals of all rypes. They often jam bracelets on their chubby . beings native to the Elemental
fingers, necklaces around their fat wrists, and wear other jewelry Plane of Fire. They wear kilts of bruss, bronze, or copper, and speak
where they can. They have been known to sit for hours, polishing [gnan and Commeon.

and admiring their jewels The only other things athachs tend o _
be passionate about are food and violence. They despise hill glants COMBAT

and, unless outnumbered, attack them on sight. They fear other Azers use broad-headed spears or well-crafted hammers in|
giants and most other Huge creatures, cambar. When unarmed, they attempt 1o grapple foes. |
Athachs speak a crude dialect of Giant. Although unfriendly and taciturn, azers rarely provoke a
\fight except to relieve a foe of gems, which they love. 1f threat- |
COMBAT ened, they fight to the death, bur they see the value of mking
Athachs charge into melee combar unless their opponents are prisoners themselves. !
{out of reach, in which case they throw rocks. They sometimes try Heat (Ex): An azer's body is intensely hor, so its unarmed
to overrun armored opponents to reach unarmored opponents in |arracks deal extra fire damage, Its metallic weapons also conduct
back ranks. With its first few melee artacks, an athach rends 1o {this hear.

flail shout indiscriminately. After 3 few rounds, it concentrares.




AZER SOCIETY such s the one described here, is about 6 feet long and weighs

Azers maintain a rightly regimented sociery in which every 180 pounds. A barghest's eyes glow orange when the creature |
member has a specific place. The state always takes precedence becomes excited.

over the individual. Azer nobles are prodigiously Barghests speak Goblin, Worg, and Infernal

strong and wield absolute power. Azers dwell within

bronze fortresses on their home plane, only rarely COMBAT

visiting other planes to gather gems. They hate | Barghests can claw and bite, no matter whae their

|efreet, with whom they wage an eternal war for _ form,and usually disdain weapons. Though
{rerritory and slaves. g, they love killing, they have little stomach for

_ direct combar and attack from ambush,
AZERS AS CHARACTERS whenever possible. Barghests start a|
| Rare among their well-ordered kind, a few

combat by using crushing despair and
\azers leave behind the absolute rule of their

charm monsier to keep opponents off bal-
kin. These explorers tend to be fierce war- ance. They try to.stay away from the,
riors, quick to ke offense.

enemy'’s main strength. {
Azer characrers possess the following A barghest's natural weapons, as well
racial traits. as any weapons it wields, are treated as
— +2 Smrength, +2 Dexterity, +2 Con- evil-aligned and lawful-aligned for the
stitution, +2 Intelligence, +2 Wisdom, purpose of overcoming damage reduc-
=2 Charisma. tion. lis narural weapons are rreated as
—Medium size,

magic weapons for the purpose of over-
—An azer’s base land speed is 30 feet

coming damage reduction.
—Darkvision: Azers can see in the Spell-Like Abilities: At will—blink,
dark up 1o 60 feet.

levitate, misdivection (DC 14}, rage (DC
—Racial Hit Dice: An azer begins

18} 1/day—charm monster {DC 16),
with two levels of outsider, which pro- crushing despair (DC 16), dimension daor.
\vide 2d8 Hit Dice, a base attack bonus Caster level equals the barghest's HD..

|of +2, and base saving throw bonuses The save DCs are Charisma-based.,
{of Fort +3, Ref +3, and Will +3, Feed (Su): When o barghest slaysa,
—Racial Skills: An azer’s outsider humanoid opponent, it can feed on the

§ {evels give it skill points equal 1o 5 % (8 + corpse, devouring both flesh and life,
= {Int modifier). Its class skills are force, as a full-round action. Feeding
2. |Appraise, Climb, Craft, Hide, Jump,  #zer destroys the victim's body and prevents.
-t {Listen, Search, and Spot. any form of raising or resurrecrion
:-_.% —HRacial Feats: An azer's outsider levels that requires part of the corpse.
= give it one feat, There is a 50% chance that a wish,
‘E, — +6 natural armor bonus. miracle, or true resurrection spell can
= —Special Artacks (see above s Hear restore a devoured vicrim to life, Check
—Special Qualities (see above) Immuniry to once for each destroved creature. If the check
fire, spell resistance equal to 13 + class levels, vulnerabiliry 1o cold. fails, the creature cannot be brought back to life by
—Automatic Languages: Common, Ignan. Bonus Languages: mortal magic.
Abyssal, Aguan, Auran, Celestial, Infernal, Terran A barghest advances in Hir Dice by consuming corpses in this
—Favored Class: Fighter fashion. For every three suitable corpses a barghest devours, it
—Level adjustment +4. gains 1 Hit Die, and its Strength, Constitution, and narural

armor incredse by +1. Its atrack bonus and saves improve as

G normal for an outsider of its Hit Dice, and it gains skill points,
BAR HEST : feats, and ability score im-

A horrifying wolflike monster with blue-tinged fur, long sharg elows, provements normally.
land o fiendish glint of intelligence in its hateful. glowing eyes darts out The barghest only
of the shadaws, advances by consum-
ing the corpses of
creatures “'E'H."!ii: H i
Dice or levels are
equal to or greater
than its own current
total. A barghest that
reaches 9 Hit Dice through feed-
ing immediately becomes a|
greater barghest upon completion |
of the act |
Change Shape (Su): A barghest
cin asswme the shape of o goblin or
a wolf as a standard action. In|
goblin form, a barghest
becomes blue al- cannot use its natu-
together. A full- ral weapons but can
grown _barghest, Barghes } wield weapons and

A barghest is a lupine fiend thar can take the shape of a wolf or a
goblin. In its natural form, it resembles a goblin-wolf hybrid
with terrible jaws and sharp claws. Barghests come into
the world 1o feed on blood and souls and thus
grow stronget.

As whelps, barghests are nearly
indistinguishable from wolves,
except for their size and J
jclaws. As they grow larger
land stronger,
|their skin dark-
iens to bluish-
ired and eventually




Barghest
Medium Oursider (Evil,
Extraplanar, Lawful, Shapechanger)

Greater Barghest
Large Outsider (Evil,
Extraplanar, Lawful, Shapechanger)

Hit Dice: a8+ (33 hp) ads+27 (67 hp)

Initiarive; 1h +6

Speed: 30 fr. (6 squares) 40 f1. (8 squares)

Armor Class: 18 (+2 Dex, +6 natural), 20 (-1 size, +2 Dex, +9 natural),
touch 12, flar-footed 16 rouch 11, far-footed 18

Base Attack/Grapple:  +6/+3 s9/418

Artack: Bite +9 melee (1da+3) Bite +13 melee (1d8+5)

Full Artack: Bite +9 melee (1d6+3) and 2 claws Bite +13 melee (1d8+5) and 2 clows +8 meles (1d6+2)
++ melee (1d4+1)

Space/Reach: 5fr/5fr. 10 fi./5 fi

Special Attacks: Spell-like abiliries, feed Spell-like abilities, feed

Special Qualities:

Change shape, damage reduction 5/magic,

darkvision &0 ft., scent

Change shape, damage reduction 10/magic,
darkvision &0 ft., scent

Saves: Fort +6, Ref +7, Will 47 Fort +3; Ref +8, Will +10
Abilities: Str 17, Dex 15, Con 13, Str 20, Dex 15, Con 16,
Int 14, Wis 14, Cha 14 Int 18, Wis 18, Cha 18
Skills: Bluff +11, Diplomacy +6, Bluff +16, Climb +17,
Disguise +2 (+4 acting), Hide +11%, Concentration +15,
Intimidate +13, Jump +12, Diplomacy +8, Disguise +4 (+6 acting), Hide +10%,
Listen +11, Move Silently +10, Search +11, Intimidate +18, lJump +21, Listen +16,
Sense Morive +11, Spot +11, Move Silently +14, Sense Motive +16, Spot +16
Survival #11 (+13 following tracks) Survival +16 (+18 following mracks), Tumble +16
Feats: Combat Reflexes, Improved Initarive, Combat Casting, Combat Reflexes
Track Improved Initiative, Track
Environment Bleak Erernity of Gehenna Bleak Eternity of Gehenna
Organization: Solitary or pack (3—6) Solitary or pack (3-6
Challenge Rating: 4 5
Treasure: Double standard Double standard
Alignment: Always lawful evil Always lawful evil
Advancement: Special (see below) Special {see below]

Level Adjustment:

wear armor. In wolf form, a barghest loses its claw attacks but

retains its bite attack

BASILISK

Pass Without Trace (Ex): A barghest in wolf form can use pass
without rrace (as the spell) as a free action :
Skills: *A barghest in wolf form gains a ++ circumstance bonus |

on Hide checks.

The creature looks like o thick-bodied reptile with eight legs. Rows of
bony spines jut from s back..and its eyes glow with.an eerie, pole green
incandescence,

A basilisk is a reprilian monster thar perrifies living crearures with

GREATER BARGHES]

a mere gaze. Surviving a fight with a basilisk requires either care-

Combat

A barghest that reaches 9 Hit Dice through feeding becomes o
greater barghest. These creatures can change shape into a gob-
linlike creature of Large size (abour § feer tall and 400 pounds)
or a dire wolf. In goblin form, a greater barghest cannot use its
natural weapons but can wield weapons and wear armor. In dire
wolf form, a greater barghest loses its claw arracks bur rerains
its bite artack. '

A greater barghest can reach a maximum of 18 Hit Dice
through feeding

Spell-Like Abilities: In addition 1o the spell
like abilities all barghests possess, o greater
barghest gains the following abilities. At
will—invisibility sphere; 1/day—mass bull’s
strength, mass enlarge. Caster level
equals the greater barghest's HI,

Occasionally, a greater barghest usesa
Imagic two-handed weapon in combat
linstead of its claws, giving it multi-

\ple attacks (attack bonus +13/+8). It
can also make one bite attack (artack bonus
+8) each round. The save DC against a greater

barghest's spell-like abilities is 14 + spell level Basilick

ful preparation or considerable good forune,

Basilisks are found in nearly every climate, and often in
underground areas as well They tend 1o lair in shallow burrows,
caves, or other sheltered areas. The entrance to a basilisk lair is
sometimes distinguished by lifelike stone starues or carvings,

which are actually creatures that ran afoul of the crea-
o ture's gaze, Basilisks are omnivorous and able to
consume their perrified vicrims. They
make effective guardians, if one
has the magical or monetary




Basilisk Abyssal Greater Basilisk

Medium Magical Beast Large Outsider (Augmented Magical Beast, Extraplanar)
Hit Dice: 6d10+12 (45 hp) 18d10+90 (189 hp)
Initiative: -1 1
Speed: 20 {1, (4 squares) 200 Fr. (4 squares
Armor Class: 16 (—1 Dex, +7 natural), 17 (-1 Dex, -1 size, +9 natural
touch 9, flar-footed 16 touch 8, flar-footed 17
Base Attack/Grapple: +6/+8 +18/+29
Artack: Bite +8 melee (1d8+3 Bite +25 melee (2d8+10
Full Artack: Bite +8 melee (1d8+3) Bite £25 melee (2d8+10)
Space;/Reach: § fr./5 fi. 10 fr./s fi
Special Artacks: Perrifying gaze Perrifying gaze, smite good
Special Qualities: Darkvision 60 fr., Jow-light vision Resistance to cald 10 and fire 10, damage reduction 10/ magic,
darkvision &0 fr., low-light vision, spell resistance 23
Saves: Fort +9, Bef 44, Will +3 Fort +18, Rel +12, Will +8
Abilities: Str 15, Dex 8, Con 15, Str 24, Dex 8, Con 21,
Int 2, Wis 12, Cha 11 Int 3, Wis 10, Cha 15
Skills: Hide +0", Listen +7, Spot +7 Hide +0%, Listen +10, Spot +10
Feats: Alertness, Blind-Fight Alertness, Blind-Fight, Great Fortirude,
Great Fortitude Iron Will, Improved Natural Attack (bire),
Lightning Reflexes, Weapon Focus (bire
Environment: Warm deserrs Infinite Layers of the Abyss
Organization: Solitary or colony (3-8 Solitary or colony {3—6]
Challenge Rating: 5 12
Treasure: None Standard
Alignment: Always neutral Always chaotic evil
Advancement: 7-10 HD (Medium); 11-18 HD (Large —
Level Adjustment: — —
resources to capiure and contain them. Petrifying Gaze (Su): Turn to stone permanently, range 30 feer;
A basilisk usually has a dull brown body with a yellowish undes- Fortitude DC 13 negates. The save DC is Charisma-hased

belly. Some specimens sport a
short, curved horn
atop the nose, An adult
basilisk’s body grows 1o
about & feet long, not
including s tzil, which

Skills: *The basilisk’s dull coloration and its ability to rerain

v motionless for long periods
of Ome grant it 4 +4 :;I'C'-El
bonus on Hide checks in

natural sertings

: . TP
can reach an additional e 4\‘; aaAl
length of 5 to 7 feer JREATER
The creature weighs BASILISK

Adventurers are likely o
encounter these fiends of
world either in

abour 300 pounds.

COMBAT

A basilisk relies on ire
gaze attack, biting only
when opponents come
within reach. Though
it has eight legs, its
|slow merabolism ren-
ders it relatively slug-
gish, so it does not
expend energy unnec-
essarily. Intruders who
flee a basilisk rather
than fight can expect.
at best, a halthearted
pursit.

These creatures tend
to spend most of their ime
lying. in wait for prey,
which includes small
mammals, birds, reptiles,

the unds

:.'m':r mat environment

barren wastelands of the

Abwsz, or summoned 1o the
employ of some dark sor
cerer. Servants of the de
mon lords make good use
of the greater basilisk as
guards and escorts

Lambat
The save DC for the
ahwezal 4 I el
abyssal greater basilisk's
petrifving gaze (DC 21
is adjusted for its grearer
Hit Dice and higher

Charisma score

An abyssal greater basi-
lisk's narural weapons are
treated as magic weapons

.‘”1-{ :III‘.I-E..IF Creatures. Lor '||"|I.‘ PULpLsSC ol overcoming
When not hunting, basilisks are usually sleeping off their latest damage reduction

meal in their lairs. Basilisks sometimes gather in small colonies for Smite Good (Su): Once per day an abyssal greater basilisk can
mating or for mutual defense in unusually hostile terrain, and a make a normal melee attack to deal an extra 18 points of damage

colony will atteck intruders in concer against a good foe.



REHIR

Huge Magical Beast

Hit Dice: 2d10+45 (24 hp)

Initiative: 1

Speed: 40 fr. (8 squares), climb 15 fi

Armor Class; 20 (=2 size, +1 Dex, +11 natural), touch 9,
flar-foored 19

| Base Attack/Grapple: +9/+25

(Attack: Bite +15 melee (2d4+12)

Full Attack: Bite +15 melee (2d4+12)

| Space/Reach: 15 fi./10 fi.

Special Attacks: Breath weapon, constrict 2d8+8, improved
grab, rake 1d4+4, swallow whole

Special Qualities: Canlt be tripped, darkvision 60 fr,, immunity
to electricity, low-light vision, scent

Saves: Fort +11, Ref +7, Will +5

Abilities: Srr 26, Dex 13, Con 21, Int 7, Wis 14, Cha 12

\Skills: Climb +18, Hide +5, Listen +4, Spot +4, Survival =2

Feats: Alertness, Cleave, Power Artack, Track

Environment: Warm hills

Organization: Solitary or pair

Challenge Rating: &

Treasure: Standard

Alignment: Often neutral

Advancement: 10-13 HD (Huge); 1427 HD (Gargantuan

 Level Adjustment: —

| At first the creature appears as o huge armored snake. slithering across the
ground at great speed. Then, without slowing. it unfolds a dozen legs from
|its serpentine body and runs forward to strike.

The behir is a serpentine monster that can slither like a snake or
use its dozen legs to move with considerable speed

A behir is abaur 40 feer long and weighs abour 4,000 pounds. 1t
can fold its limbs close o its long, narrow body and slither in
snake fashion if it desires. The coloration of behirs ranges from

ultramarine to deep blue with bands of gray-brown. The belly is.
pale blue. The rwo large horns curving back over the head look|
dangerous but are acrually used for preening the creature’s scales, |

not for Aghting.

Behirs are never friendly with dragonkind and won't coexist

with any type of dragon. If a dragon enters a behir's territory, the
behir does everything it can to.drive the dragon out. 1f the behir
fails, it moves off 1o find 2 new home. A behir never knowingly
enters the territory of 2 dragon.
Behirs speak Common

COMBAI .
A behir usually bites and grabs its prey first, then either swallows |
or_constricts the opponent. It can employ its claws only against|

foes canght in its coils. 1f beset by a large number of foes, ituses s
breath weapon.
Breath Weapon (Su); 20-foor line, once every 10 rounds,

\damage 7dé elecrricity, Reflex DC 19 half. The save DC is

Constitution-based.

Constrict (Ex): A behir deals 2d8+8 points of damage with.
a successful grapple check. It can make six rake arracks against|

1 grappled foe as well.

Improved Grab (Ex): To use this ability, a behir must hita crea-
ture of any size with its bite artack. 1t can then attempt to start o
grapple as.a free action without provoking an attack of opportu-

nity. 1f it wins the grapple check, it it establishes o hold and can |

attempt 1o constrict the opponent or swallow the opponent in the
following round.

Rake (Ex): Six claws, attack bonus +15 melee, damage 1d4+4.
Swallow Whole (Ex): A behir can try to swallow a grabbed Me-.
|dium or smaller opponent by making a successful grapple check.

A behir thar swallows an opponent can use its Cleave feat 1o bite
and grab another opponent.

A swallowed creature rakes 2d8+8 points of bludgeoning

damage and § points of acid damage per round from the behir's
gizzard. A swallowed creature can cut its way out by using a
light slashing or piercing weapon to deal 25 points of damage 1o

the gizzard (AC 15). Once the creature exits, musculac action |
closes the hole; another swallowed opponent mustcut its own.

Wy Our.

A behir's gizzard can hold 2 Medium, 8 Small, 32 Tiny. or 128,

Diminutive or smaller opponents.

Skills: Behirs have a +8 racial bonus on Climb checks and can
always choose 1o 1ake 10 on Climb checks, even if tushed or)

threatened.

BEHOLDER

it floats before you, & bulbous body with a central, unblinking epe, and o
large mow filled with doggerlike teeth. Smaller eyes, attached to wriggling
stalks, sprout from the top of the orhiike body.

Beholders are the stuff of nightmares. These creatures, also called
the “spheres of many eyes” or eye ryrants,” are deadly adversaries,
Beholders speak their own language and Common

COMBAI

The primary weapon of both the gauth and the beholder is 2 series
of deadly eye rays.
Eye Rays (Su): Each of 2 beholder’s small eyes can produce
a magical ray once per round as a free action. During a single
round, a creature can aim only two.eye rays (gauth) ot three eye
rays (beholder) ar fargets in any one 90-degree arc (up, forward,
backward, left, right, or down). The remaining eyes must aim at
targeis in other arcs, or not at all. A beholder can tilt and pan its
body each round to change which rys it can bring to bear in any
given arc.

Each eye's effect resembles a spell (caster level Bth level fora |
gauth, or 14th for a beholder), but follows the rules for a may (see |

Aiming a Spell, page 175 of the Fayer’s Handbook ).

All-Around Vision (Ex): Beholders are exceptionally alert and |

circumspect. Their many eyes give them a +4 racial bonus on Spot
and Search checks, and they can't be flanked.

Flight (Ex): A beholder's body is naturally buoyant, Tl'l.i.':':

buayancy allows it to fly at a speed of 20 feer. This buoyancy also
grants it 2 permanent feather fall effect (as the spell) with per-

|sonal range.
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GAUTH

Medium Aberration
Hir Dice: 6d8+18 (45 hp)

is subject to its stunning gaze atmck. Since the gauth can use iis
eye-rays as a free action, the creature can use a standard action to |
focus its stunning gaze on an opponent and arrack with all eye rays |

Initiative: +6

Speed: 5 fr. (1 square), fly 20 fr. (good

Armor Class: 19 (+2 Dex, +7 natural), rouch 12, flas-footed 17

Base Attack/Grapple: +4/+3

Artack: Eye rays +6 ranged touch and bite =2 melee (1de-1]

Full Attack: Eve rays +6 ranged touch and bite -2 melee (1ds=1)

Space/Reach: 5 fr./s fi

Special Attacks: Eye rays, stunning gaze

Special Qualities: All-around vision, dackvision 60 fr., flight

Saves: Fort +5, Ref <4, Will «9

Abilities: Str 8, Dex 14, Con 16, Int 15, Wis 15, Cha 13

Skills: Hide +11, Knowledge (arcana) +11, Listen +4. Search +15,
Spot +17, Survival +2 (+4 following racks)

Feats: Aleriness”, Flyby Armtack, Improved Inirative, lron Will

Environment: Cold hills

Organization: Solitary, pair, or cluster (3-6)

Challenge Rating: &

Treasure: Standard

Alignment: Usually lawhul evil

Advancement: 7-12 HD {Medium); 13-18 HD (Large)

Level Adjustment: —

The gauth, sometimes known as the lesser beholder, is a 4-foot
wide orb dominated by a central eye. Six smaller eyes on stalks
|sprout from the top of its body. Itisa rapacious.and tyrannical
creature that seeks o exact rribute from anything weaker than
trself, and often attacks adventurers simply to acquire their wealih,

Eye Rays (Su}: Each of a gauth's six eye rays resembles o spell
cast by an 8th-level caster. Each eve ray has a range of 100 feet
and a save DC of 14. The save DCs are Charisma-based. The six

that bear on its foes at the same time

BEHOLDER
Large Aberration
Hit Dice: 11d8+44 (93 hp)
Initiative: +6
Speed: 5 it (1 squace), fly 20 fr. (good
Armor Class: 26 (=1 size, +2 Dex, +15 natural), touch 11.
flar-footed 24
Base Attack/Grapple: +8/+12
Artack: Eye rays +¢ ranged rouch and bire +2 melee (2d4)
Full Attack: Eye rays +9 ranged rouch and bite +2 melee (2d4)
Space/Reach: 10 fi./5 ft
Special Attacks: Eye rays
,Special Qualities: All-around vision, antimagic cone, darkvision
60 fr., Right
| Saves: Fort +9, Ref 5, Will +11
Abilities: Sir 10, Dex 14, Con 18, Int 17, Wis 15, Cha 15
Skills: Hide +12, Knowledge (arcana) +17, Listen +18, Search
+21, Spot+22, Survival +2 (+4 following tracks)
Feats: Aleriness®, Flyby Attack, Great Fortitude, Improved
Initiative, Iron Will
Environment: Cold hills
Organization: Solitary, pair, or cluster (3-6)
Challenge Rating: 13
Treasure: Double standard
Alignment: Usually lawful evil
Advancement: 12-16 HD {Large}; 17-33 HD
(Huge]
Level Adjustment: —

eye rays include:

Sleep: This works like the spell, except that it
affects one creature
with any number
of Hit Dice (Will
negates). Gauths

Belolder

like to use this ray
against warriors and
other physically power-
Ful creatures.
Inflict Mod-
erafe Winmids;
This works
like the spell,
causing 2d848
points of damage
(Wil half).
Chispel Magic: This works

like the targeted dispel func- T
| PN

tion of the spell The
gauth's dispel check is
12048,

Seorching Ray: This works like
the spell, dealing 4dé points of
fire damage (no save). A gauth cre-
ates anly one fiery ray per use of
this ability

Pavalysis: The tarpet must succéed on a Forti-

(tude save or be paralyzed for 2d10 minures.

Exhaustion: This works like the spell ray of

Lexhaustion (no savel,

Stunning Gaze (Su); Stun for 1 round, 30 feer,
Will DC 14 negates. The save DC is Charisma-based
Any.creature meeting the gaze of the gauth’s central eye

L -

o)

A beholder is
an B-foot-wide orb
dominated by a cen-
tral eye and a large, toothy
maw. Ten smaller eyes on
stalks sprout from the wop of
the orh,

Combat

Heholders often artack with-

out provocation. Though
not powerful physically, they
often plow right into groups
of opponents to use 18 many
of their eves as they
can. When closing with
an enemy, 2 beholder
tries to cause as much
disruption and confusion
as possible.

Eye Rays (Su): Each
of a beholder's ten eve
rays resembles a spell cast by a 13ch-
level caster. Each eye ray has a)

mange of 150 feet and 8 save DC of

17. The save DCs.are Charisma-
based. The ten eye rays include:

Chiarm Menster: The target must succeed ona
Will save or be affected as though by rhe spell.
Beholders use this ray to confuse the opposirion,
usually employing it early in a fight. The beholder gen
erally instruces a charmed target to either restrain a com-
rade or stand aside



Charm Person: The rarget must succeed on a Will save or be
wffected as though by the spell. Beholders use this ray in the same
manner as the charm monster ray

Disintegrate: The target must succeed on a Fortitude save or be
affected as though by the spell. The beholder likes 1o use this ray |
on any foe it considers a real threat

Fear: This works like the spell, except that it targets one crearure. |
|The rarget must succeed on a Will save or be affected as though by |
(the spell. Beholders like to use this ray against warriors and other |
.powerful creatures early in a fight, 1o hreak up the opposition.

Finger of Death: The targer must succeed on a Fortitude save ot be
|slain as though by the spell The trget takes 3d6+13 points of dam-
.age if its saving throw succeeds. Beholders use this ray to elimi-

nate dangerous foes quickly.

Flesh to Stone: The targer must succeed on a Fottitude save or be
affected as though by the spell. Beholders like to aim this ray at

(enemy spelleasters. They also use it on any creature whose appear-
,ance they find interesting. (After the fight, the beholder takes the |
(statue 1o its loir as a decoration.) |

Inflict Moderate Wounds: This works like the spell, causing |
2d8+10 points of damage (Wil half) |

Sleep: This works like the spell, except thar itaffects one crearure
with any number of Hit Dice (Will negates). Beholders like to use
this ray against warriors and other physically powerful crearures,
They know their foes can quickly awaken the sleepers, but they
also know that doing so takes time and can delay an effecrive

|counterattack,

Slow: This works like the spell, except that iz affects one crea-
|ture. The target can make a Will save to negate the effect. Behold-
Jers often use this ray against the same creature targeted by their
disintegrate, flesh to stone, or finger of death ray. 1f one
.of the former rays fails to eliminate the foe, this /247

ray might at least hamper it

Telekinesic A beholder can move objects
or creatures that weigh up o 325 pounds, f"
as though with a telekinesis spell. Crea- [ &
rures can resist the effect with a success- f
ful Will save. tl'”

Antimagic Cone (Su): A beholder's
central eye continually produces a 150-
foot cone of anrimagic. This functions
just like antimagic field {caster level
13th), All magical and supernatural
powers and effects within the cone are
suppressed—even the beholder's own
eve rays. Once each round, during jts
turn, the beholder decides whether the
ﬂnr]n]ﬂg]l_‘ cone 15 aclhlye Or nol .,l.].'l.E
beholder deactivates the cone by shutting its

lcentral eye), /

Beholder Society
Beholders are hateful, aggressive, and avari- \[ﬁ'
cious, attacking or dominating others when- |
ever they can get away with it They exhibit QEL—;_
a xenophobic intolerance, hating all creatures —
not like themselves. The basic body type comprises a great variety
of beholder subspecies, Some are covered with overlapping chiri-
nous plates; some have smooth hides or snakelike ¢ye renracles;
(some have crustacean joints. But even a difference as small as hide
(color or size of the central eye can make two groups of beholders
|sworn enemies Every beholder declares its own unique form to
Lbe the “rrue ideal of beholderhood.” the athers being nothing but
Lugly replicas fir only to be eliminared.
Beholders usually carve our underground lairs for themselves
using their disinfegrile rays. Beholder architecrure emphasizes the |
vertical, and a lair usually has & number of parallel rubes, with |

chambers stacked on top of each other. Beholders prefer inacces- I
sible locations that earthbound foes can reach only with difficuley. |

BELKER

| Large Elemental (Air, Extraplanar)

\Hit Dice: 7d8+7 (38 hp)

Initiative: +5

Speed: 30 fr. (6 squares), fly 50 fr. (perfect)

Armor Class: 22 (=1 size, +5 Dex, +8 natural), touch 14,

flat-footed 17

Base Attack/Grapple: +5/+11

Attack: Wing +3 melee (1dé+2)

Full Attack: 2 wings +9 melee (1d6+2) and bite +4 melee (1d4+1) |

and 2 claws +4 melee (1d341)

Space/Reach: 10 fr./10 i

Special Artacks: Smoke claws
.Special Qualities: Darkyision 60 ft., elemental mraits, smoke
\farm

|Saves: Fort +3, Ref +10, Will +2

Ahbilities: Str 14, Dex 21, Con 13, Loz 6, Wis 11, Cha 11
Skills: Listen +7, Move Silently +9, Spot +7

Feats: Alertness, Mulriamack, Weapon Finesse
Environment: Elemental Plane of Air

Organization: Solitary, pair, or clurch (3—4]
Challenge Rating: &

Treasure: None

Alignment: Usually neutral evil

Advancement: 8=10 HD (Large); 11-21 HD (Huge]
Level Adjustment: —

..;'HQ A muass of dark smoke moves against the breeze, shifting shape as

it comes closer Cloudlike, roiling, it suddenly explodes inta o
U, demonic creature of smoke and wind, with large bat wings,
clawed tendrils, and o biting maw.

“-\ Belkers are creatures from the Plane of Aie They
are composed primarily of smoke. Although
undeniably evil, they are very reclusive and

| usually have no interest in the affairs of others
A belker’s winged shape makes it look dis-
tinctly demonic. Because of its semigaseous

- .«' narure, however. it shifts and changes shape

with every puff of wind. It is about 7 feet long

-

und weighs about 8 pounds.
7 Belkers speak Auran.
74 COMBAT

In most cases, a belker fights with irs nasty claws
and painful bite.
Smoke Claws (Ex): A belker in smoke form (see
below) can engulf opponents by moving on rop of them. Ir fills
the air around one Medium or smaller opponent without pro-
| __voking an attack of opportunity. The targes must
% succeed on 1 DC 14 Fortitude save or inhale parr of
the creature. The save DC is Constitution-based.
Smoke inside the victim solidifies into a claw and begins to dpat
the surrounding organs, dealing 3d4 points of damage perround. |
An affected crearure can attempt another Fortitude save each sub- |
sequent round tocough out the semivaporous menace. :
Smoke Form (Su); Most of the time a belker is more or less|
solid, but ar will it can assume smoke form. It can switch forms |
once per round a5 a free setion and can spend up.to 20 rounds per.
.day in smoke form. A belker in smoke form can fly ar a speed of 50
| feet (perfect). The ability is otherwise similar 1o a gaseous form spell
\(caster level 7eh).
Skills: Belkers have a +4 racial bonus on Move Silently checks.




BLINK DOG BODAK!

Medium Magical Beast
Hit Dice: 4d10 (22 hp)
Initiative: +3
Speed: 40 ft. (8 squares)
LArmor Class: 16 (+3 Dex, +3
nararal), touch 13, far-footed 13
| Base Attack/Grapple: +4/+4
(Attack: Bite +4 melee

Medium Undead (Extraplanar)
Hit Dice: 9d12 (58 hp)
Initiative: +6
Speed: 20 ft. (4 squares)
Armor Class: 20 (+2 Dex, +8 naru-

ral}, rouch 12, flar-footed 18
Base Attack/Grapple: +4/+5
Attack: Slam +6 melee (1d8=1)

{1d&) U Full Atrack: Slam +6 melee (1d8+1)
| Full Artack: Bite +4 V4 Space/Reach: 5 f1./5 fr.

melee (1da) ‘ Special Attacks: Death gaze
Space/Reach: 5 ft /5 fr Special Qualities: Damage reduc- |
Special Attacks: — tion 10/ cold iron, dackvision &0 fr., |

immunity to electricity, resistance
1o acid 10 and fire 10, undead trairs,
vulnerability to sunlight
Saves: Fort +3, Ref +5, Will +7
Abilities: Str 13, Dex 15, Con —, Int &,
Wis 12, Cha 12
Skills: Listen +11, Move Silently +10,
Spot+11
Feats: Alertness, Dodge, Improved
Initiative, Weapon Focus (slam)
Environment: Infinite Layers of the
Abryss
Organization: Solitary or gang (2-4)
Challenge Rating: §

Special Qualities: Blink,
darkvision &0 ft., dimen-
sion door, low-light
vision, scent

Saves: Fort +4, Ref +7,
Wwill +4

Abilities: Str 10, Dex 17,
Con 10, Int 10, Wis
13, Cha 11

Skills: Hide +3,
Listen +5, Sense
Motive +3, Spot +5,
Survival +4

(Feats: Iron Will, Run,

Track?® Treasure: None
Environment: Temperate “™ Alignment: Always chaotic evil

plains : ped il Advancement: 10-13 HD (Medium}; 14-27
Organization: Solitary, pair, or pack Blink dog HD (Large)

[7=18] Level Adjustment: —

Challenge Rating: 2

Treasure: Nong

Alignment: Usually lawful good

Advancement: 5-7 HD (Medium}; 8-12 HD (Large)
Level Adjustment: +2 (cohort)

This creature is @ groy-fleshed, hairfess. humanoid
with an elongated skull-like head, noseless
face, and white, empiy eyes.

Bodaks are the undead remnants of
humanoids who have been destroved
by the touch of absolute evil
A bodak retains fleeting memo-
ries of its past life and can speak
Common {or some other human-
oid language)

COMBAT

Bodaks love to approach their
oppaonents et a leisurely pace, ler-
ting their gaze do its work belfore
closing.

Death Gaze (Su); Death, range
30 feet, Fortitude DC 15 negates
Humanoids who die from this arack
are mransformed into bodaks 24 hours
later. The save DC is Charisma-based.

Vulnerability to Sunlight (Ex): |
Bodaks loathe sunlight, for its
merest touch burns their,
gw impure fesh. Each round of |
expostre 1o the direct rays of |
the sun deals 1 point of demage.

to the creature.

A big canine with yellow-brown fur and large ears appears complately ordi
nary. And then it disappears in the blink of an eye and instantly reappears
in @ different location.

The blink dog is an intelligent canine that has a limited teleporta-
tion ability.

Blink dogs are social animals, often traveling in packs. They §
(eat equal amounts of meat and plant marer. They aveid human
lands but drive off evil humanoids that enter their territory

Blink dogs have their own language, a mixture of barks, yaps,
whines, and growls that can transmir complex informarion.
When not hunting, they are playful with each other but very
protective of their pups, which oursiders sometimes steal 1o
train as guard animals. Blink dogs and displacer beasts are natu-

ral enemies.

COMBAT

Blink dogs hunt in packs, teleporting in a seemingly random fash-
ion until they surmound theic prey, allowing some of them to take
advantage of flanking,
Blink (Su); A blink dog can use blink as the spell (caster level
gth), and can evoke or end the effect as a free sction,
Dimension Door (Su): A blink dog can teleport, as dimension
{idoor (caster level Bth), once per round as a free action. The abiliry
affecis only the blink dog, which never appears within a solid
object and can act immediately after teleporting,




BUGBEAR

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+3 (16 hp)

Initiative: +1

Speed: 30 ft, (6 squares)

Armor Class: 17 (+1 Dex, +3 natural, 42 leather armor, +1 light

| wooden shield), rouch 11, fat-footed 18

Base Attack/Grapple: <2/+4

Attack: Morningstar +5 melee (1d8+2) or javelin 43 ranged
(1d6+2]

Full Attack: Momingstar +5 melee (168+2) or javelin +3 ranged
(1de+2)

Space/Reach: 5 fr./s f1.

Special Artacks; —

Special Qualities: Darkvision 60 ft., scent

Saves; Fort +2, Ref +4, Will +1

Abilities: Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9

They are sometimes found commanding goblins and hobgoblins,
whaom they bully mercilessly.

Bugbears survive primarily by hunting, and they ear wharever
they can bring down, Any creature is a legitimare source of food,
including monsters and even their own smaller kin. When game

lis scarce, bugbears turn to raiding and ambush to fill their stew-
_pots.

Most bughbears revere i deity named Hruggek, who delights in
ambushes followed by furious combat.

BUGBEARS AS CHARACTERS

Most bugbear leaders are fighters or fighter/rogues, Bugbear cler-
ics worship Hruggek and can choose any two of the following
domains Chaos, Evil, Trickery, and War,

Bughear characters possess the following racial rraits,

— +4 Strength, +2 Dexterity, +2 Constitution, =2 Charisma

—Medium size

—A bughear's base land speed is 30 feet

— Darkvision out to 60 feer.
Racial Hit Dice; A bughear begins with three levels of hu-
manoid, which provide 3d8 Hit Dice, a base attack bonus of +2,
and base saving throw bonuses of Fort +1, Rel +3, and Will +1.
Racial Skills: A bugbear’s humanoid levels give it skill poines
equal 1o 6 2 (2 + Int modifier). Irs class skills are Climb, Hide,
Listent, Move Silently, Search, and Spot.
Racial Fears: A bugbear’s humanold levels give it two feats.
— +3 natural armor i."UTI.H'S.
— +4 racial bonus on Move Silently checks |
Auromatic Languages: Commaon, Goblin, Bonus Languages: |
Draconic, Elven, Giant. Gnoll, Orc.
—Favored Class; Rogue
—Level adjustment +1

Skills: Climb <3, Hide +4, Listen +4, Move Silently +6, Spot +4

Feats: Alertness, Weapon Focus (morningstar)

Environment; Temperate mountaing

Organization: Solitary, gang (2—4), or band (11-20 plus 150%
noncombatants plus 2 2nd-level sergeants and 1 leader of
2nd-5th level)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class

| Level Adjustment: +1

This muscular, savage humanoid stands 7 feet tall, Coarse hair covers
most of its body. [ts mowth is full of long, sharp fangs, and its nose is much
like that of a bear.

The biggest and strongest of the goblinpids, bugbears are more ag
gressive than their smaller relarives, They live by hunting any
creature weaker than themselves,

The bugbear's nose is the cause of its name, though the creature
is not related to bears. Its hide and sharp claws also resemble |
those of bears. A bugbear's hands are far more dexterous than a |
bear’s paws, however, and its claws are too small to make effec-
Ve Wedpons,

Bugbears speak Goblin and Common.

COMBAT
Bugbears prefer 1o ambush opponents whenever possible, When
hunting, they normally send scouts ahead of the main group thar,
if they spy prey, return to report and bring up reinforcements.
Bughear attacks are coordinated, and their tactics are sound if
inot brilliam
Skills: Bugbears have a +4 racial bonus on Move Silently
checks.

BUGBEAR SOCIETY

Bughears prefer to dwell in temperate, mounmainous regions with
many caves, living in small tribal units, A single bugbear, usually
the biggest and meanest, leads each tribe. A rribe has as many
voung as it has adults. Children do not join the adults in the hunt,
but they will fight 1o protect themselves or their lairs

Bughears have only two genuine goals in life: food and trea-
sure. Prey and {ntruders are considered 2 valuable source of
both. These extremely greedy creatures prize anything shiny,
including arms and armor, They never miss an opportunity to
lincrease their hoards through thefi, plunder, and ambush. On
rare occpsions they parley with other beings if they believe
something can bé gained, but they are not skilled negotiators,
losing their patience quickly if such encounters run overlong
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BULETTE

Huge Magical Beast
Hit Dice: 9d10+45 (94 hpl
Initiative: +2
Speed: 40 ft. (8 squares), burrow 10 fr.
|Armor Class; 22 (-2 size, +2 Dex, +12
patural), touch 10, flat-footed 20
| Base Attack/Grapple: +9/+25
JArtack: Bite +16 melee (2d8+8)
Full Attack: Bite +16 melee
(2d8+8) and 2 claws +10 melee
i (2de+4)
Space/Reach: 15 fr./10 {1,
Special Attacks: Leap
Special Qualities:
Darkvision 60 ft., low-
light vision, scent,
remorsense 60 fi.
| Saves: Forr +11, Ref +8,
Will +6
Abilities: Str 27, Dex 15,
Con 20, Int 2, Wis 13, Cha &
Skills: Jump +18, Listen +9, Spor +3
Feats: Alermess, Iron Will, Track, Weapon Focus (bire)
Environment; Temperate hills
| Drganization: Solitary or pair
| Challenge Rating: 7
Treasure: None
| Alignment: Always neutral
Advancement: 10-16 HD (Huge); 17-27 HD (Gargantuan)
Level Adjustment: —

The ground shokes and rolls and then bursts open to reveal o terrible,
armer-plated, bullet-shoped creature with g huge snapping maw and
shart, powerful legs.

Also known as the landshark, the bulette is a werrifying predagor,
that lives only to eat. 1t is universally shunned, even by other)
monsters. Fortunately for the rest of the world, the bulette is a soli- |
tary animal, although mared pairs (very rare) mighy share the same |

territory. Since {ts appetite is so voracious, each buletre has a large
territory that can range up to 30 squire miles. Other predators
rarely share territory with one, for fear of being eaten. A buletre
has ne lair, preferting to wander above and below ground; i bur-
rows beneath the soil o rest.

A bulette torally consumes its victims—clothing, weapons, and
Lall Ies powerful stomach acid quickly destrovs armor, weapons,
|and even magic items. It is not above nibbling on chests or sacks
\of coins either. When it has eaten everything in its territory, a
| bulette moves on. The sole criterion for a suitable territory is avail-

ability of food, so bulettes occasionally locate themselves near
human sertlements and terrorize the residents.

COMBAT

Abulette artacks anything it regards as edible, choosing the easiest
or closest prey first. The only creatures it refuses 1o eat are elves
{and it dislikes the raste of dwarves), When burrowing under-
ground, a landshark relies on its tremorsense ability to detect prey.
When ir senses something edible (that is, senses movement), it
| breaks 1o the surface, crest first, and begins its attack,

The bulette has a_foul temperament—stupid, mean, and
\fearless. The size. strength, and number of its opponents mean
|nothing,

Leap (Ex): A bulerte can jump into the air during combar. This

allows ir to make four claw artacks instead of two, each with a +15
attack bonus, but it cannot bite

Bulette

Large Aberration

Hit Dice: 3d8+6 (19 hp)

Initiative: +2

Speed: 30 ft. (6 squares), climb 15 fr.

Armor Class: 17 (=1 size, #2 Dex, +6 natural), rouch 11,
flar-footed 15

Base Attack/Grapple: +2/48

Attack: Tentacle +3 melee (pacalysis)

Full Attack: 8 tentacles +3 melee 'PHFJ]‘I.-'ELEI and bite =2 melee
(1d4+1)

Space/Reach: 10 fr./5 fi.

Special Artacks: Paralysis

Special Qualities: Darkvision 60 fr., scent

Saves: Fort +3, Ref +3, Will +5

Abilities: Str 14, Dex 15, Con 14, Inc 1, Wis 15, Cha 6

Skills: Climb +12, Listen +6, Spot +4

Feats: Alertness”, Combat Reflexes, Track

Environment: Underground

Organization: Solitary, pair, ot cluster (3-5)

Challenge Rating: 4

Treasure; None

Alignment: Always neutral

Advancement: 4—6 HD (Large): 7-9 HD (Huge)

Level Adjustment: —

The stink of rotten meat surrounds this multilegged creature with o
segmented, 10:foot-long body, Eight writhing tentacles protrude from
its head, growing directly from below its glacking mandibles and tooth-
filled maw,

Carrion crawlers are aggressive subterranean scavengers, greatly
feared for their paralyzing attacks. They scour their underground
rerritory for dead and decaying flesh bur won't hesirate to.amack
and kill living creatures, }
Each of a carrion crawler's tentacles is about 2 feet long and |
|secretes a sticky, paralyzing substance. Like so many hybrid mon- |
sters, the carron ceawler may. well be the result of arcane experi-|
mentation. A carrlon crawler weighs about 500 pounds,

COMBAT

| Carrion crawlers use their senses of sight and smell 1o detecr car-
casses and potential prey. When prracking, a crawler lashes our



with {ts rentacles and tries to paralyze its victim. The tentacles

deal no other damage. The creature then kills the paralyzed
victim with its bite and devours the flesh. Multiple crowlers do
not fight in congcert, but each paralyzes as many oppo-

nenis as possible. The unintelligent crea- |
’ ture continues to attack as long as it

faces any moving opponents.

carrion crawler’s tentacle attack

rounds, The save DC is Constitu-
tion-based.
8kills: Carrion crawlers have a
+8 racial bonus on Climb checks
and can always choose to mke 10
on Climb checks, even if rushed
or threatened.

CELESTIAL CREATURE

Celestial crearures dwell on the upper planes, the realms of good, |

although they resemble beings found on the Material Plane, They
are more regal and more beautiful than their earthly counterparis

Celestial creatures often come in metallic colors {usually silver,
gold, or platinum), They can be mistaken for half-celestials, more
powerful crearures that are creared when a celestial mares with a
noncelestial creature.

SAMPLE CELESTIAL CREATURE
Celestial Lion
Large Magical Beast (Augmented Animal, Extraplanar)
Hit Dice: 5d8+10 (32 hp)
Initiative: +3
Speed: 40 ft. (8 squares]
Armor Class: 15 (=1 size, +3 Dex, +3 natural), touch 12,
flar-foored 12
Base Attack/Grapple: +3,/+12
Artack: Claw +7 melee (1d4+5)
Full Artack: 2 claws +7 melee (1d4+5) and bite +2 melee (1d8+2)
Space/Reach: 10 fr./5 it
\Special Attacks: Improved grab, pounce, rake 1d4+2, smite evil
|Special Qualities: Damage reduction 5/magic, darkvision 60 ft,
resistance 1o acld 5, cold 5, and elecrricity 5, spell resistance 10
| Saves: Fort +6, Ref +7, Will +2
Abiliries: Str 21, Dex 17, Con 15, Int 3, Wis 12, Cha &
Skills: Balance +7, Hide +3°, Listen +5, Move Silentdly +11,
Spot +5

Paralysis (Ex): Those hit by.a

must succeed on a DC 13 Forti-|
tude save or be paralyzed for 2d4 |

Feats: Aleriness, Bun

Environment: Seven Mounting Heavens of Celestia
Organization: Solitary, pair, or pride (6-10)
Challenge Rating: 4

| Treasure: MNone

| Alignment: Always good (any)

LAdvancement: 6-8 HID [Large)

Level Adjustment; —

Combat _
LA celestial lion's natural weapons are treated as magic weapons for |
the purpose of overcoming damage reduction.

Improved Grab (Ex): To use this ability, a celestial lion must
hit with its bite artack, It can then anempt to start o grapple asa |
free action without provoking an artack of opportunicy. I it wins |
the grapple check, it establishes a hold and can rake.

Pounce (Ex): If a celestial lion charges, it can make a full attack,

lincluding two rake attacks

Rake (Ex): Arack bonus +7 meles, damage 1d4+2, !

Skills: Celestial lions have a +4 racial bonus on Balance, Hide,
and Move Silently checks, “In areas of wll grass or heavy under-
growth, the Hide bonus improves to.+8.

CREATING A CELESTTAL CREATURE
“Celestial” is an inherited template that can be added to any
corporeal animal, aberration, animal, deagon, fey, giant, human-
oid, magical beast, monstrous humangid, plant, or vermin of |
good or neutral alignment (referred to hereafter as the base |
creature) .

A celestial creature uses all the base creature’s statistics and |
abilities except as noted here. Do not recalculate the crearure’s |
Hit Dice, base artack bonus, saves, or skill points if its type.
changes.

Size and Type: Animals or vermin with this remplate become
magical beasts, but otherwise the creature type is unchanged. Size
is unchanged. Celestial creatures encountered on the Material
Plane have the exmraplanar subtype.

Special Artacks: A celestial creature retains all the special
attacks of the base creature and also gains the following arrack.

Smite Evil (Su): Once per day a celestial ereature can make a
normal melee attack 1o deal extea damage equal 1o irs HD (maxi-
mum of +20) against an evil foe.

Special Qualities: A celestial creature retains all the special
qualities of the base creature and also gains the following qualities

—Darkvision out to 60 feet,

—Damage reduction (see the tble below)

—Resistance to acid, cold, and electricity (see the rable below)

—Spell resistance equal to HD + 5 (maximum 25}

Resistance to

Hit Dice  Acid, Cold, Electricity Damage Reduction

1=3 3 =
4-7 3 5 fmagic
E-11 10 5 /magic
12 or more 10 10/ magic

If the base creature already has one or more of these special quali-
ties, use the better value.

If a celestial creature gains damage reduction, its natural weap- |
ons are treated as magic weapons for the purpose of overcoming |
damage reduction, |

Abilities: Same as the base creature, but Intelligence is at)
least 3.

Environment: Any good-aligned plane, |

Challenge Rating: HD 3 or less, as base creaure; HD 4 10 7, 2% |
{base creature +1; HD 8 or more, a5 base creature +2

Alignment: Always good (any).

Level Adjustment: Same as the base creature +2.
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CENTAUR

Large Monstrous Humanoid
Hit Dice: 4d8+8 (25 hp)
Initiative: <2

Speed: 50 ft. (10 squares)

LArmor Class; 14 (=1 size, +2 Dex, +3 natural), touch 11,

\Special Qualities: Darkvision

| Saves: Fort +3, Ref +6, Will 45
(Abilities: Sir 18,

| Organization: Solitary, company

flat-footed 12
Base Attack/Grapple: +4/+12
Artack: Longsword +7 melee (2d6+6/19-20) or composite long
bow (+4 Str bonus) +5 ranged (2d6+4/3
Full Attack: Longsword +7 melee (2d6+6,/19-20) and 2 hooves
+3 melee (1d6+2); or compasite longhow {+4 Str bonus) +5
ranged (2dé+4/x3)
Space/Reach: 10 ft./5 ft. "
Special Artacks: —

60 {1

Dex-14, Con 15, [
Int &, Wis 13, Cha 11

Skills: Listen +3, Move Silently
+4, Spot +3, Survival +2

Feats: Dodge, Weapon Focus
{hoof)

Environmeni: Temperate forests

(5-8), roop (§-18 plus 1 leader
of 2nd-5th level), or rribe
(20-150 plus 30% noncombar-
ants plus 10 3rd-level sergeants,
5 sth-level lieutenants, and 1
leader of sth-9th level)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neutral good

Advancement: By character class

Level Adjustment: +2

The creature gollops out of the
trees, its thundering hooves echoing
throughaut the forest, It has the upper
torso, arms, and head of @ human-
oid, and the lower body of a large S48
horse. It carries a longhow, drawn
and nocked, ready to loose an arrow

at the first hint of darger Centanr

| Centaurs are woodland beings who shun the company of strangers
| They are deadly archers and even more fearsome in melee

C

A centaur is as big as.a_heavy horse, but much taller and
slightly heavier. A centaur is about 7 feet rall and weighs abour
2,100 pounds.

Centaurs speak Sylvan and Elven

OMBAT

Although generally mild-tempered, centaurs are always armed.
Their favorite melee weapon is the longsword. When scouting or
hunting, they carry composite longbows. A centaur employing a

Jance desls double damage when it charges, just as a rider on a
| mount does,

Centaurs usually don't provoke a fight. Their normal response

\to agpression is swift retreat, perhaps after launching a few
Lartows to discourage pursuit. Against creatures powerful enough

to pose danger to the tribe, they appear to use this same tactic,

except that abourt half of the “retrearing” centaurs will circle |

around to lie in ambush or attack the foe from the rear.

CENTAUR SOCIETY

Among their own kind, centaurs are sociable crearures, bur they
have been known to become rowdy, boorish, and aggressive when |
under the influence of alcohol.

Solitary centaurs are usually our hunting or scouting. Com-
panies and troops are usually hunting or scouting in force. Most of

\the members of a centaur ribe remain near their lair. Most of the

centaurs in the mibal lair are female; while the males are out hunt
ing and scouting, the females lead and administer the tribe. A

_third of a tribe’s population is young,

The rypical centaur lair is located deep within a forest. It con
sists of a large hidden glade and pastures, with a pood supply of
running water. Depending on the climare, the lalr may contain
huts or lean-tos to shelter individual fami- |
paw  lies. Hearths for cooking and warmith
are in an open area, away from the
fTees
Centaurs are skilled in horticul-
ture and may cultivare useful plants
o near their lair. In dangerous, mon-
. ster-infested areas they plant thick
¢ barriers of thorn bushes around
their lair, dig pits. and set snares.
Centaurs survive through a mix-
ture of hunting, foraging, fishing,
agriculrure, and trade, Though they
shun dealings with humans, cen-|
taurs do trade with elves. espe-|
cially for food and wine, The elves,
are paid from the tribe’s treasury.
which consists of the boory of
slain monsters
The size of a centaur tribe’s term:
tory varies with its population and
the nature of the area it inhabits.
Centaurs do not objecr to sharing
territory with elves. The attitude of a
CENIIUL TOWA rll a hinngl.‘r in s |I'.'fr|'
iory depends on the visitor. Humans
and dwarves are politely asked 1o
leave, haltlings or gnomes are toler-
ated, and elves are welcomed
Centaurs deal with monsters
according to how much of a threar
they are to the welfare and sur-
vival of the tribe: If a giant or
dragon were to enter a tribe’s terri-
tory, the centaurs would relocate, but they would attempr ro kill
trolls, ores, and the like,
Most centaurs revere a deity named Skerrit, who is a god of
narure and communiry,

CENTAURS AS CHARACTERS

Centaurs sometimes become bards, rangers, or druids. Centaur
rangers often choose magical beasts or some variery of humanoid
as their favored enemy. A centaur druid is usually a rribe's desig-
nated leader and speaker. Centaur clerics (who are rare) worship
Skerrit and can choose any rwo of the following domains; Animal,
Good, or Plant,

Centaur characters possess the following racial traits,

— +8 Strength, +4 Dexrerity, +4 Constitution, =2 Intelligenc &l

£2 Wisdom,

—Large size, =1 penalty to Armor Class, =1 penalty on atts ik
ralls, —4 penalty on Hide checks, +4 bonus on grapple checks, lift-

ling and carrying limits double those of Medium characters,

— Space/Reach: 10 feer/s feer.
—A centaur’s base land speed {s 50 feet



—Darkvision out 1o 40 feet.

Racial Hir Dice: A centaur begins with four levels of mon-
strous humanoid, which provide 4d8 Hit Dice, a base attack bonus
of +4, and base saving throw bonuses of Fort +1, Ref +4, and Will +4.

—Racial Skills; A centaur's monstrous humaneid levels give it
skill points equal to 7 2.(2 + Int modifier). Irs class skills are Listen,
Move Silently, Spot, and Survival

—Racial Feats: A centaur's monsrous humanoid levels give it |

{two fears.

— +3 ngtural armor bonus,

— Automatic Languages: Sylvan, Elven. Bonus Languages
|Common, Gnome, Halfling.

—Favored Class: Ranger,

—Level adjustment +2,

CHAQS BEAST

Medium Outsider (Chaotic, Extraplanar)

Hit Dice: 8d8+8 (44 hp

Initiative: +5

Speed: 20 ft. (4 squares)

Armor Class: 16 (+1 Dex, +5 natural), touch 11, flar-foored 15

Base Attack/Grapple: +8/+10

Artack: Claw +10 melee (1d3+2 plus corporeal instability)

Full Artack: 2 claws +10 melee (1d3+2 plus corporeal instabibity)

Space/Reach: 5 fi./5 fi

Special Attacks: Corporeal instability

Special Qualities: Darkvision 60 ., immunity to.critical hits
and transformation, spell resistance 15

Saves: Fort +7, Ref +7, Will +6

Abilities: Str 14, Dex 13, Con 13, Lnt 10, Wis 10, Cha 10

Skills: Climb +13, Escape Artist +12, Hide 12, Jump +9, Listen
+11, Search +11, Spot 11, Survival +0 (+2 following tracks)
Tumble +14, Use Rope +1 (+3 with bindings)

Feats; Dodge, Improved Initative, Mobility

Environment: Ever-Changing Chaos of Limbo

Organization: Solitary

Challenge Rating: 7

Treasure: Mone

Alignment: Always chaotic neutral

Advancement: 9-12 HD
{Medium}; 13-24 HD {Large}

Level Adjustment: —

Foul and terrble. the creature
before you has no set form. It con-
stantly melts and reforms, appar-
ently drawing. each shape from
everny nightmare that has ever
plagued humanking, it chooti-
ically_shifts through a dozen
monstrous forms before shap-
ing itself inte o bulbows thing
with ten eyes swirmming in @
wiscous sac gt the top of o body
that's surrounded by o nng
aof smacking mowths

The horrific creatures known as -
chaos beasts have mutable, ever-chang- F
ing forms. Their deadly touch can [y,
make opponents melt into formless M :
Lgoo,

There's no telling what a chaos beast will lock like, One
moment it might be a towering horror of hooks and fangs, all
pulpy flesh and exposed veins, and the next a slithering mass of
ropy, vermilion-tipped tentscles. Then it become a mighty crea-

ture, all muscle and fury A chaos beast’s dimensions vary, but it
always weighs about 200 pounds,
Chaos beasts do not speak.

COMBAT

How many different artacks can a crearure capable of any form
have? In this case, only mwo,

For all its fearsome appearances, whether it has claws, fangs,
pincers, tentacles, or spines, a chaos beast does little physical |
harm. Regardless of form, the creature seems unable o manage |
more than two artacks per round. Its continual transmutations |
prevent the coordination needed to do more.

A chaos beast’s claw armacks, 25 well as any weapons it wields,
are treated as chaotic-aligned for the purpose of overcoming
damage reduction. |

Corporeal Instability (Su): A blow from a chaos beast against

. living creature can cause a terrible mansformation, The creature
imust succeed on a DC 15 Fortitude save or become a spongy,
\amorphous mass. Unless the victim manages to control the effect

(see below), its shape melts, flows, writhes, and boils. The save DC
is Constitution-based,

An affected creature is unable 1o hold or use any item. Clothing, |
armor, rings, and helmets become useless. Large items worn or
carried—armor, backpacks, even shirts—hamper more than help,
reducing the victim’s Dexterity score by 4. Soft or misshapen feet
and legs reduce speed 1o 10 feet or one-quarter nocmal, whicheyer
i5 less, Searing pain courses along the nerves, so strong that the
victim eannot act coherently. The victim cannot cast spells or use |
magic iterns, and it attacks blindly, unable 1o distinguish friend |
from foe (—4 penaloyon artack rells and o 50% miss chance, regard-
less of the armack mll) |

Each round the victim spends in an amorphous state causes 1

point of Wisdom drain from mental shock If the victim's
Wisdom score falls wo 0, it becomes a chaos beast.
A victim can regain its own shape by raking
a standard action to attempra DC 15
Charisma check (this check DC
does not vary for a chaos beast
with different Hit Dice or abil-
IV SCOTes ). A sUCcess TL'J:".I!.il{"-
lishes the creature’s normal
form for 1 minure. On a fail-
ure, the vietim can still
repeat this check each
round until successful,
Corporeal instability is
not a disease or a curse
and so is hard 1o remove,
A shapechange or stoneskin
spell does not cure an
afflicted crearure bur fixes
its form for the duration
of the spell. A restora-
tion, heal, or greater
restoration spell re-
moves the affliction (a sepa
rafe restorlion 15 ]'l.l.'.l'.fbﬁﬂ.r}' (1]
restore any drained points of
Wisdom! |
Immunity to Transfor-
o mation (Ex); Mo mortal |
WTHKVED magic can permanently |
affect or fix a chaos beast’s |
form, Effects such as polymorphing or petrifica-
tion force the creature into 2 new shape, bur ar
the start of its next rurn it immediarely rerurns 1o irs mutable form
as a free action.

Chaps beair
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CHIMERA

Large Magical Beast

Hit Dice: 9d10+27 (76 hp)

Initiative: +1

Speed: 30 fr. (6 squares], fly 50 fr. (poor)

Armor Class: 19 (=1 size, +1 Dex, +% natural), touch 10,
flar-footed 18

| Base Attack/Grapple: +9/+17
JAttack: Bite £12 melee (23d6+4)

Full Artack: Bite +12 melee (2d6+4) and bite #12 melee (1d844)
and gore +12 melee (1d8:4) and 2 claws +10 melee (1dé+2)

| Space/Reach: 10 f1./5 {1,

Special Attacks: Breath weapon
Special Qualities: Dackvision 60 fr., low-light vision, scent
Saves: Fort +9, Ref +7, Will +6

(Abilities: Str 19, Dex 13, Con 17, Int 4, Wis 13, Cha 10
\Skills: Hide +1°, Listen +9, Spot +9

\Feats: Alerness, Hover, Iron Will, Multiattack
Environment: Temperate hills

Organization: Solitary, pride (3-35), or flight (6-13)
Challenge Rating: 7

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: 10-13 HD (Large); 14-27 HD (Huge)
Level Adjustment: +2 (cohort)

| This creature has the hindquarters of o big goat and the forequarters of a
\great (iogn, It has dragon wings and three heads: @ hormed goot, @ marne-
\less lion, and a fierce dragon.

.The chimera is a bizarre predator that hunts on the ground and

on the wing. It can defeat even the hardiest opponent with a

Hlurry of claws and fangs.

A chimera is abour 5 feer tall ar the shoulder, nearly 10 feet
long, and weighs about 4,000 pounds. A chimeras dragon head
might be black, blue, green, red, or whire.

Chimeras can speak Draconic but seldom bother to do sa,,
except when toadying to more powerful creatures,

COMBAT

A deadly foe, the chimera prefers to surprise prey. It often

swoops down from the sky or lies concealed until it charges. The
dragon head can lopse a breath weapon instead of biting. Several
chimeras attack in concert.

Breath Weapon (Su): A chimera’s breath weapon depends
on the color of its drag-
on head, a5 sum-
marized on the
table below.

y Chimera

Regardless of its type, a chimera's breath weapon is usable once,
every 1d4 rounds, deals 3d8 points of damage, and allows a DC 17
Reflex save for half damage. The save DC is Constitution-based. |

To determine & chimeras head color and breath weapon ran- |

(domly, roll 1d10 and consult the table below.

1d10 Head Color Breath Weapon
1-2 Black 40-foot line of acid

3 Blug 40-foot line of lightning
56 Green 20-foot cone of gas (acid)
-8 Red 20-foot cone of fire

%-10 White 20-foot cone of cold

Skills: A chimera's three heads give ita +2 racial bonus on Spot
and Listen checks.

*In areas of scrubland or brush, a chimera gains a +4 racial|
bonus.an Hide checks :

Carrying Capacity: A light load for a chimera is up.1o 348

\pounds; a medium load, 349-699 pounds, and a heavy load,
L 700-1,050 pounds,

CHOKER

Small Aberration

Hir Dice: 3d8:3 (16 hp)

Initiative: +6

Speed: 20 fr. (4 squares), climb 10 fr.

Armor Class: 17 (+1 size, 42 Dex. +4 naturall, touch 13,
flar-footed 15

Base Attack/Grapple: +2/4+5

Artack: Tentacle +6 melee (1d3+3)

Full Artack: 2 rentacles +6 meles (1d3+3) |

Space/Reach: 5 ft./10 fr. .

Special Attacks: Improved grab, constrict 1d3+3

Special Qualities: Darkvision 60 ft, quickness

Saves: Fort 42, Ref +5, Will +4

Abilities: Str 16, Dex 14, Con 13, Int 4, Wis 13, Cha 7

Skills: Climb +13, Hide +10, Move Silently +6

Feats: Improved Initiative®, Lightning Reflexes, Stealthy

Environment: Underground

Organization: Solitary

Challenge Rating: 2

Treasure: 1/10 coins; 50% goods; 50% irems

Alignment: Usually chaotic evil

Advancement: 4—6 HD (Small}; 7-12 HD (Medium)

Level Adjustment: —

A creqture perches in the shadows, near the ceiling, in a corner of the
chamber, [ts body resembles that of o naked halfling with mottled flesh,
but its limbs are incredibly spindly and lang. 1t hisses, showing sharp, large
teeth an instant before one of its Nmbs snaps eut like o whip,

These vicious little predators lurk underground, grabbing what-
ever prey happens by

A choker's skull, spine, and rib cage are bony, bur its limbs are
really tentacles with multiple knobby joints of carrilage. Thus, it
appears bowlegged, and its movements seem peculiar and fuid
¢ 1ts hands and feer have spiny pads thar help the choker grip
& almostany surface. The crearure weighs abour 35 pounds. |
Chokers speak Undercommon

COMBAT

A choker likes ro perch near the ceiling. often at|

intersections, archways, wells, or staircases, and reach |

down 1o artack its prey, l

p A choker attacks creatures of almost any size, but
| prefers lone prey of its size or larger. If one is very

2 Q hungry, it may attack a group, but it waits to grab

WE 1o Jast creature in line,




Like sorme large insect or monsinous.,
crustacean, the creature rises from
the still poel, its pincerlike claws
snapping angrily as torchlight
reffects off its mottled, armored cara-
pace. Its small dark eyes for you with

Chokers are greedy. Quick-thinking characrers who spor
one before it attacks might be able 1o bribe a choker =
with food and question it about the
area around its lair,

Constrict {(Ex): A choker deals
1d3+3 points of damage with a suc-
cessful grapple check against ay
Large or smaller creature, Because
it seizes its victim by the neck, a
crearure in the choker's grasp
cannot speak or cast spells with
verbal components,

Improved Grab (Ex): To
use this ability, a choker mus
hir a Large or smaller opponent
with atentacle amtack. It can then
attempt 1o start a grapple as a free
action without provoking an
attack of opportunity, If it wins
the grapple check, it establishes
a hold and can constrict. Chok-
ers receive a +4 racial bonus on
grapple checks, which is already
included in the statistics block :

CQuickness (Su): Although nor =&
particularly dexterous, a choker is
supernaturally quick. It can take an
gxtra standard action or move action
during its turn each round.

Skills: A chokers has a +8 racial bonus on
Climb checks and can always choose to take 10
on Climb checks, even if rushed or threatened.

o

A hungry stare, and the temtocies
dripping from its mouth squirm excit-
edly a5 ft emerges from the water

A horrible mix of crustacean,
insect, and serpent, the chuulisan
abomination thar lurks submerged
or partially submerged, awaiting
intelligent prey.to devour. !
Although amphibious, chuuls
are not good swimmers and acru-
ally prefer to be on land or in very
shallow water when they attack.
They love to prey on lizardfolk
Chuuls are known to collect tro-
i phies from their kills. Although,
unible to use weapons, armor, or
§ -most other belongings, chuuls keep
i these items in their lairs. 1f a victim
has no interesting possessions, the
chuul takes its sknll !
Most chuuls live in swamps and jungles, |
but some have adapted to subterranean |
life, hunting in and near underground
streams and lakes. These under-|
ground varieties often prey on|
troglodytes and unwary drow.
They are sometimes found as
thralls of beholders or mind flayers
A chuul is abour 8 feer long and weighs 650 pounds.

e

T

Large Aberration (Aquatic)

Hit Dice: 11d8+44 (93 hp) Chuuls speak Common (or Undercommeon, {or the under-
Initiative: +7 { ground variety).
Speed: 30 ft. (6 squares), swim 20 fi |
Armor Class: 22 (—1 size, +3 Dex, +10 natural), touch 12, . COMBAT

flat-foored 19 A chuul prefers to wait by the shore, submerged in murky water,
Base Attack/Grapple: +8/+17 until it hears nearby prey (in or out of the water) that it can attack
Attack: Claw #12 melee (2d6+5) with surprise,
Full Artack: 2 claws +12 melee (2d6+5) A chuul grabs with its claws and constoicts its foe, then passes
Space/Reach: 10 fr./5 fr. the opponent to its paralytic tenracles. It tries 1o

always have one claw free, so if it faces a large
number of opponents, it drops a paralyzed or
dead victim and continues attempting o
grab, constrict, and paralyze the rest.
Constrict (Ex): On a successful grapple
check, 2 chuul deals 3dé+5 points of
damage.

Improved Grab (Ex): To use this
abiliry, a chuul must hit with a
claw arrack. Ir can then attempt
to start a grapple as a free

Special Attacks: Constrict 3d6+5, improved grab, paralytic
rentacles
Special Qualities: Amphibious, darkvision 60 fr.,
immunity to PoEon
\Saves: Fort +7, Ref +6, Will +9
Abilities: Str 20, Dex 16, Con 18, Int 10, Wis 14,
Chas
Skills: Hide +13, Listen +11, Spot
+11, Swim +13
Feats: Alertness, Blind-Fight,
Combat Reflexes,
Improved Initiative
Environment: Temperate
marshes
Organization: Solitary,
pair, or pack (3-5)
Challenge Rating: 7
Treasure: 1,/10th coins; 50%
goods; standard items
Alignment: Usually chaotic evil Paralytic Tentacles (Ex):
Advancement: 12-16 HD (Large); 17-33 HD (Huge) Chsind i A chuul can rransfer grabbed
Level Adjustment: — victims from a claw o its ten-

L

o

ing an attack of opportu-
nity. If it wins the grap:
1 i 1 i B
ple check, it establishes.a
hold and can constrict or

tentacles.

action without provok-|

on.iis nextfurn transfer
grabbhed opponent 1o irs!
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tacles as o move action, The tentacles grapple with the same
strength as the claw but deal no damage, However, they exude
paralytic secretion, Anyone held in the tentacles must succesd on a
DC 18 Fortitude save each round on the chuul’s urn or be para-

lyzed for 6 rounds. The save DC is Constitution-based, While held |
in the rentacles, paralyzed or not, a victim automarically takes
1d8+2 points of damage each round from the creamure’s mandibles, |

Amphibious (Ex): Although chuuls are aquatic, they can sur-|

\vive indefinitely on land

Skills; A chuul has o +8 meial bonus on any Swim check o per-|

form some special action or avoid 2 hazard. 1t can always choose 10

\take 10 on a Swim check, even if distracted or endangered. It can use

the run action while swimming, provided it swims in a straight line.

CLOAKER

|Special Artacks: Moan, engulf
|Special Qualities: Darkvision 60 ft., shadow
:Saves: Fort +5, Ref +5, Will +7

(Skills: Hide +8, Listen +13, Move

il.mrcl Adjustment: -

Large Aberration
(Hit Dice; ad&+18 (45 hp)

(Initiative: +7 -
|Speed: 10 ft. (2 squares), fly 40 fr. (avetage)

Armor Class: 19 (—1 size, <3 Dex, +7 natural), touch 12,
flat-footed 14

Base Attack/Grapple: +4/+13

Artack: Tall slap +8 melee (1d6+5)

Full Attack: Tail slap +8 melee (1de+5) and bite +3 melee (1d4+2

Space/Reach; 10 fr./10 fi. (5 fr. with bire)

shift

Abilities: Sir 21, Dex 16, Con 17, Int
14, Wis 15, Cha 15

Silently +12, Spot #13
Feats: Alermness, Combar
Reflexes, Improved
Iniciative
Environment:
Undergreund
Organization: Solitary,
mob (3-6), or flock
(7-12]}
Challenge Rating: 5
Treasure: Standard
Alignment: Usually
chaotic newrral
Advancement: 7-% HD
(Large); 10-18 HD
(Huge)

A long black cloak hangs from the cave wall, Suddenly, the cloak slips
from the wall and catches a breeze moving through the cavemn, Then
it unfolds, the cloak becoming dark wings and @ bony, whiplike tail unfur-
ing to stretch owt behind it It flies forward, revealing a toothy maw and
piercing red eyes deep in the shodows of its raylike body,

Cloakers are bizarre creatures that luck in dack places far beneath
the surface. They kill intruders without remorse or pause, except

(1o plan cruel amusement

When resting or lying in wair, these creatures are almost impos-

lsible to distinguish from common black cloaks (the cloaker's ivory
| claws look very much like bone clasps). Only when it unfurls does
|the horrific nature of the creature become apparent.

Cloakers pursue their own mysterious goals. While they are cer-

tainly intelligent, their minds work in a way so alien rthar few |
humans have ever been able to make meaningful contact with one, |

A cloaker has 3 wingspan of abour 8 feer. 1t weighs abour 100
pounds
Cloakers speak Undercommon.

COMBAT

|Cloakers usually lie still. sarching and listening for prey. If
facing a single opponent, a cloaker uses its engulf arrack

Against mulriple foes, it lashes with its tail in concert with its
moan and shadow shift abilities to reduce the opposition’s num-
\bers, then engulfs o survivor. Multiple cloakers usually splitup,
leaving one or two behind to use special abilities while the rest
make melee attacks,

Moan (Ex): A closker can emir a dangerous subsonic moan as a
standand action. By changing the frequency, the cloaker can cause
one of four effects. Cloakers are immune to these sonic. mind-
affecting attacks. Unless atherwise specified, a creature that suc-
cessfully soves against one of these effects cannor be affecred by

{the same moan effect from the same clogker for 24 hours, All save

\DCs for moan effects are Charisma-based !

Unnerve: Anyone within a 60-foot spread automatically rakes
a—-2 penalty onattack and damage rolls. Those forced to hear the
moan for more than & consecutive rounds must succeed on g
DC 15 Will save or enter a trance, unable 1o attack or defend
themselves until the moaning stops

Fear; Anyone within a 30-foot spread must succeed ona DC 15

Will save or become panicked for 2 rounds.,
Nausea: Anyone in a 30-foot
cone must succeed ona DC 15|
Fortitude save or be over-|
come by nausea and weak:
ness. Affected characters
fall prone and become
nauseated for 1d4=1
rounds,

Stupor: A single crea-
ture within 30 feet of the
cloaker must succeed on
a DC 15 Fortitude save
or be affected as though
by a hold menster spell
for § rounds. Even after a

successful save, the crea-
ture must repeat the save if
the cloaker uses this effect
pgain.

Engulf (Ex): A cloaker can
try to wrap a Medium or smaller
creature in its body as a standard

action, The cloaker attempis o grap-

ple thar does not provoke an attack of

opportunity. If it wins the grapple

check, it establishes a hold and bites the

engulfed victim with a +4 bonus on its

artack roll. It can still use its whiplike
tail 1o strike ar other targets.

Attacks that hit an engulfing cloaker
deal half their damage to the monster and half to the tapped
victim, |

Shadow Shift (Su); A cloaker can manipulate shadows, This |
abiliry is effective gnly in shadowy areas and has_three possible |

effects.

Obseure Vision: The cloaker gains concealment (20% miss |
chance] for 1d4 rounds. |

Dancing Images: This effect duplicates a mirmor image spell (caster
level ath).

Silent Image: This effect duplicates a silent image spell (DC 15,
caster level 61h) The save DC is Charisma-based.

Cloaker



COCKATRICE

COUATL

Small Magical Beast

Hit Dice: 5d10 (27 hp)

Iniriative: +3

Speed: 20 fr. (4 squares), fly 60 ft. (poor)

Armor Class; 14 (+1 size, +3 Dex), touch 14, flar-foored 11
Base Attack/Grapple: +5/-1

Attack: Bite £9 melee (1d4-2 plug perrification)

Full Artack: Bite +9 melee {1d4=2 plus perrification)
Space/Reach: 5 ft./5 fi.
Special Attacks: Perrification

Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +4, Ref +7, Will =2

Abilities: Str &, Dex 17, Con 11, Int 2, Wis 13, Cha @
Skills: Listen +7, Spot +7
(Feats: Alertness, Dodge, Weapon Finesse”
Environment: Temperate plains
| Organization: Solitary, pair, flight (3-5), or lock (6-13)
Challenge Rating: 3

Treasure: Nong

Alignment: Always neurral

Advancement: 6-8 HD (Smalll; 9-15 HD (Medium])
Level Adjustment: —

This avlan creature is about the size of o large goose or turkey, It has the
Lhead and body of a cockerel, bat wings, and the long tail of e lizard. fts
| eyes glow with & dengerous-looking crimsan sheen.

The cockatrice is.an eere, repulsive hybrid. 1t is infamous for its
{ability 1o turn flesh to stone
A male cockarrice has wattles and a comb, just like a rooster.
Females, much rarer than males, differ only in that they have no
| wartles or comb. A cockarrice weighs abour 25 pounds,

COMBAT

A cockatrice fercely attacks anything thae it deems a threar 1o

itself or its lair. Flocks of cockarrices do their uomost to over-,
whelm and confuse their foes, and sometimes {ly directly into)

their opponents’ faces,

Petrification (Su): Crearures hit by a cockarrice’s bite :[[:u:l.
must succeed on a DC 12 Fortitude save or instantly turn to
stone. The save DC is Constitution-based.

A i
[ §

Cockatrices have
immuniry to the perri-
(fication ability of other
\cockatrices, bur other
|perrification attacks g
|affect them normally
|(a medusas gaze, gorgons s
breath, a flesh to stone spell, or P/’ o
the like). '

Cockatrice |

Large Outsider (Native)
Hit Dice: 9d8+18 (58 hp)

nitiative: =7
| Speed: 20 fr. (4 squares]. fly 60 fr. (good)]
| Armor Class: 21 (=1 size, +3 Dex, +9 narural), rouch 13,

flar-footed 18
Base Attack/Grapple; +9/+17

(Attack: Bite +12 melee (1d3+6 plus poison)
| Full Artack: Bite +12 melee (1d3+6 plus poison)

Space/Reach: 10 fr./5 fr.

Special Attacks: Constrict 2d8+6, improved grab, poison,
psionics, spells

Special Qualities: Darkvision 60 ft., ethereal jaunt, telepathy
90 ke

| Saves: Forr +8, Ref +9, Will +10
| Abilities: Str 18, Dex 16, Con 14, Int 17, Wis 19, Cha 17 |
| Skills: Concentration +14, Diplomacy 417, Jump +0, Knowledge

{any two) +15, Listen +16, Search +15, Sense Motive +16,
Spellcraft +15 (+17 scrolls), Spot+16, Survival +4 (+6 following
tracks), Tumble +15, Use Magic Device 15 (+17 scrolls)

Feats: Dodge, Empower Spell, Eschew Materials®, Hover,
Improved Initiative

Environment: Warm forests

Organization: Solitary, pair, or flight (3-6)

Challenge Rating;: 10

\Treasure: Standard

Alignment: Always lowful good
Advancement: 10-13 HD} (Large); 14-27 HD (Huge)
Level Adjustment: +7

This great serpent with_rainbow-feathered wings appears confident, power-
ful, and tatally aware of everything around it

The couatl is legendary for its sheer beaury, vast magical powers,
and unwavering virtue, Its intelligence and goodness have made it
an object of reverence in the regions it inhabirs
A couatl is about 12 feet long, with a wingspan of abour 15 feer.
It weighs about 1,800 pounds,
Couatls speak Celestial, Common, and Draconic, and
also have the power of telepathy (see below).

§ ) COMBAL

f A couat] seldom artacks withour provecation,
¥ though ir always artacks evildoers caught red-
# _handed. It uses its defer! thoughts ability on any crea-
ture that arouses its suspicions. Since it is highly intelli-
genr, a couatl usually casts spells from a distance before
closing. If more than one couatl is involved, they discuss
their strategy before a bartle.
Constrict (Exk A couat] deals 2d8+6 points of damage with a
successful grapple check.
Improved Grab (Ex): To use this ability, a couarl must
hit a creature of up to two size categories larger with irs
bite attack. 1t can then attempt 1o start a grapple as 2 free
_ action without proveking an attack
= of opporrunity. Ifit wins the grap- |
Fa . o ple check, ir establishes a held)
S and can constrict
Poison (Ex): Injury, Fortitude DC 16.]
initial damage 2d4 Str, secondary damage 4d4 S|
The save DC is Constitution-based,
Psionics (Sp): Avwill—detect chaos, detect evil, detect good, detect

| T, detect thoughts (DC 15), invisibility, plane shift (DC 20), paly-
| morph (self only). Effective caster level 9th. The save DCs are

Charisma-based.
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|divine focus to cast them.

4 [|I|I:|'|JI Imonsier, I|T|.'I{'.'|f|.""r of movement |

Janguage is needed.

- FeSie=___The staloctite above seems to break oport, reveol-

cerer. It can choose irs spells known from the V‘-.\’\ ing itself to be o creature that resembles a squid or |
sorcerer list, the cleric list, and from the lists _ { - — octopus, with a stonelike shell covering its body |
for the Air, Good, and Law domains, The ,.-"""-_'L"'hv | 3 and o tough membrane stretched between its

clerie spells and domain spells are con- / . unfolding tentacles

sidered arcane spells for a couatl, mean-
ing that the cresture does not need a

Spells: A couat] casts spells as a 9th-level sor-

The darkmantle lurks near cavern roofs,
'.'II waiting for prey to pass beneath, Its
abiliry to create magical darkness makes
) '| it difficult to defear. |
The dackmantle hangs from 2 ceiling

| | by a muscular “foor” at the top of its
body. It can look like a stalactite, by
holding its tentacles stiffly under irself, |
\/ or like a lump of rock, spreading its ten-
I'J tacles so the membrane berween them
r. covers its body. Its shell and skin usually

Typical Spells Known (8/7/7/7/4;
save DC 13 + spell levell: D—cure
mingr wounds, daze, disrupl undead,
light, obscuring mist, ray of frost, read
magic, resistance; Vst—endure elements,
mage armor, protection from chaes, true
strike, wind wall; 2nd—cure moderate
wounds, cagle’s splendor, scorching ray,
silence; Ird—gaseons form, magic circle
agarrs il summon menster 111; 4th—

resemble limestone, but 2 darkmantle can
change its color to match almost any type of
stony background.

Scholars believe the darkmantle has recent-
by evolved from a similar but far less capable
subterranean predator. A darkmantle is abour 4
78 feet long from the tips of its tenmacles 1o the top of
its head, It weighs about 30 pounds.

COMBAT

A dackmantle arracks by dropping onte its prey and |

DA R_KMA NTLE wrapping its tentacles around the opponent’s head. Onge |
attached, it squeezes and rries to suffocate the foe, A dackmantle

Ethereal Jaunt (Su): This ability works
like the ethereal jaunl spell (caster level
16th).

Telepathy (Su): A couatl ean communicate
telepathically with any crearure within 20 feet
that has an Intelligence score, The creature can
respond to the couatl if it wishes—no common

_.Chnllunge Bating: 1
reasure; Nong

\Small Magical Beast that misses its initial attack often flies up and tries 1o deop on the

Hit Dice: 1d10+1 (6 hp) opponent again,

Initiative: +4

Speed: 20 ft. (4 squares), fly 30 ft. (poor)

Armor Class: 17 (+1 size, +6 natural),
rouch 11, Qar-footed 17

Base Attack/Grapple: +1/+0

Attacks: Slam +5 melee
(1d4+4)

Full Artack: Slam +5
melee (1d4+4)

Space,/Reach: 5 f1./5 fi

Special Attacks: Darkness,
improved grab, constrict
1d4s4

Special Qualities:
Blindsight 90 fi.

Saves: Fort +3, Ref +2,
Will +0

Abilities: Sir 16, Dex
10, Con 13, Int 2,
Wis 10, Cha 10

Skills: Hide +10, Listen
5%, Spot +5°

Feats: Improved

Darkness (Su); Once per day a.
du]’l\manrh can cause |r]1,|'|l, 55
as the darkness spell (caster level
sth). It most often uses rhis abil-
ity just before artacking.
Improved Grab (Ex): To
use this abiliry, a darkmantle
must hit a Large or smaller
creature with its slam artack. Ir
can then attempt to start a grap-
ple as a free action without pro-
voking an atrack of opportu
nity. If it wins the grapple
check, it attaches to the
opponent'’s head and
can ConstricL.
Constrict (Ex):
A darkmantle deals
1d4+4 points of dam-
age with a successful
grapple check
Blindsight (Ex): A dark-
mantle can “see” by emir-

Darknrantle

Iniriative ting high-frequency sounds,
Environment: inaudible ro most other crea-
Underground tures, thar allows it ro ascermain

objects and creatures within 90 feet. A
sileniee spell negates this ability and effec- |
tively blinds the darkmantle.

Skills; A darkmantle has 2 +4 mcial
bonus on Listen and Spot checks. |

Organization: Solitary,
pair, clutch (3-9), a1
swarm (6—15]

|Alignment: Always neutral These bonuses are lost if irs blindsight is negated. The
Advancement: 2-3 HD (Small) |crearure’s variable coloration gives it a +4 racial bonus on Hide
Level Adjustment: — . ichecks



DELVER

Huge Aberration

Hir Dice: 15d8+78 (145 hp)

Initiative: +5

Speed: 30 [t (6 squares), burrow 10 fr.

Armor Class; 24 (=2 size, +1 Dex, +15 nagural}, rouch 9,
Hat-footed 23

Base Attack/Grapple: +11/+27

Attack: Slam +17 melee (1dé+8 plus 2d6 acid)

Full Attack: 2 slams +17 melee (1d6+8 plus 2d6 acid)

|Space,/Reach: 15 fr./10 fi.

Special Artacks: Corrosive slime

Special Qualities: Darkvision 60 ft., immunity to acid, stone
shape, tremorsense 60 [

Saves: Fort +12, Ref +6. Will +11

Abilities: Str 27, Dex 13, Con 21, Int 14, Wis 14, Cha 12

Skills: Knowledge (dungeoneering) +14, Knowledge (nature) +4, |

Listen +20, Move Silently +17, Spot +20, Survival +14 [+16
underground}

Feats: Alertness, Blind-Fight, Great Fortitude, Improved
Initiative, Power Artack, Toughness

Environment: Underground

Organization: Solitary

Challenge Rating: 9

Treasure: None

Alignment: Usually neutral

Advancement: 16—30 HD (Huge); 3145 HD (Gargantuan)

Level Adjustment: —

LA huge ereature burrows through the solid rock wail. Its teardrop-shaped,
rocky body glistens with slime, and it uses the blunt clows of its two great
appendages to clear away the debrs.

The delver is a bizarre creature that lives in the depths of the
earth, burrowing through solid stone with the help of a corro-
sive slime it secretes from its rocklike skin.

Delvers are shy and mostly
inoffensive, but rogue speci-
mens with murderous streaks
are not unknown. They feed
on stone and may even devour
creatures such as xorns and
earth elementals. A delver bur-
rowing through stone leaves
behind a usable runnel abour
10 feet in diameter.

The slime covering a delver’s
body is highly corrosive. The

icreature feeds by dissolving
rock with its slime and shov-
ing the resulting goo under its
body, the underside of which
is almost all mouth,

A delver ears rock bur en-
joys various nonmetallic min-
erals as seasonings in the
same way that a human enjoys
spices. Adventurers might

secure information and assis-
tance from a delver by offer-
\ing. it tasty minerals (usually
\gems) or plek-me-ups (such
lag coins). Metal is an intoxi-
cant 1o delvers. Some delvers
become addicted to metal and

are a menace to miners and anyone who carties meral equip-,
menL. |
Adelveris abour 15 feet long and 10 feet wide, It weighs abour |
6,000 pounds,

Delvers speak Terran and Undercommon,

[ COMBAT

A delver prefers to fight from its tunnel, which it uses 1o protect
its flanks while lashing out with its ippers. |

A delver expecting trouble may honeycomb an area with tun-
nels, leaving most closed with layers of stone 1 or 2 inches thick. |
The delver can quickly dissolve the stone cover and pop up to
attack unexpectedly.

Corrosive Slime (Ex): A delver produces o mucuslike slime
that contains a highly corrosive substance. The slime is particu-
larly effective against stone

A delver's mere touch deals 2dé points of acid damage 1o

Jarganic creatures or objects. Against metallic creatures or
\objects, a delver’s slime deals 4d8 points of damage, and against
\stony creatures (including earth elementals) or objects ir deals

§d10 points of damage. A slam artack by a delver leaves.a patch
of slime that deals 2d6 points of damage on contact and another
2dé points of damage in each of the next 2 rounds. A large quan-
tity (at least a guart) of water or weak acid, such as vinegar,
washes off the slime,

An opponent’s armor and clothing dissolve and become useless
immediately unless the wearer succeeds on a DC 22 Reflex save. |
Weapons that strike o delver also dissolve immediately unless the |
wielder succeeds on a DC 22 Reflex save {

A creature attacking a delver with nawural weapons takes
damage from irs slime each time an attack hirs unless the
creature succeeds on a DC 22 Reflex save. These save DCs are |
Constitution-based. |

Stone Shape (Ex): A delver can alter its slime to temporarily
soften stone instead of dissolving it. Once every 10.minutes, a
delver can soften and shape up 1o 25 cubic feet of stone, as a slone
shape spell (caster level 15th)

Delver
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DEMON

Demons are a race of creatures native to the Abyss, a plane of end-
less evil. They are ferocity personified and will attack any creature

just for the sheer fun of it—even other demons, They enjoy terti-.
fying their victims before slaying them and often devour the slain. |
Many demons, not satisBed with their own iniguity, take pleasure.

n tempting mortals to become as depraved as they are

A number of demons belong 1o a race (and subtype) known as|
(the tanar'el, The tanacvl form the largest and most diverse group of |
demons, and they are the unchallenged masters of the Abyss. |

Tanar'ri Traits: A tanar't possesses the following traits (unless
|otherwise noted in a creature’s entry),
—Immunity to electricity and poison.
Besistance to acid 10, cold 10, and fire 10,
—Sumimon (Sp): Tanar'tl share the ability to summon others of
(their kind (the success chance and type of tanar'ri summoned are

ynoted in each monster description). However, berween their)
|arrogance and disdain for owing favors to one another, tanar'ni)
Lare often reluctant 1o use this power until in obvious peril or,

extreme cifcumsiances,
~Telepathy.

Except where otherwise noted, demons speak Abyssal, Celestial,
and Draconic.

BABAU

| Medium Outsider (Chaoric, Extraplanar, Evil, Tanar'ri)
Hit Diice; 7d8+35 (66 hp
Initiative: +1
|Speed: 30 it. (6 squares)
| Armor Class: 19 {+1 Dex, +8 narural), touch 11, flar-footed 18
Base Attack/Grapple: +7/+12
Artack: Claw +12 melee (1d6+5
Full Artack: 2 claws +12 melee (1dé+5) and bite +7 melee (1d6+2)
Space/Reach: 5 f1./5 [t
Special Attacks: Sneak antack +2dé, spell-like abilities, summan
tamar'n
Special Qualities; Damage reduction 10/cold iron or good,
darkvision &0 ft.. immunity to electricity and poison, protec:
tive slime, resistance 1o.acid 10, cold 10, and fire 10, spell
resistance 14, telepathy 100 ft.
Saves: Fort +10, Ref +6, Will +6
Abilities: Str 21, Dex 12, Con 20, Int 14, Wis 13, Cha 14
Skills; Climb +15, Disable Device +12, Disguise +13, Escape
Artist +11, Hide +19, Listen +19, Move Silently +19, Open
Lock +11, Search +20, Sleight of Hand +11, Survival +1 (+3
following tracks), Use Rope +1 (+3 with bindings)
| Fears: Cleave, Multiatrack, Power Attack
| Environment: Infinite Layers of the Abyss
| Organization: Solitary or gang (3-8)
Challenge Rating: &
Treasure: Smndard
Alipnment: Always chaoric evil
Advancement: §-14 HD (Large}; 15-21 HD (Huge)
Level Adjustment: —

Reeking of decay, this gaunt humanoid is covered in black, leathery skin.
Behind its pointed ears, a large cunced horn rises out of the bagk of its
skull, A mowth of jagged teeth takes up half of the foul creature’s head,

| Bahaus serve as assassins that strike with a sudden {erocity. They
Llare devious, forming careful plans before going into plans—
Lalways making sure that they do not have 1o engage in a fair fight.
Almost every demon lord has o number of babaus employed as
spies and killers.
A babap is about 6 feet tall and weighs about 140 pounds

Combat

Babaus are sneaky and sly They attack the most powerful foe first, |
hoping to eliminate the true threats quickly and then toy with the |
rest. When ambushing their opponents, they make excellent use

|of the combination of multiple attacks and sneak artacks

A babau’s naruml weapons, as well as any weapons it wields, are

Jrreated as chaotic-aligned and evil-aligned fer the purpose of over-

coming damage reduction.
Sneak Attack (Ex): A babau can make a sneak attack like a,

Jrogue, dealing an extra 2d6 points of damage whenever a foe is

dented his or her Dexterity bonus, or when the babau is flanking.
Spell-Like Abilities: At will—darkeness, dispel magic, see inwistbil-
ify, greater leleport (self plus 50 pounds of objects only), Caster level
7th. }
Protective Slime (Su): A slimy red jelly cons the babaws skin, |
Any weapon that rouches it mkes 1d8 points of acid damage from

\the corrosive goo, and the wespons hardness does not reduce this
[damage. A magic weapon may attempr a DC 18 Reflex save to
javoid taking this damage. A creature who strikes the babau with |
(an unarmed arrack, unarmed serike, rouch spell, or narural weapon

takes this damage as well but can negate the damage with a DC 18
Retlex save. The save DCs are Constitution-based.

Summon Tanar'ri (Sp): Once per day a babau can attempt 1o sum-
mon | babau with a 40% chance of success. This.ability is the
equivalent of a 3rd-level spell.

Skills: Babaus have a +8 racial bonus on Hide, Listen, Move
Silently, and Search checks.

BALOR

Large Outsider (Chaotic, Extraplanar, Evil, Tanar'ri)

Hit Dice: 20d8+200 (290 hp)

Initiative: +11

Speed: 40 ft. (8 squares), fly 90 fr. (good)

Armor Class: 35 (—1 size, +7 Dex, +19 natural), touch 16,
flat-footed 25

Base Artack/Grapple: +20/436

Artack: +1 vorpal longsavord 433 melee (2d6+8/19-20)

Full Attack: +1 vorpal longavord +31/426/+21/+16 melee
(2d6+8/19-20) and +1 flaming whip +30/+25 melee (1d4+4 plus
1deé fire plus entangle); or 2 slams +31 melee (1d1047)

Space/Reach: 10 fr./10 fr. (20 fr with +1 flaming whip)

Special Attacks: Death throes, entangle, spell-like abiliries,
surriemen banar o, vorpal sword

Special Qualities: Damage reduction 15/cold iron and good,
darkyvision 60 fr., laming body, immunity o electricity, fire,
and poison, resistance to acid 10 and cold 10, spell resistance
28, telepathy 100 ft., true seeing

Saves: Fort +22, Ref +19, Will 419

Abilities; Str 35, Dex 28, Con 31, Int 24, Wis 24, Cha 26

Skills: Bluff +31, Concentration +33, Diplomacy +35, Disguise +8
(+10 acting), Hide +26, Intimidate 433, Knowledge (any two)
+30, Listen =38, Move Silently +30, Search +30, Sense Motive
+30, Spelleraft +30 (+32 scrolls). Spot +38, Survival +7 (+9
following tracks), Use Magic Device +31 (+33 scrolls)

Feats: Cleave, Improved Initiative, Improved Two-Weapon
Fighting, Power Attack, Quicken Spell-Like Abiliry (telekinesis),
Two-Weapon Fighting, Weapon Focus (longsword]

Environment: Infinire Layers of the Abyss

Organization: Solitary or rroupe (1 balor, 1 marilith, and 2-5
hezrous)

Challenge Rating; 20

Treasure: Standord coins; double goods; standard items, plus +1
varpal greatsivond and +1 flaming whip

Alignment: Always chaotic evil

Advancement; 21-30 HD (Large); 31—-60 HD (Huge)

Level Adjustment: —



Marilith

A dark oura UJF power surrounds this towering humanoid with huge bat
Jwings. Lurid flames dance over its skin. In ome of its messive clawed hands,
|this creature bears a sword that leoks sharp enough to cut geen to the
saul, In jts other hand, it bears @ whip licked by, tangues of fire.

Balors stand among the greatest and most terrible of the under-
world crearures. They rule as generals over demonic armies. They
are the masterminds of schemes to seize power and destroy the
innocent. Even among their own kind, balors are feared, as they |
motivate their kindred to spread terror and misery, !

A balor stands about 12 feer rall. Irs skin is usually dark red. Ir,
weighs about 4,500 pounds.

Lombat

Balors love to join bartle armed with their swords and whips, If
they face suff resistance, they may teleport away to loose a few
spell-like effects ar the foe

A balors +1 flaming whip is  long, flexible weapon with many
| rails tipped with hooks, spikes, and balls. The weapon deals bludg-
eoning and slashing damage, in addirion ro Fire damage.

A balor's natural weapons, as well as any weapons it wields, are

treated as chaotic-aligned and evil-aligned for the purpose of over-
coming damage reduction .
Death Throes (Ex): When killed, a balor explodes in a blinding |
flash of light that deals 100 points of damage to anything within
100 feet (Reflex DG 30 half). This explosion automarically
destroys any weapons the balor is holding. The save
DC is Constitution-based
Entangle (Ex): A balor's +1
flaming whip entangles foes
much like an anack witha |
net. The whip has 20,
hit points, The
whip needs no
folding. Lf ix
hirs. the tar-|
gerand the
balor immediately make
opposed Strength checks, if the
balor wins, it drags the mrget against
its Hlaming body (see below). The target
remains anchored against the balor's
body unsil it escapes the whip. |
Spell-Like Abilities: At will—
blasphemy (DC 25), deminate
mionster (DC 27, greater
dispel magic, greater teleport
{self plus 50 pounds of ohjects onlyl. insanity
(DC_25), powser werd stun, lelekinesis (DC 231, urthaly
awm (DC 26} 1 /day—fire storm (DC 26), implosion (DC 27).
Caster level 20th, The save DCs are Charisma-based, ]
Vorpal Sword (Su); Every balor carries a +1 varpal longswornd
that looks like a flame or a bolr of lightning, |
Summon Tanar'ri (Spk Once per day a balor can automatically
summon 4410 drerches, 1d4 hezrous, or one nalfeshnee, glabrezu,
marilith, or balor, This ability is the equivalent of a 9th-level spell.
Flaming Body (Su): The body of a balor is wreathed in flame
Anyone grappling a balor takes 6dé points of fire damage each
round.
True Seeing (Su): Balors have s continuous true seeing abiliry,
as the spell (caster level 20th
skills: Balors have a +8 racial bonus on Listen and Spot checks

——

actics Round-biy-Round
The balor is most effective as a ranged combatant, using its spell-
like abilities to artack from a distance

Prior locombal; Unboly aum,

Roungd 12 Fire storm ot implosion and guickened felekinesis, or
summon additional demons. 1f the balor does not deem itself seri-
ously threatened, it conserves abilities usable only once per day
and uses Masphemy instead

Round 2: Insarity or power werl st

DEMONS BY CHALLENGE RATING
A quick overview of the demons that follow over the next few pages:

CR2 Dreteh Petty demon that attacks in mobs.
CR2 Quasit Clever imp that aids evil mortals.
CRe Babau Tall, gaunt assassin with teeth
CR7 Succubus Seductive tempiress that can take many forms.
CR9 Vrock Savage, vulturelike warrior that delights in
battle.
CR10 Bebilith Hulking spiderlike horror that hunts demons
and mortals both
CR 11 Hezrou Froglike demon with incapacitating stench

and the goal of tempting mortals to ruin.

CE1N Retriever Demonic spiderike construct with deadly
eYE rays

CR13 Glabrezu Towering giant demon that tempts mortals
with power.

CR 14 Malfeshnee Bloated apelike judge of the damned, with a
deadly smite ability.

CR17 Marilith Six-armed serpent demon queen, general of
abyssal battalions

CR 20 Balor Mighty fire-demon lord with a varpal sword

and terrifying spell-like abilities.




Round 3: Full melee attack with weapons, including entangle
with whip.

Round 4: Teleport or fly away with entangled foe to reestablish
range; repeat round 1 and continue.

A balor who wants 1o drive off or neutralize a party without slay-
ing its foes avoids lethal amacks.
Prior to combat: Unlioly aura.
Reind 1: Dominate monster.
Round 2: Fower word stun.
Rownid 3: Insanity or teleki-
nesis to incapacitate or repel
Jadangerous opponent.
Round 4: Teleport or fly
away to reestablish range;
repeat round 1 and con-
Lmue,

BEBILITH

Huge Outsider {Chaotic,
Extraplanar, Evil)

Hit Dice: 12d8+96 (150 hp)

Iniriarive: +5

Speed: 40 ft. (8 squares),
climb 20 fr.

Mmar Class: 22

L (=2 size, +1 Dex, +13 namm]l touch 9, t'lar—lwu:d 21

.Base Attack/Grapple: +12/429

|Attack: Bite +19 melee :21]&—‘.! plus poison) or web +11 ranged

|Fall Attack: Bite +19 melee (2d&+9 plus poison) and 2 claws +14
melee (2d4+4); or web +11 ranged

\Space/Reach: 15 f./10 f

Special Attacks: Poison, rend armor, web

SpecinI Qualiries: Damage reduction 10/good, dackvision &0 fr.,
plane shift, scent, telepathy 100 fi.

Saves: Forr +16, Ref +9, Will +9

Abilities: Str 28, Dex 12, Con 26, Int 11, Wis 13, Cha 13

Skills: Climb +24, Diplomacy +3, Hide +16, Jump +28, Listen +16
Move Silently +16, Search +15, Sense Motive +16, Spor+16,
Survival +1 {+3 following tracks)

Feats: Cleave, Improved Initiative, Improved Grapple, Fower
Artack, Track

Environment: Infinite Layers of the Abyss

Organization: Solitary

Challenge Rating: 10

Treasure: None

Alignment: Always chaotic evil

Advancement: 13-18 HD (Huge}; 19-36 HD (Gargantuan)

Level Adjustment: —

e

An engrrmows, misshapen spider stalks out of the dorkness. [is forelegs end
in wicked barbs, and glabs of foul geo drip from its fanged mouth

Bebiliths are enormous, predatory, arachnid demons that humt
other demons. While they favor preying upon other demons, they
aren’t picky—they will stalk and artack any rype of creature.
A bebilith has a body the size of a plow horse, with legs span-
ning more than 14 feet. It weighs more than two tone
Bebiliths understand but do not speak Abyssal. Their telepathy
;allows them o communicate silently with one another.,

COMEAT

LA behilith attacks any creature it sees, 1t usually picks one target
and concentrates its attacks on that opponent, using irts webs to iso-
late the target from its comrades. Should the bebilith become over-
whelmed by tougher opponents, it often attempts to bite one or
more of its victims and retrears, allowing irs poison to do its work.

A bebiliths napural weapons, as well as any weapons it w m]ds,
are treated as chaotic-aligned and evil- 1|:gned for the purpose of |
overcoming damage reduction.

Poison (Ex): Injury, Fortitude DC 24, inirial damage 1dé Con,
secondary damage 2dé Con

Bebilith venom is highly perishable, losing its potency and
becoming inert, foul-smelling goo
almost as soon as it comes [nto con-
tact with sir. The save DC is Con-
stimurion-based,

Rend Armor (Ex): I g
bebilith hits with both claw
attacks, it pulls apart any
armor worn by its foe, |

This artack deals 4de+18 |

points of damage to the

'UPFU"EH!IE ACMOL f.'rf:u.-
tures not wearing armor |
| are unaffecred by this,
special artack. Armor re-
duced 1o 0 hit points is
destroyed.  Damaged |

armor may. be repaired

with 1 successfil Crafi

{armarsmithing

check.

Web (Ex): A bebilith can throw a
web up to four times per day. This |
is similar to an artack with a net but has 2 maximum range of 30
feer, with a range increment of 10 feet. This attack is effective
against targess of up to Gargantuan size. The web anchors the
target in place, allowing no movement

An entangled creature can escape with a DC 24 Escape Artist
check or burst the web with a DC 24 Strength check, The check
DCs are Constitution-based. The web has 14 hit points and hard-
ness 0, There isa 75% chance thar the webbing will not burn if any
sort of fire is applied to ir{check each round),

Plane Shift (Su): This ability affects only the bebilich. It is
otherwise similar to the spell (caster level 12th),

Skills: A bebilith has mottled coloration that gives it a +8 racial
bonus on Hide checks

I'\

DRETCH

Small Outsider (Chaotic, Extraplanar, Evil, Tanar'ri)

Hir Dice: 2d8+4 (13 hp

Imitiative: +0

Speed: 20 ft. (4 squares)

Armor Class: 16 (1 size, +5 nawral), rouch 11, far-footed 16

Base Attack/Grapple: +2/-1

Artack: Claw +4 melee (1dé+1)

Full Artack: 2 claws +4 melee (1d6+1) and bite +2 melee (1d4

Space/Reach: 5 {t./5 ft,

Special Attacks: Spell-like abilities, summon tanarr

Special Qualities: Damage reduction 5/cold iron or good, dark-
visipn 60 ft., immunity ro electricity and poison, resistance 1o
acid 10, cold 10, and fire 10, telepathy 100 fi.

Saves: Fort +5, Ref +3, Will +3

Abilities: Str 12, Dex 10, Con 14, Int 5, Wis 11, Cha 11

Skills; Hide +9, Listen +5, Move Silently +5, Spot +5, Search +2,
Survival +0 (+2 following tracks)

| Feats: Multiatrack

Environment: Infinire Layers of the Abyss
Organization: Solitary, pair, gang (3-5), crowd (6-15), or mob
(10-—40]

Challenge Rating: 2
Treasure; Nong

Alignment: Always chaotic evil



Advancement: 36 HD (Small)
Level Adjustment: +2

This humanoid-lopking creature has a squat and blubbery, almost hairess
bady, with pale, sickly flesh and & slack mouth fiell of small fangs

Drerches are pathetic but wicked creatures that spend most of |

their time milling about in mobs or serving as rank-and-file toops
in tanar'r armies
A dretch is abour 4 feer rall and weighs about 60 pounds
Dretches cannot speak but can communicare relepathically

Combat

Dretches are slow, stupid, and not very effective combatants. In
one-on-on¢ combat, they rely on their demage reduction to keep
them alive, In groups, they depend on sheer numbers 1o overcome
foes and immediately summon other dretches o improve the

odds in battle. They flee at the first sign of adversity unless more |
powerful demons are present o inrimidate them into Hghting. |
Dretches' fear of their greater kin is stronger then even their fear |

of death

A dretch’s natural weapons, as well as any weapons it wields, are
treated as chaotic-aligned and evil-aligned for the purpose of over-
coming damage reduction

Spell-Like Abilities: 1/day—scare (DC 12), stinking eloud (DC
13), Caster level 2nd. The save DCs are Charisma-based

Summon Tanar'ri (Sp): Once per day 2 drerch can artempt 1o
summon another dretch with a 35% chance of success. This ability
is the equivalent of a 1s51-level spell.

Telepathy (Su): Dretches can communicate telepathically
with creatures within 100 feer thar speak Abyssal.

GLABREZU

Huge Quisider (Chaotic, Extraplanar, Evil, Tanar'ri]

Hit Dice; 12d8+120 (174 hp

Initiative; +0

Speed: 40 fi. (8 squares)

Armor Class: 27 (-2 size, +19 nutural) rouch 8,
flat-footed 27

Base Attack/Grapple: +12/430

Artack: Pincers +20 melee (2d8+10)

Full Attack: 2 pincers +20 melee (2d8+10)
and 2 claws +18 melee (1d6+5) and bite
418 melee (1d&+5)

Space/Reach: 15 fi./15 fi

Special Artacks; Improved grab, spell-like
abilities, simmon fanarn

Special Qualities: Damage reduction
10/ good, darkvision 60 fr., immunity to
electricity and poison, resistance o acid
10, cold 10, and fire 10, spell resistance 21
telepathy 100 fr., rue seging

Saves: Fort +18, Rel +8, Will +11

Abilities: Str 31, Dex 10, Con 31, Int 16, Wis
16, Cha 20

Skills: Bluff +22, Concentration +25,
Diplomacy +9, Disguise +5 (+7

Intimidate +24, Knowledge
(any rwo) +18, Listen +26, Moye
Silently 418, Search +18, Sense
Motive +18, Spellcrafr +18, Spor +26,
Survival +3.(+5 following tracks)

\Feats: Cleave, Great Cleave, Multiansck, Persuasive,
Power Atack

Environment: Infinite Layers of the Abyss

Organization: Solitary or troupe (1 glabrezu, 1
succubus, and 2-5 vrocks)

Challenge Raring: 13

Treasure: Standard coins; double goods; standard irems
Alignment: Always chaotic evil

Advancement; 13-18 HD (Huge}; 19-36 HD (Gargantuan)
Level Adjustment: —

This creature is os tall as o giant, with o broad, muscular body, s four
arms end in weaponi—iwa with clawed hands, o with powerful pincers
Its doglike head is topped with homs, and its muzzle drips with sharp |
Jangs. Its eyes have a cold, dark, penetrating quality that suggests cunning |
ord intelligence

Like succubi, glabrezu tempt victims into ruin, but they lure their
prey with power or wealth rather than passion.

Glabrezu have penetrating violer eyes, and. their skin color
ranges from deep tusset to pitch black. A glabrezu stands about 15
\feet tall and weighs abour 5,500 pounds

Combat

(Glabrezu prefer subterfuge to combar. However, if their attempts
to entice or deceive fail, these enormous demons artack with a ven-
peance. They follow a confusion attack with melee attacks, hoping to
finish off wounded foes with chaos hammer or unholy blight

A glabrezu’s natural weapons, as well as any weapons it wields,
are treated as chaotic-aligned and evil-aligned for the purpose of
overcoming damage reducrion.

Hezrou

Dretch




i

Improved Grab (Ex): To use this ability, a_glabrezu must hit a

Medium or smaller opponent with a pincer attack. It can then
attempt 1o start @ grapple as a free action withour proveking an
attack of opportuniry.

Spell-Like Abilities: At will—chaos ammer (DC 19), confusion .
{DC 19), dispel magic, mirror image, reverse gravily (DC 22), grealer)
{feleport {self plus 50 pounds of objects only), unholy blight (DC 195}

\1/day—power word stun. Caster level 14th. The save DCsare

Charisma-based.

Cince per month, a glabrezu can fulfill a wish for o mortal hu-|
' manoid, The demon can use this ability to offer a mortal whatever |

he or she desires—but unless the wish is used to create pain and
suffering in the world, the glabrezu demands either terrible evil
acts or great sacrifice as compensation.

Summon Tanar'i (Sp): Once per day a glabrezu can attempt w
summon 4d10 drerches or 1d2 yrocks with a 50% chance of suc-

_cess, ot another glabrezu with a 20% chanee of success. This ability
\15 the equivalent of a 4th-level spell.

True Seeing (Su): Glabrezu continuously use true seeing as the |

{spell (caster level 14th)

| Base Attack/Grapple:

Skills: Glabrezu have 2 +8 racial bonus on Listen and Spot checks.

HEZROU

Large Outsider (Chaotic, Extraplanar, Evil, Tanar'ri)

Hit Dice: 10d8+93 (138 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 23 (-1 size, +14 natural) touch 9, flar-footed 23
B |I|.'|I." +192

|Artack: Bite 14 melee (4d4+5)

Full Artack: Bire +14 melee (4d4+5) and 2 claws +9 melee (1d8+2)

 Space/Reach: 10 ft./10 fi.

Special Artacks: Spell-like abilities, stench, |mpmn. ed grab,
SHmmen tanari

Special Qualities: Damage reduction 10/good, darkvision 60 ft.,
immunity to electricity and poison, resistance to acid 10, cold
10, and fire 10, spell resistance 19, telepathy 100 ft

Saves: Fort +16, Ref +7, Will +9

Abilities: Str 21, Dex 10, Con 29, Inf 14, Wis 14, Cha 18

Skills: Climb +18, Concentration +22, Hide +13, Escape Artist
+13, Intimidare +17,
Spellcraft +15, Spor +23, Survival +2 (+4
Rope +0 (+2 with bindings

Fears: Blind-Fight, Cleave, Power Artack, Toughness

Environment: Infinite Lavers of the Abyss

Crganization: Solitary or gang (2-4)

Challenge Rating: 11

following tracks), Use

Treasure: Standard
|Alignment: Always chaotic evil

Advancement: 11-15 HD {Large); 16=30 HD (Huge)

Level Adjustment: +9

This creature looks like g massive, roughly humanoid toad with orms in
place of forelegs, Its wide mouth has rows of blumt, powerful teeth, and
long spines run down the length of its back,

Hezrous are demonic sergeants, overseeing the formatrion of ar-
mies and commanding units in battle. They don't have the schem-
ing instincts of the more powerful demons, but hezrous are cun-
ning in bartle

A herrou can walk both upright and on all fours, but it always

Jights standing up

A hezeou dsabout 8 feet tall and weighs about 750 pounds.

Combat
Hezrous enjoy melee combat even more than vrocks do. They,
eagetly press an artack deep into the heart of enemy forces, so their,

Listen +23, Move Silently +13, Search +15,.

stench can take effect as quickly as possible. They enter most battles |
by using blasplieny. and follow it with an occasional chaos hammer or |
urthaly blight, depending on the alignment of their opponents.

A hezrou’s natural weapons, as well as any weapons it wields, are

.rreated as chaotic-aligned and evil-aligned for the purpose of over-
lcoming damage reduction.

Improved Grab (Ex): To use this ability, a hezrou must hit with
both claw attacks. It can then attempt to start 2 grapple as a free
action without provoking an atteck of opportuniry,

Spell-Like Abilities: At will—chaos hammer (DC 18], grealer
feleport (self plus 50 pounds of objects only), unholy blight (DC 185
3/day—Dblasphemy (DC 21}, gaseous form. Caster level 13th, The save
DCs are Charisma-based.

Stench (Ex): A hezrou’s skin produces a foul-smelling, 1oxic
liquid whenever it fights. Any living creature (except other demons]
wirhin 10 feer must succeed on a DC 24 Fortirude save or be nause-

.ated for as long as it remains within the affected area and for 1d4
| tounds afterward. Creatures that successfully save are sickened for as
\long as they remain in the ares. A creature thar successfully saves,
{cannot be affected again by the same hezrous stench for 24 hours A

delay poisan or neutralize poison spell removes either condition from
one creature. Creatures thar have immuniry 1o poisen are unaffected,
and creatures resistant 1o poisen receive their normal bonus on their
saving throws. The save DC is Constitution-based

Summon Tararri (Sp): Once per day a_hezrou can attempt to
summaon 4d10 drerches or another hezrow with a 35% chance of
success, This ability is the equivalent of a #th-level spell.

Skills: Hezrous have o +8 racial bonus on Listen and Spot checks. |

MARILITH

Large Outsider (Chaotic, Extraplanar, Evil, Tanar'ri)

Hit Dice: 16d8+144.(216 hp)

Initiative: +4

Speed: 40 f1. (& squares)

Armor Class: 29 (-1 size,
flar-foored 25

Base Attack/Grapple: +16/4+29

Artack: Longsword +25 melee (2d6+9/19-20) or slam +24 melee
(1d8+9) or tail slap +24 melee (4d6+9)

Full Attack: Primary longsword +25/+20/+15/+10 melee
(2d6+9/19-20) and 5 longswords +25 melee (2dé+4/19-20
and tail slap +22 melee (4de+4); or 6.slams +24 melee (1d8+9)
and tail slap +22 melee (4da+4)

Space/Reach: 10 fr./10 f1.

Special Attacks: Consirict 4d6+13, improved grab, spell-like
abilirigs, surmmon tanar'ri

Special Qualities: Damage reduction 10/good and cold iron,
darkvision 60 fi., immunity to electricity and poison, resist
ance to acid 10, cold 10, and fre 10, spell resistance 25, telepa-
thy 100 fr.

Saves: Fort +19, Ref +14, Will £14

Abilities; Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24

Skills: Bluff +26, Concentration +28, Diplomacy +30, Disguise +7
(+9 acting), Hide +19, Intimidate +28, Listen +31, Move
Silently +23, Search 23, Sense Motive +23, Spellcraft +23 (+25
scrolls), Spot +31, Survival +4 (+6 following tracks), Use Magic
Divice +26 (+28 scrolls)

Feats: Combat Expertise, Combar Reflexes, Mulriamack, Muld-
weapon Fighting, Power Attack, Weapen Focus (longsword)

Environment: Infinite Layers of the Abyss

Organization: Solitary or pair

Challenge Rating: 17 |

Treasure: Standard coins; double goods; standard items, plus 1d4 |
mAgic. Weapans

4 Dex, +16 natural), ouch 13,

| Alignment: Always chaotic evil
Advancement: 17-

-20 HD { Large};
Level Adjustment: -

21—48 HD (Hupe)



This lorge, othenworidly entity appears to be an atirective female human

with sir arms—at least from her head to her waist, From the waist down
the creature has the body of o massive snake with green, scaly coils

Mariliths are generals and tacticians, often rivaling balors in sheer
brilliance and cunning. Some also serve as chief leutenants for
major demon royalty,

A marilith usually holds a longsword in each of its six hands and

wears many bangles and jewels.

A marilith stands about 2 feer tall and measures abour 20 feet

from head to tip of rail. It weighs abour 4,000 pounds.

Combat
Though mariliths thrive on grand straregy and army-level metics,
they love physical combat and never pass up an oppormunity 1o
fight. Each of a marilith's six arms can wield 2 weapon, and the
creature gets an additional three weapon attacks with its primary
Jarm. Mariliths seldom rush headlong into battle, however, prefer:
ring te hang back and size up the situation first. They always seek
to gain the best possible advantage from the local terrain, obsta-
cles, and any vulnerability or weakness in their opponents.

A marilith’s natural weapons, as well as any weapons it wields,

are treated as chaotlc-aligned and evil-aligned for the purpose of

overcoming damage reduction.

Constrict (Ex): A marilith deals 4d6+13 points of damage with
a successful grapple check. The con:
[stricted creature must succeed on a DC
27 Fortitude save or lose con
sciousness for as

Nalfeshuee

Suecnbus

long as.it remains in the coils and for 2d4 rounds thereafter. The |
save DC is Strength-based.

Improved Grab (Ex): To use this ability, a marilith must hit
with its tail slap artack. It can then attempr 1o start a grapple as a

|free action withour provoking an attack of opportunity, 1f it suc
Iceeds on the grapple check, it can constrict

Spell-Like Abilities: At will—align weapon, blade barrier (DC
23], magic weapon, project image (DC 23), polymorph, see imvisibilify,
telehemnesis (DC 22), greater teleport (self plus 50 pounds of objects
(DC 25). Caster level 16th. The save DCs are

enly), urtholy aura
Charisma-based.

Summon Tanar'ri (Spk Once per day o marilith can artempt 1o
summon 4d10 dretches, 1d4 hezrou, or one nalfeshnee with a
50% chance of success, or one glabrezu or another marilith with
a 20% chance of success. This ability is the equivalent of a Sth
level spell.

True Seeing (Su): Mariliths continuously use this ability, as the
spell (caster level 16th)

Skills: Mariliths have a +8 racial bonus on Listen and Spot
checks

Feats: In combination with its natural abilities, a marilith's Mul
tiweapon Fighting feat allows it to attack with all its arms at no
penalty

NALFESHNEE

Huge Outsider (Chaotic, Extraplanar, Evil, Tanar'ri)
Hit Dice: 14d5+112 (175 hp
Inmitiative: +1
Speed: 30 ft. (6 squares), fly 40 ft. {poor)
Armor Class: 27 (=2 size, +1 Dex, +18 natural) touch 9,
flat-footed 26
Base Attack/Grapple; +14/+29
Attack: Bite +20 melee (2d8+7
Full Artack: Bite +20 melee (2d8+7) and 2 claws +17
melee (1d8+3)
Space/Reach: 15 fr./15 fi
Special Artacks: Smite, spell-like abilities, sunnion
Famarm
Special Qualities: Damage reduction 10/good,
darkvision 60 fi., immunity to electricity and
poison, resistance to acid 10, cold 10, and fire
10, spell resistance 22, relepathy 100 fi., true
Wl‘l.':l':g
Saves: Fort +17, Bef +10, Will +15
Abilicies: Str 25, Dex 13, Con 27, Int 22
Wis 22, Cha 20
Skills: Bluff +22, Concentrarion +25, Diplomacy +26, Disguise
+5 (+7 acting), Hide +10, Intimidate +22, Knowledge
(marcana) +23, Listen +31, Move Silently +18, Search
+23, Sense Motive +23, Spellcraft +25 (+27 scrolls),
Spot +31, Survival +6 (+8 following tracks), Use
Magic Device +22 (+24 scrolls)
Feats: Cleave, Improved Bull Rush, Mulriarack,
Power Attack, Weapon Focus (bite
Environment: Infinite Layers of the Abyss
Organization: Solitary or rroupe (1 nalfeshnee,
1 hezrou, and 2-5 vrocks
Challenge Rating: 14
D Treasure: Standard coins; double goods stan:
dard items
Alignment: Always chaotic evil
Advancement; 15-20 HD {Hugel; 21—42 HD
(Garganiuan)
Level Adjustment: —




This creature is o grotesque blending of an ape and a corpulent bear. it
stards on its hind legs, rising to more than three times the height of o
human, It has o pair of feathered wings that seem ridiculously small
compared to the rest of its body.

These enormous demons await the arrival of doomed souls,
into the Abyss, where the nalfeshnees can judge them. Of]
|course, nalfeshnees relish the chance 1o begin the punishment|
{of the damned.
A nalfeshnee can fy despite irs small wings {
A nalfeshnee is more than 20 feet tall and weighs 8,000 pounds. |

Combat
When fulfilling their duties in the underworld, nalfeshnees usu-
ally disdain combat as being beneath them. Given the opportu-
nity, they succumb to blood lust and do bartle. They disable oppo-
| nents. with their smite ability and slaughter them while they can’t
(fight back.

A nalfeshnee's natural weapons, as well as any weapons it}
|wields, are treated as chaotic-aligned and evil-aligned for the pur-|
pose of overcoming damage reduction.

Smite (Su): Three times per day a nalfeshnee can create a
nimbus of unholy light. When the demon triggers the ability, min-
bow-colored beams play around its body. One round later they
burst in a 60-foot radius. Any creature within this area must suc-
ceed on a DC 22 Will save or be dazed for 1d10 rounds as visions of
|its worst fears hound it. The creature receives its full Dexteriry and
shield bonuses to AC if arracked bur can take np acrions. Other
| demons are immune to this effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—call lightning (DC 18], feeblesind
|{DC 20), greater dispel magic, slow (DC 18), greater teleport (self plus
|50 pounds of objects only), unholy auna (DC 23}, Caster level 12th.
| The save DCs are Charisma-based,

Summon Tanar'ri (Sp): Twice per day a nalfeshnee can atrempt to
summen 1d4 vrocks, 1d4 hezrous, or one glabrezu with a 50%
chance of success, or another nalfeshnee with a 20% chance of suc-
cess. This abiliry is the equivalent of a Sth-level spell

True Seeing (Su): Nalfeshnees continuously use true seeing, as.
the spell {caster level 14th).

Skills: Nalfeshnees have a +8 racial bonus on Listen and Spot.
checks,

QUASIT
Tiny Outsider (Chaotic, Extraplanar, Evil)
Hit Dice: 3d8 (13 hp)
Initiative: +7
Speed: 20 ft. (4 squares}); fly 50 ft. (perfect)
| Armor Class: 18 (+2 size, +3 Dex, +3 natural), touch 15,
flar-footed 15
Base Attack/Grapple: +3/-6
Artack: Claw +8 melee (1d3=1 plus poison)
Full Attack: 2 claws +8 melee (1d3—1 plus poison) and bite +3
melee (1d4-1]
Space/Reach: 2-1/2 fr/ofr.
Special Attacks: Poison, spell-like abilities
Special Qualities: Alternate form, damage reduction 5/cold
iron or good, darkvision 60 fr., fast healing 2, immuniry 1o
poison, resistance to fre 10
Saves: Fort +3, Ref +6, Will +4 :
Abilities: Str 8, Dex 17, Con 10, Int 10, Wis 12, Cha 10
| Skills: Bluff +5, Diplomacy +2, Disguise +0 (+2 acting), Hide +17,
Intimidate +2, Knowledge (any one) +6, Listen 7, Move
Silently 49, Search +6, Spellcraft +6, Spot +6
| Feats: Improved Initiative, Weapon Finesse
Enyironment: Infinite Layers of the Abyss
Organization: Selitary
Challenge Rating: 2

Treasure: None

Alignment: Always chaotic evil
Advancement: 4—6 HD (Tiny)

Level Adjustment: — (Improved Familiar)

A tiry humanoid-shoped creature with spiky homs and bat wings hovers
|nearby. Its hands and feet are [ong and slender, with long claw-tipped
digits. Warts or pustules cover ifs greenish skin,

| Quasits are insidicus demons from the Abyss, They are often
| found serving chaoric evil spellcasters as counselors and spies.|
In its natural form, a quasit stands about 1-1,/2 feer rall and
weighs about & pounds.
Cruasits speak Common and Abyssal.

Combat

 Although quasits thirst for victory and power as other demons do,
|they are cowards at heart. They rypically attack from ambush,
lusing their alternate form ability and invisibility to get within,
| reach, then trv o scuttle away. When retreating, they use their
cause fear ability to deter pursyis

A quasit’s natural weapons, as well as any weapons it wields, are
treated as chaotic-aligned and evil-aligned for the purpose of over-
coming damage reduction.

Poison (Ex): Injury, Fortitude DC 13, inirial damage 1d4 Dex,
secondary damage 2d4 Dex. The save DC is Constitution-based
and includes a +2 racial bonus .

Spell-Like Abilities: At will—detect good, detect magic, and invis- |
ibility (self only ) 1/day—cause fear (as the spell, except that its avea.
is a 30-foot radius from the quasit, save DC 11). Caster level sth.
The save DCs are Charisma-based. |
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The ability otherwise works as the spell (caster level 12th),

Alternate Form (Su): A quasit can assume other forms at will
as a standard action. This ability functions as a palymorph spell cast
on irself (caster level 12th}, except that a quasit does not regain hit
poines for changing form, and any individual quasit can assume
only one or two forms no larger than Medium. Common forms
include bat, monstrous centipede, toad, and wolf. A quasit in alter-
nate form loses its poison artack.

RETRIEVER

Huge Construct (Extraplanar)
Hit Dice: 10410480 (135 hp)
Initiative: +3
Speed: 50 ft. (10 squares)
Armor Class: 21 (=2 size, +3 Dex, +10 natural), touch 11,
flar-footed 18
Hase Attack/Grapple: +7/+23
Attack: Claw +15 melee (2d6+10) and eye ray +8 ranged touch
Full Attack: 4 claws #15 melee (2d6+10) and bite +10 melee
(1d8+5) and eye ray +8 ranged touch
Space/Reach: 15 fr./10 i
Special Artacks: Eye rays, find targel, improved grab
Special Qualities: Construct traits, darkvision 60 ft., fast healing
5, low-light vision
Saves: Fort +3, Ref +6, Will +3
Abilities: Str 31, Dex 17, Con —, Int —, Wis 11, Cha 1
Skills: —
Feats: —
Environment: Infinite Layers of the Abyss
Organization: Solitary
Challenge Rating: 11
| Treasure: None
| Alignment: Always chaotic evil
| Advancement; 11-15 HD (Huge); 16-30 HD (Cargantuan)
Level Adjustment: —



.

\Thiz creature looks like an enormous spider, standing twice as tall as o

human. Its foreleps end in massive eleovers, Four bulbous eyes, 8 maleve-
lent glear in each ane, rise out of its carapace,

A retriever specializes in recovering lost or desired objects, run-
away slaves, and enemies and bringing them back to its master

Retrievers were created through foul sorcery to be wartiors and .
servants to powerful demon nobles. Most scholars believe rerriey-|
ers are built to resemble bebiliths. More powerful demons often.

use these mindless constructs 1o perform ugly msks, or rasks they
cotld not trust to their own scheming kind,

A retriever has a body the size of an ox, with legs spanning more
than 14 feet. It weighs abour 6,500 pounds.

~ombal

Retrevers attack with four claws, but their eve rays are far more
deadly.

Eye Rays (Su): A retriever's eyes can produce four different

ymagical rays with a range of 100 feer. Each round, it can fire one
{ray as a free action. A particular ray is usable only once every 4

rounds. A retriever can fire an eye ray in the same round thar it
makes physical atracks. The save DC for all rays is 18, The save DC
is Dexterity-based.
The four eye effects are:
Fire: Deals 12ds points of fire damage to the target (Reflex half)
Cold: Deals 12d6 points of cold damage 1o the target (Reflex half)
Eleetricity: Deals 12d6 points of electricity damage to the targer
(Reflex half),

Petrification: The target must succeed on a Fortitude save or turn

110 stone permanenily.

Find Target (Sp): When ordered to find in item or a crearure, a

|retriever does so unerringly, as though guided by discern location,

The being giving the order must have seen (or must have an

item belonging to) the creature to be found, or must have rouched

the object 1o be located. This abiliry is the equivalent of an Sth-|

level spell.

Combat

Improved Grab (Ex): To use this abiliry, a rerriever must hit |
with its bite attack. It can then attempe to start a grapple asa|
free action without provoking an attack of opportunity. 16|
wins the grapple check, it establishes a hold and grips the appo- |

(pent fast in its mouth. This is the method by which it usually
retrieves” things.

SUCCUBUS
Medium Outsider (Chaotic, Extraplanar, Evil, Tanar'ri)
{Hit Dice: 6d8+6 (33 hpl
Inmitiative: +1
Speed: 30 ft. (6 squares), fly 50 fr. {average)
Armor Class: 20 (+1 Dex, +2 namural), touch 11, flac-footed 19
Base Attack/Grapple: +6/4
Attack: Claw =7 melee (1d6+1)
Full Attack: 2 claws +7 melee (1d6+1)
Space/Reach: 5 fr./5 fr.
.Special Artacks: Energy drain, spell-like abilities, summon
tanar'n
_Special Qualities: Damage reduction 10/cold iron or good,
darkvision 60 ft., immunity to électricity and poison, resistance
o acid 10, cold 10; and fire 10, spell resistance 18, telepathy
100 ft., tongues
Saves: Fort+6, Ref +6, Will +7
Abilities: Sir 13, Dex 13, Con 13, Int 16, Wis 14, Cha 26
Skills: Bluff <19, Concentrarion +10, Diplomacy +12, [Hsguise
+17* (=19 acting), Escape Artist +10, Hide +10, Intimidate +19, |
Knowledge (any one) +12, Listen +19, Move Silently +10,
Search ~12. Spot +19, Survival +2 (++ following tracks), Use
Rope +1 (+3 with bindings)
Feats: 1'.'It.1dy“ Mobiliry, Persuasive
Environment: Infinite Layers of the Abyss
Organization: Solitary
Challenge Rating: 7
Treasure: Standard
Alignment: Always chaotic evil
Advancement: 7-12 HD (Medium)
Level Adjustment: +6

This creature fs stunning. statuesqute. and extroordimanly beautiful, with
flawdess skin and raven hain_Hee form, so tempting. also has an ather
worldly side. Lorge bat wings unfur from her bock, and her eyes glow with
sinister desire.

Succubi ate the most comely of the tanar'd (perhaps of all demons),
and they live to tempt mortals.

A succubus is 6 feet tall in its natural form and weighs abow
125 pounds,

Succubi are not warriors. They flee combat whenever they can. If
forced o fight, they can artack with their claws, bur they prefer o
turn foes against one another. Succubi use their polymorph abiliry
o assume humanoid guise, and can mainain this deception indef:
initely. Their preferred tactic when dealing with heroes is to feign
friendship and create an opportunity to be alone with one of
them, whereupon the succubus applies her life-draining kiss, Suc-
cubi are not above taking on the role of a damsel in distress when
encountered within a dungeon.

A succubus’s natural weapons, as well as any weapons it wields, |
are tmeated as chaotic-aligned and evil-aligned for the purpose of |
overcoming damage reduction.

Energy Drain (Su} A succubus drains energy from a mortal it
Jures into some act of passion, or by simply planting a kiss on the

|vigtim. If the target is not willing to be kissed, the succubus must
|start a grapple, which provokes an attack of opportunity. The suc-
cubus’s kiss or embrace bestows one negative level The kiss also
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has the effect of a suggestion spell, asking the victim to accept an- This ereatitre looks Iike @ cross between a large human and o huge waliure.

other kiss from the succubus. The victim must succeed ona DC 21 It has strong, sinewy limbs covered with small gray feathers, a long neck

Will save to negate the effect of the aggestion. The DC is 21 for the topped with @ vulture heod, and vast feathered wings

Fortitude save to remove a negative level. These save DCs are

Charisma-based Vrocks serve as guatds o more powerful demons and as flying
Spell-Like Abilities: Ar will—charm menster (DC 22), defect lassault rroops in the abyssal wars,

Lgood, detect thoughts (DC 20, cthereal jount (self plus 50 pounds of A vrock is abourt 8 [eer tall and weighs abour 500 pounds,

objects only), polymorph (humaneid form only, no limit on dura-

tion), suggestion (DC 21), greater teleport (self plus 50 pounds.of | Combat

|objects only), Caster level 12¢h, The save DCs are Charisma-based. | Vrocks are vicious fghrers who like to fly down into the enemy |
Summon Tanar'ri (Sp): Once per day a succubus can artempt to and cause as much damage as possible, They prance abour in

summon 1 vrock with a 30% chance of success. This ability is the bartle, taking briefly to the air and bringing their clawed feerinto

equivalent of a 3rd-level spell. play. Despite their advantage in mobility,

Tongues (Suj: A succubus has a permanent rongues ability the vrocks' deep love of battle fre-
(a5 the spell, caster level 12th). Succubi usually use verbal 4 b quently leads them into melee com-
communication with mortals. 1 B buts against heavy odds.
skills: Succubi have a +8 racial bonus on Listen and SRS A vrock’s natural weapons, as
(Spot checks. “\ well as any weapons it wields, are
*“While using her alter self ability, a suc- rreated as chaotic-aligned and evil:
lcubus gains a +10 circumstance bonus  Glabresn aligned for the purpose of over-

on Disguise checks, coming damage reduction.
= VAT Dance of Ruin (Su): To use
VROCK b ' ' - this ability,a group of at least
Large Outsider (Chaotic, ' three vrocks must join hands in a
Extraplanar, Evil, Tanar'ri) circle, dancing wildly and chani-
Hit Dice: 10d8+70 (115 hp ing. At the end of 3 rounds of
Initiative: +2 dancing.a wave of crackling |
[Speed: 30 fr. (6 squares), fly 50 B cnergy flashes outward ina,
fr. (average) to-foor radivs. All creatures |
{Armor Class: 22 (-1 size, +2 excepr for demons within
Dex, +11 natural), touch 11, the radius take 20da points,
flar-footed 20 of damage (Reflex DC 18
| Base Attack/Grapple: half). Stunning, paralyzing,
+10/+20 or slaying one of the vrocks
Attack: Claw +15 "-..\\ stops the dance, The saye DC
F E:*l.tr:m;zlf”] 15 SN, e r..l;;;-:?ﬁfﬂimm
1 L 2 Claws + -~ e = - 5
melee (2d6+6) and bite +13 : Sy At will—mirror image,
melee (1d8+3) and 2 ralons +13 telekinesis (DC 18), great-
melee (1d6+3) er teleport (self plus 50
Space,/Reach: 10 fr./10 ff, pounds of objects only);
Special Attacks: Dance of ruin, 1/day—heroism. Caster level
spell-like abilities, spores, stun- 12th. The save DCs are Charisma-based
ning screech, swmmon lanar'n Spores (Ex): A vrock can release
Special Qualities: Damage reduc: == masses of spores from its body once
tion 10/good, darkvision 60 ft., ; ) Sy every 3 rounds as a free action. The
immunity to electricity and poison, spores automatically deal 1d8 points
resistance to acid 10, cold 10, and of damage to all creatures adjacent
fire 10, spell resistance 17,
L__telepathy 100 i
Saves: Fort +14, Ref +9,
Will #10
Abiliries: Str 23, Dex 15, Con
25, Int 14, Wis 16, Cha 16
Skills: Concentration +20, Diplomacy +5, Hide +11, Intimidare

to the vrock. They then penetrate
the skin and grow, dealing an addi-
tional 1d4 points of damage each
reund for 10 rounds. At

the end of this time, the
victim is covered with a
tangle of viny growths. (The vines are harmless

+16, Knowledge (any one) +15, Listen +24, Move Silently +15 and wither away in 1d4 days.) A delay poison spell stops the

Search +15, Sense Motive +16, Spelleraft +15, Spor +24, spores’ growth for its duration. Bless, neutmalize poison, or wmove |

Survival +3 (+5 following tracks) discase kills the spores, as does sprinkling the victim with a vial
Feits: Cleave, Combat Reflexes, Multattack, Power Attack of holy warer. |
Environment: Infinite Layers of the Abyss Stunning Screech (Su): Once per hour a vrock can emira
Crganization: Solitary, patr, gang (3-5), or squad (6=10)] piercing screech. All crearures except for demons within a 30-
|Challenge Bating: 9 foor tadius must succeed ona DC 22 Forritude save or be stunned |
| Treasure: Standard for 1 round. The save DC is Constitution-based. |
{Alignment: Always chaotic evil Summen Tanar'n (Sph; Once per day avrock can attempt o
Advancement: 11-14 HD {Large); 15-30 HD (Huge) summon 2d10 drerches or another vrock with a 35% chance of
Level Adjustment: +8 success, This ability is the equivalent of a 3rd-level spell.

Skills: Vrocks have a +8 racial bonus on Listen and Spot checks




DERRO

Small Monstrous Humanoid

Hit Dice: 3d8+3 (16 hp)

Inmitiative: +6

Speed: 20 ft. ( squares]

Armor Class: 19 (+1 size, +2 Dex, +2 natural, +3 studded leather
armor, +1 buckler), touch 13, flac-footed 17

| Base Attack/Grapple: +3/-1

Artack: Short sword +4 melee (1d4/19-20) or repearing light
crossbow +6 ranged (1d6/19-20 plus poison)

Full Attack: Short sword +4 melee (1d4/19-20] or repeating
light crossbow +6 ranged (1de/19-20 plus poison

Space/Reach: 5 fi./5 fr.

Special Artacks: Poison use, spell-like abilities, sneak attack
+1ds

Special Qualities: Madness, spell resistance 15 vulnerability o
sunlight

Saves: Fort +2, Ref +5, Will 45

Abilities: St 11, Dex 14, Con 13, Int 10, Wis 5%, Cha 15’

Skills: Bluff +5, Hide +10, Listen +1, Move Silently +8

Feats: Blind-Fight, Improved Initiative

Environment: Underground

Organization: Team (2—4), squad (5-8 plus 1 3rd-level sorcerer),
ot band (11-20 plus 30% noncombatants plus 3 3rd-level
sorcerers and 1 sorcerer of Sth=§th level)

Challenge Rating: 3

Treasure: Standard coins; double geods: standard items

Alignmeni: Usually chaotic evil

Advancement; By character class

Level Adjustment; — (+2 if sane)

A _small, stocky dwarflike creature in studded leather armor titters and
mumbles to himself, His skin is o pale blue-white color, and his bulbous
white eyes have no irses or pupils. His hair is coarse and white, and a long
mustache droops past his chin

Derro are degenerate and evil crearures of the underground. cre-

ated from dwarf and human stock by some nameless deity of dark- |
ness and madness. Incredibly cruel and murderously insane, they |
enjoy taking slaves and torturing surface dwellers (especially.

humans) to death,

Derro are afflicted by o form of racial madness, which most often
manifests as delusions of grandeur coupled with an overpower-
ing urge to inflict torment on other crearures. Derro are capable
of holding their murderous impulses in check for short periods of
time in order to cooperate with creatures of other races, but such
arrangements rarely last more than a few weeks Of course, no

\derro is capable of recognizing that he is out of his mind.

COMBAT
Derro are stealthy and bloodthirsty. They like 1o carefully arrange
cruel traps and deadly ambushes, and strike savagely from hiding,
They delight in mking captives who can be tortured 1o death larer,
and favor traps and poisons that disable withour killing.
Madness (Ex): Derro use their Charisma modifier on Will
saves instead of their Wisdom modifier, and have immunity to
confusion and insanity effects. A dermo cannot be restored 1o sanity
by any means short of a muracle or wish spell
“The racial madness of the derro provides a +6 bonus o their
Charisma scores and a —6 penalty to their Wisdom scores. A
|derro restored to sanity gains 6 points of Wisdom and loses 6
| points of Charisma.
Poison Use (Ex): Dermo typically carry 2d4 doses of greenbloed
oil or Medivm monsmrous spider venom (see Poison, page 296 of

the Dungean Master’s Guide), applying it to their crosshow bolts. |
Derro are nop ot risk of poisoning themselves when handling |

poison. .

Sneak Attack (Ex): Any time 2 derros opponent is denied his |
Dexyerity bonus ro AC, or if a derro flanks his opponent, he deals |
an extrn 1d6 points of damage. This ability is just like the rogues.

Lsneak artack and subject to the same limitarions

Spell-Like Abilities: At will—darimess, ghost sound: 1/day—

\daze (DC 13}, sound burst (DC 15). Caster level 3rd. The save DCs

are Charisma-based.
Vulnerability to Sunlight (Ex): A derro takes 1 point of Con-,

stitution damage for every hour it is exposed 1o sunlight, and it

dies if its Constitution score reaches 0. Lost Constitution points |
are recovered at the rate of 1 per every 24-hour period spent
underground or otherwise shelrered from the sun.

Skills: Derro have a +4 racial bonus on Hide and Move Silently |
checks.

QERRO CHARACTERS
Most derro revere Diirinka, a chaotic deiry of magic and cruelty.
\Very few derro are clerics, but those who follow this path can
‘choose two of the following domaing: Chaos, Destruction, Evil,

or Trickery.

The leaders of the derro are spellcasters called savants, whom
other derro follow fanatically. Derro savanes are at least Sth-
level sorcerers; they have one 1o three Enowledge skills {usu-
ally arcana and other esoteric fields). A savant is accompanied
by two lower-level students. Savants use their spells ro confuse
and frustrate rather than kill, preferring to make slaves of|
defeared foes.

DESTRACHAN

Large Aberration

Hit Dice: 8d8+24 (60 hp)

Initiative: +5

Speed: 30 fi. (6 squares)

Armor Class: 18 (-1 size, +1 Dex, +8 natural), touch 10,
flar-foored 17

Base Artack/Grapple: +6/+14

Artack: Claw +9 melee (1d6+4)

Full Attack: 2 claws +9 melee (1d6+4)

Space/Reach: 10 f./5 ft.

Special Artacks: Destructive harmonics

Special Qualities; Blindsight 100 ft., immunities, protection
from sonics

Saves: Fort +5, Ref «5, Will +10

Abilities: Str 18, Dex 12, Con 16, Int 12, Wis 18, Cha 12

Skills: Hide +8, Listen +25, Move Silently +7, Survival +9

Feats: Dodge, Improved Initative, Lightning Reflexes

Environment: Underground

Organization: Solitary or pack (3-5)

Challenge Rating: 8

Treasure: None

Alignment: Usually neutral evil

Advancement: 9-16 HD (Large) 17-24 HD (Huge)

Level Adjustment: —

The creature shambles forward on thick, taloned legs. Vaguely reptifian in
farm, its large, stooped frame ends in @ mostly featureless head deminated |
by large gar structures and @ goping, toothless mouth

i The dungeon-dwelling destrachan looks like some bizarre, nonin- |

telligent beast, but ir's an incredibly evil and crafty sadist. |
A destrachan has o pair of complex, three-part ears that it can |
adiust 1o be more or less sensitive to various sounds. 1t is blind,

|vet hunts with a sense of hearing more precise than most cres-
| tures’ sight.

From irs tubulac mouth a desteachan emirs carefully focused har-
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monics, producing sonic energy so powerful it can shatter a

stone wall. So skilled is a destrachan at controlling the sounds it
emirs that it can choose what type of marerial 1o affect with
s atrack.

Destrachans feed on death and misery, They haunt inhabited un- |
derground complexes, spreading woe for evil’s own sake. They can |
blast their way through stone well enough to travel beneath the |
\surface as they wish. Sometimes 2 destrachan subdues its vietims |

{and brings them back to its lair for toriure and imprisonment

No living thing would ever willingly ally itself with this mon-
;ster, although somerimes undead or evil oursiders accompany a
\destrachan as it aracks and slays other creamires,

A destrachan is abour 10 feet long from its mouth to the tp of

the tail and weighs abour 4,000 pounds.

A destrachan speaks no language but understands Common. If

a destrachan must communicate, it does so through acrion

COMBAT

| A destrachan uses its claws only as a last resort or to finish off foes |
Iweakened by irs sonic amacks. It often enters battle with surprise |

if possible. I first focuses on destroving metal armor and weapons
and then changes to harmonics thar disrupt flesh.

Destructive Harmonics (Su): A destrachan can blast sonic en-
efgy in a cone up to 80 feet long. It can also use this atack to affect
any crearures or objects within a 30-foor radius. It can tune the
harmonies of this destrucrive power 1o

\aftect different rypes of targers, All
Isave DCs are Charisma-based

Flesh: Disrupting tissue
tand rending bone, this
attack deals 4ds

Destrachan

points of damage 1o all within the area (Reflex DC 15 half).

Merves: A destrachan can focus its harmonics ro knock ou foes |
rather than slay them. This attack deals 6ds points of nonlethal |
damage to all within the area (Reflex DC 15 half), |

Material: When using this form of harmonics, a destrachan

ichooses wood, stone, metal, or glass. All objects made of thar mate-
.rial within the area must suceeed on a DC 15 Fortitude save or
sharter. Objects {or portions of objects) that have up to 30 hit
points are porentially affected by this attack. |

Blindsight (Ex}: A destrachan can use hearing 1o ascertain all |
foes within 100 feet as a sighted creature would,

Immunities: Destrachans have immunity 1o gaze attacks,
visual effects, illusions, and other amack forms thar rely on sight.

Protection from Sonics (Ex): While they can be affected by |
loud noises and sonic spells (such as ghost sound or silence), destra-
chans are less vulnerable to sonic artacks (+4 circumstance bonus

.on all saves) because they can protect their ears. A destrachan
(whose sense of hearing is impaired is effectively blinded, and all
\targets are treated as having total concealment. |

Skills: A destrachan has a +10 racial bonus on Listen checks

DEVIL

The scourge of humanity and the cosmos, devils are fiends from
the Nine Hells of Baator, a lawful evil realm, Devils enjoy bullying
those weaker than themselves and often attack good creatures just
10 gain a trophy or three. The most powerful devils occupy them- |
selves with plots to seize power, wreck civilizations, and inflict
misery upon mortals.

Many devils are surrounded by a fear aura, which they use ro |
break up powerful groups and defeat opponents plecemeal Devils
with spell-like abilities use their illusion abilities o delude and
confuse foes as much as possible. A favarite trick is

to create illusory reinforcements; enemies can

never be entirely sure if a threat Is only a fig-
ment or real summoned devils joining the

e fray.
Vi The most numerous devils are the
S haateru, infamous for their strength, evil
- temperament, and ruthlessly efficient
AT IR organization. Baatezu have a rigid caste

system, in which authoriry derives not
only from power but also from station. They
il occupy themselves mainly with extending
their influence throughour the planes by cor-
rupting mortals. Baatezu who further this goal
are usually rewarded with improved stations.
Baateru Traits: A baatezu possesses the following
traits (unless otherwise noted in a crearure’s entry),
—Immunity o fire. and poison.
— Resistance to acid 10 and cold 10,

DEVILS BY CHALLENGE RATING

CRE  Erinyes A fallen angel that delivers death from her

A quick overview of the devils that follow over the next few pages: fiery bow.
CR1 Lemure Mindless, tormented creature that attacks CRY Bone devil  Osyluth, Hateful fiend with a dangerous
in mobs, sting,
CR2 Imp Clever devil that aids evil mortals with dark CR11  Barbed devil Hamatula. Elite infernal warrior with impal-
counsel and trickery ing spikes.
CRS Bearded devil Barbazu. Ferocious warrior that frenzies with CR13  lce devil Gelugon. Insectlike horror promising a cold
a saw-toothed glaive. death,
CR&  Chaindevil Kyton. Murderous torturer with an infernal CR16 Horned devil Cornugon. Gargoylelike fiend armed with a
command of chains spiked chain
CR7  Hellcat Bezekira. Infernal, invisible catlike devil the  CR20  Pit fiend Lard of devils, with great strength and deadly
size of a tiger. POWEr,
e ——————— e



“See in Darkness (Su): All baatezu can see perfectly in dark-
ness of any kind, even that creared by a deeper darkrness spell.
—Summon [Sp): Baatezu share the ability to summon others of
their kind (the success chance and type of baatezu summoned are
noted in each monster description)).
—Telepathy.

| Except when otherwise noted, devils speak Infernal, Celestial,
and Draconic.

BARBED DEVIL (HAMATULA)

| Medium Outsider (Bantezu, Evil, Extraplanar, Lawful)

Hit Dice: 12d8+72 (126 hp)

Initiative: +6

Speed: 30 ft. (6 squares)

Armor Class: 29 (+6 Dex, +13 natural) touch 16, flar-foored 23

Base Artack/Grapple: +12/+22

Attack: Claw +18 melee (2d8+6 plus fear)

| Full Artack: 2 claws +18 melee (2d8+6 plus fear)

| Space,/Reach: 5 {t./5 fr.

Special Attacks: Fear, improved grab, impale 3d8+9, summon
baatezu

Special Qualities: Barbed defense, damage reduction 10/good,
darkvision 60 ft., immunity to fire and poison, resistance o
acid 10 and cold 10, see in darkness, spell resistance 23, spell-
like abilities, telepathy 100 fi

Saves: Fort +14, Ref <14, Will +12

Abilities; Str 23, Dex 23, Con 23, Int 12, Wis 14, Cha 18

Skills: Concentration +21, Diplomacy +6, Hide +21, Intimidate
+19, Knowledge (any one} +16, Listen +19, Move Silently +21,
Search +16, Sense Morive +17, Spot +19, Survival +2 (+4
following tracks)

Feats: Alertness, Cleave, Improved Grapple, Iron Will, Power
Artack

Environment: Nine Hells of Baatar

Organization: Solitary, pair, team (3-5), or
squad (6-10)

Challenge Rating; 11

Treasure; Standard

Alignment: Always lawful evil

Advancement: 1324
[Medium}; 25-36 HD
(Large)

Level Adjustment: —

This creature looks Iike a tall
humanoid covered with
sharp_barks, _right down
ta the Hp of its long,
meaty tail. lts eyes shift
and dart about, mak-
ing it appear agitated
OF AEMMOUS.

Barbed devils, also
called hamarulas,
SeEmve as gLi:lTI'j'
ians of vauls
and bodyguards to
the most powerful den-
izens of the Ning Hells

A barbed devil is
labout 7 feet tall and
|weighs abour 300
pounds,

Teedevil . "\qj

Combat

Barbed devils eagerly fight with their claws, irying to impale their |

opponents, They use hold person to immobilize those who avoid |

their hug artacks. |
A barbed devil's natural weapons, as well as any weapons it

{wields, are treated as evil-aligned and lawful-aligned for the pur-
.pose of overcoming damage reduction;

Fear (Su): A creature hit by a barbed devil must succeed ona
DC 20 Will save or be affected as though by fear (caster level 2th),

| Whether or not the save is successful, that creature cannat be |

affected by that same barbed devils fear ability for 24 hours. The
save DC 15 Charisma-based.
lmpa[e (Ex): A barbed devil deals 3d8+2 points af piercing
damage ta.a grabbed opponent with a successful grapple check.
Improved Grab (Ex): To use this ability, a barbed devil must hit |
with a claw attack. It can then strempt to start a grapple as a free
action without provoking an artack of opportunity. 1£ it wins the

(grapple check, it establishes a hold and can impale the opponent

o its barbed body,

Summon Baatezu (Spk Once per day a barbed devil can attempt
1o summon 1dé bearded devils or another barbed devil with o 35%
chance of success. This ability is the equivalent of a 4th-level spell,

Barbed Defense (Su): Any creature striking a barbed devil
with handheld weapons or natural weapons takes 1d8+6 points of
piercing and slashing damage from the devil's barbs. Note thar
weapons with exceptional reach, such as longspears, do not endan-
ger their users in this way !

Spell-Like Abilities: Ar will—greater telepart (self plus 50)
pounds of objects only), held person (DC 16), major image (DC 17},
scorching ray (2 rays.only). 1/day—order’s wrath (DC 18], unhaly
blight (DC 18}, Caster level 12th. The save
DCs are Charisma-based. -

y
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Horned devid

Bearded devi!

BEARDED DEVIL (BARBAZU)
Medium Outsider {Baatezu, Evil, Extraplanar, Lawful)
Hit Dice: 6d8+15 (45 hp
Initiative: +&
Speed: 40 i1 (8 squares)
Armor Class: 19 (+2 Dex, +7 natural} touch 12, flar-footed 17
Base Attack/Grapple: +6/+8
Artack: Glaive +9 melee (1d10+3 plus infernal wound) or claw +8
melee (1d&+2)
Full Attack: Glaive +9/+4 melee (1d10+3 plus infernal wound)
or 2 claws +8 melee (1d6+2
Space/Reach: 5 fr./5 fi. (10 fi. with glaive)
Special Attacks: Infernal wound, beard, bartle frenzy, summaon
baatezu
Special Qualities; Damage reduction 5/silver or good, dark-
vision 60 fi., immunity e fire and poison, resistance to acid
10 and cold 10, see in darkness, spell resistance 17, telepathy
100 L1,
Saves: Fort +8, Ref +7, Will «5
 Abilities: Sir 15, Dex 15, Con 17, Int 6, Wis 10, Cha 10
| Skills: Climb +11, Diplomacy +2, Hide +11, Listen +9, Move
Silently +9, Sense Motive +9, Spot+9
Feats: Improved Initiative, Power Attack, Weapon Focus (glaive
Environment: Mine Hells of Baator
Organization: Splitary, pair, team (3-5), or squad (6-10
Challenge Rating; 5
Treasure: Standard
Alignment: Always lawful evil
Advancement: 7-9 HD (Medium} 10-18 HD (Large)]
Level Adjustment: +&

The first thing that stonds out about this creature is the masiive saw-
Jtoothed glaive it carries. The creature’s pointed ears and moist, scaly skin
| mark it o5 an outsider. I8 hos o long tail, elowed hands and feet, ond a
snaky, disgusting beard,

Bearded devils, also called barbazu, serve as shock troops in
hell's armies. 3pu_~.]rhu,u51ng attacks by masses of lemures,
Between wars, they find employment as gunrds and sentinels

for more powerful devils. Every bearded devil carries a saw-
., toothed glaive

A bearded devil stands 6 feer tall and weighs
about 225 pounds

Combat

Bearded devils are aggressive and
love to fight. They revel in their
battle frenzy, spreading mayhem
among their foes
A bearded devil's narural
b ~ weapons, a5 well as
f any weapens it wields,
are treated as evil-
aligned and lawiul-
aligned for the pur-
pose of overcoming
damage reduction
Spell-Like Abil-
ites: Ar will—
grefer heleport (self
plus 50 pounds
R of objeces only
Caster level 12th
Infernal Wound
o (Sul: The damage a
bearded devil deals
J with_its_glaive|
Erinyes f causes n persistent
wound, An_injured
creature loses 2 addi-
tional hit points each round. The wound does not heal natueally
and resists healing spells. The continuing hir point loss can be
stopped by a DC 16 Heal check, 2 cure spell, or a heal spell. How-
ever, i character anmempting to cast a cure spell or a heal spell on a
creature damaged by a bearded devil’s glaive must suceeed ona DC
16 caster level check, or the spell has no effect on the injured char-
acter. A successful Heal check automatically stops the continuing
hit point loss as well as restoring hit points. The infernal wound is
a supernatural ability of the bearded devil, not of the weapon. The
check DC is Constinution-based

Beard (Ex): 1f a bearded devil hits 2 single opponent with both
claw artacks, it automatically hits with iis beard. The affected crea
ture takes 1d8+2 points of damage and must succeed on a DC 16
Fortitude save or be infected with a vile disease known as devil
chills {incubation peried 1d4 days, damage 1d4 Str). Damage is
dealr each day until the afflicted crearure succeeds on three con-
secutive Fortitude saves, the disease is cured magically, or the crea-
rure dies, The save DC is Constitution-based.

Bartle Frenzy (Ex): Twice per day, a bearded devil can work
itself into a battle frenzy similar 1o the barbarian’s rage (+4
Strength, +4 Constitution, +2 morale bonus on Will saves, -2 AC
penalty). The frenzy lasts for 6 rounds, and the bearded devil suf-
fers no ill effecrs afterward

Summon Bagiezu (Sp): Once per day a bearded devil can artempr
to summon 2d10 lemures with a 50% chance of success, or another
bearded devil with 2 35% chance of success. This ability is the
equivalent of a 3rd-level spell.

BONE DEVIL (OSYLUTH)
Large Outsider (Baatezu, Evil, Extraplanar, Lawiul)
Hir Dice: 10d8+50 (95 hp)
Initiative: +9
Speed: 40 ft. (8 squares)
Armor Class: 25 (—1 size, +5 Dex, 411 natural) touch 14,
flat-footed 20
Base Attack/Grapple: +10/419
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Artack: Bite +14 melee (1d825)

Full Artack: Bire +14 melee (1d8+5) and 2 claws +12 melee
{1d442) and sting +12 melee (3d4+2 plus poison)

Space/Reach: 10 fr./10 fi.

Special Attacks: Spell-like abilities, fear aura, poison, summan
bantezu }

Special Qualities: Damage reduction 10/good, darkvision 60 fr., |
immunity to fire and poison, resistance to acid 10 and cold 10, |
see in darkness, spell resistance 21, telepathy 100 f.

Saves: Forr +12, Ref +12, Will +11

Abilities: Srr 21, Dex 21, Con 24, Int 14, Wis 14, Cha 14

Skills: Bluff +15, Concentration +18, Diplomacy +6, Disguise +2
[+4 acting), Hide +14, Intimidare +17, Knowledge {any one)
#15, Listen +17, Move Silently +18, Search +15, Sense Motive
#15, Spot +17, Survival +2 (+4 following tracks]

Feats: Alertness, Improved Initiarive, Iron Will, Multattack

Environment: Nine Hells of Baator

Organization: Solitary, team {2—4), or squad (6-10)

Challenge Rating: 2

Treasure: Standard

Alignment: Always lawiul evil

Advancement: 11-20 HD {Large); 21—-30 HD (Huge)

Level Adjustment: —

This tall creature looks skeletal ond wretched, almost a husk of 6 humar-
oid form, with dried skin stretched so tight as fo outline and empha-
size every bone. It hos o fearsome, skull-like head and a tail ke o
scorpion’s,.and a foul odor of decay hangs in the air around it.

Bone devils, also called osyluths, often serve as
.the police and informers of the Nine Hells;
.monitoring other devils' acrivities and re- 1§
porting on their service

Bone devils stand sbout 9 feet tall and
weigh about 500 pounds.

Bone devils hate all other creatures and
artack ruthlessly. They freely use wall g
of ice 1o keep the enemy divided. [

A bone devils natural weapons,
a5 well as any weapons it wields, are
treared as evil-aligned and lawful-
aligned for the purpose of overcom-
ing damage reduction

Fear Aura (Su); Bone devils can
radiate a 5-foot-radius fear aura as a
free action. Affected crearures must
succeed ona DC 17 Will save or be
affected a5 though by a fear spell
{caster level 7th). A crearure thar
successfully saves cannot be affecred
again by the same bone devil’s aura for
24 hours. Other baatezu are immune
to the sura. The save DC is Charisma-
basad.

Poison (Ex): Injury, Fortitude DC 20, initial
damage 1d6 Sir, secondary damage 2d6 St The save DC
is Constitution-based

Spell-Like Abilities: At will—greater teleport (self plus 50
pounds of ohjects onlyl dimensional anchor, fly, invisibility (self

lonly), major image (DC 15} wall af ice. Caster level 12th. The save
| DC is Charisma-based.

Summon Bastezu (Sp): Once per day 2 bone devil can attempt 1o

summon 2d10 lemures with a 50% chance of success, or another
bone devil with a 35% chance of success. This ability is the equiv-|
lent of a 4th-level spell

Chatn devi

CHAIN DEVIL (KYTON)
Medium Outsider (Evil, Extraplanar, Lawful)
Hit Dice: 8d8=16 {52 hp)
Initiative: +6
Speed: 30 fr. (6 squares)
| Armor Class: 20 (+2 Dex, +8 natural), touch 12, flac-footed 18
| Base Attack/Grapple: +8/+10
Attack: Chain +10 melee (2d4+2/19-20)
Full Attack: 2 chains +10 melee {2d4+2/19-20)
Space/Reach: 5 fi./5 fr. (10 fr. with chains)
Special Artacks: Dancing chains, unnerving gaze
Special Qualities: Damage reduction §/silver or good, dark-
vision 60 ft., immunity to cold, regeneration 2, spell resist-
ance 18
Saves: For +6, Ref +8, Will +6
Abilities: Str 15, Dex 15, Con 15, Int 6, Wis 10, Cha 12
Skills: Climb +13, Craft (blacksmithing) +17, Escape Artist
£13, Intimidate +12, Listen +13, Spot +13, Use Rope +2 (+4
with bindings)
{Feats: Alertness, Improved Critical (chain), Improved Initiative
Environment: Nine Hells of Baator
Organization: Solitary, gang (24, band (6-10} or mob
11=20}
Challenge Rating; &
Treasure: Standard
Alignment: Always lawful evil
Advancement: 9-16 HD (Medium)
Level Adjustment: +6

The clank and raitle of chains announces the armival of this crea-
ture, [t appears human in shape and size, but chains wrop it fike
a shroud, every length ending in o hook or o blade or o heayy
ball. The chains seems to siither and slide over the creature’s
form, almost as if they were alive

These chain-shrouded beings, also called kyrons,
are often mistaken for undead by those whe liken
them 1o the traditional shackle-rartling ghost
Kytons are humanlike devils, wrapped in
chains.instead of clothing.

A chain devil is 6 feer tall and weighs about

300 pounds, chaing included.

Chain devils speak Infernal and Common.

Combat
A chain devil artacks by failing away with the
spiked chains that serve as its clothing, armor,
and weapans, Chain devils savor fear and
terror so much that they may stalk victims
for hours, building dread and panic prior
o amacking.
A chain devil’s natural weapons, as
well as any weapons it wields, are
treared as evil-aligned and lawful-
aligned for the purpose of overcom-
ing damage reduction.

Dancing Chains (Su}: A chain devils most awesome attack is|
its ability 1o control up to four chains within 20 feet as a standard |
action, making the chains dance or move as it wishes, In addition, |
a chain devil can increase these chains' length by up to.15 feetand |
cause them 1o sprout razor-edged barbs. These chains attack as)
effectively as the devil itself If a chain is in another creamure’s pos- |
session, the creature can artempr a DC 15 Will save 1o break the |

\chain devil's power over that chain. If the save is successful, the

kytan cannot attempt fo control that particular chain again for 24
hours or until the chain leaves the creature’s possession. The save
DC is Charisma-hased




A chain devil can climb chains it controls at its normal speed
without making Climb checks.

Unnerving Gaze (Su): Range 30 fr, Will DC 15 negates. A
chain devil can make fts face resemble one of an opponent’s

departed loved ones or bitter enemies. Those who fail their saves |
take a -2 penalty on attack rolls for 1d3 rounds. The save DC is |

| Charisma-based.

Regeneration (Ex): Chain devils take normal damage from sil-
{vered weapons, good-aligned weapons, and spells or effeces with |

;the good descriptor

A chain devil that loses a piece of its body regrows it in 2dgx10

|minuges. Holding the severed member against the stump enables
Jit to reattach instantly,

Skills: Chain devils have a +8 racial bonus on Craft checks
involving memlwork,

ERINYES
Medium Outsider (Baatezu, Evil, Extraplanar, Lawful)
\Hit Dice: 2d8+45 (85 hp)
Initiative: +5
Speed: 30 fr. (6 squares), fly 50 fi. (good)
Armor Class: 23 {+5 Dex, +8 natural) rouch 15, flar-foored 18
Base Attack/Grapple: +9/+14
Attack: Longsword +14 melee (1d8+5/19-20) or +1 flaming
composite longbow {(+5 Str bonus) +15 ranged (1d8+6/>3 plus
1dé fire) or rope +14 ranged (entangle)
| Full Artack: Longsword +14/+9 melee (1d8+5/19-20) or +1
|__flaming composite longhow (45 Str bonus) +15/+10 ranged
(1d8+6/%3 plus 1dé fire) or rope +14 ranged (entangle)
|Space/Reach: 5 fi./5 fr.
|Special Atracks: Entangle, spell-like abiliries, summon baatezu
|Special Qualities: Damage reduction 5/good, darkvision 60
fr., immuniey to fire and poison, resistance to acid 10 and
cold 10, see in darkness, spell resistance 20, telepathy 100 fi.,
frue seeing
Saves: Fort +11, Ref +11, Will +10
Abiliries; Str 21, Dex 21, Con 21, Int 14, Wis 18, Cha 20
Skills: Concentration +17, Diplomacy +7, Escape Artist +17,
Hide +17, Knowledge (any twe) +14, Listen +16, Move

Silently +17, Search +14, Sense Motive +16, Spot +16, Survival |

+4 (+6 following tracks), Use Rope +5 (+7 with bindings)
Feats: Dodge®, Mobility®, Point Blank Shot, Precise Shot, Rapid
Shor, Shot on the Run
Environment; Mine Hells of Baator
Organization: Solitary
Challenge Rating: &
Treasure: Standard, plus rope and +1 flaming compasite longhow
[+5 Sir bonus)
LAlignment: Always lawful evil
(Advancement: 10-18 HD (Medium)
| Level Adjustment: +7

A fierce and beautiful woman, with a statuesque build and flawless skin,
stands nearby. She has large, feathery wings and red, glowing eyes. She
wields o longoward, and g shining red bow is strapped across her back.

Rumor in the underworld tells thar the first erinyes were angels
who fell from their lofty heights because of some temptation or
misdead. Now, the skies of the Nine Hells are litterered with their
Jdescendants. Erinyes serve as scouts, servants, and even concu-
(hines for powerful devils, Unlike other devils, erinyes appear
{attracrive to humans, resembling very comely women or men.
{They're not above taking advantage of being mistaken for the
|celesrials that legend says they once were.
An erinyes stands about 6 feer tall and weighs about 150 pounds.
Erinyes speak Infernal, Celestial, and Draconic,

Combat

Erinyes prefer to engage in combat from a distance. They use |
charm monster 1o distract or disorganize their opponents, then rain |
down fiery arrows from above.

An erinyes’s natural weapons, as well as any weapons it wields,

Jare treated as evil-aligned and lawful-aligned for the purpose of
\overcoming damage reduction.

Entangle (Ex}: Each erinyes carries a stout rope some 50 feet
long that entangles opponents of any size as.an animale rope spell |

Jeaster level 16th), An erinyes can huel its rope 30 feet with no |
lrange penalry. Typically, an erinyes entangles a foe, lifts ivinto the |

air, and drops it from a great height

Spell-Like Abilities: Ar will—greater teleport (self plus 50
pounds of objects only), charm monster (DC 190, minor image (DC
17}, unhely blight (DC 19). Casrer level 12th. The save DCs are
Charisma-based.

Summon Baalezu (Spk: Once per day an erinyes can attempt 1o

ssummon 2d10 lemures or 1d4 bearded devils with a 50% chance of
\success. This ability is the equivalent of 3 3rd-level spell

True Seeing (Su): Erinyes continuously use true seeing, as the
spell (caster level 14th),

HELLCAT (BEZEKIRA)

Large Outsider (Evil, Extraplanar, Lawful)
Hit Dice: 8d8#24 (60 hp)

Initiative: +9

Speed: 40 {t. (8 sguares)

| Armor Class: 21 (—1 size, +5 Dex, +7 natural), touch 14,

flar-footed 14

Base Attack/Grapple: +8/+18

Attack: Claw +13 melee (1d8+6)

Full Attack: 2 claws +13 melee (1d8+6) and bite +8 melee
(2d8+3)

Space/Reach: 10 fi./5 ft

Special Artacks: Improved grab, pounce, rake 1d8+3

Special Qualities: Damage reduction 5/good, darkvision 60 ft.,
invisible in light, resistance to fire 10, scent, spell resistance
19, telepathy 100 ft.

Saves: Fort +9, Ref +11, Will +8

Abilities: Str 23, Dex 21, Con 17, Int 10, Wis 14, Cha 10

Skills: Balance +16, Climb 17, Hide +13, Jump +21, Listen +17,
Move Silently +20, Spor +13, Swim +17

Fears: Dodge, Improved Inidarive, Track

Environment: Nine Hells of Baator

Organization: Solitary, pair, or pride (6-10)

Challenge Rating: 7

Treasure: None

Alignment: Always lawful evil

Advancement: 9-10 HD (Large}; 11-24 HD (Huge)

Level Adjustment: —

Sitently, with grace and power, @ creatire emenges on the path ahead,
It has the shape of an_enormous lipn, but its form consists of blinding
light and fiery sparks, as though its body were made of energy ond not
flesh and bone.

These fierce devil-cars, also called bezekiras, move about almost |
silently, constantly on the watch for some chance to do evil They |
enjoy serting ambushes and otherwise ourwitting enemies. While |
irs appearance suggests it is incorporeal, o helleats has a corporeal |

Jbody and can be harmed by physical atracks.

Hellcats use a natural telepathy to communicate with one |
another and those they encounter. A hellcar measures about 9 feer |

Uong and weighs abour 900 pounds.



Combat
A helleat can hold {ts own in combar thanks 1o sharp claws and
wicked fangs. It prefers to leap upon opponents, justas.a lion
does.

A hellear’s natural weapons, as well s any weapons it wields, are |
treated as evil-aligned and lawful-aligned for the purpose of over-|
coming damage reduction. }

Improved Grab (Ex): To use —— o
this ability, a hellcat must hit F *ﬂ
with its bire attack. 1t can
then attempt to start a ‘Y

\grapple as a free acrion
\withour provoking an {
attack of opportunicy, I

it wins the grapple

check, it establishes a
.hold and can_rake.

Pounce (Ex): If a
hellcat charges, it can
make a full arrack,
including rwo rake
sttacks. ;

Rake (Ex): Arrack bonus 0
+13 melee, damage 1d8+3. 7™

Invisible in Light
{Ex): A helleat is invisible in
any area lit well enough fora
human to see. In a darkened -

(area, it shows up as a faincly glow-

|ing outling visible up ro 30 feet away (60 feet if the viewer has
Jow-light vision). Magical darkness smothers the glow and
.conceals the outline.

| Skills: Hellcats have a +4 racial bonus on Listen and Move
(Silently checks

HORNED DEVIL (CORNUGON)

Large Outsider (Baatezu, Evil, Extraplanar, Lawful]

Hit Dice: 15d8+105 (172 hp)

Initiative: 47

Speed: 20 ft. (4 squares), fly 50 fr. (average)

Armor Class: 35 (=1 size, +7 Dex, +19 natural) touch 16,
flat-footed 28

Base Attack/Grapple: +15/+29

Attack: Spiked chain +25 melee (2dé+15 plus stunj or claw +24
melee (2da+10) or tail 424 melee (2de+10 plus infernal
wound]

Full Attack: Spiked chain +25/+20/+15 melee (2d6+15 plus
stun) and bite +22 melee (2d8+5) and tail £22 melee (2d6+5
plus infernal wound); or 2 claws +24 melee (2d6+10) and
hite + 22 melee (2d8+5] and tail 422 melee (2ds+5 plus infer-
nal wound)

Space/Reach: 10 ft./10 ft. (20 fr. with spiked chain)

Special Artacks: Fear aura, infiemnal wound, spell-like abilities,
stun, surmon baatezu

Special Qualities: Damage reduction 10/good and silver, dark-
vision &0 ft., immuniry to fire and poison, resistance (o acid 10
and cold 10, regeneration 5, see in darkness, spell resistance
28, telepathy 100 fi.

Saves: Fort +16, Ref +16, Will +15

Abilities: Str 31, Dex 25, Con 25, Int 14, Wis 18, Cha 22

skills: Bluff +24, Climb 428, Concentration +24, Diplomacy +10,
Dlisguise +6 (+8 scting), Hide +21, Intimidare +26, Listen +22,
Maove Silently +23, Search +20, Sense Motive +22, Spot +22,
Survival +4 (+6 following tracks)

Feats: Cleave, Improved Sunder, Iron Will, Multiartack, Power
Attack, Weapon Focus (spiked chain)

Environment: Nine Hells of Baator
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Organization: Solitary, team (2—4), or squad (6-10)
Challenge Rating: 16

Treasure: Standard coing; double goods; standard items
Alignment: Always lawful evil

|Advancement: 16-20 HD (Large); 21-45 HD (Huge)
| Level Adjustment: —

This creature is a5 big a5 an ogre, with a vaguely humanaid shape.
Hideous seales sheathe its body. Huge wings and @ sneking. pre-
hensile tail add to its intimidating sppearance.

Horned devils, also called cornugens,
serve as elite defense forces, the sol-

' diers supreme of the Nine Hells, |

Thev are tecrible to look upon— |
even 1o other devils,

A horned devil is 2 feet mil

and weighs aboutr 600
pounds.

Combat

Horned devils are bold |
fighters. They rarely re-
treat, even against over-

] . whelming odds They love
= A \ 1o fight with their spiked
o - L chains, usually singling

—— out the most powerful foes|

to stun and eliminate quickly
A horned devil's natural weapons, as.
well as any weapons it wields, are treated as evil-aligned and |
lawful-aligned for the purpose of overcoming damage reduction. |

Spell-Like Abilities: At will—duspel chaos (DC 21}, dispel good |
(DC 21}, magic circle against good, greater teleport (self plus 50 pounds
of objects only’; persistent image (DC 21) 3/day—firchall (DC 19,
lightming ball (DC 19). Caster level 15th. The save DCs are
Charisma-based

Fear Aura (Su): A horned devil can radiate a 5-foot-radius fear
aura as 4 free action. A crearure in the area must succeed on 2 DC
23 Will save or be affected as though by a fear spell (caster level
15th}, A crearure thar successfully saves cannor be affected again
by the same horned devil's aura for 24 hours. Other baatezu are
immune to the sura, The save DC is Charisma-based.

Stun (Suk Whenever o horned devil hits with a spﬂﬁ'd chain
attack, the opponent must succeed ona DC 27 Fortitude save or be
stunned for 1d4 rounds. The save DC is Strength-based. This abil-
ity is a function of the horned devil, not of the spiked chain,

Infernal Wound (Su): The damage a horned devil deals with
its tuil attack causes a persistent wound. An injured crearure loses
2 additional hit points each round. The wound does not heal natu-
rally and resists healing spells. The continuing hit point loss can
be stopped by a DC 24 Heal check, a cure spell, or a heal spell, How-
ever, i character attempting to cast a cure spell or a heal spell on a
creature damaged by a horned devil’s til must succeed on 2 DC 24
caster level check, or the spell has no effect on the injured charac
ter. A successful Heal check automatically stops the continuing
hit point loss as well as restoring hit points. The check DC is Con- |
stitution-based |

Summon Baatezu (Spl: Once per day a horned devil can anempt
1o summon 2d10 lemures or 1d6 bearded devils with a S0% chance
of success, 1ds barbed devils with a 35% chance of success, or |
another horned devil with a 20% chance of success. This abiliy is
the equivalent of a 6th-level spell .

Regeneration (Ex): A horned devil takes normal damage

\from good-aligned silvered weapons, and from spells or effects
[with the good descripor.
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ICE DEVIL (GELUGON)

Large Outsider (Baatezu, Evil, Extraplanar, Lawful)

Hit Dice: 14d8+84 (147 hp)

Initiative: +5

Speed: 40 ft. (8 squares)

Armor Class: 32 (=1 size, +5 Dex, +18 natural) touch 14,
flat-footed 27

| Base Attack/Grapple: +14/424

LAttack: Spear +20 melee (2d6+9/%3 plus slow) or claw +19 melee |

(1d1p+6)

Full Attack: Spear +20/+15/+10 melee (2d6+9/%3 plus slow) and .

bite +14 melee (2d6+3) and tail +14 melee (3d6+3 plus slow);
or 2 claws +19 melee (1d10+6) and bite +14 melee (2d6+3) and
tail +14 melee (3d6+3 plus slow)

Space/Reach: 10 {r./10 f1.

Special Artacks: Fear aura, show, spell-like abilities, summon baatezu

Special Qualities: Damage reduction 10/good, darkvision 0 fr.,

immunity to fire and poison, resistance to acid 10 and cold 10, |

regeneration 5, see in darkness, spell resistance 25, telepathy
1040 .

Saves: Fort +15, Ref #14, Will +15

Abilities: Str 23, Dex 21, Con 23, Int 22, Wis 22, Cha 20

Skills: Bluff +22, Climb +23, Concentration +23, Diplomacy +9,
Diisguise +5 (+7 acting), Intimidate +24, Jump +27, Knowledge
{anv three) +23, Listen +25, Move Silently +22, Search +23,
Sense Motive +23, Spelleraft +23, Spot +25, Survival +6
{+8 following tracks

| Feaits: Alertness, Cleave, Combat Reflexes, Power Attack,
Weapon Focus (spear)

{Environment: Nine Hells of Bagror

| Organization: Solitary, team (2-4), squad (6-10), or troupe (1-2
ice devils, 7-12 bearded devils, and 1—4 bone devils)

{Challenge Rating: 13

| Treasure; Standard coins; double goods; standard items

Alignment: Always lawiul evil

Advancement: 15-28 HD (Large}; 29-42 HD (Huge)

Level Adjustment: —

This creature Inoks like o tall, bipedal insect. It has clowed hands ond feet, |

pawerful mandibles, and a long. thick tail covered in razor-sharp spikes.

Ice devils, also called gelugons, serve almost exclusively as troop

commanders. When found withourt their soldiers and minions,
they display a savage brutality.
An ice devil is abour 12 feer tall abd weighs sbour 700 pounds.

Combat

,An ice devil prefers 1o fight only when doing so serves its mission,
(burit never hesitates ro artack when it deems a baitle necessary—
sor likely o end in its victory.

An ice devil's narural weapons, as well as any weapons ir wields,
are treated as evil-aligned and lawful-aligned for the purpose of
overcoming damage reduction.

Fear Aura (Su); An ice devil can radiate a 10-foot-radius fear
aura 15 3 free action, A creature in the area must succeed on a DC
22 Will save or be affected as though by a fear spell (caster level
13th), A creature that successfully saves cannor be affected again
by the same ice devil's gura for 24 hours. Other baarezu are
immune to the aura, The save DC is Charisma-based.

Slow (Su): A hit from an ice devil's tail or spear induces numb-
ing cold. The opponent must succeed on a DC 23 Fortitude save or

| be affecred as though by o sow spell for 1dé rounds. The save DC is
| Constitution-based.

Spell-Like Abilities: At will—come of cold (DC 20), [Ty, ice storm
(DC 19), greater keleport (self plus 50 pounds of objects only), persist-
ent image (DC 20, unhely aurs (DC 23), wall of ice (DC 19), Caster
level 13ch. The save DCs are Charisma-based

Summuon_Baatezu (Sp): Once per day an ice devil can attempt o,
summon 2d10 lemures or 1dé bearded devils, 2d4 bone devils |
with a 50% chance of success, or another ice devil with a 20% |
chance of success. This ability is the equivalent of a 4th-level spell.

Regeneration (Ex): An ice devil takes normal damage from
good-aligned weapons and from spells or effeces with the good

|deseriptor.

IMP
_Tiny Outsider (Evil, Extraplanar, Lawful)

Hit Dice: 3d8 (13 hp)

Initiative: +3

Speed: 20 fr. (4 squares), fly 50 fr. (perfect)

Armor Class: 20 (+2 size, +3 Dex, +5 naturall, rouch 15,
flar-foored 17

Base Attack/Grapple: +3/-5

(Artack: Sting +8 melee (1d4 plus poison)
{Eull Attack: Sting +8 melee (1d4 plus poison)
\Space/Reach: 2-1/2 f1./0 fr.

\Special Artacks: Poison, spell-like abilities

Special Qualities: Alternate form, damage reduction §/good or
silver, darkvision &0 it., fast healing 2, immunity 1o poison,
resistance (o fire 5

Saves: Fort +3, Ref +6, Will =4

Abilities: Sor 10, Dex 17, Con 10, Int 10, Wis 12, Cha 14

Skills: Diplomacy +8, Hide +17, Knowledge (any one) +6,
Listen +7, Move Silently 49, Search +6, Spelleraft +6, Spot +7,
Survival +1 (+3 following rracks)

Feats: Dodge, Weapon Finesse

Environment: Nine Hells of Baaror

Organization: Solitary

Challenge Rating: 2

Treasure: None

Alignment: Always lawful evil

Advancement: 4—6 HD (Tiny)

Level Adjustment: — (Improved Familiar)

A tiny humeanaid with leathery batwings, o barbed tail, and sharp, twisted
horns flutters ot about eye level, winking inta sight from out af thin air

lmps are insidious devils. They are often found serving lawful evil
spellcasters as advisors and spies.

In its natural form, an imp stands almost 2 feer tall and weighs
about § pounds,

Combat

Imps are craven, but not so timid as to pass up an opportunity for a
surprise attack wsing their invisibility and alternate form ability, In
its natural form, an imp attacks with the wicked stinger on its il Ir
quickly flies out of reach if a foe manages 1o strike back effectively.

An imp's narural weapons, as well as any weapons it wields, are
treated as evil-aligned and lawful-aligned for the purpose of over-
coming damage reduction.

Poison (Ex}: Injury, Fortitude DC 13, initial damage 1d4 Dex,
secondary damage 2d4 Dex. The save DC is Constitution-based
and Includes a +2 racial bonus,

Spell-Like Abilities: Av will—detect good, detect magic, invisibilily
(self only); 1/day—asuggestion (DC 15), Caster level 6th. The saye |
DC is Charisma-based. :

Once per week an imp can use commune to ask six questions. |

| The ability otherwise works as the spell (caster level 12th)

Alternate Form (Su): An imp can assume other forms at will |
as a standard action. This ability functions as a palymorph spell|

scast oncitself (caster level 12th), except thatan imp does not regain
Lhit points for changing form, and an individual imp can assume
lenly one or two forms no larger than Medium, Common forms

include monstrous spider, raven, rat, and boar.



LEMURE PIT FIEND

Medium Oursider (Baatezu, Evil, Extraplanar, Lawful) Large Outsider (Baatezu, Evil, Extraplanar, Lawful)
Hit Dice: 2ds (9 hp) Hit Dice: 18d8+144 (225 hp
Initiative: +0 Initiative: +12
Speed: 20 ft. (4 squares) ; |Speed: 40 ft. (8 squares), fly 60 f1. (average)
Armor Class: 14 (+4 natural) touch 10, fla-foored 14 |AC: 40 (-1 size, +8 Dex, +23 namural) touch 17, flar-footed 32
Base Artack/Grapple: +2/+2 | Base Attack/Grapple: +18/435
Artack: Claw +2 meles (1d4) Attack: Claw +30 meles (2d8+13)
Full Artack: 2 claws +2 melee (1d4) Full Attack: 2 claws +30 melee (2d8+13) and 2 wings +28 melee
Space/Reach: 5 ft./5 fi 2d6+6) and bite +28 melee (4dé+6 plus polson plus disease)
Special Areacks: — and il slap +28 melee (2d8+6)
Special Qualities: Damage reduction 5/good or silver, dark- Space/Reach: 10 fr./10 fi
vision 60 fr., immunity to five and poison, mindless, resistance Special Attacks: Constrict 2d8+26, fear aura, improyed grab,

to acid 10 and cold 10, mindless, see spell-like abilities, summon baalezu
in darkness Sputi.']l Oualities: Damage reduction 15/good and
Saves: Fort +3, Ref <3, Will +3 { silver, darkvision 60 ft., immuniry 1o fire and poison,
Abilities: Str 10, Dex 10, L ] B resistance to acid 10 and cold 10, regeneration S, seein
Con 10, Int —, Wis 11, darkness, spell resistance 32, telepathy 100 ft
Cha § Saves: Fort +19, Rel +19, Will +21
Environment; Nine Abiliries: Str 37, Diex 27, Con 27, Int 26, Wis
Hells of Baator 26, Cha 26
Organization: Skills; Balance 10, Bluff +29,
Solitary, pair, gang Climb +34, Concentration +29,
(3-5], swarm (6-15), Diplomacy =10, Disguise +29
or mob (10-40) (+31 acting), Hide +25,
Challenge Raring: 1 Intimidate +31, Jump +40,
Treasure: Mone ’ | Knowledge (arcana} +29,
Mignment: Always \  Kpowledge (namure) +10,
Jawful evil - Knowledge (the planes)
Advancement: 36 S { +29, Knowledge (religion)
HD (Medium iy +29, Listen +29, Move
Level Adjustment: — Silently 429, Search +29,
Spellcraft+31, Spor +29,
Survival +8 (+10 on other
planes, +10 when tracking),
Tumble +31
Feats: Cleave, Great Cleave,
Improved Initiative, Iron Will,
Multiattack, Power Artack,
Quicken Spell-Like Abiliry (fire
ball)
Environment: Nine
Hells of Baaror
Organization: Solitary,
pair, team [3—4 ), or
iroupe (1-2 pit fiends,
2—5 horned devils, and
2-35 barbed devils)
Challenge Rating: 20
Treasure: Standard coins;
double goods; standard

-

The creature surges forward,
not_unlike_a_molten_mass. of
flesh oozing across the ground. It
hos g human-shoped heod and
torso, but its body is o shape
less mass below the
waist. A permanent ex:
pression of anguish twists
ocross its foce.

Lemures are pathetic
creatures that mainly
serve a5 slaves and
conscript_troops for
more powerful bastezu

A lemure is abour 5
feet tall and weighs abow
100 pounds.

H W =',.\.._

Lemures are mindless and Bane items
cannot communicate, but they are devil Alignment: Always lawful evil
sensitive to telepathic messages from ! e Advancement: 19-36 HD (Large); 37-54 HD

(Huge

other devils, typically obeying a
Level Adjustment: —

devils mental commands

Pir frend
Lombat Cloaked in fire and as tall s two humans, this hulking monster spreads |
Lemures crave revenge against the universe that has made them its batlikewings and cracks its whiplike tail. Great scales cover its body |
what they are. They surge toward anything they meer and try 1o like armar. It smiles, revealing large fangs that drp with o hissing |
claw it apart. Only a telepathic command from other devils or the Ve,
complete destruction of the lemures can make them stop, :
A lemures patural weapons, as well as any weapons it wields, are Pit fiends are the undispured lords of the baatezu, masters of |
treated as evil-aligned and lowful-aligned for the purpose of over. creating fear in mortals and devils alike
coming damage reduction A pit fiend often wraps its wings around itself like a grotesque
Mindless (Ex): Immuniry to mind-affecting effects (charms, {cloak, and appears wreathed in flames

compulsions, phantasms, patterns, and morale effects) i A pir fiend is 12 feer tall and weighs 500 pounds
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Combat I
Pit fiends are wily and resourceful fighters, using inwisibility to
gain the upper hand and biting ot foes seemingly able 1o see them,
They don't hesitate to blanket an area with firchalls, and can call
down the wrath of an infernoe with mefeor swarm

A pit fiend’s natural weapons, as well as any weapons it |
wields, are treated as evil-aligned and lawful-aligned for the pur-,

\pose of overcoming damage reduction. .

Constrict (Ex}): A pit fiend deals 2d8+26 points of damage with ._

. successful grapple check.

Disease (Su): A crearure struck !:.y a pit fiend's bite atrack must !

succeed on a DC 27 Fortitude save or be
.infected with a vile disease known

as devil chills {incubation period
1d4 days, damage 1d4 Str). The save
DC is Constitution-based.

Fear Aura (Su): A pit fiend can
jradiate a 20-foor-radius fear aura as a
free action. A creature in the area must
lsucceed on a DC 27 Will save or be
affected as though by a fear spell (caster
level 18th). A creature that successfully
saves cannot be affected again by the same
pit fiend's aura for 24 hours. Other baatezu
are immune to the aura. The save DC is
Charisma-based.

Improved Grab (Ex): To use this ability, a
tpir fiend must hir wich its rail slap artack. It
can then attempt to start a grapple as a free
action without provoking an attack of oppor-
tuniry, If it wins the grapple check, it estab-
lishes a hold and can constriet,

Poison (Ex): Injury, Fortitude DC 27, ini-
\tial damage 1dé Con, secondary damage
death. The save DC is Constitution-based.

Spell-Like Abilities: At will—bias-
phemy (DC 25}, create undead, firehall (DC
21}, greader dispel magic, greater leleport (sell
plus 50 pounds of objects only), invisibility,
magte civele against good, mass hold monster
(DC 27), persistent image (DC 23], power word
stun, unholy aura (DC 263; 1/day—meteor
swarm (DC 27). Caster level 18th, The save
DCs are Charisma-based.

Once per year a pit fiend can use wish as the
spell (caster level 20ch)

Summon Baatezu (Sp): Twice per day a pit fiend
can automatically summen 2 lemures, bone devils,
Lot bearded devils, or 1 erinyes, horned devil, or ice
idevil. This ability is the equivalent of an sth-level spell

Regeneration (Ex): A pir fiend takes normal damage
from good-aligned silvered weapons, and from spells or
effects with the good descriptor.

Tactics Round-by-Round
A pit fiend typically opens cambat by using its spell-
like abilities, attempring to neurralize dangerous
opponents before entering melee.

Prior to combat; Unhaly aura; activate fear aura,
csummon baales.

Round 1: Quickened fineball and mass hold mon-
lterif facing three or more visible, active oppo-
inents; otherwise power word stun against unarmored opponent
| preferably a spellcaster).

Band 2: Meleor swarm against as many foes as possible,

approach worst-injured enemy.

Round 3: Full attack against injured enemy,

Rowind 4: Continue melee against injured enemy, or power word
stur against annoying spellcaster. |

Round 3; Repeat from round 1, or greater telepord to safery if |
endangered.

DEVOURER

Devanrer ’ 7

Large Undead (Extraplanar)
Hit Dice: 12d12 (78 hp)

Unitiative: +4

Speed: 30 ft. (6 squares)
Armor Class: 24 (=1 size, +15 natural), touch 9, flar-footed 24
Base Attack/Grapple: +6/+192
Attack: Claw +15 melee (1d6+9)
Full Attack: 2 claws +15 melee (1d6+9)
Space/Reach: 10 fr./10fi
Special Attacks: Energy drain, trap essence, spell-like abilities
Special Qualities: Darkvision 60 ft., spell deflection,
spell resistance 21, undead traits
Saves: Fort +4, Ref +4, Will +11
Abiliries: Str 28, Dex 10, Con —, Int 16, Wis 16,
Cha 17
Skills: Climb +24, Concentration +18, Diplomacy
+5, Jump +24, Listen +18, Move Silently +15,
Search +10, Sense Motive +11, Spot =18, Survival
+3 (+5 following tracks)
Feats: Blind-Fight, Combat Casting,
Expertise, Improved Initiative. Weapon
Focus (claw)
Environment: Any
Organization: Solitary
Challenge Rating: 11

Ireasure: None

Alignment: Always neurral evil
Advancement: 13-24 HD (Large];

25-35 HD (Huge)
Level Adjustment; —

This_tall. skeletal creature has strands of
mummified . flesh. hanging from it bones
Imprisoned within_the creature’s nb cage is o tiny
[figure, clearly in agony.

Devourers are massive créatures every bit as evil as
they look. They lurk on the Ethereal Plane and the
Astral Plane, stalking both natives and mravelers with
equal sadistic glee.

The riny figure in the rib cage is the trapped
essence of a slain opponent, which is consumed
like firewood 1o sustain the monster's unnarural life.

A devourer is about @ feet tall and weighs 500

paunds.
Devourers speak Common.

COMBAT

Even if it had no special abilities, s devourer would
be a terrible opponent, for its bony claws can flay
enemies.alive, |
Energy Drain (Su): Living creatures hit by a
devourer's claw artack or spectral hand ability gain
one negative level. The DC is 19 for the Fortimude save
o remove a negative level. The save DC is Charisma- |
based
Trap Essence (Su) The devourer is named for its abil-
iry to consume an enemy's life essence, To do so, it must
forgo its normal melee artacks and make a trap essence attack.
This requires a normal arack roll but deals no damage. The



affecred creature must succeed ona DC 19 Fortitude save or die

instantly. The save DC is Charisma-based.
A slain creature’s essence is trapped within the devourer's ribs,
and the tiny figure takes on that victim's features. The trapped

essence cannot be raised or resurrected, but a limited wish, miracle, |
or wish spell frees ir, a5 does destroying the devourer. A devourer |

can hold only one essence at a time.

The trapped essence provides a devourer with enough power 1o |
(use five spell-like abilities for each Hit Die or level of the rapped |
creatuce. As this energy is expended, the twisted soul fades away.|

until it evaporares complerely. The rapped essence gains one neg-

\ative level for every five times the devourer uses one of its spell-
like abiliries. When the essence’s number of negative levels
equals the creature’s toral Hit Dice or level, the essence is
destraved. If an essence is freed, the restored creature must suc-
ceed ona DC 19 Forritude save for each negative level or lose that
level permanently.

Spell-Like Abilities: At the start of any encounter, the rrapped |
lpssence within a devourer is assumed to have 3d4+3 levels)
|{enough fuel for thirty to seventy-five uses). Once per round, a|

devourer can use one of the following abilities: confusion (DC 17),
control undead (DC 20), ghoul toich (DC 15), lesser planar ally, vay of
enfecklement (DC 14), spectral hand, suggestion (DC 16}, irue seeing.
Caster level 18th. The save DCs are Charisma-based.
Spell Deflection (Su): The trapped essence provides a meas-
ure of magical protection. Ifany of the following spells are cast at
ithe devourer and overcome its spell resistance, they affect the
limprisoned essence instead: banishment, chaos hanmer, confusion,
crushing despair, detect thoughts, dispel evil, dominate person, fear,
Jpeas/quest, holy word, hypnosis, imprisonment, magic jar, maze, Sugges-
{tion, trap the soul, or any form of charm or compulsion. In many
.cases, this deflection effectively neurralizes the spell (charming a
trapped essence, for example, is useless), Some of these effects
{hanishment, for example) might eliminate the wapped essence,
depriving the devourer of its spell-like abiliries until it can con-
sume another victim,

DIGESTER]

Medium Magical Beast
Hir Dice: §d10+24 (68 hp)
Initiative: +&

Speed: 60 ft. (12 squares)
Armor Class: 17 (+2 Dex, +5 natural), touch 12, flar-footed 13
Base Attack/Grapple: +8/+11
Artack: Claw £11 melee (1d8+4)
Full Attack: Claw +11 melee (1d8+4)
,Space/Beach: 5 ft./5 ft
|Special Attacks: Acid spray
.Special Qualities: Darkvision 60 fr., immunity to

acid, low-light vision, scent :

Saves: Fort +9, Ref +10, Will +3

Abilities: Str 17, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Skills: Hide <9, Listan 48, Jump +21, Spot +6

Feats: Alermness, Improved Initiative, Lightning Reflexes
Environment: Warm forests.

|Organization: Sclitary or pack (3-6)
|Challenge Rating: &

Treasure: None -
Alignment: Always neutral

Advancement: 9—-12 HD (Medium); 13-24 HD (Large)

Level Adjustment: —

This creature stands on two powerful hind legs. It has a.long fail, bat
no other limbs, and a gray, pebbly hide with deggeriike markings. [ts |
narrow head is equipped with a sucking mouth and o tubelike orifice in |
its forehead.

[The swift predators known as digesters have a vicious acid artack
{that can reduce a human to a pool of glop in seconds. Digesters .
may lurk almost anywhere there is prey to be found, from barren

deserts to steaming jungles.
A digester stands about 5 feet tall and is 7 feet long from snout
to tail. It weighs about 350 pounds,

COMBAT

A digester is o hunting and eating machine. When ir {s not
hungry (which is rarely), it lies low and avoids most other crea-|
tures. When hunting, it looks about for a likely target, then |
charges forth and delivers a gout of acid. If the initial attack is
insufficient to kill the prey, the digester attacks with its hind feer
unril it can spray acid again. ]

Acid Spray (Ex): A digester can spray acid in a 20-foot cone, |
dealing 4d8 points of damage ro everything in the area. Once a
digester uses this abiliry, it cant use it again until 1d4 rounds larer,
The creature can also produce a concentrated stream of acid thar
deals 8d8 points of damage to a single rarget within 5 feer. In
either case, n DC 17 Reflex save halves the damage. The save DC is
Constitution-based

Skills: A digester's coloration gives it a +4 racial bonus on
Hide checks. Ir also has a +4 racial bonus on Jump checks.




DINOSAUR

Dinosaurs, or terrible lizards, are ancient beasts that may be
related o dragons.

Among the traits that predarory dinosaurs share with many |
dragons are sharp teeth, a savage disposition, a well-developed |
sense of territory, and a ruthless capacity to hunt. Herbivorous |
\dinosaurs usually are not aggressive unless wounded or defending |

{their young, but may atack if startled or harassed

Dinosaurs come in many sizes and shapes. Bigger varieties have |

drab coloration, while smaller dinosaurs have more colorful mark-
ings. Most dinosaurs have a pebbly skin exrure.

Dinosaurs most often live'in rugged or isolared areas thar
humanoids seldom visit; remote mountain valleys, inaccessible
plateaus, rropical islands, and deep fens

COMBAT

\Dinosaurs take full advantage of their size and speed. The swilt |
| carnivores stalk prey, staying hidden in cover untl they can get!

{into charge range and rush to the artack. Herbivores frequently
overrun and rrample their opponents,

DEINONYCHUS

Large Animal

Hit Dice: 4d5+16 (34 hp)

Initiative: +2

|Speed: 60 ft. (12 squares)

{Armor Class: 16 (-1 size, +2 Dex, +5 natural), touch 11,
far-footed 14

| Base Attack/Grapple: +3/+11

| Artack: Talons +6 melee (2d6+4)

| Full Attack: Talons +6 melee (2d6+4) and 2 foreclaws +1 melee
(1d3+2) and bite +1 melee (2d4+2)

Space/Reach: 10 fr./s fr.

Special Attacks: Founce

Special Qualities: Low-light vision, scent

Saves: Fort +8, Ref +6, Will +2

Abiliries: Str 19, Dex 15, Con 19, Int 2, Wis 12, Cha 10

Skills: Hide +8, Jump +26, Listen +10, Spor +10, Survival +10

Feats: Run, Track

Environment: Warm forests

Organization: Solitary, pair, or pack (3-6)

Challenge Rating; 3

Treasure: None

Alignment: Always neurral

Advancement: 5-8 HD (Large]

Level Adjustment; —

| This lean, long-legged bipedal creature has wicked-looking claws on its feet
|and a brightly colored hide that rerminds you of a tropical bird. It stands
\about as tall as a human, and its outstretched tail makes it least twice os
lomg as it is tall

This fast carnivore is sometimes called a velociraptor, though that
name properly belongs to a much smaller crearure.

A deinonychus is bright green along its back and flanks, with a
much lighter shade of the same color on its underside. The body
has darker spots or stripes. Its tail extends siraight out behind
itself, held aloft by an intricate seructure of bony supports, thus

jallowing its weight to be carried entirely by the back legs. It
weighs about 600 pounds.

Combat

LA deinonychus uses a combinarion of speed, grasping forearms,
large teeth, and hind legs with dpping talons. It hunts by running
at prey, leaping, and ripping with its rear talons as it claws and
bites. The ralons count as one artack

A deinenychus has a relatively large brain for a dinosaur, and its
pack hunis with cunning tactics,

Pounce (Ex): If a deinonychus charges, it can make a full
attack.

Skills: A deinonychus has a +8 racial bonus on Hide, Jump,
| Listen, Spot, and Survival checks,

ELASMOSAURUS

Huge Animal

Hit Dice: 10d8+66 (111 hp)

Initiative: +2

Speed: 20 ft. (4 squares), swim 50 fr.

Armor Class: 13 (=2 size, +2 Dex. +3 narural}, touch 10,

flat-footed 11

Base Attack/Grapple: +7/+23

Artack: Bite +13 melee (2d8+12)

Eull Areack: Bite +13 melee [2d8+12)
\Space/Reach: 15 fr./10 fr.

\Special Avtacks: —

Special Qualities: Low-light vision, scent

Saves: Fort +15, Ref +9, Will +4

Abiliries: Str 26, Dex 14, Con 22, Inr 2, Wis 13, Cha 8
Skills: Hide —4°, Listen +4. Spot +9, Swim +16

Feats: Dodge, Great Fortitude, Toughness (2]
Environment: Warm aguatic

Organization: Solitary, pair, or herd (5-8)

Challenge Rating: 7

Treasure: MNone

Alignment: Always neutral

Advancement: 11-20 HD (Huge): 21-30 HD [Gargantuan)
Level Adjustment: —

This beast has a thick, ovoid body with fing instead of legs and a very long. |

snaky tail and reck. Its neck makes up one-half of its total length

Though it resides primarily in the water, an elasmosaurus only
breathes air

An elasmosaurus has a total length of some 30 feet, including a
tail half as long as its enrire body, and weighs about 5,000 pounds.
Observers who see only its head or il might easily miseake it for
4 massive bnﬂklﬂ'.

Combat

An elasmosaurys is aggressive and artacks anything it notices, The
creature is strong, fast, and highly maneuverable, able to turn
quickly and lunge at prey. When hunting, it rravels with its head
out of the water, snapping down quickly to seize prey

Skills: *An elasmosaurus has a +8 racial bonus on Hide checks
in water

MEGARAPTOR

Huge Animal
Hit Dice: 8d5+43 (79 hp)
Initiative; +2
Speed: 60 fr. (12 squares]
Armor Class: 16 (=2 size, +2 Dex, +6 namral), touch 10,
flar-footed 14
Base Attack/Grapple: +6/+19
Attack: Talons +9 melee (2d8+5)
Full Attack: Talons +9 melee (2d845) and 2 foreclaws +4 melee
(1d4+2) and bite +4 melee (2d6+2)
Space/Reach: 15 fi./10
Special Attacks: Pounce
 Special Qualities: Low-light vision, scen
| Saves: Fort +10, Ref +8, Will +4
Abilities: Str 21, Dex 15, Con 21, Int 2, Wis 15, Cha 10
Skills; Hide +5, Jump +27, Listen +12, Spot +12, Survival +12



Feats: Bun, Toughness, Track

Environment: Warm forests

Organization: Solitary, pair, or p:lﬂk (3=6]

Challenge Rating: &

Treasure: None

Alignment: Always neutral

Advancement: 9-16 HD (Huge}; 17-24 HD (Gargantuan)
| Level Adjustment: —

[This crearure is a larger version of the deinonychus, standing

about 12 feet tall with a 1oral length of 24 feet. v has the same |

{appearance; habits, and abilities of the smaller version,
Pounce (Ex): If s megaraptor charges, it can make a full attack.
Skills: A megaraptor hag a +8 racial bonus on Hide, Jump,
Listen, Spot, and Survival checks.

TRICERATOPS
 Huge Animal
| Hit Dice: 16d8+124 (196 hp)
Initiative: -1
Speed: 30 [t {6 squares)
Armor Class: 18 (=2 size, -1 Dex, +11 natural), touch 7
Hat-footed 18

Base Artack/Grapple: +12/+30

Artack: Gore +20 melee (2d8+15)

Full Attack: Gore +20 melee (2d5+15)

Space/Reach: 15 ft./10 fi.

Special Attacks: Powerful charge, rrample 2d12+15

Special Qualities: Low-light vision, scent
Saves; Fort +19, Ref +9, Will +&

Abilities: Str 30, Dex 9, Con 25, Int 1, Wis 12, Cha 7
\Skills: Listen +13 Spot +12 :
 Feats: Alertness, Grear Fortitude, Toughness (4)
| Environment: Temperate plains

Organization: Solitary, pair, or herd (5-8)

Challenge Rating: 9

Treasure; None

Alignment: Always neutral

Advancement: 17-32 HD (Huge) 3348 HD (Gargantuan)

Level Adjustment: —

?:I'J‘NHHI-'-WHP'M

The massive beast has a huge plate of bone protecting the front of its,
-font-long head, from which project two great horms, while a shorter |
hern juts from. its nese.

| This massive herbivore is fairly short-tempered and aggressive.

A triceratops has a body about 25 feet long and weighs abour

120,000 pounds

Combat |
| These creatures are likely to charge and skewer any creamure of at |

least Large size that infringes on their territory. A triceratops uses |
its trample attack on smaller opponents,
Powerful Charge (Ex): When a triceratops charges, its gore
attack deals 4d8+20 points of damage. |
Trample (Ex): Reflex half DC 28. The save DC is Strength-|
based.

TYRANNOSAURUS

Huge Animal

Hit Dice: 18d8+99 (180 hp)

Initiative: +1

Speed: 40 ft. (8 squares)

Armor Class: 14 (-2 size, 41 Dex, +5 natural] rouch 9,
flar-footed 13

Base Attack/Grapple: +13/+30

Artack: Bite +20 melee (3d6+13)

Full Attack: Bite +20 melee (3dé6+13)

Space/Reach: 15 fr./10 fu

Special Attacks: Improved grab, swallow whale

Special Qualiries: Low-light vision, scem

Saves: Fort +16, Bef +12, Will +8

Abilities: Str 28, Dex 12, Con 21, Int 2, Wis 15, Cha 10

Skills: Hide -2, Listen +14, Spot +14

Feats: Alertness, Improved Matural Amack (hite), Run,
Toughness (3}, Track

Environment: Warm plains

Organization: Solitary or pair

Challenge Rating: 8

Treasure: None

Alignment: Always neutral

Advancement: 19-36 HD (Huge) 37-54 HD (Gargantuan)

Level Adjustment: —

This towering predatar hos an enormous head and a
mouth full of deggersized teeth. It stands on fwo
powerful legs and has anly vestigial farelimbs.

This ravenous creature is the most fearsome of all
carnivorous dinosaurs.

Despite its enormous size and 6-ton weight, a
tyrannosaurus is aswift runner. Its head is nearly
& feet long, and its teeth are from 3 to 6 inches in
length. It is slightly more than 30 feet long from
nose to il

A ryrannesaurus eats almost .t115—'l]1ing it can
sink its teeth into, and spends a great deal of irs
time scavenging for carrion and chasing smaller |
carnivores away from their kills.

Combat ]
A tyrannosaurus pursties and ears just about any-|
thing it sees. Its ractics are simple—charge in |
and bire, l
Improved Grab (Ex): To use this ability, a ryran-
nosaurus must hit an opponent of up o one size
smaller with irs bite areack. It can then attempt to
start o grapple as a free action without provoking




an attack of oppartuniy. If it wins the grapple check, it establishes - DIRE BADGER

a hold and can oy to swallow the foe the following round.

Swallow Whole {(Ex); A tyrannosaurus can oy o swallow a
grabbed opponent of up to two sizes smaller by making a success-
ful grapple check. .

The swallowed creature takes 2d8+8 points of bludgeoning |
damage and 8 points of acid damage per round from the tyran-|
\nosauriss’s gizzard. A swallowed creature can cut its way out by
using a light slashing or piercing weapon o deal 25 points of |
.damage to the gizzard (AC 12}, Once the creature exirs, muscular
action closes the hole; another swallowed opponent must cut its
LW 'I.Y.il:f' DU,

A Huge tyrannosaurus’s gizzard can hold 2 Medium, § Small, 32
Tiny, or 128 Diminutive or smaller opponents.

Skills: A tyrannosaurus has a +2 racial bonus on Listen and Spot
chiecks,

DIRE ANIMALI

| Dire animals are larger, tougher. meaner versions of ordinary ani- |
mals. Each kind tends to have a feral, prehistoric, or even demonic |
appearance

DIRE APE

Large Animal

Hit Dice: 5d8+13 (35 hp)

nitiative: +2
| Speed: 30 f1. (5 squares), climb 15 ft,

Armor Class: 15 (-1 size, +2 Dex, +4 natural), touch 11,

flar-footed 13

| Base Attack/Grapple: +3/+13

Attack: Claw +8 melee (1d6+8)
Eull Attack: 2 claws +8 melee (1dé+6) and bite +3 melee (1d8+3)
Space/Reach: 10 ft./10 fi.

Special Attacks: Rend 2de+9

Special Qualities: Low-light vision, scent

Saves: Fort +6, Ref +6, Will +5

Abilities: S 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7
Skills: Climb +14, Listen +5, Move Silently +4, Spot +6
Feats: Alerrness, Toughness

Environment: Warm forests

Organization: Solitary or company (5-8)

Challenge Rating; 3

Treasure: Nong

Alignment: Always neutral

Advancement: 6-15 HD (Large)

Level Adjustment: —

| This great, feral ape is about the size of an ogre, but even more muscular,
t.is barrel-chested, with thick, black fur, lang arms, ond o broad muzzle.
LIt sezms well equipped with claws and teeth,

Dire apes are territorial and apt o attack anything they see.
A dire ape stands abour 9 feer tall and weighs from 800 to 1,200
pounds.

Combat
Diire apes attack anything that enters their territory, even other
dire apes. If an opponent’s armor foils a dire ape's attacks, the cres-
crure will artempt to grapple and pin. then rend the prone oppo-
Jnent.

Bend (Ex): A dire ape thar hits with both claw apracks larches
\onto the opponent’s body and tears the flesh. This attack automar-
Lically deals an extra 2d6+12 points of damage.

Skills: Dire apes have a +8 racial bonus on Climb checks and

can always choose to take 10 on Climb checks, even if rushed or|
threatened.

Medium Animal
Hit Dice: 3d8+15 (28 hp)
Initiative: +3

\Speed: 30 ft. (6 squares), burrow 10 ft.
| Armor Class: 16 (+3 Dex, +3 natural), touch 13, flat-footed 13
\Base Attack/Grapple: +2/44

Artack: Claw +4 melee (1d4+2)
Full Artack: 2 claws +4 melee (1d4+2) and bite =1 melee (1d6+1)

Space/Reach: 5 ft./s fr.
| Special Attacks: Rage

Special Qualities: Low-light vision, scent

Saves: Forr +7, Ref +6, Will +4

Abiliries: Sir 14, Dex 17, Con 19, Int 2, Wis 12, Cha 10
Skills: Listen +6, Spot +&

Feats: Alermess, Toughness, Track"

Environment: Temperate forests
Drganizadon: Solitary or cete (2-5)
| Challenge Rating; 2

| Treasure: None

Alignment: Always neutral
Advancement: 4% HD (Large)
Level Adjustment: —

This squat, muscular creature is covered in wild, thigk fur. lts stout legs end
in clawed feet, and its pointed snowt has e wide mowuth full of sharp teeth,

These vicious creatures tolerate no intrusions, They cannot |
burrow into solid rock, bur can move through just abour any mare- |
rial softer than that A dire badger usually leaves behind a usable |
runnel 5 feetin diameter when burrowing unless the materdal it's
moving through is very loose. |

A dire badger is from 5 1o 7 feer in length and can weigh up ro
500 pounds.

Combat

Dire badgers amack with their sharp claws and reeth,

Rage (Ex): A dire badger that mkes damage in combar flies into
a berserk rage on its next turn, clawing and biting madly until
either it or its opponent is dead, It gains +4 Strength, +4 Constiru-
tion, and -2 AC. The creature canpot end its rage volunrarily.

DIRE BAT

Large Animal

Hit Dice: 4d8+12 (30 bp)

Initiative; +6

Speed: 20 fr. (4 squares), fly 40 fi. (good)

Armor Class; 20 (-1 size, +6 Dex, +5 natural), touch 15,
flat-footed 14

Base Artack/Grapple: +3/+10

Attack: Bite 45 melee (1d8+4)

Full Attack: Bite +5 melee (1d8+4)

Space/Reach; 10 fr./5 ft.

Special Attacks: —

Special Qualities: Blindsense 40 i,

Saves; Fort +7, Ref +10, Will +6

Abiliries: Sir 17, Dex 22, Con 17, Int 2, Wis 14, Cha &

Skills: Hide +4, Listen +12% Move Silently +11, Spot +8°

Feats; Alertness, Stealihy

Environment: Temperate deserts

| Organization: Solitary or colony (5-8)

Challenge Rating: 2
Treasure; None

|Alignment: Always neutral
\Advancement: 5-12 HD (Large)
| Level Adjustment: —



This terrifying bat has a body as big 65 0 horse's and [eathery wings that

spread farther than o drogon's. Shaggy fur covers most of the body, with
patches of bony armor showing through here and there,

These nocrurnal hunters get excited casily, and they usually try 1o

slay or drive off any creatures they encounter.

A dire bar has a wingspan of 15 feet and weighs about 200,

| pounds.

Combat

Dire bats swoop dewn upon unsuspecting prey
\from above.

Blindsense (Ex}; A dire bat uses echo-
location to pinpoint creatures within
40 feet. Opponents still have total con-
cealment against the bat unless it can
acrually see them.

Skills; Dire bats have a +4 racial

|bonus on Spot and Listen checks.
These bonuses are lost if irs blind-
sense is negated,

DIRE BEAR
Large Animal
Hit Diice: 12d8+51 (105 hp)
Initiative: +1
Speed: 40 ft. (8 squares
Armor Class: 17 (-1 size, +1 Dex,
+7 natural), touch 10,
flar-footed 16
Base Artack/Grapple: +9/+23
Artack: Claw +19 melee

(2d4+10)

(Full Attack: 2 claws +19
melee (2d4+10) and bite +13
melee (2d8+5)

Space/Reach: 10 fr./5 ft

Special Attacks: Improved
grab

Special Qualities: Low-ligh:
vision, scent

Saves: Fort +12, Ref «9, Will +9

Abilities: Str 31, Dex 13, Con 19, Int 2,
Wis 12, Cha 10

Skills: Listen +10, Spot +10, Swim +13

Eeats: Aleriness, Endurance, Run, Toughness, Weapon Focus (claw)

Environment: Cold forests

Crganization: Solitary or pair

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: 13-16 HD (Large); 17=35 HD (Huge)

Level Adjustment: —

Dire bear

This hulking bear has bory brow ndges and clows (ke sickles, with a wild-
ness and destructive gleam in.its cold, piersing eyes.

The omnivorous dire bear usually does not bother creatures that
try to avoid it, bur will aggressively defend a kill or other source of
Jfood. It will not hesitate to rip apart anything thar might contain
|something edible.

A typical dire bear is 12 feet long and weighs 05 much as 8,000
|pounds,

Combat
A dire bear artacks by tearing at opponents with irs claws

Improved Grab (Ex): To use this ability, a dire bear must hit|

with a claw artack. 1t can then attempt to start a grapple as a free |
action without proveking an artack of opportunity

DIRE BOAR
Large Animal

Hit Dice: 7d8+21 (52 hp)

JInitiative: +0

Speed: 40 ft. (8 squares)

Armor Class: 15 (-1 size, +6 natural), touch 9, flar-foored 15
Base Artack/Grapple: +5/417

Artack: Gore +12 melee (1d8+12)

Full Areack: Gore +12 melee (1d8+12)

Space/Reach: 10 ft./5 ft.

Special Attacks: Ferociry

Special Qualities: Low-light vision, scent

Saves: Forr +8, Ref +5, Will +8

Abilities: Str 27, Dex 10, Con 17, Int 2, Wis 13, Cha 8

Skills: Listen +8, Spot +8

Feats: Alermness, Endurance, Iron Wil

Environment: Temperate forests

| Organization: Solitary or herd (5-8)

Challenge Rating: 4

Treasure: None

Alignment: Always neuteal

S Advancement: 516 HD (Large);
17-21 HD} (Huge)

% Level Adjustment: —

This glant boar has.an.arched back
a3 high as g human s tall it
has spiny ermor on its_head

o ond bock, great, pleaming fusks, |
and smaoll, furiows, demon eyes.

Dire boars are omnivorous and
spend most of their time rooting
around, much as ordinary pigs do
They viciously attack anything
that approaches them, however
Dire boars grow up to 12 feer
long and weigh as much as 2,000
pounds.

Combat

A dire boar charges its opponent, trving to rip the target open with
irs rusks.

Ferocity (Ex}: A dire boar is such # tenacious combatant thar it
continues 1o fight without penaliy even while disabled or dying

DIRE LION

Large Animal

Hit Dice; 8d8+24 (60 hp)

Initiative: +2

Speed: 40 [t (8 squares)

Armor Class; 15 (1 size, +2 Dex, +4 natural), touch 11,
flar-foored 13

Hase Artack/Grapple: +6/417

Artack: Claw +13 melee (1d6+7)

Full Ateack: 2 claws +13 melee (1d6+7) and bite +7 melee (1d84+3) |

Space/Reach: 10 fi./5 f1.

Special Attacks: Improved grab, pounce, rake 1dé+3

Special Qualities: Low-light vision, scent

Saves: Fort +9, Ref +8, Will +7

Abilities: Sir 25, Dex 15, Con 17, Int 2, Wig 12, Cha 10

|Skills; Hide +2° Listen +7, Move Silently +5, Spot 47
| Feats: Alertness, Run, Weapon Focus (claw)

Environment: Warm plains




Organization: Solitary, pair, or pride (6-10)
Challenge Rating: 5

Treasure: None

Alignment: Always neurral

Advancement: 9-16 HD (Large); 17-24 HD [Huge}
Level Adjustment: —

This immense lion has a short_mane and o spotted, tawny coat, but there |
ends the resemblance to @ pormal animal, This monstrous creature fas
Bany protrusions around its epes and shoulders, with spiked ridges running.
|alang the length of its back,

. Dire lions are patient hunters, just like their smaller cousins, bur
apt to take on bigger prey.

Diire lions grow 1o be up to 15 feet long and weigh up 1o 3,500
pounds.

Combat |
LA dire lion attacks by running at prey, leaping, and clawing and |
{biting as it rakes with its rear claws. It often jumps onto a creature |
larger than irself, !

Improved Grab (Ex): To use this abiliry, a dire lion must hit
with irs bite artack. It can then amtempt to start a grapple as a free
action without provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can rake

Pounce (Ex): If a dire lion charges, it can make a full artack,
including two rake artacks.

_Rake (Ex): Artack bonus +12 melee, damage 1d6+3.

Skills: Dire lions have a +4 racial bonus on Hide and Move
| Silently checks, *In areas of wall grass or heavy undergrowth, the
| Hide bonus improves to +8

DIRE RAT

Small Animal

Hit Diice: 1ds+1 (s hp)

Imitiative: +3

Speed: 40 (1. (8 squares), climb 20 fr.

Armor Class: 15 (+1 size, +3 Dex, +1 natural), rouch 14,
Hat-foored 12

Base Attack/Grapple: +0/—4

Attack: Bite +4 melee (1d4 ples disease)

Full Attack: Bite +4 melee (1d4 plus disease)

Space/Reach: 5 fi./5 it

Special Attacks: Disease

Special Qualities: Low-light vision, scent

Saves: Fort +3, Ref +5, Will +3

Abilities; Str 10, Dex 17, Con 12, Int 1, Wis 12, Cha 4

 Skills: Climb +11, Hide +8, Listen +4, Move Silently +4, Spot +4,
Swim +11

| Feats: Alertness, Weapon Finesse®

{Environment: Any

Organization: Solitary or pack (11-20]

Challenge Rating: 1/3

Treasure: None

Alignment: Always neurral

Advancement: 2-3 HD {Small}; 4—6 HD (Medium)

Level Adjustment: —

This engrmeus rat looks bigger and more viciows than most dogs. It has
coarse, spiky fur, malevolent epes, and a long naked tail,

| Dire rats are omnivorous scavengers, but will atrack 1o defend
itheir nests and territories

A dire rat can_grow o be up to 4 feet long and weigh over 50
pounds.

Comban

Dire rat packs attack fearlessly, biting and chewing with their |
sharp incisors, !
Disease (Ex}): Filth fever—bite, Fortitude DC 11, incubation

|period 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is
| Constitution-based.

Skills: Dire rars have a +8 racial bonus on Swim checks.
Dire rats have a +8 racial bonus on Climb checks and can
always choose to take 10 on Climb checks, even if rushed or,

threatened.

Dtire rats use their Dexterity modifier for Climb and Swim
checks

DIRE SHARK

Huge Animal (Aquatic)
Hit Dice: 18d8+66 (147 hp)

nitiative: +2
\Speed: Swim a0 fi, (12 squares)
JArmor Class: 17 (=2 size, +2 Dex, +7 natural), touch 10,

Har-foored 15

Base Attack/Grapple; +13/427

Artack: Bire +18 melee (2dg+9)

Full Artack: Bite +18 melee (2d8+9)

Space/Reach: 15 fi./10 fi.

Special Attacks: Improved grab, swallow whole

Special Qualities: Keen scent

Saves: Fort +14, Ref +13, Will +12

Abilities: Sir 23, Dex 15, Con 17, Int 1, Wis 12, Cha 10

Skills: Listen +12, Spot +11, Swim +14

Feats: Improved Matural Anack (bite), Toughness (43 Weapon
Focus (bire)

Environment: Cold aguatic

Organization: Solitary or school (2-5)

Challenge Rating: 2

Treasure: Nong

Alignment: Always neurral

Advancement; 19-32 (Huge); 33-54 (Garganmuan)

Level Adjustment:

This enormots sea menster has @ streamlined body with a triangular fin
atop its bock, @ toothy mowth set well wrder its long snowt, ang a symmet-
rical tail shaped like a crescent meon.

Dire sharks attack anything they perceive to be edible, even
1-:|rg|=r Crealures,

This menstrous fish can grow to a length of 25 feet and weigh
mote than 20,000 pounds.

Combat

Dire sharks bite with their powerful jaws, swallowing smaller
creatures in.one gulp.,

Improved Grab (Ex): To use this ability, a dire shark must hir
with its bite attack. It can then attempt to start a grapple s a free
action withour provoking an attack of opportunity, If it wins the
grapple check, it establishes 4 hold and can try to swallow the foe
in the following round

Swallow Whole (Ex): A dire shark can try 1o swallow a
grabbed opponent of up 1o one size smaller by making a successful
grapple check. Once inside, the opponent takes 2dé+6 points of |
bludgeoning damage plus 1d8+4 points of acid damage per round
from the shark’s digestive juices. A swallowed creature can cutiis|
way out using a light slashing or piercing weapon by dealing 25
points of damage to the shark's digestive tract (AC 13). Once the
creature exits, muscular action closes the hole another swallowed
OppOnent must cut 1ts own way out

A Huge dire shark's guller can hold 2 Large, 8 Medium or Small,
32 Tiny, 128 Diminutive, or 512 Fine or smaller opponents.



Keen Scent (Ex): A dire shark can notice creatures by scent in

2 180-foot radius and can detect blood in the water atarange of up
to | mile.
Skills: A dire shark has a +8 racial bonus on any Swim check

to perform some special action or avoid a hazard, It can always )
choose to take 10 on.a Swim check, even if distracted or endan- |

gered. It can use the run action while swimming, provided it
\swims in o straight line,

DIRE TIGER

Large Animal

| Hit Dice: 16d8+48 (120 hpl

Initiative: +2

Speed: 40 [t. (8 squares)

Armor Class: 17 (=1 size, #2 Dex, +6 natural), rouch 11,
flat-footed 15

Base Artack/Grapple: +12/+24

Artack: Claw +20 melee (2d4+8

| Full Attack: 2 claws +20 melee (2d4+8) and bite 14 melee
(2d6-+4)

Space/Reach: 10 ft./5 fr.

Special Attacks: Improved grab, pounce, rake 2d4+4

Special Qualities: Low-light vision, scent

Saves; Fort +13, Ref +12, Will +11

Abilities: Str 27, Dex 15, Con 17, Int 2, Wis 12, Cha 10

Skills: Hide +7%, Jump +14, Listen +6, Move Silently +11, Spot
+7, Swim 10

Fears: Aleriness, Improved Natural Attack (claw), Improved
Natural Attack (bite), Run, Stealthy, Weapon Focus (claw)

Environment: Warm forests

Organization: Solitary or pair

Challenge Rating: 8

Treasure: None

(Alignment: Always neutral

Advancement: 17-32 HD {Large); 33—4& (Huge)

Level Adjustment: —

This immense, monstrous feline 5 olmost as tell at the showlder oz o
human, It has o long body with bold stripes and paws the size of bucklers

Dire tigers prey on just about anything that moves, They will,

patiently stalk a potential meal, striking whenever the creature
lers down irs guard

Dire tigers grow to be over 12 feet long and can weigh up 1o
6,000 pounds,

Combat
A dire riger attacks by running ar prey, leaping, and elawing and
biting as it rakes with its rear claws,

Improved Grab (Ex): To use this ability, a dire tiger must hir
with its bire artack. It can then arempt o start a grapple as a free
action without provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can rake.

Pounce (Ex): If a dire tiger charges, it can make a full anack,
including two rake attacks.

Rake (Ex): Artack bonus +18 melee, damage 2d4+4

Skills: Dire tigers have a +4 racial bonus on Hide and Move
Silently checks, *In areas of tall grass or heavy undergrowth, the
Hide bonus improves to +8.

DIRE WEASEL

Medium Animal

\Hit Dice: 3ds (13 hp)

Initiative; +4

Speed: 40 fi. (8 squares)

Armor Class; 16 (+4 Dex, +2 narural), touch 14, far-footed 12
Base Attack/Grapple: +2/+4

Attack: Bire +6 melee (1d6+3)

Full Artack: Bite +6 melee (1d6+3)

Space/Reach; 5 fr./5 fr.

Special Attacks: Arach, blood drain
\Special Qualities: Low-light vision, scent
| Saves: Fort +3, Ref +7, Will «4

Abilities: Str 14, Dex 19, Con 10, Int 2, Wis 12, Cha 11
Skills: Hide +8, Listen +3, Move Silently +8, Spor £5
Feats: Alertness, Stealthy , Weapon Finesse®
| Environment: Temperate hills

Organization: Solitary or pair

Challenge Rating: 2

Treasure: Mone

Alignment: Always neutral

Advancement; 4—6 HD (Medium); 7=9 HD (Large:
Level Adjustment:

This sleek, fier-covered creature has a body longer than o human is tall, t
\has a wedped-shaped head crowned in short horns, four short legs, and g |
(tumpy tail. It moverments are fluid and very quick.

Diire weasels are aggressive, almost manic creatures with bound- |
less energy.

Dire weasels grow to be up to 10 feet long and can reach a
weight of 700 pounds.

Combat

Diire weasels stalk their prey in the dark and then leap on it biting |
and clawing !

Attach (Ex): A dire weasel that hits with is bite arrack larches |
onto the opponent’s body with its powerful jaws. An atrached |
dire weasel loses jts Dexterity bonus to AC and thus has an AC |
of 12 |

An arached dire weasel can be struck with a weapon or grap-
pled itself. To temove an attached dire weasel through grappling,
the opponent must achieve a pin against the creature,

Blood Dirain (Ex): A dire weasel drains blood for 1d4 points of
Constitution damage each round it remains attached.

DIRE WOLF

Large Animal

Hit Dice; 6d8+18 (45 hp)

Initiative; +2

Speed: 50 ft. (10 squares)

Armor Class; 14 (—1 size, +2 Dex, +3 natural), touch 11,
flaz-foored 12

Base Attack/Grapple: +4/+15

Attack: Bite +11 melee (1d8+10)

Full Attack: Bire +11 melee (1d8+10)

Space/Reach: 10 ft./5 fr.

Special Artacks: Trip

Special Qualities; Low-light vision, scent

Saves: Forr +8, Ref +7, Will +6

Abiliries: Str 25, Dex 15, Con 17, Int 2, Wis 12, Cha 10

Skills: Hide +0, Listen +7, Move Silently +4, Spot +7, Survival
L

Feats: Alertness, Run, Track®, Weapon Focus (bite)

Environment; Temperate forests

Organization: Solitary or pack (5-8)

Challenge Rating: 3

Treasure: Nong !

Alignment: Always neutral |

Advancement: 7-18 HD (Large)

Level Adjustment: —

| This immense gray wolf seems as big 05 o horse. It has fiery eyes and a

thick coat of fur,




Dire wolves are efficient pack hunters that will kill anything they

can catch.
Dire wolves are mottled gray or black, abour 9 feet long and
weighing some 800 pounds.

Combat

| Dire wolves prefer to armack in packs, surrounding and flanking a

{foe when they can.

Trip (Ex): A dire wolf that hits with a bite attack can attempt 1o,
Jtrip dts opponent (+11 check modifier) as a free action without |

|making a touch attack or provoking an attack of opportuniry, If
|the arrempt fails, the opponent cannot react to tip the dire wolE

Skills: A dire wolf has a +2 racial bonus on Hide, Listen, Move
Silently, and Spot checks. "1t also has a +4 racial bonus on Survival
checks when rracking by scent

DIRE WOLVERINE

| Large Animal

| Hit Dice: 5d8:23 (45 hp)

Unitiative: +3

Speed: 30 ft. (6 squares), climb 10 fr

Armor Class: 16 (=1 size, +3 Dex, +4 natuml), rouch 12,
flar-footed 13

Base Attack/Grapple: +3/+13

Artack: Claw +8 melee (1dé+6)

Full Artack: 2 claws +8 melee (1dé+6) and bite +3 melee (1d8+3)

Space/Reach: 10 f1./5 fr.

|Special Artacks: Rage

|Special Qualities: Low-light vision, scemt

| Saves: Forr +8, Ref +7, Will +5

(Abilities: Str 22, Dex 17, Con 19, Inr 2, Wis 12, Cha 10

|Skills: Climb +14, Listen 47, Spot +7

| Feats: Alertness, Toughness, Track”

| Environment: Cold forests

Organization: Solitary or pair

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 6-15 HD (Large)

Level Adjustment: —

Displacer Beast

This massive, low-sling creature hos a wedge-shaped head and body
covered in coarse. shaggy fur. lts legs are short and thick, ond it has |
claws like pickaxes on its feet.

i These foul-tempered creatures have been known to artack settle-
| ments, destroying both livestock and food stores, They are reputed
Lto be utterly fearless,

Dire wolverines grow to about 12 feet in length and can weigh
as much as 2,000 pounds.

Combat

Dire wolverines attack opponents wantonly, fearing no other
creatures.

Rage (Ex): A dire wolverine that takes damage in combar flies
into a berserk cage on its next rurn, clawing and biting madly until
either it or its opponent is dead. An enraged dire wolverine gains

.4 Strength, +4 Constitution, and —2 AC, The creature cannot end
Lits rage voluntarily

Skills: A dire wolverine has a +8 racial bonus on Climb checks

land can always choose to take 10 on Climb checks, even if rushed

or threstened

DISPIACER BEAST

This creature looks [ike an emaciated parithen, with blue-black fur six legs,
and a body that is nothing but muscle and bane. A pair of tenilacles sprout
fram its shoulders and end in harmy-ridged pads.

The displacer beast is a savage and stealthy carnivore that resembles |
i puma in some Tespects.

Displacer beasts favor small game but will eat anything they can
catch. They regard all pther creatures as prey and tend o arack
anything they meet. They have a deep-seated harred of blink dogs,
and the two artack each other ruthlessly when their paths cross, A
displacer beast is the size of 2 Bengal tiger, abour 9 feet long and
weighing about 500 pounds.

Displacer beasts speak Common.

Displacer Beast Pack Lord

Large Magical Beast Huge Magical Beast
Hit Dice: 6d10+18 (51 hp) 18d10+192 (203 hp)
Initiative: 2 +1
Speed: 40 fr. (B squares) 40 ft. (8 squares)
Armor Class: 16 (1 size, 42 Dex, +5 natural), 17 (=2 size, =1 Dex, +8 natural), touch 9, flat-footed 16
touch 11, flat-footed 14
| Base Attack/Grapple: +6/+14 +18/234
| Attack: Tentacle +9 melee (1dé+4) Tentacle +25 melee (1d848]
Full Areack: 2 tentacles +9 melee (1d6+4) and bite +4 melee (1d8 +2) 2 renmacles +25 melee (1d8+8) and bite +19 melee (2d6+4)
Space,Reach: 10 ft./'s fr. (10 ft. with tentacles) 18 fr./10 fr. (20 fr. with tentacles)
Special Artacks: — —
Special Qualities:  Darkvision 60 fr., displacement, Darkvision &0 fr., displacement,
low-light vision, resistance to ranged otracks low-light vision, resistance 1o ranged artacks
Saves: Fort +8, Ref +7, Will +3 Fort +16, Ref =14, Will 49
Abilities: Str 18, Dex 15, Con 16, Int 5, Wis 12, Cha & Str 26, Dex 13, Con 20, Int 5, Wis 12, Cha 8
Skills: Hide +10, Listen +5, Move Silently +7, Spot +5 Hide +11, Listen +4, Move Silently <6, Spot +10
Feats: Alertness, Dodge, Stealthy Alertness, Combar Reflexes, Dodge, Iron Will, Lighming
Reflexes, Toughness, Weapon Focus (tentacle)
Environment: Temperate hills Temperate hills
Organization: Solitary, pair, or pride (6-10} Solitary or pair
Challenge Rating: 4 12
Treasure: 1/10 coins; 50% goods; 50% items 1,/10 coins, $0% gonds. standard items
Alignment: Usually lawful evil Usually lawful evil
Advancement: 7-9 HD (Large); 10-18 HD (Huge) —

Level Adjustment:  +4
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COMBAT
Displacer beasts tear at opponents with their ten-
tacles and bite foes that ger close,

Displacement (Su): A light-bending glamer continually
surrounds a displacer beast, making it difficult ro surmise the |
creature’s true Jocation. Any melee or ranged attack direcred
it it has a 50% miss chance unless the

tattacker can locate the beast by some
means other than sighe. A true seeing
effect allows the user to see the beast's
position, but see invisibility has no effect.

Resistance to Ranged Attacks (Su): A displacer
beast has a +2 resistance bonus on saves against any -
ranged magical attack that specifically rargers it (except 1=
for ranged touch atracks). =

Skills; A displacer beast has a +8 racial bonus on e
Hide checks, thanks to its displacement ability.  Gepugtesy

AT e

DISPLACER BEAST e -
PACK LORD "
Due to the bizarre nature of their anatomy, dis-
placer beasts are unusually likely to produce mu-
tant offspring. These whelps can grow 1o rre-
mendous size, reaching a length of 20 feer
and standing almost 10 feet high ar the
shoulder. Pack lords, as these gigantic dis-

Displacer beast

placer beasts are known, frequently lead bandsof Doppelgangers are strange beings that are able to take on the |
c shapes of those they encounter. In its natural form, the creature |
looks more or less humanoid, but slender and frail, with gangly .

their smaller fellows
Except for their freakish size and strength, pack
lords resemble normal displacer beasts,

DOPPELGANGER

limbs and half-formed features. The flesh is pale and hairless. Iis
large, bulging eyes are yellow with slitred pupils.

not in keeping with its frail appearance.
Because they can take the shape of any humanoid between 4
\arsd § feet rall, doppelgangers are natural spies and assassins

Medium Monstrons Humanoid
(Shapechanger)
Hit Drce; 4d8+4 {22 hp)
Initiative; +1
Speed: 30 f1. (6 squares)
Armor Class: 15 (+1 Dex, +4 natural),
touch 11, flar-focred 14
Base Artack/Grapple: +4/+5
Attack: Slam +5 melee (1d&+1)
Full Attack: Slam +5 melee (1da+1)
Space/Reach: 5 fr./5 ft.
Special Attacks; Derect thoughts
Special Qualities: Change shape, immu-
nity to sleep and charm effects
Saves: Fort +4, Ref +5, Will +6
| Abilities: Sir 12, Dex 13, Con 12, Int 13,
Wis 14, Cha 13
Skills: Bluff +10°, Diplomacy +3, Disguise
+2* (+11 acting), Intimidate +3, Listen +4,
Sense Motive +6, SpotL+6
Feats: Dodge, Great Fortitude
Environment: Any
Organization: Solitary, pair, or gang (3-6)
Challenge Rating: 3
Treasure: Double standard
Alignment: Usually neutral
Advancement; By character class
Level Adjustment: +4

They can sneak past sentries, slip into secured places, and
fool even lovers or close friends. They are cunning and
patient, willing ro wait until an opportunity presents irself
instead of attacking rashly

Doppelgangers make excellent use of their narural mim-
icry 1o stage ambushes, bait traps, and infiltrate humanoid

society. Although not usually evil, they are interested only
in themselves and regard all others as playthings to be
manipulated and deceived.

1t is natural form a doppelganger is about 5-1,/2 feer 1all
and weighs abur 150 pounds,

COMBAT

When in its natural form, a doppelganger strikes with is
powerful fists. In the shape of a warrior or some other
armed person, it artacks with whatever weapon is appropri-
ate. In such cases, it uses its detect thoughts ability to
employ the same tactics and strategies as the person it is imper-
SOnAting,

Detect Thoughts (Su): A doppelganger can continuously
use detect thoughts as the spell (caster level 18th: Will DC 13
negates), It can suppress or resume this ability as a free action.
The save D is Charisma-based.

i This_gaunt, gray-skinned humarnoid has long
\gargly limbs ond o bulbous head with_large,
octopoid eyes. [ts face 5 otheneise blank
and featureless.

gne. A change in form cannot be dispelled, buta doppelganger
reverts 1o its natural form when killed. A frue seeing spell or
ability reveals its natural form,

Doppelganger

A doppelganger’s appearance is deceiving even when jr's in|
its true form. A doppelganger is hardy, with a natural agility,

Change Shape (Su): A doppelganger can assume the shape |
of any Small or Medium humaneid. In humaneid form. the,
doppelganger loses irs natural artacks. A doppelganger can|
remain in its humanoid form until it chooses to assume a new |

3
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Skills: A doppelganger has a ++ racial bonus on Bluff and Dis-
guise checks. *When using its change shape ability, a doppel-
ganger gets an additional +10 circumstance bonus on Disguise
checks. If it can read an_opponent’s mind, it gets a further +4 cir-
cumstance bonus on Bluff and Disguise checks

DOPPELGANGERS AS CHARACTERS

|Spies supreme, doppelgangers infiltrate enemy rerritory, imper-|

{sonate lenders, and probe enemies’ minds for thoughts and plans.
Doppelganger characters possess the following racial traits. |

— +2 Strength, +2, Dexterity, +2 Constitution, +2 Intelligence,
+4 Wisdom, +2 Charisma,
—Medium size.
-A doppelganger’s base land speed is 30 feet
—Darkvision: Doppelgangers can see in the dark up o 60 feer,

—Racial Hit Dice: A doppelganger begins with four levels of
monstrous humanoid, which provide 4d8 Hir Dice, a base arack
| benus of +4, and base saving throw bonuses of Fort +1, Bef+4, and |
Wil +4, !

—Racial Skills: A doppelganger’s monstrous humanoid levels |
give it skill poinis equal 1o 7 % (2 + Int modifier). Its class skills |

are Bluff, Diplomacy, Disguise, Intimidate, Listen, Sense Motive,
and Spot

—Racial Feats: A doppelganger’s monstrous humanoid levels
give it two feats

— +4 natural armor bonus

— +4 racial bonus on Bluff and Disguisze checks. When using
|.Tl. change shape ability, 2 doppelganger gets an addirional +10

|circumstance bonus on Disguise checks. If it can read an oppo-
| pent's mind, it gets a further +4 cirgumstance bonus on Bluff and

Disguise checks,

—Special Attacks (see above}: Detect thoughts

—Special Qualities (see above): Change shape, immuniry 1o
sleep and charm effects,

—Automatic Languages: Common. Bonus Languages: Auran,
Dwarven, Elven, Gnome, Halfling, Giant, Terman

Favored Class: Rogue
—Level adjustment +4.

DRAGON. TRUE"

True dragons are winged, reprilelike creatures of ancient lineage
They are known and feared for their size, physical prowess, and
magical abilities. The oldest dragons are among the most powerful
creatures In the world.

The known varieties of true dragons {as opposed to other crea-
tures that have the dragon type) fall into two broad caregories:
chromatic_and metallic. The chromatic dragons are black, blue,

(green, red, and whire; they are all evil and extremely fierce. The
metallic dragons are brags, bronze, copper, gold, and silver; they
.are all good, usually noble, and highly respected by the wise.

All true dragons gain more abilities and greater power as they
age. (Other creatures that have the dragon type do not) They
range in length from several feet upon hatching to more than 100
feer after artaining the strus of great wyrm., The size of a particu-
lar dragon varies according 1o age and variery

Though they are fearsome predators, dragons scavenge when
necessary and can ezt almost anvthing if they are hungry enough.
A dragon’s metabolism operates like a highly efficient furnace and
can merabolize even inorganic marerial. Some dragons have

(developed a taste for such fare.

Although goals and ideals vary among varieties, all dragons
Lare covetous, They like to hoard wealth, collecting mounds of

\coins and gathering as many gems, jewels, and magic items as

possible, Those with large hoards are loath to leave them for

long, venturing our of their lairs only to patrol the immediage |

area or to get food. For dragons. there is no such thing as

DrRAGON AGE CATEGORIES

Category Age (Years)

1 Wyrmling 0-5

2 Yery young 6-15

I Young 16-25

4 Juvenile 26=50

5 Young adult 51100

] Adult 101200

7 Mature adult 201400

3 Oid 401-600

9 Very old 601800
10 Ancient 201-1,000
n Wyrm 1,001-1,200
12 Great wyrm 1,201 or more

enough treasure. It's pleasing to look at, and they bask in its

{radiance. Dragons like to make beds of their hoards, shaping
[npoks and mounds ro fit their bodies. By the time a dragon
{matures to the age of great wyrm, hundreds of gems and coins
|may be imbedded in its hide.

All dragons speak Deagonic.

COMBAT

A dragon arracks with irs powerful claws and bite, and can also use
a breath weapon and special physical attacks, depending on its
size. It prefers to fight on the wing, staying our of reach until it has
worn down the enemy with ranged attacks, Older, more intelli- |
gent dragons are adept at sizing up the opposition dnd eliminarting |
the most dangerous foes first (or avoiding them while picking off |
weaker enemies),

The sccompanying table provides space and reach statistics for |
dragons of various sizes, plus the natural weapons a dragon of a
certain size can employ and the damage those aracks deal

Bite: Bite artacks deal the indicared damage plus the dragon’s
Strength bonus. A dragon also can use its bite 1o snarch opponents
{f it has the Snaich feat (see page 304}

Claw: Claw artacks deal the indicated damage plus 1/2 the
dragon’s Strength bonus (round down), The dragon also can use its
claws to snatch opponents if it has the Snarch fear (see page 304).
Claw attacks are secondary attacks, requiring a -5 penalrty on the
attack roll. (Many dragons choose the Multiartack fear to lessen
this penalty 10 -2}

Wing: The dragon can slam opponents with irs wings, even
when lying. Wing attacks deal the indicated damage plus 1/2 the
drugon'’s Strength bonus (round down) and are treated as second-
ary attacks.

Tail Slap: The dragon can slap one opponent each round with
its tail. A rail slap deals the indicated damage plus 1-1/2 times the
dragon's Strength bonus (round down) and is treated as a second-
ary attack

Crush (Ex): This special attack allows 2 flying or jumping
dragon of ar least Huge size to land on opponents as a standard
actien, using irs whele body to crush them. Crush arracks are
effective only against opponents three or more size categories
smaller than the dragon (though it can atempt normal overrun or
grapple attacks against larger opponents)

A crush attack affects as many creatures as can fit under the |
dragon’s body. Creatures in the affected area must succeed on a
Reflex save (DC equal to that of the drgons breath weapon] or be |
pinned, automatically raking bludgeoning damage during the next |
round unless the dragon moves off them. 1f the dragon chooses 1o
maintain the pio, treat it g5 & normal grapple atack. Pinned oppe-
nents take damage from the crush each round if they don't eseape. |

A crush attack deals the indicared damage plus 1-1/2 times the
dragon’s Strength bonus (round down).

Tail Sweep (Ex): This special attack allows a dragon of at least
Gargantuin size to sweep with its tail as a standard action. The



DraGON SPACE/REACH, ATTACKS, AND DAMAGE

Size Space/Reach” 1 Bite
Tiny 2172 .0 f. (5 ft. with bite) 1d4
Small 5 fi/5 fi. 1dé
Medium 5 fi 5 1d2
Large 10 ft./5 fi. (10 fi. with bite) 2d6
Huge 15.ft. /70 fi. (15 fi. with bite) 2d8
Cargantuan 20 ft./15 ft. (20 fi. with bite) 4de
Colossal 30 ft./20 fi. (30 fi. with bite) 4d8

1 Tail 1 Tail

2 Claws 2 Wings Slap 1 Crush Sweep
1d3 - - - -
1d4 = = Al% B
1d6 1d4 — = =
1dg 1db 1da = =
2d6 1d8 2d6 2d5 —
2dd db 2di 4dé 2d6
4de 2d8 4de AdE 2d8

%A dragon's bite attack has reach as if the creature were one size category larger. All other attacks are made with the standard reach for the

dragon's size.

sweep affects a half-circle with a radius of 30 feer (or
40 feet for a Colossal dragon), extending from an
intersection on the edge of the drag-
on's space in any direcrion. Crea-

jtures within the swept area are

affected if they are four or more size
categories smaller than the dragon.

A tail sweep automatically deals the
indicared damage plus 1-1/2 times the
dragon’s Strength bonus (round down)
Affected creatures can attempt Reflex
saves to take half damage (DC equal to tha
of the dragon’s breath weapon,

Grappling: Dragons do not favor grap-

|ple attacks, though their crush arack {and
| Snatch feat, if they know it) use normal
grapple rules.

A dragon can always use its breath
weapon while grappling, as well as its spells
and spell-like or supernatural abilities, pro-
vided it succeeds on Concentration checks.

Breath Weapon (Sul: Using a breath weapon isa
standard action. Once a dragon breathes, it can't |
breathe again until 1d4 rounds later. 1f a dragon has
more than one type of breath weapon, it still can breathe only.
once every 1d4 rounds. A blast from a breath weapon always starts

at any intersection adjacent to the dragon and extends in a direc-|
tion of the dragon's choice, with an area as noted on the table.

below: If the breath weapon deals damage, crearures caughr in the
area can attempt Beflex saves to take half damage; the DC depends
on the dragon’s age and variety, and is given in each individual
entry, Saves against nondamaging breath weapons use the same
0C; the kind of saving throw is noted in the variery descriptions.
The save DC against o breath weapon is 10 + 1/2 dragon’s HD +
dragon’s Con modifier
Breath weapons come in two basic shapes, line and cone, whose
| areds vary with the dragon's size.

Dracon BREATH WEAPONS

Dragon Size Line® [Length) Cone®® |Length)
Tiny 30 ft. 15 fi.
Small 40 ft. 20 fi.
Medium &0 fi. 30 ft.
Large &0 fi. 40 fr.
Huge 100 ft 50 ft.
Gargantuan 120 ft. &0 fr.
Colossal 140t 70 fi.

“A line is always 5 feet high and 5 feet wide.
| ++4 cone is as high and wide as its length.

Erightful Presence (Ex): A youngadult or older dragon can
unsettle foes with its mere presence. The ability takes effect
automatically whenever the dragon artacks, charges, or flies
overhead. Crearures within a radius of 30 feet % the dragon's age

category are subject to the effect if they have |
fewer HD than the dragon.

A potentially affected creature that succeeds on a
Will save (DC 10 + 1/2 dragon’s HD + dragon’s Cha modifier)
remains immune to that dragon's frightful presence
for 24 hours. On a failure, creatures with 4 or
less HD become panicked for 4ds rounds
and those with 5 or more HD become
 shaken for 4d6 rounds. Dragons ignore.

Spells: A dragon knows and casts
arcane spells as a sorcerer of the level
indicated in its variety description., gain:
ing bonus spells for a high Charisma

score. Some dragons can also castspells,

from the cleric list or cleric domain lists as

arcane spells. |

Spell-Like Abilities: A dragon's spell-|

like abilities depend on its age and varery |

It gains the abiliries indicated for its age plus all;
previous ones. lts age category or its sorcerer caster level,
whichever is higher, is the caster level for these abilities. The save
DC is 10 + dragon’s Cha modifier + spell level. All spell-like abili-

ties are usable once per day unless otherwise nored.

Damage Reduction: Young adult and older dragons have
damage reduction. Their natural weapons are treated as magic
weapons for the purpose of overcoming damage reduction.

Immunities (Ex): All dragons have immuniry to sleep and
puralysis effects. Each variety of dragon has immuniry to one or
rwo additional forms of attack no matter what its age, as given in
its description.

Spell Resistance (Ex): As dragons age, they become more
resistant to spells and spell-like abilities, as indicated in the vari-
ety descriptions.

Blindsense (Ex): Dragons can pinpoint creatures within a dis-
tance of 60 feer. Opponents the dragon can't actually see still have
toral concealment against the dragon.

Keen Senses (Ex): A dragon sees four times as well a human in
shadowy illumination and twice as well in normal light, Iralso has
darkvision out to 120 feer.

skills: All dragons have skill points equal to {6 + Int modifier,
minimum 1) % (Hit Dice + 3). Most dragons purchase the following
gkills at the maximum ranks possible: Listen, Search, and Spat. The
remaining skill points are generally spent on Concentration,
Diplomacy, Escape Artist, Intimidate, Knowledge (any), Sense |
Motive, and Use Magic Device ata cost of 1 skill point pec rank. All
these skills are considered elass skills for dragons. (Each dragon has |
other class skills as well, as noted in the variety descriptions.)

Feats: All dragons have one fear, plus an additional fear per 3,
Hit Dice, just like any other creature. Dragons favor Alertness, |

| Blind-Fight. Cleave, Flyby Attack, Hover, Improved Initiarive,

Improved Sunder, Power Artack, Snarch, Weapon Focus (claw or

\bite}, Wingaver, and any metamagic feat that is available and

useful ro soncerers.




Dragon Overland Movement
Chromatic and metallic dragons are exceedingly strong flyers
and can cover vast distances quickly. A dragon's overland flying
speed is a function of its ractical fly speed, as shown on the
table below,

DracoN OVERLAND FLYING SPEEDS

———— Dragon's Fly Speed ———
! 100 feet 150 feet 200 fest 250 feet
. One Hour
| Normal 15 miles 20 miles 30 miles 40 miles
LHustle 24 miles 40 miles B0 miles 80 miles
,One Day
Mormal 120 miles 160 miles 240 miles 320 miles

Dragons do not tive as quickly as other creatures when moving
.overland on the ground. If a dragon atrempts a hustle or a forced

cmarch, check for nonlethal damage once every 2 hours instead of |

|every hour (see page 164 of the Player’s Handbook)

DRAGON SOCIETY

Although all dragons are believed to have come from the same
roots tens of thousands of years ago, the present varieties keep to
themselves and cooperate only under extreme circumstances,
such as a powerful mutual threat. Good dragons never work with
evil dragons, however, though a few neutral specimens have

(been found with either. Gold dragons cccasionally associate

{with silver dragons.

When evil dragons of different vadeties encounter one another,
they usually fight to protect their territories. Good dragons are
more tolerant, though also very territorial, and usually try 1o work
out differences in a peaceful manner

Dragons follow a number of reproductive strategies to suit

.their needs and rtemperaments. These help assure the continua-
tion of a dragon’s bloodline, no matter what happens to the
parent or the parent’s lair. Young adults, particularly evil or less
intelligent ones, tend 1o lay clurches of 1d4+1 egps all around

the countryside; leaving their offspring ro fend for themselves. .
These hatch into clutches of dragons, usually juvenile or|
younger, which stick together until they can establish their |

own lairs,

Older and more intelligent dragons form families consisting of

a mated pairand 1d4+1 young. Mated dragons are always adults or
marure adules; offspring found with their parents are of wyrmling
(01-10 on d%), very young (11-30), voung (31-50), juvenile
(51-90), or young adult (91=100) age. Shorely afrer a dragon
reaches young adulr (or rarely, juvenile) age, it leaves its parents to
establish a lair of its own,
A pair ol mated dragons beyond mature adult age usually
isplits up, independence and the lust for treasure driving them

BLack DRAGONS BY AGE

apart. Older females continue to mate and lay eggs, but only

one parent stays in the lair to raise young. Often an older|
female lays many clutches of egges, keeping one to tend herself |
and one for her mate, and leaving the rest untended. Sometimes |
a female dragon places an egg or a wyrmling with nondraconic

|foster parents,

URAGONHIDE

Armorsmiths can work with the hides of dragons to produce
armor or shields of masterwork quality (see Dragonhide under.
Special Materials, page 283 of the Dungeon Master's Guide).

CHROMATIC DRAGONS

Chromaric dragons form the evil branch of dragonkind. They are
aggressive, greedy, vain, and nasty.

BLACK DRAGON

Dragon (Water)

|Environment: Warm marshes

Organization: Wyrmling, very young, young. juvenile, and
young adult: solitary or elutch (2-5)% adult, marure adulk, old,
very old. ancient, wyrm, or great wyrm: solitary, pair, or family
(1-2 and 2-5 offspring]

Challenge Rating: Wyrmling 3; very young 4; young §; juvenile
7; young adule 3; adult 11; mature adult 14; old 16 very old 18;
ancient 19; wyrm 20; great wyrm 22

Treasure: Triple standard

Alignment: Always chaotic evil

Advancement: Wyrmling 5-6 HD; very young 8-9 HIX young |
11-12 HI; juyvenile 14-15 HD; young adult 17-18 HD; adult
20-21 HIY; magure adult 23-24 HIY old 26-27 HD; very old
29-30 HD; ancient 32-33 HD; wyrm 35-36 HIDY; great wyrm_|
38+ HD

Level Adjustment: Wyrmling +3; very young +3; young +3;
juvenile +4; others —

The dragon’s head looks decidedly ke a skull thanks 1o s deep-socketed
eyes and wide, flat nasal opening. It has fonwvard-curving homs and a
spinal crest that peaks just behind the head and tapers off about three
quarters of the way down the neck. An acidic smell surrounds the dragon,
whese scaies are mostly dull ebony and dark gray.

Black dragons are evil-tempered, cunning, and malevolent, char-
acteristics thar are reflected in their crafty, sinister faces.

Black dragon are sometimes known as skull dragons because
of their skeletal faces. Adding to the skeletal impression is the
gradual deterioration of the hide around the base of the horn
and the cheekbones This deterioration increases with age and
does not harm the dragon. On harching, a black dragon’s scales

Breath  Frightful

Base Attackf Fort Ref Will Weapon Presence
Age Size Hit Dice [hp) Str Dex Con Int Wis Cha Grapple Aftack Save Save Save (o) [
Wyrmling T 4d12+4 (30 M. 10 13 B T B 44 s65 45 44 44 a3 —
Veryyoung 7d12+7 {52) 1310 33 & j1 8 +T )44 29 45 45 45 4dd (14)  —
Young M 10d12+20 (85) 15. 100 15 10 1 10 +10/+12 +12 +8 +7 +7 6d4 (17) —
Juvenile M 13d12+26(110) 17 10 15 10 11 10 +13/16 416 +10  +8 48 8d4 (18) —
Youngadult L 16d12+48(152) 19 10 17 12 13 12 #1654 19 13 210 411 0dd2ny 19
Adult L 19d12+760199) 23 10 19 12 13 12 419/+29 24 _+]15 411 +12  12d4(23] 20
Mature adult H 22d12+170(253) 27 10 21 14 15 14 +22/+38 +28 +18  +13 415 T4d4 (26) 23
old H 25d12+125 (287) 29 10 2114 15 14 +25/+42 432 419  +14  +16 1644 (27) 24
Very old H  28d12+168.(350) 31 10 23 16 17 16 +28/+46 +36 +22 +16 +19 184 (30) 27
Ancient H  31d12+186(387) 33 10 23 16 17 16 431/+50  +40 +23 +17 +20 20d4 (31) 28
Wyrm G J4d12+238 (459) 35 10 25 18 19 13 +34/+58 +42 +26 +19 <23 22d4 (34) 31
Creatwyrm G I7d12+296 (536) 37 10 27 20 21 20 +37]+62 +46 28 +20 _ +25 2444 (38) i3




BLack DracOM ABILITIES BY AGE

Age Speed Initiative AC Special Abilities Caster Level SR

Wyrmling 60 fi, fly 100 ft. {average), +0 15 (+2 size.+3 natural),  Immunity to acid, water breathing  — =
swim 60 fi. touch 12, flat-footed 15

Yery young 60 fi., fiy 100 ft. (average),  +0 17 (+1 size,+6 natural) - =
swlm 60 fi. touch 11, flat-footed 17

Yoiing &0 fi., fly 150 f. (peor), +0 19 (+9 natural), — —
swim B0 fi. touch 10, flat-footed 19

juvenile &0 ft., fiy 150 ft. (poor). +0 22 (+12 natural), Darkmess — -
swim B0 ft touch 10, flat-focted 22

Young adult  60'ft, fly 150 fi. (poor), +0 24 (=1 size+15 natural), DR 5/magic 1st 17
swim 60 ft. touch 9, flat-footed 24

Adult &0 fi., fiy 150 ft. (poor). +0 27 (=1 size+18 natural),  Comupt water ird 18
swim 60 fi touch 9, flat-footed 27

Mature adult 60 ft., fly 150 i (poar), +0 29 (=2 'size+21 natural), DR 10/magic Sth 21
swirn 60 fi. touch B, flat-focted 29

Old 60 fi., fly 150 ft. (poer). +0 32 (-2 size,+24 natural), Plart growth Tth 21
swim 60 ft., touch B, flat-footed 32

Very old 60 fi, fly 150 fi. (poor), +0 35 (-2 size 427 natural), DR15/magic Sth 23
swirn 60 fi. touch &, flat-footed 35

Ancient &0 fr., fiy 150 fi. (poor), +0 38 (-2 size.+30 natural),  Insect plague 11th 25
swim 60 fi. touch B, flat-footed 38

Wayrm 60 fi., fiy 200 fi. [clumsy),  +0 39 (4 size,+33 natural), DR 20/magic 13th 26
swim 60t touch 6, flat-footed 39

Great wyrm 60 fi., fly 200 ft. (clumsy).  +0 47 (-4 size.+36 natural),  Charm reptiles 15th 24

swim &0 fi

touch. 6, flat-footed 42

Lare thin, small, and glossy. As the dragon ages, they become . Combat

{larger, thicker, and duller, helping it camouflage itself in
|swamps and marshes.

Black dragons lair in large, damp caves and multichambered un-
derground caverns, They smell of rotring vegeration and foul
water, with an acidic undertone. Older dragons hide the entrance
1o their lairs using plant growth, Black dragons dine primarily on
fish, mollusks, and other aguatic creatures. They also hunt for red
meat but like to “pickle” it by lerting it lie in ponds within the lair
for days before eating it

Black dragons are especially fond of coins. Older dragons some- .
times capture and question humancids about stockpiles of gold. |

silver, and platinum coins before killing them.

Biack dragoe

Black dragons prefer to ambush their targets, using their sur-

roundings as cover. When fighting in heavily farested swamps
and marshes, they try to stay in the warter or on the ground; trees
and leafy canopies limit their aerial maneuverability. When out-
matched, a black dragon attempts to fly our of sight, s0 a5 not 10
leave tracks, and hide in a deep pond or bog,

Breath Weapon (Su): A black dragon has one type of breath
weapon, a line of acid.

Water Breathing (Ex): A black dragon can breathe underwater
indefinitely and can freely use its breath weapon, spells, and other
abilities while submerged.

Corrupt Water (Sp): Once per day an adult or older black dragon
can stagnate 10 cubic feer of warter, making it become still, foul,

and unable to support animal life. The ability spoils lig-

. uids containing water, Magic irems (such as
= ™. porions) and items in a crearure’s possession
- ) must succeed on a Will save (DC equal to
that of the dragon’s frightful pres-
L ence) or become fouled. This
) ability is the equivalent of
a ist-level spell. Its
range is equal to
that of the drag-
on's frightful
Fn:fﬂ.'nl.'l.".
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Charm Reptiles (Sp): A grear wyrm black dragon can use this ability
three times per day. It works as 2 mass charmspell thar affects only
reptilian animals. The dragon can communicate with any
charmed repriles as though casting a speak with animals spell. This
ability is the equivalent of a 1st-level spell.

Other Spell-Like Abilities: 3/dav—darlmes (juvenile or older; ..

|radius 10 feet per age category), insect plague (ancient or older); |

1 /day—plant growth (old or older).

Skills: Hide, Move Silently, and Swim are considered class|

‘skills for black dragons.

Young Adult Black Dragon: CR 9; Large dragon (water); H D

(16d12448, hp 152; Init +0; Spd 60 fr., fly 150 fr. {poor), swim &0 ft;
AC 25, touch 9, Hat-footed 25; Base Atk +16; Grp +24; Atk +20
melee (2d6+4, bite); Full Atk <20 melee (2d6+4, bite], +17 melee
(1d8+2, 2 claws), +17 melee (1d&+2, 2 wings), +17 melee (1d8+6,
Jtail slapl; Space/
(Reach 10 fr./s fi.
[(bire 10 fr.); SA
{breath weapon, darkness,
frightful presence,
spells; SO blind-
sense &0 fr.,
damage reduction 5/
magic, darkvision
20 fr., immuniry 4
1o acid, sleep, and
\paralysis, low-
{light vision, spell
jresistance 13, water
(breathing; AL CE; 8V
\Fort +13, Ref +10, Will
(11 Sir 19, Dex 10, Con 17,
Jnt 12, Wis 13, Cha 12,
skills and Feats: Bluff +9,
Climb +20, Diplomacy +10,
Hide +8, Intimidate <19,
Listen +17, Move Silently
+16, Search +17, Speak
Language 6 ranks, Spot
+17, Swim +12; Improved
Matural Armor, Multi-
attack, Power Attack,
Snatch, Weapon Focus
(bite), Wingover.
Breath Weapon (Su): 80-ft. line, damage 10d4
acid, Reflex DC 21 half
Darkness (Sp): 3/day—as davkness, bur S0-fr. radius, Caster
{evel sth.
Frightful Presence (Ex): 150-f1. radius, HD 15 or less, Will DC
19 negites
Water Breathing {Ex): Can breathe underwater indefinitely
and can freely use breath weapon, spells, and other abilities
underwater.
Spells: As tst-level sorcerer.
Typical Sovcerer Spells Known [5/4; save DC 11 + spell level): 0—
daze, defeet magie, ray of frost, mesistance; 1st—mage armor, prafection
from good.

BLUE DRAGON
| Dragon (Earth)
| Environment: Temperate deserts
1Organization: Wrrm]ing. VETY YyOUNE, FOUNg, juvenile, and you ng
adulr selitary or clurch (2—5; aduly, mature adult, old, very old,
ancient, wyrm, or great wyrm: solitary, pair, or family {1-2-and
25 offspring)
Challenge Ratings: Wyrmling 3; very young 4; young 6; juvenile

Blne dragon

B young adult 11; adult 14; marore adulr 16; old 18; very old 19;
anciang 21; wyrm 23; great wyrm 25

Treasure; Triple standard

Alignment: Always lowful evil

Advancement; ‘l.‘("'prmliug 7=8 HI} very young 10-11 HIY, young
13-14 HI juvenile 16-17 HD; young adult 19-20 HD; adule
22-23 HD; mature adult 25-26 HD,; old 28-29 HD: very old
31-32 HIY ancient 3435 HD; wyrm 37-38 HD; great wyrm
40+ HD

Level Adjustment: Wyrmling +4; very voung +4; young +5;
others —

The dragon has dramatic frilled ears and o single massive horn emerging
[from its snout. The smell of czone lingers in the air near the dragon, whose |
azure-tinged scales glitter in the surn.

,Blue dragons are vain and territorial They are one of the l.iT.iIE,U‘h
[varieties best adapied 1o digging into sand.
A blue dragon’s scales vary in color from an iridescent azure,
1o a deep indigo, polished ro.a glossy finish by blowing
desert sands. The size of irs scales increases linle as
the dragon ages, although they do become
; thicker and harder. Its hide tends 1o
=y _hum and crackle faintly with built-
¥ up staric electricity. These effecrs
¥ intensify when the
dragon is angry or|
about o anack, giving |
off an odor of ozone and |
sand.,

Their vibrant color.
makes blue dragons easy
to spot in barren desert sur-,

roundings. However, they eften

burrow into the sand so only
part of their heads are exposed
Blue dragons love 1o soar in the
hot desert air, usually flying in
the dayrime when temperarures
are highest. Some nearly match
the color of the desert sky and
use this colorarion to their
advantage,

Blue dragons lair in vast
underground caverns, where
they also store their rreasure. Although they collect anything
that locks valuable, they are most fond of gems—especially sap-
phires. They are sometimes are forced to eat snakes, lizards, and
desert plants to sate their great hunger but especially prefer
herd animals such as camels, When they get the chance, they
gorge themselves on these creatures,

Combat
Typically, blue dragons artack from above or burrow beneath the
sands until opponents come within 100 feet. Older dragons use
thelr special abilities, such as hallucinatory terram, in concert with
these mactics to mask the land and improve their chances to sur-,
prise the target. Blue dragons run from a fight only if they are
severely damaged, since they view retrear as cowardly. .

Breath Weapon. (Su): A blue dragon has one type of breath |
weapon, a line of lightning,

Create/ Destroy Water (Spl A blue dragon of any age can use|
this abiliry three fimes per day. It works like the create waler
ispell, excepr that the dragon can decide to destroy water instead
of crearing it, which automatically speils unattended liguids
jcontaining water. Magic items (such as potions} and items in a
creature’s possession must succeed on 2 Will save (DC equal 1o



thar of the dragon's frightful presence) ar be ruined. Thisability

is the equivalent of 2 1st-leve] spell.
Sound Imitation (Ex): A juvenile or older blue dragon can
mimic any voice or sound it has heard, anytime it likes. Listeners

must succeed on o Will save (DC equal to that of the dragon’s.

frightful presence] to detect the ruse.

Other Spell-Like Abilities: 3/day—uvntriloquism (aduls or.

olderk: 1/day—hallueinatory terrain (old or older), veil (ancient or
older), minige ancana {grear wyrm)

Skills: Bluff, Hide, and Spellcraft are considered class skills for
blue dragons.

Marture Adult Blue Dragon: CR 16; Huge dragon (earth); HD
24d12+120, hp 276; Init +4; Spd 40 fr., burrow 20 fi., fly 150 ft.
(poor); AC 31, touch §, flar-footed 31; Base Atk +24; Grp +41; Ak
+31 melee (2d8+9, bite); Full Atk +31 melee (2dB+9, bire), +29
melee (2d6+4, 2 claws), +29 melee (1d8+4, 2 wings), +29 melee

(2d6+13, tail slap); Space/Reach 15 fr./10 fr. (bire 15 fr.); SA]
\breath weapon, create/destroy water, crush, lrlg,h:ﬁl] presence, |

sound imitarion, spell-like abilities, spells; SQ damage reduc-
tion 10,/ magic, dackvision 120 fi., immunity to electriciry, sleep,
and paralysis, low-light vision, spell resistance 22; AL LE; 8V

BLue DRAGONS BY AGE

Forr+19, Bef +14, Will +17; Str 29, Dex 10, Con 21, Int 16, Wis 17,
Cha 16 !
Skills and Feats: Bluff +28, Concentration +16, Diplomacy |
+32, Hide +11, Intimidate +30, Knowledge (arcana) +14, Knowl:
edge (nature) +13, Listen +30, Search +28, Sense Morive +28,
Spelleraft <30, Spot +30; Ability Focus (frightful presence),
Alermness, Cambar Experrise, Eschew Materials, Elyby Arrack,
Hover, Improved Initiative, Multattack, Power Attack.
Breath Weapon (Su): 100-ft. line, damage 14d8 elecrricity, Re-
flex DC 27 hall |
Create/ Destroy Water (Sp): 3/day—as create water, but.can also |
be used to destroy water, Caster level 7th; Will DC 25 negates.
Crush (Ex): Area 15 fr. by 15 {t.; Small or smaller opponents
take 2d#+13 points of bludgeoning damage, and must succeed on
a DC 27 Reflex save or be pinned. |
Frightful Presence (Ex): 210-ft. radius, HD 23 or less, Will

JC 27 negates.

Sound Imitation (Ex): Can mimic any voice or sound it has |

{heard, anyrime it likes. Listeners must succeed on DC 25 Will,
|saves 1o detect the ruse.

Spell-Like Abilivies: 3/day—uveniriloguism. Caster level Zth;
save DC 13 + spell level,

Breath  Frightful
Base Attack Fort Ref Wil Weapon Presence
Age Size Hit Dice (hp) Str Dex Con Int Wis Cha Grapple Attack Save Save Save (D) DC
Wyrmling 5 Bd12+6 (45) 13 10 13 W M. 70 +6/+3 +5 +6 +5 +5 2d8 (14) —
Veryyoung M 9d12+18 (76) 15 10 15 10 1110 +9/+11 4] +B +5 4B 4d8 (16) —
Young M 12d12+24102) 17 10 15 12 13 12 A5 415 410+ 49 68 18) —
Juyenile L 15412445 (142) 19 1017 14 15 T +15/:23 418 #1249 +11 3d8 (20 —
Young adult L 18d12+72 (189} 3 10 19 14 15 T4 +18)+28 +13 415 11 +13 1048 (23) 21
Adult H 21d12+4105 (241) 27 10 21 16 17 __16 +21/+37 +27 +17 12 15 12d8 (23) 23
Matureadult H  24d12:120(276) 29 10 21 16 17 16 +24/+41 +31 #1814 17 14d8[27) 25
Qld H 27d12+162 (337). .31 10 23 18 19 18  +27/+45 +35 +21_ +15 <19 16dE (19) 27
Very old H  30d12:180(375) 33 10 23 18 19 18  +30/+49 433 23 47 <21 13483 B9
Anclent G 13412237 (445) 35 10 25 20 21 20  +33+37 +41 +25 418  +23% 20d8 (33) £}
Wyrm G 36d12+288(522) 37 10 27 20 21 20 +36/+6) +45 +28 +20 +25  22d3 (36) 33
Creatwyrm G 19d12+312 (565). 39 10 27 2@ 2} 22 +I9f+6h +40 +29 421 437 2448 (37) 35
BLue Dracon ABILITIES BY AGE
Age Speed Initiative ~ AC Special Abilities Caster Level SR
Wyrmling 40 ft., burrow 20 fi., +0 16 (+1 size, +5 natural),  Immunity to electricity, — —
fly 100 fi. (average) touch 11, flat-footed 16 create/destroy water
Nery young 40 fi., burrow 20 fi., +0 18 (+8 natural, — -
fly 150 fi. (pear) touch 10, flat-footed 18
Young 40 ft., burrow 20 ft,, +0 21 (+11 natural), — =
fly 150 fi. (poor) touch 10, flat-footed 21
Juvenile 40 ft., burrow 20 ft., 0 23 (-1 size, +14 natural),  Sound imitation 1st —
fly 150 ft. (poor) touch 9, flat-footed 23
Young adult 40 ft., burrow 20 fi., +0 26 (-1 size; +17 natural), DR 5/magic 3rd 18
fly 150 fi. {poor) touch 9, flat-footed 26
Adult 40 ft., burrow 20 ft., +0 28 (-2 size, +20 natural),_ Ventrloguism sth 21
fly 150 fi. [poer) touch &, flat-footed 28
Mature adult - 40 ft., burrow 20 ft., +0 3 (-2 size, +23 natural), DR 10/magic Tth ]
fiy 150 fi. (poar) touch &, flat-footed 31
old 40 ., burrow 20 fi., +0 34 (-2 size, +26 natural), Holluzinatory terrain Sth 24
fiy 150 ft. {poor) touch 8, flat-focted 34
Very old 40 fi., burrow 20 ft., +0 37 (-2 size, +29 natural), DR 15/magic 11th 25
fiy 150 fi. (poor) touch &, flat-footed 37
Anclent 40 ft., burrow 20 fi., +0 38 |4 size, £32 natural),  Veil 13th 7
fly 200 ft. [clumsy) touch 6, flat-footed 38
Wyrm 40 ft., burrow 20 fi., +0 41 |4 size, +35 natwral), DR 20/magic 15th o
fiy. 200 f. (clumsy) touch 6, flat-footed 41
Creat wyrmy 40 fi., burrow 20 fi, +0 44 4 size, +38 natural). _Miroge arcana 17th 3

fly 200 ft. (clumsy)

touch 6. flat-footed 44

sCan alsa cast cleric spells and those from the Air, Evil, and Law domains. as arcane spells,




greatwyrm 39+ HD
Level Adjustment: Wyrmling +5; very young +5; young +5;
jusenile +6&; others —

Spells: As Fih-level sorcerer. -

Typical Sorcerer Spells Known (8/7/7/5; save DC 13 + spell level):
O—dancing lights, detect magic, ghest soutid, mage hand, ray of frost,
r:-i[d magic, resistance; lﬁ[—llrﬂ”“. I‘I.’"l”?i”!l.r. THEg ”1|55|[|.'. Ny shul's
magic aura, shield of faith; 2nd—darkness, invisibility, shatler; 3nd—|
cure serions wounds, dispel magic.

GREEN DRAGON
| Dragon (Air)
[Environment: Temperate forests
Organization: Wyrmling, very young, young, juvenile, and
young adule solitary or clutch (2=5% adule, mature adult, old,
very old, ancient, wyrm, or great wyrm: solitary, pair, or family
(1-2 and 2-5 offspring)
Challenge Ratings: Wyrmling 3 very young 4; young 5; juvenile
&; young adult 11; adule 13; mature adule 16; old 18; very old
12, ancient 21; wynm 22; great wyrm 24
Treasure: Triple standard
Alignment: Always lawful evil
Advancement: Wyrmling 6-7 HD; very young 9-10 HI;
young 12-13 HIK juvenile 15-16 HD; young adult 18-19
HIY adulr 21-22 HD; mature adulr 24-25 HIY; old 27-28 HD;
very old 30-31 HD; ancient 33-34 HD; wyrm 36-37 HD;

The dragon hes a toothy, curving jew line and rows of hormlets over fts
Leyes. There is o cluster of hornlets ai the chin. A erest begins just behind
the eyes and runs the length of the body, rising to full height juss bekind
the skull. The oder of chlorng clings to the dragon, whose scales mdiate
with o glowing emerald shine

Green dragons are belligerent and rend ro artack withour prove-
cation.,

A wyrmling green dragon's scales are thin, very small, and a
deep shade of green that appears nearly black. As the dragon
ages, the scales grow larger and lighter, turning shades of forest,
emerald, and olive green, which helps it blend in with irs
wooded surroundings

Green dragons make their lairs in forests; the older the forest
jand bigger the trees, the berter. They prefer caves in cliffs or hill-
sides and can be detected by the stinging odor of chlorine, Al-
though they have been known 1o eat practically anything, includ-
ing shrubs and small trees when they are hungrey enough, green
dragons especially prize elves and sprites.

GREEN DRAGONS BY AGE

Breath  Frightful

Base Attackf Fort Ref Will Weapon Presence
Age Size Hit Dice [hp) Str Dex Con Int Wis Cha Grapple Attack Save Save Save (DC) DC
Wyrmling S 5d1245 (37) 1[I0 013 100 1 10 #5520 7 5 4 2d6 (13} —
Yeryyoung M Ed12+16 (68) 15 30 13 10 1] 10 +w3f+10 __ +10 8 +6 +6 4d6 (16) -
Yaung "] 11d12+22 (93) 1710 158 12 13 12 #1144 +14 +39 7 +8 Bd6 (17) —
Juvenile L 14d13+42(133) 19 10 17 14 15 14  +14/+22  +17 412 +9 411 BdE(20] —
Youngadult L 17d12+68 (178) 3 1 1™ 4 15 4 #17[+E7 +d2 +14  +10  «12 10d6 (22) 20
Adult H 20d12+100 (230 27 1021 16 17 _l& +20/+36 +26 +17. +12 415 12d6 (23} a2
Mature adult H 23d12+115(264) 29 10 21 16 17 16 +Z3+40 +30 418 #1316 T4de (26) 24
Oild H 26d12+156 {325) 31 10 2 1 19 18  +16/+44 +34 t2] 415 +1%9 16d6 (2%) 27
Very old H 29d12+174 (362) 33 10 23 18 19 13 +29/+48 +38 +22.  +16 +20 1246 {30) 8
Ancient G I2d12+224 (432 35 10 25 20 21 20  +31/+56 w4 +25  +18__ +23 20d6 (33) L]
Wyrm G 35d12+280(507) 37 10 27 20 21 20 +35/+80 +44 +27 #1924 £2d6 (35) a2
Greatwyrm G 38d12+304.(551) 39 10 27 22 23 22  +38/+64 +48 +28. 411 +37 24d6 (37) 35

GreEEN DrRAGON ABILITIES BY AGE

Age Speed Initiative AC Special Abilities Caster Level SR

Wyrmling 40 ft., fiy 100 fi. {average), +0 15 (+1 size, +4 natural)  Immunity to acid, water breathing  — —
swim 40 ft, touch 11, flat-foated 15

Very young. 40 fir., fiv 150 fi. {poor), +0 17 («7 natural} = =
swim 40 fi, touch 10, flat-footed 17

Young 40 ft., fly 150 . (poar), 0 20 [+10 natural) — —
swim 40 ft. touch 10, fat-footed 20

Jusenile 40 fi., fly 150 ft. (poor), +0 22 (-1 size, +13 natural) 15t -
swim 40 fi. touch 9, flat-footed 27

Young adult 40 fi, fly 150 fi. (poor), +0 25 (-1 size, +16 natural), DR 5/magic ird 19
swirn £0 fi. touch 9, flat-footed 25

Adult 40 ft., fly 150 fr. (poor). + 27 (-2 size. +19 natural),  Suggestion Sth 21
swim 40 ft. towch &, flat-fogted 27

Mature adult 40 fi., fly 150 fi. (poor), +0 30/(-2 size, +22 natural), DR 10/magic 7th 22
swim 40 fi. touch 8, flat-footed 30

Old 40 ft., fly 150 fr._(poor). +0 33 (-2 size, +25 natural),  Plant growth 9th 4
swim 40 ft. touch 8, flat-footed 33

Viery old 40 ft., fiy 150 fi. (poor), +0 36 (-2 size, +28 natural), DR 15/magic 11th z5
swim 40 ft. touch B, fiat-footed 36

Ancient 40 ft., fly 200 ft. (clumsy), i) 37 (-4 size, +31 natural), Dominate person 13th 27
swim 40 fi. touch 6, flat-focted 37

Wyrm 40 ft., fly 200 ft. (clumsy),  +0 40 (-4 size, +34 natural), DR 20/magic 15th 8
swim 40 ft. touch 6, flat-footed 40

GCreat wyrm 40 fi., fly 200 fi. (clumsy), +0 43 (=4 size, +37 natural), _Command plonts 17th i0

swim 40 ft.

touch 6, flat-footed 43



Combat (nature) +18, Listen +25, Move Silently +20, Search +23, Sense |
Green dragons initiate fights with linde or no provocation, pick- Motive +11, Spellcraft +25, Spor +25,
ing on creatures of any size. If the rarger is intriguing or seems Swim +16; Alertness, Cleave, |
formidable, the dragon stalks the creature ro determine Flyby Attack, Hover, Im-|
the best rime to sirike and the most appropriare tac- proved Narural Arack
tics to use. If the target appears weak, the dragon (bire), Power Attack,
makes its presence known quickly—ir enjoys Wingover.
| evoking terror. Sometimes the dragon Breath Weapon (Sulk:
|2lects 1o control a humanoeid crez- s0-ft. cone, damage 12ds
ture through intimidarion and acid, Reflex DC 25
suggestion. Green dragons espe- i _half ]
cially like 1o question adven- Crush (Ex): Area
turers to learn more abour their 15 fi. by 15 fr.; Small
society and abilities, what is or smaller opponents take 2d8+12
going on in the countryside, and points of bludgeoning damage, and
if there is treasure nearby. muse succeed on a DC 23 Reflex save

Breath  Weapon | or be pinned; grapple honus +36
(Su): A green dragon Frightful Presence (Ex): 180-ft.
\has _one type_of radius, HD 19 or less, Will DC 21
\breath weapon, a / negates
cone of corro- Spell-Like Abilities: 3/day—
sive {acid) gas. § suggestion. Caster level 6th; save

Water DC 15, :

Breathing (Ex): Spells: As sth-level sorcerer

A green dragon Typical _Sorcerer  Spells
can breathe under- Koown (6/7/5;save DC 13
water indefinitely and can & spell level): 0-—rcane |
freely use its breath weapon, Ly mark, dancing lights,|
spells, and other abilities while detect _magic,  ghost]
submerged. sound, nead magic, restst-

Spell-Like Abili- ance; 1se—expeditions)

o

ties: 3/day—suggestion (adulr rebreat, Nystul's wnde- | =
or older), dominate person {ancient or older}; 1/day— Green dragsn tectable_aura, shield, g
plant growth (old or older), command plants (great wyrm). true strike; 2nd—blur, detect thoughts. T
Skills: Bluff, Hide, and Move Silently are considered class skills Water Breathing (Ex): This dragon can breathe underwater g’

for green dragons. indefinitely and can freely use its breath weapon, spells, and other
abiliies while submerged. E

Adult Green Dragon: CR 13; Huge dragon (air); HD 20d12+100, )
hp 230; Init +0; Spd 40 fr., swim 40 fr., fly 150 ft. (poork AC 27,1 RED DRAGON

touch 8, flar-footed 27; Base Atk +20; Grp +36; Atk 426 melee ] Dragon (Fire)
(3d8+8, bite), Full Atk +26 melee (3d8+8, bite), +21 melee (2da4, . Environment: Warm mountains
2 claws), +21 melee (1d8+4, 2 wings), +21 melee (2d6+12, rail Organization: Wyrmling, very young, young, juvenile, and
slap); Space/Reach 15 fi./10 fr. (bite 15 ft.); SA breath weapon, young adult: solitary or clutch (2-5) adult, marure adult, old,
crush, frightful presence, spell-like abilities, spells; SQ damage very.old, ancient, wyrm, or great wyrm: solitary, pair, or family
reduction 5/magic, darkvision 120 ft., immunity to zcid, sleep, and (1—2 and 2-5 offspring)
paralysis, low-light vision, spell resistance 21, sater breathing; Challenge Ratings: Wyrmling 4; very young §; young 7; juve-
AL LE; SY Fort +17, Ref +12, Will +15; Str 27, Dex 10, Con 21, nile 10; young adult 13; adult 15; mature adulr 18; old 20; very
Int 16, Wis 17, Cha 16, old 21; ancienr 23; wyrm 24; great wyrm 26

Skills and Feats: Bluff +20, Concentration +15, Diplomacy +13, Treasure: Triple standard
|Hide +0, Intimidate +25, Knowledge (arcana) +18, Knowledge Alignment: Always chaotic evil

Rep DrRAGONS BY AGE
Breath  Frightful

I712:370 (610) 41 10 31 24 25 24 +37[+64 #4830 420 <27 22410 38) 35
ADJ12+400 (660) 45 10 31 26 27 26  +4Q0/+73  +49 432 422 430 24d10(40) 38

Wyrm
Great wyrm

Base Attack/ Fort Ref 'Will Weapon  Presence

Age Size Hit Dice [hp) Str Dex Con Int Wis Cha  Grapple Attack Sawve Save Save (D) DC
Wyrmling M 7d12+14 (59) 710 18 0 1M a0 #1410 +10 +7 +5 +5 2d10(15) —
Veryyoung L  10d12+30(95) 21 10 17 12 13 12 +10/+19 _+14 410 7 +8  4d10(18) —
Young L 13d12+39 (123) 2% 10 17 1 13 12 +13/+24 +19 +11 +8 +9 6d1019) —
Juvenile L 16d12+64 (168) 29 10 19 14 15 14 +16/+29 424 14 +10  +12 8d10 (22} —
Youngadult H  19d12:95(218) 31 10 21 14 15 14 +19/+37 427 416 +11  +13  10d10(24) 2
Adult H 22d12+110(253) 33 W0 21 16 19 16 +22/+41 +31 +18 413 +1/ 12d10 (26) 24
Mature adult H 25d12+150 (312) 33 10 23 18 19 18 +25/+44 +34 +20  +14 418 14410 (28) 16
old G 28412+196(378) 35 10 25 20 21 20 +28(+52__ #36  +23 +16 <21 16d10(31) 29
Wery old G Idi2+248 (449) 37 W0 ¥ 22 213 12 +31/+56 +40 +25  #17  +23 1810 (33) N
Ancient G 34d12:306(527) 39 10 29 24 325 24 +34/+60 _+44 28 +19  +26  20d10 (36) 34

G
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Rep DRAGON ABILITIES BY AGE

Age Speed Initiative AC Special Abilities Caster Level SR

Wyrmling 40 i, fly 150 fi. (poor) +0 16 (+6 natural) Immunity to fire, — -
touch 10, flat-footed 16 vulnerability to cold

Verg young 40 ft., fly 150 ft. (poor) +0 18 -1 size, +9 natural) - -
towch 9, flat-footed 18

Young 40 ft., fiy 150 ft. (poor) +0 21 (-1 size, 412 natural) st -
touch 9, flat-footed 21

Juvenile 40 ft., fly 150 fi._{poor) +0 24 -1 size, +15 natural)  Locate object rd —
touch 9, flat-footed 24

Young adult 40 ft., fly 150 fi. [poar) +0 26 (-2 size, +18 natural) DR 5/magic Sth 19
touch 8, flat-footed 26

Adult 40 ft,, fly 150 fi. {poor) +0 19 (=2 size, +21 natural) Tth 21
touch 8, flat-footed 29

Mature adult 40 fi., fiy 150 fi. (poaor) + 32 (-2 size, +24 natural) DR 10/magic Sth 23
touch 8, flat-footed 32

old 40 fi., fy 200 f. {clumsy) +{ 13 (4 size, +27 natural)  Suggestion 11th 24
touch 6, flat-footed 33

Very old 40 fi., fly 200 f. (clumsy) <0 36 (4 size, +30 natural) DR 15/magic 13th 26
touch 6, flat-footed 36

Ancient 40 fi., fly 200 fi. (clumisy) +{ 39 (-4 size, +33.natural)  Find the path 15th 23
touch 6, flat-footed 39

Wyrm 40 fr., fly 200 ft. (clumsy) +0 42 (4 size, +36 patural) DR 20/magic 17th 30
touch &, flat-footed 42

Great wyrm 40 fi., fly 200 f. (clumsy) +0 41 (-8 size, +39 natural)  Discern location 15th 32

touch 2, flat-footed 41
*Can also cast cleric spefls and those from the Chaos, Evil, and Fire domains as arcane spells

LAdvancement: Wyrmling §-9 HIY very young 11-12 HD; sulfurous, smoky odor. However, they always have a high perch |
young 14—15 HD; juvenile 17-18 HID; young adule 20-21 HIx nearby from which o haughtily survey their territory, which they
adult 23-24 HI} marure adult 26-27 HI; old 29-30 HIY; very consider 1o be everything in sight. This high perch sometimes

% old 32-33 HIY, ancient 35-36 HD; wyrm 38-39 HD; great intrudes upon the territory of a silver dragon, and for this reason |
: wyrm 41+ HD red dragons and silver dragons are often enemies.

.3 Level Adjustment; Wyrmling +4; very young +5; young +6; Red dragons are meat eaters by preference, and their favorite
B others — — food is a human or elven youth. Sometimes they charm villagers
= into regularly sacrificing townsfolk 1o them.

-_é;' The drogan has horns extend-

e Cambat

ing back aover the neck, frilled

ears, ard smaller horns at the Because red dragons are so confident,
o they seldom pause to appraise an
B adversary. On spotting a target,
they make a snap decision
whether to awack,

cheeks and chin, with rows of horns -
ower the brows. The nose (s beaklike and

sports o small ko, A frill begins. behind
the head and runs to the tip of the tail. The
dragon reeks of smoke and sulfur, and its
scales shine with shades of crimsan and scaret

Red dragons are the most covetous of all dragons,
forever seeking to increase their treasure hoarde,
| They are exceptionally vain, which is reflected in
their proud bearing and disdainful expression.
The small scales of a wyrmling red dragon are a
bright glossy scarlet, making the dragon easily spot-
ted by predarors and hunters, so it stays underground
and does not venture outside until it is more able o
take care of itself Toward the end of young age, the
scales turn a deeper red. and the glossy texture is J§
replaced by a smooth, dull finish. As the dragon 9
grows older, the scales become -
large, thick, and as strong LD
as metal The neck frill . <
|and wings are an ash blue #
or purple-gray roward the v
ledges, becoming darker
with age. The pupils of a red dragon fade as it ages; the oldest red
dragons have eyes that resemble molten lava orbs,
Bed dragons lair in large caves that extend deep into the earth, |
which shimmer with the heat of their bodies and are marked by a




using one of many strategies worked out ahead of time. A red
dragon lands to attack small, weak creatures with its claws and
bite rather than obliterating them with its breath weapon, so as
not to destroy any treasure they might be carrying.

Breath Weapon (Su): A red dragon has one type of breath

weapon, a cone of Hre,

Locate Object (Sp): A juvenile or older red dragon can use this |
ability as the spell of the same name, once per day per age caregory. |
Other Spell-Like Abilities: 3/day—suggestion (old or older); |
1/day—find the path (ancient or older), discern location (grear)

WY )
Skills; Appraise, Bluff, and Jump are considered class skills for
red dragons,

Very Old Red Dragon: CR 21; Gargantuan dragon (fire); HD
31d12+248, hp 449; Inir +4; Spd 40 fr, fy 200 fr. (clumsy); AC 35,
touch &, flar-foored 36; Base Atk +31; Grp +56; Atk +40 melee

(4d6+13, bire); Full Atk +40 melee (4da+13, bite), #35 melee |
{{2d8+6, 2 claws), +35 melee (2d6+6, 2 wings), +35 melee (2d8+19,/
{tail slap) Space/Reach 20 fr./15 fr. (bire 20 fi.); SA breath weapon, |

crush, frightful presence, snatch, spell-like abilities; spells, rail
sweep; 50 damage reduction 15/magic. darkvision 120 fr, immu-
nity to fire, sleep, and paralysis, low-light vision, spell resistance 25,
vulnerabilicy to cold; AL CE; SV Fort +25, Ref +19, Will +25; Str 37,
Dex 10, Con 27, Int 22, Wis 23, Cha 22.

skills and Eeats; Appraise +31, Bluff +37, Concentration +28,
Craft (trapmaking) +18, Hide +2, Intimidate =39, Jump +48,
Knowledge (arcana) +31, Knowledpe Uocal) +31, Knowledge
(religion) +31, Listen +37, Search +37, Sense Motive +37. Spell-
craft +39, Spor +37, Use Magic Device +22; Awesome Blow, Flyby
Artack, Cleave, Great Cleave, Improved Bull Rush, Improved Ini-
tintive, lron Will, Lightning Reflexes, Power Attack, Snatch,
Wingover,

Breath Weapon (Su): 60-ft. cone, damage 18d10 fire, Reflex
DC 33 half,

Crush (Ex); Area 20 fr. by 20 [t; Medium or smaller opponents
tuke 4d6+19 points of bludgeoning damage, and must succeed on
a DC 33 Reflex save or be pinned; grapple bonus +56.

Frightful Presence (Ex): 270-ft. radius, HD 30 or less, Will DC |

29 negates

Snatch (Ex): Grapple bonus +56; claw against creature of |

Medium or smaller for 2d8+6/round, bite against Large or smaller
for 4d6+13/round, or 8d6+26 if the dragon does not move;
snatched creature can be flung 90 fr. for 9de points of damage

Spell-Like Abilities: 9/day—Ilocate phject; 3/day—suggestion.
Caster level 13th; save DC 16 + spell level

Spells: As 13th-level sorcerer

Typical Soncerer Spells Known (6/8/8/7./7/7/5: save DC 16 + spell
level); 0—arcane mark, dancing lights, detec! magic, ghost sound, guid-
ance, mage hand, prestidigilation, read_magic, resistance; 1st—alarm,

WHITE DRAGONS BY AGE

Age Size Hit Dice [hp) Str Dex Con Int Wis
Wyrmling T 3d12+3 (22) 110 @36 1N
Yary young 5 6d12+6 (45) 13 10 13 & 1
Young M 9d12+18(7%6) 15 10 15 6 N
Juvenile M© 12d12:24(102) 17 10 15 & T
Young adult L 15d12+45 (142) " W E N
Adult L 18012472 {183) 23 10 19 10 M
Mature adult H d12405 (241) 27 10 21 12 13
old M 244124120 (276) 29 10 21 1213
Very old H 21124162 (337) 21 10 23 14 13
Ancient H 30d12+180 (375) 33 10 23 14 13
Wyrm G 33124230 (445) 35 10 25 14 15
Greatwyrm G 164124288 (522) 37 10 27 18 19

chill teuch, diving favor, magic missile, shield; 2nd—cat’s grace, cure |
moderitle wounds, darkness, detect thoughts, invisibility; 3vd—deeper |
darkness, dispel magic, haste, protection from elements; 4th—charm |
monster, emotion, nestoration, spell tmunity; Sth—circle of doom, fee- |

| blemind, shadow evocation; th—agid fog, heal.

Tail Sweep (Ex): Half-circle 30 ft. in diameter, Small or smaller

|opponents take 2d6+19 points of bludgeoning damage, Reflex DC

33 half

WHITE DRAGON

Dragon (Cold)

Environment: Cold mountains

Organization: Wyrmling, very young, young, juvenile, and
young adult; solitary or clurch (2-57 sdult, marure adulr, old,
very old, angient, wyrm, or great wyrm: solitary, pair, or family |
{1=2 and 2-5 offspring)

. Challenge Ratings: Wyrmling 2; very young 3; young 4; juvenile

6; voung adult 8 adulr 10; marure adult 12; old 15, very old 17; |
ancient 18; wyrm 19; great wyrm 21

| Treasure: Triple standard

Alignment: Always chaotic evil

Advancement; Wyrmling 45 HIX yery young 7-8 HIY, young
10-11 HIX juvenile 13—14 HD; young adult 16-17 HIY, adult
19-20 HI% mature adult 22-23 HI); old 256-26 HIE very old 25-29
HIX ancient 31-32 HIX wyrm 3435 HI; grear wyrm 37+ HD

Level Adjustment: Wyrmling +2; very young +3; young +%
juvenile +5; others -

The dragon has o beaked nose, spiny dewlaps, and a crest supponed by.a

single, back-curving spine, A erisp, faintly chemical odor accampanies the |
dragon, whase scales glisten like smow

Among the smallest and least intelligent of dragonkind, most
whire dragons are simply animalistic predarors. Their faces
express single-minded ferocity rather than the shrewdness of
their more powerful kin

The scales of a wyrmling white dragon glisten like mirrors. As
the dragon ages, the sheen disappears, and by very old age, scales
of pale blue and light gray are mixed in with the white

White dragons’ lairs are usually icy caves and deep under-
ground chambers that open away from the warming rays of the
sun. They store all of their treasure within the lair, preferably in
caverns coated in ice, which reflecr the gems. White dragons are
especially fond of diamonds,

Although whire dragons are able to eat nearly anything, they
are very particular and will consume only food that has been
frozen, Uspally 2 dragon devours a creature killed by its breath
weapon while the carcass is still stiff and frigid. It buries other
kills in snowbanks until they are suitably frozen.

Breath  Frightful

Base Attack/ Fort Ref 'Will Weapon Presence
Crapple  Attack Save Save Save (BC) v
4 3)"5 5 4 +3 +3 1d& :12] —
+6/+3 8 45 +5 5 2d6 (14)  —
SR 11 +B 46 46 3d6 (16) —
V20415 415 410 48 48 446 (18) =
#15/423  #18  412 48 49 5d (200 17
+18/+28 +23 +15 #1141 6d6 (23) 20
POy ARG R B | T | 7d6 (25) 20
+247+41 431 +19 414 +15 8d6 (27) 23
+27/+45 435 21 #15 417 ode(2m) B
+30/+49 +39 423  +17 419 10d6 (31) 21
+33/457 441 £25 +18 +20 dE33) B9
SIEME] 445 43R 420 +24  12d6 (36} 32




White dragons’ natural enemies are frost giants, who kill the

dragons for food and armor and ceprure them to use as guards.

Combat

Whire dragons prefer sudden assaults, swooping down from aloft,
or bursting from beneath water, snow, orice. They loose their,
breath weapon, then try to knock out a single opponent with a|

Hollow-up attack

Breath Weapon (Su): A white dragon has one type of breath

Jweapon, a cone of cold.

Icewalking (Ex): This ability works like the spider climb speu,l

Freezing Fog (Spl: An old or older white dragon can use this abil-
ity three times per day, It is similar to a solid fog spell bur also causes |
arime of slippery ice to form on any surface the fog ouches, cre-
aring the effect of a grease spell, The dragon is immune to the grease

(effect because of its icewalking ability, This ability is the equiva-
|lent of a 5th-level spell.

Other Spell-Like Abilities: 3/day—fog cloud (juvenile or
older), gust of wind {adulr or older), wall of ice (ancient or older);
1 /day—control weather (great wyrm).

Skills: Hide, Move Silently, and Swim are considered class|
skills for white dmgons

but the surfaces the dragon climbs
.must be icy. Itis =

always in
affect.

Young White Dragon: CR 4; Medium dragon (cold);
HD 2d12+18; hp 76, Init +4: Spd 60 ¢,

4§ burrew 30, fly 200 fi. (pooc), swim 60 ft.;,
- AC 18, touch 10, flar-footed 18 Base Atk
+9; Grp +11; Atk +11 melee {2d6+2,

bite); Full Atk +11 melee (2d6+2,
"1 bite), +6 melee =Zlnl£-:—!..2 -:[.'.lw?';..
o +6 melee (1d4+1, 2 wings); SA
)\

Breath weapon: SQ dackvision
120 fr., icewalking, immunity
to cold, sleep, and pacalysis,
low-light vision, vulnerabil-
ity to fire; AL CE; SV Fori
v8, Ref +6, Will +6; Srr 15,
Dex 10, Con 15, Int 6, Wis
11, Cha 6. |
Skills and Feats: Intimi-|
date +10, Listen +12, Search
+12, Spot +12; Flyby Awack, Im-
proved Initiative, Improved Natural
Artack (bite), Wingover.
Breath Weapon (Su): 30-ft. cone,
damage 3ds cold, Reflex DC 16 half
Icewalking (Ex): As the spider
elimb spell, but the surfaces the dragon
y— climbs must be icy; always in effect

RN
e/

¥ hite dragon
WHITE DRAGON ABILITIES BY AGE

Age Speed Initiative  AC Special Abilities Caster Level SR

Wyrmling 60 ft., burrow 30 ft., «{ 14 (+2 size, +2 natural),  loewalking, immunity to cold, — —
fly 150 fi. (average), swim 60 fi. touch 12, flat-footed 14 vulnerability to fire

Very young 60 ft., burrow 30 fi., +0 16 (+]1 size, +5 natural), — —
fly 150 fr. {average), swim &0 fi. touch 11, flat-footed 16

Young 60 ft., burrow 30 fi., +0 18 (+8 natural), = —
fly 200 fi. [poor), swim 50 fi. touch 10, flat-foated 18

Juvenile 60 ft., burrow 30 fi., +0 21 [#11 natural), Fog cloud — -
fly 200 ft. (poor), swim_ 60 fi. towch 10, flat-footed 21

Young adult 60 ft., burrow 30 fi, <0 23 (-1 size, +14 natural), DR 5/magic — 16
fiy 200 ft. (poor), swim B0 ft. tauch 9, flat-footed 23

Adult 60 ft., burrow 30 fi. +0 26 (-1 size, +17 natural),  Gust of wind Ist 18
fly 200 fi. (poor). swim 60 ft. touch 9, flat-foated 26

Mature adult 60 ft., burrow 30 fi.. +0 28 (-2 size, +20 naturzl), DR 10/magic Ird 20
fiy 200 ft. (poor), swim 60 fi. towch 8, flat-footed 28

Old €0 fi., burrow 30 fi. +0 3 (-2 size, +23 natural), _Freezing fog Sth 21
fiy 200 ft. (poor), swin &0 fi. touch &, flat-footed 31

Very old 60 ft.. burrow 30 ft., +0 34 (-2 size, +26 natural), DR 15/magic Tth L
fiy 200 ft. (poor), swim &0 fi. touch 8, flat-footed 34

Ancient 60 ft., burrow 30 ft +0 37 (-2 size, +29 natural), _ Wall of ice Sth 4
fly 200 ft. (poor), swim &0 fi. towch &, flat-footed 37

Wyrm 60 fi., burrew 30 ft., +0 38 (4 size, +32 natural), DR 20/magic 11th 25
fiy 250 ft. {clumsy), swim 60 ft. touch &, flat-footed 38

Great wyrm 60 ft.,, burrow 30 f., +0 41 [—4 size, +35 natural).__ Control wenther 13th 27

fly 250 ft. (clumsy), swim &0 fi.

touch 6, flat-footed 41



Brass dragons are notoriously talkative. They may have usel; E:
M ETA]_ Ll C D RAG O N S |:{F;m::izun?li?uﬁuj]:‘_ﬁhnrc :]I ul:lh' t;ll‘lnrr long r.LmiJlTn;i::J.I_

Metallic dragons make up the good branch of dragonkind, but hinting for a gift.

they are every bit as aggressive as their evil cousins when threar- At birth,  brass dragon’s scales are a dull, mortled brown, As|
ened or challenged. They also tend 10 be coverous and proud..  .the dragon gets older, the scales become more brassy until they
| _reach a warm, burnished appearance. The grand head-plates of a
BRASS DRAGON | .brass dragon are smooth and metallic, and it sports bladed chin
Diragon (Fire) horns that grow sharper with age. Wings and frills are mottled
Environment: Warm deserts . green toward the edges, darkening with age. As the dragon.
Organization: Wyrmling, very voung, young, juvenile, and grows older, its pupils fade until the eyes resemble molten.
young adult solitary or clurch (2=5); adult, marure adult, old, metal orbs,
very old, ancient, wyrm, or great wyrm: solitary, pair, or family Brass dragons love intense, dry heat and spend most of their
(1=2 and 2-5 offspring} time basking in the desert sun. They are accompanied by a tangy
Challenge Ratings: Wyrmling 3; very young 4; young &; juvenile metallic or sandy odor. They lair in high caves, preferably facing
8; young adult 10; adulr 12; marure adult 15; old 17; very old 19 east to enjoy the morning warmth, and their territories always
ancient 20; wyrm 21; preat wyrm 23 contain several spots where they can sunbathe and trap unwary
Treasure: Triple standard travelers in conversation
Alignment: Always chaotic good | Brass dragons can and will eat almost anything if the need
Advancement; Wyrmling 5—6 HID; very young §-9 HI; young \arises, but they normally consume very linle. They are able 1o ger |
11-12 HI juvenile 14-15 HD; young adult 17-18 HIY, adult nourishment from the morning dew, a rare commodity in their
20-21 HD; mature adult 23-24 HI: old 26-27 HD; very old habitat, and have been seen carefully lifring it off plants with their
29-30 HDY; ancient 32-33 HD; wyrm 3536 HI; great wyrm long wongues
38+ HD Because they share similar habitats, blue dragons are brass deag-
Level Adjustment: Wyrmling +2; very voung +3; young +4; ons’ worst enemies. The larger blues have the advantage in one-

on-one_con-
¢ _[rontations, so

juvenile +4;
others

Brass dragon
The dragen’s head hes &
muossive plate at the forehead and
bladelike horns ag the chin

LA frill runs the length of the™

they can rally their

.rgck, and the dragon has marnta- artack.
like wings, The drogon smells like
sunbaked sand, and its scales glis- Combat

Brass deagons would rather ralk
than fight. If an intelligent crea-

ture tries o leave without
i engaging in conversation, the
dragon might force compli-
ance in a fit of pique, using sug-
gestion or a dose of deep pas. A
creature put o sleep may wake
to find itself pinned or burled 1o
the neck in the sand
; until the dragon's

thirst for small ralk is

glaked. When faced
with real danger
younger hrass dragons
fly our of sight, then

ten like polished brass.

Brass DRaGONS BY AGE
Breath  Frightful

Base Attack/ Fort Ref Will Weapon  Presence
Age Size Hit Dice [hp] Str Dex Con Int Wis Cha  Grapple Attack Save Save Save (D<) oC
Wyrmling T 4d12+4 (30) 10 13 10 11 10 A4 4B +5 4+ 146 (13 —
Very young 5 7d12+7 (52) 13 10 13 14 1110 +7/+4 +3 +B +3 +3 2d6 (14) -
Young h 10d12+20 (B5) 15- 10 1% 12 13 12 +10/+12 +12 +3 +7 +& 3de (17) -
Juverile M 13d12:26(110) 17 10 15 12 13 12 413/+16 16 410 38 49 4d6 (18)  —
Young aduft L 16d12:48 (152) 19 10 17 14 15 14  +16H+24  +13  +13 +10 412 sde (1) 20
Adult L 19d12+76 (193) 23 10 19 14 15 14 +19/+20 +34 +£15_ #]1 413 edb (23] 21
Mature adult H 22d12+110(253) 27 10 21 & 17 16 +23/+38 +28 +1&8 +13 +16 7d6 (26) 24
Old H 25d12+125 (287 29 10 21 16 17 16 +25/+42 £32 +19 _+14 417 8d6 (21 25
Very old H 28d12+168(350) 31 10 23 18 19 18 +2B/+46 +36 422 +16 +20  9d6(30) 28
Ancient H Nd12+186(387) 33 10 23 18 19 18 43450 +40 423 +17  +21 1046 (3)) 29
Wyrm G 34d12+238 (459) 35 10 25 20 21 20 434458 442 +26  +19  +24 11d6 (34) 32
Greatwyrm G 374124296 (536) 37 10 27 20 2120  +37/+62  +46 428 +20 +25  12d6(3) 3

brass. dragons.
usually _try o)
evade them uniil

neighbors for a mass)

=
g
F
|




Brass DrRAGON ABILITIES BY AGE

Age Speed Initiative AC Special Abilities Caster Lovel SR

Wyrmling 60 fi, burrow 30 fi., +0 15 {+2 size, 43 natural),  Immunity to fire, speak with = ==
fiy 150 ft. (average) touch 12, flat-fonted 15 animals, vulnerability to cold

ery young 60 fi., burrow 30 fi., +0 17 (+1 size, 6 natural), =
fly. 150 fi. (average) touch 11, flat-footed 17

Yaing B0 fi., burrow 30 i, +0 19 (+9 natural), st -
fly 200 ft. (poar) touch 10, Aat-footed 19

Juvenile 60 fi., burrow 30 fi., +0 22 (+12 natural), Erdure elements 3rd -
fiy 200 ft. (poor) touch 10, flat-footed 22

Young adult 60, burrow 30 ft., +{ 24 (-1 size, +15 natural), DR 5/magic 5th 18
fiy 200 ft. {poor) touch 9, flat-footed 24

Adult 80 ft., burrow 30 ft., +{1 a7 [- size, +1& natural  Swuggestion Tth 20
fiy 200 fi. {poor) touch 9, flat-footed 27

Mature adult. 60 fi., burrow 30 ft., +0 29 [-2'size, +21 natural), DR 10/magic Sth 22
fiy 200 ft. {poor) touch &, flat-footed 29

Old 60 ft., burrow 30 fi., +( 32 [-2 size, +24 natural),  Control winds 11th 24
fly 200 ft. (poer) touch &, flat-footed 32

Very old 60 fi., burrow 30 ft., +0 35 (-2 size, +27 natural), DR 15/magic 13th 25
fiy 200 R. (poar) touch 8, flat-footed 35

Ancient 60 fi., burrow 30 fi., +0 38 (-2 size, +30 natural), Control weather 15th 7
fiy 200 ft. {poar) touch &, flat-footed 38

Wyrm 60 ft., burrow 30 ft., +0 39 (-4 size, +33 natural), DR 20/magic 17th 28
fiy 250 ft. {clumzsy) touch &, flat-footed 39

Great wyrm 60 fi., burrow 30 fi., +0 47 (-4 size, +36.natural), Summon diinmi 19th i0

fly 250 ft. {clumsy) touch 6, flat-focted 42
*Can also cast cleric spells and those from the Chaos and Knowledge domains as arcane spells,

{hide by burrowing inro the sand. Older dragons spurn this ploy but
siill prefer to have the advantage in combar.
Breath Weapon (Su): A brass dragon has two types of breath
{weapon, a line of fire and a cone of deep. Creatures within the cone
must succeed on a Will save or fall asleep, regardless of HD, for
| 1d6 rounds plus 1 round per age caregory of the dragen,
Spell-Like Abilities: At will—speak with animals; 3/day—endure
elements (juvenile or older; radius 10 fi. x dragon’s age caregory);
1 /day—supgestion (adult or older), contml winds (old or older), control
wenther {(ancient or older).

Summon Djinni (Sp): This ability, usable by a great wyrm brass |
dragon, works like a summon monster spell, excepr that it summons |

one djinni. This ability is the equivalent of a 7th-level spell.
Skills: Bluff, Gather Information. and Survival are considered
class skills for brass dragons,

Wyrmling Brass Dragon: CR 3; Tiny dragon (fire); HD 4d 1244
hp 30; Init +4; Spd 60 fr.. burrow 30 fr., fly 150 fi. {average); AC
15, touch 12, flar-footed 15; Base Atk +4; Grp—+: Atk +6 melee (1d4,
bite); Full Atk +6 melee (1d4, bite), +1_melee (1d3, 2 claws)
| Space/Reach 2-1/2 fr./0 fr. (bire 5 fr.); SA breath weapon, spell-like
jabilities; SQ darkvision 120 fr., immunity to fire, sleep, and paraly-

BronzE DRAGONS BY AGE

sis, low-light vision, vulnerability ro cold; AL CG; SV Forr +5, Ref
=4, Will +4; Ser 11, Dex 10, Can 13, Int 10, Wis 11, Cha 10,

Skills and Feals; Hide +7, Knowledge (history) +6, Knowledge |
local) +6, Knowledge (nature) <5, Listen +6&, Search +6, Spot +4&
Flyby Arack, Improved Initiative

Breath Weapon (Su); 30-ft. line, damage 1ds fire, Reflex DC 13
halF; or 15-ft. cone, sleep 1dé+1 rounds, Will DC 13 negates,

Spell-Like Abilities: At will—speak with animals. Caster
level 151,

BRONZE DRAGON

Diragon (Water)

Environment: Temperate hills

Organization: Wyrmling, very young, young, juvenile, and
voung adult: solitary or clurch (2-53 adult, marure aduly, old,
very old, ancient, wyrm, or great wyrm: solitary, pair, or family
{1=2 and 2-5 offspring)

Chai[enge Rarings: Wyrmling 3; very young 5; young 7; juve-
nile 9; young adult 12; adulr 15; mature adult 17; old 1% very
old 20; ancient 22; wyrm 23; great wyrm 25

Treasure: Triple standard

Alignment: Always lawful good

Breath  Frightful

Base Attack/ Fort Refl Will Weapon  Presence
Age Size Hit Dice [hp) Str Dex Con Int Wis Cha Grapple Aftack Save Save Save (o) DC
Wyrmling 3 6d12+6 (45) 13 10 13 14 15 14 +6+3 +§ +5 +3 +7 2d6 (14) -
Veryyoung M 9d12+18(76) 15 10 15 14 15 14 497411 411 +8  +6  +8 ad6 (16 —
Young M 12d12+24 (102) 17 10 15 16 17 16 C+12[+15 +15 +10  +8  +11 Gdb (18) =
|uvenile L 15d12445 (142) 19 10 17 18 19 18 +15/4+23 +18 +12 9 13 Ede (20) =—
Young adult L 18d12+72 (189) L L T T | +18f+28 <23 +15 411 415 10d6 (23) 23
Adult H 21d]12+105(247) 27 70 21 W0 21 A +21/+37 +27 +17 +12 +17 12d6 (25) 5
Mature adult  H 24d12+120(276) 29 10 21 20 N 200 +24+4) +31 +19 +14  +19 T4de (27) 7
Old H 27124162 (337) 31 10 23 23 21 I3 427[+45 +35 $21 +15  +11 16d6 (29) 29
Very oid H 124180 (375) 33 10 1 1 B 1 40449 439 +23 #17  +33 Téde (31) n
Ancient G 334124231 (445) 35 10 25 24 25 24 +33f457 4] +25  +1 +23 2046 (33) il
Wyrm G I6d12+288 (522) 37 10 27 26 27 26 +3bf+6] +45 +i8  #20 428 22d6 (36) 36
Creatwyrm G 104124312 (565) 39 10 7 26 2T 26 +39/+65 +49 $29  +2]  +29 24d6 (37) 37



Advancement: Wyrmling 7-8 HD; very young 10-11 HID; # blue-black tint to the edges of their scales. Powerful swimmers, |

voung 13-14 HI; juvenile 16-17 HD; young adulr 19-20 HD; they have webbed feet and smooth, flar scales. The pupils of its |
adule 22-23 HD; marure adulr 25-26 HD; old 28-29 HD; very eyes fade as a dragon ages, uniil in the oldest the eyes resemble |
old 31-32 HI; ancient 34-35 HD; wyrm 37-38 HID, great glowing green orbs, i
wyrm 40+ HD | | Bronze dragons like coastal hills near deep Fresh water or salt
Level Adjustment: Wyrmling +4; very young +4; young +6; | _lwater. They often visit the depths to cool off or hunt for pearls
others — | and sunken rreasure. They prefer caves that are accessible only
i 1 from the water, but. their lairs are always dey—they do not lay
| The dragon has a ribbed and fluted crest sweeping back from its chegks | eggs, sleep, or store treasure underwater. A smell of sea spray |
and eyes, The ribs In the crests end (n gunving > I —pees. lingers about

horns, The dragon also has small horms / = — - them, Bronze
Lon_its lower jow ond e dragons eat aquaric plants
chin._ It hes o and some varieties of seafood, They
beaklike snout and especially prize shark meat, They also |
a small head frill, as dine on the occasional peacl.

well a5 a tall_neck frill,

The _scent_.af the sea Combat

surrounds._the drogon,  JBl /e S - h : = e Bronze dragons dislike killing ani-
\and..its scales have a_ J# . o ~ mals and would rather,
(metallic, golden bribe them (perhaps

with food) or force them away |
magically. They use delect thoughts |
to learn intelligent creatures’ inten-
tions. When arracking they blind their
opponents with fog clowd and then charge or,

brown cast,

Bronze drag-
quisirive and i 0

enjoy polymorphing inte if flying, snarch them up. Against seafaring
|gbserve adventurers. They are { their tails 1o smash the vessels’ hulls. |
| fascinated by warfare, cagerly *q If 1 dragon is inclined o be |
just cause—and A - ; i, - be _merely be-|
Lgood pay. A g SR R : r | p calmed, fogbound. |
ling's scales are % i . i ¥/ Breath Weapon
yellow ringed with f : (Su): Bronze dragons
a hint of bronze. As W= breath weapon, a
the dragon approaches adulthood, its color deepens = line of light-

ons are in-
small, friendly animals to f; opponents they conjure Up a SIOCM OF Use |
¢
Jeining an army for a lenteny, ships might |
A bronze wyrm= ) : 3 ) ) i or broken-masted.
green, showing only have two types of
slowly 1o a darker, rich bronze tone, Very old dragons develop &85 ning and a cone

=
E
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_firenze dragon

Bronze DRAGON ABILITIES BY AGE

Age Speed Initiative AC Special Abilities Caster Level SR

Wyrmling 40 f., fly 100 f. (average), +0 16 (+] size, +5 natural),  Immunity to electricity, = —
swim 60 fi. touch 11, flat-foated 16 water breathing. speak with animals

Very young 40 fe., fiy 150 ft. (poor). +0 18 {+& natural), g -
swim B0 fi. towch 10, fat-footed 18

Young 40 R, Ay 150 ft. (poor), +0 21 (#11 natural), Alternate form 15t —
swim 60 fi. touch 10, flat-foated 21

Juyenile 40 fi., fiy 150 f. (poor). +0 23 (=1 size, +14 natural), 3rd
swim 60 fi touch 9, flat-footed 23

Young adult 40 fi., fly 150t [pocr), +0 26 (-1 size, +17 natural), DR 5/magic 5th 0
swim 60 fi. touch 9, flat-footed 26

Adult 40 f., Ay 150 ft. (poor). +0 28 (-2 size, +20 natural),  Create jood and water, fog clowd 7th i2
swirn 60 ft. touch &, flat-footed 28

Mature adult 40 ft., fly 150 fi. (poer), +0 31 (-2 size, +23 natural), DR 10/magic 9th 3
swim B0 fi touch &, flat-footed 31

Old 40 ft., Ay 150 ft._(poor). +0 34 (-2 size, +26 natural),  Detect thoughts 11th 25
swim 60 fi. touch &, flat-footed 34

Very old 40 fi., fly 150 fr (poor), +0 37 (=2 size, +29 natural), DR 15/magic 13th 26
swim 60 fi. touch &, flat-footed 37

Ancient 40 ft., Ay 200 fi. (clumsy), +0 38 (4 size, +32 natural), Control water 15th 28
swim B0 fi. towch 6, flat-footed 38

Wyrm 40, My 200 ft. (clumsy), +0 47 (4 size, +35 natural), DR 20/magic 17th 29
swim 60 fi. touch 6, flat-footed 41

Great wyrm 40 fi., fy 200 fi. (elumsy), +0 44 (4 size, +38 natuml), _Control weather 15th ER |
swimn 60 fi touch 6, flat-footed 44

*Can also cast cleric spells and those from the Animal, Law, and Water domains as arcane spells.
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of repulsion gas. Creatures within the cone must succeed on a
Will save or be compelled 1o do nothing but move away from the
dragon for 1dé rounds plus 1 round per age category of the
dragon, This is a mind-affecting compulsion enchantment effecr.

Water Breathing (Ex): A bronze dragon can breathe under- |

water indefinitely and can freely use its breath weapon, :.'pq:]ls,.,
cand other abilities while submerged.
_Alternate Form (Su). A young or older bronze dragon canas-|

,sumr any animal or humanoid form of Medium size or smalleras .

Jastandard action three times per day. This ability functions as a)
{polymorph spell cast on itself acits caster level, except that the
idragon does not regain hit points for changing form and can only
assume the form of an animal or humaneid. The dragon can
remain in its animal or humanoid form until it chooses 1o assume
# new one of return to its natural form.
Spell-Like Abilities: Avwill—speak with animals; 3/day—creale
food and water (adult or older), fog cloud (adult or oldec), detect
| thoughts (old or older), control water (ancient or older); 1/day—on- |
bl weather (great wyrm).
Skills: Disguise, Swim, and Survival are considered class slu]ls
for bronze dragons.

Juvenile Bronze Dragon: CR 9; Large dragon (warer); HD
15412445, hp 142; Init +4; Spd 40 fr., fly 150 ft. (poor), swim 60 ft,;
AC 23, touch 9, Aar-foored 23; Base Atk +15; Grp +23; Atk +18
melee (2dé+4, bite); Full Atk +18 melee (2d6+4, bite), +17 melee

[[1d84+2, 2 claws), +16 melee (1d6+2, 2 wings), +16 melee (1d5+6,
|tail slap); Space/Beach 10 fr./5 fr. (bite 10 fr.); SA breath weapon,
ispell-like abilities, spells; SQ alternate form, darkvision 120 ft.,
limmunity to electricicy, sleep, and paralysis, low-light vision, water
{breathing: AL LG; 5V Fort +12, Ref +9, Will +13; Str 19, Dex 10,
[Con 17, Int 18, Wis 19, Cha 18,
Sheills and Feals: Appraise +9, Bluff +9, Concentration +20, Diple-
|macy +25, Disguise +21, Hide +5, Intimidare +11, Knowledge
(arcana) +9, Knowledge (local) +9, Knowledge (nature) <9, Listen
+21, Search +21, Sense Motive +21, Spellcraft +23, Spor 421, Swim
+8, Survival +9; Flyby Artack, Hover, Improved Initiative, Multiar-
tack, Weapon Focus (claw), Wingover.

Alternate Form (Su): This bronze dragon can assume
any animal or humaneid form of Medium size or
smaller as a standard action three times per day.
This ability functions as a palymarph spell cast on
itself at its caster level, excepr that the dregon does
not regain hit points for changing form and
can only assume the form of an apirmal or
humanpid. The dragon can remain in its
animal or humanoid form until it chooses 1o

|55Ume 4 new one or retuen o its natural form.

Breath Weapon (Su): 60-ft. line, damage

| Bdé elecrricity, Reflex DC 20 half; or 40-
Lfr. cone, repulsion 1d6+4 rounds, Will DC
20 negates.

Spell-Like Abilities: Ar will—
speale with animals, Caster level 4th.

Spells: As 3rd-level sorcerer.

Typical Sovcerer Spells Knowm (6/6; save
DC 14 + spell levell: 0—danc-
ing lights, detect magic, mage
hand, ray of frost, read magic; 4§

(Ast—amimale rope, magic
Limiigsile, shield. -4
Water Breathing.
'{Ex} This_dragon can
{breathe underwater indefi-
initely and can freely use breath

weapon, spells, and other
abilities underwater.

COPPER DRAGON

Dragon (Earth)

Environment: Warm hills

Organization: Wyrmling, very young, young, juvenile, and
young adule: solitary or cluteh (2-5); adult, mature adulr, old,
very old, ancient, wyrm, or great wyrm: selitary, pair, or family
(1-2 and 2-5 offspring}

Challenge Ratings: Wyrmling 3; very young 5; young 7; juve-
nile 9 young adult 11; adulr 14; mature adult 16; old 1%; very
old 20 ancient 22; wyrm 23; great wyrm_ 25

| Treasure: Triple standard

Alignment: Always chaotic good

Advancement: Wyrmling 6-7 HD; very young $=10 HD;
voung 12-13 HD; juvenile 15-16 HD, young adult 18-19
HD; adule 21-22 HD; mature adule 24-25 HD; old 27-28
HID; very old 30-31 HD; ancient 33—34 HD; wyrm 36-37
HDy; great wyrm 39+ HD

(Level Adjustment: Wyrmling +2; very young +3; young +4
juvenile +4; others —

The dragon has massive thighs and shoulders, with o short face and broad,
srmooth brow plates jutting over the eyes. Long. fat horms extend back |
fram the brow plates in o senes af overlopping segments. The dragon
also has backswept cheek ridges and frills. on the bagks of the [omwer faws
that sweep forward slightly. Layers of tnangular blades point down from
the chin. The drogon has an acrid odor, ond its_reddish scales have o
metaliic shine,

Copper dragons are incorrigible pranksters, joke tellers, and rid-
dlers. Most are good-natured but also have a coverous, miserly |
streak. They are powerful jumpers and climbers.

At birth, 2 copper dragon’s scales have a ruddy brovwen color mth
a metallic tint. As the dragon gets older, the scales become finer,
and more coppery, assuming a soft, warm gloss by young adulr age.
Very old dragons’ scales pick up & green tint. A copper dragon’s
pupils fade with age, and the eyes of grear wyrms resemble glow-
ing turguoise orbs.
Copper dragons like dry, rocky uplands
and hilltops. They lair in narrow caves
and often conceal the entrances using
o o garth and stone shape. Within




the lair, they construcr twisting mazes with open tops that allow

the dragon to fly or jump over intruders.
Copper dragons are determined hunters, considering good
sport at least as important as the food, They are known to ear

almost anything, including metal ore. However, they prize mon-.,
strous scorplons and ather large poisonous creatures (they say the |

venom sharpens their witl,

Because copper dragons often inhabit hills in sight of red drag-
Lons’ lairs, conflices between the two vardeties are inevitable, The
smaller coppers usually run for cover until they can even the odds, |

Combat

A copper dragon appreciates wit and usually doesn't harm crea-
tures that can relate a joke, humerous stery, or riddle the dragon
has not heard before, It quickly gets annoyed with anyone who
doesn't laugh at its jokes or accept its tricks with good humor. It

climb ability and maneuver them into colliding with the walls,
Breath Weapon (Su): A copper dragon has two types of breath |
weapon, 2 line of acid and a cone of slow gas. Creatures within the |
cone must succeed ona Fortitude save or be slowed for 1dé rounds |
plus 1 round per age category of the dragon.
Spider Climb (Ex): A copper dragon can climb on stone sur-

\faces as though using the spider climb spell

Spell-Like Abilities: 2/day—stone shape (adult or older;
1/ day—transmiuile rock lo mid or mud to reck (old or older), wall of |
slone (ancient or aldec), move earth (great wyrm), |

Skills: Bluff, Hide, and Jump are considered class skills for |
copper dragons.

Young Copper Dragon: CR 7; Medium dragon (earth); HD |
11d12+22; hp 93; Init +0; Spd 40 ft., fly 150 fr. (poor); AC 20,
touch 10, flar-footed 20; Base Atk +11; Grp +13; Atk +13 melee

[(1d8+2, bite); Full Atk +13 melee (1d8+2, bite}, +11 melee
(1d6+1, 2 elaws), +11 melee (1d4+1, 2 wings); Space/Reach 5 ft./ |
5 ft.; SA breath weapon, spells; SQ dackvision 120 ft., immunity .

1o acid, dleep, and paralysis; low-light vision, spider climb; AL
CG; SV Fort +9, Ref +7, Will +9; Str 15, Dex 10, Con 15, Int 14,

likes to tauni and annoy opponents into giving up or acting
foolishly. !

An angry copper dragon prefers 1o mire foes using transrmude rock |
[to mud. The dragon pushes trapped opponents into the mud ot
snatches and carries them aloft. A copper dragon tries ro draw air-

borne enemies into narrow, stony gorges where it can use its spider Wis 15, Cha 14.
CorPer DRAGONS BY AGE
Breath  Frightful
Base Attack/ Fert Ref Wil Weapon  Presence
Age Size Hit Dice (hp) Str Dex Con Int Wis Cha Grapple Attack Save Save Save (o) oC
Wyrmling T Sd12+5 (37) 1 g [ I = I - - G2 +5/-3 +7 +5 - +5 2d4 (13) —
|_Mery young 5 Bd12+8 (&0) 13 10 13 12 13 12 +8+5 +10 +7 ] +7 4d4 (15) =
Young M Nd12+22 (93) 15 10 15 14 15 14 #117+13 +13 +3 +7 +4 6dd4 (17) —
Juvenile M 14d12+28 (119) 17 1015 14 15 14 +14/+17 #1711 #9411 gd4 (19) —
Young adult L 17d12:51(161) 18 10 17 16 17 16 #7425 4200 413 4100 +13 1044 (27) 21
Adult ki 20d12+80 (2109 23 10 19 16 17 16 #20/+430 425 +16  +12 415 1id4 [24) 23
Mature adult H 3124115 (264) 27 10 21 1B 19 18 #23/439 +29 +1&8  +13  +17 T4d4 [26) 23
Old H 26d124130 (299). 2% 10 21 18 19 18 + 26/ +43 +33 +20  +#15 +19 16d4 (28} F)
Very old H 29d124174 (362) 31 10 23 20 20 20 +219/+47 37 +22 +16  +11 18d4 (30 29
Ancient H 32471241592 (400). 33 10 23 20 21 20 +32/+5] +41 v24  +18  +23 20d4 (32) 3
Wyrm G 35d1Z2+245 (472) 35 10 25 22 23 21 #35/+59 +43 +26 +1%  +25 21d4 (34) 33
Creatwyrm G 384124304 {557). 37 1027 22 213 21  +38f+63 +47 +29 +21 427 24d4 (37) 35
Corper DRAGON ABILITIES BY AGE
Age Spead Initiative ~ AC Special Abilities Caster Level SR
Wyrmling 40 fit., fiy 100 fi. (average) +0 16 (+2 size, +4 natural), Immunity to acid, spider climb - —
touch 12, Rat-footed 16
Very young A fr,, fy 100 fi. (average) +0 18 (+1 size, +7 natural), — —
touch 11, flat-footed 18
Young 40 ., fiy 150 ft. (poor) + 20 (+10 natural}, 1st -
touch 10, Aat-footed 20
|uvenile 40 ., fiy 150 &. (poor) <0 23 [+13 natural), 3rd —
touch 10, flat-footed 23
Young adult 40 ft, fly 150 fi. (poar) +0 25 (-1 size, +16 natural), DR 5/magic S5th 19
touch 9, flat-focted 25
Adult 40 fr., fiy 150 fi. (poor) +0 28 (-1 size, +19 natural), Stone shope Tth 21
touch 9, flat-focted 28
Mature adult 40 ft., fly 150 fi. (paor) +0 30 (-2 size, +22 naturaly, DR 10/magic Sth 23
touch &, flat-footed 30
Qld 40 fi., fiy 150 fi. (poor) +0 33 (-2 size, +25 natural), Transmute rock to mud/mud to rock  11th 25
touch &, flat-footed 33
Very old 40 ft.. fly 150 ft. (poor) +0 36 (=2 size, +28 nawral), DR 15/magic 13th 26
touch 8. flat-footed 36
Ancient 40 fi., fiy 150 fi. (poor) +0 39 (-2 size, +31 natural), Wall of stone 15th 8
touch & flat-footed 39
Wyrm 40 fi., fly 200 fi. (clumsy) +0 40 (-4 size, +34 natwral), DR 20/magic 17th 29
touch &, flat-footed 40
Great wyrm 40 ft., fly 200 f. (elumsy) #0 43 (-4 size, +37 natural). _ Move earth 19th 3]

touch 6, flat-footed 43
*Can also cast cleric spells and those from the Chaos, Earth, and Trickery domains as arcane speils,
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Skills and Feats: Bluff 410, Concentration +13, Diplomacy +6, old, very old, ancient, wyrm, or great wyrm: solitary, pair. or

Intimidate +4, Jump +17, Knowledge (geogmaphy) 410, Knowledge family (1~2 and 2-5 offspring) |

{nature) +9, Listen +13, Perform (oratory] +11, Search 13, Sense Challenge Ratings: Wyrmling 5; very young 7; young 9 juvenile |

Motive +13, Spellcraft +13, Spor +13, Use Magic Device +14; L1 young adult 14; adult 16; marure adult 19; old 21; very old 22

Combat Expertise, Hover, MuimnnLk Wingover, | ancienr 24; wyrm 25 greatwymm 27
Breath Weapon (Su): 60-f1. line, damage 6d4 acid, Reflex| |Treasure: Triple standard

DC 17 half; or 30-ft. cone, slow 1d6+3 rounds, Fortitude DC 17| |Alignment: Always lawful good

Jnegates, ! Advancement: Wyrmling 9-10 HD; very young 12-13 HD;
Spells: As 15t-level sorcerer. young 15-16 HD; fuvenile 18—19 HD; young adult 21-22 HI; |
Spreerer Spells Known (5/4; save DC 12 + spell level): l.l—qiummL . adule 24-25 HD; mamure adule 27-28 HIX old 30-31 HD; very

lights, daze, detect magic, ghost sound; 1st—command, gredse. old 3334 HD; ancient 36-37 HD,; wyrm 3940 HIY, greal
Spider Climb (Ex): Can use spider climb (as the spell) on stone wyrm 42+ HD

surfaces. Level Adjustment: Wyrmling +4; very young +5; young +6;

others —
GOLD DRAGON

Dragon (Fire) The dragen has large, smooth, twin harms that sweep back from ts nose

Environment: Warm plains Jand brow. Twin frills adarn its long neck, and whiskers around its mouth

JOrganization: W}'rm]mg. VETY YOUNE, YOUng, juvenile, and | i i look like

the barbels |
of a catfish. Its
saillike_wirgs start

P 4N i / 4
y 'r::'J Ly ; at _its _shoulders  and
i | e troce_down to_the wip of its

T tail. The dragon smells of saffron
(Fald dragen -, | ' /"' and ingense, amd its scales glisten like
& - 5 polished gold.

Gold dragons are graceful,
sinuous, and wise. They |
hate injustice and foul]
play. often embarking on.
self-appointed quests to |
promote good. A gold
dragon often_ as-
sumes human _or
animal guise.
-y . __©On haiching, a
. Wil gold dragon's scales
I Fj:h% are dark yellow with
— 2 W5 polden metallic fecks.
The flecks get larger asthe
dragon matures until, ar the

young aduls selitary or clurch (2-5); adult, mature adulg,

GoLp DRAGONS BY AGE
Breath  Frightful

384124380/ (627) 45 10 31 30 31 30 £3BH71 447 431 421 #31 22di0(39) 39
41d12+451 (717) 47 10 33 32 33 32 441075 451 433 422 433 24d10.(41) 4]

Wyrm

Great wyrm

Base Attack/ Fort Ref Will Weapon  Presence

Age Size Hit Dice (hp) Sir Dex Con Int Wis Cha Grapple Attack Save Save Save (=5} DC
Wyrmling M 8d12+16 (63) 17 10 15 14 15 14 +B/411 M 48 b 4B dio1g) —
Very young L MNd12+33 (104 21 10 17 16 17 16 +11/+200  +15 410 47 410 4d10 (18).  —
Young L TAd1Z+42(133) 25 10 17 16 17 16 +14f425 4200 #12 #9412 6d10(20) —
Juvenile L 17d12468 (178) 29 10 19 18 19 13 #17/430__#25 14 410 +14 8d10 (22) —
Young adult H 20d12+100 (230) 31 10 21 18 19 18 +20f+38 +28 +17 +12  +16 10410 (25) 24
Adiult H 23124115 (264) 33 10 21 20 21 20 +23f+42 432 +1E 413 418 12410 (26) 26
Mature adult H 2ed1Z+156 [325) 35 0 23 200 21 20 426/ 4360 421 #1540 14410 (29) 28
Old G 20d124203 (391) 29 10 25 24 I5 T4 +29+55 439 +23  +16 413 16d10 (31) 31
Very old L 324124256 (464) 41 10 27 26 27 26 +32f+53 #4426 +18 426 18410 (34) 34
Ancient G 35d124315(542) 43 10 29 ZE 79 28  +35/+B3  +47 428 419 428 20d10(36) 36

=
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GoLp DRAGON ABILITIES BY AGE

Age Speed Initiative _ AC Special Abilities Caster Level SR

Wyrmling 60 fi., fly 200 ft. (poor). +0 17 (+7 natural) Alternate form, immunity to fire, — —
swim 60 ft rowch 10, flat-footed 17 vulnerability to cold, water breathing

Very young  60Lf., fly 200 fi. (poor), +0 19 (=1 size, +10 natural) — —
swirn 60 fi. touch 9, flat-focted 19

Young 60 fi., fly 200 ft, (poor), +0 22 =1 size, +13 natural) Tst —
swim 60 fi, touch 9, flat-footed 22

Juvenile 60 fi., fly 200 fr. (poor), +0 25 (=1 size, +16 natural)  Bless 3rd —
swim &0 fi. touch 9, flat-footed 25

Young adult 60 fi., fly 200 ft. (poor), +0 27 [-2 size, +19 natural) DR 5/magic Sth 21
swim 60 fi. touch &, flat-footed 27

Adult €0 ft., fiy 200 ft. (poor), +0 30 (-2 size, +22 natural  Luck bonus Tth 23
swirm &0 fi. touch &, flat-footed 30

Mature adult &0 fi., fly 200 fi. {poor), +0 33 (-2 size, #25 natural) DR 10/magic Sth 25
swirm 60 fi. touch &, flat-footed 33

Old 80 ft., fiy 250 ft. (clumsy), +0 34 (4 size, +28 natural)  Ceas/quest, detect gems 11th 27
swim 60 ft touch &, flat-foated 34

Very old &0 fi., fiy 250 ft. (clumsy), +0 37 |4 size, 431 natural) DR 15/magic 13th 28
swim 60 fi. touch &, flat-footed 37

Ancient 60 ft., fly 250 ft. (clumsy), +0 40 (4 size, +34 natural)  Surbust 15th 30
swim 60 fi. touch 6, fiat-footed 40

Wyrm 60 ft,, fly 250 fi. (clumsy), <0 39 (-5 size, +37 natural) DR 20/magic 17th n
swim 60 fi touch 2, flat-footed 39

Greatwyrm 60 ft., fly 250 fi. (clumsy), +0 47 (-8 size, +40 natural). Foresight 15th 33

swirm &0 ft

touch 2, flat-footed 42

#Can also cast cleric spells and those from the Law, Luck, and Coed domains as arcane spells

ladulr stage, the scales are completely golden. Gold dragons’ faces
Lare bewhiskered and sagacious; as they age, their pupils fade until
\the eyes resemble pools of molten gold.

Gold dragons can live anywhere. Their lairs are secluded and
Lalways made of stone, whether caves ot castles. These usually have
{loyal guards: animals appropriate to the termain, storm giants, or
good cloud giants. Giants usually form a mutual defensive agree-
ment with a dragon.

Gold dragons usually susmin themselves on pearls or small

gems. Such gifts are well received, as long as they are not bribes.

Combat

Gold dragons usually parley before fighting. When conversing

with intelligent creatures, they use Intimidare and Sense Morive
to gain the upper hand. In combar, they employ bless and their
luck bonus: older dragons use their luck bonus ar the start of each
day. They make heavy use of spells in combar. Among their
favorites are cloudkill, delayed blast finchall, five shield, globe of invul-
nerability, maze, sleep, slow, and stinking clond,

Breath Weapon (Su): A gold dragon has two types of breath
weapon, a cone of fire and 4 cone of weakening gas. Creatures

|within 2 cone of weakening gas must succeed on a Fortitude save
lor take 1 point of Strength damage per age category of the
dragon.

Alternate Form.(Su): A gold dragon can assume any animal
or humanoid form of Medium size or smaller as a standard
action three times per day. This ability functions as a palymorph
spell cast on {rself at its caster level, except that the dragon does
not regain hit points for changing form and can only assume the
form of an animal or humanoid. The dragon can remain in its
animal or humanaid form until it chooses to assume 2 new one
or return to its natural form.

Water Breathing (Ex)k A gold dragon can breathe underwater
indefinitely and can freely use its breath weapon, spells, and

\other abilities while submerged (the cone of fire becomes a cone
of superheated steam underwarer),

Luck Bonus (Sp): Once per day an adulr or older gold dragon can
touch a gem, psually one embedded in the Jr.lgo:'l's hide, and
enspell it to bring good luck. As long as the dragon carries the

gem, it and every good creature in a 10-foor radius per age caregory

of the dragon receives a +1 luck bonus on all saving throws and

similar rolls,.as for a stone of good luck (see the item descriprion,

page 267 of the Dungeon Master’s Guide). 1f the dragon gives an|
enspelled gem to another creature, only that bearer gets the,
bonus The effect lasts 1d3 hours plus 3 hours per age category of

the dragon but ends if the gem is destroyed. This abiliry is the

equivalent of 2 2nd-level spell.

Dietect Gems (Sp): An old or older gold dragon can use this ability
three times per day. This is a divination effect similar to a detect
magic spell, except that it finds only gems. The dragon can scan a
a0-degree arc each round; By concentrmiing for 1 round it knows if
there are any gems within the arc; 2 rounds of concentrarion
reveal the exact number of gems; and 3 rounds reveal their exact
location, type, and value, This ability is the equivalent of a 2nd-
level spell.

Other Spell-Like Abilities: 3/day—bless (juvenile or older);
1 /day—gens/quest (old or older), sunburst (ancient or older), fore-
sight (grearwyrm),

skills: Disguise, Heal, and Ssim are considered class skills for
gold dragons,

Adult Gold Dragon: CR 16; Huge dragon (fire); HD 23d12+115,
hp 264 Init +4; Spd 60 fr., swim 60 ft., y 200 fr. (poor); AC 30,
touch. 8, flar-foored 30; Base Atk +23; Grp +42; Atk +32 melee
(2d8+11, bire}; Full Ack +32 melee (2d8+11, bite), +27 melee
(2ds+5, 2 claws), +27 melee (1d8+5, 2 wings), +27 melee (2d6+16,
tail slap); Space/Reach 15 fr./10 fr. (bive 15 ft.); SA breath
weapon, crush, frightful presence, spell-like abilities, spells; 5Q
alternate form, domage reduction 5/magic, darkvision 120 fr.. |
immunity to fire, sdeep, and paralysis, low-light vision luck bonus, |
spell resistance 23, vulnerability to cold, warer breathing: AL
LG; SV Fort +18, Ref +13, Will +18; Sre 33, Dex 10, Con 21, Int
20, Wis 21, Cha 20,

Skills and Feats: Bluff #13, Concenrration +20, Diplomacy +30,.

\Disguise +28, Hide —1, Intimidate +24, Jump +46, Knowledge

(arcana) +20, Knowledge (local) +25, Knowledge (nobility and roy-
alry)] +15, Listen +30, Move Silently +7, Search +28, Sense Motive
+27, Spelleraft +28, Spot +30, Swim +1%; Survival +15; Alertness,
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Flyby Arrack, Improved Initative, Leadership, Negotiaton, Power

Artack, Stealthy, Wingover
Breath Weapon (Su): 50-ft. cone, demage 12d10 fire, Reflex
DC 26 (or higher if heightened) half; or 50-ft. cone, 6 points

Strength damage, Fortitude DC 26 (or higher if heightened).

negates.

Crush (Ex): Area 15 ft. by 15 fr; Small or smaller Dppnnems:
(take 2d8+13 points of bludgeoning damage, and must succeed on |

2 DC 26 Reflex save or be pinned; grapple bonus +38

Frightful Presence (Ex}): 150-ft. radiue, HD 22 or less, Will DC

26 negates,
. Spells: As 7th-level sorcerer.

Typical Sorcever Spells Known (6/8/7/5: save DC 15 + spell level);
O—arcane mark, detect magic, flare, light, mage hand, prestidigitation,
read magic; 1st—charm person, magic missile, protection from evil,
shield of faith, frue strike; 2nd—cure moderate wounds, fog clotd, resist
elements; 3rd—searing light, suggestion.

| Spell-Like Abilities: 3/day—bless. Caster level 7th.

three times per day. This ability funcrions as a polymorph spell cast
on itself at irs caster level, except that the dragon does not regain
hit points for changing form and can only assume the form of an
anirmal or humanoid, The dragon can remain in its animal or
humanoid form unril it chooses to assume 1 new one or return o
its natural form.
Luck Bonus (Sp): 1/day—good creatures in a 60-ft emanation
|gain a +1 luck bonus on all saving throws,
Water Breathing (Ex): This dragon can breathe underwater
indefinirely and can freely use breath weapon, spells, and other
\abilities underwater

Silfver dragon

Alternate Form (Su): A gold dragon can assume any animal or |
|humanoid form of Medium size or smaller as o standard action |

SILVER DRAGON

Dragon (Cold)

Environment: Temperate mountains

Organization: Wyrmling, very young, voung, juvenile, and
young adule: salitary or clutch (2-5); adult, mature adult, old,
very old, ancient, wyrm, or great wyrm: solitary, pair, or family
(1-2 and 2-5 offspring)

Challenge Ratings: Wyrmling 4; very young 5; young 7; juvenile
10; young adulr 13; adult 15; mature adult 18; old 20; very old 21;
ancient 23; wyrm 24; grear wyrm 26

| Treasure; Triple standard

Alignment: Always lawful good

Advancement: Wyrmling 8-9 HID; very young 11-12 HD;
young 14—15 HD; juvenile 17-18 HD; young adule 20-21 HD;
adult 23-24 HTY; mature adult 26~27 HD; old 29-30 HD; very
old 32-33 HD; ancient 35-36 HD; wyrm_ 38-39 HID; preat
wyrm 41+ HD

i Level Adjustment: Wyrmling +4; very young +4; young +5;
others —

A smuooth, shiny plate forms the dragon’s face. It has a frill thot nses high
over its head and continues down the neck and back to the tip of the tail
Long spines with dark tips suppart the frill. 1t hos two smoath, shimy hasms,
ond wings that are wide and sleek. The drogon hos the scent of rain, ond
its scales gleam like liguid metal.

Silver deagons are regal and staruesque. They cheerfully assist

good creatures that are in genuine need and often take the forms |
of kindly old men or fair damsels when associating with humans. |

A silver wyrmling's scales are blue-gray with silver high-
lights. As the dragon approaches adulthood. its

. ens until the individual

scales are scarcely visible.
From a distance, these dragons
look as if they have been sculpred
from pure metal Silver dragons are
sometimes known as shield dragons
because of the silvery plates on their heads.
As a silver dragon grows older, its pupils fade

MELCULY.
Silver drogons prefer serial lairs on secluded
mountain peiks or amid the clouds themselves,
A faint smell of rain always accompanies them
Even in clouds, though, the lair always has a mag-
ical area with a solid floor for laying eggs and
STOTINg treasure
Silver dragons seem to prefer human form
to their own,and they often have mortal com-
panions, even forming deep friendships.
[nevitably, however, a dragon resumes its
true form and departs for a time. Silver
dragons have a taste for human cuisine
and can live on such fare indefinitely.
Because they lair in similar territe-

often come into conflict. Duels be-

get the upper hand by working
together against their foes, often with human allies.

Combat
!Silver dragons are not violent and avoid combar except when
faced with highly evil or aggressive foes. If necessary, they use fog
cloud or control weather to blind or confuse opponents before

until in the oldest the eves resemble orbs of

color gradually bright-|

ries, silver dragons and red dragons |

rween the two varieties are furious and |
deadly, but silver dragons generally |



SiLVER DRAGONS BY AGE

. Breath  Frightful

Base Attack Fert __Ref  Will Weapon Presence
Age Size Hit Dice (hp) Str Dex Con_ Int Wis Cha Grapple Aftack Save Save Save (DC) Dc
Wyrmling 5 7d1247 (52) 130710 13 M 15 4 T+ #4645 47 248 (14) —
Very young M 10d12+20 (85) 15 10 15 14 15 14  +10/412 412 +3 +71 +9 4dg (17) —
Young M 13d12:26(110) 17 10 15 16 17 16 #13/+16 416 +10 +8 41 6d8 (18) —
Juvenile L 16d12+48 (152) 1910 17 18 19 1B +16/+24 #15 $13  +10  +14 8dd. (21) _
Young adult L 18d12+76 (199) 370 19 1B 19 13 #19/429 424 +15  +11  #15 1048 (23) a
Adult H 22d12+110 (253) 27 10 21 20 2120 +22/+38  +28 #15 _ +13  +18 12d8 (26) 26
Mature adult H 254124125 (287) 29 10 21 200 21 0 s25[442 432 #19  +14  +19 14d8 (27) 27
Cld H 28d12+7168 (350) 31 10 23 22 23 27  +28[446 436 22 416 _+22 1643 (30) 30
Very old H Nd12Z4186(387) 33 0 13 M 15 M #1450 +40 +23 #1744 18a8 (31) 32
Ancient G 34d4712+238 (459) 35 10 25 26 3T 26 +34/458 +42 +26  +1%  +27 20d8 (34) i3
Whyrm G I7d12+333 (573) 39 10 29 2B 29 28 +37f483 +47 #29 +i0 +29 2248 (37) i7
Creatwyrm  C 404124400 (660) 43 10 31 30 31 30  «40/+72 +48 +#32 432 _+3d 24d8 [40) 40

SILVER DRACON ABILITIES BY AGE
Age Speed Initiative AC
Wyrmling 40 ft, fly 100 ft. (average) 40 17 [+1 size, +6 natural],
touch 11, flat-footed 17

Special Abilities Caster Level SR
Alternate form, immunity to _ -
acid and cold, cloudwalking,

vulnerability to fire

Wery young 40 ft., fly 150 fi. (poor) +0 19 (+5 natural), —
touch 10, flat-foated 19

Young 40 ft., Ay 150 ft. (poor) +0 22 [+12 natural), 15t —
touch 10, flat-footed 22

|uvenile 40 ft., fiy 150 f. (poor) +0 24 (-1 size, +15 natural), Feather fall Ird —
touch 9, flat-footed 24

Young adult 40 fi., fly 150 fr. (poar) +0 27 (-1 size, #18 natural), DR 5/magic Sth 20
touch 9, flat-footed 27

Adult 40 ft., fiy 150 ft. (poor) +0 29 -2 size, +21 natural).  Fog clowd 7th 22
touch &, flat-footed 29

Mature adult 40 ft, fy 150 fr. (pocr) +0 32 (-2 size, +24 natural), DR 10/magic Sth 24
touch 8, flat-feoted 32

Old 40 ft., fly 150 ft. (poor) +0 15 (=2 size, +27 natural),  Comtrof wingds 11th 26
touch &, flat-foated 35

Very old 40 ft., fly 150 fi. (poor) +) 38 (-2 size, +30 natural), DR 15/magic 13th 7
touch &, flat-footed 38

Ancient A0 fr., fly 200 ft. (clumsy) +0 39 (4 size, 433 natural), Cowntrol weather 15th 29
touch &, flat-footed 39

Wyrm 40 fr., fly 200 ft, (clumsy) +0 42 (-4 size, 436 natural), DR 20/magic 17th 0
touch 6, flat-footed 42

Great wyrm 40 fi, fly 200 fi. (clumsy) +0 41 (-8 size, +39 natural), Reverse grovity 15th 37

touch 2, flat-foated 41
#Can also cast cleric spells and those from the Air, Godd, Law, and Sun domains as arcane spells.

Spell-Like Abilities: 3/day—fog cloud (adult or older), control
winds (old orolder’; 2/day—feather fall (juvenile or alder); 1/day—
control weather (ancient or older), rverse gravity (great wyrm)

Skills: Bluff, Disguise, and Jump are considered class skills for
silver dragons

arracking. When angry, they use reverse gravity to fling enemies
helplessly into the air, where they can be snatched. Against flying
lopponents, a silver dragon hides in clouds (creating some with
Leontrol weather on clear days), then jumps to the attack when it has
{the advantage.

Breath Weapon (Sul: A silver dragon has two types of breath

weapon, 4 cone of cold and a cone of paralyzing gas. Crearures Young Adult Silver Dragon: CR 13; Large dragon (air); HD

within a cone of p.jrﬂ‘,'r_i_ng gas must succeed on a Fortitude save
or be paralyzed for 1ds rounds plus 1 round per age category of the
dragon

Alternate Form (Su): A silver dragon can assume any animal
or humanoid form of Medium size or smaller as a standard
action three times per day, This ability functions as a polymorph
.spell cast on itself ar its caster level, excepr that the dragon does
not regain hitpoints for changing form and can only assume the
form of an anirmal or humanoid. The dragon can remain in its
lanimal or humanoid form until it chooses t assume 2 new one
{or return to its natural form.

Cloudwalking (Su): A silver dragon can tread on clouds or fog

a5 though on solid ground. The ability funetions continuously but |

can be negated or resumed ar will.

19d12+79, hp 202: Inic +0; Spd 40 fr., fly 150 fr. (poor); AC 28,
touch 9, flar-foored 28; Base Atk +19; Grp +29; Atk +24 melee
(2d6+6, bite); Full Atk +24 melee (2d6+6, bite), +19 melee

(1d8+3, 2 claws), +19 melee (1d6+3, 2 wings), +19 melee (14849, |

tail slap); Space/Reach 10 fr./s fr. (bite 10 ft.); SA breath weapon,
frightful presence, spell-like abilities, spells; SQ alternate form,
cloudwalking, damage reduction 5/magic, darkvision 120 fu,

immunity to.acid, cold, deep, and paralysis, low-light vision, spell|

resistance 20: AL LG: SV Fort +15, Ref +11, Will +15; Sir 23, Dex
10, Con 19, Int 18, Wis 19, Cha 18,

Skills and Feats: Balance +7, Bluff +16, Concentration +18, Diple-

{macy +18, Disguise +23; Heal +15, Hide -4, Intimidate +8, Jump
1+29, Knowledge (arcana) +14, Knowledge (nature) +14, Listen +24,

Search +24, Sense Motive +24, Spellemaft +26, Spor +24, Tumble +3;
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Acrobatic, Combat Casting, Flyby Attack, Improved Natural

Armor, Persuasive, Toughness, Wingover.

Breath Weapon (Su): 40-fr. cone, damage 10d8 cold, Reflex DC
23 half; or 40-ft. cone, paralysis 1dé+5 rounds, Fortitude DC 23
negates.

123 negates.

Spell-Like Abilities: 2/day—feather fall. Caster level 5th,

Spells: As 5th-level sorcerer.

Typical Sercerer Spells Knowm (8,/7/5; save DC
(14 + spell levell: o—dancing lights, detecl
{magic, detect poison; mage hand, mending,
cprestidigitation; 1st—chill tasch,

divine favor, prolection from evil,
unseen servant; 2nd—rat's
grace, cure moderate wands,

Cloudwalking (Su); Tread
von clouds or fog as though on
{solid ground; funcrions con-
{tinuously but can be negated or

restumed at will.

Alternate Form (Su): A
silver dragon can assume any
animal or humanoid form of
Medium size or smaller as a
standard action three rimes
|per day. This ability functions
(a5 a polymorph spell cast on
Litself at its caster level, excepr
{that the dragon does not regain hit poinrs for
(changing form and can only assume the form of
|an anirmal or humanoid, The dragon can remain in its animal or
(humancid form unril it chooses (o assume 2 new one or refurn
its marural form.

DRAGON TURTIE

Huge Dragon (Aquatic)
Hit Dice: 12d12+60 (138 hp)
Initiative: +0
Speed: 20 it (4 squares), swim 30 fr.
Armor Class: 25 (-2 size, +17 natural), rouch 8, flar-foored 23
Base Attack/Grapple: +12/+28
Attack: Bire +18 melee (4da6+8)
Full Artack: Bite +18 melee (4d6+87and 2 claws +13 melee
(2d5+4)
Space/Reach: 15 fr./10 fi.
 Special Attacks: Breath weapon, snitch, capsize
| Special Qualities: Darkvision 60 ft., immuniry to fire, deep, and
patalysis, low-light vision, scent
|Saves: Fort +13, Ref +8, Will +9
Abilities: Sor 27, Dex 10, Con 21, Inr 12, Wis 13, Cha 12
Skills: Diplomacy +3, Hide +7°, Intimidate 16, Listen +186,
Search +16, Sense Motive +16, Spot +16, Survival +16 (+18
following rracks), Swim +21
Feats: Blind-Fight, Cleave, Improved Bull Rush, Power Artack,
Snatch
Environment: Temperate aquatic
Organization: Solitary

.Challenge Rating: 9

 Treasure: Triple standard

|Alignment: Usually neurral
LAdvancement: 13-24 HD (Huge); 25-36 HD (Gargantuan)
Level Adjustment: —

This huge creature has o wide, streamflined shell with jagged protrusions. |
A long neck emerges from one end of the shell, ending in o crested head .

Frightful Presence (Ex): 150-fr. radius, HD 18 or less, Will DC |

Divagon turtle

with sharp-lined jeiws, Taloned flippers extend from holes along the sides.
of the shell, and a long tail snakes from the rear of the shell,

Diragon turtles are among the most beautiful, awesome, and feared |

ccreatures of the water. Deadly jaws, steaming breath, and a pen-
| chant for capsizing ships make them dreaded by mariners.

A surfacing dragon turtle is sometimes mistaken for the re-
flection of the sun or moon on the water.
lts rough, deep green shell is,
much the same color as the,
deep water the monster)
favors, and the silver high-
lights thar line the shell
! resemble light dancing on |
B open water. The rurtle’s
legs, tail, and head ace 2
lighter green, flecked
with golden highlights. An
adult dragon turtle can meas-
ure from 20 to 30 feet from
snoutre-tail, with a shell from
15 1o 25 feerin diameter, and
can weigh 8,000.10.32,000 pounds,
Dragon turtles speak Aquan, Dra-
conie, and Common.

" COMBAT

Dragon rurtles are fierce fighters and

generally artack any creature that)

threatens their territory or looks like a|
potential meal |

Breath Weapon (Su): Cloud of superheated steam 20 feet high, |
28 feer wide, and 50 feet long, once every 1d4 rounds, damage
12dé fire, Reflex DC 21 half; effective both on the surface and
underwater. The save DC is Constitution-based.

Capsize (Ex): A submerged dragon turtle that surfaces under a
boar or ship less than 20 feer long capsizes the vessel 95% of the
time. It has a 50% chance 1o capsize a vessel from 20 10 60 feer long
and a 20% chance to capsize one over 60 feet long.

Skills: A dragon turtle has a +8 racial bonus on any Swim check
to perform some special action or avoid a hazard. It can always
choose 1o 1ake 10 on a Swim check, even if distracted or endan-
gered. It can use the run action while swimming, provided it
swims in a straight line,

*Dragon turtles have a +8 racial bonus on Hide checks when
submerged.




DRAGONNE

Large Magical Beast

Hit Dice: 9d10+27 (76 hp)

Initiative: +6

Speed: 40 ft. (8 squares), fly 30 fr. {poor)

Armor Class: 18 (—1 size, =2 Dex, +7 natural), touch 11,
flat-footed 16

Base Artack/Grapple: +9/417

Artack: Bite +12 melee (2d6+4)

Full Attack: Bite +12 melee (2d6+4) and 2 claws +7 melee
(2d442)

Space/Reach: 10 fr./5 ft.

Sp-eciai Attacks: Pounce, roar

Special Qualities: Darkvision 60 fr., low-light vision, scent

Saves: Fort +9, Ref +8, Will ++

Abilities: Str 19, Dex 15, Con 17, Int 6, Wis 12, Cha 12

Skills: Listen +11, Spot +11

Feats: Blind-Fight, Combat Reflexes, Improved
Initiative, Track

Environment: Temperate deserts

Organization: Solitary, pair, or pride (5-10

Challenge Rating: 7

Treasure: Double standard

Alignment: Usually neutral

Advancement: 10-12 HD {Large); 13-27 HD (Huge

Level Adjustment: +4 (cohort)

Part giant lion and part dragon, the ereature has o pair.of small,
brass-cofored wings sprouting from its showlders. 15 covered
with brass-colored scales, and s mane is thick and coarse

Possessing some of the most dangerous qualities of a lion
and a brass dragon, the dragonne is a vicious and deadly hunter.

U[;IE,I:;II'I.]'II:L Are not necessa rl.]‘_.' ARETCSSIVE towand SIANEELS. Their
repumation as remorseless devourers of helpless travelers is more
the product of ignorance than well-researched fact. A dragonne
almiost always artacks & creature that invades irs lair or threatens irs
territory, so adventurers who stumble across its cave or settlers who
attempt to set up camp in the area are often subject to fierce and

immediate reraliation. Those not threatening the dragonne’s lair or |

simply passing through its territory are usually lefr alone

Dragonnes prefer herd animals such as goars for food, especially
since they dont fight back as fiercely as humanoids. They arack
humancids only if no other game is available

A dragonne possesses hupe claws and fangs, and large eyves, usu
ally the color of its scales. A dragonne is abour 12 feer long and
weighs about 700 pounds

Dragonnes speak Draconic,

COMBAT
A dragonne’s wings are useful only for shert flights, carrying the
creature for 10 to 30 minutes ata time. Nevertheless, it uses irs
wings effectively in bartle. If opponents artempt to charge or
encircle it, the dragonne simply takes to the air and finds a more
defensible position

Pounce (Ex): 1f 2 dragonne charges, it can make a full atack in
the same round.

Roar (Su): A dragonne can loose a devastating roar every 1d4
rounds. All crearures excepr dragonnes within 120 feet must suc-
ceed on a DC 15 Will save or become fatigued. Those within 30
feet who fail their saves become exhausted. The save DC is
| Charisma-based.

Skills: Dragonnes have a +4 racial bonus on Listen and Spot checks,

Carrying Capacity: A light load for a dragonne is up to 348
pounds; a medium load, 349-699 pounds, and a heavy load,
700=1,050 pounds.

oueprALEs ) A Tl

DRIDER

| Alignment: Always chaotic evil

Large Aberration

Hit Dice: 6d8+18 (45 hp)

Initiative: +2

Speed: 30 ft. (6 squares), climb 15 ft.

Armor Class: 17 (—1 size, +2 Dex, +6 natural), touch 11,
flar-footed 15

Base Attack/Grapple: +4/+10

Attack: Dagger +5 melee (1d6+2/19-20) ar bite +6 melee [1d4+1
plus poison) or shortbow +5 ranged (1d8,<3)

Full Attack: 2 daggers +3 melee (1d6+2,/19-20, 1d6+1/19-20
and bite +1 melee (1d4+1 plus poisonl; or shortbow +5 ranged

1d8/x%3)

Space/Reach: 10 fr./5 fr

Special Attacks: Spells, spell-like abilities, poison

Special Qualities: Darkvision 60 fr, spell resistance 17

Saves: Forr +5, Ref +4, Will +8

Abilities: Str 15, Dex 15, Con 16, Int 15, Wis 16, Cha 16

Skills: Climb +14, Concentration +9, Hide +10, Listen +9, Move
Silently £12, Spot +2

Fears: Combar Casting, Two-Weapon Fighting, Weapon Focus (bite). |

Environment: Underground

Organization: Solitary, pair, or rroupe (1-2 plus 7-12 Medium
monstrous spiders)

Challenge Rating: 7

Treasure: Double standard

Advancement: By character class
Level Adjustmeni: +4
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This strange being hos the head and torso of a dark elf and the legs and
lower body of o giant spider.

Driders are bloodthirsty creatures that lurk in the depths of the
earth, seeking warm-blooded prey of any kind. _
Driders are created by the drow's dark goddess, Lolth, When a |
datk elf of above average ability reaches 6th level, the goddess may |
(purhim or her through a special test. Those who fail the test
become driders,
Because they have failed their goddess’s vest, driders are outcasts |
from their own communities, Drow and driders hate one another
{ passionately.
Driders speak Elven, Common, and Un-
dercommon,

COMBAT

\ Driders seldom pass up an opportunity to

jartack other creatures, especially from

rambush. They usually begin with a spell
assault and often levirare our of the
enemy’s reach.

Poison (Ex): Injury, Fortitude DC 16,
initial and secondary damage 1d6 Str. The
save DC is Constirution based

Spell-Like Abilities: 1 /day—dancing
lights (DC 13}, claimudience/ clairvoyance, dark-
|ness, detect good, detect law, detect magic, dispel
Lmagie, faeric fire, levitate, suggestion (DC 161
| Caster level ath. The save DCs are Charisma-
| hased.

Spells: Driders cast spells as 6th-level
clerics, wizards, or sorcerers. Drider cledics
jcan choose from the following domains:
Chaos, Destruction, Evil, and Trickery, The
typical spells prepared shown here are for a
drider sorcerer.

Typrcal Sercerer Spells Known (6/7/6/4, base
save DC 13 + spell level): 0—daze, detect
muagic, ghost sound, mage hand, my of frost, read
:'”I]j.r”- :‘I'!“?'.rl’”\'i‘. 1%- .l:lllu.:t' ATIOT, Hlligh' s
sile, ray of enfeeblement, silent image; 2nd—
trvisibility, web; 3rd-—lighining balL

Skills; A drider has a +4 racial bonus on
Hide and Move Silently checks, It hasa +8
eacial bonus on Climb checks and can
always choose to take 10 on a Climb check,
even if rushed or threatened.

DRYAD

{Medium Fey
Hit Dice: 4d6 (14 hp)
Initiative: +4
Speed: 30 ft. {6 squares)
Armor Class: 17 (+4 Dex, +3 natural),
vouch 14, flar-foored 13
Base Attack/Grapple: +2/42
Attack: Dagger +6 melee (1d4/19-20) or
masterwork longbow +7 mnged (1d8/x3)
Full Attack: Dagger +6 melee (1d4/19-20)
or masterwork longhow +7 ranged
| {1ds/x3)
iSpace/Reach: s fr/5fi
| Special Attacks: Spell-like abilities
1 Special Qualities: Damage reduction §/cold

iron, tree dependent, wild empathy Dryad

Saves: Fort +3, Ref <8, Will +6

Abilities: Sir 10, Dex 19, Con 11, Int 14, Wis 15, Cha 18

Skills: Escape Artist +11, Handle Animal <11, Hide s11,
Knowledge {nature} +11, Listen 49, Move Silently +11, Ride
+6, Spot +9, Survival +9, Use Rope +4 (+6 with bindings)

\Feats: Creat Fortitude, Weapon Finesse
|Environment: Temperate forests
| Drganization: Solitary or grove (4-7)

Challenge Rating; 3

Treasure: Standard

Alignment: Usually chaotic good
Advancement: By character class
Level Adjustment; —

The credture blossoms out_of the bark of the

oncient tree, at first oppearing a5 g new bronch

before solidifying into o decidedly female

shape. She has a wild, unfathomable look in

her lorge, almond-shoped eyes, and her hair

has @ pronounced, leafp texture, while her skin
levorkes ik Buirnished wood.

Dryads are wild, mysterious entities
{ound deep in secluded woodlands. They
defend the trees from any who would
fell them and sometimes come info con-
flict with humans and others who take
wood from the forests, Dryads have been
known to charm adventurers into help-|
ing them defend their homes or hunting |
down the forest’s enemies—even if
those enemies are human loggers and
woodcutiers ]
Dryads remain something of 2 mystery.
even 1o other woodland beings. Tales tell
of dryads who took a fancy to handsome
elf or human men, charmed them, and
held them captive. But since dryads rarely
associate with any ourside their own kind,
these stories may be purely apocryphal
Dirvads are more likely to ensnare intruders
and then send their charmed “guests” out to
deal with threats the dryads cannot handle
A dryad's delicate features are much like a
female elf's, though her flesh is like bark or
fine wood, and her hair is like a canopy of
leaves that changes color with the seasons
Although they are generally solitary, up to
seven dryads have been encountered in one
place on rare occasions.
Dryads speak Commen, Elven, and Sylvan

COMBAT
Shy. intelligent, and resolute, dryads are a5
elusive as they are alluring—rthey avoid
physical combat and are rarely seen unless
they wish to be. If threatened, or in need of
an ally, a drvad uses charm person_or sugges- |
fion, attempting to gain control of the
atracker(s) who could help the most against|
the rest. Any attack on her tree, however,
provokes the dryad into a frenzied defense.
Spell-Like Abilities: At will—entangle
(D 13), speak with plants, free shape; 3/day—
charm_person (DC 13) deep slumber (DC 15],
tree stride; 1,/ day—sugpestion (DC 15). Caster
level 6th. The save DCs are Wisdom-based.
Tree Dependent (Sul: Each dryad is mystically bound



Drwarf, 1st-Level Warrior

Medium Humanoid {Dwarf )
Hit Dice: 1d8+2 (& hpl
Initiative: +0
Speed: 20 ft. in scale mail (4 squares); base speed 20 fr.
Armor Class: 16 (+4 scale mail, +2 heavy shield),

touch 10, flar-footed 16
Base Attack/Grapple: +1/+2

Duergar, 1st-Level Warrior

Medium Humanoid (Dwarf)

1de+5{9 hp)

+H

20 fr. in chainmail (4 squares}; base speed 20 fi.
17 {+5 chainmail, +2 heavy shield),

vouch 10, flar-foored 17

+1/42

Artack: Diwarven waraxe +3 melee (1d10+1/%3) or Warhammer +2 melee (1d8+1/%3) or
shorthow +1 ranged (1d6/=3) light crossbow +1 ranged (1d8/19-20]
Full Attack: Drwarven waraxe +3 melee (1d10+1/%3) or Warhammer +2 melee (1d8+1,/%3) or
shortbow +1 ranged (1d6/>3) light crossbow +1 ranged (1d8/19-20)
Space,/Reach: 5 fr.fs fu 5 fr./s fi.
Special Artacks; Dwarf traits Duergar traits, spell-like abilities
Special Qualities:  Darkvision 60 fr., dwarf rraits Darkvision 60 fr., duergar traits
Saves: Fort +4°, Ref +0%, Will -1° Fort +4*, Bef +0°, Will -1*
Abilities: Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha & Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha 4
Skills: Appraise +2, Craft (Blacksmithing) +2, Craft Appraise +2, Craft (Blacksmithing) +2, Craft
(stonemasonry) +2, Listen +2, Spot +2 {stonemasonry) +2, Listen +3, Move Silently —4, Spot +2
Feats: Weapon Focus (dwarven waraxe) Toughness
Environment: Temperate mountains Underground
{Deep: Underground)
Organization: Teamn {24, squad (11-20 plus 2 3rd-level Team (2—4), squad (9-16 plus 3 3rd-level sergeants and 1
sergeants and 1 leader of 3rd—6th level), orclan leader of 3rd—8th level) or clan (2080 plus 25%
{30100 plus 30% noncombatants plus 1 3rd-level noncombatants plus 1 3rd-level sergeant per 5 adults, 3-6
sergeant per 10 adults, § 5th-level lieutenants, gth-level lieutenants, and 14 9th-level caprains)
and 3 7th-level captains)
Challenge Rating: 1/2 1
Treasure: Standard coins; double goods; standard items Stanidard coins, double goods, standard irems
Alignment: Often lawiul good Often lnwful evil
{ Deep: Usually lawful neutral or neutral)
Advancement: By character class By character class
Level Adjustment: H +1

to.a single, enormous oak tree and must never stray more than
300 yards from it. Any who do become ill and die within 4dé
hours, A dryad's oak does not radiare magic.

Wild Empathy (Ex): This power works like the druid's wild,
empathy class feature, except thar the dryad has a +6 racial bonus |

on the check

DWARF

Stocky, broad of body. and extremely muscular, the short figure before you
may lagk in height but_nat in physical strength or presence. Wrapped in
metal armor and armed with o worage, the humanoid has light brown
skin, ruddy. cheeks, and bright eyes, with black hair and a fong, carefully
groomed beard and mustache,

Dhwarves are noble warriors who excel at metaleraft, stoneworking,
and war. They tend to be serious, determined, and very honorable.

Dwarves favor earth tones in their clothing and prefer
simple and functional gath. The skin can be very dack, but it is
always some shade of tan or brown. Hair color can be black,
gray, or brown. Dwarves average 4 feet tall and weigh as moch
as adult humans.

Dwarves prefer to spend their time making masterpieces of
stane, steel, and precious metals. They create durable weapons, craft
beauriful jewelry, and cur superior gems. However, they consider it
bad taste to faunt wealth, so few wear jewelry other than one
simple piece.

Dwarves speak Dwarven. Most who mravel ourside dwarven
\lands (as rraders, mercenaries, or adventurers) know the Common
\tongue, while warriors in the dwarven cities usually learn
Goblin to better interrogate and spy on those evil denizens of
the deep caves.

Most dwarves encountered ourside their home are warriors.

COMBAT

Diwarves are experts in combat, effectively using their environ-
ment and executing well-planned group attacks. They rarely use
magic in fights, since they have few wizards or sorcerers (bur
dwarven clerics throw themselves into battle as heartily as their
fellow warriors). If they have time to prepare, they may build
deadfalls or other traps involving stone. In addition to the dwar-
ven waraxe and thrown hammer, dwarves also use warhammers,
picks, shortbows, heavy crossbows, and maces.

Dwarf Traits (Ex): Dwarves possess the following racial traits,

— +2 Constitution, =2 Charisma,

—Medium size.

—# dwarf's base land speed is 20 feer. However, dwarves can
move at this speed even when wearing medium or heavy armor or
when carrying a medium or heavy load.

— Dharkyision out to to 60 feer.

—Stonecunning: This ability grants a dwarf @ +2 racial bonus
on Search checks to notice unusual stonework, such as sliding
walls, stonework traps, new construction (even when built ro
match the old), unsafe stone surfaces, shaky stone ceilings, and
the like, Something thar isn't stone but thar is disguised as stone
also counts as unusual stonework. A dwarf who merely comes
within 10 feet of unusual stonework can make a Search checkas |
if he were actively searching, and a dwarf can use the Search
skill to find stonework rraps as a rogue can. A dwarf can also
intuit depth, sensing his approximate depth underground as/
naturally as.a human can sense which way is up. Dwarves have a
sixth sense about stonework, an innate ability thae they ger.
plenty of opportunity to practice and hone in their under-.

(ground homes.

—Weapon Familiarity: Dwarves treat dwarven waraxes and

\dwarven urgroshes (see Chapter 7 of the Player’s Handbook) as mar-

tial weapons, rather than exotic weapons.




dwarf has a +4 bonus on ability checks made to resist being
bull rushed or tripped when standing on the ground (but not
when climbing, flying, riding, or otherwise not standing firmly
on the ground).

flecred in the saving throw numbers given here.
| — 42 racial bonus
Lon sn\'lng rhTL‘l"u\'ﬁ
(against spells and §§
ispell-like effects
|*Not reflected in the
Saving. throw num-
bers given here.

— +1 racial bonus on artack
rolls against ores (including half

yores) and goblineids (including
igoblins, hobgoblins, and bug-
{bears),

— +4 dodge bonus o
Armor Class against creatures
of the giant type (such as ogres,
trolls, and hill gianes).

— +2 racial bonus on Appraise
checks thar are related 10 stone or
metal items.

. — +2 racial bonus on Craft
checks thar are relared 1o stone or
metal.

—Auromatic Languages: Common,
Dwarven. Bonus Languages: Giant,
\Gnome, Goblin, Orc, Terran, Under-
COmmon.

— Favored Class: Fighrer.

The dwarl warrior presented here had the
following ability scores before racial adjustments
Srr 13, Dex 11, Con 12, Int 10, Wis 2, Cha 8.

DWARF SOCIETY

mines (although some live on surface ourposts). Carved into solid
stone, these cities take centuries to complete but remain for ages.
Dhwearf society is organized into clans, with distinct family lines
within each. A clan is led by a hereditary ruler, usually o king or
queen who is a divecr descendant of the clan’s founder. Dwarves are
strongly loyal to their family, clan, monarch, and people as 2 whole;
,in conflicts with other races, even ohjective dwarves tend to side
|with their kinfolk These ties have helped dwarves survive geners-
(tions of warfare against the evil creatures that live under the earth.

A dwarven city has noncombarant members (usually the young,
elderly, and a few adults) equal to 30% of the fighting population;
female dwarves are as numerous as males and are accepted in any
part of dwarf society, including warriors.

Dwarf clans usually focus on one or two types of craf, such as
blacksmithing, making weapans or armor, creating jewelry, engi-
neering, or stonemasonry. Te avoid becoming overspecialized,
dwarves apprentice some of their young ones to other clans; this
practice also helps foster unity. Since dwarves live a long time, these

(apprenticeships can last many years, even wellinte adulthood.
| The chiel dwarven defry is Moradin, the god who created their
|race and the patron of smiths and other skilled craftworkers.

SUBRACES

The information above is for hill dwarves, the most commen vari-

from hill dwarves as follows

92

—Suabiliry: Dwarves are excepticnally stable on their feer. A

— +2 racial bonus on saving throws against poison. *Not re-

Dwarves prefer living in underground cities chat they build arcind

ety. There are three other major dwarven subraces, which differ)

Deep Dwad
These dwarves live far underground and tend to be more stand- |
offish with nondwarves. .
Dieep dwarves are the same height as other dwarves, bur leaner. |
| Their skin sometimes has a reddish tinge, and their large eyes lack
|the brightness of those of their kindred, being a washed-out blue.
Their hair color ranges from bright red to straw blond, They have
lirtle contact with surface dwellers, relying on hill dwarves ar
mountain dwarves to trade goods for them
Deep dwarves speak Dwarven and Goblin, and accasionally
Draconic or Undercommon.
Deep Dwar Traits (Ex): These traits are in addition o the
hill dwarf traits, excepr where noted.
—Racial bonus on saves against spells and spell-
like abilities increases 1o +3.
—Racial bonus on Fortitude saves against
PoiSOns increases o +3.
— Darkvision out to 90 feet,
—Light Sensitivity: Deep dwarves are,
dazzled in bright sunlight or within
the radius of a daylight spell.

Duergar
Sometimes called gray dwarves,
these evil beings dwell in the
underground.
Most duergar are bald (even the
females), and they dress in drab clothing |
that is designed to blend into stone. In their,
lairs they may wear jewelry, but it is always kept |
dull They war with other dwarves, even allying |
with other underground crearures from time 1o
time.
The duergar revere the deity Laduguer, a
joyless god who demands constant toil.
Duergar speak Dwarven and Under-
common.

Duergar Traits (Ex): These traits are in
addition_to.the hill dwarf traits, excepr where
noted.

— —4 Charisma instead of -2,

—Darkvision out 10 120 feer.

—Immunity to paralysis, phantasms, and poison, This trait
replaces the hill dwarls +2 racial bonus on saving throws against
poison.

— 42 racial bonus on saves against spells and spell-like abilities.

—Spell-Like Abilities: 1/day—enlarge person and mviabilily as a
wizard of twice the duergar’s elass level [minimum caster level 3ed);
these abilities atfect only the duergar and whatever it carries,

—Light Sensitivity: Duergar are dazzled in bright sunlight or
within the radius of a daylight spell.

— +4 racial bonus on Move Silently checks.

— +1 racial bonus on Listen and Spot checks.

—Automatic Languages: Common, Dwarven, Undercommon.
Bonus Languages: Draconic, Giant, Goblin, Ore, Terran. This trait
replaces the hill dwarf's auromatic and bonus languages.

—Favored Class: Fighter.

—Level adjustment +1 |

—LUnlike other dwarves, duergar do not have weapon familize- |
ity with the dwarven waraxe and dwarven urgrosh,

The duergar warrior presented here had the following ability |
scores before racial adjusrments: Str 13, Dex 11, Con 12, Inc 10,
\Wis 9, Cha 8,
Challenge Rating: Duergar with levels in NPC classes have a
\CR equal to their character level. Duergar with levels in PC classes
have a CR equal to their character level +1.



Mountain Dwarf Giant eagles ammack creatures thar appear threatening, especially |

Mountain dwarves live deeper under the mountains than hill those intent on raiding the eagles’ nest for eggs or fledglings. |
dwarves but generally nor as far underground as deep dwarves which ferch a handsome price in many civilized areas, Young |
They average abour 4-1,/2 feer tall and have lighter skin and hair eagles can be trained and are prized as aerial mounts :
than hill dwaryes, but the same general appearance. They claim they A typical giant eagle stands abour 10 feet tall, has a wingspan of

were the first dwarf race and that all other dwarves are descended Lupto 20 feet, and resembles its smaller cousins in nearly every way

from them, an attitude that contributes o their isolationism. | cexcept size, It welghs gbour 500 pounds.

Giant eagles speak Common and Auran.

EAGLE. GIANT! comsaT

Large Magical Beast A giant eagle typically attacks from a great heighe, diving earth- |
|Hit Dice: 4d10+4 (26 hp) ward ar remendous speed. When it cannot dive, inpses its power-
Initiative: +3 ful talons and slashing beak 1o strike ar its rarger’s head and eyes.
Speed: 10 ft. (2 squares), fly 80 fr. (average) A solitary giant eagle is typically hunting or patrolling in the |
Armor Class: 15 (-1 size, +3 Dex, +3 narural), touch 12, vicinity of its nest and generally ignores creatures that do not
flat-Footed 12 appear threarening. A mared pair artacks in concert, making
Base Attack/Grapple: +4./+12 repeated diving arracks ro drive away intruders, and fights o the
Attack: Claw +7 melee (1dé+4) | _death ro defend their nest or harchlings,
Full Attack: 2 claws +7 melee (1d6+4) and bite +2 melee (1d8+2) | | Evasion (Ex); With a successful Reflex save against an attack |
|Space/Reach: 10 ft./5 fr. | _that allows a Reflex save for half damage, a glant eagle rakes no
Special Attacks: — damage.
Special Qualities: Low-light vision, evasion Skills: Giant eagles have a +4 racial bonus on Spot checks, |

Saves: Forr +5, Ref +7, Will +3

Abilities: Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10 TRAINING A GIANT EAGLE
gkills: Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot Although intelligent, a giant eagle requires training before it can
+15, Survival +3 bear a rider in combat, To be trained, a giant eagle must have a
.Feats: Aleriness, Flyby Amack friendly attitude roward the trainer (this can be achieved through
Environment: Temperate mountains ia successful Diplomacy check). Training a friendly giant eagle |
Organization: Selitary, pair, or eyrie (5-12] requires six weeks of work and a DC 25 Handle Animal check
Challenge Rating: 3 Riding a glant eagle requires an exotic saddle. A giant eagle can |
| Treasure: None fight while carrying a rider, bur the rider cannor also artack unless |
|Alignment: Usually nearral good he or she succeeds on a Ride check !
Advancement: 5-8 HD (Large}; 9-12 HD (Huge) Giant eagle eges are worth 2,500 gp apiece on the open market,
| Level Adjustment: +2 (cohort) while chicks are worth 4,000 gp each. Professional trainers charge
1,000 gp to rear or train a giant n'ilgft'
Giant eagles are intelligent, keen-eved birds of prey that some- Carrying Capacity: A light load for a giant eagle is up to 300
times associate with good creatures. pounds; a medium load, 301-600 pounds; and a heavy load,

601-900 pounds.

(Fhamt r.wg.!' (3

ELADRIN

The eladrins are a celestial race native o
the plane of Arborea. They are knights and
lords who roam the cosmos in search of good
folk to aid. Eladring are free-spirited, but they
are also mighty champions of good

COMBAT

Eladrins are deadly and resolute foes of evil, fear-
less and clever in barle,
Eladrin Traits: An eladrin possesses the following
trits (unless otherwise noted in a creature’s entry),
—Darkvision out to 60 feer and low-light vision
Immunity to electricity and perrificarion
—HResistance to.cold 10 and fire 10
—Tongues (Suk All eladrins can speak with any
creature that has a language, as though using a|
tonguies spell (caster level 14¢h). This ability is
always active

BRALANI
Medium Outsider (Chaotic, Eladrin, Extraplanar,
Good)
Hit Dice; 6d8+18 (45 hp)
| Initiative: +8
| Speed: 40 ft, (8 squares), fly 100 fr. {perfect)
Armor Class: 20 (+4 Dex, +6 natural), rouch 14, flac-foored 16
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The being before you resembles @ short, stocky elf. broad in the

(bow af hues.

: The bralanis are the wild-

|with almost any creature, thanks to their

Combat

Mlur, charm  person

Base Attack/Grapple: +6/+10

Attack: +1 holy scimitar +11 melee (1deé+4/18=20) or +1 hely
compasite longbow (+4 Str bonus) +11 ranged (1d8+5/3) or slam
+10 melee (1d6+4)

Full Artack: +1 holy scimitar +11/+6 melee (1d6+4/18-20] or +1

holy composite longbow (+4 Str bonus) +11,/+6 ranged (1d8+5,/x%3) |

or slam +10 melee (1da+4)

Space/Reach: 5 fr./5 fi.

Special Attacks: Spell-like abilities, whirlwind blast

\Special Qualities: Alternate form, damage reduction 10/cold

iron or evil, darkvision 60 fr., immunity 1o electricity and
perrification, low-light vision, resistance to cold 10 and fire 10,
spell resistance 17, tongues

Saves: Fort +8, Ref +9, Will 57

Abilities: Str 18, Dex 18, Con 17, Int 13, Wis 14, Cha 14

Skills: Concentration +12, Diplomacy +4, Escape Artist +13,
Handle Animal +11, Hide 13, Jump +10, Listen +13, Move
Silently +13, Ride +6, Sense Motive +11, Spot +13, Tumble +13, |
Use Rope +4 (+6 with bindings)

{ Feats: Alertness, Blind-Fight, Improved Initiative

Environment: Olympian Glades of Arhorea
Organization: Solitary, pair, or squad {3-5)

Challenge Rating: &

Treasure: No coins; double goods; standard items
Alignment: Always chaotic good

Advancement: 7—12 HD (Medium); 13-18 HD (Large)

Level Adjustment: +5

shoulders but quick and nimble. 1ts_hair is_a _bright
silver-white, ond i3 eyes are an ever-changing rain-

est and most feral of their
kind, existing from heart-
beat o heartbear in a glori-
ous, never-ending pas-
sion, In addition o g8
their natural form,
bralanis can as-
sume the shape of
a1 whirlwind or -
zephyr of dusr,
snow, or sand
Bralanis speak
Celestial, Infernal,
and Draconic, but can communicate

fomgics abiliry.

Bralanis prefer the scimitar and bow, the weapons
of the desert nomads they most closely resemble.
A bralani's natural weapons, as well as any
weapons it wields, are treated as chaotic-
aligned and good-aligned for the purpose of
overcoming damage reduction.
Spell-Like Abilities; Ar will

Caster level éth, The save DCs are Charisma-based. |

Whirlwind Blast {Su): When in whirlwind form, a bralani|
can artack with a scouring blast of wind, dealing 3dé poinis of |
damage in a 20-foot line (Reflex DC 16 half), The save DC is|
| Constiturion-based,

Alternate Form (Su); A bralani can shift berween its human-
| oid and whirlwind forms 25 a standard action. In humanoid form,
it cannot fly or use its whirlwind blast, but it can use its spell-like
abilities and its weapons. In whirlwind form, it can fly, make slam |
Jartacks and whirlwind blast artacks, and use spell-like abilices, |

A bralani remains in one form until it chooses o assume o new |
one. A change in form cannot be dispelled, nor does the braland
revert to any particular form when killed. A truie secing spell, how-
ever, reveals both forms simultanecusly

GHAELE

Medium Outsider (Chaotic, Eladrin, Extraplanar, Good)

. Hit Dice: 10d8+20 (65 hp)

| Initiative: +3
|Speed: 50 ft. (10 squares), fly 150 fr. (perfect)
Armor Class: 25 (+1 Dex, +14 natural), touch 11, Aat-footed 24,
or 14 (+1 Dex, +3 deflection), rouch 14, Oar-footed 13
Base Attack/Grapple: +10/+17
Attack: +4 holy greatsword £21 melee (2d6+14/19-200 or light ray
+11 ranged touch (2d12)
Full Artack: +4 holy greatsword +21/+16 meles (2dé+14/19=20) or
2 light rays +11 ranged touch (2d12)
Space/Reach: 5 fi./s fi.
Special Atracks: Spell-like abilities,
spells, gaze
Ghacle Special Qualities:
Alrernate form, damage
reduction 10/evil and
cold iran, dark-

LUDC 13}, gust of wind
DT 14), mirror
Limage, wimd_wall;
12 day—light-
ning kol (DC
L5, cure seTious
wounds (DC 15,




vision 60 ft., immunity to_electricity and petrification, low-
light vision, protective aura, resistance to cold 10 and fire 10
spell resistance 28, tongues

Saves: Forr +9, Ref +8, Will +10

Ahiliries: Sir 25, Dex 12, Con 15, Ing 16, Wis 17, Cha 16

Skills: Concentration =15, Diplomacy +5, Escape Artist +14,
Handle Animal +16, Hide +14, Knowledge (apy two) +16,
Listen +16, Move Silently +14, Ride +16, Sense Motive +16,
Spot +16, Use Rope +1 (+3 with bindings)

Feats: Combat Expertise, Improved Disarm, Improved Initiative, |

Improved Trip
| Environment: Olympian Glades of Arborea
Organization: Solirary, pair, or squad (3-5)
Challenge Rating: 13
Treasure: No coins; double goods; standard items
Alignment: Always chaotic good
Advancement: 11-15 HD (Medium}; 16-30 HD (Large)
| Level Adjustment; —

| This creature resembles an elf with o noble bearing. it has pearly, opales- |

cent eyes and seems to give off o radiant aura,

Ghaeles are the knights-errant of the celestials, Wherever evil and
tyranny raise their ugly heads, the ghaeles respond. Working
behind the scenes more than other eladrins, ghaeles quietly
muster resistance and offer guidance 1o any of good heart with the
Jcourage to stand against their oppressors.
A ghaele can take the form of an incarporeal globe of eldritch
|colors, 5 feet in diameter.
A ghaele is abour 6 feer tall and weighs abour 170 pounds.
Ghaeles speak Celestial, Infernal, and Draconic, but can com-
.municate with almost any creature, thanks to their fongues ability,

Combat
Ghaeles who enter combat prefer direct confrontation and damag:
ing attacks ro more subtle or insidious methods, They usually fight
in their_humaneoid form, wielding incandescent +% holy
greatswords, If a ghaele desires mobility, it assumes its globe form
and blasts the enemy with light rays.

A ghaele’s natural weapons, as well as any weapons it wields, are |
treated as chaotic-aligned and good-aligned for the purpose of |
overcoming damage reduction

Spell-Like Abilities: At will—aid, charm monster (DC 17), color
spray (DC_14), compmehend langiuges continual fame, cuere light wounds
(DC 14), dancing lights, detect evil, detect thoughts (DT 15), disguise self,
dispel magic, hold monser (DC 18), greater invisibility (self only), major
image (DC 16), see imvisibility, greater teleport (self plus 50 pounds of
objects only) 1,/ day—hain lightrimg (DC 19, prismalic spray (DC 20,

Lwall of forve. Caster level 12th. The save DCs are Charisma-based.

_Spells: Ghaeles in humanoid form can cast divine spells as
{14th-level cleries. A ghaele has access 1o two of the following do-
mains: Air, Animal, Chaos, Good, or Plant (plus any others from irs
deity). The save DCs are Wisdom-hased.

Typical Cleric Spells Prepared (68//7/7/6/5/4/4/3; save DC 13 + spell
level): 0—cure minor wounds, debect magic, guidarnce, Hght, resistanee,
virtue; 1st—Dbless, calm animals®, command, divine favor, obseuring
witsl, sanctuary, shield of faith; 2nd—aid. align_weapon, bear’s
endurance, hold animal®, lesser restoration, remaove panalysis, zone of
truth; 3ed—daylight, gaseous formi®, prayes resiave curse, searing light,

water breathing 4th—death ward, dismissal, divine power, mesforation,
csuemmon nakre’s ally 1V Ganimal}®; Sth—control winds®, fame strike,
L mtize dead, frie seeing: sth—banishment, blade barvier, chain lightning®,
heal; 7th—animal shapes®, holy word, summon monster VII

*Domain spell. Domains Air and Animal,

Gaze (Sulk In humanoid form—slay evil creatures of 5 or less
HI, tange 60 feer, Will DC 18 negates. Even if the save succeeds, |
the creature is affecred as though by a fear spell for 2d10 rounds, |

Monevil crearures, and evil creatures with more than 5§ HD, must |
succeed ona DC 18 Will save or suffer the fear effect. The seve DCs |
are Charisma-based. .

Light Ray (Ex); A ghaele in globe form can project light rays,

{with a range of 300 feet. This amack overcomes damage reduction
Lol any type

Alternate Form (Su) A ghaele can shift between its humanoid
and globe forms as a standard action. In humaneid form, it cannot
fly or use its light rays, but it can use its gaze attack and spell-like |

.abilities, make physical attacks, and cast spells, In globe form, it
can fly, use its light rays, and use spell-like abilities, but it cannot |
cast spells or use its gaze attack. The globe form is incorporeal, and
the ghaele has no Strength score while in that form.

A ghaele remains in one form until it chooses o assume a new |
one. A change in form cannot be dispelled, nor does the ghaele |
revert to any particular form when killed. A true seging spell or abil-
ity, however, reveals both forms simultaneously.

Protective Aura (Su): Against attacks made or effects cre-

{ated by evil creatuces, this ability provides a +4 deflection bonus,

ito AC and a +4 resistance bonus on saving throws to anyone

within 20 feet of the ghaele, Otherwise, it functions as a magic

circle against evil effect and a lesser globe of ineulnerability, borh |
with a radius of 20 feet (caster level equals ghaele's HD). (The

defensive benefits from the circle are notincluded in o ghaele’s

statistics block.)

ELEMENTAL

Elementals are incarnations of the elements thar compose existence. |
They are as wild and dangerous as the forces that birthed them. |

COMBAT

Elementals have varied combar abiliries and racrics, bur all have |
the same elemental qualities.

AIR ELEMENTAL

This creature appears to be an omorphous, shifting cloud surounded by
fast-moving currents of air. Darker bits of twirling vapor form the sugges-
tion of teo eyes and a mouth, but this could be a trick of the swiring air

Air elementals are among the swiftest and most agile creatures in
existence, They seldom leave their home plane except when sum-
moned elsewhere by a spell.

Adr elementals speak Auran, though they rarely choose to do so,
The voice of an sir elemental sounds like the high-pitched screech
of a tornado ot the low mean of a midnight storm.

Combal

Their rapid speed makes air elementals useful on vast barlefields
or in extended aerial combat,

Air Mastery (Ex); Airborne creatures rake a =1 penalty on
attack and damage rolls against an air elemental

Whirlwind (Su); The elemental can transform itself inro a
whirlwind once every 10 minutes and remain in thar form for up
te 1 _round for every 2 HD it has. In this form, the elemental can
move through the air or along a surface ar irs fly speed

The whirlwind is 5 feer wide ar the base, up to 30 feer wide at
the top, and up to 50 feet rall, depending on the elemental’s size. |
The elemental controls the exace heighy, bur it must be ar least|
10 feer. ;

The elementals movement while in whirlwind form does not |
provoke attacks of opportunity, even if the elemental enters the |
space another creature occupies. Another creature mighe be |
.caught in the whitlwind if it touches or enters the whirlwind, or if
the elemental moves into or through the creaure’s space.

Creatures one or more size categories smaller than the slemen-
tal might take damage when caught in the whirlwind (see the




against the whirlwind's effects varies with the elemental's size (see
the table). The save DC is Steength based.

Crearures trapped in the whirlwind cannot move except 1o go.
where the elemental corries them or to escape the whirlwind.
\Creatures caught in the whirlwind can otherwise act normally, but
lmust succeed on s Concentration check (DC 15 + spell level) 1o
\cast 2 spell. Creatures caught in the whirlwind take a —4 penalty 1o
Dexterity and a -2 penalty onattack rolls. The elemental can haye

table below for details) and may be lifted inte the aic An affected
creature must succeed on a Reflex save when it comes into contact
with the whirlwind or take the indicated damage. It must also suc-
ceed on a second Reflex save or be picked up bodily and held sus-
pended in the powerful winds, automatically taking the indicared
damage each round. A creature that can fly is allowed s Reflex save
{each round to escape the whirlwind. The creature still takes|
|damage bur can leave if the save is successful. The DC for saves |

Air Elemental, Small Air Elemental, Medium Air Elemental, Large
Small Elemental (Air, Extraplanar) Medium Elemental (Air, Extraplanar) Large Elemental (Air, Extraplanar)

Hit Dice:
Initiative:

Speed:

Armor Class:

Advancement:

Level Adjustment:

244 (9 hp)

Fly 100 fi. (perfect) (20 squares)
17 (+1 size, +3 Dex, +3 natural),
touch 14, far-foored 14

17-20 HD (Huge

4ds+8 (26 hp)

s |

Ely 100 fr. (perfect) (20 squares)
18 (+5 Dex, +3 natural),

touch 15, flar-foored 13

22-23 HD (Huge

gd8&+24 (60 hp)

+11

Fly 100 ft. (perfect) (20 squares)
20 (=1 size, +7 Dex, +4 naturall,
rouch 16, fat-foored 13

Base Attack/Grapple: +1/-3 +3/+4 /412
Attack: Slam +5 melee (1d4) Slam +8 melee (1d6+1] Slam +12 melee (3dé+2)
Full Attack: Slam +5 melee (1d4) Slam +8 melee (1ds+1) 2 slams +12 melee (2d6+2)
Space/Reach: 5 f1./5 fr. 5 f./5 fr. 10 fr./10 fr.
Special Artacks; Air mastery, whirlwind Air mastery, whirlwind Air mastery, whirlwind
Special Qualiries: Darkvision 60 ft., elemental traits  Darkvision 60 ft, elemental traits Damage reduction 5/
darkvision 60 fr., elemental rraits
Saves: Fort +0, Ref =6; Will +0 Fort +3, Ref =9, Will 41 Fort +5, Ref +13, Will +2
Abilities: Str 10, Dex 17, Con 10, Str.12, Dex 21, Con 14, Str 14, Dex 25, Con 18,
Int 4, Wis 11, Cha 11 Int 4, Wis 11, Cha 11 Int 6, Wis 11, Cha 11
Skills; Listen +2, Spot +3 Listen +3, Spot ++ Listen +5, Spot +6
Feats: Flyby Artack, Improved Initiative®, Dodge, Flyby Attack, Improved Combat Reflexes, Dodge, Flyby Attack,
Weapon Finesse Initiative *, Weapon Finesge® Improved Initiative ®, Weapon Finesse®
| Environment: Elemental Plane of Air Elemental Plane of Air Elemental Plane of Air
Organization: Solitary Solitary Solitary
Challenge Rating: | i g
Treasure: None MNone Nong
Alignment: Usually neurral Usually neutral Usually neutral
Advancement: 3 HD (Small 5-7 HD (Medium 9-15 HD (Large)
Level Adjustment; — — —
Air Elemental, Huge Air Elemental, Greater Air Elemental, Elder
Huge Elemental {Air, Extraplanar) Hoge Elemental (Air, Extraplanar)  Huge Elemental (Air, Extraplanar)
Hit Dice; 16da+64 (136 hp) 21d8+84 (178 hp) 24dg+96 (204 hp)
Initiarive: +13 14 +15
Speed: Fly 100 fr. (perfect) {20 squares) Fly 100 ft. (perfect) {20 squares) Ely 100 ft. (perfect) (20 squares)
Armor Class: 21 (=2 size, +9 Dex, +4 natural), 26 (-2 size, +10 Dex, +8 natural), 27 (=2 size, +11 Dex, +8 narural),
touch 17, flar-footed 12 touch 18, flar-foored 16 touch 19, far-footed 16
Base Artack/Grapple: +12/424 +16/+28 +18/432
Attack: Slam +19 melee (2d8+4) Slam +23 melee {2d8+5) Slam +27 melee (2d8+6)
Full Attack: 2 slams +19 melee (2d8+4) 2 slams +23 melee (2d8+5) 2 slams +27 melee (2dB+6)
Space,/Reach: 15 fr./15 {1 15 fr./15 fr 15 fr./15 fr,
Special Artacks: Air mastery, whirlwind Air mastery, whirlwind Air mestery, whirlwind
|Special Qualities: Damage reduction §/-, Damage reduction 10/~ Damage reduction 10/,
darkyision 60 ft., elemental traits  darkvision 60 ft., elemental taits darkvision 60 ft., elemental traits
Saves: Fort 49, Ref +19, Will +5 Fort +11, Ref +22, Will 49 Fort +12, Ref +25, Will +10
Abilities; Str 18, Dex 29, Con 18, Str 20, Dex 31, Con 18, Str 22, Dex 33, Con 18,
Int 6, Wis 11, Cha 11 Int 8, Wis 11, Cha 11 Int 10, Wis 11, Cha 11
Skills: Listen +11, Spot #12 Listen +1+, Spor +14 Listen +29, Spor +29
Feats: Alertness, Combar Reflexes, Aleriness, Blind-fight, Combat Alertness, Blind-fight, Cleave,
Dodge, Flyby Atack, Improved Reflexes, Elyby Artack, Improved Combar Reflexes, Flyby Artack,
Initiative *, Mobility, Spring Initiative ¥, Iron Will, Mobiliry, Improved Initiative ® Iron Will,
Attack, Weapon Finesse® Power Atrack, Spring Amack, Mobility, Power Artack, Spring
Weapon Finesse® Antack, Weapon Finesse®
Environment: Elemental Plane of Air Elemental Plane of Air Eleméntal Plane of Air
Organization: Solitary Solitary Solitary
Challenge Rating: 7 4 11
Treasure: None Nons Mone
Alignment: Usually neutral Usually nevtral Usually neurral

2548 HD (Huge|



diamerer equal to half the whirlwind’s height. The cloud obscures |
all vision, including darkvision, bevond 5 feer. Creatures 5 feet)
away have concealment, while those farther away have total con- |
cealment. Those caught in the cloud must succeed on a Concen- |
tration check (DC 15 + spell levell to cast a spell.

An elemental in whirlwind form cannot make slam artacks and
\does not threaten the area around it

only as many creatures trapped inside the whiclwind ar one time
a5 will fit inside the whirlwind's volume.

The elemental can egject any carried creatures whenever it
wishes, depositing them wherever the whirlwind happens to be. A
summoned elemental always ejects trapped creatures before
returning to its home plane.

1f the whirlwind's base rouches the ground, it creates o swirling

cloud of debris. This cloud is centered on the elemental and has a

Earth Elemental, Small
Small Elemental

Earth Elemental, Medium
Medium Elemental

Earth Elemental, Large
Large Elemental

{Earth, Extraplanar) {(Earth, Extraplanar) (Earth, Extraplanar)
Hit Dice: 2ds+2 {11 hp) #d8+12 (30 hp) Bdg+32 (68 hp)
Initiative: <] 1 =1
Speed: 20 fi. (4 squares) 20 fr. (4 squares) 20 fi. (4 squares)
Armor Class: 17 (+1 size, —1 Dex, +7 natural 18 (-1 Dex, +9 natural) 18 (=1 size, =1 Dex, +10 natural)
touch 10, flat-footed 17 touch 9, lar-footed 18 touch 8, flat-footed 18
Base Attack/Grapple: +1,/+0 +3/+B s6/417
Attack: Slam +5 melee (1d6+4 Slam +8 melee (1d8+7) Slam <12 melee (2d8:7]
Full Artack: Slam +5 melee [1d6+4) Slam +8 melee (1d8+7) 2 slams +12 melee (2d847)
Space,/Reach: 5fr/s fr. 5 fr./5 fi. 10 fr./10 fi
Special Artacks: Earth mastery, push Earth mastery, push Earth mastery, push

Special Qualities:

Darkvision 60 fr., earth glide,
elemental trairs

Darkvision &0 ft., earth glide,
elemzntal rraits

Damage reduction 5/—, earth glide,
g _ £
darkvision 60 ft., elemental traits

Saves: Fort +4, Ref —1, Will +0 Fort +7, Ref +0, Will +1 Fort +10, Ref +1, Will +2

Abilities: Str 17, Dex 8, Con 13, Sir 24, Dex 8, Con 17, Sir 25, Dex 8, Con 19,
Int 4, Wis 11, Cha 11 Int 4, Wis 11, Cha 11 Int 6, Wis 11, Cha 11

Skills: Listen +3, Spot +2 Listen +4, Spot +3 Listen +6. Spot +5

Feats: Power Attack Cleave, Power Artack Cleave, Great Cleave, Power Artack

Environment: Elemental Plane of Earth Elemental Plane of Earth Elemental Plane of Earth

Organization: Solitary Solitary Solitary

Challenge Raring: 1 | 5

Treasure; Nope MNong None

Alignment: Usually neutral Usually neutral Usually neutral

Advancement: 3 HD (Small) §—7 HD (Medium 915 HD (Large

Level Adjustment:

Level Adjustment:

Earth Elemental, Huge
Huge Elemental
{Earth, Extraplanar)

Earth Elemental, Greater
Huge Elemental
(Earth, Extraplanar)

Earth Elemental, Elder
Huge Elemental
(Earth, Extraplanat)

Hit Dice: 16d8+80 (152 hp) 21d8+105 (199 hp) 244d8+120 (228 hp)

Initiative: =1 -1 - |

Speed: 30 ft. {6 squanas) 0t (6 SOLares) 30fr. (6 squares)

Armor Class: 18 (=2 size, —1 Dex, +11 natural) 20 (-2 size, =1 Dex, +13 natural 22 (=2 size, =1 Dex, +15 narural)
touch 7, flat-foored 18 touch 7, far-footed 20 rouch 7, flar-fooied 22

Base Artack/Grapple: +12/+29 +15/4+33 +18/437

Attack: Slam +19 melee (2d10+9) Slam +23 melee (2d10410) Slam +27 melee (2d10+11/19-20)

Full Artack: 2 slams +19 melee (2d1049) 2 slams +23 melee (2d10+10) 2 slams +27 melee (2d10+11/19-20)

Space;/Reach: 15 fi./15 fi 15 fr./15 fi 18 fr./15 fe

{Special Arracks: Earth mastery, push Earth mastery, push Earth mastery, push

Special Qualiries: Damage reduction 5/~ earth glide, Damage reduction 10/, earth glide, Damage reduction 10/-, earth glide,
darkvision 60 fr., elemental traits  darkvision 60 fi, elemenial trairs darkvision 60 fr., elemental rrairs

Saves: Fort +15, Ref +4, Will +7 Fort +17, Ref +&, Will +9 Fort +19, Ref+7, Will 410

Abilities: Str 29, Dex 8, Con 21, Str 31, Dex &, Con 21, Sir 33, Dex 8, Con 21,
Int 6, Wis 11, Cha 11 Int & Wis 11, Cha 11 Int 10, Wis 11, Cha 11

Sleills: Listen +10, Spot +9 Listen +14, Spot +14 Listen +29, Spor +29

Feats: Awesome Blow, Cleave, Great Alertness, Awesome Blow, Cleave,  Alermness, Awesome Blow, Cleave,
Cleave, Improved Bull Rush, Great Cleave, Improved Bull Rush,  Great Cleave, Improved Bull Rush,
Tron Will, Power Attack Improved Sunder, lron Will, Improved Critical (slam}, Improved

Power Amack Sunder, Iron Will, Power Artack

Environment: Elemental Plane of Earth Elemenial Plane of Earth Elemental Plane of Earth

Organization: Solitary Solitary Splitary

Challenge Rating: 7 9 11

Treasure: MNone Mone Mone

Alignment; Usually neatral Usually neutral Usually neteral

Advancement: 1720 HD {Huge 22-23 HD (Huge) 2548 HD (Huge)




AIR ELEMENTAL SIZES
— Whirlwind ———

Elemental Height ‘Weight Save DC  Damage _ Height
Small 4 ft. 1 b " 1d4 10-20 fi.
Medium £ fi 2 |b. 13 1d6 10-30 ft._.
Large 16 fi. 4 Ib, 16 2d6 1040 fr. |
Huge 2 fi. & Ib, ] 2d8 10-50 ft. |
. Greater 36 fi. 10 b, 25 2d8 10-60 fi. |
Elder 40 fi. 12 Ib. 28 2dB 1080 fi.

EARTH ELEMENTAL

Like o waiking hill, the creature plods nearer on two featureless legs of rock
Land earth, its clublike arms.of jagged stone swinging ot its sides, and its
featureless head staring blankly in your direction.

Earth elementals are immensely strong and tough.
The larger ones can pound almost anything into
rubble. They seldom leave their home plane | 4%
|except when summoned elsewhere by a spell. ¥

When summoned to the Material Plane, an L g
earth elemental consists of whatever types of
dirt, stones, precious metals, and gems it was
conjured from

Earth elementals speak Terran but
rarely choose to do so. An earth elemen-
tal’s voice sounds like an echo ina deep
funnel, the rumbling of an earthquake,
lor the grinding of plates of stone.

Combat

| Though an earth elemental moves
slowly, it is a relentless oppo-
nent. It can mavel though
solid ground or stone as

gasily as humans walk on
the earth’s surface, It cannot
swim, however, and must
either walk around a body 4
of water or go through &
the ground under it
An earth elemental can
move along the bottom of
a body of water but pre-
fers not to.

Earth Mastery (Ex): An garth
elemental gains a +1 bonus on attack
and damage rolls if both it and its foe are touching the ground. If
.an opponent is airborne or waterborne, the elemental takes o —4
|penalty on attack and damage rolls, (These modifiers are not
included in the staristics block.)

Push (Ex): An earth elemental can starr a bull rush maneuver
without proveking an artack of opportunity. The combar modi-
fiers given in Earth Mastery. above, also apply to the elemental’s
opposed Strength checks,

Earth Glide (Ex): An earth elemental can glide through
stone, dirt, or almost any other sort of earth excepr meral as
easily as a fish swims through water. Its burrowing leaves behind
no runnel or hole, nor does it create any ripple or other signs of
its presence. A move carfh spell cast on an area conraining a bur-
rowing earth elemental flings the elemental back 30 feer, stun-

EARTH ELEMENTAL S1ZES

| Elemental _ Height  ‘Weight Elemental Height  ‘Weight

| Small 4 fi. 20 Ib. Huge 32ft. 48,000 1b,
Medium i fi, 750 Ib.  Greater I6ft. 54,000k
Large 16f. 60000k Elder 40ft..  60,0001b. |

ning the creature for 1 round unless it succeeds on a DC 15 For-
titude save.

FIRE ELEMENTAL
LA mass of ambulatory flame races across the ground, seeming ta flicker and
\spark from @ central, humangid-sheped conflagration, Like o lving
\inferno, the fire-creature’s buming dance of heat and flame brings it ever
closer,

(Fire elementals are fast and agile. The merest touch [rom their;
fiery bodies is sufficient to set many materials aflame.

A fire elemental cannot enter water or any other nonflammable
liquid. A body of water is an impassible barrier unless the fire ele-
mental can step or jump over it i

Fire elementals speak Ignan, though they mrely choose 1o do so. |

When one speaks, its voice sounds like the crackle and hiss
s of a great fire.

Combat d
A fire elemental is o fierce opponent
= that attacks its enemies
directly and savagely. 1t rakes
joy in burning the crearures and
objects of the Material Plane to
ashes, ===
Burn (Ex): A fire elemental’s
slam attack deals bludgeoning,
§ damage plus fire damage from the |
elemental’s flaming body. Those hit,
by a fire elemental's slam arrack also |
must FL!\'.'L'I:i.'Ij ong R.l.'ﬂ&:{hﬂﬁ'r} J
\‘“2/ or citch on fire. The flame)
- burns for 1d4 rounds, The,
[ t save DC varies with the ele-
# B mental's size (see the
\_( B table below). A burning
creature can fake g move
action to put out the
flame, The save DC is Con-
stitution-based
Creatures hirting a fire ele-
mental with natural weapons or unarmed artacks take
fire damage as though hit by the elemenral's amack, and
also carch on fire unless they succeed on a Reflex save,

Fire ELEMENTAL SIZES

Elemental Height Weight Burn Save DC
Small 4 ft. 1 lb. 11
Medium i ft. 2 |b. 14
Large 16 fi. 4 |b. 17
Huge 32 ft. & b 2
Greater 36 ft. 101b. 24
Elder 40 fi. 12 |b. 26

WATER ELEMENTAL

A vortex of water rolls ocross the ground, though it never-seems to crash or
lose its shape, The waves cascade and storm around a central, humarnaid: |
shaped whirdpeel, with watery appendages that pound with the force ofan |
oCean sionmm,

| A water elemental can be as ferocious and powerful as a stormy sea. |
A water elemenral can't venrure more than 180 feer from the
body of water from which it was conjured. |
Water elementals speak Aguan bur rarely choose 1o do 5o,
| When one speaks, its voice sounds like the crashing of waves ona
irocky shore or the howls of an ocean gale



Hit Dice:

Initiative:
Speed:

Armor Class:

Fire Elemental, Small
Small Elemental

{Fire, Extraplanar)

2ds (2 hp)

+5

50 fr. (10 squares)

15 (41 size, +1 Dex, +3 namaral
touch 12, flat-footed 14

Fire Elemental, Medinm
Medium Elemental
{Fire, Extraplanar)

4ds+8 (26 hp)

50 fr. (10 squares)

16 (+3 Dex, +3 namural)
touch 13, Aat-footed 13
# 3 +4

Fire Elemental, Large

Large Elemental

(Eire, Extraplanar)

8d5+24 (60 hp)

+9

50/ft. (10 squares)

18 (=1 size, +5 Dex, +4 narural)
touch 14, lat-footed 13
{6/412

Base Attack/Grapple: +1/-3

Attack: Slam +3 melee (1d4 plus 1d4 fire)  Slam +6 melee (1d6+1 plus 1d6 fire) Slam +10 melee (2de+2 plus 2de fire)
Full Artack: Slam +3 melee (1d4 plus 1d4 fire)  Slam +6 melee (1ds+1 plus 1d6 fire) 2 slams +10 melee (2d6+2 plus 2d fire)
Space/Reach: 5 ft/s . sit/sh 10 ft./10 ft.
Special Artacks: Burn Burn Burn
Special Qualities:  Darkvision 60 fr., elementl tairs, - Darkvision 60 fr, elemental maits,  Damage reduction 5/=, darkvision 60 ft.,
immunirty to fire, immunity to fire, elemental traits, immunity 1o fire,
vulnerabiliey 1o cold vulnerability 1o cold vulnerability 1o cold
Saves: Fort 0, Ref +4, Will +0 Fort +3, Ref 47, Will +1 Fort +5, Ref+11, Will +2
Abiliries: Str 10, Dex 13, Con 10, Str 12, Dex 17, Con 14, Str 14, Dex 21, Con 16,
Int 4, Wis 11, Cha 11 Int 4, Wis 11, Cha 11 Int 6, Wis 11, Cha 11
Skills; Listen 2, Spot +3 Listen +3, Spot +4 Listen +5, Spot +6
Feats: Dodge, Improved Initiative®, Dodge, Improved Initiative® Dodge, Improved Initiative,™ Mobility,
Weapon Finesse" Mohbility, Weapon Finesse® Spring Artack, Weapon Finesse®
Environment: Elemental Plane of Fire Elemental Plane of Fire Elemental Plane of Fire
Organization: Solitary Solitary Solitary
Challenge Rating: i 3 5
Treasure: Mone MNone MNone
Alignment; Usually neurral Usually neurral Usually neurral
Advancement: 3 HD (Small} 5-7 HD (Medium) 915 HD (Large)
Level Adjustment: — — —
Fire Elemental, Huge Fire Elemental, Greater Fire Elemental, Elder
Huge Elemental Huge Elemental Huge Elemental
{Fire, Extraplanar) {Fire, Extraplanar) (Fire, Extraplanar)
Hit Dice: 16d8+64 (136 hp) 21d8+84 (178 hp) 24d8+96 (204 hp)
Initiative: #11 +12 +13
Speed: a0 fr. (12 squares) 60 fr. (12 squares) 60 ft. (12 squares)

Armor Class:

Base Attack/Grapple:

Attack:

Full Areack: 2 slams +17 melee (2d8+4 plus 2 slams 422 melee (2d8+5 plus 2 slams +26 melee (2d8+6 plus 2d8 fire)
2d8 fire) 2d8 fire)

Space/Reach: 15 fr./15 fr 15 fr./15hi 15 fr./15 fr

Special Artacks: Burn Burn Burn

Special Qualities: Damage reduction §/-, Damage reduction 10/-, Damage reduction 10/-,
darkvision 60 ft., elemental traits,  dackvision 60 fr., elemental traits, darkvision 60 ft., elemental traits,
immuniry 1o fire, immunity to fire, immunity 1o fire,
vulnerability 1o cold vulnemability to cold vulnerability to cold

Saves: Fort +9, Ref +17, Will +7 Fort +11, Ref +20, Will +9 Fort +14, Ref +23, Will +10

Abilities: Str 18, Dex 25, Con 18, Str 20, Dex 27, Con 18, Str 22, Dex 29, Con 18,
Int 6, Wis 11, Cha 11 Inr &, Wis 11, Cha 11 Int 6, Wis. 11, Cha 11

Skills: Listen +11, Spor +12 Listen +14, Spot +14 Listen +28, Spot +29

Feats: Alertness, Combar Reflexes, Alertness, Blind-Fight, Combat Alertness, Blind-Fight, Combat
Dodge, Improved Initative ®, Reflexes, Dodge, Improved Reflexes, Dodge, Improved Initiative ¥,
Iron Will, Mobility, Spring Atack, Initatve®, Iron Will, Mobility, Great Fortirude, Iron Will, Mobiliry,
Weapon Finesse® Spring Attack, Weapon Finesse®, Spring Attack, Weapon Finesse,

Weapen Focus (slam Weapon Focus {slam)

Environment: Elemental Plane of Fire Elemental Plane of Fire Elemental Plane of Fire

Organization: Solitary Solitary Solitary

Challenge Rating: 7 a 11

Treasure: None Mone Mone

Alignment: Usually neutral Usually neutral Usually neutral

Advancement: 17-20 HD (Huge} 22-23 HD (Huge 25—48 HD (Huge)

Level Adjustment:

19 (=2 size, +7 Dex, +4 narural)

touch 15, lar-footed 12
+12/+24

Slam +17 melee (2d8+4 plus
2d8 fire)

24 (=2 size, 48 Dex, +8 natural)
touch 16, Aar-footed 16
+15/+28

Slam +22 melee (2d5+5 plus
2d8 fire

25 (=2 size, +9 Dex, +8 narural)

touch 17, flar-footed 16

+18/432

Slam +26 melee (2d8+6 plus 2d8 fire)




Combat

A water elemental prefers to fight in a large body of water where
it can disappear beneath the waves and suddenly swell up

behind its opponents.

Water Mastery (Ex): A water elemental gains a +1 bonus on
attack and damage rolls if both ir and its opponent are touching
water. If the opponent or the elemental {s touching the ground, |

Hirt Dice:
Initiative:
Speed:

Armor Class:

Base Artack/Grapple:
Anack:

Full Atrack:
Space/Reach:

Special Artacks:

Special Qualities:

Saves.
Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Hit Dice;
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Atrack:

Full Artack:
Space,/Reach:

Special Artacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Water Elemental, Small
Small Elemental

(Water, Extraplanar)

2d8+2 {11 hpl

+0

20 fr. (4 squares), swim 90 fr.
17 (41 size, +6 namural]

rouch 11, flar-footed 17

+1/=1

Slam +4 melee (1d6+3)

Slam +4 melee (1d6+3)

5 fr./5 ft.

Water mastery, drench, vortex
Darkvision &0 ft., elemental traits

Fort +4, Ref +0, Will +0
Sir 14, Dex 10, Con 13,
Imt 4, Wis 11, Cha 11
Listen +2, 5pot +3
Power Attack
Elemental Plane of Water
Solitary

1

MNone

Usually neutral

3 HD (Small)

Water Elemental, Huge
Huge Elemental

{Water, Extraplanar)

t6d&+80 (152 hp)

ok

30 ft. {6 squares), swim 120 ft.
21 (=2 size, +4 Dex, +% namural),
touch 12, flar-foored 17
+12/427

Slam +17 melee (2d1047

2 slams +17 melee (2d10+7)

15 fr./15 fr.

Water mastery, drench, vortex
Damage reduction 5/,
darkvision &0 fi,, elemental rraits
Fort +15, Ref+9, Will 7

5tr 24, Dex 18, Con 21,

Int 6, Wis 11, Cha 11

Listen +11, Spor+12

Adertness, Cleave, Grear Cleave,
Power Attack, Improved Bull
Rush, Iron Will

Elemental Plane of Water
Solitary

None

Usually neutral

17-20 HD (Huge

the elemental takes a =4 penalry on attack and damage rolls.

(These modifiers are not included in the staristics block.)
A water elemental can be a serious threat to a ship that!

crosses its path, An elemental can easily overturn small crafr (5

Water Elemental, Medium
Medium Elemental

(Water, Extraplanar)

4dg+12 (30 hp)

+1

20 ft. (4 squares), swim %0 fr.
19 (+1 Dex, +8 natural)

touch 11, flar-footed 18

+3/+6

Slam +6 melee (1d8+4

Slam +6 melee (1d8+4)

si/s k.

Water mastery, drench, vortex
Dorkvision 60 ft., elemenmal traits

Fort 7, Ref +2, Will <1
St 16, Dex 12, Con 17,
Int 4, %Wis 11, Cha 11
Listen +3, Spot +4
Cleave, Power Attack
Elemental Plane of Water
Solitary

3

MNone

Usually neuvrral

5-7 HD (Medium)

Water Elemental, Greater
Huge Elemental

(Water, Extraplanaz)

21d§+105 (199 hp)

+ 4

30 fr. (6 squares), swim 120 fi.
23 (=2 size, +5 Dex, +9 natural),
touch 13, flat-footed 17
+15/+31

Slam +21 meles (2d10+8)

2 slams +21 melee (2d10+8)

15 f/15 .

Water mastery, drench; vortex
Damage reduction 10/-,
darkvision &0 ft., elemental traits
Forr +17, Ref +14, Will +9

Sir 26, Dex 20, Con 24,

Int 8, Wis 11, Cha 11

Listen +14, Spot +14

Alermness, Cleave, Grear Cleave,
Improved Bull Rush, Improved
Sunder, Iron Will, Lightning
Reflexes, Power Artack

Elemental Flane of Warter
Solitary

a

Mone

Usually neutcal

22-23 HD (Huge)

feer of length per Hit Die of the elemental) and stop larger ves-
|sels (10 feet long per HD). Even large ships (20 feer long per
HD) can be slowed to half speed.

Water Elemental, Large
Large Elemental

(Water, Extraplanar)

8d8+32 (68 hp)

20 ft. (4 squares}, swim 90 {1
20 (—1 size, +2 Dex, +9 natural
touch 11, flat-foored 18
+6/4+15

Slam +10 melee (2d8+5)

2 slams +10 melee (2d8+5)

10 fi/10k

Water mastery, drench, vortex
Damage reduction §/-,
darkwvision 60 fr., elemental traits
Fort +10, Ref +4, Will +2

Str 20, Dex 14, Con 19,

Int &, Wis 11, Cha 11

Listen <5, Spat +6

Cleave, Great Cleave, Power Artack
Elemental Plane of Water
Solitary

None

Usually neutral

9-15 HD (Large)

Water Elemental, Elder

Huge Elemental

(Water, Extraplanar)

24d8+120 (228 hp)

+E

30 fr. (6 squares), swim 120 [t

23 {=2 size, +6 Dex, +9 natural
touch 14, flat-footed 17

+18/+35

Slam +25 melee (2d10+9/19-20

2 slams +25 milee (2d10+9/19-20)
15 fr./15 ft.

Water mastery, drench, vortex
Damage reduction 10/

darkvision 60 ft., elemental traits
Fort +19, Ref +16, Will +10

Str 28, Dex 22, Con 24,

Int 10, Wis 11, Cha 11

Listen +29, Spot 429

Mlertness, Cleave, Great Cleave,
Improved Critical (slam), Improved
Bull Rush, Improved Sunder, Iron Will,
Iron Will, Lighming Reflexes,
Power Artack

Elemental Plane of Water

Solitary

11

MNone

Usually neutral

25-48 HD {Huge!



Drench (Ex): The elemental’s touch puts out torches, camp-
fires, exposed lanterns, and other open flames of nonmagical
origin if these are of Large size or smaller. The creature can dispel
magical fire it touches as dispel magic (caster level equals elemen-
tals HD),

Vortex (Su): The elemental can transform itself into a,
whirlpool once every 10 minutes, provided it is underwater, and |
remain in that form for up 1o 1 round for every 2 HD it has. In,
yvortex form, the elemental can move through the warer or along |

the botrom atits swim speed.

The vortex is 5 feet wide at the base, up to 30 feet wide ar the

top, and 10 feer or more 1all, depending on the elemental’s size.
The elemental controls the exact heigh, bur it must be ar least
10 feer.
The elementals movement while in vortex form does not pro-
voke artacks of opportunity, even if the elemental enters the space
another creature occupies. Another creature might be caught in

the vartex if it touches or enters the vortex, or if the elemental |

moves into or through the creature’s space.

Creatures one or more size categories smaller than the ele-,
mental might rake damage when caught in the vortex (see the |

rable below for details) and may be swept up by it. An affected
crearure must succeed on a Reflex save when it comes into con-
rict with the vortex or take the indicared damage. It must also
succeed on a second Reflex save or be picked up bodily and held
suspended in the powerful currents, automatically taking
damage each round. An affected creature is allowed a Reflex
isave each round to escape the vortex. The creature still rakes
damage, but can leave if the save is successful. The DC for saves
\against the vortex's effects varies with the elemental’s size. The
isave DC is Strength-based.

Creatures trapped in the vortex cannot move exceprio go | of

\where the elemental carries them or to escape the
whirlwind. Crearures caught in the whirlwind
can otherwise act normally, but must make a
Concentration check (DC 10 + spell level) ro casta
spell. Creatures caught in the whirlwind take a —4
penalty to Dexterity and a -2 penalty on attack ~
rolls. The elemental can have only as many crea-
tures mapped inside the vortex at one time as will
fit inside the vortex'’s volume.

The elemental can ejectany carcled creatures
whenever it wishes, depositing them wherever the
vortex happens 1o be. A summoned elemental
always ejects mapped creatures before returning
to its home plane.

1f the vortex’s base touches the bottom, it cre-
ates a switling cloud of debris. This cloud is cen-

|tered on the elemental and has a diameter equal 1o

half the vortexs height. The cloud

\obscures all vision, including darck-
vision, bevond 5 feer. Creatures 5 feet 49
away have concealment, while those
Farther oway have total concealment.
Those caught in the cloud must make s Concen-
rration check (DC 15 + spell levell o
cast a spell

An elemental in vortex form
cannot make slam arracks and does ;
not threaten the area around it, .\-., R

Skills: A water elemental has a >
+8 racial bonus on any .Swum N

icheck 1o perform some special .-
action or avoid o hazard. Ir can
always choose 1o tke 10 on a Swim check, even
if distracted or endangered. It can use the run acrion
while swimming, provided it swims in a straight line.

Ty

WaTER ELEMENTAL SIZES

—_— Vortex —————
Elemental  Height  Weight Save DC  Damage  Height
Small 4. 34 |b, 13 Td4 10-20 fi. |
Medium Bt 280 ib. 15 1d6 10-30 ft.
Large 16f 22500k, 19 2d6  10-40 fi.
Huge 32 fi. 18,0001k, 25 2dE 10-50 fi
Greater 36 f. 21,000 0b. 8 2d8 10-60 fi.
Elder 40 fr. 24,000 ib. n ZdE 10-60 ft. |

ELE

This hurmanoid, slender and slightly shorter than a human, has pale skin

and dark hair. Peinted ears grace the sides of its elongated head. It wears .
armor with.a natural, forest-themed design that oppears organic insiead |

of warked ard crafed

| Elves are aloof guardians of the forests, studying magic and sword-
play for the duration of their long lives.

Elves average 5 feet tall and rypically weigh just over 100
pounds. They live on fruits and grains, though they occasionally

hunt for fresh meat. Elves prefer colorful clothes, usually with a,

green-and-gray cloak that blends well with the colors of the forest.
They appreciate beautiful things, from elegant jewelry to attrac-
tive flowers to decorated clothing and tools,
Like dwarves, elves are craftmasters, although they work in

wood and meral rather than metal and stone, Elven items are |
prized by other races, and many elven communities have become |
prosperous by trading crafted goods with other peoples in and out

of the forests

Elves speak Elven, and most also know Common and

Sylvan.

the information presented here is for one of 15t level.

COMBAT
Elves are cautious warriors and take time to analyze their
opponents and the locarion of the fight if at all possible,
maximizing their advantage by using ambushes,
snipers, and camouflage. They prefer to fire from
cover and retreat before they are found, repeating
this maneuver until all of their enemies are dead.
They prefer longbows, shortbows, rapiers, and
g, longswords. In melee, elves are
graceful and deadly, using com-
plex maneuvers that are beautiful o
| observe. Their wizards often use sleep
4 spells during combar because these
wont affect other elves
Elf Traits (Ex): Elves possess the fol-
lowing racial traies.
— 42 Dexterity, ~2 Constiturion
—Medinm size.
—An elf’s base land speed is
30 feer,
—Immunity to sleep spells
and effects, and a +2 racial sav-

throw modifiers given here.)
—Low-light vision.

e, ' automatically proficient

with the longsword, rapier,
longhow, composite longbow, shartbow
and composire shortbow

Most elves encountered outside their homes are warriors;.

ing throw bonus against en-.
chantment spells or effects.|
(Mot reflected in the saving)

—Weapon Proficiency: Elves;

[O]




Elf, 1st-Level Warrior
Medium Humanoid (ELf)

Dirow, 1st-Level Warrior

Medium Humanoid (ELf)

1ds (4 hp)

+1

30 ft. {6 squares)

16 (+1 Dex, +4 chain shirt, +1 light shield)
touch 11, flar-foored 15

+1/+2

Rapier +3 melee (1d6+1/18-20) or

hand crossbow +2 ranged (1d4/19-20)
Rapier +3 melee (1dé+1/18-20) or

hand crosshow +2 ranged (1d4/19-20)
§fr/sfr .

Peison, spell-like abilities

Dirow traits, spell resistance 12

Fort +2, Ref +1, Will =1*

St 13, Dex 13, Con 10, Int 12, Wis 9, Cha 10
Hide +0, Listen +2, Search +4, Spot +3
Weapon Focus (rapier)

Underground

Squad (2—4), patrol (5-8 plus 2 2nd-level sergeants and
| leader of 3rd-6th level), or band (20-50 plus 10%
noncombatants plus 1 2nd-level sergeant per § adults,
2d4 ath-level lieurenants, and 1d4 9th-level caprains)

1 [5ee text)
Standard
Usually nevrral evil

Hir Dice: 1d& (4 hp)
Initiative: +1
Speed: 30 fr. {6 squares)
Armor Class: 15 (+1 Dex, +3 studded leather,
+1 light shield], touch 11, fat-footed 14
Base Attack/Grapple: +1/42
Attack: Longsword +2 melee (1dB+1,/19-20) or
longhow +3 ranged (1d8/x3)
Full Attaclk: Longsword +2 meles(1d841,/19-20) or
longbow +3 ranged (1d8/x3)
Space/Reach: 5 frfs fu
Special Artacks: None
Special Qualities: Elven traits
Saves: Fort +2, Ref +1, Will 1"
Abilities: Ser 13, Dex 13, Con 10, Int 10, Wis 9, Cha §
Skills: Hide +1, Listen +2, Search +3, Spot +2
Feats: Weapan Focus {longhow)
Environment: Temperate forest
{ Half-elf: Temperate forests)
{Aquatic: Temperate aquatic)
(Gray: Temperate mountains]
(Wild: Warm forests)
(Wood: Termperate forests)
, Organization: Squad (2-4), company (11-20 plus 2 3rd-level
sergeants and 1 leader of 3rd—6th level), or band
(30-100 plus 20% noncombatants plus 1 3rd-level
sergeant per 10 adults, 5 Sth-level liestenants,
| and 3 7th-level caprains)
Challenge Rating: 1z
Treasure: Standard
Alignment: Usually chaotic good
{Wood: Usually neorral)
Advancement: By character class
Level Adjustment: +0

— +2 racial bonus on Listen, Search, and Spot checks. An elf|

who merely passes within 5 feet of a secret or concealed door is

entitled to a Search check to notice it as if she were actively look- |

ing for ir.

—Automatic Languages: Common, Elven. Bonus Languages:

Draconic, Gnoll, Gnome, Goblin, Ore, Sylvan.
—Favored Class: Wizard,

The elf warrior presented here had the following ability scores
before racial adjustments: Str 13, Dex 11, Con 12, Int 10, Wis 9,
Cha 8.

ELF SOCIETY

Elves believe that independence and freedom for the individ-
ual are more important than the rigid structures of civilization,
so they tend to live and travel in small bands. These bands
accept the loose authority of a noble, who in turn owes alle-
giance to an elven monarch {who rules his or her own band
directly),

Elves live in harmony with nature, building temporary camps
that blend into the trees—or are_in the branches of the trees,
away from prying eyes. They frequently have animal guardians or
giant eagles warching their homes. An elven settlement contains
noncpmbatants (mostly children) equal 1o 20% of the fighting
\population, Elf society is egalitarian, and males or females may be
Hound in almest any role

Their long life span gives elves a patient perspective and
allows them o take pleasure in the enduring beauty of the nam-
ral world. They don't see the point in short-term gains and

insread learn things thar will provide joy for years ro come, such |

By character class

+2

as stories, music, art, and dance. Treasures such as elven music
and crafts disguise the fact thar elves are dedicated warriors
determined 1o check the spread of evil in the foreses.

Elves eat little, and although they are omnivorous, they eat
more plants than meat. This is partly because of their affinity with
nature (they believe a harvested plant causes less distuption 1o
nature than a slain animal) and partly because their fondness for
roving requires food that is preserved more ea sily.

The chief elf deiry is Corellon Larethian, who is the creator and
protectorof the race

SUBRACES

The above information describes the high elf, the most common
variety, There are five other major subraces of elf, in addirion 1o
half-elves, who share enough elven characreristics to be
included here.

Half-Elf

Half-elves are not mruly an elf subrace, but they are often mistaken
for elves, They may be ourcasts from their parents' socieries or wel-
comed into the elven or human community, depending on the |
artitudes the two groups have for each other. Half-elves usually |
inherir a good blend of their parents’ physical characteristics, soa
half-aquatic elf has greenish skin, a half-drow has dusky skin and
light hais, and so on, !

Half-Elf Traits (Ex): Half-elves possess the following racial |
[rairs.

—Medium size.

—# half-elf’s base land speed is 30 feet

—Immunity to sleep spells and similar magical effects, and a



+2 racial bonus on saving throws against enchanrment spells o
effects,

—Low-light vision.

— +1 racial bonus on Listen, Search, and Spot checks. A half-elf
does not have the elf's ability to notice secret doors simply by pass:
]l'.lg neiEr I|::I'|."!'|'|.

— +2 racial bonus on Diplomacy and Gather Information
checks: Half-elves ger along narurally with all people. This bonus
may not apply in situations or settings where half-elves are
viewed with distrust (such as isolated human settlements), ar the
DM's option.

—Elven Blood: For all effects related to race, a
half-elf is considered an elf. Half-elves, for
example, are just as vulnerable ro special
effects that affect elves as their elf ancestors
are, and they can
use magic items that
are only usable by elves,

—Automatic Languages
Common, Elven. Bonus Lan-
guages: Any (other than secret lan-
guages, such as Druidic)

—Favored Class: Any, When
derermining whether a multiclass
half-elf rakes an experience point
penalty for multiclassing, her
highest-level class does not
count.

Aguatic Eif

This humanoid s slender ang
slightly shorter thon o human

It has pale, greenish silver skin
and emerald green hair. lts eors
are.pointed, ond its fingers and
toes are partially webbed,

Also called sea elves,
rl'l e8¢ Creatunes are warer-
breathing cousins o
land-dwelling elves.
They cavert amid the
waves and the ocean
depths with allies such as
dolphins and whales.

Aquatic elves fght underwarer
with tridents, spears, and nets.

Many aguatic elves revere Deep
Sashelas, an undersea pod of knowl
edge and beaury

Agquatic EIf Traits (Ex): These traits are in addition to the high
elf traits, except where noted.

+2 Dexterity, =2 Intelligence. These adjustments replace the
high elf’s ability score adjustments.

—An aguatic elf has the aguatic subtype.

—An aquatic elf has a swim speed of 40 feer

—Gills: Aquaric elves can survive out of the warer for 1 hour
per point of Constirution (after that, refer to the suffocation rules
on page 304 of the Dungeon Master's Guide .

—Superior Low-Light Vision: Aquatic elves can see four times
as far as 2 human in staclight, moonlighs, torchlight, and similar
conditions of low {lluminarion. This rrair replaces the high elf's
low-light vision.

—Favored Class: Fighter. This trait replaces the high elf's
favored class

Drow

This humarnoid is slender and shorter than @ human, 18 has jet black skin
and white hair.

Also known as dark elves, drow are a depraved and evil subter-
ranean affshoor

White is the most common hair color among drow, but almost
any pale shade is possible, Drow tend to be smaller and thinner
than other sorts of elves, and their eyes are often a vivid red. Their
society is matriarchal and rigidly controlled by the priesthood.

The drow's patron deity is the spider goddess Lolth. Female

drow favor the cleric class rather than
wizard and have access to two of

the following domains: Chaos,
Destruction. Evil, or Trickery.

Drow usually coat their arrows
with a potent venom

Poison (Ex): An opponent

hit by a drow’s poisoned

weapon must succeed on a

DC 13 Fortitude save or fall

unconscious, After 1 minute,
the subject must succeed on
another DC 13 Forritude save
or remain unconscious for 2d4
hours. A rypical drow carries
1d4—1 doses of drow knock-
out poison. Drow rypically |
coat arrows and crossbhow
bolts with this poison, but it
can also be applied 10 2 meles
weapon. Note that drow have
no special ability 1o apply
poison without risking being
poisoned themselves, Since this
poison is not a magical effect,
drow and other elves are sus-
ceptible o it.

Drow Traits (Ex): These
traits are in addition to
the high elf trairs, except
where noted,

— +2 Intelligence, +2
Charisma
— Darkvision out to 120
feet. This trait replaces the high
elf's low-light vision.

—Spell resistance equal 1o 11 + class levels

— +2 racial bonus on Will saves againzt spells and spell-like
abilities.

—Spell-Like Abilities: Drow can use the following spell-like abili-
ties once per day; dancing lights, darkness, faerie fire, Caster level equals
the drow's class levels.

—Weapon Proficiency: A drow is automatically ]JED[.IL'Ii"TIf with
the hand crosshow, the rapier, and the short sword, This trait
replaces the high elf's weapon proficiency,

—Automatic Languages: Common, Elven, Undercommoen.
Bonus Languages; Abyssal, Aguan, Draconic, Drow Sign Language,
Gnome, Goblin, Kuo-toan. This trait replaces the high elf’s auro-|
matic and bonus languages

Light Blindness: Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds drow for 1 round. On subse-
quent rounds, they are dazzled as long as they remain in the,
affected area.

Favored Class: Wizard (male) or cleric (female). This trair
replaces the high elf's favored class.

—Level adjustment +2




Drespetine
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The drow warrior presented here had the following ability scores

before racial adjustments: Str 13, Dex 11, Con 12, Int 10, Wis 9,
Chas,
Challenge Rating: Drow with levels in NPC classes have a CR

equal to their character level. Drow with levels in PC classes have |

a CR equal ta their character level +1

Gray EH _
LThis humaenaid (s slender and reary as tall as a humen. 18 {5 pale-|
\skinned ond dork-hoired, with peinted ears.

Gray elves are the most noble and regal of all elves. Taller and

-grander in physical appearance than others of their race, gray

elves have a reputation for being aloof and arrogant (even by elven
standards]. They certainly are more reclusive than high elvas, living
in isolated mountain citadels and allowing entry only o a select
few outsiders They have either silver hair and amber eves or pale

.golden hair and violet eyes, They prefer clothing of white, silver, |
{yellow, or gold, with cloaks of deep blue or purple. |
Gray EUE Traits (Ex): These traits are in addition o the high r.'ll'_

traits.
— +2 Intelligence, -2 Strength.

Wild EIf

This humanoid is slender and shorter than g human, Its has dark brown
skir, pointed ears, and black hair.

LWild elves, also known as grugach, are bacbaric and tribal

Wild elves' hair color ranges from black to light brown,

lightening to silvery white with age. They dress in simple

Ethereal filcher

clothing of animal skins and basic plant weaves. Though other
elves consider them savages, they contend that they are the
true elves, for the rest have lost their primal elven essence in |
needing to build, Nomadic and rugged, wild elves favor the

(sorcerer class rather than wizard, although many are barhar-
{ians as well.

Wild Elf Traits (Ex): These traits are in addition o the high elf
trairs, except where noted.
+2 Dexterity, -2 Intelligence. These adjustments replace the

Lhigh elf’s ability score adjustments.,

—Favored Class: Sorcerer. This trait replaces the high elf's
favored class,

Wood El

Also called sylvan elves, members of this subrace live deep in pri-
mordial forests. Their hair color ranges from yellow 10 8 coppery
red, and they are more muscular than other elves. Their clothing is

(in dark shades of green and earth tones to berter blend in with
\their narural surroundings. Their homes are sometimes guarded
(by giant owls or leopards.

Wood EMf Traits (Ex): These traits are in addition to the high
elf traits, except where noted.

— +2 Strength, =2 Intelligence.

—Favored Class: Ranger, This trait replaces the high elf's
favored class.

. ETHERFEALFIICHER

Medium Aberration

Hit Dice: 5d8 (22 hp)

Initiative: 48

Speed: 40 fi. (8 squares)

Armor Class: 17 (+4 Dex, +3 natural), touch 14, flar-footed 13

Base Attack/Grapple: +3/43

Atrack: Bite +3 melee (1d4)

Full Artack: Bire +3 melee (1d4)

Space/Reach: 5 ft./5 {t

Special Attacks: —

Special Qualities: Darkvision 60 fr., detect magic,

ethereal jaunt

Saves: Fort +1, Ref «5, Will +5

Abiliries: Str 10, Dex 18 Con 11, Int 7, Wis 12,
Cha 10

Skills: Listen +9, Sleight of Hand +12, Spot +9

Feats: Dodge, Improved Initiative

Environment: Underground

Organization: Solitary

Challenge Rating: 3

Treasure: Mo coins; standard goods:

double items

Alignment: Usually neurral

Advancement: 6-7 HD ( Medium};
B=15 HD (Large)

Level Adjustment: —

This bizarre creature stands nearly as tall as

o _human, but that's where the similgrity

erds. [t has o baglike body that balances on a single, powedful leg that |

ends in a prehensile foot. s foce is located in the center of its body, with.,

four eyes and a_large mowth, Four long. multijointed arms extend from |
the body, each ending in long, slender fingers.

Ethereal filchers are bizarre-looking creatures with a penchant |

for snatching trinkers from passersby. Their ability ro move
L quickly berween the Ethereal Plane and the Magerial Plane makes

them spectacular pickpockets,



Ethereal flchers dwell on the Material Plane, whete they staff
their lairs with all manner of refuse. They prefer secluded, inac-
cessible spots, such as the bortom of an abandoned well or mine
shaft, an alpine cave, or the basement of a ruined building.

Ethereal filchers do not speak.

COMBAT

An ethereal filcher prowls about, using its ethereal jaunt ability to
move about unseen (and often through solid objects). Upon locar- |
ing a likely mark, it shifts 1o the Mazerial Flane, attempting 1o

carch its victim unaware. The creature attemprs 1o seize an item,
|then retreats quickly back 1o the Ethereal Plane. It is not above
delivering a bite to distract its targer. Once it secures a trinker, it
scurries back to its lair to admire its prize. When badly wounded,
i flcher escapes rather than continuing the fight

Any number of simple ruses can blunr a filcher's arrack.
Quick-thinking individuals often can recover a stolen ltem

simply by snarching it back before the filcher can escape. (Use|
the rules for making a disarm attempt, page 155 of the Player's]

Handbook.) Others keep a few cheap baubles available for the
local filcher to.snatch. Filchers are known to have a nose for
magic, so items enspelled with Nystul's magic aura ot conlinual
flame spells often prove irresistible, especially if they are also
gaudy. Forrunately for its targer, a filcher usually is sarisfied
with a single prize.

Detect Magic (Su): Ethereal filchers can detect magic as the
spell (caster level 5th) ar will

Ethereal Jaunt (Su): An ethereal filcher can shift from the
\Ethereal Plane to the Marerial Flane as part of any move action,
and shift back again as a free action. It can remain on the Ethe-
ireal Plane for 1 round before rerurning ro.the Material Plane. The
{ahiliry is otherwise identical with the ethercal jaunt spell (casver
level 15th]

skills: Erhereal filchers have a +8 racial bonus on Sleighr of
Hand checks, and 2 +4 racial honus on
Listen and Spot checks.

ETHEREAIL MARAUDFR

Medium Magical Beast (Extraplanar)
Hit Dice: 2d10.(11 hpl

|Initiative: +5
|Speed: 40 ft. (8 squares]
L Armor Class: 14 (+1 Dex. +3 natural), rouch 11, flat-footed 13

Base Artack/Grapple; «2/+4
Arrack: Bite +4 melee (1d6+3)

_Full Attack: Bite +4 melee (1d6+3

Spac:t,-"iicuch: 5 /s

Special Attacks: —

Special Qualities: Darkvision 60 ft., ethereal jaunt
Saves: Fort +3, Ref +4, Will +1

Abilities: Str 14, Dex 12, Con 11, Int 7, Wis 12, Cha 10
Skills: Listen +5, Move Silently +5, Spot +4

Eeats: Improved Inidarive

| Environment: Ethereal Flane
\Organization: Solitary
.Challenge Rating: 3

Treasure: Nong

Alignment: Always neurral

Advancement: 3— HD (Medium}; 5-6 HD (Large]
Level Adjustment: —

This creature resembles a bipedal lizard with o simuous dail. 15 most

disturbing feature is its lock of @ head, Instead it _has a.gaping maw:
surrounded by three powerful mandibles; gleaming, jet-black teeth ling,
the inner mouth, Three small eyes ring the maw, (nierspersed with the,

mandibles.

Ethereal marsuders are aggressive predators thar can move,|

quickly from the Ethercal Plane to attack opponents on the Mate-
rial Plane

Ethereal marauders live and hunt on the Ethereal Plane. Their
ecology and habits are obscure at best—few have observed them
in their natural habitar for any length of time, and their appear-
ances on the Material Plane are limited o those occasions when
they are artacking prey. They are assumed to have no sociery or cul-
ture in the traditional sense, being motivated solely by the need
for sustenance and survival.

Ethereal maruders’ coloration ranges from bright blue to deep
violet. An ethereal marauder stands abour # feer tall, bur is overall
lengrh is about 7 feet. It weighs about 200 pounds.

Ethereal marauders speak no
known languages. Survivors of their
artacks on the Material Plane claim
that they emit an eerie, high whine tha

varies in pitch depending on the creatures
speed and health.

COMBAT

Once 3 matauder locates prey, it shifts to the
Marerial Flane to attack, arrempting 1o catch irs
victim flar-foored. The creature bites its victim,
then retrears quu_‘kll,' b.'u;l-: o the Ethereal Pl:HL(‘. 1'-";"11.L‘n

plane rather than continuing the fight

spell (caster level 15th),

racial bonus on Listen, Move Silemly, and
Spot checks

badly hurt or wounded, s marauder escapes 1o.its home

Ethercal Jaunt (Su); An ethereal marauder can shift,
from the Ethereal Plane o the Marerial Plane a5 a free |
action, and shift back again as 2 move action. The |

ability is otherwise identical with the etheral jaumt]

— Skills; Ethereal marauders have a +2

ey
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ETTERCAP

Medium Aberration

Hit Dice: 5d8+5 (27 hp)

Initiative: +3

Speed: 30 ft. (6 sguares), climb 30 ft.

Armor Class: 14 (+3 Dex, +1 natural), touch 13, flac-foored 11

Base Attack/Grapple: +3/45

Artack: Bite +5 melee (1d8+2 plus poison)

Artack: Bite +5 melee (1d8+2 plus poison) and 2 claws +3 meles
(1d3+1)

Space/Reach: 5 fi./5 fi.

_Special Attacks: Polson, web

Special Qualities: Low-light vision

Saves: Fort +4, Ref +4, Will +6

Abilities: Str 14, Dex 17, Con 13, Int-6, Wis 15, Cha 8

Skills; Climb +10, Craft (trapmaking) +4, Hide 49, Listen +4,
Spot +8

|Feats: Great Forritude, Mulsiatrack

|Environment: Warm forests

Organization: Solitary, pair, or troupe (1-2 plus 2—4 Medium
monstrous spiders)

Challenge Rating: 3

Treasure; Standand

Alignment: Usually neutral evil

Advancement: §-7 HD (Medium); 8-15 HD (Large)

Level Adjustment: +4

This. revolting creature resernbles o cross between o gongly human and a
bloated spider, It has long, slender arms and legs protruding from a rounded, |
feshy bady, It has a spider's head with a pair of bulbouws black epes.

{Although not very intelligent, ettercaps are cunning predators
Like the monstrous spiders in whose company they are often
found, they are skilled hunters and trappers.

Lurking in dark shadows, ettercaps are solitary creatures that
exist only o ear and breed. They often make their homes near well
traveled paths or game trails, where food is plentiful. They savor the
taste of still-living flesh, often consuming incapacitated prey before
it dies

Ertercaps are very fond of spiders and ofien keep them as others
keep bees. Some ettercaps have a number of monstrous spiders as
pets, which are as loyal 1o iras a dog is 1o a human master

An enercap is about & feer tall and weighs about 200 pounds,

Ettercaps speak Common,

COMBAT

(Ertercaps are not brave creatures, but their cunning rraps often
ensure that the enemy never draws a weapon, When an ettercap
does engage its enemies, it attacks with its keen-edged claws
and venomous bite. It usually will not come within melee reach
of any foe that is still able to move

Poison (Ex): Injury, Fortitude DC 15, initial damage 1dé Dex,
secondary damage 2d6 Dex. The save DC is Constitution based
and includes a +2 racial bonus.

Web (Ex): An ettercap can throw o web eight times per day, This.
is similar 1o an attack with a ner but has a maximum range of 50
feet, with a range increment of 10 feet, and is effective against tar-
gets of up to Medium size. The web anchors the targer in place,
allowing no movement.
An entangled creature can escape with a DC 13 Escape Artist
check or burst the web with & DC 17 Strength check, The check
DCs are Constiturion-based, and the Strength check DC
includes s +4 racial bonus The web has & hit points, hardness o,
and takes double damage from fire.

Ettercaps can also create sheers of sticky webbing from 5 1o
60 feer square. They usually position these to snare flying crea
rures but can also try to trap prey on the ground, Approaching
creatures must succeed ona DC 20 Spot check to notice a web, or
they stumble into it and become mapped as though by a success-
ful web attack. Antempts 1o escape or burst the webbing receive a

#5 bonus if the trapped creature has something to walk on or

geab while pulling free. Each 5-foot-square section has & hit

points, hardness 0, and takes double damage from fire
|"Ll'.| [ h."rC.:l'Fl CAn move across 1S own ‘ihl;,'l!."l 'ﬁ'i_‘h aArIEC l: mi"
speed and can determine the exact location of any crearure
touching the web
Skills: Ertercaps have a +4 macial bonus on Craft (trapmak-
ing), Hide, and Spot checks, They have a +8 racial bonus on
Climb checks and can always choose to takee 10 on Climb checks
even if rushed or threatened.

ETTIN

Large Giant

Hit Dice: 10d8+20 (65 hp)

Initiative: +3

Speed: 30 ft. in hide armor (& squares); base speed 40 £,

Armor Class: 18 (-1 size, =1 Dex, +7 natural, +3 hide}, touch |
8, Har-footed 18

$4 Base Attack/Grapple: +7/+17

Attack: Morningstar +12 melee (2d6+6) or javelin +5
ranged (1d&+6)

{Full Attack: 2 morningstars +12/+7 melee (2d6+6) or 2 javelins

+5 ranged (1d8+6)



Space/Reach; 10 fr./10 f, -
Special Attacks: —
Special Qualities: Low-light vision, supe-

rior two-weapon fighting -f""‘ad 7
e

-

Saves: Fort +9, Ref +2, Will +5 h
Abiliries: Sir 23, Dex 8, Con 15, Int 6, : .
Wis 10, Cha 11 — ' :
Skills: Listen +10, Search 41, @ .

Spor +10 4
Feats; Aleriness, /
Improved Initiarive, |
Iron Will, Power Artack
Environment: Cold hills
Organization: Solitary,
gang (2—4), troupe
(1-2 plus 1-2 brown
bears), band (3-5
plus 1-2 brown
bears), or colony
(3-5 plus 1-2 brown [
bears and 7-12 omcs
or 16 goblins)
Challenge Rating: &
Treasure: Standard
Alignment: Usually
chaotic evil
Advancement: By
character class ¥
Level Adjustment: +5 4

This hulking giant has
two heods. Eoch head 1}
has a porcing face with a

showvel jaw and protruding b |
lower coninges like @ boar’s fusks. The rest /
af its teeth are lorge and rotien. lis
stringy hair iz fifthy, just like the

rest of the creature, =

¢

=
=il
Ettins, or two-headed giants, are

vicious and unpredictable hunters that stalk the night. Their,

two heads make them exceptionally sharp-eyed and alert. They
are excellent guardians and scours,

An errin never bathes if it can help ir, which usually leaves it
so grimy and dirry its skin resembles thick, gray hide (ettins
that don't smell bad are rare indeed). Adult errins are about 13
feer rall and weigh 5,200 pounds. They live about 75 years.

Etting have no language of their own but speak a pidgin of Orc,
Goblin, and Giant, Creatures that can speak any of these lan-
|Buages must succeed on a DC 15 Intelligence check to communi-
care with an ettin. Check once for each bir of information: 1f the
other creature speaks two of these languages, the DC is 10, and for
someone who speaks all theee, the DC is 5. Etrins talk among
themselves withour difficulry, despite their low Intelligence, and
a lone ettin often whiles away the hours chatring with frself

COMBAT

Though ettins aren't very intelligent, they are cunning fighrers.
They prefer to ambush their victims rather than charge into a
straight fight, bur once the bartle has started, an ettin usually
(fights furiously until all enemies are dead

Superior Two-Weapon Eighting (Ex) An erin fights with a
| morningstar or javelin in each hand. Because each of its two heads
tconrrols an arm, the ettin does not take a penalty on attack or
damage rolls for attacking with two weapons

Skills: An errins rwo heads give it 2 +2 racial bonus on Listen,
Spot, and Search checks.

(S »

ey
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ETTIN SOCIETY

Extins like to establish their lairs in remote, rocky areas. They dwell
in dark, underground caves thar stink of decaying food and offal. |
They tolerate other creatures, such as orcs, if these can be |
useful in some way. Otherwise, ettins tend to be violently
4 isolationist, crushing rrespassers without question.
- Ettins are generally solitary, and mated pairs stay
r together for only a few months after a child is born.
Young etting marure quickly. Within eight 1o 1en

months after birth, they are self-sufficient
encugh to go off on their own.

On rare occasions, ¢ particularly strong
ertin may gather a small group, or gang. of
ertins. This gang stays together only as long .
a5 the leader is undefeated. Any major defear |
sharrers the leader’s hold over the others,

and they go their separate ways.

Etting place lirtle value on wealth but
are smart enough to understand irs value
to others. They collect treasure only
because it can buy them the services of
goblins or orcs. These lesser creatures
sometimes build traps around errins’
lairs, ar help them fight off powerful

Opponents

(5 FIENDISH.
&8 CREATURE
‘ Fiendish creatures dwell on the
lower planes; the realms of ewil,|
although they resemble beings found on
the Material Plane. They are more fearsome
in appearance than their earthly counterparts.
. Fiendish creatures are often mistaken for half-
fiends, more powerful crearures that are created when

a fiend mates with a noncelestial creature, or
through some foul infernal breeding project.

SAMPLE FIENDISH CREATURE

Fiendish Dire Rat

Small Magical Beast (Augmented Animal, Extraplanar)

Hit Dice: 1d8+1 (5 hp)

Initiative: +3

Speed: 40 fr. (8 squares), climb 20 fr.

Armor Class: 15 (+1 size, +3 Dex, +1 natural), touch 14,
fla-foored 11

Base Attack/Grapple: +0/—4

Attack: Bite +4 melee (1d4 plus disease]

Full Attack: Bite +4 meles (1d4 plus dizease)

Space/Reach: 5 f./s fr.

Special Attacks; Diseace, smite good

Special Qualities: Darkvision 60 fr., resistance o cold 5 and fire
5, scent, spell resistance 6

Saves: Fort +3, Ref 45, Will +3

Abilities: Str 10, Dex 17, Con 12, Int 3, Wis 12, Cha 4 ]

skills: Climb +11, Hide +8, Listen +4, Move Silently <4, Spor +4,
Swim +11

Feats: Alertness, Weapon Finesse®

Environment: Infinite Layers of the Abyss

Organization: Solitary or pack (11-20)

Challenge Rating: 1,2

Treasure: None

Alignment: Always evil (any)

Advancement: 2-3 HD (Small); 46 HD (Medium)

Level Adjustment: —




Combat

Disease (Ex): Filth fever—bite, Fortimude DC 11, incubarion
period 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is
Constitution-based.

Skills: Fiendish dire rats have a +8 racial bonus on Swim |
checks. They have a 8 racial bonus on Climb checks and can.
always choose to take 10 on Climb checks, even if rushed or |
threatened. They use their Dexterity modifier instead of their!

FORMIAN

Formians hail from the plane of Mechanus. They seek o colo-.
nize all that they see and incorporate all living things into their
L hive as workers.
Expansionist in the extreme, formians are dedicated 1o
|spreading their colonies until they have raken over everything
and their order is unguestioned. To further this end, they attack

all other ereatures, usually ro put them to work building and
expanding cities. Formians maintain these “conscripted” work- |
ers as well as those mentally dominated by the power of their
taskmasters.
A formian resembles a cross between an ant and a centaur. All
formians are covered in a brownish-red carapace; size and appear-
ance differs for each variery

| Strength medifier for Climb and Swim checks

CREATING A FIENDISH CREATURE
“Fiendish” is an inherited template that can be added 1o any cor-
.poreal aberration, animal, deagon, fey, giant, humanoid, mag-
ical beast, monstrous humanoid, ooze, plant, or
vermin of nongood alignment (referred to
hereafter as the base creature).
A fiendish crearure uses all the base crea-
rure's staristics and abilities excepr as noted
| here. Do not recalculate the crearures Hi
| Dice, base attack bonus, saves, or skill points if s §f
type changes
Size and Type: Animals or vermin with this §
template become magical beasts, but otherwise

4
COMBAIT
Formians are gener-
ally aggressive, secking
te subdue all they
encounter. If they per-
ceive even the slighres:
threat to their hive-city
ot to their_gueen,
they attack immedi-
ately and fight 1o the
death. Any [ormian also attacks
immediately if ordered 1o do so|
by a superior
Hive Mind {(Ex}: All formi-
ans within_ 50 miles of
rE1I:]]' I.]l.l.'l"l."l.'!l ore ]Tl. con-
stant communication. If
one is aware of a particular
danger, they all are If one
in a group is not flat-
footed. none of them
are, Mo formian in

HWarrier

the creature type is unchanged. Size is
unchanged. Fiendish creatures encoun-
tered on the Material Plane have the extra-
| planar subiype
| Special Attacks: A fiendish crea
{ture retains all the special artacks of
Lthe base creamure and also gains the
following special arrack.

Smite Good (Su): Once per day
.the creature can make a normal §
melee attack to deal extra
damage equal o its HD roral
(maximum of +20) againsta J§f

good foe.
Special Qualiries: A %
fiendish creature retains
all the special qualities
of the base ereature and
also gains the following,
— Darkyision out to 60 feet.
—Damage reduction (see the able below).
-Resistance 1o cold and fire (see the WS
table below). Y
Spell resistance equal o the creature’s HD
L5 (maximum 25)

If the base creature already has one or more of these special
qualities, use the berter value.

If a fiendish creature gains damage reduction, its natural weap-
ons are treated as magic weapans for the purpose of overcoming
damage reduction,

Abilities: Same as the base crearure, bur Intelligence is ai
least 3.

Environment: Any evil-aligned plane,

Challenge Rating: HD 3 or less, as base creature; HD 4 to 7, as
base creature +1; HD 8 or mote, as base creatute +2.

Alignment: Always evil (any).

Level Adjustment: Same as the base creature +2,

4

a group is consid-
ered flanked un-
less all of them are

FORMIAN SOCIETY
Formians build fabulous hive-ciries in which hundreds of the crea-
tures dwell. They are born into their station, with no ability o
progress. Workers obey orders given by warriors, myrmarchs, or the
quéen. Warriors carry out the will of their myrmarch commanders
or the queen. Myrmarchs rake onders only from the queen hersell,
although they have different ranks depending on services rendered
These are not positions of power but of prestige. The most presti-
gious of the myrmarchs guard the queen Taskmasters are equal in
rank to warriors bur seldom intersct with other formians.

WORKER
This creature is about the size of o jockal or bulldog. It fooks like an ant, |
but holds its head and thonex upright, It has kumaniike shoulders ond |
arms ending in mudimentary. hands with blunt claws

, Workers are the lowest-ranking and most commen formians. They

| Resistance to exist only 1o serve, performing all the necessary, lowly tasks thar
L Hit Dice Cald and Fire Damage Reduction the hive needs done. !
1-3 5 — While workers cannot speak, they can convey simple concepts
4-7 5 §fmagic (such as danger] by body movements, Through the hive mind,
11 10 5/ magic |however, they can communicate just fine—although their intalli-
12 or.more 10 10/magic gence stll limirs the concepts thar they can grasp.
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Formian warriors exist only o fight

A worker is about 3 feet long and abour 2-1/2 feet high at the '
Warriors rank only slightly above workers. They communi- |

front. 1t weighs about 60 pounds. Its hands are suitable only for

manual labor

Combat

Formian workers fight only to defend their hive-cities, using their |

mandikled bire.

A formian worker’s natural weapons, as well as any weapons it
wields, are treated as lawful-aligned for the purpose of overcoming

damage reducrion.

Cure Serious Wounds (Sp): Eight workers together can heal a
creatures wounds as though using the cure serious wounds spell
{caster level 7th). This is 2 full-round action for all eight workers.

Malke Whole (Sp): Three workers together can repair an object as
though using the make whole spell (caster level 7th). This is a full-

round action for all three workers

WARRIOR

This creature s about the size n‘f'n pon. It looks like an ant, but holds its |
head ond therax upright. Its mouth features powerful-looking mandibles,
The crecture has humanlike shoulders and arms ending in powerful

hands with sharp clows. lts abdomen bears a stinger,

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attacl/Grapple:
Attack:

Full Arrack:
Space/Reach:
Special Attacks:

Special Qualities:

Savies:
Abilities:

Skills:

Feats:

Environment:
Organization:

Challenge Rating:
Treasure:
Alignment:

Advancement:

Level Adjustment:

Formian Worker

Small Outsider

{Lawful, Extraplanar)

1d&+1 (5 hp)

+2

40 fr. (8 squares)

17 (+1 size, +2 Dex; +4 natural),
touch 13, Par-footed 15

+1/=2

Bite +3 melee (1d4+1)

Bire +3 melee (1d4+1)

5 fr./5 fr

Cure sevious wounds, hive mind,

immunity 1o poison, petrification,
and cold, make whale, resistance to
electricity 10, fire 10, and sonic 10

Fort +3, Ref +4, Will +2

Str 13, Dex 14, Con 13,

[nt &, Wis 10, Cha 9

Climb 410, Craft {any one) +5,
Hide +&, Listen +4, Search +2,
Spor +4

Skill Focus (Crafr [selected skill])

Clockwork Nirvana of Mechanus
Team {2—4) or crew (7-18

1/2
Mone
Always lawful neurml

2-3 HD (Medium)

cate through the hive mind 1o convey bartle plans and make |
reports to their commanders. They cannor speak otherwise,
A warrior is abour is about 5 feet long and abour 4-1,/2 feet high

Combat

at the front. It weighs bout 180 pounds.

Warriors are wicked combatants, using claws, bire, and a poison-

(ous sting all ar once, Through the hive mind, they amack with

damage reduction

coordinated and extremely efficient tactics,
A formian warrior's natural weapons, as well 25 any weapons it
wields, ave treated as lawful-aligned for the purpose of overcoming

Poison (Ex): Injury, Fortitude DC 14, initial and secondary

damage 1d6 Str. The save DC is Constitution-based

TASKMASTER

| This ereature is about the size of o pony. I8 looks like an ant, but holds
its head and thorex upright, It does not appear to have a mouth. The
creature hos humanlike shoulders and arms ending in powerul_hands

with sharp claws, lts abdomen bears a stinger,

Formian Warrior

Medium Cutsider

(Lawful, Extraplanar)

4d8+8 (26 hp)

+3

40 fi. (8 squares)

18 (+3 Dex, +5 natural),

touch 13, Har-footed 15

ik o7

Sting +7 melee (2d443

rlu.'j ]'.l{}lx-'n:}r'. ]

Sting +7 melee (2d4+3 plus poison}
and 2 claws +5 melee (1dé+1) and
bite +5 melee (1d4+1)

§fr/s fr.

Poison

Hl.'ﬂ."' !"I'II.I'II.i i!TII'I"I'I.!]'I.IT".' {u F';‘Ihl.;ll'l..
perrification, and cold, reststance to
electricity 10, fire 10, and sonic 10,
spell resisrance 18

Forr +6, Rel +7, Will +5

Str 17, Dex 16, Con 14,

Int 10, Wis 12, Cha 11

Climb +10, Hide +10. Jump +14,
Listen +8 Move Silently +10,
Search 47, Spot +8, Suryvival +1
(+3 following tracks), Tumble +12

Dodge, Multarack

Clackwork Mirvana of Mechanus
Solitary, team (2-4), or troop (6—-11)

3

MNone

Always lawful neurral
5—8 HD (Medium);
9-12 HD (Large

Formian Taskmaster

Medium Outsider

{ Lawful, Extraplanar)

4dB+12 (39 hp)

40 fr. (8 squares)

19 {+3 Diex, +& natural),

touch 13, flar-footed 16

+6/+10

Sting +10 melee (2d4+4

plus poison

Sting +10 melee (2d4+4

plus poison) and

2 claws +8 melee (1d6+2)

5 fr./5 fr.

Dominate monster, dominated
creature, poison

Hive mind, immuniry to poison,
petrification, and cold, resistance
to electricity 10, fire 10, and
sonic 10, spell resistance 21,
telepathy 100 fr.

Fort 47, Rel +8, Will +&

Str 18, Dex 16, Con 14,

Ing 11, Wis 16, Cha 19

Climb +13; Diplomacy +&,

Hide +12, Intimidare +13, Listen +12,
Move Silently #12, Search 49,
Sense Motive +12, Spot +12,
Survival +3 (+5 following tracks)
Dodge, Improved Inittative,
Mulriarrack

Clockwork Nirvana of Mechanus
Solirary (1 plus 1 dominated
creature] or conscription team
(24 p|us 1 dominated creature
pEr [eam mq‘rnh'r-

.
¢

Stndard

Always lawful neurral
7—9 HD (Medium};
10-12 HD { Large)




[10

Formian Myrmarch
Large Outsider (Lawful, Exiraplanar)

Formian Queen
Large Outsider (Lawful, Extraplanar)

Hit Dice: 12d8+48 (102 hp) 20d8+100 (190 hp)

Imitiative: +8 -5

Speed: 50 fr. (10 squares) ofr

Armor Class: 28 (=1 size, +4 Dex, +15 natural), 23 (—1 size, 414 natural),
touch 13, far-footed 24 touch 9, flat-footed 23

Base Attack/Grapple: #12/+20 +20/424

Artack: Sting +15 melee (2d4+4 plus poison) or —
javelin +15 ranged (1d6+4)

Full Artack: Sring +15 melee (2d4+4 plus poison) and bite -
+13melee (2d6+2); or favelin +15/+10 ranged (1da+4)

Space,Reach: 10 fr./s fr. 10 fr./s fr.

Special Attacks: Poison, spell-like abilities Spell-like abilities, spells

Special Qualities: Fast healing 2, hive mind, immunity to poison, Fast healing 2, hive mind, immunity 1o poison,
petrification, and cold, resistance to elecrricity 10, petrification, and cold, resistance 1o elecericiny 10,
fire 10, and sonie 10, spell resistance 25 fire 10, and sonic 10, spell resistance 30, telepathy

Saves: Fort +12, Ref +12, Will +11 Fort +19, Ref —, Will +19

Abilities: Str 19, Dex 18, Con 18, Int 16, Wis 16, Cha 17 Str —, Dex —, Con 20, Int 20, Wis 20, Cha 21

Skills: Climb +1%, Concentration +18, Diplomacy +20,
Hide +15, Knowledge (any one) +18, Listen +18,
Move Silently +19, Search +18, Sense Motive #1858,
Spot +18, Survival +3 (+5 following tracks)

Appraise +28, Bluff +28, Concentration +28,

Diplomacy +32, Disguise +5 (+7 acting), Intimidate +30,
Knowledge (any three) +28, Listen +30, Sense Motive
+28, Spelleraft +28 (+30 scrolls), Spot +30, Use Magic
Device +28 (+30 scrolls)

Feats: Dodge, Improved Initiative, Mobiliry, Multiartack, Alertness, Eschew Materials®, Grear Fortitude, Improved
Spring Artack Counterspell, Iron Will, irem creation fear (any one),
! Maximize Spell, Spell Focus (enchantment)
| Environment Clockwork Nirvana of Mechanus Clockwork Mirvana of Mechanus

Solitary, team (2-4+), or platoon (1 plus
7-18 workers and 6-11 warrios)

Organization:

Challenge Rating: ]

Treasure: Standard

Alignment: Always lawful neurral
Advancement: 1318 HD (Large); 19-24 HD {Huge)
Level Adjustment:  —

Taskmasters resemble warriors with no mandibles—no apparent,
mouth at all, in fact. These formians communicate only telepathi-|

cally and derive sustenance from the mental energies of those
they dominare.

A taskmaster's duty is to gather and control nonformians for in-
tegration into the hive. Put simply, taskmasters enslave other crea-
tures, They do not enjoy controlling others but believe it is the
only efficient way to spread the hive 1o all places, a desirable end
for all rational creatures. If 2 taskmaster can manage ro “conscript”
a laborer without using its dominate monster ability, it will do so,

Those few souls who have escaped refer 1o formian hive-

[cities as "work pits.” While formians are not cruel, they are sill
lemotionless—and pitless.

A taskmaster is about the same size a5 a warrior.

Combat

Taskmasters rely on their dominated slaves to fight for them if at
all possible, If necessary, though, they can defend themselves with
claws and a poison sting,

A formian raskmaster's natural weapons, as well as any weapons
it wields, are rreated as lawful-aligned for the purpese of overcom-
ing damage reduction.

Dominate Monster (Su): A taskmaster can use a_dominate

(maonster ability as the spell from a t0th-level caster (Will DC 17
negates) although the subject may be of apy kind and may be up

Lte Large size. Creatures thar successfully save cannot be affected
{ by the same taskmaster’s dominate monster ability for 24 hours. A
single raskmaster can dominate up to four subjects at a time, The
save D is Charisma-hased.

Dominated Creature (Ex): A taskmaster is never encountered

Hive (1 plus 100400 workers,

11=40 warriors, 47 taskmasters with 1
dominated creature each, and 5-8 myrmarchs
17

Double standard

Always lawiul neurral

21=-30 HD (Hugek 31—40 HD (Gargantuan)

alone. One dominated nonformian crearure always accompanies
it (choose or determine randomly any creature of CR 4)

Poison (Ex): Injury, Fortitude DC 15, inirial and secondary
damage 1dé St The save DC is Constiturion-based

MYRMARCH

This creature i3 about the size of @ light horse. [t looks like an ant, but
holds its head and thorax upright, Its mouth features powerful-looking
mandibles, and it wears an elaborate bronze helmet. The creature has
humanlike shoulders and arms ending in humanlike hangs. its abadomen
bears a stinger,

Myrmarchs are the elite of formian society. Much more than those
beneath them, these creatures are individuals, with goals, desires,
and creative thought. Very rarely do these thoughts conflict with
the wishes of the queen, though—most myrmarchs are seill very
loyal 1o her

Myrmarchs are commanders in formian armies and leaders in
formian communities. They are the hands of the queen, carrying
out her direct orders and making sure evervihing goes as she |
desires, Myrmarchs also have a secondary role: stamping out chaps |
wherever and whenever they can. Those who foment disorder, |
and particularly creatures thar revere or exemplify it (such as
slaadi), are the hared foes of myrmarchs.

A myrmarch is about is about 7 feet long and about 5-1/2 feer
high at the front. It weighs about 1,500 pounds, Its claws are |
capable of fine manipulation, like human hands. Each myrmarch

{weirs a bronze helm to signify its position (the more elaborate the
{helm, the more prestigious the position)

Myrmarchs speak Formian and Common.



Combat
Myrmarchs' claws are like hands and thus serve no combat pur-
pose. Myrmarchs occasionally employ javelins for ranged arsacks,
coated with poison from their own stingers.

They fight intelligently, aiding those under them (if any such .

are present) and commanding them through the hive mind. 1f

chaotic creatures are present, however, a myrmarch is single- |

minded in irs quest to destroy. them.

A formian myrmarch’s narural weapons, as well as any weapons
it wields, are treated as lawful-aligned for the purpose of overcom-
ing damage reduction.

Poison (Ex): Injury, Fortitude DC 20, inirial and secondary
damage 2d6 Dex. The save DC is Constitution-based.

Spell-Like Abilities: Avwill—charm monster (DC 17), claimau-
dience/clairvoyance, detect chaos, detect thoughts (DC 15), magic circle
against chaos, grealer telepert; 1/day—-dictum (DC 20), order’s wrth
(D 17). Caster level 12th. The save DCs are Charisma-based.

QUEEN

This creatuire loaks like @ gigantic, bloated ant. lts legs seem atrophied and

nonfunctional.

The formian queen sits at the center of the hive-city, her bloated

form never moving from the royal chamber. She is served and P =

guarded by the most loyal myrmarchs.

The formisn queen cannot move, With her rele-
pathic abilities, though, she can send instructions 1o
and ger reports from any formian within her range.
She is about 10 feet long, perhaps 4 feet high, and
weighs about 3,500 pounds.

The queen speaks Formian and Common,
|although she can communicate with any creature
telepathically,

Combat Frost aorm
The queen does not fight. She
has no ability o move. If nec-
essary, a team of workers
and myrmarchs {or dom- =
inated slaves) haul her
enormous bulk to where
she needs to go. This sort ;
of occurrence is very rare, /
however, and most of the
time the queen remains £
within_her well-defended -
chambers.

Despite her utter lack
of physical activity, the
gueen can cast spells and
use_spell-like abilities 1o
great effect in her own de-
fense as well as the defense of
the hive-ciry

Spells: The queen casts
arcane spells as a 17th-level sor
CErer. .

Typical Sorcerer Spells Known -;-*
(6/8/7/7/7/7/6/6/4 base save DC 15
+ spell level): 0—acid splash, arcane
mark, daze, detect magic, light, mage hand, noad
magic, resistance, lowch of fabigue; 1st—comiprehend lan-
guages, identify, mage armor, magic missile, shield; 2nd
Lhypnotic pattern, imvisibiliby, protection from armows, resist energy,
scorching may; ird—dispel magic, heroism, nondetection, slow; 4th—
confusion, defect serying Evard's back tentacles, serying; Sth—cone of
cold, dismissal, leleport, wall of force; sth—analyze dweomer, geas/quest,

repulsion; 7th—summon momster VLI, vision, waves of exhaustion;,
Sth—prismatic wall, lemporal slasis !

Spell-Like Abilities: At will—calm emotions (DC 17), charm
monster (DC 19), clairaudience/clairvoyance, detect chaos, detect

Uhoughts, dictum (DC 22), divination, hold monster (DC 20}, magie
Liirele against chaos, ovder’s iwnath (DC 19), shield of law (DC 23}, true

seeing, Caster level 17th, The save DCs are Charisma-based.

Telepathy (Su): The queen can communicate telepathically
with any intelligent creature within 50 miles whose presence she |
is aware of.

FROST WORM

o

Huge Magical Beast (Cold)

Hit Dice: 14410470 (147 hp)
Initiative: +4

Speed: 30 ft. (6 squares), burrow 10 fr

JArmor Class: 18 (=2 size, +10 natural), touch 8, Hlat-footed 18
\Base Attack/Grapple: +14/+30

Attack: Bite +21 melee (2d8+12 plus 1d8 cold)
Full Attack: Bire +21 melee (2d8+12 plus 1d8 cold)
Space/Reach: 15 fr./10ft
Special Attacks: Trill, cold, breath weapon
_ Special Qualities; Darkvision 60 fi., death throes, immu-
. nity o cold. low-light vision, vulnerability to fire
Saves: Forr +14, Ref +9, Will +&
% Abilities: Str 26, Dex 10, Con 20, Inc 2, Wis 11,
Cha 11
Skills: Hide +3%, Listen +5, Spot +5
Feats: Alertness, Improved Initiative, Improved
Natural Attack (bire), Iron Will, Weapon Focus
{bite)
Environment: Cold plains
Organization: Solitary
Challenge Rating: 12
Treasure: MNone
Alignment: Usually neutral
Advancement: 15=21 HD (Huge); 2242 HD
(Gargantuan)
Level Adjustment: —

This_long. blug-white creature has
huge mandibles and o strange
nodile atop its head from which it
generates a tnlling sound.,

Terror of the frozen
lands, the frost worm
spends most of its life

burrowing through

the ice, snow, and even

the frozen earth. Tt sur-

faces only 1o attack its

prey. Frost worms eat yaks,

polar bears, walruses, seals,

moose; and mammoths.

Sages cannot agree whether this |
horrible monster is related to the!
purple worm or to the remorhaz. Perhaps the |

k Ce’ answer is neither, It is rrue that frost worms hare
remothazes and attack them on sight in a colossal |
battle that might very well lay waste 10 a large area. |

Bemorhazes are frequently the victors in such battles,
A frost worn cannot burrow through srone, bur can manage
iceand frozen earth, When moving through such hard materials it

Heaves behind 2 usable runnel abour § feer in diameter




Frost worms lay eggs that to the untmained observer appear to be
simply oval-shaped ice formations. Harchling frost worms must
immediately fend for themselves, growing to maturity in three 1o
five vears. Tribesfolk of the cold wastes can sometimes train young
frost worms to help protect the community and even to be ridden |
using magic, cold-resistant saddles. :

A frost worm is abour 40 feer long, 5 feet in diameter, and |

|weighs abour 8,000 pounds.

COMBAT !
Frost worms lurk under the snow, waiting for prey to come near.
| They begin an attack with a trill and then ser upon helpless prey
owith their bite.

Trill (Su): A frost worm. can emit a noise that forces its
prey to stand motionless, This sonic mind-affecting com-
pulsion affects all creatures other than frost worms within
(2 100-foor radius, Crearures must succeed on a DC 17
(Wil save or be stunned for as long as the worm trills and for 1d4 |
lrounds thereafier, even if they are attacked. However, il
lattacked or violently shaken {(a full-round action), & victim is
allowed another saving throw. Once a creature has resisted
or broken the effect, it cannot be affected again by that
same frost worm’s trill for 24 hours. The effect’s caster
level is 14th. The save DC is Charisma-based.

Cold (Ex): A frost worm’s body generates intense
cold, causing opponents ro take an extra 1d8 points.of
cold damage every time the creature succeeds on a bite
lattack. Creatures artacking a frost worm unarmed or with
|natural weapons take this same cold damage each time one
Lof their attacks hits

Breath Weapon (Su): 30-foot cone, once per hour, damage
15d6 cold, Reflex DC 22 half Opponents held motionless by the
frost worms trill get no saving throw. The save DC is Constitution
based.

Death Throes (Ex): When killed, a frost worm rurns to ice and
sharters in an explosion that deals 12dg points of cold damage and
8de points of piercing damage 1o everything within 100 feer
{Reflex half DC 22). The save DC is Constitution-based

Skills: “A frost worm, due 1o its coloration and its affin-
iry for burying itself in the snow, has a +10 racial bonus on Hide
checks in its native enyvironment

FUNGUS

Unlike ordinary kinds of fungus, which are harmless to other|
living creatures, the two specimens described here—the shrieker |
Jand the vielet fungus—can be dangerous to unwary adventurers.
A fungus lacks chlorophyll, a true stem, roots, or leaves. Inca-
pable of photosynthesis, it exisis as a parasite, breaking
down organic matter slowly. While both of the J
creatures described here eccur individu-
ally, shriekers and vigler fungi often
coexist in the same environment

Fiolet fumgns

Level Adjustment:

Shrieker Violet Fungus
Medium Plant Medium Plant

Hit Dice: 2d8+2 (11 hp) 2d8+6 (15 hp)

Initiative: =5 ~1

Speed: o fr. 10 fr. (2 squares)
| Armor Class: & (=5 Dex, +3 natural), touch 5, flar-footed 8 13 (-1 Dex, +4 natural), touch 9, flar-foored 13
Base Attack/Grapple:  +1/— #1143
| Attack: — Tentacle +3 melee (1d6+2 plus poison
Full Artack: — 4 1entacles +3 melee (1d6+2 plus poison)
Space/Reach: 5 fr./o0 fr. 5 fr./10 fr.

Special Artacks: Shriek Poison

Special Qualities: Low-light vision, plant rraits Low-light vision, plant traics

Saves: Fort +4, Rel —, Will < Forr +6, Ref =1, Will 0

Abilities: Str —, Dex —, Con 13, Int —, Wis 2, Cha 1 Str 14, Dex 8, Con 16, Int —, Wis 11, Cha 9
Skills: — =7

Feats: — —

Environment; Underground Underground

Organization: Solitary or parch (3-5 Solitary. patch (2—4), or mixed patch

(24 violer fungi and 3-5 shriekers)

Challenge Rating: 1 3

Treasure: None Mone

Alignment: Always neutral Always neurral

Advancement: 3 HD (Medium ) i—6 HD (Medium



COMBAT Environment: Any

Shriekers and violet fungi often work together to atrract and kill Organization: Solitary, pair, or wing (5-16)
prey. When the shriekers' hellish racket attracts a curous creature, Challenge Rating: 4

the violet fungus tries to kill it. Both creatures enjoy the fruits of o Treasure: Standard

successiul hung : Alignment: Usually chaoric evil

Advancement: 5—6 HD (Medium}; 7-12 HD (Large)

SHRIEKER Level Adjustment: +5

Combat

VIOLET FUNGUS é

Combat

This creature looks like o human-sized mushroom.
] This creature looks like o grotesque, winged humanaid with a hormed head
A shrieker is a stationary fungus thit emits a loud noise o attmct and a stany hide
prey or when disturbed. Shriekers live in dack, subterranean
places, often in the company of violer fungi, whose poison
they are immune ro.
Shriekers come in of shades of purple

A gargoyle is a vicious flying predator thar enjoys toruring crea
tures weaker than irself

Gargoyles often appear to be winged stone sttues, for they
can perch indefinitely without moving and use this dis-
guise to surprise their foes. They require no food, warer,
or air, but often eat their fallen foes out of fondness

for inflicting pain. When not enjoying theic

A shrieker has no means of artack. Instead, ir lures
prey 1o its vicinity by emitting a loud noise,

Shriek (Ex): Movement ar a light source
within 10 feer of a shrieker causes the fungus
to emit a piercing sound that lasts for 1d3
rounds, The sound atteacts nearby creatures
that are disposed to investigate it. Some
creatures that live near shriekers come o
learn that the fungus’s noise means there is
food nearby,

favorite pastime, a wing of gargoyles can be found
waiting silently for prey or bragging among
themselves.

Gargoyles speak Common and Terran

COMBAT

Gargoyles either remain still, then sud-
denly artack, or dive onm
their prey.

weapons.are treated as
magic weapons for the
purpose of overcoming
damage reduction
Freeze (Ex): A gargovle can
hald irtself so still it appears 1o be
a statue. An observer must suc-
ceed on a DC 20 Spot check to
notice the gargoyle is really
alive
Skills; Gargoyles have a +2
racial bonus on Hide, Listen,
and Spot checks. *The
Hide bonus increases by
+8 when a gargoyle is con-

This human-sized mushroom  has four
tendrillike tentacles and o mass of small,
rootiike feelers at its base that enable it fo
rrigve slowdy

Vicler fungi resemble shriekers and
are often found growing among them

A viglet fungi’s coloration ranges
from purple pverall to dull gray or
violet covered with purple spots.

A vieler fungus flails about with is
tentacles at living creatures that come
within its reach

Poison (Ex): Injury, Fortude DC 14,
initial and secondary damage 1d4 Steand
1d4 Con, The save DC is Constitution-
based

' cepled against a back-
ground of stone.

ww KAPOACINTH

These cousins of the gargoyle
have the aguaric subtype. They have a
base land speed of 40 feer and a swim speed of

GARGOYIE

a0 feet (no.fly speed) and are found only in
Gargople  aguagic environments

Medium Monstrous Humanoid (Earth)
Hit Dice: 4d8+19 (37 hp)
Initiarive: +2

Speed: 40 ft. (8 squares), fly 60 f1. (average GARGOYLES AS CHARACTERS
Armor Class: 16 (+2 Dex, +4 natural), rouch 12, flac-footed 14 Gargoyles make excellent scouts, spies, and fighrers, Able o soar
Base Attack/Grapple: +4/+6 aloft at @ moment’s notice, they can ravage thelir landbound foes
Artack: Claw +6 melee (1d4+2) and take aloft to the air
Full Artack: 2 claws +6 melee (1d4+2) and bite <4 melee (1dé+1] Gargoyle characrers possess the following racial rrairs.
and gore +4 melée (1dé+1] +4 Strength, +4 Dexteriry, +8 Constitution, —4 Intelligence,
Space/Reach: 5 fr./s fr. -4 Charisma
Special Attacks: — Medium size,
Special Qualities; Damage reduction 10/magic, darkvision 60 A gargoyle’s base land speed is 40 feet It also has a fly speed
ir., freeze of 60 feer (average)
(Saves; Forr +5, Ref +6, Will +4 —Darkvision out 1o 60 feet.
Abilities: Sir 15, Dex 14, Con 18, Int 6, Wis 11, Cha 7 —Racial Hir Dice: A gal'_k;u','h- begmk with four levels of mon-
Skills; Hide +7°, Listen +4, Spot +4 strous humanoid, which provide 4d8 Hir Dice, a base attack bonus
Feats: Multiattack, Toughness of +4, and base saving throw bonuses of Fort +1, Ref ++, and Will +4.

A_gargoyles natural

[13




[ 14

—Racial Skills: A gargoyle's menstrous humanoid levels give it

skill points equal 1o 7 % (2 + Int modifier). Its class skills are Hide,
Listen, and Spot. A gargoyle has a +2 racial bonus on Hide, Listen,
and Spot checks, and an additional +& bonus on Hide checks when
it is concealed against a background of stone,

-Racial Feats: A gargoyle’s monstrous humanoid levels give it

[ two feats.
— b l'lillurill Armor hl:!nus.

—Special Qualities (see above): Damage reduction 10/magic, |

freeze.

—Automatic Languages; Common. Bonus Languages: Auran,
4 BULE Buag

| Dwarven, Elven, Grnome, Halfling, Giant, Terran,
— Favored Class: Fi gh LET.
—Level adjustment +5.

GENIE

(Genies are humanlike beings who dwell on the elemental |
| planes. They are famous for their strength, guile, and skill with |

llusion magic.

Genies sometimes use the Material Plane as a neurral ground |

for meeting (or fighting) others of their kind or collecting goods
not readily available on their home planes,

COMBAT

Genies prefer to outmaneuver and outthink their foes. They are
\not too proud to flee if it means theyll live to fight another day. If
Ltrapped, they bargain, offering treasure or favors in return for
{their lives and freedom.

Plane Shift {(Spk A genie can enter any. of the elemental planes,
ithe Astral Plane, or the Material Plane. This ahility transports the
igenie and up to eight other creatures, provided they all link
.hands with the genie. It is otherwise similar o the spell of the
;same name {caster level 13th),

DJINNI

Large Outsider (Air, Extraplanar)

Hit Dice: 7dé+14 (45 hp)

Initiative: +5

Speed: 20 ft. (4 squares), fly 60 fr. (perfect)

Armor Class: 16 (—1 size, +4 Dex, +3 natural), touch 13,
flat-footed 12

Base Attack/Grapple: +7/+15

Attack: Slam +10 melee (1d5+4)

Full Arrack: 2 slams +10 melee (1d8+4)

Space/Reach: 10 fr./10 f,

Special Attacks: Air mastery, spell-like abilities, whirlwind

Special Qualities: Darkvision 60 L, immuniry to acid, plane
shift, telepathy 100 f.

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

| Abilities: Str 18, Dex 19, Con 14, Int 14, Wis 15, Cha 15

Skills: Appraise +12, Concentration +12, Craft (any one] +12,
Diplomacy +4, Escape Artist +14, Knowledge (any one) +12,
Listen +12, Move Silently +14, Sense Motive +12, Spelleraft
+12, Spot +12, Use Rope +4 (+6 with bindings)

Feats: Combat Casting, Combat Reflexes, Dodge, Improved
Iniriarive®

Environment: Elemental Plane of Air

Organization: Solitary, company (24}, or band [6=15]

.Challenge Rating: 5 (noble &)

[ Treasure; Standard

{Alignment: Always chaotic good

|Advancement: §-10 HD (Largel; 11-21 (Huge)

| Level Adjustment; +6

The being looks like o well-formed human with @ derk complexion, but |
nearly twice a5 tall,

The djinn (singular dfinni) sre genies from the Elemental Plane of |
Air. They live on floating islands of earth and rock, anywhere from |
3,000 feet 1o several miles across, crammed with buildings, courr- |
yards, gardens, fountains, and sculprures. Each island is ruled by a |
local sheik.

The structure of djinn society is based on rule by a caliph served
by various nobles and officials (viziers, beys, amirs, sheiks, sharifs,
and malils). A caliph rules all djinn estates within two days' travel
and is advised by six viziers who help maintain the balance of |
.the landholds. i

If a large force attacks a landhold, a messenger (usually the |
youngest djinni) is sent to the next landhold, which sends aid and
dispatches two more messengers to warn the next landholds, thus
alerting the entire nation. .

A djinni is about 10-1/2 feer tall and weighs abour 1,000 pounds. |

Dijinn speak Auran, Celestial, Common, and Ignan.

Combat
\Djinn disdain physical combat, preferring to use their magical
[powers and aerial abilities against foes. A djinni overmatched in
combar usually takes flight and becomes a whirlwind 1o harass
those who follow.

Air Mastery (Ex): Airborne creatures take a —1 penalty on
attack and damage rolls against a djinni.

Spell-Like Abilities: At will—imvisihility (self only); 1/day—
ereate food and water create wing (as create waten hut wine instead),
major creation (created vegerable matter is permanent), persistent |
image (DC 17), wind walk. Once per day, a djinni can assume gaseous |
form (as the spell) for up to 1 hour Caster level 20th. The saye DCs |
are Charisma-based. .

Whirlwind (Su): A djinni can transform {rself into a whirl- |
wind once every 10 minutes and remain in that form forupto 7 |
rounds. In this form, it can move through the air or along a surface
at its fly speed.

The whirlwind is 5 feet wide at the base, up 1o 30 feet wide at the
top and up to 50 feet tall. The djinni controls the exact height, but
it must be at least 10 feet

A djinni's movement while in whirlwind form does not provoke
artacks of opportuniry, even if the djinni enters the space another
creature occupies. Another creanure might be caught in the whirl-
wind if it touches or enters the whirlwind, or if the djinni moves
into or through the creature’s space.

Creatures one or more size categories smaller than the djinni
might take damage when caught in the whirlwind and be lifred
into the air. An affected creature must succeed on a DC 20 Reflex
save when it comes into contact with the whirlwind or take 3ds
points of damage. It must also succeed on 4 second DC 20 Reflex
save ar be picked up bodily and held suspended in the powerful
winds, automatically taking 1d8 points of damage each round. A
ereature with o fly speed isallowed a DC 20 Reflex save each
round to escape the whirlwind. The creature still takes damage but
can leave if the save is successful. The save DC is Strength-based
and includes a +3 racial adjustment.

Creatures trapped in the whirlwind cannot move except to go
where the djinni carries them_or to escape the whirlwind. Crea:
tures caught in the whirlwind can otherwise act normally, but
must make a Concentration check (DC 15 + spell level) 1o casta |
spell. Creatures caught in the whirlwind ke a —+ penalry to Dex- |
terity and a =2 penalty on atrack rolls. The djinni can have only as |
many trapped inside 8 whirlwind ar one time as will ficinside the |
whirlwind’s volume |

The djinni can eject any carried creatures whenever it wishes, |
depositing them wherever the whirlwind happens to be.

If the whirlwind's base touches the ground. it creares a switling
cloud of debris. This cloud is centered on the djinni and has a
|dinmeter equal to half the whitlwind's height. The cloud obscures
all vision, including darkvision, beyond 5 feer. Creatures 5 feer



away have concealment, while those farther away have total con- This_ being locks like o mighty giant with brick-red skin, fery eyes. small,

cealment. Those caughe in the cloud must succeed on a Concen- horns, and jutting tusks,
tration check (DC 15 + spell lavel) to cast a spell. |
A djinni in whirlwind form cannot meke melee anacks and The efreer (singular efreeti) are genies from the Elemental Plane of |
does not threaten the area around i, | _Fire. They are said to be made of basalt, bronze, and congealed
| flames
Mable Djinn | | Efreet are infamous for their hotred of servitude, desire for re-
|Some djinn (1% of the taml population) are noble. A noble djinni| venge, cruel nature, and ability 1o beguile and mislead. Their pri-
can grant three wishes to any being (nongenies only) who caprures.| mary home is the fabled City of Brass, but there are many efreet,
it. Moble djinn perform no other services and, upon granting the | outposts throughout the Elemental Plane of Fire, military sta-|

tions for watching or harassing athers on the|
l jj plane. Efreer are enemies of the
‘i""" “" @] djinn and attack them whenever
& they meeL }
The efreetare ruled by a grand |
sultan who makes his home in
the City of Brass. He is advised by
a variety of beys, amirs, and |
maliks concerning ac-.
tions on the plane,
and by six great,
pashas who,
deal with

third wish, are free of their servitude, Noble djinn
Lare as strong as efreet (see below), with
10 Hir Dice.

EFREETI \
Large Outsider (Extra-
planar, Fire] 1
JHit Dice: 10d8+20 (65 hp)
| Initiative: +7 3
|Speed: 20 fr. (4 squares), fly
40 ft. (perfect)
Armor Class: 18 (=1 size, +3 Dex;, 46
natural), touch 12, flat-footed 15

Base Attack/Grapple: +10/+20 efreet
Attack: Slam +15 melee (1d8+6 business
plus 1de fire) on the Ma-

Full Actack: 2 (Bh  Diinws gl . . ! terial Plane. |
slams +15 ' pak The City of |
melee (1d§+6 Brass isa huge;

| plus 1dé fire) ciradel thar is)

\Space/Reach: 10 fi./ home to the majority|

sk = ‘ ; 4 9 of efreet. It hovers inthe |

| Special Attacks; Change ' ' Y " Efreei  hot regions of the plane |
i ik abili S ' d is bordered by seas
size, hear, spell-like abili- b an l|.5i Lu.::ur E‘l’F l', seas
ties and lakes of glowing

Special Qualities: magma. I'h|.~1 city
Darkvision 60 fr., sits upon.a hemi-
immunity to fire, sphere of glowing
plane shift, brass some 40
telepathy 100 miles in diame-
fr,, vulnerabil- ter. From the

ity to cold Upper [oWers
Saves: Fort +9, rise the min-
Ref +10, arets of the
Wil 42 grear bastion of

the sultan's
palace, which
is said to hold
vast riches.

Abilities: Sir 23,
Dex 17, Con 14,
Int 12, Wis 15,
Cha1s

:Ski.l_ls: Bluff +15, Craft The ciry's
[any one) +14, Concentration popu ilia-
+1%, Diplomacy +6, Disguise tion far

putnumbers
that of any of
the grear cities of the
Materinl Plane
An efreeti stands abour 12 feet |
tall and weighs about 2,000 pounds.

+2 (+4 acting), Infmidate +17,
Listen +15, Move Silently 416,
Sense Motive +135, Spelleralt +14.
Spot+15

Feats: Combar Casting, Combat Beflexes,
Dodge, Improved Initiative”, Quicken Spell-

Like Ability (scorching rmay) Efreer speak Auran, Commeon, Ignan, and Infernal,
. Environment: Elemental Plane of Fire
| Organization: Solitary, company (2—4), or band (6=15) Combat |
|Challenge Rating: & Efreet love 1o mislead, befuddle, and confuse their foes. They do so |
| Treasure: Standard coins; double poods; standard items for enjoyment s well as a bartle tacric, [
Alignment: Always lawiul evil | Change Size (Sp): Twice per day, an efreeti can magically change
Advancement: 11-15 HD (Large}; 16-30 HD (Huge a creature’s size. This works just like an enlarge person or reduse
Level Adjustment: - | person spell (the efreeti chooses when using the ability), excepr

that the ability can work on the efreetic A DC 13 Fortitude save




negates the effect. The save DC is Charisma-based. This is the
equivalent of a 2nd-level spell,

Heat (Ex): An efreetis red-hot body deals 1dé points of extra
fire damage whenever it hits in melee, or in each round it main-
tains a hold when grappling. _

Spell-Like Abilities: At will—detect magic, produce flame,,

pyrotechmics (DC 140, scorching may (1 tay only); 3/day—invisibility. |

Lwall of fire (DC 16} 1/day—grant up 1o three wishes (1o nongenies

{only), gaseous form, permanent image (DG 18), pelymorph (self only), |

Caster level 12th. The save DCs are Charisma-based

JANNI

Medium Oursider (Narive)
Hit Dice; 6d8+6 (33 hp)
Initiative: +6
Speed: 20 ft. (4 squares), fly 15 fi. (perfect) in chainmail; base
land speed 30 fr., base fly speed 20 fr. (perfect)
Armor Class; 18 (+2 Dex, +1 natural, +5 chainmail), touch 12,
flar-foored 16
Base Attack/Grapple: +6/+9
Attack: Scimitar +9 melee (1dé+4/18-20) or longbow +8 ranged
(1d8/=3)
Full Attack: Scimitar +9/+4 melee {1dé+4/18-20) or longhow
+8/+3 ranged (1d8/x3}
Space/Reach: 5 {t./5 fi
Special Artacks: Change size, spell-like abilities
Special Qualities: Darkvision 60 ft., elemental endurance, plane
shift, resistance to fire 10, telepathy 100 f1.
| Saves: Fort +6, Ref +7, Will +7
| Abilities: Str 16, Dex 15, Con 12, Ing 14, Wis 15. Cha 13
Skills: Appraise +11, Concentration +10, Cralr (any rwo) +11,
Diplemacy +3, Escape Artist +6, Listen <11, Move Silently
+6, Ride +11, Sense Motive +11, Spot «11, Use Rope 42 (+4
with bindings)
Feats:; Combat Reflexes, Dodge, Improved Initiative®, Mobility
Environment: Warm deserts
Organization: Solitary, company (2—4), or band {6-15]
Challenge Rating: 4
Treasure: Standard
Alignment: Usually neutral
Advancement: 7-9 HD (Medium}; 10-18 HD (Large)
Level Adjustment: +5

This creature fooks Iike a tall human, |t stands proudly, with a regal bear-
ing that is almost paipable.

The jann (singular janni] are the weakest of the genies. Jann are
formed our of all four elements and must therefore spend most of
|their time on the Material Plane. They favor forlom deserts and
(hidden cases, where they have both privacy and safery.

Jann society is very open, treating males and females s equals.
Each tribe is ruled by a sheik and one or two viziers, Exceptionally
powerful sheiks are given the title of amir, and in times of need
they gather and command large forces of jann (and sometimes
allied humans),

Many jann bands are nomadic, traveling with herds of camels,
goars, or sheep from ocasis 1o oasis, These itinerant fann are often
mistaken for humans—until they are attacked. The territory of a
jann tribe can exvend for hundreds of miles,

Jann speak Commen, one elemental language (Aquan, Auran,

Jgnan, or Terran) and one alignment linguage (Abyssal, Celestial,
Lor Infernal),

Cpmbat
Jann are physically strong and courageous, and do not take kindly
to insult orinjury, If they meet a foe they cannot defear in a stand- |

upfight, they use Qight and muisibilily to regroup and maneuver to
@ more advantageous position.
Change Size (Sp): Twice per day, 2 janni can magically change a |
crearure's size, This works just like an enlarge person or reduce person |
\spell (the janni chooses when using the ability), excepr that the
|ability can work on the janni, A DC 13 Fortitude save negates the
|¢ffect. The save DC js Charisma-based. This is the equivalent of a
2nd-level spell
Spell-Like Abilities: 3/day—inuvisibility (self only], speak with
_amirmals, Caster level 12th. Once per day a janni can creale food and |
watter (caster level 7th) and can use etherenl jount (caster level 12th)
for 1 hour. The save DCs are Charisma-based
Elemental Endurance (Ex): Jann can survive on the Elemen-
tal Planes of Air, Earth, Fire, or Water for up.to 48 hours. Failure 1o
return i the Material Plane before that time expires causes a janni
to take 1 point of damage per addirional hour spent on the ele-
.mental plane, until it dies or returns to the Material Plane.

Jann as Characters

(Janni characters possess the following racial traits,

— +6 Strength, +4 Dexterity, +2 Constitution, +4 Intelligence,
+4 Wisdom, +2 Charisma,

—Medium size.

—A janni’s base land speed is 30 feer. It also has a fly speed of 20
feet (perfect),

—Darkyision out to 60 feet.

—Racial Hir Dice: A janni begins with six levels of oursider, |
which provide 6d8 Hit Dice, a base artack bonus of +6, and base |
saving throw bonuses of Fort +5, Ref +5, and Will 25, }

—Racial Skills; A jannis cursider levels give it skill points equal
to @ % (8 + Int modifier), Irs class skills are Appraise, Concentra-.
tion, Craft (any], Escape Artist, Listen, Move Silently, Ride, Sense |
Motive, and Spor i

—Racial Fears: A janni’s oursider levels give ir three fears. A
janni receives Improved Initiative as o bonus fear,

— +1 natural armor bonus.

—Special Artacks {see abovel: Change size, spell-like abilities.

—=Special Qualities (see above): Elemental endurance, plane
shift, resistance to fire 10, telepathy, 100 f1.

—Automatic Languages: Common, Bonus Languages: Abyssal,
Aquan, Auran, Celestial, Ignan, Infernal, Terran.

—Favored Class: Rogue,

—Level adjustment +5

GHOST

Ghosts ape the spectral remnants of intelligent beings who, for one
Feas0mn Or anot hl'f. Cannor rest t'u'jli'ﬁ' 1n t]'l.l.']f S_f;i.'l-'i."b.

Some ghosis go about their business with little or no interest in
the living. Others, however, are malevolent spirits whao loathe all
life and seek to destroy it whenever possible. Although ghosts can
often be driven off or destroyed, they return again and again until
they deal with the reason for their existence.

A ghost greatly resembles its corporeal form in life, bur in some
cases the spiritual form is somewhart alrered. Some ghosts look
angelic and sweer, while others are rwisted and horrible things,
showing clearly the agony of the undead. There is often—but not |
always—a correlation between a ghost's appearance and its align-
ment, Assumptions are dangerous. l

A ghost's behavior usually merches its life. The spirit of a miserly

person, for example, might continue to hoard wealth even though.
it has no use for such rressures, Similarly, a ghost is generally ried |
to the place where it died. If the aforementioned miser had died in
arobbery, the ghost might remain in the counting house, rorment-
ing the new owner and all who do business there, This is not a hard
{and fast rule, though—many ghosts wander freely.



SAMPLE GHOST
This creature appears to be @ human soldier or guardsman, outfitted with
heavy armor and a shield. The image (s hazy and translucent, suggesting
something not natural,

This example ghost uses a Sth-level human fighter as the base
creafiee

Ghost 5th-Level Human Fighter

Medium Undead (Augmented Humanoid) (Incorporeal)

Hit Dice: 5d12 (32 hp)

Initiative: +5

Speed: Fly 30 fu. (perfect] (6 squares)

Armor Class: 12 (+1 Dex, 41 deflection), touch 12, flac-foored 11,
or 21 (+1 Dex, +8 full plare, +2 heavy shield), rouch 11,
flac-footed 20

Base Artack/Grapple: +5/48

Attack: Incorporeal rouch 6
melee or +8 against ethe- f
real foes (1ds or 1d6+3
against ethereal
foes); or master-
work bastard
sword +10 melee

1d10+3,/19-20); or
m :l-iT-.'r\'.'i'-l.'k .‘l:':'.'ll":
bow +7 ranged
1de/%3

Full Artacl:
Incorporeal touch
v6 melee or +8
against ethereal
foes (1dé or
1d6+3 against
ethereal foes); or
masteowork
basrard sword
+10 melee

1d10+3/19-20}

or masterwork
shortbow +7
ranged
id6/ %3]

Space/Reach: 3
fr./5 fr.

Special Attacks:
Corrupting rouch, maley-
olence, manifestation

Special Qualities: Darkvision 60
fi, incorporeal traies, rejuvenation, +4
turn resistance, undead rraits

Saves: Fort +4, Ref +2, Will +2

Abilities: Str 16, Dex 13, Con —, Ing 10, Wis 12, Cha 12

Skills: Climb +1, Hide —1, Listen +11, Ride +9, Search +8
Spot +11

Feats: Blind-Fight, Cleave, Exotic Weapon Proficiency (bastard
sword}, Improved Initiative, Power Atack, Weapon Focus
bastard sword)

Environment: Temperate plaing

Organization: Solitary, gang (2-4), or mob (7-12

Challenge Bating: 7

Jreasure: None

Alignment: Any

Level Adjustment: +5

The Will save DC is 16 against this ghost's malevolence

CREATING A GHOST
*Ghost” is an acquired template that can be added ro any aberra-
ticn, animal, dragen, glanr, humanoid, magical beast, monsmous
humanoid, or plant. The creature (referred to hereafter as the base
creature) must have a Charisma score of at least 6.

A ghost uses all the base creature’s staristics and special abilities
except 45 nored here,

Size and Type: The creature’s type changes 1o undead. Do not
recaleulate the creature’s base artack bonus, saves, or skill points. It
gains the incorporeal subrype. Size is unchanged

Hit Dice: All current and furure Hit Dice become d12s.

Speed: Ghosts have a fly speed of 30 feet, unless the base crea-
ture has a higher fly speed, with perfect maneuverability.

Armor Class: Narural armor is the same as the base creature's
but applies only to ethereal encounters. When the ghost
manifests (see below), its narural armor bopus is +0, bur it

gains a deflection bonus equal to its Charisma modifier or
+1, whichever is highes

Attack: A ghost retains all the attacks

of the base creature, al-

though those relying

on physical contact do

not affect creatures that
are not ethereal.

Full Attack: A ghost

o retins all the arracks of

Bl the base ereature, al-

theugh those relying on

physical conract do not

affect creatures that are
not ethereal. |
Damage: Against ethe
real crearures, & ghost wses
the base creamure’s damage
values. Against non-
ethereal crearures
the ghost usually cannor
deal physical damage at all
but._can use its special
armacks, if any, when it mani-
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fests (see below)
Special Artacks: A
ghost retains all the spe-

cial atracks of the base
creature, although
those relying on
physical contact do
not affect nonethe
real creatures, The
ghost also gains a
manifestation abiliry plus
one to three other special
artacks a5 described below. The save DC
against a special arntack is equal ro 10 + 1/2 ghest's HD + ghost's
Cha modifier unless otherwise noted
Corrupting Gaze (Su): A ghost can blast living beings with a
glance, at a range of up to 30 feer. Creatures that meet the ghost's
gaze must succeed on o Fortitude save or teke 2d10 poings of
damage and 1d4 points of Charisma damage
Corrupting Touch (Sul: A ghost thar hits a living target with its
incorporeal touch artack deals 1d6 points of domage, Against ethe-
real opponents, ir adds its Strength modifier to artack and damage |
rolls. Against nonethereal opponents, it adds its Dexterity modi-
fier to artack rolls only
Draining Touch (Su): A ghost that hits a living targer with {ts
incarporeal touch artack drains 1d4 points from any one abiliry
score it selecis On each such successful artack, the ghost heals
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5 points of damage to itself. Against ethereal opponents, it adds s

Strength modifier to arrack rolls only, Against nonethereal oppo-
nents, it adds its Dexterity modifier to attack rolls only.
Frightful Moan (Su): A ghost can emit a frightful moan as a stan-

dard action, All living creatures within a 30-foot spread must suc- |
ceed on a Will save or become panicked for 2d4 rounds. This isa
|sonic necromantic mind-affecting fear effect. A creature that suc- |
Lcessfully saves against the moan cannot be affected by the same |

| ghost's moan for 24 hours,

Horrific Appearance {Su): Any living crearure within &0 feer.

|that views & ghost must succeed on a Fortitude save or imme-
|diately take 1d4 points of Strength damage, 1d4 points of Dex-
Lterity damage, and 1d4 points of Constitution damage. A crea-
ture that successfully saves against this effect cannot be
affecred by the same ghost's horrific appearance for 24 hours.

Malevolence {Su): Once per round, an ethereal ghost can merge
jits. body wirh a crearure on the Marterial Plane. This abiliry is
jsimilar to.a magic jar spell (caster level 10th or the ghost's Hir

\Dice, whichever is higher), except that it does not require a

[receptacle. To use this ability, the ghost must be manifested and

it must try move into. the target'’s space; moving into the target’s |
space to use the malevolence ability does not provoke attacks of

opportunity. The targer can resist the arrack with a successiul
Will save (DC 15 + ghosts Cha modifier). A creature that suc-
cessfully saves is immune to that same ghost's malevolence for 24
hours, and the ghast cannot enter the target’s space. If the save
\fails; the ghost vanishes into the target’s body.

| Manifestation (Su): Every ghost has this ability, A ghost dwells
{on the Ethereal Plane and, as an ethereal creature, it cannot
\affect or be affected by anything in the material world. When a
|ghost manifests, it partly enters the Material Plane and
|becomes visible but incorporeal on the Marerial Plane. A mani-
fested ghost can be harmed only by other incorporeal crea-
{rures, magic weapaons, or spells, with a 50% chance 10 ignore
any damage from a corporeal source. A manifested ghost can
pass through solid objects at will, and irs own attacks pass
through armor. A manifested ghost always moves silently,

A manifested ghost can strike with its rouch atrack or with a
ghost touch weapon (see Ghostly Equipment, below). A mani-,
fested ghost remains partially on the Ethereal Plane, where isit !
not incorporeal. A manifested ghost can be attacked by opponents |

on either the Material Plane or the Ethereal Plane. The ghost's
incorpareality helps protect it from foes on the Material Plane, bur
not from foes on the Ethereal Plane.

When a spellcasting ghost is not mianifested and is on the Ethe-
real Plane, its spells cannot affect tacgers on the Material Plane,
but they work normally against ethereal targets. When o spellcast-

.ing ghost manifests, its spells continue o affect ethereal targers
|and can affect targets on the Materdal Plane normally unless the
\spells rely on wouch. A manifested ghosts touch spells don't work
| on nonethereal targets.

A ghost has two home planes, the Material Plane and the
Ethereal Plane, It is not considered extraplanar when on either
of these planes.

Telekmesis (Su): A ghost can use {elekinesis as a standard action
{caster level 12th or equal to the ghost's HD, whichever is higher).
When a ghost uses this power, it must wait 1d4 rounds before
using it again.

Special Qualiries: A ghost has all the special qualities of the

. base crearure as well as those described below,

Bejuvenation {Su): In most cases, it's difficult to destroy a
|ghost through simple combar: The “destroyed” spicit will often
irestore itself in 2d+ days. Even the most powerful spells are usu-
lally only temporary solutions. A ghost that would otherwise be

destroved returns to its old haunts with a successful level check
(1d20 + ghost's HD) against DC 16. Asa rule, the only way to get

rid of a ghost for sure is to determine the reason for irs exis-

tence and set right whatever prevents it from resting in peace. |
The exact means varies with each spirit and may require a good |
deal of research.

Thrn Resistance (Ex): A ghost has +4 turn resistance, J

Abilities: Same as the base creature, except that the ghost has
|no Constitution score, and its Charisma score increases by +4.

Skills: Ghosts have a 48 racial bonus on Hide, Listen, Search,
and Spot checks. Otherwise same as the base creature.

Environment: Any, often as base creature,

Organization: Solitary, gang (2-4), or mob (7-12).

Challenge Rating: Same as the base creature +2.

Treasure: None,

Alignment: Any,

Level Adjustrment: Same as the base creature +5,

Ghostly Equipment

\When a ghost forms, all its equipment and carried irems usually

(become ethereal along with it. In addition, the ghost retains 2d4,

Litems that it particularly valued in life (provided they are not in,

,another creature’s possession). The equipment works normally on

the Ethereal Plane but passes harmlessly through material objects
or creatures. A weapon of +1 or better magical enhancement,
however, can hirm materal creatures when the ghost manifests,
but any such attack has a 50% chance 1o fail unless the weapon is
a ghost rouch weapon (just as magic weapons.can fail 1o harm the
ghost].

The original material items remain behind, just as the ghost's,
|physical remains do. If another creature seizes the original, the
ethereal copy fades away. This loss invariably angers the ghost, who |
stops at nothing o return the ftem ro its original resting place.

GHOUL

This foul creature appears more or less humanoid, but has moitled,
decaying flesh drown tight across elearly wisible bones, It is mostly hair-
fess and has o carmivore’s sharp teeth, 1s eves burn [ike hot coals in their
sunken sockets.

Ghouls haunt graveyards, battlefields, and other places rich with
the carrion they hunger for. These terrible creatures lurk wherever
the stench of death hangs heavy, ready to devour the unwary

Ghouls are said 1o be created upon the death of a living man or
woman who savored the taste of the flesh of people. This assertion
may ormay not be true, but it does explain the disgusting behavior
of these anthropophagous undead. Some believe that anyone of
exceptional debauchery and wickedness runs the risk of becoming
a ghoul The transformation from living beings into fell things of
the night has warped their minds, making them cunning and feral.

Ghouls speak the languages they spoke in life (usually
Common),

COMBAT

Ghouls try to artack with surprise whenever possible. They strike
from behind tombstones and burst from shallow graves.

Ghoul Fever (Su): Disease—bite, Fortitude DC 12, incubarion
period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is
Charisma-based !

An afflicted humanoid who dies of ghoul fever rises as a ghoul
at the next midnighe, A humanoid who becomes a ghoul in this |
way retains none of the abilities it possessed in life. It is not under
(the control of any other ghouls, but it hungers for the flesh of the |
living and behaves like a normal ghoul in all respects. A humanoid |

,of 4 Hit Dice or more tises as a ghast, not a ghoul.

Paralysis (Ex): Those hit by a ghoul’s bite or claw artack must .

lsucceed an a DC 12 Fortitude save or be paralyzed for 1d441

(rounds, Elves have immunity. to this paralysis. The save DC is
Charisma-hased.



LACEDON

These cousins of the ghoul have the aguatic subtype. They lurk
near hidden reefs or other places where ships are likely 1o meer
their end. They have a base land speed of 30 feet and a swim
speed of 30 feet and are found only in aquatic environments.

GHAST

Although these erearures look just like their lesser kin, they are far

more deadly and cunning.

Combat

Ghoul Fever (Su): Disease—bire, Fortitude DC 15, incuba-
tion period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is
Charisma-hased

Paralysis (Ex): Those hit by a ghast's bite or clow attack muss
succeed on a DC 15 Fortitude save or be paralyzed for 1d441
rounds. Even elves can be affected by this paralysis. The save DC is
yCharisma-based.

Stench (Ex): The stink of death and corruprion
surrounding these creatures s overwhelm :
ing. Living creatures
within 10 feer must
succeed ona DC 15
Fortitude save or
be sickened for
1d6+4 minutes. A
creature that suc-
cessfully saves

Ghoul
Medium Undead

cannot be affected again by the same ghast's stench for 24 hours. A

delay poisan or neutmlize poisor spell removes the effect from a sick- |
ened crearure, Creatures with immunity to poison are unattected. |
and creatures resistant (o poison receive their normal bonus on |

; e
their saving throws. The save DC is Charisma-based.

GIANT

Giants combine great size with great strength, giving them an un-
paralleled ability to wreak destruction upon anyone or anything
unfortunate enough to get in their way.

Giants have o reputation for crudeness and stupidity that is not

undeserved, especially among the evil varieties, Mostrely on their
tremendous strength to solve problems, reasoning that any diffi-

culry that won't succumb o brute force isnt worth wor-
b rying abour. Giants usually subsist by hunting and
\ raiding, taking whar they like from creatures weaker
8 than themselves.

scores of 10 or higher also speak Common
COMBAT

two-handed weapons and wield them with impres-
sive skill They have enough cunning to soften up a
foe with ranged artacks firsy, if they can. A giants
favorite mnged weapon is a big rock.

giant of at least Large size can hurl rocks weighing
40 o 50 pounds each (Small objects) up 1o five
range increments. The size of the range increment
varies with the giant's variery. A Huge giant can
hurl rocks of 60 to 80 pounds {Medium objects),
Rock Catching (Ex): A giant of at least
Large size can catch Small, Medium, or Large
rocks (or projectiles of similar shape
Onee per round, a glant that would
¢ _normazlly be hit by a rock can

Ghast
Medium Undead

4d12+3 (29 hp)

43

30 ft. (6 squares)

17 (3 Dex, +4 natural), touch 12, flat-foored 14
$2/45

Bite +5 melee (1d8+3 plus paralysis)

Bite +5 melee (1d8+3 plus paralysis) and

2 claws +3 melee (1d4+1 plus paralysis)

s fr/s fr.

All giants speak Giant, Those with Intelligence |

Gianrs relish melee combat. They favor massive

Rock Throwing (Ex): Adult giants are accom- |
plished rock throwers and receivea 1 racial)
bonus on attack rolls when throwing rocks. A

§
T
&
&

Hit Dice: 2d12 (13 hp)
Initiative: &3
Speed: 30 fr. (& squares)
Armor Class; 14 (+2 Dex, +2 natural), touch 12, far-footed 12
Base Attack/Grapple:  +1/+2
Artack: Bite +2 melee (1d6+1 plus paralysis)
Full Artack: Bite +2 melee (1dé+1 plus paralysis) and
2 claws +0melee (1d3 plus paralysis)
Space/Reach: 5fr/5 1t
Special Artacks: Ghoul fever, paralysis

Special Qualities:
Saves:

Darkvision 60 £t undead traits; +2 turn resistance
Forr +0, Ref +2, Will =5

Abilities: Sir 13, Dex 15, Con —, Int 13, Wis 14, Cha 12
Skills: Balance +&, Climb =5, Hide +6, Jump +5,

Move Silently +8, Spot+7
Feats: Mulriamack
Environment: Any

(Lacedon: Any aquatic)

Organization: Solitary, gang [2-4), or pack (7-12)
Challenge Rating: I
Treasure: MNone
Alignment: Always chaotic evil
Advancement: 3 HD {Medium]

Level Adjustment:

Ghoul fever, paralyis, stench

Darkvision 60 fr., undead rraits, +2 rurn resistance
Fort +1, Ref+4, Will 45

Sre 17, Dex 17, Con —, Int 13, Wis 14, Cha 16
Balance +7, Climb +9, Hide +&,

Jump +9, Move Silently +8, Spor +8

Multiattack, Toughness

Any

Solitary, gang (2-4), or pack (2—4 plus 7-12 ghouls)
i

Srandard

Always chaotic evil

5-§ HD {Medium)




make a Reflex save to carch it as a free action. The DC is 15 for a

Small rock, 20 for a Medium one, and 25 for 2 Large one. (If the
projectile provides a magical bonus on attack rolls, the DC in-
creases by that amount.) The giant must be ready for and aware of
the attack in order to make a rock catching attempt.

GIANT SOCIETY

{Solitary giants are often young adults striking our on their own. |
|Gangs are usually made up of young adults who hunt or raid (or |
both) rogether. Giant bands are usually large or extended families. |

Sometimes a band contains unrelated young adulrs that the band
{has raken in as mates, servanis, or guards,

Giant tribes are similar to bands but have more members, plus
contingents of guard creatures and nongiant servants. Hunring
and raiding parties include guard creatures and may be made up of
giants from different ribes working together

About a third of the giants in a band or tribe are giant children,
who can be formidable creatures in their own right. When a

group of giants includes children, roll d% for each child to deter-|
mine maturity: 01-25 = infant (no combar ability}; 26-50 = juve-|

nile (two sizes smaller than an adult, 8 fewer HD, -8 Strength, -8
Constitution, and 1 rank in each skill that an adult has); and
£1-100 = adolescent (one size smaller than an adult, 4 fewer HD,
—4 Strength, —4 Constitution, and 2, 3, or 4 ranks in each skill that
an adult has). Giant children can throw rocks if they meer the
minimum size requirement (see above). Except when otherwise
\noted, giant children are identical with adults of their variery,

CLOUD GIANT

\Huge Giant (Air)

| Hit Dice: 17d8+102 (178 hp)

UIniriative: +1

\Speed: 0 ft. (10 squares

Armor Class: 25 (-2 size, +1 Dex, +12 natural, +4 chain shirt),
touch 9, Aar-foored 24

Base Attack/Grapple: +12/+32

Artack: Gargantuan morningstar +22 melee (4d6+18) or slam +22
melee (1d6+12) or rock +12 ranged (2d8+12)

Full Artack: Gargantuan mormningstar +22/+17/+12 melee_
(4de+18) or 2 slams +22 melee (1dé6+12) or rock +12 ranged
(2d8+12)

Space/Reach: 15 f1./15 fi.

Special Attacks: Rock throwing, spell-like abiliries

Special Qualities: Low-light vision, oversized weapon, rock
catching, scent

;Saves: Fort +16, Ref +6, Will +10
|Abilities: Str 35, Dex 13, Con 23, Int 12, Wis 16, Cha 13
|8kills: Climb +19, Craft (any one) +11, Diplomacy +3, Intimidate

+11, Listen +15, Perform (harp) +2, Sense Motive +9, Spor +13
Feats: Awesome Blow, Cleave, Improved Bull Rush, Improved
Owverrun, Iron Will, Power Attack

| Environment: Temperate mountains

Organization: Solitary, gang (2—4), family (24 plus 35%
noncombatants plus 1 sorcerer or cleric of 4th=7th level plus
2-5 griffons or 2—8 dire lions), or band (6-2 plus 1 sorcerer or
cleric of 4th—7th level plus 2-5 griffons or 2-8 dire lions)

Challenge Rating; 11

Treasure: Standard coins; double goods; standard items
(Alignment: Usually neutral good or neurral evil

| Advancement: By character class

Level Adjustment:

This giant has a muscalor humanoid build and handsome, _well:
defined featurgs. lts skin is milky white tinged with blue, ond it_has
siliery white hair.

Cloud giants consider themselves above all others, except storm
giants, whom they regard a5 equals. They are creative, appreciate |

\fine things, and are master strategists in bartle.

Cloud giants' skin ranges in color from milky whire 1o light sky |
blue. Their hair is silvery white or brass, and their eyes are irides.
cent blue, Adult males are about 18 feet tall and weigh abour 5,000
pounds. Females are slightly shorter and lighter. Cloud glanis can |
live ro be 400 years ald.

Cloud giants dress in the finest clothing aveilable and wear jew-
elry. To many, appearance indicates station: The berter the clothes
and the finer the jewelry, the more important the wearer. They
also appreciare music, and most can play one or more instruments
(the harp is a favorite).

Unlike most other giunt varieties, cloud glants leave their trea-
sure in their lairs. A could glant’s bag contains food, 1d4+1 throw-
ing rocks, 3d4 mundane items, a modest amount of cash (no more

GIANTS' BAGS d% Item
Maost giants carry big leather shoulder sacks to hold their personal pos- 23-29 Comb or brush
sessions. It fs 2 commaon myth that giants' bags are stuffed with gold 30-31  Cooking pot
(ahways at least 1,000 gp, by some accounts), In truth, they usually hold 32-33 Container of grease or grease paint
a few battered and smelly personal items, a supply of throwing rocks, 314-35  Drinking horn
some less than fresh rations, and a few trinkets, However, giants some- 16-37  Bag of Mour.or meal {5 pounds)
times carry magic treasures that are too small for them to use, and 1839 Piece of fur or hide
many adventurers find looting a giant's bag to be worthwhile, The table 40-41  Hairpins
below shows typical mundane items; roll d% or choose from the list. 471-47  Knife
The number of iterns in & bag varies according to the giant variety (see 48-53  Knucklebones or dice
each description). 54-57  Haunch of meat
d% Item 58-59  Incenseor dried animal dung
01-02  Berries or fruit 60-65 100 to 200 feet of strong rope
03-08  Bowl and spocn 66-67  Bag ofsalt {1 pound)
09-10  Candles (1d8) 68-73  Shoes, sandals, or boots
11-14  Hand-held chopper M4-76  Sewing needle
15-16  Sticks of charcoal (1d6) of quills and ink 77-81 String or thread
17-18  Chunk of cheese 82-E6  Beads, stones, beeth, or lusks
19-20  Chunk of wood, whittled or carved 87-93  Tinderbox (flint, steel, and tinder)
21-23  Cup or tankard 94-96  Lump of wax
24-217  Cloak 97-100  Whetstone




than 10410 coins), and a musical inswument. A cloud giant’s pos-
zessions are usually well made and maintined.

Combat

Cloud giants fight in well-organized units, using carefully devel-.
oped battle plans. They prefer to fight from.a position above their.
opponents. A favorite tactic is to circle the enemies, barraging.
|them with rocks while the giants with magical abilities confound |

them with spells.

Rock Throwing (Ex): The range incrément is 140 feet fora,

cloud giant's thrown rocks.

Oversized Weapon (Exk A cloud giant wields a grear, two-
handed morningstar (big enough for Gargantuan ereatures) with-
out penalry.

spell-Like Abilities; 3/day—[evitate {self plus 2,000 pounds),
obseuring mist; 1,/day—Jog cloud. Caster level 15th,

Cloud Giant Society

The majority of cloud giants dwell on cloud-shrouded moun-|
tain peaks, making their lairs in crude castles. They live in|

small groups but know the location of 1d8 other groups and
come rogether with some of these other tribes for celebrations,
battles, or trade.

Good-aligned eloud giants trade with humanoid communi-
ties for food, wine, jewelry, and cloth. Some establish such good
relations that they come to a community's aid if it is endan-
gered. Evil-aligned cloud giants raid communities to get what
they want.

Legends tell of rare cloud giants that build castles on magical
cloud islands isolated even from other cloud giants.

Cloud islands are reputed 1o be fantastic places with giant-sized
gardens of fruit trees.

Cloud Giant Characters
Most cloud giant groups include a sorcerer or a cleric.
Good-aligned clerics have access to two of the following
demains: Good, Healing, Strength, or Sun. Evil-aligned
clerics have access to two of the following domains:
Death, Evil, or l'ni:i:urj.'.

FIRE GIANT
Large Giant (Fire)
Hir Dice: 15d8+75 (142 hp)
Initiative: -1
Speed; 30 ft. in half
plate armor (&
squares); base speed
406t
Armor Class: 23 (-1 size,
—1 Dex, +8 natural, +7
half-plate armor) touch
8, flar-footed 23
Base Attack/Grapple:
+11/+25
Atrack: Grearsword 420
melee (3d6+15) or slam +20
melee (1d4+10) or rock +10
ranged (2de+10 plus 2ds fire]
Full Artack: Grearsword
+20/415/410 melee (3d6+15)
or 2 slams +20 melee
(1d4+10) or rock +10 mnged
{2d6+10 plus 2da fire)
{Space,/Reach; 10 fr./10 fu
Special Attacks: Rock
throwing
Firegiant

Starm glant

Special Qualities: Immunity to fire, low-light vision, rock
catching, vulnerability 1o cold

Saves: Fort +14, Ref 4, Will +2

Abilities: Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11

|Skills: Climb +9, Craft (any one) 46, Intimidate +6, Jump +9,

Spot+14

Feats: Cleave, Great Cleave, Improved Overrun, Improved

Sunder, Iron Will, Power Attack
Environment: Watm mountains 4
Orgenization: Solitary, gang (2-5), band (6-9 plus 35% noncome- |
batanes plus 1 adepror cleric of st or 2nd level), hunting/raid-
ing party (69 plus 1 adept or sorcerer of 3rd-5th level plus
2—4 hell hounds and 2-3 rrolls or ettins}, or mribe (21-30 plus 1
adept, clerde, or sorcerer of 6th or 7th level plus 12-30 hell
hounds, 12—22 rolls, §-12 etrins; and 1=2 young red dragons]
Challenge Rating: 10

Treasure: Standard

|Alignment: Often lawful evil

| Advancement: By character class
Level Adjustment: +4

This giant resermbles o mammoth dwarfwith coal-black skin, flaming red
hair, and & prograthous faw that reveals dirty ivory tegth.

Fire giants are brutal, ruthless, and militaristic.
Same fire giants have bright orange haic. An adule male is 12
feet tall, has a chest that measures 9 feet |
around, and weighs abour 7,000 pounds, |
Females are slightly shorter and lighter. Fire.
giants can live ro be 350 years ald,
Fire giants wear sturdy cloth or leather garmenis |
colored red, arange, yellow, or black. Warriors wear hel- |
mets and half-plate armor of blackened steel.
A typical fire glant's bag contains 1d4+1 throwing rocks,
3d4 mundane items, a tinderbox, and the giant’s personal
wealth. Everything a fire giant owns is battered, dirty,
and often singed by hear.

Combat
Fire giants heat their rocks in a nearby
fire, geyser, or lava pools, so that they deal
extra fire damage. They favor magic flam-
ing swords in melee (when they can get
them). They are also fond of grabbing
smaller opponents and tossing them
somewhere very hot,
Rock Throwing (Ex): The range
increment is 120 feet for a fire
giant's thrown rocks.

Fire Giant Society

Eire giants dwell only in hot
places. They prefer volcanic
regions or areas with hot springs.
They live in well-organized mili-
taty groups, occupying large cos-

tles or caverns. Tribal leaders

refer to themselves as “king” or

“queen.” Fire giants usually en-|
gage in ongoing military cam-|
paigns to subjugate the areas)
around them and often receive |
tribute from_creatures living
nearby,

Fire giants like to take cap-

tives. For each ten adulr giants
in a rribe, there is a 30% chance

Frost giant
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Frost Giant

Large Giant (Cold)
Hit Dice; 14d8+70 (133 hp)
Initiative: -1
Speed: 40 ft. (8 squares)
Armor Class: 21 (-1 size, =1 Dex, +9 natural, +4

chain shirt) rouch 8, flar-foored 21
Base Attack/Grapple: +10/+23

Artack: Greataxe +18 melee (3d6+13/%3) or
slam +18 melee (1d4+9) or rock
+9 ranged (2d6+9)
Full Attack: Huge greatae «18/+13 melee
(3d6#13/53) or 2 slams +18 melee
(1d4+9) or rock +9 ranged (2d6+9)
Space/Reach: 10 fr./10 fi.
Special Artacks: Rock throwing
Special Qualities: Immunity to cold, low-light vision,
rock catching, vulnerability to fire
Saves: Fort +14, Ref +3, Will &
Abilities: Str 29, Dex 9, Con 21, Int 10, Wis 14, Cha 11
Skills: Climb +13, Craft {any one) +8,
Intimidate +, Jump +17, Spot +12
Feats: Cleave, Great Cleave, Improved
Overrun, Improved Sunder, Power Artack
Environment Cold mountains
Organization: Solitary, gang (2-5), band (6-9 plus 35%

noncombatants plus 1 adept or cleric of

15t or 2nd level), hunting/raiding party (69

plus 35% noncombatants plus 1 adept or

Frost Giant Jarl, 8th-Level Blackguard

Large Giant (Cold)

14d5+84 plus 8d10+48 (231 hp)

5

30 fr. in +2 full plale armor (6 squares); base speed 40 fr.
29 (—1 size, +1 Dex, +9 natural, +10 +2 full plate armor)
touch 10, far-footed 28

+18/+33

+2 frost greataxe +30 melee (3d6+18/%3 plus 1dé cold) or
slam +28 melee (1d4+11) or rock +18 ranged (2dé+11)

+2 frost greatae +30/+25/+20/+15 melee (3de+18/%3 plus 1dé
cold) or 2 slams +28 melee (1d4+11) or rock +16 ranged
(2d6+11)

10 fr./10 ft

Rock throwing, smite good, snesk artack +2dé

Aura of despair, aura of evil, command undead, dark blessing,
detect good, immuniry to cold, low-light vision, poison use,
resistance to fire 10, rock carching, vulnerability to fire

Fort +25, Ref +13, Will +13

Str 32, Dex 12, Con 22, Int 10, Wis 12, Cha 18

Climb +17, Hide +2, Jump +17, Knowledge (religion] +2,
Ride +11, Spot +5

Cleave, Great Cleave, Improved Initative, Improved Sunder,
Iron Will, Lightning Reflexes, Power Attack, Quick Draw
Cold mountains

Solitary or with mribe

sorcerer of 3rd-5th level plus 2—4 winter wolves

and 2-3 ogres), or tribe (21-30 plus 1 adep,

cleric, or sorcerer of éth or 7th level plus

12-30 winter wolves, 12-22 Qgres,

and 1-2 young white dragons)
Challenge Rating: 9

Treasure: Standard
Alignment: Often chaoric evil
Advancement: By character class

Level Adjustment: k)

that the lair has 1d2 captives. These prisoners can be any sort of
creature.

Fire Giant Characters

Most groups of fire giants include clerics, A fire giant cleric has
access to two of the following domains: Evil, Law, Trickery, or War
{{most choose Trickery or War, some choose borh),

FREOST GIANT

This giant looks like o beefy, muscilar human with snow-white skin and
light biue hair and gyes

Frost glants are fustifiably feared as brutal and wantonly destruc.
tive raiders.

A frost giant’s hair can be light blue o dirty yellow, and its eves
usually match its hair color. Frost giants dress in skins and pelts,
along with any jewelry they own. Erost giant warriors add chain
shires and meral helmets decorated with hormns or feathecs,

An adule male is abourt 15 feer tall and weighs abour 2,800
|pounds. Females are slightly shorter and lighter, bur otherwise
{identical with males. Frost giants can live to be 250 years old.

A frost glant's bag usually contains 1d4+1 throwing rocks, 3d4
!mundane items, and the giant'’s personal wealth. Everything in a

frost giant's bag is old, worn, dirry, and smelly, making the identi-|

fication of any valuable items difficuls

17

Standard

Always chaotic evil
By character class

Combat

Frost giants usually start combar at a distance, throwing rocks
until they run our of ammunirien or the opponent closes, then
wading in with their enormous bartleaxes,

A faverite ractic is to lay an ambush by hiding buried in the
snow at the rop of an icy or snowy slope, where opponents will
have difficulry reaching them.

Rock Throwing (Ex): The range increment is 120 feet for a
frost giant's thrown rocks.

Frost Giant Society

Frost giants live in figid, arcric lands of glaciers and heavy snow-
fall. They make their lairs in crude castles or frigid caverns. Tribal
leaders call themselves “jarl” Frost giant groups depend on hunt-
ing and raiding, though they sometimes make trading and defen- |
sive alliances with neighboring gianis.

Frost giants like 1o take captives. For each ten adult giants in a
tribe, there is a 20% chance that the lair has 1d2 captives. These |
prisoneérs can be any sort of ereature.

Frost Giant Characters

Many groups of frost giants include clerics, A frost giant cleric
has access ro two of the following domains: Chaos, Destruction,
{Evil, or War (most choose Destrucrion or War, some choose

bothl.



Frost Giant Jarl

A frost giant leader is often a barbarian, cleric, fighter, or sorcerer,
but some of the most evil and ruthless frost giants become black-
guards. Ambitious and domineering, they quickly rise torule their

tribes, and then lead theic fellows further and further into cruelry |

and wickedness.

The frost giant jarl described here has all the qualities and abili|
ties of a typical frost giant, as well as other abilities (see the staris-|
tics block) from being a blackguard. Details on some of these abil-|

iries follow:

Aura of Despair (Su): This jarl radiates a malign aura that

\causes enemies within 10 feer of him 1o take a -2
.penalty on all saving throws.

Aura of Evil (Ex): This jarl radiates a strong
aura of evil (see the defect evil spell) as an sth-
level cleric of an evil deity. '

Command Undead (Su): This jarl ¢an com- ‘T';"‘-

'mand and rebuke undead as a 6th-level cleric. ._"a;

Dark Blessing (Su): This jarl applies his. B
\Charisma modifier as a bonus on all saving
throws

Detect Good (Sp): At will,
this jarl can use defect d
good as a spell-like abil- ,’
ity, duplicating the
effect of the detert

\good spell

Poison Use: Black-
|gunrds are skilled in
|the use of poison and
\never risk acciden-
(tally poisoning them-
selves when applying
| poison to a blade.

Smite Good (Su): Twice
per day, this jarl may atremipt
to smite_good with one
normal melee attack. He adds
his +4 Charisme modifier to his
attack roll and deals 8 points of
extra damage (1 per black-
guard level) if the attack
hits. If he accidentally
smites a creature that
1% not good, the smite
has no effect but it
is still used up for

cthat day.

Typical Black-
\gard_Spells Pre-
| pared (3/1; save

DC 11 4 spell
levell: 1st—canse fear,
doore, magic weapon; 2nd—Dbull’s
strength.

Possessions: +2 frost greataxe, +2 full plate armor, cloak of Charisma +2,
ring of minor energy resistance (fire), 2 doses of bloodroot poison
{ Benefits of these items are included in the statistics block.)

HILL GIANT

(Large Giant

| Hit DHce: 12d8+48 (102 hp)

Unitiative: =1

|Speed: 30 ft.in hide armor (6 squares); base speed 40 fr

Armor Class; 20 (=1 size, =1 Dex, +9 natural, +3 hide armor),
touch 8, fat-footed 20

Base Artack/Grapple: +9/+20

R (7 -
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Hill giant Ty

-

Clond glant

Attack: Grearclub +16 melee (2d8+10) or slam +15 melee (1d447) |
or tock +8 ranged (2d6+7)

Full Attack: Greatclub +16/+11 melee (2d8+10) or 2 slams +158
melee (1d4+7] or rock +8 ranged (2de+7)

\Space/Reach: 10 fr./10 fr.
Special Artacks: Rock throwing
\Special Qualities: Low-light vision, rock catching

Saves: Fort +12, Ref 3, Will +4
Abilities: Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7

(Skills: Climb +7, Jump.+7, Listen +3, Spot 46
| Feats: Cleave, Improved Bull Rush, Power Artack, Improved

Sunder, Weapon Focus (greatclub]
Environment: Temperate hills
F e

Organization: Solitary, gang
(2-5), band (-2 plus 35% noncom-
batants), hunting/raiding party
(6-9 plus 2—4 dire wolves), or
tribe (21-30 plus 35% noncom:-
batants plus 12-30 dire wolves,
2—4 ogres, and
B\ 12-=22 orcs)
Challenge
Rating: 7
Treasure:
Srandard
Alignment:
Cften chaotic evil |
Advancement: By
character class
Level Adjustment: +4
This ginnt has an oddly simian.|
appearance, with overlong arms,
stooped shoulders, low foreheads,
and thick, powerful limbs.

Hill giants are selfish,

cunning brutes who

. “i_ survive through hunt-
Rl ingand raiding,

i Skin color among
- hill giants ranges
from light tan 1o
4 deep ruddy brown
‘:'i Their h:liri_r. brown

or black, with eyes
the same color, Hill
glants wear layers of
crudely prepared hides
with the fur left on. They
seldom wash or repair
their garments, preferring to simply add more hides as
their old ones wear out.

Adults are about 10-1/2 feet tall and weigh about 1,100

pounds. Hill giants can live to be 200 years old.

A hill giant's bag usually contains 2d4 throwing rocks, 1d4+4
mundane items, and the giant’s personal wealth. These posses-
sions tend to be well worn, filthy, and stinky. The items are usu- |
ally crude and often jury-rigged or salvaged from some similar |
item. Examples include a hand chopper made from a broken

e s
. i -

Stome ghant

\battleaxe head, a wooden bowl and spoon, or a drinking cup.|

made from a big gourd or a skull.

Combat
| Hill giants prefer ro-fight from high, rocky outctoppings, where

they can pelt opponents with rocks and boulders while limiting

the risk to themselves.
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Hill giants love to make overrun sttacks against smaller creatures
when they first join bantle. Thereafter, they stand fast and swing
away with their massive clubs,

Rock Throwing (Ex): The range increment is 120 feet for a hill
giant’s thrown rocks.

Hill Giant Society

(Although hill giants prefer temperate areas, they can be found|

lin practically any climate where there is an abundance of hills)
(and mountains. Individuals and bands rend to be aggressive.
and prefer taking what they want over trading. Tribes {and
\some bands) often rrade with other giants or with groups of
Lagres or ores (o get foodstulls trinkets, and servants

Hill Giants as Characters
Reckless brutes of incredible strength bur litele wir, hill giant
.characters are never truly accepted into sociery, Yet they do well

von its edges and frontiers, forging 4 strong and profirable exis-|
|tence. Despite their rugged appearance and grear size, their basi-)
(cally humanoid shape makes it easy for them ro relate with more |

civilized folk
Hill giant characters possess the following racial traits
— 414 Swrength, -2 Dexterity, +8 Constitution, —4 Intelligence,
4 Charisma.
—Large size. =1 penalty to Armor Class, =1 penalty on attack
tolls, —4 penalty on Hide checks, <4 banus on grapple checks,
Jifring and carrying limits double those of Medium characters.
Space/Reach: 10 feet/10 feet.

—+4 hill giant's base land speed is 40 feer.

—Low-light vision.

—Racial Hit Dice: A hill giant begins with twelve levels of
| giant, which provide 1248 Hit Dice, a base attack bonus of +8, and
| base saving throw bonuses of Fort +8, Ref +4, and Will +4.

—Ragcial Skills: A hill giant's giang levels give it skill poinis

equal 10 15 x (2 + Int modifier). Its.class skills are Climb, Jump,
Listen, and Spot

—Racial Feats: A hill giant's giant levels give it five feats.

— +9 natural armaor bonus.

—Special Artacks (see abovel: Rock throwing

—Special Qualities (see above): Rock carching, |

—Wespon and Armor Proficiency: A hill giant is auromatically |

proficient with simple weapons, martial weapons, light and
medium armor, and shields.

—Automaric Languages: Giant. Bonus Languages: Common,

Draconic, Elven, Goblin, Orc.
—Favored Class: Barbarian.
—Level adjustment +4.
STONE GIANT
Large Giant (Earth)
{ Hit Dice: 14d8+56 (119 hp)
Inmitiative: +2
Speed: 30 ft. in hide armor (6 squares); base speed 40 1.
Armor Class: 25 {(—1 size, +2 Dex, +11 natural, +3 hide), rouch
11, flar-footed 23
Base Attack/Grapple: +10/422
Artack: Greatclub +17 melee (2d8+12) or slam +17 melee (1d4+8)
orrock +11 ranged (2d8+12)
Full Arttack: Greatclub #17/+12 melee (2d8+12) or 2 slams +17
melee (1d448) or rock 411 ranged (2d8+12)
\Space/Reach: 10 fr./10 fi.
| Special Artacks: Rock throwing
|Special Qualities: Darkvision 60 fi., low-light vision, rock
catching
Saves: Fort +13, Ref +6, Will +7
Abilities; Sir 27, Dex 15, Con 19, Int 10, Wis 12, Cha 11
Skills: Climb +11, Hide +67, Jump +11, Spot +12

Feats: Combat Reflexes, Iron Will, Point Blank Shor, Power
Artanck, Precise Shot

Environment: Temperate mountaing

Organization: Solitary, gang (2-5), band (69 plus 35% noncom:
batants), hunting/raiding/trading party (6-9 plus 1 elder), or
tribe (21-30 plus 35% noncombatants plus 1-3 elders and 3-6
dire bears)

Challenge Raring: 8 (elder 9)

Treasure: Standard

JAlignmeni: Usually neutral

Advancement: By character class

Level Adjustment: +4 (elder +4)

This ginnt resembles a lean, muscular humean, (15 hard, haiiess flesh (s
smooth and gray. It has gaunt focial features ond deep-sunken, biack eyes
that makes it stem grim

{Stope giants have a largely undeserved reputation as rock-throw-
iing hooligans. In fact, they tend to be somewhat shy around
|strangers,

Stone giants prefer thick leather garments, dyed in shades of
brown and gray to match the stone around them.

Adults are abour 12 feer tall and weigh abour 1,500 pounds.
Stone giants can live to be 800 years old.

Stone giants may rend 1o.be shy around srrangers, but they are
by no means timid. Many stone giants have an artistic streak.
Some draw and paint scenes of their lives on the walls of their lairs
and on tanned hide scrolls. Some are fond of music and play stone |
flutes and drums. Others make simple jewelry, fashioning painted .
stone beads into necklaces.

Most stone giants are playful, especially at night. They are fond
of rock-throwing contests and other games thar test their might,
Groups of giants often gather to toss rocks at each other, the losing
side being those who are hit more often. Travelers' reports of such
contests have given stone giants their reputation for wildness.

A stone glant’s bag usually contains 2d12 throwing rocks, 1d4+6
mundane items, and the giant’s persanal wealth. A stone glant's
possessions are neither particularly elean nor parricularly dirry,
but most of them are made from stone.

Combat

Stone giants fight from a distance whenever possible, bur if they
cant avoid melee, they use gigantic clubs chiseled our of stone

A favorite ractic of stone glants is 1o stand nearly motionless,
blending in with the background, then move forward 1o throw
rocks and surprise their foes,

Rock Throwing (Ex): The range increment is 180 feet for a
stone giant's thrown rocks. It uses both hands when throwing
a rock.

Rock Catching (Ex): A stone giant gains a +4 racial bonus on
its Reflex save when attempring o catch a thrown rock,

Skills: "A stone giant gains 4 +8 ricial bonus on Hide checks in
rocky terrain,

Stone Giant Elders

Some stone glants develop special abilities related to their envi-
ronment. These giant elders have Charisma scores of at least 15
and spell-like abilities, which they use as 10th-level sorcerers.
Once per day they can use stone shape, stone tell, and either frans-
muite rock: fo mud or tensmde ud to ek (DC 17). The save DC is
Charisma-based. One in ten elders is a sorcerer, usually of 3cd 1o
aith level

Stone Giant Society

| Stone giants prefer to dwell in deep caves high on rocky, srorm-
swept mountains. Usually, groups live fairly close together (no
mote than a day's travel apart) for & sense of community and



protection. Most stone giant lairs have 2d4 neighboring lairs.
Some older stone giants choose to live in solitude, mediraring
and creating artwork. Many of them become elders after sev-
eral decades.

Most groups of stone giants subsist by hunting, gathering, and .
herding mountsin animals such as sheep or goats. They trade with |
any other nearby communities, exchanging foodstuffs and stone |
goods for cloth, pottery, and manufactured items. Groups of evil |
giants often go miding or extort tolls from mountain travelers, |

Stone Giants as Characters
|Srrong, silent loners, stone giant characters are a rare sighe in
human lands.

Stone giant characters possess the following racial traits

— +16 Strength, +4 Dexteriry, +8 Constitution, +2 Wisdom,

—Large size. =1 penalty to Armor Class, =1 penalty on atrack
rolls, —4 penalry on Hide checks, +4 bonus on grapple checks, lifi-
ing and carrying limits double those of Medium characrers.

—&pace/Reach: 10 feet/10 feer

—A stone giant's base land speed is 40 feet.

—Darkvision out 1o 60 feer and low-light vision.

—Racial Hit Dice: A stone giant begins with fourteen levels of
giant, which provide 14d8 Hir Dice, a base attack bonus of +10,
and base saving throw bonuses of Fort +9, Ref +4, and Will +4.

Racial Skills: A stone giant’s giant levels give ir skill points
equal to 17 x (2 + Int medifier), 1ts class skills are Climb, Hide,
Listen, and Spot. A stone giant has 2 +8 racial bonus on Hide
|checks in rocky terrain.

—Racial Feats: A stone giant's giant levels give it five feats.

— +11 namural armor bonus

—Special Attacks (see above): Rock throwing,

—Special Qualities (see sbover Rock carching,

—Automatic Languages: Giant. Bonus Languages: Commaon,
Draconic, Elven, Goblin, Orc

—Favored Class: Barbarian.

—Level adjustment +4.

STORM GIANT

Huge Giant

Hit Dice: 19d8+114 (199 hp)

Initiative: +2

Speed: 35 ft. (7 squares), swim 30 f1. (6 squares) in breastplare;
base speed 50 £, swim 40 [t

Armor Class: 27 (-2 size, +2 Dex, +12 natural, +5 breastplate)
touch 10, flar-foored 25

Base Attack/Grapple: +14/+36

Attack: Greatsword +26 melee (4d6+21/19-20) or slam +26
melee (1d6+14) or composite longbow (+14 Str bonus) +14
ra I‘I.Hl:d (3de+14/%3)

Full Attack: Greatsword +26/421/+16 melee (4de+21/19-20) or
2 slams +26 melee (1dé+14) or composite longbow (+14 Sir
bonus) +14/+9/+4 mnged (3d6+14/x3)

Space/Reach: 15 ft./15 fi.

Special Attacks: Spell-like abilities

Special Qualities: Freedom of movement, immuniry to elecrric-
ity, low-light vision, rock carching, water breathing

Saves: Fort +17, Ref +8, Will +13

Abilities; Str 39, Dex 14, Con 23, Int 16, Wis 20, Cha 15

Skills; Climb +20, Concentration +26, Craft {any one) +13,
Diplomacy +4, Inrimidate <12, Jump +24, Listen +15, Perform
(sing) +12, Sense Morive +15, Spot +25, Swim +1§°

|Eeats: Awesome Blow, Cleave, Combar Reflexes, Improved Bull
Rush, Improved Sunder, Iron Will, Power Attack
|Environment: Wirm mountains

Organization: Solitary or family (2—4 plus 35% noncombatants
plus 1 sorcerer or cleric of 7th-10th level plus 1-2 rocs, 2-5
griffons, or 2-8 sea cats)

Challenge Rating: 13

Treasure; Standard coins; double goods; standard items
Alignment: Often chaotic good

Advancement; By character class

Level Adjustment; —

This giant resembles g well-formed human of enormous proportions. It

has fight green skin, dark green hair, and glittening emerald eyes.

\Srorm giants are gentle and reclusive. They are usually toletant of

others but can be very dangerous when angry.

Very rarely, storm giants have violet skin. Violer-skinned storm
giants have deep violet or blue-black hair with silvery gray or
purple eyes, Adults are abour 21 feet tall and weigh about 12,000
pounds, Storm giants can live to be 600 years old. |

Storm giants’ garb is usually a short, loose tunic belted ar the

\waist, sandals or bare feet, and a headband. They wear afew
\pieces of simple but finely crafted jewelry, anklets (favored by,

\barefoot giants), cings, or circlers being most common. They

|live quiet, reflective lives and spend their time musing abour

the world, composing and playing music, and tilling their land |
or gathering food. d
Storm giants usually carry their bags attached 1o their belts
instead of as shoulder sacks, Each of these bags holds a simple
musical instrument (usually a pan pipe or harp)and 2d4 mundane
items. Other than the jewelry they wear, they prefer 1o leave their
wealth in their lairs, A storm giant's possessions are usually simple |
(if not downright primitive), bur well crafred and maintained. |

Combat

Storm giants use wegpons and spell-like abilives insread of throw- |
ing rocks, Their composite longbows have a range Increment of
180 feet. i

Spell-Like Abilities: 1,/day—all lightming (DC 15), chain light-
ning (DC 18), Caster level 15th. 2/day—control weather, levitate
Caster level 20th. The save DCs are Charisma-based

Freedom of Movement (Su): Storm gianes have a continuous
freedom of movement ability as the spell (caster level 20th). The
effect can be dispelled, but the storm glant can create it again on
its next turn as a free action,

Water Breathing (Ex): Storm giants can breathe underwater
indefinitely and can freely use their spell-like abilities while
submerged.

Skills: A storm giant bas a +8 rciil bonus on any Swim check
to perform some special action or avoid o hazard. It can always
choose 1o rake 10 on a Swim check, even if distracted or endan-
gered. 1t can use the run action while swimming, provided it
swims in a straight line. *Storm giants ignore all weight penalties
for gear carried when swimming,

Storm Giant Society

Storm giants live in castles built on mountain peaks or under-

water, They live off the land in the immediate vicinity of their

lairs. If the natural harvest is not enough to sustain them, they

create and carefully rill large gardens, fields, and vineyards, They

do not keep animals for food, preferring to hunt. Land-dwelling

storm giants usually are on good rerms with neighboring copper |
dragons and good-aligned cloud giants, and cooperate with them

for mumal defense, Water-dwelling storm giants have similar rela- |
tionships with merfolk and bronze dragons

Storm Giant Characters

Abour 20% of adult storm giants are sorcerers or cledcs. A storm |
.glant cleric has access 1o two of the following domains: Chaos,
Good, Protection, or War.




GIBBERING MOUTHER

Medium Aberration

Hit Dice: 4d8+24 (42 hp)

Initiative: +1

Speed: 10 fr. (2 squares), swim 20 f.

|Armor Class: 19 (41 Dex, +8 natural), touch 11, flar-foored 18

| Base Attack/Grapple: +3/23

Attack: Bite +4 melee (1) or spittle +4 ranged rouch (1d4 acid
plus blindness)

| Full Attack: 6 bites +4 melee (1) and spittle +4 mnged touch
[1d4 acid plus blindness)

_Space/Reach: 5 ft./5 fi. o
Special Attacks: Gibbering, spirtle, improved grab, i
blood drain, engull, ground manipulation
Spectal Qualities: Amorphous, damage reduc-
tion 5/bludgeoning, daskvision 60 ft.

Saves: Fort +7, Ref +4, Will +5

| Abilities: Str10, Dex 13, Con 22, Int 4, Wis
13,Cha 13

Skills: Listen +4, Spot +9, Swim +8

Feats: Lightning Reflexes, Weapon Finesse

Environment: Underground

Organization: Solitary

Challenge Rating; 5

Treasure: None

(Alignment: Usually neutral §

| Advancement: 5-12 HD
(Large)

\Level Adjustment: —

| This urwhalesome creature has
|a_bady with the form and fluid-
ity of an amoeba. lis
strfoce _hos  the
color, but_not the
consistency, _of human

flesh. Countless eyes and toothy mouths constantly form and disappear all
over the cregiure, often refreating (nfo its body even os_they become |

apparent,

A gibbering mouther is a horrible creature seemingly drawn from

a lunatic’s nightmares. Although not evil, it thirsts after bodily
fluids and seems to prefer the blood of intelligent crearures
Sometimes the arrangement of eyés and mouths on a gibbering
mouther’s body a resembles a face, but just as often they have no
relationship to one another.
A gibbering mouther is about 3 feet across and 3 to 4 feer high.
Ir weighs about 200 pounds.
Gibbering mouthers can speak Common, but seldom say any-
thing other than gibberish.

COMBAT

A gibbering mouther attacks by shooting out strings of protoplas-

mic flesh, each ending in one or more eves and a mouth thar bites

at the enemy. A mouther can send out a total of six such members

in any round.

Gibbering (Su}: As soon as a mouther spots something edible,

it begins a constant gibbering as a free action, All creatures (other

,than mouthers) within a 60-foot spread must succeed ona DC 13
Wil save or be affected as though by a confusion spell for 1d2
|rounds. This is a sonic mind-affecting compulsion effect. A crea-
{rure that successfully saves cannot be affected by the same gib-
\bering mouther's gibbering for 24 hours. The save DC is

Charisma-based.

Spittle (Ex): As a free action every round, a gibbering mouther |
fires a stream of spittle at one opponent within 30 feet. The,

Gibbering monthber

mouther makes a ranged touch attack; if it hits, it deals 1d4 points,
of acid damage, and the target must succeed on a DC 18 Fortitude |
save or be blinded for 1d4 rounds. Eveless creatures are immune |
to the blinding effecr, but are still subject to the acid damage. The |

_save DC is Constitution-hased.

Improved Grab (Ex): To use this ability, a gibbering mouther

imust hit with a bite arrack. It can then artempt 1o start a grapple as

a free action withour provoking an artack of opportunity.
Blood Drain (Ex): On a successful grapple check after grab-

bing, that mouth attaches to the opponent. It automatically

deals bite damage and drains blood, dealing 1 point of Constitu-_
tion damage each round. A mouth can be ripped off (dealing 1

point of damage) with a DC 12 Strength check or severed by a
successful sunder artempt (the mouth has 2 hit paints),
A severed mouth continues 1o bite and
dmm blood for 1d4 rounds after such an

attack. A creature whose Constitutlon is
reduced 1o 0 is killed.
Engulf (Ex): A gibber-
l!'IH :ITJ::H.II:]'H Fr can Ty 1o
engulf a Medium or
smaller opponent
grabbed by three
or more_mouths.
- The opponent must

sncceed ona DC 14

Reflex save or fall

and be engulfed. In|
the next round, the
mouther makes
relve bite at-
tacks instead of |
e six {each with a +4.
‘.w‘; attack bonus), An en-
© gulfed creature cannotatack
the mouther from within. The previ-
ously artached mouths are now free ro atack others, The
save DC is Srrength-based and includes a +2 racial bonus.

Ground Manipulation (Suk Atwill, as.a standard action, a gib-
bering mouther can cause stone and earth in all adjacent squares
to become a morass akin 1o guicksand. Softening earth, sand, or
the like rakes 1 round, while stone rakes 2 rounds. Anyone other
than the mouther in that area must take a move-equivalent
action to avoid becoming mired (freat as being pinned)

Amorphous (Ex): A gibbering mouther is not subject to criti-
cal hirs, It cannot be flanked

Skills: Thanks to their multiple eves, gibbering mouthers have
a ++ racial bonus on Spot checks,

"ugli'lh_rmg mouther has a +8 mcial bonus on any Swim check to
perform some special action or avoid a hazard. Ir slways can
choose to take 10 on a Swim check, even if distracted or endan-
gered. 1t can use the run action while swimming, provided it
swims.in a straight line,

GIRALLON

Large Magical Beast

Hit Dice: 7d10+20 (58 hp)
Initiative: =3

Speed: 40 fi. (8 squares), climb 40 fi.

JArmor Class; 16 (=1 size, +3 Dex, +4 narurall, touch 12,

Hat-footed 15
Base Attack/Grapple: +7/+17
Attack: Claw +12 melee (1d4+6)

| Full Attack: 4 claws +12 melee (1d4+6) and bite +7 melee

(1d8+3)
Space/Reach: 10 fr./10 fi



Special Attacks: Rend 2d4+9

Special Qualities: Darkvision 60 fr., low-light vision, scent
Saves: Fort +7, Ref +8, Will +5

Abilities: Str 22, Dex 17, Con 14, Int 2, Wis 12, Cha 7
Skills: Climb +14, Move Silently +8, Spot +6

Feats: Iron Will, Toughness (2)

Environment: Warm forests
| Organization: Solitary or company (5-8)
Challenge Rating: &
JTreasure: None

Alignment: Always neurral
|Advancement: 8-10 HD (Largey; 11-21 HD (Huge]
Level Adjustment: —

At first glance, this crzature_looks fike an albing gorilla, but it has four
arms. [t glso has razor-sharp teeth and long claws.

\Girallong are savage, magical cousins of the gorilla. They are]
agpressive, bloodthirsty, highly territorial, and incredibly strong. |

When moving on the ground, a girallon walks on its legs and
lower arms. An adult girallon is about § feer tall, broad-chested,
and covered in thick, pure white fur. It weighs about 800 pounds

COMBAT

Girallons attack anything that enters their territory, even others
of their kind. Their senseless belligerence is the one character-
Listic thar keeps their numbers in check. Still, the creatures show
|some cunning,

A solitary girallon usually conceals itself in the branches of a
tree or under a pile of leaves and brush, with enly its nose show-
ing. When it spots or scents prey, it charges 1o the antack. A giral-
lon picks up prey that is small enough to carry and withdraws,
often vanishing into the trees before
the victim's companions can do
anything 1o retaliate. Against
larger foes, a girallon seeks to
tear a single opponent to bits as
quickly as it can.

vl

Rend (Ex): A
girallon that hits
with rwo or more claw
attacks latches onto
the opponent's body
and tears the flesh.
This attack automati-
cally deals _an extra
2d4+12 points of damage.

Skills: A girallon has a
+& racial bonus on Climb
checks and can always
choose to take 10 ona ~
Climb check, even
Hf rushed or
\threatened.

GITHYANKI

Githyanki, 1st-Level Warrior
Medium Humanoid (Extraplanar)
Hit Dice: 1d38+2 (6 hp)

Jnitiative: +1

Speed: 20 ft. in breastplate (4 squares); base speed 30 fr.

Armor Class: 16 (+1 Dex, +5 breastplare), touch 11, flar-foored 15

Base Attack/Grapple: +1/+2

Artack: Masterwork greatsword +4 melee (2d6+1/19-20) or
composite longbow (+1 Str bonus) +2 ranged (1d8+1,/x3)

Full Attack: Masterwork greatsword +4 melee (2dé+1/19-20] or
composite longbow (+1 Sir bonus) +2 mnged (1d8+1/x3)

Space/Reach: 5 fi./5 fr.

Special Attacks: Psionics

Special Qualities: Darkvision 60 ft, psionics, spell resist-
ance &

|Saves: Fort +4, Ref +1, Will -2
|Abiliries: Str 13, Dex 13, Con 14, Int 10, Wis 7, Cha 8

Skills: Craft {armorsmithing or weaponsmithing) +2,
Intimidate +1, Spot +1

Feats: Weapon Focus (greatsword )

Environment: Astral Plane

Organization: Company (2—+ 3rd-level fighters), squad
(11-20 3rd-level fighrers, plus 2 7eh-level sergeants, 1 9th-
level captain, and 1 young red dragon), ar regiment (30-100
srd-level fighters, plus 1 7th-level sergeant per 10 members,
5 7th-leve] lisutenants, 3 9th-level caprains, 1 16th-level
supreme leader, and 1 adult red dragon per 30 members)

Challenge Rating; 1

Treasure: Standard

Alignment: Usually evil {any

Advancement: By characrer class

Level Adjustment: 42

This tall, gaunt humarnoid has rough, vellow skin ond russet hair
pulled into @ pair of topknots. Its eyes hove a sinister gleam, ond its
eors are pointed and serrated in back

Githvanki are an ancient ling of humanlike beings residing on
the Astral Plane, filling their armories for their next skirmish,
raid, or war

Githyanki are gaunt, averaging a little over & feet rall and rypi-
cally weighing around 170 pounds. They enjoy elaborate dress and
baroque armotr. In fact, they revere weapons and armor, and it is
not uncommon for a githyanki to show more regard for
panoply of possessions than for its mate

Like dwarves, githyanki are craftmasters, although they focus
exclusively on items of warfare, Their items are distincrive, and
nongithyanki who acquire them run the risk of immediate retri-
bution should they encounter githyanki,

Githyanki speak their own secrer rongue, bur most also know
Common and Draconic.

The statistics block describes a ist-level warrior. Most gith-
vanki encountered outside their homes are fighters. However,
wizards (called warlocks) and multiclass githyanki (called gish)
are also found

COMBAL

Githyanki are seasoned combatants, familiar with the tactical |
use of ambush, cover, and psionic sniper attacks from afar. |
However, they prefer to engage their enemies in hand-to-|
hand combat so they can bring their devastating melee weap- |

ons 1o bear. Githyanki weapons are usually grestswords,
bastard swords, and other parricularly large-bladed weap-
ons of special githyanki mapufacrure, all masterwork and
each distinctively decorated and named. Githyanki wizards
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direct their powers with pinpoint accuracy o support their

comrades in melee.
Psionics (Sp): 3/day—daze (DC 9}, mage hand. In addition,
githyanki of 3rd level or higher can use blur three times per day,

githyanki of ath level or higher can use dimension deor three times.,

per day, and githyanki of 9th level or higher can use telekiresis

(DC 14) three times per day and plane shift (DC 16) once per,
\day. Effective caster level equals the githyanki’s class levels. The |

Lsave DCs are Chorisma-based.

Spell Resistance (Ex): A
githyanki has spell resist-
\ance_equal to irs class
Aevels+ 5

The githyanki warrior
presented here had the
following ability scores
\before racial adjustments:
{Str 13, Dex 11, Con 12, Int
10, Wis 9, Cha &,
Challenge Rating: Gith- \

yvanki with levels in NPC
classes have a CR equal to their
chatacter level. Githyanki with |
levels in PC classes have a CR
equal to their character level +1. |

Grthyamnki

Githyanki Silver Swords
|These impressive weapons are |
ypically carried by githyanki
combatants of 9th level and °
(higher. Of githyanki make, a
Lsilver sword is a +1 silvered greal-
sword that looks much like a
standard weapon while sill in
its sheath. But when drawn, the
silver sword transforms into a col-
umn of silvery liquid, altering the
weapons balance round by round as the
blade's shape flows and shimmers. A silver
sword has the sdditional quality of reaching
into the minds of the foes it serikes, disrupr-
ing their psionic powers. A target hit by the
weapon must succeed on a DC 17 Fortitude :
save or lose any psionic abilities for 1d4 -~
rounds. P,

High-level githyanki often take the
Amproved Sunder feat, using their silver
Lawords to artack astral rravelers’ silver cords
Asee the astul projection spell, page 201 of
\the Player's Handbook). The normally ¥
insubstantial cord is treated as a tan- " e
gible object with the owner’s AC, 8
hardness 10, and 20 hit points, a1

It is rumored that each githyanki &g -
warrior has but one sthver swvord, and if -’ﬂ?‘

N

v

the weapon is lost or stolen, the
githyanki must seek ir out arall costs or be
killed by its superiors. That may be only a
Jegend, bur githyanki have been known ro exact terrible revenge
(upon those whe steal their silver swords or win them in battle,
Some silver swonds (belonging 1o particularly high-level
igithyanki} have additional enhancements. Enhancing a silver
Lswprd is just like working with any other weapon thar has existing
abilities. A normal githyanki silver sword is treated as having a +2

enhancement for this purpose: +1 for its bonus on artack and |

damage rolls and another +1 for the sword's antipsionic ability.

GITHYANKI SOCIETY
In eons past, the mind flayers enslaved entire races, including the |
forerunners of the githyanki. Centuries of caprivity bred harred, |
nurtured resolve, and finally instilled psionic powers into these
(slaves, With mental armaments of their own and a powerful
Uleader to rally behind (the legendary Gith), the slaves instigated a
cross-planar struggle that, [n the end, threw down the mind
flayer empire, bringing freedom ro the surviving slaves. How-
ever, these survivors soon split into the racially distinet githyanki,
end their mortal enemies, the githzerai (see the |
Githzerai entry, below). Each consmantly at-,
tempts the extincrion of the other. This ani-
mosity has burned through the centuries, warp-
ing the githvanki into the evil, militaristic
creatures they are today. Both creatures” hatred of |
mind flavers knows no bounds, though, and they
will break off hostilities to slay illithids if the
opportunity presents itself
Githyanki live within massive fortresses adrift
in the Astral Plane. Here they conduct commerce,
manufacture goods. grow food, and live our their
; lives. Family dwellings are nonexistenr. since
4 most githyanki prefer their own abode; how-
ever, githyanki are often found in groups, honing
their fighting skills. A fortress contains noncom-
batanes (mostly children) equal to 20% of
the fighting population. Githyanki males
and females may be found in almost any
rale or class !
The githyanki have no deiry bur instead |
, pay homage to a lich-queen. A jealous and |
paranoid overlord, she devours the
essence of any githyanki thar rises above
t16th level Inaddirion to eliminating a
B potential rival, the lich-queen_en-
hances her power with the stolen life
ESSENCE.
Red Dragon Pact: Githyanki have a racial pacr
with red dragons, which sometimes serve githyanki as
mounts Individually, githyanki have 4 +4+ racial bonus on
Diplomacy checks when dealing with red dragons. In
large groups, they can make remporary alliances with
1§ red dragons at the option of the Dungeon Masrer

GITHYANKI AS CHARACTERS

= Most githyanki are fighters, Some of the most powerful
githyanki warlords are blackguards, Githyanki are never
clerics, unless they have forsworn the dreaded lich-
gueen (which is a perilous and ultimately lethal deci-
sion).
{ Githyanki characters possess the following racial
) traits
— +2 Dexterity, 2 Constitution, -2 Wisdom.
—Medium size
\ —A githyankis base land speed is
W oo 30 feet.
—Darkvision our to 60 feet,
—Racial Feats: A githyanki character gains feats |
according 1o its character class
—Special Attacks (see above): Psionics
-Speciil Qualities (see above): Psionics, spell resistance equal
1o class levels +5.
—Automatic Languages: Githvanki. Bonus Languages: Com-|
'mon, Infernal, Draconic, Undercommon.
—Favored Class: Fighter
—Level adjustment +2.




GITHZERAI

Githzerai, 1st-Level Warrior

Medium Humanoeid (Extraplanar)

Hir Dice: 1d8+1 (5 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

| Armor Class: 17 (+3 Dex, +4 inerfial armer), touch 13, far-footed 14

| Base Attack/Grapple: +1/+2

Attack: Masterwork short sword +5 melee (1d6+1/19-20) or
composite longbow (+1 Str bonus) +4 ranged (1d8+1/<3)

| Full Attack: Masterwork short sword +5 melee (1de+1,/19-20)
or composite longbow (+1 Str bonus) +4 ranged (1d8+1/%3)

Space/Reach: 5 fr./s fi

Special Atracks: —

Special Qualities: Darkvision &0 ft., psionics, inertial armor, spell
resisrance &

Saves: Fort +3, Ref +3, Will <0

Abilities: Str 13, Dex 17, Con 12, Int 8, Wis 11, Cha 8

Skills: Concentration +1, Spot +2

Feats: Weapon Finesse

Environment: Ever-Changing Chaos of Limbo

Organization: Fellowship (3-12 3rd-level students), sect (12-2
3rd-level students, plus 2 7th-level teachers and 1 9th-level
mentor); or order (30100 3rd-level students, plus 1 7th-level

reacher per 10 adulss, 5§ 9th-level mentors, 2 13th-level masters,

___and 1 Leth-level sensei)
|Challenge Rating: 1

[ Treasure: Standard
Alignment: Any neutral
Advancement: By character class
Level Adjustment: +2

This cregture is g thin
and_tall_humanoid o
with sharp features,

o somber face,
and yellow
EyEs

Githzeral are 2 hard-hearted, humanlike people who dwall on.
the plane of Limbo, secure in the protection of their hidden |

monasteries,
Githzerai average more than & feer tall and weigh about 160,

\pounds. Some have gray eyes instead of yellow, All of them dress
lin drab, unadomed clothing,

As a rule, githzerai are close-mouthed, keep their own counsel,
and rrust few ourside their own kind.

They speak their own language (similar enough to the tongue of
the githvanki that either could understand the other if they chose

|0 speak instead of fight), but many also speak Commeon.

The staristics block describes a 1si-level warrior. Many guh
zerai are monks; however, sorcerers, rogues, and multiclass
githzerai [called zerths) are also indispensable members of a
monastery.

COMBAT
| Able to fight withour weapons and armor, githzerai monks yearn
\to bring the “good fight" 1o their enemies, the githyanki and the
mind flayers. In melee, githzeral sorcerers often use their powers

to enhance the monks, warriors, and rogues.

Psionics ¢Sp:|. 3/ I:!.'l‘_.' diaze (DC 93, feather fall shatter (DC 110 A
githzerai of 11¢h level or higher can use plane shift (DC 16) once
per day. Effective caster level equals the githzerai's class levels. The
save DCs are Charisma-based.

Inertial Armor (Sp): Githzerai can use psychic force o block an

enemy’s blows. This ability gives them a +4 armor bonus o AC as |
long as they remain conscious. This is the equivalent of a 15|

level spell
Spell Resistance (Ex) A githzerai has spell resistance equal to
its class levels + 5,

scores before racial adjusiments; Sir 13, Dex

- F ; 11, Con 12, Int 10, Wis 9, Cha 8.
>

Challenge Rating: Githzeral with levels in
NPC classes have o CR equal 1o their character level
Githzerai with levels in PC classes have a CR equal 1o their
character level +1

GITHZERALSOQCIETY

The githzerai forerunners united under the command of the

rebel Gith (see the Githyanki eniry, above) and threw down the

plane-spanning empire of the mind flayers. Once free, the
former slaves splir ideologically and eventually racially,
becoming the githzerai and their foes, the githvanki. The

— githzerai’s history of imprisonment was the founda-
-“\\lmrl of their monastic lifestyle, in which all githe-
= :, eral learn from childheod how 1o eradicate

potential oppressors.and enemies [anyone not a
githzerai).

Githzerai live within seli-contained, fortresslike monasteries
hidden deep in the switling chaos of Limbo, While disorder
rules ourside, stability holds sway inside. Each monastery is
ultimately under the control of a sensei. a monk of ar Jeast

16th level, and follows a strict schedule of chants, meals, martial
arts training, and devotions, according 1o a particular sensei’s

philosophy. A monastery contains noncombatants (maostly
children) equal to 15% of the fighting population,

L
B~

any role or class.
Rrakkma: As a special devotion, githzeral sometimes or-|
ganize mind flayer hunting parties called rrakkma. A rrakkma.
consists of 4=5 githzerai of 8th level and 1-2 of 11th level, mainly
monks, but alse containing at lepst one sorcerer and possibly a

Jgogue, A rmakkmn does not return to its home monastery before

slaying at least as many illithids as its membership.

The githzerai warrior presented here had the following abiliry

gw Githzerai males and females may be found in almost |
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GITHZERAI AS CHARACTERS

Githzerai characters possess the following racial traits.

— +6 Dexterity, =2 Intelligence, +2 Wisdom

—Medium size.

—h githzerai’s base land speed is 30 feet.

— Darkvision our to 60 feer. {

—Racial Feats: A githzerai gains fears according to irs characrer |
class.

—Special Qualities (see above): Psionics, inertial armor, spell |
resistance equal to class levels + §

—Automatic Languages: Githzerai. Bonus Languages: Com-
(mon, Slaad, Undercommeon.

—Favored Class: Monk.

—Level adjustment +2.

GNOILL

Medium Humanoid (Gnoll)
|Hit Dice: 2d8+2 (11 hp)
Unitiative: +0
Speed: 30 ft. (& squares)
Armor Class: 15 (+1
natural, +2 leather
armor, +2 heavy steel
shield), touch 10,
flar-foored 15
 Base Artack/Grapple:
L +1/+3
Attack: Bartleaxe +3
melee (1d8+2/%3) or short-
bow +1 ranged (1d6/%3)
| Full Attack: Bartleaxe <3 meles
(1d8+2/%3) or shorthbow +1 ranged
| (1de/x=3)
Space/Reach: 5 fu./5 fr
Special Artacks: —
Special Qualities: Darkvision 60 fr,
Saves: Fort +4, Ref +0, Will +0
Abilities: Sir 15, Dex 10, Con 13, Int 8, Wis
11,Cha s
Skills: Listen +2, Spot +3
Feats: Power Atack
Environment: Warm plains
Organization: Solitary, pair, hunting party
(2-5 and 1-2 hyenas), band (10-100 plus
50% noncombatants plus 1 3rd-level
sergeant per 20 adults and 1
leader of 4th—6th level and 5-8
hyenas), or tribe (20-200 plus 1
3rd:-level sergeant per 20 adults,
1 or 2 licurenants of 4th or 5th level, 1 leader of 6th—8th level,
and 7-12 hyenaes; underground lairs also have 1-3 trolls)
Challenge Rating; |
Treasure: Standard
Alignment: Usually chaotic evil
Advancement: By characrer class
Level Adjustment: +1

GFnodl

This humanoid is slightfy taller than @ human. 1t has gray skin, a furry
|body, and o head like o hyena’s, with @ reddish-gray mane,

|Grolls are hyena-headed, evil humanoids that wander in loose
jrribes.

Most gnolls have dirty vellow or reddish-brown fur

A gnollis 2 nocturnal carnivore, preferring intelligent creatures
for food because they scream more. Gnolls tend to think with |
their stomachs, and any alliances they make (usually with bug-

bears, hcuhgclblms, agres, ores, or trolls) often fall apart when the
gnolls ger hungry, They dislike giants and most other humanoids, |
and they disdain manual labor.

A gnoll is abour 7-1/2 feer rall and weighs 300 pounds.

Gnolls speak Gnoll

. e
COMBAT
Gnolls like to artack when they have the advantage of numbers,
using horde tactics and their physical strength 1o overwhelm and |
‘knock down their opponents. They show little discipline when
fighting unless they have a strong leader; at such times, they can |
maintain ranks and fight as 2 unic. While they do not usually pre-
pare traps, they do use ambushes and try 1o attack from
a flanking position. Because of its shield, a gnolls |
modifier on Hide checks (unrrained) is =2, which |
means gnolls always take special care 1o seek
favorable conditions when laying am-
bushes (such as darkness, cover, or some
other form of advanmgeous terrain).

GNOLL SOCIETY

A tribe of gnolls is ruled by its strongest

member, who uses fear, intimidation, and
strength to remain in power. If a chieftain
is killed, the stronger members of the tribe
fight to be the new chieftain if these com-
bats take too long or several combatants
die, the tribe may break up into a number |
of bands that go their separate ways. Gnolls |
revere the phases of the moon, but most |
tribes have no true cleries !

A band or tribe includes as many non-|

combatant voung as there are adults. Gnoll |
lairs are fortified surface encampments or

underground complexes. Gnolls ake pris-

aners for use as slaves, and any lair will have

ot least one slave for every ten adults. Slaves

{usually humans, ores, or hobgoblins)

suffer o high arrrition rate because

of the gnolls’ appetite.

Their special patron is the
demon lord Yeenoghu, who
looks like a gaunt gnell

Most gnolls serve and revere
Yeenoghu rather than worshiping a
deity.

GNOLL CHARACTERS

Gnoll leaders are usually rangers, Gooll clerics usually worship
Erythnul, deity of slaughter. A gnoll cleric has access o two of
the following domains: Chaos, Evil, Trickery, or War (favored |
weapan morningstar)

GNOLLS AS CHARACTERS
Relentless hunters, gnoll characrers often begin their advenrures
by tracking a quarry into the world of humankind. There, they
take up the role of bounty hunrers and mercenaries,

Gnoll characters possess the following racial traits.

—Strength +4, Constitution +2, Intelligence —2, Charisma =2,

—Size Medium,

—A gnoll's base land speed is 30 feet

—Darkvision out to 60 feet.

— Racial Hit Dice: A gnoll begins with two levels of humanoid, |
which provide 2d8 Hit Dice, a base attack honus of +1, and base
saving throw bonuses of Fort +3, Ref +0, and Will +0,

—Racial Skills A gnoll's humanoid levels give it skill points
equal to 5 x (2 + Int modifier), Its class skills are Listen and Spot.



—Racial Feats: A gnoll's humanpid levels give it one fear.

— +1 natural armor bonus,

—Automatic Languages: Gooll. Bonus Languages: Common,
Draconie, Elven, Goblin, Ore.

—Favored Class: Ranger,

—Level adjustment +1.

GNOME:

This humangid stands a little more than half as high as a human. 8 has |

& compact build, dark tan skin, fair hair,_and large eyes

Gnomes are inveterate explorers, tricksters, and inventors. They
have a knack for both illusion and alchemy

Gnomes stand 3 to 3-1/2 feet tall and weigh 40 to 45 pounds
Their skin color ranges from dark tan to woody brown, their
hair is fair, and their eyes can be any shade of blue. Gnome

,males prefer short, carefully rimmed beards. Gnomes generally |

\wear leather or #arth tones, though they
|decorate their clothes with intricate
stitching or fine jewelry. Gnomes reach
adulthood at sbour age 40, and they live
about 350 years, though some can live
almost 500 years

Gnomes are inguisitive. They love o
learn by personal experience. Ar times
they're even reckless. Their curiosity
makes them skilled engineers, as they
lare always trying new ways to build
|things. Sometimes a gnome pulls a
prank just to see how the individuals
Jinvolved will react

Gnomes speak their own lan-
guage, Gnome. Most gnomes who
travel outside gnome lands (as
traders, tinkers, or adventurers)
know Common, while warriors in
gnome settlements usvally learn
Goblin.

Most ghomes encountered
outside their home are warriors;
the information in the staristics
block is for one of 15t level.

COMBAT
Gnomes prefer misdirection and
deception over direct confronta-
tion, They would rather befuddle or
embarrass foes (other than gobli-
naids or kobolds) than kill them.
Gnomes make heavy use of illusion
magic and carefully prepared
ambushes and traps whenever
they can.

Gnome Traits (Ex); Gnomes possess
the following racial traits,

— +2 Constitution, -2 Strength,

—Small size. +1 bonus to Armer Class, +1
bonus on artack rolls, +4 bonus
on Hide checks, -4 penalty on
grapple checks, lifring and carrying limits
13/4 those of Medium characters

—A gnome’s base land speed is 20 feet.

—Low-light vision.

—Weapon Familiarity: Gnomes may treat gnome hooked
hammers (see Chaprer 7 of the Player's Handbook) as martial weap-
ons rather than exotic weapons.

Raock gnome

:
o\

— +2 racial bonts on saving throws against illusions

—Add +1 to.the Difficulty Class for all saving throws against
illusion spells cast by gnomes. This adjustment stacks with these
from similar effects, such as the Spell Focus fear. |

— +1 racial bonus on attack rolls against kobolds and gobli-

| noids (including goblins, hobgoblins, and bugbears),

— +4 dodge bonus o Armor Class against creatures of the giant

type (such as ogres, trolls, and hill giants).
+2 racial bonus on Listen checks,
+2 racial bonus on Craft (alchemy) checks.

—Automatic Languages: Common, Gnome. Bonus Languages:
Diraconic, Dwarven, Elven, Giant, Goblin, Orc.

—Spell-Like Abilities: 1/day—speak with.amimals (burrowing
mammal only, duration 1 minute). A gname with a Charisma,,
score of at least 10 also has the following spell-like abilities:
1/ day—dancing lights, ghost sound, prestidigitation, Caster level st
save DC 10 + gnome'’s Cha modifier +spell level.

—Favored Class; Bard

[The gnome warrior presented here had the following ability
scores before racial adjustments: Str 13, Dex 11, Con 12, Ing 10,
Wis 9, Cha 8.

GNOME SOCIETY
Gnomes get_along well with
dwarves, who share their love of
precious things, their curiosity
about mechanical devices, and |
their hatred of goblins and|
gianes. They enjoy the com-
pany of halflings, especially,
those who are easygoing
enough to put_up with
pranks and jests. Most
gnomes are a little suspi-
cious of the taller races
humans, elves, half-elves, and
half-orcs—but they are rarely
hostile or malicious
Gnomes make their homes in
hilly, wooded lands. They live
underground but get more fresh
air than dwarves, enjoying the naru-
ral, living world on the surface when-
ever they can, Their homes are well
hidden, both by clever construction
and illusions, Those who come to visit
and are welcome are ushered into the
bright, warm burrows, Those who are
not welcome never find the burrows
in the first place.
The chief gnome deiry is Garl
Glitrergold, the Warchful Prorecror
i His clerics teach that pnomes are to
cherish and support their communi-
ties. Pranks, for example, are seen as
ways to lighten spirits and to _keep
gnomes humble, not ways for prank-
sters to triumph over those they trick. |

SUBRACES .
The information above is for rock |

gnomes, the most common variery.|
There are rwo other major gnome subraces,

which differ from rock gnomes as follows




Gnome, 1st-Level Warrior
Small Humanoid (Gnome)

Svirfneblin
| This humaneid stands o little more than half a5 tall @s o human. [t has a
wiry, gnarled physigue, stone-colored skin, and large gray eyes. [6fs bald.

Also called deep gnomes, svirfneblin are said 1o dwell in great
cities deep underground. They keep the location of these cities,
secret 1o protect them from their deadly foes: drow, kuo-roa. and |
mind Hayers |
A svirfneblin has wiry, rock-colored skin usually medium
brown to brownish gray, Only males are bald; females have stringy
gray hair, The average svirfneblin lifespan is 250 years.

Svirfneblin speak Cnome, Common, and Undercommen

Svirfneblin Traits (Ex): These trais are in addition to the rock
gnome traits, except where nored.

— —2 Strength, +2 Dexterity, +2 Wisdom, —4 Charisma. These
.adjustments replace the rock gnome's ability score adjustments

—Stonecunning: This ability granis deep gnomes a +2 racial bo-
Lnus on Search checks 1o notice unusual stonework. A deep gnome
who merely comes within 10 feet of unusual stonework can make
a Search check as though actively searching, and can use the

Search skill ro find stonework traps as a rogue can. A svirfneblin
can also intuit depth, sensing the approximare distance under-
ground as naturally as 3 human can sense which way is up

— Darkvision out to 120 feet and low-light vision

—Spell resistance equal to 11 + class levels,

— +2 racial bonus on all saving throws (Hgured into the statis-

tics for the character presented here). This trair replaces the rock
.gnome’s racial bonus on saving throws against illusions,

—idd +1 1o the Difficulty Class for all saving throws against
lillusion spells cast by svirfneblin, This adjustment stacks with
{those from similar effects, such as the Spell Focus fear,

— +1 racial bonus onattack rolls against kobolds and goblingids.

— +4 dodge bonus o Armor Class against all creatures (Agured
into the statistics for the character presented here). This wais
replaces the rock gnome’s dodge bonus against giants,

Svirfneblin, 1st-Level Warrior
Small Humaneid (Gnome)

Hir Diice: 1d842 (& hp) 1d&+4 (8 hp)
Initiative: +0 1
Speed: 20 f1. (4 squares) 15 ft. in banded mail armor (3 squares); base speed 20 fr.
Armor Class: 16 (41 size, +4 chain shirt, 23 (+1 size, #1 Dex, +4 dodge, +6 banded mail, +1 buckler),
+1 light shield), touch 11, flat-footed 16 touch 16, flar-footed 18
Base Attack/Grapple:  41/-3 +1/-3
Attack: Longsword +2 melee (1d6,/19-20) o Heavy pick +2 melee (1d4,/%4) or light crossbow +3 ranged
light erossbow +3 ranged (1d&/19-20) (1d&/19-20)
Full Artack: Longsword +2 melee (1d6/19-20) or Heavy pick +2 melee (1d4/%4) or light crossbow +3 ranged
light crosshow +3 ranged (1ds/19-20) (1de/19-20)
| Space,Reach: 5 frys fr. 5 fr.f5 fr.
Special Artacks: — Spelllike abilities
Special Qualiries: Gnome tralts Gnome traits, svicfneblin trairs, spell resistance 12
Saves: Fort +4, Ref 0, Will -1 Fort +5, Ref +3, Will +2
Abilities: Ser 11, Dex 11, Con 14, Int 10, Wis 9, Cha 8 Str 11, Dex 13, Con 12, Int 10, Wis 11, Cha 4
Skills: Hide +3, Listen +1, Spot +1 Hide +2, Listen +2, Spot +2
Feats: Weapon Focus (light crossbow) Toughness
Environment: Temperate hills Underground
| Forest gnomes: Temperate forests)
Organization: Company (2—4), squad {11—20 plus 1 leader Company (24}, squad (11-20 plus 1 leader
of 3rd—6th level and 2 3rd-level lieutenants), of 3rd-&th level and 2 3rd-level lieutenants),
or band (30-50 plies 1 3rd-level sergeant per or band (30-50 plus 1 3rd-level sergeant per
20 adults, § sth-level lieutenants, 3 7th-level 20 adults, 5 sth-level leurenants, 3 7rh-level
captains, and 2-5 dire badgers) captains, and 2-5 Medium earth elementals)
Challenge Rating: 1/2 1
| Treasure: Standard Standard
| Alignment: Usually newral good Usually neutral
Advancement: By characrer class By character class
Level Adjustment: +0 +3

Aurtomatic Languages: Undercommon, Gnome, Common.
Bonus Languages: Dwarven, Elven, Giant, Goblin, Ore, Terran, This
trait replaces the rock gnome's automatic and bonus languages.

—Spell-Like Abilities: 1/day—Dblindness/deafness (typical save
DC 13), blur, disguise self. Caster level equals the svirfneblin's class
levels The save DC is Charisma-based and include a +4 racial mod-
ifier. This trait replaces the rock gnome’s spell-like abilities

—Nondetection (Sul: A svitfneblin has a continuous nondetec-
tion ability as the spell (caster level equal 1o class levels),

— +2 racial bonus on Craft (alchemy) and Listen checks

— +2 mgial bonus on Hide checks, which improves to +4 under-
ground

—Favored Class: Rogue.

—Level adjustment +3.

The svirfneblin warrior presented here had the following abiliry
scores before racial adjustments; Sir 13, Dex 11, Con 12, Int 10,
Wis 9, Cha 8,

Challenge Rating: Svirmeblinwith levels in NPC classes have
a CR equal 1o their character level. Svirfneblin with levels in PC
classes have s CR equal to their characrer level +1.

Fﬂli"}.r !;i|-,|;_J:r|.:

This exceptionally srall humanoid has mess-colored skin, dark hair, and
brown eyes.

Shy and elusive, forest gnomes shun contact with other races.
except when dire emergencies threaten their beloved homes.
They are the smallestof all the gnomes, averaging 2 10 2-1/2 feetin
height, but look just like regular gnomes except with bark-colored
or gray-green skin, and eyes that can be brown or green as well as
blue. A very long-lived people, forest gnomes hayve an average life

cexpectancy of 500 years.

Forest Gnome Traits (Ex): These traits are in addition to the
rock gnome traits, except where noted.



— Pass withou! Trece (Su): A forest gnome has the innate ability
1o use pass without tnace (self only, as a free action) as the spell cast
by a druid of the forest gnome’s class levels.

— +1 racial bonus on arrack rolls against kobolds, goblinoids
ores, and reptilian humanoids.

—Automatic Languages: Gnome, Elven, Sylvan, and a simple

language that enables them to communicate on a very basic leyel |

with forest animals (this replaces the rock gnome’s speak with ani-

mals ability). Bonus Languages: Common, Draconic, Dwarven, |

Giant, Goblin, Orc. This teait replaces the rock gnome's automatic
and bonus languages

— 44 racial bonus on Hide checks, which improves to +8 in a
wooded area.

GOBLIN

Goblin, 1st-Level Warrior

,Small Humanoid (Goblinoid]

(Hir Dice: 1d8+1 (5 hp)

Unitiative: <1

Speed: 30 {r. (6 squares)

Armor Class: 15 (+1 size, +1 Dex, +2
leather armor, +1 light shield), touch
12, flat-foored 14

Base Attack/Grapple: +1/-3

Attack: Morningstar +2 melee (1dé)
or javelin +3 ranged (1d4)

{Full Attack: Momingstar +2
melee (1d6] or javelin =3
ranged (1d4)

Space/Reach: 5 f./5 ft.

Special Attacks: —

Special Qualiries:
Darkvision &0 ft.

Saves: Fort +3, Ref +1,
will -1

Abilities; Str 11, Dex 13,
Con 12, Int 10, Wis 9,
Chae

Skills: Hide +5, Listen +2,
Move Silently +5, Ride +4,
Spor +2

Feats: Alertness

Enviromment: Temperate
plains

Organization: Gang (4-9),
band {10-100 plus 100%
noncombatants plus 1
3rd-level sergeant per
20 adults and 1 leader
of 4th—6th level),
warband (10-24 with
WOTE MOunis), or iribe
{40—400 plus 100%
noncombatants plus 1 3nd-level sergeant per 20 adules, 1 or 2
lieutenants of 4th or 5th level, 1 leader of 6th—8th level, 10-24
worgs, and 24 dire wolves)

Challenge Rating: 1/3

Treasure: Srandard

Alignment: Usually neurral evil

|Advancement: Bv character class

| Level Adjustment: +0

| This little hurnanoid has a flat face, broad nese, pointed ears, wide mouth,
and smali, sharp fangs. it walks upright, but its arms hang down almost
to its knees.

Goblins are small humanoids that many consider little more than
a nuisance. However, if they are unchecked, their great numbers, |
rapid reproduction, and evil disposition enable them to overrun |
and despoil civilized areas. i
A goblin stands 3 o 3-1/2 feet tall and weigh 40 to 45 pounds.
|Its eyes are usually dull and glazed, varying in color from red 10
vellow. A goblin's skin color ranges from yellow through any
shade of orange to a deep red; usually all members of a single tribe
are about the same color, Goblins wear clothing of dark leather,
tending toward drab, soiled-looking colors,
Goblins speak Goblin; those with Intelligence scores of 12 or
higher also speak Common.,
Most goblins encountered outside their homes are warriors; the
information in the statistics block is for one of 15t level.

COMBAT

Being bullied by bigger, stronger creatures has taught goblins to

(exploft what few advanrages they have: sheer numbers and mali-

\cipus ingenuity, The concept of a fair fighr is meaningless in_

\their society. They favor ambushes, overwhelming odds, dirty
tricks, and any othet edge they can devise.

Goblins have a poor grasp of strategy and are cowardly by |
nature, tending to flee the field if a batrle rurns agains
them. With proper supervision, though, they can implement
reasonably complex plans, and in such circumstances their
numbers can be a deadly advantage.

Skills: Goblins have o +4 racial bonus on Move,|
Silently and Ride checks, Goblin cavalry {(mounted |
on worgs) usually select the Mounted Combat feat |
in place of the Alertness fear, which reduces their
Spot and Listen check modifiers from +3 1o +1.|
Challenge Rating: Goblins with |
levels in NPC classes have a CR
. equal w their characrer level 2.

\\ GOBLIN SOCIETY
l\ Goblins are tribal. Their
leaders are generally the
blﬂ.ﬂt“if. Efrﬂ'llﬂ_t};t. ar
sometimes the smartest
of the group. They have
almost no concepl of
privacy, living and sleep-
ing in large common
areas; only the leaders live
separately. Goblins survive
_ by raiding and stealing
’ {preferably from those who
w' cannot defend themselves easily),
sneaking into lairs, villages, and
even owns by night to take whar
they can, They are not above waylay-
ing travelers on the road or in forests
and stripping them of all possessions, up
to and including the clothes on their
backs. Goblins sometimes caprure slaves to perform hard labor

in the tribe’s lair or camp,

These creatures live wherever they can, from dank caves 1o
dismal ruins, and their lairs are always smelly and filchy due 1o
an utter lack of sanitation. Goblins often settle near civilized
areas o raid for food, livestack, tools, weapons, and supplies. .
Once a tribe has despoiled a locale, it simply packs up and moves |
on to the next convenient ares. Hobgoblins and bugbears are |
sometimes found in the company of goblin tribes, usually as
bullying leaders. Some goblin tribes form alliances with worgs,
which carry them into combar,

(rablin




Goblin bands and tribes have noncombatant young equal in
number to the adulrs,

The chief goblin deity is Maglubiyer, who urges his wor-
shipers 1o expand their numbers and overwhelm their comperi-
Tors.

GOBLINS AS CHARACTERS

\Goblin leaders rend to be rogues or fighter/rogues. Goblin clerics |
worship Maglubiyver. A goblin cleric has access to two of the fol-|
lowing domains: Chaos, Evil, or Trickery, Most goblin spellcasters |

are adepis. Goblin adepts favor spells that fool or confuse enemies.

Goblin characters possess the following racial traits,

— -2 Srrength, +2 Dexterity, =2 Charisma.

— Small size: +1 bonus to Armor Class, +1 bonus on attack mlls,
+4 bonus on Hide checks, -4 penalty on grapple checks, lifting
and carrying limirs 3/4 those of Medium characters.

—# goblins base land speed is 30 feer.

— Darkvision out to 60 feet.
| — +4 racial bonus on Move Silently and Ride checks.

—Automatic Languages: Common, Goblin. Bonus Langusges: |

Draconic, Elven, Glant, Gnoll, Ore.
—Favored Class: Rogue.

The goblin warrior presented here had the following ability scores

before racial adjustments: Srr 13, Dex 11, Con 12, Int 10, Wis 9,
Cha 8.

GOLEM

|Golems are magically created auromarons of grear power. Con-
structing one involves the employment of mighty magic and ele-
mental forces,

The animating force for a golem is a spirit from the Elemental
| Plane of Earth. The process of creating the golem binds the unwill-
ing spirit to the arctificial body and subjects it to the will of the
golem's crearor.

COMBAT

Golems are tenacious in combat and prodigiously strong as well |
Being mindless, they do nothing without orders from their cre- |
gtors, They follow instructions explicitly and are incapable of

any strategy ot tactics. They are emotionless in combart and
cannot be provoked,

A golem’s creator can command it if the golem is within 60 feer
and can see and hear its creator, I uncommanded, a golem usually
follows irs last instruction to the best of its ability, though if arcked
it rerurns the arrack. The creator can give the golem a simple com-

 mand to govern its actions in his or her absence. such as “Remain in

Lan area and artack all crearures that enter” (or only a specific rype of

|creature), “Ring a gong and sttack” or the like. The golem's creator
can order the golem o obey the commands of another person (who
might in turn place the golem under someone else’s control, and so
on), but the golem’s creator can always resume control over his cre-
ation by commanding the golem o obey him alone.

Since golems do not need to breathe and are immune 1o most
forms of encrgy, they can press an artack against an opponent
almost anywhere, from the bottom of the sea to the frigid top of
the mllest mountain.

Immunity to Magic (Ex): Golems have immunity 1o most

.magical and supernarural effects, except when otherwise noted.

CONSTRUCTION.

{The cost 1o create given for each golem includes the cost of the
| physical body and all the materials and spell components that are
consumed or become a permanent part of the golem. Creating a

golem is essentially similar to creating any sort of magic item (see |
page 282 of the Dungeon Masler's Guide). However, a golem's body |

includes costly material components that may require some extra |
preparation. The golem’s creator can assemble the body or hire |
someone else to do the job. The builder must have the appropriate |
skill, which varies with the golem variery .
Completing the golem's creation drains the appropriate XP
|from the creator and requires casting any spells on the final day.
The creator must cast the spells personally, but they can come
from outside sources, such as scrolls

The characteristics of a golem that come from its nature as a

,magic item (caster level, prerequisite feats and spells. marker,
price, cost to create) are given in summary form at the end of each
golem’s description, in the same formar used in Chaprer 7 of the
Dungean Master’s Guide.

Note: The market price of an advanced golem (2 golem with
more Hit Dice than the rypical golem described in each entry) is
increased by 5,000 gp for each edditional Hit Die, and increased by
an addirional 50,000 gp if the golem's size increases. The XP cost

Jfor ereating an advanced golem is equal to 1/25 the advanced
\golem’s marker price minus the cost of the special marerials,

Irequired.

CLAY GOLEM

Large Construct

Hit Dice: 11410430 (30 hpl

Initiative: —1

Speed: 20 fi. (4 squares)

Armor Class; 22 (-1 size, -1 Dex, +14 naturall, touch &,
flat-foored 22

Base Artack/Grapple: +8/+19

Attack: Slam +14 melee (2d10+7 plus cursed wound)

Full Attack: 2 slams +14 melee (2d10+7 plus cursed wound)

Space/Reach: 10 fr./10 fi.

Special Attacks: Berserk, cursed wound

Special Qualities: Construct rrairs, damage reduction
10/adamantine and bludgeoning, darkvision 60 fr., haste,
immunity to magic, low-light vision

Saves: Fort +3, Ref 42, Will 43

Abilities: Str 25, Dex 9, Con —, Int —, Wis 11,Cha 1

Skills: —

Feats: —

Environment: Any

Organization: Solitacy or gang (2-4)

Challenge Rating: 10

Treasure: None

Alignment: Always neutral

Advancement: 12-18 HD (Large); 19-33 HD (Huge)

Level Adjustment: —

This autornaton has been sculpted from saft clay. 185 about 18 inches toller
than o normal human, and its features are grossly distorted from the
human norm. lis chest is overly large, with.arms attached by thick knots of
miscle @t the shoulder, hanging down fo_its knees, ond ending in shaet,
stubly fingers. It has no neck, and the large head has broad, flat features

Its legs are shart and bowed, ending in wide, flot feet. It srvells faintly of clay,

This golem has a humanoid body made from clay.
A clay golem wears no clothing except fora meral or stiff leather
garment around its hips. _
A clay golem golem cannot speak or make any vocal noise. It
walks and moves with a slow, clumsy gait. It weighs around 600,
pounds.

Combat

\Clay golems are frightening combatants, thanks to their immuni-
| ties and their haste ability

Berserk (Ex): When a clay golem entérs combat, there is a
cumislative 1% chance each round that its elemental spirit breaks




free and the golem goes berserk. The uncontrolled golem goes on
a rampage, attacking the nearest living creature or smashing some
object smaller than itself if no crearure is within reach, then
moving on to spread more destruction. Once a clay golem goes
berserk, no known method can reestablish control,

Cursed Wound (Ex): The damage a clay golem deals dogsnlt
heal narurally and resists healing spells. A character attempting 1o |

\cast a conjuration (healing) spell on a creature damaged by a clay
|golem must succeed on a DC 26 caster level check, or the spell has
no effect on the injured character.

Immunity to Magic (Ex): A clay golem is immune to any spell |

(o spell-like ability that allows spell resistance. In addition, certain
ispells and effects funcrion differently against the crearure, as
noted below.

A move earth spell drives
the golem back 120 feer and
deals 3d12 points of damage
Jta it

A disintegrate spell slows
!the golem (as the slow
spell) for 1dé_rounds
and deals 1d12 points
of damage.

An earthquake
spell cast directly
ata clay golem stops
{it from moving on its
(next turn and deals
5d10 points of dam-
age. The golem gets
no saving throw
\against any of these
(effecrs.

Any magical attack
against a clay golem
that deals acid damage
heals 1 poincof damage
for every 3 points of
damage it would other-
wise deal, If the amount
of healing would cause
the golem 10 exceed its
full normal hit points, it gains

from golem

FLESH GOLEM
Large Construct
Hit Dice: 9d10+30 (79 hp)
Initiative; -1
Speed: 30 fr. (6 squares)
Armor Class; 18 (~1 size, =1 Dex, +10 narural), rouch §,
flat-footed 1B
Base Attack/Grapple: +6/+15
Attack: Slam +10 melee (2d8+5)
Full Attack: 2 slams +10 melee {
Space/Reach: 10 ft./10 fi
Special Attacks: Berserk
Special Qualities: Construct traits, damage reducrion
5/adamanrine, darkvision &0 ft., immunity ro magic, low-light
vision
Saves: Fort +3, Ref +2, Will +3
Abilities: Srr 21, Dex 9, Con —, Int —, Wis 11, Cha 1
Skills: —
Feats: —
Environment: Any
Organization: Solitary or gang (2—4)
Challenge Rating: 7
Treasure: None
Alignment: Always neurral
Advancement: 10-18 HD (Large); 19=-27
HD {Huge)
Level Adjustment: —

2d&+5)

This gutomaton looks as though it _was
constructed from a grisly_assartment_of
decaying human body_parts, stitched
and bolted together into.a form taller
than a living men. It smells faintly. of
freshly dug earth and dead flesh,

A flesh golem is a ghoulish collec-
tion of stolen humaneid body
parts, stitched rogether into a
single composite form,

Mo natural animal will-
ingly teacks a flesh golem.
The golem wears whatever

clothing irs creator de-

Filesh golem_ sires, usually just a ragged
pair of trousers. It has no
possessions and no weapons. It stands
8 feet rall and weighs almost 500
pounds,
A flesh golem golem cannot speak,
although it can emit a hoarse roar of
sorts. It walks and moves with a
stiff-jointed gait, as if not in

complete control of s
Wil Zeoe  body.

ATy EXCESS A4S [cmpﬂrar:. hit pmnts

the bien[h we:lpu.:un of a black
dragon heals 7 points of dam-
.age if the attack would have
{dealt 22 points of damage. A i
clay golem golem gers no .
saving throw against magi-
cal arracks thar deal acid
damage.

Haste (Su): After
it has engaged in at
least 1 round of combat, a
clay golem can haste itself once per day as a free action. The effect
lasts 3 rounds and is otherwise the same as the spell.

-

Combat

Flesh golems often fare pootly in combat thanks to their fairly low
Armor Class, though they can easily crush foes that lack adaman-
tine weaponry. A flesh golem supported by an ally thar can launch
eleciricity attacks is fearsome indeed

Berserk (Ex): When a flesh golem enters combar, there is a |
cumulative 1% chance each round that its elemental spirir breaks
free and the golem goes berserk. The uncontrolled golem goes.on
a rempage, attacking the nearest living creature or smashing some
object smaller than itself if no creature is within reach, then
moving on to spread more destruction. The golem's creator,
within &0 feet, can try to regain control by speaking firmly and

Construction

A clay golems body must be sculped from a single block of clay
|weighing at least 1,000 pounds, treared sith rare oils and powders
iworth 1,500 gp. Crearing the body requires a DC 15 Craft {sculpt-

ling) check or a DC 15 Craft {portery) check.
CL 11th; Craft Construct (see page 303},
mung, resurrection, caster must be ar least 11th level; Price 40,000

ep; Cost 21,500 gp + 1,540 XP,

anmimate objects, com-




persupsively to the golem, which requires a DC 19 Charisma
check. It takes 1 minute of inactivity by the golem to reser the
golem’s berserk chance to 0%,

Immunity to Magic (Ex): A flesh golem is immune 1o any
spell or spell-like ability thar allows spell resistance. In addition,
certain spells and effects function differently against the crearure,
as noted below,

A magical attack that deals cold or fire damage slows a flesh |
|golem (a5 the slow spell) for 2d6 rounds, with ne saving throw. |
A magical attack that deals electricity damage breaks any slow,

effect on the golem and heals 1 point of damage for every 3 polnts

(of damage the atrack would otherwise deal. If the amount of heal-
ing would cause the golem to exceed its full normal hit points, it
gains any excess as temporary hit points. For example, a flesh
golem hit by a lightning bolt heals 3 points of damage if the atrack
would have dealt 11 points of damage. A flesh golem golem gets
no saving throw against attacks that deal electricity damage.

Construction

|The pieces of 4 flesh golem must come from normal human |

corpses that have not decayed significantly. Assembly requires a
minimum of six different bodies—one for each limb, the rorso
{including head), and the brain. In some cases, more bodies may
be necessary. Special unguents and bindings worth 500 gp are also
required. Note that creating a flesh golem requires casting a spell
with the evil descripror

Assembling the body requires 2 DC 13 Craft (leatherworking)
lcheck ora DC 13 Heal check

CL 8th; Craft Construct (see page 303}, animate dead, bull’s
Lstremgth, geas/quest, limited wish, caster must be ar least 8th level;
Price 20,000 gp; Cost 10,500 gp + 780 XP

IRON GOLEM

Large Construct

Hir Dice: 18d10+30 (129 hp)

Initiative: ~1

Speed: 20 [1. (4 squares)

Armor Class: 30 (-1 size, -1 Dex, +22 natral) touch 8,
flat-foored 30

Base Attack/Grapple: +12/+28

Stone Golem
Large Construct

Hir Dice: 14d10+30 {107 hp)
Initiative: =
Speed: 20 fr. (4 squares)

26 (—1 size, =1 Dex, +18 natural),
touch 8, flat-footed 26
Base Attack/Grapple: +10/423

Armor Class:

Attack: Slam 23 melee (2d10+11)

Full Attack: 2 slams +23 melee (2d10+11)
Space/Reach: 10 fr./10 fr

Special Attacks: Breath weapon

\Special Qualivies: Construct trairs, damage reduction 15/adaman-

tine, darkvision 60 fi., immunity to magic, low-light vision
Saves: Fort +6, Ref +5, Will <6
Abilities: Str 33, Dex 9, Con —, Int —, Whis 11, Cha 1
Skills: —

JFeats: —

Environment: Any

Organization: Solitary or gang (2-4)

Challenge Rating: 13

Treasure: None

Alignment: Always neutral

Advancement: 19-24 HD (Large); 25-54 HD (Huge)
Level Adjustmeni: —

This metallic automaton (s twice the height of o rormal human ond

resembles an armored giant.

This golem has.a humanoid body made from iron.,

An iron golem can be fashioned in any manner, just like 4 stone
golem (see below), although ir almost always displays armor of
some sort. Trs features are much smoother than those of a srone
golem, Iron golems somerimes carry a short sword in one hand.

An iron golem is 12 feet tall and weighs about 5.000 pounds,

An iron golem cannot speak or make any vocal noise, nor does |
it have any distinguishable odor. 1t moves with a ponderous bur
smooth gait. Each step causes the floor ro rremble unless itis.ona
thick, solid foundation

Combat

Iron golems are mighty combatants. They sirike with deadly accu-
recy and incredible force. Their bodies are nearly invulnerable but
can be reduced to piles of rubbish by rust monsters,

Breath Weapon (Su): 10-foot cube, cloud of poisonous gas last-
ing 1 round, free action once every 1d4+1 rounds; initial damage
1d4 Con, secondary damage 3d4 Con, Fortitude DC 192 negates
The save DC is Constitution-based.

Greater Stone Golem
Huge Construct
42d10440 (271 hp)

4

20 fr. (4 squares)
27 (=2 size, =2 Dex, +21 natural),
touch &, Hat-footed 27

1317452

Attack: Slam +18 melee {(2d10+9] Slam +42 melee (4d8+13)
| Full Attack: 2 slams +18 melee (2d10+9) 2 slams +42 melee (4d8+13)
. Space/Reach: 10 ft (4 squares),/10 fr 15 ft./15 ft,
Special Artacks: Slow Slow
Special Qualiries: Construct traits, damage reduction 10/adamantine,  Construct trairs, damage reduction 10/adamanrine,
darkvision 60 fr., immunity to magic, low-light visien _darkvision 60 {t., immunity to magic, low-light vision
Saves: Fort +4, Ref +3, Will +4 Fort +14, Ref +12, Will +14
Abiliries: Str 29, Dex 9, Con - Str 37, Dex 7, Con —,
Int —, Wis 11, Cha 1 Int—, Wis 11, Cha 1
Skills: — —
Feats: — —
Environment: Any Any
Organization: Solitary ot gang (2-4) Solitary or gang (2-4)
Challenge Rating: i L6
Treasure: None MNone
Alignment: Always neutral Always neutral
Advancement: 15-21 HD (Large); 22—42 (Huge)

Level Adjustment:  —



Immunity to Magic (Ex): An iron golem is immune to any
spell or spell-like abiliry that allows spell resistance. In addirion,
certain spells and effects function differently against the creature,
as noted below.

A magical amack thar deals electricity damage slows an iron.

golem (as the slow spell) for 3 rounds, with no saving throw.

A magical antack thar deals fire damage breaks any slow effecton,|
\the golem and heals 1 point of damage for each 3 points of damage |
|the artack would otherwise deal. If the amount of healing would |
_cause the golem ro exceed its full normal hit points, it gaing any|

excess as temporary hit points. For example, an iron golem hit by
L firchall gains back 6 hit points if the damage total is 18 points. An
iron golem gets no saving throw against fice effects

An iron golem is affected normally by rust attacks, such as that
of a rust monster or a rusting grasp spell

Cpnstruction

\An iron golem’s body is sculpted from 5,000 pounds of pure iron.
smelted with rare tinctures and admixtures costing ar least 10,000
|gp. Assembling the body requires a DC 20 Craft {armorsmithing) |

check or a DC 20 Craft (weaponsmithing) check.

CL 16th; Craft Construct (see page 303), cloudkill, geas/quest, lim-
ited wish, polymorph any object, caster must be ar least 16th level;
Price 150,000 gp: Cost 80,000 gp + 5,600 XE

STONE GOLEM

| This eutomaten has been cut from stone. It is_half again as rall o5 o
| narmal human and resembles a roughly chiseled statue of o soldier.

This golem has a humanoid body made from stone.

A stone golem is 9 feet rall and weighs around 2,000 pounds. Its
body is frequently stylized to suit its creator. For example, it might
look like it is wearing armor, with a particular symbol carved on
the breastplate, or have designs worked into the stone of its limbs.

Combat
Stone golems are formidable opponents,
being physically powerful and difficulr
to harm.

Slow (Su): A stone golem
can use a slow effect, as the

spell, as a free action once every 2 rounds. The effect has a range of
10 feer and a durarion of 7 rounds, requiring a DC 17 Will save to
negate, The save DC is Constitution-based. !
Immunity to Magic (Ex): A stone golem is immune roany.
spell or spell-like ability that allows spell resistance. In addition,
|certain spells and effects function differently against the creature,
{as noted below.
A transmiute rock to mud spell slows 1 stone golem (as the slow
spell} for 2ds rounds, with no saving throw, while transemsite med fo,
_rock heals all of its lost hit points.
A stone to flesh spell does not scrually change the golem's struc-
rure but negates its damage reduction and immunicy 1o magic for
1 full round

Construction

A stone golem's body is chiseled from a single block of hard stone,
such as granite, weighing ac least 3,000 pounds, The stone must be
of exceptional qualiry, and costs 5,000 gp. Assembling the body
requires a DC 17 Craft {sculpting) check or a DC 17 Craft (stone-
|masonry) check.
CL 14th; Craft Construct (see page 303), antunagic field,

geas/quest, symbal of stunning, caster must be at least 14th level:,
Price 90,000 gp; Cost 50,000 gp + 3,400 XE

Greater Stone Golem

A greater stong golem is a colossus of granite, the largest and most
fearsome stone golem commonly created. These immensely pow-
erful constructs are most often used 1o guard roval rombs, magical |
armories, and similar places of ancient power .

A greater stong golem is 18 feet tall and weighs anound 32,000,
pounds. It resembles a typical stone golem in all respects, except)
that the Will save DC is 31 against its slow abiliry. |

CL 14th; Craft Construct (see page 303), antimagic field,
geas/quest, symbol of stunning, caster must be at least 14th level;
Price 196,000 gp; Cost 105,000 gp + 7,640 XE

GORGON

Large Magical Beast

Hit Dice: 8d10+40 (85 hp)

Initiative: +4

Speed: 30 ft. (6 squares)

Armor Class: 20 (—1 size, +11 natugal), touch 9, flar-foored 20
Base Artack/Grapple: +8/+17

Artack: Gore +12 melee (1d8+7)

\\ \ Full Attack: Gore +12 meles (1d847

Space/Reach: 10 fi./5 fr.
Special Artacks; Breath weapon, rrample 1d8+7
Special Qualities: Darkvision 60 ft., low-
light vision, scent
Saves: Fort +11, Ref +5, Will
+5
Abilities: Str 21, Dex
10, Con 21, Int 2,
Wis 12, Cha 9
Skills: Listen +9, Spot +8
- Feats: Alertness, Improved
Initiative, Iron Will
Environment: Temperate plains
Organization: Solitary, pair, pack (34
or herd (5-13)
Challenge Rating: 8
Treasure: None
Alignment: Always neutral
Advancement; 9-15 HD (Large); 16~24 HD
(Huge)
Level Adjustment:




Dusky, metallic scales cover this creature’s bull-like body. [t _has silver
homs.

Gorgons guard their territory fiercely. They are fond of rocky
areas, especially underground labyrinths.

A typical gorgon stands over 6 feet tall at the shoulder and meas-|

ures 8 feet from snout to tail. It weighs about 4,000 pounds,
Gorgons are nothing if not aggressive. They attack intruders

ton sight, attempting to trample, gore, ot perrify them. There is|
vno way to calm these furious creatures, and they are impossible |

to.domesticate.

COMBAT
Whenever possible, 2 gorgon begins an encounter by charging ar
its OppONents.
Breath Weapon (Su): 60-foor cone, once every 1d4 rounds (bur
no more than five times per day), turn to stone permanently, For-
\titude DC 19 negates. The save DC is Constitution-based.

Trample (Ex): Reflex DC 19 half. The save DC is .':?I:rtng_th-:

based.

GRAY RENDER

Large Magical Beast

Hit Dice: 10d10+70 (125 hp)
Initiative: +0
\Speed: 30 fi. (6 sguares)
Armor Class: 19 (~1 size, +10 namral), touch 9, flar-foored 19
Base Attack/Grapple: +10/+20

Attack: Bite +15 melee (2d6+6)

Full Arcack: Bite +15 melee (2d6+6); 2 claws #10 melee (1d6+3)
Space/Reach: 10 fr /10 ft.

Special Artacks: Improved grab, rend 2d6+9
Special Qualities: Darkvision 60 ft, low-light vision, scent
Saves: Fort 414, Ref +7, Will +4

Abilities: Str 23, Dex 10, Con 24, Int 3, Wis 12, Cha 8
Skills: Hide +2, Spot +10, Survival +3

Feats: Cleave, Fower Artack, Improved Bull Rush, Track
Environment: Temperate marshes

Organization: Salitary

Challenge Rating: 8

Treasure: None

Alignment: Usually neutral

Advancement: 11-15 HD {Large): 1630 HD (Huge)
Level Adjustment: +5 (cohort)

This hulking _biped has the maoss of a giant. It has o
stooped frame, o groy, hairfess body, and broad shoulders.
Lits arms are long and sinewy, and its clawed hands scrape
\along the ground a5 it walks. lts sleped forehead beors six
\small, yellowish eyes. lts mauth is wide and powedful-look-
ing, filled with black teeth,

Bestial and savage, the gray render is a deadly preda-
tor found in remote wilderness areas.

These beasts are thought 1o be composed of dense
muscle and bone, granting them the strength and
stamina of a giant. A gray render stands abour 9 feet
tall in spite of its hunched posture and is abour 4 feet
Jwide. It weighs about 4,000 pounds,

Rangers have reported seeing renders uproot trees
|3 feer in diamerer with their jaws and tear them into

|splinters in just minutes.

Gray renders are never found in groups. Each of
these asexual creatures produces one offspring and car-
ries it for a rime in a pouch, bur thereafter the young
render must fend for itself

A unique quality of the gray render is its tendency 1o bond
with, protect, and provide for another creature (or group of crea-
tures) native 1o its surroundings. This srrange behavior seems |
contrary. to its otherwise savage nature, yet gray renders have|

(been found with wolves, lions, horses, displacer beasts, owlbears,
lunicorns, hippogriffs, and occasionally even humanoid groups,
| Whether accepted or not. the render always attempts to remain

fairly close, warching over its adopted charge(s) and daily bring-
ing an offering of meat. It never willingly harms adopted crea-.

Jtures and retreats if they attack it Most adepted creatures quickly |

begin 1o appreciate having such 2 powerful ally and aceept and |
even rely on the gray render.

COMBAT

A gray render antacks vo kill, whether to bring down prey or to pro-
tect irself or those it has adepted. When hunting, it sometimes
attempts to hide and watt for prey to wander close

Improved Grab (Ex); To use this ability, a gray render must hit

ywith irs bire attack. It can then attempt to start o grapple as o free
(action without provoking an artack of opportunity.

Rend (Ex): A gray render that wins a grapple check after a suc-
cessful bite artack establishes o hold, latching onto the opponent’s,
body and tearing the flesh. This artack automatically deals 2dé+9
points of damage.

Skills: Gray renders have a +4 racial bonus on Spot checks due
to their six keen eyes,




GRICK

Medium Aberration

Hit Dice: 2d8 (9 hp)

Initiative: 42

Speed: 30 ft. (6 squares), climb 20 fi

Armor Class: 16 (+2 Dex, +4 natural), touch 12, flar-footed 14

Base Artack/Grapple: +1/43

Artack: Tentacle +3 melee (1d4+2)

Full Attack: 4 tentacles +3 melee (1d4+2); bite —2 melee (1d3+1)

Space/Reach: 5 fi./5 it

Special Attacks: —

Special Qualities: Damage reduction 10/ magic, darkvision
60 fr., scent

Saves: Forr +0, Ref +2, Will +5

Abilities; Sir 14, Dex 14, Con 11, Int 3, Wis 14, Cha 5

Skills: Climb +10, Hide +3°, Listen +6, Spot 46

Eeats: Alertness, Track"

Environment; Underground

Organization: Solitary o cluster {2-4)

Challenge Rating: 3

Treasure: 1,10 coins, 50% goods; 50% irems

Alignment: Usually neutral

Advancement: 34 HD (Medium}); 5-6 HD (Large]

Level Adjustment: —

This wormlike monster has a body as lang as.a man. s tall, with four
tentacles a little longer than huren forearms. The tentocles, located
on its head along either side of its jaws, are segmented, as is the
(bady itself.

Gricks are stealthy underground predators that infest dungeons,
caves,and other shadowed places under the earth, waiting pa-
| tiently for prey to.come within reach

An adulr grick is about 8 feet long from the tips of its tentacles
to the end of its body and weighs some 200 pounds. Its body col-
oration is uniformly dark, with a pale underbelly.

Gricks lair in any sheltered space that can
sccommodate their bodies, including holes, |
burrows, ledges, and crevices, They denot col:
lect treasure, bur their lairs are likely to_con-|
rain the uneaten possessions of their victims.
When prey is scarce, gricks venture above-
ground and hunt in the wilderness, using tac-
tics similar to those they employ under-
ground, These creatures are not comfortable
under the open sky, however, and return o
the subterranean world as quickly as possible.

COMBAT

Gricks attack when hungry or threatened.

They hunt by heling up near high-traffic

areas, using their natural coloratien to

blend into convenient shadows, When prey

{virtually anything that moves) ventures

near, they lash our with their rentacles. A
grick’s rubbery body seems to shed blows of
any kind, Irs jaws are relatively small and

weak compared toits body mass, so rather,
than consume irs kill immediately, a grick

normally drags irs victim back to its lair to

be earen at itz leisure.

A grick’s natural weapons are teeated as
magic weapons for the purpase of overcom-|
ing damage reduction.

Multiple gricks do not fight in concerr. |
Each attacks the prey closest to it and breaks |
off the fight as soon as it can.drag dead or,
unconscious F‘T‘i."'l' ALY B

Skills: A grick has a +8 racial bonus on Climb checks and can,
always choose 1o take 10 on a Climb check, even if rushed or
threatened.

"Their coloration affords gricks a +8 racial bonus on Hide
checks when in natural rocky areas

GRIFFON

Large Magical Beast

Hit Dice: 7d10+21 (532 hpl

Initiative: +2

Speed: 50 fr. (6 squares), fly 80 fr. (average]

Armor Class: 17 (-1 size, +2 Dex, +6 natural), touch 11,
flae-footed 15

Base Attack/Grapple: +7/+15

Attack: Bite +11 melee (2de+4)

Full Attack: Bite +11 melee (2d6+4) and 2 claws +8 melee
(1d4+2)

Space/Reach: 10 fr./5 ft

Special Artacks: Pounce, rake 1de+2

Special Qualities: Dackvision 60 ft. low-light vision, scent

Saves: Fort +8, Ref +7, Will +5

Abilities: Str 18, Dex 15, Con 16, In 5, Wis 13, Cha 8

Skills: Jump +8, Listen +6, Spot +10

Feats: lron Will, Multiattack, Weapon Focus (bire

Environment: Temperate hills

Organization: Solitary, pair, or pride (6-10]

Challenge Rating: 4

Treasure: Nong

Alignment: Always neutral

Advancement: =10 HD (Large) 1121 HD {Huge]

Level Adjustment: +3 (cohort)

This beast’s body resembles that of a_muscular lion. its head and front
legs are thase of o great eagle, and it has a pair of large, golden wings l 39



Tz, by A, Waters

Griffons are powerful, majestic creatures with the characieris-
tics of both lions and eagles, They hunt all manner of prey bur
favor the flesh of horses abeve all else.

From nose to tail, an adult griffon can measure as much as 8

feer. Neither males nor females are endowed with a mane. A pair |
of broad, golden wings emerge from the crearure’s back and span |

25 feet or more. A griffon weighs about 500 pounds.

Griffons make rheir homes in high places. swooping down,

with a shrill, eaglelike cry 1o attack their prey. Although both
aggressive and rerritorial, they are also intelligent enough to
avoid obviously powerful enemies. They almost always artack
(horses, however, and any who attempt to protect horses from a
hungry griffon often end up on the menu themselves.

A griffon cannot speak, but understands Commaon

COMBAI

Griffons prefer to pounce on their prey, either diving 1o the artack |

Jor leaping from above.

Pounce (Ex): If a griffon dives upon or charges a foe, it can |

make a full amack, including two rake artacks.

Rake (Ex): Attack bonus +8 melee, damage 1d6+2.

Skills: Griffons have a +4 racial bonus on Jump and Spot
checks,

TRAINING A GRIFFON

Although inrelligent, a griffon requires tmaining before it can bear a
rider in combat. To be trained, a griffon must have a friendly ani-
tude toward the trainer (this can be achieved through a successful
| Diplomacy check), Training a friendly griffon requires six weeks of
work and 2 DC 25 Handle Animal check. Riding a griffon requires
an exotic saddle, A griffon can fight while carrying a rider, but the
rider cannot also attack unless he or she succeeds on a Ride check.

Griffon eggs are worth 3,500 gp apiece on the open marker,
while young are worth 7,000 gp each, Professional mainers charge
1,500 gp to rear or train a griffon.

Carrying Capacity: A light load for a griffon is up to 300
pounds; a medium load, 301-600 pounds; and a heavy load,
601-500 pounds

GRIMIOCK

Medium Monstrous Humanoid
Hirt Dice: 2d8+2 (11 hp)
Initiative; +1

| Speed: 30 fi. (6 squares)

Armor Class: 15 (#1 Dex, +4 natural), touch 11, flar-foored 14
Base Artack/Grapple: +2/+4

Attack: Bartleaxe +4 melee (1d8+3/%3)

Full Attack: Battleaxe +4 melee (1d8+3/3)

Space/Reach: 5 f1./5 i,

Special Artacks: —

Special Qualities: Blindsighr 40 fr., immunities, scent
Saves: Fort +1, Ref +4, Will +2

Abilities: Str 15, Dex 13, Con 13, Int 10, Wis §, Cha s

Skills: Climb +4, Hide +3", Listen +5, Spot +3

| Feats: Alertness, Track®
Environment: Underground

Organizarion: Gang (2—4), pack (10-20), tribe (10-60 plus 1
leader of 3rd—sth level per 10 aduls), or cule (10-80 plus 1
leader of 3rd—sth level per 10 adults and 1 mind flayer o1
medusa)

Challenge Rating: |

Treasure: Standard coins; standard poods (gems onlyl; standard
1mems

Alignment: Often neutral evil

Advancement: By characrer class

Level Adjustment: +2

This muscular humanoid i about as tall as a human, [§ has thick, gray.
scaly skin and blank, eyeless eye sockets

Grimlocks are natives of the deep places beneath the earth bur
come to the surface to raid for slaves and pillage, While there,
they lurk in mountainous terrain, which hides them well. They
prefer raw, fresh meat—preferably human,

Extremely xenophobic, grimlocks are normally encountered in
small patrols or packs on the surface, Underground, they may
form larger communities that ace led by powerful grimlocks
\l or by some more intelligent creature, such as a medusa ora
mind flayer

Grimlocks speak their own language and Commaon

COMBAT

Grimlocks are blind, but their exceprional senses of smell
and hearing allow them o notice foes nearby, As
a result, they usually shun ranged weap-
ons and rush to the atack, bran-
dishing their stone bartleaxes.
Blindsight {Ex): Grimlocks
can sense all foes within 40 feet asa
sighted creature would. Beyond that range, they
rreat all targers as having roral concealment
Grimlocks are susceptible to sound- and scent-based
attacks, however, and are affected normally by loud
noises and sonic spells (such as ghost sound or silenee)
and overpowering odors (such as stinking clowd ot
incense-heavy air). Negating a grimlock’s sense of
smell or hearing reduces this ability to normal
Blind-Fight {as the feat). If both these senses are
negated, a grimlock is effectively blinded
Immuniries; Grimlocks are immune 1o
gaze attacks, visual effects, illusions, and |
ather attack forms that ely on sight.
Skills: "A grimlock’ dull gray skin helps it hide in
ifs pative terrain, conferring ¢ +10 racial bonus on Hide checks
when in mountains or underground.



GRIMLOCKS AS CHARACTERS

Independent groups of grimlocks are usually led by barbarians,
while those in the service of o mind flayer are often rangers.

Grimlock characters possess the following racial traits.

— +4 Srrength, +2 Dexterity, +2 Constitution, =2 Wisdom, —4.
Charisma.

—Medium size.

— A grimlock's base land speed is 30
feet

—Racial Hit Dice: A grimlock
begins with two levels of mon-
strous humanoid, which provide
.2d8 Hir Dice, a base artack bonus
of +2, and base saving throw bo-
nuses of Fort +0, Ref +3, and
Will +3.

—Racial Skills: A grimlock's
monstrous humanoid levels

\give it skill points equal 1o § x
(2 + Int modifier, minimum 1)
Its class skills are Climb, Hide,
Listen, and Spot, Grimlocks
giin a +10 racial bonus on
Hide checks in mountain
or underground setrings.

—Racial Feats: A grim-
Jock's monstrous human-
loid levels give it one feat.

Weapon Proficiency:
| A grimlock is automatically
\proficient with the bartle-
[axe,

— +4 natural armor bonus.

—Special Qualities (see
abovel: Blindsight 40 ft., immuni-
ties, scent.

—Automaric Languages: Com-
mon, Grimlock. Bonus Languages:
Draconic, Dwarven, Gnome, Terran,
Undercommon.,

—Favored Class: Barbar-
fan,

—Level adjustment +2.

GQUARDINAL

Guardinals are a celestial race native 1o the
plane of Elysium, When at home, they are
\among the most peaceful of creatures, quick to
laugh and slow to anger. They show a very different
face when away from Elysium, however—they have
no tolerance for evil and often rove the cosmos looking
for evil 1o confront.

Guardinals speak Celestial, Infernal, and Draconic, but can
speak with almost any creature, thanks to their tongues ability.

Guardinal Traits: A guardinal possesses the following traits
{unless otherwise noted ina creatures enrry).

Darkvision out to 60 feet and low-light vision,

—Immuniry to electricity and petrification.

—Resistance to cold 10 and sonic 10,

—Lay on Hands (Suk As the paladin class feature, except that
leach day, 2 guardinal can heal an amount of damage equal 1o its full
| normal hit points.

— +4 macial bonus on saves against poison.

—Speak with Animals (Su): This ability works like speal with
animals {caster level Sth) bur is a free action and does not require |
sound.

Grimiock

AVORAL
Medium Outsider (Extraplanar, Good, Guardinal)
Hit Dice: 7d8+35 (66 hp)
Imitiative: +&
Speed: 40 ft. (8 squares), fly 90 fr. (good)
| Armor Class: 24 (+6 Dex, +8 nawural), wouch 16, flat-foored 18
Base Artack/Grapple: +7/49.
Arrack: Claw +13 melee (2d6+2) or wing +13 melee (2d542)
Full Attack: 2 claws +13 melee (2d6+2) or 2 wings +13 |
melee [2d8+2)
Space/Reach: 5 fi./5 ft.
Special Aracks: Spell-like abilities, fear
aura
Special Qualitics: Dumage reduction
10/evil or silver, darkvision 60 fr., immu-
niry 1o elecrricity and petrification, lay
on hands, low-light vision, resistance 1o
cold 10 and sonic 10, speak with
animals, spell resistance 25, rue seeing
Saves: Fort +10 (+14 against poison),
Ref +11, Will +5
Abilities; Str 15, Dex 23, Con 20, Int 15, Wis
16, Cha 16
Skills: Bluff +13, Concentration +13, Diplomacy
+7, Disguise +3 (+5 acting}, Handle Animal +13,
Hide +14, Intimidate +5, Knowledge (any one) +12,
Listen +13, Move Silently +16, Ride +8, Sense Motive
#13, Spelleraft +12, Spor +21 ,
Feats; Empower Spell-Like Ability (magic missile), Elyby
Attick, Weapon Finesse
Environment: Blessed Fields of Elysium
Organization: Solitary, pair, or squad (3-5)
Challenge Rating: @
Treasure: No coins; double goods; standard items
Alignment; Always neurral good
Advancement: §-14 HD (Medium); 15-20 HD {Large]
Level Adjustment: —

This creature has the body of @ tall, muscular human, but with long,
powerful wings instead of arms._The face is more human than avian, but
the hair resembles o feathery cowl, and the eyes are bright gold. The legs
have strong talons and feathery vanes.

An avoral's bones are srrong but hollow, so even the largest
specimens weigh no more than 120 pounds. An averal is
o about 7 feer tall

Each of an avoral's wings has a small hand ar the midpoint.
When the wings are folded, these appendages are about where
human hands would be and can do nearly anything hands can do.
An avoral’s visual acuity is virtually unmatched: It can see detail
on objects up to 10 miles away and is said to be able to discern the

color of a creature’s eyes at 200 paces,

Combat
On the ground, an avoral can lash our with its wings o deliver pun-
ishing blows. However, it prefers to meet its foes in the air, where
it can employ its talons and make full use of irs aerial speed and |
agility, It can't make wing attacks while flying, however,

An avorals natural weapons, as well as any weapons it wields, |
are treated as good-aligned for the purpose of overcoming damage |
reduction. )

Spell-Like Abilities: At will—aid, blur (self only. command
(DC 14), detect magic, dimension door, dispel magic, gust of wind (DC |

115}, hold person (DC_16), light, magic circle against ewil (self only),
| magic missile, se¢ invigibility: 3/day—T[ightning bolt (DC 16). Caster
evel Bth. The save DCs are Charisma-based




Fear Aura (Su): Once per day an avoral can create an aura of
fear in a 20-foot radius. It is otherwise identical with fear from an
gth-level caster (save DC 17). The save DC is Charisma-based.

True Seeing (Su): This ability is identical with trug secing {caster
level 14th), except that it has personal range and the avoral must |
concentrate for 1 full round before it takes effect, Thereafier the |
ability remains in effect as long as the avoral concentrates on it

Skills: An avorals sharp eyes give it.a +8 racial bonus on Spot

{checks,

LEONAL
| Medium Cutsider (Extraplanar, Good, Guardinal)
Hit Dice: 12d8+60 (114 hp)
Imitiative: +3
Speed: 60 ft. (12 squares)
Armor Class; 27 (+3 Dex, +14 natural)
| Base Attack/Grapple: +12/+20
|Artack: Claw +20 melee (1d6+8)
| Full Artack: 2 claws +20 melee (1d&+8) and
bite +15 melee (1d8+4)
Space/Reach: 5 fr./5 ft.
Special Attacks: Roar, pounce, improved
grab, rake 1dg&+8, spell-like abilities
Special Qualities: Damage reduction
10/evil and silver, darkvision 60
fr., immunity to ¢lectricity and
petrification, lay on hands, low-
light vision, protective aura,
resistance to cold 10 and sonic
10, speak with animals, spell
resistance 28
Saves: Fort +13 (+17 against
poison), Ref +11, Will +10
LAbilities; Str 27, Dex 17, Con
20, Int 14, Wis 14, Cha 15
Skills: Balance 422,
Concentration +12,
Diplomacy +4, Hide
+22, Intimidare +10,
Jump +35, Knowledge
{any) +17, Listen +17,
Move Silently «22,
Sense Motive +17, Spot
#17, Survival +17
Feats: Ability Focus
(roar), Dodge, Mobiliry,
Spring Artack, Track
Environment; Blessed
Fields of Elvsium
| Organization: Solitary or
pride (4-9)
Challenge Rating: 12
Treasure: No coins; double
goods; standand items
Alignment; Always neutral good
Advancement: 13-18 HD (Medium]); 19-36 HD (Large
Level Adjustment: —

Avoral

This creature looks ke o powerful humanoid about 6 feet tall, covered in
short, golden fur. Its head is leonine in appearance, with a short muzzle
and a lush, doark gold mane. Jts arms end in powedul claws, and its mauth
| holds rows of long, sharp teeth,

|One of the most powerful guardinal forms, a leonal is every bit as
regal as a lion of the Marerial Plane. As a foe, it can be just as terri-
fying, bellowing mighty roars and slashing with razor-sharp claws, |

Combat

Leonals like their bartles as straighrforward as can be, They begin
with a roar to put their foes off balance, then follow up with a |
frenzy of claw and bite attacks. They closely coordinate with

,others in their pride, watching one another’s flanks and serting up
| devastating attacks.

A leonal’s natural weapons, as well as any weapons it wields, are
rreated as pood-aligned for the purpose of overcoming damage
reduction

Roar (Su); A leonal can roar up to three times per day. Each moar

| releases a blast in a 60-foot cone that duplicates thie effects.of a holy |

word spell and deals an extra 2ds points of sonic damage (Fortirude
DC 20 negates). The save DC is Charisma-based.
Pounce (Ex}: If a leonal charges a foe, it can make a full attack, |
including two rake artacks. |
Improved Grab (Ex}): To use this ability, a leonal must hit
with its bite attack. It can then attempt to start a grap-
ple as a free action without provoking an attack of
opportunity, If it wins the grapple cheek, it
F establishes a hold and can rake.
ylb

AR o

Rake (Ex): Artack bonus +20 melee, damage 1d6+8

Spell-Like Abilities: Ar will—detect thoughts, fireball (DC 15),
hald monster (DT 17), polymorph, wall of force; 3/day-—cure crifical
wounds (DC 160, neutmlize PONSON, TemoLe diseqase; t,.’iJu}r—|h'|i| (DC
18}, Caster level 10th. The save DCs are Charisma-based

—Protective Aura (Suk Against anacks made or effects creared
by evil creatures, this ability provides a +4 deflection bonus o AC
and a +4 resistance bonus on saving throws to anyone within 20 feer

\of the leonal. Otherwise, it Rinctions as a magic cimcle against evil effect

and a lesser globe of imudnembilily, both with o radius of 20 feet (caster
level equals leonals HD}. (The defensive benefits from the circle are
not included ina leonal's staristics hlock )



skills: Leonals have a +4 racial bonus on Balance, Hide, and
Move Silently checks.

HAG

Hags are horrible creatures whose love of evil is equaled only by |

their ugliness,

Although they often plot and scheme for power or some maley-
olent end, hags also appear 1o do evil for its own sake. They may |

use their dark magic and knowledge of fell things to serve a more
powerful evil being, bur they are seldom faithful They may wm
on their master if they see a chance to seize power for themselves

Although different hags are unique in appearance and manner-

ism, they have many aspects in common. All take the form of

crones whose bent shapes belie their fierce power and swiftness
Despite faces cracked by wrinkles and heavy with cruelry, their
eves shine with villainy and cunning. Their long nails have the
(strength of steel and are as keen as any knife

Hags speak Giant and Commeon.

COMBAT

Hags are tremendously strong. They are naturally resistant 1o

spells and can cast magic of their own. Hags often gather to form
coveys. A covey, usually containing one hag of each type, can use
powers beyond those of the individual members.

ANNIS

Large Monstrous Humanoid

| Hit Dice: 7d8+14 (45 hp)

Initiative: +1

Speed: 40 ft, (8 squares)

Armor Class: 20 (-1 size, +1 Dex, +10 namu-
ral), touch 10, flar-footed 19

Base Attack/Grapple: +7/+18

Attack: Claw +13 melee (1dé+7)

Full Artack: 2 claws +13 melee (1d6+7)
and bite +& melee (1d6+3)

Space/Reach: 10 fr./10 fi

Special Artacks: Improved grab, rake
1de+7, rend 2dé+10, spell-like abilities

Special Qualities: Damage reduction
2/bludgeoning, darkvision 60 fi., spell
resisfance 19

Saves; Fort +6, Ref +6, Will +& t

Abilities: Str 25, Dex 12, Con 14, Int 13, |}
Wis 13, Cha 10 '

Skills: Bluff +8, Diplomacy +2, Disguise +0
(+2 acting), Hide +5, Intimidate 42, Listen
+10, Spot +10

Feats: Alertness, Blind-Fight, Great Fortitude

Environment: Cold marshes

Organization: Solitary or covey (3 hags
of any kind plus 1-8 ogres and 1—4
evil giants)

Challenge Rating: &

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By charicter class

Level Adjustment: —

This creature looks like an ancient fermale hurman, but impossibly tall, 2
|has degp blue skin and filthy black hair

| The dreaded annis may be the most horrible of hags. An annis
commonly uses its disguise self ability 1o ake the form of an excep
tionally tall human, a fair giant, or an ogre.

An annis stands some & feet tall and weighs about 325 pounds

Combat .
Though physically powerful, these hags do not favor simple |
assaults but try to divide and confuse their foes before combar
They love to pose as commoners or gentlefolk ro lull their victims |
Jinto a sense of false securdty before they attack.
Improved Grab (Ex): To use this ability, an annis must hita
\Large or smaller opponent with a claw atrack. It can then awempr
to start a grapple as a free action withour provoking an artack of
opportuniry. i
Rake (Ex): Artack bonus +13 melee, damage 1d6+7. An annis |
can attack a grappled foe with both claws at no penalty |
Rend (Ex): An annis that hits with both claw attacks larches
onto the opponent’s body and tears the flesh. This attack automar-
ically deals an extra 2d6+10 points of damage, .
Spell-Like Abilities: 3/day—disguise self, fog cloud. Caster,
level 8rh.

GREEN HAG
Medinm Monstrous Humanoid
Hit Dice: 9d8+9 (49 hp)
Inmitiative: +1
Speed: 30 ft. (6 squares), swim 30 fi.
Armor Class: 22 (+1 Dex, +11 patural), touch 11, flat-foored 21
Base Attack/Grapple: +9/413
Attack: Claw =13 melee (1d444)
Full Attack: 2 claws +13 melee (1d4+4)
Spa:c,-"'ﬂx'a:h: s fr/s fr. .
Special Attacks: Spell-like abilities,
weakness, mimicry
Special Qualities: Darkvision 90 ft. |
spell resistance 18
Saves: Fort +6, Ref +7, Will <7
Abilities: Str 19, Dex 12, Con 12,
y Int 13, Wis 13, Cha 14
Skills: Concentration +7, Craftor
Knowledge (any one) +7, Hide +9, Listen
+11, Spot +11 Swim +12
Feats: Alertness, Blind-Fight, Combar
Casting, Great Fortitude
Environment; Temperate marshes
Organization: Solitary or covey (3 hags of any
kind plus 1-8 ogres and 14 evil giants)
Challenge Rating: 5
Treasure: Standard
Alignment: Usually chaotic evil
Advancement: By character class
¥ Level Adjustment: —

—

This creature looks like a very old fermale
human, It has @ sickly green complexion
with dark, tangled hair that looks almost

like & hwisted vine

Green hags are found in desolate swamps
and dark forests,

A green hag is about the same height and weight as a
female human,

Combat i
Green hags prefer to attack from hiding, usually after distracting
fpes. They aften use darkvision to their advaniage by atacking |
during moonless nights, !

Spell-Like Abilities: At will—dancing lights, disgurse self, ghost |
Lsound (DC 123, tmrsibiliby, pass without trce, longies, water breathing.
Caster level 9th, The save DC is Charisma-based.

Weakness (Su): A green hag can weaken a foe by making a spe
cial rouch attack. The opponent must succeed on a DC 16 Forti-




tude save or take 2d4 points of Strength damage. The save DC is

Charisma-based.
Mimicry (Ex): A green hag can imitate the sounds of almost
any animal found near its lair

Skills: A green hag has a +8 racial bonus on any Swim check to
perform some special action or avoid a hazard. It can always,
choose to take 10 on a Swim check, even if disiracted or endan-,
igered. It can use the run.action while swimming, provided it,

swims in a straight line.

SEA HAG

|

Medium Monstrous Humaneid (Aguatic)

Hit Dice: 3d8+6 (19 hp)

Initiative: +1

Speed: 30 ft. (6 squares), swim 40 fr.

Armor Class: 14 (+1 Dex, +3 natural), rouch 11, flar-foored 13
Base Attack,/Grapple: +3/+7

|Artack: Claw +7 melee (1d4+4)

(Full Artack: 2 claws +7 melee (1d4+4

|Space/Reach: 5 {1./5 fr.

Special Artacks: Horrific appearance, evil eye

Special Qualities: Amphibious, spell resistance 14

Saves: Fort +2, Ref +4, Will +4

Abilities: Str 19, Dex 12, Con 12, Int 10, Wis 13, Cha 14
Skills: Craft or Knowledge (any one) +3, Hide +4, Listen +6,

Spot +6, Swim +12

| Feats: Alertness, Toughness

{Environment: Temperate aquaric

{Organization; Solitary or covey (3 hags of any kind plus 1-5
| ogres and 1— evil giants)

Challenge Rating: 4

Treasure: Standard

JAlignment: Usually chaotic evil

Advancement: By character class

Level Adjustment; —

This creature fooks like an old female human, (s flesh is sickly and vellow

covered with warts and oozing sores. Its long, filthy hoir resembles ratiing.,

seaweed,

Perhaps the most wretched of hags, the sea hag is found in the,

water of seas or overgrown lakes,
A sea hag is about the same height and weight as 2 female
human,

~ombat

Sea hags are not subtle and prefer a direct approach ro combar.
| They usually remain in hiding until they can affecr as many foes as
| possible with their horrific appearance,

Horrific Appearance (Su); The sight of a sea hag is so revolting
{that anyone (other than another hagl who sets eyes upon one
must succeed on a DC 13 Fortitude save or instantly be weakened,
taking 2dé peints of Strength damage. This damage cannot reduce

a victim’s Strength score below 0, but anyone reduced o Strength

0 is helpless, Creatures that are affected by this power or thar suc-

cessfully save against it cannot be affected again by the same hags

horrific appearance for 24 hours, The save DC is Charisma-based.

Evil Eye (Su): Three times per day, a sea hag can cast its dire
gaze upon any single creature within 30 feer. The targer must suc-
ceed on a DC 13 Will save or be dazed for three days, although
(remove ciirse or dispel evil can restore sanity sooner. In addition, an
|affected cresture must succeed on a DC 13 Fortitude save or die
Urom fright. Creatures with immunity to fear effects are nor
laffected by the sea hag’s evil eye. The save DCs are Charisma-
based,

Amphibious (Ex): Although sea hags are aquatic, they can sur-
vive indefinitely on land I
Skills: A sea hag has a +8 racial bonus on any Swim check o)
perform some special action or avoid a hazard. It can always
|choose to rake 10 on a Swim check, even if distracted or endan-

|gered. It can use the run action while swimming, provided it

\swims in a srraighe line,

HAG COVLEY

(From time to time, g trio of hags gathers as.a covey. Usually this
foul triune includes one hag of each type, but this is not always the
case.

Combat

Hags in a.covey rely on deception and their boosted magical abili-
ties in combat.
A covey of hags is 80% likely 1o be guarded by 148 ogresand 1d4

Jevil giants who do their bidding. These minions are often dis-

guised with a weil spell to appear less threatening and sent forth as

Jspies. Such minions often (60%) carry magic stones known as hog

eyes (see below)

Spell-Like Abilities: 3/day—animate dead, bestow curse (DC 17),
control weathen dream, forcecage, mind blank, mimage arcana (DC_18),
palymarph, veil (DC 19, visien, Caster level 9th, The save DCs are
based on a Charisma score of 16. To use one of these abilities
{which requires a full-round action), all three hags must be within
10 feet of one another, and all must panticipate, |

Once per month, a covey thar does not have a hag cye can create |
one from a gem worth at least 20 gp (see below),

Hag Eye

A hag eye is 2 magic gem created by a covey. It appenrs o be noth- |
ing more than a semiprecious stone, but a gem of seeing or other
such effect reveals it as a disembodied eve. Often. a hag eye is worn
as a ring, brooch, or other adornment. Any of the three hags who
created the hag eve can see through it whenever they wish, so long
as it is on the same plane of existence as the hag. A hag eye has
hardness 5 and 10 hit points. Destroying a hag eve deals 1d10
points of damage 1o each member of the covey and causes the one
who sustained the greatest damage 1o be blinded for 24 hours.

HATF-CELESTIAL

A celestial’s magical nature allows it to breed with virtually any
crearure, The offspring of the resulting unions, half-celestials, are
glorious and wonderful beings.

To carry out their responsibilities, celestials sometimes spend
great amounts of time in mortal realms. Being devoted and kind,
they eccasionally fall in love with mortals: humans, elves, uni-
corns, and similar creatures, The objects of celestial affection are
never evil and are abways intelligent. They always return the love
of their immortal paramour and willingly conceive the child, usu-
ally caring for it since the celestial has other duries.

Mo matter the form, balf-celestials are always comely and
delightful 1o the senses, having golden skin, sparkling eyes,
angelic wings, or some other sign of their higher nature.

Though noble and compassionate, half-celestials are often dis-
mayed at the evil among their kin and take a stern, sometimes
harsh, view of base instincts or malevolent actions. Never truly fir-
ting into any mortal society, half-celestials are usually loners and |
(wanderers attempting 1o right wrongs wherever they can,

SAMPLE HALF-CELESTIAL

| This noble knight seems human, but he has golden eyes, and o large pair
\of white-feathered wings spreads from his shoulders.



This example uses 2 9th-level human paladin as the hase creature

Half-Celestial 9th-Level Human Paladin

Medium Outsider (Augmented Humanoid, Native)

Hit Dice: 9d10+36 (20 hp)

Inmitiative: +1

Speed: 30 ft. (5 squares], fly 60 fr. (good)

LArmor Class: 24 (+1 Dex, +2 natural, +11 +2 mithval breastplate
and +2 heavy steel shield), touch 11, flat-footed 23
 Base Attack/Grapple: +9/+14

Attack: +2 bastard sword +17 melee (1d10+7/19-20) or master:
work composite longbow (+4 Sir bonus) +11 ranged
{LdB+4/3)

Full Attack: +2 bastand swond +17/+12 melee (1d10+7/19-20) or
masterwork composite longbow (+4 Str bonus) +11/+6 ranged
(1d8+4,/%3)

Space/Reach: 5 ft./s fr.

Special Artacks: Daylight, smite evil, spells, spell-like abilities,
turn undead 7/day

| Special Qualities; Aura of courage, aura of good, damage reduc

tion 5/magi¢, dackvision 60 ft., detect evil, divine grace, divine
health, immunity to disease, lay on hands, resistance to acid
10, cold 10, and electricity 10, remove disease 2/week, spell
resistance 19, urn undead 7/day

Saves: Fort +14 (+18 agoinst poison), Ref +8, Will +10

Abilities: Str 20, Dex 12, Con 18, Int 10, 'Wis 16, Cha 18

skills: Concentration +13, Diplomacy +13, Ride +11, Spor +7

Feats: Exotic Weapon Proficiency (bastard sword), Elyby Attack,
Improved Natural Armor, Power Attack, Weapon Focus
(bastard sword)

Environment: Temperate plains

\Organizarion: Sclitary

 Challenge Rating: 11

| Treasure: Standard

Alignment: Always lawful good

Advancement: By character class

Level Adjustment: +4

The half-celestial paladin is a champion of good, a roving knight |

whose courage in the face of danger is legendary

Combar
The half-celestial paladin strives to meet his foes in blade-to-blade
combar, resorting to flyby attacks only when confronted by a number
of dangerous foes. Against a powerfil evil creature, thie half-celestial
paladin readies himself for close combat with his spells and spell-like
abilities, and then makes good use of his ability to smite evil

Daylight (Su): Half-celestinls can use daylight (as the spell) at
will a5 a standard action

Smite Evil (Su): Twice per day, this half-celestial paladin may
artempt to smite evil with one normal melee anack. He adds his +4
Charisma modifier 1o his arrack roll and deals 9 points of exira
damage (1 per paladin levell if the attack hirs. IF he accidentally
smites @ creature that Is not evil, the smite has no effect bur it is
still used up for thet day,

Also, onee per day this half-celestial paladin can make 2 normal
melee attack with no additonal bonus o deal @ points of extra
damage against an evil foe (this is a benefit of the half-celestial
template),

Spell-Like Abilities (Half-Celestial): 3/day—prmilection from
ceils 1/ day—aid, bless, cure serious wonnds {DC 17), dispel evil (DC 194,
Uoly sife (DG 18) newtmlize porson. remove discase. Caster level 9th.
| The save DCs are Charisma-based,

Turn Undesd (Su): This paladin turns undead as a éth-level
cleric

Aura of Courage (Su): This paladin has immunity to fear (mag-,
ical or otherwise). Each ally within 10 feet of him gains a +4
morale bonus on saving throws against fear effects. |

Aura of Good (Ex): This half-celestial paladin radiates a strong.
aura of good (see the delect good spell} as the oth-level eleric of a

(good deity.

Detect Evil (Sp): At will, this paladin can use defect evil, a5 the
spell
Divine Grace (Su): This paladin applies his Charisma modifier,

;a5 a bonus on all saving throws,

Divine Health (Ex): This paladin has immuniry to all diseases, |
including supernatural and magical diseases (such as mummy rot
and |'..'l.':|r|T]'|n:|]:w_.' L

Lay on Hands (Su): This paladin can cure up to 36 points of
damage per day. |

Remove Disease (Sp): Half-celestial paladins can use remove disease
twice per week as a spell like ability (this is the paladin’s class fea-

[ture). A half-celestial also has the ability to use wmove disease as a

half-celestial spell-like ability (see above).

Typical Paladin Spells Prepared (2/1; save DC 13 + spell level):
15t—"bless weapon, divine favor; 2nd—Dbull's strength,

Possessions: +2 mithral breastplate, +2 large steel shield, +2 bastard
swond, masterwork composite longbow (+4 Str bonus), 10 silvered
arrows, 10 cold iron arrows, (Different half-celestials may have dif
ferent possessions,

REATING A HALF-CELESTIAL |
“Half-celestial” is an inherited template thar can be added 1w any |
living, corporeal crearure with an Intelligence score of 4 or higher |
and nonevil alignment (referred to hereafter as the base creamure). |

A half-celestial uses all the base creature’s staristics and special |
abilities except as noted here. |

Size and Type: The crearure’s type changes 1o outsider. Do net
recaleulate the crearure’s Hit tice, base arrack bonus, or saves, Size
is unchanged. Half-celestials are normally native oursiders,

Speed: A half-celestial has feathered wings and can fly at pwice
the base creature’s base land speed (good maneuverability), 1f the
base creature has a fly speed, use that instead.

Armor Class: Narural armor improves by +1 (this stacks with
any natural armor bonus the base creature has).

Special Attacks; A half-celestinl retains all the special artacks of
the base creature and also gains the following special abiliries

Daylight (Su); Half-celestials can use a daylight effect (as the
spell) arwill

Smile Evil {Su): Once per day a half-celestial can make a normal
melee amack 1o deal extra damage equal 1o itz HD (maximum of
+20) against an evil foe.

Spell-Like Abilities: A half-celestial with an Intelligence or
Wisdom score of 8 or higher has two or more spell-like sbilities,
depending on f1s Hir Dice, as indicated on the table below, The
abiliries are cumulative; a half-celestial wyrmling brass dragon (4
HD) can use protection from evil and bess as well as aid and detect ewil.
Unless otherwise noted, an ability is usable once per day. Caster
level equals the creature’s HD, and the save DC is Charisma-based

HD Abilities
1=2 Protection from evil 3 /day, bless
34 Ad, detect evil
5-6 Cure serivus wounds, neutralize peison
7-8 Haoly smite, emove disease
9-10 Dispel ewl
11=12 Hely werd
13=14 Holy oura 3 [day, hallow
15-16 Mass charm monster
17-18 Summon manster 1X (celestials anly)
19-20 Resurrection




Special Qualities: A half-celestial has all the special qualities of ;

the base creature, plus the following special qualities.

—Drarkvision out to 60 feet.

—Immunity to disease.

-Resistance to acid 10, cold 10, and electricity 10.

—Damage reduction: 5/magic (if HD 11 or less) or 10/magic {if
HD 12 or more).

— A half-celestial's narural weapons are treated as magic weap-
.ons for the purpose of overcoming damage reduction.

—Spell resistance equal to creature’s HD + 10 (maximum 35). |

— +4 racial bonus on Fortitude saves against poison
Abilities: Increase from the base creature as follows: Str 44,
\Diex +2, Comn +4, Inr 2, Wis +4,Cha +4.

Skills: A half-celestial gains skill points as an oursider and has
gkill points equal 1o.(8 + Int modifier) ¥ (HD +3). Do not include
Hit Dice from class levels in this calcularion—the half-celestial
\gains oursider skill points.only for its racial Hir Dice, and gains the

(normal amount of skill points for its class levels Trear skills from |
| the base creature’s list as class skills, and other skills as cross-class. |
Challenge Rating: HD 5 or less, as base cresture +1; HD & 1o

10, as base creature +2; HD 11 or more, as base creature +3.
Alignment: Always good (any).
Level Adjustment: Same as base creature +4

HALF-CELESTIAL CHARACTERS

Half-celestial humanoids often have a character class, preferring
bard, cleric, fighter, and paladin. Monhumaneids are also some-
|times clerics or paladins, Half-celestial clerics serve good deiries
|such as Ehlonna, Heironeous, Kord, or Pelor.

HAILF-DRAGON

|A dragon's magical nature allows it to breed with virtually any
creature. Conception usually occurs while the dragon has
changed its shape; it then abandons the crosshreed offspring.

Half-dragon creatures are always more formidable than others
of their kind that do not have dragon blood, and their appearance
betrays their nature—scales, elongated fearures, reprilian eyes,
and exaggerated teeth and claws. Sometimes they have wings.

SAMPLE HALF-DRAGON
This powerful humanoid has black, scaled skin, sharp claws and fangs,
and a pair of forward-curving homs abowe its eyes

Here is an example of a hall-dragon using a 4th-level human
fighter as the base creature and a black dragon as the nonhuman
parent.

| Half-Black Dragon 4th-Level Human Fighter
Medium Dragon {Augmented Humanoid)

Hit Dice: 4d10+16 (43 hp)

Imitiative: +1

Speed: 20 fr. in full plate acmor (4 squares); base speed 30 fi.

Armor Class: 24 (+1 Dex, +4 natural, +9 +1 full plate armor),
touch 11, flat-foored 23

Base Arttack/Grapple: +4/+10

Attack: Masterwork rwo-bladed sword +12 melee
{1d8+11/19-20) or javelin +5 ranged (1d6+6)

Full Attack: Masterwork rwo-bladed sword +10 meles/+10
melee (1d8+8/19-20, 1d8+5/19-20) and bite +5 melee (1d6+3);
or 2 claws +10 melee (1d4+6) and bite +5 melee (1d6+3); or
javelin 45 ranged (1d646)

|Space/Reach: 5 ft./s fr
| Special Attacks; Breath weapon

Special Qualities: Darkvision 60 fr., immuniry 1o acid, sleep, and
paralysis, low-light vision

Saves: Fort +8, Ref +2, Will +4

Abilities: Sir 22, Dex 13, Con 18, Int 10, Wis 12, Cha 12

Skills: Climb +5, Intimidate +4, Jump -1, Listen +3, Spot 4

Feats: Exotic Weapon Proficiency (two-bladed sword), Iron Will, |
Power Attack, Two Weapon Fighting, Weapon Focus (two-
bladed sword), Weapon Specialization (two-bladed sword)

| Environment: Temperate plains

Organizarion: Solitary

Challenge Rating: &

Treasure: Standard

Alignment: Often chaotic evil

Advancement: By character class

Level Adjustment: +3

This half-dragon is based on o 4th-level human fighter with the
following ability scores: Str 14, Dex 13, Con 16, Int 8, Wis 12,
Cha 1o

Combat

|Half-black dragon fighters use two-handed (often exotic) weap-,
|ons. Aggressive and remperamental, they're usually itching for a
battle. They often lead other evil wardors, bur fight as individuals,
Breath Weapon (Su): 30-foot line, once per.day, damage 6d8
acid, Reflex DC 14 half. The save DC is Constitution-based,
Possessions: +1 full plate armor, masterwork owo-bladed swond, 2
javelins,

CREATING A HALF-DRAGON

|"Half-dragon” is an inherited remplare that can be added to any |
living, corporeal creature (referred 1o hereafrer as the base crea-
A half-dragon uses all the base crearure’s staristics and special |
abilities except as noted here. |

Size and Type: The creature’s type changes 1o dragon. Size s
unchanged. Do nor recalculate base artack bonus or saves

Hit Dice: Increase base creature’s racial HD by one die size, 1o
maximum of d12. Do not increaze class HD

Speed: A half-dragon thar is Large or larger has wings and can
fly at twice its base land speed (maximum 120 {1.) with average
maneuverability. A half-dragon that is Medium or smaller does
not have wings

Armor Class: Natural armor improves by +4.

Attack: A half-dragon has rwo claw artacks and a bire arack,
and the claws are the primary natural weapon. If the base crea-
ture can use weapons, the hall-dragon retains this ability. A half-
dragon fighting without weapons uses a claw when making an
attack action. When it has a weapon, it usually uses the weapon
instead

Full Attack: A half-dragon fighting without weapons uses both
claws and its bite when making a full artack. If armed with a
weapon, it usually uses the weapon as its primary artack and its
bite as a natural secondary attack. If it has a hand free, it uses a
claw as an additional narural secondary artack.

Damage: Hall-dragons have bite and claw artacks. If the base
creature does not have these attack forms, use the damage values
in_the table below. Otherwise, use the values below or the base
creature’s damage values, whichever are greater.

Bite Claw
Size Damage Damage
Fine 1 —
Diminutive 1d2 |
Tiny 1d3 1d2
Small 1d4 1d3
Medium 1d& 1d4
Laige 1d8 1d6
Huge 2d6 1d8
Gargantuan id6 2d6
Colossal 4de 3d6



Special Attacks: A half-dragon retains all the special attacks of
the base creature and gains a breath weapon based on the dragon
variety (see the table below), usable once per day. A half-dragon’s
breath weapon deals 6d8 points of damage. A successful Reflex

save (DC 10+ 1/2 half-dragon’s racial HD + half-dragon’s Con mod- |

ifier) reduces damage by half

Dragon Variety Breath Weapon

Black B0-foot line of acid

Blue 60-feot ine of lightning
Green 10-foot cone of carrosive (acld) gas
Red 30-foot cone of fire
White i0-foot cone of cold
Brass 60-foot line of fire
Bronze 60-foot line of lightning
Copper g0-foot line of acid
GCold 30-foot cone of fire
Silver 30-foot cone of cold

Special Qualities: A half-dragon has all the special qualities of |

the base creature, plus darkvision out to 60 feer and low-light
vision. A half-dragon has immunity to seep and paralysis effects,
and an addirional immunity based on its dragon variery

Dragon Dragon

Variety Immunity Variety Immunity
Black Acid Brass Fire

Blue Electricity Bronze Electricity
Green Acid Copper Acid

Red Fire Gold Fire
White Cold Silver Cold

Abilities: Increase from the base creature as follows: Str +8,
Con +2, Int +2, Cha +2

Skills: A half-dragon gains skill points as a dragon and has skill
points equal to (6 + Int modifier) » (HD + 3} Do not include Hi
\Dice from class levels in this calculation—the half-
dragon gains dragon skill points only for its racial
Hit Dice, and gains the normal amount of skill
points for its class levels. Treat skills from the
base creature’s list as class skills, and other
skills as cross-class.

Environment: Same a5 either the base crea-
ture or the dragon variery.

Challenge Rating: Same as the base crea-
ture + 2 (minimum 3,

Alignment: Same as the dragon variery,

Level Adjustment: Same as base creature +3

HALF-FIEND

A fiend's magical narure allows it 1o breed
with virtually any creature, Spawned deep
in the dark, nether planes, these fiendish
|offspring are abominations that
plague mortal creatures.
Demons and devils bring
their progeny along 1o the = 8
Material Plane and loose
them upon the world,
Somerimes, however,
fiends force themselves on mortal creatures
to create evil half-breeds, The more depraved
creatures are sometimes even willing o parric:
ipate, Although half-fiend offspring are usually
destroved at birth, seme survive to become
\grotesque mockeries of their morral par-
ents. All oo rarely, though, one learns
from_and takes on the characteristics of its
nonfiendish parent, turning from its evil heritage.

No matter its form, a half-fiend is always hideous ro behold,
having darck scales, horns, glowing red eyes, bat wings, a fetid odor, |
or some other obvious sign thar it is tainted with evil.

Never teuly firring into any mortal sociery, half-fiends are usu- |
ally loners. On the lower planes, they are mistreated and derided
because of their impure nature. Among nonfiends, they are our-
casts, hated corruptions of the natural order. Humanoid half-
fiends are sometimes called cambions, They often serve more
powerful fiends or lead evil creatures on the Marerial Plane.

SAMPLE HALF-FIEND ;
This winged humanaid has claws, fangs, and short homs. lis eyes glow
red, and it reeks of brimstone.

This example uses a 7th-level human cleric of Erythnul as the base
creanire

| Half-Fiend 7th-Level Human Cleric
Medium Outsider (Augmented Humanoid) (Native)
Hir Dice: 7d8+14 (49 hp)
Initiative: +7
Speed: 20 ft. in breastplate (4 squares), fly 20 fr. {average] in
breastplate: base speed 30 {r, fy 30 . (average)
Armor Class: 24 (+3 Dex, +1 narural, +10 +2 breastplate and +1
heawy shield), touch 13, flar-foored 21
Base Attack/Grapple: +5/+%
Artack: +1 morningstar +11 melee (1d8+5) or claw +9 melee
(1d4+4) or masterwork light crossbow +9 ranged (1d8/19-20)
Full Attack: +1 mormingstar 11 melee (1d8+5) and bite +4 melee
{1d6+2% 2 claws +9 melee {1d444) and bite +4 melee (1d6+2)
or masterwork light crossbow +9 ranged (1d8/19-20)
Space/Reach: 5 f./5 fi.
Special Attacks: Smite good, spells, spell-like abilities, rebuke
undead §/day

Half dragon

Half-fiend




Special Qualities: Damage reduction 5/magic, darkvision &0 fr.,
immunity to poison, resistance to acid 10, cold 10, electricity
10, and fire 10, spell resistance 17

Saves: Forr +7, Ref +5, Will +9

Abilities: Str 18, Dex 17, Con 14, Ing 12, Wis 18, Cha 12

Skills: Concentration +12, Diplomacy +6, Knowledge (arcana)
+6, Knowledge (religion} +6, Heal +9, Spellcraft +3, Spot +9

{Feats: Combar Casting, Extra Turning, Flyby Attack, Improved
Initiative, Weapon Focus (morningstar)®

Environment: Temperate plains

Organization: Solitary

Challenge Rating: 9

Treasure: Double standard

Alignment: Always evil [any)

Advancement: By character class

Level Adjustment: +4

 Half-fiend spellcasters such as the one described here are usually |

{found as the leaders of dark cults or evil temples

Combat

Half-Hends attack with aggressiveness and battle lust, using their
abiliry to fly ro best advantage by casting spells from the air. They
enjoy torturing any enemies unforrunate enough o fall into their
hands

Smite Good (Su): Once per day this half-fiend can make a
normal melee artack 1o deal 7 poines of extra damage against a
good foe,

Spell-Like Abilities: 3/day—darknes, poison (DC 15); 1/day—
desecrate, unholy blight (DC 15). Caster level Zth, The save DCs are
Charisma-based.

Typical Cleric Spells Prepared (6/6/5/4/3; save DC 14 + spell level):
O—cure mrinor wounds, detect mingie, guidanee, light, read magic, resist-
ance; 1st—command, cure light wounds, divine fovor, doom, protection
from good®, shield of faith; 2nd—bear's endurance, bull's strength, hold
persan, sound burst, spiritual weapon™; 3rd—bestow quirse, gure serions
wornds, dispel magic, magic vestmend®; 4th—cure eritical wounds,
surrrrien mensier IV, unholy blight®

“Domain spell. Deiry; Erythoul. Domains: Evil (cast evil spells,

at+1 caster level) and War (Weapon Focus bonus feat),

Possessions: 42 breastplale, +1 large sleel shield, + 1 morningslar, periap

of Wisdom +2; potion of haste, (Different half-Aends may have differ-
ent possessions.)

CREATING A HALF-FIEND

“Half-fiend” is.an inherited remplate thar can be added to any
living, corporeal creature with an Intelligence score of 4 or more
.and nongood alignment (referred 1o hereafter as the base crea-
Iure),

A half-fiend uses all the base creanure'’s statistics and special abil-
ities except as noted here,

Size and Type: The creature’s type changes to outsider. Do not
recalculare Hir Dice, base attack bonus, or saves. Size is un-
changed. Half-fiends are normally native outsiders.

Speed: A half-fiend has bat wings, Unless the base creature has
a berter fly speed, the creature can fly at the base creature’s base
land speed (average manguverabilicy),

Armor Class: Narural armor improves by +1 (this stacks with
any natural armor bonus the base creature has),

Attack: A half-fiend has rwo claw attacks and a bite artack, and
.the claws are the primary narural weapon. If the base creature can
| use weapons, the half-fiend retains this abilitg A balf-fiend fight-
ling without weapons uses a clow when making an attack action,
|'When it has.a weapon, it usually uses the weapon instead,

Full Attack: A half-fiend fighting withour weapons uses both

claws and its bite when making a full artack. If armed with a |

weapon, it usually uses the weapon as its primary attack and irs

bite as.a natural secondary arack. If it has a hand free, it pses a
claw as an additional natural secondary attack.

Damage: Half-fiends have bite and claw attacks. 1f the base |
creature does not have these artack forms, use the damage values

Jin the table below Otherwise, use the values below or the base

creature’s damage values, whichever are greater.

Bite Claw
Size Damage Dramage
Fine 1 —
Ciminutive 1d2 |
Tiny 143 1d2
Srall 1d4 1d3
Medium 1dé Td4
Large 148 1ds
Huge 2ds 1d&
Cargantuan 3ds 2ds
Colossal 4d6 3dé

Special Atracks: A half-fiend retains all the special attacks of

|the base creature and gains the following special artack

Smife Good (Su): Once per day the creature can make a normal
melee attack to deal extra damage equal 1o its HD (maximum of
+20) against a good foe.

Spell-Like Abilities: A half-fiend with an Imtelligence or Wis-
dom score of 8 or higher has spell-like abilities depending on its
Hir Dice, as indicated on the table below. The abiliries are cumuls-
tive; 2 hall-Hend with 4 HD can use darkness as well a8 desecrale.
Unless otherwise noted, an ability is usable once per day, Caster |
level aquals the creature’s HD, and the save DC is Charisma-based, |

HD Abilities

1-2 Darkness 3 /day

14 Desecrate

5-6 Unholy blight

7-8 Peizon 3 (day

5-10 Contagion
11-12 Blasphemy
13-14 Uinhofy auro 3 fday, unhallow
15-16 Huorrid wilting
17-18 Summon monster [X (fiends only)
19-20 Destruction

Special Qualities: A half-flend has all the special qualities of
the base creature, plus the following special qualities.

—Drarkvision out ro 60 feet,

—Immunity to poison

—Resistance to acid 10, cold 10, electricioy 10, and fire 102

—Damage reduction: 5/magic (if HD 11 or less) or 10/magic (if
HD 12 or more),

—aA half-fiend's natural weapons are treated as magic weapons
for the purpose of overcoming damage reduction

—Spell resistance equal to creature’s HD + 10 (maximum 35,

Abilities: Increase from the base crearure as follows: Str +4,
Dex +4, Con +2, Int +4, Cha +2,

Skills; A half-fiend gains skill points as an outsider and has skill
points equal to (8 + 1nt modifier) > (HD + 3). Do not include Hir
Dice from class levels in this calculation—rthe half-fiend gains
outsider skill points only for it facial Hit Dice, and gains the
normal amount of skill points for {ts class levels. Treat skills from
the base creature’s list as class skills, and other skills as cross-class,

Challenge Rating: HD 4 or less, as base creature +1; HD 5 1o
10, as base creature +2; HD 11 or more, as base creature +3,

Alignment: Always evil (any).

Level Adjustment: +4.

HALF-FIEND CHARACTERS

Humaneid half-fiends often have a character class, preferring
,cleric, fighter, rogue, and sorcerer. Rogues and fighters frequently
|take levels in the assassin and blackguard prestige classes, respec-
tively. Monhumanoids are also sometimes clerics or sorcerers.



Half-fiend clerics serve evil deities such as Erythnul, Gruumsh,

Hextor, Nerull, and Veena,

HALFLING

Halfling, 1st-Level Warrior

Small Humanoid (Halfling)

| Hit Dice: 1d8+1 (5 hp)

Initiative: +1

Speed: 20 fr. (4 squares)

Armor Class: 16 (+1 size, +1 Dex, +3 studded leather, +1 light
shield), touch 12, Mlat-foored 15

Base Attack/Grapple: +1/-3

Attack: Longsword +3 melee (1d6/19-20) or light crosshow 43
ranged (1dé/19-20)

Full Attack: Longsword +3 melee (1d6/19-20) or light crossbow
+3 ranged (1d6/19-20)

Space/Reach: 5 fr./5 i

Special Attacks: Halfling traits

\Special Qualities: Hallling traits

Saves: Fort +4, Ref +2, Will +0

Abiliries: Srr 11, Dex 13, Con 12, Int 10, Wis 9, Cha 8

skills: Climb +2, Hide +4, Jump —4, Listen +3, Move Silently +1

Feats: Weapon Focus (longsword )

Environment: Warm plains
(Deep halfling Warm hills)
(Tallfellow: Temperate forests)

| Organization: Company (2—4), squad (11-20 plus 2 3rd-level
sergeants and 1 leader of 3rd-6th level), or band (30100 plus
100% noncombatants plus 1 3rd-level sergeant per 20 adults, 5
sth-level lieutenants, 3 7th-level caprains, 6-10 dogs, and 2-5
riding dogs)

_Challenge Rating: 1,2

Treasure: Standard

Alignment: Usually neurral

Advancement: By chamacter class

Level Adjustment: <0

This humanaid stands about half as high as
& human, It has an athletic bulld, ruddy skin,
straight black hair, and dark eyes,

Halflings are cunning, resourceful survivors
and opportunists who find room for
themselves wherever they can. They
might be reliable, hard-working citi-
zens or thieves just waiting for their
big chance. A

Halflings stand about 3 feet tall and 1§
(usually weigh between 30 and 35 }
pounds. They have brown or <
black eyes. Halfling men often
have long sideburns, but beards are rare among them
and mustaches almost unseen. Halflings prefer simple,
comfortable, and practical clothes. Unlike members of most races,
they prefer actual comfort to shows of wealth. Halflings reach
adulrhood in their early twenties and generally live into the
middle of their second century.

Halflings speak Halfling and Commaon.

Most halflings encountered ourside their home are warriors;
the information in the staristics block is for one of 15t level.

COMBAT

Halflings prefer ro fight defensively, usually hiding and launching
ranged artacks as the foe approaches. Their tactics are very much
like those of elves but place more emphasis on cover and conceal-
ment and less on mobility.

Halflimg

Halfling Traits (Ex): Halflings possess the following racial |
raits.

— +2 Dexterity, =2 Strength. |

— Small size. +1 bonus to Armor Class, +1 bonus on artack rolls, |
|++ bonus on Hide checks, =4 penalty on grapple checks, lifting

land carryving limits 3/4 those of Medium characters.

—A halfling's base land speed is 20 feet.

— +2 racial bonus on Climb, Jump, and Move Silently checks.

— +1 racial bonus on all saving throws. .
. — +2 morale bonus on saving throws against fear. This bonus
|stacks with the halfling’s #1 bonus on saving throws in general,

— +1 racial bonus.on attack rells with thrown weapons and
slings

— #2 racial bonus on Listen checks.

—Automatic Languages: Common, Halfling. Bonus Tanguages:

Dwarven, Elven, Gnome, Goblin, Ore.
—Favored Class: Rogue

\The halfling warrior presented here had the following ability.,

scores before racial adjustments: Ser 13, Dex 11, Con 12, Int 10,
Wis 9, Cha 8.

HALFLING SOCIETY

Halflings try 1o get along with everyone else. They are adept at fir-
ting into communities of humans, dwarves, elves, or goomes and
making themselves valuable and welcome. Since human society
changes more frequently than the societies of the longer-lived.
|races, it most frequently offers opportunities to_exploit, and half-.
lings are often found in or around human lands, )
Halflings often form tight-knit communiries {n human or dywar- |
ven cities. While they work readily with others, they often make
friends only among themselves. |
Halflings also settle into secluded
& places where they set up self-reliant
F villuges.

Halfling communities are known to
pick up and move en masse 1o a place
" that offers some new opportuniry,
such as where a new mine has opened up ot
to o land where a devastating
war has made skilled workers
hard to find. 1f these opportuniries are
temporary, i community tmay pick up and

move again once the opportunity is
gone, or once a better one presents
irself. 1f the opportuniry is lasting,
the halflings settle and form

1 new village. Some com-
munities, on the other

hand, tzke 1o traveling as a
....--“’I way of life, driving wagons
- or guiding boats from place to

place, with no permanent home.

The chief halfling deity is Yondalla, the Blessed One,
protector of the halflings. Yondalla promises blessings and protec-
tion 1o those who heed her guidance, defend their clans, and cher-
ish their families.

SUBRACES

The information above is for the lightfoot halfling, the most |
.common halfling variety, There are two other major halfling sub-|
races, which differ from lightfoot halflings as follows.

Tallfellow

| Thiz_humaneid stands a litthe more than half as high as a human. 1t haos
a slim but athletic build, fair skin, and fair hair.
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Tallfellows are somewhat rare among halfling folk,

Tallfellows are 4 feet tall or more and weigh berween 30 and 35
pounds. They generally speak Elven in addition to Common and
Halfling, and they greatly enjoy the company of elves.

Tallfellow Traits (Ex): These traits are in addition to the light- |

foot halfling traits, except where noted.

— +2 macial bonus on Search, Spot, and Listen checks. Like an |

(el a rallfellow who merely passes within 5 feet of a secret or con-

\cealed door is entitled to a Search check as though actively look-|
ing for it. This trait replaces the lightfoor’s +2 bonus on Listen,

checks.
—Tallfellows are less athletic than lightfoor halflings and do
.not have a racial bonus on Climb, Jump, and Move Silently checks.

Deep Halfling
This humonoid stands a [ittle less than holf as high as o0 human, It has a
stocky but athletic build, niddy skin, straight black hair, and dork eyes

{ These halflings are shorter and stockier than the more common |

{lightfeer.

Deep halflings are abour 2-1/2 tall and weigh berween 30 and 35

pounds, Deep halflings take great pleasure in gems and fine
masoney, often working as jewelers or stonecutters, They rarely
mix with humans and elves but enjoy the company of dwarves
and speak Dwarven fluently,

Deep Halfling Traits (Ex): These traits are in addition o the
|lightfoor halfling traits, except where noted.

—Darkvision out to 60 feet.

—Swonecunning: Like dwarves, deep halflings have a 42 racial
(benus en checks to notice unusual stonework. Something that
isn't stone but that is disguised as stone also counts as unusual

stonework. A deep halfling who merely comes within 10 feet of

unusual stonework can make a check as though actively search-
ing and can use the Search skill ro find stonework (raps as 2
rogue can. A deep halfling can also intuit depth, sensing the
approximate distance underground as narurally as a human can
sense which way is up.
— 42 racial bonus on Appraise checks and Craft checks thar
are related to stone or metal.
Deep halflings are less athletic than lightfoor halflings
and do not have a racial bonus on Climb, Jump, and Move
Silently checks.

HARPY

This cregture looks fike an evil-faced ofd human with the
lower body. legs, and wings of o reptilion manster. its hair is
(tangled, filthy, and crusted with blood,

LA more malignant and wretched creature than the
harpyis difficule to imagine. Taking great glee in cans
ing suffering and death, the sadistic harpy is always
watching for new vicrims,

A harpy's coal-black eyes clearly reflect its evil soul, as
do the wicked ralons on its knotty fingers. These vile
creatures wear no clothing and often wield large, heavy
bones as though they were clubs.

Harpies like to entrance hapless travelers with their
magical songs and lead them to unspeakable torments.

.Only when a harpy has finished playing with its new “roys”
ywill it release them from suffering by killing and consuming

|them.
COMBAT

When a harpy engages in battle, it prefers to use Flyby Amack and
strike with a melee weapon.

Captivating Song (Su): The most insidious ability of the harpy |
is its song. When a harpy sings, all creatures (other than harpies),
within a 300-foot spread must succeed on a DC 16 Will save o
become captivated. This is a sonic mind-affecting charm effect. A

,creature that successfully saves cannot be affected again by the
|same harpy’s song for 24 hours. The save DC is Charisma-based.

A captivated victim walks toward the harpy, taking the most
direct route available. 1f the path leads into a dangerous area
{(through flame, off a cliff, or the like), that creature gets a second
saving throw. Caprivated creatures can take no actions other than |
to defend themselves. (Thus, a fighter cannot run away or antack |
but rakes no defensive penalties.) A vicrim within 5 feet of the
harpy stands there and offers no resistance to the monster’s
attacks. The effect continues for as long as the harpy sings and for |
1 round thereafter. A bard's countersong ability allows the capii-|
vated creature to attempt a new Will save,

Skills: Harpies have 2 +4 racial bonus on Bluff and Listen

: checks
HARPY ARCHER

A eruel hunter and roaming brigand, the hazpy archer has mrained
as a fighter specializing in ranged combat. Harpy archers often
become mercenaries, selling their services to the highest bidder.
When not employed, they make ends meet as highway robbers,
forcing merchant caravans to pay profection money,

Combat
Captivating Song (Su): Will DC 17 negates. |
Possessions: +3 studded leather, +1 frost composite longhow (+1 Srr,
bonus), 10 cold iron arrows, 10 silvered arrows, 5 +2 arrows, lesser,
bracers of archery, potion of cure modermle
wounds, potion of cat’s groce, cloak of resist- |
o 1CE +2, FING of protection +1. (Different
i harpy archers may have differ-
B o0t possessions.)
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Hit Dice: 7d8 (31 hp) 7d8 + 7d10+ 28 (103 hp)
Imitiative: +2 +9
Speed: 20 fr. (4 squares), Ay 80 fr. (average) 20 [t (4 squares), fly 80 fr. (average)
Armor Class: 13 (+2 Dex, +1 nagural), AC 23 {+5 Dex, +1 natural, +6 +3 studded leather, +1 ving of protection +1,
touch 12, flar-footed 11 touch 16, flar-footed 18
Base Attack/Grapple: +7/+7 H14/+15
Artack: Club +7 melee (1d6) +1 frost composite longbow (+1 Str bonus) +22 ranged
(1d8+4/19-20,%3 PI"'"5 1dé cold) or claw 415 melee (1d3+1)
Full Attack: Club +7/+2 melee (1d6) and +1 frost compusite longbow! (+1 Str bonus) +22/+17/+12 ranged
2 claws +2 melee {1d3] (1d8+4/19-20/%3 plus 1d6 cold) or 2 claws +15 melee (1d3+1)
Space,/Reach: 5 ft./5 fr. 5 ft./5 fi.
Special Artacks: Captivating song Captivaring song
Special Qualiries: Darkvision &0 f1. Darkvision &0 ft.
Saves: Fort+2, Ref +7, Will +& Fort +11, Ref +14, Will 11
Abilities: Str 10, Dex 15, Con 10, Sir 12, Dex 20, Con 14,
Int 7, Wis 12, Cha 17 Int 6, Wis 11, Cha 19
Skills: Bluff +11, Intimidare +7, Listen +7, Bluff £11, Intimidare +5, Listen +7, Perform (oratory) +10, Spot +5
Perform (oratory) +5, Spot +3
Feats: Dodge; Flyby Artack, Persuasive Alertness, Improved Critical (composite longbow), Improved Initiative,
Iron Will, Manyshot, Point Blank Shot, Rapid Shot, Weapon Focus
{composite longbow), Weapon Specialization (composite longbow)
Environment: Temperate marshes Temperate marshes
Organization: Solitary, pair, or Right {7-12) Solitary
Challenge Rating: 4 11
Treasure; Srandard Srandard (including equipment)
Alignment: Usually chaoric evil Usually chaotic evil
Advancement: By character class By character class
Level Adjustment: 3 +3

Harpy
Medinum Monstrous Humanoid

Harpy Archer, 7th-Level Fighter
Medium Monstrous Humanoid

HELITHOUND

The creature resembles o big, powerdully built dog with shor, rust-red fur,
its markings. teeth, and tongue are sooty black. It has red, glowing eyes

NESSIAN WARHOUND
The Lords of the Nine, the grear devil princes who rule over the
Nine Hells, keep vast kennels of hell hounds. From the fiery pies
beneath the palace of Asmodeus in Nessus, the
lowest of the Nine Hells, come the Nessian
warhounds, a terrifying breed of hell
hound, Nessian warhounds are coal
black mastiffs the size of draft
horses, often fitted with shirts of
infernal chainmail
Nessian warhounds resem-
ble hell hounds, except as
otherwise nored
Breath Weapon
{Su): 10-foot cone,
every 2d4
rounds, damage
3dé fire, Reflex DC
21 half. The save
DC is Constitu-
tion-hased.
Fiery Bite
(Su): A Messian
warhound deals
an_extra_1d8
points of fire
damage

Hell hounds are aggressive, fire-breathing canines from the plane
of Acheron. Specimens are frequently brought to the Material
Flane 1o serve evil beings, and many have established indige-
nous breeding populations,

A typical hell hound stands 4-1,/2 feet high at the shoul-
der and weighs 120 pounds.

Hell hounds do not speak but understand Infernal

COMBAT
Hell hounds are efficient hunters. A favorite pack
tactic is to surtound prey quietly, then atrack
with one or two hounds, driving it roward the
rest with their fecy breath. If the prey doesn'
run, the pack closes in; Hell hounds track flee-
ing prey relentlessly

A hell hound's natural weapons, as well as
any wespons it wields, are treated as evil-
aligned and lawful-aligned for the purpose
of overcoming damage reduction.

Breath Weapon (Su): 10-foot cone, ance
every 2d4 rounds, damage 2dé fire, Beflex
DC 13 half. The save DC is Constitution-
based.

once

Fiery Bite (Su): A hell hound deals an every rime
extra 1d6 poines of [ire damage every time it it bites.an|
|bites an opponent, as if its bite were a flam- Opponent. |

asif its bite]
were a flaming
“'L"JPG“.

ling weapon.
Skills: Hell hounds have a +5 racial bonus on
Hide and Move Silently checks
"They also receive a +8 racial bonus on Survival checks
when tracking by scent, due to their keen sense of smell

Hell bownd




Hell Hound
Medium Outsider
{Evil, Extraplanar, Fire, Lawful)

Hit Dice: 3d10+9 (25 hp

Initiative: =2

Hir Dice: 4dg+4 (22 hp)
Initiative: 1+5
Speed: 40 fr. (8 squares}
Armor Class: 16 {+1 Dex, +5 natural),
touch 11, flar-footed 15
Base Attack/Grapple:  +4/+5
Attack: Bite +5 melee (1d8+1 plus 1ds fire)
Full Attack: Bite +5 melee (1d8+1 plus 1ds fire)
Space/Reach: 5 fr./s ft.
. Special Artacks: Breith weapon, fiery bite
Special Qualities: Darkvision &0 fr., immunity to fire,
scent, vulnerability 1o cold
Saves: Forr +5; Ref +5, Will +4
Abilities: Ser 13, Dex 13, Con 13,
Int 6, Wis 10, Cha g
Skills: Hide +13, Jump +12, Listen +7,
Move Silenty +13, Spor 47,
Survival +7*
Feats: Improved Initiative, Run, Track”
Environment: Nine Hells of Baator
Organization: Solitary, pair, or pack (5-12)
Challenge Rating: 3
| Treasure: Mone
Alignment: Always lawful evil
Advancement: 5—8& HD (Medium}; 9-12 HD (Large
Level Adjustment; +3 (cohort)
HIPPOGRIFFE
Large Magical Beast

Speed: 50 fr. (10 squares), fly 100 fu {average)
Armor Class: 15 (-1 size, +2 Dex, +4 natural), touch 11,

flat-footed 13

Base Artack/Grapple: +3/+11
Artack: Claw +6 melee (1d4+4)
Full Areack: 2 claws +6 melee (1d4+4) and bire +1 melee {1d8+2

Space/Reach: 10 f1./5 fr.

Special Attacks: —

Special Qualities: Darkvision 60 ft., low-light vision, scent
Saves; Fort 46, Ref +5, Will 22

Abilities: Str 18, Dex 15, Con 16, Int 2, Wis 13, Cha 8
\Skills: Listen +4, Spot +8

Feats: Dodge, Wingover

Environment: Temperate hills

Organization: Solitary, pair, or fight (7-12)
Challenge Rating: 2

Treasure: None

Alignment: Always neutral
Advancement: 4—6 HD (Large) 7-9 HD (Huge)
Level Adjustment: —

,This beast has the torso and hindgueartes of o horse and_the forelegs,
wings, and head of a giant eogle.

| Hippogriffs are aggressive flying creatures that combine features
|of horses and glant eagles. Voracious omnivores, hippogriffs will
hunt humanoids as readily as any other meal.

Nessian Warhound

Large Outsider

{ Evil, Extraplanar, Fire, Lawful)

12d8+60 (114 hp)

46

40 ft. (8 squares)

24 (~1 size, #2 Dex, +7 natural, +6 +2 cham shirt banding),
touch 11, flac-foored 22

+12/+24

Bite +20 melee (2de+12/19-20 plus 1d8 fire]

Bite +20 melee (2d6+12/19-20 plus 1d8 fire]

10 fr./10 fr

Breath weapan, fiery bite

Darkvision 60 ft., immunity to fire,

scent, vitlnerability to cold

Fort +13, Ref +10, Will +9

Str 26, Dex 14, Con 20,

Int 4, Wis 12, Cha &

Hide +17, Jump +19, Listen +18, Move Silently +21,
Spot +18, Survival 487, Tumble +3

Alertness, Improved Critical (bite), Improved
Initative, Track, Weapon Focus (bite)

Nine Hells of Bastor {Nessus)

Solitary, pair, or pack (1-2 Nesstan warhounds
and 5-12 hell hounds)

9

+2 chain shirt barding

Always lawful evil

13—17 HD (Large); 18-24 HD {(Huge)

+4 {cohart)

These beasts ave very territorial, defending their preferred hum-
ing and grazing areas against intruders with unusual ferociry.
Their range usually extends abour 5410 miles from their nest, in
which the young remain while the adults hunt. Hippogrifls never
leave their voung undefended, however: Discovering a hippogriff
nest always means encountering adull creatures.

A typical hippogriff is.9 feet long, has a wingspan of 20 feer, and
weighs 1,000 pounds.

COMEAT

Hippogriffs dive ot their prey and strike with their clawed
forelegs. When they cannot dive, they slash with claws and beak

Mated pairs and flights of these crearures artack in concert,
diving repeatedly to drive away or kill intruders. Hippogriffs fight
to the death to defend their nests and their harchlings, which are
prized as aerial mounts and fetch a handsome price in many civi-
lized areas,

Skills: Hippogriffs have a +4 mcial bonus on Spot checks

TRAINING A HIPPOGRIFF

A hippogriff requires training before it can bear a rider in combar,
Training a hippogriff requires six weeks of work and a DC 25 Han
dle Animal check: Riding a hippogriff requires an exotic saddle. A
hippogriff can fight while carrying a rider, but the rider cannor |
also artack unless he or she succeeds on a Ride check,

Hippogrifl eggs are worth 2,000 gp apiece on the open market,
while young are worth 3,000 gp each. Professional mainers charge |
1,000 gp 1o rear or train.a hippogriff |

Carrying Capacity: A light load for a hippogriff is up 1o 300
pounds; a medium load, 301-600 pounds; and a heavy load,
601-900 pounds.
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HOBGOBLIN
Hobgoblin, 1st-Level Warrior

Medium Humanoid (Goblinoid)
Hit Dice: 1d8+2 (6 hp) | =
Initiative: +1
Speed: 30 ft. (5 squares]
Armor Class: 15 (+1 Dex. +3 studded leather, +1 light shield),
touch 11, flar-foored 14
Base Attack,/Grapple: +1/+2
Attack: Longsword +2 melee (1d8+1/19-20] or javelin +2
ranged (1ds+1)
Full Artack: Longsword +2 melee (1d8+1/19-20) or
javelin +2 ranged (1d6+1)
Space/Reach: 5 ft./5 fr.
Special Artacks: —
Special Qualities; Darkvision 60 fi.
Saves: Fort +4, Bef +1, Will -1
| Abiliries: Str 13, Dex 13, Con 14, Int 10, Wis 9,
Chag
Skills: Hide +3, Listen 42, Move Silently +3,
Spot +2
Feats: Alertness
Environment: Warm hills
Organization: Gang (4-9), band (10100
plus 50% noncombatants plus 1 3ed-level
sergeant per 20 adults and 1 leader of
4th—6th level), warband (10-24), or tribe
(30-300 plus 50% noncombatants plus 1
3nd-level sergeant per 20 adults, 1 or 2 li-
renants of 4th or 5th level, 1 leader of 6th—8th
level, 2—4 dire wolves, and 1—4 ogres or 1=2
| trolls)
Challenge Rating: 1/2
Treasure: Standard
Alignment: Usually Eawful evil
Advancement: By character class
Level Adjustment: +1

Hobgoblins' hair color ranges from
dark reddish-brown to dark gray. They have
dark orange or red-orange skin. Large males have
blue or red noses. Hobgoblins' eyes are yellowish or dark brown,
while their teeth are vellow. Their garments tend ro be brightly col-
ored, often blood red with black-rinted leather. Their weaponry is
kept polished and in good repair.

Hobgoblins speak Goblin and Common.

Most hobgoblins encountered ourside their homes are warriors;
the infermation in the staristics block is for one of 1st level.

A COMBAT
& These creatures have a strong grasp of strategy and tactics and
. are capable of carrying out sophisticated battle plans. Under
e the leadership of a skilled straregist or tacrician, their dis-
AR ok, cipline can prove a deciding factor. Hobgoblins hate elves
M 18 and artack them first, in preference to other opponents.
. \ skills: Hobgoblins have a +4 racial bonus on Move Silently
Hibgablin checks.
. The hobgoblin warrior presented here had the following abil-
) ity scores before racial adjustments: Str 13, Dex 11, Con 12,
N\ Int 10, Wis9, Cha 8.

HOBGOBLIN SOCIETY

This burly humarnaid
stands about &1/2
feet tall. It hoy hairy
skin, feral eyes, and'a
flat nose and chin,

Hobgoblins __are larger
|cousins of poblins. They are
far more aggressive and
organized than  their
smaller relatives and wage a perpetual
war with other humanoids, particularly elves.

\authority by enforcing strict discipline, Hobgoblins are often
|leaders among tribes of goblins and orcs, whom they bully and
[trear as inferiors. Hobgoblin mercenaries sometimes enter the
service of wealthy evil humanoids.,

Hobgoblins are a military breed: They live for war and believe,
\strongly in strength and martial prowess as the most desirable |
qualities for individuals and leaders alike. A hobgoblin leaderis,
likely to be the biggest and strongest in the group, maintaining |
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Hobgoblin society is organized into tribal bands, each intensely ;

jealous of its repuration and status. Meetings berween rival bands
are likely to erupt in violence if the troops are not restrained. Only
an exceptionally powerful leader can force them to cooperate for

any length of time. Each band has a distinctive battle standard chat |
it carries into combar to inspire, rally, and signal the mmoops. Hob-
goblin gangs and warbands are almost exclusively male. Bands and |
| ribes include females whe help with defense. Moncombatant hob- |

| goblins are children too voung to fight effectively.

These creatures usually make lairs in places that either boast,

natural defenses or can be fortified. Cavern complexes, dungeons,
ruins, and forests are among their favorites. Typical lair defenses
include ditches, fences, gates, guard towers, pit traps, and crude
catapults or ballistas.

Most hobgobling revere Maglubiyet, whe is also the patron
deity of goblins.

HOBGOBLIN CHARACTERS

| Hobgohlin leaders tend to be fighters or fighter/rogues. Hobgob-
lin clerics worship Maglubiyer. A hobgoblin cleric has access to |
two of the following domains: Evil, Destruction, or Trickery, Most |

hobgeblin spellcasters, however, are adeprs. Hobgoblin adepis
favor spells thar deal damage.

Hobgoblin charseters possess the following racial reairs,

+2 Dexrerity, +2 Constitution.

—&A hobgoblin's base land speed is 30 feet.

— Darkvision out to 60 feet.

— +4 racial bonus on Move Silently checks.
| —Auromaric Languages: Commaon, Goblin, Bonus Languages:
| Draconic, Dwarven, Infernal, Giant, Orc.

—Favored Class: Fighter.

—Level adjustment +1.

HOMUNCUTUS

Tiny Construct
Hit Dice: 2d10(11 hp)
Initiative; +2
Speed: 20 1. (4 squares), Iy 50 fi. (good)
Armor Class: 14 (+2 Dex, 42 size), touch 14, flar-foored 12
Base Attack/Grapple: +1/-8
Attack: Bite +2 melee (1d4-1 plus poison)
Full Attack: Bite +2 meles
(1d4—1 plus poison)
Space/Reach: 2-1/2 fr./o fi.
Special Attacks: Poison
Special Qualities:
Construct traits, dark-
vision 60 fr., low-light
vision
| Saves: Fort +0, Ref +4,
Wrill +1
Abilities: Smr &, Dex
15, Con—, Inc 10,
Wis 12, Cha 7
Skills: Hide +14, Listen
+4, Spot +4
Feats: Lightning Reflexes
Environment: Any
. Organization: Solitary
Challenge Rating: 1
UIreasure; Mone
Alignment: Any (same as
creator)
Advancement: 3-6 HD
(Tiny)
Level Adjustment: —

Hemuneudus

This creatire has o vaguely humarnoid form, it stonds obout 18 inches fall
and has wings spanning about Z feet, Its skin looks rough and warty, and |
it has.a mouth full of needlelike teeth,

|A homuneulus is a miniature servant created by a wizard, These
|creatures are weak combarants but make effective spies, messen-
| gers, and scours.
A homunculuss creator determines its precise features,
Homunculi are little more than rools designed to carry out,
.assigned tasks. They are extensions of their creators, sharing the |
|same alignment and basic nature. A homunculus cannor speak,
but the process of creating one links it relepathically with its cre
ator. It knows what its master knows and can convey o him or her
everything it sees and hears, out to a distance of 1,500 feer. A
homunculus never travels bevond this range willingly, though it |
can be removed forcibly. If this occurs, the creature does every-
_thing in its power to regain contact with its master. An arrack thar
|destroys a homunculus deals 2d10 points of damage to its master.
E the creature’s master is slain, the homunculus alse dies, and irs,
‘body swiftly melis away inte a pool of ichor,

COMBAT

Homunculi land on their victims and bite with their venomous
fangs.

Poison (Ex}: Injury, Fortitude DC 13, initial damage sleep for 1
minute, secondary damage sleep for another $dé minutes. The
save DC is Constitution-based and includes a =2 racial bonus. |

CONSTRUCTION .
A homunculus is shaped from a mixture of clay, ashes, mandake
root, spring water, and one pint of the creator’s own blood. The
materials cost 50 gp. The creature’s master may assemble the body
or hire someone else 1o do the job. Creating the body requires
DC 12 Crafr (sculpring) check or a DC 12 Craft (potery) check.
Afrer the body is sculpred, it is animated through an extended
magical ritual that requires a specially prepared laboratory or
workroom, similar to an alchemist’s laboratory. and costing 500 gp
to establish. 1f the creator is personally constructing the crearure’s
body, the building and ritual can be performed together.

A homunculus with more than 2 Hit Dice can be created, but
each additional Hir Die adds +2,000 gp to the cost 1o create.

Craft Consiruct (see page 303), arcane.cye, mirver image, mending,
caster must be at least 4th level; Price — (never sold); Cost 1,050

Ep+78 XP

HOWIER

Large Outsider (Chaotic, Evil, Extraplanar)
Hit Dice: 6d5+12 (39 hp)
Initiative; +7
Speed: 60 fr. (12 squares)
Armor Class: 17 (-1 size, +3 Dex, +5 natu-
rall, rouch 12, Aat-foored 14
Base Attack/Grapple: +6/+15
Attack: Bire +10 melee (2d5+5)
Full Artack: Bire +10 melee (2d8+5)
and 1d4 quills +5 melee (1d6+2)
Space/Reach: 10 fi./s fr.
Special Attacks: Quills, howl
Special Qualities: Darkvision 60 {t.
Saves: Fort +7, Ref +& Will 57
Abiliries: Str 21, Dex 17, Con 15, Int 6, Wis
14, Cha 8
- Skills: Climb +14, Hide +8, Listen +13, Move
an Silently +12, Search +7, Spot +13, Survival +2 (+4
following tracks)
Feats: Alertness, Combat Reflexes, Improved Infriative




Environment: Windswept Depths of Pandemonium
Organization: Solitary, gang (2—4), or pack (6-10)
Challenge Rating: 3

Treasure: None

Alignment: Always chaotic evil

Advancement; 7=9 HD (Large); 11-158 HD [Huge)
Level Adjustment: +3 (cohort)

This creature looks like some gount, bestiol hound or feling, with a mamne

of bristling quills.

Howlers live on planes where chaos and evil hold sway; they orig-
inate on the plane of Pandemonium, These beéasts hunt in packs,
racing through caverns to wear down their prey and rend it to bits.
A howler is about 8 feer long and weighs about 2,000 pounds,
Although they are surprisingly intelligent, howlers do not
.speak—they only howl. If there is a language within the howls, as

\some have suggested, even spells cannot decipher it. Howlers |

,understand Abyssal.

COMBAT
Howlers attack in groups, for they are cowardly and cruel. They
prefer to charge into combat, race our, and then charge in again

A howler’s natural weapons, as well as any weapons it wields, are
treatéd as chaotic-aligned and evil-aligned for the purpose of over-
coming damage reduction

Quills (Ex}: A howler’s neck bristles with long quills. While
biting, the creature thrashes abour, striking with 1d4 of
them. An opponent hit by a howler's quill attack must suc-
.ceed on a DC 16 Reflex save or have the quill bresk off
in his or her flesh. Lodged quills impose a =1 penalty
on attacks, saves, and checks per quill The save DC is
Dexterity-based.

A quill can be removed safely with a DC 20
Heal check: otherwise, removing a quill
deals an extra 1dé points of damage.

Howl (Ex): All beings other than g
outsiders that hear the creatures
howling for an hour or longer are L,|1
subject to its effect, though ir does
not help the howler_in combar
Anyone within hearing range of a
howler for a full hour must succeed on a
DC 12 Will save or take 1 point of
Wisdom damage. The save DC is
Charisma-hased. The save musr A8
be repeated for each hour of
exposure. This is 2 sonic mind-
Laffecting effect

TRAINING A
HOWLER
Small and Medium infernal creatures such as quasits, abyssal orcs,
and even succubi sometimes use howlers as mounts or pack ani-
mials, Larger and more powerful demons use them like hunting
dogs
Although intelligent, 2 howler requires training hefore it can
bear a rider in combat. To be trained, a howler must have a friendly
attitude toward the trainer (this can be achieved through a suc-
cessful Diplomacy check). Training a friendly howler requires six
weeks of work and a DC 25 Handle Animal check. Riding a
howler requires an exoric saddle. A howler can fght while carry-
ling a rider, but the rider cannot also attack unless he or she suc-
|ceeds ona Ride check.
Carrying Capacity: A light load for 2 howler is up 1o 460

pounds: 2 medium load, 461-920 pounds; and a heavy load,!

921-1,380 pounds. A howler can drag 6,900 pounds.

HYDRA'

Hospler

This beast resembies some great reptile with o veritable forest of heads on |
long. slender necks.

Hydrus are reptilelike monsters with multiple heads; they can
\quickly tear apart all but the most well-armored foes.
A hydra is gray-brown to dark brown, with a light yellow or ran
underbelly The eyes are amber and the reeth are yellow-white. Iris |
.abour 20 feet long and weighs about 4,000 paunds,
Hydras do not speak.

COMBAT

Hydras ean artack with all their heads ar no penalty, even if they
move or charge during the round,

A hydra can be killed either by severing all its heads or by slay-
ling its body. To sever a head, an opponent must make a suecessful
isunder attempt with a slashing weapon. (The player should
|declare where the attack is aimed before making the arck roll)
|Making a sunder attempt provekes an actack of opportunity

unless the foe has the Improved Sunder fear. An opponent can
strike at 2 hydras heads from any position in which he could strike
at the hydra itself, because the hydra's head writhe and whip about
in combar. An opponent can ready an action to attempt to sunder
a hydra's head when the crearure bites ar him.
Each of a hydra's heads has hit
points equal 1o the creature’s full|
normil hit point |
total. divided by
its original number of
heads. For example, if a,
— five-headed hydra)
has 52 hit points, 10oc
= more points of
- damage severs_ a
head {52 + 5 =
10.4, rounded down 1o 10).
Losing a head deals
 damage to the body
equal to half the
head's full normal hit
points. A narural
reflex seals the
neck shut 1o pre-
vent further blood
gw loss. A hydra can no
longer attack with a
severed head but takes
no other penalties
Each time o head is severed,
two_new heads spring from the
stumnp in 1d4 rounds A hydra can never have more than
twice its original number of heads atany one time, and any éxtra
heads it gains beyond its original number wither and die within a
day. To prevent a severed head from growing back into two heads,
at least 5 points of fire or acid damage must be dealr to the stump

——— e T e e

BEHIND THE CURTAIN: HYDRAS

Hydras are intended to be monsters that are difficult to defeat by
conventional means. Characters without the Improved Sunder feat will
find it difficult and dangerous to attack by lopping off the monster's
heads, and the hydra's fast healing ability means that damage directed
at its body is quickly restared. The hydra rewards characters wha have
the Improved Sunder feat and parties who learn to coordinate their
attacks effectively,
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(a touch atrack to hit) before the new heads appear. A flaming
weapon (or similar effect) deals its energy damage 1o the stump in
the same blow in which a head is severed. Fire or acid damage
from an area effect (such as a fircball spell or dragon breath) may
burn multiple stumps in addition to dealing damage to the hydras .
body. A hydra does not die from losing its heads until all its heads |

| have been cut off and the stumps seared by fire or acid.
A hydras body can be slain

ljust like any other crea-
Jture's, but hydras possess
fast healing (see below)
|and are difficult to defeat
iin this fashion. Any at-

tack that is not (or
cannot be) an at-
Eempt oo b'l.I-TI.l.iﬂ':l
head affects the
\hady. For ex-
Limple, area
effects deal
damage 1w a
hydra's body,
not to its heads,
Targeted magical ef-
fects cannor sever a
hydra's heads {(and

thus must be directed
at the body) unless they
|deal slashing damage

and could be used
to make sunder
attempis.

Hit [Hee:
Initiative:
Speed:
Armor Class:

Base Artack/Grapple:
Artack:

Full Artack:
Space/Reach:
Special Artacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Environment:

Organization:
Challenge Rating;
Treasure:
Alignment:
Advancement:
Level Adjustment:

Five-Headed Hydra
Huge Magical Beast
sd104+28 (55 hp)
+1
20 f1. (4 squares), swim 20 fr.
15.(=2 size, #1 Dex, +6 natural),
touch 9, flar-footed 14
+5/+16
5 bites +6 melee (1d10+3)
5 bites +6 melee (1d10+3)
15 ft./10 fr.
Darkvision 60 fr., fast healing 15,
low-light vision, scent
Fort +9, Ref +5, Will +3
Seri7, Dex 12, Con 20,
Ing 2, Wis 10, Cha 9
Listen +6, Spot +6, Swim +11
Combat Reflexes®, Iron Will,
Toughness
Temperate marshes

{ Pyro: Warm marshes)

[Cryo: Cold marshes)
Splitary
# (normall; 6 (pyro-or cryo-)
1/10 coins; 50% gﬁnu.i:i; 5% items
Usually neutral

Fast Healing (Ex): Each round, a hydra heals damage equal 1o
10 + the number of its original heads
Skills: Hydras have a +2 racial bonus on Listen and Spotchecks,
thanks to their multiple heads.
A hydra has a +8 racial bonus on any Swim check to perform
| some special action or avoid a hazard. It can always choose to mke

10 en 8 Swim check, even if distracted or endangered. It can use
the run action while swimming, provided it swims.in a srraight

line

Six-Headed Hydra
Huge Magical Beast
6d10+33 (66 hp)
#1
20 fr. {4 squares), swim 20 ft.
16 (=2 size, +1 Dex, +7 natural),
touch 9, flar-foored 15
61517
& hites +8 melee (1d10+3)
& bives +8 melee (1d10+3)
S (AR
Darkvision 60 fr., fast healing 16,
low-light vision, scent
Fort +10, Ref +&, Will +4
Str 17, Dex 12, Con 20,
Lnr 2, Wis 10, Cha 2
Listen +6, Spot +7, Swim +11
Combatr Reflexes®, Iron Will,
Toughness, Weapon Focus (bite)
Temperate marshes
(Pyro: Warm marshes)
(Cryo: Cold marshes)
Solitary
5 (normal}; 7 (pyro- or eryo-)
1/10 coins; 50°% goods; 50% items
Usually neutral

Feats: A hydra’s Combat Reflexes feat |
allowes it to use all its heads for atacks of
CPPOTTUNTyY

PYROHYDRA
Huge Magical Beast (Fire)
These reddish hydras can breathe jeis of fire
10 feet high, 10 feet wide, and 20 feet

long. All heads breathe once every
1d4 rounds. Each jer deals 3ds
points of fire damage per
head. A successful Reflex
save halves the damage. The
save DC is 10 + 1,2 hydras
original number of heads

+ hydra's Con modifier

Seven-Headed Hydra

Huge Magical Beast

7d10438 (77 hp)

+1

20 fr. (4 squares), swim 20 fi.

17 (=2 size, +1 Dex, +8 narural),
touch 2, flat-foored 16

37/+19
7 bites +10 melee (1d10+4)
7 bites +10 melee (1d1044)
15 fr./10 fe
Darkvision 60 ft., fast healing 17,
lowe-light vision, scent
Fort +10, Ref +6, Will +4
Str 19, Dex 12, Con 20,
Int 2, Wis 10, Cha 9
Listen +7, Spot +7; Swim +12
Combat Reflexes” , Iron Will,
Toughness, Weapon Focus (bite)
Temperare marshes

{ Pyro: Warm marshes)

(Crye: Cold marshes)
Solitary
& (normal}; 8 (pyro- or cryo-)
1/10 coins; 50% goods; 0% items
Usually newrral



Eight-Headed Hydra
Huge Magical Beast

Nine-Headed Hydea
Huge Magical Beast

Ten-Headed Hydra
Huge Magical Beast

Hit Dice: gd10+43 (87 hp) od10+48 (97 hp) 10d10+53 (108 hp)
Initiative: +1 +1 11 :
Speed: 20 ft. (4 squares), swim 20 fi 20 ft. (4 squares), swim 20 fi. 20 fi. (4 squares), swim 20 fi.

Armor Class:

18 (=2 size, +1 Dex, +9 natural),
touch 9, flai-footed 17

19 (=2 size, +1 Dex, +10 naturall,
touch 9, flar-foored 18

20 (=2 size, +1 Dex, +11 natural),
wouch 9, flat-foored 19

Base Attack/Grapple: +8/420 +3,/422 #10/+23
Attack: 8 bites #11 melee (1d104+4] g bites +13 melee (1d10+5) 10 bites +14 melee (1d10+5)
Full Attack: 8 bires +11 melee (1d10:4) 9 hites +13 melee (1d10+5) 10 bités +14 melee (1d10+5)
Space/Reach; 15 fr./10 fi. 15 fr./10 fi 15 ft./10 ft
Special Attacks: - —
Special Qualities: Darkvision &0 {1, fast healing 18, Darckvision 60 ft., fast healing 19, Darkvision &0 ft., fast healing 20,

lowe-light vision, seent low-light vision,scent lowe-light vision, scent
Saves: Fort +11, Ref +7, Will +4 Fort+11, Ref +7, Will 25 Fort +12, Ref +8, Will +3
Abilities: Str 19, Dex 12, Con 20, Sir 21, Dex 12, Con 20, str 21, Dex 12, Con 20,

Int 2, Wis 10, Cha 9 Lnt 2, Wis 10, Cha § Int 2, Wis 10, Cha 8
Skills: Listen +7, Spot +8, Swim +12 Listen +8, Spot +8, Swim +13 Listen'+8, Spot +9, Swim +13
Feats: Combat Reflexes®, lron Will, Blind-Fight, Combat Reflexes®, lron Blind-Fight, Combar Reflexes®, lron

Toughness, Weapon Focus (hite)  Will, Toughness, Weapon Focus (bite)  Will, Toughness, Weapon Focus (bite)
Environment: Temperate mirshes Temperate marshes Temperate marshes

{ Pyro; Warm marshes) (Pyro: Warm marshes) {Pyro: Warm marshes)
(Cryo: Cold marshes) (Cryo: Cold marshes) (Cryo: Cold marshes)

Organization: Solitary Solitary Solitary
Challenge Rating: 7 (normal); 9 (pyro- or cryo-) 8 (normall; 10 {pyro- orsryo-) 9 (normal}; 11 (pyro- or cryo-)
Treasure: 1/10 coins; 50% goods; 50% irems  1,/10 coins: 50% goods; 50% items 1/10 coins; 50f% goods; 50% items
Alignment: Usually neutral Usually nevtral Usually neutral
Advancement:

Level Adjustment:

Eleven-Headed Hydra
Huge Magical Beast

Twelve-Headed Hydra

Huge Magical Beast

Hit Dice: 11d10+58 (118 hp) 12d10+63 (129 hp)
Initiative: +1 +1
Speed: 20 f1. (4 squares), swim 20 ft 20 ft. (4 squares), swim 20 fi.
Armor Class: 21 (-2 size, +1 Dex, +12 naturall, 22 (-2 size, +1 Dex, +13 namural),

touch 2, flar-footed 20 touch 9, flar-footed 21
Base Artack/Grapple: +11/+25 +12/+26
Artack: 11 bites +16 melee (1d10+6 12 bites +17 melee (2d8+6)
Full Atrack: 11 bites +16 melee (1d10+8) 12 bites 417 melee (2d8+6)
Space/Reach: 15 ft /104t 15 fr./10 fr.
Special Artacks: - —
Special Qualities:  Darkvision 60 ft., fast healing 21, Darkvision 60 fr., fast healing 22,

low-light visionscent low-light visionscent
Saves: Forr +12, Ref +8, Will 45 Fort +13, Ref +9, Will +&
Abiliries: Sir 23, Dex 12, Con 20, Int 2, Wis 10, Cha 9 Srr 23, Dex 12, Con 20, Int 2, Wis 10, Cha 9
Skills: Listen +9, Spot +3, Swim +14 Listen +9, Spot +10, Swim +14
Feats: Blind-Fight, Combat Reflexes”, Blind-Fight, Combar Reflexes® , Improved Natural

Iron Will, Toughness, Weapon Focus {bite) Attack (bite], Iron Will, Toughness, Weapon Focus (bite]
Environment: Temperate marshes Temperate marshes

{ Pyro: Warm marshes) { Pyro: Warm marshes)
{Cryo: Cold marshes) {Cryo: Cold marshes)

Organization: Solitary Solitary
Challenge Rating: 10 (normal}; 12 {pyro- or cryo-) 11 {normal}; 13 (pyro- or eryo-)
Treasure: 1/10 coins; S0% goods; 50% items 1/10 coins; 50% goods; 50% irems
Alignmen: Usually nevtral Usually neurral
Advancement: — ==
Level Adjustment: — =

wide, and 20 feet long. All heads breathe once every 1d4 rounds.
Each jer deals 3dé points of cold damage per head. A successful
Reflex save halves the dameage. The save DC is 10+ 1,2 hydras
original number of heads + hydrea's Con modifier

Cold artacks cannot prevent a cryohydra’s stump from growing
new heads (since 8 cryohydra has immunity to cold), but 5 points
of fire damage does.

Fire attacks cannot prevent a pyrohydm’s stump from growing
|new heads (since & pyrohydea has immunity 1o fire), but 5 points
|of cold damage does.

CRYOHYDRA
Huge Magical Beast (Cold) |
These purplish hydras can breathe jets of frost 10 feet high, 10 feet




INEVITABLE

Hailing from the lawful neutral plane of Mechanus, inevitables
are constructs whose soleaim is to enforce the natural laws of the
UNIVETSE.

Each type of inevitable is designed to find and punish a particu-

lar kind of mmansgression, hunting dewn a person or group thar has |
\viplared a fundamental principle, such as “The guilty should be |
{punished,” “Bargains should be kept,” or “Everyone dies eventu-|
Jally” When an inevitable is created, it receives its first mission, |

then finds the transgressors and metes out appropriate punish-
{ment. The sentence is usually death, although some inevitables
.insist on compensation to the wronged party instead, using geas
and mark of justice to ensure compliance. From its first step, an
inevitable focuses totally on its targer. It continues its efforts no
matter how cold the teail or hopeless the task. 1f unable 1o cross an
peean any oither way, inevitables have been known to
ywalk into the waves, ravers-
|ing the seabed to emerge
Jon anot her continent
months later.

Inevitables are
single-minded in
pursuit of their
quarry, but they
are under orders 1o
leave innocents alone,
Accomplices to their  Zelebbus
prey are fair game,
however, which sometimes cre-
lates conflicts within their
programming. Even the
ymost effecrive inevit-
ables are pericdically
recalled o Mech-
anus  for repro-
Eramming,

Inevitables
gladly sacrifice
themselves 1o
complete a
mission, but
they arent
suicidal. Faced
with impending
defeat, they are
likely o withdraw
qand seek a wav to
leven the odds. They are
(determined but
{patient foes. They
ally with others if
that helps accom-
plish their mission,
but they have &
hard time keeping
allies for long.
It's apparent
[0 anyone who
\spends much time
\with one that an inevitable would
|sacrifice an ally to fulfill its purpose withour a
|second thought

When an inevitable completes its task, it wanders the landscape
and passively observes life around it. When it discerns another

transgression of the principle ir is dedicated ro, it has a new mis-|

Kodyarst

sion. Inevirables tend to stick out in a crowd while they're in
observation mode, but they seem oblivious to the attention, Those
in the know who hear abour a 12-foor-tall, golden-armored statue
roaming the countryside might seek out the inevitble and pres-
Jent # case, hoping it will take on the alleged mansgressor. The deci-
Ision is based on the idiosyncrasies of the inevirable’s program-
.ming, so there's no guarantee,

Their forms vary, but all inevitables are gold-and-silver clock-
work crearures, with gears and pistons where muscles would be
on flesh-and-blood creatures, Their eyes glow with a golden

{radiance.

Wote that unlike most constructs, inevitables have an Intelli-
gence score and can think, learn, and remember,

Inevitables speak Abyssal, Celestial, Infernal, and the native lan-
guage of their first target.

COMBAL

Unless their very
existence is threat-
ened, inevimbles
focus complete-
Iy on the trans-
gressor they've
been assigned
to.gnoring other
combatants coms
pletely. An inevit-|
able might artack
anyone who hin-
ders its progress,
but it won't tarry.
beyond the point
where i1 can
reengage its
QUATTY.

A {'\ . .:"rf
LWL/

Marur

Inevitables take
self-defense very
serfously; anyone
who artacks an in-
evitable with what
rI'l.!"' creamure Fll."!"
ceives as deadly
force is met with
deadly force in return.
An inevitable's natural
weapons, as well as any
weapons it wields, are
treated as lowful-
aligned for the
purpose of overcom-
WA ing damage reducrion.
Vel e Fast Healing (Ex); An inevitble
heals a certain amount of demage each
round (specified in each variety's description) as
long as it has at least 1 hit point. However, damage dealt by chaoric
| weapons heals at the normal rate.

S




KOLYARUT

Medium Construct {Extraplanar, Lawful)

Hit Dice: 13d10+20 (91 hp)

Initiative: +1

Speed: 20 ft. in banded mail (4 squares); base speed 30 fr.

Armor Class; 27 (+1 Dex, +10 natural, +6 banded mail) rouch 11,

{lar-footed 26
|Base Attack/Grapple: +9/+11

{Attack: Vampitic touch +11 melee touch (5d6) or enervation ray |

+10 ranged touch (as spell) or +2 lomgswond +13 melee
(1d8+5/19-20) or slam +11 melee (1de+3)

Full Artack: Vampiric touch +11/+6 melee rouch (5dé) or ener-
vation ray +10 ranged touch (as spelllor +2 longsword +13/+8
melee (1d8+5/19-20) or slam +11,/+6 melee (1d6+3

Space/Reach: 5 f1./5 ft.

Special Attacks: Enervation ray, spell-like abilities, vampiric
rouch

|Special Qualities: Construct trairs, damage reducrtion
10/chaotic, dackvision &0 ft., fast healing 5, low-light vision,
spell resistance 22

Saves; Fort +6, Ref +7, Will «7

Abilities: Str 14, Dex 13, Con—, Int 10, Wis 17, Cha 16

Skills: Diplomacy +5, Disguise +12, Gather Information +12,
Listen +11, Search +5, Sense Motive +12, Spot +11, Survival 43
{+5 following tracks)

Feats: Alertness, Combat Casting, Grear Fortitude, Lightning
Reflexes, Quickened Spell-Like Ability {suggestion)

Environment: Clockwork Nirvana of Mechanus

| Organization: Solitary

Challenge Rating: 12

Treasure: Mone

Alignment: Always lawful neutral

Advancement: 14-22 HD (Medium}; 23-39 HD (Large)

Level Adjustment: —

This creature looks like o red-skinned humanoid made up of mechanical
parts. It {5 dressed in omate golden armar and a flowing golden robe. 1t
carries @ gleaming sword and wears banded mail

Kolyaruts represent the ulrimate enforcement clause in o cone

tract—they mete out punishment to those who break bargains
and oaths. Originally sent from Mechanus to avenge major berray-
als, once on the Material Plane they hunt down everyone from un-
scrupulous merchants to army deserters. Anyone who reneges on
a deal could deaw the ire of a kolyarut, although the creature usu-
ally ignores inconsequential deals and rashly sworn caths,

Before beginning a mission against a deal-breaker, a kolyarur
learns as much about the contract or oath as possible. It's not inter-
ested in those who break deals accidentally or againse their will

;only those who willingly break contracts violate the principle thar
{kolyaruts are created to uphold. If a written contract was broken,
the kalyarut typically carries a copy of the contracy with i

Kolyarurs are the most talkative of the ineyitables, making cred-
ible artempts at social niceties such as proper greetings before get-
ting down to the matter at hand, They can use disguise self to appear
a5 almost any kind of humanoid—useful if they need o go under-
cover to catch their quarry,

Combat

Like all inevitables. a kolyarut is patient enough to study a targer
| before sriking, It has a good idea of the deal-breaker’s abilities and
{defenses belore it enters battle, When it fighes, it tries to get the
iconflict over 4s soon as possible, minimizing excess bloodshed
{Land mavhem. It doesn’t ler concern for innocents delay or endan-
gi.‘r 115 masslon, hv:_Tl.'.'l:'l.-'fT.

A kolyarut’s favorite tactic is to use invisibility or disguise slf 1o
sneak close, then eliminate the quarry with its vampiric rouch abil-

ity before it can react. A kolyarur has no compuncrions sbout using |
its vampiric touch ability on allies to increase its own power, if|
doing 50 helps it complete its mission. |

A kolyarur's narural weapons, as well as any weapons it wields, |

Lare treated as lawful-aligned for the purpose of overcoming damage

reduction.

Enervation Ray (Su) A kolyarut can fire a black enervation
ray at targets within 200 feet. The effect is identical with the ener-
vation spell (caster level 131h) |

Spell-Like Abilities: Ar will—discern lies (DC 17), disguise self.,

| fear (DC 17), hald person {DC 16), invisibility, locate creature, suggestion )

(DC 16); 1/day—hold monster (DC 17), mark of justice; 1/ week—
geas/queest. Caster level 13th. The save DCs are Charisma-based.
Vampiric Touch (Su): As a melee touch attack, a kolyarut can
steal life force from its foe, as the vampiric louch spell (caster level |
13th).
Skills: A kolyarur has a +4 racial bonus on Disguise, Gather
Information, and Sense Motive checks.

MARUT

Large Construct (Extraplanar, Lawful)

Hit Dice: 15410430112 hp)

Initiative: +1

Speed: 30 fr. in full plate armor (6 squares); base speed 40 fr.

Armor Class: 34 (~1 size, +1 Dex, +16 natural, +8 full place
armor), touch 10, flar-foored 33

Base Attack/Grapple: +11/+27

(Artack: Slam +22 melee (2d6+12 plus 3ds sonic or 3d6 electric-

1y

Full Attack: 2 slams +22 melee (2d6+12 plus 3dé sonic or 3de
electricity]

Space/Reach: 10 fi./10 it

Special Attacks: Fists of thunder and lightning, spell-like
abilities

Special Qualities: Construcr traits, damage reducrion
i 5/chaotic, darkvision 60 fr., fast healing 10, low-light vision,
spell resistance 25

Saves: Fort +7, Ref +6, Will +&

Abilities: Smr 35, Dex 13, Con —, Inp 12, Wis 17, Cha 18

Skills: Concentration +13, Diplomacy +6, Knowledge (religion)
#10, Listen +16, Search +10, Sense Motive +12, Spot +16,
Survival +3 {+5 following tracks)

Feats: Ability Focus (fists), Awesome Blow, Combat Casting,
Great Fortitude, Improved Bull Rush, Power Anack

Environment: Clockwork Nirvana of Mechanus

Organization: Solitary

Challenge Rating: 15

Treasure: None

Alignment: Always lawful neutrl

Advancement: 16-28 HD (Large); 29-45 HD (Huge)

Level Adjustment: -

This_creature, cutfitted in_golden. armor_gver an onyx-colored body, i
humanoid in shape but much larger than o human and seems to be made
of mechanical parts. It carries no weapens or other equipment,

Marues represent the inevitability of death. They confront those
who would ey to deny the grave irself. |

Any whi use unnatural means to extend their life span (such as |
a lich} could be targeted by a marur. Those who take extraordinary |
measures to cheat death in some other way (such as sacrificing |
hundreds of others to keep oneself safe from a plague) mighe be |
labeled transgressors as well. Those wha use magic 1o reverse |
death (mise dead spells, for example) aren't worthy of 2 marur’s ar-
tention unless they do so repeatedly or on a massive scale.

When o marut has identified its targer, ir walks surely and
implacably toward the foe, never resting,
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Combat

Once it has found its target, 2 marut brings it the death it has been
trying to avoid. Those who defile death through necromancy may
instead receive a geas and/or mark of justice 1o enforce proper re-

spect. Tt typically uses wall of force 1o shut off any escape routes, |
then opens up with chain lightring while it closes to melee range. |
Cince there, it strikes with its massive fists, using circle of death if]

 beset by numbers of defenders, It hits spellcasting opponents with

repented uses of greater dispel magic, and it uses dimension door and |

ocate creatire to track down foes whe flee.

A marut’s natural weapons, as well as any weapons it wields, are

[treated as lawful-aligned for the purpose of overcoming damage
reduction.

Fists of Thunder and Lightning (Su): A marut’s left fist deliv-
ers 2 loud thunderclap whenever it hits something, dealing sn
extra 3dé points of sonic damage and causing rthe target to be deaf:
(ened for 2ds rounds (Fortiude DC 31 negates the deafness). Is

right fist delivers a shock for an extra 3de points of elecrricity |
\damage, and the flash of lightning causes the target 1 be blinded
for 2d6 rounds (Fortitude DC 31 negates the blindness). The save |

DCs are Strength-based and include the marut’s Ability Focus fear,
Spell-Like Abilities: At will—air walk, dimension door, fear (DC
18), grealer command (DC 19), greater dispel magic, miass mflict light
wounds (DC 19), locate creature, true seeing; 1/day—chain lightning
(DE 20}, circle of death (DC 200, mark of justice, wall of feree; 1/ week-
carthquake (DT 22}, geas/quest, plane shift (DC 21), Caster level 141h.
The save DCs are Charisma-based.
Skills: A marut has a +4 racial bonus on Concentration, Listen,
{and Spot checks.

ZELEKHUT

| Large Construct (Extraplanar, Lawful)
{Hit Dice: 8d10+30 (74 hp
| Initiative: +0
Speed: 35 ft. in plate barding (7 squares), fly 40 ft. (average) in
plate barding (8 squares); base speed 50 ft, fly 60 fi. (average]
Armor Class: 27 (-1 size, +10 natural, +8 plate barding), touch 9,
flar-foored 27
Base Attack/Grapple; +6/+15
Attack: Spiked chain +10 melee (2d6+5 plus 1d6 electricity)
Full Attack: 2 spiked chains +10 melee {2d6+5 plus 1d6 electric.
ity}
Space/Reach: 10 ft./10 fi.
Special Artacks: Spell-like abiliries
Special Qualities: Construct trairs, damage reduction
10/chaotic, darkvision 60 ft., fast healing 5, low-light vision,
spell resistance 20
| Saves: Forr+4, Ref +2, Will +5
| Abilities; Str21, Dex 11, Con —, Int 10, Wis 17, Cha 15
(Skills: Diplomacy +4, Listen +9, Search +9, Sense Morive +12,
Spot +9, Survival +3 (<5 following racks)
Feats: Great Fortitude, Ride-By Attack, Spirited Charge
Environment: Clockwork Nirvana of Mechanus
Organization: Solitary
Challenge Rating: 2
Treasure: None
Alignment: Always laweful neutral
Advancement: 9-16 HD (Large); 17-24 HD (Huge)
Level Adjustment: +7

| This_clockwork creature resembles o cenfour in shape. It wean  armale
| golden armor over alabaster skin, It corries no weopons or other equipment,

| Zelelhuts ane charged with hunting down those who would deny

justice—especially those who flee to escape punishment. Expert
trackers, they use n combination of natural skill and magic to find
fugitives wherever they may hide.

A zelekhur may initally sppear rather nonthreatening—but
when it is about to enter combat, it can cause two spiked chains to |
spring forth from its forearms as a free action. In similar fashion, it |
can cause a pair of golden metallic wings to emerge from its back. |

| Retracting the chains or the wings is also a free acrion,

Combat

Omnce it has found its fugitive, a zelekhut uses its speed and irs
spell-like abilities to cover the most likely escape routes. Then it
immobilizes any defenders while arempting to protect any inno
cent bystanders. Finally, it apprehends the fugirive with its spiked
chains, tripping or disarming the foe as needed. 1f the senrence is
death, the zelekhur carries it out with lirtle fuss or fanfare

A zelekhurs natural weapons, as well as any weapens i wields,
are treated as lawful-aligned for the purpose of overcoming dam-
age reduction,

Spell-Like Abilities: At will—dlamudionce/clairvoyance, dimen-

Lsional anchor, dispel magic, fear (DC 16), hold person (DC 15}, locale erea-
e, brue seeing 3/ day—hold monster (DC 17, mark of justice; 1/ wek—
lesser eas (DC 16). Caster level Sth. The save DCs are Ch arisma-based,

Skills: A zelekhur has a +4 racial bonus on Search and Sense
Morive checks.

Feats: Due to its centurlike construction, a zelekhur qualifies
for feats as if it had the Mounted Combar fear.

INVISIBIESTATKER

Large Elemental (Air, Extraplanar)

Hit Dice: 8d8+16 (52 hp)

Initiative: <8

Speed: 30 {1, (6 squares), fly 30 fi. (perfect]

Armor Class: 17 (=1 size, +4 Dex, +4 natural), rouch 13,
flar-footed 13

Base Attack/Grapple: +6/+14

Attack: Slam +10 melee (2d6+4)

Full Artack: 2 slams +10 melee (2dé+4)

Space/Reach: 10 fr./10 fr.

Special Artacks:

Special Qualities: Darkvision 60 ft.. elemental rraits, natural
invisibility, improved macking

Saves: Fort +4, Ref +10, Will +4

Abiliries: Sir 18, Dex 19, Con 14, Int 14, Wis 15, Cha 11

Skills: Listen +13, Move Silently +15, Search +13, Spot <13,
Survival #2 (+4 following tracks)

Feats; Combat Reflexes, Improved Initative, Weapon Focus (slam

Environment: Elemental Plane of Air

Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Usually neutral

Advancement: 9-12 HD (Large); 13-24 HD (Huge

Level Adjustment; —

Invisible stalkers are creatures native to the Elemental Flane of
Alr, They somerimes serve wizards and sorcerers, who summon
them to perform specific rasks,

A summoned invisible stalker undertakes wharever task the |
summoner commands, even if the msk sends it hundreds or thou-
sands of miles away, The crearure follows a command wnril the |
task is completed and obeys only the summoner. However, it
resents protmcted missions or complex tasks and seeks to pervert |
its instructions accordingly.

Invisible stalkers have an amorphous form, A see imsibility spell |
showsonly a dim outline of a cloud, while a true seeing spel] reveals

|2 roiling cloud of vapor,

These creatures speak only Auran but can understand
Common,



Tervrsable stalker

COMBAT
An invisible stalker artacks by using the air irself as a weapon. It
creates asudden, intense blast of wind thar pounds a single rarger
on the same plane as the creature.
An invisible stalker can be killed only when it is on the Ele-

mental Plane of Air. When performing a task elsewhere, it auto-.

matically returns to its home plane when ir takes damage suffi-
Clgnt To I.']i'ﬁT]T,"-' LL.

Natural Invisibility (Su); This ability is constang, allowing a.

stalker ro remain invisible even swhen attacking. This ability is
inherent and not subject o the muisibility purge spell.

Improved Tracking (Ex): An invisible stalker is a consummate
tracker and makes Spor checks instead of the wsual Survival
checks to rrace a creature's passage.

KOBOILD

Kobold, 1st-Level Warrior

Small Humanoid (Reptilian)

Hit Dice: 1d8 (4 hp)

Initiative: +1

Speed: 30 fi. (6 squares)

Armor Class: 15 (+1 size, +1 Dex, +1
narural, +2 leather), touch 12,
flat-footed 14

Base Attack/Grapple: +1/=4

Attack: Spear +1 melee (1de-1,/3)
or sling +3 ranged (1d3)

Full Actack: Spear +1 melee

| (1dé-1/x3) or sling +3 ranged (1d3) -

Space/Reach: 5 fr./5 .

Special Attacks: —

Special Qualities: Darkvision 60 fr., light sensirivity

Saves: Fort +2, Ref +1, Will -1

Abilities; Sir 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8

Skills; Craft (rapmaking) +2, Hide +6, Listen +2, Move Silently +2, |
Profession (miner) +2, Search +2, Spot +2

Feats: Alertness !

Environment; Temperate forests |

\Organization: Gang (4=9), band (10100 plus 100% noncombat-

ants plus 1 3rd-level sergeant per 20 adults and 1 leader of
sth—6th level), warband (10-24 plus 24 dire weasels), rribe
(40400 plus 1 3ed-level sergeant per 20 adults, 1 or 2 lieu-
tenants of 4th or 5th level, 1 leader of 6th-8th level, and 5-8
dire weasels)

Challenge Rating: 1/4

Treasure: Standard

Alignment: Usually lawful evil

Advancement: By character class

Level Adjustment: +0

| This humanaid is about the size of @ gnome or halfing. It has a sealy hide,
\a.naked tail like that of o rat, and a doglike head with two small herns,

| Kobolds are short, reprilian humancids with cowardly and sadistic

tendencies ;
A kobold's scaly skin ranges from dark rusty brown to a rusty |
black color. It has glowing red eyes. Its tail is nonprehensile.
Kobolds wear ragged clothing, favoring red and orange.
Kobolds usually consume plants or animals but are not averse o
eating intelligent beings, They spend most of their time fortifying
the land around their lairs with traps and warning devices (such as |

ispiked pits, tripwires attached ro crossbows, and other mechanical |

conrrapnonsk, :
Kobolds hate almest every other son of humangid or fey, ESpe
cially gnomes and sprites. }
A kobold is 2 10.2-1/2 feer tall and weighs 35 10 45 pounds, |
Kobolds speak Draconic with a voice thar sounds like thar ofa.
yapping dog

COMBAT

Kobolds like ro aack with over-

whelming odds—at least two to
one—aot trickery; should the odds fall
below this threshold, they usually flee.
However, they amtack gnomes on sight
if their numbers are equal

They begin a fight by slinging bullers,
closing only when they can see that their
foes have been weakened. Whenever they
can, kobolds set up ambushes near trapped
areas. They aim to drive enemies into the
traps, where other kobolds wait to pour flam-
ing oil over them, shoot them, or drop poison-
ous vermin onig them

Light Sensitivity (Ex): Kobolds are dazzled
% in bright sunlight or within the radius of a day-
light spell.

Skills; Kobolds have a +2 racial bonus on Craft
(trapmaking), Profession (miner), and Search
checks

The kobold warrior presented here had the follow- |
ing ability scores before racial adjustments: St 13,
Dex 11, Con 12, Inr 10, Wis 9, Cha 8 |
Challenge Rating: Kobolds with levels in NBC |
classes have 2 CR equal to their character level 3.

KOBOLD SOCIETY

Kobolds live in dark places, usually underground locations and
overgrown forests. They are good miners and often live in the
mines they are developing. A kobold rribe sends our warbands
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that patrol within a 10-mile radius from the lair, artacking any
intelligent creatures that enter their territory, Kobolds usually kill
prisoners for food but eccasionally sell some of them as slaves.
Their nasty habirts and their distrustof most other beings mean
that they have many enemies

A kobold lair has one noncombatant child and one ege per ten
adulrs.

The patron deity of the kobolds is Kurtulmak, who despises all|

living creatures except kobolds,

KOBOLD CHARACTERS

Kobold characters possess the following racial reaits.
— —4 Srrength, +2 Dexterity, ~2 Constitution
—Small size: +1 bonus to Armor Class, +1 bonus on artack rolls,
+4 bonus on Hide checks, —4 penalty on grapple checks, lifting
and carrying limits 3/4 those of Medium characters.
— A kobolds base land speed is 30 feer
— Darkvision out to 60 feet
Racial Skills; A kobold character has a 42 racizl benus en
Craft (rrapmaking), Profession (miner), and Search checks.
— Racial Fears: A kobold character gains feats sccording 1o its
character class
— 41 natural armor bonus.
-Special Qualities {see above): Light sensitivity.
Auromaric Languages: Draconic. Bonus Languages: Com-
mon, Undercommon
—Favored Class: Sorcerer
Level adjustment +0.

KRAKEN

Gargantuan Magical Beast (Aquaric)

Hit Dice: 20d10+180 (290 hp)

Initiative: +4

Speed: Swim 20 fr. (4 squares)

Armor Class; 20 (—4 size, +14 narural), touch &, fat-footed 20

Base Attack/Grapple: +20/+44

Attack: Tentacle +28 melee (2d8+12/19-20)

Full Attack: 2 tentacles =28 melee (2d8+12/19-20) and & arms
+23 melee (1d6+5) and bite +23 melee (4d6+6)

Space/Reach: 20 {1 /15 ft. (60 fr. with renracle, 30 fr. with arm)

Special Attacks: Improved grab, constrict 2d8+12 or 1d6+6

Special Qualities: Darkvision 60 fi, ink cloud, jer, low-light
vision, spell-like abilities

Saves: Fort+21, Ref +12, Will +13

Abilities: Str 34, Dex 10y Con
29, Iny 21, Wis 20, Cha 20

Skills: Concentration +21,
Diplomacy +7, Hide +0,
Intimidate +16,

Knowledge (geography) +17, Knowledge (narure) 16, Listen
30, Search +28, Sense Motive +17, Spot +30, Survival 45 (47
following tracks), Swim +20, Use Magic Device +16

Feats: Alertness, Blind-Fight, Expertise, Improved Critical
tentacle), Improved Initistive, Improved Trip. Iron Wil

Environment: Temperate aquatic

Organization: Solitary

Challenge Rating: 12

Treasure: Triple standand

Alignment: Usually neureal evil

Advancement: 21-32 HD {Gargantuan); 33-60 HD {(Colossal)

Level Adjustment: —

This cregture resembles an immense squid, with o streamlined body, two
staning eyes, and @ mass of tentacles. lts body is approximately 30 feet
long and protected by layers of thick mescle,

(Aggressive, cruel, and highly intelligent, krakens rule entire un-
\dersea regions. Though these behemoths are rarely seen on the
surface, steries tell of ships dragged under and islands scoured of
life by these monsters.

Krakens make their lairs thousands of feet below the ocean sur-
face. They frequently inhabit huge cavern complexes that include
sections filled with breathable air, where they imprison and breed
humanoid slaves 1o serve and feed them.

Six of the beast’s tentacles are shorter arms about 30 feet long
the remaining two are nearly 60 feet long and covered with barbs
Its beaklike mouth is located where the rentacles meer the lower
portion of its body.

Krakens speak Common and Agquan

COMBAT
Krakens strike their opponents with their barbed rentacles, then
grab and crush with their arms or drag victims into their huge
jaws. An opponent can make sunder artempis againsta kraken's
tentacles or arms as if they were weapons. A kraken’s tentacles
have 20 hit points, and its arms have 10 hit points. If & kraken is
currently grappling a
target with one
tentacle or arm,
it usually uses

another
limb o make
its attack of oppor-
funity against the sun-
der attempr. Severing a
kraken's tentacle orarm deals dam-
age to the keaken equal o half the limbs full
normal hit points. A kraken usually withdraws
from combat if it loses both tentacles or three of irs
arms. A kraken regrows severed limbs in 1d10+10 days.
Improved Grab (Ex): To use this ability, the kraken
must hir with an arm or tentacle atmack. It can then amempt 1o
start 8 grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check. it establishes a hold and
C3T CONSITICE.

Constrict (Ex): A kraken deals automatic arm or tentacle
damage with a successful grapple checks .

Jet (Ex): A kraken can jet backward once per round as o full-
round action, ar a speed of 280 feer. Ir
must mgyve in astraight line, but does
not provokeattacks of opportunity

while jenting. . -



Ink Cloud (Ex): A kraken can emit a.cloud of jerblack ink in
an 80-foot spread once per minute as a free action, The cloud pro-
vides total concealment, which the kraken normally uses 1o
escape a fight that is going badly. Creatures within the cloud are
considered to be in darkness

Spell-Like Abilities: 1,/day—control seather, control winds, simrr
inate antmal (DC 18), resist energy. Caster level 9th. The save DC §s]

| Charisma-based.

Skills: A kraken has a +8 racial bonus en any Swim check to)

\perform some special action or avoid a hazard. It can alsways|
choose to take 10 on a Swim check, even if distracted or endan-
{gered. It can use the run action while swimming, provided it
swims in a straight line,

KRENSHAR

Scare (Ex or Su); As a standard action, a krenshar can pull the
skin back from its head, revealing the musculature and bony |
structures of its skull. This alone is usually sufficient to scare away |
foes (rrear as.a Bluff check with a +3 bonus). i

Combining this scare ability with a loud screech produces an

|unsertling effect that works like a scare spell from a 3rd-level
\caster (Will DC 13 partial). A creature thar successfully saves

cannot be affected again by the same krenshar's scare ability for
24 hours. The shriek does not affect other krenshars. This isa,

|supernatural, sonic mind-affecting fear effect, The save DC s

Charisma-based. ]
Skills: Krenshars have a +4 racial bonus on Jump and Maove
Silently checks.

KUO-TOA"

Medium Magical Beast
(Hit Dice; 2d10 (11 hp}
JUnitiative; +2
(Speed: 40 ft. (8 squares)
Armor Class: 15 (+2 Dex, +3 natural), touch 12, flar-footed 13
Base Attack/Grapple: +2/+2
Attack: Bire +2 melee (1d6)
Full Attack: Bite +2 melee (1d6) and 2 claws +0 melee (1d4)
Space/Reach: 5 fi./5 fi.
Special Atracks: Scare
Special Qualities: Darkvision 60 ft., low-light vision, scent
Saves: Fart +3, Ref +5, Will +1
| Abilities: Str 11, Dex 14, Con 11, Int 6, Wis 12, Cha 13
Skills: Hide +4, Jump +9, Listen +3, Move Silently +6
| Feats: Multiattack, Track®
Environment: Temperate forests
| Organization: Solitary, pair, or pride (6-10]
| Challenge Rating: 1
Treasure: Mone
Alignment: Usually neurral
Advancement; 34 HD {Medium};
Level Adjustment: +2

5=8 HD (Large)

This ereature seems to combine the worst features ql"a W{f'uﬂd a hyena, |
It has a shaggy, spotted coat, a bristling mane along its spine, and o long. |
bushy tail.

The krenshar is 2 strange, catlike carnivore with exremely flexi-
ble skin on its head.

A typical krenshar measures 4 or § feet in length with a long,
narrow head. It weighs about 175 pounds, Males and

females hunt together, preferring herd animals for iy e

food but attacking humanoids when game
\becomes scarce. Krenshars are very
|social among their own kind, and occa-
sional atremprs o domesticare
cubs have produced fierce and
loval companions. They other-
wise behave much like mun- )
dane great cars. A lair con- 'an”“ \ "fg
tains cubs numbering half -

the adulr rotal

COMBAT
| Krenshars use solitary scouts to drive
| prey into the waiting clutches of
|the pride. The scout appears
|from_hiding, uses its scare
ability, then chases the flee-

ing targel fo join the attack

Vid e ¥
N

Medium Monsirous Humanoid (Aquatic)
[Hit Dice: 2d8+2 (11 hp)

Initiative: +0

|Speed: 20 fr. (4 squares), swim 50 {1,

Armor Class: 16 (+6 natural) or 18 (46 narural, +2 heavy wooden
shield), rouch 10, flat-footed 16 or 18

Base Attack/Grapple: +2/+3

Attack: Shortspear +3 melee (1d6+1) or bite +3 melee (1d4=1]

Full Attack: Shorspear +3 melee (1dé+1) and bire -2 melee
{1d4)

Space/Reach: 5 fr./5 fi

| Special Attacks: Lighming bolt, pincer staff

Special Qualities: Adhesive, amphibious, immunity 1o poison
and paralysis, keen sight, light blindness, resistance ro electric- |
iy 10, slippery

Saves: Fort +3, Ref +3, Will +5

Abilities: Str 13, Dex 10, Con 13, Int 13, Wis 14, Cha 8

Skills: Craft or Knowledge (any one) +4, Escape Armist +8, Listen
+7, Move Silently 3, Search +8, Spot +11, Swim +9

Feats: Alertness®, Great Fortitude

Environment: Temperate aquatic

Organization: Patrol {2—4 plus 1 3rd-level whip), squad ft- 11
plus 1 or 2 3rd-level whips, 1 or 2 4th-level menitors, and 1
sth-level fighter), band (20-50 plus 100% noncombatants plus
2 ard-level whips, 2 8th-level fighters, and 1 10th-level fighter),
or tribe (40—+00 plus 1 3rd-level whip per 20 adults, 1 4th-level
menitor, 4 Sth-level fighters, 1 10th-level whip, and 2 10th-
level fighters)

Challenge Rating; 2
Treasure: Standard
Alignment: Often neurral evil
Advancement: By character class
Level Adjustment: +3

Krengbar
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This humanoid is a little shorter than o human, s rounded body s
covered with fine scoles, giving it the oppearance of being pudgy or
bloated. The arms and legs are slender, almost willowy, ending in broad
hards and distended feet that look much like flippers. Its fishlike, bulle-
shaped head has bulging. silver-black epes and a
wide mouth full of sharp testh,

‘The kuo-toas are an ancient line of aquatic
humanoids noted for their sinister narure
and disbplical tendencies,

Although most individuals shun contact
{with these loathsome creatures, sometimes
avoiding them is simply not possible. Kuo-
toas know much about long-forgonen, ancient
evils dwelling in the deepest parts of the ocean,

An average kuo-toa stands roughly 5 feet tall
and weighs abour 160 pounds,

Although kuo-toas are generally a silver-gray
{color, their pigmentation changes with their
mood, An angry kuo-toa is dark red, while a
frightened one becomes pale gray or even whire,
The air sround a kuo-toa carries a strong odor of
rotting fish

Kuo-toas speak Kuo-Toan, Undercommon, and
Aquan

COMBAT
| Kug-toa merics and weapons vary greatly depending
lupon the training and skills of the individual
lencountered. A group of kuo-toa fighters usually
fights in formation, throwing spears before closing ro
melee range.

Lightning Bolt (Su): Two or more
kuo-toa clerics (known as whips) oper-
ating together can generate & siroke
of lightning every 1d4 rounds. The U
whips must join hands o launch

the belt bur need merely be ¢4 : T

within 30 feer of one another
while it builds. The lightning
bolt deals 1d6 points of electricity
damage per whip, but a successful
Reflex save (DC 13 + number of
whips) halves this amount.
Pincer Staff: Many kuo-toa
fighters and all whips of 7th
level or higher carry this Large
exotic weapon. A pincer staff deals
1410 points of bludgeoning damage,
threatens a eritical hit on a napural
|20, and deals double damage on a crir:
ica] hir. It has a 10-foprreach and
cannot be used against an adjacent
opponent. A wielder that hits an op-
ponent of ar least Small but no larger
than Large size can attempt 1o start a
grapple as a free action withour proveking
an artack of opportunity. 1f the wielder wins
the grapple check, the staff estab-
lishes a hold and grabs the oppo-
nent, dealing 1d10 points_of
|damage each round the hold is
{maintained.
Adhesive (Ex):
Kug-toas use their own body oil and other materials o give
their shields a finich almost like fAypaper, holding fast any

=y
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creatures or items touching them. Anyone who makes an un-
successful melee attack against a kuo-toa must suceeed ona DC
14 Reflex save, or the anacker's weapon sticks to the shield and is
vanked out of the wielder’s grasp. Crestures using natural weap-
ons are autematically grappled if they ger stuck
A kug-toa requires 1 hour and special
materials costing 20 gp to coar a shield
with adhesive. The adhesive remains
good for up to three days or unril it
actually carches someone or some-,
thing (in which case the shield can
trap no additional irems, since the
adhesive is used up). Pulling a stuck
weapon or limb from a shield requices a
DC 20 Srength check.
Amphibious (Ex): Although kuo-
toas breathe by means of gills, they can
sturvive indefinitely on land
Keen Sight (Ex): Kuo-toas have excellent
vision thanks to their two independently
focusing eves, Their eyesight is so keen that
they can spot a moving object or crearure
even if it is invisible or ethereal. Only
by remaining pecfectly sill can such
objects or creatures avoid their notice,
Light Blindness (Ex}: Abrupt exposure to
brighe light (such as sunlight or a daylight spell),
blinds kuo-toas for 1 round. On subsequent,
_ AN rounds; they are dazzled while operaring in|
"5 bright light.
Slippery (Ex): All kuo-toas secrete an oily film thar makes,
them difficult ro grapple or snare. Webs, magical or otherwise, |
don't affect kuo-toas, and they usually can wriggle free from most |

other forms of confinement

Skills: Kuo-toas have a +8 racial bonus on Escape Artist checks
and a +4 racial bonus on Spot and Search checks
A kuo-toa has 2 <8 tacial bonus on any Swim check to perform
some special action or avoid a hazard, It can always choose 1o
take 10 on a Swim check, even if disimcted or endangered. It
can use the run action while swimming, provided it swims ina
straight line,

KUQO-TOA SOCIETY

Kuo-toas dwell in subterranean communities that are well sup-
plied with pools for recreation and
breeding They spawn as fish do,
raising their young in special
pools until their amphibian
qualities develop (about a year
after harching).

Thanks to the efforts of the whips,
virtually all kuo-toas are devoted wor-
5\ shipers of the goddess Blibdoolpoolp, whom they refer
1o as the Sea Mother. Every kuo-toa community has at

least one shrine to the Sea Mother. Larger communi-

ties with major temples serve as hubs for clusters

of smaller sertlements, These are also centers
for intergroup trade and politics. Virally all |
kuo-toa communirties are open 1o drow |
and their servants, who provide,

useful poods and services, although
the drow are both feared and hated |

by the kuo-toas. This enmiry leads

to many minor skirmishes

and frequent kidnappings berween

the two societies.




KUO-TOA CHARACTERS

A kuo-toa's favored class is rogue. Moest kuo-toa leaders are
cleric/rogues or clerics (whips). Kuo-toa clerics worship Blib-
doolpoolp. A kuo-toa cleric has access o two of the following
domains: Destruction, Evil, or Water. Kuo-toa monks, called mon-
itors, also exist.

LAMTA]

Large Magical Beast
Hit Dice: 9d10+9 (58 hp)
Initiative: +2
Speed: 60 ft. (12 squares)
Armor Class: 18 (=1 size, +2 Dex, +7 natural), rouch 11,
flac-footed 16
Base Attack/Grapple: 49/417
Attack: Touch +12 melee (1d4 Wisdom drain) or degger +12
melee (1d6+4,/19-20) or claw +12 melee (1d4+4)
Full Attack: Touch +12 melee (1d4 Wisdom drain); or degger
£12/+7 melee (1d6+4/19-20) and 2 claws +7 melee (1d4+2)
Space/Reach: 10 ft./5 fr.
Special Attacks: Spell-like abilities, Wisdom drain
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +7, Ref +8, Will +7
Abilities: Str 18, Dex 15, Con 12, Int 13, Wis 15, Cha 12
Skills: Bluff +14, Concentration +10, Diplomacy +3, Disguise +1
(+3 acring), Hide +11,
Intimidare +3, Spot+11
Feats: Dodge, Iron Will,
Mobility, Spring Arack
Environment:
Temperate deserts
[Organization:
Solitary, pair, or
gang i3—4)
Challenge
Rating: &
Treasure:
Standard
Alignment: Usually chaotic evil
Advancement: 10—-13 HD (Large);
14-27 HD (Huge)
Level Adjustment: +4

This creature seems. to be o cross betwesn o stun-
ningly_attractive human_ard a sleek lion, ¢ looks
herman from_the waist up, with the body of a lion
below that.

Lamigs are evil and cruel creatures that take pleasure in causing suf-
fering. They particularly target those who serve the cause of good.

A typical lamia is about 8 feet long and weighs about 700
pounds,

COMBAT
Though a lamia is powerful and dangerous in close combar, it has
no stomach for  fair fight. It uses its illusion abilities to lure
heroes into perilous situations, and then uses its Spring Attack
feat to bound out of the shadows and drain Wisdom from its oppo-
nents, When it has sapped the will of its victim, it uses its enchant-
ment abilities o beguile and ensnare the unfortunate soul. A
lamia forced into physical combat artacks with o dagger in one of
{its human hands and a pair of lionlike claws.
Spell-Like Abilities: At will—disguise self, ventriloguism;
3/day—charm monster (DC 15), major image (DC 14}, mirror image,

supgestion (DC 14) 1/day—deep slumber (DC 14). Caster level 9th. |

The save [MCs are Charisma-based.

Wisdom Drain (Su): A lamia drains 1d4 points of Wisdom |
each time it hits with its melee touch attack. (Unlike with other |
kinds of abilicy drain atracks, a lamia does not heal any damage
when it uses irs Wisdom drsin.) Lamias wry to use this power eacly |
in an encounter to make foes more susceptible to charm monster

iand suggestion.

5kills: Lamias have a-+4 macial bonus on Bluff and Hide checks

Lammasi

LAMMASU!

This creature hos the golden-brown body of a lion, the wings of a giant |
eagle, and the face of a human.

Lammasus are noble crearures thar are concerned with the welfare
and safery of all good beings.

These creatures dwell most often in old, abandoned temples
and ruins located in remote areas, where they contemplate how

' best to combat the influence of evil in the world. Adventurers
\sometimes seek them out to gain the benefit of their wisdom and.
|their knowledge of ancient mysteries. Lammasus receive good

beings and creatures cordially and wsually offer assistance if the |
visitor is directly combating evil. They tolerate neutral beings bhut
watch them carefully. They do not tolerate the presence of evil
beings, aracking them on sighr.

The demeanor of 2 lammasu is noble and stern, but these cres-
tures can be quite compassionate.

A typical lammasuw is about &
feet long and weighs abour 500
pounds.

Lammasus speak Common, Draconic
and Celestial.

COMBAT
A lommasu artacks with spells or lts
razor-sharp claws. It almost always
enters cambat il it observes a good crea-
ture being threatened by evil
Spells: A lammasu casts spells as a
7th-level cleric, and can choose
spells from the cleric spell list, plus
any_two of the following domains:
Good, Healing, Knowledge, or Law.

Typical Cleric Spells Prepared (6,/6/5/4/2; save DC 13 5 spell level}:
D—defect ML, g;:g,h:mr (2], [Iglﬂ. reatd magic, resislance, 1st—Dbless
(23, detect evil, divine favon entropic shield, protection from evil®; 2nd—
aid®, bear's endurarnce, ball's 3:|'¢';|i_|,"|'h_ lesser restoration, resist energy;
srd—daylight, dispel magic, magic circle against anl®, remove curse;
sth—haly smile”, newtralize poison.

Domain spell. Domains: Good and Healing,

Magic Circle against Evil (Su): A lammasu radiares a continu-
ous magic circle against evil that affects 2 20-foot radius. .

Spell-Like Abilities: 2/day—greater invisibility (sellanlyls)
1/day—dimension deor. Caster level 7th.

Pounce (Ex): If a lammasu charges a foe, it can make a full|
artack, including rwo rake aracks.

Rake (Ex): Attock bonus +12 melee, damage 1d6+3

Skills: Lammasus have a +2 racial bonus on Spot checks.

Breath Weapon (Su): 30-foor cone, 1/day, damage 6d8 fire,
Reflex DC 21 half.




Lammasu
Large Magical Beast

Hit Dice: 7d10+21 (59 hp)

Initiative: #1

Speed: 30 ft. (6 squares), fly 60 friaverage)

Armor Class: 20 {=1 size, +1 Dex, +10 natural),
touch 10, flar-foored 19

Base Artack/Grapple: +7/+17

Artack; Claw +12 melee (1d6+6)

Full Arrack: 2 claws +12 melee (1d6+6)

Space/Reach: 10 fr./s fr.

Special Attacks: Pounce, rake 1dé+3, spells

. Special Qualities: Darkvision &0 f1., low-light vision,

magic circle against evil, spell-like
abilities

Saves: Fort +8, Ref +8, Will +7

Abilities: Str 23, Dex 12, Coan 17,
Int 16, Wis 17, Cha 14

Skills: Concentration +13, Diplomacy +4,
Knowledge (arcana) +13, Listen +13,
Sense Motive +13, Spot +15

Feats: Blind-Fight, Lron Will,
Lightning Reflexes

Environment: Temperate deserts

Organization: Solitary

Challenge Rating: &

Treasure: Standard

Alignment: Always lawful good

Advancement: 8—10 HD (Large); 11-21 HI) (Huge)

Level Adjustment:  +5

GOLDEN PROTECTOR

Golden Protector (Celestial Half-Dragon Lammasu)

Large Dragon

10d12460 (125 hp)

+3

30 f1. (6 squares), fly 60 fr(average)

29 (-1 size, +3 Dex, +14 natural, +2 bracers of armor 2, 1 ring of
protection +1), touch 13, Har-foored 26

+10/423

Claw +19 melee (1d6+9

Claw +19 melee (1d6+9) and bite +13 melee (1d8+4)

10 fr./5 fr.

Breath weapon, pounce, smite evil, rake 1d6+4, spells

Damage reduction 5/magic, darkvision 60 fr., immunity 1o fire, sleep,
and paralysis, low-light vision, magic clrcle against evil, resistance o
acid 10, cold 10, and elecrricity 10, spell-like ahilities, spell resistance 15 |
Forr +13, Ref +12, Will +10

Str 28, Dex 17, Con 22,

Int 18, Wis 20, Cha 18

Concentration +19, Diplomacy +19, Knowledge (arcana) +17,
Knowledge (the planes) +17, Listen +18, Search +17, Sense Motive +18,
Spelleraft +19, Spot +20, Survival +18 (+20 other planes and tracking)
Blind-Fight, Iron Will, Lightning Reflexes,

Weapan Focus (elaw)

Seven Mounting Heavens of Celestia

Solitary

13

Standard

Always lawful good

11-30 HD (Huge}

+10

A lich is a pauntand skeletal humanoid wirh withered {lesh

(CELESTIAL HALF-DRAGON LAMMASU)

strerched right across horribly visible bones. Its eyes have long ago
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Child of a celestial lammasu and a gold dragon, the golden pro-
tector has migrated to the Material Plane to more actively
combar evil.

Combat !
The golden protector’s natural weapons are treated as magic weap- |

ons for the purpose of overcoming damage reduction,

Breath Weapon (Su): 30-foot cone, 1/day, damage 6d8 fire,

Reflex DC 21 half,

Smite Evil (Su): Once per day a golden protector can make a
normal melee artack 1o deal an extrd 10 points of damage against
an evil opponent.

Typical Cleric Spells Prepared (6/7/5/4/3: save DT 15 + spell level):
| 0—detect magic, guidance (2), light, read magic, resistance; 1st—bless
[(2], detect quil, divine favor (2}, entropic shield, protection from evil®;
2od—aid®, bear's endurance, bull's strength, lesser restoration, resist
energy: 3rd-—daylight, dispel magie, magic circle against awil®, remove
curse; 4th—dismissal, holy smile®, neutralize poison.

*Domain spell. Domains Good and Healing

Rake (Ex): Attack bonus +19 melee, damage 1dé+4.

Possessions: Bracers of armor +2, ring of protection +1. ( Different
galden protectors may have different possessions,|

LICH

A lich is an undead spellcaster, usually a wizard or sorcerer but
spmetimes a cleric or other spellcaster, who has used its magical
|posvers to unnaturally extend its life,

As a rule, these creatures are scheming and, some say, insane.
| They hunger for ever greater power, long-forgotten knowledge,
and the most terrible of arcane secrers. Because the shadow of

death does not hang over them, they often conceive plans aking |

vears, decades, or even centuries to come to fruition

been lost to decay, but bright pinpoints of crimsen light bum on
in the empty sockets. Even the least of these creatures was a pow-
erful person in life, so they often are draped in once-grand cloth-
ing. Mulriclass fighters or clerics may suill bear the armor of a war-
riot. Like its body, however, the garb of a lich shows all too well the
weight of years. Decay and cormuption are fts constant companion.

Liches speak Common plus any other languages they knew in
life

SAMPLE LICH

This skeletal creature wears the rotting, rich robes of @ mighty wizard long
dead. Hateful crimson light dances in its empty eye sockets

This example uses an 11th-level human wizard as the charscter,

Lich, 11th-Level Human Wizard

Medium Undead (Augmented Humanoid)

Hit Dice: 11d12+3 (74 hp)

Initintive: +3

Speed: 30 fi. (& squares]

Armor Class; 23 (+3 Dex, +5 narural, +4 bracers of armor 24,
+1 ring of pralection), touch 14, far-footed 20

Base Attack/Grapple: +5/45 I

Attack: Touch +5 melee (1d8+5 negative energy plus paralysis) or |
quarterstaff +5 melee (1d6) or dagger +5 melee (1d4/19-20).0r
masterwork light crossbow +9 ranged (1ds/19-20)

Full Artack: Touch +5 melee (1d8+5 negative energy plus paraly-

sis).or gquarterstaff +5 melee (1d6) or dagger +5 melee (1d4/
19-20) or masterwork light crossbow +9 ranged (1d8,/19-20)

\Space/Reach: 5 fi./5 fi.
| Special Artacks: Damaging touch, fear aura, paralyzing wouch,

spells
Special Qualities: +4 rurn resistance, damage reduction



15/bludgeoning and magic, darkvision 60 fr., immuniry 1o cold,
electricity, polymorph, and mind-affecting effeces, undead traits

Saves: Fort +4, Ref +7, Will +10 {cloak of reststance +1)

Abilities: Str 10, Dex 16, Con—, Int 19, Wis 14, Cha 13

Skills: Concentration +15, Decipher Scripr +14, Hide +15,
Knowledge (arcana) +18, Listen +12, Move Silently +16, Search
+16, Sense Motive +10, Spellcraft +20, Spot +12

Feats: Combat Casting, Craft Wondrous ltem, Quicken Spell,
Scribe Scroll, Silent Spell, Spell Focus {evocation), Still Spell,
Toughness

Environment: Temperate plains

Organization: Solitary

Challenge Rating: 13

Treasure: Standard coing double goods; double items

Alignment: Neutral evil

Advancement: By chamacrer class

Level Adjustment: +4

Combat
A lich’s natural weapons are treated as magic weap
ons for the purpose of overcoming damage reduc-
Hon

The Will save against this lich's fear aurs and dam
aging touch, and the Fortitude save againse its para-
lyzing touch, have a DC of 16

Wizard Spells Prepared (4/5/5/5/4/2/1; save DC 14 4
spell fevel): p—uacid splash, detect magic, ray.of frost®,
tonch of fatigue; 1st—expeditious retreal, magic missile
(3), ray of enfeeblement; 2nd—mirmor image, protection
from arrows, scorching ray®, spectral hand, web; ’
3rd—dispel magie, fireball®, haste, lightning bolt®,
vampiric touch; 4th—enervation, fear, ice

storm®, shout™, Sth—cone of cold®, telepart
sth—digintegrate.

Because of Spell Focus (evocation),
the save DC for these spells is 15 + spell
level

Possessions:. Bracers of armor +4, cloak of
reststance <1, ;il'ln'l'.lﬂ '.‘_| :;{ll.'-l.'l.'h:? f'.'TIII. rng l.'[
protection +1, scroll of summen monster
IV (8th level), wand of magic missile
{50 charges, 9th levell,

CREATING A LICH
“Lich" is an acquired remplate
that can be added 1o any human-
oid creature {referred to hereafter
as the base creature ], provided it
can create the required phylactery;
see The Lich's Phylactery, below.
(Liches of other kinds of cres
tures, such as dragons, exist,
but use different templates.)

A lich has all the base creature’s statistics and special abiliries
except as noted here,

Size and Type: The creature’s type changes to undead. Do not
recalculate base attock bonus, saves, or skill points. Size is
unchanged

Hit Dice: Increase all current and furure Hir Dice 1o d12s.

Armor Class: A lich has a +5 natural armor bonus or the base
creature’s natural armer bonus, whichever is berer.

Artack: A lich has a touch attack that it can use once per round
1f the base creature can use weapons, the lich rerains this ability, A
creature with namural weapons retains those narural weapons. A
lich fighting without weapons uses either its touch anack or its
primary natuzal weapon (if it hasany). A lich armed with.a
'L‘.'fﬂpﬂn U5ES I[S rﬂll{'h ara 'I.".'i.";lp'.'l“.. Hig | IJI-E""Z:J'L"‘-

Full Attack: A lich fighting withour weapons uses either its
touch attack (see above) or its natural weapons (if it has any). 1£]
armed with a2 weapon, it usually uses the weapon as its primary
attack along with a touch 25 2 natural secondary artack, provided ic|
has a way to make that antack (either o free hand or a navural weap-
on that it can nse as a secondary artack).

Damage: A lich withour natural weapons has a touch artack
thar uses negarive energy to deal 1d8+5 points of damage to living
crearures; a Will save (DC 10 + 1/2 lich’s HD + lichs Cha modifier)
halves the damage, A lich with natural weapons can use its touch |
attack or its natural weaponry, as it prefers, If it chooses the latter,
it deals 1d8+5 points.of extra damage on one natural weapon
attack
Special Artacks: A lich retains all the base crearures
special artacks and gains those described below.

Save DCe are equal ro 10 + 1/2 lichs HD + lichs
Cha modifier unless otherwise noted

Fear Aur (Su); Liches are shrouded in a dreadful
aura of death and evil. Crearures of less than §
HD in a 60-foot radius thar look at the
lich must succeed on & Will save or be
affected as though by a fear spell
from a sorcerer of the lich's

level. A crearure thar success-

fully saves cannot be affected
again by the same lich's aura
for 24 hours.

Paralyzing Touch (Sul:
Any living creature a lich hirs
with its touch artack muse succeed

on & Fortitude save or be permanently
paralyzed. Remove paralysis or any spell)
[!."I'\r can remove o Curse can I-EE'E' [h'i:
VICIIm | See [h: Elll:hl-l.“.r CMTSE b'FL'H l]'L""':.t]P"
tion, page 203 of the Player's Handbook)
The effect cannot be dispelled. Anyone
paralyzed by a lich seems dead, though a
DC 20 Spot check ora INC 15 Heal check
reveals that the vicrim is still alive.,

Spells: A lich can cast any spells i
could cast while alive,

Special Qualities: A lich retains all
the base creature’s special qualities and
gains r]1|.'l!11.' 'L].L':LE ibl.‘d 111‘EU\'-’

Turn Resistance (Ex): A lich has +4
[urn resistance,

Damage Reduction (Su): A lich's
undead body is tough, giving the crea-
ture damage reduction 15/bludgeoning
and _magic. [1s natural weapons are
treated as magic weapons for the purpose
of overcoming damage reduction,

Immunities {(Ex): Liches have immunity to cold, electricity,
polymorph (though they can use polymorph effects on them-
selves), and mind-affecting aacks.

Abilities: Increase from the base crearure as follows: Int +2,
Wis +2, Cha +2. Being undead, a lich has no Constitution score.

Skills: Liches have a+8 racial bonus on Hide, Listen, Move
Silently, Search, Sense Motive, and Spot checks. Otherwise same
as the base creature.,

Organization: Solitary or troupe (1 lich, plus 2—4 vampires_
and 5-8 vampire spawnk

Challenge Rating: Same as the base creature + 2.

Treasure: Standard coins; double goods; double items.

Alignment: Any evil

Advancement: By character class,

Level Adjustment: Same as the base crearure +4




LICH CHARACTERS

The process of becoming a lich is unspeakably evil and can be
undertaken only by a willing character. A lich retains all class abil-
iries it had in life.

THE LICH'S PHYLACTERY .
An integral part of becoming a lich is creating a magic phylactery |
vin which the charseter stores its life force. As a rule, the
|only way to get rid of a lich for sure is 1o destroy its
phylactery. Unless its phylactery is locared
and destroyed, a lich reappears 1d10 days
after its apparent death

Each lich must make its own phy-
lactery, which requires the Craft
Wondrous Irem fear. The charac-
ter must be able to cast spells and
have a caster level of 11th ot
higher. The phylactery costs
120,000 gp and 4,800 XP to
create and has a caster level
equal to that of irs creator at
the time of creation.

The most common form
of phylactery is a sealed
metal box containing
strips of parchment on
\which magical phrases
|have been transcribed.
| The box is Tiny and has 40
Lhit points, hardness 20,
jand a break DC of 40
| Other forms of phylacter-
\les can exist, such as rings,
amulets, or similar items

LILLEND

Large Outsider (Chaotic, Extraplanar,
GCood)
Hit Dice: 7d8+14 (45 hp)
Initiative: +3
Speed: 20 fu. (4 squares), fly 70 f1. (average)
Armor Class: 17 (=1 size, +3 Dex, 45 natural), touch 12,
fla-footed 14
Base Attack/Grapple: +7/+15
Artack: Short sword +11 melee (1d8+5/19-20)
Full Artack: Short sword +11/+6 meles (1d8+5/19-20) and il
slap #6 meles (2dé6+2)
Space,/Reach: 10 fr./10 fr.
\Special Attacks: Constrict 2d6+5, improved grab, spells, spell-
like abilities
Special Qualities: Darkvision 60 ft., immunity to poison, resist-
ance to fire 10
Saves: Fort +7, Ref +10, Will +8
Abilities: Srr 20, Dex 17, Con 15, Int 14, Wis 16, Cha 18
Skills: Appraise +12, Concentration +12, Diplomacy +16,
Knowledge {arcana) +12, Listen +13, Perform (any one) +14,
Sense Motive +13, Spelleraft +14, Spor +13, Survival #17
Feats: Combat Casting, Extend Spell, Lightning Reflexes
. Environment: Heroic Domains of Ysgard
| Organization: Solitary or covey (2-4)
|Challenge Rating: 7
| Treasure: Standard
|Alignment: Always chaotic good
Advancement: 8-10 HD {Large); 11-21 HD {Huge)
Level Adjustment: +6

The.creature_lpoks like o female human or elf with the lower torso of a.
multicelored serpent and huge, strikingly patterned wings like @ bird's.

Lillends are mysterious visitors from the plane of Ysgard, Many |

\are skilled in one or more forms of artistic expression.

Lillends are lovers of music and art. Gold, even food, means

Jirtle to them, while a song, story, or piece of artwork holds great

value. The destruction of art and the ill freatment of ariists
enrages them. They are infamous for holding grudges, and |
they.are often encountered seeking violent retri- |
bution against enemies of their favorite arts. |

Lillends also have a_great love of
unspoiled wilderness. The wilds remind
them of the natural beaury of their home |
plane, and they oeca-|
sionally visit and enjoy
similar regions, A lillend
is as protective of its chosen
wilderness as it is of the ars..
These beings sometimes form
temparary alliances with rangers,
druids, and bards o defend their
favorite retreats against the encroach-
ment of civilization. Sometimes a covey
of lillends adopts a tract of wilderness,
using any means necessacy to dove off
despoilers

A rypical lillend's coils are 20 feet long. |
[he crearure weighs abour 3,800 pounds. A |
fow lillends have male tomsps.

Lillends speak Celestial, Infernal.,

Abyssal, and Commeon

COMBAT
Lillends are generally peaceful unless
[hl:"!-' l]'l[ﬂ!'ld. "rl:ngﬂ'.]rlcc Sgﬂ.ﬁﬂht s0Imne
one they believe guilty of harming,
or even threatening, a favored art
form, artwork, or artist. Then they
become implacable foes. They use
their spells and spell-like abilities to
confuse and weaken opponents before
entering combat. A covey of lillends
usually discusses straregy before a
bartle

A lillend's narural weapons, as well as any weapons it wields, are
treated as chaptic-aligned and good-aligned for the purpose of
OVETCOMINE -d.]rl‘l:lg{‘ rl.'lj LCTIOn,

Constrict (Ex): A lillend deals 2d6+5 points of damage with a
successful grapple check. Constricting uses the entire lower por-
tion of its body, so it cannot take any move actions when con-
stricting. though it can still attack with its sword.

Improved Grab (Ex): To use this abiliry, a lillend musr hir with
its tail slap attack. It can then artempt to start a grapple as a free
action without provoking an attack of opportunity. If it wins the
grapple cheek, it establishes a hold and can constrict,

Spells: A lillend casts arcane spells as a 6th-level bard.

Typical Bard Spells Known (3/4/3; save DC 14 + spell levell 06—
daneing lights, daze, detect magie, lullaby, mage hand, read megic 1st—
charm person, cure light wounds, identify. sleep; 2ad—hold person, fnvis-

L iblety, sovnd Burst,

Spell-Like Abilities: 3/day—darkness, hallucinatory termin. (0C
18}, kenock, lght; 1/day—charm person (DC 15), speak with arimials, |

Lspeak with planis. Caster level 10th, The save D{Cs are Charisma-

| based.

Alillend alse has the bardic music ability as a 6th-level bard.
Skills: Lillends have a +4 racial bonus on Survival checks.



LIZARDFOLK

Medium Humanoid (Beptilian]

Hit Dice: 2ds+2 (11 hp)

Initiative: +0

Speed: 30 ft. (5 squares)

Armor Class: 15 (+5 natural) or 17 (+5 natural, +2 heavy shield),
touch 10, far-foored 150117

Base Attack/Grapple: +1,/+2

Attack: Claw +2 melee (1d4+1) or club +2 melee (1d6+1) o
javelin +1 ranged (1dé+1)

|Full Attack: 2 claws +2 melee (1d4+1) and bire +0 melee (1d4);
or club +2 melee (1d6+1) and bite +0 melee {1d4}; or javelin +1
ranged (1d6+1)

Special Artacks: —

Special Qualities: Hold breath

Space/Reach: 5 ft./5 fr.

Saves: Fort «1, Ref +3, Will +0

| Abiliries: Str 13, Dex 10, Con 13, Int 9, Wis
10, Cha 10

Skills: Balance +4, Jump +5, Swim +2

Feats: Multiattack

Environment: Temperate marshes

Organization: Gang (2-3), band (6-10 plus 50%
noncombatants plus 1 leader of 3rd—6th level),
or tribe (30-60 plus 2 licutenants of 3rd—6th

_level and 1 leader of 4th—10th level)

|Challenge Rating: 1

 Treasure: S0% coins 50% goods; S0f; items

|Alignment: Usually neurral

| Advancement: By character

| _class \

 Level Adjustment: +1

This_tall_humanoid looks
fike @ cross between @

poteerfully_buiit human and a | i -
lizard, It has clawed hands, o f’w

long tail, and toothy fews

Lizardfolk are primitive reptilian humanoids thar can be very dan-

gerous if provoked

Although they are omnivores, lizardfolk prefer meat; popular
lote holds thar lizardfolk prefer humanoid flesh, but this charge is
largely unfounded {though some tribes do ear captives or slain
foes), Some more advanced tribes build huts and use a variety of
weapons and shields; leaders of these tribes may have equipment
stolen from or obtained in trade with other inrelligent creatures.

4 lizardiolk is usually 6 to 7 feet tall with green, gray, or brown
scales, Its rail is used for balance and is 3 10 4 feet long. A lizardfolk
can weigh from 200 10.250 pounds.

Lizardfolk speak Draconic.

COMBAT

Lizardfolk fight as unorganized individuals. They prefer frontl
assaults and massed rushes, sometimes trying to force foes into the

water, where the lizardfolk have an advantage. If ournumbered or if

their rerritory is being invaded, they set snares, plan ambushes, and
make raids 1o hinder enemy supplies. Advanced tribes use more
,sophisticated tactics and have berter traps and ambushes.

Hold Breath: A lizardfolk can hold its breath for a number of

{rounds equal 1o four times irs Constitution score before it risks
\drowning (see page 304 of the Dungeon Master's Guide).

Skills: Because of theirmils, lizardfolk have a +4 racial bonus on
Jump, Swim, and Balance checks, The skill modifiers given in the
statistics block include a =2 armor check penalty (—+ on Swim
checks) for carrving a heavy shield.

.L:'m el fek

LIZARDFOLK SOCIETY

Lizardfolk have a parriarchal society in which the most powerful |
member rules the athers. Shamans offer advice but rarely become |
leaders themselves. Survivalis the utmost coneern of lizardfolk, and |

{a threatened or starving rribe will go to incredible lengths (even
| committing deeds considered abominable by other humancids) to
LENSUre is cj;intlnur_'d exXisieEnce,

Most tribes live in swamps, but about a third of the papulation
lives in underwater air-filled caves. Local tribes often unite against |

,a greater threat (including hostile lizardfolk tribes) and occasion-
Lally make alliances with locathahs or serve more powerful crea-

tures such as nagas or dragons. In.isclated areas
they survive by fishing, gathering, and scavenging,
while those that live near other humanpids make |
raids for food, supplies, and slaves. A lizardfolk lair |
has half as many noncombatant hatehlings as
adults; and one egg per ten adulrs.
The patron deity of lizardfolk is Semuanya, whose |
chief concern is the survival and propagation of s,
charges,

LIZARDFOLK AS CHARACTERS

Most lizardfolk leaders are barbarians or druids.
% Lizardfolk clerics (shamans) worship Semuanya.
A lizardfolk clertic has access to.mwo of the fol-
lowing domains: Animal, Plant, or Warter.
Lizardfolk charncters possess the following |
macial trairs 4
— +2 Serength, +2 Constitution, =2
Intelligence.
—Medium size. |
—A lizardfolk's base land,
speed is 30 feer
—Racial Hir Dice: A lizard-
folk begins with two levels of
humanoid, which provide 2d8
Hir Dice, a base artack bonus of +1,
{2 and base saving throw bonuses of
Fort +0, Ref 43, and Will +0.
—Racial '-Tkllls Alizardfolk's humanoid levels give it skill
points equal to 5 % (2 + Int modifier, minimum 1}, Its class skills
are Balance, Jump, and Swim. Lizardfolk have 2 +4 racial bonus on
Balance, Jump, and Swim checks.
—Racial Fears: A lizardfolk's humanoid levels give it one fear.
—Weapon and Armor Proficiency: A lizardfolk is automarically
proficient with simple weapons and shields.
— 45 natural armor bonus,
— Natural Weapons: 2 claws (1d4) and bire (1d4).
—Special Qualities (see abovel Hold breath.
—Automatic Languages: Comman, Draconic. Bonus Lan-
guages: Aquan, Goblin, Gnoll, Ore.
—Favored Class: Druid.
—Level adjustment +1,

LOCATHAH

Medium Humanoid (Aquatic)
Hit Dice: 2ds {9 hp)

Initiative: +1

Speed: 10 1. (2 squares), swim 60 fr.

Armor Class: 14 (+1 Dex, +3 natural), rouch 11, flar-footed 13

Base Attack/Grapple: +1/+1
Attack: Longspear +2 melee (1d8/x3) or light crosshaw +2
ranged (1d8/19-20)

Full Attack: Longspear +2 melee {1d8/>3) or light crossbow +2

ranged (1d8/19-20]
Space/Reach: 5 fi./5 ft.




Saves: Fort +3, Ref +1, Will #1

Special Attacks: —

Special Qualities: —

Abilities: Str 10, Dex 12, Con 10, Int_13, Wis 13, Cha 11

Skills: Craft (any one) +6, Listen +6, Spot +6, Swim +8

Feats: Weapon Focus (longspear)

Enyironment: Warm aquartic

\Organization: Company (2—4), patrol (11=20 plus 2 3rd-level
sergeants and 1 leader of 3rd—éth level), or tribe (30-100 plus

sth-level lieutenants, and 3 7th-level captains)
|Challenge Rating: 1,/2
Treasure: Standard
Alignment: Usually neurral
Advancement: By character class
Level Adjustment: +1

| This_humanaid is slender and a little shorter than a
Lheaman. It has fine, yellow-green scales and large fins
Lon its arms ang legs,

The nomadic locathahs dwell in
warm coastal waters, hunting fish
and gathering crustaceans for
food. Although humanocid in
shape, they are clearly more fish
than human.

Locathahs are not partic-
ularly aggressive bur do
{not trust surface dwellers—far
(too many of their kind have been
\swept up in fishing ners.

The average locathah stands 5 feet
.tall and weighs 175 pounds. Females

and males look very much alike, al-
though the former can be recognized
by the two ochre stripes marking their
EEE SACS.

Locathahs speak Aquan,

COMBAT

Any bartle with locathahs usually begins
with the crearures loosing volleys

of bolts from their crossbows;
underwarer, their cross-

bows have a range incre-
ment of 20 feet, If they
have managed to set up an
tambush or other trap, they con-
(tinue 1o employ crossbows for as long as pos-

sible. Otherwise, they close to bring their longspears into play.

Although primarily used for fishing, these spears make formida
ble weapons

Locathahs lack reeth, clows, and other narural weapons, so they
are not especially dangerous if unarmed. A weaponless locathah
will generally turn and flee,

Skills: A locathah has a +8 racial bonus on any Swim check to
pertorm some special action or avoid o hazard. 1t can always
choose to take 10 en a Swim check, even if distracted or endan-

(gered. It can use the run action while swimming, provided it
(swims in a straight line.

LOCATHAH SOCIETY

i Locathah rribes usually move with each change of season, going
where they can find food. They make their encampments in caves,

[70

100% noncombarants plus 1 3rd-level sergeant per 10 adulis, 5 |

rocky areas, or seaweed beds—locales thar afford some conceal-|
ment and protection. Patrols are usually hunting parties after.

small game, but they also keep a lookout for enemies mrespassing

in the tribe’s hunting area. Larger patrols of locathah are some- |

rimes found mracking big animals or engaged in similar activities. |

Entire tribes.come together to trade or hold couneil. |
| . Locathahs revere the deity Eadro, who created both them and
{the merfolk.

LOCATHAH CHARACTERS

A locathah's favored class is barbarian, and most locathah leaders
.are barbarians. Most locathah spellcasters are adeprs. Locathah
\clerics worship Eadro. A locathah cleric has access 1o two of the
following domains: Animal, Protection, or Warer.

LYCANTHROPE

Lycanthropes are humanoids or giants who can rransform them-
selves into animals. In its natural form, a lycanthrope looks like
any other members of its kind, though natural lycanthropes and
those who have been afflicted for a long time tend to have or,
acquire fearures reminiscent of their animal forms, such as
thick, shaggy hair, pointed reeth, or long, strong fingers, In
animal form, a lycanthrope resembles a powerful ver-
sion of the normal animal, but on close inspection, its
eyes (which often glow red in the dark) show a faint
spark of unnatural intelligence.
Evil lycanthropes often hide among normal folk,
emerging in animal form at night (especially undera;
full moon) to spread terror and bloodshed. Good |
lycanthropes tend to be reelusive individuals, uncom- |
fortable around large numbers of people. They often |
live alone in wilderness areas, far from villages and |
1OWns, .
Lycanthropy can be spread like a disease. Some-,
rimes a lycanthrope begins life as a normal
humanoid or giant who subsequently con-
tracts lycanthropy after being wounded by
2 lycanthrope. Such a creamure is called an
afflicted lycanthrope. Other lycanthropes
| are born as lycanthropes, and are known as
natural lycanthropes,

Combat

A lycanthrope in its humanoid (or glant)
form uses whatever tactics and
weapons are favored by others of
its kind, though it tends to be
slightly more aggressive. A lycan-
thrope possesses the senses of its animal
form, including scent and low-light vision,
and it has a deep empathy for {and ability ro commu-
nicate with) animals of its animal form. An afflicred lycanthrope
damaged in combat may be overwhelmed by rage, causing it 1o

change to its animal form invalunarily.

A lycanthrope in animal form fights like the snimal it resem-
bles, although its bite carries the disease of lycanthropy. It is
preternaturally cunning and strong, and possesses damage redue:
tion that is overcome only by silvered weapons. .

Finally, a natural lycanthrope (or an afflicted lycanthrope tha
has become aware of its affliction) can assume a hybrid form that
is 2 mix of its humanoid and animal forme A hybrid has handsand |
can use weapens, but it can also artack with its teeth and claws, A
hybrid can spread lycanthropy with its bite, and it has the same |
damage reduction that its animal form possesses,

WEREBEAK

L This hulking humanaid is covered in shaggy brown fur and has long claws
and 4 bearlike fuce. It carries a greataxe in one paw.



Werebear, Human Form
Medium Humanoid
(Human, Shapechanger)

Werebear, Bear Form
Large Humanoid
(Human, Shapechanger])

Hit Dice: 1dg+1 plus sds+30 (62 hp) 1ds+1 plus 6d6+30 (62 hp)
Initiative: i
Speed: 30 fr. (6 squares) 40 fr. (8 squares)
Armor Class: 15 (+2 natural, +3 studded leather 17 (=1 size, +1 Dex, +7
grmor), touch 10, flar-footed 15 natural), touch 10, flat-foored 16
Base Attack/Grapple: +5/+6 +5/+18
Artack: Greataxe +6 melee (1d12+1/%3) or Claw 413 melee (1d5+2)
throwing axe +5 ranged (1d&+1)
Full Artack: Grentaxe +6 melee (1d12+1/%3) or 2 claws #13 melee (1d849) and
throwing axe +5 ranged (1de+1) bite +11 melee (2d6+4)
Space/Reach: 5 fr./5 fr. 10 fr./5 fr.
Special Artacks: - Improved grab, curse
of lycanthropy

Special Qualiries:
low-light vision, scent

Alternate form, bear empathy,
damage reduction 10/silver,

Alternate form, bear empathy,
damage reduction 10/silver,
low-light vision, scent

Werehear, Hybrid Form
Large Humanoid

[Human, Shapechanger)
1d8+1 plus 6d8+30 (62 hp)

3 | +1

30 fr. (6 squares)

17 (=1 size, +1 Dex, +7 narural)
touch 10, fat-footed 16
+5/+18

Greataxe +11 melee (1d12413/%3)
or claw +13 melee (1d6+9)

Claw +13 melee (1d6+9) and greataxe
+8 melee (1d12+4/%3) and bite +11
melee (1d844) or 2 claws =13 melee
(1d6+9) and bite +11 meles (1d&+4)

10 fr. /10 fr.
Curse of lycanthropy

Alternate form, bear empathy,

low-light vision, scent

Saves: Fort +8, Ref +5, Will +4 Fort +12, Ref +6, Will +4 Fort +12, Ref +6, Will +4

Abilities: Str 13, Dex 11, Con 12 Sir 29, Dex 13, Con 20, Sir 29, Dex 13, Con 20,
Int 10, Wis 11, Cha B Int 10, Wis 11, Cha 8 Int 10, Wis 11, Cha &

skills: Handle Animal +3, Listen +4. Handle Animal +3, Listen +4, Handle Animal +3, Listen +4,
Spor +4, Swim +1 Spot +4, Swim +13 Spot 45, Swim +9

Feats: Endurance, Iron Will®, Multisttack,  (same as human form) (same as human form)
Power Artack, Run, Track®

Environment: Cold forests Cold forests Cold forests

Organization: Solitary, pair, family (3—4), or {same as human form) {same as human form)
troupe (24 plus 1—4 brown bears)

Challenge Rating: 5 5 5

Treasure: Standard Standard Standard

Alipnment: Always lawful good Always lawful good Always lawful good

Advancement: By character class By characrer class By character class

Level Adjustment:  +3 #3 +3

Werebears in humanoid form tend to be stout, well-muscled,and, WEREBOAR

hairy. Their brown hair is thick, and males usually wear beards. |
They may have reddish, blond, ivory, or black hair, matching the |
color of the ursine form. They dress in simple cloth and leather,

garments that are easy to remove, repair, or replace. In their
animal form, werebears are moody and grumpy. They desire only
their own company and seek out evil creatures 1o slay

Combat

Werebears fight just as brown bears do in animal form. In hu-
manoid or hybrid form, they favor large, heavy weapons such as
greataxes or greatswords. The werebear's greataxe is a Medium
wegpon, so it can wield the axe in one hand in hybrid form.

Alternate Form (Su): A werebear can assume the form of a
brown bear or & bear-humanoid hybrid.

Bear Empathy (Ex): Communicate with bears and dire bears,
and +4 racial bonus on Chanisma-based checks against bears and
dire bears.

Curse of Lycanthropy (Su): Any humanoid or giant hit by a
werebear's bite attack in animal or hybrid form must succeed on a
DC 15 Fortitude save or contract lycanthropy.

Improved Grab (Ex): To use this ability, a werebear must be in
bear form and must hitwith a claw arrack. It can then anempt to star
a grappleas a free action without provoking an arack of opportunity.

Skills: Werehears have a +4 racial bonus on Swim checks in any
bear form.

The werebear presented here is a 15t-level human warrior and nat-
ural lycanthrope, using the following base abiliry scores: Sir 13,
Dex 11, Con 12, Int 10, Wis 9, Cha 8,

Stocky and powerful, this fierce humanoid is.covered in short, stiff fur ond
has boarlike fusks

A wereboar in humanoid form rends to be a stocky, muscular indi-
vidual of average height. It dresses in simple garments that are
easy toremove, repair, or replace.

Combat
In any form, wereboars are as ferocious as normal boars. When in
hybrid form, they fight with a weapon and their dangerous gare
artack

Alternate Form (Su): A wereboar can assume the form of a
boar or a boar-humanoid hybrid.

Boar Empathy (Ex): Communicate with boars and dire boars,
and +4 racial bonus on Charisma-hased checks against boars and
dire boars.

Curse of Lycanthropy (Su): Any humanoid or giant hit by the
wereboar's gore attack in animal or hybrid form must succeed ona
DC 15 Fortitude save or contract lycanthropy

Ferocity (Ex): A wereboar is such o tenscious combarant thatit |
eontinues 1o fight without penalty even while disabled or dying. |

 The wereboar presented here is a 15t-level human warrior and nar- |
ural lycanthrope, using the following base ability scores: Str 13,)

Dex 11, Con 12, Inr 10, Wis 9, Cha 8.

WERERAT

Quick and feral, this humanoid is covered with matted brown fur and has o
long, hairless tail, It carries a mpier n.its paw, and its face is distingtly ratlike
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Wereboar, Human Form
Medium Humanoid
{Human, Shapechanger)

Werehoar, Boar Form
Medium Humanoid
(Human, Shapechanger)
1d8+4 plus 3d8+12 (34 hp)

40 fi. (8 squares)

£8 {+8 natural) rouch 10, flat-
foored 18

+3/46

Gore +6 melee {1d8+4)

Gore +6 melee (1d8+4)
jovelin +3 ranged (1dé+1)

Wereboar, Hybrid Form
Medium Humanoid
(Human, Shapechanger)
1d8+4 plus 3d8+12 (34 hp)
£(}

30 fr. (& squares)

18 (+& narural) touch 10,
flar-footed 18

+3/+6

Battleaxe +6 melee (1d8+4/x3) or
claw +6 melee (1d4+3)

Bartleaxe +6 melee (1dB+4/%3)
and gore +1 melee (1dé+17; or

Hit Dice: 1d8+4 plus 3d8+12 (34 hp)
Iniriative: +0 $0
Speed: 20 f1. in scale mail (4 squares);
base speed 30 fi.
Armor Class: 18 (+2 natural, +4 scale mail, +2
heavy shield) touch 10, flar-footed 18
Base Attack/Grapple: +3/+4
Artack: Bartleaxe +4 melee (1d8+1,%3) ar
javelin +3 ranged (1d6+1)
| Full Artack: Battleaxe +4 melee (1d8+1/%3) or
Space/Reach: 5 fr./s ft.
Special Artacks: —

Alternate form, boar empathy,
ferocity, low-light vision, scent

Special Qualities:

5 /5 ft.

Curse of lycanthropy

Alternare form, boar empathy,
damage reduction 10/silver, ferocity,
lgwe-light vision, scent

2 claws +6 melee (1d4+3) and
gore +1 meles (1da+1)
sfr/sfr

Curse of lycanthropy
Alternate form, boar empathy,
damage reduction 10/silver,
ferocity, low-light vision, scent

Saves: Forr +6, Ref +3, Will +3 Fort +9, Ref 43, Will +3 Fort +9, Ref +3, Will +3

Abiliries: Str13, Dex 11, Con 12 Str 17, Dex 11, Con 18, Str 17, Dex 11, Con 18,
Int 10, Wis 11, Cha 8 Int 10, Wis 11, Cha 8 It 10, Wis 11, Cha 8

Skills: Handle Animal +3, Intimidate +3, Handle Animal +3, Intimidare +3, Handle Animal +3, Intimidate +3,
Listen +5, Spot +4 Listen +5, Spot-+4 Listen +5, Spot +4

Feats: Alertness”, Improved Bull Rush, (same as human form) (same as human form)
Iron Will%, Power Artack, Toughness

Environment: Temperate forests Temperate forests Temperate foreses

| Organization: Solitary, pair, brood (3—4), or (same as human form) (same as human form)

troupe (2-4 plus 1— boars)

Challenge Rating: 4 4 +

Treasure: Standard Standard Standard

Alignment: Always neutral Always neurral Always neurral

Advancement: By character class By characrer class By character class

Level Adjnstment;  +3 +3 +3

A wererar in humanoid form rends to be a thin, wiry individual of |

shorter than average heighr. The eyes constantly dart around, and

the nose and mouth may twirch if he or she is excited. Males often |

have thin, ragged mustaches.

Comban

Ln animal form, weretats avoid combar, preferting to use their dire
rat shape for skulking and spying. In hybrid form, s wererat fights
with a rapier and light crossbow,

Alternate Form (Suj: A wererat can assume a bipedal hybrid
form or the form of a dire i

Curse of Lycanthropy (Su): Any humaneid or giane hit by 4

|wererat’s bite artack in animal or hybrid form must succeed on a
DC 15 Fortitude save or contract lycanthropy.

Disease (Ex): Filth fever; bite, Fortitude DC 12, incubation
period 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is
Constimurion-based.

Rat Empathy (Ex): Communicate with rats and dire rats, and +4
ricial bonus on Charlsma-based checks against rats and dire rats.

Skills: A wererat in rapor hybrid form uses its Dexterity modi-
fier tor Climb or Swim checks, It has 2 +8 racinl bonus on Climb
checks and can always choose to take 10 on g Climb check, even if

,rushed or threatened,

Wererats have a +8 racial bonus on Swim checks from their dire
{rat form.

Feats: Wererats gain Weapon Finesse as a bonus feat.

The wererat presented here is based on a 1st-level human warrios

who is a natural lycanthrope, using the following base abiliry |

scores: Sir 13, Dex 11, Con 12, Ing 10, Wis 9, Cha &

WERETIGER

Sleek and powedl, this humanoid has_tawny. strped fur and deadly
claws and teeth, It sands mare than & fees tall,

Weretigers in humanoid form tend 1o be sleekly muscular, raller
than average, and very agile.

Combat

Weretigers can assume a hybrid form as well as an animal form. In
tiger form, they can pounce and grab just as normal tgers do. In
hybrid form, they rely on their deadly claws

Alternate Form (Su): A weretiger can assume o bipedal hybrid
form or the form of a fger.

Curse of Lycanthropy (Su): Any humanoid or giant hit by a
weretiger'’s bite attack in animal or hybrid form must succeed on a
DC 15 Fortitude save or contract lycanthropy

Improved Grab (Ex): To use this ability, a weretiger in tiger
form must hit with a claw or bite attack. It can then attempr to
start a grapple as a free action withour provoking an attack of
opportunity, If it wins the grapple check, it establishes a hold and
can roke.

Pounce (Ex): If a weretiger in tiger form charges an opponent,
it can make a full atack, including rwo rake aracks.

Rake (Ex): Anack bonus +9 melee, damage 1d823.

Tiger Empathy (Ex): Communicate with rigers and dire tigers, |
and +4 racial bonus on Charisma-based checks against rigers and
dire tigers.

Skills: In any form, weretigers have a +4 bonus on Balance
Hide, and Move Silently checks. *In areas of 1all grass or heavy
undergrowth, the Hide bonus improves to +8 in the tiger form.



WEREWOLF _
Short, gray fur covers this lean, feral humanoid, It has
sharp claws and o wolfiike muzzle

The weretiger presented
here is a 1se-level
|1 Lman war-
rior and nat
ural
thrope, using
the following base ability scores
Str 13, Dex 11, Con 12, Int 10, Wis 9,
Cha s

Werewolves in humanoid form have no
distinguishing traits,

lvcan-

Combat
In wolf form. a werewoll

IHerebear
o — can trip just as a normal
wolf does. A werewolf in
hybrid form usually dis
penses with weapon
attacks. though i
can wield a weapon
and use its hite asa
secondary natural
artack

Alternate Form
(Su): A werewolf can
assume 3 bipedal hy-
brid form ot the form of a wolf

Curse of Lycanthropy (Sul:
Anv humanoid or giant hit by a
werewolls hite apack in animal or
hybrid form must succeed ona DC
15 Fortitude save or contract lycan-,

| thropy.

Hrenolf

g

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Artack/Grapple:
Artack:

Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Environment:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Wererat, Human Form
Medium Humanoid
(Human, Shapechanger)
1d8+1 plus 1d8+2 (12 hp)

0

30 ft. |6 squares)

15 (+2 natural, +2 leather, <1
buckler) touch 10, flar-footed 15

+1/42

Rapier +2 melee (1dé+1,/18-20) or
light crossbow +1 ranged (1d8,/19-20)

Rapier+2 melee (1dé6+1,/18-20) or
light crossbow +1 ranged (1d8/19-20)

Alternate form, rat empathy,
low-light vision, scent

Forr +5, Ref +2, Will +4
Sir 13, Dex 11, Con 12
Int 10, Wis 11, Cha &

Climb +0, Handle Animal +3; Hide +1,

Listen +4, Move Silently +0, Spot +4,
Swim +9

Alerimess, Dodge, lron Will"Y, Weapon
Finesse®

Any

Selitary, pair, pack (6-10), ot

troupe (2-5 plus 5-8 dire rats)

5

Standard

Always lawful evil
By character class
+3

Wererat, Dire Rat Form
Small Humanoid

(Human, Shapechanger)
1d8+1 plus 1d8+2 (12 hp)

3

40 ft. (8 squares), climb 20 ft.
17 (+1 size, +3 Dex, +3 narural),
touch 14, flar-footed 14

w1/

Bite +6 melee (1d4+1 plus disease

Hite +6 melee (1d4+1 plus disease)

S5 I

Curse of lycanthropy, disease
Alternate form, rat empathy,
damage reduction 10/silver,
lowe-light vision, scent

Fort +6, Ref +5, Will +4

Ser 13, Dex 17, Con 14

Int 10, Wis 11, Cha 8

Climb +11, Handle Animal +3,

Hide +8, Listen +4, Move Silently +4,

Spot 44, Swim +11
same a5 human form)

Any
(same as human form)

5

Srandard

Always lawful evil
By character class
+3

Wererat, Hybrid Form

Medium Humanoid

{Human, Shapechanger)
ide+1 plus 1d8+2 (12 hp)

+3

30 Fr. (6 squares)

16 {+3 Dex, +3 natural

touch 13, flar-footed 13

+1 /%2

Rapiet +5 melee (1d6+1/18-20)

or light crosshow +4 ranged
|d&/19-20

Rapier +4 melee (1de+1/18-20)

and bite —1 melee (1d6 plus

disease); or light crossbow

+4 ranged (1d8/19-20)

5 ft./5 ft

Curse of lycanthropy, disease

Alternate form, rat empathy,

damage reduction 10/silver,

low-light vision, scent

Fort +6, Ref +5, Will ++

Str13; Dex 17, Con 14

Int 10, Wis 11, Cha 8

Climb +4, Handle Animal +3,

Hide +5, Listen +4, Move

Silently +4, Spot +4, Swim +9

[same a5 human form

Any
same as human form

-

Stndard

Albways lawiul evil
By character class
+3




Trip (Ex): A werewolf in animal form thar his with a bire antack
can attempt to trip the opponent (+2 check modifier] as a free ac
tion without making a touch attack or provoking an attack of op-
portunity. If the attempt fails, the opponent cannot react to trip
the werewolk

Wolf Empathy (Ex); Communicate with wolves and dire |
wolves, and +4 racial bonus on Charisma-based checks against,

\wolves and dire wolves

Skills: *A werewolf in hybrid or wolf form gains a +4 racial}

benus on Suryvival checks when macking by scent

The werewolf presented here is based on a tsr-level human war-
rior and natural lycanthrope, using the following base ability
scores: Str 13, Dex 11, Con 12, Int 10, Wis 9, Cha &,

LYCANTHROPE, WEREWOLF LORD

Feral and pewerful, this humaneid is covered in gray fur and armed with

\sharp claws gnd tegth, It stands as tall 65 an ogre, and it has o walflike |

vmuzzle and hateful eyes.

Stronger, hardier, and more deadly than its lesser fellows, the were- |

wolf lord is 8 murderous beast that delights in wreaking havoc,

The werewolf lord presented here is a 10th-level human fghrer
and narural lycanthrope, using the following base ability scores:
Str 16, Dex 14, Con 14, Int 10, Wis 10, Cha 12,

Weretiger, Human Form
Medium Humanoid
{Human, Shapechanger)

Hirt Dice: 1d8+1 plus 6d8+18 (50 hp)
Initiarive: =+
Speed: 20 ft. in breastplare (4 squares);

base speed 30 f1.

17 {+2 natural, +5 breastplate)
touch 10, flat-footed 17

Base Attack/Grapple: +5/+6

Armor Class:

Artack: Glaive +6 melee (1d10+1/%3) or
composite longbow (+1 Str bonus)
+5 ranged (1d8+1/%3)

Full Attack: Glaive +6 melee (1d10+1/%3) or
composite longbow (+1 Str bonus)
+5 ranged (Td8+1/3)

Space,Reach: 5 fr./5 fr. {10 fr. with glaive)

Special Attacks: —

| Special Qualities: Alternate form, tiger empathy,
low-light vision, scent

Saves: Fort +8, Ref +5, Will +4

Abilities: Str13, Dex 11, Con 12
Int 10, Wis 11, Cha 8

Skills: Balance +0, Climb +1, Handle
Animal +3, Hide +0, Listen +6,
Move Silently +0, Spot +6

Feats: Alertness®, Combar Beflexes, Improved
Initiative, Improved Narural Arack
{bite, clow), Iron Will®

Environment: Warm forests

Organization: Solitary or pair

Challenge Rating: 5

Treasure: Srandard

Alignment; Always neueral

Advancement: By character class

Level Adjustment: 43

Combat

Werewalf lords can assume a hybrid form as well as an animal

form. In dire wolf form, they can trip just as normal wolves do, In |

hybrid form, they can wield weapons or fight with their claws.
Alternate Form (Su): A werewolf lord can assume a bipedal

| hvbrid form or the form of a dire wolf.

Curse of Lycanthropy (Su) Any humanoid or giant hir by a
werewolf lords bite artack inwolf or hybrid form must succeed on
a DC 15 Fortitude save or contract lycanthropy

Trip (Exk A werewoll lord in dire wolf form that hits with a bite
attack can attempt to trip the opponent (+15 check modifier) as a
free action without making a touch atrack or provoking an attack of
opportunity. If the atrempt fails, the opponent cannot react to trip
the werewolf lord.

Wolf Empathy (Ex): Communicate with wolves and dire
wolves, and +4 racial bonus on Charisma-based checks against

wiolves and dire wolves

Skills: *A werewolf lord in hybrid or wolf form gains a +4 racial

\bonus on Survival checks when tracking by scent.

Possessions: +2 millunl chain shird, +3 heavy shield, +2 bastard swond,
gauntlets of ogre power, cloak of resstance +2, masterwork composite
longbow (+4 St bonus), (Different werewolf lords may have dif-

ferent possessions.)

HILL GIANT DIRE WEREBOAR

This grant is covered in_shors, bristly fur and has sharg clows. lis head is
piglike, with jutting tusks and small, angry red eyes,

Weretiger, Tiger Form
Large Humanoid
{Human, Shapechanger)
1d&+1 plus 6d&+18 (50 hp)
+0

40 fe. (8 squares)

16 (=1 size, +2 Dex, +5 natural),

touch 11, flat-footed 14
+5/+16
Claw +11 melee (1d8+7

2 claws +11 melee (1d8+7) and
bite +# melee (2d6+3)

10 fr./s fr.

Pounce, improved grab, rake,
curse of lycanthropy

Alternate form, tiger empathy,
damage reduction 10/silver,
low-light vision, scent

Fort +10, Ref 47, Will +4

Str 25, Dex 15, Con 16

Int 10, Wis 11, Cha 8

Balance +6, Climb +12, Handle

Animal +3, Hide +2% Listen +&,

Move Silently +12, Spot +4
(same as human form)

Warm forests

{same as human form)
5

Standard

Always neutral

By character class

+3

Weretiger, Hybrid Form
Large Humanoid
{Human, Shapechanger)
1de+1 plus 6ds+18 (50 hp)
+i

30 fi. (6 squares)

16 (=1 size, +2 Dex, +5 naural),
touch 11, flat-footed 14

+5/416

Claw +11 melee (1d8+7)

2 claws +11 melee (1d8+7) and
bite +6 melee (2d6+3)

10 fr./10 fi.
Curse of lycanthropy

Alternate form, tiger empathy
damage reduction 10/silver,
low-light vision, scent

Fort +10, Ref +7, Will +4

Str 25, Dex 15, Con 16

Int 10, Wis 11, Cha 8

Balance +6, Climb +12, Handle
Animal 43, Hide «2, Listen «6,
Move Silently +12, Spot +6
(same as human form)

Warm forests

(same as human form)
5

Standard

Alveays neutral

By character class

43



Werewolf, Human Form
Medium Humanoid
{Human, Shapechanger)

Hit Dice: 1ds+1 plus 2d8+6 (20 hp)

Initiative: +4

Speed ; 30 ft. (6 squares)

Armor Class: 17 (+2 natural, =4 chain shiry, +1 light

shield) touch 10, lar-footed 17
Base Attack/Grapple: +2/+3

Werewolf, Wolf Form

Medium Humanoid

(Human, Shapechanger)

1d8+1 plus 2d8+6 (20 hp)

40

50 fr. (10 squares)

16 (+2 Dex, +4 natural), touch 12,
flat-footed 14

/44

Werewolf, Hybrid Form
Medinum Humanoid

{Human, Shapechanger)

1d8+1 plus 2d8+6 (20 hp)

6

30 fr. (6 squares)

16 (42 Dex, +4 natural), touch 12,
flat-footed 14

+2/+4

Artack: Longsword +3 melee (1d8+1,/19-20) or Bite +5 melee (1d6+3) Claw +4 melee (1d4+2)
light crossbow +2 ranged (1d8/19-20)

Full Attack: Longsword +3 melee (1d8+1/19-20) or Bite +5 melee (1d6+3) 2 claws +4 melee (1d4+2) and
light crosshow +2 ranged (1d8/19-20) bite +0 melee (1d6+1)

Space,/Reach: § fr./s fr. 5 ft/5 fr. 5 ft./5 [,

Special Artacks: - Curse of lycanthropy, mrip Curse of lycanthropy

Special Qualities:  Alternate form, wolf empathy, Alrernate form, wolf empathy, Alrernate form, wolf empathy,
low-light vision, scent damage reduction 10/silver, damage reduction 10/silver,

low-light vision, scent lowe-light vision, scent

Saves: Fort 46, Ref +3, Will +2 Fort +8, Ref +5, Will +2 Fort +8 Ref +5, Will +2

Abiliries: Str 13, Dex 11, Con 12 Sir 15, Dex 15, Con 16, Str 15, Dex 15, Con 16,
Int 10, Wis 11, Cha 8 Int 10, Wis 11, Cha 8 Int 10, Wis 11, Cha &

Skills: Handle Animal +1, Hide +1, Listen +1, Handle Animal <1, Hide +6, Listen +1, Handle Animal +1, Hide +6,
Move Silently +2, Spot +1, Survival 42 Move Silently +6, Spot +1, Survival 2% Listen +1, Move Silently +6,

Spot +1, Survival +2°

Feats: Improved Initiative, Iron Will®, {same as human form) {same as human form)
Stealthy, Track®, Weapon Focus (bite)

Environment: Temperate forests Temperate forests Temperate forests

Organization: Solitary, pair, pack (6-10), or (samne as human form) {same as human form)
troupe (2-5 plus 5-8 wolves]

Challenge Rating: 3 3 3

Treasure: Standard Standard Standard

Alignment: Always chaotic evil Always chaotic evil Always chaotic evil

Advancement: By character class By character class By character class

Level Adjustment: <3 41 +3

Diire wereboars in giant form look much like normal hill giants,
though slightly stockier, and with coarser, stiffer hair and stiff

The dire wereboar described here is based on o hill giant and nagu-

ral lycanthrope with normal ability scores for a hill giant

Combat

Dire wereboars anger quickly, They usually begin a battle in giant
form, then switch to hybed form to take advanrage of their im-
mense strength in that shape, They like 1o use their Improved Bull
Rush and Improved Sunder feats 1o shove opponents around and
smash their weapons and shields.

Alternate Form (Su): A dire wereboar can assume a bipedal
hybirid form or the form of a dire boar.

Boar Empathy (Ex): Communicate with boars and dire boars,
and +4 racial bonus on Charisma-based checks against boars and
dire boars.

Curse of Lycanthropy (Su): Any humanoid or giant hit by a
dire wereboar’s bite armck in animal or hybrid form must succeed
on a DC 15 Fortitude save or contract lj'c:jnl;hmpy

Ferocity (Ex): A dire wereboar is such a tenacious combatant that
it continues to fight without penalry even while disabled or dying

CREATING A LYCANTHROPE

“Lycanthrope” is a template that can be added to any humanoid or
giant (referred to hereafter as the base creature), The lycanthrope
| template can beinherited (for natural lvcanthropes) oracquired (for
afflicted lycanthropes). Becoming a lycanthrope is very much like
multiclassing as an animal and gaining the appropriate Hit Dice

Size and Type: The base creature’s type does not change, but the
creature gains the shapechanger subrype. The lycanthrope takes on
the characteristics of some rype of carnivorous or omnivorous creg:

ture of the animal type (referred to hereafter as the base animal).
This animal can be any predator, scavenger, or omnivore whose
size is within one size category of the base crearure’s size (Small,
Medium, or Large for a Medium base creature). Lycanthropes can
also adopt a hybrid shape that combines features of the base crea-
ture and the base animal. A lycanthrope’s hybrid form is the same
size as the base animal or the base creature, whichever is larger.

A lycanthrope uses either the base creature’s or the base animal’s
statistics and special abilities in addition to those described here

Hit Dice and Hit Points: Same as the base creature plus those
of the base animal To caleulate total hit points, apply Constitution
modifiers according to the score the lycanthrope has in each form.
For example, s human commoner with a Constitution score of 11
as 2 human and a Constirution score of 15 as a wolf has 1d4 plus
2d8+4 hir points.

Speed: Same as the base creature or base animal, depending on
which form the lycanthrope is using. Hybrids use the base cres-
ture's speed.

Armor Class: The base creature’s natural armor bonus increases
by +2 in all forms. In hybrid form, the lyeanthrope’s narural armor
bonus is equal to the natural armor bonus of the base animal or the
base creature, whichever is better,

Base Attack/Grapple: Add the base artack bonus {or the base
animal to the base attack bonus for the base creature, The lycan- |

thrope's grapple bonus uses its artack bonus and modifiers for
Strength and size depending on the lycanthropes form.

Attacks: Same as the base creature or base animal, depending |
on which form the lycanthrope is ysing. A lycanthrope in hybrid |

form gains two claw artacks and a bite artack a5 natural weapons

| These weapons deal damage based on the hybrid form’s size. A hy-

brid may areack with a weapon and a bite, or may attack with irs
natural weapons. The bite attack of a hybrid is a secondary amack
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Werewolf Lord, Human Form
Medium Humanoeid
{(Human, Shapechanger)

Werewolf Lord, Dire Wolf Form
Large Humanoid
{Human, Shapechanger)

Werewolf Lord, Hybrid Form
Large Humanoid

(Human, Shapechanger)
10d10+20 plus 6d8+30 (132 hp)
44

30 ft. (6 squares)

19 (—1 size, +4 Dex, +6 natural),
touch 13, flar-footed 15

14/427

Claw +24 melee (1de+11) or
+2 hastand sword +27 melee
(2d8+15/17-20)

2 claws +24 melee {1d6+11) and
bire 420 melee (2d6+5/19-20); or
+2 bastand swond +27/+22/ %17
melee (2d8+15/17-20) and

bite +20 melee (2d6+5/19-20)
10 fr /10 fr.

Curse of lycanthropy

Alternate form, wolf empathy,
damage reducrion 10/5ilver,
lowe-light vision, scent

Fort +17, Ref +12, Will +11

Sir 32, Dex 18, Con 20

Int 10, Wis 12, Cha 12

Handle Animal +4, Hide +&,
Listen +%, Move Silently +12,
Spot+13, Survival +5°

ISame 35 ITLIITI.'II.'I torm)

Temperate forests
same a5 human form)

14

Standard

Always chaotic evil
By character class
+3

example, o hill giant bitten by a wererat), the victim cannot con-
tract lycanthropy from that lycanthrope. Afflicted lycanthropes

Special Qualities: A lycanthrope tetains all the special quali-

Hit Dice: 10d10+20 plus 6d§+30 (132 hp) 10d10+20 plus 6d&+30 (132 hp)
Initiative: +2 +4
Speed : 30 f1. (6 squares) 40 fr. {8 squares)
Armor Class; 26 (+2 Dex, +3 natural, +6 +2 mithml 19 (-1 size, +4 Dex, +6 natural),
chain shirt, 5 +3 heavy shicld) touch 13, flat-footed 15
touch 12, flar-foored 24
Base Attack/Grapple: +14/+18 +14/+29
Artack: +2 bastard sword +21 meles Bite +25 melee (2d6+16,/19-20)
(1d10+8/17-20) ar masterwork
composite longbow (+4 Str bonus]
+17 ranged (1d8+4/53)
Full Attack: +2 bastard swond +21/+16/+11 melee  Bite +25 melee (2de+16/19-20)
(1d10+8/17-20] or masterwork
composite longbow (+4 Str bonus]
A7/ 12 +7ranged (1d8+4/x3)
Space/Reach: sf/sfir 10 fr./5 fr.
Special Attacks: — Curse of lycanthropy, trip
Special Qualities:  Alternate form, wolf empathy, Alternare form, wolf empathy,
low-light vision, scent damage reduction 10/5ilver,
low-light vision, scent
Saves: Fort +16, Ref+12, Will +13 Fort +17; Ref +12, Will +11
Abilities: Str 18, Dex 14, Con 14 Str 32, Dex 18, Con 20
Int 10, Wis 12, Cha 12 Int 10, Wis 12, Cha 12
Skeills: Handle Animal +4, Hide +6, Listen +9, Handle Animal 44, Hide +6, Listen +9,
Move Silently +8, Spot +13, Move Silently +12, Spot +13,
_ Survival +5 Survival +5*
Feats: Alertness, Cleave, Combar Reflexes,  (same as human form)
Exotic Weapon Proficiency (bastard
Sword), Improved Critical (bastard sword),
Improved Critical (bite), Improved Nanaral
Armor, Improved Matural Attack (bite),
Iron Will", Power Amack, Bun, Stealthy,
Track®, Weapon Focus (bastard sword),
Weapon Focus (bite), Weapon
Specializarion (bastard sword)
Environment: Temperate forests Temperste forests
Organization: Solitary, pair. or pack (1-2 werewolf  (same a5 human form)
lords plus 2—4 werewolves plus
58 wolves)
Challenge Rating: 14 14
Treasure: Standard Standard
Alignment: Always chaotic evil Always chaotic evil
Advancement; By character class By characrer class
Level Adjustment:  +3 +3
Hybrid Size Claw Bite
Small 1d3 1d4
Medium 1d4 1d6 cannot pass on the curse of lycanthropy
Large 1d6 1d8
Huge 2d4 2de

Damage: Same a5 the base crearure or base animal, depending

en which form the lycanthrope is in

ties of the base creature and the base animal, and also gains those

described below

Alternate Form (Su): A lycanthrope can shift into animal form as

Special Attacks: A lycanthrope retains the special atracks of
the base creature or base animal, depending on which form it is
using, and also gains the special attacks described below.

A lycanthrope’s hybrid form does nort gain any special attacks of

|the base animal. A lycanthrope spellcaster cannot cast spells with
{verbal, somatic, or material components while in animal form, or

|spells with verbal components while in hybrid form.

Curseof Lycanthropy (Su); Any humanaid or glant hin by a namral
Iycanthrope’s bite attack in animal or hybrid form must succeed
on 3. DC 15 Fortitude save or contract lycanthropy. If the victim’s |
size is not within one size category of the lycanthrope ({or,

though using the polymorph spell on frself, though it gear is not
affected, it does not regain hit points for changing form, and only
the specific animal form indicated for the lycanthrope can be
assumed, It does not assume the ability scores of the animal, bur )
instead adds the animal's physical ability score modifiers o its
own ability scores. A lvcanthrope also can assume a bipedal hybrid |
form with prehensile hands and animalistic fearures,

Changing o or from animal or hybrid form is a standaed aerion,

|A slain lycanthrope reverts to its humanoid form, although it

remains dead. Separated body parts retain their animal form, how-
ever. Afflicted lvcanthropes find this ability difficulr to contrel



(see Lycanthropy as an Affliction, below), but natural lycanthropes
have full conrrol over this power.

Damage Reduction (Ex): An afflicted lycanthrope in animal or
hybrid form has damage reduction 5/silver, A narural lycanthrope
in animal or hybrid form has damage reduction 10/silyer :

Lycanthropic Empathy (Ex): In any form, lycanthropes can com- |
municate and empathize with normal or dire animals of their
animal form. This gives them a ++ racial bonus on checks when
influencing the animal’s attitude and allows the communication |
of simple concepes and (if the animal is friendly) commands, such |
as “friend,” “foe,” “Hlee,” and “artack.”

Low-Light Vision (Ex}: A lycanthrope has low-light vision in any
torm.

Seent (Ex): A lycanthrope has the scent ability in any form.

Base Save Bonuses: Add the base save bonuses of the base
animal to the base save bonuses of the base creature,

Abilities: All lycanthropes gain +2 1o Wisdom. In addition,
when in animal form, a lycanthrope's physical ability scores |

improve according toits kind, as set out in the table below. These |
adjustments are equal to the animal's normal ability scores 10 or
-11. For example, a werecrocodile (Str 19, Dex 12, Con 17) would |
add Str +8, Dex +2, and Con +6 to its normal ability scores when it
takes crocodile form. A lycanthrope in hybrid form modifies irs
physical ability scores by the same amount.

In addition, a lycanthrope may also gain an additional ability
score increase by virrue of irs exera Hit Dice,

Skills: A lycanthrope gains skill points equal 10 (2 + Int modifier,

minimum 1) per Hit Die of its animal form, as if it had multiclassed |
into the animal rype. (Animal is never its first Hit Die, though, and |
it does not gain quadruple skill points for any animal Hit Die.) Any. |
skill given in the animals description is a class skill for the Iycan-)

|thrope's animal levels. In any form, a lycanthrope also has any racial
iskill boruses of the base creature and of the base animal, although
|conditional skill bonuses, such as a weretiger's camouflage bonus

on Hide checks, only apply in the associated form,

Feats: Add the base animal's feats to the base crearure’. If this
resules in a lycanthrope having the same feat pwice, the lycanthrope |
gains no additional benefit unless the feat normally can be taken |
more once, in which case the duplicated fear works as noted in the
feat description, This process may give the lycanthrope more feats
than a character of its total Hit Dice would normally be entitled 1o; |
if this occurs, any “extra’ fears are denoted as bonus feats

It's possible that a lycanthrope cannot meet the prerequisites for

\all irs fears when in humanoid form. If this occurs, the lycan-

thrope still has the feats, but cannot use them when in humanoid

|form, A lycanthrope receives Iron Will as 3 bonus feat.

Environment: Same as either the base creature or base animal

Organization: Solitary or pair, sometimes family (3—4), pack
6-10), or troupe (family plus related animals) !

Challenge Rating: By class level or base creature, modified
according to the HD of the base animal: 1 HD pr 2 HD, 42, 3 HD
o 5 HD, 3.6 HD ro 10 HD, +4; 11 HD 1o 20 HID, +5; 21 or more
” ”. t .

Treasure: Standard.

Hill Giant Dire Werchoar
Giant Form
Large Giant (Shapechanger)

Hill Giant Dire Wereboar
Dire Boar Form
Large Giant (Shapechanger)

Hit Dice: 12d&+51 plus 7dB+49 (185 hp) 12d8+51 plus 7d84+49 (185 hp)
Initiative: -1 -1
Speed: 30 f. in hide armor (6 squares): 40 ft. (8 squares)
base speed 40 f1
Armor Class: 22 (-1 size, =1 Dex, +11 natural, 16 (~1 size, —1 Dex, +8 natural),
¢3 hide armor), touch 8, flar-foored 22 twouch 8§, far-foored 16
Base Attack/Grapple: +14/+25 +14/+33
Artack: Greatclub +21 melee (2d8+10) or Gore +28 melee (1d8+22
slam +20 melee (1d447) or
rock +12 ranged (2d6+7)
Full Attack: Greatclub +21/+16 melee (2d8+10) or  Gore 428 meles (1d8+23)
2 slams +20 melee (1d4+7) or
rock +12 mnged (2dé+7)
Space/Reach: 1o fr./10 ft. 10 fr./s fi.
Special Artacks: Rock throwing Curse of lycanthropy

Special Qualities:

Alternate form, boar empathy, ferocity,
low-light vision, rock catching, scent

Alternate form, boar empathy,
damage reduction 10/silver,
ferocity, low-light vision, scent

Saves: Fort +17, Bef +8, Will +12 Fort +20, Ref +8, Will <12
Abilities: Str 25, Dex 8, Con 19, Str 41, Dex 8, Con 25,
Int 6, Wis 12, Cha 7 Int 6, Wis 12, Cha 7
Skills: Climb +10, Jump +10; Listén +10, Climb +18, Jump +22, Listen +10,
Spot+12 Spor+12
Feats: Alermess?, Cleave, Endurance, (same a5 giant form)
Improved Bull Rush, Improved
Sunder, Iron Will¥, Power Attack,
Weapan Focus (grearclub)
Environment: Temperate hills Temperate hills
Organization: Solitary, pair, brood (3—4), or (same as glant form)
troupe (2—4 plus 1-4 dire boars]
Challenge Rating: 11 11
Treasure: Standard Standard
Alignment: Always neurral Always neutral
Advancement: By character class By character class
Level Adjustment:  +7 +7

Hill Giant Dire Wereboar
Hybrid Boar Form

Large Giant (Shapechanger)
12ds+51 plus 7ds+49 (185 hp]
=1

40 ft. (8 squares)

19 (=1 size, =1 Dex, +11 nareral),
touch &, fla-footed 19

+14/433

Greatclub +29 melee (248+22) or
claw +28 melee (1d6+15)

Grearclub +29 melee (2d8+22)
and gote +23 melee (1d&+7 ) or
2 claws +28 melee (1d6+15)
and gore +23 melee (1d847)

10 fr./10 fr.

Curse of lycanthropy

Alternate form, boar empathy,
damage reduction 10/5ilver,
ferociry, low-light vision, scent
Fort +20, Ref +8, Will +12

Str 41, Dex 8 Con 25,

Int 6, Wis 12, Cha 7

Climb +18, Jump +22, Listen 10,
Spor+12

{same as giant form)

Temperate hills
LEIme 45 glant [orm

11

Standard

Always neutral
By character class

¥




Alignment: Any. Noble creatures such as bears, eagles, and
lions tend to produce good-aligned lycanthropes. Sinister crea-
tures such as rars, snakes, and wolves tend to produce evil-aligned
lycanthropes. This is a reflection of how these animals are per-

eeived, not any innate quality of the animal itself, so the Dungeon .
Master can arbitrarily assign the alignment of the animal form. |

Advancement: By character class
Level Adjustment: Same as the base creature +2 (afflicted) or

L+3 (natural). In addidon, a lycanthrope's character level is.
increased by the number of racial Hit Dice the base animal has. |

CoMMON LYCANTHROPES.

I Animal or Hybrid Form Preferred
Name Animal Form_ Ability Modifiers Alignment
Werebear Brown bear St =16, Dex 42, Con 48 Lawful good
Weraboar Boar Str =4, Con +6 MNeutral

 Wererat Dire rat Dex +6, Con +2 Chaotic evil

| Weretiger Tiger Str +12, Dex +4, Con +6 Meutral

| Werewolf Wolf Str+2, Dex +4, Con +4 Chaotic evil |

| Dire wereboar Dire boar Str+16, Con +6 Meutral |

LYCANTHROPY AS AN AFFLICTION

When a character contraces lycanthropy through a lycanthrope’s
bite (see above], no symproms appear until the first night of the
next full moon, On that night, the afflicted character involuntarily
assumes animal form and forgets his or her own identiry, rem-
\potarily becoming an NPC under the DM control. The character
|remains in animal form, assuming the appropriate alignment,
{until the next dawn.

The character’s actions during this first episode are dicrated by
\the alignment of its animal form. Good-aligned Ivcanthropes seek
\to aveid sentlements or travelers and nonnatural environments,
(seeking our wilderness environs. They may hunt the nagural prey
{of their kind, but avoid atracking good and newrral intelligent crea-

tures. Evil-aligned lycanthropes seek to murder as many intelligent
creatures as possible, often killing their own family members and

friends. They generally seek our places where such victims may be |
found. Meurral creatures seek remote areas and avoid contact with
civilization, but might attack travelers or other folk abroad in the |
wilderness if the travelers are few in number. However, the amack |
is driven by natural ferocity and hunger, not malice. In any case, .

the character remembers nothing abour the entire episode (or sub-
sequent episodes) unless he succeeds ona DC 15 Wisdom check, in
which case he becomes aware of his lycanthropic condition.
Thereafter, the characrer is subject to involuntary ransforma-
tion under the full meon and whenever damaged in combat. He or
she feels an overwhelming rage building up and must succeed on
.a Control Shape check (see page 303) 1o resist changing into
lanimal form. Any player character not yet aware of his or her
\ycanthropic condition temporarily becomes an NPC under the
\DM’s control during an involuntary change, and acts as described
above depending on the alignment of his or her animal form,
A character with awareness of his condition retrains his identity
and does not lose control of his actions if he changes. However,
each time he changes to his.animal form, he must make a Will
save (DC 15 + number of imes he has been in animal form) or
permanently assume the alignment of his animal form in all
shapes. An evil lycanthrope who is aware of his actions in animal
form is not compelled o murder and kill indiscriminately, but he
.delights in bloodshed and will certainly seek cut opportunities 1o
islaughter intelligent beings, preferably those of his own race.
Once a character becomes aware of his affliction, he can now vol-
{untarily artempt to change o animal or hybrid form, using the
{appropridte Control Shape check DC (see page 303), An attempt isa
standard action and can be made each round. Any voluntary change
to animal or hybrid form immediately and permanently changes |
the characrer’s alignment 1o that of the appropriate lycanthrope. |

Changing Form

Changing form is a standard action. If the change is involuntary, the |
character performs the change on his next wm following the g
gering event. Changing to animal or hybrid form ruins the charse-
ster's armor and clothing (including any items worn) if the new form
|15 Iarger than the character’s natural form; carried items are simply
.dropped. Characters can hastily doff clothing while changing, bt
not armor. Magic armor sunvives the change if it succeeds on a DC
15 Fortitude save. An afflicted character who is notaware of his con- |
_dirion remains in animal form until the next dawn. An afflicred
| character whio is aware of his or her condition (see above) can ry 1o
resume humanoid form following a change (voluntary or involun-
tary) with a Control Shape check, but if he fails his check, he
remains in animal (or hybrid) form wnil the following dawn.

Curing Lycanthropy

_An afflicred character who eats a sprig of belladonna (also called

(wolfsbane) within 1 hour of a lycanthrope’s attack can amempt a |
\DC 20 Fortitude save to shake off the affliction. If 2 healer admin- |
isters the herb, use the character’s save bonus or the healer’s Heal
modifier, whichever is higher. The character gets only one chance,
no marter how much belladonna is consumed. The belladonna
must be reasonably fresh (picked within the last week).

However, fresh or nor, belladonna is toxic. The characrer must
succeed on a DC 13 Fortitude save or mke 1dé points of Strength
damage. One minute later, the character must succeed on a second
DC 13 save or take an additional 2dé points of Strength damage. |

A remove disease or heal spell cast by a cleric of 12th level or)
higher also cures the affliction, provided the character receives the
spell within three days of the lycanthrope’s atmack, .

The only ather way to remove the afflicrion is 1o cast remove
curse or break enchantment on the character during one of the three |
days of the full moon. After receiving the spell, the characrer must
succeed on a DC 20 Will save 1o break the curse (the caster knows
if the spell works). If the save fails, the process must be repeated.
Characters undergoing this cure are often kept bound or confined
in cages until the cure takes effect.

Only afflicred lycanthropes can be cured of lycanthropy.

LYCANTHROPES A5 CHARACTERS

Since they live in the wilderness, most lycanthropes become bar-
barians.or rangers. Wererats tend 1o become rogues. Becoming a
lycanthrope does not change a character’s favored class but usually
changes alignment (see above). This alignment change may cause
characters of certain classes ro lose some of their class fearures, as
noted in Chapter 3 of the Player's Handbook,

Lycanthrope characters possess the following racial trairs.

— &2 Wisdom. Physical abilities are increased by the animal
form's ability modifiers when a lycanthrope changes 1o irs hybrid
or animal forms.

—Size same as the base creature or the base animal form.

—Low-light vision in any form.

—Seent in any form.

—Racial Hit Dice: A lycanthrope adds the Hit Dice of its animal
form 1o its base Hir Dice for race, level, and class, These additional
Hit Dice modify the lycanthrope’s base attack bonus and base
saving throw bonuses accordingly.

—Racial Skills: A lycanthrope adds skill points for its animal

Hit Dice much as if it had multiclassed into the animal rype. It
gains skill points equal to (2 + Int modifier, minimum 1] per Hir
\Die of the animal form. Any skills that appear in the animals
descriprion are rreated as class skills for the lycanthrope’s animal
levels, The lycanthrope’s maximum skill ranks are equal 1o its |
animal form Hit Dice + its racial Hir Dice (if any) + its class levels
[+ 3, Anv racial skill adjustments of the lycanthrope's base race and
{its animal form (bur not conditional adjustments) are added 1o its

skill modifiers in any form.



—Racial Fears: Add the animal's Hit Dice to the base character’s
own Hit Dice to determine how many fears the character has. All
lycanthropes gain Iron Will as a bonus fear.

— +2 natural armor bonus in any form.

—Special Qualities (see above): Alternate form, lycanthropic,
empathy, curse of lycanthropy (in animal or hybrid form only). |

—Afflicted lycanthrope: damage reduction 5/silver (in animal |
vor hybrid form onlyl 1

—Narural lycanthrope: damage reduction 10/silver (in animal |
|or hybrid form only).

—Automatic Languages: As base creature.

—Favored Class: Same as the base creature.

—Level adjustment: Same as the base crearure +2 (afflicred) or
+3 (natural).

MAGMIN

Small Elemental (Fire, Extraplanar)
| Hit Dice: 2d8+2 (11 hp)
Initiative: +0
Speed: 30 ft. (6 squares)
Armor Class: 17 (+1 size, +6 narural), touch 11, flar-foored 17
Base Attack/Grapple: +1/-1
Attack: Burning touch +4 melee rouch (1d8 fire plus combus-
tion) or slam +4 melee (1d3+3 plus combustion)
Full Attack: Burning touch +4 melee touch (1d8 fire plus
combustion) or slam +4 melee (1d3+3 plus combustion)
Space/Reach: 5 fr./s fr.
| Special Attacks: Combustion, fiery aura
Special Qualities: Damage reduc-
tion 5/magic, darkvision &0 fr.,
elemental traits, immunity to fire,
melt weapons, vulnerability to cold
Saves: Fort +3, Ref +3, Will «0
Abilities: Str 15, Dex 11, Con 13, Int
8, Wis 10, Cha 10
Skills: Climb +4, Spot +3
Feats: Great Fortitude
Environment: Elemental Plane of Fire
Organization: Solitary, gang (2-4), or
squad (6-10)
Challenge Rating;: 3
Treasure: Standard coins; standard
goods (nonflammables only); standard
items (nonflammables only)
Alignment: Always chaotic neutral
Advancement; 3—4 HD (Small}; 5-6
HD (Medium
| Level Adjustment: —

This_glowing, humanaid_creature
looks like o stumpy human sculpted
from fire and flowing lova. It radis
ates heat like a small bonfire, and
it has @ gleeful, almost mali-
cious smile on its face,

Magmins are small,
human-shaped
beings from the 58
\Elemental Plane of
| Fire that radiate intense
{heat and are wreathed in an aura of
|searing flames, .
Although not evil, these fiery crearures are extremely mischi=
viorus, They like to warch things burn, perhaps lacking the ability to
understand that flames are painful or even deadly o other creatures

A typical magmin is 4 feet tall and weighs 400 pounds,
Magmins speak Ignan.

COMBAT

Although small, magmins are dangerous opponents. Their touch

{is effective against those whe lack protection or immuniry from
{heot and Mlames, but if faced with opponents who have immunity

to fire, magmins rely on their slam arack. In any case, magmins
are not valiant fighters. They usually flee if injured, although often |

.only far enough to set up a fiery ambush for their enemies,

A magmin’s natural weapons are treated as magic weapons for |
the purpose of overcoming damage reduction.

Combustion (Ex): Anyone a magmin touches mustsucceed on
a DC 12 Reflex save or take an extra 1d8 poings of fire damage as |
clothes ignite or armor becomes searing hot. The damage contin- |
ues for another 1d442 rounds after the magmin’s last successful

.artack. Magmins can also ignite flammable marerials with a touch.
The save DC is Constirution-based,

Fiery Aura (Ex): Anyone within 20 feet of 2 magmin must suc-

jceed on a DO 12 Fortitude save or take 1dé points of heat damage

per round from the intense hear. The save DC is Constiturion-
based, }

Melt Weapons (Ex): Any metal weapon that strikes o magmin
must succeed on a DC 12 Fortitude save or meltaway into slag
The save DC is Constinurion-based.

MANTICORE

Large Magical Beast
Hir Dice: 6d10+24 (57 hp)
Initiative: +2
Speed: 30 ft. (6 squares), fly
50 ft. (clumsy)
Armor Class: 17 (=1 size, 42
Dex, +6 narural), touch 11,
¥ flar-footed 15
Base Attack/Grapple: +5/+15
Attack: Claw +10 melee
(2d4+5) or & spikes +8 ranged
(1dg+2/19-20)
Full Artack: 2 claws +10
melee (2d4+5) and bire +8
melee (1d8+2); or 6 spikes +8
ranged (1d8+2/19-20)
Space/Reach: 10 fr./s fn
Special Artacks: Spikes
Special Qualities: Darkvision
60 fi., low-light vision, scent
Saves: Fort +9, Ref +7, Will 43
_Abilities: Sir 20, Dex 15,
Con 19, Int 7, Wis 12, Cha 9
Skills: Listen +5, Spot 49,
Survival +1
Feats: Flyby Arrack,
Mulriarrack, Track®, Weapon
Focus (spikes)
Environment;: Warm
arshes
Organization:
Solitary, pair.or pride .
{36
Challenge Rating: 5
asure: Standard
Ersually lawful evil
' i - rEek 17-18 HD (Huge)
Level Adjustment: +3 (cohort)
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This creature {s @ monster in every sense of the word, 18 has the heod of o
vaguely humanoid beast, the body of a lion, ond the wings of o

drogon. The creature’s back is set
with cunved barbs, and its fong
tail ends in a cluster of
deadly spikes.

IManticores are tierce crea
tures that hunt widely for living flesh. They are
cunning and evil. A manticore can be o deadly
enemy ot a powerful ally.

A typical manticore is about 10 feet long and
weighs about 1,000 pounds.

Manticores speak Common

COMBA

A manticore begins most attacks with a velley of spikes, then
closes. In the outdoors; it often uses its powerful wings to stay
aloft during battle.

Spikes (Ex): With a snap of its tail, a manticore can locse a
volley of six spikes as a standard action (make an attack roll for
each spike). This artack has a range of 180 feet with no range incre-
ment. All targets must be within 30 feet of each other. The creature
can launch only rwenry-four spikes in any 24-hour period

Skills: *Manticores have a +4 racial bonus on Spot checks

MEDUSA

| Medium Monstrous Humanoid
Hit Dice: 6d8+& (33 hp)
Initiative: +2
Speed: 30 fr. (6 squares)
Armor Class; 15 (+2 Dex, +3 pamural), touch 12, flar-footed 13
Base Artack/Grapple: +6/46
Attack: Shortbow +8 ranged (1d6/x3) or dagger +8 melee
(1d4/19-20) or snakes +8 melee (1d4 plus poison)
Full Artack: Shorthow +8/+3 ranged (1de/ %35 or dagger +8/+3
melee (1d4/19-20) and snakes +3 melee (1d4 plus poison)
Space,/Reach: 5 fr./5 it
Special Attacks: Perrifying gaze, poison
Special Qualities: Darkvision 60 fr.
\Saves: Forr+3, Ref +7. Will +6
|Abilities: Str 10, Dex 15, Con 12, Int 12, Wis 13, Cha 15
Skills: Bluff +9, Diplomacy +4, Disguise +9 (+11 acting),
Intimidate +4, Move Silently +8, Spot 48
Feats: Point Blank Shot, Precise Shot, Weapon Finesse
Environment: Temperate marshes

Organization: Solitary or covey (2-4

Challenge Rating: 7

Treasure: Double standard

Alignment: Usually lawful evil
Advancement: By character class
Level Adjustment: —

Though at first glance this creatire
oppeared to be o well-proportioned
human, _a_gloser lock reveals a
hideous foce crowned with o
mass of writhing. hissing
snakes instead of haeir, eyes
plowing o deep, feral red,
and _scaly, _eorth-colored
skin,

The medusa is a
hateful, repulsive
creature  that
petrifies living
beings with irs
gaze. It prizes
art objects, fine
jewelry, and wealth. Tis acuivities
often revolve around obtaining these
ITems

A medusa js indistinguishable from a normal human at dis- |
tances greater than 30 feet (or closer, if irs face is concealed). The

Manticore

creature often wears garments that enhance its body while hiding
its face behind a hood or veil

Medusas are found in nearly every climate. Some dwell in large
cities, becoming active in the criminal underworld to gain their
desires. A few medusas have formed robbery rings or organized
smuggling cabals

A typical medusa is 5 to & feet tall and about the same weight as
3 human

Medusas speak Commaon

COMBAT

A medusa tries to disguise its true nature untl the intended victim
is within range of its petrifying gaze, using subterfuge and bluff
ing games to convince the target that there is no danger. It uses
normal weapons to attack those who avert their eyes or survive its
gaze, while irs poisonous snakes strike ar adjacent opponents

Petrifying Gaze [Su): Turn 1o stone permanently, 30 feet, Forti-
tude DC 15 negates. The save DC is Charisma-based

Poison (Ex): Injury, Fortitude DC 14, inirial damage 1d6 Str,
secondary damage 2dé Sir. The save DC is Constitution-based

MEPHIT

Mephits are minor creatures from the elemental plands, They are
more curlous than evil, though each individual’s nature varies
he essence of the element thar birthed v

depending on

All mephits appear as small, winged creatures with more or less
humanoid features. While they are often described as impish,
their elemental origins are apparent at first glance.

COMBAT

All mephirs Hght by biting and clawing or by using a breath weapon.
the narure and effects of which vary from crearore 1o creature,

A I'I'I.ﬂphllii- J'lﬂ'l'llr-.'ll Weapons are TTL‘STL"i.i 45 MAgLC WEiPpons for
the purpose of overcoming damage reduction

Breath Weapon (Su): A mephit can use its breath weapon once
every Ld4 rounds as a standard sction. See the individual descrip-
tions for details.



Spell-Like Abilities: All mephits have one or more spell-like .

abilities (save DC 12 + spell lovel), See the individual descriptions
for details.
Summon Mephit (Sp): Once per day, 2 mephit can atrempt 1o

summon another mephit of the same variery, much as though cast- .
ing a summon monster spell, but with only a.25% chance of sugcess.|
Roll d%: On a failure, no creanire answers the summons that day, Al
\mephir that has just been summoned cannot use its own sUmman,
ahility for 1 hour. This ability is the equivalent of a 2nd-level spell. |

Fast Healing (Ex): Mephits heal 2 points of damage each]

round, provided they are still alive and certain other conditions
Lare mer, See the individual descriptions for details.

MEPHIT GANGS AND MOBS

Groups of similar mephits (for example,
water, coze, and ice) sometimes congregate
in any locale they all find comfortable.

AlR MEPHIT

small Oursider (Air, Extraplanar)

Hit Dice: 3ds (13 hp)

Initiative: +7

Speed: 30 fi. (6 squares), fiy 60 ft
(perfect) i

Armor Class: 17 (+1 size; +3 Dex;, +3 nam- &
raf}, touch 14, far-footed 14

Base Attack,/Grapple: +3,/-1

Attack: Claw +4 melee (1d3)

Full Atrack: 2 claws +4 melee (1d3)

|Space/Reach: 5 fr./5 fr

Special Attacks: Breath weapon, spell-like
abilities, summon mephit

Special Qualities: Damage reduction
&/magic, darkvision 60 fr, fast healing 2

Saves: Fort +3, Ref +6, Will +3

Abilities; Str 10, Dex 17, Con 10, Int 6, Wis 11,
Cha1s

Skills: Bluff +8, Escape Artist +9, Hide +13,
Diplomacy +4, Disguise +2 (+4 acting,
Intimidate +4, Listen +6, Move Silently +9,
Spot +6, Use Rope +3 (+5 with bindings)

Feats: Dodge, Improved Initiative

Environment: Elemental Plane of Air

Organization: Solitary (1), gang (24
mephits of mixed rypes), or mob
{5-12 mephits of mixed types]

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neutral

Advancement: 4—6 HD (Small}; 7=9 HD
(Medium)

Level Adjustment; +3 (cohort)
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Medusa

This winged ereature looks like a_shon, cloud-white human with o whir-
wind where its legs should be.

Air mephits come from the Elemental Plane of Air.
An air mephit is about 4 feet tall and weighs about 1 pound.
Air mephits speak Common and Auran.

Combat
Breath Weapon (Su); 15-foot cone of dust and grit, damage
{148, Reflex DC 12 half The save DC is Constitution-based and
{includes a +1 racial bonus.,
Spell-Like Abiliries: Once per hour an ait mephit can sur-
round itself with vaper, duplicating the effect of & blur spell (caster
level 3rd). Once per day it can use gust of wind (DC 14, caster level

dth). The save DC is Charisma-based. ]

Fast Healing (Ex): An air mephit heals only if exposed to)
moving air, be it a breeze, a draft, a spell effect, or even the mephir.
fanning irself

QUST MEPHIT
\Small Outsider (Air, Extraplanar)

Hit Dice: 3d8 (13 hpl
Initiative: +7
Speed: 30 fi. (6 squares), fly 50 fr. (perfect)
Armor Class: 17 (+1 size, +3 Dex, +3 natural), touch 14,
flar-foored 14
: Base Attack/Grapple: +3/-1
Artack: Claw +4 melee (1d3)
gy Full Attack: 2 claws +4 melee (1d3]
Space/Reach: 5 ft./5 fr.
Special Artacks: Breath weapon, spell-like
abilities, summon mephit
Special Qualities: Damage reduction
5 /magic, dackvision 60 ft., fast healing 2
Saves: Forr +3, Ref +6, Will +3
A Abilities: Str 10, Dex 17, Con 10, Inté,
W Wis11, Chais
Skills: Bluff +8, Escape Artist+9, Hide +13,
Diplomacy +4, Disguise +2 (+4 acting],
Intimidate +4, Listen +6, Move Silently +9,
Spot +6, Use Rope +3 (+5 with bindings]

= Feats: Dodge.

o

Improved Initative
: Environment; Elemental
— Plane of Air

Crganization: Solitary (1), gang (2~ mephits of
mixed types), or mob (5-12 mephits of mixed rypes)
Challenge Raring; 3
Treasure: Standard
Alignment: Usually neutral
Advancement: 4—& HD (Small) 7-9 HD
Medium

Level Adjustment: +3
(cohort)

"
|

This winged creature looks like o
‘. short, gaunt harman with gray,

E flaky skin and @ sorrowful
EXprEssion.

=

Dust mephits come from the
Elemental Plane of Air.

A dust mephir is about 4 feet
tall and weighs about 2 pounds.
Dust mephits speak Common
and Auran.

-

Combat

Breath Weapon (Su): 10-foot cone of irritating particles,
damage 1d4, Reflex DC 12 half. Living creatures that fail their
saves are tormented by itching skin and burning eyes. This effect |
imposes a —+ penalty 1o AC and a -2 penalty on artack rolls for 3,
rounds. The save DC is Constitution-based and includes a +1 racial |
bonus. !

Spell-Like Abilities: Once per hour, a dust mephit can sur-
round itself with a plume of dust, duplicating the effect of a blur|
spell (caster level 3rd). Once per day it can create a mass of iling |
dust that duplicates the effect of wind wall (DC 15, caster level
6th), The save DC is Charisma-based

Fast Healing (Ex); A dust mephit heals only if in an arid, dusty
environment




EARTH MEPHIT

Small Ourtsider (Earth, Extraplanar)

Hit Dice: 3d8+6 (19 hp}

Initiative: —1

Speed: 30 fr. (6 squares), fly 40 fr. (average)

Armor Class: 16 (+1 size, =1 Dex, +6 natural), touch 10,
flat-footed 16

\Base Attack/Grapple: +3/+2

Attack: Claw +7 melee (1d3+3)

Jull Areack: 2 clows +7 melee (1d343)

|Space/Reach: 5 ft./s fi.

\Special Attacks: Breath weapon, spell-like abilities, summon mephit

|Special Qualities: Change size, domage reduction 5/magic,
darkvision 60 ft., fast healing 2

Saves: Fort +4, Ref +2, Will +3

Abilities: Str 17, Dex 8, Con 13, Int 6, Wis 11, Cha 15

Skills: Bluff +8, Escape Artist +5, Hide +9, Diplomacy +4,
Disguise +2 (+4 acting), Intimidate +4, Listen +6, Move
Stlently +5, Spot +&, Use Bope —1 (+1 with bindings)

Feats: Power Attack, Toughness

Environment: Elemental Plane of Earth

Organization: Solitary (1), gang (2—+ mephirs of mixed types),
or mob (5-12 mephits of mixed types)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neutral

JAdvancement: 4-6 HD (Small}; 79 HD (Medium)

| Level Adjustment: +3 (cohort)

{ This winged creature looks lke a stony, rugged. maostly. hairless dwarf.
\Earth mephits come from the Elemental Plane of Earth,
An earth mephir is about 4 feet tall and weighs sbout 80 pounds.

Earth mephirs speak Common and Terran,

Combat
Breath Weapon (Su): 15-foot cone of rock shards and pebbles,

damage 1d8, Reflex DC 13 half The save DC is Constirurion-based .

and includes a +1 racial bonus

Spell-Like Abilities: 1,/day—soften earih and stone. Caster level

6th.

Change Size (Sp): Once per hour, an earth mephir can magically !

change its size. This works just like an enlarge person spell, except
thar the power works only on the earth mephit. This is the equiva-
lent of a 2nd-level spell

Fast Healing (Ex): An earth mephit heals only if it is under-
ground or buried up to its waist in earth.

FIRE MEPHIT
Small Oursider (Extraplanar, Fire)
Hit Dice: 3d8 (13 hp)
Initiative: +5
Speed: 30 i (6 squares), fly 50 fi. (average)
Armor Class; 16 (41 size, +1 Dex, +4 natural), touch 12,
flac-footed 15
Base Attack/Grapple: +3/-1
Artack: Claw +4 melee (1d3 and 1d4 fire)
Full Artack: 2 claws +4 melee (1d3 and 1d4 fire)
Space/Reach: 5 fr./5 ft.
.Special Atracks: Breath weapon, spell-like abilities, surmmon
mephil
|Special Qualities: Damage reduction 5/magic, darkvision 60 ft.,
immunity to fire, fast healing 2, vulnerability 1o cold
| Saves: Forr +3, Ref +4, Will +3
Abilities: Str 10, Dex 13, Con 10, Int 6, Wis 11, Cha 15

Skills: Bluff +8, Escape Artist +7, Hide +11, Listen +6, Diplomacy
+4, Disguise +2 {+4 acting), Move Silently 47, Spot +6, Use
Rape +1 (3 with bindings)

Feats: Dodge, Improved Initiative

_Environment: Elemental Plane of Fire
| Organization: Splitary (1), gang (2-4 mephits of mixed types),

or mob (5-12 mephits of mixed types)

.Ehsllcn‘ge Rating: 3

Treasure: Standard

Alignment: Usually newtral

Advancement: 4—6 HD (Small); 7-9 HD (Medium)
Level Adjustment: +3 (cohort)

This winged creature looks like a miniature devil, weeathed in fome and |
cackling with mischief

Fire mephits come from the Elemental Plane of Fire.

A fire mephir is about 4 feer tall and weighs about 1 pound
Fire mephirs speak Common and Ignan.

Combat

Breath Weapon (Su): 15-foor cone, damage 1d8 fire, Reflex
half DC 12, The save DC is Constitution-based and includes a +1
racial adjustment.

Spell-Like Abilities: 1,/ hour—scorching ray (DC 14) 25 the spell
cast by a 3rd-level sorcerer; 1/day—heat metal (DC 14}, Caster level
aith, The save DC is Charisma-based,

Fast Healing (Ex}: A fire mephir heals only if it is rouching a.|
flamie at least as large as a torch. !

ICE MEPHIT

Small Outsider (Air, Cold, Extraplanar)

Hit Drice: 3d8 (13 hp)

Initiative: +7

Speed: 30 ft. (6 squares), fly 50 fr. (perfect)

Armor Class; 18 (+1 size, +3 Dex, +4 natural), touch 14,
flat-footed 15

Base Artack/Grapple: +3/-1

Artack: Claw +4 melee (1d3 plus 1d4 cold)

Full Artack: 2 claws +4 melee (1d3 plus 1d4 cold)

Space/Reach: 5 fr./s fi.

Special Arracks: Breath weapon, spell-like abilities, surmmaon mephil

Special Qualities: Damage reduction 5/magic, darkviston 60 fr.,
fast healing 2, immunity to cold, vulnerability to fire

Saves: Fort 43, Ref +6, Will +3

Abilities: Sir 10, Dex 17, Con 10, Int 6, Wis 11, Cha 15

Skills: Bluff +8, Escape Artist +9, Hide +13, Listen +6, Diplomacy
+4, Disguise +2 (+4 acting), Move Silently +9, Spot +6, Use
Rope +3 (+5 with bindings)

Feats: Dodge, Improved Initiative

Environment: Elemental Plane of Air

Organization; Solitary (1}, gang (2— mephits of mixed types),
or mob {5-12 mephits of mixed types)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neutral

Advancement: 4—6 HD (Smallk 7—9 HD (Medium)

Level Adjustment: +3 (cohort)

This winged creature looks like a minlature hurman made of snow and ige. |
It has translucent skin,

lce mephits come from the Elemental Plane of Air, !
Ice mephits have a cold, aloof demeanor, Each one is about 4
feer rall and weighs abour 30 pounds,
Ice mephits speak Common and Auran.



Combat

Breath Weapon (Su): 10-foor cone of ice shards, damage 1d4
cold, Reflex DC 12 half. Living creatures that fail their saves are
tormented by frostbitten skin and frozen eves unless they have

immunity to cold or are otherwise protecred, This effect imposesa,
—4 penalty to AC and a =2 penalty on artack rolls for 3 rounds, The |
save DC is Constmution-based and includes a +1 racial bonus, |

Spell-Like Abilities: 1 /hour—magic missile {caster level 3ed)i,
1/day—chill metal (DC 14, caster level 6th). The save DC is)

Charisma-based.

Fast Healing (Ex): An ice mephit heals only if it is rouching a

|piece of ice of at least Tiny size or if the ambient temperature is
32°FE.or below,

MAGMA MEPHIT
Small Qutsider (Fire, Extraplanar)
Hit Dice: 3d58 (13 hp)
Initiative: +5
| Speed: 30 fr. (6 squares), fly 50 fr. (average)
Armor Class: 16 {+1 size, +1 Dex, +4 natural), rouch 12,
fat-footed 15
Base Attack/Grapple: +3/-1
Attack: Claw +4 melee (1d3 plus 1d4 fire)
Full Attack: 2 claws +4 melee (1d3 plus 1d4 fire)
Space/Reach: 5 fr./s fr.
Special Artacks: Breath weapon, spell-like abilities, summon
mephit
Special Qualities: Damage reduction 5/magic, dackvision 60 fr,,
fast healing 2, immuniry to fire, vulnerability to cold
Saves: Fort +3, Rel 44, Will +3
Abilities: Str 10, Dex 13, Con 10, Int 6, Wis 11, Cha 15
\Skills: Bluff +8, Escape Artist
+7, Hide +11, Listen +6,
Diplomacy +4, Disguise +2
(+4 acting), Move Silently
+7, Spot +6, Use Rope +1
(+3 with bindings}
Feats: Dodge, Improved
Initiarive
Environment: Elemental
Plane of Fire
Organization: Solirary (1),
gang (2—4 mephits of mixed
types), or moh (5-12
mephits of mixed types)
Challenge Rating: 3
Treasure: Standard
(Alignment: Usually neutral
| Advancement: 46 HD
(Smally; 7-9 HD (Medium)
Level Adjustment: +3 (cohort]

This winged creature looks like o bratish,
miniature hurman made of molten store
and glowing lava.

Magma mephits come from the Ele-
mental Plane of Fire.

Magma mephits are slow-witted and
brurish, Each one is about 4 feet tall and
weighs about 60 pounds,

Magma mephits speak Common and

|lgnan,

Combat
Breath Weapon (Su): 10-foot cone of
magma, dumage 1d4 fire, Reflex DC 12 half

Living creatures that fail their saves are rormented by burned skin |
and seared eves unless they have immunity to fire or are otherwise |
protected. This effect imposes a —4 penalty to AC and a—2 penalty |
onattack rolls for 3 rounds, The save DC is Constitution-based and |
{includes a +1 racial bonus,

Spell-Like Abilities: Once per hour, a magma mephit can use
shapechange to take the form of a pool of lava 3 feet in diameter and
& inches deep. The mephit’s damage reduction improves to
20/magic when in this form. The mephir can't ittack while in lava,
form but can use other spell-like abilities. Itcan move ata speed of |
10 feet, but it can't run. In this form the mephit can pass through
small holes or narrow openings, even mere cracks. The pool’s
touch ignites flammable materials such as paper, straw, or dry
wood

Once per day a magma mephit can use pyrotechoics (DC 14). It
can use itself as the fire source withour harm. Caster level 6ith. The

_save DC is Charisma-based

Fast Healing (Ex): A magma mephit heals only if it is touching
\magma, lava, or a flame at least as large as a torch.

OOZE MEPHIT

Small Cutsider (Extraplanar, Water)
Hit Dice: 3d5+6 (19 hp)
Imitiative: +0
Speed: 30 ft. (6 squares), fly 40 fr. (average), swim 30 ft.
Armor Class: 16 (+1 size, +5 natural), touch 11, flar-footed 16
Base Attack/Grapple: +3/+1
Artack: Claw +6 melee (1d3+2)
Full Attack: 2 claws +6 melee (1d3+2)
Space/Reach: 5 fr./5 1
Special Attacks: Breath weapon, spell-like abilities, sumemaon
rriephil
Special Qualities: Damage
reduction 5/magic, darkvision
&0 ft., fast healing 2
Saves: Fort +4, Ref +3, Will +3
Abiliries: Str 14, Dex 10, Con
13, Int 6, Wis 11, Cha 15
Skills: Bluff +8, Escape Artist
+6, Hide +10, Listen +6,
Diplomacy +4, Disguise +2 (+4
actingl, Move Silently +6, Spot
+8, Swim +10, Use Rope +01{+2
® with bindings)

Feats: Power Arttack, Toughness
Environment: Elemental Plane
of Water
Organization: Solitary (1), gang
{2—4 mephits of mixed types), or
mob (5=12 mephits of mixed types)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neueral
Advancement: 46 HD (Small); 7-9
HD {Medium)
Level Adjustment: +3 (cohort)

This loathsome, winged creature looks like @ |
minigture human composed _af muck_amd |
filth, The creature hos a terribly offensive odor, |
anid slime dribbles from its body,

Plane of Water.
An poze mephit is about 4 feer 1all and weighs
about 30 pounds,

Ogze mephits speak Common and Aguan

Ooze mephits come from the Elemental |
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Combat
Breath Weapon (Su}: 10-foot cone of caustic liquid, damage
1d4 acid, Reflex DC 13 half Living creatures that fail their saves
are tormented by itching skin and burning eyes unless they have

immunity to acid or are otherwise protected. This effect imposes a.
—4 penalty 1o AC and 2 2 penalty on amack rolls for 3 rounds, The |
save DC is Constiturion-based and includes a +1 racial bonus, |

Spell-Like Abilities: Once per hour an ooze mephit can hurl |
\an acidic blob that functions like Melfs acid arrow (caster level 3nd). |
\Once per day it can create a mass of smelly fog that duplicates the |

effect of stinking cloud (DC 15, caster level 6th). The save DC is
(Charisma-based.

Fast Healing (Ex): An ooze mephit heals only if in a wet or
muddy environment.

Skills: An coze mephit has 2 +8 racial bonus on any Swim
check to perform some special action or avoid a hazard. It can
.always.choose 1o take 10 .on a Swim check, even if distracted or

endangered. It can use the run action while swimming, provided |

{r swims in a straight line

SALT MEPHIT

Salt Mephit

Small Cutsider (Earth, Extraplanar)

Hit Dice: 3d8+6 (19 hp)

Initiative: —1

Speed: 30 ft. (& squares), fly 40 fr. (average)

| Armor Class: 16 (+1 size, 1 Ilex, +6 napural), touch 10,
flar-foored 16

\Base Attack/Grapple: +3/+2

LAttack: Claw +7 melee (1d3+3)

Full Artack: 2 claws +7 melee (1d3+3)

\Space/Reach: 5 fr./s fi.

Special Artacks: Breath weapon, spell-like abilities, summon
mephi

Special Qualities: Damage reduction 5/magic, darkyvision 60 fr.,
fast healing 2

Saves: Forr +4, Ref =2, Will 43

Abilities: Str 17, Dex 8, Con 13, Int 6, Wis 11, Cha 15

Skills: Bluff +8, Escape Arrist +5, Hide +9, Listen +6, Diplomacy_|

+4, Disguise +2 (+4 acting), Move Silently +5, Spot +6, Use
Rope —1 {+1 with bindings)
Feats: Power Arack, Toughness
Environment: Elemental Plane of Earth
Organization: Solitary (1), gang {2—4 mephits of mixed types),
or mob (512 mephits of mixed types)
Challenge Rating;: 3
Treasure: Standard
Alignment: Usually neutral
JAdvancement: 46 HD (Small); 7-9 HD (Medium)
| Level Adjustment: +3 (cohort)

This winged creature looks ke o miniature_hman with bleary red eypes
and erystalling flesh,

Salt mephits come from the Elemental Plane of Earth.
Salt mephits are sarcastic creatures who loathe warer and moismure
of any kind. Each one is abour 4 feet tall and weighs about 80 pounds.
Salt mephits speak Common and Terran.

Combat

Breath Weapon (Su): 10-foot cone of salt crystals, damage 1d4,
| Reflex DC 13 half Living creatures that fail their saves are tor-
\mented by itching skin and burning eyes. This effect imposes a —4
{penalty 1o AC and a =2 penalty on attack rolls for 3 rounds. The
save DC is Constitution-based and includes a +1 racial bonus.
Spell-Like Abilities: Once per hour a salt mephit can use glif-

terdust (DC 14, caster level 3nd).

Chnce per day it can draw the moisture from an area in a 20000t
radius centered on itself. Living creatures within range take 2d8
points of damage (Fortitude DC 14 half; caster level sth). This effect
is especially devastaring ro plant crearures and squatic creatures,
\which take a -2 penalty on their saving throws. This ability is the
|equivalent of a 2nd-level spell. The save DCs are Charisma-based

Fast Healing (Ex}: A salt mephit heals only if in an arid envi-
ronment.

STEAM MEPHIT
Small Cutsider (Extraplanar, Fire)
Hit Drice: 3d8 (13 hp)
Initiative: +5
Speed: 30 ft. (6 squares), fly 50 fi. (average)
Armor Class: 16 (=1 size, +1 Dex, +4 natural), touch 12,
flat-footed 15
Base Artack/Grapple: +3/-1
JAttack: Claw +4 melee (1d3 plus 1d4 fire)
| Full Artack: 2 claws +4 melee (1d3 plus 1d4 fire)
| Space/Reach: 5 fi./5 fi.
Special Attacks: Breath weapon, spell-like abilities, summon
mephii
Special Qualities: Damage reduction 5/magic, darkvision 60 ft.,
fast healing 2, immunity. to fire, valnerability to cold
Saves: Fori +3, Ref +4, Will +3
Abilities: Sir 10, Dex 13, Con 10, Int 6, Wis 11, Cha 15
Skills: Bluff +8, Escape Artist +7, Hide +11, Listen +6, Diplomacy |
+4, Disguise +2 (+4 acting), Move Silently +7, Spot +6, Use
Rope +1 (+3 with bindings)
Feats: Dodge, Improved Initiative
Environment: Elemenial Plane of Fire
Organization: Solitary (1), gang (-4 mephits of mixed rypes),
or mob (5-12 mephits of mixed rypes)
Challenge Rating: 3
Treasure: Standarnd
Alignment: Usually neutral
Advancement: 4—& HD (Small); 7~2 HD (Medinm)
Level Adjustment: +3 (cohort)

This winged creature looks like o minigture human with pale skin ond
wisps of wapor msing from its nose, mouth, and ears It sheds drops of
steaming water when it moves.

Steam mephits come from the Elemental Pline of Fire

Steam mephirs are bossy creatures who consider themselves the
lords of all their kind. Each one is abour 4 feet tall and weighs
about 2 pounds.

Steam mephits speak Common and Ignan.

Combar
Unlike other mephits, steam mephits rush into combart eagerly,
driven by an oversized ego.
Breath Weapon (Su): 10-foot cone of steam, damage 14 fire,
Reflex DC 12 half. Living creatures that fail their saves are tor-
mented by burned skin and seared eyes unless they have immu-
nity to fire or are otherwise protected. This effect imposes a —4
penalty to AC and 1 =2 penalty on attack rolls for 3 rounds, The
save DC is Constitution-based and includes a +1 racial bonus,
Spell-Like Abilities; Once per hour 2 steam mephir can sur-
round itself with a plume of vapor, duplicating the effect ol a blur.
ispell (caster level 3rd). Once per day it can create o minstorm of
boiling water that affects a 20-foor-square area, Living creatures
caught in the storm take 2d6 points of fire damage {Reflex DC 14
half; caster level gth). This ability is the equivalent of a 2nd-level

{spell The save DCs are Charisma-based.

Fast Healing (Ex) A steam mephit heals only if it is rouching
boiling warer or is in a hot, humid area.



WATER MEPHIT
Small Qutsider (Extraplanar, Water)
Hit Dice: 3d8+6 (19 hp)
Initiative: +0
Speed: 30 fr. {6 squares), fly 40 ft. (average) , swim 30 fi.
Armor Class: 16 {41 size, +5 natural), touch 11, flat-footed 16
Base Attack/Grapple: +3/+1
Attack: Claw <6 melee (1d3+32]
Full Artack: 2 clows +6 melee (1d3+2)
Space/Reach: 5 fr./5 fr

Special Attacks: Breath weapon, spell-like abilities, summon mephal .

Special Qualities: Damage reduction 5/magic, darkvision 60 fr.,
fast healing 2
Saves: Fort +4, Ref +3, Will +3
Ahbilities: Str 14, Dex 10, Con 13, Int 6, Wis 11, Cha 15
skills: Bluff +8, Escape Artist +6, Hide +10, Listen +6, Diplomacy
+4, Disguise +2 {(+4 acting), Move Silently +8,
Spot #6, Swim +10, Use Rope +0 (+2 with
bindingsi
Feats: Power Attack, Toughness
Environment; Elemental Plane of
Water
Organization; Solitary (1), gang
{2~ mephits of mixed types),
or mob (5-12 mephirs of
mixed types)
Challenge Rating: 3
Treasure: Standard
Alignment: Usually neutral
Advancement; 4-6 HD
(Small}; 79 HD (Medium) .
Level Adjustment: +3
{cohort)

This winged creature (ooks like o
minigturs fish-person, [t is covered
with_scales and wiews the waorld
through Mok, bulbous eypes

Water mephits come from the
Elemental Plane of Warer,

Water mephits are jaunty
creatures with an unflagging
sense of humor who quickly get
on the nerves of everyone around
them, Each one is about + feet tall
and weighs about 30 pounds.

Water mephits speak Common and
Aquan

Combat
Breath Weapon (Su): 15-foor cone of caustic
liquid, damage 148 acid, Reflex DC 13 half The save
DC i= Constitution-based and includes a +1 racial bonus.
Spell-Like Abilities: Once per hour a water mephit can
hurl an acidic blob thar funcrions like Melf's acid armow (caster level
srd). Omnee per day it can create a mass of smelly fog that dupli-
cates the effect of a stinking clond spell (DC 15, caster level 6th).
The save DC is Charisma-hased,
Fast Healing (Ex): A warer mephit heals only if it is exposed 1o
rain or submerged up 1o its waist in water.
Skills: A water mephit has a +8 racial bonus on any Swim check
1o pecform some special action or avoid a hazard. It can always
\choose o take 10 on a Swim check, even if distracted or endan:
gered. 1t can use the run action while swimming, provided it
swims in a srraight line,

Merifalke

MERFOTK]

Merfolk, 1st-Level Warrior
Medium Humanoid (Aquatic)
Hir Dice: 1d8+2 (6 hp)
nitiative: +1
\Speed: § ft. (1 square), swim 50 f.
Armor Class: 13 (+1 Dex, $2 leather), touch 11, flar-footed 12
Base Attack/Grapple: +1/+2
Attack: Trident +2 melee (1d8=1) or heavy crossbow +2 ranged
(1d10/19-20)
Full Attack: Trident +2 melee (1d8+1) or heavy crosshow 42
ranged (1d10/19-20)
Space/Reach: 5 /5 fi.
Special Artacks:
Special Qualities: Amphibious, low-light vision
Saves: Fort +4, Ref +1, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9,
Cha 10
Skills: Listen +3, Spot +3, Swim +9
Feats: Alertness
Environment: Temperate aguatic
Organization: Company. (2-4), patrol
(11=20 plus 2 3rd-level lisutenants and 1
leader of 3rd—éth levell or band (30-60
plus 1 3rd-level sergeant per 20 adults, 5
sth-level lieutenants, 3 7th-level caprains,
and 10 porpoises)
Challenge Rating: 1/2
Treasure: Standard
Alignment: Usually neutral
Advancement: By character class
Level Adjustment: +1

This being has the upper body, arms. and head of
a fair-featured human, Insteod of legs, however, it
has the scaled tail of @ great fish,

The merfolk are playful, marine

dwelling people. Although wary of

surface dwellers, they are nor usu-

ally haostile: They prefer sunning

themselves on rocks to engaging
in warfare,

Both male and female merfolk
decorate themselves with shells,
coral, and other underwater adorn-
ments.

Adventurers who encounter
merfolk are often the victims of
pranks and mischief. The sport of
merfolk can be cruel, although they
are not actually evil. Should surface
dwellers do them harm, however, these

creatures can be formidable enemies.
A merfolk is about 8 feet long from the top of the

head to the end of the tail, and weighs abour 400 pounds.

Merfolk sptgnk Common and Aquan.

Most merfolk encountered ourside their home are warriors; the |

informarion in the statistics block is for one of 15t level,

COMBAI ]
Merfolk favor heavy crossbows of shell and coral that fire bales |
fashioned from blowfish spines, with an underwater range incre-
ment of 30 feet. Merfolk often barrage their enemies before clos-
[ing. when they resort to ridents.

-




Amphibious (Ex): Merfolk can breathe both air and water, al-
though they rarely travel more than a few feet from the water's edge.
Skills: A merfolk has a +8 racial bonus on any Swim check o
perform some special action or avoid a hazard. It can always

choose 1o take 10 on a Swim check, even if distracted or endan- |
gered. It can use the run action while swimming, provided it

swims in a straight line.

: The merfolk warrior presented here had the following ability

,scores before racial adjustments: Str 13, Dex 11, Con 12, Int 10,
Wis.9, Cha 8

MERFOLK SOCIETY

Merfolk live in semipermanent communiries located near choice
fishing and hunting areas. They often keep company with por-
poises. Surface dwellers who come face to face with merfolk com-
,monly encounter a scouting or hunting patrol

The merfolk revere the deity Eadro, who created both them and |

the locathahs.

MERFOLK CHARACTERS

A merfolk’s favored class is bard; most merfolk leaders are bards.
Merfolk spellcasters who are not bards are generally adepes. Mer-
folk clerics worship Eadro. A merfolk cleric has access to two of
the following domains: Animal, Protection, or Water.

MIMIC

| Large Aberration (Shapechanger)
| Hit Dice: 7d8:21 (52 hp)
|Initiative: +1
\Speed: 10 fr. (2 squares)
(Armor Class: 15 (1 size, +1 Dex, +5 naturall, touch 10,
flar-foored 15
Base Attack/Grapple: +5/+13
Attack: Slam +9 melee (1d8+4)
Full Artack: 2 slams +9 melee (1d8-4)
Space/Reach: 10 fr./10 fi.
Special Attacks: Adhesive, crush
Special Qualities: Darkvision 60 ft., immunity to acid, mimic
shape
Saves: Fort +5, Ref +5, Will +6
Abilities: Str 19, Dex 12, Con 17, Int 10, Wis 13, Cha 10
Skills: Climb +9, Disguise +13, Listen +8, Spot +8
Feats: Alermness, Lighming Reflexes; Weapon Focus (slam)
Environment: Underground
Organization: Solitary
.Challenge Rating: 4
| Treasure: 1,/10th coins; 50f%
goods; 50% items
|Alignment: Usually neutral
Advancement: 8-10 HD
(Large); 11-21 HD (Huge]
Level Adjustment: —

What arginally appeared to be
an abject row shows signs af .
organic life as the creature | W
sprouts @ lashing pseudopod,

| The mimic is a strange and
|deadly creature thar can
ichange its pigmentation

and shape. It uses this ahility o
lure hapless victims close enough 1o
slay them.

1t.is said that mimics are not narural creatures but were creared
long ago by a now-forgotten wizard, Ever since, these terrible
things have served to guard treasures, |
A mimic can have almost any dimensions, bur usually is not,
imore than 10 feet long. A typical mimic has a volume of 150 cubic
fwer (5 feet by 5 feer by 6 feet) and weighs about 4,500 pounds,
Mimics speak Commaon.

COMBAT

(A mimic often surprises an unsuspecting adventurer, lashing our
with a heavy pseudopod. The creature does not necessarily fight o
the death if it can succeed in extorting treasure or food from o
party.

Adhesive (Ex): A mimic exudes a thick slime thar acts as a
powerful adhesive, holding fast any creatures or items that
touch it. An adhesive-covered mimic automatically grapples
_any crearure it hits with its slam attack. Opponents so grappled
cannot get free while the mimic is alive without removing the |
ladhesive first. !

A weapon that strikes an adhesive-coated mimic is stuck Fast
unless the wielder succeeds ona DC 16 Reflex save, A successful
DC 16 Strength check is needed 1o pry it off

Strong aleohol dissolves the adhesive, but the mimic stll can
grapple normally. A mimic can dissolve its adhesive at will, and
the substance breaks down 5 rounds after the crearure dies.

Crush (Ex); A mimic deals 1d2+4 points of damage with.a suc-
cessful grapple check. |

Mimic Shape (Ex): A mimic can assume the peneral shape of |
any object that fills roughly 150 cubic feet (5 feet by 5 feet by 6
feet), such as 0 massive chest, a stout bed, or 2 wide door frame,
The creature cannot substantially alrer its size, though. A mimics
body is hard and has a rough texture, no marter what appearance it
mighr present. Anyone who examines the mimic can derect the
ruse with a successful Spor check opposed by the mimic's Disguise
check. Of course, by this time it ts generally far too late

Skills: A mimic has a +8 racial bonus on Disguise checks,

MIND FIAYER

This stronge humanoid-shaped being stands abowt os tall 05 o human. lts

[flesh is rubbery and greenish-mauve, glistening with slime. The creature’s
head looks rather like o four-tertacled octopus, made all the more horr-
ble by a_pair of bleated white epes.

Mind flayers, also called illithids, are so insidicus, disbolical, and
powerful thar all denizens of the dark fear them. They bend others
to their will and shatter enemies’ minds.

A mind flayer’s mouth, a revolting thing shaped like
lamprey's maw, constantly deips an oily slime when it is
not siphoning out the brains of living prey.

In addition to being highly intelli-
gent, wholly evil, and terribly
sadistic, mind flayers are
urterly self-serving. If an
encounter [uens against the
creature, it flees ar once,
caring nothing for the
fare of its companions or |
SErvilors, ]
A mind flayer is abour.
the_same height and.
weightasa human, |
Mind flayers speak Under-
common but prefer to commu-
nicate relepathically



COMBAT
Mind flayers like to fight from a distance,
using their psionic abilities, particularly
mind blast, If pressed into melee combar, a
mind flayer lashes its enemies with the
tentacles ringing its mouth,

Mind Blast (Sp): This psionic attack
is.a cone 60 feet long. Anyone caughtin
this cone must succeed on a DC 17 Will

|save ot be stunned for 3d4 rounds. Mind
flayers often hunt using this power and
then drag off one or two_of their
stunned victims o feed upon. The
gave DC is Charisma-based. This
ability is the equivalent of a 4th-
level spell.

Psionics (Spl): Arwill—charm
menster (DC 17), detect thoughts (DG
15}, devitate, plane shift, suggestion (DC
16). Effective caster level Sth. The
save DCs are Charisma-based.

Improved Grab (Ex): To use
this abiliry, a mind flayer must hita
Small, Medium, or Large creature
with irs tenracle artack. lr can
then attempt to start a grapple
a5 a free sction without pro-
voking an attack of opportunity.
If it wins the grapple check, it
establishes a hold and artaches
the tentacle to the opponent’s
head. A mind fayer can grab
a Huge or larger creature, but

Mind Flayer

Medium Aberration
Hit Dice: Bd8+8 (44 hp)
Initiative: +s
Speed: 30 fr. |6 squares)
Armor Class: 15 (+2 Dex, +3 narural), touch 12, flat-footed 13

Base Attack/Grapple:  +6/+7

Artack: Tentacle +8 melee (1d4+1)

Full Artack: 4 tentacles +8 melee (1d4+1)
Space/Reach: sfr/sfr

Special Attacks: Mind blast, psionics, improved grab, extract
Special Qualities: Spell resistance 25, telepathy 100 fr.

Saves: Fort 43, Bef +4, Will +9

Abilities: Str 12, Dex 14, Con 12, Int 19, Wis 17, Cha 17

Skills: Bluff +11, Concenrrarion +11, Diplomacy 47,
Disguise +3 (+5 seting), Hide +10, Intimidate +9,
Knowledge (any) +12, Listen +11, Move Silently
+10, Sense Motive +7, Spot +11

Feats: Combat Casting, Improved Initiative, Weapon
Finesse

Environment: Underground

Organization: Solitary, pair, inquisition (3-5), or
culr (3-5 plus 6-10 grimlocks)

Challenge Rating: ]

Treasure: Double standard

Alignment: Usually lawful evil

Advancement: By character class

Level Adjustment: +7

only if it can somehow reach the foe's head.
If a mind flaver begins its turn with at least |

one tentacle artached, it can try to artach irs:

remaining tentacles with a single grapple check. |

The opponent can escape with a single successful
grapple check or an Escape Artist check, but the
mind flayer gets a +2 circumstance bonus for
every tentacle thar was arached ar the beginning
of the opponent’s turn,

Extract (Ex): A mind flayer that begins
its turn with all four tentacles attached
and thar makes a successiul grapple
check auromarically extracts the opponent’s
brain, instantly killing that crearure. This

power is useless against constructs, elemen- |
tals, cozes, plants, and undead. It is not
instantly fatal to foes with multiple heads, such
as ertins and hydras

MIND FLAYER SORCERER

While many mind flayers train as wizards and
grow mighty in the arcane arts along that,
disciplined path, some of the most fear-
some of the illithids are sorcerers, whose

mastery of magic seems almost instincrual.

Cambat |
The save DCs for this mind flayer sorcerer’s
myind blast (DC 21) and its psionics (charm mon-
ster DC 21, detect thoughts DC 19, suggestion DC
20) are adjusted for its higher Charisma score.
The mind flaver sorcerer uses irs spells (o
protect itself from artack (grealer invisibul-

Mind Flayer, 9th-Level Sorcerer

Medium Aberration

gdg+24 plus 9d4+27 (109 hp)

+8

30 f. (6 squares)

24 (+4 Dex, +3 natural, 45 +1 mithral chain shirt,
+2 ring of protection +2), touch 16, flar-footed 20
+10/+10

Tentacle +15 melee (1d4)

4 tentacles +15 melee (1d4)

5 fr./s fi

Mind blast, psionics, improved grab, extract,
spells

Spell resistance 34, telepathy 100 fi

Fort 8, Ref +9, Will +1s

Str 10, Dex 18, Con 16, Int 18, Wis 18, Cha 24
Bluff +14, Concentration +22, Crafr {(alchemy)
+13, Diplomacy +11, Disguise +7 (+9 acting), Hide +11,
Intimidare +21, Knowledge (arcana) +20, Knowledge
(the planes] +15, Listen +13, Move Silently +11,
Spelleraft +13, Spor +13; Survival 4 (+6 plunes)
Alermness, Combar Casting, Dodge, Improved
Initiative, Weapon Finesse, Wespon

Focus (tentacle)

Underground

Solitary, inguisition (1 plus 2—4 mind flayers), or
cult (2 plus 2—4 mind flayers and 6-10 grimlocks)
17

Dowble standard (including ning of protection +32,
+1 mithral chain shirt, and cloak of Charisma +2)
Usually lawful evil

By character class
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ily, stoneskin, resist energy mage armor) and improve its own effec-
tiveness in combat (haste, see invisibility), and only secondarily w
supplement its own innate attacks with magical anes (ray of
exhaustion, suggestion, tosch of idiocy],

Typical Sorcerer Spells Known: (6/8/8/8/5; save DC 17 + spell.
level, 10% arcane spell failure chance): 0—arzane mark, daze, delect
magic, disrupt undead, flare, ghost sound, light, read magic; 1st—chill
touch, mage armor, magic missile, vy of enfeellement, shocking grags
2nd—minor image, resist energy. see_inuisibility, touch of idiocy;
Ard—{ly; haste, ray of exhaustion; 4th—greater imvisibalily,
stomeskin.

MIND FLAYER

SOCIETY :
Mind flayers cangregaie in_ Jf }
underground cities of 200 to §
2,000 inhabitants, plus at least
two slaves for each resident.
Slaves obey their masters with-
out question. The center of 2 communiry is
its elder brain, 4 pool of briny fluid thar
contains the brains of the city's deceased
mind flayers.

Although they constantly vie for power,
mind flayers are guite willing to work
together. A small group of these creatures,
known as an inguisition, often forms o ot
out some dark and terrible secret. In
many ways, 2 mind flayer inquisi-
tion is not unlike a party of adven- S
turers, with each member con-
tributing its own skills and
knowledge to the group. £

When a rask is too grear
for an inguisition o handle,
mind flayers generally form a
cule. A pair of illithids commands
the group, each struggling for
SUpremacy,

MIND FLAYERS
AS CHARACTERS

Most mind fayers with class levels are sorcerers or wizards.

Mind flaver characters possess the following racial taits.

— +2 Strength, +4 Dexterity, +2 Constitution, +8 Intelligence,
+6 Wisdom, +& Charisma.

—A mind flayer's base land speed is 30 feer

Darkyision out to 60 feet

—Racial Hit Dice: A mind {layer begins with eight levels of
aberration, which provide 8d8 Hit Dice, a base attack bonus of +5,
and base saving throw bonuses of Fart +2, Ref +2, and Will +6.

—Racial Skills: A mind flayer's aberration levels give ir skill
poines equal to 11 % (2 + Int modifier). 1ts class skills are Bluff,
Concentration, Hide, Intimidate, Knowledge (any), Listen, Move
Silently, and Spot.

—Racial Feats: A mind flayer’s aberration levels give it three feats.

—+3 natural ATTNOT }‘1’_"“1“‘

—Natural Weapons: 4 tentacles (1d4).

—Special Attacks (see sbove): Mind blast, psionics, improved
grab, extract

—Special Qualities (see above): Spell resistance equal 1o 25 +
class levels, telepathy 100 fi.

—Automatic Languages: Common, Undercommon. Bonus
| Languages: Abyssal, Aquan, Draconic, Dwarven, Elven, Gnome,
Infernal, Terran

—Fayored Class: Wizard

—Level adjustment +7

Misd flayer sovcerer

lactics Round-by-Round
A mind flayer is most effective as a ranged combatant, using s
spell-like abilities to attack from a distance.
Priar to combat; Use detect thoughts to scout foes and determine threat
| potential. (Highly intellipent creatures are considered most danger-
ous; creatures of lower intelligence are potential pawns and food.)
Round 1: Mind blast,
Round 2: 1f most of the party is stunned, use chann
monster.on a remaining foe, If most of the party is
not stunned, maintain distance and use mind
, blasi again.
Round 3: If fewer than two foes remain un-
stunned, order any charmed foes 1o protect
you. Grapple a stunned foe with tentacles.
If a majority of the party remains un
stunned, flee using levitale or, if necessary, plane shift
Round 4: IF still in a position of strength, start eating
brains. Lse charmed foes 1o guard you If in a position of
weakness, use plane shift, perhaps with gmppled foe.

A mind flaver works well as a “boss monster” If
it has minions, it varies irs tactics ro suir the
situation, as follows

Prior fo_combal: Disparch min-

f ions with orders 1o pssault foes from

‘f one side of the batdelield. Use levitate
[ and cover to take a safe command posi-|
rion, preferably cut of ohvious sight.
" Rourtd 1: Order minions into optimal
positions using lelepathy, 1 the opporu-
nity presents itself, use mind blast on
foes (withour hitting minions if pessible—but
they're all expendable). If the battefield is o
congested, use charm monster or suggestion to
sow coniusion in loes.
Round 2 Identify enemy spellcasters and
order minions telepathically 1o assault

—

them at all costs. Focus spell-like abilities
on ||.'$Ftr foes.
Round 3: Order charmed foes toward
you (telepathically). Grapple them
Have minions keep uncharmed
unstunned foes busy.
Rasinil 4: Eat brains.

e “":";_.,:_,,'TI_

MINOTAUR

Large Monstrous Humanoid

Hit Dice: 6d8+12 (39 hp)

Initiative: +0

Speed: 30 [ (6 squares)

Armor Class: 14 (=1 size, +5 naturall, rouch 9, flat-foored —
(see text)

Base Attack/Grapple: +6/+14

Attack: Greataxe +9 melee (3dé+6/23) or gore +9 melee (1d8+4)

Full Attack: Greataxe +9/+4 melee (3dé+6/%3) and gore +4
melee (1d8+2)

Space/Beach: 10 fi./10 fi.

Special Attacks: Powerful charge 4dé+é

Special Qualiries: Darkvision 60 ft., natural cunning, scent

Saves: Fort +6, Bef +5, Will +5

Abiliries: Sir 19, Dex 10, Con 15, Ine 7, Wis 10, Cha 8

Skills: Intimidate +2, Listen +7, Search +2, Spot +7

Eeats: Great Fortinude, Power Artack, Track

Environment: Underground

Orpanization: Solitary, pair, or gang {34

Challenge Rating: 4



Treasure: Standard
"‘-r‘-JL Alignment: Lisually chaoric
evil

Advancement:
By character class
Level Adjustment: +2

The creature looks like _an
incredibly tall, powergfuily
miscled human, covered in
shaggy fur, with the head of a
buil. The dark eyes of the
brute” gleam with sovage
fuiry

Minotaurs are strong,
fiercely rerritorial crea-

vast underground
labyrinths.

A minotaur’s
natural cunning
and feral instincts

enable it to find its
way easily through
il EYED lhi" st confus
ing tunnel complexes
—an_ability it puts to
great use in hunting, tor-
menting, and ultimarely
destroyving intruders.
A minotaut stands more than 7
feet tall and weighs about 700 pounds.
Minotaurs speak Giant,

COMBAI

Minstanr

o
. f A
Minotaurs prefer melee combar, where their grear srrength 1‘1‘” . el
(i

serves them well.

Powerful Charge (Ex): A minotaur typically begins a
bartle by charging ac an opponent, lowering its head 1o
bring its mighty homs into play. In addition to the
normal benefits and hazards of a charge, this
allows the beast 1o make a single gore artack
with a +9 artack bonus that deals 4d6+6 poinis
of damage.

MNatural Cunning (Ex}: Although mino-
taurs are not especially intelligenr, they pos-
sess innate cunning and logical ability. This
gives them immunity ro maze spells, prevents
them from ever becoming lost, and enables
them to track enemies. Further, they are
never caught flar-footed,

Skills: Minotaurs have a +4 raclal bonus
on Search, Spot, and Listen checks.

MINOTAU HSM;'H.(_-.
CHARACTERS
Minotaur characters possess the following
racial traits.
+8 Strength, +4 Constitution, —4 Inrelli-
gence (minimum 3}, =2 Charisma
—Large size. =1 penalty to Armor Class, —1
penalty on attack rolls, =4 penalty on Hide
checks, +4 bonus on grapple checks, lifting
and carrying limits double those of
Medium charicters
—Space, Reach: 10 feer/10 feer

Mebry

tures aften found in |

A minotaurs base land speed is 30 feet
Darkvision out 1o 60 feet.

— Racial Hit Dice: A minotaur beging with six levels of mon- |

strous humanoid, which provide 8d8 Hir Dice, a base attack bonus

Lo +6, and base saving throw bonuses of Fort +2, Ref +5, and Will +5

— Racial Skills: A minotaur’s monstrous humanoid levels give it
skill points equal to 9 % (2 + Int modifier, minimum 1), Tts class
skills are Intimidate, Jump, Listen, Search, and Spor. Minomaurs
have 2 +4 racial bonus on Search, Spot, and Listen checks.

— Racial Fears: A minotaur's monstrous humanoid levels give it

three feats.

—Weapon Proficiency: A minotaur is proficient with the
greataxe and all simple weapons

— +5 napural armor bonus

—Matural Weapons: Gore (1d8)

—Special Attacks (see above): Powerful charge

—Special Qualities (see abovek Natural cunning, scent.

—Automaric Languages: Common, Giant. Bonus Languages:

\Ore, Goblin, Terran

Favored Class: Barbarian
—Level adjustment +2,

MOHRG

Medium Undead

Hirt Dice: 14412 (91 hp)

Initiative: +9

Speed: 30 ft. (6 squares)

Armor Class: 23 (+4 Dex, +9 narural)

Base Attack/Grapple: +7/+12

Attack: Slam 412 melee (1d6+7) or tongue +12 melee rouch
(paralysis)

Full Attack: Slam +12 melee (1d6+7) and rongoe +12 melee
touch { paralysis)

Space/Reach: 5 fr./5 fi
Special Attacks: Improved grab, paralyzing touch, create

such 14, fla-foored 14

$pecial Qualities: Darkvision 60 ft,, undead rraits

Saves: Fort +4, Ref +10, Will +9

Abilities; Str 21, Dex 19, Con —, Inr 11, Wis 10,

Cha 10

Skills; Climb £13, Hide +21, Listen +11, Move
Silently +21, Spor+15, Swim +9

Feats: Alertness, Dodge, Improved Inirative,
Lightning Reflexes, Mobiliry
Environment: Any

Organization: Solitary, gang (2—4), or mob
(2—4 plus 5-10 zombies)
Challenge Rating: &
Treasure: None
) _Alignment: Always chaotic evil
Advancement: 15-21 HD (Medium}; 22-28
HD [Large)
Level Adjustment: —

This creature looks (ke a gount, nearly skelatol
corpse, its rib cage filled with horrid, withing wecers.
The creature’s tongue s its most noteworthy
feature—long, cartilaginous, and clawed

Mohrgs are the animared corpses of mass mur
derers or similar villains who died withow
atoning for their crimes. Tortured by an all-
consuming harred of living things, they
long o live again

Most mohrgs are 5 to 6 feer rall and
weigh.about 120 pounds.
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COMBAT

Like zombies, mohrgs attack by slamming enemies with their
fists. They often catch opponents flat-footed, for they move much
faster than zombies,

Improved Grab (Ex): To use this ability, 2 mohrg must hit a.
creature of irs size or smaller with its slam arrack. It can then |
arrempt to start a grapple as a free action without proveking an |
{artack of opporruniny.

Paralyzing Touch (Su): A mohrg lashes our with its
tongue in combat. An opponent the tongue touches 4
must succeed on a DC 17 Fortitude save or become par-
alyzed for 1d4 minutes. The save DC is Charisma-
based.

Create Spawn (Su): Creatures killed by a mohrg
rise after 1d4 days as zombies under the morhg’s
control. They do not possess any of the abilities
they had in life,

MUMMY

This creature looks like o withered and desiceated
corpse, with features hidden beneath centuries-old
funereal wrappings. It moves with o slow, sham-

bling gait and groans with the weight of the
ages.

Mummies are preserved corpses ani-
|mated through the suspices of datk
desert gods best forgotten. They usually
{inhabit great tombs or temple complexes,
\maintaining a timeless vigil and destroying
would-be grave robbers

These horrid creatures are often marked
with symbols of the dire gods they serve, J5/F®
While other undead often stink of car-
rion, the herbs and powders

W= 2
My e
Mummy
Medium Undead
Hit Dice: 8d12+3 (55 hp)
Initiative; +0
Speed: 20 fr. (4 squares)
Armor Class; 20 (+10 natural), touch 10,

flar-footed 20
Base Attack/Grapple: +4/+11

Artack: Slam +11 melee (1ds+10 plus mummy rot)
Full Artack: Slam +11 melee (1d6+10 plus mummy rot)
, Space/Reach: 5 fr/s b
Special Attacks: Despair; mummy rot
Special Qualities:  Damage reduction 5/~, darkyision &0 ft.,
undead traits, vulnerability 1o fire
Saves: Fort +4, Ref +2, Will +8
Abilities: Str 24, Dex 10, Con —,
Int 6, Wis 14, Cha 15
Skills: Hide +7, Listen +8, Move Silently +7,
Spot +8
Feats: Alertness, Great Fortitude, Toughness
Environment: Any
Organization: Selitary, warden squad (2—4), or
guardian degail (6-10)
Challenge Rating: 5
Treasure: Standard
Alignment; Usually lawful evil
Advancement: 9-16 HD {Medium}; 17-24 HD (Large)

Level Adjustment:  —

used to create 2 mummy give off a sharp, pungent odor like that of

a spice cabinet. |
Mummies artack intruders without pause or mercy. They never |

attempt to communicate with their enemies and never retrear. An

(encounter with a mummy can end only with the destrucrion of
lone combatant or the other (unless the mummy's foe elects to
(relneat |

Meost mummies are 5 10 6 feet tall and weigh about 120 pounds.
Mummies can speak Common, but seldom bother to do so.

COMBAT

In melee combat, 8 mummy delivers.a
powerful blow, Even if it had no other
abiliries, frs great strength and grim deter-
mination would make it 2 formidable
opponent.

Despair (Su); At the mere sight

of a mummy, the viewer must
succeed on a DC 16 Will save or
be paralyzed with fear for 1d4
rounds, Whether or not the save is
successiul, that creature cannot be
affected again by the same
mummy's despair ability for 24
hours. The save DT is Charisma-
based.

Mummy Rot (Su): Supernatural
disease—slam, Fortitude DC 16,/
incubation period 1 _minute;]
damage 1dé Con and 1dé Cha. The
save DC is Charisma-based.

Unlike normal diseasgs, mummy
rot continues untl the victim reaches
Constitution 0 {and dies) or is cured as
described below

Mummy Lord, 10th-Level Cleric

Medium Undead

8d12 plus 10d8 (97 hp)

+5

15 fr. in halfplate atmor {3 squares); base speed 20 fr.

30 (+1 Dex, +10 natural, <9 +2 half-plate armor)

touch 11, flat-footed 29

+11/+19

Slam +20 melee (1d6+12/19-20 plus mummy ror)

Slam +20 melee (1d6+12/19-20 plus mummy rot)
si/sfi

Despair, mummy rot, rebuke undead, spells

Damage reduction 5/, darkvision 60 ft., resistance to fire 10,
undead traits, vulnerability to fire

Forr +13, Ref +8, Will +20

Str 26, Dex 12, Con —,

Inc 8, Wis 20, Cha 17

Concentration +8; Knowledge (religion) +4, Listen +18,
Move Silently +5, Spot +18

Alertness, Combar Casting, Great Fortitude, Improved
Critical (slam}, Improved Initiative, Weapon Focus {slam)
Any

Solitary or tomb guard (1 mummy lord and 610 mummies)

15

Standard plus possessions noted below
Usually lawful evil

By character class



Mummy rot is o powetful curse, not 4 natural disease, A charac:
ter attempting to cast any conjuration -;J'Le:!]luflj S]}Eu ona creature
afflicted with mummy rot must succeed on a DC 20 caster level
check, or the spell has no effect on the afflicted character.

To eliminate mummy rot, the curse must first be broken with |
break enchantment or remove curse (requiring a DC 20 caster level
check for either spell), after which a caster level check is no longer
| necessary to cast healing spells on the victim, and the mummy rot |
can be magically cured as any normal disease.

An afflicted creature who dies of mummy rot
shrivels away into sand and dust that blow
away into nothing at the first
wind,

MUMMY LORD
Unusually powerful or evil
individuals preserved as
Jmummies ﬁL‘lnltlijS r"' - ha 0
rise a5 grealer mumimies
after death. A mummy
lord resembles its lesser
fellows, bur often wears
O CAFTIES L'anprm.‘:n[ it
used in life—ancient
]Jrnnxr_' armor, 4 rune-
marked sword, or 2 magic
[staff

Mummy lords are often
potent spellcasters. They are
found as guardians of the
tombs of high lords,
\priests, and mages. Most
\are sworn to defend for
eternity the resting place
of those whom they
served in life, bur in some
cases a mummy lord's unliv-
ing state is the result of a terri-
ble curse or rite designed to
punish treason, infidelity, or crimes
of an even more abhorrent nature. A
mummy lord of this sort is usually
imprisoned in a_tomb that is never
meant tebe opened again.

Despair (Su): The save DC against this
mummy lords despair is 17.

Mummy Rot (Su): The save DC against this
mummy lords mummy rotis 17

Typical Cleric Spells Prepared (6/7/6/5/5/4; save DC 15 + spell
level): 0—detect magic (2), guidance, read magic, resistance, virtue;
tst—bane, command, deathwatch, divine faver, doom, sanchuary®, shield
of faith; 2nd—bull's strength, death knell®, hold person, resist energy;

silence, spiritual weapen; 3rd—animale dead®, deeper darkness, dispel

My ford

magie, tmvisibility purge, searing light; 4th—air walk, dismissal, divine
power; giand vermin, spell immunity™; Sth—insect plague, day Living®,
spell resistance, symbol of pain,

*Domain Spell. Domains: Death and Prorecrion.

Possessions: +2 half-plate armor, cloak of resistance +2, ring of minor
elemental resistance (five), brooch of shielding. (Different mummy
lords may have different possessions.)

NAGA

[ Nagas are highly intelligent crearures with s variety of magical
powers, They are natural masters of those around them, using

subtle wards and clever traps to keep intruders from disturbing |

their peace

All nagas have long, snakelike bodies covered with glistening.,
scales, and more or less human faces. They range in length from 10|
to 20 feet and weigh from 200 to 500 pounds. The eyes of a naga are
bright and intelligent, burning with an almost hypnotic inner light.

COMBAT
Nagas favor spells over other forms of combat. Because they are
almost always found in the lairs they guard and know well, they
can arrange most encounters to suit their wishes.

DARK NAGA

Large Aberration

Hit Dice: 9d8+18 (58 hp)
Initiative; +2
Speed: 40 it (8 squares)
Armor Class: 14 (-1 size, +2
Dex, +3 natural), touch 11,

flat-footed 12

. Base Attack/Grapple: +6/+12 |
Antack: Sting +7 melee

(2d4+2 plus poison)

Full Attack: Sting +7 melee
(2d4+2 plus poison) and bite
+2 meles (1d4+1)
Space/Reach: 10 fi./5 fr.
Special Attacks: Poison,
spells |

Special Qualities: Darkvision |
&0 ft.. derect thoughts, guarded |
thoughrs, immuniry 1o
PUH'IJ]I. resismance m {hﬂl'ITI
. Saves: Fort +5, Ref +7,
§ will +s
Abilities: Str 14, Dex 15, Con
14, Int 16, Wis 15, Cha 17
Skills: Bluff +9, Concen-
tration +13, Diplomacy +7,
Disguise +5 (+7 acting},
Intimidare +5, Listen +11
Sense Morive +8, Spelleraft
#12, Spot+11
Feats: Alertness, Combar Casting,
Dodge, Eschew Materials", Lightning
Reflexes
Environment: Temperate hills
Organization: Solitary or nest (2—4)
Challenge Rating: 8
Treasure: Standard
Alignment: Usually lawful evil
Advancement: 10-13 HD (Large); 14-27 HD (Huge)
Level Adjustment: —

This_smakelike creature hos o deep purple body covered In fine scales,
making it look rather [fke a great el lis tail ends in o barbed stinger. lis
head resembles an eel's but has o hurmaniike wsage.

Dark nagas are infamous plotters and schemers. They often form
alliances with other evil creatures so as 1o more efficiently gather
prey and wealth

Dark nagas speak Common and Infernal

Combat .
Dark nagas prefer to fight from an elevated position where they |
|get a good view of the battlefield while also staying out of reach.
Poison (Ex) Injury, Fortitude DC 16 or lapse into a nightmare-
haunted sleep for 2d4 minutes, The save DC is Constiturion-based.
Spells: Dark nagas cast spells as 7th-level sorcerers




Typical Soveerer Spells Known (6,/7/7/5: save DC 13 + spell level):
O—dize, detect magic, light, mage hand, open/close, ray of frost, read
magic; 1st—expeditious rebveat, magic missile, vy of enfeeblement, shield,
silent image; 2nd—cal’s goace, invisibilily scorching my; 3nd—displace-
menl, lightnimg ball

Resistance to Charm: Dark nagas have a +2 racial bonus on |

(saving throws against all charm effects (not included in the staris-
| tics block),

Detect Thoughts (Su): A dark naga can continuously use |
detect thoughts as the spell (caster level ath; Will DC 15 negares). |

| This ability is always active. The save DC is Charisma-based.
Guarded Thoughts (Ex): Dack nagas are immune to any form
\of mind reading.

GUARDIAN NAGA
Large Aberration
Hit Dice: 11d8+44 (93 hp)
Initiative: +2
Speed: 40 fr. (8 squares)
Armor Class; 18 (=1 size, +2 Dex, +7 natural), rouch 11,
flat-footed 16
Base Attack/Grapple: +8/+17
Artack: Bite +12 melee (2dé+7 plus poison) or spit +9 ranged
rouch (poison)
Full Attack: Bite +12 melee (2d6+7 plus poison) or spit +9
ranged touch (poison)
|Space/Reach: 10 fi./5 fi
| Special Attacks: Poison, spit, spells
|Special Qualities: Darkvision 60 ft.
|Saves: Forr +7, Ref +7, Will +11
Abilities: Str 21, Dex 14, Con 19, Int 16, Wiz 19, Cha 18
|Skills: Bluff +18, Concentration +19, Listen +13, Diplomacy +8,
Disguise +4 (+6 acting), Intimidare +6, Sense Motive +18,
Spellcraft 417, Spor+13
Eeats: Alertness, Combat Casting, Dodge, Eschew Materials?,
Lightning Reflexes
Environment: Temperate plains
Organization: Solitary or nest (2—4)
Challenge Rating: 10
Treasure: Standard
Alignment: Usually lawful good
Advancement: 12-16 HD (Large); 17-33 HD (Huge)
Level Adjustment: —

This begutiful creature looks like @ smake with a human foce and green-
goid seales. A golden frill rurs from the top of its head to the tip of its tail.
The sweet scent of flowers accompanies the creature.,
| Wise and good, guardian s
\nagas_often protect
sacred places or main-
tain a lookout against
evil deeds.
A guardian naga tends to raise its crest
when it becomes angry.
Guardian nagas speak Celestial and
Common.

Combat
Guardian nagas usually warn
|off intruders before artacking,
L the warning is ignored, they
imay begin a spell assault or spit
Lpoison.
Poison (Ex): Injury or contact, Fortitude DC 19, initial and sec-
ondary damage 1d10 Con. The save DC is Constitution-based.
Spit (Ex): A guardian naga can spit its venom up 1o 30 feeras a

standard action. This is a anged wouch attack with no range incre-
ment. Oppenents hit by this amack must make successful saves
{see above) 1o avoid the effec. _
Spells: Guardian nagas cast spells as 9th-level sorcerers, and can
Jalso cast spells from the cleric list and from the Good and Law
|domains. The cleric spells and domain spells are considered
arcane spells for a guardian naga, meaning thar the creature does
not need a divine focus to cast them
Typical Spells Known [8/7/7/7/5; save DC 14 + spell levell: 0
Jcure minor wounds, daze, detect magic, lght, mage hand, open/close, my |
Lof frast, read magic; Ist—cure light wounds, divine favor, expeditions
rebreat, mage armor, magic missile; 2nd—detect thoughts, lesser restora:
tiom, see inwisibility, scorching ray; 3vd—cure serious wounds, dispel
magic, lightning bolt: 4th

SPIRIT NAGA

Large Aberration
| Hit Diice: 9d8+36 (76 hp)

Jnitigtive: +1
\Speed: 40 fr. (8 squares)

Armor Class: 16 (-1 size, +1 Dex, +6 natural), touch 10,

flar-footed 15

Base Artack/Grapple: +5/+14

Artack: Bite +9 melee (2d6+6 plus poison)

Full Attack: Bite +9 melee (2d6+6 plus poison)
Space/Reach: 10 fr./5 ft.

Special Artacks: Charming gaze, poison, spells

Special Qualities: Darkvision &0 fr.

Saves: Fort +7, Ref +6, Will +9

Abilities: Sir 18, Dex 13, Con 18, Int 12, Wis 17.Cha 17
Skills: Concentration +13, Listen +14, Spelleraft +10, Spot +14
Feats: Ability Focus (charming gaze), Alertness, Combar Casting,

Eschew Materials®, Lightning Beflexes

Environment: Temperate marshes

Organization: Solitary or nest (2—4)

Challenge Rating: 9

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: 10-13 HD (Larpe) 14=27 HD (Huge
Level Adjustment: —

divine power, greater invisibilily

This loathsome serpent has o black body banded i swaths of brght crim
son. s _head is vaguely hiuman, with stnngy hoin The odor of camon
hangs heawy in the air about i,

Spiris
MNaga

Spirit nagas are named for their habie of inhabiting ruined and
Jdismal places; they are thoroughly evil and seek to do harm when
{ever they can,

Spirit nagas speak Abyssal and Common.



Combat

Spirit nagas meet foes boldly so a5 10 use their gaze atacks 1o best
effect. They quickly slither forward to bite foes that avert their eyes

Charming Gaze {(Su): As charm_person, 30 feer, Will DC 19
negates. The save DC is Charisma-based.

Poison (Ex): Injury, Forritude DC 18, initial and secondary

damage 1dg Con. The save DC is Constitution-based.

Spells: Spirit nagas cast spells as Tth-level sorcerers, and can
also cast spells from the cleric spell list and from the Chaos and |

Evil domains as arcane spells, The cleric spells and domain spells
are considered arcane spells for a spirit naga, meaning thar the
creature does not need a divine focus 1o cast them
Typical Spells Known (6/7/7/5; save DC 13 + spell
levell: O—cure minor wounds, doze, detect magic, mage
hand, apen/close, ray_of fros, recd magic; 1st—charm
person, cure light wounds, divine favor, magic mis-
sile, shield of fasth; 2nd—at’s grace, sty
surrtmon swarm; 3od—displacement, fireball

WATER NAGA

Large Aberration [Aguatic)

Hit DHce: 7d8+28 (59 hp)

Initiative: +1

Speed: 30 ft. {5 squares), swim
50 ir

Armor Class: 15 (=1 size, +1
Dex, +5 natural), touch
10, flar-foored 14

Base Attack/Grapple:
+5/212

Attack: Bite +7 meles
(2d6+4 plus poison)

Full Attack: Bite +7 melee
(2d6+4 plus poison)

Space/Reach: 10f1./5 fr.

Special Attacks: Poison,
>FI|.'||.*>

Special Qualities:
Darkvision 60 ft

Saves: Fori +6, Ref +5, Will +8

Abilities: Sir 16, Dex 13, Con
18, Int 10, Wis 17, Cha 15

8kills: Concentration +12,
Listen +7, Spellcraft +8,
Spot +7, Swim +11

Feats: Aleriness, Combat
Casting, Eschew
Materials®, Lightning
Refleves

Environment: Temperale aquatic

Organization: Solitary, pair, or nest(3—+)

Challenge Rating: 7

Treasure: Standard

Alignment: Usually neutral

Advancement: 8-10 HD (Large)i 1121 HD (Huge)

Level Adjustment: —

This beautiful creature looks like @ snake with g faintly human head and
reticulated emerald-green patterns nunning the lengeh of its body. Fiery red
and orange spines jut from its backbone.

Water nagas often prove bad-tempered or mischievous, though
they usually do not arrack to kill unless they feel threarened

A water naga’s spines rise like hackles when the naga becomes
angry.

Water nagas speak Aquan and Commen,

.. i - . .' .'| m

Combat

Water nagas prefer to stay mostly concealed in a body of water
while they launch a spell arrack.

Poison (Ex): Injury, Fortitude DC 17, initial and secondary
damage 1d8 Con, The save DC is Constitution-based

Spells: Water nagas cast spells as 7th-level sorcerers but never
use fire spells.

Typical Sorcerer Spells Known (6,/7/7/4; save DC 12 + spell level):
O—acid splash, daze, detect magic, light, mage hand, open,/close, read
magu; IFr—t'I;'ﬁft!Is'H} retreat, magic missile, abscuring mist, shiield, true |
strikee; 2nd—invisibility, Melf's acid arrowy, mirmor image 3rd—protec-
fiom from energy, suggestion.
= Skills: A warter naga has a +8 racial bonus.on any
Swim check to perform some special action or
avoid a hazard. Tt can always choose to take 10.on

a Swim check, even if distracted or endan-

gered. It can use the run action while swim-
ming, provided it swims in a straight line.

NIGHT HAG

Medium Outsider (Evil, Exiraplanar)

Hit Dice: 8d8+32 (65 hp)

Initiative: +1

Speed: 20 ft. (4 squares)

Armor Class: 22 (+1 Dex, +11 naturall,

touch 11, flat-footed 21

Base Attack/Grapple: +8/+12

Artack: Bite +12 melee (2da+6 plus

disease)

Full Artack: Bite +12 melee

(2de+6 plus disease]

R  Space/Reach: 5 fr/5fi

\ Special Attacks: Spell-like
abilities, dream haunting

Special Qualities: Damage

reduction 10/cold iron and

magic, immuniry to fire, cold,

charm, sleep, and fear, spell resise-

/ ance 25

Saves: Fort +12", Ref +9%,

Will +10®

Abilities: Str 19, Dex 12, Con
18, Inr 11, Wis 15, Cha 12
Skills: Bluff +12,
Concentration +15,
Diplomacy +5, Disguise 1

(3 acting), Intimidate +14

Listen +15, Ride +12, Sense

Maorive +13, Spellcraft +11, Spot +15

Feats; Alertness, Combat Casting, Mounted Combat

Environment; Gray Waste of Hades

Organization: Solitary, mounted (1, on nightmare), or covey (3,

on nightmares)

Challenge Rating: 9

Treasure; Standard

Alignment: Always neurral evil

Advancement: 9-16 HD (Medium]

Level Adjustment: —

~ Night bag

This being looks like a hideowsly ugly human waman. Its flesh is the blue- |
violet of a deep bruise and covered with wars, blisters, and open sores, [t
has straggly jei-black hair and jagged, yellow teeth The eyes bumn fike hot

|cogls, throwing out a_thick, red mdiance.




Merciless and utterly evil, night hags are crearures from the plane
of Hades that constantly hunger for the flesh and souls of inno-
cent men Jnd Womenn.

A night hag is about the same heightand weight as 2 female human.

Night hags speak Abyssal, Celestial, Common, and Infernal. |

COMBAT

|Night hags attack good creatures on sight if the odds of success|

seem favorable

These creatures rip through armor and flesh with their deadly |

teeth. They love to use sleep and then strangle those who are over-
Lcame by it

A night hag’s natural weapons, as well as any weapons it wields,
are treated as evil-aligned for the purpose of overcoming damage
reduction. Its natural weapons are mreated as magic weapons for
the purpose of overcoming damage reduction.

Disease (Ex): Demon fever—bite, Fortitude DC 18, incubation

yperiod 1 day, damage 1ds Con. Each day after the first, on a failed |
|save, an alflicted crearure must immediarely succeed on another |
| DC 18 Fortitude save or take | point of Constitution drain. The |

save DC is Constitution based

Spell-Like Abilities: At will—detect chaos, detect evil, detect goad,
delect law, delect magie, magic missile, polymorph (self only), my of
enfechlement (DC 12), sleep (DC 12). Caster level 8th. A night hag
can use etherealness ar will (caster level 16th) so long as it possesses
its heartstone (see below). The save DCs are Charisma-based.

Dream Haunting (Su): Night hags can visit the dreams of
|chaotic or evil individuals by using a special periapt known as a
{heartstone to become ethereal, then hovering over the creature.
|Once a hag invades someone’s dreams, it rides on the victim's back
until dawn. The sleeper suffers from tormenting dreams and takes
\1 point of Constitution drain upon awakening. Only another ethe-
;real being can stop these nocrurnal intrusions, by confronting and
|defearing the night hag.

Nightmare
Large Outsider (Evil, Extraplanar)

Hit Dice: 6dE+18 (45 hp)

Initiative: +h

Speed: 40'ft. (8 squares), fly 90 ft. (good)
Armor Class: 24 (—1 size, +2 Dox, +13 notural),

touch 11, flat-foored 22
Base Attack/Grapple: +6/+14

HEARISTONE
All night hags carry a periapt known as a hearlstone, which
instantly cures any disease contracted by the holder. In addition. |
a heartstone provides a +2 resistance bonus on all saving throws
(this bonus is included in the staristics block). A night hag thar
|loses this charm can no longer use etherealness until it can manu-
facture another (which takes one month). Creatures other than
the hag can benefit from the heartstone’s powers, bur the periapt
sharters after ten uses (any disease cured or saving throw affected
_counts as a use) and it does not bestow etherealness ro a bearer thar
is not a night hag, If sold, an intact heartstone brings 1,500 gp.,

NIGHTMARE

At first glance, this creature looks like o large, powerful horse with a jet-
block coat. A closer look, however, reveals its true nature, Flames wreathe
\its steely hooves, trail from its flared nostnls, and smalder in the depths of
Uit dark eyes.

| Nightmares are proud equine creatures with hearts as black and
evil as the dark abysses from which they come. They dwell on the
plane of Hades.

A nightmare is a wild and restless crearure. It roams the world
doing evil and haunting the dreams of all who dare cross it.
Although ir has no wings, the creature can fly with grear speed. It
seldom allows anyone to ride it, but particularly powerful and evil
creatures have been known to make mounis of nightmares,

A nightmare is about the size of a light war horse.

COMBAT

A nightmare does battle by biting with its viperish fangs and kick-.
ing with its powerful legs. A nightmare can fight while carrying a
rider, bur the rider cannot also fight unless he or she succeeds on
a Ride checle.

Nightmare, Cauchemar

Huge Outsider (Evil, Extraplanar)
15d8+105 (172 hp)

6

40 ft. (8 squares), fly 90 ft. (good)

26 (-2 size, +2 Dex; +16 natural],
touch 10, flat-foored 24

$15/+33

Attack: Hoof +9 melee (1d8+4 plus 1d4 fire) Hoof +23 melee (2dé+10 plus 1d4 fire)

Full Attack: 2 hooves +9 melee (1d8+4 plus 1d4 fire) and 2 hooves #23 melee (2de+10 plus 1d4 fire) and
bite +4 melee (1d8+2) bite +18 melee (2d&+5)

Space/Reach: 10 /5 fr. 15 fr./10 fr.

Special Artacks: Elaming hooves, smolke Flaming hooves, smoke

. Special Qualities: Astral projection, darkvision &0 ft., ethepealness  Astral projection, darkvision 60 fr., etherealness

Saves: Fort +8, Ref «7, Will +& Fort +16, Ref +11, Will <10

Abilities: Str 18, Dex 15, Con 16, Sir 31, Dex 14, Con 24,
Int 13, Wis 13, Cha 12 Int 16, Wis 12, Cha 12

Skills: Concentration +12, Diplomacy +3, Bluff +19, Concentration 425, Diplomacy +5,
Intimidate +10, Knowledge (the planes) Disguise +1 (+3 acting), Intimidate +21, Knowledge (arcana) +21,
+10, Listen +12, Move Silently <11, Knowledge (the planes) +21, Listen +21, Move Silently +20,
Search +10, Sense Motive +10, Search +21, Sense Motive +19, Spot +21,
Spot +12, Survival +10 (+12 on other planes Survival +19 (+21 on other planes and following tracks)
and following tracks)

Feats: Alertness, Improved Initiative, Run Alertness, Cleave, Improved Initiative,

Power Artack, Run, Track

Environment: Gray Waste of Hades Gray Waste of Hades

Organization: Solitary Solitary

Challenge Rating: 1 11

Treasure: Mone Mone

Alignment: Always neutral evil Always neutral evil

Advancement: 7-10 HD (Large} 11-18 HD (Huge) -

Level Adjustment:  +4 (cohort)

+4 (cohort)



A nightmare’s natural weapons, as well as any weapans itwields,
are treated as evil-aligned for the purpose of overcoming damage
reduction,

Flaming Hooves (Su}: A blow from a nightmare’s hooves sets
combustible marerials alight.

Smoke (Su): During the
excitement of bartle, a

{nightmare snorts and @5
{neighs with rage, This
snorting fills a 15-
foot cone with a hot,
(sulfurous smoke thar \
chokes and blinds
opponents. Anyoene in
the cone must succeed
on 3 DC 16 Fortirude save
or take a—2 penalty onall
attack and damage rolls
Luntil 1dé6 minutes after
{leaving the cone, The
cone lasts 1 round, and the
nightmare uses it once as a free
acrion during its turn each
round. The save DC is Constitu-
tion-based.

Because of the smoke it gives off.a
nightmare has concealment against creatures 5

| feer away and total concealment against creatures
10 feer or farther away. The smoke does not  Nightmare
Lobscure the nightmare's vision at all,

Astral Projection and Etherealness (Suj: These abilities
function just like the spells of the same names {caster level 20th);
anightmare can use either ar will.

Carrying Capacity: A light load for a nightmare is up to 300
pounds; a medium load, 301-600 pounds; and a_heavy load,
601-900 pounds.

CAUCHEMAR

The cauchemar is a horrible, especially malevolent version of o
nightmare. The sight of one of these grear horrors bearing down is
enough to shake the heart of the boldest champion.

Combat
The save DC for the cauchemar's smoke antack (DC 24) is
adjusted for its greater number of Hit Dice and higher Constitu-
tion score,

Carrying Capacity: A light load for s cauchemar is up to 612
 pounds; a medium load, 613-1,224 pounds; and a heavy load,
[1,225-1,840 pounds.

NIGHTSHADE

Nightshades are powerful undead composed of equal parts darkness
and absolute evil, Their chilling malevolence hangs heavily about
them, along with the smell of an open grave on a winter'’s morning

Nightshades can read and understand all forms of communica-
tion; however, they communicate with others by telepathy

COMBAT

.Each of the three known varieties of nightshade is a rerrible crea-
{ture with unique powers.and abilities. Their tactics viry according
{1 their abilities, but they all make liberal use of haste,

Nightshade Abilities

All nightshades have the following special abilities. _
Ayersion to Daylight (Ex}: Nightshades are creatures of uner

darkness and loathe all light. If exposed to natural daylight (not

merely a dalight spell), they take a —4 penalty on all artack rolls, |

saving throws, and skill checks

Desecrating Aura (Su): All nightshades give off a 20-foor-|
radius emanation of urter desecrarion, imbuing their surround-

ings with negative encrgy, This ability works much like a descorme

\spell, except that the nightshade’s evil is so great that it is treated as

the shrine of an evil power. All undead within 20 feet of the
nightshade (including the crearure itself) pain a +2 profane

bonus on artack rolls, damage rolls, and saving throws, and |
+2 hit points per HD. (The nightshade Hit Dice, antack, and |
save entries given here include these profane |

bonuses.) Charisma checks made 1o rurn |

undead within rhis area take a —&
penalty,

cannot be dispelled except by a
dispel evil spell or similar

can resume it a5 a free
action on. its next
turn. Its desecrating
aura is suppressed if a
nighishade enters a
consecriled or hallowed

area, but the night-

consecrafed or hal-

the area,

NIGHTCRAWLER

Gargantuan Undead (Extraplanar)

Hir Dice: 25d12+50 {212 hp)

Initiative: +4

Speed: 30 ft. (6 squares), burrow 60 fr.

Armor Class: 35 (—4 size, +29 nawural), touch &, flar-foored 35

Base Attack/Grapple: +12/445

Attack: Bite +29 melee (4d6+21)

Full Attack: Bite +29 melee (4d6+21/19-20) and sting +24 melee
(2d8+11/19-20 plus poison)

Space/Reach: 20 fr./15 fi.

Special Attacks: Desecrating aura, energy druin, spell-like abili-
ties, poison, summon undead, swallow whole

Special Qualities: Aversion to daylight, damage reduction
15/silver and magic, darkvision 60 ft., immunity to cold, spell
resistance 31, relepathy 100 fi, tremersense 60 fr., undead tairs

Saves: Fort +12, Ref +10, Will +23

Abilities: Str 48, Dex 10, Con —, Int 20, Wis 20, Cha 18

skills: Concentmtion +32, Diplomacy +6, Hide +16, Knowledge
{arcana) +33, Listen 33, Move Silently +28, Search +33, Sense
Motive +23, Spelleraft +35, Spor+33, Survival +5 (+7 following
tracks)

Feats: Blind-Fight, Combar Casting, Great Fortirude, Improved
Critical (bite), Improved Crirical (sting), Improved Initiarive,
Iron Will, Power Attack, Quicken Spell-Like Abiliry (core of
eold)

| Environment; Flane of Shadow

Organization: Solitary or pair
Challenge Rating: 18

| Treasure: Standard
{Alignment: Always chaotic evil

Advancement; 2650 HD (Colossal)
Level Adjustment: —

A nighrishade’s desecrating aura |

effect. If the effect is dis-,
pelled, the nighishade |

shade’s presence)
also suppresses the |

lowed effect for as,
long as it remains. in.,

=
-
5
=
%
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opportunity. If it wins the grapple
|check, it establishes a hold and can try

{10 swallow the opponent in the fol-
Uowing round. [

|DC 22, initial and secondary

This creature looks like an {mmense worm covered with plates of dead
black, chitinows armor, Its toothy maw is wider than g hurman is tall, ond
its teeth and gullet are black, too.

A nightcrawler is 2 massive behemoth similar ro a purple worm,.

though utterly black in color.

A I\!ghT:T.ﬂp]or measures ahout 7 feer in diamerer and is 100 feer
{long from its toothy maw to the tp of its stinging tail. It weighs
{abour 55,000 pounds,

Combat
A nighrerawler aracks by burrowing through the ground and

emerging to strike.

A nighterawler’s natural weapons are reated as magic
weapons for the purpose of overcoming domage reduc
tion,

Far each such pegative level bestowed, the
nightcrawler gains 5 remporary hit points,
Improved Grab (Ex): To use rhis ability, a
nighterawler must hic with its bire artack. Te
can then attempt 1o start a grapple as a free
action withour provoking an attack of

4

Poison (Ex): Injury, Fortitude

damage 2dé Str. The save DC is
Constitution-based. /
Spell-Like Abilities: At /
will—contagion (DC 18), deeper
darkness, defect magic, greater
dispel magic, haste, invisibility,
see inwisibilily, unholy blight
{(DC 18); 3/day—cone of
cold (DC 19}, confusion
(DC 18}, hold monster
(DC 19); 1/day—finger of
death (DC 21), muss hald
monster (DC 23}, plane
shift (DC 21). Caster
level 25th. The save DCs
are Charisma-based.
Summon Undead (Su): A
nighterawler can summon undead crea-
tures once per nighp 9=16 shadows, 3-6
greater shadows, or 2-4 dread wraiths. The
undead arrive in 1d10 rounds and serve for 1
hour or until released.
Swallow Whole (Exk A nightcrawler can try
to swallow a grabbed opponent of Huge or
smaller size by making a successful grapple check.
Once inside, the opponent tukes 2d5+12 polnts of
bludgeoning damage plus 12 points of acid damoge

‘.

L™

;per round from the nightcrawler’s gizzard and is
(subject to the creature’s energy drain. A swallowed creature Nightwaller weapon or item of Large size or smaller (even magic ones, but
lcanm cur its way out by using a light slashing or piercing

{weapon to deal 35 points of damage 1o the gizzard (AC 21), Once
{the creature exits, muscular action closes the hole; another swal-

lowed opponent must cut fes own way out.
A pighterawler’s interior can hold 2 Huge, 8 Large, 32 Medium,
128 Small, 512 Tiny or smaller opponents.

Fliee I
Energy Drain (Su); Living crearures inside a nighis ‘

;crawler's gizzard gain one negative level each round. &

| The DC is 26 for the Fortitude save to removeal e

(negative level. The save DC is Charisma-based. v

FAAE

NIGHTWALKER

Huge Undead (Extraplanar)
Hit Dice: 21d12+42 (178 hp)
Initiative: +i

\Speed: 40 ft (8 squares),, fly 20 fr. {poor)
LArmor Class; 32 (=2 size, +2 Dex, 422 natural), touch 10,

flar-footed 30
Base Attack/Grapple: +10/+34
Artack: Slam +24 melee (2de+16)
Full Artack: 2 slams +24 melee (2dai16)
Space/Reach: 15 ft./15 fr.
Special Artacks: Crush item, desecrating aura, evil gaze,
spell-like abilities, summeon undead
Special Qualities: Aversion to daylight, damage
reduction 15/silver and magic, darkvision 60 ft.,
immunity to cold, spell resistance 29, telepathy
100 fr., undead rraits
Saves: Fort +11, Ref =11, Will 419
=N Abilities: Str 38, Dex 14, Con —, Int 20, Wis
. 20, Cha 18
Skills: Concentration +28, Diplomacy +6, Hide
+18%, Knowledge (arcana) #29, Listen =29,
Move Silently +26, Search +29, Sense Motive
+29, Spelleraft +31, Spot+29, Survival +5 (+7
following tracks)
Feats: Cleave, Combat Expertise, Combat
Reflexes, Great Fortitude, Improved
Disarm, Improved Initiative, Power
Attack, Quicken Spell-Like Ability
{unholy blight)
Environment: Plane of Shadow
| Organization: Solitary, pair, or gang
|'H
Challenge Rating: 15
Treasure: Standard
Alignment: Always chaotic evil
% Advancement; 22-31 HD
|\ (Huge) 32—42 HD
(Gargantuan,
Level Adjustment: —

' The creature looks like a human
{ oid_giant, toller than o house
\ and composed of pure darkness

| It wears ne clothing and has
smooth, hairdess skin and o

) genderess body,
Pl
Mightwalkers are human-shaped

horrors that haunt the darkness.
A nighowalker is abour 20 feer rall and
weighs about 12,000 pounds.

Combat
Mightwalkers lurk in dark areas where they can
almost always surprise the unwary,
A nightwalker's natural weapons are
treated as magic wespons for the purpose of
overcoming damage reduction. |
Crush Item (Su): A nightwalker can destroy any

not artifacts) by picking it up and crushing it between its
hands, The nighrwalker must make a successiul disarm arrempt 1o

grab an item held by an opponent. The item is entitled to a DC 34

Fortitude save to resist destruction. The save DC is Strength-based
Evil Gaze (Su); Fear, 30 feer, A creature that meets the nighr-
walker's gaze must succeed on a DC 24 Will save or be paralyzed



with fear for 1d8 rounds, Whether or nor the save is successful,
that creature cannot be affected again by the same nightshade's
gaze for 24 hours. This is a mind-affecting fear effect. The save DC
is Charisma-based.

Spell-Like Abiliries: At will—comtagion (DC 18}, deeper dark-.
ness, detect magic, greater dispel magic, haste, see imvisibility, and wnhaly
blight (DC 18}; 3/day—confusion (DC 18], hold monster (DC 19,4

imsnsibility: 1,/day—cone of cold {DC 19), finger of death (DC 21), plane

shift {DC 21). Caster level 21st. The save DCs are Charisma-based. |
Summon Undead (Suk A nighrwalker can summon undead |

|creatures once per night: 7-12 shadows, 2-5 greater shadows, or
| 1=2 dread wraiths. The undead arrive in 1d10 rounds and serve for
1 hour or until releasad.
Skills: “When hiding in a dark area, a nighrwalker gains a +8
racial bonus on Hide checks.

Tactics Round-by-Round
_The nightwalker is an exceedingly intelligent foe that makes the.
| best use of all irs abilities. Ir favors using its spell-like abilities 1o

divide and disable irs enemies, then closing to melee with oppo-|

nents it has isolared from their allies.

Prior to combak: The nightwalker keeps its see invisihility power
active most of the time. It uses hasle and invisibility to prepare for
bartle,

Round 1: Move to within 30 feet to make use of gaze attack and
strike with confusion or hold monster, coupled with a quickened
unhaly blight.

Rownd 2: Hir a spellcaster with finger of death and another quick-
|ened unhely bight,

Round 3: Move up to engage the enemy and attempt o disarm an
(enemy fighter.

Round & Crush the disarmed weapon (or use gaze artack if

| disarm atrempt failed).

Round 5: Full artack against the unarmed foe (or ona nearby
spelleaster).

NIGHTWING
Huge Undead (Extraplanar)
Hit Dice: 17d12+34 (144 hp)
Initiative: +8
Speed: 20 [t (4 squares), fly 60 ft. (pood)
Armor Class: 30 (=2 size, +4 Dex, +18 natural) touch 12,
flar-footed 26
Base Attack/Grapple: +8/+28
Attack: Bite +18 melee (2d6+17/19-20 plus magic drain)
Full Attack: Bite +18 melee (2d6+17/19-20 plus magic drain)
Space/Reach: 15 fr./10 fr
Special Attacks: Desecrating aura, magic deain, spell-like abili-
ties, summon undead
Special Qualities: Aversion to daylight, damage reduction
15/silver and magic, darkvision 60 ft., immunity 1o cold, sp-e-”
resistance 27, relepathy 100 fr., undead rraits
Saves: Fort +9, Ref +11, Will +17
Abilities: Str 31, Dex 18, Con —, Int 18, Wis 20, Cha 18
Skills: Concentration +24, Diplomacy 46, Hide +16% Listen 425
Move Silently +24, Search +24, Sense Motive +25, Spellcraft
+24, Spot +25, Survival +5 (+7 following rracks]
Feats: Combat Reflexes, Dodge, Flyby Arack, Great Fortitude,
Improved Crirical (bite), Improved Initiative
Environment: Plane of Shadow
Organization: Solitary, pair, or fock (3-6]
Challenge Rating: 14
| Treasure: Standard
| Alignment: Always chaotic evil
Advancement: 18-25 HD {Huge); 26-34 HD (Garganruan
Level Adjustment: —

The creature seems to_be nothing but o moss of utter darkness shaped like |
a monstrous bat.

Nighrwings are batlike flyers that hunt on the wing, .
A nighrwing has a wingspan of about 40 feet and weighs abou
14,000 pounds,

Combat
Nightwings prow! the night sky and dive onto their victims, They |
.are all but invisible, detectable only because of the stars they
abscure in their passing. |

A nightwing's natural weapons are treated as magic weapons for
the purpose of overcoming damage reduction,

Magic Drain (Su): A nighrwing can weaken magic armot, |
weapons, and shiclds by making a successful touch artack. The
targeted item must succeed ona DC 22 Fortitude save or lose 1
| painr of its enhancement bonus (for example, a +2 swond becomes
{11 sword), The save DC is Charisma-based. An item that loses jts |
\entire enhancement bonus becomes merely a masterwork item,,
{and loses any special abilities (such as flaming) as well. Casting
dispel evil upon the item reverses the effect of the magic drain, |
provided this gccurs within a number of days afrer the amack
equal to the caster’s level and the caster succeeds ona DC 29
caster level check

Spell-Like Abilities: At will—ontagion (DC 18], deeper dark-
ness, detect magic, haste, see invisibility, unholy blight (DC 183
3/day—confusion (DC 18}, greater dispel magic, Jold monster (DC
19), invisibility; 1/day—cone of cold (DC 19), finger of death (DC|
21, plane shift (DC 21). Caster level 17¢h, The save DCs are,
Charisma-based.

summon Undead (Su): A nightwing can summon undead |
crearures once per night: §-12 shadows, 2—4 greater shadows, or 1|
dread wraith. The undead arrive in 1d10 rounds and serve for 1.
hour or unnil released.

Skills: “When hiding in a dark area or flying in a dark sky. a
nighrwing gains a +8 racial bonus on Hide checks,

NYMPH

Medium Fey

Hit Dice: &da+6 (27 hp)

Initiative: +3

Speed: 30 ft. (6 squares), swim 20 fr.

Armor Class; 17 (+3 Dex, +4 deflection), touch 17, flac-footed 14

Base Attack/Grapple: +3/+3

Attack: Dagger +6 meles (1d4/19-20)

Full Attack: Dagger +6 melee (1d4/19-20)

Space/Reach: 5 fr./5 [t

Special Artacks: Blinding beauty, spells, spell-like abilities, stun-
ning glance

Special Qualities: Damage reduction 10/cold iron, low-light
vision, unearthly grace, wild empathy

Saves: Fort +7, Ref +12, Will +12

Abilities: Str 10, Dex 17, Con 12, Inr 16, Wis 17, Cha 19

Skills: Concentration +10, Diplomacy +6, Escape Artist +12,
Handle Animal +13, Heal +12, Hide +12, Listen +12, Move
Silently +12, Ride +5, Sense Motive +12, Spot +12, Swim +8,
Use Rope +3 (+5 with bindings)

Feats: Combar Casting, Dodge, Weapon Finesse

Environment; Temperate forests

Organization: Soliary

Challenge Rating: 7

Treasure: Standard

Alignment: Usually chaotic good

Advancement: 7-12 HD (Medium)

Level Adjustment: +7




[98

This being's beouty eeceeds mere words: she 5 coptivating and dangerous
becouse of the emations she inspires. She has long. copper hair, perfect
skin, large eyes, and long, swept-back sars,

Nymphs are nature’s embodiment of physical beauty, and the |

guardians of the sacred places of the wild. They are so unbear-

ably lovely that even a glimpse of one can blind an onlooker. |
{Mymphs hate evil and any who would despoil the wilds forany |

Jeason.

A nymph demeanor is wild and mercurial. Like nature itself, |

she embodies both grear beaury and fearsome danger. She
ican_be kind and graceful 1o mortals who revere the
wild places of the world, but is alsa quick to
strike against mortals who take motre than
they need or who trear nature thought-
lessly, Animals of all types flock toa
nymph, ignoring the presence of
natural enemies; injured beasis
{know that the nymph will tend
{their wounds.

A nymph is about the height
and weight of a female elf.

Nymphs speak Sylvan and
Common.

COMBAT

A nymph usually avoids contact
|with nonfey, but she often has a
iplace she holds sacred and
(defends against all intrusion—a
Lgrove, a pool, or sometimes a hill-
top or peak. She uses her spells
.and animal allies to drive intrud-
ers away from the spot she
defends, preferring 1o use non-
lethal attacks first and resorting
1o deadly artacks only when faced
by evil creatures or intruders who
reply to her efforts with deadly
artacks of their own.

Nymphs are better disposed
toward elves, half-elves, and
druids, individuals they rec-
ognize as friends of nature,
They are likely o offer such
people o chance to explain their
presence_instead of driving
them away. Nymphs have also

{been known 1o aid good heroes
whe approach them in a courte-
{ous and respectful manner

Blinding Beauty (Su): This abiliry
affects all humanoids within 30 feet of a nymph,
Those who look directly at a nymph must succeed on a DC 17 For-
titude save or be blinded permanently as though by the blindness
spell. A nymph can suppress or resume this ability as a free action
The save DC is Charisma-based.

Spell-Like Abilities: 1/day—dimension door. Caster level 7th.

Spells: A nymph casts divine spells as a 7th-level druid.

Typical Drstid Spells Prepared (6/5/4,/3/1, save DC 13 + spell level):
O—cure minerwounds, defect magic, flare, guidance, lipht, resistanee;

\st—alm animal, cure Light wounds, entangle, longsirider, speak with

Lanimals 2od-—barkskin, heat metal, lesser vestoration, tree shape; 3rd—
{call lightring, cure moderate wonnds, protection from energy; 4th—rust-
ing grasp.

Stunning Glance (Su): As a standard action, a wrathful nymph

can siun a crearure within 30 feet with a look. The targer creature,,

mist succeed on a DO 17 Fortitude save or be stunned for 2d4.
rounds. The save DC is Charisma-based. |

Unearthly Grace (Su): A nymph adds her Charisma medifier |
a5 a_bonus on all her saving throws, and as a deflection bonus o
(her Armor Class. (The statistics block already refleces these
|bonuses),

Wild Empathy (Ex): This power works like the druid's wild
empathy class feature, except that o nymph has a 46 racial bonus
on the check.

Skills: A nymph has a +8 racial bonus on any Swim check 1o
perform some special action or avoid 2 hazard. She can always

choose to take 10 on a Swim check, even if distracted or
endangered. She can use the run action while swim-
ming, pravided she swims in a straight line.,

QGRE

This hulking brute appears to be at Jeast 9
feet tall. It has o thick hide covered in dark,
warty burnps, it wears smelly skins, and its
fair 5 long, unkermpt,_ang greasy.

Ogres are big, ugly, greedy creatures
that live by raiding and scavenging
They join orther monsters o prey on

the weak and associate freely with
ogre mages, glants, and trolls.

Lazy and bad-tempered, ogres|
solve problems by smashing them;
what they can't smash, they elther
ignore or flee. Dwelling in small
tfth.:ll. EI'L'“.IPH. L:lg!'l".‘i l.'.l'.'l.".]p'r' any cn-=,

venient location and eat nearly any-
thing they can carch, steal, or slay.

Ogres sometimes accepl merce-

nary service with other evil

humanoids (including humans).
Adulr ogres stand 9 1o 10 feer
tall and weigh 600 1o 650 pounds.
Their skin color ranges from dull
vellow to dull brown. Their
clothing consists of poorly
cured furs and hides, which add
to their naturally repellent odor
Ohgres speak Giant, and those
specimens who boast Intelli-
gence scores of at least 10 also
speak Common

Combat
Ogres faver overwhelming odds, sneak
attacks, and ambushes over a fair fight. They are
intelligent enough 1o fire ranged weapons first 1o soften up
their foes before closing, but ogre gangs and bands fight as unor-
ganized individuals.

OGRE BAEBARIAN
Their inherent bent roward chaos combines with their size and
strength 1o make ogres narural barbarians. Indeed, their leaders |
are almost always barbarians of low to middle level, monstrous
Jbrutes whose fury in battle is truly fearsome. A raging ogre bar-
barian is an inspiration to other ogres.

Combat
| Marginally more intelligent than his brutish fellows, an ogre bar-
ibarian is slightly more likely to enter a fair fight, but in general
prefers the brutish tacrics common to all its kind



OGRES AS CHARACTERS
Most exceptional ogres are barbarians or fighters.
Ogre characters possess the following racial traits
— +10 Strengeh, =2 Dexterity, +4 Constitution, —4 Intelligence,
i—4 Charisma,

Rage (Ex): Twice per day, an ogre bacbarian can entera state of
fierce rage that last for 9 tounds, The following changes are in
effect as long as he rages: AC 17 (touch 8, far-footed 175 hp 95
Atk +18/+13 melee (2de+16, +1 greatclub), SV Fort +14, Will +4; Str
30, Con 22; Climb +15, Jump +16. At the end of his rage, the ogre|
barbarian is fatigued for the duration G
of the encounter.

Large size. —1 penalty to Armor
Class, =1 penalty on attack rolls, —4

Trap Sense (Ex): An ogre bar-
barian has a +1 bonus on Reflex
saves made to avoid traps. He
also has a +1 bonus o his AC
against artacks by traps,

Uncanny Dodge (Ex):
An ogre barbarian retains
his Dex bonus 10 AC regard

less of being caught
flat-foored or at-

tacked by an invis-
ible opponent. His
Dex bonus to AC is
+0, but this means that

he is not subject to a

rogue’s sneak artack
these circumstances.

MERROW

These cousins of the

have the aguatic subtype.
They dwell in freshwater
lakes and rivers. They have a
base land speed of 30 feet and
aswim speed of 40 feet and are
found only in aquatic environ-
menis. Instead of the rypical
opre's greatclub, they prefer

to use longspears in melee
{artack +8 melee, damage

1d&+7).

Hit Dice:
Initiative:
Specd:
Armor Class:

Base Attack/Grapple:
Artack:

Full Artack:

Space/Reach:
Special Attacks:
Special Qualites:
Saves:

Abilities:

Skills:

Feats:
Environment:

Organization:
Challenge Rating:
Treasure:

Alignment:
Advancement:
Level Adjustment:

in
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... ¢ _. -
Zgae W
Ogre

Large Giant

4d8+11 (29 hpl

=1

30 fr. in hide armor (6 squares); base speed 40 f1.
16 (-1 size, =1 Dex, +5 natural, +3 hide armor),

touch 8, Har-footed 16
+3/+12
Greatclub +8 melee (2d8+7) or
javelin +1 ranged (1d8+5)
Greatclub +8 melee (2d8<7) or
fovelin 41 manged (1d8+5)
10 ft./10f1
Darkvision &0 ft., low-light vision
Fort 46, Ref +0; Will +1
Str 21, Dex 8 Con 15, Int 6, Wis 10, Cha 7
Climb +5, Listen +2, Spot +2
Toughness, Weapon Focus (grearclub
Temperate hills

{Merrow:; Temperate aquaric)
Solitary, pair; gang (3-4), or band (5-8}
3
Standard

Usually chaotic evil
By character class
+2

penalty on Hide checks, +4 bonus an
grapple checks, lifting and carrying |
limits double those of Medium char
AChers.

—Space/Reach: 10 feer/10 feer.

—An ogre's base land speed is 40
feet

—Darkvision out to 60 feer.

Racial Hit Dice: An ogre begins
with four levels of giant, which
provide 4d8 Hir Dice, a base

attack bonus of +3, and base
saving throw bonuses of Fort
4, Ref +1, and Will +1.
—Racial Skills: An ogre's
giant levels give it skill
points equal 1o 7 %.(2 + Inr
modifier, minimum_1J. Its
class skills are Climb, Listen,
and Spot.
— Racial Feats: An opre's)
giant levels give it two fears.
—Weapon_and Armor
Proficiency: An ogre is aufo:
matically proficient with
simple weapons, martial
weapons,  light and
|T!|I."I.t|.|.5r|'| ALIINGT, Jl'ld
shields.

— +5_natural armor

bonus

Ogre, 4th-Level Barbarian

Large Giant

4ds+19 plus 4d12+16 (798 hp)

+{

40 fr. in hide armor (8 squares}; base speed 50 ft

19 (—1 size, +5 natural, +4 +1 hide armoy, ring of profection +1),
touch 10, flar-foored 19

7419

+1 greatelub +16 melee (2d8+13) or javelin +6 ranged (1d8+8)
+1 greatclub +16/+11 meles (2d8+1 3} or javelin +6 ranged (1d8+8)

10 fr./10 fr.

Bage 2/day

Darkvision 60 fr., low-light vision, trap sense +1, uncanny dodge
Forr +12, Ref +2, Will +2

Str 26, Dex 11, Con 18, 1ot 8, Wis 10, Cha 4

Climb =13, Hide —&, Jump +17, Listen +6, Spot +2

Power Attack, Toughness, Weapon Focus (greatclub)

Temperate hills

Solitary, pair, gang {1 plus 1-3 ogres), or band (1 plus 47 ogres)
Standard {including +1 hide armor, +1 greatclub,

and ring of protection +1

Usually chaotic evil

By character class

&




—Automatic Languages: Commaon, Giant, Bonus Languages:
Dwarven, Ore, Goblin, Terran.

—Favored Class: Barbarian,

—Level adjustment +2.

QGRE MAGE:

Large Giant

Hit Dice: 5d8+15 (37 hp

Initiative: +4 |

Speed: 40 fr. (8 squares), fly 40 fi. (good)

Armor Class: 18 (-1 size, +5 natural, +4 chain shirt), rouch 9
flar-footed 18

Base Attack/Grapple: +3/412

Artack: Grearsword +7 melee (3d6+7/19-20) or longhow +2
ranged (2d6/x3)

JFull Artack: Grearsword 7 melee (3d6+7/19-20) or longbow +2
ranged (2d6/=3

Space,/Reach: 10 fr./10f

Special Attacks: Spell-like abilities

Special Qualities: Darkvision 90 {1, low-light vision,
regeneration §, spell resistance 19

Saves: Fort +7, Ref +1, Will +3

Abiliries: Str 21, Dex 10, Con 17, Int 14,
Wis 14, Cha 17

Skills: Concentration +11, Listen +10,
Spelleraft +10, Spot +10

| Feats: Combar Expertise
Improved Initiative

Environment: Cold hills

Organization: Solitary, pair, ot

| roupe (1-2 plus 2—4 ogres)

Challenge Rating: 8

Treasure: Double standard

Alignment: Usually lawful evil

Advancement: By character
class

Level Adjustment: +7

This creature looks like o big
demanic human. It has green
skim, dark hair, and a paic of short
ivory harns protruging from its
forehead. The eyes are dark with
strikingly white pupils, and its
testh and claws are jet black

The ogre mage is a more
intelligent and dangerous
variety of its mundane cousin.
Rapacious and cruel by nature,
I.'|Ef{' m:l!’_’f'ﬁ' I.'.lj-11."]'| |{"|t||J L'rgﬂn'
ized roids for slaves, rreasore, -“’r.‘_[l-'lr' fax
and food

These creatures dwell in
fortified structures or underground lairs, usually living alone or
with a small group of ogre followers. Status among ogre mages is
measured by wealth, While they do nor generally associate with
their own kind, they often undertake raids and schemes in com-
-petition with one another 1o amass the most riches

An ogre mage stands about 10 feer tzll and weighs up 1o 700
| pounds. Its skin varies in color from light green wo light blue, and
Lins hair is black or very dark brown. Ogre mages favor loose, com-
\fortable clothing and lightweight armer.

Cigre mages speak Giant and Common

Combat

Oygre mages rely on their spell-like abilities, resorting to physical
combat only when necessary. When faced with obviously superior
forces, they prefer o retreat using gaseous form rather than fight a
losing battle. Ogre mages hold deep, abiding grudges, however,
land the unwise person who crosses one would do well to keep
Jooking over one's shoulder,

Spell-Like Abilities: At will—darkness, invsibility; 1/day—
charm persan (DC 14}, cone of cold (DC 18), gaseows form, polymorph,
sleep (DC 14). Caster level 9th. The save DCs are Charisma-based,

Flight (Su}: An ogre mage can cease or resume fight a5 a free
action. While using gaseous form i can fly at its normal speed and
has perfect maneuverability

Regeneration (Ex): Fire and acid deal normal damage to an

(ETE mage

An ogre mage that loses a
limb or body part can reat-
tach it by holding the severed
member to the stump, Reat-
tachment takes 1 minute. If
the head or some other viral
prgan is severed, it must be
reartached within 10 minutes
or the creature dies. An ogre
mage cannot regrow lost body
parts.

OGRE MAGES AS
CHARACTERS
Ogre mage characters pos-|
sess the following racial
trairs.

— +10 Strength, +6 Con
stitution, +4 Intelligence, +4
Wisdom, +6 Charisma.

—Large size. -1 penalty to
Armor Class, =1 penalty on
artack rolls, -4 penalty on
Hide checks, +4 bonus an grap-
ple checks, lifting and carrying
limits double those of Medium
characrers.

—Space/Beach: 10 feer/10 feet

—An ogre mage’s base land speed
is 40 feer. I also has a fly speed of 40
feer (good)

—Darkvision: Ogre mages can see in
the dark up 1o 60 feet.

—Racial Hir Dice; An ogre mage begins with
five levels of giant, which provide 5ds Hir

Dice, a base artack bonus of +3, and base
saving throw bonuses of Fort <4, Ref +1
and Will +1.

—Racial Skills: An ogre mage’s giant
levels give it skill points equal to 8 % (2 + Int mod-
ifier [minimum 1]). Irs class skills are Concentration, Listen, Spell-
craft, and Spot.

Racial Feats: An ogre mage's giant levels give it pwo fears,
+5 parural armor bonus.
Special Artacks (see above): Spell-like abilities

-Special Qualities (see above): Regeneration 5, spell resist-
ance 19,

-Auromaric Languages: Common, Giant. Bonus Languages:
Dwarven, Goblin, Infernal, Ore,

Favored Class: Sorcerer.

—Level adjustment +7.



0OZE

Combat

Oozes are amorphous creatures that live only to ear They inhabit
underground areas throughout the world, scouring caverns, ruins,
and dungeons in search of organic matter—living or dead.

COMBAT

|Qozes attack any creatures they encounter. They lash our with
|pseudopods or simply engulf opponents with their bodies, which |

secrete acids that help them catch or digest their prey

Blindsight (Ex): An ooze's entire body is a primitive sensory |

| organ that can ascertain prey by scentand vibranion within 60 feet

BLACK PUDDING

This ereature resembles nothing so much as a roundish blob of inky
black gog

Black puddings slither and undulate along underground terrain,|

seeking sustenance,

The typical black pudding measures 15 feet across and 2 feer,

thick. It weighs about 18,000 pounds.

A black pudding attacks by grab-
bing and squeezing their prey.
Acid (Ex); The creature se-
Leretes a digestive acid that
dissolves organic material
and metal quickly, but does
not_affect stone, Any
melee hit or constrict

.artack deals acid dam-
age, and the opponent’s
armor and clothing dis-
solve and become use-
less immediately unless
they succeed on DC 21 Re-
flex saves. A metal or wooden
weapon that strikes a
black pudding also
dissolves immediate-
v unless it succeeds on

=

Black Pudding

a DC 21 Reflex save. The save DCs are Constitution-based
The pudding’s acidic rouch deals 21 points of damage per round

1o wooden or metal objects, but the ooze must remain in conmct |

with the object for 1 full round o deal this damage

Constrict (Ex): A black pudding deals automaric slam and acid !
|damage with a successful grapple check. The opponent’s clothing

and armor take 3 —4 penalry on Reflex saves against the acid
Improved Grab (Ex): To use this ability, a black pudding must

hit with irs slam armack, It can then arempt to start 8 grapple asa |
| free action without provoking an artack of opportuniry. If it wins

the grapple check, it establishes a hold and can constrict.

split (Ex): Slashing and piercing weapons deal no damage 10.4

black pudding. Instead the creature splits into two identical pud

dings, each with half of the original’s current hit points (round |
down), A pudding with 10 hir points or less cannot be further split |

and dies if reduced to 0 hit points.
skills: A black pudding has a +8 racial bonus on Climb checks

‘and can always choose to ke 10 on @ Climb check, even if rushed |

Lot threatened.

ELDER BLACK PUDDING

The most ancient black puddings are vast pools of inky |

death.

Combat
The save DC for the elder
black pudding’s acid artack

higher Constitution score.

GELATINOUS CUBE

Huge Ooze

Initiative: =5
Speed: 15 f. (3 squares)
Armor Class: 3 (=2 size. -5
Dex), touch 3, far-foored 3
Base Attack/Grapple:
+3/+11
Artack: Slam +1 melee (1d&
plus 1d6 acid)

Elder Black Pudding
Gargantuan Ooze

(DC 29) is adjusted for its;
additional Hit Dice and.

Hit Dice: 4d10+32 (54 hp)

Huge Ooie
Hit Dice: 1od i0+60 (115 hp)
Initiative: =5
Speed: 20 ft. (4 squares), elimb 20t
Armor Class: 3 (~2 size, —5 Dex), ouch 3, flac-footed 3
Base Attack/Grapple: +7/+18
Artack: slam +8 melee (2d6+4 plus 2d6 acid)
Full Artack: Slam +8 melee (2d6-+4 plus 2de acid)
Space,/Reach: 15 fr./10 fr.
Special Attacks: Acid, constrict 2ds++ plus 2dé acid, improved grab
Special Qualities: Blindsight 60 fr., split, coze traits
Saves: Fort +9, Ref-2, Will -2
Abilities: Str 17, Dex 1, Con 22,
Int—, Wis 1, Cha 1
Skills: Climb +11
Fears: -
Environment: Underground
Organization: Solitary
Challenge Rating: 7
Treaswure: Mone
Alignment: Always neurral
Advancement: 11-15 HD (Huge}; 16-30 HD (Gargantuan)

Level Adjustment:

20d10+180 (290 hp)

=5

20 f. {4 squares), climb 20 fr.

1 (—4 size, =5 Dex), rouch 1, flat-footed 1
+15/+35

Slam 19 melee (3de+12 plus 3dé acid)
slam +19 meles (3dé+12 plus 3ds acid)
20 fr./20 fi.

Acid, constrict 2d8+12 plus 2d6 acid, improved grab
Blindsight 60 fr., split, ooze traits

Fort +15, Ref+1, Will +1

Sir 26, Dex 1, Con 28,

Int—, Wis 1, Cha 1

Climb +16

Underground
Solitary

12

MNong

Always neutral

=
=
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Full Attack: Slam +1 melee (1d6 plus 1d6 acid)
Space/Reach: 15 fr./10 fi.
Special Attacks: Acid, engulf, paralysis
Special Qualities: Blindsight 60 fr, immunirty to electricicy,
0oZe triits, transparent
Saves: Fort +9, Ref —4, Will -4
| Abilities: Str 10, Dex 1, Con.26, Int—, Wis 1, Cha 1
|Skills: —
| Feats; —
Environment: Underground
Organization: Solitary
{Challenge Rating: 3
Treasure: 1/10th coins, 50% goods (no nenmetal or nonstone),
50% items (no nonmetal or nonstane)
Alignment: Always neutral
Advancement: 5-12 HD (Huge); 13-24 HD (Garganruan)
Level Adjustment: —

| This creature loaks like a thick wall of quivering, transparent protoplasm, |

The nearly transparent gelatinous cube travels slowly along dun- |

geon corridors and cave floors, absorbing carrion, ereatures, and
trash. Inorganic material remains rrapped and visible inside the
cube’s body.

A typical gelatinous cube is 15 feet on a side and weighs about
50,000 pounds, though much larger specimens are nor unknown

Combat

| A gelatinous cube attacks by slamming its body into its prey. It is
|capable of lashing out with o pseudopod, bur usually engulfs foes,

Acid (Ex): A gelatinous cube’s acid does not harm metal or
|stone,

Engulf (Ex): Although it moves slowly, a gelatinous cube can
simply mow down Large or smaller creatures as a standard acrion
It.cannot make a.slam arttack during 2 round in which it engulfs.
The gelatinous cube merely has to move over the opponents,
affecting as many as it can cover, Opponents can make opportu-

nity attacks against the cube, butif they do so they are not enitled |
1o a saving throw. Those who do nor attempr attacks of opporiu- |
nity must succeed on a DC 13 Reflex save or be engulfed; on a suc-|
cess, they are pushed back or aside {opponent’s choice) as the cube |

moves forward. Engulfed creatures are subject to the cube’s paral-
ysis and acld, and are considered to be grappled and trapped
within its body. The save DC is Strength-based and includes a +1
racial bonus.

Paralysis (Ex): A gelatinous cube secretes an anesthetizing
slime. A target hit by a cube’s melee or engulf artack must succeed
ona DC 20 Fortitude save or be paralyzed for 3dé rounds. The cube

tcan auromatically engulf a paralyzed opponent. The save DC is
{Constiturion-based

Transparent (Ex): Gelatinous cubes are hard to see, even under
ideal conditions, and ittakes a DC 15 Spot check 10 notice one,
Creatures who fail to notice a cube and walk into it are sutomati-
cally engulfed.

GRAY OOZE

Medium Ooze
Hir Dice: 3d10+15 (31 hp)
Initiative; -5
Speed: 10 fr. (2 squares)
Armor Class: 5 (-5 Dex), touch §, fat-footed 5
| Base Attack/Grapple: +2/+3
sAttack: Slam +3 melee (1dé+1 plus 1dé acid)
| Full Artack: Slam +3 melee (1dé6+1 plus 1d6 acid)
Space/Reach: 5 fi./5 fi.
Special Attacks: Acid, constrict 1dé+1 plus 1dé acid, improved
grab

Special Qualities: Blindsight 60 ft., immunity to cold and fire,
O0Fe LEails, ransparent

Saves: Fort +6, Ref —4, Will —+

Abilities: Str 12, Dex 1, Con 21, Int —, Wis 1, Cha 1

| Skills: —
|Feats: —
| Environment: Cold mamshes

Organization: Solitary
Challenge Rating: 4

Jreasure: None

Alignment: Always neutral
Advancement: 4—¢ HD (Medium}; 7-9 HD {Large]
Level Adjustment: -

What seemed to be just o puddle of water is in fact o slimy horror that |
moves and flows like some giant protoroan,

LA gray ooze appears to be a harmless puddle of warer, a patch of
|wet sand, or a section of damp stone—until it moves or strikes,

A gray ooze can grow 1o a diameter of up ro 10 feet and 2 thick-
ness of about 6 inches, A typical specimen weighs abour 700
pounds.

Combat

A gray ooze strikes like o snake, slamming opponents with its
body:

Acid (Ex): A gray ooze secretes a digestive acid thar quickly dis-
solves organic material and meral, bur not stone. Any melee hivor
constrict artack deals acid damage. Armor or clothing dissolves
and becomes useless immediately unless it succeeds ona DC 16
Reflex save. A metal or wooden weapon thar serikes a gray ooze |
also dissolves immediarely unless it succeeds on a DC 16 Reflex
savie. The save DCs are Constitution-based.

The ooze's acidic touch deals 16 points of damage per round ro
wooden or metal objects, but the coze must remain in contact
with the object for 1 full round to deal this damage.

Constrict (Ex): A gray coze deals automatic slam and acid dam-
age with a successful grapple check. The opponent’s clothing and
armor take a —4 penalty on Reflex saves against the acid.

Improved Grab (Ex): To use this ability, # gray ooze must hir
with its slam arrack. It can then artempt to start a grapple as a free
action without provoking an amck of opportuniry. If it wins the
grapple check, it establishes a hold and can consirict.

Transparent (Ex); A gray coze is hard o identify, even under
ideal conditions, and it takes a DC 15 Spot check to notice one.
Creatures who fail ro notice a gray ooze and walk into it are auro-
matically hit with a melee attack for slam and acid damage

OCHRE JELLY

Large Ooze

Hir Dice: 6d10+36 (69 hp)

Initiative: -5

Speed: 10 fr. (2 squares), climb 10 £,

Armor Class: (=1 size, =5 Dex), touch 4, flat-footed 4

Base Attack/Grapple: +4/+10

Attack: Slam +5 melee (2d4+3 plus 1d4 acid)

Full Attack: Slam +5 melee {2d4+3 plus 1d4 acid)

Space/Reach: 10 fi./5 fi.

Special Attacks: Acid, constrict 2d4+3 plus 1d4 acid, improved
grab

| Special Qualities: Blindsigh 60 f1., split, coze traits

Saves: Fort +8, Ref -3, Will -3
Abilities: Sir 15, Dex 1, Con 22, Int —, Wis 1, Cha 1

1Skills; Climb +10
| Feats: —
| Environment: Temperare marshes

Organization: Solitary



Challenge Rating: 5

Treasure: None

Alignment: Always neutral

Advancement: 7-9 HD {Large); 10-18 HD (Huge)
Level Adjustment: —

This creature resembles o giant, dark yellow amoeba,

|An ochre jelly seeps along flooes, walls, and ceilings with ease, |
squeezing irs malleable body under doors and through cracks in
search of meals

An ochre jelly can grow to a diameter of abour 15 feet and a
thickness of abour 6 inches, but can compress'its body to fir into
cracks as smaoll os 1 inch wide. A rypical specimen weighs about
5,600 pounds.

Cpmbat
An ochre jelly artempts to envelop and squeeze its prey, |

Acid (Ex): An ochre jelly secretes a digestive acid thar dissalves,
only flesh. Any melee hit or constrict attack deals acid damage. |

Constrict (Ex); An ochre jelly deals automarie slam and acid
damage with a successful grapple check

Improved Grab (Ex): To use this ability, an ochre jelly must hit
with irs slam attack. It can then artempt to start a grapple as a free
action without proveking an armack of opportunity. If it wins the
grapple check, it establishes a hold and can constrict.

Split (Ex): Slashing and piercing weapons and electriciry
attacks deal no damage to an ochre jelly, Instead the creature splits
into two identical jellies, each with halfof the originals current hit
points (round down). A jelly with 10 hit points or less cannot be
further split and dies if reduced ro 0 ir points.

Skills: An ochre jelly has 2 +8 racial bonus on Climb checks and
can always choose to take 10 on 4 Climb check, even if rushed or
threatened.

ORC

Orc, 151-Level Warrior
Medium Humanoid (Ore)
Hit Dice: 1d8+1 (5 hp)
Initiative: +0
Speed: 30 fi. (5 squares]
Armor Class: 13 (43 studded leather armor), touch 10,
flar-foored 13
Base Attack/Grapple: +1/+4
Artack: Falchion +4 melee (2d4-+4/18-20) or javelin +1
ranged (1d6+3)
Full Attack: Falchion +4 melee (2d4:4/18-20) or javelin
+1 ranged (1dé+3)
\Space/Reach: 5 f./5 fi.
Special Artacks: —
special Qualities: Darkvision 60 fr., light sensiriviry
Saves: Fort +3, Ref 0, Will =2
Abilities: Str 17, Dex 11, Con 12, Int 8 Wis 7, Cha 6
Skills: Listen +1, Spot +1
Feats: Aleriness
Environment: Temperate hills
Organization: Gang (2—4), squad (11-20 plus 2 3rd-level
sergeants and 1 leader of 3nd—6th level), or band (30-100 plus
150% noncombarants plus 1 3rd-level sergeant per 10.adults, 5
sth-level lieutenants, and 3 7th-level caprains)
|Challenge Rating: 1/2
| Treasure: Standard
| Alignment: Often chaotic evil
Advancement: By character class
Level Adjustment: +0

This creature fooks like @ primitive human with gray skin and coarse hair, |
It has a stooped posture, low forehead, and a piglike foce with prominermt
lower conings that resemble o boar's tusks.

Orcs are aggressive humanoids that raid, pillage, and bartle other

|creatures. They have a hatred of elves and dwarves thar began gen-
\erations ago, and often kill such creatures on sight.

An ore’s hair usually is black. It has lupine ears and reddish eyes,
Orcs prefer wearing vivid colors that many humans would con-

sidar unpleq.ﬂ;int, such as blood red, mustard yellow, yellow-green,

and deep purple, Their equipment s dirty and unkempt. An adule
male orc is a little over & feet mll and weighs about 210 pounds.
Females are slightly smaller.

When not actually fighting other creatures, orcs are usually
planning raids or practicing their fighring skills,

The language an ore speaks varies slightly from tribe to tribe,
but any orc is understandable by someone else who speaks Ore.

|Some orcs know Goblin or Giant as well

Most orcs encountered away from their homes are warriors; the |

|information in the statistics block is for one of 1st level.

COMBAT

Ores are proficient with all simple weapons, preferring those that
cause the most damage in the least time. Many orcs who take up
the warrior or fighter class also gain proficiency sith the falchion

or the greataxe as g martial weapon., They

enjoy artacking from concealment
/ V . o
iy O *
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they obey the rules of war
(such as honoring a truce)
only as long as it is con-
venient for them.

Light Sensitivity
(Ex): Ores are dazzled in bright
sunlight or within the radius
of a daylight spell.

and serting anmbushes, and
-
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HALF-ORCS

lown, Half-ores usually inherit a
|good blend of the physical char-
\acteristics of their parents. They

ORC SOCIETY

Ores believe that to survive, they must conguer as much territory
as possible, which purs them ar odds with all intelligent creatures
that live near them. They.are constantly warring with or preparing

to war with other humanoids, including ather ore tribes, They can,

ally with other humanaids for a time but quickly rebel if not com-

manded by orcs. Their deities teach them that all other beings are |
{inferior and that all worldly goods rightfully belong to the orcs,
|having been stolen by the others. Orc spellcasters are ambitious, |
and rivalres between them and warror leaders sometimes tear 2|

tribe apart.

Ohre society is patriarchal: Females are prized possessions at best

Jand chartel ar worst. Male ores pride themselves on the number of

females they own and male children they sire, as well as their
battle prowess, wealth, and amount of territory, They wear their
battle scars proudly and ritually scar themselves to mark signifi-
cantachievements and murning poings in their lives

An ore lair may be a cave, a series of wooden hurs, a fort, or even
alarge city built above and below ground. A ribe includes females |

{as many as there are males), young (half as many as there are |

females), and slaves (abour one for every 1en males)

The chief orc deity is Gruumsh, a one-eyed god who tolerates

no sign of peaceability among his people.

ORCS AS CHARACTERS

Orc leaders tend to be barbarlans. Ore clerics worship Gruumsh

LAn ore clerde has access 1o two of the following domains: Chaos,
| Evil, Strength, or War {favored weapon: any spear). Most orc spell-
|casters are adepts. Ore adepts favor spells that deal damage.

Ore Traits (Ex): Ores possess the following racial maits.

— +4 Strength, —2 Intelligence, -2 Wisdom, =2 Charisma

—aAn orc’s base land speed is 30 feet.

—Dharkvision out to 40 feet.

Lighr Sensitivity: Orcs are dazzled in bright sunlight or

within the radius of a daylight spell.

—Automatic Languages; Common, Orc, Bonus Languages:
Dhwarven, Giant, Gnoll, Geblin, Undercommaon.

— Favored Class: Barbarion

The orc warrior presented here had the following ability scores.

before racial sdjustments: Str 13, Dex 11, Con 12, Int 10, Wis 9, |
Cha s

These orc-human crossbreeds cah be found in
either orc or human society (where their
status varies according 1o local senti- - I T
ments), orin communities of their b

2
are is tall as humans and alintle . 'Cees
heavier, thanks ro their muscle.
They have greenish pigmenta-
tion, sloping foreheads, jutting jaws,
prominent teeth, and coarse body hair.
Half-orcs who have lived among or
near orcs have scars, in keeping with
orcish tradition.

Half-Orc Traits (Ex}: Half-orcs possess
the following racial traiis,

— +2 Strength, —2 Intellipence, =2 Charisma

—Medium size.

—4A half-orc’s base land speed is 30
feer.

—Darkvision: Half-ores can zee in the
dark up 1o 60 feer.

B -*"'_;'( “\
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—Ore Blopd: For all effects related to race, a half-ore is consid-.
ered an orc. Half-ores, for example, are just as vulnerable 1o special |
effects that affect orcs as their orc ancestors are, and they can use |
magic items that are only usable by orcs

—Automatic Languages: Common, Orc. Bonus Languages: Dra-

| conic, Giant, Gnoll, Goblin, Abyssal.

—Favored Class: Barbarian,

OTYUGH
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Large Aberration

Hit Dice: 6d8+9 (36 hp)

Initiative: +0

Speed: 20 fi. (4 squares)

Armor Class; 17 (-1 size, +8 natural), touch 9, flar-footed 17
Base Attack/Grapple: +4/+8

Attack: Tentacle +4 melee (1dé)

.Full Artack: 2 tentacles +4 melee (1de) and bire -2 melee (1d4)
\Space/Reach: 10 fr./10 fr. (15 fr. with tentacle)
\Special Attacks: Constrict 1d6, disease, improved grab

Special Qualities: Darkvision 60 {1, scem

Saves: Fort 43, Ref <2, Will 46

Abilities; Str 11, Dex 10, Con 13, Int 5§, Wis 12, Cha 6
Skills: Hide 17, Listen 46, Spat 46

Feats; Alertness, Toughness, Weapon Focus (1entacle]
Environment: Underground

Organization: Solitary, pair, or cluster (3-4)
Challenge Rating; 4

Treasure: Standard

Alignment: Usually neutral

Advancement: 7-8 HD (Large); 9-18 HD (Huge)
Level Adjustment: —

This creature looks like o blogted ovoid covered with a rocklike skin. A
vinelike stalk about 2 feet long nses from the top of the disgusting body
and bears the two eyes. lts mouth—little more than o wide gash filled
with razor-sharp teeth—is in the center of the mass. The creature shuffles
about on three thick, sturdy legs and has two long temtocies covered in
rough, thomy protrusions. The fentacles end in leaflike appendages
covered in mare thormy growths.

Ciymgh



Otyughs are grotesque subterranean monsters that luck within
heaps of refuse. Although primarily scavengers that can eat almost
any kind of refuse, they never object to 2 meal of fresh mear when
the opportunity presents itself
An oryugh spend most of its time within its lair, which it keeps |
filled with carripn, offal, and all manner of similar trash, An
otyugh usually covers irself with this vile stuff, leaving only its|
sensory stalk exposed (the stack also carries the otyugh's olfactory
organ) and lies there for hours, shoveling food into its mouth. |
JAntelligent subterranean beings sometimes coexist with otyughs,
which they regard as convenient garbage disposals: They dump
their refuse in the lair of the oryugh, which generally refrains
from arracking them
A typical otyugh has a body
SO0 pounds.
Otyughs speak Common,

COMBAT

An otyugh attacks living creatures if it feels threatened or if it is)
hungry; otherwise it is content to remain hidden. Otyughs slash |
and squeeze opponents with their tentacles, which they also use to
drag prey into their mouths.
Constrict (Ex): An otyugh deals automaric rentacle damage
with a successful grapple check.
Disease (Ex): Filth fever—bite,
Fortitude DC 14, incubation
period 1d3 days; damage 1d3
Dex and 1d3 Con. The save DC
is Constitution-based,
Improved Grab (Exk To use p
this ability, an oryugh must hit
with a tentacle atrack. It can
[then attempt to start 2 grapple as N
a free action without provoking
an artack of opportuniry, If ir wins
the grapple check, it establishes a
hald and can constrict
Skills; *An oryugh has o +8 racial =
bonus on Hide checks when in its lair,
due to its natural coloration.

OWI
Large Magical Beast
Hit Dice: 4d10+4 (26 hp)
Initiative: +3
Speed: 10 ft. (2 squares), Hy 70 fr. (average]
Mmor Class: 15 (—1 size, +3 Dex, +3 natural), touch
2, flar-footed 12
_ Base Attack/Grapple; <4/412
|Attack: Claw +7 melee (1dé+4
Full Artack: 2 clows +7 melee (1dé+4) and bite
+2 melee (1d8+2) 5
Space/Reach: 10 fr./5 fr.
Special Attacks; —
Special Qualities: Superior low-
light vision
Saves: Fort +5, Ref +7, Will +3
Abilities: Str 18, Dex 17, Con
12, Int 10, Wis 14, Cha 10
Skills: Knowledge (nature) +2; Listen +17,
Move Silently +8*, Spor +10
\Feats: Alertness, Wingover
Environment: Tempetate forests
Organization: Solitary, pair, or company
(3=5]

8 feet in diameter and weighs abour

i

_GIANT

Grant omd

Challenge Rating;: 3

Treasure; Mone

Alignment: Usually neutral good
Advancement; 5-8 HD (Large); 9-12 HD (Huge)
|Level Adjustment: +2 (cohort)

Giant owls are nocturnal birds of prey, feared for their ability o
hunt and arrack in near silence: They are intelligent, and though
naturally suspicious, sometimes associate with good creatures. |

They attack creatures that appear threatening, especially those |
intent on raiding the owls' nest for eggs or Nedglings, which fetch |
a handsome price in many civilized areas. Young owls can be
rrained and are prized a5 aerial mounts.

A typical giant owl stands about 9 feet tall. has a wingspan of up
to 20 feet, and resembles its smaller cousins in nearly every way |
except size.

Giant owls speak Common and Sylvan.

COMBAT |
A giant ow] attacks by gliding silently just a few feet above its prey
and plunging to strike when directly overhead

A solitary giant owl is typically hunting or patrolling in the vi-|

cinity of its nestand generally ignores creatures thar d
fight ro the death to
* iw operate a5 o company for,
humanoids

do not appear
threatening. A mated pair of giant owls will artack in concert and
defend their nest. Sev-
eral glant owls somerimes |
some specific purpose, such as
."_ ¥ 1_ - driving away a_group of evil
-t
- Superior Low-Light Vision
J= {Ex) A giant 0wl can see five imesas
]

| far asa human can in dim light
Skills: Giant owls have a2 +8 racial
bonus on Listen checks and a 44 racial
bonus on Spot checks.
*“When in Qight, glant owls gain a +8
bonus on Move Silently checks

TRAINING A
GIANT OWI

\

Although intelligent, a giant
_ ﬁ % can bear a rider in combat. To be
. trained, o giant owl must have a
j£ # (this can be achieved through a success-
/ ! ful Diplomacy check). Training a
weeks of work and a DC 25
Handle Animal check. Riding
sadd!e. A giant owl can fighe while carrying a
rider, but the rider cannot also artack unless he or
Giant owl eggs are worth 2,500 gp apiece
on the open marker, while chicks are |
ers charge 1,000 gp to rear or train agiant |
owl
~_giant owl is up to 300 pounds; 2 medium |
lgad, 301=600 poundsiand a heavy load,

owl requires training before it

friendly attirude roward the trainer

" friendly giant owl requires six

| % 2l
a giant owl requires an exoric
she succeeds on a Ride check.
worth 4,000 gp each. Professional train-
Carrying Capacity: A light load for al
01 -900 pounds




OWLBEAR

Large Magical Beast

Hit Dice: 5d10+25 (52 hp)

Initiative: +1

Speed: 30 fr. (6 sguares)

Armor Class: 15 (-1 size, +1 Dex, +5 narural), rouch 10,
flar-footed 14

| Base Attack/Grapple: +5/+14

JArtack: Claw +9 melee (1dé+5)

Full Attack: 2 clows +9 meles
(1d6+5) and bite +4 melee
(1d8+2)

Space/Reach: 10 ft./5 fi.

Special Artacks: Improved grab

Special Qualities: Scent

Saves; Fort +9, Ref +5, Will +2

(Abilities: Sir 21, Dex 12, Con
21, Int 2, Wis 12, Cha 10

Skills: Listen +8, Spot +8

Feats: Alertness, Track

Environment: Temperate
forests <

Organization: Solitary, pair, (@
or pack (3-8

Challenge Rating: 4

| Treasure: Mone

|Alignment: Always neutral

|Advancement: 6-8 HD
{Large); 9-15 HD (Huge}

Level Adjustment: —

\This creature has a thick, shaggy
coat of feathers and fur, [ts body is
like @ bear's, but it hes an avian
head with big, round eyes and o
hooked beak,

Owwibears are extraordinarily vicious predarors with a repuration |
for ferocity, aggression, and sheer ill temper. They tend o amack |

nearly anything that moves without provocation.

Scholars have long debared the origing of the owlbear. The most !

commaon theory is that a demented wizard created the first speci-
men by crossing a giant owlwith a bear An owlbear's coat ranges
in color from brown-black to yellowish brown; its beak is a dull
ivory color. A full-grown male can stand as tall as & feet and weigh
up to 1,500 pounds. Adventurers whe have survived encounters
with the crearure often speak of the bestial madness they
|glimpsed in irs red-rimmed eyes.
Owlbears inhabit wilderness areas, making their lairs within
|tangled forests or in shallow underground caverns. They can be
active during the day or night, depending on the habits of the
available prev. Adules live in mated pairs and hunt in packs, leav-
ing their young in the lair. A lair usually has 1dé young, feeching a
price of 3,000 gp each in.many civilized areas. While owlbears
cannot be domesticated, they can still be placed in strategically
important areas as free-roaming guardians, Professional trainers
charge 2,000 gp to rear or train an owlbear (DC 23 for a young crea-
ture, DC 30 for an adult),

COMBAT
| Owlbears attack prey-—any creature bigger than g mouse—on
|sight, always fighting to the death. They slash with claws and beak,
Lirying 1o grab their prey and rip it apart

Improved Grab (Ex): To use this ability, an owlbear must hit
with a claw artack. It can then attempt to start a grapple as a free
action without provoking an artack of opportuniny

PEGASUS]
Large Magical Beast !

Hit Dice: £d10+12 (34 hp)

JUnitiative: +2
| Speed: 60 fr. (12 squares), fly 120 f1. (average)
|Armor Class: 14 (-1 size, +2 Dex, +3 natural), touch 11,

flat-footed 12
Base Attack/Grapple: +4/+12

Artack: Hoof +7 melee (1d6+4)
Full Attack: 2 hooves +7 melee {1d6+4) and bite +2
melee (1d342)

Space/Reach: 10 fr./5 fi.

Special Attacks: —

Special Qualities; Darkvision
&0 fi., low-light vision, scent,
spell-like abilities
Saves: Fort +7, Ref +6, Will +4
Abilities: Str 18, Dex 15, Con_

16, Int 10, Wis 13,Cha 13

Skills: Diplomacy +3, Listen +8,
Sense Motive +9, Spot +8

Feats: Flyby Atack, Iron Will

Environment: Temperate

forests
Organization: Selitary, pair,

or herd (6=10]
Challenge Rating: 3

Treasure: None

Alignment: Usually chaotic
good

Advancement: 5-8 HD (Large)

Level Adjustment: +2 (cohort]

This creature looks like o horse but has two large,
feathered wings. Its coat and wings are pure white,

The pegasus is a magnificent winged horse that sometimes serves
the cause of good. Though highly prized as aerial steeds, pegasi are
wild and shy creatures not easily mmed.

Pegasi mate for life, building their nests in high, remote loca-
tions. A mated pair have either 1-2 eggs or 1-2 young in their
nes.

A typical pegasus stands 6 feet high at the shoulder, weighs
1,500 pounds, and has a wingspan of 20 feet. Rumors tell of some
specimens that are brown or black instead of white.

Pegasi cannot speak, but they understand Common.

COMBAT

Pegasi attack with their sharp hooves and powerful bite. Mated
pairs and herds artack as a team, fighting to the death to defend
their eggs and young.

Spell-Like Abilities: At will—defect good and detect evil within a
60-foot radius. Caster level 5th,

Skills: Pegasi have a +4 racial bonus on Listen and Spot checks

‘RAINING A PEGASUS

Although intelligent, a pegasus requires training before it can bear
a rider in combar, Toi'be trained, 2 pegasus must have a friendly
artitude toward the trainer (this can be achieved through a suc-
cessful Diplomacy check), Training a friendly pegasus requires six
weeks of work and a DC 25 Handle Animal check. Riding a pega- |
sus requires an exotic saddle, A pegasus can fght while carrying a

\rider, bug the rider cannor also arack unless he or she succeeds on
|a Ride check.

Pegasus eggs are worth 2,000 gp each on the open market, while
young are worth 3,000 gp per head. Pegasi mature at the same rate



.45 horses. Professional trainers charge 1,000 gp 1o
|rear or train a pegasus, which serves a good or neutral master with
abzolute faithfulness for life,

Carrying Capacity: A light load for a pegasus is.up to 300
pounds; a medium load, 301-600 pounds; and a heavy load,
[601-900 pounds.

PHANTOM FUNGUS

This creature looks like 2 brown and greenish-brown mass with a |
Llug{e_l of nodules atop the main mass, though it is visible |

.-‘ “_
g “'ﬁ == _only when dead. A cluster of nedules atop the main

mass serve as.sensory organs. The creature feeds and |

artacks with a gaping maw lined with rows of teeth.
Four stumpy legs support the creature and allow it
to move about.

subterranean inhabitants.

COMBAT

attacks lone individuals almost any-
where, but when tackling groups it

chance .,

allowing o phantom fungus to remain invisible even

{caster leyel 12th) and lasts as long as the phan-
tom fungus is alive. This ability is not subjeet to

the invisihility purge spell. A phantom fungus
becomes visible 1 minute after it is killed.

Skills: A phantom fungus has a +5 racial bonus on Move |

Silently checks.

PHASE SPIDER:

This ambulatory fungus is naturally invis-
ible, making it a feared predaror among |

A phantom fungus usually roams |
quietly, hunting for prey. Ii|
prefers an open space where it has a berter |
Greater Invisibility (Su): This ability is constant,

when amacking. It works like greater invistbility |

Medium Plant

Hit Dice: 2d8+5 (15 hp)
Initiative: +0

Spl.‘ed: 20 fr. (4 SQuares)

Armor Class: 14 (+4 natural), touch :
10, flar-footed 14 .
Base Attack/Grapple: +1/+3

Artack: Bite +3 melee (1dé+3)

Full Areack: Bite +3 melee (1d6+3)

Space/Reach: 5 /5 fi.

Special Attacks: -

Special Qualities: Low-light vision, plant
traits, greater invisibiliry

| Saves: Fort 46, Ref +0, Will +0 ¢

i Abilities: Str 14, Dex 10, Con 16, Int 2,
Wis 11, Cha 9

Skills: Listen +4, Move Silently +6,
Spot +4

Feats: Alertness

Environment: Underground

Organization: Solitary

Challenge Rating; 3

Treasure: None

Alignment: Always neutral

Advancement: 34 HD
(Medium}; 5-6 HD (Large)

| Level Adjustment: —

Soft. squelching footfolls and o strange, maldy odor
ingicate that some creature is nearby—but nothing can be

Large Magical Beast
Hit Dice: 5d10+15 (42 hp)
Initiative: +7
Speed: 40 ft. (8 squares), climb 20 ft
Armor Class: 15 (=1 size, +3 Dex, +3 narural), touch 12,
flar-footed 12
Base Attack/Grapple: +5/+12
Attack: Bire +7 melee (1da+4 plus poison)

Full Attack: Bite +7 melee (1d6+4 plus
poiscn)
Space/Reach: 10 f1./5 fr.
Special Attacks: Poison
Special Qualitiy: Darkvision 60 fr., ethe-

real jaunt, low-light vision
Saves: Fort +7, Ref +7, Will +2
Abilities: Str 17, Dex 17, Con 16, Int 7,
Wis 13, Cha 10
Skills: Climb +11, Move Silently +11,
Spot +4
Feats: Ability Focus (poison),
Improved Initiative
Enﬁmnmcnt Warm hills
Organization: Solitary
--:‘ or cluster (2-5)
' Challenge Rating:

£

) Treasure: None

neutral
Advancement: 6-8 HD

{Large); 9=15 HD (Huge)
Level Adjustment: —

. !

sen, Pt fiurgus

Alignment: Always |
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This creature resembles o giant wolf spider. except with a larger head and
variegated markings in white, gray, and blue over the legs and back. Its
eight eyes ore silver-white

Phase spiders are aggressive predators that can move quickly from |
the Ethereal Plane to attack opponents an the Materdal Plane. |
A typical phase spider’s body is 8 feet long. 1t weighs abour 700

| paunds.
Phase spiders cannot speak

COMBAT

| Phase spiders dwell and hunt on
the Material Plane. Once a spi-
der locates prey, however, it
shifts to the Ethereal Plane 1o
attack, attempting 1o catch s &
victim flat-footed. The spider
yshifts in, bites its victim,
cand rerrears quickly back
lto the Ethereal Plane.
Ethereal Jaunt
(Su): A phase spi-
der ean shift
from the Ethe-
real Plane P
1o the -
Marerial Plane as a free action,
land shift back again as a move
action (or during a move action). The ability is otherwise
identical with ethoreal jaunt (caster level 15th),
Poison (Ex): Injury, Fortitude DC 17, initial and secondary
damage 1d8 Con, The save DC is Constitution-hased.
Skills: A phase spider has a +8 racial bonus on Climb checks
.and can always choose 1o take 10 on a Climb check, even if rushed
or threatened.

-

#

Medium Aberration (Shapechanger)
Hit Dice: 15d8+30 (97 hp)
Initiative: +6

Speed: 30 ft. (6 squares)

Armor Class: 17 (+2 Dex, +5 natu-
rall, rouch 12, flar-foored 15

Base Attack/Grapple: +11/+12

Arrack: Slam +12 melee (1d3+1)

Full Artack: Slam +12 melee
(1d3+1)

| Space/Reach: 5 f1./5 fi.

Special Artacks: —

Special Qualities: Alternate form, amor-
phous, resilient, scent, telepathy 100 ft., tremor-
sense 60 (1.

Saves: Fort +11, Ref £11, Will 411

Abilities: Str 12, Dex 15, Con 15, ot 16, Wis 15, Cha 14

Skills: Bluff +20, Climb +7, Craft (any one) +12,
Diplomacy +12, Disguise +20.(+22 acting)®, Intimidage
+4, Knowledge (any one) +18, Listen +12, Spot +12, Survival +8

Feats: Alertness, Blind-Fight, Combat Reflexes, Dodge,
Improved Inirative, Mability

(Environment: Underground
| Organization: Solitary
|Challenge Rating: 7

| Treasure; Standard

Alignment: Usually chaotic neutral

Advancement: 15-21 HD (Huge}; 22-45 HD (Garganruan

Level Adjusiment: —

PHASM

This creature looks like @ stithering blob of muiticolored goo perhaps 5 fest |
wite and a little less than half that high

A phasm is an amorphous creature that can assume the guise of
|almost any other creature or ohject
Its shapeshifting ability frees a phasm [rom most material
| needs, which usually leads it to a life of exploration, hedonism, or
philosophical contemplation. There's nogelling where
a phasm will turn up, nor what it will do if discoy-,
ered, They are natural spies but notori- |

A

ously unreliable, since they feel no
particular need to report
| what they learn. They
B have an affinicy for
\ doppelgangers
and sometimes
ally themselves
with groups of

|

them for secu-
rity—or just
for the fun

of it

Phase spider

A phasm in its namural form is about § feet in dismeterand 2 feer
high at the center. Swirls of color indicate sensory organs. In this |
form, a phasm slithers about like an ooze and can attack with a,
pseudopod. It welghs about 400 pounds, |

Phasms can speak Commaon but prefer telepathic communica-
ron

COMBAT
When faced with potential danger, a phasm is equally likely o
retreat, parley, or artack, as its fancy sirikes. Phasms value new
experiences: fresh scents and tastes, obscure facts, gossip, odd bric-
a-brac, and the like. Those who offer a phasm such things stand o
good chance of avoiding a fight.
If pursued or harassed, a phasm rransforms into the
most fearsome creature it.knows, such as an adult
white dragon or a fire giant, and attacks. When seri-
ously hurt, it changes to some fast or agile
form and rries to escape
Amorphous (Ex): A phasm in its nat-
ural form has immunity to poisan,
sleep, paralysis, polymorph, and stun-
ning effects. Ir is not subject to criti-
cal hits and, having no clear front or
back, cannot be flanked.
Resilient (Ex): A phasm has a +4
g racial bonus on Fortitude and Reflex
saves {included in the staristics block)
Alternate Form (Su): A phasm can assume any form of Large
size or smaller s a standard setion. This ability functions as 4 poly-
morpth spell cast on ieself (caster level 15th), exeept thar the phasm
does not regain hit points for changing form. A phasm can remain
in its alternare form until it chooses to assume a new one or reurn
(b irs natural form,
Tremorsense (Ex): A phasm can automatically sense the loca- |
tion of anything within 60 feet that is in contact with the ground, |
{50 long as it is touching the ground jrself
Skills: “When using shapechange, a phasm gains a 410 circum-
{stance bonus on Disguise checks,



PLIANETOUCHED

Planetouched is 2 general word to describe someone who can
trace his or her bleodline back o an oursider, usually a fiend or
celestial.

The effects of having a supernarural being in one’s herirage last
for many generarions. Although not as dramatically alrered as a |

half-celestial or a half-fiend, planetouched siill rerain some special
qualities.

The two planetouched varieties described here are the most
common. Aasimars are humans with some trace of celestial blood
in their veins, and tieflings have some fiendishness in their family
[Tee.

There is no “rypical” aasimar or fiefling They do not have their
own socieries or culoures, instead blending into existing ones
Many have character classes.

AASIMAR
Aasimar, 15t-Level Warrior
Medium Outsider (Native)
Hit Dice: 1d8+1.(Shp)
Initiarive: +4
Speed: 20 ft. in scale mail (4 squares); base speed
30 fr.
Armor Class: 16 (+4 scale mail, +2 heavy shield),
rouch 10, flat-foored 16
. Base Attack/Grapple: +1/+2
Attack: Longsword +2 melee (1d8+1,/19-20] or
light crosshow +1 ranged (1d8/19-20]
Full Attack: Longsword +2 melee (1d5+1,/15-20)
or light crossbow +1 ranged (1d8/19-20]
|Space/Reach: 5 ft./5 fr.
Special Attacks: Daylight
Special Qualities: Darkvision &0 fr., resistance o
acid 5. cold 5, and electricity 5
Saves: Fort +3, Ref +0, Will +0
Abilities: Str 13, Dex 11, Con 12, Int 10, Wis 11, Cha
10
Skills: Heal +4, Knowledge (religion] +1, Listen
+3, Ride +1, Spot +3
Feats: Improved Initiative
Environment: Temperate
plains
Organization: Solitary, pair,
or team (3—4)
Challenge Rating: 1./2
Treasure: Standard
Alignment: Usually good (any)
Advancement: By character class
| Level Adjustment: +1

'J: fﬂ'll"'

Tiefling

This being looks like a beautiful human,
with calm, sereng _j":a:.-..-f.:s and ar_inmner J Z-'F"“'
radiance that shines from its foce. rk,::w.l
.
Graced with a touch of the hely, aasi-
mars are usually rall, good-looking, and
generally pleasant. Some have a minor
physical trait suggesting their her-
itage, such as silver hair, golden
eyes, or_an_unnaturally
{intense state.

Most aasimars are
decidedly good-aligned.
They fight against evil causes
and attempr 1o sway others to do
the rght thing. Occasionally they take on

the vengeful, judgmental aspect of their celestial ancestor, but this |
is rare. They are rarely found in leadership positions and often live |
as loners due to their absoluee dedication to goodness. Others are |
less fanatical and fitseamlessly into normal human sociery,

Combat

Aasimars wsually like a fair, straightforwand contest Against a par-
ticularly evil foe, however, they fight with utter conviction and 1o
the death
Daylight (Sp): An aasimar can use daylighl once per day asa 1st-,
level caster or a caster of his class levels, whichever is higher. |
Skills: An aasimar hasa +2 racial bonus on Spot and Listen
checks.

The aasimar warrior presented here had the following ability
scores before racial adjustments: Ser 13, Dex 11, Con 12, Int 10,
Wis 9, Cha 8.

Agsymar as Characters

| Aasimar characters possess the following racial traits.
— +2 Wisdom, +2 Charisma.
—Medium size
—An nasimar’s base land speed is 30 feer.
—Darkvision: Aasimars.can see in the dark up to 60 feer.
—Racial Skills: Aasimars have a +2 racial bonus on Spot and
Listen checks.
—Racial Feats; An aasimar gains feats according to its class
levels,
—Special Amacks (see abovel Daylight
—Special Qualities (see above): Resistance to acid 5, cold 5. and
elecrricity 5.
—Automatic Languages: Common, Celestial. Bonus Languages: |
racenic, Dwarven, Elven, Gnome, Halfling, |
Sylvan,
. —Favored Class: Paladin
] —Level adjusrment +1.

rl i Aartiar )
TIEFLING
Tiefling, 1st-Level
Warrior
Medium Outsider (Native)
Hit Dice: 1d8+1 (5 hp
Initiative: +1
Speed: 30 [t (6 squares)
Armor Class: 15 (41 Dex,
+3 studded lesther, +1
light shield), vouch 11,
flat-footed 14
Base Attack/Grapple:

+1 /42

Attack: Rapier +3 melee
(1d&+1/18-20) or light
crosshow +2 ranged
(1ds/19-20)

Full Attack: Rapier +3 melee
1d6+1/18-20) or light crossbow
+2 ranged (1d&/19-20)

Space/Reach: 5 fr./5 ft
Special Attacks: Darkness
Special Qualities;: Darkyision
60 ft., resistance to cold 5, elec-
tricity. 5, and fire 5 .
Saves: Forn +3, Bef +1,

will -1
Abilities: Ser 13, Dex

13, Con 12, Int 12, Wis

9,Chas

Plametonched
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Tieflings as
Characters

Skills: Bluff +4, Hide +5, Move Silently +1, Sleight of Hand +1
Feats: Weapon Focus (rapier)

Environment: Temperate plains

Organization: Solitary, pair, or gang {3—4)

Challenge Rating: 1,2

Treasure: Standard

Alignment: Usually evil (any)

| Advancement: By character class

Level Adjustment: +1

| This being looks like a human, but it has o faintly disturbing demeanar
\about it and @ wicked gleam.in its.gyes. Short harns sprout from its fore-
médd,

Twisted, devious, and untrustworthy, tieflings more often than
not follow their inherent tendencies and heed the call to evil. A
few defy their nature, bur still must fight against popular opinion
\(if their nature is known) or the feeling of otherworldly “wrong-|
\ness” that seems 1o follow them wherever they go, .

Aside from a demeanor that many find disturbing, many,
tieflings are indistinguishable from humans. Others have small
horns, pointed teeth, red eves, a whiff of brimstone about them, or
even cloven feet. No two tieflings are the same.

In most human societies, tieflings maintain a low profile, oper-
ating as thieves, assassins, or spies. Occasionally one rises to a posi-
tion of power, but when its nature is revealed it quickly becomes

\an purcast.

Combat

\Tieflings are sneaky, subtle, and
(generally conniv-
|ing. They prefer 1o
(strike from ambush
and usually avoid a fair
fight if they can.
Darkness (Sp): A viefling can
use darkness once per day (caster
level equal 1o class levels).
Skills: A riefling has a +2 racial
bonus on Bluff and Hide checks

Preuddodragom

The riefling warrior presented here
had the following ability scores
before racial adjustments:
Str13, Dex 11, Con 12,
Inr 10, Wis 9, Cha 8.

Tiefling characters pos-
sess the following ——
racial traits -
— +2 Dexterity, +2 Intelli-
gence, -2 Charisma.
—Medium size.
—A tiefling's base land speed is 30 feet.
—Darkvision out to &0 feet.
—Racial Skills: Tieflings have a +2 racial bonus on Bluff and
Hide checks.
— Racial Fears: A riefling gains feats according to its class levels
—Special Artacks (see above ) Darkness,
—Special Qualities (see above): Resistance o cold 5, electricity
. and fire 5,
—Automatic Languages: Common, Infernal Bonus Languages:
Draconic, Dwarven, Elven, Gnome, Goblin, Halfling, Ore.
—Favored Class: Rogue,
—Level adjustment +1.

Lol

COMBAT

PSEUDODRAGON
Tiny Dragon

Hit Dice: 2d1242 (15 hp)

JIniriative: +2
|Speed: 15 ft. (3 squares), fly 60 fr. (good

Armor Class: 18 (+2 size, +2 Dex, +4 natural), touch 14,
flat-footed 16

Base Attack/Grapple: +2/-8

Attack: Sting ++ melee (1d3-2 plus poison)

Full Attack: Sting +4 melee (1d3-2 plus poison) and bite —1
melee (1)

Space/Reach: 2-1/2 fr./0 ft. (5 fr. with tail

Special Artacks: Foison

Special Qualities: Blindsense 60 ft., darkvision &0 fi.. immumnity
to sleep and paralysis, low-light vision, spell resistance 19,
telepathy 60 fi

Saves: Fort +4, Ref +5, Will +4

| Abilities: Str 6, Dex 15, Con 13, Int 10, Wis 12, Cha 10

(8kills: Diplomacy +2, Hide +207, Listen 47, Search +6, Sense

Motive +7, Spot +7, Survival +1 (+3 following mracks)
Feats: Weapon Finesse
Environment: Temperate forests
Organization: Solitary, pair, or clurch (3-5]
Challenge Rating: 1
Treasure: None
Alignment: Always neutral good
Advancement: 3—4 HD (Tiny)
Level Adjustment: +3

This creature resembies o miniature red drogen, shightly smafler than a
housecat, It is red-brown in color rother than deep red. It has fine |
scales and sharp horns and teeth. ts tail is about fwice as long
as its body, barbed, and very flexible.

Pseudodragons are tiny, playfil
members of the dragon family
A pseudodragon has a body
about 1 foot long, with a 2-
foot tail. It weighes about
7 pounds.

A pseudodragon
can communicate
telepathically
and can also vo-
calize animal
noises, such
as a rasping
purr {pleasure),
2 hiss (unpleas-
ant surprise), a
chirp (desire), or
a grow| (anger)

A pseudodragon can deliver a vicious bite, bur its principal
weapon is it sting-equipped rail |
Poison (Ex)k Injury, Fortitude DC 14, initial damage sleep for 1
minute, secondary damage sleep for 1d3 hours, The save DC {5
Constitution-hased and includes a +2 racial bonus. i

Blindsense (Ex): A pseudodragon can locate creatures within
60 feet by nonvisual means (mostly hearing and scent, but also by
noticing vibration and other environmental clues). Opponents

{the pseudodragon can't actually see still have total concealment

against the pseudodragon



Telepathy (Su): Pseudodragons can communicate telepathi-
cally with crearures thar speak Common or Sylvan, provided they
are within 60 feet.

Skills: Pseudodragons have a chameleonlike ability thar granes
them a +4 racial benus on Hide checks. *In forests or overgrown
areas, this bonus improves o +8.

PSEUDODRAGON COMPANIONS

A pseudodragon may very rarely seek humanoid companionship. |
It stalks a candidzte stlently for days, reading his or her thoughts.

{and fudging his or her deeds, 1f it finds the candidate promising,
{1he pseudodragon presents itself as a potential companion and ob-
.serves the other's reacrion. If the candidate seems delighted and
promises to take very good care of it, the pseudodragon acceprs
Otherwise, it flies away.

A pseudodragon’s personality has been described as catlike
At times the crearure seems arrogany, demanding, and less than
helpful. It is willing to serve—provided that it is well fed and
groomed, and receives lots of attention. The companion
must pemper it and make it feel like the most
important thing in his or her life. 1f the pseudo- 8
dragon is mistreated or insulted, it will leave—
ot worse, play pranks when least expected.
Pseudodragons particularly dislike cruelty
and will not serve cruel masters.

A pseudodragon ege can feech a price of
up to 10,000 gp, and a hatchling as much
|25 20,000 gp. Pseudodragons have a life
span of 10 to 15 years. Like dragons, they
Lare attracted 1o bright, shiny objects.

PURPLE WORM

Gargantuan Magical Beast

Hit Dice: 16d10+112 (200 hp)

Imitiative: -2

Speed: 20 f1. (4 squares), burrow 20
fr., swim 10 fi.

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

Base Artack/Grapple:
+16/+40

Attack: Bite +25 melee
(2d8+12)

Full Artack: Bite +25 melee
(2d8+12) and sting +20 melee
{2d&+6 plus poison)

Space/Reach: 20 fr./15f.

|Special Attacks: Improved grab, swallow whole,
poison

Special Qualities: Tremorsense 60 fr

Saves: Fort +17, Rel 48, Will +4

Abilities: Str 35, Dex 6, Con 25, Int 1, Wis §, Cha 8

Skills: Listen 418, Swim +20

Feats: Awesome Blow, Cleave, Improved Bull Rush, Power
Artack, Weapon Focus (bite), Weapon Focus (sting)

Environment: Underground

Organization: Solitary

Challenge Rating: 12

| Treasure: Mo coins, $0% goods (stone only), no items

|Alignment: Always neutral

{Advancement: 16-32 HD (Garganruan); 3348 HD (Colossal)

| Level Adjustment; —

This creature looks [ike @ massive worm copered with plates of dark purple,
chitinous armor, [ts teothy mow is a5 wide as a human is tall.

These massive SEAVENEeTs attempt (0 CORSUME any organic mate-,
rial they find. Purple worms are feared for swallowing their prey |
whole: Entire groups of adventurers have vanished down their |
gullets, one member after the other

The body of a mature purple worm is 5 feet in diamerer and 80

| feer long, weighing about 40,000 pounds. The creature has a poi-
sonous stinger in irs tail.

A purple worm consumes great quantities of dirt and rock when
tunneling. Its gizzard may hold gems and other acid-resistant
items, In mineral-rich areas, purple worm castings might contain |
unrefined ores

COMBAT
In bartle, a purple worm forms into a coil 20 feet in diamerer, |
biting and stinging anything within reach, _
Improved Grab (Ex): To use this ability, a purple worm must
hit with irs bite artack. It can then attempt to
start 2 grapple as a free action without pro- |
voking an attack of opportunicy, 1f it
4 wins the grapple check, it establishes a

foe the following round. !
Poison (Ex): Injury, Fortitude DC 25,
initial damage 1de Str, secondary damage
2dé6 Str. The save DC is Constirution-based,
Swallow Whole (Ex); A purple worm can iy to
swallow a grabbed opponent of a smaller size than |
itself by making a successful grapple check. Once |
inside, the opponent takes 2d8+12 points of |
crushing damage plus 8_points of acid.
damage per round from the worm's giz-|
zard. A swallowed creature can cut its]
way out by using a light slashing or.
plercing weapon 1o deal 25 poinIs of
damage to the gizzard (AC 17). Once
the creature exits, muscular action
closes the hole; another swallowed
OppPONent MusL.cut ifs own way out. A
Gargantuan worm's interior can heold 2
Large, 8 Medium, 32 Small, 128 Tiny, or
§12 Diminutive or smaller opponents.
Skills: A purple worm has a +8
racial bonus on any Swim check 1o
perform some special action or
avoid a hazard. It can always
choose 1o rake 10 on a Swim
check, even if distracred or
endangered. It can use the run
action while swimming, provided it
swims in a straight line,

RAKSHASA

Purple worm

Medium Outsider (Native)

Hit Dice: 7d5+21 (52 hp)

Initiative: +2

Speed: 40 [t (8 squares)

Armor Class: 21 (+2 Dex, +9 natural), rouch 12, flar-foored 19

Base Attack/Grapple: +7/+8

Artack: Claw +8 melee (1d4+1)

(Full Attack: 2 claws +8 melee (1d4+1) and bite +3 melee (1d6]

Space/Reach: 5 fi./5 fi.

Special Attacks: Detect thoughts, spells

Special Qualities: Change shape, damage reduction 15/good
and piercing, darkvision 60 ft,, spell resistance 27

Saves: Fort +8, Ref +7, Will +6

Abilities: Str 12, Dex 14, Con 16, Int 13, Wis 13, Cha 17
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Skills: Bluff +17*, Concentration +13, Diplomacy +7, Disguise
+17 (+19 acting)®, Intimidate +5, Listen +13, Move Silently
+13, Perform (oratory) 413, Sense Motive +11, Spelleraft +11,
Spor +11

Feats: Alertness, Combat Casting, Dodge

Environment: Warm marshes

Crrganization: Solitary

Challenge Rating: 10

| Treasure: Standard coins; double goods; standard items

Alignment: Always lawful evil

Advancement: By character class

Level Adjustment: +7

This being looks like o humangid tiger garbed in expensive clothes. The
body seems mostly human except for @ hourious coat af tger's fur and
its tiger head

\Some say rakshasas are the very embodiment of evil. Few beings
| are more malevolent,
| A closer look at a rakshasa reveals that the palms of its hands
are where the backs of the hands would be on a human, While
this doesn't detract from the creature’s manual dexterity, it
makes o rakshasa look very disturbing to those unfamiliar with
the creature.
A rakshasa is about the same height and weight as a human
Rakshasas speak Common, Infernal, and Undercomman.

CQOMBAT

i1n close combar, which a rakshasa disdains as ignoble, it
Lemploys its sharp claws and powerful bite, Whenever possible,
it uses its other abilities to make such encounters unnecessary.

Detect Thoughts (Su): A rakshasa can conrinuously use
\detect thoughts as the spell (caster level 18cth; Will DC 15
|negates). It can suppress or resume this ability as a free agrion.
The save DC is Charisma-based.

Spells: A rakshasa casts spells as a 7th-level sorcerer,

Typical Sorcerer Spells Known (6,/7/7/5; save DC 13+ spell levell:
O—letect magie, light, mage hand, message, read magic, resistance,
louich of faligue; 1st—charm person, mage armor, magic missile, shicld,
silent image; 2nd—Dbear's endurance, invisibility, Melf's acid arrows;
3rd—hasle, suggestion.

Change Shape (Su); A rakshasa can assume any humanoid !

form, or revert 1o its own form, 25 a standard action. In humancid
form, a rakshasa loses its claw and bite artacks (although it often
equips itself with weapons and armor instead). A rakshasa remains
in one form until it chooses to assume a new one. A change in
form cannot be dispelled, but the rakshasa reveris to fts natural
form when killed. A true seeing spell reveals irs narural form,

| Skills: A rakshasa has a 4 racial bonus on Bluff and Disguise
ichecks,

%When using change shape, a rakshasa gains an additional +10
circumstance bonus on Disguise checks. If reading an opponent’s
mind, its circumstance bonus on Bluff and Disguise checks in-
creases by a further +4,

RAKSHASAS AS CHAEACTERS

Rakshasa characters possess the following mcial traits.

— +2 Smrength, +4 Dexterity, +& Constitution, +2 Intelligence,
+2 Wisdom, +6 Charisma,
—Medium size.
A rakshasa’s base land speed is 40 feer,

—Darkvision out 1o 60 feer,
—Ractal Hit Dice: A rakshasa begins with seven levels of out

|sider, which provide 7d& Hir Dice, a base attack bonus of +7, and

base saving throw bonuses of Fort +5, Ref +5, and Will <5,
—Racial Skills: A rakshasas outsider levels give it skill points

.1‘.'1.]L|.;t| 1o 10 % (8 + Int modifier). 1ts class skills are Bluff, Disguise,

Listen, Move Silently, Perform, Sense Motive, and Spor. A rak-
shasa has a +4 racial bopus on Bluff and Disguise checks, and it can
gain further bonuses by using change shape (+10 on Disguise
checks) and detect thoughts (+4 on Bluff and Disguise checks)

—Racial Feats: A rakshasa's outsider levels give it three feas

— +9 natural armor bonus.

—Natural Weapons: Bite (1d6).and 2 claws (1d4).

—Detect Thoughts (Su}k The save DC is 13 + the character’s Cha
modifier,

—Spells: A rakshasa character casts spells as a 7rh-level sor-
cerer. I the characrer takes additional levels of sorcerer, these
levels stack with the rakshasa's base spellcasting abiliry for spells
known, spells per day, and other effects dependent on caster
level. For example, a rakshasa 2nd-level sorcerer has the same
spells known, spells per day, and caster level as any other 9th-
level sorcerer. A rakshasa character likewise uses the sum of its
racial spellcasting levels and elass levels to determine the abili-
ties of its familiar.

—Special Qualities (see sbovel: Change shape, damage redue-
tion 15/good and piercing, spell resistance equal o 27 + class
levels

— Automatic Languages: Common, Infernal. Bonus Languages;
Sylvan, Undercommen.

—Favored Class: Sorcerer.

— Level adiusoment +7.



RAST

Medium Qutsider (Extraplanar, Fire)

Hit Dice: 4d8+7 (25 hpl

Initiative: +5

Speed: 5 [t (1 square), fly 60 fr. (good)

Armor Class; 15 (+1 Dex, +4 narural), touch 11, flac-foored 14

Base Attack/Grapple: +4/+6

Attack: Claw +6 melee (1d4+2) or bire +6 melee (1d8+3)

Full Artack: 4 claws +6 melee (1d4+2) or bite +6 melee (1d8+3)

Space/Reach: 5 fu./5 I

Special Attacks: Paralyzing gaze, improved grab, blood drain

Special Qualities: Darkvision &0 fr., flight, immunity to fre,
vulnerability to cold

Saves: Fort +5, Ref +5, Will +5

Abiliries: Str 14, Dex 12, Con 13, Int 3, Wis 13, Cha 12

Skills: Hide +8, Listen +8, Move Silently +8, Spot +8

Feats: Improved Initiative, Toughness

|Envirenment: Elemental Plane of Fire

Organization: Solitary, pair, or cluster (3-6)

Challenge Rating: 5

Treasure: Mone

Alignment: Usually neurral

Advancement: 5-6 HD (Medium}; 7-12 HD (Large

Level Adjustment: —

This vile createre must have at least @ dozen long, spindly clows that hang
fram its bulbous, floating body. fts round head is almest all mowuth, and
its mouth is almost all teeth

Rasts swarm in isolated pockers on distant pLJ nes, particularly the
|Elemental Plane of Fire. Floating, fleshy sacks of teeth and claws,
these insatiable creatures eat almost continuously.

At its heart, a rast is a crearure of ash and cinder, but it feasts on
blood with a lust that would shame most normal beasts. A rast has
anywhere from ten to fifteen claws, though it can only use four at
OnCe.

A rast has a body about the size of a large dog's, with.a head |

almost as large as the body. It weighs abour 200 pounds.

COMBAT

Rasts attack with a frightening, brutal cunning. The crearures par-
alyze as many of their foes as possible, then atrack any that are siill
moving. A rast can claw or bite, but cannot do both during the |

;same round.

Paralyzing Gaze (Su); Paralysis for 1d6 rounds, 30 feet, Forti-
tude DC 13 negates, The save DC is Charisma-based,

Improved Grab (Ex}: To use this ability, a rast must hit with its
bite attack. 1t can then atempt 1o start a grapple s a free action

swithour provoking an autack of opportumnity,

Blood Drain (Ex): A rast drains blood from a grabbed oppo-|
nent, dealing 1 point of Constitution damage each round it main-
tains the hold.

Flight (Su): A rast can cease or resume flight as a free acrion. A |
rast that loses this ability falls and can perform anly a single action
either a move action or an attack action) each round

RAVID

Medium Outsider (Extraplanar)

Hir Dice: 3d8+3 (16 hp)

Initiative: +4

Speed: 20 ft. (4 squares), fly 60 fr. (perfect

Armor Class; 25 (+15 natugal), touch 10, flar-foored 25

Base Artack/Grapple: +3,/+4

Artack: Tail slap +4 melee (1de+1 plus positive energy) or il
touch +4 melee touch (posirive energy)

Fall Attack: Tail slap +4 melee (1d6+1 plus positve energy) and
claw +2 melee (1d4 plus positive energy); or tail touch +4
melee touch (positive energy) and claw touch +2 melee touch
[positive energyl

Space/Reach: 5 ft./5 fr,

Special Attacks: Positive energy lash, animate objects

Special Qualities: Darkvision &0 ft., flight, immunirty 1o fire

Saves: Fort +4, Ref +3, Will +4

Abilities: Sir 13, Dex 10, Con 13, Int 7, Wis 12, Cha 14

Skills: Escape Artist +6, Hide +6, Listen +7, Move Silently <6,
Spot +7, Survival +7, Use Rope +0 (+2 with bindings)

Feats: Improved Initiative, Multiamack

Environment: Positive Energy Plane

Organization: Solitary (1 plus at least 1 animated object)

Challenge Rating: 5

Treasure: None

Alignment: Always neutral

Advancement: 4 HD (Medium); 5-9 HD (Large

Level Adjustment: —

This creature has @ fong, serpentine body that trails away
as it _II‘,'|:||:||::. .::ﬂ'wt.'cssr].l through the afr, and @ single
claw that juts forward near its head,

Ravids are creatures from the Positive
Energy Plane. These bizarre entities imbue
creatures with energy by their touch and
animate lifeless objects around them,

Ravids that make their way 1o the Mater-
ial Plane wander about aimlessly, followed
by the objects to which they have given
life. }

A ravid is about 7 feet long and weighs

about 75 pounds,

COMBAT [
Ravids fight only in self-defense. A ravid itselfis not very power-
ful bt is always sccompanied by at least one animated object that
defends ir,




Positive Energy Lash (Su); A ravid can make a iouch attack or
hie with a claw or tail slap attack to infuse a target with posi-
tive energy. The energy produces an unpleasant tingle in. _#
living creatures, and against undead foes {even incor- 44
poreal ones) it deals 2d10 points of damage.
Animate Objects (Su): Once per round, a

_r._'_,_-l" A P b

Ravid \ 7
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random object within 20 feet of a ravid animares as " >
{though by the spell animale objects (caster level 20th). = g Skills:
| These objects defend the ravid o the best of their ahil- Listen +8,
iy, but the ravid isn't intelligent enough to employ elabo- Spot +8

@ Feats: Awezome Blow,
\ Improved Bull Rush, Power Attack
Environment: Cold desert
Organization: Solitary

Challenge Rating;: 7
Treasure: None
. Alignment: Usually neutral
|Advancement: 8=14 HD{Huge); 15-21 HD (Gargantuan)
Level Adjustment; —

rate tactics with them.

Flight (Su): A ravid can cease or resume flight as a
(free action. A rast that loses this ability falls and can
perform only a single action {either & move action
or an attack action) each round.

Feats: A ravid has the Multarrack fear even
(through it does not have the requisite three
natural weapons,

2

REMQORHAZ = §~
Huge Magical Beast

Hir Dice: 7d10+35 (73 hp)
Initiative: +1

The beast looks ke a huge worm_with dorens of insectold legs,
faceted eyes, and a wide mowth brimming with jogeed teeth. The back
af the head bristles with a pair of winglike fins.

Speed: 30 ft. (6 squares), burrow 20 ft. The remorhaz is an arctic monster, an aggressive predator that
Armor Class; 20 (=2 size, +1 Dex, +11 natural), touch 9, burrows through ice and earth.

flat-footed 19 Although wild remorhazes prey on frost giangs (s well as polar|
| Base Attack/Grapple: +7/+23 bears, elk, and deer), the glants occasionally train or entice these |
|Attack: Bite <13 melee (2d8+12) beasts to guard their lirs. )
| Full Artack: Bite +13 melee (2d8+12) A remorhaz is whitish-blue in color bur pulses with a reddish
\Space/Reach: 15 f./10 1. glow from the heat its body produces. The creature is a lirtle more |
|Special Attacks: Improved grab, swallow whole than 20 feet long, with a body about 5 feet wide. It weighs about |
\Special Qualities: Darkvision 60 ft., heat, low-light vision, 10,000 pounds,

tremorsense &0 fi, Remorhazes cannot speak.
Saves: Fort +10, Ref <6, Will 43
Abilirigs: Str 26, Dex 13, Con 21, Int 5, Wis 12, Cha 10 COMBAT

g, S Remorhazes hide under the snow and ice unrl they hear move-
- 1

= - ment above them, then artack from below and sur-
- "'E’:-_,_ prise prey.
i) -"5.-—"'_: . Improved Grab (Ex}: To use this ability, a remorhaz
i must hir an opponent least one size category smaller than
- — irself with its bite attack. It can then attempt o start a grap-
" 3 ple as a free action withour provoking an attack of opportunity.
If ir wins the grapple check, it establishes a hold and can
atrempt o swallow the oppanent the following round
Swallow Whole (Ex): When a remorhaz begins its turn with
a grappled opponent in its mouth, it can swallow that opponent
i with asuccessful grapple check. Once inside, the opponent
Wit takes 2d8+12 points of bludgeoning damage plus 8dé points of
fire damage per round from the remorhaz’s gizzard. A swal-
lowed crearure can cur its way out by using a light slashing or
=~ piercing weapon ro deal 25 points of damage to the gizzard
(AC 15), Once the creanure exits, muscular sction closes the hole;
another swallowed opponent must cur its own way out.
A Huge remorhaz’s interior can hold 2 Large, 4
Medium, 8 Small, 32 Tiny, 128 Diminutive, or
512 Fine or smaller opponents. !
Heat (Ex) An enraged remorhaz |
generates heat so intense that any- |
thing touching its body takes 8ds
points of fire damage. Creatures.
striking a_remorhaz with natural
attacks or unarmed atacks are subject
1o this damage, but creatures striking
with melee weapons do nor take damage
from the remorhaz’s heat. This heat can melt
or char weapons; any weapon that strikes a

Remorhaz Cga e




remorhaz is allowed a DC 18 Fortinude save 1o avoid destruction.
The save DC is Constitution-hased.
Skills: Remorhazes have a +4 racial bonus on Listen checks.

ROC

Gargantuan Animal Roc

Hit Drice: 18d8+126 (207 hpl

Initiative: +21

Speed: 20 fr. (4 squares), fly 80 ft. (avemage)

Armor Class: 17 (—4 size, +2 Dex, +9 natural), touch 8, flar- ; - i

|__footed 15

Base Attack/Grapple: +13/437 ol

Artack: Talon +21 melee (2d6+12) . -

Full Attack: 2 talons 421 melee (2da+12) and
bite +19 melee (2d8+6) p

 Space/Reach: 20 ft./15 fr.

(Special Attacks: — :
Special Qualities: Low-light vision A
Saves: Fort +18, Ref +13, Will +9 &

Abilities: Str 34, Dex 15, Con 24,
Int 2, Wis 13, Cha 11

i
&kills: Hide -3, Listen +10, |
!‘;pﬂT +14 '
Feats: Alertness, Flyby y
Arrack, Iron Will,

Mulriatrack, Power Attack, Snatch, Wingover

Environment: Warm mountains |
| Organization: Sclitary or pair RO p E R !
,Challenge Rating: 9 Large Magical Beast
Treasure: None Hit Dice: 10410430 (85 hp)
\Alignment: Always neutral Initiative: +5
Advancement: 19-32 HD (Gargantuan}; 33-54 (Colossal) Speed: 10 ft. (2 squares)
Level Adjustment: — Armor Class: 24 (-1 size, #1 Dex, +14 natural), touch 10,
far-footed 23
This. creature is an enarmous bird, easily the size of a building. Base Attack/Grapple: +10/+18
Attack: Strand <11 ranged touch (drag) or bite +13 melee
Almost too big to be believed, rocs are huge birds of prey that, (2de+s)
dwell in warm mountainous regions and are known for carrying,.  Full Artack: 6 srrands +11 ranged rouch {drag] and bite +13
off large animals (cattle, horses, even elephants) ; melee (2d6+6)
A rocs plumage is either dark brown or golden from head to fail. | Space,/Reach: 10 ft./10 f. (50 fr. with strand)
In a few rare instances, red, black, or white rocs are sighted, but Special Attacks: Drag, strands, weakness
they are often considered bad omens, These enormous creatures Special Qualities: Darkvision 60 fr., immuniry 1o elecrricity,
are 30 feer long from the beak to the base of the rail, with wing- lowe-light vision, resistance to.cold 10, spell resistance 30,
spans as wide as 80 feer. A roc weighs abour vulnerability to fire

Saves: Fort +10, Ref +8, Will +8
—_ Abilities: Str 19, Dex 13, Con 17, Int 12, Wis 16, Cha 12
Skills: Climb +12, Hide +10°% Listen +13, Spot +13
| They prefer to dwell high in the moun- Feats: Alertness, Improved Initiative, Iron Will,
Ltains, far from other rocs, o avoid strain- L - ) Weapon Focus (strand)]
ling their food supply; they hunt within x % 4 Environment: Underground
a radius of about 10 miles around ; = Organization: Solitary, pair, or cluster (3-6)
their nests. Challenge Rating: 12
Treasure: Mo coing 50% goods (stone only); no items
COMBAT Alignment: Usually chaotic evil
A roc artacks from the air, swogping & Advancement: 11-15 HD {Large}; 16-30 HD (Huge)
earthward 1o smatch prey in iis power- Level Adjustment: —
ful talons and earry it off for itself
and its young to devour. A
solitary roc is rypically hunting and
will arrack any Medium or larger
screature that appears _edible. A
Imated pair of rocs attack in concert,
\fighting 1o the death to defend
their nests or harchlings
Skills: Rocs have a +4 racial i
bonus on Spot checks, Roper

8,000 pounds.
Rocs lair in vast nests made from
trees, branches, lumber, and the like.

This creature fogks much like a natural stalagmite abous 10
% feet tall._Its greot, gaping maw lined with_crpstalling. teeth

¥ suggests it (s 0 meat eater.

Ropers are hideous creatures that lurk in the deep cav-|
erns of the world, They are altogether evil and far more

intelligent than most people would judge by their

AppeAmnce.
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A roper stands some 9 feet tall and tapers from 3 or 4 feet in
dizmerer ar the base to 1 foor across at the top. 1t weighs 2,200
pounds, A roper’s coloration and temperature change to match the
features of the surrounding cave.

Ropers speak Terran and Undercommon

COMBAT

| A roper hunts by standing very still and imitating a bit of rock. [

| This tactic often allows it to attack with surprise. When prey|
comes within reach. it lashes out with its strands. In melee, it bites |
adjacent opponents with its powerful maw.

_Dirag (Ex}: If a roper hirs with a strand artack; the strand larches
.onto the opponent’s body. This deals no damage but drags the
stuck opponent 10 feer closer each subsequent round (provoking
no attack of opportunity) unless thar creature breaks free, which
requires a DC 23 Escape Artist check or a DC 19 Strength check
(The check DCs are Strength-based, and the Escape Arrist DC
jincludes a +4 racial bonus. A roper can draw in a creature within |
|10 feer of itself and bite with a +4 artack bonus in the same round, |

A strand has 10 hit points and can be attacked by making a suc- |

cessful sunder artempt. However, attacking o roper’s sirand does |
not provoke an attack of opportunity, If the strand is currently
attached to a rarget, the roper takes a —4 penalty on its opposed
artick roll to resist the sunder attempt. Severing a strand deals no
damage 10 a roper.

Strands (Ex): Most encounters with a roper begin when it fires
|strong, sticky strands. The creature can have up to six strands at
lonce, and they can strike up to 50 feet away (o range increment),
|If & strand is severed, the roper can extrude 2 new one on its next
Lrurn as a free action.

Weakness (Ex): A roper’s strands can sap an opponent's
|strength. Anyone grabbed by a strand must succeed ona DC 18
| Fortitude save or take 2d8 points of Strength damage The save DC
|is Constitution-based.

Skills: *“Bopers have a +8 racial bonus on Hide checks in stony

of icy areas.

| Level Adjustment; —

Medium Aberration
Hit Dice: 5d8+5 (27 hp) =
Initiative: +3
Speed: 40 ft. (8 squares)
Armor Class: 18 (+3 Dex, 5 naturall, touch 13, flar-foored 15
Base Artack/Grapple: <3/+3
Artack: Antennae touch +3 melee (rust)
Full Artack: Antennae touch +3 melee
{rust) and bite =2 melee (1d3)
| Space/Reach: 5 fr./5 fi.
Special Avtacks: Rust
Special Qualities: Darkvision, scent
Saves: Forr +2, Ref 4, Will +5
Abilities: Srr 10, Dex 17, Con 13, Int 2,
Wis 13, Cha &
Skills: Listen +7, Spot +7
Feats:; Alertness, Track
Environment: Underground
Organization: Solitary or pair
Challenge Rating: 3
Treasure: None
Alignment: Always neutral
|Advancement: 6—8 HD (Medium};,
9—15 HD (Large]

This creatuire seems to be about the size of a €= ;
pory. It has four insectlike legs and o squat, humped, body protected by a,

RUST MONSTER]

thigk, lumpy hide. fs toil is covered with armor plates and ends in g bony

projection that looks like o double-ended paddle, The creature sports two
leng entennge on its head, ome beneath each eye,

| Most fighters would rather face an army of ores then confront a
|rust monster. These creatures corrode and eat metal objects and
(have ruined the armor, shields, and weapons of countless adven-

furers.

The hide of these creatures varies in color from a yellowish tan |
underside to a rust-red upper back. A rust monster's prehensile

anlennae can rust me t;]].ﬁ on contact

The typical rust monster measures § feet long and 3 feer high,

weighing 200 pounds,

COMEBAT

A rust monster can scent a metal object from up o 90 fect away.

[When it detects one, it dashes toward the source and attempts 1o
istrike it with its antennae. The creature is relentless, chasing char-
jacters over long distances if they still possess intact meral objects,
but usually ceasing its artacks to devour a freshly rusted meal A

clever (or desperare) chatacter can often distract s hungey rust

monster by tossing it some metal objects, then flesing while it

consumes them.

The creature targets the largest meral object available, striking
first at armor, then at shields and smaller ftems, It prefors ferrous
metals (steel or iron) over precious metals (such as gold or silver)
bur will devour the latter if given the opporunity.

Rust (Ex) A must monster thar makes 2 successiul touch arack

with its antennae causes the target metal to correde, falling to

v

pieces and becoming useless immediarely. The touch can destroy |
up o a 10-foor cube of metal instantly Magic armorand weapons, |
and other magic items made of metal, must succeed on a DC 17
Reflex save or be dissolved, The save DC is Constitution-based and |

includes a +4 racial bonus,

A meral weapon that deals damage w a rust monster corrodes
immediately, Wooden, stone, and other nonmetallic weapons are
unaffecred.

Rugt manster




SAHUAGIN

Medium Monstrous Humanoid (Aquatic)

Hit Dice: 2d842 (11 hp)

Initiative: +1

Speed: 30 ft. (5 squares), swim 60 fr.

Armor Class: 16 (+1 Dex, +5 natural), touch 11, flar-footed 15

Base Attack/Grapple: +2/+4

Attack: Talon +4 melee (1d4+2) or mrident +4 melee (1d8+3) or
heavy crossbow +3 ranged (1d10/19-20]

Full Attack: Trident +4 melee (1d8:+3) and bite +2 melee (1d4+1%

or 2 talons +4 melee (1d4+2) and bite +2 melee (1d4+1); or
heavy crossbow +3 ranged (1d10/19-20]

Space/Reach: 5 fr./5 fr

Special Attacks; Blood frenzy, ke 1d441

Special Qualities: Blindsense 30 fi., darkvision 60 ft., freshwater
sensitiviry, light blindness, speak with sharks, water dependent

Saves: Fort +3, Ref +4, Will +4

Abilities; Str 14, Dex 13, Con 12, Int 14, Wis 13, Cha 9

skills: Handle Animal +4*, Hide +6%, Listen +6", Profession
(hunter) +1°, Ride 43, Spot +6%, Survival +1°

Feats: Grear Fortitude, Multiartack®

Environment: Warm aquaric

Organization: Solitary, pair, team (5-8), }‘:l[ic-l (11-20plus 1
3rd-level licutenant and 1-2 sharks), band (20-80 plus 100%
noncombatants plus 1 3rd-level licutenant and 1 #th-level
chieftain per 20 adules plus 1-2 sharks), or tribe (70-160 plus
{00% noncombatants plus 1 3nd-level liewtenant per 20 adulrs,
L #th-level chieftain per 40 adults, 9 4th-level guards, 14
underpriestesses of 3nd- -6th level, 1 7th-level priestess, and 1
baron of sth—8th level plus 5-8 sharks)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually lawful evil

Advancement: 3-5 HD (Medium), 610 FID {Large]. or by char-
acter class

Level Adjustment: +2 (+3 if four-armed)

This humanoid has scaly skin with webbed fingers and foes. and sharg
fangs fill its mouth. It has a long rail ending in a curved fin, and it has fins.|

on {ts arms, back. and head. Its great, siaring eyes are deep black.

Sahuagin are marine predators superbly adapted to undersea
hunting. Also known as sea devils, these beings dwell in coastal
waters, forming organized groups that raid shore communiries.
Maost sahuagin fearure green coloration, dacker along the back and
lighter on the belly, Many have dark stripes, bands, or = o
spots. bur these tend 1o fade with age. An adult male sahua-

: Ay
gin stands roughly 6 feet tall and weighs about 200 pounds -y 2

Sahuagin are the natural enemy of aguatic elves. The two
cannot coexist peacefully: Wars between them are prolonged,
bloody affairs that somerimes interfere with shipping and mar-
itime trade. Sahuagin have an only slightly less vehement
hatred for tritons,

Sahuagin speak their own language, Sahuagin
Thanks to their high Intelligence scores, most sahus-
gin also speak two bonus languages, uswally Comman
and Aquan

COMBAT
\Sahuagin are snvage fighters, asking for and giving no
\quarter, When swimming, & sahuagin tears with its
feet as it strikes with its talons or a weapon. Abour
half of any group of sahuagin are also armed with nets,
When sahuagin raid surface dwellers’ communities, they ven-

ture ashore on dark, moonless nights to slaughrer the inhabitnts 568

and livestock for food. They artack ships by swarming up from all

sides, leaving a portion of their forces in the warer as reinforce-,

ments or to deal with opponents the raiders throw inio the sea.
Elindsense (Ex); A sahuagin can locate creatures underwater

within a 30-foot radius, This ability works only when the sahuagin |
lis underwater.

Blood Frenzy: Once per day a sahuagin that takes damage in
combat can fly into 3 frenzy in the following round, clawing and
biting madly until either it or its opponent is dead, Ir gains +2
Constitution and +2 Strength, and takes a —2 penalty to Armor
Clags. A sahuagin cannot end its frenzy voluntarly.

Rake (Ex): Armtack bonus +2 melee, damage 1d441. A sahuagin

also gains two rake attacks when it aracks while swimming,
Freshwater Sensitivity (Ex): A sahuagin fully immersed in
fresh water must succeed on a DC 15 Fortitude save or become

farigued, Even on a success, it must repeat the save attempt every |

10 minutes it remains immersed.
Light Blindness (Ex): Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds sahuagin for round. On subse-

quent rounds, they are dazzled while operating in bright light. .

Speak with Sharks (Ex): Sahuagin can communicate tele-
pathically with sharks up to 150 feeraway, The communication is
limired to fairly !I[11p|.t" concepts such as “food,” “danger,” and
‘epemy.” Sahuagin can use the Handle Animal skill 1o befriend
and train sharks

Water Dependent (Ex): Sahuagin can survive out of the water
for 1 hour per 2 points of Constitution {after that, refer to the
drowning rules on page 304 of the Dungeon Master’s Guidel.

Skills: A sahuagin has a +8 racial bonus on any
Swim check to perform some special action or
avoid a hazard. Ir.can always choose to take 10
on a Swim check, even if distracted or endan-
gered. It can use the run action while swim-
ming, provided it swims in o straight line

*Underwater, a sashuagin has a +4 racial
bonus on Hide, Listen, and Spot checks

Sabuagin
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*A sahuagin has a +4 racial bonus on Survival and Profession

{hunter) checks within 50 miles of its home,
*A sahuagin has a +4 racial bonus on Handle Animal checks
when working with sharks.

SAHUAGIN MUTANTS

{Abour one in two hundred sahuagin has four arms. Such erearures |
{can make four claw aetacks or use extra weapons, in addition to the |

|elaw and bite attacks.

If a communiry of aquaric elves is locared within 100 miles of o,

sahuagin communiry, about one in one hundred sahuagin looks
just like an aquaric elf. These creatures, called malenti, have a swim
.speed of 40 feet; can remain out of water for 1 hour per point of
Constitution, and have freshwater sensitivity and light sensitivity
(dazzled in bright light) Malenti have no natural atmcks, They are
otherwise identical with sahuagin,

SAHUAGIN SOCIETY

| The sea devils live by a code of ritualized behavior developed m‘ur:

{millennia. Every member of a sahuagin

community knows its place well—and

remains there. The sahuagin L i
pride themselves on
self-sufficiency and
strict adherence 1o
their social code
\Unformunately for
(others, one of
Ltheir core beliefs is
that the survival of
ithe sahuagin de-
|pends on ruthlessly
|eradicating anything
|thar is not sahuagin.

Sthuagin dwell in

communities of vary-

ing sizes, from villages

1o cities, built of stone
and other natural mate-
rials deep beneath the
ocean waves. The crea-
tures employ a variety

of defenses, both pas-
sive (such as seaweed
camouflage) and active
(such as traps and tame
sharks), to protect their com-
.munities. Elite groups of senior
|males (especially the four-armed ones) rule each communiry:
j& baron governs a village, while a prince rules approximately
irwenry villages. Sahuagin kings rule much larger territories and
dwell within cities having as many as six thousand inhabitents. A
sahuagin kingdom generally covers an entire seacoast, with vil-
lages and towns at least 100 miles apart. Sahuagin clerics function
as reachers and keepers of lore, controlling religious life in their
communities. Despite the presence of these priestesses within
their society, the superstitious sea devils distrust and fear magic

The patron deity of sahuagin is Sekolah, a great devil shark,

SAHUAGIN CHARACTERS

A male sahuagin’s favored class is ranger, and most sghuagin lead-
jers are rngers. Most sahuagin rangers choose humanoids (elves)
{25 their favored enemy. Female sahuagin favor the cleric class.
*Sahuagin clerics worship Sekolah. A sahuagin cleric has access to

rwo of the following domains: Evil, Law, Strength, or War (favored

weapon: trident).

SALAMANDER!

This being hos a muscular humangid upper body with @ Hawhshﬁ:}g;_ l
fts body is serpenting from the waist down, and is covered in red ond

black scales. Flame-shoped spines sprowt form the creature's spine,
Larms, and head,

The Elemental Plane of Fire is home to many strange creatures,

including the fearsome legions of the salamanders, These serpen-

Jtine beings dwell in meeal cities glowing with supernatural heat, |

Salamanders are selfish and cruel, and they enjoy rormenting |
athers. They are rarely encountered without their heated metal
spears, bur sometimes wield other weapons,

When summoned to the Material Plane, salamanders often |
assist forge workers and smiths. Their ability to work metal while
it's still in the fire makes them some of the best metalsmirhs

known anywhere.

Salamanders reproduce asexually, each producing a single

Jarva every ten years and incubating the voung in fire pits until,

they reach maturity, Flamebrothers and average salamanders are
actually different species, while nobles rise from the ranks of the
;l".'l':n!gl:'.
Salamanders speak Ignan. Some average
salamanders and all nobles also speak
Common,

COMBAT
Sulamanders use metal spears,
heated red-hot by their own
furnacelike bodies. Blood- |
thirsty and sadistic,.
they are quick roar-
tack. They prefer to
take on those who
: APPEAr_SILIONEEsT

‘:1 first, saving weaker
o enemies for slower,
agonizing rrearment

larer.

f a salamander
has damage redue-
tion, irs natural

weapons are treated
as magic weapons for
the purpose of over-
coming damage reduction.
Constrict (Ex): A salaman-
der deals automaric rail slap damage
{including fire damage) with a successful
grapple check. A noble salamander can constrict multiple crea-
tures simultaneously, provided they are all ar lease two sizes
smaller than it
Heat (Ex); A salamander generates so much heat that its mere
touch deals additional fire damage. Salsmanders’ merallic weap-
ons also conduct this hear
Improved Grab (Ex): To use this ability, a salamander must hir
a creature of up to one size larger than irself with its il slap attack.
It can then attempt to start a grapple as a free action without pro- |
voking an attack of opportuniey. If it wins the grapple check, it |
establishes a hold and can constricr. |
Spell-Like Abilities: (Noble salamanders only) 3/day—Dburn-
ing hands (DC 13), firchall (DC 15), flaming sphere (DC 143, wall of fire
(DC 16} 1/day—dispel magic, summon monster VI1 (Huge fire ele-|
meniall, Caster level 15th. The save DCs are Charisma-based
Skills: Salamanders have a +4 racial benus on Craft (hlack-

.=mithing) checks,



Flamebrother Salamander Average Salamander Noble Salamander
Small Outsider Medium Outsider Large Outsider
{Extraplanar, Fire) {Extraplanar, Fire) {Extraplanar, Fire)
Hit Dice: 4d8+8 (26 hp) odg+18 (58 hp) 15d8+45 (112 hp)
Initiative: +1 +1 +1
Speed: 20 fr. (4 squares) 20 fr. (4 squares) 20 fr. (4 squares)
Armor Class: 19 (+1 size, #1 Dex, +7 natural), 18 (+1 Dex, +7 natural), 18 (=1 size, +1 Dex, +8 natural),
touch 12, flat-footed 18 touch 11, flat-footed 17 touch 10, flat-footed 17
Base Attack/Grapple: +4/41 /411 +15/425
Artack: Spear +6 melee Spear +11 melee #1 longspear +23 melee
(1d6+1/%3 plus 1d6 fire) {1d8+3/x3 plus 1dé fire) 1d8+9/x3 pluz 1d8 fire)
Full Artack: Spear +6 meles Spedr +11/+6 melee +3 longspear +23/+18/+13
(1d6+1 /3 plus 1ds fire) and (1d8+3/%3 plus 1dé fire) and melee (1d8+9/%3 plus 1d8 fire)
tail slap ++ melee (1d4 plus tail slap +% melee (2d6+1 plus and tail slap +18 melee (2d843
1de fire) 1d6 fire) plus 1ds fire)
Space/Reach: /s fr. 5 fr./5 fi. (10 fr. with rail) 10 fr./10 fr (20 fr. with tail
or longspear)
Special Attacks: Constrict 1d4 plus 1d6 fire, hear, Constriet 2d6+1 plus 1dé fire, hear, Constrict 2d8+3 plus 1d8 fire, hear,
improved grab improved grab improved grab, spell-like abilities
Special Qualiries: Darkvision 60 fr., immuniry to Damage reduction 10/magic, Damage reduction 15/ magic,
fire, vulnerability ro cold darkvision 60 fi., immunity to fire, darkvision 60 fr., immuniry to fire,
vulnerability to cold vulnerability to cold
Saves: Fort +6, Ref +5, Will 45 Fort +8, Ref +7, Will +2 Forr+12, Ref+10, Will <11
Abilities: Str12, Dex 13, Con 14, Str 14, Dex 13, Con 14, Str 22, Dex 13, Con 185,
Int 14, Wis 15, Cha 13 Int 14, Wis 15, Cha 13 Int 16, Wis 15, Cha 15
Skills: Crift (blacksmithing) +8 Bluff +11, Craft (blacksmithing) +19,  Bluff +19, Craft (blacksmithing) +25,
Hide +12, Listen +11, Diplomacy +3, Disguise +1 (+3 acting), Diplomacy +4, Hide +15,
Move Silently +6, Spor +11 Hide +11, Intimidate +3, Listen +8, Inrimidare +4, Listen +13,
Move Silently +11,Search +12, Spot +8  Move Silently +17, Spot +13
Feats: Alertness, Mulrartack Alertness, Multiattack, Power Attack  Alertness, Cleave, Great Cleave,
Multiartack, Power Attack,
Skill Focus (Craft [blacksmithing])
Environment: Elemental Plane of Fire Elemental Plane of Fire Elemental Plane of Fire
Organization: Solitary, pair; or cluster (3-5) Solitary, pair, or cluster (3-5) Solitary, pair, or noble parry (914}
Challenge Rating: 3 [ 10
Treasure: Standard (nonflammables only)  Standard {nonflammables only) Double standard (nonflammables
only) and +3 longspear
Alignment: Usually evil (any) Usually evil (any) Usually evil (any)
Advancement: #—6 HD (Small) 8-14 HD (Medium) 16-21 HD (Large); 2245 HD (Huge
Level Adjustment:  +4 +5 —_

Feats: Salamanders have the Multiartack feat even though they

SATYR

Medium Fey
Hit Dice: 5d6+5 (22 hp
Initiative: +1

do not have the requisite three naral weapons,

SALAMANDER SOCIETY

Flamebrothers, the smallest of the salamanders, are barbaric and
tribal, Often more sophisticated salamanders force their civiliza-

tion upon their smaller kin. Salamander nobility make a point of

mraveling through the planes, learning secrets to further their
POWEL These l:x]:wn:.'m':d creatrures L"'n't.'['l'['l.lil”'!-' return (o master
their own kind and raise mighty kingdoms,

In a mixed society, status is determined by size and power—
lamebrothers are the lowest class and the front ranks of salaman-
der armies, Average salamanders are the middle class and the main
fighting force, while noble salamanders are commanders.

Salamander nations do their best to resist the mighty elemental
lords on their plane, and they disdain the szers, efreet, and other
inhabitants. They often fail, 1huug|‘:, and are enslaved by other
fiery masters or conscripted into elemental armies,

SALAMANDER CHARACTERS

| Flamebrothers have no favored class. They sometimes become
ladepts or warriors, Average or noble salamanders may be clerics,
sorcerers, or fighters (their favored class)

Speed: 40 f1. (8 squares)

Armor Class: 15 (+1 Dex, +4 natmueal), rouch 11, Aar-footed 14

Base Attack/Grapple: +2/+2

Attack: Head butt +2 melee (1d6)or shartbow +3 ranged
(1dé/x3)

Full Areack: Head butt +2 melee (1ds) and dagger -3 melee
(1d4/159—20); or shortbow +3 ranged (1ds/>3)

Space/Reach: 5 f./s fr,

Special Arracks: Pipes

Special Qualities: Damage reduction 5/cold iron, low-light
vision

Saves: Fort +2, Ref +5, Will +5

Abilities: Str 10, Dex 13, Con 12, Int 12, Wis 13, Cha 13

Skills: Bluff +9, Diplomacy +3, Disguise +1 (+3 acting), Hide +13,
Intimidate +3, Knowledge (nature] 49, Listen +15, Move
Silently +13, Perform {(wind instruments) +9, Spot 415,
Survival +1 (+3 aboveground)

Feats: Alertness”, Dodge, Mobiliry

Environment: Temperate forests

Organization; Solitary, pair, band (3-5), or troop (6-11)

Challenge Rating: 2 (without pipes) or 4 (with pipes]




Treasure: Standard

Alignment: Usually chaotic neutral
Advancement: 6-10 HD (Medium)
Level Adjustment: +2

This being might best be described o5 a homed man with the legs of a.,

goat

Satyrs, also known as fauns, are hedonistic creanures

. that frolic in the wild places of the world. They
love fine food, strong drink; and pas-
|sionate romance,

A satyr’s hair is red or chestout
brown, while its hooves and horns
are jet black

A satyr is far more likely 1o be
carrying musical instruments

cor bottles of wine than weap-

ons, For the most part, satyrs leave
travelers alone, They are, how
ever, more than a Little mis-

chievous and often seek fun &
at the expense of those
who wander too near their
woodland homes.

A satvr is about as tall
and heavy asa
{half-elf

Satyrs speak Sylvan,
(and most also speak
Common

COMBAT ;
The keen senses of a satyr -,
make it almost impossible }J
to surprise one in the wild,
Conversely, with their o
own natural grace and N
agility, satyrs can sneak
up on travelers who are not
carefully warching the sur-
rounding wilderness.
Once engaged in bartle,
an unarmed satyr attacks
with a powerful head bur. e o Sanr
A saryr expecting trouble
is likely to be armed with a bow and a dagger and tvpically looses
arrows from hiding, weakening an enemy before closing
Pipes (Su): Satyrs can play a variety of magical tunes on their
\pan pipes. Usually, only one saryr ina group carries pipes. When it
plays, all creatures within a 50-foor spread (except satyrs) must
succeed on a DC 13 Will save or be affected by charm person, sleep,
or fear (caster level 10th; the satyr chooses the tune and its effect)
In the hands of other beings, these pipes have no special powers. A
creature that successfully saves against any of the pipe's effects
cannot be affected by the sume set of pipes for 24 hours. The save
DC is Charisma-based
A satyr often uses its pipes to.charm and seduce especially
comely women ot to puta party of adventurers to sleep and then
steal their valusbles.
Skills: Saryrs have a +4 racial bonus on Hide, Listen, Move
| Silently, Perform, and Spot checks

SATYRS AS CHARACTERS
Saryr characters possess the following racial wraits,

¢2 Dexterity, +2 Constitution, +2 Intelligence, +2 Wisdom,
#2 Charisma

—Medium size.

— saryr's base land speed is 40 feer

—Low-light vision

—Racial Hit Dice: A satyr begins with five levels of fey, which

.provide 5d8 Hit Dice, a base attack bonus of +2, and base saving
|throw bonuses of Fort +1, Ref <4, and Will +4

—Racial Skills: A satyr's fey levels give it skill points equal 1o &
% (6 + Int modifier). Its class skills are Bluff, Hide, Knowledge
(mature}, Listen, Move Silently, Perform, and Spot. Saryrs have a +4
racial bonus on Hide, Listen, Move Silently, Perform, and Spoi
checks.
—Racial Fears: A satyr’s fey levels give it owo fears, A
satyr receives .'"Ijt"nﬂl:'".cs a5 a bonus !I.l'.‘iﬂ.
+4 narural armor bonus,
Narural Weapons: Head bure (1de),
—Special
Attacks (see
abovel: Pipes.
—Special Qualities
{see above): Damage
reduction 5/cold iron
Auromatic _Lan
guages: Sylvan. Bonus
Languages: Commgn, Elven,
Gnome,
—Favored Class: Bard.
Level adjustment +2.

SEACAT

Large Magical Beast

Hit Dice: 6d10+18 (51 hp)

Initiative: +1

Speed: 10 ft. (2 squares), swim 40 ft,

Armor Class: 18 (=1 size, +1
Dex, +8 narural), rouch 10,
flat-foored 17

Base Attack/Grapple: +6/+14

Attack: Claw 49 melee (1dé+4]
Full Ateacls: 2 claws 49 melee

: ! (1d6+4) and bite +4 melee
Hﬂ.c\z (1d8+2)

Space/Reach: 10 fr./5 [t

Special Attacks; Rend 2d6+6

Special Qualities: Darkvision 60 fi., hold breath, low-light
vision, scent

Saves: Fort +8, Ref +6, Will +5

Abilities: Str 19, Dex 12, Con 17, Int 2, Wis 13, Cha 10

Skills: Listen +8, Spot +7, Swim +12

Feats: Alertness, Endurance, Iron Will

Environment: Temperate aquatic

Organization: Solitary, pair, or pride (5-12)

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 7-9 HD (Large}; 10-18 HD (Huge)

Level Adjustment: —

This creature has o body fike that of o porpeise or @ small whale, with o
leaning hgad and forepaws, A ruff of silky hair runs from the top of its head
all the way to its tail flukes

The sea cat is a fearsome aquatic predator
Sea cars inhabit shallow coastal waters, making their lairs in
undersea caves or in the wreckage of ships, They hunt for fish

{aquatic mammals, sea birds, and anything else they can catch and

kill



A typical sea catis 12 feet long and weighs 800 pounds.

COMBAI

Sea cats attack on sight, either for food or to defend their territory,
{and use both claws and teeth to grab and rend their prey. They. dis-
play tremendous courage, always fighting ro the death, even
against creatures many times their size. Pairs and prides of sea cats
attack in concert, trying to wear the opponent down until one
beast can dispatch L.

Hold Breath (Ex): A sea cat can hald its breath for a number of |
rounds equal to 6 % its Constitution score before it risks drowning

x P
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COMBAT

Shadow mastiffs prefer fighting in shadows or dark
conditions, which gives them a grear advanrage,
If a magical light source negares the shad-
ows around them, shadow masriffs are
cunning enough to either move out of

the light or back off and break up the
opposition with their baying. They have
been known to seize and carry off {tems
enspelled with daylight spells, ]
Bay (Su): When a shadow mastiff howls

or barks, all creatures except evil outsiders
within a 300-foot spread must succeed on a
DC 13 Will save or become panicked for 2d4
rounds. This is 2 sonic mind-affecting fear|
effect. Whether or not the save is successful, an |
affected creature is immune 1o the same mas-
tiff’s bay for 24 hours. The save DC is
Charisma-based, i
Trip (Ex}): A shadow mastiff char hirs with

its bite attack can attempt to trip the opponent
as a free action (+3 check modifier) without
making a touch artack or provoking an armack of
oppormunity. If the artempt fails, the opponent

cannot react to trip the shadew mastiff,

Shadow Blend (Su): In any condition of illumi-
nation other than full daylight, a shadow mastiff can
disappear into the shadows, giving it total conceal-
ment. Artificial illumination, even a light or continual
flame spell, does not negate this ability. A daylight spell..
howeyer, will, |
Skills: *A shadow mastiff has s +4 racial bonus on Sur- |

Create Spawn (Su): Any humanoid reduced to Strength 0 by a
shadow becames a shadow under the control of its killer within
id4 rounds.

Skills: Shadows have 2 +2 racial bonus on Listen and Spot checks
and a +4 racial bonus on Search checks.

*A shadow gains a +4 racial bonus on Hide checks in areas of
shadowy illumination. In brightly lit areas, it rakes a — penalty

jon Hide checks.

GREATER SHADOW
Although no more intelligent than an average shadow, a
\greater shadow is more fearsome because of its
ncreased damage and fts hit-and-run ractics.

Combat

A grearer shadow uses stealth and s
cunning in combat. A favorite /
Jractic is 1o lie in wair, almost com-
\pletely concealed by walls or floor, then swoop out, make an
lincorporeal touch artack, and retrear back inro a solid object
without allowing a retumn artack

Strength Damage (Su): The touch of a greater shadow
deals 1d8 points of Strength damage to a living foe.

SHADOW MASTIEE

Medium Outsider (Extraplanar)
| Hit Diice: 4d8+12 (30 hp)

| Initiative: +5

Speed: 50 fi. (10 squares)

|Armor Class: 14 (+1 Dex, +3 namral), touch 11, flar-foored 13
| Base Attack/Grapple: +4/+7

g (Artack: Bite +7 melee (1d6+4) vival checks when mracking by scent.
¢ {Full Attack: Bite +7 melee (1d6+4)
) Space/Reach: 5 fr./s fi.
g Special Attacks: Bay, wrip SHAMB[ ]NG MO‘.}ND
= Special Qualities: Darkvision &0 fr.. shadow blend, scent Large Plant
Saves: Fort +7, Ref +5, Will +3 | Hit Dice: 8d8+24 (a0 hp)
Abilities: Str 17, Dex 13, Con 17, Int 4, Wis 12, Cha 13 | Initiative: +0
Skills: Hide +8, Listen +8, Move Silently +8, Spot +8, Survival +8° | Speed: 20 fr. (4 squares), swim 20 ft
Feats: Dodge, Improved Initiative, Track® Armor Class: 20 (=1 size, +11 natural), touch 9, flar-footed 20
Environment: Plane of Shadow Base Artack/Grapple: +6/+15
Organization: Solitary, pair, or pack (5-12) Attack: Slam +11 melee (2d6+5)
Challenge Rating: 5 Full Attack: 2 slams +11 melee (2d6+5)
Treasure: None Space/Reach: 10 fr./10 fi.

Special Attacks: Improved grab,
constrict 2d6+7
Special Qualiries: Darkvision 60 ft.,
immunity to electricity, low-light
vision, plang rraies, resistance to fire
4]
Saves: Fort +9, Ref +2, Will +4
Abiliries; Str 21, Dex 10, Con 17,
Int 7, Wis 10, Cha 9
Skills: Hide +3°, Listen +8, Move
Silently +58
Fears: Iron Will, Power Artack, Weapon
Focus (slam)
Environment: Temperate marshes
Organization: Solitary
Challenge Rating: &

Treasure: 1/10th coins; 50% goods S0% items
Alignment: Usually neutral
Advancement: 9-12 HD (Large]; 13-24

HD {Huge)

Level Adjustment: +6

Alignment: Always neutral evil
Advancement: 5-6 HD (Medium); 7-12 HD (Large)
| Level Adjustment: +3 (cohort)

i This creature has the body of a large dog, with a smooth
{black coat and a mouth full of sharp reeth.

Shadow mastiffs are great hounds
that prowl the night, seeking
any prey they can find. Their
native plane is a place of
eternal shadow:
A shadow
mastiff is
.slightly more
(than 2 feet high at
ithe shoulder and
Lweighs abour 200 pounds. §
Shadow mastiffs can-
not speak, but they un-
derstand Commeon.

Shadore mastsff




grusp ot lightning bolt} used against a shambler remporarily granes it
1d4 points of Constitution. The shambler loses these points ar the |
rate of 1 per hour. :

Skills: Shamblers have a +4 racial bonus en Hide, Listen, and
Move Silently checks. *They have a +12 racial bonus on Hide
(checks when in a swampy or forested area.

SHIELD GUARDIAN
Large Construct

Hit Diice: 15410430 (112 hp)
Initiative: +0
Speed: 30 fr. (6 squares)
Armor Class: 24 (-1 size, +15 namural), touch 9, flar-footed 24
Base Attack/Grapple: +11/421
Attack: Slam +16 melee (1d8+6)
Full Attack: 2 slams +16 melee (1d8+6
Space/Reach: 10 fr./10fi
Special Artacks: —
Special Qualities: Consrruct rraits, darkvision 60 fr., fast
healing 5, find master, guard, low-light vision, shield other, spell
storing
Saves: Fort +5, Ref +5, Will 25
Abilities: Str 22, Dex 10, Con —, Int —, Wis 10, Cha 1
Environment: Any
Organization: Solitary
Challenge Rating: &
Treasure: None
Alignment: Always neutral
Advancement: 16-24 HD (Large); 25—45 HD [Huge)
Level Adjustment: —

Shield guardian

This creagure fooks like a mass of leaves and vines with a generally human
like farm, It has g barrel-shaped body with ropy orms and stumpy legs. It
doesn’t seem fo hove a head

Shambling mounds, also called shamblers, appear 1o be heaps of
rotting vegetation. They are actually intelligent, carnivorous
plants.

A shambler’s brain and sensory organs are located in irs upper
body.

A shambler is almost rotally silent and invisible in its narural
surroundings. often carching opponents flar-footed. It may lie par.
tially submerged in a shallow bog. waiting patiently for some crea-
ture to walk onto it. Shamblers move easily through water as well,
and they have been known to sneak into the camps of unsuspect-
ing travelers at night

Adventurers tell stories of shamblers moving abour during
intense electrical storms without so much as flinching from direct
lighming strikes.

A shambler's body has an 8-foor girth and is about 6 feer tall
when the creature stands erect. It weighs abour 3,800 pounds

COMBAT
A shambling mound batters or constricts its opponents with two
huge, armlike appendages.

Improved Grab (Ex): To use this ability, a shambler must hit
with both slam attacks. It can then amempt to start a grapple as a
free action without provoking an attack of opportunity. If it wins

ithe grapple check, it establishes a hold and can constricr.

Constrict (Ex): A shambler deals 2d6+7 points of damage with

1 successful grapple check

Immunity to Electricity (Ex): Shamblers take no damage |

from elecrricity. Instead, any electricity artack (such as shocking,




This muossive conglomerotion of stone, woed, and metal is the size of on
ogre and resembles a giant stick figure with stony appendages.

Created by spelleasters 1o be bodyguards, shield guardians are con-
structs that protect their masters with spells and stamina.

When it is fashioned, a shield guardian is keyed to 2 particular
magical amulet. Henceforth, it regards the wearer of that amulet
to be its master, protecting and following that individual every-
where {unless specifically commanded not to do so

A shield guardian obeys its master's verbal commands o the
best of its ability, although it is not good for much beyond combar
and possibly simple manual laboe It can also be keved 1o perform
specific tasks at specific times or when certain conditions are met.

The wearer of the amulet can call the shield guardian from any dis-
tance, and it will come as long as itis on the same plane.

rhs more than

A shield guardian is some 9 feet tall and we
1,200 pounds,

Shield guardians cannot speak, but they understand commands
giveninany language

COMBAT

Shield guardians are straightforward in battle, bashing with their
heavy stone fists. They are made for defense and are not particu
larly impressive on offense

Find Master (Su): As long as a shield guardian and its amulet
are on the same plane, the shield guardian can find the amulet
wearer (or just the amuler, if itis removed after the guardian is

|called).

Guard (Ex): If ordered vo do so, a shield guardian moves swiftly
to defend the wearer of its amuler, blocking blows and disrupting
foes. All artacks against the amulet wearer take a =2 penalty when
the shield guardian is adjacent to its master

Shield Other (Sp): The wearer of a shield guardian’s amuler can
activate this defensive
ability if within 100 feet
of the shield guardian.
Just as the spell of the
same name, this ability
transfers to the shield

guardian half the dam-
age that would be dealt
to the amuler wearer
{this ability does not
provide the spell's AC or
save bonuses),

Spell Storing (Sph: A
shield guardian can
store one spell of 4th
level or lower that is cast
\into it by another crea-
ture. It “casts” this spell
when commanded 1o do
so or when a predefined
situation arises. Once
this spell is used, the
shield guardian can
store another spell {or
the same spell again).

CONSTRUCTION
A shield guardian is
built from wood, bronze,
lstone, and steel. The
{materials cost 5,000 gp.
The creature’s master
may assemble the body
or hire someone else to

=

do the job. Creating the body requires a DC 16 Craft (black
smithing) or Craft (carpentry} check. The keyed amulet is fash-
ioned at the same time, and its cost (20,000 gp} is included in the
cost.of the guardian. After the body is sculpred, the shield
guardian is animated through an extended magical rirual thag re-
| quires a specially prepared laboratory or workroom, similar to an

alchemist’s laboratory and costing 500 gp to estak
ator is personally constructing the creature’s body. the building
and the ritual can be performed together.

A shield guardian with move than 15 Hit Dice can be created,
but each additional Hir Die adds +5,000 gp 1o the macker price,
and the Price INCreases by +20,000 gZp if the creature’s size increases

to Huge, modifying the cost to create accordingly.

CL 15th; Cralt Construet (see page 303, limited wish, d
tion, shicld, shield other, caster must be ar lease 15ch level; Price
120,000 gp; Cost 65,000 gp + 4,600 XP

MNcT
\MULET
If & shield puardian’s amulet is destroyed, the guardian ceases o

funcrion until a new one is created. If the wearer dies bur the
amulet is intact, the shield guardian carries our the last command

It was given

SHOCKERTIZARD
Small Magical Beast

Hit Dice: 2d10+2 (13 hp

Initiative: +6

Speed: 40 ft. (8 squares), climb 20 fr., swim 20 ft

Armor Class: 16 (+1 size, +2 Dex, +3 natural), touch 13,
flat-footed 14

Base Artack/Grapple: +2/-2

Artack: Bite +3 melee (1d4




Full Atrack: Bite +3 melee (1d4)

Space/Reach: 5 ft./s fr.

Special Attacks: Stunning shock, lethal shock

Special Qualities: Darkvision 60 fr.. electricity sense, immuniry
1o electricity, low-light vision

Saves: Fort +4, Bef +5, Will 1

Abilities: Sir 10, Dex 15, Con 13, Int 2, Wis 12, Cha 6

| Skills: Climb +11, Hide +11, Jump+7. Listen +4, Spot +4,
Swim +10

Feats: Improved Initiative

Environment: Warm marshes

| Organization: Solitary, pair, clutch (35}, or colony (6-11]

Challenge Rating;: 2

Treasure: 1,10 coins; 50% goods; 50%
items

Mign.mcnt: Always nevtral

Advancement: 3-4 HD (Small); 5-6
HD {Medium)

| Level Adjustment: —

This little lizard is about the size of a terrier, It has
@ bullet-shoped head sporting a large pair of homms that
sweep back from the sides ike spiky ears. A similar struc-
ture appears on the tp of the tail,

The shocker lizard is a sleek reptilelike creature whose body |
\can generate intense electrical shocks.
A shocker lizard has a pale gray or blue underside, shading

to a darker hue on its back. It has blug-black markings / I

‘along irs back and tail

Shocker lizards prefer warm and damp
lcondirions, and often lurk in swamps,
shaded riverbanks, and water-filled
|caves, They hunt fish, reptiles, and
small animals, but also scavenge or take
larger prey from time to time. They spend most
of their time hiding and waiting for prey to
happen by,

A shocker lizard is about 1 foot tall ar the shoulder
and weighs about 25 pounds

COMBAT
Unless it is very hungry, a shocker lizard dislikes fight-—_==
ing creatures lacger than itself and usually tries o
warn off intruders by emitting a series ut-ra]}'ll.i e
clicks. The sound is actually a low- :
power electrical discharge, and
living creatures within 10 feet

|can feel the current rick- —**
ling their skins and
{scalps. If the warning fails,
the lizard raises its horns and tail 1o adminis-

ter stunning shocks.

A shocker lizard relies on its electricity abilities in combar. A
lizard tends 1o bite only after its shock has rendered an opponent
unconscious or when the shock seems to have no effect ar all. A
solitary Hzard flees once it delivers its shocks, but if other shocker
lizards are nearby, they all home in on their comrade’s discharges
and attempt to sdminister their shocks ro the foe.

Stunning Shock (Su): Once per round, a shocker lizard can
|deliver an electrical shock to 2 single opponent within § feer. This
\attack deals 2d8 points of nonlethal damage to living opponents
| (Reflex DC 12 half} The save DC is Constitution-based.

Prou & -

Lethal Shock (Su); Whenever rwo or more shocker lizards |

are within 20 feet of each other, they ean work together 1o creare

a lethal shock This effect has a radius of 20 feet, centered on any.|
one contributing lizard. The shock deals 2d8 points of electricity |

damage for each lizard contributing to it, to a maximum of 12d8.
A Reflex save (D 10 + number of lizards contributing) reduces |

the damage by half
Electricity Sense (Ex): Shocker lizards automarically detect.

(any electrical discharges within 100 feer.

Skills: Shocker lizards have a +4 racial bonus on Hide checks

e ot é_"i.'l'l'l.'!l I:‘I!'.:I'[jl;!-[:l. 5 LET LA 1ave 3 =2 Ta ..
id h I Shocker lizards hav 2 racial bonus on

Listen and Spot checks.
Shocker lizards use their Dexterity modifier instead of their

\Strength modifier for Climb and Jump checks.

A shocker lizard has a +8 racial bonus on Climb checks and can |
always choose to take 10 on a Climb check, even if rushed or
threatened.

A shocker lizard has a +8 racial bonus on any Swim check to per- |
form some special action or avoid a hazard. It can always choose to |

take 10 on a Swim check, even if distracted or
—.. endangered. It can use the run action while swim-
s =0 ming, provided it swims in a straight line.
i )

___SKEIETON

b This_creature_appears to be nathing.
i\ by but o set of animated bones, Pin-

) points_of red_light smalder in_its
EMply EYE SOCKERS.

p A
i of any clothing or armor it
j .f was wearing when_slain.
A skeleron does only what it
is ordered to do. It can draw no
1 Skeletaw  conclusions of its own and rakes no
initiative, Because of this limitation,
\\ its instructions must always be
) simple, such as "Kill anyone

h‘"‘ who enters this chamber.”

A skeleton artacks
until destroyed, for
that is what it
was created 1o
o do, The threat
) posed by a

skeletons depends
primarily on its size.

CREATING A SKELETON

“Skeleton” is an acquired template that can be added 1o any cor-
poreal creature (other than an undead) thar has a skeletal system
(referred to hereafter as the base crearure).

Size and Type: The creature’s type changes to undead. It
retains any subtype excepr for alignment subtypes (such as good) |
and subtypes that indicate kind (such as goblinoid or reprilian), |

It does not gain the sugmented subrype. It uses all the base crea-.

ture’s statistics and special abilities except as noted here.
Hit Dice: Drop any Hit Dice gained from class levels (poa)
minimum of 1) and raise remaining Hit Dice 1o d12s, 1 the crea-

{ture has more than 20 Hit Dice, it can't be made into a :kelemn
| by the animate dead spell.

Speed: Winged skeletons can't use their wings to fly. If the
base creature flew magically, so can the skeleton.

Skelerons are the animared |
bones of the dead, mindless |
automatens.that obey the
orders of their evil masrers, |

A skeleton is seldom |
garbed in anything more |
than the rotting remnants.

group of
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Owlbear Skeleton

Large Undead

5d12 (32 hp)

15

30 fr. (6 squares)

13 (=1 size, +2 Dex, +2 natural),
touch 11, Aar-footed 11

+2/+11

Claw +6 melee (1d6+5

2 claws +6 melee (1d&+5} and
bite 41 melee (1d842)

10 fr./s fr.

Damage reduction §/bludgecning, |
darkvision a0 fr.,

immunity 1o cold, undead raits
Fort +1, Ref +3, Will +4

Sir 21, Dex 14, Con —,

Int —, Wis 10, Cha 1

Improved Initiative

Temperate forests

Any

2

Momne

Always neutral evil

Human Warrior Skeleton Wolf Skeleton
Medium Undead Medium Undead
Hit Dice: 1d12 (6 hp) 2d12 (13 hp)
Iniriative: +5 +7
Speed: 30 1. (6 squares) 50 ft. {10 squares)
Armor Class: 15 (41 Dex, +2 natural, +2 heavy 15 (+3 Dex, +2 narural),
steel shield), touch 11, flar-footed 14 touch 13, flar-foored 12
Base Attack/Grapple:+0/+1 #1/+2
Attack: Scimitar +1 melee (1d6+1/18=20) Bite +2 melee (1da+1)
or claw +1 melee (1d4+1)
Full Attack: Scimitar +1 melee (1d6+1/18-20) Bite 42 melee (1d6+1)
or 2 claws +1 melee (1d4+1)
Space/Reach: 5 fr/s b 5 fr./s fi.
Special Artacks: — -
Special Qualities:  Damage reduction 5/bludgeoning, Damage reducrion §/bludgeoning,
darkvision a0 fi., darkvision &0 f.,
immunity to cold, undead rraits immuniry to cold, undead traits
Saves: Fort +0, Ref +1, Will +2 Fort +0, Ref +3, Will 23
Abilities: Sir 13, Dex 13, Con —, Sir 13, Dex 17, Con —,
Int—, Wis 10, Cha 1 Int —, Wis 10, Cha 1
Feats: Improved Initiative Improved Iniriative
Environment: Temperate plains Temperate forests
Organization: Any Any
Challenge Rating:  1/3 1
Treasure: Mone MNone
Alignment: Always neurral evil Always neurral evil
Advancement: — 3 HD (Medium); 4-6 HD (Large)
Level Adjustment: — -

Armor Class: Matural armor bonus changes 1o a number based
on the skeleton's size:

Tiny or smaller «0
Small #1
Medium or Large +2
Huge +3
Gargantuan +6
Colossal +10

Artacks: A skeleton retains all the narural weapons, manufac- |
tured weapon aracks, and weapon proficiencies of the base crea-
ture, except for attacks that cant work without flesh (such as a
mind flayers wentacle attacks), A creature with hands gains one
claw attack per hand; the skeleton can strike with each of its claw
attacks at its full attack bonus. A skeleton's base artack bonus is
equal to.1,/2 its Hit Dice,

Damage: Natural and manufacrured weapons deal damage nor-
Imally. A claw artack deals damage depending on the skeleton's
|size, (If the base creature aleeady had claw aracks with its hands,

use the skeleton claw damage only if it’s berter.)

Diminutive or Fine 1

Tiny 1d2
Srmall 1d3
Medium 1d4
Large 1d6
Huge 1dg
Cargantuan de
Colossal 2d8

Special Attacks: A skeleton retains none of the base creature’s
spectal artacks,

Special Qualities: A skeleton loses most special qualities of
,the base creature. It retains any extraondinary special qualities that

68 HD (Large); 9-15 HD {(Huge]

improve its melee or ranged attacks. A skeleron gains the follow-
ing special qualities,

Imrnumity to Cold (Ex): Skeletons are not affected by cold.

Damage Reduction 5/ Bludgeoning: Skeletons lack flesh or internal
Organs.

Saves: Base save bonuses are Forr +1/3 HD, Bef +1/3 HD, and
Will +1/2 HD + 2.

Abilities: A skeleton's Dexterity increases by +2, it has no Con-
stitution or Intelligence score, its Wisdom changes to 10, and its
Charisma changes o 1

Skills: A skeleton has no skills.

Feats; A skeleton loses all feats of the base creature and gains
Improved Initiative,

Environment: Any, usually same as base crearure.

Organization: Any.

Challenge Rating: Depends on Hir Diee, as follows:

Hit Dice Challenge Rating
1/2 1/6
1 1/3
2-3 1
4-5 2
67 3
&-9 4
1311 5
12-14 ]
1517 7
18-20 B

Treasure: None.

Alignment: Always neutmal evil

Advancement: As base crearure (or -
vances by characrer class),

Level Adjustment: -

if the base crearure ad- |



Hir Dice: 6412 (39 hp)
Initiative: +7
Speed: 30 fr. (6 squares)
Armor Class: 14 (+3 Dex, =1 size, #2 natural)
touch 12, far-focted 11
Base Attack/Grapple:43/413
Arrack: Claw +8 melee (1d6+6)
Full Attack: 2 ¢laws +8 melee (1dé+6) and
bite +3 melee (1da+3)
Space/Reach: 10 fr./10 fr
Special Artacks: —_
Special Qualities:  Damage reduction 5/bludgeoning,
darkvision 60 ft.,
immunity to cold, undead raits
Saves: Fort +2, Ref +5, Will +5
Abilities: Sir 23, Dex 16, Con —,
Int —, Wis 10, Cha 1
Feats; Improved Initiative
Environment: Cold mounrtains
Organization: Any
Challenge Rating: 3
Treasure: Mone
Alignment: Always neurral evil
Advancement: -
Level Adjustment: —
Advanced Megaraptor
Skeleton
Huge Undead
Hirt Dice: 12d12 (78 hp)
Initiative: +7
Speed: &0 ft. (12 squares)
Armor Class; 14 (=2 size, +3 Dex, +3 namural),
touch 11, flat-footed 11
Base Attack/Grapple:+6/419
Attack: Talons +9 melee (2d8+5)
Full Attaclk: Talons +9 melee (2d8+5) and
2 claws +4 melee (1d8+2) and
bite +4 melee (2d6+2)
Space/Reach: 15 fr,/10 bt
Special Arracks: —
Special Qualities:  Damage reduction 5/bludgeoning,
darkvision &0 fr.,
immuniry to cold, undead traits
Saves: Fort +4, Ref +7, Will +8
Abilities: Ser 21, Dex 17, Con —,
It —, Wis 10, Cha 1
Feats: Improved Initiative
Environment: Warm foresis
Organization: Any
Challenge Rating: &
Treasure: Mone
Alignment: Alwavs neutral evil
Advancement: 13-16 HD {Huge);

Level Adjustment:

Troll Skeleton
Large Undead

17-20 HD{Gargantuan)

Chimera Skeleton

Large Undead

9d12(58 hp)

+

30 ft. (6 squares)

13 (+2 Dex., —1 size, +2 natural),
touch 11, fa-foored 11

+4/212

Bite +7 melee (2d6+4)

Bite +7 melee (2d6+4) and bite+7 meles

(1d8+4) and gore +7 melee (1d8+4)
and 2 claws 42 melee (1de+2)

10 fr./s fi

Damage reduction 5/bludgeoning,
darkvision é0 fi.,

{mmuniry to cold, undead traits

Fort +3, Ref +5, Will +5

Str19, Dex 15, Con—,

Int —, Wis 10, Cha 1

Improved Initative

Temperate hills

Any

4

Nong

Always neurral evil

10-13 HD {Large) 1427 HD {(Huge)

Cloud Giant

Skeleton

Huge Undead

17d12 (110 hp)

5

50 fr. (10 squares)

13 (-2 size, +2 Dex, +3 natural),
touch 10, flat-footed 11

+B/+28

Gargantuan morningstar +18 melee
4d6+18) or claw +18 meles (1d8+12)

or rock +8 ranged (2d8+12)
Gargantuan morningstar +18/+13
melee (4d6+18) or 2 claws +18
melee (1d8+12) or rock +8 ranged
(2dB+12)

15 fr./15 ft

Damage reduction §,/bludgeoning,
darkvision 60 fr., immuniry to cold,
oversize weapon, undead traits

Fort +5, Ref +7, Will +10

Str 35, Dex 15, Con

Int —, Wis 10, Cha 1

Improved Initiative

Temperate mountains

Any

None

Always neutral evil

Ettin Skeleton

Large Undead

10d12 (65 hp)

+4

40 fr. (8 squares)

11 (1 size, +2 natiiral)

touch 9, flat-foored 11

+5/+15

Morningstar +10 melee (2d6+6) of
claw +10 melee (1d6+6) o1

javelin +4 ranged (1d8+6)

2 morningstars +10 melee (2d6+6)
or 2 claws +10 melee (1d6+6)

or 2 javeling +4 mnged (1d8+6)

10fr 106

Damage reducrion 5/bludgeoning.
darkvision 60 fi.,

immuniry 1o.cold, superior two-
weapon fighting, undead traits
Fort +3, Ref +3, Will +7

Str 23, Dex 10, Con

Int —, Wis 10, Cha 1

Improved Initiative

Cold hills

Any

5

Mone

Always neutral evil

Young Adult Red Dragon
Skeleton

Huge Undead (Fire)

19di2 (123 hp

£5

40 fr. (8 squares)

12 (=2 size, +1 Dex, +3 natural),
teuch 9, flar-footed 11

+9/+27

Bite +17 melee (2d8+10)

Bite +17 melee (2d8+10) and 2 claws
#12 melee (2d6+5) and 2 wings +12
melee (1d8+5) and rail slap +12
melee (2d6£15)

15 fr./10 .

Damage reduction 5/bludgeoning,
derckvision 60 ft., immunity o cold
and bre, undead trairs

Fort +6, Ref +7, Will <8

Str 31, Dex 12, Con

[nt —, Wis 10, Cha 1

Improved Initarive

Warm mountains

Any

8

Mone

Always neutral evil

20 HD (Huge)
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SKUM

SLAAD

Medium Aberration (Aquatic)

Hir Dice: 2d8+2 (11 hp)

Initiative: +1

Speed: 20 ft. (4 squares), swim 40 ft

Armor Class; 13 (+1 Dex, +2 natural), touch 11, Hat-foored
12

Base Attack/Grapple: +1/45

Attack: Bite +5 melee (2ds:4)

Full Attack: Bite +5 melee (2dé6+4)
and 2 claws +0 melee (1d4+2)

Space/Reach: 5 fr./s fi

Special Attacks: Bake 1de+2

Special Qualities: Darkvision
60 f1., amphibious

Saves: Fort+1, Bef 21,
Will +3

| Abiliries: Sir 19, Dex 13,
Con 13, Inc 10, Wis 10,
Chas

Skills: Hide +&%, Listen +7%,
Move Silently +6, Spot +7,
Swim +12

Feats: Alertness

Environment:
Underground

| Organization: Brood (2-5
or pack (6-15]

|Challenge Rating: 2

Treasure: None

Alignment; Usually lawful
evil

Advancement: 3—4 HD
Medium); 5-6 HD

Large)
Level Adjustment: +3

This ¢reature looks like an
abarminable crosshreed of
human and fish, lts fins
have grown into hwisted. anms
and legs, and its bent back 15 crowned with @ lorg,
spimy frill, [t has a slender, miuscular tall and bulbous eyes

Skum are misbegonten creatures created by aboleths to serve as
beasts of burden and slaves. They are derived from human stock,
making them even more loathsome,

A skum is about the same height and weight as 2 human

Skum speak Aquan.

COMBAT

In the water, skum are dangerous enemies who attack by biring,
clawing, and raking with their rear legs. Skum serving an aboleth
are sometimes trained to fight with weapons, usually two-handed
melee weapons with reach (such as longspears) and simple ranged
weapans such as javelins, ridents, or slings.

Rake (Ex): Artack bonus +0 melee, domage 1d6+2_ A skum also
gains two rake artacks when it attacks while swimming.

Skills; *Skum have a +4 racial bonus on Hide, Listen, and Spot
\checks underwater

A skum has a +8& racial banus on any Swim check to perform
|some special action or avoid a hazard. It can always choose o take
{10 on a Swim check, even if distracted or endangered. It can use
the run action while swimming, provided it swims in a straighs
|i'l".l..'

Ry

The chaotic planes seethe and roil with random energy and bits of
matter. Weaving their way amid this cacophony of light and sound |
are the slaadi
Creatures of chaos, slaadi have been likened o humanoid roads,

but that description belies their agility and fearsome fighring

ProwWess,
All slaadi speak their own language, Slaad. Green, gray, and

death slaadi alsp speak Common, and in additon death slaadi
can communicate telepathically

COMBAT

Slaadi generally attack with their claws and
bite, They relish melee combat but are savvy
enough to use their summoning and other
spell-like abilities 1o good effecr. A slaad's
natural weapons, as well as any weapons it
wields, are treated as chaotic-aligned
for the purpose of overcoming damage
reduction.

All slaadi have resistance toacid 5,
cald 5, electricity 5, and fire 5, and
!mmuni[\' 10 0n1c I.Edmdgl:'.

Summan,_Slaad (Sp): Slaadi can
summen ather slaadi much as
though casting a_summon mon- |
ster spell. but they have only a

limited chance of success. Roll

d%: On a failure, no_slaadi

answer the summons. Sum-|

moned creamres automatically
return whence they came after

1 hour. A slaad that has just
been summoned cannot use its

own summen ability for 1

hour

Most slaadi do not use this
ability lightly, since they are
generally distrustful and fear-
ful of one another. In general
they use it only when necessary
1o save their own lives

SLAADI CHARACTERS
Slaadi rarely have the focus to devote themselves 1o a character
class. Grays sometimes become sorcerers, and the most powerful
death slaadi train as rogues to take the assassin class,

EED SLAAD

Large Qutsider (Chaotic, Extraplanar)

Hit Dice: 7d8+21 (52 hp)

Imitiative: +2

Speed: 30 fr. (6 squares)

Armor Class: 19 (=1 size, +2 Dex, +8 natural), touch 11,
flat-foored 17

Base Attack/Grapple: +7/+16

Attack: Bite +11 melee (2d845)

Full Attack: Bite +11 melee (2d8+5) and 2 claws +9.melee (1d4+2
plus implant)

Space/Reach: 10 fr./10 fi

Special Artacks: Pounce, implant, stunning croak, summen staad |

Special Qualities: Darkvision 60 [r, fast healing 5, immunity to
sonic, resistance to.acid 5, cold 5, elecrricity 5, and fire 5

| Saves: Fort +8, Ref +7, Will +3

Abilities; Str 21, Dex 15, Con 17, Int 6, Wis 6, Cha 8



Skills: Climb +15, Hide +8, Jump +15, Listen +8. Move Silently
+132, Spot +8

Feats: Dodge, Mobility, Mulriatrack

Environment: Ever-Changing Chaos of Limbo

Organization: Solitary, pair, gang (3-5), or pack (6-10)

Challenge Rating: 7

Treasure: Standard

Alignment: Usually chaotic neurral

Advancement: 8-10 HD (Large); 11=21 HD (Huge)

Level Adjustment: +6

This creature looks like o roughly humanoid, red-skinred toad with almost
no neck and a massive, flat head, [t is hipgdal, with clawed hands and
fees. The hands and the digits on them are particularly large. A human
would stand only abawt as high as the ereature’s shoulders

Weakest of the slaadi, the reds wander abour indi-
\vidually, often establishing secret lairs on
\ather planes. Most seek 1o escape from

the other more powerful and some-

times cruel slaadi,

A red sload is about 8 feer rall
and weighs about 650 pounds. 8
As its name suggests, a red s
slaad is mostly red, darker (LA
along the back and paler
ground the belly.

Red slaadi are found in
(groups only when working
for some greater power that
somehow has mastered
them. Even rthen, they
don't coordinate actions

well

7

v/

Combat

Red slaadi usually attack
only when hungry or
riled. Once aroused,
however, a red slaad
fights 1o the death,

Pounce (Ex): 1f a [}
red slaad charges, it
can make a full 4
attack in the spme
roumnd,

Implant (Ex): A
red slaad thar hits R
with a claw attack can ]
inject an egg peller into__ Ny

|the opponent’s body. The
affected creature must suc:
ceed on a DC 16 Fortitude save 1o
avoid implantation. The save DC is
Constitution-based.

Often the slaad implants an unconscious or otherwise helpless
creature (which gets no saving throw), The egg gestates for one
week before harching into a blue slaad that eats its way o, killing
the host. Twenty-four hours before the egg fully matures, the

vierim falls extremely ill (=10 1o all ability scores; 1o a minimum of
1), A remove disease spell rids a victim of the peller, as does a DC 25
Heal check, 1f the check fails, the healer can try again, but each
artempt (successful or not) deals 1d4 points of damage to the
Lpilfignt,

If the host is an arcane spellcaster, the egg pellet instead hatches

into a green slaad.

Blue Staad

Death slaed

Stunning Croak (Su): Once per day a red slaad can emitaloud
croak. Every creature (except slandi) within 20 feer must succeed |
on a DC 16 Fortitude save or be stunned for 1d3 rounds. The save |
DC is Constitution-based. |

Summon Slaad (Sp) Once per day a red slaad can attempt 1o

{summon another red slaad with & 40% chance of success. This abil-

ity is the equivalent of a 3rd-level spell.

BLUE SLAAD

Large Outsider (Chaotic, Extraplanar)

Hit Dice: 8d8+32 (68 hp)

Initiative: +2

Speed: 30 f1. (5 squares)

Armor Class: 20 (-1 size, +2 Dex, +9 natural), touch 11,
flar-foored 18

Base Attack/Grapple: +8/+18

 Attack: Claw +13 melee (2d6+6)

Full Attack: 4 claws +13 melee (2d6+6) and bite
+11 melee (2d8+3 plus disease)
Space/Reach: 10 fr./10 fi
Special Attacks: Spell-like abilities,
slaad fever, summaon slaad
Special Qualities: Darkvision
&0 fr., fast healing 5. immunity
1o sonic, resistance tooacid 5,
cold 5, eleciricity 5, and fire 5
Saves: Fort +10, Ref <8,
Will +4
Abilities; Str 23, Dex 15,
Con 19, Int 6, Wis.6,
Cha 10
Skills: Climb =17, Hide +9,
Jump +17, Listen +9, Move
Silently +13, Spot +2
Feats: Dodge, Mability,
Multiattack
Environment: Ever-
Changing Chaos of Limbo
Organization: Solitary, pair,
gang (3—-5), or }'I.'JEL'. [6—10])
Challenge Rating: &
Treasure: Standard
Alignment: Usually
chaotic neutral
Advancement: 9-12
HD {Large); 13—24
HD (Huge)

g% Level
. il Adjustment: +6

' ":|N This  hulking creature
- looks lke a strapping
blue-skinned  humanoid

toad, as big as an agre. with almost no neck
and o massive, flat head. [t is bipedal, with clawed hands and feet, |8 has
wicked-looking, bany hooks on the backs of its hands,

Blue slaadi gather to wage horrific battles against other societies
and their own. They are bullies thar value only stength and |
POWEL !

A blue slaad is about 10 feer tall and very broad. It weighs abotr |
1,000 pounds. As its name suggests. a blue slaad is mostly blue, |
darker along the back and paler around the belly. |

Blue slagdi are most often found in groups and work well
together—at least, better than red slaadi.
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Combat
Blue slaadi are quick to anger, and inclined to attack most other
creatures on sight ro prove their strength, The bone hooks on the
backs of its hands give a blue slaad four claw arracks each round
when it makes a full arrack.

Spell-Like Abilities: At will—hold person (DC 13), passwall, tele-
kinesis (DC 15); 1/day—chaos hammer (DC 14}, Caster level 5th. |

| The save DCs are Charisma-based,

Slaad Fever (Su): Supermatural disease—bite, Fortitude DC 18,

JIncubation period 1 day, damage 1d3 Dex and 1d3 Cha. The save
DC is Constitution-based

An afflicted humanoid reduced 1o Charisma 0 by slaad fever

immediately mansforms inro.a red slaad, It retains none of the fes-

tures, traits, memories, or ahilities of its

former zelf, and is a normal red

slaad in all respects. 4
If the infected being is an

|arcane spellcaster, the disease

\instead produces a green slaad.

P Freen tlagd

L. Summon
|Slaad (Sp): Once

per day a blue slaad can
attempt o summon another
blue staad with a 40% chance of
success. This ability is the equiva-
lent of a 4th-level spell.

GREEN SLAAD
Large Outsider (Chaotic,
Extraplanar)
Hit Dice: 9d8+36 (76 hp)
Initiative: +5
Speed: 30 fr. (6 squares)
Armor Class: 23 (1 size, +1 Dex, #13
natural), touch 10, Aar-footed 22
 Base Attack/Grapple: +9/419
LArtack: Claw +14 melee (1d6+6)
(Full Attack: 2 claws +14 melee
{1d6+6) and bite +12 melee (2d5+3)
Space/Reach: 10 fi./10 fi.
Special Artacks: Spell-like abilities, summon dand
Special Qualities: Change shape, darkvision 60 ft, fast healing
§, immuniry 1o sonic, resistance to acid 5, cold 5, electricity 5,
and fire 5
Saves: Fort +10, Ref +7, Will 46
Abilities: Str 23, Dex 13, Con 19, Int 10, Wis 10, Cha 12
Skills: Climb +18, Concentration +10, Hide +9, Jump +18,
Listen +12, Move Silently +13, Search +12, Spat +12,
Survival +6 (+8 following tracks)
|Feats: Cleave, Improved Initarive, Multdattack, Power Amack
{Environment: Ever-Changing Chaos of Limbo
 Organization: Solitary or gang (2-5)
Challenge Rating: 9
Treasure: Standard

Red slaad

Alignment: Usually chaotic neutral
Advancement: 10-15 HD (Large}, 16-27 HD (Huge)
Level Adjustment: +7

\This tall, gangly creature looks like a cross between an ogre and a frog, ls
Lskin is a mottled green, and it has long, sharp clows ond a wide mouth

If a red slaad’s egg pellet or a blue slaad’s disease infects an arcane

spellcaster, that host produces 2 green slaad. j

A green slaad is abour 10 feer rall and very broad. Ir weighs.
abour 1,000 pounds, As its name suggests, a green slaad is mostly
green, darker along the back and paler around the belly:

Green slaadi are self-centered, arrogant lours that think only of
themselves They lust after magical power, eventually transform-
ing into grays (see below) if they find it

Green slaadi work in groups if

.doing so suits their immediate
ineeds,

(rray sfad

Combat

Green slaadi prefer to use

e _spell-like abilities over physical

o \ combar bur aren't afraid to srack

” i with tooth and claw if they must.
-,-.’ They never fight to the death,

1‘,- ‘ though, if they can aveoid it.

i M Spell-Like Abilities: At will—

_ (B ®  chaos hammer (DC 15), defect magic,

| A detect thoughts (DC 13), fear (DC 15),

B protection from law, see invisibility,

& shafter (DC 13); 3/dav—
dispel law (DC 16), decper
darkness, fireball (DC 14), Caster

level 9th, The save DCs are Charisma-based,

Change Shape (Su): A green can assume any Medium or
Large humanoid form as a standard action. In humanoid form, a
green slaad cannot use its natural weapons (although a slaad can
equip itself with weapons and armor appropriate to its appear-
ancel. A green slaad remains in ene form untl it chooses to |
assume 3 new one. A change in form cannot be dispelled, but the

(slaad reverts o its natural form when killed. A true seeing spell

reveals its norural form, _
Summaon Slaad (Sp): Twice per day a green slaad can attempt 1o

_summon_ another green slaad with a 40% chance of success. This

ability is the equivalent of a Sth-level spell.



GRAY SLAAD

Medium Outsider (Chaotic, Extraplanar)

Hit Dice: 10d8+50 (95 hp)

Imitiative: +7

Speed: 30 ft. (6 squares)

Armor Class: 24 (+3 Dex, +11 natural), touch 13, lar-footed 21

Base Attack/Grapple: +10/+14

Attack: Claw +15 melee (2d4+4)

Full Attack: 2 claws +15 melee (2d4+4)and bite +12 melee
(2dB+2)

Space/Reach: 5 ft./5 i

Special Attacks: Spell like abilities, summon slaad

Special Qualities: Ch:my: shape, damage reduction 10/lawful,
darkvision 60 ft., fast healing 5, immunity ro sonic, resistance
1o acid §, cold §, electricity 5, and fire 3

Saves: Fort +12, Ref +10, Will +8

Abilities: Sir 19, Dex 17, Con 21, Int 14, Wis 14, Cha 14

\Skills: Climb +17, Concentration +15, Hide +16, Jump +17,
Knowledge (arcana) +15, Listen +15, Move Silently +16, .':tan.u

+15, Spellcraft +17, Spot +15, Survival +5 (+7 fellowing tracks) |

Feats: Mulriattack, Impmvru.i Initiarive, Weapon Focus (claw),
item creation feat (any one)
Environment: Ever-Changing Chaos of Limbo
Organization: Solitary or pair
Challenge Rating: 10
Treasure: Double standard
|Alignment: Usually chaotic neutral
| Advancement: 11-15 HD (Medium} 16-30 HD (Large)
| Level Adjustment: +6

| Lean and quick-looking, this humanoid resembles g two-legged frog. Iis
skin is @ doppled groy color, and its fingers are long and clawed. It stonds
as tall @s o human.

A green slaad that survives for more than a century retreats into
isolation for at least a year. It returns as a smaller, leaner gray slaad
and devotes most of its time and attention to magical study. Gray

slaadi enjoy crafting magic items to further their own power. .

Combat !
Gray slaadi prefer 1o fight from a distance, using their spell-like |

abilities, although they don't shy away from melee,

Spell-Like Abilities: At will—chaos hammer (DC 16), deeper
darkness, detect magic, identifys imaisibility lightaing bolt (DC 15), magic
cirele against low, se¢ invisibility, shatter (DC 14); 3/day—animate
abjects, dispel law (DC 170, flys 1/day—power word stun. Caster level
10th. The save DCs nre Charisma-based.

Change Shape (Su): A gray slaad can assume any humanoid
|form a5 a standard action. In humaneid form, a gray slaad cannot
|use irs narural weapons (although a slaad ean equip itself with
\Weapans and armor ApPropriate (o ils appearance . Agray slaad re-
mains in one form until it chooses o assume 2 new one, A change
in form cannot be dispelled, but the slaad reverts ro irs narural
form when killed. A frue seeing spell reveals its narural form.

Summon Slaad (Sp): Twice per day a gray slaad can artempt to
summon 1-2 red slaadi or 1 blue sland with a 60% chance of suc-
cess, or 1 green slaad with a 40% chance of success. This abiliry is
the equivalent of a sth-level spell

DEATH SLAAD
Medium Outsider (Chaotic, Extraplanar)
Hit Dice: 15d8+75 (142 hp)
nitiative: £10
|Speed: 30 fi. (6 squares)

Armor Class: 28 (+6 Dex, #12 namral), ouch 16, flat-footed 22

Base Attack/Grapple: +15/+20

Attack: Claw +20 melee (3d6+5 plus stun)

Full Attack: 2 claws +20 melee (3d6+5 plus stun) and bire +18
melee (2d10+2)

.Spa:eﬂlmch: sfi/sf
Special Artacks: Stun, spell-like abiliries, summon slaad

Special Qualities: Change shape, damage reduction 10/lawful,
darkvision &0 ft., fast healing 5, immunity 1o sonic, resistance
to acid 5, cold 5, elecrricity 5, and fire 5, teleparhy 100 fr.

Sawves: Fort +14, Ref +15, Will +13

Abilities: Str 21, Dex 23, Con 21, Int 18, Wis 18, Cha 18

skills: Climb +23, Concentration +15, Escape Artist +24, Hide
+24, Intimidate +22, Jump +23, Knowledge (any two) +22,
Listen +22, Move Silently +24, Search +22, Spot +22, Survival
+12 (+14 when tracking), Use Rope +6 (+8 with bindings)

_Feats: Cleave, Great Cleave, Improved Initiative, Improved

Sunder, Muldatrack, Power Attack

\Environment: Ever-Changing Chaos of Limbo
. Organization: Solitary or pair

Challenge Rating: 13

Treasure: Double standard
Alignment: Usually chaotic evil
Advancement: 16-22 HD (Medium}; 2
Level Adjustment: —

—45 HID (Large)

Lean and quick-looking, this humanoid resembles a two-legged frog. Its.
skin is @ doppled groy color, and its fingers ore long and clawed. [t stands.|
a3 tall as @ human

Death slaadi are grays that undergo some mysterious ritual that)
transforms them inro veritable killing machines. Although they |
have spell-like abilities like gray slaadi, death slaadi focus more on
killing than on magical power. They look exactly like gray slaadi.

All slaadi obey the command of a death slaad, out of fear more
than anything else. Death slaadi represent a corruption of pure
chaos by evil rather than true exemplars of ir.

Combat

Although its prowess with its natural weapons is fearsome, a death
slaad enjoys wielding 2 magic weapen if available,

Stun (Ex): Three times per day, a death slaad can attempt 10
stun its opponent on an attack with one of its natural weapons. If
the opponent fails a DC 21 Fortitude save, it is stunned for 1 round
in addition to taking normal damage from the arack. The save DC
is Wisdom-based.

Spell-Like Abilities: At will—animate cbjecls, chaos hammer
(DC 18), deeper darkness, detect magic, dispe! law (DC 19), fenr (DC 18),
finger of death (DC 21}, freball (DC A7), fly, identify, mvisibility, magic
cirele against law, see mvisibility, shatter (DC 163 3/day—cirele of death
(DC 20), claak of chaos {DC 22}, ward of chaos (DC 24); 1,/day—imple-
sion (DC 23), power werd blind, Caster level 15th. The save DCs are
Charisma-based.

Change Shape (Sul: A death slaad can assume any humanoid
form as a standard action. In humanoid form, a death slaad cannot
use its natural weapons (although a slaad can equip itself with
weapons and armor appropriate to its sppearance). A death slaad |
remains in one form until it chooses 1o assume a new one. A
change in form cannot be dispelled, but the slaad revers to.isnat- |
ural form when killed. A true seeing spell reveals its narucal form. |

Summen Slaad (Sp) Twice per day a death slaad can arrempe 1o |
summon 1=2 red or blue slaadi with 2 60% chance of success, or
1-2 green slaadi with a 40% chance of success. This ability is the |

Lequivalent of a th-level spell




SPECTRE

Medium Undead (Incorporeal)

Hit Dice: 7d12 (45 hp)

Initiative: +7

Speed: 40 ft. (8 squares), fly 80 fr. (perfect)

Armor Class; 15 (+3 Dex, +2 deflection), touch 15, flat-footed 13

 Base Attack/Grapple: +3/—
|Attack: Incorporeal touch +6 melee (1d8 plus energy drain)
JFull Attack: Incorporeal touch +6 melee (148 plus energy drain) |
| Space/Reach: 5 ft./5 fr.
|Special Attacks: Energy drain, create spawn
Special Qualities: Darkvision 60 fr., incorporeal traits, +2 tum
resistance, sunlight powerlessness, undead traits, unnarural sura
Saves: Fort +2, Ref +5, Will +7
Abilities: Str —, Dex 16, Con —, Int 14, Wis 14, Cha 15
Skills; Hide +13, Intimidate 412, Knowledge (religion) +12,
Listen +14, Search +12, Spot +14, Survival +2 (+4 following
iracks)
| Feats: Alertness, Blind-Fight, Improved Initiative
Environment: Any land and underground
Organization: Solitary, gang (2-4), or
swarm (611}
Challenge Rating: 7
Treasure: None
Alignment: Always lawiul evil
| Advancement: §-14 HD
(Medium)
| Level Adjustment: —

_.T.His ertity looks like @ human,
\but with o diaphanous and faint-
Dy luminous body,

Spectres are incorporeal un-
dead ofien mistaken for
ghosts, They haunt the places
where they died, reraining their
sentience but now hating all living
things,

A spectre looks much as it did in life
and can be easily recognized by those who
knew the individual or have seen the individ-
ual's face in a painting or o deawing. In many cases, the
evidence of a violent death is visible on frs body, The chill of death
lingers in the air around spectres and. in the places they haunt

A spectre is roughly human-sized and is weightless,

COMBAT

n close combur a spectre sttacks with its numbing, life-draining
{touch. It makes full use of its incorporeal nature, moving through
walls, ceilings, and foors as i anacks.

Energy Drain (Su): Living creatures hit by a spectre’s incorpe-
real touch attack gain two negative levels The DC is 15 for the For-
ritude save to remove a negative level The save DC is Charisma-
based. For each such negative level bestowed, the spectre gains §
temporary hit points.

Create Spawn (Su): Any humanoid slain by a spectre becomes
a spectre in 1d4 rounds, Spawn are under the command of the

;spectre that created them and remain enslaved unril irs death

({They do not possess any of the abilities they had in life.

| Unnatural Aura (Su); Animals, whether wild or domesticated,

ican sense the unnatural presence of a spectre at a distance of 30
Jfeer. They do not willingly approach nearer than that and panic if
forced to do so; they remain panicked as long as they are within
that mnge.

Sunlight Powerlessness (Ex): Spectres are powetless in namu-
ral sunlight (not merely a daylight spell) and flee from it. A spectre |
caught in sunlight cannort attack and can ke only a single move |
or artack acrion in a round.

SPHINX

Sphinxes are enigmatic creatures with great, feathery wings and
leanine bodies. All sphinxes are rerritorial, bur the more intefli-_
.gent ones can differenriate berween deliberate intrusion and tem- |
| porary or inadvertent trespass. |
A typical sphinx is abour 10 feet long and weighs about 800
pounds.
Sphinxes speak Sphinx, Common, and Driconic

Combart

[ Most sphinxes fight on the ground, using their wings 1o help

jthem pounce much as lons do. If ournumbered by earthbound |
creatures, a sphinx takes wing and artacks on the fly

Pounce (Ex}): If a sphinx charges a foe, it can make a

full artack, including rwo rake attacks,

Rake (Ex): A sphinx that pounces onto a,
creature can make rwo rake attacks with its

hind legs. Each sphinx’s descrption pro-

vides its attack bonus and damage.

ANDROSPHINX
Large Magical Beast
Hit Dice: 12410248 (114 hp)
Initiative: +0
Speed: 50 ft. (10 squares), fly 80 fr,
{poor) l
Armor Class: 22 (-1 size, +13 natu- |
ral), touch 9, far-foored 22
Base Artack/Grapple: +12/+2
Attack: Claw +18 melee (2d4+7)
Full Attack: 2 claws +18 melee
(2d4+71
Space/Reach: 10 fr./s fr.
Special Attacks: Pounce, mke 2d4+3, roar,
spalls
Special Qualities: Darkvision 60 ftr., low-light
vision
Saves: Fort +12, Ref +5, Will +7
Abilities; Sir 25, Dex 10, Con 19, Int 16, Wis 17, Cha 17
Skills: Intimidare +17, Knowledge {any one) +18, Listen +18,
Spot +18, Survival +18
Feats: Alertness, Cleave, Great Cleave, Flyby Attack, Power
Artack, Track
Environment: Warm deserts
Organization: Solitary
Challenge Rating: 9
Treasure: Standard
Alignment: Always chaotic good
Advancement: 13-18 HD (Large): 19-36 HD (Huge)
Level Adjustment: +5 (cohort)

This creature is bigger then a riding horse ard has @ tawny lion body, great |
falcon wings, and a humanoid foce.

These sphinxes are always male. Androsphinxes ire clever and |
generally good-natured, but they can be savage opponents, |

Though ourwardly gruff and bad-tempered, androsphinxes|
(have noble hearts, and are a little bit shy, They appreciate small
|courtesies, but seldom admit it, and praise makes them feel
\uncomfortable.



Combat Advancement; 11-15 HD (Large}; 16-30 HD (Huge)

In barile, an androsphinx rips apart enemies with its razor-sharp Level Adjustment: +3 (cohort)
clawe, It relies on its natural weapons in a fight, employing its |
spells for defense or healing, This creature_is bigger than @ horse and hos a tawny lion body,_great.,
Rake (Ex): Atack bonus +18 melee, damage 2d4+3, | falcan wings, and @ ram's head,
Roar (Su): Three times per day an androsphinx can logsea !
mighty roar. The first time it does this, all crearures within 500 feet These sphinxes are always male. Neither good nor eyil, they lack
must succeed on a DC 19 Will save or be affected as though by a | the intelligence of the androsphinx.
| fear spell for 2dé rounds. Criosphinxes constantly seek gynosphinxes, but if they cannot
If the sphinx roars a second time during the same encounter,all find one, they pursue wealth above all else, The best deal an adven-
creatires within 250 feet must succeed on a DC 19 Fortitude save {turer can hope to strike with a criosphinx is safe passage in ex-
or be paralyzed for 1d4 rounds, and all those within 90 feet are change for all of his or her treasure.

deafened for 2ds rounds (no save).
If it roars a third rime during the same encounter, all those within Combat |

250 feer must succeed on a DC 19 Fortitude save or take 2d4 points " Cricsphinses |

of Strength damage for 2d4 rounds. In addition, any Medium or - e attack with their

smaller crearure within 20 feer must succeed on a DC 19 Forri-

rude save or be thrown to the ground and wke 2d8 points of

\damage. The force of this roar is so great that it deals 50 points. |

lof damage 10 any stone or =
crystalline object within
90 feer. Magic items and .
held or carried ftems can avoid g
damage with a DC 19 Reflex save.
Other androsphinxes are immuneé
to these effects. The
gave DCs are Cha- %
risma-based, 3
Spells: An andro- £
sphinx casts divine
spells as a 6th-level
lcleric from the S
leleric spell list and
|from the Good, Healing,
and Protection domains,
Typical Clevic Spells Pre-
p.ln‘:i (5/5/5/ 4 save DC 13 + ipe“ layell: /
O——cure minor wounds, detect magic, guidance, light, RS
resistance; 1st—diving favor, protection from evil®, shield of 1"
faith, remove fear, summon monster 1; 2nd—bull’s strength
remove paralysis, resist encrgy shield ether®, summion menster 15
3rd—cure serions wounds”, daylight, imasibility purge, searing
light.
*Domain spell. Domains: Good and Healing,

CRIOSPHINX

Large Magical Beast

Hit Dice: 10410430 (85 hp}

Initiative: +0
|Speed: 30 fr. (6 squares), fly 60 ft. {poor)
| Armor Class: 20 (=1 size, +11 narurall, touch 9, flar-foored 20
Base Attack/Grapple: +10/420

Attack: Gore «15 melee (2d6=6)

Full Attack: Gore +15 melee (2d6+6) and 2 claws +10 melee

(1de+3)

Space/Reach: 10 ft./5 fr.

Special Artacks: Pounce, rake 1da+3

Special Qualities: Durkvision 60 fr,, low-light vision
Saves: Forr +10, Ref +7, Will 43

Abilities: Str 23, Dex 10, Con 17, Int 10, Wis 11, Cha 11
\Skills: Intimidate +8, Listen +11, Spot +1

| Feats: Alertness, Cleave, Elyby Auack, Power Amack

| Environment; Warm deserts

| Organization: Solitary

Challenge Rating: 7

Treasure; Standard

Alignment: Always neutral

claws, as do their kin, but

they can also burt with their

horns, They don't cast spells and
employ only the most simple bartle racrics,

Rake (Ex): Attack bonus +15 melee,

damage 1d6+3.

GYNOSPHINX
Large Magical Beast
Hit Dice: 8d10+8 (52 hp)
Initiative: +5
Speed: 40 fr. (8 squares), fly 60 ft, (poar)
Armor Class: 21 (=1 size, +1 Dex, 11 natural),
touch 10, flar-foored 20
Base Attacl/Grapple: +8/+16
Attack: Claw +11 melee (1d6+4) _
B Full Attack: 2 claws +11 melee (1d6+4]
} Space/Reach: 10 f1./5 fr.
Special Artacks; Pounce, rake 1d6+2,
spell-like abilities
Special Qualities; Darkvision 60 fr.,
low-light vision
B Saves: Fore +7, Ref +7, Will +8

5

! B4 Abilities: Sir 19, Dex 12, Con 13,
Gamagphing . Int 18, Wis 19, Cha 19

Skills: Bluff +15,

= Concentration +12,
Diplomacy +8, Disguise +4 (+6 acting), Intimidare +13,
Listen +17, Sense Motive +15, Spot +17

Feats: Combar Casting, Improved Initarive, Iron Will

Environment: Warm deserts

Organization: Solitary or covey (2-4]

Challenge Rating: &

Treasure: Double standard

Alignment: Always neutral

Advancement; 9-12 HD (Large); 1324 HD (Huge)

Level Adjustment; +4 (cohort)

This_creature is_bigger than o horse and hes o tawny lion body, great
falcon wings, and the head of @ fernale humanoid

These sphinxes are the female counterparts of andresphinxes. |

Gynosphinxes often are willing to bargain for treasuce or ser-
vice. They constantly seek out new intellectual challenges— rigd-|
dles, puzzles, and other such tests delight them to no end. They |
find criosphinxes and hieracosphinxes detestable,

Combat
| In close combat, gynosphinxes use their powerful claws to flay the
flesh from their enemies. Despite their deadly nature, they prefer
o avoid combar whenever possible
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Rake (Ex): Attack bonus +11 melee, damage 1d6+2,

Spell-Like Abilities: 3/day—claimudience/clairvoyance, detect
ragee, read magie, see omvisibility; 1 /day—comprehend languages locate
object, dispel magic, vemove curse (DC 183, legend lore, Caster level
t4th. The save DC is Charisma-based. |

Once per week a gynosphinx can create a symbol of death, a

symbol of fear, a symbol of insanity, a symbal of pain, a symbol of persiia- |
Lsiam, a symbol of sleep, and a_symbol of stunning as the spells {caster|
level 18th), except thar all save DCs are 22 and each symbol re-|
,mains a2 maximum of one week once scribed. The save DCs are )
Charsma-based.

HIERACOSPHINX

Large Magical Beast

Hit Dice: 9d10+18 (67 hp)

Initiative: <2

\Speed: 30 ft. (6 squares), fly 20 ft. {poor)

JArmor Class: 19 (-1 size, +2 Dex, +8 natural), touch 11,
flar-foored 17

| Base Attack/Grapple: +9/+18

Artack: Bite +13 melee (1d10+5)

Full Attack: Bite <13 melee (1d10+5) and 2
claws +8 melee (1d6+2)

Space,/Reach: 10 ft./5 ft.

Special Artacks: Pounce, rake 1d6+2

Special Qualities: Darkvision 60 ft., low-
light vision

| Saves: Fort +8, Ref +8, Will +5

| Abilities: Str 21, Dex 14, Con 15, Int 6,
Wis 15, Cha 10

| Skills: Listen +10, Spot +14

| Feats: Alertness, Cleave, Flyby Amack, Power

| Axrack

Environment: Warm deserts

Organization: Solitary, pair, or flock (4-7)

Challenge Rating: 5

Treasure: None

Alignment: Always chaotic evil

Advancement: 10-14 HD (Large); 15-27 HD
(Huge)

Level Adjustment: +3 (cohor)

This creature is bigger than @ horseand has @ tewny lion body, great
foleon wings, and the head of a folcon.

Of all the sphinxes, only these creatures are evil at heart. They are
always male. They spend much of their time searching for s
(gynosphing but are generally just as happy to maul someone

Lombat
| Hieracosphinxes can make short work of even the most danger-
ous opponents with their claws. They are not particularly ineelli-
gent, bur are cunning enough to dive at their enemies from above
with their Aying ability.
Rake (Ex); Attack bonus +13 melee, damage 1d6+2.
Skills: Hieracosphinxes have a +4 racial bonus on Spot checks.

SPIDER FATER

 Large Magical Beast
\Hit Dice; 4d10+20 (42 hp)
| Initiative: +1 =
|Speed: 30 ft. (6 squares), fly 60 fr. (good)
| Armor Class: 14 (-1 size, +1 Dex, +4 natural), touch 10, flat-
footed 13
Base Attack/Grapple: +4/+13

Sp."dc.r:'m.rn:.

Artack: Sting +8 melee (1d8+5 plus poison)
Full Attack: Sting +8 melee (1d8+5 plus poison) and bite +3
melee (1d8+2]
Space/Reach: 10 ft./5 ft.
.Special Artacks: Implang, poison
| Special Qualities: Darkvision 60 ft., freedom of movement, low-
light vision, scent
Saves: Fort +9, Ref +5, Will <2
Abiliries: Str 21, Dex 13, Con 21, Int 2, Wis 12, Cha 10
 Skills: Listen +10, Spot +11
Feats: Alermess, Dodge
Environment: Temperate foresis
Organization: Solitary
Challenge Rating: 5
Treasure: None
Alignment: Always neurral
Advancement: 5-12 HD (Huge)
Level Adjustment: —

= This beast resembles an enormous, two-legged homet
with @ pair af small farelimbs and huge bat wings.

A spider eater has a temperament that
matches its nasty appearance. Nevertheless,
these predators are valued as flying steeds. A com-

pany of bandits mounted on spider eaters is fear-
- some indeed. The creature gets its name from |
its ability to shrug off webs and its habit of laying |
eges in the paralyzed bodies of enormous creatures, |
often arachnids. |

A spider eater is about 10 feet long and 4 feet high,

‘e -and has a wingspan of abour 20 feer. It weighs abowt

M- 4,000 pounds.

COMBAT
A spider eater attacks with its venomous sting and
powerful mandibles. Its usual tactic is to deliver a
sting, then back off, hovering out of reach uneil the
venom takes effect. Spider eaters do not like to give up
their prey, and foes who harry them with spells or
ranged artacks provoke a determined counrerartack.
Implant (Ex): Fernale spider eaters lay their eggs inside
paralyzed creatures of Large ot larger size. The young emerge
abour six weeks larer, literally devouring the host from inside.

Poison (Ex): Injury, Fortitude DC 17, initial damage none, sec-
ondary damage paralysis for 1d8+5 weeks. The save DC is Con-
stitution-based,

Freedom of Movement (Su); Spider eaters have a continuous
freedom of movement ability as the spell (caster level 12th), When
the spider eater serves as a mount, this effect does not extend 1o its
rider

Skills: Spider eaters have a +4 mcial bonus on Listen and Spot
chechs.

TRAINING A SPIDER EATER

A spider earer requires rraining before it can bear a rider in com-
bar, Training a spider eater requires six weeks of work and a DC 25
Handle Animal check. Riding a spider eater requires an exoric |
saddle. A spider earer can fight while carrying a rider, but the rider |
cannot also atrack unless he or she succeeds on a Ride check. |
Spider eater eggs are warth 2,000 gp apiece on the open market,
while young are worth 3,000 gp each, Professional trainers charge |
3,000 gp to rear or train o spider eater, i
Carrying Capacity: A light load for a spider eater {5 up to 306
|pounds; a medium load, 307-612 pounds; and a heavy load,
|613-920 pounds.



SPRITE

Sprites are reclusive fey. They go out of their way o fight evil and
ugliness and to protect their homelands. Legend claims chat
sprites die only through injury or disease.

Combat |
\Sprites fight their opponents with spell-like abiliries and pint-
sized weaponry. They prefer ambushes and other trickery over|
direct confronrarion.

Skills: All sprites have a +2 racial bonus on Search, Spot, and
Listen checks.

GRIG

Tiny Fey

Hit Dice: 1/2 dé+1 (2 hp)

Initiative: +4 .

Speed: 20 ft. (4 squares), fly 40 ft. (poor)

Armor Class: 18 (+2 size, +4 Dex, +2 notu-
ral) touch 16, flar-footed 16

Base Artack/Grapple: <0/-11

Attack: Short sword +6 melee
{1d3-3,/19-20) or longbow +6 ranged
{1d4—3/%3)

Full Attack: Short sword +6 meles
(1d3-3/19-20) or longbow +6 ranged
(1d4=3/43)

Space,/Reach: 2-1/2 fi./0 fr.

|Special Attacks: Spell-like abilities, fiddle
Special Qualities: Damage reduction 5/cold

iron, lowe-light vision, spell resistance 17
|Saves: Fort +1, Ref +6, Will +3

Abilities: Ser 5, Dex 18, Con 13, Int 10,
Wis 13, Cha 14

Skills: Craft (any one) +4, Escape Ariist +8,
Hide +16, Jump +3, Listen +3, Move
Silently +8%, Perform (string instru-
ments) +6, Search +2, Spot +3

Feats: Dodge”, Weapon Finesse

Environment: Temperate forests

Organization: Gang (2—4), band (6-11), or
tribe (20-80)

Challenge Rating: 1

Treasure: No coins; 50% goods; 508 items

Alignment: Always neurral good

Advancement: 1-3 HD (Tiny]

Level Adjustment: +3

| This_tiny being has a humanaid head, torso, and arms, with the wings,
Lantennae, and legs of a cricket.

Grigs are mischievous and lighthearted, They have no fear of
larger creatures and delight in playing tricks on them, Favorite
pranks include stealing food, collapsing tents, and using ventrilo-
quism to make objects talk.

Grigs can leap great distances, They have light blue skin, fores-
green hair, and brown hairy legs, and usually swear tunics or
brightly colored vests with buttons made from tiny gems.

A grig stands 1-1/2 feet tall and weighs about 1 pound.

Grigs speak Sylvan. Some also speak Common.

Combat
| Grigs are fierce by sprite standards, attacking opponents fearlessly
|with bow and dagger.
Spell-Like Abilities: 3,/day—dusguise self, entangle (DC 13),
invisthility (self only), gyrotechmics (DC 14), ventrilaquism (DC 134
Caster level 9th. The save DCs are Charisma-based

Fiddle (Su): One grig in each band carries a tiny, grig-sized
fiddle. When the fiddler plays, any nonsprire within 30 feet of the |
instrument must succeed on a DC 12 Will save or be affected a5 |
though by Otto’s irmesistible dance for as long as the playing contin- |

(ues. The save DC is Charisma-based.

Skills: Grigs have a +8 racial bonus on Jump checks.

“They also have a 5 racial bonus on Move Silently checks ina
forest setting.

NIXIE
Small Fey (Aquatic)
Hit Dice: 1de (3 hpl
Iniriative: +3
Speed: 20 ft. (4 squares}, swim 30 fr.
Armor Class: 14 (+1 size, +3 Dex), touch 14, flar-foored 11
Base Attack/Grapple: +0,/-6
Attack: Short sword +4 melee
(1d4-2/19-20) or light crosshow +4
= ranged (1de/19-20)
Full Artack: Short sword +4 melee
(1d4—2/19-20) or light crossbow +4
ranged (1da/19-20]
Space/Reach: 5 fr./5 fr.
Special Attacks: Charm person
Special Qualities: Amphibious,
damage reduction 5/cold iron, low-light
vision, spell resistance 16, water breathing, |
wild empathy
Saves: Forr +0, Ref +5, Will 43
Abilities: Str 7, Dex 16, Con 11,
Int 12, Wis 13, Cha 18
Skills: Bluff +8, Craft (any one) +5,
Escape Artist +6, Handle Animal +8,
Hide +7*, Listen +6, Perform (singl 47,
Search +3, Sense Motive +5, Spat 45,
Swim +6
Feats: Dodge®, Weapon Finesse
Environment: Temperate aquatic
' _Organization: Gang (2—4), band
¢ (5-11), or tribe (20-80)
Challenge Rating: 1
FReciE  Treasure: Mo coins; $0% goods (metal or
stone only k. 50% items (no scrolls)
Alignment: Always neutral
Advancement: 2-3 HD (Small)
Level Adjustment: +3

Pixie

This being looks something like o small elf It has green skin, webbed
fingers and toes, pointed ears, and wide silver eyes.

Nixies are aguatic sprites who dwell in and protect pristine ponds
and lakes. They are even more reclusive than most fey and tend to
treat intruders with suspicion and hostilirg

Most nixies are slim and comely, with lightly scaled, pale green
skin and dark green hair. Females often twine shells and pearl
strings in their hair and dress in wraps woven from colorful sea-
weed, Males wear loincloths of the same marterials. Nixies prefer
not to leave their lakes, |

A nixie stands about 4 feet rall and weighs abour 45 pounds.|

Nixies speak Aguan and Sylvan. Some also speak Common. |

Combat |
Mixies rely on their charm person ability to deter enemies, entering .
\combat only 1o protect themselves and their rerritory.
Charm Person (Sp): A nixie can use charm person three times per
|day as the spell (caster level 41h). Those affected must succeed on
a DC 15 Will save or be charmed for 24 hours. Most charmed erea-
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tures are used to perform heavy labor, guard duty, and otk
ous tasks for the nixie community. Shortly before the effect wears
off, the nixie
keep walking. The save DC is Charisma-based

Amphibious (Ex}): Although nixies are aquaric, they can sur-
vive indefinitely on land

Water Breathing (Sp): Once |:~-.'| day a nixie can use waler by
ingas the spell (caster level 12¢h). Nixies usually bestow this effect
on those they have charmed,

Wild Empathy (Ex): This ability works like the druid’s wild
empathy class fearure, except that a nixie has a +6 racial bonus on

ELoner-

escorts the charmed creature away and orders it to

the check

Skills: A nixie has a +8 racial bonus on any Swim check ro per-
form some special action or aveid o hazard. It can alwavs choose to
take 10 on a Swim check, even if distracted or endangered. It can
15e the run action while swimming, provided it swims ina
straighr line,

Mixies have a +5 racial bonus on Hide checks when in the

WalEr

PIXIE
Small Fey
Hit Dice: 1dé (3 hp
Inmitiative: +4
Speed: 20 f
Armor {.ln:‘.r.: 16 (+1 size, |

(4 squares), flv 60 fr. {good

The normally caref vixies ferociously artack evil creatures and

unwanted intruders. They rake full advantage of their invisibility
and other abiliries to harass and drive away opponents.

Greater Invisibility (Su); A pixie remains invisible even wher
it attacks. This ability is constant, bur the pixie can suppress or re-
sume it as a free action

Spell- I:]w 'ﬂ'ﬂ]im‘b.
lights
L5}, dispel 1

-L'i'l'-' I-:'---.'l COnmiston

fetect Law, i

tetect good, defect el .

ertlingi

. visual
Caster level

ermanent inage (DC 19

.d S, I, velymorph (self anly
and 'lll...IIILII1 elements only ), poiymarpn (Sell ondy

&th. The save DCs are Charisma-based

One pixie in ren can use Ol irresstible dance (caster level 8th

or day

OnNce |

!ipm;i.a] Arrows (Ex): Pixies sometimes employ arrows that
deal no damage but can erase memory or put a creature 1o sleep

Mermry Loss: An oppo
2 DC
based and includes a +2 mcial bonus
guages, and class abilities but |
she receives a heal spell or memory restoration with limited wish,

ent struck by this arrow must succeed on

15 Will save or lose all memory. The save DC is Charisma
The subject retains skills, lan
ets everything else until he or

wish, or mivacle,
Sleep: Any epponent struck by this armow, -1|_.,Illl|'~~~'| Hir [Mice

must auu.-.xdur\ DC 15 i-.:lT[I[l.l.-Je save or be affected s though

by a deep spell. The save DC is Charisma-based and includes a +2



Saves: Fort +2, Ref +6, Will +1

Abilities: Str 3, Dex 19, Con 10, Int 1, Wis 12, Cha 6
Skills: Hide +14, Listen +4, Spot +4

Feats: Alertness, Weapon Finesse *

Environment: Warm marshes

Organization: Colony (2=4), flock (5-8), or storm (9-14)
Challenge Rating: 1,2

Treasure: None

(Alignment: Always neurral

Advancement: —

Level Adjustment:

This nasty-looking creature seems. to be a cross between o bat and a glant
mosquita. It has membramaus bot wings, a short furry body, eight fainted
legs that end in sharp pincers, and @ needlelike proboseis,

| Stirges are batlike crestures that feed on the blood of living beings
MWhile just one
poses little danger
to most adventurers,
multiple stirges can be a for-
midable threar
A stirge's coloration ranges from
rust-red 1o reddish-brown, with o
dirty yellow underside. The
proboscis is pink
at the tip, fading to
Lgray at its base
A stirge's body is about 1 foot
long, with a wingspan of abour 2
feer. It weighs about 1 pound.

COMBAT
LA stirge attacks by landing on a victim, And-
ing a vulnerable spot, and plunging its proboscis
into the {lesh. This is a touch artack and can target only
Small or larger creatures,

Attach (Ex): If a stirge hits with a rouch artack, it uses its
eight pincers to larch onro the opponent’s body, An g8
attached stirge is effecrively grappling irs prey. The
stirge loses its Dexterity bonus to AC and has an AC
of 12, bur holds on with great tenacity. Stirges have a +12
racial bonus on grapple checks (already figured into the Base
Artack/Grapple entry abovel.

An artached stirge can be struck with a weapon or grappled
itself To remove an attached stirge through grappling, the oppo-
nent must achieve a pin against the stirge,

Blood Drain (Ex): A stirge drains blood, dealing 1d4 points of

Constitution damage in any round when it begins its wuen
iarached 1o 2 victim. Once it has dealt 4 points of Constitution
idamage, it detaches and flies off 1o digest the meal If its victim
dies before the stirge's appetite has been sated, the stirge detaches
and seeks a new targer.

SWARM

Swarms are dense masses,of Fine, Diminutive, or Tiny creatures
that would not be particularly dangercus in small groups, bur
can be terrible foes when gathered in sufficient numbers, While
.a single cloud of locusts might actually be hundreds of feer
(across, for game purposes a swarm is defined as a single creature
\with a space of 10 feer—gigantic hordes of bats or logusts are
lactually composed of dozens of swarms in close proximity. A
swarm_has o single pool of Hit Dice and hir poins, a single ini-
tiative modifier, a single speed. and a single Armor Class. Ir
makes saving throws as a single crearure.

Many different creatures can mass as swarms; bat swarms,

centipede swarms, hellwasp swarms, locust swarms, rat swarms. |
and spider swarms are described here. The swarm's type varies |
with the nature of the component creature (most are animals or |
vermin), but all swarms have the swarm subtype.

A swarm of Tiny creatures consists of 300 nonflying crearures or
11,000 flying creatures, A swarm of Diminutive creatures consists
\of 1,500 nonflying creatures or 5,000 flying creatures. A swarm of

Fine crearures consists of 10,000 creatures, whether they are flving
or not. Swarms of nonflying creatures include many more crea-,
tures than could normally fit in a 10-foot square based on their,
normal space, because creatures in a swarm are packed rightly
together and generally crawl over each other and their prey when
moving or attacking: Larger swarms are represented by multiples
of single swarms. A large swarm is completely shapeable, though |
it usually remains contiguous.

COMBAT

JIn order to artack, a single swarm moves into opponents’ spaces,
\which provokes an artack of opportuniry. It can occupy the same |
space as a creature of any size,
since it crawls all over its prey, bu
remains a creature with a 10-foot
space. Swarms never make attacks
of opportunity, but they can pro-
voke attacks of opporiuniy.

Unlike other ereatures with a 10-foot
space, a swarm is shapeable, 1t can occupy any |
four contiguous squares, and it can squeeze |
through any space large enough to contain one
of its component creatures {for example, a bar
swarin can squeeze through a space thar a Tiny,
creature could squeeze through),

Vulnerabilities of Swarms
Swarms are extremely difficult to fight with physical
attacks, However, they have a few special vulnerabil-
iries, as follows:
A lir roreh swung as an improvised weapon
 deals 1d3 poines of fire damage per hit.
A weapon with a special ability such as flam-
ing or frost deals ifs full energy damage with
each_hit, even if the weapon's normal
damage can't affect the swarm.

A lit lantern can be used as a thrown weapon, dealing 1d4 points
of fire damage to all ereatures in squares adjacent to where it breaks

BAT SW!‘!'- RM

Diminutive Animal (Swarm)

Hit Dice: 3d8 (13 hp)

Initiative: +2

Speed: 5 ft. (1 square), fly 40 fr. (good)

Armor Class: 16 (4 size, +2 Dex), touch 14, flat-footed 12
Base Attack/Grapple: +2/—

Attack: Swarm (1ds)

Full Attack: Swarm (1dé&)

Space/Reach: 10 fr./0 f1

Special Attacks: Distraction, wounding

Special Qualities: Blindsense 20 ft., half damage from slashing

and piercing, low-light vision, swarm traits

Saves; Forr +3, Ref +7, Will +3
| Abilities: Sr 3, Dex 15, Con 10, Int 2, Wis 14, Cha 4

Skills: Listen +11, Spot +11

Feats: Alertness, Lightning Reflexes

Envirenment; Temperate deserts
| Organization: Solitary, flight (2—4 swarms), or colony (11-20

SWATmS)
Challenge Rating: 2




Treasure: Mone
Alignment: Always neutral
Advancement: None
Level Adjustment: —

A whirring mass of quick. darting shadews sweeps closer. Hundreds of |
| high-pitched squeaks fill the air

A bat swarm is 2 mass of small, fierce carnivorous bats with a thirst |
for the blood of any crearure unfortunate enough w cross their path. |
A bat swarm is nocturnal, and is never found aboveground in

{daylight.

Combat

A bat swarm seeks to surround and attack any warm-blooded prey
it encounters. The swarm deals 1dé points of damage 1o any cres
ture whose space it ccoupies at the end of its move.

Distraction (Ex): Any living creature that begins its turn with |
3 swarm in its space must succeed on a DC 11 Fortitude save orbe |
(nauseated for 1 round, The save DC is Constitution-based.

Wounding (Ex); Any living crearure damaged by a bat swarm
continues to bleed, losing 1 hit point per round thereafter. Mult-
ple wounds do not result in cumulative bleeding loss, The bleed-
ing can be stopped by a DC 10 Heal check or the application of a
cure spell or some other healing magic,

Blindsense (Ex): A bat swarm notices and locares crearures
within 20 feet, Opponents still have toral concealment against the
bat swarm (but swarm attacks ignore concealment),

Skills: A bat swarm has a +4 racial bonus on Listen and Spor
checks. These bonuses are lost if its blindsense is negated.

CENTIPEDE SWARM

Diminutive Vermin (Swarm)

Hit Dice: 2d5-5 (31 hp)

Initiative: +4

Speed: 20 ft. (4 squares), climb 20 ft.

Armor Class: 18 (+4 size, +4 Dex), touch 18, flar-footed 14
Base Attack/Grapple: +6/—

Artack: Swarm (2dé plus peison)

Full Artack: Swarm (2ds plus poison)

Space/Reach: 10 f1./0 ft.

Special Artacks: Distraction, poison

Special Qualities: Darkvision 60 ft., immune ro weapon

damage, swarm traits, tremorsense 30 ft., vermin traits

Saves: Forr +5, Ref +7, Will +3

Abilities: Str 1, Dex 19, Con 8 Int—, Wis 10, Cha 2
Skills; Climb +12, Spot +4

 Feats: Weapon Finesse®
|Environment: Underground

JOrganization: Solitary, tangle (2-4 swarms), or colony (7-12

SYWArmS )

Challenge Rating: 4

Treasure: None

Alignment: Always neuiral

Advancement: None

Level Adfustment: —

A glistening, squirming mass of blue-black insects advances like o venomous
ammy.

A centipede swarm is a crawling mass of voracious centipedes that
lcan climb over obstacles 1o get ar prey

Copmbat

A centipede swarm seeks to surround and attack any living prey it
encounters. A swarm deals 2de points of damage to any creature |
whose space it occupies at the end of its move,

Distraction (Ex): Any living creature that begins its ruen with a,
centipede swarm in its space must succeed on a DC 13 Fortitude |
save or be napsesred for 1 round. The save DC is Constinrtion-based,

Poison (Ex): Injury, Fortitude DC 13, initial and secondary,

\damage 1d4 Dex. The save DC is Constitution-based.
Skills: A centipede swartn has a +4 racial bonus on Spot checks
\and 1 +8 racial bonus on Climb checks, and uses its Dexterity mod-
ifier instead of its Strength modifier for Climb checks,

A centipede swarm has a +8 racial bonus on Climb checks and |

Lcan always choose to take 10 on a Climb check, even if rushed or
threatened.

HELLWASP SWARM

Diminutive Magical Beast (Extraplanar, Evil, Swarm)
Hit Dice: 12d10+27 (93 hp)
Imitiative: +10
Speed: 5{r. (1 square), fly 40 fr.
JArmor Class: 20 (+4 size, +6 Dex), touch 20, flar-footed 14
\Base Attack/Grapple: +12/—
JAttack: Swarm (3dé plus poison)
Full Atrack: Swarm (3dé plus poison)
Space,/Reach: 10 fi./0 fr.
Special Artacks; Distraction, inhabir, poison
Special Qualities: Damage reduction 10,/magic, darkvision
60 ft., hive mind, immune o weapon damage, resistance 1o
fire 10, low-light vision, swarm traits
Saves: Fort +10, Ref +14, Will +7
Abiliries; Str 1, Dex 22, Con 14, Inr 6, Wis 13, Cha 9
Skills: Hide +19, Listen +10, Spot +10
Feats: Ability Focus (poison), Alertness, Improved Initative,
Iron Will, Toughness
Environment: Bleak Eternity of Gehenna
Organization: Solitary, fright (24 swarms), or terror (58
swarms)
Challenge Rating: 8
Treasure: None
Alignment: Always lavweful evil
Ad\'ﬂnccmﬂn': ND“ L
Level Adjustment: —

Arn angry buzz fills the air around a darting clowd of thousands of nuby-red
InsEcts,

Hellwasps are vicious, foul-tempered magical insects from the
infernal planes. A single hellwasp resembles a thumb-sized
normal wasp, except its carapace is gleaming black with ruby-red
stripes, and its compound eyes are an iridescent green. In swarms,
hellwasps form a collective hive mind intelligence with infernal
cunning and bloodlust.

Combat

Like any swarm, 2 hellwasp swarm seeks to surround and attack
any living prey it encounters, A swarm deals 3ds points of damage
to any creature whose space it occupies at the end of its move, The
swarm can take over the bodies of its prey and infest both the liv-
ing and the dead, using them as horrible living (or unliving) pup-
pets to accomplish acts of wickedness thar a swarm of insects
could never attempt. }
A hellwasp swarm's attack is treated as an evil-aligned weaponand
a magic weapon for the purpose of overcoming damage reducrion. |
Distraction (Ex): Any living creature that begins its rurn with a
hellwasp swarm in its space must succeed on a DC 18 Fortitude save
or be nauseated for 1 round. The save DC is Constitution-based. |
Inhabit (Ex}: A hellwasp swarm can enter the body of a help-
| less or dead creature by crawling into its mouth and other orifices,
Inhabiting requires 1 minute, and the victim must be Small,
Medium, or Large (although four swarms working together can



inhabit a Huge creature). The swarm can shandon the body ar any

time, although doing this mkes 1 full round. Any artack sgainst
the host deals half damage to the hellwasp swarm as well,
although the swarm's resistances and immunities may negare
some or all of this damage.

If a hellwasp swarm inhabits a dead body, it can restore anima-

tion to the creature and control its movemenis, eflecrively trans:
forming it into a zombie of the appropriate size for as long as the

swarm remains inside. If a hellwasp swarm inhabits a living,
victim, it can neutealive the effects of its own poison and control |

the victim’s movement and actions as if using dominate monsier on
|the victim, The hellwasps quickly consume a living victim, dealing
2d4 points of Constitution damage per hour they inhabita bedy. A
body reduced to Constitution 0 is dead

A hellwasp-inhabited creature is relatively easy to spo, since its
skin crawls with the forms of insects inside. The swarm is ineelli-
(gent enough to attempr to hide beneath loose clothing or a large

.cloak 1o keep its presence from being detected. The swarm can |
\attempr a Disguise check to conceal its inhabitation of a host, with |

ia =4 penaley if currently inhabiting a Small host,

A remove disease or heal spell cast on an inhabited victim forces

the hellwasp swarm to abandon irs host

Poison (Ex}: Injury, Fortiude DC 18, initial and secondary
damage 1d6 Dex. The save DC is Constitution-based.

Hive Mind (Ex}): Any hellwasp swarm with at least 1 hir poimt
per Hit Die (or 12 hit points, for a standard hellwasp swarm) forms
2 hive mind, giving it an Intelligence of 6. %When a hellwasp swarm

lis reduced below this hit point threshold, it becomes mindless,

LOCUST SWARM
| Diminutive Vermin {Swarm)
{Hit Dice: 6d8—6 (21 hp)

Initiative: +4
|Speed: 10 ft. (2 squares), fly 30 ft. (poor)

Armor Class: 15 (+4 size, +4 Dex), rouch 18, flar-footed 14
Base Artack,/Grapple: +4/—

Artack: Swarm (2dé)

Full Attack: Swarm (2dé

Space/Reach: 10 fr./0 fr.

Special Attacks: Distraction

Special Qualities: Darkyision 60 ft., immune to weapon

damage, swarm traits, vermin raits

Saves: Fort +4, Ref +6, Will 22

Abilities: Sir 1, Dex 19, Con 8, Int —, Wis 10, Cha 2
Skills: Listen +4, Spot +4

Feats: —

Environment: Temperate plains

| Organization: Solitary, cloud (2-7 swarms), or plague {11-20

SWArms)

{Challenge Rating: 3

Treasure: None

Alignment: Always neurral

Advancement: Nong

Level Adjustment:

A whirling, clacking cloud af voracious, grasshopperlike insects flutters
closer, filling the air with a high-pitched buzz,

A locust swarm is a cloud of thousands of winged vermin that
devours any organic material in its path.

Combat

A locust swarnm surrounds and attacks any living prey it encoun-
{ters. A swarm deals 2dé points of damage to any creature whose
space it occupies at the end of its move

Distraction (Ex): Any living creature that begins its turn with |
1 locust swatm in {ts space must succeed on a DC 12 Fortitude save |

or be nauseared for 1 round, The save DC is Constitution-based. |
Skills: A locust swarm has a +4 racial bonus on Listen and Spot |
checks.

RAT SWARM

Tiny Animal (Swarm)

| Hit Drice: 4d8 (13 hpl

Inmitiative: 2

Speed: 15 ft. (3 squares), climb 15 ft

Armor Class: 14 (+2 size, +2 Dex), touch 14, flac-footed 12

Base Artack/Grapple: +3/—

Artack: Swarm (1dé plus disease)

Full Attack: Swarm (1dé plus disease)

Space/Reach: 10 ft./o fi

Special Attacks: Disease, distraction

Special Qualities: Half damage from slashing and piercing,
low-light vision, scent, swarm traits

|Saves: Fort +4, Ref 46, Will 42

Abilities: Str 2, Dex 15, Con 10, Int 2, Wis 12, Cha 2

|Skills: Balance +10, Climb +10, Hide +14, Listen 45, Spot +7,

Swim +10

Feats: Alermness, Weapon Finesse

Environment: Any

Organization: Solitary, pack (24 swarms), or infestation (7-12
SWArms)

Challenge Rating: 2

Treasure: None

Alignment: Always neutral

Advancement: Nong

Level Adjustment: —

A squirming, squeaking horde of feral rats surges closer, teeth glistening in.,
their slavering jaws.

A rat swarm is a mass of teeming, famished, disease-ridden rats. A
swarm is composed of individuals very much like the rat described
on page 278, but in such great numbers, rats can become implaca-
ble hunters capable of killing a human with hundreds of bites.

A rar swarm sometimes can be found in the sewers and founda-
tens of human cities

Combat

A tat swarm seeks to surround and artack any warm-blooded prey
it encounters. A swarm deals 1d6 points of damage ro any creature
whose space it occupies ar the end of its move.

Disease (Ex): Filth fever—swarm attack, Fortitude DC 12,
incubarion period 1d3 days, damage 1d3 Dex and 1d3 Con. The
save DC is Constitution-based

Distraction (Ex): Any living creature that begins its rurn with
o swarm in its square must succeed on a DC 12 Fortitude save or be
nauseated for L round. The save DC is Constiturion-based

Slkills: A rat swarm has a +4 racial bonus on Hide and Move
Silently checks, and a +8 racial bonus on Balance, Climb, and
Swim checks. A rat swarm can always choose to take 10 on all
Climb checks, even if rushed or threatened.

A rat swarm uses its Dexterity modifier instead of its Strength
modifier for Climb and Swim checks ]

A rat swarm has a +8 racial bonus on any Swim check o perform |
some special action or avoid a hazard. It can always choose o rake |
10 ona Swim check, even if distracted or endangered. It canuse the
run action while swimming, provided it swims in a straight line. |

SPIDER SWARM

Diminutive Vermin (Swarm)
Hit Dice: 2d8 (9. hp)

nitiative: +3

Speed: 20 ft. (4 squares), climb 20 ft.
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Armor Class: 17 (+4 size, +3 Dex), touch 17, flar-footed 14

Base Attack/Grapple: +1/—

Attack: Swarm (1dé plus poison)

Full Actack: Swarm (1ds plus poison)

Space;/Reach: 10 fr./0 fr.

Special Attacks: Distraction, poison

Special Qualities: Darkvision 60 ft., swarm traits, tremorsense
30 ft., vermin traits

|Saves: Fort +3, Ref +3, Will +0

|Abilities: Str 1, Dex 17, Con 10, Int —, Wis 10, Cha 2

Skills: Climb +11, Listen +4, Spot +4

| Environment: Warm forests

| Organization: Solitary, tangle{2-4 swarms), or colony (7-12
swarms)

Challenge Rating: |

Treasure: Mone

(Alignment: Always neutral

(Advancement: None

| Level Adjustment; —

A horrible, scuttling army of hand-sized spiders scrambles forward,
A spider swarm is a scuttling horde of venomous spiders

Combat
A spider swarm seeks to surround and attack any living prey it
\encounters, A swarm deals 1dé points of damage 1o any creature
{whose space it occupies at the end of its move.

Distraction (Ex): Any living creature that begins its nurn with a
| spider swarm in its space must succeed ona DC 11 Fortfude save
{or be nauseated for 1 round. The save DC s Constitution-based.

Poison (Ex): Injury, Fortitude DC 11, initial and secondary

damage 1d3 Str. The save DC is Constitution-based.

| Skills; A spider swarm has a +4 racial bonus on Hide and Spot
checks and a+8 mcial bonus on Climb checks. Tt uses its Dexterity mod-
ifier instead of its Strength modifier for Climb checks. It can always
choose to take 10 on a Climb check, even if rushed or threatened.

TARRASOUE

Colossal Magical Beast

Hit Dice: 48d10+594 (858 hp)

Initiative: +7

Speed: 20 f1. (4 squares)

Armor Class: 35 (=8 size, +3 Dex, +30
naturall, touch 5, flar-footed 32

Base Attack/Grapple: +48/+81

Artack: Bite +57 melee (4d8+17/18-20/3)

| Full Artack: Bite +57 melee (4d8+17/
_18-20/%3) and 2 horns +52 melee
(1d10+8) and 2 claws +52 melee
(1d12+8) and tail slap +52 melee
(3d8+8)

Space/Reach: 30 fi./20 ft.

Special Attacks: Augmented critical,
frightful presence, improved grab, rush, swallow
whole

Special Qualities: Carapace, damage reduction
15/ epic, immunity to fire, poison, disease, energy
drain, and ability damage, regeneration 40, scent,
spell resistance 32

| Saves: Fort +38, Ref +29,Will +20
|Abilities: St 45, Dex 16, Con 35,
Inc 3, Wis 14, Cha 14

Skills: Listen +17, Search #9, Spot
+17, Survival +14 (+16 following
tracks)

Feats: Alertness, Awesome Blow, Blind-Fight, Cleave, Combat
Reflexes, Dodge, Grear Cleave, Improved Bull Rush,
Improved Initiative, Iron Will, Power Arrack, Toughness (6)

Environment: Any

\Organization: Solitary
| Challenge Rating: 20
| Treasure: MNone

Alignment: Always neurral
Advancement: 49+ HD (Colossal)

Level Adjustment: —

This scaly biped seems about a5 tall as o five-story building. I8 carres itself

like @ bird of prey. leaning well forward and using its powerful, lashing tail
for balance. It has two homs on its head and a thick, reflective caropace |
on its bagk,

. The legendary tarrasque—fortunately, only one exists—is possi-
(bly the most deeaded monster of all (except for the largest drag-
|ons). Mone can predict where and when the crearure will strike.
L next.

The location of the tarrasque’s lair is a mystery, and the beast
remains dormant much of the time. Its torpomous slumber usually
lasts 6d4 months before it leaves its lair for 2 boef hunting foray
lasting 1d3 days. Once every decade or 5o, the monster is particu-
larly acrive, staying awake for 1d2 weeks. Thereafter, it slumbers
for at least 4dé years unless disturbed.

When active, the tarrasque is a perfect engine of destruction. 1t
mmpages scross the land eating everything in its path, including |
plants, animals, humanoids, and even towns. Mothing is safe, and |
entire communities prefer to flee the ravening tarrasque rather |
than face i1s power :

Many legends surround the tarrasque’s origins and purpose. |
Some hold it to be an sbomination unleashed by ancient, forgotten
gods 1o punish all of nature, while others tell of o conspiracy be-
rween evil wizards or merciless elemental powers. These tales are
mere spectlation, however, and the creature’s true nature will prob-
ably remain a mystery. The rarrasque isn't in the habit of explaining
trself, and it rarely leaves any living wimnesses in its wake,

The tarrasque is 70 feet long and 50 feet tall, and it
weighs about 130 tons,
The tarrasque can-
not speak



COMBAT
The tarrasque attacks with its claws, teeth, homs, and il

The tarrasque’s natural weapons are treated as epic weapons for
the purpose of ovércoming demage reduction,

Augmented Critical (Ex): The trrasque’s bite threatens a crir-|
ical hit on a natural attack roll of 1820, dealing triple damage on |

a successiul eritical hit.

Frightful Presence (Su); The tarrasque can inspire terror by |
Icharging or attacking, Affected creatures must succeed on a DC |
36 Will save or become shaken, rempining in that condition =y 3=

as long as they remain with 60 feet of the tarrasque. The -
save DC is Charisma-based. -

Improved Grab (Ex): To use this ability, the g8
tarrasque must hir 2 Huge or smaller oppo- :
nent with its bite attack. It can then
attempt to start a grapple as a free
action without provoking an artack
of oppartunity. 1f it wins the grap-
ple check. it establishes a hold and
can try to swallow the foe the follow-
ing round.

Rush (Ex}): Once per minuie, the
normally slow-moving rarrasque
can move at a speed of 150 feer.

Swallow Whole (Ex): The
tarrasque can try to swallow a
grabbed opponent of Huge or 3

|smaller size by making a suc- 8
cessful grapple check. Once
(inside, the opponent takes
(2d8+8 points of crushing
|damage plus 2d8+6 points of
Jacid damage per ound from
the tarrasques digestive 4
juices. A swallowed creature
can cut its way out by dealing
50 points of damage to the tar-
rasque’s digestive tract (AC 25)
Once the creature exits, muscu-
lar action closes the hole; another
swallowed opponent must cut its
oW way ouL

The tarrasques gullet can hold 2 Huge, 8 Large, 32 Medium, 128
Small, or 512 Tiny or smaller creatures.

Carapace (Ex): The tarrasgue’s armorlike carapace i§ exceptionally
rough and highly reflective, deflecting all rays, lines, cones, and even
magic missile spells. There is 2 30% chance of reflecting any such

.effect back ar the caster; otherwise, it is merely negated. Check for
reflection before rolling to overcome the crearure’s spell resistance.

Regeneration (Ex): No form of attack deals lethal damage 1o
|the tarmsque. The tarrasque regenerates even if it fails a saving
throw against a disinfegmic spell or a death effecr. If the tarrasque
fails its save against a_spell or effect that would kill it instantly
(such as those mentioned above), the spell or effect instead deals
nonlethal damage equal to the creature’s full normal hit points +10
{or 868 hp). The tarrasque is immune to effects that produce incur
able or bleeding wounds, such as mummy rot, a sword with the
wounding special ability, or & clay golem’s cursed wound abiliry
The tarrasque can be sliin only by mising its nonlethal damage
total ta its full normal hit points +10 (or 868 hir points) and using
Ja wish o minsele spell o keep it dead.

If the tarmsque loses a limb or body part, the lost portion re-
|grows in 1dé minutes (the detached piece dies and decays nor-
| mallyl, The creature can reattach the severed member instantly by
holding it to the stump.

Skills; The tarrasque has a +8 racial bonus on Listen-and Spot |

checks

TENDRICULOS

Huge Plant
Hit Dice: 9d8+54 (94 hp)

Unitiarive: =1
{Speed: 20 . (4 squares)
| Armor Class: 16 (=2 size, =1 Dex, +9 namural), rouch 7, flac-footed 16

Base Artack/Grapple: +5/+23
Artack: Bite +13 melee (2d8+5)

s . . and 2 rendrils +8 melee

(1d6+4)
" Full Attack: Bire +13 melee
 (2d8+9) and 2 tendrils +8

melee (1d6+4)
Space/Reach: 15 fi./15 [
Special Attacks: Improved
% grab, paralysis, swallow whole
Special Qualities: Low-light vision, |
plant trajts, regeneration 10
Saves: Fort +12, Ref 42, Will +4

Abiliries: Str 28, Dex 9, Con 22, Int 3,
Wis 8, Cha3 !
Skills: Hide +9, Listen +1, Move Silently
+1, Spot 41
Feats: Alertness, Iron Will, Power Atack,
Stelathy
Environment: Temperte forests
. Organization: Solitary
Challenge Rating: &

Treasure: 1,/10th coins S0% goods; S0%_

items

e Alignment: Always neutral

g Advancement: 10-16 HD
(Hugey 17-27 HD
(Gargantuan)
Level Adjustment; —

\

P This creature. looks like a mound
,"f of wegetation. supported by wings
and branches. The mass has a huge
b _opening filled with “teeth” of

sharp branches and long thorms.

The rendriculos is a plant that may have been mutated by foul
magic, or may have originated on another plane of existence—or
possibly both of these theories are true.

A tendriculos can rear up to a height of 15 feer. 1t weighs about
3,500 pounds.

The tendriculos is best known for its ability ro grow and regrow
its vegetable body extremely rapidly, Whole new leaves and vines
appear in just 4 few minutes. A tendriculos accomplishes this by
consuming vast quantities of meat.

Animals and other plant creatures are unnerved by the presence
of a tendriculos; they avoid itand any place it has been within the
last 24 hours.

COMBAT

Prowling deep forests or waiting in vegetated areas (looking like
nothing more than a small hilleck), 2 tendriculos anacks savagely,
showing no fear. It attempts to swallow as much flesh as ivcan, as,
quickly as it can. !
Improved Grab (Ex): To use this ability, a tendriculos must hita,
creature at least one size smaller than itsell with its bire actack. Ircan |
then attempt to start a grapple as a free action withowr provoking an
sartack of opportunity, 1f it wins the grapple check, it establishes a
{hold and can ry w swallow the opponent in the following round,
A tendriculos can also use its improved grab ability on a tendril
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.the opponent must succeed ona DC
|20 Fortitude save or be paralyzed
for 3ds rounds by the tendricu-

points of acid damage per -—
.round. A new save is required each round

attack. If it wins the grapple check, it establishes a hold, picks up
the opponent, and transfers it 1o the mouth as a free
action, automarically dealing bite damage.
Swallow Whole/Paralysis (Ex)k A ten-
driculos can try 1o swallow a grabbed
snent by making a successful grapple
check. Once inside the plant’s mass,

los's digestive juices, taking 2ds

inside the plant. The save DC is Constitution-based. -
A swallowed creature that avoids paralysis can climbout of the ™

mass with a successful grapple check. This returns it to the plant's

maw, where another successful grapple check is needed to get

J[ree, A swallowed creature can also cut its way out by using a light |
| slashing or piercing weapon 1o deal 25 points of damage to the ten- |
\dricules’s interior (AC 14}, Once the creature exirs, the plant’s |

regenerative capacity closes the hole; another swallowed oppo-
NENt MUST cul its owWn way our

A Huge tendriculos’s interior can hold 2 Large, § Medium, 32
Small, 128 Tiny, or 512 Diminutive or smaller opponents.

Regeneration (Ex): Bludgeoning weapons and acid deal
normal damage 1o a rendriculos

A rendriculos that loses part of its body mass can regrow it in

[1dé minutes. Holding the severed portion against the mass
|enables it ro reattach instantly:

THOQQUA

Medium Elemental (Earth, Extraplanar, ",

Abilities: Sir 15, Dex 13, Con 13, Int 6, Wis 12, Cha 10
| 8kills: Listen +5, Move Silently +3, Survival +3
| Feats; Alertness, Track

| Environment: Elemental Flane of Fire

Jsegmented like an earthworm's, The whale body
\Blows with omnge-white heat.

i The thogqua is a wormlike monster with a ©
{body hot enough to melr solid rock, It has a
\choleric mood and 4 foul temper. Although native to the

Fire) W

Hir Dice: 3d8+3 (16 hp)

Initiative: +1

Speed: 30 ft. (6 squares), burrow 20 fr,

Armor Class: 18 (+1 Dex, +7 naturall, touch 11,
flar-foored 17

Base Attack/Grapple: +2/+4

Artack: Slam +4 melee (1d6+3 plus 2d6 fire)

Full Artack: Slam +4 melee (1d6+3 plus 2dé fire)

Space/Reach: 5 ft./s fr.

Special Attacks: Heat, burn

Special Qualities: Darkvision 60 {t. elemental rraits, immunity
to fire, tremorsense 60 ft, vulnerability to cold

Saves: Fort +4, Ref <2, Will 42

Organization: Solitary or pair
Challenge Rating: 2
Treasure: None

Alignment: Usually neutral
Advancement: -9 HD (Large)
Level Adjustment: -

This™ craature has o sinuous body that s

Elemental Plane of Fire, it is also known to inhabit the Elemental |
Plane of Earth.

A thogqqua spends most of its time bur-

rowing through rock looking for miner-|
als to eat. It burrowing leaves behind a |
. usable runnel, albeir a small one with
W . _blistering hot walls.
. A thoggua is about 1 foor in
diameter and 4 1o 5 feet long. It
weighs about 200 pounds.

COMBAT

.. When a thogqua is disturbed. its first instinct
J— F is to attack. Its favored ractic is to spring
- directly at a foe, either by bursting our of the
3 rock or by coiling up its body and launching {tself

like a spring. (Treat this as a charge, even though the thoggua does

not need to move 10 feet before attacking. )
Heat {Ex): Merely touching or being touched by a thoggua

|automatically deals 2d6 fire damage.

Burn (Ex): When a thogqua hits with its slam attack, the oppo-,

| nent must succeed on a DC 12 Reflex save or catch fire. The save

DC is Constitution-based. The flame burns for 1d4 rounds if nor
extinguished sooner. A burning creature can use a full-round
action to put out the Aame (see Carching on Fire, page 303 of the
Dungeon Muaster’s Guide).

TITAN

Huge Outsider (Chaotic, Extraplanar)
Hit Dice: 20d8+280 (370 hp)
Initiative: +1
Speed: 40 ft. in half-plate armor (8 squares); base speed 60 {1
Armor Class: 38 (-2 size, +19 naural, +11 +4 half-plate armer),
wouch 8, flar-foored 38
Base Artack/Grapple: +20/+44
Artack: Gargantuan +3 adamantine warhammer
+37 melee (4d6+27/%3) or 43 javelin £22
ranged (2d6+19) or slam +34 (1d8+16)
Full Artack: Gargantuan +3 adamantine
warhammer +£37/432/427/422 melee
(4d6+27/%3) or 43 javelin +22 ranged
(2d&+19) or 2 slams +34 (1d84148)
Space/Reach: 15 fr./15 [
Special Attacks: Oversized weapon,
spell-like abilities
Special Qualities: Damage
reduction 15/ lawful, dark-
vision &0 ft., spell
resistance 32
§ Saves: Forr 426, Ref
¥ 13, Will +21
Abilities; St 43,
Dex 12, Con 32, Int
21, Wis 28, Cha 24
Skills: Balance +7, Bluff
#19, Climb +22,
Concentration +37, Craft
(any one) +28, Diplomacy
+11, Disguise +7 (+9
acting), Heal +20,
Intimidare +32, Jump
+38, Knowledge (any
one) +28, Listen +32,
Perform (omatory) +30,
g» Sense Motive +32, Search
+28, Spellcraft +17, Spot +32,
ar? 3 r s
Survival +9 (+11 following
tracks), Swim +16



Feats: Awesome Blow, Blind-Fight, Cleave, Improved Bull Rush,
Improved Sunder, Power Attack, Quicken Spell-Like Abiliry
(chain lightning)

Environment: Olympian Glades of Arborea

Orpanization: Solitary or pair

Challenge Rating: 21

Treasure: Double standard plus +4% half-plate armor and
Gargantuan +3 adamanting warlammer

| Alignment: Always chaoric (any)
Advancement: 21-30 HD (Huge); 3160 HD {Gargantuan)

Level Adjustment: —

This being looks like a giont-sized human of great physical strength and
beauty, It carries an enormaus warhammer. It seems very lively and self

assured.

Titans are statuesque beings of heroic proportions, They have agile

minds and powerful bodies. Many come from the plane of,

Arborea.

Titans favor heavy armeor erafted in ancient designs. They wear |
rare and valuable jewelry and generally make themselves seem |

beautiful and overpowering.

Titans are wild and chaotic, masters of their own fatés. They are
closer to the wellsprings of life than mere mortals and so revel in
existence, They are prone to more pronounced emotions than hu-
mans and can experience deirylike fits of rage. Many ritans are
powerful servants of good, but in ages past_the race of titans re-

lbelled against the deities themselves, and a number of titans
turned to evil. An evil titan is an indomitable tyrant who ofren
masters entire kingdoms of mortals,

A titan is about 25 feet tall and weighs about 14,000 pounds.

Titans speak Abyssal, Common, Celestial, Draconic, and Giant.

COMBAT

Titans can wreak havoc with their massive warhammers, which
are somerimes referred to as "“mauls of the tmns” In
additon to their considerable bartle prowess, titans
possess great speed and considerable magical
power,
A titan’s narural weapons, as well as any weapons £
it wields, are weated as chaotic-aligned for the pur- >
pose of overcoming damage reduction.
Oversized Weapon (Ex): A ritan
wields a_great, two-handed war-
hammer (big enough for Gargan-
tunn creatures) without
penalty. .
Spell-Like Abilities: §
LA will—chain lightring
DG 23}, charm monster
(DG 21), eure eritical wounds (DC 21), / J
fire_storm (DC 24), greater dispel
magic, hold monster (DC 22), invis-
bility, mvisibility purge, levilate,
persistent image (DC_22], _
polymorph  (humanoid e

forms only, duration 1 -
hour); 3/dav—ethere- " ¥
alness, word of chaos (DC

220, summen nature’s ally D6 1/ day—gale,
Ltrize, mieteor swarm (DC 260, Caster level 20th. The save DCs are
| Charisma-based.
| Inaddition, titans of good or neutral alignment can use the fol-
Howing additional spell-like abilities: Ar will—daylight, holy_smute
(DG 240, remove curse (DT 21); 1/day—greater restoration. Caster
level 20th. The save DCs are Charisma-based.

Titans of evil alignment can use the following sdditional spell

like abiliies: At will—hestow cerse (DC 21), deeper darkmess, unholy .
blight (DC 213; 1/day—Bighys crushing hand (DC 26). Caster level
20th. The save DCs are Charisma-based.

TACTICS ROUND-BY-ROUND

| Titans enjoy combat and usually close with their foes, If that

| proves ineffective, they swiftly back off and pelt the foe with spell-

like abilities and magical effects. Because of a titan’s Quicken

Spell-Like Ability fear, it can use chain lightning as a free action,

.and frequently attacks in melee while lashing our with this ability
at the same time.

Prior lo combal: Invisibilily purge or invisihility,

Round 1: Charge and attempt to sunder the weapon of the most
dangerpus foe. Hurl chain lightning at opponents standing away
from the fight. |

Round 2: Full attack against the disarmed opponent, and hurl

Jchain lightning at other opponents
Round 3: Back away from first opponent and use maze or meteor
\sivarm on any spelleaster causing rouble, .

Round 4: Sunder the weapon of the next most effective combat-
ant, or use greater dispel magic on all nearby opponens,

Round 5: Full attack against any nearhy opponent. or use fine storm. |
Use another quickened chain lightning if foes seem really dangerous.

A vitan usually reserves its gate and etherealness abilities o escape
a fight that is not going well.

TOTANIDA]

This creature resembles o snapping turtle. It has o spindle-shaped shell |
made up of hexagonal plates and o narmow head with jows that open, hor-
zontally rather than vertically. A seemingly random armay af crablike claws
and paddies sprout from openings at both ends of the creature’s shell,

Tojanidas are omnivores from the Elemental Plane of Warer. |
Though they seem clumsy and innocuous at first glance, they are
nimble swimmers and capable fighters

A tojanida’s shell is blue-green in color. Inside the shell is a
fleshy body from which extend seven stalks. Four of these stalks




Juvenile Tojanida
Small OQutsider
{Extraplanar, Water]

Hir Dice: 3ds+6 (19 hp)

Initiative: #+1

Speed: 10 ft. (2 squares), swim 90 ft.

Armor Class: 22 (+1 size, +1 Dex, +10 naturall,
touch 12, flar-foored 21

Base Artack/Grapple:+3/+1

Attack: Bite +6 melee (2d6+2)

Full Artack: Bite +6 melee (2d6+2) and

| 2 claws +1 melee (1d4+1)
| Space,/Reach: 5 fr./5fr

Special Artacks: Improved grab, ink cloud

Special Qualities:  All-around vision, darkvision 60 ft.,
immunity (o acid and cold, resistance 10
electricity 10.and fire 10

Saves: Fort +5, Ref 4, Will +4

Abilities: Str 14, Dex 13, Con 15,
Lt 10, Wis 12, Cha 9

Skills: Diplomacy +1, Escape Artist +7,
Hide +11, Knowledge {the planes) +6,
Listen 47, Search +6, Spot +3,
Sense Motive +7, Survival +1 (+3 other
planes and following tracks), Swim 410,
Use Rope +1 (3 with bindings)

Eeats: Blind-Fight, Dodge

Environment: Elemental Plane of Water

Organization: Solitary or clutch (2—+)

Challenge Rating: 3

Treasure: Standard

Alignment: Always neutral

Advancement: 4—6 HD (Small)

Level Adjustmenr:  —

Adult Tojanida

Medium Outsider
{Extraplanar, Water]

7dB=14 (45 hp)

&1

10 fr. (2 squares), swim 20 {t.

23 {+1 Dex, +12 narural),

touch 11, flat-foored 22

+7/+10

Bite +10 melee (2d5+3)

Bite +10 melee (2d843) and

2 claws +5 melee (1de+1]
sfh/sfr

Improved grab, ink eloud
All-around vision, darkvision 60
fr., immunity to acid and cold,
resistance to electricity 10

and fire 10

Fort +7, Ref +6, Will +6

Str 16, Dex 13, Con 15,

Int 10, Wis 12, Cha 9
Biplomacy +1, Escape Artist +11,
Hide +11, Knowledge (the
planes) +6, Listen +11, Search
+14, Sense Motive +11, Spor +15,
Survival +1 (+3 other planes and
following tracks), Swim +11,
Use Rope+1 (+3 with bindings)
Blind-Fighr, Dodge,

Power Attack

Elemental Plane of Water
Solitary or clutch (2-4)

5

Standard

Always neutral

g-14 HD (Medium

Elder Tojanida

Large Outsider
{Extraplanar, Water)
15d8+60 (127 hp)

+1

10 ft. (2 squares), swim 90 fi.
24 (=1 size, +1 Dex; +14 narural),
rouch 10, flar-footed 23
+15/+25

Bite +20 meles (4d6+6)

Bite +20 melee (4d626) and
2 claws +15 melee (1d8+3)
10 fr. /5 i

Improved grab, ink cloud

All-around vision, darkvision &0 fi.,

immunity to acid and cold,
resistance to.electriciny 10
and fire 10

Fort +13, Ref +10, Will +10
Str 22, Dex 13, Con 19,

Inr 10, Wis 12, Cha ¢
Escape Artist +19, Hide +15,
Intimidate +17, Knowledge

{the Planes] +18, Listen +21. Search

#22, Sense Motive +17, Spor+25,
Survival +1 (+3 other planes and
following tracks), Swim +14,
Use Rope+1 (3 with bindings)
Alertness, Blind-Fight, Cleave,
Dodge, Improved Sunder,
Power Artack

Elemental Plane of Water
Solitary or clutch (2—4)

9

Standard

Always neutral

16~24 HD (Large); 25-45 HD
(Huge)

have paddles for locomotion, two are fipped with claws, and one

bears the crearure’s head, Eight vents in the shell, four at each end,
allow the tojanida to thrust its stalks out in whatever configura-
tion it finds conveniznt.

A juvenile ojanida is up to 25 yedrs old. It has a shell abour 3
feet long, and it weighs about 60 pownds, An adult is aged 26 to 80
Its shell is about 6 feet long, and it weighs abour 220 pounds. An
elder can reach 150 years of age. 1t has a shell about 5 feet long, and
it weighs about 500 pounds,

Tojanidas speak Aquan and can be loguacious, but usually only
on the subject of food.

COMBAT

Tojanidas are fairly even-tempered but can be ferocious if mo-
lested. They are very jealous of their feod supply and become testy
if they suspect 2 newcomer is trying to beat them to a meal

Improved Grab (Ex); To use this ability, a tojanida muse hit
with a bite or claw artack. 1t can then attempt to start a grapple as
a free action withour provoking an artack of opportunity, Under-
wWaler, a lu}.‘lrnd:t can fowa gfﬂbhl"d viciim 1}]‘ ITS OWN §S1Ze O

(smaller at its swim speed (but it cannot run). A favorite tactic is to
lgrab a single opponent, then withdraw, hauling the opponent
{away from its allies.

Ink Cloud (Ex): A tojanida can emit a spherical cloud of jet-
black ink with a radius of 30 feet once per minute as a free action.
The effect is otherwise similar to fog cloud cast by an individugl of
a level.equal to the rojanida’s Hir Dice. Qut of water, the ink

emerges in a stream up 1o 30 feer long, which a tojanida can squirt
into an opponent’s eyes. The affected erearure must succeed on a
Reflex save or be blinded for 1 round. The save [XC 15 13 against a
juvenile, 15 against an adult, and 21 against an elder. The save DCs
are Constitution based

All-Around Vision (Ex): The multiple apertures in a tojanida’s
shell allow it to look in any direction, bestowing a +4 racial bonus
on Spot and Search checks. Opponents gain no flanking bonuses
when attacking a tojanida.

Skills: A tojanida has a +8 racial bonus on any Swim check 10
perform some special action or avoid a hazard. Ir can always
choose to take 10 on a Swim check, even if distracted or endan-
gered, It can use the run action while swimming, provided it
swims in a straight line.

TREANT

Huge Plant
Hit Dice; 7d8+35 (66 hp)
Initiative; ~1

| Speed: 30 {1, (6 squares)

Armor Class: 20 (-2 size, —1 Dex, +13 notural), touch 7,
flat-foored 20

| Base Attack/Grapple: +5/422
{Artack: Slam +12 melee (2d6+9)
| Full Artack: 2 slams +12 melee (2d6+2

Space/Reach: 15 fr./15 6t



Special Artacks: Animare trees, double damage against objects,
trample 2de+13

Special Qualities: Damage reduction 10/slashing, low-light
vision, plant traits, vulnerability 1o fire

Saves: Fort +10, Ref «1, Will +7

Abilities: Str 29, Dex 8, Con 21, Int 12, Wis 16, Cha 12

Skills: Diplomacy +3, Hide =9°, Intimidate +6, Knowledge
(nature] +6, Listen +8, Sense Motive +8, Spot +8, Survival +8
(+10 aboveground)

 Feats: Improved Sunder, Iron Will, Power Attack

Environment: Temperate forests

| Organization: Solitary or grove (4=7)

Challenge Rating: 8

Treasure: Standard

Alignment: Usually neutral good

Advancement: 8-16 HD (Huoge); 17-21
HD (Gargantuan)

 Level Adjustment: +5

This tall being locks much like an o8
animated tree, Its skin is thick and
brown, with a barklike texture.
frs arms are gnarled like branches,
and its legs look like the split trunk of
a tree. Above the eyes and along the
head are dozens of smaller branches ©
from which hang great leaves,

Treants combine features of trees
land humans. They are peaceful by
‘pature but deadly when angered. They hate evil and the unre-
\strained use of fire, considering themselves guardians of the
[rEes,

A treant’s leaves are deep green in the spring and summer. In
the fall and winrer the leaves change 1o yellow, orange, ot red,
but they rarely fall out. A rreant’s legs fit together when closed to
lock like the trunk of a tree, and a motionless treant is nearly
indistinguishable from a rree,

A wreant is abour 30 feet tall, with 2 “trunk” about 2 feet in
diameter; It weighs abourt 4,500 pounds.

Treants speak their own language, plus Commen
and Sylvan, Most also can manage a smattering of
just about all other humanoid tongues—ar least
enough to say “Get away from my rrees!”

COMBAT

Treants prefer to watch potential foes 1
carefully before artacking. They often. ) :
.charge suddenly from cover to trample #85
the despoilers of forests. If sovely pressed,
they animare trees as reinforcemens,
Animate Trees (Sp): A treant can animate trees
within 180 feer at will, controlling up to two trees ata time. It
takes 1 full round for a normal tree 1o uproor iself Thereafter it
moves at a speed of 10 feet and fights as a treant in all respects. Ani-
mated trees lose their ability to move if the treant that animared
them is incapacitated or moves out of range. The ability is other-
wise similar to lhwoak (casrer level 12th). Animated trees have the
same vulnerability to fire that 2 treant has,
Double Damage against Objects (Ex): A treant or animated
tree that makes a full artack against an object or strucrure deals
\double damage.
Trample (Ex): Reflex DC 22 half. The save DC is Strength-
| based.
Skills: *Treants have a +16 racial bonus on Hide checks made
in forested areas.

TRITON!

\l-n-..l
b

2 . § fReach: 5 fi./5 fr.
,r"‘"ﬂ' T

Medium Oursider (Native, Water)
Hit Dice: 3d8+3 (16 hp)

JUnitiative: +0
|Speed: s fr. (1 square), swim 40 fi.
\Armor Class: 16 (+6 nawural), touch 10, Har-footed 16

Base Attack/Grapple: +3/+4

Artack: Trident +4 melee (1d8+1) or heavy crossbow +3 ranged
(1d10/19-20)

Full Attack: Trident +4 melee (1d8+1) or heavy crossbow +3
ranged (1d10/19-20)

Special Attacks: Spell-like abilities
_ Special Qualities: Darkvision 60 fr.
% Saves: Fort +4, Ref +3, Will +4
3 Abilities: Str 12, Dex 10, Con 12,
e LV
"; _}n

Int 13, Wis 13, Cha 11

. Skills: Craft (any one) 47,

| Diplomacy +2, Hide +6,

_ Listen +7, Move Silently +6,
, ;_;;p; Ride +6, Search +7, Sense

= | Motive +7, Spat +7, Sury fval 47
< {+9 following tracks), Swim +9

//”} Feats: Mounted Combar,

Ride-By Attack
Environment: Temperaie
aquatic

ge  Organization: Company

", (2=5), squad (611}, or
%/ band (20-80)

.4 Challenge Rating; 2

I. lr" Treasure: Standard

1| Alignment: Usually neutral

“ good

| Advancement: 4-9 HD (Medium)
% Level Adjustment: +2

g
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0 This being is roughly human-sized. fes lower half
W encls in two finned legs. while its torso, head
¥ _and arms are hurnan,

Tritons are thought to originate from the
Elemental Plane of Water, but have migrated 1o
. the Material Plane for some unknown pur-
B! pose. They are sea dwellers, preferring warm
warers bur able to tolerate colder deprhs.
Be=. A triton has silvery skin that fades into
vV ) silverblue scales on the lower hall of its body.
A triton’s hair is deep blue or blue-green.

* I1|
)

Treant Tritons form communities, either in grear undersea

castles built of rock, coral, and other notural marerials or
in finely sculpred caverns, A hunter-gatherer people, tritans take
from the sea's vast l:n_]u:nt'!,r |_u'|_!1_,' what th_",.' need o .‘iul".-'!i'\-'n'.'].—"IEf-' ire
narurally suspicious of surface dwellers and prefer not ro deal with
them if possible. However, tritons deal harshly with beings who

intentionally invade their communities, capturing the intruders |
and serting them adrift without any possessions at least 10 miles |

from any shoreling, left o the mercy of the sea”

Tritons are the natural enemy of the cruel and evil sahuagin, |
The two cannot coexist peacefully: Wars between them are pro- |
longed, bloody affairs that sometimes interfere with shipping and |

maritime trade.
A triton is abour the same size and weight as a human,
Tritons speak Common and Aquan.
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COMBAT

The reclusive tritons prefer to avoid combat, but they fiercely =

defend their homes. They attack with either melee or ranged
weapons as the circumstances warrant. When encoun-
tered outside their lair, they are 90% likely to be mounted
on friendly sea creatures such as porpoises,
Spell-Like Abilities: 1/day—summon nature's
lally I'V. Caster level 7th. Tritons often choose
iwater elementals for their companicons.
Skills: A triton has a +8 racial bonus
on any Swim check o perform some
ispecial action or avoid a hazard. It can
.always choose to rake 10 on 2 Swim
check, even if distracted or endan-
gered., It can use the run action while
swimming, pro-
(vided it swims in a
|straight line.

Tritom

Medium Humanoid
{Reptilian)
| Hit Dice: 2d8+4 (13 hp)
Initiative: ~1
Speed: 30 ft. (6 squares)
JArmor Class: 15 (-1 Dex,
+6 natural), wouch 9,
flat-footed 15

Base Artack/Grapple:
+1/+1

Antack: Club +1 melee
(1de) or claw +1 melee
(1d4) or javelin +1
ranged (1de)

Full Artack: Club +1 melee
(1d6} and claw -1 melee (1d4) and bite -1 melee (1d4); or 2
claws +1 melee (1d4) and bite —1 melee (1d4); or javelin +1
ranged (1ds)

Space/Reach: 5 fi./5 fi.

Special Attacks: Stench

Special Qualities: Darkvision 90 fi.

Saves: Fort +5, Ref -1, Will +0

Abilities: Sir 10, Dex 9, Con 14, Int 8, Wis 10, Cha 10

| Skills: Hide +5°, Listen +3
| Feats: Mulriartack®, Weapon Focus (javelin)

Environment: Underground

Organization: Clurch (2-5), squad {6=11 plus 1-2 monitor
lizards), or band (20-80 plus 20% noncombatants plus 3-13
monitor lizards)

Challenge Rating: 1

Treasure: 50% coins; 50% goods; 50% items

Alignment: Usually chaotic evil

Advancement: By charcter class

Level Adjustment: +2

\ This reptilion creature looks somewhat humanoid. It fs.a little shorter than
Lo hwman, It has spindly but muscalar arms and walks erect on its squot

Llegs, trailing & long, stender tail. lts head is lizordlike ond crowned with a

Jfrill that extends from the forehead to the base of the neck. Iis eyes are
black and beady.

|1

Troglodytes are revolting lizard creatures as evil as the,
foulest of demons. They are very warlike and savor the
- taste of their enemies—especially humanoids, |
Troglodytes are not especially intelligent, but theic
ferocity and natural cunning more than compensare
for this deficiency. They often launch bloody raids
against humanoid settlements or ambush caravans in
warm climates. They guard their lairs aggressively,
lashing curat anyone who comes oo near.
A troglodyte stands about S feer tall and weighs
about 150 pounds
Troglodytes speak Draconic,

COMBAT

Half of a group of troglodytes are armed only with |
claws and reeth; the rest carry one or two javelins
and clubs. They normally conceal themselves, lounch
a volley of javelins, then close to-artack. If the bartle

goes against them, they retrear and artempr to hide. |
Stench (Ex): When a roglodyte is angry or frightened,
it secretes an oily, musklike chemical that nearly every
form of animal life finds offensive. All living creamures
{except troglodytes) within 30 feet of a troglodyte must

I succeed on a DC 13 Fortitude save or be sickened for 10
¢' ¥ ﬁ tiunds. The save DC is Constitution-based. Creatures
& that successfully save cannot be affected by the

same troglodyte's stench for 24 hours. A delay
poisen or neutralize poison spell removes the effect
from the sickened creature. Creatures with immu-
nity 1o poison are unaffected, and crearures resistant. |
to poison receive their normal 2
bonus on_their saving '
throws,
Skills: The
skin of a trog-
lodyte changes

some-

T

.
2
T
,
L) f‘_

color
what, allowing it to
blend in with its surround-
ings like a chameleon and
providing a +4 racial bonus
on Hide checks. *In rocky
or underground settings,
this bonus improves 1o +8,

TROGLODYTE
SOCIETY

Troglodyte tribes are ruled
by the largest and fercest
among them, with sub-
chieftains

who o
have dis- =
ringuished them- y!
selves in bartle, Trogs like
to lair near humanoid settle-
ments to prey on inhabi-
tants and their livestock.
They raid on meonless
nights when their darkvision
.and coloration are most ef-
fective.

Hx

=

Trogfode



Troglodytes prize steel above all else. Though individuals usu-
ally have no wealth, a lair may conrain valuable items casually dis-
carded, pushed into corners, or mixed in with refuse. The lair is
usually a large cave with smaller caves for the hatchlings and eggs.
A lair has harchlings equal to one-fifth the number of adulis and
eggs equal ro.one-tenth,

[roglodytes revere Laogzed, a vile deity who resembles a cross

\berween a toad and a lizacd.

TROGLODYTE CHARACTERS

Troglodyre characters possess the following tacial traits,

=2 Dexterity, +4 Constitution, =2 Intelligence.

—Medium size.

—A troglodyte’s base land speed is 30 feet.

—Darkviston out ro 90 feet.

—~Racial Hir Dice: A troglodyte begins with two levels of hu-
manoid, which provide 2d8 Hit Dice, a base artack bonus of +1,

\and base saving throw bonuses of Fore 43, Ref +0, and Will +0.,
—Racial Skills: A troglodyee’s humanoid levels give it skill|
points equal to 5 % (2 + Int modifier, minimum 1), Its class skills|

are Hide and Listen. Troglodytes have a +4 racial bonus on Hide
checks (+8 in rocky or underground surroundings).

— Racial Fears: A troglodyte’s humanoid levels give it one fear. A
troglodyte receives Multiattack as a bonus feat.

— 46 natural armor bonus

—Narural Weapons: 2 claws (1d4) and bite (1d4).

—Special Attacks (see above): Stench.

Automatic Languages: Draconic. Bonus Languages: Com-

mon, Giant, Geblin, Orc.

—Favored Class: Cleric.

—Level adjustment +2.

TROTT

This big. bipedal creature is about one and a half times as tall as a buman |
but wery thin, [t has long and ungainly arms and legs The legs end in great |
three-toed feet, the arms in wide, powerful hands with sharpened claws
The hide is ubbery, and its hairis thick and ropy, and seems to writhe with
(k5 W ENEgY.

Trolls are horrid carnivores found in all climes, from arctic waste-

lands to tropical jungles. Most creatures avoid these beasts, who

know no fear and artack unceasingly when hungry. |
Trolls have ravenous appetites, devouring everything from
grubs to bears and humanoids: They often lair near seulements
and hunt the inhabitants untl they devour every last one.
Trolls walk upright but hunched forward with sapging shoul-
ders, Their gait is uneven, and when they run, their arms dangle

.and drag along the ground. For all this seeming awkwardness,
[trolls are very agile,

A rypical adult troll stands 9 feet tall and weighs 500 pounds..
Females are slightly larger than males. A troll's rubbery hide is
moss green, mottled green and gray.or putrid gray. The hair is uso-
ally greenish black or iron gray.

Trolls speak Giant

COMBAT

Trolls have no fear of death: They launch themselves into combat
without hesitation, flailing wildly at the closest opponent. Even |
when confronted with fire, they try to get around the flames and |
attack: }

Rend (Ex): 1f a troll hits with both claw artacks, it latches onto
the opponent’s body and tears the flesh. This arack automatically |
deals an addirional 2d6+9 points of damage.

Troll Troll Hunter, 6th-Level Ranger
Large Giant Large Giant

Hit Dice; 6d8+36 (63 hp) ad8+6d8+72 (130 hp)

Initiative: +2 #1

Speed: 30 ft. (6 squares) 30 fr. (6 squares)

16 {~1 size, +2 Dex, +5 natural),
touch 11, flat-footed 14
Base Attack/Grapple: +4/+14

Armor Class:

21 (=1 size, +1 Dex, +& natural, +5 +1 chain shir),
touch 10, Aar-footed 20
+10/+21

Artack: Claw +9 melee (Ld6+6) Claw +16 melee (1d6+7) or +1 battleaxe +17 melee (2de+8/>3) or
javelin +10 ranged (1d8+7)
Full Attack: 2 clows +9 melee (1dé+6) and 2 elaws +16 melee (1d6+7) and bite <11 melee (1de+3); or +1 bottleaxe
bite +4 melee (1d6+3) +17/+12 melee (2d6+8/x3) and claw +12 melee (1d6+3) and bite +12
(1d&+3}; or javelin +10 ranged (1d8+7)
Space,Reach: 10 fr./10 fr. 10 fr./10 fr.
Special Artacks: Rend 2d6+9 Rend 2de+10, spells
Special Qualities:  Darkvision 90 fr., low-light vision, Darkvision 90 ft., favored enemy elves (+4), favored enemy humans (+2),
regeneration 5, scent low-light vision, regeneration 5, scent, wild empathy
Saves: Fort +11, Ref +4, Will +3 Fort +16, Ref 8, Will +8
Abilities: Str 23, Dex 14, Con 23, Str 25, Dex 12, Con 22,
Int &, Wis 9, Cha 6 Int 10, Wis 1§, Cha 10
Skills: Listen +5, Spot +6 Knowledge (nature) +6, Knowledge {dungeoneering) +6, Listen +13,
Move Silently +9, Search 46, Spot +13, Suryival +11
{+13 above- or underground and following tracks)
Fears: Alertness, Iron Will, Track Alertness, Cleave, Endurance®, Improved Naniral Armor,
Improved Two-Weapon Fighting”, Iron Will, Power Attack, Track®,
Two-Weapon Fighting®
Environment: Cold mountains Cold mountaing
{Serag: Cold aquaric)
Organization: Solitary or gang (2—4) Solitary
Challenge Rating: 5 11
Treasure: Standard Standard
Alignment: Usually chaotic evil Usilly chaotic evil
Advancement: By character class —

Level Adjustment: 45 45
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bonus on grapple checks, lifting and carrying limits double those
of Medium characters.

—Space,/Reach: 10 feer/10 feet

—A troll's base land speed is 30 feer.

—Darkvision out to 60 feet and low-light vision

—Racial Hit Dice: A troll begins with six levels of gianr, which
provide 6d8 Hit Dice, a base artack bonus of +4, and base saving
throw bonuses of Fort +5, Ref +2, and Will +2.

Racial Skills: A rroll's giant levels give it skill points equal 1o
9% (2 + Int modifier, minimum 1), Its class skills are
Listen and Spat

Racial Feats: A rolls giant levels give it three feats.
— 45 natural armor bonus
—Natural Weapons: Claw (1d6) and bire (1d6).
—Special Attacks (see above); Rend, damage 2d#g
+1-1/2 times St modifier.
—Special Qualities: Regeneration 5, scent.
—Automatic Languages: Giant, Bonus Lan-
guages: Commeon, Orc
—Favored Class: Fighter,
—Level adjustment +5.

UMBER HULK

This hulking, powerfilly built creature looks something like
a cross between a great ape and o beetle. The low. reunded
head is domimated by o massive pair. of mandibles and rews,
gf trigngular teeth, It has two big compound eyes [tke a |
beetle's, with two smaller eyes ke on ape's in between,
Armor plates caver virtually all of its chitinous body, whose seat-
tered feelers resemble sparse hair

Umber hulks are massive creatures that dwell deep be

neath the earth. Ripping through rock as though it were light
Regeneration (Ex): Fire and acid deal normal damage 103 oll underbrush, they rampage continuously, leaving destruction in
If a troll loses a limb or body part, the lost portion regrows in their wake.

3dé minutes. The creature can reattach the severed member

instantly by holding it to the stump

SCRAG
These cousins of the troll have the aguatic subtype, They dwell in
any body of water in any climate, They have a base land speed of 20
feet and 2 swim speed of 40 feet and are found only in aquatic envi-
ronments. They regenerate only if mostly immersed in water

TROLLHUNTER
Some trolls, more cunning than mest, are not satisfied with
metely eating civilized beings but train to hunt them relent-
[lessly. These troll hunters are fearsome rangers who focus
(on slaying and devouring humanoid prey,

Lmdberiaedk

Combat
A troll hunter makes full use of its scent ability to
track its favored enemies and generally prefers to
hunt in darkness.

The troll hunter uses its limited repertoire of spells
to protect itself from damaging forms of energy and
to immobilize enemies.

Typical Ranger Spells Prepared (2; save DC 12 + spell
levelk 1st—entangle, resist energy.

TROLLS AS CHARACTERS
| Troll characters possess the following ractal traits
— +12 Strength, +4 Dexrerity, +12 Constirution, —4
Intelligence (minimum 3), =2 Wisdom, —4 Charisma
—Large size. -1 penalty to Armor Class, -1
penalty on attack rolls, —4 penalty on Hide checks, +4



Umber Hulk Truly Horrid Umber Hulk
Large Aberration Huge Aberration
Hit Dice: Bds+35 (71 hp) 20d8 + 180 (270 hp)
Initiative: +1 #0
Speed: 20 ft. (4 squares}, burrow 20 fi. 20 fr. {4 squares), burrow 20 ft.
Armor Class: 18 (-1 size, +1 Dex, +8 natural), touch 10, far-footed 17 22 (-2 size, +14 nawural), touch §, Hat-footed 24
Base Artack/Grapple: +6/+158 +15/+36
Attack: Claw +11 melee (2d4+6) Claw +26 melee (3d6+13)
Full Artack: 3 claws +11 melee (2d4+6) and bire +9 melee (248+3) 2 claws +26 melee (3d6+13) and bite +24 melee (4d6+6)
Space/Reach: 10 fr./10 fr. 15 fi/15 fr.
Special Artacks: Confusing gaze Confusing gaze
Special Qualities:  Darkvision 60 ft., tremorsense 60 i, Darkvision 60 ft., tremorsense 60 fi.
Saves: Fort +8, Ref +3, Will +6 Fort +17, Ref +6, Will +15
Abilities: Str 23, Dex 13, Con 19, Sir 36, Dex 10, Con 29,
Ine 11, Wis 11, Cha 13 Inf 10, Wis 13, Cha 15
Skills: Climb +12, Jump +5, Listen +11 Climb +23, Jump +15, Listen 421, Sense Motive +5
Feats: Great Fortitude, Multiatzack, Toughness Great Fortitude, Improved Natural Artack (claw),
Improved Natural Armor %3, Iron Will, Multiartack
Environment: Underground Underground
Organization: Solitary or cluster (2—4) Solitary
Challenge Rating: 7 14
Treasure: Standard Standard
Alignment: Usually chaotic evil Usually chaotic evil
Advancement: a—12 HI} (Large); 1324 HD (Huge) —
Level Adjustmenr:  — —

An umber hulk stands roughly 8 feet tall and measures nearly 5
feet across, weighing about 800 pounds. An umber hulk can
burrow through solid rock at a speed of 5 feet. It does not leave a
usable tunnel unless it chooses 1o,

Umber hulks speak Terran,

COMBAT
An umber hulk can deliver blows powerful enough to crush
almost any enemy. In addition, its mandibles are scrong enough 1o
bite through armor or exoskeletons with ease.

Despite its great bulk, an umber hulk is intelligent, When brute
force won't overcome an enemy, it is more than capable of out-
thinking those who assume it to be # stupid beast. Umber hulks
often use their runneling ability to create deadfalls and pits for |

the wnwary, l':".
Confusing Gaze {Su): Confusion as the spell, 30 feet, caster §

level sth, Will DC 15 negates, The save DC is Charisma-based.

TRULY HORRID UMBER HULK

Umber hulks have been known 1o grow o memendous size &=

and strength. The truly horrid umber hulk stands more
than 16 feer in height and weighs abour 8,000
!pounds. Phenomenally powerful, the rruly hor-
rid umber hulk is a loner thar is feared even by
lits own kind. It is occasionally found in the
service of evil dragons or sorcerers, guarding
their lairs
The Will save DC is 22 against the truly horrid

umber hulks confusing gaze, due 1o its higher Hit
Dice and Charisma score.

UNICORN

This powerful, equine creature hos o gleaming white coat and Mg
lively eves. Long, silky white hair hangs down in-o mane and forelock.
| A single ivory-colored hom, about 2 feet long, grows from the center

Lof the forehead. The hooves are cloven

These fierce; noble beasts shun contact with all but sylvan crea-
tures (dryads, pixies, and the like), showing themselves only 1o
defend their woodland homes.

Uniceri

A unicorn has deep sea-blue, violet, brown, or fiery gold eyes.|
Males sport 2 white beard.

Unicorns mate for life, making their homes in open dells or
glades in the forests they protect. Good and neurral travelers may
pass freely through and even hunt for food in 2 unicorn’s forest.|
but evil creatures do so at greart risk. Likewise, a unicorn will|
attack any being it discovers killing for sport in its territory or
damaging the forest maliciously.

Lone unicorns occasionally allow themselves ro be tamed and
ridden by good human or elven maidens of pure heart, Such a uni-
corn, if rreated kindly, is the maiden’s loyal steed and protecror for
life, even accompanying her beyond irs forest,

A unicorn’s horn is renowned for its healing properties. Evil and
unscrupulous beings somerimes hunt o unicorn for its horn,
which can fetch up 102,000 gp. for use in various healing potions
and devices. Most good creatures refuse to traffic in such things
A typical adult unicorn grows to 8 feet in length, stands 5
feet high ar the shoulder, and weighs 1,200 pounds.
Females are slightly smaller and slimmer than males.
Unicorns speak Sylvan and Common

7 A, COMBAT
#, Unicorns normilly attack only when defending
j Jols”  themselves or their forests. They either charge,
impaling foes with their horns like lances, or strike
with their hooves, The horn is a +3 magic weapon,
though its power fades if removed from the unicorn.
Magic Circle against Evil (Su): This ability con-
rinuously duplicares the effect of the spell. A uni-
corn cannot suppress this abiliry,
Spell-Like Abilities: Unicorns can
use detect evil at will as a free action.
Once per day 8 unicorn can use|
grealer teleport to move anywhere|
within its home. It cannot releport |
beyond the forest boundaries nox,
_ back from outside. ;
o A unicorn can use cire light wounds
Mpautt= three times per day and cure modernte
wounds once per day (caster level 5th) by
touching a wounded creature with its horn. Once per




Unicorn Celestial Charger, 7th-Level Cleric

Large Magical Beast Large Magical Beast
Hir Dice; 4d10+20 (42 hp) 8d10+7d8+75 (155 hp)
Initiative: +3 4
Speed: 60 ft. (12 squares) 60 ft. (12 squares)
Armor Class: 18 (=1 size, +3 Dex, +6 natural), 24 (1 size, +4 Dex, +6 narural, +5 bracers of armor +5),
touch 12, flar-foored 15 touch 13, lar-footed 20
Base Attack/Grapple:  +4/+13 +#13/424
Artack: Horn +11 melee (1d8+8) Horn +22 melee (1d8+10)
Full Artack: Homn +11 melee (1d8+8) and Horn +22 meles (1d&+10) and
2 hooves +3 melee (1d4+2) 2 hooves +14 melee (1d4+3)
Space/Reach: 10 fr./s fr. 10 fr./s fr.
| Special Attacks: — Turn undead 13/day, smite evil, spells
Special Qualities: Darkvision 60 ft., magic circle against Damage reduction 10/magic, darkvision 60 ft., immunity to
evil, spell-like abilities, immunity to poison, charm, and compulsion, low-light vision, magic circle
poison, charm, and compulsion, against evil, resistance to acid 10, cald 10, and electricity 10,
low-light vision, scent, wild empathy scent, spell-like abilities, spell resistance 20, wild empathy
Saves: Fort +9, Ref +7, Will +& Fort +16, Ref +12, Will +15
Abilities: Str 20, Dex 17, Con 21, Sir 24, Dex 18, Con 20,
Int 10, Wis 21, Cha 24 Inr 13, Wis 27, Cha 22
Skills: Jump +21, Listen +11, Move Silently 49, Concentration +11, Knowledge (narure) +9,
Spot +11, Survival +8* Knowledge (religion] +8, Listen +15, Move Silently 12,
Spelleraft +5, Spot +15, Survival +15 (417 sboveground)*
Feats: Alertness, Skill Focus (Survival) Alertness, Combat Casting, Extra Turning,
Improved Turning, Run, Skill Focus {Survival)
Environment: Temperate forests Seven Mounting Heavens of Celestia
Organization: Solitary, pair, or grace (3-6 Solitary
Challenge Rating: 3 13
Treasure: Mone MNone
Alignment: Always chaotic good Always chaotic good
Advancement: 5-8 HD (Large) By character class
Level Adjustment: +4 (cohort) +8 (cohort)

VAMPIRE

Forever anchored to their coffins and the unholy earth of their
graves, these nocturnal predators scheme constantly o strengthen
themselves and fill the world with their foul progeny,

diay it can use neutralize poison (DC 21, caster level Sch) with a
touch of its horn, The save DC is Charisma-based,

Wild Empathy (Ex): This power works like the druid's wild
empathy class feature, except thar a unicorn has a +& racial bonus,
on the check. ! Vampires appear just as they did in life, although their features

Skills: Unicorns have a +4 racial bonus on Move Silently are often hardened and feral, with the predatory look of wolves,
checks. Like liches, they often embrace finery and decadence and may

*Unicorns have a +3 comperence bonus on Survival checks assume the guise of nobility. Despite their human appearance,
within the boundaries of their forest, vampires can be easily recognized, for they cast no shadows and

. XE throw no reflections in mirrors,
CELESTIAL CHARGER Vampires speak any languages they knew in life.
A celestial unicorn is a champion for good, the fierce enemy of
evil beings that would destroy woodlands and their inhabitants. 1t SAMPLE VAMPIRE
15 a dedicared follower of Ehlonna This sinister-looking warrior has pale_skin, hounting red eyes. and a feral
The celestial charger described here is an 8 HD celestial cast to his features. He wears chain.armer and holds a spiked chain in hie
‘unicorn with seven levels of cleric. clawed hands,

Combat This example uses a sth-level human fighter as the base crearure,
The save DC for this celestial charger's neutralize peison ability (DC
20) is adjusted for ies greater Hit Dice and altered Charisma score.

A celestial charger’s natural weapons are treated as magic weap- Medium Undead (Augmented Humanoid)
ons for the purpose of overcoming damage reduction. Hit Dice: 5d12 {32 hp
Smite Evil (Su): Once per day a celestial charger can make a Initiative; +7
normal melee attack to deal 15 points of extra damage against an Speed: 30 ft. (6 squares)
evil foe. Armor Class: 23 (+3 Dex, +6 natural, +4 masterwork chain
Cleric Spells Prepared (6/7/6,/5/4; save DC 18 + spell level): 0— shirt), touch 13, flat-footed 20
ydetect magic, defect posson (20, light, virtue (2); 1st—Dbless (20, calmani- Base Attack/Grapple: +5/+11
Lmals®, obscuring mist, remove fear, sanchiary, shield of faith; 2nd—aid® Artack: Slam +11 melee (1d6+9 plus energy drain) or +1 spiked
L2 ammal_messenger, lesser restoratton, remove paralysis, shield ather; chain +13 melee (2d4+12) or masterwork shortbow +9 ranged
_il'd—;'l'a:j.r.‘r. profection from energy, remove curse, searing light (2); | {1desf=3)
sth—airawalk, divine power, holy smite®, restoration, Full Artack: Slam +11 melee (1d6+9 plus energy drain) or +1
*Domain spell. Domains: Animal and Good. spiked chain +13 melee (2d4412) or masterwork shortbow 2
ranged (1d6/%3)

Vampire, 5th-Level Human Fighter
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Space/Reach: 5 fi./5 f. (10 fr. with spiked chain)

Special Attacks: Blood drain, children of the night, create
spawn, dominate, energy drain

Special Qualities: Alternate form, damage reduction 10/silver
and magic, darkvision 60 ft., fast healing 5, gaseaus form,
resistance 1o cold 10 and electricity 10, spider climb, undead
traits, vampire weaknesses

|Saves: Fort +4, Ref +6, Will +4

Abilities: Str 22, Dex 17, Con —, Int 12, Wis 16, Cha 12

Skills: Bluff +9, Climb +10, Hide +10, Listen +17, Move Silently
+10, Ride +11, Search +9, Sense Motive +11, Spot +17

Feats: Alertness®, Blind-Fight, Combat Reflexes®, Dodge®, Exotic
Weapon Proficiency (spiked chain), Improved Initiative®,
Lightning Reflexes®, Mability, Power Arrack, Weapon Focus
{spiked chain), Weapon Specialization {spiked chain)

Environment: Temperate plains

Organization: Solitary

,Challenge Rating: 7

Treasure: Double standard

{Alignment: Always evil (any)

Advancement: By character class

Level Adjustment: +5

Combat
This vampire’s slam attack is treated as a magic weapon for the pur-
pose of overcoming damage reduction.

The DC is 13 for the Will save against this vampire's domination
ability, and for the Fortirude save to remove a negative level caused
by its energy dmin.

Possessions: +1 spiked chain, masterwork chain shire, pation of haste

SAMPLE ELITE VAMPIRE
This example uses a half-elf 9th-level
monk/4th-level shadowdancer as the
base creamre.

Elite Vampire, 1 3th-Level Half-Elf
Monk/Shadowdancer

Medium Undead (Augmented Humanoid)

Hit Dice: 13d12 {90 hp)

Initiative: +8

Speed: 60 fi. (12 squares)

Armor Class: 32 (+4 Dex, +6 natural,
+6 Wis, +1 inrrinsic, boacers.of
armor +3, ring of prolection +2,
touch 23, flar-foored 32

Base Artack/Grapple: +9/+14

Artack: Unarmed sirike +14 melee
(1d10+5 plus energy drain) or 42
keen kama +16 melee (1da+7) or £1
frost sling +14 ranged (1d4+1 plus 1dé
cold)

Full Attack: Unarmed serike +14/+14/+9
melee (1d10+5 plus energy drain) or +2
le¢en keama +16/+16/+11 melee
{1d6&+7) or +1 frost sling +14
ranged (1d4+1 plus 1d6 cold)

Space/Reach: 5 f./5 fr.

Special Attacks: Blood drain, children
of the night, create spawn, domi-
nate, energy drain, furry of blows,
ki strike (magic), shadow illusion,
sumion shadow

|Special Qualities: Alternare
form, damage reduction 10/silver and
magic, darkvision 60 fr., fast healing 5, -
gaseous form, half-elf traits, hide in

plain sight, improved evasion, purity of body, resistance to
cold 10 and electricity 10, shadow jump 20 ft., slow fall 40 ft,,
spider climb, still mind, uncanny dodge (Dex bonus to ACH,
undead traits, vampire weaknesses, wholeness of body

| Saves: Fort +7, Ref +16, Will +13
| Abilities: Str 20, Dex 19, Con —, Inr 12, Wis 22, Cha 12

Skills: Balance +22, Bluff +9, Climb +9, Hide +28, Jump +23,
Listen +16, Move Silently +28, Perform (wind instruments] 47,
Search +9, Sense Motive +14, Spot +16, Tumble +22

Feats: Alermness, Blind-Fight, Combar Reflexes, Deflect Arrows®, |
Dodge, Improved Initiative, Improved Disarm®, Lightning
Reflexes, Mobility, Spring Attack, Stunning Fist®

Environment: Temperate forests

Organization: Solitary

Challenge Rating: 15

Treasure: Double standard

Alignment: Always evil {any)
| Advancement: By character class
Level Adjustment: +8

Combat

This vampires unarmed strikes are treated as magle weapons for
the purpose of overcoming damage reduction.

The DC is 17 for the Will save against this vampires domination
ability, and for the Fortimide save to remave a negarive level caused
by its energy drain.

Flurry of Blows (Ex): Use the full artack action to make one
extra attack per round with an unarmed sirike or 3 special monk |
weapon at her highest base artack, making the extra attack either
with her +2 keen kama or unarmed

Ki Strike (Su): Digal damage 1o
creatures with damage reduc-|
tion using unarmed strike as
though with a magic weapon.

Shadow Wlusion (Spk Create
visual illusions from shadows
as silent image once per day.

Summon Shadow (Sp): Summon
one shadow companion, which
cannot be turned, rebuked, or com-
manded by others. 1f the shadow
is destroyed or dismissed, the

shadowdancer must succeed
ona DC 15 Fortitude save or
lose 800 XP (400 XP on a suc-
cessful save), A new shadow
cannot be summoned for a
year and a day,
Half-Elf Traits (Ex): Immu-
nity_to sleep spells and effects; +2
racial bonus on saves against
/ enchantment spells or effects; low-

light vision (can see twice as far as a
human in low-light conditions); +1
racial bonus on Listen, Spor, and

Search checks (already fig-

ured into the statistics given
here); +2 racial bonus on Diplomacy
and Gather Information checks.
Hide in Plain Sight (Su): Can use the
Hide skill even while being chserved as long
aswithin 10 feer of a shadow.

Improved Evasion (Ex): If the vampire makes |
a successful Reflex saving throw against an atrack

that normally deals half damage on a successful save
she instead takes no damage. In addition, she takes
only half damage on a failed save,




Purity of Body (Ex): Immunity 1o all diseases except for magi- action. (1f the base creature is not terrestrial, this power might

cal diseases such as mummy rot and lycanthropy. summon other creatures of similar power,) These creatures arrive

Shadow Jump (Sp): Travel instantaneously between shadows as a in 2dé rounds and serve the vampire for up to 1 hour.
dimension door spell, up 1o 20 feet per day, Dominale ($u}: A vampire can crush an opponent’s will just by

Slow Fall (Ex): A monk within arm’s reach of a wall takes, | looking onro his or her eyes. This is similar ro & gaze artack, excepr
damage as if the fall were 40 feet shorrer than it acrually is i .ithat the vampire must use a standard action, and those merely

Srill Mind (Ex): +2 bonus on saves against enchantment spells | {looking at it are not affected. Anyone the vampire targers must

land effects. | succeed on a Will save or fall instanily under the vampires influ-

Wholeness of Body (Su) Cure up 10 18 hir points of her own | ence as though by a dominate person spell (caster level 12th), The

Jwounds each day L _abiliry has a range of 30 feet.
Possessions: +2 keen kama, +1 frost sling, 10 +1 sling bullets, ring of pro- Create Spawn (Su) A humanoid or monstrous humanoid slain by
{ection +2, bracers of armor +3, periapt of Wisdom +4. avampire’s energy drain rises a5 ava mpire spawn (see the Yampire
o = Spawn entry, page 253) 1d4 days after burial,

CREATING A VAMPIRE If the vampire instead drains the victim's Constitution to 0 or
“Vampire" is an acquired remplate that can be added 1o any lower, the victim returns as 2 spawn if it had 4 or less HD and asa |
humanoid or monstrous humanoid creature (referred to hereafter vampire if it had § or more HD. In either case, the new vampire or
as the base crearure), (spawn is under the command of the vampire that created it and

i A vampire uses all the base creature’s statistics and special abili-| | remains enslaved unril its master’s desiruction. At any given rime |
| ties except as noted here, L _iavampire may have enslaved spawn tomling no more than twice

Size and Type: The creature’s type changes to undead (sug-|  lits own Hit Dice; any spawn it creares that would exceed this limir
mented humanoid or monstrous humanoid), Do not recalculate are created as free-willed vampires or vampire spawn. A vampire
base attack bonus, saves, or skill points. Size is unchanged that is enslaved may create and enslave spawn of its own, so o

Hit Dice: Increase all current and furure Hit Dice 1o d12s. master vampire can control o number of lesser vampires in this

Speed: Same as the base creature. If the base creature has g fashion. A vampire may voluntarily free an enslaved spawn in or-
swim speed, the vampire retains the ability to swim and is not vul- der to enslave a new spawn, bur once freed, a vampire or vampire
nerable to immersion in running water (see below). spawn. cannot be enslaved again.

Armor Class: The base crearure’s natural armor bonus im- Energy Dmain (Su); Living creatures hit by a vampires slam artack

| proves by +6, {or any other natural weapon the vampire might possess) gain wo|
Attack: A vampire retains all the arracks of the base ereature negative levels. For each negative level bewtowed, the vampire |
iand also gains a slam attack if it didn’t already have one. 1f the base guins § remporary hit points. A vampire can use its energy drain |
| creature can use weapons, the vampire retains this ability A cres- ability ence per round
{ture with narural weapons rerains those natural weapons, A vam Special Qualities: A vampire retains all the special qualities of
(pire fighting without weapons uses either its slum attack or its pri- the base creature and gains those described below !
{mary naturzl weapon (if it has any). A vampire armed with a Alternate Form (Sul: A vampire can assume the shape of a bar,
weapon uses its slam or a weapon, as it desires. dire bat, wolf, or dire wolf as a standard action, This abiliry is simi:
Full Attack: A vampire fighting without weapons uses either its lar to a palymorph spell cast by a 12th-level character, except that
slam artack (see above) or its natura] weapons (if it has any), 1 armed the vampire does not regain hit points for changing form and
with a weapon, it usually uses the weapon s its primary attack along,, must choose from among the forms mentioned here. While in its
with a slam or other natural weapon as.a natural secondary arack. | alrernate form, the vampire loses its natural slam attack and domi-
Damage: Vampires have slam artacks. If the base creature does | nate ability, but it gains the natural weapons and extraordinary
not have this artack form, use the appropriate domage value from | special attacks of its new form. It can remain in that form until it
the table below according 1o the vampire’s size. Creatures thar assumes another or until the next sunrise. (1f the base creature is
have other kinds of natural weapons retain their old damage not terrestrial, this power might allow other forms.
values or use the appropriate value from the table below, Damage Reduction (Su): A vampire has damage reducrion
whichever is berter, 10/silver and magic. A vampire’s natural weapons are treated as
Size Damage magic weapons for the purpose of overcoming damage reduction.
Fing 1 Fast Healing (Ex): A vampire heals 5 points of damage each
Riminutive 1d2 round so long as it has ar least 1 hit point. If reduced to 0 hit points

| Tiny 1d3 in combar, it automarically assumes gaseous form and attempts to

! Small 1d4 escape, It must reach irs coffin home within 2 hours or be utterly
Medium 1dé destroyed. (It can wravel up to pine miles in 2 hours) Any addi-
Large 1d8 tional damage dealt to a vampire forced into gaseous form has no
Huge 2d6 effect. Once at rest in its coffin, a vampire is helpless. 1t regains 1
Gargantuan 2d8 hit point after 1 hour, then is no longer helpless and resumes heal-
Colossal 4d6 ing at the rate of 5 hit points per round.

Special Attacks: A vampire retains all the special artacks of Gaseous Form (Su): As a standard action, a vampire can assume
the base creature and gains those described below. Saves have a gasenus form at will as the spell (caster level 5th), but it can remain |
DC of 10 + 1/2 vampire’s HD & vampire’s Cha modifier unless gaseous indefinitely and has a fly speed of 20 feer with perfect
noted otherwise, maneuverability |

Blood Chvain (Ex): A vampire can suck blood from a living victim Resistances (Exk A vampire has resistance to cold 10and electric-

{with its fangs by making a successful grapple check, 1f it pins the ity 10, !
{foe, it drains bleed, dealing 1d4 points of Constinution drain each Spider Clirnb (Ex): A vampire can climb sheer surfaces as though |
{round the pin is maintained. On each such successful arrack, the with a spider climb spell

| vampire gains 5 temporary hit points. | Tiern Besistance (Ex): A vampire has +4 turn resistance.

Children of the Night {Su): Vampires command the lesser crea- | Abilities: Increase from the base creature as follows: Sir =6,
tures of the world and once per day can call forth 1dé6+1 rat Dex +4, Int +2, Wis +2, Cha +4. As an undead creature, a vampire
swarms, 1d4+1 bat swarms, or a pack of 3ds wolves a5 2 standard | has no Constitution score.
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Skills: Vampires have a +8 mcial bonus on Bluff, Hide, Listen,
Move Silently, Search, Sense Motive, and Spot checks Otherwise
same as the bage creature,

Feats: Vampires gain Alertness, Combar Reflexes, Dodge,
Improved Initiative, and Lightning Reflexes, assuming the base
creature meets the prereguisites and doesn't already have these
feats,

Environment: Any, usually same as base creature.

Organization: Solitary, pair, gang (3=5), or troupe (1-2 plus.
2-5 vampire spawn

Challenge Rating: Same as the base creature +2.

Treasure: Double standard.

Alignment: Always evil (any),

Advancement: By character class

Level Adjustment: Same as the base creature <8

Vampire Weaknesses
For all their power, vampires have a number of weak:
nesses,

Repelling a Vampire: Vampires cannot tolerate
the strong odor of garlic and will not enter an area
laced with ir. Similarly, they recoil from a mirmor or
a strongly presented holy symbol. These things donf
harm the vampire—they merely keep it ar bay A
recoiling vampire must stay ar least 5 feer away
from a crearure holding the mirror
or holy symbel and cannot touch
or make melee artacks against the r
creature holding the irem for ’ﬂ ;
the rest of the encounter. Hold-
ing a vampire at bay takes a stan-
dard action

Vampires are also unable 1d
cross running water, although
they can be carried over it
while rtesting in their
coffins or aboard s ship.
Fhey are urterly unable o
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enter g home or other
building unless invited in
by someone with the
authority to do so. They
may freely enter public
places, since these are by
definition open 1o all

Slaying a Vampire: Reduc-
ing o vampires hit points o 0 or lower
incapacitates it bur doesn't always
destroy it (see the note on fast beal- |
ing). However, certain attacks can_ %
slay vampires.

Exposing any vampire
ter direct sunlight disori-
ents ir; It can take only a
single move action or
attack action .Jn.d is v =
destroyed utterly in the -
pext round if it cannot il'-h. 1
escape, Similarly, immers- e
ing a vampire in running water robs it of
one-third of its hit points each round until ir is
destroved at the end of the third round of immersion,

Driving a wooden stake through a vampire's heart
instantly slays the monster. However, it returns life if the stake
is removed, unless the body is destroyed. A popular rctic is 1o cus
off the crearure’s head and fill irs mouth with holy wafers (or their
equivalent).

Vampire Characters
Vampires are always evil, which causes characters of cerrain
classes 1o lose some class abilities, as noted in Chapter 3 of the |
Player’s Handbeok, In addition, certain classes take additional |
penalties

Clerics: Vampire clerics lose their ability to turn undead but
gain the ability to rebuke undead. This ability does not affect the
vampire’s controller ar any other vampires thar a masrer controls.

A vampire cleric has access to two of the following domains:
Chaos, Destruction, Evil, or Trickery.

Sorcerers and Wizards: Vampire sorcerers and wizards retain
their class abilities, but if 2 character has a familiar other than.a rat
or bat, the link between them is broken, and the familiar shuns its
former companion. The character can summon another familiar,
but it must be a rat or bat.

VAMPIRE SPAWN
Medium Undead

|Hit Dice: 4d12+3 (29 hp)
Initiative: +6
Speed: 30 ft. (6 squares)
Armor Class; 15 (+2 Dex, +3 natural), rouch 12, flat-foored 13
Base Attack/Grapple: +2/45
Artack: Slam +5 melee (1dé+4 plus energy drain
Full Artack: Slam +5 melee (1dé+4 plus energy
drain)
Space/Reach: 5 ft./5 fi.
Special Artacks: Blood drain, domination,
gnergy drain
Special Qualities: +2 turn resistance,
damage reduction 5/silver, darkvision
&0 fi., fast healing 2, gaseous form, resist-
ance to cold 10 and eleetricity 10, spider
climb, undead traies
Saves: Fort +1, Rel +5, Will 45
Abilities: Str 16, Dex 14, Con—, Int 13,
Wis 13, Cha 14
Skills: Bluff +6, Climb +8, Craft or
Profession (any onel +4, Diplomacy
+4, Hide +10, Jump +8, Listen +11,
Move Silently +10, Search +8, Sense
Motive +11, Spot +11
Feats: Alertness®, Improved Initiarive®,
Lightning Reflexes", Skill Focus
(selected Craft or Profession skill), Toughness
Environment: Any
Organization: Solitary or pack (2-5)
Challenge Rating: 4
Treasure; Standard
Alignment: Always evil (any)
Advancement:
Level Adjustment: —

-

This feral-looking ereature virtually
drips with ewil, Its garb 5 noble-look-
ing though in o state u_,*'d.;.r:pu-r. Its
dark red mouth s dominated by a

pair of viclous-looking caning tegth,

Vampire spawn are undead crea-
tures that come into being when vampires slay
mortals, Like their ereators, spawn remain bound
{to their coffins and to the soil of their graves.

Vampire spawn appear much as they did in life, although their
fearures are often hardened, with a predatory look.
Vampire spawn speak Common

Fawpire ppasen
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COMBAT
Vampire spawn use their inhuman sirength when engaging mor-
tals, hammering their foes with powerful blows and dashing them
against rocks or walls. They also use their gaseous form and Hight
abilities 1o strike where opponents are most vulnerable,

Blood Drain (Ex): A vampire spawn can suck blood from a
living victim with its fangs by making a successful grapple checl. |

I it pins the foe, it drains blood, dealing 1d4 points of Constitu-
ition drain each round. On each such successful drain arrack,
the vampire spawn gains 3 temporary hit pints,

Domination (Su): A vampire spawn can crush an oppo-
nent’s will fust by looking onto bis or her eyves. This is sim-
ilar to a gaze attack, except that the vampire must rake a
standard action, and those merely looking at it are not
affécted. Anyone the vampire targets must succeed on a
DC 14 Will save or fall instantly under the vampires
influence as though by a dominate person spell from a sthe
Jevel caster. The ability has a range of 30 feer. The
save DC is Charisma-based.

Energy Drain (Su): Living creatures hit by a vam-
pire spawn’s slam attack gain one negarive level. The
DC is 14 for the Fortitude save to remove a negative
level. The save DC is Charisma-based. For each such nega-
tive level bestowed, the vampire spawn gains 5 temporary hit
poings

Fast Healing (Ex): A vampire spawn heals 2 points of
damage each round so long as it has at least 1 hit point. 1f
reduced to 0 hit points in combat, ivawomatically assumes
gaseous form and aremprs o escape. 1t must reach its

\coffin home within 2 hours or be urterly destroyed. (Ir
can travel up to nine miles in 2 hours.) Once at rest in s
colfin, it is helpless, It regains 1 hit point after 1 hour,
then is no longer helpless and resumes healing at the e
of 2 hit points per round.

Gasecous Form (Su): As a standard action, a vampire
spawn can assume gaseous form at will as the spell (caster leve
ath), but it can remain gaseous indefinitely and has a fly speed
of 20 feer with perfecr maneuverability,

Spider Climb (Ex): A vampire spawn can elimb sheer surfaces

as though with a spider climb spell.

Skills: Vampire spawn have a +4 racial bonus on Bluff, Hide,

Lisren, Move Silently, Search, Sense Motive, and Spor checks.

VAMPIRE SPAWN WEAKNESSES
Vampire spawn are vulnerable to all attacks and effects that repel
or slay vampires. For details, see the Vampire entrg

VARGOUILLE

Level Adjustment; —

This creature looks like o hideous, distorted

Lwrithing tendrits, and its eyes bum with

Small Qursider (Evil, Extraplanar)

| Hit Dice: 1d8+1 (5 hp)

Initiative: +1

Speed: Fly 30 ft. (good) (6 squares)

Armor Class: 12 (+1 size, +1 Dex), touch 11, flar-foored 11
Base Attack/Grapple; <1/-3

Artack: Bite +3 melee (1d4 plus poison)

Full Artack: Bire +3 melee {1d4 plus poison)
Space/Reach: 5 fi./s ft

Special Artacks: Shriek, kiss, poison

\Special Qualities: Dackvision &0 fi.

\Saves: Fort +3, Ref +3, Will +3
|Abilities: Str 10, Dex 13, Con 12, Int 5, Wis 12, Cha §

| Skills: Hide +9, Intimidate 43, Listen +5, Move Silently +5,

Spot +5

Feats; Weapon Finesse

Environment: Tarterian Depths of Carceri
Organization: Cluster [2-5) or mob (6-11)

Challenge Rating; 2

Treasure: Mone

Alignment: Always neutral evil
Advancement: 2-3 HD (Small)

hurman head suspended from leatheny wings,
In place of hair, it is_crowned with

& menacing green flame.

These revolting creatures come
into the world from the deepest
pits of the plane of Carceri. They
haunt graveyards, ruins, and other |
places of death and decay

A vargouille is slightly larger than a
human head, about 18 inches high, with |
a wingspan of 4 feer. It weighs abour 10|
pounds !
Vargouilles speak Infernal.

COMBAT
Vargouilles artack by
biting with their jagged teeth.
Their special attacks make
them even more dangerous,
A vargouille’s natural weapons,
as.well as any weapons it wields,
are treated as evil-aligned for the purpose of overcoming damage

reduction,

Shriek {Su): Instead of biting, a vargouille can open its dis-
tended mouth and let out a terrible shriek. Those within 60 feer
{except other vargouilles) who hear the shriek and can clearly see
the creature must succeed on a DC 12 Fortitude save or be para-
lyzed with fear for 2d4 rounds or until the monster artacks them,
goes out of range, or leaves their sight. A paralyzed creanire is sus-
ceptible to the vargouille's kiss (see below). A creature that sue-
cessfully saves cannot be affected again by the same vargouille’s
shriek for 24 hours, The shriek is a mind-affecting fear effect, The
save DO is Constitution-based and includes a 1 racial bonus.

Kiss (Su): A vargouille can kiss a paralyzed rarger with a sue-
cessful melee touch attack. An affected opponent must succeed on
a DC 15 Fortitude save or begin a terrible transformation that
turns the crearure into a vargouille within 24 hours (and often |
miuch sconer: roll 1d6 separately for each phase of the transforma:
tion). First, over a period of 1d6 hours, all the victim's hair falls qur

Fargouilie

Within another 1d6 hours thereafter, the ears grow into leathery

wings, tentacles sprout on the chin and scalp, and the teeth)
become long, pointed fangs. During the next 1ds hours, the |
victim takes Intelligence drain and Charisma drain equal 1o 1

{point_per hour (to a minimum of 3). The ransformation is com-
\plete 1d6 hours later, when the head breaks free of the body

{which promptly dies) and becomes a vargouille,




This transformarion is interrupted by sunlighn, and even a day- COMBAT
light spell can delay death, but to reverse the transformarion re- Wights attack by hammering with their fists.
quires remove disease. The save DC is Constitution-based and Create Spawn (Su): Any humanoid slain by a wight |
includes a +4 racial bonus, becomes a wight in 1d4 rounds. Spawn are under the
Poison (Ex): Injury, Fortitude DC 12 or be unable to command of the wight that created them and remain
heal the vargouille's bite damage naturally or magi- enslaved until its death. They do not possess any of
cally. A neutralize poison or hea! spell removes the the abilities they had in life.
effect, while delay poison allows magical heal- Energy Drain (Su); Living crearures hit
ling. The save DC is Constitution-based and 2 by a wight's slam artack gain one negative
Ancludes a +1 racial bonus. e e level The DCis 14 for the Fortitude save to
remove a negative level, The save DC is

. iy
oy ¢ L U’; Charisma-based. For each such negarive
WI G HT 3 = P = level bestowed, the wight gains § temporary
= ¢ hit points.
Skills: Wights have a +8 racial bonus on |
Move Silently checks.

WILL-O’-WISP

Small Aberration (Air)
Hit Dice: 2ds (40 hp)
Initigtive: £13

Speed: Fly 50 fr. (perfect) (10 squares]

Armor Class; 29 (+1 size, +9 Dex, +9

deflection), rouch 29, fac-footed 20

Base Attack/Grapple: +6/—3

Attack: Shock +16 melee touch (2ds

electricity
Full Attack: Shock +16 melee touch
(2d8 elecrricity)

Space/Reach: 5 f./5 [t

Special Attacks: —

Spm:ial Qualities: Darkvision 60 fr.,
immuniry to magic, natural invisibiliy
Saves: Fort +3, Ref +12, Will 49
Abilities: Str 1, Dex 29, Con 10, Int 15, Wis 16,

Medium Undead
Hit Dice: 4d12 (26 hp)
Initiative: +1 : 1 \ ’
Speed: 30 ft. (6 squares) " _ : o
Armor Class: 15 (+1 Dex, ; 3\_
+4 matural), ouch 11, : _l-‘ \
flat-footed 14 :
Base Attack/Grapple:
+2/43
Attack: Slam +3 melee (1d4+1
plus energy drain)
Full Actack: Slam +3 melee
(1d4+1 plus energy drain)
Space/Reach: 5 fr./5 fr.
Special Attacks: Creare
spawn, energy drain
Special Qualities:
Darkvision &0 f1,,
undead traits
Saves: Fort +1, Ref +2,
Will +5
Abilities: Str 12, Dex 12,
Con—, Int 11, Wis 13, Cha 15

Skills: Hide +8, Listen +7, Move Silently +16, Spot +7 Cha 12

Feats: Alertness, Blind-Fight } Skills: Bluff +13, Diplomacy +3, Disguise #1 (43 acting),
Environment: Any Intimidate +3, Listen +17, Search +14, Spot +17, Survival +3
Organization: Solitary, pair, gang (3-5), or pack (+5 following tracks)

Feats: Alermess, Blind-Fight, Dodge.
Improved Inidative, Weapon Finesse”
Environment: Temperate marshes
Organization: Solitary, pair, or string
(3—4)
Challenge Rating: 6
Treasure: 1,/10 coins; 50% goods;
S0% liems
Alignment: Usually chaotic evil
Advancement: 10-18 HD (Small
Level Adjustment:

=11
Challenge Rating: 3
Treasure: None
Alignment: Always lawful evil
Advancement; 5-8 HD (Medium)
Level Adjustment: —

This creature resembles o human corpse, (55 ieild,
frantic eyes burn with malevolence, The leathery,
desiccated flesh is drawn tight acress its bones,
cand _the teeth have grown_into sharp, jogged
neddes.
This creature seems to be nothing but rIfan:HII"p
Wights are undead creatures given a sem- glowing sphere of light.
blance of life through sheer vielence and
hatred. A wight's appearance is a weird and
twisted reflection of the form it had in life

Wights lurk in barrow-mounds, catacambs,
and other places thick with the aura of death,
where they nurture their hatred. They seek 1o
destroy all life, filling gravevards with theit vie-
tims and populating the world with theic horrid
progeny.

A wight is about the height and weight of a
human

Wights speak Common.

Will-g-wisps are evil creatures that feed
on the powerful emotions associated with
panic, horror, and death. They delight in |
luring travelers into deadly peril, then
absorbing the resulting emanations,
Will-o-wisps can_be_yellow, white,
green, or blue, They are easily mistaken for |
lanrerns, especially in the fopgy marshes.
and swamps where they reside.

o A will-o“wisp's body is a globe of spongy
H _material abour 1 foot across and weighing

W ili-o™wrsp




about 3 pounds, and irs glowing body sheds as much light as s

torch.
Will-o-wisps speak Common and Auran. They have no

|
vocal appararus but can vibrate to create a voice with a ghr:nstlg."--w}

spund.

COMBAT

LWill-o-wisps usually aveid combar. They prefer 1o
confuse and bewilder adventurers, luring them inte
morasses or other hazardous places. When they are
forced to fight, they loose small elecrrical shocks,
{which act as melee wouch amacks.

Immunity to Magic (Ex}: A will-o“wisp is im-
mune to most spells or spell-like abilities thar allow
spell resistance, except magic missile and maze

MNatural Invisibility (Ex): A startled or frightened
(will-o'-wisp can extinguish its glow, effectively becom-
Jing inyvisible as the spell.

WINTER WOILF

Large Magical Beast (Cold)

Hit Dice: 6d10+15 (51 hp)

Initiative: +5

Speed: 50 ft. (10 squares)

Armor Class; 15 (1 size, +1 Dex. +5 natural), rouch 10,

flar-footed 14

| Base Attack/Grapple: +6/+14

|Artack: Bite +9 melee (1d8+6 plus 1de cold)

Full Attack: Bite +9 melee (1d8+6 plus 1d6 cold)

Space/Reach: 10 fi./5 ft - .

Special Artacks: Breath weapon, freezing bite, trip
\Special Qualities: Darkvision &0 ft., immuniry to cold
low-light vision, scent, vulnerability 1o fire
Saves: Fort +8, Ref +6, Will +3
Abilities; Str 18, Dex 13, Con 16, Int @, Wis 13, Cha 10
Skills: Hide -1%, Listen +&, Move Silently +7, Spor +6, Survival
+1%
Feats: Alertness, Improved Initdative, Track
Environment: Cold foress
Organization: Solitary, pair, or pack (3-5)
Challenge Rating: 5
Treasure: 1,10 coins; 50% goods; 50% items
Alignment: Usually neureal evil
Advancement: 7-9 HD (Large); 10-18 HD {Huge)
Level Adjustment: 3 (cohort)

 This creature looks like o white wolf with iy blue eyes, It stands os tall as
@ horse, and its breath smokes with cold,

Dangerous predators of the tundra and other chill regions, winter
wolves pursue prey relentlessly, They rarely give up the chase uniil
they bring down their quarry.

Winter wolves are more intelligent than their smaller cousins
and somerimes associare with other evil crearures of their cold
homelands, such as (rost giants, whom they serve as scouts.
hunters, and mrackers.

A winter wolf grows sbout & feet long and stands abour 41,2
feerar the shoulder. Irweighs abour 450 pounds,

Winter wolves can speak Giant and Common

COMBAT :

| Winter wolves typically hunt in packs. Their size, cunning, and
Hormidable breath weapon allow them to hunt and kill creatures
much larger than themselves. A pack usually cireles an opponent,

each wolf attacking in turn to exhause it If they're in o hurry, |

white wolves try 1o pin their foes

Breath Weapon (Su): 15-foot cone, once every.,
1d4 rounds, damage 4dé cold, Reflex DC 16 half |
The save DC is Constitution-based |

Freezing Bite (Su) A winter wolf
deals.an exira 1dé points of cold damage
every time it bites an opponent, as if its
bite were a frost weapon.

Trip (Ex): A winter wolf thar hirs with a bire artack can attempr
to trip the opponent (+8 check modifier) as a free action without
making a touch attack or provaking an attack of opportunity. If
the attempt fails, the opponent cannot react to trip the winter
wolf

Skills: Winter wolves have 2 +1 racial bonus on Listen, Move
Silently, and Spot checks.

Winter wolves have 3 42 racial bonus on Hide checks. *Their
natural coloration grants them a +7 racial bonus on Hide checks in
areas of snow and ice.

A winter wolf has a +4 racial bonus on Survival checks when
tracking by scent.

WORG

Medium Magical Beast

Hit Dice: 4d10+8 (30 hp)

Initiative: +2

Speed: 50 ft. (10 squares)

Armor Class; 14 (+2 Dex, +2 natural), touch 12, flar-footed 12
Base Attack/Grapple: +4/+7

Artack: Bite +7 melee (1de+4)

Full Actack: Bite +7 melee (1d6+4)

|Space/Reach: 5 fr./5 fi.

Special Attacks: Trip 4

,Special Qualities; Darkvision 60 ft., low-light vision, scent
iSaves: Forr+6, Bef +6, Will +3

Ahilities: Str 17, Dex 15, Con 15, Int &, Wis 14, Cha 10

|Skills: Hide +4, Listen +6, Move Silently +6, Spot +6,

Suryival +2*



Feats: Alermness, Track

Environment; Temperate plains

Organization: Solitary, pair, or pack (6=11)
Challenge Rating: 2

Treasure: 1/10 coins; 50% goods; S0% irems
Alignment: Usually neutral evil

Advancement: 5—6 HD (Medium}; 7=12 HD (Large)
Level Adjustment: 1 (cohor)

This beast looks like a dark-colored wollwith @ malevolent imelligence in

its face and eyes,

Worgs are sinister wolves that have artained some intelligence and
an evil disposition. They sometimes associate with other evil
beings, particularly goblins, whom they serve as mounts and
guardians

Worgs usually live and hunt in packs. Their favored prey is large
herbivores. Although they rypically stalk and kill young, sick, or
weak animals, they don't hesitate o hunt humanoids, particularly

when game is scarce. Worgs may stalk humanoid prey for hours or |

even days before attacking, and choose the most advantageous ter
rain and rime of day to do so (during the predawn hours, for
example)

A typical worg has gray or black fur, grows 1o 5 feer long and
stands 3 feer tall ar the shoulder. It weighs 300 pounds

More intelligent than their smaller cousing, worgs speak their
own language. Some can also speak Common and Goblin

COMBAI

Mated pairs or packs work together to bring down large game, |
while lone worgs usually chase down erearures smaller than
themselves. Both often use hirand-run racrics ro exhaust their
quarry. A pack usually circles a larger opponent: Each wolf artacks
in turn, biting and retrearing, until the creature is exhausted, at
which point the pack moves in for the kill. If they gerimpatient or
heavily surnumber the opponent, worgs attempt 1o pin it

Trip (Ex): A worg that hirs with a bite attack can attempt 1o trip
the opponent (+3 check modifier) as a free action without making |
a touch atrack or provoking an arrack of opportuniry. If the
attempt fails, the opponent cannot react to trip the worg,

Skills: A worg has a +1 racial bonus on Listen, Move Silently,
and Spot checks, and a +2 racial bonus on Hide checks

*A worg has a +4 racial bonus on Survival checks when macking
by scent

WRAITH:

This creature is a sinister, spectral figure robed in darkness. [t has no wisi-
ble features or appendages, except for the glowing red pinpoints of ifs eyes.

Wraiths are incorporeal creatures born of evil and darkness, They
despise all living things, as well as the light that nurtures them.

In some cases, the grim silhoverre of a wraith might appear
armored or outfitted with weapons. This appearance does not
affect the creature’s AC or combat abilities bur only reflects the
shape it had in life.

N Fima o .
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A wraith is abour as 1all as a human, while a dread wraith is
roughly the size of an ogre. Since both are incorporeal, they are
weightless.

Wraiths speak Common and Infernal,

COMBAT

|Both the wraith and the dread wraith share the following
{abilities.

Unnatural Aura (Su): Animals, whether
\wild or domesticated, can sense the unnaru-
{ral presence of a wraith ar a distance of 30
teer, They will nor willingly approach
;nearer than that and panic if forced 1o do

s0; they remain panicked as long as they are
within that range.

Daylight Powerlessness (Ex): Wraiths are
utterly powerless in natural sunlight (not
ymerely 2 daylight spell) and flee from it

WEAITH
Close combat with a wraith is dangerous, thanks
to its deadly touch.

Constitution Drain (Su): Living crea-
tures hit by a wraith's incorporeal touch
attack must succeed on a DC 14 Fortitude
save or take 1d6 points of Constitution
|drain. The save DC is Charisma-based. On
leach such successful artack, the wraitk
|gdins 5 temporary hit poins,

Create Spawn (Su): Any humanoid slain by a wraith becomesa
iwraith in 1d4 rounds. Its body remains intact and inanimate, but
Lits spirit is torn free from its corpse and transformed. Spawn are
under the command of the wraith that created them and remain

H¥yaith

o et

Level Adjustment:

Wraith
Medium Undead (Incorporeal)

Hit Dice: sd12 (32 hp)

Initiarive: +7

Speed: Fly 60 fi. (good) (12 squares)

Armor Class: 15 (43 Dex, +2 deflection), touch 15, flar-foored 12

Base Attack/Grapple: +2/—

Artack: Incorporeal rouch +5 melee (1d4 plus 1dé
Constitution drain}

Full Attack: Incorporeal touch +5 meles (1d4 plus 1dé
Constitution drain)

Space/Reach: sir/sfr

Special Artacks: Consritution drain, create spawn

, Special Qualities: Darkvision a0 fr., daylight powerlessness,

incorporeal trafts, +2 turn resistance,
undead traits, unnatural aura

Saves: Fort +1, Ref+4, Will +&

L Abilities: Str—, Dex 16, Con

Int 14, Wis 14, Cha 15

Skills: Diplomacy +6, Hide +11, Intimidare +10,
Listen +12, Search +10, Sense Motive +8,
Spot +12, Survival +2 (+4 following tracks)

Feats: Alertness”, Blind-Fight, Combat Reflexes,
Improved Initiative®

Environment: Any

Organization: Solitary, gang (2-5), or pack (6—11)

Challenge Rating: 5

Treasure: MNone

Alignment: Always lawful evil

Advancement: 610 HD (Medium)

enslaved until its death, They do not possess any of the abilities
they had in life,

DREAD ‘lp'-."R;-".i IH

The oldest and most malevolent wraiths
lurk in the depths of forgotten tem-
_ples and other forsaken places. They

can sense the approach of living crea-

h, -tues, and hunger for them. Despite its

%' size, the dread wraith possesses un-
earthly quickness, and makes use of its
Spring Artack feat and napural reach o

’\\ strike with deadly effect and melt

back into the shadows—aor the walls.

Lifesense (Su) A dread wraith
notices and locates living creatures
within 60 feer, just as if it possessed

[ theblindsight ability. 1t dlso senses the

' strength of their life force sutomari-

g cally, as if it had cast deathwatch,

Constitution Drain (Su): Living crea-

tures hit by a dread wraith's incorporeal touch
artack must succeed on a DC 25 Fortitude save
or take 1d8 points of Constinution deain, The save

DC is Charisma-based. On each such successtul arrack,

the dread wraith gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a dread wraith |
becomes a wraith in 1d4 rounds. Its body remains intact and |

inanimate, but its spirit is torn free from its corpse and |
transformed, Spawn are under the command of the wraith that
created them and remain enslaved untl its death. They do not pos-,
sess any of the abilities they had in life,

Dread Wraith

Large Undead {Incorporeal)

16d12 (104 hp)

+13

Fly 60 fr. (good) (12 squares)

25 (~1 size, +9 Dex, +7 deflection), touch 25, flar-footed 16
Ry

Incorporeal touch +16 melee (2d6 plus 1d8
Constitution deain)

Incorporeal touch +16 melee (2d6 plus 1d8
Constitution drain)

10 fe/10f

Constitution drain, creste spawn

Darkvision 60 fi., daylight powerlessness, incorporeal
rrairs, lifesense 60 fi., undead rraits, unnatural aura

Fort +5; Ref +14, Will #14

Sir—, Dex 28, Con—,

Int 17, Wis 18, Cha 24

Diplomacy +9, Hide +24, Intimidate +2&,
Knowledge (religion) +22, Listen +25, Search +22,
Sense Motive +23, Spot +25, Survival +4

(+6 following tracks)

Alertness®, Blind-Fight, Combat Reflexes,

Dodge, Improved Initiative®, Improved Narural
Atrack {incorporeal touch), Mobility, Spring Attack
Any

Solitary

11

Mone

Always lawful evil

17-32 HD (Large)



COMBAIT
WYV E RN Wyverns are rather stupid but always aggressive: They artack )|

Large Dragon nearly anything that isn't obviously more powerful than |
Hit Dice: 7d12+14 (59 hp) themselves. A wyvern dives from the_air,
Initiative: +1 snatching the opponent with its talons and
Speed: 20 ft. (4 squares), fly 60 fr. (poor ; sringing ir 1o death

A wyvern can slash with its talons
only when making a flyby amack.
Improved Grab (Ex): To use
this ability, a wyvern must,
hit with its talons. It can
then attempt fo starta
g:applc as. a_free
action without
provoking an
artack of op-
portunicy. 1t
it wins the

Armor Class; 18 (=1 size, +1 Dex,
+8 natural), rouch 10,
flar-footed 17

Base Attack/Grapple: +7/+15

Attack: Sting +10 melee
[1d6+4 plus poison)
or ralon +10 melee
{2d6+4) or bite +10
melee (2d8+4) y

Full Attack:
Sting +10.meles
(1d6+4 plus poison)

and bite +8 grapple,
melee check, it
(2d8+4) establishes a
and hold and stings.
2 wings Poison (Ex):

Injury, Fortitude
DC 17, inirial
and second-
ary damage
2dé Can.
The save DC is
Constiturion-

based.
Skills: Wyverns have a
+3 racial bonus on Spot checks.

+8 melep
(1d8+2) and 2 talons
+8 melee (2d6+4)
Space/Reach: 10 f1./s fr.
Special Artacks: Poison,
improved grab
Special Qualities: Darlvision
60 ft., immunity to sleep and
paralysis, low-light vision, scent
Saves: Fort +7, Ref +6, Will +6
Abilities: Str 19, Dex 12, Con 15,
Inr 6, Wis 12, Cha 9
Skills: Hide +7, Listen +13, Move
Silently +11, Spor +16

WFyvern

X1l

Feats: Ability Focus Medium Outsider (Extraplanar)
(poison), Alertness, Flyby Amack, Multiattack® Hir Dice: 5d8+10{32 hp)

Environment: Warm hills | Initiative: +7

Organization: Solitary, pair, or flight (3-5) Speed: 40 ft. (B squares)

#  Armor Class: 20.(+3 Dex, +7 natural), rouch 13,
flar-footed 17
Base Attack/Grapple: +5/+7
Artack: Short sword +7 melee (1dé+2/19-20) or claw +7 melee
(1d4+2) or longbow +8 ranged (1d8/<3)
Full Attack: 2 short swords +5 melee (1dé+2/19-20,
1d6+1,/19-20) and 2 claws +5 melee (1d4+1); or 4 claws
+5 melee (1d4+2, 1d441); or 2 longbows +4 ranged
{1d8/=3)
Space/Reach: 5 fr./s fi.
Special Attacks: Implanr, improved grab,
paralysis
Special Qualities: Darkvision 60 ft,
planewalk, spell resistance 21
Saves: Fort +6, Ref +7, Will 45
Abiliries: Sir 15, Dex 16, Con 15, Ing 12,
Wis 12, Cha 11
Skills: Balance +13, Climb +10, Diplomacy
+2, Escape Arrist +11, Intimidare 8,
Listen 49, Move Silently +11, Sense
Motive +8, Spot +9, Tumble +11, Use
Rope +3 (+5 with bindings)
Feats: Improved Initative,
== Multiartack”, Muldweapon
Fighting

Challenge Rating: &

Treasure: Standard

Alignment: Usually neuwrral

Advancement: 5-10 HD {Huge};
1121 HD (Gargannian)

Level Adjustment: —

| This_two-legged lizard is bigger than an_ogre, It
has a long tail tipped with a_thick knot of carti-
lage from which o stinger protrudes much like
that of @ scorpien, It has leathery bat wings
and huge jaws filled with long, sharp teeth,

A distant cousin to the mmue dragons, the wyvern isa
huge flying lizard with a poisonous stinger in irs tail.

A wyvern does not have a strong odor, although its

lait might smell of a recent Lill.

A wyvern's body is 15 feet long, and dark brown to
.gray; half that lengeh is tail, Irs wingspan is
(abour 20 feer A wyvern weighs abour one

ton.

| Wyverns speak Draconic, but usually
|don't bother with anything more elabo-
rate than a loud hiss or a deep-
throated growl much like that of a bull
alligator.




Environment: Ethereal Plane

Organization: Solitary or gang (2-5

Challenge Rating;: &

Treasure: Standard

Alignment: Always lawful evil

Advancement: &8 HD (Medium}; 9-15 HD (Large)
Level Adjustment: <4

.penetrating eyes. It is not quite as tall gs.o human.
| Malevolent in the extreme, xills are known for brutality and roral-

cruely.

Some xills are barbaric and fierce; others are more civilized
creatures who rely on brutal order.

A xill stands 4 to 5 feet rall and weighs abour 100 pounds.,

Xills speak Infernal.

COMBAT

Xills are dangerous opponents,
attacking with all four limbs.
More civilized ones use
wedapons, usually fighting
with two at a time so as 1o leave
two claws free for grab attacks.

Rills rypically lie in wait on
ithe Ethereal Plane for suitable
lprey to happen by, then
{ambush it _using their
{planewalk ability. They make full
\use of their Tumble skill in
icombat: Usually, one or two
tdistract physically powerful
enemies by atracking, then
assuming a defensive stance
while their fellows maneuver
to advantage.

Implant (Ex): As a stan-
dard action, a xill can lay eggs inside a paralyzed creature, The |

from inside. A remove disease spell rids avictim of the egg, as does a
D 25 Heal check, If the check fails, the healer con try again, but
each attempt (successful or not) deals 1d4 points of damage 1o the
putient.

Improved Grab (Ex): To use this ability, a xill must hit with one
or more claw artacks. It can then attempt to start a grapple as a free

‘action withour provoking an attack of opportuniry. It receives a +2
bonus on the grapple check for each claw thae hits. 1f it wins the

cgrapple check and maintains the hold in the next round, it auto-
matically bites the foe at that time, The bire deals no damage but
injects a paralyzing venom.

Paralysis (Ex): Those bitten by a xill must succeed on a DC 14
Fortitude save or be paralyzed for 1d4 hours. The save DC is Con-
stitution-based,

Planewalk (Su): These planar travelers like to slip berween the
folds of space to artack enemies as though from thin alc They can
cross from the Ethereal Plane with a move action but take 2 rounds
1o cross back, during which time they are immobile, As a xill fades

,mway, it becomes harder to hit: Opponents have 2 20% miss chance in
(the first round and 2 50% miss chance in the second. A xill can
| planewall; with a willing or helpless creature.

XILL CHARACTERS

the following domains: Evil, Law, Strength, or Travel

260

XORN:

.Thr'j quasi-reptilion creature has four arms,_brght red scales, and dark, |

itarianism. They combine a healthy dose of evil with a keen love of

young emerge about 90 days later, literally devouring the host,

This bizarre creature has a wide body mede of o pebbly, stonelike mate-
ral. It has a large, powerful mouth on top of its head, with three Jong |

[arms, tipped with sharp talons, symmetncally positioned arownd it
| Betweert the armis are large, stong-ldded eyes that see in all directions. At
Jits base are three thick, short legs, each directly beneath an eye.

Xorns are scavengers from the Elemental Plane of Earth.
Minor xorns are about 3 feet tall and wide and weigh abour 120

.pounds. Average xorns are abour § feer tall and wide, weighing

sbour 600 pounds, Elder xorns are abour 8 feet 1all and wide and
weigh about 2,000 pounds
Xorns speak Common and Terran

COMBAT

| Xorns do not attack fleshly beings except to defend themselves
Jar their property, since they cannot digest meat. Xorns are indif-
ferent to creatures of the Material Plane—with the |
sole exception of anyone carrying a significant
amount of precious metals or minerals,
which xorns ear. They can smell food up 1o 20
. [eet away. A xorn can be quire aggres-
sive when seeking food, especially on
the Material Plane, where such suste-
nance is harder 1o find than it is on s
native plane, _
A xorn's favorite mode of |
attack is o wait just beneatha |
stone surface until a_foe
comes within_reach, then,
emerge suddenly. Groups of xorns
often send one of their number to the sur-
face to negotiate for food while the remain-
der position themselves for a surprse attack,
All-Around Vision (Ex) A xorn's symmet-
_ rically placed eyes allow it 1o look in any
direction, providing a +4 racial bonus on
Spot and Search checks. A xom canit be flanked.

Earth Glide (Ex): A xorn can glide through stone, dirt, or
almost any other sort of earth except metal as easily as a fish swims
through warer. Irs burrowing leaves behind no tunnel or hole, nor
does it create any ripple or other signs of its presence. A move earth
spell cast on an area containing 4 burrowing xorn flings the xorn
back 30 feet, stunning the ereature for 1 round unless it succeeds
on o DC 15 Fortinde save,

e

YETH HOUND

A gang of xills is often led by a cleric. A xill cleric has access to two of

Medium Outsider (Extraplanar, Evil)

Hit Dice: 3d8+6 (19 hp)

Initiative: +6

Speed: 40 fr. (8 squares), fly 60 ft. (good)

Armor Class: 20 (+2 Dex, +8 natural), touch 12, Har-foored 18

Base Attack/Grapple: +3/+6

Attack: Bite +6 melee (1d8+4)

Full Arrack: Bite +6 melee (1d8+4)

Space/Reach: 5 fr./5 ft.

Special Attacks: Bay, mip

Special Qualities: Damage reduction 10/silver, darkvision 60 fr., |
flight, scent

Saves: Fort +5, Ref <5, Will +5

Abilities: Srr 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10

\Skills; Listen +11, Spot +11, Search +7, Survival +11 (+13 follow-

ing tracks)®

\Feats; Improved Initiative, Track



Minor Xorn Average Xorn Elder Xorn

Small Outsider Medium Outsider Large Outsider
{Extraplanar, Earth) {Extraplanar, Earth) {Extraplanar, Earth)

Hir Dice: 3d8+9 (22 hp) 7dB+17 (48 hp) 15d8463 (130 hp)

Initiative; +0 + +0

Speed: 20 ft. (4 squares), burrow 20 fr. 20 fr. (4 squares), burrow 20 ft. 20 fr. {4 squares), burrow 20 fr.

Armor Class: 23 (+1 size, #12 natural), 24 (+14 natural}, 25 (=1 size, +16 natural),
touch 11, flat-footed 23 touch 10, flat-footed 24 touch 9, flat-footed 25

Antack: Bite +6 melee (2d8+2) Bire +10 melee (4d6+3) Bite +21 melee (4d8+7)

Full Attack: Bite +6 melee (2d8+2) and Bite +10 melee (4d6+3) and Bite +21 melee (4d8+7) and
3 clows +4 melee (1d3+1) 3 claws +8 melee (1d4+1) 3 claws +19 melee (1d643)

| Space/Reach: s fr./sfL sfe/sh 10 fr./to fr.

Special Artacks: — — —

Special Qualities:  All-around vision, earth glide, All-around vision, earth glide, All-around vision, earth glide,
damage reduction 5/bludgeoning, damage reduction 5/bludgeoning, damage reduction s/bludgeoning,
darkvision &0 fr., immunity to cold darkvision 60 ft.. immunity 1o darkvision 60 ft.; immunity to cold
and fire, resistance to electricity 10, cold and fire, resistance o and fire, resistance fo
rremorsense 60 fr, electricity 10, rremorsense 60 fr.  electricity 10, remorsense 60 ft.

Saves: Fort +5, Ref +3, Will +3 Fort +7, Ref +5, Will +5 Eort +13, Ref +9, Will +9

Abilities: Str 15, Dex 10, Con 15, Str 17, Dex 10, Con 15, Str 25, Dex 10, Con 19,

Int 10, Wis 11, Cha10 [ne 10, Wis 11, Cha 10 Inc 10, Wis 11, Cha 10

Skills: Hide +10, Intimidare +3, Knowledge  Hide +10, Intimidate +10, Hide +14, Intimidare +18,
{dungeoneering) +6, Listen +6, Knowledge(dungeoneering) +10, Knowledge (dungeoneering) +18,
Move Silently +3, Search +6, Spor+8,  Listen +10, Move Silently +10, Listen +18, Move Silently +18,
Survival +6 (+8 following tracks Search +10, Spot +10, Survival+10  Search +22, Spot +22, Survival+18
or underground) (#12 following tracks (+20 following tracks

or underground) or underground)

Feats: Multiarack, Toughness Cleave®, Multiattack, Awesome Blow, Cleave®, Grear

Power Attack, Toughness Cleave, Improved Bull Rush,
Multiartack, Power Attack,
Toughness

Environment: Elemental Plane of Earth Elemental Plangs of Earth Elemental Plane of Earth

Organization: Solitary, pair, or cluster (3-5) Salitary, pair, or cluster (3-5) Solirary, pair, or party (6-11)

Challenge Rating: 3 fi 5

Treasure: Mone None Mone

Alignment: Usually neutral Usually neutral Usually neurral

Advancement: 46 HD (Small) g-14 HD {Medium) 16-21 HD (Large}

22-45 HD (Huge)

Level Adjustment: — - —

Environment: Gray Waste of Hades A yeth hound's narural weapons, as well as any weapons it

Organization: Solitary, pair, or pack (6-11) wields, are treated as evil-aligned for the purpose of evercoming

Challenge Raring: 3 damage reducrion.

Treasure: None

Alignment: Always neutral evil

Advancement: 4-6 HD (Medium), 7-9 HD (Large)
Level Adjustment: +3 (cohort)

| This creature looks something like an oversized grephound
with dull black fur. ts eyes glow cherry red,

These fearsome flying hounds glide low over the
countryside at night, seeking likely prey.

A veth hound stands 5 feer il at the
shoulder and weighs about 400
pounds.

Yeth hounds cannot
speak, but understand
Infernal.

COMBAT
Yeth hounds hunt
only at night. They fear the sun and
never venture oul in dn?ﬂgi‘l:. even if
their lives depend on it

Teth
Doured
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Bay (Su): When a yveth hound howls or barks, all creatures

except other evil outsiders within a 300-foot spread must succeed
on a DC 11 Will save or become panicked for 2d4 rounds, This is
sonic mind-affecting fear effect. Whether or nor the save is suc-

cessful, an affected creature is immune to the same hound's bay for |

24 hours. The save DC is Chariema-based,

Trip (Ex): A veth hound that hits with its bite artack can
lartempt to trip the opponent (43 check modifier) asa /°
Uree action without making a touch attack or provok- |

ing an artack of opportunity. I the attempt fails, the
|ppponent cannot react to trip the yeth hound.

Flight (Su): A yeth hound can cease or
,resume flight as a free acrion. i

Skills: A veth hound has a +4

racial bonus on
Survival checks
when_tracking
ybry scent.

. : i

YRTHAK i

Huge Magical Beast

Hit Dice: 12d10+36 (102 hp)

Initiative: +6&

Speed: 20t (4,
squares),
fly 60 fr.
{average) :

| Armor Class: 18"
=2 size, +2 Do i3

X
+8 narural),
touch 10,
flar-footed 16
| Base Attack/Grapple:
+12/+25

Artacl: Bite +15 melee {2d8+5) or sonic lance

+12 ranged touch (6de) Tithak

Full Attack: Bite +15 melee (2d8+5) and 2 claws +13
melee (1d6+2); or sonic lance +12 ranged touch (6dé)

Space/Reach: 15 fr./10 fi.

Special Attacks: Sonic lance, explosion

Special Qualities: Blindsight 120 fr., immunities, vulnerability
to sonic

Saves: Fort +11, Ref +10, Will +5

Abilities: Str 20, Dex 14, Con 17, Int 7, Wis 13, Cha 11

Skills: Listen +12, Move Silently +10

Feats: Endurance, Flyby Attack, Improved Initiative,
Multiattack, Snatch

| Environment: Temperate mountaing

|Organization: Solitary or clutch (2-4)

Challenge Rating: 9

Treasure: None

Alignment: Often neutral

Advancement: 13-16 HD (Huge}; 17-36 HD (Gargantuan)

Level Adjustment; —

This creature resembles an gyeless, vellow-green flying reptile with fleshy
wings, a long tail, and o large fin on its back, It has single horlike protru-
sign an its crocodilion fead

A strange predator from desolate wastelands, the yrehak termorizes
|the area it inhabits 4 an always hungry dogon might.
i Ayrthak is blind. It senses sound and movement by means of a
special organ on s long tongue. It emits powerfully focused
beams of sound from the protrusion on its head. The creanre is a

yellowish-green color, with the wings and fin being more yvellow |

and the head and body more green. The teeth are vellow

Yrthaks are crafty and devious, They are omnivorous but prefer
meat. An yrthak keeps a nest high in its isolated mountain lairand |
may travel for days in search of food, returning only infrequently. |
Yrthaks are sometimes seen swooping 100 feet or more above the |

ground, attempting 1o sense prey.
A yrihak is about 20 feet long, with a wingspan of 40
feet. It weighs about 5,000 pounds.
Despite their intelligence, yrthaks do not speak.

SN COMBAT

: ..k A yrthak prefers to artack from the air, strafing |
> the ground with sonic artacks or snatching up
and dropping prey (eventually landing to
devour the flatrened mess). .
Sonic Lance (Su) Once every
“._ - 2rounds, ayrthak can
"“'\\ focus sonic energy
in a ray up to 60
feet long. Thisisa,

- ranged touch at-
! r tack that deals
\ o ad6_points of
S B damage to a single
e GALgeL

Explosion (Su): A
yrihak can fire its

=  _sonic lance at)
e
g

the ground, a large
rock, 4 stane wall, ot
L the like to create an
v explosion of _shartered
stone. This attack deals 2d6 points of piercing
damage to all within 10 feet of the effect's center. :

This counts as a use of the sonic lance attack and thus is usable
only once every 2 rounds, and never on the round following a
sonic lance attack.

Blindsight (Ex): A yrthak can ascertain all foes within 120 feet.
Beyond that range ir is considered blinded. Yrthaks are invulnera-
ble to gaze attacks, visual effects of spells such as illusions, and
other attack forms that rely on sight.

A yrthak whose sense of hearing is impaired is effectively
blinded, treating all targets as having total concealment.

Immunities: Yethaks have immunity to gaze ateacks, visual
effects, illusions, and other attack forms that rely on sight,

Skills: Yrthaks have a +4 racial bonus on Listen checks

YUAN-TI

The yuan-ti are descended from humans whose bloodlines have
been mingled with those of snakes. Their evilness, cunning, and
ruthlessness are legendary

Yuan-ti constantly scheme to advance their own dack agendas.
They are calculating and suave enough to form alliances with
other evil creatures when necessary, but they always put their own
interests first, |

All yuan-ti possess some snakelike features, and many have |
snike body parts. _

Yuan-ti speak their own language, plus Common, Draconic, and |
Abyssal.

COMBAT

\Yuan-ti are geniuses and fight as such. They plan elaborate traps
and utilize their surroundings superbly in combar, preferring



ambushes to direct confronmation. They also prefer ranged attacks
and spells to melee,

In a mixed group, the least valuable and powerful atack first.
This means thar the purebloods go before the halfbloods, which

go before the sbominations, The group leader may order particular.
members forward before others if that makes for beter straregy.,
Alternate Form (Sp): All yuan-ti can assume the form of a Tiny 1o
Large viper (see the Snake entry, page 280) as.a psionic abiliry, This
{ability is similar vo 2 polymorph spell (caster level 19ch), bur a yuan- |
.ti does not regain any hit poinis for changing form, and it can.only |

|assume viper forms, The yuan-ti loses its natural weapons (if any)
{and gains the natural weapon of the viper form it assumes. If the
yuan-ti has a poisonous bite of its own, it uses its own or the viper's
poison, whichever is more potent.

Detect Poison (Sp): All yuan-ti have the psionic ability to detect
paison a5 the spell (caster level sth).

YUAN-TI CHARACTERS
 The favored class for yuan-ti purebloods and
| halfbloods is ranger. Yuan-tiabominations SSFRe
favor the cleric class. Yuan-ti clerics wor-
ship Merrshaulk. A yuan-ti cleric has
access o two of the following do-
mains; Chaos, Evil, Destrucrion, or
Plant.

YUAN-TI SOCIETY

|The yuan-ti are devout wor-
shipers of evil. They also hold
{all reptiles in high esteem. The
icenter of yuan-t life is the

temple, and their rituals often |
involve bloody sacrifices.
They tend toward isolared,
old ruins but have been §
known to build even under- t
neath human cities. Yuan-ti

are always secretive abour the

location of a city or temple.

Their architecture favors
curves, with ramps and poles
replacing stairs.

The abominations rule over
the yuan-ti and are the temple
leaders, with the high priest above
all. Purebloods rake care of all our-
side negotiations, always pretend-
ing to be human.

. The chief deity of the yuan-ti
Jis Merrshaulk, who prompred
and direcred the formation of |
the line. ]

YUAN-TI
PUREBLOOD
Medium Monstrous
Humanoid
Hit Dice: 4d8 (18 hp)
Initiative: +5
(Speed: 30 [t (6 squares)
| Armor Class: 17 (#1 Dex, +1 natural, +3 masterwork siudded
leather, +2 masterwork heavy shield), touch 11, flar-footed 16
| Base Attack/Grapple: +4/+4
| Attack: Mastersork scimitar +5 melee (1d6/18-20) or master-
work longbow +6 ranged (1d8/x3)
Full Attack: Masterwork scimitar +5 melee (1dé&/18-20) or
masterwork longbow +6 ranged (1d8/x3)

€
i3
|

I

P S
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Space/Reach: 5 fi/5 ft.

Special Artacks: Spell-like abilines

Special Qualities: Alternate form, darkvision 60 fr., defect paisan,
spell resistance 14

|Saves: Fort =1, Ref +5, Will +4
| Abilities: Str 11, Dex 13, Con 11, Int 12, Wis 10, Cha 12
|Skills: Concentration +7, Disguise +4*, Hide +3, Knowledge (any

one) +5, Listen +4, Spot +4
Feats: Alertness®, Elind-Fight®, Dodge, Improved Inirative

Environment: Warm forests

Organization: Solitary, pair, gang (3—4), troupe (2=13 pure-
bloods, 2-5 halfbloods, and 2—4 abominations), or tibe
(20160 purebloods, 10-80 halfbloods, and 1040 abamina:
tions)

Challenge Rating: 3

Treasure; Double standard

Alignment: Usually chaoric evil

Advancement: By character class
. Level Adjustment: +2
|7

This being. leoks miich_like a

with_sharp_features _ond
unblinking cyes. A closer
[ook,  however  reveals a
¥ _forked tongue, pointed teeth,

ond limbs.

only very subtle snakelike
fearures

same height and weight as a
human.

¥ Combat
Purebloods are the least intelli-
gent of the yuan-ti, though they
still pride themselves on being more
intelligent than humans, Pure-
bloods often disguise them-
selves as humans and work
gmong them as spies for
their abomination masters.
Spell-Like Abilities:
1 /day—animal trance (DC
13}, cause fear (DC 12),
charm person (DC 12),
darkness, entangle (DC 12},
Caster level 4th. The save
DCs are Charisma-based.
Skills: *A pureblood gains a
+5 racial bonus on Disguise checks when impersonating 4

Y™ human.
“". . Yuan-Ti Purebloods as Characters

Yuan-ti pureblood characters possess the following racial trairs. |

+2 Dexterity, +2 Intelligence, +2 Charisma,
—Medium size,
— A yuan-ti pureblood's base land speed is 30 feex
—Darkvision our to 60 feer.

—Racial Hir Dice: A yuan-ti pureblood begins with four levels

of monstrous humanoid, which provide 4d8 Hit Dice, a base at-
tack bonus of +4, and base saving throw bonuses of Fort +1, Ref 44,
and Will +4.

slim-hipped, slithe humon

and scaly patches on the neck |

Yuan-ti purebloods appear
human at first glance, with |

A pureblood is about the
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—Racial Skills: A yuan-ti pureblood's monstrous humanoid

levels give it skill points equal to 7 % (2 + Int modifier), Its class
skills are Concentration, Disguise, Hide, Knowledge (any), Listen
and Spot

—HRicial Feats: A yuan-ti pureblood's monstrous humanoid .
levels give it two fears. Yuan-ti purebloods receive Alertness and |

Blind-Fight as bonus feats.
— 41 natural armor bonus.
—Special Artacks (see above) Spell-like abilities.

—Special Qualities (see above: Allernale form, delect poison, spell.

|resistance equal o class levels + 14,
—Automatic Languages: Yuan-ti, Common. Bonus Languages:
Abyssal, Draconic
—Favored Class: Ranger,
Level adjustment +2.

YUAN-TI HALFBLOOD
Medium Monstrous Humanoid
| Hit Dice: 7d8+7 (38 hp)
JAnitiative: +5
Speed: 30 fr. (6 squares)
Armor Class: 20 (+1 Dex, +4 natural, +3 masterwork studded
leather, +2 masterwork heavy shield), touch 11, flai-foored 19
Base Attack/Grapple: +7/+9
Attack: Masterwork scimitar +10 melee (1d6+2/18-20) or
masterwork composite longhow (+2 Str bonus) +9 ranged
i (1dss2/x3)
| Full Attack: Masterwork scimitar +10/+5 melee (1de+2/18-20)
and bite +4 melee (1d6+1 plus poison); or masterwork compos-
ite longbow (+2 Str bonus) +9/+4 ranged (1d8+2/x3)
|Space/Reach: 5 ft./5 fr
\Special Attacks: Polson, produce acid, spell-like abilities
Special Qualities: Allermate form, chameleon power, dackvision
60 fr., detect poison, scent, spell resisrance 16
Saves: Fort +3, Ref +6, Will +9
Abilities; Str 15, Dex 13, Con 13, Int 18, Wis 18, Cha 16
Skills; Concentration +11, Craft or Knowledge (any rwo) +14,
Hide +10%, Listen +16, Spot +16
Feats: Alermess®, Blind-Fight®, Combar Expertise, Dodge,.
Improved Initiative
Environment: Warm forests
Organization: Solitary, pair, gang (3—4), rroupe (2-13 pure-
bloods, 2-35 halfbloods, and 2—4 abominations), or tribe
(20160 purebloods, 10-80 halfbloods, and 1040 abomina-
Lons |
Challenge Rating: 5
Treasure: Double standard
Alignment: Usually chaotic evil
| Advancement: By character class
Level Adjustment: +5

This being has the body of o lithe human with shorp features and unblink-
ing eyes. Its skin is covered with gleaming scales, and o serpent’s head,
complete with long fangs and forked tongue, rises from its shawlders,

Like purebloods, yuan-ti halfbloods appear mostly human, but
they always have obvious snake fearures, The snakelike features of
a halfblood may reflect any of 2 vadery of vénomous snakes, so a
halfblood may have o cobras hood or a dismondback’s distincrive
scale pattern. These features are usually consistent within a single
troupe of yuan-ti, and often mark a troupe’s status within a tribe
A halfblood is abour the same height and weight as a human.

Cpombat
Halfbloods typically hang back out of melee while any purebloods

sccompanying them wade in, using their chameleon power to hide |

while softening up opponents with their spell-like abilities. 1f the

purebloods all fall, the halfhloods wade inte melee in their stead.

Poison (Ex): Injury, Fortitude DC 14, initial and secondary
damage 1d6 Con. The save DC is Constitution-based. {

Produce Acid (Sp) A yuan-ti halfblood has the psionic power 1o
cexude acid from its body, dealing 3d6 points of acid damage to the
| mext creature it touches, including a crearure hit by its bite anack.
| the yuan-t is grappling or pinning o foe when it uses this power,
its grasp deals 5dé points of acid damage. The acid becomes inent
when it leaves the yuan-tis body, and the yuan-ti is immune to its
(effects,

Spell-Like Abilities: 3/day—animal trance (DC 15), canse fear
(DC 14}, entangle (DC 14); 1/day—deeper darkmess, neutralize poison
(DC 17), suggestion (DC 16). Caster level 8th. The save DCs are
Charisma-based

Chameleon Power (Sp): A yuan-ti halfblood can psionically
change the coloration of itself and its equipment 1o match its sur-
(roundings, granting it a +10 circumstance bonus on Hide checks

Skills: “Yuan-ti halfbloods using chameleon power gain a +10 cir-
jcumstance bonus on Hide checks,

Halfblood Vanants

The statistics above reflect the most comman form of 2 yuan-t
halfblood, with the head and scaly skin of a serpent but otherwise
human features, The curse of the yuan-ti produces a wide variery
of halfbloods, however, manifesting their serpentine nature in dif-
ferent ways. To generate a random yuan-ti_ halfblood, roll d% and
consult the following table.

d% Halfblood Variety

01-40  As described above

41-60 _ Human head, but arms are snakes (two bite attacks
instead of pne, damage 1d4+2 plus poison)

G1-80  Snake tall in addition to human legs (speed 30 fi., swim
15 ft., can constrict Small or smaller creatures for 1d4+3
points of damage)

B1-00 Snake tall instead of human legs (speed 20 ft.. climb 13
fi., swim 15 ft., can canstrict Medium or smaller creatures
for 1d6+3 points of damage)

Constrict (Ex): A halfblood with a snake tail deals extra
damage (1d4+3 if it also has legs, or 1d6+3if it does not) with a suc-
cessful grapple check against a creature small encugh for it to con-
SITICE.

YUAN-TI ABOMINATION

Large Monstrous Humanoid

Hit Dice: 9d8+27 (67 hp)

Initiative; +5

Speed: 30 ft. (6 squares), climb 20 fr., swim 20 fr.

Armor Class: 22 (-1 size, +1 Dex, +10 narural, +2 masterwork
heavy shield), rouch 10, far-footed 21

Base Artack/Grapple: +9/417

Artack: Masterwork scimitar +13 melee (1d8+4/18-20) or
masterwork composite longbow (+4 Str bonus) +10 ranged
(2d6+4/x3)

Full Artack: Masterwork scimitar +13/+8 melee (1d&+4/18-20)
and bire +7 melee (2d6+3 plus poison); or masterwork compos-
ite longhow (+4 Str bonus) +10/+5 ranged (2d&+4/%3)

Space/Reach: 10 fr./10 fi

Special Artacks: Aversion, constrict 1dé+s, improved grab,
poison, produce acid, spell-like abilities

Special Qualicies: Alternate form, chameleon power, darkvision
60 fr., delect poison, scent, spell resistance 18

Saves: Fort +6, Ref +7, Will +11

Abilities: Str 19, Dex 13, Con 17, Ine 20, Wis 20, Cha 18

(Skills: Concentration +15, Craft or Knowledge (any two) +17,
Hide +5", Listen +19, Move Silently +12, Spot +19

| Feats: Alertness®, Blind-Fight®, Combar Expertise, Dodge,

Improved Initative, Mobility



Environment: Warm forests

Organization: Solitary, pair, gang (3-4), moupe (2-13 pure-
bloods, 2-5 halfbloods, and 2—4 sbominarions), or tribe
(20-160 purebloods, 10-80 halfbloods, and 10-40 abomina-
rions)

Challenge Rating; 7

Treasure: Double standard

Alignment: Usually chaotic evil

Advancement: By character class

Level Adjustment: +7

This greature looks like a big serpent, except that its eyes betray o baleful
intelligence and it has two budy, humanoid arms.

Yuan-ti abominations are monstrous snakes with humanlike arms
The snakelike features of an abomination may reflect any of a vari-
erv of venomous snakes, so an abomination may have a black

mamba's glossy scales or a viper’s wedge-shaped head. These fea-|
tures are usually consistent within a single troupe of yuan-ti, and |

often mark a troupe’s status within a tribe.

A yuan-ti abomination is 8 1o 12 feet long and weighs 200 10 300

pounds.

Combat

Abominations are the masterminds of yuan-ti society, and urge
their lesser kin into battle from the rear. While their
underlings fight, the abominations watch the pro-
ceedings carefully, idenrifying the most danger-
ous foes and their most worrisome abilities, then
try 1o neurralize those enemies with their exten-
sive spell-like and psionic abilities,

Aversion (Sp): A yuan-ti abomination _can
psionically create a compulsion effect targeting
one creature within 30 feer The targer must suc-
ceed on a DC 22 Will save or gain an aversion to
snakes for 10 minutes. Affected creatures must
stay at least 20 feet away from any snake or yuan-
ti, alive or dead; if already within 20 feer, they
move away, A subject unable to move away, or
one artacked by snakes or yuan-ti, is overcome
with revulsion, This revulsion reduces the
creature’s Dexterity score by 4
points until the effect wears off
or the subfect is_ne longer
within 20 feet of a snake or
yuan-ti. This ability is other-
wise similar to antipathy as the
spell (caster level 16th). The
save DO is Charisma-based.

Constrict (Ex): An abomi-
nation deals 1de+6 points of
damage with a successful
grapple check,

Improved Grab (Ex): To
use this ability, an abomina-
tion must hir a Large or
smaller crearure with its
bite atrack, It can then at-
tempt to start a grapple as a
free action without provoking
lan attack of opportuniy. If it
jwins the grapple check, it
establishes a hold and can
LCOnSITicE.

Poison (Ex): Injury, Forti-
tude DC 17, initial and secondary damage 1d6
Con. The save DC is Constirution-based.

Produce Acid (Sp): An abomination has the psionic ability to)
exude acid from its body, dealing 3dé points of acid damage 1o the |
next creature it touches, including a crearure hir by its bite attack. |
if the yuan-ti is grappling, constricting, or pinning a foe when it

\uses this power, its grasp deals 5d6 points of acid damage. The acid
|becomes inert when it leaves the yuan-ii's body, and the yuan-ti is

immuné to its effects.

Spell-Like Abilities: Arwill—animal trance (DC 165, enlangle
(DC |-\ 3/day—deeper darkness, neutmlize potson (DC 18), suggestion |
(DC |f.1;-._ baleful polymorph (DC 19 into snake form onlyl,
fear _]_‘.I(__ 18). Caster level 10th. The save DCs are Charisma-based

Chameleon Power (Sp)i A yuan-ti abomination can psionically
change the coloration of irself and its equipment to martch irs sur-
roundings, granting it a +10 circumstance bonus on Hide checks,

Skills: A yuan-ri abomination can always choose o take 10ona
Climb checks, even if rushed or threatened

A yuan-ti abomination has a +8 racial bonus on any Swim check

1o perform some special action or avoid a hazard. It can always
\choose to take 10.0n & Swim check, even if distracred or endan-
_gered. It can use the run action while swimming, provided it

swims in a straight line,
Yuan-ri abominations using chameleon power gain a +10 circum-
stance bonus on Hide checks.

ZOMBIE

Zombies are corpses reanimated through dark and sinister magic. |
These mindless automarons shamble about, doing their creator’s |
bidding without fear or hesiration
Zombies are not pleasant to look upon. |
Drawn from their graves, half decayed and |
partially consumed by worms, they wear |
the tattered remains of their burial
clothes. A rank odor of dearh hangs heavy
in the air around them.
Because of their utter lack of mb.lJi;,ence
the instructions given to.a newly created
zombie must be very simple, such as "Kill
anyone who enters this room.”

CREATING A ZOMBIE
“Zomble" is an acquired template
that can be added 1o any corpo-

real crearure {other than an

undead) that has a skeletal system (referred 1o

hereafter as the base creature).

Size and Type: The creature’s rype changes
to undead, Ir retains any subtypes except
alignment subtypes (such as good) and sub-
types that indicate kind (such as goblinoid
or reprilian). It does not gain the aug-
mented subtype. It uses all the base crea-
ture’s statistics and special abilities
except gs noted here,

Hit Dice: Drop any Hit Dice irom
class levels (to a minimum of 1],
double the number of Hit Dice left,
and raise them to di2s. 1f the base |

creature has more than 10 Hit|

Dice (not counting those gained
with experience], it can't be |
made into a zombie with the |

anmate dead spell

Speed: 1f the base creature
=% can fly, its maneuverability rating
drops to clumsy.

o
)

Lombie
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Armor Class: Narural armor bonus increases by 2 number

based on the zombie's size:

Tiny or smaller
Small

Medium

Large

Huge
Gargantuan
Colossal

Base Attack: A zombie has a base attack bonus equal ro 1/2 i1s

Hir Dice,

Attacks: A zombie retains all the natural weapons, manufac-
tured weapon artacks, and weapon proficiencies of the base crea

+0
+1
+1
+3
4
47
+11

ture. A zombie also gains a slam amack,

Damage: Natural and manufactured wespons deal damage nor-
mally, A slam artack deals damage depending on the zombie’s size
|(Use the base crearure’s slam damage if it's better,

Fine
Diminutive
Tiny

Small
Medium
Large

Huge
Cargantuan
Colossal

Special Artacks: A zombie retaing none of the base creature’s
special attacks,
Special Qualities: A zombie loses most special qualities of the
base crearure. It retains any extraordinary special qualities that

1
1d2
1d3
Td4
1d6
1d8
2d6
d8
4de

Single Actions Only (Ex): Zombies have poor reflexes and can per-

form only a single move action or artack action each round. A
zombie can move up 1o its speed and artack in the same round, but

only if it attempts a charge,

Saves: Base save bonuses are Fort +1/3 HD, Ref +1/3 HD, and

(Wil +1/2 HD + 2,

Abilities: A zombie’s Strength increases by +2, its Dexterity
decreases by 2, it has no Constitution or Intelligence score, its
Wisdom changes to 10, and its Charisma changes o 1.

Skills: A xombie has no skills,

Feats: A zombie loses all feats of the base crearure and gains

Toughness.

Environment: Any land and underground

Organization: Any.

Hit Dice

1/2

1

2

4

13

5-10

12-14

15-16

18-20
Treasure: None,

improve its melee or ranged artacks. A zombie gains the following

special quality.

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Artack:

Full Attack:

Space/Reach:
Special Artacks;
Special Qualities:

Saves:
Abilities;

Slills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Level Adjustment:

Kobold Zombie

Small Undead

2d12+3 (16 hp)

i.l:l

30 ft. (6 squares; can't rzn)

13 (+1 size, +2 natural),

wouch 11, flar-footed 13

+1/—4

Spear +1 melee (1dé-1,/%3) or slam
+1 melee (1d4—1) or light crosshow
+2 ranged (1d6/19-20)

Spear +0 melee (1dé—1,/%3) or slam
+0 meles {1d4-1) or light crossbow +1
ranged (1de/19-20)

5 fr./s fi,

Single actions only, damage
reduction 5/slashing, darkvision
60 fr., undead rraits

Fort +0, Ref +0, Will <3

Sir 8, Dex 11, Con —,

Int —, Wis 10, Cha 1
Toughness

Temperate forests

Any

172

MNone

Always neutral evil

Mone

Human Commoner Zombie
Mediom Undead

2d12+3 (15 hp}

=]

30 ft. (6 squares; can't run)

11 (=1 Dex, +2 natural),

touch 9, far-footed 11

.-“'4.-2

Slam+2 melee (1da+1)

or club +2 melee (1d&+1)

Slam+2 melee, (1d6:1)
or club +2 melee (1ds+1)

5fr/s fi

Single actions only, damage
reduction §/slashing, darkvision
60 ft., undead traits

Fort +0, Ref =1, Will +3

Str 12, Dex 8, Con —,

Int —, Wis 10, Cha 1
Toughness

Any

Any

1/2

None

Always neutral evil

None

]

O LN Jde led B

Challenge Rating: Depends on Hit Dice, as follows;
Challenge Rating

1/8

1/4

1/2

Alignment: Always neutral evil {
Advancement: As base creature, but double Hit Dice (maxi-|

mum 20}, or — if the base crearure advances by character class.
Level Adjustment: —

Troglodyte Zombie
Medium Undead
4d12+3 (29 hp)

30 fi. (6 squares; can'’t run)

16 (=2 Dex, +8 narural),
touch &8, flat-footed 16

+2/43

Greatclub +3 melee (1d10+1)
or bite +3 melee (1d4+1)

or slam +3 meles (1d6+1)

or javelin +0 ranged (1dé+1)
Grearclub +3 melee (1d1041)
or bite +3 melee (1d4+1)

or slam +3 melee (1dé+1)

of javelin +0 mnged (1d6+1)
5 fi./5 fi

Single actions only, damage
reduction 5/slashing, darkvision
60 ft., undead traits

Eort +1, Ref —1, Will +4
Str12, Dex 7, Con —,

Int —, Wis 10, Cha 1
Toughness

Underground

Any

1

None

Always neurral evil

MNone




Hit Dice:

Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Hit Dice:
Initiative:
Speed:

Armor Class:

Base Artack/Grapple:

Attack:

Full Attack:

Space/Reach:
Special Artacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Level Adjustment:

Bughear Zombie
Medium Undead
6d12+3 (42 hp)

+(

30 ft. {6 squares; can’t run)

16 (+5 natural, +1 light wooden shield),

touch 10, flar-footed 16

+3/+6

Morningstar +6 melee (1d8+3) or
slam +6 melee (1d6+3)

or javelin +3 ranged (1d6+2)
Morningstar +6 melee (1d8+3) or
slam +6 melee (1da+3)or

javelin +3 ranged (1d6+2)
sf/shi

Single actions only, damage
reduction 5/slashing, darkviston
60 ft,, undead trits

Fort +2, Ref +2, Will <5

Str 17, Dex 10, Con —,

Imt —, Wis 10, Cha 1

Foughness

Temperate mountains

Any

o

MNong
Always neurral evil
MNone

Wyvern Zombie

Large Undead

14d1243 (94 hp)

+0

20 ft. {4 squares; can’t run),
fly &0 ft, (poor)

20 (=2 size, +12 natural),
touch 8, flat-footed 20
+7/+16

Slam +11 melee (2d6+7) or
talons +11 melee (2d6+5)
Slam +11 melee (2d6+7) or
talons +11 melee (2d6+5)
10 fr./s fi.

Single actions only, damage
reduction 5/slashing, darkvision
&0 ft., undead traits

Fort +4, Ref +4, Will +9
Str21, Dex 10, Con —,

Int —, Wis 10, Cha 1
Toughness

Warm hills

Any

4

None

Always neutral evil

16=20 HD {Huge)

Ogre Zombie
Large Undead
8d12+3 (55 hp)

40 fr. (8 squares; can'r run)

15 (-1 size, =2 Dex, +8 natural)
ouch 7, flat-footed 15

b4 14

Grearclub +9 melee (2d8+9)
or slam +9 melee (1d8+9

or favelin +1 ranged (1d8+8)
Grearclub +9 melee (2d8+9) or
slam 46 melee (1d8+9) or
javelin +1 ranged (1d8+6)

10 fr./10 fi

Single actions only, damage
reduction §/slashing, darkvision
6l i1, 1.||'I1i|.’:|d IrALEs

Fort +2, Ref +0, Will <6

Str 23, Dex 6, Con

Int —, Wis 10, Cha 1
Toughness

Temperate hills

Any

3

MNone

Always neutral evil

MNone

Umber Hulk Zombie
Large Undead

16d12+3 (107 hp)

+0

20 fr. (4 squares; can't run),
burrow 20 fi.

19 {—1 size, +10 natural)
touch 0, lac-footed 19
+8/+19

Claw +14 melee (2d4+7) o
bite +14 melee (2d843)
Claw +14 melee (2d4+7 | or
bite +14 melee (2d5+3)

10 fi./10 f1

Single actons only, damage
reduction 5/slashing, darkvision
&0 ft., undead traits

Fort +5, Ref +5, Will 410
Str 25, Dex 11, Con—,

Int —, Wis 10, Cha 1
Toughness

Underground

Any

5

None

Always neutral evil

18-20 HD (Large)

Minotaur Zombie

Large Undead

12d8+3 (81 hp)

=]

30 fr. (6 squares; cant run)

{6 (-1 size, -1 Dex, +8 natural)
wouch 8, flar-footed 16

+of+15

Greataxe +10 melee (3d6+7/%3) or
gore +10 melee (1d8+5)

or slam +10 melee (1d8+5)
Greataxe +10 melee (3d6+7/%3) or
gore +10 meles i1 |.|B+5_i or

slam +10 melee (1d8+5)

10 fr/10 fi.

Single actions only, damage
reduction 5/slashing, dackvision
60 ft,, undead traits

Fort +4, Ref +3, Will +8

Str21, Dex 8, Con —,

Int —, W'is 10, Cha 1

Toughness

Underground

Any

%

Noneg

Always neutral evil

Mone

Gray Render Zombie
Large Undead

20d8+3 (133 hp)

=1

30 ft. (& squares; can’ run)

{6 (=1 size, -1 Dex; +8 natural)
touch 8, flat-footed 16
#10/+24

Bite +16 melee (2d6+7) or
slam +16 melee (1d8+10
Bite +16 melee (2d6+7) or
slam +16 melee (1d8+10)

10 ft. /10 fr.

Single actions only, damage
reduction 5/slashing, darkvision
&0 fr., undead traits

Fort +6, Ref+5, Will «12
Str 25, Dex 8, Con—,

Int —, Wis 10, Cha 1
Toughness

Temperare marshes

Any

&

Mone

Always neurral evil

MNone




CHAPTER Z:ANTMALS

This chapter provides statistics and basic information for many
common kinds of mundane animals. These creatures generally
operate on instinct, driven by simple needs such as food and
reproduction. Most animals, even predators, do not attack unless
they or their young are threatened.

Animals are not capable of detailed reasoning, although with |
{the Handle Animal skill it is possible ro tame an animal and teach |

it to perform certain rricks,

Some herbivorous animals do not normally use their namural

[weapons to arack. As such, theic natural weapons are rreated as
secondary atracks. The animal's artack and damage entries note
this fact, with an explanatory footnote,
Animal Traits; An animal possesses the following traits (unless
otherwise noted in a creature’s entryl
—Intelligence score of L or 2 (no creature with an Intelligence
wscore of 3.0t higher can be an animal),
—Low-light vision.

—Alignment; Always neutral. Animals are not governed by a|

human sense of moraliry
—Treasure: None, Animals never possess treasure

APE

Large Animal

Hit Dice: 4d8+11 (22 hp)
Unirtiative; +2
| Speed: 30 fr. (6 squares), climb 30 fr.

Armor Class: 14 (-1 size, +2 Dex, +3 narural), touch 11,

flar-foored 12

(Base Attack/Grapple: +3/+12
VArtacks Claws <7 melee (1d6+5)

Full Attack: 2 clows +7 melee (1dé+5) and bite <2 melee (1d6+2)
Space/Reach: 10 fi./10 fi.

Special Attacks: —

Special Qualiries;: Low-light vision, scent

Saves: Fort +6, Ref +6, Will +2

Abilities: Str 21, Dex 15, Con 14, Int 2, Wis 12, Cha 7
Skills: Climb +14, Listen +6, Spol +6

Feats: Alertness, Toughness

Environment: Warm forests

Organization: Solirary, pair, or company (3-5)
Challenge Rating; 2

Advancement: 5-8 HD (Large)

Level Adjustment: —

These powerful omnivores resemble gorillas bur are far more
aggressive; they kill and ear anything they can carch. An adult
i male ape is 5-1,/2 to 6 feet rall and weighs 300 to 400 pounds,

Combat
An ape often precedes.an attack with a display of aggression,
hoping to intimidate potential foes

Skills: Apes have a +8 racial bonus on Climb checks and can
always choose to rake 10 on Climb checks, even if rushed or
threatened.

BABOON

Medium Animal

Hit Dice: 1d8+1 (5 hp)

Initiative: +2

|Speed: 40 fi. (& squares), climb 30 .

|Armor Class: 13 (+2 Dex, +1 natural), touch 12, far-foored 11
| Base Attack/Grapple: +0/+2

Attack: Bite +2 melee (1d&+3)

Full Attack: Bite +2 melee (1dé+3)

Space/Reach: 5 fi./5 fr.

Special Antacks: —

Special Qualities: Low-light vision, scent

Saves: Fort +3, Ref +4, Will +1

Abilities: Str 15, Dex 14, Con 12, Int 2, Wis 12, Cha 4
Skills: Climb +10, Listen +5, Spot +5

| Feats: Alertness
|Environment: Warm plains

Organization: Solitacy or troop (10-40)
Challenge Rating: 1/2

Advancement: 2-3 HD [Medium)
Level Adjustment: —

Baboons are powerful and aggressive primates adapted ro life on
the ground. They prefer open spaces but climb trees to find safe
places to rest overnighe. A rypical baboon is the size of a big dog.
Males can be 2 to 4 feet long and weigh as much as 90 pounds.

Combat
| Baboons usually artack in groups,

Skills: Baboons have a +8 racial bonus on Climb checks and can
always choose to rake 10 on Climb checks. even if rushed or
threatened.

BADGEER

Small Animal

Hirt Dice: 1d8+2 (6. hp)

Iniriative: +3

Speed: 30 f1. (& squares), burrow 10 fr.

Armor Class: 15 (41 size, +3 Dex, +1 natural), touch 14,
flar-foored 12

Base Attack/Grapple: +0/-5

Attack: Claw +4 melee (1d2-1)

Full Attack: 2 clows +4 melee (1d2-1) and bite -1 melee (1d3-1)

Space/Reach: sfr./s ft

Special Artacks: Rage

Special Qualities: Low-light vision, scent

Saves: Fort <4, Rel +5, Will +1

Abtlities: Str 8, Dex 17, Con 15, Int 2, Wis 12, Cha é

Skills: Escape Artist +7, Listen +3, Spot +3

Feats: Track®, Weapon Finesse

Environment: Temperate forests

Organization: Solitary, pair, or cere (3=5)

Challenge Rating: 1,2

Advancement: 2 HD (Small)

Level Adjustment: —

The badger is a furry animal with a squar, powerful body. Its srrong
forelimbs are armed with long claws for digging.
An adult badger is 2 to 3 feet long and weighs 25 to 35 pounds.

Combat

Badgers attack with their sharp claws and teeth

Rage (Ex): A badger that takes damage in combar flies into a
berserk rage on its next turn, clawing and biting madly unril
either it or its opponent is dead. It gains +4 1o Strength, +4 10 Con-
stitution, and -2 to Armor Class. The creature cannot end its rage
voluntarily,

Skills: A badger has o +4 racial bonus on Escape Artist checks, |

BAT

Diminutive Animal

Hit Dice: 1/4 d8 (1 hpl

Initiative: +2

Speed: 5 £t (1 square), fly 40 ft. (good)

Armor Class: 16 (+4 size, +2 Dex), touch 16, flat-footed 14
Base Attack/Grapple: +0/-17

Artack: —



Full Attack: —

Space/Reach: 1 fi./0 fr.

Special Attacks: —

Special Qualities: Blindsense 20 fr, low-light vision
Saves: Fort +2, Ref +4, Will =2

Abilities: Str 1, Dex 15, Con 10, Int 2, Wis 14, Cha 4

Skills: Hide +14, Listen 4
Feats: Alertness
Environment: Temperate deserts
Organization: Colony (10—40) or crowd (10-50)
Challenge Raring: 1/10

Advancement: —

Level Adjustment: —

8%, Move Silently +6, Spot +8°

Bats are nocturnal flying mammals. The statistics presented here
describe small, insectivorous bats.

Lombat |
Blindsense (Ex): A bat notices and locates creatures within 20
feer. Opponents still have 100% concealment against a creature |

with blindsense,
Skills: *A bar has a +4 racial bonus on Spot and Listen checks
These bonuses are lost if its blindsense is negated

BEAR, BLACK

Medium Animal

Hit Dice: 3d8+6 (19 hp)

Initiative: +1

Speed: 40 {1, (8 squares)

Armor Class: 13 (+1 Dex. +2 natural), touch 11, far-foored 12
Base Attack/Grapple: «2/+6

Attack: Claw +6 melee (1d4+4

Full Artack: 2 claws +6 melee (1d4+4) and bite +1 melee (1dé+2]
Space/Reach: 5 fi./5 fr.

Special Attacks: —

Special Qualities: Low-light vision, scent

Saves: Fort 45, Ref +4, Will =2

Abilities: Str 19, Dex 13, Con 15, Int 2, Wis 12, Cha &
Skills: Climb +4, Listen +4, Spot +4, Swim +8

Feats: Endurance, Run

Environment: Temperate forests

Organization: Solitary or pair

Challenge Rating; 2

Advancement; 4-5 HD (Medium)

Level Adjustment; —

The black bear is a forest-dwelling omnivore thar usually is not
dangerous unless an interloper threatens its cubs or food supply

Black bears can be pure black, blond, or cinnamon in color and
are rarely more than 5 feet long.

Combat
Black bears rip prey with their claws and teeth,
Skills: A black bear has a +4 racial bonus on Swim checks

BEAR, BREOWN

Large Animal

Hit Dice; 6d8+24 (51 hp)

Initiative: +1

Speed: 40 ft. (8 squares]

Armor Class: 15 (=1 stze, +1 Dex, 45 nagural), touch 10,

flat-foored 14

| Base Attack/Grapple: +4/+16

Artack: Claw +11 melee (1d8+8

Full Attack: 2 claws +11 melee (1d8+8) and bite 46 melee (2d6+4)
Space/Reach; 10 fr./5 fr.

Special Attacks: Improved grab

Special Qualiries: :I..v:lw-l.:ght vision, scent

Saves: Forr +9, Ref +6, Will +

Abilities: Str 27, Dex 13, Con 1“’ Int2, Wis12,Cha é
Skills; Listen +4, Spot+7, Swim +12

| Feats: Endurance, Run, Track
| Environment: Cold forests
Organization: Solitary or pair

Challenge Rating: 4
Advancement: 7-10 HID (Large)
Level Adjustment: —

These massive carnivores weigh more than 1,800 pounds and
stand nearly 9 feer tall when they rear up on their hind legs. They
are bad-tempered and territorial. The brown bear's stagistics can
be used for almost any big bear, including the grizzly.

Combat

A brown bear attacks mainly by tearing at opponents with s

\claws,

Improved Grab (Ex): To use this ability, a brown bear must hit
with a claw arrack. It can then attempt to stact 2 grapple as a free
action without provoking an attack of opporiunity,

Skills: A brown bear has o +4 racial bonus on Swim checks. |

BEAR, POLAR

Large Animal

Hit Dice: 8d8+32 (68 hp)

Initiative: +1

Speed: 40 f1. (8 squares), swim 30 fi

Armor Class: 15 (=1 size, +1 Dex, +5 natural), touch 10,
Aar-foored 14

Base Attack/Grapple: +6/+18

Artack: Claw +13 (1d8+8)

Full Artack: 2 claws +13 melee (1d8+8) and bite +8 melee (2de+4)

Space/Reach: 10 ft./5 fi

Special Artacks: Improved grab

Special Qualities: Low-light vision, scent

Saves: Fort +10, Ref +7, Will +3

Abilities: Str 27, Dex 13, Con 19, Int 2, Wis 12, Cha s

Skills: Hide —2*, Listen +5, Spot +7, Swim +16

Feats: Endurance, Run, Track

Environment: Cold plains

Organization: Solitary or pair

Challenge Rating: 4

Advancement: 9-12 HD (Large)

Level Adjustment: —

These long, lean carnivores are slightly taller than brown bears,

Combat

Polar bears fight just as brown bears do.

Improved Grab (Ex): To use this ability, a polar bear must hit
with 2 claw artack. It can then attempt to start a grapple as a free
action without provoking an attack of opportuniry,

skills: A polar bear has o +8 racial bonus on any Swim check o
perform some special action or avoid a hazard. It can always
choose 1o take 10 on a Swim check, even if distracted or endan- |
gered. It can use the run action while swimming, provided it
swims in a steaighe line.

*A polar bear’s white coat bestows a +12 racial bonus on HH.II.

ichecks in snowy areas.

BISON

Large Animal

Hit Dice: 5d8+15 (37 hpl
Inmitiative: +0

Speed: 40 ft. (8 squares)




Armor Class: 13 (-1 size, +4 natural), touch 9, flar-foored 13
Base Attack/Grapple: +3/+13

Attack: Gore +8 meles (1d8+9)

Full Attack: Gore +8 melee (1d8+9)

Space/Reach: 10 fr./s fr

Special Attacks: Stampede

Special Qualities: Low-light vision, scent

|Saves: Fort +7, Ref +4, Will +1

| Abilities: Str 22, Dex 10, Con 16, Int 2. Wis 11, Cha 4
(Skills; Listen +7, Spot +58

| Feats: Alertness, Endurance

{Environment: Temperate plains_

Organization: Solitary or herd (6-30)

Challenge Rating: 2

Advancement: 67 HD (Large)

Level Adjustment: —

These herd animals can be aggressive when protecting young and |

 during the mating season, but they genemlly prefer Qight wo fighting.
A bizon stands more than 6 feer tall ar the shoulder and is 9

12 feer long. 1t weigh 1,800 1o 2,400 pounds. The bison's statistics

can be used for almost any lirge herd animal.

Combat

Stampede (Ex): A frighrened herd of bison flees as a group ina
random direction (but always away from the perceived source of
.danger). They literally run over anything of Large size or smaller
{that gets in their way, dealing 1412 points of damage for each five
{bison in the herd [Reflex DC 18 half), The save DC is Strength-

| based,

BOAR

Medium Animal

Hit Dice: 3d8:12 (25 hp)

Initiarive: +0

Speed: 40 ft. (8 squares]

Armor Class: 16 (+6 natural), touch 10, flat-foored 16
Base Attack/Grapple: +2/44

Attack: Gore +4 meles (1d8+3)

Full Artack: Gore +4 melee (1d8+3)
Space/Reach: 5 f1./s fi.

Special Artacks: Ferocity

Special Qualities: Low-light vision, scent
Saves; Fort +6, Ref +3, Will 42

Abilities: Str 15, Dex 10, Con 17, Int 2, Wis 13, Cha 4
Skills: Listen +7, Spot +5

Feats: Alertness, Toughness
Environment: Temperate forests
| Organization: Solitary or herd (5-8)
|Challenge Rating: 2
|Advancement: 4-5 HD (Medium)

Level Adjustment: —

Though not carnivores, these wild swine are bad-tempered and

usually charge anyone who disturbs them.

A boar is covered in coarse, grayish-black fur. Adult males are

abour 4 feer long and 3 feer high ar the shoulder.

Combat

Ferocity (Ex): A boar is such a tenacious combatant thar it con-
tinues o fight without penalty even while disabled or dying.

CAMEL
Large Animal
Hit Dice: 3d8+6 (19 hp)
Initiative: +3
Speed: 50 fr. (10 squares)

Armor Class: 13 (=1 size, +3 Dex, +1 nataral} touch 12,
far-footed 10

Base Attack/Grapple: +2/+10

Attack: Bite +0 melee (1d4+2%)

\Full Artack: Bite +0 meles® (1d4+2%)

|Space/Reach: 10 fr./5 fr.

| Special Attacks: —

Special Qualities: Low-light vision, scent

Saves: Fort +5, Ref +6, Will 1

Abilities: Str 18, Dex 16, Con 14, Inr 2, Wis 11, Cha 4
Skills: Listen +5, Spor +5

Feats: Alertmess, Endurance

Environment: Warm deserts

Organization: Domesticated or herd (6-30)
Challenge Rating: 1

Advancement: —
Level Adjustment: —

| Camels are known for their ability to travel long distances without .
Jfood or water.

The statistics presented here are for the dromedary, or one-
humped camel, which thrives in warm desens. A dromedary stands
abour 7 feer tall at the shoulder, with its hump rising 1 foor higher.

The two-humped, or Bactrian, camel is suited to cooler, rocky
areas. It is stockier, slower (speed 40 feer), and has a higher Con-
stitution score (16).

Carrying Capacity: A light load for a camel is up to 300,
pounds; 3 medium load, 301-600 pounds; and a heavy load, |
601-900 pounds, A camel can drag 4,500 pounds.

Combat

*A camel's bite is treated as a secondary artack and adds only half|
the camel’s Strength bonus to the damage roll.

CAT

Tiny Animal

Hit Dice: 1/2d8 (2 hp)

Initiative: +2

Speed: 30 [t (6 squares)

Armor Class: 14 (42 size, +2 Dex), touch 14, flar-footed 12

Base Artack/Grapple: +0/-12

Artack: Claw +4 melee (1d2-4)

Full Amack: 2 claws +4 melee (1d2—4) and bite -1 melee (1d3-4)

Space/Reach: 2-1/2 fr./0 fi.

Special Attacks: —

Special Qualities: Low-light vision, scent

Saves: Forr +2, Ref +4, Will +1

Abilities; Sir 3, Dex 15, Con 10, Ing 2, Wis 12, Cha 7

Skills: Balance +10, Climb +8, Hide +14%, Jump +10, Listen +3,
Move Silently +6, Spot +3

Feats: Weapon Finesse

Environment; Temperate plains

Organization: Domesticated or solitary

Challenge Rating: 1,4

Advancement: —

Level Adjustment: —

The statistics presented here deseribe a common housecar,

Combat

Cars prefer 1o sneak up on their prey.

Skills: Cats have a +4 racial bonus on Climb, Hide, and Move |
Silently checks and a +8 racial bonus on Jump checks, Cars havea |
+8 racial bonus on Balance checks. They use their Dexterity modi-

fier instead of their Srength modifier for Climb and Jump checks
{*In areas of tall grass or heavy undergrowth, the Hide bonus dses
10 48,



CHEETAH

Medium Animal

Hit Dice: 3ds+6 (19 hp)

Initiative: +4

Speed: 50 fr. (10 squares)

Armor Class: 15 (44 Dex, +1 nataral), touch 14, flar-footed 11
Base Artack/Grapple: +2/+5

Attack: Bite +6 melee

Full Attack: Bite +6 melee (1de+3) and 2 claws +1 melee (1d241) |

Space/Reach: 5 ft./5 fi

Special Attacks: Trip

Special Qualities: Low-light vision, scent, sprint
Saves: Forr +5, Ref +7, Will +2

Abilities: Srr 16, Dex 19, Con 15, Ing 2, Wis 12, Cha s
Skills: Hide +6, Listen +4, Move Silently +6, Spot +4
Feats; Alertness, Weapon Finesse

Environment: Warm plains

\Organization: Solitary, pair, or family (3-5)
Challenge Bating: 2

Advancement: +-5 HD (Medium)

Level Adjustment: —

Cheetahs are swift feline predators of the plains. A cheerh is 3 1o
5 feer long and weighs 110 1o 130 pounds

Combat
Cheetahs make sudden sprints to bring down prey.

Trip (Ex): A cheetah that hits witha claw or bite artack can anempr
|10 trip the opponent (+3 check modifier} as a free action without
| making a rouch artack or provoking an attack of opportunicy. If the
sattempr fails, the opponent cannot react to trip the cheerah.

Sprint (Ex): Once per hour, a cheetah can move ten times its

normal speed (500 feet) when it makes a charge.

CROCODILE

Medium Animal

Hit Dice: 3d8+9 (22 hp

Initiative: +1

Speed: 20 ft. (4 squares), swim 30 fi. _
Armor Class: 15 (+1 Dex, +4 natural), touch 11, flar-foored 14
Base Artack/Grapple: +2/+6

Attack: Bite +6 melee (1d8+6) or tail slap +6 melee (1d12+5)
Full Artack: Bite +6 melee (1d846) or rail slap +6 melee (1d12+6
Space,Reach;: 5 f1./5 .

Special Attacks: Improved grab

Special Qualities: Hold breath, low-light vision

Saves: Fort +6, Ref +4, Will +2

Abilities: Str 19, Dex 12, Con 17, Int 1, Wiz 12, Cha 2
Skills: Hide +7*, Listen +4, Spot +4, Swim +12

Feats; Alermness, Skill Focus (Hide)

Environment: Warm marshes

Organization: Solitary or colony (6-11)

Challenge Rating; 2

Advancement: 45 HD (Medium)

Level Adjustment; —

Crocodiles are aggressive predators 14 to 12 feet long. They lie
mostly submerged in rivers or marshes, with only their eyes and
nostrils showing, waiting for prey to come within reach.

Combat

Improved Grab (Ex) To use this ability, a crocodile musr hi
[with its bite artack. It can then attempt to start a grapple as a free
laction without provoking an attack of opportunity, If it wins the
grapple check, the crocodile establishes a hold on the opponent

with its mouth and drags it into deep water, attempting to pin it 1o

the hotom.

Hold Breath (Ex): A crocedile can hold it breath for .1

number of rounds equal to 4 x its Constitution score before it
risks drowning,

skills: A crocodile has a +8 racial bonus on any Swim check 1o
perform some special action or avoid a hazard. It can always
Ichoose to rake 10 on a Swim check, even if distracted or endan-

gered. It can use the run action while swimming, provided it
swims in a straight line,

*A crocodile gains a+4 rocial bonus on Hide checks when in.
.the water. Further, a crocodile can lie in the water with only irs]

eves and nostrils showing. gaining 2 +10 cover bonus on Hide
checks.

CROCODILE, GIANT

Huge Animal

Hir Dice: 7d8=28 (59 hp)
Initiative: +1

Speed: 20 ft. (4 squares), swim 30 fr.

| Armor Class: 16 (=2 size, +1 Dex, +7 natural), touch 9,

{lat-foored 15
Base Attack/Grapple: +5/421
Attack: Bite +11 melee (2d8+12) or il slap +11 melee (1d12+12)
Full Attack: Bite +11 melee (2d8+12) or tail slap +11 melee
(1d12412)
Space/Reach: 15 fr./10 f1
Special Attacks: Improved grab
Special Qualities: Hold breath, low-light vision
Saves: Fort +9, Ref +6, Will <3
Abilities: Str 27, Dex 12, Con 12, Int 1, Wis 12, Cha 2
Skills: Hide +1*, Listen +5, Spot +5, Swim +16
Feats: Alertness, Endurance, Skill Focus (Hide)
Environment: Warm marshes
Organization: Solitary or colony (6-11)
Challenge Rating: 4
Advancement: 8-14 HD (Huge)
Level Adjustment: —

These huge crestures usually live in salt water and can be more
than 20 feet long
Giant crocodiles fight and behave like their smaller cousins

DOG

Small Animal

Hit Dvce: 1d58+2 (6 hp)

Initiative; +3

Speed: 40 (1. (8 squares)

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

Base Attack/Grapple: +0/-3

Aitack: Bite +2 melee (1d4+1)

Full Attack: Bite +2 melee (1d4+1)

Space/Reach: 5 fi./5 fr

Special Attacks: -

Special Qualities: Low-light vision, scent

Saves: Fort +4, Ref +5, Will +1

Abilities: Srr 13, Dex 17, Con 15, Int 2, Wis 12, Cha &

Skills: Jump +7. Listen =5, Spot +5, Survival +1*

Feats: Alertness, Track”

Environment: Temperate plains

Organization: Solitary or pack (5-12)

Challenge Rating: 1,3

Advancement; —

Level Adjustment: —

‘The statistics presented here describe a fairly small dog of about 20
lto 50 pounds in weight, They also can be used for small wild

canines such as covotes, jackals, and African wild dogs.
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Combat
Dogs generally hunt in packs, chasing and exhausting prey until
they can drag it down.

Skills: Dogs have a +4 racial bonus.on Jump checks. * Dogs have
a +4 racial bonus on Survival checks when macking by scent

DOG, RIDING

Medium Animal

\Hit Drice; 2d8+4 (13 hp)

Initiative: +2

Speed: 40 (1. (8 squares)

Armor Class: 16 (+2 Dex, +4 natural), touch 12, flar-foored 14
Base Attack/Grapple: +1/+3

Attack: Bite +3 melee (1d6+3)

Full Attack: Bite +3 melee (1d6+3)

Space/Reach: 5 f./5 fr.

Special Artacks:

\Special Qualities: Low-light vision, scent

Saves: Fort +5, Bef +5, Will +1
| Abilities; Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Skills: Jump +8, Listen +5, Spot +5, Swim +3, Survival +1*
Feats: Alertness, Track”

Environment: Temperate plains

Organization: Solitary or pack (5-12)

Challenge Rating; 1

Advancement; —
Level Adjustment: —

| This category includes working breeds such as collies; huskies,
tand St. Bernards,

Carrying Capacity: A light load for a riding dog is up 1o 100
{pounds; s medium load, 101-200 pounds; and a heavy load,
201-300 pounds. A riding dog can drag 1,500 pounds,

Combat

If trained for war, these animals can make trip attacks just as
wolves do (see the Wolf entry). A riding dog can fight while carry-
ing a rider, but the rider cannot also srtack unless he or she suc-
ceeds on a Ride check,

Skills: Riding dogs hive a +4 racial bonus on Jump checks. |

*Riding dogs have a +4 racial bonus on Survival checks when
tracking by scent

DONKLY

Medium Animal

Hit Dice: 2d8+2 (11 hp)

Initiative: +1

Speed: 30 f1. (& squares)

Armeor Class: 13 (+1 Dex, +2 natural), touch 11, flae-foored 12
| Base Attack/Grapple: +1/+1

Attack: Bire +1 melee (1d2)

Full Artack: Bite +1 melee (1d2)
Space/Reach: 5 {1,/ fi.

Special Artacks: -

Special Qualities: Low-light vision, scent
Saves: Fort +4, Ref +4, Will +0

Abilities: Str 10, Dex 13, Con 12, Ing 2, Wis 11, Cha 4
Skills: Balance +3, Listen +3, Spor+2
Feats: Endurance

Environment: Temperate deserts
Organization; Solitary

Challenge Rating: 1,4

| Advancement: —

Level Adjustment: —

These long-eared, homselike creatures are Surefooted and sturdy,
The statistics presented here could also describe burros,

Carrying Capacity: A light load for a donkey is up o 50
pounds; e medium load, 51-100 pounds; and a heavy load, |
101-150 pounds. A donkey can drag 750 pounds

Combat

A donkey bites only when it has no way 1o escape.
Skills: Donkevs have a +2 racial bonus on Balance checks,

EAGLE

Small Animal

Hit Dice: 1d8+1 (5 hp)

Initiative: +2

Speed: 10 ft, (2 squares), fly 80 fr. (average

Armor Class: 14 [+1 size, +2 Dex, +1 naturall, touch 13,
flae-foored 12

Base Attack/Grapple: +0/—4

Attack: Talons +3 melee (1d4

Full Attack: 2 ralons +3 melee (1d4) and bite =2 melee (1d4)

\Space/Reach: 5 fr./5 fi.

Special Artacks: —

Special Qualities: Low-light vision
Saves: Fort +3, Ref +4, Will 42
Abilities: Sty 10, Dex 15, Con 12, Int 2, Wis 14, Cha &
Skills: Listen +2, Spot +14

Feats: Weapon Finesse
Environment: Temperate mountains
Organization: Solitary or pair
Challenge Rating: 1,2
Advancement: 2-3 HD (Medium)
Level Adjustment; —

These birds of prey inhabit nearly every terrain and climate,
though they all prefer high, secluded nesting spors.

A rypical eagle is about 3 feet long and has 2 wingspan of about
7 feer. The statistics presented here can describe any similar-sized,
diurnal bird of prey

Combat

Eagles dive at prey, raking with their powerful talons
Skills: Eagles have a +8 racial bonus on Spot checks

ELEPHANT

Huge Animal

Hit Dice: 11d8+55 (104 hp)

Initiative: +0

Speed: 40 [t (8 squares)

Armor Class: 15 (-2 size, +7 natural), rouch 8, flat-footed 15

Base Attack,/Grapple: +8/+26

Artack: Gore +16 melee (2d8+15)

Full Attack: Slam +16 melee [2dé+10) and 2 stamps +11 melee
(2dé+5) or gore +16 melee (2d8+15)

Space/Reach: 15 fr./10ft

Special Attacks: Trample 2d8+15

Special Qualities: Low-light vision, scent

Saves: Fort 12, Bel +7, Will +&

Abilities: Str 30, Dex 10, Con 21, Int 2, Wis 13, Cha 7

Skills: Listen +12, Spot +10

Feats: Alertness, Endurance, Iron Will, 5kill Focus {Listen)

Environment:; Warm plains

Organization: Selitary or herd (6—30)

Challenge Rating: 7

Advancement: 12-22 HD (Huge)

Level Adjustment; —

Massive herbivores of tropical lands, elephants are unpredictable

| creatures but nevertheless are sometimes used as mounts or beasts

of burden.



This entry describes an African elephant. Indian elephants are
slightly smaller and weaker (Strength 28), but more readily
trained (Wisdom 15). These statistics can also represent prehis-
toric crearures such as mammoths and mastodons,

Combat
Elephants tend to charge at threatening creatures.

Trample (Ex): Reflex half DC 25 The save DC is Strength-based.

HAWK
Tiny Animal
Hit Dice: 1d8 (4 hp)
Initiative: +3
Speed: 10 ft. (2 squares), il y &0 fi. (average)
Armor Class: 17 (42 size, 43 Dex, +2 natural), rouch 15,
flat-footed 14
Base Attack/Grapple: +0/=10
Attack: Talons +5 melee (1d4-2)
Full Attack: Talons +5 melee (1d4-2)
Space/Reach: 2-1/2 fr. /o fi.
Special Artacks: —
Special Qualities; Low-light vision
Saves: Fort +2, Ref +5, Will +2
Abilities: Srr 6, Dex 17, Con 10, Int 2, Wis 14, Cha é
Skills: Listen +2, Spor +14
Feats: Weapon Fingsse
Environment;: Temperate forests
Organization: Solitary or pair
Challenge Rating: 1,/3
Advancement; —
Level Adjustment; —

| These creatures are similar to eagles bur slightly smaller: 1 to 2 feer
long, with wingspans of 6 feet or less,

Combat
Hawks combine both talons into a single attack.
Skills: Hawks have a +8 racial bonus on Spor checks,

HORSE

Horses are widely domesticated for riding and as beases of burden. |

Combat
A horse not trained for war does not normally use its hooves to
attack. 1ts hoof attack is treated as o secondary attack and adds only
half the horse's Strength bonus to damage. (These secondary
attacks are noted with an asterisk in the Attack and Full Artack
entries for the heavy horse and the light horse.)

Horse, Heavy

Large Animal

Hit Dice: 3d8+6 (19 hpl

Initiative: 41

Speed: 50 L (10 squares)

Armor Class: 13 (~1 size, +1 Dex, +3 nagural), touch 10,

flat-footed 12

Base Attack/Grapple: +2/49

Attack: Hoof -1 melee (1d6+1%)

Full Artack: 2 hooves —1 melee (1de+17)
Space/Reach: 10 fr./5 fr.

Special Attacks: —

Special Qualities: Low-light vision, scent
|Saves: Fort +5, Ref +4, Will +2

Abilities: Str 16, Dex 13, Con 15, Int 2, Wiz 12, Cha 6
Skills: Listen +4, Spot +4

Feats: Endurance, Run

Environment: Temperate plains

Organization: Domesticared
Challenge Rating: 1
Advancement: —

Level Adjustment: —

I The statistics presented here describe large breeds of working
horses such as Clydesdales. These animals are usually ready for
heavy work by age three. A heavy horse cannot fight while carry-
ing a rider. |
Carrying Capacity: A light load for a heavy horse is up to 200
pounds; a medium load, 201-400 pounds; and 2 heavy load, |
401600 pounds. A heavy horse can drag 3,000 pounds.

Horse, Light

Large Animal

Hit Dice: 3d8+6 (19 hp)

Unitiative: 1

Speed: 60 {1, (12 squares)

Armor Class: 13 (=1 size, +1 Dex, +3 natural, touch 10,
flar-footed 12

Base Attack/Grapple: +2/+8

Arrack: Hoof =2 melee (1d4+1*)

Full Attack: 2 hooves —2 melee (1d4+1)

Space/Reach: 10 ft./s fi.

Special Artacks: —

Special Qualities: Low-light vision, scent

Saves: Fort +5, Ref +4, Will +2 i

‘Abilities: Str 14, Dex 13, Con 15, Int 2, Wis 12, Cha &

Skills: Listen +4, Spot +4

Feats: Endurance, Run

Environment: Temperate plains

Organization: Domesticated or herd (6-30)

Challenge Rating;: 1

Advancement: —

Level Adjustment: —

The statistics presented here describe smaller breeds of working
horses such as quarter horses and Arabians as well as wild horses
These animals are usually ready for useful work by age rwa, Alight
hotse cannot fight while carrying a rider.

Carrying Capacity: A light load for a light horse is up to 150
pounds: a medium load, 151-300 pounds; and a heavy load,
301450 pounds. A light horse can drag 2,250 pounds,

Warhorse, Heawvy

Large Animal

Hir Dice: 4d8+12 (30 hp)

Initiative: +1

Speed: 50 ft. (10 squares)

Armor Class: 14 (—1 size, +1 Dex, +4 natural), rouch 10,
flar-foored 13

Base Attack/Grapple: +3/+11

Artack: Hoof +6 melee (1d6+4)

Full Artack: 2 hooves +6 melee (1dé+4) and bite 41 melee
(1d4+2]

Space/Reach: 10 f1./5 fr.

Special Attacks: —

Special Qualities: Low-light vision, scemt

Saves: Fort +7, Ref +5, Will +2

Abilities: Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha g

Skills: Listen +5, Spot +4

Feats: Endurance, Run

Environment: Temperate plains

Organization: Domesticated

Challenge Raring: 2

Advancement: —

Level Adjustment: —




These animals are similar 1o heavy horses but are mained and bred

for strengeh and aggression. A heavy warhorse can fight while car-
rying a rider, but the rider cannor also atrack unless he or she suc-
ceeds on a Ride check.

Carrying Capacity: A light load for a heavy warhorse is up 1o
300 pounds; 2 medium load, 301-600 pounds; and a heavy load,

| 601-900 pounds. A heavy warhorse can drag 4,500 pounds.

1'I"'l.rl.” iﬁl.li e, | |q||1
,Large Animal

Hit Dice: 3d8+9 (22 hp)
Unitiative: +1
Speed: 60 fr. (12 squares)

Armor Class: 14 (-1 size, +1 Dex, +4 natural), touch 10,

flar-foored 13

Base Attack/Grapple: +2/+9

Artack: Hoof +4 melee (1d4+3)

(Full Attack: 2 hooves +4 melee (1d4+3) and bire -1 melee
| (1d3+1)

|Space/Reach: 10 ft./5 fi

Special Attacks; —

Special Qualities: Low-light vision, scent

Saves: Fort +6, Ref +4, Will 2

Abilities: Str 16, Dex 13, Con 17, Int 2, Wis 13, Cha 6
Skills: Listen +4, Spot +4

Feats: Endurance, Run
\Environment: Temperate plains
|Organization: Domesticated
\Challenge Rating: 1

Advancement: —
| Level Adjustment: —

,These animals or similar to light horses but are rmained and bred
\for srrengrh and aggression, They usually are not ready for warfare
before age three. A light warhorse can fght while carrying a rider,
but the rder cannot also aitack unless he or she succeeds on a

Ride check.

Carrying Capacity: A light load for a light warhorse is up 1o,
230 pounds; a medium load, 231—460 pounds; and a heayy load, |

461-6290 pounds. A light warhorse can drag 3,450 pounds.

HYENA

Medium Animal

Hit Dice: 2da+4 (13 hp)

Initiative: +2

Speed: 50 fr. (10 squares)

Armor Class: 14 (+2 Dex, +2 natural), touch 12, flat-foored 12
Base Attack/Grapple: +1,/43
LArtack: Bite +3 melee (1d6+3)

Full Artack: Bite +3 melee (1d6+3)
Space/Reach: 5 fr./5 fr.

Special Attacks: Trip

Special Qualities: Low-light vision, scem
Saves: Fort +5, Ref +5, Will +1

Abilities: Sir 14, Dex 15, Con 15, Int 2, Wis 13, Cha é
Skills: Hide +3*, Listen +6, Spot +4

Feats: Alertness

Environment: Warm deserts

Organization: Solitary, pair, or pack (7-16)
Challenge Rating: |
(Advancement: 3 HD (Medium); 4-5 HD (Large]
| Level Adjustment:

| Hyenas are_pack hunters infamous for their cunning and their
(unnerving vocalizations, The statistics presented here are fora

striped hyena, which is about 3 feet long and weighs abour 120

pounds,

Combat

A favorite tactic is to send a few individuals against the foe's front
while the rest of the pack circles and atacks from the flanks or
rear.

Trip (Ex}k: A hyena that hits with its bite attack can atrempt to
trip the opponent (+2 check modifier) as a free action without
imaking a touch atack or proveking an attack of opportunity. If
the artempt fails, the opponent cannor react o trip the hyena.

Skills: *Hyenas have 1 +4 racial bonus on Hide checks in areas,
\of tall grass or heavy undergrowth.

LEOPARD

Medium Animal

Hit Dice: 3d8+6 (19 hp

Initiative: +4

Speed: 40§t (8 squares), climb 20 f.

Armor Class: 15 (#4 Dex, +1 natural), touch 14, flar-footed 11

. Base Artack/Grapple: +2/+5
\Artack: Bite +6 melee (1d6+3)
Full Attack: Bite +6 melee (1d6+3) and 2 claws +1 melee (1d3+1)

Space/Reach: 5 fr./5 fr.

Special Attacks: Improved grab, pounce, rake 1d3+1

Special Qualities: Low-light vision, scent

Saves: Forr +5, Ref +7, Will #2

Abilities; Str 16, Dex 19, Con 15, Int 2, Wis 12, Cha 6

Skills: Balance 12, Climb +11, Hide +8*% Jump +11, Listen 486,
Move Silently +8, Spot +6

;Feats: Alertness, Weapon Finesse

Environment: Warm forests
Organization: Solitary or pair
Challenge Rating: 2
Advancement: 45 HD (Medium)
Level Adjustment: —

These jungle cats are about 4 feer long and weigh abour 120
pounds. They usually hunt at night.

The statistics presented here can describe any feline of similar
size, such as jaguars, panthers, and mountain lions.

Combat

Improved Grab (Ex): To use this ability, a leopard must hir
with its bite artack, It can then artempt to start 2 grapple as a free
action without provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can rake.

Pounce (Ex): 1f a leopard charges a foe, it can make a full attack,
including rwo rake attacks.

Rake (Ex} Attack bonus +6 melee, damage 1d3+1.

Skills: Leopards have a +8 racial bonus on Jump checks and a +4
racial bonus on Hide and Move Silently checks.

Legpatds have a +8 racial bonus on Balance and Climb checks,
A leopard can always choose to take 10 on a Climb check, even if
rushed or threatened,

LION

Large Animal

Hit Dice: 5d8+10 (32 hp)

Initiative; 43

Speed: 40 ft. (8 squares]

Armor Class; 15 (=1 size, +3 Dex, +3 narural), touch 12,
fat-footed 12

| Base Attack/Grapple; +3/+12

Attack: Claw =7 melee (1d4+5) d
Full Artack: 2 claws +7 melee (1d4+5) and bite +2 melee (1d8+2) |

|Space/Reach: 10 fi./5 fi.
| Special Attacks: Pounce, improved grab, rake 1d4+2
{Special Qualities: Low-light vision, scent

Saves: Fort +6, Ref +7, Will 42



Abilities: Str 21, Dex 17, Con 15, Int 2, Wis 12, Cha 6

Skills: Balance +7, Hide +3%, Listen +5, Move Silently <11,
Spot +5

Feats: Alertness, Run

Environment: Warm plains

Organization: Solitary, pair, or pride (6-10)

Challenge Rating: 3

Advancement: 6-8 HD (Large)

Level Adjustment: -

The statistics presented here describe a male African lion, which is

5 1.8 feet long and weighs 33010 550 pounds. Females are slightdly
_smaller but use the same statistics.

Combat

Pounce (Ex): If a lion charges a foe, it can make a full arack,
including rwo rake attacks.

Improved Grab (Ex): To use this ability, a lion must hit with its |
bite artack. It can then sttempt to start a grapple as a free action |
\withour provoking an artack of opporrunity. If it wins the grapple |

check, it establishes a hold and can rake.

Rake (Ex): Artack bonus +7 melee, damage 1d4+2.

Skills: Lions have a +4 racial bonus on Balance, Hide, and Move
Silently checks. *In areas of tall grass or heavy undergrowth, the
Hide bonus improves to +12.

LIZARD

Tiny Animal
|Hit Dice: 1,/2d8 (2 hp)
Initiative: +2

Speed: 20 ft. (4 squares), climb 20 fr,
| Armor Class: 14 (+2 size, +2 Dex}, rouch 14, far-footed 12
\Base Attack/Grapple: +0/-12

Artaclk: Bire +4 melee (1d4—4)

Full Attack: Bire +4 melee (1d4—4)

Space/Reach: 2-1/2 f1./0 fr.

Special Attacks: —

Special Qualities: Low-light vision

Saves: Fort +2, Ref 4+, Will +1

Abiliries: Srr 3, Diex 15, Con 10, Int 1, Wis 12, Cha 2
Skills: Balance +10, Climb +12, Hide +10, Listen +3, Spot +3
Feats: Weapon Finesse

Environment: Warm forests

Organization: Solitary

Challenge Rating: 1/6

Advancement; —

Level Adjustment: —

| The statistics presented here describe small, nonvenomous lizards
|of perhaps a foot or two in length, such as an iguana.

Combat
Lizards prefer flight to combar, but they can bite painfully if there
is no other oprion.

Skills: Lizards have a +8 mcial bonus on Balance checks. They
also have a +8 raclal bonus on Climb checks and can always choosze
to take 10 on Climb checks, even if rushed or threatened. Lizards
use their Dexterity modifier instead of their Strength modifier for
Climb checks.

LIZARD, MONITOR
Medium Animal
| Hit Dice: 3d8+9 (22 hpl
Initiative: +2
Speed: 30 fi. (6 squares), swim 30 f1.
Armor Class: 15 (+2 Dex, +3 natural), touch 12, flar-footed 13
Base Attack/Grapple: +2/45

Artack: Bire +5 melee (1d8+4)

Full Attack: Bite +5 melec (1d58+4)
Space/Reach: 5 ft./s ft.

Special Attacks: -

|Special Qualities: Low-light vision
| Saves: Fort +8, Ref +5, Will +2

Abilities: Str 17, Dex 15, Con 17, Int 1, Wis 12, Cha 2
Skills: Climb +7, Hide +67, Listen +4, Move Silently <6, Spot +4,
Swim +11

Feats: Alertness, Great Fortitude
| Environment: Warm [orests

Organization: Solitary
Challenge Rating: 2
Advancement; 4-5 HD (Medium)
Level Adjustment: —

_This caregory includes fairly large, carnivorous lizards from 3 10 5

feet long.

C_bm bat

Meonitor lizards can be aggressive, using their powerful jaws to
fear at prey or engmies.

Skills: A manitor lizard has a +8& racial bonus on any Swim
check to perform some special action or avoid 2 hazard. It can
always choose to take 10 on a Swim check, even if distracred or
endangered. It can use the run action while swimming, provided
it swims in a straight line. =

Monitor lizards have a +4 racial bonus on Hide and Move
Silently checks, *In forested or overgrown areas, the Hide bonus
improves 10 +8.

MANTA RAY

Large Animal (Aquatic)

Hit Dice: 448 (18 hp)

Initiative: +0

Speed: Swim 30 fr. (6 squares)

Armor Class: 12 (=1 size, +3 natural), touch 9, flar-foored 12
Base Attack/Grapple: +3/+9

Attack: Ram —1 melee® (1das1)

Full Attack: Ram —1 melee® (1d6+1)

Space/Reach: 10 f./5 fr.

Special Arracks: —

Special Qualities: Low-light vision

Saves: Fort +4, Rel +4, Will +2

Abilities: Str 15, Dex 11, Con 10, Int 1, Wis 12, Cha 2
Skills; Listen +7, Spot +6, Swim +10

Feats: Alertness, Endurance

Environment: Warm aquatic

Organization: Solitary or school (2-5)

Challenge Rating: 1

Advancement: 5—6 HD (Medium)

Level Adjustment; —

These fish are nonaggressive and generally avoid contact with
other creatures. They filter plankion and similar small organisms
from the water through their gaping, toothless maws,

Combat

*If threatened, o manta ray uses its size and weight 1o ram oppo- |
nents. This is treated as a secondary artack |

Skills: A manta ray has a +8 racial bonus onany Swim check 1o |
perform some special action or avoid a hazard. It can always |
choose 1o take 10 on a Swim check, even if distracted or endan- |
gered. 1t can use the run action while swimming, provided it
swims ina straight line,




MONKEY

Tiny Animal

Hit Dice: 1d8 (4 hp)

Initiative: +2

Speed: 30 ft. (6 squares), climb 30 ft.

Armor Class; 14 (42 size, +2 Dex), touch 14, flac-footed 12
Base Attack/Grapple: 40/-12

Attack: Bite +4 melee (1d3—4)

| Full Artack: Bite «4 melee (1d3—4)

Space/Reach: 2-1/2 fr./0 fr.

Special Attacks: —

Special Qualities: Low-light vision

Saves: Fort +2, Ref «4, Will +1

Abiliries: Srr 3, Dex 15, Con 10, Int 2, Wis 12, Cha 5
Skills: Balance + 10, Climb +10, Hide +10, Listen +3, Spot +3
Feats: Weapon Finesse

Environment: Warm forests

Organization: Troop [10—40)
| Challenge Rating: 1/¢
{Advancement: 2-3 HD (Small)

Level Adjustment: -

The statistics presented here can describe any arboreal monkey
that is no bigger than a housecar. such as a colobus or capuchin

Combat
| Monkeys generally flee into the safery of the wwees, but if cornered
tcan fight ferociously.

Skills: Monkeys have a +8 racial bonus on Balance and Climb
{checks. They can always choose to take 10 on Climb checks, even
|if rushed or threatened. They use their Dexterity medifier instead
\of their Strength modifier for Climb checks,

MULE

Large Animal

Hit Dice; 3d8+9 (22 hp)

Initiative: 41

Speed: 30 1. (6 squares)

Armor Class: 13 (-1 size, +1 Dex, +3 natural), touch 10,

flar-foored 12

Base Attack/Grapple: +2/+9

Attack: Hoof +4 melee (1d443)

Full Attack: 2 hooves <4 melee (1d4+3)
Space/Reach: 10 £./5 f.

Special Attacks: —

Special Qualities: Low-light vision, sceni
Saves: Fort +6, Ref +4, Will <1
_Abilities: Str 16, Dex 13, Con 17, Int 2, Wis 11, Cha &
Skills: Listen +6, Spot +&
Feats: Alertness, Endurance
{Environment: Warm plains
Organization: Domesticated

Challenge Raring: 1

Advancement: —

Level Adjustment: —

Mules are sterile crosshreeds of donkeys and horses. A mule is
similar to a light horse, but slightly stronger and more agile.

Combat
LA mule’s powerful kick can be dangerous.

Carrying Capacity: A light load for a mule is up to 230 pounds;
ta medivm load, 231460 pounds; and a heavy load, 461-690
|pounds. A mule can drag 3,450 pounds,

Skills: Mules have a +2 racial bonus on Dexterity checks to
avoid slipping or falling,

OCTOPUS

Small Animal (Aquatic)
Hit Dice: 2d8 (9 hp)
Initiative: +3

Speed: 20 ft. (4 squares), swim 30 ft
LArmor Class: 16 (+1 size, 43 Dex, +2 natural), rouch 14,

flar-footed 13
Base Attack/Grapple: +1/+2
Attack: Arms +5 melee (0)

_Full Attack: Arms +5 melee (0) and bite +0 melee (1d3)
Space/Reach: 5 ft./5 fi

Special Attacks: Improved grab

Special Qualities: Ink cloud, jer, low-light vision

Saves: Fort +3, Ref 6, Will 1

Abilities: Sir 12, Dex 17, Con 11, Int 2, Wis 12, Cha 3

Skills: Escape Artist +13, Hide +11, Listen +2, Spor +5, Swim +%

Feats: Weapon Finesse

| Environment: Warm aquatic
Organization: Solitary

| Challenge Rating: 1

Advancement: 3—-¢ HD (Medium)
Level Adjustment: —

These botrom-dwelling sea creatures are dangerous only 1o thelr
prey. If disturbed, they usually 1y to escape.

Combat

Improved Grab (Ex): To use this ability, an octopus must hivan |
opponent of any size with its arms attack. It can then atempt 1o
start a grapple as a free action without provoking an artack of
opportunity, 1f it wins the grapple check, it establishes a hold and
automarically deals bite damage.

Ink Cloud (Ex); An octopus can emit a cloud of jer-black ink
10 feet high by 10 feet wide by 10 feet long once per minute as a
free action. The cloud provides toral concealment, which the ocro-
pus normally uses to escape a losing fight. All vision within the
cloud is obseured.

Jet (Ex): An octopus can jet backward once per round as a full-
round action, at a speed of 200 feer. It must move in a straight line,
but does not provoke attacks of opportunity while jetting,

Skills: An octopus can change colors, giving it a +4 racial bonus
on Hide checks.

An octopus also can squeeze and contort its body, giving ita +10
racial bonus on Escape Artist checks.

An octopus has a +8 racial bonus on any Swim check o perform
some special sction or avoid 3 hazard. It can always choose 1o rake
10 on a Swim check, even if distracted or endangered. Tt can use the
run action while swimming, provided it swims in a straight line.

OCTOPUS, GIANT

Large Animal (Aquaric)

Hit Dice: 8d8+11 (47 hp)

Initiative; +2

Speed: 20 f1. (4 squares), swim 30 ft.

Armor Class: 18 (~1 size, +2 Dex, +7 natural), rouch 11,
flar-footed 16

Base Attack/Grapple: +6/+15

Attack: Tentacle +10 melee (1d445)

Full Attack: & tentacles +10 melee (1d4+5) and bite 45 melee
(1d8+2)

Space/Reach: 10 fi./10 fi. (20 fi. with tentacle)

Special Attacks: Improved grab, consmrict

Special Qualities: Ink cloud, jer, low-light vision

Saves; Fort 47, Ref +8, Will +3

| Abilities: Str 20, Dex 15, Con 13, Int 2, Wis 12, Cha 3
Skills; Escape Artist +12, Hide +12, Listen +4, Spot +6, Swim +13

Eeats: Alertness, Skill Focus (Hide), Toughness



Environment: Warm aquatic

Organization: Solitary

Challenge Rating; §

Advancement: 9-12 HD (Large); 13=24 HD (Huge)
Level Adjustment;

These creatures are aggressive and territorial hunters, with arms.

reaching 10 feer or more in length, Their tentacles are studded
{with barbs and sharp-edged suckers.

Combat

LAn opponent can attack a giant octopus’s tentacles with a sunder
attempt as if they were weapons. A giant octopus’s rentacles have
10 hit poines each. If a giant octopus is currently grappling a target
with the rentacle thar is being artacked, it usually uses another
limb ro make its attack of opportunity against the opponent mak-

jing the sunder attempt. Severing one of a glant octopus’s te nacles

\deals 5 points of damage to the creature. A giant octopus usually |
| withdraws from combat if it loses four tentacles. The creature |

regrows severed limbs in 110410 days

Constrict (Ex); A giant octopus deals 2d§+6 points of damage

with a successful grapple check.

Improved Grab (Ex): To use this ability, a giant octopus must
hit an opponent of any size with a tentacle atrack. It can then
attempt to start a grapple as a free action without provoking an
attack of opportuniry. 1f it wins the grapple check, it establishes s
hold and can constrict

Ink Cloud (Ex): A giant cctopus can emit a cloud of jer-black
ink 20 feet high by 20 feet wide by 20 feet long once per minute as
'a free action. The cloud provides ol concealment, swhich the
pcropus normally uses to escape a losing fight. All vision within
.the cloud is obscured.

Jet (Ex): A giant octopus can jet backward once per round as a
| full-round action, at a speed of 200 feet. It must move in a staight
line, but does not provoke attacks of opportunity while jetting,

skills: A giant octopus can change colors, giving it 4 +4 racial
bonus on Hide checks.

A giant octopus also can squeeze and contort its body, giving it

a +10 racial bonus on Escape Artist checks.

A giant octopus has a +8 racial bonus on any Swim check to per-
form some special action or avoid a hazard. It can always choose.to,

take 10 on a Swim check, even if distracted or endangered. 1t can
use the tun action while swimming, provided it swims ina
straight line.

OWL

Tiny Animal

Hit Dice: 1d& (4 hp)

Initiative: +3

Speed: 10 ft. (2 squares), fly 40 fr. (average)
Armor Class: 17 (+2 size, +3 Dex, +2 natural), rouch 15,

flar-foored 14

Base Attack/Grapple: +0/=11

Attack: Talons +5 melee (1d4=3)

Full Attack: Talons +5 melee (1d4=3)
Space/Reach: 2-1/2 ft./0 fi.

Special Artacks: —

Special Qualities: Low-light vision

Saves; Forr +2, Ref +5, Will 42

Abilities: Str 4, Dex 17, Con 10, Int 2, Wis 14, Cha 4
Skills: Listen +14, Move Silently +17, Spot 467
Fears: Weapon Finesse

| Environment; Temperate forests
| Organization: Solirary

Challenge Rating: 1,/4

Advancement: 2 HD (Small)

Level Adjustment: —

The statistics presented here describe nocrurnal birds of prey from..
1 1o 2 feet long, with wingspans up 1o & feet. They combine both |
talons into a single atrack.

Combat

Owls swoop quietly down onto prey, artacking with their powerful
\talons,
Skills: Owls have a +8 racial bonus on Listen checks and a 414
racial bonus on Move Silently checks. *They have a +8 racial,
_bonus on Spot checks in areas of shadowy illumination.

PONY

Medium Animal

Hit Dice: 2d8+2 (11 hp)

Initiative: -1

Speed: 40 fi. (8 squares]

Armor Class: 13 (+1 Dex. +2 namural), touch 11, flar-footed 12
| Base Attack/Grapple: +1/+2
| Artack: Hoof =3 melee (1d3%)
| Full Artack: 2 hooves -3 melee (1d3%)

Space/Reach: 5 fr./5 fr.

Special Attacks: -

Special Qualities: Low-light vision, scent

Saves: Fort +4, Ref ++, Will +0

Abilities: Str 13, Dex 13, Con 12, Inr 2, Wis 11, Cha 4
Skills: Listen +5, Spot 5

Feats: Endurance

Environment; Temperate plains

Organization: Solitary

Challenge Rating: 1,/4

Advancement; —

Level Adjustment: —

The statistics presented here describe a small horse, under s feet
tall ar the shoulder. Ponies are otherwise similar o light horses
and eannot fight while carrying a rider.

Combat

*A pony not trained for war does not normally use its hooves o
attack but ruther to run. Its hoof attack is treated as a secondary
attack and adds only half the pony’s Strength bonus to damage

Carrying Capacity: A light load for & pony is up to 75 pounds
a medium load, 76-150 pounds; and a heavy load, 151-225
pounds. A pony can drag 1,125 pounds.

PONY, WAR

Medium Animal

Hit Dice: 2d8+# (13 hp)

Inirtiative: +1

Speed: 40 f1. (8 squares)

Armor Class: 13 (+1 Dex, +2 natural), tovch 11, flar-footed 12
Base Attack/Grapple: 1,43

Attack: Hoof +3 melee (1d3+2)

Full Attack: 2 hooves +3 melee (1d3+2)
Space/Reach: 5 ft./5 fr.

Special Artacks: —

Special Qualities: Low-light vision, scent

Saves: Fort +5, Ref +4, Will <0

Abilities: Str 15, Dex 13, Con 14, Int 2, Wis 11, Cha 4
Skills; Listen +5, Spot +5

Feats: Endurance

Environment: Tempetate plains

Organization; Domesticated
Challenge Rating: 1,/2

Advancement: —

Level Adjustment: —
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light warhorses.

Combat

A warpony can fight while carrying a rider, bur the rider cannot |

also attack unless he or she succeeds on a Ride check.

Carrying Capacity: A light load for 2 warpony is up to 100,
|pounds; 2 medium load, 101-200 pounds; and a heavy load, |

{201-300 pounds. A warpony can drag 1,500 pounds.

PORPOISE

| Medium Animal

Hit Dice: 2d8+2 (11 hp)

Initiative: +3

Speed: Swim 80 fr. (16 sguares

Armor Class: 15 (+3 Dex, +2 namral), rouch 13, flar-foored 12
Base Attack/Grapple: +1/4+1
| Artack: Slam +4 melee (2d4)

Full Attack: Slam +4 melee (2d4)
\Space/Reach: 5 fr./5 fi

Special Artacks: —

Special Qualities: Blindsight 120 fi., hold breach, low-light

WisIon

Saves: Fort +4, Ref +6, Will <1

Abilities: Sir 11, Dex 17, Con 13, Int 2, Wis 12, Cha &
Skills: Listen +8%, Spot +7%, Swim +8

JJFeats: Weapon Finesse

LEnvironment: Temperate aquatic

Organization: Solitary, pair, or school (3-20)
{Challenge Rating: 1,2

(Advancement: 3— HD (Medium); 5-6 HD (Large)
Level Adjustment:

Porpoises are mammals that tend o be playful, friendly, and helpful

A typical porpoise is 4.to 6 feet long and weighs 110 to 160
pounds. The statistics presented here can describe any small whale
of similar size,

Combai

Blindsight (Ex}): Porpoises can “see” by emitting high-fre- |
guency sounds, inaudible to most other crearures, that allow them |

to locate objects and creatures within 120 feer. A silence spell
negates this and forces the porpoise to rely on its vision, which is
approximately as good as a humans.
Hold Breath (Ex}: A porpoise can hold its breath for s number of
rounds equal 1o 6 = is Constitution score before i risks drowning.
Skills: A porpoise has a 8 racial bonus on any Swim check to
perform some special action or avoid a hazard. It can always
(choose to take 10 on a Swim check, even if distracted or endan-
gered, [t can use the rup action while swimming, provided it
swims in a straight ling,
“A porpoise has a +4 racial bonus on Spot and Listen checks.
These bonuses are lost if its blindsight is negated.

RAT

Tiny Animal

Hit Dice: 1/4 d8 (1 hp)

Iniriative: +2

Speed: 15 ft. (3 squares), climb 15 ft., swim 15 fi.
(Armor Class: 14 (+2 size, +2 Dex), touch 14, far-footed 12
| Base Attack/Grapple: +0/-12

|Artack: Bite +4 melee (1d3-4)
| Full Attack: Bite +4 melee (1d3-4)
|Space/Reach: 2-1/2 fv./0 fr.

Special Artacks: —

Special Qualities: Low-light vision, scent
Saves: Fort +2, Ref 4, Will +1

Warponies are bred for srength and aggression, and are similar ro

Abiliries: Str 2, Dex 15, Con 10, Int 2, Wis 12, Cha 2
Skills: Balance +10, Climb +12, Hide +14, Move Silently +10,
Swim +10

Feats: Weapon Finesse
(Environment: Any
| Organization: Plague (10-100)
|Challenge Rating: 1/5

Advancement: —

Level Adjustment: —

These cmnivorous redents thrive almost anywhere.

Combat
Rars usually run away. They bite only as a last resort

Skills: Rats have a +4 ractal bonus on Hide and Move Silently
checks, and a +8 racial bonus on Balance, Climb, and Swim checks.

A rat can always choose to take 10 on Climb checks, even if
(rushed or threatened. i

A rat uses its Dexterity modifier instead of its Srrength modifier
|for Climb and Swim checks.

A rat has a 48 racial bonus on any Swim check to perform
some special action or avoid a hazard. It can always choose to
take 10 ona Swim check, even if distracted or endangered. It can
use the run action while swimming, provided it swims in a
srraight line.

RAVEN
[ Tiny Animal
Hit Dice: 1,/4 d8 {1 hp)
Initiative: +2
Speed: 10 fr. (2 squares), fly 40 fr. (average)
Armor Class: 14 (=2 size, +2 Dex), rouch 14, flar-footed 12
Base Attack/Grapple: +0/-13
Artack: Claws +4 melee (1d2-5)
Full Attack: Claws +4 melee (1d2-5)
Space/Reach: 2-1/2ft/o fr.
Special Attacks: —
Special Qualities: Low-light vision
Saves: Fort +2, Ref +4, Will +2
Abiliries: Str 1, Dex 15, Con 10, Int 2, Wis 14, Cha 6
Skills: Listen +3, Spot +5
Feats: Weapon Finesse
Environment: Temperate forests
Organization: Solitary
Challenge Rating: 1/6
Advancement; —
Level Adjustment: —

These glossy black birds are about 2 feet long and have wingspans
of about 4 feet. They combine both claws inrto a single amack.

The statistics presented here can describe most nonpredatory
birds of similar size.

RHINOCEROS

Large Animal

Hit Dice: 8d8+40 (76 hp)

Initiative; <0

Speed: 30.ft. (6 squares)

Armor Class; 16 (=1 size, +7 natural), touch 9, flar-footed 16
Base Attack/Grapple: +6/+18
JAttack: Gore +13 melee (2d6+12)

Full Attack: Gore +13 melee (2d6+12)

Space/Reach: 10 fi./5 fi.

|Special Attacks: Powerful charge

Special Qualities: Low-light vision

\Saves: Fort +11, Ref +6, Will +3

Abilities: Str 26, Dex 10, Con 21, Int 2, Wis 13, Cha 2




Skills: Listen +14, Spot +3

Feats: Alertness, Endurance, Improved Matumal Atack (gore)
Environment: Warm plains

Organization: Solitary or herd (2-12)

Challenge Rating: 4

Advancement: 9-12 HD {Large); 13—24 HD (Huge)

Level Adjustment: —

The thinoceros is infamous for its bad temper and willingness 1o

charge intruders.

The statistics presented here are based on the African black

thino, which is 6 to 14 feer long, 3 o 6 feer high at the shoulder,
|and weighs up to 6,000 pounds. These statistics can describe any
herbivore of similar size and similar narural weapons (antlers,
hoens, sks, or the like),

Combat

When it is harassed or annoyed, a thinoceros lowers its head and |

| charges.

Powerful Charge (Ex): A rhinoceros deals 4dé+24 points of

damage when it makes a charge.

SHARK
These carnivorous fish are aggressive and liable to make unpro-
voked attacks against anything thar approaches them
Smaller sharks are from 5 to 8 feet long and not usually danger-
‘ous to creatures other than their prey. Large sharks can reach
{around 15 feet in length and are a serious threar. Huge sharks are
true monsters, like great whites, that can exceed 20 feet in length

Lombat
| Shatks cirele and observe potential prey, then dart in and bite with
their powerful jaws.

Blindsense (Ex): A shark can locate creatures underwater
within a 30-foot radius. This ability warks only when the shark is
underwarer,

Keen Scent (Ex): A shark can notice creatures by scent in a 150-

foor radius and derect blood in the water at ranges of up to amile. .

Skills; A shark has 2 +8 racial bonus on any Swim check to per-|
form some special action or avoid a hazard. 1t can always choose 1o
tuke 10 on a Swim check, even if distracted or enda I':gi.'n-.'d Itcan use |

the run action while swimming, provided it swims in a seraighe line,

Shark, Medium
Medium Animal (Aquatic)

Hit Dice: 3da+3 (16 hp)
Initiative: 2 4
Speed: Swim 60 fi. (12 squares)

15 (+2 Dex, +3 natural),
touch 12, flar-footed 13
Base Attack,/Grapple: +2/+3

Armor Class:

Shark, Large
Large Animal (Aquatic)
7de+7 (38 hp)

Swim 60 fr. (12 squares)

15 (=1 size, +2 Dex, +4 natural),
wuch 11, far-footed 13

+5/+12

SNAKE

Snakes usually are not aggressive and flee when confronted.
Skills: Snakes have a +4 racial bonus on Hide, Listen, and Spot |
checks and & +8 racial bonus on Balance and Climb checks. i
A snuke can always choose 1o ake 10 on a Climb check, even if
{rushed or threatened.
Snakes use either their Strength modifier or Dexterity modifier
for Climb checks, whichever is higher.
A snnke has a +8 racial bonus on any Swim check 1o perform,
.some special action or avoid a hazard, It can always choose o ke
10 on a Swim check, even if distracted or endangered. It can use the |
run action while swimming, provided ir swims in a steaighe line,

Constrictor Snake

Medium Animal

Hit Dice; 3d&+6 (19 hp)

Initiative: +3

Speed: 20 ft. (4 squares), climb 20 ft., swim 20 fr.

| Armor Class: 15 (+3 Dex, +2 narural), touch 13, flar-footed 12
i Base Artack/Grapple: +2/45

Artack: Bite +5 melee (1d3+4)

Full Attack: Bite +5 melee (1d3+4)

Space/Reach: 5 fr./5 fr.

Special Attacks: Constrict 1d3+4, improved gab

Special Qualities: Scent

Saves: Fort +4, Ref +6, Will +2

Abilities: Str 17, Dex 17, Con 13, Int 4, Wis12,Cha 2
Skills: Balance +11, Climb +14, Hide +10, Listen +7, Spol +7,

Swim +11

Feats: Alermmess, Toughness

Environment: Warm forests

Organization: Solitary

Challenge Rating: 2

Advancement: 45 HD (Medium}); 6=10 HD (Large)

Level Adjustment: —

Constrictor snakes usually gre nor aggressive and flee when con-
fronted. They hun: for food bue do not attempt 1o make a meal out
of any creature that is too large 1o consrricL

Combat

Constrictor snakes hunt by grabbing prey with their mouths and

Shark, Huge

Huge Animal (Aquatic)
10dg+20 (65 hp)

+

Swim &0 fi. (12 squares)

15 (=2 size, +2 Dex, +5 natural),
touch 10, flar-footed 13
+7/+20

Attack: Bite ++4 melee (1d6+1) Bite +7 melee (1d8+4) Bite +10 melee [2d647)

Full Artack: Bite ++ melee (1d6+1) Bite +7 melee (1d8+4) Bite +10 melee (2d6+7)

Space/Reach: 5fe/sfr 10 f./5 fi i5 fr./10 ft,

Special Artacks: — - —

Special Qualities: Blindsense, keen scemt Blindsense, keen scent Blindsense, keen scent

Savis: Fort +4, Ref +5, Will +2 Fort +8, Ref 47, Will +3 Fore +11, Ref +9, Will +4

Abilities: Str 13, Dex 15, Con 13, Str17, Dex 15, Con 13, Str 21, Dex 15, Con 15,

Int 1, Wis 12, Cha 2 Int 1, Wis 12, Cha 2 Int1, Wis 12, Cha 2

Skills; Listen +6, Spot +6, Swim +9 Listen +8, Spot +7, Swim +11 Listen +10, Spot +10, Swim +13

Feats: Alermess, Weapon Finesse Alertness, Great Fortitude, Improved Alertness, Grear Forritude,
Initative |m;|r4_".'r_'1l Initiative, lron Will

Environment: Cold aquatic Cold aquatic Cold aquatic

Organization: Solitary, school (2-5), or pack (6=11) Solitary, school (2-5), or pack (6-11) Solitary, school (2-5), or pack (6-11)

Challenge Rating: 1 2 4

Advancement: 4—6 HD (Medium) #-9 HD (Large] 11-17 HD (Huge]

Level Adjustment:  — —




280

Snake, Tiny Viper

Snake, Small Viper

Tiny Animal Small Animal
Hit Dice: 1/4 d& (1 hp) 1ds (4 hp)
Initiative: +3 +3
Speed: 15 fr. (3 squares), climb 15 fr., swim 15 fr 20 fr. (4 squares), climb 20 ft., swim 20 f.
Armor Class: 17 {+2 size, +3 Dex, +2 natural), touch 15, Har-footed 14 17 (#1 size, +3 Dex, +3 natural), touch 14, flar-footed 14
Base Artack/Grapple: +0/-11 Hi/—6
Attacl: Bite +5 melee (1 plus poison) Bite +4 melee (1d2-2 plus poison)
Full Atrack: Bite +5 melee (1 plus poison) Bite +4 melee (1d2-2 plus poison)
Space/Reach: 2426 /0 5 fr./s fr.
Special Artacks: Poison Poison
Special Qualities: Scent Scent
Saves: Fort +2, Ref +5, Will 1 Fort +2, Ref +5, Will <1
Abiliries: Str4, Dex 17, Con 11, Str 6, Dex 17, Con 11,
Inc i, Wis 12, Cha 2 Int 1, Wis 12, Cha 2
Slkills: Balance +11, Climb +11, Hide <15, Listen +6, Balance +11, Climb +11, Hide 11, Listen +7,
Spot +6, Swim +5 Spot +7, Swim +6
Feats: Weapon Finesse Weapon Finesse
Environment: Temperate marshes Temperate marshes
Organization: Solitary Solitary
Challenge Rating: 1/3 12
Advancement:
Level Adjustment: - —
Snake, Medium Viper Snake, Large Viper Snake, Huge Viper
Medium Animal Large Animal Huge Animal
Hit Dice: 2d8 (9 hp) 3ds (13 hp) 6d8+6 (33 hp)
Initiative: +3 +7 +6
Speed: 20 fr. (4 squares), climb 20 fr., 20 fr. (4 squares), climb 20 fi.,, 20 it. (4 squares), climb 20 ft.,
swim 20 fr swim 20 ft swim 20 ft
Armor Class: 16 {+3 Dex, +3 natural), 15 (-1 size, +3 Dex, +3 parural), 15 (-2 size, +2 Dex, +5 natural),
touch 13, flar-footed 13 touch 12, fat-foored 12 touch 10, flar-foored 15
Base Attack/Grapple: +1/+0 +2/48 +/+15
Attack: Bire +4 melee (1d4—1 plus poison)  Bite +4 melee (1d4 plus poison)  Bite +6 melee (1d6+4 plus poison)
Full Arrack: Bite +4 melee (1d4—1 plus poison)  Bite +4 melee (1d4 plus poison)  Bite +6 melee (1d6+4 plus poison)
Space/Reach: 5 fr./5 fr. 10 fr./s fr. 15 ft./10 fr
Special Attacks: Poison Poison Poison
Special Qualities: Scent Scemt Scent

Saves:

Forr +3, Rel +6, Will «1

Fort +3, Ref +6, Will +2

Abiliries: Str 8, Dex 17, Con 11, Str 10, Dex 17, Con 11,
Int 1, Wis 12, Cha 2 Int 1, Wis 12, Cha 2

Skills: Balance 411, Climb +11, Balance +11, Climb +11,
Hide +12, Listen +5; Hide +8, Listen +5,
Spot 45, Swim +7 Spot +6, Swim +8

Feats: Weapon Finesse Improved Initiative,

Weapon Finesse

Environment: [emperate marshes Temperate marshes

Organization: Solitary Solitary

Challenge Rating: 1 2

Advancement: — —

Level Adjustment: — —

Fort +6, Ref +7, Will +3
Str 16, Dex 15, Con 13
Int 1, Wis 12, Cha 2
Balance +10, Climb +11,
Hide +3, Listen 47,
Spot+7, Swim +11
Improved Initiative, Run,
Weapon Focus (bite)
Temperate marshes
Solirary

3

7-18 HD (Huge)

then squeezing it with their powerful bodies

Constrict (Ex): On a successful grapple check, a constrictor
snake deals 1d3+4 points of damage,

Improved Grab (Ex): To use this ability, a constrictor snake
must hit with irs bite artack. It can then attempt 1o start a grapple
a5 a free action withour provoking an attack of opporctunity. If it
wins the grapple check, it establishes a hold and can constrict.

Constrictor Snake, Giant
Huge Animal
|Hit Dice: 11d8+14 (63 hp)
Unitiative; +3
Speed: 20 ft. (4 squares), climb 20 ft., swim 20 ft
Armor Class; 15 (=2 size, +3 Dex, +4 natural), touch 11, fla-foored 12
Base Artack/Grapple: +8/+23

Attaclc Bite +13 melee (1d8+10)

Full Attack: Bire +13 melee (1d8+10)

Space/Reach; 15 fr./10 fi.

Special Attacks: Constrict 1d8+10, improved grab

Special Qualities: Scen:

Saves: Fort 48, Ref +10, Will +4

Abilities: Sir 25, Dex 17, Con 13, Int 1, Wis 12, Cha 2

Skills; Balance +11, Climb +17, Hide +10, Listen +9, Spot +9,
Swim +16

Feats: Alertness, Endurance, Skill Focus (Hide), Toughness

Environment: Woarm forests

Organization: Solitary

Challenge Rating: 5

Advancement: 12-16 HD {Huge); 17-33 HD (Gargantuan)

Level Adjustment: —




Giant constrictor snakes are more aggressive than their smaller
cousins, principally because they need 2 great amount of food to
SUTVIve,

Viper Snake

These crearures range widely in size. They are nor particularly |
ageressive, bur will oftren lash out with a bite artack before

attempring to reireal

Combit
Viper snakes rely on their venomous bite fo kill prey and defend
| themselves.

Poison (Ex): A viper snake has a paisonous bite that deals ini-
tial and secondary damage of 1d6 Con. The save DC varies by the
snake's size, as shown on the table below. The save DCs are Consti-
tution-based.

Size Fort DC

Tiny 10

Small 10

Medium 11

Large 1

Huge 14
SQUID

Medium Animal (Aquatic)

Hit Dice: 3d& (13 hp)

Initiative: +3
|Speed: Swim 60 ft, (12 squares]

Armor Class: 16 (+3 Dex, +3 nutural), touch 13, flar-footed 13
Base Attack/Grapple: +2/+8°

Artack: Arms +4 melee (0]

Full Attack: Arms +4 melee (0) and bite -1 melee (1dé+1)
Space/Reach: 5 fi./5 fi

Special Artacks: Improved grab

Special Qualities: Ink cloud, jer, low-light vision

Saves: Fort +3, Ref +6, Will +2

Abilities: Str 14, Dex 17, Con 11, Int 1, Wis 12, Cha 2
Skills: Listen +7, Spot +7, Swim +10

Fears: Alermess, Endurance

Environment: Temperate aguatic

Organization: Solitary or school (6-11)

Challenge Rating: 1

Advancement: 4-6 HD (Medium}; 7-11 HD {Large}
Level Adjustment:

These free-swimming mollusks are fairly aggressive, They are
more feared than sharks in some locales

Combai

Improved Grab (Ex): To use this ability, a squid must hit an
oppenent of any size with its arms attack, It can then atrempt to
start a grapple as a free action without provoking an atrack of
opportunity. If it wins the grapple check, it establishes a hold and
auromatically deals bite damage.

*A squid has a +4 racial bonus on grapple checks,

Ink Cloud (Ex): A squid can emit a cloud of jer-black ink 10 feet
high by 10 feet wide by 10 feat long onee per minute as a free action.
The cloud provides toral concealment, which the squid normally
uses 1o escape  losing fight. All vision within the cloud is obscured,

Jet (Ex): A squid can jer backward once per round as a full-
round action, at a speed of 240 feer. It must move in a steaight line,
but does not provoke attacks of opportunity while jetting,

skills: A squid has a +8 racial bonus on any Swim check to per-

form some special action or avoid a hazard. Ir can always choose 1o
take 10 on a Swim check, even if distracted or endangered. It can

use the run acrion while swimming, provided it swims in a|

straight line

SQUID, GIANT

Huge Animal (Aquaric)

Hit Dice; 12d8+18 (72 hp)
Initiative: +3

Speed: Swim 50 ft. (16 squares)

| Armor Class: 17 (=2 size, 43 Dex, +& natural), touch 11,

flat-footed 14
Base Artack/Grapple: +3/429
Attack: Tentacle +15 melee (1d6+8)

| Full Attack: 10 tentacles <15 melee (1da+8) and bite +10 meles

(2d8+4)
Space/Reach: 15 ft./15 fi. (30 fr. with tentacle)
Special Artacks: Constrict 1d6+8, improved grab
Special Qualities: Ink clowd, jer, low-light vision
Saves: Fort +9, Ref +11, Will +5
Abilities: Str 26, Dex 17, Con 13, Int 1, Wis 12, Cha 2
Skills: Listen +10, Spot +11, Swim +16

| Fears: Alertness, Diehard, Endurance, Toughness (2)
\Environment: Temperate aquatic

COrganization: Solitary

Challenge Rating: %

Advancement: 13-18 HD (Huge); 19-36 HD (Gargantuan]
Level Adjustment: —

These voracious creatures can have bodies more than 20 feet long
and arrack almost anything they meet.

Combat

An opponent can attack a giant squid's tentacles with & sunder

artempt as if they were weapons. A giant squid’s tentacles have 10

hit points each. If a giant squid is currently grappling a target with

the tentacle that is being attacked, it usually uses another limb 1o

make its attack of opportunity against the opponent making the,
sunder attempt. Severing one of a giant squid's renracles deals 5

points of damage 1o the creature. A giant squid usually withdraws

from combat if it loses five tentacles. The creature regrows severed

limbs in 1d10+10 days

Constrict (Ex): A giant squid deals 1d6+8 points of damage
with a successful grapple check.

Improved Grab (Ex): Touse this ability, s giant squid must hit
an opponent of any size with atenmcle attack. It can then attempt
to starta grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a hold and
can constrict,

A giant squid has a +4 racial bonus on grapple checks.

Ink Cloud (Ex): A giant squid can emit a cloud of jer-black ink
20 feet high by 20 feet wide by 20 feer long once per minute as a
free action, The cloud provides total concealment, which the squid
normally uses to escape a losing fight. All vision within the cloud
is obscured.

Jet (Ex): A giant squid can jer backward once per round as a full-
round action, ata speed.of 320 feer. It must move in a straight line,
but does not provoke artacks of oppertunity while jetting,

Skills: A gianr squid has a +8 racial bonus on any Swim check to
perform some special action or avoid a hazard, It can always
choose to take 10 on & Swim check, even if distracted or endan-
gered. It can use the run action while swimming, provided it
swims in a straight line.

1GER
Large Animal

Hir Dice: 6d8+18 (45 hpl

Initiative: +2

Speed: 40 {1 (8 squares)

Armor Class: 14 (=1 size, +2 Dex, +3 nanuml), touch 11,
flar-foored 12

Base Artack/Grapple: +4/+14




Artack: Claw +9 melee (1d8+6]

Full Artack: 2 claws +9 melee (1d8+6) and bite +4 melee (2d6+3)

Space/Reach: 10 ft./5 fi.

Special Artacks: Improved grab, pounce, rake 1d8+3

Special Qualities: Low-light vision, scent

Saves: Fort +8, Ref +7, Will +3

Abilities; Str 23, Dex 15, Con 17, Int 2, Wis 12, Cha &

|Skills: Balance +6, Hide +3° Listen +3, Move Silently +9, Spot
+3, Swim +11

(Fears; Alertness, Improved Natual Attack (bite), Improved
Marural Artack (claw)

Environment: Warm forests

Organization: Solitary

Challenge Rating: 4

Advancement: 7-12 HD (Large); 13—18 HD (Huge)

Level Adjustment: —

{These great cats stand more than 3 feet tall ar the shoulder and are |

jabout @ feer long. They weigh from 400 1o 600 pounds,

Combat

Improved Grab (Ex): To use this ability, a tiger must hit with s
claw or bite areack. It can then artempt to start @ grapple as a free
action without provoking an attack of opportunity, If it wins the
grapple check, it establishes a hold and can rake.

Pounce (Ex): If a tiger charges a foe, it can make a full amack,
lincluding two rake attacks.

Rake (Ex): Attack bonus +9 melee, damage 1d8+3.

Skills: Tigers have a +4 racial bonus on Balance, Hide, and
| Move Silently checks. *1n areas of tall grass or heavy undergrowth,
{the Hide bonus improves to +8,

TOAD
| Diminutive Animal

Hit Dice: 1/4 ds (1 hp)

Initiative; +1

Speed: 5 ft. (1 square)

Armor Class: 15 (+4 size, +1 Dex), rouch 15, flar-foored 14
Base Attack/Grapple: +0/-17

Artack: —

Full Artack: -

Space/Reach: 1 fr./0 fi,

Special Attacks: —

Special Qualities: Amphibious, low-light vision
Saves: Fort +2, Ref +3, Will +2

Abilities; Str 1, Dex 12, Con 1.1, Int 1, Wis 14, Cha 4
Skills: Hide +21, Listen +4, Spot +4

Feats: Alermess

Environment: Temperate marshes
(Organization: Swarm (10-100}

Challenge Rating: 1,/10

Advancement: —

Level Adjustment: —

These diminutive amphibians are innocuous and beneficial, since
they eat insects.

Skills: A toad's coloration gives it a +4 racial bonus on Hide
checks.

WEASEL
Tiny Animal
| Hit Dice: 1/2 d8 (2 hp)
Initiative: +2
| Speed: 20 ft. (4 squares), climb 20 fi.
Armor Class: 14 (+2 size, +2 Dex), touch 14, flar-footed 12
Base Attack/Grapple: <0/-12
Attack: Rite +4 melee (1d3—4)

Eull Artack: Bite +4 melee (1d3—4)
Space/Reach: 2-1/2 ft./0

Special Attacks: Attach

Special Qualities: Low-light vision, scent

| Saves: Fort +2, Ref +4, Will +1

Abilities: Str 3, Dex 15, Con 10, Int 2, Wis 12, Cha §

| Skills: Balance +10, Climb +10, Hide +11, Move Silently +8, Spot +3

Feats: Weapon Finesse
Environment: Temperate hills

 Organization: Solitary

Challenge Rating: 1,4
Advancement: —
Level Adjustment: —

These lingle mammals are aggressive predators bur usually confine |
themselves ro smaller prey. The statistics presented here can also
apply 1o ferrers,

Combat

Attach (Ex): 1f a weasel hits with a bite attack, it uses its power-
ful faws to latch onto the opponent’s body and automatically deals
bite damage each round it remains attached, An attached weasel
loses its Dexterity bonus to Armor Class and has an AC of 12

An attached weasel can be struck with a weapon or grappled
itself To remove an attached weasel through grappling, the oppo-
nent must achieve a pinagainst the creature,

Skills: Weasels have a +4 racial bonus on Move Sileatly checks |
and a +8 racial bonus on Balanee and Climb checks. They use their |
Dexterity modifier for Climb checks. A weasel can always choose |
to take 10 on a Climb check, even if rushed or threatened.

WHALE

Some varieties of these seagoing mammals are among the largest
animals known. Relarively small whales (such as the orca pre-
sented here) can be vicious predutors, artacking virtually anything
they detect.

Blindsight (Ex): Whales can “see” by eminting high-frequency
sounds, inaudible to most other creatures, that allow them to
locare objects and crearures within 120 feet. A silence spell negates
this and forces the whale to rely on its vision, which is approxi-
mately as pood as a human's,

Hold Breath (Ex): A whale can hold its breath for a number of
rounds equal to & x irs Constitution score before it risks drowning.

Skills: A whale has a +8 racial bonus on any Swim check to per-
form some special action or avoid a hazard, It can always choose o
take 10 0n a Swim check, even if distracted or endangered. It can use
the run action while swimming, provided it swims in a straight line.

A whale has a +4 racial bonus on Spot and Listen checks. These
bonuses are lost if its blindsight is negated.

Baleen Whale

Gargantuan Animal

Hit Dice: 12d8+78 (132 hp)

Initiative; +1

Speed: Swim 40 ft. (8 squares)

Armor Class: 16 (—4 size, +1 Dex, +9 natural), touch 7,
flat-footed 15

Base Attack/Grapple: +9/+33

Attacle Tail slap +17 melee (1d8+18)

Full Artack: Tail slap <17 melee (1d8+18)

| Space/Reach: 20 fr./15 fi.

Special Artacks; —
Special Qualities: Blindsight 120 fr., hold breath, low-light
vision

| Saves: Fort +14. Ref +9, Will +5
| Abilities: Str 35, Dex 13, Con 22, Int 2, Wis 12, Cha 6

Skills; Listen +15%, Spot +14", Swim +20



Feats: Alertness, Dichard, Endurance, Toughness (2]
Environment: Warm aquatic

Organization: Solitary

Challenge Rating: &

Advancement: 13-18 HD (Gargantuan); 19—36 HD (Colossal)
Level Adjustment: —

| The staristics here describe a plankton-feeding whale berween 30,

and &0 feert long, such as gray, humpback, and right whales.
These massive creatures are surprisingly gentle, If harassed or
provoked, they are as likely to flee as they are to remliate

Cachalot Whale

Gargantuan Animal

Hit Dice: 12d8+87 {141 hp)

Imiriarive: +1

Speed: Swim 40 fr (8 squares)

Armor Class: 16 (=4 size, +1 Dex, +9 natural), rouch 7,
flar-foored 15

Base Attack/Grapple: +9/+33

Artack: Bite +17 melee (4d6+12)

Full Artack: Bite +17 melee {4dé+12) and tail slap +12 meles
{1d8+6)

Space/Reach: 20 fr./15 fi.

Special Attacks: —

Special Qualities: Blindsight 120 fr, hold breath, low-light
vision

Saves: Fort +15, Ref +9, Will +&

Abilities: Str 35, Dex 13, Con 24, Int 2, Wis 14, Cha g

Skills: Listen +15° Spot +14*, Swim +20

Feats: Alertness, Dichard, Endurance, Improved Natural Attack
(bite), Toughness

Environment: Temperate aquatic

Organization: Solitary or pod (6-11)

Challenge Rating: 7 =

Advancement: 13—18 HD (Gargantuan); 19-36 HD (Colossal)

Level Adjustment: —

Also known as sperm whales, these creatures can be up 1o 60 feet |

long. They prey on giant squids.

Crca

Huge Animal

Hit Dice: 9d8+48 (88 hp)

Initiative: +2

Speed: Swim 50 fr. (10 squares)

Armor Class: 16 (=2 size, +2 Dex, +6 natural), touch 10,

flat-foored 14

Base Attack/Grapple: +5/+22

Artack: Bite +12 melee (2d6+12)
| Full Artack: Bite +12 melee (2d6+12)

Space/Reach: 15 fi./10

Special Attacks: —

Special Qualities: Blindsight 120 fi., hold breath, low-light

vision

Saves: Fort +11, Ref +8, Will +5

Abilities: Str 27, Dex 15, Con 21, Int 2, Wis 14, Cha s
Skills: Listen +14%, Spot +14°, Swim +16

Feats: Alertness, Endurance, Bun, Toughness
Environment: Cold aquaric

Organization: Solitary or pod (8-11)

Challenge Rating: 3

|Advancement; 10-13 HD (Huge); 14-27 HD (Gargantuan)
Level Adjustment; —

These ferocious crearures are abour 30 feet long. They ear fish, |

squid, seals, and other whales

WOLF

Medinm Animal

Hit Dice: 2d&+4 (13 hp)

Initiative: +2
\Speed: 50 ft. (10 squares)
| Armor Class: 14.(+2 Dex, +2 natural), rouch 12, flac-footed 12
\Base Artack/Grapple: +1,/+2

Artack: Bite +3 melee (1d6+1)

Full Atrack: Bite +3 melee (1ds+1)
.Space/Reach: 5 fr./5 fr.

Special Artacks: Trip

Special Qualities: Low-light vision, scent

Saves: Fort +5, Ref 45, Will +1

Abilities: Str 13, Dex 15, Con 15, Inr 2, Wis 12, Cha 6
Skills: Hide +2, Listen +3, Move Silently +3. Spot +3, Survival 41°
Feats: Track®, Weapon Focus (bite)
. Environment: Temperate forests

 Organization: Solitary, pair, or pack (7-16)
(Challenge Rating: 1

| Advancement: 3 HD (Medium}); 4—6 HD (Large)
Level Adjustment: —

Wolves are pack hunters known for their persistence and cunning.

Combat

A favorite tactic is 1o send a few individuals against the foe's front
while the rest of the pack circles and atracks from the flanks or rear. |

Trip (Ex) A wolf that hirs with a bite artack can anempt 1o trip |
the opponent (+1 check modifier) as a free action without making |
a touch attack or provoking an attack of opportunity. If the |
atrempr fails, the opponent cannot react w trip the wolk }

Skills: *Wolves have a +4 racial bonus on Survival checks when |
tracking by scent

WOLVERINE
Medium Animal
Hit Dice: 3d8+15 (28 hp
Initiative: +2
Speed: 30 fr. (6 squares), bucrow 10 fi., climb 10 ft.
Armor Class: 14 (+2 Dex, +2 namral), rouch 12, flas-footed 12
Base Artack/Grapple: +2/44
Artack: Claw +4 melee (1d442)
Full Attack: 2 claws +4 melee (1d4+2) and bite =1 melee (1dé6+1)
Space/Reach: 5 fi./s fr.
Special Artacks: Rage
Special Qualities: Low-light vision, scent
Saves: Fort +7, Ref +5, Will +2
Abilities: Str 14, Dex 15, Con 19, Int 2, Wis 12, Cha 10
Skills: Climb +10, Listen +6, Spor.+6
Feats: Alermess, Toughness, Track®
Environment: Cold forests
Organization: Solitary
Challenge Rating: 2
Advancement: 4-5 HD (Large)
Level Adjustment; —

These crearures are similar to badgers but are bigger, stronger, and |
even more [erncious.

COMBAT

Rage (Ex); A wolverine that takes damage in combar flies into a.|

berserk rage on its next turm, clawing and biting madly until eithec |

it or its opponent is dead. It gains +4 1o Srrength, +4 1o Constitution, |

and -2 ro Armor Class, The creature cannot end its rage voluntarily.

Skills: Wolverines have a +8 racial bonus on Climb checks and

can always choose to take 10 on Climb checks, even if rushed or
threatened.




CHAPTER 3: VERMIN

This chaprer provides statistics and basic information for several
kinds of monstrous vermin, These creatures operate on instiner,
driven by simple needs such as food and reproduction.

Except where noted, vermin attack only when hungry or,

threatened

Vermin Traits: Vermin possess the [ollowing traits (unless oth- |

erwise nored in a creatures entry )

—Mindless: No Intelligence score, and immunity to all mind-,

affecting effects (charms, compulsions, phantasms, patterns, and
morale effects).

—Darkvision out to 60 feet.

—aAlignment: Always neurral. Yermin are net governed by a
human sense of morality.

—Treasure: Vermin generally possess no treasure. For those that
\do, this treasure consists of possessions formetly owned by o cres-
crure that the monster has killed.

GIANT ANT
Giant ants are among the hardiest and most adaptable vermin. Sol-
diers and workers are about & feet long, while queens can grow o
a length of 2 feet
Acid Sting (Ex): A giant soldier ant has a stinger and an acid-
producing gland in its abdomen. If it successfully grabs an oppo-
nent, it can attempt to sting each round (+3 artack bonus). A hit
with the sting attack deals 1d4+1 points of piercing damage and
|1d4 points of acid damage.
Improved Grab (Ex): To use this ability, 2 giant ant must hit
Jwith its bite attack. A giant soldier ant that wins the ensuing grap-
ple check establishes a hold and can sting,
Skills: *Giant ants have a +4 racial bonus on Survival checls
when tracking by scent and a +8 racial bonus on Climb checks. A
|giant ant can always choose to take 10 on Climb checks, even if
rushed or threatened.

GIANT BEE

Medium Vermin

Hit Dice: 3d& (13 hp)

Initiative; +2

Speed: 20 fr. (4 squares), fly 80 fr. (good)

Armor Class: 14 (42 Dex, +2 natural), rouch 12, Har-footed 12
Base Attack/Grapple: +2/+2

Artack: Sting +2 melee (1d4 plus poison)

Full Attack: Sting +2 melee (1d4 plus poison]

|Space/Reach: 5 ft./5 fi
\Special Attacks: Poison

Special Qualities: Darkvision 60 fr., vermin traits
Saves: Fort +3, Ref =3, Will +2

Abilities: Str 11, Dex 14, Con 11, Int —, Wis 12, Cha 9
Skills: Spot +3, Survival +1°

Feats: —

Environment: Temperate plains

Organization: Solitary, buzz {2-5), or hive (11-20)
Challenge Rating: 1

Treasure: Mo coins; 1/4 goods (honey onlyk; no frems
Advancement: 4—6 HD (Medium}; 7-9 HD {Large)
Level Adjustment:

Although many rimes larger, growing 1o a length of about 5 feet, .

giant bees behave generally the same as their smaller cousins

Giant bees are usually not aggressive except when defending
themselves or their hive.

Poison (Ex): Injury, Fortitude DC 11, initial and secondary
damage 1d4 Con. The save DC is Constitution-based.

A giant bee that successfully stings another creature pulls away,
leaving its stinger in the créature. The bee then dies.

Skills: Giant bees have a +4 racial bonus on Spor checks. “They
also have a +4 racial bonus on Survival checks to orient themselves.

GIANT BOMBARDIER BEETLE

Medium Vermin

Hir Dice: 2d8+4 (13 hp)

Iniriarive: <0

Speed: 30 [t (6 squares)

Armor Class: 16 (+6 natural), touch 10, flar-footed 16
Base Attack/Grapple: +1/+2

Attack: Bite +2 melee (1d4+1

Full Attack: Bite +2 melee [1d4+41

Space/Reach: 5 fr./5 fi.

Special Attacks: Acid spray

Special Qualities: Darkvision 60 fi., vermin traits

Giant Ant, Soldier
Medium Vermin
2dB+2 (11 hP:'

50 ft. (10 squares), climb 20 fi.

Giant Ant, Worker
Medinum Vermin
Hit Dice: 2ds (9 hp)
Initiarive: +{ +0
Speed: 50 ft. (10 squares), climb 20 fr.
Armor Class: 17 (+7 natural),

| touch 10, fat-footed 17
Base Attack/Grapple: +1/+1

Artack: Bite +1 meles (1d6)

Full Arrack: Bite +1 melee (1d4)

Space/Reach: 5fr./5fi

Special Attacks: Improved grab

Special Qualiries; Scent, vermin trairs

Saves: Forr +3, Ref +0, Will +0

Abilities: Str 10, Dex 10, Con 10,
Int —, Wis 11, Cha 9

Skills; Climb +8

Feats: Track®

Environment: Temperate plains

Organization: Gang (2-6) or crew (611 plus

1 giant ant soldier)
Challenge Rating: 1
Treasure: Mone
Advancement:
Level Adjustment:

3-4 HD (Medium}; 5-6 HD (Large)

17 (+7 narural),

touch 10, flat-footed 17
+1/43

Bite +3 melee (2d4+3)
Bite +3 melee (2d4+3)
§ fr./s

Improved grab, acid sting
Scent, vermin rrafts
Fort +4, Ref +0, Will +1
Str 14, Dex 10, Con 13,
Int —, Wis 13, Cha 11
Climb +10

Track

Temperate plains
Solitary or gang (2—4)
=

MNone

31-4 HD (Medium}); 5-6 HD {Large)

Giant Ant, Queen
Large Vermin

4d8+4 (22 hp)

=1

40 fr. [8 squares)

17 (=1 size, —1 Dex, +9 natural),
toiich 8, fat-footed 17
+3/+10

Bire +5 melee (2dé+4)
Bite +5 melee (2de+4)
10 fr./s f1.

Improved grab

Scent, vermin traits
Fort +5, Rel +0, Will +2
Sir 16, Dex 9, Con 13,
Int —, Wis 13, Cha 11
Track®

Temperate plains

Hive {1 plus 10-100 workers
and §-20 soldiers)

)

1/10 coins; 50% goods; 50% items
56 HD (Large); 7-8 HD (Huge)



Saves: Fort +5, Ref +0, Will +0

Abilities: Str 13, Dex 10, Con 14, Int —, Wis 10, Cha 9
Skills: —

Feats: —

Environment: Warm forests

Orpganization: Cluster (2-5) or click [6-11]
Challenge Rating: 2

Advancement: 3—+ HD (Medium]; 5= HD {Large)
Level Adjustment: —

These creatures feed primarily on carrion and offal, gathering
{heaps of the stuff in which to build nests and lay eggs. A giant
bombardier beetle is abour & feet long

Giant bombardier beetles normally artack only to defend them-
selves, their nests, or their eggs.

Acid Spray (Ex): When attacked or disturbed, the crearure can
release a 10-foor cone of acidic vapor once per round. Those

within the cone must succeed on a DC 13 Fortitude save or take |
1d4+2 points of acid damage. The save DC is Constitution-based. |

GIANT FIRE BEETLE

Small Vermin

Hit Dice: 1d8 (4 hp)

Iniriative: +0

Speed: 30 ft. (& squares)

Armor Class: 16 (+1 size, +5 natural), touch 11, flar-foored 16
Base Artack/Grapple: +0/—4

Artack: Bite <1 melee (2d4)

| Full Artack: Bite +1 melee (2d4]

Space/Reach: 5 fr./5 fr.

Special Attacks: —

Special Qualities; Darkvision 60 ft., vermin traits
Saves: Fort 42, Ref +0, Will <0

Abilities: Str 10, Dex 11, Con 11, Int —, Wis 10, Cha 7
Skills: —

Feats: —

Environment:; Warm plains

Organization: Cluster (2-5) or colony (6-11)
Challenge Rating: 1/3

Advancement: 2-3 HD (Small)

Level Adjustment: —

These luminous nocturnal insects are prized by miners and
sdventurers, They have two glands, one above each eye, that pro-
duce a red glow. The glands' luminosity persists for fdé days after
removal from the beetle, illuminating a roughly circular area
with a 10-foot radius. Giant fire beetles are abour 2 feet long,

GIANT STAG BEETLE

Large Vermin
| Hit Dice: 7d8+21 (52 hpl

Initiative: +0

Speed: 20 ft. (4 squares)

Armor Class: 19 (=1 size, +10 narural), rouch 9, fla-footed 19
Base Attack/Grapple: +5/+15

Attack: Bite +10 melee {4d6+9)

Full Attack: Bite +10 melee (4da+9]

Space/Reach: 10 f1./5 [t

Special Artacks: Trample 2d8+3

Special Qualities: Darkviston 60 fr., vermin traits
Saves: Fort +8, Ref +2, Will +2

Abilities: 5tr 23, Dex 10, Con 17, Int —, Wis 10, Cha 9
Skills: —

Feats: —

Environment: Temperate forests

Organization; Cluster (2-5) or mass (6-11)
Challenge Rating: 4

Alignment: Always neutral
Advancement: 8-10 HD (Large); 11-21 HD (Huge]
Level Adjustment: —

These creatures sre serious pests thar greedily devour cultivated
crops. A single beetle can strip an entire farm in short order. An

\adult giant stag beetle is about 10 feer long,

Trample (Ex): Reflex half DC 19. The save DC is Strength-based

GIANT PRAYING MANTIS

Large Vermin

Hit Dice: 4d8+8 (26 hp)

Initiative: =1

Speed: 20 fr. (4 squares), fly 40 fr. (poor

Armor Class: 14 (=1 size, =1 Dex, +6 natural), touch &,
flar-footed 14

Base Attack/Grapple: +3/+11

Artack: Claws +6 melee (1d8+4)

\Full Artack: Claws +6 melee (1d8+4) and bite +1 melee (1d6+2)
|Space/Reach: 10 ft (4 squares)./s fr.

Special Attacks: Improved grab

Special Qualities: Darkvision 60 [t., vermin traits
Saves: Fort +6, Rel +0, Will +3

Abilities: Str 19, Dex 8, Con 15, Int —, Wis 14, Cha 11
Skills: Hide —1°, Spor +6

Feats: —

Environment: Temperate forests

Organization: Solitary

Challenge Rating: 3

Advancement: 5-8 HD (Large); 9-12 HD (Huge)
Level Adjustment: —

This patient carnivore remains completely still as iv waits for prey.
{0 COME N,

Improved Grab (Ex): To use this ability, a giant praying mantis
must hit with its claws artack. Ifit wins the ensuing grapple check;
it establishes a hold and makes a bire artack as a primary arrack (at
its full +6 artack bonus).

Skills: A giant praving mantis has a +4 racial bonus on Hide
and Spot checks. *Because of its camouflage, the Hide bonus
increases to +12 when a mantis is surrounded by foliage.

GIANT WASP

Large Yermin

Hit Dice: 5d§+10 (32 hp)

Inmitintive; +1

Speed: 20 ft. (4 squares), fly 60 ft. (good)

Armor Class: 14 (-1 size, +1 Dex, +4 natural), touch 10, flat-foored 13
Base Attack/Grapple: +3/+11

Attack: Sting +6 melee (1d3+6 plus poison)

Full Attack: Sting +6 melee (1d3+6 plus poison]
Space/Reach: 10 f1./5 fi

Special Attacks: Poison

Special Qualities: Darkvision 60 ft., vermin traits
Saves; Fort +6, Ref +2, Will <2

Abilities: Str 18, Dex 12, Con 14, Int —, Wis 13, Cha 11
Skills: Spot +9, Survival +1*

Feats: -

Environment: Temperate forests

Organization: Solitary, swarm (2-5), or nest (11-20)
Challenge Rating: 3

Advancement: &8 HD (Large); 915 HD (Huge!
Level Adjustment; —

Giant wasps artack when hungry or threatened, stinging their

|prey to death. They take dead or incapacitated opponents back to

their lairs as food for their unharched young




Hir Dce:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:

Full Artack:
Space,/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Slills:

Feats:
Environment:
Organization:
Challenge Rating:
Advancement:
Level Adjustment:

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Artack:

Full Atrack:
Space/Reach:
Special Artacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Advancement:
Level Adjustment:

. Hit Dice:
Initiative:
Speed:

, Armor Class:

Base Attack/Grapple:

Artack:

Full Atrack:
Space/Reach:
Special Artacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Advancement:
Level Adjustment:

Monstrous Centipede, Tiny
Tiny Vermin

1/4 d8 (1 hp)

+2

20 . (4 squares), climb 20 fi.

14 (+2 size, +2 Dex),

touch 14, flar-foored 12

+0/=13

Bite +4 melee (1d3-5 plus poison)
Bite +4 melee (1d3-5 plus poison)
2-1/2 fr./0 ft

Polson

Darkvision 60 ft., vermin traits
Fort +2, Ref+2, Will <0

5tr 1, Dex 15, Con 10,

Int —, Wis 10, Cha 2

Climb +10, Hide +18, Spor +4
Weapon Finesse®

Underground

Colony (8-16)

/8

Monstrous Centipede, Large
Large Vermin

3d& (13 hp)

+2

40 fi. (8 squares), climb 40 fi.

14 (—1 size, +2 Dex, +3 namural), touch 11, flar-footed 12

+21+7

Bite +3 melee (1d8+1 plus poison)
Bite +3 melee (1d8+1 plus poison)
10 fr./5 fi

Poison

Darkvision 60 ft., vermin traits
Fort +3, Ref +3, Will +1

Str 13, Dex 15, Con 10, Int —, Wis 10, Cha 2

Climb +10, Hide +&, Spot +4
Weapon Finesse®
Underground

Solitary or colony (2-5]

1

45 HD':LJ:S:.‘-

Monstrous Centipede, Small
Small Vermin

t/2d&(2hp)

30 fr. (6 squares), climb 30 fr.

14 (+1 size, +2 Dex, +1 ngtural),
touch 13, flar-foored 12

+f=7

Bite +3 melee (1d4-3 plus poison
Bite +3 melee (1d4=3 plus poison)
5 0/5 It

Polson

Darkvision 60 ft., vermin traits
Fort +2, Ref <2, will +0

Str 5, Dex 15, Con 10,

Inr —, Wis 1@, Cha 2

Climb +10, Hide +14, Spot ++
Weapon Finesse®

Underground

Colony (2-5) or swarm. (6-11)
1./4

Monstrous Centipede, Medium
Medium Vermin

1d8 (4 hp)

40 fr. (8 squares), climb 40 fi.

14 (+2 Dex, +2 natural),

touch 12, flar-foored 12

+0/~1

Bite +2 melee (1dé—1 plus poison)
Bite +2 melee (1dé-1 plus poison)
5 fr.fs fi

Poison

Darkvision 60 ft., vermin traits
Fort +2, Ref +2, Will +0

Str 9, Dex 15, Con 10,

Int—, Wis 10, Cha 2

Climb +10, Hide +10, Spot +4
Weapon Finesse”

Undeérground

Solitary or colony (2-5)

1/2

Monstrous Centipede, Huge

Huge Vermin
6d8+6 (33 hp)

40 fr. (8 squares), climb 40 fr.

+4/+158

16.(—2 size, +2 Dex, +6 natural), touch 10, flar-foored 14

Bite +5 melee (2d6+4 plus poison)
Bite +5 melee (2d6+4 plus poison)

15 fr./10 fr
Poison

[arkvision 60 fr., vermin traits
Fort +6, Ref +4, Will +2

Sir 17, Dex 15, Con 12, Int—, Wis 10, Cha 2

Climb +11, Hide 52, Spor +4

Underground

Solitary or colony {2-5)

4

7=11 HD} (Huge)

Monstrous Centipede, Gargantuan
Gargantuan Vermin

12d8+12 (66 hp)

40 ft. {8 squates), climb 40 fr.

15 (—4 size, +2 Dex, +10 natural), rouch 8, Qar-foored 16
$9/437

Bite +11 melees !_':'i|fx'—"1 ]'.l|u~ paison |

Bite +11 melee (2d8+9 plus poison)

20 it/ 15 I

Poison

Darkvision 60 {t, vermin traits

Fort +9, Rel +6, Will +4

Sir 23, Dex 15, Con 12, Int —, Wis 10, Cha 2
Climb +14, Hide -2, Spor +4

Underground

Solitary

&

17-23 HD i Gargantuan)

Monstrous Centipede, Colossal

Colossal Vermin

24d8+24 (132 hp)

#1

40 ft. (8 squares), climb 40 ft.

20 (=8 size, +2 Dex, +16 natural), touch 4, far-footed 18
1181442

Bite +18 melee (4d6+12 plus poison)

Bite +18 melee (4dé+12 plus poison)

30 fr./20 fr.

Poison

Darkvision 0 ft., vermin rraits

Fort +15, Rel +9, Will +8

Str 27, Dex 13, Con 12, Int
Climb +14; Hide -7, Spot +4

. Wis 10, Cha 2

Underground
Salitary

9

2548 HD (Colossal)



Monstrous Scorpion, Tiny
Tiny Vermin

Hit Dice: 1/2ds+2(+hp)
Initiative: +{
Speed: 20 fi. (4 squares)

Armor Class:

14 [+2 size, +2 natural),
touch 12, lat-footed 14

Monstrous Scorpion, Small
Small Vermin

1d8+2 6 hp_l

i l"

30 i (6 squares)

14 (+1 size, +3 natural),

touch 11, Rar-footed 14

Claw +1 melee (1d3-1)
2 claws +1 melee (1d3-1) and
sting —4 melee (1d3—1 plus poison)

Constrict 1d3-1, improved grab,

Darkvision 60 ft., tremorsense 60 fr.,

Vermin traits

Fort +4, Bef +0, Will +0

Sir 9, Dex 10, Con 14,

It Wis 10, Cha 2

Climb +3, Hide +8, Spot +4
Weapon Finesse®

Warm deserts

Colony (2-5) or swarm (6-11]

Always neutral

Monstrous Scorpion, Huge

Huge Vermin

10ds+30(75 hp)

+0

50 ft. (10 squares)
0 (=2 size, +12 matural), touch 8, far-footed 20

#7/+21

Claw +11 meles (1d8+6)
2 claws +11 melee (1d8+6) and
sting +6 melee (2d4+3 plus poison)

Base Attack/Grapple: +0/-8 w04
Artack: Claw +2 melee (1d2-4)
Full Artack: 2 claws +2 melee (1d2-4) and
sting —3 melee (1d2—4 plus poison)
Space/Reach: 212 fe /o b & fu/5 fi.
Special Attacks: Constrict 1d2-4, imiproved grab,
poison poison
Special Qualities: Darkvision 60 fr, rremorsense 60 fi.,
Vermin traits
Saves: Fort +4, Rel +0, Will <0
Abilities: Sir 3, Dex 10, Con 14,
Int—, Y¥is 10, Cha 2
skills: Climb +0, Hide +12, Spot +4
Feats: Weapon Finesse”
Environment: Warm deserts
Organization: Colony (816
Challenge Rating: 1/4 1/2
Alignment: Always neurral
Advancement: — —
Level Adjustment: —
Monstrous Scorpion, Large
Large Vermin
Hit Dice: sds+10 (32 hp)
Initiative: H
Speed: 50 f1, (10 squares)
Armor Class: 16 (=1 size, +7 natural), touch 9, far-footed 16
Base Artack/Grapple: +3/+11
Attack: Claw +6 melee (1d6+t)
Full Artack: 2 claws +6 melee (1d6+4) and
sting +1 melee (1d6+2 plus poison)
Space/Reach: 10fe/s fr.

Special Atracks:
Special Qualities:
Saves:

Constrict 1d6+4, improved grab, poison
Darkvision 60 fr., tremorsense 60 fr., vermin traits

Fort 46, Ref <1, Will +1

Abiliries: Sir 19, Dex 10, Con 14, Int
skills: Climb +8, Hide +0, Spot +4
Feats: —

Environment: Wirm deserts

Organization: Solitary or colony (2-5]
Challenge Rating: 3

Treasure: 1/10 coins; 50% goods; S0% items
Advancement: -9 HD (Large)

Level Adjustment:

. Wis 10, Cha 2

15 ft./10 ft

Warm deseris

Solitary or colony (2-5)

)

1/10 colns; S0% goods; S0% items
11-19' HD (Huge)

Canstrict 1d8+6, improved grab, poison
Darkvision 60 fr., tremorsense 60 fr., vermin traits
Fort +10, Ref +3, Will +3

Sir 23, Dex 10, Con 16, Int
Climb +10, Hide —4, Spot +4

Monsirous Scorpion, Medium
Medium Vermin

2d8+4 (13 hp)

_|"|

40 ft. (8 squares)

{4 (+4 natural),

touch 10, flar-foored 14

+1/42

Claw +2 meles (1d4+1)

2 claws +2 melee (1d4+1) and
sting -3 melee (1d4 plus poison)
5 fr/sfr

Constrict 1d4+1, improved grab,
potson

Darkvision &0 fi., rremorsense 60 ft.,
vermin rraits

Fort +5, Bef +0, Will +0

Str 13, Dex 10, Con 14,

Int —, Wis 10, Cha 2

Climb +5, Hide +4, Spor +4
Warm deserts

Solitary or colony (2-5)

1

Always neurral

3—4 HD (Medium)

. Wis 10, Cha 2

Poison (Ex): Injury, Forritude DC 14, inital and secondary

damage 1ds Dex. The save DC is Constitution-based

Skills: Giant wasps have a +8 racial bonus on Spor checks. “They
also have 1 +4 racial bonus on Survival checks 1o orient themselves

MONSTROUS CENTIPEDE

damage is both initial and secondary damage

Skills; Monstrous cenripedes have a +4 racial bonus on Spot
checks, and 2 +8 racial bonus on Climb and Hide checks, They can
use either their Strength or Dexterity modifier for Climb checks,
whichever is higher, Monstrous scorpions can take 10 on Climb
checks, even if threatened or diseracted.

Monstrous centipedes tend 1o atack anything that resembles

food, biting with their jaws and injecting their poison,

Size Fort D€  Damage Size Fort DC Damage Monstrous scorpions are likely o attack any creamuze thar ap-.
Tiny 10 1 Dex Huge 14 1d6 Dex ;proaches, and they usually charge when atracking prey

L Small 10 1d2 Dex Cargantuan 17 1d8 Dex Constrict (Ex): A monstrous scorplon deals automaric claw|
Mediurm 10 1d3 Dex Colossal 23 2d6 Dex damage on a successful grapple check.

| Large 11 1d4.Dex Improved Grab (Ex}: To use this ability, s monstrous scorpion

Poison (Ex): A monstrous centipede has a poisonous bite
The details vary by the centipede’s size, as shown on the rable
above, The save DCs are Constiturion-based. The indicated

MONSTROUS SCORPION

must hit with a claw amack. A monstrous SCOIPIOn can use either
its Strength modifier or Dexterity modifier for grapple checks,
whichever is bener.
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Hit Dice:

Initiative:

Speed:

Armor Class:

Base Attack/Grapple:
Attack:

Full Atrack:

Space/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Advancement:
Level Adjustment:

Poison (Ex): A monstrous scorpion has a poisonous sting. The
details vary by the scorpion’s size, 25 follows, The save DCs are Consti-
tution-based. The indicated damage is inirial and secondary damage.

| Size Fort DC  Damage Size Fort D Damage given in the statistics blocks.
Timy 12 1 Con Huge 18 1d6 Con
Small 12 1d2 Cen Cargantuan__ 23 1d& Con
Medium 13 143 Con Colossal 33 1d10 Con

. Large 14 1d4 Con and secondary damage.

Skills: A monstrous scorpion has a +4 racial bonus on Climb,

Hide, and Spot checks.

Monstrous Scorpion, Gargantuan
Gargantuan Vermin

20d8+60 (150 hp)

+0

50 fi. (10 squares)

24 (—4 size, +18 natural), touch &, flai-

+15/437

Claw +21 melee (2d&+10

2 claws +21 melee (2ds+10) and
sting +16 melee (2d6+5 plus poison)
20 fr./15 fi.

Constrict 2de6+10, improved grab, poison
Darkvision 60 ft., tremorsense 60 ft., vermin rraits

Fort+15, Ref +8, Will +6

Str 31, Dex 10, Con 16, Int —, Wis 10, Cha 2

Climb +14, Hide ~8, Spot +4
Warm deserts

Solitary

10

1/10 coins; 50% goods; 50% items
21-39 HD (Gargantuan)

MONSTROUS SPIDER

All monstrous spiders are aggressive predators that use their poi-

sonous bites 1o subdue or kill prey.

Menstrous spiders come in two general types: hunters and |
web-spinners. Hunters rove abour, while web-spinners usually

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Artack:

Full Attack:
Space/Reach:

Special Artacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating;
Treasure:
Advancement:
Level Adjustment:

Monstrous Spider, Tiny

Tiny Vermin

1/2de (2 hp)

+3

20 ft. (4 squares), climb 10 fr,

15 (+2 size, +3 Dex),

touch 15, flai-footed 12

+0/=12

Bite +5 melee (1d3—4 plus poison
Bite +5 melee (1d3-4 plus poison)
212 fr./0 f1.

Poiscn, web

Diarkvision 60 ft., trremorsense 60 f.
vermin traits

Fort 42, Ref +3, Will +0

Str 3, Dex 17, Con 10,

Int —, Wis 10, Cha 2

Climb +11, Hide +15%, Jump —4°,
Spot +4°

Weapon Finesse®

Tempernte forests

Colony (8-16)

1/4

MNone

Monstrous Scorpion, Colossal

Colossal Vermin
40d8+120 (300 hp)

50 ft. (10 squares)
26 (=8 size, =1 Dex, +25 natural), touch 1, flat-footed 26

footed 24
+30/ 458

Claw +34 melee (248+12)
2 claws +34 melee (2d8+12) and
sting +29 melee (2d8+6 plus poison)

40 ft./30 fr.

Constrict 2d8+12, improved grab, poison
Darkvision &0 fi., remorsense 60 ft., vermin traits

Fort =25, Ref +12, Will +13

Warm deserts
Solitary

12

Str 35, Dex 8, Con 16, Int
Climb +16, Hide -

W5 10, Cha 2
12, Spor+4

1/10 coins; 50% goods; 50% items
41-50 HD (Colossal)

Size Fort DC  Damage
Tiny 10 1d2 Str
Small 10 1d3 Str
Medium 12 1d4 Str
Large 13 1d6 Str

attempt to trap prey. Hunting spiders can spin webs to use as lairs,
but cannot use their webs as weapons the way web-spinners can. A
hunting spider has a base land speed 10 feet faster than the figures |

Poison (Ex): A monstrous spider has a poisonous bite. The |
details vary by the spider’s size, as shown on the table below. The
save DCs are Constitution-based. The indicated damage is inirial

Size Fort DC_ Damage
Huge 16 1d8& Str
Gargantuan_ 20 2d6 Str
Colossal 8 2d8 Str

Veb (Ex): Both tvpes of monstrous spiders ofte it i
Web (Ex): Bath types of t pid fren wait in their

Monstrous Spider, Small
Small Vermin
ids (4 hp)
+3
30 ft. (6 squares), climb 20 fi
14 (+1 size, +3 Dex),
touch 14, flat-footed 11
+0/—&
Bite +4 melee (1d4-2 plus poison)
Bite +4 melee (1d4-2 plus poison)
5 ft./s fi
Poison, web
Darkvision 60 fu., rremorsense 60 fr.,
Vermin [Talts
Forr +2, Ref +3, Will +0
St 7, Dex 17, Con 10,
Int —, Wis 10, Cha 2
Climb <11, Hide +11%, Jump -2%,
Spot +4°
Veapon Finesse”
Temperate forests
Colony (2-5) or swarm (611
172
Mone

webs or in trees, then lower themselves silently on silk strands
and leap onto prey passing beneath. A single strand is strong

Monstrous Spider, Medium
Medium Vermin

2ds+2 (11 hp)

+3

30 fi. (6 squares), climb 20 ft.

14 (+3 Dex, +1 natural),

touch 13, flat-footed 11

+1/+1

Bite +4 melee (1dé plus poison)
Bite +4 melee (1d6 plus poison)
sh/sh

Poison, web

Darkvision 60 ft., memorsense 60 ft.,
Yermin mans

Fort +4, Ref +3, Will s0

Ser 11, Dex 17, Con 12,

Int —, Wis 10, Cha 2

Climb +11, Hide +75,

Jump +0%, Spot +4*

Weapon Finesse®

Temperate forests

Solitary or colony (2-5)

1

1/10 coins; 50% goods; 50% items

3 HD (Medium)



enough 1o support the spider and one crearure of the same size

Web-spinners can throw a web eight rimes per day. This is sim-
ilat to an areack with a net bur has a maximum tange of 50 feer,
with a range increment of 10 feer, and is effective against targers
up to one size category larger than the spider.

An entangled creature can escape with a successful Escape Artist
check or burst it with a Strength check. Both are standard acrions,

whose DCs are given in the table below, The check DCs are Consti-
mution-based, and the Strength check DC ineludes a +4 racial bonus

Web-spinners often create sheets of sticky webbing from 5 1o

60 feet square, depending on the size of the spider. They usually
position these sheers to snare fving creatures burt can also try to
trap prey on the ground. Approaching crearurés must succeed on
a DC 20 Spot check to notice a web; otherwise they stumble into it
and become trapped as though by a successful web atrack
Atterpts to escape or burst the webbing gain a +5 bonus if the
trapped creature has something to walk on or grab while pulling

free. Each 5-foor section has the hit points given on the mble, and |

.sheet webs have damage reduction 5/—,

A monstrous spider can move across its own web at is climb

speed and can pinpoint the location of any crearure touching its weh.

Size Escape Artist DC  Break DC Hit Points
Timy 10 14 Z
Small 10 14 4
Medium 12 16 &
Large 13 17 12
Huge 16 20 14
Gargantuan 20 24 16
Colossal 28 32 18

Tremorsense (Ex); A monstrous spider can detect and pin- |
point any creature or object within 60 feet in contact with the
ground, or within any range in contact with the spider’s webs.

Skills: Monstrous spiders have a +4 racial bonus on Hide and
Spot checks and a +8 racial bonus on Climb checks. A monstrous
spider can always choose 1o take 10 on Climb checks, even if
rushed or threatened. Monstrous spiders use either their
Strength or Dexterity modifier for Climb checks, whichever is

higher.

“Hunting spiders have a +10 racial bonus on Jump checks and

1 +8 racial bonus on Spot checks. Web-spinning spiders have a

¢8 racial bonus on Hide and Move Silently checks when using
their webs.

Monstrous Spider, Large

Large Vermin
Hit Dice: 4dB+4 (22 hp)
Initiative: +3
Speed: 30 ft. (6 squares), climb 20 fr,
Armor Class: 14 (—1 size, +3 Dex, 42 natural), touch 12, flar-foored 11
Base Attack/Grapple: +3/+9
Artack: Bite +4 melee (1d8+3 plus poison]
Full Attack: Bite +4 melee (1d8+3 plus poison)
Space/Reach: 10 fr./s it
Special Artacks: Poison, web
Special Qualities: Darkvision 60 fi., remorsense 60 fi., vermin traits
Saves: Fort +5, Ref +4, Will +1
Abilities: Str 18, Dex 17, Con 12, Int —, Wis 10, Cha 2
skills: Climb +11, Hide +3%, Jump +2% Spot +4*
Feats:
Environment: Temperate forests
Organization; Solitary or colony (2-5)
Challenge Rating: 2
Treasure; /10 eoins; 50% goods; S0% items
Advancement: 5-7 HD (Large)
Level Adjustment:
Monstrous Spider, Gargantuan
Gargantuan Vermin
Hit Dice: 16dB+32 (104 hp)
Initiative: +3
Speed: 30 ft. (6 squares), climb 20 fi
Armor Class: 19 (—4 size, +3 Dex, +10 narural), rouch 9, flar-footed 16
Base Artack/Grapple: +12/+31
Attack: Bite +15 melee (2d8+10 plus poison)
Full Artack: Bite +15 melee (2d8+10 plus poison)
Space/Reach: 20 fr./15 f1.
Special Artacks: Poison, web

Special Qualities:
Saves:

Darkvision 60 ft., tremorsense &0 1., vermin traits
Fort +12, Ref 48, Will 45

Abilities: Str 25, Dex 17, Con 14, Int —, Wis 10, Cha 2
Slills: Climb +14, Hide =5", Jump +7", Spor+4°
Feats: —

Environment: Temperate forests

Organization: Solitary

Challenge Rating; 8

Treasure: 1/10 coins; 50% gcu:ﬁlh'. 0% 1tems
Advancement: 17-31 HD (Gargantuan)

Level Adjustment:

Monstrous Spider, Huge

Huge Vermin

8d8+16 (52 hp)

+3

30 fr. (6 squares), climb 20 f.

16 (=2 size, +3 Dex, +5 narural), touch 11, flar-footed 13
+6/418

Bite +9 melee (2d6+6 plus poison)

Bite +9 melee (2da+6 plus poison)

15 ft./10 ft

Poison, web

Darkvision 60 ft., tremorsense &0 ft., vermin traits
Forr +8, Ref 25, Will +2

Str 19, Dex 17, Con 14, Int —, Wis 10, Cha 2
Climb +12, Hide —1%, Jump +4%, Spot +4*
‘Temperare forests

Solitary or colony (2-5)

5

1/10 coins; 50% goods, 507% itéms

9-15 HD (Huge)

Monstrous Spider, Colossal
Colossal Vermin
32d8+64 (208 hp)

n

30 fr. (6 squares), climb 20 fi.

22 (—8 size, +2 Dex. +18 natural), touch 4, flat-footed 20
£24./+50

Bite +26 melee (4d6+15 plus poison)

Bite +26 melee (+d6+15 plus poison)

40 fr./30 fi

Poison, web

Darkvision &0 fr., tremorsense &0 fr., vermin traits
Fort +20, Ref +12, Will +10

Str 31, Dex 15, Con 14, Int —, Wis 10, Cha 2
Climb +16, Hide —10%, Jump +10% Spot +7°
Temperate forests

Solitary

11

1/10 coins; 50% goods; 50% irems

33-60 HD (Colosssl)




CHAPTER 4;
IMPROVING MONSTERS

Each of the monster entries in Chapters 1 through 3 describes a typ- |
ical crearure of its kind. However, there are several methods by |
which extraordinary or unique monsters can be created using a typi- |
\cal creature as the foundation: by adding character classes, increasing |
\a monster's Hit Dice, or by adding a template to a monster. These |
 methods are nor murually exclusive—its possible for a monster with |

atemplate (a half-dragon lammasu, for excample) 1o be improved by
|bath increasing its Hit Dice and adding character class levels.

Class Levels: Intelligent creatures that are reasonably human-
oid in shape most commonly advance by adding class levels. Crea-
tures that fall into this caregory have an entry of “By character
class® in their Advancement ling. When a monster adds a class

Aevel, that level usually represents an increase in experience and
Jearned skills and capabilities.

Increased Hin Dice: Intelligent crearures that are not human:
|oid in shape, and nonintelligent monsters, ean advance by increas- |

ing their Hit Dice. Creatures with increased Hit Dice are usually
superior specimens of their race, bigger and more powerful than
their run-of-the-mill fellows.

Templates: Both intelligent and noninelligent erearures with an
unusual heritage (such s draconic or fiendish blood) or an inflicted
change in their essential nature (undeath or lycanthropy) may be

| modified with a template. Templates usually resultin rougher mon-
Isters with capabilities thar differ from those of their common kin.

Each of these three methods for improving monsters is dis-

|cussed in more detail below:

Monsters are assumed to have completely average (or standard)
ability scores—a 10 or an 11 in each ability, as modified by their
racial bonuses. However, improved monsters are individuals and
often have berter than normal ability scores, and vseally make use

of either the elite array or the nonelite array of ability scores.

Monsters who improve by adding a template, and monsters|
who improve by increasing their Hir Dice, may use any of the |
three arrays (standard, nonelite, or glire), Any monster unigue,

enough to be improved could easily be considered elite.

Elite Array: The elite array 15,15, 14, 13, 12, 10, 8, These num-
bers result in modifying the standard scores by +4, +4, +2, 42, +0,
and =2, While the monster has one weakness compared to a typi-

TaBLE 4—1: CREATURE IMPROVEMENT BY TYPE

cal member of its race, it is significantly better overall The elite
array is most appropriate for monsters who add levels in a player
character class. A player who wants to play a monster our of this
book as 1 player character but doesn't want to roll is ability scores

should use the elite array.

Nonelite Array: The nonelite arroy is 13, 12, 11, 10, 9, 8 These

numbers result in modifying the standard scores by +2, +2, +0, +0

~2, and —2. The nonelite array does not necessarily make a monster
better than normal, but it does customize the monster as an indi-

vidual with strengths and weaknesses compared to.a typical

merber of its race. The nonelite array is most appropriate for mon-
sters who add elass levels in a NPC class such as warrior or adept,
Ability Score Improvement: Whenever a monster reaches a
number of Hit Dice divisible by 4, it improves.one ability score by
1 point. For example, 2 lammasu of 7 Hit Dice increased to 14 Hit

Dice gains an ability score improvement at 8 HD and another one
£

\ar 12 HD. Monsters do not gain ability score increases for levels
ithey “already reached” with their racial Hir Dice, since these
iadjustments are included in their basic ability scores.

If a crearure acquires a character class, it follows the rules for multi-
class characters described on pages 59—60 of the Players Hundbook,
The creature’s Hit Dice equal the number of class levels it has plus
its racial Hit Dice. For example, an ogre normally has 4 HD. 11t
picks up one level of barbarian, it becomes a creature of 5 Hit Dice: |
4d8 HD for its ogre levels, plus 1d12 HD for its barbarian level, A
creature’s “monster class” is always a favored class, and the creature |
never takes XP penalties for having it Addirional Hir Dice gained |
from taking levels in a characrer class never affect o crearure’s size.

Humanoids and Class Levels: Crearures with 1 or less HD
replace their monster levels with their character levels, For
example, a goblin sorcerer loses its humanoid artack bonus, saving
throw bonuses, skills, and feats, and gains the atack bonus, save
bonuses, skills, feats, and other class abilities of a 1st-level sorcerer

Level Adjustment and Effective Character Level: To deter-
mine the effective character level (ECL) of 2 monster character, add
irs level adfustment to its racial Hit Dice and character class levels,
The monster is considered 1o have experience points equal to the
minimum needed to be a charmcter of its ECL. For example, a 4th-
level minotaur barbarian hasan ECL of 12 (6 for its minotaur HD, 4
for its class levels, and 2 for its level adjustment). As the equivalem
of a 12th-level characrer, it has 66,000 %P, and must reach a total of
78,000 XP 1o become 13th level and add another lass level.

Good Saving Throws Skill Points®
will 2+ Int mod per HD
Fart, Ref {and sametimes Will) 2 + Int mod per HD

Hit Die Attack Bonus

Aberration di HD =3/4 (as cleric)
Animal dé HD =34 (as cleric)
Construct dio HD %34 (as cleric)
\Dragon diz HD {as fighter)
Elemental dB HD %34 (as cleric)
Fey db HO =1/2 (as wizard)
Giant di HD =3/4 (as cleric)
Humanaid di HD 34 (as cleric)

Magical beast dig HD (as fighter)
Menstraus humanoid d HD (as fighter)
Ooze dib HE =34 [as cleric)
QOutsider dE HD (as fighter)
Plant db HD =3/4 (as cleric)
Undead diz HD =1/2 (as wizard)
Vermin di HD =3/4 (as cleric)

Al types have a number of feats equal to 1+ 1 per 3 Hit Dice.
* As long as a creature has an Intelligence of at least 1, it gains a minimum of 1 skill point per Hit Die.
** Creatures with an Intelligence score of “—" gain no skill points or feats.

Fart, Ref, Will
Ref {Air, Fire), or
Fort [Earth, Water)
R, Will

Fort

Varies (any one)
Fort, Refl

Ref, Wil

Fort, Ref, ‘Will
Fort

Wil

Fort

2+ Int mod per HO**
B + Int mod per HD
2+ Int mod per HD

& + Int mod per HD
2 + Int mod per HD
2 + Int mod per HD
Z + Int mod per HD
2 + Int mod per HD
2'# Int mod per HD**
8 + Int mod per HD
2+ Int mod per HD&+
4 + |nt mod per HD=*
2 + Int mod per HD="*



If you choose to equip o monster with gear, use its ECL as irs

character level for purposes of determining how much equipment
it can purchase. Generally, only monsters with an Advancement
entry of “By character class” receive NPC gear; other creatures add-

ing character levels should be treated as monsters of the appropri- |

ate CR and assigned treasure, not equipment.

Feat Acquisition and Ability Score Increases: A monsters.,
total Hit Dice, not its ECL, govern its acquisition of fears and abil- |
ity score increases. For example, a 1st-level minotaur barbarian has |
a total of 7 HD. It has three fears (for its 1sr, 3vd, and 6ch HD).

When it gains 2nd level as a barbarian, it becomes a creature of 8

| Hit Dice and improves one ability score by 1 point. When it adds
its 3rd level of barbarian, the minotaur becomes a creature of 9 Hir
Dice and gains its fourth feat.

INCREASING HIT DICE

As its Hit Dice increase, a crearure’s attack bonuses and saving |
throw modifiers _mig]'n improve, It gains more feats and skills, |

\depending on its type, as shown on Table 4-1

Saving throw bonuses are given on Table 3-1; Base Save and

Base Attack Bonuses, page 22 of the Player's Handbook. A “good”
saving throw uses the higher of the listed values

Note that if a creature acquires a character class, it improves ac-
cording to its class, not its type.

See the sidebar on page 292 for an example of how o adjust the
staristics for a creature whose Hir Dice have been increased.

SIZE INCREASES

A creature may become larger when its Hit Dice are increased (the
new size is noted parentherically in the monster's Advancement
Lentry).

A size increase affects any special ability the creature has that is
affected by size, such as improved grab, Increased size also affects
a creature’s ability scores, AC, attack bonuses; and damage values
25 indicated on Tables 4=2 and 43,

TaBLE 4—2: CHANGES TO STATISTICS BY SIZE

Matural __AC]
Old Size*  Maw Size Str Dex Con  Armor  Attack
Fine Diminutive  Same -2 Same  Same -4
Diminutive Tiny +2 =2 Same _ Same -2
Tiny Small 4 -2 Same Same -]
Small Medium = -2 +2 Same .
Medium Large +8 -2 o4 +2 =1
Large Huge +8 -2 4 +3 =1
Huge Gargantuan  +3 Same ) -4 =2
Gargantuan_ Colossal +3 ame +4 +3 —4

*.Repeat the adjustrment if the creature moves up more than one size
For example, If a creature advances from Medium to Huge size, it
gains +16 to Strength, —4 to Dexterity, and -2 to attack bonus and
Armor Class.

TasLe 4-3: INCREASED DAMAGE By Size

Old Damage (Each)™ New Damage
1d2 1d3
1d3 1d4
1d4 1dé
1d6 168
1d8 2da
1d1d 2ad
Zdh 3d6
Zdi 3d3

* Repeat the adjustment if the creature moves up more than one size
category, For example, if 8 Medium creature with two claw attacks
dealing 1d4 peints of damage each advances from Medium to
Huge, the damage dealt by each of its claw attacks increases to 1d8.

TEMP]ATES]

Certain creatures are created by adding 2 template 1o an existing |
creature. A templated creature can represent a freak of nature, the |

Jindividual creation of a single experimenter, or the first genera-
|tion of offspring from parents of different species.

ACQUIRED AND INHERITED TEMPLATES

Some templates can be added 1o creatures anytime. A monster or,
character may become a ghost after death. A spellcaster of ar least
11th level can become a lich. Those with £ or more HD killed by |
vampires may become vampires, Templates such as these are
referred to as acquired templates, indicating thar the crearure did
not always have the arrribures of the template. |
Other templates, known as inherited remplates, are partof a |
creature from the beginning of its existence. Examples include
the celestial, flendish, half-celestial, half-dragon, and half-fiend

|templates—all assume the creature was born with the remplare.

It possible for a certain kind of template 1o be of either rype.,

| The lycanthrope template, for instance, is inherited for a creature

that was born with the affliction. It can also be acquired by o crea-
rure that is bitten by a natural lycanthrope.

READING A TEMPLATE

A remplate’s description provides a set of instructions for alrering
an existing creature, known as the base crearure,

The changes that a template might cause o each line of a creature’s |
statistics block are discussed below: Generally, if 2 template does not |
cause g change to a certain statistic, that entry is missing from the |
template deseription. For clariry, the entry for a statistic or attribure |
that is not changed is sometimes given as *Same as the base creature.” |

Size and Type: Templates often change a creature’s type, and |
may change the creature’s size,

1f a remplate changes the base creature’s type, the creature also
acquires the augmented subrype (see page 306) unless the rem-
plate description indicates otherwise. The augmented subtype is
always paired with the creature’s original rype. For example, a uni-
corn with the half-celestisl template is an outsider with the aug-
mented magical beast subtype, Unless a template indicates other-
wise, the new creature has the traits of the new type but the
features of the original type. The example half-celestial unicorn
has outsider traits {darkvision out to 60 feet, no soul) and magical
beast feagures (10-sided Hir Dice, base artack bonus equal to total
Hit Dice, good Fortitude and Reflex saves, and so on),

Ifa IEFI:I]?L‘IIE changes a creature’s size, use Table 42 to calculate
changes to natural armor, Armor Class, attack rolls, and grapple bonus

Hit Dice and Hit Points: Most templates do not change the
number of Hir Dice a monster has, but some do.

Some templates change the size of a creature’s Hir Dice (usually
by changing the creature type), A few templates change previ-
ously acquired Hit Dice, and continue to change Hit Dice gained
with class levels, but most templates that change Hir Dice change
only the creature’s original HD and leave class Hit Dice
unchanged

1f the Hir Dice entry in a template descriprion is missing, Hit
Dice and hit points do not change unless the creature’s Constiru-
tion modifier changes

Initiative: If a template changes the monster’s Dexterity, or ifir
adds or removes the Improved Initative fear, this entry changes, |

Speed: If a template modifies a creature’s speed, the remplare

|stares how that happens. More commonly, a template adds a new.|

movement mode, such as a fly speed. |
Armor Class: If 2 remplare changes the crearure’s size, see Table |
&2 to determine its new Armor Class and 1o see whether its naru-

|ral armor changes. In some cases, such as with the ghost remplare,
'the method of determining Armor Class changes radically; the

template description explains how to adjust the crearure’s AC,
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Base Attack/Grapple: Templates usually do nor change a crea
rure’s base armack bonus. 1f a template modifies a creature’s base
attack bonus, the template description states how that happens,
Changes to a creature’s Strength score can change a creature’s grap
ple bonus, as can changes 1o its size; see Table 7—1, page 314,

Attack and Full Attack: Most templates do not change a crea- |
ture’s attack bonus or modes of attack, even when the creamure’s|

| rype changes (the creature’s base attack bonus is the same as a crea- |
ture of the ariginal type). Of course, any change in ability scores |
may affect attack bonuses, If Strength or Dexteriry changes, use
{the new modifier to derermine airack bonuses, A change ina mon-
{ster's size also changes its attack bonus; see Table 4-2.

Damage: Damage changes with Swength. IF the creature uses a
two-handed weapon or has a single naural weapon, it adds 1-1/2
times its Strength bonus to the damage. 1 it has more than a single
attack, such as a character with two weapons or & monster with claws
and 4 bite, then it adds its Strengrh bonus to damage rolls for the pri-

ymary attack and 1/2 its Strength bonus ro all secondary artacks

EXAMPLE OF MONSTER ADVANCEMENT

Space/Reach: A templare may change this entry if it changes
the monster's size. The typical space and reach for monsters of
each size is given on Table 7-1: Creature Sizes {page 314} Note |
that this table does not rake inre account special situations such as

(3 roper's strands

Special Attacks: A template may add or remove special artacks
The template description gives the details of any special attacks a
template provides, including how to determine saving throw DCs,
if applicable. 1

Special Qualities: A template may add or remove special qual-
ities. The template description gives the details of any special qual-
ities a template provides, including how to derermine saving
throw DCs, if applicable. Even if the special qualities entry is miss:
ing from a template description, the crearure still gains any quali:
ties associated with s new rype (see Chapier 72 Glossary)

Base Saves: As with attacks, changing o monster’s type does
not always change its base saving throw bonuses. You only need 1o

(adjust them for new modifiers for Constitution, Dexterity, or

An otyugh is a Large aberration with an advancement of 7-8 HD (Large) and 9-18 HD (Huge). Creating a more powerful otyugh with 15 HD

requires the following adjustments

ADvANCING AN OTYucH FROM 6 HD 10 15 HD

Old Statistics New Statistics

Size[Type: Large Aberration Huge Aberration

Hit Dice: bd3+9 (36 hp) 15d8+48 (115 hp)

Initiative: < +3

Speed: 20 ft. (4 squares) 20 ft. (4 squares)

Armor Class: 17 (-1 size, +& natural), 19 {=2 size, =1 Dex,
touch 9, flat-footed 17 +12 matural), touch 7,

flat-footed 19

Base Attack/Grapple: «4/+8 +11/+23

Attack: Tentacle +4 melee (1d6)

Full Attack: 2 tentacles +4 meles 1 tentacles +14 meles
(1d6), bite -2 melee (1dB+4), bite +11 melee
bite -2 melee (1d4) (1d6+2)

Space/Reach: 10 /10 f 15 /.15 1

(15 ft. with tentacle)
Special Attacks: Constrict (1d6), disease,

improved grab improved grab

[25 fe. with tentacle)
Constrict (1d8+4), disease,

Motes

New size due to 15 HD

Constitution increases from 13 to 17 for becoming Huge.

The otyugh keeps its Toughness feat.

Dexterity decreases from 10 to & for becoming Huge; Improved
Initiative added as a new feat (one of twe from gaining +9 HDY)
Mo change,

Matural armor increases by +4 for becoming Huge, but size
madifier reduces AC -1,

Base attack bonus for 2 15 HD aberration is +11, For grapple
bonus add + 4 (Strength 19), +8 (Huge size).

Tentacle +14 melee (1d8+4) Base attack bonus for a 15 HD aberration is +11 + 4 [Strength

19) -2 (Huge size), for a-primary attack bonus of 413, The
otyugh keeps its Weapon Focus feat. The size increase
improves the damage die from d6 to dB, and Strength 19 adds
a+4 bonus to damage rolls.

As above. The otyugh added the Multiattack feat, so its
secondary bite attack is at =2 instead of -5, The size increase
improves the bite damage from 1d4 to 1d6, and the otyugh
adds half its Strength benus to the secondary attack

Increased space and reach for Huge size,

The otyugh can grab and constrict creatures of up to Large
size; thanks to the otyugh's increased Hit Dice and
Constitution, the save DC against its disease is now 20

Special Qualities: Scent Scent Na change.
Saves: Fort +3, Ref +2, Will +6  Fort +10, Ref +4, Will +10 At 15 HD, normal saves have a +5 bonus and good saves have
a +9 bonus, adjusted for ability scores. The otyugh added the
Great Fartitude feat.
Abilities: Sir 11, Dex 10, Con 13,  Sir 19, Dex 8, Con 17, Strength increases by +8, Dexterity decreases by -2,
|nt 5, Wis 12, Cha & Int 5, Wis 12, Cha & Constitution increases by +4
Skills: Hide —1#, Listen +8, Hide 3%, Listen +9, Adding 9 HD raises maximum skill rank to 18 and adds
Spot +6 Spot +9 9 skill points. (+3 to Hide, +3 to Listen, +3 to Spot). Hide skill
size penalty increases from —4 to -8 because of Huge size.
Skill seores adjusted for ability scores.
Feats: Alertness, Toughness, Alertriess, Great Fortitude,  Increasing from 6 to 15 HD gives the otyugh six feats

instead of three. Added Great Fortitude, Improved Initiative,
and Multiattack.

Iimproved Initiative,
Multiattack, Toughness,
Weapon Focus (tentacle)

Weapon Focus (tentacle)




Wisdom. A template may, however, state that a monster has a dif-

ferent “good” saving throw—see Table 4-1.
Abilities: If a remplate changes one or more ability scores,
these changes are noted here.

Skills: As with arracks, changing 1 monster’s iype does not |

always change its skill points. Most remplates don't change the

number of Hir Dice a creature has, so you don't need to adjust]
skills in that case unless the key abilities for those skills have |
changed, or the template gives a bonus on one or more skills, ot
unless the template gives a feat that provides a bonus on askill |

'..hl!\.ii
Some templates change how skill points are determined, bur
this change usually only affects skill points gained after the rem-
plate is applied. Trear skills listed in the base creature’s descriprion
as class skills, as well as any new skills provided by the template.
Feats: Since most templates do not change the number of Hit
| Dliee a crearure has, a remplate will not change the number of feats

,the creature has. Some templates grant one or more bonus feats. |

Environment:; Usually the same as the base creature.
Organization: Usually the same a5 the base creature,

Challenge Rating: Most templates increase the creature’s

Challenge Rating. A remplate might provide a modifier to be
added to the base creature’s CR, or it might specify a range of mod-
ifiers depending on the base creature’s original Hit Dice or CR.

Treasure: Usually the same as the base creamure

Alignment: Usually the same as the base creature, unless the
template is associated with a certain alignment (such as the celes-
tial and fiendish templates, and any template that changes a crea
turé’s type to undead).

Advancement: Usually the same as the base crearuge.

Level Adjustment: This entry is a modifier 1o the base crea-
(ture’s level adjustment. Any level adjustment is meaningless
unless the ereature retains a high enough Intelligence (minimum
.3) to gain class levels after applying the remplate.

ADDING A TEMPLATE, STEP-BY-STEP

All the templates presented in this book include at leasc one
example of the template applied to a creature. To apply 2 remplate
to a creature vourself, follow the steps outlined below.

If the templare changes the base creature’s size, use Table 4210
determine changes to natural armor, Armor Class, and attack rolls |

Check the text of the template 1o see if you apply size modifiers to
Strength, Dexterity, and Constitution. The templare’s Abilities
entry may already account for those adjustments.

Add all ability score modifiers, from size and from the Abilities
entry, to the base creature’s abiliry scores.

When you know the new Constitution modifier and any
change to Hit Die size, recaleulate the templated monster’s hit

| points. See Hit Dice and Hit Points, above,

The new Constiturion modifier also modifies the crearure’s Forn-
tude saving throw modifier and any skill modifier for Concentration
checks. Check for Great Fortitude or any other fear thar affects the
Fortitude saving throw modifier and apply the change now.

When you know the new Dexterity modifier, recalculate the
creatures modifier on initative checks and Armor Class. Apply
modifiers for size and natural armor at this time. Check for
Improved Initiative and any other feat that affects Initiative and
apply the change now.

Check to see if either the base crearure or the remplared crea-
ture uses Weapon Finesse with one or more of its attacks. 1fir does,
use the new Dexterity moedifier to recalculare the attack bonus

|Apply any size modifiers at the same time.

The new Dexterity modifier also modifies the Beflex saving

| throwe modifier and the modifiers of any skills with Dexterity as
the key abiliry. Check for Lighming Reflexes or any other fear that

affecis the Reflex saving throw modifierand apply the change now. .

When you know the new Strength modifier, check o see if

either the base creature or the templated creature has Weapon,
Finesse. For all attacks thar do not use Weapon Finesse, use the |
new Srengrh modifier to recaleulate attack bonus, Apply any size |

modifiers at the same rime,
The new Strength modifier affects damage and any modifiers

| for skills with Strength as the key abiliry

When you know the new Intelligence modifier, recalculate

tskill modifiers for any skills that use Intelligence as the key ability.
When vou know the new Wisdom modifier, recalculate the
il saving throw medifier and the modiliers for any skills that

use Wisdom as the key ability. Check for Iron Will or any other |

feat that affects the Will saving throw modifier and apply the
change now:

For all special abilities of the base creature thar remain, recaleu-,
late saving throw DCs (the template description tells how to cal- |

culate the DCs for any special abilities the template provides). The

Sformula for most save DCs is 10 + 1,2 the ereature’s Hit Dice + the
Lrelevant ability score modifier of the creature using the abilicy.
| Typically, each abiliry is associated with certain kinds of abilities,

as follows.

Strength: Any application of force, erushing, binding, or con-
SITICOIOn.

Drexierity: Movement, movement restricrions, hitting with a
missile, entanglement.

Constitution: Almost anything that comes from the crearure’s
body, including poison attacks and breath weapons.

Infelligence: Wnsion effecrs.

Wisdom: Mental or perception effects (excepr charms and com-

pulsions; see Charismal
Charisma: A creature’s Charisma modifier affects the save L'H:

for any spell-like abilities it has. Use Charisma for anything pit- |
ting the creature’s will against an opponent, such as gaze attacks, |
charms, compulsions, and energy drain effects. Alsouse Charisma |

for any DC that normally would be based on an ability score the
creature does not have. For example, undead have no Constirution
score, so any poison attack an undead creature has would use
Charisma to determine the save DC.

Add any new special abilities granced by the template,

Add any skill bonuses given by the remplare

Add any feats given by the template that are not already taken
N0 aCcoumnt

Updare the Challenge Rating as instructed by the template,

Adding More Than One Template

In theory, theres no limit 1o the number of templates you can add
to a creature. To.add more than one remplate, just apply each tem-
plate one ata time. Always apply inherited templates before apply-
ing scquired templates. Whenever you add multiple templates, pay
attention to the creature’s type—you may add o remplate that
makes the creature ineligible for ather remplates you might want
to add. For example, 2 vampire cannot become a lich and vice versa,

ADVANCED MONSTER
CHAILENGE RATING

When you add higher sbility scotes, class levels, more Hir Dice, or.

a templare 1o a monster, you make it a more challenging opponent
for your players.

When adding class levels to a creature with 1 or less HD, you|
advance the crearure like a character. Otherwise, use the following |

guidelines.

ADDING CLASS LEVELS

|If you are advancing a monster by adding player character class
Uevels, decide if the class levels directly improve the monster's

existing capabilities.
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cal ability scores appropriate for thar class. Most creatures in this
book are built using the standard array of ability scores: 11, 11,11,
10, 10, 10, adjusted by racial modifiers. If you give a creature a PC

class, such as fighter or druid, use the elite array of ability scores |
before racial adjustments: 15, 14, 13, 12, 10, 8 For example, the |
{troll hunter (in the Trell entry) is a ranger and uses the elite arcay, |
iwhich is then modified by the troll's mcial adjustments (Str+12, )
| Dex 44, Con +12, Int -4, Wis =2, Cha —4). Creatures with NPC|
iclasses, such as adept or warrior, use the nonelite array of 13,12, ]

11, 10, 9, & The orc warrior presented in this book is an example.
Estimating CR: Assigning a Challenge Raring is a subjective
judgment, not an exact science—meaning that you have control
over what the CR of an monster with class levels should be. If you
find a class combination that improves s monster's eapabilities sig-
nificantly—or not as significantly as this guideline supposes—
iyou should modify its CB.as seems logical. Err on the side of over-

.estimaring: If a monster has a higher Challenge Rating than it
deserves, it's less likely to kill off an entire party than if you had |

‘erred in the other direcrion,

Associated Class Levels
Class levels that increase a monster's existing strengths are known
as associated class levels. Each associated class level a monster has
increases its CR by 1.

Barbarian, fighter, paladin, and ranger are associated classes for
(3 creature that relies on its fighting ability. For example, if you add
a level of fighter, barbarian, ranger, or paladin to a frost giant, this
{directly improves the monster's existing strengths and is therefore
\an associated class level

Rogue and ranger are associated classes for a creature that relies on
;stealth ro surprise its foes, or on skill use to give itsell an advantage,
\The babau demon, for example, is “snealky and sly” and has sneak
.artack as a special abiliry, Rogue is an associated class for this creature.,

A spellcasting ¢lass ic an associated class for @ creature thar al-
ready has the ability vo cast spells as 2 character of the class in ques-
tion, since the monster’s levels in the spellcasting class stack with
its innate spellcasting ability. A mkshasa, for example, casts spells

as a Tth-level sorcerer. 1f it picks up a level of sorcerer. it casts |

spells as an Sth-level sorcerer.

Monassociated Class Leyels

If you add a class level thar doesn't directly play to a creature’s
strength (such s adding a sorcerer level 1o a frost giant), the class
level is considered nonassociated, and things get a lirtle more
complicated. Adding a nonassociated class level to.a monster
increases its CR by 1/2 per level uneil one of its nonassociated
,class levels equals its original Hir Dice. At that point, each addi-
| ional level of the same class or a similar one is considered associ-
(ated and increases the monster's CR by 1.

For example, frost glants have 14 HD, After you add 14 levels of
sorcerer to a frost giant (and +7 1o its CR), any further sorcerer
class levels are considered associated. Adding one more sorcerer
level increases this particular frost giam'’s CR by 1.

Levels in NPC classes are always treated as nonassociated.

ADDING HIT DICE

When you improve 2 monster by adding Hir Dice, use Table 4—4 1o
determine the effect on the creature’s CR. Keep in mind thar many
.monsters that advance by adding Hir Dice also increase in size. Do
|not stack this CR increase with any ncrease from class levels.
| In general. once you've doubled a crearure’s CR, vou should
Lelosely watch any additional increases in its abiliries. Adding Hir
|\ Dice to a creature improves several of its abilities, and radical in-
creases might not follow this progression indefinitely. Compare

the monster’s improved attack bonus, saving throw bonuses, and |

When adding class levels to a creature, you should give it typi-

TABLE 4—4: IMPROVED MoNSTER CR INCREASE

Creature’s Original Type CR Increase
Aberration, construct, elermental, fey, giant,

humanoid, ooze, plant, undead, vermin +1 per4 HD added
Animal, magical beast, monstrous humanaoid +1 per 3 HD added
Dragon, outsider, nonassoclated class levels +1 per 2 HD or

2 levels added

Directly associated class levels +1 per level added
Other Modifiers:
Size increased to Large or larger
Maonster's ability scores based on elite array*
Manster possesses special attacks or qualities

that significantly improve combat effectiveness +2 to CR
Monster possesses special attacks or qualities that

+1 10 CR
+1 to CR

improve combat effectiveness in a minor way__ 41 ta CR
Template added + emplate
CR modifier

/* Do not apply this increase if you advance a monster by class levels,
|_[Monsters advanced by class levels are assumed to use the elite array).,

any DCs of its special abilities from the HIV increase o rypical
characters of the appropriate level and adjust the CR accordingly.

INCREASING SIZE

Generally, increasing a monster's size increases its combat effec-
tiveness. Large creatures gain increased Strength, reach, and ocher
benefirs, Apply this modifier if you increase a creature bevond |
Medium and in conjunction with any other increases. }

Be careful, though. Monsters that benefit from o smaller size |
may actually lose effectiveness because of a size increase. A grig, |
for example, gains AC and artack bonuses for being Tiny, and |
reduced Dexterity from a size increase actually hurts jts Weapon
Finesse capability. Monsters that don't benefit from size increases
don't advance in that manner for this reason.

ADDING SPECIAL ABILITIES

You can add any sort of spell-like, supernatural, or extraordinary
abiliry 1o a crearure. Aswith a class level, you should determine
how much, or how little, this ability adds to the creature’s existing
repertoire, A suite of abilities that work together should be rreated
as o single modifier for this purpose, 1f the ability {or combination
of abilities} significantly increases the monster’s combar effective-
ness, increase irs CR by 2. Minor abilities increase the creature’s
CHR by 1, and truly trivial sbilities may not increase CR at all If the
special abilities a monster gains are not ted 1o & class or Hit Die
increase, this CR increase stacks.

A significant special attack is one that stands a good chance of
incapacitating or crippling a character in one round; the troll’s
rend ability, while it is dangerous, does not make it significantly
more dangerous than it already is, but an umber hulk’s confusing
gaze can take characters out of the fight every round. A significant
spectal quality is one thar seriously diminishes the monster's vul-
nerability to commeon artacks, such as spell resistance or an
undead creanire’s immuniries. Do not add this facror twice if a
monster has both special artacks and special qualities.

Make sure 1o “scale” your evaluation of these abilities by the
monster’s current CR. Giving a CR 15 monster built for melee
combar the ability to.cast bull's strmgth once per day is pretry triv-
ial, raken all by irself. I probably wouldn's bump the CR atall orar
best, by 1. If vou give a melee combat monster of CR 1 the same
ability, however, that’s fairly significant: Increase the CR by 2.

Adding lors of abilities is always problematic. Monsters usually |
only spend a short period of ime “on screen” in any adventure, If |

Lyou give a monster more special abilities than it can reliably use in
{2 single encounter, you may just be increasing complexity for no
{real improvement.




CHAPTER 5:
MAKING MONSTERS

All the really great monsters, in the D&D game and in literagure, |
have one thing in common—you can sum up what they're all|
|about in just a few words. That's the first and most essential item.in |
{any monster recipe—a solid and fairly simple statement of what

| the monster is all about,

Before vou begin assigning statistics and other particulars, take some
time to think about the basic nature, or concepr, of your monster.
Think about the following when working on your concept:
—WWhat do vou expect the creature to do in the game? (1s ira
friend or-a foe of the PCs? Does it depend primarily on physical
\abilities ar mental abiliries? Is it meant ro be encountered once, or
ana recurring basis?)

—Where does it live? (A monster that lives underground may.|

have characreristics not shared by monsters thar inhabir the
wilderness, and vice versa.)

—How does it live? (15 it a predator that relies on its own
strength and speed, or is it intelligent enough to ger other cres-
tures to do is bidding?)

—Does it have any particular enemies or favorite prey?

After you have an idea of what your monster is about, you'll
|have a much easier rime making your creature’s type, ability
scores, feats, skills, and special powers fit your concepr. It's okay to
'model your new monster on o creature that's already in the
game—youll have less work to do, and your monster will be easier
{to use. You'll find thar a short menu of special abilities tghtdy
|wedded ro your concept makes the best monster, and it makes the
{monster much easier to use,

DETERMINING THE MONSTER'S TYPE

Onee you have your monster’s concepr figured our, ir's rime o

pick a crearure type that fits the concept. Use the following infor-,
mation 1o determine the moest appropriate type for your monster,

[perhaps refining your concept as you go).

Aberration: An aberration has a bizarre anatomy, strange abilities, |

an alien mindset, or any combination of the three. This type works
best for creatures that are just plain weind Abermations have average
combat ghility and hit points, but generally poor saving throws

If you want your aberration to be a tough customer in combar,
voull need to give it some sort of special attack abiliry. For ex-
ample, a carrion crawler has eight paralyzing tentacle arracks,
while an umber hulk has a gaze that causes confusion.

Animal: An animal is a living, nophuman creature, usually a
vertebrate with no magical abilities and no innate capacity for lan-
guage or culrure. Animals have average combar ability, average hit
points, and average saving throws.

If your creature ever lived on Earth, and it's not an insect of
some kind, it's probably an animal.

Construct; A construct is an animated object or artificially
constructed creature. Constructs have average combat ability and
hit points, and very poor saving throws, but they have immunity
to many attack forms.

Use this type for any creature thatwas built or made rather than

\born ot harched.

Dragon: A dragon is a reptilelike creature, usually winged, with
| magical or unusual abiliries. This type is exceptionally powerful,
|combining good combat ability, hit peints, and saving throws.

Use the dragon type for variations on the basic dragon design (a
flying reprile with supernatural abilities), If your creature is essen-

tially just a flving reprile (such as a pterodactyl), the animal or|

magical beast type may be more suitable,

Elemental: An elemental is a being composed of one of the |
four classical elements: air, earth, fire, or water. Elementals have |
average combar abiliny and hit points and poor saving throws, but |
hayve immunity to some forms of anack. |

Use the elemental type for a creature from the elemental planes

[that i= more element than crearure. If your creature is 2 narive of
the elemental planes bur more like a living crearure than the incar-

nation of an element, you should probably use the outsider type.
Fey: A fey is a creature with supernatural abilities and connec-,

\tions to nature or to some other force or place. Fey are usually
{human-shaped. Fey have poor combat ability and hit paints and

average saving throws. If you want to create a tough fey, you will
need to assign formidable physical ability scores and special at-
tacks or defenses 1o make the creature survivable. }
Fey creatures include fairies and many sylvan creatures. They |
could also include evil creatures such as the sidhe and unseelie

fairies.

Giant: A giant is 2 humanoid-shaped creature of great strength,
usually of at least Large size. Giants have average combar ability

iand hit points, and poor saving throws, bur their size and physical

abiliry scores usually make them very dangerous combarants.
If your creature is humancid-shaped and at least as big as an
ogre, i's probably a giant, especially if it doesn't have a lot of spe-
cial abiliries.
Humanoid: A humanoid usually has two arms, two legs, and
one head, or a humanlike torso, arms, and 2 head. Humanoids have
few or no supernatural or extraordinary ahilities, but most can |

ispeak and usually have well-developed societies. They usually are |

Small or Medium. Every humanoid creature also has a subtype, |
such as elf, goblinoid, or reprilian. .

Humanoids with 1 Hit Die exchange the features of their human- |
oid Hit Die for the class fearures of a PC or NPC class. Humanoids |
of this sort are presenred as 1st-level warriors, which means that,
they have average combar ability and poor saving throws.

Humanoids with more than 1 Hit Die (for example, gnolls and
bughears) are the only humanoids who make use of the features of
the humanoid type. Humanoids have average combat ahility and
hit points, but poor saving throws

Magical Beast: A magical beast is similar to an animal but can
have an Intelligence score higher than 2. Magical beasts usually
have supernatural or extraordinacy abilities, but somerimes are
merely bizarre in appearance ar habits. Magical beasts have good
combat ability and hit points, and average saving throws,

If vour creature resembles an animal but is intelligent or has
supernatural or spell-like abilities, it's probably a magical beast.
You can also use this type for animallike creatures that combine
the features of two or more animals, or are similar to animals bur
just tougher.

Menstrous Humanoeid: Monstrous humanoids are similar 1o
humaneids, bur with monstrous or animalistic features. They
often have magical abiliries is well. Monstrous humanoids have
good combat ability and average hit points and saving throws.

Use this type for just sbout anything that combines elements of
human and animal or monster anatomy, unless it is weird enough
to_gualify as an aberration. Monstrous humanoids might also
include otherwise humanoid creatures with odd vulnerabilities or
abilities you wouldnt normally find in a humanoid. :

Ooze: An ooze is an amorphous or murable creature, usually |
mindless. Oozes have average combar ability, good hit paints, and |
very poor saving throws, bur they have immuniry 10 many forms |

yof artack.

If your crearure has a bizarre physiclogy that takes the form ofa ]

,mindless, amorphous blob, it’s an coze. Otherwise, ir's probably an |

aberration,
Outsider; An outsider is at least partially composed of the

|essence (but not necessarily the material) of some plane other

than the Material Plane. Some creatures start out as some other




type and become outsiders when they attain a higher (or lower)

state of spiritual existence. Outsiders have good combart ability,
average hit poins, and good saving throws.

If your creature comes from another plane and it’s not an ele-
mental, it's an cursider.

Plant: This rype comprises vegetable crearures. Note that regu- |
lar plants, such as one finds growing in gardens and fields, lack |
{Wisdom and Charisma scores and thus are not crearures, but,
objects, even though they are alive. Plant creatures have average
(combat ability and hit points and poor saving throws, but have |

immunity to many forms of attack.

Undead: Undead are once-living creatures animated by spiri-
(tual or supernatural forces, Undead have poor combar ability, aver-
age hit points, and poor saving throws, but have immuniry to
many forms of artack. If you want to creare an undead crearure
with formidable combar abilities, you will need to give it high
(Strengrh or Dexterity, or provide it with dangerous special attacks
tand defenses,

1f ir's dead, but still kicking, it undead (although it could be al

iconstruct if it's just a collection of parts animated through an

arcane process). I the creature has energy drain or ability drain |

capability, it is more likely undead than a construct

Vermin: This type includes insects, arachnids, other arthro-
pods, worms, and similar invertebrates. Vermin have average
combat ability and hit points and poor saving throws, but are often
mindless and therefore have immuniry 1o mind-affecring effects
|(chirms, compulsions, phantasms, patterns, and morale effects),

Use this type for giant bugs and other mindless invertebrates. If
Lyour creature has an Intelligence score and you've considered the
(vermin type, its probably a magical beastor an aberration instead.

TARGET CHALLENGE RATING

|Before you get too far into designing your monster, you should

\decide abour how rough a monster you're irying 1o build by picking
a target CE. Challenge rating measures the level of characters the
monster will be best suired 1o oppose. As you assign the monster’s
Hit Dhce, Armor Class, attack bonus, special arecks, save DCs, and
other chameteristics, you will want o keep your rarger CR.in mind.

For example, if you want to create a monster 1o challenge a,

party of 2nd-level characters, you probably don't want to create a
monster with an Armor Class of 25. A strong and capable 2nd-
level fighrer might have an attack bonus of +6 or so, which means
that the best character in the party will hit your monster only on a
natural 19 or 20, The clerics, rogues, and other characters in the
party will anly hit on a natural 20.
1f you are interested in crepting your own monsters for p partic:
ular game or campaign, you have an advantage: You know exactly
what characrers your monsters will face. You can examine your
| players' character sheets and check the artack bonus, Armor Class,
jand saving throws of the characters you expecr your monster o
{fight. If you don't want to tailor your monster to a particular group
of characters, you can use the NPC ables in Chapter 4 of the Dun-
geon Master’s Guide to see how characters of a level equal o your
target CR can handle different monster attacks and defenses.

TABLE 5-1: CREATURE S1ZE, ABILITY SCORES, AND DAMAGE

Asyou proceed through the steps of creating your monster, use |
vour target CR to guide vour decisions about what value to assign. |
Your final monster design may or may not match the targer CR,
but you will be much less likely to create a monster that never

| misses or can’t be hit.

- CREATING THE MONSTER

All the other elements of the monster recipe serve 1o put your con-

Jcept into words and numbers so you can use the monster in play.

The steps below are not presented in the same order as a monster
entry, because some items that appear late in a monster eniry (for
example, the monster’s ability scores) affect decisions you might
make about items that precede them.

CREATURE TYPE

A creature’s type defines what the creature is like and what it can

| doin the much the same way as a character’s class defines the char-
Lacter’s abilities. A creature’s type determines the size of its Hit Dice
,and how magic affects the creature; for example, the hold animal

spell affects only creatures of the animal type.

Type, along with size, helps determing the monster’s ahiliry
scores and damage values. Consider your concept for the monster,
and choose the rype thae best marches that concepr. Full descrip-
tions of each rype’s features and rraits appearin Chaprer 7: Glossary,

SIZE

A creature’s size affects its combat abilities in numerous ways, In |
general, the bigger the creature, the nastier it is. When assigning a
size to your monster, think about your monster concept. Does the
creature need o be really strong and tough? Does it have a voru-
cious appetite? If so, it should be big. Is the creature sneaky, agile,
and easy 1o overloak? If so, it should be smaller.

It's important to remember that a crearure’s toral volume is what
determines its size. If a creature is significantly denser or less
dense than a regular animal, then its weight is 2 poor indicator of
size. For example, the ghost of a human weighs nothing bur is size
Medium.

A crearure’s size should influence irs ability scores and irs
number of Hit Dice. Table 5-1 shows suggested ability scores, Hit
Dice, and natural weapon damage for monsters of various sizes.
These are guidelines, not hard-and-fast requirements. Many crea-
tures in this book do not adhere 1o the guidelines on the table.

The column headers on Table 51 are defined below:

Minimum CR: This column gives the minimum target CR you
should assign to a creature of this size. This reflects the size-based
suggestions for number of HD, Strength, and damage capability,
For example, if you are crearing a Gargantuan creature, you should
plan on a final CR of & or higher.

Str, Dex, Con: These numbers are typical values for a crearure
of the indicated size. The creature’s type influences which end of
the given range a monster falls into; for example, since giants are
often at the high end of the Srength range for their size, a Large
giant’s Strength score should be closer to 27 than 18,

Minimum Minimum  Maximum  Slam or Claw or GCore or

Size CR Str Dex Con HD HD Tentacle Bite Sting Tail
Fine - 1 16-27 N — 2 — 1 —_ —_
Diminutive - 1 14-25 413 — 4 1 1d2 ] 1

Tiny - 2-5 12-23 4-15 — B 1 1d3 id2 1d2
Small - 411 10-21 6-17 1/ — 1d3 1d4 1d3 Tdd
Medium - 8-19 E-19 8-19 1 _ 1d4 1d6 1d4 1db
Large 2 18-27 6-17 10-23 . - 1d6 TdB 1d6 1d8
Huge 4 24-33 4-15 12-27 4 — 1d& 2d6 1d8 2d6
Gargantuan 6 -4 413 14-31 12 = 2de 2dg 2dB 2dB
Colossal 10 36-49 2=1 18-39 4 — 2d8 4d6 2d8 4db



Ability score guidelines for some creature types are given

below:

Elemental: Air and fire elementals often have high Dexrerity
scores for their size; earth and warer elementals often have high
Constitution scores,

Fey: Fey often have high Dexterity scores for their size,

Giant: Giants often have high Strength and Constitution scores

for their size.

Magical Beast: Magical beasts often have high Dexteriry scores,

for their size.

Opze: Oozes often have low Dexterity and high Constirution |

\scores for their size,

Outsider: Outsiders may be supernaturally quick and agile,
despite their size. Cutsiders have the Dexrerity range of a creature
three sizes smaller than their actual size,

Plant: Plants often have low Dexterity and high Constirution

(scores for their size.

Undead: Undead often have high Strength and Dexterity scores |

\for their size.

Minimum HD: Creatures of size Small or larger should be

assigned a certain number of Hir Dice as 2 minimum to reflect
their mass, A Gargantuan creature with 2 Hit Dice would be larger
than an elephant, but would have the hit points of o wolk

Maximum HD: Creatures of size Tiny or smaller shouldn's
have a very large number of Hir Dice, simply because they dont
have the necessary body mass 1o have the sort of innare toughness
that a large number of racial Hit Dice would suggest. If you want
to create very small creatures with lots of Hit Dice, you might be

|berter off to keep the cresture’s racial Hir Dice low and assign it
{some number of character ¢lass levels instead.

Slam or Tentacle: The suggested damage value for any blunt
attack the creature might have (punches, constriction, slaps, and
the lile).

Bite: The suggested damage value for any amtack the crearure
delivers with its mouth or teeth

Claw or Sting: The suggested damage value for any attack the
creature makes by scratching, teating, raking, or poking with an
appendage

Gore or Tail: The suggested damage value for any aack the |
creature makes with horns, antlers, or a head bure A rail slap ortail |

whip falls in this category, too.

SUBTYPE
A monster associated with an element, form of enecgy, or the like
also gets a parentherical subtype. Applying a subtype can indicare
a subgroup within a larger type, such as undead {incorporeal)
Some subtypes link creatures that share characteristics, such as
humanoid (goblinoid). Other subtypes categorize members of dif-
ferent types that share common characteristics For example,
|white dragons and frost giants belong to the dragon and giant
L types, respectively, but they are also of the cold subtype
Some common subtypes that affect a creature's abilities are
briefly described below. Details are given in Chapter 7: Glossary,
Air: The creature (usually an elemental or cutsider) possesses
an innate band 1o the Elemental Plane of Air.
Angel: The creature belongs 1o one of the angel races and
chares common charscteristics with other angels,
Aquatic: The crearure breathes warer, not air.
Archon: The creature belongs to one of the archon races and
shares common characteristics with other archons.
Augmented: The crearure’s type has been changed by a tem-
|plate.
Baatezu: The creature is a devil thar belongs to the baatezu race
Land shares common chamcteristics with other baarezu,
Chaos: The creature (usually an outsider) possesses an innate

bond to the chaotic-aligned Outer Planes, which determines hos |

it is affected by certain spells.

Cold: The creature has immunity to cold, but is vulnerable to|
fire artacks, |

Earth: The creature (usually an elemental or outsider] pos: |
sesses an innate bond to the Elemental Plane of Earth, |

Eladrin: The crearure is a celestial that belongs to the eladrin

| race and shares common characteristics with other eladrins.

Evil: The crearure (usually an outsider) possesses an innate
bond to the evil-aligned Ourer Planes, which determines how itis
affected by certain spells, |

Extraplanar: The crearure (usually an elemental or outsider) is
not native to the Marerial Plane, which determines how. it is.af
fected by spells that banish or dismiss extraplanar creatures.

Fire: The creature has immunity to fire, but is vulneable 1o
cold artacks. I

Goblinoid: The crearure belongs to one of the goblin races.

Good: The creature (usually an outsider) possesses an (nnate

|bond to the good-aligned Outer Planes, which determines how it
jis affected by cermain spells.

Guardinal: The crearure is a celestial that belongs to the guardi-.
nal race and shares common characteristics with other guardinals,

Incorporeal: The creature is completely intangible on the
Marerial Plane and can pass through solid objects. .

Lawful: The crearure (usually an ousider] possesses an innare
bond to the lawful-aligned Outer Planes, which determines how it
iz affected by certain spells.

Native: Despite its outsider type, the creature is actually a
native of the Material Plane

Reptilian: The crearure is a humanoid with reprilelike charac-|
fersics

Shapechanger: The creature possesses an innare ability 1o
change shape or assume an alternate form. |

Swarm: The creature is actually o swarm of hundreds or thou- |
sands of very small creatures, {

Tanar'ri: The creature is a demon that belongs 1o the tanar'ri
race and shares common characteristics with other tanari.

Water: The ereature (usually an elemental or oursider) pos:
sesses an innate bond 1o the Elemental Plane of Warer.

HIT DICE

This entry in a statistics block provides the numberand size (number
of sides) of Hir Dice and any bonus hit points. The size of the dice is
derived from the creature’s rype, The number of bonus hir points is a
function of the crearure’s Hit Dice and Constitution score

A parenthetical listing of the creature’s average hit points fol-
lows the Hit Dice listing. To calculate a creature’s average hit
points, take the average value of each Hit Die, apply the creature’s
Constitution modifier (a crearure always has at least 1 hit point per
Hir Die), multiply by the number of Hit Dice, and round down.

AvERAGE HiT DiE VALUES

Die Size Average
1d4 25
1dé 15
1d& 4.5
1d10 5.5
1d12 6.5

Hit Dice and Target CR: In general, a crearure’s Hit Dice
should be equal to or greater than the targer CR you've set for.
the creature, but not more than three times the rarger CR. For!
example, if you are designing a CR 5 monster, you should prob-
ably assign at least 5 Hir Dice, but not more than 15 Hir Ciice. I
your manster has too few Hit Dice for its Challenge Rating, it

{wont have staying power comparible to other monsters of that
| CR. If your monster has oo many Hit Dice, not only will it have

more hit points than a creature of that CR should have, bur it
will also have a better attack bonus and saving throws than
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expected, because those numbers are determined by the cres-
ture’s Hir Dice,

Obwviously, many monsters break this rule, usually by falling 1
or 2 Hit Dice short of their CR. That's okay, provided that the mon-
ster has special artacks or qualities thar make it a suitable chal- |
lenge at its CR.

ABILITY SCORES

{In this entry, a creature’s ability scores are presented in this order;

Str, Dex, Con, Int, Wis, Cha, i
Assigning Abilities: Physical abilities (Strength, Dexterity. |

{and Constitution) are largely 2 function of a creature’s type and
;size, as shown on Table 5-1. In general, the bigger a creature gers,

the higher irs Strength and Constirution scores and the lower its
Dexterity, Exceptions abound,

The remaining abilities (Intelligence, Wisdom, and Charisma)
are seldom related to size. You'll need 1o assign values to these abil-

yities to match your concept.

Intelligence: Reflects how well the ereature learns and reasons. |

In maost cases, it affects how many skills and feats the creature has. |

A creature needs an Intelligence score of at least 3 1o speak a lan-
guage; anything lower makes the creature no smarter than a typi-
cal animal. An Intelligence score of 4 to 7 represents a limited abil-
ity to reason and a certain low cunning. An Intelligence score of 8
or 9 approaches the typical human range. A score of 10 or 11
covers the human norm. A score of 12 o 19 reflécts above-average

1o genius-level Intelligence. A score of 20 or higher represents
{superhuman intellect.

Wisdom: Refleets the ereature’s level of perception and strength

of will A creature can have a very low Intelligence score and still
|be very wise. A Wisdom score of 3 or lower indicates a creature
{that is barely sentient, A score of 4 to 6 represents Wisdom equiv-
salent to that of an unusually foolhardy or unperceptive human. A

score of 16 10 18 reflects acute senses and unusual guile, A score of
20 or higher represents superhuman perceptiveness

Charisma: Reflects the creature’s sense of self and ability 1o
influence other creatures for good or for ill (o particulacly scary
creature often has a high Charisma score), A creature can have o
very low Intelligence score and srill be very charismaric, Al
Charisma score of 3 or lower indicates a creature that is barely sen-
tient. A score of 4 to 6 represents Charisma equivalent to thatof a,
strikingly sullen, crass, or retiring human. A score of 16 10 18
reflects an unusually strong presence and force of personality. A
score of 20 or higher represents superhuman Charisma.

Nonabilities: Some creatures lack one or more ability scores,
In most cases, 4 nonability is an sdvantage for the creature. Note
that all creatures must have both a Wisdom score and & Charisma

_score. Anything that lacks Wisdom or Charisma is an object, not a
|ereature (though it may be alive, such as a tree or a sponge)

INTTIATIVE

This entry gives the creature’s modifier to initiative rolls. The
bonus is most commonly dedved from the cresture’s Dexterity
modifier and the Improved Initiative feat (if the creature has it).

SPEED

This entry gives the crearure’s base land speed in feet per move action,
All speeds must be evenly divisible by s feet. Most creatures have base
land speeds of between 20 and 40 feet. Larger creatures and
quadrupeds tend to be faster, and predators or crearures noted for
their fast movement could have a speed of up to 60 to 80 feet. Com-
pare the speeds of monsters similar to your monster concept to pick a

Lsuirable value See Table 5-2 for some guidelines and suggestions.

1f the creature has other modes of movement, list all that apply
after the base land speed in alphabetical order If the creature wears
armor that reduces its speed, it’s helpful to give its reduced move- |
ment rate in a parenthetical note following the base land speed. |

ARMOR CLASS

All crearures start with a base Armor Class of 10, which is modi- |
fied by the crearure’s size, Dexterity, armor (including natural |
armor), and shield, Some crearures, such as incorporeal monsters,

| may also have a deflection bonus to their Armor Class,

Consider the creature's anatomy and overall roughness when

iyou choose an Armor Class for your monster. The rable below

shows some typical values for narural armor.
Towch Armor Class: To figure your monster’s Armor Class against

Jtouch artacks, add only its size modifier, Dexterity modifier, and
| deflection bonus {if any) 1o its base AC of 10,

Elat-Fooled Armor Class: To figure vour monster's Armor Class
when it is caught flar-foored, include all the normal elements
except the creature’s Dexterity bonus,

Don't forger to include the creature’s size modifier in your final |
Armor Class calculation. 1F the creature wears armor, its natural

.armor bonus stacks with the bonus provided by its acmor. For
sexample, a centaur is a Large creature with o Dexterity score of 14
\(+2 bonus 1o AC) and +2 natural armor. If the centaur carriesa,
L heavy shield and wears a chain shirr, its Armor Class is 19 (=1 size,

+2 Dex, +2 natural, +2 heavy shield, +4 chain shirt),

Armor Class and Target CR: Too high an Armor Class may |
make your monster unbeatable ar the Challenge Rating you're
aiming for. Too Jow, snd the monster won't be a challenge agall A
good rule of thumb is to armange the components of a creature’s AC
to arrive at a total Armor Class equal to 13 + tacget CR. For ex-
ample, if youd like your monster to be about CR 8, you should aim
for AC 21, Namurally, vou can choose to make a monster somewhar |
more soft-skinned if it has other defenses (damage reduction, for
example), or you might choose to make your monster an unusu- |
ally tough targer forits CR by giving it “exira” armor.

TaBLE 5-2: TYPICAL SPEEDS

Type Slow MNormal  Fast Example Creature
Tiny or Small biped 15f.  20ft  30ft Halfling (20 fi.)
Medium biped 20fi. 30 40f Human (30 ft.)
Large or Huge biped 300R 40f S0fi Ogra (40 fi.)
Tiny quadruped 15ft. 20t 30t Cat (30 ft.)
Small quadruped W0fR 40f SOf Dog (40 ft.)
Medium quadruped 30ft.___40f. _ 50t Wolf (50 ft.)

Large or Huge R S0f &0 Unicorn (60 ft.)
quadruped
Tiny er Small flier 40f._ 50 60fi Raven (40 fi.)
Medium flier 0fk 60R 9OR Gargayle (80 ft.)
Large ar Huge flier 60ft. BOft 120ft Griffon (80 ft.)
Swimmer 40ft. 60fc. B0fi  ‘Water naga (50 fi.)
TasLE 5—3: TyricaL NaTuraL ARMOR VALUES

Type Bonus Example Creature
Mormal skin ] Human
Thick skin ar fur +1 1o +3 Baboon (+1)

Black bear (+2)

Shark (+3)
Teugh hide +4to+7 Crocodile (+4)

Polar bear (+5)

Boar (+6)

Rhinoceros (+7)
Scales +3 to +10 or more Dragon (varies)
Exoskeleton +2 to +11 or more Giant bee {+2)

Chuul (+10)
Remorhaz (+11)
#1010 +12 ar more__Juvenile tojanida {+10)
Bulette (+12)
Otyugh (+8)
Kraken [+14)
Ravid (+15)

shell or carapace

Very tough hide +8 10415 or more




ATTACK

Decide whar attack forms the creature uses in melee and mnged
combat and determine the monster's arrack bonus with each
artack. The attacks you mighr decide to give o creatureinclude
—Melee weapon (possibly multiple melee weapons)
—Ranged weapon
—Bite
~Claw or tentacle
—Slam
—Core
—Touch artack
Attack Bonus: A creatures artack bonus consists of the follow-
ling components: base attack bonus (as determined by the crea-
ture's rype and Hit Dice), size modifier, and Strength modifier for
melee attacks or Dexterity modifier for ranged artacks. You may
select feats or equipment for the monster thar alter the creature’s
arrack bonus with a particular weapon; for example, if you give the

monster & +2 lengswond, you will increase its attack bonus with that
weapan by 2 points. Similarly, Weapon Focus or Weapon Finesse |

{might alter the creature’s attack bonus

The Artack entry in o statistics block gives the attack and |

damage bonus for each of the monster’s atracks, if the monster
decides to use a standard action to make a single artack. You do not
need o account for secondary weapons or multiple artacks with
the seme weapon when you describe the monster’s individual
artack options here—any weapon the monster uses to make a
single artack as a standard action gets the monster’s full attack
bonus and damage bonus for Strength.

Damage: Assign damage values to each of the creature’s natural
attacks. The base damage value depends on the creature’s size and

ithe type of attack, as shown on Table 5-1.

Particularly tough or weak creatures might have higher or
lower damage values. In general, you can vary the power of a mon-
ster’s attacks by moving up or down one or two lines on the rable.
For example, 1 Medium monster’s bite usually has o damage value
of 1d6, but it could be as little as 1d3 or a5 much as 2d6. Use the
1d3 value for a creature with a very small or weak mouth, or the

2d6 value to represent a creature with large or very powerful |

mouth.

Matural Weapons: A creature’s artack gets the creature’s full|
damage bonus from Strength, or 1-1,/2 rimes the Strength bonugif,

it is the crearure’s sole natucal weapon.

If any of the crearure’s attacks also have some special effect
other than damage (poison, disease, energy drain, paralyzation,
and so forth}, nore it after the arrack’s hit point damage—for
example, sting (1dé6 plus poison).

Critical Hits: Unless you decide otherwise, a crearure’s natural
attack threatens a critical hir on a roll of natural 20 and deals
double damage if a eritical hit is confirmed. Very few monsters

{have betrer than normal threst ranges or critical mulripliers with
their natural weapons.

Weapon-Using Creatures: Crearures that use weapons follow all
the rules thar characters do; two-handed weapons gain 1-1/2 times
the crearure's Strength bonus on damage rolls.

Attack Bonus and Target CR: Much like Armor Class, a mon-
ster's attack bonus may make it unplayable ar the Challenge
Rating you intend. A monsterwithouta high enough attack bonus
poses no threat to the PCs, and 2 monster with too high an attack
bonus never misses,

As a guideline, arrange the components of a.monster’s amack
{honus so that its attack bonus with its primary weapon is equal
{target CR > 1.5)+ 2. For example, if you are building a CR 5 mon-
ister, an appropriate attack bonus would be (5 % 1.5).+ 2, or 2.5,
\which comes our to an attack bonus of +9 or +10, This guideline
(warks best for monsters with few special artacks; if you expect

your monster will rely on special atracks rather than pure meles |
abiliry, a berrer guideline would be an anack bonus equal o (mrget.

CR. 1.5)— 1. A CR s monster of this sort would have an artack |
bonus of +6 or +7. .

Manipulating your monster’s attack bonus to fit the CR you,
have in mind is not quite as easy as manipulating Armor Class, You |

.can change the creature’s Hir Dice, since base atrack bonus is
|derived from Hir Dice, but doing this will change several other
.characreristics, The bestway to fine-rune your monster ot this step

is 1o change its Strength score (or Dexterity, for ranged attacks),
but watch ourt for creating ability scores that seem unusually low .

Lo high for a creature of the given sizé and type.

FULL ATTACK

In this step, you'll determine the monster’s attack routine when it
uses a full-round action to make a full artack. This is based on the |
individual attacks the monsrer has available 1o it (see Attack, |
above), but you need to account for the difference between pri-

\mary and secondary artacks,

Natural Weapons: In general, a creature arracks once with |

|each natural weapon it has. For most monsters, that will be two.,
| claws and a bite (or the other way around). Decide which of the

monster’s natural weapons is its primary weapon. A monster
many have two or more Primary Weapons if it has two or more.,
of the same natural artack—~for example, o treant attacks with
two slams, one for each limb, and both are primary narural
Weapons.

Primary weapons use g creature’s full artack bonus, no matter
how many primary weapons it has. The monster applies its full |
Strength bonus on damage rolls with its primary natural weapons, |
or 1-1,/2 times its Strength bonus if the monster has only one pri- |
mary narural weapan.(for example, 2 wolf's bite). :

All other natural weapons are secondary artacks. Reduce the |
creature’s attack bonus by 5 for all such attacks, no marter how |
many there are, Creamures with the Multistrack fear take only a=2
penalty on secondary arracks, A monster applies 1/2 its Strength
bonus on damage rolls with its secondary natural weapons.

Manufactured Weapons: Creatures that use weapons follow
all the rules characrers that do, including multiple atacks with the
same weapon and penalties for using two weapons at once.

Natural and Manufactured Weapons: 1f a creature has both
a manufactured wespon and natural weapons, it usually uses its
manufactured weapon as its primary attack (and receives muld-
ple artacks with thar weapon, if its base artack bonus is +6 or
higher), and uses its natural weapons as secondary attacks (-5
penalty on artack rolls, and 1/2 Sength bonus on damage rolls),
While 3 humanoid fighting with two weapons takes a -2 penalty
(ot worse) on its primary attack, @ monster fighting with a hand-
held weapon and a natural weapon at the same times does not
take this penalty—the narural weapon is a secondary attack, and

that's all

SPECIAL ATTACKS

Decide what special attacks (if any) your monster has. A special
attack is anything the creature uses offensively to harm or hinder
another creature, Common special artacks include:

—Ability damage (temporary)

—Ability drain (permanent)

—Breath weapon

—Change shape

—Canstrict

—Cursed wound

—Disease

—Energy drain (negative levels)

—Fear

—(aze

—Improved grab

—Paralysis

—Poison




—Pounce
—Powerful charge
—Fsionics
— Ray
—HRend
—Roar
—Sonic artack
—Spells
—Spell-like abilites
—Summon
—Swallow whole
—Trample
—Wounding
Most of these special attacks are described in detail in Chaprer
7: Glossary. A number of monsters possess unusual special artacks
that are less common (for example, the mind flayer's mind blast
jand extract artacks). In general, one or two special attacks for any
,monster is enough—monsters vsually don't get the chance to use |
{more than a couple of special abilities in the course of a single en-|
|counter, so creating a number of special attacks simply makes the |
monster more difficult to use in play
Each special attack should include the type of saving throw the
attack allows (if any) and the DC of the save. The saving throw
type depends on the nature of the amack, as follows:
—Fortitude saving throws apply to attacks on the defender’s
virality: poison, magic that causes instant death, level drining, or
' magic that causes physical rransformation.
Reflex saving throws apply to massive attacks such as a
wizard’s fireball or a damage-dealing breath weapon.
—Will saving throws apply to mental influence and domina-
tion as well as any magical effecr that doesny fall into one of the
| previous two calegories

Calculating Saving Throw DCs
The formula for save DCsis 10 + 1/2 the creamure’s Hir Dice + rel-
evant ahility score modifier. The relevant ability score depends on
the type of artack, as follows:
Strength: Any application of force, crushing, binding, or con-
striction. Example: tample 4
Dexterity: Movement, movement restrictions, h![ung with a
missile, entanglement. Example: entangle i
Constitution: Almost anything that comes from the creature's body,
such as poison or breath weapons, Examples breath weapon, poison.
Intelligence: Usually not used to determine save DCs for mon-
sters’ special artacks. Possible uses: illusion effects.
Wisdom: Usually nor used 1o determine save DCs for monsters'

BEHIND THE CURTAIN:

SPELL RESISTANCE AND DAMAGE REDUCTION

Too much spell resistance or damage reduction can make a monster
virtually unbeatable at the Challenge Rating you're aiming for. Too little,
and the monster might as well not have any at all, since any character
will have the caster level or magic weaponry necessary to penetrate the
creature's defense,

Spell Resistance: If you choose to give your manster this ability,
you'll probably want to set the resistance number equal to the crea-
ture's CR + 11. This means that a character of a |level equal to the crea-
ture's will have a 50% chance to overcome the maonster’s spell resist-
ance (barring the Spell Penetration feat). For example, a 12th-level
character has a 50% chance to overcome spell resistance 23, so 23 is
a good spell resistance number for a CR 12 creature

fou may need to adjust a creature's spell resistance number after
you finally settle on a CR for the creature.

If you want a highly magic-resistant creature, set the monster's spell
resistance higher than CR + 11. For lesser resistance, set ;he spell

special artacks, Possible uses: Mental or perception effects (except
charms and compulsions; see Charisma).

Charisma: Use Charisma for anything pirting the crearure's will
against an opponent: gaze attacks, charms, compulsions, or energy
drain. The creature’s Charisma modifier affects the save DC forany

(spell-like abilities it has (no matrer what form they take).

Also use Charisma for any DC that normally would be based on
an ability score the creature does not have. For example, undead
creatures have no Constitution score, so any peison attacks they
have would use Charisma to determine the save DC.

SPECIAL QUALITIES

A special quality is any ability a crearure can use 1o protect irself
The Special Qualities entry also is the catche-all for anything the |
creature might do or have that does not logically belong some- |
where else, Common special qualiries include:

—Blindsense

—Blindsight

—Damage reduction

—Fast healing

—Frightful presence

—Immunity to energy of a certain amack form

—Regeneration

—Resistance toenergy

—Scent

—Spell immuniry

—Spell resistance

—Subrype features (for example, cold subrype]

—I[remorsense

—Turn resistance

—Type trairs (for example, construct traits)

These abilities are described in (haph 7: Glossary. A number |
of monsters have less common special qualllm that are not listed
here. As with special antacks, limit the number of special qualities
you give a monster, because you'll have an easier time running the
monster in play.

SAVING THROWS

Determine the creature's saving throw bonuses. The crearure's base
saving throw bonuses depend on its type and Hir Dice. Include all
adjustments that apply o each save, provided they apply all the
rime (such as ability score medifiers and racial bonuses). Condi-
tional saving throw bonuses should be noted in the creature’s Spe-
cial Qualiries entry and explained in the creature’s description.

Saving Throws and Target CR: In general, a crearure’s good
saving throw bonus should be around (targer CR % 1.5), while its

resistance lower. For each point of difference, you'll change the chance
of successfully overcoming spell resistance by 5%. For example, a 12th-
level caster has a 45% chance to overcome spell resistance 24, and no
chance to overcomne spell resistance 33

Damage Reduction: Assigning a damage reduction value can be
tricky. Setting the value too high can make a creature virtually immune
to physical attacks, On the other hand, most player characters carry
SOME Magic weapons, 5o setting the value too low can result in an inef-
fective ability.

Recommended
Target CR  Damage Reduction
0-2 None
-5 5
6-13 10
14-20 15

Remember, even if player characters can hurt the monster, lesser crea-
tures in the game world often cannot hurt the creature, nor can the
player character's cohorts or any creatures they summon.



poor saving throws should be roughly equal 1o its trger CR. For
example, if vou are designing a CR 6 monster, 1 good save bonus of
+9 and a poor save bonus of +6 should give the monster a decent
chance to save against the player characters' artacks without mak-
ing their attacks ineffectual.

The easiest way o manipulate a creature’s save bonuses is 1o

assign a feat that increases a save bonus (for example, Iron Will), 1f)
vou don't want to give the monster the fear, but you still want to|

incresse the save bonus, then you need to adjust the ability score
from which the save bonus is derived.

SKILLS
Assign whatever skills you think the creature Sught to have. The
number of skill points a creature has depends on its rype, Hit Dice,
and Intelligence; see Table 5—4. Assume that any skill you choose
for the creature is a class skill, and each rank costs 1 skill point.
The maximum rank for any skill is the crearure’s Hit Dice + 3. A
.crearure with less than 1 Hit Die is treated as having 1 Hir Die for
the purpose of derermining skill points and maximum skill rank..

TABLE 5—4: SkiLL PoinTs BY MONSTER TYPE

Type Skill Points

Aberration (2 + Int modifier, minimum 1) ® (HD+3}
Animal (2 + Int modifier, minimum 1) X (HD+3)
Construct® (2 = Int modifier, minimum 1) = (HD+3)
Dragon {6 + Int modifier, minimum 1) > (HD+3)
Elemental (2 + Int modifier, minimum 1) x (HD+3)

| Fey (6 + Int modifier, minimum 1) = (HD+3)
Ciant (2 + Int modifier, minimum 1) X (HD+3)
 Humanoid*=* (2 + Int modifier, minimwer 1) % (HD+3)
Magical beast {2 + Int modifier, minimum 1) % (HD+3)
| Monstrous humanaid (2 + Int modifier, minimum_ 1) % (HD+3)

Doze* (2 + Int modifier, minimum 1) % (HD+3)
Qutsider (& + Int modifier, minimum 1] % (HD+3)
Plant® (2 + Int modifier, minimum 1) % (HD+3)
Undead* (4 + Int modifier, minimum 1] ¥ (HD+3)
Vermin® (2 + Int modifier, minimum 1) * (HD+3)

* Mindless creatures receive no skill points or feats.
“* Or by character class.

[t is important to consider your concept when assigning skills. Crea

tures that live by hunting need Hide, Spot, and Listen, and probably
Move Silently. Creatures that use spells or spell-like abilities need
Concentration and probably Spellcrafy, Creatures thar do not have
climb or swim speed may benefit from Climb or Swim. Skills such
as Balance and Escape Artist can be useful for almost any creature.

A creature’s final skill modifier consists of; skill ranks + ability
modifier + size modifier (for Hide) + movement mode modifier

\{for Climb, Jump, or Swim) + racial bonuses (if any) + synergy
'bonuses (if any) + armor check modifier (if any). You may decide
to purchase feats that change the creatures skill modifiers, too

Conditional Bonuses: If the creature has conditional abiliry
adjustments, do not apply them in the Skills entry, Instead, mark
the skill modifier with an asterisk and note the conditional modi-
fler in the creature’s description.

Racial Skill Bonuses: Often a creature will need a berer skill
modifier than its abilities and skill points allow, In such cases, it5 a
good idea to assign it a racial bonus (which is effective all the time], or
a specific circumstance bonus, For example, most big cars get bonuses
on Hide and Move Silently checks, and even larger conditional
bonuses on Hide and Move Silently checks when they're in the right
terrain. Theyid have a hard time surviving as predators without them,

FEATS

All monsters have a number of fears equal 1o 1 + (1 per 3 HD)
Monsters must meer the prerequisites for feats, just as characters
must, If your creature concept begs for a feat for which the crea-
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ture does not qualify, consider altering the ereature so thavitqual-
ifies for the fear, or assign the feat as a bonus feat. (Ivis acceprable |
for a creature to have a bonus feat for which it does not meer the |
prereguisites. | ]
Assign feats with your creature concept in mind, just as you did
'for skills. For example. spellcasting creatures can benefit from
\Combart Casting. Creatures that depend on their senses o locate
prey or alert them to danger can benefit from Alertness, Creatures
thar artack from ambush can use Improved Initiative, Any crea-.
ture can benefit from the fears that improve saving throws (Grear
Fortitude, Lightning Reflexes, and Iron Will), |
Weak creatures can often benefit from Weapon Finesse,
which allows a creature 10 use its Dexterity bonus an melee
attacks {very useful for Small, Tiny, and Diminutive creamures). |
Likewise, very big or strong crearures benefit from Power Attack. |
which allows them to convert points from their attack bonus
into extra damage

SPACE/REACH

[ This entry describes how much space the creature takes up on the
bartle grid and needs to fighr effectively, as well as how close it has
to be 1o an oppanent to threaten that opponent.

A creature’s Space, Reach entry depends onits size, as shown on
Table 7—1: Creature Sizes (page 314). A creature’s space is always a
square ared, no matter what the creature’s shape or anatomy is like,
For example, an ogre and a horse have the same space figure (10
feet), because theye both Large creatures, |

Tall creatures (bipeds, usually) have a longer reach than long |
creatures. For example, 2 horse has a reach of 5 feet, buran ogre
has a reach of 10 feet because it is taller. :

Some creatures have exceptional reach due 1o a particular weap- |
on choice ora quirl-'. of anaromy. It's all ri.ghl o assign a !-]:u:-_‘i:ﬂ,
reach figure that applies 1o a particular artack (such as the roper’s
strands),

ENVIRONMENT

Consider where the cresture lives and choose a preferred climate
{warm, temperate, or cold) and terrain {plains, hills, forest, marsh,
mountains, or desert), Your monster is not restricted to thar com-
bination of climate and terrain, but its the serting the monster is
most likely ro be encountered in.

Creatures that have no place in the natural environment (par-
ticularly consrructs and undead) usually have an entry of “Any”
Extraplanar outsiders should be assigned a plane of origin,

TREASURE

Most crearures will have no treasure {None) or standard treasure,
Very intelligent creatures might have double or triple treasure.,
Some creatures may collect only certain rypes of treasure, See
Table 35, page 52 of the Dungeon Master's Guide

ALIGNMENT

What alignment does your monster have? Choose lawful, neurral,
or chaotic, followed by good, neutral, or evil. All alignments have
a qualifier: always, usually, or often, See page 305 for details.

-_—

SKILLS THE QUICK WAY

Instead of fretting about each skill point, an easy way to assign skills to
a monster is to simply buy a number of skills, all at the creature's maxi-
mum ranks. The number of individual skills a creature can choose this
way is equal to its Intelligence modifier plus the base number of skill
points a creature of its type receives per HD. For example, undead have
skill paints equal to (4 + Int modifier) at each HD, so an undead crea-
ture with an Intelligence score of 15 (Int modifier +2) could simply
select six skills at maximum rank,




ADVANCEMENT

This entry provides a measure of how tough the creature can get if
vou decide 1o increase its Hir Dice. In general, o creature should
be able to have up to three times its original Hit Dice (that is, 2 3
HD creature should be able 1o advance up 109 HD),

Most creatures will get larger if you add alotof Hit Dice, so you,
\should pick a break point at which the creature’s size changes. For |
(example, the Advancement entry for s Large plant creature with 3|
{Hit Dice might read: 4—5 HD {Larges 69 HD (Huge). See Table|

15=1 for guidelines on size and Hit Dice.

Some monster types don't have obvious break points berween

|size categories. In these cases, you probably want to set the break
_point between sizes at 1,2 the maximum Hit Dice to be added. For
example, a Large aberration with 4 HD could advance to 12 HD.
Since you're adding up to 8 Hit Dice, the creature’s Advancement
entry might read: 5-8 HD (Large]; 9-12 (Huge).

CHALLENGE RATING

| This shows what level of party for which the creature would make |
\agood encounter of moderate difficulty. A party of four fresh |

characrers (full hit points, full spells, and an assortment of equip-
ment appropriate to their levels) should be able to win the
encounter with some damage, but no casualties, given reasonable
luck. This victory should consume no more than 20% of the party
resources {hit points, spells, and consumable magic items).
Assigning an appropriate Challenge Rating can be difficult. The
Lt basic tools for determining CR are comparing and playtesting,

Comparing CR
| The simplest and quickest way 1o estimare your monster’s Chal-
Jenge Rating is to compare it to similar monsters inan appropriate
|CR range. Begin with the target CR you used in constructing your
monster. Use the list of Monsters by Challenge Bating (see page
\318) 10 compile a list of monsters whose CRs march your mon-
sters CR, ;.'rlus or minus 1, For example, if your target CR.i5 7, you
should closely examine monsters of CR 6, 7, and 8.

T narrow your list, look for monsters with similar types or sim-

ilar methods (bruisers, spell-like abiliey users, special attack users, |
and so on). Once you've reduced your list of compatable monsters |
to & manageable number, see how your monster compares to the |

others, using the following checklist;

—Does your monster have more or less Hir Dice?

—Does your monster have a better or worse Armor Class?

—Dioes your monster have a higher or lower artack bonus?

—Dpes your monster deal more or less damage?

—Does your monster have more deadly special attacks?

—Does your monster have spell-like abilities whose highest

spell level is lower or higher than the spell-like abilities of compa-
| rable monsters?

—Dpes your monster have special defenses the other monsters
don’t have?

If your monster is clearly superior to most of the comparable
monstets, your target CR is probably too low, Try adjusting the CR
up by 1 or 2, then find a new list of monsters that should be com-
parable at the new CB and see how your monster stacks up. If your
monster s clearly not as tough as most of the comparable mon-
sters, reduce your CR by Lor 2 and find a new list of comparable
moensters 1o check your monster against.

Playtesting CR
| The best way to set a monster’s CR is 1o see how it handles in play.
{This can be fime-consuming, but it probably gives you the best
linformation about how challenging your monster is,

To playtest a monster'’s CR, use the following procedure:

1. Create a “playtest party” consisting of four characters whose

level equals your monster's target CR + 2. Each character should |
be built using the standard ability score array and equipment fora,

PC of their level Include a fighter, rogue, cletic, and wizard if pos-

sible. You can use copies of your players’ characters for this, bug if |

your PCs are unusual, your results will be skewed. |
2. Create a representative encounter for the monster that uses

.rwo of the creatures (two monsters of CR X is an appropriate
|encounter for four PCs.of level X+2), For simple monsters, a room
Land a door should suffice, but if your monster is built to ambush

parties or make good use of a particular terrain, vou should proba-
bly check the monster in the sort of environment you expect 1o,

JMsE when Yo t‘ﬂ‘lp!ﬂ? [J.'il':' maonster in a real Bame session,

3. Allow the PCs 1o begin the encounter with spells or effects
whose durarion is measured at 10 minutes per level or longer in
effect.

4. Assign all combatants an initative roll of 10, modified by
their normal initiative modifiers (for playtests, you want everyone
to take 10 on their inidative roll),

5. Run the encounter several times and try different tecrics and

[ £ TIOnSTers.
| semups for the monste

JE your proposed CR is appropriate, the PCs should be able to win

the encounter with some damage, given reasonable luck. This vic-
tory should consume no more than 20% of the party resources (hir
points, spells, and consumable magic items). In the case of high-
CK monsters (say, 11 or more), an occasional PC death is notout of
line with the monster’s CR, since parties of that level can usually
bring dead characters back to life prery easily,

If your monster seems too dangerous, iy the encounter again |

;with a single monster; this lets you see how the monster looks asa |

solitary combatant whose CR is equal to the party’s level, If the.
party handles the monster with no trouble, try increasing the
number of monsters to three or four (which would effectively
lower the monster's CR by 1 or 2). You may need to adjust the |
party’s level and try the monster again at its hew CE,

Maonster Function and Challenge Rating

A quick and dirty way to double-check your CR assignment is to
compare your monster's Hir Dice against its CR. Deprnd:ng on
their function, monsters need a high number of Hit Dice for their
CR, a low amount of Hit Dice for their CR, oran average amount

Evaluate your monster and decide what its basic function is: bat-
tler, ambusher, magic user, special attack user, or multiple threat

Battler: The monster uses sheer combat skill o threaten the
party and has few special abilities, Examples: dire animal (any),
glane (any), gray render, minotauz, shambling mound, worg, A bat-
tler’s CR should be from 1/3 its HD 10 2/3 its HDL

Ambusher: The monster depends on stealth or surprise atracks
to threaten the party. Examples: assassin vine, choker, derro
mimic, phase spider, roper. An ambusher’s CR should be from 1,2
its HD toits HID,

Magic User: The monster's best attacks are its spells or spell-
like abilities. Examples: aboleth, lamia, lillend, mind flayer,
nymph. A magic user’s CR should be from about its HD to its HD
+2, provided the spells it can employ would be appropriate for a
spelleasting character whose level is about the same as the mon-
ster's Hit Dice, (1f they're less than expected, your monster is prob-
ably better described as an ambusher or bartler.)

Special Artack User: The monster is dangerous because of a |
special artack it can employ. Examples: basilisk, dragon (any), |
harpy, medusa, wraith, vampire. A special attack user’s CR should
be from 2/3 ixs HD 1o s HD |

Multiple Threat: The monster combines twe or more of the
previpus functions, For example, many demons and devils com-
bine battler and magic user funcrions, while a mind flayer com-|

‘bines magic user and special amack user functions. Dragons with
|significant spellcasting ability frequently combine battler, magic
‘user, and special attack user functions. A multple threat's CR
*should be from abour 3/4 its HD to its HD +2,



CHAPTER 6: MONSTER
SKILLS AND FEATS

This chaprer provides descriptions af one skill, Conrrol Shape, and |

a number of fears thatare typically used only by monsters.

CONTROL SHAPE (wis)

| Any character who has contracted lycanthropy and is aware of his |

condition can learn Contrel Shape as a class skill (An afflicred
lycanthrope not yet aware of his.condition can attempt Control
|Shape checks untrained.) This skill determines whether an
afflicted lycanthrope can control his shape. A natural lycanthrope
does not need this skill, since ir has full control over its shape

Check (Involuntary Change): An afflicted character musy
make a check at moonrise each night of the full moon to resist
involuntarily sssuming animal form. An injured character must

.also check for an involuntary change after accumulating enough |

damage to reduce his hit points by one-quarter and again after
leach additional one-quarter lost. I
Involuntary Change Contral Shape DC
Resist involuntary change 25
On a failed check, the character must remain in animal form until
the mext dawn, when he auromartically remurns 1o his base form. A
character sware of his condition may make one atrempt to return
to humanoid form (see below), but if he fails, he remains in animal
{form until the next dawn.
Retry (Involuntary Change): Check to resist an involuntary
change once each time a triggering event occurs.

Check (Voluntary Change): In addition, an afflicted lycan-
.thrope aware of his condition may attempt to.use this skill volun-
tarily in order to change to animal form, assume hybrid form, or
return 1o humaneid form, regardless of the state of the moon or
whether he has been injured

Inveluntary Change Contral Shape DC
Return to humanoid form (full moon®) 25
Return to humanoid form (not full meon) 20 |
Assume hybrid form 15
Voluntary change to animal farm (full mean) 151
Valuntary change to animal form (not full moon) 20

# For game purposes, the full moon lasts three days every menth

Retry (Voluntary Change): A character can retry voluntary
changes to animal form or hybrid form as often as he likes. Each
attempt is a standard action. However, on a failed check 1o return
to humanoid form, the character must remain in animal or hybrid
form until the next dawn, when he automarically returns o
humangid form.

Special: An afflicted lycanthrope cannot artempt a voluntary
\change until it becomes aware of its condition (see Lycanthropy as
an Affliction, page 178).

ABILITY FOCUS [GENERAL]
Choose one of the creature's special artacks. This artack becomes
more potent than normal.

Prerequisite: Special attack.

Benefit: Add +2 1o the DC for all saving throws against the spe-
cial attack on which the creature focuses.

Special: A creature can gain this fear multiple times. Irs effects
\do not stack. Each rime the creature takes the feat, it applies 1o a
(different special arack.

AWESOME BLOW [GENERAL, FIGHTER]
|The creature can choose to deliver blows thar send its smaller
oppanents flying like bowling pins,
Prerequisites: Str 25, Power Artack, Improved Bull Rush, size
Large or larger.

Benefit: As a standard action, the crearure may choose o sub-.
tract 4 from its melee attack roll and deliver an awesome blowe. 1f]
the creature hits a corporeal opponent smaller than irself with an |
awespme blow, its opponent must succeed on a Reflex save (DC.

.= damage dealt) or be knocked flying 10 feet in a direction of the

attacking creature’s choice and fall prone. The attacking creature

\can only push the opponentin a straight line, and the opponent

can't move closer 1o the attacking creature than the square it
started in. If an obstacle prevents the completion of the oppo-.
nent’s move, the opponent and the obstacle each ke 1d6 points
of damage, and the opponent stops in the space adjacent to the |
obstacle

CRAFT CONSTRUCT [ITEM CREATION]

The creature can creare golems and other magic automatons that
obey is orders.
Prerequisites: Craft Magic Arms and Armor, Craft Wondrous

Jdrem

Benefit: A creature with this feat can ereate any construct,

.whose prerequisites it meets, Enchanting 2 construct takes one

day for each 1,000 gp in its market price. To enchant a construcr, a |
spellcaster must spend 1,/25 the item’s price in XP and use up.raw
materials costing half of this price (see the Golem. Homunculus,
and Shield Guardian monster entries for details),

A ereature with this feat can repair constructs thar have mken
damage, In one day of work, the creature can repair up 1o 20 points
of damage by expending 50 gp per point of damage repaired.

A newly created construct has average hit points for irs Hit |
Dice.

EMPOWER SPELL-LIKE ABILITY [GENERAL]

The creature can use a spell-like ability with greater effect than |
normal. .

Prerequisite: Spell-like ability at caster level sth or higher.

Benefit; Choose one of the creature’s spell-like abilities, subject
to the restrictions below, The creature can use thar ability as an
empowered spell-like ability three rimes per day (or less, if the
ability is normally usable only once or twice per day)

When a creature uses an empowered spell-like abiliry, all vari-
able, numeric effects of the spell-like ability are increased by one-
half. An empowered spell-like ability does half again as much
damage a5 normal, cures half again as many hit points, affects half
agdin as many targets, and so onas iAppropriate. For :*xurn;:lln:. a
night hag’s empowered magic missile deals 1-1/2 rimes normal
damage (roll 1d4+1 and multiply the result by 1-1/2 for each mis-
sile). Saving throws and opposed rolls (such as the one made when
a character casts dispel magic) are nor affecred. Spell-like abilities
without random variables are not affected.

The creature can only select a spell-like ability duplicaring a
spell with a level less than or equal to half its caster level (round
down) —2. For @ summary, see_the table in the description of the
Quicken Spell-Like Ability feat. For example, a creature that uses
its spell-like abilities as a 1 3th-level caster can only empower spell-
like abilities duplicating spells of 4th level or lower.

Special: This fear can be taken multiple times. Each time it is
taken, the creature can apply it to a different one of its spell-like
abilites,

FLYBY ATTACK [GENERAL]

The creature can attack on the wing. |
Prerequisite: Fly speed. |
Benefit: When flying, the creature can take a move acrion |

(including a dive) and another standard action atany peint during |

ithe move, The crearure cannot take a second move action during a
{round when it makes a flyby attack.

Normal: Without this feat, the creature takes a standard action
either before or after its move
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HOVER [GENERAL]
The creature can come to 3 halt in midair.
Prerequisite: Fly speed,
Benefit: When flying, the crearure can halt its forward motion

less of its maneuverability,

appendages it could use in a full attack. The creamure can instead
(use_a_breath weapon or cast a spell instead of making physical
Lantacks, if it could normally do so.

If a creature of Large size or latger hovers within 20 feet of the
ground in an area with lots of loose debris, the draft from its wings
creates a hemispherical cloud with a radius of 60 feet. The winds
o penerated can snuff rorches, small campfires, exposed lanterns,

have rotal concealment (50% miss chance, and opponents cannot
use sight to locate the creature

Those caught in the cloud must succeed on a Concentrarion
check (DC 10 + 1/2 creature’s HD) 1o cast a spell

Normal: Withour this fear, a creature must keep moving while
flying unless it has perfect maneuverability

IMPROVED NATURAL ARMOR [GENERAL]
| The creature’s natural armor is thicker and harder than thae of
|others of its kind.
Prerequisites; Natural armor, Con 13,
Benefit: The creature’s natural armor bonus increases by |
Special: A creature can gain this feat multiple times. Each rime
|the crearure takes the feat, its natural armor bonus increases by
another point.

IMPROVED NATURAL ATTACK [GENERAL]
The creature’s narural attacks are more dangerous than its size and
rype would otherwise dicate,

Prerequisite: Natural weapon, buse attack bonus +4,

damage for this natural weapon increases by one step, as if the
creature’s size had increased by one category: 1d2, 1d3, 1d4, 1ds,
1d8, 2d6, 3d6, +d6, &d6, Bd6, 12d6. A weapon or attack that deals
1d10 points of domage increases as follows: 1d10, 2d8, 3d8, 4ds,
&d8, 8dg, 12d8.

MULTIATTACK [GENERAL]
[ The creature is adepr ar using all {ts namiral weapons at once,
Prerequisite: Three or more natural attacks.
Benefit: The creature’s secondary attacks with natural weapons
take only a -2 penalty,
Normal: Without this fear, the creature’s secondary artacks
with natural weapons take 2 =5 penalry

MULTIWEAPON FIGHTING [GENERAL]

A creature with three or more hands can fight with a weapon in
each hand. The crearure can make one extra artack each round
with each extra weapon,
Prerequisites: Dex 13, three or more hands,
| Benefit: Penalties for fighting with multiple weapons are reduced
by 2 with the primary hand and reduced by & with off hands
Mormal: A creatiere without this fear takes a -6 penalty on
iartacks made with irs primary hand and a =10 penalty on attacks
made with its off hands. (It has one primary hand, and all the
others are off hands,) See Two-Weapan Fighting, page 160 of the
Player's Handbook.
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and hover in plece as a move sction, It can then iy in any direc- |
tion, including straight dewn or straight up, at half speed, regard-

If a crearure begins its turn hovering. it can hover in place for|
{the turn and take a full-round action. A hovering creature cannot |
ymike wing attacks, but it can attack with all other limbs and |

,and other small, open flames of nonmagical origin. Clear vision |
Uwithin the cloud is limited to 10 feet. Creatures have concealment !
\ar 15 to 20 feet (20% miss chance). Ar 25 feer or more, credtures,

Benetit: Choose one of the creature’s natural attack forms, The .

Special: This feat replaces the Two-Weapon Fighting feat for
creatures with more than two arms,

QUICKEN SPELL-LIKE ABILITY [GENERAL]
\The creature can employ aspell-like ability with a moment’s thought.
Prerequisite: Spell-like ability at caster level 10th or higher
Benefit: Choose one of the creature’s spell-like abiliries, subject
to the restrictions described below: The creature can use that abil-
ity as a quickened spell-like ability three times per day (or less, if |
,the ability is normally usable only once or twice per day) |
Using a quickened spell-like ability is a free action that does not
provoke an artack of opportunicy. The creature can perform an
ather action—including the use of snother spell-like ability—in
the same round that it uses a quickened spell-like ability, The crea-
ture may use only one quickened spell-like ability per round. |
The cresture can only select o spell-like ability duplicating a
.spell with a level less than or equal to half its caster level (round
down ) —4, For a summary, see the rable below. For example, a crea-
Jure that uses its spell-like abilities as a4 15th-level caster can only
| quicken spell-like abilities duplicating spells of 3rd level or lower,
In addition, a spell-like ability that duplicates a spell with a casting
time greater than 1 full round cannot be quickened.
Normal: Nomally the use of a spell-like ability requires a standand
action and provokes an artack of opportunity unless noted otherwise,
Special: This feat can be taken multiple times, Each time it is
taken, the creature can apply it 1o a different one of its spell-like
abilities.

EMPOWER AND QUICKEN SPELL-LIKE ABILITY

Spell Caster Level Caster Lavel
Lavel to Empower to Quicken
1] Ath ith
1st fth 10th
Znd 8th 12th
Jrd 10th 1dth
dth 12th 16th
Sth 14th 18th
6th 16th 20th
7th 18th =
&th 20th —
9th — -

SNATCH [GENERAL]
The creature can grab opponents much smaller than iself and
hold them in its mouth or claw,

Prerequisite: Size Huge or larger.

Benefits: The creature can choose 1o start a grapple when it hits
with a claw or bite attack, as though it had the tmproved grab special
attack. If the creature geis a hold on a creature three or more sizes
smaller, it squeezes each round for automatic bite or claw damage. A
snatched opponent held in the creature’s mouth is not allowed a
Beflex suve against the creature’s breath weapon, if it hos one

The creature can drop.a creature it has snatched as a free action
or use a standard acrion 1o Hing i aside. A flung creature travels
1d6x10 feer, and takes 1dé points of damage per 10 feet raveled. If
the creature flings a snarched opponent while flying, the oppo-
nent takes this amount or falling damage, whichever is greater.

WINGOVER [GENERAL]
The creasure can change direction quickly while flving.
Prereguisite; Ely speed
Benefits; A flying crearure with this feat can change direction
quickly once each round as a free action. This feat allows it to turn |
Jup te 180 degrees regardless of its maneuverability, in addirion o
any.other murns it is normally allowed. A ereature cannot gain alel-
mide during a round when it executes a wingover, but it can dive.
The change of direction consumes 10 feet of flying movement



CHAPTER 7: GLOSSARY

This chapter provides definitions and descriptions of monster
characteristics. If you come across a term earlier in this book thar
vou're not familiar with, this is the place to find out more.

Aberration Type: An aberration has a bizarre anatomy, strange |
Labilities, an alien mindser, or any combination of the three.

Features: An aberration has the following features

—d# Hir Dice

— Base artack bonus equal 1o 3,4 toral Hir Dice (as cleric),

—Good Will saves,

—Skill points equal to (2 + Int modifier, minimuom 1) per Hit
Die, with quadruple skill points for the frer Hit Die.

Trails: An abermation possesses the following traits (unless oth-
erwise noted in a creature’s entry),

—Darkyision out 1o 60 feet.

—Proficient with its narural weapons. If generally humanoid in |

Jform, proficient with all simple weapons and any weapon it is de-|
|scribed a3 using. |
—Proficient with whatever type of armor (light, medium, or |
heavy) it is described as wearing, as well as all lighter types. Aber-
rations not indicated as wearing armor are not proficient with
armot. Aberrations are proficient with shields if they are profi-
cient with any form of armor.
—Aberrations eat, sleep, and breathe,

Ability Score Loss (Su): Some attacks reduce the opponent’s
|zcore in one or more abiliries. This loss can be temporary (ability
damage ) or permanent (ability drain).

Ability Damage: This attack damages an oppenent’s ability score.
\The crearure’s descriptive text gives the ability and the amount of
damage. If an artack that causes ability damage scores a critical hir,
it deals twice the indicated amount of damage (if the damage is
expressed.as a die ange, roll two dice). Ability damage returns at
the rate of 1 point per day for each aftected ability:

Ability Dirain: This effect permanently reduces a living oppo-
nent’s ability score when the erearure hits with a melee aack. The
creature’s descriptive text gives the ability and the amount,

drained. 1f an artack thar causes ability drain scores a eritical hir, it |

drains twice the indicated amount (if the damage is expressed asa |
die range, roll two dice}. Unless otherwise specified in the crea-
ture's description, a draining creature gains 5 temporary hit points
(10 on a critical hit) whenever it drains an ability score no mateer
how many points it drains, Temporary hit points gained in this
fashion last for a maximum of 1 hour,

Some abilirty drain amacks allew a Fortitude save (DC 10 = 1/2
draining creature's racial HD + draining creature’s Cha modifier;
[the exact DC is given in the creature’s descriprive text). If no
|saving throw is mentioned, none is allowed

Alternate Form (Su): A creature with this special quality has
the ability 10 assume one or more specific alternate forms, This
ability works much like the polymorph spell, except that the crea-
ture is imited o the forms specified, and does not regain any hir
points for changing its form. Assuming an alternate form resules
in the following changes to the creature:

—The creature retains the type and subtype of its original form.
It gains the size of its new form,

—The creature loses the noniral weapons, namural armer, move-
(ment modes, and extraordinary special attacks of irs original form

—The creature gains the natural weapons, natural srmer, move-

\ment modes, and extracrdinary special attacks of its new form.

—The creature retains the special qualities of its original form,
It does not gain any special qualities of its new form

—The creature retaing the spell-like abilities and supernatural |
attacks of its old form (except for breath weapons and gaze

attacks), It does not gain the spell-like abilities or supernatural |
atracks of its new form. |
—The creature gains the physical ability scores (Str, Dex, Con) |
of its new form. It retains the mental ability scores (Inr, Wis, Chal
of its original form
—The creature retains its hit points and save bonuses,

.although its save modifiers may change due to a change in abiliry

sCores,
—The creature retains any spellcasting ability it had in its orig-

.inal form, although it must be able 1o speak intelligibly 1o cast,

spells with verbal components and it must have humanlike hands
to cast spells with somatic components.

—The creature is effectively camouflaged as a creature of its
new form, and it gains a +10 bonus on Disguise checks if it uses,
this ability to create a disguise

Air Subtype: This subtype usually is used for elementals and

Louisiders with a connection o the Elemental Plane Air Air crea:
tures always have fly speeds and usually have perfect maneuver-,
|ability (see the secrion on Movément, page 311},

Alignment; This line in a monster entry gives the alignment
that the creature is most likely to have, Every entry includes a
qualifier that indicates how broadly that alignment applies to all
monsters of thar kind.

Always: The creature is born with the indicated alignment. The
creature may have a hereditary predispositon o the alignment or
come from a plane that predetermines it It is possible for individ- |
uals to change alignment, but such individuals are either unique |
OF TiTe EXCEPLonS, _

Usually: The majority (more than 50%) of these creatures have
the given alignment. This may be due to strong cultural influ-|
ences, or it may be a legacy of the crearures’ origin. For example,
most elves inherited their chaotic good alignment from their cre-
ator, the deity Corellon Larethian.

Offen: The creature tends toward the given alignment, gither by
nature or nurture, but not strongly. A pluralivy (40-50%) of indi-
viduals have the given alignmenr, bur exceprions are common

Angel Subtype: Angels are a race of celestials, or good out-
siders, native 1o the good-aligned Outer Planes. In the D&D cos-
maology, these planes are the Seven Mounting Heavens of Celestia,
the Twin Paradises of Bytopin, the Olympian Glades of Arborea,
the Blessed Fields of Elysium, and the Wilderness of the Beast-
lands.

Trails; An angel possesses the following rraits (unless otherwise
noted in a crearures entry)

—Darkvision out 1o 60 feet and low-light vision

—Immunity to acid, cold, and petrificarion.

—Resistance to electricity 10 and five 10,

— +4 racial bonus on saves against poison.

—Protective Aura (Su): Against atacks made or effects created
by evil creatures, this ability provides a +4 deflection bonus to AC
and a +4 resistance bonus on saving throws to anyone within 20
feer of the angel. Otherwise, it functions as a magic circle agamst evil
effect and a lesser globe of ininlmerability;, bath with a radius of 20 feer
(caster level equals angel's HD). (The defensive benefits from the
circle are not included in an angel’s statistics block ) |

—Tongues (Su): All angels can speak with any creature that has |
a language, as though using a tongues spell (caster level equal 1o

cangel’s Hit Dice). This ability is always active.

Animal Type: An animal is a living, nonhuman crearure, usu- |

.ally a vertebrate with no magical abilities and no innate capacity
{for language or culture

Features: An animal has the following fearures {unless otherwise
noted ina creature’s enrey],
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—dg Hir Diice.
—Base artack bonus equal to 3,4 total Hit Dice (as cleric),
—Good Fortitude and Rellex saves (certain animals have dif-
ferent good saves),

—Skill points equal to.(2 + Int modifier, minimum 1) per Hit |

Die, with quadruple skill points for the first Hit Die.

[raits: An animal possesses the following trairs (unless other- |

lwise noted in a creatures entry).

—Intelligence score of 1 or 2 (no creature with an Inrelligence |

score of 3 or higher can be an animal),

—Low-light vision,

—Alignment: Always neutral.

—Ireasure: None.

— Proficient with its natuml weapons enly. A noncombative herbi-
vore uses its natural weapons & a secondary attack. Such armacks are
made with a -5 penalty on the creature’s attack rolls, and the animal

(receives only 1/2 its Smength modifier as 2 damage adjustment,

— Proficient with ne armor unless tmined for war,

—Animals eat, sleep, and breathe

Aguatic Subtype: These creatures always have swim speeds

and thus can move in water withour making Swim checks. An
aquatic ereature can breathe underwater. It cannor also breathe air
unless it has the amphibious special quality.

Archon Subtype: Archons are a race of celestials, or good out-
siders, native 1o the Seven Mounting Heavens of Celestia.

Traits: An archon possesses the following rrmits (unless other-
|wise noted in a creature’s entry).

—Darkvisicn out to &0 feer and low-light vision.

—Aura of Menace (Su): A righteous aura surrounds archons
|that fight or getangry. Any hostile crearure within z 20-foot radius
of an archon must succeed on a Will save to resist its effects. The
{save DC varies with the type of archon, is Charisma-based, and
includes a +2 racial bonus. Those who fail take o =2 penalty on
attacks, AC, and saves for 24 hours or until they successfully hit
the archon that generated the aura. A creature that has resisted or

broken the effect cannot be affected again by the same archon’s,

aura for 24 hours,
—Immunity to electricity and petrification.
— +4 racial bonus on saves against poison.

—Magic Circle against Evil (Su}: A magic circle against evil

effect always surrounds an archon (caster level equals the archon’s
Hit Dice). (The defensive benefits from the circle are not included
in an archon's statistics block.]

—Teleport (Su): Archons can use greater teleport at will, as the
spell (caster level 14th), excepr that the creature can transport only
itself and up to 50 pounds of objects.

—Tongues (Su): All archons can speak with any creature that
has a language, as though vsing a tongues spell (caster level 14¢h),
| This ability is always active.

Augmented Subtype: A creature receives this subtype when-
ever something happens to change its original type. Some crea:
tures (those with an inherited template] are born with this subtype;
others acquire it when they take on an acquired template. The aug:
mented subtype is always paired with the crearure’s original rype.
For example, a wizard's raven familiar is a magical beast (aug-
mented animal). A creature with the augmented subtype usually

has the traits of [rs current rype, but the fearures of its original type.
(For example, a wizard's raven familiar has an animal’s features and
|the traits of & magical beast.

| Baatezu Subtype: Many devils belong to the race of evil our-
siders known as the baatezu

Truitse A baatezu possesses the following traits (unless otherwise |

noted in 2 creamre’s entry ),

— Immunity 1o fire and poison,

—Resistance to acid 10 and cold 10, |

—See in Darkness (Su): All baatezu can see perfectly in datk- |
ness of any kind, even thar created by a deeper darkness spell

—Summon (Sp); Baatexu share the ability to summon others of

\their kind (the success chance and type of baatezu summoned are
\noted in each monster description).

—Telepathy:

Blindsense (Ex): Using nonvisual senses, such as acute smell|

|or hearing, a creature with blindsense notices things it cannor see. |

The creature usually does not need to make Spot or Listen checks
to pinpoint the location of a ereature within range of its blind-
sense ahility, provided that it has line of effect 1o that creature. Any |
opponent the creature cannot see still has toral concealment
against the creature with blindsense, and the creature still has the

_normal miss chance when attacking foes that have concealment.
\Visibiliry still affects the movement of a creature with blindsense. |
\A creature with blindsense is still denied irs Dexterity bonus 1o,
JArmor Class against attacks from creatures it cannot see.

Blindsight (Ex): This ability is similar 1o blindsense, but is far
more discerning. Using nonvisual senses, such as sensitivity 1o
vibrations, keen smell, acute hearing, or echolocation, a creature
with blindsight maneuvers and fights as well as a sighred creature.
Invisibility, darkness, and most kinds of concealment are irrele-
vant, though the crearure must have line of effect to & creature or |

|obfect to discern that creature or object. The ability's range is spec- |

ified in the creature’s descriptive text. The creature usually does |
not need to make Spot or Listen checks to notice creatures within |
range of its blindsight ability. Unless noted otherwise, blindsight |
is continuous, and the creature need do nothing to use it. Some |
forms of blindsight, however, must be triggered as a free action. 1f,
so, this is noted in the crearure's description. If a creature must

trigger its blindsight ability, the creature gains the benefits of
blindsight only during its rurn.

Breath Weapon (Su): A breath weapon attack usually deals
damage and is often based on some type of energy (such as fire).
Such breath weapons allow a Reflex save for half damage (DC 10+
1,/2 breathing creature’s racial HD + breathing creature’s Con mod-
ifier; the exact DC is given in the creature’s descriprive text]. A
crearure is immune to its own breath wespon unless otherwise
noted. Some breath weapons allow a Fortitude save or a Will save
instead of a Reflex save.

Change Shape (Su): A creature with this special qualiry has the
ability 1o assume the appearance of a specific creature or type of
creature (usually a humanoid), but retains most of its own physical
qualities. A creature cannot change shape to 1 form more than one
stze category smaller or larger than its original form. Changing
shape results in the following changes to the creature:

—The crearure retains the type and subtype of its original form.
It gains the size of its new form.

—The creature loses the natural weapons, movement modes,
and extraordinary special attacks of its original form

—The creature gains the natural weapons, movement modes, |
and extraordinary special attacks of its new form. _

—The creapure retains all other special artacks and qualiries of |
its original form, except for breath weapons and gaze attacks. |

—The greature retains the ability scores of its original form. |

—The creature retaing its hir poinis and saves, !

—The creature retains any spellcasting abilicy it had in irs org- |

{inal form, although it must be able to speak intelligibly to cast
|spells with verbal components and it must have humanlike hands
1o cast spells with somatic components.

—The creature is effectively camouflaged as a creature of its




new form, and gains 3 +10 bonus on Disguise checks ifit uses this

ability ro creare a disguise.

Chaotic Subtype: A subrype usually applied L11-LI1,- to putsiders

native to the chaotic-aligned Cuter Planes. Most creatures that,
have this subtype also have chaotic alignments; however, if their
{alignments change they still retain the subtype. Any effect that)
|depends on alignment affects a creature with this subtype as.if the |
creature has a chaoric alignment, no matter whar irs alignment |
actually is. The creature also suffers effects according to irs actual |
alignment. A creature with the chaotic subtype overcomes|

|damage reduction as if its natural weapons and any weapons it
(wields were chaotic-aligned (see Damage Redietion, below).

Class Skills: Any skill in which a monster has acquired at least
one rank or in which the cresture has a racial bonus is considered
a class skill for thar kind of creature. Some monsters, such as the

rrue dragons, have their class skills explicitly listed. Other mon- |
\sters’ class skills can be determined from their staristics blocks. |
Creatures with a Swim speed always have Swim as a class skill. |

Creatures with a Climb speed always have Climb as a class skill.
Skills listed in an entry merely because of synergy with another
skill are not class skills, For example, a marilith's class skills are
Bluff, Concentration, Diplomacy, Hide, Intimidate, Listen, Mowve
Silently, Search, Sense Motive, Spelleraft, Spor, and Use Magic
Dievice. Even though Disguise and Survival are mentioned in the
creature’s statistics block, their presence is exclusively due to the
synergy benefit granted by Bluff and Search.

Cold Subtype; A creature with the cold subtype has immunity
ito cold. It has vulnerability to fire, which means it takes half again
(a8 much (+50%) damage as normal from fire, regardless of whether
asaving throw is allowed, or if the save is a success or failure.

Constrict (Ex): A creature with this special attack can crush an
opponent, dealing bludgeoning damage, after making a successful
grapple check. The amount of damage is given in the creature's

entry. If the creature also has the improved grab ability (see page.
310}, it deals constriction damage in addition to damage dealt by |

the weapon used o grab.

Construct Type: A construct is.an animated object or artifi-
cially constructed creature.

Features: A construct has the following features,

—10-sided Hir Dice.

—Base attack bonus equal to 3/4 total Hit Dice (as cleric),

—No good saving throws.

Skill poinrs equal to (2 + Int modifler, minimum 1) per Hit
| Die, with quadruple skill points for the first Hit Die, if the con-
(struct has an Intelligence score. However, most constructs are

mindless and gain no skill points or feats.
Trails: A construct possesses the following traits (unless other-
wise noted in a creature’s entry),
—No Constiturion score.
—Low-light vision.
—Darkvision out o 60 feet,
—Immunity to all mind-affecting effects (charms, compul-
sions, phantasms, patterns, and morale effects).
—Immunity topoison, sleep effects, paralysis, stunning, dis-
\ease, death effects, and necromancy effects.
—Cannot heal damage on their own, but often can be repaired
by exposing them toa certain kind of effect (see the creature’s
\description for details) or through the use of the Craft Construct
feat (see page 3030 A construct with the fast healing special qual-
ity still benefits from that quality,
— Mot subject to critical hits, nonlethal damage, ability damage, |
ability drain, fatigue, exhaustion, or energy drain.

—Immunity to any effect that requires a Fortitude save (unless,
the effect also works on objects, or is harmless).

—Not at risk of death from massive damage (see page 145 of the |
Player's Handbook), Immediately destroved when reduced 1o.0 hit|

_points or less.

—Since it was never alive, a construct cannot be raised or res-
urrected.

—Because its body is a mass of unliving marter, a construct is
hard to destroy. It gains bonus hit points based on size, as shown |

.on the following table.

Bonus Bonus
Construct Size  Hit Points Construct Size  Hit Points
Fine — Large 30
Diminutive — Huge 40
Tiny — GCargantuan &0
Smiall 10 Colessal 20
Medium 20

—Proficient with its natural weapons only, unless generally

thumanoid in form, in which case proficient with any weapon,
|mentioned in its entry

—Proficient with no armor.
—Constructs.do not eat, sleep, or breathe.

Damage Reduction (Ex or Su): A creature with this special
quality ignores damage from most weapons and natural attacks.
Wounds heal immediately, or the weapon bounces off harmlessly
{in either case, the opponent knows the artack was ineffective). |
The creature takes normal damage from energy attacks (even non- |
magical ones), spells, spell-like abilities, and supernatural abilities. |
A certain kind of weapon can sometimes damage the creature nor-
mally, as noted below. |

The entry indicates the amount of damage ignored (usually 510
15 points) and the type of weapon thar negates the ability, For|
example, the werewolf’s entry reads “damage reduction 10/silver™
Each time a foe hits a werewolf with a weapon, the dumage dealt
by thar attack is reduced by 10 points (to a minimum of 0), How-
ever, a silvered weapon deals full damage.

Some monsters are vulnerable to piercing, bludgeoning, or
slashing damage. For example. skeletons have damage reduction
5/bludgeoning. When hitwith slashing or piercing weapons, the
damage dealt by each attack is reduced by 5 points, but bludgeon-
ing weapons deal full damage.

Some monsters are vulnerable to certain materials, such as
alchemical silver, adamantine, or cold-forged iron. Attacks from
weapons that are not made of the correct material have their
damage reduced, even if the weapon has an enhancement bonus,
Examples: the werewolf's damage reduction 10/silver, the iron
golem’s damage reduction 15/adamantine, and the nymph's dam-
age reduction 10/cold iron.

Some monsters are vulnerable to magic weapons. Any weapon
with at least a +1 magical enhancement bonus on artack and dam-
age rolls overcomes the damage reduction of these monsters. Such
creatures’ natural weapons (but not their artacks with weapons)
are treated as magic weapons for the purpose of ovércoming
damage reduction. For example, the gargoyle has damage reduc-
tion 10/magic and can strike as a magic weapon for the purpose of |
overcoming damage reduction. .

A few very powerful monsters, such as the solar and the tar-|
rasque, are villnerable only to epic weapons; that is, magic weap- |
ons with at least a +6 enhancement bonus, Such creatures” natural |
weapans are also wreated as epic weapons for the purpose of over-|
coming damage reduction. .

Some monsters are vulnerable to chaotic-, evil-, good-, or lawful- |

(aligned weapons, When a cleric casts align weapon, affecred weap-
{ons might gain one or more of these properties, and certain magic
weapons have these properties as well. For example, many tanar'd

demons and baatezu devils have damage reduction 10/good, while
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many celestials have damage reduction 10/evil. A creature with an
alignment subtype (chaotic, evil, good, or lawful) can overcome
this type of damage reduction with its natural weapons and weap-
ons it wields as if the weapons or natural weapons had an align-

ment (or alignments) that match the subrypels) of the creature, A
bearded devil, for instance, has the evil and lawful subrypes, and |
thus can overcome damage reduction as if its weapons and natural |

|weapons were evilaligned and lawful-aligned.

When a damage reduction entry has a dash (=) after the slash, .
noweapon negates the damage reduction.

A few crearures are harmed by more than one kind of uenpun

| The babau demon, for example, has damage reduction 10/cold
Jiron or good. Either kind of weapon—cold iron or good—over-

comes its damage reduction.

A few other creatures require combinations of different types of

attacks to overcome thejr damage reduction. The ghaele eladrin has

| damage reduction 10/evil and cold iron, meaning that a weapon must

\be made of cold-forged iron and be evil-aligned in order 1o overcome |
| the ghaele’s damage reduction. A lich has damage reduction 15/bludg- |
|eoning and magic, meaning that only bludgeoning weapons with at |

least a +1 enhancement bonus deal full damage o it A weapon thae
falls into one category but not the other is of no help in overcoming
the creature’s damage reduction—a magic sword or a nonmagical
mace i& no berter at harming a lich than any other weapon.

Dragon Type: A dragon is o reprilelike crearure, usually

(winged, with magical or unusual abilities

Features: A dragon has the following fearures

—12-sided Hit Dice.

— Base artack bonus equal to rotal Hit Dice {as fghter).

—Good Fortitude, Reflex, and Will saves,

—skill points equal to (6 + Int modifier, minimum 1) per Hit
]_he with quadruple skill points for the first Hit Die.

Traits: A dragon possesses the following traits (unless otherwise
noted in the description of a particular kind).

—Darkviston out to 60 feet and low-light vision.

—Immunity to magic sleep effects and paralysis effects.

—Proficient with its natural weapons only unless humaneid in |
form (or capable of assuming humanoid form), in which case pro-
ficient with all simple weapons and any weapons mentioned in its |

entry.
—Proficient with no armor
—Diragons eat, sleep, and breathe

Earth Subtype: This subtype usually is used for elementals and
outsiders with 2 connection to the Elemental Plane of Earth. Earth
crearures usually have burrow speeds, and most earth creatures

,can burrow through solid rock.

Effective Character Level (ECL): This number represents a

|creature’s overall power pelative 1o that of a character from the

Player’s Handbook. A creature with an ECL of 10 is roughly equiva-
lent to a 10th-level charcter A creature’s ECL is the sum of irs Hit
Dice |u1.|:lud[ng class levels) and level sdjustment. For instance, a
minotaur has 6 HD and a +2 level adjustment. It is the equivalent
of an Bth-level character.

Eladrin Subtype: Eludring are a race of celestials, or good our-
siders, native to the the Olympian Glades of Arhorea,
Traits: An eladrin possesses the following traits (unless other-

(wise noted in.a creature’s entry),

—Darkvision out 1o 60 feer and Jow-light vision.

—Immunity to electricity and petrification

—Resistngce to.cold 10 and fire 10,

—Tongues (Su): All eladrins can speak with any creature thar
has a language, as though vsing a tongues spell (caster level 14th),
This ghility is always active.

Elemental Type: An elemental is a being composed of one of
the four classical elements: air, earth, fire, or warer

Feahunes: An elemental has the following features.

—&-sided Hit Dice.

— Base artack bonus equal to 3/4 o] Hir Dice (as cleric),

—Good saves depend on the element: Fortirude (earth, warer
or Reflex (air, fire).

—5kill points equal to (2 + Int modifier, minimum 1) per Hit
e, with quadruple skill points for the frst Hit Die !

Traits: An elemental possesses the following traits (unless other- |

| wise noted in a creature’s entry).

—Darkvision out 1o 60 feet
Immunity to poison, sleep effects, paralysis, and stunning,
Not subject to critical hits or flanking, I
—Unlike most other living crearures, an elemental does not |
have a dual narsre—its soul and body form one unit, When an gle-
mental is slain, no soul is set loose. Spells that restore souls to their

| bodies, such as mise dead, eincamate, and reswrrection, dont work on |
jan elemental, It takes a different magical effect, such as limiled .
Lwish, wish, miracle, or brue resurmechion, to restore it ro life,

Proficient with natural weapons only. unless generally hu-
manoid in form, in which case proficient with all simple weapons
and any weapons mentioned in its entry.

—Proficient with whatever type of armor (light, medium, or
heavy) thar it is described as wearing, as well as all lighter rypes.
Elementals not indicated as wearing armor are notproficient with
armor. Elementals are proficient with shields if they are proficient |
with any form of armor.

—Elementals do not ear, sleep, or breathe.

Energy Drain (Su): This attack saps a living opponent’s vital |
energy and happens automatically when a melee or ranged atrack |
hits. Each successful energy drain bestows one or more negative
levels (the creamure’s description specifies how many]. If an amack
that includes an energy drain scores a critical hir, ir drains nwice
the given amount. Unless otherwise specified in the crearure’s
deseription, a draining creature gains § temporary hit points (10
on a critical hit) for each negative level it bestows on an opponent.
These temporary hit points last for a maximum of 1 hour.

An affected opponent takes a =1 penalty on all skill checks and
ability checks, arack rolls, and saving throws, and loses one effective
level or Hit Die (whenever level is used in a die roll or calculation)
for each negative level, A spellcaster loses one spell slot of the high-
est level of spells she can cast and (if applicable) one prepared spell of
that level; this loss persists until the negative level is removed.

Negative levels remain until 24 hours have passed or unril they
are removed with a spell, such as restoration, If a negative level is
not removed before 24 hours have passed, the affected creature
must attempt 2 Fortitude save (DC 10 + 1/2 draining creature's
racial HD + draining crearure’s Cha medifier; the exact DC is given
in the creature’s descriptive text). On a success, the negative level
goes away with no harm to the creature. On a filure, the negative
level goes away, bur the creature’s level is also reduced by one. A
separate saving throw is required for each negative level.

Environment: This entry in a statistics block describes the
type of climate and terrain where the creature is typically found.
This is a preference, but is not exclusionary. Norte that these envi-
ronments can also exist in portions of dungeons due o magical
effects or other supernatural interference, or as features in dun-
geons or other environment areas. Chapter 5 of the Dungeon,
Master’s Guide has details on climate and terrain rypes.

Evil Subtype: A subtvpe usually applied only ro oursiders

'native to the evil-aligned Outer Planes, Evil outsiders are also
|called fiends. Mosr creatures that have this subtype also have evil

alignments; however, if their alignments change, they still rerain




the subtype. Any effect that depends on alignment affects s crea-
ture with this subtype as if the creature has an evil alignment, no
matter what its alignment actually is. The crearure also suffers
effects according to its actual alignment. A crearure with the evil
subtype overcomes damage reduction as if its natural weapons |
and any weapons it wields were evil-aligned (see Damage Reduc- |
tion, above).

Extraplanar Subtype: A subrype applied to any creature when |
it is on a plane other than its native plane. A creature that travels |
the planes can gain or lose this subrype as it goes from plane 1o
plane. This book assumes that encounters with erearures rake
place on the Material Plane, and every creaturéwhose native plane
is not the Material Plane has the extraplanar subtype (bur would
not have when on its home plane). Every extraplanar creature in
this book has a home plane mentioned in its description. These
home planes are taken from the Great Wheel cosmology of the
D&D game (see Chapter 5 of the Dungeon Master’s Guide). 1f your

| campaign uses a different cosmology, vou will need ro assign dif- |

ferent home planes to extraplanar creatures,

Crearures not labeled as extraplanar are natives of the Material

Plane, and they gain the extraplanar subtype if they leave the
Marerial Plane. No creature has the extraplanar subtype when it is
on a transitive plane; the rransitive planes in the D&D cosmology
are the Astral Plane, the Ethereal Plane, and the Plane of Shadow.

Fast Healing (Ex): A creature with the fast healing special
| quality regains hit points at an exceptionally fast rate, usually 1 or
more hit points per round, as given in the creature’s entry (for
example, a vampire has fast healing 5). Except where noted here,
(fast healing is just like narural healing (see page 146 of the Mayer’s
| Handbool), Fast healing does not restore hit poings lost from star-
vation, thirst, or suffocation, and it does not allow a crearure 1o
regrow lost body parts. Unless otherwise stated, it does not allow
lost body parts o be reattached.

Favored Class: A monster that takes levels in a class (or more
than one class) has a favored class, just as player characters do. In
addition, a monster’s racial Hir Dice also count as a favored class. |
in effect: If the monster becomes a multiclass character, neitherits |
favored class nor its racial Hir Dice count when determining,
whether the crearure 1akes an experience poinr penalry

Fear (Su or Sp): Fear attucks can have various effects.

Fedr Auti (Su): The use of this ability is a free action. The aura
can freeze an opponent (such s 2 mummy's despair) or funcrion
like the fear spell (for example, the auraof a lich). Other effects are
possible. A fear aura is an area effect. The descriptive text gives the
size and kind of area.

Fear Congs {Sp) and Rays{Su): These effects usually work like the
fear spell.

Lf a fear effect allows a saving throw, it is a Will save (DC 10 +
1,/2 fearsome creature’s racial HD + ereature'’s Cha modifier; the
exact DC is given in the creature’s descriprive text), All fear atracks
are mind-aftecting fear effects.

Fey Type: A fey is a crearure with supernarural abiliries and con-
nections to nature or to some other force or place. Fey are usunlly
human-shaped.

Feahires: A fey has the following features.

—g-sided Hit Dice,

—Base attack bonus equal to 1/2 roral Hit Dice (as wizard).

—Good Reflex and Will saves.

| —&kill points equal to (6 + Int modifier, minimum 1} per Hit
Die, with quadruple skill points for the first Hir Die

Traits: A fey possesses the following rrairs {unless otherwise

noted in a creature’s entry)

—Low-light vision.

—Proficient with all simple weapons and any weapons men-
tioned in irs entry. .

—Proficient with whatever rype of armor (light, medium, ot

heavy) that it is described as wearing, as well as all lighter types.
| Fey not indicated as wearing armor are not proficient with armor

Fey are proficient with shields if they are proficient with any form
of armor
—Fey eat, sleep, and breathe.

Fire Subtype: A creature with the fire subrype has immuniry 1o
fire. Ir has vulnerability to cold, which means it takes half again as
much (+50%) damage a5 normal from cold, regardless of whether a
saving throw is allowed, or if the save isa success or failure,

Flight (Ex or Su): A creature with this ability can cease or
resume flight as a free action. If the ability is supernarural, ir

| becomes ineffective in an antimagic feld, and the creature loses
Lits abiliry to fly for as long as the antimagic effect persists.

Frightful Presence (Ex): This special quality makes a creature’s
very presence unsettling to foes, It tukes effect automatically
when the creature performs some sort of dramatic scrion (such as
charging, artacking, or snarling). Opponents within range who
witness the action may become frightened or shaken.

Actions required to trigger the ability are given in the crea-
ture’s descriptive text, The range is usually 30 feer, and the dura-|
tion is usually 5dé rounds, _

This abiliry atfects only opponents with fewer Hit Dice or levels |
than the creature has An affected opponent can resist the effects
with a successful Will save (DC 10 + 1/2 frigheful ereature’s racial |
HD + frightful creature’s Cha modifier; the exact DC is given in
the creatures desn:rlpm‘e text). An opponent that suceeeds on the,
saving throw is immune to that same creature’s frightful presence
for 24 hours. Frightful presence is a mind-affecting fear effect.

Gaze (Su): A gaze special arack tkes effect when opponents
look at the creature’s eyes. The attack can have almost any sort of
effect: petrification, death, charm, and so on. The typical range is
30 feet, but check the creatures entry for details.

The type of saving throw for a gaze atrack varies, but it is usually a
Will or Fortitude save (DC 10 + 1/2 gazing creature’s racial HD +
gazing creature’s Cha modifier the exact DC is given in the creature’s
descriptive text). A successful saving throw negates the effect. A mon-
ster’s gaze attack is described in abbreviated form in its description

Each opponent within range of a gaze artack must areempt a
saving throw each round ar the beginning of his or her turn in the
initiative order. Only looking directly ar a crearure with a goze
attack leaves an opponent vulnerable. Opponents can avoid the
need to make the saving throw by not looking ar the crearure, in
one of rwo ways. _

Averfing Eyes: The opponent avoids looking ar the creanire’s face,
instead looking at irs body, warching its shadow, tracking it in a
reflective surface, and so on. Each round, the opponent has a 50%
chance 1o not need 1o make a saving throw against the gaze attack.
The creature with the gaze attack, however, gains concealment
against that opponent.

Wearing o Blindfold: The opponent cannot see the crearure azall |
(also possible to achieve by urning one’s back on the creature or
shutting one's eyes). The creature with the gaze amack gains ol
concealment against the opponent. _

A creature with o gaze antack can actively gaze as an armck ]
action by choosing a target within range, That opponent must |
attempta saving throw but can try to avoid this as described above
Thus, it is possible for an opponent to save against a creature’s gaze

twice during the same round, once before the opponent’s action

and once durng the crearure’s rurn




mune to gaze attacks of others of its kind unless otherwise noted.
Allies of a crearure with a gaze artack might be affected. All the
creature’s allies are considered to be averting their eyes from the

creature with the gaze attack, and have a 50% chance to not need 1o,
make a saving throw against the geze attack sach round. The crea- |

ture also can veil its eyes, thus negating its gaze ability.

Giant Type: A giant is a humanoid-shaped creature of great,
strength, usually of at least Large size.

Fratures: A giant has the following features.

—g-sided Hir Dice.

—Base attack bonus equal to 34 total Hit Dice (a5 cleric)

—Good Fortitude saves.

—Skill points equal to (2 + Int modifier, minimum 1) per Hit
Die, with quadruple skill points for the first Hit Die.

Traits: A giant possesses the following traits (unless otherwise

Jnoted in a crearures enrry ).

—Low-light vision. I

—Proficient with all simple and martial weapons, as well as any |
natural weapons.

—Proficient with whatever type of armor (light, medium or
heavy) it is described as wearing, as well as all lighter types. Gianis
not described as wearing armor are not proficient with armor.
Giants are proficient with shields if they are proficient with any
form of armox

—Giants eat, sleep, and breathe,

Goblinoid Subtype: Goblinoids are stealthy humanoids who

|live by hunting and miding and who all speak Goblin.

Good Subtype: A subtype usually applied only 1o outsiders

\native to the good-aligned Outer Planes. Most creatures that have
.this subrype also have good alignments; however, if their align-

ments.change, they still retain the subtype. Any effect that depends

on alignment affects a creature with this subtype as if the creature

has a good alignment, no matter what its alignment actually is. The

creature also suffers effects according 10 its actual alignment, A
creature with the good subtype overcomes damage reduction asif |
its natural wezpons and any weapons it wields were good-aligned |
{see Damage Reduction, above).

Guardinal Subtype: Guardinals are a race of celestials, or good
outsiders, native to the the Blessed Fields of Elysium.

Troits: A guardinal possesses the following rrairs (unless other-
wise nored in a creamure's eniry),

—Darkvision out to 60 feet and low-light vision.

—Immunity to electricity and perrification.

—Resistance to cold 10 and sonic 10,

—Lay on Hands (Su): As the paladin class fearure, except that

\each day, a guardinal can heal an amount of damage equal to its full

normal hit points.

— +4 racial bonus on saves against poison.

—Speak with Animals (Su): This ability works like speal: with
animals {caster level Sth) bur is a free action and does not require
sound.

Humanoid Type: A humanoid usually has two arms, two legs,
and one head, or a humanlike torso, arms, and a head. Humanoids
have few or no supernatural or extraordinary abilities, but most
can speak and usually have well-developed societies. They usually

jare Small or Medium, Every humanoid creature also has a subtype,
{such as elf, goblineid, or reprilian

Humaneids with 1 Hit Die exchange the fearures of their hu-
manoid Hit Die for the class features of a PC or NPC class. Human-
oids of this sort are presented as 1st-level warriors, which means |
that they have average combar ability and poor saving throws..

Gaze attacks can affect ethereal opponents. A creature is im-

Humanoids with more than 1 Hit Die (for example, gnolls and
bughbears] are the only humancids who make use of the features of |
the humancid rype. _

Features: A humanoid has the following fearures (unless other-

Jwise noted in a creature’s entry),

—=8-sided Hit Dice, or by character class,

—Base attack bonus equal to 3/4 total Hir Dice (as cleric).

—Good Reflex saves (usually; a humaneid’s good save varies),

—=5kill points equal to (2 + Int modifier, minimum 1) per Hir,
Die, with quadruple skill points for the first Hit Die, or by charac-
rer class.

Traits: A humanoid possesses the following traits (unless other-
wise noted in a creature's entry).

—Proficient with all simple weapons, or by character class.

—Proficient with whatever type of armor (light, medium, or
heavy) it is described 25 wearing, or by characrer class. 1f o human-

_oid does not have a class and wears armor, it is proficient with thar
(type of armor and all lighter rypes. Humanoids not indicared as
\wearing armor are not proficient with armor. Humanoids are pro- |
|ficient with shields if they are proficient with any form of armor.

—Humanpids breathe, car, and sleep.

Improved Grab (Ex): If a creature with this special attack hits
with a melee weapon (usually a claw or bite armack), it deals normal
damage and attempis to start a grapple as a free action without pro-
voking an attack of oppertunity (see Grapple, page 155 of the Players
Handhook). No inirial rouch arack is required. _

Unless otherwise noted, improved grab works only against op- |
ponents ar least one size caregory smaller than the crearure. The.
creature has the option to conduct the grapple normally, or simply
use the part of its body it used in the improved grab 1o hold the
opponent. If it chooses to do the latter, it takes a —20 penalty on
grapple checks, buris not considered grappled ieself; the creature
does not lose its Dexterity bonus to AC, still threarens an area, and
can use its remaining attacks against other opponents,

A suceesstul hold does not deal any exira damage unless the crea-
ture also has the constrict special attack If the creature does not
constrict, each successful grapple check it makes during successive
rounds auromatically deals the damage indicated for the attack that
established the hold, Otherwise, it deals constriction damage as
well (the amount is given in the creature’s descriptive text).

When a creature gers a hold after an improved grab arack, it
pulls the opponent into its space. This act does not provoke attacks
of opportunity, It can even move (possibly carrying away the
opponent}, provided it can drag the opponent’s weight

Incorporeal Subtype: An incorporeal creature has no physical
body. It can be harmed only by ather incorporeal creatures, magic
weapons or creatures that strike a5 magic weapons, and spells,
spell-like abilities, or supernatural abilities. It is immune to all
nonmagical attack forms. Even when hit by spells or magic weap-
ons, it has a 50% chance to ignore any damage from a corporeal
source (except for positive energy. negative energy, force effects
such as magic missile, or arracks made with ghost touch weapons).
Although ir is not a magical attack, holy water can affectincorpo-
real undead, but a hit with holy water has a 50% chance of net
affecting an incorporeal creature,

An incorporeal creature has no narural armor bonus burt hasa |
deflection bonus equal 1o its Charisma bonus {abways at least +1, even
if the creamure’s Charisma score does not normally provide a bonus). |

An incorporeal creature can enter or pass through solid objects,
but must remain adjacent to the object’s exterior, and so cannot,
pass entirely through an object whose space is larger than its own.

It can sense the presence of creatures or objects within a square
|adjacent to its current location, but enemies have total conceal-
{ment (50% miss chance) from an incorporeal ereature that is

inside an ohject. In order 1o see farther from the object it 15 inand




attack normally, the incorporeal creature must emerge, An incor-

poreal creature inside an object has total cover, but when it artacks
a creature outside the object it only has cover, so a creature ourside
with a readied action could strike at itas it attacks, An incorporeal
creature cannot pass through a force effect.

An incorporeal creature's attacks pass through (ignore) natural |
|armor, armor, and shields, although deflection bonuses and force |
(effects (such as mage armor) work normally against it. Incorporeal |

creatures pass through and operate in water as easily as they do in |
air. Incorporeal crearures cannot fall or take falling damage. Incor-|
poreal creatures cannot make trip or grapple aracks, nor can they |

be tripped or grappled. 1o fact, they cannot take any physical action
.that would move or manipulate an opponent or its equipment, nor
are they subject to such actions. Incorporeal creatures have no
weight and do not set off traps that are triggered by weight
An incorporeal creature moves silently and cannot be heard
with Listen checks if it doesn't wish to be, It has no Strength score,

s its Dexterity modifier applies to both its melee artacks and irs|
| ranged artacks, Nonvisual senses, such as scent and blindsight, are |
pither ineffective or only partly effective with regard to incorpo- |
real creatures. Incorporeal creatures have an innare sense of direc- |

tion and can move at full speed even when they cannor see.

Lawful: A subtype usually applied only to oursiders narive 1o
the lawful-aligned Outer Planes. Most creatures that have this sub-
type also have lawful alignments; however, if their alignments
change, they still retain the subtype, Any effect that depends on

|alignment affects a crearure with this subtype as if the crearure has

a lawful alipnment, no marter what its alignment actually is. The
creature also suffers effects according to its acrual alignment. A
creature with the lawful subtype overcomes damage reduction a5
if irs natural weapons and any wespons it wields were lawful-
,aligned (see Damage Reduction, above).

Level Adjustment: Certain monsters can used as the basis for
interesting, viable plaver characters. These creatures have a level
adjustment entry, which is a number thart is added to the creature’s

torzl Hit Dice 1o arrive at its effective character level. A creature
with multiple special abilities is more powerful as a player charac-|
ter than its Hit Dice alone would indicate. For example, a drow elf |
has spell resistance, bonuses to its ability scores, and spell-like

abilities. Its level adjustment of +2 indicates that a 1st-level drow
wizard is the equivalent of a 3rd-level characrer.

Some creatures' level adjustment entries include the word
“(eohort)” Although these creatures may be problematic as PCs,
they make good companions for g character who has taken the
Leadership fear. Some other creatures aren't intended for use as

PCs or cohorts but can become companions through the use of

|the Improved Familiar feat. In these cases, the level adjustment
entry is o dash followed by the words “(Improved Familiar)."
Level adfustment is not the same thing as an adjustment 1o &
creature’s Challenge Ratring because of some special qualiries ir
possesses. Challenge Rating reflects how difficulr an opponent is
to fight in a limited number of encounters. Level adjusrment
shows how powerful a creature is as a player characrer or cohort in
campaign play. For instance, a drow receives a +1 adjustment to its
Challenge Rating to account for its special abiliries, indicating
that it's tougher in a fight than its Hit Dice would suggesr, bur its
level adjustment is +2 to balance its ahilities over long-term play.

Low-Light Vision (Ex} A creature with low-light vision can
|see twice g5 far as.a human in starlight, moonlight, rorchlight, and
| similar conditions of shadowy illumination. It retains the abiliry
| to distinguish color and detail under these conditions.

Magical Beast Type: Magical beasts are similar to animals bur |
can have Intelligence scores higher than 2. Magical beasts usually .

have supernatural or extraordinary abiliries, but sometimes are |

merely bizarre in appearance or habirs.
Featurcs: A magical bease has the following features
—10-sided Hit Dice.
— Base artack bonus equal 1o rotal Hir Dice (as fighter),
—Good Fortitude and Reflex saves,
—8kill points equal 10 (2 + Int modifier, minimum 1) per Hit
Dhie, with quadruple skill points for the frst Hit Die.

Traits: A magical beast possesses the following traits (unless oth- |
LeTwise noted in a creature’s entry' L

— Darkvision out to 60 feet and low-light vision.
— Proficient with its natural weapons only.
—Proficient with no armor

—Magical beasts ear, sleep, and breathe,

Manufactured Weapons: Some monsters employ manufac-
_tured weapons when they attack. Creatures that use swords, bows,
.spears, and the like follow the same rules as characrers, including |
ithose for additional attacks from a high base attack bonus and.
rwo-weapon fighting penalties. This category also includes "found

items,” such as rocks and logs, that a creature wields in combar—
in essence, any weapon that is not intrinsic 1o the creature.

Some creatures combine attacks with natural and manufac-
tured weapons when they make a full antack. When they do so, the
manufactured weapon attack is considered the primary attack
unless the crearure’s description indicates otherwise (using the

manulzctured weapon consumes most of the crearure’s arrention], |
and any natural weapons the creature also uses are considered sec- |
ondary natural attacks. These secondary attacks do not interfere |

with the primary attack as artacking with an off-hand weapon

does, but they take the ysual -5 penalty (or =2 with the Multiat-|
tack feat) for such attacks, even if the natural weapon used is nor-|

mally the creature’s primary natural weapon.

Monstrous Humanoid Type: Monstrous humaneids are simi-
lar to humanoids, but with monstrous or animalistic features.
They often have magical abilities as well

Features: A monstrous humanoid has the following features.

—&-sided Hir Dice.

—Base attack bonus equal to rotal Hit Dice (as fighter).

—Good Reflex and Will saves.

—Skill points equal to {2 + Int modifier, minimum 1) per Hit
Die, with quadruple skill points for the Hest Hir Die,

Truits: A monstrous humanoid possesses the following traits
(unless otherwise noted in a creature’s entry),

— Darkvision out to 60 feet

—Proficient with all simple weapons and any weapons men-
tioned in its entry.

—Proficient with whatever type of armor (light, medium, or
heavy] it is described a5 wearing, as well as all lighter types. Mon-
strous humanoids not indicated as wearing armor are not profi-
cient with armor. Monstrous humaneids are proficient with
shields if they are proficient with. any form of armor.

—Monstrous humanoids ear, sleep, and breathe.

Movement Modes: Creatures may have modes of movement

other than walking and running. These are natural, not magical, |

unless specifically noted in a monster descriprion.

Burrewr A creature with a burrow speed can tunnel through dirt, |
bur not through rock unless the descriptive text says otherwise. |
Creatures cannot charge or run while burrowing. Most burrowing |
creatures do not leave behind munnels orher creatures can.use
(either because the material they tunnel through fills in behind |

them or because they do_not actually dislocate any material when

| burrowing); see the individual creature descriptions for details.

Climb: A crearure with a climb speed has a +8 racial bonus on all
Climh checks. The cresture must make a Climb check to climb any
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wall or slope with a DC of more than 0, but it always can choose 1o
take 10 (see Checks withour Rolls, page 65 of the Player's Handbook],
even if rushed or threarened while climbing. The creature climbs ar
the given speed while climbing. If it chooses an sccelernted climb

{see the Climb skill, page 69 of the Player’s Handbook), it moves ar.

double the given elimb speed (or its base land speed, whichever is

lower) and makes a single Climb check at a =5 penalry. Creatures |
|cannot run while climbing. A cresture retains its Dexterity bonus |
| o Armor Class (if any) while climbing, and opponents get no spe-|

cial bonus on their attacks against a climbing creature, !
Flyz A creature with a fly speed can move through the air at the

{indicated speed if carrying no more than a light load; see Carrying

Capacity, page 161 of the Player's Handbook. (Note that medium
armor does not necessarily constitute o medium load.) All fly speeds
include a parenthetical note indicating maneuverabiliry, as follows:

—Perfect: The creature can perform almost any aerial maneu-
ver it wishes. It moves through the air as well as 2 human moves

yover smooth ground.

— Good: The creapure is very agile in the air (like a housefly or |

|1 hummingbird), but cannot change direction as readily as those |

with perfect maneuverabiliy.
—Average: The creature can fly as adroitly as a small bird.
—Poor: The creature flies as well as s very large bird.
—Clumsy: The creature can barely maneuver ar all
A creature that flies can make dive attacks. A dive attack works
just like o charge, bur the diving creature must move a minimum

Lof 30 feer and descend ar least 10 feer. It can make only claw or
| talon aracks, but these deal double damage. A crearure can use the
{run action while flying, provided it flies in a straight line.

For more informarion, see Tactical Aerial Movement, page 20 of

(the Dungeon Master's Guide.

Swim: A creature with a swim speed can move through water at

Jits swim speed without making Swim checks, It has a +8 racial
{bonus on any Swim check to perform some special action or aveid

# hazard, The creature can always can choose to ke 10.ona Swim
check, even if distracred or endangered. The crearere can use the
run action while swimming, provided it swims in a straight line.

Native Subtype: A subtype applied only to oursiders. These |
crearures have morral ancestors or a strong connection to the |
Marterial Plane and can be raised, reincarnared, or resurrected just
as other living creatures can be. Creatures wirh this subtype are
native to the Material Plane (hence the subrype’s name)

Unlike true oursiders, native outsiders need 1o et and sleep.

Natural Weapons: Narural weapons are weapons that are phys-
ically a part of a crezture. A crearure making a melee antack with a

_narural weapon is considered armed and does not provoke artacks
{of opportunity. Likewise, it threatens any space it can reach.

Creatures do not receive additional attacks from a high base at-

(tack bonus when using natural weapons. The number of attacks a

creature can make with its natural weapons depends on the rype
of the artack—generally, o creature can make one bite artack, one
attack per claw or tentacle, one gore attack, one sting arrack, or one
slam arrack (although Large creatures with arms or armlike limbs
can make a slam arack with each arm), Refer 1o the individual
monster descriptions.

Unless otherwise noted, a natural weapon threatens a critical
hir ona natural avack roll of 20,

When a creature has more than one natural weapon, one of

(them [or sometimes a pair or set of them) is the primary weapon.
| All the creature’s remaining natural weapons are secondary.

The primary weapon is given in the creature’s Amack entry, and

| the primary weapon or weapons is given first in the crearure’s Full

Artack entry. A creature’s primary natural weapon is its most effec-
tive natural attack, usually by virtue of the creatures physiology,
training, or innate talent with the weapon. An arrack with a pri-

mary natural weapon uses the creatures full artack bonus. Artacks |
with secondary natural weapons are less effective and are made |
with.a =5 penalty on the attack roll, no matter how many there are,
(Crearures with the Multiamack feat take only a -2 penalty on sec-
ondary attacks,) This penalty applies even when the creature

{makes a single artack with the secondary weapon as part of the
|attack action or as an attack of opportunity,

Matural weapons have types just as other weapons do. The most
common are summarized below: .
Bite: The creature attacks with its mouth, dealing piercing,

islashing, and bludgeoning damage.

Claw or Talon: The creature rips with a sharp appendage, dealing
piercing and slaching damage.

Gore: The creature spears the opponent with an antler, horn, or |
similar appendage, dealing piercing damage. |

Slap or Slam: The creature batters opponents with an appendage,

\dealing bludgeoning damage.

Sting; The creature stabs with a stinger, dealing plercing dam-

{age. Sting artacks usually deal damage from poison in addition o
{hit point damage.

Tentacle: The creature flails at opponents with a powerful ten-
tacle, dealing bludgeoning (and sometimes slashing) damage.

Nonabilities; Some crearures lack certain ability scores. These
creatures do not have an ahility score of 0—they lack the ability
altogether. The modifier for a nonability is +0. Other effects of
nonabilities are detailed below. — |

Stremgih: Any creature that can physically manipulare other)
objects has at least 1 point of Strength. .

A cregture with no Strength score can't exert force, usually be- |
cause it has no physical body (a spectre, for example) or because it
doesn't move {2 shrieker). The creature automatically fails,
Strength checks. If the creature can artack, it applies its Dexteriry |
modifier ro its base artack bonus instead of a Strength medifier.

Dexterity: Any creature that can move has at least 1_point of
Dexterity.

A creature with no Dexterity score can't move (a shrigker, for
example). If it can perform actions (such as casting spells), it ap-
plies its Intelligence modifier to initiative checks instead of o Dex-
terity modifier. The creature auromatically fails Reflex saves and
Dexterity checks.

Congditution: Any living creature has arleast 1 poinrof Constinution

A creature with no Constitution has no body {a spectre, for ex-
ample) or no metabolism (a golem). It is immune to any effect that
requires a Fortitude save unless the effect works on objects or is
harmless. For example, a zombie is unaffected by any type of
poison but is susceptible to a disintegmie spell. The creature is also
immune to ability damage, ability drain, and energy drain, and
autematically fails Constirution checks. A creature with ne Con-
stitution cannor tire and thus can run indefinitely without tiring
(unless the creature’s description says it cannot run)

Intelligence: Any creature that can think, learn, or remember has
at least 1 point of Intelligence.

Acreature with no Intelligence score is mindless, an automaron
operating on simple instincts or programmed instructions. It has
immunity to mind-affecting effecrs (charms, compulsions, phan-
tasms, patterns, and morale effects) and auromarically fails Ingelli- |
gence checks.

Mindless creatures do not gain feats or skills, although they
may have bonus feats or racial skill bonuses, l

Wisdom: Any creature that can perceive its environment inany.|
fashion has at least 1 pointof Wisdom. !

Anything with no Wisdom score is an object, not a creature.
Anything without a Wisdom score also has ng Charisma score.

Charisma: Any creature capable of telling the difference

i berween itself and things thar are not itself has at least 1 point of

Charisma,




Anything with no Charisma score is an object, nota crearure.
Anything without 2 Charisma score also has no Wisdom score.

Ooze Type: An ooze is an amorphous or murtable creature, usu-
ally mindless

Fentures: An opee has the following features,

—10-sided Hirt Dice,

—Base attack bonus equal to 3/4 1oral Hit Dice (as cleric),

—No good saving throws.

—Skill points equal to (2 + Int modifier, minimum 1) per Hit

Die, with quadruple skill points for the Hrst Hit Die, if the ooze
(has an Intelligence score, However, most oozes are mindless and
gain no skill points or feats,

Traite: An coze possesses the following traits (unless otherwise
noted in a creature’s entryl

—Mindless: No Intelligence score, and immunity to all mind-
affecting effects (charms, compulsions, phantasms, parterns, and
,morale effects)

—Blind (but have the blindsight special quality}, with immu- |
|nity to gaze artacks, visual effects, illusions, and other atrack forms |

that rely on sighr,

Immunity to poison, sleep effects, paralysis, polymorph, and
stunning,

Some pozes have the ability to deal acid damage 1o objects, In
such a case, the amount of damage is equal 1o 10+ 1/2 coze’s HD
oore’s Con modifier per full round of conract.

—Not subject to critical hits or flanking
—Proficient with its natural weapons only.
— Proficient with no armor.

—Dozes eat and breathe, but do not sleep.

. Outsider Type: An outsider is at least partially composed of the
essence (but not necessarily the material) of some plane other
than the Material Plane. Some creatures start our as some other
type and become outsiders when they auain a higher (or lower)
state of spiritual existence,

Features: An oursider has the following feamures.

—&-zided Hir Dice,

— Base attack bonus equal to total Hir Dice (as fighter).

—Good Fortirude, Reflex, and Will saves.

—5kill points equal to (8 + Int modifier, minimum 1) per Hir,

Die, with quadruple skill points for the first Hir Die.

Traits: An outsider possesses the following traits (unless other-
wise noted in a creatures entryl

—Darkvision out 1o 60 feet

—Unlike most other living creatures, an outsider does nor have
a dual nature—its soul and body form one unir. When an cutsider
is slain, no soul is set loose. Spells that restore souls o their bodies,
such as mise deaid, reincarnate, and resurrection, don't work on an out-
(sidec It takes a different magical effect, such as limited wish; wish,
miracle, or true resurrection to restore icro life. An outsider with the
native subtype (see page 312) can be ruised, reincarnated, or resur-
rected just as other living creatunes can be.

— Proficient with all simple and martial weapons and any
weapons mentioned in irs entry.

—Proficient with whatever type of armor (light, medium, or
heavy) it is described as wearing, as well as all lighter rypes, Our-
siders not indicated as wearing armor are not proficient with
armor, Outsiders are proficient with shields if they are proficien
with any form of armor,

— Dursiders breathe, but do not need to eat or sleep (although
they can do soif they wish). Mative oursiders breathe, ear, and sleep.

Paralysis (Ex or Su): This special attack renders the victim
immohile. Paralyzed creatures cannot move, speak, or take any
physical actions. The creature is rooted to the spot, frozen and
helpless. Paralysis works on the body, and a character can usually

resist it with a Fortitude saving throw (the DC is given in the crea- |
ture's description). Unlike hold person and similar effects, a paraly- |
sis effect does not allow a new save each round. A winged creature |
flying in the air ot the rime that it is paralyzed cannot flap s wings |

Land falls. A swimmer can't swim and may drown

Plant Type: This type comprises vegerable creatures. Note that
regular plants, such as one finds growing in gardens and fields,
lack Wisdom and Charisma scores (see Nonahilities, above) and
are not creatures, but objects, even though they are alive.

Features: A plant creature has the following fearures.

—g-sided Hir Dice.

— Base attack bonus equal to 3/4 total Hit Dice (as cleric),

—Good Fortitude saves, ;

—s5kill points equal to (2 + Int modifier, minimum 1) per Hit
Die, with quadruple skill points for the first Hir Die, if the plant

_creature has an Intelligence score, However, some plant creatures
|are mindless and gain no skill paints or feats.

Traifs: A plant creature possesses the following rraits (unless,
otherwise noted in a creature’s entry),

—Low-light vision.

—Immunity to all mind-affecting effects (charms, compul-,
sions, phantasms, patterns, and morale effects,

—Immunity to poison, sleep effects, paralysis, polymorph, and
stunn Lng.

— Mot subject to critical hirs.

—Proficient with irs natural weapons only.

—Proficient with no armor.

Plants breathe and ear, but do nor sleep.

Poison (Ex): Poison artacks deal initial damage, such as abiliry |
damage (sec page 305) or some other effect. to the opponent on a
failed Fortitude save, Unless otherwise noted, another saving
throw is required 1 minure later (regardless of the firstsave's
result) 1o aveld secondary damage. A creature’s descriptive text
provides the degails.

A creature with a poison attack is immune to its own poison and
the paison of others of its kind.

The Fortitude save DC against a poison artack is equal ro 10 +
1/2 polsoning creature’s rucial HD + poisoning creature’s Con
modifier (the exact DC is given in the creature’s descriptive text).
A successful save avoids (negates) the damage.

Pounce (Ex): When a creature with this special attack makes a
charge, it can follow with a full srrack—including rake artacks if
the creature also has the rake abiliry

Powerful Charge (Ex): When a creature with this special
attack makes a charge, its attack deals extra damage in addition 1o
the normal benefits and hazards of a charge. The amount of
damage from the attack is given in the creature’s descriprion

Psionics (Sp): These are spell-like abilities that a creature gen-
erates with the power of its mind. Psionic abilities are usually
usable ar will.

Racial Hit Dice: The Hir Dice a monster has by virue of what
type of creature it is. Hit Dice gained from raking class levels are
not racial Hit Dice. For example, the mind flayer sorcerer)
described in this book is a 17 HD creature because of its ninge
levels of soreeper, but it has 8 racial Hit Dice (the same number as |
a typical mind Jayer without any class levels),

Rake (Ex): A creature with this special artack gains exrra natu-
ral artacks when it grapples its foe, Normally, a monster can artack
with enly one of its natural weapons while grappling, but a mon-
ster with the rake abiliry usually gains two additional claw attacks




subject to the usual —& penalty for artacking with a natural weapon
ina grapple.
A monster with the rake ability must begin its rumn grappling 1o

use its rake—it can't begin a grapple and rake in the same tum, .

Ray (Su or Sp): This form of special attack works like a ranged |

(attack (see Aiming a Spell, page 175 of the Fayer's Handbook), Hir-

ting with a ray attack requires a successful ranged wouch artack
Jroll, ignodng scmor, natural agmor, and shield and using the crea-|

ture’s ranged artack bonus. Ray sttacks have no range increment.
The creature's descriptive text specifies the maximum range,
effects, and any applicable saving throw

Regeneration (Ex): A creature with this ability is difficulr to
kill. Damage dealt ro the creature is rreated as nonlethal damage.
The creature automatically heals nonlethal damage ar a fixed rare

\per round, as given in the entry (for example, 2 troll has regenera-|
|tion ), Certain attack forms, typically fire and acid, deal lethal |
\damage to the crearure, which doesn’t go away. The crearure's,

descriprive text describes the details.

A regenerating creature that has been rendered unconscious
through nonlethal damage can be killed with a coup de grace (see
page 153 of the Player's Handbook). The attack cannot be of a type
thar automatically converts to nonlethal damage.

Artack forms that don't deal hit point damage (for example, most
 poisons and disintegration) ignore regeneration. Regeneration also
| does not restore hit poines lost from starvation, thirst, or suffocarion,

Regenerating creatures can regrow lost portions of their bodies
land can reattach severed limbs or body parts: details are in the
(creatute’s descriptive text. Severed parts that are not reattached
\wither and die normally. :

A creature must have s Constitution score 1o have the regeners-

tion ability

Reptilian Subtype: These creatures are scaly and usually cold-
blooded. The reptilian subtype is only used 1o describe a ser of
humaneid races, not all animals and monsters that are truly repriles.

Resistance to Energy (Ex}: A crearure with this special quality |

ignores some damage of the indicated type each time it takes dam-
age of that kind (commonly acid, cold, fire, or electricity). The
entry indicates the amount and type of damage ignored. For
example, a illend has resistance to fire 10, so it ignores the first 10
points of fire damage dealt 1o it anytime it takes fire damage.

Scent (Ex): This special quality allows a creature to detect
.approaching enemies, sniff out hidden foes, and track by sense of
|smell. Creatures with the scent ability can identify familiar odors
just as humans do familiar sights.

TabBLE 7=1: CREATURE S1ZES

Size AC/Attack  Grapple  Hide

Category Modifier Modifier  Modifier Dimension®
Fine +8 -16 +16 Gin. or less
Diminutive it =12 +12 6 in-1fi.
Tiny +2 -B +8 1 f-2 f
Small +] - - 2 fi-4 fi
Medium +0 +0 +0 4 fi-8 fir
Large -1 A 4 B fi-16 fi
Huge -2 +8 -3 16 =32 fi.
Cargantuan -4 +12 -12 32 fr-64 ft.
Colossal -& +16 ~16 &4 i or more

* Biped's height, quadruped's body length {nose to base of tall).

that it can use only against a_grappled foe. Rake artacks are not

The creature can detect opponents within 30 feer by sense of |
smell, If the opponent is upwind, the range increases to 60 feer; if |
downwind, it drops to 15 feer. Strong scents, such as smoke ot rof- |
ting garbage, can be detecred at twice the ranges noted above.

| Overpowering scents, such as skunk musk or rroglodyte stench,
|gan be detected ar triple normal range.

When a crearure detects a scenr, the exacr location of the source
is not revealed—only its presence somewhere within mng:.ThE
cregture can take 2 move action to note the direction of the scenr. |

Whenever the creature comes within 5 feet of the source, the crea-|

ture pinpoints the source’s location

A creature with the Track fear and the scent ability can follow
tracks by smell, making a Wisdom (or Survival) check to find or
follow.d track. The typical DC for a fresh trail is 10 {no matter what
kind of surface holds the scent). This DC increases or decreases
depending on how strong the quarry’s odor is, the number of crea-
tures, and the age of the trail, For each hour that the trail is cold,

.the DC increases by 2, The abiliry otherwise follows the rules for
|the Track feat. Creatures tracking by scent ignore the effects of |
(surface conditions and poor visibility,

Shapechanger Subtype: A shapechanger has the supernatural
ability to assume one or more alternate forms, Many magical ef-
fects allow some kind of shape shifting, and not every creature
that can change shapes has the shapechanger subrype.

Trails: A shapechanger possesses the following traits (unless
otherwise noted in a creature’s entry)l ;

—Proficient with its natural weapons, with simple weapons, |
and with any weapons mentioned in the creature’s description,

—Proficient with.any armor mentioned in the creature’s
description, as wellas all lighter forms. 1f no form of armor is men-
tioned, the shapechanger is not proficient with armor. A shape-
changer is proficient with shields if it is proficient with any rype
of armor,

Size: The nine size categories are (in ascending order) Fine,
Diminutive, Tiny, Small, Medium, Large, Huge, Gargantuan, and
Colossal. A creature’s size provides a modifier 1o its Armor Class
and attack bonus, a modifier on grapple checks it arrempts, and a
modifier on Hide checks. Table 7=1: Crearure Sizes provides a
summary of the arrributes thatapply 1o each size category.

Sonic Attacks (Su): Unless othenwise noted. a sonic artack fol-
lows the rules for spreads (see Aiming a Spell, page 175 of the
Player's Handbook), The range of the spread is measured from the
creature using the sonic attack. Once a sonic artack has taken ef-
fect, deafening the subject or stopping its ears does not end the
effect. Stopping one's ears ahead of rime allows opponents to avoid
having to make saving throws against mind-affecting sonic
attacks, but not other kinds of sonic atracks (such as those that

Space Reach (Tall) Reach (Long)
Welght®* (in squares) [in squares) (in squares)
1/&1b. or less Wk (1100 0f (0 -_
1/81b. -1 Ib. 1 ft. (1/25) 0 ft. (0 —
1-8lb 2/ 014) 0RO -
& ~ 60 k. 3ft (1) 5 ft. (1)
60— 500 Ib. SN Sk S (1)
500 — 4,000 Ib. 0 f(2x2) 10 f. () 5 ft. (1)
2~16tons 1S E3xd) 156 (3) 10 ft. ()
16 - 125 tons 20 fr. (4= 4) 20 fr. (4) 15 ft. (3)
125 tons or more I0fi+ (6% 6+) 30 R+ [54) 20 ft.+ (4+)

#*Assumes that the creature is roughly as dense as a regular animal. A creature made of stone will weigh considerably more. A gaseous creaturs

will weigh much less.




deal damage). Stopping one's ears is o full-round acrion and

requires wax or other soundproof material 1o stuff into the ears.

Special Abilities: A special ability is either extraondinary (Ex),
spell-like (Sp), or supernatural (Su).

Extraordinary; Extraprdinary abilities are nonmagical, don't,
become ineffective in an antimagic field, and are not subject to any.|
|effece that disrupts magic. Using an extraordinary ability is a free

Laction unless otherwise noted.

Spell-Like: Spell-like abilities are magical and work just like,

spells (though they are not spells and so have no verbal, somaric,
material, focus, or XP components). They go away inan antimagic
field and are subject 1o spell resistance if the spell the ability resem-
bles or duplicates would be subject to spell resisrance.

A spell-like ability usually has a limit on how often it can be
used. A spell-like ability that can be used at will has no use limir.
Using a spell-like ability is a standard action unless noted other-

\wise, and doing so while threatened provokes awtacks of opportu- |
| nity. It is possible to make a Concentration check to use a spell-|
like ability defensively and avoid provoking an arrack of,
opportunity, just.as when casting a spell. A spell-like ability can be |

distupted just as a spell can be. Spell-like abilities cannot be used
to counterspell, nor can they be counterspelled.

For ereatures with spell-like abiliries, 1 designated caster level
defines how difficult it is 1o dispel their spell-like effects and to
define any level-dependent variables (such as range and duration)

.the abilities might have. The creature’s caster level never affects

Iwhich spell-like abilities the creature has; sometimes the given

|caster level is lower than the level a spellcasting chamcter would
need to cast the spell of the same name. 1f no caster level is speci-
fied, the caster level is equal to the creature’s Hit Dice.

The saving throw (if any) against a spell-like ability is 10 + the
level of the spell the ability resembles or duplicates + the creature’s

| Cha medifier.

Some spell-like abilities duplicate spells that work differently
when cast by characters of different classes—for example, tnie see-
ing. A monster's spell-like abilities are presumed 1o be the sor-

cerer/wizard versions. If the spell in question is not a,
sorcerer,/wizard spell, then default to cleric, druid, bard, paladin, |

and ranger, in that order.

Supernatural: Supernatural abilities are magical and go away in,

an antimagic field but are not subject to spell resistance. Supernat-
ural abiliries cannot be dispelled, Using a supernatural abiliry is a
standard action unless noted otherwise. Supernamural abilities
may have a use limit or be usable at will, just like spell-like abili-
ties. However, supernatural abilities do not provoke artacks of
opportunity and never require Concentration checks. Unless oth-
erwise noted, a supernatural ability has an effective caster level
equal to the crearure’s Hit Dice.

The saving throw (if any] against o supernatural ability is 10 +

2 the creature’s HD + the creature’s ability modifier {usually
Charisma)

Spell Immunity (Ex): A creature with spell immunity avoids
the effects of spells and spell-like abilities that directly affect it
This works exactly like spell resistance, excepr thar it cannot be
overcome. Sometimes spell immunity is conditional or applies 1
only spells of a certain kind or level. Spells that do not allow spell
resistance are not affected by spell immunity,

Spell Resistance (Ex): A creature with spell resistance can
avoid the effects of spells and spell-like abiliries that directly affect
lit.To determine if a spell or spell-like abiliry works against a crea-
{ture with spell resistance, the caster must make a caster leyel
cheek (1d20 + caster level). 1f the result equals or exceeds the crea-

ture’s spell resistance, the spell works normally, although the crea-|

ture i5 still allowed 2 saving throw

Spells: Sometimes a creature can cast arcane or divine spells|
just as a member of a spellcasting class can (and can activate magic|
items sccordingly). Such creatures are subject to the same spell- |
casting rules thar characters are, except as follows.

A spellcasting ereature that lacks hands or arms can provide any

|somatic component a spell might require by moving its body. Such

a creature also does need material components for irs spells. The
crearure can cast the spell by either touching the required compo-
nent (but not if the component is in another crezture’s possession) |

Jor having the required component on its person. Sometimes spell-

casting creatures utilize the Eschew Materials feat to avoid fussing
with noncostly components.

Acspellcasting crearure is noractually a member of a class unless
its entry says so, and it does not gain any class abiliries. For.
example, a creature that casts arcane spells as a sorcerer cannot
scquire a familiae A creature with access ro cleric spells must pre-

|pare them in the normal manner and receives domain spells if
(noted, but it does not receive domain granted powers unless it has
Lat least one level in the cleric class,

Summon (Spl: A creature with the swmmon ability can summon
specific other crearures of its kind much as though casting a.
surrtmon monster spell, but it usually has only a limited chance of
success (as specified in the creature’s entry). Roll d%: On a failure,
no creature answers the summons, Summoned creatures automati-
cally return whence they came after 1 hour. A creature thar has just
been summened cannot use its own summonability for 1 hour. |

Most creatures with the ability to summon do net use it lightdy, |
since it leaves them beholden to the summoned crearure. In gen- |
eral, they use it only when necessary 1o save their own lives,

An appropriate spell level is given for each summoning abiliny |
for purposes of Concentration checks and artempis to dispel the |
summoned creature, As stated on page 37 of the Dungeon Masters
Guide, no experience points are awarded for summoned monsters.

Swallow Whele (Ex): If a creature with this special amack begins
{5 turn with an opponent held in its mouth {see Improved Grab,
page 310), it can attempt a new grapple check (as though amrempting
to pin the epponent). If it succeeds, it swallows its prey, and the op-
ponent takes bite damage. Unless otherwise noted, the opponent
can be up 1o one size category smaller than the swallowing creature.

Being swallowed has various consequences, depending on the
creature doing the swallowing, A swallowed creature is consid
ered to be grappled, while the creature that did the swallowing is
not. A swallowed creature can try to cut its way free with any light
slashing or piercing weapon (the amount of cutting damage
required 1o ger free is noted in the crearure description), or it can
just try 1o escape the grapple. The Armor Class of the interior of a
creature that swallows whole is normally 10 + 1/2 its narural
armor bonus, with no modifiers for size or Dexterity. 1f the swal-
lowed creature escapes the grapple, success puts it back in the
attacker’s mouth, where it may be bitten or swallowed again,

Swarm Subtype: A swarm is a collection of Fine, Diminutive,
or Tiny creatures that acts as a single creature. A swarm has the
characteristics of its type, except as noted here. A swarm has a
single pool of Hit Dice and hit points, a single initiative modifier,
2 single speed, and a single Armor Class. A swarm makes sayving
throws as a single crearure.

A single swarm. occupies a square (if it is made up of nonfly I.:I:I.Q.‘

jcreatures) ot a cube (of flying creatures) 10 feet on a side, but its!

reach is 0 feet, like its component creatures, In order to attack, it

mOoves into an opponent's space, which provokes an attack of |
\oppormunity. It can occupy the same space a5 a creature of any size,
|since it crawls all over its prey. A swarm can move through squares
loccupied by enemies and vice versa withour impediment,

although the swarm provokes an attack of opportunity if it does

JES




so, A swarm can move through cracks or holes large enough for s make attacks of opportunity with their swarm artack. However, |

COMpONEnt creatures. they distract foes whose squares they occupy, as described below,

A swarm of Tiny creatures consists of 300 nonflying creatures Distraction (Ex): Any living creature vulnerable to a swarm’s
or 1,000 flying creatures, A swarm of Diminutive creatures con- damage that begins its turn with a swarm in its square is nauseared
sists of 1,500 nonflying creatures or 5,000 flying creatures, A for 1 round; a Fortitude save (INZ 10 + 1/2 swarms HD + swarm’s
swarm of Fine creatures consists of 10,000 creatures, whether they | \Con modifier; the exact DC is given in a swarm's description)
are flying or not. Swarms of nonflying creatures include many | \negates the effect. Spelleasting or concentrating on spells within
|more creatures than could normally fit in-a 10-foor square based . the area of a swarm requires a Concentration check (DC 20 4 spell
on their normal space, because crearures in a swarm are packed | level), Using skills that involve patience and concentration re-
tightly rogether and generally crawl over each otherand theirprey | quires a DC 20 Concentration check,

when moving or anacking, Larger swarms are represented by mul- .
tiples of single swarms. (A swarm of 15,000 centipedes is ten cen- Tanar'ri Subtype: Many demons belong to the race of evil our-

tipede swarmns, each swarm occupying a 10-foor square.] The area siders known as the tanar'ri

occupied by a large swarm is completely shapeable, though the Traits: A tanarri possesses the following tmies (unless otherwise
swarm usually remains in contiguous squares, noted in a creature’s entrv).

Traifs: A swarm has no ¢lear front or back and no discernable —Immunity to electricity and poison.

Lanatomy, so it is not subject to critical hits or flanking. A swarm . —Resistance toacid 10, cold 10, and fire 10.

\made up.of Tiny creatures takes half damage from slashingand| | —Summon (Sp) Tanar'ri share the ability to summon others of
plercing wedpons, A swarm composed of Fine or Diminutive cres- | \their kind (the success chance and type of tnard summoned are
fures is immune to all weapon damage. | \moted in each monster descriprion].

Reducing a swarm to 0 hit poines or lower causes it 1o break up, —Telepathy:
though damage taken until that point does not degrade its abiliry
to attack or resist attack. Swarms are never staggered or reduced 1o Telepathy (Su): A cresure with this ability can communicate
1 dying state by damage. Also, they cannot be tripped, grappled, or telepathically with any other creature within a certain range (spec-
bull rushed, and they cannot grapple an opponent. ified in the creature’s entry, usually 100 feet) that has a language. It
A swarm is immune to any spell or effect thar targets a specific is possible to address multiple creatures at once telepathically,
number af crearures (including single-target spells such as disinte- although maintining a telepathic conversation with more than
grate), with the exception of mind-affecting effects (charms, com- one creature af 4 time is just as difficule as simultaneously speak- |
|pulsions, phantasms, patterns, and morale effects) if the swarm ing and listening to multiple people ar the same time.

thas an Intelligence score and a hive mind. A swarm takes half Some crearures (such as the pseudodragon) have a limited form
again as much damage (+50%) from spells or effects that affect an of telepathy, while others (such as the formian queen) have a more

Jarea, such as splash weapons and many evocation spells, powerful form of the ability.

Swarms made up of Diminurive or Fine creatures are suscep- '
ttible 1o high winds such as thar created by a gust of wind spell. For Trample (Ex): As a full-round action, a crearure with this spe-
purposes of determining the effects of wind on a swarm, treat the cial artack can move up to twice its speed and liverally run over any
swarm a5 4 creature of the same size as {ts constituent creatures opponents at least one size category smaller than itself The crea-
(see Winds, page 95 of the Dungeon Master's Guide). For example, a ture merely has to move over the opponents in its path; any crea-
swarm of locusts {a swarm of Diminutive crearures) can be blown ture whose space is completely covered by the rrampling cres-
away by a severe wind. Wind effects deal 1dé points of nonlethal | ture’s space is subject to the tample attack.
damage to a swarm per spell level (or Hit Dice of the originating | If a target's space is larger than S feet, it is enly considered rram-
creature, in the case of effects such as an air elemental's whirl- pled if the trampling creature moves over all the squares it occu-
wind). A swarm rendered unconscious by means of nonlethal pies. If the mrampling creature moves over only some of a rarger’s
damage becomes disorganized and dispersed, and does not re- space, the target can make an attack of opportunity against the
form until its hit points exceed its nonlethal damage mrampling creature ar a —+ penalty. A trampling creature that acci-
Swarm Atfack: Creatures with the swarm subtype dont make dentally ends its movement in an illegal space returns to the last
standard melee artacks. Instead, they deal automaric damage 1w legal position it occupied, or the closest legal position, if there's a
any creature whose space they occupy at the end of their move, legal position thar's closer,
with no attack roll needed. Swarm artacks are not subject to a miss A trample attack deals bludgeoning damage (the creature’s slam
| chance for concealment or cover. A swarm's statistics block has damage + 1-1,/2 times its Str modifier), The creature’s descriptive

“swarm” in the Attack and Full Attack entries, with no artack text gives the exact amount
bonus given. The amount of damage a swarm deals is based on is Trampled opponents can attempt attacks of oppormunity, but
Hit Dice, as shown below: these take a —4 penalty, 1f they do not make attacks of opportunity,

trampled opponents can attempt Reflex saves to rake half damage.
Swarm HD  Swarm Base Damage The save DC against a creature’s trample artack is 10 + 1/2 crea-
1-5 1d6 ture’s HD ¢ crearure’s Str modifier (the exact DC is given in the
6-10 2d# creature’s descriptive rext). A trampling creature can only deal
: 1n-15 3de trampling damage to each targer once per round, no marter how
16=20 ddi many times its movement takes it over a targer creature,
21 or more 5db
Tremorsense (Ex): A creature with rremorsense is sensitive 1o
A swarms antacks are nonmagical, unless the swarm’s description vibrations in the ground and can awtomatically pinpoint the loca-
states otherwise. Damage reduction sufficient to reduce a2 swarm tion of anything that is in contact with the ground. Aquatic crea-|
lartack’s damage to 0, being incorporeal, and other special abiliries rures with tremorsense can also sense the location of crearures)

{usually give a creature immuniry (or atleast resistance) to damage \moving through water. The ability's range is specified in the crea-
from a swarm. Some swarms also have acid, poison, bleod drain, or (ture's descriprive text.
other special attacks in addirion to normal damage. | |

Swarms do not threaten ereatures in their square, and do not, Treasure: This entry in a monster description describes how
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much wealth a creature owns. [See pages 52-56 of the Dungeon

Master’s Guide for details about treasure, particularly Tables 3-5,
through 3-8.) In most cases, a creature keeps valuables in its home
or lair and has no tressure with it when it rravels. Intelligent crea-
tures that own useful, portable treasure (such as magic items) tend
to carry and use these, leaving bulky items at home

Treasure can include coins, goods, and items. Creatures can,

have varying amounts of each, as follows.

Standard: Refer to Table 3=5 in the Dungeon Master's Guide and |
roll d% once for each type of treasure (Coins, Goods, Items) on the |

Level section of the table that corresponds to the creature’s Chal-
lenge Rating (for groups of creatures, use the Encounter Level for
the encounter instead),

Some creatures have double, triple, or even quadruple standard
treasure; in these cases, roll for each type of reasure two, three, or
four fimes.

Nene: The creature collects no mreasure of its own,

Nenstandand: Some creatures have quirks or habits thar affect |
(the types of treasure they collect. These crearures use the same |

|treasure tables, bue with special adjustments.

Fractional Coing: Roll on the Coins column in the section carre-
sponding to the creature’s Challenge Rating, but divide the result
as indicated.

% Goods or Items: The crearure has goods or items only some of
the time. Before checking for goods or items, roll d% against the
given percentage. On a success, make 2 normal moll on the appro-
priate Goods or ltems column (which may still resulr in no goods

|or items)

Double Goods or Iterns: Roll twice on the appropriate Goods or
[tems column,

Parenthetical Notes: Some entries for goods or items include
notes thar limir the types of rreasure a creature collecrs,

When a note includes the word “no,” it means the creature does

|not collect or cannor keep that thing, If 2 rapdom roll generates
such a result, rreat the result as “none” instead. For example, il a
creature’s "ftems” entry reads “no flammables,” and a mndom roll
generates 3 scroll, the creature instead has no item arall (the scroll
burned up, or the creature left it behind),

When a note includes the word “only,” the creature goes out of
its way to collect reasure of the indicated wype. If an entry for
goods indicates “gems only,” roll on the appropriate Goods column
and treat any "art” result as “gems” instead

1t’s sometimes necessary o reroll uniil the right sort of item
appears. For example, if a creature’s items entry reads “nonflamma-
bles only,” roll normally on the appropriate ltems column. If you
get i flammable item, reroll on the same portion of the table until
vou get a nonflammable one. If the able you rolled on contains
only fammable ftems, back up a stepand reroll untl you get ro a

| table that can give you an appropriate item.

Turn Resistance (Ex): A creature with this special quality {(usu-
ally an undead) is less easily affected by clerics or paladins (see
Turn or Rebuke Undead, page 159 of the Flayer’s Handbook), When
resolving a tuen, rebuke, command, or belster attempt, add the
indicated number to the creature’s Hit Dice total. For example, a
shadow has 3 Hir Dice and +2 i resistance. Attemprs to mrn,
rebuke, command, or bolster treat the shadow as though it had 5
Hit Dice, though it is a 3 HD crearure for any other purpose,

Undead Type: Undead are once-living creatures animared by
(spiritual or supernatural forces

Features; An undead creature has the following features,

—12-sided Hit Dice.

—Base artack bonus equal ro 1/2 1oral Hir Dice (as wizard)

—Good Will saves,

—5kill points equal to (4 + Int modifier, minimum 1) per Hir
Die, with quadruple skill points for the first Hit Die, if the undead

¢reature has an Intelligence score. However, many undead are.,
mindless and gain no skill points or feats. |

Traifs: An undead creature possesses the following traits (unless |
otherwise noted in a creature’s entry ).

—No Constitution score.

—Darkvision out 1o 60 feet

—Immunity to all mind-affecting effects (charms, compul-
sions, phantasms, patterns, and morale effects),

—Immuniry to poison, sleep effects, paralysis, stunning, dis-
ease, and death effects, _

—Not subject to critical hits, nonlethal damage, ability drain, or |
energy drain. Immune to damage to its physical ability scores
(Strength, Dexterity, and Constitution), as well as 1o farigue and
exhaustion effects, i

—Cannet_heal damage on its own if it has no Inelligence
score, although it can be healed. Negative energy (such as an inflict
spell} can heal undead crearures. The fast healing special quality
(works regardless of the creature’s Intelligence score,

—Immunity to any effect thar reguires s Fortitude save (unless
the effect also works on objects or is harmless).

—Uses its Charisma modifier for Concentration checks,

— Mot at risk of death from massive damage, bur when reduced |
1o 0 hit points or less, it is immediately destmoyed.

—MNot affected by rase dead and rincarnale spells or abilities,
Resurrection and true resurvection can affect undead creatures. These
spells turn undead creatures back inro the living crearures they
were before becoming undead _

—Proficient with its natural weapons, all simple weapons, and |
any weapons mentioned in its entry. ]

—Proficient with whatever type of armor (light. medium, or |
heavy) it is described as wearing, as well as all lighter types. Un- |
dead not indicated as wearing armor are not proficient with acmor,
Undead are proficient with shields if they are proficient with any |
form of armaor,

—Undead do not breathe, eat, or sleep.

Vermin Type: This type includes insects, arachnids, other
arthropods, worms, and similar invertebrates.

Features: Vermin have the following features.

—&-sided Hit Dice.

—Base attack bonus equal to 3/4 toral Hit Dice (as cleric],

—~Good Fortitude saves.

—Skill points equal to (2 + Int modifier, minimum 1) per Hir
Die, with quadruple skill points for the first Hir Die, if the vermin
has an Intelligence score. However, most vermin are mindless and
gain no skill points or feats.

Trails; Vermin possess the following traits (unless otherwise
rlul!ﬂ[ I a l:rf.lri]]'i."‘ﬁ l."-:l'tln_,'.'.

—Mindless: No Intelligence score, and immunity to all mind-
affecting effects (charms, compulsions, phantasms, patterns, and
morale effects),

—Darkvision our to 60 feer.

—Proficient with their narural weapons only.

—Proficient with no armor.

—Vermin breathe, eat, and sleep.

Vulnerability to Energy: Some creatures have valnerability 1o
a certain kind of energy effect (typlically either cold or fire), Such |
a creature takes half again as much (+50%) damage as normal from |
the etfect, regardless of whether a saving throw is allowed, oz if the
gave 1% 2 success or failure |

Water Subtype: This subtype usually is used for elementals |
‘and gursiders with a connection 1o the Elemental Plane of Warer.
Creatures with the water subtype always have swim speeds and
can meve in water without making Swim checks. A water creature
can breathe underwater and usually can breathe air as well.
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BatoaT B i iy 110
Topd 0y "8 .........‘I:IHTCI'
Manstraus centipede,

TN s e nat awiala smsiie v 8.
UL R . 2 ok it T 15
Blonkay.s st veeian 146
277 S s 176
TRLLLC T 16
TR e NN e B 1/6
Cit... 2 RS w77
Fobald.t . . seday i it 14
Monstrous centipede,

Sl e s 114
Manstrous scarpion, Tiny . . 'fﬂ-
Monstrous spider, Tiny ., .. /4
O Shr s gt e il 14
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Weacelfol 0 o et e B
Zombie, kobold .. <. ... T
Diire rat s L
AN e L st S 13
Giant fire beetle. ., .0 ... JE]
Goblin. i & e 1/3
WL I e g s 13
Skeleton, human warrior. .. 1/3
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Animated object, Tiny. ... . 172
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Badger...... Vil i T 112
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Formian worker. ... ...... 112
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b Tl 12
Meanstreus scorpion, Small, 1,2
Monstrous spider, Small . .. 1/2
(o7 b S pueend Lo 112!
Poriy, war. e il
Pﬂrpﬁlﬁe e e
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Stirge: . el
Tiefling [planumur_hedj 2
Zombie, human commaoner 1/2
Animated object, Small. .. ... |
o Tyl e L P 5 KA (P 4 1
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Drwarf, duergar .. .. ..00oce- 1
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Elf; drow . . ... o AT ]
oy [ O, e, SRR 8 1
Giant ant, worker .. ........ ]
5 S SRR AR |
L R R e 1

Gnrnll ................ 1.0 'I
Gnoime, wirﬁteblm ......... 1%
Grigispite) & 08, ou il
;[ ] [ SRS e 1
Homuncilis g
Horsh, beavy. .o B8 LA 1
Horsealight. e 0t 0l L a1
Horse, light war ... .. N oA
STy MR W A ]
Krenshar, . ... - A 1
Lemure (devil) v, cowi e oo, 1
T ) (O | AP |
Manta ray . ....:.5 R wiag e 1
Monstrous centipede, X

Largs®oc. b B e
Monstrous scarpion,

MBI, it Al 1

Monstrous spider,

Menstrods centipede, Huge . .
Monstrous spider, Large. . ...
Quasht [demon} . . oeen o es
Rabswafm.. .., ool aois
Sahuagin.

|

Nixie (speite).. ..ot uiion]
o T R SRR A 1
Peeudadragon.. «...sc., o1
Shark, M&diumy. .. o0 - e 1
Shrieker {fungus) ... 1
Skedevonywolf . oo ioiin, 1
Snake, Medium viper ....... 1
Spldﬂ' mrm .......... Ml
St A L " AR 1
Troglodyte. .. .... .. iz i 1
WolblE o i P ]
Zombie, troglodyte, . .., .. .. 1
Animated object, Medium ... 2
7 A B T S 2
Archon, lantern ... ... ..., y
o SR T S R 2
Bat swamm, . ..o s e AW
Reab bty o e e i 2
B s S AT 2
Blinkedomati - a0 s o 7]
BORr ¢ W v e - e
BUghaar s e s 2
Cheatahy. o B snn i 2
ChokBEoi s ek e o § 2
Crocodibel .. F.50, -0y e
i T o
Dire'badger.... ... oi D
Oire bt o ciinnnal e
Dire weasel vy o oinnn | e
Dretch (demon) ... .. sus-. 2
Giantant, queen....i. ... .. 2
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Hippogriloo . csim siorbad e 2
Horse, heavy war ........ i
T T PRt e i G 2
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Lizard, monBor.. - ... oot 2

Shark, Large , ... Ol s 2 LT T A I
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Skeleton, owlbear.. ... 02 ‘Bear;polar. . ... .o i L
SRUIY <% 2 i ed e s ey Carrion crawler ... .. 3idh s TN
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Snake, Large viper. .. .. 1 Crocodile, glant. .. .. .00 Ll 4
Thaqaqua’sd. | i e il Y] 21Ty T R S 4
117 1) B e o 2 Bire wolvering. . ...« -ouu i
Virgouille .. ... ... by W Displacer beast. . ..........4
Wererat (lycanthrope}. . ... 2 LG aErgoyhe SN vl 2l
Wolperipe .2 Al ol 200 z Giant stag bcﬂlr ........... 4
Worg . . T A e Gy ooTe. . ..o e 4
Enmhbe, I:mgb-ear .......... b Cirtiony: - . S 4
4 HEEmG e e 4
AP, & v L
Animated object, Largr 3 Hydra, five-headed . -2
Alli M Ty -3_ FI':“'“ (BB v e e 4
Arrowhawk, juveniler. . ...... 3 _ M!mu: """""""""" i
Assazsin vine ui. i a3 Jg::::ur """" S AT :
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Eagle, glant ; ‘3 Swarm, Centipede. . ... ..., 4
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Ethereal marauder . ... oo 3 Wereboar {lycanthrope) . . ... 4
ERBIEAP (w48 s v aiyieis 3 Zombley MIPMLIL.. 4. ;v - - &
Formian, warrior. , .., .....03 o w‘m """""" i
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Violet Furigus i Skeleton, ettin. . .o oo abrwens 5
Werewolf i.lg.rcamhmpz] 3 Snake, giant constrictor . .. .. 3
Wight .. Hisp Spider eater. . 3 AL
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Yuan-ti, pureblood ... .. ... i Tojanidi adult .0, .00 5
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Weratiger (lycanthrope) .- .5
ARt rwodfe . 2L e 5
e - R e S 5
Yuan-ti, halfblood .. .. ...... 5
Zombie, umberhulk. ., .. ... 5
APl {nag) e e ) L]
Baleenwhale............. .6
Balkiy i 300 e

(]
Bralant (eladrin) .. 2....... 6
Chiain devll (kyton) .. ... 0. -8
Démon, babau ..., L
ENgacter . n, pis L e n L L]
Megaraptor (dinosaur) . .. . B
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B
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Gauth (beholder) ..........
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Half-black dragon, dthdevel + %°

human fighter ..o v v voeves ]
Hydra, five-headed eryo-. .. .. 6
Hydra, five-headed pyro-_. . .. L]
Hydra, seven-headed , . .. .. [
LTI I = . o . e i 0 S &
Monstrous centipede,

Cargantuarn, .y iursas o
Sglamander, average... ... .. 6
Shambling mound ., , ., A
Skeleton,

advanced megaraptor. . .. . 6

Tendriculose. . . B e i 6
Will-atwisp. ... ah. s b aTE [
WA o ot S b T B
o | R R e TR ]
Xorn, averdge ... .. e =il &
Zombie, gray render ..., ., ]
Aboletit. et T T 7
Animated object,
Lo Ty T 7
Black pudding [ooze) .. ... .- 7
Bulette: . s . . ST xla e
Cishalutwhale............?
Chaos beast.. . o oM odils 7
CRIMBGRT. . oo i s i v D
Lot TIT, | RN, it BT -7
T N R
D Bemp a0 R, L 7
Dragonne . .
Drider,. S ot
Ehsmnszumt {d:maur; o
Elemental, Huge {any} ... ... 7
Elephanpt ..., et 7
Formian, taskmaster. ... ..., A
GChost,

Sth-level human fighter ... 7

CTE T 1 | (e S e ¢
Golem, Resh o oo il T
Hellcat (devil) . .......conno F
Hydra, eight-headed ., ., .....7

Hydra, six-headed eryoe. ... . 7
Hydra, six-headed pyro- __ . .. T
Imvisible stalker. ..., o0 ins 7
T R A W
i T e e - el
Maonstrous scorpion, Huge. .. 7
Maga, water, ...y heviavaes
MNytiphie sh e WA 7
Ogre barbagian .. 0000 0 lc T
1] L o R P 7
e e e 7
Skeleton, cloud giant e T
Slaad, red | i T )
Spectre . . S e o
Succubus {dermm} |
Urnber bkl 5 . 5. . 000 o T
Vampire, Sth-tevel

human fighter. ... ... ..o0 7
Yuanti, abomination, . . . .. . . 7
Arrawhawk; elder . ..., ... 1
Mthach. ol Wt .
Behir . 8
G L Y S T £
Destrachan , . b
Dire tiger,. ; T L
Dijinni nuhll.- {genll:] i
Efreati (genie], . ....... Jas. 8
Erinyes {dewil}-........ ... 8
Glant,'stone., . 20 .2 L 8
GOTEOn .. iy aus e 5
Gray rendsr. 2Ll il &
Cynosphindis ... .es dhauns ]
Hellwaspswarm . ... .. ... 8
Hydra, nine-headed . ....... &

Hydra, seven-headed cryo- .. 8

Hydra, seven- headed pyro-. .. 8

Lammasu . G A s
TR R, g
Neghrgth, Lo s R &
Monstrous spider, \
Cargantuan . w ... i
Mg dark, 7 .. e hd
L8 TE [T 1| SRy i
R T e Wa « o ob s o 500 By ]
Shield guardian. . .......... 8
Skeleton, young adult
reddrapan oL il L 3

Shadow, greater . .......... 8
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DRAGON CRS BY AGEAND COLOR

Age White  Black
Wyrmling 2 3
Very young i 4
Young & 4 5
Juvenile (3 7
Youngadult & 9
Adult 10 11
Mature aduft 12 14
Old oy 1] 16
Very old 17 18 »
: ﬁ.ndl:j"lt. 18 19

Wyrm 19 20
Great wyrm -11_: 22w

* " i

~- 2 o

3 3 3 3
4 4 4 5
6 3 6 7
B 3 8 9
10 11 1 11
12 13 14 14
15 16 16 16
17 18 18 19
19 19 18 20
20 21 1 22
21 22 23 23
23 24 25 25

Trmnnlusaurus (dinosaur). ... 8

Morr elders: . ok s s g
Androsphing. . ool eabms ]
Avaral (guardinal). .. ... ... ]
Bone devil (osyluth) .. .....9
DR s L T S R g
Direishark .. oo et s a0
Drpon turtle oo S avie iny ]
, Elemental, greater.{any) ... .. 9
NGank Trasty . et 9
“Giant, elder stane.. .. ... vt
Half-fiend, 7th-lavel
human-clenic .. ... v aailes 9

Hydra, elght-headed cryo-... . 9
Hydra, elght-headed pyro- ... 9

Hydra, ten-headed . 0. . ... .. 9
Monstrous centipede,

Colpsealet . i daihit 9
Maga, spirits.. ... .. - 3
Messian warkound

(hell hound) . ... . e .9
Mighthag . . ..o v i 9
B AL ls .. onl e aam 9

Slaad, preens. ..o a9
Squid EIENE. Jrivsfeniitah e g
Tojanida, elder ............ 8
Triceratops {dinosaur) .. ..,.9
Vrock (demon) . . o 9

9

Yrthak ity

Z:Iﬂihul ﬂn:vit:ble],_ ....... 9
Animated object, Colossal .. 10
Behilith (demon).. ...... .. 10
Comall. ... B s et s 10
Formian, myrmarch ... ... 10
Glapbiliie. & i O s e 10
Colem, clay. ., . .-« %1 vand0
Hydra, eleven-headed . . .. .. 10

Hydra, nine-headed cryo- ... 10
Hydra, nine-headed pyro-. .. 10
Maonstrous scarpion,

Gargamuan: oo oo pee o 10
Maga, guardian. ..., 10
RAkThaTa. . o' m o alilh 10
Salamander, poble . ..., ... 10
b T [ T P (g 10

Barbed devil (hamatula) .... 11
Cauchemar (nightmare) . ... 11

DI s ol L 11
Elemental, elder (any). . ... . A7
T T e 1

Colemstope .. .......... 1
Half-celestial, Sth-level
“human paladin. ... .o 11

Bronze Red  Silver
3 4 4 5
5 5 5 7
7 7 7 9
9 10 10 "
12 13 S 14
15 15 15 16
17 18 18 19

19 20 20 21

20 21 21 2

22 23 23 24

3 2 4 i

25 6 27
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Hill giant dire wereboar
{yeanthrope) ... e e
Hezroli'(demon) . . ... ..
Hydra, ten-headed crya- .. . .
Hydra, ten-headed pyro-. . ..
Hydra, twelve-headed . . .. ..
Maonstrous spider, Colossal .
Retriever (demon). ........
Trofl AUMES e o e oo
Wraith, dread ... ..., a8
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Displacer beast pack lord . . .
Frostweomm (iq) ., i
Hydra, eleven-headed ¢ cryo-. ,
Hydra, eleven-headed pyro- |
Kaolyarut :me-.-rt:ble} .......
Kraken, | TS
Leonal (gu:rd-nah
Monstrous mpmn

=) [ | IR S
Purplewormis. .. oo g
RO BT B e s o sk e

11 [ - A e o -
Celestial charger (unicom) . .
Ghaele (eladrin) ..........
Clabrezu [den'l-nn]. - AAr
Giant, storm .
Golem, iron. K
Hydra, tw:lu he:ded :r'_rn-. .

rih

Hydra, twelve-headed pyro-. . 13
Ice devil (gelugon) . oo.o ..o 13
Lich, 1thdevet - -
human wizard. . ........ 13
Mummylond. ...o0L o0l 13
Slaadodeathy i.5 ron i v 13
Archon, trumpet ... ...... L4
Astral deva (angel) ... .\ wd 14
Malfeshnee' (deman). ... ... 14
Nightwing [nightshade) ... .14
Wmber hulke, truly horrid .., 14
Werewalf lord (lycanthrope) | 14
Marut (inevitable).. ... ... 15
Vampire; half-eif
Mrk9/Shdd. . ..., 18
Archon, hound hero ., . . ..
Horned devil (camugon) ... 16
Golem, greater stone. .. ... 16
Nightwalker (nightshade) . . 76
Plinetar {angel) ,..%...... 16
Aboleth mage . ........... 17
Formian/queen. . ......... 17
Clant, frodt Jarl . 0. 5. . ... 17
Marilith (deman) 17
Mind flayer sorcerer . ....., 17
Mightcrawler (nightshade) .. 18
Balor (demon) ... ....... 20
Pt flend {dewil)s .. ... .. 20
Mg REe e 20
THED R S e sl v o s 21
Solarfangell.. ..o\ o0. s 23
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ind adventure

WITHOUT A

" Dungeon Master |

Leave your dice bag behind. For this trek into the exciting Dungeons & Dragons® world,
all you need is your imagination. Join Regdar, Lidda, Jozan, Mialee, and other familiar characters
as they burst out of the core rulebooks and onto the pages of this action-packed novel series.
So, pick up a D:mgmg & ])rggnnl ._nnvei at your favorite hobby or bookstore.
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Feaf..sbmé and
formidable toes
lurk within

by Skip Williams, Jonathan Tweet,
and Monte Cook

Encounter a horde of monsters armed and ready

to battle your boldest heroes or fight alongside
them. The fully illustrated pages of this book are
overrun with all the creatures, statistics, spells,
and strategies you need to challenge the heroic
characters of any Duxncroxs & Dracons™
roleplaying game.
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