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Introduction

Savage Specks, a comprehensive guide to monster characters,
helps you use monsters as either player characters (PCs) or
nonplayer characters (NPCs) to serve as interesting allies and
opponents for the player characters in your campaign.

You need the Player's Handbook, the Dunceon MasTer's Guide,
and the Monster Manual to use this book. The monster classes
and templates in Savage Species are designed to be compliant
with the revised version of the Monster Manual (see the side-
bar on this page for more information), but this book is still
compatible with the original Monster Manual as well.

WHAT'S INSIDE?

LTEORE

This book contains many different kinds of information.

Here is a breakdown of its contents.

 Chapter 1: Character Creation. Use the instructions in
this chapter to make character sheets for monster charac-
ters. It gives you the procedure for taking a creature from
the Monster Manual and adding class levels to it. This is only
one of the ways to create a monster character, other meth-
ods are discussed in chapters that follow.

* Chapter 2: Monster Characters. This chapter explains
how to build monster characters, using the concepts of
level adjustment and effective character level (ECL) to
ensure that monster characters are compatible in power
with standard characters.

* Chapter 3: Monster Classes. This chapter gives some
options for altering standard monsters other than adding
character classes or using the monster advancement
rules in the introduction of the Monster Manual. One
example, the minotaur monster class, appears here;
others are provided in Appendix 1.

* Chapter 4: Feats. If you want some new feats for your
monsters, whether they are characters or not, check out
this chapter.

Chapter 5: Equipment. From aboleth mucus to a whip
of webs, this chapter covers monster equipment and
suggestions for adding it to your campaign.

Chapter 6: Spells. Designed for use on monsters or by

monster spellcasters but usable by anyone, the spells in

this chapter have something to offer for every spellcast-
ing class.

Chapter 7: Prestige Classes.This chapter presents new

prestige classes designed specifically for monster charac-

ters, such as the scaled horror and the waverider.

* Chapter 8: Campaigns. Whether you are adding mon-
ster characters to an existing campaign or exploring
campaigns from the monsters' point of view, read this
chapter for ideas.

« Chapter 9: Advancing a Monster. This chapter pro-
vides rules and advice for DMs who want to make ad-
vanced versions of monsters.

¢ Chapter 10: Templates. This chapter delves into the
details of how (and why) to add a template to a monster
and also presents new templates, such as the ghost brute
and the multiheaded creature.

* Chapter 11: Becoming a Monster. This chapter covers
the fine art of transforming standard player characters
into monster characters.

* Appendix 1: Sample Monster Classes. These examples
use the rules from Chapter 3: Monster Classes.

« Appendix 2: Compiled Tables. This appendix collects
the basic information needed to build monster charac-
ters for all the appropriate monsters in the Monster
Manual, including Hit Dice, level adjustment, starting
ECL, ability scores, good saves, base attack bonus, saving
throw bonuses, natural armor bonus, skill points, and
number of feats.

* Appendix 3: New Monsters. Here's where you'll find

rules for creating anthropomorphic animals; the half-

ogre described as a new race; and three new creatures: the
desmodu, the loxo, and the thri-kreen.

MONSTERS AS CHARACTERS

Savage Species is all about treating monsters as characters. In
keeping with that approach, this book features several changes
to the rules concerning monsters. The changes summarized
below are also reflected in the D&D game's revised core rule-
books, particularly the revised Monster Manual.

Skills: A monster receives skill points based on its
Intelligence score and its Hit Dice, just as characters do. See
Table 2-1 for details. The Wilderness Lore skill is now named
Survival. The Alchemy skill is now named Craft (alchemy).

Feats: Every monster receives at least one feat and gains
additional feats at the same rate a character does—one more
at 3 HD, another at 6 HD, and so forth.

Types and Subtypes: The beast type is removed from the
game. All beasts have their type changed to either magical
beast or animal, as appropriate. (The gray render and the grif-
fon are the only creatures in this book affected by this change;
both are now magical beasts.)

Shapechanger is changed from a type to a subtype. Creatures

that had the shapechanger type now have a different type, and
they also have the shapechanger subtype. The aranea becomes
a magical beast, the doppelganger becomes a monstrous
humanoid, the phasm becomes an aberration, and lycanthropes
(not mentioned in this book) become either humanoids or
giants.

The effect of the fire and cold subtypes is changed. See the
fire elemental monster class in Appendix 1 for details.

Face/Reach: The space a creature or character occupies is
always expressed as a square; thus, only one figure rather than
two is given for a creature's face statistic: "10 ft.," for instance,
rather than "10 ft. by 10 ft." Rectangular face statistics such as
"5 ft. by 10 ft." have been eliminated; Large creatures now have
a face of 10 ft., Huge creatures have a face of 15 ft., Gargantuan
creatures have a face of 20 ft., and Colossal creatures have a
face of 30 ft. (or perhaps more). See Table 10-3 for details.

The natural reach of Gargantuan (long) creatures is changed
from 10 ft. to 15 ft. (The baleen whale and the cachalot whale
are the only creatures in this book affected by this change.)




haracters from Savage Species use standard DUNGEONS

& Dracons® character sheets. Open your Player's

Handbook to Character Creation Basics and use the

diagrams and numbers presented there to follow
these instructions, if you need help with any of the
terminology used, see Terms. Follow these steps in order
unless a specific step says otherwise. Make sure you follow
all of them to get a complete character sheet.

TERM

Below is a summary of game terms and their usage. s
Base Creature: This term refers to the average version of

that kind of monster, as presented in the Monster Manual,

before any modifications are made for using it as a character.

Character: A creature, of any kind, with one or more
levels in a class.

Character Level: When a creature's description refers to
character level, add any class levels it has to the base crea-
ture's Hit Dice to determine the character level. This is not
the same as effective character level (see below), which
also includes a level adjustment. The creature's base save
and base attack bonuses are based on its character level.
Thus, character level is a good measure of basic effective-
ness in adventuring.

Class Levels: Class levels are levels in one or more char-
acter classes. A 3rd-level fighter has three class levels (all in

fighter). A 3rd-level fighter/4th-level rogue has seven
class levels.

Challenge Rating (CR): Challenge Rating plus
class level is a good measure of the creature's overall
threat to a party. A bugbear with four levels of bar-
barian is CR 6, making it a good encounter for a
party of 4th to 8th level. It is more dangerous to a
party of lower level and less dangerous to one of
higher level.

Effective Character Level (ECL): A creature's
effective character level is the sum of its level
adjustment, Hit Dice, and class levels. Use charac-
ter level for all game functions except awarding
experience, determining starting equipment, and
determining how much experience the character
needs to gain a new level. All three of those func-
tions use effective character level instead.

Goal Creature: When transforming an exist-
ing character into a new race or creature type
(see Chapter 11: Becoming a Monster), the goal
creature is what the character wishes to be-
come. If a human wants to become an ogre, the
goal creature is ogre.

Hit Dice: A monster's "kind" is, in many ways,
its character class (see Chapter 3: Classes for more
on this concept); in this sense, its Hit Dice are
equivalent to its monster class levels, if a crea-

ANO ¥3LdVHD NOILYTYD YALDVIVHD



ture has 1 Hit Die or a fractional Hit Die, the first Hit Die it
gains in an actual character class replaces its racial Hit Die or
portion thereof, and the character functions as any other
member of its class.

Kind: Each entry in the Monster Manual describes a kind
of monster. "Bulette" and "bugbear" are both kinds of mon-
sters.

Level Adjustment: Some monster kinds are far more
powerful than other creatures that have the same Hit Dice.
Such an extra-powerful monster is assigned a level adjust-
ment—a number that, when added to its Hit Dice and class
levels, determines the level of character to which it would
be equivalent as a PC. A level adjustment provides a nu-
meric comparison with the seven standard races from the
Player's Handbook, showing how much "better" that kind of
monster is than one of the standard races. Level adjustment
takes into account a monster's special abilities, so it does
not adequately reflect the character's effectiveness in
adventuring the way base save and base attack bonuses do.
Instead, it lets the DM know how much more challenging
an encounter must be than a character's character level, in
order to provide an adequate challenge.

Monster Character: A character created using some
kind of creature other than the seven standard races from
the Player's Handbook is called a monster character.

Standard Races: The standard races are those given in
the Player's Handbook as options for creating player charac-
ters: dwarf, elf, gnome, halfling, half-elf, half-orc, and
human.

Starting ECL: A monster's starting ECL is defined as:

Base creature's Hit Dice + level adjustment.

A monster character's starting ECL should be equal to or less
than the party's average character level. In the latter case,
add class levels to the monster character until its ECL
equals the party's average character level.

BASICS OF

This section gives an outline of the process for building a
monster character, beginning with a creature from the
Monster Manual and adding class levels to it. You can build

a monster character using just this outline and Appendix
2: Compiled Tables when you are comfortable with the
rules in Savage Species. Until then, use the information in
Chapter 2: Building Monster Characters as well.

On the blank character sheet shown here, steps 1 through
12 are keyed to the places on the sheet where the informa-
tion for that step is recorded.

STEP 0. CHECK WITH YOUR DM

If you do not already have permission to play a monster
character, ask your Dungeon Master if such characters are
allowed in the campaign. Because monster characters are so
varied, the DM may choose to allow only those created from
certain kinds of monsters.

1. CHOOSE BASE CREATURE

The instructions in the Player's Handbook apply equally here,
with one exception. The DM helps you select a creature
from the level adjustment lists provided in Appendix 2:
Compiled Tables. Your DM knows what complexity of mon-
ster (see Chapter 2: Building Monster Characters) he or she
is willing to allow in the game. Pick a monster with a start-
ing ECL equal to or less than the average character level of
the rest of the party. (In step 3, you will add class levels until
the ECL equals the parry's average character level.) Be aware
that creatures with ability scores below 3 may be unplayable.
In particular, any creature with an Intelligence below 3 is
not a playable character, since 3 is the minimum Intelli-
gence score for a player character according to the Player's
Handbook. See the Awakened Characters sidebar in Chapter
2: Building Monster Characters for guidelines on playing
awakened animals and plants. Put the name of your base
creature in the space for "Race" on your character sheet.

2. ABILITY SCORES

The three methods for determining monster ability scores
are described below. Use one of them to generate a set of six
numbers, and make a note of these numbers on a piece of
scratch paper.

A. Use the Base Creature's Scores: You can copy the
ability scores of the base creature from the Monster Manual if
you wish. This technique sounds simple, but it has one
major drawback. Each of a monster's ability scores, as given
in the Monster Manual, is 10 or 11, adjusted by racial modi-

CHALLENGE RATING VERSUS EFFECTIVE
CHARACTER LEVEL

Challenge Rating and effective character level measure two
different things. CR measures the threat level of a monster, and
ECL measures its refative effectiveness compared to a charac-
ter of one of the standard races, as given in the Player's
Handbook. The factors that go into making a good challenge
and a good character are so different that CR is no help in the
latter case. A monster is only "on the scene" for a very short
while, usually just a few rounds. A player character, on the
other hand, is present for almost every scene of the adventure.
For example, it makes little difference to a monster's CR if a

spell-like ability is usable at will or once per day. It probably
won't live long enough for the frequency of use to make a
difference. But the distinction makes a huge difference to a PC,
who could potentially use the ability in every encounter.
Further, if a powerful creature (such as a bator) has access to a
plethora of spell-like abilities, that fact doesn't affect its CR too
heavily, because it only gets to use three or four of them in a
given encounter. Again, however, that kind of flexibility matters
alot to a PC.

As illustrated by these examples, CR and ECL measure two
different things, so both are necessary. Never assume that CR
and ECL are equivalent, or even related.
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fiers. You can do better than that.

B. Use Elite Ability Scores: Take
the ability scores for a particular | &
kind of monster directly from the | @
Monster Manual and apply the fol-
lowing modifiers as you see fit: +4,
+4, +2, +2, +0, —2.

C. Randomly Generate Ability
Scores from Scratch: This meth-
od follows the instructions in the
Player's Handbook for generating
ability scores. Do not roll an ability
score if the base creature's score as
given in the Monster Manual is less
than 6; simply use the score given
there instead. Do not worry about

REFLEX

applying racial modifiers until MELEE
Step 4. RANGED
3. CHOOSE A CLASS

Add class levels to the starting ECL
until your character's total ECL
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equals the desired character level.

4. ASSIGN AND ADJUST
ABILITY SCORES

If you used method 2A or 2B above,
your character's ability scores are al-
ready assigned and adjusted. Com-

pare the total of the creature's Hit
Dice plus class levels to Table 2-5:
Experience and Level-Dependent
Benefits. If you added enough class

]
A

levels to gain one or more ability
score increases, assign them now,
then go on to step 5.
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If you used method 2C, assign the
ability scores you rolled now. You also
need to determine the ability score
adjustments for your monster kind.
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First, determine the ability score modifiers for that mon-
ster's kind from the base creature's statistics. You can derive
ability score modifiers for any kind of creature by subtract-
ing either 10 or 11 (whichever gives an even result) from
each ability score in its Monster Manual entry. For example, a
doppelganger has the following ability scores—Str 12, Dex
13, Con 12, Int 13, Wis 14, Cha 13. Subtracting 10 from the
even numbers and 11 from the odd numbers leaves racial
modifiers of +2 Strength, +2 Dexterity, +2 Constitution, +2
Intelligence, +4 Wisdom, and +2 Charisma.

Finally, just as with methods 2A and 2B, compare the total
of the creature's Hit Dice plus class levels to Table 2—-5: Expe-
rience and Level-Dependent Benefits. If you added enough
class levels to gain one or more ability score increases, assign
them now.

5. REVIEW THE STARTING PACKAGE

If you want to deal with equipment now, skip to step 10.
Otherwise, go on to step 6.

6. RECORD RACIAL AND CLASS FEATURES

In addition to the special abilities of your monster kind, you
have class features from the class or classes you added to the
monster. Record all the special abilities and class features
now, using the appropriate spaces on the back side of the
character sheet.

If you are building a spellcaster, remember that ECL has
no effect on caster level. Only class levels change caster
level.

7. SELECT SKILLS

Adding a class level to a monster is a lot like multiclassing.
The monster does not get four tunes the normal skill points
for its first class level unless it had 1 or fewer monster Hit
Dice. Otherwise, its monster kind counts as its first class.
The maximum rank for a class skill is character level + 4
(level adjustment is not part of this calculation). The maxi-
mum rank for a cross-class skill is half the maximum rank
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9. REVIEW DESCRIPTION

Use the base creature entry in the Mon-
ster Manual and Chapter 6: Description
of the Player's Handbook to complete the

alignment, deity, age, height, weight,

eyes, hair, and gender blanks of the
character sheet. If you do not want to

18

use the base creature's alignment, see

F

Alignment in Chapter 8: Campaigns.

Your monster kind may list starting

languages. If so, record those and any

additional languages gained because of a

COCO00O0000
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high Intelligence bonus or skills. If your

monster kind has no starting languages,

— | assume your character speaks Common.

LAMGUAGES
A

10. SELECT EQUIPMENT

Compare the character's ECL with Table

2-24: Starting Equipment for PCs above

1st Level in the DunceEoN MAasTER's Guide

SPECIAL ABILITIES{FEATS

to find the starting wealth for your char-
acter. Purchase equipment now. Try to

strike a balance between standard ad-

venturing gear and magic items, or you

P A
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may wind up with magic armor and

weapons but no bedroll. Keep a little

cash and record it on your character

sheet so you can buy meals, assuming

that the local tavern serves monsters!
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11. RECORD COMBAT AND

SKILL NUMBERS

See Appendix 2: Compiled Tables for
your base creature's base attack bonus
and base saving throw bonuses, then
add the appropriate bonuses for your
character's class levels. Figure out saving
throws, Armor Class, initiative modifier,
melee attack bonus, ranged attack bo-

for a class skill. See Appendix 2: Compiled Tables or the
appropriate table in Chapter 2: Building Monster Characters
for the method of determining the base creature's skill
points.

8. SELECT FEATS

As with ability scores and skills, you may choose to keep the
feats of the base creature if you wish. The character always
retains any racial bonus feats. If you wish to exchange any of
the creature's other feats for different ones, choose the same
number as the base creature has, excluding bonus feats (see
Appendix 2: Compiled Tables for the number of feats avail-
able to the base creature). When adding class levels, com-
pare the total of the creature's Hit Dice plus class levels to
Table 2-5: Experience and Level-Dependent Benefits. If you
added enough class levels to gain one or more additional
feats, select them now.

nus, weapon statistics, and total skill
bonuses based on the character's monster kind, classes, abil-
ity modifiers, feats, and equipment. You may keep the hit
points of your base creature or roll them from scratch, if you
roll them from scratch, remember to take the maximum
possible die result from the first Hit Die, just as you would
for one of the standard races. In either case, roll Hit Dice
gained from class levels and add them to the hit points from
the monster kind. Multiply the character's Constitution
modifier by the total of its Hit Dice and class levels and add
or subtract the result appropriately.

12. DETAILS GALORE
Add any additional details you wish.

FINISHED

At this point, you should have a completed character sheet. You
are ready for your first adventure with a monster character.




is chapter focuses on the details of building mon-
ster characters.
The Player's Handbook recommends, in the Charac-
ter Creation Basics section at the front of the hook, to
choose class and race after rolling ability scores. How-
ever, it's certainly possible to choose a character's, class and
race first, then roll and assign ability scores. Either method
is fine for creating monster characters.

The rules in this chapter assume that you build charac-
ters first and then assign class levels. If you want to build a
character and have it change races after it has some class
levels under its belt, see Chapter 11: Becoming a Monster.

This chapter focuses on monsters from the Monster
Manual, but the rules and guidelines presented here apply

CHOOSING A

The monsters discussed in this chapter are grouped by

complexity, ranging from introductory (least complex)

= through novice (moderately complex) to advanced (most

complex). A complete list of monsters from the Monster

Manual that are recommended for use as player characters
appears in Appendix 2: Compiled Tables.

The following general rules apply to building any mon-

ster character. ’ - -~
<. {7 .
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e The base creature must have an Intelligence score
of 3 or higher. A creature with an Intelligence score
lower than 3 cannot have levels in any class. (The
awaken spell can be used to give an animal or plant
an Intelligence score of 3 or higher. Also, an
animal with the celestial or fiendish template

gains an Intelligence score of 3.)

Consider carefully before using a base creature

with any other ability score lower than 3.

The base creature must have a speed. A creature
that can't move, such as a shrieker, can't be used
as a base creature. (The awaken spell can be used
to give a plant the ability to move; see the spell

description in the Player's Handbook.)

The base creature should be able to communi-
cate verbally with fellow party members. A
creature that is not capable of speaking can't

easily be used as a base creature.

Consider carefully before choosing a kind of

monster that usually or always has ah align-
ment opposed to that of one or more party

members.

Discuss your choice with your DM and
fellow players before making a final decision.
The size, alignment, and abilities of your base
creature will influence which adventures

your party undertakes and your fellow
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players should have a say in that. Likewise, your base crea-
ture may ignore threats and challenges the other charac-
ters fear, or may fear things the other characters ignore.
Your DM may have to alter adventures to consider your
character's kind, and he or she may choose to rule against
certain kinds of creature because of that.

ESTIMATING LEVEL
ADJUSTMENTS

Players should never try to determine level adjustment on
their own. The DM should assign level adjustments to mon-
ster characters, carefully considering what belongs in his or

her game and the impact of monster special abilities. A level

adjustment should usually be equal to or less than the base

creature's Hit Dice. Setting a level adjustment greater than the
base creature's Hit Dice is a way to discourage players from
choosing that kind of monster for a character.

AS LEVELS RISE, ABILITIES FADE

Certain abilities decrease in usefulness as
character level increases. When
estimating level adjust-
ments, take into
account

the

number of Hit Dice the base
creature already has and consider
whether a particular feature stilt has value at that
level of play. For instance, a natural armor bonus is a
fixed number; that is, it does not change with level. At
lower character levels, a natural armor bonus is very
helpful, but as character levels increase, the avail-
ability of spells, magic items and increasing
base attack bonuses make it less important.
Similar abilities include (but are nor lim- N
ited to) the following.
Energy Resistance: If the character is
facing creatures that routinely do more damage in a

single attack than its energy resistance can negate, that fea-
ture is no longer as useful as it once was.

Fast Healing and Regeneration: When opponents can
do more than 50 points of damage in a single attack, a char-
acter risks death from massive damage. (Adjust this damage
figure of 50 points by +10 points for each size category larger
than Medium-size, or —10 points for each size category
smaller than Medium-size), if the base creature is subject to
death from massive damage, fast healing and
regeneration do not help unless the char-
acter has a Fortitude saving throw
bonus high enough to virtually
guarantee a successful save.

Spell Resistance: If character
level determines spell resistance
(as with drow), this feature remains valuable
throughout a character's career. If the base
creature's kind determines its spell resist-

ance, and class
levels have no
further effect, then
its value fades as
the character's level
goes up.
STANDARD RACES
' AND LEVEL
ADJUSTMENTS
The seven standard races in

the Player's Handbook have no
level adjustments. Some of their
subtypes also have no level
" adjustments. In Table 2-2:
Introducrory Monster
Races, a starting ECL of 1
assumes a creature with 1 Hit Die, as

presented in the Monster Manual.

PHYSIOLOGY AND CHARACTERS

All seven of the standard races (human, dwarf, elf, gnome, half-
elf, half-orc, and halfling) share certain physical characteristics.
Average, healthy members of these races have two eyes posi-
tioned to give binocular vision, two ears to allow binaural hear-
ing, a mouth capable of forming words understandable and
replicable by the other races, bilateral symmetry (two arms and
two legs), and an opposable thumb on each hand. Any creature
that lacks one of these features (such as a grimlock, because it
has no eyes) presents challenges for both players and DMs.
Any race that lacks more than one of these features (such as an
awakened animal, a naga, or an arrowhawk) presents serious
challenges for players and DMs.

The challenges include the following issues. Characters with-
out opposable thumbs can must cup objects in their fingers to

pick them up. They can push and pull objects, but they cannot
manipulate them. For instance, an awakened deinonychus can,
with some effort, pick up a stick off the ground, but it has no
way to wield that stick effectively as a club.

A character without arms takes a —8 penalty on all Climb
checks, unless it has some racial bonus on Climb checks (a
climb speed always provides a +8 racial bonus on Climb
checks).

A character without a mouth cannot speak and cannot cast
spells with verbal components.

Characters without eyes cannot see, meaning they cannot
perceive light and darkness, color, or (in most cases) individ-
ual facial features. They cannot read, so they cannot use books
(including spellbooks) or scrolls.




LEVEL ADJUSTMENTS AND
PAST PRODUCTS

Many products provide ECLs for monsters instead of level
adjustments. The conversion is simple. The ECL given in
the product is the starting ECL for that monster. To find
its level adjustment, simply subtract the monster's Hit
Dice. The starting ECL for a 1 HD creature takes into
account its single Hit Die, so subtract that to find its level
adjustment.

LEVEL ADJUSTMENTS AND YOUR GAME

Savage Species contains the best possible estimates for
level adjustments, assuming a generic game or campaign.
In your specific game, you may need to tinker with the
level adjustments given here. For instance, in a campaign
set among floating cities, a fly speed becomes an impor-
tant feature. In a maritime campaign, whether on or
under the water's surface, a swim speed becomes more
important.

MONSTER CHARACTER

Because monsters are characters too, the base creature of a
monster character gains skill points and feats in much the
same way a standard-race character does.

Starting skill points for a monster character are based on
its Intelligence modifier and Hit Dice, as shown in Table
2-1: Monster Character Starting Skill Points.

TaBLE 2—1: MONSTER CHARACTER STARTING SKiLL POINTS
Type
Aberration
Animal
Construct
Dragon

(2 + Int mod) x (HD + 3)

(2 + Int mod) x (HD + 3)

(2 + Int mod) x (HD + 3)

(6 + Int mod) x (HD + 3)
Elemental (2 + Int mod) x (HD + 3)
Fey (6 + Int mod) x (HD + 3)
Giant (2 + Int mod) x (HD + 3)
Humanoid (2 + Int mod) x (HD + 3)
Magical beast (2 + Int mod) x (HD + 3)
Monstrous humanoid (2 + Int mod) x (HD + 3)
Outsider (2 + Int mod) x (HD + 3)
Plant (2 + Int mod) x (HD + 3)
Undead (2 + Int mod) x (HD + 3)

Regardless of its Intelligence modifier, any creature starts
with at least 4 skill points and receives at least 1 skill point
per Hit Die thereafter.

Feats: Every monster character starts with one feat. The
character gains another feat when it reaches 3 Hit Dice, and
one additional feat for each additional 3 HD of the base crea-
ture. It gains additional feats for class levels by adding the
levels to the base creature's Hit Dice and checking the total
against Table 2-5: Experience and Level-Dependent Bene-
fits (later in this chapter).

INTRODUCTORY
MONSTERS

The monster kinds that are considered introductory include
the seven standard races from the Player's Handbook. Gener-
ally speaking, such monsters have few special abilities. Their
level adjustments stem from racial ability modifiers that are
not balanced like those of the standard races, from natural
armor bonuses, and from other features that are more pow-
erful than those of the standard races. Most of the monsters
you or your players will want to use as characters are likely
to be in this section.

Introductory monsters are the ones best suited for copy-
ing directly from the Monster Manual and adding class levels
(see the Quick and Dirty sidebar, below). If the base creature
has 1 Hit Die, the monster character's first Hit Die comes
from a character class, replacing its racial Hit Die, and the
character functions as any other member of its class.

LEVEL ADJUSTMENT FACTORS

Below are the factors used in estimating level adjustments
for monsters in this section and a discussion of each. Each of
the subsequent sections gives any additional factors used in
estimating level adjustments for the monsters it contains.

Unbalanced Ability Scores: Table 2—-7: Ability Score
Equivalencies in the Dunceon Master's Guide shows how to
balance ability scores. A monster that does not follow those
rules gains at least a +1 level adjustment. A higher level
adjustment is appropriate if the monster's ability score
bonuses (especially Strength or Constitution modifiers) are
particularly high. Not having a Constitution score is actu-
ally a benefit, since a monster without one can ignore most
effects that require Fortitude saves.

Size: A Large creature gets no level adjustment for size.
Its level adjustment is based on its reach instead.

A Small creature gets a —1 level adjustment. It is some-
what harder to hit than a Medium-size one, hut it moves
more slowly and must use smaller weapons. A Small crea-
ture also typically has a lower Strength score than a
Medium-size creature.

Natural Armor Bonus: A natural armor bonus is worth
at least a +1 level adjustment, plus an additional +1 for every
5 points of natural armor bonus beyond the first 5.

Speed: A monster's speed can affect level adjustment in a
variety of ways, depending on the kind of movement
involved.

Swim: A monster with a swim speed generally does not
gain a level adjustment. However, if you are running a pirate
campaign, or any other campaign where characters spend
much of their time on or under the water, assign a monster
with a swim speed a +1 level adjustment.

Fly: A monster with a fly speed gets a +1 level adjustment
if its maneuverability is worse than good, or a +2 level
adjustment if its maneuverability is good or better.

Climb and Burrow: A climb or burrow speed is generally
worth a +1 level adjustment.

Natural Weapons: If a monster gains multiple attacks in
a single round before a fighter of equal Hit Dice would do
the same, or if the monster's natural weapons deal more

SYTLDVIVHD

.'11
-«

JILSNOW
11dVHD

YA |



R2:

PTE
NSTE
HARACTER

o

C

o
Ll

TaBLE 2—-2: INTRODUCTORY MONSTER RACES

Hit Level

Monster Type Dice Adjustment
Bugbear Humanoid 3 +1
Centaur Monstrous humanoid 4 +2
EIf

Aquatic Humanoid 1 +0

Drow Humanoid 1 +2

Gray Humanoid 1 +0

High Humanoid 1 +0

Wild Humanoid 1 +0

Wood Humanoid 1 +0
Gnoll Humanoid 2 +1
Goblin Humanoid 1 +0
Grimlock Monstrous humanoid 2 +2
Hobgoblin Humanoid 1 +1
Kobold Humanoid 1/2 +0
Kuo-toa Monstrous humanoid 2 +2
Lizardfolk Humanoid 2 +1
Locathah Humanoid 2 +1
Merfolk Humanoid 1 +1
Minotaur Monstrous humanoid 6 +2
Ogre Giant 4 +2

Merrow Giant 4 +2
Orc Humanoid 1 +0
Planetouched

Aasimar Outsider 1 +1

Tiefting Outsider 1 +1
Sahuagin Humanoid 2 +2
Sahuagin (4 arms) Humanoid 2 +3
Skum Aberration 2 +3
Troglodyte Humanoid 2 +2

Starting Skill Points of
ECL Base Creature '

4 (2 + Intmod) x 6

6 (2 + Intmod) x 7

As class
As class
As class
As class
As class
As class
(2+ Int mod) x5
As class
(2+Int mod) x5
As class
As class
(2 + Int mod) x5
(2+ Int mod) x5
(2 + Int mod) x5
As class
(2 + Int mod) x 9
(2 + Int mod) x 7
(2 + Int mod) x 7
As class
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As class
As class
2 + Int mod
2 + Int mod
2 + Int mod
2 + Int mod

x5
x5
x5
x5
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' As your character advances in level, it gains skill points from class levels normally.

damage than a simple or martial weapon it could wield in
one hand, the monster gains a +1 level adjustment.

Reach: Beyond 5 feet, every additional 5 feet of reach is
worth an additional +1 level adjustment. A monster with a
10-foot reach gets a +1 level adjustment, and a monster with
a 15-foot reach gets a +2 level adjustment.

Skills and Feats: A base creature with three or more
racial bonuses on skill checks gets a +1 level adjustment.

Likewise, two or more bonus feats because of race gain the
creature a +1 level adjustment.

Special Attacks and Special Qualities: The trickiest
areas of level adjustment, these features require careful
thought. A long list of features does not automatically grant
a large level adjustment, since monsters can generally use
only one special attack per round. A single feature is not
always worth a level adjustment, since characters of the

QUICK AND DIRTY

You might want to copy a monster out of the Monster Manual,
give It appropriate class levels, and start playing. We do not
recommend that method, but you can do it. In some cases,
such as with fey characters, you can get more skill points that
way. The ability scores are already generated and assigned. Skill
points are already spent and feats are already chosen. All you
really have to do is add class levels and buy equipment.

The chief drawback with this method is that all monsters
have ability scores of 10 or 11, adjusted for racial modifiers.
While that makes an acceptable character according to Chapter
1: Abilities of the Player's Handbook, such a character is not
very exciting. It is very easy to roll better than that. If you are
playing in a campaign focused on your base creature, such as
one in lands primarily inhabited by orcs, your character will be
like most of the NPCs you encounter. You may also wish to
choose different skills and feats, since monsters as opponents
are designed to be viable for an encounter or two, and your

character should last longer than that.

If you do choose to copy a monster out of the Monster
Manual, fill out a character sheet as explained in Chapter 1:
Character Creation Basics. Determine the total of the crea-
ture's Hit Dice plus class levels and refer to Table 2-5:
Experience and Level-Dependent Benefits. If you added
enough class levels to gain one or more ability score increases,
assign them now. Buy skills for your class levels. Do not multi-
ply the base skill points by 4 for your first class level, because
your monster character is not a st-level character if you kept
its monster Hit Dice. If you added enough class levels to gain
one or more feats, select them now. Then add the base attack
bonus and base saving throw bonuses for the class levels to
those of the base creature. Roll your hit points for your class
levels and add the result to your hit point total. Figure out your
Armor Class, initiative modifier, weapon statistics, and total
skill bonuses based on your character's monster kind, class,
ability modifiers, feats, and equipment. You are ready to play.




standard races can often achieve the same result through
their class features, magic items, or spells. In general, a spe-
cial attack or special quality that a character of a standard
race cannot duplicate is worth a +1 level adjustment. Below
are several specific examples to illustrate how to assign level
adjustments to creatures in the introductory category.

Ability Score Damage: This special attack is worth a +1 level
adjustment unless the affected ability score is Constitution,
in which case the level adjustment rises to +2.

Blindsight: This special quality is worth a +1 level adjust-
ment.

Poison: This special attack is worth a +1 level adjustment
unless the affected ability score is Constitution, in which
case the level adjustment rises to +2.

Scent: This special quality is worth a +1 level adjustment.

Spell-Like Abilities: Since characters of the standard races
generally have access to spells, spell-like abilities are worth a
level adjustment only when those abilities exceed what a
spellcasting character of a level equal to the creature's CR
could do. If the creature can use any spell-like ability at will,
it gains a +1 level adjustment.

Spellcasting Ability: Since characters of the standard races
can generally duplicate this ability, it is worth a level adjust-
ment only when the monster's spellcasting ability exceeds
what a character of a level equal to the creature's CR could
do. If the creature can cast spells at a caster level higher than
its Hit Dice, it gains a +1 level adjustment.

Spell Resistance: This special quality is worth a +1 level
adjustment, regardless of the amount.

Resistance to Energy: This special ability is worth a level
adjustment of +1/2 per energy type (rounded up). Therefore,
electricity resistance 10 by itself is worth a +1 level adjust-
ment; but electricity resistance 10, fire resistance 10, and
sonic resistance 10 together are worth a +2 level adjustment.
Bach resistance greater than 20 is worth an additional +1 level
adjustment, so electricity resistance 10, fire resistance 20, and
sonic resistance 10 together are worth a +3 level adjustment.

THE ACID TEST

Test your level adjustments. To do so, look at the mon-
ster's highest ability scores. Assign it one level of the class

that benefits most from those scores. Then ask yourself:
Would you rather play a monster character at that ECL, or
a standard character of that level? If you would obviously
rather play the monster character, then your level adjust-
ment is too low. If you would obviously rather play the
standard character, then your level adjustment is too

high.

Level Adjustment Examples
As an example of this process, let's review the level adjust-
ment determination for an ogre (a 4 HD creature) from the
Monster Manual The table below gives the level adjustments
for each of its applicable abilities.

Level
Ability Adjustment
Natural armor +1
10-foot reach +1
Unbalanced ability score adjustments (+10 Str, +1

—2 Dex, +4 Con, —4 Int, —4 Cha)

An ogre's starting ECL calculates as 7 (4 HD +3 level adjust-
ment) using the system above. His highest ability score is
Strength. Would you rather play an ogre with a level of
fighter (ECL 8), or an 8th-level fighter? To play the ogre, you
give up the fighter's three (larger) Hit Dice, three bonus
feats, and two ability score increases to gain +10 Strength,
10-foot reach, and natural armor. The fighter seems clearly
better. If you substitute barbarian for fighter, the ogre seems
clearly inferior, since the barbarian has 8d12 (plus Constitu-
tion modifier) for Hit Dice and can rage three times per day,
and the ogre only has 4d8 + 1d12 (plus Constitution modi-
fier) for Hit Dice and can rage only once per day. If you
lower the ogre's level adjustment to +2, and compare a 7th-
level fighter to an ECL 7 ogre fighter, the choice is no longer
clearly in favor of either one. Thus, the level adjustment
becomes +2 for the ogre.

Let's review the process again, this time for a kuo-toa (a 2
HD monster). This creature's level adjustment factors are
detailed in the table below.

I HIT DIE CREATURES

A creature with a single Hit Die, like all standard-race charac-
ters, gives up that Hit Die when it gains its first class level. This
makes such a creature somewhat different from other monster
characters. In general, It is most advantageous for a 1 Hit Die
creature with a +0 level adjustment to abandon its monster Hit
Die and take class levels. While this chapter has detailed rules
for each step of character creation, this sidebar collects the
important information for dealing with 1 Hit Die creatures.
When building a monster character from a 1 Hit Die crea-
ture, determine its ability scores and the racial modifiers to
those scores normally. Upon taking a level in a class, the crea-
ture gains that class's base save bonuses and base attack
bonus and loses the base save bonuses and base attack bonus
it had as a monster. The new monster character gains skill

points only from class levels, losing any that it had as a result
of its monster Hit Die, but any racial bonuses on skill checks
that the base creature was entitled to are retained. Multiply the
skill points for the character's first class level by 4, just as you
would for any standard-race character. A 1 Hit Die creature may
choose one feat, just like any other 1st-level character, and it
also gains any additional feats granted by its class level. It
retains any racial bonus feats of the base creature.

On the other hand, you may wish to keep that one monster
Hit Die. If you do so, the character gets the skill points shown
on Table 2-1 or Table 2-5 (and in Appendix 2: Compiled
Tables) regardless of its Intelligence score. But in that case, you
do not multiply the skill points gained from the character's first
class level by 4, because it is not a 1st-level character. The char-
acter gets the same number of feats as the base creature.

YHO

A1LOVIVHD

|

YILSNOW
A EIY

Ul



R2:

PTE
NSTE
HARACTER

o

C

o
Ll

Level
Ability Adjustment
Natural armor bonus +1

Swim speed +1 or +0, depending
on campaign)
Special attack (lightning bolt) +0
Bonus feat (Weapon Proficiency [pincer staff]) +0
Special qualities (adhesive, amphibious, +0
immunities, keen sight, slippery)
Electricity resistance 30 +2
Unbalanced ability score adjustments (+2 Str, +1

+2 Con, +2 Int, +2 Wis, —2 Cha)

The lightning bolt special attack is not worth a level adjust-
ment in this case, since it can be used only by multiple kuo-
toa clerics. Adding those factors would raise the Encounter
Level to a point where characters of the standard races
would also have access to the ability as a spell.

It's not easy to make a judgment about the value of the
items grouped under special qualities in the above table,
however. If you go the lowest route and assign a +0 level
adjustment for the whole group, as has been done in the
table, the kuo-toa's minimum level adjustment is +4, making
its starting BECL 6. Its highest ability score is Wisdom, so
compare the kuo-toa to a cleric or druid. Clearly, a 7th-Tevel
cleric or druid with 4th-level spells is superior to an ECL 7
kuo-toa cleric with tst-level spells. Should the level adjust-
ment be +3, then? A 6th-level cleric or druid has consider-
ably more Hit Dice, and therefore more hit points, than an
ECL 6 kuo-toa cleric, plus class abilities, so the standard-race
character is still superior. Thus, despite all it has going for it,
the kuo-toa's level adjustment must be +2.

If a player makes a choice for a monster character that the
DM considers suboptimal, such as choosing to play an ettin
wizard rather than an ettin barbarian, the DM may lower the
level adjustment by 1 to represent the monster's reduced
effectiveness.

ABILITY SCORES

Every nonhuman race in the DunceoNs & DrAaGONS game
has ability score modifiers. For example, a dwarf gets a +2
racial bonus to Constitution and a -2 racial penalty to
Charisma. These are applied to the die rolls you make for
ability scores to determine the final value of each score.

The same principle applies to monster characters. When
you randomly generate ability scores from scratch, you must
determine the ability score modifiers for your base creature
and apply them to your rolls. The ability score modifiers for
the monsters in this chapter can be found in Appendix 2:
Compiled Tables.

Do not roll for any ability score the base creature has that
is less than 6; just use the base creature's score without
applying any further racial modifiers to it. Be aware that
creatures with ability scores below 3 may be unplayable,
and any creature with an Intelligence score below 3 cannot
be a PC, since 3 is the minimum Intelligence score for a
player character.

For a monster not mentioned in this book, subtract either
10 or 11 (whichever leaves an even number) from each abil-
ity score in its Monster Manual entry to determine the

number you add to your ability score roll. For example, a
behir has the following ability scores—Str 26, Dex 13, Con
21, Int 7, Wis 14, Cha 12. Subtracting 10 from the even num-
bers and 11 from the odd numbers gives the following racial
ability score modifiers: +16 Strength, +2 Dexterity, +10 Con-
stitution, —4 Intelligence, +4 Wisdom, and +2 Charisma.

ELITE ABILITY SCORES
Alternatively, you may generate character ability scores by
taking the base creature's ability scores and applying the fol-
lowing modifiers to them as you see fit, one per ability score:
+4, +4, +2, +2, +0, —2.

For example, consider the orc. The table below shows the
base ability scores for an orc and demonstrates how a player
or DM could modify them using the elite ability modifiers
to make a usable character with any of five character classes
from the Player's Handbook.

TaBLE 2—-3: ELiTE OrRc EXAMPLES

Orc Str Dex Con Int Wis Cha
Base 15 10 11 9 8 8
Cleric 13 12 11 11 12 12
Fighter 19 12 15 11 8 6
Rogue 13 14 11 13 10 10
Sorcerer 13 10 13 13 10 12
Wizard 13 14 13 13 8 10

Applying the modifiers to best advantage for each class
shows that orcs are clearly best suited as fighters. Barbarian
would also seem to be a wise class choice, for the same rea-
sons that the fighter is.

MONSTER FEATURES

A monster character keeps some of the base creature's fea-
tures and loses others. The table below lists what the charac-
ter retains from the base creature.

TaBLE 2—4: RETAINED AND LosT MONSTER QUALITIES

Keep Lose Change

Hit Dice Feats' Initiative

Natural armor Skills 2 Speed

Base attack bonus Treasure Base save bonuses
Size Organization Alignment

Type Challenge Rating

Natural weapons

Face/Reach

Special attacks

Special qualities

Size

! Monster characters retain any racial bonus feats, such as a
marilith's Multidexterity feat.

2 Monster characters retain any racial bonuses to skills and
treat the base creature's skills as class skills.

As shown on the table, a monster character keeps more than
it loses. It loses its monster feats and skills because you are
building a specific character, not the base creature, so you
have the opportunity to make new choices if you wish.
While you may choose the same feats and spend skill points
the same way, you do not have to do so.

Character level or class level never changes a creature's
size or its monster features unless the base creature's




description specifies that the feature is based on class level
or character level. Class level in a spellcasting class does
change the caster level for any special ability that has a
caster level. Add class level to the base creature's Hit Dice to
get the new caster level.

Initiative changes if the monster's Dexterity changes or if
it gains or loses a feat such as Improved Initiative. A mon-
ster's speed usually changes because it wears heavier or
lighter armor. The creature's land speed does not change,
and the monster does not lose any types of movement. Base
save bonuses change if ability scores or related feats change.
Alignment may change as covered in Chapter 8: Campaigns.

SKILL POINTS AND FEATS

Refer to Monster Character Skill Points and Feats, earlier in
this chapter, for rules about how many skill points and feats
a monster character receives. Table 2—1: Monster Character
Starting Skill Points gives the number of skill points avail-
able to each monster type.

Using those rules. Tables 2-2, 2—6, 2-7, and 2-8 provide
the number of skill points available for each base creature
kind covered in this book. Additional skill points granted by
class level follow the rules in the Player's Handbook.

A monster character starts with one feat, plus one addi-
tional feat if it has at least 3 Hit Dice, plus an additional feat
for each additional 3 HD it has. It gains additional feats for
class levels by adding the levels to the base creature's Hit
Dice and checking the total against Table 2—-5: Experience
and Level-Dependent Benefits.

LEVEL-DEPENDENT BENEFITS
At this point in building your monster character, treat the
base creature's Hit Dice as its character level and find that
value on Table 2-5: Experience and Level-Dependent Bene-
fits, below. This table shows any ability score increases or
additional feats that will result from adding class levels to
your monster's Hit Dice.

TaBLE 2-5: ExPERIENCE AND LEVEL-DEPENDENT BENEFITS

Hit Dice or Class Cross-Class

Character Skill Max  Skill Max Ability
Level XP Ranks Ranks Feats Increases
1 0 4 2 feat —

2 1,000 5 21)2 — —

3 3,000 6 3 feat —

4 6,000 7 31/2 — increase
5 10,000 8 4 — —

6 15,000 9 41/2 feat —

7 21,000 10 5 — —

8 28,000 11 51/2 — increase
9 36,000 12 6 feat —

10 45,000 13 61/2 — —

11 55,000 14 7 — —

12 66,000 15 71/2 feat increase
13 78,000 16 8 — —

14 91,000 17 81/2 — —

15 105,000 18 9 feat —

16 120,000 19 91/2 — increase
17 136,000 20 10 — —

18 153,000 21 101/2 feat —

19 171,000 22 11 — —

20 190,000 23 111/2 — increase

BASE ATTACK AND BASE SAVES

The base attack bonuses and base saving throw bonuses for
monsters found in this chapter appear in Appendix 2: Com-
piled Tables. Use the Creature Advancement by Type sec-
tion in the introduction of the Monster Manual to calculate
the base attack bonus and base saving throw bonuses for
your character if you are using a base creature not found in
this chapter.

Appendix 2: Compiled Tables shows the good saving
throw bonuses for monsters that appear in this chapter, as
well as their base saving throw bonuses. The Creature
Advancement by Type section of the Monster Manual details
the good saving throws by creature type; refer to this section
if you are using a base creature not found in this chapter. A
humanoid gets one good save, but which one that is varies.
For humanoids and similar creatures, subtract the appropri-
ate ability modifiers and modifiers from feats from the base
creature's save bonuses. The highest remaining number is
the good save. In the case of a gnoll, for example, the good
save is Fortitude, which gives a result of+3, after subtracting
the Constitution bonus.

STARTING EQUIPMENT
A monster character gets the starting equipment for a char-
acter of its ECL (see Table 2-24: Starting Equipment for PCs
above 1st Level in the Duncron MasTer's Guide), It does not,
however, have the treasure noted in its Monster Manual
entry.

LAST DETAILS

A monster character is an individual. It never has addi-
tional base creatures with it unless it has taken the Leader-
ship feat and gained cohorts or followers (see Leadership in
Chapter 2 of the Dunceon Master's Guide and also the Mon-
ster Cohorts and the Leadership Feat sidebar in Chapter 4
of this book). A monster NPC has a Challenge Rating equal
to the base creature's Challenge Rating plus the character's
class level.

Intermediate monsters have a few more complications
than those presented in the Introductory Monsters sec-
tion. Not only do intermediate monsters have more factors
in their level adjustment ratings, but some also have level
adjustments greater than their Hit Dice—a fact that makes
them particularly challenging to play. See Table 2—6 for a
list of intermediate monsters covered in this book and
Table 2-7 for templates that are also at the intermediate
level of complexity.

This section builds on the rules presented in the previous
section, rather than replacing them.

DETERMINING LEVEL ADJUSTMENT

Monsters in this section may have the following additional
features, with the corresponding level adjustments.

Size: Tiny and smaller monsters trade being harder to hit
for lower Strength scores and the need to enter another char-
acter's space to engage in melee combat. Such a creature gets
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TaBLE 2—6: INTERMEDIATE MONSTER RACES

Hit

Monster Type Dice
Azer Outsider 2
Ettin Giant 10
Gargoyle Magical beast 4
Giant

Hill giant Giant 12
Hag

Sea hag Monstrous humanoid 3
Lamia Magical beast 9
Medusa Monstrous humanoid 6
Mephit

Air Outsider 3

Dust Outsider 3

Earth Outsider 3

Fire Outsider 3

Ice Outsider 3

Magma Outsider 3

Ooze Outsider 3

Salt Outsider 3

Steam Outsider 3

Water Outsider 3
Ogre mage Giant 5
Salamander

Flamebrother Outsider 3
Satyr Fey 5
Slaad

Blue Outsider 8

Gray Outsider 10

Green Outsider 9

Red Outsider 7
Sprite

Grig Fey 12

Nixie Fey 1

Pixie Fey 1
Triton Outsider 3
Troll Giant 6

Scrag Giant 6

the same —1 level adjustment as a Small creature does.

Breath Weapon: A breath weapon is worth a +1 level
adjustment, at minimum. The greater the blast area and the

Level Starting Skill Points for
Adjustment ECL Base Creature

+4 6 (8 + Int mod) x 5
+5 15 (2 + Int mod) x 13
+5 9 (2 + Int mod) x 7
+4 16 (2 + Int mod) x 15
+5 8 (2 + Int mod) x 6
+4 13 (2 + Int mod) x 12
+4 10 (2 + Int mod) x 9
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+3 6 (8 + Int mod) x 6
+7 12 (2 + Int mod) x 8
+4 7 (8 + Int mod) x 6
+2 7 (6 + Int mod) x 8
+6 14 (8 + Int mod) x 11
+6 16 (8 + Int mod) x 13
+7 16 (8 + Int mod) x 12
+6 13 (8 + Int mod) x 10
+3 4 As class

+3 4 As class

+4 5 As class

+2 5 (8 + Int mod) x 6
+5 11 (2 + Int mod) x 9
+5 1 (2 + Int mod) x 9

higher the damage potential, the higher the level adjust-
ment. See the Breath Weapons and Level Adjustments side-
bar for more information.

BREATH WEAPONS AND LEVEL ADJUSTMENTS

Any breath weapon is worth a +1 level adjustment. Beyond
that, three factors combine to determine how a breath weapon
further affects level adjustment.

The first factor is the average damage dealt by the breath
weapon. In general, you can compare breath weapons with
spells that damage more than one target. If the breath weapon
deals more damage than a spell with a similar effect that is
available to casters of the monster character's ECL (calculated
using the minimum +1 level adjustment for the breath
weapon), it should increase the level adjustment until the
breath weapon damage is comparable with that of an appropri-
ate spell. If the breath weapon deals less damage than a compa-
rable spell, it should not modify level adjustment unless it deals
sonic damage or ability damage (see the next paragraph).

For example, an air mephit has a breath weapon that deals
1d8 points of damage. The mephit's ECL is 6 (assuming the
minimum +1 level adjustment for its breath weapon). A 6th-

level wizard could cast a fireball spell and deal 6d6 points of
damage. Obviously, the mephit's breath weapon is not more
powerful than the fireball, so its level adjustment for the breath
weapon is correctly set at +1.

The second factor is damage type. Generally speaking, sonic
damage is worth a +1 level adjustment because so few crea-
tures have resistance to it. A breath weapon that deals ability
damage should increase the level adjustment by +1 (or +2 if
the ability damaged is Constitution), but only if you have not
already increased the level adjustment for the ability damage
itself.

Finally, the larger the area that a breath weapon affects, the
higher its level adjustment should be. Again, comparing the
extent of the breath weapon's effect to the area of a similar
spell will help you determine whether a larger than normal level
adjustment is called for. In general, whenever the area of the
breath weapon is twice the size of the area of the comparable
spell, add +1 to the level adjustment.




TaBLE 2—7: INTERMEDIATE MONSTER TEMPLATES

Hit
Template Type Dice
Celestial ! Same As base creature
Fiendish ! Same As base creature
Half-celestial 2 Outsider As base creature
Half-dragon 2 Dragon As base creature

Color of dragon parent (additional level adjustment):
Black
Blue
Green
Red
White
Brass
Bronze
Copper
Gold
Silver

Half-fiend

Outsider ? As base creature

Level Starting Skill Points for

Adjustment ECL Base Creature

+2 Varies As base creature

+2 Varies As base creature

+4 Varies (8 + Int modifier) x HD

+2 Varies (6 + Int modifier) x HD

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+1 Varies

+4 Varies (8 + Int modifier)/HD

! Animals with this template become magical beasts; otherwise type does not change.

2 This template changes the base creature's type to the type indicated.

Constrict: This ability is worth a +1 level adjustment, +2 Templates

if it does more damage than standard weapons.

Damage Reduction: This ability is worth at least a +1
level adjustment. Damage reduction that is effective against
weapons with a magical property other than an enhance-
ment bonus is worth a +2 level adjustment.

Fast Healing: Fast healing allows characters to heal with-
out expending spells, potions, or charges of magic items. If
the monster heals 3 or fewer hit points per round, fast heal-
ing is worth a +1 level adjustment. For every additional 3 hit
points (or fraction thereof) healed, add +1 to the level
adjustment, so that a creature with fast healing 10 has a level
adjustment of +4 from that ability;

Fear: This ability is worth a +1 level adjustment.

Frightful Presence: This ability is worth a +1 level
adjustment.

Gaze: This ability is worth a +1 level adjustment.

Regeneration: This special quality is worth a +2 level
adjustment. Characters with regeneration are, for the most
part, unkillable. They recover from any amount of damage
(except damage of the type to which they are specifically
vulnerable), given enough time.

SPECIAL NOTES

Special considerations apply when using some of the base
creatures on Table 2—5 to build monster characters. Refer to
the appropriate paragraph below for more information.

Table 26 gives level adjustments for templated creatures
according to the Hit Dice of the base creature. The base crea-
ture's Hit Dice, before adding any class levels, determine
what abilities the monster character gets from the template.
See below for more information.

Celestial and Half-Celestial: A DM may rule that a
character who ceases to be of good alignment loses any
supernatural or spell-like abilities granted by its template.

Fiendish and Half-Fiend: A DM may rule that a charac-
ter who ceases to be of evil alignment loses any supernatural
or spell-like abilities granted by its template.

Half-Dragons: A half-dragon's level adjustment is
derived from the base creature's size, then modified for the
dragon parent's type. Determine the base creature, the level
adjustment modifier for the template from the base crea-
ture's Hit Dice, and the level adjustment modifier for the
dragon parent's color. The total is the level adjustment for
the half-dragon monster character.

Mephits and Summoning
Any mephit has a chance to summon other mephits. How-
ever, any summoned mephit vanishes before it can summon
another mephit (the duration of the summoning is less than
1 hour, and a summoned mephit cannot use its own
summon ability for 1 hour after arrival).

TEMPLATES AND CLASSES

In most cases, templates have no effect on character classes. The
exceptions are the undead templates. Once a creature becomes
an undead, all its Hit Dice become d12s. Any dice gained after-
ward from class levels are also d12s, regardless of class.
Adding Templates to Classed Monsters: If a template
changes the Hit Die type, this change affects all previous
Hit Dice, including those for class. Skill points are unaf-

fected unless the template specifically indicates otherwise.
If the template changes skill points, as the half-celestial
template does, the change applies to skill points gained
from monster Hit Dice and not to skill points gained from
classes.

Adding Classes to Templated Monsters: With the exception
of undead, as noted above, follow the rules for adding classes
to monsters presented elsewhere in this chapter.
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Templated Characters
When building a monster character using a template, apply
the template to the base creature and then derive the start-
ing ECL. If the base creature has 1 Hit Die (like any of the
standard races) or a fractional Hit Die, apply the template to
the creature as if it had 1 class level. Class level does not
affect the Hit Die total when determining the powers
granted by a template. In other words, a celestial elf Ftr 1 has
the same template powers as a celestial elf Ftr 5.

There is one exception to the above rule. When a template
grants spell-like abilities that have a caster level, the total of
the character's Hit Dice plus class level is the caster level.

Some templates change the Hit Die type. For instance,
the base creature Hit Dice of a half-dragon become d12s. See
the Templates and Classes sidebar for the interactions
between templates and classes. For a monster with 1 Hit
Die, this change is likely meaningless, since you will proba-
bly exchange its racial Hit Die for a class Hit Die.

Some templates change the number of skill points avail-
able to the base creature. Use the base creature's standard
Intelligence score (from the Monster Manual), not your char-
acter's Intelligence score, to calculate the new skill points
available.

For more information about templates, see Chapter 10:
Templates.

Spellcasting and Monsters
Some monsters have spell-like abilities, which always have
caster levels assigned to them. A few creatures, such as drid-
ers, act as spellcasters with levels equal to their Hit Dice. If
you add caster levels to such a monster, they stack in some
ways and not in others.

Familiars, special mounts, and other special companion
creatures gain abilities according to the master's level in the
appropriate class or classes. Character level, ECL, and total
caster level are irrelevant for familiars and special mounts
for the sake of special abilities gained by either the master or
the companion. However, companion creatures that use the
master's base attack bonus or base save bonuses use the
values accumulated from all the master's levels (including
all class levels and monster Hit Dice).

Monsters that gain cleric levels gain access to domain
spells according to their cleric level.

To determine caster level, spells known, and spells per day
for a monster with a spellcasting class, add its class level to
any monster caster level it has. For example, a young gold
dragon casts spells as a 1st-level sorcerer, and it casts 1st-level
cleric spells and spells from the Law, Luck, and Good
domains as arcane spells. Since the dragon casts as a 1st-level
sorcerer, he can only have 0-level and 1st-level spells in his
repertoire. If he takes levels of sorcerer, he adds those levels
to his monster caster level to determine spells known and
spells per day. He gets bonus spells for Charisma, as a sor-
cerer would. His familiar benefits only from the levels of sor-
cerer in terms of abilities gained, though the familiar's effec-
tive Hit Dice, hit points, base attack bonus, and base save
bonuses are all derived from the dragon's character level.

A drider is a 6th-level cleric, sorcerer, or wizard. A drider
character that has chosen to be a 6th-level cleric subse-

quently adds additional levels of cleric to those first 6 levels
to determine spells known and spells per day. It gets bonus
spells for its Wisdom and gains domain spells for all its
cleric levels, including those it gained for being a drider in
the first place.

A nixie has two spell-like abilities at two different caster
levels (water breathing as a éth-level sorcerer and charm person
as a 4th-level sorcerer). If a nixie character takes levels of
sorcerer, those levels have no effect on its spell-like abilities,
nor do the spell-like abilities have any effect on the charac-
ter's spells known, spells per day, or familiar.

ACID TEST: INTERMEDIATE MONSTERS
Let's give the acid test to a few monsters from the interme-
diate list.

As an example of this process, let's review the level adjust-
ment determination for a troll (a 6 HD creature) from the
Monster Manual. The table below gives the level adjustments
for each of its applicable abilities.

Level

Ability Adjustment
Natural armor bonus +1
Three natural attacks +1
10-foot reach +1
Rend +1
Scent +1
Regeneration +2
Unbalanced ability score adjustments (+12 Str, +1 (or+2)

+4 Dex, +6 Con, —4 Int, =2 Wis, —4 Cha)

The troll's three natural attacks grant it a +1 level adjustment
because it can make one more attack than a fighter of equal
Hit Dice could. None of these attacks deal exceptional
damage, however. The troll's rend special attack is worth a +1
level adjustment because it deals as much damage as a great-
sword. The creature's unbalanced ability scores are worth at
least a +1 level adjustment, perhaps even a +2, since it gets +12
Strength. It seems reasonable for a troll's level adjustment to
be +7, making its starting ECL 13. But if we add a level of
fighter or barbarian to the troll and compare it with a 14th-
level standard-race fighter or barbarian, the standard-race
character is clearly superior in base attack bonus, skills, feats,
and class abilities. To adjust, look at the troll's abilities. By this
level of play, a +7 natural armor bonus and the scent ability are
not as valuable as they were at earlier levels. Discounting those
gives a +5 level adjustment. While some might feel that a 12th-
level standard-race fighter or barbarian is still better than a
troll with one level of fighter or barbarian (ECL 12), regenera-
tion makes such a character too tough to reduce further.
As a second example, consider a nixie character.

Level
Ability Adjustment
Swim speed +1 (or +0, depending

on campaign)
+1 (or +0, depending
on campaign)

Water breathing

Charm person +1
Spell resistance +1
Unbalanced ability score adjustments (-4 Str, +1

+6 Dex, +2 Int, +2 Wis, +8 Cha)




A nixie starts play with a swim speed (+1, or +0 in some cam-
paigns), water breathing, charm person, spell resistance, and
unbalanced ability scores. While water breathing may occa-
sionally be useful, it is not automatically worth a bonus for
the same reasons that a swim speed is not automatically
worth a bonus. In this case, since the campaign contem-
plated does not take place largely underwater, both of these
abilities earn a +0 level adjustment. A nixie uses its spell-like
abilities at levels higher than its Hit Dice, but those caster
levels do not change with added class levels, so the charm
person ability is rated at +1 for level adjustment. A nixie's
spell resistance is a fixed number (that is, it does not
improve with class levels), and it earns a+1 level adjustment.
Adding to these a +1 level adjustment for unbalanced ability
scores gives a total level adjustment of +3. A starting ECL of
4 seems right, since nixies use charm person, their most gen-
erally useful ability, as 4th-level sorcerers. In this case, spell
resistance, two spell-like abilities, and above-average ability
scores compensate reasonably well for the character's low
hit points.

The most complex creature among the intermediate mon-
sters is the half-dragon. The easiest way to estimate the level
adjustment for such a character is to apply the template to a
standard race. For example, a character that is a half-ore and
half-dragon gets +10 Strength and +2 Constitution, so it
clearly has unbalanced ability scores. In addition, it has low-
light vision and darkvision, is immune to sleep and paralysis,
gains an additional immunity based on the dragon's color,
and gains a +4 natural armor bonus. Its monster Hit Die is
1d12, and since that's the first Hit Die, the character auto-
matically gets 12 + Constitution modifier for hit points from
it. A half-gold dragon character gets a fire breath weapon
(30-foot cone of fire, 6d8 points of fire damage). Such a char-
acter's level adjustment is +3. While few people want to play
an ECL 5 character with only 2 Hit Dice, that breath weapon
averages 27 points of damage, compared with an 8th-level
wizard's fiveball (8d6), which averages 28 points of damage.

__ADVANCED MONSTERS

Advanced monsters have more complications than interme-
diate monsters do. Like the intermediate monsters,
advanced monsters might have level adjustments greater
than their Hit Dice, and they are difficult to play. See Table
2-8 for a list of advanced monsters covered in this book and
Table 2-9 for templates that are also at the advanced level of
complexity.

As before, this section builds on the rules presented pre-
viously, rather than replacing them.

DETERMINING LEVEL ADJUSTMENT

Monsters in this section may have these additional features,
with the corresponding level adjustments.

Nonabilities: Some creature types have nonabilities, as
explained in the introduction of the Monster Manual. Such
creatures are playable character types, provided that they
still meet the requirements outlined in Choosing a Base
Creature at the start of this chapter. The character's ability
score for a nonability is not 0; your character simply lacks it
altogether. For instance, a vampire player character has no
Constitution score, which gives it a +0 Constitution modi-
fier (see Nonabilities in the introduction of the Monster
Manual). Thus, such a character depends solely on die rolls
for hit points. A check with any Constitution-based skill,
such as Concentration, uses the character's Charisma modi-
fier or its +0 Constitution modifier, whichever is higher.
Fortitude saves are usually unnecessary for a creature with-
out a Constitution score, so feats such as Great Fortitude are
no longer useful. However, a character who already has such
a feat prior to becoming an undead (or otherwise gaining a
nonability) cannot exchange it for a different one.

Type and Subtype: The construct, elemental, or plant
type is automatically worth a +1 level adjustment. The
undead type is usually worth a +2 level adjustment. A crea-
ture with the incorporeal subtype gets an additional +2 level
adjustment.

Energy Drain: This special attack is worth a +2 level
adjustment.

Improved Grab: This special attack is worth a +1 level
adjustment.

Psionics: The ability to use psionics is worth a +2 level
adjustment.

Ray: An attack that functions as a ray is worth a +1 level
adjustment.

Sonic Attack: This special attack is worth a +2 level
adjustment.

Swallow Whole: This special attack is worth a +2 level
adjustment.

Trample: This special attack is worth a +2 level adjust-
ment.

Turn Resistance: Turn resistance of +5 or lower is worth
no level adjustment; turn resistance of +6 or higher is worth
a +1 level adjustment.

Wish: The ability to grant wishes (as the wish spell) is
worth a +3 level adjustment. DMs should strongly consider
forbidding monsters with this ability as characters. Alterna-
tively, a DM may choose to strip such a monster of that
power (and the corresponding +3 level adjustment) before
allowing it in the game as a PC.

MAXIMUM LEVELS

Some monsters in this section have very high level adjust-
ments. Monster characters should start play with room for at
least five levels of advancement, so it is recommended that a
monster character's starting ECL be no higher than 15 (though
some with higher starting ECLs are included for illustration

purposes). As a member of a 15th-level party, a character can
still adventure for five levels before needing alternative rules
such as those in the Epic Level Handbook. If you want to adven-
ture longer with your character, then pick a base creature that
gives you a lower ECL. DMs do not have that concern when
making NPCs, so they may make characters of any level.
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TaBLE 2—8: ADvANCED MONSTER RACES

Hit
Monster Type Dice
Aranea Magical beast 3
Athach Aberration 14
Barghest
Barghest Outsider 6
Greater barghest Outsider 9
Belker Elemental 7
Celestial
Hound archon Outsider 6
Avoral (guardinal) Outsider 7
Ghaele (eladrin) Outsider 10
Trumpet archon Outsider 12
Astral deva Outsider 12
Demon
Dretch Outsider 2
Quasit Outsider 3
Succubus Outsider 6
Vrock Outsider 8
Devil
Imp Outsider 3
Osyluth Outsider 5
Kyton Outsider 8
Barbazu Outsider 6
Erinyes Outsider 6
Hamatula Outsider 9
Doppelganger Monstrous humanoid 4
Drider Aberration 6
Elemental
Air, small Elemental 2
Air, medium Elemental 4
Air, large Elemental 8
Earth, small Elemental 2
Earth, medium Elemental 4
Earth, large Elemental 8
Fire, small Elemental 2
Fire, medium Elemental 4
Fire, large Elemental 8
Water, small Elemental 2
Water, medium Elemental 4
Water, large Elemental 8
SPECIAL NOTES

Special considerations apply when using some of the base
creatures on Table 2-8 to build monster characters. Refer to
the appropriate section below.

Constructs
A construct usually has no Intelligence score, which makes
it unsuitable as a character. See the awaken construct spell and
the incarnate construct spell in Chapter 6 for ways of granting
an Intelligence score to a construct.

Demons, Devils, and Summoning
A demon or devil has a chance to summon others of its kind,
or sometimes even fiends of a different kind. However, any
summoned creature vanishes before it can summon another
of its ilk (the duration of the summoning is less than 1 hour,
and a summoned tanar'ri or baatezu cannot use its own
summon ability for 1 hour after arrival). The DM may rule
that summoning fails when used by a character with an
alignment opposed to the creature it is trying to summon (a
lawful or good demon, for example, or a chaotic or good

Level Starting Skill Points for
Adjustment ECL Base Creature

+4 7 (2 + Int mod) x 6
+5 19 (2 + Int mod) x 17
+6 12 (8 + Int mod) x 9
+7 16 (8 + Int mod) x 12
+5 12 (2 + Int mod) x 10
+5 1 (8 + Int mod) x

+7 14 (8+Intmod)><10
+10 20 (8 + Int mod) x 13
+8 20 (8 + Int mod) x 15
+8 20 (8 + Int mod) x 15
+3 5 (8 + Int mod) x

+5 8 (8 + Int mod) x

+6 12 (8 + Int mod) x

+8 16 (8+Intmod)><1'|
+4 7 (8 + Int mod) x

+7 12 (8 + Int mod) x

+6 14 (8+Intmod)><1'|
+6 12 (8 + Int mod) x

+7 13 (8 + Int mod) x

+5 14 (8+Intmod)x12
+4 8 (2 + Int mod) x

+4 10 (2 + Int mod) x

+4 6 (2 + Int mod) x

+4 8 (2 + Int mod) x

+6 14 (2+Intmod)x11
+4 6 (2 + Int mod) x

+4 8 (2 + Int mod) x

5 13 (2+Intmod)><1'|
+4 6 (2 + Int mod) x

+4 8 (2 + Int mod) x

+6 14 (2+Intmod)x11
+4 6 (2 + Int mod) x

+4 S (2 + Int mod) x

5 13 (2+Intmod)><1'|

devil). A DM may also rule that demons and devils can
choose not to answer a player character's summons if the PC
is engaged in an activity that doesn't aid their side of the
Blood War, or doesn't further their agendas. For instance, a
lawful evil tanar'ri player character summoning another
tanar'ti to invade the stronghold of someone allied to the
forces of the Abyss should not get any aid.

Undead
When a cleric tries to turn, rebuke, bolster, or command an
undead character, add any class levels to the character's Hit
Dice and turn resistance to determine the character's effec-
tive Hit Dice for the attempt.
Intelligent undead heal damage normally through rest,
though unintelligent undead do not.

Ghosts, Liches, and Vampires
Because these monsters are so difficult to kill permanently,
their level adjustments are difficult to adjudicate. The DM
should carefully consider the durability of such characters
before allowing them in his or her campaign.




TaBLE 2—8: ADVANCED MONSTER RACES (CONTINUED)

Hit Level Starting Skill Points for
Monster Type Dice Adjustment ECL Base Creature
Ettercap Aberration 5 +4 9 (2 + Int mod) x 8
Genie
Djinni Outsider 7 +6 13 (8 + Int mod) x 10
Djinni noble Outsider 10 +10 20 (8 + Int mod) x 13
Efreetl Outsider 10 +9 19 (8 + Int mod) x 13
Janni Outsider 6 +5 1 (8 + Int mod) x
Ghast Undead 4 +3 7 (4 + Int mod) x
Ghoul Undead 2 +3 5 (4 + Int mod) x
Giant -
Stone Giant 14 +4 18 (2 + Int mod) x 17 RDIFACH
Stone (elder) Giant 14 +6 20 (2 + Int mod) x 17 T
Frost Giant 14 +4 18 (2 + Int mod) x 17 >’g%‘
Fire Giant 15 +4 19 (2 + Int mod) x 18 §(n—%:],
Golem SR ok
Flesh Giant 9 +6 IS (2 + Int mod) x 12 g;m:
Clay Giant 1 +8 19 (2 + Int mod) x 14 I N
Stone Giant 14 +6 20 (2 + Int mod) x 17 o
Gray render Magical beast 10 +5 15 (2 + Int mod) x 13
Griffon Magical beast 7 +3 10 (2 + Int mod) x 14
Hag
Annis Monstrous humanoid 7 +5 12 (2 + Int mod) x 10
Green hag Monstrous humanoid 9 +5 14 (2 + Int mod) x 12
Harpy Monstrous humanoid 7 +3 10 (2 + Int mod) x 'IO
Homunculus Humanoid 2 +3 5 (2 + Int mod) x
Lillend Outsider 7 +6 13 (8 + Int mod) x 'IO
Magmin Elemental 2 +4 6 (2 + Int mod) x
Mind flayer Aberration S +7 15 (2 + Int mod) x 'I1
Mummy Undead 8 +5 13 (4 + Int mod) x 11
Phasm Aberration (shapechanger) 5 +7 12 (2 + Int mod) x
Rakshasa Outsider 7 +7 14 (8 + Int mod) x 10
Shadow Undead 3 +7 10 (4 + Int mod) x
Shambling mound Plant 8 +6 14 (2 + Int mod) x 11
Treant Plant 7 +5 12 (2 + Int mod) x 10
Umber hulk Aberration 8 +6 14 (2 + Int mod) x 11
Yuan-ti
Pureblood Monstrous humanoid 6 +5 1 (2 + Int mod) x 9
Halfblood Monstrous humanoid 7 +5 12 (2 + Int mod) x10
Abomination Monstrous humanoid 9 +7 16 (2 + Int mod) x12
Abilit Level
ACID TEST: ADVANCED MONSTERS Y Adjustment
Let's continue the acid test examples with a monster from Natural armor bonus +1
Table 2-8. In this table, many of the base creatures have Huge weapons +1
. . ) . Rock throwing +1
level adjustments greater than their Hit Dice. The 10-foot reach 1
homunculus, for instance, only has 2 Hit Dice, but its level Spell-like abilities +1
adjustment is +3. Unbalanced ability score adjustments (+16 Str, +2

As an example of this process, let's review the level +4 Dex, +8 Con, +4 Cha)

adjustment determination for an elder stone giant (a 14
HD creature) from the Monster Manual. The table below
gives the level adjustments for each of its applicable
abilities.

The stone giant elder's thrown rock has a better range incre-
ment than any Player's Handbook weapon, so it is worth a +1
level adjustment. The abilities detailed on the table above

TaBLE 2—9: ADVANCED MONSTER TEMPLATES

Hit Level Starting Skill Points for
Template Type Dice Adjustment ECL Base Creature
Ghost Undead' As base +5 Varies As base
Lich Undead' As base +4 Varies As base
Lycanthrope Humanoid (shapechanger)  As base +3 Varies As base
Vampire Undead' As base +5 Varies As base

! These templates change all Hit Dice previously acquired to d12s, regardless of monster type or class. Class levels add d12s, not
class Hit Dice.




TaBLE 2—10: DRAGONS

Hit
Color Age Size Dice
Black Wyrrnting Tiny 4
Very young Small 7
Young Med. 10
Juvenile Med. 13
Blue Wyrmling Small 6
Very young Med. 9
Young Med. 12
Green Wyrmling Small 5
Very young Med. 8
Young Med. 1
Juvenile Large 14
Red Wyrmling Med. 7
Very young Large 10
Young Large 13
White Wyrmling Tiny 3
Very young Small 6
Young Med. 9
Juvenile Med. 12
Brass Wyrmling Tiny 4
Very young Small 7
Young Med. 10
Juvenile Med. 13
Bronze Wyrmling Small 6
Very young Med. 9
Young Med. 12
Copper Wyrmling Tiny 5
Very young Small 3
Young Med. 1
Juvenile Med. 14
Gold Wyrmling Med. 8
Very young Large 11
Young Large 14
Silver Wyrmling Small 7
Very young Med. 10
Young Med. 13

give a +6 level adjustment, making its ECL 20 without class
levels. Given magic items appropriate for a 20th-level char-
acter, a stone giant elder could he a perfectly viable member
of a 20th-level party.

DRAGONS
Because of the variation available within dragonkind,
these creatures get their own set of level adjustments
(see Table 2-9). Despite this fact, they are no more diffi-
cult to include in your game than any of the monsters on
Table 2-8.

Level Starting Skill Points for
Adjustment ECL Base Creature
+3 7 (6 + Int mod) x 7
+3 10 (6 + Int mod) x 10
+3 13 (6 + Int mod) x 13
+4 17 (6+Intmod)><'|7
+4 10 (6 + Int mod) x
+4 13 (6 +Int mod)><12
+5 17 (6 + Int mod)><15
+5 10 (6 + Int mod) x
+5 13 (6 + Int mod)xﬂ
+5 16 (6 + Int mod) x 14
+6 20 (6 + Int mod) x 17
+4 11 (6 + Int mod) x 10
+5 15 (6 + Int mod) x 13
+6 19 6+ Int mod)><16
+2 5 (6 + Int mod) x
+3 9 (6 + Int mod) x
+3 12 (6 + Int mod)><12
+5 17 (6+Intmod)><15
+2 6 (6 + Int mod) x
+3 10 (6 + Int mod)><10
+4 14 (6 + Int mod) x 13
+4 17 (6+Intmod)><16
+4 10 (6 + Int mod) x
+4 13 6+ Int mod)><12
+6 18 (6 + Int mod)><15
+2 7 (6 + Int mod) x
+3 11 (6 + Int mod)x]'l
+4 15 (6 + Int mod) x 14
+4 18 (6 + Int mod) x 17
+4 12 (6 + Int mod) x 11
+5 16 (6 + Int mod) x 14
+6 20 (6 + Int mod) x 17
+4 1 (6 + Int mod) x 10
+4 14 (6 + Int mod) x 13
+5 18 (6 + Int mod) x 16

Any creature not on one of the tables in this chapter falls
into this category. These creatures present tremendous diffi-
culties for both players and DMs when used as characters.
While such a character may be fun for a single session, and
while some players may enjoy the challenges of overcoming
such a character's handicaps, over time these difficult mon-
sters tend to slow the game for the other characters and frus-
trate their own players.

A difficult monster possesses at least one of the following
drawbacks.

AWAKENED CHARACTERS

Awaken is a Sth-level druid spell that gives a tree or animal
humanlike sentience. Awakened animals and trees treat the
spellcaster as a friend, but they have no particular bond or empa-
thy with the spellcaster. An awakened creature can speak one
language known by the spellcaster, plus one additional language
known by the spellcaster per point of Intelligence bonus (if any).

An awakened plant has a score of 3d6 for its Intelligence,
Wisdom, and Charisma (generate these normally by rolling
4d6 and discarding the lowest result). An awakened animal
has an Intelligence score of 3d6 (generated normally by
rolling 4d6 and discarding the lowest result), +1d3
Charisma, and +2 HD.




Lack of Life: Constructs and unintelligent undead nor-
mally have no natural healing ability. A construct is destroyed
when it reaches 0 hit points. An undead can be turned,
destroyed, rebuked, or commanded. In general, living crea-
tures make better player characters than nonliving ones.

Lack of Independence: Many kinds of creatures are sub-
jects of the creature that created them. Vampire spawn,
shadows, and zombies created by mohrgs all fall into this
category. Unlike contracts or oaths of fealty, these bonds
give the master creature complete control over the activities
of its spawn. This control may make the master an interest-
ing character, but it makes for an unfulfilling play experi-
ence when a player character is a spawn.

Lack of Intelligence: Players who want to play some
kind of construct, undead, animal or plant face this obstacle.
An animal or plant can overcome this lack with the awaken
spell (see the Awakened Characters sidebar), The awaken
construct and awaken undead spells, in this book, do the same
for creatures of those types. The incarnate construct spell, in
this book, provides yet another way for constructs to gain
Intelligence scores and other abilities. A creature may also
circumvent its lack of Intelligence with a magic item that
boosts Intelligence, such as a headband of intellect. Items that
raise Intelligence temporarily (such as a potion of Intelligence)
do not remove this obstacle.

When the Intelligence of an animal permanently rises
above 3, the creature becomes a magical beast. When this
occurs, it is no longer vulnerable to spells and effects that
affect its previous type, though its Hit Die size, base attack
bonus, base save bonuses, and other attributes do not change.

DMs may allow awakened animal or plant characters, but
players are advised to consider using anthropomorphic ani-
mals in Appendix 3 of this book instead.

Lack of Anatomy: A creature in this category may have
no thumbs or, like a beholder, have no limbs at all. While it is
possible for such creatures to wear and use some magic items
(a wolf could wear a magic ring in its ear, for instance), they
cannot use many weapons and tools common to adventurers.
DMs may soon tire of asking, "How are you holding that?"

Lack of Communication: No one wants to sit at a game
session with a strip of duct tape over his mouth and com-
municate solely through gestures. But this is just what may
happen when playing a character who can't talk, doesn't
share a language with the other characters, and doesn't have
telepathy. The DM may choose to rule that the player of
such a character cannot talk during a game session. A grif-
fon is a powerful and intelligent magical beast, but it lacks
the power of speech. Anyone wishing to play a griffon char-
acter is advised to keep this in mind.

MONSTER CHARACTER
— BUILDING EXAMPLE

Suppose Peter joins a group of players who all have 5th-level
characters. He gets permission from his DM to create a bug-
bear character (starting ECL 4) named Gnarsht Redeye. Fol-
lowing the Character Creation Basics (see Chapter 1 of this
book), he must first decide how to arrive at Gnarsht's ability
scores. The DM reserves elite ability scores for his NPCs,
and Peter is sure he can roll better than the bugbear's stan-
dard 11,10,11,10,10,11. So he rolls 4dé and discards the
lowest number for each score. He gets 15,14,13,12,10, and
8. Some quick math and a Monster Manual tell Peter that
Gnarsht has the following racial ability modifiers: +4
Strength, +2 Dexterity, +2 Constitution, and —2 Charisma.

The next step is choosing a class. Peter decides that Gnarsht
would make a good barbarian. Adding one class level of bar-
barian to a Gnarsht's starting ECL of 4 gives him an ECL of 5,
making him the equivalent of a 5th-level character.

He then assigns Gnarsht's ability scores as follows:
Strength 15 (final score 19), Dexterity 10 (final score 12),
Constitution 14 (final score 16), Intelligence 13, Wisdom 8,
and Charisma 12 (final score 10). Then, Peter refers to Table
2-5. Adding Gnarsht's HD (3) to his new barbarian class
level (1), he determines that Gnarsht's character level is 4—
and at 4th character level, Gnarsht is entitled to an ability
increase. He chooses to add to Gnarsht's Strength, giving his
bugbear a total Strength of 20.

BENEATH THE WAVES

Many adventures happen near, or on, bodies of water large
enough to submerge characters. This book allows players to
create aquatic characters that are more at home under the
water than any character aided by spells or items. Several
considerations apply when adventuring underwater; some
pertain to aquatic creatures, some to nonaquatic creatures,
and some to both types of creatures.

Holding Your Breath and Drowning: Covered under The
Drowning Rule in Chapter 3 of the Dunceon MasTer's Guide.

General Hazards: Covered under Water Dangers in Chapter
3 of the Dunceon MasTer's Guide.

Movement: When wading or walking underwater, creatures
move at half speed, or at their swim speed if they have one.
Creatures benefiting from a freedom of movement effect can
wade or walk on the bottom at their normal speed.

Combat: Creatures without a swim speed (or the benefit of a

freedom of movement spell or similar effect) take a —2 penalty
on attack and damage rolls underwater. Slashing weapons,
blunt weapons, claws, and tail attacks deal half damage (after
applying the -2 penalty, divide the remainder by 2, rounding
down), with a minimum of 1 point of damage dealt. The free-
dom of movement spell negates this penalty. Even creatures
with a swim speed deal half damage with slashing or blunt
weapons (but not with claws or tail attacks) unless they have a
freedom of movement effect.

Fire: Fire attacks are ineffective underwater unless their
descriptions specifically say otherwise.

Spellcasting: A verbal component is a spoken incantation. To
provide a verbal component, you must be able to speak in a
strong voice. Characters unable to breathe underwater cannot
use spells with verbal components unless they somehow
surround their heads with a bubble of air. Chapter 6: Spells
provides lists of spells without verbal components.
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Peter decides to wait before buying equipment. He notes
that Gnarsht's speed is 40 fee: (30 feet for bugbear, plus 10
feet for barbarian fast movement). Gnarsht retains the bug-
bear's 60-foot darkvision.

Because of his Intelligence bonus, Gnarsht starts with 9
skill points as a bugbear. He also gains a +4 racial bonus on
Move Silently checks. As given in the bugbear's entry in the
Monster Manual, a bugbear's class skills are Climb, Hide,
Listen, Move Silently, and Spot. Peter decides to spend
Gnarsht's bugbear skill points as follows: Climb 3 points,
Hide 3 points, and Move Silently 3 points. As a 1st-level bar-
barian, Gnarsht gets 5 skill points (4 + Int modifier). Peter
spends Gnarsht's barbar-
ian skill points as fol-
lows: Intimidate 3
points, and Jump 2
points. Since bug-
bears are Medium-
size, Gnarsht does

not worry about
size  modifiers
to his skills.

Peter decides
to keep one of
the  bugbear's
standard  feat
choices, Alert-
ness, to avoid
being surprised.
He chooses
Iron Will for
Gnarsht's second
feat.

Before  doing
any further cal-
culations, Peter
looks at Table 2-24
in the Dunceon
MasTer's Guide and
finds that Gnarsht,now
anECL5character,starts
with 9,000 gp worth of equip-
ment. He spends 5,100 gp on a
+2 mithral shirt and 2,350 gp on a +
greatsword. He buys a cloak of vesistance
+1, and the remaining 550 gp go
toward standard adventuring gear and
his cash reserve.

Peter notes that a bugbear's good save is Reflex, giving
Gnarsht the following base save bonuses for his monster
Hit Dice: Fort +1, Reflex +3, Will +1. As a barbarian, he
gains an additional +2 on his Fortitude base save. Peter then
applies the appropriate ability modifiers, the benefit from
Iron Will, and the +1 modifier from the cloak of resistance +1
to find Gnarsht's actual save bonuses: Fort +7, Reflex +5,
Will +3.

To determine Armor Class, Gnarsht keeps the +3 natural
armor bonus he has for being a bugbear. He also gains a +1
bonus to AC for his Dexterity and a +6 bonus for his +2
mithral shirt, giving him a total AC of 20. Gnarsht's initiative
modifier is +1, thanks to his Dexterity.

Gnarsht's base attack bonus is +2 for being a 3 HD
humanoid and +1 for being a Ist-level barbarian. A 5th-level
barbarian would have a better base attack bonus, but the
result is not much different from a barbarian with
levels in another class.

Peter knows he keeps the bugbear's 3d8 Hit Dice,
/' but because he increased the character's Constitu-
" tion, Gnarsht gets +3 hit points per Hit Die, giving
him 3d8+9 hit points as a bugbear plus 1d12+3 hit

points for a level of barbarian. Peter opts to roll rather
than taking the bugbear's average hit points. He takes the
maximum result from the first Hit Die, then rolls a 2 and a 3,
giving Gnarsht 13 + 9 hit
points just for being a bug-
bear. Peter then rolls a 6 on
the d12 for barbarian
hit points,so Gnarsht

gains 9 more
- hit points for
being a barbar-
ian, giving
him a total of
31 hit points.
Here is
Peter's final
character.

4 Gnarsht:
Male bug-
bear Bbn 1;
ECL 5; Medium-
size humanoid
(goblinoid);
HD 3d8+9 plus
1d12+3;hp31;Init+1;
Spd 40ft.; AC 20, touch

11, flat-footed 19; Atk +9
melee (2d6+8/19-20, +1
greatsword); SQ darkvision
60 ft., fast movement, rage 1/day;
AL CN; SV Fort +7, Ref +5, Will +3; Str

20, Dex 12, Con 16, Int 13, Wis 8, Cha 10.
Skills and Feats: Climb +7, Hide +4, Intimidate +3, Jump +7,
Listen +1, Move Silently +8, Spot +1; Alertness.

Rage: Gnarsht can fly into a rage once per day for up to 8
rounds. The following changes to the above statistics are in
effect as long as he rages: hp 39; AC 18, touch 9, flat-footed
17; Atk +11 melee (2d6+11/19-20, +1 greatsword); SV Fort +9,
Will +3; Str 24, Con 20; Climb +10, Jump +9. After his rage is
over, Gnarsht is fatigued (-2 Strength, —2 Dexterity, can't
charge or run) for the duration of that encounter.




is chapter presents rules for treating monster kinds

as character classes. If you want to play a monster

because you think that monster is cool, this material

" allows you to emphasize its cool features rather than

_just add levels of character classes, such as wizard or
fighter, toan existing creature.

This system is an alternative to the monster advance-
ment system presented in the Monster Manual. While a
DM can advance monsters at will using that system, this
method lets players use Table 2-5: Experience and
Level-Dependent Benefits from Chapter 2: Building
Monster Characters to advance their monster characters
in such a way that the save DCs for their monster abili-
ties increase with monster level. Clever DMs can also
make use of this method to regress monsters and create
versions with lower CRs, so that those creatures can
appear earlier in.their campaigns. For instance, a DM
can use the minotaur monster class to regress a mino-
taur to 1st level (1 HD), making it a reasonable challenge
for 1st-level characters.

Rather than rework all the monsters in the Monster
Manual that could make good characters in this way, this
chapter presents one example to illustrate the technique.
Dozens more appear in Appendix 1: Sample Monster
Classes. Each example discusses the reasoning behind the
decisions made about how that monster advances. Players
and DMs, working together, can use these rules and that
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MONSTER CLASSES AND
__LEVEL ADJUSTMENTS

reasoning to develop other monster kinds ‘as classes
for their campaigns.

Level adjustment is important for determining the
starring ECL of the base creature (see Structure of
Monster Classes, below) because the starting ECL
sets the number of levels over which the monster
develops. Unlike other classes, a monster class has
a maximum number of levels equal to the crea-
ture's starting ECL. For example, a minotaur's
starring ECL is 8, so the minotaur monster class
has eight levels.

When using these rules to create a character
with one or more levels in a monster class, you
can ignore level adjustment. This is replaced by
your character's monster class level.

ENTERING A

The only way to take a level of a monster class is
to be that monster. A mind flayer cannot multi-
class as a minotaur, nor can a human take levels
as an asrral deva.
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STRUCTURE OF MONSTER CLASSES

As noted above, a monster class has a maximum number of
levels equal to its starting ECL. At the highest level for the
class, the monster character should have all the powers and
abilities of the base creature, as given in the Monster Manual.
Unlike the standard classes in the Player's Handbook, mon-
ster classes have racial traits as well as character traits. Racial
traits are not given in the class tables themselves; they
appear as a separate section before the Class Features section
for each monster. Generate ability scores for a monster
character as you would for a character of a standard
race, and then apply any racial modifiers using
the racial traits given for that class. Most mon-
ster characters do not start with the full racial
ability score adjustments that a monster of
the same kind right out of the Monster
Manual would be entitled to; they gain
ability score increases over several
levels, as a character of any standard
class would.
A monster class description
does not repeat information
about the base creature's type
or subtype. A monster charac-
r ter gains the benefits and
drawbacks of its type and sub-
type at first level. It retains the
base creature's alignment subtypes,
even if it actually has a different align-
ment (see the Ritual of Alignment in
Chapter 11: Becoming a Monster for one way to
reconcile subtype and alignment). A monster char-
acter uses its actual alignment or its subtype,
whichever produces the worse result, for purposes of
spells and effects. For example, a lawful good succubus
is still vulnerable to holy smite because it has the
chaotic and evil subtypes.
Monster class abilities that are exactly like
the creature's abilities as given in the Monster
Manual are not reproduced in a class
description, but they do appear on the
class table. See the Monster Manual for
information on these abilities.
When a monster class description
refers to "level," this means level
in the monster class. Levels and
Hit Dice gained in monster
classes do change special abili-
ties. For the effect of levels in non-
monster classes (standard or prestige classes) on monster
special abilities, see Monster Features in Chapter 2:
Building Monster Characters.

SIZE AND SPEED

A monster character always starts out as Medium-size
at the largest. Monsters that are Large or larger in the
Monster Manual increase in size over the course of sev-
eral levels. See the Monster Manual and the Player's Hand-
book for the general effects of size changes on Armor
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Class, attack bonus. Hide checks, grapple checks, and so
on. Do not change natural armor bonus or ability scores
when size changes; those alterations are built into each
class progression.

Some monsters become faster as they gain levels. The
higher speed appears in the monster's class table and
replaces the creature's original land speed.

SKILL POINTS

Monster classes grant skill points the way standard classes
do. The monster's st-level skill points are multiplied by 4, as
with standard classes. Table 2—1: Monster Character Starting
Skill Points gives the skill points that a monster starts with,
based on its Intelligence modifier and its type. The tables for
the sample classes in Appendix 1 show how the monster
gains skill points as it advances in level in its monster class.
The skills given for the base creature from the Monster
Manual are class skills for the monster class.

CHALLENGE RATING
EBach monster class table has a CR (Challenge Rating)
column. This has no meaning for players or player charac-
ters and is given only as an aid to DMs who want to adjust
monster CRs by regressing existing creatures.

NATURAL ATTACKS

Many monsters have natural attacks. Members of the corre-
sponding monster class are always proficient with their own
natural weapons. Using a natural attack does not provoke an
attack of opportunity unless the class description specifies
otherwise. A monster does not get iterative attacks (multi-
ple attacks with the same weapon at a cumulative —5 penalty,
as a manufactured weapon would provide) on a full attack
action with its natural weapons unless the class description
specifies otherwise. A monster character can use any of its
natural weapons as a secondary attack at a —5 penalty on the
attack roll, but it may not use a secondary attack as a primary
attack, even if it doesn't choose to use its actual primary
attack in a given round. The Multiattack feat described in
the Monster Manual can reduce the penalty on secondary
attacks to —2.

MONSTERS BELOW 1 HD

It is possible for a monster to complete its class progression
and still nor have a full Hit Die. For instance, the grig has
only a fractional Hit Die at its full potential. When such a
creature takes its first level in a class other than its monster
class, do not roll the class Hit Die for hit points. Instead, use
the maximum possible result for that class's Hit Die.

MONSTER CLASSES AND MULTICLASSING

A monster character using these rules may not multiclass
until it completes the full progression in its monster
class. This rule keeps characters from gaining the bene-
fits of a monster's type and then quickly switching to a
standard class.

A monster class imposes an experience point penalty for
multiclassing, just as other classes do (depending on pre-
ferred classes for the creature or race). A monster class is a

character class for purposes of determining whether a char-
acter takes an experience point penalty. See the sample
classes in Appendix 1 for specifics.

MONSTER CLASSES AND
LEVEL-DEPENDENT BENEFITS

A character progressing in a monster class gains feats and
ability score increases according to Table 2—5: Experience
and Level-Dependent Benefits. That table also limits their
maximum ranks in class and cross-class skills. Each monster
class description specifies when the character gains feats
and ability score increases.

READING THE CLASS TABLES

The following notes explain how to interpret certain infor-
mation noted on a monster class table.

Ability Score Increases: At various levels, a character
progressing in a monster class receives ability score
increases. The table for that class shows how much to
change the ability score at that level. For instance, the mino-
taur gains +2 Strength at 2nd, 4th, and 6th level. That means
you should increase the Strength score by +2 at 2nd level, +2
at 4th level, and +2 at 6th level (for a total of 6 points higher
than the base value at 1st level).

Natural Armor Bonuses: At various levels, members of
some monster classes receive natural armor bonuses. The
table for such a class gives the total natural armor bonus the
creature has at that level. Do not add these bonuses together,
as is done for ability score increases.

EXAMPLE MONSTER

The minotaur is one of the strongest and most combative of
the monstrous humanoids. Graced with a powerful gore
attacks and familiarity with weapons, the minotaur repre-
sents a tough opponent for dungeon-exploring heroes. Now,
the minotaur class allows the cunning and ferocity of this
classic foe to work to the benefit of player characters.

Building the minotaur monster class requires examining
each of the components that make the monster formidable
in combat: Strength, size, natural armor, and natural
attacks. Then, slowly parcel out those benefits in stages
until the minotaur reaches its final ECL of 8 (including its
+2 level adjustment). A tst-level minotaur has a hint of its
eventual Strength but must tolerate penalties to Intelli-
gence and Charisma. It also has a natural attack, the ability
to charge for increased damage, and a small natural armor
bonus. The rest of the minotaur's abilities are upgraded
along these lines as smoothly as possible until it reaches 8th
level (6 HD). For much of this time, the immature mino-
taur lacks the advantage of Large size (and the 10-foot reach
it provides). The minotaur grows to its full adult Large size
upon reaching 6th level.

After reaching 8th level, the minotaur can continue to
advance using the monster advancement rules in the Mon-
ster Manual, if desired. Monstrous humanoids have a great
base attack progression (equal to a fighter's) and two good
saves, so there is good incentive to advance in this way.
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TaBLE 3—1: THE MINOTAUR

Hit Base Attack Fort Ref  Will Sskill

Level Dice Bonus Save Save Save Points CR  Special

Tst 1d8 +1 +0 +2 +2 (2 + Int mod) x 4 1 Gore 1d4, feat, +2 natural armor

2nd 2d8 +2 +1 +3 +3 2 + Int mod 1 +2 Str, keen senses (+1), natural cunning (cannot
become lost)

3rd 2d8 +2 +1 +3 +3 — 2 +2 Con, +3 natural armor, gore 1d6

4th 3d8 +3 +1 +3 +3 2 + Int mod 2 +2Str, scent 10 ft., keen senses (+2), natural cunning,
(track enemies), feat

5th 3d8 +3 +1 +3 +3 — 3 +4 natural armor, +2 Con

6th 4d8 +4 +1 +4 +4 2 + Int mod 3 +2 Str, -2 Dex, scent 20 ft., Large size, reach 10 ft.,
keen senses (+3)

7th 5d8 +5 +1 +4 +4 2 + Int mod 4 +5 natural armor bonus, natural cunning (never
flat-footed, immune to maze spells), gore 1d8

8th 6d8 +6/+1 +2 +5 +5 2 + Int mod 4 Scent 30 ft., keen senses (+4), feat

Other good options for continuing to develop a minotaur
character include advancing as a fighter (for the bonus
feats), a barbarian (for rage and certain skills), or a rogue (for
sneak attacks and even more skills).

RACIAL TRAITS

* Starting Ability Score Adjustments: + 2 Str, +2 Dex, —4 Int,
—2 Cha. While known for cunning and ferocity, mino-
taurs rely on Strength and natural weaponry to overcome
their foes. The minotaur's Strength and Constitution
increase as it gains levels, while its Dexterity decreases.

* Speed: Minotaur land speed is 30 feet.

* Darkvision: Minotaurs can see in the dark up to 60 feet.

+ Automatic Languages: Giant. A minotaur with enough
Intelligence to receive a bonus language usually makes
Common its first choice.

Though they are classified as monstrous humanoids,
minotaurs frequently associate with various giant kinds,
including ogres, ettins, and true giants. Their size makes
minotaurs accepted among these monsters when smaller
beings would not be.

« Favored Class: Minotaur. The best multiclassing choices
for a minotaur are fighter, barbarian, and ranger.

CLASS SKILLS
The minotaur's class skills (and the key ability for each skill)
are Craft (Int), Intimidate (Cha), Jump (Str), Listen (Wis),
Search (Int), and Spot (Wis).
On reaching Large size, a minotaur takes a —4 size penalty
on Hide checks.

CLASS FEATURES

All of the following are class features of the minotaur mon-
ster class.

Weapon and Armor Proficiency: Minotaurs are profi-
cient with all simple and martial weapons, with light and
medium armor, and with shields.

Feats: A minotaur receives one feat at 1st level, one at 4th
level, and another at 8th level. After 8th level, it gains feats
normally according to its effective character level (the total
of its Hit Dice, level adjustment, and class levels) as shown
on Table 2-5: Experience and Level-Dependent Benefits.

Keen Senses (Ex): A 1st-level minotaur gains a +1
racial bonus on Listen, Search, and Spot checks. At 4th
level, the bonus rises to +2, at 6th level to +3, and at 8th
level to +4.

Natural Cunning (Ex): Most minotaurs are not clever,
but they all possess an innate logical ability. At 2nd level, a
minotaur can never become lost. At 4th level, when it devel-
ops the scent ability, it can track creatures by smell. At 7th
level, a minotaur becomes immune to maze spells and is
never flat-footed.

Scent (Ex): A minotaur has a keen sense of smell. Begin-
ning at 4th level, it can detect opponents within the given
range (double range if the scent is upwind, one-half range if
it is downwind) and may take a move-equivalent action to
determine the direction of a scent. If an odor source, such as
an opponent, is within 5 feet, the minotaur can pinpoint
that source. Minotaurs can use the scent ability to track an
enemy by smell.

Large Size: At 6th level, a minotaur grows to Large size
and its natural reach extends to 10 feet. It incurs the usual
penalties for Large creatures.

Gore: A gore is a natural attack. Beginning at 1st level, a
minotaur deals 1d4 points of damage plus its Strength mod-
ifier when making a gore attack. At 3rd level the base
damage rises to 1dé, and at 7th level to 1d8. When a mino-
taur charges to make a gore attack, it deals additional
damage according to the following table. A minotaur adds
one and one-half times its Strength modifier to its gore
damage when charging.

Gore Damage Charge Damage

1d4 2d6
1d6 2d8
1d8 4d6

Because a gore is a natural attack, a minotaur can use the full
attack action to attack with a melee weapon and follow up
with its gore attack as a secondary attack at a —5 penalty. It
does get iterative attacks (multiple attacks with the same
weapon at a cumulative —5 penalty), if it is entitled to any,
with its melee weapon (but not with its gore) when using
such an attack routine.




is chapter presents new feats that are particularly
useful to monster characters.

WHEN MONSTERS
GAIN FEATS

Monster characters receive feats at the same rate that char-
acters of standard races do: one for their first Hit Die (or
fractional HD), one more for having 3 Hit Dice, and an
additional one for each additional 3 HD the character has.

When adding class levels to a monster, you keep the
number of feats determined by the monsters Hit Dice. The
character doesn't gain a bonus feat for its first class level
because it isn't a 1st-level character (see below for the
exception to this rule). Add class levels and Hit Dice, then
refer to Table 2-5: Experience and Level-Dependent Bene-
fits in Chapter 2: Building Monster Characters. The Feats
column indicates when the character gets its next feat. For
instance, if a 6 HD monster takes a level in some class, its
level plus Hit Dice equals 7. That character won't gain
another feat until it gains two more Hit Dice (character
level 9th).

If your base creature has only 1 Hit Die and you choose
to replace that with a class level (thus losing the associated
base attack bonus, base saving throw bonuses, skill points,
and feats), then your character gains a feat at 1st level, just
like any other 1st-level character.
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Some monsters also gain bonus feats as racial traits,
as indicated in their Monster Manual descriptions.

Many of the feats described in this chapter belong to
a new category, monstrous feats (see the second half
of Table 4-1, on page 32). Only creatures with a
monstrous form or one or more monstrous abilities
may select these feats. Monstrous forms and abili-
ties are those that are unavailable to normal
humanoid or animal creatures, including but not
limited to extra appendages, nonstandard
appendages (such as tentacles or a tail), supernat-
ural abilities, and spell-like abilities. With your
DM's permission, you may be able to choose
monstrous feats for your character if your char-
acter acquired unusual abilities through trans-
formation or by advancing in a prestige class.

KGROUND FEAT

Another new category of feat is the back-
ground feat (see the first half of Table 4-1, on
page 31). You can choose a background feat for
your character if the Climate/Terrain entry for
the base creature mentions the indicated type




of terrain or climate. If the base creature's terrain entry
includes more than one specific terrain type, it may be eligi-
ble for additional background feats, at the DM's discretion.

Feat descriptions use the following format.

FEAT NAME [TYPE OF FEAT]

The initial text after the feat name describes generally what
the feat does in plain language.

Prerequisite: A prerequisite is a minimum ability score,
creature type, minimum size or physical characteristic, a min-
imum base attack bonus; another feat or feats, minimum
ranks in one or more skills, or a class feature that a character
must have in order to acquire a particular feat. A feat may have
more than one specific requirement; in such a case, all of
them are still referred to collectively as the feat's prerequisite.

Benefit: A feat's benefit is what it enables the character
to do. If a character takes the same feat more than once, its
benefits do not stack unless otherwise indicated in the feat
description.

Normal: This section describes what a character who
does not have a particular feat is limited to or restricted
from doing. If not having the feat causes no particular
drawback, this entry is absent.

Special: This section gives additional facts about the feat
that may be helpful when in deciding whether to acquire it.

NEW FEATS

ABILITY FOCUS [GENERAL]

Choose one of your special attacks. This attack becomes
more potent than normal.

Prerequisite: Special attack.

Benefit: Add +2 to the DC for all saving throws against
the special attack on which you focus.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take the feat, it applies to a new
special attack.

AREA ATTACK [GENERAL]

You can wield improvised weapons to attack several spaces
at once.
Prerequisite: Sir 19, Huge size, Power Attack.

Benefit: You can use your great size and strength to pick
up a heavy object and attack an area as a standard action.
Such an attack may consist of swinging a large log or
smashing a door down on opponents' heads. The area
affected is a half-circle with a radius equal to your reach.
You deal damage to all creatures two or more size categories
smaller than you within the area. The base damage dealt
depends on your size category, as given on the table below.
Add 1 1/2 times your Strength bonus to this base damage to
determine the total damage for the attack.

Size Category Damage
Huge 1d8
Gargantuan 2d6
Colossal 2d8

Though it can deal significant damage, this form of attack is
awkward and unbalancing. You incur a —2 penalty to your
Armor Class and on Reflex saves until your next action.

ASSUME SUPERNATURAL ABILITY
[GENERAL]
You learn to use a supernatural ability of an assumed form.

Prerequisite: Wis 13, ability to assume a new form mag-
ically.

Benefit: You learn to use a single supernatural ability of
another kind of creature while assuming its form through a
polymorph self spell or a similar effect. The saving throw DC
against this ability is based on your ability scores, not those
of a standard creature of the kind whose form you've
assumed. For a breath weapon, the saving throw DC is 10 +
your Constitution modifier + 1/2 your Hit Dice (rounded
down). For all other supernatural abilities, the saving throw
(if any) DC is 10 + your Charisma modifier + 1/2 your Hit
Dice (rounded down).

If a creature, such as an undead, has no Constitution
score, use its Charisma modifier or its Constitution modi-
fier (+0 for a nonability), whichever is higher, to determine
the save DC.

Using this alien ability is disorienting. You take a —2
penalty on all attack rolls, saving throws, skill checks, and
ability checks. Additionally, in a stressful or demanding sit-
uation (such as combat), you must succeed on a Will save
(DC 19) or be unable to use the ability.

Normal: Without this feat, you cannot use the supernat-
ural abilities of a creature whose form you assume.

OPTIONAL RULE:
TRAINING IN MONSTROUS FEATS

A creature from the Monster Manual may take any monstrous
feat, as well as any feat already available to characters,
provided that it meets the prerequisites. The character may
have discovered the talent independently, or may have learned
it from a monstrous companion. Many monstrous beings are
not tolerated by the surrounding community and must keep
their existence secret. Evil communities may tolerate the pres-
ence of monsters that other communities would not, but

neutral and good communities are liable to drive away
monsters and those who would associate with them.

Learning a feat from another monster can lead to interesting
adventure opportunities. As an optional rule, the Dungeon
Master can require that a monstrous character undertake a
quest for a desired feat. This works best if the feat is one with
many prerequisites—it is a long and difficult path to discovery.
For example, learning the secret of Improved Multiweapon
Fighting might entail seeking out a xill ranger in its extraplanar
haunts.




Special: You can take this feat multiple times. You cannot
apply it more than once to the same special ability in order
to improve the Will save DC. Each time you take this feat, it
applies to a different special ability.

BLOWHARD [GENERAL]

You can blow targets over with your breath.

Prerequisite: Con 20, Huge size, Power Attack.

Benefit: As an attack action, you can use your breath to
affect all creatures in a cone 5 feet in length per point of your
Constitution bonus. Each creature in the area is affected as
through struck by a wind effect (see Table 3—17: Wind Effects
in the Dunceon Master's Guide). The strength of the wind effect
depends on your size category, as given on the table below.

Size Category Wind Effect
Huge Strong
Gargantuan Severe
Colossal Windstorm

If you have a breath weapon, you cannot use this feat and
your breath weapon at the same time.

BONUS BREATH [MONSTROUS]

You can use your breath weapon one more time per day
than you normally could.

Prerequisite: Breath weapon with limited uses per day,
Extend Spell or Extend Spell-Like Ability.

Benefit: You can breathe one additional time per day.
The interval you must wait between breaths is 1 hour.

Special: You can gain this feat multiple times. Bach time
you take it, you can breathe one additional time per day.

CONTROLLED RESPIRATION [GENERAL]

You can stay out of water longer than you otherwise could.

Prerequisite: Time limit on how long you can remain
out of water, Endurance.

Benefit: You can control your breathing so as to remain
out of water for a longer period of time than you otherwise
could. Double the normal time limit after which you must
begin making Constitution checks to avoid suffocation.

This feat does not allow creatures that cannot normally
breathe air, such as fish, to do so.

CRUSH [GENERAL]
Like a dragon, you can hurl your body onto opponents to
deal tremendous damage.
Prerequisite: Huge size.

Size Category Crush Base Damage
Huge 2d8
Gargantuan 4d6
Colossal 4d8

Benefit: As a standard action, you can jump or fall onto
opponents, using your whole body to crush them. This
attack is useful only against creatures at least three size cat-
egories smaller than yourself. The base damage for a crush
attack depends on your size category, as given on the table

above. Add 1 1/2 times your Strength bonus to this base
damage to determine the total damage for the attack.

A crush attack deals bludgeoning damage and affects as
many creatures as can fit under your body (see Large and
Small Creatures in Combat in Chapter 8 of the Player's
Handbook). Each creature in the affected area must succeed
on a Reflex save (DC 10 + your Str modifier + your size mod-
ifier for grapple attacks). On a failure, the opponent is
pinned and automatically takes crush damage each round
the pin is maintained.

CUMBROUS DODGE [GENERAL]

You have a chance to dodge attacks that hit you, but at a
cost.

Prerequisites: Dodge, Tumble 4 ranks.

Benefit: You may activate this feat as a free action. You
gain a +2 bonus to your Armor Class for the rest of the cur-
rent encounter. At the end of the encounter, you are
fatigued. For details on fatigue, see the Condition Summary
in Chapter 3 of the Dunceon Master's Guide.

CUMBROUS FORTITUDE [GENERAL]

You have a greater chance than normal to resist attacks
against your vitality, but at a cost.

Prerequisites: Great Fortitude.

Benefit: Before rolling a Fortitude save, you can decide
to activate this feat, which gives you a +6 bonus on your
saving throw. After the saving throw is resolved, regardless
of the result, you are staggered until the end of the
encounter. A staggered character can take only a partial
action when he or she would normally be able to take a
standard action.

CUMBROUS REFLEXES [GENERAL]

You have a greater chance to resist attacks against your
agility, but at a cost.

Prerequisites: Lightning Reflexes.

Benefit: Before rolling a Reflex save, you can decide to
activate this feat, which gives you a +6 bonus on your saving
throw. After the saving throw is resolved, regardless of the
result, you are prone and dazed. For details on these condi-
tions, see the Condition Summary in Chapter 3 of the Dun-
GEON MasTER's Guide.

CUMBROUS WILL [GENERAL]

You have a greater chance to resist attacks against your
willpower, but at a cost.

Prerequisites: Iron Will.

Benefit: Before rolling a Will save, you can decide to
activate this feat, which gives you a +6 bonus on your saving
throw. After the saving throw is resolved, regardless of the
result, you are shaken until the end of the encounter. A
shaken character takes a —2 morale penalty on attack rolls,
checks, and saving throws.

DEADLY POISON [MONSTROUS]
Your poison attack deals more damage than normal.
Prerequisite: Con 19, poison special attack that deals
ability damage as secondary damage, Virulent Poison.
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TasLE 4-1: FeaTs

General Feats
Ability Focus
Area Attack
Assume Supernatural Ability
Improved Assume Supernatural Ability

Prerequisite
Special attack

Cumbrous Dodge
Cumbrous Fortitude
Cumbrous Reflexes
Cumbrous Wilt
Fling Enemy
Flyby Attack
Great Flyby Attack
Improved Flyby Attack
Gape of the Serpent
Improved Scent
Uncanny Scent
Inured to Energy
Involuntary Rage
Mighty Leaping
Pain Mastery
Power Dive
Quick Change
Quicken Spell-Like Ability
Reverberation

Dodge, Tumble 4 ranks
Great Fortitude
Lightning Reflexes

Iron Will

Fly speed, Flyby Attack

Swallow whole

Scent ability

Scent ability, Improved Scent
Resistance to energy

Con 20, Toughness

Con 20, Toughness
Dex 15, alternate form ability

Sonic-based attack

Vicious Wound

Background Feats
Deep Denizen
Desert Dweller
Grass Trekker
Peak Hopper
Swamp Stalker
Treefriend
Winter's Child

Prerequisite
Underground terrain
Desert terrain

Plains terrain

Hill or mountain terrain
Marsh terrain

Forest terrain

Cold climate

Str 19, Huge size, Power Attack
Wis 13, must have magically assumed a new form
Wis 17, Assume Supernatural Ability, must have magically assumed a new form

Spell-like ability caster level 8th

Blowhard Con 20, Huge size, Power Attack
Controlled Respiration Time limit on remaining out of water, Endurance
Crush Huge size

Str 23, Huge size, improved grab

Fly speed, Dodge, Flyby Attack, Mobility

Str 21, Dodge, Mobility, Jump 9 ranks or a racial bonus on Jump checks

Str 15, fly speed (average maneuverability)

Roll with It Con 20, Toughness

Scramble Dex 15, Small size or smaller, improved evasion
Stamp Huge size, must have feet, Trample
Supernatural Transformation Innate spell-like ability

Thunderclap Str 30, Improved Unarmed Strike, Power Attack

Expertise, wounding special attack

! This feat description is given in the Monster Manual. It is noted here only as a prerequisite for other feats.

Benefit: Your poison attack has the potential to deal
more potent secondary damage than it otherwise could. If
the subject of the attack fails the second saving throw, the
poison deals double its normal secondary damage.

DEEP DENIZEN [GENERAL]

You are adapted to a subterranean environment.

Prerequisite: Underground as sole terrain type.

Benefit: Living underground has made you more reliant
on nonvisual senses than surface dwellers. You gain a +2
competence bonus on Listen checks and a +4 competence
bonus when tracking by scent.

8@ DLESERT DWELLER [GENERAL]

You are adapted to a desert environment.

Prerequisite: Desert terrain type.

Benefit: As a desert dweller, you are more hardy than
those who live in more gentle climates. Your Fortitude save
DC to avoid subdual damage from heat is reduced to 10 (see

Heat Dangers in Chapter 3 of the Dunceon MasTer's Guide).
In addition, you can go without water for a number of
hours equal to 24 + twice your Constitution score (see Star-
vation and Thirst Dangers in Chapter 3 of the Dunceon
MastEer's Guide).

DETACH [MONSTROUS]

You can remove a part of your body and use it as a ranged
weapon.

Prerequisite: Con 19, regeneration.

Benefit: As an attack action, you can detach a portion of
your body that can make a melee attack other than a bite
(such as a paw, tail, or tentacle) and use it as a thrown weapon
(range increment 20 feet). The thrown member deals its base
damage plus your Strength bonus (not 1 1/2 times your
Strength bonus). Special attacks that deal damage, such as
poison and acid, take effect normally from the thrown
member. Ability damage, ability drain, and energy drain
attacks cannot be made with the detached body part.




TaBLE 4-1: FEATS (CONTINUED)

Monstrous Feats
Bonus Breath
Detach
Dust Cloud
Empower Spell-Like Ability 2
Extended Reach
Extra Item Space
Final Strike
Improved Turn Resistance
Improved Web
Irresistible Gaze
Piercing Gaze
Mighty Roar
Greater Mighty Roar
Multiattack '
Improved Multiattack
Multitasking
Multivoice

Multigrab
Greater Multigrab
Rending Constriction

Multiweapon Fighting '
Improved Multiweapon Fighting
Greater Multiweapon Fighting

Narrowed Gaze
Pervasive Gaze
Poison Resistance
Poison Immunity
Prehensile Tail
Rapid Breath
Surrogate Spellcasting
Thick-Ski nned
Virulent Poison
Deadly Poison
Wingstbrm

Prerequisite

Breath weapon with limited uses per day, Extend Spell or Extend Spell-Like Ability
Con 19, regeneration

Dex 19, Int 19, Combat Reflexes, Huge size, wings or tail
Spell-like ability caster level 4th

Small size, nonrigid body or a nonrigid attack form

Multiple limbs or heads

Acid, air, cold, earth, electricity, fire, or water subtype
Undead creature type

Create webs as an extraordinary ability at least twice per day
Gaze attack

Cha 15, Int 13, gaze attack, Irresistible Gaze

Animal or magical beast; Large size

Animal or magical beast; Large size, Mighty Roar

Three natural weapons, Multiattack

Dex 15, Int 15, Improved Two-Weapon Fighting, Multiattack, Two-Weapon Fighting
Dex 15, Int 15, two or more heads, Improved Two-Weapon Fighting, Multiattack,
Quicken Spell, Two-Weapon Fighting

Str 17, Improved Grab

Str 19, Dex 15, Improved Grab, Multigrab

Str 19, Dex 15, constrict ability, Greater Multigrab, Improved Grab, Multigrab, two
constricting members

Dex 15, three hands, base attack bonus +9, Multidexterity, Multiweapon Fighting
Dex 19, three hands, base attack bonus +15, Improved Multiweapon Fighting,
Multiweapon Fighting, Multidexterity

Int 13, gaze attack

Int 13, gaze attack

Poison attack as an extraordinary ability

Poison attack as an extraordinary ability, Poison Resistance

Str 13, tail attack, Two-weapon Fighting

Breath weapon, Quicken Spell or Spell-Like Ability

Wis 13, nonhumanoid or nonhumanlike form

Damage reduction

Poison attack as an extraordinary ability

Con 19, poison attack, Virulent Poison

Str 13, fly speed 20 ft., Large size, Hover, Power Attack

! This feat description is given in the Monster Manual. It is noted here only as a prerequisite for other feats.
2 You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new weapon, skill,

school of magic, selection of spells, or spell-like ability.

Special: Tearing off a piece of yourself is traumatic. You
take subdual damage equal to one-quarter of your full
normal hit point total. Damage reduction cannot reduce
the amount of damage taken in this way.

DUST CLOUD [MONSTROUS]

You can sweep dust into the air to hide from opponents.

Prerequisites: Dex 19, Int 19, Huge size. Combat
Reflexes, wings or tail.

Benefit: As an attack action, you can sweep a limb across
the ground and create a dust cloud. This hemispherical
cloud has a radius in feet equal to 20 x your Hit Dice. Creat-
ing the cloud has a 50% chance to snuff unprotected flames
(candles, torches, small camp fires) of nonmagical origin in
the area. The cloud obscures vision, and creatures caught
within are blinded while inside and for 1 round after
emerging. Any creature caught in the cloud must succeed
on a Concentration check (DC 10 + 1/2 your Hit Dice +
your Str modifier) to cast a spell. The cloud lasts a number
of rounds equal to 1 + your Dexterity modifier.

Special: A flying creature with this feat must be within
reach of the ground to create the effect, but need not actu-
ally be in contact with it.

EMPOWER SPELL-LIKE ABILITY [GENERAL]

You can use a spell-like ability with greater effect than
normal.

Prerequisite: Spell-like ability caster level 4th.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions below. You can use that ability as an
empowered spell-like ability three times per day (or less, if
the ability is normally usable only once or twice per day).

When you use an empowered spell-like ability, 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 as normal, cures half again as many hit
points, affects half again as many targets, and so on as appro-
priate. For example, a night hag's empowered magic missile
deals 1 1/2 times normal damage (roll 1d4+1 and multiply
the result by 1 1/2 for each missile). Saving throws and
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opposed rolls (such as the one made when a character casts
dispel magic) are not affected. Spell-like abilities without
random variables are not affected.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to one-half your caster level
(round down), —2. See the table below. For example, a crea-
ture that uses its spell-like abilities as a 13th-level caster can
only empower spell-like abilities duplicating spells of 4th
level or lower.

Special: This feat can be taken multiple times. Bach time
it is taken, you can apply it to another one of your spell-like
abilities.

EmPowER SPELL-LIKE ABILITY

Spell Caster Level
Level to Empower
0 4th

st 6th

2nd 8th

3rd 10th

4th 12th

5th 14th

6th 16th

7th 18th

8th 20th

9th —

EXTENDED REACH [MONSTROUS]
Your flexible body allows you to reach farther than normal.

Prerequisite: Small or larger size, nonrigid body or
a nonrigid attack form such as a tentacle, feeler, or
pseudopod.

Benefit: Your body or a part of your body with which
you can deliver a melee attack is boneless and flexible,
allowing you to threaten a larger than normal area with
melee attacks. Add +5 feet to your normal reach.

EXTRA ITEM SPACE [MONSTROUS]

You can wear more magic items than are normally allowed.

Prerequisite: Multiple limbs or heads.

Benefit: You can wear one additional magic item beyond
the normal limit for the item type in question. The multiple
limbs you have must correspond to the limb on which that
item type is normally worn. For example, a character is nor-
mally limited to two rings, but a marilith (with six arms)
could wear three rings with this feat. Likewise, an ettin
(with two heads) could wear two periapts or necklaces
instead of the one normally allowed.

Normal: Usually only one or two magic items that are
restricted to a particular body part can be used at once.

Special: You can take this feat more than once. Each time,
it adds a new item space. You cannot have more item spaces
than you have limbs or body parts of the appropriate kind.

. FINAL STRIKE [MONSTROUS]
Your death throes are destructive.
Prerequisite: Acid, air, cold, earth, electricity, fire, or
water subtype.
Benefit: When you are killed (that is, when your hit
points drop to —10 or lower), your body explodes in a final

strike—a blast of elemental destruction—according to the
table below. Everything within 60 feet is subject to the
effect. Your final strike deals 1dé points of damage per Hit
Die, up to a maximum of 20dé. Each creature in the area
may make a successful Reflex save (DC 10 + 1/2 your Hit
Dice + your Con modifier) to halve the damage dealt. The
blast also has a secondary effect, which can be reduced or
negated (as shown on the table below) by a second success-
ful save of the type indicated (same DC as the save against
the primary damage).

Subtype
Acid

Primary Damage
Acid

Secondary Damage
Blindness for 2d4
rounds, Fortitude
negates

Destructive harmonics
(1d6 sonic damage per 2
Hit Dice; Reflex half)

Ice shards (1d6 piercing
damage per 2 Hit Dice;
Reflex half)

Earthquake (as spell,
Reflex save according to
effect)

Thunderclap (1d6 sonic
damage per 2 Hit Dice,
stun for 1 round, deafen
for 4d6 rounds; Reflex
half and no deafness)
Light blast (1d6 damage
per 2 Hit Dice; Reflex
half)

Drench (extinguish
nonmagical fire
automatically, or magical
fire as dispel magic cast
by a sorcerer whose level
equals your HD total)

Air Blast of wind

(bludgeoning damage)

Cold Cold

Blast of rock shards

Earth

Electricity  Lightning

Fire Fire

Blast of water
(bludgeoning damage)

Water

Special: A final strike renders your corpse unsuitable for
raise dead) or vesurrection spells. Only true resurrection, miracle,
or wish can restore life.

FLING ENEMY [GENERAL]

You can pick up an opponent and fling it.

Prerequisites: Str 23, Huge size, improved grab.

Benefit: You can make a grapple check at a —20 penalty
against an opponent at least two size categories smaller than
you. If you succeed, on your next action you can use an
attack action to fling the held opponent. The range incre-
ment for the thrown creature is 120 feet.

A creature may be thrown horizontally or vertically. If
thrown vertically, it takes normal falling damage. If thrown
horizontally, it takes damage as if it had fallen half the dis-
tance thrown (rounded down). For example, if a hurled ore
is thrown horizontally 170 feet, it takes 8d6 points of
damage.

You may also fling the creature at another creature. To do
so, make an attack roll at a —4 penalty, with appropriate
range penalties, against the target creature, if you hit, both
creatures take the amount of damage that the thrown crea-
ture would have taken otherwise, as given above.




GAPE OF THE SERPENT [GENERAL]

You can swallow larger creatures than normal.

Prerequisite: Swallow whole.

Benefit: You can swallow a creature of up to your own
size category. Like a snake, you can stretch your mouth to an
outlandish extent to accommodate immense prey. However,
this process is time-consuming. If your second grapple
check is successful after you have established a hold against
a creature larger than you could swallow normally, you
begin to swallow the held creature. On the following round,
you must make an additional grapple check to complete the
swallowing. The held creature can fight or try to break the
grapple as normal while you are attempting to swallow it.

Normal: Unless otherwise noted, a creature can swallow
opponents no larger than two size categories smaller than itself.

Special: Your gullet can hold one creature of the maxi-
mum size; other maximum numbers of swallowed creatures
remain the same.

GRASS TREKKER [GENERAL]
You are adapted to a plains environment.

Prerequisite: Plains terrain type.

Benefit: You are a nomad of the steppes, used to travel-
ing long distances, often on foot. You gain a +2 competence
bonus on Jump checks. In addition, you do not need to
make Fortitude saves when making a forced march until
you have traveled for 12 hours (see Movement in Chapter 9
of the Player's Handbook). The save DC for longer travel is 10
+1 per hour beyond 12.

GREAT FLYBY ATTACK [GENERAL]
You can make multiple flyby attacks in a round.

Prerequisite: Fly speed, Flyby Attack.

Benefit: Using this feat is a full-round action. When
flying, you can move up to your fly speed in a straight line
and attack a number of opponents equal to your Dexterity
bonus. All targets must be within your reach along the line
of your movement. Make one attack roll, add the appropri-
ate modifiers, and compare the result to the AC of each
opponent you are attacking. If any hits are successful, make
one damage roll and add the appropriate modifiers. Each
successful hit does the full damage to that creature; do not
divide the result of the damage roll among the targets. Tar-
gets of your attack do not get attacks of opportunity against
you, but other opponents that would be entitled to attacks
of opportunity may take them.

Normal: Without this feat, a creature can make a single
flyby attack in a round.

GREATER MULTIGRAB [MONSTROUS]

You can grapple enemies effortlessly with your natural
weapons.

Prerequisite: Str 19, Dex 15, improved grab, Multigrab.

Benefit: When grappling an opponent with only the
part of your body that made the attack, you take no penalty
on grapple checks to maintain the hold.

Normal: Without this feat, you take a —20 penalty (or a
—10 penalty with Multigrab) on grapple checks to maintain
a hold with only the part of your body used to make the
attack.

GREATER MULTIWEAPON FIGHTING
[MONSTROUS]
A creature with three or more arms can fight with a weapon
in each hand. The creature can make up to three attacks per
round with each extra weapon.

Prerequisites: Dex 19, three arms, base attack bonus
+15, Improved Multiweapon Fighting, Multiweapon Fight-
ing, Multidexterity.

Benefit: You may make up to three attacks with each off-
hand weapon that you wield, albeit with a —10 penalty on
the third attack with each such weapon.

Special: This feat replaces the Greater Two-Weapon
Fighting feat (originally presented in Masters of the Wild) for
creatures with more than two arms.

GREATER MIGHTY ROAR [MONSTROUS]

You unsettle opponents with a dreadful roar as you attack.

Prerequisite: Animal or magical beast; Large size,
Mighty Roar.

Benefit: This feat functions like Mighty Roar, except
that each opponent that fails a Will save (DC 10 + 1/2 your
Hit Dice + your Cha modifier) is panicked for 2d6 rounds. A
panicked creature takes a —2 morale penalty on attack rolls,
saves, and checks, has a 50% chance to drop what it is hold-
ing, and runs away from you as quickly as it can. The effects
of being panicked supersede the effects of being shaken.

IMPROVED ASSUME SUPERNATURAL
ABILITY [GENERAL]
You gain skill with using a supernatural ability of an
assumed form.

MONSTER COHORTS AND THE LEADERSHIP FEAT
Chapter 2 of the Dunceon MasTer's Guide describes the
Leadership feat, which enables characters to attract loyal
companions and devoted followers, A character can develop a
cohort to accompany him on his adventures. There, Table 2-25
provides this cohort's level, as determined by the primary char-
acter's level, Charisma modifier, and a few special modifiers
(Table 2-26 lists those).

In the Dunceon MasTer's Guide, Table 2-27 provides a few
special cohorts along with their level equivalents, but you

need not limit yourself to a short list of thirteen monsters
when any viable creature from the Monster Manual now has a
starting ECL (see Appendix 2: Compiled Tables). The DM can
work with players, if he or she approves this use of the
Leadership feat, to generate a monster cohort. Refer to the
cohort level provided by Table 2-25 and choose a monster
with an equal or lesser starting ECL. Remember that regard-
less of his Leadership score, a character cannot attract a
cohort whose level (or starting ECL, in this case) is equal to or
higher than his own.
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Prerequisite: Wis 17, Assume Supernatural Ability, abil-
ity to assume a new form magically.

Benefit: This feat functions like Assume Supernatural
Ability, except that you do not take the —2 penalty on all
attack rolls, saves, skill checks, and ability checks when
using it.

Special: You can take this feat multiple times, but you
cannot apply it more than once to the same special ability.
Each time you take this feat, it applies to a different spe-
cial ability.

IMPROVED FLYBY ATTACK [GENERAL]

S..-

'gﬂ;: - You can attack on the wing with increased mobility.

o Culim e Prerequisite: Fly speed, Dodge, Flyby Attack, Mobility.
gt enefit: en flying, you can take a move action
%‘_"; Benefit: When flying, y k i
W i (including a dive) and another partial action at any point

e during the move. If this partial action is an attack, you incur

no attacks of opportunity for moving through areas threat-
ened by your target. You cannot take a second move action
during a round when you make a flyby attack.

Normal: Without this feat, you can take a partial
action either before or after your move. Even with the
Flyby Attack feat, you incur attacks of opportunity for
moving through areas threatened by the target of your
flyby attack.

IMPROVED MULTIATTACK [MONSTROUS]

You are particularly adept at using all your natural weapons
at once.

Prerequisite: Three natural weapons, Multiattack.

Benefit: The usual —5 penalty on attack rolls for second-
ary attacks does not apply to your secondary attacks with
natural weapons. The damage bonus for such attacks is still
only 1/2 your Strength bonus, if any.

Normal: Without this feat, your secondary natural
attacks take a —5 penalty (or a —2 penalty if you have the
Multiattack feat).

IMPROVED MULTIWEAPON FIGHTING
[MONSTROUS]
You are expert at fighting with a weapon in each of your
three or more hands. You can make up to two attacks per
round with each off-hand weapon.

Prerequisites: Dex 15, three arms, base attack bonus +9,
Multidexterity, Multiweapon Fighting.

Benefit: In addition to the single extra attack you get
each round with each off-hand weapon from Multi-weapon
Fighting, you get a second extra attack with each such
weapon, albeit at a —5 penalty.

Normal: With only Multiweapon Fighting, you get only
a single attack with each off-hand weapon.

Special: This feat replaces the Improved Two-Weapon
Fighting feat for creatures with more than two arms.

IMPROVED SCENT [GENERAL]
You can detect and track creatures by smell at greater dis-
tances than normal.
Prerequisite: Scent ability.
Benefit: You can detect approaching enemies and sniff

out hidden foes within 60 feet. For strong scents, such as
smoke or rotting garbage, double these ranges. Overpower-
ing scents, such as skunk musk or troglodyte stench, can be
detected at triple normal range.

Normal: Without this feat, you can detect creatures by
smell only within 30 feet.

IMPROVED TURN RESISTANCE
[MONSTROUS]
You have a better than normal chance to resist turning.

Prerequisites: Undead.

Benefit: You are less easily affected by clerics or paladins
than you normally would be (see Turn and Rebuke Undead
in Chapter 8 of the Player's Handbook). When resolving a
turn, rebuke, command, or bolster attempt, add 4 to your
character level (monster Hit Dice plus class levels) to deter-
mine your Hit Dice for turn, rebuke, command, and bolster
attempts. For example, a 4 HD wight with this feat is treated
as an 8 HD undead for the purpose of turn, rebuke, com-
mand, and bolster attempts, even though it is a 4 HD crea-
ture for any other purpose.

IMPROVED WEB [MONSTROUS]

You gain additional utility from your webs.

Prerequisite: Ability to create webs as an extraordinary
ability at least twice per day.

Benefit: Add +2 to the DC to escape or burst your webs.
You may take a full-round action to attack with your webs,
and if you do so, you may attack one additional target per
point of Dexterity bonus you have. No such target may be
more than 10 feet from another target. Using this feat
requires two of the daily uses of your web ability.

INURED TO ENERGY [GENERAL]

You can resist energy attacks more efficiently than normal.

Prerequisite: Resistance to the energy type you specify
when taking the feat.

Benefit: Your existing resistance to one type of energy
increases by 10. You can use this feat only to enhance exist-
ing resistances, not to gain resistance to a new type of
energy. For example, a demon can increase its resistance to
acid, cold, or fire, but it cannot gain sonic resistance with
this feat.

Special: You can gain this feat multiple times. Its effects
stack. Each time you take the feat, you can either apply it to
another type of energy to which you already have resist-
ance, or increase an existing resistance.

INVOLUNTARY RAGE [GENERAL]
Extreme pain drives you berserk.

Prerequisite: Con 20, Toughness.

Benefit: If you survive 50 points of damage from a single
attack and make your Fortitude save (see Massive Damage
in Chapter 8 of the Player's Handbook), on your next action
you gain +4 to Strength, +4 to Constitution, and -2 to
Armor Class. These adjustments last until the end of the
combat, at which time you become fatigued. For details on
being fatigued, see the Condition Summary in Chapter 3 of
the DunceoN MastTER's Guide.




IRRESISTIBLE GAZE [MONSTROUS]
Your gaze attack is more potent than normal.
Prerequisite: Gaze attack.
Benefit: Add +2 to the DC of all saving throws against
your gaze attack.
Special: The benefit of this feat stacks with the benefit
provided by the Ability Focus feat (see above).

MIGHTY LEAPING [GENERAL]

You have developed your leg muscles and trained yourself
to make mighty leaps.

Prerequisite: Str 21, Dodge, Mobility, Jump 9 ranks or a
racial bonus on Jump checks.

Benefit: You gain a +10 competence bonus on Jump
checks. If you intentionally jump down from a height, a
successful Jump check (DC 15) lets you take damage as if
you had fallen 20 feet less than you actually did.

Normal: Without this feat, a successful Jump check lets
you take damage as if you had fallen 10 feet less than you
actually did.

Special: A creature with this feat is not limited by its
height when jumping.

MIGHTY ROAR [MONSTROUS]

You unsettle opponents with a dreadful roar as you attack.

Prerequisite: Animal or magical beast; Large size.

Benefit: Once per day, you can use this feat as a standard
action. Your mighty roar affects every opponent within 30
feet of you that can hear your roar and has a character level
lower than yours. An affected opponent must make a suc-
cessful Will save (DC 10 + 1/2 your Hit Dice + your Cha
modifier) to negate the effect. Failure means that opponent
becomes shaken for 1dé rounds. A shaken creature takes a
—2 morale penalty on attack rolls, checks, and saving throws.

MULTIGRAB [MONSTROUS]

You can grapple enemies more firmly than normal with
your natural attacks.

Prerequisite: Str 17, improved grab.

Benefit: When grappling an opponent with the part of
your body that made the attack, you take only a —10 penalty
on grapple checks to maintain the hold.

Normal: Without this feat, you take a —20 penalty on
grapple checks to maintain a hold with the part of your
body used to make the attack.

MULTITASKING [MONSTROUS]

You can perform different tasks with different limbs.

Prerequisite: Dex 15, Int 15, four or more arms, Improved
Multiweapon Fighting, Multiattack, Multiweapon Fighting.

Benefit: If you have four or more arms, you can use each
pair of arms to perform a distinct partial action. All such
partial actions occur simultaneously. Thus, you could attack
with one or two arms while using a magic item, reloading a
crossbow, or casting a spell with two other arms.

MULTIVOICE [MONSTROUS]

If you have two or more heads, you can cast more spells
than usual in a round.

Prerequisite: Dex 15, Int 15, two or more heads,
Improved Two-Weapon Fighting, Multiattack, Quicken
Spell, Two-Weapon Fighting.

Benefit: As a full-round action, you can cast one addi-
tional spell (or use a spell-like ability in combination with
a spell or another spell-like ability) each round. Bach spell
used in this way must have a casting time of 1 action; a
spell-like ability must also take no more than a standard
action to use. Using this feat provokes an attack of oppor-
tunity. If your concentration is interrupted during this
simultaneous casting or spell-like ability use, whether by
taking damage or by some other means, a Concentration
check is required for each spell or spell-like ability. Failing
either Concentration check negates both spells or spell-
like abilities.

You can also use one head to cast a spell or use a spell-like
ability while another head activates a head-based special
attack, such as a breath weapon or an eye ray.

Normal: Without this feat, you can cast only one spell
per round and cannot combine spellcasting with other
actions.

Special: You still cannot exceed the limit of one quick-
ened spell per round (assuming you also have the Quicken
Spell feat) when using this feat.

NARROWED GAZE [MONSTROUS]
Your gaze attack has a limited field of effect.

Prerequisite: Int 13, gaze attack.

Benefit: You may choose to limit your gaze attack to an
active gaze. Doing so prevents you from accidentally affect-
ing friends with your gaze.

Normal: A gaze attack functions constantly on all those
within range, and it can also be used actively as an attack
action.

PAIN MASTERY [GENERAL]

Injuries send you into a fury, increasing your physical
power.

Prerequisite: Con 20, Toughness.

Benefit: You take damage normally, but every 50 points
of damage you take (if you survive the attack) automatically
increases your Strength by +2. This bonus lasts until the
end of the encounter, after which you are exhausted. See
the Condition Summary in Chapter 3 of the Duncron
MasTeR's Guide for the effects of being exhausted.

PEAK HOPPER [GENERAL]

You are adapted to a hilly or mountainous environment.
Prerequisite: Hill or mountain terrain type.
Benefit: Your alpine environment has made you more
surefooted. You gain a +2 competence bonus on Balance
and Climb checks.

PERVASIVE GAZE [MONSTROUS]

Your gaze attack is more effective than normal.
Prerequisite: Int 13, gaze special attack.
Benefit: A creature that averts its eyes has only a 25% chance
to avoid the need for a saving throw against your gaze attack.
Normal: A creature that averts its eyes normally has a
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50% chance to avoid die need for a saving throw against a
gaze attack.
Special: This feat does not affect eye rays, such as those

of a beholder.
PIERCING GAZE [MONSTROUS]

Your gaze attack has a greater range than normal.
Prerequisite: Cha 15, Int 13, gaze special attack, Irre-
sistible Gaze.
Benefit: Because of the sheer force of your presence, you
add 30 feet to the range of your gaze attack.

POISON IMMUNITY [MONSTROUS]
You can ignore the effects of poison.
Prerequisite: Poison special attack as an extraordinary
ability, Poison Resistance.
Benefit: Your poisonous nature grants you immunity to
poison attacks.

POISON RESISTANCE [MONSTROUS]
You can resist poison better than you otherwise could.

Prerequisite: Poison special attack as an extraordinary
ability.

Benefit: Your poisonous nature grants you a greater than
normal ability to withstand poison attacks, You gain a +2
competence bonus on your Fortitude saves to resist the
effects of poison. If a creature of the same kind as you pro-
duces the poison, this bonus is +4 instead, assuming that you
are not already immune to the poison of your own kind.

POWER DIVE [GENERAL]

You can fall upon an opponent from the sky.

Prerequisite: Str 15, fly speed (average maneuverability).

Benefit: When flying, you can dive and land on an oppo-
nent to deal additional damage. Using this feat is a standard
action, and it can affect only creatures one or more size cat-
egories smaller than you. To use this feat, make an overrun
attack, but the opponent cannot choose to avoid you. If you
knock down the target, you may make an additional slam
attack (at the usual +4 attack bonus against prone oppo-
nents). The attack deals the base damage given on the table
below for your size category plus 1 1/2 times your Strength
bonus (rounded down).

Size Category Power Dive Base Damage
Fine 1d2
Diminutive 1d3
Tiny 1d4
Medium-size 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal 4d6

Normal: Without this feat, you can attack with just one
natural weapon and do not have a chance to knock down
the opponent.

Special: If you fail in your overrun attempt and are
tripped in turn, you are knocked down, and you deal the
slam damage for the attack to yourself.

PREHENSILE TAIL [MONSTROUS]

You can use your tail to manipulate objects.

Prerequisite: Str 13, tail attack, Two-Weapon Fighting.

Benefit: You can use your tail as an extra "hand." It can
grasp melee weapons and use them in combat, although the
normal penalties for using an off-hand weapon apply. If you
have two hands, your tail counts as a third hand for the pur-
pose of the Multiweapon Fighting feat and all feats that use
Multiweapon Fighting as a prerequisite.

You can also use your tail as a "hand" to assist in grapple
checks and Climb checks. You gain a +2 competence bonus
on all such checks.

QUICK CHANGE [GENERAL]

You can shift to an alternate form faster and more easily
than you otherwise could.
Prerequisite: Dex 15, alternate form special quality.
Benefit: The time it takes for you to change forms is
reduced as follows.

Reduces to

Half as many rounds, rounded up
Standard action

Move-equivalent action

Free action

Normal

More than one round
Full-round action
Standard action
Move-equivalent action

This feat cannot reduce the time it takes to change forms to
less than the time required for a free action.

QUICKEN SPELL-LIKE ABILITY [GENERAL]

You can use a spell-like ability with a moment's thought.

Prerequisite: Spell-like ability caster level 8th.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions described below. You 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).

QUuICKEN SPELL-LIKE ABILITY

Spell Caster Level
Level to Quicken
0 8th

st 10th
2nd 12th
3rd 14th
4th 16th
5th 18th
6th 20th
7th —

8th —

9th —

Using a quickened spell-like ability is a free action that
does not provoke an attack of opportunity. You can perform
another action—including the use of another spell-like
ability—in the same round that you use a quickened spell-
like ability. You may use only one quickened spell-like abil-
ity per round.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to one-half your caster level
(round down), —4. See the table below. For example, a crea-
ture that uses its spell-like abilities as a 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: Normally the use of a spell-like ability requires
a standard action and provokes an attack of opportunity
unless noted otherwise.

Special: This feat can be taken multiple times. Each time
it is taken, you can apply it to another one of your spell-like
abilities.

RAPID BREATH [MONSTROUS]

You do not have to wait as long to reuse your breath weapon
as you normally would.

Prerequisite: Breath weapon, Quicken Spell or Quicken
Spell-Like Ability.

Benefit: The required interval between uses of your
breath weapon is reduced by 1 round. For instance, a
dragon with this feat can use its breath weapon once every
1d4-1 rounds instead of every 1d4 rounds. If the 1d4-1
result is 0, the dragon can breathe again in the following
round (but not twice in the same round).

If the interval is a fixed period of time, such as once per
hour, the interval is halved.

Special: If you have multiple heads with breath
weapons, all your breath weapons use the new interval.

RENDING CONSTRICTION [MONSTROUS]
You can pull grappled enemies apart.

Prerequisite: Str 13, Dex 15, constrict ability,
improved grab, Greater Multigrab, Multigrab, two con-
stricting limbs.

Benefit: If you maintain a hold with more than one
appendage on an opponent and are able to constrict, you
can make an additional rend attack in the same round. This
attack automatically deals double the base damage for a
constrict attack, and the damage bonus is 1 1/2 times your
Strength bonus. However, making this rend attack auto-
matically releases the held creature on its next action. You
must reestablish the hold to constrict again.

REVERBERATION [GENERAL]

Your sonic attack is more potent than normal.

Prerequisite: Sonic special attack.

Benefit: Add +2 to the DC of all saving throws against
your sonic attack.

Special: If you have more than one form of sonic attack,
you can take this feat multiple times. Each time, it applies
to a different one of your sonic attacks.

ROLL WITH IT [GENERAL]

You are adept at lessening the effects of blows.

Prerequisite: Con 20, Toughness.

Benefit: You gain damage reduction 2/-. This applies in
addition to any damage reduction you have from other
sources. Damage reduction cannot reduce damage you take
to less than 0.

Special: You may take this feat multiple times.

SCRAMBLE [GENERAL]

Your slippery ways allow you to evade a damaging blow.

Prerequisite: Dex 15, Small size or smaller, improved
evasion.

Benefit: The effects of this feat resemble those of the
rogue's defensive roll, but you can use Scramble to avoid a
potentially fatal attack entirely. Once per day, when you
would be reduced to 0 hit points or less by damage in combat
(from a weapon or other blow, not a spell or special ability),
you can attempt to scramble out of the way. This requires a
Reflex saving throw (DC 10 + damage dealt), if the save is
successful, you avoid the damage entirely. You must be aware
of the attack and able to react to it; you cannot use Scramble
if you are denied your Dexterity bonus to Armor Class.

Special: Since you cannot normally make a saving throw
to avoid the damage from a blow, improved evasion does
not apply. That is, you cannot save twice against the same
attack.

STAMP [MONSTROUS]

You can stamp the ground to crush and disrupt opponents.
Prerequisite: Huge size, feet, trample special attack.
Benefit: You may, as a full-round action, strike a solid

surface with one of your limbs and create a shock wave that

radiates out from your position and continues for a

number of feet equal to 5 x your base creature's Hit Dice.

Make a single unarmed attack roll. Every creature in the

affected area compares its Balance check result to your

attack roll result. Those who fail this opposed check are
knocked down.

Special: Each structure and unattended object that is at
least partially within the shock wave takes damage equal
to 1d6 + your Strength bonus + the object's hardness (max-
imum 5).

SUPERNATURAL TRANSFORMATION
[GENERAL]
You convert a spell-like ability to a supernatural ability.

Prerequisite: Innate spell-like ability.

Benefit: One of your innate spell-like abilities
becomes a supernatural ability. It is no longer subject to
spell resistance, though it can still be suppressed in an
antimagic field. Using this ability does not provoke an
attack of opportunity. The number of uses, if limited, does
not change. The effective caster level equals your total
Hit Dice or the effective caster level of the original abil-
ity, whichever is higher.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take it, it applies to a new spell-
like ability.

SURROGATE SPELLCASTING [MONSTROUS]

You use substitute verbal and somatic components when
casting spells.

Prerequisite: Wis 13, nonhumanoid or nonhumanlike
form.

Benefit: You complete the verbal and somatic compo-
nents of spells by substituting vocalizations and gestures
appropriate to your shape. You must still have suitable
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appendages and vocal organs. For example, a giant eagle
could substitute screeches and waves of its talons for the
normal verbal and somatic components of a spell. You can
use any material component or focus that you can hold.
This feat does not permit the use of magic items by a crea-
ture whose form could not ordinarily use them, and you do
not gain the ability to speak if you cannot already.

SWAMP STALKER [GENERAL]

You are adapted to a marshy environment.

Prerequisite: Marsh terrain.

Benefit: You move easily through the sucking bogs and
stagnant water of the swamps. You gain a +2 competence
bonus on Swim checks and on Strength checks to break
free of nets, webs, entangle spells, and similar hindrances.
This feat does not grant a bonus on grapple checks.

THICK-SKINNED [MONSTROUS]

Your tough hide grants improved damage reduction.
Prerequisite: Damage reduction.
Benefit: Your existing damage reduction improves by 2,
as indicated on the table below.

Existing DR After Thick-Skinned
x/silver x+2/silver

x[+1 x+2/+1

x[+2 X+2[+2

x/+3 x+2/+3

x[+4 x+2[+4

Special: You can gain this feat multiple times. Bach time
you take it, it improves your damage reduction by 2, up to a
maximum of twice your original damage reduction.

THUNDERCLAP [GENERAL]

You create a cone of deafening sound by clapping two limbs
together.

Prerequisite: Str 30, Improved Unarmed Strike, Power
Attack.

Benefit: You may, as a full-round action, clap two of
your limbs together and create a cone of sound that starts
at your position and continues out for a number of feet
equal to 5 x your Hit Dice. A storm giant using this feat
creates a cone 95 feet (5 x 19 Hit Dice) long. Creatures in
the cone get a Fortitude save (DC 10 + 1/2 your Hit Dice +
your Con modifier) to resist the effect. Those who fail
their save are deafened for the duration of the encounter.
Those who fail their save by 5 or more are also knocked
down. See the Condition Summary in Chapter 3 of the
DunceoN Master's Guide for the results of being deafened
and knocked down.

Special: This effect automatically extinguishes unpro-
tected flames (candles, torches, and the like).

88 TREEFRIEND [GENERAL]

You are adapted to a forest environment.

Prerequisite: Forest terrain.

Benefit: You are completely at home in the forest. You
gain a +2 competence bonus on Climb checks and on Sur-
vival checks to avoid becoming lost in the forest.

UNCANNY SCENT [GENERAL]
You can pinpoint scents at a greater distance.
Prerequisite: Scent ability, Improved Scent.
Benefit: You can pinpoint the location of a scent when
within 20 feet.
Normal: You can pinpoint the location of a scent when
within 5 feet.

VICIOUS WOUND [GENERAL]

Damage you deal causes wounds that bleed excessively.

Prerequisite: Expertise, wounding special attack.

Benefit: When using an attack that has a wounding spe-
cial ability, the wounds you cause bleed for an additional +1
point of damage each round. For instance, a hit from a bar-
bazu's glaive causes the victim to bleed for 3 points of
damage each round, not 2.

VIRULENT POISON [MONSTROUS]

Your poison attack is more effective.
Prerequisite: Poison attack as an extraordinary ability.
Benefit: Add +2 to the DC for Fortitude saving throws
against your poison attack.

WINGSTORM [MONSTROUS]

You can flatten targets with blasts of air from your wings.

Prerequisite: Str 13, fly speed 20 ft., Large size, Hover,
Power Attack.

Benefit: As a full-round action, you can hover in place
and use your wings to create a blast of air in a cylinder with
a radius and maximum height based on your size.

The wind strength also depends on your size, as shown
on the table below.

Size Wind Effect Radius Max. Height
Large Severe 10 feet 40 feet
Huge Windstorm 20 feet 80 feet
Gargantuan  Hurricane 30 feet 100 feet
Colossal Tornado 40 feet 120 feet

Because the blast of air only lasts for your turn, creatures
ignore the checked effect unless they are airborne (in
which case they are blown back 1d6 x 5 feet).

Special: You can use this feat for a full round instead of as
a full-round action. If you do, the wind lasts until your next
turn (and you can choose to continue the effect during your
next turn). Anyone in or entering the cylinder is affected.
Because you are producing a continuous blast of air, the
checked effect works normally while the wind lasts
(checked creatures cannot move forward against the force of
the wind, or they are blown back 1dé x 5 feet if airborne).

WINTER'S CHILD [GENERAL]
You are adapted to a cold environment.

Prerequisite: Cold terrain.

Benefit: As an arctic dweller, you are more hardy. The
DC of your Fortitude save to avoid subdual damage from
cold is reduced to 10 (see Cold Dangers in Chapter 3 of the
DunGeON MasTeR's Guide). In addition, you can make a saving
throw each minute (DC 10, +1 for each previous check) to
resist the effects of hypothermia in very cold water.




any monsters can use equipment designed for

standard-race characters, as described in

Chapter 7 of the Player's Handbook. In addition,

l certain monsters may be able—or may be re-

quired—to use some of the "monster equipment" pre-
sented in this chapter.

! FINDING MONSTER
EQUIPMENT

Creatures from the Monster Manual may make monster
equipment, provided they have the appropriate skills and
feats. A lucrative market exists for such equipment, for
those brave enough, or foolish enough, to seek out cus-
tomers. Such customers are not welcome in towns, so an
enterprising manufacturer must go to them. Once he finds
a customer, he must earn that customer's trust, negotiate
with customers likely far more powerful than he is, and
return to civilization.

Such artisans must generally keep their activities secret.
Bvil communities may approve of their efforts, but neutral
y and good communities are liable to severely punish those

who traffic with monsters. Many such artisans prefer a
mobile lifestyle, packing their smithies, workshops, and
laboratories on wagons and constantly staying one step
ahead of vengeful mobs.

For monsters, this equipment is no harder to get than the
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equipment in the Player's Handbook. If they want to
purchase one of these items, they can find a merchant
or artisan willing to sell. Organized communities of
monsters without their own artisans can expect reg-
ular visits from traveling merchants. An individual
monster can visit such a place, put out word of its
needs to the local merchants, and return To its lair to
await delivery.

Players with monster characters can start with
this equipment, provided their starting wealth
allows it.

USING MONSTER EQUIPMENT IN
YOUR CAMPAIGN

Monster equipment should not be assigned as
random treasure. Occasionally, those that cannot
use a particular item keep it as part of their tro-
phies or collections, and for them it has value.
For the most part, player characters should
encounter the equipment in use, rather than
lying in some treasure vault, because for them
it has no real value (unless they intend to sell it
to other monsters).

Monsters can "buy" equipment using the aver-
age value of their treasure (see Table 7—2: Treasure
Values Per Encounter and Table 7-3: Average
Treasure Results in the Dunceon MAasTER's
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Guide). You can roll randomly for remaining wealth using
Table 7-4: Treasure in Chapter 7 of the Dunceon MasTER's
Guide.

_CHANGING WEAPON SIZE

Some opponents you encounter may wield weapons of dif-
ferent sizes than standard. As a weapon's size changes, so
does its damage, weight, cost, range increment, and reach.

Size and Damage: As a weapon gets larger or smaller,
the damage it deals changes. To calculate the damage a
larger or smaller than normal weapon deals, first determine
how many size categories it changes. A longs word (nor-
mally Medium-size, commonly used by Medium-size
beings) in the hand of a Huge cloud giant is two size cate-
gories larger than normal. For each size category change,
consult either Table 5-1 or Table 5-2, finding the weapon's
original damage in the left column and reading across to
the right to find its new damage.

A weapon can only decrease in size so far. Weapons that
do less than 1 point of damage have no effect. Once a
weapon only does 1 point of damage, it is not a weapon if it
shrinks further.

Light and Heavy Crossbows: These weapons are exceptions
to the damage figures on Table 5-1 and Table 5-2. See Table
5-3: Damage for Larger and Smaller Crosbows.

Size, Weight, and Cost: When a weapon increases in
size, its weight increases by 50% for each category. So if a
throwing axe (normally Small, weighing 4 pounds)
increases to large, its weight increases to 9 pounds. Price
increases by the same amount, so a Large throwing axe
would cost 18 gp (instead of 8 gp for the Small version).
Weight decreases by 25% per size category as a weapon
decreases in size, so a throwing axe reduced to Tiny size has
a weight of 3 pounds (instead of 4 pounds for the Small ver-
sion). Cost also decreases at the 25% rate.

Size and Range: As ranged weapons change size, their
range increment also changes. For each increase in size, the
range goes up by 25%. Huge longbows, such as those
wielded by ogre mages, have a range increment of 125 feet
(instead of 100 feet for the Large version of the longbow).
For each decrease in size, the range increment goes down
by 25%; a Medium-size longbow has a range increment of
75 feet.

Size and Reach: For each size increase of a reach
weapon, increase its reach by 5 feet. A Huge guisarme has a
reach of 15 feet (instead of 10 feet for the Large version), for
instance, while a Gargantuan guisarme has a reach of 20
feet. Decreasing the size of a reach weapon quickly makes

reach irrelevant. Having a reach of only 5 feet is normal for
Medium-size and Small creatures. The important difference
is that Tiny creatures using Small reach weapons can fight
in melee as if they had 5 feet of reach, meaning they do not
have to enter an opponent's area to attack.

_THREE OR MORE HANDS

Chapter 8 of the Player's Handbook points out that when you
deal damage with a weapon that you are wielding two-
handed, you add 1 1/2 times your Strength bonus. The
wielder of a light weapon does not get this higher Strength
bonus when using the weapon two-handed (see Weapon
Categories in Chapter 7 of the Player's Handbook).

Provided that a weapon is designed for more than two
hands, each additional hand used increases the damage
dealt with that weapon. Each hand used beyond the
first adds 1/2 the wielder's Strength bonus to the
damage. A creature wielding a Medium-size longsword
with two hands adds 1 1/2 times its Strength bonus to
the damage roll. A girallon wielding a Huge club with
all four hands adds 2 1/2 times its Strength bonus to the
damage roll.

Any weapon in the Player's Handbook can be lengthened,
balanced, and otherwise designed and crafted for creatures
with more than two hands. The determining factor is the
relationship between the size of the wielder and the size of
the user. Light weapons can never be designed for use with
more than two hands. One handed weapons can already be
used with two hands, and can be designed for use with four
hands. Two-handed weapons can be designed for use with
up to eight hands. The cost is for a masterwork version of
the weapon, and the wielder gains the benefits of using a
masterwork weapon as well.

Weapons may change size, as outlined above. Apply the
cost change for size before applying the additional cost for
the masterwork version when designing larger or smaller
weapons for creatures with more than two hands.

NEW USES FOR EXISTING
— SPECIAL ABILITIES

Animated: Shields with this special ability are ideal for
creatures that lack the humanoid anatomy to wield them
normally.

Dancing: Like animated shields, dancing weapons are
ideal for creatures that lack the humanoid anatomy to wield
them normally.

Ghost Touch: This special ability allows incorporeal

GHOST TOUCH EQUIPMENT

Just as magic armor, shields, and weapons can be imbued with
the ghost touch special ability, so can rings, rods, staffs,
wands, wondrous items, and any permanent magic items.
Once specially enchanted, these items can be picked up,
moved, carried, or worn by incorporeal creatures at any time.

However, this process does not grant these magic items the
ability to affect corporeal or incorporeal targets, other than
whatever effect the item normally provides.

Caster Level: 9th; Prerequisites: Appropriate item creation
feat for item type, plane shifi; Market Price: Increase item cost
by 10%.




TaBLE 5—1: DAMAGE FOR LARGER WEAPONS

Original First Second Third Fourth Fifth Sixth
Damage Increase Increase Increase Increase Increase Increase
1 1d2 1d3 1d4 1d6 1d8 2d6
1d2 1d3 1d4 1d6 1d8 2d6 3d6
1d3 1d4 1d6 1d8 2d6 3d6 4d6
1d4 1d8 1d8 2d6 3d6 4d6 6d6
1d6 1d8 2d6 3d6 4d6 6d6 8d6
2d4 2d6 3d6 4d6 6d6 8d6 12d6
1d8 2d6 3d6 4de 6d6 8d6 12d6
1d10 2d8 3d8 4d8 6d8 8d8 12d8
1d12 3dé 4d6 6d6 8d6 10d6 16d6
1d20 4dé 6d6 8d6 12d6 16d6 24d6

creatures to hold and use items. Ghost touch items appear
misty and translucent. Ghost touch armor and shields can
be picked up, moved, and worn by incorporeal creatures.
Incorporeal creatures gain the armor or shield's enhance-
ment bonus against both corporeal and incorporeal attacks,
and they can still pass freely through solid objects. Ghost
touch weapons deal damage normally against incorporeal
creatures, regardless of their bonuses (an incorporeal crea-
ture's 50% chance to avoid damage does not apply to ghost
touch weapons). Further, they can be picked up and moved
by incorporeal creatures at any time. Essentially, ghost
touch weapons, armor, and shields count as either corporeal
or incorporeal at any given time, whichever is more benefi-
cial to the wielder.

WEAPONS

Chain, Barbed: This weapon is a length of four to six
short, barbed iron bars connected by links of chain. Kytons
often wield these weapons in place of their chain rakes and
apply their dancing chains ability to them.

Chain Lash: This is a simple chain with weighted ends.
It can be whirled quickly, striking with hard blows because
of the weights. One end can also be swung out to entangle
an opponent. Kytons often wield these weapons in place of
their chain rakes and apply their dancing chains ability to
them.

The chain lash can be used either as a double weapon or
as a reach weapon. You can fight with it as if fighting with
two weapons, incurring all the normal attack penalties as if
using a one-handed weapon and a light weapon. In this

TaBLE 5-2: DAMAGE FOR SMALLER WEAPONS

case, you can only strike at an adjacent opponent.

If you use the chain lash as a reach weapon, you can strike
opponents 10 feet away with it. In addition, unlike other
weapons with reach, you can use it against an adjacent foe.
In this case, you can only use one end of the chain effec-
tively; you cannot use it as a double weapon.

Because the chain lash can wrap around an enemy's leg or
other limb, you can make trip attacks with it. If you are
tripped during your own trip attempt, you can drop the
chain lash to avoid being tripped.

When using a chain lash, you get a +2 bonus on your
opposed attack roll when attempting to disarm an oppo-
nent (including the roll to avoid being disarmed if you fail
to disarm your opponent).

You can use the Weapon Finesse feat to apply your Dex-
terity modifier instead of your Strength modifier to attack
rolls with a chain lash.

Chatkcha: A chatkcha is a heavy crystalline throwing
wedge favored by thri-kreen (see Monster Manual 11).

Chuul Lasher: Some chuul manufacture these lashes
to extend the reach of their own paralyzing tentacles.
Using a lasher, a chuul can substitute a whip attack for one
of its claw attacks. A successful strike with the whip attack
does normal whip damage (1d2 points of subdual
damage), and forces a Fortitude save against the chuul's
paralysis ability.

Gythka: A gythka is a double-weapon favored by thri-
kreen (see Monster Manual IT), It is a pole arm with a blade at
each end. You can fight with it as if fighting with two
weapons, but if you do, you incur all the normal attack
penalties associated with fighting with two weapons, as if

Original First Second Third Fourth Fifth Sixth

Damage Decrease Decrease Decrease Decrease Decrease Decrease

1d2 1 — — — — —

1d3 1d2 1 — — — —

1d4 1d3 1d2 1 — — —

1d6 1d4 1d3 1d2 1 —

2d4 1d6 1d4 1d3 1d2 1 —

1d8 1d6 1d4 1d3 1d2 1 —

1d10 1d8 1d6 1d4 1d3 1d2 1

1d12 1d10 1d8 1d6 1d4 1d3 1d2
TaBLE 5-3: DAMAGE FOR LARGER AND SMALLER CROSSBOWS

Weapon Size

Crossbow Type Fine Diminutive Tiny Small Medium-Size Large Huge Gargantuan  Colossal

Light 1d2 1d3 1d4 1d6 1d8 2d6 3d6 4d6 6d6

Heavy 1d3 1d4 1d6 1d8 1d10 2d8 3d8 4d8 6d8
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you were wielding a one-handed weapon and a light
weapon (see Attacking with Two Weapons in Chapter 8 of
the Player's Handbook). A creature using a double weapon in
one hand, such as an ogre using an ore double axe, cannot
use it as a double weapon. Thri-kreen (and other creatures
with four or more arms) who learn the Multiweapon Fight-
ing feat can wield two gythkas at once as double weapons
because of their four arms.

Howler Javelin: Made from the quill of a howler, this
weapon performs as a normal javelin with an additional
function. An opponent hit by a howler javelin must make a
Reflex save (DC 16) or have the javelin break off after lodging
in his or her flesh. A lodged javelin imposes a —1 circum-
stance penalty on attacks; saves, and checks. Removing the
javelin deals ids additional points of damage. Howler
javelins that hit a target cannot be recovered. Howler javelins
that miss their target have a 50% chance of breaking on
impact, rendering them useless. Since a howler javelin is not
crafted for melee, all characters are treated as not proficient
with it and thus take a —4 penalty on their melee attack rolls.

Notbora: This Huge exotic double weapon is made by
desmodu (see Monster Manual 1I) and looks like a big quar-
terstaff with a crook at one end. A notbora has a hinge in
the middle so that it can be folded for storage. The wielder
can unfold the weapon and lock the hinge by pressing a
hidden catch (a free action when drawing the notbora).The
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notbora's straight end is actually a sheath that can be
removed as a move-equivalent action to reveal a blade. The
hooked end can be used to make trip attacks. A wielder who
its tripped during his or her own trip attempt can drop the
notbora to avoid being tripped.

Each end of the notbora deals 2d6 points of damage. The
hooked end is a blunt weapon that deals double damage on
a critical hit and threatens a critical hit on an attack roll of
20. With the sheath in place, the straight end functions the
same way. With the sheath removed, the straight end is a
slashing weapon that deals double damage on a critical hit
and threatens a critical hit on an attack roll of 19 or 20.

Pincer Staff: The pincer staff is a kuo-toa pole arm
designed to capture opponents with a minimum of harm, A
wielder who hits a Small or Medium-size opponent with a
pincer staff can immediately initiate a grapple (as a free
action) without provoking an attack of opportunity (see
Grapple in Chapter 8 of the Player's Handbook). In addition
to the normal options available to a grappler, the wielder of
a pincer staff can attempt to force his target to the ground
(the equivalent of a trip attack, though no attack roll is nec-
essary). The pincer staff is a reach weapon and cannot be
used against adjacent opponents.

Salamander Spears: These all-metal versions of other
spears are somewhat heavier and do more damage for their
size than ordinary versions. They also conduct both heat




TaBLE 5—4: WEAPONS
ExoTic WeapoONS—MELEE

Weapon Cost Damage Critical Range Increment Weight Type
Medium-size
Chain, barbed 18 gp 2d6 x2 — 6 lb. Bludgeoning and piercing
Tall blade 17 gp 1d8 19-20/x2 — 6 lb. Slashing
Tail club 10 gp 1d8 x2 — 10 Ib. Bludgeoning and piercing
Large
Chain lash' 5¢gp 1d6/1d6 x2 — 51b. Bludgeoning
Gythka 60 gp 1d8/1d8 x2 — 25 Ib. Slashing
Longspear, salamander 2 10 gp 2d6 x2 — 18 Ib. Piercing
Pincer staff 8 gp 1d4 x2 — 8 Ib. Bludgeoning
Scissors sword ' 100 gp 2d8 19-20/2 — 25 Ib. Slashing
Sharktooth staff 20 gp 2d6 x3 — 101b Slashing
Snake chain ' 5¢gp 1d6/1d6 x2 — 51b. Bludgeoning
Huge
Notbora 20 2d6/2d6  x2 or 19-20/x2 — 21b. Bludgeoning and slashing
Exotic WEAPONS—RANGED
Weapon Cost Damage Critical Range Increment Weight Type
Small
Chuul lasher 1gp 1d23 x2 15 ft. 4 2 |b. Slashing
Medium-size
Chatkcha 1gp 1d6 x2 20 ft. 3 1b. Piercing
Howler javelin 2gp 1d6’ x2 30 ft. 2 b. Piercing
Halfspear, salamander 2 2gp 1d8 x3 10 ft. 6 lb. Piercing
Large
Shortspear, salamander 2 4 gp 2d6 x2 10 ft. 10 Ib. Piercing

! See weapon description for additional rules.

2 See the halfspear or shortspear description In the Player's Handbook for additional rules.
® This weapon does subdual damage only.

* See the whip description in the Player's Handbook for additional rules.




and electricity, unlike the wood-hafted normal versions.

Scissors Sword: Designed for use by six-armed
mariliths, this sword uses a complex, hinged arrangement
of three blades and three hilts. A scissors sword requires
six arms to use effectively. On a successful critical hit, a
proficient wielder may choose to grapple the opponent
with two of the blades (+2 to wielder's grapple check). If
the grapple check is successful, the opponent is consid-
ered grappled and the wielder may automatically deal ids
points of damage against that grappled opponent in each
round from the third blade. The wielder cannot attack
other targets while using the grappling function.

Sharktooth Staff: This weapon is a pole arm designed
to tear at the flesh of targets. A wielder who hits a Small
or Medium-size opponent with a sharktooth staff does
normal damage and can immediately initiate a grapple as
a free action without provoking an attack of opportunity
(see. Grapple in Chapter 8 of the Player's Handbook). The
wielder of a sharktooth staff may choose to deal normal
damage for the weapon on subsequent rounds without
making further attack rolls against the grappled victim.

Snake Chain: This chain is woven through a medusa's
snakes, allowing her to make melee attacks with a reach
weapon in addition to using her gaze attack or shortbow,
A snake chain is a reach weapon. A medusa can strike oppo-
nents 10 feet away with the chain. In addition, unlike most
other weapons with reach, she can use it against an adjacent
foe.

Because the chain can wrap around an enemy's leg or
other limb, the medusa can make trip attacks with it. If
the medusa is tripped during her trip attempt, she cannot
drop the chain to avoid being tripped.

When using a snake chain, a medusa gets a +2 bonus on
her opposed attack roll when attempting to disarm an
opponent (including the roll to avoid being disarmed if
she fails to disarm her opponent).

A snake chain does not transmit the poison of the
medusa's snakes. She may choose to attack with the
snakes instead of with the snake chain; if so, normal rules
and reach for the snakes apply.

Tail Blade: This weapon consists of a blade and the sheath
and harness necessary to attach it to a creature's tail. The ver-
sion presented here is for Medium-size creatures, such as
lizardfolk. When using a tail blade, the creature may make a
melee attack with it at its full attack bonus and no other
attacks, or it can make a tail blade attack in addition to its
other melee attacks. See Multiweapon Fighting and Multi-
dexterity in the Monster Manual for resulting penalties to
attack rolls.

Tail Club: This weapon consists of a club and the
sheath and harness necessary to attach it to a creature's
tail. The version presented is for Medium-size creatures,
such as lizardfolk. When using a tail club, the creature
may make a melee attack with it at its full attack bonus
and no other attacks, or it can make a tail club attack in
addition to its other melee attacks. See Multiweapon
Fighting and Multidexterity in the Monster Manual for
resulting penalties to attack rolls.

SPECIAL AND
SUPERIOR ITEMS

Aboleth Mucus: An aboleth underwater surrounds
itself with a viscous cloud of mucus roughly 1 foot thick.
Occasionally this substance finds its way into marketplaces.
Glass vials of the mucus can be thrown as grenadelike
weapons. Any creature coming into contact with or inhal-
ing this substance must succeed on a Fortitude save (DC 19)
or lose the ability to breathe air for the next 3 hours (see the
Suffocation sidebar in Chapter 3 of the DuncEoN MASTER's
Guide). There is no splash effect for aboleth mucus.

Breathing Mask: This desmodu-made (see Appendix 3:
New Creatures) mask covers the user's whole face. It is
fitted with goggles and a bag of an alchemical substance
within that allows the wearer to breathe for up to 4 hours.
With the mask on, the wearer can ignore the effects of nox-
ious fumes and inhaled toxins. It even enables the wearer to
function underwater or in an airless environment. A
slightly different version (with the same cost and weight)
allows water-breathers to function out of water.

The item consists of a masterwork leather mask with gog-
gles (cost 50 gp) and the alchemical air supply, which costs
950 gp and can be manufactured with a successful Craft
(alchemy) check (DC 20). A partially used air supply cannot
be combined with another partially used one to get a fresh
supply, but it can be discarded and replaced with a new
supply.

Cable: Desmodu (see Appendix 3: New Creatures) make
a metal cord that is thinner, stronger, and lighter than even
silk rope. It is too thin for most creatures to climb easily
(Climb DC 20), but desmodus using a cable can climb at
their normal climb speed. The cable has a snap ring at each
end so that it can be quickly attached to or detached from a
piton, spike, grappling hook, or other item without a Use
Rope check.

The cable has 10 hit points and hardness 5. It can be
broken with a successful Strength check (DC 32). Its stiff-
ness, however, imposes a —2 circumstance penalty on use
Rope checks.

Cablespool: This desmodu (see Appendix 3: New Crea-
tures) gadget carries 100 feet of cable (see above) in an
enclosed reel. The reel is spring-wound and can pull in all
100 feet of cable in 1 round (pulling with a Strength score
of 16). It can be set to reel or unreel the cable automatically
as the user climbs, or to act as a brake, allowing the user to
jump down 100 feet without harm.

Delver Slime: Delvers produce a mucuslike slime that
contains a highly corrosive substance. The slime is particu-
larly effective against stone. Glass vials of this substance
occasionally appear in marketplaces, sold by enterprising
dwarves who bribed delvers with gems. Vials of the slime
can be thrown as grenadelike weapons, A successful hit
deals 2d6 points of acid damage to organic creatures or
objects. Against metallic creatures or objects, the delver's
slime deals 4d8 points of acid damage, and against stony
creatures (including earth elementals) or objects it deals
8d10 points of acid damage. All creatures within 5 feet of
where the vial lands take 1d6 points of acid damage from




the splash, but objects within 5 feet are not affected.

Drow Arrow Poison: Draw arrow poison is an injury
poison (Fortitude DC 17) that causes unconsciousness.
After 1 minute, the injured creature must make a second
Fortitude save (same DC) or remain unconscious for 2d4
hours.

Flash Tube: Ingenious alchemists figured out how to
duplicate the effect of a gibbering mouther's spittle. Vials of
this substance can be thrown as grenadelike weapons, The
fluid within ignites on contact with the air, creating a blind-
ing flash of light. All sighted creatures within 60 feet of
where the vial lands must succeed on a Fortitude save (DC

13) or be blinded for 1d3 rounds. See the Condition Sum-
mary in Chapter 3 of the Dunceon Master's Guide for details
on the effects of blindness.

A flash tube requires a Craft (alchemy) check (DC 20) to
create.

Frostfire: This sticky, adhesive substance drains away
heat when exposed to air or moisture, A flask of frostfire
can be thrown as a grenadelike weapon with a range incre-
ment of 10 feet, and a direct hit deals 1dé points of cold
damage. The target can then attempt to scrape off or wash
away the frostfire, if desired. If this does not occur, the
target takes an additional 1dé points of cold damage on the

L L

N

AWdINDT

el

_J

WhD



round following the direct hit. Removing frostfire by scrap-
ing requires a successful Reflex saving throw (DC 15).
Alternatively, the substance can be removed automatically
by dousing it with at least a quart of an alcoholic or acidic
solution (such as wine or vinegar). Either method requires a
full-round action.

Frostfire requires a Craft (alchemy) check (DC 20) to
create.

Harness: Desmodus (see Appendix 3: New Creatures)
cannot wear belts because of the flaps of skin attached to
their flanks. Instead, they wear harnesses that loop over
their shoulders and between their legs. Straps crisscross the
front and back of the desmodu's body to keep the harness
from slipping off.

Bach desmodu harness is fitted with rings, hooks, and
ties for carrying weapons and equipment, A reinforced
hook hangs near the waist for carrying a cablespool.

Sculptor's Slime: Another product of dwarf dealings
with delvers, this slimy liquid softens stone. One flask
allows a Craft (stonemasonry) check (DC 10) to shape up to
25 cubic feet of stone, as stone shape cast by a 15th-level
druid.

Sculptor's slime requires a Craft (alchemy) check (DC 20)
to create.

Spore Flask: No one knows who first persuaded a vrock
to allow the bottling of its spores, or how it was persuaded.
No doubt, the horrible tanar'ri delight in the idea of inflict-
ing pain without even being present, A flask of vrock spores
can be thrown as a grenadelike weapon. The spores auto-
matically deal 1d8 points of damage to all creatures within 5
feet of where the flask lands. They then penetrate the skin
and grow, dealing an additional 1d2 points of damage each
round for 10 rounds. At the end of this time, the victim is
covered with a tangle of vinelike growths. A delay poison
spell stops the spores' growth for its duration. Bless, neutral-
ize poison, or remove disease kills the spores, as does sprin-
kling the victim with a vial of holy water.

Sun Lantern: This is a bullseye lantern, but without any
reservoir for oil. Instead, a sunrod may be inserted into a
socket on one end. Once the sunrod is in place, a simple
twist locks it there and activates it. A sun lantern provides
light as a bullseye lantern, with the duration of a sunrod.
Rules for bullseye lanterns and sunrods appear in Chapter 7
of the Player's Handbook. Any sunrod functions in a sun
lantern.

TaBLE 5-5: SPECIAL AND SUPERIOR ITEMS

Item Cost Weight
Aboleth mucus, vial 20 gp 11b.
Breathing mask 1,000 gp 51b.
Cable (50 ft.) 25 gp 2 |b.
Cablespool 125 gp 2 Ib.

with cable 175 gp 6 Ib.
Delver slime, vial 150 gp 11b.
Drow arrow poison, dose 120 gp 1/4 b.
Flash tube 30¢gp 11b.
Frostfire 40 gp 11b.
Harness 20 gp 2 1b.
Sculptor's slime, vial 750 gp 4 b.
Spore flask 1,000 gp 11b.
Sun lantern 162 gp 3 Ib.

MAGIC ARMOR

Kyton Armor: This +1 mithral shirt looks like an unravel-
ing sweater because of the strips of chain hanging from the
hem. Once per round the wearer may command one of the
strips to activate for up to 5 rounds. When first made, this
armor has five chain strips capable of animation, but
combat may destroy some of them. The strips function like
Small animated objects. The strips fight independently of
the wearer and attack as +1 weapons. They do not attack any
friend or ally of the wearer unless he commands them to do
so. If no chains are left, the armor remains a +1 mithral shirt.

Animated Chain Strips (1 to 5): CR 1; Small construct;
HD 1d10; hp 5; Init +1; Spd 0 ft.; AC 14, touch 12, flat-footed
13; Atk +2 melee (1d6+1, +1 chain rake); SQ construct traits;
AL N; SV Fort +0, Ref +1, Will —5; Str 10, Dex 12, Con —,
Int —, Wis 1, Cha 1.

Construct Traits: Immune to mind-affecting effects
(charms, compulsions, phantasms, patterns, and morale
effects), and to poison, sleep, paralysis, stunning, disease,
death effects, necromantic effects, and any effect that
requires a Fortitude save unless it also works on objects;
cannot heal damage; not subject to critical hits, subdual
damage, ability damage, ability drain, or energy drain; nor at
risk of death from massive damage, but destroyed when
reduced to 0 bit points or less; cannot be raised or resur-
rected; darkvision 60 ft.

When wearing this armor, a kyton cannot use its dancing
chains ability with the animated chain strips. It can, how-
ever, use that ability with up to four other chain strips that
can be hung from the hem. Weight: 25 Ib.

Caster Level: 11th; Prerequisites: Craft Magic Arms and
Armort, animate object; Market Price: 13,980 gp.

Serpent Armor: This +3 leather armor appears to be made
from the skin of one or more big snakes. Though some
claim serpent armor is made of naga hide, no one has
proven it. In addition to its value as armor, serpent armor
provides its wearer a +2 insight bonus on Reflex saving
throws, and the wearer acts as if she had the Combat
Reflexes feat.

Caster Level: 9th; Prerequisites: Craft Magic Arms and
Armor, cat's grace; Market Price: 21,660 gp. Weight: 15 Ib.

Wight Armor: This +1 shadow studded leather armor gives
the wearer darkvision to a range of 60 feet and the protec-
tion of invisibility to undead as if cast by a 5th-level cleric.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, invisibility to undead; Mavrket Price: 26,175 gp. Weight:
201b.

MAGIC WEAPONS

Assassin Whip: This +1 whip appears to be a living vine
of some sort, with leaves shaped like human hands and
small clusters of fruit that resemble wild grapes. Gnarled
and covered with brown, stringy bark, the assassin whip can
be used as a normal whip, but twice a day the wielder can
use it to make a ranged touch attack against a single
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Medium-size or smaller target, causing grasses, weeds,
bushes, and even trees to wrap, twist, and entwine about
her, holding her fast. If no vegetation is in the area, the
assassin whip causes vines to spring up from the ground. The
entangling plants constrict their target, each round dealing
1d6+7 points of damage with a successful grapple check
(the plants' grapple check modifier is +8).

An entangled creature takes a —2 penalty on attack rolls,
takes a —4 penalty to Dexterity, and cannot move. An entan-
gled character who attempts to cast a spell must make a
Concentration check (DC 15) or lose the spell. She can
break free by using a full-round action to make a Strength
check or an Escape Artist check (DC 20). The entangle
effect is independent of the whip, and the wielder can
attack other targets after entangling someone.

Note: The DM may alter the effects of the whip some-
what, based on the nature of the entangling plants.

Caster Level: 3rd; Prerequisites: Craft Magic Arms and
Armor plus entangle or web; Market Price: 11,021 gp.

Bag of Boulders: When found, this pouch holds 1d4
stones the size of sling bullets. (A newly created bag has four
stones.) When thrown (range increment 10 feet), a stone
from the bag of boulders instantly grows to 12 inches in diam-
eter and deals 3d6 points of damage on a successful attack. If
the attack misses, treat it as a grenadelike weapon. Once all
four stones are thrown, the magic of the bag is gone.

Caster Level: 5th; Prerequisites: Craft Wondrous Item, shrink
item; Market Price: 1,200 gp (new) or 300 gp per stone (partial
bag); Weight: 1/2 Ib. per stone.

Beast Claws: Usually found in a size that fits a Medium-
size humanoid, this pair of +1 spiked gauntlets sports claws at
the tips of the fingers. They allow the wearer to make claw
attacks (1d4/x2 slashing damage for Medium-size charac-
ters; see Changing Weapon Size earlier in this chapter to
adjust for wearers size).

If worn by a creature that already has a claw attack, beast
claws have an enhancement bonus of +2 instead of +1. The
creature does its normal claw damage while wearing beast
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claws plus an additional 1dé points of damage. Creatures of
animal intelligence will usually not willingly wear cover-
ings on their forelimbs.

Caster Level: 7th; Prerequisites: Craft Magic Arms and
Armor, polymorph self or ability to wild shape; Market Price:
9,610 gp.

Blade of Wind: This +2 dancing short sword allows its
wielder to fly, as the spell cast by a 6th-level wizard, for up
to an hour per day, while holding the blade of wind. The
time in flight need not be continuous. When wielded by a
creature of the air subtype, the blade of wind changes its size
in proportion to its wielder, remaining a light weapon. For
example, a storm giant would wield it as a Large short
sword. In addition, creatures of the air subtype gain a +4
enhancement bonus to Dexterity while wielding a blade of
wind, and against creatures of the earth subtype the blade of
wind's threat range and critical multiplier improve to
17-20/x3.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, animate objects, fly; Market Price: 97,510 gp.

Brimstone Hammer: When wielded by a fiendish or
half-fiendish creature, this +2 unholy warhammer allows its
wielder to smite good one additional time per day, provided
the wielder uses the brimstone hammer for that attack.

Caster Level: 12th; Prerequisites: Craft Magic Arms and
Armor, unholy blight, divine power, creator must be evil;
Market Price: 45,812 gp.

Dwarf Crusher: Made by giants to destroy the works of
their dwarf foes, this +2 greatclub has additional powers
when wielded by creatures with high Strength scores and
the Power Attack feat. Creatures with Strength of at least 25
who use Power Attack at the highest possible level (devot-
ing their entire base attack bonus to damage) ignore the
hardness of nonliving materials when wielding this
hammer. Targeting an opponent's weapon, shield, or armor
invites an attack of opportunity normally. Animated
objects, constructs, and elementals (but not undead) do not
get the benefit of natural armor against this weapon.
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Caster Level: 6th; Prevequisites: Craft Magic Arms and
Armor, bull's strength, creator must be a giant; Market Price:
26,305 gp.

Elf Breaker: This +1 morningstar has a special affinity for
goblinoids. In the hands of a goblinoid, elf breaker's
enhancement bonus increases to +2. In the hands of a gob-
linoid in combat with an elf or with a group that includes at
least one elf, it grants the wielder a +4 enhancement bonus
to Constitution for the duration of the encounter.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, endurance; Market Price: 26,305 gp.

Elf Edge: This +1 longsword has a special affinity for those
of elven blood. In the hands of someone who has elven
blood, it grants the wielder a +4 enhancement bonus to
Dexterity.

Caster level: 6th; Prevequisites: Craft Magic Arms and
Armor, cat's grace; Market Price: 18,315 gp.

Foe Reaver: Made by frost giants, this +1 greataxe has a
pale blue sheen and proves a great surprise to those seeking
to exploit frost giants' weakness. In the hands of a frost
giant, this weapon grants its wielder fire resistance 20.

Caster Level: 5th; Prerequisites: Craft Magic Arms and
Armor, protection from elements, creator must be a frost giant;
Market Price: 18,320 gp.

Fishgutter: Weapons similar to this appear among many
amphibious cultures, and from there have spread to fully
aquatic ones. Fishgutter is a +2 scimitar that allows its wielder

to act as if under the influence of a freedom of movement spell
cast by a 7th-level cleric.

Caster Level: 7th; Prevequisites: Craft Magic Arms and
Armor, freedom of movement; Market Price: 64,315 gp.

Flame Reaver: This +1 flaming glaive, when wielded by
creatures of the fire subtype, feeds off their natural energy
and produces additional powers. On a critical hit, a flame
reaver does normal critical damage, and in addition the
opponent must make a Reflex save (DC 15) or catch on fire
(see Catching on Fire in Chapter 3 of the DunGEON MASTER's
Guide). Creatures of the fire subtype ignore this ignition
effect if struck by a flame reaver.

Treat objects struck by a flame reaver as having half their
usual hardness, because the extreme heat of the weapon
causes the target to soften. Hardness does not lessen further
if an object is struck multiple times.

Caster Level: 6th; Prerequisites: Craft Magic Arms and Armor
plus flame blade, flame strike, or fireball; Market Price: 26,308 gp.

Flint Basher: This +2 greatclub allows its wielder to use
stone shape as the spell cast by a 5th-level cleric, once per day,
while holding a flint basher. In addition, creatures of the
earth subtype gain a +4 enhancement bonus to Constitu-
tion while wielding a flint basher, and against creatures of
the air subtype the flint basher's threat range and critical
multiplier improve to 19-20/x3.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, endurance, stone shape; Market Price: 32,305 gp.




Gauntlet of Gruumsh: This single +1 gauntlet allows the
wielder to make a melee touch attack and blind the target of
the attack instead of doing damage. The target gets a Forti-
tude saving throw (DC 14) to negate the blinding effect.

Caster Level: 5th; Prerequisites: Craft Magic Arms and
Armor, blindness/deafness; Market Price: 24,805 gp.

Ice Scythe: This weapon is a +1 frost scythe. When wielded
by creatures of the cold subtype, it feeds off their natural
energy and produces additional powers. On a critical hit, an
ice scythe does normal critical damage, and the opponent
must make a Will save (DC 14) or be affected as if by a slow
spell cast by a 5th-level wizard. Creatures of the cold sub-
type ignore this slow effect if struck by an ice scythe.

Treat objects struck by an ice scythe as having half their
usual hardness, because the extreme cold of the weapon
causes the target to become unusually brittle. Hardness
does not lessen further if an object is struck multiple times.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, slow, and chill metal or ice storm; Market Price:
26,318 gp.

Orc Razor: This +1 falchion has a special affinity for those
of orc blood. In the hands of someone who has orc blood, it
grants the wielder a +2 enhancement bonus to Dexterity
and a +2 enhancement bonus to Constitution.

Caster level: 5th; Prerequisites: Craft Magic Arms and
Armor, cat's grace, endurance; Market Price: 17,375 gp.

Pixie Arrows: Pixies sometimes employ arrows that deal
no damage but can erase memory or put a creature to sleep.

Memory Loss: An opponent struck by the arrow must suc-
ceed on a Fortitude save (DC 15) or lose all memory. The
subject retains skills, languages, and class abilities but
forgets everything else until he or she receives a heal spell
or memory restoration by means of limited wish, wish, or
miracle.

Caster level: 11th; Prerequisites: Craft Magic Arms and
Armor, modify memory; Mavket Price: 607 gp.

Sleep: Any opponent struck by the arrow, regardless of Hit
Dice, must succeed on a Fortitude save (DC 15) or be
affected as though by a sleep spell.

Caster Level: 1st; Prerequisites: Craft Magic Arms and
Armor, sleep; Market Price: 107 gp.

Rogue Blade: This +2 rapier provides the effect of the
blink spell as cast by a 6th-level wizard when wielded.
Because blink denies opponents their Dexterity bonuses to
Armor Class, a rogue wielding a rogue blade always gets to
add her sneak attack damage (provided her opponent is sus-
ceptible to such).

Caster level: 6th; Prevequisites: Craft Magic Arms and
Armor, blink; Market Price: 44,320 gp.

Rusting Club: This +1 greatclub allows the wielder to
make a touch attack against an opponent's armor or weapon
and deliver a rusting grasp spell as if cast by a 7th-level druid
instead of normal damage. This effect can be used up to
three times per day.

Any iron or iron alloy item a rusting club touches becomes
instantaneously rusted, pitted, and worthless, effectively
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destroyed. If the item is so large that it cannot fit within a 3-
foot radius (such as a large iron door or the effect of a wall of
iron spell), a 3-foot-radius volume of the metal is rusted and
destroyed. Magic items made of metal are immune to this
effect.

When using a rusting club in melee, the wielder can
choose to make a melee touch attack. If successful, the
attack instantaneously negates 1dé points of Armor Class
gained from metal armor (up to the maximum amount of
protection the armor offered) through corrosion. For exam-
ple, full plate armor (+8 AC) could be reduced to +7 or as
low as +2 in protection, depending on the die roll. A metal
weapon that is hit is destroyed. Note: Striking at an oppo-
nent's weapon provokes an attack of opportunity. In addi-
tion, you must touch the weapon and not the other way
around.

Against ferrous creatures, a rusting club deals 3dé points of
damage +1 per caster level of the creator (maximum +15) on
a successful attack.

Caster Level: 7th; Prerequisites: Craft Magic Arms and
Armor, rusting grasp; Market Price: 35,905 gp.

Scaled Javelin: This +2 javelin gains the special abilities
of distance and returning when used by creatures of the
reptilian subtype.

Caster Level: 12th; Prerequisites: Craft Magic Arms and
Armor, clairaudience/clairvoyance, telekinesis; Market Price:
26,301 gp.

Serrated Terror: Made by fire giants, this jagged +1 great-
sword proves a great surprise to those seeking to exploit fire
giants' weakness. In the hands of a fire giant, this weapon
grants its wielder cold resistance 20.

Caster Level: 5th; Prerequisites: Craft Magic Arms and
Armor, protection from elements, creator must be a fire giant;
Market Price: 18,350 gp.

Skyspear: When wielded by a celestial or half-celestial
creature, this +2 holy longspear allows its wielder to smite
evil one additional time per day, provided the wielder uses
the skyspear for that attack.

Caster Level: 12th; Prerequisites: Craft Magic Arms and
Armor, holy smite, divine power, creator must be good; Market
Price: 45,805 gp.

Staff of the Whip: This +1 pincer staff (see the description
earlier in this chapter) has an additional function when
wielded by a kuo-toa. As an attack action, the wielder may
deliver 1d8+6 points of electrical damage (as a shocking grasp
spell from a 6th-level caster) to a creature already grappled
by the staff of the whip.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, shocking grasp; Mavrket Price: 10,408 gp.

Storm Gauntlets: This pair of +1 spiked gauntlets grants
electricity resistance 10 and has the following abilities:

Shocking Grasp: As the spell cast by a 9th-level wizard, save
DC 13. This power uses 1 charge.




Lightning Bolt: As the spell cast by a 9th-level wizard, save
DC 15. This power uses 2 charges.

Ball lightning: You create four 2-foot-diameter balls of
concentrated electricity that shed light as candles and move
tinder your control. A ball of lightning deals 2dé points of
electricity damage to anything it touches, including crea-
tures that attack it or move through it. When you create the
balls of lightning, you mentally program them to move as
you desire, even around corners. Once programmed, a ball's
orders cannot be changed, A ball can move up to 100 feet
per round and flies with perfect maneuverability. When a
ball of lightning strikes a creature, the ball stops and
remains in place for the remainder of the spell's duration. A
ball dissipates if the distance between you and it exceeds
190 feet. A ball can only "see” under the available light con-
ditions (including the light the ball itself sheds).

For example, you could program one lightning ball to
follow the left wall of a corridor and strike the first creature
it "sees," another to follow the right wall and do the same,
and the remainder to follow 5 feet behind you in a semicir-
cle. The first two lightning balls would turn corners to
remain following the walls, even if this took them out of
your line of sight, and strike the first creature they "see,"
which would fulfill their program and leave them in their
target's square.

A creature struck by a lightning ball or that touches one
with a natural or melee weapon gets a Reflex saving throw

for half damage (DC 17). Damage from two balls resting in
the same square stacks. A creature struck by multiple balls
of lightning in a round (or entering a square with two light-
ning balls) gets a saving throw for each. A creature with
spell resistance makes separate spell resistance checks
against each lightning ball, with success meaning that par-
ticular ball cannot harm the creature. This power uses 4
charges.

Storm gauntlets have 50 charges when new. After the last
charge is expended, storm gauntlets remain +1 spiked
gauntlets.

Caster Level: 9th; Prerequisites: Craft Magic Arms and
Armor plus shocking grasp or lightning bolt; Market Price:
52,360 gp.

Sword of the Schemer: This +2 greatsword grants its
wielder a +4 enhancement bonus to Intelligence, and +2
enhancement bonuses to Wisdom and Charisma. The
bonuses only apply when the owner wields the blade.
Sheathing the sword or hanging it by a strap of some sort
does not provide the bonuses.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor; Market Price: 32,350 gp.

Wave Piercer: This +2 trident grants freedom of movement
to its wielder if that individual has the aquatic subtype.
When wielded by aquatic creatures against creatures of the
fire subtype, a wave piercer's threat range and critical multi-
plier increase to 19-20/x3.




Caster Level: 7th; Prerequisites: Craft Magic Arms and
Armor, freedom of movement; Market Price: 56,315 gp.

Whip of Webs: The wielder of this whip can use it as a +2
whip (see Chapter 7 of the Player's Handbook for details on
and special rules concerning whips), or may make a ranged
touch attack with it to wrap a target in a web of leather
straps. An entangled character takes a —2 penalty on attack
rolls and a —4 penalty to effective Dexterity. An entangled
character can move at half speed but cannot run or charge.
An entangled character who attempts to cast a spell must
make a Concentration check (DC 15) or lose the spell. The
wielder and the whip are not attached to the entangled
character in any way and may attack other targets freely.

Caster Level: 6th; Prerequisites: Craft Magic Arms and
Armor, entangle or web; Market Price: 10,301 gp.

RINGS

Ring of Growth: This ring allows the wearer to speak a
command word and instantly grow in size, doubling its
height and multiplying its weight by 8.This growth increases
the creature's size category by one, which grants it a +4 size
bonus to Strength, a —2 penalty to Dexterity (to a minimum
of 1), and a —1 penalty on attack rolls and AC. The growth
may also increase the wearer's natural reach and face (see
Table 8-7 in the Player's Handbook). The ring can be employed
once per day, and the effect lasts for 9 minutes (or less, if the
wearer desires). The ring does not change the wearer's speed.

If insufficient room is available for the desired growth,
the wearer attains the maximum possible size and may
make a Strength check (using its increased Strength) to
burst any enclosures in the process. If it fails, it is con-
strained without harm by the materials enclosing it—the
ring cannot be used to crush a creature by growth.

All equipment worn or carried by the wearer is affected
by the ring, A melee weapon enlarged by one size category
deals more damage (as shown on Table 5-1). Magical prop-
erties of items are not affected by the growth. Any enlarged
item that leaves the enlarged creature's possession (includ-
ing a projectile or thrown weapon) instantly returns to its
normal size. This means that thrown weapons deal their
normal damage (projectiles deal damage based on the size
of the weapon that fired them).

Multiple magical effects that increase size do not stack.

Caster Level: 9th; Prerequisites: Forge Ring, animal growth;
Market Price: 18,000 gp.

Ring of Shrinking: This ring allows the wearer to speak
a command word and instantly diminish in size, halving its
height, length, and width and dividing its weight by 8. This
reduction in size decreases the creature's size category by
one, which grants it a +2 size bonus to Dexterity, a —4
penalty to Strength (to 2 minimum of 1), and a +1 bonus on
attack rolls and AC. The change in size may also affect the
wearer's natural reach and face (see Table 8—7 in the Player's
Handbook), The ring can be employed once per day, and the
effect lasts for 9 minutes (or less, if the wearer desires). The
ring does not change the wearer's speed.

All equipment worn or carried by a creature is affected by
the ring. A melee weapon reduced by one size category

deals less damage (as shown on Table 5-1). Magical proper-
ties of items are not affected by the reduction. Any reduced
item that leaves the reduced creature's possession (includ-
ing a projectile or thrown weapon) instantly returns to its
normal size. This means that thrown weapons deal their
normal damage (projectiles deal damage based on the size
of the weapon that fired them).

Multiple magical effects that reduce size do not stack.

Caster Level: 9th; Prerequisites: Forge Ring, reduce; Market
Price: 3,600 gp.

Ring of Wordtwisting: This ring grants a +2 insight
bonus on Bluff, Diplomacy, and Sense Motive checks. If
worn by someone of orc blood, the ring grants a +4 insight
bonus on Bluff, Diplomacy, Intimidate, and Sense Motive
checks, and the wielder acts as if the subject of a tongues
spell cast by a 5th-level wizard.

Caster level: 5th; Prerequisites: Forge Ring, tongues; Market
Price: 23,508 gp.

STAEFES

Staff of the Glutton: This +2/+2 quarterstaff appears to be
made from melted flesh. At the top, a humanoid head bares
its fangs and appears to melt down into the staff. On a criti-
cal hit, the fanged head at the end of the staff bites the
victim for 1d8 points of damage in addition to the normal
critical damage. In addition, the staff of the glutton has the
following powers:

Acid fog, as an 11th-level wizard, on command (2 charges).

Summon swarm, as an 11th-level wizard, on command.
The swarm lasts for 8 rounds and does not require concen-
tration. The staff always summons vermin, so add +14 to the
d20 roll to see which type of swarm appears (2 charges).

Caster Level: 11th; Prevequisites: Craft Staff, acid fog, summon
swarm; Market Price: 58,200 gp.

Staff of the Lich: This +2/+1 unholy quarterstaff appears
to be badly charred, but is in fact completely sound. It has
the following powers, all as a 7th-level wizard, all on com-
mand:

Negative Energy Wave: The staff releases a silent burst of
negative energy. It affects 7dé HD worth of undead crea-
tures. Those closest to it are affected first; among equidis-
tant undead creatures, those with fewer Hit Dice are
affected first. Undead creatures gain turn resistance of 1d4
+ the wielder's Charisma modifier (minimum +1). The
effect lasts 10 rounds (2 charges).

Negative Energy Burst: The staff releases a silent burst of
negative energy from a point its wielder indicates. The
point must be within 20 feet of the staff and its wielder. The
energy deals 1d8+7 points of damage to living creatures in a
20-foot-radius burst. A successful Will save (DC 15) reduces
damage by half. Since undead are powered by negative
energy, this spell cures them of a like amount of damage,
rather than harming them (2 charges).

Negative Energy Ray: A ray of negative energy projects
from the tip of the staff. The wielder must succeed on a
ranged touch attack with the ray to deal damage to a target.
The ray deals 4d6 points of negative energy damage to a
living creature. Since undead are powered by negative




energy, this spell cures them of a like amount of damage,
rather than harming them (1 charge).

Caster Level: 7th; Prevequisites: Craft Staff, negative energy
protection, unholy blight, creator must be evil; Market Price:
78,950 gp.

Arms of the Naga: These beautiful, silver arms hang
from a harness made from top-grade leather. The arms are
proportioned as if for a Medium-size humanoid. They have
two "fingers" and an opposable "thumb" on each hand. The
magic that gives life to the arms when worn duplicates the
Strength and Dexterity of the character wearing them. In a
stressful or demanding situation, such as combat, the
wearer must make a Will save (DC 19) or take a —2 penalty
on all attack rolls, saves, skill checks, and ability checks
until the situation passes. Magic armor shifts to accommo-
date the new arms.

Arms of the naga do not allow additional attacks or the
performance of several si-
multaneous physical tasks.
They do not increase the
wearer's reach. How-
ever, they do allow the
wearer to use items de-
signed for creatures with
humanoid hands and
arms.

If the wearer already
has arms, arms of the
naga allow the use of a

two-handed weapon
plus another piece of
equipment. For in-
stance, a  wearer

could wield a great-
sword  while = still
using a shield.

Arms of the naga

have hardness 10
and 30 hit points
each. A  character

cannot remove arms of
the naga from an oppo-
nent by succeeding on a dis-
arm attempt. The arms are
donned or removed like medi-
um armor and are subject to at-
tacks that target armor, such as
a bebelith's armor damage attack, but require no proficiency
to use.

Caster level: 7th; Prerequisites: Craft Wondrous Item, poly-
movph other; Market Price: 56,000 gp. Weight: 8 1b.

Battling Wheel: An elaborately carved wooden drum
set at one end of a intricately engraved rod made of the
same material, the babbling wheel activates when the
wielder spins the drum around the handle. The irregular
noise emitted is a sonic, mind-affecting compulsion similar

to an allip's babble. All sane creatures within 30 feet of the
babbling wheel must succeed on a Will save (DC 11) or be
affected as though by a hypnotism spell for 2d4 rounds. Op-
ponents who successfully save cannot be affected by the
same babbling wheel for one day.

Caster Level: 1st; Prerequisites: Craft Wondrous Item, hypno-
tism; Market Price: 2,000 gp.

Circlet of Rest: Three interwoven rings make up this
beautiful silver headband. When worn, it provides a +10 re-
sistance bonus against nightmare and dream casting (see
Chapter 6) and also makes the wearer immune to dream.

Caster Level: 9th; Prerequisites: Craft Wondrous Item, dream,
nightmare, or dream casting (see Chapter 6: Spells); Market
Price: 12,500 gp. Weight: —.

Cloak of Charms: This cloak allows the wearer to cast
animal friendship, charm person or animal, or command plants
as a 15th-level druid. This cloak does not allow you to ex-
ceed the maximum number of animals befriended to you.
EBach ability can be used once per day.

Caster Level: 15th; Prerequisites: Craft Wondrous Item, ani-

mal friendship, charm person or ani-
mal, command plants; Market
Price: 54,000
gp.  Weight:
11b.
Cloak
Quills: This
brown cloak
has a layer of
quills  on the
outside. The
quills are 1 to 2
feet long and
have bands of
tan, black, and
brown. When
grappling, the
wearer may thrash
about, striking
with  1d4  quills
every time he or
she makes a success-
ful grapple check.
An opponent hit by
a quill attack must
make a Reflex save
(DC 16) or have the
quill break off in his or
her flesh. A lodged quill
imposes a —1 circumstance penalty
on attacks, saves, and checks. Re-
moving the quill deals 1dé additional points of damage. A
cloak has 5d6 quills when found; when it is donned, it
grows 2d4 new quills every 24 hours until reaching the
maximum of 30 quills. Because the quills rustle and rattle
against each other, anyone wearing the cloak takes a —10
penalty on Move Silently checks.

Caster Level: 3rd; Prevequisites: Craft Wondrous Item;

Market Price: 2,500 gp. Weight: 1 Ib.
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Cloaker Flute: This woodwind instrument is crafted to
resemble the throat of a living creature. Rumor has it that a
cloaker taught an evil bard how to make the first one. When
played by a creature who has the Perform (flute) skill, a
cloaker flute produces one of four effects (the user chooses
the effect each time). Cloakers are immune to these sonic,
mind-affecting attacks. Unless noted otherwise, creatures
that successfully save against these effects cannot be
affected by the same cloaker flute for one day. All saving
throw DCs are equal to 10 + the user's ranks in Perform.

Fear: All those within a 30-foot spread must succeed on a
Will save or flee in terror for 2 rounds.

Nausea: Everyone in a 30-foot cone must succeed on a
Fortitude save or be overcome by nausea and weakness.
Affected characters fall to the ground and are unable to take
any actions, including defending themselves, for 1d4+1
rounds.

Slupor: A single creature within 30 feet of the cloaker
flute must succeed on a Fortitude save or be affected as
though by a hold person spell for 5 rounds. Even after a suc-
cessful save, the creature remains vulnerable if the cloaker
flute produces this effect again.

Unnerve: All within an 80-foot spread automatically take a
—2 morale penalty on attack and damage rolls. Those forced
to hear the sound for more than 6 consecutive rounds must
succeed on a Will save or enter a trance, unable to attack or
defend themselves until the sound stops. Even after a suc-

cessful save, they must repeat the save in each round there-
after that the sound continues.

Caster Level: 5th; Prerequisites: Craft Wondrous Item, cause
fear, hold person, stinking cloud; Market Price: 27,225 gp.
Weight: 3 1b.

Dragon Mask: This mask allows the wearer to see invisi-
bility, as the spell cast by a éth-level wizard. The mask func-
tions automatically when donned, for as much as 1 hour per
day. The time need not be continuous. When the mask is
active, the wearer is not subject to a rogue's sneak attack
unless the rogue is at least 10th level.

Caster Level: 6th; Prevequisites: Craft Wondrous Item, see
invisibility; Market Price: 44,000 gp. Weight: 2 1b.

Fairy Gold: This is a bag containing dried leaves that, for
8 hours after it is found, appear to be d% gold coins. Fey
creatures automatically see through the illusion, but all
others must make Will saves when they interact with the
bag of coins (DC 19).

Caster Level: 11th; Prevequisites: Craft Wondrous Item, per-
sistent image, creator must be fey; Market Price: 4,950 gp.
Weight: 2 Ib.

Fingerbone Necklace: This crude necklace appears to be
made from the fingerbones of humanoids strung on a leather
thong. A goblin wearing this necklace gains a +2 competence
bonus on Handle Animal and Ride (worg) checks, if the
goblin does not have the Mounted Combat feat, it may fight
as if it does while wearing the fingerbone necklace.




Caster Level: 3rd; Prevequisites: Craft Wondrous Item;
Market Price: 7,620 gp. Weight: —.

Gazeblind Goggles: These goggles have dark lenses
that appear opaque until worn. Leather cups house the
lenses and surround the wearer's eyes. Leather straps
secure the cups and lenses to the wearer's head. When
worn, the lenses appear clear to the wearer, and the cups do
not block peripheral vision. The goggles block the wearer's
gaze attacks.

Caster Level: 3rd; Prevequisites: Craft Wondrous Item;
Market Price: 6,000 gp. Weight: —.

Geas Acorn: Fey leave silver acorns like this one lying
in the open for foolish and unwary people to pick up. In
this way, the fey gain cheap labor. Once per day, when
picked up, a geas acorn can place a lesser geas on the creature
touching it unless that creature succeeds on a Will save
(DC 16). The effect remains until the creature discharges
one task set by the placer of the acorn, or until seven days
pass, if the character remains in contact with the acorn
after the effect ends, it is subject to the effect again unless
it succeeds on another save. The acorn has no effect unless
placed by a fey.

Caster level: 7th; Prerequisites: Craft Wondrous Item, lesser
geas, creator must be fey; Market Price: 8,400 gp. Weight: —.

Gloves of Man: These magic gloves provide humanoid
fingers and thumbs for the wearer. Any creature may wear
them, provided the creature has tentacles or paws over
which to slip them. While wearing the gloves, the creature
may manipulate items as if it had fully functional hands.
The wearer can use her full Strength and Dexterity with her
new "hands." Creatures with hands gain no benefit from the
gloves, but creatures missing a thumb, a finger, or even an
entire hand can use the gloves as a way to replace the loss.

Caster Level: 7th; Prerequisites: Craft Wondrous Item, poly-
morph other; Market Price: 42,000 gp. Weight: —.

Grig Fiddle: Grigs are sprites known for lively fiddle
music. When playing their fiddles, grigs force any non-
sprite within 30 feet of the instrument to succeed on a Will
save (DC 15) or be affected as though by Otto's irresistible
dance as long as the playing continues. This is a sonic effect.
Anyone capable of playing the instrument (which is of
Diminutive size) can produce the effect.

Caster Level: 3rd; Prevequisites: Craft Wondrous Item, Otto's
irresistible dance, creator must be a grig; Market Price: 14,400
gp. Weight:—.

Hag Eye: Coveys of hags create these magic gems. A hag
eye appears to be nothing more than a semiprecious stone,
but a gem of seeing or other such effect reveals it as a disem-
bodied eye. Often, a hag eye is worn as a ring, brooch, or other
adornment. Any of the three hags who created the hag eye
can see through it whenever they wish, so long as it is on the
same plane as the hag. Destroying a hag eye deals 1d10 points
of damage to each member of the covey and blinds the one
who sustained the greatest damage for 24 hours.

Caster Level: 5th; Prerequisites: Craft Wondrous Item, clair-
voyance, creators must be a covey of hags; Market Price:
22,500 gp. Weight: —.

Heartstone: All night hags carry this periapt, which
instantly cures any disease contracted by the holder. In

addition, a heartstone provides a +2 resistance bonus on all
saving throws. A night hag that loses this charm can no
longer use etherealness until it can manufacture another
(which takes one month). Other creatures, including those
of good alignments, can also benefit from the heartstone's
powers, but the periapt shatters after ten uses and does nor
bestow ctherealness.

Caster Level: 3rd; Prevequisites: Craft Wondrous Item,
creator must be a night hag; Market Price: 1,800 gp.
Weight: —.

Horseshoes of Flame: An ordinary horse wearing these
horseshoes may transform up to three times per day, for up
to 7 hours each time, into a creature resembling a night-
mare. The transformation happens when the owner of the
horseshoes speaks the command word. Another command
word transforms the horse back to its normal form. Speak-
ing the command is a free action, but the transformation
takes a standard action. When transformed, the horse gains
a fly speed of 90 feet (good), +1d4 points of fire damage on
each successful hoof attack, +2 Dexterity, +10 Intelligence,
and +6 Charisma. A blow from the transformed horse's
hooves sets combustible materials alight.

Caster Level: 7th; Prerequisites: Craft Wondrous Item, poly-
movph other; Market Price: 30,240 gp. Weight: 2 1b. each.

Liquid Vortex: When a flask of this magical substance
is poured into a pool of water or similar fluid, liquid vortex
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creates a whirlpool similar to the vortex created by a Large
water elemental. The vortex lasts for 4 rounds. It is 5 feet
wide at the base, up to 30 feet wide at the top, and 10 to 40
feet tall depending on the depth of the pool. Pouring the
contents of the flask into a pool of fluid less than 10 feet
deep produces no effect.

Medium-size and smaller creatures might take damage
when caught in the vortex and may be swept up by it. An
affected creature must succeed on a Reflex save (DC 19)
when it comes into contact with the vortex or take 2dé
points of damage. It must also succeed on a second Reflex
save or be picked up bodily and held suspended in the pow-
erful currents, automatically taking damage each round. A
creature that can swim is allowed a Reflex save (DC 19) each
round to escape the vortex. The creature still takes damage,
but can leave if the save is successful.

If the vortex's base touches the bottom of the body of
water, it creates a swirling cloud of debris. This cloud is cen-
tered wherever the wielder threw or poured the liquid and
has a diameter equal to half the vortex's height. The cloud
obscures all vision, including darkvision, beyond 5 feet.
Creatures 5 feet away have one-half concealment, while
those farther away have total concealment (see Conceal-
ment in Chapter 8 of the Player's Handbook). Those caught in
the cloud must succeed on a Concentration check (DC 19)
to cast a spell.

Caster Level: 11th; Prerequisites: Craft Wondrous Item,
summon monster VI; Market Price: 3,300 gp. Weight: —.

Mask of Fangs: Wearing this mask allows the owner to
dominate and direct animals with simple commands such
as "Attack,” "Run," and "Fetch." Suicidal or self-destructive
commands (including an order to attack a creature two or
more size categories larger than the dominated animals) are
simply ignored. The wearer may simultaneously dominate
and direct up to 12 HD of animals.

The mask establishes a mental link between the wearer
and the subject creatures. The creatures can be directed by
silent mental command as long as they remain within 150
feet of the wearer. The wearer need not see the creatures to
control them. The wearer does not receive direct sensory
input from the creatures, but knows what they experi-
ence, and which one has which experience. Because the
wearer directs the creatures with his own intelligence, the
creatures may be able to undertake actions normally
beyond their comprehension, such as manipulating
objects with their paws and mouths. The wearer need not
concentrate exclusively on controlling the creatures
unless trying to direct them to do something they nor-
mally could not do.

Domination lasts for 6 rounds, after which the creatures
return to their normal, uncontrolled behavior. They have
no bond toward the wearer of the mask, hut their attitude is
friendly.

Caster Level: 5th; Prerequisites: Craft Wondrous Item, domi-
nate animal; Market Price: 30,000 gp. Weight: 2 1b.

Master Fiddle: Sized for a Tiny creature, this excep-
tional fiddle produces beautiful music when played. In the
hands of a grig, however, it replaces the normal effects of a
grig fiddle with the bardic music abilities inspire courage,

countersong, fascinate, suggestion, or inspire greatness as if it
were being played by a 9th-level bard. See the bard class fea-
tures in Chapter 3 of the Player's Handbook for descriptions
of bardic music.

Caster Level: 9th; Prerequisites: Craft Wondrous Item,
creator must be a bard or a grig; Market Price: 18,000 gp.
Weight: —.

Necklace of Natural Weapons: The enhancement
bonuses on this necklace are applied to attack and damage
rolls involving one or more of the wearer's natural weapons.
In addition, any weapon special quality may be applied to
this necklace, and the quality then applies to those natural
weapons as well. For instance, a +1 throwing returning neck-
lace of natural weapons would apply its enhancement bonus
and the throwing and returning special abilities to one or
more of the wearer's natural weapons.

Caster Level: 3rd; Prerequisites: Craft Wondrous Item, Craft
Magic Arms and Armor; Market Price: 600 gp, plus the cost
of the enhancement bonuses, multiplied by the number of
natural weapons affected. A +1 necklace of natural weapons
that affects one natural weapon costs 2,600 gp; if the same
necklace affects six natural weapons, it costs 15,600 gp.
Weight: —.

Render Bait: This amulet causes a gray render within 50
feet to regard the wearer as a trusted friend and ally, as if its
attitude were helpful, unless it succeeds on a Will save (DC
19). This is a mind-affecting charm effect. Some renders
develop a bond with the wearer, as described in their Mon-
ster Manual entry. The wearer may bond with a number of
renders that fail their save equal to his Charisma bonus (if
any). They remain fairly close to the wearer, leaving only to
hunt for food and find water. Once per day each affected
gray render brings the wearer an offering of enough meat
to feed a Medium-size humanoid for one day.

Caster Level: 11th; Prerequisites: Craft Wondrous Item,
charm monster, Market Price: 35,640 gp. Weight: —.

Satyr Pipes: Any creature with the appropriate Perform
(pan pipes) skill can play these beautiful pan pipes. In the
hands of a satyr, however, the pipes can produce the per-
former's choice of three magical effects. When the pipes are
played, all creatures within a 60-foot spread (except satyrs)
must succeed on a Will save (DC 14) or be affected by charm
person, sleep, or fear, as the spells cast by a 10th-level sorcerer
(the satyr chooses the tune and its effect). A creature that
successfully saves against any of the pipes' effects cannot be
affected by the same set of pipes again for one day. A satyr
often uses its pipes to charm and seduce especially comely
women or to put a party of adventurers to sleep and then
steal their valuables.

Caster Level: 5th; Prerequisites: Craft Wondrous Item, cre-
ator must be a satyr; Market Price: 3,000 gp. Weight: 3 1b.

Scentblinder: This small pouch comes suspended on a
leather thong and is worn around the neck. While worn, a
scentblinder masks the wearer's scent. This effect increases
the DC to track the wearer by scent by +30. It also masks the
effect of extraordinary, spell-like, and supernatural powers
of the wearer based on scent, such as a troglodyte's stench.

Caster Level: 11th; Prerequisites: Craft Wondrous Item, per-
sistent image; Market Price: 33,000 gp. Weight: —.




e rules for magic presented in Chapter 10 of the

Player's Handbook apply to monsters as well as stan-
dard-race characters. Monsters that can make

somatic gestures and speak languages can cast all the

spells that a humanoid spellcaster can, provided they
have class levels that allow it. Monsters that cannot speak
can cast any spell that has no verbal component (see the
tables below) or any spell they can prepare with the meta-

magic feat Silent Spell
MONSTERS-AND

Monsters without the ability to speak cannot cast spells
with verbal components. Because many spells from the
schools of Enchantment, Illusion, and Transmutation
don't have verbal components, those schools are good
choices for specialization by nonspeaking spellcasters,
whereas the school of Conjuration, for example, is a poor
choice because it has many spells with verbal compo-
nents. Tables 6-1 and 6-2 summarize the arcane and
divine spells from the Player's Handbook that have no
verbal components.

VARIANT: LEARNING THESE SPELLS
Some of the spells in this chapter are clearly more useful to
monster characters than to standard-race characters. Spell
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TaBLE 6-1:

ARCANE SPELLS WITHOUT VERBAL COMPONENTS
Level School Spell Name
Sor/Wiz 3 Trans gaseous form
Brd 5, Sor/Wiz 6 llus mislead
Brd 6, Sor/Wiz 6 Ench geas/quest
Brd 6, Sor/Wiz 6 Illus permanent image

programmed image
Sor/Wiz 8 Trans etherealneis

TABLE 6-2:

DiviNE SPELLS WiTHOUT VERBAL COMPONENTS
Level School  Spell Name
Drd 1 Abjur invisibility to animals
Air 3 Trans gaseous form
Clr2 Trans make whole
Clré Conj planar ally

Ench geas/quest
Trans etherealness
Luck 6, Trickery 6 llus mislead
Clr 8, Healing 8 Conj mass heal

flower, for instance, is more useful the more
arms a character has. Cloud wings is only useful
to characters and creatures that can already fly.

The DunGeoNs & DRAGONS game assumes that
all spells published in official sources are avail-
able to all characters when they learn new
spells. However, a DM may wish to keep the
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spells in this book more under the control of monsters and
monster characters, not because the spells are too powerful
for standard-race characters but to reinforce their flavor. As
a variant rule, the DM may require a standard-race character
to obtain these spells only through contact with a monster
willing to trade these spells or by doing research on them as
if researching original spells. See the Learning New Spells
variant and Researching Original Spells under Advancing
levels in Chapter 2 of the Dunceon Master's Guide for guide-
lines and examples.

PERMANENCY AND SAVAGE SPECIES
SPELLS

Here is how the spells in Savage Species interact with perma-
nency. For more information, see the permanency spell
description in Chapter 11 of the Player's Handbook.

You can make the following spells permanent in regard
to yourself.

Spell Minimum
Spell Level Level XP Cost
Extend tentacles Sor/Wiz 4 15th 2,000
Fins to feet Sor/Wiz 2 11th 1,000

In addition to personal use, permanency can be used to make
the following spells permanent on yourself, another crea-
ture, or an object (as appropriate).

Spell Minimum
Spell Level Level XP Cost
Air breathing. Sor/Wiz 3 13th 1,500
Blindsight Sor/Wiz 2 11th 1,500
Cloud wings Sor/Wiz 2 11th 1,000
Fuse arms Sor/Wiz 3 13th 1,500
Girallon's blessing Sor/Wiz 3 13th 1,500
Improved blindsight Sor/Wiz 4 15th 2,500
Improved enlarge Sor/Wiz 5 17th 2,500
Improved reduce Sor/Wiz 5 17th 2,500
Low-light vision Sor/Wiz 1 9th 500
Major resistance Sor/Wiz 2 11th 1,000
Rapid burrowing Sor/Wiz 2 11th 1,000
Scent Sor/Wiz 2 11th 1,000
Superior resistance Sor/Wiz 5 17th 2,500
Weapon of energy Sor/Wiz 4 15th 2,000
Wings of the sea Sor/Wiz 2 11th 1,000

The following spells can be cast upon objects or areas only
and rendered permanent.

Spell Minimum
Spell Level Level XP Cost
Bridge of sound Sor/Wiz 3 13th 1,500
Ilusory pit Sor/Wiz 4 15th 2,000
Wall of limbs Sor/Wiz 5 17th 2,500

Spells cast on other creatures, objects, or locations (not on
your) are vulnerable to dispel magic as normal.

The DM may rule that you must research these applica-
tions of permanency. See Researching Original Spells in
Chapter 2 of the Dunceon Master's Guide.

_ ASSASSIN SPELL

IST-LEVEL ASSASSIN SPELL

Low-Light Vision. Subject gains low-light vision for 1 hr./
level.

BARD SPELILS

2ND-LEVEL BARD SPELLS

Bridge of Sound. Invisible bridge spans gap of 10
ft./level.

Dissonant Chant. Concentration checks more difficult
within area of spell.

Fox's Cunning. Subject gains 1d4+1 Int for 1 hr./level.

Major Resistance. Subject gains +3 on saving throws.

Sonorous Hum. Removes need to concentrate to main-
tain next spell cast.

Speak to Allies. Subjects can converse at distance with-
out moving lips.

S5TH-LEVEL BARD SPELLS

Cacophonic Burst. Noise deals 1d6/level sonic damage
to all within area.

Greater Confusion. Makes subjects behave oddly for 1
min./level.

6TH-LEVEL BARD SPELL

Great Shout. Sonic energy deals damage, causes deafness.

_ CLERICSPEILIS

IST-LEVEL CLERIC SPELL

Spell Flower. Hold the charge on one touch spell per
forelimb.

2ND-LEVEL CLERIC SPELLS

Blood Wind. Subject uses natural weapon as thrown
weapon.

Detect Water. Finds water within quarter-circle out to
long range.

Fins to Feet. Transforms tails and fins into legs and feet.

Fox's Cunning. Subject gains 1d4+1 Int for 1 hr./level.

Inky Cloud. Obscures sight underwater beyond 5 ft.

Major Resistance. Subject gains +3 on saving throws.

Rapid Burrowing. +20 ft. to subject's burrow speed.

Wings of the Sea. +30 ft. to subject's swim speed.




3RD-LEVEL CLERIC SPELLS

Air Breathing. Subjects can breathe air freely.

Blindsight. Subject gains blindsight 30 ft. for 1 min./
level

Bridge of Sound. Invisible bridge spans gap of 10 ft./
level.

Fuse Arms. Multiple arms/tentacles become one pair of
stronger limbs.

Girallon's Blessing. Subject gains one additional pair of
arms per four levels.

Laogzed's Breath. Nauseating vapors within cone persist
for 10 rounds.

Sonorous Hum. Removes need to concentrate to main-
tain next spell cast.

Sound lance. Sonic energy deals 1d6/level damage.

4TH-LEVEL CLERIC SPELLS

Earth Reaver. Eruption deals 5d6/level damage to all in
area.

Extend Tentacles. +5 ft. to reach of tentacle attack.

Weapon of Energy. Weapon deals extra energy damage.

STH-LEVEL CLERIC SPELLS

Crawling Darkness. Shroud of tentacles conceals and
protects you.

Improved Blindsight. Subject gains Hindsight 60 ft. for
1 min./level.

Superior Resistance. Subject gains +6 on saving throws.

6TH-LEVEL CLERIC SPELLS

Awaken Undead. Mindless undead creatures gain Int.
Rejection. Creatures within cone can't approach you.

7TH-LEVEL CLERIC SPELLS
Holy Star. Mote of energy protects you, attacks foes.
Minor Servitor. Animated object does your bidding.
Undead Mask. Subject's type changes to undead.

8TH-LEVEL CLERIC SPELL

Spider Plague. Summons Huge monstrous spiders to
fight for you.

9TH-LEVEL CLERIC SPELLS

Awaken Construct. Construct gains human intellect.
Incarnate Construct. Turns construct into living creature.
Vile Death. Undead creature gains fiendish template.

DRUID SPELLS

O-LEVEL DRUID SPELL

Dawn. Sleeping/unconscious creatures in area awaken.

IST-LEVEL DRUID SPELLS

Camouflage. You gain +10 bonus on Hide checks.

Detect Water. Finds water within quarter-circle out to
long range.

Lion's Charge. Subject can charge, then make full attack
in same round.

Rapid Burrowing. +20 ft. to subject's burrow speed.
Wings of the Sea. +30 ft. to subject's swim speed.

2ND-LEVEL DRUID SPELLS
Blindsight. Subject gains blindsight 30 ft. for 1
min./level.
Buoyant Lifting. Water lifts creature 20 ft. above surface.
Major Resistance. Subject gains +3 on saving throws.
Scent. Subject gains scent ability.

3RD-LEVEL DRUID SPELLS

Air Breathing. Subjects can breathe air freely.

Countermoon. Prevents lycanthrope from changing form.

Embrace the Wild. You gain senses, other traits of chosen
animal.

Jagged Tooth. Subject's natural weapon gains keen special

ability.
4TH-LEVEL DRUID SPELL

Forestfold. You gain +20 bonus on Hide and Move
Silently checks.

Improved Blindsight. Subject gains blindsight 60 ft. for
1 min./level.

STH-LEVEL DRUID SPELL

Superior Resistance. Subject gains +6 on saving throws.

6TH-LEVEL DRUID SPELL
Plant Body. Subject's type changes to plant.

PALADIN SPELL

2ND-LEVEL PALADIN SPELL

Major Resistance. Subject gains +3 on saving throws.

_ RANGERSPEIIS

IST-LEVEL RANGER SPELLS

Camouflage. You gain +10 bonus on Hide checks.

Dawn. Sleeping/unconscious creatures in area awaken.

Detect Water. Finds water within quarter-circle out to
long range.

Low-Light Vision. Subject gains low-light vision for 1 hr./
level.

Wings of the Sea. +30 ft. to subject's swim speed.

2ND-LEVEL RANGER SPELLS

Rapid Burrowing, +20 ft. to subject's burrow speed.
Scent. Subject gains scent ability

3RD-LEVEL RANGER SPELLS

Embrace the Wild. You gain senses, other traits of chosen
animal.

Forestfold. You gain +20 bonus on Hide and Move
Silently checks.

Jagged Tooth. Subject's natural weapon gains keen special

ability.




SORCERER AND

IST-LEVEL SORCERER/WIZARD SPELLS

Trans Low-Light Vision. Subject gains low-light vision
for 1 hr./level.

Spell Flower. Hold the charge on one touch spell
per forelimb.

2ND-LEVEL SORCERER/WIZARD SPELLS

Abjur Dissonant Chant. Concentration checks more
difficult within area of spell.

Major Resistance. Subject gains +3 on saving
throws.

Conj Inky Cloud. Obscures sight underwater beyond
5 ft.

Detect Water. Finds water within quarter-circle
out to long range.

Evoc Blood Wind. Subject uses natural weapon as

thrown weapon.

Necro Desiccating Bubble. Globe of air damages by

evaporating moisture from target.

Trans Blindsight. Subject gains blindsight 30 ft. for
1 min./level.

Cloud Wings. +30 ft. to subject’s fly speed.

Fins to Feet. Transforms tails and fins into legs
and feet.

Fox's Cunning. Subject gains 1d4+1 Int for 1
hr./level.

Lion's Charge. Subject can charge, then make full
attack in same round.

Rapid Burrowing. +20 ft. to subject's burrow
speed.

Scent. Subject gains scent ability.

Speak to Allies. Subjects can converse at distance
without moving lips.

Wings of the Sea. +30 ft. to subject's swim speed.

3RD-LEVEL SORCERER/WIZARD SPELLS
Conj Bridge of Sound. Invisible bridge spans gap of 10
ft./level.
Laogzed's Breath. Nauseating vapors within cone
persist for 10 rounds.
Evoc Hailstones. Frigid globes deal 5d6 cold damage.
Sonorous Hum. Removes need to concentrate to
maintain next spell cast.
Sound Lance. Sonic energy deals 1dé/level
damage.
Trans Air Breathing, Subjects can breathe air freely.
Fuse Arms. Multiple arms/tentacles become one
pair of stronger limbs.
Girallon's Blessing. Subject gains one additional
pair of arms per four levels.

4TH-LEVEL SORCERER/WIZARD SPELLS
Illus Illusory Pit. Creates illusion of 20-ft.-deep pit.

Div

Trans Earth Reaver. Eruption deals 5d6/level damage to
all in area.

Extend Tentacles. +5 ft. to reach of tentacle attack.

Improved Blindsight. Subject gains blindsight
60 ft. for 1 min./level.

Weapon of Energy. Weapon deals extra energy
damage.

S5TH-LEVEL SORCERER/WIZARD SPELLS

Abjur Superior Resistance. Subject gains +6 on saving
throws.
Evoc Cacophonic Burst. Noise deals 1d6/level sonic
damage to all within area.
Wall of Limbs. Whirling limbs deal 1dé/level
bludgeoning damage.
Trans Improved Enlarge. Subject remains enlarged for
10 min./level.
Improved Reduce. Subject remains reduced for
10 min./level.
Minor Servitor. Animated object does your

bidding.
6TH-LEVEL SORCERER/WIZARD SPELLS

Ench Greater Confusion. Makes subjects behave oddly
for 1 min./level.

Dream Casting. Alter subject's dreams to produce
desired effect.

7TH-LEVEL SORCERER/WIZARD SPELLS

Conj Vipergout. Summons Medium-size vipers to fight
for you.

Necro Awaken Undead. Mindless undead creatures gain
Int.

Trans Stone Body. Your body becomes living stone.

8TH-LEVEL SORCERER/WIZARD SPELLS

Evoc Great Shout. Sonic energy deals damage, causes
deafness.
Stalking Spell. Subject hidden from sight, hear-
ing, and scent.
Necro Skeletal Guard. Create one skeleton/level with
effective HD = your caster level.
Trans Flame Whips. Your forelimbs deal 5deé fire
damage + 1/level.

9TH-LEVEL SORCERER/WIZARD SPELLS

Abjur Maw of Chaos. Chaotic energy deals damage,
impedes concentration.

Conj Vile Death. Undead creature gains fiendish
template.

Trans Awaken Construct. Construct gains human intel-
lect.

Incarnate Construct. Turns construct into living

creature.

lus

lus

These spell descriptions follow the format found in the
Player's Handbook and are presented in alphabetical
order.




AIR BREATHING
Transmutation
Level: Clr 3, Drd 3, Sor/Wiz 3
Components: S, M/DF
Casting Time: 1 action
Range: Touch
Target: Living creatures touched
Duration: 2 hours/level (see text)
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)

The transmuted creatures can breathe
air freely. Divide the duration evenly
among all the creatures you touch.

The spell does not make creatures
unable to breathe water.

Air breathing dispels and counters
water breathing.

Arcane Material Component: A short
reed or piece of straw.

AWAKEN CONSTRUCT
Transmutation
Level: Clr 9, Sor/Wiz 9
Components: V, S, M, XP
Casting Time: 8 hours
Range: Touch
Target: One construct
Duration: Instantaneous
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)

This spell awakens a humanoid-
shaped construct to humanlike sen-
tience. The spell does not work on
constructs that are only constructs
temporarily (such as objects affected
by an animate objects spell). The awak-
ened creature is independent of both
you and the being who originally
made it, though it is initially friendly
toward both you and its maker.

Material Component: The brain of a
humanoid that has been dead less
than 8 hours.

XP Cost: 5,000 XP.

AWAKEN UNDEAD

Necromancy [Evil]

Level: Clr 6, Sor/Wiz 7

Components: V, S, M, XP

Casting Time: 1 action

Range: Close (25 ft. plus 5 ft./2
levels)

Targets: All mindless undead within
acircle 25 ft. in radius plus 5 ft./
2 levels

Duration: Permanent (D)
Saving Throw: None (harmless)
Spell Resistance: Yes (harmless)

This spell grants Intelligence to
mindless undead such as skeletons
and zombies. Undead with Intelli-
gence scores are unaffected. Each
mindless undead creature within the
radius gains an Intelligence score of
1d8+4. A subject of the spell cannot
gain a higher Intelligence than is
typical for its original kind. A skele-
tal dog simply has Intelligence 2,
while a skeletal orc uses the 1dé6+4
die roll but can't have a score higher
than 8.

Awakened undead do not regain
any skills, feats, or extraordinary abil-
ities they had in life, but they do gain
skill points ([4 + Int mod] x HD) and
feats (one for first Hit Die, one for
each three HD thereafter) normally
after being awakened.

Undead regain the armor and
weapon proficiencies they had in life
(assume the undead were formerly
NPC warriors unless your DM speci-
fies otherwise) and will don armor
and take up weapons while obeying
your commands. A zombie fighter
can wear any armotr and wield any
simple or martial weapon, while a
zombie warhorse can wear any
armor.

Awakened undead gain a +2 pro-
fane bonus on their Will saving
throws to resist being controlled.

Material Component: A humanoid
fingerbone.

XP Cost: 200 XP.

BLINDSIGHT
Transmutation
Level: Clr 3, Drd 2, Sor/Wiz 2
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)

This spell grants the subject the
blindsight ability out to a range of 30
feet. (For details, see Blindsight in
Chapter 3 of the DuncEoN MAasTER's
Guide.)

BLOOD WIND

Evocation

Level: Clr 2, Sor/Wiz 2

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 caster
levels)

Target: A single creature with
Intelligence of 4 or higher

Duration: 1 round/level (D)

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)

The subject may take a full attack ac-
tion to use one of its natural weapons
as if it were a thrown weapon with a
20-foot range increment. The subject
may do so every round while the spell
is in effect. The subject gestures with
the natural weapon as if making a
melee attack. The effect of this attack
always emanates from the subject's lo-
cation. The attack does not get a
flanking bonus or help a combatant
get one. The subject uses its highest
melee attack bonus, and deals damage
normally if it hits. All normal modi-
fiers to ranged combat apply. If the
subject has more than one natural
weapon, it may choose which weapon
to use during each round the spell is
in effect.

BRIDGE OF SOUND

Conjuration (Creation) [Sonic]

Level: Brd 2, Clr 3, Sor/Wiz 3

Components: V, S, DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)

Effect: One bridge of sound 5 ft.
wide, 1 in, thick, and up to 10 ft./
level long

Duration: Concentration plus 1
round/level

Saving Throw: None

Spell Resistance: Yes

You create a ribbonlike, weightless,
unbreakable, invisible bridge of sound.
The bridge must be anchored to solid
objects at both ends, but otherwise
can be at any angle. Like a wall of force,
it must be continuous and unbroken
when formed. It is typically used to
cross a chasm or a hazardous space.
Creatures can move on the bridge of
sound without penalty, sinced it is no
more slippery than a typical dungeon
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floor. It is only a physical barrier to
solid objects and has no effect on
spells, line of sight, gaze attacks, ethe-
real creatures, or incorporeal crea-
tures and objects.

The bridge of sound can support a
maximum of 200 pounds per caster
level. Creatures that cause the total
weight on the bridge of sound to exceed
this limit sink through the bridge as
if it weren't there.

A bridge of sound is temporarily
negated within the area of a silence
spell, causing anything on it to fall. If
the silence effect ends or is dispelled
before the bridge's duration expires,
the bridge is once again whole.

BUOYANT LIFTING

Evocation

Level: Drd 2

Components: V, S, DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./
level)

Target: One willing swimming or
floating creature or object (total
weight up to 200 1b./level)

Duration: 10 minutes/level (D) (see
text)

Saving Throw: None

Spell Resistance: No

You command the water supporting
or surrounding a swimming or float-
ing creature or object to rise and hold
the creature above the surface of the
water. An object so lifted may con-
tain creatures or other objects (for ex-
ample, a boat). The creature must be
willing to be lifted in this manner,
and an object must be unattended or
possessed by a willing creature. The
spell causes a smooth wave of water
to rise under the subject and hold it
20 feet above the rest of the water's
surface. If obstructions prevent the
subject from being raised that high
(such as being in a cave with a low
ceiling), the wave lifts the subject
until it touches the obstruction. The
subject is otherwise resting at the top
of this wave (rescuing it from drown-
ing if it was a sinking air-breather)
and can swim away under its own
power or be moved by others (such as
with a rope). If the subject is re-
moved from the wave, it collapses
gently and the spell ends.

CACOPHONIC BURST
Evocation [Sonic]
Level: Brd 5, Sor/Wiz 5
Components: V, S
Casting Time: 1 action
Range: Long (400 ft. + 40 ft./level)
Area: 20-ft.-radius burst
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You cause a burst of low, discordant
noise to erupt at the chosen location.
It deals 1dé points of sonic damage
per caster level (maximum 15d6) to
all creatures within the area.

Cacophonic burst cannot penetrate
the area of a silence spell.

CAMOUFLAGE
Transmutation
Level: Drd 1, Rgr 1
Components: V, S
Casting Time: 1 action
Range: Personal
Target: You
Duration: 10 minutes/level

You change your coloring to match
the environment surrounding you.
The spell grants you a +10 circum-
stance bonus on your Hide checks.

CLOUD WINGS
Transmutation
Level: Sor/Wiz 2
Components: V, S
Casting Time: 1 action)
Range: Tough
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Fortitude negates
(harmless)
Spell Resistance: Yes (harmless)

This spell increases the subject's fly
speed by 30 feet. It has no effect on
other modes of movement, nor does
it allow the subject to fly if it cannot
already do so.

COUNTERMOON
Abjuration
Level: Drd 3
Components: V, S, M
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One lycanthrope
Duration: 12 hours

Saving Throw: Will negates (D)
Spell Resistance: Yes

This spell stops a lycanthrope from
changing form, preventing both vol-
untary shapechanging via the alter-
nate form ability and involuntary
shapechanging because of lycan-
thropy. The subject retains whatever
form he or she had when the spell
was cast for the duration; even death
does not cause reversion to normal
form until the spell ends. Natural ly-
canthropes gain a +4 bonus on the
saving throw against this spell.

Material Component: A hair, scale, or
other cast-off item from the creature

to be affected.

CRAWLING DARKNESS

Conjuration (Creation)
Level: Clr 5

Components: V, S, DF
Casting Time: 1 full round
Range: Personal

Target: You

Duration: 1 minute/level (D)

You bring into being a shroud of dark,
writhing tentacles around your body.
The tentacles do not interfere with
your movement or spellcasting, but
they provide you one-half conceal-
ment (20% miss chance) and totally
hide your features. You get a +4 com-
petence bonus on grapple checks,
Climb checks, and Escape Artist
checks.

Crawling darkness automatically
protects you with a feather fall effect if
you ever fall more than 3 feet and al-
lows you to use water walk at will.

DAWN

Abjuration

Level: Drd 0, Rgr 1

Components: V

Casting Time: 1 action

Range: Personal

Target: All creatures within a 15-ft.-
radius burst centered on you

Duration: Instantaneous

Saving Throw: Fortitude negates
(harmless)

Spell Resistance: Yes

All sleeping creatures in the affected
area awaken. Those who are uncon-
scious because of subdual damage




wake up and become staggered (see
Subdual Damage in Chapter 8 of the
Player's Handbook). This spell does not
affect dying creatures.

DESICCATING BUBBLE
Necromancy
Level: Sor/Wiz 2
Components: S, M/DF
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./
level)
Effect: 3-ft.-radius sphere of air
Duration: 1 round/level
Saving Throw: Reflex negates
Spell Resistance: Yes

A globe of supernaturally dry air
rolls in whichever direction you
point and engulfs those it strikes. It
moves 30 feet per round and can leap
up to 30 feet to strike a target. If it
enters a space with a creature, it
stops moving for the round and
deals 2d4 points of damage as it evap-
orates moisture from the target. (The
subject can negate this damage with
a successful Reflex save.) Oozes,
creatures composed of water (such as
water elementals), and creatures
with the aquatic subtype take 2d6
points of damage.

The bubble moves as long as you
actively direct it (a move-equivalent
action for you); otherwise, it merely
stays at rest. The surface of the bubble
has a spongy, yielding consistency
(similar to that of a soap bubble, but
not fragile and allowing objects to
pass through it without affecting the
spell) and so does not cause damage
except by absorbing moisture. It can-
not batter down large obstacles. The
bubble winks out if it exceeds the
spell's range.

Arcane Material Component: A tiny
bag or bladder filled with air, and a
sprinkle of dust.

DISSONANT CHANT

Abjuration [Sonic]

Level: Brd 2, Sor/Wiz 2
Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Area: 100-foot radius emanation
Duration: 1 round/level (D)
Saving Throw: None (see text)
Spell Resistance: Yes

You create a distracting and discor-
dant chant. Affected creatures that at-
tempt spellcasting or other activities
that require concentration must
make Concentration checks (DC 18 +
Int or Cha modifier, for wizards or
sorcerers respectively) to succeed.

Activities that already require Con-
centration checks, such as casting de-
fensively, have their DC increased by
the save DC of this spell —10. For ex-
ample, this spell cast by a wizard with
14 Intelligence would have a DC of
14; a cleric trying to cast spiritual
weapon within the area would have to
succeed on a Concentration check
against DC 21 (15 + 2 for spiritual
weapon spell level + 14 for dissonant
chant save DC — 10 = 21).

Creatures within the area gain a
bonus on saving throws against lan-
guage-dependent effects equal to this
spell's DC —10.

While this spell does not allow a
saving throw, the save DC for the spell
is calculated normally (10 + spell level
+ Int or Cha modifier) to determine
the modifier to the Concentration
checks of those within the spell's area.

DREAM CASTING

Illusion (Phantasm) [Mind-Affect-
ing] (see text)

Level: Sor/Wiz 6

Components: V, S

Casting Time: 1 hour

Range: Unlimited

Target: You and one dreamer

Duration: 1 day/level (see text)

Saving Throw: Will negates (harm-
less) and Will negates

Spell Resistance: Yes (harmless)
and yes

As the dream spell, except as noted
above; also, you can alter the sleeping
person's dreams to produce a specific
desired effect. The dreamer gets a Will
saving throw to resist the additional ef-
fects of this spell; if he succeeds, the
dream casting spell can only send a mes-
sage in the manner of the dream spell. If
the saving throw fails, you decide what
additional effect the message carries.
Fear: Your image in the dream is
surrounded by intimidating imagery
and an aura of power. For the dura-
tion of the spell, any rime the dream-
er can see you or knows you are pres-

ent, he is shaken. This is a compul-
sion and fear effect.

Charm: Your image in the dream
appears particularly helpful and kind.
For the duration of the spell, the
dreamer is under the effect of a charm
monster spell. This is a charm effect.

Rage: Your image in the dream
taunts and harasses the dreamer. For
the duration of the spell, any time the
dreamer can see you or knows you are
present, he preferentially attacks you
if in a combat situation. The dreamer
gains a +2 morale bonus on saving
throws, attack rolls, ability checks,
skill checks, and weapon damage
rolls while under this effect. This is a
compulsion effect.

Harrow: Your image in the dream
behaves in a bizarre and irrational
manner. For the duration of the spell,
the dreamer behaves in an unusual
manner, gaining two random traits
from Table 5-5: One Hundred Traits
in the DuncEoN MasTeR's Guide (reroll
any physical traits, such as baldness).

If the dreamer can see you or knows
you are present, he acts bewildered.

EARTH REAVER

Transmutation [Fire]

Level: Clr 4, Sor/Wiz 4

Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./
level)

Area: 20-ft-radius spread, +10 ft./
level

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes

You point at a spot on the ground, and
the earth at that point erupts in a
shower of rock, dirt, and fire. Crea-
tures and objects within the area take
7d6 points of damage; the damage is
4d6 impact and 3dé fire. Those that
fail the saving throw are knocked
prone.

EMBRACE THE WILD

Transmutation

Level: Drd 3, Rgr 3
Components: V, F
Casting Time: 1 action
Range: Personal

Target: You

Duration: 10 minutes/level
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This spell allows you to adopt the na-
ture and some abilities of a wild ani-
mal. You retain your own form, but
you gain the natural and extraordi-
nary senses of the creature you
choose, as well as its skill ranks
(though these do not stack with any
ranks you already have in the same
skills), for the duration of the spell.
Thus, depending on your choice of
animal, you could gain blindsight,
scent, and ranks in Listen, Spot, or
other skills. Embrace the wild does not
grant you the animal's natural attacks,
methods of locomotion, feats, or non-
sensory extraordinary abilities, such
as trample or improved grab.

Focus: Hide, skin, or feathers of the
selected animal, or an item or compo-
nent of its lair. You must have ob-
tained the focus from the animal
yourself.

EXTEND TENTACLES
Transmutation
Level: Clr 4, Sor/Wiz 4
Components: V,M
Casting Time: 1 action
Range: Personal
Target: You
Duration: 1 round/level

Originally developed by medusas,
this spell lengthens your tentacles, in-
creasing the reach of your tentacle at-
tacks by 5 feet. The tentacles attack as
normal. This spell can also increase
the length of a medusa's snakes so
they may make normal attacks with a
10-foot reach, or they may start a
grapple after a successful attack as if
you had the improved grab ability. If
the snakes get a successful hold, they
can constrict on any following round
for 1d3 points of damage plus your
Strength modifier with a successful
grapple check.

FINS TO FEET
Transmutation
Level: Clr 2, Sor/Wiz 2
Components: V, S
Casting Time: 1 minute
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: Fortitude negates

(harmless)

Spell Resistance: Yes (harmless)

This spell transforms tails or finned
extremities into humanoid legs and
feet. Transformed Medium-size crea-
tures have a land speed of 30 feet,
Small and smaller creatures have a
land speed of 20 feet, and Large and
larger creatures have a land speed of
40 feet. This is a common spell among
metfolk, naga, and tritons.

FLAME WHIPS
Transmutation
Level: Sor/Wiz 8
Components: V, S
Casting Time: 1 action
Range: Personal
Effect: Flaming whips
Duration: 1 round/level (D)
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)

Your forelimbs transform into flam-
ing whips. Attacks with these flaming
whips replace any natural attacks you
had with those limbs, and deal 5d6
points of fire damage +1 point per
caster level (maximum +20) each.

While this spell is in effect, you
may not cast spells with material
components, Nor may you carry items
with your forelimbs. Any items worn
on your forelimbs cease functioning
while the spell is active.

FORESTFOLD
Transmutation
Level: Drd 4, Rgr 3

As camouflage, except as noted above
and that you gain a +20 circumstance
bonus on Hide and Move Silently
checks.

FOX'S CUNNING
Transmutation
Level: Brd 2, Clr 2, Sor/Wiz 2
Components: V, S, M/DF
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)

The transmuted creature becomes
smarter. The spell grants an enhance-
ment bonus to Intelligence of 1d4+1

points, adding the usual benefits to
Intelligence-related skills. Wizards
who receive fox's cunning do not gain
extra spells, but the save DCs for their
spells increase.

Arcane Material Component: A few
hairs, or a pinch of dung, from a fox.

FUSE ARMS

Transmutation

Level: Clr 3, Sor/Wiz 3

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature with at least four
arms or tentacles touched

Duration: 10 minutes/level

Saving Throw: Fortitude negates
(harmless)

Spell Resistance: Yes (harmless)

You cause a creatures multiple arms
or tentacles to fuse together into a
single pair of stronger limbs. Only
limbs that the creature can use as
arms or grasping limbs are affected by
the spell (so basilisks and monstrous
centipedes, neither of which use their
limbs to attack or manipulate objects,
are unaffected).

For every set of limbs fused into
the primary set of limbs, the creature
gains +4 to Strength when using
those fused limbs (affecting activities
that would use those limbs, but not
activities relying on its bite, legs, and
so on). For example, a girallon under
the effect of this spell would have one
pair of arms and Strength 30 for the
purpose of using those arms. A behir,
which has three pairs of limbs that it
can use as arms, wound end up with
one pair of arm-limbs with a +8 bonus
to Strength for those arms (its six legs
would be unaffected).

The loss of limbs reduces the num-
ber of attacks available to the subject.

GIRALLON'S BLESSING

Transmutation

Level: Clr 3, Sor/Wiz 3

Components: V, S, M

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 10 minutes/level

Saving Throw: Fortitude negates
(harmless)

Spell Resistance: Yes (harmless)




You give the subject one additional
pair of arms for every four caster lev-
els. Each arm ends in a hand with
fingers and an opposable thumb. The
spell can create a maximum of five
pairs of arms, but the size of the sub-
ject limits the number of pairs of ad-
ditional arms it can have: one for
Small, two for Medium-size, three
for Large, or four for a Huge or larg-
er creature. The creature's original
arms (if any) are its primary arms,
and all others are secondary limbs (if
the subject had no arms, the arms
created by the spell are its primary
arms).

The new limbs can be confusing.
In a stressful or demanding situation,
such as combat, the subject must
make a Will save (DC 19) or take a —2
penalty on all attack rolls, saves, skill
checks, and ability checks until the
situation passes. Nonmagical cloth-
ing or armor is destroyed by the
transformation, but magic armor and
clothing shifts to accommodate the
new arms.

The additional arms do not allow
additional attacks or several simulta-
neous physical tasks. They do not in-
crease the subject's reach. However,
they do allow the subject to use items
designed for creatures with more
than two arms, or to use a two-hand-
ed item and another piece of equip-
ment. For instance, a subject could
wield a greatsword while using a
shield.

Material Component: A few strands
of girallon hair.

HAILSTONES
Evocation [Cold]
Level: Sor/Wiz 3
Components: V, S, M
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./

level)

Effect: One frigid globe/five levels
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: Yes

You create frigid globes that strike
your enemies. You must succeed on a
ranged touch attack roil to hit. The
hailstone deals 5dé points of cold
damage (Reflex save half). If you cre-
ate extra frigid globes (at 10th level or

higher, to a maximum of four globes
at 20th level), all globes must be
aimed at enemies that are all within
30 feet of each other.

Material Component: A handful of
crystal globes.

HOLY STAR
Abjuration
Level: Clr 7
Components: V, S
Casting Time: 1 action
Range: Personal
Effect: Protective star of energy
Duration: 1 round/level (D)

You create a glowing mote of energy
that stays near your shoulder, provid-
ing light equal to a candle. It has three
functions, and you can designate
which function to activate as a free ac-
tion on your turn.

Spell Turning: The holy star can turn
1d4+3 spell levels as the spell turning
spell. Any spell levels turned are gone
for the remainder of the spell (the holy
star does not recover these spent levels
every time you choose this function).
If all spell levels are expended, this
function no longer works, but the
other functions still do.

Cover: The holy star gives you a +10
cover bonus to Armor Class without
affecting your actions.

Fire Bolt: The holy star lashes out
with a beam of energy as a ranged
touch attack against a creature up to
90 feet away, dealing fire damage
equal to 1d4+1 point per two caster
levels (maximum +10).

ILLUSORY PIT

Hlusion (Figment)

Level: Sor/Wiz 4

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)

Effect: Image 10 ft. by 10 ft. by 20 ft.

Duration: Permanent

Saving Throw: Will disbelief (if
interacted with)

Spell Resistance: No

This spell creates the illusion of a pit
10 feet square and 20 feet deep. It
may be cast on a flat surface (such as
a floor) or in an open space (such as
on an actual pit to conceal its con-
tents). It appears absolutely real

when viewed. If it is cast on a solid
floor, objects dropped into the pit do
not fall, instead resting in place on
top of the pit as if levitating or as if
the pit were covered with a wall of
force. If it is cast in an open space, ob-
jects dropped into the pit appear to
fall into it until they pass below the
bottom of the spell's area (at which
point they vanish) or come to rest on
a solid object within the spell's area
(at which point they appear to float
within the pit). Detection abilities
that do not require sight work nor-
mally on the pit, instantly revealing
it to be illusory (for example, a crea-
ture with blindsight or a character
feeling the ground with a pole would
realize that there is no pit) or cov-
ered in some invisible way. Touching
the illusion does not cause it to dis-
appear. The bottom of the illusory pit
may be bare, or it may contain metal
spikes, a humanoid skeleton, filth, or
any combination you desire, chosen
at the casting of the spell.

IMPROVED BLINDSIGHT
Level: Clr 5, Drd 4, Sor/Wiz 4

As blindsight, except as noted above
and that the blindsight granted by the
spell has a 60-foot range.

IMPROVED ENLARGE
Level: Sor/Wiz 5
Range: Touch
Duration: 10 minutes/level

As enlarge, except as noted above.

IMPROVED REDUCE
Level: Sor/Wiz 5
Range: Touch
Duration: 10 minutes/level

As reduce, except as noted above.

INCARNATE CONSTRUCT
Transmutation
Level: Clr 9, Sor/Wiz 9
Components: V, S, M, XP
Casting Time: 8 hours
Range: Touch
Target: One construct
Duration: Instantaneous
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)
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This spell turns a humanoid-shaped
construct into a living creature. The
spell does not work on constructs
that are only constructs temporarily
(such as objects affected by an ani-
mate objects spell). The construct gains
the incarnate construct template (see
Chapter 10). The incarnated creature
is independent of both you and the
being who originally made it, though
it is initially friendly toward both you
and its maker.

Material Component: The heart of a
humanoid that has been dead less
than 8 hours.

XP Cost: 5,000 XP

INKY CLOUD
Conjuration (Creation)
Level: Clr 2, Sor/Wiz 2
Components: V, S, M
Casting Time: 1 action
Range: 30 ft.
Area: Cloud that spreads underwater

in a 30-ft. radius, centered on you

Duration: 10 minutes/level
Saving Throw: None
Spell Resistance: No

The inky cloud created by this spell
billows out from your location. The
cloud obscures all sight, including
darkvision, beyond 5 feet. A creature
within 5 feet has one-half con-
cealment (attacks have a 20% miss
chance). Creatures farther away have
total concealment (50% miss chance,
and the attacker can't use sight to lo-
cate the target).

A moderate current (11+ mph) dis-
perses the cloud in 4 rounds; a strong
current (21+ mph) disperses the
cloud in 1 round.

The spell functions only under-
water.

Material Component: A small vial
containing the ink of a squid or
octopus.

JAGGED TOOTH

Transmutation

Level: Drd 3, Rgr 3

Target: One natural slashing or pierc-
ing weapon of target creature

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)

As keen edge, except as noted above.

LAOGZED'S BREATH
Level: Clr 3, Sor/Wiz 3
Range: Close (25 ft. + 5 ft./2 levels)
Area: Cone
Duration: Instantaneous

As stinking cloud, except as noted
above and that the nauseating vapors
persist for 10 rounds.

LION'S CHARGE
Transmutation
Level: Drd 1, Sor/Wiz 2
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Will negates (harm-

less)

Spell Resistance: Yes (harmless)

You provide the subject with the
powerful charging ability of the
lion. When the subject charges, he
can make a full attack in the same
round.

Material Component: A hair from a
lion's mane.

LOW-LIGHT VISION
Transmutation
Level: Asn 1, Rgr 1, Sor/Wiz 1
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: None
Spell Resistance: Yes (harmless)

You give the subject creature low-
light vision.

Arcane Material Component: A small
candle.

MAJOR RESISTANCE

Abjuration

Level: Brd 2, Clr 2, Drd 2, Pal 2,
Sor/Wiz 2

Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)

You imbue the subject with a strong
magical energy that protects her from
harm, granting a +3 resistance bonus
on saves.

Arcane Material Component: A
miniature cloak of fine cloth.

MAW OF CHAOS

Abjuration [Chaotic, Force]

Level: Sor/Wiz 9

Components: V, S, M

Casting Time: 1 action

Range: Medium (100 ft. +10 ft./
level)

Area: 15-ft.-radius emanation

Duration: 1 round/level

Saving Throw: Will half (see text)

Spell Resistance: Yes (see text)

You create a yawning area of roiling
purple-red energy resembling a great
mouth. This field of energy has the
following effects upon anything that
touches or enters it.

First, all creatures except you take 1
point of damage per caster level. Spell
resistance applies to the damage (but
not the other effects of the spell).
Those affected by the spell make a
Will saving throw every round. A suc-
cessful saving throw halves the dam-
age in that round.

Second, the chaotic energy makes it
difficult to concentrate. Any activity
that involves concentration (such as
casting a spell or using a spell-like
ability) requires a Concentration
check (DC 25 + spell level) to succeed.

Creatures with the chaotic subtype
are unaffected by this spell.

Material Component: A jawbone
with teeth.

MINOR SERVITOR

Transmutation

Level: Clr 7, Sor/Wiz 5
Components: V, S, M, XP

Casting Time: One day

Range: Touch

Effect: One object up to 1 cu. ft./level
Duration: Permanent (D)




Saving Throw: None (object)
Spell Resistance: Yes (object)

You imbue an inanimate object with
mobility and a semblance of life. The
animated object is friendly toward
you. You have no special empathy or
connection with the object, although
it serves you in specific tasks or en-
deavors if you communicate your de-
sires to it. The object can be of any
nonmagical material, including
wood, metal, stone, fabric, leather, ce-
ramic, and glass. You can also ani-
mate masses of raw matter, such as
water, a rock from a wall, or a rock on
the ground, as long as the volume of
material does not exceed 1 cubic foot
per caster level. For each cubic foot
of volume, the animated object has
1 Hit Die.

The object gains an Intelligence
score (roll 3d6) and a Charisma score
(roll 1d3) from the spell. Other statis-
tics for animated objects are found in
the Monster Manual.

Material Component: A piece or
handful of material of the same type
as the object to be animated.

XP Cost: 250 XP per cubic foot of
material affected.

PLANT BODY
Transmutation
Level: Drd 6
Components: V, S, DF
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: Will negates
Spell Resistance: Yes

You imbue the subject with powerful
transformative magic, granting it
some of the characteristics of the
plant type. The subject's skin be-
comes covered over with moss and
ivy, not unlike the appearance of a
shambling mound. Any spell or effect
that affects plant creatures also affects
the subject.

A plant creature is immune to criti-
cal hits, mind-affecting effects, poi-
son, sleep, paralysis, stunning, and
polymorphing.

The subject's ability scores, skills,
and feats are unaffected (although its
new form may make it difficult or im-

possible for the subject to use certain SKELETAL GUARD

skills or feats).

RAPID BURROWING
Transmutation
Level: Clr 2, Drd 1, Rgr 2, Sor/Wiz 2
Components: V, S, F/DF
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Fortitude negates

(harmless)

Spell Resistance: Yes (harmless)

This spell increases the touched crea-
ture's burrow speed by 20 feet. It has
no effect on other modes of move-
ment, nor does it allow the subject to
burrow if it cannot already do so or
the ability to burrow through stone if
it cannot already do so.

REJECTION
Level: Clr 6
Range: Close (25 ft. + 5 ft./2 levels)
Area: Cone
Duration: Instantaneous
Saving Throw: Reflex negates

As repulsion, except as noted above.

SCENT
Transmutation
Level: Drd 2, Rgr 2, Sor/Wiz 2
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harm-
less)
Spell Resistance: Yes (harmless)

You give the subject an enhanced
sense of smell, equivalent to the scent
ability of some monsters. This ability
allows the creature to detect ap-
proaching 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. For more details,
see Scent in the introduction to the
Monster Manual.

Avcane Material Component: A sprin-
kle of mustard and pepper, and a drop
of sweat.

Necromancy [Evil]

Level: Sor/Wiz 8

Components: V, S, M

Casting Time: 1 action

Range: Touch

Target: One or more fingerbones
Duration: Instantaneous
Saving Throw: None

Spell Resistance: No

You create a number of loyal skele-
tons from fingerbones. All skeletons
are Medium-size, with the normal
Monster Manual statistics for their
kind, except that their effective Hit
Dice as far as turning is concerned is
equal to your caster level. You can cre-
ate one skeleton per caster level.
These skeletons count toward the
number of Hit Dice of undead you
can have in your control (2 HD worth
per caster level, as with the animate
dead spell).

Unlike the animate dead spell, these
skeletons try to remain within 60 feet
of you. If this distance is exceeded, a
skeleton becomes inert until you re-
turn to within 60 feet of it.

Material Component: One finger-
bone from a Medium-size creature
and one onyx gem worth 50 gp per
skeleton to be created. The skeleton
that forms from the fingerbone is that
type of creature.

SONOROUS HUM

Evocation [Sonic]

Level: Brd 2, Clr 3, Sor/Wiz 3
Components: V, S

Casting Time: 1 action
Range: Personal

Target: You

Duration: 1 minute/level (D)

After you cast this spell, the next
spell you cast within the duration
that requires concentration to main-
tain is maintained for you until the
sonorous hum spell expires. This effect
allows you to cast other spells, even
another spell that also requires con-
centration. If the spell maintained by
the sonorous hum has a shorter dura-
tion than that of this spell, the main-
tained spell expires as it normally
would and you gain no further bene-
fits from this casting of sonorous hum.
The sound created by the spell is as
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loud as a person in armor walking at
a slow pace trying not to make noise
(normally a DC 5 Listen check to de-
tect). You may end the sonorous hum
as a free action.

For example, you could cast this
spell, then cast detect thoughts, and this
spell maintains the concentration on
detect thoughts while you cast discern
lies and maintain concentration on
that spell yourself. You control all as-
pects of both spells, so you could
change the orientation of the detect
thoughts effect and select a different
target for your discern lies spell in the
same round.

SOUND LANCE
Evocation [Sonic]
Level: Clr 3, Sor/Wiz 3
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. + 10

ft/level)

Target: One creature or object
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes

Sound lance causes a projectile of in-
tense sonic energy sound to leap un-
erringly from you to a target within
range. The sound does 1d6 points of
sonic damage per caster level, to a
maximum of 10d6. The sound lance
strikes unerringly, unless the target
has total cover or total concealment.
A sound lance cannot penetrate the
area of a silence spell.

SPEAK TO ALLIES
Transmutation [Language-
Dependent]
Level: Brd 2, Sor/Wiz 2
Targets: Any number of allied crea-
tures, no two of which may be
more than 30 ft. apart

As message, except as noted above and
that you and the recipients don't have
to mouth the words or whisper,
which means that those skilled in
reading lips have no opportunity to
learn the messages.

SPELL FLOWER
Transmutation
Level: Clr 1, Sor/Wiz 1
Components: V, S

Casting Time: 1 action
Range: Personal

Target: You

Duration: 1 round/level

You are able to hold the charge on one
touch spell per forelimb of your body
as long as you don't use that limb to
cast other spells or touch anything
with it. BEach touch spell you cast re-
sides in a different forelimb. For die
duration of this spell, any touch spells
you cast are only discharged if you cast
another spell with that forelimb or
touch something with that forelimb.

For example, a human sorcerer
casts this spell, then casts chill touch
and holds the charge in his left hand,
then casts shocking grasp and holds the
charge in his right hand. Because of
the spell flower, he can hold the charge
on both of these spells at the same
time. If he cast another spell with a
somatic component (which requires
the use of one of his hands), he im-
mediately loses one of his held touch
spells (his choice), but if the spell he
casts is also a touch spell, he may im-
mediately hold the charge in the
available hand, if he chooses to attack
with a touch spell, it works normally.
Since he has multiple limbs that are
considered armed, he may make an
off-hand attack with the other touch
spell in the same round (with the nor-
mal penalties for fighting with two
weapons).

A marilith spellcaster could do the
same as the sorcerer in the previous ex-
ample, except that she could hold the
charge on up to six touch spells. She
could also use any of her spell-like or
supernatural abilities, since those do
not interfere with holding the charge.

If the spell flower ends, the most re-
cent touch spell cast remains as a held
charge and all other held spells dissi-
pate.

SPIDER PLAGUE
Conjuration (Summoning) (see text)
Level: Clr 8
Components: V, S
Casting Time: 1 full round
Range: Close (25 ft. + S ft./2 levels)
Effect: 1d4+1 summoned creatures
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

This spell summons 1d4+1 celestial
(NG) or fiendish (NE) Huge mon-
strous spiders. They appear where
you designate and act immediately,
on your turn. They attack your oppo-
nents to the best of their ability. If you
can communicate with the spiders,
you can direct them not to attack, to
attack particular enemies, or to per-
form other actions.

When you use a summoning spell
to summon an evil or good creature,
it is a spell of that type.

Spiders

Celestial Huge Monstrous Hunt-
ing Spider: CR 6; Huge outsider; HD
10d8+10; hp 55; Init +3; Spd 40 ft.,
climb 30 ft.; AC 16, touch 11, flat-
footed 13; Atk +9 melee (2d6+6 plus
poison, bite); SA poison, web, smite
evil; SQ vermin traits, darkvision 60
ft., acid/cold/electricity resistance 15,
DR 5/+2, SR 20; SV Fort +8, Ref +6,
Will +3; Str 19, Dex 17, Con 12, Int 3,
Wis 10, Cha 2.

Skills: Climb +16, Hide +2, Jump
+10, Spot+15.

Smite Evil (Su): Once per day the
spider can make a normal attack to
deal +10 damage against an evil foe.

Poison: Injury, Fortitude saving
throw (DC 22), initial and secondary
damage 1d8 Strength.

Skills: Monstrous hunting spiders
receive a +4 racial bonus on Hide
checks, a+6 racial bonus on Jump
checks, and a +8 racial bonus on Spot

checks.

Fiendish Huge Monstrous Hunt-
ing Spider: CR 6; Huge outsider;
HD 10d8+10; hp 55; Init +3; Spd 40
ft., climb 30 ft.; AC 16, touch 11, flat-
footed 13; Atk +9 melee (2d6+6 plus
poison, bite); SA poison, web, smite
good; SQ vermin traits, darkvision
60 ft., cold/fire resistance 15, DR
5/+2, SR 20; SV Fort +8, Ref +6, Will
+3; Str 19, Dex 17, Con 12, Int 3, Wis
10, Cha 2.

Skills: Climb +16, Hide +2, Jump
+10, Spot+15.

Smite Good (Su): Once per day
the spider can make a normal attack
to deal +10 damage against a good foe.

Poison: Injury, Fortitude saving
throw (DC 22), initial and secondary
damage 1d8 Strength.




Skills: Monstrous hunting spiders
receive a +4 racial bonus on Hide
checks, a+6 racial bonus on Jump
checks, and a +8 racial bonus on Spot

checks.

STALKING SPELL
Illusion (Glamer)
Level: Sor/Wiz 8
Duration: 1 hour/level (D)
Saving Throw: Will negates (harm-
less)

As improved invisibility, except as
noted above and that the creature is
hidden from hearing and scent as
well. The subject radiates silence to a
radius of 5 feet and neither leaves a
scent nor can be detected by the scent
ability.

STONE BODY
Transmutation
Level: Sor/Wiz 7
Components: V, S, M
Casting Time: 1 action
Range: Personal
Target: You
Duration: 1 round/level (D)

This spell transforms your body into
living stone.

You gain damage reduction 10/—.
You are immune to blindness, critical
hits, ability score damage, deafness,
disease, drowning, electricity, poison,
stunning, and all spells or attacks that
affect your physiology or respiration,
because you have no physiology or
respiration while this spell is in ef-
fect. You take only half damage from
cold and fire of all kinds. However,
you also become vulnerable to all spe-
cial attacks that affect stone golems.

You gain a +4 enhancement bonus
to your Strength score, but you take a
—4 penalty to Dexterity as well (to a
minimum Dexterity score of 1), and
your speed is reduced to half normal.
You have an arcane spell failure
chance of 50% and a —8 armor check
penalty, just as if you were clad in full
plate armor. You cannot drink (and
thus can't use potions) or play wind
instruments.

Your unarmed attacks deal 1de
points of normal damage, and you are
considered armed when making un-
armed attacks (a Small caster deals

1d4 points of damage, not 1de). If
your natural attacks already deal
more than 1dé points of damage, use
the greater value.

Your weight increases by a factor of
three, causing you to sink in water
like a stone. However, you could sur-
vive the crushing pressure and lack of
air at the bottom of the ocean—at
least until the spell expires.

Material Component: A small piece
of stone that was once part of either a
stone golem, a greater earth elemen-
tal, or a castle.

SUPERIOR RESISTANCE

Abjuration

Level: Brd 5, Clr 5, Drd 5, Sor/Wiz §

Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)

You imbue the subject with a power-
ful magical energy that protects him
from harm, granting a +6 resistance
bonus on saves.

Arcane Material Component: A mini-
ature cloak of fine cloth.

UNDEAD MASK

Necromancy [Evil]

Level: Clr 7

Components: V, S, M
Casting Time: 1 action
Range: Touch

Target: Creature touched
Duration: 10 minutes/level
Saving Throw: Will negates
Spell Resistance: Yes

You imbue the subject with power-
ful transformative magic, granting
it some of the characteristics of the
undead type. The subject's flesh
seems necrotic and rotting, much
like that of a zombie. Nonintelli-
gent undead ignore the subject un-
less the subject attacks the undead.
Any spell or effect that affects un-
dead also affects the subject. The
subject can be turned, destroyed, re-
buked, or commanded as an undead
of its Hit Dice (and gets no saving
throw to resist the result). Negative
energy effects (such as inflict spells)
heal the subject, while positive en-
ergy effects (such as cure spells)
harm her.

An undead creature is immune to
mind-affecting effects, poison, sleep,
paralysis, stunning, and disease. It is
immune to critical hits, subdual
damage, ability damage, energy
drain, or death from massive dam-
age. The subject loses its Constitu-
tion score while the spell is in effect,
along with any bonus hit points
from Constitution. The subject is im-
mune to any effect that requires a
Fortitude save unless the effect also
works on objects. An undead spell-
caster uses its Charisma modifier
when making Concentration checks.
The subject's other ability scores are
unaffected. The subject retains its
skills and feats.

Material Component: A pinch of
vampire dust.

VILE DEATH
Conjuration (Calling) [Bvil]
Level: Clr 9, Sor/Wiz 9
Components: V, S, M/DF
Casting Time: 1 hour
Range: Touch
Target: One corporeal undead crea-

ture

Duration: Permanent (D)
Saving Throw: Will negates
Spell Resistance: Yes

You summon the spirit of a fiend
from the depths of Hell or the Abyss
and bind it into the body of a corpo-
real undead creature. Both the un-
dead creature and the fiend get a Will
saving throw to negate the effects of
vile death. Some fiends may voluntari-
ly fail the save if you swear to dismiss
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the effect after a certain task or an
amount of time. Similarly, some un-
dead may voluntarily fail the save in
order to gain the fiend's power, even
temporarily.

Binding the fiend applies the
fiendish template from the Monster
Manual to the undead creature. The re-
sulting creature is independent of you,
and may act on its own, and its initial
attitude toward you is indifferent.

Arcane Material Component: A bit of
brimstone.

VIPERGOUT
Conjuration (Summoning) (see text)
Level: Sor/Wiz 7
Components: V, S, M
Casting Time: 1 action
Range: Personal
Effect: 1d4+3 summoned creatures
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

This spell summons 1d4+3 fiendish
(CE) or celestial (CG) Medium-size
vipers (snakes), which leap forth
from your location to attack your en-
emies. If you can communicate with
the vipers, you can direct them not to
attack, to attack particular enemies, or
to perform other actions.

When you use a summoning spell
to summon an evil or good creature,
itis a spell of that type.

Material Component: A snakeskin.

Vipers

Medium-Size Fiendish Viper: CR
1; Medium-size outsider; HD 2d8; hp
9; Init +3; Spd 20 ft., climb 20 ft., swim
20 ft.; AC 16, touch 13, flat-footed 13;
Ark +4 melee (1d4-1 plus poison,
bite); SA poison, smite good; SQ
scent, darkvision 60 ft., cold/fire
resistance 5, SR 4; SV Fort +3, Ref +6,
Will +1; Str 8, Dex 17, Con 11, Int 3,
Wis 12, Cha 2.

Skills and Feats: Balance +11, Climb
+11, Hide +12, Listen +9, Spot +9;
Weapon Finesse (bite).

Smite Good (Su): Once per day
the fiendish viper can deal +2 damage
against a good foe.

Poison: Injury, Fortitude saving
throw (DC 11), initial and secondary
damage 1d6 Constitution.

Medium-Size Celestial Viper: CR
1; Medium-size outsider; HD 2d8; hp
9; Init +3; Spd 20 ft., climb 20 ft., swim
20 ft.; AC 16, touch 13, flat-footed 13;
Atk +4 melee (1d4-1 plus poison,
bite); SA poison, smite evil; SQ scent,
darkvision 60 ft., acid/cold/electric-
ity resistance 5, SR 4; SV Fort +3, Ref
+6, Will +1; Str 8, Dex 17, Con 11, Int
3, Wis 12, Cha 2.

Skills and Feats: Balance +11, Climb
+11, Hide +12, Listen +9, Spot +9;
Weapon Finesse (bite).

Smite Evil (Su): Once per day the
celestial viper can deal +2 damage
against an evil foe.

Poison: Injury, Fortitude saving
throw (DC 11), initial and secondary
damage 1d6 Constitution.

WALL OF LIMBS

Evocation

Level: Sor/Wiz 5

Components: V, S

Casting Time: 1 full round

Range: Medium (100 ft. + 10 ft./
level)

Effect: Wall of whirling limbs up to
20 ft. long/caster level, or aring
of whirling limbs with a radius of
up to 5 ft./two caster levels, either
form 20 ft. high

Duration: 1 round/level (D)

Saving Throw: Reflex half or Reflex
negates (see text)

Spell Resistance: Yes

An immobile, vertical curtain of
whirling limbs springs into existence.
The limbs resemble your own fore-
limbs. Any creature passing through
the wall takes 1dé points of bludg-
eoning damage per caster level (max-
imum 15de6), with a Reflex save for
half damage.

If you evoke the wall so that it ap-
pears where creatures are, each crea-
ture takes damage as if passing through
the wall. Each such creature can avoid
the wall (ending up on the side of its
choice) and thus take no damage by
making a successful Reflex save.

The wall of limbs provides one-half
cover (+4 AC, +2 Reflex saves) against
attacks made through it.

WEAPON OF ENERGY
Transmutation (see text)
Level: Clr 4, Sor/Wiz 4

Components: V, S, DF

Casting Time: 1 action

Range: Person

Target: One weapon

Duration: 1 round/level

Saving Throw: Fortitude (object,
harmless)

Spell Resistance: None

You cause a weapon to gain the ability
to deal energy damage in addition to
its other abilities, similar to how a
flaming burst weapon deals extra fire
damage on a hit or critical hit. The
weapon can deal acid, cold, electricity,
fire, or sonic damage, chosen by you at
the time of casting. The weapon deals
+1d6 damage of that energy type on a
successful hit. On a critical hit, the
weapon deals an additional +1d10
points of energy damage. If the
weapon's critical multiplier is x3, add
+2d10 points of energy damage in-
stead, and if the multiplier is x4, add
+3d10 points of bonus energy damage.

This spell can be cast on a weapon
that already deals energy damage, but
if the weapon already creates the same
type of damage as the spell, the effects
do not stack. For example, if cast on a
+1 flaming longsword to give it addi-
tional fire damage, the spell has no ef-
fect, but it can give the weapon any of
the other types of energy damage.

This spell has a subtype that is the
same as the energy created by the tar-
get weapon. For example, weapon of
energy is a fire spell when used to give
a weapon bonus fire damage.

WINGS OF THE SEA
Transmutation
Level: Clr 2, Drd 1, Rgr 1, Sor/Wiz 2
Components: S, M
Casting Time: 1 action
Range: Touch
Target: You or person touched
Duration: 1 minute/level
Saving Throw: Fortitude negates

(harmless)

Spell Resistance: Yes (harmless)

This spell increases the touched crea-
ture's swim speed by 30 feet. It has no
effect on other modes of movement,
nor does it give the subject a swim
speed if it does not already have one.

Material Component: A drop of
water.




e DUNGEON MasTER's Guide presents the arcane archer,

the assassin, the blackguard, the dwarven defender,

. the loremaster, and the shadowdancer prestige

classes. All of those classes are available to monsters

that meet the requirements. The ten new monster pres-

tige classes described in this chapter provide additional

opportunities for monster-characters to improve their
powers and abilities.

DESIGNING MONSTER

. Prestige classes allow the DM to create campaign-specific,
exclusive roles and positions. These special roles offer abil-
ities and powers otherwise inaccessible to monsters and
focus them in specific, interesting directions.

WHY DO IT?

Of the four reasons for designing a prestige class, three
4 truly apply to monster prestige classes.

1. Develop an Organization: Monsters have an organi-
sation line in their Monster Manual entry. You may choose
to flesh these out by creating monster prestige classes that
occupy certain positions within the monster society.

2. Develop a Race or Culture: Like organizations, races
and cultures can benefit from having specific rules to
showcase their abilities. While each race is detailed in the
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Player's Handbook with different abilities to make it dis-
tinctive, two of the prestige classes in the Dunceon
Master's Guide (the arcane archer and the dwarven
defender) help demonstrate how—through the
rules—each race can have its own archetypes as evi-
denced in many campaign worlds and fantasy tradi-
tions. You could easily create many more such pres-
tige classes (the elven woodstalker or the gnome
trickster, for example).

Cultures can benefit from prestige classes per-
haps most of all. The game does not provide rules
for how the orcs of the Southern Kingdom in your
campaign differ from the orcs of the Direwood
Forest. You could create an extensive description
of how the spear-using warriors of the south have
a completely different fighting style from that of
the hardy, no-nonsense warriors of the Direwood,
However, the southern speardancer and the Dire-
wood ranger prestige classes could speak vol-
umes on the subject. It makes every culture and
every populated place that you create for your
campaign something truly special.

3. Encourage an Otherwise Suboptimal
Option: A prestige class can take a poor choice
possible within the rules, such as specializing in
the whip, and make it worthwhile. Imagine a
prestige class that granted abilities enabling a
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character to entangle foes with his whip, gaining a bonus on
trip and disarm maneuvers, and granting special damage
bonuses with the weapon. Suddenly, the whip becomes an
interesting choice. Characters with strange multiclass com-
binations, or who have their best score in Charisma, or who
are of a lesser race such as a goblin or a kobold could all have
access to prestige classes enhancing those choices. Poten-
tially, you could create prestige classes that granted interest-
ing abilities for characters who spent a lot of skill points in
Innuendo, Intimidate, or a particular Knowledge or Craft.

4. Advance Characters: While a DM may advance a mon-
ster at will, a monster prestige class allows players to advance
their monster characters as monsters rather than as members
of a character class, through the game's experience point
system. If you are using the rules in Chapter 3: Monster
Classes, then a prestige class allows a character to continue
advancing beyond the maximum level normally available.

DESIGN GUIDANCE

Choose Specific over General: You have an advantage
that no one else has—that no game designer can ever have.
You know the specific details of your campaign. When cre-
ating a monster prestige class, use your knowledge of these
details of your campaign to their fullest. The first rule is to
forget the general and embrace the specific. You are not cre-
ating a prestige class for everyone's campaign—just for
yours. When designing for monsters, focus the class on the
strengths of a specific kind or type of monster. Emphasize
that monster's special attacks, special qualities, weapon use,
or some other factor.

Create Requirements: All prestige class requirements
are based around the idea that the monster that qualifies for
the class is already proficient in the aspects in which the
prestige class excels. For instance, a medusa prestige class
should require a petrifying gaze attack, as well as ranks in
Bluff, Disguise, Move Silently, and Spot.

Two types of requirements can be used to determine who
can take a prestige class. The first type is game requirements.
These are hard and fast limits—often numerical values—
which a monster must meet or exceed to qualify. The second
type is "character” requirements. These are aspects of an
individual—race, age, religion—as well as deeds that the
monster has accomplished. For example, to qualify for the
illithid savant prestige class, which specializes in gaining
skills and knowledge by devouring brains, a character must
consume the brain of a creature of at least CR 9. Sometimes
these character requirements are simply role-playing hooks
that tie into the organization or culture that a prestige class
represents, such as pledging allegiance to a monarch, paying
initial membership dues, or performing a specific religious
rite. Do not be afraid of nongame requirements, for they
really add life to a prestige class (but on the other hand, don't
use them for game balance purposes either, for they have no
game rule significance).

A minimum ability score (or ability score bonus), a cer-
tain number of hit points, or some other aspect of a monster
that is determined by a die roll should not be used as a pres-
tige class requirement. Requirements should be based on
choices such as feats or skills ranks.

Further, remember that ostensibly, prestige classes do not
map to existing classes. That is to say, no prestige class
should be set up specifically for members of a regular class.
Class and level are not good requirements. That said, once
you assign a set number of skill ranks or feats as require-
ments, it's not difficult to figure out which class can meet
those requirements at what level. The requirements for the
assassin prestige class in the Dunceon Master's Guide, for
example, can be met as early as 5th level by a rogue, but even
a wizard could potentially meet the requirements (at 13th
level). No character lower than 5th level should be able to
qualify for a prestige class.

Game Requirements
* Base attack bonus
* Base save bonuses
« Skill ranks
+ Feats (including a specific weapon proficiency or
specialization)
« Spellcasting ability (often specific to a few spells)
* Special abilities (such as evasion, rage, or turning

undead)

Character Requirements
* Race
* Alignment
e Age
* Religion
* Accomplishments

Poor Requirements (Do not use)
* Level
* Character class
* Ability score
* Modified attack roll
* Hit points
* Armor Class
« Total skill bonus
* Equipment

Designing Abilities: Every level of a monster prestige
class should include some significant benefit. Remember
that the monster should improve as much as if it had taken
a character class, or advanced as a monster. Spellcasters in
particular have a difficult time missing out on the new
spells they gain with each level in their spellcasting class,

SAMPLE CHARACTERS AND EQUIPMENT

The sample characters provided for the prestige classes in
this chapter have possessions appropriate for NPCs of
their ECL. If you wish to use these characters as player
characters, they each need thousands of gold pieces worth
of additional equipment. Compare PC and NPC equip-
ment using Table 2-24: Starting Equipment for PCs above
1st Level and Table 2-44: NPC Gear Value in the Dunceon
Master's Guide.




and so prestige classes aimed at casters must be particularly
attractive. The first ability or abilities gained should be
matched to the minimum level that a character could possi-
bly qualify for the class. Thus, if a ranger can qualify for the
class at 5th level, the benefits of 1st level in the prestige class
should be roughly equivalent to the benefits a ranger gains
for attaining 6th level.

Much of the trick of balancing prestige class levels is
involved in the small issues: base attack bonus increases, Hit
Die size, and even weapon and armor proficiency can be
strong enticements in taking a level in the prestige class.
Remember that gaining proficiency in weapons or armor is
like gaining free feats.

Major abilities, particularly brand-new powers, should be
carefully considered. They should never be more powerful
or useful than the types of abilities that other monsters
have. Look at existing class abilities, feats, and the prestige
classes in the Dunceon Master's Guide for ideas. It is okay to
borrow directly from the abilities of other classes when
designing a prestige class.

Monster prestige classes should never duplicate the
supernatural abilities of other kinds of monsters. For
instance, when designing a prestige class for centaurs, do
not use a petrifying gaze as a feature of that class. The pet-
rifying gaze is a hallmark of creatures such as the medusa
and basilisk, and should be reserved for those creatures
only.

Spells and Spell Lists: A spellcasting prestige class may
have its own spell list. Choose spells appropriate to the
class, and perhaps even make up some new, signature
spells. However, keep the spell list relatively short. It
should have the spells appropriate for the class and no
more—for a wide variety of spells, a character can pick up a
level of wizard or cleric. It is equally acceptable to allow
spellcasters to continue advancing as their original type of
spellcaster.

Occasionally, if a spell is a signature spell of a prestige
class, you can lower the level of the spell by one for that
class. For example, for a flame mage prestige class, wall of
fire might be considered a 3rd-level rather than a 4th-level
spell. This technique should be used sparingly—only once
or twice for a given class, if at all.

Special Considerations: Prestige classes tied to organi-
zations might have ongoing requirements. These can
include assignments, dues, personal sacrifices of wealth, or

obedience. Becoming or remaining a member of a prestige
class might involve being an apprentice for a time to
another member or eventually taking on a prospective
member as an apprentice.

Entry into a prestige class might come with strings
attached. Powerful enemies may seek out members of the
class, or those among the group's ranks must face the preju-
dices of the local folk. Membership in some prestige classes
might even be illegal in certain parts of the world.

Wretched slaves of undead, bonded eternally by unnatural
death, various kinds of spawn haunt the night. Once in a
great while, one of these unfortunates finds herself freed
when the undead creature that created it is destroyed. Now,
though still cursed with undeath, the emancipated spawn
begins to recall her former life and perhaps finds some
measure of redemption.

The unlife of an emancipated spawn is a lonely one. Few
creatures she meets are likely to perceive that she is search-
ing for old memories and simply try to destroy her as
quickly as possible. An emancipated spawn might be found
in the company of her former adventuring friends (who
may even have been her liberators), who are unwilling to
abandon their former companion.

Hit Die: d12.

REQUIREMENTS

To qualify to become an emancipated spawn, a character
must fulfill all the following criteria.

Race: Intelligent undead created by another undead
using its create spawn ability.

Base Attack Bonus: +3.

Special: Must have been created as a spawn by an undead
creature that has since been destroyed.

CLASS SKILLS
The emancipated spawn's class skills (and the key ability for
each skill) are Bluff (Cha), Climb (Str), Disguise (Cha),
Hide (Dex), Intimidate (Cha), Jump (Str), Listen (Wis),
Move Silently (Dex), Search (Int), Sense Motive (Wis), and
Spot (Wis).

Skill Points at Each Level: 2 + Int modifier.

FREED SPAWN

If an undead spawn's creator is destroyed, the spawn is no
longer controlled by that creature. If the freed spawn was a
player character when alive, it can now adventure like a char-
acter with an ECL equivalent to the creator's. For instance, a
freed ghoul spawn has an ECL of 5, and a freed shadow
spawn's ECL is 10.

When the mental link that binds it to its creator is broken, a
freed spawn is instantly aware of that fact. It can choose to
revert to the alignment the character had when he or she was
alive. Whether it does this or retains its current alignment as

an undead creature, a freed spawn has basic memories of its
past (what sort of character it was in life, who his or her friends
were, and so forth). These basic memories can help the freed
spawn find and rejoin its old adventuring party, if that's what
the character wants to do.

A freed spawn can gain experience points through adventur-
ing, adding them to the XP total the character had when alive.
When it becomes eligible to advance a level, it can add class
levels as normal or pursue the emancipated spawn prestige
class, which eventually enables the spawn to recall all the abil-
ities it had before it became an undead.
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CLASS FEATURES path of paladinhood before her transformation, she is still

All of the following are class features of the emancipated  ineligible to return to that class.

spawn prestige class. In addition, a 3rd-level emancipated spawn receives the
Weapon and Armor Proficiency: Emancipated spawn  benefit of a sudden jump in ECL. If a character takes all
are proficient with all simple three levels of the emancipated spawn prestige class, its ECL

becomes the sum of its monster ECL + its three levels of
ther gain nor lose any weapon, emancipated spawn + the character's
armor, or shield proficiencies former class levels.
by gaining levels of this class. " For example, Yvine was a
Turn Resistance (Ex): An 10th-level fighter who became
emancipated spawn gains an a ghoul spawn and
additional+2turnresistanceat then was freed. He
each level. This stacks with adventures as an ECL 5
any inherent turn resistance character and then takes one
of the undead creature; for example, an emanci- level of emancipated spawn, be-
pated ghoul at 1st level would benefit from a total coming ECL 6. His next level is
turn resistance of +4 (+2 for being a ghoul and +2 also emancipated spawn, making
for the prestige class). his ECL 7. When he next takes
Recall Feats (Ex): At 1st level, an emanci- the 3rd level of emancipated
pated spawn remembers several aspects of her spawn, his ECL becomes 18
former existence. She regains all the feats (5 for ghoul + 3 for emancipated
she had as a living character, provided she spawn + 10 for fighter).
meets their prerequisites. These remem-
bered feats are in addition to any feats SAMPLE
gained for advancing a level. EMANCIPATED
Recall Class Features (Ex): At 2nd SPAWN
level, an emancipated spawn remem- This example wuses a
bers more of her former existence. She shadow based on an
now can use all the class features o elf sorcerer, Anastri-
one former class, as a character of anna Galanodel. Killed by a
that former class's level. If the shadow while in search of
former class was a spellcasting an evil tome, Anastri-
class, the emancipated anna rose from the
spawn is able to cast one - % dead as a shadow 3
spell of each level avail- rounds later. Shortly
able to the character (if she was a wizard, . thereafter, she real-
she must still consult her spellbook, or ized that her master had
learn from scrolls if her spellbook was lost been destroyed and she was
when she became a spawn). If the character & no longer under its control.
had a familiar, the empathic link between She chose to revert to her
her and the familiar is reestablished. former neutral alignment and
Rediscovery (Ex): At 3rd level, the eman- then spent much time strug-
cipated spawn comes fully into her heritage. She gling to regain her memories.
recalls all her former class features and abilities, Anastrianna now recalls her previous
regains her former base attack bonus, base saving life and her spellcasting ability. Her raven
throw bonuses gained from class levels, hit points, familiar returned to her when she regained
and all other class benefits, and can now advance again her class abilities. Accompanied by her familiar,
inany of her former classes. This applies even if a former Anastrianna adventures as a shadow now, looking
character class does not normally allow free multiclassing, for ways to increase her power.
provided the character did not leave the path prior to her
transformation into an undead spawn. Thus, a former pal-  Anastrianna Galanodel: Female Sor 4/Emancipated
adin could continue to gain levels as a paladin (effectively =~ Spawn 3; CR 10; Medium-size undead (incorporeal); HD

weapons, and otherwise nei-

> multiclassing as a monster/paladin), but if she had left the  3d12 plus 4d4 plus 3d12; hp 49; Init +3; Spd 30 ft., fly 40 ft.
TaBLE 7-1: THE EMANCIPATED SPAWN
Fort Ref will
Class Level Base Attach Bonus Save Save Save Special
st +0 +0 +0 +2 +2 turn resistance, recall feats
2nd +1 +0 +0 +3 +4 turn resistance, recall class abilities

3rd +2 +1 +1 +3 +6 turn resistance, rediscover




(good); AC 17, touch 17, flat-footed 14; Atk +4 melee (1d6
Str damage, incorporeal touch); Face/Reach 5 ft./5 ft.; SQ
Create spawn, elf traits, familiar benefits, incorporeal traits,
turn resistance +8, undead traits; AL N; SV Fort +2, Ref +6,
Will +10; Str —, Dex 17, Con —, Int 10, Wis 12, Cha 18.

Skills and Feats: Concentration +9, Craft (alchemy) +7,
Knowledge (arcana) +6, Listen +2, Search +4, Spellcraft +10,
Spot +2; Combat Casting, Dodge, Iron Will, Lightning
Reflexes.

Create Spawn (Su): Any humanoid reduced to Strength
0 by Anastrianna's incorporeal touch rises as a shadow in 1d4
rounds. This spawn is under Anastrianna's command and
remains enslaved until her death.

Anastrianna can control twenty spawn at one time. If she
creates a spawn that causes her to exceed this limit, the
spawn longest under her control is released.

Elf Traits: Immune to magic sleep spells and effects; low-
light vision; +2 racial bonus on saves against enchantment
spells or effects; entitled to a Search check when within 5
feet of a secret or concealed door as though actively looking
for it; Martial Weapon Proficiency (composite longbow) and
Martial Weapon Proficiency (longsword) as bonus feats; +2
racial bonus on Listen, Spot, and Search checks (already fig-
ured into the statistics above).

Familiar Benefits: Anastrianna's familiar grants her
Alertness as a bonus feat (when it is within 5 feet). Anastri-
anna can share spells with her familiar, and she has an
empathic link with it to a distance of 1 mile. See Familiars in
Chapter 3 of the Player's Handbook.

Incorporeal Traits: Can be harmed only by other incor-
poreal creatures, +1 or better magic weapons, or magic, with
a 50% chance to ignore any damage from a corporeal source.
Can pass through solid objects at will; own attacks pass
through armor; always moves silently.

Undead Traits: Immune to mind-affecting effects,
poison, sleep, paralysis, stunning, and disease. Not subject to
critical hits, subdual damage, ability damage, energy drain,
or death from massive damage.

Sorcerer Spells Known (6/7/4; save DC 13 + spell level): 0—
detect magic, light, mending, open/close, prestidigitation, read
magic; 1st—expeditious retreat, identify, magic missile; 2nd—
flaming sphere.

Possessions: As an incorporeal creature, Anastrianna has no
use for physical objects. Unfortunately for her, that means she
can no longer cast flawing sphere, identify, light, open/close, or vead
magic (all of which have material or focus components).

Tillatal, Raven Familiar: HD 7; hp 23; Atk +6 melee; SQ

can deliver touch attacks, can speak one language, improved
evasion; Int 7; see the Raven entry in the Monster Manual.

ILLITHID SAVANT

Mind flayers are connoisseurs of brains, but some take this
taste to the next level. The illithid savant is an academic who
deals in applied science, acquiring new knowledge from the
brains he consumes.

Often an illithid savant specializes in the arcane arts, usu-
ally as a wizard since he tends toward scholarly pursuits.

Bards, with their insatiable quest for knowledge, frequently
gravitate to this career. Less often, a nonclassed mind flayer
stumbles onto the path of the savant through consuming a
particularly noteworthy brain.

Illithid savants make excellent support members for just
about any group, although they prefer the company of other
mind flayers. They usually bring several thralls of desired
classes or creature types for consumption as needed. A
savant often heads up an inquisition or even a cult to pursue
his ends.

Hit Die: d4.

REQUIREMENTS

To qualify to become an illithid savant, a character must ful-
fill all the following criteria.

Race: Mind flayer.

Skills: Knowledge (arcana) 10 ranks.

Special: Must have consumed the brain of a creature of
CR 9 or greater.

CLASS SKILLS
The illithid savant's class skills (and the key ability for each
skill) are Bluff (Cha), Concentration (Con), Hide (Dex),
Intimidate (Cha), Knowledge (any) (Int), Listen (Wis),
Move Silently (Dex), Scry (Int, exclusive skill), Search (Int),
Sense Motive (Wis), and Spot (Wis).

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the illithid savant
prestige class.

Weapon and Armor Proficiency: Illithid savants nei-
ther gain nor lose proficiency with any weapons, armor, or
shields by gaining levels in this class.

Acquire Skill (Ex): At 1st level, an illithid savant can
acquire one skill known by a creature whose brain he has
consumed, chosen at the time of consumption. He perma-
nently gains all of the creature's ranks in that skill (but not
racial or ability score bonuses to the skill modifier) even if
his new total is more ranks than the illithid savant's current
character level would normally allow. This skill becomes a
class skill for the illithid savant, and he may buy more ranks
in the skill if the new ranks do not cause him to exceed his
maximum ranks in the skill.

At 4th, 6th, and 8th level, the illithid savant can acquire
and use one additional skill from a brain.

Lore (Ex): At 1st level, an illithid savant gains the ability
to make a special lore check twice per day to recall esoteric
information from the brains of those he has consumed. Just
as with a bardic knowledge check (see Chapter 3 of the
Player's Handbook for more on this ability and typical check
DCs), the illithid savant adds his level in this prestige class
and his intelligence modifier as bonuses on any attempt to
learn something unusual.

At 2nd, 5th, and 9th level, the illithid savant can make a
special lore check two additional times per day.

Acquire Feat (Ex): At 2nd level, an illithid savant perma-
nently acquires one of the feats of a consumed creature, pro-
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vided he meets that feat's prerequisites. At 4th, 6th, and 8th
level, the illithid savant can acquire and use one additional
feat from a consumed brain.

Acquire Class Feature (Ex): At 3rd level, an illithid
savant permanently gains one class feature of a consumed
brain's owner, as a character of that creature's level in that
class. If the former character was a spellcaster, the illithid
savant is able to cast one spell of each level available to the
character (if the victim was a wizard, the mind flayer must
still consult a spellbook or learn from scrolls), as well as any
bonus spells provideded by the illithid savant's ability
scores. If the illithid savant already has spellcasting levels,
these spells are in addition to those granted by the illithid
savant's spellcasting class levels.

At 7th level and again at 10th level, the illithid savant can
gain another class feature from a consumed brain.

Acquire Special Attack or Special Quality (Ex): At 5th
level, the illithid savant permanently gains one special attack
or special quality of a consumed brain's owner. The chosen
ability must not rely on a physical feature of the consumed
creature, such as a gaze attack, a breath weapon, flight, or a
natural attack with an appendage not possessed by the mind
flayer. If the ability allows a saving throw, the illithid savant
uses his own ability score modifier to determine the DC.

At 9th level, the illithid savant can gain another special
attack or special quality from a consumed brain.

SAMPLE ILLITHID SAVANT

Sugglir Wissenka is a male mind flayer who pursued the
path of the shadowdancer almost from birth. He and his
shadow companion gathered many slaves for the glory of
Sugglir's city. An assault by drow made Sugglir realize that
his true loyalties lay among the illithids, so he abandoned
his career as a shadowdancer and began developing his
skills as an illithid savant. Sugglir is a devoted defender of
his people. He may be encountered on missions to destroy
threats to the illithids of his city.

Sugglir Wissenka: Male mind flayer Shd 3/Illithid Savant
3; CR 15; Medium-size aberration; HD 8d8+8 plus 3d8+3
plus 3d4+3; hp 72; Init +6; Spd 30 ft.; AC 24, touch 15, flat-
footed 22; Atk +13 melee (1d4+1, 4 tentacles); Face/Reach
5 ft./5 ft.; SA extract, improved grab, mind blast, psionics,
shadow illusion, sneak attack +7d6, summon shadow, SQ dark-
vision 60 ft., evasion, hide in plain sight, lore 4/day, SR 25,
telepathy, uncanny dodge; AL LE; SV Fort +10, Ref +11,
Will +17; Str 12, Dex 14, Con 12, Int 20, Wis 17, Cha 18.

TaBLE 7-2: THE ILLITHID SAVANT

Fort Ref Will
Class Level Base Attack Bonus Save Save Save  Special
Tst +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3
4th +2 +1 +1 +4
5th +2 +1 +1 +4
6th +3 +2 +2 +5
7th +3 +2 +2 +5
8th +4 +2 +2 +6
9th +4 +3 +3 +6
10th +5 +4 +3 +7

Skills and Feats: Bluff +16, Concentration +15, Diplomacy +16,
Hide +22, Intimidate +11, Jump +7, Knowledge (arcana) +17,
Listen +13, Move Silently +17, Perform +9, Search* +14,
Sense Motive +13, Spot +18, Tumble +12; Combat Casting,
Expertise, Great Fortitude™*, Improved Initiative, Weapon
Finesse (tentacle), Weapon Focus (tentacle).

Sneak Attack (Ex): This is an acquired class feature. If
Sugglir can catch an opponent when she is unable to defend
herself effectively from his attack, he can strike a vital spot
for extra damage. Any time Sugglir's target would be denied
her Dexterity bonus to Armor Class (whether she actually
has a Dexterity bonus or not), Sugglir's attack deals +7d6
points of damage. Should Sugglir score a critical hit with a
sneak attack, this extra damage is not multiplied.

It takes precision and penetration to hit a vital spot, so
ranged attacks can only count as sneak attacks if the target is
30 feet away or less.

With a sap or an unarmed strike, Sugglir can make a
sneak attack that deals subdual damage instead of normal
damage. He cannot use a weapon that deals normal damage
to deal subdual damage in a sneak attack, not even with the
usual —4 penalty, because he must make optimal use of his
weapon in order to execute the sneak attack.

Sugglir can only sneak attack living creatures with dis-
cernible anatomies—undead, constructs, oozes, plants,
and incorporeal creatures lack vital areas to attack. Addi-
tionally, any creature immune to critical hits is similarly
immune to sneak attacks. In addition, Sugglir must also be
able to see the target well enough to pick out a vital spot
and must be able to reach a vital spot. Sugglir cannot sneak
attack while striking at a creature with concealment or by
striking the limbs of a creature whose vitals are beyond
reach.

Mind Blast (Sp): This attack is a cone 60 feet long. Anyone
caught in this cone must succeed on a Will save (DC 18) or
be stunned for 3d4 rounds. Mind flayers often hunt using
this power and then drag off one or two of their stunned vic-
tims to feed upon.

Psionics (Sp): At will—astral projection, charm monster,
detect thoughts, levitate, plane shift, and suggestion. These abili-
ties are as the spells cast by an 8th-level sorcerer (save DC 14
+ spell level). The DCs are Charisma-based.

Improved Grab (Ex): To use this ability, Sugglir must hit
a Small to Large creature with his tentacle attack. If he gets
a hold, he attaches the tentacle to the opponent's head, Sug-
glir can grab a Huge or larger creature, but only if he can
somehow reach the foe's head.

Acquire skill 1, lore 2/day

Acquire feat 1, lore 4/day

Acquire class feature 1

Acquire skill 2, acquire feat 2

Acquire special attack or special quality 1, lore 6/day
Acquire skill 3, Acquire feat 3

Acquire class feature 2

Acquire skill 4, acquire feat 4

Acquire special attack or special quality 2, lore 8/day
Acquire class feature 3




After a successful grab, Sugglir can try to attach his
remaining tentacles with a single grapple check. The oppo-
nent can escape with a single successful grapple check or
Escape Artist check, but Sugglir gets a +2 circumstance
bonus for every tentacle that was attached at the beginning
of the opponent's turn.

Extract (Ex): If Sugglir begins his turn with all four ten-
tacles attached and successfully maintains his hold, he auto-
matically extracts the opponent's brain, instantly killing that
creature.

Telepathy (Su): Sugglir can communicate telepathically
with any creature within 100 feet that has a language.

Hide in Plain Sight (Su): Sugglir can use the Hide skill
even while being observed. As long as he is within 10 feet of
some sort of shadow, he can hide from view in the open
without anything to actually hide behind. He cannot, how-
ever, hide in his own shadow.

Evasion: If Sugglir is exposed to any effect that normally
allows him to attempt a Reflex saving throw for half damage
(such as a fireball), he takes no damage with a successful
saving throw. The evasion ability can only be used if Sugglir
is wearing light armor or no armor.

Uncanny Dodge: Sugglir can react to danger before
his senses would normally allow him to even be aware g
of it. He retains his Dexterity bonus to '
Armor Class regardless of being caught
flat-footed or struck by an invisible at- ;'
tacker. (He still loses his Dexterity bonus to & |
Armor Class if immobilized.) f

Shadow illusion
(Sp): Sugglir can
create visual illusions
from surrounding shad-
ows. This ability is identical to
the arcane spell silent image and may be
employed once per day.

Summon Shadow (Sp):
Sugglir  has  sum-
moned a shadow,
an undead shade .‘-\
(see the Shadow
entry in the Mon-
ster Manual for its
statistics). Unlike a
normal shadow, this

b

-

shadow's alignment match-
es Sugglir's. The sum-
moned shadow cannot
be turned, rebuked, or com-
manded by any third party.
This shadow serves as a companion
to Sugglir and can communicate in-
telligibly with him.

If his shadow companion is destroyed, or if Sugglir
chooses to dismiss it, Sugglir must attempt a Fortitude save
(DC 15). If the saving throw fails, he loses 600 experience
points. A successful saving throw reduces the loss to 300
XP. A destroyed or dismissed shadow companion
cannot be replaced for a year and a day.

Skills: *This is an acquired skill.

Feats: **This is an acquired feat.

Lore (Ex): Sugglir gets a +9 bonus
on his lore checks. He can
use this ability

twice a day. o | /B
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Companions: Sugglir has a shadow as a compan-
ion (see Summon Shadow, above) and two grim-
lock slaves.

Possessions: Amulet of natural armor +3, bracers of
armor +3, ring of protection +3, cloak of vesistance +3,
+1 mighty composite shortbow (+1 Str bonus), 20
sleep arrows.




MASTER OF FLIES

Ravings from fevered explorers describe an unstoppable
horror, a swarming mass that creeps under doors and
through window frames to drain the life from its hapless
prey. Such stories are usually dismissed, but they do contain
a kernel of truth. The master of flies is an intelligent swarm
that can form a massive being at need, or a single creature
that can dissolve into a cloud of vermin.

A master of flies may he a creature having an affinity with
vermin, such as a drider or an aranea. Sometimes she is a
being who has an innate ability to summon creatures, such
as a vampire. The master of flies is a favorite prestige class of
demons, who revel in the horrific. Sometimes even a druid
may follow this path.

Becoming a master of flies usually appeals to a depraved
personality intent on horror and destruction. Such beings
shun all contact with others except to insinuate themselves
into a group of potential prey.

Hit Die: ds.

REQUIREMENTS

To qualify to become a master of flies, a character must fulfill
all the following criteria.

Alignment: Any nongood.

Skills: Escape Artist 5 ranks, Knowledge (nature) 8 ranks.

Feats: Quick Change (see Chapter 4).

Special: Must possess the ability to change form, such as
from an alternate form ability, the shapechanger subtype, or
a wild shape ability.

CLASS SKILLS
The master of flies' class skills (and the key ability for each
skill) are Balance (Dex), Climb (Str), Control Shape (Wis),
Disguise (Cha), Escape Artist (Dex), Handle Animal (Cha),
Hide (Dex), Jump (Str), Knowledge (nature) (Int), Move
Silently (Dex), Survival (Wis), and Swim (Str).

Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES

All of the following are class features of the master of flies
prestige class.

Weapon and Armor Proficiency: A master of flies nei-
ther gains nor loses proficiency with any weapons, armor, or
shields by gaining levels of this class.

TaBLE 7-3: THE MASTER OF FLIES

Fort Ref Will
Class Level Base Attack Bonus Save Save Save  Special
Tst +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +2 +1 +1 +3
4th +3 +1 +1 +4
Sth +3 +1 +1 +4
6th +4 +2 +2 +5
7th +5 +2 +2 +5
8th +6 +2 +2 +6
9th +6 +3 +3 +6
10th +7 +4 +3 +7

Summon Swarm (Sp): A master of flies can use summon
swarm as a sorcerer of her character level. She can use this
ability once per day per level she has attained in this pres-
tige class. The creatures summoned must be vermin; roll
1d20 on the following table.

d20 Swarm Type
1-6 Spiders (vermin, poisonous)
7-13 Centipedes (vermin, poisonous)

14-20 Flying beetles (vermin)

Swarm Shape (Su): Beginning at 2nd level, a master of
flies can take the form of a swarm of vicious little vermin
and return to her own form. This effect is similar to that of a
summon swarm spell, except that the swarm is of the same
size category as the caster (and it has the same face statistic
as the caster). The master of flies can choose the type of
vermin from the table above. In swarm shape, she can move
at a speed of 15 feet, or up to 45 feet if the swarm flies (poor
maneuverability).

The swarm has the same number of hit points as the orig-
inal creature and can be damaged by fire and area-effect
spells and abilities. If the swarm is dispersed (by gust of wind,
for example), the master of flies must return to her own
shape. To do so, the dispersed creatures must first coalesce
(at the swarm's speed); the master of flies must take a stan-
dard action on the following round to transform.

A master of flies can use this ability once per day at 2nd
level and more times per day at 3rd, 4th, 6th, 7th, and 9th
level, as shown on Table 7—3: The Master of Flies.

At 5th level, a master of flies is able to take the shape of a
swarm identical to that produced by an insect plague spell,
except that the swarm can be no more than one size larger
than the master of flies (you can choose the face if more
than one is available). This swarm can move at half the
master of flies' normal speed and can fly at the same speed
(clumsy maneuverability).

At 8th level, a master of flies is able to take the shape of a
swarm identical to that produced by a creeping doom spell,
except that the swarm can be no more than two size cate-
gories larger than the master of flies (you can choose the
face statistic if more than one is possible). This mass of
vermin can only move at 10 feet per round and cannot fly.

In all other respects, the swarm shape ability is identical
to the druid's wild shape ability (see Chapter 3 of the Player's
Handbook).

Summon swarm
Swarm shape 1/day
Swarm shape 2/day, pied piper

Swarm shape 3/day

Swarm shape (plague), insect plague
Swarm shape 4/day

Swarm shape 5/day, flyblown

Swarm shape (doom), creeping doom
Swarm shape 6/day, awaken vermin
Swarm leap




Pied Piper (Su): At 3rd level, a master of flies is able to in-  can use the spell-like ability creeping doom as a sorcerer of her
fluence vermin to a limited extent. She can use this ability ~ class level. She can use this ability once per day per level in
once per day per level in this this prestige class.
prestige class to charm a e W Awaken Vermin (Sp): At 9th level, a master
number of Hit Dice of ver- = - ~ of flies gains the ability to awaken hu-
min equal to or less than ' \a 'N manlike sentience in a vermin.
her character level, starting She can use this ability once
with the lowest Hit Dice ¢ per week. This ability is
vermin within range and identical to the 5th-
moving up in Hit Dice level ~ druid  spell
until the limit is awaken, except that
reached. The range of only vermin can be
this effect is 10 feet x T r affected and there is
the master of flies' level. , _-'_ v | no XP cost.

The vermin are allowed ' : ' Swarm Leap

S

-

Will saves against this ef- | v (Su): At 10th level,
fect (DC 14 + Cha modifi- f ’ {r+ a master of flies be-
Ao . :
er), and any that make / comes completely

attuned to the throb
and hum of vermin
swarms, gaining the
supernatural ability
to instantaneously
transport herself
over great distances
through that medi-
um. Once per day
as a standard ac-
tion, she «can enter
any swarm of mun-
dane vermin whose
size equals or exceeds
_ her own and travel to
.. another such swarm
g% ~ in a single round, re-
¢! gardless of distance.
The master of flies
merely designates a dis-
tance and direction ("a
swarm 50 miles south of
here"), and the swarm leap
ability transports her to a des-
tination swarm as close as possi-
ble to the desired location. She can
attempt to name a specific swarm ("a
beehive in an apiary just outside the
city of Greyhawk"), but if no such target
exists, the ability fails and the master of
flies is ejected from the entry swarm.
Both the entry swarm and the destination
swarm must be alive, but they can be either nat-
urally occurring or summoned. A master of flies in
swarm shape cannot use herself as the entry point,
but she could enter through an insect plague she created
in a previous round. She could even use another master
of flies in swarm shape as the entry or destination swarm.
When exiting a swarm, the master of flies must choose an
adjacent 5-foot-by-5-foot space in which to appear (or a cor-
respondingly larger space if it is larger than Medium-size).

their save cannot be af-
fected again by the pied
piper ability of that master of
files for one day.

Charmed vermin move to-
ward the master of flies at
their land speed, taking the
most direct path available.
If the path leads into a dan-
gerous area, the creatures
get another saving throw.
Charmed vermin can
take no actions other
than to defend them-
selves. If the master of flies
moves, the charmed ver-
min follow. This effect
lasts for as long as the
master of flies concen-
trates. Once concentra-
tion is broken, those
vermin cannot be af-
fected again by the
pied piper ability of
that master of flies
for one day.

Insect Plague (Sp):
Beginning at 5th
level, a master of
flies can use the spell-like
ability insect plague as a sor-
cerer of her class level. She
can use this ability once
per day per level in this
prestige class.

Flyblown (Su): At 7th
level, a master of flies can
shift to a swarm shape
and back as a free action.

Creeping Doom (Sp): Be-
ginning at 8th level, a master of flies
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Except as noted here, this ability functions like the 6th-
level druid spell transport via plants.

SAMPLE MASTER OF FLIES

Mictecacihuatl appointed herself guardian of the forest she
calls home. As a ranger, she patrolled her forest, frightening
off intruders and slaying despoilers out of hand. As she gained
knowledge in the ways of nature, she embraced the spider side
of her nature and became a master of flies. Mictecacihuatl is
fond of spider swarms, and her forest teems with them.

Mictecacihuatl: Female aranea Rgr 3/Master of Flies 5; CR
12; Medium-size magical beast (shapechanger); HD 3d10+6
plus 3d10+6 plus 5d8+10; hp 73; Init +3; Spd 50 ft., climb 25
ft.; AC 20, touch 15, flat-footed 17; Atk +11 melee (1d6 plus
poison, bite), or +11 ranged (web), or +14 melee (1d8+1/x3,
+1 longspear); Face/Reach 5 ft./5 ft. (10 ft. with longspear); SA
insect swarm, poison, spells, web, summon swarm; SQ alternate
form, darkvision 60 ft., favored enemy giants +1, pied piper,
swarm shape 3/day (plague); AL N; SV Fort +9, Ref +8, Will
+9; Str 12, Dex 16, Con 14, Int 14, Wis 13, Cha 14.

Skills and Feats: Climb +16, Concentration +11, Craft
(weaving) +9, Escape Artist +9, Handle Animal +7, Hide +18,
Jump +11, Knowledge (nature) +9, Listen +8, Move Silently
+18, Spot +8, Survival +11; Quick Change, Track, Weapon
Finesse (bite), Weapon Focus (longspear).

Spells: Mictecacihuatl casts spells as a 3rd-level sorcerer
(save DC 12 + spell level). She prefers illusions and charms
and avoids fire spells.

Web (Ex): In spider or hybrid form (see Alternate Form,
below), Mictecacihuatl can use her web ability up to six
times per day. This is similar to an attack with a net but has a
maximum range of 50 feet, with a range increment of 10 feet,
and is effective against targets of up to Large size (see the Net
entry in Chapter 7 of the Player's Handbook for details). The
web anchors the target in place, allowing no movement.

An entangled creature can escape with a successful
Escape Artist check (DC 20) or burst the web with a suc-
cessful Strength check (DC 26). The web has 6 hit points
and takes double damage from fire.

Poison (Ex): Bite, Fortitude save (DC 13); initial damage
1d6 Strength, secondary damage 2d6 Strength.

Alternate Form (Su): Mictecacihuatl's natural form is
that of a Large monstrous spider. She can assume two other
forms—an elf or a Medium-size spider-humanoid hybrid.
Changing form is a move-equivalent action (see Quick
Change in Chapter 4).

In humanoid form, Mictecacihuatl gains all the abilities
of the form (for example, Mictecacihuatl in elf form has elf
traits). She keeps her ability scores and can cast spells, but
she cannot use webs or poison in humanoid form.

In hybrid form, Mictecacihuatl looks like a humanoid at first
glance, but a successful Spot check (DC 18) reveals her fangs
and spinnerets. She can use weapons and webs in this form.

Mictecacihuatl remains in one form until she chooses to
assume a new one. A change in form cannot be dispelled,
nor does she revert to its natural form when killed, A true
seeing spell, however, reveals her natural form if she is in
humanoid or hybrid form.

Favored Enemy: Mictecacihuatl has selected giants as a
favored enemy. She gains a +1 bonus on her Bluff, Listen,
Sense Motive, Spot, and Survival checks when using these
skills against this type of creature. She gets the same bonus
on weapon damage rolls against creatures of this type. She
also gets the damage bonus with ranged weapons if the
target is within 30 feet.

Summon Swarm (Sp): Mictecacihuatl can use her summon
swarm ability five times per day as a 5th-level sorcerer. The
creatures summoned must be vermin; roll 1d20 on the fol-
lowing table.

d20 Swarm Type

1-6 Spiders (vermin, poisonous)
7-13 Centipedes (vermin, poisonous
14-20 Flying beetles (vermin)

Swarm Shape (Su): Three times per day, Mictecacihuatl
can take the form of a swarm of vicious little vermin and
return to her own form once per day. This effect is similar to
that of a summon swarm spell, except that the swarm is of up
to Medium-size. Mictecacihuatl can choose the type of
vermin from the summon swarm table above. In swarm
shape, Mictecacihuatl can move at up to 15 feet, or up to 45
feet if the swarm flies (poor maneuverability).

The swarm has the same number of hit points as Micte-
cacihuatl and can be damaged by fire and area-effect spells
and abilities. If the swarm is dispersed (by gust of wind, for
example), Mictecacihuatl must return to her own shape. To
do so, the dispersed creatures must first coalesce (at the
swarm's speed); Mictecacihuatl must take a standard action
on the following round to transform.

Mictecacihuatl is also able to take the shape of a swarm
identical to that produced by an insect plague spell, except
that the swarm can be no more than Large size (she chooses
her face statistic, either 5 ft. or 10 ft.). This swarm can move
at half of Mictecacihuatl's land speed and can fly at the same
speed (clumsy maneuverability).

In all other respects, the swarm shape ability is identical
to the druid's wild shape ability.

Pied Piper (Su): Mictecacihuatl is able to influence
vermin to a limited extent. She can use this ability five times
per day to charm up to 5 Hit Dice of vermin, starting with the
lowest Hit Dice vermin within range and moving up in Hit
Dice until the maximum is reached. The range of this effect is
50 feet. The vermin are allowed Will saves against this effect
(DC 16), and any that make their save cannot be affected
again by Mictecacihuatis pied piper ability for one day.

Charmed vermin move toward Mictecacihuatl at their
basic speed, taking the most direct path available. If the path
leads into a dangerous area, the creatures get another saving
throw. Charmed vermin can take no actions other than to
defend themselves. If Mictecacihuatl moves, the charmed
vermin follow. This effect lasts for as long as Mictecacihuatl
concentrates. Once concentration is broken, those vermin
cannot be affected again by Mictecacihuatl's pied piper abil-
ity for one day.

Insect Plague (Sp): Five times per day, Mictecacihuatl can
use her insect plague ability as a Sth-level sorcerer.




Sovcerer Spells Known (5/4; save DC 12 + spell level): 0—
light, mage hand, mending, prestidigitation, read magic; 1st—
mage armor, magic missile, shield, identify.

Possessions: amulet of natural armor +2, ring of protection +2,
bracers of armor +2, cloak of resistance +2, +1 longspear, four 100

gp pearls, 395 gp.

Scaled horrors are elite amphibious soldiers. They specialize
in guarding the watery borders of lizardfolk domains. Strik-
ing abruptly from the water's edge, they leave fear and
destruction in their wake. Many an unwary intruder is last
seen as a trail of bubbles in the marsh waters, taken below by
scaled horrors.

Lizardfolk are the most common scaled horrors, but
locathahs, merfolk, and sahuagin sometimes have similar
guardians. Occasionally kuo-toas train as scaled horrors as
well.

As NPCs, scaled horrors work in squads of 2—5 members
along the edges of their people's domains. They sometimes
serve other races as mercenaries, but always in situations
where they can fight from the water. They rarely work alone,
but even a solitary scaled horror is a skilled guerrilla.

Hit Die: d10.

REQUIREMENTS

To qualify to become a scaled horror, a character must fulfill
all the following criteria.

Race: Character must have either the aquatic or the rep-
tilian subtype.

Base Attack Bonus: +5.

Skills: Hide 5 ranks, Move Silently 5 ranks, plus either
Swim 5 ranks or a +8 racial bonus on Swim checks.

CLASS SKILLS
The scaled horror's class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Hide (Dex),
Jump (Str), Listen (Wis), Move Silently (Dex), Search (Int),
Spot (Wis), Survival (Wis), and Swim (Str).

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All of the following are class features of the scaled horror
prestige class.
Weapon and Armor Proficiency: Scaled horrors are
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proficient with all simple and martial weapons, shields,
and light armor. Otherwise they neither gain nor lose
weapon, armot, or shield proficiency by taking levels in
this class.

Improved Grab (Ex): If a scaled horror hits with its nat-
ural weapons or unarmed attack, it deals normal damage and
attempts to start a grapple as a free action without provoking
an attack of opportunity. The ability works only against
opponents of the same size or smaller. The scaled horror has
the option to conduct the grapple normally, or simply use its
natural weapons or unarmed attack to hold the opponent.
Bach successful grapple check it makes during successive
rounds automatically deals damage given for the attack that
established the hold.

Keen Scent (Ex): A scaled horror can notice creatures by
scent in a 180-foot radius, provided both the scaled horror
and the creature are in the same body of water, and can
detect blood in the water at a range of up to 1 mile.

Spells: Beginning at 1st level, a scaled horror gains the
ability to cast divine spells from the ranger spell list (see
Chapter 11 of the Player's Handbook). To cast a spell, the
scaled horror must have a Wisdom score of at least 10 + the
spell's level, so a scaled horror with a Wisdom of 10 or lower
cannot cast these spells. Scaled horror bonus spells are based
on Wisdom, and saving throws against these spells have a
DC of 10 + spell level + the scaled horror's Wisdom bonus.
When the scaled horror gets 0 spells of a given level, such as
0 tst-level spells at 1st level, the scaled horror gets only
bonus spells. A scaled horror without a bonus spell for that
level cannot yet cast a spell of that level. A scaled horror pre-
pares and casts spells just as a ranger does (though the scaled
horror's caster level is the same as its class level).

Freedom of Movement (Ex): Beginning at 2nd level, a
scaled horror moves and fights underwater as if subject to
the spell freedom of movement.

Damage Reduction (Ex): Starting at 4th level, a scaled
horror gains the ability to shrug off some amount of injury
from each blow or attack. Subtract 2 from the damage the
scaled horror takes each time he is dealt damage. At 10th
level, this damage reduction rises to 4/—. Damage reduction
cannot reduce damage to less than 0.

Spring Attack (Ex): At 5th level, a scaled horror gains
Spring Attack as a bonus feat.

Silent Spell: At 7th level, a scaled horror gains Silent
Spell as a bonus feat.

Still Spell: At 8th level, a scaled horror gains Still Spell as
a bonus feat.

Fort Ref Wwill Spells per Day
Class Level Base Attack Bonus Save Save Save  Special st 2nd 3rd 4th
1st +0 +2 +0 +0 Improved grab, keen scent 0 — — —
2nd +1 +3 +0 +0 Freedom of movement 1 — — —
3rd +2 +3 +1 +1 1 0 — —
4th +3 +4 +1 +1 Damage reduction 2/— 1 1 — —
5th +3 +4 +1 +1 Spring Attack 1 1 0 —
6th +4 +5 +2 +2 1 1 1 —
7th +5 +5 +2 +2 Silent Spell 2 1 1 0
8th +6 +6 +2 +2 Still Spell 2 1 1 1
9th +6 +6 +3 +3 2 2 1 1
10th +7 +7 +3 +3 Damage reduction 4/— 2 2 2 1
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SAMPLE SCALED HORROR
This example uses a lizardfolk, Saebeohrt Rippling Death,
who took enough levels of fighter to qualify for scaled
horror. Saebeohrt terrorizes the borders of his community,
viciously attacking intruders and even those just passing
too close. Occasionally he leads raids on nearby communi-
ties to remind them just how dangerous lizardfolk can be.
He considers raids on human
settlements to be hunting

expeditions.
Leaders in his
community are

beginning to fear
being usurped by
him, but Saebe-
ohrt realizes that
a leader must
think about more
than just inflict-
ing pain and suf-
fering on living
creatures, and as
such he has no
desire for politi-
cal power.

Saebeohrt Rip-
pling Death:
Male lizardfolk
Ftr 4/Scaled

Horror 2; CR 7;
Medium-size
humanoid (aqua-
tic, reptilian);
HD 2d8+4 plus
4d10+8 plus
2d10+4; hp 58;
Init+4; Spd 30 ft,;

AC 21, touch 10,
flat-footed  21;
Atk +9 melee
(1d4+3, 2 claws)
and +7 melee
(1d4+1, bite), or
+10/+5 melee (1d8+5/x3,
+1 unholy battleaxe), or +6 ranged
(5d6+3, javelin of lightning); Face/Reach

5 ft./5 ft; SA improved grab; SQ freedom

of movement; AL NE; SV Fort +8, Ref +4, Will +2; Str 16,
Dex 10, Con 14, Int 12, Wis 12, Cha 8.

Skills and Feats: Balance +4, Climb +6, Handle Animal +2,
Hide +5, Jump +14, Listen +4, Move Silently +5, Spot +5,
Swim +16; Improved Initiative, Multiattack, Track.

Improved Grab (Ex): If Saebeohrt hits with both claw
attacks, he deals normal damage and attempts to start a grap-
ple as a free action without provoking an attack of opportu-
nity. Improved grab works only against Medium-size and
smaller opponents. Saebeohrt has the option to conduct the
grapple normally, or simply use his claws to hold the oppo-

nent. Bach successful grapple check he makes during suc-
cessive rounds automatically deals 2d4+6 points of claw
damage.

Freedom of Movement (Ex): Saebeohrt moves and fights
underwater as if subject to the spell freedom of movement.

Skills: Thanks to his tail, Saebeohrt receives a +4 racial
bonus on Jump, Swim, and Balance checks.

Ranger Spells Prepared (2; save

DC 12): 1st—magic fang, pass
without trace.
Possessions: +1 mithral
shirt, +1 darkwood shield,
+1 unholy battleaxe, 5
javelins of lightning, 2
potions of swimming, 4
potions of cure moder-
ate wounds, 78 gp.

Some harpies hone
their mind-affecting
songs to add new
effects. A harpy
siren is an artist
who constantly
seeks to expand
and improve upon
her innate sonic
ability.
Any creature
with a mind-affect-
ing sonic ability
could take this
prestige class, but
few other than
harpies are intel-
ligent enough.
Cloakers
sometimes

hone  their al-

ready  impressive

sonic abilities.

A rare gibbering
mouther or yeth
hound  may  follow
this path, but only excep-

tional individuals.

Sirens can be problematic in a party, since their sonic abil-
ities are often indiscriminate. With increasing expertise,
however, they can focus their talents to become excellent
support for combat specialists, softening up opposition for
killing strokes.

Hit Die: d4.

REQUIREMENTS
To qualify to become a siren, a character must fulfill all the
following criteria.
Skills: Bluff 6 ranks, Intimidate 6 ranks, Perform 8 ranks




(includes either ballad, buffoonery, chant, epic, limericks,
melody, ode, or storytelling).

Special: Must possess an innate sonic, mind-affecting
ability.

CLASS SKILLS
The siren's class skills (and the key ability for each skill) are
Bluff (Cha), Craft (any) (Int), Diplomacy (