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Introduction
This beok contains entries for mere than 500 creatures, hath hos-
tile and benign, for usein invcEons &DracoNs* adventures,

This introduction explains how o read a creature’s write-up, in- |

cluding summaries of the most common attacks and ahilites !

Entries for creatures aee listed alphaberically by name. Some |

| creatures, such as gianes, ave ordered from weakest to sirongestin |
{the entry.

Appendix 1 describes mundane animals, in <'|J.|:'I]J1L1E'TI-."1[ urdazr
| within the listing. Appendizx 2 desceibes vermin {a type of creature; |
| see below, again in alphabetical order, Variable-sized crearures are
_ordered from weakest to strongest. Appendix 3 explains and de-

scribes a group of crestures that are created by adding a “remplare”
to an existing creature type, An example of this is a vampire, which
adds the “vampire” template 1o a tange of eligible creatures.

At the end of the book, a list of monsters organized by Chal-

\lenge Rating makes it casy for the Dungeon Master to tailor en- |

| counters to the party level of the player characrers, &=

Each monster entry Is arpanized in the same general format, as de-
seribed balow, The information is in a condensed form. For com-

plete information about the characreristics of monsters, consult
the Flaver’s Handbook or the Do ioy MasTors Guide.

MAIN STATISTICS BLOCK

| This text contains hasic game {nformation on the crearure.

Name
| This is the name by which the crearure is gLu;::,gll’j.’ known, The
| descriptive text {following the main statistics bloclk and second-
| ary statistics block) may give other names,

Size and Type

This line begins with the creature’s size (Huge, for example). The
eight size catepories are briefly described in the table belome A size
modifier can apply to the creature’s Armor Class (AC) and artacls |
bonus, as well as to certain skills. A creature's size also derermines |
how far it can reach to make @ melee attack and how much space ;
it cecupies in a fight [see Face/Reach, below, and also Big and
Little Creatures in Combar, page 131 in the Flayer's Handbook),

CREATURE SIZES

Size AC/Attack Modifier Dimension®. Weight=*
Fine -B B in. or less 1/8 lb. or less
L Diminutive +4 6 in=1ft 1/ b= |h.
LTiny +2 | R-28, 11b.—4 Ib.
| Small +1 24 fr & |b.—60 b,
Medium ] 4 ft—8 ft. B0 b, -500 (b,
Large =1 B ft-16 f. 500 |b.—4,000 Ib.
Huge -2 16 ft.—32 ft. 4,000 |b,-32,000 Ib.
Gargantuan —4 32 %64 ft. 32,000 Ib.~250,000 Ib.
Colossal -8 B4 ft.or more 250,000 |b. ar more

*Biped's height, quadruped's body length {nese to base of taif).

% fesumes that the creatune is roughly as dense as a regular animal.
A creature made of stone will weigh considerably mare. A paseous
creature will weigh much less, =

| The size and type line conrinues with the creature’s rype (giant, for

| example]. Type derermines how magic allects a crearure; for ex-

Lample, the hiold animal spell affects only creatures of the animal

| type. Type also determines many ol the creature’s chavacteristics

i and abilities, as described below,

Aberration: An aberration has a bizarre anatomy, strange abili-|
tics, an alien mindset, or any combinaton of the three, Unless |

",,-g_ﬁ\@

fF?

g T

£

noted otherwise, ahermanions have darkvision with a range of 60 {sel |
(see page 74 in the DusceEos Master’s Guide). Example: beholder..

Animal: An animal is 2 nonhumanoid creature, usually a vee- |
tebrate, All the animals included in this book lived on the planer |
|Earth in historical times, or are lrger versions of such creatures,

LAall amimals have Tntellipence scores of 1 ar 2. Unless noted other-
{wise, animals have lowe=light vision {see page 79 in the Dusceoxs
| Masrzg’s Cuide). Example: bear.

Beast: A beast is a nonhistorical, vertebrate creature with a rea- |

sonably normal anatomy and ne magical or unusual abilities. |
| Unless noted otherwise, beasts have low-light vision and darloi- |
sion with a range of 60 [eet. Example: owlbear,

Construct: A construct is an animated object or amf.l.uaﬂ}
covatructed crearure, Construces usually have no Intelligence |
scoresand never have Constitution scores. A construct is lmmune. |
to mind-influencing elfects (charms, compulsions, phaniasms,
pamterns, and morale effecrs) and to poisen, sleep, paralysis, stun-
\ning, disease, death effects, and necromantic effects.

_Constructs cannot heal damage on their own, though they can |

+11._ hezled. Construcrs can be repaired in the same way an ::bthl
can (see the cteature’s description for detailsl, A construct with |
the regeneration and fast healing special qualities still benefies |
from these qualities.

A construct isnor subject eo coltical hirs, suhdual damage, abil-
ity damage, ability deain, or energy drain, It is immune m any
effect that requires a Fortitude save {unless the effect also works
on objects). A construct s not at risk of death from massive |
|damape (see page. 129 in the Pleyer's Handbook], but when reduced |
to U hir poines or less, it is immediately destroyed. Since it was |
never alive, a consteuct cannot be raised or resurcecred. !

Unless neted otherwise, constructs have darkvision with a |
range of 60 [eet. Example: polem.

Dragon: A dragon is.a reprilian creature, usually winged, 1.+itl1
magical or unusual abilities. Dragons are immune 10 sleep and
paralysis effects. Unless noted otherwise, dragons have dackvision
with a ranpe of &0 feer and low-light vision, Bxample: red dragon.

Elemental: An clemental is composed of one of the four classical
elements: air, earth, five, or water. It is immune to poison, sleep,
paralysis, and stunning, Elementals have ne clear frone or hack and
are therefore not subject to critical hits or flanking, Unless noted
otherwise, they have darkvision with a range of 60 feet.

A slain elemental cannoe be mised or resurrected, although a
wish ot miracle spell can restore it to lile, Example: invisible stalker

Fey: A fey is a creature with supernamral abilities and connec-
tions to pamre or to seme other force or place. Fey are usually
human-shaped. Unless nored othecwise, fev have low-light vision.
Example: dryad.

Giant: A giant is 3 humanoid creature of grear strength, usually
ol ar least Large sive. Gians ave proficient with all simple weapons
and with any weapons listed in their cnmics. Unless noted other-
wise, giants have darkevision with a range of 60 {eer. Bxample: ogre, |

Humaneid: A humaneid uswally has two arms, two legs, and one
liead, ora bumanlike torso, wems, and head. Humaneids have lew or
aon Supe:l]:l,.‘lturﬂl or extraprdinary abilities, and wsually are Small or
Medium-size. Every humuanoid creature also has a type modilier (see
below), Humanoids are proficient with all simple weapons and with
any weapans mentiohed in their entries, Example: goblin, |

Magical Beast: Magical beasts are similar to beasts but have su- |
pernatural or exrraordinary abilities. Unless noted otherwise, |
magical beasts have darkvision with a range of 60 feetand low- |
Jighe vision. Example: displacer beast,

Monstrons Humanoid: These are humanaid. Creatures. 'r'i.ld.l
| monstrous or animalistic leamures, often having supernaruzal alil- |
|ities, Unless noted othersvise, monstrons humanoids have darki- |

| siom with a range ol 60 feer. Monstrous humanoids are proficient
\with all simple weapons and with any weapons mentioned in
their entries, Example: meduss,




Doze: An ooze s an amorphous or mutable creature, Ooges are
immune to poison, sleep, paralysis, stunning, and polymorphing,
They have no clear frone or back and are therefore not subjecr o
critical hits or Danking Oosees are blind but have the blindsight
special quality, They have no Intellipence scores and are therefore
immune to all mind-influencing effects (charms, compulsions, |
| phantasms, parterns, and morale effeces),

Cioees have no natural armor ratngs, but they are ne‘i’ertheless
| difficult 1o kill hecause their bodies are mostly simple protoplasm. |
This is reflected by bonus hit points (in addition ro those from Hir |
\Dice and Constiturion scores) acconding to sive, as shown in the |
{ table below: Example: gelatinous cube.

Ooze Size

Bonus Hit Points

Fine

Diminutive —
Tiny. —
| Small 5 L
WMedium-size 0 4
Large 15 4

Huge it

Gigantic 0

Calossal 40

Outsider: An oursider is a nonelemental crearure that comes
from another dimension, reality, or plane. Unless noted other

| wise, outsiders have darkvision with a range ol 60 [eet.
_h slain outsider cannot be raised or resurrecred, although a
Lwish or miracle spell can restore it 1o life, Bxample: devil.

Plant: This rype comprises vegetable creatures. Plants are
| immune to poisan, sleep, paralysis, snmning, and polymorphing,
| They are not subject to critical hits or mind-influencing effects
([charms, compulsions, phantasms, patterns, and morale effecrs),
| Unless otherwise noted, plants have low-light vision, Example:

shambling mound.

Shapechanger: This type of creature has a stable hody but can
assune other [oems, Unless noted otherwise, shapechangers have
darkvision with a range of 60 [eer, Exumple: doppelganger. i

Undead: Undead are once-living creatures animated by spiri- |
tual or supernatural forces. Undead are immune 1o peison, sleep, .
paralysis, stunning, disease, death effects, and necromantic ef |
fects, and they ignore mind-influencing effects {(charms, compul-
sions, phantasms, partecns, and motule effects). Undead are not
subject to critical hits, subdual damage, sbility damage, ability
drain, or energy drain. They have ne Constimution scores and are
therelore immune to any effect requiring a Fordmde save {unless
it affects ohjecrs), An undead spellcaster uses its Charisma modi-

fer when making Concentration checks.

Undead with no Intelligence scores cannot heal dumage on
| theirown, though they can be healed. Negative energy (such as an
Linflich wounds spell) can heal undead creatures. The regeneration
and fast healing special qualities work regardless of the creature’s
Intelligence scare,

An undead creature is not at eisk of death from massive
damage, but when reduced to 0 hir points o less, it is immediately
destroyed, Most undead have darkvision with a range of 60 feet.

Uindead cannot he raised. Besurredtion can allect thern, but sinve
undead creatures usually are unwilling roretwm o life, these ar-
tempis penerally [ail (see Bringing Back the Dead, page 153 in the
L Player's Handkaok). Example: zombie,

Vermin: This rype includes insects, .ar.u_hni-;la., arth ropods,
Lwrorms, and_similar inverrebrates. Vermin have no Intelligence
Lscares and are immune to_all mind-influencing effects (charms,
. compulsicns, phantasms, parterns and maorale efects), Unless noted |

otherwiss, viermin have dackvision with a range of 60 feer. Peisonous
vermin get i bonus g the DC for their poison based on their size, as|
shown on the following table. Fxample: monstrous spider,

biE : i
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Yermin Size Poison DC Bonus
Medium-size +2
Large 4
Huge 6
(Cargantuan +8
\Colossal +10.

1'1;1.!:‘: Modifiers

A parenthetical note Eu]lmvmg the creature type indicates a type.
|modifierifire, for example), indicating that the creature is associated |
Lwith an element, a form of energy, a state of being, or the like. A type |

maodifier creates a subrype within a larger type, such as undead

tincorporeal); links creatures thar share characteristics, such as
humaneid (poblinoid ; or connects members of different types. For |
example, white dragons and frost giants belong to the dragon and |
glant eypes, respectively, bue they are also of the cold subtype.
. Some common type modifiers that affect a creature’s abilities
jare described below, _
_Cold: A cold creature is immune to cold damage. Tt tales |
(double damage from five unless a saving throw for half damege
allowed, in which case it takes hall damape on a success and |
double damage an a failure, !

Fire: A five creature is immune to fire damage. It takes double
damage from cold unless a saving throw [or hall damage 15 al-
lowed, in which case it takes half damage ona success and double
damage on a failure,

Incarporeal: An incorporeal crearure has ne pl}};nr_al body, It |
ican be harmed only by other incorporeal creatures, +1 or better |
magic weapons, and spells, spell-like ahilities, or supernartural abil- |
ities. It iz immune ro all nonmagical attack forms, Even when hit |
by spells or magic weapons, it has a 505 chance to ighore any |
damage [rom a corporeal source {excepr for force effects, such as |
ragic missile, or atacks made with ghost louch weapons) An incor- |
poreal creature has no nameal armor but has a deflecdon bonus
equal ta its Charisma modifier (always ar least +1, even il the cres
rures Charisma score dees not normally provide a bonus),

An incorporeal creature can pass through solid ohjecrs azwdll, but
nat force effecrs. Its artack passes through (ignores) natural armor,
armar, and shields, although deflection banuses and force effects
wsuch as mage nrmer) work necmally agsinst it An incorporeal

Lcreature moves silently and cannet be heaed with Listen checks if it
doesn't wish to be. It has no Strengeh score, so its Dexterity modifier
applies 1o bath its melee and its ranged srtacks.

Hit Dice
This line gives the number and type of Hir Dice the creature has
and any bonus hit points. A parenthetical note gives the crearure’
average hit paints,
A creature’s Hit Dice total is also itz level for determining how
spells affect the crearure, its rate of patural healing, and its mag-

murm ranks in a skill

Initiative E
This line shows the creamure's modifier to initiatve rolls. A paren-
thetical nore tells where the modilier comes from (most com-
monly the creature’s Dexterity modifier and the Tmproved
Initiative feat, if the creature has it),

Speed

‘This line gives the crearure’s tactical speed on land (the ammrqf
Ldistance it can cover in ane move). If the creature wears armor |

that reduces its speed, this fact is given alonp with a purenthetical |
note indicating the mmor rype;s the creature’s hase unarmored |
Lspeed follows,

It the creature has other modes of movemenr, these are lisred

{after the main entry. Unless noted otherwise, modes of movement

are patucal (hot magical),
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Burrow: The creature can unnel through dict, bur not through
rock unless the descriptive rext says otherwise, Crealines cannot
use the run action while burrewing,

Climb: A creature with a climb speed has the Climb skill at no
costand gains a +8 racial bonus o all Climb checks, The crearume |
must make a Climb check o climb any wall or slope with a TC of |

Lmare than 0, but it always can choose to ke 10 (see Checks with- |

Lout. Rolls, page 61 in the Player's Handbook), even if rushed or)
| threatened while climbing, The creamire climbs at the listed speed |
Lwhile climbing, 1f it chooses an accelerated climb (see Climb, |
|page ¢+ in the Mlayer’s Handbook), it moves at double the listed |
{climb speed {or its normal land speed, whichever is less) and

. | makes a single Climb check ata -5 penalty, Crearures cannot use
the run action while climbing.

Fly: The creature can fly at the listed speed if carrying no more
than 2 medium load (see Carrving Capacity, page 141 in the

Player's Handbeok, and Seeength, below), All fly speeds include a par-
.enthetical note indicating maneuverabilitg as follows,

| Berfect: The creature can perform almoest any aerial maneuver it
| wishes. 1t moves through the air as well as & human does over|
smueoth ground, }

Goad: The creature is very agile in the air (like o houselly or
hummingbird), but cannot change direction as readily as those
with perfect maneuverability.

Avernge: The ereature can flv as adroitly as a small bird,

. Pooy; The creature flies as well as a very larpe bied.

| Clumsy: The creature can barely Oy arall

| Creatures that fly can make dive anacks A dive arack works

,]usr like a charge, but the diving creature must move a minimum

{of 30 feer. Te can make only claw artacks, bur these deal double
| damage. Creatures can use the run action while flying, provided
| they fly in a straight line.

For more information, see Tactical Aerial I'-'ll:tlfm&'_m pAge 6910

Lthe Duseeos MAsTERS Guide,

Swim: A creature with a swim speed can maove throuph water
at the listed speed withour making Swim checks, It gains 1 <8
racial henua to any Swim check te petform some special action |
ar avoid a hazard, The creature always can choose e take 10,
even if rushed or threarened when swimming. Crestures can|
uge the run acrion while swimming, provided they swim inal
steaight line,

Armor Class
The Armor Class line gives the creature's AC for normal combat
and includes a parenthetical mentien of the modifiers contribut-
ing 1o it (usually size, Dexterity, and natural armor)

Artacks

| This line gives all the crearures physn:al attacks, whether with
{namural or manufactured weapons.

| Natural Weapons: These include tecth, claws, sting, and the
like, The entry gives the number of arracks along with the
weapon (2 claws, for example), avack bonus, and form of accack
imelee or ranged). The first listing is for the creature’s primary
weapon, with an attack bonus including modifications for siee
and Strength (for melee attacks) or Dexterity (for ranged at
tacks), A creature with the Weapon Finesse feat can use its Dex-
terity modifier on melee attacks,

The remaining weapons are secondary and have -5 to the
_attack bonus, no marrer how many there are. Creatures with the
| Multiatrack fear (see *Feats” below) suffer only a -2 penaloy e sec-
{ondary artacks.
| All of the foregoing assumes that the crearure makes a full
Lattack {see Attack Actions, page 122 In the Players Handhook) and
L employs ll its natural weapons. IF a creature instead chooses the

attack option (and thus makes only a single arrack), it uses its pri-|
mary atack bonus,

Unless noted otherwise, natural weapons theeaten critical hirs |
on a natural attack roll of 20, |
Manufactured Weapons: Creatures thar use swords, bows, |
spears, and the like follow the same rules as characters, including |
_those for multiple artacks and ewo-weapon tighring penalties, All
(the steps in 2 mulriple attack sequence are given and include all
(medifications.

Damage

This line shows the damage each of the creatures attacks dE’le
| Tamage from an atrack is always at least 1 point, even if a subtrac- |
tion from a die roll brings the result to ¢ or lower, !

MNatural Weapons: A creatures primary attack damng: in:
cludes its full Soength modifier (one and 2 half dmes its Strength |
bonusif iris the creature’s sole attacl’, Secondary attacks add LJII].}'.J
one-half the creatures Strenpth bonus,

If any artacks also cause some special effect other than
-damage {poison, disease, ete.), that informarion is given here.

1nless noted otherwise, creatures deal double damage on.

Leritical hits.

Matural weapens have types fust a5 other weapens do, The most
common are summarized below, :

Bite: The crearure attacks with its mouth, di.almg pm,rcmg
slushing, and blndgeoning damage.

Cluw or Rake: The creatuce rips with a shamp appl..ndagt.. dealin g
piercing and slashing damage.

Gove: The creature spears the opponent with an antler, horn or | i
Jsimilar appendage, dealing piercing damage. |

Slagar Sl The creature batters opponents with an appendage, |
dealing blndgeoning damage,

Sting: The creature stabe with a stinger; dealing picrs.mg d.a.m_
age. SHngs are usually envenomed,

Manufactured Weapons: Creatures that use swords, hom,_.
spears, and the like follow the same rules as characters do, The
bonus for atcacks with two-handed weapons is one and a half
times the crearure’s Strength modifier (4F it is a banus), while sec-
ondary weapons add only one-hall the Srrength bonus.

Face/Reach

This line describes how much space the creature peeds to fight ef-
Fectively and how close it has to be to an opponent to threaten that
syuare, This is written in_the format [feet] by [feet]/|feet]: The
numbers before the slash show the creature’s fighting space
iwidth first, lengrh spcond . The number after the slash is the cres
ture's naniral reach, If the creature has exceptional veach due tw a
weapon, tentacle, or the like, the extended reach and its source ave
noted in parentheses,

Special Abilities

Many crearures have unusual abilites, which can include special
atrack forme, resistance o vilnerability to certain types of damage, |
and ephanced senses, smong others. A monster entry breaks
these abilities into Special Auacks and Special Chualities. The
larter category includes defenses, vulnerabilities, and other spe-
cial abiliries that are not meodes of atcack.

A special ability s either extraordinary (Ex), spell-like ["':F':'. or |
supernarural (Sul.

Extraardinary: Extraordinary abilities are nonmagical, dont. gﬁ
away in an antimagic field, and are not subject o any thing thar dis- |
rupts magic, Using an extraordinary ability is a [ree action unless |

| noeted atherwisa, |

Srefl-Like: Spelldike abilities are magical and worlk. ;u.:.t like ]

.spells (though they are ner spells and so have ne verbal, somaric, |
| material, focus, or XP compaonents ). They go away in an antimagic
 figld and are subject to spell resistance.

| Spell-Jike ahilities usually have a limit on the number of dmes
they can be used. A spell-like ability that can be used "at will” has




ne use limie Using a spelldile abilicy is o standard action unless
noted otherwise, and doing so while threatened provokes an
artack of opporrunite. A spell-like abiliry can be distupred just asa
spell can be. Spell-like abilities cannot be used to counterspell,
nor can they be counterspelled. !

For creatures with spell-like abilities, a designated caster level |
| serves to define how difficult it is to dispel their spell-like effecrs |
Land ro define any level-dependent varigble {such as ranpe and du- |
| rarion) the abilities might have, The creature's caster level never |
L aftecrs which spell-like abilities the creature has; sometimes the |
| given caster level is lower than the level a spellcasting character
| would need to cast the spell of the same name, If no caster level
Li5 specified, the caster level is equal o the crearure’s Hir Dice,

The saving throw (if any) for a spell-like ability is 10 + the level of

the spell the ability resembles or duplicates + the creamre’s
Charisma modifier,

Supernatirl; Supernatural abilities are magical and go away in an
Lanhmag figl bur are nat subject o spell resistance, Using a super- |
natural abilicy &5 a standard scdon unless neted otherwise. Super-|
| natural abilities may have s use limit or he usable ar will, just like |

spelllike abilities. However, supernatural shilides do not provoke |
attacks of opportunity and never reguire Concentration checks.
Unless othenwise noted, o supernatural ability has an effecrive caster
level cqual to the creature’s Hit Dice,

Special Avracks

 This line lists all the cresture’s special attacks in the order they are
Lt likely to be used. I the creature has no special arcacks, this
|line does not appear. Details of the most common special steacks
Lare given here, with additienal informarticn in the creatures’ de-
| scriptive text. In general, ‘creature” means the creature using the
| special artack, while “opponent” is the target of the atrack.

Ability Score Loss (Su}: Some atraclks reduce the opponent's

| score in one or more ahilites. This loss can be permanent or rempo-
rary (see Ability Score Loss, page 72 in the Duscion Masies Gaede).

Permuanent Akility Dwain: This effect permanentdy reduces a
living opponent’s ability score when the creature hirs with a |
melee atrack. The crearures descriptive rext lists the ahiling and
the amount drained. 1f an attack that cavses permanent ahilicy |
driuin scores a eritical hit, it deains twice the listed amount (if the |
damage is expressed as a die range, rall two dice). A draining crea- |
ture heals 5 poins of damage (1000 a eclical hit) whenever it
drains an ability scove no marter how many points it drains, If the
amotnt of healing is moee than the dasmape the creatuee has suf:
fered, it gains any excess s temporary hit points,

Some ability drain arracks allow a Fortitude save with @ DC ol
10 + 1/2 draining creature’s HD ¢ draining creatuee’s Chardsma

cmodifler (the exact DC is given in the creatonds descriptive text),

LI np saving throw is mentoned, none is allovwed.

i+ Tempavary Abdity Domagge: This atrack damages an opponent’s

Lability scove. The creature’s descriptive text pives the ability and
the amount of damage. If an arrack that canses ability damape
scores a critical hit, it deals owice the listed amount {if the damage
is expressed as g die range, roll wo dice). Temporary abiliny
damage rerurns ar the rate of 1 point per day.

Breath Weapon (Su): A hreath weapon arrack vsually causes
damage and is often based on_some type of energy (such as fire
breath), It allows a Rellex save for hall damage with a DC of 10+
1/2 breathing creature’s HD + breathing creature's Constitution

. modifier (the exact DC is given in the creature's descriptive text).

A creature is immune 1o its owmn_breath weapon unless otherwise

j-mated, Hreath weapons ae described inan abbreviated form in the

L MONSET eniry.

+ Constrict (Ex): The creature crushes the opponent, dealing

| bludgeoning damage, after making a successful grapple check
(see Grapple, page 137 in the Players Hondbook). The amount of|
damage is given in the creatures eniry, If the creature also has the,

improved grab ability (see below), it deals constriction damage in |
eddition to damage dealt by the weapon used 1o grab, |

Energy Drain (Su); This ateack saps a living oppenent’s vital |
enerpy and happens auromatically when @ melee or ranged attack |

{hits, Bach successful enetpy drain inflicts one or more negative

evels {the descriptive text specifies how many}. See Energy

| Drain, page 75 in the Dungeon Mastes's Guide, [or details, 1f an

lattack that includes an energy drain scores a exitical hir. it drains
twice the given amount. Far each negarive level inflicred on an |

iepponent, the draining creature heals § points of damage (10 0ma

|erirical hit), IE the amount of healing Is more than the damage the |
crearure has suifered, it gains any excess as temporary hic points,

The affected opponent sulfers a 1 penaliy o all skill and ability
checks, artacks, and saving throws, and loses 1 elfecrive level or Hie |
Die {whenever level is used in a die roll or calculation) for each |
negative level. A spellcaster loses one spell slot of the highest level

.she can cast and (il applicable) one prepared spell of tha level; this
loss persists until the negative level is removed.

Negative levels remain until 24 hours have pussed or until re- |

moved with a spell, such as restoration. A1 that time, the aflicted
opponent must artempt 4 Fordde save with a DC of 10 + 1/2
draining creatures HD ¢ draining creature’s Charisma modifier |
{the exact DC is given in the creature’s descriptive text). On a suc-
cess, the nepative level poes away with ne hacm o the cresture, On
a failure, the negative level goes away, but the creature’s level is also
reduced by one, A separate saving throw is required for vach neg |
ative level, ===

Fear (Su or Spl: Fear artacks can have various eflects,

Fear Aura (5u): This ability either operates continuously or can |
be uzed at will. In either case, it's 2 free action, This can freers an |
oppenent (such as.a mummys despair) or lunction like the fear |
spell (for example, the aura of a lich}. Other effects are possible, |

Fear Cones (Sp) ared Rays (Sul: These usually work like the fear |
spell,

If a fear effect allows a saving throw, it is a Will save with o DC
of 10 4+ 1/2 fearsome creature’s H D + fearsome creatures Charismsa
modifier {the exact DC is given in the creature’s descriprive text),

Frightful Presence {Ex): This abilicy makes the creature’s very
presence unsettling to foes. It takes effect automatically when the
creature performs some sortof dramatic action (such s charging,
atracking, or snarling), Cpponents within fange who witness the
action may hbecome frighrened or shaken (see pages 4 and 85 in
the Dumcion MasTrrs Guidi),

Actions required to trigger the ability are given in the creatures
deseriptive text. The range is usually 30 feet, bur the entry will
give any exceptons. The duration is usnally 5de rounds.

This ahility affects only opponents with fewer Hir Dice or
levels than the crearure has., An affected opponent can resist the
effects with a successful Will save with a DC of 10 + 1/2 frigheful
crearure’s HD 4 frigheful creature’s Charisma medifier (the exact
DT is given in the cresture’s descriptive textl. An opponent who
succeeds at the saving throw is immune to that creature’s frigheful
presence [or one day, .

Gaze (Sul: A paze attack wakes effect when opponents look ar
the crearures eyes (see Gaze Attacks, page 77 in the Duncron
Mastzas Guidel, The artack can have almost any sort of effect: per-
rification, death, charm, and so on. The tvpical range is 30 feee, but |
check the crrature’s enmy for derails, !

The type of saving throw for a gaze attack varies, burt it is usu- |
ally a Wil or Fortitude save, The DC s 10 + 1/2 gazing creatures |

{HD + gazing creature's Charisma modifier (the exact DC s given |
in the crearure’s desceiptive text). A successful saving throw |
negates the effecr, Caze attacks are described in an shbreviated |

| form in the monster enoy,

Each opponent within range of a gaze artack must attempt a

ssaving thoow each round at the beginning of his or her nurn in ini-
tiarive.order, Only looking directly ar a creature with a gaze atrack
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leaves an oppenent vulnerable, Opponents can avoid the saving effect. deafining the subjecr or stopping its eats does not beeak |

throw by not looking at the creature, in one of two ways. the effect. Stopping one’s ears ahead of ime allows opponents 1o |
Averting Eves; The opponent avoids loaking at the creatures face, aveid having to make saving throws against mind-alfecting sonic |
instead locking at its body, watching its shadow, trracking i in a re- attacks, but notother kinds of sonic attacks {such as those tharin- |
flective surface, and so on, Each round, the opponent has a so% | flict damage). Stopping ones ears is & full-round acrion and re-
chance to nor need to make a saving throw against the gaze amack, | _{quires wax or other soundpreof material to stuff into the ears.

Weaving a Blindfald: The opponent cannor see the creamme arall L | Spells (Sp): Some creatures can cast arcane or divine spells just
{{alsa possible by rurning one's back on the creature o shusting, as members of a spellcasting class can {and can_activate magic
| one’s eyes.) The creature with the gaze arcack gains toral conceal- | items accordingly). These creatures are subject to the same speﬂ- .

| ment against the opponent. Jcasting rules as chamaciers are,

A creature with o gaze attack can actively gaze as an ammack| | Spelleasting creatures are not actually members of a class |
Lacton by choosing a target within range. That opponent must at- unless their entries say so, and they do not gain any class abilities. |
Ltempt 4 saving throw bur can my to avaid this as described above. For example, a crearure thar casts areane spells as a sorcerer cannol

Thus, it is possible to save against a creatures paze twice during acquire a familiar, A creature with access to cleric spells must pre- |
the same round, once before the opponent’s action and once pare them in the normal manner and receives no bonus spells. |
during the creature’s rurn. Swallow Whole (Ex): The creature can swallow opponents it

Gaze attacks can affect ethereal opponents. A creature is im- | holds (see Impraved Grah, abovel. If it makes a second successtul

| mine 1o its own gaze artack unless otherwise noted, (grapple check after a grab, it swallows its prey. Unless otherwise |
. Improved Grab (Ex): 1f the creature hits with a melee vreapon_ \nated, the opponent can be up to one size category smaller than
Liusually a claw or hite arrack), it deals normal damage and ac,  ithe swallowing ceeatuce, Damage is wsually bludgeoning, often ac-
tempts to start a grapple as a free action withour provoking an | lcompanied by acid dumape [rom the creature’s dipestive juices, |
attack of opportunity (see Grapple, page 137 in the Flayer’s Hand- The consequences of being swallowed vary with the crearure and |
baok, Mo initial touch attack is required, and Tiny and Small cres- are explained in its de sscriplive (ext
tures do not suller a special size penalty. Unless otherwise stared, Trample (Fxj As a standard action dunm; ity tuen td!:hlﬁllﬂd
improved grab works only against opponents at least one size cat- the creamre can literally run over an oppanent at least one siee |
pgory smaller than the crearure, The creature has the option 1o category smaller than itsell The creature merely has 1o move over
| conduet the grapple normally, or simply use the part of its body it the apponent, The trample deals bludgeoning damage, and the |
|used in the improved grab ro hold the oppenent. It chooses ra [cresture’s descriptive text lises the amount,
| do the later, it suffers n —20 penalty o grapple checks, bur is not Trampled opponents can attempt attacks of opporfunity but
| considered grappled irself; the creature does not lose its Dexeerity these incur a —+ penalty IF they do not make artacks of opporiu- |
| borms to AC, still threatens an area, and can nse its remaining ac niry, trampled opponents can accempt Reflex saves for hall )
| tacks against other opponents, damage. The save DC is 10 + 1/2 oampling ereature’s IID ¢ {ram- |
| A sueeessfl hold does nor deal any additional damage unless pling creature’s Srength modifier (the exact DC is given in the |
| the creature also has the conserice ability. IC the crearure does not creallires descriprive text).

constrict, each successful grapple check it makes during succes- =
sive rounds automatically deals the damage listed for the acack | Special Crualities

that established the hold. Crherwise, it deals constelcrion damage This line gives all the creature’s special qualiries, in the order
as well (the amount 15 listed in the creamure’s descriptive textl, | they are most likely to be used, If the creature has no special
When a cresture pets 2 hold after an improved grab awack, it gualities, this line does not appear. Details of the most commaon
pulls the opponent into its space. This ace does not provoke artacks | special qualities are provided here.
of appartunity. The creamure is not considered grappled while it} Blindsight (Ex): Using nonyisual senses, such as sensitivity
halds the opponent, sa it still threatens adjacent squares and retains to vibrations, scent, acute hearing, or echolocation, the creature
its Dexterity bonus, It can even move (possibly carrying away the maneuvers and fghts as well as a sighted creature. Divisibiling and
opponent), provided it can drag the opponent's weight, darkness arve irvelevant, though the creature still can'r discern ethe-
Poison (Ex); Poison attacks deal initial damage, such as tempo- real beings. The ability's rnge 15 specified in the creature’s descrip-
rary ability damage (see above) or some ather effect, 1o the oppo- tive text, The creature usually dees not need to malke Spor ov Lisren
nent on a failed Fordtde save, Unless otherwise noted, another chirks to tiotice creamres within range of its blindsighr abiliry
|saving throw is required 1 minute lazer (regandless of the first Damage Reduction (Su): The creature ipnores damage from
| save's result) 1o avoid secondary damage. The creature's descriptive muost weapons and natural arcacks, Wounds heal immediacely, or
Ltext lists the details, the weapan bounces off harmlessly (in either case, the opponent
The Forritude save against poison has a DC of 10+ 1/2 poison- knows the attack was ineffectivel, The cresrure takes nortnal
ing creature’s HID 4 poisoning creatures Constitution modifier damage from energy attacks (even nonmagical ones), spells, spell-
the exset DC is given in the creature’s descriptive rext). A suc- like: abilities, and supermarural abilities. A magic weapon ot a crea-
cessful save averts the damage. ture with its own damage reduction can somerimes damage the
Psiondes (Sp): These are abilities thar the creature generares creature normally, as noted below,
with the power of its mind, Psionic abilities are always ar will (no The entry indicates the amount of damage ignored (usually 510 |
use limit), 25 points) and the type of weapon that negates the ability. For ex-
Ray (Su or Sph: A ruy behaves like o ranged attack (see Alming ample, d‘l{, werewoll’s entry reads “damage reduction 15;’511‘.’&1'
a Spell, page 148 in the Player's Handbook), 1t requires a ranged Each time u foe hits a werewolf with & weapon, the damage dﬁalr |
|touch aerack roll, ignoting aemor and shield and using the crea- by that artack is reduced by 15 points (to a minimum of 0, How- |
| ture’s ranged attack bonus. Ray artacks are always made ar short {ever, asilver weapon deals full damage.
'[::mgﬂ (no tange increment), The creature’s descriptive text speci- Any weapon more powerful than the type listed in the note disu..
| fies the maximum range, effects, and any applicable saving throw, negates the ability. (For details, see Table 3-13: Damage RBeduction |
| Spnic Attacks (Su) Unless noted otherwise, sonic attacks | Rankings, page 74 in the DincEos Mastess Gude.)
| follow the tules for spreads (see Aiming a Spell, page 148 in the | __For example, the werewoll {damage reduction 15/silver] takes
Player's Handbook); the range of the spread is measured from the | |normal damage from weapons with +1 or betier magical bonuses,
creature using the sonic anack. Omce a sonic attack has taken hut not from nonmagical weapons made from material other than

[
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silver, and not from keen weapons ot weapens with ather special
magical properties. &

For purposes of harming other creatures with damage redue-
tion, # creamures natural weapons count as the rype that ignore its

own innate damage reduction. However, damage veduction from |

spells, such as storeshin, does noe confer this abilite The amount of |
| damage reduction is irvelevant, For example, a Large air elemental |
"rdﬂ.ll! age reducten 10741} deals full damage 1o & werewalf, as if|

| the elemental’s serack were with 2 +1 Weadpon. 1

| Fast Healing (Ex): The creature regains hit points at an excep- |
| tiomally fast rate, usually 1 or more hit points per round, as given
{in_the entry (for example, & vampire has fast healing 5). Except
{where nated here, fst healing is just like narural healing (see page
129 in the Player's Flandbook). Fast healing does not restore hit
points lost from starvation, thicst, of suffocation, and it does not
allow a creature to regrow or reatrach lost body pares.
Regeneration (Ex): Creatures with this abilicy are difliculr o

pkill, Damage dealt to the creature is creared as subdual damage. |
{ The creature auromatically heals subdual damage at o fived rate |

Lper round, a5 given in the entry (for exumple, a troll has regenera- |
tion 51 Certain attack forms, typically fire and acid, deal normal |
damage to the creature, which doesnt go away. The creamure's de-
scriptive rext describes the details

A regeneraring creature that has been rendered unconscious
through subdual damage can be killed with a coup de grace (see
Helpless Defenders, page 133 in the Elayer's Handbook), The

iartack cannot be of a rype that awtomatically converrs to subdual
llamag,t

Attack forms that don't deal hit p{unr. dama,gu_ {for example,

{mast poisons and disintegration) ignore repeneration, Regenera-

|tion also docs not restore hir points lost from starvation, thirst, or

i suffocation. 3 p_—

Regenerating crestures can regrow lost portcns of their bodies

Lund can reattach severed litnbs or body pars; demils are in the
creatutes eniry Severed parts thar are not reatrached wither and
die normally.

Resistance to Enetgy (Ex): The crearure ignores some
damage of the listed rype each round (commonly acid, cold, fre, |

ar electriciey), The ljsﬂng indicates the amount and_type of |
damage ignored. For example, a janni has fire tesistance 30, 500t

ignores the first 30 poings of [re damage deale to it each round.

Scent (Ex}: This abilicy allows the creature to detect approach-
ing enemies, sniff out hidden foes, and track by sense of smell.
Crearures with the scent abiliey can identily fumiliar odors just as
humans do familiar sights,

I'he creature can detect opponents within 30 feet by sense of
smell. If the opponent is upwind, the range increases w a0 feer if

L dowrnwind, ic drops w15 feer, Stwong scents, such as smoke or ror-
Ldng garbage, can be derected at twice the ranges noted above.
Orverpowering scents, such as skunk musk or troglodyee siench,
|.can be detected at teiple normal range,

When a creanure detects & scent, the exact locarion is not re
vealed—only its presence somewhere within range. The creature
can take a partial action to note the direction of the scent, 16 it moves
within 5 feet of the source, the creature can pinpoint thar source.

A creature with the scent ability can follow tacks by smell,
making a Wisdom checl o find or follow a track, The rrpical DC loe
1 fresh teail is 10 (no marrer what kind of surlface holds the scent).
This DC increases or decreases depending on how sirong the
quany’s ador is, the number of crearures. and the age of the trail. For
peach hour thar the mail is cold, the DC increases by 2. The ability oth-

,.Ll'\'r'lﬁr.' follows the mules for the Track feat, Creatures macking by

L scentignone the effects of surface conditions and poor xﬂqubshqr ]
_ Spell Resistance (Ex): The creature can avoid the effects of

| Spelis and spell-like abilities that directly allect it, The listing in-
cludes a numerical rating. To derermine il a spell or spell-like ahil-|
ity works, the spellcaster must make a level check (1d20 + casrer,

AT m??}‘f'q‘%'ﬁ“'r ‘%ﬁ‘WwT 5
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level), IF the result equals or exceeds the creature’s spell resise- |
ance (SR rating, the spell worles normally, although the creamure |
is.still allowed a saving throw. See Spell Resistance, page &1 in the |

Nuseas Mastees Guide, for details.

Turn Resistance (Ex): The creature (usually undead) is =
leasily affecred by clerics or paladins (see Turn and Rebuke
| Undead, page 139 in_the Playert Hondbook). When resolving s
turn, rebuke, command, or bolster atrempt, add the listed bonus

to the creature’s Hit Dice total, For example, » shadow has +2 nim |
(resistance and 3 HIDL Arempts to turn, rebule, command, or bol- |
Lster treat the shadow as though it had § HI, though irisa 3 HD |

creature for any other purpose.

Saves

This line gives the creature’s Fortiende, Reflex, and Will save mod- |

ifiers, which take into account its type, ability score modifiers, and
Lany special qualities.

Abilities

[This line lists all six of the creature’s ability scores, in order; St

| Dlex, Con, Int, Wis, Cha, Most ghilides work exactly as described

in Chapter 1: Abilities in the Floyers Handhook. with the following |

EXCUPHONS

Strength: Quadrupeds can carry heavier loads than characrers
can. To determine a quadruped's careying capacity limits, use Table
3-1: Carrying Capacity, pape 142 in the Player's Handbook, muli-

plying by the appropriate modifier for the crearure’s size: Fine 1/4, |

Diminutive 1/2, Ting 3/4, Small 1, Medium 1 1/2, Large 3, Huge |

&, Gargantuan 12, and Colossal 24,
Intelligence: A creature can speak all the la,ng:.mgri meu—

tioned in it descriprive text, plus one additional language pet ]
point of Intelligence honus, Any creature with an Inrelligence |
score of 3 or higher understands ar least one lunguage (Commeon |

unless noted otherwlse),
Nonabilities: Some crearures lick certain ability scores, These
creamures do not have an ability score of 0-—they lack the ability

alwogerther, The modifier for a nonability is 10 Other effects of

nonahilities are as [ollows.

Shength: Any crearuze that can physically manipulate other ob-
jects has at least 1 point of Strength,

A creature with no Strengrh score can't exerr force, usually be-
cause it has no physical body {a ghost, for example) or becausze i
deesnt move {1 shriekerl. The creature automatically fails
Strength checks. 1f the creature can attack, it applies its Dexrerity
madifier 1 its base artack instead of a Strength modifier,

Dexterify: Any creature that can move has at least 1 poine of

Lexterity,

A creature with no Dexrerity score can't move (a shrieker, for
example), I it can act (such as by casting spells), it applies its In-
telligence modifier to initadve checks instead of a Dexteriry
madifier, The creatune fails all Reflex saves and Dexterity checls,

Constitution: Any living crearure has ar least 1 poine of
Constitution.

A crearure with no Consttuton has no body (a spectre, for ex-
amplelor ne metabolism (a galem). It is immune to any effect that

requites a Fortitude save unless the effect works on objects. For |
example, a zombie is unaffected by any type of poison but is sus- |

ceptible toa dismtegrate spell. The creature is also immune 1o abil- |

ity damage, ability drain, and energy drain, and_always |'.a1154

Constitution checks.

Intelligerce: Aoy creature that can think, leam, or mmxmbuhﬁsi

at Jeast 1 point of Intelligence,

A creature with no Intellipence score is an ﬂl.:lh}malul., opet: |

‘aling on simple instincts oc programmed instructions: Tt is
limmune to all miﬁd-inﬂuenc‘iug ellects {charms, compulsions,
phanrasms, patterns and morale effects) and automarically fails
Intelligence checks.



Wisdom: Any creature that can perceive its environmentin any
fashion has at least 1 point of Wisdom,

Anything with no Wisdom scote is an_object. not a creature,
Anything without a Wisdom score also has no Charsma score,
and vice versa,

Charisma: Any creature capable of relling the difference be-
{tween drsell and things that are not itself has ac least 1 point of |
| Charisma, i

Arything with ne Charisma score is an LI1.'I|E'L'[ not 4 creature. |
Anyrhing withour o Chardsma score also has no Wisdom score, |
pand vice vetsa,

Skills
This line lists all the creanures skills by name along with each
skills seore, which includes adjusrments for shility scores and any
bonuses from fears or racial ahilides unless otherwise noted in the
| descriprve texr. All listed skills were pun.hau.d as class skills
runlrhﬁ the cteature has a character class (noted in the entey), IE
{youwish to customize the creature with new skills, nse the rable |
| below to determing its total skill points. Trear any skill nor men- |
tioned in the creature’s entry as a cross-class skill unless the crea- |
fure has a characrer class, in which case it can purchase the skill as
any ather member of that class can.
A ereature’s eype and Intellipence score determine the number
el skill polnts it has, Some crearures receive bonus skill poines for
 having Hit Dice in excess of what is normal for creatures of their
stze, 1z listed in the accompanying table.
,r The "Skills™ section of the creature’s descriptive text recaps
{racial and other bonuses for the sake of clarity these bonuses
{should not be added to the listed skill scores unless otherwise
| nulLll A asterisl {*) beside the relevant score and in the “skills”
| section indicates o conditional adjustment.

—-

Feau

[ The lige lists all the crearure’s feats by name. The creature's de-
seriptive text may contain addidonal informartion if a fear works
differently than described in this section or Chapter 5: Feats in
the Firyer's Handbook.

Most creatures use the same fiues thar ave available to charac- |
ters. but some have access to one ot more unique fears, See the |
sidebar on this page for descriptions of these fears,

FLYBY ATTACK [General]
The creature can aftack on the wing.

Prerequisite: Fly speed.

Benefit: When flying, the creature can take & move acticn (including
a dive] and another partizl action at any peint during the move. The
ereature cannot take a second move action during a round when it
mzkes a flvby attack.

Marmal: Without this feat, the creature takes a partial action either
before or after its mave.

MULTIATTACK [General]
The creature is adept at using all its natural weapons at once.
Prerequisite: Three or more natural weapans.
Benefitt The creature's secandary attacks with natural weapons
suffer only a =2 penalty.
Marmal: ‘Without this feat, the creature's secondary natural atracks
suffer a =5 penalty

MULTIDEXTERITY [General]

The creature is adept at using all its hands in cambat.
Prerequisite: Diex 154, three or mare arms.

Type Base Skill Bonus i
) Points skill Points |
Aberraticn 2 = Int score <Z/EHD* H
Arirmal 10--15 —
Beast 2. ot score +1{EHD
Construct = —_
|Dragon {8+ Int mad) = HD —
Elemental _2.% Int score p2/EHD
Fey 3 = Int score +2/EHD
Joiant &+ Int mad +1/EHD.
| Humanoid & 4 Int mad +1/EHD
Magical beast 2% Int score +]1JEHD
Manstrous hurnanoid 2 % Int score +2/EHD
Daze ——.
DCutsider (8 + Int mod) = HO -
Plant —
| Shapechanger 2 % Int scare +1/EHD
Mndead 3 Int scare +2/EHD
Mermin 10-15 =

[#EHD: Extra Hit Die, To calculate EHD, subtract 1 frem the crea-
ture's total Hil Dice if it is Medium-size or smaller; 2 if Large; 4 if
Huge; 16 if Gargantuan; and 32 if Colossal. Treat results less than
0as 0.

SECONDARY STATISTICS BLOCK.

This section includes information that the DM needs for cam- |

paign purpeses but not (usually) during an_encounter. In many |

(cases when the main statistics block includes informarion abouta |
number of related crearures (elementals, for instance’, and the |

secondary statistics block for all those crearures is identical, the |

secondary statistics block appears only once, at the end of the |

main statistics Blocks for all the creatures.

Climate/Terrain |
Ihis entry describes the locales where the creature is most often
found.

Cold: Arcric and subsrcdc climes, Any area that has winter
conditions for the grearer portion of the year is cold,

Temperate: Any area thar has alternating warm and cold seasons.

Warm: Tropical and subrropical climes, Any avea that has
summer conditions for the greater portion of the year is warm.

Benefit: The creature ignares all penalties for using an off hand,

Mormal: WWithout this feat, a creature wha uses an off hand suffers a
—4 penalty to attack rolls, ability checks, and skill checks. A creature has
one primary hand, and all the athers are off hands; for example, a four-
armed creature has ane primary hand and three off hands,

Special: This feat replaces the Ambidextenty feat for creatures with
more than bwo arms.

MULTIWEAPON FIGHTING [General]
A& creature with three or more hands can fight with & weapeon in each
hand. The creature can make one extra attack each round with each
extra weapon,
Prerequisite: Three ar mare hands.
Benefit: Penalties for fighting with multiple weapans are reduced by 2.
Marmal: & creature without this feat suffers a —& penalty to attacks
made with its primary hand and & -10 penalty ta attacks made with its
off hands. (It has one primary hand, and all the others are off hands.)
See Attacking with Twa Weapons, page 124 in the Player's Handbook.
Speclal: This feat replaces the Two-Weapon Fighting feat for crea-
tures with mere than twe arma. The Multidexterity feat further reduces
penalties for off-hand attacks.




[

Aquatie: Fresh or salt warer, .

Desert: Any dry area with sparse vegetadon,

Forest; Anv area covered with trees,

Hill: Any area with rugged but net mountainous termain.
Marsh: Low, flar, warerlopped areas; includes swamps.
Mountains: Rugged terrain, higher than hills.

Plains: Any fairly flat avea thar is not a desert, marsh, or lorest. |

Underground: Subtermancan arcas.

Qr ganization

| This line describes the kinds -;}J.J.,mu.ps the creature might r—

A tange of numbers in parentheses fhdicares how many combar-
_ready adules are in each type of group. Many groups also have a

number of noncombatants, expressed as a percentage of the
fighting population. Moncombatants can include voung, the
infirm, slaves, or otherindividuals who are nor inclined ro fph,

LA crearure’s Sociery entry may include more detsils on non-
| combatants,

Challenge Rating

-

This is the average level of a party of advennurers for which one |

creature would make an encounter of moderare difficuley Assume
a party of four fresh characters (full hir points, full spells, and
equipment apprapeare to their levels). Civen reasonable luck, the
party should be able to win the encounter with some damage bue
no casualeies, For more information abour Challenge Rarings, see

Lpages 101 and 167 in the Duncron Mastes Guide,

Treasure
| This entry reflects how much wealth the creature awns and refers
|.to the treasure table on page 170 in the Duncrow MasTors Guide.
| In most cases, a creature keeps valusbles inits home or lair and
| has no treasure with it when it travels. Incelligent creatures that
L own wseful, portable rreasure (such as magic items] tend to carcy
| and use these, leaving bulky items at home,

Note: The random dungeon generation tables in O haptrr 4 pd-
ventures.in the Duwenow Mastzas Gudde provide their own, meas:

ure informarion. Use that information instead of the monstar’s,

Treasure line whenever vou refer to those tables,

Treasures include coins, goods, and items. Crearures can have |

varying amounts of cach, as follows.

Standard: Roll once under each type of treasure's column on
the appropriare row for the crearure’s Challenge Raring (for
groups of coeatures, use the Encounter Level for the encounrer
instead],

Some crearures have deuble, tople, or even quadruple standard
treasure; in these cases roll under cach teasure column two,

| three, or lour fimes,

.

.

None: The creature collects no measure of its own
Nonstandard: Some crearures have quirks or habits that affect

| the types of measure they collect. These creatures use the same

treasure tables, bt with special adjusuments,

Fractional Coins: Roll on the Coins colwmn for the creatunes
Challenge Rating, but divide the result as indicated.

% Gonds or Items: The creatire has goods or items only some of
the dme. Before checking for goods or items, roll d% sgainst the
listed percentage. On a success, make a normal roll on the Goods
or Ttems column (which may still result in no goods or items),

Diowehle Goads ov Thems: Roll twice on the Goods or Irems columm,

Parenthetical Notes: Some entries for goods or items include

| notes that limir the mrpes of treasure a creature colleces,

| such a result, trear the resulr as “nothing” instead. For example, il

When a note inchedes the word "no," it means the coeatuee does
not callect or cannot keep thar thing, 1 a mndom roll generates

| & creature’s "items” entry reads "no flammables,” and a randem roll
generares g scmoll, the creature instead has no irem at all (the screll |

burned up, or the creature left it behind),

When @ note includes the word "only,” the creature goes put of |
its way to collect treasure of the indicared type. If an entry for |
Goods indicates “pems un]}' roll on the Goods column and teeat |
amy “art” result as “pems” instead. |

It sometimes will be necessary to rerell until the right soet of

Litem appears. For example, il  creature’s “items" entry reads “non-
Hammables only” roll normally on the Items column, T you get 2
Nammable item, reroll on the same table unril vou get a nonflam:
mable ene. If the table you rolled on contains only fammahle |
litems, back up a step and rerol] antil you get o 2 table that can |

Ve you an appropriale item. |

Alignment

This entry gives the alignment thar the cresrure s most likely o |
have, Bvery entry includes a qualifier that indicaces how broadly |
that alignment applies o the species as 1 whole,

Always: The creature is born with the listed alignment, Il'lt
Lcreature mav have a hereditary predisposition to the alipnment or |
\eome from a plane thar predetermines it. It is possible for indi- |

Widusls ra change alignment, but such individuals are either
unigue or one-in-p-million exceptions,

Usually: The majority {more than $0%) of these. LTLﬂTquhh'l‘l.E
the given alignment. This may be due to stong cultural indlu- |
ences, or iLmay be a legacy of the creatures’ origin, For example, |
most ebves inherited their chaotic good alignment from their cre-
atot, the deity Corellon Larethian,

Often: The creature tends toward the Uatl.slahgnmcm either |

\by nature or nurture, but not strongly. A pluality (40-50%] of in- |
 dividuals have the given alignment, but exceptions are comman. |

Advancement

This book lists only the weakest and most common version of |
each creature. The Advancement line shows how tough the crea- |
ture can get, in terms of extea Hit Thee. (This is not an_absolue |
limit, but exceptions are exmremely mare.)

Improvement

As its Hit Dice increase, the creature’s attack bonuses and S‘l"'inb
throw modifiers might improve, and it could gain more feats and
skills, depending on its rype. The Crearure Advancement by Type
sidebar shows how creature types advance,

Saving throw bonuses are listed on Table 310 Base Save and
Hase Aftack Bonuses, page 22 in the Player’s Handbook. A “good
saving throw uses the higher of the listed values.

More thae il the creature acquires a characrer class, it improves
according 1o s class, not its type,

Size Incoeases

Creatures may become larger as they gain Hit Dice {the new size
is nated parenthetically ),

A size increase affects @ creature’s ability scores, AC, attack
bonuses, and damapge ralings as tndicared on the following tables.

Matural AC/
Old Size* Mew Size St _Dex Con  Armor  Attack
Fine Diminutive Same -2 Same  Same 4
Diminutive__ Tiny +2 -2  Same Same 2
Tiny Small +4 2 Same  Same -1
Srnall Medium-size  +4 -2 +2 Same =1_|
Meciurm-size Large +4 -2 +4 I
jLarge.. Huge +8 -2 +4 +3 1 3
Huge Qargantuan &  Same -4 +4 7
(Cargantuan, Colossal 18 Same - +5 —i

JHepeat the adjustment if the creature moves up more than one

| _size, For example, if & creature advances from Medium-size to

| Huge size, it gains +16 Strength, -2 Dexterity, and —2 to attack
bonus and Armar Class.




CREATURE ADVANCEMENT BY TYPE

Aberration
Hit Die: d8
Attack Bonus: Total HD = 3/4 (as cleric)
Good Saving Throws: Will
Skill Points: <2 per extra HD
Foats: +1 per 4 extra HD

Animal
Hit Die: d2
Attack Bonus: Total HD = 3/4 [as cleric)
Good Saving Throws: Usually Fortitude and Reflex
Skill Paints: 10-15
Feats: —

Beast
Hit Die: d10
Attack Bonus: Tatal HD = 304 (as cleric)
Good Saving Throws: Fortitude and Reflex
Skill Points: =1 per extra HD
Feats: —

Construct
Hit Die: d10
Attack Bonus: Total HD = 3/4 [as clenc)
Good Saving Throws: —
Skill Points: —
Feats: —

Dragon
Hit Die= d12
Attack Banus: Total HD [as fighter)
Good Saving Throws: Fortitude, Reflex, Wil
Skill Paints: <6 {+ Intelligence madifier) per extra HD
Feats: +1 per 4 extra HD

Elemental
Hit Die: d8
Attack Banus: Total HD x 34 (as cleric)
Good Saving Throws: Variable by type—Reflex [Air, Fire];
Fartitude (Earth, Water)
Skill Points: +2 per extra HD
Feats: =1 per 4 extra HD

Hit Die: d6

Attack Bonus: Total HD x 1/2 (as wizard)
Good Saving Throws: Reflex and ‘Wil
Skill Points: <2 perextra HD

Feats: +1 per 4 extra HD

Gilant
HIt Dvies d&
Attack Bonus: Total HD = 3/4 [as cleric)
Cood Saving Throws: Fortitude
Skill Points: +1 per extra HD
Feats: +1 per 4 extra HD

Humanoid
Hit Die: 48
Attack Bonus: Total HD = 34 (as cleric)
Good Saving Throws: Variable [Fortitude ar Reflex ar Will)
Skill Points: +1 per extra HD
Feats: +1 per 4 extra HD

Magical Beast
Hit Die: 410 .
Attack Bonus: Total HD {as fighter)
Good Saving Throws: Fortitude and Reflex
Skill Points: +1 per extra HD
Feats: =1 per 4 extra HD

Menstrous Humanold
Hit Die: d8
Attack Bonus: Totzl HD {as fighter)
Good Saving Throws: Reflex and Will
Skill Points: 12 per extra HD
Feats: ~1 per 4 extra HD

Qoze
Hit Diez 10
Attack Banus: Total HD = 3/4 {as cleric)
Cood Saving Throws:
Skill Points: —
Feats: Blindsight

Outsider
Hit Dies o8
Attack Banus: Tatal HD {as fighter)
Good Saving Throws: Fortitude, Reflex. Will
skill Points: +8 [+ Intelligence maodifier] per estra HD
Feats: +1 per 4 total HD

Plant
Hit Die: d8
Attack Bonus: Total HD x 3/4 (as cleric)
Giood Saving Throws: Fortitude
Skill Paints: —
Feats: —

Shapechanger
Hit Die: d2
Attack Bonus: Total HD < 3/4 (as cleric)
GCood Saving Throws: Fortitude, Reflex, Wil
Skill Points: +1 per extra HD
Feats: +1 per 4 mutra HO

Undead
Hit Die: d12
Attack Bonus: Total HD = 1/2 (as wizard)
Good Saving Throws: Will
Skill Points: +2 per extra HD
Feats: +1 per 4 extra HD

Vermin
Hit Die: d&
Attack Bonus: Total HD = 3/4 {as cleric)
Good Saving Throws: Fortitude
Skill Points: 10-12
Feats: —




Cld Damage (Each]* Mew Damage :
1d2 1d3 i
1d3 1d4
1d4 1d6
1de 1d&

1d8 or 1d10 2d6
1d12 2d4

| *Repeat the adjustment If the creature moves up maore than ang

plus the total Hit Dice for such beings. For example, an ogre nor |
mally has 4 HDL IC i picks up one barbarian level, it becomes & |
sth-level character: 1si-level barbarian/4th-level ogre (its “mop- |
ster class”) and adds 1d12 to irs hit peint wotal. Creatures with | or |

fewer HID use only their character levels (see Monsrers as Races,
Ipage 22 in the Dusceos Masten’s Guide, for details),

A creatures monster class is always its favored class, and the
creature never sulfers XP penalties for having it

Additional Hit Dice from a character class never affect a cres:
Jture's siza,

DESCRIPTIVE TEXT |

| xS ia z The descriptive text opens with a short description of the mon-
Creatures With Characrer Classes ster: what it does, whar it looks like, and what is most notewor: |

| size catepary, For sxample, if a Medium-size creature with two claw |
,attacks dealing 1¢ld peinls of damage cach advances from !
| Medium-size ta Huge, the damage deall by each af its claw attacks |
|_increases to 1d&.

I creature acquites o character class, it follows the rules for mul-
ticlassing described on pages 55-56 in the Player's Handbook, The

thy shout ir, Special secrions describe how the creature fights |
and give details on special artacks, special qualities, skills, and |

creature’s characrer level equals the number of class levels it has, frats,
T e e A, T . e Al TS

EXAMPLE OF MONSTER ADVANCEMENT

An otyugh isa Targe aberration with an advancement of 7-8 HD {Large) and 8-15 HD (Huge). Creating a more powerlul otyugh with 15
HD requires the following adjustments

Old Statistics Hew Statistics Motes

Size/Type: Large Aberration Huge Aberration Mew size due b 15 HD.

Hit Dice: GdB+6 (33 hp) 15d8+45 (112 hp) Constitutian increases from 13 t0 17
for becoming Huge,

Initiative: +0 =3 (=1 Dex, Improved Initiative) Diexterity decreases from 10 to & far
becaming Huge; Improved Initiative
added as a new feat {one af twa fram
9 HD),

Spead: 20 ft. 200 MNe change

AC: 17 {1 size, +8 naruralj 18 (-2 size, =1 Dex, +12 natural) Matural armor increases by +4 for
becaming Huge, but size modifier
recuces AC =2,

Attacks: 2 tentacles +3 meles, 2 tentacles +11 meleg, Base attack benus for 2 15 HD eberration

bite -2 meles bite <171 melee is +17 = 4 {Strength 19) - 2 (Huge size)
for a primary attack benus of +13; added
Multiattack feat (hwo of two from <9 HDO),
so secondery attacks are at —2

Damage: Tentacle 1d6, bite 1d4 Tentacle 1dE8+4, bite 1d6+2 Each d6 damage becomes d#, each dd
damage becames d6; Strength 19 gives
+4 attack bonus for primary attacks and
+2 for secondary attacks.

FacefReach: 5 ft, by 5§ /S f (15 ftowith tentacle) 10 f by 70 .15 ft. (25 fi. with tentacle)  |ncreased face and reach for Huge size.

Special Attacks:  |mproved grab, constrice, disease Impraved grab, canstrict, disease Mo changes.

Special Qualities: Scent Scent Ma changes.

Saves: Fart +3, Ref +2, Will +& Fort +8, Ref +4, Wil =10 At 15 HD, normal saves have a +5 bonus
and good saves have a +8 bonus, all
adjusted for ability scores and feats.

Abilities: Str 11, Dex 10, Con 13, Str 19, Dex &, Con 17, Stremgth increases by +8, Dexterity de-

Int 5, Wis 12, Cha & Int 5, Wis 12, Cha 6 creases by -2, Constitution increases by -4,

Skills: Hide +5, Listen +6, Spat +2 Hide +9, Listen 411, Spot +13 Adding 3 HD raises maximum skill rank
to 18 and adds 18 skill points.

(+8 to Hide, 45 ta Listen, +4 to Spot),
Hide skill suffers a —& penalty because
of Huge size. All skill scares adjusted for
ability scores.

Feats: Alertness Alertness, Improved |nitiative, Adding 9 HD adds bwo feats: Improved

Multiattack Initiative and Multiattack.

Challenge Rating: The otyugh's Challenge Rating remains unchanged, but the experience award increases by the sarme ratio as the
increase in Hit Dice. This creature grew from 6 ta 15 HD, a multiplication of 2 172, Parties who defeat this monster receive 2 1/2 times the
noermal experience award




ARBOLETH

Huge Aberration (Aquatic)
Hit Diice: 8d8+40 (76 hpl
Initiative: =1 (Dex)

Speed: 10 ft., swim &0 [

| AC: 16 (=2 size, +1 Dex, +7 narural) i
Attacks: 4 tentacles =12 meles 4
| Damage: Tentacle 1d6+9 and ransformation |

| Face/Reach: 10 fr. by 20 fr./10 f1,
| Special Attacks: Transformarion, psionics, enslave
| Special Gualites: Mucus clond
| Gaves: Fort +7, Ref+3, Will 111
Abilities: Str 26, Dex 12, Con 20, Int 15, Wis 17, Cha 17
Skills: Concentration +16, Knowledge (any one} +7, Listen +16,
Spot +16
Feats: Alertness, Combat Casting, Tron Wil

| Climate, Terrain: Any underground
| Drganization; Solitary, broad 2+, o slaver brood
i1d3+1 plus 7=12 skum)
Challenge Rating; 7
Treasure: Double standard
Alignment: Usually lawlul evil
Advancement: 9-16 HD
(Huge); 17—=24 HD
(Gargantuan)

L

| The aholeth

{isa revolt-

(ing fish-
{like am- "
| phibian found primarily in
{subrerranean lakes and rivers.

I despises all nonaguatic
creatures and arrempts o |
destroy them on sight.

Aboleths are both cruel
and highly intelligent, mak-
ing them very dangerous preda-
tors, They know many angient and recrible secrets, for they mh-:;:.l
their parents’ knowledge at birth and assimilate the memories ol
ill they consume.

An aboleth tesembles an encrmous, prehistorc fsh, measuring
some 20 feet in length from snout o tail, wich four 10-foot-long ren-
tacles sprouting from behind its massive head, Its rubbery skin is
Blue-green with regular gray splotches running along its sides, The
pink belly of the creature is interrupted by a lampreylike mouth
and four pulsating organs thar secrere a foul-smelling gray slime,

| Abplerhs are smart enough to refrain from immediately armck-

|ing land dwellers whe draw near, Instead they hang back, heping
their prey will enter_the water, which they often make appear
conl, clear, and refreshing with their powers of illusion. Aboleths
also use their psionic abilities ro enslave individuals for use
against their own companions.

Aholeths have both male and female reproductive organs. They
breed in solitude, laying 1d3 eggs cvery fve years. These eggs
grow for another five vears before hatching inro full-grown aboe
leths, Although the voung are physically marure, they remain

_with their parent for some ten years, obeying the older creature
utterly

| Aholeth speak their ewn lanpuage, as well as Undercommeon

Land Aguan.

COMBAT
An abolath arracks by flailing with its long, slimy tu:nm_h:s..
though ir prefers to fight from a distance using its illusion powers.

Transformation (Exk: A blow from un aboleths rentacle can |
cause g terrible ransformarion. Affecred creatures must succeed |
ar a Forritude save (DC 19) or hegin to transform over the nexe |
{d4+1 minutes, the skin gradually becoming a clear, slimy mem- |
{brane. A transformed crearune must remain moistened with cool,

fresh water or suffer 1412 poings of damage every 10 minutes,

A remave disease spell cast belore the mransformation is complete
will restore an afflicted creature to normal, Afterward, however,
only a feal or mass heal spell can reverse the change,

Psionics (Sp): At will—hypnotee pattern, llusary. wall, mlmg; %
Larcatd, persisfent image, program mcd iege, project image, and veil. |
These effects are as the spells cast by a “teth-level sorcerer {save |
DCs, where applicable, are 13 + spell level). .

Enslave (Su): Three times a day, an aboleth can atrempt 1o en- |
slave any one living creature within 30 feer. The target must suc- |
ceed at a Will save (DC 170 or be affected as though by a deminate

L persan spell cast by a 1sth-level sorcerer An enslaved creamure

lobeys the aboleths telepathic commands (but will not fight on its |
hehalf} until freed by remawe qurse or dispel magic, and can attempt.,
anew Will save every 24 hours to break free, The control is also
broken if the aboleth dies or sravels more than one mile |
from s slave,
Mucus Cloud U:.x] Ansholeth u.ndema
. Tersur rounds itself with a viscous cloud of
& mucus roughly 1 foor thick. Any creature
coming into contact with and inhaling
this substance must succeed at a |
Fortoude save (DT 19) or lose |
the ability 1o breathe air for |
the next 3 hours. The af- |
g, fected rrea|
ture suffocates in |
2dé minutes if e |
moved from the warer. Renewed
contact with the mucus cloud and
bailing another Fortdtude save contin-
ues the effect for another 3
hours.

ACHAIERAI

Large Outsider {Evil, Lawfnl)

Hit Dice: 648412 {39 hp)

Inatiative: +1 (Dex)

Speed: 50 ft.

AC: 20 (=1 aiwe, +1 Dex, +10 natural}

Attacks: 2 claws +9 meles, bite +4 meles

Damage: Claw 2ds14, bite 4d6=2_

Face/Reach: 5 [i. by 5 fr./10 fi.

Special Attacks: Black cloud

Special Qualities: SR 19 =

Saves: Fort +7, Rel s, Will <7

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

skills: Climb +13, Jump +13, Listen 11, Move Silently +10,
Sense Motive +11, Spot +11

Feats: Dodge, Mobiliry

Climate/Terrain: Any land and underground
Organization: Solitary or flock (5-8)

-
Challenge Rating: 5 it
UTreasure; Double standard — 1
Alignment: Always lawful evil : J
Advancement: 7-12 HID (Targe); 13-18 HD Jlugs: |

|4 chaierai are massive, [ightless birds that inhabic the infernal
| plane of Acheren and are only occasionally encountered elsewhere.
Ihey are evil, clever, and predatory, with a distiner raste for torture.




Standing some 15 feet tall, achaierad have plump bodies resem-

bling quails” and four stork legs, Their solt feachers range in color
through a variery of browns and earth tones. The claws and bealk
of an achaierai have a merallic glinr,

Achaierai speak Infernal.

=5

COMBAT

In close combat, achaierai lash out wich two of their foue leps and |
sap with their powerful beaks. These attack modes alone would |

make them deadly warriors.

Black Cloud (Ex): Up to three times per dav an achaierai can |
release a choking, toxic black clond. Those ather than achaierai,

within 10 feet instantly take 2dé polnts of damage. They must also
succeed at a Forritude save (14 155 or he affecrad for 3 hours as
though by an insanily spell cast by a 16th-level sorcerer.

ALLIP

| Medium-Size Undead {(Incorporeal)
L Hit Dice: 4412 (26 hp)
| Initiative: +5 {+1 Dex, +4 Improved Initarive)
| Speed: Fly 30 ft. (perfecr)
AC: 15 (+1 Dex, +4 deflecrion)
Artacks: Incorporeal touch +3 melee
Damage: Incorpareal touch 1d4 permanent Wisdom drain
Face/Reach: 5 ft. by 5 fi./5 ft.
Special Attacks: Babble, Wisdom drain, madness
Special Cualities: Indead, incorporeal, +2 mum resistance
Saves: Fort +1, Ref +2, Will 44
Abilities: Str —, Dex 12, Con—, Int 11, Wis 11, Cha 18
. Skills; Hide +&, Intimidate +11, Inmit Direction 4, Listen 17,
Search =7, Spot +7
| Feats: lmproved Initiative

| Climare/Terrain: Any land and undergground
Organization: Solitary
Challenge Rating: 3
Treasure: Mone

Alignment: Always neurral evil
Advancement: 5-12 HD [ Medium-size)

An allip is the spectral remains of someone driven to madnessand |

(suicide. Allips crave anly revenge and unrelentingly pursue those
lwho pushed them over the brinl.

An allip looks more or less as it did in life, but its features are

|distorted with madness, The mouth is often twisted in an an-

guished moan, and the eyes are bright with terrorn. From the waist |

[down, it trails away inte vaporous nothingness, leaving a faint,
ltrace of fop Behind iras it moves.

COMBAT

Allips are unable to cause physical harm, although they dost,
appear to know that. They keep flailing away at their enemies, yet |

they inflice no wounds,

Babble (Su): An allip constantly mutters and whines to itself,

(creating 1 hypnotic effect. All sane creatures within 0 [eer of the |
tallip must succeed ara Will save (DC 16) or be affected as though |
(b a bypnotismn spell for 2d4 rounds. This is a sonic, mind-affecting

compulsion, Opponents who successfully save cannot be affecred
by the same allips babble for one day. |
Wisdom Drain (Su): Those whose Wisdem is reduced oo |
by the allip become helpless unril at least 1 point of Wisdotm is
restored.
Madness (Su) Anyone rargeting the allip with a mind-conrral |
or telepathic ability makes direct contact with its tormured mind |

jand takes 1d4 points of temporary Wisdom damage.

Undead: Immune to mind-influencing effecrs, poisan, sleep, |
paralysis, stunning, and disease. Not subject to critical hits, subdual |
damage, FEEE : iy
abiliey
damage,
ENergy
drain, or
death from
massive
darmape.

Incorporeal: Can be
harmed only by other incor- __
poreal crearures, +1 or better "3

\magic weapons, o magic, with
|2 50% chance toignore any damage from a corporeal source, Can
{pass through solid objects ar will, and own artacks pass through

armor. Always moves silenthy,




ANIMATED OBIECT

Animated cbjects come in all stzes, shapes, and colors. They owe
their existence as creatures to spells or supernatural abilities such

a5 animate ahjects.

Tiny Animated Ohject Small Animated Object Medium-Size Animated Object
Tiny Construct Small Construct _ Medinm-Size Construct
Hit Dice: 1/2d10 (2 he) 1d10 (5 hpl 210 (11 hp)
| Initiative: +2 [ Dex) +1 (Dex) |
Speed: 40 fe. (50 01 leps, &0 fr multiple 30 fr. (40 [1. legs, 50 fr. mulriple 30 fr. (40 ft, legs, 50 fr. multiple
legs, 80 [ wheels) legs, 70 [t. wheels) legs, 70 ft. wheels)
AC: 14 (42 size, +2 Dex) 14 (+1 size, +1 Dex, +2 natural) 14 (+4 natural)
Attacls: Slam +1 meles &lam +1 melec Slam +2 melee
Damage: Slam 1d3-1 Slam 1d4 Slam 1de+1
Face,/Reach: a2 ft by2i/2ft/of sfthysh/sic sl bysf/sf
| Special Attacks: See text See text See LeXE
Special Qualiries: See toxt See text See texr
Saves: Fore <0, Bef 42, Will -3 Fort +0, Rel +1, Will -5 Forr +0, Ref +0, Will =5
Abiliries: Str 8, Diex 14, Con —, Str 10, Dex 12, Con—, Striz, Dexdd, Con—,
Int—, Wis1, Chail Int—, Wis 1, Cha 1 Inc—, Wis 1, Chai
Large Animated Object Huge Animated Object Gargantuan Animated Object
Large Construct Hupge Constroct Gargantuan Construct
Hirt Dice: 4d10 {22 hp) 8d10 (44 hp) 1ad10 (88 hp}
Initiative: +0 -1 [Dex) —2 [Dex)
Speed: 20 [t {30 . legs, 40 fr, multiple 20 [1, (30 fr. Jegs, 40 ft. multiple 10 £ (20 . legs, 30 (L multiple
legs, 6t fr. wheels) lags, G fr. wheels) legs, 50 fi. wheels)
LAC: 14 {1 size, +5 nacural) 132 size, —1 Diex, +6 natural) 12 (—# size, -2 Dex, +8 natural)
| Attacks: Slam +5 melee Slam +9 melees Slam +15 melee
| Damage: Slam 1d8+4 Slam 2ds+7 Slatn 2d8+10
| Eage/Reach; s fr. by 10 f1./5 fi. (Jong) 10t by 20 f./10 [ (ong) 20 £ by 40 /10 fr. (Jeng)
Fi=_- 5 ft. by 5 f /10 0. {rall) 10 fe by 10 fr/15 i {rall) 20 fr by 20 fr./20 fr {all)
Special Artacks: Spe text See Lexl See text
| Special Qualities: See et See Lexl See rext
Saves: Fort +1, Ref +1, Will —+ Fort +2, Bef +1, Will -3 Fort +5, Hef +3, Will 10
Abilities: Str 16, Dex 10, Con —, St 20, Dex 8, Con —, Ser 24, Dex 6, Con —,
Int— Wis 1, Chat ot —, Wis 1, Chai o Tl —, Wis 1, Cha 1
Colossal Animated Object
Colossal Construct
Hit Diice: 32di0 (176 hp}
Initiative: 3 {Dex).. y
Speed: 10 fr, (20 ft. legs, 30 fr multiple
legs, 50 fr. wheels)
AC: 11 (8 size, —3 Dhex, +12 natural}
Attacks: Slam +25 meles
Damage: Slam 4di=13
Eace/Reach: 40 fr. by 80 fr./15 & {long)
40 fr. by 40 fr./25 fr. (eall)
Special Attacks: See text
| Special Qualities; Ses taxt
;Saves: Fort +10, Bef 47, Will +5
| Abiliries; Scr 28, Dex 4, Can —
Int —, Wis 1, Cha 1
 Climate, Terrain: any land and undergroud
Organization: Tiny: Group (47 Small: Pair; Medium-
size, Large, Huge, Garganmuan, and
Colossal: Solitary
Challenge Rating Tiny 1/2; Small 1; Medium-size 2; Larpe
3; Huge 5; Gargantuan 7; Colossal 10
Treasure: Mone
Alignment: Always neurral
Advancement:




COMBAT

Animated objects fght only as direceed by the animatar. They
follow orders withow guestion and ro the best of their abiliries,
Since they do not need to breathe and never tire, they can be ex-
tremely capable minions. !
Constroct: Immune to mind-influencing effects, polson, dis- |
| ease, and similar effects. Mot subject to critical hirs, subdual damage,
{ability damage, enerpy drain, or death from massive damage. |
| Ananimated object can have one or more of the following spe- }
|cial abilities, depending on its {orm, /
Blind (Ex}): A sheetlike animated ohject such as a carpet or cap- |
Lestry can grapple an opponent up to three sizes larger The object
{mukes o normal grapple check. If it gers a hold, it wraps iesell
around the appenents head, blinding that creature until removed.
The blinded creature cannor make Spor, Search. or Track checks
and suflers a —§ circumstance penalty to other checks relared o
| perceprion, such as Listen.
| Constrict (Ex): A flexible animated object such as a rope, vine, |
potrug deals automatic shim damage with a successful grapple |
{check against creatures up to one size larger than iself. i
An object ol al lease Targe size can make consmict atracks |
against multiple creatures at onee, if they all are at least two sizes
smaller than the object and fie under i,
Trample (Ex): An animated object of at least Large size and
with a hardness of at least 10 can trample creaturss two or more
sizes amaller for the object’s slam damage. Opponents who de not
\make attacks of opportunity against the object can arrempt Reflex
jsaves (DC A0 12 object’s HD) to hulve the damage.
| Hardness (Bx): An animated object has the same hardness it
L had befare it was animared (see Artack an Object, page 135 in the
| Flayers Handbook),
Improved Speed (Ex); The base speeds given in the statistics
| block assume that animared objects lurch, rock, or slicher along,
{Objects with two legs (statues, ladders) or a similar shape that
Lallowws faster movement have a speed bonus of 10 feet. Objects
with multiple legs {tables, chairs) have u speed bonus of 20 feet,
Wheeled objects gain a speed honus of 40 feet. |
Chjects might have additional modes of movement. A -.mn.l: 1)
object can float and has 2 swim speed equal to half its land speed. |
A rope or similar sinuous object has a climb speed equal to halfies |
land speed. A sheetlike object can fly (chimsy manenverabilivg at |
half its normal speed.

ANKHEG

Large Beast
Hit Dice: 3d10+9 (25 hp)
| Initiative: +0
| Speed: 30 [1., burrow 20 I,
LAC: 18 (1 size, +9 natural]
| Attacks: Bice +6 melee
Damage: Bite 2da+7?
Face/Beach: 5t by 106r./5 fr.
Special Artacks: Improved grab, acid, spir acid
Special Qualities: Tremorsense
Sawves: Fort +6, Ref +3, Will <2
Abilities: Str 21, Dex 10, Con 17, Int 4, Wis 13,
Chae
Skills: Listen +4

(Climate, Terrain: Temperare and warm plains,
f—torest, and underground

LOrganization: Solitary or cluster (2—4)

| Challenge Rating: 3

| Ireasure: None

Alignment: Always neutral

Advancement: 4 HD (Large); 5-9 HD {Huge)

The ankheg is a burrowing monster with a raste for [resh mear |
One hite of its powerful mandibles can snap a small tree, i
An ankheg looks like o huge segmented worm or caterpillar |
with six slender legs, each ending in & sharp claw A tough chiti-|
‘nous shell, usually brown or yellow, covers its entire body, It has
Lplistening black eves and two sensitive antennae, An ankheg is
about 10 feet long and weighs abour 200 pounds.

An ankhey uses irs legs and mandibles 1o dig a winding tunnel
up 1o 40 leet below the surface in the rich soil of forests or farm- |
Alands The tunnel is about 5 feet tall and wide, and from a0 to. 150 |
Ifeet long, The hollowed ends of the tunnel serve as temporary |
lairs for sleeping. eating, or hibernating.

Ankhegs can ear decayed organic matter but ,pn..ﬁ;r fresh mear.
Though a hungry ankheg mighe kil a farmer, the creature is guite |
beneficial to farmland. 1ts tunnel system laces the soil with pas- |
sapes for air and water, while irs wastes add rich nutrients.

COMBAT

\An ankheg vsually lies § to 10 feet below the surface until its an- |
jtennae detect the approach of prey. It then burrows up to aetack,
{Treat this as a charge.) |

Clusters of ankhegs share the same territory bue do not coep- |
erate. If several arrack. each tries to grab a different foe, If there |
aren't encugh rargers, two might grab the same creature ina g
ol war, [

Improved Grab (Ex): To use this abilig, the ankheg must hir |
with its bite attack. 1f i gers a hold, it deals autamatic bite damage |

seach round the hold is maintained, If the ankhep is damaged after |
.prabbing irs prey, it rerrears hackward down its unnel ar burrow- |
ing speed, drapging the victim with i,

Acid (Ex): Acidic enzymes deip [rom an ankheg's mouth e;]_{.]_l, I
round it maintaing a hold, It sutomatically deals 1d4 points of acid |
damage each round in addition to hite damage,

Spit Acid (Ex): Stream of acid 5 feet high, 5 feet wide, and 30
Leet long, vnee every 6 hours; damage 4d4, Bellex half DC 14, One
such artack depletes the snkheg’s acid supply for & hours, Tt
cannot spit acid or deal acid damage during this rime.

Ankhegs do not use this abiliey unless they are desperate ar
frustrated. They most often spit acid when reduced to fewer than
hall their hit points or when they have not successfully grabbed
4 GppOnent.

Tremorsense (Exl Ankbegs can automatically sense the locs-
rion of anyrhing within 60 feet that 15 in contact with the ground




ARANEA

Medium-Size Shapechanger
Hit Dice: 3ds+6 (19 hp}
Initiative: +6 (+2 [ex, +4 Improved Initiarive)
Speed: 50 ft., climh 25 fr
AC: 13 (+2 Dex, +1 natural)
| Artacks: Bite +4 melee; arweb +4 ranged
| Damage: Bite 1d6 and poison
\ Face/Reach: 5 [1. by 5 fr./5 fi.
| Special Arcacks: Spells, web, poison
| Special Qualities: Alternate form.
Saves: Forr +5, Ref =5, Will +4
Abilities: Str 11, Dex 15, Con 14, Int 14, Wis 13, Cha 14
skills: Climb +14, Concentration +8, Craft {weaving) +5,
Escape Artist <8, Jump 46, Listen +3, Spot =3
| Feats: Alermess, Improved Initative, Weapon Finesse hite)

| !
} Climate, Terrain: Temperare and warm forest and 1u1dEIgt‘m1:l‘l{l ]
| Organization: Solitary or colony [3-6)

Challenge Rating: 4

Treasure: Standard coins; double goods; standanl items

Alignment: Usually neuteal

Advancement: By character class

The aranea is an intelligent, shapechanging spider with sorcerous
| pOAwELs
Ln its natural form, an atanea resembles a large spider. 1ts body
Lis 3 feet across, its legs span 7 feet, and it weighs ahour 150 pounds.
Lan odd-shaped lump on its back houses its brain. A puic of man-
| dibles sprowr from the front of its bodyw Two small arms, each
about 2 feet long, lie below the mandibles. Each arm has a hand
Lwith four many-jointed fingers and o double-jointed thumb,
Araneas speak Common and Sylvan,
COMBAT
Araneas avold physical combat and use their webs and spells
when they can. In a battle, they oy to immobilize or distrace the.
most aggressive opponents first. Araneas often subdue opponents |
for ransem. |
Spells: Araneas cast spells as rd-level sorcerers (save DO 12 +/
spell level). They prefer illusions and charms but avoid five spells.|
Web (Ex): In spider or hybedd form (see Alternare Form, below),
an aranea can castawehup to six times pet day This is similar to an

Jantack wich a mer but has o maximum range of 50 feet, with a range

linerement of 10 feer, and is effective against targets of up o Large
stz (see page 102 in the Player’s Handbook [or details on nee actacks), |
The web anchors the targer in place, allowing ne movement.

An entangled creature can escape with a successful Escape |
Artist check (0 200 or burst the web with a successful Suengrh
rheck (DC 253 The web has & hit poines and tales double damage
[rotm [ire,

Poison [Ex}k Bite, Fortitude save (DO 13) J.m.u..al dau!a,ﬁe 1da |
[emporary Smength, secondary damage 2d6 temparary Steength. |

Alternate Form (Su): An sraneas natural form s that of a |
Large monstrous sp;dﬂ, 1t can assume two other forms, The first |
is 2 Small or Medium-size humanoid (the exact form is fixed ar|
birth}, The second form is a Medium-size, spider-humanpdd |
hybrid, Changing form is 4 standard action,

In humanoid form, the aranea gains all the abilities of the form |
(for example, an aranen in dwarf form has dwarven racial trats),
The aranes leeps its ability seores and can cast spells, but it cannot
use webs or potson 1o humanoid form,

Ity hybrid form, an aranea looks like 2 himancid ar first E]dh'-é.
but a successful Spor check (DC 18] reveals the creature’s fangs and
spinnerets. The aranes can use weapons and webs in this form,

An aranea remains in one foem until it chooses to assume a new
one, A change in form_cannot be dispelled. nor does the aranea
revert to its natural form when killed. A true seemg spell, however,
reveals irs natural form i€ itis in humanaid or hybrid form,

ARROWHAWK

Seprch +7, Sense Motive 17,
Spot +7

_[Hrecdon =7, Listen +11,

Sparch +10, Sense Motive +11,
Spot +11

Juvenile Adult Elder
| Small Outsider (Air} Medium-Size Outsider (Adr) Large Outsider (Alr)
Hit Dice: 3d84+3 (16 hp) 7dB+=7 (38 hp) 15d&+4+5 (112 hp)
mdtiative: +5 {Dex) +5 [ Dex) +5 {Dex)
 Speed: Flyv 6 ft. (peclect] Fly 60 1. { pertect) Fly a0 fr. (perfect)
AC: 20 (+1 size, +5 Dex, +4 natmral) 21 {45 Dex. +6 natural) 22 {~1 size, +5 Dex, +8 natural)
Attacks: Electricity ray +9 Electeicity ray <12 Electricity ray +19
ranged touch; or bite +9 melee ranged touch; or bite +12 meles ranged touch; er bite +20 melee
Damage: Electricity rav 2de; or hite 1d6+1 Electricity ray 2d8; or bite 148412 Electricity ray 2d%; or bite 2dia+9
Face/Reach: s fr, by § fr./5 ft. shby sfr/sfe Sft. by 1odr/5fr
Special Attacks: Elecrricity ray Electricity ray Elecrriciey ray
Special Qualities:  Immunities, fire and cold Immumnitics, Are and cold [mmuniries, fire and cold
resistance 24 Tesistance 20 resisance 20
Saves; Fort +4, Ref +8, Will 14 Fart +6, Bef + 10, Will 46 Fort +12, Ref <14, Will +10
Abilities: Str 12, Dex 21, Con 12, Str 14, Dex 21, Con 12, Str 22, Dex 21, Con 16,
Int 10, Wis 13, Cha 13 Int 10, Wiz 13, Cha 13 [nt 10, Wis 13, Cha 13
Skills: Intuit Direction +2, Listen +7, Escape Artist +15, Intudt Escape Artist +23, Intuir Direction IlE-

Enowledge (Plane of Adr) <15,
Listen +19, Search +18,
Sense Motive +12, Spot 19




g
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Feats: Weapon Finesse (hite} Dodge, Weapon Finesse (bire) Blind-Fight, Combat Reflexes, Dodge, |
Weapon Finesse (bie) |
Climate,/Terrain:  Any land and underground Any land and underground Any land and underground I
Organization: Solitary or cluech {24 Solitary or cluteh (2-4) Solitary ar cluech (24
| Challenge Rating: 3 5 8
Treasure: None Mone Mone
Alignment: Always neutral Always neurral Alwavs neutral
Advancement: 4—6 HI {Small) 8—14 HD (Medium-size) 16-24 1D (Large); 25-32 |
HID (Gargantuan) |
} L - ]
LArrowhawks are predators and scavengers from the Elemenial &% B ol
| Plane of Air Thf}?am consummate fliers that spend their entire AS S A c; S‘ ]-N V I N E
lives on the wing, Large Plant
An arrowhawk has a sinueus, snakelike body with a long neck Hit Dice; 4d5112 (30 hp)
and tail. Its central body is bulbous and has two pairs of vellow, Tnitiative: +0
ifrathered wings, one on the top and another on the bottom. Most Speed: 0 fr.
{of the body is covered with iridescent blue scales, wirh tufis ofl  JAC: 15 (-1 siwe, +6 nanural}

,‘j’-&ﬂﬁw feathers at the base of the neck and the tail. The head hasa | LAttacks: Slam <7 melee
{black, toothed beals and four eyes, one pair shove the beak andthe . |Damage: Slam 1déi7

other below: The tail has alternating bands of feathers and rows of | Eace/Reach: s fr. by 5 [1./10 ft. (20 fo with vine)
blue spines, with a mass of feathers and spines at the tip. Special Attack: Entanple, improved grab, constdet 1ds+7
Arrowhawks are always in motion while they live. They can fly special Qualities: Camoullage, electricity immuniry,
from the moment they haech, and they eat, sleep, and mate on the cold and fire resistance 20, blindsight
wing. By twisting irs body and varying the cadence of its wing- Saves; Fort +7, Ref +1, Will 42
beats, an arrowhawlk can flv ar top speed in any direction. Abilities: Str 20, Dex 10, Con 16, Int —, Wis 13, Cha 9
Arrowhawle egps have an innate levitation ability. Females lay
Lelutches of 2d4 egas in midair and leave therm to float undl they iClimate/ Terrain: Temperate and warm forest and uuderg,muml
thatch, The female guards the eges and colleces them if the wind Organization: Solitary or patch (24
{scatters them, but otherwise leaves them alope. Challenge Rating: 3 ,
L Ajuvenile arrowhawk (one to ten years old) is ahour 5 feer | u:mg Treasure: 1,/10th coins 50% goods; S0% items ]
| from beak to tail, with the body accounting lor about a thicd of the Alignment: Always neurral
{lengeh, Tts wingspan is abour 7 feet, and it weiphs about 20 Advancement: 5—16 HD (Huge) 17-32 HD (Gargantuan;
| pounds, An adult faged eleven to forty vears) is abour 10 feet long 33+ D {Colossal)
from beak to rail. with a

wingspan of abour 15 o The assassin vine is 1 semimobile plant that collects irts own
feer_and a weight of . grisly fertilizer by grabbing and crushing snimals and deposi-
abour 100 pounds. An ing the carcasses near irs roofs
elder arrowhawk The mature plant consists of 4 main vine as thick as a
taged fort-one to human’s forearm und about 20 feer long, Smaller vines up
seventy-five years i to 5 feet long branch off from the main vine sbour
ts abour 20 feer l.l.'-hi.l avery & inches, These small vines bear clusters of
long with a wing ) leaves shaped curicusly like human hands, and in
span of 30 feet and a . late summer they praduce bunches of small
welght of about ROD  fruits that resemble wild grapes, The woody
potnds. 3 parts of the vine are coiled and gnarled,
Arcowhawks speak Auran, covered with brown, smingy bark,
|bue they are not talkative making the whele plant resemble
ereatures, a robust grape.

2 vine. The frait
C‘O MBAT is tough and has |
Arrowhawks are extremely territo- a hearty flavor,
rial and always hungry. They ar- but is widely believed
tack almost any other creature to be poisoncus. Assassin vine berries
they meer, sesking 2 make a heady wine.
meal or rrying o A subterranean version of the
drive away a - =2 ; assassin vine prows pear hot |
rival. The pri- —— o . R prings, volcanic vents, and |
mary mode T— A ! ather sources of thermal energy, |
cof attack js ~— i These plants have thin, wiry|
L electeicity ray, Ared from the tail. The crearure also bites, but it stems and gray leaves shor through |
prefers to stay ot of reach, with silver, brown, and white veins so |
[ Electricity Ray (Su): An srrowhawk can fire this ray once a that they resemble mineral deposics. |
{round, with a range of 45 feet, I . E An_assassin yvine growing under
| Immunities (Ex): Arrowhawlks have acid, electricity, qnd | = ground usually generates enough
poisorn imrumniry. | loffal to SUPPOEL & L]'l-n'-mg. w]cn}. of mushrooms and other
4 fungi, which spring up around the plant and help conceal iv

R




COMBAT
Assassin vines use simple tactics: They lie still wotil prey comes
within reach, then attack, They use their enangle ability both to
carch prev and to deter counterattacks,

Entangle (Su): An assassin vine can animate plants within 300
feet of itself as a free acdon, The effect lasts untl the vine dieg oc|

{ decides to end it {also a [ree action), The ability is otherwise simi- |
| lar to erlangle s cast by a dth-level druid (save DC 13
Improved Grab (Ex): To use this ahility, the assassin vine must|
Lt wwith fes slam arrack. |
Constrict (Ex): An assassin ‘vwe deals 1d6+7 poants of llarrmg-:
{with a successful grapple checl apainst Medium-size or smaller
CIeafures,

Blindsight (Ex}: Assassin vines have no visual organs but
can ascertain all foes within 30 feet using sound, scent, and
vibraton.

Camouflage (Ex): Since an assassin vine looks like o "N 4 o i

| normal plant when ar rest, it takes a successiul Spor check (DC M O
1 201 to notice it before it attacks. Anyone with Wilderness Lore = Z5g
{or Knowledge (plants or herbs) can nse those skills instead of "'
Spot o notice |J,:.¢_p1,_'|_m Diwriryes can use stonecunning (o notice |
the subterranean version,

ATHACH

Huge Aberration
| Hit Dice: 14d8+70 (133 hp)

,Imlmmre. +1 [Dex} 4
| Speed: 50 fr. J
[AC: 20 (=2 size, +1 Dex, +3 hide, +8 narural} Athachs are fond of
| Attacks: Huge club +12/+7 melee, 2 Huge clubs +12 rnrh:, bite gems amd crystals af all types. They often - i

+14 melee; or rock +5/+0 ranged, 2 rocks +5 rangesd jam bracelets on_theic chubby fingers, |

. Damage; Huge club 2d6+8, 2 Huge clubs 2da.4, bite 2d8+4 and necklaces around their far werists, and {

poison; or rock 2de48, 2 rocks 2ds other jewelry where they can, They have been known 1o sit fur

| Face/Reach: 10 01 by 10 fr./15 hours, polishing and 4d1mru1g their jewels. The only other things
Special Attacks: Poison athachs tend to be passionare about are food and viclence, They de-
Saves: Fort +9, Ref +5, Will 410 i spise hill giants and, unless outnumbered, attack them on

Abilities: Str 27, Dex 12, Con 24, Int 7, Wis 12, Cha e
Skills: Climb 16, Jump +16, Listen +7, Spot +7
Feats: Multiartacl, Multidexterity, Multweapon I!,hhtl.up,

sight They fear other giants and moest other Huge
Creatures,

Athachs apl.ak o crude dialecr of
Ciiant,

COMBAT

Athachs charge into melee

Climate/Terrain: 'I'emp;amte and warm hill, meuntains, |
and underground
Organization: Solitary, gang (2-4), or tribe (7-12)

Challenge Rating;: 7 combat unless their oppanents
Treasure: 1,2 coins; double goods; standard are out of reach, in which case
{lems J they throw tocks. They some-

| Alignment; Ofren chaotic evil

| Advancement: 15-28 HD (Fluge)

times oy Lo overrun armored op-
postents to reach unarmored
y opponents in back ranks
- With their first few melee af-
- tacks, athachs rend to flail
ghout indiscriminately. Af
ter a few rounds, they con
centrate on foes that have
been hirming them most |
pften and use theic bites on |
whaever has dealt them the |
mast damage.

Poison (Ex) Bire, Em:muu»
save (DO 22% initial damage |

| The athach is a hulking, misshapen
biped. Irs flabby; pear-shaped body
has a third arm.growing from it
chest, Immensely strong, _an
athach can hammer most oppa
NENTs [a gory paste.

An athach has a wide, slobbering
mouth. Curving tusks like a boar's jur from its
lower jaw, Its other teeth are small and peglile.

(It has tiny eyes, a small nose, and _
{lopsided ears: one huge, one tiny. @
| An athach dresses in shabby rags idé remporacy/
tand furs. It rarely bathes, and g8 A Strength, second- |
| smells particularly foul An TP ’ -4 ary dumape 2de
ladult stands some 18 leer = 2 L lemporary
tall and weighs about 4.500 Strength,
pounds.
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Medium-Size Outsider (Fire, Lawful)
Hit Dice: 2d8+2 (11 hp)
Initiative; +1 (Dex)
Speed: 30 {1
| AC: 19 (+1 Dex, +6 nanaral, +2 large shield)
{Attacks: Warhammer +3 melee; or halfspear +3
| ranged
Damage: Warhammer 1d8=1 and 1 fire;
| o halfsprar 1dé+1 and L fire
| Face/Reach: 5 [i. by 5 (1750t
_Special Atrtacks: Hear
Special Qualiries: SE 13, fire subrype
Saves: Fort +4, Ref +4, Will 4
Abilities: Sir 13, Dex 13, Con 13,
| Int12,Wis12, Cha g i
\Skills; Climb +2, Cralt {any one) +6,
| Hide -1, Lisren +4, Search 14,
Spot +5
Feats: Pawer Aftack

Climate/Terrain; Any land and
underground

Organization: Selitary, pair, ream
{2—4). squad {11-20 plus 2 3rd-level
sergeants and 1 leader of 3rd-sth
level}, or clan {30-100 plus 50% non-
combatants plus 1 3rd-level serpeant
per 20 adults, 5 Sth-level lieutenants,

L and 3 Frh-level captains]

| Challenge Rating: 2

| Treasure: Standard coins; double goods
(nonflammables onlyy; standard items
{nontlammables only

Alignment: Always lawful nearral

Advancement: By character class

Azers are dwarves native to the Elemental Plane of Fire. :
They have metallic, brass-colored skin, and flames lick cheir |
heads whete a normal dwarf weould have hair and a beard, They |

wear kiles of brass, bronze, or copper.
Azers speak Ignan and Common.

. COMBAT

Azers use broad-headed spears or well-crafied
hammers in combat. When unarmed, they at- |
tempt to grapple foes. They wear no armor, for |
their tough skin provides ample protection, |
P:.El]ll.mgh unftiendly and tacitum, azers |
rarely provoke a fight except to relieve a
foe of gems, which they love, If threar |
ened, they fight to the death, bue they see |
the value of taking priscners themselves.
Heat (Ex): Azers' bodies are inrensely
hot, so their unarmed attacks deal addi- |
ticnal five damage. Their metallic weap- |
ons also conduct this hear.
Fire Subtype (Ex): Fire immunity, |
double damage from cold except on a
successiul save.

AZER SOCIETY

Azers maintain a tighty regimenced |
sociery in which every member has a2 |
specific place, The stare always takes |
precedence over the individual, Azer |
nobles ave prodigiously strong and wield |
absolute power. Azers dwell wichin |
bronze fortresses on their home plane, |
only rarely wisiting other planes o |
gather gems, They hate efreet, with |
whom they wage an etecnal war for ter-
ritory and slaves,

Barghest
Medium-Size Outsider (Evil, Lawful)

BARGHEST
Crearer Barghest

Large Outsider (Evil, Lawful)

Hit Thee: 6id8+6 (33 hp) 9ds+18 (58 hp)
Imitiative: +6 (+2 Dex. +4 Improved Initiative) +6 1+2 Dex, +4 Improvesd Initiaive)
Speed: 30 ft. or 50 f1. 30 ft or 60 £,
AC: 18 (+2 Dex. +6 narural; 20 (-1 stee, +2 Dex, +9 natural)
Attacks: Bite +4 melae, 2 clows +4 meles Bite <12 melee, 2 claws +7 melee
| Damage: Bite 1de+3, claw 1d4+1 Bite 1da+4, claw 1de+2
| Face/Reach: s it by 5 {5 e 5 fr. by 5 fr./10 fr. (goblin form)
| 5 1. by 10.£r./s fr. (wolf form)
\Special Artacks: Spell-like abilides, feed Spell-like abilities, feed
| Special Qualities: Damage redoction 15/<1, scenr, Damage reduction 15/+1, scent,
[ alternate form _alternate form
Saves: Tort +6, Ref +7, Will +7 Forr +&, Rel +8, Will 410
Abiliries: Str17, Dex 15, Con 13, Stri9, Dex 15, Con 15,
Int 14, Wis 14, Cha 14 st 18, Wis 18, Cha 18
Slkills: Eluff =11, Hide +117, Intimidate +11, Bluff 18, Concentration +14, Hide +10%, |
Jump +12, Listen +11, Move Intimidate +18, Jump +16, Listen +16, Move |
Silently +10, Spot +11 Silenely +14, Sense Motive —16, Spot +16 |
Feats: Combat Reflexes, Improved Initiative Combat Casting, Combat Baflexes, Improved Initiative
Climate, Terrain: Any land and underground Any Land and undecground ,_
Organization: Solitary or pack (3-4) Solitary or pack (3-6)
Challenge Rating; 4 5 }
Treasure; Double standard Double standard
Alignment: Always lawfu] evil Always laweful evil
| Advancement: 78 HD (Medium-sise) 10=14 HID (Large): 15-18 HD {Hupe)




Though they resemble big goblins, barghests are fiends that can ; : i
change into lupiue form, They come into.the world to feed on BRS] L]S K |
blood and souls and thus grow stronger, Medium-Size Magical Beast (Reptilian)

As whelps, barghests are nearly indistinguishable from gobling, Hit Dice: adio+12 (45 hpl
except for their sive, As they grow larger and stronger, their skin [Initiative; —1 {Dex)

Speed. 20

AC: 16 (=1 Dex, 47 narural}
Attacks; Dile & melee

Damage: Bite 1d8+3
Face/Reach: 5 ft. by 5 fr./5 f.
Special Attacks: Perrifying gaze
Saves: Fore —9, Ref +4, Wil 43
¢ Abilities: S 15, Dex 8, Con 15, Int 2, Wis 12,
Cha 10

Skills: Hide +0% Listen 47, Spor+7
Feats: Alertness, Great Fortdtude

darkens re bluish-red and eventually becomes blue aliogether A
full-grown harghest stands about 6 leel tall and weighs 180
| pounds. A barghest's eves glow prange when the crearre
| becomes excited.
Barghests spealk Goblin, Worg, and Infernal

COMBAT
| Barghests can claw and bire,
no marter what their
form, and uso-
ally disdain

Climate/Terrain: Any land and underground
Organization; Solitary or colony [3—)
Challenge Rating: 3

Treasure: Mone
Alignment: Alwavs neuceal
Advancement: 7-10 HD {Medium-size}; 11-18
. HID {Large]

| weapons. Though they love killing, they have little scomach for The basilisk is & reprilian monster that pemifies living coeatures

| direct combat and attack from ambush whenever possible. Onee with a mere gaze. Fighting a basilisk requires either careful prepa- |

Ubatrle is joined, barghests hide and use project image o conceal {ration o considerable good fortune, i

| their tnee numbers and locarions, with emelion and charm person 1o Basilisks are found in nearly every climate, and Lli[!?]l in subtes- |

| keep opponents off halance, They try to pitas many of themselves ranean areas as well, They tend to lair in shallow burrows, caves. or |

Lagainst as few of the enemy as possible, and use their high speed other sheltered aress. The entrance to a basilisk laizis some times.

[ o stuy way [rom the enemy's main srength, distnguished by lifelike srone starues or carvings, agouslly crea-
spell-Like Abilities: At will—lewitate, smsdireton, and projec tures thar ran atoul of the creature’s pase. Basilisks are uuwm‘-mus

Limage; 1/day—charm monster, charm pevson, dimension dogr, and and able to consume their perrified victims. They make effective

{erantion. These abilities ave as the spells cast by a sorcerer whose guardians, if one has the magical or monetary resources Lo capiure

level equals the barghest's HID (save 1O 12 = spell levell and contain them,

Feed (Su): When o barghest slays a humanoid opponenr, itcan A basitisk wsually has a dull brown body with 2 vellowish on-
feed on the corpse, devouring both flesh and life force, as a full-| derbelly. A single row of hony spines lines its back, and some
eound action. For every & HI or levels 2 barghest consemes, o) specimens sport a short, curved horn atop the nose. The crea-
peins 1 Hit Die. Feeding destroys the victim’s bady and prevents| ture’s most distinctive feature i5 its_eyes, which glow with an
any form of raising or resurrection thar requires part of the corpse. . eerie, pale green incandescence, An adult basilisk’s body grows o
A jwish, miracle, or true resurrection spell can restore a devoured | abour & feer long, not including its tail, which can reach an addi-
victim 1o life, but there is a 50% chance that even such powerful tiomal length of 5 to 7 feet. The creature weighs about 300
magic will fail. pounis.

Alternate Form (Su); A harghest can assume the form of a
goblin ar a large walf 05 a standard acrion. This ability is sim- CGMMT

Basilisks rely on their gaze attack, biting only when oppo-
pents come within reach, Though they have eight
legs, their slow metabolism renders them rela-
tively slugg;sh so they do not expend
enetgy  Unneces- |
garily. Intruders
who flee the
basilisk rather
than fight can
expect, at best, g |
halfhearred|
pursuiL

These crea- |
” tures tend o spend |
most of their time lying in |

ilar to the polymorph self spell. excepr that it allows only
L goblin and wolf forms,
| *While in wolf form, a barghest gains the
| higher of the two listed speeds and a <4 cir-
| cumstance bonus 1o Hide checks
Pass Without Trace (Ex):
harghest in welf form can pass
withour trace (as the spell) as
a free action

Greater Barghest
These creatures are abour 8 ieel:
t2ll and weigh abour 300 pounds

L in goblin fopm,

o he

l.pﬂ]l'lmr wait for prev. which includes small ]
;{}mmnna]l.y, a greater barghest uses a magic two- laa.nded weap- mammals, binds, reptiles, and similar crearures, When not hunt- |
lan in combat, giving it multiple artacks (acrack bonus +13/+8). 1t jing, basilisks are usually sleeping off the meal in their laies
| can also make one bite arrack {arrack bonus +8) each round, The | Basilisks sometimes gather in small colonies for maring or for
save DC against a grearer barghest’s spell-like abilities is 14 4+ | mutual defense in unusually hestile terrain, and a colony will
spell level : attack inrruders in concert.
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Petrifying Gaze (Su} Turn o stone permanently, range 30 Swallow Whole (Ex): A behir can try to swallow a grabled |
feer; Fortitude negares DC 13, Medium-size or smaller opponent by making a successtul grapple |
Skills: “The basilisk’s dull celoration and its ability to remain check. A behir that swallows an opponent can use its Cleaye lear |
maotienless for long pedads of time grant it a +4 racial bonos to bite and grab ancther opponent, |
Hide checks in narural settings. L L The swallowed creature takes 2d8+8 points of crushing damage

. and 8 points of scid Jamage per round from the behirs giveand. &
BEH ] R. L iswallowed creature can also cur its way out by using claws or 4
iSmall or Tiny slashing weapon to deal 25 points of damage to the

| Huge Magical Beast (Electricity) ] gizzard (AL 200, Once the creanare exirs, muscular action closes the |
{Hit Dige: 2d10+45 (94 hp) | _hole; another swallowed opponent must again cut its oo way out.
| Initiative: +1 {Dex) i | | The behirs gizzard can hold two Medium-size, four Small, |
|Speed: 40 fr, climb 15 ft. & eight Tiny, sixteen Diminutive, or thirty-two Fine or smaller
LAC: 16 (-2 size, 41 Dex, <7 natural) opponents.
Attacks: Bite +15 meles, & claws 410 meles Constrict (Exh A behir deals 2d848 dumage with a successful |
Damage: Bite 2d448, claw 1414 grapple check pgainst Garganiuan or smaller creatures, Tt can use |
Face/Reach: 10 {1 by 30 fr./10 [1. its claws against the grappled foe as well.
| Special Artacks: Rreath weapon, improved grab, swallow whole, |
. constrict 24848 4 i BEHO LD ER
| Special Qualities: Flectricity immunity, scent, cant be tdpped - |
LSaves: Forr +11, Rel 17, Will 5 . Large Aberration
Abilities: Str 26, Dex 13, Con 21, Int 7, Wis 14, Cha 12 | Hit Dice: 11de+11 {e0 hp)
Skills: Climb +18, Hide <5, Spot =7 Iniriative: -+ (Improved Initiative}
Feats: Cleave, Power Atrack Speed: 5 ft., fly 20 fr. (good).
AC: 20 (1 size, +11 natural)
Climate,/Terrain: Any land and underground Attacks: Eye rays 47 ranped wuch, bite +2 melee
Organization; Solitary or pair Damage; Bite 2d4
Challenge Rating; & = Face/Reach: 5 ft. by s ft./s fu. — |
| Treasure; Standard |Special Artacks: Fye rays " |
L Alignment: Often nevrral Special Qualities: All-around vision, antimapic cone, [y
| Advancement: 10-13 HD {Huga}: 14-27 HID [Gargantuan) Saves: Forr +4, Ref +3, %ill +11 |
| Abilities: Sec 10, Dex 10, Con 12, Int 17, Wis 15, Cha 15 |
( The behir is 0 snakelike monster whose dozen legs allow it 1o Skills: Hide 47, Knowledge (arcana) +10, Listen +15, Search +18, |
,move with considerable speed. Spor +20
A behir is about 40 feet long and weighs about 4,000 peunds. Tt Feats: Alereness, Flyby Artack, Improved Initative, Lron Will,
can_fald its limbs close o its long, narrew body and slither in Shot on the Ran
snake fashion if it desires. The head looks more crocodilian than
snakelike, but the mouth can open wide encugh to swallow prey Climate/Terrain: Any land and underground
whole, as o snakes does., ! Organization: Solitary, pair, or cluster (3-£)
Behirs have bandlike scales of grear hardness Their color | Challenge Rating: 13
ranges from wlramarine to deep blue with bands of gray-brown. | Treasure: Donhle standard
The belly is pale blue. The two large homs curving back over the | Alignment: Usually lawfiul exil
head look dangerous but are actually wsed for preening the crea Advancement: 12-16 HD (Largel, 17-33 H13 (Huge)
ture’s scales, not for fighring,
Behirs are never friendly with drsgonkind and won't coexist ‘The beholder is the stuff of nightmares. This crearure, also

with any type of deagon, I pne enters a behic’s
territory, the behic does everyihing it
can to deive the drgon cut, I the
behir fails, it moves off to find 2
Inew home. A behir never know-
Lingly enters the territory of a

called the “sphere of many eyes” or “eye tyrant” is known
among adventurers as 3

deadly adversary,

A beholder is a é-foot-wide

orb dominated by a central eye

andalarge, toothy maw: Ten smal

| dragon. ler pyes on stalks sprout from the
Behirs speals Comumon. op el the orh,
} \ Beholders speak their own lan.
COMBAT guage and the Common ongue,

A behir nsnally bites and_grabs
its prey first, then either swallows
or constricts the opponent, I beset
by a large number of foes, it uses its
breath weapon.
.. Breath Weapon (Su): Line of
lightning 5 leerwide, 5 [eet high, and 20
L feer long, ance a minute; damage Zda, enemy, a_beholder tries to cause as |
| Beflex half DC 19, . much distuption and confusion as |
| Improved Grab (Ex): 1o e e o G possibie,
(use this ability, the behir must hit Eye Rays (Sn): Each of the ten small eyes can pre-
with.its bite arrack. If it gers a hald, it can atrempr to swallew or!  [duce 2 magical rav once 1 round, even when the beholder is
constrict the opponent, ! armacking physically or moving at full speed, The creature can easily

COMBAT

. Beholders often attack without proveca- |
. fion, Thongh not powerful physically, they |

atten plow right into proups of cppo- |
nents to use a5 many of their eves as|
they can, When closing with an |




aim all its eyes wpward, but its own body tends to_ger in the way
when it tries to aim the rays in other directions, During a round, the
creature can aim only three eye tays at targels in any ong arg other
than up {forward, backward, lefe, rght, or dosm), The remaining
eyes must aim at targets in other arcs or not at all. A beholder can .
tilr and pan its body each found to change which rays it can bring |
1 bear in an arc, I

Each eves effect resembles a spell cast by a 13th-level sorcerer.

bt [ollows the rules for a ray (see Adming a Spell, page 148 in the |
Fleyer's Handhook). All rays have a ranpe of 150 feet and a save DC |
of 15,
Charm Person: The tacget must succeed at a Will
save or be af-
fecred as though
by the spell, Be
holders use this
pay_to_confuse
| the apposition,
{usually  employ-
Ling it early ina fght
The beholder
gener-
ally in- @8
SITUCES i
charmed
lafj_.'\t"l Lo
| aithar restrain
{a comrade or stand
{aside

Charm Monster; The
["l,!:gET MMUST Z‘:Lll.'.(:l.‘.{"d at a

VWl save or be al-
feeted as though by
' the spell. Beholders use this may
in_the same manner as the
chorm perstm Ay,

Sleep: This works like the
spell, except that it alfects one
creature with any number of Hit Dice. The
target must succeed at a Will save to resist
Beholders ke to use this ravy against war
riors and other physically powerful crea-
rures. They know their foes can quickly
awiken the sleepers, but they alse know thar
deing so tikes rime and can delay an effective
counterattack,

Hesh to Stone: The target must succeed 4l a Tortitude

|save or be affected as though by the spell, Beholders like o

| aim this ray ar enemy spellcasters. They also use it on any creature

{whose appearance they find interesting, {Afrer the fight, the be-
holder takes the statue o irs lair a5 a decoration.)

Disintegrate: The targetr must succeed al a Fortoude save or be af
fected as though by the spell. The beholder likes to use this ray on
wny foe it considers a real threat.

Eear: This works like the spell, except that it targets one crea-
ture. The targer must succeed at a Will save or he affected as
though by the spell. Beholders like ro use this ray against warriors
and other powerful creatuees early in a fighr, ta break up the
opposition.

Slow: This works like the spell, except that it affects one cres-
|ture, The target must make 2 Will save to resist, Beholders often
| usi this ray againss the same creature targeted by their disimtegrate,
| flesh fo stone, or finger of death rays. I one of the former rays fails 10
| elimirate the foe, this tay might at least hamper it

Inflict Moderate Wounds: This works just like the spell, causing
2lg=10 potnes of damage (Will half).

B

il

Fro et |

Linger of Death: The target must succeed ar a Fortitude save ot be |
slain as though by the spell. The arger suffers 3dé+13 damage it |
his saving throw succeeds. Beholders use this ray 1o |

it climinate dangerous foes quickly,

creamures thar weigh up o 325 pounds, as
thomgh with a telefinesis spell. Creatures can
resist the effect with a successful Will save.

2

L7}

@ e ves
glve them a

checks, and they can't
ke flanked.

Antimagic Cone {Sw);
& beholders
eve continually pro

the creature's  front.
This funcriens just like
antimagic field casc by a

owh eye rays. Once
each round, during
its turn, the beholder decides
which way it will face, and
whether the antimagic cone is
active or not (the beholder
deactivates the cone by shutting irs
central eye). Note that a beholder can bite
only creatures 1o s front,
Flight (Ex); A beholder's body is naturally
buoyant, This buoyancy allows it to fly as the spell,
ag 3 free action, at a speed of 20 feer. This buoyancy
alse prans it a permanent feather full effect wirh personal
range,

BEHOLDER SOCIETY

Beholders are hatelul, agpressive, and avaricious, attacking or
dominating others whenever they can get away with it. They ex
hibit a xenophaobic intelerance, hating all creatures not like them-
selves. The basic body type comprises.a grear variety of beholder
subspecies, Some are covered with overlapping chitinous plates;
some have smooth hides or snalkelike eve tentacles; some have

tilekinesis; The beholder can move objects or

All-Around Vision (Ex): Beholders are |
paceptionally alert and circumspect, Their |
m Ay

44 racial bonus |
to Spot and Search |

central |

duces a_150-foot ant- |
magic cone exrending |
straight ghead from |

13ch-level sorcerer |
Al magical and |
supernarural
powers_and ef-|
fects within the |
cohe are suppressed— |
gven the beholders |

crustacean joints. But even a difference as small as hide color or |
size of the central eve can make two groups of beholders sworn |
enemies, Bvery beholder declares its own unique form o be the |
e ideal of beholderhood” the others being nothing but ugly |

copies it only to be eliminated.

Behelders wsually carve out underground lairs for them-|

selves using their disinlegtate rays. Beholder architecture em-

phasizes the vertcal, and 4 lair usually has a number of parallel |

'rubes, with chambers stacked on top of sach other, Beholders
\prefer inaccessible locations that earthbound foes can reach

Lonly with difficulty,




BELKER BLINK DOG

Large Elemental (Air) Medium-Size Magical Beast
Hit Dice: 7d8+7 (38 hpl Hir Dice: 4d10.(22 hp)
Initiative: +5 [ Dex) | | Initiative: =3 ( Dex)
Speed: 30 e, [y 50 L. (peclect) L Speed:30fi,
LAC: 22 (—1 size, +5 Dex, +8 natural) L LAC: 16 (+3 Dex, +3 natural)
| Attacks: 2 wings +9 melee, bite +4 melee, 2 clows <4 meles | Artacks: Bire 4 meles
| Damage: Wing 1d6=2, bite 1d4+1, claw 1d3+1 | Damage: Bite 1dé
| Face/Reach: 5 ft. by 5 ft. /10 . _Face/Reach: 5 f1. by 5 fi./5 [u
Special Attacks: Smoke claws | Special Qualities: Blink, dimension door, scent
| Special Qualities: Smoke form Saves: Forr +4, Ref +7, Will +4
| Saves: Fort +3, Ref +10, Will +2 Abilities: Ser 10, Dex 47, Con 40, Int 10, Wis 13, Cha 11
Abilities: Str 14, Dex 21, Con 13, Int 6, Wis 11, Cha 11 Skills: Fide +8, Listen <8, Senze Motive +5, Spot +8
Skills: Tisten +9, hove Silentdly +9, Spot +9 Feats: Tron Will
Feats: Mulriatrack, Weapon Finesse (wing)
| ey [Climate,/Terrain: Temperate plains
 Climate/Terrain: Any land and underground L {Drganization: Solitary, pair, or pack {7-16)
| Orpanization: Solitary or clurch (2-4) _| . Challenge Rating 2
. Challenge Rating: & | JTreasure: Mone
Treasure: None [Alipnment: Always lawful good
Alignment: Usually Advancement: 57 HD [(Medium-size), 8-12 HD (Large)
neurral evil [
Advancement: The blink dog is an intelligent canine thai has a limired tele
8-10 HD (Larges; portation abilitg
1i-21 HD Blink dogs have yellow-brown fur and are larger and stockier
{Huge} than other kinds of wild dogs. They are social animals, traveling |

tin packs, and eat equal amounts of mear and plant marrer, They |
avoid human lands but drive off evil humanoids that enter their |

lerritory !

They speak their cwm language, a complex mixture of harks, |

yips, whines, and growls that can transmit complex informaricn, |

When not hunting, they ure playful with each other but very pro- |

tective of their pups, which outsiders sometimes steal 1o tain as |

guard animals, Blink dogs and displacer beasts are natural enemies,

COMBAT

Blink dogs hunt in packs, teleporting in a seemingly random fash-
iom until they surround their prev, allowing some of them to make
Mank attacls

Blink (Su): A blink dog can blink as the spell cast by an #th-
level sorcerer, and can evolke or end the effect asa
tree action.
Dimension Door (Sul: A blink dog
can teleport as dimension door cast by
an #ih-level sorcerer, once per
tound as o free action, The
ahility affects only the
blink dog, which never
appears within a selid
pbject and can act immedi-
ately alter teleporting.

| Belkers are: com-
{posed primarily
fof smoke, Al
{ though undeni-
|ably evil, they
Lare very reclu-
Latve_and usually
have no interesein W
the alfaits of others.
The black, winged I
shapes of these creatures | &
makes them look dis- o+ o
tincrly demonic. Be- [
cause of their semi- ¢ ¢ T8
gaseous nature, how- 1
ever, they shift and {§ A
change shape with -'_!:'Hh.:& %
every puff of wind,

COMBAT

| In most cases, a belker fights with irs nasty claws and painful bite.

i Smoke Claws (Ex}) A belker in smoke form (see below) can

Lengull opponents by meving on top af them. Tt fills the air around
one Medium-size or smaller opponent without provaking an
attack of opportunity, The target must succeed at a Fortitude
save (| DC 14} or inhale part of the creature. Smoke inside the
victim solidifies into a cluw or talon and begins to dpat the
surrounding organs, dealing 3d4 points of damage per
round. The alfected ereature can sttempt another For-
titude save each subsequent round 1o cough our the
s¢Im i."r'ﬂpl'.lm'l.l‘i MmMenace.

Smoke Form (Su): Most of the time a helker is more
{or less solid, but at will it can assume a smoke form. 1t
Lcan switch forms once a round as.a free action and can
L spend up to 20 rounds per day in smoke form, A beller in
Lsmoke form can Ay at a speed of 50 feer (perlect maneuver
Lability). The ability is otherwise similar to o gaseous form spell cast

by a Fth-level sorcerer,




Medium-Size Undead
Hit Dice: 9d12 {58 hp)
Imitiative: +& {2 Dex, +4 Improved
Imitiative;
Speed: 20 [t
|AC: 15 [+2 Dex, +3 natural)
| Attacks: Slam +6 melee
Damage: Slam 1d8+1
| Face/Reach: 5 fr. by 5 [1./5 [L.
| Special Artacks: Death gaze
| Special Qualities: Damage re
duction 15 /silver, Are and
arid resistance 20, electric-
ity immunity, sunlight
vulnerabilicy, flashbacks
| Baves: Fort +3, Bef +5,
Will +7
| Abilities: Srr 13, Dex
15, Con —, Int &,
Wis 12, Cha 12
Skills: Listen +11,
Move Silently +14,
Spot +13
Feats: Dodge, Improved Initiative,
Weapon Focus (slam)

| Climate,/ Terrain: Any land and

| underground

| Organization: Selitary or gang

Lo (24

. Challenge Rating: &

Treasure: Mene

Alignment: Always chaortic evil
Advancement: 10-13 HD {Mediuwm-

size); 14=27 HD (Large;

Bodaks are the undead remnants of
those who have been destroyed
by the touch of absalute
evil,

A bodak looks more or less
as it did in life, although its face is twisted into an expression

of mingled madness and horror, Bodaks have gray, hairless flesh 1

and empty, white eyes. The statistics ahove are for a [ormerly
human bodalk.

COMBAT

L Bodaks love to approach their opponents at a leisurely pace, let-
|ting their gaze do its work before closing.
Death Gaze (Su): Death, range 30 [eet, Fortitude negates DO
15, Humanoids who die from this ateack are mansformed into
bodales in one day, .

sunlight Yulnerahility (Ex): Bodaks loathe sunlight, for
its merest touch burns their impure flesh. Each round of expo-
sure to the direct rays of the sun deals 1 point of damage to the
Cregrure.

Flashbacks (Ex): From time to. time, a bodak sees something
_that reminds it of its almost-forgorten life. At the staccof every
| encounter, there iz a 5% chance that it norices something about
lan opponent (randomly determined, if more than one oppe
L nent is present) that causes it to recall its life. 1f this happens,
L the hodak takes no action for 1 round and thereafter suffersa -2
| morale penalty to all attacks divected at that opponent,

BUGREAR

Medium-Size Humanoid (Coblinoid)
Hit DHee: 3d843 (16 hp;

Initiative: +1 (Dex)

| Speed: 30 1.

AC: 17 (+1 Dex, =3 natural, +2 leather, +1 small shield)
Attacks: Morningstar +4 melee; or javelin +3 ranged
Damage: Morningstar 1d8+2; or javelin 1dé+2

Face/Reach: 5 [1 by 5 f1.75 fi.

| Special Qualities: Darkvision 60 fc
Saves: Fore +2, Ref +4, Will =1
Abilities: Ser 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9

Skills: Climb +2, Hide +3, Listen +3, Move Silendy <6, Spot =3
Fears: Alertness

 Climate/Terrain: Any underground

| Organization: Solitary, gang (24}, or band (11-20 plus 150%
noncombatants plus 2 2nd-level sergeants and 1 leader of
rnd—5th level)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class

The higgest and seeonpest of the goblinoids, bughears are even
more apgressive than their relatives. They live Iy hunting any |
cresture weaker than themselves. {
Bughesrs are large and very muscular, standing 7 feet tall. Their |
hides vary in color from light vellow o yellow-
browrn, with thick, coarse hair of brown to
brick red. Their eyes resemble those of a
savage animal, being greenish-white with
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matrmrrain;?ﬂ:mptmic land and underground )
Orpanization: Solitary o pair J
Challenge Rating: 7

red pupils, and they have wedge-shaped ears. A hughear's mouth is

full of long, sharp fangs, und its nose {s much like that of a bear,

with the same Ane sense of smell. This {eature earned them their

name, though they are nor relared to bears, Their rough hides and Treasure: None.

sharp claws also resemble those of hears, bur they ave far more | [Alignment: Always neutral

daxterous. L _Advancement 10-16 HD (Huge); 17-27 HD (Gargantuan)
Bughears speak Gablin and Common. ]

a

, iﬂpﬂ}' called a "landshark, the bulerte is a terrifying predaror that
JOMBAT

Bupgheats preler to ambush opponents whenever possible, ‘-}{-’nen

unting, they normally send scoutsahead of the main group who, |

Jif they spy prey. terum o reporr and bring up reinforcements.
_Bughear attacks are coordinated, and their tactics are sound if not
brilliant.
Skills: Bugbears receive a +4 racial honus to Move Silently
chocks.

BUGBEAR SOCIETY

| Bugbears prefer subterranean locations such as caverns and dun- J_

pgeans, dwelling in small tribal unies, A single bugbear, usually the |

biggest and meanest, leads each tribe. A tedbe has as many young |

a5 it has adules, Children do not join the adults in the hunt, but
they will fight to protect themselves or their laies.

Bughears have only two genuine goals in life: food and treasure.
Prey and intruders are considered & valuable source of both. The
extremely greedy creatures prize anything shiny, including arms

land armor. They never miss an opportunity to increase their
L hoards through theft, plunder, and ambish, On rare occasions
Lthey patley with other beings if they believe something can be
| gained, but they are nor skilled negotistors, losing their parience
L guickly if such encounters run overlong, They are sometimes
[found commanding gobling and hobgobline, whom they bully
, mercilessly,

Uhese crearures survive primarily by hunting, and they cat
whatever they can bring down. Any creature isa legitimate source
of food, including monsters and even their ocwmn smaller kin.

When game is scavce, hughears rurn to raiding and ambush 1o fill |

their stewpots.
Mast bughbears revere a deiry called Hrogeek, who delights in |
ambushes followed by [urious combar

BUGBEAR CHARACTERS
A bugbear’s favored class is rogue, Most bughear leaders are fight
ers or fighter/rogues. Bupbear clerics worship Hruggek (favored
weapon: morninpstar) and can choose any two of the following
domains: Chaos, Evil, Trickery, and War,

BULETTE

| Huge Beast
| Hit Dice; od 10145 (98 hp)
Inmitiative: +2 {Dex]
Speed: 40 fr,, burrow 10 f1.
AC: 22 (—2 size, +2 Dex, +12 natural)
Artacks: Bite +12 melee. 2 claws +7
melee
Damage: Hite 2dA=8, claw 2da+4
Face/Reach: 10 fe. by 20 ft. /10 fr.
Special Attacks: Leap
| Special Qualities: Scent,
TEMOISenss
| Saves: Fort +11, Ref +8, Wil +4
L Abilities: Str 27, Dex 15, Con
| 20,In12, Wis 13,Cha s
| Skills: Jump 412, Listen +6

lives only to eat. It is universally shunned, even by other monsters |

It is said by some that the bulette is a cross berween an ar- |
imadillo and a smapping turtle, bur this is enly conjecture, The
buletee’s head and hind portions are blue-brown, covered with
plates and sgales ranging from pray-blue o blue-green. Tts nails
and teeth are dull fvory. The area around its eyes is brown-black, |
and ies eyes are yellowish with blue-green pupils.

Fortunately [or the rest of the world, the bulete is @ solitary

(animal, although mared pairs {very rare} might share the same ter-

Ititory. Since its appetite is so voracious, each landshark has a large |
iterritory that can range up o thirty sguare miles. Other predators |

(rarely share territory with one, for fear of being eaten. The bulette

thas no lair, preferring to wander above and below ground and bur |
towing beneath the soil o rest ,
Buletees consume their victims Liuthmg,. '.w.apum and all.
Their powerful stomach acids quickly desooy armor, weapans,
and even magic items, They are not above nibbling on chests or
sacks ol coins either, the bulette motto being “Fat frst and think |
later” When it hag eaten everything in the tecritory, & bulette
imoves on. The sole criterion [or a suitable terdoocy 18 the avail- |
abiliry of food, so buleites occasionally move in nesr human and
halfling setrlements and terrorize the residents. |

COMEBAT

A buletre artacks anything it regards as edible, choosing the easi- |
est or closest prey first. The only crearures it refuses to eat are
elves, and it disliles dwarves, When burrowing underground, the
landshark relies on vibrations to detect prey. When it senses
something edible (thar is, senses movement), it breaks 1o the su-
face, crest fivst, and begins its atrack.

The landshark has & foul temperament—smupid, mean, and fear-
lesa. The size, srrength, and number of its opponents mean nothing

Leap (Ex): A bulette can jump inee the aic dudng combat. This
allows it to make foue clawe attacks insread of twe, but it cannot
bite. The arrack honus is +12.

Tremorsense (Ex): Bulerres can automatically sense the loce
tion of anything within a0 feer that is in contact with the ground




Large Aberration
Hit Dice; 3ds+6 (19 hp)
Initiative: +2 [ Dex)
Speed: 30 ft., climb 15 ft.
| AC; 17 (=1 size, +2 Dex, +6 namral)
| Attacks: 8 tentacles +3 melee, bite —2
| meles
| Damage: Tenracle paralysis, bite 1d4+1
| Face/Reach: 5 fr. by 10 f1./5 ft.
| Special Attacks: Paralysis
_Special Qualities: Scent
Saves: Fort =3, Ref +3, Will =5
Abilities: Str 14, Dex 15, Con 14, Inc 1,
Wis 15, Cha 6
| Skills: Climb +10, Listen +&, Spot +6
| Feats: Alermess

ﬂhmatcfl'mum Any underground

' Organization; Solitary or cluster {2-5)
Challenge Rating: 4
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dead and decaying esh bur also artack and lall living creatures, |

The crawler's multilegged and segmented body grows to sbout |
9 fept Jong and looks lile a cross between a giant green cut- |
worm and.a cephalopod, Eighr slender tentacles protrude |
[rom its head, directly above its mandibles. Each tentacle is
about 2 feer long and seoretes a sticky, puralyzing substance,
A mank edor often accompandes the ceeature and warns ad-
venturers of its approach, Like so many other hybrid mon-
Vogters, the cartion crawler may well be the result of genetic |
| experimenrarion,

COMBAT

Carrion crawlers nse their keen sensos of z-tghl and smell
to detect carcasses and patential prey. When anacking, a
crawler lashes out with all eight tentacles and |
tries to puralyze its victim, The renta-
cles deal no other damage, The crea-
mmre then kills the paralyeed victim |
with its hite and devours the flesh. |
tultiple crawlers do not fight in con-
cett, but each paralyzes as many oppo-
nents as possible, The unintelligent

Treasure: Mone

Alipnment: Always neutral
Advancement: 3—4 H [ {Large); 59 HD

(Huge)

| Cirrlon crawlers are agpressive subrerranean
|scavengers, greatly feared for their paralyzing ac
Ltacks, They scour their underground territory for

7

creature continues to_attack as |
long as it faces any moving
CppOnents,
Faralysis (Ex): Those hit
by a carrion crawlers tentacle |
attack must succeed at 8 Fort- |

%ﬁud{ save (DC 13) or be paralyzed |

Vi

‘jch for 2dé minutes.

CELESTIAL

Medium-Size Outsider (Good)

i7 (13 Dex, =4 Improved Initiative)

Damage reduoction 10/4+1, SR 25,
celestial qualitics, lay on hands,

Animal Empathy +10, Concentration
+8, Hide +10, Knowledpge (any two) or
Craft {any twe) +3, Listen 410,

Move Silently <10, Sense Motive <14,

Improved Initiative, Flvby Attack

Solitary, pair, or squad (3-5) |

Mo coins; donble poods; standard items |

Lantern Archon ___Hound Archon Avoral (Guardinal)
Small Outsider (Good, Lawful) Medium-Size Outsider { Good, Lawiul)
Hit Dice: 1d8 {4 hp) adass (33 hp) 7d8+7 (38 hp
Initiative: +4 (Improved Initative) +4 {Impraved Initiative)
Speed: Ely 60 fr. (petfect] 0 ft. or 60 fr. 40 ft., Ay 90 fr, (pood)
AC: 15 {41 size, +4 natural) 19 {+9 natural’ 24 (+3 Dex, +8 natural)
Attacls: 2 light rays +2 ranged touch Bite +R melee, 2 slams +3 melee; or 2 claws +9 melee; or 2 wings
greatsword +8/+3 melee, bite 13 melee +49 melee
Damape: Light rav 1d& Bite 1d8+2, slam 1d4+1; Claw 2d6+2; wing 2d8+2
greatsword 2de42, bite 14811
Face/Reach: 5 ft. by 5 fi./s . sfrbysh/sh shbysf /st
Special Attacks:  Spell-like abilities Spell-like ahiliies Spell-lilke ahilities, fear aura
Special Qualities: Damage reduction 20/+1, Damage reduction 1041, SB 18,
celestial qualities celestial qualities, scent,
! alternate form animal telepathy, true seeing
| Saves: Fart +2, Ref +2, Will <2 Tort +6, Ref =5, Will +& Fort <6, Rel 18, Will +8
L Ahilities: Str 1, Dex 11, Con 10, Str 15, Dex 10, Con 13, Sir 15, Dex 17, Con 12,
. Inr &, Wis 11, Cha 10 Int 10, Wis 13, Cha 12 Int 15, Wis 16, Cha 16
Ekills: - Concentration +8, Hide +7%, Jnmp +4,
Listen +8, Move Silently +7,
Sense Motive 18, Spot +7, Wildermess,
Lore +17
Spelleraft +9, Spot +18
Feats: Tmproved Initiative Improved Initiative, Track
Climate/Terrain:  Any land and underground Any land and underground Any land and underground
Organization: Solitary, pair, or squad (3-5) Solitary, pair, or squad [3--5]
Challenge Rating: 2 4 @
Treasure: Mone Mo coins; double goods; standand inems
Alignment; Always lawful good Always lawful good Always neutral good
Advancement: 2—4 HIy{Small 7—9 HI} {(Medium-size); B—14 HD {Medium-size);

10-18 HD (Large)

15-21 HD (Large!
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Trumpet Archon

Medium-Size Outsider (Cood, Lawful)

12de+12 {66 hp)

+7 {+3 Dex, +4 Tmproved Tnidaive)
40 ft., Fly 90 i (pood)

27 143 Dex, +14 natural)

i preatsword =21/ 416,411 melee

+& greatsiword 2da+11

sfrhysf/sh
Spell-like abilities, spells, irumper

Damage reduction 10/+1, SR 29,
celestial qualities

Tort +9, Ref <11, will +11

Stro20, Dex 17, Can 13,

Int 16, Wis 16, Cha 16

Animal Empathy +15, Concentration
£13, Escape Artist +15, Hide <15,
Knowledge fany three) +15,
Listen =15, Move Silently +15,
Sense Motive +15, Spot +15
Blind-Fight, Cleave,

Lmproved Initiative, Power Artack

Astral Deva

Medinm-Size Outsider (Cood)
12da+48 (102 hp]

£8 (4 Dex, +4 Improved Initative)
50 4t [y 100 fr. (good)

24 (+4 Dex, +15 natural)

=3 heavy mace of disruphbion

<21 /4164411 melee

+3 heavy mace of disniption
1d8412 and stun

5 [ by 5 fr./s fr,

Stun, spell-like abiliries

[ramage reduction 10/+1, SR 30,
celestial qualities, uncanny dodge
Fore +12, Ref +12, Will +12

Str 22, Dex 18, Con 18,

L 18, Wis 18, Cha 20
Concentration +19, Escape

Artist +19, Hide +19,

Enowledge (any three) or Craft (any
three} +17, Listen 425, Move Silently
+19, Sense Motive +19, Spot 425
Alermess, Cleave, Improved
Initiative, Power Attack

Special Attacks:
.Special Qualitics:

?Eaves:

o
Ghaele (Eladrin)}
! Medium-Size Outsider (Chaotic, Good)
Hit Dice: 10d8+20 {65 hpl
Initiative: +5 {+1 Dex, +4 Improved Initiative)
Speed: 50 fr, fly 150 fr. {perfect)
AC 25 {41 Dex, +14 marural)
Attacks: +4 greatswaond +21,/ 16 meles
ot 2 light rays 411 ganped touch
Damage: +4 greatswond 246414 and
positive energy; lighe ray 2d12
Face,/Reach: &by s fe/fs £
|Special Artacls:  Spell-like abilities, spells, gaze,
| [rositive eneTgy —
Special Qualities: Damage reducrion 25/+3, SR 28,
celestial qualities, alternace form
Saves; Fort <4, Ref +8&, Will +10
Abilities: Str 25, Dex 12, Con 15,
Int 17, Wis 16, Cha 6
Skills: Animal Empathy +13, Concentration
+12, Bscape Artist +11, Hide +11,
Knowledge (any three) or Crall (any
three) +13, Listen +15, Move Silently
<11, Sense Motive +13, Spot +15
Feats: Alertness, Blind-Fighe,
Improved Initdatve
{Climate,/Terrain: Any land and underground
{Organization: Solitary, pair, or sguad (3-5)
{Challenge Raring: 13
| Treasure: No coing; double poods; standard items
LAlignment: Always chaotic good
Advancement: 11—15 HD {Medium-sizel;
16-30 HD {Large;
Planctar
Large Outsider (Good)
Hit Dice: 1481700133 hp)
Initiative: #8 (14 Dex, 14 Improved Initiative)
Speed: 30 [, fv 90 fr. (good)
AC: 32 (—1 size, =4 Dex, +19 natural)
Attacks: +1 preatsword +23/+18/+13 meles
Damage: +3 greatswond 2da+13
Face/Reach: 5 fe by 5 iL/10 L

Spell-like ahilities, spells
Damage reducton 30,43, 58 30,
celestial qualides, regeneration 10

Any land and underground

Solitary, pair, or squad [3-5)

14

Mo coins; douhle goods; standand items
Always lawilul good

1318 HD (Medipm-size);

1936 HI2 [Large)

Splar

Large Outsider (Good)

22dE+110 (209 hp)

+3 [+5 Dex, +4 Improved Initative]
&0 b, fly 150 [ (good)

35 {1 size, +5 Dex, +24 naturall

Any land and underground

Solitary, pair, or squad (3-5)

14 }
Mo coins; double goods; standard irems|
Alwrays pood (any)

13-18 HD (Medinm-size ],

15-3& HD {Larpge)

15 darcing, vorpal preatsword +35/+30/+25/+20/15 melee;

or =2 mighty composite langhow {+5)
+28/+23/+18/413,/48 ranged
15 dancirg, worpal greatowand 2da+18;

+2 mighty composite longhow (+5) 1d8+7

st by s ft/10f

Spell-like abilities, spells

Damage reduction 35/+4, SR 32
celestial qualities, regeneration 15
Tort +18, Bel 418, Will +20

Str 28, Dex 20, Con 20,

[nt 23, Wis 25, Cha 25

Concentration +16, Escape Artist 30,

and slaving

Hide +26, Knowledpe (any five) or Crafr
{any five) +28, Listen +32, Move Silently +30,

Search +30, Sense Motive 132,
Spelleraft +19, Spot 432
Cleave, Dodge, Great Cleave,

Improved Initiative, Mobility, Power Artack

Any land and underground
Solitary or pair

MNa colns; double poods: standard items

Alwars good {any)

Fort +14, Bef +13, Will +15
|Abilities: Str 25, Dex 19, Con 24,
| Int 22, Wis 23, Cha 22 :
Slkills: Concentration +16, Escape Artist +20,
Hide +17, Knowledge (any five) or
Craft (anv five) +21, Listen +23, Move
Silently +17, Sense Motive +23,
Search +19, Spot +23
Feats: Rlind-Fight, Cleave,
Improved Inidative, Power Attack
Climate,/Terrain:  Any land and underground
Crrpanization: Solitary or pair
Challenge Raring; 16 19
Treasure: Mo coins; double poods; standard items.
Alignment: Always good (any)
Advancement:  15-21 HD {Large};

22—42 HID {Huge)

2333 HD (Large};
34-p6 HD {Huge)
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Uhe term "celestial” refers to many beings wha live on the planes Teleport (Su): Archons can telepart withour error at will, as |
of Good. Celestials positively drip wirth goodness—every fiber the spell cast by a 14th-level sorcorer except thar the creature |
of their bodies and souls is suffused with ir. _can tmnsport only itself and up to 50 pounds of |
They are the natural enemies of the fiends (creatures o phjects.
of the infernal realms). Examples of three types of Tongues (Sul: All ce
celestals are pre- lestials can speak with any
sented here; archons i crearure that has a language, as
[lawtul pood), guardi- *_though using a tongues spell cast by a
[nals (newtral good), and t4th-level sorcerer. This ability is
|eladrns (chaote pood). Also in- always active.
cluded are dewas, planetars, _and Immunities (Ex): All celestials are |
taglars, who can be of any immune o elecrricity and pcmﬁunun
good alignment. artacks. Devas, planerars, and solars
All celestials are blessed a - ¥ are also immune rocold and acid,
with comely looks, though their - ¥ Resistances (Exk Guardinals and |
actual appearances vary widely. eladrins have cold and acid resist-
Celestials speals Celestial, Infer- ance 20, Dewvas, planetars, and
| nal, and Draconic. solars have fire resistance 20,
: Al celestials receive a +4 racial |
COM BAT omus o Fordoede saves against
Celestials mewver artack withowt _ . , poison.
provocation (though their over- f iy : B . Keen Vision (Ex): ﬁllu:les—
whelming goodness  often \ tinls. have low-light vision |
makes them easily proveked), and &0-fooe darkvision,

They avoid harming other T

good creatures if they can, LANTERN ARCHON_
| using nonlethal spells or sub- Lantern archons sppear as Qoating balls of |
{dual artacks if possible. An light that glow about as brightly as a
| angry celestial can be vengeance torch. Only their destencrion can extine |
Lisell, however, no marter what guish the plow, though they can try 1o |
| the foe's alignment is, hide ir.

Celestials with few magical | Lantern archons are very Lcirudlj’arl.d
(gbilities generally preter to usually cager o give whar assistance |
|meet a foe head-on if it is pru- they can. However, their bodies are just
| dene to do so, but if outmatched, gazeous globes, and they are much roo

they do what they can ro even weak to render any material aid.
the odds. Becanse most celestials Lantern archons speak in sclt,
are very mabile, they favor hit-and- musical volces,
run tactics. Magically powerful celes-
tials usually stand off and engage a foe
with spells belore moving into mcl{‘:‘

s

Combat

A lanrern archon has
_ligrle reason to ger within
melee range. It usually hovers
just cloze enough o bring the gnemy
within its aura of menace, then

lasts away with its ight rays,
Lantern archons prefer ro con

Celestial Qualities
Aura of Menace (Sul A right—
BOUS gUra ﬁu.rruunds_ archons that
fight or get angty. Aoy hostile
creature within a 20-foot radivs of

| un archon must succeed ar a Will save to resist its elfects, The save centrate on i single opponent, seeking o reduce enemy numbers
| DC varies with the type of archon, Those who fail suffer a -2 guickly, This tactic can be devastating when a large group gather
| morale penalty to attacks, AC, and saves for one day or until they tor a fight,
| successtully hit the acchon that generated the aura. A creature nght Bay (Ex): A lanremn axchon’s light rays have a range of
that has reststed or braken the effect cannot be alfecred again by 30 feet.
that archon’s aus for one day. Spell-Like Abilities: At will—aid, detect evil, and conbinual
Magic Cirele against Evil (Su): A magic circle against evil effect Mare, These abilities are as the spells cast by a 3rd-level sorceren
always surrounds archons, identical with the spell cast by a sor- Celestial Qualities: Aura of menace (save DC 11), magic circle
cerer whose level equals the archon’s Hir Dice, The effect can be against evil, electricity and petrification immunity, teleport,
dispelled, but the archon can create itapgain during is next turn as [Ongues, +4+ save against poison,

1 free action. (The delensive benefits from the circle are pot in-

clnded in the statistics block.] HOUND ARCHON a

Protective Aura (Suk As a free action, ghacles, devas, plane- Hound archens look like well-museled humans with canine |
| tars, and solars can surround themselves with a nimbus of light |heads, They seek to defend the innocent and the helpless against |
Lhaving a radius of 20 feer. This acts as a double-strength mape | evil. |
Lcircle mpainst evil and as a mnor globe of invulnerability, both as casc . Their broad shoulders and meary fists mark hound a.rchc-ns 5.
| by a sorcerer whose level equal to the celestial’s Hit Dice, Theaura|  able combatants. Likewise, their strong legs indicate thar flesing
can be_dispelled, but the celestial can create it again as a free| |enemisswoal gel very fac
action o its next T, I}
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Combat quietly muster resisrance and offer guidance ro any of good h::an
Hound archons :ﬂwa!‘.rs Hgl‘ﬂ with a w1]|.Th¢}r_prcfl:r te attack with with the co LEage Lo stand apalnst their Cppressors.
their narural weapons but occastonally wse preatswords, Chaeles might easily be mistaken for noble elves if net ll_'-r L

Spell-Like Abilities: At will —aid, continual flome, detect evil, their pearly, opalescent eyes and radiant aura, They can also |

and miessage. These abilities are as the spells cast by a eth-level | take the form of an incorporeal globe of eldritch colars, 5 feet
SOTCErer L _in diameter.

Celestial Qualities: Aura of menace (save DC 16), magic Lm.]iu L
lagainst evil, electricity and peteification immuniey, [elep::u:lh Combat

| tongues, +4 save against polson. Ghaeles who enter combat prefer direct confrontation and dam- |

_Alternate Form (Sul; Hound archons can assume any Lm.Ln.e .apging attacks to more subtle or insidions methods. They usually |
| form {except that of a werewoll o other lycanthrope) as a stan-|  fight in their humanoid forms, wielding incandescent +4 ]
| dard action. This ability is similar o the palymarph self spell ut greatswords. [F 2 ghaele desires mobility, it assumes its globe form
Lallows only canines. and blasts the enemy with light rays.

#Whils in cantoe Sopng 2 hothd archon gains the higher of the Spell-Like Abilities: Ar will—aid, alter self, chava monster color |
two listed speeds and a =4 circumstance bonus to Hide and Wil spray, comprehend langeages, contimual flame, cure light wounds, dane- |
derness Lote checks. g [ights, detect el delect thoughts, dispel magic, hold monster im- |

T, x spened arvisiblity (sell only), major imeage, see invuibility, and leleper)
AVORAL Lwithout error (self plus 50 pounds of objects onlyl 1/day—chain |
| Aworals have the bodies of tall, muscular humans, bue their a;rl:m_, Alightning, prismatic spray, and wall of force. These abilities are as the |
Lare long, powerful wings. Lspells cast by a 12th-level sorcerer (save DC 13 + spell level).

An avorals wings feature small hands ae the midpoints. When | Spells: Chaeles in humanoid form can cast divine spells from |
its wings are [olded, these appendages are about where human the cleric list and the Alr, Animal, Chaos, Good, and Plane do- |
hands would be and can do nearly anything hands can. mains as 1dth-level clerics (save DC 13 + spell levell

Avorals' lower legs feature sorong talons and feathery vanes to Gaze (Suk In humanoid form—slay evil crearures of 5 or fcv.-{':r
act as a tail in flight, Their faces are mone human than avian, but HI, range 60 feet, Will negates DC 18, Even if the save succeeds,
the hair resembles a feathery cowl, and the eyves are bright gold. the creature is affected as though by a fear spell for 2410 rounds. |

| Their chests are exceprionally deep and powerful, anchoring theic Nonevil coearures, and evil creatures with more than 5 HD, must |
Lwing muscles. Their bones are strong but hellow, so even the isucceed at a Will save (DC 18) or sulfer the feareffect. -
argest avorals weigh ne more than 120 pounds, . Positive Enerpy (Ex): The ghaeles incandescent sword |

Their visual acuity is unbelievable: They can see detail on ob- deals an additional 2ds points of positive energy damage to evil |

Ljects up to 10 miles away and are said o be able to. discern the creatures,

| color of a creature’s eyes at 200 paces. o e Light Ray (BEx}: A ghaele in globe form can project lighe ra;.-h |

] . with a range of 300 [eel,

Combat Celestial Qualities: Protecrive aura, electricity and pen.lhc,a

| O the ground, an avoral can lash out with ies wings to deliver ton immunity, cold and acid resistance 20, tongues, ++ save
punishing blows, However, it pmi'ers to meeat its foes in the air, against poison,
where it can employ its rock-hard ralons and make full use of its | Alternate Form (Su}: A ghaele can shift berween its ho-
aerial speed and agility 1t can't make wing atracks while ﬂmn,g manoid and globe forms as a standard action. In humanecid form,
howewer, ! it cannet fy ov use its light rays, but ic can wse its gaze artack and

Spell-Like Abilitics: At will—aud, blur (self only), command, | spell-like abilities, make physical attacks, and cast spells In globe
detect magic, dimension door, dispel magic, gust of wingd, liold person, | form, it can fly, use its light rays, and wse spell-like abilities, but it
light, mage civele agomsl el {(sell only), magic mssile, and see invia- cannet cast spells or use its gaze attack.
bility; 1/ day—Tlightning kolt, These ahilities are as the spells cast by A zhaele remains in one form until it chooses 1o assume a new
an #th-level sorcerer {save [ 13 + spell level). one, A change in form cannot be dispelled, nor does the ghaele

Fear Aura (Su): Onee per day an avoral can ceeate an aura ol eeverl (o any particular lorm when killed. A trie seeing spell, how
fear in a 20-foot tadius, T is othepwise identical sith feor as cast by evel, reveals both forms simulraneously,

an Bth-level sorcecer (save DC 17,

Celestial Qualities: Electricity and petrification immunity, TRUMPET .ARCHUN

| cald and acid resistance 20, tongues, +4 save against poison. Trumpet archons look like beaudful, winged elves. They serve

i Lay on Hands (Su): This works just like the paladin’s ability, a5 celestial messengers and heralds, though their mareal skills

| bur the avoral can heal as much damage per day as its own un- are considerable, Hach carries a gleaming silver trumper abour s |
damaged hit point tatal, feet long,

Animal Telepathy (Su): An avoral can mentally communi-
cate with animals as a free acriom, This works exactly like speak  Combat

with animals as cast by an 8th-level druid bur does not require Trumpet archons usually disdain physical combat, preferring o
sound, ohliterate the foe wich spells quickly and retum to their duries. I
True Seeing (Su): This is identical with true seeing as cast by a forced inte an extended battle, though, they sound their tumpets |
14th-level cleric, except that it has personal range and the avoral and ateack with a vengeance,
must concentrate for 1 full round before it takes effect Therealier Spell-Like Abilities: At will—delect evil, conbimual flame, and]
(At remains in eflect as long as the avoral concentrares on it miessage, These abilities are as the spells cast by o 12th-level |
| Skills: An avoral's sharp eves give it a +8 racial bonus o Spot | SOTCELET,
| checks, Celestial Qualities: Aura of menace (save DC 19], magic c.m.le
cagainst evil, electrcity and petrification immunity, teleport, |
G HJ'E".E].E ! (Longriees, +4 save against poison.
| Ghaeles are the knights-crrane of the celestials Wherevereviland| | Spells: Trumpet archons can cast divine spells [rom the cleric
; tyranny raise their ugly heads, the ghaeles respond. L listand from the Adr, Destruction, Good, Law, and War domains as
3 2 1 Working behind the scenes more than other eladrins, ghaeles | L4th-level cledes (save DC 13 + spell level).
W x'-l‘ e | .




Trumpet (Su): The archen’s trumpet produces music.of utter
clarity, piercing beauty, and, if the trumpet archon wills it, para-
lyzing awe. All crearures excepe archuns within 100 feer of the
blast must succeed at o Fortitude save (DC 19 or be paralyzed for

1d4 rounds, The archon can alse command its trumpet to become |

a +4 greatswond as a free action.

If the trumpet is ever stolen, it becomes a chunk of useless

{lead uneil the archon can recover it Woe betide any thief canghr |

| with ir.

ASTRAL DEVA

Asrral devas watch over lesser beings of good alignment and !'H:]p
when they can. In particular, they are parrons of planar ravelers
and powerful creatures underraking good causes,

Supple and lithe, devas look like beautiful humans with leng,
feathery wings. They can be of any good alignment.

Combat
”-’gsr_La_l devas are not afraid to enter melee combar, They take a.
{fierce joy in bashing evil foes with their powerlul +3 heary mares r'f
disrueplion,

Stun (Su): Il an astral deva smrikes an opponent wice in ona
round with its mace, that creature must succeed at a Fortimde
save (1 15) or be stunned for 1d6 rounds,

Spell-Like Abilities; At will—aid, continual fTame, detect el
discern lies, dispel evil, despel magee, holy aura, haly smite, holy word, in-

| pisibility sphere (self only), polemorph self, temove curse, remove disease,
Land remave fear; 7/day—see inviability and cure light wounds;
| 1/day—heal and blade barrier, These abilities ave as the spells cast
by n 12th-level sorcerer (save DC 15 + spell level),

Celestial Qualities: Provective aurs; firg resistance 20,
| tengues; electricity, cold, acid, and perrification immuniry, +4 save
Lagainst poison.

Uncanny Dodpe (Ex} Astral devas are never caught flar-

footed and cannat be flanked.

skills: Extremely alert, astral devas receive a —+ racial bonus to
Spot and Listen checks,

PLANETAR

Planetars serve as mighey generals of celestial armies. They ah::
help powerful mortals on missions of good, particulacly thase that |
invalve battles with fends,

Planetars resemble massively muscular humans with smooth
emerald skin, white feathered wings, and hairless heads,

Combat
Despite their vast array of magical powers, planetars are likely to
|wade into melee with their +3 greatswords, They particularly enjoy
| fighting fiends.
| Spell-Like Abilities: Ar will—continual lame, dispel magic, holy
| samite, immproved invisibility (self only), lesser resboration, remove carse,
seniove disease, remouve fean and speak with dead; 3/ day——blade barmer,
flame strike, and rose deads 1/day-—rearthquake, greater restoralion,
shapechange, and symbol (any}. These abilities are as the spells cast
b a 17th-lovel sorcerer (save DC 16 + spell level).

The following abilities are always active on the planetars
person, i the spells cast by a 17th -level sorcerer: detect evil, detect
surres and pits, discern Lies, see inasiinlely, and lrve seeing. They can
be dispelled, bur the planctar can reactivate them as a free

Laction.
spells: Planetars can case divine spells from the cleric list and
| from the Adr, Destruction, Good, Law, and War domains as 17th-
evel clerics (save DC 16 + spell level},
. Celestial Qualities: Protecrive aurs, fre resisrance 20,
| tongues, electricity, cold, acid, and petrification immunity, =4 save
A2ainaT poison.
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SOLAR

Solars are the grearest of the celestials, usually close amendants o]
a deity of champions of some cosmically beneficent task (such as |
eliminating a particular type of wrongdoing),
. A 9-foor-tall humanoid with beilliant ropaz eyes; silvery or
{golden skin. and. gleaming white wings, a solar has a deep and
Lcommanding voice,

Combat
Solars are virtually unmatched in power Other than demon |
princes, archdeils, and deities, nothing else in the multiverse ap- |
proaches them. Even more learsome than their <5 vorpal, dancing
greatswords are their +2 mughtly composite [onghows that create any
sorr of slaying armw when dravwn,

Spell-Like Abilities: At will—aid, animate objects, ummunf. |
cantinual flame, dimensional anchor, greater dispelling, holy smite, im-

|prisonment, improved invisibility {zelf only), lesser vestoralion, remove
Letrse, remave disease, remave fear, resist eloments, swmmon monster VI,
Land speak with dead; 3/day—hlade barticr, carthquake, heal, perma-
neney, resuvvection, and shapechange; 1/day—greater restoration, mass
chavm, power wonl Blind, power word kill, pover wond stun, prismatic
spray, symbol {any}, and wish. These ahilitics arc as the spells cast by |
a 20ch-level sorcerer (save 100 17 + spell level),

The [ollowing abilities ave always active on the solar's person, as
the 5pc:||5 cast by a 20th-level sorcerer: detect ewal, detect snares ard
pibs, dhscern lis, see invisibility, and trae seeing. They can be dispelled,
bt the salar can reactivate them as a [Fee action,

Spells: Solavs can cast divine spells [rom the cleric lise and |
from the Air, Destruction, Good, Law, and War demains as 200h- |
lewel cleries (save DC 17 + spell level ). |

Celestial Qualities: Protective aura, fre reslstanee 20,
tongues, electricity cold. acid, and petrification immuniry, +4 save |
agalns poison,

CENTAUR

Large Monstrous Humanoid

Hit Dvice: 4d&+8 (26 hp}

Initiative: +2 {Dex)

Speed: S0

AC: 15 (—1 size, +2 Diex, +2 natural, 42 large shield)

Attacks: Grearclub +7 melee (o heavy lance +7 melee), 2 hooves
+3 melee; or mighty composite longbow (+4) +5 ranged

Damage; Creatclub 1d10+4 Lor heavy lance 1d8+4), hool 1de+2;
ot mighty composite longhow 1d84

Face/Reach: & fr. by 10 fr./5 fr

Saves: Fort +3, Ref +6, Will +5

Abilities: 5tr 18, Dex 14, Con 15, 1nc 8. Wis 13, Cha 11

Skills: Hide <2 Listen +4, Move Silently ++, Spot -4,
Wilderness Lore 45

Feats: Weapon Focus [hoof)

Climate,/ Terrain: Temperate forest

Organization: Salitary, company |S-8), troop (818 plus 1
leader of 2nd—5th level), or tribe (20—200 plus 10 3ed-level ser-
geants, 5 sthelevel lieutenants, and 1 leader of Stheath level)

Challenge Rating: 3

Treasure: Standard |
Alignment; Usually neurral good |
Advancement; By characrer class |

Centayrs are woedland beings wha shun the company of out- |
sidlers. They are deadly archers and even more fearsome in melee, |
A centaur'’s appearance is unmistakable; The upper torso, arms,
land head ave bumanoid, while the lower body is thar of a larpe
{horse, Both human and cquine physiques are well muscled,
Centaurs speak Sylvan and Elven,
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COMBAT

Although generally mild-tempered, centaurs are always armed,
Thelr Lvorite melee weapons are massive oaken clabs. When
scouting or hunting, they carey shields and mighey composice
bows. If armed for war, they also carry heavy lances,

Centaurs usually don't proveke a fAght. Their normal rLSpL.llu.q. |
| to aggression s swill retreat, perhaps lannching a lew arrows to
| discourage pursuit. Against creatures dangerons o their commu- |
| nities, they use much the same tacrics, excepr thar abour half their |

number will civcle around to lie in ambush or attack the foe from |
the rear

CENTAUR SOCIETY

Among their own kind, centaurs are sociable creatures, but they
have been known to become rowdy, boorish, and sppressive when
under the influence of alcohel

Lone centaus are usually males our hunting or scouring, Com-

| panies and ooops are usually males hunting or scouting in force. |

| Centaur wibes remain near their lairs. At any piven dme, mosial)

Lthe centaurs in the teibal lair are female; while the males are out |
hunting and scouting, the females lead and administer the tribe. |
A third of a wribe’s population is young,

The typical centaur lair is located deep within a torest. It con-
sists of a large hidden glade and pastures, with a good supply of
running water. Depending upon the climate, the lair may contain
huts or lean-tos to shelter Individual [amilies, Hearths for cooking

Land warmth arce in an open areq, away from the mees,
| Centaurs are skilled in hordeulture and may cultivare useful
| plants near their laie In dangerous, monster-infested areas they
L plant thick barriers of thorm bushes around the lair, dig pits, and
; SET STLATeS,
Centatrs survive through o mixtuee of hunting, loraging, fish-
| ing, agriculture, and made. Though they shun dealings with hu-
| mans, centaurs do trade with elves, especially for
fond and wine, The elves are paid
fram the group treasury: the booty of
slain monsters,

A centaur tribes territory varies
with its size and the nature of the area |
it inhabits, Centaurs do not object w
sharing territory with elves The ani-
tude of a cenraur toward a stranger in
its territory varies with the visitor
Flumans and dwarves are politely asked e
to leave, halflings or pnomes are toler- ey
ated, and elves are welcomed. Centaurs o
deal with monsters according o the
threat to the wellare and survival of the

| teibe: 11 a piant or deagon were to enter

Lthe territory, the centaurs would relo-

Leate, but they weould kill trolls, ores, and
the like.

The patron deity_of the contaurs is
Skerrie, 0 god of nature and community:

CENTAUR CHARACTERS

Centaurs  sometimes  become bards,
rangers, or druids. Their favored class is
ranger, Centaur rangers eften chooge a
| magical beast or some variery of hu-
| mangid as their favored enemy. A
Leentaur druid 45 usually a rebe's desig
Lnated leader and speakern, Centaur
| clerics {whi are rare) worship Skerric
(and can choose any rwa of the fol-
lowing domains: Animal, Good, and
Plant.
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CHAQS BEAST!

Medinm-Size Outsider {(Chaotic)
Hit Dice: 5d8+5 (44 hp)

Initiative: +5 (+1 Dex, +4 Improved Initlative)
(Speed: 20 [

VAC: 16 (+1 Dex, +5 natural)

Atrtacks: 2 claws +10 meles

Damage: Claw 1d3+2 and corporeal instabiliny

| Face/Reach: 5 ft. by 5 fcco 10 fe. by 10 /5 fr

| Special Attacks: Corporeal fnstability

Special Qualities: SR 15, immune o ransiormation,
immune to critical hits

Saves; Fort +7, Bef +7, Will +&

Abilities; Srr 14, Dex 13, Con 13, Int 10, Wis 10, Cha 10

Skills: Climb 12, Escape Artisr +11, Hide +10, Jump +10,
Listen +4, Spot +%, Tumble +10

[Feats: Dodge, Improved Initdadve, Mobiliey

[Climate,Terrain; Any lind and underground

Organization: Solitary

Challenge Rating: 7

Treasure: Mone

Alignment: Always chaotic neutral

Advancement: 9-12 HD { Medium-size); 13-24 HD (Large)

These horrific creanures have mutable, everchanging torms. Their |

(deadly rouch can make opponents melt inro formless poo.

Theres no telling what a chaos beast will look like, One |
moment it might be a towering homror of hooks and fangs, all |
pulpy Hesh and exposed veins, and the next, a slithering mass of |
ropy, vermilion-ripped rentacles. A moment later i may be a bul- |
bous thing with ren_eyes swimming in a viscous sac at the ropof|
thL body, in turn surrounded by a ring of

smacking mouths, then become a
/ mighty creature, all muscle and
Furv. A chaos beast’s dimen-
stons vary, but it weighs abour
200 pounds,
Chaos beasts do nor speak

| COMBAT
How many different attacks
can i creature capable of any
- form have? In this case, only
o,
For all its fearsome appear-

ances, whethar it hasg claws.
fangs, pincers, tentacles, or

spines, a chaos beast does

little physical harm. Regard-
less of form, the creature
HECITLS Lll'le]l.: [ mﬂnagf: maore
than two attacks per round. Tes
continual transmutations pre-
vint the coordination necded
to do more.

Corporeal Instability (Su); |

A blow from a chaos beast can |
canuse a terrible transformarion, |
A living creature must succeed |
J at o Fortitude save (DC 15) or
I J become a spongy, amorphous |
' mass. Unless conrralled
through an act of will, the

vicrim's shape melts, flows,

writhes, and boils.
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The affected creature s unable o hold or use any
item. Clothing, armor, rings, helmets, and backpachs 4
become useless. Large ftems—armor, bacl- A
packs, even shirts—hamper more than
help, reducing the crearure’s Dexter- 4
ity score by 4. Softor misshapen foer %

land leps reduce speed to 10 feet or 8
| ane-quarrer normal, whichever is
| less. Searing pain courses along
\the nerves, so strong that the 4
ereatire cannot act coher-
gntly. Tt canniot cast spells or
|use magic tems, snd it artacks
blindly, unable 1o distinguish
friend from foe {~4 penalty §
to hit and a S0% miss
|change, regandless of the
Lattack roll),

Each round the creature
spends in an amorphous
state deals 1 point of per- &
manent Wisdom drain from
mental shock. If the creature's
Wisdom score fulls to 0, it becomes a
chaos beast irself

A creature with a strong sense of

| self can regain its own shape by taking a standard action

| 1o arternpt a Charlsma checle (DC 150, A success teestablishes the
| creatuces normal form for | minore, On a failuee, the ceeamre can
el repeat the checl each round wunnil successiul

Corporeal instability is nor a disease ora curse and so is hard ro

|remove. A shapechange ar sneskin spell does not cure the affliceed

|crearure but fixes its form for the durarion of the spell. A reston-

Ltion, heal, ot greater restoration spell removes the alfliction (a sepa-
ratle restaration is necessary to restore any lost Wisdom],

Immune to Transformation (Ex); Nomartal magic canallect
or fix u chaos beast's form, Effects such as polyanarph or perritica- |
tion force the creature into a new shape for a moment, but it im- |
mediacely returns to its mutable form as a free action.

CHIMERA

Large Magical Beast
Hir Dice: 9d10-27 (76 hp)
Imitiative: +1 {Dex)
Speed: 30 {r, {ly 50 f1. {poor)
AC: 10 (-1 size. +1 Dex, +6 nacural)
| Artacks: Bire +12 melee, bite 110 melee, bute =10
melee, 2 claws +10 meles
| Dumage: Bite 2d6+4, bire 1d8+2, butr 1d8+2,
claw 1de+2
Face/Reach: 5 f. by 10.fe./5 .
Special Attacks: Breath weapon
Special Qualities: Scent
Saves: Fort =9, Ref+7, Will 14
Abilities: Str 19, Dex 13, Con 17, Int 4, Wiz 13,
Cha 1o
Skills: Hide +4, Listen +9, Spot+2
Feats: Alermess, Mulriattack

| Climate Terrain: Any land and underground
| Organization; Solitary, pride (3—-5), or flight [6-13]
1 Challenge Rating: 7
| Treasure; Standard
Alignment: Usually chaotic evil
Advancement: 10-13 HD {Large); 1427 HD
(Huge)

clawrs and fangs.

larpe black goar and the forequarters
of a great lion, It has brownish-black
dragon wings and the heads of a goat,

| maneless lion head has green eyes,
The scaly dragon head has black

blue, green, red, ov white The crea-
pure is abour § foer tall ar the
shoulder, nearly 10 feet lang, and
_ weighs about 4,000 pounds.

conic but seldom bother o do so,
eycepr when toadying to more power-
ful ceeatures,

COMBAT

A deadly [oe, the chimera prefers o

s \
T
- surprise prey. Lt often swoops dowmn

from the sky or lies concealed until it charges, The dragon head |
ican loose & breath weapon instead of biting, Several chimeras |

artack in concert,

Breath Weapon (Su): Every 1d4 rounds, damage 3d8, Rellex |
half DC 17, Use all mles for dragon breath of the appropriate vi- |
tlety (see the Dragon entry} except as specified in the table below, |

To determine the head color and breath weapon randomiy, tall |

1d1o and consulr the table,

1d10 Head Colar Breath Weapon
1-2 Black Line of acid*=

3 Blue Line of lightning
5-6 Creen Cane of gas=*
7-8 Red Cane of fire
9-10 ‘White ) Cone of cold

*4 ling is always 5 leet high, 5 feet wide, and 40 feel long
wx 8 cone is always 20 feet lang.

skills: The chimeras three heads give it 2 +2 racial bonus 1o
Spot and Listen checks.

The chimera is 2 hizarre, three-headed predaror that .
huwats on the ground and on the wing. It can defeat |
: even the hardiest opponent with a By of |

A chimera has the hindquarters of a

a lion, and a fierce dragon. The pirch- |
black goat head has glowing amber |
eves and long ochre horns. The |

eyes, and the scales might be black, |

Chimerss can speak Dra- |

g.
E
o
&
&
£
%




CHOKER

Small Aberration

Hit Dice: 3d8-3 (16 hp)

Initiative: +4 (Improved Initiative)

Speed: 20 tr, climb 10 ft.

AC: 16 (41 size, +5 natural)

Artacls: 2 rentacle slaps +6 meles

Damage: Tentacle slap 1d3+3

Face/Reach: 5 fi. by 5 f./10 £

Special Attacks: Haste, improved grab, conserice 1d3+3

Saves: Fort +2, Bel 1, Will +4

Abilities: Str 16, Dex 10, Con 13, Tnt 4, Wis 13, Cha 7
| Skills: Climb <16, Hide +7, Move Silently +4+
L Feats; Improved Initiative

Climare/Terrain: Auy underground
Orpanization: Solitary
Challenge Rating; 2
Treasure; 1/10 coing S0% goods, S0% irems
Alignment: Usually chantic evil
Advancement: 46 HD { Small); 712 HD { Medium-size)
These vicous little predators lork underground, grabbing what-
L ever prey happens by
A choker bas mortled gray or steny brown fesh, Tt looks
| humaneid arfirst plance: The Lead and worso ace as small and com
| pact as a halfling’s, but the arms and leps {(and fingers and 1oes) are
incredibly spindly and long. The hands and feet have spiny pads
| that help the choker grip almost any surface. The crearure weighs
abeut 35 pounds.
The choker’s skull, spine, and rib cage ave bony, burits limbs are.

AL, - e

. Ie;].ll‘j’_ rentacles with multiple knobby joints of cartlage, Thus, it |
appeats bowlepged, and its movements seem peculiar and fluid,
Cholkers spealk Undercomimon.

} COMBAT

LA choker likes to perch near_the ceiling. often at intersections,
.archwaia wells, or staircases, and reach down to artack its prew

A choleer attacks crearuges of almost any size, but prefers lone
prev of ar least Small size, If very hungey, it may attack o group, |
Ut it weaits to grab the last crearure in line,

Chokers are sly and greedy. Quick-thinking parties that spul
ene before it attacks might be able to bribe a choker sith food and |
guestion it abour the ares around its lair,

Haste (Su): Although not pardcularly dexterous, a chaler is.
superpaturally guick. It can eake an exera partial action each |
round, as iF affected by a hasle spell.

Improved Grab (Ex); To use this ahility, the choker must hir

jan opponent of up to Large size with a tentacle artacle 101 pets s |
thold, it can conserice,

Constrict (Ex} A choker deals 1d3+3 poines of damage with
successiul grapple check against Large or smaller crearures, Be-
cause it seizes victims by the neck, a creature in the choker’s grasp |
cannor speak or cast spells with verbal components,

CHUUL

Large Aberration

Hit Dice: 11d8444 (93 hp)
Initiative: 17 {43 Dex, +4 Improved Initiative)

Sp-eed 30 fr., swim 20 4L

AC: 23 {1 size, +3 Dex, +10 natural)

Attacks: 2 claws <12 melee

Damage: Claw 2d6+5

Face/Reach: 5 fr. by 5 ft./10 i,

Special Attacks: Improved grab, squeeze, paralysis
Special Qualities: Paralysis and poison immunity
Saves: Fore +7, Ref +¢. Wil +9

Abilities: Ser 20, Dex 16, Con 48, Int 10, Wis 14, Cha 5
Skills: Hide +13, Jump =11, Listen +13, Spot +13
Feats: Alectness, Improved Initiative

Climate/Terrain: Temperate and wactn forest, marsh,
and underground

Qrpganization: Solitary or pack {2-5)

Challenge Rating: 7

Treasure: 1,/10th coins: s0% poods; standard items

Alignment: Usually chaotic evil

Advancement: 12-16 1D (Latpe); 17-33 HD (Huge)

A horrible mix of crustacean, insect, and serpent, the chuul is an
abomination that lurks submerged or partially submerped, awair-
ing intelligent prey to devour,

A chuul has huge pincerlike claws, four webbed legs; a wide
tail, and a mandibled mouth surrounded by squirming tentacles
Its enudre body s encased in an orange and black carapace

Although amphibious, chuuls are clumsy swimmers and acru-
ally prefer ta be on land or in very shallow warer, They love 1o prey |
on lizardloll !

Chuulsare known to collect trophies from their kills, Although |
unable to use weapons, armor, or most other belongings, chuuls |

(keep these items in their lairs. If a wictim has no interesting pos- |
sessions, the chuul takes its skull, 4

Although most live in swamps and jungles, some chuuls have |
Jadapted to subterranean b, hunting in and near underground
streams and lakes, These underground vardeties have 60-foot dark-
vision and prev on woglodytes and unwary drow. They are some-
rimes in the thrall of beholdess or mind Hayers.



COMBAT

A chuul prefers w wait by the shore, submerged
in murky water, until it hears nearby prey

{in ar out of the water) that it can arrack
with surprise.

Acchuul facing multple opponents

| grabs with irs claws and crushes its
| foes, then passes one oppo-
| nent to its tentacles, It .
Ltries 1o always have e
| one claw free, soif
bit faces a preat g
number of oppo-
nents, it drops
paralyzed or dead
vigtims without
(eating them
pand continues
{ grabhing, crush-
Ling, and paralyeing
the rest.

Improved Grab (Ex): To use this ability, the chuul
with a claw attack,

Squeeze (Bxk: A chuul thar gets o hold automatically deals claw
damage, with an additional 1dé points of bludgeoning damage
from the crushing force, each tound the bold is maintained.

| Paralysis (Ex): The chuul can transfer grabbed victims from a
| claw to dts temtacles az a parrial acrion. The tentacles grapple with
| the same strengrh as the claw but deal ho damage. However, they
.exude 2 paralytic secrerion, Those held in the tentacles must suc-
cceed #t p Forimede save (DC 190 or be paralyzed for & rounds.
While held in the tentacles, paralyzed or nor, the victim auremar-
|ically rakes 1d842 points of damage each round feom the creature's
| mandibles.

must hit

CLOAKER

Large Aberration
Hit Dice: 6d&+18 (45 hp)
Imitiative: =7 (+3 Dex, +4 Improved Initiarive)
Speed: 10 fi., fly 40 fi. (average!
AC: 19 (—1 size, +3 Dex, «7 naturall.
Attacls: Tail slap 18 melee, hite +3 melee
Damage: Tail slap 1de+s, bite 1d4=2
Face/Reach: 5 ft. by 5 £ /10 [ (5 fr.with bite)
Special Artacks: Moean, engull
Special Qualities: Shadow shifr
| Saves: Fore +5, Rel 45, Will +7
| Abilities: S1r 21, Dex 16, Con 17, Inc 14,
b YWris 18 Cha 15
| Skiills: Hide +12, Listen 411, Move
Silently +12, Spor i1l
Beats: Alertness, Improved Initiative

Climate,/Terrain: Underpronnd
Creganization: Solitary, mob (3-8},
ot flock (7-12)
Challenge Rating: §
Treasure: Standard
| Alignment: Usually chaoeic
newral
Advancement: 79 HD (Large); 10-18

[ HD {Huge,

14

| Cloakers are bizarre creatures that lurk in dark places far beneath
the surface. They kill intruders without remarse or pause, except
to plan cruel amusement.

When testing or lying in wait, these crearmres are almost impos- |
sible to distinguish from comman black cloaks. Black eyespatsin |

1 row._on the bacls resemble buttons, and the cloaker’s ivory

revealing its wide, toothy mouth and piercing red eyes,
does the horrific narure of the creature become apparent,
Cloakers pursue their own mystetious goals. While
thew are certainly intelligent, their minds work in a

them.

COMBAT

ponent, a cloaker wses its engull artack,
Against mulriple foes, it lashes with its

numbers, then engulfs a survivor. Mult:

rest artack.
Moan (Ex): & cloaker can emit a dangerons subsonic moan in-
stead of biting. By changing the frequency, the cloaker may cause

claws look very much like bone clasps. Omly when it unfurls, |

way 5o alien that few if any human beings have ever |
been ahle to make meaningful contact with |

Cloakers nsnally lie sdll, warching and |
listening for prey. If facing a single op- |

tail in concert with its moan and shadow |
shift abilities to reduce rhe oppositions |

ple cloakers usually splic up, leaving oneor |
two behind to use special ahilities while the |

ome of four effects. Cloakers are immune to these sonic, mind-af
ferting attacks. Unless noted otherwise, creatures who success- |

moan effect from the same cloaker for one day,

Hfully save against these effeces cannot be atfected by the same |

Unnerve; All within an 8i-foor spread automatically suffera -2 |
morale penalty o areack and damage rolls, Those forced to hear |

the moan for mare than & consecutive rounds must succeed at a

Will gave (DC 15) or enter 4 trance, unable o artack or defend |

themselves until the moeaning stops. Bven on a success, they must
repeat the save in each round the moaning continues.

Fear: All those within o 30-foot spread must succeed ar a Will
save (10 15) or fee in terror for 2 rounds,

MWousen: Bveryone in a 30-foot cone must succeed ar @ Fortitude
save (DC 15) or be overcome by nausea and weakness. Affected
characters fall to the ground and are unable to take any actions, in
cluding delending themselves, for 1d4+1 rounds,

Stupor: A_single creature within 30 feer of the

cloaker must succeed at a Fortitude save (THC

151 or be allected as though by a hold

person spell for 5 rounds. Even

after a successful save, the cres-

ture must repear the save if the
cloaker uses this effect again,

Engulf (Ex}: A cloaker can
try_to_wrap a Medium-size or

smaller creature in its body as a
standard action. The cloaker ar-
tempts a grapple that does not
provoke an artack of opportu-
ity If it gers o hold, ic bites the

rail to strike at other targers,

ar deal half their damage ra the menster
and half to the trapped victim.

oy areas and has seversl possible effects.
Ohscire Viswm: The cloaker gains one
quarrer comcealment (10% miss chance) o
1d4 rounds,

Artacks that hit an engulfing cloak- -

Shadow Shift (Su): Cleakers can manipulare ]
shadows. This ahilicy is effective only in shad- |

engulfed victim with a +4 attack |
bomus. Tt can sl use its whiplike |
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Dancing Imeges: This duplicates a mirror image spell case by a
sth-level sorcerer

Silent Tmage: This duplicares a silent image spell case by a éth-
level sorcerer,

| Small Magical Beast
LHit Dice; 510 {27 hp)
Initiative: +3 { Dex)
{ Speed: 20 &, fly 60 fi. (poor)
AC: 14 (41 size, 43 Dex)
LAttacks: Bite 14 melee
Damage: Bite 1d4-2
Face/Reach: 5 fr. by 5 {t./s fr
Special Artacks: Perrification
 Special Qualities: Perrificarion immuniry
i Saves: Fort +4, Ref +7, Will <2
| Abilities: Str 6, Diex 17, Con 11, Int 2, Wis 13, Cha 9
| Skills: Listen +7, Spot +7
Fears: Alertness, Dodge

COUATL

Large Qutsider (Good, Lawiul)
Hit Dice: 9d8+18 (58 hpl
Initiative: +7 (+3 Dex, ~4+ Improved [nitiative)

Climate/ Terrain: Any remperate and warm land and under-
pround

Orpganization: Sclitary, flight {24}, or ock (6-13)

Challenge Rating: 3

| Treasure: None Speed: 20 fr, fly 60 fi. (goad)
| Alignment: Always neumal |AC: 15 (—1 slee, +3 Dex, +3 natural)
| Advancement: 6—8 HD {Small); 9-15 HD {Medium-size) Attacks: Bite +12 melee
! Damage: Bite 1d3:6 and poisen |
| The cockatrice is gn eerie, repulsive hybrd of zard, cockerel, and Face/Reach: 5 ft. by 5 fr. {coiled)/s . |
| bat, Ir is intamcus for ies ability ro wen eshoo stone. Special Attacks: Spells, psionics, poison, constrict 2d&+6
A cockarrice is ahout the size of a large goose or turkey. Tt has Special Qualities: Telepathy, ethereal jaunt i
| the head and body of a cockerel, bat wings, and the long tail of a Sawes: Fore =8, Ref <9, Will +10
lizard, ripped with a few feathers, The cockarrice’s wattles, comb, Abilities: Str 18, Dex 16, Con 14, Int 17, Wis 19, Chai7
and eyes are bright red. Its beak is yellow, irs wings gray. its tail Skills: Concentration +14, Knowledge (any three} +8, Listen +16,
green, and its feathers golden brown, : Search +15, Sense Motive 16, Spellcraft +15, Spot +186,

Tumble +13

Females, much rarer than males, o
PYEEST Feats: Dodge, Improved Initiative, Still Spell

differ only in that they have np wattles
ot comb,

The feathers of the cockatrice
are prized as quills for scrib- &5
ing scrolls,

COMBAT
The cockatrice fievcely ar- |
tacks anything thar ir i,

. deems a threar to itselfor

| its lair. Flocks of coclkari-

pces do their utmost to |

Loverwhelm and confuse
their foes, and sometmes
fly directly into their op-
ponents’ faces,

Petrification (Su): A \*

Climate/Terrain: Warm forest
By Organization: Solitary, pair, or flight (34}
Challenge Raring: 10
o Treasure: Srandard

Y Alignment: Alvways lawiul good

| The couatl i5 legendary for its sheer beauty, vast
magical powers, and unwavering virme. Is intelli
gence and goodness have made it an object of rev
erence (n the regions it inhabits.
The conatl is one of the most beautiful creatures
in existence: It has the body of a serpent and feath
ered wings the coler of the rainbow. The creature is
abour 12 feer long, with a wingspan of about 15 feet, Tt
weighs alout 1,800 pounds.
Couatls speak Commen, Draconic, and Celestial and |
also have the power of teleparhy,

COMBAT

f e A couatl seldom artacks without provecation, rl1uu,1,].1.1u.lw4u :
artacks evildeers caughr red-handed. Since it is highly intelli- |

gent, a couat] usually casts spells from a distance before closing,
If more than one couat] is invelved, they discuss their strategy

before a hartle.

cockatrice can turn beings

to stone with a touch, Cres-

tures hit by a cockatrdce must

succeed at a Forritude save (DO
157 ar instantly tarn 1w smone.

_ Petrification Immunity (Ex):
| Cockatrices are immune to the perri-
| fying ability of other cockatrices, bue other
| perrilying attacks aflect them normally (a
| medusas paze, porgon's breath, a flesh o

stone spell, etc ),




spells: A countl casts spells as g 9th-level sorcerer, sxcepe thar i
does not need material components. It can also cast spells lrom
the cleric list and from the Adr, Good, and Law domains as arcane
apells,

Peionics (Su): At will—detect chans, defecl ewl, delect good, detect |
lauy, detee) thowghls, drisibility, plane shufl, and palymiovph self. These |
ahilities are as the spells cast by a 9eh-level sovcerer (save [M2 13 4

Lspell lewel

Poison (Ex): Bite, Foreitude save (DO 16); initial damape 2d4 |

|temporary Strength, secondury damage #d4 remporary Strenprh,
Comstrict (Ex): A couat] deals 2d8+6 points of damage with a
{successful grapple check apainst Hupe or smaller creatures.
Dfren, a conat] uses a stilled and quickened spell against other op-
ponents while constricting a foe,
Telepathy (Su): A couatl can communicate telepathically with
amy creature within 90 feer thar has an Intelligence score of ar
{east 1. The creature can respond to the couat! i it wishes  no
| commen language is needed.

| Ethereal Jaunt (Su): This works like the spell as cast by a 16the |

| level sorcerer.

Skills: Arcana, history, and nature are favored Enowledge

skills amoeng couarls,

DARKMANTLE

Small Magical Beast

| Hit Dice: 1d1041 {6 hp)

| Initiative: +4 (Improved Initdative]

| Speed: 20 fi., fly 30 [i. {poor)

AC: 17 (+1 size, +6 natural}

Artacks: Slam +5 melee

| Bamage: Slam 1d444

|Face/Reach: s frby 5 fr./5 fr

| Special Attacks: Darliness, improved grab, constrict 1d444
Special Qualities: Blindsight
Saves: Fort +3, Ref +2, Will =0
Abilities: St 16, Dex 10, Con 13, Int 2, %Wis 10, Cha 10
Skills: Hide 411, Listen +5*
Feats: Improved Initiative

Climste,/ Terrain: Any
underground
Orpanization: Solitary,
pair, cluteh (393, or
swarm [6-15)
Challenge Rating: 1
Treasure: Noneg
| Alignment: Alwavs nenrral
|Advancement: 2-3 HD
| (Small}

The darkmantle |urks
near cavern roels, wair-
ing for prey Lo pass
beneath, Iis abiliny to
crente magical darkness
makes it difficult to
defeat

A darkmantle iz a
(species of gastropod e
psembling a squid or octo-
| pits, with a stonelike shell
|covering its hody and a
{tough membrane stretched
berween its tentacles, The darl-
mantle hangs from a ceiling by a
muscular “foot” at the top of its body. Tt

cam look like a stalactite, by holding its tentacles stiffly under |
itself_or Hke a lump of rock, spreading its tentacles so the mem- |
brane berween them covers its body Tts shell and skin nsually re- |
semhble imestone, but the darkmantle can slowly change its calor |
[t mutch almost any rype of steoy background,

Scholars believe the dackmantle has recently evolved from a

\similar but far less capable subtervanean predator.

COMBAT

A darlemantle attacks by dropping ento its prey and wrapping its |
tentacles around the opponent’s head, Once attached, it squeezes |

and tries to sulfocate the foe. A darkmantle thar misses its initial
attack often flies up and mies to drop en the opponent again,

Darkness (Su): Once per day a darkmanrle can cavse darkness |
as the spell cast by a Sth-level sorcerer. It most often uses this abil- |

ity fust belore atacking.
Improved Grab (Ex): To use this ability, the darkmantle must

(it with its slam attack. 11 it gets a hold, it can constrict,
. Constrict (Ex); A dackmantle deals 1d4+4 damage wich a suc-
ccesstul grapple check.,

Blindsight: A darkmantle can “see” by emitting high-fre-
quency sounds, inaudible te most other creatures, that allows ic to
ascerrain objects and creatures within 20 fect. A silence spell
negates this and effectively hlinds the darkmantle,

skills: & dadkmantle receives a 14 racial bonuos to Listen
cherks, *This honus is lost il its blindsight is negated. The crea-
rare's variahle colorarion gives it a +4 raciul bonus ro Hide checks,

DELVER

Huge Aberration
Hit Diee: 15d8+75 (142 hp}
Initiative: +5 (+1 Dex, 44 Improved Initiative)
Speed: 30 [, burrow 10 fr.
AC: 14 (-2 size, +1 Dex, +5 natural)
Artacks: 2 slams +17 melee
Damage: Slam 1da+8 and 2dé
acid
Face/Reach: 10 fi. by 20 ft./
1o fr
Special Attacks: Acid
Special Qualities: Acid
immunity, corrosive slime,
memaorsense,  stone shape
Saves: Fort =10, Ref 46,
Wil +11
Abilities: Ser 27, Dex 13,
Con 21, Int 14, Wis 14,
Chu 13
&leills: Immuit DHrection
+4, Knowledge (geol-
ogy) 19, Listen +13,
Move Silently +19,
Spot +13
Feats: Alermess, Blind-
Fight, Improved Initia:
tive, Power Attack

Climate;/ Terrain: Any
underground

Organization: Solitary

Challenge Rating: @

Treasure: Mone

Alignment: Usually neutral

Advancement: 16=30 HD ([Tuge);

31-45 HIJ ((Gargantuan)
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These bizarre creatures live in the de
through solid stone with a corrosive
gking,

[elvers are shy and mastly

specimens with murderous
on stone and may
elementals.

A delver resembles a cross b-*rweru 1;,.1.1nr slug and a sea turtle,
A has a teardrop oy th slime, mottled
{iray, brown, and ochre all over Twn great flippess tipped ".'ir}l.
| blunt claws sprout from the for The creature
| solving rock with its slime and shoving the resulring r:_{:-::-undfents

bady, the underside of which is almost all mouth.

Drelvers eat rock but v]:lruv}' oz nonmetallic minerals

:_;I'.\]'ll'ng'. in rht‘ SaAMme v
might secure in
T|1ET|| tasty min I
i intoxicant to delvers. Some, however, become
to miners and anyone who carries

ths of l]'l.r_' ::arl]:t. hurrowing

» 4 THenace
ctal eguipment.
Dielvers speek Terran and Undercommon.

q OMhﬁT

1o fight from their tunnels, v
Ltect T]'u:n' f n]-..,, W hl]i.. lashing out with thetr flippers,

A delver expecting trouble may hunu-Lumb an arca with tun- |

nels, leaving most closed with layers o hes thicl

¢ UMEXPECTEs
Corrosive Hhme Ex}: Delvers produce a mucuslike
comtaing wve substance. The slime is part
Ll:l: ll'r't d.ﬂd.ln':l 5
A delver's mere t
CIEALULes
delver’s slime dr.d

me that
ilarly ef-

s of damage o organic
or objects, a

f slime T]‘IﬂT
i llarn:lgv on contace snd another 246 poings of
age in each of the next 2 rounds. A large quantity
t).of water or weak acid, such as vinegar, washes oll the
slime.
An opponent’s anmor and
ediately unl
trike a ¢ 'Irl"er ﬂl.:-l"l di
eeds at a Refle !
tacking the de with narural weapons rake |
: _limi.:_ ach time their atracks hirunless they suc- |

sense the loc
th the ground. |
can alter its slime o tempr
_]'.'111IT it. Unce_every 10 minute
o and hhapc up to 25 cubic feet of stone, as
IuJ.':- cast by a 15th-level druid.
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DEMON
Dretch (Tanar'ri) Chzasit Succubus (Tanar'ri)
Small Cutsider (Chaotic, Evil) Tiny Outsider (Chaotic, Evil) Medium-Size Cutsider (Chaotic, Evil)
Hit Dhce: 2ds {9 hp) 3d& 113 hp) =6 (33 hp!
| Initiative: +H 15 (Dex) +1 [ Dex)
Speed: 20 fi. 20 fr,, fly 50 ft. (perfect) 30 fi., fly 50 fr. (average)
AC: 16 {+1 size, +5 natural) 18 (+2 stz +3 Dex, +3 namral) 20 (+1 Dex, +9 naoural)
Attacks: 2 claws +3 melee, bite +1 meles 2 claws +8 melee, bite +3 melee 2 claws +7 melee
Damage: Claw 1d4, bite 1d4 Claw 1d3-1 and poison, hite 1d4-1 Claw 1d3+1
Face/Reach; § fr. by 5 f1./5 . 22 fuby2a/2 /o f 5 ft. by 5 fifs e
|Special Attacks:  Spell-like abilities, summon tanar'd. Spell-like abilities, peison Spell-like abilities, energy drain,
{ - ST MON TATATT
 Special Qualities: Damage reduction 5/silver, SB35, Damage reduction 5/slver, SR 5, Damage reducrion 20,42, SR 12,
tanar'ti qualities poison immunity, fire resistance 20, tanarTi qualities, altecnate form,
alternare form, regeneration 2 tongueas
Saves; Tort +3, Ref +3, Will +3 Tort +3, Bef 6, Will -+ Fort +6, Ref + {; Wil +7
Abilities: Str 10, Dex 10, Con 10, Str &, Dex 17, Con 10, Str 13, Dex 13, Con 13,
Int 5, Wis 11, Cha 11 Int 10, Wis 12, Cha 10 Int 16, Wis 14, Cha 20
Skills: - Hide +14, Listen +6, Move Silently +6,  Bluff +11, Concentration +7,
Search +4, Spelleraft +4, Spot +6 [Hsguise +11% Bscape Artist <7,
Hide +7, Knowledge {any one) +9,
Listen +16, Move Silently =7,
Ride +7, Search <4, Spot =16
| Feats: Multiartack Weapon Finesse (bite, claw) Dadge, Maobilicy
| Climate/Terrain:  Any land and underground Ay land and underground Any land and underground
| Drganization: Solirary, pang (2—4), swarm {6-15),  Sclitary Salitary
L or maoh (10-40)
| Challenge Rating: 2 3 9
| Treasuire: MNone Mone Standlard
Alignment: Always chaotic evil Alweays chaotic evil Always chaode evil
Advancement: 36 HD {Small) &4 HD (Tiny: 7-12 HD {Medium-size)
Bebilith Retriever Vrock (Tanar'ri)
Huge Outsider (Chaotic, Evil) Huge Construct Large Outsider (Chaotic, Evil)
Hit Dice: 1 2dB+48 (102 hpl Lod10 (55 hpl Ad8+24 (a0 hp)
Initiative: +5 (+1 Dex, +4 Improved Initiative]l  +1 [Dex) +2.(Dhexc)
Speed: 40 fr., climb 20 1. 50 f. an ., fly so fr. (average)
AC: 25 (—2 size, +1 Dex, +16 natural) 22 (—2 size, 41 Dhex, +13 natural) 25 (1 size, =2 [dex, +14 natural)
Artacks: Bite +19 melee, 2 claws <14 melee 4 claws 412 melee 2 claws +11 melee, bite +3 melee,
2 rakes +9 melee
Damage: Bite 2d6+9 and poison, Claw 2d6+7 Claw 1d&+4, bite 1d6-2, rake 1d4+2
claw 2d4+4 and armor damage
Face/Reach: 15 ft by 15 {10 fr, 10 ft by 1o fL/10 0t s fr by s fr/10 f
Special Attacks:  Weh, poison, armor damage Eve rays <6 ranged touch, Epell-like abiliries, spoves, screech,
improved grab, find rarget dance of ruin, summen anuc'n
| Special Qualities: Damage reduction 30/+3, protective Construct, regenerarion 5 Damage reduction 20/+2, SR 22,
! aura, plane shift, scent, eelepathy tamar'ti qualities
Saves: Fort +12, Ref +9, Will 49 Fort <3, Ref +4, Will 43 Fort +9, Ref +8, Will +8
 Abilities: 5tr 28, Dex 12, Con 18, Str 25, Dex 13, Con—, Ser 19, Dex 15, Con 17,
| Int 11, Wis 13, Cha 13 Int —, Wis 11, Cha 1 Int 14, %Wis 14, Cha 12
| Skills: Climb +21, Hide +11, Jump.+21, - Congentration +14, Hide 49,
Listen +17, Move Silently +15, Knowledge (any one} +12, Listen +13,
Search +14, Sense Motive <15, Move Silently +13, Search +13,
Spot +17 Sense Motive +13, Spellerafr +12,
Spot +12
Feats: Alermess, Cleave, Improved — Cleave, Muldarrack, Power Attack
Initiative, Power Attack
Climate,/Terrain: Aty land and underground Any land and underground Any land and underground
Organization: Solitary Solitary Solitary, pang (2-4), or squad (6—10]
Challenge Rating; 9 10 13
Treasure: Mone Mane Standard
Alignment: Always chaotic evil Always chaotic evil Always chaotic evil
Advancement:  13-18 HD (Huge); 11-15 HI (Huge): 9-12 HD (Large}; 13—24 HD (Huge!

il g ! E .r-q.' : Ay *1?‘;.
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19—36 D [ Gargantuan

16-30 HIY (Gargantuan)
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Hezrou (Tanar'ri}
Large Outsider (Chaotic, Exil)

Glabresu (Tanar'ri)
Huge Outsider (Chaotie, Evil)

Malfeshnee (Tanar'ri)
Huge Outsider (Chaotic, Evil)

Hit Dice: od&+27 (67 hp) 10daH40 (85 hy! 1148144 (93 hp)
Initiative: + o t1 {Dex)
Speed: anfe. 40 I, 30 [, fv 40 f1, (poor)
AC:. 26 (-1 size, +17 natural) 27 (—2 size, =19 narural) 2R (=2 size, +1 Dex, +19 natural)
Artacks: Bite +13 melee, 2 claws +8 melee 2 pincers 1§ melee, 2 claws +13 Bite +15 melee, 2 claws +13 melee
melee, bite £13 melee
Damage: Bite 4d445, claw 1des2 Pincer 3d647, claw 1d343, bire 1d443  Birte 2d4+6, claw 1d4+3
Face/Reach: sfebysfeiiof 50 by 1o fifis 10 fr. by 10 fr./15 fr. |
Special Attacks:  Spell-like abilities, clench, improved  Spell-lile abilities, improved grab, Spell-like ahilities, smite, |
grals, summon ranar'ri SUMIMNON tanar'r SUmmOn tanar'Ti
| Special Qualities: Damage reduction 20/=2, S 23 Damage reduction 20/-2, SR 21, Damage reduction 2042, SR 24,
tamarTi qualities, half damage tanar'r qualides, detect magic, tanac'rl gualities, know alignment,
true secing see invisibility |
Saves: Fort <9, Ret +6, Will +8 Fort +11, Bef +7, Will +10 Fore 411, Ref +8, Will +13 |
Abilities: Str 21, Dex 10, Con 17, Sic 25, Dex 10, Con 19, Str 23, Dex 13, Con 19,
Int 14, Wis 14, Cha 14 Int 16, Wis 16, Cha 16 [t 22, %522, Cha 16
Skills: Concenrrarion =15, Hide +14, Bluff +13, Concentration +14, Bluff +17, Concentration =18,
Listen =22, Move Silently +12, Hide -2, Knowledge (any onel+13, Diplomacy +17, Hide 47
Search +14, Spellcraft <14, Spot =22 Listen +21, Move Silently +10, Knowledge (arcana) <16, Listen +26,
Sery 13, Search +13, Sense Motive Morwe Silently +15, Scry 419,
+13, Spellemll <13, Spot +21 Search 420, Sense Motive 419,
Spelleraft +20, Spor +26
Eeats: Blind-Fight, Cleave, Power Artack Cleave, Multiattaclk, Power Atcack Cleave, Multartack, Power Arrack
| Climate/Terrain: Any land and underground Any land and underground Any land and underground
| Organization: Solitary or gang (2-4} Solitary or troupe (1 glabreau, Solitary or roupe (1 nalfeshnes,
| 1 succubus, and 2—5 vrocks) 1 hegrou, and 2-5 vrocks)
| Challenge Rating: 14 15 16
Treasure: Standard Standard coins; double goods; Standard coins; double pocds;
standard itemns standard items
Alignment: Always chaotic evil Always chaotic evil Always chaotic evil
Advancement; 10-13 HD (Large); 14—27 HD (Huge) 11—15 HD (Huge); 12-17 HD (Huge};
16—30 HD (Gargantuan] 18-33 HD {Gargantuan)
Marilith (Tanar’si) Balor (Tanar'ri}
Large Outsider (Chaotic, Evil) Large Qutsider (Chaotic, Bvil)
Hit Dice: ads+45 (85 hp) 13d8+52 (110 hp)
Initiative: +2{Dex) +5 {+1 Dex, +4 Improved Initiatve)
Speed: 40 fr. 20 fr., fly 90 fi. {goad)
AC: 29 {1 siee, +2 Dex, +18 natural) 301 sige, +1 Dex, +20 natural)
Attacks: Weapon +13/+8 melee, 5 weapons +1 vorpal greatswerd +18/=13/+8
+13 melee, tail slam -11 melee meles, whip +17 meles; or 2 slams +19 melee
Damage: Weapon 1d8+5, weapons 14842, tail slam 4de.2 11 vorpal preatswerd 2dsa8, whip 1d4+3
and entangle; or slam 1d6+7 and fear
Face/Reach: Sic by 3 [L/10fc 5 fr. by 5 fr/00 fr 015 fowith whip)
| Special Attacks:  Spell-like abilities, improved grab, canserict 4dsi7, Spell-like abilities, [ear, entangle,
| SUMMOn tanar' body Qames, summon tanac't
| Special Qualities: Damage reduction 20/=2, SR 25, Damage reduction 30/+3, SR 28,
tanar'ri qualities tanar'd qualities, death throes
| Saves: Fort +11, Bef +&8, Will +10 Fore ~12, Ref +9, Wwill +13
Abilities: Srr 21, Dex 15, Con 24, Int 18, Wis 18, Cha 16 Str 28, Dex 13, Con 19, Inr 20, Wis 20, Cha 16
Skills: Bluff +14, Concentration +15, Hide +10, Bluft +18. Concentrarion +19, [iplomacy +17, Hide +13,
Listen +24, Mowve Silently +12, Scry +14, Knowledge [any one) +13, Listen +28, Move Silently +13,
Search +14, Sense Motive +15, Spellcraft +14, Scry +24, Search +20, Sense Mortive +20,
Spor =24 Spellcrafr +21, Spor =29
Feats: Cleave, Multiartack, Muolddexterity, Multiweapon Ambidexterity, Cleave, Improved Initative,
Fighting, Power Attack Two-Weapon Fighting
Climate,;Terrain: Aty land and underground Any land and underground
Organization: Solitary or pair Solitary ar troupe (1 balor, 1 marilith, and 2-5 hezrous)

Challenge Rating:
Treasure;

Alignment:
Advancement:

L7

Standard coins; double goods;

standard items, plus 1d4 magic weapons
Always chaotc evil

10—13 HD {Large); 1427 HD [Huge)

L&

Standard coing double goods, plus

whip; standand irems, plus + 1 vevpal greatsword
Always chaotic evil

14-18 AT Tarpe); 20-33 HD Tuge)




Demmons are narive to the Abyss, 4 realm of nnmitigated chaos and

evil They are the mose violenr, greedy, fickle, and perverse of the
fiends (creatures from the infernal planes).

Many demons, not sansfied wich_their own iniguiry, take
pleasure in rempdng merials w become as depraved as
they are,

The latgest and most diverse group of demons s the
Lanar'rl, unchallenged masters of the Abyss But
| demons come in an overwhelming variety of forms,
,ind ne cne bas ever cataloged them all Those most
famitiar ro mortals are described here,

Excepr where noted below, de-
| mons speak Ahyssal, Celestial, and

Draconic.

COMBAT

Demans are ferocicy per-
\sanified and will arcack any
Lcreamure jusr for the sheer
Ltun of it—even other de-
muons, They enjoy tereify-
ing their victims before
slaying them and ofren
devour the slain
Many demons can
create durleness, and
|a_group of demons
reguently blanket the
Lenemy with darkness before
Jjoining battle.

Summon Tanar'ti (Sph Tanar'tl
| tan summaon other tanae'rl much
|az though casting a summon mon-
{ster spell, but they have only alim:

{ted chance of success. Roll d%:
Cn a failure, no tanar'ri answer
the summons. Summoned crea-
tures automatically return whence
they came after 1 hour A
tanat'd that has just been
summoened cannot use
its own summon abilicy
for 1 hour.

Mozt taparri do not use
their summon abilicy lighdly, since it leaves them beholden o
the summoned creature, In peneral, they use it only when neces-
gary to save their own lives,

TANAR'RI QUALITIES
| Immunities (Ex): Tanar'r are immune io poison and elecrricite
Resistances (Ex): Tanar'ri have cold, fite, and acid resise
ange 20,
Telepathy (Su): Tanar'ri can communicate telepathically with
iny creature within 100 feer thar has a language (although
dretches are more limited),

DRETCH

Dretches are pathetic but wicked creatures that spend most of

their fime milling sbout in massive hordes or serving as rank-and-
|file troops in tanar'n armies,

Dretches look like squar humanaids with blubbery, almost
| hiirless bodies, Their skin is pale white to beige, giving way to
_{_51:]:11_.-: blue in some areas. They have slack and slobbery mouths
Lwith many small fangs, and their hair is sparse and brostly.
| Dretches are about 4 feer 1all,

Dretches cannot speak but can communicate telepathically,

Combat
Dretches are slow, stupid, and not very effectve combatants, lhE‘; |
depend on sheer numbers to overcome foes and immediately |
summen ather dretches 10 improve the |
odds in battle. They feear the first signof
adversity unless more powerful de
moens are present to intimidate them
into fighting, Dretches' fear of their
_greater kin is stronger then even
their fear of death, {
When lighting on their own, |
dretches often forget 1o use their |
spell-like abilities.
Spell-Like Abilities: At will— |
darkress, scare, and felekinesis; 1/day— |
stinkirg clowd. These abilities are as
the spells case by a 2nd-level sor-
cerer (save DO 10 = spell level),
b Summon Tanar'ti (Sph Once
per day a dretch can attempt Lo
summon anather dretch with a
35% chance of success. .
Telepathy (Su): Dretches |
can  communicate telepachi-
cally with creamures wirhin 100
feer thar speak Abyssal.

QUASIT

Cluaslts. are  insidious |
demons often found sere
ing chaotic evil spellcast- |
ery.as councilors and spies. !

Inn their narral forms, quasies stand some 2
feer rall and weigh abour 8 pounds, They look
Y like tiny humanoids with spiky horns and
bat wings. The hands and [eer are long
8 ond slender, with very long, claw
tipped digits. Their skin is pustulent
and preen.

& Combat
B Although quasits thirst for victory

e in combat as other demons
do, they are cowards ar heart
They typically attack from wmbush,
using pobymorph and tmasibilily to get within reach, then ry 1o
scuttle away When retreating, they use their fear abilicy to deter
pursuit.

spell-Like Abilities: At will—detect good, detect magic, and in
visibilify (self only): 1/day—cause fiar (as the spell, except that its
area is a 30-foot radius from the quasit), These abilities are as the
spells cast by a sthclevel sorcerer (save DC 10 + spell level),

Once per week 4 quasit can use commune 1o ask six questions
{this is otherwise as the spell cast by a 12th-level cleric),

Poison (Ex): Claw, Fortitude save (DC 13; inirial damage 1d4
tempotary Dexterity, secondary demage 2d4 temporary Dexteriry.

Alternate Form (Su): A quasit can assume other forms at will |
as a standard acrion. This ability [uncrions as polymarph self casc by
a 12th-level sorcerer, except that any individual quasit can assume |
only one or two forms no larger than Medinme-stze, Common
Horms inelude bat, monsmous centpede, wad, and wolf, |

Begeneration (Fxk Cuasits take normal damage from_ac 1-:.1 |
and from holy and hlessed weapons.

SUCCUBUS :
|Succubi are the most comely of the tanar'ti (perhaps of all
demans, and they live to tempr moreals.




A succubus usually appears as_a stunningly beautiful hu-

maneid, with perfect build and flawless skin. Succubi psually eake
a female form but occasicnally appear as males (called incubi).
Their natural sppearance is decidedly demonic: statuesque hu-

manoid bodies, large bat wings, and sinister, glowing eves, Sue-|

culbi are about 6 leet all.

and becoming inert, foul-smelling goo almost as soon as it comes,
into contact with air. |
Armor Damage (Ex): A bebiliths claws can catch and wear gnop- |
ponents armot I the opponent has both armer and a shield, il
Lls: A roll of 14 affects the aemor and a roll of 56 alfects the shield,
Make a grapple check whenever the bebilith hits with a claw
Latrack, adding to the opponent’s roll any magical honus for the

Combat , armor or shield If the bebilith wins, the affected armor or shield

£
B

3
g

| Succubi are not warrors and flee combal whenever they can, IC

!

|Forced o fghe, they can attack svith their claws, but they peeler o

Louen foes apainst one another

Spell-Like Abilities: At will—charm monster, clairaudience,/

| clairvovance, darfness, desecrate, defect gond, detect thoughts, doom, ethe-
veal jaunt (self plus 50 pounds of objecrs only), suggestiom, and lefe-
port without error (self plus 50 pounds of ohjects only); 1/day—
urtholy blight. These abilities ane as the spells cast by a 12th-level
(sorcerer (save DO 15 4 spell level)

Energy Drain (Su); A succubus drains energy from a mortal it
| lures into some act of passion, or by simply planting a kiss on the
(victim, If the targer is not willing o be kissed, the succubus

must start a grapple, which provokes an ateack of opporoe.
nity, The suceubusy kiss or embrace inflicts one negative
level; the vicdm must succeed 8t 8 Wisdom check (DC
15) o even notice. The Forritude save to remove the
negative level has a DC of 18

Summeon Tanar'ti (Sp) Once per day 3 succubusy
L gan attempt to summaon one balor with a 10% chance
Lof success.

Alternate Form (Su): Succubi can assume any hu-
Lmanoid form of Small to Larpe stee 45 a standard action.

. This abiliry is similar ra the pelymoph self spell bar
| allows only humaneid forms.

"While using this ability, a succubus gains & 410 cie
Lcumstance bonus to Disguise checks.

Tongues (Sul: A succubus has 3 permanent tongaes
ability as the spell cast by a 12th-level sorcerer. Suceubi
usually use verbal communication with morrals and
save telepathic communicarion for conversing o
with other fiends, g

Skills: Succubi receive a +8 racial bonus
to Listen and Spot checks.

“When using alrecnate [onm, a succubus receives an additional
+10 circumstance bonus ro Disguise checks.

BEBILITH

Bebiliths are huge, predatory, arachnid demons that hunt other
demons, While their favorite prey Is ranar'si, they aren't picky
| they will stalk and sreack any type ol creature,

Behiliths look like misshapen spiders with dark, moettled, chit-
| npws bodies. Their forelegs end in wicked barks, and their fanged
| mouths drip poisonous goo.

Bebiliths do not speak but undersrand Abvssal ‘Their telepathy

allows them to communicate silently with one another,

COMBAT

Bebiliths attack any creature they see. They usually pick one
targer and concentrare their attacks on thar opponent, using their
wehs to isolate the chosen target from its comrades.
Web (Ex): Four times per day a bebilith can shoot veebs from its
. abdomen, This actack 15 like a web spell, with a few exceptions. The
(range is 30 feet, and the webs are permanent, nonmagical, and
| cannot be dispelled, The DG tor evading or breaking free from the
Lweehs is 20, and there is a 75% chance that the webbing won't burmn
Lif any sort of fire is applied to it (check gach round).
Poison (Ex); Bite, Fortirude save (DC 20} initdal damage 1ds

RETRIEVER <

temporary Constituton, secondary damage 2ds temporary Con- |
stitution, Bebilith vencm is highly perishable, losing its potency

is torn away and ruined. i

Protective Aura (Sul A magic civele against chags, avil, good, or
lnw effect always surrounds a bebilith, identical with the spell cast |
by a 12th-level sarcerer. The bebilich usually chooses magic civcle
against chaos but can change the aura each round as a free acrion.
The aura can be dispelled, but the bebilith can create it again |
during its next turn as a free action. (The defensive benefits from |
the aury are not included in the creature’s statistics. )

Plane Shift (Su); This ability alfects onlv the bebilith, It is ath-
erwise similar to the spell of the same name. i

Bkills: The behiliths morled coloration gives it a =8 racial |
bonus to Hide checks,

i e
v e

Betrieyvers were created through foul sorcery to be
assassing, warriors. and servants re powerful demon nobles.

A rerriever pesembles 3 huge spider with the four frontmose
legs ending in cleaverlike claws, As its name suggests, it special-
izes in recovering lost or desired objects, runaway sleves, and ene-
mies and bringing them back o its master.

Combat

Retrievers arrack with four claws, bur their eve ravs are far more
deadlw ;

Eve Rays (Su): A retriever's eves can produce fowr different
magical ravs with 2 range of 100 feet. Each round, it can fire two
tays, but an individual ray is usable only once every 6 rounds. It
cannat fire rays in the same round as it makes physical arracks.

Each effect follows the rules for a ray (see Aiming a Spell, page
148 in the Flayer's Handbook), Save DC is 16

The four eye effects are: |

Fire; Digals 126 fire damage to the target and to all those within |
§ feet (those nearby are allowed Beflex saves to halve the damage). |

Cold: Deals 12de cold damage 1o the target,

Electricity: Deals 12d6 elecrricity damage 1o the target,

Petrification: The targer must succeed at a Fortitude save or turn |
to stone permanently,

Improved Grab (Ex): To use this ability, the retriever must hit
with s bite ateack. I it gers a hold, it holds the opponent fast in
i mewth, This is how it usually “retrleves” things.




Find Target (Sp): When ordered to find an item or being, a re-
| eriever does so unerringly, as though guided by discesn location.
| Construct: Immune to mind-influencing effects. poison, dis-
leage, and similar effects. Not subject to critical hits, subdual

damupe, ghility damage, energy drain, or death [rom massive.

dimage.

Regeneration (Ex): Blessed and haly "."rE"T|'3'DTIﬁ deal_normal)
dﬂm ﬂgﬂ (5] r['trl CVITh.

Aretriever that loses s limb or body part can reattach it '|:|1,.- ha].d
ing the severed member to the stump. Reartachment takes 1 min- |
ute. A retriever reprows lost body parts in one day {lost parts
become inett),

VROCK
Vrocks look like crosses between large humans and vuliures, They
serve as guards to more powerful demons and as elite troops,
Aovrock ds about 8 feet wall, with srong, sinewy Hmbs covered
|n fine gray feathers and a long neck topped with a vulnires head.
\¥rocles have wickedly sharp claws and beaks.

Combat
Vrocks are vicious Aghrers who like to wade into the epemy and
cause us much damage as possible. They prance about in battle,
taling briefly to the giv and bringing their clawed feet intn play.
They make sparing use of darkness, since this nullifies mirror
image,
Spell-Like Abilities: At will—darkness, desecate, detect g,
ditect magic, mass chavm, mivvorimage, telekinesis, and teleport withoul
Lermrself plus 50 pounds of ohjects only). These abilities are s the
Lipells cast by a 1 2th-level sorcerer (save DO 11 = spell levell.
| Sporea (Ex): A vrock can release masses of spores from its body
Lonce every 3 rounds. The spores automatically deal 1d8 points of
| damage to all creatures within 5 feet of the vrock, They then pen-
|errate the skin and grow, dealing an addirional 1d2 points of

damage each round for 10 rounds, Ar the end of this dme, the |
wictim is covered with a rangle of viny growths, A delay poisim spell |

stops the spores' groweh for its duration. Bless, neutralize poisan, or |
vemove. dusease Jills the spores, as does sprinkling the vietim withoa |
vial of bely water. |
Stunning Screech (Su): Once per hour a vrock can emir a |
\plercing sereech, Every creature within a 30-foor radius must suc-
leeed at a Fortmde save {0 170 or be stunned for 1 round,
Dance of Buin (S To use this abiliy, a group of five or more
lvrocks join hands in a circle, dancing wildly and chaneing. If they
dance for 3 rounds, a wave of crackling energy flashes ourward in |
{a 100-foot radius. All nondemon crearures within the radius take
2d20 poines of damage (Reflex half DC 15), Forcing the vrocks e |
break the circle stops the dance. |
Summon Tanar'ri (Sp): Once per day a vrock can attempr to
surmmen 2410 deerches or another viock with o 35% chance of |
SULCCELE,

Skille: Viocks receive 1 +8 racial bonus to Listen i].L'Ld ‘*pﬁt c.heckq
HEZROU

{Hezrous are demonic sergeants, overseeing the formation of |
(armies and commanding units in battle,

Hezrous lock like massive, roughly humanoid teads with acms |
in place of forelegs. They walk both upright and on all fouss bue |
alwrays fight standing up. Theit wide mouths have rows of bluny, |
powerful tecth, and long spines run the length of their backs.
Hewrous are about 7 feet tall

Combar |
Hemrous enjoy melee combat even more than vrocks da. The’r el |
getly press the artack, so their stench can ke effect as quickly as
F(kalb].r& |

Spell-Lilke Abilities: At will—animate object, blasphemy, E:.ml:, ]
chaos hammey, deeper darmess, descorte, detect ,Eﬂf'd detect magze, dispel |
gond, magic cocle against good, produce flame, summon swarm, teleport |
without ervor (self plus 50 pounds of objects only), and wnhaly Bight; |
3/day—gpaseous form. These abilities are as the spells cast by a 13th-
level sorcerer (save DC 12 + spell level).

Stench (Ex): A herrous skin produces a foul-smelling, toxic
liquid whenever it fights, All crearures {except other tanar'rd)
within 10 feat must succeed ara Forritude save (THC 17) ot be over-
whelmed by nausea They are rendered helpless from gagging and
vomiring for as long as they remain in the affected area and for
1d4 rounds afrerward. Creatures who successfully save suffera -2
morale penalty to attack ralls but canner be affected sgain by the
same hezrow's stench for one day A delay poisan or newtralize poisor
spell removes the effect from one creature,

Improved Grab (Ex): To use thic abiliry, the hezrou must hita
Medium-size or smaller opponent with hath claw attacks,

Summon Tanar'ti (Sp): Once per day a hezrou can attempt 1o
summon 4110 dretches or anather hezrou with @ 35% chance of
SUCCESS.

Half Damage (Ex): Any nonmapical artack against a hezrou,
including hits from enchanted weapons, deals only hall damage.
This effect does not stack with the hezrous damage reduction;
apply either the damage reduction or the half damage, whichever
resules in the least amount of damage suffered.

Skills: Hezrous receive a +8 tacial bonus to Listen and Spot |
checks,

GLABREZU

Like succubi, glabreew ecoupy themselves with rcmptingmumls
jinto ruin, but prefee to lure them with power rather than passion. |
They alse make formidahle cpponents in bartle. 4
Glabrezu are rowering (15 [eet rall), broad, and well muscled, |
bwith four arms, oo ending in clawed bl cnd v poweriul
{pincers. They have doglike heads with sharp fangs and penetrat-
\ing wicler eyes, and their skin color ranges from deep russer o
pitch hlack.




Combat ;
Glabrezu preler subterfuge 1o combar, However, if their attemprs
de not feol the epposition, they attack with a vengeance.
Spell-Lile Abilities: At will—hurming hands chaos_hammer,
chavm pevsan, comfusion, death fenell, deeper darkness, desecrate, deted |
gond, dispel magic, enlarge, mimer image, roverse gravily shaites and |
[ unholy Blight, These abilities are as the spells cast by a 1oth-level |
| spreerer (save DO 13 +spell level),
A glabrezu also can teleport withowt ervar (self plus 50 pounds LJI
L ohijects only? ar will as the spell cast by a 12th-level sorcerer. Seven |
times per day it can cast power wornd, shin as a 15th-level sorcerer
i Improved Grab (Ex}: Tee use this ability, the glabrezu must hit
. a Mediume-sise or smaller opponent with a pincer arrach, 1f it gers
a held, it deals automaric pincer damage each round the hold is
maintained,
Summon Tanar'ri (Sp): Cnce per day a glabrezu can atrempt
Lo summen 4d 10 dretches or 1d2 vrocks with a 50% chance of suc
| cess, or another glabrezu with & 20% chance of success. L
_ Detect Magic (Sul Glabresu continuously detect mapic as the |
pn:ll cast by a 12th-level sorcerer
True Seeing (Su); Glabrezu continuously use tmie sesing as the
spell cast by a 12th-level cleric.
Skills: Glabrezu receive a +8 racial bonus to Listen and Spot
checks.

NALFESHNEE

| A nalfeshnee stands 20 leer all and locks like a huge, gross cross
| berween an ape and a boar. These demons aften enjoy judging
| doomed souls,

A nalfeshnes needs all its vast strengrh to support its massive
| body. The small, ferathered wings that sprout fom its back are
| seeminply unable to lift its bulle. Nevertheless, nalfeshnees can
v, Their red eves glow file embers and seem to pierce the mind
{and draw energy from juse a glance,

Combat
Walfeshnees disdain combat as something beneath them, but they |
often succumb to blood lust and do battle anyvway, They prefer to
disable opponents with their smite ability and slaughier them |
while they can't fight bacle,

Spell-Like Abilities: Av will—alter self, call lightning, .,}".Icws i
hammer, chill tauch, death keell, deeper darlness, desecrate, detect magic,
Jeeblemund, fovget, greater dupelling, wvasiinlily (sell only), miagic cincle
against good {self only), mirmor image, vaise dead, slow, teleport without
ervar (self plus 50 pounds of ohjects only), unholy awm, unhaly
blight, and weh These abilities are as the spells case by a 12th-level
sorcerer {save DC 15 = spell levell,

Smite (Su): Three times per day a nalfeshnee can creare a

[ nimbus of unholy light When the demon tripgers the ability,

{rainbow-colored beams pluy around its body. One round later they

| burst in & &0-foot radius. Affected creatares wke 15 points of
damage ( Beflex half DC 18], They also must succeed aca Will save
(D 18} or be ina stupor for 1d10 mounds @5 visions of their worst
fears hound them. They receive full Desterity und shield bonuses
to AC if aeeacked but can take np sctdons. Other tanac'r are
immune to this effect.

Summon Tanar'ri (Spl: Twice per day a nalfeshnes can at
tempt to summon 1d4 viecks, 1d4 heerous, or one plabrezu with
a 50% chance of success, or another nalleshnee with a 20% chance

ol success,

Enow Alignment (Su): Nalfeshnees always know the align-
| ment of any creature that they lock upon,
| See Invisibility (Su): Malfeshnees contnuously see invisibil-
| vy g5 the spell cast by a 12ih-level sorcerer.

Skills: Malleshnees receive a +8 racial bonus to Listen and Sper
checks,

MARILITH

=

Mariliths are penerals and wacticians, often rivaling balors in ah::r |
brilliance and cunning. Some also serve as chief leutenants § .ur_r
majer demen toyalty J
Mariliths appear as piant snakes from the waist down, “.i1J:L
lgreen, scaly coils, and_armactive female humancids above the
|veaist, Besides their halfsnake bodies, mariliths are distinguished
by their six arms, each ene usually holding some exotic weapan |
and sportng many bangles and jewels, Mariliths stand about 7
(feet tall and measupe about 20 feet from head 1o dp of il

~ombat

Though mariliths thrive on grand smrategy and army-level tacrics,
they love physical combat and never shirk an opporounity to fighe, |
Each of a marilith's six arms can wield a weapon, and the creature |
gets an additional weapon attack with it primary arm, Marilichs
{seldom rush headlong into battle, however, preferring 1o hang
(back and size up the situation frst. They always seek to pain the |
(et possible advantage from the local terrain, obstacles, and any |
|yulnerability or weakness in their opponents.

Spell-Like Abilities: At will—amimate dead, bestow curse, chags |
harmmer, cloudkil, comprehend languages, derkmess, desecrate, defect goad, |
detect lowy, detect magwe, milict serious wounds, magic circle sgainst good
fsell only), magic weapon, project image, pobymorphyself, mrotechnics, see |
invisibility, shatter, telekinesis, teleport without ervor (self plus S0 pounds
of ohjects anly), anhaly awez, and unholy blight. These abilities areas |
the spells cast by a 13th-level sorcerer (save DC 13+ spell levell, |

Improved Grab (Ex): To use this ability, the marilith must hit |
a Medium-size or smaller opponent with irs tail slam armack. 1£it]
HuEI:CI."d'! '|'|: —an l:{"ﬂ,b,tﬂl:t

Constrict (Ex); A marilith deals 44647 poines of damage wth4
a successful grapple check against Medium-size or smaller crea- |
tures, The consmicred creature must succeed at & Fortitude save |
DC 19) or lose consclousness Lo at long as i remains in the coils |
and for 2d4 rounds thereafter.

Summon Tanar'ti (Sp): Once per day a marilich can attempt to
summon 4410 dretches, 1d4 hezrou, or one nalfeshnee with 2 50%
chance of success, or one glabrezu or another marilith with o 20%
chanee of success,

Skills: Mariliths receive a +8 racial bonus to Listen and Spor
checks.

Feats: A marilith receives the Mulddexteriry and Muld-
weapon Fighting feats as bonus feats. In combination with its nat
ural ahilities, these feats allow the marilith to arrack with all irs
arms at no penalne

BALOR

Balors are among the greatest and most terrible of the demons.
They motivare their kindred to spread fear and misery.

A balor is a repulsive, towering humanocid {about 12 feet wll]
with dark red skin and massive, clawed hands, Irs huge wings can |
propel it through the air with unnaoural speed, and its body is
olten wrapped in lurid James.

Combat

Balees love 1o join bartdle armed with their swords and whips. I
they face stifl resistance, they may teleport away to loose a few |
symibols and [zar ellects at the foe,
Spell-Like Abilities: At will—blasphemy; deeper darkness, .j._,g-r
crate, detect good, defect lawy fear, greater dispelling, pyrotechnics, read |
ymagic, suggesbion, sombal (anyd, lelekiness, leleport wiltheut omor (self ]
plus 50 pounds of objects only), langues (sell anlyl, unkallow |
unholy o, wahaly Wight, and wall of five: 1/day—fire stovm and im- |
(plasion. These abilities are as the spells cast by a 20th-level sorcerer
{(save 12 13 + spell level}.
Fear (Su): A creacure hit by a balor's slam attack must succeed
at a Will sove (142 197 or flee in terror for 1dé rounds,




Entangle (Ex): & balors whip_entangles [oes much like an
attuck with a net. The whip has 3 maximum range of 40 feer, with
a range increment of 10 feer, and 20 hit points (see page 102 in the
Fleyer's Handboak for details on net attacks), The whip needs no
folding. IF it hits, the target and the balor immediately make op- |

posed Strength checks; il the balor wins, it drags the target against |

its Mlaming body (see below. The target remains anchored against |
| the balor's body until it escapes the whip.
|  Body Flames (Su): Ralors can wreathe thelr bodies in roar I-Tlg
| lames a5 a free acrion. The balor hl.l,ﬂ;l:r.b no harm, but anvone grap- |
p]_u-ug with it talees 4d6 points of fire damage each round. !

Vorpal Sword (Su): Every balor carries a +1 vorpal greatsvord

_thar looks like a flame or a bolt of lightning, The sword also has
the spell-like ability to defect good as cast by a 12th-level sorcerer,
except that its range is 30 {eer,

Detect Magic (Su): Balors continuously derecr magic as the
(spellcast by a 20th-level sorcerer.

} See Invisibility (Su): Balors continuously see inwisibility as |
(the spell cast by a 20th-level sorcerer.

| SummonTanar'ri (Sp): Once per day a balor can aulmnam_dﬂ?
summoen 4410 dretches, 1d4 hezrous, or one nalfeshnee, plabrezy, |
marilith, ot balor,

Death Throes (Ex): When killed, a halor explodes in a blind-
ing flash of lighr thar desls 50 points of demage 1o everything
within 100 feet (Reflex hall DC 207

. Skills: Balors receive @ +8 racial bonus to Listen and Spor
ichecks.

DESTRACHAN

| Large Aberration
| Hit Dice: 8824 (60 hp)
Initiative: +5 (+1 Dex, +4 Improved Initiative]
| Speed: 30 f.
LAC: 16 (=1 size, +1 Dex, +6 natural}
Artacks: 2 claws +9 melee
Damage: Claw 1dé+4
Face/Reach: 5 {1 by 10 fr./s fx
Special Attacks: Destructive harmonics, reverberating
harmonics
Special Qualities; Blindsight, protection from sonics
Saves: Farr +5, Ref +3, Will +10
Abilities: S 18, Dex 12, Con 16, Int 12, Wis 18, Cha 12
Skills: Hide =7, Inouit Direcrion +10, Listen +25, Move
Silently 410

Feats: Dodge, Improved Initiative

 Climate,/Terain: Any undergraund

| Organization: Solitary or pack (3-5)

| Challenge Rating: 8

| Treasure: None

Alignment: Usually neutral evil

Advancement: 9-1s HD
(Large) 17-24 HD {Huge)

The dungeon-dwelling de-
strachan looks like some
hizarre, unintelligent beast,
but it an incredibly evil
Land crafty sadist,
| This vaguely reprilelike §
{ monster has a srooped frame,
I_la.rgu claws for hands, and an -
Lalmost rubelike head that is fea- -
tureless except for its larpe ear struc-
tures and toothless maw. The destrachan

has two complex, three-part ears thar it can adjust to be

e g i e Wi WL i e S
.{ @PQM'I» n_f_,:;‘__ .g__

mere of less sensitive to various sounds. Tt is blind, yet hunts with |
a sense of sound more precise than mest creatures' sight, |

From its tubular mouth 1 destrachan emits carelully focused |

harmonics, producing sonic energy so powerlul it can shamer a.|
|srone wall, So skilled is the destrachan ar controlling the sounds it
lemits that it can choose what type of marterial to affect with its
|attack,

Destrachans [eed on death and misery They haune inhabited
underground complexes, spreading woe for evils own sake, They |

(can blast their way through stone well enough to travel beneath |
|the surface as they wish. Sometimes a destrachan subdues its vie- |
titns and brings them back to its horerible lair for rorture and im- |
prisonment.

Mo living thing would ever willingly allv itself with this mon- |
ster, although sometimes undead or evil oursiders accompany a |
destrachan as it armacks and slays other crearures,

_A destrachan speaks no language but understands Commen, If
|one must communicate, it does so through action.

COMBAT

A destrachan uses its claws only a5 a last vesort or te finish off [oes |
weakened by its sonic atacks, Being extremely intellipent, it |
often enters battle with surprise if possible. It first focuses on de |
stroying metal armor and weapens and then changes (o harmon-
ics thar disrupr flesh.

Destructive Harmonics (Su): A destrachan can blast senic
energy in 2 cone up to 80 fect long. Tt can tune the harmaonics of |
|this destructive power 1o affect different ypes of acgels, |

Flesh: Distupting tissue and rending bone, this horrible attack |
deals +d& points of damage to all within the cone {Reflex hall
DC 18]

Nerves: The destrachan can focus its harmonics to subdue rather |
than slay This attack plays havoc with nerves and sensory sys- |
rems, dealing 6da points of subdual damage o all within the cone

(Retlex half DC 153,

Matetial: The destrachan chooses wood, stone, meral, or glﬂss
All ohjerts made of that material within the cone must succeed at
a Fortitude save (DC 15) or shatter. Objects (or partions of ebjects)
thar have up to 30 hit poings are porentially affected by this strack,

Reverberating Harmonics (Su)k The destrachan can use a
wall, o ceiling, or even a floor 1o reflect any of the sonic attacks
listed above (except those that would damage the rellecting sur-
face). This attack affects all within 30 fect of the destrachan, which
15 immune to the effects of its own abilicg.

Blindsight (Ex): A destrachan can use hearing to ascertain all
foes within 100 [eer as a sighted crearure would.

Protection from Sondcs (Exk While they
can be affecred by loud neises and sonic spells
such as ghest spund or silence), destrachans
are less vulperable to sound-based
attacks [+4 ecitcumstance
bonus on all saves) be-
cause they can pro-

tect. their ears. A
destrachan whose
sense of hearing is
impaired is effec- |
tively blind, teeating |
all rargets as totally con- |
cealed (see Concealment, |
» page 133 in the Player' 5
Y Hanmdbaok).
Skills: With pr;:rh.a ps
the most sophisticated audirory
prgans in existence, the destrachan
paing a +10 racial bonus o Listen
checks,
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DEVIL

Hit Dice:

Lemure (Bastern)
Medinm-Siwe Outsider (Bvil, Lawful)

Imp

Tiny Cutsider (Evil, Lawiul}
3da (13 hp)

=3 ([ex)

20 fe., fly 50 £ (perfect)

18 (42 size, 13 Dex, +3 natural)
Sting +4 melee

Sting 1d4 and poison

2120 by21/2k/06
Spelllike abilities, polson

Damage reduction 5/silver, SK 5, poison
immuniry, fire resistance 20, see in
darkness, polvmorph, regenerarion 2
Bort +3, Ref +6, Will <

Ser 10, Dex 17, Con 10,

Int 10, Wis 12, Cha 10

Hide +15, Listen 45, Move Silently +5,
Search <3, Spelleralt <5, Spot 45

D, Weapon Finesse (sting)

Osyluth (Baatezu)

Large Outsider (Evil, Laveful)
sdB+1032 hpl

+4 [Improved Initiative)

40k

L7 {~1 size +& narural)

Bite +4 melee, 2 claws +4 melee,
sring ++ mealee :
Bite 108+5, claw 1d4+2, '
sting 3d442 and poison |
Sh.by s /anf |
Spell-like abilites, fear aura, I
poison, summon baatezu :
Damage reduction 10/+1, SR 22, |
baarezu qualities, know alignment

Fort <6, Ref +4, Will <5

Sir 21, Dex 10, Con 15,

Int 14, Wis 14, Cha 14
Concentration +8, Hide +3, Listen +11,
Move Silently +8, Search 48,

Sense Motve +10, Spot +12
Alereness, Improved Initiative

2ds (2 hp)

Initiative: O

Speed: 20 .

AC: 13 (+3 natural)

Attacks: 2 claws 12 melee

Damage: Claw 143

| Face/Reach: s by s fr/s fr

Special Attacks: —

Special Qualities: Damage reduction 5/5ilver, SB35,
bastezn qualitles, mindless

Saves: Forr +3, Ref +3, Will +3

Abilities: Ser A0, Dex 10, Con 10,
Int—, Wiz 11, Cha 5

Skills: —

Feats: —

|Climate/Terrain: Any land and underground

| Organization: Solieary, gang (24, swarm (6-13),

| or moh (10—40)

| Challenge Bating: 1

Treasure: None

alignment: Alwrays lawful evil

Advancement: 36 HD (Small}
Eyton
Medium-Size Outsider (Evil, Lawful)

Hit Dice: gdsts (44 hp)

Initiative: ++ (Improved Initiative)

Specd: ap fi.

AC: 1A {+& natural)

Attacks: 2 chain rakes +9 melae

Damage: Chain rake 1d8+1

Face/Reach: 5 fe by 5 /10 0L,

Special Attacks:  Dancing chains, unnerving gaze

|Special Qualities: Damage reduction 20/+2, SR 17,
cold immunirty, regeneration 2

| Saves: Fort +7, Bef 6, Will =&

| Abilities: Str13, Dex 11, Con 13,
Int &, Wis 10, Cha 12

Slills: Climb <12, Crafr (hlacksmithing) <10,
Escape Artisr +11, Listen +13,
Spot +13

Feats; Aleriness, Improved Critical (chain),
Improved Initiative

Climate/Terrain: Any land and underground

Organization: Solitary, gabg (2-4}, band (610,
or moh (1120

Challenge Rating: &

Treasure: Standard

Alignment: Always lawful evil

Advancement: 916 HD (Medium-size)

Any land and underground
Solitary

2
Mone

_Always lawful evil

4 & HD (Tiny)

Hellcat

Large Outsider (Evil, Lawful)
Fda+21 (52 hp)

+6 (+2 Dex, +4 Improved Initative]
40 i

14 (-1 give, 42 Dex, <3 natural)

2 claws +12 melee, bite =7 melee

Claw 1d4+6, bite 2d&+3

s by tofrs b
Pounce, improved grab, rake 1d4+3

Secent, invisible in Hght, SR 16, damage
reduction 20/+2, fire resistance 20

Forr +8, Ref +7, Will +7

Str 23, Dex 15, Con 17,

Int 10, Wis 14, Cha 10

Climb +86, Jump +16, Listen +16,
Move Silently +16, Spot +12, Swim +12

Dodge, ITmproved Initiative

Any land and underground
Solitary, team (2-4), or squad (6-10]

b

Srandard

Always lawful evil
68 HD [Largel:
9—15 HD (Huge)

Barbazu (Baatezu}

Medium-Size Outsider (Evil, Lawful)
adf+6 (33 hp)

4 (Improved Inidative)

40 i

17 (47 natiral)

Glaive +8/+3 melee; or claws +8
melee, beard (see text)

Glaive 1d1043 and wounding,;

claw 1d4+2; beard 1d&+2 and disease |
stt by sfr/sfr .
Wounding, beard, battle frenzy,
summaon baatezu |
Damage reduction 10/4+1, SR 23,
baatezu qualities

Forr +6, Ref +5. Will +5

Strs, Dex 11, Con 13,

Int &, Wis 10, Cha 10

Concentration +7, Hide +&,

Listen <6, Move Silently +&,

Sense Motive —6, Spat +&

Cleave, Improved Initiarive

Any land and underpround
Solitary, pair, or pride (e-10;

Blone

Alweays lawful evil
B—10 HD {Largey; 11-21 HD (Huge)

Any lund and underground
Solitary, team (2—4), or squad {&—10)

=k
+

Standard

Always lawiul evil

7—8 HD {Mediume-size];
10-18 HD {Tarpe)
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FErinyes (Baateru) Hamatula (Baatezm) Comugon (Baatezu)
| Medium-Size Outsider (Evil, Lawful) Medinm-Size Outsider (Evil, Laweful)  Large Outsider (Evil, Lawful)
Hit Dice: edB+6 (33 hpl 9d8+9 (49 hp) _11da+33 (82 hp)
Initiative: $1 (Dheact +0 L e
Speed: 30 ft., fv 50 ft. (average) 30 it 20 fr, [y so fr. {average)
AL 20 (41 Dhex, +9 narural) 22 (+12 natural) 25 (-1 size, +1 [Jex, 415 natural)
Attacks: Longsword +8/+3 melee; or 2 clawes +12 meles Whip +15/+10/+5 melee (or 2 claws +15
longhbow +7/+2 ranged; ot melea), bite +9 melee, tail +9 melee
tope +7 ranged
Damage: Langsword 1d8+3; ot Claw 2d4+3 and fear Whip 1dé+5 and stun, claw 1d4 1 5;
longbow 1d8; or tope entangle hite 1d442, tail 14342 and wound
|Face,Reach: sh.bysh/sh sfe by 5 f1./5 1, 10 ft by 10 fr./15 fr.
(Special Artacks:  Rope entangle, charm person, Fear, improved grab, impale 3d4.+4, Spell-like abiliries, fear aura,
summon baatezu summon baarezn stun, wound, summon baarezu
Special Qualities: Damage reducton 10/+1, 5B 12, Damape reducrion 10/+1, SR 23, Damage reduction 20/+2, SB.24..
baareru qualities, tongues baatezu qualities bastexy qualities, regeneration S
Saves: Fort +6, Ref +6, Will 47 Fart -7, Bef +6, Will +8 Fore +10, Bel 48, Will +9
Abilities: Str 14, Dex 13, Con 13, Str 17, Dex 11, Con 13, Str21, Dex 12, Con 17,
Tnt 14, Wis 14, Cha 20 Int 12, Wis 14, Cha 10 Int 14, Wis 14, Cha 14
Skills: Concentration +%, Disguise +11, Concentration +13, Hide +12, Bluff +14, Climb 15,
Escape Artist +8, Hide +9, Listen +15, Move Silently +12, Concentration +15, Hide +7,
Listen +10, Mowve Silently +2, Search +13, Sense Motive +13, Listen +14, Move Silently +14,
Search 49, Spot +10 Spot +15 Search <14, Sense Motive <14,
Spot +14
| Eeats: Dodge, Mability Alerrness, Cleave, Power Attack Cleave, Power Attack, Sunder
Climate,/Terrain:  Any land and underpround Any land and vnderground Any lund and underground
|Organization: Solitary Solitary, team (2—4), or squad (6101 Salitary, team [2-4), ot squad {&—10)
{Challenge Raring; 7 g 10
{Treagure: Standard, plus rope Standard Standard coing; double goods;
s standard items
Alignment: Always laveful evil Always lawful evil Alvways lawful evil
Advancement: 7-12 HD (Medium-size) 10 HID (Medinm-size ), 12-15 HD (Largey;
11--21 HD {Large) 16-30 HD (Huge)
Gelugon (Baatezn) Pit Ficnd (Baatezu)
Large Outsider (Evil, Lawful) Large Outsider (Evil, Lawful)
Hit DHice: 12d&+60 (114 hp) 13d8+65 (123 hp)
Initiative: +1 {Dex) 15 (1 Dex, +4 Improved Initiative}
Speed: 40 fr. 40 fr., fly 60 ft. (averape)
AC: 38 (=1 size, +1 Dex, +18 natural) 30 (=1 size, +1 Dex, +20 notural}
Attacks; Longspear +17/+12/+7 melee {or 2 claws +17 melee), 2 clawrs +19 melee, 2 wings =14 melee,
bite +12 melee, tail =12 melee bite +14 melee, tail slap +14 melee
Damage: Longspear 1d8+9 and cold, claw 1d&+s, Claw 1d6+7, winp 1d443,
bite 24443, tail 3d4+3 and cold bite 2d6+3 and poison plus disease, tail slap 2d4+3
Face/Reach: 10 £t by 1o fe. /15 fr. sihbysf /06
Special Attacks:  Spell-like abilities, fear aura, Spell-like abilities, fear aura, improved grab,
! cold, summon baatezn constrict 2d4-10, summon haatesu
{Special Qualities: Damage reducrion 20/42, 5K 25, Damage reduction 25,/+2, SR 28,
baarezu qualities, tegeneration 5 buatezu qualities, regeneration
Saves: Fort +13, Rel 49, Will +14 Fort 13, Bef <9, Will 113
Abilities: Ser 23, Dex 13, Con 24, Int 23, Wis 22, Cha 18 Str 25, Dex 13, Con 21, Int 20, Wis 20, Cha L&
8kills: Bluff +16, Climb +20, Concenteation +20, Bluff +17, Climb 420, Concentration +19, Disguise +17,
Dhisguise +17, Jump +19, Knowledge (arcana} +20, Hide =4, Jutnp +1%, Knowledge {arcana} +20, Listen +21,
Listen +22, Move Silently +18, Search +20, Mave Silently 417, Search +21, Spelleralt =21, Spor <21
Sense Morive +20, Spelleralt +20, Spot +22
Feats: Alerrness, Cleave, Dodpe, Power Artack Cleave, Grear Cleave, Improved Iniriarive, Power Atack
Climate/Terrain:  Any land and underground Any land and undergeound
Crrganization: Solitary, team (24}, squad (6107 Solirary, team (2-4), or troupe
or troupe (1-2 gelugons, 7-12 barbazn, (1=2 pit fends, 2-5 coTnugons,
and 1—4+ osyluths) gnd 2 5 hamarlas)
Challenge Rating: 13 2]
Treasure: Srandard coins; double poods; standard ftems Standard coing; double poods; standard irtems
Alignment: Alweays lawful evil Always lowful evil
Advancement:  13-18 HD (Tarpe): 19-33 HD (Huge! 14=20 HI} {Large); 21-3% HD (Huge)




Devils are fiends from the plane of Baator, a lowful evil realm, The
maost numerous are the baateru. whe are infamous for their
strength, evil remperament, and ruchlessly efficient organization.

Baateru have a rigid caste svstem, in which aurhaority derives

not only from pewar bug glse from saton. They accupy them- |
selves mainly with extending their inflluence throughour the |

(planes by corrupting mortals.
| Baareru who further this
| geal are vsually rewarded
L weith improved stations,

Muost baatezu have 3

{Cothic garpovle look,
grotesque and un-
sightly by human
standards.

Except where noted
below, 2l devils speak
Infernal, Celestial, and
{Draconic.

COMBAT
Devils enjoy bully-
ing those weaker
than  rthemselves
and often arrack
gond creatures just
(to_gain @ trophy or
(three. Maost devils are
Lsurrounded by oan aura of
frar, which they use o
ibreak up powerful
(Eroups and de-
fear opponenis
piecemesl The ba-
atezn glao uge their
illusion _ahilities
todelude and con-
fuge fors as much
as possible. A fa-
vorite trick iz to
create illusory re
lI'.FQT{:L"mﬂT'IT.'_\. ene-
mies can hever be gn-
tirely sure if a threat is
anly o fipment or real sum-
moned devils joining the lray
Summon Baatezu (Sp): Most
baatezu can summon other
L baatezn much as though cage
Ling a suthmen manster spell, but they have only a limited chance of
Lsuccess, Rell d%: On a failure, no baatezu answer the summaons.
Summaoned creatures automatically return whence they came
after 1 hour. A baatezn thar has just been summoned cannor use
its own summon ability for 1 hoo
Baatezu do not use their summon abilivy lightly, since it leaves
them beholden to the summoned creature. In general, they use it
only when necessary to gain vicrory of save their pwn lives,

BAATEZU QUALITIES
Immunities (Bx): Baategu are immune to fre and poison.
Resistances (Ex): Baarezu have cold and acid resistance 20,
See in Darkness (Su): All devils can see pecfectly in darkness
Lof any kind, even thar created by deeper darfness spells.
Telepathy (Su): Baateru (except lemures) can communi
cate telepathically with any creseure within 100 feer that has a
language,

LEMURE

Lemures are revolting blobs of molten flesh, abour 5 feet tall, with |
vaguely humanoid rorsos and heads Their fearures are rwisted |

into permanent expressions ol angueish,
Lemures are mindless and thus cannot communicate, but they
lare sensitive to telepathic messages from other devils and obey
their mental commands,

Combat
ot the complete desoruction of the lemures can make
them stop.

mind-influencing effects.

IMP

Imips are insidious devils often

\.
!

casters as councilors and spies

with leathery  batwings,

ed horns, Their skin is dack

tall and weigh about & pounds,

Combat
Imps are craven, but not so timid az to

Y Lemures surge toward anything they meet and trv 1o claw
it apart. Only a telepathic command from other devils |

Mindless (Ex): Lemaes are immune to all |

found serving lawful evil spell- |

In their nanural lopms, imps |
lock. like tiny humanoids |

barbed ails, and sharp, owist- |

red, their horns and jagged teeth |
gleaming white, Imps stand 2 feer |

Pass up an opportunity [ora aurrrise |

I"‘ ﬁ\\ artack (their invisibility and poly-

morph abiliies often create op-
portunities). In les natural
form, an imp attacks with
the wicked stinger on its

1 -

teach if @ foe manages w
strike back effectively.
Spell-Like Abilities: Ar
will —detect gond, detect magic, and
inpisitility (sell only); 1/day—
suggestion, These abilities are as
the spells cast by a ath-level
sorcerer (save TG 10 + spell level),
Dnce per week an imp can use cormune to usk
— six questions. The ability otherwise worles as che
- spell cast by g 1 2th-level cleric,
Poison (Ex}: Sting, Fortitude save (DC 13); inital damage 1d4
temporary Dexrerity, secondary damage 2d4 cemporary Dexterity
Polymorph (Su): An imp can assume other forms at will as a
standard action, This ability functions as pabymovph self cast by a
Lzth-level sorcerer, except thar an individual imp can assume only
ot o twe forms no larger than Medium-size, Commaon forms in-
clude monstrous spider, raven, rat, and boar.

tail. It quickly flies our of

Bepeneration (Ex}) [mps talke norinal damage from agid, ond |

from holy and Blessed weapons (if silver or enchanred),

OSYLUTH

\Dsyluthy often serve as Baator's police and informers, monitoring |

other devils' scrivities and reporting on their service,

An osvluth lecks bony and wrerched, alinost a husk of a hy- |

mangid.form, topped with a fearsome skull whose sickly, dried
1ikinis strecched tight. Tt has a tail like a scorpion's and exudes 1
foul oder of decay, Ogyluths stand abour @ feet rall
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Combat - :
Osyluths hate all other creatures and artack ruthlessly They freely
use wall of ice to keep the gnemy divided.

spell-Like Abilities: Ar will—ammale dead, charm person, di-
mersanal _'[rrr_r'm;.'__ doom, B invistmlily I:Se].t. CIE]J'!.’:. mujur IIAEE, SWE-
gestion, and wall of ice. These abilities are as the spells cast by &,

thelevel sorcerer (save DC 12 4 spell levell.

An asyluth can also teleport withaut ermar (sell phus 50 pounds of |
ahjeets only) ar will as the spell cast by a 12th-level sorcerer.

| Fear Aura (Su): Cwvluths can radiate a S-foot-radius fear auraasa,
i action, Affected creatures must succeed at a Will save (DC 14} or
{be wllected as though by a fear spell cast by a Pth-level sorcerer. A
| pearure that successfully saves canmor be allected again by the same
asyluthis aura for one day. Other baatezu are immune to the aura,

TPoison (Ex): Sting, Forritude save (DC 14} initial damage tds
temporary Strengeh, secondary damage 2de temporary Serength.

Summon Baatezu (Spl: Once per day an osylurh can atlempt
I sumimin 2di0 lemures with a s0% chance of success, ot al- |
other osyluth with a 35% chance of success,

Know Alignment (Su): Osyluths always know the align
ment of any creature they look upon,

KYTON
Many peaple mistakenly believe the chain-shrouded lyrons
1o be undead, likening them to the traditional shackle-rar-
tling spirit. In fact, they are devils resembling humans,
weapped in chains instead of clothing.

L. Kytons speak Infernal and Commen,

I3

Combat
|;'-LJ.|.',,'1-;JJ1 artacks by Aailing away with the spiked chains that serve
Lis clothing, armot, and weapons., Kytons savor. feat and terror so
Cmuch that they may stalk victims for hours, building dread and
Lpanic prior to attacking,

Dancing Chains (Su): A kyton's most awesome artack is its
abdlity to conmral all chains within 20 feet as a standard action,
miking them dance or move as it wishes, In addition. the

: kyton cam increase the chains’,
length by up to 15 feer and|
8 cause them o sprout Tazotb-
§ edged barbs. These chains at-,
; tack as ellecrively as the)
leyton itsell
Akyton can climb chains
it controls at its normal
speed  without a
Climb check.
Unnerving Gaze
{Su): A Lyton can
make its face re-
semble ome of
the opponents
departed loved
ones or hitler en-
emies, Those sub-
jecred to the gaze
must_succeed at a
Will save (D 15]
or suffer a -1
moorale
penalty 1o all
atack rolls
for  1d3
rounds,

Regeneration (Ex): Kytons take normal damage from fire, |
acid, and blessed weapons. |
A kyton thar loses a piece of its body regrows it in 2dex1il min- |
utes. Holding the severed member against the stump enablesitto |
{reattach instantly,
| Skills: Eytons receive a «8 racial bonus to Craft skills involving
Imetalworl,

HELLCAT

These fierce devils, also called bezekiras, move about almest |
|zilently, constantly an the
watch for some
chance 1o
do evil.

e

T

Hellcats measure some 7 feet long and have eves that gleam with |
feral cunning and tavenous hunger. They are more than intelli- |
pent enough to sel ambushes and otherwise outwit enemies,

Hellcats use a natural telepathy to communicate with one an-
other and these they encounrer,

Combat
& hellcat can hold its own in combat thanks to sharp claws and
wicked fangs. It prefers to leap upon cppanents, just as i lien does.

Founce (Ex): 1f a hellcat leaps upon a loe during the first round
of combat, it can make a (ull arrack even if it has already taken a
mowe 4o,

Improved Grab (Exh To use this abiliry, the helleat must hit
with its bite ateack. ILit gets a hold, it can rake.

Rake (Ex): A helleat can make two rake arracks (112 melee]
against a held creature with irs hind legs for 14443 damage each.
If the hellcat pounces on an opponent, it can also rake,

Invisible in Light (Ex): A hellcat is inwisible in anwv area lit
well encugh for a human to see, I adarkened area, it shows up as
a faintly glowing cutline visible up to 30 feet avay (60 feet i the
viewer has low-light vision). Magical darkness smothers the glow
amdl conceals the ouline

Skills: Hellcacs receive a =+ racial bonus to Tisten and Move
Silently checks.

BARBAZU
Barbazi serve as elite shock troops, speatheading attacks by |
masses of lemures, Every barbazms carries a saw-toothed glaive,
A burkazu iz a foul, humanoid cresture abour 6 feet tall, with a |
long tail, clawed hands and feet, pointed ears, and a snaky, dis- |
gusting beard. Tts skin is moist, though scaly like a reprilel.

Combart i
| Barbazu are aggressive and love to fight. They use produce flawme to
Lattack ppponents they cannot otherwise reach, but they prefer
‘melee. Their fzar touch scarters groups thar put up an effective
defense,




Spell-Lilke Abilities: At will—animafe dead, charm persan, com- " HAMATULA

rand, desecrate, magic weapon, major fmage, rroduce flame, and sugges- Hamatulas are 7-foor-rall humanoids covered with shamp br:lﬂ:ls
tion. Barbaza also can induce fear by touch as the spell. excepr it right down o the tips of their lang, meary tails. They serve as |
affects only the creature touched. These abilities are as cast by an guardians and pamnl troops,
fth-level sovcerer {save DC 10 + spell level, L o A hamarola has unusually long, sharp claws on its hands. I |
A barbazu can tefeport wathout ervov (self plus 50 pounds of b | _keen eyes shift and dart sbout, making it look perpetually nervous.
jects only) ar will as the spell cast by a 12th-level sorcerer, i
| Wound (Su): A hit from a barbazu’s glaive causes a l'lleed.mg Combat
| wound. The injured creature loses 2 additional hir points each | Hamatulas eagerly fight with their claws, toying to impale their
\round until the wound is bound {a [0C 10 Heal checkior theerea- . opponents. They use hold person to immehilize those whao aveid |
| ture dies. This is an ability of the barhazn, not of the wespon. | their hug attacks. !
Beard (Ex): Il a barbaau hits a single opponent with both claw Spell-Like Abilities: At will—animale dead, charm peron, dee: |
Lattacks, it automatically hirs with its beard. The affected creature ctate, doom, hold person, tajor image, produce flame, pyrotechnics, and
must succeed at a Fortitude save (T 14} or be infecred with a vile stugaestion; L/day—order’s wiath or unhaly blight. These abilities are |
disease called devil chills (incubation period 1d4 days, damage as the spells caat by a 9th-level sorcerer (save DC 10+ spell level). |
Ld+ points of temporary Srrength ). Damage is dealt each day until A hamarula can teleport without errar (self plus 50 pounds of ob-
(the afflicted crearure succeeds at three consecutive Fortitude ljects only} at will as the spell cast by a 12th-level sorcerer.
csaves, the disesse 15 cured magically, or the creature dies (see Dis- | | Fear {(Su} A creature hit by 8 hamaruls must suceeed st a Will |
Leage, page 74 in the Orrcpoy Mastees Guide), isave [DC 14) or be allected as though by fear cast by a 9th-level |
| Bartle Frenzy (Ex): A barbazu can work irself into a b:mie |sorcerer. Whether or not the save is successful, that creature
frenzy similar to the barbarian's rage ability (+4 Strength, +4|  cannot be affected again by that hamarulas fear abiliry for one day. |
Constitution, +2 morale bonus to Will saves, —2 AC penalty), for Improved Grab (Ex): 1o use this ahilicy, the hamarula must hit |
a +2 morale bonus to artacks and damage and 12 exrra hir poines with a claw artacl. 1f it gers a hold, it can impale the opponene on |
The frenzy lasts & rounds, and the barbazu suffers no ill effects its barbed bod
afterward. Impale {(Ex): A& hamarula deals 3d4+4 points of damage o a
Summon Baatezu (5p): Onece per daya barbazu can attempt to grabbed opponent with a snccessful grapple check.
|summon 2d10 lemures with a 50% chance of success, or another Summon Baatezu (Sp): Once per day a hamarla can attempl
| barbaza with 2 35% chance of success. o summen 2d10 lemures with a 0% chance of success, or an- |
ather hamarla with 2 35% chance of success, |
ERINYES '
|Like their demonic counterparts, the suce I.lbl¢ erinyves seck o COENUGON
Ltempt mortals ince depravity Cornugons serve as elite defense [orces and are tertible to J.L\l.l-]i.
Unlike other dewils, erinves appear atmactive. to_humans, re- upon—aeven for devils.
| sembling very comely women except for their huge, feathery A cornugon is 9 feet wall, only vaguely humanoid, and P
wings and sinister eves. Thev are ahout & {ear tall, with hideous scales. Tts huge wings and snaking, prehensile tail
add to its intimidating appearance.
Combat
Erinyes prefer to avedd combat when they can. If forced to ﬁbht,, Combat
they use theie charm person ability w wirn foes against cne an- | Cornugons are bold [ghiers. They rarely sercear, even aguinse
other and entangle those they cannot charm. | overwhelming odds: They love to fight with their whips, usually
Spell-Like Abilities: At will—animate dead, charm manster, des- | singling our the most powerlul foes ro stun and eliminate quickly
ecrate, invisibility (self nnhj, magic_circle against good (self only), Spell-Like Abilities: At will—animate dead, charm person, des-
wajor ithage, polymorgh solf, prodice e, sce nvisilality, sugaestion, eride, detect good, detect magic, detect thoughts, dispel chaos, dispel good,
and unholy blight. These ﬂ.bihﬂﬂ.s areas the spells cast by an &th- magic civcle against good, majar image, produce flame, pyrotechnics, sug-
level sorcerer (save DG 15 + spell level ). gestian, and telepori without ermor (self plus 50 pounds of objects
An erinyes also can feleport wathowet ervor (self plus 50 pounds of onlyl, 3/day—furehall and lightning bolt; 1/davy—wall of fire. These
objects cnly) at will as the spell cast by a 12th-level sorcerer. ahilities are as the spells cast by a 12th-level sorcerer (save DO 12
Charm Person (Su): An erinyes can charm a humanoid crea- + spell level),
| ure with a look, This is not a gaze attack, and the rarget need not Fear Aura (Su): Asa [ree action,  cornugon can create an auri
|meet the erinyes's eve. The ability has a range of &0 feet; an af- of fear in a s-foot radius. It is otherwise identical with fear cast by
|fected oppenent must succeed at a Will save |DC 18) or become a 12th-level sarcerer (save DO 170 IF the save 18 successful, that
utterly loval to the erinyes, The victim will do anything to protect creature cannet be affecred again by that cornugon’s fear aura for
the erinyes, even if that means slaying his or her companions or one day. Other baatesu are immune to the aura,
facing certain death, The ability is otherwise similar to charm Stun [(Su); Whenever a cecnugen hits with a whip attack, the
persont cast by an Sth-level sorcerer. apponent must succeed at a Fortitude save (DO 17) or be stunned
Entangle (Ex): Each erinyes carries a stoul rope some 50 feer for 1d4 rounds, !
long that entangles cppenents of any stee s an andmale rope spell Wound (Su): A hit from a cornugen's tail arcack causesa bleed- |
cast by a 16th-level sorcerer, The erinves can huel the rope 30 leet ing weund The injured creature loses 2 additional hit points gach |
with ne ranpe penaloy, reund until the wound is bound (a DC 10 Heal check or the cres- |
Summon Baatezu [Sph Once per da}' an erm}'es can artempr ture dies,
(1o summon 2d10 lemures with a 50% chance of success, or 1d4 | Summen Baatezn (Sp): Once per day a cornugon can .LLLe_Lu.;JL
| barbazu with a 38% chance of success, to summon 2d10 lemures or 1dg barhazu with a $0% chance of |
| Tonpues [Su); An erinyes has a pecmanent tongues d.bl].lt'r' as csuccess, 1de hamatilas with o 35% chance of success, or another Ir
. the spell cast by a 12th-level sorcerer. Erinyes usually use verhal lcornugon with a 20% chance of success.
| communication when dealing with morrals and save relepathic . | Regeneration (Ex): Cornugons rake normal damage from acid,
communication for conversing with other fiends . |and from holy and blessed weapons of at least +2 enchantment,




GELUGON
Gelugons serve almost exclusively as superelite guards and spies.
They look like tall, alien insects.
A gelugon has clawed hands and feet, powerful mandibles, and

alang, thick tail covered in razor-sharp spikes. Gelugons arve about |
12 feer tall, J

Cpmbat
| Gelugons prefer o lij:hl only when it serves their mission h11r
| never hesitate to attack when they deem it necessary,

Spell-Like Abilities: At will—animale dead, cha rlumnmtﬂ.mm
| of cold, desecrale, detect good, defect magic, ly magic circle against gl
| majar image, polymorph self, sugaestion, feleport wilhoed ervor (self plus

50 pounds of objects only ), unhaly avr, and wall af ice. These abili-
ties are as the spells cast by a 13th-level sorcerer (save [N 13 +
spell level).

Fear Aura (Su): As a [ree acrion, a gelugon can create an aura of

fear in a 10-Foot radius, It is otherwise identical with fear cast by a)
| 13th-level sorcerer (save DC 19). If the save is successful, thar creg-|
| wee cannot be affected again by thar gelugon's fear aurs for one |

day Other baatezu are immune to the aura,

Cold {Su): A hit from a gelugon's tail or spear attack in-
duces numbing cold. The opponent must succeed at a Forti-
mude save (DC 217 or be alfected as though by a slow spell for
1de rounds.

Summon Baateru (Sp): Once per day a gelugon can atempr
Lto summon 2d10 lemures or 1de barbazu with a 50% chance of
| success, 2d4 psyluths or 1dé hamatulas with a 35% chance of suc-
| cess, or another gelugon with a 20% chance of success,

Regeneration (Ex): Gelugons take notmal damage from holy
| and blessed weapons of at least +2 enchantment,

PIT FIEND
| Pit fiends are the undisputed leaders of the baarezu, Terrble,
winged humanoids some 12 feer tall, they often sppear wreathed
in flames,
A pit fiend has vast bat wings that it olten wraps around ieself
lile a grotesque cloak. Tts large fangs drip with a vile green liquid,,
and itz hulking body is covered in red scales

Combat
Fit fiends are wily and resourceful fighrers, using improved fnvisi-
hility 1o gain the upper hand and biting at foes who seem able to
see them. They don't hesitare to blanker an area with fireballs and
frequently surround themselyes with walls of fire,

spell-Like Abilities: At will —animate deads blasphemy, charm
person, create undead, desecrate, defect gand, detect magge, dispel magis,

fueball, hold person, improved invisibility, magic circle against good,

_major image, produce flame, pohmarph self prefechnics, suggestin, el
Lpart without evvor (self plus 50 pounds of objects only), unhaly aura,
LnhilTow, and wall of firg 1/day—meteor swarm (any; and symbol
{any), These abilities are as the spells casr by a 17th-level sorcerer
(save 0 13 + spell levell,

Uince per year a pit fiend can use wish s the spell cast by a 20th-
level sorcerer,

Fear Aura (Su); As 2 free action, a pit fend can create an aura
of fear in & 20-foot radivs, It is ocherwise identical with fear cast by
1 15th-level sorcerer (save DG 190, I the save is successful, thae
ceeature cannor be affected agaln by thar pit fiend’s fear aura for

Lame day, Other baatezu are immune to the aura.

Poison (Ex): Bite, Fortitude save (DC 21); initial damage 1ds

| temporary Constintion, secondary damage dearh,
| Disease (Su): Even if an affected creature saves against the

4-

\poison, it must succeed ar a Fortitude save (DC 14 or be infected |
|with a vile disease called devil chills {incubation period 1d4 days, |
damage 1d4 points of temporary Strength), See Disease, page 74

in the Dunceon MasTER'S Guide,

- _DEVOURER }

Improved Grab (Ex): To use this ability, the pit fiend muse hic |
a Mediwm-size or smaller opponent with is tail s'.ap attack. If it |
gersa hold, it can constrict.
Constriet (Exk A pit fiend deals 2d4+10 points of damagt:
with a successful prapple check against Medium-size or smaller
Lcreatures,
| Summon Baatezu (Spl:
Twice perdav a pit fiend
can autemati-
cally  summon
two lemures, osyv-
luths, or barbazm,
or one erinyes, cor-
nugon, o gelugon.
Regeneration
(Ex): Pit fiends rake
|normal damage from
L holy and blessed weapons {8
Lofat least 43 enchanmment,

Large Undead
Hit Dice: 12012 (78 hp)
Initiative; +4 (Improved
Initiative)
Speed: 3001
AC: 18 (-1 siee
.18 narural)
Attacks; 2 clows
+11 melee
Damage: Claw 14615
Face/Reach: 5 ft. by 5
fi./10 fo
Special Attacks:
Energy drain, trap
essence, spell-like
abilities
Special Cualities:
TIndead, spell
deflection, SE. 21
Saves: Forl +4, Bef +4,
Wl 414
Abilities: Sre 24, Dex 10, Con —,
Int 16, Wis 16, Cha 17
Skills: Climb 410, Concentration
+18, Jump 117, Listen +17, Move
Silently +12, Spotr <17
Feats: Alertness, Blind-Figh, Combar
Casting, Expertise, Impmved Initiative,
Weapon Focus (claw)

Climate,Terrain: Any land and

underground
Organization; Solitary
Challenge Rating: 11
Treasure: Mone
Alignment Always neutral evil
Advancement; 13 HD (Large); 14-27

HD {Hugel

Devourers. are massive crearumes every it ag evil as they ook, |
‘They lurk in the Ethereal and Astral Planes, stalking both natives |
{and ravelers with equal sadistic glee.

The devourer appears as a tall, skeletal figure with strands of
| mummified {lesh hanging from its bones. Imprisoned within the
creatures glb cape is a tny fgure, clearly in agony. This piciful
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being is the trapped essence of a slain opponent, which is con-

sumed like firewood to sustain the monster's unnarucal life,

COMBAT

Even il it had no special abilities, the devourer would be aterrible |

opponent, for its bony claws can flay enemies alive.

| Energy Drain (Su): Living creatares hit by a devourer's claw |
Lartack or spectial hand ability receive one negative level The Forti-|
| tude save to remave the negatve level bas a DC of 14, 4
Trap Essence {Su): The devourer 1s named for ies ability to con- |
sume an enemy’s life essence. To do o, it must forgo its normal |

\melee attacks und make a rrap essence atrack. This requires o
|notmal attack roll to hit but desls no damage. The allecred crea-
ture must succeed at 2 Forritude save (DC 19 o die instantly,
The slain creptures essence is trapped within the devourer’s
vibs, and the diminotive fgure takes on that victins features. The
mrapped essence cannot be raised or resurrecred, but a limited waskh,

\miracle, o wish spell frees it as does destroying the devourer. A de: |

|vourer can hold only ane essence ar a time.

r

ture. As this energy is expended. the twisted soul fades away unril
it evaporates completely The erapped essence receives one nega-
tive level for every five spell-like uses. When the number of nega-
tive levels equals the crearure’s toral HD or level, the essence is
destroved, If an essence is freed, the restored creature must suc-

| ceed at a Forrmde save {DC 17) for each nepgative level o lose thar
|level permanently.

Spell-Lilke Abilities: At the start of any encounter, the tmapped
Lessence withina devourer is assumed to have 3d4+3 levels (anough
| fuel for 30 to 75 uses), Once per round, the devourer can use one

of following as the spell cast by an 18th-level sorcerer (save DC 13
Lt spell level comfusion, cordrol undead, ghoul louch, lesser planar ally,
Lray af enfecblement, speclval harnid, suggestion, and tre seeing.

Undead: Immune to mind-influencing effects, poison, sleep,
paralysis, stunning, and disease. Mot subject to critical hirs, subdual
damage, ability damage, energy drain, or dearh from massive damage,

Spell Deflection (Su): The trapped essence provides s measure |
of magical protection. If any of the following spells are castar the |
devourer and evercome its spell resistance, they affect the impris- |
oned essence instead: banishment, chaps hammer, confusion, defect
domrinale. persom, eotion, ferr geas/quest, holy |

theughts, dispel evil,
warnd, F]}'P;I’ll‘_'l;.':.. gt me, magic jar, maze, suggeshon, (nep thi saul
ot any torm of rharm or compulsion, In many cases, this effec-

tively neurralizes the spell (charming a trapped essence, for ex-
ample, is nseless). Some of them (hanishoment, for example), mighe
eliminare the rapped essence, robbing the devourer of its magical
| powers until it can consume another,

" DIGESTER
Medium-Size Magical Beast
Hit Dice: 8d10424 (58 hp)
Initiative: +6 [+ 2 Dex, +4

Tmproved Tnitdatvel
Speed: 60 fi.

w
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The trapped essence provides the devourer with encugh power |
tar use fve spell-like abilities per HD or level of the trapped crea- |

e : *

AC: 17 (42 Dex, 45 narural)

Attacks: Rake <11 melee

Damage; Ralke 1d8+4 3
Face/Beach: 5 fr. by 5 fi./5 f1.

|
|
|

|Special Attacl: Acid spray.

\Special Qualities: Scent, acid immunity

|Saves: Forr =9, Ref <8, Will 43

| Abilities: Str17, Dex 15, Con 17, h'r ,Wis 12, Cha 10 |

Skills; TTide 411, Listen +6, Jump =7, Spot +6

|Feats: Aleriness, Improved Initiatdve |

1
Climate,/Terrain: Temperate and warm land and underground
Organization: Solitary or pack [3-6) =
Challenge Rating: & |
Treasure: Mone =
Alignment: Always neureal

| Advancement: 912 HD (Mediom-size); 13-24 HD (Large)

| These swift predators spray an scid that can reduce a human roa
spool of glop in seconds.

Digesters lurk almost anywhere there is prey o be found, from |
barren deserts to steaming jungles, A digester resembles a cacnive |
orous dinosaur with powerful hind legs and a long tail. Te hasa |
narrow head with & sucking mouth and an orifice in its forchead | |
that sguirts acid.

A digester stands about 5 feet tall and is S_tcnr_]ﬂngfmm —_—

to tail.

-—— - 4

COMBAT

A digester isa hunting and earing machine. When itis not hungn_
{which is rarelyl. it lies low and avoids most other creatuges, |
When hunting, it locks about for a likely target, then charges| |
forth and delivers a gowt of acid. If the inirial atrack iz insufficient |

to kill the prey, the digester artacks with its hind feet undl 8 can |
apray acid again.

Acid Spray (Ex): A digester can spray acid in a cone 20 feet long,
dealing 4d8 poinrs of damage to everything in the area Once a di
pester uses this ability, it can't use it again untl 1d4 raunds later The
creamire can also produce a concentrated steeam of acld thar deals
8da points of damage to a single target within § feet. In either case,

a successiul Beflex save (DT 171 halves the damage.

Skills: The digesters caloration gives it a +4 racial
bonus 1o Hide checles, Tt also has o 4 meial bonus o
Jump checks,




DINOSAUR

Deinonychus
Large Beast

Elasmosaurus
Huge Beast (Aquatic)

Megaraptor

Huge Beast

Challenge Rating
| Treasure:
L Alignment:
| Advancement:

Dinosaurs, ar terrible lizards, are ancient heasts that may be re-

lated to dragons.

Among the traits that predamrv dinesaurs share wirh many
dragans are sharp reeth, savage dispositions, a well-developed
sense of territory, and a ruthless capacity to hunt. The herbivo-

MNone

Always newtral

17-32 HD (Garganruan
3348 1D (Coloszal)

g

Mone

Alwavs newrral

1936 HII (Gargantuan);
37—54 HD (Coloszal)

COMBAT

Dinpsaurs take full advantag

Hit Dice: +d10+12 {34 hp) 5d10+25 (52 hp) _Bdio+32 (76 hpl
 Initiative: +2 {Dex) +2 (Thex) +2.{Dex)
Speed: &0 [ 20 fr,, swim 50 00 a0 it
Al 16 {~1 size, +2 Dex, +5 nagural) 13 (=2 size, +2 Dex, +3 narural) 16 {~1 size, +2 Dex, +6& natural}
Artacks: Rake +6 melee, 2 claws 11 melee, Bite <2 meles Rake +9 melee, 2 claws 14 melee,
bite +1 melee bite +4 melee
Damage: Rake 2ds<4, claw 1d3+2, Bite 2d&+12 Rake 2d8+5, claw 1d4+2,
bite 2d4-2 bite 2d6+2
| Face/Reach: sft.bysfi0fe 10 fr by 20 fe /10 fr 10 fr, by 406t /156
Speciz]l Qualities: Scent Srent Scant
Baves: Fort +7, Ref o6, Wil +2 Tort +9, Ref +6, Will +2 Forr +10, Bef 8, Will 14
Ahilities: Str 19, Dex 15, Con 17, Str 26, Dex 14, Con 20, Str, Dex 15, Con 19,
Inr 2, Wis 12, Cha 10. Int 2, Wis 13, Cha 9 Int 2, Wis 15, Cha 1D
Sleills: Hide +7, Jump +13, Listen +11, Listen +2, Spot <5 Hide +5, Jump 414, Listen +12,
Spot +11, Wilderness Lore 19 Spot +12, Wilderness Lore +10
Climate, Terrain: Wartn forest, hill, plains, and marsh Warm aquatic Warm forest, hill, plains, and marsh
Orpanization: Solitary, pair, or pack (3—6) Solitary or pair Solitary, palr, or pack (3-6)
Challenge Rating; 3 s i
Treasure: Mone Mone Mone
Alignment: Always neatral Always neurral Always neurral
| Advancement: 5-8 HD {Large) fi=15 HI {Huge) o915 1D (Hupe}; 17-24
HITH {Cargantuan}
Triccratops Tyrannosaurus
| s Huge Beast Huge Beast
| Hit Dhice; 16d 104112 (200 hp' 18d10+72 (171 hp}
Initiative: 1 (Dhex +1 [ Dex]
Speed: 30t 40 fr.
AC; 15 (=2 size, —1 Dex, +11 natura]) 14 (—2 size, +1 Dex, 45 namial)
Artacks: Care +15 melee Bite +20 melee
Damage: Core 2d&+7 Bite 5d8413
Face,/Reach: 10 fe. by 20 /1001 101t by 10 ft./15 ft.
Special Artacks: Charge lor double damage, trample Improved grab, swallow whele
Special OQualities:  Scent Scent
Saves: Fort +17, Ref +9, Will 45 Fart <15, Rel +12, Will =8
Abilities: Str 20, Dex 9, Con 25, Str 28, Dex 12, Con 14,
Int 1, Wis 12, Cha 7 Int 2, Wis 15, Cha 10
Sleills: Listen +8, Spot +& Listen +11, Spot +11
Climare,Terrain: Warm [oresr, hill, and plains frm forest, hill, plains, and marsh
Organization: Sclitary, pair, or herd (58] Solitary or pair

e of their size and speed. The swift

carnivores stalk prey, staying hidden in cover until they can get

quently everrun and trample

rous dinesaurs usually are not aggressive unless wounded or de-

fending their young, bur may attack if stareled or harassed,

| _Dinosaurs come in many sizes and shapes. Bipger species
{have drab calars, while smaller dinosaurs have a wide variety
Lol mare colorful markings. Most dinosaurs have a pebbly skin

Aexrure,

Dinasaurs most often lHve in rugged or isolated areas that hu-|
manoids seldom visic remote mountain valleys, inaccessible |

plateaus, mropical islands, and deep fens.

DEINONYCHUS

A deinonychus has o brigh

their opponents.

{This fast carnivore is sometimes called a velocirapror, though that |

name propetly belongs ro a much smaller creature.

. Despite being 12 feer long, this dinosaur is only shout 6 feer |

'rall. Tes tail extends straighe cut behind irself held alolt by an in-
tricate steicture of bony supports, thus allowing its weight to be

!cardled entively by the back legs, Lt weighs about 600 pounds.

tly colored hide, making it look like

into charge range and rush 1o the attack The great herbivores fe- |

4




o trapical bied The dinosaur is bright green, orange, vellow, or red
along its back and flanks. with a much lighter shade of the same
color on its underside. The body has darker spors o stripes.

Combat .
A deinomychus nses atermible combination of speed, grasping |
| forearms, large teeth, and hind leps with ripping talons. It hunts |
| by running ae prey, leaping, and raking with its rear ralons ps it |
|claws and bites, The rakes count as one arrack. A deinonychus |
| eften jumps on top of a larger crearure and holds on with ies front
| clawes while continuing to rake with the rear talons,
| The deinonychus has a reladvely lugge brain fot a dinosaur, and
Lits pack hunts with cuaning tactics, When charging, it uses only
its ralkee attack, dealing 2dg1é points of damage.
Skills: A deinonychus receives a +8 racial bonus to Hide, Jump,
Listen, Spet, and Wilderness Lore checks,

ELASMOSAURUS
LAn elasmosaurus has a thick, ovoid body with
| Ans instead of kegs and a long, snaky il and
neclk, Its neck makes up one-half its total lengeh
of 50 feet. An elasmosaurus weighs about 5,000
pounds. Observers who see only its head or tail
might easily mistake it for a massive snake,

Combat

| An elasmosaurus is aggressive and armacks any-
| thing it notices. The creature is strong, fast, and
| highly maneuverable, able to ton quickly and
Uunge at prev. When hunting. it mavels with its. §
| head our of the water, snapping down quickly te
| sedge prey.

MEGARAPTOR
This ereature is simply a larper version of the
deincnychus, wirh the same habits and abilities.
When Ehargirgg, & megaraptotr uses UIL],‘I.-'_J'.E ke
attack, dealing 2d8+7 poines of damage.

TRICERATOPS

This massive herbivore is fairly shorr-rempered r
and aggressive. It has a huge frone plare of bone protecring its
a-foot-long head, from which project two great horns feach over 3
feet long), while a shorter hom jurs from its nose. A triceratops
has a body abour 24 feet long and weighs sbour 20,000 pounds.

Combat

| These creatures are likely to chavge and skewer any creature of at

| least Large size that infringes on their rerritory A micerarops uses

Lits trample attack on smaller opponents,

| Trample (Ex): A triceratops can frample Medinm-size or
smaller erearures [or 2d1245 points of damage. Opponents who
do not make attacks of oppottunily against the riceratops can at-
templ & Baflex save (DO 23] ro halve the damage,

TYRANNOSAURUS |
This ravenous creature is the most fearsome of all carnivorous di- |
NOSAUTS, 4

Despite its huge size and H-ron welght, & tyrannosaurus is 4 swill |
crunner Tts huge head is nearly € [eet long, and its teeth arve [rom 3
|10 6 inches in length, Tt is more than 50 feer long from nose o tail

A tyrannosauras eats almest anything it can sink its teeth into,

and spends a great deal of its time scavenging for carden and chas-
ing smaller carnivores away from their kills,

Combat |

A tyrannosaurus pursues and eats just abour anyrhing it sees. 15|

tactics are simple—charge in and hite.

Improved Grab (BEx): To use this abilicy, the tyrannesaurus |
must hit a Medium-size or smaller cppenent with it bite attack |

If it gets a hold, it can oy o swallow the foe,

Swallow Whole (Ex): A tyrannosaurus can try to swallow a
Medium-size or smaller opponent by making a successful grapple
check, The swallowed creasture. takes 2d8+8 poines of crushing
damage per round plus 8 points of scid damage from the tyran
nossuruss glecard, A swallowed creature can cut its way out by
using claws or a Small or Tiny slashing weapon to deal 25 points
aof damage to the gizzard (AC 20), Once the creature exits, muscu:
lar action closes the hole; another swallowed opponent must
aAgain cuf its own way our.

Ihe tyrannosauruss pizzard can hold two Medium-size, four
Small, eight Tiny, sixteen Diminutive, or thirty-rwo Fine or
smaller opponents,

DIRE ANIMALS

Rat Weaszel Badger

Small Animal Medinm-Size Animal Medium-Size Animal
Hirt Dice: Ld@=1 (5 hp 3d8 (13 hp) 3da+12(25 hp)
Initiative: +3 [ Dex) +4 [ Dex) =3 (Dhex)
Speed: 40 fr, climb 20 fr 40 . 30 fr,, burrow 10 fL.
AC: 15 (41 size, 43 Dex, + 1 natural) 16 (+4 Dex. +2 natural) 16 (+3 Dex, +3 narural)
Aitacks: Bite +4 melae Rite +& melee 2 claws +4 melee, bite —1 melee
Damage: Rite 1d4 Bite 1de+3 Claw 1d442, bire 1de+1
Eace/Reach: Sfr by sft/sfi sf by s /s h. 5l by s f/s 0,
Special Attacks:  Disease Axtach, Blood drain Rage




| Special Qualiries:

17-21 HD (Huge}

Scent Scent Scent
Saves: Forr +3, Rel 45, Will +3 Forr +3, Rel o7, Will +4 Fart =7, Ref +6, Will 4
Abilities: Str 10, Dex 17, Con 12, 517 14, Dex 19, Con 10, S 14, Dex 17, Con 19,
Int i, Wis 12, Cha 4 Tnt 2, Wis 12, Cha 11 Int 2, Wis 12, Cha 10
Slgilla: Climb +11, Hide +11, Hide +9, Move Silently +10, Spot +5 Listen +6, Spot 46
| Move Silently 16
Feats: Weapon Finesse (bire) Wespon Finesse (hite) -
Climate,/ Terrain: _Any land and underground Tempetate forest, hill, mountains, Temperare foresr, hill,
plains, and vnderground plains, and underground
Drganization: Solitary or pack (11-20% Splitary or pait Splitary or cete (2-5)
\Challenge Rating: 13 2 2
| Treasure: Mone MNone Kone
Alignment: Alwavs neutral Alwavs neurral Alwavs neueral
Advancement: 2-3 HD {Small); 45 HD (Large); 7-2 HD [Huge) 4—4 HI}{Large); 7-% HD (Huge)
46 HD [Medium-sizel
Bat Ape Wolverine
Large Animal Large Animal Large Animal
Hit Dice: 4dB+12 (30 hp) sd8+10 32 hp) 5d8+20 (42 hp}
Initiative: +6 [Dex) +2 {Dex) +3 (Dex)
Speed: 20 fr., fly 40 fr. (good) 30 fr., climb 15 . 30 fr., climb 10
AC: 20 (=1 size, +6 Dex, +5 narural) 18 (=1 sise, 42 Drext, +4 natural) 16 (=1 size, +3 Dex, +4 natural)
Attacks: Bite +5 melea 2 claws +8 melee, bite +3 melee 2 claws +8 melee, hite +3 melee
| Damage: Bite 1d6+4 Claw 1d6-rh, bite 14843 Claw 1da+i, bite 14813
| Face/Reach: 10t by 5 fr/s fr. sfrby /ot 5ft by 1005 1.
| Special Attacks:  — Bend 2dé+12 Bage
| Special Qualities: Blindsight Scent Scent
| Bpves: Fort +7, Ref +10, Will 46 Tort =6, Kef +&, Will +3 Tort 8. Ref +7, Will +5
| Abilities; Srr 17, Dex 22, Con 17, Sir 22, Dex 15, Con 14, Srr 22, Dex 17, Con 19,
Int 2, Wiz 14, Cha & Ine 2, Wis 12, Cha 7 Int 2, Wis 12, Cha 10
Sleills: Listen +11%, Move Silently £11, Climb <14, Move Silently 49, Spot +#  Climb +14, Listen 9, Spot +8
Spor +11*
Climate /Terrain:  Temperate and warm desert, forest,  Warm [orest, warm mountalns, Temperate forest, hill,
hill, plains, and underground and underground plains, and onderground
Organization: Solicary or colony (541 Solitary or company [5-8] Solitary or pait
Challenge Rating: 2 3 +
Treasure: Mone Mone MNoneg
Alignment: Always neutral Always neureal Always nenrral
Advancement: 5—12 HD [Huge! é—15 HD (Large) #—15 HD (Large)
Wolf Hoar Lion
Large Animal Large Animal Large Animal
Hit Dice: sdf+18 (45 hip) 7da+21 (52 hp) fda+24 (50 hp)
Initiative: +2 [(Dex) +01 +2 (Dex)
Speed: &0 fr. 40 ft. 40 fi.
LAC: 14 (=1 slze, +2 Dex, +3 natutal) 15 (-1 size, +6 natural] 15 {1 sizre, +2 Dex, +4 natural)
| Attacks: Bite +10 melee Bite 412 meles 2 claws +12 melee, bite +7 melee
| Damage: Bite 1d8+10 Bite 1d8+12 Claw 1d6+7, bite 1ds=3
Face/Reach: g ft. by 10 fe./5 L s by 10 fi/s sfhby1ofn/st
| Special Attacks:  lrip Ferouity Pounce, improved grab, rake 1de+3
Special Qualiries: Scent Scent Scent
Saves: Fort =8, Bel 47, Will +6 Forr +&, Rel 5, Will +6 Fort +9, Bef +8, Wil +7
Abilities: St 25, Dex 15.Con 17, Str 27, Dex 10, Con 17, Str 25, Dex 15, Con 17,
Int 3, Wis 12, Cha 10 Int 2, Wis 13, Cha 8 Int 2, Wis 12, Cha 10
Skills: Hide +5, Listen +6, Move Silently +5,  Listen +9, Spot +8 Hide +5*, Jump 18, Listen +4,
Spot +6, Wilderness Lore +1* Mave Silently +9, Spot +4
Climate/Terrain:  Any forese, hill moumrains, Temperate and warm forest Any forest, hill, mountaing, plains,
plaing, and underground and underground
Organization: Solitary or pack (5-8) Solitary or herd (5 &} Solitary, pair, or pride (10}
Challenge Rating: 3 1 5
Treasure: Kone MNone Mome
Alignment: Always newtral Always neutral Always neuteal
Advancement: 7-18 HD (Large) g—16 HD [Largel; 014 HD (Large): 17=24 HD (Huge!




Bear Tiger Shark
! Large Animal Huge Animal Huge Animal (Aguatic)
Hit Dice: 12de+48 (102 hp) 16d8-48 (120 hp) 18d8+54 (135 hp)
Initiative: 1 [ Daxc) 42 (Dex} +2 [Dex)
Speed: 40 fr, 40 I, Swim 20 f1.
| AC: 17 (=1 size, +1 Dex, +7 natural) 16 (2 size, +3 Dex, +6 matural) 17 {~2 size, +2 Dhext, 47 natural)
Attacks: 2 claws +18 melee, bite +13 melse 2 cloars +18 meloe, bice +13 melee Bite 417 meles
Darmnage: Claw 2d4+10, bire 2d&+5 Claw 2448, bite 2de14 Bire 2da+2
Face/Reach: Lo fr. by 20 fr./0 fr, 10 ft. by 30 [t /10 {e, L0 fr. by 50 fr. /10 fr.
Special Attacks:  lmproved grab Pounce, improved gralb, rake 2d4+4 Improved grab, swallow whole |
Special Qualities: Scent Scent Keen scent
Saves: Fort +12, Bef 19, Will +2 Fort +13, Ref +12, Will +11 Fort +14, Bel +13, Will +#12
| Abilities: 5tr 31, Dex 13, Con 19, Str 27, Dex 15, Con 17, Str 23, Dex 15, Con 17, !
Int 2, Wis 12, Cha 10 It 2, Wis 12, Cha 10 Int 1, Wis 12, Cha 10 |
Skills: Listen 17, Spot +7, Swim +13 Hide 0%, Jump +11, Listen +3, Listen +7, Spot =7
Mowve Silently +9, Spot 13, Swim +11 -
Climate,/Terrain:  Any forest, hill, mountains, Any lorest, hill, mountains, plains, Any aguatic
plaing, and underground and underground
Organization: Selitary or pair Solitary or pair Solitary or school (2-5)
Challenge Rating: 7 & g
Treasure: Mone Kone Mone
Alignment: Always neutral Always neutral Always neurral
Advancement: 13-16 HI (Large); 7-32 HD (Hugey 19-32 (Huge);

17-36 HD {Huge)

| Dire animals are larger, tougher, meaner versions of normal ani-
| mals, They tend to have a leral, prehistoric loal,

DIRE RAT

L& dire rar can grow up to 3 feet long and weigh over 60 pounds,

Combat
\Dire far packs artack fearlessly, biring and chewing with their
sharp incisors.

Disease (Bx); Filth [ever—bire, Fortitude save ([ 12), incu-
bation period 1d3 days; damage 1d3 temporary Dextericy and 1d3,
tempotary Constitution (see Discase, page 74 in the Dumcron,
MasTens Guide).

DIRE WEASEL

These agperessive hunters grow up o 6 feet long and can reach a
weight of 400 pounds.

Combat
Dite weasels stalk their prey in the dark and then leap onir, biting
and clawing.

Attach (Bx): A dire weasel thar hics with its bite atrack larches
Limto the opponent’s body with its powerful jaws, An arrached dire
Lweasel loses its Dex honus o AC and thus has an AC of 12,

Blood Drain (Ex): A dire weasel drains blood for 2d4 poines of

remporary Constitution damage each rawnd it remains attached.

DIRE BADGER

The vicious dire badger grows from 5 w 7 feet in length and can
weigh up to 500 pounds.

Combat
[ire badgers actack with their sharp claws and teeth.
Rage (Ex}: A dire badger that takes damage in combar flies into
18 hemerk rage on its next tuen, clawing and biting madly until
| eithee it or its opponent is.dead. It gains +4 Sorength, 4 Constity
L tion, and —2 AC. The creature cannet end its rage voluntarily.

DIRE BAT

These necturnal hunters have wingspans of & to 4 feer,

3548 {(Gargantuan)

3354 (Gargantual)

Combat
Dire bats swoop down upon unsuspecting prey fram shave. |
Blindsight: Dire bats can “see” by emitting high-frequency |
sounds, inandible e most other crearures, thar allow them m |
locate objects and creatures within 120 feet. A silence spell negates |
this ability and forces the bat to rely on its weak vision, which has |
a maximum range of 10 feet.
Skills: Dire bats receive a 44 racial honus to Spor and Listen |
checks. *I'hese bonuses are lost if blindsight is negated.

DIRE APE

These apes resemble large gorillas with long, ivory claws and
razor-sharp teeth. They stand about 8 feee tall and weigh from so0
o 1,000 pounds,

Combat

[ire apes attack anything that enters their territory, even other
dire apes. Il an opponent's armor loils a dire ape's attacks, the
creatisre will attempt to grapple and pin, then claw the prone
OppOnent.

Rend (Ex): & dire ape that hits with both claw artacks larches
onte the opponent’s body and tears the Qesh. This automatically
deals an additenal 246412 poings of damage.

DIRE WOLVERINE

These foul-tempered creatures grow to abour 18 feerin length and
can weigh as much as 2,500 pounds,

Combat
Dire wolverines attack opponents wantonly, fearing no other
CrEallres.

Rage (Ex): A dire wolverine that takes damage in combal Bics |
into a berserk rage on its next turn, clawing and bidng madly until |
either it or its epponent is dead. An enraged dire wolvering gains |

\+4 Strength, +4 Constitution, and 2 AC. The creature cannot end |
its rage voluntaeily,

DIRE WOLF
[A dire wolfis an immense pray or black wold, about 8 [eet long and
lweighing some 700 pouends,




Combat
Dire wolves prefer to attack in packs, surmunding and flanking
the foe when they can,
Trip (Ex): A dire wolf that hits with a bite attack can atlempt to

trip the opponent as a free action (see page 132 in the Playerk.
Hanidbaak’ without making a touch arcack or provoling an ateack |
of apportunity, 1 the atrempr fails, the opponent cannot react e

trip the dire woll

Skills: A dire wolf receives a +1 tacial bonus ro Listen, Move |
Silently, and Spot checks and a +2 racial bonus to Hide checks, ™It
L plse receives a +4 racial bonus 1o Wildemess Lore checks when |

| macking by scent

DIRE BOAR
[Hre boars grow up to 16 frer long
and weigh as much as 2,000

| pounds,

Cambat
| & dire boar charges its oppo-
nents, trying to rip them
open with its msks,
Eerocity (Ex): A dire
]_‘,'CI.*: is Sl.]l-.l.'l a tenacious
combatunt that it con-
tinues o fighr without
| penaley even while dis-
|abled or dying (sce page
{120 in the Flayers Hand-
bnnk.

DIRE LION
| Tire lions grow up (o
|20 Feer lomg and
weigh np to 3,500
pounds.

Combat

A dire lion attacks
by running at prey,
lesping, and claw-
ing and biting as it
rakes with its rear
claws. 1t often jumps

onto 4 creature larger
than itzell. -

Pounce (Ex): If a dire lion leaps
upon i foe during the frst round of combat, It can

| make g full attack even il it has already taken a move action.
Improved Grab (Ex): To use this ability, the dire lion must hir
Lwith its hite artack. 1f it gets a hold, ircan rake,

Rake (Bx): A dire lion can make rwo rake attacks {(+12 mele)
against a held creature with irs hind legs for 1de+3 damage each.
If the dire lion pounces on an cpponent, it can also rake.

skills: Dire lions receive a+4 racial bonus to Hide and Move
Silently checks, *In areas of tall grass or heavy undergrowth, the
Hide bomus tmproves to +8.

DIRE BEAR

| Dire bears can grow up to 20 feet long and weigh as much as 6,000
| poungs,

¥
Cambat
LA dire bear attacks by rending opponents with its claws,
Improved Grab (Ex): To use this abiliry, the dire bear must hir
with.a claw attack,

DIRE TIGER

Dire Hgers grow up 1@ 35 feet long and can weigh up to 6,000
poumnds,

Combat
{4 dire tiger anacks by mnning at prey, leaping, and elawing and
{hiting as it ralees with its rear claws,

Pounce (Ex} 1f o dire tiger leaps upan a foe during the first
round of combat, it can make a fll atrack even if it has already |
{taken a tnove action. }
Improved Grab (Ex): To use this ability, the dire tiger must hit |

with its bite attaclk, IC it gets a hald, it can rale.

Rake [Ex): A dire riger can make two take attacks (118 melec)
against a held crearure with its hind legs for 24444 damage each. |
If the dire tiger pounces on an opponent, itcan also rake, |

Skills; Dire tigers receive a +4 racial bonus 1o Hide and Meve
Silently checks, *In arcas of tall arass or heavy undergrowth, the
Hide benus improves to +8.

DIRE SHARK

 This monstrous fish can grow walength of 50 feet and weigh |
maore than 20,000 pounds.

Combat
b Dire sharks attack anyrhing they perceive o be edible,
L cven larper creatures. They bite with their powerlul jaws,
- swallowing smaller crestures in one gulp.
lmp‘rnvrd Grab (Ex): To use this ilblnlll'}’
the dire sharlk must hicwith its bite attack, |
1L it gets a hald, it can oy to swallow |
the foe. |
Swallow Whole (Ex): A dite shark |
can 11y 1o swallow a grabbed opponent |
of Large or smaller sive by making a |
successful grapple check, Once in-
gide, the opponent takes 2ds+é
points of crushing damage plus
1d&+4 points ol acid damage per round
From the sharl's digestive juices. A swal-
lewred ereature can cut its way out using
claws ar a light slashing weapon by deal-
ing 25 points of damage to the shark's di-
gestive tract (AC 20). Once the crearure
R exits, muscular action cloges the hole;
- gw another swallowed opponent must cur its
OV WY GUL

The shads gullet can hald two Large, four Small, eighr Tiny,
sixteen CHminutive, or thirty-two Eine or smaller opponents,

Keen Scent (Ex): A dire sharl con notice creatures by scentina

180-fpot radius and deteet blood in the water at ranges of up tw a mile,

DISPLACER BEAST

Large Magical Beast

Hit Dice: d1oi18 (51 hp)

Initiative; +2 [Dex)

Speed: 40 ft.

AC: 16 {--1 size, +2 Dex, +5 natural)

Artacks: 2 tentacles +9 melee, bite +4 melee
Damage: Tentacle 1dé+4, bite 1d8 12

Face,Reach: 5 {t. by 10 fr./5 [r. (15 fr.with tentacles;
Special Qualities: Displacement, resistance to ranged attacks
Saves: Forr +8, Bel 17, Will +3

Abilities: S 18, Dex 15, Con 16, Tne 5, Wis 12, Cha 8
{skills: Hide +12, Listen +3, Move Silently +7, Spoc +6
Feats: Alertness, Dodge




Clitnate/Terrain: Temperate forest, hill, or
motnrains and underground
Oreganization: Solitary, pair, or pride (#—10)
Challenge Rating: 4
Treasure: 1,/10 coins; $0% goods; S0 items
Alignment: Lsually lawful evil
| Advancement: 7-9 D (Lacge); 10-18 HD
(Huge)

r

 The displacer beast is a savage and stealthy
| carnivore that resembles 2 puma with six legs,
Lglowing preen eyes, and two musculac tentacles growing from its
shoulders,
A displacer beast has luxurious, blie-black fur and a long,
feline body and head. It isthe size of a Bengal tiger, abour 10
feer long and weighing about 304 pounds, The tentacles end

Lin pads equipped with_homny ridges.
| Displacer beasts favor small game but will eat
| anything they can caech. They regard all other cres-
| tures gs prey and tend 1o attack anything they meer,
They have o deep-seated hatred of blink dogs, and
the two attack each other ruthlessly when their
paths cross,

COMBAT

Displacer beasts rale opponents with their

(tentacles and bite foes thar ger close.

| Displacement (Su): A light-bending glamer continu-
| ally surrounds a displacer beast, making ir difficult to sur-

| mise the creatures true location. Any melee or ranged
{attack direcred ac it has o 50% miss chance unless the ae
|tucker can locate the beast by some means other than sight,
A e seeing elfect allows the user 1o see the beast’s position,

| bur see invisihility has no effect.

Resistance to Ranped Attacks (Su) A displacer
beast gains a +2 resistance honus m saves against any
ranged spell or ranged magical artack thar specifically

targets it {except for ranged rouch attacks).

Skills: A displacer beast receives a 18 meial bonus

to Hide checks, thanks to its displacement power.

Medium-Size Shapechanger
Hit Dice: 4d8+4 (22 hp)
Initiative: +1 | Dex)
Speed: 30 ir.
| AC: 15 (+1 Dex, +4 natural}
| Attacks: 2 slams +4 melee
| Damage: Slam 1de+1
| Face/Reach: 5 fi. by 50175 fi.
Special Attacks: Detect thoughts
Spedal Qualities: Alter self immunities
Saves: Fort +5, Bef 435, Will 45
Abilities: Sr 12, Dex 13, Con 12, Int 13, Wis 14,
Chai3
Skills: Bluff +12%, Disguise +12°, Listen +11, Sense.
Motive +6, Spot +8
Eeats: Alertness, Dodpe

| Climate, Terrain: Aoy land and underground

| Organization: Solitary, pair, or gang {3—i)

| Challenge Rating: 3

| Treasure: Double standarnd

| Alignment: Usually neurral
Advancement: By chatacter class

Doppelgangers are strange beings that are able to rake on the |
shapes of those they encounter. |

Doppelgangers make excellent use of this natural mim- |
tery to stage ambushes, bait traps, and infiltrate humanoid |
sociery. Although not steictly evil, they are interested only |
v in themselves and regard all others as playrhings o ke |
\ manipulated and deceived.

In its rene form, a doppelganger has 4 more or less -
humanoid appearance. The flesh is pale and hairless,
feeling like oily buckskin. The large, bulging eyes are
white and lack a visible pupil They are slender and
[rail-locking, but doppelpangers are hardy things
with a natural agility not apparent from their gangly
limbs.

Because they can take the shape of any hu-
minoid belng berween 4 and 8 [eel wll, doppel
gangers are natural spies and assassins. They can
sneak past senmies, slip into secured places, and
tnal even lovers or close friends, They are cunning
and patient, willing to wair until an opportunicy
presents itself instead of artacking rashly

COMBAT

When inits natural form or in the guise of someone
unarmed, 4 doppelganger strikes with its powerful
Asts In the shape of & warior or other armed person, it
attacks with whatever weapon is appropeiate. In such
cases, it uses detect thoughts to employ the same taceics
and strategices as the person it is impersonating. |
Detect Thoughts (Su): A doppelganger can continu. |
ously detect thoughts as the spell case by an 18th-level |
Jsarcerer (save THC 13) Tt can suppress or reswine this ahil- |
ity as a free action.

Alter Self (Su): A doppelganger can assume the shape
of any Small or Medium-size humanoid. This works like
aller sell as cast by an 18th-level sorcerer, but the doppel |
panper can remain in the chosen form indefinitely, It
CIANLASSITNE 3 NEw ﬁ:lrm OF TeTUT Eo iT5 0w as a stan-

dard action.
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Immunities (Ex): Doppelgangers are immune 1w sleep and
charm effeces.

Skills: A -;luppd,qu:ger receives 4 +4 racial bonus to Bluff and
Disguise checks. *When using alter self, # doppelganger receives
an additional +10 circumstance bonus re Disguise checks. it can |
read an oppenent's mind, it gets a further +4 circumstance bonus |

|t Bluff and Dispuise checks,

3

DRAGON

| Deagons are winged, reptilelike creatures of ancient lineage. They i
Jire known and feared for their size, pliysical prowess, and magical
{ahiliries. The oldest dragons are among the most powerful cres-
tures in the world,
Known varieties of dragons fall inte rwo broad caregories: chro
aatic and metallic, The chromatic drupons are black. blue, green,
\eed, and whire, all evil and exrremely fierce. The merallic dragons
Lare brass, bronze, copper, gold, and silver, who ave good, nsually |
{nihle, and highly respected by the wise, |
All deagons gain more abilities and greater power as they age. |
They range in length from several feet upon harching o more |
than 100 feet after atraining the status of preat wyrm. The exact
stre varies according to age and variery,

DracoN AGE CATEGORIES

| Category Ape (Years)

55| Wirmling -5

L Wery young &-15

13 Young 16-25

4 Juvenile 26-50

L5 Young adult 51100

| B Adult 1071-200

1.2 Mature adult 201400

L2 2ld 407600
1§ Very old E071-800
1[i] Ancient 201-1,000
11 Niyrm 1,001-1,200
12 Craat wyrm 1,200+

Though they are fearsome predators, dragons scavenge when nec-|
essary and can eat almost anyrhing if they are hungry enough, A
dragons metabolism operates like a highly efficient furnace and
can metabolize even inorganic matgrial. Some dragons have de-
veloped a taste for such fare,

Although goals and ideals vary ameng varieties, all dragons are
eovetous, They like o hoard wealth, collecting mounds of coins
and gathering as many gems, jewels, and magic items as possible.
These with large hoards ane loath to leave them for long, ventur

!m out of their luirs only to pateol the immediate area or o get

| foed. For dragons, there is never enough measure: It pleasing 1o

| lonk at, and they bask in its radiance, Dragons like to malke beds
of their hoards, shaping nooks and mounds to fir their bodies. By
the time a dragon matures to the great wysn stage, hundreds of
gems and coing ave embedded in its hide.

All dragens spealk Draconic,

COMBAT

A dragon attacks with its puwemtlclav-s and bite, and can also use
a breath weapon and special physical atracks, depending on ics
Csiee, It prefers 1o fght on the wing, staying out ol reach norilic has
| worn dewn the enemy with ranged aiacks, Older, more intelli-
gent dragons are adept at siving up the opposition and eliminating
‘lthg most dangerous [oes first (or avoiding them while picking off
weaker enemies),

DracoMN FACE AND REACH

Size Face Reach
Tiny. 21/2 ft. by 21,2 ft. g >
Small 5 fi. by 5 ft. Sh
| Medium:size 5 fi. by 5. LR
|Large 5 R by 10001, 10 f.*
| Huge 19 fi, by 20 f. 10 R,
Cargantuan 20 fr. by 40 ft. 15 ft.
Colossal 40 ft. by B0 ft. 15 fi.

FGreater than normal reach for a creature of this size,

DRAGON ATTACKS

1 Tail 1 Tail
Size 1 Bite 2Claws 2 Wings Slap_ 1 Crush Sweep
Tiny Td4 1d3 — — -
Small 1d6 1d4 — —
Mediumesize  1d8 1d6 Td4 - =
Llarge 2de 1d8 1df 1d8 - —
|Huge 2d8 2d6 1d8 Zde 2ds —
iGargantuan  4d6 2dA 2ds 28 4da ide
Calossal 4di 4t 248 4dé 48 ida

Bite: Bite attacks deal the listed damage plus the dragons |
Strength bonus, The dragon alse can wse ies bite o snatch oppo-
nents (see the descriprions of feats below), Bite attac o5 use the full
attack bonues

Claw: Claw artacks deal the listed damage plus half the dr ilgm'l'ﬁ

|Serength bonus (round down). The dragon also can use irs claws o

statch opponents (see the descriptions of feats below). Claw at- |
tacks are at -5 to the aack bonus, i

Wing: The dragen can slam opponents with 1t '.\u;[;::. EVELL
when flying, Winp armacks deal the listed damape plus half the |
dragon's Strength bonws {round down) and are ar =5 1o the attack |
honus.

Tail Slap: The dragon can slap one opponent each round with
its tail, A tail slap deals the listed dmmge plus 1 1/2 times the
dragon’s Serength bonus (round down) and is at =5 1o the strack
bonus.

Crush: A [lying or jumping dragon of at least Huge size can
land on opponents as 4 standard action, using its whole body o
crush them. Crush ateacks are effective only against opponents
three or more sizes smaller than the dragon (though it can attempe
nocmal overrun or grapple attacks against larger opponents),

A ctush artack affects as many_crestures as can fir under the
dragons body (see Table 3: Dragon Face and Reach abovel. Crea
tures in the allecred area must succeed at a Reflex save against a
D equal 1o that of the dragon’s breath weapon or be pinned, au-
tomatically raking bludgeoning damage during the next round
unless the dragon moves off them, If the dragon chovses 1o main-
tain the pin, treat it as o normal grapple ateack. Pinned opponents
rake crush damage each round if they don't escape.

A crush attack deals the listed damage plus 1 1/2 rimes the
dragon’s Strengrh honus (round dewnd,

Tuil Sweep: A dragon of at least Gargantuan size can sweep
with its tail as a standard action, The sweep affects a half circle
with a diamerer of 30 feet, centered on the dragon’ rear, A Colos-
sal dragon’s tail sweep has a 4v-foot radius. Creatures within the |
swept area are allecred if they are four or more sizes smaller than |
the dragun, The sweep auromat cally deals the listed damage plus |
{172 titmes the dragen’s Strength bonus {round downl, Affecred |

Lereatures can attempt Reflex saves 1o take half damage, against a |

DC equal to that of the dragon’s breath weapon,
Grappling: Dragons do not favor grapple attacks, though theic ]

\crush.artack and Spatch fear (see the descriptions of feats) use
| normal grapple mules,




1f grappled by a creature the same size or larger, o dragon can

rerurn the attack with its bite and all four legs (the rear legs deal
claw damage). I snatched or crushed by alarger. lle,E,QJ.‘JM:'I drapon
can respond enly with grapple attacks fo try winning free, or with

hite or breath weapon atacks. 1f grappled by a creature smaller |
than itself, the dragon can vespond with any ol its plysical artacks |

| other than a fail sweep.

The dragon can always use its breath weapon while grappling, |

Las well as its spells and spell-like or supernatural abilities, pro-
vided it succeeds st Concenmarion checks.

4

Breath Weapon (Su): Using a breath weapon is a standard |

Laction, Once a dragon bresthes, it can't breathe again uneil 1d4
rounds later. If the dragon has meore than ene type of beeath
weapon, it stll can hreathe only once every 1d4 rounds. A blasi
from a breath weapon always starts ar the dragon's mouth and ex-
tends in a direction of the dragons cheice, with an area as noted
| below, If the breath weapan deals damage, creatures caught in the
Lareacan attempr Reflex saves ro take half damage; the DC depends

$

Lon the drapons age and type, listed in the individual entry. Saves |
{apainst nondamaging breath weapons use the same DC, but the,

rypes vary as noted in the vacieey descriptions.
Breath weapons come in twa basic shapes, line and cone, whose
areas vary with the dragons size.

Dracon BREATH WEAPONS

Dragon Size Line™ {Length] Cone*= [Length)
| Tiny 10 i 15 ft.
|Senall 40 f. 201t
| Medium-size &40 1. 0 ft.
| Large 20 ft. 40 i,
Huge 100 fi. 50 ft
LGargantuan 120 &, B0.fE,
| Calossal 140 ft, 10 f.

|_#8 line is always 5 feet high and 5 feat wide,
| Fh poneis as high and wide as its length.

Erightful Presence (Ex): A young adule or elder dragen can

unsettle [oes with its mere presence. The ability takes effect aura- |
marically whenever the drapon sutacks, charges, or flies overhead. |
Creatures within a radins of 30 feet * the drupon’s age caregory are |

subject to the effect il they have tewer HD than the dragon,

A potentially aflected crearure thar succeeds at s Will save (DO
10+ 1/2 dragon’s HD + dragon's Charisma modifier) remains im-
mune to that dragons frightful presence for one day, On a failore,
creatures with 4 or fewer H) hecome panicked [or 4de rounds
and those with 5 or more HI begome shaken [or 4ds rounds,
Diragons ignore the fightful presence of other deagons.

spells: A dragon knows and casts arcane spells as a sorcerer of

| the lewe] indicated in its variery description, gaining bonus spells
Lo a high Charisma seore, Some dragens can also cast spells [rom
| the cleric list or cleric damains s arcane spells.

spell-Like Abilities: A dragons spell-like abilities depend on
its age and varisny It gains the abilities listed for its age plus a1
previons ones, using its age CALEROLY O if3 50TCETET Caster level,
whichever is higher, as the casier level, The save DC s 10 4
dragon’s Charisma madifier - spell level, All spell-like abilites are
usable once per day unless otheowize specifiad,

Immunities (Ex): All dragons are immune to sleep and paraly-
sis effecrs. kach varicty of dmgan is mmune to ane ar twe addi-

(tional forms of attack ne mateer whar its age,as listed in is
| description.

Spell Resistance (Ex): As dragons age, they become mare

| resistant raspells and spell-like abilitles, as listed in the variery
| descriprions. .
Blindsight (Ex): A dragon can ascertain creatuites by nonyi-

sual_means (mostly_hearing and scenr, bur also by noticing |

. e o LR : —‘
[
.

vibraden and other environmental clues) with o range of 30 feet 2|
the dragon’s sge category,

Keen Senses (Ex); A dragon sees four times as well a J.I.Ll.n.'ldl.'l. L
in low-light conditions and twice as well in noemal light 1|

salse has dackvision with o range of 100 feet ¥ the dragon's age
icategory.

Skills: All dragons stact with € skill points per Hir Die, plus
'honus points equal to Intellipence modifier x HD, and purchase
the following skills ar 1 rank per Hir Die: Listen, Spot, and |
iSearch. The remaining skill points are generally spent on Bluff, |
|Concentration, Diplomacy, Escape Artist, Knowledge (any), and |
Sery ar a cost of 1 skill point per rank. Dragons cannot purch:lsc !
skills that are exclusive 1o a class

Dragons that can cast spells have the Spellcrafe 'u]n]l for free |
at 1 rank per Hit Die, provided they have an Intelligence bonus |
of at least +1 (Intellipence score 12+,

Red, coppet, gold, and silver dragons have the Jump skill for

(e at 1 rank per Hir Die.

| Feats: All dragons have one feat, plus an additional fear per,
4 HI, Dragons faver Alertness, Cleave (claw or tail slap arcacks
only), Improved Initiative, Power Artack, Sunder, Weapon |
Focus {claw or bite), and any metamagic feat thae is available |
and useful to sorcerers. Deagons can also choose from the fol-
lowring Feats:

Flyby Altack: See “Feats® in the Introduction,

Hover: When flying, o dragon can halt irs forward maotion and
hover in place, fy straipht down, or fly straight up regardless of |
Jits maneuverability.

While hovering, it can artack with irs bite and all four feet (its |
hind feet deal claw damage) and can make tail slap aracks if|
normally allowed to do se. 1f it can make u tail sweep, itcan do|
so while hovering but can make no other attacks. A hovering |
dragon cannot make wing attacks. It can use irs breath weapan |
instead of making physical artacks.

1 2 dragon hovers close to the ground in an area with lots of
loose debrds, the dealt from irs wings creates a hemispherical
cloud with a radius of 30 feer x the dragon’s age category. The
winds so penerated can snuff torches, small camplives, exposed
lanterns, and ather small, open flames of nonmapical arigin, The
cloud obscures vision, and creatures canght within are blinded
while inside and for 1 round alier emerging. Those caught in the
cloud must succeed at 4 Concenmation check (DC 10 - 1/2
dragon's HIJ1 to cast a spell.

{ueicken Spell-Like Ability: The dragon can use one of us spell-
like abilities each round as a free action.

snalch: A dragon that hits with a claw or bite attack attempis w
start 1 grapple as though it had the improved grab special arcack.
If the dragon gets o hold with a claw on a creature four or more
sizes smaller, it sgueezes each round for auromatic claw damage.
If it gers a hold with its bite an a creature three or more sizes
smaller, it anromarically deals bite damape each round, ov if it
does not move and takes no other action in combat, it deals
double bire damage to the snatched creature. A snatched creature
gets no saving throw against the dragon's breath weapon,

The dragon can drop a ereature it has snatched as a free action
or use a standard action to fling it aside. A flung crearure travels |
10 feet, and takes 1de points of damage, per age category of the |
dragon, If the dragon flings it while Hying, the creature suffers |
this amount or falling damage, whichever is grearer, |

Wingoer: A flying deagon can change direction quickly once |
each round. This fear allows ir eo rom up e 180 degrees regand- |
less of its muneuvetability, in addition o any other turns it s
normally allowed, A drapon cannot gain altitude during the |

|round it executes a wingover, but it can dive. For more infor-
|marion, see Tactical Aecial Movement, page 69 in the Duncron
LMasrERS Guide,



Bragon Overland Movement DRAGONHIDE |
lragons are exceedingly strong flyers and can cover vast distances Armuorsmiths can work with deagonhides to produce masterwork |
guickly. armor ot shields for the normal cost (see Special and Superior |

DraGcoN OVERLAND FLYING SPEEDS

Liems, page 113 in the Flayer's Hanibaok), i
Omne dragon produces encugh hide for a single suit of master-

Flight Speed 100 fect 150 feat 200 fect 250 feet {work hide armar for a_creaturc up to one size smaller than the
| {dragon, By selecting only choice scales and bits of hide, an armor-
{One Hour | Lgmith can produce pne suit of masterwork handed mail for a crea-

{ Marmal 15 miles 20 miles 30 rmiles 40 miles.| tuiee up to rwa sizes smaller, one suit of masterwork hall-plate for |
 Hustle 24 miles 40 miles 60 miles 20 miles | \a creanure three sizes smailer, or one masterwork breastplare or |

Cne Day i suit of full plate for u creature four sizes smaller. In each case, |
I armal 120 miles 160 miles 240 miles 320 miles there is enough hide 1o produce a small or large masrerwork

Drapons do not tite as_quickly as other creatures when moving
overland. If a dragon attermpes a hustle or forced march (zee page
143 in the Player’s Handbook), check lor subdual damage onee
Levery 2 howes instead of every hour

BRAGON SOCIETY

| Although all dragons are believed ro have come from the same moores |

tens of thousands of years ago, the present varieties keep o them-
selves and cooperate only under extreme circumstances, such as a
powerful mutual threat Good dragens never work with evil drag-
ans, however, though a few newmal specimens have been found
with either Gold dragons occasionally associate with silver dragons,
When evil dragons of different varieties encounter one an-
Lother, they usually fight to protect their terrtores, Good dragons
Lare more tolerant, though also very territorial, and usually ry to
| work out differences in a peaceful manner,
| Dragons follow n number of reproductive soategies tesuit theie
| tieeds and remperaments, These help assure the continuation of a
| dmgon's bloodline, no marter whar happens to the parent or the
, parent’s lair. Young adults, particularly evil or less intelligent ones,
tend 1o lay clutches of 1d4+1 egas all around the countcyside, leav-
ing their offspring to fend for themselves. These hatch inte
clutches of dragons, usually juvenile or younper, which stick to
gether unril they can establish theit own lairs,

Older and more intelligent dragons form families consistng of
amated pair and 1d441 voung, Mated dragons are always adules or!

mature adules; offspring found with their parents are wyrmlings |

(01-10 on %), wvery young (11-30), yvoung (31-50), juvenile
(5190, or young adult {91-100), Shorly after a dragon reaches
the young adult (or rarely, juvenile} stage, it leaves its parenrs
estahlish a lair of its own. |
b pair of mated dragons beyand the mature adult stage usaally
splits up, independence and the lust for measure driving them
apart, Older females continue to mate and lay eggs but only ane
_parent stays in the lair to taise young, Often an older female lays
{many clutches of eggs, keeping one to tend herself and one for het
{mate, and leaving the rest untended. Somertimes a female dragon
| places an egg or wyrmling with nondeaconic foster parents.

shield in addition to the armor, provided that the dragon is of at
least Large size.

CHROMATIC DRAGONS

Chromaric dragons form the evil branch of dragonkind. They are
\appressive, greedy, vain, and nasty,

Fi:! ack Dragon

Dragon (Water)

Climate, Terrain: Any marsh and underground i
Organization: Wyrmling, very young, yonng, juvenile, and |
young adule: solitary or chatch {2-5% adult, marure aduls, eld,
very old, ancient, wyrim, ar great wyrm: solitary, pain, or Bamily

{1—2and 2-5 otfspring) :

Challenge Ratings: Wyrmling 2; very young 3 young 4 juvenile |
&; young adulr & adule 11 marure adul 13; old 15 very ald 17,
ancient 18; wyrm 1% great wyrm 21

Treasure: Double standard

Alignment: Always chaotic evil |

Advancement: Wyrmling 56 HD (Small}; very voung 8- HD_ |
i Medium-sizel; young 11-12 HT (Medium-size); juvenile |
{4—15 HD {Latge) young adult 17-18 HD (Large |; adule 20-21
HD {Huge); mature adult 23-24 HD (Hoge); old 26-27 HD
{Huge}; very old 29-30 HD (Huge); ancient 32-33.HD {(Gar-
gantuanj; wyrm 35 36 HD (CGargantuan); preal wymn 38+ HD
[(Gargantian)

Black drapens are evil-tempered, cunning, and malevolent, char-
acreristies thar are reflecred in their crafty, sinister faces. They ate
sometimes known as “skull drapons® because of their deep-
socketed eyes and distinctive nasal opening.

Adding 1o the skeletal impression is the gradual detetioration
of the hide around the horn base and cheelchones. This increases
with age and does nor harm the dragon. On hatching, a black
dragon's scales are thin, small, and plossy As the dragon ages, they
become larger, thicker, and duller, helping it cameuflage itself in
gwamps and manshes,

Black dragons lair in large, damp caves and multichambered
subterranean caverns, They smell of rotting vegetarion and foul |

B'ucu DrAGOMNS BY AGE

Attack Fort Ref will Breath Fear
Age Size  Hit Dice {hp) AC Bonus Save Save Sava Weapon (DC)  DC SR
Wyrmling T 41 2+4 [30) 15 {42 size, +3 natural) +h +5 +4 4 Zda (13) —
Nery young 5 7d12=7 (52} 17 (41 size, +6 natural} 9 +6 +5 =5 4d4 (14) — —
Yourg M 10d12+20 (85) 19 [+9 natural) +1& +9 i £ ocd4 (17) == -
Juvenile W 13d 12426 (110) 72 (+12 natural} +16 <10 8 +8 B4 (18) — |
Young adult L 16d12448 [152) 24 {1 size, 15 natural) +18 <13 +14 +11 104 {22} 18 17 |
Adult L 19d12+76 (199) 27 (-] size, +18 natural)  +24 15 +11 12 1244 (23) 20 18
Mature adult H 22d12+110 {253} 29 (-2 size, +21 natural) 28 +14 +13 +15 T4d4 [28) 23 21
(8] H 25d12+125 (287) 37 (-2 size, +24 natural) +31 +19 114 +16 Tad4 [27) 14 221
Very old H 28d12-168 (350) 35 (-2 size, +27 natural) +36 +22 16 +19 18d4 [30) 7 23
Ancient H 31d12+186 (387) 38 (-2 size, +30.natural) 140 +23 117 +20 20d4 [31) 8 25
WWhyrm G 144124238 (45%) 19 {4 size, +33 natural) 4 +26 {19 +23 22d4 [34) 31 26
Creal wyrm G 37d124296 (538) 42 |4 size, +36 natural) +46 +28 +20. +25 24d4 (36) i3 28




BLack DRacON ABILITIES BY AGE

| hpe Speed Str_Dex Con
Wyrmling 60 ft., My 100 ft. 11 10 13
[Average], swim 60 ft,
Mery young g0 ., My 100 fi, 13 10 13
} [average], swim 60 fL.
Taung 60 ft.. fiy 150 ft, TS |
{poor), swim 60 ft,
Juvenile 60 ft., Ay 150 f, 17 10 15
{poar], swim 60 ft,
Yaung adult &0 fi., fly 150 ft, 14 10 12
(paar), swim 60 ft.
| Adult 60 ft., fly 150 ft. ¥ TR 18
(poor), swirm 60 ft.
hature adult &l ft., fly 150 ft. il 10 21
(poor), swim 60 fi
ald &0 1t., My 150 fi._ 29 10 21
(poar), swim 60 ft
Wery ald &0 ft., fly 150 fi. 1| [ 23
(poor), swim &0 fi.
Ancient 60 ft., fly 150 ft. i3 10 23
[poor), swim 6 ft.
Whyrm 60 ft., fly 200 fi. 5 14 5
[clumsy), swim &0 ft.
Creal wyrm B0 f., fly 200 fi. 7 10 27

[clumsy), swim & ft.

| water, with an acidic undertone, Older dragons hide the entrance
| to their lairs using plant growth, Black dragons dine primarily on
| fish, mallusks, and other aquatic creatures, They also hunt for red
(mueat but like o “pickle” it by lemring it liein ponds within the laic
|for days before eating it. ==

Black dragons are espectally fond of coins. Qliler dragons some-
times caprure and question humancids about stockpiles of gold,
silver, and platinum coins before killing them.

Combgt

18

21

Bluck dragons prefer to ambush their tacgers, using their_sur-
roundings as cover. When fighting in heavily forested ssamps|
and marshes, they try to stay in the water or on the ground; trees |
and lealy canoples limit their serial mancuverabilicy, When out-|

matched, a black dragon attempts w fy out of

Al

b, sight, 50 a5 not 1o leave tracks, and hide in a
s deep pond or bog,

b,

Wis Cha Special Abilities Caster Level
11 B Acid immunity, water breathing

11 g

1 14a =
11 10 Darkness —
13 12 Damage reduction 5/+1 15t
13 12 Comupt water 3rd
15 14 Darmage reduction 1041 5th
15 14 Plant growth 7th
17 16 Camage reduction 15/+2 Oth
17 16 Insect plague 11th
19 18 Darnage reduction 20/+3 13th
21 20 Charm repliles 15th

Breath Weapon (Su} A black dragon has one 1ype of breath |
weapon, a line of acid, , {

Water Breathing (Ex): The dragon can breathe underwater in- |
definitely and can freely use its breath weapon, spells, and other |
abilities while submerged, |

Covrupt Weter (Sp): Once per day the dragon can stagnate 10
cubic feet of water, making it become still, foul, and unable to sup- |
port animal life, The ability spoils Hguids containing warer, Magic
items (such as potions) and items in a creatures possession must
succeed st a Will save (DC equal to that of the dragons frightdul
presence] or become fouled

Charrm Reptiles (Spk The dragen can use this ability three rimes
per day 1t operares as a mass charm spell that works only on reptil-
ian animals, The drgon can compmnicate with any charmed rep-
tiles as though casting a speak with animals spell.
Other Spell-Like Abilities: 3/dav—darkness
. (radius 10 feet_per age category) and insect
% plague; 1 /day—plant growth



Blue Dragon ; Blue dragons ame vain and tecritorial, They ave ane of the dragon |
Dragon (Earth) varieties hest adapted to dipging inre sand. {
Climate/Terrain: Temperate and warm desert and un-;l;:rbml.uud A blue dragon is distinguished by dramatic frilled ears and a |
Organization: Wyrmling, very voung, young, juvenile, and voung single, massive hoto o its anout, Lrs scales vary in color feom an.

adult: solitary or_clurch L {iridescent azure to a deep indign polished to @ glossy finish by

iblewing desert sands. The size of its scales increases little as the
|dragom ages, although they do become thicker and harder. Their
hides tend o hum and crackle faintly with buile-up static
electricity, These effects intensify when the deagon |
is angry or about to attack, giving off an ador |
of ozone and sand. |
_ Their wibrant color makes
ﬁ blue dragons easy o spot in
barren_ desert_surtoundings. |
[lowever. they often |
burrow into |
the sand so
only part of their |
heads are  ex- |
posed. Blue drag-
ons love t soar in
the hot desect air, |
usually flying in_the day- |
rime when remperatures are
highest, Some neirly match
the color of the desert sky |
and use this celotaton o]
thelr advantage., t
Blue drapons lair in Hst
underground _caverns,
% where they also stl:-rm
their treasure, Although |
they collecr anyrhing |
that looks valuable, |

(2-5% adult, mature
pdult, old, vervy old, #
ancient, wyrm, o
| geeat wyrm: selitary, pair,_or
lamily (1-2 and 2-5 offspringl.
Challenge Ratings: &
| Wyrmling 2; very
young 3 voung 5; juvenie
7: young adulr 10; adulc
13; marure adule 15 4
old 17; very old 18; §
ancient 20: wyrm 22
great wyrm 24
Ir:aslm: Double standard
,Mi,g;nmf_-nt Always lawful evil
Advancement; Wyrmling 7-8
HD (Small}; very young 10-11
HD (Medium-size); voung
13-14 HD (Medium-size};
juvenile 16—17 HDO (Large);
young adult 19-20 HD
L (Largel; adult 22-23 HD
| (Huge) mature adult 25-246
HD (Huge); old 28-29 HD
| {Huge) very old 31-32 HD
| {Huge); ancient 34-35 HD
L iGargantuan), wyrm 37—38
HI} {Gargantuan); greal wyrin
40 HD (Gargantuan)

BLuE DRAGONS BY AGE

Attack Fart Ref Wil Breath Fear

hge Size  Hit Dice (hp) AC Bonus Save Save Save Weapon |[DC) DC SR
Wyrmling 5 6d12+6 (45) 16 (+1 size, 15 natural) +& +6 5 +5 Zdg (14} —
Wery young M ad12-14 (76} 18 (+8 natural) +11 +8 tE +& 4dE (1) — —
Young M 12d12+24 (102) 21 (+11 natural} -15 +14 13 +2 &dE (18) -
Juvenile L 15d12+45 [142) 23 (=] size, +14 natural) -4 +12 ) =11 BdE (20 — —
Young adult L 18d12+72 [189) 26 (=1 size, 117 natural) +23 +15 an =13 10d8 (23) 21 19
Acdul H 21d12+105 (241) 28 {-2 size, +20 natural) +27 +17 +Td +15 12d8 {25) 3 21
Mature gcult  H 24d12+120 (278) 31 (=2 size, +23 natural) +31 +1% «14 +17 14d8 (27) 25 21,
Qild H 274124162 [337) 34 =2 size, +26 natural) +35 +21 415 +19 1648 [29) 7 24
Very ald H I0d12+180 [375) 37 (-2 size, +29 natural) +38 +23 +17 +21 188 [31) 29 sdal

- Bngient G 33d12423] [445) 18 (-4 size, +32 natural) +41 +23 +18 +23 208 [33) ER| 27

\fyrm G 3bd1 24288 (522) 47 [—4 size, +35 natural) 145 +28 +20 125 222 [36) 33 29

|Creatwyrm G 394124312 (565) 44 [—4 size, =38 natural) 144 +29 +21 127 24d8 (37 i5 3

B].uf. DrRAGON ABILITIES BY AGE

hge Speed Str  Dex Con Int. Wiz Cha Special Abilities Caster Level®

Wyrmling 40 ft., fly 100 ft. {average), burrow 20 ft, 13 10 13 10 11 10 Electricity immunity, =
create/destroy waler

Very young 40 ft., fly 150 fi. {poor), burraw 20 ft. 15 10 15 10 1 10 —
Young 40 ft., fly 150 1. (poor), burraw 20 ft. 17 10 15 12 13 12. -
|uvenile 40 1t., fly 150 ft. {poor), burrow 20 ft. 19 10 17 14 15 14 Seund imitation 15t
Young adull 40 ft., fiy 150 ft. (poor), burrow 20 ft i3 10 13 14 15 14 Cramage reduction 5741 3rd
Adult 40 ft., fiy 150 ft._(poar), burrow 20 fi. .7 i | | | A e Sl Ventrilogquism Sth
Mature adult 40 fe., fiy 150 . (paar), burrow 20 fi. 23 10 | 18 17 16 Cramage reduction 10/+1 Tth

‘ old 40 f,, fly 150 ft. (poar), burrow 20 ft. 3 10 23 18 12 18 Hallucinatary terrain ath

Very old 40 fi,, fly 150 ft. (poar], burrow 20 fi. k| 10 3 18 12 18 Damage reduction 15/+2 11th
Ancient 40 fi., fly 200 f. (clumsy}, burrow 20 ft. 35 10 5 ] A 20 Weil 13th
Wyrm 40 fr., fly 200 f. (clumsy), bumow 20/, 37 70 P RN 1 e | 20 Damage reduction 20/43 15th
Great wyrm 40 ft,, fly 200 f. (clumsy), burrow 20/, 33 18 27 322 23 X2 Mirage arcana 17th

#Can also cast cleric spells and those from the Ar, Evil, and Law domains as arcane speils.,




they are most fond of gems—especially sapphires. They are some-
times are [orced to ear snakes, lirards, and desert planes 1o sace
their great hunger but especially prefer herd animals such as
camels, When thev get the chance, they porge themselves on
these creamures, which they cook with their lighming breath, !
( urnh.lr

| Typically, blue dragons attack from above or burrow beneath t]lf.'
|sa.m'|s until opponents come within 100 feet, Older dragons use
| their special abilities, such as halluginatory terrir, in concert with |
| these tactics to mask the land and improve their chances to surprise |
| the target. Blue dragons run from a Oghe only i they age severely
Ldatnaged, since they view retreat as cowardly

Breath Weapon (Suj; A blue dragon has ane rype of breath

weapon, a line of lightning,

Create/ Destroy Water (Spk The dragon can use this ability three
(times per day, It works like the create water spell, excepr thar the
| dragon can decide o destroy water instead of creating i, which |
,nurgm.a_nu[]v speils unatrended liquids containing water. Magic |
{Atems (such as potiens) and ltems in a creatire’s possession musty

succeed at a Will save (DC equal to that of the dragos's frightlul |
presence} or be ruined,

Sound Imitation (Ex): The dragon can mimic any voice or

sound it has heard, anytime it likes, Listeners must suc-
ceed at a Will save (DC equal to thar of the dragon's
Arightful presence) to detect the ruse.
Other Spell-Like Abilities: 3/day—uentrila-
,[qu{sm; 1/day—hallucinatory terrain, veil, and
| itage aang,

Green Dragon

| Dragon (Adir)

| Climate, Terrain: Temperale
and warm forest and
underground

Organization: Wyrmling,
YETY. YOURE, YOUng,
juvenile, and young 4
adult: solitary or 48
cluteh (2-5};
adult, mature
adulr. old,
very old,
ancient, wyrm
Or great WyIm:
solitary, pair, or family (1-2
and 2-5 offspring}

 Challenge Rarings: Wyrm-
ling 2; very voung 3; young
4; juvenile 7; young.
adult 10; adult 12;

mature adulr 15; old 17; very old 18; ancienr 20; wyrm 21; great |
Wy 23

Treasure: Double standard

Alignment: Always lawful evil _

LAdvancement; Wyrmling £=7 HD (Small); very voung $—10 HD

| iMedium-sizel; young 12-13 HD (Medium-size); juvenile

L 15-16 IID (Large); young adult 1519 HD (Larges; adult 21-23
HID (Huge); mamre adult 24-25 HD {Huge); old 27-28 HD
(Huge); very old 30=31 HD {Huge); ancient 33-34 HD {Gaz-
gantuan j; wyrm_36—=37 HD (Gargantuan); great wyrm 39= HID |
(Gargantian) |

|
4
|
|

Creen dragons are belligerent and tend o attack without prmm
cation, Their fierce, toothy jaws and arrogant crests warn Dthe.,
crearures of their aggressive nature.,

A wyrmling green dragon's scales are thin, very small, and a
.deep shade of green that appears nearly black. As the dragon
lages, the seales grow larger and lighter, turning shades of forest, |
(emerald, and elive green, which helps it blend in with its wooded |

fsurroundings. Clusters of hornlets at the brows and chin en-
hance the [earsome appearance.

Green dragons make their lairs in forests: the older l].'LE
forest and bigger the trees, the
better, They prefer caves in
cliffs or hillsides and can be |
detected by the stinging
odor_of chlorine, Al-|
though they have been|
known to eat pracrically |

anything, including |
shrubs_ and  small
trees when they are |
hungry enough, green |
dragons especially prize elves and |
Sprites.

Combat
Green dragons initiate fights with
litele or no provocation, picking on
creatures of any size, I the marger is
intriguing or seems formidable,
the dragon stalks the creatmure wo
determine the best rime 1o srrike and
the most appropriate meics 1o use, IF
the targer appears weak, the
deagon makes its presence
b known gquickly—it en-
" joys evoking terror
% Sometimes the dragon
elects to control a hu-
manoid creature through

dnzeu DracomMs BY AGE

Attack Fort Ref will Breath Fear

Age Size  HIit Dice (hp) AC Bonus Save Save Save Weapen (DC)  DC SR
Wiyrmling 5 5d1245 (37) 15 (+1 size, +4 natural) +7 +5 +4 -4 2d6 {13) — —
Very young. . M 8d12+16 (68) 17 [+7 natural) +10 +§ +6_ +6 ada (186) - —
Young M 11d12=22 (93] 20 {410 natural) 14 +9 i +8 &d6 {17) — —
Juvenile . T4d12=42 [133) 22 (-1 size, 413 natural) 17 412 43, +11 &da {20) — —
Young adult L 17d12+68 (178) 25 (=1 size, +16 natural) 122 «14 10 12 10d6 (22) 20 15
Aduly H 20124100 {230) 27 (~2 size, 419 natural) 126 ¢17 ]2 115 12d6 (25) 23 21
Mature adult H 23124115 (264) 30 (-2 size, +22 natural) +30 ~18. +13 {16 1446 (26) 24 a
Oid H 26d12+156 (125) 33 (-2 size, +25 natural) +34 +21 +1.3 +19 16d6 (29) 27 24
Wery old H 28d12+174 (362 16 (—2 size, +28 natural) +38 +22 +16 +20 18d6 {30) 28 25
Ancient G FRd12+E24 (432) 37 (-4 size, +31 natural) 140 +25. 118 23 20da (33) 31 Flr;
Wyrm G 35d12+280 (507) 40 (4 size, +34 natural) +44 4 +14 +24 22d6 {35) iz 28
 Great wyrm G IBe12+304 (551) 43 (4 size, +37 natural) +48 +29 2] 127 24de (A7) a5 30,




GReeN DRACON ABILITIES BY AGE

| fge Speed Str Dex Con Int
Myrmling 40 ft., My 100 f. 13 1a 13 10
{average), swim 40 ft.
Yery young 40 ft., fiy 150 ft. 15 10 15 10
{poor), swim 40 ft,
Young 40 1., fly 150 f, 17 0 15 12
[poer), swim 40 fi.
Juvenile 40 ft., fly 150 fi. 19 10 17 14
{poar), swim 40 ft.
Young adult 40 ft., fiy 150 fi. i 10 12 14
| {poor), swim 40 ft.
| Adult 40 ft,, fly 150 ft, - A i AR S| 16
[peor), swim 40 .
Mature adult 40 fi., fly 150 f, 29 10 21 16
(poor), swim 40 ft. :
old 40 ft., fiy 150 fi. 31 10 3 18
(paar), swim 40 ft.
Very old 40 ft,, fly 150 ft. i N | 13
{poer), swim 40 fi.
Ancient 40 fr,, Ny 200 ft, 35 o 25 20
[clumsy), swirm 40 fi.
| Miyrm a0 ft., fly 200 ft, i7 10 27 20
(clumsy), swim 40 fi.
Great wyrm 40 ft., fly 200 fi. 39 10 27 22

(clurnsy], swim 40 fi.

|intimidation and suggestion, Green dragons especially like to ques-
| tion adventurers to learn more about their society and abilites,
{what is going on in the countryside, and if there is rreasure nearby,
| Breath Weapon (Su): A green dragon has one type of breath
\weeapen, 1 cone of corrosive (acid) gas, _ )
| _ Water Breathing (Ex): The dragon can breathe undereater in-
\definitely and can freely use its hreath weapon,
spells, and other abiliries F.
while submerged,
Spell-Like Abiliries:
3/day——suggestion and damy
rate person; L/ day—plani growth
and command plants.

Red Dragon
Drragon (Fire}
Climate/Terrain: Temperate and
warm hill, mountains, and underground
Organization: Wyrmling, very young, young, juye
nile, and young adult: solitary or chatch (257 aduls
mature adult, old, very old, ancient, wyrn, or great
L wytm: solitary, pair, or family (1-2 and 2-5
| ofsprng)
| Challenge Ratings: Wymmling 3 very young 4 &
young & juvenile 9 younp adulr 12; adule 14
marure adule 17; old 19; very old 20; anclene 23;
wWyTm 23; preat wyrin 25
Treasure; Double standand.
Alignment: Always chaotic evil
Advancement: Wyrmling §-2 HD (Medium-
size ) very voung 11-12 o
HD ({Large); young
14-15 HD [Largel
juvenile 17-18 HID
| (Targe): young adule
| 20-21 HD (Huge)s adulr 23-24 HD {Huge); mature adult 26-27
| HD (Huge old 29-30 HD {Garganman); very ald 32-33 HD |
[Gargantuan); ancient 3536 HD iGargantuany; wyrm 38-39
HID (Gargintaan; great wyem 41+ HD {Colossal) |

S

G

Caster Level |

Wis Cha  Special Abilities

11 10 Acid immunity, water breathing —
11 1a

13 12 —
15 14 15t
15 14 Damage reduction 541 Ard
17 16 Sugpesticn th
17 16 Damage reduction 10/+] Tth
19 18 Plant growth ath
19 18 Damage reduction 15/+2 1 1th
21 20 Dominale persan 13th
21 20 Damage reduction 20/+2 15th
23 22 Command plants 1 7th

| Red deagons are the most coverous of all dragons, foreser seck- |

ing to increase their treasure hoards. They are exceptionally |
vain, which is reflected in their proud bearing and disdainful |
pxpression. : i

The small scales of wyrmlings are a bright glossy scarlet, |
making them easily spored by predators and hunters, sa they stay |
underground and de not venture ourside undl they are move able
to take care of themselves, Toward the end of their young stage the
seabes wirn a deeper red, and the glossy texture is replaced
by a smooth, dull finish, As the dragon grows
alder, the scales become large, thick, and
smong. as metal The neck frill and
wings are an ash blue or purple-
gray_toward the edges, becom-
ing darker with age The
pupils of g red deagon
fade as it ages; the
. oldest red drag-
ons have eyes
that resemble
molten lava
orbs,
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Rep DrRacoONS BY AGE
| Attack Fort Ref will Breath Fear
Age Sige  Hit Dice (hp) AC Bonus Save Save _ Save Weapon (D€} DC SR _
Wyrmling M Td12+14 (59) 16 {+6 natural) £10 7 -5 +3 2d70 (15) — =
Wery yaung 1 1041230 (95) 18 {-1 size, +3 natural} -14 +14 b7 8 4d10 (18)
| Young L 13d12+39 (123) 21 (-1 size, +12 natural) 19 111 18 +9 fd10 (19) = —
Juvenile L |6d12+64 (16E) 24 (-] size, 115 natural) -4 +14 +10 +12 &d10 (22) == -
Young adult  H 19472495 {218) 26 (-2 size, +18 naturai) +27 +16 +11 +13 1Cd 10 (24} 21 19
Addult H 22d12+110 (253) 19 |-2 size, +21 natural) =311 +18 +13 17 12d19 (25} 24 i
hature adult  H 25d12+150 (313) 32 (=2 size, +24 natural) ~34 +20 +14 I8 14470 (28) 26 FET
oid c 28d12+196 (378) 33 |4 size, 127 natural) 36 123 +16 421 16470 (30} 9 241
Very old G 31d12+4248 (449) 36 {-4 size, +30 natural) 40 +25 =17 +23 13d19 (33) 3] 26,
LAncien] ] 34el12+306 (527) 39 (-4 size, +33 natural) —d4q +28 =19 +2G 20d10 (35) 34 2R
Wyrm o] 37124370 (610) A2 {4 size, +36 natural) —48 +30 <20 27 2210 (38) 35 i
Greal wyrm € 40124400 (660) 47 (-8 size, +39 natural) +49 +32 +23 +30 2410 {40 38 .
Rep DRAGON ABILITIES BY AGE
Age Speed Str Dex Con Int Wis Cha Special Abilities Caster Level
Wyrmling 40 ft., fiy 150 ft. (poor) 17 14 15 1o 11 10 Fire subtype —
Wery young 40 fr., fly 150 . [poor) 21 14 17 12 13 12 =
Young 40 fr,, fly 150 fi. (pocr) 5 10 17 12 13 12 I st
Juyenile 40 fr,, fly 150 ft. [poor) % 14 19 |4 15 14 Locate object drd
Young adult 40 ft,, fly 150 ft. [poor) 31 10 21 14 15 14 Damage reduction 5741 5th
Adult 40 fr., fly 150 fi. (poor) 33 10 21 1 A . 16 Tth
| Matwre adult 40 fr,, fly 150 ft. [poor) 13 10 23 18 19 18 Damage reduction 10/41 9th
|-Qld 40 fi,, fly 200 ft. (clumsy) 15 o 23 20 21 20 Sugpestion 11th
| Wery old 40 ft,, fly 200 ft. (clumsy) 37 s S L - S - N Carnage recuction 15/+2 13th
Ancient 40 f., fly 200 ft. (clumsy) 39 e TR T . 24 Find the path TSth
| e 40 ft,, fly 200 ft (clumsy) 41 10 3] i4 25 24 Damage reduction 20/+3 17th
| Creat wyrm 40 ft., fly 200 ft. (clumsy) 45 e 31 26 27 28 Discern location 14th

| *Can also cast cleric spells and those from the Chaas, Evil, and Fire domains as arcane spells.

| Bed dragons lair in large caves thar extend deep into the earth,
| which shimmer with the heat of their bedies and ace marked by a
sulfurous, smoky odor. However, they always have a high perch
nearby from which to haughrily survey their terdtory, which they
consider to be pverything in sight This high perch somerimes in-
trudes upon the tereitory of a silver deagon, and for this reason red
drapons and silver dragens are often enamies,
Red dragoms are meat-gaters by preference, and their fa»u-.m.
food is a human ar elven youth, Sometimes they chamm villagers.
into regularly sacrificing maidens to them.

Combat

Because ted dragons are so conflident, they seldom pause o ap-
praise an adversary, On spotting a targel they make a snap deci-
sion whether to artack, using one of many sategies worked out
| ahead of time, A red dragen lands to artack small, weak creatures
L with irs claws and bites rather than chliterating them with irs
Lbreath weapon, so as not 1o destroy any treasure they might be
Lcatrying.
Breath Weapon (Su; A red dmbqn haz one type of breath
WLHP‘U‘D d cone. Qj:.[i-n;'._ -
Fire Subtype (Ex): Fire immunity, double damage from cold
except on a successiul save,
Locate Object (Sp): The dragon can use this ability as the spell of
the same name, once perday perapge catepory,
Other Spell-Like Abilities: 3/day—suggestion; 1/day—eehie
and discern locahion,
skills: Red dragons have the Jump skill for free ar 1 rank per
| Hir Die,

‘v_ﬁhjte. Cragon
A Dragon {Cold)
| Climate,/ Terrain: Any cald land and underground
Organization: Wyrmling, very voung, young, juvenile, and
voung adult: solitary or clutch (2-5) adult, mature adult, old,

very old, ancient, wyrm, or great wyrm: solitary, pair, or fami.l}'_:
(1-2 and 2-5 oflspring)

Challenge Ratings: Wyrmling 1; very young 2; young 3 juve-
nile 5 yvoung adult 7; adult 9; marure adule 11; old 14; very old
16; ancient 17; wyrm L8; great wyrm 20

Treasure: Double standard

Alignment: Always chaotic evil

Advancement; Wyrmling 45 HD {Tinyl very voung 7-8 HD
(Small); young 10-11 TIT (Medinm-size); juvenile 1314 1D
(Medium-size); voung adult 16-17 HD {Large); adult 19-20 HD
(Largey; mamure adult 22-23 HI (Huge); old 25-26 HD (Huge);
very old 28 29 HD (Hupe ancient 31-32 HD {Huge ) wyrm
3435 HD (Cargantuany, great wyrm 37+ HD [(Garganmman)

Amonp the smallest and least intellipent of draponkind, most
white dragons are simply animalistic predators. Their faces ex-
press single-minded ferociey ather than the shrewdness of their
more powerful kin.

The scales of 2 wyrmling white dragon glisten like mirrors. As
the dragon ages, the sheen disappears, and by very old age, seales
of pale blue and light pray are mixed in with the white, A white
dragen is distinguished by a beaked, crested head and is accompa-
nied by a crisp, faintly chemical odor,

White dragons' lairs are usually icy caves and deep subter |
ranean chambers that open away from the warming rays of the |
sun, They store all of their reeasure within the lair, prefegably in |
caverhs coated in lce, which reflect the gems. White dragons are |
especially fond of diamoends.

Although white deagons, as all others, are gble o eat m:.ul-. any-d
thing, they are verv particular and will consume only food thar)
has been frozen, Usually a dragon devours a crearure killed by s

4

breath weapon while the carcass {5 sdll selff and rigid. Ir buries
lather kills in snowbanks until they are suitably frozen.

White dragons' narural enemies are frost giants, who kill the
deagons Lor food and armor and caprure them to use as guards




Combat !
@ ,_%‘_-:{’h:m dragons prefer sudden assaults, swooping down |

= ﬂ by ¥ fromalefror bursting from beneath water, snow, ot dce, |
m . ;—’) They loose their breath sweapon, then try eo knock our |

a single opponent with a follow-up attack,
Breath Weapon (Su): A white dragon has one
type of breath weapon, a cone of cold.
#8Y  Cold Subtype (Ex): Cold immunity, double
. _§\damage from fre except on a successful save, |
Y Icewalking (Ex): This ahility warks like |
i the spider climb spell, but the surfices the |
' # dragon climbs must be fcy. Itis always in
E = affect, :
B Y Freezing Fog (Sph The dragen can use |
?E 34 this ability three rimes per day It is similar |
= ¥ o a whid fog spell but also causes a rime of
slippery ice to form on any surface the [og touches,
creating the effect of a grense spell, The dragon is |
immune to_the grease effect because of its ice- |
walking ability.
Other Spell-Like Abilities: 3/day—gustolnand, |
fog clonsdd, wall of ice; 1/day—conirol weather.

‘i?‘HJrr. DRAGOMNS BY AGE

| Attack Fort Ref will Breath Fear
LAge_ Size  Hit Dice (hp) AC Berus  Save Save Save  ‘Weapon (D€) DC SR |
Wgemling T 3d12+3 (22) 14 (+2 size, +2 natural) +5 4 +3 13 1ds (12) )
LiEpiyoung S Bd12-6 (45) 16 (+] size, £5 nalural) 4 16 +5 5 2de [14) —4
| Toung M 9d12+18 (78) 18 (=8 natural) +11 i3 +6 - 3d6 (16) — — M
|uvenile b 12d12+24 (102) 21 {+11_natural) 15 +10 18 ] 4dhb (18) — | E:
Young adult L 15d12+45 (142) 23 (=1 size. +14 natural) +18 112 -8 £9 Sde (20} 16 16 -
Adult L 1812472 (189) 26 (-] size, +17 natural) 123 +13 11 +11 Gd6 (23} 12 18 =
Mature adult H 21d12+105 (241) 28 [-Z size, +20 natural) +17 =17 +12 +13 7de (25) 2] 20 E
Cd H 24d12+120 (278) 31 (-2 size, =23 natural) +31 +1% +14 +15 &d6 (27) 23 21
Yery old H 27d12+162 (337 34 (=2 size, +26 natural) +15 +21 +15 117 ade (29) 25 23 i
Ancient H 30124180 (375) 37 (-2 size, 129 natural) -39 +23 +17 €19 10d6 (31) 27 24
Wyrm G 33d124237 (445) 35 (-4 size, +32 natural) +41 +25 418 =0 11d6 {33} 29 25
Greatwyrm G 36d12+288 (522) 41 (=4 size, +35 natural) 45 +28 +20 +24 12d6 (36) 3z 7
WHITE DRAGON ABILITIES BY AGE
hge Speed Str Dex  Con Int Wis Cha Special Abilities Castar Level
Wyrmling &0 ft., fly 150 ft. {average], 1] 10 13 6 11 & Cold subtype, icewalking
swim 60 ft., burrow 30 f.
Nery young 60 fi, fly 150 fi. [average), 13 10 13 & | i —
swim &0 ft., burrow 30 R,
¥oung A0 ft., fiy 200 ft(poar), 15 10 15 & 11 B
| swim 60 ft., birrow 30 fi. i
\»]u'.!:nlh: 80 ft., fly 200 It (poar). 17 10 15 4 11 3 Fog claud —
L swirm 60 ft., burrow 30 ft.
| Young adult &0 ft., fly 200 ft. {poor), 12 10 17 & 11 & Damage reduction 5/+1 —
L swirm 60 ft., burrow 30 f,
Adult 6O fi., fly 200 fi. [poor), 23 10 19 140 11 10 Gust of wind 1st
swim 60 ft., burraw 30 ft.
Mature adull 60 fi., fly 200 ft. (poor), 27 10 21 12 13 12 Damage reductian 107+ 3rd
swirm 60 ft.. burrow 30 ft.
Old 60 f., fly 200 f. (poor). 9 10 21 12 13 12 Freezing fog St |
swimn 60 ft., burrow 30 ft. \
Very old 60 ft., fly 200 f. {poor), EY 10 23 14 15 14 Damage reduction 15/+2 Tth
swim 60 ft., burrow 30 ft,
Aneient &0 ., fly 200 1. [poor), i3 10 3 14 15 14 Wall of ice Sth
swirn 60 ft., burraw 30 ft.
Wyrm 60 ft, fly 250 M. (elumsy), 15 10 25 14 15 16 Damage reduction 20/+3 11th
swim B0 ft,, burrow 30 fi.
Great wyrm B0 ., fly 250 ft. (clumsy), 37 14 27 18 19 18 Control weather 13th

| swim &0 ft., burrow 30 ft.
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METALLIC DRAGONS

Metallic dragons make up the pood branch
of dragonkind but are every bil as agpressive as
their evil cousing when theeatened or challenged, -
Thev alse tend 0 be coverous and proud.

Brass Dragon
| Dragon (Fire)
,Ch]nateﬂnrram Temperate and warmn desert, plains,
_and underground

| Organization: Wyrmling, very young, young, juve- J
nile, and young adule solitary or clutch (253 aduly, 8 v A . E

mature adule, old, very old, anclent, wyrm, or geeat - -
wyrm: solitary, pair.er family (1-2 and I--S- .

offspring)

Challenge Ratings: Wyemling 2; very young 35 young
5, juvenile 7; young adulr % adulr 11; marure adult
14 ald 18 very old
LB ancient 19;

A

wyrm 2{; great

wyrm 22
Treasure: Double

srandard
Alipnment: Always

chaotic good |
Advancement: Wiyrmling T = |
| S—s HDTiny}; wnvuunt_ﬁ‘ﬂ R |
| HD {Small), young 11-12 HD (M:d.u..un— ] |

size); juvenile 1415 HD {Medium-size); yvoung adult 17—18 HD Brass dragons are tallative and have supple, expressive lips. They |
| (Largeyadule 20-21 HD (Large); mature adule 2324 H D iHuge); may have uselul inlormation, but usually share it only after long |
| old26-27 HD (Huge); verv old 29-30 HD (Huge), ancient 32-33 rambling and hinting for a gifr.

HD (Huge); wyrm 35—36 HD {Gargantuan); grest wytm 381 HD At hirth, 2 brass dragens scales are a dull, mettled brown, As sJ:u:

iCargantuan dragon gets alder, the scales become more brassy until they reach |

a warm, burnished appearance. Their grand head-plates are |

Brass DRAGONS BY AGE

Attack Fort Ref will Breath Fear

Age Size  Hit Dice [hp) AC Bonus Save Save Save  Weapon (DC) DC SR
Wyrmling T 4dlz=4 (30) 15 (=2 size, +3 natural) v6 +5 + +1 1d& (13) — -
Wery young 5 21247 (52) 17 {+1 size, 6 natural) +4 +6 -5 £5 idé [14)

Yaung 10d12+20 (85) 19 {9 natural) +12 +3 =7 +8 idé (17)

|uvenile Mo 13d12426 (110) 22 [+12 natural) +16 +10 +8 9 46 (18) — —
Young adult | 16d12+48 {152} 24 (=] size. +15 natural) 14 +13 +10 +12 Sd6 (21) 20 18
Adult L 1ad124.76 (199} 27 (=1 size. +18 natural +24 +15 +11 =13 adb (23} 11 20
Mature adult H 22d124110.4253) 29 (-2 size, +21 natural) +28 +13 +13 16 7d6 (26) 24 22
oild H 25d12+125 (287) 312 (-2 size. +24 natural) +32 +19 +14 £17 &b (2T) 25 24
Wery old H 28d12+-168 (350) 15 [-2 size, +27 natural) +36 +22 +16 +20 9de (30} 23 754
Ancient H 31d12=1386 (387) 18 [-2 size, +30 natural) +40 <23 +17 +21 10df (31) 29 2
Werm G 34d12-238 (459) 39 (4 size, 33 natural) +42 +16 +19 +24 11d6 (34} 32 k]
|Greatwyrm G 37d12-296 (536) 42 (4 size, +36 natural) r46 =28 +20 +25. 12d6 {38) 33 30

Brass DRAGON ABILITIES BY AGE

| Age Speed Str Dex Con _Int Wis Cha Special Abilities Caster Level”
Wyrmling 60 fr., fiy 150 ft. [average), burrow 30/ 11 14 13 10 11 10 Fire subtype, -

Very young
Young
Juvenile
Young adult
Adult
Mature adult
Old

Very old
Ancient
Werm

Cireat wyrm

speak with animals
60 ft., fly 150 ft. javerage), burrow 30f 13 14 13 10 11 14 -

a0 ft., fly 200 fr. {poar), burrow 30 ft. 15 14 15 12 13 12 1st
60 fi., fly 200 ft {poor), burrow 30 fi. 17 10 15 12 13 12 Endure elerments 3rd
&0 fr., fly 200 ft. (paar), burrow 30 ft. 1% 10 17 14 18 14 Damage reduction 5/+1 Sth
&0 ft., fly 200 ft. (paar), burrow 30 f. 23 w19 14 . 14 Suggestion 7th
&0 ft., fly 200 ft. (paaor), burrow 30 . 27 10 21 16 17 16 Damage reduction 10)+1 Sth
&0 ft., fly 200 . {paar), burrow 30 fi. 9 0 21 18 17 16 Contral winds 1th
&0 It., fly 200 ft. {paar), burrow 30 ft. 1] o i3 12 14 18 Damage reduction 15/+2 13th
&0 ft., fly 200 ft. (poar), burrow 30 f. 13 10 23 12 19 18 Control weather 15th
60 ft., fly 250 ft. (clurnsy). burrcw 30 0. 510 25 20 21 20 Damage reduction 20743 17th
B0 ft., fly 250 f& (clurmsy). burrow 30 1t a7 10 27 20 21 20 Summoen djinni 19th

#Can also cast cleric spells and those from the Chaos and Knowledge domains as arcane spells.




smionth and metallic, and they sport bladed chin herns that grow
sharper with age. Wings and frills are mottled green toward the
edges, darkening with age. As the dragen grows older, its pupils
fade until the eves resemble molten metal orbs,

Brass dragons love intense, dry heat and spend most of their)

rime hasking in the desert sun. They are accompanied by & tangy
| metallic or sandy odor They lair in high caves, preferably lacing |
Lgast to enjov the morning warmth, and their rerritories always
| contain several spots where they can sunbathe and trap unseary |
mvelers in conversation, i

Brass dragons can and will ear almost anything if the need|
Larises but nermally consume very little, They are able 1o get nour-
lishment [rom the morning dew, a rare commadity in their habi-

tat, and have been scen carefully lifting it off plams with their
long tongues.

Beciuse they share the same habirar, blue dragons are hrass
\dragons’ worst encmies. The larger Blues have the advanrage in
|ohe-on-one confrontations, so brass dragons usually try 10 evade |
| them wnil they can rally their neighbors for a mass attack.

Combat )
Brass dragans would rather talk than fight I an intelligent
creature tries to leave withour engaging in conver-
sarion, the deapon might force compliance ina fit
of pique, using suggesiion o a ’
dose of sleep gas. A creanre
| put to sleep may wake m find S
[itself pinned or buried to the neck
{in the sand until the dragons dhirst
Lo small talk is slaked. When faced
cwith real danger, younger brass

by burmowing into the sand,
| Clder dragens spurn this
ploy but prefer o have
the advaniage in combar,

Breath Weapon (Su):

A brass drapen has twe
types of breath weapen, a line of fire ora
cone of sleep. Creatures within the cong ;
must succeed at a Will save or fall asleep, f
regardless of HD, for ide rounds plus 1
round per age category of the dragon.

Fire Subtype (Ex): Fire immu- &
nity; double damage from cold 8%
except on g successiul save, (-

Spell-Like  Abilities: At i\

el —speak with animals; 3/day—

Letidure. elements (radius 10 [ ¥
|dragon's age categoryl; 1/ day—sug-
{ gestion, romtral winds, and canfrol weather.

BronzE DRAGONS BY AGE

Age Size  Hit Dice (hp] AC

Wyrmling 5 fd12+6 (45) 16 (+1 size, +5 natural)
Very young l a9d12418 {7&) 18 (=& natural)

Young hd 12d12+24 (102) 21 (4711 patural)

uyenile L 15d12+45 (1432) 23 (-1 size, +14 natural)
Young adult L 18d12+72 (189) 36 (-1 size, +17 natural)
Adult H 21d124105 (241) 28 (-2 size, +20 patural)
Mature adult H 24d124120 {276) 31 -2 size, +23 natural)
Cld H 27d12+162 (337) 34 (-2 size, +26 natural)
Wery old H 30d12+180 {375} 37 (-2 size, 129 natural)
Ancier! G 334124237 (445) 38 (-4 size, +32.natural)
Wyrm G 16d12+288 (522) 47 (-4 size, +35 natural)
Great wyrm G 318d124312 [565) 44 (-4 size, +38 natural)

Summun_ﬂjiﬂﬂi.tﬂp}: This ability works like a sumton monster |
spell, except that it summons ohe djinni.

Bronze Dragon

|Dragon (Water)

| Climate, Terrain: Temperate gnd warm aquatic and undeeground

\Organization: Wyrmling, very young, young, juvenile, and
young adult; solitary or clurch (2-5) adult, mature adult, old,
very old, ancient, wyrm, or great wyrm: solitary, pair, or family |
(1—2 and 2-5 offspring) -

| Challenge Ratings: Wyrmling 2 very young 4 young 6 juvenile |
§; young adult 11z adulr 14; marure adult 16:old 18; very old 15
angient 21 wyrm 22; preat wWyrm 24

Treasure: Double standard

Alignment: Always lowful good = |

Advancement: Wyrmling 7-8 HD {Small); very young 10-11
HD { Medium-size); voung 13—14 HD (Medium-size); juvenile
16-17 HD { Large); young adult 19-20 HD {(Large ) adult 22-23 |

\ WD {Huge}; mature adult 25-26 HD (Huge); old 26-2% HD |
{Huge}; very old 31-32 IID (Huge); ancient 3435 HD {Car
gantuand; wyrm 37-38 HD (Garganmuan; great wyltm 0= H 0
[Gargantiat)

Bronze dragons
are_inguisitive_and
enjoy_polymorphing into |
gmall, friendly snimals o ob- |
serve advenmurers, They are |
fascinated by watfare, |
eagerly_joining. an |
ariny  for_a |
just__.cause
and good pay
A bronze wyrm:
ling's scales are yel
low tinged with green,
showing enly a hint of
bronze. As the dragen ap-
proaches adulthoad, its
color deepens slowly
_ j to a datker,

Artack Fort Ref will Breath Fear

Bonus Save Save Save Weapon (DC)  DC SR
+4 b +3 7 2d6 (14) — —
A1 +8 16 +8 4dE (16] sl |
K15 +10 5 =11 &d6 {18} —\
118 +12 +2 +13 2de (20 |
+23 +15 +11 +15 10d6 (23) 23 20 |
+27 +17 +12 +17 12d6 {25) 25 22
+31 =13 114 +19 1466 (27) 27 211
133 +21 H15 +21 16d6 [29) 29 25 |
139 +21 $17 +23 18ds (31) 31 26
oy +25 SE +35 2046 (33} 33 28
445 +78 +20 +18 22d6 (38} k1] 25
149 +28 +21 +29 24d6 (37) 7 3]




Brenze dragons like to be near deep fresh warer or st seatet

| They often visit the depths to cool off or hun [or peatls and

| sunlken rreasure. They prefer caves that are accessible cnly from

the water, but their laire are always dey—they do no lay epps,
sleep, or store treasure underwater, A smell of sea spray lingers
about them, Bronze dragons earaquaric planrs and some varieties,

of seafood. They especially prize shark meat. They also dinconan |

cccasional pear]

Combat
Bronze dragens dislike killing animals and would rather brihe
them (perhaps with food) or force them away magically They use
detert thoughls to learn intelligent crestures’ intentions, When at-
racking they blind their opponents with fog cdiud and then charge,
or if flying, snatch them up. Against scafaring opponents they
L conjure up o storm or use their tails to smash the vessels” hulls. 1f
| _drapon is inclined to be lenient, ships might be merely he-
Lcalmed, foghound. or broken-masred.

Treath Weapon (Su): Bronze dragons have two types of breath
weapon, a line of lighraing or a cone of vepulsion gas, Creatures
within the cone must succeed ar 2 Will save or be compelled 1o do
nothing but move away from the dragon for 1dé rounds plus 1
round per age category of the dragon, This is a mind-influencing
compulsion enchantment.

Water Breathing (Ex): A bronze dragon can hreathe underwa-
ter indefinirely and can freely use its hreath weapon, spells, and
other abilities while submerged.

Spell-Like Abilities: At will—speak with anals 3/day—

Lcreate food and water, palymerph self, fog cloud, detecl thoughts, con
|l waker; 1/duy—conbrol weather. A bronze dragans palyaiorph
'.:ul_f ahility works just like the spell, except thar each use allows

| anly ona change, which lasts uneil the dragon assumes another |

| form orreverts toits own (which does not count as a vse of this
abiliry),

ol i N ',g"&g_:g»,?“I o 3 W N ML S ‘
BrONZE DRAGON ABILITIES BY AGE |
Age Speed Str_ Dex. Con  Int Wis  Cha Special Abilities Caster Level |
Wyrmling A0 ft., fly 100 f. 13 10 13 14 15 14 Electricity immunity, —+ i
{average], swim 60 fl water breathing, speak with animals
Very young 40 ft., fiy 150 f. 15 10 15 14 15 14 —
| {poar]. swim 60 ft.
Young 40 ., fly 150 f 17 10 15 16 1 16 Polymorph self 15t
{paar), swim 60 ft.
Juvenile ADft., fly 150t 1% 1o 17 18 149 18 Ird =5
{poar], swim 60 ft. 1
Young adult 40 ft, Ay 150 fi 23 i} 18 18 12 18 Damage reduction 5/+1 5th }
{paar), swim 60 ft. i |
| Adult 40 ft., fly 150 ft. b i i 1 R | 20 27 20 Create food and water, fog cloud Tth
(poor), swirm 60 ft. !
Mature aduls A0 ft., fly 150 fi. 29 10 21 20 21 20 Damage reduction 10441 Gth |
(poor), swirm 60 ft. L i
Old 40 f., My 150 ft. 51 a8 23 22 23 22 Detect thoughts 11th
(poar), swirn 60 ft,
Very old 40 Tt fy 150 f. 13 10 21 22 21 22 Damage reduction 15/+2 13th |
{paar), swim 60 ft.
Arcient 40 ft_, fly 200 f. 15 10 25 4 25 24 Control water 15th
(clurnsy), swim 60 ft, i
Wiyrm A0 ft., fiy 200 f. 37 10 27 6 Fird 26 Damage reduction 20743 17th
felurnsy), swim 60 ft.
| Creat wyrm 40 ft., fiy 200 f. i3 10 27 ah AT 26 Centrol weather 15th
| {elurnsy), swim 60 ft. |
| *Can also cast cleric spells and thase from the Animal, Law, and Water domains as arcane spells
| - - =——r —— ol .
| rich branze rone. Very old dragons develop a blue-black dat o the.  Copper Dragon }
Ledges of their scales, Poweelul swimmers, they have webbed feet Dragon (Earth) i
Land smooth, Har scales, Ies pupils fade as a dragon ages. antil in the Climate/Terrain: Temperate and warm desert, hill mouncaing, |
| oldast the eves resemble glowing green orbs. and underground .

Organization: Wyrmling, very young, young, | |u'ﬂ:ml|: and |
voung adult: solitaty ar clurch ¢ (2-5); adult, marure adult. ald, |
very old, ancient, wyrm, or great wyrm: solitary, pair, ar family

(12 and 2-5 offspring)

Challenge Ratings: Wyrmling 2; very young 4 young 6; juvenils
f; young adulr 10; adult 13; marure adule 15; old 18; very ald 19;
ancient 21; wyrm 22, great wyrm 24

Treasure: Dhauhle srandard

Alignment; Always chaotic good

Advancement; Wyrmling -7 HD {Tiny); verv voung 10 HD
($mall} young 12-13 HID (Medium-size); juvenile 15-16 HD
[Medium-size); young adult 18-19 HD {Large); adulr 21-22 HD
[Large); mature adult 2425 HD (Huge); old 27-28 HD (Huge
very old 30-31 HD (Huge); ancient 3334 HD (Huge}; wyrm
36-37 HD (Garganmuan]; great wyrm 39+ HD {Cargantuan)

Copper dragons are incorrigible pranksters, joke tellers, and rd-
dlers. Most are good-natured bue also have o coverous, miserly
streal. They are powerful jumpers and climbers, with massive |
thighs and shoulders.

At hirth, a copper drogon's scales have a ruddy brown colar with
a metallic tint. As the dragon gets older, the scales become Aner
anid mote coppery, asswming a soft, warm gloss by the young adult
stage. Very old dragons' scales pick up a green rint. A copper
dragon’s pupils fade with age, and the eyes of great wyrms resem- |
ble glowing turgueise orbs.

Copper_dragons Hke dey, rocky uplands and mounising 'I:I:u,} |
lsir in_narrow caves and often conceal the entrances using midie |

Learthand slovie shape, Within the lair, they consteuct rwisting mazes |

with open rops that allow the dragon ra£hy or jump pver intruders. |
Copper_dragons are determined hunters, considering good |

Lspoct at lease as important as the [ood, They are known o eat
|altnost anyihing, including meral ores. However, they prize mon-
|strous scorpions and other large poisonous creatures (they say the

venom sharpens their wit), The dragons digestive system can
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CorPer DRAGONS BY AGE |
i Attack Fort Ref will Breath Fear |
Ape Size  Hit Dice (hp) AC Bonus Sawe Save Save Weapon [D€) DC SR
Wyrmling I 5cd12+5 (37) 1612 size, +4 natural) ¥7 +5 14 _=5 2d4 [13) —
Wery young 5 Bc12+8 (60) 18 (+1 size, +7 natural) +10 +7 +6 =7 44 15) =
Young i 11d12422 [93) 20 (=10 natural) +13 ] +7 19 fidd [17). —
| Juvenile I 1412428 (119) 23 (+13 natural) +17 =11 +0 +11 ad4 (19) - -
Young adult L 17d12+51.(161) 25 -1 size, +16 natural) 20 =13 14 +13 10d4 {21} 2] 12
helult L 20412480 (210) 28 (-1 size, +19 natural) 425 +16 112 +15 1204 (24) 23 24
Mature adult H 23d12+4115 (264) 10 (-2 size, =22 natural) LES +18 13 +17 14d4 (E7) 25 23l
old H 26d12+130 (299) 33 (-2 size, +25 natural) +33 +20 +15 =19 164 (28] i 25
| Very old H 29d12+174 (162) 36 (-2 size, +28 natural) +37 +22 +16 +2] 1844 [30) 24 26
| Ancient H 12d12+7192 (400} 39 (-2 size, +31 natural) 141 +24 18 +23 20d4 [32) 3l 25
Ny G 15d12+245 (472) 40 (-4 size, +34 natural) +43 +26 19 +25 224 (34) 33 Fig|
Creatwyrm G 38d12-304 (551) 43 {4 size, +37 natural) +47 +25 +21 +47 244 (37) 35 a1}
Copper DRAGON ABILITIES BY AGE 4l -
Age Speed Str Dex Com Int Wis Cha Special Abilities _ Caster Level |
Wyrmling A0 fi., fly 100 fi. (average) 11 10 13 12 13 12 Acid immunity, spider climb -
Wery young 40 1., fly 100 ft. javerage)] 13 10 13 12 13 12 —
Young 40 ft., fiy 150 ft. (poor) 15 10 15 14 15 14 Ist
[uvenile 40 ft,, fly 150 ft, (poar) 17 10 15 14 15 14 ird
Young acult 40 ., fly 150 ft. {poor) 1% 10 17 16 17 16 Cramage reduction 5/« Sth
el 40 ft., fly 150 &, (poor) 23 10 18 16_7 16 Stone shape Tth
. Mature adult 40 ft., fly 150 ft. {poor) 7 10 21 18 19 18 Damage reduction 10/+1 ath
Ll 40 fit., fly 150 fi. [poor) 29 10 21 18 19 18 Transmule rack to mud/mud to reck. 11th
{Very old 40 ., fly 150 fr. (poor) s | e . i |+ el [l Damage reduction 15/+2 13th
| Ancient 40 ft., fiy 150 ft. (poar) 33 10 I3 20 21 0 Wall of stone 15th
| iy 40 fr., fly 200 ft. (clumsy) 35 14 25 12 23 22 Darmage reduction 20/ 43 1 7th
[ Girpat wyrm A0f, Ay 200 & felumsy) 37 10 27 23 33 32 Move earth 19th
*Can also cast cleric spells and those from the Chaos, Earth, and Trickery domains as arcane spells.
(handle the venom safely, although injected venoms affect them its spider chimb ability and maneuver them into colliding with the |
_normally: walls, !
Because copper dragons often inhabit hills in sightof red deag- Breath Weapon (Su): A copper dragon has two rypes of beeath
ong' lairs, conflicts berween the two varieties are inevitable. weapon, a line of acid or a cone of slow gas, Creatures within the

cone must succeed at a Fortitude save or be slowed for 1dé
rounds plus 1 round per age category of the dragon.
Spider Climb (Ex): The dragon can climb on
stone surfaces as though using the spuder chud
spell,

The smaller coppers usually run for cover antil
they can even the odds.

Comlat
Copper dragons sppreciate wit and
don't usually harm creatures whao
can Telate a joke, humorous story, or
riddle they have not heard before.
They guickly get annoyed with
anvone whe doesn't laugh ar
their jokes or accept their micks
with good humor They like to taunt
wnd anney opponents inm
| ihving up or acting foalishly,
| An angry copper dragon
prefers 1o mire foes using
transemute rock e muid,
The dragon  pushes
trapped opponents into
the mud or snatches
and carries them
alofr. A cop-
per dragon
Jifies __to
(lrawe ais-
{borne ene-
188 L0 TLT-
o, stony gorges
| where it can use
s ——T e T

Spell-Like
Abilities:
2fday—itone
shape; 1/ day—trans-
mute vock o mud or mud la
gk, wall of stone, and move sarth.
Skills: Copper drag:
b ons have the Jump
d skill for [ree ar 1
rank per Hit Die,
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Gold Dragon

Dragon (Fire)

Climate/Terrain: Any land and un-;ll,.rh_ml.mcl

Organization: Wyrmling, very voung, young, juvenile, and
voung adule: salitary or clutch (2-5% adult, maruee adily, old, |
very old, ancient, wyrm, or great wyrm: solitary, pair, or family |
11-2 and 2-5 offspring;

; Challenge Ratings: Wyrmling 4 very yvoung &; voung 8 juvenile |

il; young adule 13; aduole 15; matuee adult 18; old 20; very old |
21 ancient 23; wytm 24; great wyrm 26

| Teeasure: Double standard
{Alignment: Always lawful 2ood
LAdvancement: Wyrmling 9—10 HI} {Medium-size); very young

| veryold 33-34 HD (Garpantuan); ancient 36 37

12-13 HD (Large); young 15-16 HD {Large); juvenile 18-19 1D
{Large}; young adulr 21-22 HD (Huge); adult 2425 HD (Huge;
mature adule 27-28 HD (Huge); old 30-31 HD {Gargantuan);
HD [Carganin-
an; wyrm 3940 11D ( Colossal); prear wyrm 42+ HIY (Colossal)

- _ |
| Gold dragons are graceful, sinuous, and wise. They hate injustice |

and foul play, often embarking on selfappointed quests to pro- |
mote good. & gold dragon uwsually assumes human or animal
guise,

Cn harching, a gold dragon’s scales are dark vellow with golden
metallic fAecks. The flecks ger larger as the dragon matures unedl,
at the adult stage, the scales prow completely golden. Gold drag-

| ons’ faces are bewhiskered and sagacious; as they age their pupils

| fade unril the eyes resemble poels of molten gold, They smell of
| saffrom and incense.
Gold dragons can live anywhere, Their. J.u.rs are secluded and

| alwuys made of stone, whether caves ot castles, These usually have
| loval guards: animals appropriare to the terrain, storm giants, or
caood cloud giants. Giants usually form a mumnual defensive agree-
{ ment with a dragon,

Gold dragons usually sustain themselves on pearls or small|
gems, Such gifts are well received, as long s they are not hribes. |

1'.

Combat

\Gold deagons usnally parley before fighring, When conversing |
lwith intellipent creatures they use discern lies and detect gems to
jgain the upper hand, In combat, they employ bless and their huck
bonus; elder dragons use their luck bonus at the stact of each day |
They make heavy use of spells In combar. Among their favarites |
Lare clondkill, delayed blast fireball, five shield, globe of ellL'u.'uﬁ'abLh.‘};_'
Lmaze, steep, slow, and stinking cloud,

Breath WLapnn (Suk A gold dragen has pwe forms ufbl:l:aﬂ'|
weapon, 8 cone of fire or @ cone of weakening gas. Crearures:
within the lateer must succeed at a Fortitude save or take 1 point |
of temporary Strength dumage per ape category of the demgon. |

Fire Subtype (Ex): Fire immuniry, double damage [rom cold
(EXCEPT On i successful save.

Water Breathing (Ex): The dragon can breathe underwater in-
\definitely and can freely use its breath weapon, spells, and orher .
Lahilities while submerged (the cone of fire becomes a cone of su-

perheated steam underwater),

Luck Benus (Spy: Once per day the dragon can touch one gem,

usually embedded in the dragens hide, and enchant it 1o bring |
goand luck. As long as the dragon carties the gem, it and every |
good creature in a 10-foot radius per age category of the dragon e
celves g +1 luck bonus 1o all saving throws and similar dice rolls |
as lor a stone of good luck (see the item descriprion on pape 227 in
|the Duwarox Maston's Guidel. If the drapon gives a gem 1o anmhe:j
creature, only that bearer gets the bonus. The enchantment fasts |
1d3 hours plus 3 hours per age category of the dragon bur ends il
the gem is desmroved.

Dretect Gems (Spl: The dragon can use this abilicy three fimes pﬂ:l
day. This is a divination effect similar to a detect magic spell, except |
that it finds anly gems. The dragon can scan o 60-degree arc gach |

GoLp DrRaGcONS BY AGE

Artack Fart Ref will Breath Fear
Age Size Hit Dice (hp) AC Bonus Save Save Save Weapon (DC} DC SR
Wermling A Bd12416 (68) 17 {+7 natural) +11 +E +6 +8 2d10 (18} — =
Wery young L 11d12+33 (104) 18 (=1 size, =10 natural) +15 +14 +7 +10 44710 (18) - -
Yolng | 14d12+42 (133) 22 (=1 size, +13 natural) +20 +12 +3 +12 6d10 (20} — -
Juvenile i 17d12+68 (1748) 25 (-1 size, +16 natural) +25 14 +10 14 Bd10 (22) - -
Young adult  H 20d124700 (2300 27 (=2 size, +19 natural) +22 +17 +12 +16 10470 (25) 24 21
Adult H 23d12+115 [264) 30 (=2 size, +22Z natural +32 +18 +13 ok 12d10 (26) 26 23
Mature adult . H 26d12+156 [325) 33 (=2 slze, 425 natural) 136 k2] 135 20 14d70 (29 8 L
ald L 29d12+203 (391) 34 (-4 size, +28 natural) 139 123 16 123 16d70 (37) 4 ir|
Wery ald [ 312d12+256 [464) 37 i—4 size, +31 natural). +43 +26 18 +205 18470 (34) 14 28
LAncient G 35d12+315 [543) A0 (=4 size, +34 natural) +47 +28 +12 +28 20a10 (36) 16 a0
Wrrn c I2d12+380 (BET) 30 (-8 size, +37 natural) +47 +31 +21 +31 22d10 (39 L] 31
Creat wyrm C 41d12+451 [717) 43 (-8 size, +40 natural) +51 +33 +21 +33 24410 (47) 41 13
GoLp DRAGON ABILITIES BY AGE
Ape Speed Str Dex Con  Int. Wis Cha Special Abilities Caster Leyel®
Whyrmling 60 fr., fly 200 ft. (poar), swim 60 . 17 10 15 14 15 14 Fire subtype, water —
breathing, polymorph self
Wery yeung 60 ft., fly 200 ft, (paar), swim 60 ft, al 10 17 16 17 168 -
Yaung 60 ft., fly 200 1, {paar), swim 60 f, Z5 10 17 16 1 16 1st
Juvenile 60 ft., fly 200 ft. (poar), swim 60 ft. 29 10 19 18 19 18 Bless Ird
Yaung adult a0 ft., fly 200 ft. (poar), swim 60 f. 31 10 21 18, 1318 Damage reduction 5/+1 Sth
Adult a0 ft., fly 200 ft. (poar), swim 60 f. i3 10 21 20 i) AP 1 Luck borus Ith
Mature adult 60 ft., fly 200 ft. (poor), swim 60 f, 35 10 3 20 s (1] Damage reduction 10/+1 Sth
old 60 ft., fly 250 ft. (clumsy), swim 60 ft. 39 10 25 24 25 24 Geas/quest, detect gemns 11th
Yery old 60 ft., fy 250 ft. (clumsy), swirm 680 ft, 41 14 7 i = Damage reduction 15/+2 13th
Ancient &0 ft., fly 250 ft. (clumsy), swim 60 ft, 43 10 9 Iz 24 8 Sunburst 15th
Wy &0 ft., fly 250 ft. {clumsy), swim 60 ft. 45 1] 3 i0 i 30 Damage reduction 20/+3 17th
Creat wyrm &0 ft., fly 250 ft. [clumsy), swim 60 ft. 47 10 33 32 A3 L Foresight 15th

“Can zlso cast cleric spells and those from the Law, Luck, and Good domains as arcane spells.




Treasure: Double |
standard |
@ Alipnment: Always |
lawful poad |
Advancement: Wyrmling 59
SR 1D (Small); very young 11-12
HI (Medium-size); voung 14—15 HD
(Medium-size); juvenile 17-18 HD (Largel
voung adule 20-21 HD (Large); adult 23-24 HD |
(Huge); mature adult 26-27 HD |
{Huge); old 29-30 HD (Huge) |
fl very old 32-33 HD (Huge)
W ancient 3536 HU [Gargantuan;
wyrm 38-39 HI} (Gargantuan; |
great wyrm 41+ HD (Colossal) |

round: By concenerating [or 1 round it koows if there ane any

gems within the ere; 2 rounds of soncen: 5
trarion reveal the exact pumber of gems; |
and 3 rounds reveal their exact loca
tion, type, and value,

/ Silver dragons are regal and
%/ statuesque. They cheerlully |
= agsist pood creatures in
genuine need and often ke
the forms of kindly ald men or |
fair damsels when associating |
with humans. ; |
A_silver  wyrmling's
scales are blue-
gray with silver
__highlighrs. As|
the dragon ap- ..
proaches adulthood, |
irs color slowly brighrens |
b until the individual scales |
" T i W are scarcely visible. From |
_ Other Spell-Like Abilities: 3/day—polymorph self and bless a distance, these dragons |

[ll."d:]‘,r—g.r.:[i-"qufjt, sunbirst, and  foresight, A pold dragon’s poly- look as if they have been sculpted from pure metal, They ave some- |
{morph self works just like the spell, excepr thar cach use allows titnes known as “shicld deagons” because of the silvery plares on
omly one change, which lasts until the dragon assumes another their heads. As a silver dragon grows older, irs pupils fade uniil in
form or severts to its own (which doss not count as a use of this the oidest the eyes resemble orbs of mercury, =
whility), = i Silver dragons prefer acrial lairs on secluded mountain peaks
Skills: Gold dragons have the Jump skill for free at 1 rank per| or amid the clouds themselves. A fiint smell of rain always ac-
Hir Die. | companies them. Even in clouds, though, the lair always has an
. _enchanted area with a solid floor for laying eggs and storing
Silver Dragon : [ lrreasure,
Dragon (Air) Silver dragoms scem o prefer human fotm to their own, and
Climate, Terrain; Temperate and watm mountains and underground they ofren have mortal companions, even forming deep [riend-
Organization: Wyrmling, very young, young, juvenile, and ships. Inevitably, however, 2 dragon resumes its rue form and de-
young adule solitary or clutch (2-5% adult, mature adult, old, parts {or a time, Silver dragons have a taste for human food and
very ald, ancient, wyrm, or great wyrm: solitary, pair, or lamily can live on such fare indefinitely
. {1=2and 2-5 olfspring} Because they lair in similar territecies, silver and red dragons
,If.‘.hnllm;: Rarings: Wyrmling 3; very voung 4 young &; juvenile often come into contlict, Duels between the two varieties are furi-
| o young adulr 12; adule 14; mature adult 17; old 1% very old 20; ous and deadly, but silver dragans generally get the upper hand by
| ancient 22; wyrm 23; great wyeny 25 working rogether against their fioes, often with human allies.

SILvER DRAGONS BY AGE

Attack Fort Ref Wl Breath Fear
hpe Size  Hit Dice {hp} AL Bonus Save Save Save Weapon (DC)  DC SR
Wyrmling s Td12+7 [32) 17 (=1 size, =6 natural) +9 +6 +5 o 2dB (14} - =
Very young M 10d12+20 (85} 19 {+9 natural) 11 +3 £T. +3 445 (17} —
Young hA 13412426 (110) 22 (+12 natural) +16 10 +5 11 6dB (18) —
Juvenile L 16d12448 (152} 24 (-1 size, =15 natural) +14 +13 +10 114 AdE {21) — |
Young adult L 19d12+76.(199) 27 (-1 size, =18 natural) +24 15 +11 15 1048 {23) 23 204
Adul H  22d12+110 (253 29 (-2 size, 42] natural)  +28 +18 113 +18  12d8 [26) 26 22]
Mature adult H 25d12-125 (287} 32 (—2 size, +24 natural) 32 +18 +14 +19 T4da (27) 7 4
Cild H 28d124168 (3500 35 (-2 size, +27 natural) ~36 p22 +16 122 16d8 (30) 0 26.]
Yery old H 31d12+186 [387) 38 (-2 size. +30 natural) +40 +23 +17 124 1848 (31} 3 a7
Ancienl G 14d124238 [459) 3% [—4 size, +33 natural) 142 416 =19 127 20d8 (34) 35 9
Wyrm G 37d124333 (573) 42 (-4 size, +36 natural). +47 +29 -0 (39 22dE (38) 37 i
| Great wyrm € 40d124400 (660) 4] [-B size, —39 natural). +48 +32 +11 31 2408 {39) 40 g
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: 5-!I."||'F.R DRAGON ABILITIES BY AGE

| Age Speed Str. Dex Con Int Wis Cha Spacial Abilities Caster Level
Wiyrmling 40 ft., fly 100 fi. 13 14 13 14 15 14 Cold and acld Immunity, —
(average) cloudwalking, pelymarph self
Very young 40 ft., fly 150 ft. (poor) 15 10 15 14 15 |4 —
Young 40 ft., fly 150 ft. (poor) 17 140 15 16 17 16 1=t
Juvenile 40 11, Ny 1500t (poor) 1% 140 17 18 19 18 Feather fall 3rd
Young adult A0 ft, fly 150 ft. [poor) 23 10 19 18 19 18 Damage reduction 5/+1 Sth
Adult 40 ft., fly 150 ft. [poor) 27 10 2 20 21 20 Fog cloud 7th
Mature adult 40 ft., fly 150 ft. [poor) 28 19 2] 20 21 20 Damage reduction 10/+1 9th
Oid 40 f,, Ny 150 R [poor) 3 140 23 22 23 22 Contral winds 11th
Wery ald 40 fr., fly 150 ft. [poor) 33 10 23 24 25 24 Damage reduction 15/+3 13th
| Ancient 40 fr., fly 200 ft. [clumsy) 33 10 5 26 27 26 Contral weather 15th
Nfyrm 40 ft, fiy 200 ft. [clumsy) 39 10 29 28 9 28 Damage reduction 20/+3 17th
Creat wyrm 40 ft, fiy 200 ft. [clumsy) 43 10 L 30 1 in Reverse gravity 5 19th !
*Can also cast cleric spells and those from the Ain Good, Law, and Sun domains as arcane spells. = |
Cpmban | tfeather fall; L/day—contral weather and veverse gravity, A silver|
| Silver dragons ave nor vielent and avoid combat excepr when | dragon’s polymarph self weorks just like the spell, excepr thar each |
| faced with highly evil or aggressive foes, If necessary, they use fog juse allows only one change, which lasts unril the dragon assumes
clowd or control weather to blind or confuse opponents hefore at- | another form or reveres to its own (which does not count as a tise |
tacking. When angry, they use rverse grovily 1o ling enemies help- of this ability], i
lessly into the air, where they can be snatched. Againse Qying Skills: Silyver dragons haye the Tump skill for freg at 1§ rank per |
apponents, o silver dragon hides in clouds {(creating some with Hit e,

combrol weather on clear days], then jumps to the attack when it has

he advanrage: - 4
| l rﬁj:e;:i%:;apuu (Suk A silver deapon has two types ol breath D RA G O N TlJ RT]. E i

| weapon, & cone of cold or a cone of paralyzing pas, Creatures | Huge Dragon (Aquatic) L
Lwithin the latter must suceeed at a Fortitude save ot be paralyzed Hit Dice: 12d12460 (138 hp) .
for 1ds rounds plus 1 round per age category ol the dragon, Initiative: 10 |

Cloudwalking (Su): The dragon can tread on clouds or fog - Speed: 20 fr.. swim 30 b |
| as though en selid ground. The ahility functions i P ; AC: 20 (-2 zize, +12 |

L continuously but can be negated - == narural) |
Lor resumed ar will, : Attacks: Bire +18 melee,
Spell-Like Abili- 2 claws +13 meles
ties: 3/ day—poly- Damage: Bite 4di+8, claw 2d8+4
marph self, fog y i k Ll Face/Reach: 30 {1, by 40 ft./10 fi,
claugd, contral ; ! b Il ] ¥ Special Attacks: Breath weapon,
winds; 2/ / ; i — El‘-:lﬁ:h. Cipsize s
day Special Qualities: Scent, fire immunity
Saves: Fort +13, Bef +& Will +9
Abilities: Str 27, Dex 10, Con 21, Int 12,
Wis 13. Cha 12
Skills: Hide +7°, Intimidate +16, Inruir
Direction +10, Listen +18, Search <16,
Spot +18
Feats: Alereness, Blind-Fight, Cleave, Power
Atrack

Climate/Terrain: Temperate aquatic

Organization; Solitary

Challenge Rating: ¥

Treasure: Triple standard

Alignment: Usually neutral

Advancement: 13-24 HID [Huge
25-36 HD (Cargantsan)

Dragon turtles are one of the mest |
besutiful, awesome, and feared crea- |
tures of the water,” Deadly jaws, |
steaming breath, and a penchant for cap- |
= sizing ships make them dreaded by micdners, !

A surfacing dragon furtle is sometimes mistaken for the rellec- |
ldon of the sun ot meon on the water, Tes rough, deep green shell |
> - | lismuch the same color as the deep water the monster favors, and
i . I Ithe silver highliphts thar line the shell resemble light dancing on
open warer. The turde's legs, tail, and head are a liphter green,




flecked with golden highlighes, The head is crested by gelden

spines with dark green webhing contecting them. An deagon

adulr rurtle can measure over 40 feet from snour to fail, with a

shell up to 30 feet in diamerer, and can weigh 32,000 pounds,
Dragon turtles speak Aquan, Draconic, and Commaon.

(OMBAT

| Diragon rurtles are fierce fighters and gen-
{emally attack any creature that threatens
their certitory o looks like a
| patential meal
| Breath Weapon (Sulk
(Cloud of supetheared steam
20 feet high, 25 feet wide,
and 50 {eer long, every 1d4
rounds; damage 20d6, Reflex
thalf DT 24, effective both on
(the surface and underwater.
|__Spatch (Ex): A dragon rurtle
{that hits with a bite attack ae-
| tempts to start g grapple as a
free action without provok-
ing an attack of opportundry,
If it gets = hold on a creature
three or more sizes smaller, it
\seizes the creature with its
|mouth and automatically deals bite damage
{each round. 1[ it does not move and takes no other action in
Lcombat, it deals double bite damage to the snatched creanime. A
\snatrhed creature gets no saving throw against the dragon rurtles
breath weapon.
| The dragon turtle can drop a creature it has spatched as a [ree
Laction or use a standard acton o fling it aside. A Qung creature
\travels 60 feet and takes 6de poines of damage.
| Capsize (Ex): A submerged dragon murtle that surfaces under a
bont or ship less than 20 feet long capsizes the vessel 25% of the |
time. [1 has 0 5% chance (o capsize & vessel from 2010 a0 feet long .
and o 20% chance to capsize one over 60 feet long, i
Skills: *Dragon turtles receive 2+ racial bonus to Hide checks |
when submerged. I

DRAGONNE

Large Magical Beast
Hit Dice: 910427 (76 hip)
Imitiative: +6 (+2 Dex, +4 Improved Tnitiative)
Speed: 40 ft, [y 30 fr. (poor)
LAC: 1B (—1 slze; +2 Dex; +7 natural
| Attacls: Bite <12 melee, 2 claws 17 meles
| Damage: Bite 2do-+4, claw 20442
| Face/Reach: 5 fr. by 10.6t./5 [t =
Special Attacks: Boar )
Special Qualities: Scent e
Saves: Forr +9, Bel +8, Will +4
Abilities: Str 19, Dex 15, Con 7, InL 6,
Wis 12, Cha 12
Skills: Listen +12, Spot +13 =
Beats: Blind-Fight, Improved Initiative

| Climate,/ Terrain: Temperate and warm desert, hill, and
| underground

'rﬂmu.n.izal:i.um Solitary, pair, or pride (5-10]

Challenge Rating: 7

Treasure: Double standard : =
| Alignmeni: Usually neureal

Advancement: 10-12 HI (Large); 13-27 IID (Huge)

Frssessing some of the most dangerous qualities of a lion and a |

brass drapon, the dragonne is a vicious and deadly hunter,

From a distance, a dragonne looks much like a glant lion, sdgh |

the norable exception of a pair of small, brass-colored wings that |
sprout from its shoulders. On closer
inspection, other differences
become apparent, too, It is
covered with thick, brass-
colered scales, much like
a brass dragon, and its
mane is much thicker |
and coarser than a lion's,
The beast also possesses
huge claws and fangs, and |
large eyes, usually the color |
of its scales. A dragonne is
abour 12 feet long and
weighs about 700 pounds,
Diragontes are not necessatily |
aggressive toward strangers. Their rep-
utarion as mindless devouress of |
helpless travelers is more the product |
of ignorance than well-researched
fact. A dragonne almost always arracks a
crearure that invades its lair or threatens
its territory, so.adventuress who stum- |
ble across its cave o settlers in the area are

1

\often subject o fierce and Immediate retaliation. Those not |

threatening the dragonne’s laiv or simply passing throwgh its ter- |
rj'[ﬂ'l"!.l' are '|.|.5'|.|.H.u.!r' ].QEE ﬂJJ.'}l'IC- = .
[iragonnes. prefer_herd animals such as goats for food, espe- |
cially since they dont fight back as fiercely as humanoids. They |
attack humaneids ealy if no other game is available.
Dragonnes speak [Draconic,

COMBAT

A dragonne’s wings are useful only for short flights, cacrying the
creature for 10 1o 30 minutes at @ time. Nevertheless, it uses its
wings effectively in hartle, 1L oppenents attempt to charge or en-
circle it, the dragonne simply takes to the air and finds a more de
fensible position. Uragennes prefer not to fight in the air, since
they are very slow and maneuver poorly compared to most other
flying creatures,
Roar (Su): A dragonne can loose a tertifying voar every 1d4
rounds, All creamres (except draponnes) within 120
feet must succeed at a Will save (DC 15) or
he weakened with fear, losing
_hall their current Strength
W seores for 2ds rounds, Those
within 30 Ffeet become
deafened for 2dé rounds: |
Creatures swith & or fewer
HD pet no saying throw,
but others can negate the
elfect with a successful
Fortitude save (DC 15), |
Deafened creatures can- |
not be alfecred againby |
the dragonpesooar |
Skills: Dragonnes |
receive a +2 racial honus |
to Listen and Spor checks. |
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DRIDER

LAC: 17 (1 size, +2 Dex, <6 naceral’)
LAttacks: 2 short swords <3 melee, bite 40 melee;

Special Attacks: Spells, spell-like abilities,

LAbilities: So15, Dex 15, Con 16, Ine 15, Wis 16,

| 8kills: Climb -14, Concentradon —10,

[ Challenge Rating: 7
| Treasure: [fouble standard
| Alignment: Always chaotic evil

| Driders are bloodthicsry creatures that

| Silently checks.

Large Aberration
Hit Dice: ada+18 (45 hp)
Initiative: +2 {Dex)

Speed: 30 ft, climb 15 fi.

or shorthow +5 ranged

Damage: Short sword 1ds+2, shorr sword 1de+1,
bite 1d4=1; shorthow 1ds

Eace/Reach: 10 [t by 10 ft./5 ft.

poison
Special Qualities: 57 14
Saves: Forr +5, Ret +, Will +2

Cha s

Iide +8, Listen +9, Move Silently +7,
Spelleraft 110, Spot 49

Feats: Ambidexterity, Combat Cast-
ing, Two-Weapon Fighting

Climate/Terrain: Underground
Organization: Solitary, pair, or toupe {1-2 plus
7-12 Medium-size monstrous spiders)

Advancement: By character class

lurk in the depths of the earth, seeking
watm-blooded prey of any kind,

These strange heings have rhe head
and torse of g drow and the legs and lower
bivdy of & giant spider. Driders are created by
the drow's dark goddess, Lolth. Whenadatkelf |
of above-average ability reaches ach level, the goddess may put|
himy or her through a special tesp. Failures become driders.

Because they have failed their goddess’s test, driders are owr-
casts [rom their pwn communites. Drow and driders hate one
another passionately.

Driders speak Drow, Common, and Undercommon.

COMBAT

| Driders seldom pass up an opportutity to attack other creatures,
| especially from ambush. They usually begin with s spell assaule
Land often levirtare out of the enemy's reach.

Spells: Driders may be sth-level cledes, wizards, or sorcerers,
Dirider clerics can choose from the following domains: Chaos,
Destruction, Evil, and Trickery,

Spell-Like Abilities: 1/day—doncing hghts, darkness, detect
chaos, defect ewil, detect good, defect law: detest magie, faeric five, and
lewitate. These abilities are as the spells cast by a sth-level sorcerer
{save DC 13 4 spell levell

Once per dav a drider cleric can additionally use deimudionce
claivvoyance, discern lies, dispel magic, and sugpestion as a sth-level

+CASTET,

Poison (Ex): Bire, Forritude save (IMC 16}, initial and second

|ary damage 1di temporary Smengrh.

Skills: A drider receives a =4 racial bonus to Hide and Move

DRYAD

Medium-Size Fey

Hit Dige: 2d6 (7 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 30 fr

ACH 12 (=2 Dex)

Attacks; Dagger +1 melee

Damage: Dagger 1d4

Face/Reach: s fr. by 5 (175 [L

Special Artacks: Spell-like abilitles

Special Qualities: Symbiosis

Sawes: Fort =0, Ref <5, Will +5

Abilities: Str 10, Dex 15, Con 11, Int 14, Wis 15, Cha 18

skills: Animal Empathy 18, Crall {any one) or Knowledge (any
one) =6, Bscape Artist =7, Hide 7, Listen +9, Move Silently
-7, Semse Motive +7, Spot -9, Wilderness Lore +7

Feats: Alertness, Dodge, Improved Initiative

Climate,/Terrain: Temperate and warm forest
Organization: Solitacy or grove (4-7)
Challenge Rating: |

| Treasure; Standurd

Alipniment: Always chaotic good
Advancement: 34 11D (Medium-size)




Diryads are exquisicely beawtiful mee sprites found deep.in se-

cluded woodlands. They sometimes aid adventurers and can prove
4 source of useful information,
These creatures remain something of & mystery even o other

woodland belnpgs, Tales tell of dryads who took a fancy 1o hand- |
somme elf or human men, charmed them, and held them captive. |
| But since dryads rarely associare with any cutside theic own kind, |

| these staries may be putely anecdatal.

A dryad's delicate features are much like sn ell maiden’s, with
\eves always o stdkdng color such as amber, vielet, or emerald |
{green. Complexion and hair color chanpe with the seasons. |

| During the spring and summer, the skin of a dryad is lightly

pnned and the hair is green as oak leaves, In the fall, the hair

rurns golden or red, and the skin darkens o match. Finally, in the
winter, both are white,
Althaugh they are generally solitary, up @ seven dryads have
been encountered in one place on rare occasions.
Uryads speak Common, Elven, and Sylvan,

COMBAT

vielene, dryads are as
v elusive as they are
alluring—they
shun combar
and are rarvely
seen unless they

threatened, a deyvad
uses charm person, AEEmpr-
ing to gain control of the ac
tackers: who conld belp the
most against the rest, Any
attack on her tree, however,
will provoke the

dryad into a fren-

ziod defense.

Abilities; Dy

plants), They can
also, ar will, step
ingide any tree
.\.aml use dimemnsion
door a5 cast by a
Tih-level sorcerer to
reach their own cak
mee, A dryad can use
charm person three
titnes per day, as
cast by a #rh-level
SOECELEr; Targets
must succeed at
a Will save (DC
153 pr be charmed
for 4 hours.
. Symbiosis (Su); Each
| _dryad is mystically bound
to.a single, cnormeus calk
tree and must never stray
more than 300 yards from
it. Any who do become i1l
and die  within

not radiate magic.

wish 1o be. If

¥

+

Shy, intelligent, and non- |

Spell-Like.|

ads can commumi- |
cate with plants arl
will (as speak wath!

2ds |
hours. A dryad's oale does |

DWARE

Medinm-5ize Humanoid { Dwarf)
Hit Dice: 1481105 hp)

nitiative; +0

|Speed: 15 fr. (scale mail} base 20 f.
LAC: 16 (+4 scale mail, +2 large shield)
Artacks: Dwarven waraxe +1 melee; or shorthow+1 ranged
Damage: Dwarven waraxe 1d10; shocthow 1de

|Face/Reach: 5 [k, by 5 f1./5 fr.

| Special Attacks: Dwarven traits

Special Qualities: Iwarven trails

Saves: Fort +3, Rel 0, Will <0

Abilities: Ser 11, Dex 10, Con 13, Inr 10, Wis 10, Cha &

skills; Appraise +2, Craft (metalworking) =2, Listen 12, Spot +2
Feats: Cxotic Weapon Proficiency (dwarven waraxe)

(Climate;/Terrain: Any hill, mountaing, and underground
Dieep, derro, duergar—any underground
| Mountain—Any mountains and underground
Organization: Team (24}, squad [11-20 plus 2 3rd-level
sergeants and 1 leader of 3rd—6th levell, ot clan (30-100 plus
308 noncombatents plus L 3rd-level sergeant per 10 adults,
5 sth-level lieutenants, and 3 Frhlevel captaing.
Challenge Rating: 172 (hill, deep, moungain ox 1 {derro, duergar)
Treasure: Standard coins; double goeds; standard items
Alignment: Usually lawful good " |
Deep—Usually Lawiul neutral or neucral i
Decro—Tsually chaotic evil
Cruergar—Usually lawlul evil !
Mountain— Usually lavtol good |

Advancement: By characrer class

Dwarves are noble warriors who excel ar meralcrall, sione-
working, and war. They tend to be serious, determined, and
very honorable,

Averaping 4 feet tall and weighing as much a5 an adult human,
a dwarf is stocky and muscolar The skin of a dwarf is light brown
or deeply tanned, cheeks ruddy, eyes bright. The long hair is usu-
ally black, gray, or brown; males have long, carefully groomed
beards and mustaches, Dwarves’ clothing favors earth tones and
tends ta be simple and finctional. They prefer ro spend their time
making masterpieces of stone, steel, and precious metals. They
create durable weapons, craft beawiful jewelry, and cur superior
gems, However, they consider it bad taste to flaunt wealth, so few
wear jewelry other than one simple piece,

Irwarves speak Dwarven and Undercommon. Most who mavel
outside dwarven linds (as traders, mercenaries, or adventurers)
know the Common tongue, while wartiors in the dwarven cities
usually learn Goblin to betier interrngate and spy on those evil
denizens of the decp caves,

Most dwarves enconnrered outside their home are warriors;
the information. in the statistics block is for one of 1st level (see
page 39 in the DuNcron Masiass Guide for more about the warrior

class).
COMBAT :

Drwarves are experts in combat, elfectively vsing thel environ- |
ment and execuring well-plinned group attacks. They rarely usc |
magic in fights, since they have few wizards or sorcerers (but |
{dwarven clarics throw themsalves ineo battle as heartily as their |
fellow warriorss. IF they have time o prepare, they may build |
deadfalls or other rraps involving stone, In addition 1o the dvar- L
lyen waraxe and theown hammer, dwarves also use wachammers,

| picks, shartbows, heavy crossbows, and maces,

| Drwarven Traits (Ex): Dwarves benefit from a number of
racial trairs,




EIREICOC it a1 AN

* 1 racial bonus to artack rells againsr ores and goblineids, mountiin dwarves o mrade goods for them. They speak Dwarven.,
through special combar iraining, and Goblin, and eccasionally Draconic or Undercomman, |
* 2 racial bonus o Will saves against spells and spell-like [he rypical ability scores for a deep dwarf are See 11, Dex 10, |
abilities. Con 13, Tne 10, W5 10, Cha 6,
* 2 raclal bonus to Tortitude saves against all poisons, . Deep Dhwarf Traits (Ex): These are in addition to the basic|
* 4 dodge bonus against giants, through special defensive . | dwarf trairs, except where noted here,
fraining, + .® Racial bonus to Will saves against spells and spell-like abilities
* Duarkvision up o 60 feet. increases fo +3,
|* Stonecunning: Dhwatves receive o 12 tacial bonus to checls o * Racial banus o Fortitude saves against all poisons increases
notice unusual stonework. Something thar isn't stone burisdis-). . o -=35 !
guised as stone also counts a5 unusual stonework. A dwarf who | \® Darkevision up to 90 feet. ]
| merely comes within 10 feet of unusual stonework can make a * Light Smeibivity (Exl: Deéep dwarves suffer o -1 circumstance |
check as though sctively searching and can use the Seavch skill penaly to attack rallsin bright sunlight or within the radius of
to lind stonework traps a5 4 rogue can. A dwart can also intuir a daylight spell,
depth, sensing the spproximate distance underground as naru-
rally as u human can sense which way is up Derra
Skills: Dwarves receive a =2 racial bonus to Appraise checks Derro are degenerate and evil human-dwarf crosshreeds who

Land Crafr or Profession checles thar are related to stone or meml, | ive {n the Underdack, Incredibly cruel, they enjoy takdng slaves |
; TPl R A DT ] wand torturing surfuce dwellers (especially humans) to death,
DWARF SOCIETY \Their skin is white with bluish undertones, their hair is pale
Dhwarves prefer living in yellow, their staring eyes white with no ivises or pupils, They |
underground cites that have humanlike body hair, and males have mustaches bur no |
they builld around mines beards. Their clothes are woven from animal fur, and their |
{although some lve on sur armor is leather studded with capper and beass.
fuce outposts). Carved ino - Derro are encountered only in squads or ple-
solid sione, these cities take centuries toons, carrying dageers, spiled hucklers, |
Lto cotmplete but remaln for ages. Dward and repearing light crosshows that |
| society is arganized into clans, with dis- 81 fire poisoned boles, This poison iz,
| tinct [amily lines within each, A clan is F & " B cither preenblood cil (see Poison, |
Ued by a heredicary ruler, usually a king ] page 79 in the DuncEoy, MasiEss,
| or queen and direct descendant of the Guide) or o substunce that causes |
| clan’s founder. Dwarves are strongly initial and secondary darmage of |
Joyval to cheir family, clan, monsnch, 2dé polnrs of remporany
lund people as a whole; in conflicts Srrength (Forritude negates
with orher races, even objective DO 14,
dwarves tend to side with their kinfolk, Most derro revers DL
These ties have helped the dwarves sur- irinka,. a_chaoric deity of
vive penerarions of warfare against the magic and cruely. Dermo
evil creatures that live under the earth, have very fewr cledcs, bur those
A dwarven city has noncombacan whe follow this path can choose
members (usually the young, eldecly, and ool the following domains: Chaos,
a lew adulrs) equal re 30% of the fighting AS Destruction, Evil, and Trickery
population; dwarven females are as numer. (2 The derro's leaders are spellcasters
ous as males and are accepred In any part of called savanes, whom derro follow [i-
dwarf society, including warriors. natically. Derro savants are at lease
Dwarven clans psually focus on one or twe sth-level sorcerers; they have ane 1o
rypes of crafr, such as blacksmithing, malking three Knowledge skills (usually
| wWerpons o grmor, creating jeweloy, engineerng, arcang snd other esoteric felds)
Lor stonework. To aveid becoming overspecialized, dwirves and e able o use any magie item
|ipprentee some of thelr young ones 1o other clans; this pracrice or weapon, (Most of a savant'’s tress-
|also belps foster unity, Since dwarves live a long dme, these ure 15 magic ilems.) A savant 15 accompa-
apprenriceships can last many yeors, even well into adulthood. nied by twe lower-level students, each of

The chief dwarf deity is Moradin, the god who created their which has one minor magic item. Savants use their spells to con-
race and the patron of smiths and other skilled crafeworkers. Fuse wnd frustrate rather than kill, preferring o make slaves of
deleated [oes.
SUBRACES The typical ability scores lor derro are Ser 9, Dex 14, Con 13, Int
The information shove is for hill dwarves, the most common yard- 10, Wis 10, Cha a
ety There sre four other majpr dwarven subraces, which diller Derro Traits 1[.24:] These are in addidon o the basic uwa:f
from hill dwarves as Lollows, 3 u:uts except where noted here. |
i * Spell resistance 18, =
Oeep Dwarves |* Daclovision up to 30 leet, !
| These dwarves live far undergronnd and tend 1o be more stand- * Sunbight Vidnerability (Exl: Dermo ke 1 pointof temposiry Con- |
Loftish with_nondwarves. They are the same height as other . | stirnution damage for every hoor they are exposed m sunlighe, |
Ldwarves, but leaner. Their shin sometimes hay o reddish tnge, and i lping when thele Construton reaches 0. Lost Consdrution
their lurge eves lack the briphtness of their kindred, being a | _ poinrs are recovered ar the rate of 1 per day out of the sun
washed-out blue Their hair ranges from bripht red to spaw blond. | |® Blind-Fight fear.

They have litde contact with surface dwellers, relving on hill or,




Duergar

Sometimes called gray dwarves, these evil bem,gs Jive in the Under-
dark. They are emaciated and nastv-looking, with gray hair and skin
Most duergar ave bald {even the females), and they dress in drab
clothing that is designed o blend inte stone, In their lades they may
weat jewelry, but it is always kept dull They war with other dwary es,

. even allying with other Underdack dwellers from time ro time,

-

I'he duergar revere the deiry Laduguer, a jovless pod who de-
mands constant toil.
A duergar’s typical abilicy scores.are Str 11, Dex 10, Con 13, It
10, %z 10, Cha 6.
Duergar Traits (Ex): These are in addition to the basic dwaet
fraits, except where noted here,
* 4 racial bonus o Move Silently checks.
* Immune to paralysis, phantasms, and magical or alchemical
poisons (bt not normal poisons),
* Spell-Like Abilities: 1/ day—enlarge and inusbilily as a wizard
twice the duergar's level (minimum 3vd level); these affect anly

b the duergar and whatever it carries. |

* [harkvisionup to 120 feet.

- I.!f'ht Sensitivity [Ex): Dheergar suffer a —2 circumstance. P mlt}:
to actack rolls, saves, and checks in bright sunlipht or withis
the eadius of a daylight spell,

L * Listen <1, Spot=1.
. * Alermess fear.

Mountain Dwarves

Mountain dwarves live deeper under the mountaing than luﬂ

| dwarvesbut generally not as fer beneath as deep dwarves They av

D

erage about 4 1,2 feet tall und have lighter skin and hair than hill
dwarves, They claim they were the frst dwarven race and that afl
other_dwarves are descended from them, an apimde thae con-
tributes to their iselationdsm,

WARF CHARACTERS

A dwarfs favored class is Aghter. Most dwarl leaders are Ophres

o fighter/clercs.

K3 EMENTAL

Adr Elemental, Small

Initiative, Weapon Finesse [slam)

Adr Elemental, Medium
Medinm-Size Elemental (Air)

£5.Dex, +4 Improved Initiative)
]'1‘,.? 100 fi. (perfect)
1.8 (+5 Dex, =3 narural)

Air mastery, whirhwind

Fort +3, Hef +4, Will +1

Sl Dex 21, Con 14,

[nt 4, Wis 11, Cha 11

Listen +7, Spot 47

Elylbwv Atrack, Improved Initiative,
Weapon Finesse (slam)

Air Elemental, Greater
Huge Elemental {Air)

+14 (=10 Dex, +4 Improved Initiative)
Ely 100 fr. {perfect)

26 (=2 size. +10 [ex, +& natural}
Slam +23/+18/+13 melee

10t by 5 Fe /15 6

Adr mastery, whirlwind

Elemental, damage reduction 10442
Forr +11, Ref +22, Will +7

Str 20, Dex 31, Con 18,

Int &, Wis 11, Cha 11

Listen =23, Spot =23

Dedge, Flyby Arrack, Improved
Initiative, Mobility,

Weapon Finesse {slam)

Small Elemental (Air)
. Hit Dice: 2da (9 hp) 4;1375 (26 hpl
In.u:mw.e 17 (43 Dex, +4 Improved Initiative)
|ﬁpc£|:l Flv 100 f1. {perfect)
AC L7 (+1 size, 43 Dex, +3 narural}
acks: Slam +5 melee Slam +8 meles
’-g:;;age: Slam 1d4 Slam 1dssd
| Eace/Reach: sitbysfr/sic sit by 5 /5 A
Special Attacks:  Air mastery, whirlwind
Special Qualities: Elemental Llemental
Saves: Fort +0, Bet +6, Will +0
Abilities: S, Dex 17, Con 10,
It 4, Wis 11, Cha 11
Sleills: Listen +5, Spot +3
Feats: Elyby Attack, Improved Initiative,
Weapon Finesse {slam)
Air Elemental, Huge
Huge Elemental (Air)
Hit Dice: 16dE+ad (136) 21da+54 (178 hp)
Initiarive: +13 (+% Dex, +4 Improved Initiative)
Speed: Ely 100 fr. (perfect)
AL 1 {2 size, +9 Dex, +4 pamueall
Attacks: Slam +19/+14/+9 meles
| Damage: Slam 2d8+ Slam 2d8+7
| Face/Beach: 1o by 5 fe./15 fr
| Special Attacks:  Adr mastery, whirlwind
| Special Cualities: Elemental, damage reduction 10742
| Saves: Fore +9, Ref + 19, Will 45
| Abilities: Str 18, Dex 29, Con 18,
Int &, Wis 11, Cha 11
Skills: Listen +18, Spot +18
Feats: Dodge, Flvby Atrack, Improved

Air Elemental, Large

Large Elemental (Adr)

&de) 24 (a0 hp)

+11 4+7 Dex, +4 Irn]'lrnr'.'s'd Imitiative;
Fly 100 fe. (percfect)

20 (—1 size, +7 Dex, +4+ natural)
Slam <1247 melee

Slam 2de+3

sfr by s fi /10 fr

Adr mastery, whitlwind

Hemenm] damage reduction 10/+1
Fort +5, Ref+13,Will 42

Str H D::Jr. 25, Con 16,

Int &, Wis 11, Cha 11

Lizten 111, Spot +11

Dodge, Flvby Artack, Tmproved
Initiative, Weapon Finesse (slam)

Air Elemental, Elder

Huge Elemental (Air)

24da=96 (204 hp)

+15 {+11 Dex, +4 Improved Initative)
Ely 100 ft. {perfect)

27 (=2 size, +11 Dex, +8 natural)
Slam +27/+22/417/+12 melee

Slam 24549

100 by s fu /18 or

Air mastery, whirlwind

Elemenral, damage reduction 15/+3
Forr +12, Kef <25, Will <8

Str 22, Dex 33, Con 18,

It &, Wis 11, Cha 11

Listen +2a, Spot 426

Dodge, Flyby Artack, Improved
Initiative, Mobility,

Weapon Finesse (slam)

. Hlementals are incarnations of the elements that compose existence.

{ They are as wild and dangerous a5 the forces that Methed them,
OMBAT
| lementels have vared combat ubilities and cactics, but all have|

| the same elemental qualides,
Elemental: Immune to poison, sleep, paralysis, and mmumg

AIR ELEMENTAL
Air elementals are among the swifrest and most ﬂg‘.l]!.‘._li.ILJD.IILh_J.I:ll
, existence, They seldom leave their home plane except when sume|
L moned elsewhere by a spell.
| An air elemental appears as an amoerphous, shifting L']uu:d.
| Darker hirs of switling vapor give the appearance of two eyes and

Not subject to critical hits. , a mouth.
e
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g ’:ﬁ%&.:& o B g A %




Air elementals speak Auran, though they mrely choose wode so
Their voices sound like the high-pitched screech of & lormade or
the low moan of a midnight storm.

Combat
Their rapid speed mn.kes air elementals useful oo vast bdlllﬂ.lellis
or in extended aerial combat, I

Air Mastery (BEx): Adrhorge creatures suffer 1 —1 penaloy o
Lattack and damage rolls apainst an air elemental.

Whirlwind (Su); The elemental can mansform itself inge i)
|whidwind once every 10 minuces and remain in that form for up |
{10 | round for every 2 11D it has, In this {orm, the elemental can
Lmove through the air or along & surace ar irs fly speed.

The whirlwind is 5 feet wide at the base, up to 30 feet wide at the
top, and up to 50 feet 1all, depending on the elemental’s siee. The el
emental controls the exact height, but it muse be at least 10 feer

Crearures.one o mare sizes smaller than the elemenral might
Jtake damage when caught in the whitlwind (see the following |
r_[al.}le far details) and may be lifted into the air, An affected crea-|
| mure must succeed at & Relley save when it comes info contact

with the whirlwind or take the listed damage. It mustalso succeed |
at a second Reflex suve or be piclied up bodily and held suspended
in the powerful winds, auromatically taking the listed damage
each round. A cresture thae can y is allowed 2 Keflex save cach
round to escape the whirlwind, The crearure still takes damage
but can leave i€ the save is successful. The DO for saves against the
| whitlwinds ellects varies with the elemental's size.
| The elemental can eject any carrded creatures whenever it
Lwishes, depositing them wherever the whirlwind happens to be,
LA summoned elemental always ejeces mapped creatures belore re-
Lturning to its home plane.

Earth Elemental, Small

EARTH ELEMENTAL

Earth Elemental, Medium

1f the whirlwind’s base touches the ground, it creates a switling |
cloud of debris. This cloud is centered on the elemental and hasa |
dinmeter egual to half the whitlwinds height. The cloud obscures |
all wision, including darkvision, beyond 5 feer. Creatures 5 feet |

{aweay have one-half concealment, while those farther away have
ltotal concealment (see Concealment, page 133 in the Players
| Handhaok). Those caught in the cloud must succeed at @ Concen-

tration check to cast aspell (D equal o the Reflex save D)L

Air ELEMENTAL SIZES I

— Whirhalnd ——— |

Elemental Height  Weight Save DC  Damage  Height |
Small 4 ft. 1 Ib. 11 14 10-20 1.

Medium & ft. 2 |b. 13 ldg 10-30f. 4
Large 16.f 4 lb. 1& 2dé 1040 |
Huge 2R 8 |b. 22 2d8 1050 fr. |
Greater 36 R 10 1. 25 2d8 1660 fi.

Elder 40 i, 12 |b. 27 2da 1060 ft, |

Earth elementals are immensely strong and tough: The larger |
ones can pound almest anything inte rubble, They seldom leave |
their home plane excepr when summoned elsewhere by a spell
An earth elemental looks like a wvery large, stony humancid
When summoned ro the Marerial Plane, it s made of wharever rvpes
of dirt, stones, precious metals, and gems it was conjured from The |
elemental alwrays has 2 cold, expressionless face with 2 mouthlike |

|opening, and two eyes that sparkle like multifuceted gems.

Earth elementals speak Terran but rarely choese 1o do so, Their |
yoices sound like an echo in o deep tunnel, the rumbling of an |
carthyuake, or the prinding of stone on stone. =

—4

Earth Elemental, Larpge

Small Elemental (Earth) Medium-Size Elemental (Barih) Large Elemental (Earth)
Hit DHee: 2ds+2 (11 hp) adzi12 (3o hp) ads+32 (68 hp)
Initiative: =1 ([lex] ~1 [Dex] —1 (Dex)
Speed: 20 it 20 20t
AC: 17 [+1 size, —1 Dex, =7 natural} 18 (-1 Dex, +9 nararal) 18 (—1 siwe, —1 Dex, +10 natural)
Artacks: Slam + 5 meles Slam +& melee Slam =12/+7 meles
Damage: Slam 1de—4 Slam 1dg=7 Slam 2d810
Face/Reach: sfebyshifsi Sfebhysft /s s fr by 5 fr /0 fi
Special Attacks:  Farth mastery, push Earth mastery, push Barth mastery, push
Special Cualities: Elemental Elemental Elemental, damage reduction 10/+1
Saves: Fort +4, Bef 1, will +0 Fort =7, Ref <0, Will 41 Fort +10, Ref +1, WAll +2
Abilities: Ser 17, Dex 8, Con 13, ST 21, Dex 8. Con 17, S 24, Dex B, Con 19,
[re 4, Wis 11, Cha 11 1ot 4, Wi 11, Cha 11 Ing &, Wis 11, Cha 11
: Skills: Listen +5, Spot +5 Listen +7, Spot +7 Listen 411, Spot +11
| Feats: Power Artack Poweer Artack Cleave, Power Altack
Earth Elemental, Huge Earth Elemental, Greater Earth Elemental, Elder
| Huge Elemental (Earth) Huge Elemental (Earth) Huge Elemental (Earth)
Hit Dice: Lads+al (152 hp) 21d#4105 (199 hp) 244a+120 (228 hp)
Initiative; —1 [Tex) 1 {Dex) —1 (Thex)
Speed: 20 fi. ap f1, ol
AC: 18 {—2 gize, —1 [lex, +11 natural) 20§ -2 size, 1 Dex, +13 natural} 22 {~7 size, -1 Dex, +15 natural)
Attacks; Slam +19/+14/59 melee Slam 23/ 118/+13 meles Slam <27 /4+22/417/412 melee
Damage: Slam 2d10+13 Slam 2d10+15 Slam 2d10416
Face,/Beach: 1o fr by s /15 R Lo, by 5 fr.i15 fr Lo fr by 5 f1/15 i
Special Attacks:  Earth mastery, push Earth mastery, push Earth mastery, push
Special Qualities: Elemental, damage reduction 10/+2  Elemental, damage reduction 10/42 Elemental, damage reduction 15/43
Saves: Fort <15, Rel +4, Will +5 Fort <17, Ref +6, Will 17 Fart +19, Ref +7, Will +8
Abilities: St 29, Dex &, Con 21, Str 31, Dex 8, Con 21, St 33, Dex 8, Con 21,
Int &, Wis 11, Cha 11 Inré, Wis 11, Cha 11 Int &, Wis 11, Cha 11
Skills: Listen +18, Spot +18 Listen +23, Spot +23 Listen +26, Spor =26
Feats: Cleave, Grear Cleave, Cleave, Great Cleave, Improved Cleave, Great Cleave, Improved

Poweer Attack, Sunder

Critical (slam’, Power Attack, Sundar

Crirical {slam), Power Attack, Su.r'lll:r
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) EARTH ELEMENTAL SIZES -
1 Elemental _ Height Weight Elemental Height ‘Waight |
Small 4 ft. B0l Huge 3zf 48.000 b |

Medium 2. _ 750 |h. Creater 360 540001k, .
|Large 16 ft, 6,000 1k, Elder a0 ft. 60,000 b,
7
Combat

| Though an earth elemental moves slowly, it 15 a relentless oppo-
nent. It can travel though solid ground or stone as easily as |
humans walk on the earth's surface. It cannot swim, however, and |
Imust either walk around a body of water or po through the |
ground under it. An earth elemental can move along the bottom |
of 2 body of water but prefers not to.

Earth Mastery (Ex): An carth r_ler:nul,ga.Lm a1 amack and |
damage bonus if both it and ies foe touch the ground. Ifan oppo- |
nent is aichorne or waterborne, the elemental suffers a —4 penalry

_to arrack and damage. (These modifiers are not included in the
statistics block.)
Push (Ex): An carth elemental can start a bull cush ma-
neuver without provoking an attack of opportunity, The |
combat medifiers given in Barth Mastery, above, also applv o
the elemental's opposed Strenprh checks.

FIRE ELEMENTAL )

Fire glementals are fast and agile. The merest, touch from rheir |
liery bodies is sullicient to set many materials aflame,
A fire elemental looks ke a eall sheet of flame with an ,:u'.1.1:|.i.|lf.|:
lappendage on each side. These *srms" seem to flicker back into the |

Fn::.fﬂnlr_]‘l
Special Attacks:

Special Qualities:

Saves:

Abilities:
Sleills:

Feats:

[

[

(Hit THce:

Anitiative:
| Speed:
AC:
Attacls:
Damage:

| Face/Reach:
Special Attacks:

Special Cualities:

-,

Saves:
Abilities:

ledlls:
Feats;

J\ .
Fire Elemental, Small

Small Elemental (Fire)

2d& (9 hp)

+50+1 Dex, +4 Impmw:d :Imt:atiu._,
50 [L :
15 {+1 size, +1 Dex. =3 natural)
Slam +3 meles

Slam 1d4 and 1d4 fire
Sfbysi/sh

Burn

Elemental, fire subtype

Fort +0, Refl +4, Will 40
Sir 10, Dex 13, Con 10,
Inr 4, Wis 11, Cha 11
Listen 45, Spot +5
Improved Initative,
Weapon Finesse (slam)

Fire Elemental, Huge

Huge Elemental (Fire)

Led+a4 (136 hpl

#11 (+7 Dex, +4 Improved Inidarive)
50 ke,

19 (=2 size, <7 Dex, +4 natural)
Slam 417/4012/47 melee

Slam 2d&+6 and 2d& fire

t0fe by s /a5 b

Burn

Elemental, damape reduction 10/+2,
fire subrype

Fort +9, Bef +17, Will +5

Str 18, Dex 25, Con 18,

Int 6, Wis 11, Cha 11

Listen +18, Spot <18

Diendge, Improved Initiative,
Mobility, Weapon Finesse {slam)

T L

Fire Elemental, Medium
Medium-Size Elemental {Fire)
+d8+8 (26 hp)

+7 (+3 Dexe, 4 Tmproved Tndtarive)
50 L

16 (+0 size, +3 Dex, +3 natural)
Slam +6 meles

Slam 1dé+1 and 146 fre

5it by sfe/sic

Burn

Elemental, fire subrype

Fore +3, Bef +7, Will +1
Str 13, Dex 17, Con 14,
Int 4, W'is 11, Cha 11
Listen +7, Spot +7
Lmpros ed Initiative,
“Weapon Finesse (slam)

Fire Elemental, Greater

Huge Elemental (Fire)

21d8484 (178 hp)

12 (+8 Dex, +4 Tmproved Initacive)
0 fr.

24 (-2 size, +8 Dex. +8 naturall
Slam =21 /+16/+11 melee

Slom 2d8+7 and 2d8 fire

10 fr. by 5 fL/1s fr.

Burn

Elemental, damage reduction 10,/+2,
fire suhrype

Fort +11, Ref +20, Will 47

Str 20, Dex 27, Con 15,

Ing &, Wis 11, Cha 11

Listen 423, Spot 123
Dodge, Improved Initiative,

Mobility, Spring Artack,
Weapon Finesse (slam ]

N 4l a

[ M
o

Fire Elemental, Large

Large Elemental (Fire)

&dR+24 (60 hp)

b9 45 Dex, +4 Improved Initiative |
&0

18 {—1 sive, 45 Dex, 44 narural)
Slam +10/45 meles

Slam 2da+3 and 2ds fire

Sfr by s fr /10 f

Bum

Elemental, damqu reduction 10741,
fire subtype

Fart =5, Ref +11, Will -2

Str 14, Dex 21, Con 16,

Inté, Wis 11, Cha 11

Listen +11, Spot -11

Dodge, Improved Inidative,

Weapon Tinesse (slam)

Tire Elemental, Elder

Huge Elemental (Fire)

24d8+96 (204 hp]

=13 [+% Dex, +4 Improved Initative)
a0 fr.

25 (=2 size, +9 Dex, -8 natural)

Slam =25/420/-15/+ 10 meles

Slam 2d8-9 and 2d& fire

A0 fr by 5. fc./15 fi.

Burn |
Elemental, demage reduction 15/43, |
fire subtype

Fort =12, Ref +23, Will =8
Str 22, Dex 29, Con 18,

Int &, Wis 11, Cha 11

Listen +26, Spot =246

Dodge, Improved Initiative,
Mohiliry, Spring Attack,
Weapon Finesse [slam)

it AT L
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creature’s Aaming body, only 1o spring our again seconds laee The
only facial features of a fire elemental are twi large glowing
parches of beilliunt blue ame, which seem o funcrion as eves,

A fire elemental cannot enter water ot any cther nonflammable
liquid. & hody of water is an impassible barrier unless the live ele- |

mental can step or jumnp over it

Fire elementals speak lgnan, though they rarely choose o dn
{s0, When one does, its vodce seunds like the crackle and hissofa |

A fire elemenral is a flerce opponent that attacks its enemies di- |

| great fire.
FirE ELEMENTAL S1ZES -
. Elemental Height Weight Burn Save DC
L Ermall 4 fi. 1 lb. 11
Medium Bt 2 lb. 14
Large 16.ft, 4 |b. 17
Huge ER iR & |h. 22
| Groater 36 ft. 10 |b. 24
L Elder 40 ft. 12 Ik, i
Combat

Burn (Ex): Those hit by a five elemental's slam artack must suc- |
ceed at u Rellex save or catch fire, The flame burns for 1d4 rounds |
{see Carching on Fire, page 86 in the Duncron Mastrrs Guided |
The save DT varies with the elemental’s size. A burning crearure |
‘can take a move-equivalent action to put out the flame.

_ Creatures hitting a five elemenral with natural weapons or un-
Larmed artacks take five damage as though hit by the elementals
tartack, and also catch fire unless they succeed ar a Reflex save.

Fire Subtype (Ex): Fire immunity, double damage from cold |
(except on a successful save,

WATER ELEMENTAL

A warer elemental can be as ferocious and powerful a5 2

StOTMY Scd.

1

It looks like o high, crested wave with smaller waves fu::am._,
Uwo orhs of deep preen peer out of the front of the wave, serving |

las eyes. A water elemental can't venture more than 180 [eer [rom

| the body of warer from which it was conjured. I
|| Water elemenrals speak Aquan hut rarely choose ta do so.,

vectly and savagely, Tt takes joy in burning the crearures and ob-
jects of the Marerial Flane 1o ashes,

| Hit Dice:

| Initiative:

| Speed:

LAC:

| Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Ahilities:

Skills:

Feats:

Hit Dice:
Initiative:

Damage:
| Face,/Reach:
| Special Artacks:

| Special Qualities:

Saves:

Abilities:
Skills:

Feats:

Water Elemental, Small
Small Elemental (Water)
2ds+2 (11 hp)

+0

20 {t., sovim 90 fi.

17 (+1 size, +0 Dex, ~6 natural}
Slam +4+ meles

Slam 1d&+3

Sh.bysh/s

Warer mastery, drench, vortes
Elemental

Forr +4, Rel +0, Will 10

Stri4, Dex 10, Con 13,

Int 4, Wis 11, Cha 11

Listen -5, SpoL +5

Torrer Attack

Water Elemental, Huge
Huge Elemental (Water)
16ds+80 (152 hp)

b [heng}

20 ft., swim 90 fi.

21 (-2 size, = Dhex, +9 natural)
Slam P17 44247 melee

Slam 2d10410

104t by 5 L0715 [

Water mastery, drench, vortex

Elemental, damage reduction 10,42,

fire immunity

Fort +15, Bel 19, Will +s
Str 24, Dex 158, Con 21
Int é, Wig 11, Cha 11
Listen +18, Spot +184
Cleave, Great Cleave,
Power Arfack, Sunder

Watet Elemental, Medium

Medium-5Size Elemental (Water)

4ds412 {30 hpd

11 i Dex)

20 fr., swrim 90 fr,

1% (=1 Idex, +& natural}
Slam -6 melee

Slam 1814

5 fe. b s /s .
Water mastery, drench, vortex
Elemental

Foet +7, Ref +2, Will 1
Sir 16, Dex 12, Con 17,
Int #, Wis 11, Cha 11
Listen 47, Spot <7
Powver Ateack

Water Elemental, Greater
Huge Elemental (Water)
21dE+105 (199 hp)

+5 [Dex)

20 fr., swim 90 fi.

232 (=2 size, +5 [Jex, +2 natural}

Slam 121/<16/+11 melee
Slam 2010412

10t by 5015 0L

Water mastery, drench, vortex

Elemental, damage reduction 10742,

fire immunity

Fore 17, Rel 112, Will +7
Str 26, Dex 20, Con 21,
Inté, Wis1l, Cha 11
Listen +23, Spot +23

Cleave, Grear Cleave, Improe ed

When one does, its voice sounds like the crashing of waves on
eocloy shores or the howls of an oeean gale.

Water Elemental, Large
Large Elemental (Water)
B3z (a8 hp)

2 (Dex)
20 [, swim 90 fr,
20 (-1 size, +2 Dex, +9 narural)
Slam +10/45 melee
Slam 2d8+7
Shbysi/iol

Water mastery, drench, vortex
Elemental, damage reduction 10741

Fort «10, Ref «4, Will =2
atr 20, Dex 14, Con 19,
Inc &, Wis 11, Cha 11
Listen +11, Spoc 411
Cleave, Power Attack

Water Elemental, Elder
Huge Elemental (Water)
2ad8+120 (228 hp)

+6 4 e

200 fr., swrimm 20 ft.

23 [-2 size, +6 Dex, +9 natural)

Slam +25/+20/+15/+10 melee
Slom 2010413

o fehysfrisfu

Water mastery, drench, vortex

Elemental. damage reducden 15/43,

fire immunity

Fort +19, Bel 414, Will 48
Str 28, Dex 22, Con 21,
ot 6, Wiz 11, Cha 11

_Listen +26, Spot 126
Cleave, Great Cleave, Improved

Critical (slam), Power Atcack, Sunder  Critical (slam}, Power Attack. Sunder

Climate/ Terrain: Any land and underground
Organiration: Solitary
Challenge Rating: Small 1; medium 3; large 5 huge 7). greater 9 elder 11

Treasure: Mone

Alignment: Usually neatral
Advancement: Small 3 HD {Smalll; medium 5—7 HD (Medium- size); large 915 HI (Large); huge 17-20 HD (Huge). greater 22-23 HIDD
{Huge); elder 254 HD (Huge)




Combat
A yeater elemental prefers to Aghe in g lagge body of svarer where
it can disappear beneath the waves and suddenly swell up behind
its opponents,
Water Mastery (Ex): A water clementa] gains a +1 attack and
damage bonus if both it and its opponent wouch water It the op-

|ponent or elemental is landbound, the elemental suffers 3 —

{penalty o attack and damage, (These modiliers are not included
|in the stadstics block.)

L Awater elemental can be a serious threat to a ship that u:rms{‘h i
|its path, The elemental can easily overrurm small craft (5 feer of |

Uength per it Die of the elemental; and stop larger vessels (10
feet long per TITH. Even large ships (20 feet long per HIY) can be
slowed 1o hall speed
Drench (Ex): The elementals touch puts our torches, camp-
fires, exposed lanterns, and other open flames of nonmagical
(origin if these are of Large size or smaller. The crearure can dispel
mu.g,u.alLLn: it touches as dispel magic cast by a sorcerer whose level |
|equals the elemenral's HD total.

t

remain in that form for up to 1 round for every 2 TID i has In
vartex form, the elemental can move through the water or along
the bottom at s swim speed.
The vartex is § feet wide ar the base, up to 30 fect wide at the
top, and 10 feet or more tall, depending on the elemental’s size,
 The elemental controls the exact heighe, but it must be at least
{10 feet,
| Crestures ene or more sizes smaller than the elemental mipht
'r_t,a'bcr. damage when caught in the vortex [see the table below for
{details) and may be swept up by it An affected crearure must suc-
{ceed at a Reflex save when it comes inm conmacs with the vorex
par take the listed damage. Tt must also suceeed ara second Reflex
Lsave or be picked up bodily and held suspended in the powerful
' purzents, automatically taking damage each round, A cresoere that
can swim is allowed a Reflex save each round ro escape the vortex.

The creature still rakes damage, bue can leave if the save is sue-
cesstil, The DO for saves against the vorwex'’s elfects varies with |

the elemental’s size,

summoned elemental always ejects mapped creatures before re-
furning 1o ies home plane,

I the vorrex's base touches the bottom, it creares a swirling
eloud of debeis, This cloud Ls centered on the elemental and has a
dinmeter equal to hall the vortex’s height, The clond obscures all
yislon, including darkvision, beyond 5 feer, Creatures 5 feet away

ave one-hall concealmenr, while these father away have total
{roncealment (see Concealment, page 133 in the Mlaper's Hand-
Lboakl, Those caughr in the clowd must succeed at @ Concentration
(check to cast a spell (DO equal o the Reflex save D),

WaTeR ELEMENTAL SIZES

Vortex

Elemental Helght  Welght  Save DC Damage  Height
Srrall 4 ft. 34 |b. 13 Td4 1020 fi.
Medium 8 ft. 2R0 |b, 15 1dé. 10-30 fr.
Large 16 ft. 2,250 b 18 2 1040 ft.
Huge 2R 18,000 Ik, 25 2dE_ 10-50 fi.
;Grl_-a:::.- 6 ft. 21,000 b, 26 2d8 1060 /.
40 ft. 24,000 Ib. 29 2d8 10-60 ft.

J‘Elder.

I

b

Vortex (Su): The elemental can manstorm itself into al
whitlpeal once gvery 10 minutes, provided it is underwarer, and |

-+

The elemental can gject any cartied creatures whenever 11_,
wishes, depositing them wherever the vortex happens to be, A

Medium-Size Humanoid (EIf)
Hit Dice: 1d8-1.(3 hp
JInitiative: +1 (Dex)

| Speed: 30 fi,

LAGE 15 (41 Dex, +3 HLI.II.'.].E].LI'.]. leather, +1 small shield)
Artacks: Longswornd +1 melees or longbow +2 ranged
Damage: Longsward 1d8; or longbow 1d8

JFace/Reach: 5 fc by s {L/5 (.

| Special Qualities; Elven raits
Saves: Fort -1, Rel +1, Will 0
Abilitics: Str 10, Dex 13, Con 8, Ing 11, Wis 14, Cha 11
Skills; TTide 11, Listen +3, Search =3, Spot +2
Feats: Weapon Focus (longhow)

+

Climate,Terrain: Temperate forest
Half-ell—Any land
Aguatic—Temperale aquatic
Drow—aAny underground
Gray—lemperate forest and mountains
Wild—Temperare and warm forest
Wood—lemperate forest
Organization; Company (2-4}, squad (11— 20 nlusz 3rd-level
serpeants and 1 leader of 3rd—ath levell or band [30-100 plus
20r% noncombatants plus 1 3rd-level serpeant per 10 adulrs,
5 Sthelevel leutenants, and 3 7th-level caprains).
| Challenge Bating: 1,2 or 1 (drow)
 Treasure: Standard
Alignment: Usually chaotic good
Drow—Usually neutral evil
Wood—TTsually neurral
Advancement: By character class

'

Elves are aloof guardians of the forests, studying magic and sword-
play for the duration of their long lives.

Elves are attractive humanlike beings that average 5 feer rall
and typically weigh just over 100 pounds. They tend to be pale-
skinned and darlehaited, with deep green eves, and do not grow
facial hair. They live on fruis, grains, and occasional hunring,
Elves prefer colorful clothes, usually with a green-and-gray cloak
that blends well with the colors of the forest, They like beautiful
things, from elepant jewelry to attractive Howers to decorated
clothing and tools

Elves speak Elven, and most also know Common and Sylvan,
Like dwarves, elves are craftmasters, althongh they work in wood
and metal rather than metal and stone. Elven items are prized by
cther tices, ind many elven communities have become prospe-
ous by wrading crafred goods with other peoples in and out of the
forests,

Most alves encountered outside thelr homes are warriors; the
information in the statistics block is for one of 15t level isee page
3% in_the DiNcron Mastoes Guide for more ahour the warrior
classl,

COMBAT
Elves are cautious wartiors and take rime to analyze their Uppn—
nents and the location of the fight if ar all possible, maximizing |
their .,,f[\r,guug..f bv uzing ambushes, snipers, and camoullage. 4
They prefer t fire from cover and retreat before they are found, |
\repeating this maneuver until all of their enemies are dead. They |
prefer longhows, shortbows, sapiers, and longswords, In meles, |
celves are graceful and deadly, vsing complex maneuvers that are |
|beauriful to chserve. Their wizards often use sleep spells during
|combat because these won' affect other elves,
Elven Traits (Ex); Elves henefir from a number of racal
TIralts.
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* Proficient with longsword, rapier, longhow, composite long-
bow, shorthow, and composite shorthow, regardliss of e
character class. v -_-_‘1‘

* Immunity to magic sleep spells and ‘h T
effects

* .2 pacial bonus to Wil.‘:‘_@tff ARAINST en-
chantment spells or ellects,

!® Tow-Light Vision: Elves can see twice as
far as a human in starlight, moonlighe,

| rorchlight, erc.

|* +7 racial bonus to Search, ‘:pDT :lTld

_Listen checks. An elf wha mercly passes
within 5 feer of # secret or concealed door
is enritled to 2 Search check as though
actively looking for it.

ELF SOCIETY
| Ebves helieve that independence and free
{dom for the individual are more important
{than the rigid souctures of civilization, so
they tend to live and travel in small
bands. These bands accepr the ‘
loose authority of 2 neble, who
tn turn owes allegiance to an
elven monarch {who rules his or
her own band directly),
_ Elves live in harmony with o
Lnature, building temparary  §
Lcamps thar blend into the %
| rrees—aor are inthe branches
rr\t the trees, away [fom pry-
ling eyes. They [requently
{have animal guardians or
Liant_eagles warching their eri
homes. An elven settlement conrtaing o
nencombatants {mostly children) egual o
20% of the fighting population. EIl sociery is very cgalitadan, and
males or females may be found in almost any role.

Theic long life span gives elves a patient perspective; aud -JUDWE.
them to tale pleasure in the enduting beauty of the natural world. |
They dont see the point in shortterm pains and instead learn |
things that will provide joy for years to come, such as stories,
music, art, and dance, Treasures such as elven music and crafs dis-
guise the fact that elves are dedicated wartiors determined o
chack the spread of evil in the forests.

Elves gat lietle, and although they are ommivorous, they ear
more plants than meat, This is partly because of their affiniey with

| natuce {they believe a harvested plant causes less distuption we
| pature than a slain animal) and partly because their fondness for
Lroving requires food that is preserved more easily

The chiel elf deity is Corellon Larethisin, whe is the creator and

protector of the race,

SUBRACES
The above information describes the hiph elf, the most common
variety. There are five other major subraces of elf in addition to half
elves, wha share enough elven characteristics o be included here.

Half-Elves
Half-elves are not truly an . elven subrace, but they are often
mistaken for elves, They may be outcasts from their parents” soci-
| eties or welcomed into the elven or human community, depend-
ling on the attitudes the rwo groups have for cach other, Half-elves
| usually inherir a pood blend of their purents” pliysical characteris-
tics, 5o a half-aquatic lf has preenish skin, a half-drow has dusky |
sliin and light hair, and so on. A hall-elf can choose any class a5 his |
or her favored class.

.ﬁ fﬁ%'%%;\%g'ﬁ?’:ﬁ;‘f” r
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Half-Elven Traits (Ex): These are in addition to the basic ell|
mm except where noted here j
Racial bomus to Search, Spot, and Lisren checks decreases w o]

Half-glves cannot norice secret doors just by being near them, |

"'- Aguatic Elves

Mso called sea elves, these are water-breathing cousing to
land-dwelling elves. They cavort amid the waves and rhe |
ocean deprhs with allies such as di.:-lp]lins and whales. Their |
skin is nsually greenish silver, with haix that ranges from |
emerald green to deep blue; their fingers and toes aze |
partially webbed, They fight underwater with tridents, |
spears, and nets.
The typical ability scores for an.
sguatic elf are St 10, Dex 13, Con 10,4
It 9, Wis 11, Cha 11. An_aquatic elfs
vared class is figheer.

Many aguatic elves revere Deep Sashelas, |
an undersea god of knowledge and beaury., |
Agquatic EIf Traits (Ex): These are in addi-
tion to.the hasic elf traits, excepe where noted |
here, - 4

* Swim 40 feer
* Gills: Aguare elves can survive out
of the water for 1 hour per point of
Constitution (after that, refer to the
suffocation rules on page B8 in the |
DChinecrow Masten's Guidel. -
* Low-Light Vision: Aquatic elves]
can see four times as facas s humanin |
starlight, moenlight, torchlight, and |
similar conditions af low illumination, _l

Drow :
Also known as dark elves, doow
are a depraved and evil subterranean
offshoot. They have jec-black skin and pale hair,
with white heing common. They tend ro be smaller and thinner
than other sorts of elves, and their eyes are nsually & vivid red
Their sociery is matriarchal and rigidly controlled by che

&
3.

spriesthood,

The drow'’s patren deity is the spider goddess Lolth. Female
drow favor the cleric class rather than wizard and have access o
two of the following domains: Chaos, Destruction, Evil, and
Trickery.

Typical ability scores foe males are Str 10, Dex 13, Con 8, Int 13,
Wis 11, Cha 9. Typical scores [or lemales ave See 10, Dex 13, Con 8,
Int 13, Wis 11, Cha 13. Drew usually coat their arrows with a
potent venom

Poisoned Arrows: Fortitude save (DC 17] or fall unconscious
After 1 minute, the subject must succeed at another Forrirude |
spve (TN 17) o remain unconscions for 2d4 hours.

Dirow Tralts (Bx): These are in addition to the basic elf raits,
except where noted here, Uvow do not get the usual elven weapan
proficiencies,

* Spell resistance 11 + class level. |

* .7 racial bonus 1o Will saves against spells and spell-like |
abilities

» gpall-Like Abilities: 1/day—dancing lights, davkness, and _hk:r.!r !
fire. These abilicies are as the spells cast by a sorcerer of the |
drow's character level.

* Darkvision up to 120 feer. This replaces elven low-light vision.
/* Light Blindness {Exy abrupt exposure 1o bright lighe (such as '

sunlipht or a daglight spell) blinds drow for 1 round, In addi- | [
tign, they suffer a -1 cireumstance penalty to all artack ralls
gaves, and checks while operating in brighr lighr,
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Gray Elves
These are the most noble and re!,al of all elves, Taller and grander
in physical appearance than athers, gray elves have a reputation of
being aleoland arropant (even by elven standards), They cereainly
are more reclusive than high elves, living in iselated mountain
citadels and allowing entry only to  select lew outsiders. They|
{have either silver hair and amber eves or pale polden hair and |
Lyiplet eves. They peeler clothing of whire, silver, yellow, or gold, |
Vwith cloaks of deep blue or purple. |
Their typical abilicy scores are Str 8. Dex 13, Con 8, Inc13,)
{Wis 10, Cha 11,

Wild Elves

Wild elves, alse known as grugach, are barbaric and tribal. Their
skin rends o be dark brown, and their
hair ranges from black to light
brown, llghremng to. silvery
| white with age. They dress
pn simple clothing of
Lamimal sking and basic
plane weaves. Though the
others consider them sav-
ages, they contend that they are
the true elves, for the rest have lost
their primal elven essence in need-
Ling to build. Nomadic and rugged,
wild elves favor the sorcerer class
| rather than wizard, although many
Lare barbarians as well.
Cheir rypical ability scores are

| 8er 10, Dex 13, Con 10, Int 3,
| Wi 10, Cha 11,

Wood Elves
Lilen called sylvan elves, mem-
bets of this subrace live deep
in primardial foreses, Their
hair is yellow or coppery red,
and they are more muscular
than other elves. Their clothing
15 in dark shades of preen and ¢arth
fones to better blend with their nar-
tal surroundings. Their homes are often guarded by
ghant owls or sometimes leopards or pumas (use leop- "
ard statistics), Wood elves favor the ranger class, 3
Their typical ability scores are St 12, Dex 13, f
Con & Int 9, Wis 11, Cha 9.

ELF CHARACTERS ‘ *

Lhn #lls favered class is wizard, EIf leaders are usu-
Lally wizards,

ETHEREAL FILCHER

Medinm-Size Aberration
Hit Dice; 5ds (22 hp)
Initiative: <8 (++ Dex, +4 Improved Initative]
Speed: 40 fi.
AC: 17 (4 Dex, +3 narutal)
(Attacks: Bire 13 melee
Damage: Bite 1d4
\ Face/Reach: 5 fr. by 5 fr./5 fr.
_Special Qualities: Ethereal jaunt, derect magic
4 Sives: Fort +1, Bef +5, Will -5
| Abilities: Str 10, Dex 18, Con 11, Int 7, Wis 12, Cha 10
Skills; Listen +8, Pick Focket +12, Spot 18 4
Feats: lmproved Initative

L h} ‘

L

i

L

Climate,/ Terrain: Any land and underground
Organization: Sclitary
Challenge Rating: 3

Treasure: Mo coins; standard_gecds; double items
LAlignment: Usually neutzal
{Advancement: &

7 HD (Medium-size); #—15 HD (Large)

Ethereal Glchers are bizarre-looking creatures with a penchant for |

Jsnatching tinkers from passershy. Their ability o move quickly |

beraeen the Ethereal and the Material Planes makes them spec- |
tecular pickpockets,

Ethereal filchers dwell on the Material Plane, 'Alu:rr. L]lE‘e stuff
lairs with all manner of refuse. They prefer secluded, inaccessible |
spots, such as the hottoms of abandoned wells or mine shafts, |
alpine caves, or the busements of ruined buildings,

A filcher looks like 2. -:J:eatu.re
from & nightmare Iris 4 1,2 feer |
tall and has a baplile body, |,
with a thick neck and
a bulbous head. It

has four leng arms .
and 1 single leg |
_that ends {0 2]
_prehensile foot

I is pearly gray
_overall with]
metallic blue

and turguoise
markings.
Etherea 1 4
filchers do |
not speak. |

COMBAT
An ethereal filcher lurks on the Ethe-
real Plane waiting for a likely mark,
Upon locating one, it shifts 1o the

Material Plane, attempr-
ing to carch its wictim

unawares. The creature
arrempts to snatch an irem, then
rerreats gquickly back o the
Ethereal Tt is not above deliv-
ering a bite 1o distracr irs
target. Once it secures a
mrinket, it scurties back o irs lair to
admire its prize. When badly wounded, the filcher
escapes rather than continue the fight,

Any number of simple ruses can blunt a [ileher's attack. Cuaick-
thinking individuals often can tecaver a stolen irem simply by
snatching it back before the filcher can escape. Others keep a lew
cheap baubles available for the local filcher to snaech, Filchers are
known to have noses for magic, so items enchanted with Mystul’s
pagic auna or coptiual flame spells often prove irresistible, espe- |
cially if they also are gaudy. Tortunately, a filcher usually is sats- |
fied with a sinple prize,

Ethereal Jaunt (Suk An ethereal flcher can shill {nom l.b,ﬂ 4
Ethereal o rhe Material Plane as part ol any move action. and shift |

(back again as a froe action, Ir can remain on the Erhereal Flane for |

{ round before returning o the Maredal. The ability 15 uth-::mn:_'
identical with efhereal jaunt cast by a 15th-lovel sorcerer,
Detect Magic (Su): Ethereal filchers continuously detect magic

|as the spell cast by a sth-level sorcerer. A filcher can suppress or
|restart the ability once per round as a free action.




Medinm-Sire Magical Beast
Hit Dice; 2d10 (11 hp)
Initiative: +5 (+1 Dex, +4 Improved Inmmw.J
Speed: 40 1.
| AC; 14 (+1 Dex, +3 narurall
| Artacks: Bite +4
| Damage: Bite 1d6+3
| Face/Reach: 5 [1. by s [t./s fr.
| Special Qualities: Ethereal jaunt
| Saves: Fort +3, Bef -4, Will 41
| Abilities: Sir 14, Dex 12, Con 11,
Int 7, Wis 12, Cha 10
Skills: Listen +6, Move Silently +,
Spor 6
| Feats: lmproved Initiative

| Climate, Terrain: Any land and
underground
Organization; Solilary
Challenge Rating: 3
Treasure: Mone
Alignment: Always
neutral
Advancement:
=7 HD
| [(Medium-
| sizel &-1§
L HD (Large)

| Ethereal murauders are appressive predators that can
move quickly from the Ethereal Plane to_attack
| cpponents an the Material Plane.

The crearures live and hunt on the
Ethereal, Their ecology and habits
are_phecure at best—few haye o= T
observed them in their natural habitat for any
length of time, and their appeatances on the Marterial

ate limited ro those occasions when they arc attacking prey, They |
are assumed, however, (o have no society or culture in the madi- |

rional sense, being motivated solely by the need for sustenance
and survival

The marauder’s appearance is odd, to say the least 1t resembles
a hipedal lizard or dinosaur with & sinuous @il The thick skin has
a mottled, rough, and uneven texture, with coloraton ranging
from brighr blue to deep violet. Tts mose disturbing feature is the

lack of a head, Instead it has a gaping maw surrounded by three
| powerlul mandibles: gleaming, jer-black teeth line the inner
imouth, Three small eves ring the maw, interspersed with the
| mandibles,

Ethereal marauders speak o known languages, Survivors of
their attacks on the Material Plane claim thar they emit an eerie,
high whine that varies in pitch depending on the creature’s speed
and health.

COMBAT

Once a marauder locates prey, it shifts to che Material Plane w
artack, attempring to catch_its vicim flat-footed. The creature
bites its victim, then rermeats quickly hack to the Ethereal Plane,
(When badly hurt or wounded, the marauder escapes 1o its home
| plane rather than continue the fight.
Ethercal Jaunt {Su): An ethereal macauder can shift from the

| Ethereal to the Marerial Flane as o free action, and shift back again |
a5 1 move-equivalent action {or as part of a mm-r-rqlliﬁ.?alﬂ‘.t !
action), The akility is atherwise identical with ethenal jeunt cast by |

a 15th-level sorcerer.

ETTERCAP!

Face/Reach: 5 fr. by s fr./5 fr.

Medinm-Size Aberration
Hit Dice: 548+5 (27 hp)

Iniriative: +3 [ Dex)

|Speed: 30 fr, climb 30 ft.

LAC: 14 (+3 Dex, <1 natural)

| Attacks: Bite +3 melee, 2 claws «1 meles

Datnage: Bite 1d8 and poison, claws 143

Special Attacks: Weh, poison

Special Qualities: Low-light vision

Saves: Fort +2, Ref +4, Will +6

Abilities: Sor 10, Dex 17, Con 13, Int 6, Wis 15, Cha 8 |
Skills: Climb +8, Craft (anv one) +2, Hide +3%, Listen +10, Spot+10° |
. Feats: Multiattack

Climate,/ Ter-
rain: Temperage |
and warm forests
Organization:
Solitary, pair, or troupe. |
(1-2 plus 2—4 Medium-
size monstrous spiders)
Challenge Rating: 4
Treasure: Standard
Alignment: Usually neveral |

evil B
Advancement: 6—7 HID (Medium: |
size), 8-15 HD (Largel =
Although not very intelligent, _E't-],

tercaps are cunning_predators. |
Like the monstrous spiders in |
whose company they ane olten
found, they are
skilled huneets and
LLEpPELs.

An ettercap is a revolting
creature resembling a cross he-
tween o pangly humian and a bloated spider. It stands & feet tall,
with long, slender armms and legs protruding from a rounded,
fleshy body. A paic of bulbous black eves in irs arachnid face
allowrs it to see very wellin even the dimmest light

Lurking in dark shadows, ettercaps are solitary ceeatures thar
exist only to cat and breed. They eften make their homes near
wellraveled paths or game mails, where food is plentiful, They
savor the raste of still-living Aesh, often consuming incapacitated
prey before it dies,

Ettercaps are very fond of spiders and often keep them as
others keep bees, From time (o time, however, an etrercap has 4
number of monsteous spidets as pets, which are as loyal roirasa
dog to a human master.

Liiercaps speak Common,

COMBAT

Ettercaps are not brave creatures, but their cunning teaps often |
ensure that the enemy never draws a weapon. When an ettercap |
does engage its enemies, it artacks with its keen-edged claws and |
venomans hire,

Web (Ex) Ap ettercap can cast a web cight times per day. Th:lh |
is similar ro.an atcack with a net but has a maximum cange of 50

feer, with a range increment of 10 feet, and is ellective against tas |
|gets ol up 1o Medium-size {zee page 102 in the Player's Handbook |
|for details on net amacks). The weh anchors the target in place, al-
Upwing no movement,
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An_entangled creature Alignment: |sually chaotc evil
can escape with i success- Advancement: By character class
ful Escape Actist check

(DC 20% or burst the Ettins, or two-headed giants, are victous and unpredicrable |
weh with a successfull  _hunters thar sralk the night. Their two heads make them excep-
Srrength cheek (TR 260, |tionally sharp-eved and alert, They are excellent guardians and
The web has 6 hit points]  (scours,
and takes deuble damage ! An ettin has orclike facial fearures and pink to hrownish skin,
from firc. | It never bathes if it can help it which usually leaves it se primy

Ettercaps can_also  _and divty irs skin tesembles thick, gray hide (ettins that don't|
cregte  sheers  of | (smell bad are rare indeed). An ettin has long, sudogy, unkempr |
sticky  webbing hair and largr, vellowing, often rorten teeth, Adult ettins ave alout
from 5 to &0 feel 13 feet tall and weigh 5,200 pounds. They live ahout 75 years,
square.  They Ettins have no language of their own but speak a pidgin of Orc, |

usually posi- Goblin,and Giant. Creatures that can speak any of these lan- |
ten these o guages must succeed atan Intelligence check (DC 15} 1o commu-
snare flying | nigate with an ettin, Check once for each bit of informagion: 1f the
creaturesl other creature speaks two of these lainguages, the DC is 10, and for |
but can alsol  _someone who speaks all three, the DC is 5. Ertins ralk among
_ try to reap, . themselves without dilficulty, despite their low Intelligence, and
uf ; prey on the| a lone ettin often whiles away the howrs charting with itself,

ground. Approaching ctearures must succeed at a .
Spot check (DC 200 10 notice a web or stumhble into it COMBAT

and become trapped s though by a successtul web arrack. A Theugh ettins arent very intelligent, they are cunning fighters.
tempts (o escape or burst the webhing receive a +5 bonus if the They prefer 1o ambush their victims rather than charge inta a
Ltmapped creature has something o walk on ar grab while pulling straight fighr, but once the baetle has started, an ettin usually |
| free. Each s-foor-square section has ¢ hit points and takes double fights furiously umil all enemies are dead. {
| damage from five, Superior Two-Weapon Fighting (Ex): An ettin |

| An ertercap can move across (s own sheet web ar its climb
Lspeed and can determine the exact location of any creanune: touch
Ling the web.

Poison (Ex): Bire, Forritude save (DO 13% inital damage
[1d6 temporary Dexterity, secondary damage 2de cemporary
| Destetity.

e
| Skills: *Ertercaps in shadow recetve a +4 racial .
bonus to Hide and Spor checks, y/s -

ETTIN

fighrs with a club or spear in each hand. Because cach |

of its pwo heads controls an arm, the ettin does not |

suffer an attack or damage penaloy for attacking

with mwo weapens. |
Skills: An ertins oo heads give |

it & =2 racial bonus e Listen, Spot,
and Search checlis,

ETTIN SOCIETY

Errins like to establish
their_lairs in remote,
rocky areas. They dwell
in_dark, underground
caves that stink of decay-
ing foed and offal. They
tolerste other .crea-
tures, such as ores, if
these can be useful
in seme way, Other-
wise, ettins rend to
be viclently iscla-
tionist, crushing
rrespassers with
out gquestion.
Ettins sre pen-
erally solitary,
and mated pairs
stay _ together |
for anly_a few
months_ alter a |
child is born. |
Young ermns. ma-
ture gquickly, Within eight to ten
manths afrer hirth, they are sell
sufficient enough to go ofl on |
their owr.
0 rare ocoasions, a particu-
larly strong errin may gathera
_small_group, or gang, of ettins. This gang stays

Large Giant
Hit Dice: 10d8+20 (55 hp)
Initiative: +3 (1 Dex, 4 Improved Initiative)
Speed: 40 [
AC: 18 (-1 size, 1 Dex, +7 nammal, +3 hide)
Attacks: 3 greqrclubs +12/+7 melee; ar 2
longspears 4.5/00 anged
Damage: Greatclub 1d10+6; longspear 1846
Face/Reach: 5 [t by s fr./10 fr,
| Special Attacks: Superior rwo-weapan
L. lighting
Special Qualities: Darkyvision 20 [1
Saves: Forr +9, Ref +2, Will 43
Abilities: Sir 23, Dex 8, Con 15, Int &,
Wis 10, Cha 11
Skills: Listen 410, Search +0, Spot =140
Feats: Alermness, Improved Inidative,
Power Arrack

Climate,/ Terrain: Cold and remperate
| hill. moungains, and underground \
QOrpanization: Solitary, gang (2-4), troupe I
[1~2 plus 1-2 brown beats),
band (35 plus 1-2 brown bears), or colony
(3-5 plus 1-2 brown bears and 7-12.orcs or
4-1a goblins)
Challenge Rating: 5
Treasure: Standard

p &




together only as long as the leader is um:.l.efgaredtﬂuymjot defeat
shatters the leaders hold over the orhers, and rthey go their

separate ways.

Ettins place little value on wealth but are canny encugh to un-

derstand its value to others. They collect treasure only because it
can buy them the services of goblins or orcs. These lesser erea- |

rures sometimes build traps around etting' lairs, or help them fight |

off powerful opponents,

FORMIAN

Hix Dice:
| Initiative:

Special Attacks:

Special Qualities:

Worker : Warrior

Small Outsider (Lawful) Medium-Size Outsider (Lawful)
tde+1 {5 hp) +da+a {26 hpy

j2 (Dex) +3(Dex)

40 ft. 40 [i.

18 {+3 Dex, +5 natural)
Sting +7 melee, 2 claws
+5 melee, bite +5 melee

17 {41 siwe, +2 Dex, 4 nataeal)
Bite -3 melee

Bite 1d4+1 Sting 2d4+3, claw 1dé+1, bite 1d441
5t by 5 fr/5 o St bysf /sl
Hive mind Hive mind, poison

Immunitiss, resistances,
make whaole, heal

Immunities, resistances, SR 18

+i

Taskmaster

Medium-Size Outsider (Lawful) |
68412 (39 hp) !
£7 (+3 Dex, +4 Improved Initative) |
40 ft, |
19 (+3 Dhex, 6 napuzal) |
Sting +10 melee, 2 claws+s melee |

Sting 2d4+4, claw 1de+2

5 fr. by s fr./s fi.

Hive mind, poison, dominate
person, dominated creature
Immunities, resistances,
telepathy, SR 21

Fort +7, Ref <8, Will +4

Str18, Dex 16, Con 14,

Int 14, Wis 16, Cha 19

Climb +13, Hide +12, Listen +132,
Move Silently 112, Search &,
Sense Motive +12, Spot +12
Improved Initiative, Spell-Like
Abiliry Focus {enchantment)

Onecn

Any land and underground
Solitary 1 plus 1 dominated
creature) or conscrption team (24
plus 1 dominated creature sach)

Fi

Standard

Always lawlul neurral

7o HID (Medinm-size);

10-12 HID (Large]

Large Outsider (Lawful)

2odE+100 L 190 hp)
=5
0

23 {1 size, ¢14 nagural)

& fr. by 10 ft./5 fr.

Hive mind, spells, spell-like abilities
Immuniries, resistances, fast healing 2, telepathy, SR 30

Tort 419, Bef
Srr

L Wikl 419
. Dex —, Con 20, Int 20, Wis 20, Cha 21

Appraise +22, Bluff +28, Concentration <22,
Diplamacy +28. Knowledge (any three) +28, Listen 430,
Scry <28, Sense Motive +28, Spellcraft <28, Spot <30
Alertness, Grear Fortimude, Tron %Will, itemn creaton feae
{any one}, Cuicken Spell, Spell Focus (Enchantment)

Any land and undergrovnd

Solitary or hive {1 plos 100400 workers,
11—40 warders, 47 taskmasters with 1
dominuted creature each, and -8 myrmarchs)

18
Dpuble standard
Always lawful neweral

Saves: Fart =3, Ref +4, Will 42 Fort +&, Bef +7, Wil +5
Abilities: Str 13, Dex 14, Con 13, Str 17, Dex 16, Con 14,
Int &, Wis 10, Cha 9 Int 10, Wis 12, Cha 11
| 5kills: Craft (any one) +3, Climb 3 Climb 10, Hide <10, Listen +7,
Mave Silently +10, Spat
Feats: Skill Forus (eraft) Dodge, Mulriarack
| Climate/Terrain: Aoy land and underground Any land and underpround
| Organization: Team {2—4) or cew (7-18) Eplitary, team (2—4}, or troop (6—11)
Challenge Rating: 1,2 3
Treasure: Mone MNone
Alignment: Always lawlful neveeal Always lawful neurral
Advancement: 2 1D (Medinm-size) 4—8 HI [ Medium-size);
9—12 D {Larpe)
Myrmarch
Larpe Outsider (Lawful)
Hit Dice: _12da+48 (102 hp)
Initiative: +8 {44 Dex, +4 Improved Initiative}
Speed: 4001 .
AC: 28 {1 gize, +4 Dex, +15 namral}
Attacks: Sting +15 meles, bite +13 meles; or javelin +15/+10 ranged
| Damage: Sting 2d444, bite 2d642; o javelin 1de+4 and peison
| Face/Reach: sfrby 10 f/sf
\Special Artacks:  Hive mind, poison, spelllike abilities
 Special Qualities: Immunities, resistances, fast healing 2, 5B 25
| Baves: Tore +12, Ref+12, Will =11
Abilities: S1r 19, Dex 18, Con 18, Int 16, Wis 16, Cha 17
Skills: Climb +18, Craft {any one) <9, Diplomacy 115,
Hide +15, Knowledge (any cnoe) +16, Listen 118,
Move Silently +19, Search +17, Sense Motive 118, Spot +18
Feats: Dodge, Improved Initiative, Mobility, Multiatrack
Climate/Terrain:  Any land and underground
Organization: Solitary, team (247, or platcon (1 plus
7—18 workers and 611 warriors)
Challenge Rating: 10
Treasure: Srandard
Alignment: Always lawful neutral
 Advancement: 13-18 HD} {Large}; 19-24 HD (Huge}

2130 HD (Fluge); 3140 HD (Garganiuan)




Formians heil from planes devoted 1o law They seek tocolonize  Combat

all that they see and incorporate all living things inre their hive as Fermian v.-url-‘.Els lj,ght only to defend the hive-cities, using their |
worhers, mandibled bite, !
Expansionist in the extreme, their goal is 1o spread colenies Malke Whale (Spj: Three workers together can repair an object |
until they have mken over evervihing and their order is unques-. as though with moke whale cast by a 7eh-level clevic, This is a full
tioned. To further this end, they arrack all other creatures, nsually | _lround aceon for all three workers,
|10 put them to work building and expanding cities. Formians| | Heal (Sp): Eight workers together can heal a ereature’s wounds
Umaintuin these “conscripred” workers as well a5 those mﬂnml]‘," as though wirh cure sevious wounds cast by a 7th-level cleric. This is
\dominated by the power of their taskmasters. a full-round action for all eight workers.
A formian resembles a cross between an ant and a centaur, ."'J] i
formians are covered in a brownish-red carapace—their size and| WARRIOR .
Lippeatance varies by type, Warriors exist only to fighr, Jnst slightly above the workers, war-
_ tiors can communicate more efficiently through the hive mind,
COMBAT bur anly to communicare bartle plans and make reports o their |
Formians are generally aggressive, seeking to subdue all commanders, They cannot speak otherwise, .

they encounter. If they perceive even the slightest
|threat 1o their hive-city or o their gueen,
rﬂ.wy' attaclimmediately and fightrothe =g
| death, Any formian also attacks imme- ¥ = : ! - Combat :
{diately if ordered 1o do so by a superior. g f } | Warriors are wicked com-
Hive Mind (Ex); All formians 4@ A : batanes, using claws, bite, |
within 50 miles of their queen are and a peiscnous sting.all ac,
in constant communication. Il one 1s aware | once, Throngh the hive |
of i particular danger, they all are. I one in 4§ mind, they armack with coordinated
a group is not far-footed. none of them and extremely eflicient tactics,
Lare. Mo formisn in a group is consid- Poison (Ex): Sting. Fortitude |
Lered Hanked unless all of them are. oL e save (DO 14 inial and |
Immunities (Ex); Formimms g o e g secondary damage 1dé rem- |
| have poisen, pemrification, and cold 38 ; - 3 potary Steengrh, |

{immunity: .
| Rr!ciat}unces (Ex): All [ormi- TASKMASTER |
|ans have fire, elecrricity, and 4 laskmasters resemble warrioms with no |
sonic resistance 20, mandibles—no apparent mouth at |
| all. in fact. These formians com- |
FﬁRM]ﬁ.N municate only telepathically
SOCIETY f and derive sustenance from the
Formians build fabu- 4 mental energies of rhose they
lous  hive-cities in dominare,
which hundreds of A taskmasters duty is 1o
the creatures dwell. gather and contral non-
They are born % formians for integra-
{nto their sta- tion into the hive, Put
ton, with no simply, raskmasters
ability 1o progress. _enslave other creatures,
Wockers obey orders given by war- They do not enjoy con-
tors, myrmarchs, or the queen, War trolling others but believe it
tlors carry our the will of their is the only efficient way to
Jmyrmarch commanders or rthe spread the hive to all places, a desirable end for all rational crea-

Warriors are the size of ponies, and thele claws are designed
sspecifically for combat.

'y

gueen. Myrmarchs ke orders  © % rures, If a taskmaster can manage to "conscript’ a laborer withour

Lonly from the queen herself, althcugh using its deminate person ability, it will.

{they have different ranks depending en services rendered, Those fewe souls who have escaped refer 1o formian hive-cities
These are not positions of power but of presrige, The mast pres- as “work pits” While the formians are not cruel, they are sdll
tigious of the mytmarchs guard the queen. Taskmasters are equal emotienless—and pitiless,
in tank to warriers hut seldom interact with other formians. |

Combat
WORKER Taslemasters rely on their dominated slaves to tight for them if ar |

Warkers are the lowest-ranking and mest common formians. all possible. If necessary, though, they can defend themselves |
They exist only to serve, performing all the necessary, lowly tasks with vicious claws and g poison stinger, |
that the hive needs, While they cannot speak, they can convey Dominate Person (Suj: Taskmasters can use dominate person.

(simple concepts (such as danger) by hody movements. Through on any crearure as the spell cast by a 10th-level sorcerer (save DC |
{the hive mind, however, they can communicate just line-—al- 190, although the subject may be of any type and may be up to |

i_m:mgh their intelligence still limits the concepts that they can Large size. A single teskmaster can dominare up to four subjecrsal |

A5 .4 time, L
Warkers are ahaut the size of dogs, with clumsy clows usable | Dominated Creature (Ex) A taskmaster is never encountered
{only for manual labor . lalone: One dominared nonformian creature always accompanies

lit {choose or determine randomly any crearure of CR 4},

B i e
L ge O
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Poison (Ex): Sting. Fortitude 5WLIDC 153 initial and second-

ary damage 1de temporary Strengrh.
Telepathy (Su): Taskmasters can communicate telepathically
with anv inrellizent creature within 100 feer.

MYRMARCH

| Myrmarchs are the elite of formisn society, Much
{more than those beneath them, these creatures are
lindividuals, with goals, desires. and crestive
cthoughe, Very rarely do these ever conflice with
the wishes of the queen, though— most myr-
\marchs are still very loyal o her
Myrmarchs are commanders in formian
armies and leaders in formian communities
They are the hands of the queen, car-
rying out her direct orders and 2
ymaking. sure everything
Lenes as exactly a5 she de
Lsires. Myrmarchs also
| have a secondary role:
stamping out_chaos
wherever and when-
ever they can, Those
who foment disorder,
and particularly crea-
| tures that revere or ex-
Lemplify it {such as
| slaadi), are the hated
| {oes of myrmarchs,
Myrmarchs are the
Lsize of horses and have
| claws capable of fine ma-
(nipulation, like human
L hands. They wear hronze
helms to signify their posi
tHen (the more elaborare the
helm, the mare prestige;,
Myrmarchs speak Formian
and Common.

Combat
Myrmarchs' claws are like hands and thus
serve no combar purpeose, Myrmarchs occasionally
employ javeling for ranged artacks, coared with poison
from their cwm stingers,

They fight intelligently, aiding those under them (if any such
are present] and commanding them through the hive mind. 1f

| chaotic creatures are present, however, a myrmarch is single-
| minded in its quest to destroy them,

| Poison (Ex): Sting, Fortitude save {DC 20} initial and second
| ary damage 2d6 temporary Dexterity.

Spell-Like Abilities: At will—charm monstey, clairamdrence/
clatrvoyanee, detect chaos, detect thoughts, magic circle against chaos, and
teleport wathout evvor; 1/day—dicturs and order's wrath, These abili
tles are as the spells cast by a 12¢h-level sorcerer {swve DC 13
spell level),

QUEEN

The queen sits at the center of the hWL cicy, 11..-,,; H.ual-:d Lorm
| never maving from the royal chamber. She is served and guarded
| by twenty of the most loyal myrmarchs.
| The gueen is half again as big as 2 myrmarch, wich atraphied

\legs—she cannot move. With her telepathic ahilities, though, she |
| can send instructions to and et reports from any formian within |

| her ranpe.

The queen speaks Fermian and Common, although she can

cammunicate with any crearure telepathically,

Combat_

The queen does not fght. She has no abilicy to move. 1f necessary, |
a team of workers and myrmarchs {or dominated slaves) haul her |
enarmous hulk 1o where she needs to go. This is very rare, how- |

“{/— ~__ ever, and most of the time the queen remains within her well-
g -]
! M

defended chambers,
Despite her utter lack of physical activity, the queen
can cast spells and use spell-like abilides to grear eflect |
in her own defense as well as the defense of the hive- |
city. .
Spells; The queen casts arcane spells a5 a 17th- |
level sorcerer.

Spell-Like Abilities: Al will —calin amations,
chaim mnster, cdordiconcecleinomnee, detect chaos, |
detel thoughls, dictuwn, divination, hold monster, megic |

extele aginst chioas, order’s wrath, shield of low, and true
seetng. These abilities are a5 the spells cast by a 17th
level sorcerer (save DO 15 + spell level). |

Telepathy (Su): The queen can communi- |
cate telepathically with any intelligent creaturs

within fifty_miles whose presence she is
avare of,

Huge Magical Beast (Cold)
Hit Dice; 14di70 (147 hp) |
Initiative: +4 {Improved |

Initiative]
Speed: 30 fr. burmow |
140 ft, g
AC: 18 (-2 size, 410 }
natural)
Attacks: Bite +20 meles
Damage: Bite 2ds+12 and 1d5

cold
Face/Reach: 5 fr by 40 {t/10 0t
Special Attacks: Trill, cold, breath
- Ve PO
ng Special Oualities: Cold subrype, death throes
5 Saves: Forr+14, Bef +9, Will 46
Abilities: Str 26, Dex 10, Con 20, Int 3, Wis 11, Cha 5
Skills: Hide <3*, Listen +5, Spor—+
Feats: Alerthess, Improved Initiative, Tron Will

Climate/Terrain: Any cold land

Organization: Solitary

Challenge Rating; 12

Treasure: Mone

AMignment: Usually neurral

Advancement: 15-21 HD (Hnge); 2242 HD [Gargantuan)

Terror of the [tozen lands, the frost worm is a long, blue-white
creature with buge mandibles and a strange nodule from which it
makes a trilling sound.

The {rost worm spends most of its life burrowing through the
ice, snow, and even rhe frozen earth. T surfaces only to attack s |
prev. Frost worms eatyaks, polar bears, walruses, seals, moose, and |
mammarhs.

Sages cannot agree whether this hortible monster is related ll::-

ithe purple worm or to the remorhae. Pechaps the answer is nei- |

ther. It is true that frost worms hate remorhazes and artack rluam_;.

con sight in a colossal hattle that might very well lay waste toa |
Uarge area. Remorhazes are frequently the victors in such baetles,

Frost worms lay eggs that to the unttained chserver appear ta be

Lsimply oval-shaped ice formations. Haechling frost worms must

immediately fend for themselves, prowing o matricy in three 1o five




years, Tribesfolk of the cold wastes can sometines tain young frost
worms to help protect the community and even to be ridden using
magic, cold-resistant saddles.

COMBAT

Frost worms lurk under the snow, waiting for prey ro come pear. |
 They begin their attack with rrilling and then artack helpless prey )
| with their bite,

| Trill (Su): The [rost worm can emit 4 noise that forces its pre }r i

|to stand motionless. This sonic, mind affecting compulsion affeces |
Ll creatures other than frost worms within a 100-foot spread. |
| Creatures must succeed ata Will save (M 17} or be stunned for as
Jong as the worm trills, even if they are attacked. However, if at
mcked or violently shaken {a fullvound acton), a victim is al
lowed another saving throw. Onee a creature has resisted or
broken the effect, it cannge he affected again by thar {rast wonn

Cold (Ex): Trost worms' bodies generare intense cold, dealing |
1d& points of damape with their touch. Creatures aracking a frost |
wirm unarmed or with patural weapons rake cold damage each |
time their attacks hir.

Breath Weapon (Su) Cone of cold, 30 feer long, once pcl
{hour; damage 15d6, Bellex hall DC 22, Opponents he 2ld motion
{less by the [rost wornys till pet no saving throw,

Cold Subtype (Bx): Cold immuniry; double damage from fre
excepl oh 2 successful save,

Death Throes (Exk When killed, a frost worm turns to ice :l.l.l.d
|sharrers in an explosion thar deals 12ds points of cold damage and |

bdé poines of piercing damage to everything within 100 feer
{Rellex hall DC 227,

Skills: *A frost worm, due to ies coloraton and its allinicy for
buryving itself in the snow, teceives @ +10 facial bonus ro Hide |
checks in itz native cnvironment.

for one day, The effecr’s caster level is 14,

FUNGUS

| Hit Dice:

Shricker
Medium-Size Plant

Violet Fungus
Medium-Size Flant

2d82 (11 hp) 2d8+6 (15 hp)
Initiative: -5 —1 i Dhex)
Speed: ol 104t
(AC: 13 (+3 narural) 13 (=1 Dex, +4 natural]
| Attacks: - 4 tentacles =3 l
L melee !
| Damayge: - Tencacle 1da+2
- and poison
Face,/Reach: St by s fefof Sfbysf/ ;
Lo [, (with rentacle).
Special Attacks:  Shriek —
Special Qualities: FPlant Flant
Saves; Fort +4, Ref — Fort 46, Ref —1
il —4 il o
Abilities: Bt = Do ==, S 14, Dex & ?
Coni3Intl,Wis2  Conle,
Inc 2,
Chai Wis 11, Cha 2
Climare/Terrain: _Any underground Any underground
Organization: Salitary or parch Solitary, patch
[3-5) {24}, or mixed
patch
(24 violet fungi and
| 3-5 shrickers)
| Challenge Raring: 1 3
| Treasure; Mone 110 coing 50% goods;
0% dletns
|Alignment: Always neutal Always neurral
Advancement: 1HD -6 HD

Unlilee normal fungi, which are harmless toather lving creatures,
|these two specimens can be dangerous to unwary adventucets.
A Fungus lacks chlorophyll, a true stem, roots, or leaves, In-
apahle of photosynthesis, ic exists as a parasite, breaking
down organic marter slowly, While both species occur indi-
Lvidually, shriekers and violet fungi olten coexist in the same
Lenvironment.

{Medium-size)

{Medium-size)

COMBAT _

Shriekers and violet fungi often work topether ﬂrr.rm:t and k,l.lL

| prey, W hen the shriekers hellish racker artracts 2 curious creature,|
the vielet fungus tries o lill it. Borh enjoy the fruits of a success:|

, ful hunt, |
Plant: Immune 1o mind-influencing effects, poison, sleep,

| paralysis, stunning, and polymorphing, Mot subject to critical hits.




SHRIEKER

A shrieher is 2 stationary fungus that emies a loud noise 10 attract

e
GARGOYLE

prey or when disturbed. Shriekers live in dack, sublerranean
places, often in the company of violer fungl, whose poison they
are immune te. They resemble human-sized mushrooms of vari- |
ous shades of purple.

Uombat
| A shrieker has no means of atack. Instead,
it Jures prey o its viciniry by emirting a
| piercing loud noise (hence its namel.

Shriek (Ex): Movement or a light
_spurce within 10 feet of a shrisker
causes the fungus to emit a pierc-
ing sound thar lasts for 1d3
rounds. The sound _armacts
 neachy creamres that are dis-
L posed o investigate it Some
\creatures that lve near
|shriekers learn that the
fungus’s noise means theee

is food nearby.

VIOLET FUNGUS &

Vielet fungi tesemble
| shrekers and are often
found growing among
| them,

A viclet funpus

leoks like a human-
|sized mushroom with
| four tendril-like tents
 cles and a mass of small,
| rootlike feelers ar its
base thar allow slow
movement.  Its  col
oration ranges  from
purple overall ro dull
gray or violet covered
with purple spors,

Combat

A violet Fungus. {lails
about with its tentacles at
living creatures that come within its

reach.
Poison (Ex) Tentacle, Fortitude save
| (DC 14); inirial and secondary damage 1d4
| temporary Steenpth and 1d#4 remporary Constitution.

Medium-Size Magical Beast (Earth)
Hit Dice: 4d10+16 (38 hp)

Unitiative: =2 (Dex)

(Speed: 45 fr., fly 75 fit. (average)

LAC: 16 {+2 Dwex, +4 natural)

Attacks: 2 claws 16melee, bite +4 melee, gore +4 melec
Damage: Claw 1d#, bite 1d6, pore 1d6

|Face/Reach: 5 fr. by 5 1./5 fr.

{Special Cualities: Damage reduction 15/11, {reeze
Saves: Fort +8, Bel 46, Will +1

Abilities: Str 11, Dex 14, Con 18, Int &, Wis 11, Cha 7
Skills: Hide +9%, Listen +4, Spot +4

Feats: Multiattack, Weapon Finesse (claw, bite, gore)

Climate,/Terrain: Any land, aquaric, and underground
Organization: Solitary, pair, or wing (5—16)
Challenge Rating: 4

Treasure: Standard

Alignment: Always chaoric evil

Advancement: 5—6 HD (Medium-size);
=12 HD (Large)

A gargoyle is a vigious flying predagor
that enjoys torturing creatures weaker
than itself,

Gargoyles appear to be winged SIDIJ: {
statues, for they can perch indefinitely with- |
out moving and use this disguise o surprise |
their foes. T]u:g. require no food, water, or air hut |
often eat their fallen foes our of fondness for in- |
Hicting pain. When net enjoying their favorite |
pastime, a gang of gargoyles can be found walt- |
ing silently for prey ot bragging among them-
selves, Gargovles speak Commeoen and

Terran.

A marine variety of gargoyle, the
lapoacineh, pses irs wings to swim at the
listed Hy speed.
\ COMBAT
. G 1tgcﬁl,r1£:5 gither temain still, then suddenly
attack, of dive onto their prev.

Freeze (Ex): A garpovle can hold irself so still it ap-
peats Lo be a statue. An observer must succeed at o Spot
check (DC 20) to notice the gargoyle is really alive.

skills: “Gargoyles receive a +8 racial bonus to. Hide checks
when concealed against 2 background of wotked stone

GENIE

Janni Djinni Efreetd

Medium-Size Outsider Large Outsider (Air, Chaotic, Guudj Large Cutsider (Evil, Fire, Lawiul)
Hit Dice: &ds+é (33 hp) 7ds+14 (45 hp) 10da-20 (65 hp)
Initiative: +6 {+2 Dex, +4 Improved Initative)  +8 [+4 Dex, +4 Improved Initiative) +7 (43 Dex, +4 Improved Lnitiative)
Speed: 20 fr., flv 10 ft. (perfect) in chainmail; 20 fr, fly 60 fr. (perfect) 20 I, fly 40 1. (perfect)

base 30 fr., fly 20 0. (perlect)
AC: L& (=2 Dex, +1 natural, +5 chainmail} 16 (1 size, +4+ Dex, +3 narural) 18 (1 size, +3 Dex, +6 natural}
Attacks: Scimitar =9/+4 melee; or longbow Slam +10/=5 melee Slam 15/ +10 melee

-B/+3 ranged
Damage: Scimirar 1d8+4; or longhow 1d& Slam 1ds+s Slam 1d8+9 and 1ds fee
Face/Reach: s ft. by 5 f1./5 ft. s by sftiiof . byst/ioft
Special Attacks:  Spell-like abilities Spell-like ahilities, air mastery, Spell-like abilities, heat

whirlwind
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Special Qualities: Plane shift, telepathy, fire Plane shift, telepathy, Plane shift, telepathy
{ resistanice 30, elemental endurance  acid immunicy :
Saves: Fort +6, Hef +7, Will 47 Fort +7, Ret +9, Will +7 Fort +9, Ref +10, Wil +0
Abilities: Str 16, Dex 15, Con 12, Str 18, Dex 19, Con 14, Srr 23, Dex 17, Con 14,
Int 14, Wis 15, Cha 13 Lot 14, Wis 15 Cha 135 Int 12, Wis 15, Cha 15
| 8kills; Appraise +8, Concentration +7, Appraize +9, Concenmration +9, BAuil +12, Concentration +16,
Craft (any two) +7, Escape Artist 46,  Craft (any ome} +11, Escape Artist 11, Escape Avtist +13, Intimidace 411,
Listen ~8, Move Silently +6, Encwledge {any one) +9, Listen 49, Listen +12, Move Silently <13,
Ride +6, Sense Motive 16, Spol 18 Mave Silently +9, Sense Motive <9, Sense Maotive +11, Spellemft £11,
Spelleraft +9, Spot -9 Spot +12
 Beats: Combat Reflexes, Dodge, Combar Casting, Combar Rellexes. Combat Casting, Combat Beflexes,
Improved Initative, Mobility Dodge, Imprived Tnitative Dodge, Improved Inidarive
Climate/Terrain: Any land Any land Any land i
Organization:  Solitary, company [2-4), or Solitary, company (24, or Solitary, company (2-4), oz !
band (&-15} band (615} band {g=18]
Challenge Rating: 4 5 B
Treasure: Seandard Standard Standard colns, double gnnl:[s:
standard items
Alignment: Usually neutral Alwavs chaotic good Always lawrful exil
Advancement: 7-9 HI} {Medium-size}; £-10 HD (Large}; 11-15 HD {Large);

1018 HD {Large)

11-21 (Tlupge)

16—30 HD {Huge}

Genies are humanlike beings who dwell on the elemenral planes,
They are fumous for their strength, guile, and skill with illusion
| Imagic.
| Genles sametimes use the Material Plane as s neutral ground
| for meeting {or fghting) others of their kind or collecring goods
| not readily available on their home planes.

COMBAT

| Genies prefer to outmaneuver and ourthink their foes. They are
 not too proud to flee if it means they'll live to fght ancthee day, I
Ltrapped, they bargain, offering treasure o favors in remum for
their lives and freedom,

Plane Shift (Sp): A genie can enter any of the elemental |
planes, the Astral Plane, or the Marerial Plane. This abilicy crans- |
ports the genie and up to six ather creatures, provided they alllink |

hands with the penie, It is otherwise similar to the spell of the !

sdime name.

Telepathy (Su): A genie can communicate telepathically wnh“

aty crearure within 100 feer that has a language,

JANNI

The junn (singular janni) are the weakest of the genies, Jann are
formed out of all four elements and must therefore spend most of
 their rime on the Marerial Plane. They faver foclorn deserts and
| hidden cases, where they have both privacy and salety

| Jann society is very open, treating males and lemales as equals,

| Each tribe is ruled by asheil and one of two viziers, Exceprionally
powerful sheiks ure glven the title of amir and in times of need
they gather and command large forces of jann (and sometimes
allted humans),

Many jann bands are nomadic, traveling with herds of camels,
goats, or sheep from pasis to oasis. These lrnerant jann appear
human in every respect und are offen mistaken for them, unless
they ure sttacked. The territory of a jann tribe can extend hun-
deeds of miles in any direcrion,

Jann speak Common, plus Auran, Aguan, Ibu.tu or Terran, plus

| Celestal, Abyssal, or Infernal.

CE'mba‘L

| Jenn are physically strong and courageons, and do not take kindly |

| toinsult orinjury, If they meer a foe they cannot defeat in a stand- |
up fight, they use fight and imasibility to regroup and mangusir,
ta amore advantageous position.

Spell-Like Abilities: 3/day—invisihility; 2/day—enlorge or
vedurce and speak with ammals. These abilities are as the spells cast |
by a 12th-level sorcerer (save DC 11 + spell levell Onee per day a |

Hanni can creale food arid weler as a 7eh-level priestand can use elhe- |

veal faunt for 1 hour as the spell cast by a 121h-level priest. J
Elemental Endurance (Ex): Jann can survive on the Elemen- |
tal Planes of Adr, Earth, Tite, or Water for up to 48 hours. Failure to |
return to the Marerial Plane after that time deals 1 poing of |
damage per additional hour to a janni, until it dies or returns o |
the Material Plane,

DJINNI

The djinn (singular djinni) ave genies from the .Eiamenml Plane of
Air. They live on floating islands of earth and rock, anywhere from
1,000 yards to several miles across, crammed with buildings,
courtyards, gardens, fountains, and sculptures. Each island is
ruled by a local shetk,

The. structure of L!ju:_u sociery is hased on rule by a caliph
served by various nobles and afficials (viziers, beys, amirs, sheiks,
sharifs, and maliks). A caliph rules all djinn estares within two
davs' travel and is advised by six viziers who help maintain the bal-
ance of the landhelds,

If a large force attecks a landhold, 2 messenger (usually the
youngest dlinni) is sent to the next landhold, which sends aid and
dispatches two more messengers twarn the next landholds, thus
alerting the entire nation

A djinniis abour 10 1,/2 feer tall and weighs abour 100 pounds, |
Dijinn speak Auran, Celestial, Common, and Ignan.

Noble Djinn_

some diinn (1% of the toral population) are "noble” and can grant

three wishes o any being (nongenies oaly) who caprures them. |
MNable djinn perform ne other services and, upon granting the |
third wish, are free of their servirude, Naohle djinn are as serong as. |
efroet (see below), with 10 HID. ==X

-4

Combat :

Djinn. disdain physical combar, pzef.e:nnﬁ to_use their magimh

. powers and aerial abilities against foes. & diinni evermatched in |
{combar usually takes fight and becomes o whirlaind to herass |
Lthose whe follow,

| Air Mastery (Exj; Afrhorne creatures suffer a —1 circumstance

penalty to artack and damage rolls against a djinni.
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Whirhwind (Su): The diinni can (ransform iself inte o whirl- ' EFREETI__

wind once every t0 minutes and remain in that form for up o 7 The efreet (singular ¢freeti) are genies from the Elemenral Plane Df

rounds. In this form, it can move through the air or along a surface Fire, They are said 1o be made of basalt, bronze, and congealed flames, |

at its fly speed. Efrect are infamous for their harred of servirude, desire for
The whirlwind s 5 feeewide at the base, up to 30 feerwideat the L. | tevenge, cruel nature, and abilicy to beguile and

mislead. Their primary home is the
fabled Ciry of Brass, but there are
many efreet cutposts throughout
the Plane of Fire, military stations |
for watching or harassing others on.
the plane. They are enemies of the |
djinn and artack them whenever they
meetL.
The efreerare muled bya |
grand_sultan_who |
malkes his home
in the City of
Brass. He 15,
advised by,
a varietv ol

top and up o 50 feet tall The
(djinni conerols the exact
{height, but it must be at
| least 10 feet,
Medinm-size or
| smaller  creatures
{might take damage °
|when caught in the
whirlwind and be lifted
inte the air. An_affected
CTCA[UTE TMUsC :-'Ll.Ll'..l,'.'\,f(] AL &
| Beflex save (DC 200 when it comes
| into contact with the whirlwind or
{take 3de points_of damage. Tt
{must_also succeed ar a

'second Re- o ad Pty | : beys, _amirs, |
tlex save or ‘g L g and maliks con- |
be picked up CErning actions on |

bodily and held
suspended in the
powerful winds, au-
{tomatically raking 1d&
| points of damage cach o The Ciry of Brass is a huﬁe;
lround. A cresture g A ’ citadel that is home to the ma- |
| that can fly 15 al- - ‘” e - g jority of efreer It hovers in |
Llowed a Bellex iw - Y the het regions of the |
|save (DO 20 plane and is bordered |
|each round by seas and lakes of |
Lto escape glowing  mapma. |
lthe whizl The city sits upon. a
wind,  The hemisphere of glow-
creature. sl ing brass some
takes dam- forty miles across
age but can From the upper
leave if the towers rise  the
save s suc- minarets of the
cessful grear bastion of
The djinni the sultan’s palace,
can eject any Cir which is said o
red creatures whenever it haold vast riches,
wishes, depositing them The ciry's popu-
wherever  the  whirlwind ":[. lation far our-
| happens to be. numbers any of
If the whirlwind's hase
Ltouches the pround, it creates a
| switling cloud of debris. This cloud is
centered on the djinni and bas o diameter
equal to half the whirlwind's height. The
cloud abscures all vision, ingluding darkyvizion, )
beyond 5 feet. Creatures § fieet away have one-hall concealment,  Cambat

the plane, and by six |
great pashas who deal
with efteer business on the |
Material,

the great ciries ol the Material
Plane.

An efreeti stands abour 12 feet tall |
and weighs abour 2,000 pounds. Efreet speak
_lanan, Common, Auran, and Infernal.

while those farther away have total concealment (see Congceal- Efreer love o mislead, befuddle, and confuse their foes, They do |
ment, page 133 in the Player's Handbookl, Those caught in the so for enjoyment as well as a hatﬂt tactic,
cloud must succeed at 3 Concenteation check (DO 200 to cast a Spell-Like Abilities: AL will— produce flame and If‘.."rdu.l.hrll.:. |
spell. R s 1 /dav—prant up to theee wishes (to nonpenies only), defect tuigic, |
Spell-Like Abilities: 1/ eound- mscisibility (self onlyl 1/day— enlarge, prseous form, invisibility, permanent image, polymombself, and |
L create _fnu,d ard water ceeale wine (as creale wiler, but wine instead?, Lwall l‘”.TF These abilities are as the b[-'lc‘ll-': st L‘f‘!.' an 1&th- 1E‘rl?1$ﬂl'
| majer creahien (created vepetable mwatter is permangnt], piersistent cererdsayve DC 12 + spell levell,
| image, and wind walk, These abiliries are as the spells cast by a 20th- . Heat (Exk An elreetis red-hot body deals 1dée poines of addi- |
| level sorcerer (save DG 12 = spell level), Onee per day, a djinod can | | tional fire damage whenever it hits in melee, or when grappling,
| assume gazenus foim (as the spell) foz up o L houe | each Tound it maintaing & hold,
| Fire Subtype (Ex); Fire immunity, double damage from cold
4 except on a successiul save,
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GHOUL
Ghoul Ghast {
Medinm-Size Undead Medium-Size Undead
Hit Diice: 2d12 (13 hp) 4d12 (26 hp)
Initiative: +2 (Duex) 12 {Dex)
Speed: 30 it 30 fr.
AC: 14 {42 Dex, 12 natural) 16 (+2 Dex, +4 natural)
Attacks: Bite 43 melee; 2 claws +0 melee Bite +4 meler; 2 claws 11 melee
Damage: Bite 1d6+1 and paralysis; claw 1d3 and paralysis Bite 1d8+1 and paralysis; claw 1d+ and paralysis
| Face/Reach: 5 i by s fr/s fr. sfrhysf/si
| Special Attacks: Paralysis, create spawn Stench, paralysis, create spawn
| Special Omalities: Undead, +2 mrm resistance Undead, +2 turn resistance }
Saves: Fort +0, Ref +2, Will +5 Fort +1, Rel 43, Will +6 ==
Abilities: Str 13, Dex 15, Con —, Int 13, Wis 14, Cha 16 Str 13, Dex 15, Con —, Int 13, Wis 14, Cha 156
Skills: Climb +6, Escape Artist 47, Hide +7, Climb 16, Escape Artist +8, Hide +8,
Intuit Direction 43, Jump +6, Listen +7, Intuit Direction +3, Jump +6, Listen +8,
Maove Silently +7, Search +6, Spot +7 Move Silently 17, Search +6, Spot +8
Feats: Multiattack, Weapon Finesse (bite) Multiattack, Weapon Finesse (hite)
Climate,/ Terrain: Any land, aguatic, and underground Any land and underground
Organization: Solitary, gang (2-4), or pack (7—12) Solitary, gang {2—4), or pack (24 plus 7-12 ghouls)
Challenge Rating: 1 3
Treasure: Mone Standard
, Alignment: Always chaoric evil Always chaotic evil
| Advancement: 3 HD (Medium-size) s—6 HID [ Medium-size)

| Ghouls haunt graveyards, battlefields, and other places rich with
| the carrion they hunger for. These terrble creatures ludk wher-
| ever the stench of death hangs heavy, ready to devour the nnwary.
| Ghouls are said o be created on the death of a living man or
| woman who savored the mste of the flesh of people. This may or
| may not be true, but it does explain the dispusting behavior of
| these anthropophagous undead. Some believe that anyone of ex
|ceptional debauchery and wickedness tuns the sk of becoming
a ghoul.

That ghouls were once people is ohvious to those with the
courage to look upon them, Although they siill appear more or
less humancid, their mortled, decaying fesh is deawn tight|
icross clearly visible bones. The transformation from living |
beings into fell things of the night has warped their minds, |
making them cunning and feral Their eyes bumn like hot coals in
their sunken sockets.

Ghouls speak the lanpuages they spoke in life {usually
Common). i

COMBAT

\Ghouls try to attack with surprise
| whenever possible. They strike from
| behind tombsiones, leap from mau-
|soleums, and burst from shallow
praves,

Paralysis (Ex): Those hit by a
ghoul's bite or claw_attack
must succeed ata Fortd:
tude save (DC 14) or
be paralyzed for
1d6+2 mimmes. Elves
are immune o this

| paralysis.

L Create

Spawn
{Su): In most cases.
_!_ghuuls devour those
L thev kill. From i

(ime to time,  *

| however, the bodies of their humanoid victims lie where they fell, |
to wise as ghouls themselves in 1d4 days. Casting prolection from evil |
on a body betore the end of that time averts the mansformation. |
{The statistics above are for human ghouls and ghasts, Ghouls and |
ghasts may vary depending on their original race or kind )

Undead: Immune e mind-influencing effects, poison, sleep, |
paralysis, stunning, and disease. Not subject to critical hits, subsd- |
ual damage, ability damage, energy drain, or dearh from massive
damage.

LACEDON

These aquatic cousins of the ghoul luck near hidden reefs or other
places where ships are likely to meet their end, They have a swim
) speed of 30 feer.

L GHAST
Although these creatures look
just like their lesser kin, they are
far more deadly and cunning.

Combat
_Stench (Ex): The stink of death
and _gorruption  surtounding
these _creatures is sickening,
Those within 10 feer must suc-
eeed at a Fortimnde save (DC 15)
pr be wracked wirth nausea, sul-
fering a2 -2 circumstance
penalty o all atacks, saves, and
skill checks for 1dé+4 minutes, |
Paralysis (Ex): Those hirby a |
ghast's bite or claw atack must |
succeed ot 3 Fortitude save (D0 |
15) ot be paralyzed for 1de+4 |
minutes, Even elves are vul- |
.. nerable to this paralysis,
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GIANT
Hill Giant Stone Giant __Frost Giant
Large Giant Large Giant (Earth) Large Giant (Cold)
Hit Dhce; 12d8+48 {102 hp) 14d8+56 (119 hp) 14d&+70(133 hpl
| Imitigtive: 1.(Dex} +2 (Dex) —1 (Dhexc)
Speed: Ad fr, 40 [1. 40 fr.
AC: 20 (=1 size, =1 Dex, +9 natugal, 25 (—1 size, +2 Dex, +11 natural, 21 (-1 size, 1 Dex, 49 natural,
+3 hide) ] +3 hide] 14 chain shirt)
Attacks: Huge greatclub +16/+11 melee; Huge greatclub +17/+12 melee; Huge greataxe +18/+13 melee;
or rock +&/+3 ranged or reck 112/47 tanged or rock +9/+4 ranged
Damage: Huge greatclub 2d64+10; or Huge grearclub 2de+12 or Huge greataxe 2d8113; or
| rock 2d647 rock 2d8+8 rock 2de+9
Face,Reach: 5 f by 5 /10 b, sfbysf/i0f st by s fr/10f
Special Attacks:  Bock throwing Bock throwing, and see text Rock throwing
Special Qualities: Rock catching = Rock carching Rock catching, cold subtype
Saves: Fort +12, Ref +3,Will +4_ Fort +13, Ref +6, Will +4 Fort +14, Rel 43, Will +4
Abilities: 5t 25, Dex 8, Con 19, Str 27, Dex 15, Con 19, Str 29, Dex 2, Con 21,
Int &, Wis 10, Cha 17 Int 10, Wis 10, Cha 11 Int 10, Wis 10, Cha 11
skills: Climb +9, Jump +2, Spot 14 Climb +10, Hide +0%, Jump +10, Spot +3 Climb +13, Jump 13, Spot +6
Feats: Cleave, Power Attack, Combar Reflexes, Point Blank Shot, Cleave, Great Cleave, Power Attack,
Weapon Focus (preatclub) Vower Attack, Precise Shot Sunder
Climate/Terrain: Any hill, mountaing, and underground Any mountains Any cold land and underground
| Organization: Solitary, gang (2 -5), band {64 Solitary, gang (2-5), band (6-9 Solitary, pang (2-5), band (69
plus 35% noncombatanes), phus 35% noncombatants), plus 35% noncombatants plus
hunting/raiding party (62 plus hunting/raiding/trading party 1 adept or cleric of 15t or 2nd level),
| 2.4 dire wolves), or rribe {21-30 {6—2 plus 1 elder), or tedbe (2130 hunting/raiding party (69 plus
| plus 35% noncombatants plus 35% noncombatants 35% noncom batants plus I
plus 1230 dire wolves, 2—4 oprus, plus 1-3 elders and 3-6 dire bears) 1 adept or sorcerer of 3rd-5th level |
and 12—22 orcs) plus 2—4 winter wolves and 2-3 ogres),|
or tribe {21-30 plus 1 adept, cleric, ot
sorcerer of 6th or 7th level plus 1230
winter wolves, 12-22 ogres, and
1—2 young white dragons)
Challenge Rating: 7 -] |
‘Treasure: Standard Standard Stangdard
Alignment Oien chaotic evil Usually newtral Often chaotic evil
Advancement: By character class By character class By character class
Fire Giant Cloud Giant Storm Giant
Large Giant {Fire) Huge Giant (Air) Huge Giant (Electricity)
Hit Diice: 1548475 (142 hp) 17d8+102 (178 hp) 1984114 (192 hp)
Initiative: 1 (Dex) +1 (Dex) +2 (Dex)
Speed: 30 {t. (chainmail); base 40 ft. 50 40 fi,, swim 30 fr. (breastplare);
base S0 fr., swim 40 fi.
AC: 21 (-1 size, ~1 Dex, +8 natural, 21 (=2 stee, +1 Dhex, 12 patural) 27 (=2 size, +2 Dex, +12 narural,
| +5 chalnmail) 15 breasiplate) e
| Attacks: Huge greatswond +20,/4+15/110 CArgantuan mormingstar Gargantuan preatsword +26/121 /616
| melee; or rock +10/45/40 ranged #22/+17/+12 melee; melee; or Gargantuan mighty
ot rock +12/47/+2 ranged. composite longhow (+14) +14/49/+4
i : ranged
Damage: Huge greatsword 2d8+15; or Gargantuan morningstar 4d6+18; Gargantuan greatsword 446421; or
rock 2d6+10 and 2dé fire or rock 2dg+12 Gargantuan mighty composite
longbow (114} 2d8414
Face/Reach: Sfebysffnfe 10 fi. by 10 f1./15 fr. 10 f by 10 [1./15 [
Special Attacks:  Rock throwing Rock throwing, spell-like abilites Spelllike abilities
Special Qualities: Rock catching, fire subrype Rock carching, seent Electricity immunity, rock catching,
[reedom of movement, water breathing
- Fort +14, Rel 14, Will +5 Fort +16, Ref +6, Will +6 Fort +17, Ref +8, Will +2
Abilities: Str31, Dex 9, Con 21, Sir 35, Dex 13, Con 23, Sre 39, Dex 14, Con 23
Int 10, Wis 10, Cha 11 Int 12, Wis 12, Cha 13 Int 16, Wis 16, Cha 15 i
Skills: Climb +11, Jump +11, Spot +7 Climb +16, Jutnp 16, Listen +10, Climb +18, Concentration +12, Jump,
Spot +10 _ +12, Perform (chant, dance, druma,
= s harp, recorder) +7, Spor +8
Feats: Cleave, Great Cleave, Power Attack,  Alermness, Cleave, Great Cleave, Cleave, Combat Reflexes, Creat

Sunder

Power Attack
¢/°>
How, i

Cleave, Power Artack, Sunder
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| Climate/Terrain:  Any land and vnderground Temperate and warm mounrains Temnperate and warm mountaing
| and aguatic o
Organization: Solitary, gang (2-5), band (-2 plus _ Solitary, gang (2—4), family (24 Solitary or family (24 plus 35%
35% noncombatants plys plus 35% noncombatants noncombatanes plus 1 sorcerer
1 adept or cleric of 15t or 2nd ll:w:l} plus 1 sorcerer or cleric of ath—7th ot cleric of 7th—10th level plus
hunting/raiding party (6~ plus lewel plus 25 priffons or 2-8 1-2 tocs, 2-5 griffons, or 2-8 sea lions)

1 adept or sorcerer of 3nd-5th
level plus 2—4 hell hounds and
23 rrolls or etting), or toibe (21-30

dire lions), or band (6-9 plus 1
sorcerer or cleric of 4th-—7ih level
plus 2-5 griffons or 2 8 dire lions)

plus 1 adept, cleric, or sorcerer of
sth or 7th level plus 12-30 hell
hounds, 12-22 trolls, 5-12 ettins,
and 1-2 young red dragons)

I

Challenge Rating: 10 11 13

Treasure; Standard Standard coins; double goods; Standard coins;. double goo-ds,
standard items standard items

Alignment: Often lawful evil Usually neutral pood or neutral evil  Often chaotic goed

Advancement: By character class By character class By character class. |

b : E ']
' Gifints combine great stze with even greater strongth, giving them |
an unparalleled ability to wreak destruction upon anyone or any-
thing unforrunare encugh to pet in their way,

(iiants have & reputation [or crodeness and stupidity that is not
undeserved, especially among the evil varieties. Most rely on their
|legendary strength to solve problems: Any difficulty that won'
\succumb to brute force isn't worth worrying about. Giants usually

iub.'-‘lbr. by hunting and raiding, taking what they like trom crea-
mures weaker than themselves.

|, All giants speak Giant. Those with Intelligence scores of at least
|.Ifl-al5n speak Common.

(OMBAT

| Ginnts relish melee combar, They favor massive rwo-handed
\weapans and wield them with improssive skill. They possess
enough cunning to soften up a foc with tanped artacks first, if
they can. A piant’s favorite ranged weapon isabiprock.
Rock Throwing (Ex): Adult glants are accomplished mn.k
throwers and receive a +1 racial bonus to artack rolls when thiow- |
ing rocls, A giant of at least Large size can hurl rocks weighing 40

GIANTS' BAGS

Wast glants carry big leather shoulder sacks ta hold their personal pos-
sessians. It s & common myth that giant's bags are stuffed with gold
{ahways at least 1,000 gp by some accounts). In truth, they usually hold
a few battered and smelly personal items, a supply of throwing rocks,
sorme [ess than fresh rations, and a few trinkets. However, giants some
times carry magic treasures that are too small for them to use, and
many adventurers find loaling a giant’s bag worthwhile. The table
below shows typical mundane items; roll d% or choose from the list.
The exact number of items varies according to the giant variety (sce
each entry).

MunpaME GianT's Bac CONTENTS

d% Item

0-0z2 Berries or fruit

03-08 Bowl and spoon

pa-1o Candles {1d6)

1114 Hand-held chopper

15-16 Sticks or charcoal (1d6) or quills and ink
17-18 Chunk of cheese

19-20 Chunk of wood, whittled or carved

£1=23 Cup or tankard

+

to 50 pounds each (Small ohjects) up to 5 range increments. The |
size of the range increment varies with the giants variery. A Huge |
giant can hurl rocks of 60 to 80 pounds (Medinm-size objects).
Rock Catching (Ex): A giant of at least Targe size can catch
Small, Medium-size, or Large rocks (or projectiles of similar
shape). Once per round, a giant that would normally be hicby a |
rock can make a Reflex save wo carch it as a fre action. The T is |

115 [or a Small rock, 20 for a Medium-size one, and 25 for a Large |

GIANT SOCIETY

one, (If the projectile has a magical bonus w avack, the D in- |
creases by that amount,) The giant must be ready for and aware ol |
the attack, -

—

Solitary giants are usually young adulis striking out on their awn.
Gangs are usually made up of young adults who hunt or raid (or
both) togerher. Giant bands are usually large or extended families.
Sometimes a band contains unrelated young adults that the band
has taken in as mates, servants, or guards,

Ciant clans and tribes are similar 1o bands but have morne mem-
bers, plus contingents of guard animals and nongiant servants,

2437 Cloak

28-39 Camb or brush

30-31 Cooking pot

32-33 Container of grease or grease paint
34-35 Drrinking horn

36-37 Bag of flour or meal {5 pounds)
38-39 Piece of fur or hide

4041 Hairpins

4247 Knife

4853 Knucklebones or dice

54-57 Haunch of meat

58-55 Incense or dried animal dung
6065 100 to 200 feet of strong rope
6667 Bag of salt {1 pound)

BE-T73 Shoes, sandals, or boots

476 Sewing needle

77-81 String or thread

R2-86 Beads, stones, testh, ar tusks
£7-93 Tinderbox (flint, steel, and tinder)
9495 Lump of wax

9700 Whetslone




Parties include puard animals and giants from a nearby tribe, or
from several bands, working togethet, e

About a third of the giants in a band o tribe are e children. Giant
children can be formidable creatures in their own right. When a

group of giants inchides children, mll 4% for each child to deter-|

mine maturity: 01=25 = infant (no combat ability); 26-50 = juve- |

\mile {two sizes smaller than an adult, 8 fewer HD, Stength and |
| Constitution scores -8, and 1 rank in each skill that an adult has); |
{and 51100 = adolescent (one size smaller than an adult, 4 fewer |
| HD, Strength and Constiturion scores —+, and 2, 3, or 4 ranks in |
| each skill that an adult has). Giant children can throw rocls if |
| they meet the minimum size requirement (see above). Except

where noted here, giant children are identical with adults of their

HILL GIANT

variety,

I ganes are sellish, cunning brures who survive through hun-
ying and miding, Il

|__Hill giants have an oddly simian appearance, with overlongl.

Larms, stooped shoulders, low foreheads, and thick, powerful |

limbs. Their skin color ranges from light tan to deep ruddy brown, |
Their hair is brown or black, with eves the same color. Hill giants
wear layers of crudely prepared hides with the fur lefr on. They
seldom wash or repair their garments, preferring ro simply add
more hides as their old ones wear our,

Adults are about 10 1,/2 feet rall and weigh about 1,100 pounds.

| Hill giants can live to be 200 years old.

A hill giant's bag usnally containg 2d4 throwing rocks, 1d44
mundane items, and the giants personal wealth. These posses-

| sions tend to be well worn, Blihy, and stinky. The items are usually
{erude and often jury-rigged or salvaged trom some similar item.
| Examples include a hand chopper made from a broken battleaxe
| head, 2 wooden bowl and spoon, or a drinking cup made from a

| big gourd or a skull,

Combat__

H

Hill giants prefer to fight from high, rocky owtcroppings where |
they can pelt opponents with rocks and bowlders while limiling |
the tisk o themselves, Their thrown rocks have a mange increment |
of 120 feet. |

Hill giants love to make overrun artacks against smaller crea- |
tures when they fimst join battle, Therealter, they stand fast and |
swing away with their massive clubs,

ill Giant Saciety.
Although hill gianes prefer tempetate areas, they can be found in
practically any climate where there is an abundance of hills and

| mountains, Individuals and bands tend to be aggressive and

¥+

| prefer raking what they want over trading. Tribes {(and some

| bands) often trade with other giants or with groups of ogres or

orcs to pet foodstulls, trinkets, and servants,

STONE GIANT _

Stone giants have a largely undeserved reputation as rock-throw-
ing hooligans, In fact, they tend to be somewhar shy around
strangers,

Stone giants resemble lean, muscular humans Their hard, hair
less flesh is smooth and gray, making it casy for them to blend in
with their mountainous surmoundings, They have gaunt facial fea

. tures and deep-sunken, black eyes that make them seem perpetu-
Lally grim. Stone giants prefer thick leather garments, dyed shades |
| of brown and gray to match the stone around them,

| Adults are about 12 feet @l and weiph about 1,500 pmlnds

| Stene giants can live 1o be 800 vears old. =
Stome giants tend to be shy around strangers, but are by nu

means. timid. Many stone giants have an artiste steak. Some|

draw and paint scenes of their lives on the walls of their lairs and |

Stone Giant SGEiE‘tH_

At

on_tanned hide scrolls Some are fond of music and play stone |
flutes.and drums. Others make simple jewelry, fashioning painted |
stone beads into necllaces. 4

Most stone giants are playful, especially at night. They are fqnd{

Lol rock-throwing contests and other games that rest their might
| Groups of giants often gather 1o toss rocks at each other, the losing
| side being those who are hit more often. Travelers’ reports of such

contests have given stone giants their reputation for wildness,
A stone giant's bag usually containg 2412 throwing rocks, 1d446 |

_mundane items, and the piant's personal wealth, A stwone giants |
| possessions are nether particularly clean nor particularly djrt;r.,

hare most of them are made from stone.

Combat

Stone pianes fight from a distance whenever possible, but if lhe:;q
can’t avoid melee, they use gigantic clubs chiseled our of stone. |

\They use both hands to hurl rocks, with a range increment of 180
(fect, A stone giant gains a +4 racial bonus when attempting o
\gatch a thrown rock

-

A favorite tactc of stone glants is to stand nearly motionless,

.Hrndmg in with the background, then move forward o thoow |

rocks and surprise their foes.

Skills: *A stone glant gains a+8 racial bonus 1o Hide checksin |
mocky terrain.

Stone Giant Elders

Some stone glants develop special abilities related 10 m{u',;um

|ronment. These glant elders have Charisma scores of at least 15
Jand spell-like abilities, which they use as toth-level sorcerers. |

Once per day they can use stone shape, stone tell, and either trans-
mute rock to mud or transmute mud to rock. Ome in ren elders is o sor-
cerer, usually of 3rd to sth level

—

Stone giants prefer to dwell in deep caves high on rocky, storm-
swopt mountains. Usually, groups live Gty close wgether (oo
more than a day’s tavel apart) for a sense of community and pro-
tection. Most stone piant lairs have 2d4 neighboring lairs, Some
older stome giants choosc to live in solitude, meditating and creat-
ing artwork, Many of them become elders alier several decades,
Most groups of stone glants subsist by hunting, gathering, and
herding mountain animals such as sheep or goars. They mrade with
any other pearby communities, exchanging foodsiufls and stone
poods for cloth, pottery, and manufactured irems. Groups of evil
giants often go raiding or extort tolls from mountain travelers,

FROST GIANT

Frost giants are justiliably leared asbrutal and wantonly destruc
tive raiders.

They look like beefy, muscular humans with snow-white or
ivory skin, Their hair is light blue or dirty yellow, with matching |
eyes. They dress in skins and pelts, along with any jewelry they
own. Frost giant warriors add chain shios and metal helmets dec-
orated with horns or feathers,

An adult male is about 15 Leet 1all and weighs about 2,800
pounds. Females are slightly shorter and lighter, but otherwise |
identical with males. Frost glants can live to be 250 yearsold. |

A lrost piant's bap usually containg 1d441 throwing rocks, 3d4 |
mundane ftems, and the piant’s personal wealth. Everything ina |

ication of any valuable items difficulr,

Combat
Frost giants wsually start combat at a distance, throwing rocks |
Luntil they run out of ammunition or the opponent closes, then
twading in with their enormous battleawes, Their thrown rocks

Mrost giant's bag is old, worn, dirty, and smelly, making Thtldfﬂti
4

— -

have a range increment of 120 feet.
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A favorite strategy is to lay an ambush by hiding buried inthe ~ Fire Giant Society !
snow at the twp of an icy or snowy slope, where opponents will Fire giants dwell only in hot places. They prefer voleanic regions.or |
have difficulty reaching them. _ areas with hot springs. They live in well- |

Cold Subtype (Ex): Cold immuniry; double g oryanized military groups, ocoupying |
damage from fire except on a successful save. . 1) larpe castles or caverns. Tribal leaders

o call themselves “kings” and “queens”

Frost Giant Society » Fire giants usually engage in ongo-

| Frost glants live in [rigid, arctic lands of gla- §E ! ing military campaigns 1o subju-
| ciers and heavy snowfall. They make their lairs & ' G gare the arcas around them and |
{in crude castles or frigid caverns. Tribal lead- & #E ” often receive rribute from creatmes |
|ers call themselves “farls” Frost giant living nearin:
| groups depend on hunting and raid-

Ling, though they sometimes

make rading and de- -

rd

Fire  giants
often take cap-
rives. For each |

F

fensive alliances with ten adult glants |
neighboring giants. in a band or
| Frost giants often clan, there i5 a

30% chance that |
the lair has 1d2
captives. These can
be of any sort.

rlaks: captives. For

{each_ten adult gi-

(ants in a band or

clan, there isa 20%

chance that the lair
has 1d2 captives.
[hese can be of any
SOTL

Fire Giant
; Characters

& Most groups of fire giants in-
i clude _clerics with access 10

Fpost Giant any_twe of the follow- |

Characters ing_domains: Evil, Law, |
i_Mnnv_.r groups of frost glants Trickery, and War {most |
include clerics with dccess 1o choose Trickery or |

Lany two of the [ollowing do- i 2 ; ! Wat). |

ymaing: Chaos, Destruction, . 1 \ - B i

Byil, and War (most sl et A | N CLOUD ,

{chopse Destruction or R "8 ] il - W9 GIANT

| Wiar). : ' \ N Cloud giants con-

c ' sider  themselves

FIRE GIANT \ ([ Bl " - L \ "':‘ above all others,
Fire piants are i - ol - . EXCEPT STOrm glants,
brutal, mrhless, whom they regard as
and militaristic. equals. They are creative,
They are tall but e appreciate fine things,
squat, Tesem and are master strategists in barle,
bling huge Cloud giants have muscular humanoid builds and

dwrarves. ' R handsome, well-defined features. Cloud giants’ skin
They have coal-black e o ¥"  ranges in color [rom milky white tinged with blue
skin, flaming red or beight orange hair, " T light sly blue. Their hair is silvery white or brass, and
and prognathous jaws that reveal dirty ivory or their eyes are irdescent blue, Adult males are about 18 feet
yellose teeth, An adulr male is 12 feer tall, has a chest that meas- tall and weigh ahout 5,000 pounds. Females are sliphtly shorter
Ln'cs 9 feet around, and weighs ahout 7,000 pounds. Females are and liphter, Cloud glants can live to be 400 years old.
Lslightly shorter and lighter. Fire glants can live to be 350 years old. Cloud giants dress in the fingst clothing available and wear jew
| Fire giants wear sturdy cloth or leather garments colored red, elry. To many, appearance indicates station: The better the clothes
orange, vellow, or black. Warriots wear helmets and chainmail of and the finer the jewelry, the more important the wearer. They
blackened steel. alsa appreciate music, and most can play one or more instruments
A typical fire giants bag contains 1d4+1 throwing rocks, 3d4 {the harp is a favorire}.
mundane items, a tinderbox, and rthe piants personal wealth. Unlike most other giant varieties, cloud gianis leave their reas-
Everything a fire giant owns is battered, dirty, and often singed ure in their lairs. Their bags contain food, 1d4+1 throwing mocks,
from great heat. 3d4 mundane items, a modest amount of cash (no more than |
10d10 coins), and a musical instrument, A cloud plants posses- |
Combat sions are usually well made and maintained. —
| Fire glants’ thrown rocks have a range inctement of 120 feer. Fire = —

| glants hieat their rocks in fires, geysers, ot lava pools, sa that they . Combat. ; i
\deal additional damage. They favor magic flaming swords in Cloud giants fight in well-organized units, using carefully devel- |
A meles (when they can get them), They are also fond of grabbing \oped battle plans, They prefer to fight from a position above their |

Asmaller opponents and tossing them somewhere very hot. \oppanents. A favorite tacric is to circle the enemy, barraging them |
Fire Subtype (Ex): Fire immunity, double damage from cold |with rocks while the giamts with mapical abiliries assault them
except on a successful save. | |with spells. A cloud giant's thrown rocks have a range increment
of 140 feet
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Piie, Nl R

_g?

Spell-Like Abilities: Cloud giants stho dwell on cloud islands '

(see below) can use the following as the spells cast by a 15¢h-level
sorcerer: 3/day—levitafe (self plus 2,000 pounds) and obscurmg
mist; 1/day—fuog eloud.

Slkills and Feats: Cloud giants have EHD as though they were |

large creatures.

Cloud Giant Society
| The majority of cloud giants dwell oo clowd-covered mouulmn
L peaks, making their lairs in crude castles, They live in_small |
| groups but know the location of 1d8 other groups and band 1o
| gether with some of these for celebrations, battles, or trade. About
10% of the population builds castles on enchanted cloud istands
and tends to be isolated from other cloud glants,

Cloud islands are fantasiic places with giant-sized gardens of

fruit trees. According 1o legend, some giants mine their clouds for
| small chunles of the purest silver.

Good cloud giants trade with humanoid communities [or [ood, |

| wine, jewelry, and cloth. Some establish such pood relations
| that they come to a community’s aid i1t is endan-
' gered. Bvil cloud giants raid communities

to get what they want.

Cloud Giant Characters
Some cloud giant groups in
clude sorcerers or cledes,

| Good clerics have access
| o any two of the follow-
Ling  domains:  Good,
| Healing, Strength, and
| Sun. Bvil clerics have
| access toany two of the

| following domains: Death,
| Evil, and Trickery.

STORM GIANT

Storm._giants are gentle and reclu

sive. They are usually tolerant of
others but can be very dangerous
when angry.

Storm giants resemble well-formed
humans of enormous propor-
tions. They have pale, light
green ec (ravely) wioler
skin. Green-skinned storm
giants have dark preen hair
and glittedng emerald eyes. Violetskinned storm giants have

| deep violet or blue-black hair with silvery gray or purple eyes,
| Adults are abour 21 feer rall and weigh about 12,000 pounds.
| Stom giants can live to be 600 years old.

Storm piants' garb is usually a short, loose runic belted at the
waist, sandals or bare feet, and a headband. They wear a few pieces
of simple but finely crafted jewelry, anklers (favored by barefom
giants), rings, or circlets being most commeon. They live quiet, re-
flective lives and spend their fime musing shout the world, com-
posing and playing music, and tlling their land or gatherng food.

Storm giants usuvally carry pouches attached 1o theie belts in-
stead of shoulder sacles. These hold a simple musical insrrument
{usually a pan pipe or harp) and 2d4 mundane items, Other than

 the jewelry they wear, they prefer to leave their wealth in their
| Iairs. A storm giant’s possessions are usually simple (if not down-
| right primitive), but well crafied and maintained.

Combat
| Storm. giants use weapons and spell-like abilitles instead of hurl-

ing rocks. Their outsize composite longbows have a range incre- |

ment of 180 fect.

Spell-Like Abilities: Once per day a storm giant can coll lght- |
ning as a 15th-lesel druid and vse cham lighting as a 1 5th-level sor- |
cerer. Twice per day a storm giant can control weather as a 20th-level |
druid and levitate as a 20th-level sorcerer. Save DC is 12 5 EFII'.‘[L.

el

Freedom of Movement (Su): Storm giants continuously have

Jreedom of movement as the spell.

Water Breathing (Ex): Storm giants can breathe undenwater |
indefinitely and can_freely use their spell-like abilities while

|submerged.

1

Skills and Feats: Storm giants have EHD as though they were |

large creatures. Storm giants ignore all weight penalties for gear
carried when swimming.

Storm Giant Society 4

Storm piants live in castles builr on cloud islands (01-70 on di),
(mountain peaks (71-90), or underwater (91—00). They live off the

| land in the immediate vicinity of their lairs. If the natural harvest |

is not encugh to sustain them, they create and carefully il |
larpe gardens, fields,
and vineyards, They |
do_not keep ani-
_mals [or [ood, pre
Mferrng w hune Tand: |
and air-dwelling storm
glants usually are on
good_terms with neigh-|
boring silver dragons and |
good cloud giants, and coop- |
erate with them for mutual de-|
; fense. Aquatic_storm. giants |
have similar relationships |
with merfolk and bronze|
dragons.

Storm Giant

Characters

About 20% of adult
SIOTIN. giants are SOTCETETS Or

clerics. Storm giant clercs can chooss

two_of the following domains

Chaps, Cood, Protection, and War

GIANT EAGILE

e

\Climate/Terrain: Any forest, hill, mountaing, and plaing

Challenge Rating: 3

| Trensure: Mone

|Alignment: Usually neutral good

| Advancement: 5-8 HI (Huge), 9-12 1D (Gargantuan)

Large Magical Beast

Hit Dice: 4d10+4 (26 hp)

Initiative: +3 (Dex)

Speed: 10 ft, fly B0 fi. (average)

AC: 15 (-1 size, +3 Dex, +3 natural)

Attacks: 2 claws +7 melee, bite +2 melee

Damage: Claw 1d64, bite 1d8+2

Face/Beach: 5 ft. by s fi./s ft.

Special Qualities: Evasion

Sawes: Fort +5, Ref <7, Will +3

Abilities: Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10

Skills: Knowledge (nature} +2, Listen +5, Sense Motive +8,
Spot +11%, Wilderness Lore +&

Feats: Alermess

Organization: Solitary or pair

1 0 L




Giant cagles are intelligent, keen-eyed birds of prey that some-
titmes associate with good creatures.

They attack creatures that appear threatening, .capu_mjl].- those
iritent on raiding the eagles’ nest for egps or Oedplings, which
fetch a handsome price in many civilized areas. Young eagles can |
be trained and are prized as aerial mouns, .

| A typical plant eagle stands about

L feet all, has a wingspan of up _
[t 20 feet, and resembles its !

_ & %,

jsmaller cousins in nearly every e, |
{ W2y, except size. &
_Guur. eagles speak Com-

Jmon and Auran. > e

COMBAT
A giant engle typically attacks

(from 2 great height, diving earth-
ward at wemendouns speed. When it ™
annot_dive, it uses its powerful e

{talons and slashing beak to stikeatits S
| i
target’s head and eyes. L

A solitary giant eagle is rﬂ}lm“? hunting ——
or patrolling in the vicinity of its nest and gen- i
erally ignores creatures that do not appear threaren-
ing. A mated pair will attack in concert, making repeated
| diving artacks to drive awvay intruders, and will fight to the
death 1o defend their nests or hatchlings,
| Skills: *Giant eagles receive a 44 racial bonus ro
|Epc|t checks during daylipht hours.

TRAINING A GIANT EAGLE
| Training & giant eagle as an aedal mount requires a
specesstul Handle Animal check (DC 24 for a
I;,ruung creature, or DC 29 for an adult) and thar
{the ereature be willing,

Giant eagle egps are worth 2,500 gp
apiece on_the open market, while
chicks are worth 4,000 gp each
Mrofessional  trainers charpe 8§
1,000 gp to rear or train a giand
eagle, and riding cne requires
an exote saddle. A plant eagle
can fight while carrying a rider, but the rider
cannot also attack unless he or she succeeds ar a
Ride check (see Ride, page 72 in the Players
Hanadbook).

Carrying Capacity: A light load for a piant

Leagle is up to 300 pounds; a medium load,
b1-600 pounds; and a heavy load, 601-300 pounds.

GIANT OWL

Large Magical Beast

Hit Dice: 4d1044 (26 hip)

Imitiative: 13 (Dex)

Speed: 10 fr., fly 70 ft. (average)

AC: 15 (=1 sive, +3 Dex, ¢3pamreall

Attacks: 2 claws +7 melee, bite 32 melee
| Damage: Claw 1d6+4, bite 1d8+2
| Face/Reach: 5 fr. by 5 fe./5 b
{Special Qualities: Supedor low-light vision
5 : Fort +5. Ref +7, Will 43

ilities: Str 18, Dex 17, Con 12, 1ot 10, Wis 14, Cha 10
ills: Enowledge (nature] 46, Listen +16, Move Silenthy +9%,
Spot+10*

Feats: Alertness
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Clinutcﬂ%:nai.m..ﬁ.u? forest, hill, mountains and plains
Organization: Soliary, pair, or company (2-5)
Challenge Rating: 3

Treasure: None

|Alignment: Usually neural good
|Advancement: 5-8 HD (Huge); 912 HD {(Gargantuan)

. Giant owls are noctur-

W" nal birds of prey, feared |
Aﬁ _ for their ability to hunt and |

attack in near silence, They are |
intelligent, and though nawrally
suspicious, sometimes. associate
with good creatures. !
They artack creaturcs thal appear |
| threatening, especially those intent on
raiding the owls' nest for egps or fledg-
lings, which fetch a handsome price in |
many civilized areas. Young owls can be |
trained and are prized as serial mounts,
A typical giant owl stands about 9
feer tall, has 2 wingspan of up |
to. 20 feer, and resembles irs |
smaller_cousing in nearly |
VLY WAy eXcept size.
Giant_owls speal Common |
sod Sylvan.

COMBAT

A piant owl attacks by gliding s:lend.}r;u:ﬂ.
a few feet above its prey and plunging |

= tostrike when directly overhead. |

4 A solitary glant owl is typi- |

cally hunting or parrolling in
the vicinity of its nest and gener-
ally ignores creatures thar do not appear
threatening. A muted pair of giant owls will atack
in cancert and fight to the death to defend their
nest. Several giant owls sometmes operate
_l‘ a8 4 company for some specific purpose,
st - such_as driving away a group of evil
humanoids.

Superior Lcmr-l.ight Vision (Ex): A
giant_owl can_see live times as far as a
human can in dim light.
skills: Giant owls receive a +8 racial banus
to Listen checks. *They also receive a +4
racial honus to Spot checks in dusk and
darkness; when in fight, they gain 4 +8
bonus w Move Silently checks.

TRAINING A GIANT OWL

Training a giant owl as an_gerial mount requires a successful
Handle Animal check [DC 24 for a young creature, or 11C 29 for
an.adule) and that the creature bhe willing,

Giant owl epgs are worth 2,500 gp apiece on the open marker,
while chicks are worth 4,000 gp each, Professional rrainers charge |
1,000 gp to fear of (rain a giant owl, and riding one requices.an |
exotic saddle. & giant owl can fight while carrying a tider but the |
rider cunnot also artack unless he or she succeeds ara Ride check |

|{see Ride, page 72 in the Player’s Handbook), -

Carrying Capacity: A light load for a_giant owl is up to 3[‘.'1.'! |

pounds; a medium _load, 301600 pounds;_and a heavy load, |
601-900 pounds.




GIBBERING MOUTHER

Medium-Size Aberration
Hit Drice: 4d844 (22 hp)

Initiative: +1 (Dex) X

Speed: 10 ft., swim 20 ft. |
| AC: 19 {+1 Dex, +8 natural) 1
| Attacks: ¢ hites +4 meler |
| Damage: Bite 1 |
JFace/Reach: 5 fr by 5 /5 fu ]
| Special Artacks: Cibhering, spirtle, improved grab, blood drain, |
| engulf, ground manipulation
_Special Qualities: Amorphous

Saves: Fort 42, Rel 12, Will 15

Abilities: Sir 10, Dex 13, Con 12, Int 4, Wis 13, Cha 13

Skills: Listen +8, Spot +12
| Feats: Weapon Finesse (bite)

{ Climate/Terrain: Any land, aguatic, and underground
| Organization: Solitary
Challenge Rating: 5
Treasure: Mone
Alignment: Usually newtral
Advancement: 5—12 HD (Large)

A gibberng mouther is a horrible creature
| seemingly drawn from a lunatic’s nightmares.
| Although not evil, it thirsts afrer bodily fluids
| and seems to prefer the blood of in-
tellipent creatures.
| It is difficult to describe the
(mouther. While its body has the
| form and fuid motion of an amoeba,
| fns surlace has the color (but not the consistency) of human flesh.

Countless eyes and toothy mouths constantly form and disappear

all over the creature, often retreating inteo its body even as they

become apparent. Sometimes their arrangement resembles a face, |
but just as often they have no relationship to one another

Gibbering mouthers can speak Common, but seldom sy any-|
thing other than gibbering.

COMBAT

Gibbering mourhers attack by shooting out srings of protoplas-
mic flesh, cach ending in one ormoere eyes and a meuth that bites
at the enemy. A mouther can send oot a total of six such members
in any round.

Gibbering (Su): As soon as 3 mouther spots something edible,
Lt begins a constant gibbering as a free action. All crearures (other
| than mouthers) within a s0-foot spread must succeed ar a Will
Lsave (DC 13} or be affected as though by a confusion spell for 1d2
rounds. This is a sonic, mind-affecting compulsion ellect. Oppo-

nents who successfully save cannot be affected by the same gib-
bering mouther’s gibbeting for one day,

Spittle (Ex) At the start of every combat, and every 2 rounds
theeealter, a gibbering mouther looses a stream of spittle. This ig-
nites on contact with the air, creating a blinding flash of light. All
sighted creatures within 60 feet must succeed at a Fortitude save
(DC 13} or be blinded for 1d3 rounds,

Improved Grab (Ex): To use this ability, the gibbering

| mouther must hit with a bite artack,

Blood Drain (Ex): On a second successful grapple check
after grabhing, that mouth attaches to the opponent. It auto
| matically deals bite damage and drains blood, dealing 1 point of
| temporary Constitution damage each round. & mouth can be |
| tipped ofl {dealing 1 point of damage) with a successful |

Strength check {DC 12) or severed by a normal artack thar deals |
at least 2 points of damage (AC 18). A severed mouth continues

g N A B Wy,
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to hite and drain blood for 1d4 rounds afier such an anacl, |
A creature whose Constitution is reduced to © is killed and ab-|

sorhed by the mouther, which gains 1 hit point and adds another |

maouth and pair of eyes 1o its body. A
Engulf (Ex): A gibbering mouther can try to engull a
\Medium-size or smaller opponent prabbed by three or more
ymouths The opponent must succeed at a Reflex save (DC 14) ot

fall and be epngulfed. On the next round, the,

- mouther makes twelve bite attacks instead |

K of six (each with a H.amli:i

bonus), An engulled cres |

ture cannot attack the |

1
1
+
mouther from within. The previously attached mouths are nmv.!
free to attack others. { l

Ground Manipulation (Suk At will, as a standand action, i
gibbering mouther can cause stone and earth within 5 feer of it 1o
become a morass akin to quicksand. Softening earth, sand, or the
like takes 1 round, while stone takes 2 rounds. Anyone other than
the mouther in that area must take 2 move-equivalent action w
avoid becoming mired (treat as being pinned).

Amorphous (Ex): A gibbering mouther is not subject to eriti
cal hits, It has no clear front or back, so it cannot be flanked.

Skills: Thanks to their multple eyes, gibbering mouthers e
ceive a4 racial bonus 1o Spot checks,

GIRALION

Large Beast

Hit Dice: 7d10+14 (52 hp)

Initiative: +3 (Dex)

Speed: 40 ft, climb 40 fr.

AC: 16 (1 size, +3 Dex, +4 natural)
Artacks: 4 claws +12 melee, bite +7 melee
Damage: Claw 1d4+8, hite 1d8+4
Face/Reach: 5 ft. by 5 fr./10 fr.

Special Attacks: Rend 2d4+12

Special Omalities: Scent

Saves: Fort +7, Ref +8, %ill 43
Abilities: Str 26, Dex 17, Con 14, Int 3, Wis 12, Cha 7 =1
Skills: Climb +16, Move Silently +8, Spot 47 {
Climate,/Terrain: Warm [orest, mountains, and underground |
| Drganization: Solitary or company (3-8} \ i
| Challenge Rating: 5

| Treasure: Mong

|Alignment: Always chaotic evil

Advancement: 10 TID {Latpe); 11-21 HD (Huge)




Gimallony are savage cousins of the gorilla. They are aggressive,
Bloodthirsty, highly territorial, and
incredibly-strong,

Ihese creéatures look very much
like albino gorillas at fivst glance,
but even a casual ohserver will
Lnote their four arms. Adults of
thoth sexes

geant per 20 dules, 1 or 2 lieutenants of 4ch or Sth level, 1
leader of sth-&th level, and 6—10 dire lions; underground |
lairs also have 1-3 trolls)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By characrer class

{are about Grolls are hyena-headed, evil humanaoids thar wander in |
(8 feer tall, loose tribes, }
throad- A gnoll stands 7 1/2 feet mall, with greenish-gray skin, a
ichested, furry body, and a head like a hyenas, with a reddish gray to
and _ cow- direy yellow mane. 1t is 2 nocturnal carnivore, prelerring intel-

ered in thick,
pure white fur.
When moving
{on the ground, they
iwall on their legs and
Uewer arms. They have
{razor-sharp teeth . and
long, ripping cluws.

COMBAT

Girallons atteck anvthing that
gnters their territory, cven
Lothers of their kind. Their
Lsenseless belligerence is the
{one  choracreristic  thar
{leeps cheir mumbers in
{checle. Still, the cres-
jrures show some
Lcunning

I A solitary  girallon
Lwsually conceals irsell in the !
heanches of a tree or under a pile of
leaves and brush, with only its nose showing, 5hen it spots or
sgengs prey,. it charges to the ateack. The girallon picks up
prey chat is small enough to carry und withdraws, often 4
vanishing inte the rees before the victim’s companions
cun do anything to retaliate. Against larger foes, the
girallon seels to tear a single opponent to bits as quickly
&t can,

Rend (Ex): A& pirallon that hits with both claw at-
tacks larches onto the opponents body and tears the
Hesh. This attack automatically deals an additional
2d2412 points of damage.

| GNOI]

| Medium-Size Humanoid (Gnoll)

| Hit Dice: 2d8+2 (11 hp)

Initiative: +)

Speed: 20 ft. (scale mail), base 30 fr.

AC: 17 (-1 natural, =4 scale, +2 large shield)

Artacks: Bartleaxe +3 melee; or shorthow +1 ranged
Damage: Battleaxe 1d8=2; or shorthow 1de
Fuce/Reach: 5 fr.by 5 0L/5 [0

Special Qualities: Darlovision 60 fr.

Saves: Fort +4, Ref +0, Will =0

| Abilities: Str 15, Dex 10, Con 13, Inc 8, Wis 11, Cha 8
|Slills: Listen +3, Spot +3
| Eeats: Power Artack

ligent creatures for food because they serearmn more, Goolls tend |

to think with their stomachs, and any alliances they make {usy- |
ally with bughears, hobgoblins, cpres, orcs, or trolls) often fall

apart when the gnalls get hungry. They dislike giants and most

othet humaneids, and they disduin manual labor They do not |
like bright light, bue it causes no harm to them,

COMBAT
Gnolls like to ateack when they have the advantage of oum- |
bers, using horde metics and theie grear strength ro overwhelm
and knock down thelr cpponents. They show lietle discipline
when [ghting unless they have a strong leader, at which times
they can maintain ranks and fght a3 2 unit While they do not usu-
ally prepare traps, they do use ambushes and ey 10 attack from a |
\flanking or rear position. Because of its aomoz and shisld. a gnolls |
Hide score is —6, which meuns goolls always take special care 1o |
seek favordhle conditions when laving ambushes [such as dark- |
o0 s e ness, heavy covern, ot
some other form.of |
concealment). |

—

Iﬂ]jmntcﬂ'n‘min: [emperate or warm land and underground

| Organization: Solitary, pair, gung (2-5), band [10-100 plus 50%
noncombatants plus 1 3rd-level serpaant per 20 adults and |
leader of 4th—ath level), or cibe (20200 plus 1 3rd-level ser




GNDLL SOCIETY

Gnolls are ruled by the strongest member of the | glnun who uses
[ear, intimidation, and strength o remain in pewer. 1Ea chieftain
is killed, the stronger members of the tribe Hght to be the new
chieftain; il these combats take oo long or sev-
eral combatanes die. the tribe may break up into
a number of packs that go their separate ways.
|Gnolls revere the phases of the moon, bur
| most tribes have no oue priests,

M band or tribe includes as many noncom-
| butant voung as there are aduoles, Gooll laics
Lare forrified surface cncampments o under-
| ground complexes. Gnolls rake slaves. and
any lair will have one slave for every ren
wdules, i not more, Slaves are usually
humans, orcs, or hobgohblins and suffer a
Uhigh armition rate hecause of the gnolls'
| Appetites,
| Gnolls speak Gooll and sometimes
| Goblin ot Cree.

Their special patron is the demon
lord Yeenoghu, who looks like a gaunt
gnoll, Most pnells serve and revere
Yeenoghu rather than worshiping a
deiry,

GNOLL CHARACTERS
LA grolls favored class is rangen gnoll
leaders are usually rangers. Gnoll cledcs
Lusually worship Brythnul, deity of
| slaughrer,

GNOME

Small Humaneid (Gnome)}
Hit Dicg: 1d8+1 (5 hp)
Initiative: +0
Speed: 20 4t
AC: 16 (+1 size, +¢ chain shire, +1
small shield)
Artacks: Short sword +2 melee; or liphr cross-
bowe +2 ranped
Damage: Short sword 1ds 15 or light crosshow
1ds
Face/Reach: 5 f. by & fr./5 fi. ——
Special Attacks: Cnome traits, spells. g
Special Qualities: Gnome traits, speak with
| pmimals
| Saves: Fort =3, Ret +0, ¥Will 40
| Abilities: Str & Dex 10, Con 12, Tne 11, Wis 11, Cha 11
| Skills; Listen +4, Spot.+2
Feats: Weapon Focus (short sword)

Climate/Terrain: Any forest, bill, snd underpround
Organization: Company (247, squad 111-20 plus 1 leader of
yrd—ath level and 2 3rd-level leutenants), or band (30—50 plus
t 3rd-level sergeant per 20 adulis, 5 sth-level lientenants, 3
7th-level captaing, and 2= dive badgers)
Challenge Rating: 12 or 1 (svirineblin’
Treasure: Standard
Alignment: Usually neureal good
Lidyvancement: By character class

_ Gnomes are invererate exploters, tocksters, and inventors, They
have g knack for both illusion and alchemy

Gnomes stand 3 o 3 1,2 feet rall and weigh 40 to 45 pounds, |
Their skin color tanges from dark can to woody brown, their hair |

is fair, and their eves can be anv shade of blue. Gnome males |
prefer shor, carefully trimmed beards: Gnomes generally wear |
leather or cacth rones, though they decorate their clothes with in- |
ricate stitching or fine jewelry Gnomes reach adulthood arabout |
lage 40, and they lHve about 350 years, though some can live almost

LS04} years,

Gnomes are inguisitive, They love to learn by personal experi-
enice. Ar times they're even reckless, Their cutiosity makes
them skilled engineers, as they are always
trying new ways to build things |

]' Somerimes a_gnome pulls z |
prank just ro see how che
people involved will react,
Cnomes speal their own |
language, Cnome. Maost)
gnomes. wha travel out
side gnome lands [(as
traders, tinkers, or ad-,
venturers) know Com- |
mon, while warriors in
ghome  settlements |
usually learn Goblin or
Kobaold. |
Maost_gnomes_encoun
teted outside their home are
wartioes; the information in |
the statistics block is for one |
of 151 level. (See page 39 in |
the Duwcrow Mastrels Guide for more
about the warrior class.)

COMBAT

Gnomes prefer misdirection and ll-:-:r[:.r__
don over direct confrontation, They |
would rather befuddle or embar-

rass toes [other than goblineids

or kobeolds) than kill them.
Gnomes make heavy use of illu-

sion magic_and carefully pre-

* pared  ambushes " and  traps

whenever they can,

Spells: Cnomes wirth Tngelli-
gence scores of 10 or higher may
cast dancing hights, ghost sound, and
prestidigitation, each once per day as
a 1st-level wizard (spell failure
penalties lor armor apply).

Speak with Animals (Sph
"Omnce per day a gnome can use
sprak wilh anirnals as a 1sr-level druid to communicare with a bur-
rowing mammal (hadger, fox, rabbit, erc.).

Cnome Traits (Bx): Gnomes bepefit from a number of mcial
traits.
= Small: Gnomes gain a <1 size bonus to AC and arrack rolls and a

+4 size bonus to Hide checks, bur they must use smaller

weapons than humans use, and their lifting and carrying limits
are three-guarrers of those of Medium-size creatures, !
* Low-light Vision. Gnomes can see twice as lar as g human in |
statlight, moonlight, rorchlighe, and similar conditions of poor |
iluminarien,
+2 racial bonus 1o saving throws against illusions, |
* | racial bonus to attack rolls sgainst kobolds and goblineids, |

* —4dodge bonus against plants,

Skills: Gnoemes cecelve a 02 racial bonus to lmmn checks, |

for their keen hearing, and to Alchemy checks, becatse their
{gensitive noses allow them ta monitor alchemical processes by

smell,



S

8

r'_"’"'—f

GNOME SOCIETY

Cremes ger along well with dwarves, whe share their love of pte-
clous things, their curiesity abour mechenical devices, and their
hatred of poblins and gianes, They enjoy the company of halflings,
especially those who are easvpoing enongh to pur up with pranks |
and jests, Most gnomes are a licrle suspicious of the taller races.— |
| humang, elves, hali-elves, and half-orcs—hue they are marely hos: |
Jitle or malicious, I
Gromes make their homes in hilly wooded lands. They live un- |
i d.g;rg-rquml but get more fresh air than dwarves, enjoying the nat- |
Lutal, living world on the surface whenever they can, Their homes |
Litre well hidden, both by clever consmuction and illusions, Those
Lwho come to visit and are welcome are ushered into the bright,
wirm burrows. Those who are not welcome never find the bur-
rows in the first place.
The chief gnome god is Garl Glirterpold, the Watchful Protec
_tor, His clerics teach that gnomes are to cherish and supporr their
communities, Pranks, for example, are seen as ways o J.lg]‘ll’erl
1 spirits ind to keep gnomes humble, not ways for pranksters to fri- |
Lumph over those they trick.

SUBRACES

+

€

.* Forest gnomes have the innate ability ro passwilhanl trace {as the

homes, They are the smallest of all the gnomes, averaging 2 1o
2172 feet in heighr, with bark-colored, gray-green skin, dark hair, |
and blue, brown, or_green eves. A very long-lived people, they |
have an average life expectancy of 500 years, '
In addition to Gnome, forest gnomes speak EIE Sylvan, and a

lsimple language that enables them to communicate on @ very
| basic level with forest animals,

Forest Gnome Traits (Ex): These are in additien to the bagic
gnome mraits, excepl where noted here.

spelll. f
1 tacial bonus to arrack rolls against kobolds, poblinoids, orcs,
and repeilisn humanoids,

Skills: Forest pnomes receive a +4+ racial bonus ro Hide checks, |
which Improves o +8 in a wooded area,

NOME CHARACTERS

A gnome's favored class is illusionist. Most gnome leaders are il-
|usionists or tlusionist/rogues.

GOBLIN

[he information above is for rock gnomes, the most common va-
rery There are two other major pnome subraces, which differ
from roclk pnomes as followrs.

Syirfneblin
g0 called deep gnomies, svirfnehlin are said 1o dwell in grear
cities deep underground. They keep the location of these cites
Lseerer o profect them from their deadly foes: drow, kug-tog, and
}mmll flayers.
| &virfneblin have wiry, gnarled physiques. Their skin is rock-
Leolored, usually medium brown to brownish gray.and their eyes
Lare gray, Males are bald; females have stringy gray hair. The aver-
Lage svicfneblin lifespan is 250 years. They speak Gnome,
Common, Terran, and Undercommon. Most alse speak the lan-
guage of drow or luo-toa.
The rypical abiliry scores for a svirfneblin ave Sir 8, Dex 12, Cony
10, Inr 10, Wis 12, Cha &,
Spell-Like Abilities: Sviclneblin have no special skill with. ar)
tesistance 1o illusions, but they can use bindness, Mlur, and change |
#lf each ance per day. These abilities are as the spells cast by a
wizard of the svicfneblins characrer level (save DC 10 + spell level;
Nondetection (Su): Svirfneblin have a contdnuous nondetec-
tion ability as the spell
Svirfoeblin Traits (Ex) These are in addition o the basic

gnome fraits, except where noted here,
* Stonecunning: Like dwarves, svirfneblin receive a +2 raclal
bonus ta checks to notice unusual sronework. Something thar
isnt stone but that is disguised as stone also counts as nnusual
sionework. A deep gnome whe mersly comes within 10 feet of
unusual stonesvork can make a check as though acrively search
ing and can use the Search skill 1o find stonework traps as o
rogue can, A svirfneblin can also intuir depth, sensing the
approximate distance underpround as naturally as a human can
gense which way is up,

[arkvision up to 120 feer,

Spell resistance of 11 ¢ character level,

-2 pacial bonus o all saving throws.

4 dodge bonus againstall crearures (no special bonus. agninst
_plants], §
gkills: Svirfeblin recgive a +2 acial bonus to Hide checks,
chich improves to +4 in darkened ureas underground,

T
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Fprest Gnomes
Shy and elusive. forest pnomes shun contact with other races|
except when dire emergencies threaten rheir beloved forest,

.sbave also speak Common,

Small Humanoid { Goblineid)
Hit Dice: 18 (4 hp}

Initiative: (1 (Dex;
Speed: 30 ft,
AC: 15 {41 size, +1 Dex, +3 studded leather)

\Artacks: Morningsiar +1 melee; or javelin +3 ranged
|Damage: Morningstar Ld8-1; or favelin 1dée—)

Face/Reach: 5 fr. by 5 01./5 It

Special Qualities: Darkvision o ft.

Saves: Tort +2, Ret +1, Will +0

Abilities: S8, Dex 13, Con 11, Tnt 10, Wis 11, Cha 8
8kills: Hide +6, Listen +3, Move Silently 4, Spot -3
Feats: Alertness

Climate/Terrain: Temperare and warm land and underground

Crrganization: Gang (4-9), band {10-100 plus 100% noncombat-
ants plus 1 3rd-level sergeane per 20 adults and 1 leader of
ath—arh level), warband (10 24 with worg mounts), or tribe
{40—400 plus 1 3Ind-level serpeant per 20 adults, 1 or 2 liew-
tenants of 4th or 5th level, 1 leader of éth—ath level, 10-24
worgs, and 24 dive wolves)

Challenge Rating: 1,4

Treasure: Standard

Alignment: Tsually neuteal evil

Advancement: By character class

Gobling are small humanoids that many consider lisrle more than
a nuisance, However, if they are unchecked, their grear numbers,
rapid reproduction, and evil dispositions enable them to overrun |
and despoil civilized arcaz

Cabling have flat faces, broad neses, pointed ears, wide mouths,
and small, sharp fangs. Their foreheads slope back, and their eyes
are_usnally dull and glazed, varying in color from red o yellow,
They walk upright, bur their arms hang down almest o their
linees, Gohling skin color ranpes from vellow through any shade |
of orange to 8 deep red: usually all members of a single tribe are |
about the same color, They wear clothing of darl leather, tending |
toward deab, soiled-loaking colors.

Goblins spe_ak Cobling those with Intellipence scores of 12_U1' i

Most pobling encountered outside their homes are warriors; |
\the informarion in the statiseics block is for one of 15t level. (See

{page 39 [n the Dusceos Mastza's Guide for more about the warrior

Lclass)




COMBAT

Being bullied by bgger, stronger crearures has
taught goblins to explodt what few advantages they
have: sheer numbers and malicious ingenuity,
The concept of a fair fight i+ meaningless In
their society. They faver ambushes, over-
| whelming adds, direy tricks, and any orher
| edge they can devise,

Goblins have & poor grasp of strar-
{egy and are cowardly by natare, tend-
ling ta flec the field if a batele wiens
Lagainst them. With proper super-
| vision, though, they can imple-

ment reasonably complex plans,
and in such circumstances
their numbers can be o deadly

cadvantage.

| 8kills: Goblins gain a "
| racial bonus to Move Silently

|checks.  Goblin

'{mounted on worgs) gain a
v6 bonus to Ride checlss and
the Mounted Combar fear
(neither of these benefits is in-
cluded in the statisrics block).

GOBLIN SOCIETY
[ Coblins are_tribal. Their lead
Lers are gencrally the bipgest,
sometitnes
Leven the smartest around,
| They have almost no con-
{cept of privacy, living and
\sleeping in large common
areas; only the leaders live
separately. Coblins sur-
vive by raiding and stealing

and

LEtrongest,

cavalry

{preferably frem those who cannot defend

themselves easily), snealting into lairs, villages, and even towns|

Sty

by night ta take what they can, They are not above waylaying |

mribe’s lair or camp.

adepts (see page 37

and supplies. Once a tribe has despoiled a locale, iy
simply packs up and moves on to the nexc conven- |
ient area. Hobgoblins and bughears are some- |
fimes found in the company of goblin tdhes, |
usually as bullying leadess, Some gablin ribes |
form alliances with worgs, which carey|

travelers on the toad or in forests and stripping them of all pos- |
sessions, up to and including the clothes on their backs, Gok-|
lins sometimes capture slaves to perform hard labor in the |

These creatures live wherever they can, from dank caves
to ismal ruins, and their lairs ave always smelly and filthy
due to an urcer lack of sanitation. Goblins often settle near
civilized arveas to raid for food, livestock, tools, weapons, |

them inro combat.

Goblin bands and trbes
have noncombatant young,
equal in number o the ]
pdults.

The  chiel gobling
aledty s Maglubiyet, |
who urges his wor- |
shipers to_ expand |

their numbers and |

_overwhelm thir |

Competiors, I_
¢ GOBLIN

CHARACTERS |
A poblin's favored class s
rogue; goblin leaders tend |
to he rogues or fighter/rogues. |

Goblin clerics worship Maglu- |
bivet and can choose mwo of the
following domains: Chaos, Bvil, and
Trickery Most poblin spelleasters, however, are
in the Duwceos Masters Guude), Goblin
adepes favor spells thar [ool or conluse enemies,

Hit Dice:
Initiative:

| Speed:

LAC:

| Attacks:
Damage:

| Face/Reach:

| Special Attacks:

Special Qualities:

Saves:
Abiliries:

Flesh

Large Construct

adini49 by

—1 (Dex)

30 ft, (can't Tun)

18 (—1 size, =1 Dex, =10 natural}
2 slams + 10 melee

Slam 2d845
sftbysirfiolt

Berserk

Consirict, magic iImmunity,
damage reduction 15/+1

Forr +3, Bef +2, Will <3
Str21, Dex 2, Con —,
Int —, W5 11, Cha 1

Climate,/ Terrain:
Orpanization:

Challenge Rating:

Treasure;
Alignment:
Advancement:

Clay

Large Construct

11d10s0 hp)

—1 [Dex)

20 1t {can't run)

2201 size, —1 Dex, 114 natural)

2 slams +14 meles

Slam 2d10+7

Sfbysfefl0f

Berserk, wound

Construct, mapgic mmuniry, damage
reduction 20001, immune to piercing
and slashing, haste

Tort -3, Ref =2, Will +3

5t 25, Dex 9, Con —,

Int—, Wis i1, Cha 1

Any land and vnderground
Solitary or gang (24}

Mone
Always neutral
10—1& HD (Large); 19-27 HD (Huge)

Ay land and underground

Solitary or gang | 2—4)

i

Mone

Always neurral

12-18 HD (Largel 1933 HD {Huge}

GOLEM

Large Construct

1410 (77 hp)

—1 (Dex)

20 ft. (can’t tun) |
26 (—1 size. —1 Dex, +18 natural)
2 slams =18 melee

Slam 2d1049

sl by siv/of

Slowr

Construct, magic immunity,
damage reducrion 30/+2

Forr +4, Ret +3, Wil +4
Str 29, Dex 9, Con —,
Imt—, Wis 11, Cha 1

Any land

Solitary or gang {2-4)

11

Mone

Always neurral !
15-21 HD (Large): 22-42 (Huge]
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Iron Construct: Immoune to mind-inlluencing effeces, polsan, dis- |
i Large Construct case, and similar effects, Mot subject to critical hits, subdnal
Hit Dice: 1ad10 {99 hpl dumage, ability. damage, enerpy drain, or death from massive |
Initiative: —1 [ Dhexy damage. |
Speed: 20 £t (can't run) L | Magic Immunity (Ex): Gelems complerely resist most mag-
AL 30 (-1 size, —1 Dex, +22 natural) lical and supernarural effects, except where otherwise noted
| Attacks: 2 slams +23 melee L Lhelow.
| Damage: Slamy 2d10+11 ; ;
| Face/Reach: 5[ by s fr./10 6 . CONSTRUCTION _
|Special Attacks:  Dreath weapon ] [The cost listed for each golem includes thar of the physical bady
|Special Qualities: Construct, magic immunicy, damage and all the marerials and spell components that are consumed or |
{ reduction 50/+3, rust vulberability become a permanent pact of it
| Baves: Fort +6, Bef +5, Will -6 The first task is carving or assembling the gelems physical
Abilities: 533, Dex 9, Con —, body, The gelem’s creator can assemble the body er hire someane |
Int —, Wis 11, Cha 1 else to do the job. The builder must have the appropriate skill, |
== which varies with the golem,
(Climate/Terrain: _Any land The real work of creating a golem involves extended magical
| Organization: Solitary ot gang (2-4) | lrituals that require two menths to complete. Understanding the |
| Challenge Rating: 13 . _riwals requires a character of the required level with the Crafr,
| Treasure: None | Magic Arms and Armor and Cralt Wondrous Irem feats. The cee-
Alignment: Always neutral aror must labor for at least 8 hours each day ina specially prepared |
Advancement: 19—24 TID {Large); 25—-54 HII (Fuge) laharatory of workroom. The chamber is gsimilar to an al-

chemist's laboratary and costs 500 gp o establish,
When not working on the eiuals, the creator must
rest and can perform no other activities sxcept
earing, sleeping, or talking, If personally con-
structing the golem’s body, the ceeator can |
perform the huilding and rituals ro- |
gother If the creator misses a day of |
tiruals, the process [ails and |
must he started again, Money |
spent is lost, but XP spent are not. |
The golem's body can be reused, as |
can the laborarory:
Completing the riual drains
the appropriate XF [rom the cre-
aror and reguires casting any
spells on the final day, The cre
ator must cast the spells per-
sonally, but they can come
from outside sources, such
as scrolls.

FLESH GOLEM
A flesh golem is a ghoulish
collecrion  of swolen
human  bady  parrs,
stitched eogether into
a single composire
form. It stands 6 feet
tall and weighs al-

most 500 pounds.

Tts skin is the sickly green
or yellow of partially decayed
flesh. A flesh gelem smells
faintly of feshly dug earth |
und dead Mesh, and no natural |

animal willingly tracks one. |
The golem wears whatever |
clothing its creator desires, |
usually justa ragped pair |

Gelems are magically created
automatons of greal power. Con-
structing one involves the em-
ployment of mighty magic and
!:lcmu ntal forces,

The animating force for a
|polem 1 a spirit from the Ele-
| mental Plane of Farth. The
|process of creating the
|golem binds the unwill
ling spirit to the artificial
body and subjects it o the
will of the polem’s crearer:

COMBAT

Colems are temacious in
combar and prodigiously
strong a5 well. Being mind-
less, they do nothing without
orders from their creators,
They follow instcucrions ex-
plicitly and are incapable of any
strategy_or tactics. They are
emotionless in combat and
Lcamnet be easily provoked.

1 A polem’ creator can com-

cmoand it if the golem is within 60

(feet and can see and hear its cre-
ator, I uncommanded, the golem
usually follows ics last instruction o the
best of its ability, though i atacked it
returns the attack. The creator can
give the golem a simple program to
govern its actions in his or her ab-
semce, such as “Remauin in an area
and attack all creatures that enter”

|loe only o specific type of cres-
(e, Bing a gong and attack,”

or the like. L of trousers. It has no |
I Since golems do not need 7T SENGE ' M e WA possessions and no |
Ltobreathe and are immune ro e weapons. The golem cannot
cmioel forms of energy, they can press L speak, although it can emir 3 hoarse roar of sores. Tt walks
an attack against an opponent almost anywhere, frem the bortom | land moves with a still jointed gait, a5 if not in complere contral
ol the sei 1o the frigid rop of the tallest mountain, . of its body.

MM



Combat
Elesh golems often fare poorly in combat thanks o their rdlr]'r Lo
AC, though they can easily crush foes that lack magie weaponry,
A flesh polem supported by an ally that can launch elecrrical at-
tacks is fearsome indeed.

Berserd (Ex): When a flesh galem enters combar, there is a cu- |
| mulative 1% chance each round that its elemental spiclc breaks
| free and goes berserk, The uncontrolled golem goes on a rumpage, |
| atracking the nearest living creature or smashing some object

| smaller than itself if no coeatuee is within reach, then moving on

| to.spread moere destruction. The golem's crearor, if within 60 feet, |

| can ey o regain conmol by speaking firmly and persuasively w
| the golem, which requires a suceessful Charisma chack (DC 19,
It eakes 1 minute of rest by the polem to reset the golem's berserk
chance to 0%,
Magic Immunity (Ex): Flesh golems are immune w all spells,
| spell-like abilities, and supernacural effects, excepr as [ollows

| Fire- and cold-hased effects slow them (2s the spell) for 2de
| tounds, with no saving throw An electricity effect breaks any slow |
| effect on the golem and cures 1 point of damage for each 3 points |

of demage it would otherwise deal. For example, a flesh golem hit |

by a Lightng ol cast by & sth-level wizard gains back € hir poines
if the damage total is 18 The golem rolls no saving throw against
elecrricity effects.

Canstruction
| The pieces of a fesh polem muost come from normal human
| corpses thae have not decayed sipnificantly. Assembly requires a
| minimum of six different bodies. one for each limb, the torso
| {with head), and the brain, In some cases, more bodies may be
| necessary
The golem costs 50,000 gp to create, which includes 500 ap lor
| the construction of the body. Assembling the bady requires a suc-
| cessful Craft (leatherworking ) or Heal check (DC 13
The creator must be 14th level and able 1o cast arcane spells.
Complating the ritual drains 1,000 XP from the creator and re-

quires bull's strength, peas/quest, Timiled sk, polymorph any ohject,

and protechon from amus,

CLAY GOLEM
This golem has a humanoid body made [rom clay and stands,
about 18 inches taller than a normal human. 1t weighs around son /|
pounds,

The golems features are grossly distorted from the human
narm, Its chest is overly large, with arms attached by thick knots
of muscle at the shoulder, hanging down to its knees, and ending
in shore, stubby fngers. It has no neck, and the large head has

broad, flat fearures. Tes leps are shor and bewed, with wide, fat

(feer. A clay golem wears no clothing excepe for 8 meral or sff

Ueather garment around its hips. Ir smells faintly of clay. The

| polem cannot spealt or make any vocal noise. T walks and moves
with a slow, clumsy gait,

Combat
Clay golems are Fa_u;h effective combatantg, thanks o their im-
munities and their haste abiling
Berserk (Ex): When a clay golemn enters combat, there is a cu-
mulative 1% chance cach round that its elemental spirit breaks
free and goes berserk. The uncontrolled golem poes on a rampage,
attacking the nearest lving creature or smashing some object
L smaller than itself if no creature is within reach, then moving on
|t spread more desteuction, Cnee the golem poes herserk, no
Lknewn methed can reestablish contral,
Wound (Ex): The damage a clay golem deals doesn't heal natu
rally. Cnly a heal spell or a Healing spell of sth level or higher can
heal it.

m W Fis, ]
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Immune to Slashing and Fiercing (Ex): Slashing and piere-
i.l:la “EJPDI[S, EYEN E'l'l.l:l:la'l'lTE"LI. DTS, |I\'.';l! iy dﬂmﬂgt b 8 I_l.a:r'_‘
polem. -4
Magic Immunity (Ex): Clay golems are immune to all :.pi.]lm

Jspell-like abilities, and supernatural effects, except as follows, A
| move earth spell drives the polem back 120 feer and deals 3d12
\poinrs of damage to.it A disintegrate spell slows the golem (as the

slow spell} for 1de rounds and deals 1d12 poines of damage. An
carthquake cast directly at a clay golem stops it from moving that |

round and deals 5410 points of damage, The golem pets no s,avj.u,g,,
Lthrow apainst any of these effecrs,

Haste (Su): After it has engaged in at least | round of Lum]:u.t.
a clay golem can haste ftsell once per day as a free acrion The

effect lasts 3 rounds snd is otherwise the same as the spell. |

Construction |
i clay golem’s bady must be sculpted from a single block ol clay
iweighing at least 1,000 pounds,

The golem costs 60,000 gp to create, dncluding 1,500 gp Lor the |

bedy and 30,000 gp for vestments, which can be reused. Creating

the hody requires a successiul Cralt (sculpting or masonry; checl
M 15,

The ritual peguires a 1ath-devel creator who can cast dmr:
spells, Completing the ritual drains 1,200 XP om the creator and
vequires anmale objecls, bless, commane, praves and resurrection,

STONE GOLEM

LA stone golem s 9 feer tall and weighs .m}uu.d 2,000 pounds. lu .

body is ol roughly chiseled stone, frequently stylized ta suit its,|
creator. For example, it might look like it is wearing armar, with a |
particular symbol carved on the breastplace, or have designs
worked into the stone of its limbs.

Combat

Stone golems are formidable opponents, baing physically pm‘.ﬂ'
ful and difficulr to harm.

Slow (Su): A stone golem can use slow as o free action poce
every 2 rounds. The effece has a range of 10 feet and a dusation of
7 rounds, requiring a successful Will save (T 13) o negare. The
ahiliry is otherwise the same a5 the spell

Magic Immunity (Ex}: A stone golem is immune to all spells,
spelllike abilides, and supernatural ellects. except as follows, &
transmute rock o mud spell slows it (as the slow spell) for 2de
reunds, with no saving throw, while transmute mug to vock heals all
ol its loat hit points, A stane to flesh spell does noe actually change
the polems structure but males it vulnerable ro any normal arrack
foor the following round (this does not include spells, excepr those
that cause damage).

Construction

A stone golem's body is chiseled T single block of hard stone, |
such as granite, welghing ar lease 3,000 pounds.

The golem costs 80,004 gp to creace, which includes 1,000 gp
for_the hody Assembling the body requires a successful Crafe
{sculpring or masonry) check (DC 170

The crearor must be Léth level and able to cast arcane spells,
Completing the ritual drains 1,600 XP from the creator and e |
quires geas? guest, limiled wish, polymorgh any object, and slow.

IRON GOLEM |

LAD iron gelem is twice the height of & neemal human and weighs | '
around 5,000 pounds. Te can be fashioned in any manner, just lLLEt
a stone golem, although it almost always displays armor of some

(sort, Tts fearures are much smoother than those of 2 stone golem, |

Iron golems sometimes have a short sword (relative o their stee)

Lin ome hand.
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The iron golem cannot speak or make any vocil neise, nor does

it have any distinguishable oder. It moves with g ponderous but
smoth gait at half the speed of 2 normal human, Bach step causes
the floar to tremble unless it is on a thick, solid foundarion,

Combat
{ron golems are mighty combatants, They strilte with deadly ac
I.r.ur:]u_;r and incredible force. Their bodies are nearly invulne ],'d,h]f,
{ bt can be reduced to piles of rubbish by rust monsters,

Breath Weapon (Su): First or second round of combar—c !uu.ll
_l:-ipnlsonou;. aas, 10-Foot cube directly in front of the golem lust-|
Ling | round, free action every 1d441 rounds: Fordtude save (DC
(17}, inirial demage 1d4 temporary Constitution, secondary

darmage death.

Magic Immunity (Ex}: An iron golem is immune o all spells,
spelllike abilities, and supernarural effects, except as follows. An
jelecericity effect slows it (as the stow spell) for 3 rounds, with na

:cu;es_l point of damage for each 3 points of damage it would oth- |
Lerwise deal. For example, a flesh golem hic by a firehall cast by a )

sth-Jevel wizard gains back & hit points if the damage rotal is 18,1

The golem rolls no saving throw against fire efflects.

Rust Vulnerability (Exk: An iron golem is affected normally
by rust attacks, such as that of a rust monster of a tusting grasp
spell,

Construction
LAn iron gnlem’ﬁ body is sculpted from 5,000 pounds of pure iron,
i The golem costs 100,000 gp to create, which includes 1,500 gp

ot the body. Assembling the body requires a successful Craft (ar:

|mmsm11!|1m;_, o wemmmmuhmg] check (I} 20,

The creatar must be 16th level and able to cast

Jarcane spells. Complering the ritnal drains 2,000

P from the creator and requires cloudkall,

Lgeasfuest, limited wish, and polymorph
wny object,

GORGON'

sn\mgthmw A fire effect breaks any slow effect on the gelem and |

Large Magical Beast
Hit Dice; 8d10-24 (68 hp)

|Initiative: +4 (bmproved Initiative)
Speed: 30 f1.
VAC: 18 (=1 size, +9 natural)

Artacks: Gore +12 meles
Damage: Core 1d8+7

Face/Reach: 5 ft. by 100175 [t.

Special Attacks: Breath weapon, rample 1d§47
Special Qualites: Scent

Saves: Fore <2, Rel +a, Will +3

Abilities: Str 21, Dex 10, Gon 17, Int 2, Wis 12, Cha 9
Sleills: Tisten 18, Spot +8

Feats: Alertness, Improved Initative

| Climate/ Terrain: Temperate and warm land and underground
{Organization: Selitary, pair, pack [2—4), ot herd (5-13]
Challenge Rating 8

Treasure: Mone
Alignment: Always neutral .
Advancement: 915 HI (Large); 16-24 HD (Huge)

Gorgons are bulllike creatures that guard their tesritory H.ercnh_r.
They are fond of rocky areas, especially underground labyrinths,
A typical gorgon stands over & feet tall at the shoulder and |

imeasures § feet from snout to tail. Although bully Hke a bull, the |

gorgon is covered with merallic black scales and has silver hocns, |
Lts eyes hurn red, giving the impression of two hot coals ser be- |
neath its heavy brow. |
Gorgons are nothing if not aggressive. They atack intmidars on |
sight, attempring to trample, gore, or petrify them, Thene is no way |
1o calm these furious beasts, and they are impessible to domesticate.

COMBAT

Whenever possible, a gorgon begins any encounter by charg-
iy at its opponents,

Breath Weapom (Su): Tuen [0 stane permanently, cone,
&0 feer, every 1d4 rounds (but no more than five times
per day); Fortitude save (DO 173,

Trample (Exl: & gorgon can trample Small or
smaller creatures for 1d8+7 points of damage. Cppo-

nents who do net make atracks of opporru-
) ity against the porgon can atrempe a
Reflex save (DC 23] to
. hulve the damage

-
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GRAY REN DE R e remain fairly close, watching over its adopted chargels) and?
daily bringing an offering of meat. It never willingly harme |

Large Beast adopted crearures and rerreats if they attack it Most creatures L
Hit Dhice: 10d10-70 (125 hp) however, quickly begin to appreciare hiwng such a powerful ally |
Initiative: 10 L land accept and even rely on the prav render.
Speed: 30 [t Lo i
; &pC: {9 (-1 size, +10 patural) | COM“ﬂT
|Ateacks: Bite +12 melee, 2 claws 17 melee | A gray render arracks o kill, whether to bring down prey of o
| Damage: Bite 2d6-6, claw 1ds+3 : provect itself or those ithas edopred. When hunting, it somelintes I
| Face/Reach: 5 ft. by 5 [L/10 (. . _arempts to hide and wait for prey to wander close,
| Special Attacks: Tmproved grab, rend 3de+0 | Improved Grab (Ex): To use this ahility, the gray render rl11.1'il;
| Special Qualities: Scent hit wrich its bire arrack.
| Saves: Fort +14, Bef +7, Wl 14 Bend (Bx): A gray render that gets a hold larches onto :he o
Abilities: St 23, Dex 10, Con 24, Inr 3, Wis 12, Cha & ponent’s body and tears the [esh This artack automarically d.eal“
Slkills: ITide +7, Spor +8 3d619 points of damage,
— e Skills: Cray renders receive a +4 racial bonus to Spot chocks |
| Climate, Terrain: Any land and underpround .due to their six keen eyes.
| Organization: Selitary | | .
| Chal : Rating: 8 I i
| TRMIIT:?NUI:’:& i G R ] (: K—
Alignment: Usually neurral Medium-Size Aberration
Advancement; 11-15 HD (Large); 16-30 HD (Huge) it Dice: 24§ {9 hp)
Initiative; +2 (Dex)
Bestial and savage, the gray render is a deadly predator found in Speed: 30 fr., climb 20 fr
remote wilderness areas. AC: 16 (42 Dex, +4 natural)
These beasts are thoughr 1o be composed of dense muscle and Attacks; 4 tentacle rakes 13 melee, bite —2 melee
Lbone, pranting them the strengrh and stamina of a giane. Rangers Damage: Tentacle rake J.d-1- 2, bite 1d3+1 i
| have reported seeing renders uproot mmees 3 feer in |Face/Reach: 5 [1. by s fr./s |
| diameter with their jaws and tear them into. Special Qualities: Scent, dﬂ'ﬁ‘lgt‘ reduction 15/41 ]
| splinters in just minutes. Saves: Fort +0, Ref +2, Will +5 |
A gray render stands @ feet tall, despite £ Ahilities: St 14, Dex 14, Con 11, Int 3, Wis 14, Cha 5 1
Lits stooped frame, and 4 feet bread. Its L 5 ‘Gkillb Climb +10, Hide +4%, Listen +7, Spot+7 |

| hairless skin is @ uniform dull pray, Feats: Alertness
Land its sloped forehead bears six
|amall, yellowish eves. The mouth
is wide_and powerful, filled ¥
with black teeth.

Gray  renders are
never found in
proups, Each of these
Jﬁl:x"_'l.]l CTEATLITES PTL"'
duces one offspring
and carries it for a time
in & pouch, but there-
after the young render
must lend lor irself,

A unigue quality of
(the gray tender is its
| tendency to hond with,
plptecT and provide
| for another crearure
[or proup of crea-
tures ) native to irs sur-
roundings. This strange
hehwlnr SEEME. CONTary
ta irs otherwise savage
natare, yet gray renders.
have been found with
wolves, Hons, horses,
| displacer beasts, owl-
| bears, unicorns, hip
| pogriffs, and occasion- ? ,

Lally  even  humanoid L
reroups, Wherther ac-_ f
cepred _or mot, the
render always attempts |

© Climate/Terrain: Underground
Oxganization: Solitary or cluster
% e [(7—4)
. B L i
' 4. Challenge Rating: 3
Trcasunz 1/10 coins; 500% Ignr-d:,
S0% items
Alignment: Usually neutral
Advancement: 34 HD
(Medivm-size); 56 HD
(Large;

Tl

Cricks are stealthy under
ground predators thar infest
dungeons, caves, and othet
shadowed places under the
garth, waiting patiently for
prey to come within reach
Gricks lair in any shel-
tered space that can accom-
modate their bodies, includ-
ing holes, burnows, ledges,
and erevices. They de not
collect treasure, but their lairs |
are likely te contaln the uneaten |
pussessions ol their victims, When preyis |
searce, pricks ventupe above. |
= s ground and hune in thed
., wilderness, nsing fac- |
E*  ics similar 1o thosed
they employ amnder-
ground. These ‘cres

tures are not comforeable
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under the open sky, however, and
return o the subterranean ‘-’FDTld as
quickly as possible

A grick’s body grows 1o 2 length of
about 3 feet, and its tentacles add an-
other 2 feet to its overall length, An
adult creature weighs some 200
cpounds. Tes body coloration is uni-
| formby dark, shading eo dull pray on its
{underbelly. The monsters tentacles, lo-
tiated on its head just above its jaws,are
taegmented like the body of an earth-
Lworm and are the color of davk mud.

COMBAT

Gricks attack when hungry or threat
cened, They bunt by holing up near
(higheeraffic areas, using their natural
Leolomarien to blend into convenient
Lshadows, When prey (virtually any-
thing thar moves) ventures neat, they
lash cur with their rentacles. A grick's
rubbery body seems to shed blows of
any kind. 1ts jows are relatively small
and weak compared to its body mass,
g rather than consume its kill imme-
| diately, the prick normally drags its
{aetim back 1o its lair to be eaten at its
| lgimra. |

Muliple gricks do not fight in con-
(cert; Each attacks the prey closest toir
Land breaks off the fighe as soon as it

Ltan drag dead or unconscious prey away Climate,/Terrain: Temperare and warim hill and mountaing
Skills: *Their coloration alfords gricks a +& racial bonus to Organization: Solitary, pair, or pride (6—10]
Hide checks when in namural rocloy areas, Challenge Rating: 4

Treasure: Mone
G Ri F F 0 N_ Alignment: Always heutral
Advancement: 810 HD (Lavge); 11-21 HD [Huge]
Large Beast

Hit Dice: 7d10+21 (52 hp) ’ . W Griffons are powerful, majestic
. i creatures with the charscteristics

ol both lions and eagles. They
prey. on_all manner of beasts bu
favar the flesh of harses ehove all else,
The body of a griffon resembles that of
a muscular lion, Trs head and
front legs are those
of an eagle,

caapngy prig g welliin

Initiative: +2 [ Dex)
Speed: 10 ft., fly 80 fr,
average)

T

From nose to tail, an
adult griffon can meas-
ure as much as 8 feet.
Weirther males nor [e-
males are endowed with a
mane. A pair of broad, golden |
wings emerge [rom the |
creature’s  back and )
spat, 25 feer or more. |

AL 17 -1 size, +2 Dex, <6
natural)

Attacks: Bite +8 malee, 2 claws +3 meles

Damage: Bite 2dé+4, claw 14442

Face/Reach: 5 fr. by 1001 /5 [L

| Special Attacks:

| Pounce, take 1d5+2

{8pecial Qualities: Scent

| Suwes: Fort o8, Rel 7, Will +3

{Abilities: Str 18, Dex 15, Con 16,
[nt 5, %is 13, Cha ®

Skills: Jump +8, Listen 46, Spor +11*




Criffons make their homes in high places, swooping down with

& shrill, eaglelike crv 1o artack their prey Although bhoth appres-
sive and rerritorial, they are also intelligent encugh ro avoid obwvi-
ously powerful enemies. They almost always arrack horses,

however, and any whe attempt to protect horses (rom a hungry |

griffon ofren end up on the menu themselves,

JOMBAT

| Griffens prefer to pounce on_their prey, eicher
(diving 1o the attack or leaping (rom above.

Pounce (Ex): If a prilfon dives or leaps
| upon 4 foe during the first round of combar,
Lit can make a full ateack even if it has gl-
ready taken a move action,

Rake (Ex): & griffon that pounces on
an opponent can make two rake artacks
L8 muelee) with it hind legs for 1d6-2
(slashing damage each,

Skills: Grilfons receive a +4 tacial
| bonus to Jump checks *They also re-
ceive o +4 racial bonos 1o Spot checks

in daylight
TRAINING A GRIFFON

Training a grilfon as an aedal mount
| requires a successlul Handle Animal
{check (DC 21 lor a young creature,
Lor DC 28 for an adult) and that
Ithe crearure he willing, Grif-
{fons _mature in_about two
| years. Trainers can reduce the
| DC by 5 and the rearing time by
jene-hall by using & magic bridle
Lenchanted for this purpose.

Giriffon eges are worth 3,500 gp
apiece oo the open marker, while
young are worth 7,000 gp each, Pro-
lesslonal trainers charge 1,500 pp to
rear or main a griffon. Riding a mained
griffon requires un exatic saddle. A griffon
can fpht while carrying a vider, hut the
rider cannor also attack unless he o she suc
ceeds ata Ride check (see Ride, page 72 in the

PMayer's Handhook),

Carrying Capacity: A light load for a grilfon is
up 1o 300 pounds; a medium load, 301-600 pounds;
and a heavy load, s01-900 pounds.

GRIMI.OCK

| Medium-Size Monstrous Humanoid
Hit Dice: 2d&+2 (11 hp;
Initiative: +1 (Dex)
Speed: 30 fi.
AC: 15 (=1 Dhex, +4 natural)
Attacks: Battleave —4 malee
Damage: Battleaxe 148+3
Face/Reach: 5 (i by 5 fe./5 (&
Special Attacks: Blindsight
Special Qualities: Immunites, scent
| Saves: Tort + 1, Rel 4, Will +2
| Abilities: Sir 15, Dex 13, Con 13, Int 10, Wis 8, Cha g
1 Skills: Clivnh 7, Fide 46" Listen <6, Search +5, Spot +3
| Feats: Alermess.
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Climate, Terrain: Any mountains and underground

Orpanization: Gang (2-4), pack (10-20), rribe (10-60 plus 1
leader of 3rd—sth level per 10 aduls), or cule {1080 plus 1
leader of 3rd=5th level per 10 adults and 1 mind flayer or

| medusa)

|Challenge Rating: 1

| Treasure: Standard coins standard goods (gems onlyh
standard items

Alignment: Always neureal evil |
’ Advancement; By character class

|
—
|
—

Grimlocks are muscular humanoids with |
thick, gray, scaly skin and ne visible
eves, Thouph blind, they have supe- |
rior senses ol amell and hear-|
ing 1o compansate.

Grimlocks are natives of |:J:|E
deep places beneath the earth |
but come to the surface 1o

raid for slaves and pillage
While there, they lurk in|
mountainous terrain, which |
hides them well, They prefer |
raw, fresh meat—preferably |
human. -
Extremely xencphobic, primlocks |
are normally encountered in small pe
trols or packs on the surface. Under-
ground, they may form larger communi- |
tigs. thae ave led by powerful grimlocks or |
by a mare intelligent creature, such as iy
medusa or mind fayer. Grimlocks are invul-|
nerable to medusas” paze artacks, whils mind |
tlayers consume only brains, leaving the flesh |
for their grimlock followers.

COMBAT

Grimlocks are blind, but their exceptional senses of
smell and hearing allow them to locate foes nearby.
As a result, they wsually shun renged wespons and
tush 1o the attack, brandishing their stone bartleaxes.
Blindsight (Ex): Crimlocks can ascertain all foes
within 40 feer a8 a sighted creature would, Reyond cha
range, they treat all targets as totally concealed (see Con-
cealment, page 133 in the Players Handbook).
Grimlocks are susceptible 1o sound- and scent-based a-
tacks, however, and are alfected normally by loud naisas
I and sonic spells (such as ghost spund or silence) and
i everpowering odors (such as stnking doud or in
& cense-heavy airk. Megating a El‘!J.t]lDLllH sense of
las _ amell or hearing reduces this ability to normal |
Blind-Fight (as the feat). If both are negated, the
gnmleck is effectively blinded.
Immunities: Grimlocks are immune to paze attacks,
_ yisual effects, llusions, and other atrack forms that rely on
sight.
Skills: “A grimmlock's dull gray skin helps ir hide in its native |
terrain, conferring 4 +10 racizl bonus to Hide checks when in |
mcmintaing or underpraund. |

GRIMLOCK CHARACTERS

Crimlocks favor the barbarian class, Independent groups of gl:l.m
locks are usually led by barbaclans, while those in the SETVIGE of |
imind flayers are often rangers,
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Sea Hag Annis
: Large Monstrous Humanoid (Aquatic) Large Monstrous Humanoid
Hit Itice;

HAG
Green Hag

Medium-Size Monstrous Humanmd

3da+3 {16 hp) 7da-14 (45 hp) gdEa (49 hp)
| Initiative; +1 [Dex) 11 (D) 11 (Dhext)
Speed: 30 fo, swim 40 f. 40 lL 30 fr, swim 30 fr
AL: 13 (=1 size, +1 Dex, +3 natural) 20 (1 size, +1 Dhex, +10 natural) 22 (+1 Dex. +11 natural
Attacks: 2 cJuws 46 melee 2 claws +13 melee, bite <& melee 2 claws +13 melee I
Damage: Claw 1d444 Claw 1de+7, bire Lde+3 Clawe 1d4+4 |
Face/Reach: s [t by s fr /10 fi shbvsh A0 sin by s fi./5 ft.
|Special Attacks:  Horific appearance, evil eye Improved grab, rend 2das14, Spell-like abilities, weakness,
! spell-like abilities mimicry
Specisl Qualities:  SK 14, water hreathing SIL 19, stecly skin SE 18, darkedsion 9018
Suves: Fort +2, Ref +4, Will 44 Font +4, Ref 46, Will 16 Fort +&, Ref +7, %l +7
Abilities: S 19, Dex 12, Con 12, Ser 25, Dex 12, Con 14, Str 19, Dex 12, Con 12,
Ime 10, Wis 13, Cha 10 Ine 13, Wis 13, Cha 10 Tnt 13, Wis 13, Cha 10
Skills: Craft or Knowledge (any one) +4, Concentration +12, Flide 47, Concenrration +13, Craft or
Flide +3, Listen +9, Spor +9 Listen +11, Spot+11 KEnowledge {any one) 45,
Hide +11, Listen =11, Spat -11
Feats: Alertness Alertness, Blind-Fight, Aleriness, Blind-Fight,
Combat Casting Caombat Casting, Grear Fortito de
| Climate/Terezin:  Any aguatic Any land and underground Temperate and warm forest and
' marsh
Organization: Sulitury or covey (3 hags of any type Splitary pr covey (3 hags of any type  Solitary or covey {3 hags of any type
L. plus 1-8 ogres and 1—4 evil plarus) plus 1—8 ogres and 14 evil giants)  plus 1—8 ogres and 1-4 evil giants;
{Challenge Rating: 4 or 12 (covey) 60112 (covey) 50712 [covey!
| Treasure; Standand Standarnd Standand
LAlignment: Always chaotic evil Always chaotic evil Alwrays chaotic evil :
| Advancement: By character class By character class By character class |

\ Hags ate horrible creatures whose love ol evil is equaled only by

{their ngliness.
_Although they often plotand scheme for powier oe snme malev-
olent end, hags also gppear to do evil for its own sake They
may use theie dark magic and lnowledge of fell things 1o |
serve a more powerful evil being, but they are seldom |
faithful. They may turn on their master if they see a
chance to seize power for themselves,

Although different hags are unique in appearance
and mannerism, they have many things in
commen, All take the [orm of crones whose bent
shapes belie their ferce power and swiftness. De
spite faces cracked by wrinkles and heavy with
cruelty, their eves shine with villainy and cun-
ning. Their long nails have the strength of steel
and are as keen as any knife,

l Hags speak Giant and Common.

(OMBAT he
Hags are tremendonsly srrong, They are naturally b
resistant to spells and can cast magic of their owmn.
Hags often gather to form coveys. A covey usually
contrining one_hag of each rype, can use powers
beyond those of the individual members.

SEA HAG

Perhaps the most wretched of hags, the sea hag is
found in the warer of seas or overgrown lakes. Trs Oesh is

Laickly and yellow, covered with warts and oozing sores. 1ts long, .
r'-LU-Lh-'r' huir esembles rotring seaweed..

Cpmhat
|Sea hags sre not subtle and prefer a direct approach 1o combar. .
They usually remain in hiding until they can alfeer as many foes |
its possible with their horrific appearance, |

‘.%\}

%)

though remouve

SOOnEr.

Lgnant, or al GRle,

Combat

Horrific Appearance (Su): The sight of a sea hag is so revolt- |
ing that anyone who sets eves upon one must succeed at a Forri-
tude save (DC 11) ot instantly be weakened, taking 2d8 pnmﬁnf

temporary Strengrh damage. This cannot reduce a
victim te a negative Steengrh score, but
anyone reduced o Steenpgth 0 is helpless.
Creatures who successfully save cannat be

affecred again by the same hag's horrific
ﬁ\ appearance for one day,
._zl sed hag can cast its dire gaze upon any
| _single creature within 30 feet. The target
must succeed at a Fortrude save (IHZ 11),
Creatures who fail have a
instantly [rom fright even if they survive, they
fall into a whimpering catatonia for three days, al-
cirse o dispel el can restore samity

Evil Eve (Su): Three times per day a

25% chance ol dying

Water Hreathing (Ex): Sea hags can |
breathe underwarer indefinitely and can
= 'f, [reely use their abilities while submerged.

- ANNIS

" The dreaded annis mav be the most hoeo-

ble of hags. It has deep blue skin and filchy |

black hair, and stands some & feet tall._An
annis commonly uses its change self abilicy o |

take the form of an exceptionally rall human, a fair |

— d

Though physically powerful, these hags do nat favor simple as-
(saules but oy to divide and confuse their foes before combat. They
owe 1o pose as commaners ot gentlelolk o lull their victims inw

wsense of filse security before they atrack.




Improved Grab (Ex): To use this ability, the annis must bic a
Lurge ot smaller creature with a claw atrack.

Bend (Exk An annis that his with both claw attacks latches
onte the opponent’s body and tears the [lesh This atrack automat-
ically deals an additional 2d6-14 points of damage. |

Tear (Ex): An annis sutomatically hirs a held opponent with all

itz melee attacks each round it maintains the hold, ]

Spell-Like Abilities: 3/day—change self and fog clowd. These |

{abiliries are as the spells cast by an fth-level sorcerer. |
Steely Skin (Ex): The steely skin of an annis reduces damage |

| dealr by slashing and piercing weapons by L point of damage per |

Lhit, Conversely, their brittle bones increase damage dealt by

| Bludgeoning weapons by 1 point per hit. (Treat combination

weapons such as morningstars a5 bludgroning weapons )

GREEN HAG

 Creen hags ave found. in desalate swamps and dark foreses. They
 have a sickly green complexion with dark, tangled hair chat looks |
Lalmest like a rwisted vine. !

¥

Combat _
Green hags prefer we actack from hiding, usually alter dis:t‘d-_tmg
foes. They often use darkvision to their advaniage by atacking
during meonless nights,

Spell-Like Abilities: Ar will—change self, danong hghls ghes

Csonemd, invisiiliy, pass withoul irace, (ongues, and waler breathing,

| These abilities are as the spells cast by an Sthelevel sorcerer (save
LDC 10 + spell level ),
| Weakness (Su)k The green hag can weaken a foe by making a
|special touch atrack The affected opponent must succeed ata For-
Ltiude save (DC 13) or take 2d4 points.of temperary Stength
| damage,
| Mimicry (Ex): Green hags can imirare the spunds of almost
{any animal found near their luirs.

HAG COVEY
From fime fo time, 7 e of hags gathers as a covey, Usually this |
foul triune includes one hag of cach type, but this is not always |
the cuse,

Combat |
Hags in a covey tely on decepticn and their boosied magical abil-
ities in combat,

A covey of hegs 15 80% llely 1o be guarded by 1d& ogres and
1d4 evil giants who do their bidding. These are ofren polymorphed
into less hostile forms and sent forth as spies, Such minions ofren
{60%) carty magic stones known as hag eves (see below),

Spell-Like Abilities: 3/day—ammale dead, bestnw curse, conirol

Liveather, dream, forcecage, mind blank, mimge avcana, polymarphe othey,

jveil, and vision. These abilities are as the spells cast by a 9th-level

|sorcerer (save DC 13 4 spell level), To use one of these abilities, al!
three hags must be within 10 feet of one another, This s a full-
round action,

Cnce per month, a cavey that does not have a hag eve can create
one from a pem worth at least 20 gpisee below).

Hag Eye
A hag eye is a magic gom created by a covey, Tt appears o be noth
ing more than a semiprecions stone, but a gem of seang or other
Lsuch effect reveals it as a disembodied eve, Often, a hag eve is worn
{as a ring, brooch, or other adornment. Any of the three hags who
| created the heg ove can see through it whenever they wish, so long
|as it is pn the same plane as the hag Thestroying a hag o deals
11d10 peines of damage to each member of the covey and blinds
the one who sustained the greatest damage for 24 howrs.

HALFLING!

Small Humangid (Halfling)

Hir Dice: 1d5 (4 hp)

Unitiative: +1 [ Dex|
(Speed: 20 fr.

LAC: 15 (+1 size, +1 Dex, 43 ﬁtl.‘l.l:ll’.i(.ll leather)

Attacks: [.unp.wurd +2 melee; or heavy crossbow <3 ranged
Damage: Longsword 1d8 1; or heavy crosshow 1d10
JFace/Beach: 5 [ by 5 {1/5 fn —
Special Attacks: Halfling traits |
Special Qualides: Halfling traits .
Saves: Fort +3, Rel 12, Will 11

Abilities: Str 8, Dex 13, Con 10, Int 11, Wis 11, Cha 11 o3
Skills: Climb +0, Hide +5, lamp <4, Listen +3, Move Silently +4 |
Feats: Weapon Focus (longsword)

(Climate/Terrain: Any land and underground i
\Organization: Company (24}, squad (1120 plus 2 3nd-level |
serpeants and 1 leader of 3rd—eth level), or band (30-100 plus
100% noncombatants plus 1 3rd-level sergeant per 20 adults,
5 sth-level lieutenants, 3 7th-level captains, 6—10 dogs, and
2--5 riding dogs] _
Challenge Rating: 1,2 | .
Treasure: Standand
Alignment: Usually neurral
Advancement: By characrer class |
4=
Halflings are cunning, resourceful survivors and oppormunists who |
find room for themselves wherever they can. They might be reliable, |
hard-working cidzens or thieves just waiting for their big chance, |
Halflings stand about 3 feet tall and usually weigh between 30|
and 35 pounds. Their skin is ruddy, their haie black and stoaight. |
They have brown or black eyes, Halfling men often have long .
sidehurns, bur beards ave rave among them and mustaches almos
unseen. They prefer simple, comfortable, and pracucal g
clothes. Unlike members of most races, they prefer actual 48
combort 1o shows of A
wealth. Halflings
reach adulthood in £
their early twen
ties and pen-
erally live into
the middle of their
second century,
Haltlings
speak Half-
ling and
Common, ;
Most @
halflings 1}
encoun- =
rered purside their home are wartiors; rhr informarion in the st-
tistics block is for one of (st level. (See page 39 in the Dusceoy
Masres’s Gurde for mere about the wartior class)

COMBAT

Halilings prefer 1o light defensively, usually hiding and laune |
ing ranged awacks as the loe approaches. There wmetics are very |
much like those of elves bue place more emphasis on cover and |
iconcealment and less on mobilicy,

Halfling Traits (Ex): Halflings benelir from a number of racal |
traits,

{* Small: Halflings gaina +1 size bonus ro AC and arrack rollz and |
a.++ 5ize honus o Hide checks, but chey must use smaller
wiapons than humans use, and their lifting and carrying limits
e three-guariers of those of Medium-size creatures,
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* 41 racial bonus to all saving throws.,

* 12 motsle bonus to saving throws against fear {This honus
stacks with the halfling’s +1 bonus (o saving throws in general }

* .1 racialarrack bonus with a thrown weapon,

Skills: Halflings are agile, surefooted, and athletic, They re-)
ceive n =2 racial bonus te Climb, lump, and Move Silently checks. .

| Their keen hearing bestows 2 +2 racial bonus to Listen checks.

HALFLING SOCIETY

Hﬂlﬂ1r‘.g~: try to get along with everyone else. They ar
|w;:cpt at Atting into communities of humans, dwarves,
Lelves, or gnomes and making
themselves valuable and wel- i
come. Since human  society
changes faster than the sociery
of the longer-lived races, it
|most [requently offers oppor-
| tunities to exploit, and half
{lings are often found in or
{atound human lands.
Halflings often form
dght-knir communi-
tles in human or
dwarven cities. While
they work readily
with orhers, they
Loften make friends
lunly among them-
{selves. Halflings also
lgertle info secluded
{places where they set
Lup self-reliant villages,
J.Lallling communities,
I]]W{'\'I"'f are .I'(.rlL“r'!'l'l (R}
{pick up and move en
MIssC D S0Ine Fl.:li.ﬂ
that offers some new
oppoctunity, such as
where a new mine has
apened up or to a land where
1 devastaring war has_maie
skilled workers hard 1o find. 1
these opportunities are tempo-
mry, the comimunity may pick up

and move again pnee the OPPOCTUENITY 15 gone, o ohce a -

betrer one presencs ivsell 10 the oppertunicg is Jasting, they
seitle and form o new village, Some communities, on the other
Jhand, rake to raveling as a way of life, driving wagons or puiding
Jr'Imrr- fram place o place, with no permanent home.
The chief halfling deity is Yondalla, the Blessed One, pratecror
{of the halflings. Yondalla promises blessings and protecrion to
those who heed her guidance, defend their clans, and cherish
rieir Families.

SUBRACES

The information above is for the lightfoot, the most commen half
ling variety. There are two other major halfling subraces, which
differ from lightfeet as follows,

Tallfellows

Tuller (4 [eer o more in heighe) and slimmmer than their kin, with
{ thar rare among hullling
Lol They generally speak Elven in addition to the usual hallling
lsnguages, and they greatly enjoy the company of elves, Theiztyp
|ical ability scores are the same as those of the lightfoot,

Tallfellow Traits (Ex): These are in addition to the basie ]1;11{-:

ling teaits, except where noted here,

:-S &

iflimatc.chrtuj.u:.Temperam and warm land and underground

* .3 racial honus to Search, Spot, and Listen checks. Like anelfa |
rallfellow who merely passes within § feet of a secret or con- |
cealed door is enritded 0 a Search check as theugh actvely |
laaking for i
Skills: Tallfellows are less athletic than lightfeet and do not re-

Lcrive any borms to Climb, Jump, and Move Silendy checks.

F}eep Haltlings

These halllings are shorter and stockier than the more common. |

Jightfeet. Deep halflings take great pleasure in pems and fine na-

|sonry, often warking as jewelers or stonecurters. They rarely mix )

with humans and elves bur enjoy the company. ol dwarves and |
speak Dwarven fluently, Their rypical ability scores are the same

as lightfeet.

Deep Halfling Traits (Ex): These are in addition |

to the basic halfling traits, except where noted

_ here,

* Tharkvision up to 60 feet.

* Stonecunning Like dwarves, deep alf. |
lings recelve 242 racial bonus to checks o
notice wnusual sonework, Something thar |
isnt stome but thar is disguized as stone |
also. counts as unusuel stonework, A |
W deep huling who merely comes with-

b in 10 feer of unusual stoneworls can
make 2 check as though aciively |
searching and can use rthe Search |
skill o find stonework maps as a |
rogue can. A deep halfling can also |
intuit depth, sensing the approgd- |
mate distance underground as nam- |
rally a5 a human can sense which |
way 15 Up

skills: Deep halflings receive a

2 racial honus (o Appraise checks

and Crafr checks that ace related 1o

grome or metal, They are lass ath-
letic than lightleet and do nor receive
any bonus o Climb, Jump, and Maove Silently checks,

HALFLING CHARACTERS

4 halfling’s favored class is rogue. Halfling leaders are
usually mulriclass rogues.

HARPY

Medinm-Size Monstrous Humanoid

Hit Dice: 7d& (31 hp)

Initiative: +2 {Dex)

Speed: 20 fr., fly 80 fr. {averagel

AGC: 15 (+2 Dex, +1 patuea])

Artacks: Club 17712 melee, or 2 claws +2 melee

Damage: Club 1d4, or claw 143

Face/Reach: s fr. by 5 fi./5 [t

Special Artacks: Caprivating song

Saves: Fort +2, Bel 7, Will +5

Abilities; 5 10, Dex 15, Con 10, Inc 7, Wis 10, Cha 15

Skills: Bluff +8, Listen +7, Pecform (buffoonery, chant, epic,
limericks, meledy, ode, storvrelling) +2, Spot +6

Feats: Dodge, Flyby Artack i

Organization: Solitary, pair, or fight (7-12)

Challenge Rating: 4
| Treasure: Standard
| Alignment: Usually chaotic evil

Advancement: By character class
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A more malignant and wreeched creamure than the harpy is diffi-

cult to imapine. Taking preat glee in causing suffering and death,
the sadistic harpy is always warching for new victims,
A harpy resemnbles an evil-faced old human with the lower

body, legs, and wings of a birdlile dinosaur, Irs hair is tangled and |
filthy, crusted with the blood of its wictims. A harpy's coal-black |
Leyes clearly eellect its evil sonl, as do the wicked talons on its |
| knotty fingers, These vile creatures wear no clothing and often

| wield large, heavy bones as though they were clubs,

Harpies like 1o enmrance hapless travelers with their magical
| songs and lead them 1o unspeakibls rorments. Only when a
| haepy has finished playing with its new "toys” will it re-

lease them from suffering by killing and consuming AT

them,

COMBAT

When o harpy engages in hattle, it prefers to use
| Elyby Arack and strike with a melee weapon.
| Captivating Song (Su): The most insid-
Lious ability of the harpy is its song, When
a harpy sings, all crestures (other than
harpies) within a 300-foot spread must
succeed at a Will save (DC 15} or be-
come uretly captivated. This is a sonic,
mind-affecting charm. If the save is
successful, that creature cunnot be af-
fected again by that harpy's song for 0
Lome day. i
A captivated viedm walks towand
[the harpy, taking the most divect
route available, Ifthe path leads into
;a dangerous area ithrough flame, off !
La cliff, ecc.), that creature gets = 8
{second saving throw, Captivared
creatures can tike no acrions other
than 1o defend themselves, (Thus, 2
fighter cannot run sway or ateack bue
suffers no defensive penalties] A victim
within 5§ [eer of the harpy stands there and

4

affers no resistance to the monster’s attacks, The effect continues |
for as long as the harpy sings. A bard’s countersong ability allows |

the captivated creature to attempt a new Will save,

HELL HOUND

Hell hounds are aggressive, fire-breathing canines of extraplanar |
origin, Specimens are frequently brought to the Marerdal 1o serve |
evil beings, and many have established indigenous breeding pop: r
ulations.

A hell hound resembles a large, powerfully built dog 'P'rlt"l
ishort, rustred er reddish-brown fur; its markings, weeth, and
jtompue are sooty black, It is easily distinguished from normal

hounds by its red, glowing eves. A tvpical hell hound stands 4. 1/2
feer high at the shoulder and weighs 120 pounds.
Hell hounds do not speak but understand Infernal,

COMBAT

Hell hounds are efficient humrr; A l.uu-ru:
pack ractic is to surrownd prey quietly, then |
attacl with one or two hounds, driving it |
with their fiery breath sowarid the rest, 1
. the prey deesna't run, the pack closes
in. Tell hounds rrack Heeing prey |
relentlessly,
Breath Weapon (Su): Cone
of fire, 30 feet, every 2d4.
rounds; damage 1d4=1, Re- |
flex half DC 13, The fery |
breath alse ignites any fam:
mable materials withio the
cone. Hell hounds can use |
their breath weapan while |
biring, |_
Fire Subtype (Ex): Fire ,
immuniry, double dam- |
. age from cold exceprona |
successful sgve,
SIUHmII&thuunlL
receive a +5 racial |
bonos_to Hide
and Move Silently
chesks, "They also
receive o 8 racial
" bonuns 1o Spor checks
8 and Wilderness Loce checls
when tracking by scent, due w
their keen sense of smell

HIPPOGRIFF

3

-

Medium-Size Dutsider (Evil, Fire, Lavwrful)
Hit THee: 4d8+4 (22 hp)
Initiative: +5 0+1 Dhex, +4 Tmproved Initiative;
| Speed; 40 fr
LAC: 16 (+1 Dex. +5 natural}
| Attacks: Bite +5 melee
Damage: Bite 1d8-1
Face/Reach: 5 {i. by 5 f1./5 f1,
Special Arracks: Brearh weapan
Special Qualities: Scent, fire subtype
Saves: Forr +5, Ref +5, Will +4
Abilities: St 13, Dex 13, Con 13, Int 6 Wis 10, Cha &
Skills: Hide +11, Listen +5, Move Silently 413, Spor +7%, Wilder-
ness Lore 407
| Feats: Improved Initdatve, Track

| Climarte Terrain: Any land and underground
| Organization: Solitary, pair, or pack (5-12;
[ Challenge Bating: 3
 Treasure: None
Alignment: Always laweful evil

Advancement 58 HD (Larpe)

Treasure: Mone

Large Beast

Hit Diee: 301049 (25 hp)

Initiative; +2 [Dex)

Speed: 50 fT.. fly 100 fr. | ;|1.|:'1"agnJ

AC: 15 (-1 size, +2 Dex, +4 nagural)
Attacks: 2 claws 45 melee, bite 10 melee
Damage; Claw 1d444, bite 1d8:2
Face/Reach: 5 fi. by 10fr./s fr.

Saves: Forr +6, Ref +5, Will +2
Abilities; Srr 18, Dex 15, Con 16, Int 4, Wis 13, Cha 8
Skills: Listen 4, Spat +7

Climate/Terrain: Temperate and warm hill and plains
Organization; Solitacy, pair, or Qighe (7-12) .
Challenge Rating: 2

Alignment: Always neutral 3
Advancement 46 10 (Large) 7-9 HD (Huge)

|Hippogriffs ave aggressive flving creatures that combine fearures

|of horses and giant eagles. Voracious omnivores, hippogrffs will
hunt humanaids as readily as any other meal.
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These beasts are very territorial, defending their preferred
huntibg and prazing sreas against intraders with unusual ferocity
Their raripe usually extends sbout 5d10 miles from thele nest, in
which the voung remain while the adults hunt, Hippogriffs never

leave their young undefended, however: Discovering a hippogriff,

nest alwavs means encountering adult creanires, |
| & hippogrilf has the torso.and hindquarrers of a horse and the |
| forelegs, wings, and head of a giant eagle, A typical specimen grows,
(o9 feet long, has a wings preav.‘l of 20 feee, and wﬂghs 1,000 pounds. |

COMBAT
{Hippogrills dive ar their prey and strike with their talened
forelegs. When they cannor dive, they slash with claws and beak.

Mated pairs and fights of these creatures attack in coneert,
diving repeatedly to drive away or kill intruders. Hippogrills fighe
o the death ro defend their nests and their hatchlings, which

{are prized as aerial mounts and fetch o hand-
|some price in many civilized areas.

| Skills: *Hippogriffs receive a +4 racial
{bonus to Spot checks during daylight
hotirs,

TRAINING A HIPPOGRIFF
Inaining o hippogriff as an aedal meunt reguires a successiul
Handle Animal check { DC 21 for a young creature, or DC 28 for

Lan adult) and that the crearure be
owilling. Hippogrifts marure at
Lthe same'rate as horses, Train-
ers can teduce the DC by 5
{5 the e ng time by one-
[hah" by using a magic
| bridle enchanted for this
| purpose,
| Hippogriff eggs are
{worth 2,000 gp apiece
on the ppen marlet,
while young are
worth 3,000 gp each,
Professional train-
eTs charge 1,000 gp
[0 Tear or train a
hippogriff. Riding
a trained hippo-
griff  requires _an
exoric saddle. A hip-
pogriff can fight while
carrying a dder, bue the
_rider cannat also ateack

;r_u_nless he or she succeeds at a Ride check (see Ride, page 72
ythe Player's Handbaak},

tu' Carrying Capacity: A light load for a hippegeff is up to

300 pounds; a medium. load, 301-600 pounds; and » heavy
load, 601 —900 pounds.

HOBGOBILIN

Medinm-Size Huomanoid {Goblinoid)
Hit Dice: 1das 1 (5 hp)
Initiative: +1 (Dex)
Speed: 30 [0
{AC: 15 {41 Dex, +3 studded leather, +1 small shield)
L Artacks: Lomgsword +1 meles; or javelin +2 ranged
age: Longsword Ld&; or javelin 1da
ce/Beach: 5 [t by 5 /56
| Special Qualities: Darkyision 60
Sives; Fort <3, Tef +1, Will 40
Abllities: Str 11, Dex 13, Con 13, Int 10, Wiz 10, Cha 10

Sleills: Hide -1, Listen +3, Move Silently 3, Spot +3
Feats: Alettness

Climmate; Terrain: Temperate and warm land and underground

| Organization: Gang (4-9), band (10-100 plus s0% noncombat:

ants plus 1 3rd-Jevel serpeant per 20 adules and 1 leader of
4th—ath level), warband (10-24), or wibe {30-300 plus 1
3rd-level sergeant per 20 adults, 1 or 2 lisutenants of 4th et
sth level, 1 leader of srth-&th level, 2-4 dive wolves, and
L4 ogres or 1-2 tralls) =

: Challenge Rating: 1,/2

Treasure: Standard S
Alignment: Usually laarful evil
Advancement: By character class
Hobgoblins are larger cousins of goblins. |
They are far more appressive and
organized than their smaller vel- |
atives and wage a perperual |
war with other humanoids,
particularly elves. .
__Hobgobling are burly |
humanecids standing 6 |
142 [eet tall Their
hairy hides mnge in
coloration from dark
reddish-brown o]
dark. gray, with dack |
ar_red-orange skin. |
Large males have blue |
or ted noses. Hobgob- |
lin eyes ame yellowish |
or dark hrown, while |
their reeth are yellow.
Their garments tend oo
be brighthy colomd, olien
blocd red with black-tinred
leather. Hobgoblin weaponry
is kept polished and in good repaiv

Hebgobling  speak  Goblin  and
__ Commor.

Mast hobgobling encountered outside
their homes are warriors; the information
in the statistics black is for one of 151 level

: {see page 39 in the Diwcrow
k?_ Mastrai Guide for more
Ol shour the warrior class),

/

COMBAT
I hiese creatures have a strang prasp ol steategy and tactics and
are capable of carrying cue sophisticared battle plans. Under the |
leadership of o skilled stratepist or ractician, their discipline can
prove 1 deciding factor, Hobgoblins hate elves and artack them firs,
in preference o other opponents,

skills; Hobgoblins receive a +4 racial bonus ta Move Silendy
checks

HOBGOBLIN SOCIETY :

Hohgohling are a military breed: They live for wac and believe |
strongly in strength and martial prowess as the most desitable |

Lqualities [or individuals and leaders alike. A hobgoblin leader is |

likely 1o be the biggest and strongest in the group. maintaining |

Lautharity by enforcing strict discipline. Hobgobling arg ofien
eaders among tribes of poblins and ores, whem they bully and |
|treat as inferiors. Hobgoblin mercenaries sometimes enter che
{service of wealthy evil humanoids,

Hobgohlin saciety is organized into tribal bands, each intensely
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same alignment and basic nature. A homunculus canner speak, |
but the process of creating one links it telepathically with its coe
atar. It knows what its master knows and can convey to himar !
het evervehing it sees and hears, up to 8 range of 500 yards, &1
homuneulus never travels beyond this range willingly, thowgh
it can be remaved forcibly IF this occurs, the
creature does evervthing in its power m
regain contact with its mastéet. An atteck |
that desrrovs a homunculus deals its

jealous of its
reputation
and  starus,
Meetings
berween ri-
vl bands are
likely to erupt
lin_wvialence if
| the tropps are not

=

| restrained. Only an
|exceptionally power-
ful leader can force
.them to cooperate for any
length of tme. Fach band

master 2d10 points of damage, IF Ll‘.r._l

creature’s master is slain, che h-.}-T
munculus also dies, and im body

swiftly melts away inro a pool of
ichor

HOBGOBLIN CHARACTERS

his a distinctive batile stan-

dard thar it carries into. combat
to inspive, rally, and signal the
| troops, A hobgoblin gang or band con
| tains twice as many children as adules. Chil-
L dren are nencembatants unless they or their

lair is threatened divectly,

These creatures usually lair in places that
either boast natural defenses or can be fort-

—
A homunculus has @ vaguely b |
manoid form, The creatar deter|
mines an Individuals precise

fearures, bur in general cne stands |
about 18 inches tall and has o wing
span.of abour 2 feer A homuncy

lug's skin is often  rough and,
sometimes warty, varying in color depending an,
the materials used to create ir Tts mouth i5 |
filled with sharp, needlelike weeth thae deliver

aweak venom,

fied: Cavern complexes, dungecns, muins, and
forests are among their favorites, Typical lair de-
fenses include ditches, lences, pates, guard towers, pit

|traps, and crude catupules or ballistas.

| Most hobpobling eevere Maglubiyet, who is also

| the parron deiry of gablins,

COMBAT '

Heomunculi land on_their victims and bie
with their venomous fangs.

Poison (Ex): Bite, Fortitude save (DO 11
initial damage sleep for 1 minuee, secondury |
damage sleep for another sds minutes. ﬂ-ﬁ_—l
Censiruct: Immune to mind-inluencing eflects, poison, disease, |
and similar effects. Mot subject to critical hirs, subdual damage, abil |
iry damage, enerpy dmin, or death from massive demage.

CONSTRUCTION

A homunculus costs 100 gp ro create, including 20 gp for the
body. This cost includes all the materials and spell components

|.A hobpoblin's favored class is fighter, and hobgoblin leaders tend

jte ke fghters or fghter/rogues. Hobgoblin clerics worship

| Maglubivet and can choose two of the following domains: Tuil,

| Destruction, and Trickery. Most habgeblin spellcasiess, however,
are adepts (e page 37 in the Duncion Mas ki Guide). Hobgob-
lin adepts favor spells chat deal damage.

HOMUNCULUS

that ave consumed by ar become a permansnt part
of the crearion,
The firse task is shaping the creaure
froma moixture of clay, ashes, man-
drake root, spring warer, and
ane pint of the creator’s owm
blond. The creature's master
may assemble the body or
hire someone else o do
the job. Creating the
body requires a Craft
(sculpture or ma-|
sonry) check (DC
af12).

Alter the body is
sculpted, it is animared
through an_ extended |

magical ritual that ee |

quires a Teh-level charae

ter with the Craft Wondeous |

ltem feat. This eitual nequises |

a weel to complete: The creabor |
must labor for ar least . b

each day in a_specially. prepaced |

Tiny Construct
Hit Dice: 2d10:011 hyp)
Initiative; +2 (Dex)
Speed: 20 fi., flv 50 fr (goed)
AC: 14 (+2 Dex, +2 siee)
Artacks: Bire +2 meles
Damage: Bite 1d4-1 and poison
 Face/Reach: 2 1/2 ft, by 2 1/2 fv /o [t
L Special Attacks: Poison
Special Qualities: Constouct
| Saves: Forr +0, Ref +2, Will +1
Abilities: Str 8 Dex 15, Con —,
Int 10, Wis 12, Cha 7.

Climate/Terrain: Any land and under-
ground
Organigation: Solitary
Challenge Rating: 1
Treasure: None
Alignment; Any (same as creator)
LAdvancement: 36 HD [Tiny)

LA homunculus is a diminutive servant created
| by a wizard, These creatures are weak combarants _laboratory or workroom, similar to an alchemisrs labore
| but make effective spies, messengers, and scours, tory.and costing 500 pp 1o establish, IF the creator is personally

Homunoculi are little more than rools designed to carry our! |consmucring the creamure'’s body, the building and ritual can be per
assipned tasks. They are extensions of their creators, sharing the | formed mrpether.

i i d
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A character not acrively working on the ritual must rest and can
petlorm né other activities except eating, sleeping, or talking. IC
he or she misses a day, the process lails, and the ritual must be
started anew; any gp spent on the failed riral is Jost (but not XP),
The previously crafied body can be reused, as can the laboratory. |

Completing the ritual requires casting arcane ey, miveoy iMage, |

Land mending on the final day of the ritual and drains 25 XP from |
|the creator. He or she must cast the spells personally, bur they can |

come from outside sources, such as scrolls. |

| Latge Outsider {Chaotic, Exil}
Hit Dice: 6d5+12 (39 hp)
Inmitiative: +7 (+3 Dex, +4 Improved Initiative)
Speed: 60 fr.

LAC: 17 (-1 size, +3 Dex, +5. natural)

| Attacks: Bite +10 melee, 1d4 quills +5 melee

| Damage: Bite 24845, quill 1d4+2

| Face/Reach: 5 fr. by 10 fr./5 fr.
Special Attacks: Quills, howl
Saves: Fort +7, Ref +8 Will +7
Abilities: St 21, Dex 17, Con 15, Int 6, Wis 14, Cha 8
Skills: Climb +10, Hide +8, Listen +11, Move Silendy 18,

Search +1, Spot +11
Beats: Alerrness, Improved Initiative

Climate/Terrain: Any land and underground
Chrganization: Solitary, gang (2—4), ar pack {6-10)
| Challenge Rating: 3 .
| Treasure: None

| Alignment: Always chaotic evil
'rjdvammznt: 7—5 HD {Larpe); 11-18 HD (Huge)

[Huwll:n.' live in dark planes where chaos and evil hold sway,. These
beasts hunt in packs, racing through caverns to wear down their
prey and rend it to bits — = !

Long-legged and spiky-haired, howlers are bestially hiwmanoid |
in appearance. Although they are surprisingly intelligent, howlers
do not speak—they only howl. If there is a language within the,
howls, as some have supgested, even spells cannot decipher i,

COMBAT

Howlers attack in groups, for they are cowardly and crucl They
prefer to charge into combat, Tace out, and then charge in again.

Quills (Ex): The howler's neck hristles with long quills. While

biting, the crearure thrashes about, striking with 1d4 of them. An

L oppanent hit by the howler's quill attack must make a Reflex save

+f,ﬂC 16) or have the quill break off in his or her flesh. A lodged
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quill imposes a —1 clrcumstance penalty to attacks, saves, and |
checks. Remaoving the guill deals 1ds additional points of damage. |
Howl (Ex); All beings other than outsiders that hear the crea- |
|ture’s howling for an hour or more are subject to its effect, though |
(it does not help the howler in combat. Those within a 100-loof |
spread must succped at a Will save (DC 12) or take 1 point of tem- |
porary Wisdam damage. The save must be repeated for each hour |
of exposure. This is a sonic, mind-affecting attack; deafened crea: |
tures are not subject toit

TRAINING A HOWLER

Small and Medinm-size infernal creatores such as quasits, abyssal
ores, or even succubi sometimes use howlers as mounts or pack
animals—they are particularly useful underground. Larger and
more powerful demoms use them like hunting dogs.

Training a howler requires a successful Handle Animal check
|(DC 23 for a voung creature, of DC 30 for an adult) and that the crea-
ture be willing. Trainers can reduce the DC by 5 and the rearing ime
by ane-half by using a magic hamess enchanted for the purpose.
Riding a howler requires an exoric saddle. A howler can fight while
carrying a rider, but the rider cannot also attack unless he or she suc-
eeeds at a Ride check (see Ride, page 72 in the Flayer’s Handbook).

Carrying Capacity: A light load for a howler is up to 460
pounds; a_medium load, 461-920 pounds; and a heavy load,
921--1,380 pounds. A howler can drag 6,900 pounds,

HYDRA

Five-Headed Six-Headed Seven-Headed
Huge Beast Huge Beast Huge Beast
Hit Dice: 5d10+25 (52 hp) aid10430 (63 hp) 7d10+35 (73 hp)
Initiative: +1 (Dex) 1 {Dex) +1 (Dexd
Speed: 20 ft., sarim 10 fi. 20 f, swim 10 fr. 20 ft., swim 10 i |
AC: 15 (=2 size, +1 Dex, 16 narural) 15 (-2 size, +1 Dex, +6 natural) 15 (=2 slze, +1 Dex, +& natural) |
Artacks: 5 hites +4 melee & bites +5 melee 7 bites 47 melee ;
Damage: Bite 1d10+3 Bite 1d10+3 Bite 1d1044 :
Face/Reach: 20 fit. by 20 [i./10 fi, 20 ft. by 20 ft. /10 ft. 20 fr by 20 fr./10 fr
Special Qualities: Scent Scent Scent |
Saves: Fort +9, Bel +5, Will +1 Forr +10, Ref +6, Will 42 Fort +10, Ref +&, Will 42
Abilities: Str 17, Dex 12, Con 20, Str 17, Dex 12, Con 20, Str 19, Dex 12, Comn 20,
Int 3, Wis 10, Cha 9 Int 3, Wis 10, Chag Int 3, Wis 10, Cha 9
Blcills: Listen 15, Spot +6 Listen +6, Spot 46 Listen 16, Spot +7
Feats: Combat Reflexes Combat Reflexes Combat Reflexes
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Eight-Headed Nine-Headed Ten-Headed
Huge Beast _ Huge Beast Huge Beast
Hit Itce: 8d10+40 (84 hp) ad10+45 (94 hp} 10d10+50 (105 hp)
Initiative: +1 {Dex) +1 (Dex) +1 [ Dex)
Speed: 20 ft., swim 20 {1, 20 ft., swim 20 ft. 20 fr., swim 20 f1.
AC: 15 (2 size, 11 Dex, 46 natural) 15 (—2 size, +1 Dex, 46 natural) 15 (=2 size, +1 Dex, +6 natural)
Artacks: & hites +8 melee g hites +9 melee 10 hites +10 meles
Damage: Bite 1d10+4 Bite 1d10+5 Bite 1d1045
Face/Reach: 20 fr. by 20 fr./10 fr. 20 fe. by 20 fi./10 fr. 20 fe. by 20 fr./10 fi.
Special Qualities Scent Scent Scent !
Saves:. Fort +11, Ref +7, Will 22 Fort 111, Ref +7, Will +3 Fort +12, Rel 48, Will +3 '
Abilities: Str 19, Dex 12, Con 20, Str 21, Dex 12, Con 20, Str 21, Dex 12, Con 20, |
Int 3, Wis 10, Cha 9 It 3, Wis 10, Cha 9 Int 3, Wis 10, Cha 9 {
Sleills: Listen +7, Spot +7 Listen 47, Spot +8 Listen +8, Spot +8 - |
Feats: Combat Reflexes. Combal Reflexes Combat Reflexes =
Eleven-Headed Twelve-Headed _ -I
Huge Beast Huge Beast e . .
Hit Dice: 11d10+55 {115 hp) 12d10+60 (126 hp) MAGICAL BEASTS
Initiative; i1 (Dhex) 1 (Dhex) Three special kinds of by
Speed: 20 fi, swim 20 fi. 20 ft., swim 20 fi. dras— the Lernaean hydra, the
AC: 15 (-2 size, +1 Dex, +6 narural) 15 (—2 size, +1 Dwex, +6 narural) pyrohydra, and the cryohy
Artacks: 11 bites 412 melee 12 bites +13 melee dra—are magical beasts rather
Damage: Bire 1d10+6 Bite 1d10+6 than beasts. They have all the
Face/Reach: 20 ft by 20 fr. /10 fi. 200t by 20 ft./10 fr. same characteristics and statls-
| Special Cualiries: Scent Scent tics blocks thar ordinary
| Saves: Fort +12, Ref 48, Will +3 Fore 413, Ref +9, Will +4 hydeas have, and in addition
| Abilities: Sir 23, Dex 12, Con 20, Sir 23, Dex 12, Con 20, they possess special :rbilitlei!
| Int 3, Wis 10, Cha 2 It 3, Wis 10, Cha 9 that are described in the text,
Skills: Listen +8, Spot +9 Listen +9, Spot =9 on the following page.
| Feats: Combat Reflexes Combar Reflexes

+

| = - Hydras are reptilelike monsters with multiple heads. |
| Climate/Terrain: Any marsh and underground A hydra is gray-brown ro dark brown, with a light yellow or fn |

Organization: Solitary underbelly. The eyes are amber and the teeth are yellow-swhite It

Challenge Rating: Five-headed 4 is about 20 feet long and weighs about 4,000 pounds. Hydes do
{normal); 6 (pyro- or cryo-); 7 (Ler- not speak,
naeany o 8 (Lernaean pyro- or
eryo-)

Six-headed 5 (normall; 7 (pyro- or
crvo-J; 8 (Lernacan); or 9 (Lernaean
FYT0- or crya-)

Seven-headed 6 (normal)y; 8
{pyro-or cryn-5 9 (Ler-
naeanl; or 10 (Lernacan
Pyro-of cryo-}

Eight-headed 7 {normal);

9 (pyro- gr.cryo-); 10
(Lemnaean); or 11 (Ler-
TAEAN PYIC- OF Cryo-] . g |

| Mine-headed & (normal); 10 {pyro- g i ' * i
or eryo-); 11 (Lemnaean); or 12 - | ’ j il
{Lernaean pyno- or cryo-1 )

Ten-headed 9 (tiormall; 11 (pyro- or
cryo-), 12 (Lernaean); or 13 (Ler-
naean pyro- of cryo-)

Eleven-headed 10 {normal); g : Sl
12 {pyTe- or cTvo-); = ! " g
13 {Lernaean); or _:""":‘\; - £ ; .
14 (Lernaean " e = » N - '

PYIO- OF CIyo-) E— e ’ W " . j

| Twelve headed 11 - - _: - — _].

- T :
WP COMBAT
_ Hydras can/ attack with all thei
heads at no penalty, even il they move
ot charge during the round.
A hydra can be killed either by sev
ering afl its heads or by slaying
its body. To sever a head, an
opponent must hit the
moenster’s neck with a
slashing weapon and
deal damage equal 1o
the hydra’s original
hit point total, di-|
vided by is origi-
nal number of
heads, in one

blow. (The

.-“ e i

\

L (normal); 13 {pyro- or cryo-); 14 (Lernacan); or 15 (Lernasan
Py OC CIy0-)
| Treasure: 1/10 coins; $0% goods; S0% items
Alignment: [sually nevtral
Advancement:

‘player says where the attack is aimed just before making the
{attack roll) For example, ifa five-headed hydra has 52 hpy a single
{blow dealing 10 or more points of damage severs a head (52 £ 5=
10.4, rounded down to 10). Any excess damage is lost, A severed




liead dies, and a natural reflex seals the neck shut ro prevent fur .

ther blood loss. The hydra can no longer attack with the severed
head but suffers no other penalties. A severed head regrows in
about 8 month,

Skills: Hydras receive a +2 racial ‘bonus to Listen and Spot|
checks, thanks o their multiple heads.

| Feats: A hydras Combar Reflexes feat allows it to use all its |

| heads for anacks of oppormmiry each round.

LERNAEAN HYDRA

| These hydras have bodies that are immune to all artacks (but see |
| befow ). The only way ta slay a Lecnaean hydra normally is to sever
Ll its heads. However, each time a head is severed, two new heads
spring from the stump in 1d4 rounds. & Lermnaean
hydra can never have mote than rwice its origi-
nal number of heads at any one time, and any
(extra_heads it gains beyond its original |
number wither and die within a day.
| Toprevent a severed head from growing
{back into two, at least 5 points of fire or
gcid damage must be dealt to the
smump (AC 19) before the new heads
appear,

Spells such as disintegrate, finger of |
death, and slay living ldll a Ternaean |
bydra ourrighe if they succeed, If
the spell deals damage on a success-

[[uL save, that damage is directed
'Iugy.i.nsl one of the hydra's heads.

AYROHYDRA

[ These reddish hydras can breathe
Jets of fire 10 feet high, 10 feet wide,
vand 20 feet long, All heads breathe
lotce every 1d4 rounds. Bach jet deals

ide damage per head. A successful
Reflex save halves the damage. The save
OC is 10 + 1,/2 hydra’s original number of
heads + the hydra's Constitution modifier.
Fire Subtype (Ex): Fire immunity; double
damage from cold except on a successful save.
A pyrohyde may also be of the Lernacan form,

CRYOHYDRA.
These purplish hydras can breathe jets of frost 10 feet high, 10 feet
wide, and 20 feet long. All heads breathe once every 1d4 tounds,
Each jet deals 3dé damage per head. A successful Beflex save
halves the damage. The save DC s 10 + 1/2 hydras original
number of heads + the hydra's Constitution modilier
| Cold Subtype (Ex}: Cold immunity; double damage from fire
Jexcept on a successtul save.
A cryohydra may also be of the Lernaean form.

INVISIBLE STALKER

Large Elemental (Air)
Hit Dice: 8dg416 (52 hp) .
Initiative: 18 {+4 Dex, +4 LTD.pl‘(.‘r"-f[‘.slTnltuLl'.ch
Speed: 301c, fly 30 fr. (perfect)
JAC: 17 (-1 size, +4 Dex, +4 natural)
{Attacks: Slam +10/+5
s Slam 2d6s6

/Reach: 5 fr. by 5 fi./10 .
Special Qualities: Elemental, natural invisibility, improved
| maclking
Saves: Fort +4, fef +10, Will +4
Abilities: Str 18, Dex 19, Con 14, Int 14, Wis 15, Cha 11

Skills: Listen +11, Move Silently +15, Search +11, Spot +13 i
Feats: Combat Beflexes, Improved Initiative, Weapon Focus islam) |
Climate/Terrain: Any land and underground |
| Organization: Solitary

| Challenpge Rating; 7

(Ireasure: None

Alignment: Usually neutral

Advancement: 912 HI} {Large) 13-24 HD (Huge}

| Tnvisible stalkers are creatures native to the Elemental Plane of |
Air. They sometimes serve wizards and sorcerers, who summon |
them to fulfill specific tasks.

A summoned stalker performs whatever task |
the summoner commands, even il the rask |
sends it hundreds or thousands of miles |
away. The creature follows a command umntil
the task iz completed and obeys only the |
summonet. However, it resents prolonged |
missions or complex tasks and seeks w
pervert its ingtructions accordingly, |
L Invisible stalkers have an amorphons |
L [orm, A see invisihility spell shows only a |
| dim cutline of a clowd, while a true seeing

L spell reveals a roiling cloud of vapor.
these creatures speak only Auran. hut
can understand Comman.

. COMBAT
L An invisible stalker attacks b}-' uamg
the air irsell as a weapon. It creates a |
. sudden, intense vortex of wind that |
¢ pounds a single target on the same.|
" plane as the creature
Tevisihle stalkers can. e killed ul:l.[}'
when on the Elemental Flane of Alr.
When performing tasks elsewhere,
they aurematically return to their
home plane when they suffer suffi-
clent demage 1o destroy them.
Elemental: Immune to poison,
sleep, paralysis, and stunning, Mot sub
ject oo critical hits,
Natural Invisibility (Su): This ability is con-
stant, allowing the stalker to remain invisible even when attack
ing. This ability is inherent and not subject to the invisibdity purge
spell.
Improved Tracking {Ex): Invisible stalkers are consummate
trackers and make Spot checks instead of the nsual Wilderness
Lore checks to trace a creatune’s passage.

KOBOLD

Small Humanoid {Reptilian)

Hit Dice: 1,2 d8 (2 hp)

Inmitiative: +1 {Dex)

Speed: 3000 —

AC: 15 (41 size, +1 Dex, +1 natural, +2 leather)

Attacks: Halfspear —1 meles; of lipht crosshow +2 ranged.

Damage: Halfspear 1d6-2; or light crosshow 1d& |

| Face,/Reach: 5 fi. by 5 fi/5 [ ==

Special Qnalities: Darlovision 60 ft., light sn:usluYLt'jf =

| Saves: Fort +0, Ref +1, Will +2 {

\Abilities: Str 6, Dex 13, Con 11, Int 10, Wis 10, Cha 10

| 8kills: Craft (trapmaking) +2, Hide +8, Listen +2, Move Silently
+4, Search +2, Spot 42

Feats: Alertness .
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Climate,/Terrain: Aty lorest and underground
Organization: Gang (49, band (10-100 plus 100% noncombat-
ants plus 1 3rd-level sergeant per 20 adults and 1 leader of
4th-sth level), warband (10-24 plus 2—4 dire weasels),
tribe (40400 plus 1 3nd-level sergeant per 20 adults, 1 or
2 lieutenants of 4th or sth level, 1 leader of sth—8th level,
and 58 dire weasels)
(_.halkmgﬂ Rating: 1/6
| Treasare: Standard
| Alignment: Usually lawful evil
Advancement: By character class

Eobolds are short, reptilian_human-
oids with cowardly and sadistic
tendencies.
A kobolds scaly skin ranges
| from darle rusty brown 1o
La rusty black color. NG
(It has two small
light-colored homs on s
doplike head, glowing
red eves, and 3 non- .
prehensile il like .
that of a rat. Kobolds f
wear ragged cloth-
Ling, favoring red and orange, and
{speak Dosconic with voices that
Lzound like yapping dogs. They eat
(plants or animals but are not sverse o eating intelligent heings,
{ They spend most of their time fortifying the land around their lairs
\with traps and warning devices (such as spiked pits, tripwires
attached to crosshows, and other mechanical contraptions).
Kobolds hate almaost every other sort of humaneid or fey, espe
cially pnomes and sprites.

COMBAT
Kobolds like to attack with overwhelming odds (at least two to
one) or trickery; should the odds fall below this threshald, they
usually flee. However, they attack gnomes on sighe if their num-
bers are equal.

They begin a fight by slinging bullers, closing only when they
can see that their foes have been weakened Whenever they can,
lobolds set up ambushes near rapped areas, I.hr;r aim to drive
enemies into the traps, wheee
other kobolds wait 10 pour
flaming oil over them,
shoot them, or drop poi-

| BENOUS vermin onto
, them.

Light Sensitivity (Ex): Kobolds sulfer a -1 penalty |
toattack rolls in brght sunlight or within the radiusof |
addaylight spell.

Skills: Kobolds receive a +2 racial bonus 1o 'LI'JH
{trapmaking), Profession (mining), and Search checks

KOBOLD SOCIETY

Kobolds live in dack places: underground locations and
overgrown forests. They are pood miners and often live in |
the mines they're developing. A kobeold tribe comprises up |
to ten clans, which form war parries that parol within a ten- |
mile radiug from their lair, sttacking any intelligent crearures
that enter their territory. They usually kill prisoners for food
but occasionally sell some of them as slaves. Their nasty habits |
and distrust of most other beings mean that they have many |
enemies,

” A kobold lair has one noncombatant child and one egp per
| _tem aduls, {
L The parron deity of the kobolds is Kurtulmak, who despises all |
Hiving creatures except kobolds,

KOBOLD CHARACTERS

A kobold's favored class is sorcerer; most kobold leaders are sor-
cerers. Kobold clerics are faitly rare and usually found only with
very large rribes; adepts are more common (see page 37 in the
Diwceoy Masres's Guide). Kobold cleries worship Kurtulmalk and
can choose any two of the following domains: Evil, Law, Luck, and |
[Trickery.

KRAKEN

Gargantuan Magical Beast (Aquatic)
Hit Dice: 20d10+180 {290 hp)
Initiative: +4 (Improved Initiative)
Speed: Swim 20 fr.

AC: 20 (—4 size, +14 natural)

Artacks: 2 tentacle rakes
+28 melee, &
arms 423
melee,

bite 23 melee

Damage: Tentacle

rake 2d8+12, arm

tdé+6, bite 4d6+6

Face/Reach: 20 f. by 40 [/

10 fi- (100 ft. with rentacle)

Special Artacks: Improved grab, constrice

2dR+12 or 1d6+a

Special Qualities: Jot, ink cloud, spell-like abilities

Saves: Fort 121, Ref +12, Will +13

Abilities: Str 34, Dex 10, Con 29, Int 21, Wis 20, Cha 10

slnlh Concentration 119, Knowledge (geogrmphy) +10, Knowl-
u]ge{mm;ﬂ +10, Listen #15, Search +15, Spat +15

Iuts: Alermess, Blind-Fipht, Expertise, Improved Critical

: '(mm}.lmpmdmm.- : fron Will |
. T M‘”—,

Advnncem.ent 21=37 IID ‘Garganru.tn}. 330 HD (Colossal)
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Aggressive, cruel, and highly intelligent, krakens rule entire un- The ktenshar is a strange, catlike carnivore with extremely flexi- |
dersea regions. Though these behemoths are racely seen on the ble skin,

surface, stories tell of ships dragped under and islands scoured of A typical individual measures 4 or 5 feet in length with a ]ung._,
life by these monsters. narrow head. Males and females hunt together in packs, preferring |

Krakens make their lairs thousands of feet below the oceansur-, herd animals for food but attacking humanoids when game be-

face, They [requently inhabit huge cavern complexes thar include| . comes searce. Krenshars ane very social among their own kind, and

| sections filled with breathable air, where they imprison and breed) | occasional attempts 1o domesticate cubs have produced fierce and

| humanoid slaves to serve and feed them, loyal companions. They otherwise behave much like mundane

| Akraken resembles an immense squid, but with only eight ten— grear cats. A lair contains cubs numbering half the adule wial.
Lmcles. Tts body is approximately 90 feet long and protected by, = = |
| layers of thick rnusrl|:!. Six of the beast's tentacles are shorter arms | CDM BAT I
| about 50 feet long; the remaining two arc nearly 100 feet long and Krenshars use solitary scouts to drive prey into the. waiting |
. covered with cruel barbs, 1ts beaklike mouth is located where the clutches of the pack. The scout appears from hiding, uses its scare

tentacles meet the lower portion of its body. ability, then chases the fleeing target to jointheattack. |
Krukens speak Common and Aquan, Scare (Ex or Su): As a standard action, a krenshar can pull the |
: skin back from its head, revealing the musculature and bony |
COMB&T srructures of its skull This alone is usually sufficient to scare away
\ Krakens strike their opponents with their barbed tentacles,) q.fu:a (treat a5 a Blufl check with a +3 bonus),
r_l‘.h:.u grab and crush with their arms or drag victims into Lhml _Combining this scare ability with a loud sereech produces an.|
L hupe jaws. 4,=.11:|s,i-1-r11.r|g effect that works like scare cast by a 3rd-level sorcerer
Improved Grab (Ex): To use this ability, the kraken must h.tt !{gave DC 12), If the save is successtul, that opponent cannot be al- |
an opponent of up to Huge size with an arm or tentacle attack. 0 {ected aain by that krenshar’s scare abdlt}rfnrmd;rr.'l"hc shrick |
it gets a hold, it can constrict. does not affect other krenshars. _—
Constrict (Ex): A kraken deals automatic arm or tentacle = = - g
damage with a successful grapple check against Huge or smaller
s KUO -TOA
__Jet {Ex): A kraken can jet backward once per round as a douhble Medium-Size Monstrons Humanoid (Aguatic)
¢action, ataspecd of 280 fcer. | Mt Dice; 2d8+2 (11 hp) cae s e

Ink Cloud (Ex): A kraken can emit a cloud ol_;e'r—hl*lrlr ink 80 Initiative: +0
',[eet high by 80 feet wide by 120 feet long once per minute as a free Speed: 20 fr., swim 501t
{action. The cloud provides total concealment, which the kraken AC: 18 (+6 natural, 42 large shield) |
| normally uses to escape a losing fight. Creatices within the dloud Attacks: Spear +3 melee, bite —2 meles; or spear +2 ranged |
suffer the effects of total darkness. Damage: Spear 1d&+1, bite 144
Spell-Like Abilities: 1,/day—contml weather, control winds, dom- Spedial Attacks: Lightning bolt, pincer stafl
imate amimnal, and resist elements. These abilities are as the spells cast Special Qualities: Keen sight, slippery, adhesive, immunities,
by a 2th-level druid (save DC 15 + spell level). electricity resistance 30, lipht blindness, amphibious
SR Saves: Fort 13, Bel +3, Will +5 e

Abilities: Str 13, Dex 10, Com 13, Int 13, Wis 14, Chag
KRFNQHAR Skills: Hscape Artist +18, Knowledge or Cralt (any one) 16,

Medium-Size Magical Beast } Listen +3, Move Silently 43, Search 110, Spot +11

Hit Dice: 2d10 {11 hp) _ | Feats: Alortness, Great Fordtude

Initiative: +2 {Dex) S e —

Speed: 40 fr. Climate/Terrain: Any aquaric and underground

AC: 15 (+2 Dex, +3 narural) Orgpnization: Parrol (24 plus 1 3rd-level whip), squad (6-11 plus

Antacks: Bite 12 melee, 2 claws +0 melee 1 or 2 3nd-level whips, 1 or 2 4tbe-level monitors, and 1 gth-level
Damage: Bite 1d6, claw 1d4 e e y fighter), band (2050 plus 100% non-
Face/Beach: 5 [t by 5 fr./5 it combatants plus 2 3rd-level whips, 2
_ Special Attacks: Scare gth-level fighters, and 1 10th-level
| Special Qualities: Scent lighter), or tribe (40400 plus 1 3rd-level
Saves: Fort +3, Ref +5, Will +1 whip per 20 adulrs, 1 4th-level monitor, 4
L Abilities: St 11, Dex 14, Con 11, fth-level fighters, 1 10th-level |
Int 6, Wis 12, Cha13__ whip, and 2 1oth-level
8kills: Hide +4, Jump +4, Listen fighters)
4, Move Silently 16
Feats: Multiattack

Climate,/ Terrain: Temper-__
ate and warm forest and
plains

, Drganization: Solitary, pair, e X e i

| orpridef6-10) a0 " ! _ARKE=

A lreasure: None

L Alignment Always neural

| Advancement: 34 HD
(Medium-size); -
5=# HI (Large) - T




\times avoiding them is simply not pos-

{long-forgorren, ancient evils dwelling in
\ the decpest parts of the ocean.

|of heing pudgy or bloated. The arms and
Hegs are slender, almost willowy, ending in

Lwith their mpod. An anpgry kuo-toa is dark
|red, while a frightened one becomes pale gray
| or pven white, The air around a kuo-toa carries
| the almost overwhelming odor of ronting fish.

| and Aguan.

COMBAT

| with these loathsome creatures, some-

Challenge Rating: 2
Treasure: Standard
Alipnment: Often neutral evil -

Advancement: By characrer class

The kuo-toa ite an ancient line of aquatic humaneids noted for |
| their sinister nature and diabolical tendencies. !
| Although most people shun contact

sible. Kuo-toas lknow much abour

An average kuo-toa stands roughly 5
feet tall and has a more or less humanoid
appearance. 1ts rounded body is covered
with fine scales giving it the appearance

{broad hands and distended feer thar look
very much like fippers. The bullet-shaped
heads ate piscine, with bulging, silver-blaclk
eyes and wide mouths full of needle-sharp
teeth. Although kun-toas are generally a
silver-gray color, their pigmentation changes

Kuo-toas speak Kuo-Toan, Undercommon,

| Kue-toan tactics and weapons wary greatly depending upon the

training and skills of the individual encountered. A group of kuo-
toa wartiors usually fght in formaron, threwing their spears
before closing to meles range.

Lightning Bolt (Su): Two or more kuo-toa clerics (Enown as.,
“whips") operaring together can_generate a stroke of lightning |
every 1d4 rounds, The whips must join hands to launch the bolt |
but need merely remain within 30 feer of one another while it |
builds. The lighming bolt deals 1dé points of damage per whip, |
but a successful Beflex save halves this amount (save THC 13 +
number of whips). ——

Pinger Staff: Many kuo- l:q.a thth and all whips above 6th
level carry this Large exoric weapon, A pincer staff deals 1d1o
points of bludgeoning damage, threatens a critical hir on a 20,

Land deals double damape on a critical hit. It has a 10-foot reach
and cannot be used against an adjacent opponent. A wielder that
L hits an opponent of at least Small but no larger than Large size at-
| tempts to start a grapple as a free action withour proveking an

attack of opportunicy 1f the wielder gers a hold, the staff grabs
the opponent and deals 1410 points of damage each ound the
hold is maintained.

Keen Sight (Ex): Kuo- toss have excellent vision thanks to
their two independently focusing eyes. Their eyesipht is so keen
that they can spot a moving objector creature even if it is invisi-
ble, ethereal, or astral. Only by remaining perfectly siill can such
objects or creatures avoid their notice,

Slippery (Ex): All kuo-roas secrete an oily Blin thar makes

| them difficult o prapple or snare, Webs, magic or otherwise,

don't affect kuo-toas, and they usually can wriggle free from mose

Lother forms of confinement.

Adhesive (Ex): Kuo-toas use their own body il and otherma- |

| terials to_give their shiclds a finish almost like Aypeper, holding |

fast any creatures or items touching them. Anyone who makes an |
unsccessful melee artack against a kuo-toa must succeed ar al

GG j

Reflex save (DC 14), o the attacker’s weapon sticks to the shield |
and is yanked out of the wielder's grip, Creatures using naru.ml]
weapons are automarically grappled if they ger stuck.
Immunities (Ex): Kuo-toas are immune to poeison and pa.mlr .4
(sis. The various hold spells also have no effect on them, and their
Jkeen sight automatically detects figments for what they are,
Light Blindness (Ex}: Abrupt exposure to bright light (such as
s sunlight or a daylight spell} blinds kuo-toas for 1 round.
P, 0 addition, they suffer a —1 circumstance penalty
o all attack rolls, saves, and checks while op- |
erating in brighe light,
Amphibious (Ex): Although lkuo- milﬁ
g breathe by means of gills, they can sucvive in
definitely on land. i i
Skills: Kuo-toas I.'t.'L::u-’i: A 415 J::lL.l.,.Jl bonus |
to Bscape Artist checks and a +4 mcial bonus o |
Spot and Search checks.

KUQ-TOAN SOCIETY

"L # -t
; Kup-toas dwell in subterranean communities

that are well supplied with pools [or receeation |
and breeding. They spawn as [ish do, raising their |
young in special pools untl their amphibian quali- |
by ties develop {about a year after hatching).

Thanks to the effores of the whips, virtually |
all kup-toas are devoted worshipers of the |
goddess Blibdoolpoolp, whom they refer o)
_ a8 the Sca Mother. Every kuo-toan community has at |
*  least one shrine to the Sea Mother, Larper communi- |
ties with major temples serve as hubs for clusters of |
smaller sertlements. These are also centers for intergroup |
sppzi, rade and politics. Virtually all kuo-toan communities |
are open to drow and their servants, who provide useful |
goods and services, although the drow are both feared and |
hated by the kuo-toa. This enmiry leads to many miner skir-
mishes and frequent kidnappings berween the peoples.

KUO-TOAN CHARACTERS

A kuo-toas favored class is ropue. Most kuo-toan leaders are
cleric/rogues or clerics (whips), Whips worship Blibdoolpoclp
and can choose any two of the following domains: Destrucrion,
Evil, and Water. Euo-toan monks, called monitors, alse exist,

LAMIA

Medium-Size Magical Beast

Hit Dhice:, 91049 (58 hp)

Initiative: +2 (Dex)

Speed: a0 fi.

AC: 17 (42 Dex, +5 natural) 2

Attacks: Touch +9 melee; or dagger 111/46 melee

Damage: Touch 1 permancnt Wisdom drain; or dagger 144
Face/Reach: 5t by 5 [L/5 [L

Special Artacks: Spell-like abilities, Wisdom drain

Saves: Fort 17, ef +8, Will +7

Abilities: Str 10, Dex 15, Con 12, Int 13, Wis 15, Cha 12
skills: Bluff +13, Concentration +11, Hide +14 5
h:ats Dodge, Tron Will, Mobility, WL':]]_ZH}I'I Finesse I:dsgg::r] :

—_—

C]imtc,l“lcrra;n:_ﬂny |:|r_lir:r1, hill, and um]m'gmund
Organization: Solitary, pair, or gang (2—4]

—
Challenge Rating: 6 . —4
Treasure: Standard § |

(Alignment: sually chaotie evil
| Advancement; 1013 HD {Large); 14 er.Dl;l-mge}
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Lamias are evil and cruel crearures that take
great pleasure in causing sullering and  f
spreading evil. They particulacly rarget
those who serve the cause of pood for
horrible deaths.
Most lamias appear as a cross berween ‘
{a stunningly attractive human and a sleck
Hion. Less commonly, the human torso.
| might be found atop the body of a deer

Lammasus are noble creatures that are concerned with the wel- |
fare and salery of all pood beings.

These creatures dwell most often in old, abandoned Lemples i
and ruins located in remote arcas, where they contemplate |
how best to combat the influence of evil in the world.
Adventurers spmetimes seel them out to gain the ben:
efit of their wisdom and their knowledge of ancient mys
teries. Lammasus receive good beings and creatures
cordially and usually offer assistance if the visitor is directly com- |

Lo goaL I:.m.ng evil. They tolerate neutral beings but warch them care- |
fully. They do not tolerate the presence of evil beings, |
CDMBF&T attacking them on sight

A lammasu has the
golden-brown body of a |
& lion, the wings ol a glant

eagle, and the lace of a
human. Tt is about 10 feet long
and weighs abour 600 pounds, |
Lamnmasus' bearing and demeanor are. |
both neble and stern, though they can be quire
COmpassionate. y
Lammasus speak Common, Draconic, and |

Celestial.
CDM BAT_

Lammasus attack with spells

or their_razor-sharp claws. |

They_almost always enter |

combat il they observe a pood |

being that is threat- |

ened by evil |

- i . Spells: A lammasu casrs spells as a 7rhelevel |
: cleric, choosing from any two of the [ollowing |

L l AM M AS U domains: Cood, Healing, Knowledge, and Law, Save DC 1513 +

| Large Magical Beast i spell level,

Hit Diice: 7di0421 {59 hp)

Initiative: +0

Speed: 30 fr., fly a0 fr.

laverage)
AC: 14 (-1 size, +5 natural)
Attacks: 2 claws 412

Though a lamia appears to have an array
of powerful natural weapons, its legs and
claws (or hooves) are not very strong.
Lamias wield daggers in combat when not

Lusing their Wisdom drain,

| _Lamias make excellent use of their magical

{abilities when hunting. They set illusions o

{lure would-be heres into perilous situations,
then attack from behind.

Spell-Like Abilities: 1/day—charm person,
major fmage, murror image, and sugpestion. These abil-
ities are as the spells cast by a 9th-level sorcerer (save
De 11 + spell level)

Wisdom Drain (Suk By making a suc-
| cesstul touch arrack, a lamia permanently

rdnuns 1 point of Wisdom. Lamias iy (o

{use this power early in an en-

| counter o make foes more

{susceptible to charm person and suggestion.

melee
Damage: Claw
1de+a ____Magic Circle against Ewvil
Face/Reach: 5 {i. (Su); A lammasu has a continu-
by 1ofi/sf ous magic clrele against evil thar
Special Attacks: affects a 20-foot radius. The aura can
| Spells, pounce, be dispelled, but the lammasu can
| rake 1da+3 create Ir again as a free action on it

| Special Qualities: Magic circle
against evil, spelk-like abiliries
Saves: Fort +8, Ref +7, Will 47
Abilities: Ser 23, Dex 10, Con 17, Int 16,
Wis 17, Cha 14
Skills: Concentration +12, Knowledge
[arcana} +12, Listen +8
Sense Motive +12, Spor+5°
Feats: Blind-Fighr, Combar Casting, Flyby Attack, Iron Will,

nExl Lurn.

Spell-Like Abilities: 2/day—im-
proved_invisibiliby; 1/day—dimension
door. These abilities are as the spells
cast by a Fh-level sorcerer:

Pounce (Ex): If a lammasu leaps
upon a foe during the first round of |
combat, it can make a full arack |
even if it has already mken a move

Lighining Reflexes action. |
; Rake {'[:.1] A lammmasu that pounces on a creabums can m.,}_k,t_,
| Climate,/ Terrain: Any warm land and underground Jtwo rake attacks {112 melee) with ies hind legs for 14643 slashing |
| Organization: Solitary damage each,
A Challenge Rating: A Skills: *Lammasus gain a +2 racial bonus o Spot checks durmg
| Treasure: Standard | daylight hotirs.
| Alignment: Always lawful good

Advancement: 8-10 HD (Large); 11-21 HD {Huoge)




Tl
Large Outsider (Chaotic, Good) :
Hit Dice: 7d8+14 (45 hp)
Initiative: +3 [ Dex)
Speed: 20 fr., fly 70 fr. (average)
| AC: 17 (=1 size, 43 Dex, +5 natural)
| Attacks: Sword 111,/+6 melee, tail slap +6 melee
| Damage: Sword 1d8+5, il slap 2de+2
| Face/Reach: 5 1. by 5 fr./10 fi.
| Special Artacks: Improved grab, constrict 2dé+5,
|_spells, spell-like abilities
. Special Qualities: Poison immunity, fire
resistance 20
Saves: Fort +7, Ref +8, Will +8
Abilities: Str 20, Dex 17, Con 15,
Int 14, Wis 16, Cha 18
| Skills: Appraise +12,
+ Concentration +12,
| Enowledge (arcama) +12,
Listen +13, Ferform (any
ten) +14, Spellcraft +12,
Wilderness Lore +17
Feats: Combat Casting,
Extend Spell

Climate,/ Terrain: Any

.[ land and underground

| Organization: Solitary or

| covey(2-4)

| Challenge Rating;: 7

| Treasure: Standard

| Alignment; Always
chaotic good

| Advancement: 810 HD
(Largel, 11-21 HD
(Eluge)

Lillends are mysterious visitors from another
plane. Many are skilled in one or more forms of
drtistic expression.
A lillend looks like 2 human ot el female (ravely
a male) wirh the lower torso of a multicoloted serpent
and huge, strkingly paterned wings like a bird's, The typical Ll
lends poils are 20 feet long,
Lillends are lovers of music and art. Gold, even food, means
little to them, while a song, story, o piece of artwrork holds great
| value, The destruction of art and ill wrearment of artists enrages
{ them, Their grudges are infamous, and they are often encountered
i seeking violent rerriburion against enemies of their favorite aris.
Lillends alsa have a great love of unspoiled wilderness, The
wilds remind them of the natural beaury of their home plane, and
they oceasionally visit and enjoy similar regions. A lillend is as
protective of its chosen wilderness as it is of the arts These beings
sometimes form temporary allisnces with rangers, druids, and
bards to defend their favorite retreats against the encroachment of
civilization, Sometimes a covey of Hllends adopes a tact of wilder-
ness, using any means necessacy to deive off despoilers,
Lillends speak Celestial, Infernal, Abyssal, and Common.

COMBAT

| Lillends are_generally peaceful unless they intend vengeance
| against someone they believe puilty of harming, or even threaten-

ling, a favored art form, artwork, or artist, Then they become im- |

| placable foes. They use their spells and spell-like abilities 1o

confuse and weaken opponents before entering combat. A covey |

of lillends usually discusses strategy before a baude.

- RNGR L

Spells: A lillend casts arcane spells #s a 6th-level band. Save DC
is 14 + spell level. |
Spell-Like Abilities: 3/day—darkness, hallucinatory mmlrj._'r
knock, and light: 1,/day—charm pevson, speak with animals, and ek |

L lwilh plants, These abiliries are as the spells cast by a 10th-level hard
L |{save DC 14 4 spell level),

A lillend also has the bardic musie ability as a éth-level bard,
Improved Grab (Ex): To use this ability, the lillend must hit an

i opponent of up to Medium-size with its il slap attacl, 1t pers |

a hold, it can constrict. |

Constrict (Ex): A lillend deals 2dé+5 points of damage |
with a successful grapple check against eppo-.
nents of up 1w Medium-size, This uses the
entire lower portion of its body, so it |
cannot take any_move actions when |
constricting, though it can
still arack with its
gword.

Fire Resistance (Exk A,
lillend is immune to non-
resistance 20, 4
Skills: Lillends receive a +4 |
checls.
_Reptilian)
Hit DHee: 24842 (11 hp)
_Speed: 300 |
AC: 15 (+5 namral) or 17 (+5 nammal,
Attacks: 7 claws + 2 melee (or prear- :
club +2 melee), bite +0 melee; or
Damage: Claw 1d4+1, greatclub
td1ou, hite 1d4, or javelin
Face/Reach: 5 fr. by 5 fi./s fi.
_Sayes; Fort 11, Rel +3, Will +0
Imt 9, Wis 10, Cha 10
Skills: Balance +4, Jump +7, Swim 9

magical fire and has magic fire |
_ racial bonus 1o Wilderness Lore |
Medium-Size Humanoid (Aguatic, |
Initiative: 10 ‘
+2 large shicld)
javelin 1 mnged
_1ded
Ahilities: Str 13, Dex 10, Con 13,
Feats: Multiattack

Climate,/ Terrain: Temperate and wartm marsh

Organization: Gang (2-3), band (=10 plus 50% noncombatants
plus 1 leader of 3rd-6th level), or tribe (3060 plus 2
leutenants of 3rd-6th level and 1 leader of 4th—10th level}

Challenge Rating: 1

Treasure: 50% coins 50% goods; 50% items

Alignment: Usually neutral

Advancement: By character class

Lizardfolk are primitive reptilian humanoids that can be very dan- |
gerous il provoked, —

Lizardfolk are usually & to 7 feet tall with green, gray, or brown |
{scales, Their tails are used for balance and ave 3 1o 4 feet long, They |
can hold theic breath for raice as long as a human. Although rJ'wy.,}_
_are omnivores, they prefer meat, particularly human flesh, Some |
‘more advanced tribes build huts and use_weapons and shields |
{leaders of these tribes may even have equipment stolen or traded
Urom other intelligent creatures,

Lizardfolk speak Draconic,
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COMBAT

Lizardfilk fight ss unorpanized individoals, They prefer frontal as-
saults and massed rushes, somerimes trying to force loes into the
water, where the lizardfolk have an advantage, If s
oumnumbered or if their terrtory is being in-
vaded, they ser smares, plan ambushes. and
|milee raids to hinder enemy supplies. Ad-
\vanced tribes use more sophisdeaced tacrics
| and have berrer fraps and ambushes,

Skills: Thanks ro their tails lizandlolk re- “SES%
|ceive 8 —4 racisl bonus 1o Jumgp, Swim, and
| Balance checks (the numbers in the seapstics
hlock do not reflect check penalties for large

shields).

LIZARDFOLK SOCIETY

Lazardfoll have a pateinechal society in which
\the mast powerful member rules the others.
Shamans offer advice but
{rarely become leaders
themselves, Survival is
the utmost concern of
[igardfolk, and a
threatened or searv-
ing tribe will go o in-

_Climate,/Terrain: Warm aquatic

Organization: Company (2-4, pateol (11-20 plus 2

_apd-level sergeants and 1 leader of 3rd—6th level), or
tribe (30-100 plus 100% noncombaranes plus 1 3ed- |

#  level serpeant per 10aduls, § Sth-level licutenants,
and 3 7th-level caprains)

Challenge Rating: 1.2

Treasure: Standard

Alignment; Usually neutral

b, Advancement: By character class

The nomadic locathahs dwell in warm coastal
waters, hunting fish and gatheting crustaceans for
foged. Although humanedd, they are clearly more |
fish than human. {
Ihe average locathah stands 5 feer tall and
weighs 175 pounds. Locathahs are slender, with
fine, vellow-green scales that shimmer in the |
_sunlighe, Females and males look very |
much alike, although the [ormer
can be recognized by the two ochee |
stripes marking their egg sacs.
Locathahs are not particularly |
apgressive but do nor rrust surface
dwellers—Far too.many of their kind

igredible lengths (even ¥ have been swept up in {shing
| committing deeds con- TIETE.

tsidered abominable by other humanaids) ta -

| ensute its continued existence, {_.O M BJﬂiT

Any batdle with locathahs usually begins with the |
ereatures loosing 2 volley of bolts from their cross- |
b, If they have munaged 1o set up an ambush |
or other trap, they continue to employ these |
weapons for as long as possible. Otherwise, they
close to bring their long, widentlike spears
inta play, Although primarily used for fish-
ing. these spears make formidable
‘.K'E':TFDHFL
Locarhahs lack teeth, claws, and
other namral weapons, so they are

Most rribes live in swamps, bur about a third of the pepulation
Uives in underwater sir-flled caves. Local mibes often unite against
L greater threat (including hosrile lizardfolk mibes)ind cecasiomlly
| mitke alliances with locarhahs or serve mone poserful creatures
| such a5 nagas or dragons. In isolated areas they survive by fish-
ling, gathering, and scavenging, while those thar live near other

humanoids malke raids for food, supplies, and slaves. A
lizardfoll lair has half as many nencombatant hatch-
lings s adults, and one egp per ten adults.

The parren deiry of lizardfolk 35 Semuanya,

whose chief concern is thelr survival and

propagation. not_especially dangerous i unarmed.
A weapanless locathah will gener
LIZARDFOLK CHARACTERS ally rurn and flee

A leardfolk's favored class is denidi mosr
lizardiolk leaders are druids, Lizardlolk clerics
{shamans) worship Semuanya and can choose
any wo of the following domains: Animal, Plant,
L and Warer
|

: LOCATHAH .

Medium-Size Humanoid (Aguaric)

Hit Dice: 2d8 (2 hp)

Initiative: =1 [ Dex)

Speed: 10 ft,, swim 60 [

AC: 14 (41 Dex, 43 matural)

Attacls: Longspear +1 melee; or light crossbow +2
ranged

Damage: Longspear 1d8; or light crosshow 1d8

Face/Reach: 5 ft. by 5 [1./5 [1.

Saves: Fart +3, Bel 1, Will +1

Ftrﬂitits: Str 10, Dex 12, Con 10,

LOCATHAH SOCIETY

Locathah clans nsually move with
each change of scason, poing
where they can find food, They
{ make their encampments

in caves, rocloy areas, or

seaweed beds—Ilocales
thit afford some con-
cealment and protec-
tion. Patrels are usually
| hunting parties afrer
small game, bot they |
also keep a lovkour for en- |
emies trespassing in clan |
hunting _areas. |

Larger groups |

b are gencrally |
found _track-|
ing hig animals |

Int 13, Wis 13, Cha 11 anim

| Skills: Craft (any onel 43, Listen +4, or gngaged in sim-

Spot .+ ilar activities, Entire

Feate: Rlind-Fight tribes come together to
= regde or hold council.




Locathahs revere the deity Eadro, who created hath them and

the merfolk.
LOCATHAH CHARACTERS.

A locathabs fuvored class is barharian, and maost locathah leaders |
are burbatians. Most locathah spellcasters are adepts (see page 37
L in the Dunceon Masrass Guide). Tocathah clecics worship Fadro,
Land can choose two of the follswing domains: Animal, 'retection, |

| and Warer,

| Small Elemental (Fire)
Hit Dice: 2d& (9 hp)
Initiative: +1 {Dex)
Speed: 30 fr.
LAC: 14 (41 size, +1 Dex, +2 napral)
JAttacks: Burning touch 1 melee
| Damage: Burning touch 148 fire and combustion
| Face/Reach: 5 [t by 5 [1./5 [t.
Special Attacks: Combustion, fiery aura
Special Qualities: Elemental, fire subtype, melt
weapons, damage reduetion 1541
Sawves: Forr +0, Ref +4, Will =0
Abilities: Str 9, Dex 13, Con 11, Int &,
Wis 10, Cha 10
Skills: Climb +4, Escape Avtist +5,
,[ Jump +4, Spot +4

| Climate/ Terrain: Any land and
underground
| Organization; Solitary , gang (2-4), or
sgquad (6-10]
| Challenge Rating: 3
Treasure: Standard coins: standard goods
{nontlammables only}; standard
{tems (nenflammables only)
Alignment; Always chaotic nenrral
Advancement: 34 HD (Smally; 5-&
HD {Medium-size)

Magmins are small, human
shaped beings that appear to
have been sculpred from
malten rock and flowing o8
lava. They radiate in .
tense  heat and are
 wreathed in an aura of
Lsearing Hlames,
Although  not  cruly
| evil, these fiery creatures ane
extremely mischievous. They
like to watch things burn, perhaps
lacking the ability o understand thae
flames are painful or even deadly o other
croatures.
A rypical magmin iz 4 feet tall and weighs 1 pound.
Magmins speak Ignan,

COMBAT

| Although small, magmins are dangerous D"l].'!-OI‘I.C]'IIb Their touch
| iz effecrive against those whe lack protection or immunity [rom
| hear and flames, bur if faced with cpponents who are immune o

| fire, magmins are reduced to unarmed attacks. In any case, mag- .
| mins are not valiant fighters. They usuelly flee if injured, al-
though often only far enough to set up a fery ambush for their

enemiss,

3

MAGMIN'

Combustion (Ex): Anyone a magmin touches must succeed ar,
1 Beflex save (DO 11) or take an addidonal 1d8 points of e
damage as clothes ignite or armor becomes searing hot, T
damage continues for another 1d442 rounds after the magmins |
ast successful arrack. Magmins can also ignite flammable mated: |
{als with a touch,

Fiery Aura (Ex): 4"\-11}{1:'11].. within 30 feet ol a magmin must suc-
ceed at o Fortitude save (DC 11) or suller 1ds points of hear
damage from the intense heat. Treat this elfect as an emanation
see Aiming a Spell, page 148 in the Players Handboak ), —a

Elemental: Tmmune ro poison, sleep, paralysis, and stunning, |
Mot subject to critical hits,

. Fire Subtype (Ex} Fire immu-
. nitv, double damage from cold |
except on a successtul save. |

Melt Weapons (Exk Any
metal weapon thar strikes a
magmin must succeed at a For- |
ritude save (DC 11} or melt,
away into slag.

Huge Magical Beast
Hit Dice; 6d10+24 (57 hp)
Initiative: +2 (Dex) |
Speed: 30 1., fly 50 ft {clumsy) |
AC: 16 (=2 5ize.+2 Dex. +6 |
i natural’} :
i Artacks: 2 claws +9 melee, bite
i +7 melee; or & spilies 6 ranged
Damage: Claw 2d4-5, bite 1d8+2;
: or spike 14842
¢ Face/Reach: 10 fi. by 20 fr./10 fr
o Special Attacks: Spikes
Special Qualities: Scent
Saves: Fort +9, Ref +7, Will +3
Abilities: S 20, Dex 15, Con 19,
Inc?, Wis 12, Cha 3
Skills: Listen +9, Spot +9*
Feat: Multiattack

Climate/Terrain: %Warm and
temperate land and
underground
Organization: Solitary, pair,
ar pride (3-6]
Challenge Rating: 5
Treasure: Standard
Alignment: Usually lawful
evil
Advancement: 7—16 HD
(Huge); 1718 1D (Gargantuan)

AL
Manticares are fierce monsters that hunt
widely for living flesh. They are cunning and |
evil, with keen, logical minds, A manticore can bea |
deadly enemy or a powerful ally,
A manricore is 2 monster in every sense of the word, It has Ihr_-_.
head ol a vaguely humanoid beast, the body of a lion, and the |
iwings of 8 deagon, The crearures back is set with curved barbs, :u:ud
irs long mil ends in a cluster of deadly spikes. .

COMBAT

| A manticore. beging most attacks with a volley of spiles, then
\closes. In the outdoors, it olten uses its powerful wings 1o stay
aloft during battle,

*




beings with its gaze. T prives art ohjects, fine jew

volve around obtaining these items.

A medusa is indistinguishable
from g normal human at dis-
rances greater than 30 leet (or
closer, if its face is con-
cealed). Omnee the crea-
rure is clearly visible, its
true_nature becomes
apparent. 1ts. hid-
ceons face is

hissing snakes
instead of hair,
and irs eyes

feral red. In
comirast, its

fectly propor.
tioned and exceprionally aterac
rive, although scaly and earthen-cal-
ored. The crearure often wisats garments
that enhance its body while hiding its face
Spikes (Ex): With a snap of its ail, a manticore . .
| can loase & volley of six apikes as a standard action, <l e e, o G fee tall
This attack has a renpge of 180 feet with no.mnge in- i ;
crement. A spile threatens a critical hit en 4 nam-
Cral artack rall of 19 or 20, The creature can launch
|only twenty-four spikes in any one day
Slalls: “Manticores receive 1 +4 tacial honus ;
to.Spot checks in daylight. i

coming active in the criminal un-
= few medusas have [ormed rob-
bery rings or orgenized smuggling
¥ o SRR e B cabals
MEDUSA &= NI N © COMBAT
“"dri A medusa mies to disguise s e
nature until the intended victim is
within range of its petrifying gaze,
using sub-
terfuge  and
bluffing games
convinge the target that there
is no danger. It uses normal weapons to attack those
who avert their eyes or survive its gae, while its
pois;r_-m:-u.a snukes 5[1‘1}[;1 ar m‘]j:l-:'.r.nl: OPPUneNLs
Petrifying Gaze (Su): Turn to stone perma-
nently, 30 [eet, Fortitude save (DO 15}
Poison [Ex): Snakes, Fortiude save (DO
14} inirial damage Ldé

Medium-Size Monstrous Humanoid

Hit Dice: 6d8 +6 {33 hp)

Imitiative: <2 (Dex)

Speed: 30 f.

AC: 15 (42 Diex, 43 natural |

Attacks: Shorthow +8/+3 ranged; or dagger <6/+1
melee, snakes +3 melee

Damage: Shorthow 1dé; or dugger 1d4, snakes 1d4 and
poisnm

 Face/Reach: 5 fr. by 5 [L/5 fr.

| Special Attacks: Petrifying paze, poison

| Saves: Fort =3, Rel +7, Will +6

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

Sleills: Bluff +11, Disguise 111, Move Silently +3,

Spot +10 temparary Sirength,
Feats: Point Blank Shot, Precise Shor, Weapon Flnesse secondary damage
(snakees) 2de  cemporary

Smrength.
Climate,/ Terrain: Any land and underground
Orrganization: Solitary or covey (2—4)
Challenge Rating: 7
Treasure: Double standard

| Alignment: Usnally fawful el

| Advancement: By characrer clacs

The medusa is & hatelul, repulsive creature than perrities living |

elry, and wealth. Tis activities often re- |

crowned with al
mazs of writhing, |

plow a deep, .

bedy is per-

behind a hood or veil A typical medusais s |

Medusas are found in nearly svery cli- |
mate. Some dwell in lerge cities, be- |

derworld 1o gain their destres. A

3
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MEPHIT

Hit Dice:
Initiative:
Speed:
AC:
Attacks:
Damage:
Face,/Reach:

| Special Atracks:

. .Sp::tia.'l Crualities:

Haves:

Abilities:
Skills:

Feats:

. Hit Drce:;
Initiative:

| Speed:

| AC:

| Attacks:

| Damage:
Face/Beach:
Special Attacks:

Special Qualities;

Saves:
Abilities:

skills:

Feats:

Hit Dice:
Initiative:
Speed:

AC

| Attacks;

| Daimage:

| Face/Reach:

, Special Atracks:

Special Qualities:

Saves:

Abilities;
Skills:

Feats:

| Mephics areminar elemental creatares drawn from the basie com-
| panents of sreation, They ave more curicus than evil, although

Air Mephir

Small Outsider (Air)

3d& {13 hp)

17 (43 Dex +4 Improved Initiative)
30 fr., By 60 fr {perfect)

17 (1 sz, +3 Dox, =3 natural}

2 claws +4 melee

Clawr 1d3

gl by s /s fe,

Breath weapon, spell-like abiliries,
summon mephit

Tast healing 2, damag:

reduction 5511 §

Fore =3, Ref +6, Will +3

Str 10, Dex 17, Con 14,

Int 12, Wis 11, Cha 15

Blull <6, ITide 412, Listen +6,
Move Silently +3, Spot +6
Improved Initiative

Fire Mephit

Small Outsider (Fire)

3de (13 hpl

i 5 {1 Dex, 14 Improved Initadve)
30 [, fy 50 01 (average)

16 {1 size, +1 Dex, 44 natural)

2 claws +4 melee

Claw 1d3 and 2 fire

shbysf /s

Breath weapon, spell-like abilities,
suminon mephit :

Fire subtype, fust healing 3,
damage reduction 5/+1

Fort +3, Ref +4, Will =3

Sir 10, Dex 13, Con 10,

Int 12, Wis 11, Cha 15

Bluff +5, Hide +11, Listen +6,
Mlowe Silently +7, Spot L6
Lmproved Initlative

Qe Mephit

Small Outsider (Water)
ade+3 (16 hp)

+0

30 ft., fly 40 fr. (average)
1641 size, +5 natueal)

2 claws 16 melee

Claw 1d3+2

Sfby S/

Breach weapon, spellHike abilities.
summoen mephit

Fast healing 2, damage
reduction 5/+1

Fort +4, Bef +3, WAl +3

Str 14, Dhex 10, Con 13,

Int 12, Wiz 11, Cha 15

Bluft +6, Hide +9, Listen 16,
Move Silently 16, Spot 16
Power Altack

their natures vary with the essence of whar hirthed them.

[rist Mephit
Small Outsider (Air)
3d8 (13 hp!
7 (43 Dex. +4 Improved Initiative)
30 fr., fly 50 fr. {perfect)
17 (+1 size, +3 Dex, +3 natural)
2 claars +4 melee
Clawr 1d3
50 by 5 ft./5 1.
Breath weapon, spell-like abilities,
summon mephit
Fast healing 2, damage
reduction 5541
Fart =3, Ref =&, Will +3
Str 10, Dex 17, Con 10,
Int 12, Wiz 11, Cha 15
Bluff +6, Hide <12, Listen +&,
Move Silently +2, Spot +6
Tmproved Tnitative

Tee Mephit
Small Ouisider (Air, Cold)
3dai13 hp)

+7 (=3 Dex, +4 lmpmw:d Initiative)

3, fly 50 f. (perfect)

18 {41 siee, +3 Dex, +4 natural)
2 claws +4 melee

Claw 1d3 and 2 cold
Shbysf/sk

Breath weapon, spell-like abilities,
summon mephit

Cold subtype, fast healing 2,
damage reducrion 5/+1

Fore +3, Ret+6, Will +3

Str10, Dex 17, Con 10,

Inmt 12, Wis 11, Cha 15
Bluff +&, Hide +12, Listen 15,
Move Silently +9, Spor +6
lmproved Initiative

Salt Mephit

smiall Outsider (Earth)
3d&+3 {16 hp)

—1. [ [lex)

308 fly 40 fr (average)

16441 size, —1 Dex, +6 natural]
2 claws +7 melee

Claw 1d3+3

§ bt by 8 fr./s fr.

Breath weapon, spell-like abilities,
summon mephic

East healing 2, damage
reduction 10/+1

Forr +4, Ref +2, will +3

Sec 17, Dex 8, Con 13,

Int 12, Wis 11, Cha 1§

Bluff +&, Mide +8, Listen +a,
Mowve Silently +3, Spot +6
Power Atrack

_Earth Mephit

Small Outsider (Earth)
3de+3 (16 hpl

1 [ Dexd
30 fr., fy 40 fr. (avempge)
16 (+1 size, —1 Dex, +6 narural}
2 claws +7 melae
Clawr 1d3+3
s fr. by 5 f1./5 f |
Breath weapon, spell-like abilities, |
summon mephit |
Fast healing 2, damage =
reduction 1041
Fort +4, Rel +2, Wil 3
Strl7, Dex 8. Con 13,
Int 12, %is 11 Cha 15
Bluff +5, Hide +2, Listen +&,
Move Silently +5. Spot +6
Fower Attack

| |

Magma Mephit

Small Outsider (Fire)

3d8 (13 hps

+5 0+1 Dex, +4 Improved Initative)
30 fr, fly 50 f1. (average)

16 {+1 size, +1 Dex, +4+ natural)

2 claws +4 melee

Claw 1d3 and 2 fire

5 by 5 fr/fs fi,

Breath weapon, spell-like abilities,
summon mephit

Fire subtype, fast healing 2,
damage reduction 5/41

Forr +3, Ref =4, Will +3

Stro10, Dex 13, Con 10,

Int 12, Wis 11, Cha 15

Bluff +5, Hide +11, Listen +&,
Menee Silantly +7, Spot +6
Improved Initiative

Steam Mephir

Small Outsider (Fire)

3ds (13 hp .
L5041 Dex, +4 Improved Initiadvel)
30 [t fly 50 fr. (average; 3
16 (+1 size, +1 Dex, +4 natural)

2 claws <4 melee

Claw 1d3 and 2 fire

siebysft/s fi.

Breath weapon, spell-like abiliries,
simmon mephit

Fire subrype, fast healing 2,
damape reduction 5/41

Fore +3, Ref 4, Will 43

Str10, Dex 13, Can 10,

Int 12, Wis 11, Cha 15

Bluff =6, Hide +11, Listen +6,
Mowve Silently +&, Spor +6
[mpraved Initiative

All mephits appear as small, winged creatures with more or Jess|
Phusaneid features, While they are often described as impish,

| their elemental nature is apparent at first plance,

i



Water Mephit Combat |
Small Quisider (Watet) Breath Weapon (Su): Cone of dust and grit, 15 feet; damage |
Hit Dice: 3ds+3 (16 hpk 18, Beflex hall T 12, !
Initiative: +0 Spell-Like Abilities: Once per hout an air mephit can sue-
Speed: 30 fr., fly 40 1. {average) | round iesell with vapor, duplicating the effects of a blur spell as
AC: 15 (+1 size, +5 natural) | |cast by a 3rd-level sorcerer. Onee per day it can use gust of wind as
| Attacks: 2 ¢laws 46 melee | ithe spell cast by a 6th-level sorcerer.
| Damage: Claw 1d3+2 . Fast Healing (Ex): An air mephit heals only il exposed o
| Face/Reach: 5 by 5 fi /5 | moving air, be it a breeze, a draft, a spell effect, or even the mephit |
| Special Attacks: Breath wespon, apell-lile ahilides, ] fanming itsell.
. suminon mephir i
\Special Qualities:  Tast healing 2, damage reduction 5/+1 DUST MEPHIT
| Baves: Fort 44, Ref +3, Wil +3 Diust mephits are gaunt, tragic-looking Agures who dress only in
Abilities: St 14, Dex 10, Con 13, black and have a morbid fascination with death and suffering. |
It 12 %his 11, Cha 15 They are about 4 Feet tall and weigh about 2 pounds.
Slkills: Bluff <6, Hide +9, Listen +4,
i Maove Silently +6, Spot <& Combat
 Feats: Power Attack | | Breath Weapon (Su): Cone of imitating particles, 10 feer; |
{— = \damage 1d4, Reflex half DC 12, Living creatures thar fail their |
|Climate,Terrain: ~ Any land and underground | |saves are tormenred by itching skin and burning eyes. This im-
COrganization: Solitary (1), gang (24 mephits of mixed | poses 3 —4 morale penalty to AC and a - 2 morale penalty to attack |
Lypes), Of swarm (5-12 J:I.'!lr.'.‘[:'l].'l.i'[S of mived eolls for 3 rounds. : }
types) Spell-Like Abilities: Once per hour a dust mephit can sur
Challenge Rating: 3 round itself with o plume of dust, duplicating the effects of a blur
Treasure: Standard spell cast by a 3rd-level sorcerer. Once per day it can create a mass
(Alipgnment: Usually neutral : of roiling dust that duplicates the effect of wind wall as cast by a
Advancement: 46 HID (Smally; 7-9 HD (Medium-size) sth-level sovcerer.. ; |
r_ 3 : | Fast Healing (Ex); & dust mephit heals only if in an arid, dusty |
{:GM EIJ"'LT cnvironimenl

| 4ll mephies fight by biting and clawing or by using a dangerous . "
|breath weapom, the nature and effects : EARTH MEPHIT

lof which vary from crearure to : ; These crearures ate heavy, |
| Ereature, stacky things as stubbern |

| Breath Weapon: A mephit can |, as they are rugged. They
use its brearh weapon once every 1d4 are about 4 feet tall and
sounds as a standard acton. See the weigh about 80 pounds,
individual descriptions for details,

Spell-Like Abilities: All mephits
have one or more spell-like abilities
{suve DC 12 + spell level). See the in- 7
dividual descriprions for details.

Summon Mephit (Sp): Onece per
day, all mephits can summon other
teephits much as though casting a
o monster spell, bur they have
only o 25% chance of success to sum-
mon coe mephit of the same type

+Rall d%: Ona fuilure, no creature an-
Lawers the summons. A mephit that has
Liust been summeoned cannot use iis own
Lsummon ability for 1 hous,

Fast Healing (Ex): Mephits heal 2
points of damage each round, provided
they are seill alive and certain other condi-
tions are met. See the individual descrip-
tons for details.

MEPHIT GANGS
AND SWARMS

 Groups of similar mephits (for example, water,
|ooze, and ice) sometimes congregate in any

loeale they all find comfortable.
[R MEPHIT

Combat

Breath Weapon (Su):
Cone of rock shards and
E pebhbles, 15 feer; damage
b 15, Reflex half DC 12,
b Spell-Like Abilities:
b 1, hour—enlarge; 1 day—
& soften earlh and stons, These
b ahilities are us the spells cast
P Ly a ath-level sorcecer
! Fast Healing (Ex): An
- eqrth mephit heals only ifiris
¥ underground or buried up
L it waist in earth,

y EIRE MEPHIT

[hese creatures look for all
b the world like miniature
b devils. wreathed in flame and
b cackling with mischiel. They |
are about 4 feer rall and weigh |
" about 1 pound.

F Combat CTTEARS
i Breath Weapon (Su): Coneof fire, |
I 15 foer; damage 1d8, Reflex half DC 12,
" Spell-Like Abilities: 1/hour—umagic
_Air mephits look like cloud-white humans with missile as the spell cast by a srd-level sor-
whirlwinds instead of legs. They are about 4 leel tall ¥ i e cerer; 1/ day—heat metal as the spell cast by
and weigh abour 1 pound. : a th-level sorcever.

Bl o
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Fire Subitype (Ex): Fire immunity, double damage from cold

except on a successtul save.
Fast Healing (Bx): A fre mephit heals enly if it is touching a

Aame at least as large asa torch.

ICE MEPHIT

Jce mephits are creatures of snow and dce with tanslucent skin |
Land cold, alool manners, They are about 4 [eet mll and weigh |

Labout 30 pounds.

Combat

Breath Weapon (Su): Cone ;}f.:icl.: shards, 10 feet; damage 1d4, .

Befllex hall DC 12, Living creatures that fail their saves are toc

mented by frostbitten skin and frozen eyes unless they are

immune to or protected from cold, This imposes 4 —4 morale

penalty to AC and a -2 morale penalty to actack rolls for 3 rounds.

Spell-Like Abilities: 1/hour—thugic missile as the spell cast by

| & 3rd-level sorcerer; 1/day—chill metal as the spell cast by a s1h-
{Jevel sorcerer.

| Cold Subtype (Ex): Cold immunity; double damage from ﬁ.l'\E‘.

except on a succesaful save,

Fast Healing (Ex): An ice mephit heals only if it is touching a I

piece of ice of ar least Tiny size or if the ambient temperarure is
treering or below

MAGMA MEPHIT

| Composed of melten stone and glowing lava, these creatures are
| slowe-witted and brurish, They age about 4 feet tall and weigh about
| &0 pounds,

Uombat
Breath Weapon (Su): Cone of magma, 10 feer damage 1d4,
| Beflex half DC 12, Living crearures that fail their saves are tor-
| mented by burned skin and seared eyes unless they are immune
| te or protected from five. This imposes a —4 morale penaley to AC
and a -2 morale penalty o attack rells for 3 rounds,

Spell-Like Abilities: Once per hour, 4 mapma mephit can |
shapechange into a pool of lava 3 feet in diameter and & inches,
deep. The mephits damage reduction improves oo 20/+1. The |
mephit can't antacl while in lava form but can use other spell-like |
abilities, Tt can move at a speed of 10 feet, but it can’ "tun.” In this |

form the mephit can pass threugh small holes ar narmow open-
ings, even mere cracks, The pools rouch ignires Dammable mae
rials such as paper, stcaw, or dry wood,

Once per day a magima mephil can use pyralechmes as the spell
cast by i sth-level sorcerer. Tt can use itself as the fire source with
out harm.,

Fire Subtype (Ex): Fire immuniry, double damage from cold

| excepton a successful save,
_Fast Healing (Ex): & magma mephit heals only il it is touch-
Ling magma, lava, or a flame at least as large as a torch.

0OO0ZE MEPHIT

These loathsome creatures gre composed ol muck and Glth. Oowe
mephits are preen things of dribbling slime that give olf a terribly
offensive odor and seem constantly on the verge of liguefaction.
They are about 4 teer tall and weigh abour 30 pousds.

Combat
Breath Weapon (Su): Cone of caustic liquid, 10 feet; damage
| 1d#, Refles half DC 12, Living crearmures thar fail their saves ave tor-
| mented by itching skin and buming eyes. This impases 2 =4 morale
| penalty to AC and a —2 morale penalty to attack rolls for 3 vounds.
Spell-Like Abilities: Once per hour an ooze mephit can hurl
an acidiec blob that functiens like Ml aod arrow cast by a 3nd-

Combat

Combat

g i R R e .

Fast Healing (Ex): An ooze mephit heals only if in a wet w:.:-
muddy enviconment.

SALT MEPHIT

i Salt rephirts are pale humangids with bleary red eves and crysml-
|line flesh. They are sarcastic creatures who loathe water and maois-
{rure of any kind. Salt mephits ave abour 4 feer rall and weigh about
|80 pounds.

4
Breath Weapon (Su): Cone of sall coyswals, 10 feer;, damage |
1d4, Reflex half DC 12, Living crearures that fail their saves are |
tormented by irching skin and burning eves. This imposes a —4
morale penalty 10 AC and a —2 morale penaley to attack rolls for |
rounds, i =
Spell-Like Abilities: Once per hour a salr mephir can use gli-
Llerdins! as the spell cast by a 3ed-level sorcerer. Once per day it can

|draw the moistute [rom an area in a 20-fvot rediug centered on |
Adtsell, Tiving creatures within range ke 2d8 points of damage |

|{Fortitude half DC 15), This is especially devastating to aguatic
creatures and plants, which receive o ~2 tagial penalty to their,
saving throws, ) |

Fast Healing (Ex): A salt mephit heals enly if in an aod enwi:

ronment,

STEAM MEPHIT

Steam mephits are bossy creatures who consider themselves che |
Hords of all theie kind, These hottempered creatures relesse s |
plume of steam when they brearhe and trail scalding water |
when they walk They are about 4 feer rall and weigh about 2|

pounds. J

|
Unlike the athers, steam mephits rush into combat eagerly, |
driven by an oversized ego,

Breath Weapon (Su): Cone of steam, 10 feer damage 1d4,
Refley hall DC 12, Living creatures thae fail their saves are ror-
mented by burned skin and seared eves unless they are immune
to or protecred from fire. This imposes a —4 morale penaley te AC
and 8 -2 maorile penalty toartack rolls for 3 rounds

Spell-Like Abilites: Cnce per bour a steam mephic can sur-
round itself with a plume of vapor, duplicating the effects of a blur
spell caze by a 3ed-level sorcerer. Onee per day it can create a vain-
storm of boiling water that affects an area 20 feet square. Living
creatunes caught in the storm take 2da points of damage (Reflex
half DC 15),

Fire Subtype (Ex): Fire immuniry, double damage from cold
except on g successiul save.

Fast Healing (Exk A steam mephit heals only if it is touching
boiling water or is in 1 hot, humid agea,

WATER MEPHIT

Water mephits are jaunty creatures with an untlagging sense of
humor who quickly ger on the nerves of evervone around them.
They resemble miniatwre fsh-people, covered with scales and
viewing the world through black, bulhous eves, They are about 4
leet tall and welgh about 30 pounds.

Combat

Breath Weapon (Su): Cone ol canstic liuid, 15 feet; ..[amaga:
18, Beflex hall DC 12, —
Spell-Like Abilities; Once per hour a water mephit can hurl |

an acidic blab that functions like Melf's acid arrow cast by o 3ad- |

Uevel sorcerer, Onee per day it can create a mass of amelly log that

(duplicares the effect of stinking cloud as cast by a sth-level sorcerer.

level sorceres, Onee per day it can create a mass of smelly fog thae |
duplicates the effect of sfinking cloud as cast by a 6th-level sorceter, |

Fast Healing (Ex): A water mephit heals only if it is exposed o
tain or submmerged up to its waist in water.
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MERFOLK

Medinm-Size Humanoid {Aquatic) :

Hit Dice: 1d8+1 (5 hp!

Imitiative: +1 [Dex)

Speed: 5 [, swim 5011,

| AC: 13 (+1 Dex, +2 leather)

| Attacks: Trident 11 melee; or heavy crosshow +2 ranged
| Damage: Trident 1d8; or heavy crosshow 1d10
| Face/Reach: 5 [t by 5 ft./5 f1.

Special Qualiries: Low-light vision

| Saves: Forr +3, Ref +1, Will s0

| Abilities: Srr 10, Dex 12, Con 12, Int 11, Wis 11, Cha 13
Skills: Listen =4, Spot +4

Feats: Alertness

+

 Climate,/ Terrain: Temperale aquaric

| Organization: Company (2—4), patrel (11-20 plus 2 3rd-level |
lieurenanes and 1 leader of 3nd—sth level), or band {30-60 plus |
{ 3nd-level sergeant per 20 adules, 5 Sth-level lieurenants,
3 7th-level caprains, and L0 porpoises)

Challenge Rating: 1/2

Treasure: Standard

Alignment: Usually neurral

Advancement: By characrer class

{The merfolk are playful, marine-
dee].li.ng people, Although wary
Lof surface dwellers, they are not
Lusually hostile; They prefer
Lsunning themselves on rocks
Lo engaging in warfare.
| Merfolk have the upper
| bodies, arms, and heads of
{fnir-featured  humans: In-
stead of legs, however, they
have the scaled tails of great
fish, Both males and females
decorate themselves with
shells, coral, and other
underwater adornments,
Adventurers who en-
counter merfolk  are
oftenn the wictims of
pranks and mischief,
The sporc_af merfoll
can ke cruel, although
_Tht:].r are net ar.'l{l,all}‘ evil.
L 5hould surface dwellers
Lo them harm, however,
|these crearures can_be
formidable encmies,
Merloll speak Common
and Aguan,
Most merfalk encountered
ourside their home are war-
tors; the information in the sta-
stics block is for one of st level
(see page 39 in the Duscecy MasTRs
| Ginde for more about the warrior class?
(OMBAT .
A Merfoll Favor heavy erosshows of shell and eoral
Lthat fire boles fashioned from blowfish spines, with an
{underwater range of 30 yards. Merfolk often bartage their
enemies before closing, when they resort to tridents,

MERFOLK SOCIETY |
Mertoll live in semipermanent communities located near choize |
(ishing and hunting areas. They often keep company with poe |
poises, Surface dwellers who come face to face with merfolk com- |
_monly encounter @ scouting or hunting parry.

| The metfolk revers the deity Badeo, who created both them and
\the locathahs,

MERFOLK CHARACTERS !
A merfoll's favored class is bard; most merlolk leaders are bands, |
{Merfolk spelloasters who are not bards are generally adepts (see |
puge 37 in the Dupcron Master's Guide), Merfolk clerics worship
Eader and can choose twe of the following domaing Animal, Pro-
tection, and Water,

MIMIC

| Large Aberration
L Hir Dice: 7dgi21 (52 hpo
Initiatrive: +1 (Dex)
Speed: 10 f1.
AC: 13 (-1 size, +1 Dex, =3 natural)
Attacks: Slam =& melee
Dramage: Slam 1d&+5
Face/Reach: 5 tt. by 5 ft./10 [1
sSpecial Attacks: Adhesive
Special Qualities: Mimic shape,
Saves: Fort -5, Rel +3, Will +a_
Abilities: Srr19, Dex 12, Con 17, Inta0, Wis 13,
Cha 10 =
Skills: Climb 42, Disguise +12, Listen 111,
SPOt
Eeats: Skill Focus (Disguise)

acid immunity

Climate/ Terrain: Any land and underground
Organization: Solitary
Challenge Rating: 4
Treasure: 1,/10th coins; 50% goods: SU% items
Alignment: Usually neutral
Advancement: 5-10 HI (Large ). 11-21 HD
(Hugel

&

sdimics are steange and deadly creatures that can
change their pigmentation and shape. They use
this ability to lure hapless victims close enough

1o slay,

I is said that mimics are not natural crea-
tures hut were created long ago by @ now-
forgarten wizard, Bver since, these rerrible
things have served to guard treasures,

Mimics speak Commoan,

COMBAT
A mimic often surprises the unsus-
pecting adventurer, lashing aut with 2
heavy pseudopod, Mimics are smatl
enpugh 1o avoid fights to the death by |
exrorting measure or food bem a party. |
Adhesive (Ex): A mimic exudes a|
thick slime that acts as a powertul adhesive, |
_holding fast any creatures or items touching |
__it._An adhesive-covered mimic automatically |
gtapples any creature it hits with its slam attack. |
Opponents 5o grappled cannot get free while the
|mimic is alive without removing the adhesive first. A mimic
| makes one autpmatic slam attack gach round against any creature
stuck to it




A weapon thar striles an adhesive-coated mimic is also stuck A mind flayer i5.a strange creature, standing some & feer rall, thar |
fast unless the wielder succepds at 8 Reflex save (DC 18], A suc- is humanoid only in the most general terms. lts flesh is rubbery |
cessful Strength check (DO 16 s needed to pry it oll. and mavve, glistening with chill slime. The creature’s head logks |

Srrong aleohol dissolves che adhesive. A pint of wine o a simi- rather like a fowr-tentacled octopus, made all the more horrible by |
lar liquid weakens it, but the mimic stll has a +4 bonus to grap- . Ja pair ol bloated, white eves. [ts mouth, a revolting thing lilce a L. |

ple checks. A mimic can
| dissolve its adhesive at
| will, and the substance
| breaks down 5 rounds
L after the creature dies.
Mimic Shape (Ex): A
Lmimic can assume
. the general shape of
any object that |
fills poughly 150 \EJ
cubic foer {5 feot \
tby 5 feer by &
| fegr], such as a
|massive chest,
L& stour bed, ora
wide door frame,
The crearure cannot sub-
stantially alrer its size, though. A mimics
by is hard and has a rough texture, no matter

L prev's maw, constantly drips an oily slime when ir is not siphoning
yout the brains of living prey.
In addirion m being highly intelligent, wholly evil, and
rerribly sadistic, mind flayers are urterly self |
serving, If an encounter rurms against|
the creature, it flees at once, caring |
nothing for the fate of irs compan-,
LOTYS OT 5& l"r"im'l'ﬁ.
Mind flayers speak Undercom- |
mon but prefer to communicate |
telepachically.

COMBAT .
Mind flayers like to fight from s
distance, using their psionic abilites,
pacticulacly their mind blask I pressed |
into meles combar, @ mind Haver lashes g |
B enemies with the tentacles dinging its]
mourh

what appearance it might present. Anyone who examines the Mind Blast (Sp): ‘This arrack is a cone b feet long. Anyane

mimic can derect the ruse with 1 successful Spor check opposed caught in this cone must succeed at a Will save (DC 173 or he |
| by the mimic's Disguise check, Of course, by this time ir is gener- stunned for 3d4 rounds. Mind fevers often hunt using this )
| ally [ar too late, power and then drag off one or two of their stenned victims o

feed upon, l
M ]' N D F 1 A Y'E R : Psionics (Sp): At will—asinal m‘ﬁirrti:H:. ril.:rrr! .n:'unstﬁr. detust |
thoughts, levitate, plare shift, and suggestion. These abilities are as the |
| Medium-Size Aberration spells cast by an Ath-level sorcerer (save DC 13 + spell level ),
| Hit Drce: 88 (44 hp)
| Tnitiative: +& (+2 Dex. —4 Improved Initiative)
Specd: 30 fi.
AC; 15 (2 Dhex, 13 matueal)
Attacks: 4 tentacles +8 melee
Dramage: Tenracle 1d4+1
Face/Beach: 5 fi by 5 ft./5 fi.
Special Artacks: Mind blast, psionics,
improved grab, exmract
Special Qualitics: SR 25, telepachy
Sawes: Forr +3, Ref +4, Will =2
Abilities: Sie 12, Dex 14, Con 12, Int 19,
Wis 17, Cha 17
Skills; Blufl +8, Concentration +12,
Flide +8, Intimidate + 10, Knowl-
udgf: [any two) +9, Listen +10,
Meve Silently +7, Spor +10 )
| Feats; Alertness. Combatr Casting, Dodge,
Improved [nitative,
Weapon Finesse (tentacle)

Improved Grab (Ex): To use this akil-|
ity, the mind flayer must hic a Small to
Larpe creature with its renracle aracl, I

gets a hold, it arraches the tentacle to the
opponent’s head A mind flayer can graba
Huge or larger creatuce, but only if it can
somehow reach the foe's head
After a successful grab, the mind flaver
can try to attach its remaining tents-
cles with a sinple prapple checl
The opponent can escape with o
single successful grapple check or
Escape Artist check, but the mind flayer
gets a +2 circumstance bonus for overy
tenracle that was attached ar the begin-
ning of the opponent’s wrn,
Extract (Ex): A mind Qayer that beging
its turn with all four tentacles artached and
successfully maintains irs hold auromatically
extracts the opponent's brain, instantly killing
that creature.
Telepathy (Su): Mind flayers
can_communicate telepachically
I with any creature within 100 feet
that has a language.

MIND FLAYER SQCIETY
Mind Hayers congregate in underground |
cities of two hundred o twe thousand
inhabicants, plus ar leasy vwo slaves |
apiece, Slaves obey their masters with- |
out question. The center of a commu-
niry is its elder-brain, a pool of briny
— fluid thar contains the brains of
the city's dead mind Hayers,

Ly i . M Lu_g__d-‘
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Climate;Tertain: Any underpround
Orpanization; Solitary, pair, inquisiticn
(3-5), or cult (3-5 plus 610
grimlacles)
Challenge Rating: &
Treasure: Double standard
| Alignment: Usually Tawful evil
| Advancement: By character class

| Mind flavers (also called illithids) ace

|z insidious, disbelical, and power

| ful that all denizens of the dark fear
them. They bend others o their will
and sharier enemies’ minds,
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Although they constantly vie foe power, mind Hayers sre guite COM B.I'E"-.T
willing to work together. A stall group of these creatuces, known as Minotaues preler melee combat, where their great strength serves |
an Inquisition, often forme o [T them well, |
oot out some dark and terri- Charge (Ex)..A minotaut rypically begins a battle by charging
ble secret. In many ways, a af an opponent, lowering its head to bring its mighty horns
mind [ayer inguisition is not into play. In addition to the normal benefits and hazards of 2
unlike a party of advenmrers, ] charge, this allows the beast to make a single gore artack that
L with each member contribur- deals 4de—i points of damape,
ling its own skills and g Fatural Cunmning (Ex): Although minotaurs are not especially |
Jenowled e o the group, [ntelligenr, they possess innare cunning and logical abilicy, This |

When a sk is toa makes them immune to maze spells, prevents them from ever be- |
|great for an inguisition coming lost, and enables them o rack enemies, Further they ace
|10 handle, mind flay- never caught Har-foored
ers generally form 2 Slkills: Minotaurs receive a +4 racial bonus to Search, Spor and |
cule. A pair of il Listen checks,
thids commands
(the group, each
eruppling for su-
| premacy, Exacily
{why no individ-
ual pssumes lead:
ership of a cult
{5 unknowm

¥ |

MOHRG

| Medinm-Size Undead
Hit Dice: 14d12 (91 hp)
Initiative: +5 (+1 Dex, 4 Improved Initiative]
b Speed; 300
AC: 15 (14 Dex, ~4 narural}
Attacks: 2 slams +12 melee, iongue touch =7 melee
Dramage: Sl 1de+5, tongue paralysis
Face/Reach: § fi by s fr./s fr.
@w special Attacks: Improved grab, paralyzing touch, create
C .‘iPH.'r\'ﬂ
Special Cualities: Undead
Saves: Fort +4, Bel £5, Will +9
Abilities: St 21, Dex 13, Con —, Int 11, Wis 10, Cha 10
| Initiative: +1 skills: Climb 111, Hide +15, Listen 12, Move Silently +15, Spot.|
{Speed: 30 ft, 12, Swim +10
[AC: 14 [—1 siee, +5 patural) Feats: Alertness, Dodge, Improved Initative, Mobility
| Attacks: Hupe preatixe +9,/++ meles, gore 14 melee e
Damage: Hupe preataxe 2dé+4, gore 1d8:2 Climate/Terrain: Any land and underground
Face/Beach: 5 [t by 5 fr./10 fr. Organization: Solitary, gang (2-4), ot meb (24 plus 5-10
Special Artacks: Charge 4d6+6 sombies)
Special Qualities: Scent, natural cunning Challenge Rating: o
Saves: Fort <6, Bel 45, Will +5 Treasure: Mone
Abilities: Str 19, Dex 10, Con 15, Int 7, Wis 10, Alignment: Always chaotic evil
Cha # Advancement; 15-21 1D (Medium-size); 22-28
Skills: Intimidare +5, Jump +8, Listen +8, HI (Largel
Search 45, Spot +8
Feats: Great Fortitude, Power Attack

| Large Monstrous
Humanoid
| Fit Drice: 6ds+12 (39 hp)

Mohrgs are the animared corpses of mass mur-
= B A : deters or similar villaing who die withou
Climate/Terrain: Any underground H i : arening for their crimes. Tormred by all-con-
 Organization: Sclitary or gang (24 : suming hamed of living things, they long o
| Challenge Rating: 4 live again.
| Treasure:; Standurd Y A mohrg loeks like a gaunt, nearly skele-
| Alignment: Usually chaotic evil tal corpse and s easily mistaken for a
Advancement: By character class zombie or gheul, The creature’s tongue is ios
mest noteworthy feature—Ilong, cartilaginous,
and clawed,

COMBAT
Like rombies, mohrgs attack by slamming en- |
emics with their powerful fists, They often |
catch oppenents flar-footed, for they maove
much faster than zombies. i
Improved Grab (Ex): To use this ability, the |
mohrg must hic with its slam atcack, |
Paralyzing Touch {Su): A mohrg lashes |
pul wirh its tongue in combat. An oppo
nent the tongue touches must succeed at
i Forrinude save (DT 17 o1 become par
alyed for 1dd minures.

Minotaurs gre strong, fercely territorial
crearures often found in vast underground
labyrinths,

A minotaur’s natural cunning and fetal in-
gtinets enable it to find its way easily through
even the most confusing tunnel compleies—

Lt ability it puts to great wse in hunting, tor-
| menting, and ulrimarely destroying intruders.
i A minotaur locks very much like a power-
Liully muscled human with the head of a bull,
Ustanding well over 7 feet tall and covered in
shagay fur. The dark cyes of these beasts
gleam with savage fury o
Minptaurs speak Giant

h—.m_.__ .




Create Spawn (Su): Creatures killed by a mohrg rise afrer 144
days as zombies under the morhgs control. They do not possess
any of the abilities they had in life.

MUMMY

Medium-Size Undead
LHit Dice: ad12+3 (42 hp)
| Imitiative: —1 (Dex)
| Speed: 20 .
LAC: 17 (-1 Dex, 18 natureal)
| Aitacks: Slam +6 meles
| Damage: Slam 1dé+4 and mummy rol
Face/Reach: 5 ft. by 5 [1/5 4L
Special Attacks: Despaie, mumimy rof
Special Cmalities: Undead, resistant 1o
blews, damage reduction /41, fire
villnerabilicy
Saves: Fort 12, Rel 1, Will +7
| Abilities: St 17, Dex 8, Con —,
Int &, Wis 14, Cha 15
Skills: Hide <8, Listenn +% Move
Silently +8, Spot+2
Feats: Alertness, Toughness

_Climate/Terrain: Any desert and
wnderground

Organization; Solitary, wardens

| {2-4), or puardians (s—110

| Challenge Rating: 3

| Treasure; Standard

| Alignment: Always laveful evil

L Advencement: 7-12 HD
(Medium-size); 1318 HD
[Large

Mummirs arp preserved corpses animated through the auspices
of dark desert pods best forpotien, They usually inhabic grear,
tombs or temple complexes, mainmaining a timeless vigil and de-
srroving would-be graverchhers

Physically, mummies pre withersd and desiccated, with fea-. i
tuces hidden benearh cenruries-ald funereal wrappings. They .
maove with a slow, shumbling galtand groan with the weight of the

ages, These horeld ereatures are often marked with symbols af the |
dire pods they serve, While other undead often stink of carrion, |
the herbs and powders used to create @ mummy give off ashamp, |
pungent odor like that of a spice cabinet, ;
Mummies artack intruders without pause or merey, They never

larempt to communicate with their enemies and never retreat, An
{encounter with o mummy can end only with the utter destruction

of one side or the other.
M COMBAT |
In melee combat, a mummy dt'].wrrs i paf.l'mwllu]
blow. Even if it had no other abilities, its grear|
strength and grim determination would make ita
formidable cpponent.

Despair (Su): AL the mere Sl_l'.:.hl Ile sh.

mMummy, the viewer must succ '."Ed ak a.
Will save (DC 15) or be paralyzed with fear
for 1d4 rounds, Whether or not the save is |
successful, that crearure cannot be aflected |
aguin by that mummy's despair ability for |
one day.

Mummy Rot (Su): Supernatural dis-|
ease—slam, Fortrude save (DG 20), 111LLI.|:'J. !
tion period 1 dov; damage 1dé temporary |
Constigution, Unlike normal diseases, mum: |
my rot continues until the vicim resches
Constitution 0 {and dies) o receives o FUm |
hisgnse spell or similac magic {see Disease |
page 74 in the Duwcroy Mastons Guide), ]
An afflicted creature thar dies shrivels away |

into sand and dust that blow away inte nothingac

the frst wind unless both a remove disease and |
raise dead are cast on the remaing within 6.
rounds,

Undead: Immune te mind-influencing effects, poison, slesp,
paralysis, srunning, and disease. Mot subject to critical hits, sub-
dual damage, ahility demage, energy drain, or death from massive
damage.

Resistant to Blows (Ex); Physical atacks deal only hall
damage to mummies. Apply this effect before damage reduction,

Fire Valnerahility (Ex}: A mummy takes double damage from
fire ateacks unless a save §s allowed [or hall damage. A successful
save halves the damage and a failure doubles it

NAGA

Water Maga Spitit Naga Dark Maga

_ Large Aberration (Aquatic) Large Aberration Large Aberration

Hit Dice: 7ds+28.(52 hpt 9d8+34 (76 hp) l5+18 (58 hp)

| Initiative: +1 (Dex) +1 (Dex) +2 (Dex)

| Speed: 30 fi., swim 50 fr. 40 fr, 0 f,

CAC: 15 {—1 size, +1 Dex, =5 narural} 16 (—1 size, +1 Dex, 46 natural) 14 {1 size, +2 Dex, +3 narural)
Artacks; Bite =7 melee Bite 19 meles Sting +7 melee, bire +2 melee
Damage: Bite 2d6-+4 and peison Bite 2de+6 and poison Sting 2d4+2 and poison, bite 1d4+1
Face/Reach: 5 f by 5 fe (coiled )10 e, 3 fi, by 5 fr {coiled)/10 fr. § fr by 5 ft, (coiled) 10 £
Special Attacks:  Polson, spells Poison, charming gaze, spells Poison, detect thoughrs, spells
Special Qualities: - Poison immunity, guarded

thoughits, charm resistance
Saves: Forr +6, Raf +5, Will +8 Fort +7, Bef +6, Will +9 Fort +5, Rel 47, Will +8
Abilities: Str 16, Dex 13, Con 18, Sr 18, Dex 13, Con 15, St 14, Dex 15, Con 14,
Inr 10, Wis 17, Cha 15 Imt 12, Wis 17, Cha 17 Int 16, Wis 15, Cha 17
Skills: Concenrration +12, Listen +11, Concentratdon =13, Listen +15, Bludf 49, Concentration 413, L
Spellcraft +8, Spot +10 Spelleraft +10, Spot 115 Listen: +11, Sense Motlve +8, :
Spelleratr <12, Spot +11
Feats: Lightning Reflexes Alertness, Tiphioning Beflexes Alermess, Combat Casting,

Dodge, L 1g|'|m1ng RE'I‘].E‘"{E‘S
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Climate/Terrain:  Temperate and warm aquaric and Temperate and warm land and Temperate and warm land and
| nnderground underpround underground
Organization: Solitary or nest {24 Solitary or nest (2—4) Solitary ot nest (2]
Challenge Rating: 7 a &
Treasure:; Seandarnd Srandard Standard
Alignment: Usually neucral Usually chaotic evil Ustally Laveful evil
| Advancement: B—10 HD {Large); 1121 HI}{Fugel  10-13 HD (Targe); 1427 HO (Huge) 1013 HD (Large); 14-27 HD (Huge)
' CGuardian Naga Combat ,
1 Large Aberration |Water nagas prefer to stay mostly concealed in a body ol water |
| Hit THce: 118444 (93 hp) |while they launch a spell anack, J
nitiative: +2 (Dex) FPoison (Ex): Bite, Fortitude save {DC 17); initial and secondary
| Speed: 20 [1. damape 1d& cemporary Constinution,
AC: 18 {—1 size, +2 Dex, +7 natural) Spells: Water nagas cast spells as Feh-level sorcerers but never |
Artacks: Bite +12 melee use fire spells,
Damage: Bire 2d6+7 and poison
(Face/Reach: s ft. by § fr. {coiled)/10 L SPIRIT NAGA
Special Attacks:  Poison, spit, spells | spirit naga has o hlack body banded by swaths of brighr crimson. |
[Em:;:__ Fort +7, Rel +7, Will +11 \The odot of the cardien it savors hangs heavy in the air about ir,
| Abilities: Sicr M, Dex 14, Con 19, i
[nt 16, Wis 19, Cha 18 Combat |
Sleills: Bluff +12, Concentration 415, Listen +13, Spirir nagas meet foes boldly so as 1 use their gaze artacks m best |
Sense Morive +13, Spellerali 111, Spot+13 elfect, They quickly slicher foremrd to bite foes that averr their eyes.
Feats: Alereness, Combar Casting, Dodge, Light Poison (Ex); Bire, Forrinude save (DC 18] initial and secondary
ning Reflexes, Spell Focus (any one school) damage 1d8 tempotary Constiturion.
Charming Gaze (Su)li As chaym person, 30 feet, Will save
Climate/Terrain: Temperare and warm land and underground (RC 175 . |
| Drganization: Salitary or nest (2-4) spells: Spirit nagas cast spells as 7th-level socerers, and can |
|Ch;1l|gnge Rating: 10 also cast cleric spells and spells rom the domains of Chaos and |
| Ireasure: Standard Evil as arcane spells,
| Alignment: Ulsually lawful good : :
Advancement: 1216 HI) {Large), 1733 HD {Huge) DARK NAGA

T

{ Nagas are highly intelligent creatures with a variery of magical
{powets, They are nataral masters ol those around them, using
Csubtle wards and clever traps to keep intruders from distarbing
thelr peace.

All nagas have long, snakelike bodies covered with glistening
seales and more or less human faces They range in length from 10
1o 20 feet, The eyes of 8 naga are bright and intelligent, bueming
with an almost hypnotic inner light.

Magas favor spells over other forms of combat, Because they are
L almost always found in the lairs they guard and know well, they
|can arrange mest encounters 1o suir their wishes,

|

WATER NAGA

L& water naga is a beaudful crearure with reticulated emerald-
(green parterns running the length of its body, Fiery ved and
arange spines jut from its backbone, rising like hackles when the |
niga becames angry.

Diarl nagas are a deep purple in color and have line |
seales on 3 rubbery leather hide. They look more |
4 like giant cels than snakes,

& dark nagas tail ends in 2 barhed stinger thar
injects 4 narcotic venom.

Combat
. [ark nagas prefer ta fight from an elevared
position where they get a good view of the
hattlefield while also staving out of reach.
Detect Thoughts (Su): A dark naga can
continuoushy delec! thoughts as che spell
cast by u 9th-level sorcerer (DC 15), This
abiliry is always aceive,
Poison (Ex): Sting, Fortitude save [DC 16) o7
lapse into 4 n_i,g,':;[umre-hﬁunlud sleep for 2d4
minutes

Cuarded Thoughts (Ex): Dark nagas ate immune o any form
of mind reading.

Charm Resistance; Dark nagas receive a +2 racial bonus 1o
saving throws against all chacm effects (not included in the statis-
s block)

Spells: Dark nagas cast spells as 7eh-level somerers.

GUARDIAN NAGA ,
A guardian naga is green-gold in color and gives off the sweet |
seent of flewers.

Combat
Guardian nagas usually warn off intruders before amacking. 1 the
warning is ignored, they may begin @ spell assault or spit poison, |
| Poison (Ex): Bite, Fortitude save (DC 190 injtial and secondary
| damiage 2d8 tempoary Constitution.
Spit (Ex): A guandian naga can spit its venom up to 30 feetas a
standard setion, The attack dgnores armor and has no range




inceement. Opponents hit by this atack must agempr saves
against the naga’s poison, 15 above,

Spells: Guardian nagas cast spells_as 9th-level sorcerers, and
can also cast cleric spells and spells from the Good and Law do-
mains as arcane spells,

NIGHT HAG

| Medium-Size Cutsider (Evil)
Hit Dice: 8d8+5 (44 hp)
Initiative; i1 [Dex)
| Speed: 20 fr.
AC: 20 (41 Dex, +9 narural)
Attacke: Bite 112 meles
Damage: Bite 2deté and disease
Face/Reach: 5 fe. by 5 ft./5 fr.
Special Artacks: Spell-like abilites, dream
haunting
,_Spr':{'_l.ﬂ.l Cualities: Immuniries, 5K 235,
damage reduction 20/+3
Saves: Fort +4, Ref +9, Will +10
Abilities: 5tr 19, Dex 12, Con 12, Int
15, Wis 15, Cha 12
Skills: Bluff +11, Concentraton
12, Intimidate +11, Listen
14, Ride 111, Sense
Motive 112, Spellcealt
113, Spot +14
| Feats: Alermess, Combar
Casting, Mounted
Combiat

 Climate, Terrain:
Any land and
underground
Organization: Solitacy,
mounted (1, on night
mane), or covey (3, on
nightmaras)
Challenge Rating; @
Treasure: Stundard
alignment: Always
neutral evil
Advancement: 916 HD
(Medismesiee)

Merciless and wtterly evil,
 nmight hags are crearures
{lrom the lower planes thar ¢
Lepnstantly hunger for the
| flesh and souls of innocent

men and women.

A nighr hag looks like a hide-
ously ugly human woman. Tts flesh
is the blue-violer of & deep bridse and covered with warts, blis
ters, and open sores. [t has straggly jet-black hair and jagged,
vellow teeth as deadly ag a lons, The eves burn like hot coals.
throwing our a thick, red radiance that fairly speaks of the evil
thoughrs behind them,

Mighr hags speak Infernal, Abvssal, and Celestial

COMBAT
| Night hags artack good creatures on sight it the odds of success
e favorable,
These creatures vip through armer and flesh wich their deadly
teeth. They love to use sleep and then strangle those who are gver-|
comme by it

Disease (Bx); Demon fever— bire, Fortitude save (DC 18], in- |
cubation period 1 day; damage 1de temporary Constirarion. Each |
day thereafter, on a failed save, the creature must mecdj,.q:i:l',"
succeed at another Forritude save or suffer 1 point of permanent |

| Comstitution drain (see Disease, page 74 in the Dusceoy Mastens
| Greide.

Spell-Like Abilities: At will—detect chaos, delect ewl, detect good,
deteel Taw, detec) mage, mage missale, polymerph sell, nay of enfechle.
mignt, and sleep. These abilites are as the spells cast by an gth-level |

sserceret (save DC 11 4 spell level) A night hag can use etherealnes |

at will as o 16th-level sorcerer so long as it possesses its heartstone,
(see below!, |

Dieam Haunting (Su): Night hags can visit the dreams of
chaotic or evil individuals by using a special pedlapt known asa |
heartitote 10 become ethereal, then hovering over the creature, |
Onee the hag invades someone’s dreams, it rides on the
victim’s back wuntil dawn. The sleeper sullers from
rormenting dreams and suffers 1 poinr of perma
nent Constitution_drain upon awakening, A
sleeper reduced to a Constiturion score of 0
dies. Cnly another ethereal being can stop thess |
noctirnal intrusiens, by confroncing and defear: |
ing the night hag, |
Immunities (Ex): Might hags are immune 1o fire
and cold, and o charm, sleep, and fear effects,

HEARTSTONE |
All nighr hags carey this peclapt, which instantly |
cures any disease contracred by the halder, In ad- |
dition, a heeristone imparts a +2 resistance bonus |
to all saving throws. A night hag that loges this
charm can no longer use etherealness wnil it |
cin manubaciure another (which tales |
Firy, one month). Cood-alipned crea-
/ tures can also benefit from che
heartstones powers, but the peri-
apt sharters after ten wses and
does not bestow elherealness.

NIGHTMARE

Large Oursider (Evil)
Hit Dhice: 65418 (45 hp)
Imitiative: +6 (+2 Dex, +4
Improved Tnidative)
Speed: 40 ft., fy 90 £, (good)
AC: 24 (1 size, +2 Dex,
-13 natural)
Attacks: 2 hoowes +9 meles,
¢ bite +4 meles
fPose  Damage: Hoof 1d8+4 and 1d+
fire, birte 1d8+2
Face/Reach: 5 fr. by 10 fr./5 fi,
Special Attacks: Flaming hooves, smoke
Special Omalities: Astral projection, etherealness
Saves: Fort +8, Ref +7, Will +5
Abilities: Sir 18, Dex 15, Con 16, Int 13, Wis 13, Cha 12
Skills; Inmir Divection +10, Listen +12, Move Silently 411, I
Search +10, Sense Motive <10, Spot +12 4
Feats: Alermess, Improved Initiative

Climate;Terrain: Any land and underpround
Organization: Solitary

Challenge Rating 5

Treasure: Mone

Alignment: Always neurral evil

Advancement: 7-10 11D {Targe); 11-18 D (Fuge)

R e —
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Mightmares are proud equine crearures with hearrs as black and

pvil as the duele abysses from which they come.

At first glance, a
lnoks like a large, pow

horse with a jet-hlac l: coul.
A closer loak, however,
Creveals its e natore.

i}_‘l.amu:s wreathe irs
|seeely hooves, trail
Sram dws fared nos-

trils, and smolder in

lthe depths of its dark

| £yas,

Nighemares are wild and
restless crearures, They
roam the world doing
jevil and haunting the
ydreams of all who dared
(eross them, Although they
{have no wings, they can fly with
‘great speed. They seldem allow
others to ride them, but particu-
larly powerful and evil crearmres
have been known o make mounts of

nighrmares.

COMBAT

nghtman-‘ do barde by biting with their viperish fangs and
kdcking with their powerful leps. & nightman: can fight while
| mounted, but the rider cannot also fight unless he ot she succeeds
st a Ride check (see Ride, page 72 in the Blayer’s Hundbook),

nightmare _

rerful ’ L

fg ; J P
E ‘i

Flaming Hooves (Su): A blow [rom a nightmares hooves sers

combustible marerials alight.

Smoke (Su): During the excitement of baule, a nightmare |
often snorts and neighs with rage. This fills a 15-{oor cone with
hot, sulfurous smoke that cholkes and blinds opponents. Anyone
in the cone must succeed at o Fortitude save (DC 16} or
suffer a —2 momale penalty to all anack and damage rolls
unl 1ds minues after they leave the cone, The night-
mare gains one-half concealment against |
crearures 5 feet away and total conceal- |
ment against creatures 10 feer away. |

The smoke does not ohscure the
nightmare’s vision at_all. The

. smokeasa free acrion,

Astral Projection
and Etherealness

the same names as
SOTCETET.
ity A light load for
1 nightmare is up

ro 300 pounds; a
medium load, 301-

pounds.

NIGHTSHADE

Nightwing Nightwalker Nightcrawler
Huge Undead Huge Tndead Gargantuan Undead
Hit Dice: 17di2 (110 hp) 2d12 0136 hp) 25d12 {162 hp)
Initiative: 18 (+4 Dex. ++ Improved Initiative)  +6 (+2 Dex, +4 Improved Initativel  +4+ (Improved Initiative]
Epr::]_ 20 ft., fly 60 {t. (pood) 40 fr., fly 20 . {poor) 30 ., burrow 60 ft.
28 (=2 size; 44 Dex. =16 nagural) 26 (=2 size, +2 Dex, +16 nataral) 28—+ size, +22 natural)
Mtnnhs Bite +15 meles 2 slams +20 meles Bire +25 melee, sting +20 melee
Damage: Bite 2d6+13 and transformation Slam 2d6412 Bite 4d6+17, sting 2d&+8 and poison
Face/Reach: zoft by tofe/10fe 10t by 10 [1./15 fr. 30 fr. by 30 {b. (coiled)/ 10
Special Artacks:  Nighishade abilities, magic drain Nightshade abilities, ightshade abilities, improved grab,
crush item, evil gaze swallow whole, energy drain, poison
Special Qualities:  Undead, nightshade abiliries Undead, nigheshade abilities Undead, nightshade abilities,
[TEmorsense
Saves: Eort +5, Rel 42, Will +15 Fort +7, Ref +9, Will +17 Tort <5, Ref +5 Will +21
| Abilities: Str 29, Dex 18, Con—, Str 35, [ex 14, Con Srr 45, Dex 10, Con
L Int 20, Wis 20, Cha 18 It 20, Wis 20, Cha 18 Inr 20, %Wis 20, Cha 18
| Sleills: Concentration +16, Intuit Direcrion  Concentration =19, Hide +127, Concentmation +18, Intuit Chrection
+19, Listen 422, Move Silently +20, Listen +22, Move Silently +139, +7, Listen +22, Move Silently +20,
Spelleraft <19, Spot +22 Spellcratt +12, Spot +22 Spelloraft +17, Spor +22
Feats: Alertness, Blind-Fight, Combuat Mlermmess, Blind-Fight, Cleave, Alermness, Blind-Fighe, Combat
Casting, Combat Beflexes, Dodge, Combat Casting, Combat Reflexes,  Casting, Improved Critical (bite),
Flyby Attack, Improved Crirical Grear Cleave, Improved Crirical Improved Crirical isting).
(bite}, Improved Initiative, {slam], Improved Initative, Improved Inidative, Tron Wil
Power Aftack Power Attack, Sunder Power Attack
Climate/Terrain:  Any land and underground Any land and underground Any land and underground
Drganization: Solitary, pair, or fock (3-6] Solitary, pair, or gang (2-4] Splitary or pair
Challenge Rating: 14 16 18
Treasure: Standard Srandard Standard
Alignment: Always chaotic evil _Alwuys chaotic ewil Always chaotic evil
Advancement: 18-25 HD {Hugel 22-31 HD (Hugel; 26-75 HD (Colossal)

26-51 HD (Gargantuan)

3263 HI (Gargantuan)

nighrmare can suppress the |

(Su): These funciion |
just like the spells of |

cast by o z0th-level |

_ Carrying Capac-

ALl pounds; and a |
heavy load, s01-900

e
3
5
:




Wighrshades are powerful undead composed of equal parts Spell Immunity (Suk Mightshades ignore the effects of |
datkness and absolute evil. Their chilling malevolence spells and spell-like abilities of oth level or lower, just asif |
hangs heavily abour them, along with the smell of an open the spelleaster had failed to overcome spell resistance. |
Frave Oon a winter's metning, Detect Magic (Su): A nightshade can contino-|

Wighrshades can read and undersiand all lorms of ously detect magic as the spell cast by a 20th-level
communication; howewver, l].u&}' communicate with i sorcerer. [t can suppress or resume this abilioy as
others by telepathy. a free action.

—— See Invisibility (Suk A nigheshade can con-
COMBAT v tinucusly see invisibility as the spell cast bya
| Each of the three known warieties of mghr— b L 2oth-level sorcerer It can suppress oo resume

shade is a terrible creature with un:qu,;& s Y this ability as a [ree actlon.
L powers and abilities, Their tactics vary e Telepathy (Su): Wightshades can com-
_cording to their abilities, bur they all make municate telepathically with any creamure
liheral use of haste, - within 100 feet that has a language, d
Undead: Immune to mind-influene 4 Damage Reduction (Suj: All night
ing effects, poison, sleep, paralysis stun- shades have damage reduction 25/+3.

(ning, and disease. Mot subject m
eritical hits, subdual damage, abilicy MIGHTWING |
These hotrible creatures appear as great |

[dumage, energy drain, or death
| from massive damage, ‘ bats composed of urter darkness.
[

Combat ,
Nightwings prowl the night sky !
and dive onto their vicrims, They
{ are all but invisible. detecrable |
nightshades radiate o 60- only because of the stars chey |
| foor-radius aura of utter : i b th

El',;ll}LE. While this aura does ;F:. 7 o i ; : b;;?@mﬂr:zlp?éi}]?i mﬂ-’lf 3
Lnot damage J.ivi;tg things, f wing can weaken magic)
Lir spoils any food and ’ armor, weapons, and shields |

Mightshade Abilities
All nightshades share the fol-
lowing special ahilities.
Chill Aura (Su): all

idrink it touches, In addi- by making a successful |
| tiom, ie ruins holy water touch attack. The target)
pind magic potions, itemn must succeed at o For|
Loils, and cinements titticde save (DC 20) o lose |
unless the items one “plus” for example, 2

/

i

succeed ar a Ford- +2 sword becomes o+
swmd),_An item that i
completely drained be-
cones normal in all re-
spects and loses any
other powers [such as
Mlame longue) as well
G asting dispel evil upon
the item reverses the effects of the
magic drain, provided this occurs
within a number of davs afrer the
artack equal to the caster's level,

tude save (DC 22),
[tems  thar suc-
cessfully save can
not he affecred
again by the same
niphtshade's aurs for
one dav
This bone-numbing cold is so dis-
tincrive that anyone exposed to it once
instantly recognizes it in the funre, so it
is difficult for a nighishade to surpeise
someone who has previously encountered

| such a beast. NIGHTWALKER
Spell-Like Abilities: At will—cause dis- A nightwalker is 2 20-foor-tall humanoid giant
Lense, charm person, clowdkill, confusion, darkness, composed of pure darkness.
dispel tiegic, haste, hald gevson, and mmuisinlity
once per nightfinger of death. These abilides AL Caombat

Mightwalkers lurk in dark areas where
they can_almost alwayvs surprise the unwary

are as the spells cast by a sorcerer whese level
equals the nightshade's HI roral {save DC 14

spell level), or those who do not recognize the ahsolute cold |
Summon Undead (Su): A& nightshade can summoen andead radiaring from the crearures,
creatures once every + hours: 2-5 shadows, 1=2 wraiths, 1 specrre, Crush Irem (Su): A nightwalker can destrov any weapon or |
or 1 ghest. The undesd aerive in 1010 rounds and serve for | hour irem of Large size or smaller {even magic ones, but not artifaces) |
or until released, by picking it up and crushing it between its hands, This is a stan-
Aversion to Daylight (Ex): Mightshades are creamures of utter {dard action. The nightshade must make a successful disgrm attack |
Ldarkness While they loathe all light, if exposed to natural day- to grab an itemn held by an opponent, |
dight (not merely a daylight spell), they suffer 2 —4 morale penaley Evil Gaze (Su): Curse, 30 feet, Will save (DHC 24} Cursed oppo- |
Lt all areacks polls, nents suffer 1 — morale penaley to all arack rolls, checks, and
Cold Immunity (Exk Nightshades sulfer no damage from cold. | saving throws. Dispel evil or remove cirse eliminates the effece.
Resistances (Exp Niphishades have acid, fire, and electrciey | L Skills: *When hiding in a dark area, o nightwalker receives a +8
Tesistince S0, | tagial bonus to Flide checks,

._.___.M




- NIGHTCRAWLER Climate,/Terrain: Any land |
A nighterawler is a massive behemoth similar 102 purple worm, Organization: Solitary !
though urrerly black in color, 1t measures shout 7 feer in diam- Challenge Rating & -
erer and is 100 feet long from its toothy maw to the tip of e Treasure: Standard |
stinging tail L LAlignment: Alwavs chaatic good

| (Advancement: 4 9 HD (Medium-size)
Cambat

ighterawler artacks by burrowing through the ground au-.l N}'mpha are nature’s embodiment of physical beauty: They are so
r;:l_l‘:Tgmg to strike. The ground blocks the creature's dlSt]ﬂm\"Ll unbearably lovely that even a glimpse can blind or kill anleakers, |
\chill untl it emerges to arrack. Mymphs hate evil and ugliness. —
Improved Grab (Ex): To use this abdlr}' the nighterawlermust| | These crearures inhabit only the most secluded and teanguil |
it with its hire artack. IF it gets a hold, it automatically deals bite wilderness places and usually dwell near a body of pure, clear |

_du.mage and ean try to swallow the opponent. watet—ocean grotroes, crystalline caverns, mountain sreams,
Swallow Whole (Exk A nighterawler can toy 1o swallow a and the like. Nymphs believe in the sancrity of naure and try 10

grabbed cpponent of Huge or smaller size by making a successful leep their lairs safe and pure, Though nermally solitacy, chey |
grapple check. Once inside, the opponent takes 2d8-12 poines of sometimes aid good beings in combating evil. Animals of all rypes
ushing damage plus 1d8 peints of acid damage per round from | |flock to a nymph, ignering their namural enemies; injured beasts

the nighterawler’s gizzard, and is subject 1o the creature’s energy | [know that a nymph will rend their wotlnds, .
deain, A swallowed creature can climb out of the gizeard witha! | A nymphs beaury exceeds mere words, The appearance of indi-,
Lsuccessful grapple check This returns it to the nighrerawlecs, v:dua] nymphs varies, but all appear 1o be ever-young

_ women of human size, with sleck figures, houriant |
hair, and petrfect fearures. Their demeaner is |
charming and praceful, and their minds are |

maw, where anather successful prapple check is needed to ger |
free. & swallowed creature can also cut its way out by using claws

ot 2 Small or Tiny slashing weapon to deal 35 points of damage

to the gizzard (AC 24), Once the creature exits, mugcular action ~'|| guick and wirty |
closes the hale; another swallowed opponent must cut its own ; : A nymph is likely to reacuamrablv L0 VELY
LWy ut. d = | handsome humanoids, particularly elves, half |
_ The nightcrawlers interior can hold two Iluge, four 4 elyes, and humans, and sometimes even rescues |
Large, eight Medivme-size, sivresn Small, or thirty-twe Tiny - | _such beings il thew appear to be in distress. |
or smaller opponents, Mymphs speak  Sylvan and |

Energy Drain (Su): Living crearures inside a night Cominoi,
terawler’s gizzard receive one nega-
COMBAT

itive level each round. The Forii- ¢ . % |
Imde save T0 Temove 3 negative y 1 Mymphs avoid combat whenever pos: |
sible, flecing when confronred by in- |

|.lwc].ha5 aDC of 24, %

| Poison (Ex): Sting, Fortitude ™73 truders ot danger.

save [DHC 22); Initial and second- Blinding Beauty (Su): This abiliry upr:r
ates continuously, allecting all humanoids

ary damage 2de temporary Strength.
Tremorsense (Ex): A nighrerawler can within &0 [eet of the nymph. Those who look
directly at the nymph must

guromatically sense the location of anything
srithin 60 feet that is in contacr | succeed at a Fortitude save
(DC 15} or be blinded

with the ground.
permanently as though

NYM PH -1_ . . ﬁh}' the blindness
o o

spell The nymph
Medium-Size Fey CAM SUPpPress of

Hit Thice: 3ds (10 hp) ti resume this akil-

Initiative: <1 [Dex) ity as a free
JSpeed: 30 fr. swim 20 {1 - : : s action,

£: 11 {+1 Dex) v | . Unearthly

Beauty {Su) The
" nymph can evole
this ability once
every 10 minutes,
Those within 30 feer of
the nymph who look di-
rectly ar it must. suc |
ceed at a Will save |

(1M 17) or die.

LAttacks: Dagger 11 melee =

Damage: Dagger 1d4
Face/Reach: 5 fr. by 5 [1./5 1.
Special Attacks: Blinding beauty, unearthly beauty
Special Qualities: Spell-like abilities
Saves: Forr+1, Bef +4, Will =8
Abiliries: Str 10, Dex 13, Con 10,

Int 16, Wis 17, Chat19

Sldlls: Animmal Empathy +10,

. LCraft (any one) o Ao Spell-Like Abilities: \T}fmphs
. Knowledpe (any onel +7, can use dimension door eoce per |
| Bsgape Artist =7, Heal =4, day as cast by a 7th-level sor- |

cerer. They can also repli- |

cate druid spells as .rth

lewe] casters (save DD
13 = spell level),

Hide +7, Listen <11, Move
_ Silently +7, Sense Motive 49,
—Spat. 411
Eeats: Abiliry Focus .,unl:an:hl}-
benury). Alermess, Dodge, Tron Will
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QGRE
Ogre Ogre Mage
Large Giant Large Giant

Hit Dice: 4da+8 (26 hp) 5d8+15 {37 hp)

Initiative: —1 (Thex) +4 (Improved Iniriative)
| Speed: o fr. 30 ft., fly 40 ft. (good)

AC: L6 (=1 size, —1 Dex, <5 natural, +3 hide) 18 {1 size, +5 natural, +4 chain shiet)

Artacks: Huge greatclub +8 melee; or Huge longspear +1 ranped  Fluge greassword +7 melee; or Huge longhow <2 ranged |
Damage; Huge greatclub 2d6+7; or Huge longspear 2ds-5 Huge greamsword 2d8+7; or Huge longbow 2ds
| Face/Reach: 5 {1, by 5 0/10 [ (15-20 £, with longspear) 500 by 5 fo10 fr
| Special Attacks: == SpelHike abilities
| Special Qualities: — Regeneration 2, SR 18

Saves: Tort 46, Ref +0, Will +1 Tort 47, Bef +1, W)l =3

Abiliries: Srr 21, Dex & Con 15, Int 6, Wis 10, Cha 7 Sir 21, Thex 10, Con 17, Inc 14, Wis 14, Cha 17

Skills: Climb +4, Listen +2, Spor +2 Comeentration +6, Listen 15, Spellcraft +4, Spor +5
Feats: Weapen Focus (greatclub) Improved Initative

Climate/Terrain:  Any land, aquatic, and underpround Any land and underground

Organization: Solitary, pair. gang (2 4}, ot band (5-8) Solitary, pai, or troupe (1-2 plus 2—4 ogres)
Challenge Rating: 2 g

Treasure: Standard Double standard

Alignment: Usually chaotic evil Usually lawful evil

Advancement: By character clags By characrer class

Dgres are hig, ugly, preedy crea-
Lrures that live by raiding and
Lscavenging. They join other
| monsters to prey on the
|weak and associate freely
Lwith ogre mages, gianis, and
Limolls

Lazy and bad-
tempered, ogres solve
prablems by smashing
them; mhat they can't
smish, they either ighote
or flee. Dhwelling in small
tribal groups, ogres occupy
any convenient location and
eat neatly anything they can
catch, steal, or slay. Oares
sometimes sccept mercenary
servive with other evil human-
oids (including humans).
Aduleogres stand 9 e 10
leer tall and weigh 300 to
350 pounds. Their skin color
Lranges from dull vellow to dull brown. Their thick hides ares often
ccovered in dark, warty bumps, and their hair is long, unkempt,
and greasy. Their clothing consists of poorly cured furs and hides,
which add o their namrally repellent oder.
Opres speak. Giant, and those specimens who haast Totelli-
genee scores of at lease 10 also speak Common,

COMBAT

Ogres laver overwhelming edds, sneakattacks, and ambushes 1o a
fair fight. Thev are intellipent enough to fine ranged weapons first
to soften up their foes before closing, but pgre gangs and bands
fight as uncrganized individuals,

MERROW [AQUATIC OGRE)

i\ The merrowe are a variety of ogre that dwell in Freshwater lales

Land rivers. Apart from their habitae, speed (swim 40 ft.}, and their
penchant for longspears {attack +7 melee, dumage 1d8=7), they
are identical with their landbound cousins.

OGRE MAGE
The ogre mage is a mome intelligent ind dangerous vadery of |
its mundane cousin. Rapacions and cruel by natie, oge |
mages often lead orpanteed raids for slves, rreasure. and food, |
These creamures dwell in lorified structures or under |
ground lairs, usually living alone or with a small group
of opre followers. Starus among opre mages 1s meas- |
ured by wealth, While they do not generally assoctare
with their own kind, they often undermale mids and
schemes in competition with one another toamass
the most riches.

An ogre mage stands about 10 feet tall and
weighs up to 00 pounds. Its skin varies in color
from light green ro lighe blue, and its hair is dacdk A

! pair of short ivory horns protrude from its fore-
i head. The eyes are dack with strilingly white
pupils, and the teeth and claws are jer black. Ogre

mages favor loose, comforable clothing and light-
welght armor,

Cpre mages speal Giant and Commaon,

Combat
Dgre mages rely on their spell-like abilities, resorting
to physical combat only when necessary. When faced with obvi-
ously superior forces, they prefer to retrear in gaseous form mcher
than fight a losing battle. Ogre mages hold deep, abiding grudges, |
however, and the unwise person who crosses one would da well
o keep looking over a shoulder
Spell-Like Abilities: At will —darkmess and anwisihility; 1/day
charm persor, cone of colid, gaseaus form, polymorph self, and sleep, Thess
abilities are as the spells cast by a 9th-Jevel sorcerer (save DC 13 1
spell levell !
Flipht (Su): An ogre mage can cease or resume Hight s Froe |
acrion, While in goseoys [ ic can fly ar normal speed and has per |
fect maneuverahility, |
Regeneration (Ex): Cigre mages take normal damage from fire |
and acid.
An opege mage that loses a limb or body partcan reattach it by |

{holding the severed member to the stump, Beartachmenr takes 1
|minute, 1f the head or other vieal prgan is severed, it must be reat
Itached within 10 minutes or the creature dies, Ogre mages cannot

regrow lost hody parts.

MM



Special Artacks:

Improved grab, acid, constrict |

2de+4 and 2di acid

Special Qualities: Blindsight, split, ooze

Saves: Fort =7, Ref -2, Will =2
Abilities: Str 17, Dex 1, Con 19,

Int—, Wis 1, Cha 1

Climarte, Terrain: Any marsh and underground
Organization: Solitary
 Challenge Rating: 7

| Treasure: Kone

| Alignment: Always neutral

| Advancement:

Dozes are amorpheus crearures that live only to eat. They inhabit
underground areas throughout the world, scouring caverns,
tuing, and dungeons in search of orpanic marer—living or dead.

COMBAT

[1—-15 HI} {Huge) 16-30 HD (Cargantuan)

GRAY OOZE
A gray ooze appears 1o be @ harmless puddle of water, a parch of
wet sand, or a seeton of damp stone—unril it moves or sirikes,

Gray oozes can grow toa lengeh of up 1o & feet and a thickness |
of shout 6 inches.

Ulowes ateack any creatures they encounter. They lash out with

| pieudopods or simply engulf opponents with their bodies, which

Lsgereee actds that help them carch or digest theis prey,

Combat_

__ Blindsight (Ex): An ooze’s entire hady is 4 primitive sensory bods: =N

tgan that cin sscerrain prey by scent and vibration within
6l feet, |
| Ooze: Immune o mind-influencing effeces, poison, slecp, |
paralysis, stunning, and polymarphing. Not subject to critical,
hits.

damage.

r—-—w«*-m-,g i Lol u,é“ . e :‘:4 o G
ey
0OZE
Gray Ooze Gelatinous Cube Ochre Jelly
Medium-Size Ooze Huge Ooze Large Ooze
Hit Dice: 3d10+10 (26 hp) 4d10-346 (58 hpl 610427 (60 hp)
Initiative: s ([ex) 5 [Dex) —5 [Dhex]
Speed: 1 fr, 15 fi. 10 fr, climb A0 fr,
AL & (5§ Dhex) 3 |--2 size, —5 Dex) 4 [—1 size, -5 Diex)
Attacks: Slam 43 meles Slam +1 meles Slam =5 melee
Damage: Slam 1de+1 and 1de acid Slam 1da-4 and 1dé acid Slam 2d443 and 1d4 arid
Eace/Reach: 5 by s ffs f 10 fr by 10 {10 fr, s ft by 10 fr. /10 fr .
|Special Attacks: Improved grab, acid, corrosion, Engulf, paralysis, acid Improved grah, acid, Al
| comserice 1da+l and 1ds acid constrict 2d4+3 and 1d4 acid |
Special Qualiries: Blindsight, cold and tire Blindsipht, rransparent, elecrricity Blindsight, split, noze
immunity, coze, comontlage LmmALnicy, coze
Baves: Fort +1, Bel -4, %Will —4 Fort 5, Ref —. Wil — Fort +4, Ref -3, Wil -3
Ahilities: S 12, Dex 1, Con 11, Str10, Dex 1, Con 14, Str 15 Dex 1, Con 15,
Inr—, Wis 1, Cha.1 Int —, Wis 1, Cha 1 Int— Wis 1,Cha1
Climate, Terrain: Any marsh and underground Any underground Any marsh and underground
Drganization: Solitary Solitary Solitary
Challenge Rating: 4 3 5
| Treasure: Mone 1/10th coins, 5% goods (ne nonmetal Mone
of nonstonel, 0% items (no nonmeral
pr nonslone]
Alignment: Always neurral Always neutral Always neurral
| Advancement: 46 1D iMedinm-sizel; 512 HI (Hugel: F—9 H I Large): |
| 7-9 HD (Lurge) 1324 HD (Cargantuan) 10=18 H13 (Huge) !
| !
- Black Pudding /
L Huge Qoze |
Hit Dvce: (od10+60 {115 hp) L
Initiarive: —5 (D
Speed: 20 fr., climb 20 ft.
AC: 3 (-2 =ize, —§ Dex}
Attacks: Slam +8 meles
Damage: Slam 2de+4 and 2d6 acid
Fuce/Reach: 5 f by 20 £ /10 1,

LA pray ooze srikes like a snake, slamming oppenents with its |

Improved Crab (Ex): To use this ability, the gray ooze must hir |
\with its slam arrack. 1f it gets o hold, it can consrrict.

Acid (Ex): A gray ooxe secretes a digestive acid thae quickly dis-
|solves organic material and meral Any melee hit deals acid




The ooze's acidic touch deals 40 points of damage per round o

wood or meral objects. Armor of clothing dissalves and becomes
useless immediately unless it succeeds ar s Reflex save (DO 149),
The acid cannot harm stone, A meeal or wioeden weapon thar
strikes a gray aoze also dissolves immediarely unless it sueceeds ag
a Reflex save (DC 19],
Constrict (Ex): A pgray ooze deals automatie slam and i].l:l{l.
| damage with a successful grapple check, The apponent’s clothing |
|and armor suffer a —4 peralry to Reflex saves apainst the acid.

_Camouflage (Ex): It takes a successful Spot check (DC 15 m ]

| tecognize a motionless gray poze fosyhat it really s,

GELATINOUS CUBE

The nearly transparent gelatinous cube travels slowly along dun-
geon corridors and cave flours, absorbing carrion, ereatures, and
rash. Inorganic material remaing mapped and visible inside the

{cubes hody,

| Arypical gelarinous cubse is 10 [eet on a side and weighs 10,000 ]

| pounds, though much larget specimens are not unknown.

Combat
A gelarinous cube attacks by slamming ics body into its prey It is
capable of lashing our with a pseudopod, but usually engulfs foes.
Engulf (Ex}: Although it moves slawly, 2 gelatinous cube can
stmply mow down Large or smaller creatuires as a standard action,
Tt cannot make 7 slam artack dudng a round in which it engulfs.
| The gelatineus cube merely has to move over the opponents, af-
| fecting as many as it can cover. Opponents can make opportunicy
Lattacks against the cube, but i they da so they are not endtled
|2 saving throw Those who do not attempt oppoctunicy arracks
| must succeed ar a Beflex save (DG 13) or be enpulted; on o success,
they are pushed back or aside (opponents choice) as the cube
moves lorward, Engulfed creatures ave subject to the cube'’s paral:
\ysis and acid, and are considered 1o be grappled and trapped
within its body
Paralysis (Ex): Celatinous cubes secrete an anestherizing
slime. A target hit by a cube’s melee or engullartack must succeed

4

at a Fortitude save (DC 16) or be paralyeed for 3de rounds. The .

cube can automarically engull s paralyzed opponent.

Acid (Exk A gelatineus cubels acid doees not harm metal or.

stone.

Transparent (Ex): Gn:hu.nuus cubes are hard to sce, even

ender ideal conditions, and i rakes a successul Spot check (DC
15) to netce one. Creatures who fil 1o notice a cube and wall
inte it are automatically engulfed.

OCHREJELLY

JAn pchre jelly seeps alang Moors, walls, and ceilings with ease,
{sgueezing its malleable body under doots and through cracks in
|search ol meals.
This creature resembles a giane, dark yellow amoeba. It can
provw to 1 length of about 12 feet and a thickness of shout 6 inches,
burt can compress i hady to fit into cracks a3 small as 1 inch wide.

Combat
Ochre jellies artempt to envelop and squecse their prey
Improved Grah (Ex): T use this ability, the ochre jelly must
hit with itz slam areack. Ifit gets a hold, it can consmict.
Acid (Ex): An ochre jelly seceetes a digesrive acid that dissolves
. only flesh, Any melee hit deals acid damage
Constrict (Ex): An pchre jelly deals automaric slam and acid
| damage with a successful grapple checls,
split {Ex) Wenpoms and electricity artacks deal no damage to
L an ochre jelly. Instead the creature splits into rwa identical jellies,

each with half the orginal’s hit poines (round down A jelly with |

only 1 hit point cannoet be further split,

BLACK PURDING

Black puddings slither and undulate along underground chmm
seeking sustenance. They resemble nothing so much as rL:-Ler.lsh_.,
blobs of inky black goo.

The average pudding measures 20 feer across and 2 feet thick, |

Cpmbat
| Black puddings aracl by prabbing and squeesing their prey,
Improved Grab (Ex): To use this ability, the black pudding |
_must hit with its slam agtack. 1 it gers a hold, it can constriet, |
Acid (Ex): The pudding secreees o digestive acid thae dissalves |
organic marerial and metal quickly. Any melee hit deals acud
damage. The pudding's acidic touch deals 50 poines of damage per
round to wood or meral objects. The opponent’s armor and clarh- |
ing dissalve and become useless immediately unless they succeed |
at Heflex saves (D 199, The acid can dissolve stone, dealing 20
(points of damage per round of contact,
| A metal or wooden weapon that steiles a black pudding also
|dissolves immediately unless it succeeds ar a Reflex save (DO 18]
Constrict (Ex): A black pudding deals auromaric slam and acid
damage with 1 successful grapple check The opponent’s clothing |
and armor suffer 1 —4 penalty to Reflex saves against the acid,. |
split (Ex): Weapons deal no damage to 2 black pudding. In-|
stead the crearure splits into rwo identical puddings, each with
half the oripinal’s hit poines {tound down), A pudding with only 1
hit point cannot be further split.

QRC

Medinm-Size Humanoid (Orc)

Hit Dhce: 1d& (4 hp)

Initiative: +0

Speed: 20 fr. {scale mail); base 30 f

AC: 14 (+4 scale mail}

Attacks: Greataxe =3 meles; or juvelin +1 ranged
Damage: Creataxe 1d12+3; o1 javelin tda+2
Face/Reach: 5 fr. by s fr./s ft.

Special Qualities: Darkvision &0 ft light sensitvity
Saves: Forr <2, Hef +0, Will -1

Abilities: Sir 15, Dew 10, Con 11, Int 9, %Wis 8, Cha &
sldlls: Listen 42, Spor 42,

Feats: Aleriness

I P T

Climate,/ lerrain: Any land and upderground

Organiration: Ganp {2—4), squad [11-20 plus 2 3rd-level
sergeants and 1 leader of 3rd—ath level), or band {30- 100 plus
150% noncembatants plus 1 3ed-level sergeant per 10 adulis,
5 sth-level liutenants, and 3 7th-level captains)

Challenge Rating: 1,2

Treasure: Standard

Alisnment: Usually chaotic evil

Advancement:; By character class

s are aggressive humanoids that raid, pillage, and battle ather
creatures, They have o hatred of elves and dwarves that began gen
erations ago, and often kill them on sighe.

Orcs vary in appearance bur in general lock like pl:j.l:l:ulu-l:
humans with gray skin, coarse hair, stooped postures, low fore- |
heads, and porcine faces with prominent lower canines that.rﬂ-.}
semble a boar's tusks. They have lupine ears, their eyes are reddish, |

cand they swear vivid colors that most humans wonld consider un- |
pleasant, such as blood red, mustard yellow, yellow-green, and |
(deep purple. Their equipment is dicty and unkempt, L

When not acrually fghting other creatures, ores are usually
|planning raids or practicing their fighting skills. Their language
|varies slightly from tedbe to ribe bui is nndersmndable by anyone
who spraks Ore. Some orcs know Goblin or Giant as well



I i
Most orcs encountered away from theie homes are wartiors;
the information in the statistics block is for one of 15t level

[see page 39 in the Duvgzon Mastows Guide for more about
the warrior class),

COMBAT

| Ores are familiar with the use of most weapons, pre-
| ferring those thar cause the mest damage in the least fime.
U'They enjoy attacking from concealment and serring
_ambushes, and they obey the rules of war (such as
honoring a truce) only as long as it is conven-
Lirnt for them,

Light Sensitivity (Ex): Orcs suffera—1
penalry to artack rolls in bright sun-
lighr or within the radins of a
daylight spell.

QRC SOCIETY
| Dres believe that 1o
| survive, they must

conguer s much
lerritory as possi-
ble, which puts
them at ndds with all
intelligent  creatures i,
that live near them, They
Lare constantly warming with or
|preparing to war with humanoids,
|including other ore tribes, They can ally
Lwith other humanoids [or a time
| but guickly rebel if nor com-
{manded by orcs, Their
_deities teach them 1
vthiar _all - other <Ak
{heings are infe- 3
rior and_that all =
worldly goods dghtfully belong to
the cres, having been stolen by the others, Ore spellcasters are am-.
hitions, and rivalries between them and warrior [eaders sometimes |
tear a tribe apart i
Ore society is patrlarchal: Females are prized possessions at best |
and charte] at worst. Male ores pride themselves on the number ol
females they own and male children they sire, as well as their
battle prowess, wealth, and ameount of territory. They wear their
barele scars proudly and ritually scar themselves to mark sigmfi
eant achievements and rurning points in their lives.
Anarc lair may be a cave, a sedes of wooden huts, a fore, or even
|2 large ciry built above and below ground. A lair includes fermales
_{as many as there ave males), younpg (half as many as there
.rm:_n females . and slaves (shout one per 10 males}.
The chiel orc deity is Grunmsh, a_one-eyed god
who tolerates no sign of pesceability among his
people.

HALF-ORCS

These orc-human crosshreeds can be lound in
gither orc or human society [where their starus vardes
according to local sentiments), or in communities of their
. HalFores usually inherit a pood Blend of the physical
s characteristics of their parents. They ane as tall as humans
| and & litele heavler, thanks to their muscle. They have preen-
Lish pigmentation, sloping foreheads, jutting jaws, prominent
L,r_-l,:lh, and coarse body hair. Half-orcs who have lived among or near
Lot huve sears, in beeping with orcish tradition.
The typical ability scares for a half-ore are Sir 13, Dhex
10, Can 11, Int 9, Wis 8, Cha 8 Hall-ores have si-foor dark-
vision but are not sensitve to light

i

QORC CHARACTERS

Am ore's favored class is barbarian, and onc lead- |
ers tend to be barbarians, Ore clerics worship |
Gruwmsh (favored weapon; any spear} and can |
chopse two of the following domains: Chaos,
Evil, Swengrh, and War, Most ore spellcasters,
however, ate adepts [see page 37 inthe Divecoy
Masrer’ Guide), Ore adepts favor spells thar deal
damage.

QTYUGH
Large Aberration

Hit Dice: ads+6 33 hp!
Initiative: +0
Speed: 20 fi.
AC: 17 (1 size, +8 natural)

Damage: Tentacle rake 1ds, bite 1d4

Face,/Reach: 5 ft. by 5 [L/10 fr. (15 fr. with

tentacie; -

Special Artacks: Improved grab, consirict 1ds,
disease

Special Oualities: Scent

Saves: Forr +3, Ret +2, Will -5

Abilities: Ser 11, Dex 10, Con 13, Int 5, Wis 12, Chas
Skkills: Hide <5* Listen +&, Spol 12
Feats: Alermess

it

Climate;Terrain: Any underground
Organization: Solitary, pair, ar cluster

23]

Challenge Bating: 4

Treasure: Standard
Alignment: Always neutral
Advancement: 7-8 HD {Large)
%15 HD {Hupge;

Oryuphs are grotesque subterranean monsters that lurk within
heaps of refuse. Although peimarily scavengers, they never object
to-a meal of fresh meat when the opportuniry presents ieself

An otyugh is 2 bloated ovoid coverad with a tough, rocldlile
skin, as well a5 dung, trash, and scraps of decaying erganic matrer
from irs Jair. A vinelike stallc abone 2 feer long rises {rom the top

Attacks: 2 tentacle ralkes <3 melee, bite -2 melee |

&
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of the disgusting hody and hears the creawure's two eyes and olfac-

tory organ, Tes mouth—little more than a wide gash filled with
razor-sharp teeth—is in the center of the mass. The
creature shuffles about on three thick, sturdy legs
and grasps objects with two long tenracles cov-
ered in rough, thorny proteusions. The ren-
(tacles end in leaflike appendages covered
lin more thorny growths. A typical
Lotyugh's body is 6 feer in diameter and
Lwedghs 500 pounds.

Oryughs spend most of their tme
within their lairs with andy their sen-
Lsory stallis exposed, shoveling fi
inte their mouths, Intelligent sub-
terranean beings sometimes coexist
with otyughs, which they regard as
Lconvenient garhage disposals: They
\dump their refuse in the lair of the
otyugh, which generally relrains
| from arracking them.

Oryughs speak Common.

COMBAT
An otvugh arracks living crearures if
it [eels threatened or if it is hungry;
prherwise ir is content to remain hid-

|den. Oryughs rake and squeese oppo-
|nents with their tentacles. which
| they also use to drag prey into their
Lmouths,

Improved Grab (Exk To use
(this abiliry, the oryugh muse hita
Medium-size or smaller oppo
| nent with a rentacle attack ICit gets a hold, it can consoict

Constrict (Ex): Ao oryugh deals sutomaric tentacle damage to
a Medium-size or smaller opponent with a successful grapple

check,

Disease (Ex)k Filth fever—hite, F'nrm'uun:: s 'DC l",l. incu-
bation period 1d3 days; damage 1d3 tempotary Dexterity and 1d3 |
temporary Constitution (see Disease, page 74 in the DUnGDoN |

Mazrras Guide),

skills: *An otyugh recetves o 48 racial bonus 1o Hide checks

when in its lair, due to its natural coloration,

QWIBEAR

(ST SR -

Owlbears are exeraordinarily vicious predarors with a repuration |
for [erocity, aggression, and sheer ill temper. They tend o utTudﬂ.
neatly anything that moves without provecation.
Schelars have long debated the exact orgins of this — |
ture, The most commen theory is that a demented |
wizard creared the first specimen by crossing a giant
owl with a bear. An owlhears coat is a thick mix ol
dark feathers and fur, ranging in
-3 color from brown-black to
yellowish brown; iis beak |
is a dull ivery color. A
full-grown__male  can
stand as high as 8 [eel
and welpgh up to]
1,500 pounds. Advep- |
turers who have survived
encolunters with the cres
| ture often speak of the bestial |
' madness they glimpsed in,
its red-rimmed eyes.
Orwelbears inhabic wil:
derness areas, making,
their lairs within rangled |
forests or in shallow une
detground caverns. They
can he active during the |
day o night, depending on |
the habits of the available prey, |
Adults live in mared pairs and |
hunt in packs, leaving their young in |
the lair. A lair usually has 1d6 young, feching |
a price of 3,000 gp each in many civilized areas. While |
awlhems cannot be domesticated, they can still be placed in serace- |
gically important areas as free-roaming guardians, A professional |
trainer charges 2,000 gp 1o tear or tain an owlbear ([ 23 fora
young creature, [30 30 for an adult).

s

COMBAT

rwlbears attack prey—any creature bigger than a mouse—on
sight, always fighting to the death. They slash with claws und
beal:, trying to arab their prey and rend it apart.

Improved Grab (Ex) To use this ability, the owlbear must hit
with a claw attack,

PEGASUS

Large Beast

| Hit Dice: 5:J010+20 (47 hp)

| Initiative: +1 (Dex)

| Speed: 30 f1.
AC: 15 (-1 size, +1 Dex, 45 natural)
Attacks: 2 claws +7 melee, bite +2 melee
Damage: Claw 10645, bite 1d8:2
Face/Reach: 5 [t by 10 [1./5 1,
Spedial Attacks: Improved grah
Special Qualities: Scent
Saves: Fort +#, Ref +5, Will +2
Abilities: St 21, Dex 12, Con 19, Int 5, Wis 12, Cha 10
Skills: Listen +8, Spot +7

| Climate/Terrain: Temperate forest
| Organization: Solitary, pair, or pack (58}
| Challenge Rating: 4
JMreasure: Mone
Alignment: [sually chactc evil
Advancement; 68 HLD (Larpe); 9 15 HD (Huge)

Large Magical Beast

Hit Dice: 4010412 (34 hp)

Inmitiative: +2 {Dex)

Speed: &0 fr., fly 120 ft. {average]

AC: 14 (-1 size, +2 Dex, +3 natural)

Attacks: 2 hooves +7 melee, bite +2 melee

Damage: Hool 1dsi4, bite 14342

Face/Reach: 5 [ by 10 f./s fr.

Special Qualities: Scent, spell-like abilities

Saves: Forr +7, Ref +&, Will +4

Abilities: S48, Dex 15, Con 16, Int 10, Wis 13, Cha 13,

Skeills: Listen +12, Sense Motive <7, Spot 12, Wilderness Tore (3 |
Feats: Tron Will |

&

|Climate, Terrain: Temperate and warin forest
Crrganization: Salitary, pair, or heed (6100
\Challenge Haring: 3

Treasure: None

Alignment: Always chaotic pood
(Advancement: 5.8 HD (Large)




The pegasus is a magnificent winped horse
that sametimes serves the cause of good.
Though highly prized as aerial steeds, "~ 00

pegast are wild and shy crearures nor easily %
tamed. | Py 7

Pegusi mate Lo life, building their
| nests in high, remote locations, A
{mated pair have either 1-2 epps or
| 1-2 youny in their nest,
| A pegasus is larger than a
normal horse and has two large,
{feathered wings. Tes coat and wings
e pure white, but rumors tell of
brown and even black specimens, A
typical pegasus stands 6 feet high at the
shoulder, weighs 1,500 pounds, and has a
|wingspan of 20 feet,

(OMBAT
{ Pegast artack with their sharp hooves and
powerful bite, Maged pairs and herds
attack as a team, fighting to the death
to defend their eggs and voung,
which [etch a handsome price in
many civilized arcas.
Spell-Like Abilities: Pegasi can defecl good and defect evil ar will
{within o 60-yard radius, as the spells cast by a Sthelevel sorcerer
Skills: Pegasi receive a o4 racial bonus m Listen and Spot
| checks,

TRAINING A PEGASUS

| Pegasus eggs are worth 2,000 gp each on the apen marker, while
(young are worth 3,000 gp per head. Pegasi mature at the same
| rate as horses. Professional trainers charge 1,000 gp o rear or

Ltzaln a pegasus, which serves its master with absclute faith-
fulness for lile.

Training 2 pegasus requires a successful Handle Animal check
(DC 22 for & young creature, DC 28 for an adulr) and that the cres-
ture be willing, Trainers can reduce the DC by 5 and the training |
time by liall by using a magic bridle enchanted for the purpose. A
pegasus can fight while carrying a rider, bue the rider cannot also;

ateacke unless he orshe succeeds ara -
Ride checlk (see Ride, page 72 in
the Flayers Handbook),

Carrying Capacity: A light Joad
for @ pegasus 1s up ro 300 pounds: 2 medium. load,
301600 pounds; and a heavy load, 601-200 pounds, |

PHANTOM &
~ FUNGUS 7

Medium-Size Plant
Hit Dice: 2d8+6.{15 hpl
Imitiative: +0
Speed: 20 ft.
AC: 14 (44 natural)
Attacks: Bire <3 melee
Diimage: Bite 1da+3
\Special Qualities: Plant,
Improved invisihilicy
[&wes: Fort +6, Ref =0,
A4 Wil +0
_ Abilities: Srr 14, Dex 10, Con
| 16 lot2, Wisi1, Cha g
Sldlls: Move Silently 5

Climate/ Terrain: Any undergraund

| Drganization: Solitary

Challenge Bating: 3

Treasute; None

Alignment: Always neurral

Advancement: 3—¢ HD (Medinm-size); 5-6 HD [ Large)

‘This ambulatory [lungus is nameally invisible, making it a feared

predator amoeng subterranean inhabitants,

A phantom funpus looks lile a brown and greenish-brown mass,
though it is visible only when dead. A cluster of nodules arop the
main mass serve as sensecy organs, The creature feeds and attacks
with a gaping maw lined with rows of calcitic reeth. Four stumpy
leys support the crearure and allow it to move abour,

COMBAT

Fhantem fungi usually roam guierly, hunting
for prew. They attack lone individuals almost
anywhere, bur when tackling proups they
prefer open spaces where they are not read-
ily evident,

Plant: lmmune to mind-inflluencing ef-
tects, poisen, sleep, patalysis, stunning, and
polymomphing Mot subject o critical hits

Improved Invisibility (Su): This
_ability is constant, allowing the phan-
tom_fungus to remain invisible even
when_attacking, This works just like
improved invisibility cast by a 12th-level

_, Soreerer and lasts as long as

tlive,

! Onge killed, a phan-

vigible after 1 minute.

Skills: hantom fungus has a
+5 racial bonus to Move Silently
checks,

the phantom fungus is .
This ability is |
not subject 1o the in- |
visiblity purge spell |

tom__fungus become |

4
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PHASE SPIDER

Large Magical Beast
Hit D¥ice: 5d10+15 (42hp)
Initiative: +7 (+3 Dex, +4 Improved Initiative)

Speed: 40 fr, climb 20 fi, |
LAC: 15 (-1 size, <3 Dex, +3 natural) ]
L Attacks: Bite <7 melec 1
| Damage: Bire 1dé++ and poison |

Eace/Reach: 10 fi. by 10 f1/5
| Special Attacks: Ethereal jaunt, poison

 Saves: Forr +7, Ref +7, Will +2

Abilities: 517, Dex 17, Con 16, Int 7, Wis 13, Cha 10
Skills: Climb —12, Move Sileptly 111, Spot -9

Feats: Improved Initiative

(Climate,/Terrain: Any land and underground

| Drganization: Solitary or cluseer (2-5) L

| Challenge Rating: 5 i
(Treasure: Mone

Alignment: Always neurral

Advancement; 68 HD {Larpe); %15 HD (Huge)

Phase spiders are aggressive predutors that can
mowe quickly from the Ethe-
real Plane o attack opponents |
Lon the Material Plane. :
| These creatures resemn-
[ble giapt wolf spiders,
|excepr with larger heads
pand variegared markings
Linwhite, pray, and black &
javer legs and backs.
| Their eight eves are )
| silver-white. A typi-
cal phase spidecs
body 15 8 feet
long.

'

COMBAT = ;
Phase spiders dwell and hunt gn the Marerial Plane,
Unce a spider locates prey, however, it shilis o the Echereal Flane
to attack, attemnpting to eatch it victim flae-footed The spider shifrs
| in, bites its vicrim, and retreats quickly back to the Ethereal Flane,
Ethereal Jaunt (Su): A phase spider can shift from the Ethereal ro
{the Maternal Plane as a free action, and shift back again as a move-
| equivalent action (or during a move-eguivalent scton), The ability is
otherwise identical with effrereal fasmt cast by a 15th-level sorcere
Poison (Ex): Bite, Fortitude save (DC 15); inidal and secondary
damage 2d6 temporary Consttution.

PHASM

Medium-Size Shapechanger
Hit Dice: 15d8+30 (97 hp)
Initiative: 46 (12 Dex, +4 Improved Initiative)
| Speed: 30 [T
LAC: 17142 Dex, 45 natucal).
LArtacks: 2 slams +12 melee
| Damage: Slam 1d3+1
Face/Reach: s ft. by 5 ft./5 fr.
Special Qualities: Amorphous, scent, alternate form, telepathy, |
TTEINIOTS&ENsE

' -

Saves: Fort 411, Rel 111, Will +11

Abilities: Ser 12, [ex 15, Con 15, Int U6, Wis 15, Cha 14

Skills: Bluff <15, Climb +7, Craft {any one) +7, Disguise +7°,
Enowledge (any ong) +7, Listen +10, Spot +10, Wilderness
Lore +6

|Feats: Alertness, Blind-Fight, Combat Reflexes, Dodge,

Improved Initiative, Mobility, Skill Focus {Disguise)

Climate/Terrain: Any land and underground
\Organization: Solitary
|Challenge Rating;: 7 |
Treasure: Standard
Alignment: Usually neutral
Advancement 15-21 TTD (Fluge); 22-42 HD (Gargantugn) |
Phasms are amorphous creatures that can assume the giise of
{almest any other creature or object
Their shapeshifting ability frees phasms from most marerial |
Lneeds, which usually leads them ro lives of exploration, hedonism, |
(ot philosophical contemplarion. There’s no relling where a phasm
will tuen up, nor what it will do if discovered, They are natuml |
spies but notoriously unreliable, since they feel no particular need |
tor report what they learn, They have an affiniey with doppel-|
gangers and sometimes ally themselves with groups of
" them for security—or just for the fun ol it |
A phast in its natural form lools like a blob |
el multicolored goo abour 5 feer across and 2 |
feer highat the center, Swirls of |
- color indicare sensory organs. |

gt % G . In this form, the phasm |
< 1\ \ slithers abour like an coze |

o and can artack with a
o pair of psepdopods,

W Phasms can speak

o Commoen but prefer

el e pa ol

cotninuhication

r

it

COMBAT

When faced with potentdal danger, @ phasm is equally Hkely 1o e
treat, pacley, or artack, as its fancy strikes. Phasms value new expe
tiences: fresh scents and rastes, obscure facts, gossip, odd
bric-a-hrae, and the like, Those who ofler a phasm such things
stand @ gosed chanee of avoiding a light

If pursued or harassed, a phasm |

transk

orms into the most fearsome
crgarure it knows, such as an
adulr white dragon or a
fire giant, and attacks.
When  seriously |
hurt, it changes |
tor some £ast |

Iries 1o
escape. |




Amorphous (Ex): A phasm in its natural form is immune to
poison, sleep, paralysis, stun, and polymorph. It is not subject wo
ctitical hits and, having no clear front ar back, cannot be flanked.

Alternate Form (Su): Phasms can assume the form of any cor-
poreal creature or abject from Diminutive to Large size as @ stan-|
dard acrion. This ability is otherwise similar to shapechange as cast |

Telepathy (Suk Phasms can communicare telepathically with |
any creatute within 100 feet thar has a language,

Tremorsense (Exk & phasm can auromatically sense the 11}123
tien of anything within &0 feet that is in contace with the ground, |

_so long as it is rouching the ground itself

Skills: *When using alternate form, a phasm receives a +10 cir-

by a 20th-level sorcerer.

| \cumstance bonms o Disguise checks.

PLANETOUCHED:

Ansimar Tiefling
- Medinm-Size Qutsider Medinm-Size Outsider
_ Hit Dce: 1ds (4 hp) 1d& {4 hp)
Initiative: i4 Improved Initiative, +1 (Dox)
Speed: e an fi. - !
AC: 16 {4 scale, +2 large shield) 15 (+1 Dex, +3 studded leather, :
+1 small shield)
Attacks: Longsword +1 melee; or Rapier 12 melee; or
light crossbow +1 ranged light crossbow -2 ranpged
Damage: Longsword 1d8; or lighr crosshow 1d&  Rapier tdé; or light crossbow 1ds 3
Face/Reach: 5 [t by 5 fr/s ft 5 fr by 5 fr.fs fe.
Special Artacks:  Light Darkness
|Special Qualities: Acid, cold, and elecrricity Fire, cold, and electricity
resistance 5 resistance 5
Buves: Forr +2, Ref +2, will +3 Fort +2, Bef + 3, Wil 12
(Abilitics: Str 10, Dex 10, Con 10, Str 44, Dex 13, Con 10,
: Int 10, Wis 13, Cha 13 Int13, Wis 11, Cha & |
| Skills: Heal +5, Enowledge (religion) -1, Bluff -1, Flide +3, Move Silendy +2,
} Listen +4, Ride +1, Spot +4 Pick Pocleet +3
|.I:'Ea.ts: Improved Inidaive Weapon Finesse (rapicr)
Climate/Terrain:  Any land and underground Ay land and underground
Organization: Solitary or team (2—4) Solitary or gang [2-41
Challenge Rating: 1/2 1/2
Treasure: Srandard ; Standard
Alignment: Usually good {any)] ¥ Usually evil {any;
Advancement: By characier class By characrer class

“Planerouched” is a general word to
gescribe those who can trace their
bloodline back to an cursider,
usually a fiend or celestial,

The effects of having a super-
narural being in one's hertage last
miny generations, hldmug,h_unt
a5 dramatically altered as a hall-
celestial or a half-fiend, the plane-

touched still retain some special

Lgualities.

L The planetouched. discussed
I_h,err are the most common, Adsi-
mags are humans with some mace
of celestial bload in their veins, and
tieflings have some fiendishness in
their family tree.

Thete is no “typlcal’ aasimar ar
fielting, They do not have their own
societies or culrures, instead blend-
/ing into existing ones, Many have

3 _u:harncter classes.

\SIMAR
+C.mosd with a touch of the haly, aRsitnars
Aare usnally tall, good-Jocking, and gen-

jetally pleasant. Some have a
minot physical trait suggesting

.

their heritage,
i such as silver g
hair, golden 48
eves, Or an -
waparurally inrense
stare,

Mst gasimars
are decidedly
good-aligned. i,

They fight aguinst evil

causes and atempt o sway others to do the right thing, Occasion-
ally they take on the vengeful, judgmental aspect of their celestial
ancestor, but this is rare, They're maely found in leadership posi-
tens and ofien live as loners due to their sbsolute dedication ro
goodness, Others are less Ginatical and fir seamlessly into normal
human society.

Combat

Aasimars usually like a fair, straiphiforward conrest, .!\g:llnst a,

b particularly evil foe, however, they fight with utter conyicrion,
and. tothe death,

Light {Sp): Aasimars can use lighl once per day as CEISJ.' b‘,. i EOT-,

| cerer of 15t lewel or their character level, whichever is higher,
skills: Aasimars recetve a +2 racial bonus to Spot and Listen

checks.

Aasimar Characters
L An aasimar's Bvored class is paladin,
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- TIEFLING

Twisted, devious, and untrustworthy, tellings more often than
not follow their inherent traits and heed the call to evil A few
defy their narure, but still must fight against popular opinion (if
their nacure is knewn) or the feeling of otherworldly "wrongness” |
thar seems ro follow them wherever they go. |
Beyond this aura thar many find disrurbing, many deflings are |
Lindistinguishable from humans Others have small horns, polnied |
| teeth, red eyes, a whiff of brimstone about them, or even dloven |
Lleet, Na twe tieflings are the same. !
o most human societies, teflings mainain a low proflle, oper- |
|ating as thieves, assassing, or spies. Occasionally they rise roa po-
Lsition of power, but when their nature is revealed rhey quickly
become outcasts,

Combat
 Tieflings are sneaky, subtle, and generally conniving, They prefer
s to strike from ambush and usually avold a Gair lghe iC they can,
| Darkngss (Sp): Tieflings can use darkness once per day as cast by |
Lasorcerer of 1st level or their character level, whicheveris higher. |
Slkills: Tieflings receive a +2 racial bonus ro Bluff and Hide |
checks.

Tiefling Characters
A tiefling’s favored class 1s rogue.

| Tiny Dragon ;s
| Hiit Drice: 241242 (15 hp)
CImitiative:
| Speed: 15 ft, fdy 60 fi. (pood)
LAC: 18 [+2 size, +6& narural)
| Attacks: Sting +4 melee, bite -1 meles
TDramage: Sting 1d3 and poison, hite 1
Face/Reach: 2 1/2 f by 21/2 fr. /o f.
(5 fr with rail)
Special Attacks: Poison
Special Qualities: See invisibility, relepa-
thy, immunicies, SR 1%
Saves: Tort +4, Ref -3, Will +4
Abilities: Str 11, Dex 11, Con 13, Inc 10, Wis 12,
Cha 10
Skills: ITide 1167, Intuir Divection +3, Listen +5, Search +2,
Spot +5
Feats: Aleriness

 Climate,/Terrain: Temper-
ate and warm forest

Organization: Solitary, pair,
or clutch (3-8}

Challenge Rating; 1

Treasure: Mone

Alignment: Always peutral
good

Advancement; 34 HD (Tinv}

Pseudodragons are oy, playful members
of the drapon Gamily,

Peeudodragons resemble miniature red dragons, buc ave red-
brown in color gather than deep red. They have line scales and
L sharp hoens and teeth, A pseudodragon’s il is about 2 feet long

itwice as long as irs body), barbed, and very fexible.

Pseudodrapons can comumunicate telepathically and vocalize

anttnal noises, such s o rasping purr (pleasure), a hiss {unpleasant
surprise), & chirp (desire), or a grow] (anger)

i
L e W

SRR e

COMBAT

Lhe psendodragen can deliver 2 vicious bite, but its major weapon |
is itz sting-cquipped tail.

Poison (Ex): Sting, Tectitude save (DC 12); initial damage slr.r:p

Hor 1 minute, secondary dumape sleep lor 1d3 days,

See Invisibility (Ex): Peeudodrapons continuonsly see irvis-
(bilily as the spell, with a range of 60 feer,

Telepathy (Su): Psendodragons can communicate telepathi-
cally with creatures thar spealk Common ot Sylvan, provided they |
sare within 60 [eel,

Immunities (Ex): Preudodragons are immune to sleep and
paralysis effects.

Skills: Pseudedragons have a chameleontike abilivy that ,|_.r,ra.nls
them & +4 racial bonus to Hide checks, *In [orests or overprown |
areas, this bonus improves to +4 |

PSEUDODRAGON COMPANIONS
| & pseudodragon may very rarely seek humanoid companionship.

e stalks 3 candidate silencly for days, reading his or her thoughs |

jand judging his or her deeds. I it finds the candidare promising,

the preudodragon presents itsellas a potential companion and ok |
serves the others reaction, I the candidate seems delighred and |
promises to take very good care of it, the pseudodragon acceprs, |
Dtherwise, it flies away.

A Neudom agon's persenality has been described as catlike, At
times it seems arrogant, demanding, and less than |
helphful. 1t is willing o serve—provided thar |
e, ir iz well fed and groomed. and receives |
L} lots of artention. The companion must |
,- pumper it and make it feel lke the most |

important thing in his or her lite, I the |
pseudodragon is mistreated or insulted, it
will leave—or worse, play pranks when lease |
expected. Psewlodragons particularly dislike cooe |
elty and will not serve cruel masters,

A psendodragon egg can fetch @ price of up.to 10,000
gp, and 2 hatchling as much as 20,000 gp. Psendodrap-
ons have a life span of 10 to 15 years. Like drap-
ons, they are attracted to bright, shiny objects,

PURPLE WORM

Garpantuan Beast
Hit Dice: 16d10+112 {200 hp}
Initiative: 2 |Dex)
Speed: 20 fr, burrow 20 [t, swim 10 [t
AC; 19 (4 size, -2 Dex, 415 natural)
Attacks: Bite +20 melee, sting +15 melee
Damage: Bire 2d8+12, sting 2da+6 and
~% poison
Face,/Reach: 30 ft. by 30 0t (coiled )/
15 f,
Special Attacks: Improved grab,
sweallow whole, poison
Special Qualities: Tremorsense
Saves: Fort <17, Ref +8, Will 44
Abilities: Str 35, Dex 6, Con 25, Intd, |
- Wis & Cha & |
Skills: Climb +14 !

(Climate,/ Terrain: Any aquatic and underground |
Organization: Solitary |
Challenge Rating: 12

Treasure: Mo coins, 50% goods (stone onlyl, noe dems
|Alignment: Always neureal

L Advancement: 10-32 HD (Gargantuan}; 35—45 HD (Colossal)
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These massive scAvengers ALLempl [0 CONSUME a0y Organic nale Some say rakshasas are the very embediment of evil, Few beings |
tinl they find. Purple worms are feared for swallowing their prey are more malevolent, |
whole: Entire groups of adventurers have vanished down their Rakshasas loak like humanoid tigers garbed in the clothes of |
gullets, one member after the other, nohility They love rich living, gladly using their intelligence and |
A mature purple worm is 5 teet in diamerer and 80 leet long,|  |power te maintain adecadent lifestyle at the expense of others, Al-
weighing abour 40,000 pouads. 1t has a roothy maw and a poison-. _ though their bodies are like those of humans, except for the luo-
| ous stinger in ies tail. The worm's body is a dark purple. irious coat of tiger's fur, their hands ave backward (with the palm
| A purple worm consumes grear quanrities of dirt and mck where the back of the hand is on a human), While this deesnt de-
| when munneling, Its gizzard may hold gems and vther acid-resise| tract [rom the crearures’ manual dexterity, it makes them look |
\ant items, Lo mineral-rich aveas, purple worm castings mightcon= | _Lvery disturbing to those unlamiliar with them.
| tain unrefined cres, | Rakshasas speak Common, Infernal, and Undercommon.
COMBAT COMBAT
In battle, o purple worm forms inte a coil 15 feer across, biting and In close combat, which 2 rakshasa disdains as J,gu:mble it employs |
stinging anything within reach. its sharp claws and powerful hite. Whenever possible, it uses ies |
Improved Grab (Ex): To use this ability, the purple wortn must other abilities to male such encounters unnecessiry.
 hie with dts bite arrack. If it gets a hold, it automatically deals bite | _Detect Thoughts (Su) A rakshasa can continuonsly detect
rd.mge and can attempt 1o swallow the foe | _thoughts as the spell cast by an 18th-level sorcerer (save DC 153 It |
Swallow Whaole (Ex): A purple worm can try to swallow al  jcan suppress or resume this abiliry as a free action, H
1g:a].1bed opponent of Large or smaller size by making a successiul| . Spells: A rakshasa casts spells as a 7th-level sorcerer, and can
grapple check Onee inside, the opponent takes 2d8+12 points of | also cast 1st-Jevel cleric spells as arcane spells.
crushing damage plus 1d8 points of acid damage per round from Alternate Form (Su): A rakshasa can sssume any humanoid |
the worm's gizzard. A swallowed creature can climb out of the gie- form, or tevert 1o its own form, as a standard action. This abilivy is |
zard with a successlul grapple check. This returns it to the worms similar 1o the alter self spellcast by an 1dch-level sorceres, but the
maw, where another successful grapple check is needed 1o ger rakshasa can remain in the new form indefinitely.

|free. & swallowed creature cun alse cut its way out by vsing claws
Lara Small or'Tiny slashing weapon to deal 25 points of damage
(o the gizzand (AC 20). Once the creature exirs, muscular
Lacrion closes the hole; another swallowed opponent must
LUt its own way out.

| The worms interior can hold rwo Large, L:nu; Small, eight
{Tiny, sixteen Diminutive, or thirty-two Eine or smaller
|Gpponents.

Poison (Ex): Sting, Fortitude save (DO 24); indiial
\damage 1dé temporary, Steenpth, secondary damage 2de
remporary Strength,

Teemorsense (Ex): A purple worm can automatically
sense the location of anything within 60 feer thatis in con-
tact with the ground,

RAKSHASA

Medium-Size Outsider (Evil, Lawful)
Hit Dce: 7d8<21 (52 hp)
Initiative: +2 {Dex)
Speed: 40 (1
AC: 21 (+2 Dex. +9 natural)
Attacks: 2 clows +8 melee, bite +3 melee
| Damage: Claw 1d4+1, bite 1de
\Eace/Reach: 5 fi. by 5 fu/s fr
| Special Attacks: Detect thoughts, spells
| Special Qualities: Alternate form, spell immuniey, vulner-
able to blessed crossbow bolts, damage reduction 20443
Saves: Fort +8, Ref -2, Will —&
Ahilities: Str 12, Dex 14, Con 16, Int 13, Wis 13, Cha 17
Sleills: Bluff +16%, Disguise +17*, Listen +11, Move Silently
+11, Perform (ballad, chanr, drama, epic, plus any other
five} +12, Sense Motive <10, Spof +12.
Feats: Alertness, Dodge

| Climate, Terrain: Warm forest and marsh
| Organization: Solitary
Challenge Rating: 9
sasure: Stundard cains; double goods; standard irems

| Alignment: Always lawful evil

Advancement: A—14 HD (Medlum-size)
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Spell Immuniry (Su): Rakshasas ignore the effects of spells
and spell-like ahilities of &th level or less, just as if the spelleasier
had failed to overcome spell resistance,

Vulnerable to Blessed Crossbow Bolts (Ex) Any hit scored
with a blessed crosshow bolt instuntly sluys o raleshasa,

Skills: A rukshasa receives a 4 racial bonus o Bluff and Dis-
guise checls, "When using alternate form, it gains an additional |
| 410 circumstance bonus o Disgnise checks, If reading an oppo-.
| nent’s mind, its circumstance bonug o Bluff and Disguise checles |

Lincreases by a further <4,

RAST

Medium-Size Outsider (Fire)
Hit Dice: 44814022 byl
Initiative: +3 (+1 Dex, —4 Improved Initiative)
| Speed: Fly 50 £ (pood)
CAC 15 (=1 Dex, +4 natural)
| Attacks: 4 claws <& melee; or bite +6 melee
| Damage: Claw 1d4+2; ot bite 14843
Face/Reach: 5 fr. by 5 fe./5 fr.
Special Attacks: Paralyring paze, improved grab, blood drain
Special Qualities: Fire subtype, fight
Saves: Fort 45, Ref <5, Will +5
Abilities: 5 14, Dex 12, Con 13, Inc 3, Wis 13, Cha 12
Skills: Hide +5, Listen +7, Move Silently +7
| Feats: Diodpe, Improved Initiative

| Climate,/ Terrain: Any land and underground
| Organization: Solitary, pair, or swarm (3-£)

| Challenpge Bating: 5

,Treasure: Mona

| Alignment: Usually neurral
{Advancement: 5—6 HD (Medium-size); 7-12 HIDH Lagge]

Rusts swarin in isolated pockers of distant planes, particularly the
elemental planes. Floating, fleshy sacks of teeth and clavws, these
insatizhle crearures ear almosr continmously,

& rast has anywhere from ten to fifteen long, spindly claws that
hang menacingly from (s hulhous, foating bady T2 round head
is almost all mowth, and its mouth is almest all 1eeth,

At their heart, rasts are crea-
tures of ash and cinder,
bur they feast on
blood with a lust that
would shame most
normal beasts.

GOMBAT

\Hasts arrack in
|swarms, with a
frightening,
brutal cunning, The creatures
paralyze as many of their fbes
as possible, then attack any
that are stll moving A
rast can claw or bite, but
cannot de both during
the same round.

Paralyzing Gaze (Su}):
aralysis for 1d6 rounds, 30
| fear, Fortitude save (DC 133

| Improved Grab (Ex): To use L s
| this_ability, the rast must hit [ T
with its bite attack. If it pers o [raeAtiled

hold, it_automarically deals
bite damage.

Blood Drain (Ex): A rast drains blood from a grabbed appo-,
nent, dealing 1 point of temporary Constitution damage gach |
roungd it maintains the hold.

Fire Subtype (Ex): Fire immunity, double damage from mld|

(except an a successful save.

Flight (Su): A rast can fly as the spell cast by an 11th-level sor

jcerer, as a free action, A rast that loses this ability falls and can per

form only partial acticns,

|Climate, Terrain: Any land and underground

RAVID]
Medium-Size Outsider
Hit Dice; 3d&+3 (16 hpl
Initiative; +0
Speed: Ely 60 fr (perfeet)
AC: 25 (415 natural}

Attacks: Tail slap ++ melee, claw +2 melee
Damage: Tail slap 1d61 1 and positive energy,

claw 1d4 and positive energy

|Face/Reach: 5 . by s fr./s ft.

Special Attacks: Positive energy lash, animare objects
Special Qualities: Fire immunity, flight

Saves: Fort -4, Ref +3, Will +4

Abilities: Str 13, Dex 10, Con 13, Int 7, Wis 12, Cha 14
Skills; Tisten +7, Move Silently +&, Spor+7

Feats: Muliiartack®

Organization: Sclitary (1 plus ar least 1 animated ohject]
Challenge Rating; 5

Treasure: Mone

Alignment: Always neutral

Advancement: 4 HD (Medinm-size}; 5-9 HD i Large]

Ravids are extraplanar crearures embodying positive energn
These bizarre entities imbue creatures with energy by their touch
and animate lifeless objects around them.

A tavid has a long, serpentine body that trails as it foars ef
lortlessly through the alg and a single claw that juts forward
near its head. Ravids thar make their way to the Marerial Flane

wander about aimlessly, followed by the ohjecrs o which
they've given life.

COMBAT
Bavids fighe only in self defense. &
ravid imelf s not very powerful
but is always accompanied by at
least ome animated object
thar defends it
Positive En-
ergy Lash (Su):
A ravid can
make o touch
attack opr hit
with a claw or
rail slap attack
to infuse a tar- |
get with posi- |
[ive energy. |
The enerpy.
produces_an
anplessint]
i i tingle in . living |
creatures, and
against undead foes (even
incorporeal ones) it deals 2d10
points of damage.
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of the ravid animates as though by the
spell animate objects cast by a 20th-level
cleric. These objects defend the ravid to the
best of their ability, bur the ravid tsn't intelligenr encugh
o give them specilic commands,
. Flight (Su); A ravid can fly as che spell cast ]:". an 11th-level sor-
| cener, us a free action. A ravid that loses this abilicy falls and can
perform only partial acticns,
| Feats: "Ravids have the Multiattack fear even through they do
| ot hawe the requisite three natural weapons,

Animate Objects (Su): Once per |
reund, a random ohject within 20 feet |

= REMORHAZ

) _Hupge Magical Beast |
Hit Dice; 7d10+35 {73 hp) |
Imitiative: =1 (Dex)
—

. Speed: 30 fr, burrow 20 fi.
AC: 20(=2 size, +1 Dex, +11 natural)
Attacks: Bite <13 meles

Damage: Bite 2d8+12
Face/BReach: 10 fr. by 20 ft. /10 fi.

| Special Attacks: Improved grab, soallow whale
Special Cualities: Hear, tremorsense

Saves: Fort +10, Bel <6, Will +3

Abilities: S 26, Dex 13, Con 24, Int 5, Wis 12, Cha 10
Skills: Listen <10, Spot +9

Feats; Power Attack

[ Climate,/ Terrain; Any cold land
| Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Usually neutesl

Advancement: 810 HD {Hugel; 11-21 HIT [.L;rargd.nluﬂ-!l]

The remochae is an avctic moenster, an_ aggressive predaror that
buarrorrs through fee and earth,

A remorhaz looks like a huge worm with dozens of insectoid |
egs, faceted eves, und @ wide mouth brimming with japped teeth. |
\The bacls of the head bristles with a pair of winglike fins. Remor- |

hazes are whitish-blue in color bur pulse with a reddish glow from |
the heat their bodies produce. .

Although wild remorhases prev on frost giants {as well as pulu.t i
bears, elk, and deer), the giants occasionally train ot entice these |
beasts o guard their lairs,

COMBAT

Remorhazes hide under the snow and ice unril
they hear movement above them, then artack from
below and SUTPTiSE Py,

Improved Grab (Ex): To use & this ability, the remorhaz
must hit wirh its bite ateack. I0 it pets a bold, it automatically
deals bire damage and can attempt w0 swallow the opponent,
swallow Whele (Ex}: A remorhaz can try o swallow a
grabbed opponert of Large ot smaller size by making a success-
ful grapple check Once inside, the vpponent takes 2d8+12
points of crushing damage plus 10d10 points of fire damage per
round from the creatures blazing gur. A swallowed ceeature can
cut its way cut by using claws or a Small or Tiny slashing weapon
to deal 25 points of damage to the remorhazs gur (AC 200, Onee

o the creqmure exits, muscular action closes the hole; another swal-

lowed oppenent must cut irs owm way out. The remorhaz's inre-
rlor can held two Large, four Small, eight Tiny, sixteen
[Hminutive, o thirpe-teee Fine or smaller opponents,
P Heat (Ex): An enraged remorhar penerares heat so
intense that snything touching its body
takes 10d10 points of fire damage. |
This is usually enough to melr |
nonmagical weapons, but |
magic weapons get & Forti- |
tude smve (DO 18 |
Tremorsense (Ex): A remochaz can |
autematically_sense the location of any- |
thing within 60 feet that is in contact with the |
ground,
i Skills: Remorhases receive a +4 racial bonus
L to Listen checks,




Cargantuan Beast
Hit Dice: 184104126 (225 hp) i
Initiativer +2 (Thex)
Speed: 20 [t Iy 80 fr. (average)
LAC: 1404 size, +2 Dex, —6 natural)
| Attacks: 7 claws +21 melee, bite 116 melee
| Damage: Claw 2de+12, bite 24846
| Face/Reach: 20 ft, by 40 fr. /000
| Special Attacks: Snarch
| Saves: Fort +18, Rel 13, %00 +7
_Abilities: Ser 34, Dex 15, Con 24, Int 2, %Wis 13,
Cha 11
Skills: Lisren —4, Spot +47

 Climate,/Terrain: Temperate and warm
MoUNTAinsg
| Organization: Selitary or pair
\ Challenge Rating: ¢
Treasure: None
Alignment: Always neutral
Advancement; 19-32 HD
(Cargantuanl; 33-54
(Colossaly

LAlmasr oo hig ta be believed, rocs are huge hirds of prey that
| dwell in warm mountainous regions and are knewn for carrying
L off large animals (cattle, horses, even elephants).

Rocs lair in vast nests made from trees, branches, lumber, and
| the like. They prefer to dwell high in the mountains, far from
Lather tocs, to aveid straining their food supplys chey hunt within
| a radius of about ten miles around their nests.

Bocs resemble lavge eagles, with plumage either darls broam or
|golden from head to il In a fow sare instances, ved, black, or

whire rocs are sighted, but they are often considered bad emens,
These enormous creatures are 60 [eet long from beak ro tailfeath- |
ers, with wingspans as wide as 120 [eel,

COMBAT ]
A roc artacks [rom the air, swmoping carthward to snach preyin |
its powertul talons and caery it off for itself and its young o]
devour, A solitary toc is rypically hunting and will attack any
Medium-size or larger creaturs thar appears edible, A mated pair
of rocs artack in concert, fighting to the death
o delend their nests or hatchlings.

Snatch (Ex): & roc that hirs a creature
_of at least Small size, but ne larger than
| Huge, with a claw attack atrempts to start
L grapple as a free action without provol-
ling an attack of opportunity TF the moc

achieves a hold, it can fly off with its
prey and automarically make a hite
attack each round in liew of a claw
attuck. Tt can drop a snatched crea-
ture as @ [ree action or use a standard
action 1o fing it aside. =
A flung crearure travels 90 [eer
and takes 9dé points of dam-
,age. If the rec fings it while flying.
(the greature suffers this amount of
| damage or falling damage, whicheser
15 greater.
| 8kills: “Bocs teceive a +4 racial
bonus . Spot checks during day-
light hours.

Large Magical Beast

Hit Dice: 10d10430 (85 hip)

Imitiative: +5 {11 Dex, +4 Improved Initiative}

Speed: 10 [

AC: 24 [—1 size, +1 Dex, +14 natural)

Artacks: 6 strands <11 ranged, bite +8 melee

Damage: Strand (see text), bite 2d6+2

Tace/Reach: 5 fr. by 5 fi./10 [1 (50 e with strand)

Special Attacks: Strands, attach, weakness

Special Qualities: Electricity immuniry, cold resistance 30, fire
vulnetabilite, SR 28 e

Saves: Forr +10, Bef 48, Will 14

Abilities: Srr 14, Dex 13, Con 17, Int 12, Wis 16, Cha 12

skills: Climb 47, Hide +10%, Listen =13, Spot +13

Feats: Alertness, Improved Initiadve, Iron Will, Weapon Focus
{strand)

Climate,/ Terrain: Any underground
Organization: Solitary, pair, or cluster (3-6)
Challenge Rating; 10
Treasure: Mo coing 0% goods (stone onlyl,
o iteqms :

Alipnment: Usually chaotic evil
Advancement: 11-15 HD (Targe); 16-30 HD (Huge)

Ropers are hideous crestures that luvk in the deep caw-
erns of the world. They are altogether evil and far more |
incelligent than most people would judge by theirap- |
__pedrance, ) |

A roper looks much lke a naturally lormed stalag- |
_nite, It stands some 9 feet tall and mpers Irom 3or 4
leet in diameter at the base to 1 foot acress at the top. |
= The crearure’s great, gaping maw is lined with crys- |
£ qalline reeth capable of biting a Medium-size cppo-
nent in half A roper’s coloration and temperature
change ro march the surrounding cave,

" Pelpmtin
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COMBAT

A roper hunts by standing very still and. Lmua[m,g a it of rock.
This usually allows it to artack with surprise. When it netices prer,
it lashes oue with its srands and bites adjacent opponents with its
powerful maw,

Strands (Ex): Most encounters with a roper begin when it fires |

irs strong, sticky strands, The cresture has six such members thatl
{ can strike up to 50 feer away (ne range increment},

Attach (Ex): If a roper hits with a strand artack, the strand |

latches onte the opponent'’s body, This deals no damage but draws |

the stuck opponent 10 feer closer each subsequent round (no/

Lartack of opportunity) unless thar creature breaks free, which re-

| quires a successful Escape Artist check {DC 231 or Strenpth check

| least 10 points of damage severs a strand [AC 20,

| an opponent’s streppth, Anvone caught by

| tacks unless & save Is allowed for
[ half damage. A successful save
| halves the damage and a failure
| doubles it.

| bonus to Hide checks in stony or icy
LATEAR,

RUST MONSTER

([} 19, The teper can draw in 2 creature within 10
foet of iself and bite with a +4 artack bonus, in that
round,

A single artack with a slashing weapon thar deals at
Weakness(Ex): A oper's strancs can sap

a strand must suceeed aca Fortitude save
(M 18) or take 2d8 points of remporary
Strength damage,

Fire Vulnerability (Ex): A roper
takes double damage from fire at

skills: *Ropers receive 4 +8 racial

Medium-Size Aberration

Hit Dice: 548415 (27 hp)

Imitiative: +3 | Dex) |
Speed: 40 1. 1
AC: 18 (+3 Dex, +5 natural} |
Attacks: Antennae touch =3 melee, bite -
Damage: Antennae touch rust, bite 1d3
Face/Reach: 5 fr, by 5 [i./5 [1.
Special Artacks: Rust
Special Qualities: Scent
Saves: Fort +2, Bel +4, Will +5
Abilities: Str 10, Dex 17, Con 13, Int 2, Wis H? Chasg

2 meles

 Skills; Listen 49, Spot +9
| Feats: Alermess

| Climate /Terrain: Any underground

Organization: Solitacy o pair

Challenge Rating: 3

Treasure: None

Alignment: Always neural

Advancement: 6—8 HD (Mediume-gizel; 915 HD (Large)

Most fighters would rather luce an army of orcs than conlront a rust
monster. These creatures corrode and ear meral objects and have

| ruined the atmar, shields, and weapons of countless adventurers.

_ The average tust monster measures 5 feet long and 3 feet high,

| weighing 200 pounds. Iis squar_body is protected by a thick,
 bumpy hide thae varies in color from a yellowish tan underside to
| arust-red upper back. Tts tail is covered by armor plates and_ends
Lin & hony projection that looks like a double-ended paddle, The |
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creature sparts two prehensile antennae on its head, one beneath |

each eve, which rust metals on contact.

COMBAT

A rUsLInOnSTer can scent o metal object up to 90 feet avay, daa-h.tug
tovecard the source and artempting 1o strike it with its antennae,
Th creature is relentless, chasing adventurers over lnngdm.mlu,b

Lil they still possess intace metal uhiects but usnally ceasing dts at-
{tacks 1o devour a freshly rusted meal. A clever (or desperate) ad-
Lventutet can often distract @ hungry st monster by tossing it

some metal objects, then fleping while it consumes them.
The creature targets the largest metal objece available, suiking

first at armor, then shields and smaller ttems. Ie prelers lamous |

metals {greel or iron} over preciouws metals (such as pold or silver |
but will devour the larrer if given the oppoertunicy, . i
Rust (Exl: A rust
menstet that malkes a suc- |
cesslul ronch artack with ies |
anrennae causes the target |
metal o corrode, falling o
pieces and becoming useless |
immediately The size of the |
phject s immarerial—a full
suit of armor rusts away as |
quickly as a_ sword. Magic |
armot ind weapans, and ather |
anchanted  items  made of |
metal, must succeed at a Beflex
save (DC 200 0r be dissclved.
A metal weapan that deals |
damage fo 3 TUST MORSDE |
also cormpdes immediarely, |
Wooden, stone, and other |
nonmetallic weapons |
are unaffecred,

SAHUAGIN

Medium-Size Humanoid (Aquatic)
Hit Dhee: 2d8+2 (11 hp)

Initiative: +1 ([dex)

Spead: 30 fr., swim 60 .

AC: 16 (=1 Dex, +5 natural)

Attacks: Trident +3 melee, 2 ralees <1 meles (or 2 rales +3 melee,

2 claws +1 meleel, bite +1 melee: or heavy crosshow 42 ranged

Dramage; 1rident 1842, raka 1d4=2 (1d4+1 when a secondary
attack), clawe 14241, bite 1d4+1; or heavy crossbow Ld10

Face/Reach: 5 fr. by 5 f£./5 [

Special Attacks: Blood fremey

Special Qualities: Speak with sharks, underwater sense, light
blindnesgs, amphibious, freshwater sensiriviry

Saves: Fort +4, Ref -1, Will 11

Abilities: Str 14, Dex 13, Con 12, Ing 14, Wis 13, Cha @

Skills: Animal Empathy +2, Iide 18", Listen +7*, Frofession
(hunt} +2, Spot 7%, Wilderness Lore +1%

Feats: Muliiattack

Climate, Terrain: Warm aquatic

Orzanization: Solitary, pair, team [5-8), patrel (11-20 plus 1
3rd Jevel lieutenant and 1—2 sharks), band {2080 plus 100%
noncombatants plus 1 3rd-level Heutenant and 1 4th-leyel
chieftain per 20 adults plus 1-2 sharks), or ribe (70-100 plus |
100% noncombatants pios 1 3rd-level lentenant pec 20 adules, |
1 4th-level chieliain per 40 adults, 3 4th-level guards. 1-¢
underpriestesses of 3rd—erh level, 4 Zth-level priestess, and |
1 baron of srh—gth level plus 5-& sharls) !

iﬂhs]]mg&.ﬂnrlng: 8
i Treasure; Standard
 Alignment: Abways Lawlul evil

Advancement; By characrer class




Sahuagin are marine predators that are superhly adapeed 1o

undersea hunting. Alse known as sea devils, these beings dwell
in coastal waters, forming organized groups that raid shore
communities,

Most sabuagin feature green coleration, ducker along the back |

and lighter on the helly. Many have dack siripes, bands, or spots,

{ but these tend to fade with age. Their great, staring eves are decp |
Ublack. They have scaly skin with webbed fingers and toes, and
their mouths are filled with gharp fangs. An adult male sahuaginl

Lsrands roughly 6 feet tall and weighs a.bun_ul 200 pounds.,

Sahuagin are are the natural enemy of titons. The twvo cannot |

L coexist peacelully, Wars berareen them are prolenged, bloody at-
| fairs thet sometimes interfere with shipping and maritime trade.

COMBAT

Sghuagin are savage fphters, asking for and giving no quarter,
| When swimming, a sahuagin rakes with its feet as it strikes with
its claws ora weapon, About half of any group of sahuagin are dlku
(armed with nets,

When sahuagin raid sutface dwellers' communities, they ven-,

ture ashore on dagls, moonless nights to slaugheer the inhabitants |

and livestock for food, They attack ships by swarming up from all
sides, leaving a portion of their forces in the water as reinfotce
ments or to deal with opponents the raiders throw into the sea.

Blood Frenzy: Once per day a sabuagin thae rakes damage in

comhbat can fly into o frenzy the following round, clawing and

Lbiting madly until either it or its opponent is dead. It gains +2
| Consritution and +2 Strenpth, and sullers a =2 AC penalty, The
{ sahuagin cannot end its [renzy voluntarily,

Speak with Sharks (Ex): Sahuagin can communicate tele-
| pachically with sharks up to 150 feet away, The communicarion is
ilimited to fairly simple concepes such as “food. "danger” and
"gnemy” Sahuagin can use Animal Emparhy ro befriend snd train
| shacks.

Underwater Sense (Ex): A sahuagin can locate creatures un-

derwarer within z 30-foot radius. This abiliry negates the effects of
invisibility and poor visthilivy, Ir is lesa effective against creatures

without central nervous systems, such as undead, oozes, and con- |
structs; ¢ sshuagin can locate such creatures only within a 15-foon ]

radius, Sahuagin are not fooled by Ggments when underwater.

Light Blindness (Ex): Abrupe exposure to bright light (such |

as sunlight or a doylighl spell) blinds sahuagin for 1 round. In ad
dition re temporary blindness, they suffera 1 morale penalty to
all arrack rolls, saves, and checks while operating in bright lighr,

Amphibious (Ex): Sahuagin can survive out of the water for |
hour per 2 poinrs of Constitution (alter that, refer to the drowning
rules on page 85 in the Dusceey MAsTER' Guidy),

Freshwater Semsitivity (Ex): A sahuagin lully im-

| mersed in freshwater must succeed ata Fortitude save (DC

115) or leave the water immediarely 1f the sahuagin fails and

| cannol escape, it suffers a —4 morale penalty w all arack rolls,
saves, and checks, Even om g success, it must repeat the save ar-
tempt every L0 minutes it remains immersed.

Skills: Sahuagin receive a +4 tacial bonus 1o Hide, Listen,
and Spot checks, *Underwater, the bonus improves to 18,
They receive a +8 bonus to Wilderness Lore and Profes-
sion (hunt} checks within fifty miles of their hames,

SAHUAGIN MUTANTS
| Abaut one in two hundred sabuagin bas four arms. Such
| creatures can make four clawr atmacks or use exera
| weapons, in addition o the ralke and bire arracks.
If & community of aguatic elves is located within a
| hundred miles of 3 sabuagin community, ahout one in one hun
| dred sahuagin looks just like an aquatic elf These creatures, called

malend, hive a swim speed of 40 feer, can remain out of water for |
1 hout per point of Constiturion, and have freshwater and light |

sensitivity (=1 to attack rolls). They are otherwise identical with |
sahuagin.

SAHUAGIN SOCIETY

The sea devils live by a code of ritualized behavior developed over
millennia. Every member of a sahuagin community knows its
.place well —and remains there. The sahuagin pride themselves on
{geli-sufficiency and stoctadherence o their social code, Unfortu-

nately for others, one of their core beliefs is that the survival of the |
(sahuagin depends on ruthlessly eradicaring anything that is nog |
{sahuagin,

Sabuagin dwell in communiries of varying sizes, from villages
to cities; built of stone and other narural materials deep beneath
the ocean waves, The creatures employ a variety of defenses,
both passive {such as seaweed camouflage) and active (such as |
traps and tame sharks), to protect thelr communities, Elire
|groups of senior males (especially the four-armed) rule each
ccommunity: A baron governs a village, while a prince rules ap-
iproximarely twenty villages, Suhuagin kings role much larger
territories and dwell within cities having as many as six thou
sand inhahitantz. A sahuagin kingdom generally covers an
entire seacoast, with villages and rowns at least 100 miles aparct. |
Sahuagin clerics function as teachers and keepers of lore, con-
teolling religious life in their communities. Despite the presence
of these priestesses within their sociery, the superstitious sea
devils distrust and fear magic.

The patron deiry of sahuagin is Schelah, a grear devil shark

SAHUAGIN CHARACTERS

A male sahuagin’s favored class is ranper, and most
sahuagin leadets are rangers. Most sahuagin
rangers choose humanoids (elves) as their [a-
vored enemy. Female sahuapin favor the
cleric class. Sahuagin eletics worship Seko-
lah {Favored weapan: trident) and can

choose any oo of the following domains:

Evil, Law, Strength, and War,




SALAMANDER

Flamebrother Average Salamander MNoble Salamander
Small Cutsider (Fire) Medium-Size Cutsider (Fire) Large Crutsider (Fire)
Hit Dice: 3d8-3 (16 hp) 7d8+7 (38 hp) 15d8-45 (112 hip)
Initiative; +1 (Dex) +1 {Dex) +1{ D)
Speed: 20 fi. a0 fr. ap fi.
AC: 149 (+1 size, =1 Dex, 7 natural) 18 (=1 Dcx, +7 natural) 18 (=1 size, 41 Dex, +8 narurall
Artacks: Halfspear 5 melee, Longspeat +9,/14 melee, +3 Huge longspear +25/+18/+13
tail slap =3 melee - tail slap 17 melee melee, tail slap +15 melec
Damage: Halfspear 1dé+1 and 1ds fre, Longspear 1d8+2 and 1ds [ire, +3 Huge longspear 2d819 and 1d8 five.
tail slap 1d4 and 1deé fire tail slap 2dé+1 and 1ds Gree tail slap 2d8<3 and 1ds fire
Face/Reach: Sfr by 5 fr/5 s fi by S .75 . s brsffnfc
Special Attacks:  Hear. constrict 1d4 and tde fire  Hear, consrict 2d6+1 and 1dé fire Heat, constrice 2d8=3 and 1d§ fire,
spell-like abilities
Special Qualities:  Fire subtype Fire subtype, damage reduction 10/+1  Fire subtype, damage reducrion 20 /+2 |
Saves: Fort +4, Ref +4, Will +5 Fort 46, Rel +6, Will +7 Fort +12, Ref =10, Wil +11
Abilities: Str12, Dex 13, Con 12, Str 14, Dex 13, Con 12, Str 22, Diex; 13, Com 16,
Int 14, Wis 15, Cha 13 Int 14, Wis 15, Cha 13 Int 15, Wis 15, Cha 15
Skills: Craft (metalworking) +11, Craft imetalworking) +16, Escape Bluff +11, Craft (metalworking <24,
Escape Artist +7, Hide +2, Artisr +11, Hide +11, Listen +14, Move  Diplomacy —13, Escape Artist +19,
Listen +7, Search +7, Spot +7 Silently <11, Search <12, Spot +14 Hide +135, Listen +20,
horee Silently +17, Search +20,
Sense Mative +12, Spot +20
Feats: Multiattack Alertness, Multdartacl Cleave, Great Cleave, Multiattack,
Power Attack
Climate,/Terrain:  Any land and undergrotnd Any land and underground any land and underpround
Qrganization: Solitary, pair, or cluster {3-5] Solitacy, pair, or cluster (3-5) Selitary, pair, or noble parey (9-14)
| Challenge Rating: 2 5 9
Treasure: Standard (nonflammables onlyl  Standaed (nonflammables anly) Double standard {nonflammakbles
ook} and +3 Huge lorgspeay
Alignment: Usually evil (any) Usnally evil {fany) Usually evil (any]
Advancement: 4—a HID (Small} f—14 HD Medium-size) 16-21 HD (Larpe); 22-45 HD (Hupe)

The Elemental Plane of Fite is home (o many smange creatures, in-

cluding the fearsome legions of the salamanders.
Serpentine beings, they dwell in metal cites

plowing with supernatural heat
Salamanders have mus
cular, red- and black-scaled
arms and hawkish faces.
They are selfish and cruel,
and they enjoy rorment-
ing others. They're rave-
Iy encountered withour
their heated metal spears,
. but sometimes wield other

| weapons.

When summoned to the
| Material Plane, salimanders
often assist forge workers and
smiths, Their ability 10 worle
meral while it% still in the fire
makes them some of the hest
metalsmiths known anywhere, &
Salamanders reproduce asexo-
ally, each producing a single
larva every ten vears and incu
,bating the young in fire pits
(until. they reach maturity,
| Elamehrothers and average sala-
\manders are actually different
| specics, while nobles rise from the
ranks of the average,
Salamanders speak lgnan.

nobles also speak Common,

Some average salamanders and all|

COMBAT

Salarnandets use meral spears heared red-hot by theic own for-
nacelike bodies. Bloodthirsry and sadistic, they

are quick 1o atrack. They prefer to take on

those whe appear strongest lrst,
gaving weaker ecnemies loe
slowe]’. qgn]'l:l?.l.nj_{ Eoeal-
ment later.
Heat (Ex): A sala-
mander generates so
much heat thar its
mere touch deals
additional fire
damage. Sala-
manders'
o metallic
B weipons
tlse conduct
this heat.
Constrict
{Ex); A sala-
mander deals |
auromatic tail |
slap  damage |
fincluding fire |
dumape) with a|
successiul grapple |
checlk _against crea-|
tures up to one size larger |
than itself. A noble salsman-

\der can constrict multiple creaturas simultaneously, provided

| they are all ar least twe sizes smaller than ir,




Spell-Like Abilities: (MNoble salamanders only) 3/day—burn
g hands, fireball, flaming sphere, and wall of fire 1 day—idispel magic
and summan menster VI (huge Hee elemenral). These abilities ave
as the spells cast by a 15th lewel sorcerer (save T 12 4 :pEJ.l level’,

Fire Subtype (Ex}k Fire immunity, double damage lrom cold |
except on a successiul save,

| skills: Salamanders receive a +4 racial bonus to Craft [me t-ﬂ
bworking) skill checks,

Feats: Salamanders have the Multiattack lear even without the | |

| requisite three natural weapons.

SALAMANDER SOCIETY

| Flamebrothers, the smallest salimanders, are barbarde and tribal.
Often more sophisticated salamanders force their civilization
upon their smalle kin, Salamander nobility make o peinr of tray
eling through the planes, learning secrets to turther their power,
| These_experienced crearures evenrually retucn o master their
Lown kind and raise mighry kingdoms. i
I a mixed society, status is determined by size and power—|
| Namehrothers are the lowest class and the front ranks ol salaman- |
der armies. Average salamanders are the middle class and the |
main fighting force, while noble salamanders are commanders.
Salamander nations do their best to resist the mighty elemental
lords on their plane, and they disdain the azers, efreer, and other
inhabitants. They often fail, though, and are enslaved by other
fiery masters or conscripted into elemental ammies.

SALAMANDER CHARACTERS

| Flamebrothers have no favored class. They sometimes become
ladeprs or warriors (see pages 37 and 39 in the [icron MasTEsS
| Guide for more about these classes ). Average ot noble salamanders
| may be clerics, sorcerers, or fighters (their fawored class),

SATYR
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Medium-Size Fey

Hit Diee: 5deis (22 hp)

Initiative: +1 (Dex)

Speed; 40,

AC 15 (+1 Dex, +4 natural]

Artacks: Gore +2 melee, dagger —3 melee; or shorthow 13 11nger]

Damage: Gore 1dé6, dagger 1d4; or shortbow 1ds

Face/Reach: 5 {1, by 5 [i./5 tr.

Special Attacks: Pipes.

Saves: Fort +2, Ref 45, Will +5

Abilities: Sur 40, Dex 13, Con 12, Int 12, Wis 13, Cha 13

skills: Bluff +9, Hide +13, Lisren <15, Move Silently +13,

Perform (dance, pan pipes, plus any two others) 19, Spot +15

| Feats: Alertness, Dodge, Mobility

| Climate, Terrain: Temperate forest
Organization: Fu“lar};_baﬂd 13-4}, or troop (6—11]
Challenge Rating: 2 (without pipes) or 4 (with pipes)
Treasure: Standard
Alignment; 1sually chaotic neutral
Advancement: 6-10 HD  Medinm-size |

Saryrs, also known as fauns, are hedondstic coeamires char frolic in
the wild places of the world. They love fine ford, strong deink, and
. passionate romance.
A saryr might best be described as a horned man swith the. legs
Lol a goar, Ies hair is red or chestuu browen, while its hooves and
| horns ave jet black. Satyrs are far more likely to be found carrying
| musical instruments o bortles of wine than weapons.
For the most pact, satyrs leave mavelers alone. They are, how-
ever, more than a little mischievous and often seek fun at the ex-|
pensze af thase who wander too near their woedland homes,

COMBAT

The Lkeen senses of a satyr malkee it almost impossible to surprise
one in the wild Conversely, with their own natural grace and
agility saryrs can sneak up on travelers who are not carcfully
warching the surreunding wilderness,

Once engaged in battle, an unarmed satyr attacks with a pow-
ecful head bure. A satyr expecting trouble is likely ro be armed
with a bow and a dagger and mypically looses atrows [rom hiding,
weslkening an enemy before closing,

Pipes (Sul: Sarvrs can play & variety of magical runes on their
pan pipes, Usually, only pne sarvr in a group carries pipes. When
it plays, all creatures within a G0-foot spread (except satyrs) must
succeed at a Will save (DO 14) or be allected by charm person, sleep,
or fear, as 1he spells cast by a 10th-level sorcerer (the satyr chaoses
the tune and its effect), In the hands of other beings, these pipes
have no special powers. A creature thar successfully saves apainst
any of the pipe’s effects cannot be affected by the same set ol pipes
again lor one day.

A saryr_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,

Skills: Satyrs receive a +4 ragial bonus we Hide, Listen, Move
Silently, Petforin, and Sport checks.

SEA LION

Large Beast

[Hit Dice: 6d10415 (51 hp)

Imitiative: =1 (Thex)

Speed: Swim 40 (L

LAG: 18 (=1 sive, 11 Dex, +8 narural}

| Atracks: 2 cluws 17 melee, bite =2 melee
\Damage: Claw 1dei4, bire 1d8+2

Face/Reach: 5 ft. by 10 fr./5 fr



Special Attacks: Bend 2ds+16

Special Qualities: Scent

Saves: Fort +8, Ref +6, Will +3

Abilities: Sr 19, Dex 12, Con 17, Int 4, Wis |3 Cha 10
Skills: Listen +7, Spot+7

Climate/Terrain: Temperate and warm ayuatic
| Organization: Solitary, pair, or pride (5-12
| Challenge Rating: 4
| Treasure: Mone
| Alignment: Always neutral
Advancement: 7-9 HID (Large); 10-18 HD {Huge}

A sea lion is a fearsome aguatic creature with the head and fore-
paws of a lion and the body and tail of 2 fish,

These predators inhabit shallow coastal warers, making their
lairs in undersea caves or in the wreckage of ships. They hune for
| fish, aquatic mammals, sea birds, and anything else they can catu:'h

| and kill.

Heq lions are aggressively territorial, artacking any creature, re- |
gardless of size, that gnters their domain, Their chief enemies and |

competitors are sharks, and sea lions ga our of their way to ateack
them. Sometimes they form remporary prides to deal with partic-
ularly dangerous or resistant intruders. Their normal pride struc-
ture is much like that of terrestrial lions.

& typical sea lion is 12 feet long and weighs 800 pounds,

(JOMBAT

| Sea lions attack on sight, either for food o w deiend their terri-
tory, and use both claws and teeth 1o grab and rend their prey
| They display tremendous courage, abways Hghting to the death,
| even apainst creatures many times thelr size, Pairs and prides of
| sea lions attack in concert, trying e wear the opponent down
| until one beast can dispaech it

Rend (Ex): A sea lion that his with both claw attacks larches
onte the opponent'’s body and tears the [esh. This automarically
deals an additional 2de+6 poines of damage.

SHADOW

Medium-Size Undead (Incorporeal)
Hit Dice: 3d12 (19 hp)
Initiative; +2 (Dex)
Speed: 30 0., fly 40 [t (pood)
AC: 153 (+2 Dex, +1 deflection)
Artacks: Incorporeal touch +3 melee
Damage: Incorporeal touch Lds temporary
Strengrh
| Face/Reach: 5 [t by 5 [1./5 f1.
 Special Attacks: Strength damage, create
| spawn
Special Qualities: Undead, incorporeal,
#2 turn resistance
Saves: Forr +1, Ref +3, Will <+
Abilities: Str —, Dex 14, Con —, Inr &, Wis 12,
Cha 13
Skills: Iide +8, Intuir Direction +5, Listen <7, 1
Spot +7 i
Feat: Dodge

| Climate,/Terrain: Any land and underground
| Organization: Solitary, gang (2-5), or swarm (6—111
| Challenge Rating: 3
| Treasure: Mone
| Alignment: Always chaotic evil
Advancement; 4 9 HD (Medium-size)

h—_m.-.,. i

- {
Shadows are crearures of living datkness, hating life and light |
with equal fervor, Their touch bestows the painful chill of nonesx- |
istence, making them very dangerous apponents,

Shadows, 15 one might expect, look like shadows,
They are more or less humancid in shape, diffi

cult to see in dark or gloemy areas bur
standing out starkly in brighdy iHlumi-
nated plages.

MNatural enemies of all that live,
shadows are sgaressive and predatory.
They are guick to strilee and make
shore work of those unprepared to deal

with them.

COMBAT

Shadows lurk in dark places, waiting for
living prey i happen by.

Strength Damage (Sub: The rouch of 3
shadpw deals 1de points of temporiry
Sreength damage to a living foe. A crearure |
reduced to Steenpih 0 by 2 shadow dies.

Create Spawn (Su): Any humanoid re-

duced to Strength 0 by a shadow becomes
1 shadow upder the conerol of s killer
within 1d4 rounds.
Undead: Immune to mind-influencing ef- |
gw fecrs, paison, sleep, paralysis, stunning, and dis- |
: _ease, Mot subject to critical hits, subdual damage, |
abilicy damage, enecgy drain, or death from muhﬁ'ﬂft‘.,
damage.

Incorporeal: Can be harmed only by other incor- | 4
pm'r;a] creatures, +1 or hetter Mmaglc wWeapons, orf
magic, with a 5% chance o ignote any damage
from a corporeal source. Can pass through salid

objects ar will, and own artacks pass through armor
Always moves silently,




; - Trip {Ex). A shadowr mastiff that hits with its hite |

(;HADOW M AST] FF R ™ arrack can attempt to trip the opponent as a free action |

Medium-Size Outsider (Evil) :

Hir Diice: 4d8+12 (30 hp)

Initiative: +5 {+1 Dhex, 44 Improved Initiative) /;(;
Speed: 50

LAC: 14 (+1 Dex, +3

isee page 139 in the Flayet’s Hundbook) withour making |
a touch attack or provoking an arrack of opportundty, IE
T]'I.I'_ JT_lt‘mPl j_i]_IJ.E |J,1E' Oppenent cannot react |.1'11:I
W the shadow mastiff
Shadow Blend (Su): During any conditions other

natural) than tull daylighs, a shadow mastill can disappear
| Attacks: Bite +7 inito the shadows, giving it nine-tenths concealment. |
mielee Anilicial illuminarion, even a light or conlinel fuame |
| Damage; Bire spell, doss not negate this ability. A daylight spell, |
1da+4 howvever, will

Skills: A shadow mastiff receives a2 +4 racial bonus
wilderness Lore checks when racking by scent.

SHAMBLING MOUND

Large Plant
Hit Dice: 8dR+24 (60 hp)
Initiative; <0
Speed: 2001
AC: 20 {—1 size, 111 narural}
Artacks: 2 slams +10 meles

Face/Reach: 5 [t by 5 ft./5 ft, Damage: Slun 2de+S _
Special Attacks: Bay, mip Face/Reach: 5 ft by 5 ft./10 fi.
Special Qualities; Shadow blend, scent Special Artacks: Impraved grab, constrict 24617
| Saves: Fort 47, Rel +5, Will +5 Special Qualities: Plant, elecrricity immunity, fire resistance 30 |
| Abilities;: Ste 17, Dex 13, Con 17, Int4, Wis 12, Cha 13 | Saves: Fort 19, Bel +2, Will +2
| Skills: Listen +8, Spot <8, Wilderness Loze (77 Abilities: Str 24, Dex 10, Con 17, Int 7, Wis 10, Cha 9
| Feats: Dodge, Improved Initiative Skills: Hide +07%, Listen =4 Move Silently 14

Climate/Terrain: Temperate and warm |
fnrr::ﬂ:. manih. and unll-::;!,rou.lld

| Climate,/Terrain: Any land and underground
| Organization: Solitary, pair, or pack (512} \
| Challenge Rating: 5
Treasure: Mone
Alignment: Always neurral evil
Advancement; 56 HD (Medium-sizel; 7-12
HD {Large}

Challenge Ratmg [
| Treasure: 1/10th coins; 50% buudb
SU% itemns
Alignment: Always neutral
Advancement: 9-12 TID (Large); 13-24
Shadow mastifls are great, black hounds that HID (Fuge
prowl the night, seeking any prey they can find.
Their natve plane is a2 place of shadow:

A shadeow masdff s as large as a 5S¢
Bernard, with 2 smoath coat and &
sleak body.

COMBAT

| Shadow mastiffs prefer fighting in

| shadows or dark condidons, which
| gives themn a great advanrage. A mag- *
Liral light source banishes the shad-
ows they love, but shadow mustiffs
are cunming cnough to either move
out of the light or back off and
break up the opposition with theiz
baying, They have been known o
seize and carry off items en-
chanted with daylight spells.

Bay (Suk When a shadow

 mastilf howls or barks, all cres-
| tures  except evil outsiders
Lwithin g 300-foot _spread g8

st succeed ar a Wil save

| (DM 133 or become panicked for 2d4 rounds. This js a sonic, mind
Lallecring fear effect. Whether or not the save is successful, an
alfected crearure is immune to thae maseill's bay lor one day

Shamhbling mounds, or shamblers, appear 10 be
heaps of rottlng vegeration, They are actually
intelligent_plants, with a roughly humaneid
shape and a brainlike control cenrer in the
ehegt."

The carnivorous shambler is almost totally
silent and invisible in its natural surroundings,
often catching opponents flat-
¥ footed. Te may lie partially sub-
merged in a shallow hog, wait.

. ing patiently for some crearure ro
walle_onto ir. Shamblers move
easily through water as well, and
they have been known ro sneak
inte the camps of unsuspecring
travelers at night !
Adventurers tell stores of
shamblers moving abow dur- |
ing intense electrical storms |
without 5o much as Dinching from |

direet lighining sirikes, L

A shambler’s lower hall has an 8-
foot girth, tpering to abour 2 feer at
its "head "



COMBAT

A shambling mound batrers or consmices its oppenents with twe
huge, armlilie appendages,

Improved Grab (Ex): To use this ahility, the shambler must hit
an opponent of up to Large size with hath arm attacks I getsa |
hold, it can constrict.

Constrict (Bx): A shambler deals 20647 poines of damage 1MIJJ.

La successful grapple check against Large or smaller crearures, The |
| shambler can still move but cannot take any amack acrions when |
XL l|‘t:|'|.l,.‘t'| l'lL_
Plant: Immune to mind-influencing effects, poison, sle Lp. .
|puralysis, stunning, and polymorphing. ot subjece o critical
| hies.

Electricity Immunity (Ex): Shamblers take no damage from
electricity. Instead, any elecrrical artack (such as shockmg grasp or
lighining bolt) used apainst a shambler grants it 1d+ points of tem-
p.:-r.lr:, Constitution. The shambler loses these points at the rate of

1 per hour,

_8kills: Shamblers receive 1 +4 racial bomus to Hide, Listen, and |

| Move Silenty checks. “They receive a +12 honus to Hide checks |
when in a swampy or forested avea.

SHIEID GUARDIAN

Hit Dice: 15410 (82 hp)
Anitiative: -4
| Speed: 301
| A 24 (—1 size, +15 natural)
| Artacks: Slam +16,/<11/+6 melee
| Damage: Slam 1d8+9
| Face/Reach: 5 fi. by 5 [t./10 {0
| Special Attacks: Spell storing
| Special Qualities: Construct, fast healing 5, shield other,
puard, find master '
Saves: Fort +5, Ref +5, Will 45 “J,
Abilities: Str 22, Dex 10, Con —, Int—, Wis 10,
Cha i

Climate,/Terrain: Any land and underground
Organization: Sclitary
Challenge Rating;: &
Treasure: Mone
Alignment: Always neutral
Advancement: 1624 HD (Larpel 2545
HD (Hiugel

| Created by spellcasters ro be bodyguards,
{shield guardians are constructs that protect
| their masters with spells and stamina.

A shield guardian is an imposing humanoid
tigure of meral, wood, and stone that, when Eash-
ioned, is keved to 8 particular amulet. Henceforth,
it regards the wearer of that amulet 1o be its
master, protecting and following that person
everywhere {unless specifically commanded not
to do sol,

A shield guardian obeys its master’s ve :bal
commands to the best of its ability, although

Lit is not good for much bevond combat and

| possibly simple manual labor, 1t can alse be
Lkeyed to perform specific tusks at specilic

Lomes or when certain conditions are mel
[The wearer of the amulet can call the
| shield guardian from any distance, and ir
will come as long as itis on the same plane.

h—.._mﬁ__

COMBAL .
Shield guardians are srraightforward in battle, bashing with their |
heavy stone fists They ave made for defense and are ner partcu- |
lacly impressive on offense, !
| Spell storing (Sp): The shield guardian can store one spell of
{4th level or lower that is cast into it by another ecearure. 1t “cases”
\this spell when commanded or when a predetermined situation
arises. Omce this is used, it can store another spell (or the same
spell}. }

Construct: Immune o mind-influencing effecrs, poison, dis- |

{pase, and similar effects. Mot subject to critical hits, subduoal |
damape, abilicy damage, energy drain, or death from massive
damage.

Shield Other (Spk The wearer of the keyed amulet can act- |
vate this delensive abilicy if within 100 feet of the shield puardian
Just as the spell of the same name, this mransfers to the guardian

half the demage that would be dealt to the amulet wearer (this
Lability does not provide the spells AC or save bonuses, but see
.;.IHE'LJWT'- !
|  Guard (Ex) The shield guardian moves swifily wo defend the
amuler wearer by its side, blocking blows and distupting foes, All |
attacks against the amuler wearer suffer a =2 deflecrion penalty.

Find Master (Su} Mo matter the distance, as long as they ace |
on the same plane, the shield guardian can lind the amnler wearer
tor just the amuler, if it is removed afeer the guardian is called),

CONSTRUCTION |
LA shield guardian costs 100,000 gp to create. This cost includes the |
construct’s physical body, the keved amuler, and all the materials |
and spell components that ave consumed or become a permanent |

part of them, This cost includes 1,000 gp for the |
body and 500 pp for the amuler, !

The first task is crearing the bedy, a

humaneid figure ol weod,

bronze, stone, and steel, The

COnSITUCT’s MASTET. AT as-
semble the body or can hire
someone else o do the job
Creating the body requires a suc-
cesaful Profession (engineer-
ing) or Craft {sculprure)

check (DC 18],

The second require-
et is creating the keved
amulet from bronees, which
requires a successful Cralt
imeralwarking)  check

{DC 12).

Afer the body and amuler
are fashioned, rthe crearore
_must be animated throuph
an extended magical rirual
thar requires a week to com
plete, Understanding the

ritual vequires a 1 2th-level

character with the Crafr
Wondrous ltem feat. The |
crearor must labor for ac |
least 8 hours each day ina

4 specially prepared labora- |

tory or workroom, The |

chamber is similar to ]
both_an_alchemist's |

laboratory and a
smithy and costs 1,000
£p to establish,




When not working on the rital, the character must rest and
cun perlorm no other activities except cating, sleeping, or talking,
If personally constructing the crearure's body, the crearor can per-
form the building and drusl together, I the creator misses a day
of the ritual, the process fails and tmust be starred again. Money
spent iz lost, but XP spent are not, The shield guardian’ body can |
be reused, as can the chamber, =

Completing the ritual draing 2,000 XP from the creator and re-|

Lguires imiled wash, [ocate abjed, make wihanle, shield, and shield ather, )

{which must be cast on the Onal day of the rfimal. The creator must,

| cast the spells personally, bur they can come from outside sources,
such as scrolls

AMULET

If the keyed amulet is destroyed, the guardian ceases o [uncuon
until @ new one is created, 1f the wearer dies but the amuler is
Cintact, the shield puardien cacties out the last command givern.

SHOCKER LIZARD!

Small Magical Beast

Hit Dice; 2d10+2 (13 hp)

Initiative: +2 (Dex)

Speed: 40 (1, climb 20 fr., swim 20 fr

AC: 16 (11 size, +2 Dex, +3 narural)

Attacks: Bite +3 melee

. Damage: Bite 1d4
| Face/Reach: 5 It by 5 fr./5 fi.
| Special Attacks; Stunning shock, lethal shock
| Special Qualities: Electricity sense, eleciriciny inumunity
| Saves: Fort +3, Bel +5, Will +1
| Abilities: Srr 14, Dex 15, Con 13, Int 5, Wis 12, Cha 8
Skills: Climb +12, Hide +11, Jump +4, Listen 4, Spot +4
| Feats: Alertness

Climate/Terrain: Warm aguatic, marsh, and underground
Organization: Solitary, pair, clurch (35}, or colony (6-111
Challenge Rating: 2

| Treasure; 110 coins; 50% goods; 50% itemns
{Alignment: Uspally neurral
Advancement: 3—4 HD (Medium-size); 5-6 HD (Larpe)

The shocker Hzard is a sleek reptile whose body can generate in-
tense alecrrical shocks.

A shocker lizard has o buller-shaped head sporting a large pair |
of horns that sweep back [rom the sides like spiloy ears. A similar
structure appears on the rip of the tail. The creature has a pale gray
ot blue undetside, shading to a darker hue on fes back. Tt has blue- |
black markings along its back and tail |

Shocker Heards prefer warm and damp conditions, and ofren
luck in swamps, shaded riverbanks, and water-filled caves, They

Haune fish, repriles, and small animals, but also scavenge or take
larger prey from time o tme, They spend most of their time
hiding and waiting for prey to happen by,

COMBAT

Unless it is very hungey, a shocker lizard dislikes fighting crea
tures larger than itsell and psuelly tries to warn off intruders by
emitting a seres of rapid clicks. The sound is actually a low-power
elecerical discharge, and living creatures within 10 feet can feel
the current Hekling their skins und scalps, 1 the warning fails, the |
lizard vaizes its horns and rail to administer stunning shocks.

A shocker lizard relies on its electrical abilities in combat, A |
lizard tends wo bite anly after its shock has rendered an opponent |
nnconscions or when the shock seems to hove no effece at all, |
Lone lizards flee pnee they deliver their shocles, bur if others are |
nearby, they all home in on their comrade’s discharges and ad- |
minister deadly shocks ro the foe,

Stunning Shock (Su)
Onee per tound, a shocker
lizard can deliver an electri-
cal shock 1o a single oppo-
nent within 5§ feer, This
attack deals 2d8 poines of
subdual damage to living
apponents {Reflex half DC
121,

Lethal Shock (Su):
Whenever mwo or more
shocker livards are within
25 feet of each other, they
can  work together 1o
create a lethal shoclk, This
elfect has a radius of 25
feet, centered on any one
contributing lizard. The
shock deals 2d8 points of
damage for each lizard
contributing to it {Reflex
half DC 10 + number of
lizards conmributing !

Electricity Sense (Ex): |
Shocker lizards automati- |
cally detect any elecrrical |
discharges within 100 feet,

skills; Shocker lizards |
receive.a +4 racial bonus to |
Hide checks due to their
coloration,
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SKELETON
Tiny Skeleton Small Skeleton Medium-Size Skeleton
Tiny Undead Small Undead Medium-Size Undead
Hit Dce: i/4d12(1 hpl 1/2dizi3 hpl 11z (6 hp)
| Imitiative: +5 (41 Dex, +4 Improved Initiative) 15 (41 Dex, +4 Tmproved LuJ.tmnv{‘,l +5 (41 Dex, +4 Improved Initiative)
Specd: a0 fi. 30 ft, 30 i
AC; 13 {+2 size, 11 Dex) 13 {+1 size, =1 Dex, 41 namural} 13 (1 Dex, +2 natural)
Attacks: 2 claws 1 melee 2 claws +0 meles 2 claws +0 meles
Damage: Clawr 1d2-2 Claw 1d3-1 Claw 1d4
Face/Reach: 212 fc by 2120, au i, st by 5 ft./5 ft. sfbysfi/sh
Special Qualities:  Undead, immunities Undead, immumnities Undead, immunities
Saves: Fort +0, Ref +1, Will +2 Fort +0, Rel +1, Will 2 Fore +0, Bel a1, Will =2
Abilities: Str 6, Dex 12, Con—,_ Ser 8, Dex 12, Con —, S 10, Dex 12, Con —,
Lt —, Wis 10, Cha 11 Int —, Wis 10, Cha 11 Int —, Wis 10, Cha 11
Feats: Improved Initative Improved Initiative Improved Inidarive
Large Skeleton Huge Shkeleton
Large Undead Huge Undead
Hit hce: 2d12 {13 hp) 4412 {26 hp)
Initiative: 15 (41 Dex, +4 Improved Initiative} +5 (+1 Dex, +4 Improved Tnitarive)
Speed: 4D fr. 40 fi.
AC: 13 {—1 size, +1 Dex, +3 narural} 13 (=2 size, +1 Dex, —4 nacural)
Attaclks: 2 elaws +2 melee  claws +4 melee
Damage: Clawr 1da=2 Claw 1ds+4
Face/Reach: s it by 5 fri1nf 106t by 1o fr./15 fr
| Special Qualities:  Undead, immunities Undead, immunities
| Saves: Fort +0, Ref +1, Will 13 Fort 14, Ref +2, Will +4
| Abilities: Str 14, Dex 12, Con—, S48, Dex 12, Con —,
[ : Tnt—, Wis 10, Cha 11 Lot —, Wis 10, Cha 11
Feats: Improved Iniriative Improved Tnitiative
Gargantuan Skeleton Colossal Skeleton
GCargantuan Undead Colossal Undead
Hit Dice: 16d12 {104 hp) 32d12 (208 hpl
Initiative: +5 (+1 Dex, +4 Improved Initiative} =S (+1 Dex, -4 Improved Initiative]
Speed: 40 fr. 40 ft
AC: 13 {—4 size, +1 Dex, 16 namral) 13 {8 size, =1 Dex, +10 narral)
Artacks: 2 claws <10 melee 2 claws +16 melee
Damage: Claw 2da:4 Claw 2d8+8
Face/Reach: 20 fe. by 20 [t /2 [, 40 fr. by 40 fr./25 [t
Special Qualities:  Undead, immunities Undead, immuniries
Saves: Fort +5, Reles, Will +10 Fort =10, Ref+11, Will +18
Abilities: Srr 22, Dex 12, Con—,.. Str 26, Dex 12, Con —,
It —, Wfis 10, Cha 11 Int —, Wis 10, Cha 11
Feats: Lenproved Initiative [mproved Initiative
Climate,/Terrain:  Any land and undecground
| Organization: Any
Challenge Rating:  Tiny 1/6; Small 1/4; Medium-size 1/3; Large 1; Huge
| 2; Gargantuan 73 Cplossal 9
| Treasure: Mone
Alignment: Always neutral
Advancement: Tiny, Small, and Medium-size —; Large 3 HD{ large,.ﬂugc 5-15 1D {Huge}; Gargantuan 17-31 H}

iGarganmuany; Colossal 33-64 HD (Colossal)

Skeletons are the animated bones of the dead, mindless automa-
rons that obey the orders of their evil masters.
These undead crearures are seldom garbed with anything more
. than the rotting remnants of any armor they were wearing when
| slain. Pinpoints of red light smolder in their empry eye sockers.
| skelerons do only what they are ordered o do, They can draw
| no conclusions of their own and take no initiative, Because of this
| limiration, their instructions must always be simple, such as “Kill
anyone who enters this chamber”
I'he statistics block describes skeletons with humanlike [orms, |
Skeletons with different forms may have different statistics,

COMBAT

Skeletons artack until desmroved., for that is whar they wene cre- |
ated to.do. The threat posed b".- a group of skeletons depends pri- |
marily on its size.

Undead: Immune to mind-influencing eflects, leSDIL. blcs."p, il
pagalysis, srunning, and disease. Not subject to critical hits, sube |
dual damage, abilicy damage, energy drain, or death from massive |
damage.
| Immmunities (Ex): Skeletons have cold immunitg Because
they lack flesh or internal organs, they take only half damage from
piercing or slashing weapons.




Medium-Size Aberration {Agquatic)
Hit Dice: 2d&+2 (11 hpl
Initiative: +1 (D)
Speed: 20 ft., swim 40 f
AC: 13 (+1 Dex, +2 natural}
| Attacks: Bite +5 melee, 2 claws <0 melee, 2 rekes +0 melee
| Damage: Bite 2da4, claw 1d4=2, rake 1d5-2
| Face/Reach: 5 fr. by 5 [L/5 I1
| Special Qualities: Low-light vision
| Saves: Forr +1, Ref +1, will +3
L Abilities: Srr 19, Dex 13, Con 43, In 40, Wis 10, Cha @
skills: Climb +9, Hide +6*, Listen +7*%, Move Silently +3,
Spot +77
Feats: Aleriness

| Climate,/ Terrain: Temperare and warm aquatic and
| underground
| Orpanization: Brood (2-5) or pack (6-15)
Challenge Rating: 2
Treasure: None
Alignment: Always lowful evil
Advancement: 34 HD (Medivm-size); 5—& FID {Large )

Skum are u:.isbep;{:-rran creatures created by aboleths to serve as
| beasts of burden and slaves. They are derived from human stock,
| making them even more loarhsome.

Skum look exactly like what they are: an .:t!.'luu!.].m ble cross-
| breed of human and fish. Their fins have grown into rewisted arms
| and legs; their bent backs are crowned wirh a long, spiny frill. A
| slender, muscular il malkes them powerful swimmers, while buol-
hous eves give them good vision both in and out ol the water.

Skurn can hreathe both air and warer, They speak Aquan.

COMBAT
In the watet, skum are dangerous enemies who attack by biting,
clawing, and raking with their rear legs. On land they are less dan-
gerous, for they cannor take and suffer a -2 circumstance penalty |

eer all ateack rodls, Skum serving an aboleth are sometimes trmined
to fight with weapons, wsually two-handed melee weapons with
reach (such as longspears) and simple tanged weapons such as
javelins, ridents, or slings.

skills: *Skum receive a 44 racial bonus e Hide, Listen, and
Spoe checks underwater,

SLAAD

B Sland Blue Slaad Green Slaad
Large Outsider (Chaotic) Large Outsider (Chaotic) Large Outsider (Chaotic)
Hit Dice: 7da+21 {52 hp) ade+24 {60 hp) udg+27 (67 hp)
Indtiative: i1 [Dex) (2 [ Dex) +1{Dex)
Speed: 30 [ a0 fi. o fi.
| AC: 16 (-1 size, +1 Dex, +6 natural) 18 (=1 glee, 12 Dex, +7 namral} 20 (=1 stwe, 41 Dhex, 110 narural)
| Attacks: Bite +10 melee, 2 claws +8 meles 4 rakes <11 melee, bite +9 melee 2 claws =12 melee, bite +10 meles
Damage: Bite 2d8+4, claw 1d4-2 and implanr ~ Rake 2de+4, bite 2d842 and disease  Claw Lde+4, bite 2d8+2
Face/Reach: 5 [t by 5 (.10 fr. 50t by s fr/dofr siebysffof
 Special Attacks:  Pounce, implant, stunning criuk, Spell-like abilities, disease, Spell-like abilities, summon slaad

Special Cualities:
Saves:

summon slaad
Fast healing §, resistances
Fort +8, Bel 16, Will +3

summon slaad
Fast hiealing 5, resistances
Fort 49, Rel +& Will +4

Fast healing 35, resistances
Fort +3, Rel +7, Will +6

Abilities; Str 19, Dex 13, Con 17, Str1%, Dex 15, Con 17, Srr 19, Dex 13, Con 17,

Int 6, Wis 6, Cha & Int &, Wis &, Cha 10 Int 10, Wis 10, Cha 10
Skills: Climb +14, Jump +14, Listen -6, Climb +14, Jump +15, Listen +8, Climb - 16, Hide <4, Jump <14,

Move Silently +5, Spot 48 More Silently +9, Spot +8 Listen +12, Maove Silently +13, Spot +12
Feais: Dodge, Multattack Dodge, Mobility, Multianack Cleave, Multiartack, Power Atrack
Climate/Terrain:  Any land and underground Any land and underground Any land and underground
Organization: Sohtary, gang {2-5), or pack (—10) _ Schtary, gang (2-5), of pack (6=10}  Solitary or gang {2-5)
Challenge Rating: 7 a 9
Treasutre: Mone Srandard Standard
Alignment: Alwrays chaotic neutral Alwrays chaotic neutral Always chaotic neutral
Advancement: 610 11D {Large) 11—21 HD {Huge) 9-12 11D (Large); 13=24 HD {Huope)  10-15 HD {Large); 16-27 HD (Huge)
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Gray Slaad
Medium-Size Outsider (Chaotic)

Death Slasd ;
Medinm-Size Ontsider (Chaotic)

Hit Dhce: 10d8+30(75 hp) 15d8+45 (112 hpi
Imitiative: +1 (Dex) +8 (+4 Dex, 44 Improved Indtiative)
Speed: 300t 30 fi.
LAC: 27 {+1 Dex, <11 natural) 26 {4 Dex, 112 patural)
Attacks; 2 claws +14 melee, hite <12 melee 2 claws +20 melee, bire <18 melee
Damage: Clawr 2d4+4, bite 2d#+2 Claw 3de+s and stun, bite 241042
Face/Reach: 5 by sfss i 5 [t by 5 fr./s fr.
Special Attacks:  Spell-like abiliries, uummqn slaad Srun, spell-like abilities, summeon slaad
| Special Qualities; Fast healing 5, damage reduction 10/+1, Fast healing 5, damage reduction 20/-2,
| registances, alternate form resistances, telepathy, alremate form
| Saves: Fart +10, Ref <5, Will +9 Fort +12, Ref +13, Will 113
Abilities: Str 19, Dex 13, Con 17, Inc 14, Wiz 14, Cha 14 Sir 20, Dex 18, Con 17, Inc 18, Wis 18, Cha 18
Slills: Climb +15, Hide +14, Jump 17, Knowledge (arcana) 113, Climb +23, Escape Arrist +22, Hide =22, Jump 423, /
Listen +15, Move Silently 114, Search +15, Spot +15 Enowledge (any two) +22, Listen +22, Move Silently +22, |
Search 122, Spor +22
Feats: sulrartack, ftem creation feats {any twa) Cleave, Impeoved Initiative, Multiartack,
Poweer Artack
Climate,/Terrain:  Any land and underground Any land and underground
Organization: Solitary or pait Salitary or pair
Challenge Rating: 10 13
Treasure: Double standard Diouble standard
Alignment: Always chaotic neutral Usually chaotic neutral (sometimes chaotic evili
Advancement; 1115 HD (Mediom-size); 1630 HD {Larga} 16-22 HI} {(Medium-size}; 23—45 HD (Large)

| The chaotic planes seethe and roil with mndom energy and bits of
| matter, and weaving their way amid the cacophony of light and
| sound are the slaadi.

Creatures of chaos, slaadi have been lﬂxmcd to_humanoid
| toads, but that descriprion belies their agiling and frasome Hght-
Ling prowess,

All slaadi speak their own language, Slaad, Green, gray, and

death slaadi also speak Common, and in addition dearh slaadi can
communicate telepathically.

COMBAT

Slaadi generally atrack with their claws and hire. They relish |
melee combat but are savvy enough to use their summoning and |

other spell-lilke abilities to good effect,

Resistances (Ex) All sleadi have acid, cold, electricity, ﬁﬂ'.

and sonic resistance 5.

Summon Slaad (Sp): Slaadi can summon other slasdi much as
though casting a summen manster spell, but they have only a Hm-
ited chance of success. Roll d%: On a failure, no slaadi answer the
summons, Summoned creatures automatically return whence

_they came after 1 hour, A slaad that has just been summaened
| cannot yse its own summen abilicy for 1 hour.
_Most slaadi de not use this abilicy lightly, since they are gener-
ally distrustful and fearful of one ancther, In general, they use it
only when necessary to save their own lives.

SLAADI CHARACTERS
Slandi rarely have the focus to devate themselves o a character
class, Grays somerimes become sorceters, and the most powerlul
death slaadi take on evil aspects and rrain as rogues to take the as-
sagsin class (see page 29 in the Duscroy Mastess Guide),

RED SLAAD
\Weakest of the slaadi, the reds wander abour individually, often
{establishing secret lairs on other planes. Most seek o escape from
] {1he ather moze powerful and sometimes cruel slaadi
Red slagdi are lound in groups only when working for some

| greater power that somehow has mastered them, Even then, they |

don't coordinate actions well

Combat

B

Red slaadi ua.un]l!,.- arrack only when hungl.}' orriled. Gnce |
aronsed, however, 2 red slaad fights o the death,

Pounce (Ex): If o red slaad leaps upon a foe during the. 11.:-:-1
round of combar, it can make a full arrack even if it has already |
taken a move action. .

Implant (Ex): A red slaad that hits with a claw attack can inject
an egg pellet into the opponent’s body. The affected creature must
succeed at a Fortitnde save (DC 17) to avoid implantatden. Cien
the slaad implants an unconscions or otherwise helpless creature
{which gets no saving throw}, The cgg gestates for one week
befare hatching into & blue slaad that eats its way our, killing the
haost. Twenty-four hours before the egg flly marures, the victim
falls extreme l}- ill {10 1o all ahility scores). A remave duease spell
rids a wictim of the peller, 25 does 2 suceessiul Heal check (DC 20}
by somepne with that slkill, IF the check [ails, the healer can try
again, hut each attempr (successful or not) deals 1d4 points of
da.tunge to the patient.

If the host is an arcane spellcaster, the egg pellet instead
hatches into g green slaad.

Stunning Croak (Sul: Once per day a red slaad can emita loud
croak. Every creature within 20 foet must succeed at a Fortitude
save (DC 167 or be stunned for 143 rounds,

Summon Slaad (Sp): Once per day a red slaad can arrempt to |
summaon ancther red slaad with a 40% chance of success.

LUE SLAAD

Blue slaadi gather to wage horific bartles against other societies

and their own, Thev are bullies thar value anly srengrh and poveer. |
These slaadi are most often found in groups and worl well |

topether—at least, berter than red slaadi.

fmltba‘t

| Blue slaadi are quick to anger and attack most other CreALIEES .I.'I]1 !
sight 1o prove their strength, In addition e s claws, a blue slaad |
| has bone hooks on the back of its hands, giving it four rale artacks
leach round.

spell-Like Abilities: At will—hald person, passwall, and fele-

ringsic. These abilities are as the spells cast by a 10th-level sorcecer

(savee N0 10 ¢ spell levell.
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Once per day three blue shadi working rogether
can produce chaos hammet (save DC 16) a5 the
spell cast by a 15th-level sorcerer.

Disease (Ex)k: The bite of a hlue slaad
can cause a rerrible mansformation.
Affected creatures must suceeed al

{4 Fortitude spve (DG 170 or be in-
| fected with a disease thal frans-
| forms the victim over the next
Uweels into g red slaad. The infecied
CT8nITe can H.tf.'_'mPL i new save
Leach day ro throw off the infection.

If the infected being is an
arcane spelleaster, the disease
instead produces a green slaad.

Summon Slaad (Sp): Once

pet day i blue slaad can atrempt
1o summen anether blue slaad
vwith a 40% chance of snccess.

GREEN SLAAD

11 u red slaads egg pellet ara
blie slaads disease enters
an arcane spelleaster, that
host imstead produces a
areen slaad,

Greens are selfcentersd,
Larrogane louts thae think
Lonly of themselves, They
ust after magical power,
|eventually rransforming into
| gravs (see below) if they lind it %

Green slaadi work in groups if %
 duing so suits their immediate needs.

Combatl
Creen slaadi prefer to use spell-like abiliries over physical combat
bur arent afraid to atteck with tooth and claw if they must, They |
never fight to the death, though, if they can aveid ic

Spell-Like Abilirics: At will
detect magic, detect thoughts, dispel lows fear, protection from law, seein- |
visibility, and shatter. These abilities are as the spells cast by a 12th-
lewvel soreerer (save 1 10 - spell level),

Alternate Form (Sul; A green slaad can shift between its nar-
ural ferm and any humaneid form at will as a standard acrion. A
green slaad whose personal treasure includes useful equipment or
magic irems will employ these when in humaneid form,

A green slaad remaing in humaneid fortn indefinitely. The abil-

ity is otherwise similar to polymeiph self cast by a 9th-level sorcerer.

Summon Slaad (Sp); Twice per day a green slead can arempt

|t summmon another green slaad with o 40% chance of success,

GRAY SLAAD

A preen slaad thar survives for more than a century rerreats into
isolation for at least a year. Tt teturns as a smaller, leaner gray slaad
and devotes most of its time and attention w magical study. Gray
slaadi enjoy ceafting magic items to fucther their omm power.

Combat ,

| Gray slaadi prefer to Hght from a distance, wsing their spell-like

| ahilities, although they don't shy away from melee,

| Spell-Like Abilities: At will—ammale objecls, chags hammer,

| deeper darkness, defect magic, dispel law, fy iddentifys smdsibility, light-

| img boll, magic gircle against law, sce masibiliy shatfer, and_ power
werd blind, These abilities are as the spells cast by a 1 5th-level sor-
cerer (save DC 12+ spell level),

_eludes useful equipment or magic
items will use these when in
humanaid form.

A gray slaad remains in hu-

a toth-level sorcerer,
Summon_ Slaad (Spk

{—2 ved slaadi or 1 blue
sland with a 40% chance of
with a 20%
BULCESE,

DEATH SLAAD
Death slaadi are grays that
underge some mysterious
ritwal that transfprms
them into
killing _machines. Al

locus
ical power

cammand of a_death
slaad, out of fear more than anything
else. Death slaadi represent a corruprion of pure chaes by evil
rather than orue exemplars of i

chuns hamumer, deeper n'nrku:ss.., Combat

Althouph its prowess with its natural weapons is [earsome, a
dearh slaad enjoys wiclding & magic weapon il available {particu-
latly if the slaad has.a character class and has assumed o humanoid
form..

Stun {Ex); A death sland can use Stunning Fist as the leat, three
times per day (see Stunning Fist, page 835 in the Players Handhank).
The save DC is 24,

Spell-Like Abilities: Ar will—animale objects, civele of death,
chaes hammmer, cloak of chaas, deeper darkress, debect magic, dispel law
fear, finger of death, fiveball, fly; identifis tmasibility, magic crele agains
law, power word Blind, see invisihilits shatter, and wond of chaos;
1/ dap—implosion. These abilities are as the spells cast by an 18ch-
level sorcerer (save DO 14 + spell lewell

Alternate Form (Su): A death slaad can shift berween its naru-
ral and any humanoid form at will as a standard action. A death
slaad whose personal measure includes magic weapons will use
these when in humanoid form.

Alternate Form (Su): A gray slaad can shif |
herween its natural and any humanoid |

form at will 25 a standard action. A gray |
slaad whose personal rreasure in-|

maneid form indefinitely. |
The ahility is otherwize sim- |
ilar o polymerph self case by |

Twice per day a_gray slaad |
can_ Artempr to SUmmon |

success, or 1 green slaad |
chance of,

veritable |

though they have spell- |
like abilities like gray |
slaadi, dearh slaadi |
mare_on.|
killing than on mag- |

All slaadi obey the !

A death slaad remains in humanoid form indefinitels The ahil- |
ity is otherwise similar to polymorph self cast by a 15th-level |

ol ] g o g d 8

Summon Slaad (Sp): Twice per day a deach slaad can srrempl |
to summon 1 2 red or blue slaadi with a 40% chance of success, or |

(1-2 green slaadi with a 20% chance of success.

Telepathy (Su): Death slaadi can communicale telepathically !

|with any creature within 100 feer that has a language.



VARIANT 5LAADI

Being creatures of chaos, no twa slaadi look exactly alike, Aside from

minor physical differences [height, build, eye position, etc], many

slasdi possess physical or magical traits that distinguish thern sig-
nificantly from their kin, Roll on the table below for every slaad
encountered.

SLaapl CHAOTIC YARIATIONS

d%
0140
41-42
4344
45-46
47-45
4850
51-52
53-54
5556
57-58
58-50
&l1-62
63-64
6566
57-63
570
-7
7374
75-76
77-78
74-80
21-82
B384
85-86
R7-RE
2950
Y
52

93

a4

a5

96

a7

9E-00

Variation

Mo noticeable variation
Skin mare yellow

Skin mere blue

Skin white

Skin black

Blotches of different color
Tufts of long hair

Very narraw mouth
Westigial wings

Extra arm

Tail

Thin

Wery wide mouth

Wide eyes

Extra eye

Muscular legs

Large head (bigger brain)
Bladelike claws

Extra arm

Snakelike hair

Harms

Thick skin
Scales

Long legs
Muscular arms
Stout

Waorking wings
Marrow eyes

Cozing pustules

Steaming pustules

Marrow mouth

Magical nature

Enhanced magical nature

Roll twice

Bite damage —2

=2 5tr, +2 Int

RBite damage +2

Spot +1

Spot <2

Speed 40 fi.

Int +4

Claw damage +1dé

Extra claw attack

As medusa (see entry)
GCore 2d6

[use lowesl attack bonus)
Matural armor +2

Matural armor +3

Dex +2

Str +2

Con 12

Fly 30 fi. {clumsy)

Gaze attack as medusa
[see entry)

Paison touch, Fortitude
save (DC15). Initial

1 termparary Int, secondary
1d6 temporary Int

Stench, Forlitude save (DC
15} or 2 moerale penalty to
attacks, saves, and checks
for 10 rounds

Breath weapon: 20-ft. cone
of acid, cold, electricity,
fire, or sound. Damage
1d& per paint af slaad’s
Con bonus (minimum
1d6); Reflex half DC 10+
1/2 slaad’s HD + Can
bonus

Can use any one ]st-level
spell at will [caster leve| =
HE)

Can use any one Zng- ar
ird-level spell at will {cast-
er level = HDY)

SPECTRE.
Medinm-Size Undead (Incorporeal) —
Hit Dice: 7d12.(45 hp)
|Initiative: =7 (+3 Dex, +4 Improved Initiative)
|Speed: 40 fr., fly 80 [t (pood)
LAC: 15 [+3 Dex, +2 deflection)
|Artacks: Tncorporeal rouch +6 melee
Damage: [ncorpareal touch 148 and energy drain |
Face/Reach: 5 ft, by 5 f1./5 fi = 4
|Special Artacks: Encrgy drain, create spawn
Special Qualities: Undead, incorporeal, +2 turn resistance,
uhnatural qur, sunlight powerlessness
Saves: Forg +2, Ref +5, Will +7 i ifwel e |
Abilitles: Str —, Dex 16, Con —, Int 14, Wis 14, Cha 1
Sleills: Hide +13, Intimidate +12, Intuit Divecrion +10, Listen
+13, Search +10, Spor +13
| Feats: Alermess, Blind-Fight, Combat Reflexes,
L\ Improved Initiative

Climate/Terrain: Any land and underground |
Crrpanization: Solitary, gang (2-4), or swarm. (611} 1
Challenge Rating;: 7 |
Treasure: None =

Alignment: Always lawlul evil a
Advancement: f—14 HD (Medinm-sizel

Specires are incorporeal undead often mistaken for ghosts or
other such harors. They haunt the places where they died, re
taining their sentience but now hating all living things. !
A spectre looks so much as it did in life that it can be easily rec- |
ognized by those who knew the individual or have seen the indi- |
vidual in paintings and such. In many cases, the evidence of a |
violent death is visible on its semitransparent, Baindy lumineus |
(hody, The chill of death hangs in the air around specrres and |
lingers in the places they haunt |

COMBAT 2
|1n_close combat a spectre attacks with its numbing, life-draining
\touch, It makes full use of its incerporeal narure, moving through
walls, cellings, and floors as it attacks,

- -
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Energy Drain (Su}: Living creatures hic by a specire’s incorpo-

real rouch attack receive two negative levels. The Fortitude save to
remove a negarive level has o DC of 15,
Create Spawn (Su): Any humanpid slain by a spectre hecomes

P BT BT
- %

il b, hi L L B

ignere_any damape from a corporeal source. Can pass through |
solid abjects ar will, and own artacks pass through ammor, Always |
moves silently. |

Unnatural Aura (Su): Both wild and domesticared animals |

a spectre in 144 rounds. Spawn are under the command of the |
spectre that created them and remain enslaved wnuil its death. |
| They do not pessess any of the abilities they had in life,
_ Undead: Immune tomind-influensing ellects, poison, sleep, |
| paralysis, stunning, and disease. Not subject to critical hirs, sub- |
| dual dammape, abilicy damage., energy drain, or death from massive |
| damage,

|can sense the unnatural presence of a spectre at a distance of 30
[feet. They do not willingly approach nearer than thar and panicif
foreed to do so; they remain panicked as long as they are within
that range, : i
Sunlight Powerlessness (Ex): Spectres are utrerly powerless |
,in natural sunlight (hot merely a daylight spelll and flee from it A |
tspectre caught in sunlight canmor arrack and can take only partial |

Incorporeal: Can be harmed only by other incorpareal crea actions,
| tures, +1 or better magic weapons, ar magic, with a 50% chance o
SPHINX
Androsphing Criosphink Gynosphing
Large Magical Beast Large Magical Brast Large Magical Beast
Hirt Dice: 12d10448 (114 hp) 10d 10430 (55 hypl Rd10+8 (52 hp)
Initiative: $ 0 =5 {41 Dex, +4 Improved Initiative)
Speed: g0 [, tly 80 ft, (poar; 30 [t fly 60 fi, (poor) 44 [t fly 60 [1. {poor)
AC: 22 |1 size, +13 natural) 20 {—1 size, +11 natural) 21 {1 size, +1 Dex, +11 natural}
Artacks: 2 claws +18 melee Buet +15 melee, 2 claws +10 melec 2 claws 411 melee
Damage: Claw 2da7 Bute 2d5-6, claw 1ds+3 Claw 1dé+4
Face/Reach: 5 by 1o u/s de 5 it by 10 01./5 [t 5 ft. by 1o fr./5 i
Special Artacks:  Pounce, rale 2d443, roar, spells Pounce, rake 1dei3 Pounce, rake 1d6+2, spell-like abilities

| Baves: Fort +132, Bef <8, Will +7 Fort +10, Ref =7, Will 43 Forr +7, Ref <7, Will +8

| Abilities; Str 25, Thex 10, Con 19, Srr 23, Dex 10, Con 17, Str 19, Dex 12, Con 13,
| Int 16, Wis 17, Cha 17 Inc 10, Wis 11, Cha 11 Int 18, Wiz 19, Cha 19
Slgills: Intimidate +13, Knowledge (any one) Intimidate 18, Listen <10, Spot +10  Conceneration +12, Intimidare +13,

t5, Listen +15, Spot +15,
Wilderness Lore +13

Feats: Alertness, Cleave, Grear Cleave,
Flyby Attack, Power Artack, Track

Listen +17, Spot +17
Cleave, Flyby Attack, Power Artack  Alertness, Blind-Fight,
Combat Casting, Flyby Attack,
Improved Initiative, Iron Will

Climate/Terrain:  Any warm land Warm forest Any warm lang

Organization: Solitary Solitary Solitary or covey (2—4)
Challenge Rating: 9 d &
Treasure: Srandard Srandard Double standard
Alignment: Always chaotic good Always neutral Always neatral
Advancement: 13—18 HD (Large); 19-36 JID (Fluge] 11-15 HI} (Large; 16-30 HD (Fluge)l %12 HD (Largey; 13—24 HI} {Huge)
Higracosphinx
Large Magical Beast
Hit Dice:; adi0+18 (67 hp
Initiative; 2 (Dhexc
Speed: 30 [i., Oy 90 fr, (poor)
L AC: 19 {~1 size, =2 Dex, +& namural)
| Attacks; Bite +13 melee, 2 claws +8 melee
| Damage: Bire 1d10+5, claw 1da+2
| Face/Reach 5 fr by 10 fr./5 fr
| Special Attacks:  Pounce, rake 1da+2

Saves: Fort +8, Raf +8& Will +5

Abilities: St 21, Dex 14, Con 15,
Int &, Wis 15, Cha 10

Skills: Listen +13, Spot +14%

Feats: Alertness, Flyby Attack

Climate/Terrain: Warm hill

Organization: Solitary, pair, or Qock (471
Challenge Rating: 5

Treasure: Mone

Alignment: Alwuys chaotic evil

Advancement: 1014 HD (Large); 15-27 HD (Huoge)
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Sphinxes are enigmatic creatures with great, feathery wings and
leonine hodies, All sphinxes are territorial, but the more inrelli-
gent ones can differentiate between deliberare intrusion and rem-
porary or inadvertent trespass,

Sphinxes speak Sphing, Common, and Dracenic,

COMBAT !

| Mast sphinxes fight on_the pround, using their wings to_help.|
| them leap much as lions do. 1f putnumbeted by earthbound cres- |
| tures, a sphing takes wing and attacks ou the fly -
Pounce (Ex}: Ifa sphinx leaps upon a foe during the fitst tound
| of combar, it can make a full atcack even if it has already taken a
Jmove action.
Rake (Ex): A sphinx that pounces onre a crearure can male
two rake artacks with irs hind legs. The individual description lists
the sttack bonus and damage.

ANDROSPHINX |

| These crearures resemble winged lions with humanoid facial fea- |
| tuzes, They are always male. Androsphinxes are clever and gener-
ally good-natured, but they can be savage opponents,

Combat
In battle, an androsphine rips apart enemies with its razor-sharp
claws. 1t relies on its natural weaponty in a fight, employing irs
spells for defense or healing,

Ralkee {Ex): Ateack bonus +18 melee, damage 2d4.3.

Roar (Su): Three dmes per dav an androsphing can loose a
\mighty roar. The [rst rime it does this, all creatures within 500

|feer must succeed at a Will save (DC 19) or be affecred as though
| by a fear spell for 12 rounds

If the sphiny roars a second time during the same encounter, all
| creatures within 250 feet must succeed ara Fortitude save (DC 1)
| or be paralyzed for 1d4 rounds, and all those within 90 feer are

deafened for 2dé rounds (no save), :

If it roars a third fime during the same encounter, all those
within 250 Feet must suceeed al a Forritude save (DC 19) or tke |
2d4 points of temporary Steength damage for 2d4 rounds, In ad-:
dition, any Medium-size or smaller creature within 90 feer must |
succeed at 8 Fortitude save (I 19) or be thrown o the gmund.;
and tale 2d8 poines of damage. The force of this roar is so great |
thar it deals 50 points of damage toany stone ot crystalline ohject
within 90 fect. Magic items and held or carried items can avoid
damage with a successiul Reflex save (DC 19].

Other androsphinxes are immune to these effects.

Spells: An androsphin casts divine gpells as 2 sth-level cleric
from the clexic spell list and from the Good, Healing, and Protec-

Len domains,

CRIOSPHINX _
| These beasts have the bodies of winged lions and the heads of
great rams. They are always male. Meither good nov evil, they lack
the intelligence of the andmsphing They consmantly seek gy-
nosphinxes, bur if they cannot find one, they pursue wealth above
all else, The best deal an adventurer can hope to strike with g
criosphiny is safe passage in exchange for all ol his or her measure,

Combat
Criosphinxes attack with their claws and deadly bite, as do their
lkin, but they can also butt with their hotns, They don't cast spells
Land employ only the most simple battle tactics,
| Rake (Ex): Auack bonus +15 melee, damage 1d6=3.

GYNOSPHINX ==
| These are the female counterparts of androsphinges. They have |
the bodies of winged lions with female humanoid facial fearures. |
They gladly bargain [or treasure or service but constantly seek out)

g g e
A

S e A
2 i s i

challenpes for their staggeting inrellects. Riddles, puzzles, and |
other such things delight them ro no end,

Combat .
In close combat, pyrnosphinkes use their powerful claws ra flay
lthe fesh from their enemies, Despite their deadly narure, how-
\ever, they prefer to avpid combar whenever possible.

Rake (Ex}: Attack bonus +11 melee, demage 1d6+2,

Spell-Like Abilities: 3/day—clanaudience/slnirvoyance, debect |
Lmagic, read mogic, and see visbdity; 1/ day—omprehend languages. )
lncale obiect, dispel magis, remaove ceerse, and legerd lore, These abilities ave |
as the spells cast by 2 14th-level sorcerer {save DC 14 < spell level),

Omnce per week a gynosphinx can create a ymbol of death, dis-
cord, insanily, pain, persuasion, sleep, and stuniing {one of each] as the |
spell cast by an 18th-level sorcerer (save DG 220

HIERACOSPHINX .

(0f all the sphinxes, only these creatures are evil ar hearr. They are |
\abwrays male and have the body of a lion with the head of 4 great |
(falcon or hawl, They spend much of their time searching for a
aynosphing but are generally just as happy to maul sumeone,

Combat =
Hieracosphinxes can malke short work of even the most danger- |
ous opponents with their claws. They are not pacticularly intelli-
gene, but are cunning encugh to dive at their enemies from above |
with their limited flying abiliry, et
Rake (Ex): Arack bonus <13 melee, damage 1d6+2, |
Skills: *Hicracosphinses gain a +4 racial bonus to Spot checks |
in daylight,

SPIDER EATER'

Huge Magical Beast

Hit Dice; 4d104+20 142 hp)

Initigtive: -1 (Dex)

Speed: 30 11, flv 60 fr. (pood)

AC: 13 {2 size, +1 Dex, +4 natural)

Artacks: Sting +7 melee, bite +2 melee

Damage: Sting 1d8+5 and poison, bire 1d#+2

Face/Reach: 10 ft. by 40 fr./
1okt

Special Attack: Poison,
implamt

Special Qualities: Free
dom of mevement,
scent

Saves: Fort +9, Ref =5,
Wil +2

Abilities; Str 21, Deax 13,
Con 21, Int 2, Wis 12,
Cha 1o :

Slkills; Listen <7, Spot =7

Feats: Dodge

Climate; Terrain: Temperite
and warm land and under-
ground.

Organization: Solitary

Challenge Rating: 5

Treasure: Nong

Alignment: Always neurral

Advancement: 5—12 HD [TIugel

,E'[he_s_e pr{tda}nm resemble grear homets and have temperaments
l1o march, Nevertheless, they are valued as flying steeds, A com-
pany of bandits mounred on spider eatets is fearsome indeed.




A spider eater resembles a glang, two-lepped wasp with a pair of
smmall forelimbs and huge bat wings, The creature gets its name
from its ubility to sheup off webs and its habit of laying eggsin the
paralyzed bodies of enormous creatures, often arachnids,

COMBAT

A spider eater attacks with its venomous sting and powerful |
| mandibles. Tts usual tactic is o deliver a sting, then back off, hov- |
| ering out of reach untll the venom takies effect. Spider eaters do |
,nat like ta give up their prey, and foes whe harry them with spells |
| or ranged attacks provoke a determined counterartack

_Poison (Ex): Bire, Farritude save {DC 17} initial damage none,
Lsecondary damage paralysis for 14845 weeks.

Implant (Ex): Female spider cators lay their epps inside para-
lvzed creatures of Huge oclacger size. The younp emerge abour six
weeks luter, literally devouring the host from inside,

EFreedom of Movement (Su): Spider eaters have feedom of

movement a5 though foem the spell cast by a 12th-level sorcerer, The |
| eflect can be dispelled, bur the spider eater can create it again the |

I

L Iw‘%‘ "[‘

nextmound as e free acdon. When the spider eater serves as 2 mount, |
this effece does not extend o its rider

Slkills: Spider eaters receive a 44 racial bonus 1o Listen and b"pl}‘[
checks,

TRAINING A SPIDER EATER

|Training 4 spider eater as an aedal mount reguires a successiul

Handle Animal check (DC 24 for a young creature, or DC 29 for
an adultl. A spider eater matures in six months,
Spider eater eggs arg worth 2,000 gp apiece on the open md.tl-'.;:h

lwhile young are worth 3,000 gp each. Professional trainers charge |

3,000 gp to rear o train a spider earer, Riding a trained spider eater
requires an exotic saddle, A spider eater can fight while carrying a
rider, byt the rider cannot also arcack unless he or she suceeeds at |
# Ride check {see Ride, page 72 in the Player’s Handbook).
Carrying Capacity: & light load for a spider earer is up.to 612 |

Lpounds; a medium load, 613—1,224 pounds; and a heavy load,
| 1,225—1,8440 pounds.

SPRITE

ar tribe {20-80)

| Challenge Rating: 1 1

or tribe (20800

Mo coins; 50% goods (metal or stone

Grig Nixie Pixie
Tiny Fey Small Fey Small Fey
Hit Dice; 1/2de+1(2 hpl 1dii (3 hp) 1de {3 hp)
Initiative: 4 (Dex) +7 [+3 Dex, +4 Improved Initiative) +4 (Dex)
| Speed. 20 fi, flv 40 fr. (poor) 20 ft., swim 30 ft. 20 ft., fly 60 fr. {pood)
AC: 18 {+2 size, +4 Dex, +2 natural) 14 (=1 size, +3 Dex) 16 {i1 size, 44 Dex, +1 natural)
| Attacks: Drapper 16 melee; or composite Dagger —+ melee; or light crossbow Dapgper +5 meles; or composite
| shartbew +6 ranged +4 ranged shorthow «6 ranged
Damage: Dagger 1d4—3; or composite Dagger 1d4-2; or light crossbow 1d8 Dagger 1d4—2; or composite
- shortbow 1d4 shortbow 1ds
Face/Reach: 21i/2feby2 i/2 /0 sh.by sft./5 fr. 56 bysfifs
Special Attacks:  Spell-like ahilities, fiddle Water breathing, chatm person Spell-like abilities. special arromrs
Special Qualities: SR 17 SR 18 SR 16, natural invisibiliny
Saves: Fort +1, Bel 16, Will +3 Fort -+, Ref <5, Will +3 Fore +0, Ref <6, Will +4
Abdlities: Str 5, Dex 18, Con 13, S 7 Dex 16, Con 11, Sir 7, Dex 18, Con 11,
Int 10, Wis 13, Cha 14 Int 12, Wis 13, Cha 18 Int 16, Wis 15, Cha 15
Skills: Cralt (any one) +4, Escape Artist +8, Animal Empathy +7, Bluff +8, Craft (any  Blufl 47, Concenteation +4,
Hide +16, Jump +9, Listen <7, one) =5, Escape Artist +&, Handle Animal  Crafr (any one) +7, Escape Artist +5,
Move Silently +8%, Perform {dance, +H, Hide <10% Listen +7, Perform (dance, Heal +6, Hide +12, Listen +8, Move
fiddle, melody, plus any other one;  melody, plus any other one) +7, Silently +8, Ride +8, Search +9,
16, Search +3, Spor +4 Search +3, Sense Motive +5, Spot <7 Sense Motive +6, Spot +8
Feats: Dodge, Wespon Finesse (dagger) Dadge. Tmproved Tnitiative, Dodge, Point Blank Shot, Rapid
Weapon Finesse (dapgper) Shot, Weapon Finesse (dagger),
Weapon Focus {shorthow)
Climate,/ Terrain: Temperate and warm [orest Temperate aquaric Temperate forest
Organization: Gang (2-4), band (6-11), Gang (2-4), band (e—11), Ciang (2—4), band {5-11},

or tribe {20-80)
i+
No coins; 505 goods; 50% items

only); $0% items {no scrolls)

Treasure: No coins; 508 goods; 505 items
Alignment: Always neutral good Always neutral
Advancement:  1-3 HD (Tiny) 23 HI {Small)

Sprites ave reclusive fey They go out of their way to fighr evil and
ugliness and to protect their homelands. Legend claims thar
sprites die only through injury or disease,

COMBAT

| Sprites fight their opponents with spells and pint-sized wesponry.

| They prefer ambushes and other tdckery to direct confrantation,
Skills: All sprites receive a +2 racial bonus to Search, Spot, and

| Listen checks,

GRIG

Grigs are mischievous and lighthearted. They have no lear IJL.

Always neutral good
2-3 HD (Small)

larger creatures and delight in plaving tricks on them, Favorite
pranks include srealing food, collapsing tents, and using veninlo-,
quism to make objects talk,

Agrig has s humanoid head, torso, and arms, with the mup,s, an-|
tennae, and legs of a cricket. Grigs can leap great distances, They,

| have lipht blue skin, foresr-green hair, and brown hairy legs, and)

usually wear runics or brightly colored vests with buttons made,

from tiny gems. They stand a mere 1 1/2 feet tall,

Combat
| Grips are fierce by sprite standards, arracking opponents fearlessly

wirth bow and dagger.
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Spell-Like Abilities: 3/day—
change self, enlangle, invisibility (self
only), pyrotechnics, and ventrilo- g
guism, These abilities are as the 'E::&
spells cast by o gth-level sorcerer
(save [HC 12 4 spnﬂ.llevelj.

Fiddle (Su): One grig in each
| band carries a tiny, grig-steed fddle,
| %hen the fiddler plays, any non-
_sprite within 30 feet of the insom-
ment must succeed at a Will save (DO
157 o1 he affected as though by Ctio's i
| yesistible dance as long as the plaving
CONTInues.

Skills: Grigs receive a +8 racial
bonus to Jump checks, “They also
{receive a +5 racial bonus to Move
{ Silently checks in a forest setting.

NIXIE

Mixies are aguatic sprites who

dwell in and protect pristine ponds

and lakes, They are even more

reclusive than most fey and tend to

treat intruders with suspicion and
hostility.

Mixies have webbed fingers and toes, pointed cars, and wide
|silver eyes. Most are slim and comely, with lightly scaled, pale
| green skin and dark green hair Females often twine shells and
pearl strings in their hair and dress in wraps woven from colorful
seaweed, Males
| wear leincloths of the
| same materials. Nixies can
| breathe both water and air, and
_can travel on land, bur they preler

not to leave their lakes, A nixie
stands about 4 feer tall,

Combat
Mixies rely on their charm
person ability o deter_ene:
mies, entering combat only 1o
protect  themselyes and their
1BITITOTY. —

Water Breathing (Sp): Once per day a
nixie can use waler briathing as the spell cast
by a sthlevel sorcerer. (They usually bestow

this effect on those they have charmed.)

Charm Person (Sp): A nisde can charm person three dmes

per day as the spell cast by a 4th-leve] sorcerer. Those af-

| feceed must succeed ara Will save (DC 15) or be charmed
far 24 hours, performing heavy labor, guard duey, and
other onerous tasks for the nixie community, Shortly
belore the effect wears ofl, the nixie escorts the charmed
creature away and orders it ro keep walldng,

Skills: *Nixies receive a +5 racial bonus w Hide checks
when in the water,

PIXIE !

 Pixies are merry pranksters who love to lead travelers asteay They
can, however, be roused to surprising ire when dealing with evil
LLEEaiures, — e -

| These sprites love 1o rrick misers out of their wealth. They do
{not covet treasuce themselves bur use it to taune and froscate
s greedy folk. IF a vicdm of pixie pranks exhibirs no greed or

demonstrates a good sense of humor, the tricksters may allow the |

individual to choose a reward from their hoard.
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__When wvisible, plxies resemble small elves, but |

¢ with longer ears and possamer wings. They wear i
bright clothing, often including a cap and |
shoes with curled and pointed toes. Pixies |
stand about 2 1/2 [eet tall

Combat__
The normally carefres pixies ferociously arrack
avil creatures and unwanted intruders. They wke |
Full advantage of their invisibility and other abilities |
te harass and drive away opponents. ; |
Matural Invisibility (Su): A pixie remains (n-
vizible even when it attacks, This ability is con-
stant, bt the pixie can suppress or Tesume it as |
a [ree action. : i
Spell-Like Abilities: 1/day—confusion {the
pixde must touch the target), dencing hghls,
detert chaps, detect good, detect el debect s detect |
thaughts, duspel wmagic, entangle, permancet image |
(visual and suditory elements only), and poly-
wiorph self. These abilities are as the spells cast |
by an &th-level sorcerer (save DO 13 4 spell |
lewel), = =¥ !
® _ One pixie in ten can use O’ irvesistible dance
pnee per day as cast by an Sth-level sorcerer,
Special Arrows (Ex): Pixies sometimes employ ar-
rows that deal no damage but can erase memaory or pula Crearure |
o slecp, = = 4
Memary Lass: An opponent struck by ehe acrow must succeed |
at a Torritude save (DC 15} or lose all memory. The subject re- |
tains skills, languages, and class abilities but forgets everything |
else until he or she receivesa |
heal spell or memory restora- |
tion with [imited wish, wish, or
miracle, :
Sleep: Any opponent struck by
the arrow, regardless of IIit Dice,
must succeed at a Fortitude save (DC 15)
or be affected as though by a deep spell

STIRGE

Tiny Beast
Hit Dce: 14105 hp)
Initiative: +4 (D)
Speed: 10 fr., fly 40 fi. (average)
AC: 16 (+2 size, +4 Dex)
Attacks: Touch <6
Damage: Touch 1d3—4
Face/Reach: 2 1/2 fu.by 2 1/2 fr./0 k.
%, Special Attack: Aiach, blood drain
% Saves: Fort +2, Ref 6, Will +1
_Abilities: Str 3, Dex 1%, Con 10, Int 1,
Wis 12, Chag
Skills; Hide <14
Feats: Weapon Finesse (touch]

Climate, Terrain: Temperate and warm forest and underground. |
Organization: Clurch (2-4), swarm (5-8), or fock {9-13) |

C]’lﬂ]].f.'ﬁg‘e R.‘lti]lgl_l.-"ﬂ S |
(Treasure; Mone S }
Alignment: Always neitral _ |
Advancement: - 1 i

;Sti..tg;-a; batlike creatures that feed on the blood of living
heings, While just one poses linle danger to most adventurers,

multiple stirges can be a lormidable threat.
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A stirge resembles a cross between a bat and a glang mosquiro. Ir

has membranous bat wings, a short furey body, eighr jeinted legs
that end in sharp pincers, and a needlelike proboscis, Coloration
ranges from rust-red to reddish-browen, with a dirry vellow under-
side, The proboscis is pink ar the rip. fading to gray at its base.
A stirge’s body is abour { foor long, with a wingspan of about |
| 2 feer,

COMBAT

| A stirge atcacks by landing on a vicdm, finding a vulnerable Spul.
\and plunging its proboscis inte the fesh, This is a rouch attack |
|and can rarget only Small or lacger creatures,

Artach (BEx): If a stirge hits with a touch attack. it uses its eighe
pincers to latch onto the opponent’s body. An attached stirge has
an AC of 12,

Blood Drain (Ex): A stitge drains blood, dealing 1d4 peinrs of

temparary Constitution damage each round it remains attached.
 Omge it has drained 4 peines of Consttution, it detaches and illes

L ofl to digest the meal.

TARRASQUE"

Colossal Magical Beast
Hit Dice: 48d10-576 (840 hp)
Initiative: +7 (+3 Dex, 4 lmproved Initiative)
Speed: 20 (&
| AC: 35 (=R size, +3 Dex, 430 natural)
{Attacks: Bite +57 melee, 2 horns +52 melee, 2 claws 152 melee,
tail slap +52 melee
| Damage: Bite 4d8+17, horn 1d10+8, claw 1d12+8, tail slap 3ds-5
| Face/Reach: 40 fe. by 40 ft./25 fr.
| Special Attacks: Frightful presence, rush, mp:uxrﬂ graly,
_swallow whoele, sugmented crircals
| Special Qualities: Damage reduction 25/+5, carapace, immuni-
fies, regeneration 40, scont, SE 32
Saves: Fort +38, Bef +29, Will +20
Abilities: Str 45, Dex 16, Con 35, Int 3, Wis 14, Cha 14
Skills: Listen +21, Spot +21
Feats: Blind-Fight, Combal Reflexes, Dodge, Improved Initia-
tive, [ren Will

Climate/ Terrain: Any land
Organization: Salitary
Challenge Level: 20

Treasure: None

Alignment: Always neutral
Advancement: 49+ HD [ Colossal)

| The lependary tarrasque—{fortunately, only
{one exists—is possibly the mose dreaded
| monster of all (except for the largest drag-
ons). None can predict where and when the
creature will smrike nexe,

The location of the tarrasque’s lair is a
mystery, and the beast remains dormant
much of the time, Its torperons slumber usually lasts 6d4
manths before it leaves its lair for a brief hunting fovay last-
ing 1d3 days, Once every decade or so, the monster is par
rcularly active, staying awake for 1d2 weeks, Thereaftes, it

 slumbers for at least 446 years unless disturbed,
| When active, the tareasque is a perfect o
lengine of destruction. It rampages {55
Lacross the land eating everything in its

| path, including plants, animals, hu-

| mancids, and even towns, Mething is
zale, and entire communiries prefer to
Hee the ravening tarrasque racher than face its power.
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Many legends surround rhe tarrasque’s origing and purpose. |
Some held it to be an abominaton unleashed by ancient, forgoe |
ten gods to punish all of narure, while others tell of a conspiracy |
berween evil wizards or merciless elemental powers. These tales |

Lare mere speculation, however, and the ereature’s true nature will
probubly remain g mystery The tartasque isnt in the habit of ex-
|plaining irself, and it rarely leaves any living witnesses in its wale.

The tarrasque is ascaly biped 70 feer long and 50 feer tall, with
two herns on irs head, a lashing tail, and a reflecrive carapace. 1t |
weighs about 130 tons.

COMBAT

The tarrasgue attacks with its claws, teeth, horns, and @il
Frightful Presence (Su): The tartasque can inspire terror by |

charping or attacking, Aftected creatures must succeed at a Will |

save (DO 261 or become shaken, remaining shaken unil they

Jeave the area of effect.

Rush (Ex): Once per minure, the normally slow-moving tar-
\rasgue can move ata speed of 150 feer.

Improved Grab (Ex): T use this abilicy, the tarrasque must hit |
2 Huge or smaller opponent with iis biee aerack. T0e gets a hold, it
can try to swallow the foe.

Swallow Whole (Ex): The tarrasque can try to swallow a |
grabbed epponent of Huge or smaller size by making a successful
grapple check. Once inside, the opponent takes 2d8+8 points of
crushing damage plus 2de+6 points of acid damage per round
from the tarrasque’s digestive jnices. & swallowed creature can cur |
|its way our by dealing 50 points of damage o the tarrasque's di- |
gestive tract (AC 20). Once the crearure exits, muscular action |
closes the hole; another swallowed opponent must cut its own |
Wd.\r ot

The tarrasques.gullet can hold two Huge, four Large, Elgh.r
Medium-size, or sixteen Small or smaller creatures,

Augmi.ntr:d Criticals (Ex}: The tarrasque threatens a crirical |
hit on a marueal anack eoll of 18-20, dealing 1iple damage on a
successiul critical hit,

Carapace (Ex)h The tarrasques armorlike ravapace is excep-
tionally tough and highly reflective, detlecting all rays, lines,
comes, and even magic missile spells. There is a 30% chance of

; reflecting any such effect back a
__the caster; otherwise, it is merely
negated, Check for
reflection before molling to
DYETCOIMmE T]'I.f‘ CTea-
tare’s spell -
resistance.
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Immunities (Ex}: The tarrasque has fire, poison, and disease
immunity.

Regeneration (Ex): Mo form ol artack deals nermal
damage to the tarrasque, The rarrasque regenerates even il
disintegraled ot slain with_death magic: These attack
forms merely reduce it to —10 hit poinrs. Tt is
limmune to effects that produce incurable or
bleeding wounds, such as a auerd of wounding,
Lmummy e, or a clay golems wound abil
i) o4 The TarrasgLe cin be rrarmmcm:[y.
islain only by reducing it to 30 hit /
| points and using a wish or miracle spell
J1o leep it dead.

If the tarrasgue loses a limb or body
part, the lost portion regrows in 1ds
mirtes (the detached piece dies and
decays normally), The creanure can
yreattach the severed member in-
\stantly by helding it ro the stump.

Skills: The tarrasque Teceives 4
+& racial bonus 1o Tisten and Spot
chechs,

JTENDRICULOS

Huge Plant
| Hit Dhice: 2dg+54 {94 hp)
Initiatise: ~1 (Dex)
| Speed: 20 fr.
|AC: 16 (=2 size, —1 Dex, +9 natural)
| Attacks: Bite +13 melee, 2 tendrils
-8 melee
| Damage: Bite 2d8+4, tendril 1de+4
| Face/Reach: 10 f. by 40 f£./15 fi.
Special Attacks: Improved grab, swallow:
whole, paralysis
Special Qualities: Plant, regenerarion 102
Saves: Fort =12, Ref =2, Will 42
Abilities: 5tr 28, Dex 9, Con 22, Int 3, Wis 8 Cha 3

o

Climate,/ Terrain: Temperate and warm forest, hill, and marsh
Organization: Salitary

Challenpge Rating: &

Treasute: 1/10th coins; 50% goods; S0% irems

Alignment: Alvways neutral

Advancement; 10-16 HD {Huge); 17-27 HD (Cargantuan)

 The tendriculos is a plant that may have been mutated by foul
| magic, or may have origlnared on anather plane of existence—or
| possibly both of these theories are true,

Appearing most of the time s 1 massive mound of vegetation,
the tendriculos can rear up to a height of 15 [eet supperted by
limblike vines and branches, The mass has a huge mouthlike
opening filled with “teeth” of sharp branches and long therns.

The tenddeulos is best known for its ability to grow and regrow
its vegetable body exmremely rapidly. Whole new leaves and vines
appear in just a few minutes, The tendriculos accomplishes this by
consuming vast guantities of mear,

Animals, beasts, and even ather animate plants ate wanerved by

|the presence of a tendticulos; they aveid it and oy place it has
\been within the last 24 hours.

C(OMBAT

| Prowling deep forests or waiting in vegetated areas (looking like .

\nothing more than a small hillock), the rendriculos anacks sav-

agely, showing no fear. It attemprs to swallow as much flesh as it |

can, as guickly as it can.

e

this ubility, the tendriculos
must hit with its bite
attack If it gets a hold, it
" automatically deals bite
damage and can try
swallow the opponent.

A tendriculos that hies
with a tendril anack grabs
as above, T it gers a hold, it
picks wp the opponent and
transfers it to the mouth as o
partial action, automarically
dealing hite damage as above,

A tendriculos can try Lo gwallow 3
grabbed opponent of Large or smaller
gize by making a successful grapple

opponent must succeed at a Fortitude

. rounds by the rendriculos’ diges-
tive juices, taking 2dé points of acid
damage per round. A new save is
requined each round inside

5 ng « the plant.

x A swallowed creature

climb out of the mass
with a successful prap-
ple checl. This returns

where another successful
grapple checl is needed
tor get free. A swallowed
creature can also cut its way out by using claws or a Small or Tiny
slashing weapon to deal 25 points of damage to the tendriculos’s in-
terior (AC 15). Once the creature exits, the plant’s amazing regen
erative capacity closes the hale; anather swallowed opponent must
apaln cur its own way out,

The tendriculos’s interior can hold two Large, four Small, eighe
Tiny, sixtesn Diminutive, or thicty-twe Fine o smaller cpponents.

Plant; Immune to mind-influencing effects, poison, sleep,
paralysis, stunning, and polymorphing. Not subject to critical
hits.

Regeneration (Ex): Bludgeoning weapons and acid deal
normal damage to a tendriculos,

A tendriculos thae loses part of its body mass can regrow it in
146 minutes. Holding the severed portion against the mass en-

ahles it to teartach instantly
THOQQUA

\Face/Reach: 5 1. by 5 f./5 fr.

Medium-Size Elemental (Earth, Fire}

Hit Dice: 3d8+3 (16 hp)

Initiative: +1 (Thex)

Speed: 30 ft., butrow 20 fr.

AC: 18 (+1 Dhex, +7 natural)

Attacks: Slam <4 meles r :
Damage: Slam 1de+3 and 2de fire

check, Onee inside the plant's mass, the.

that aveids paralysis can

Improved Grab (Ex): To use |

Swallow Whole,/ Paralysis (Ex): 1

4

B save (DO 19 or be paralyzed for 3de |

it to the plants maw, |

Special Attacks: Hear, burn |

\Special Qualities: Fire subtype, remotsense

|Saves: Forr +4, Ref w4, Wikl +2

| Ahilities: St 15, Dex 13, Con 13, Tnt 6, Wis 12, Cha 10

|8)ills: Inruit Direction <4, Jump <6, Listen +6, Move Silently +5
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Climate,/ Terrain: Any underground
Organizatdon: Solitary or pair
Challenge Rating: 2

Treasure: Mone

Alignment: Usually neuteal
Advancement: 2% HD [Large)

{The thaqgua is @ wormlike &
| monster with a body hat
{enough o melt solid @
\rock. It has o choleric
{mood and a foul temper. — &8
A thogquas sinuous_
body is segmented like an earthworm’s and glows with
orange-white heat. The creature burrows through rock ==
lowking for minerals o eal,
A thoggua is abeout 1 foot in diameter and 4 to 5 feet long,

COMBAT _

[ When a thoqqua is disturbed, its first instinct is to attack. Tts fa- |

' wored racric is ro spring directly af a foe, either by bursting out of |

the rock or by coiling up its body and launching itsell like a
spring In either case, trear the maneuver as a charge,
Heat (Bx): Metely touching or being rouched by a thogqua au-
tomatically deals 2de fire damage,
Burn (Ex); When a thogqua hits with irs slam artack, the oppo-
{nent must succeed at  Rellex save {DC 13) or catch five. The flame

{burns for 1d4 rounds if not extinguished sooner The burning |

| ereature can use o [ull-round action o put ont the ame {see page
L 86 in the Duwczoy Mastess Guide for more informatien on catch-
| ing an fire},
Fire Subtype (Ex): Fire immunity, double I.]Elmﬂg,t from cold
Lexcept on a successiul save,
| Tremorsense (BEx): Thoqquas can automarically sense the loca-
| tion of anything within &0 feet that is in contact with the ground.

TITAN.

Huge Outsider (Chaotic, Good}
Hit DHee: 20d8+120 (210 hpj
Initiative: +1 (Dex)
Speed: 40 fi.
AC: 22 (-2 size, +1 Dex, +13 narural)
Artacks: Gargantuun warhammer 131/ 26/121/+16 melee; or
Huge juvelin +19/114,/+9/+4 ranged
Damage; Cargantuan warhammer 4di+1%; or Huge javelin
2de+13
| Face/Beach: 10 fr. by 10 f1./15 ft,
| Special Attacks: Spell-lilke abiliries, spells
| Special Qualities: Damage reduction 15,41, SE 28
| Baves; Fort <18, Ref +13, Will 417
Abilities: Str 37, Dex 12, Con 23, Int 21, Wis 20, Cha 18
Skills: Bluff +27, Climb +21, Concentration +23, Craft (any one)
+27, Jump +36, Enowledge (any one} +28, Knowledge (reli
gion) +28, Listen +30, Perform (ballad, chant, dance, epic,
harp, melody, ode, plus any other sixteen) <27, Sense Motive
28, Spot +30, Swim +36
Feats: Alermess, Blind-Fight, Cleave, Expertise, Great Cleave,
Power Artack

| Climate,Terrain: Any land and underground
| Organization: Solitaey or pair
| Challenge Level: 21
. Treasure; Triple standard
| Alipnment: Always chaoric good
Advancement: 21-30 HD (Huge); 31—60 HD (Gargantuan)

B L e R T sy ke e de

Titans are statuesgue beings of heroic proportions. They have |
agile m!nds_a powerful bodies.
+_Actitan looks like a 25-foot-tall human ufgﬂ:ﬂt
" physical strength and beauty. Titans favor loese, |
,l‘ fowing clothing such as robes, togas, loin-
cloths, and the like. They wear rare and valu-
able jewelry and generally make themselves
seem beautiful and overpowering.
Titans are wild and chaotic, masters of their owm fates. They |
, are closer to the swellsprings of life than mere martals and 50 |
reve] in existence. They are prone to mote pronounced |
emetions than humans and can expedence deitylike |
&""‘ fits of rape. They are, however, basically good and beneve-
lent, so they tend not to rake life even when angry =
Titans speals Common, Celestial, Draconic, Giant, and Sylvan. |

COMBAT

\Titans can wreak havoe with their massive warhammers, which |

\are sometimes refermed to as "mauls of the dtans” In addition o |

(their considerable battle prowess, tians possess grear speed and
considersble magical power, They enjoy combar and usually close
liese. If thae proves inellective, they swittly bacl off and pelr the
forwe with spells and magical elfects.

Spell-Like Abilities: At will—alier ﬁtthL:ss charm p:rmn or
enirmal, commune wath nature, core hght wounds, evebale, fue storm, hall
urdead, hold monster, invisibility, levitate, hght, magic crcle against anl,
mivrar image, pass without trace, persistent image. produce Tame, |

Lswmnen nature's glly IT, vemove curse, vempvefear, shield, speal swnth |
plants, suemmon swarm, and whispering wind; 2/day—astrel projection
and etherealness. These abilitics are as the spells cast by a 20ch-level |
sorcerer (save THC 14 4 spell level), Onee every other round, a titan |
can use holy smite asa 20th-level cleric,

Spells: A ritan can use arcane spells as & 20th-level wizard or
divine spells as 2 20th-level
cleric, from rthe clere list and
from the Chacs and Good
domains.
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TOJANIDA
Juvenile Aduli Elder ,
Small Outsider (Water) Medium-Size Cutsider (Water) Large Outsider (Water)
Hit Diice: 1d8+k (19 hp) 7de+14 (45 hp) 15d8+a0 (127 hp)
Initiative: +1 (Thex) 11 Dex) 1 [ Lhex)
Speed: 10 ft., swirm 90 1, 10 fr., swim 90 [L. 10 ft., swim 90 (L
AC: 22 (41 size, +1 Dex, +10 natural) 23 (+1 Dex, +12 narural) 24 (1 size, + 1 Dex, +14 natural)
Attacks: Bite 46 meles, 2 claws +1 melee Bite +10 melee, 2 claws +5 melee Bite <20 meles, 2 claws +15 melee
Damage: Bire 2ds+2, claw 1d441 Bite 24813, claw 1dé+1 Bite 4d6 46, claw 1d8+3 |
Face/Reach: sit by 5/ 6 sl by sf/sf 10fr by s fr./5 fe
| Special Attack: Improved grah, ink cloud Improved grab, ink cloud Improved grab, ink cloud
Special Qualities:  All-around vision, acid and cold All-around vision, acid and cold All-around vision, acid and cold
immunity, fire and elecreicity immuniry, five and electeiciy immuniry, fire and elecrriciny
tesistance 20 resigtance 20 resistance 20
Saves: Fort +5, Ref +4, Will +4 Fort +7, Ref +&, Will +6 Fort +13, Bef +10, Will 110
Abilities: St 14, Dex 13, Con 15, Str 16, Dex 13, Con 15, 51122, Dex 13, Con 19,
Int 10, Wis 12, Cha 2 Int 10, Wis 12, Cha 9 Inr 10, Wis12,Cha9
Skills: Hide +11, Tntuit Direction <7, Escape Arrist +11, Hide 411, Escape Arrist +1%, Hide <15,
Listen +7, Search +6, Spot +9 Intimidate +5, Intuit Direction +11,  Intimidave +17, Intuit Direction +189,
Listen +11, Search +6&, Spotr +13 Knowledge (Plane of Warer) +13,
Listen +19, Search 46, Spor +20
Feats: Blind-Fight Blind-Fight, Dodge EBlind-Fight, Cleave, Dodge,
Power Adtack
| Climate,/ Terrain:  Any aquatic and underground Any aquatic and underground Any agquatic and undergrotnd
| Drganization: Solitary ar clutch (2—4} Solitary or clutch (24} Solitary or cluteh (2-4)
| Challenge Rating: 3 5 9 L
| Treasure: Standard Standard Standard
| Alignment: Always neutral Always nettzal Always neutral
Advancement: 4—é HIH (Small) E—14 HD (Medium-size) 16—24 HD} (Large}; 25-32 HD |

| Tojanidas are omnivores from the Elemental Plane of Water,
Though they seem clumsy and innocuous at first glance, they are

nimble serimmers and capable fighrers,

A tojanida resembles a snapping uetle, It has.a blue-green,
spindle-shaped shell made up of hexagonal plates. [nside the shell
is a fleshy body wirh seven stalks. Four of these stalks have
paddles for locomotion, two are tpped with claws like a

crabs, and one bears the creature’s head. Bach

stalk is scaly and green, like a turtle, Eight
verits in the shell, four ar each end, allow
the tojanida to thrustits stalks out in what-
ever configuration it linds convenient.
Juvenile tojanidas are one to
twrenty-five years old, with a
ghell about 3 feer long and
| weighing abour 60 pounds. An ¥
Ludult is aged twenty- i
|six to eighty years,
with a shell about &
feet long and weigh-
ing abour 220 pounds.
An elder is seill hale and can
reach 150 vears of age, 1t has
a shell about 2 feer long
and weighs about

500 pounds.
Tojanidas speak

[ Aguan and can be

b

ik

| loguacious, but usually only on the subject of food,

COMBAT

Tojanidas are faitly even-rempered but can be ferocious if mo-
lested. They are very jealous of their food supplies and become.,
testy if they suspect a newcomer is rying to beat them roa meal. .

A
L_ 2

(Gargantuan}

Improved Grab (Ex): To uge this ahility, the rojanida must hit I
with a bite or claw attack, If it gets a hold, it auromatically deals

that weapon's damage each round the hold is maintained. Under-

water, a tojanida can tow @ grabbed victim ol itz own size of
smaller at top speed, A favorire tactic is to grab a single opponent,

then withdraw, hauling the oppo-
nent away from its allies.
All-Around Vision
(Exh: Tojamidas’ mul-
riple aperoures
allow them wo
look in any
direction, he-
' stowing a +4
| racial bonus 1o
Spot and Search
checks, Opponents
__ it o flanking bonuses
when attacking a tojanida,
Ink Cloud {Ex): A
tojanida can emir a spheri-
cal cloud of jet-black ink with a
radius of 30 feet once per
minute as a free action. The |
elfect is otherwise similar ta
fog clowd cast by an individual of |
a level equal to the tojanidas Hic)
Dice. Qur_af water, the ink,
emerges in.a stream up o 30 feet |
long, which the tojanida can.

|squict into an opponent’s eves. The affected creature must suc-

an elder.

5 e o B
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{ceed at a Reflex save or be blinded for 1 round. The save DC is
113 apainst a juvenile, 15 against an adulr, and 19 against




TREANT

Huge Plant
Hit Dice: 7d8+35 (e hp)
Initiative: —1 { Dex)
Speed: 30 fi.
| AC: 20 (-2 size, ~1 Dex, +13 narural}
| Attacls: 2 slams +12 melee
| Damage: Slam 2dés+9
| Face/Beach: 10 fr. by 1o fLi15 f.
| Special Attacks: Animate trees,
trample, donble damage
against objects
Special Cualities: Plant,
fire vulnerabilicy, half
damage
from piercing
| Saves: Fort 410, Ref +1, Will +4
{Abilities: 5t 29, Dex 8 Con 21,
| Int12, Wis15,Cha12
Skills: Hide —97, Intimidate +8,
Enowledge (any one) +8,
Listens +9, Sense Motive 49,
Spot +9, Wilderness Lore +9
Feats: lron Will, Power Attack

| Climate,/Terrain: Any forest

| Organization: Salitary or grove (47

| Challenge Rating: &

| Treasure: Standard

| Alignment: Always neutral good

| Advancement: 5—146 HD (Huge); 17-21 LD
(Cargantuan)

Treants combine features of trees and humans, »
They are_peaceful by nanure but deadly
when angered. They hate evil and the
unrestrained use of fire, considering
themselves guardians of the 1rees,

Treants are almost indistinguish

able from trees. Their skin is thick and
brown, with a harklike texture. Their arms
are gnarled like branches, and their legs fit together when closed
to look like the mrunk of a tree. Above the eyes and along the
head are dozens of smaller branches from which hang great
leaves. In winter the leaves of a treant change color, bur they
rarely fall out,

Ireants speak thelr own langnage, plus Common and Sylvan,
| Most alse can manage @ smattering of just sbout all other hu-
| manoid tongues—at least enough to say "Ger out of my trees!”

COMBAT
Treants prefer to warch porental fous carelully before artacking,

They often charge suddenly from cover to rample the despoilers
of forests. I sorely pressed, they animate trees as reinforcements,

Animate Trees (Sp); A mreant can antmare trees within 180 feet

at will, controlling up to rwo trees ac g time. Tt takes a fll roond
for a normal rree to uproot irself, Thereafter it moves at a speed of
10 and fights a3 a treant in all respects. Animated wees lose their

Labiliry o move if the treant who animared them is incapacitated

\or maves out of range. The ability is otherwise similar 1o liveoak as

|cast by a 12th-leve] denid.

. Trample (Ex): A treant or animated tree can trample Medium-

| size or smaller creatures for 2d12+5 peines of dumape, Opponents |
whi do not make attaclks of opportunity againse the treant or ani- |
mated tree can attempl Eetlex save (T2 200 to halve the damape, |
Diguble Damage against Objects (Ex): A treant or animated |

tree thar malees a full attack against an object or structure deals |
double damage.

Plant: Immune to mind-influencing effects, poisan, a!LLpL |
paralysis, stunning, and polymorphing, Not subject o critical hirs, |
Fire Valnerability (Ex); A treant or animated tree takes
d[jublL damape from fire atracks unless the attack allows a save,
in which case it takes double damage on a failure and no
damage on a success,

Half Damage from Piercing (Ex): Pierc-

ing weepons deal only half damage to |

 Lreants, with a minimum of 1
point of damage.

&lkills: Treants receive Sk.LUS
" as though they were lev®, They |
" have u +16 racial bonos o Hide |
checks made in forested arcas,

TRITON

Medium-Size Outsider
{(Water)

: Hit Dice: 3d84+3 (16 hpl
:" Initiative: +0

Ep-eed.. Swrim 40 fr.

AC: 16 {+6 namurall

Attacks: Trident +4 melee; or heavy
¥ rrosshow 13 ranged

i Damage: Trident 1d&+1; or heavy

¥ crossbow 1din

Face/Reach: 5 fr. by 5 f1./5 ft._
Special Artacks: Spell-like abilities
Saves: Fore <4, Ref -3, Will +4

¢ Abilities; Sir 12, Dex 10, Con 12,
Wis 13, Cha 11

Skills: Craft {any one) +4, Hide 16, Listen +7,
Ride +&, Spot +7

\ Feats: Mounted Combat

o

B 8

Inc i3,

Climate,;/Terrain: Anyv aguatic

% Organization: Company (2-5), srquadd
¥ 4 (6-11), ot band (20-80)

Challenge Rating: 4

Treasure: Standard

Alignment: Always neutral goad

Advancement; 2 11D (Medium-siza)

Tritons are cumored to be from the Elemental Plane of Water, on
the Material Plane [or some unknown purpose. They are sea
dwellers, preferdng warm warers but able o tolerate colder
depths.

Teitons form communities, either in great undersea castles
huilt of rock, coral, and other nuturs] materials or in finely
sculpted caverns, A hunter-gatherer people, writons take from the
sea’s vast hounry only whar they need to survive. They are natu-
rully suspicious of surfice dwellers and prefer not w deal with
them if possible. However, mitons deal harshly with beings who
mt.::nnunaﬂ-, invade rheu communities, Laptunnb l]:L-: 'umuders

from any shc-xehne left "to the metcy of the sea)”

Tritons are the natural enemy of the cruel and evil Hahuagm
[The two cannot coexist peacefully: Wars berween them are pro- |
longed, bloody affairs that sometimes interfere with shipping and |

maritime trade,

A triton is roughly buman-sized. Trs lower half ends in rwo
finned legs, while its torso, head, and arms are human. Tritons
‘have silvery skin that fades into silver-blue scales on the lower
half of their bodies. Their hair is deep blue or blue-green,




Trirons speak Com-
mon and dquan,

The reclusive tri-|
tons prefer Loy
avoid combat,,
but they fisrcale |

homes. They,
artack with ei- |
ther melee or
ranged weap-
ons as the cir-
cumstances
warrant, When
chncounterad
cutside their laie, |
they are 90% like-|
Iy to be mounted |
on friendly sea!
crearures such as
POTpOLSEs.
Spell-Like
Abilities: A triton
CilTl. URE SFUFFETAIF
nalures  ally IIT
once per day as
the spell cast by a
sth-level sorcer-
er, often choos-
ing water ele-
mentals for their
COMpanions,

TROGLODYTE!

Medium-Size Humanoid (Reptilian)
Hit Dice: 2d8+4 (13 hp)
Initiative: —1 [Dex)
Speed: 30 f1.
AC: 15 (—1 Dex, +& natural}
Attacks: Longspear +1 melee (or 2 claws +1 melee), bite —1
melee; ar javelin <1 ranged
. Damage: Longspear 148, bite 1d4, claw 1d4; or javelin 1ds
| Face/Reach: 5 fi. by 5 [i./5 ft. {10 fr with longspear)
| Special Attacks: Srench, darkvision 90 fr.
| Saves: Forr =5, Ref —1, Will +0
Abilities: Str 10, Dex 9, Con 14, Int 8, Wis 10, Cha 10
Skills: Hide 46", Listen +3
Feats: Multiattaclk, Weapon Foous {javelin]

Climate,/Terrain: Any mountains and nnderground
Organization: Clutch {2-5), squad (6~11 plus 1-2 giane lizards),
or band (2080 plus 20% noncombatants plus 3-13 giant
lizards)
. Challenge Rating: 1
Treasure: 50% coins; SU% goods; 50% items
Lalignment: Always chaotic evil
| Advancement: By character class

{
Troglodytes are revolting lizard crearures as evil as the foulest of|
demons. They are very warlike and saver the tasre of their ene-|
mies—aespecially humanoids.

defend their)

COMEAT

TROGLODYTE
SOCIETY

Iroglodytes (or trogs) look somewhat humanoid, standing.
about § feet tall and weighing about 150 pounds. They have |
spindly bur muscular arms and walk erect on their squat legs, trail- |
ing 2 long, slender rail Their heads are lzardlike and crowned |
\with a frill that extends from the forehead to the base of the neck.
| Their eyes are black and heady and very sensitive to even the
(dimmest light.
Troplodytes are not especially intelligenr, bue their ferociry and
natural cunning more than compensate for this deficiency They |
{pften launch bloody mids against humanoid settlements or |
lambush caravans in warm climares. They guard cheir lairs aggres- |
sively, lashing out at anyone who comes too near,
Teoglodyres speak Draconic.

Half of 2 group of rroglodytes are armed only with claws and teerh;
the rest carry one or twa faveling and longspears, They normally
L conceal themselves, launch a volley of javelins, then close to attack. |
|If the battle goes against them, they retreat and artempr to hide.

Stench (Ex): When a troglodyte 15 angry or frightened, it se-
cretes an oily, musklike chemical thar nearly every form of animal |
life finds offensive. All creatures (except rroglodytes) within 30 |
foet of the wog must succeed at a Tortimde save (DC 13) or be |
overcome with nauses. This lasrs for 10 rounds and deals
tds points of temporary Soength damage,

Skills: The skin of a troglodyte changes color some- §
what, allowing it to blend in with surroundings like a
.chameleon and conferring a +4 racial
bonus 1o Hide checks. *In rocky 4
or subteeranean sertings, this |
honus improves o +8,

Troglodyre mribes are ruled
by the largest and [lercest
among them, with subchief-
tains who have distinguished
themselves in bartle, Trogs
like te lair near humanoid set
tlements to prey on inhabi-
tanes _and their livestock.
They  tald on moonless
nighes when their darkvision
and camouflage are most
etfective, e
Irogs prize
steel above all else,
Though individuals usually
have no wealth, a laie may con-
tain valuable irems casually.
discarded, pushed inw cor-
ners, or mixed in with refuse.
The lair is usually a large cave with
smaller caves for the harchlings
and eggs. A lair has
hatch- i
lings equal
to one-filth the
number of adults and epgs equal o one-tenth, : 2=
The troglodytes revere Laogzed, a vile deity who resembles a |
cross bemween o toad and a lizard,

TROGLODYTE CHARACTERS

LA trogledyies Favored class is cleric, and most troglodyte leaders
| are clerics. Troglodyte clerics warship Laogzed and can choose any
two of the following domains: Chacs, Death, Destruction, and Evil
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TRO L L Tor all this seeming awkwardness, trolls are very agile.
Trolls speak Giant.

Large Giant -

Hit Dice: sds+36 (63 hp) COMBAT

Initiative: +2 (Dex) | Trolls have no fear of death: They launch themselves inte combat |

Speed: 30 fi. | _without hesitarion, flailing wdldly at the closest opponent. Even

| AC: 18 (=1 stee, +2 Dex, 7 natural) ! when confronred wirth fire, they try to get around the flames and

| Attacks: 2 claws 19 melee, hire ++ melee i atrack.

| Damage: Claw 1de+s, bite 1d6+3 | Rend (Ex): 1f a troll hits with both claw attacks, it latches onto

. Face/Reach: 5 i by 5 fr./10 fi | [the opponent's body and tears the Qesh, This 1tt:1c|l;:lummatica.ll;' {
Special Attacks: Rend 2da+a | deals an addirional 2d&+9 points of damage.
 Special Qualities: Regeneration 5, scent, dakyision 90 f. Regeneration (Ex): Fire and acid deal normal damage 1o a

. Saves: Fort +11, Ref +4, Will 13 troll.

Abilities: Str 23, Dex 14, Con 23, Int 6, Wis 9. Cha s If a troll loses a limb or body part, the lost portion repgrows in |
skills: Listen +5, Spot 45 sds minutes, The creature can reattach the severed member in- |
Feats: Aleriness, Iron Will stantly by holding it to the stump,

\ Climate,/ Terrain: Any land, aquatic, and underpeound i S,': RAG

| Oiganization: Solitary or gang (2-4) | \Scrags are a marine variety of troll thar dwell in any body of water |

{ Challenge Rating: & I Jin any climate,

' Treasure: Standard | On land, serags have a speed of 20 feer, and their swimming
Alignment: Always chaotic evil speed is 40 feet. They regenerate only il mostly immersed in |
Advancement: By character class water, Scrags are otherwise identical with their landbound

ConSins,
Trolls are horrid carnivores found In all climes, from arctic waste-
lands te wopical jungles. Most crearures avoid these heasts, who M
Uenpgw no Iieali and artack unceasingly when bungry, U M-B E R H U I—K |
Trolls have mavenons appetites, devouring everything from |Large Aberration
| grubs to bears and humaneids, They often lair near sectlements Hit Diice: #d§+32 (58 hp)
{and hunt the inhahitanes until they devour every last one. Initiative: +1 (Dex)
A typical adult eroll stands o feer tall and weighs S00 pounds, Irs Speed: 20 [i, burrow 20 fr.
rubbery hide is moss green. mottled green and gray, or pumid grag A AC; 17 (-1 size, +1 [ex, +7 natural)

Cwrithing, hairlike mass Z Artacks: 2 claws +11 melee, bite +9 melee

prows out of the skull SRR Damage: Claw 2d4+6, bire 2d8+3

Face/Reach: s fi. by s L /i0 fc

Special Artacks: Confusing gaze

Special Qualities: Tremorsense

Saves: Fort +6, Bel 43, Will +&

Abilities: Sir 23, Dex 13, Con 19, Int 9, Wis 11,
Cha i3

and is usually preenish
black or jron gray. The
army and ].c:gs are 1!'.'!11]3
and ungainly
The leps end in great
three-toed feet, the
arTns in wide, pow-
erful hands with
sharpened claws,
Trolls can appear
thin and frail bue
pOS3ESS. SUTpLsing.
strength, Females
are larger and
(more _powerful
ithan their

skills: Climb <17, Jump +14, Listen 11
Eeats: Multiattack
‘ Climate/Terrain: Any underground
Organization: Solitary or cluster
24}
Challenge Rating: 7
Treasure: Standard
Alignment: Always chaotic evil
Advancement: 9-12 HD

|male coun- (Largey 1324 HD (Huge]
rerparts.

Irolls Umber hulls are massive crea-
walk up- tures that dwell deep beneath the
right bur parth. Ripping through rock as
hunched though it were light underbrush,
forward with they rampage continuonsly— |
sagging leaving a wake of destruction. |
shoulders, An umber hulk is powerfully |
,Their gait is builr, looking something like & |
uneven, and cross herween a great ape and a |
when they beetle, The wedge-shaped creature |

Lrun, the arms stands roughly 8 feet 1all and measures |
‘dangle and nearly 5 feet across, weighing abour

\drag along
the ground.

200 pounds.

o " = e



Armor plates cover virmally all of its chitinous body, whose Unicorns ave powerful equines with pleaming white coats and |
scattered feelets resemble sparse hair. The low, rounded deep sea-blue, violet, brown, or ery gold eyes. Long, silky white |
head is dominated by a massive hair hangs down from mane and {orelock, Males sport a white |
pair of mandibles and rows of tri- beard, while females are shmmer. A
angular teeth, single ivory-coloved horn, 2 1o 3 feet
Urmber hulks speals their own in length, grows from the center of
languiage. the forehead. The hooves of a uni-

corn are cloven, A E}’pi-:iﬂ adult
COM BFKT unicom grows e & feet in length, |
Anumber hulk can deliver blows stands 5 feet high at the shoulder, and |
| powerful enough to crush almost weighs 1,200 pounds.
Lany enemy. In additon, irs Unicorns mate for life, ma;l.mg
\mandibles are strong their homes in open dells or glades
encugh to bite through in the ferests they protect, Good and |
armeor or exoskeletons neurral traveless amay  pass_ freely |
with ease, through and even hunt for
. Despite its great food in a unicorns forast, but
Chulk, the umber evil crearures do so ar great |
L hulk s inelligent, risk, Likewdise. a unicormn
| When brute force will attack any heing it dis-
WOT'T OVETCOMmE 3 covers killing for sport in dts
enemy, it 18 more territory. or_ damaging the |
than capable of _forest maliciousty.
outthinking Lane  unicoens. occasionally
those who as- allow themselves to be tamed and
sume it to be a riclden by pood human ar elven |
Lstupid beast, Um- maidens_of purc_heart, Such i |
| ber hulks ofien use unicorn, if reated kindly, is the |
| their nmneling abil- maiden’s loyal steed and pro- |
Uty to create dead- eecror_lor life, even |
| falls and pits for accompanying her |

3 =~

the unwary, . bevond its forest E

Confusing Gaze (Su): Confusion as_cast ]::,' an 3111 -level A unicorn’s horn is renowned for its healing properties. Evil} =

|sorcetet, 30 feet, Will negares DC 15 and unscrupulous beings sometimes hunt a unicorn for its horn, | .“:'I
Tremorsense (Ex) Umber hulks can nummancall) senge the which can ferch up to 2,000 gp, for use in various healing potions %‘ ;
location of anything within &0 feer thar is in contct with the and devices. Most good creatures refuse to teatfic in such things. !
ground. ) _ Unicorns speak Sylvan and Common, g o

UNICORN: f e
| A Unicorns soemally attack only when defending them-

Large Magical Beast
Hit Dice: 4d10+20 (42 hp)
Initiative: +3 (Dex)
Speed: ab (1.
AC: 18 (-1 shee, 43 Dex, +6 namural)
Artacks: Horn <11 melee, 2 hooves +3 melee
Damage; Horn 1d8+8, hoof 1d4+2
Face/Reach: 5 [t by 10 fi./5 ft. (10 fi with hoen)
| Special Qualities: Magic circle against evil, spell-like abili-
ties, immunities
| Saves: Torr +9, Ref =7, Will -5
Abilities: Str 20, Dex 17, Con 21, Int 10, Wis 20, Cha 24
Skills: Animal Empathy +11, Listen +11, Move Silendly 3,
Spot +11, Wilderness Lore +9%
Eeats: Aleriness

! sclvesor their forests, They either charge, impaling foes
X with their horns like lances (see Charge, page 124 in
the Players Handbogk), ot arrike with their hoowves.
The hotn is a 13 magic weapon, though its power
fades if removed [rom the unicorn.
Magic Circle against Evil (Su); This ability
continuously duplicates the effects
ol the spell. The unicorn cannot
suppress this abilig
_Spell-Like Abilities: Unicorns
can detect gvil at will as a [ree action,
Once per day @ unleorn can use feleport
withoul ermot to move anywhere within is
@  home Tt cannot teleport beyond the [orest
boundaries nor back from cutside.
A unicommn can use cure fight weunds three
titnes per day and cune modentte wounds onee per |
day, as cast by a Sth-level druid, by touching a |
wounded creature with i horn. Once per day it |
can use peutrelize poison, as cast by an fthelevel |
_ druid, with a touch ol its harn, =) |
Immunities (Ex): Unicoms ate immune 1o all |
poisons and to charm and hold spells or abilities,
_ 8kills: *Unicorns receive a +3 competence bonus to wilder- |
ness Lare checks within the houndaries of their forest

Climate,/Terrain: Temperate lorest
Organization: Solitary, pair, or grace (3-6]
Challenge Rating: 3

. Treasure: Hone

| Alignment: Always chaotic good

| Advancement: 3-8 HD [Large)

| These erce, noble beasts shun contact with all

but sylvan creatures {dryads, pixies, and the like),
showing themselves only to defend their woodland homes.
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VAMPIRE SPAWN

Medium-5Size Undead
Hit Dice: 4d12 {26 hp)
Initiarive: +& (+2 Dex, +4 Improved Initiative)
Speed: 30 fr.
| AC: 15 (+2 Dex, +3 natural)
| Attacks; Slam +5 melee
| Damage: Slam 1de+4 and energy drain
|Bace,/Reach: 5 [ by 5 f1./5 fi. :
| Special Attacks: Charm, eeTgy drain, blood drain
| Special Qualitics: Undead, 42 turn vesistance, damage reduc-
tion 10/zilver, cold and electricity registance 10, gaseots
form, spider climb, [ast healing 2
Saves: Fore «1, Bel +5, Will =5
Abilities: Str 16, Dex 14, Con — Int 13, Wis 13, Cha 14
| Skills: Bluff +8, Climb +8, Craft (any one! or Profession
| [any onel +10, Hide +10, Jump <8, Listen 111, Move
| Silently +11, Search +8, Sense Motive <11, Spot +11
| Feats: Alertness, Imprmed Initiarive, L:ghtmng
Reflexes, Skill Focus (any :'_.1.111 or Profession)

Climate/ Terrain: Any land and underground
Organization: Solitary or pack (2-5)
Challenge Rating 4

Treasure: Standard

LAlignment: Always chaotic evil

{Advancement: —

[ Vampire spawn are undead creatures thar come into being

{when vampires slay mortals. Like their creators, spawn

[remuin bound to their coffing and w0 the soil of their
| praves,

Vampire spawn_appear just as they did in life,
although their fearures are often hardencd and feel,
with a predarory look.

Vampire spawn speak Cominon,

COMBAT

Vampire spawn use their inhuman strength when engaging
martals, hammering their loes with powerful blows and dushing
them against rocks or walls. They also use their paseous formand
flight abilities to strike where opponents are most vulnerable,

Charm (Su): This is similar to the vampire'’s domination abiliey
isee the Vampire entry in Appendix 3: Templates ), but the save THC
is 14, and the effect is sinilar o chare person as cast by & Sth-level
sorcerer, A chuetned subject allows the vampize spavn to drain his

Lot her bloed (see below),

Energy Drain (Su): Living crearures hir by a vampire spawn's
: slam_attack receive one negative leve]l, The Fortitude save to
Cremove the negative level has a DC of 14,

Blood Drain (Ex) A vampire spawn can suck blood from a
living victim with its fings by making a successful grapple check.
if it pins the foe, it drins bload, inflicdng 1d4 points of perma-
nent Constitution deain each round.

Undead: Immune to mind-influencing effects, poison, sleep,
paralysis, stunning, and disease, Not subject to critical hits, sub-
dual damage, abiliry damage, encrgy drain, or death [rom massive
damage,

Gaseous Form (Su) As a standard acrion, a munplre SPAWT Can
| azsume gaseous form at will, as the spell cast by a th-level sor-
| cerer, but it can remain gaseous indefinitely and has a fly speed of
| 20 feer with perlect maneuverabiling

Spider Climb (Ex): A vampire spawn can climb sheer surfaces
| a5 though with a spider dlimb spell.

Fast Healing (Ex): A vampire spawn heals 2 points of damage |
each round so long as it has at least 1 hit poine I reduced to 0 hit |

points in combar, it automatically assumes gaseous form and ag- |
tempts o escape. [t must reach its cotfin home within 2 houes or |
be utterly destroyed. Once ar rest in irts coffin, it regaing 1 hit |
point after 1 hour, then resumes healing at the rate of 2 hit points |
[per round.

Skills: Vampire spawn receive o 44 tacial bonus to Bluff,
\Hide, Listen, Move Silently, Search, Sense Motive, and
Spot checks.

REPELLING AND SLAYING
VAMPIRE SPAWN

Vampire spawn are equally volnerable
to attacks that slay vampires. For de
tails, see rhe Vampire entry in
Appendix 3: Templares.

Small Outsider (Evil)
Hit [rce: 1ds41 (5 hp)
Initiative: <1 (Dex)
Speed.— Fly 30 fr. (good)
AC: 12 (41 size, +1 Dex)
Attacks: Bite + 3 melee
Damage: Bite 1d+ and poison
Face/Reach: 5 fr. by 5 fi./5 fi.
& Special Atracks: Shrick,
poison, kiss
Saves: Fort +3, Bef 43,
Will 43
Abilities: Str 10, Dex 13,
Con 12, Int 5, Wis 12, Cha 8
Skills; Lisren —+, Spot +3
Feats: Weapon Finesse (bite)

Climate,/Terrain: Any lind and underground
Organization: Cluster (2-3) orswaom (6117
Challenge Rating: 2

Treasure; Mone

Alignment: Always neutral evil
Advancement; 23 HI} {Smalll

These revaling creatures come into the world from the deepest
pits of the infernal planes, They haunt graveyards, ruins, and other
places of death and decay !
A vargouille looks like o hideous, distorted human head sus- |
pended from leathery wings. In place of hair, it is crowned with |
writhing rendrils, and its eves burn with a menacing green flame. |

COMBAT L
Vargouilles attacl by biring with their jagged teeth, Their special |
latracks make them even more dangerous,
Shriek (Su): Instead of hiting, a vargouille can open its dis-
ttended mouth and let out a terzible shrick,. These within s0 feer
(except other varpouilles) who both hear the shriek and can



clearly see the creature must succesd ara Fartitide save (G 12)
or be paralyzed with fear until the monster attacks them, goes
out of range, or leaves their sight. A paralyzed creamure is sus-
ceptible to the vargouille’s kiss. 1f the sayve 15 successiul, that op-
ponent cannot be allected again by that vatgouille's shrick for
one day. |
Poison (Ex): Bite, Fortrude save (DC 12} or be unable to heal |
| the bite damage naturally or magically. A newtralze poison or lieal
| spell temoves the effect, while delay poison allows magical healing. |
Kiss (Su): A vargouille cun kiss @ paralyzed targer with a suc-|
ceasful melee touch attack, beginning a terrible ransformarion. |
| The affected opponent must succeed ar a Fortitude save (0 19)
L or begin to transform, lasing all his or her hair tds hours later.
Alter another 1d6 hours, the ears grow inte leathery wings, tenta-
cles sprour on the chin and scalp, and the teeth become long,
puinted fangs, During the next 1dé hours, the victim sulfers 1da
points of permanent Intellipence and Charisma drain. The rans-
| formation is complete 1da howrs later, when the head breaks free
| of the hody (which promprly dies) and beeomes a vargouille. This|
| transformation is interrupted by sunlight, and even a daylighl ]
spell can delay death, but to reverse the mranslormation requires
FerHore dlﬁr'l'l‘{'.

WIGHT

Medium-Size Undead
| Hit Dce: 4412 {26 hp)
| Initiative: +1 [Dex)
| Speed: 3016
AC: 15 (41 Dex, +4 narural)
| Attacks: Slam +3 melee
Damage: Slam 1d4+1 and energy drain
Eace/Reach: 5 ft. by 5 {r./s fr.
| Special Attacks: Energy drain,
CTeate Spawn
Special Qualities: Undead
Saves: Fort+1, Rel +2,
Wil +5
Abilities: Str 12, Dex 132,
Con —, Int 11, Wis 13, Cha 15
Skills: Climb +5, Hide <8, Listen +8,
Move Silently +15,
Search +7, Spot +#
Feats: Blind-Fight

Climate/Terrain: Any land
and underground
| Qrganization: Solitary, gang
| (2-3), orpack (a—11)
| Challenge Rating: 3
| Treasure: Mone
Alignment: Always
lavelul evil
Advancement; 5—&8 HI}
(Medinm-size)

In ages past, the rerm “wight” meant sitmply “man’ As the years
went by, however, the word came to be associated with these dak
undead,

A wight's appearance is o weind and rwisted reflection of the
| form it had in life. Wild, frantic eyes burn with malevolence, The
leathery, desiccared flesh is drawn tright across its bones, and the
| teeth have grown into sharp, jagged needles.

Wighrs lurk in barrow-mounds, catacombs, and other places
thick with the surs of death, where they nurmre their hatred.
They seek 1o destroy all life, filling graveyards with their victims .
and populating the world with their hortid progeny:

COMBAT

Wights attack by hammering with their Asis. |
Energy Drain (Su): Living creatures hit by a wight's slam |
aitack receive ane negative level, The Fordtude save to remove the |
(negarive level has a THZ o 14,
Create Spawn (Su): Any humaneid slain by a wight becomes a
\wight in 1d4 rounds, Spawn are under the command of che wight
that ereated them and remain enstaved until its death, They do not
possess any of the abilides they had in life, !
Undead: Immune o mind-inflsencing effects, poison, sleep, |
paralysis, stunning, and disease. Not subject to critical hirs, sub- |
dual damage, ahility damage, energy drain, or death from massive |
damage, -
skills: Wights receive a +8 racial bonus o Move Silently |
checlis,

WILL-O'-WISP

Small Aberration {Adr)
Hir Dice: 9da (40 hp)
Initiative; 13 {+9 Dex, +4 Improved Initarive!
s Speed: Tly 50 ft. (perfect)
AC: 29 (+1 size, +9 Dex, +9 deflection)
Artacks: Shock 416 melae
Damage: Shock 2d8 ;
Face/Reach: 5 fr. by § fo./5 0L
Special Qualities; Spell immunity,
natural invisibility
Saves: Fort 13, Ref =12, Will +9
Abilities: Str—, Dex 29, Con 10,
Tnt 15, Wis 16, Cha 12
Skills; Blufl <11, Listen +17,
Search +14, Spot <17
Feats: Alermness, Blind-Fighr, Dodge,
Improved Initiative

Climate,/ Terrain: Any swimp
Organization: Solitary or string (2-4)
Challenge Rating: &

Treasure: 110 coing; 50% goods;
50%: drems
Ly Alignment: Always chaotic evil

Advancement; 10—18 HD {Small)

Will-owisps are evil crearures that

feed on the powerful emations as-
sociated with panic, herror, and
death. They delight in luring eravel-
eminio deadly peril, then absorbing

the resulting emanations,

Unless feightened, a will-o-wisp
appearsas a faintly glowing sphere
of vellow, white, green, or blue light
The creatures are easily mistaken for

lanterns, especially in the fogey marshes and swamps
where they reside,

A will-gwisp is a globe of semisolid vapor about 1 Rl acrass |
and weighing about 3 pounds, and its glowing body sheds as |
much light as a rorch, It has no vocal appararus but can vibrate ro.|
create a ghostly voice. Will-o'-wisps speak Common and Auran,.

| plus twi bonus languages.

COMBAT |
W illoi-wisps usually avoid combat. They prefer to confuse and be-
wrilder adventurers, luring them inte morasses or other hazardous
places. When they are forced o fight, they loose small elecrrical

shocks, which act as normal melee atracks.




Spell Immunity (Ex): The only Trip (Exk A winter wolf that hits with a bite artack can attempt |
spells that can affect will-dwisps o o tootrip the apponent 45 2 froe action (see page 139 in the Mlayer's |
are magic cocle against chaos, o Handbeok) without making n touch attack or provoking an |
magic circle againsl vl magic attack of opportunity If the attempt fails, the oppenent cannat |
missile, maze, protechem from react o toip the winter wolf,
chaos, and protuction fram ceil Cold Subtype: Cold immunity; double damage from

Natural Invisibility [ire except on o successful save.

!iEx,}: A startled or fright- Skills: Winter wolves receive a <1 racial bonus to

| ened will-owisp can extin- * Listen, Move Silently, and Spat checks, and a +2 racial |

L puish its plow, effectivaly bonus o Hide checks, *Their namural coloration grants |

| becoming invisible as winter wolves 2 +7 racial bonus o Hide checks in areas of |

,thnspg:]] snow and ice. A winter waolf has a +4 racial bonus o |

. Wilderness Lore checls when tracking by scent.
WINTER ey
WOLFE WORG

iLarge Magical Beast
I -
| Hit Dice: 6d10+18 (51 hp)

Initiative: +5 {+1 Dex, 14

Medium-Size Magical Beast
Hit Dice: 441048 (30 hp)

| Initiative: <2 (Dex)

Speed: 50 fr.

AC: 14 {42 Dex, 42 napural)

Improved Initiative] Attacks: Bite +7 melee
Speed: 50 fL. Damage; Bite 1ds14
AC: 15 (=1 stee, +1 Dex, 45 Face/Reach: 5 fi. by 5 66./5 fr

naturzl) Special Attacks: Trip

Attacks: Bite 49 melee Special Qualities: Scent

Damage: Bire 1d5+6 Saves: Fort +6, Ref +6. Will +3

| Face,/Reach: 5 fi. by 10 f./5 ft. " ' Abilities: Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10
| Special Attacks: Breath weapon, trip : Skills: Hide +7, Liston +8, Move Silently +7, Spot 49,

| Special Qualities: Scent, cold subrype Wilderness Lore <2*

-

| Saves: Fort +8, Bel 16, Will +3 f : —  TFeats: Alertness

| Abilities: Str 18, ex 13, Con 16, Int 9, Wis 13, Cha 10

| Skills: Hide +6%, Listen +9, Move Silently +7, Spot <9, -
Wilderness Lore 1%

| Feats: Aleriness, Improved Initiative

Climate/Terrain: Any forest, hill, plains,
and mounteing
Orpanigation; Solitary, pair, or pack
e—11)
Challenge Rating: 2
Treasure: 1,10 coins; 50%
goods; 50% items
Alignment: Always
nettral evil
Advancement: 5—¢
HD (Medium-siee);
7—12 HD (Large)

Climate/Terrain: Any cold land and undergrowsd
Organization: Solitary, pair, or pack (2-5;
Challenge Rating: §

Treasure: 1,10 coins; S0% goods; SU% items
Alignment: Always neuteal evil

Advancement: 7—2 H1 (Large) 10-18 HD ( Huge)

Dangerous predators of the tundra and other chill re
glons, winter wolves pursue prey relentlessly They
rarely give up the chase until they bring dowm their
quArT.

Winter wolves are more intellizent than their
| smaller cousins and sometimes associate with other evil
| creatures of their cold homelands, such as frost giants,
| whom they serve a5 scouts, bunters, and trackers,

The creature resembles a huge, white wolf with icy blue
eves, It grows abour & feet long and stands about 4 1,2 feet
at the shoulder,

Winter wolves can speak Giant and Common.

COMBAT

Winter wolves typically hunt in packs. Their sice, cunning,
and formidable breath weapon allow them to hunt and kill
jcreatures much larger than themselves. A pack usu-
(ally circles an opponent, each woll attacking in
| tuen to exhavst i, 1 they're in a hurey, whire
Lwolves tey to pin their foes. i st
Breath Weapon (Su): Cone of cold, 15 &, i T
every 1d4 mounds, damage 4ds, Reflex half DC 16, Winter
wolves can use their breath weapon while biting.

T
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Worgs are dire wolf off-
shoots that have artained
some intellizgence and an
evil disposition. They
SDmE‘nmE‘B associate 'r\'j.dl
other evil beings, particu-
arly goblins, whom they
|serve 45 mounts and
| guardians.

Worgs typically live and
hunt in packs. Their fa
Lvnted prey is large herbis
vores. Although they rypi-
cally stalk and kill young,
sick, or weak animals, they
don't hesitare to hunt
humaneids, particularly
ywhen game is scarce,
[ Worgs may stalk hu-
{manoid prey for hours
or even days before at-
tacking, and choose
rthe most advantageonus
terrain and time of day to
do 5o (during the predawn

hours, for example).
LA worg looks lile a
| black or gray walf, with a
i malevalent intelligence in
Lits face and eves, The typi-
ccal specimen grows to §

| fret long and stands 3 feer tall at the shoulder, Saves: Forr +1. Ref+4, Will 16 |
More intelligent than their smaller cousins, worgs speak their Abilities: Str—, Dex 16, Con —, Int 14, Wis 14, Chais !
| own language, Some can also speak Common and Goblin, Skeills: Iide +11, Intimidate +10, Intuit Direction +6, Listen 112,
. Search +10, Sense Motive +8, Spot +12
COMBAT Feats: Alertness, Blind-Fighr, Combar Reflexes,
Mared pairs work together to bring down large game, while lone Improved Initiative
worgs usually chase down crearures smaller than themselves.
Both often use hit-and-cun tctics to exhaust their guarey, A pack | Climate /Terrain: Any land and underground
usually circles a larger opponent: Bach wolf attacks in turn, biting | Organization: Solitary, gang (2-5), or pack (6=11]
and retreating, until the creature is exhausted, at which peint the, Challenge Rating: 5
pack moves in for che kill Il they ger impatient or heavily our- Treasure: None
number the opponent, worgs attempt ro pin it, Alignment; Always lawful evil
Trip (Ex) A worg that hitswith a bite arrack can attempt to wwip Advancement: 6—10 HD (Medium-size)
the opponent as a free action (see page 139 in the Meyer’s Hand-
boal) without making a teuch attack or provoking an attack of op- Wraiths are incorporeal creatures born of evil and darkness, They
porrunity, If the artempt fils, the opponent cannot react 1o trig despise all living things, as well as the light char nurtures them,
, the worg, Altheugh composed of darkness, wraiths are more or less hu-
Skills: A worg receives a +1 racial bonus ro Listen, Move manoid in shape. They are urmerly featureless except for the glow
| Silently, and Spor checks, and a <2 racial bonus ro Hide checks. A ing red pinpeins of their eyes, In some cases, the grim silhouette
| worg has a <+ racial banus to Wilderness Lore checks when mack- of a wraith might appear armoted ot outfitted with weapons, This
ing by scent. does not affect the creature’s AC or combat abilities bur only re

flects the shape it had in life,

WRAITH comsat

Medium-Size Undead (Incorporeal) Close combat with a wraith is dangerous, thanks 1o its deadly
Hit Mice: 5d12 {32 hp) touch. |
Initiative: +7 (+3 Dex, +4 Improved Tnitiative) Constitution Drain (Su): Living creatures hit by a wraithis in- |
Speed: 30 fr, fy 60 . (pood) corporeal ronch attack must succeed ara Fortitude save (DC 14 o1 |
LAC: 15(+3 Dex, +2 deflection) : sulfer 1da points of petmanent Constitution dealn, 4
| Attacks: Incorporeal touch +5 melee Create Spawn (Su): Any humanoid slain by a wraith becomes |
| Damage: Incorporeal touch 1d4 and 1de permanent a wight in 1d4 rounds. Spawn ate under the command of the |
Constiturion drain wraith. that created them and remain enslaved untl its dearh. |
| Face/Reach: & fr. by 5 fr./5 fr \They da not possess any of the abilities they had in life.
Special Attacks: Constitution drain, create spawn | Unnatural Aura (Su): Both wild and domesticated animals
Special Qualities: Undead, incorporeal, +2 rurn resistance, | .ian sense the unnarural presence of a wraith at a distance of 30
unnatural aura, daylight powerlessness ] feer. They will not willingly approach nearer than that and panic




il forced to do so; they remain panicked s long as they are

within that ran ge.
Undead: Immune to mind-influencing
effects, poison, sleep, paralysis, siun-
ning, and disepse. Mot subjoct
to critical hits, subdual
| damage, ability damape,
|enerpy drain, or death
| from massive damage.
Incorporeal: Can he
harmed only by other incor-
\pareal creatures, +1 or beter - 3
|Magic Weapons, or magic,
with a 50% chance (o dpnore any dimage
from a corporeal source, Can pass
through solid abjects_ar will, and
(o attacks pass through armor
JAlways moves silently,
Daylight  Powerless-
i mess (Ex): Wraiths are ut-
terly powerless in
natural sunlight (noc
merely a daylighl spell)
and flee from ir,

Huge Dragon

| Hit Dice: 7d12+14 (59 hp)

| Imitiative: +1 {Dex)

| Speed: 20 fr, fly 60 ft. (poor)

LAC: 17 (=2 size, o1 Dex, +8 natural)

L Attacks: Sting +9 melee, bire +4 melee, 2 wings —4 melee; or
2 claws +92 meles

Damage: Sting 1d6+4 and poison, bite 2d8+2, wing
tdu+2y or claw 1da+4

Face/Reach; 10 ft, by 20 fr,/10 fr,

Special Attacks: I'oison, improved grab,
snarch

Special Qualities: Scent

Saves: Forr +7, Ref +6, Will +&

Abilities: Str 19, Dex 12, Con 15,
Int i, Wis 12, Cha 9

Skills: Listen 13, Mave
Silently <9, Spoe +13*

Feats: Alertness, Flyby Attack

 Climate/Terrain: Temperate and
warm foresr, hill, and
mountains
| Organization: Solitary,
palr, or Might (3-8
Challenge Rating; &
Treasure: Standard
Alignment: Usually neuceal
Advancement: 810 IID (Eupe) 11-21
HD {Gargantuan)

A distant cousin to the dragon. the wyvern is
\a hupe Aving lizard with a poisonous stinger in
itz rail.

The 30-fooelong, dark brown to gruy body ol the
Lwryvern is half rail, dpped with a thick koot of car-
| tilage from which a stinger proteudes much like
| that of a scorpion. Ies leathery bat wings meas-

ure pyver 50 feet from dp to tp. The huge
jaws are filled with long, sharp teeth, and

.

the eyes are red or ornge. Unlike o dtapon, it has only hind |
legs, which It uses as a hunting bied would, & wyvermn |
dogs not have @ strong odor, although its lair might |
smell of a regent kill These beasts can make rwo sounds: |
a loud hiss and a deep-throated prowl much like that of a
bull alligator,
Some wyverns speak Draconic, but most are too stupid
to understand any language.

COMBAT

Whverns are rather stupid bue always aggressive: They |
attack neatly anything that isn't obviously more power-
ful than themselves, A wyvern dives from the air,
snatching the opponent with its claws and stinging it |
to death
A wryvern can slash with ies claws only when making u
flyby attack, and it cannot make bite, sting, or wing attacks,
Poison (Ex): Sting, Fortitude save (IMZ 17); inital and sec- |

Londary damage 2d6 temperary Constinution.

Improved Grab (Ex): To use this ability, the wyvern muse hit
with both claw attecks, I it pets a hold, it hangs on and stings,

Snatch: If 2 wyvern gers 2 hold ona creature four or maore sizes |
smaller, it autotmatically deals damage with both claws and its sting
attacks each round the hold is mainined, ;

The wyvern can drop o creature it has snatched as a free action
or use a standard action to ling it aside, A lung creanire travels 30
feet and ralses 3d6 points of damage. Tf the wyvern Dings it while |

lying, the creature suffers this amoeunt or falling damage, |

whichewver is greater, _
Skills: "Wyverns receive a +3 racial bonus to Spot checks when |
flying during daylight hours.




Medium-Size Outsider {Evil, Lawiul)
Hit Dice: 5cd8+10 (32 hp!
Initiative: =7 {+3 Dex, 44 Improved Initiative)
Speed: 40 fi.
| A 20 (+3 Dex, +7 narural
| Attacks: 2 short swords +7 melee, 2 claws 12 melee for ¢
claws +7 melee): or 1 or 2 longhows 48 ranged
Damage: Short sword 1d6+2, short sword 1de+1,
claw 1d4+1; claw 1d4+2, or longhow 1d8
| Face/Reach: 5 fr. by 5 fi./5 fi.
| Special Attacks: Improved grab, paralysis, implant
Special Qualities: SK 21, planewalk
Saves: Fort +6, Ref +7, Will +3
Abilities: St 15, Dex 16, Gon 15, Int 13, Wis 12, Cha 11
Slkills; Escape Actist 11, Intuit Direction +6, Listen +9. Maove
Silently +11, Spot +9, Tumble +11
| Eeats: Improved Initlatve, Multidexterity, Multiweapon
Fighting

Climate; Terrain; Any land and underground
Organization: Solitary or gang [2-5)
Challenge Rating: &

Treasure: Standard

Alignment: Always lawful evil

| Advancement: 6-& HD {Medium-size); 315 HD {Larga!

| Malevolent and exireme, xills ave known for brurality and ol
tarianism, They combine a healthy dose of evil with a keen love of
Lcroelty, :

A xill is quasireptilian, with four arms, broght red scales, and
| dark, penetrating eves. It stands 4 to 5 feet tall and weiphs ahout
| 100 pounds. Some xifls are harbaric and ferce; others are more

givilized creatures who rely on brutal order.

COMBAT

%ills are dangerous opponents, arracking with all four limbs ac oo,
penalty. More civilized ones use weapons, usually fighting with |

twes at a time 5o as 1o leave two claws [ree for grab arracks,

ills typically lie in wait on the Etheteal Plane for suitable prey

1o happen by, then ambush it using their planewall abilitg. They
make full use of their Tumble skillin combat Usually, one or teo
distract physically powerful enemics by sttacking, then assuming

a defensive stance while their fellows |
munetver to advantage. |
Kills seldom desmoy enemies in combat bue |
take prisoners whenever they can, dragping them |
back t the Ethereal Plane and implanting them with
eggs.

Trnproved Grab (Ex): To use this ability, the sll
st hir with one o more clow attacks. The grap-
ple check has a 42 bonus for each claw that |
hits. TF it gets a hold and maintains it the |
next round, it mromatically bites the foe |
at thar rime, The hite deals no damage
but injects a paralyzing venom,

Paralysis (Ex): Those bitten by a |

xill must succeed at a Fartitude save |

(DC 14} or be paralyzed for 1d4 |
hours, Barbaric xills secrete enough
venom to hite two oppOnents every 6 |
houes, while their civilized cousins can,
bite only once per day.

Flanegwalle (Su): These planar
travelers like to slip betwreen |
the folds of space to artack |

enemies as though from
thin air. They can cross |
fromn the Ethercal Plane with a |
move action but take 2 rounds wo cross back, during |
|which time they are immobile. As a xill fades away, it becomes |
harder to hic Opponents suffer a 20% miss chance on the first
round and a 50% miss chance on the second. ]
tmplant (Ex): Xills lay their eggs inside paralyzed creatures. |

I'he young emerge about 90 days later, literally devouring the host |

[rom inside. A& remoe discase spell tids a victim of the egg, as does |
a successhul Heal check (DG 20) by someone with that skill If the
check fatls, the healer can try again, bur each arrempt (suceesstul
or net] deals 1d+ poines of damape to the patient.

Fears: A xill receives the Multiwespon Fighting fear as a bonus
Fear, With its Multidexrerity and Multlweapon Fighting feats, it
can arrack with all its arms at no penalty as a racial abilice

XILL CHARACTERS
A gang of civilized xills is invariably led by a cleric. Xill clerics can
choose any twe of the following domains: Evil, Law, Smrength, and
Travel.

XORN

Minor Xorn Average Xorn Elder Xorn
| Small Outsider (Earth) Medinm-Size Outsider {Earth) Larpe Outsider (Earth)
Hit Dice: sd&+e (19 hp) FedA+14 (45 hip) 15da+6 (127 hp)
Initiative: +0 0 +0
 Speed: 20 [, burrow 20 ft. 20 fr., burrow 200 20 [, burrow 20 ft.
| AC: 23 {41 size, +12 natural) 22 (+12 natural), 22 {1 size, +13 natural}
Artacks: Bire +6 melee, 3 claws +4 melee Bite +10 melee, 3 claws +8 meles Bire +21 melee, 3 claws +19 melee
Damage: Bire 2d8+2, claw 1d3+1 Bite 46+ 3, claw 1d4-1 Bire 4d&8+7, claw 1d&+3
Face/Reach: s fr. by 5 fr/s fr 50k by s fr/sfr 10 fe by wo fr. /1ot
Special Atacks: Burrow Burrow Burros
Special Qualities:  ¥orn qualities Horn qualities Korn qualities
Saves: Fort +5, Befl 43, Will +3 Fort +7, Ref +5, Will 5, Fort 413, Ref =9, Wil 49
Abilities: Str 15, Dex 10, Con 15, Sri7?, Dex 10, Con 15, Str 25, Dex 10, Con 19,
Int 10, Wis 11, Cha 10 Int 10, Wis 11, Cha 10 Int 10, %Wis 11, Cha 10
Skills: Hide +10, Intuit Direction +3, Hide +10, Inmit Direcrion =14, Hide +14, Intuit Direction +18,
Listen +6, Move Silently +3, Listen +10, Move Silenely 110, Knowledge (minerals)y +12,
Search &, Spot +8 Search +10, Spot <14 Listen <18, Move Silently +18,
Search 22, Spot +22
Feats: Multiatrack Mulriateack, Power Attack Cleave, Great Cleave, Multiattack,

Porwer Attack




Climate/ Terrain:  Any land and undergrotnd Any land and underground Any land and underground
Organization: Salitary, pair, or cluster {3-5) Solitary, pait, or clusrer (3-5] Solitary, pair, or party (6-11)
Challenge Rating: 3 . & &

Treasure: Maone Mone Mone

Alignment: [ sually newteal Usually neutral Usually neutral
| Advancement: 4 HD (Small} B-14 HD Medium-size} 1621 HD {Large); 22—45 HD (Huge;
| 3pens are scavengers from the Elemental Plane of Earth, i All-Around Vision (Ex); Xorns' symmerrically placed eyes |

The wide hody of a xorn is made of 2 pebhbly, stonelike material. | _Jallow them o look in any direction, bestowing a =+ racial bonus |

|1t has a large, powerful meuth on_top of iis head, surmunded by | |10 Spot and Search checks Xorns can't be flanked. |
| three Jong arms, tipped syith sharp talons, symmenically post Tremorsense (Ex): Xorns can auromatically sense rhe lo-

ration of anything within &0 feet that is in contact with
the ground.

tioned arpund it, Berween the arms
are lurge, stone-lidded
eyes that see in all
directions. Ag its
\ hase are three thicl,
\short legs, each directly
(beneath an eye. The
lwhole bedy is de-
signed for burrow-
ing, mouth first,
Minor xorns are
about 3 feet tall and
wide and weigh
abour 120 pounds,
(Averdge ¥orns are
Labout 5 feet tall and
Uwide, weighing about
{1,106 paunds. Elder
ixprns are about &

YETH HOUND

Medium-Size Outsider (Evil)
Hit Dice: 3ds46 (19 hp)
Initiative: +6 {+2 Doex, +4 Improved
Initiarivel :
Speed: 40 ft., Oy 70fc (good).
AC: 20 (+2 Dex, +8 patural)
Artacks: Bite +6 melee
Damage: Bite 1d58+4
Face/Reach: 5 [t by 5 ft./5 fi.
) Special Attacks: Bay, tip
Special Qualities: Scent, light, damage reduction
10/silver
TetE Qaves: Fort +5, Bel +5, Will +5
Abilities: Str 17, Dex 15, Con 15, Int &, Wis 14, Cha 10

| feet tall and wide and welgh about 2,000 pounds.. ! Skills: Listen +8, Spor <8, Wilderness Loce +87
Xorns speak Terren and Commaon. Feats: Improved Initiative
COMBAT Climate;/Terrain: Any land and underground

Xorns do not attack Qeshly beings except to defend themzelves or Organization: Solitary, pair, or pack (6-11)

their property, since they cannot digest mear. Xorng ave indifferent.  Challenge Rating: 3

1o crearures of the Material Plane—swith the sole exception of | Treasure: None

anyone carrying a significant amount of precious metalsor minerals, . Alignment: Always neutral evil

which xerns can smell up to 20 feet away. A xorn can be guite ag-| Advancement: 46 HD {Medium-size), 7-9 IID (Large)

gressive when :.eeiij_l.}g ib-:rd._l;‘:ﬁpf:r_"i.a.u:,' pn the Material J.*I.ﬂ'l'll-'!, whone |
such susrenance is harder to fnd than it is on its native plans,

A xorns Gwvorite mode of attack is to wait just beneath a stone
surface until a foe comes within reach, then emerge suddenly.
Croups of xorns often send one of their number to the surface to
negotiate for [ood while the remainder position themselves
for a surprise atrack.

| Burrow (Ex): A xorn can glide through stone, dir, or

Lalmost any other sort of earth except metal as easily as

|1 fish swims through water. Its burmowing leaves

| behind no tunnel or hale, ner does it create any ripple
or ather sipns of its presence. A move earth spell cast
of 4 ared conraining a burrowing xom flings
the xorn back 30 feet, stunning the creature
for 1 round unless it succeeds at a For-
rrude save,

Korn Qualities

Immunities {Ex):

 Xorns are imrmune ; e

| to fire and cold. . S - .
Resistances (Ex): Xorns have elec .

Lrricicy resistance 10,

| Half Damage from Slashing (Ex}

| Slashing weapons deal only half damage

o worns, with s minimum of 1 point of

damage.




These fearsome flying hounds glide low over the countryside ar
night, seeking likely prey.

A yeth hound looks something like an l:wcmm.d,g,v:e‘;'huund
with dull black fur, Tt stands 5 leet rall at the shoulder and welghs
abeout 400 pounds. Tis eyves plow cherry red,

COMBAT 1
| Yeth hounds buat only ar nighe. They fear the sun and never ven: |
ture out in daylight, even if their lives depend on ir.

Bay (Su); When a yeth hound howls o barks, all creatures except |
| other evil outsiders within a 300-fpor spread must succeed ata Will|

| save (DC 12} or hecome panicked for 2d4 rounds. This is 4 sonic,
_mind-affecting fear effect. Whether or not the save is successlul, an
affected ereature is immune to that hound's bay for one day.

Trip (Ex): A veth hound thae hits with irs bive areack can ar-
tempt 1o trip the opponent s a [tee action (see page 139 in the
| PMlayer's Handbﬂuk, without making # touch attack or provoking an

cattack of opportunity. 1 the arrempt fails, the opponent cannot,
 react to trip the yeth bound.

Elight (Sul: A yeth hound can fly as the spell cast by an 11th-,
level sorcerer, as a free action, A yeth hound that loses this abilicy |
falls and can perform only partial actions.

Slills: *A veth hound receives a +4 rucial bonus to Wilderness
Lore checlks when tracking by scent,

L=

+

YRTHAK

| Huge Magical Beast
| Hit Dice: 1210936 (102 hpd
| Imitiative: 46 {42 Dex, +4 I.rnpr-.wcil I.muam!w
| Speed: 20 ft, fly 60 fr. (average)
| AC: 18 (-2 size, +2 Dex, +8 natural}
| Attacks: Bire <15 melee, 2 claws +13 meleg_
| Damage: Bite 2d8 5, claw 1de+2
| Face/Reach: 10 fr by 20 ft./10 [,
Special Attacks: Sonic lance <12 ranged touch, L.xp]m-m
Special Qualities: Blindsight, sonic yulnersbility
Saves: Fort +11, Bel +10, Will =5
Abilities: Str 20, Dex 14, Con 17, Int 7, Wis 13, Cha 11 fc
Skills: Listen +19, Move Silently +10
Feats: Flyby Artack, Improved Initiative,
Multiattack

n, shatch

Climate/Terrain: Any hill and
mountaing
Organization:
Solitary ot

clutch (2-4)
| Challenge Rating: 9
| Treasure: Mone
| Alignment: Olien
netral
Advancement:
13-16 HD (Huge);
17-36 HD
[Carga np.v_zln‘.- -

T e W R

A strange predaor from desolate wastelands, the yrehalk terrorizes |
the area it inhabits as an always hungry dragon mighy

Repeilian with fleshy wings, a long tail, and a large fn on irs |
back, an yrthak is blind, Tt senses sound and movement with
Lspecial organ on its long tengue. A single hornlike protrusion on
Lits erocodilian head emits pewerfully focused beams of sound.

| The entire creature is a vellowish green color, with the wings and
{fin being more vellow and the head and body more green, The
teeth are yellow:

Yrthaks are crafty and devious They are omnivorous huL.pJ:EiEL.
\meat. An yrhak keeps a nest high in irs isolated mountain lair and |
may travel for days in search of food, renuming only infrequently.
Yrhals are sometimes secn swooping a hundred feet over the
ground, attempring o sense prey

Despite their intelligence, yrthaks do not speak.

COMBAT

! An vrthak prefers o attack [rom the air, srafing the ground with |
Jsonic attacks or snatching up and dropping prey (eventually land- |
Ling to devour the flartened mess).

Sonic Lance {Su): Every 2 rounds, an yrthak can [ocus sonic |
energy ina ray up to 60 feet long, This is a ranged touch artack thar |
deals adé points of damage 1o single target. |

Explosion (Su); The yrthak can [lite its somic lance at the |
ground, a large rock, a stone wall, or the like to cosate an explosion
of shateered stone, This attack deals 2ds points of piercing damage |
tor all within 10 feet of the effects center. |

This counts a5 a use of the sonic lance and thus is usable only |

|once every 2 rounds, and never on a round following a sonic lanee |
arcack.

Snatch (Exk An }-rlhak thar hirs a Medium-size or s mal!u
creature with a 1_1,;11,1,. attm:k arrempts Lo stacl a g;l‘l.pp;lc as a &%.‘J:._,
action withour provoking an anack of opportunity, IL it gets a |
hold, it can fly off with its prev and deal automatic claw damage, |
though it prefers to drop victims fom a height, It can drep a

snatched crearure as a free acrion, which deals normal
talling damage if the yrehalk is flying.
Blindsight (Ex): An yrthak can ascertain all foes within
120 feet. Beyond that range it is considered blinded, Yrthaks
ave invulnerable to gaze attacks, visual effects of spells such
as illusions, and other artack forms that rely on sight,
An yrthak whose sense of hearing is impaired is ef
fectively blind, trearing all targets as torally con-
cealed (zee Concealment, page 133 in the Players
Harl baak ),

4

Sonic Valnerability (Ex): Yrihaks
are affected by loud noises
-i‘\ and sonic spells (such as
ghost soend o alence)
and are mote suscepti-
ble o scund-based at- |
tacks, suffering a
—2 racial penalry m
all saves,
Skills; Yrrhales re-
celve a +4 racial bonus |
to Listen checks,

o T




YUAN-TI

Pureblood Halfblood Abomination
_ Medinwm-Size Monstrons Homanoid  Medium-Size Momstrous Homanoid  Large Monstrous Humanoid
Hit Dice: i (27 hpl 7dg+7 (38 hpi adgi27 (67 hp}
Initigtive: +3 (+1 Dex, +4 Improved Initdative) +5 (+1 Dex, 4 Improved Initiative) +5.(+1 Dex, +4 Improved Initative)
| Speed: 3o fr. 3o ft. 30 fi., elimb 20 ., swim 20 fr.
AC: 16 (+1 Dhex, 41 parural, +2 leather, 16041 Dex, 11 nanueal, +2 leather, 2041 size, 11 Dex, +10 natural); ar
+2 masterwork lage shield) 12 masterwork large shield) 21 {1 slze, +1 Dex, +10 nacural, +1
masterwork small shield) with
| human arms
| Artacks: Masterwark scimitar +7/+2 melee; Masrerwork scimitar ~10/45 melee Masterwork falchion +13/48
or masterwork longhow with {and hite if snake-headed +4 melee); melee (human arms) (o bite
masterwork arrows 4314 fanged or masterwork mighty composite +12 melee if snake-headed); or master-|
longhow (12} with masterwork work mighty composite longbow
arrows +10/+5 ranged (+2) velth masrerwork arvows <11/+6
: ranged (human arms)
Dharmage: Masterwork scimitar 1ds; Masterwork scimitar 1ds+2, Masterwork falchion 2d416, bite 2da+e
or masterworlk longhow 1d8 bite 1dé+1 and poison; or masterwork  and polson; or masterswork mighty
mighry composite longbow (12) 1d8+2  composite longhow (+2] 10842
Face/Reach: s it by 5 fr.f5 fe shbysf/sfe shbysf/inft
Special Attacks:  Spell-like ahilines, psionics Spellike abilities, psionics Spell-like abilivies, psionics, improved
grab {if snake-headed), constrict (de+é
Special Qualites: SR 15 5l 16 SH1e
Saves: Fort <2, Bef +6, Will 42 Fort +3, Ref +6, Will +9 Fort +6, Ref =7, Will <10
 Abilities: Str 11, Dex 15, Con 11, Srr s, Dex 13, Com 13, S 19, Dex 13, Con 17,
| Int 18, Wis 18, Cha 18 Int 18, Wis 18, Cha 1s Int 18, Wis 18, Cha 16
| Skills:. Concentration +9, Craft {any twa) ot Concentration +11, Craft (any swo)or  Concentration +11, 2 Craft {amvy tarn). |
| Knowledge (any two) +9, Disguise -3*,  Knowledge (any rwe) +9, Hide +8% or Knowledps (any twra) +9, Hide +9%,
. = Hide + 7%, Listen +15, Spot +15 Listen <15, Spot <15 Listen +15, Spot +13
, Eears: Alertness, Blind-Fight, Dedge, Alermmess, Blind-Fighy, Dodge, Alertness, Blind-Fighe, Dodge,
Expertise, Improved Dnitiative Expertise, Improved Initiative Expertise, Improved Initiative
Climate/Terrain:  Warm forest and underground Warm forest and underground Warm forest and underground
Orpanization: Solitary, pair, gang (2-4), troups i 2-13 pureblosds, 2-5 hallbloods, and 2—4 abominations), or tribe (20-160 pusebloods,

1080 hallbloods, and 10-40 abominaticns]

Challenge Rating: 5 g

rl
Double standard

Treasure: Double standard Dioible standard
Alignment: Usually chaotic evil Usually chactic evil Usually chaotic evil
Advancement: By character class By character class By character class

The yuan-ti are descended from humans whose bloodlines have
been mingled with those of snakes. Their evilness, cunning, and
ruthlessness are legendary.

Yuan-ri constantly scheme 1o adwance their own dark agendas,
they are calculating snd suave emough to form alliances with
other evil creatures when necessary, but they always put their owm

interests frst,

All yuan-ti possess some snakelike features, and many have

(snake body parts. Yuan-ti speak their own language, plus
| Common, Draconic, and Abyssal.

COMBAT g

Vuan-ti are geninses and hght a5 such. They plan elaborate traps
and urilize their surroundings superbly in combat, prelerring am-
bushes to direct confromration, They also prefer ranged attacks
and spells 10 melee, and they liberally wse couse for and aversion
to keep loes ar a distance.

In a mixed group, the least valuable and povwerful attack first.
| This means thar the purehlomls go before the halfbloods, which go
| before the abominations, The group leader may order particular
| members forwand before others if thar makes for bewer siratepy
| Spell-Like Abilities; (Human-headed) 1/day—ammal tanee,

| cause fear, deeper dorkness, entangle, newtalize poison, suggestian, and |
| polymorph other. These abilities ave as the spells cast by an sth-level |

sorcerer [save DC 13 4 spell level),
Priomics {Sp): All yuan-ti can produce the following -:Jle-:ts.atw]ll

Lietect Prisan: As the spell cast by a sth-level sorcerer,

Alternate Farm: The vuan-ii can_assume the form of a Tiny
Larpe viper (see the Snake entry in Appendix 1; Animals), This abil-
ity is similar to 2 shapchange spell cast by a 19th-level sorcever bur
allows only viper focms. If the yuan-ti has a poisonous bite of its
o, it Listes s own of the viper's poison, whichever is more potent.

harreleom Frwer: The yuan-ti can change the coloration of feseld
and its equipment to match its sirroundings,

Produce Acud: The yuan-ti can exude acid from its hady, dealing
tde points of damage to anything it touches. The acid becomes
inert when it legves the yuan-ns body,

Aversion: The yuan-ti creates a compulsion ellect targeting one
creatute within 30 feer. The subject must succeed at a Will save
(D A7) or gain an aversion to snakes for 10 minutes. Allected
subjeces must stay at least 20 feet from any snake or yuan-ti, alive
or dead; if already within 20 feer, they move away. A subject can |
overcorme the compulsion by succeeding at another DC 17 Will |
save, bur still suffers deep anxiety This causes o 4 reduction fo |
Dexterity until the effect wears off or the subject is no longey |

(within 20 feet of a snake ar yuan-il, This ability is otherwise simi- |

lar o antipathiy as cast by a Leth-level sorcerer,
Poison (Ex); Hallbloesds and abominations with snake hLa-:ls

lonly—hite, Fortinude save (DO 173 initial and secondary dumage
|1di temporary Constinion,

Skills: *Vuan-t using chamelegn power receive 4 +8 circumn-
stance bonus o Hide checks,




Yuan-TiI HaLFBLOOD FEATURES

1d6 Roll* Feature Effect
1 Snake head Bite damage 1d6 and poison (save
DC 14; initial and secondary dam-
age 1d6 temporary Constitution)
i Flexible tarsa =1 racial bonus to Reflex saves
L3 Ma legs, snake tail Speed 20 fi, climb 15 ft., swim 15§
ft: can constrict Medium-size or
smaller creatures for 14643 |
damage |
[ses Abamination, below)
L4 Snakes instead of Gains 2 bite attacks [1d4
arms damage and paison as above)
5 Scales instead of skin 44 natural armor
& Legs and snake tail . Speed 30 ft., swim 15 fi.; can

constrict Smatl or smaller

_cregtures

for 1d4+3 damage (sce

Abaminatian, below)
“Roll twice, ignoring duplicate ar contradictary results.

YUAN-TI SOCIETY

The yuan-ti are devout worshipers of evil. They also hold all
reptiles in high esteem The cenrer of yuan-ti life is the
temmple, and their ritwals often involve bloody sacrifices, They |
tend toward isolated, old ruins but have been known o build
| #ven underneath human cities. Yuan-t are always secretive abour
| the locaton of a city or temple, Their architecrure favors circles,
| with ramps and poles replacing stairs,
The abominations rele over the yuan-ti and ave the remple JI
deaders, with the high priest {always human-headed) above [
Lall. Purebloods take care of all ouside nepotiations, always |
| prefending to be human, f
The chiel deity of the yuan-ti is M-:;rbhau].h. o hD
prompted and directed the formation of the line.

PUREBLOOD 4 . = "
Yuan-ti putebloods appear human at Bt glance. Their snakelike B oy this ability, a snake-headed abomi-
features tend ro be subrle: veprilian eyes, forked tonpues, pointed | nation muse hir with its bire attack, IE
teeth, scaly patches on the neck or limbs, and the lile. Thus, a) % it gets a held, it can constrice
pureblood gains a +5 racial bomus to Disguise checks when jm-| Constrict (Ex): An shomina-
personating a human, tion deals 1d6+6 poines of d.tmage with a successful grapple checlk

(using the bite attack benus i€ snake-headed) againse Large or

HALFBELOOQD

smaller creatures.
Yuan-ti halfbloeds always have obwions snake fearures. The most

commaon of these are set out in the able above. YUAN-TI CHARACTERS
The favored class for yusn-t purebloods and halfbloods is ranger.
ABOMINATION

Yuan-ti_ahominatens Lavor the cleric class, Yuan-o clerics wor-
| Yuan-ti abominations are all snake (0150 on d%) ar have a single ship Merrshaull and cin choose any tweo of the following do-
human fearure, cither a head (51757 or arms § 76—00),

mains: Chaos, Bvil, estructon, and Plant,

L5

Improved Grab (Ex): To use

ZOMBIE

Tiny. Zombie Small Zombie Medinm Zombie

Tiny Undead Small Undead Medium-Size Undead
Hit Dice: 1/2di2e3 (6 hp) 1d1243 09 bp) 2d12+3 (16 hp)
Initiative: —1 {Dex) —1 (e} =1 {Dex)
Speed: 20 fr, 30 £t 304n
AC: 11 (+2 size, =1 Dex] 11 (=1 size, =1 Dex, +1 natueal) 11.{=1 Dex, 42 natural)
Attacks: Slam +2 melee Slam -1 melee Slam +2 meles
Damage: Slam 1d3 Slam 1d4 Slam 1de&+1
Face/Reach: z2if2fi by 22 /0 f s I by s /s 5 I, by 5 /5 fr
Special Qualities:  Undead, parrial actions only Undead, partial actions only Undead, partial actions only
Saves: Fare +0, Ref —1, Will +2 TFoet +0, Ref—1, Will +2 Forr +0, Ref—1, Will +3
Abilities: Str 9, Dex 8, Con —, Srrid, Dex 8, Con—, Str 13, Dex 8, Con—,

Inr—, Wis 10, Cha It —, Wis 10, Cha i Inr—, Wis 10, Cha 1
Feats: Toughness Toughness Toughness

h—_...._._




Large Zombie Huge Zombie Garganman Zombie
Large Undead Huge Undead Gargantoan Undead
Hit Dice; 4d1243 (29 hp) 8d12+3 (55 hp} _24d12+3 (159 hp)
Initiative: —1 (Dhexc) 1 (Dex) =1 [lex)
Speed: 40 [, 40 fe. 40 fi,
AC: 11 (-1 size, -1 Dex, <3 natural} 11 {2 siwe, —1 Dex, +4 natural) 11 (—4 size, —1 Dex, +6 natural)
Artacks: Slam ++ meles Slam +7 melee Slam +15 melee
Damage; Slam 1d&+4 Slam 2de+7 Slam 2d8+10
Face/Reach: St by 5t /10 £, 1ot by 1o fr/1s [ 204 by 20 [t /20 fr.
Special Qualities:  Undead, parrial actions only Undead, partial actions only Undead, partial actions only
| Bawes: Tort <1, Ref +0, Will +4 Fort +2, Ref +1, Will 16 Fort +8, Rel +7, Will +14
LAbilities: 5tr 17, Dex &, Con—, Ser 21, Dex 8, Con —, Str 25, Dex 8, Con —,
| Lt —, Wis 10, Cha 1 1 Ine—, Wis 10, Cha 1 Int—, Wis 10, Cha 1 I
Feats: loughness Toughness Toughness, Improved Critical {slam) |
Colossal Zombie
Colossal Undead
Hit Dice; 4ad12+3 (318 hp)
Initiative: 2 (Dhex)
Speed: 40 ft.
AC: 11 {—R zize, —2 Dex, +11 natural)
Attacks: Slam +25 melee
Damage: Slam 4de13
Face/Reach: 40 1t by 40 [1,/25 fr.
| Special Qualities:  Undead, partial actons only
| Baves; Fort 16, Ref <14, Will +26
L Abilities: Str 29, Dex 6, Con —,
| Int —, Wis 10, Cha 3
. Feats: Toughness, Improved Critical [slam)
Climate,Terrain:  Any land and underground
Organization: Tiny and Small: Squad (6-10% or

Challenge Raring:

Treasure; Mone
Alignment: Always neueral
Advancement: Tiny and Small —; Medium

Zombies are corpses reanimated through dack and sinister magic

mob {11-20%; Medium-size:
Gang {2-5), squad {&6-10), ot
mob {11-20); Large and larges
Solitary, gang (2-5), squad, (6-10)
ot mob [11=20)

Tiny 1/6; Small 1/4: Medium-size
142 Large 1; Tuge 3;
Gargantuan &; Colossal 12

size 3 1D [Medium-siza);
Large 5.7 IID (Large); Huge
9-23 HID (Hugeh
Cargantuan 2547 HD
(Cargantuan}; Colossal 4995
HI¥ (Colossal)

COMBAT

Zombies hammer enemies with their unnaturally strong fsts, Be- |

These mindless automatons shamble abour, doing their creator's
bidding withouwt fear ar hesitation, - )

Zombies are not pleasant to Jook upon, Drawn from their
cgraves, half decayed and partally consumed by worms, they wear
(the tatrered remains of their bural clothes. A rank odor of death
| hangs heavy in the air around them,

Because of their utter lack of intelligence, the instructions
| given 10 a newly created zombie must be very simple, such a5 “Kill
| anyone whe enters this toom,”

The statistics block describes zombies with humanlike form;,_.

Zombies with different forms may have dilferent staristics.

cause ombies move so slowly, however, experienced adventurers |
hawe lietle trouble dealing with them. = I
Undead: Tmmune to mind-influencing effects, poisen, sleep, |

(paralysis, stunning, and disease, Not subject to critical hirs, sub- |

dual damage, ability damage, energy drain, o death from massive |
damags,

. Partial Actions Only (Ex): Zombies have poor reflexes and
lean perform only partial actions. Thus they can move or attack,
{but can only do both il they charge (2 partial charge).
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APPENDIX - ANIMALS

Ape Baboon Badger

Large Animal Medium-Size Animal Tiny Animal
Hit Dice: 4d8+8 (26 hp) 1d&+1 (5 hp) 1dg+2 (g hp)
Initiative: b2 (Dex) +2 (Dex) +3 0 Dhex
Speed. 30 fr., climb 30 fr. 40 [i,, climb 30 ft. 30 ft., burrow 10 £
AC: 14 (—1 size, +2 Dex, +3 natucal) 13 {42 Dex, +1 natural) 15 (42 sive, 43 Dex)
Attacks: 2 clawrs +7 melee, bite +2 melee Bite +2 melee 2 claws +5 melee, bite +0 melee
Damage: Claw 1d6+5, bire 1de+2 Bire 1da+3 Claw 1d2-1, bire 1d3-1
Face/Reach: sht by sle/s i 5 by 5 fe/5 fr 21fafeby21/2f/of
Special Attacks: — — Bape
Special Qualities: Scent : Scent Scent :
Saves: Fort +6, Ref -6, Will +2 Fort =3, Ref <4, Will +1 Fort +4, Rel 15, Will +1
Abilities: Str 21, Dex 15, Con 14, Str 15, Dex 14, Con 12, Str 8, Dex 17, Con 15,

Int 2, Wis 12, Cha 7 Int 2, Wis 12, Cha 4 Int2, Wis12,Chas !
Skills: Climb +18, Listen +6, Spot +6 Clitmb 113, Listen +5, Spot +5 Escape Artist +7, Listen 44, Spol 44
Feats: — Weapon Finesse (hite, claw;
Climate/Terrain:  Warm forest and mountaing Warm desert and plains Temperate forest, hill,

plains, and anderground

Organization: Solirary or company (2-5) Solitary or troop {10-40) Salitary or cete {(2-8)
Challenge Rating: 2 1/2 i/2
Treasure: None Mone MNone
Alignment: Alwrays neutral Abways neotral Alwrays neutral
Advancement: 5-8 HD (Large) 3—3 HI} {Medium-size) 2 HD {Tiny)

APE

| These powerful omnivores resemble gorillas but are far more ag

Combat

Badgers attacl with their sharp claws and teeth,

| gressive; they kill and eat anything they can catch.

BABOON

Rage (Ex); A hadger that takes damage in combar ies into a
berserk rage the following round. clawing and biting madly unl |
either it or its opponent is dead. It gains +4 Swrenpth, +4 Constine |

| Baboons ure powet{ul and agpressive monkeys adupted to life on tion, and —2 AC. The creature cannot end irs rage volunzarily, J
the ground, They prefer open spaces but climb trees to find safe ;
places to rest overnight. BAT

A typical baboon is the size of a big dog, Males can weigh as
much as 90 pounds.

BRRMIGER., - | s s messl e o ml]

The badger is a furry animal with a "-:.L!L‘lﬂt puv.-l:rll_ll hl_‘ld}' Itz |
strong forelimbs are armed with long claws for digging.

Bats are nocturnal flying mammals. The statistics presented here
describe small, insectivorous bats

Combat
Blindsight (Ex): Bats can “see” by emiting high-frequency
;sounds, inaudible to most other creatures, that allow them o
locate phjects and creatures within 120 feer. A silence spell negares

Bat Bear, Black Bear, Brown
Diminutive Animal Medium-Size Animal Large Animal
Hit Dice: 1/4 ds {1 hp) 3d8+6 (19 hp) ada+24 (51 hp)
Initiative: +2 {Dex) +1 {Dex) +1 (Dex)
| Speed: 5 f, fly 40 f (pood) 4o fr 4p it
LAC: 16 {44 gize, +2 Dexl 13 (=1 Dox, +2 natural} 15 (=1 size, +1 Thex, +5 natural)
| Attacks: = 2 claws 6 meles, bite +1 melee 2 claws +11 melee, bite +6 melee
 Damage: - Claw 1444, bire 1da+2 Claw 1dd.18, bite 2d8+4
| Face,/Reach: L fr by 1 /oL s by s fr./s fi. 5.1 by 10 f./5 f1,
Special Attacks: = Improved grab
Special Qualities: Blindsipht Scent Scent
Saves: Fort +2, Ref +4, Will +2 Fort 45, Ref <4, Wrill 42 Fort +9, Ref +6, Will 43,
Abilities: S 1, Dex 15, Con 10 St 19, Dex 13, Con 15, Str 27, Dex 13, Con 19
Int 2, Wis 14, Cha 4 Inc 2, Wis 12, Cha s Tot 2, Wis 12, Cha e
Skills: Listen +9, Move Silently +6, Spot 49°  Climb +&, Listen +4, Spot +7, Swim +8  Listen +4, Spot 17, Swim +14
Climate/Terrain: Temperate and warm desert, [orest,  Temperate and warm forest, hill, Any [orest, hill, mountains,
hill, plains, and underground and mountsing and underground
Organization: Colony (1040} or swarm (10-50] Solitary or pair Salitary or pair
Challenge Rating: 1,10 2 4
Treasure: Mone Mone Mortue
Alignment: Always newtral Always neueral Always neucral
Advancement: — 45 I (Medium-size) 7—10 HD (Large)

i Il :
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this and forces the bat to rely on its weak vision, which has g max-
imum range of 10 fear,

skills: *Bats veceive a +4 racial bonus vo Spor and Listen
checks. These bonuses are Jost if Blindsight is negared.

BLACK BEAR

| The black bear is a forest-dwelling omnivare that usually is not |

!danperous unless an interloper threatens ies cubs or foed)

Lsupply. I

. Black bears can be pure black, blond, or cinnamon in eclorand |
are rarely more than 5 feet long,

BEROWN BEAR

These massive carnivores welgh more than 1,800 pounds and
stand nearly 12 feer tall when they rear up on their hind legs.
They are bad-tempered and tervitorial. Brown bear statistics can
e used for almeost any big bear, including the North American
L grizzly |

POLAR BEAR 1

These long, lean carnivores are slightly raller than brown hears.

Combat
Polar bears fight just us brown bears do.
Skills: *A polar bear's white coat bestows a +12 racial bonus to
Hide checks in snowy areas.

BISON

| These herd animals can be very agpressive when protecting young
and during the mating sesson, but they penerally prefer flight w
| fighting.
Bison stand more than & feet tall ar the shoulder and are @10 12
Aeer long. They weigh 1,600 to 2,400 pounds. Bison statistics can
| be used for almost any large herd animal,

Combat
Stampede (Ex): A frightened hend of bison [lees asa group in
a randem direction (bur always away from the perceived source |
of danger), They literally run over anything of size Large or|
smaller that gets in theit way, dealing 1d12 poines of damage for |

FAMILIARS

Some animals can become the familiar of a wizard or sorcerer char-
acter {see page 51 in the Player's Handbook for details). The animals
and the special abilities they possess ar impart to their master are
as follows:

Familiar Special

Bat -

Cat Master geins a —2 banus to Mave Silently checks

Hawk —

Owl Has low-light visiom; master gains a +2 bonus to
hove Silently checks

Rat Master gains 4 +2 banus to Fortitude saves

Raven ﬂpvuh:-‘ ane Inngu age

Snake (Tiny]  Poisanaus bite

Toad Master gains +2 to Canstitution score

Weasel haster gains a 42 bonus o Reflex saves

BOAR

Though not carnivores, these wild swine are very bad-tempered
and usually charge anyone wha distuebs them,

A boar 15 covered in coarse, gravish-black fur Adult males are |
(abour 4 feer long and 3 feet high ar the shoulder.

Combat

Ferocity (Ex)k A boar is such 4 tenacious combatant that it con- |
tinues to lght withour penaley even while disabled or dying (zee |
page 129 in the Flayer’s Handbook),

CAMEL

Camels are known for their ability to avel long distances with-
our food or warer,

The mumbers presented here are for the dromedary, or one-
humped camel, which thrives in warm deserts. Dromedaries stand
ahour 7 fect tall at the shoulder, with & hump rising a foor higher.

each five bison in the herd, A successful Reflex save (DC 18], The two-humped, or Bactran, camel {5 suited o cooler, rocky
halves the damape, areas, It i stockier, slower (speed 400, and has a berrer Consritu-
rion score [16).
Bear, Polar Bison Boar
Large Animal Large Animal Medium-Size Animal
Hit Dice: gde+3268 hp) 5dB+15 (37 hpl 3d5+2 (22 hp)
| Initiative: +1 {Dex) +0 +0
Speed: 40 fr., swim 30 [t 40 fr, 40 fi.
AC: 15 {—1 size, +1 Dex, +5 natural) 13 (-1 size, +4 namral) 16 i+6 narural)
L Attacks; 2 claws +13 melee, bite =& melee Bute -6 meles Gore +4 melee
Damage: Claw 1d8+8, bite 2d8+4 Butt 1845 GCore 1d8+3
Face,/Reach: s fr, by 10.ft./s fr. sfby 105 h 5 fr. by 5 fr./5 fr.
Special Attacks:  Improved grab Stampede Terocity
Special Qualities: Sceni Scent Scent
Saves! Fort 410, Ref -7, Will +3 Forr +7, Ref +4, Wil +1 Tort &, Bel +3, Will +2
Abilities: Ser 27, Dex 13, Con 19, Ser 18, Dex 10, Con 16, Str 15, Dex 10, Con 17,
Int 2, Wis 12, Cha & Int 2, Wis 11, Cha 4 Int 2, Wis 13, Cha 4
Skills: Hide —2%, Listen +4, Spot +7 Listen «8, Spol 45 Listen +7, Spot +5

Climate/ Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Any cold land
Solitary or pair
4

None

Always neurral
2-12 HD (Large)

Temperate plains

Solitary or herd (5—30)
¥

i,

Mome
Always neutral
6—7 HIY | Large)

Temperate and warm forest
Solitary
2

Hone
Always neutral
45 1D {Medium-size)
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Camel Cat Cheerah
Large Animal Tiny Animal Medium-Size Animal
Hit Dhce: 5d&+6 {19 hp) 1/2 d8 (2 hp) 3484619 hp)
Initiative: +3 {Dex) +2 (Dex) _+4 (Dex)
Speed; 50 ft. 30 fr. sofn
| AC: 13 (—1 size, +3 Dex, +1 narural) 14 (42 size, +2 Dex) LS (+4 Dex, +1 natural)
Artacks: Bite 45 meles 2 clawrs +4 melee, bite -1 melee Hite +& melee, 2 claws +1 meles
Damage: Bite 1d4+6 Claw 1d2—4, bite 1d3—4 Bite 1d6+3, claw 1d2+1
Face/Reach: s fi by 1o fr/sf 24/2 ft. by 2 1/2 /0 b, 5ft. by s b5
Special Artacks — Trip
Special Cualities: Scent — Sprint
Saves: Fort +5, Ref =6, Will +1 Forr <2, Bef +4, Will 41 Fort 45, Bel +7, Will =2
| Abilities: Str 18, Dex 16, Con 14, 513, Dex 15, Con 10, Str 16, Dex 19, Con 15,
Inr 1, %is 11, Cha4 Int 2, Wis 12, Cha 7 Int 2, Wis 12, Cha s
Skills: Listen +5, Spor +5§ Balance +10, Climb +5, Hide +17%, Hide 47, Listen <5,
Listen +4. Move Silently 19, Spor +4 Maove Silently 18, Spot +5
Feats: — Weapon Finesse (claw, hite) Weapon Finesse (hite, claw)
Climate/Terrain: Any desert, hill, and mountains Any land Warm plains ;
Organization: Solitary Solitary Solitary, pair. or family (3-5)
Challenge Rating; 1 1/4 2
Treasure: Mome MNons Mone
Alignment: Always neural Always neurral Always neutral
Advancement: - — 4—5 D ( Medinm-size]
Crocodile Crocodils, Giant Dog
Medium-Size Animal (Aquatic) Huge Animal {Aquatic) Small Animal
| Hit Thce: 3d8+9 {22 hp) 7dR+28 152 hp) 1d&+2 {6 hpl
| Initiarive: +1 (Dex) i1 [Dex) +3 (Dex)
| Speed: 20 fr., swim 30 fr. 20 ., swim 30 fi, 40 fr.
AC: 15 (41 Dex, +4 naturall 16 (2 size, +1 Dex, +7 natural) 15 {+1 size, +3 Dex, +1 natural)
Attucks: Bite +& melee; or tail slap +6 melee Bite +11 melee; orfail slap +11 melee. Bite 12 melee
Damage: Bite 1d8<6; tail slap 1d12+6 Bite 2d8: 12; rail slap 1d12+12 Bire 1d4+1
Face/Reach: 5 fi by s fr./5 fr. 10 it by 20 fr.f10 fr. sfebysfr/sh
Special Attacks:  Improved grab Improved grab -
Special Qualities: — — Scent
Saves: Fort +6, Rl +4, Will +2 Fort +9, Ref +6, Will +3 Fort +4, Ref +5, Will +1
Abilities: Str 19, Dex 12, Con 17, Str 27, Dex 12, Con 19, S 13, Dex 17, Con 15,
Int 2, Wis 12.Cha 2 Inr 1, Wis 12, Cha 2 Int 2, WFis 12, Cha s
Slkills: Hide +7*, Listen +3, Spot 4§ Hide +0" Listen -5, Spot +5 Listen |5, Spor +5, Swim +5,
Wilderness Lote +17
Climate/Terrain:  Warm marsh and aquatic Warm marsh and aquatic Any land
Organization: Solitary or colony (6-11) Solitary or colony (6—11) Solitary
Challenge Rating: 2 4 1/3
Treasure: None Mone Mone
Alignment: Always neutral Always neutral Always neurral
Advancement: 4-5 HD [ Medium-size) 5=14 HI} {Huge] —

Carrving Capacity: A light load for a camel is up to 300
| pounds; @ medium load, 301-600 pounds; a heavy load, s01-s00

pounds. A camel can drag 4,500 pounds.

CAT

The statistics presented here desceibe a common housecar,
Skills: Cats receive 4 +4 racial bonus to Hide and Move Silently

checks and a +8 macial bonus to Balance checks They use their
Dexterity modifier for Climb checks. *In aress of tall grass or
heavy undergrowth,

CHEETAH

| Cheetahs are swift feline predatoes of the plains. A cheetah is 3 10

the Hide honus rises to +8,

L5 feet long and weighs 110 10 130 pounds,

Combat

Cheatahs make sudden sprints to bring down prey.

Trip (Exk: A cheetsh that hits wirth a claw or bire attack can,

i, i
! g o o WS l“;"

Vb i

attempt to trip the opponent as afree action (see page 139 in the
Blayer’s Handhook) withour making a touch artack or proveking

an attack of opportunity. I the acempt fails, the oppenent
cannot react to trip the cheerah,

Sprint (Ex): Once an hour, a cheetah can rake a charge acrion
0 move ten tmes its hormal speed (500 feet),

CROCODILE

These aggressive aquatic predators are 11 to 12 feet long, They lie |

mostly submerged in rivers or marshes, with only their eyes and |
nostrils showing, waiting for prev 1o come within reach,

Combat

Improved Grab (Ex); To use this ability, the crocodile must hita |
IMedinm-size or smaller opponent with is bite artack. 1f it gets a
| hold, the crocodile grabs the opponent with its mouth and drags it
| inm deep water, atiempring to pin it to the borrom, The crocodile

g o &
e = £

automatically deals bite damage cuch round it maintains the pin,




Skills: *A crocodile gains a +12 racial bonus to Hide checks
when submerged.

Giant Crocodile
These huge creatures usually live in salt water and can be more .
than 20 feet long,
Giant erpeodiles can grab and hold ereatures of Large or smaller ¢
|sige but otherwise fight and behave like their smaller cousins,

DOG

| The stutistics presented here describe fairly small dogs such as rer- |
| riers, They also can be used for small wild canines such as coyates,
jackals, and African wild dogs,
Skills: *Dogs receive a <8 racial honus o Wilderness Lore
checks when tracking by scent.

RIDING DOG

i This category includes working brecds such as collics, huskies, |
jand St Bernards,

Combat i
If erained for war, these animals can make tip aetacks fust as wolves
do (see the Welf entry), A dding dog can fight while carrying a rider,
bur the rider cannot also artack wmless he or she succeeds at a Ride
check (see Ride, page 72 in the Player’s Handbrok).

Carrying Capacity: A light load for a riding dog 15 up o 100
_pounds; @ medium load, 101-200 pounds; a heavy load, 201-300
| pounds. A dding dog can drapg 1,500 pounds.

Skills: *Riding dogs receive a +4 racial bonus to Wildemess
L Lore checks when tracking by scent.

DONKEY

| These long-eared, homselike creatures ave ;u:e,[.w[ed and sturdy:
| The statistics presented here could alse describe burras.
Carrying Capacity: A lght loed for a denkey is up o 50
pounds; a medium lead, 51-100 pounds; a heavy load, 101150
pounds, A donkey can drag 750 pounds,
Skills: Donkevs receive a +2 racial banus to Balance,

EAGLE |
These birds of prey inhabit nearly every rerrain and climare..
though they all prefer high, secluded nesting spots.

aliREA .

R

A tvpical eagle is abour 3 feet long and has a wingspan of abour |
7 feet. The statistics presented here can describe any similar-sized, |
diurnal bird of prey, |

Skills: *Eagles receive a +8 racial hﬂnuﬁ @ Spot checks during |
|daylizghs.

ELEPHANT
Massive herbivores of tropical lands, elephants are unpredictable
bur sometimes used as mounts or beasts of burden. |
This entry describes an African elephant, Indian elephans age |
islightly smaller and weaker (Smength 28}, bur more readily |
trained {Wisdom 15}, These statstics can also represent prehis-
torc creatures such as mammoths and mastodons,

Combat {
Teample (Ex); An elephant can mample Medium-size or
.smaller crearures for sutomatic gore damage. Opponents who do
inot make attacks of opportunity against the elephant can attempt |
ja Rellex save (D 20) to halve the damage.,

HAWK
These creatures are similar to cagles bue slightly smaller 1102
feet long, with wingspans of 6 {eet or less.

Combat
Hawks combine hath clows into a single artack,
8kills: *Hawks pain a +& racial bonus to Spot checks in |
fdavlight.

HEAVY HORSE .
The statistics presented here describe lorge breeds of winrking hovses |
such as Clydesdales These animals are usually ready for heavy work |
by age three. A heavy horse cannot fipht while carrying a dder,

Carrying Capacity: A light [oad for a heavy horse isup to 200
pounds; & medium load, 201400 pounds; a heavy load, 401-600
pounds, A heavy horse can drag 3,000 pounds,

HEAVY WARHORSE

These animals are similar to heavy _horses but are mained and
bred for strength and agyression. A heavy warhorse can fighe
while carrying a rider, but the rider cannot also artack unless he
or she succeeds at a Bide checl (DS 100

Doy, Riding Donlkey Eagle
Medium-Size Animal Medium-Size Animal Small Animal
Hit Thice: 2d8+4 (13 hp) 2d8+2 {11 hp) Ldf=1 (5 hp)
Initiative: +2 ([ [dex) +1 (Dex) +2 [ Dhex’
. Speed: 40 ft. 3o ft. 10 fr., fly B0 fe. (average)
LAC: 16042 Dex, =4 nataral) 13641 Dhex, +2 natural) {4 (+1 size, +2 Dex, +1 natural)
Artacks Rite +3 meles Bite =1 melec 2 claws +3 melee, hite —2 meles
Damage: Bite 1de+3 Bire 1d2 Claw 1d3, bire 1d4
 Face,/Reach: 50 by s s [ s bysfr/s i sfbysfr/sic
Special Qualities: Scent Scent i —
Saves: Fort +5, Bel +5, Will 11 Fort 4, Tel +4, %ill 10 Tort +3, Rel +4, Will 42
Abilities: Sir 15, Dex 15, Con 15, S 10, Dex 13, Con 12, Ste 10, Dex 15, Con 12,
Int 2, Wis 12, Cha & Intd, Wis11, Cha4 Int 2, Wis 14, Cha &
Skills: Listen +5, Spot +5, Swim +5 Balance +3, Listen +5, SpoL +5 Listen +&, Spot +6”
Wilderness Lore 417
Feats: Weapon Finesse [claw, bite)
Climate/Terrain: Any land Temperare and warm desert, hill, Ay feorast, hill, plains, and
plains, and mountains mountains
Organization: Solieary Solitary Solitary or pair
Challenge Rating: 1 1/ 1/2
Treasure: Mone Mone Mone
Alignment: Always neuera] Always neutral Always neutral
Advancement; o 2.3 HID i Medinm-size)
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Hawk Horse, Heavy [
Tiny Animal Large Animal
1ds (4 hp) 3d8+6 (19 hp)
+3 (Dex) 1 (Dhex)

1 i, fv 6l ft, (averape)
17 (+2 size, +3 [Jex, +2 narural)
Claws +5 melee

Clawes 1d4—2
21f2fe by 21200 b

Fort +2, Ref +5, Wil =2
Str 6, Dex 17, Con 14,
Tnr 2, Wis 14, Cha @
Listen +&, Spot +67%
Weapon Finesse (claws)

a0 0,
13 (—1 size, +1 Dax, +3 narural)
2 hoowes +3 melee

Hoof 1d&+2

s by 10 /5 fr

Scent !
Fart =5, Ref +4, Will +2 i
Stri8, Dex 13, Con 15, |

Int2, Wis12 Chag
Listen 16, Spot 46

Ay forest, hill, plains, and mountaing
Selitary or pair

1/3

Mone

Alwrays neutral

Horse, Light

Large Animal
3d8+6(19 hp)

+1 {Dex)

&0

13§ 1 size, 11 Dex, +3 natural)
2 hooves +2 melee
Honf 1d4-+1

50 by 1o fe/5 fr
Scent

Forr +5, Bef +4, Will +2
Sir 13, Dex 13, Con 15,
Int 2, Wis 12, Cha &
Listen +6. Spot +6

Any land
Solitary

1

Kone

Always neueral

Horse, Light War |
Large Animal i
3d8+9.(22 hpy

1 {Dex)

6l ft.

14 (—1 size, +1 Dex, +4 natural)

2 hooves 4 melee; bite —1 melpe
Hoof 1d4+3; bire 1d3+1

Sfe. by 1o ft/s fr

Scent

Tort 46, Bef +4, WAll 42

St i6, Dex 13, Con 17,

Int 2, W= 13, Cha &

Listen +7, Spot +7

Elephant
! Huge Animal
Hit Dice: LidR=55 (104 hpy
Initiative: +0 [ Dhex)
Speed: 40 fr.
| AC: 18§ (-2 size, 47 naturall
Attacks: Slam +16 melee, 2 stamps <11 melee;
or pore +16 meles
Damage: Slam 2de+10, stamp 2d615;
gore 2d&+15
Face/Reach: 10 fr. by 20 1. /10 £
Special Attacks:  Trample 2d8+1%
| Special Qualities: Scent
Saves: Fort +12, Bef 7, Will :4
Abilities: Str 30, Dex 14, Con 21,
Inr 2, Wis 13, Cha7
Sleills: Listen +6, Spot +6
Feats: —
Climate,/Tertain:  Warm forest and plains
Organization: Solitary or herd {6-30)
Challenge Rating: &
Treasure: Mone
Alignment: Always neatral
Advancement: 12—-22 HI {Huge;
Horse, Heavy War
| Large Animal
| Hit Dice: 4de+12 (30 hp)
[ Initiative: i1 {Dex)
| Speed: sofr.
AC: 14 (=1 size, +1 Dex, +4 narural)
Attacks: 2 hooves +6 melee; bite +1 melee
Damage: Hoof 1d&+4; bite 1d442
Face/Reach: 5 e by 10 ft./5 fi
Special Qualities: Scent
Saves: Fort 47, Ref +5, WAll +2
Abilities: Str 18, Dex 13, Can 17,
Imt 2, Wis 13, Cha s
Skills: Listen =7, Spot +7
Climate,/Terrain:  Any land
Crganiration: Dsmesticated
Challenge Rating: 2
Treasure: Mone.
Alignment: Always neutral
Advancement; =

| Carrying Capacity: A lighr load for a heavy warhorse is up 1o
300 pounds; a medium lead, 301600 pounds; @ heavy load,
Lel =200 pounds. A heavy wachorse can deag 4,500 pounds.

LIGHT HORSE

The statistics presented here describe smaller breeds of working
horses such as quarter horses and Arabians. These animals are
usually ready for useful work by age two. A light harse cannot

fighr while carrving a rider.
Carrying Capacity: A light load for a light — up.to 150

pounds; a medium load, 151-300 pounds; o heavy load, 301450

cpoumnds. A light horse can drag 2,250 pounds.

LIGHT WARHORSE -

! These animals or similar to light horses but are trained and bred
o srrength and sggression. They usually are not ready for warfare
belore age three. Alight warhorse can fight while caorving arider, . |
but the dder cannoet also attack unless he or she succeeds st a Ride

check (DC 10),

Any land
Solitary

1

Mone

Always neurral

Ay land
Solitary

1

Mane

_Always newtral

Carrying Capacity: A light load for a light warhorse is up
230 pounds; & medium load, 231460 pounds; a heavy load,

+61—690 pounds. A light warhorse can drag 3,450 pounds,

LEOPARD

These junple cats are about 4 feet long and weigh shout 120
pouads; they usnally bhune at night.
The staristics presented here can describe any leline of similar |

size, such as jaguars, panthers, and mountain lions,

Combat

Pounce (Ex)k If a leopard leaps upon a foe during the Lust
round of combat, i can make a [l aecack even iC it has already |

taken 2 move action.

. Improved Grab (Ex): To use this ability, the le,u:npa.bd must hit |
iwith its hire arracl, 1f it gets a hold, ir can rale.

Rake (Ex) A leopard that gers a hold can male two rale atacks
(6 meles) with irs hind legs for 1d3+1 damape each. If the leop-

H ard pounces on an apponent, it can also rake.

. .5
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Skills: Leopards receive a +4 racial bonus 1o Hide and Move
.51'.1.:‘:11113? checls and a 48 raclal bonus to Balunce checks, *In aress
of tall grass or heavy undergrowth, the Hide bonus improves to +8.

LION

Gl Al R

‘f@&: i

POUNCES 0T AT OpROnEDt, i
Skills: Lions receive a +4 racial bonus to Balance, Hide, and |
Move Silently checks, *In areas of tall grass or heavy under |

TR R TS e —

it can also rake.

grovrh, the Hide bonus improves o +12,

The statistics presented here describe @ male Afdcan lion, wh.u,;h: uZﬂRD

{15 5 1o & feet long and weighs 330 to 550 pounds, Females are |

:r_h]ighthr smaller, bur use the same staristics.

C:;‘meat

| The statistics presented here deseribe small, nonvenomous lizards

of perhaps a foor or two in length, such a5 an iguana.
i Skills: Lizards use their Dexterity modifier for Climb checks

T

Pounce (Ex): Ifa lion leaps upon a foe during the first vound of

{combat, it can make a {ull anack even if it has already taken s

LInove Action,

Improved Grab (Ex}: To use this ability, the lion must hiewith

its hite atrack, 1fic gers a hald, it can rake.

Bake (Ex): A lion that gets a held can make two rake atracks
7 melee) with its hind legs for 1d4+2 damage cach. 1f the lion

Hirt Dice:
Initiative:
Speed:
AC:
| Artacks:
JMamapge:
| Face/Reach:
Special Attacks:
| Special Qualities:
_Baves:
Abilities:

Skills:

Feats:

Climate, Terrain:
Organization:
Challenge Rating:
Treasure:
Alipnment:

Advancement:

Hit Dice:
Initiative:

| Speed:

LAC:

Artacls;
Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:
Abilities:

Skills:

Feats:

Climmate,; Tertain:
Orpanization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Leopard

Medium-Sise Animal

3ds+6.(19 by

+4 ( Dhenc)

0 ft., climb 20 fr.

1% (44 Dex, +1 naeural)

Bite +& melee; 2 claws 11 meles
Bite 1de43; claw 1d3+1

st by 5 R/s

Pounce, improved grab, rake 1d3+1
Scent

Fort 45, Ref <7, Wrill 42

Sty 16, Dex 19, Con 15,

Int 2. Wis 12, Cha &

Ralance +12, Climb +11, Hide <49%,
Listen 16, Move Silently 49, Spot <6
Weapon Finesse {bite, claw)

GIANT LIZARD

Land receive 2 +& bonus to Balanee checks.

This category includes fairly large, carnivorous creanures from 3 1o

Jmproves o +8.

Lion

Large Animal

sda+10 (32 hp)

13 (Dex)

40 i

15 (=1 size, =3 Dex, +3 nacural)

2 claws 47 melee, bite +2 melee
Clawr 1d4+5, bite 1d8+2

sft by dof/s fi

Peunce, improved prab, rake 1d4s2
Scent

Fout +6, Ref +7, Wrill +2

Str.21, Dex 17, Con 15,

Inc 2, Wis 12, Cha s

Balance +7, Hide 14", Jump +5,
Listen +5, Move Silenthe +11, Spot +5

5 feet long, such as menirer lizards, |
Skills: Glant lrards receive a +4 racial bonus to Hide and Move |
Silently checks. *In forested or overgrown areas, the Hide bonus

Lizard

Tiny Animal

1/2 d& (2 hp)

+2 (Dex)

20 ft., climb 20 fr.

14 (+2 size, 42 Dex)

Bite —4 melee

Bire 1d4

21/2 0 by2i/2f/0f

Forr 2, Rel +4, Wil 41

Str 3, Dex 15, Con 10,

[ne 2, Wis 12, Cha 2

Balance +10, Climb +12, Hide +13,
Listen +4, Spot 14

Weapon Finesse :_bne‘.

Warm forest and plains
Solitary or pair

-

MNone
Always neutral
4—5 HD (Medium-size)

Lizard, Giant
Medinm-Size Animal
3d&+3 (22 hp)

12 | Dex)

30 0L, swim 30 0.

15 (42 Dex, +3 natural)
Bite +5 melee

Bite 1d8+4

5 ft. by 5 fr./s fr.

Bort +6, Bef o5, Will 2
Stri7, Dexis Con 17,
Int 2. Wis 12, Cha 2
Climb +9. Hide +7%, Listen +4,
Move Silently +6, Spor +4

Warm plains

Salitary, pair, or pride (610}
3
Mine

Always neutral
&8 FID (Lurge)

Monkey

Tiny Animal

1dR [+ hp;

+2 Dox)

an ft., climb 30 ft.

14 (+2 size, =2 Dex)
Bite <4 meles

Bite 1d%-4

22t by 21/2 fuio fi,

Fort 42, Ref +4, Wil +1

Str 3, Dex 15, Con 10,

Int 2, Wis 12, Cha §

Balance + 10, Climb 413, TTide +13,
Listen +4, Spot 4

Weapon Finesse (bite)

Ay warm land
Solirary

1/a

MNone

Always neutral

Mule

Large Animal

3819 (22 hp)

=1 (Dex)

3 fi.

13 (-1 size, 41 Dex, +3 natural}
2 hoowes +4 melee

Hoof 1d4+3

S by 10 f/5fr

Fort +6, Bef +4, Will +1
Str 16, Dex 13, Con 17,
Int 2, Wis 11, Cha s
Listen <6, Spot +6

Any warm lanid
Selitary

2

Mone

Always neutral

4—-= HD ( Medinm-gize)

Warm forest

Troop (10—40)

16

MNone

Always neurral

-3 1T (Medium-size)

P i
o

Warm plains
Solitary
1

Mone
Albwavs neurral




MONKEY

The staristics presented here can deseribe any arboreal monley
thar is no bigger than a housecar, such as a colobus or capuchin

Skills: Monkeys use their Dexterity modifier lor Climb checks
and receive a +B racial bonus to Bulatce checks.

MULE ,

| Mules are sterile crosshreeds of donkeys and horses. A mule. lh.
similar toa light horse, but slightly stronger and more surefooted. |
Carrying Capacity: A light load for a mule is up 1o 230
pounds; 1 medium load, 231—460 pounds; & heavy load, 451-690
pounds. A mule can drag 3,450 pounds.
Skills: Mules receive a +2 racial bonus to Dexterity checks o
avoid slipping or falling,

OCTOPUS

These botwom-dwelling sea creatures are dangerous only o their
| prey. I disturbed, they usually try 1o escape

-+

Combat
Improved Grab (Ex): To use this abilitg, the ocropus must it |
with its arms awtack. If it gets 2 hold, it suromarically deals hice
damage each round the hold is maintained.
Ink Cloud (Ex): An octopus can emit @ cloud of jer-black ink
10 feer high by 10 [eet wide b 10 feet long once a minute as 2 free
action. The cloud provides total concealment, which rhe octopus
| normally uses 1o escape a losing fight, Creamures within the cloud
Lsuffer the effects of total darkness,
Jet (Ex): An octopus can jet backward once a round as a double
Lmove action, ata speed of 200 feer,
| Skills: An octopus can change colors, giving ita +4 racial bonus
| 1o Hide checks.

GIANT OCTOPUS

These creatures are aggressive and terdtorial hunters, with arms
reaching 10 feet or move in lengeh. Their tentacles are studded
with barbs and sharp-edged suckers.

T L T S e e
iy ol Sl i

must hit a Mediume-gize or smaller oppenent with a rentacle _ra.!-:c_.
artacke 1f it pers a hold, it can consirict,

Constrict (Ex): A glant octopus deals 2dg+6 points u:ufd:]m:]ge i
with a successful grapple check apainst Medium-size or smaller |
JETEATUTES.

| Ink Cloud {(Ex): A giant octopus can emit a cloud of jecblack
Link 20 feet high by 20 feet wide by 20 feet long once 4 minute as
Lt [vee action. The cloud provides total concealment, which the oc-
topus normally uses to escape a losing fight. Creatures within the
ccloud suffer the effects of total darkness, .

Jet (Ex): A glant octopus cun jet bacloward onee a round asa |
double move action, at a speed of 200 [eet,

skills: A giant octopus can change colors, giving ira +4 racial
bonus to Hide checks,

OWL

The statistics presented here describe nocrurnal binds of prey
from 1 te 2 feet long, with wingspans up to & feer. They combine |
iboth claws into s single acack.

. Skills: Crwls receive a 48 racial bonus to Listen checks, and 4
+14 to Move Silently checles. “They receive a =8 racial boous to |
Spot checks in dusk and darkness,

PONY
The statlstics presented here describe a small b, sndee. § Frce
tall at the shoulder. Ponles are otherwise similar ta light horses |
and cannot Aght while carrying a vider,
Carrying Capacity: A light load [or a pony is up 075 p-m.mdh
a medium lpad, 76-150 pounds; and a heavy load, 151-225 |
pounds A pony candog 1,125 pounds, |

WARPONY

Warponies are bred for ,e.trr_ng:t]:t and aggression, and are similacta |
light wathorses. A warpony can fight while carrying a rider, but
the rider cannot also armack onless he or she suceeeds ar a Ride
check {see Ride, page 72 in the Flayers Handbook),

Carrying Capacity: A lighe load for 2 warpony is up to 100
pounds; a medium load, 101200 pounds: and a heavy load,

Combat 201-300 pounds. A warpony can drag 1.500 pounds.
Improved Grab (Ex): To use this ability, the gianr octl::rpu_'- i
Octopus Octopus, Giant Owl
Small Animal (Aquatic) Large Animal (Aquatic) Tiny Animal
Hirt Dice: 2dg (3 hp) B8+8 (44 hp) 1ds (4 hp)
Initiative: =3 (Dhex) ¢2 (Dhex) +3.(Dex)
Speed: 20 i, swim 30 ft, 20 ., swim 30 £t 10 fr, fly 40 [i. (average)
AC: 16 (+1 stze, <3 Dex, +2 nacaral) 1B (—1 size, +2 Dex. +7 natural} 17 {42 size, +3 Dex, +2 natural ]
Attacks: 8§ arms +5 meles, hire +0 meles 8 tenracle rakes 410 melee, bite +5 melee Claws <5 meles
| Damage: Arms 0, bite 1d3 Tentacle rake 1d4+5, bite 1d8=2 Clawes 1d2-2
| Face/Reach: sfebysf/sh shbysfAof 2449t ea 102 fr./0 e
Special Attacks:  Improved grab [mproved grab, consteier -
| Special Qualities: Ink cloud, jer Ink cloud, jet =3
Saves: Forr +3, Ref <6, Will +1 Forr +7, Ref +8, Will +3 Fort +2, Rel 15, Will +2
Abiliries: Str 12, Dex 17, Con 11, Str 20, Dex 15, Con 13, Str 6, Dex 17, Con 140,
Int 2, Wis 12, Cha 3 Imt 2, Wis 12 Cha 3 Int2, Wis14,Chad
&leills: Hide +15, Listen 45, Spot 15 Hide +11, Listen +4, Spot -4 Tisten +14, Move Silently =20,
Spot 6"
Feats: Weapon Finesse (arms, bite) - Weapon Finesse [claws)
Climate,/ Terrain: Temperate and warm aquatic Temperate and warin aquatic Any forest, hill, plains, and
mountains 1
Organization: Solitary Solirary Solirary
Challenge Rating: 1 ] 1/4
Treasure: Mone _Mone MNone
Alignment: Always neutral Alwrays neutral Always neutral
Advancement: 36 HD {Medium-size); 9-12 HI? (Larpe); 13-24 HD (Hupe! 1 HD {Medium-size};
7 HD (Large) — 2 HD {Large}
S,
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'PORPOISE g Combat
Porpoises are squatle mammals that tend o be phyful. friendly, Sharks circle and observe potental prey; then dart in and |:|1|:i:
and helpful. with their powertul jaws,

Keen Scent (Ex): A shark can notice creatures by scentina |
(180-foot radius and detect blood in the water at rangesof up toa

A typical porpolse is 4 to & [eet long and weighs 110 o 160
pounds. The statistics presented here can describe any small |

whale ol similar size, L dmile.
Combat | SNAKE
Blindsight (Ex): Porpoises can "see’ b} emitting hlgh—lre Snakes usually are not aggressive and flee when confronted. Ven- |
Lquency sounds, inaudible to most other creatures, thatallow them . omous snakes, however, often bire before remreating, !

Ekills: Snakes recaive a 4 racial bonus to Hide, Listen, and |
Spot checks and a +8 racial bonus to Balance checks, They can use.
cither their Soength or Dexterity modifier for Climb checks,
whichever is hetrer.

CONSTRICTOR

L Censtrictor snakes hunt by grabbing prey with their mouths and
ithen squecking it with their powerful bodies.

Cpmbat
Improved Grab (Ex): To use this ability, the constictor snake |
must hit with {15 bite avtack, I pees a hold, it can constrict
Constrict (Ex): A constrictor snake deals 1d3+4 points of
damage with n successful grapple check agatnst Mediume-size or
smaller creatures,

i to locate objects and creatures weithin 120 feer, A silence spell|
{negates this and forces the porpoise to rely on its vision, which is
Lapproximately as pood a3 2 human's,
Skills: Porpoises gain a +4 racial bonus ro Spot and Listen
checks, *These hanuses are lost if blindsight is negated.

EAT
| These emnivorous rodents thrive almost anywhere.
{ Skills: Bats receive a +4 racial bonus to Hide and Move SlltnL];,'_,
{checks and a 48 racial bonus e Balance checks. They use their |
| Dextetity modifier for Climb checks,

RAVEN
These plossy black birds are abour 2 feet long and have wingspans
ol about 4 feet, They combine both claws into a single artack.
The statistics presented here can describe most nenpredatory

| birds of similar size. GIANT CONSTRICTOR |
L - These creatiires are more ageressive than their smaller cousins. |
H_H INOCEROS ‘They can constricr appanents of up ro Large size, dealing 1d&8+10
| The thinoceros is infamous for its bad remper and willingness to points of damage per Tound.
|charge intruders. 4
The statistics presented here are based on the Afrcan black VIPER |

rhine, which is & to 14 feet long, 3 to 6 feet high at the shoulder,
{and weighs up to 6,000 pounds These can describe any herbivore
of similar size.

SHARK

These carnivorous fish are aggressive and liable to make unpre-|
voked attacks against anyihing that approaches them, |
Smaller sharks are fram § o & feer long and nee usually dan- |
gerous to creatures other than their prev. Larpe sharks can reach |
arcund 15 feer in length and are a serious threat. Huge sharks are
true monsters, like preat whites, that can exceed 20 feer in lengrh.

These creatures tely on their venomous bites o kill prey and |
defend themselves.

Combat
Poison (Ex}: Bite, Fortitude save (DO 11 for all sizes Large and
smaller, DC 13 for 2 Huge viper); initial and secondary damage
Ldi temporary Constitation,

SQUID

These free-swimming ]:I:I.U].l.LI:bk_'nd.l:L fairly agpressive. They are more
feared than sharks in some locales,

Pony Pony, War Porpoise
Medium-Size Animal Medium-Size Animal Medinm-Size Animal (Aquatic)
Hit THee: 2d842 {11 hp! 2ds+4 (13 hp) 2ds=2 (11 hp}
Initiative: i1 (Dex} +1 {Dex) +3 (Dhene)
| Speed: 40 [t +0 11, Swim B fr,
LA 13 (41 Dex, +2 natural) 13 {+1 Dhex, +2 namral} L5 (+3 Dex, +2 narural}
L Artacks: 2 hooves <2 melee 2 hooves 13 melee Buit +4 melee
Damage: Hoof 1d3+1 Hool 1d3+2 Butt 2d4
, Face/Reach: 51t by 5 f/5 50 by sfe/s i sitbysfr/sfc
Special Qualities: Scent Scent Blindsight
Saves: Fort +4, Bef +4, Will -0 Fort +5, Ref +4, Will 40 Fort +4, Bel 46, Will +1
Abilities: Str 13, Dex 13, Con 12, Str15, Dex 13, Con 14, Str 11, Dex 17, Con 13,
It 2, Wis 11, Cha 4 Int 2, Wis11,Cha s Int 2, Wis 12, Cha &
Skills: Listen <5, Spot =5 Listen +5, Spot 45 Listen +10%, Spot +10°
Feats: = = Weapon Finesse {bun)
Climate/Terrain:  Any land Anv land Any aguaric
Organization: Solitary Solitary Solitary or school {2207
Challenge Rating; 1/4 14 1/2
Treasure: Kone Mo Hone
Alignment: Always newral Always neatral Albways neutral
Advancement; - 34 HD (Medinme-siee);

o)

56 1D (Large)

R e —

e



= & ﬁ.-. ol e e i
i ¥y Gt e B
Rat Raven Rhinoceros
! Tiny Animal Tiny Animal Large Animal
Hit Dice: 1/4dat hp) J4da (1 hp) gl (7e hp)
Initiative: +2 (Dex) +2 {Dex) p0 Dest)
Speed: 15 fi., climb 15 fr, 10 fr, Oy 40 fr. (average) Aok
AC: 14 (42 size, +2 Dex) 14 (+2 size, +2 Dex) 16 {—1 size, +7 natural)
Attacks: Bire +4 melee Claors +4 meles Grore +13 meles
Damage: Bire 1d3— Claws 1d2-5 Gore 2d6+12
Face/Reach: 212 f by 2152 0 /0L 212 by 22 infode 5 fr. by 10 f1./s fr.
Special Qualities: Scent — —
Saves: Fort +2, Ref +4, Will +1 Fort +2, Rel 14, Will +2 Tort 411, Ref +6. Will +3
| Abilities: Str 2, Dex 15, Con 10, Ser 1, Dex 15, Con 10, Str 26, Dex 10, Com 21,
[ Int 2, Wis 12, Chaz Tnt 2, Wis 14, Cha s Ine 2, Wis 13, Cha 2
Skills: Balance +10, Climb +12, Hide +18, Listen -, Spot +6 Listen +11
Move Silently +10
Eeats: Weapon Finesse (bite Weapon Finesse (claws) —
Climate,/Terrain:  Any land and underground Any forvest, hill, plains, and mountains  Warm plains
Organization:  Swarm (10100} Sclitary Selitary or herd (2-12]
Challenge Rating: 1/8 1/6 4
Treasure: Mone HNone Mone
Alignment: Always neurral Always neurral Always neutral
Advancement: — = 9—12 HD {Large);
13—-24 HD {Huge)
Shark, Medium-Size Shark, Large Shark, Huge
= Medium-Size Animal (Aguatic) Large Animal (Aquatic) Huge Animal (Aguatic)
| Hit Dice: 3d8+3 (16 hpl 7d847 (38 hp) 10dE+20 (65 hp)
| Initiative: +2 | Dex) +2 [ Dex) +2 {Dex)
| Speed: Swim &0 fr, Swim 60 fr. : Swim a0 .
AC: 15 (+2 Dex, +3 narural) 15 (—1 size, <2 Dex, +4 narural) 15 {2 size, +2 Dey, +5 natural}
Attacks: Bite +4 melee Bite +7 melee Bite +10 meles
Damage: Bite tda+1 Bite 1844 Bite 2de+7
Face/Reach: sf.bysf /st 5 f by 10 /5 1o fr by 20 fr/10 0
Sp-ecla.l Qualities: Keen scent Kioen scent Keen scent
Saves: Fort +4, Rel +5, Will +2 Fort 46, Bel 17, Will +3 Tort +9, Ref +9, Will +4
Abilities: Str13, Dex 15, Con 13, Str 17, Dex 15, Con 13, Srr 21, Dex 15, Con 15,
Int1, Wis12, Cha 2 Int1, Wis12,Cha 2 Int 1, Wis 12, Cha 2
Sleills: Listen +7, Spat +7 Listen +7, Spot +7 Listen +7, Spab +7
Feats: Weapon Finesse (hite) — =
Climate/Terrain: _Any aguatic Any aguatic Any aguatic
Organization Solitary, school (2-5), or pack {6=11)  Solmry, school (2-83, or pack (6=11)  Solitary, school (2-5), or pack
611}
Challenge Rating: 1 3 4
Treasure: Mone Mone MNone
Alignment: Always neutral Always neurral Adweays netral
_Advancement: 4—6 HD (Medium-size) E—10 H1 (Large) L1—17 HD Fluge)
Snake, Constrictor Snake, Ciant Constrictor Snalke, Tiny Viper
| Medium-Size Animal Huge Animal Tiny Animal
\ Hit Dice: 3dA+3 (16 hp; t1d8+11 {&0 hp) 1/4.de (1 hp)
Initiative: +3 [ Dhex) +3 [Dlex] 13 Dhex)
Speed: 20 ft,, climb 20 ft., swim 20 ft. 20 fr, climb 20 fr. 15 ft., climb 15 ft., swim 15 fr,
AC: 15 (+3 Tex, +2 natural) 15 (-2 size, +3 Dex, +4 naturall 17 (+2 size, +3 Dex, =2 natural}
Artacks: Bite 45 melea Bite +13 melee Bire +5 mcles
Damage: Bite 1d3+4 Bite 1d8+10 Bite poison
Face/Reach: 5 ft. by 5.ft. (colled)/s L 15 fi. by 15 £t (coiled)/0 t1 21/2 by 2172 fr. {coiled)/D £
Special Attacks:  Improved grab, constrict 1d3+4 Improved grab, constrict 1d8+10 Polson
Special Qualities: Scent Scent : Seent
Saves: Fore =4, Ref <6, Will 42 Fort +8, Rel +10, Will =4 Tart +2, Ref +5, Will =1
Abilities: Sir 17, Dex 17, Con 13 Str 25, Dex 17, Con 13, Str 6, Dex 17, Con 11,
Inrl, Wis 12, Cha 2 Int1, Wis12,Cha2 _ Int 1, Wis 12, Cha 2
Sleills: Balance <11, Climb +14, Hide 411, Balance +11, Climb +18, Hide +3, Balance +11, Climb +12, Hide +18
Listen +9, Spot +9 Listen +9, Spot +2 Listen +8, Spot +8
— Weapen Finesse (bite)

Feats:




Combat
Improved Grab (Ex): To use this abiliey, the squid must hit
with its urms artack. IL it gets a hold, it automarically deals bite
dumage each round the hold is maintained.

nermally uses to escape a losing fight, Crearures within the cloud |
suffer the effeces of total darleness, |

let (Ex) A squid can jet baclward omce a round as a double |
move action, at & speed of 240 feet.

Ink Cloud (Ex): A squid can emit a cloud of jer-black inl 10|
{eet high by 10 [eer wide by 10 feer long once a minute as a free
[action. The cloud provides total concealment, which the squid |

GIANT SQUID

| These voracious creatuees can have bodies more than 20 feet long

and arrack almeost anything they meet.

Snake, Constrictor Snalke, Giant Constrictor Snake, Tiny Viper
Climate/Terrain: Warm [orest and aquatic Wearm forest and aquaric Temperate and warm land,
aquatic, and underground
! Organization: Solitary Solitary Solitary
Challenge Rating: 2 5 1/3
Treasure: Mone MNene MNone
Alignment: Always neatral Always neureal Always neutral
Advancement: 45 HDN Medinm-size); 610 HD i Large} 12—16 HI3{Huge); 17-33 HD/{Gavganroan) —
Snake, Small Viper Snake, Medinm-Size Viper Snake, Large Viper
Small Animal Medium-Size Animal Large Animal
Hit Dice: 18 (4 hp 2da (9 hp) 3d& (13 hp)
Initiative: +3 [ Dex} -3 (Dhext) +3 (Des)
Speed 20 fr., climb 20 fr., saim 20 fr. 20 ft., climb 20 ft., swim 20 ft 20 ft., climb 20 ft., swim 20 fr.
AC: 17 (+1 size, +3 Dex. =3 nacural) 16 (+3 Dex, +3 natural) 15 {—1 size, +3 Dex, +3 natural)
Attacks: Bite +4 melee Bite +4 melee Bite <4 melee
Damage: Bite 1d2-2 and poison Bite 1d4—1 and poison Bite: 1d4 and poison
| Face/Reach: 5 fi. by 5 fr. {coiled)/'s f. 5 ft, by 5. ft. {coiled)/s f. 5 fr. by 5 ft, (coiled)/10 fr,
| Special Attacks:  Poisen Ppison Poison
| Special Qualiries: Scent Scent Scent
| Saves: Fort +2, Bef +5, Will +1 Fort +3, Ref +6, Will =1 Fort +3, Ref =, Will =2
| Abilities: Stra, Dex 17, Con 11, S f, Dex A7, Con 11, Str 10, Dex 17, Con 11,
Imt 1, Wis 12, Cha 2 Int 1, Wis 12, Cha 2 Int1, Wig 12, Cha 2
Skills: Balance <11, Climhb +12, Hide +15, Balance +11, Climb <11, Hide £12, Balance 411, Climb +11, Hide <8,
Listen 49, Spot 19 Listen +9, Spot +9 Listen +9, Spot +2
Feats: Weapon Finesse (bite] Weapon Finesse ibite) Weapon Finesse (hite)
Climate/Terrain: Temperate and warm land, aquatic, Temperate and warm land. aquaric, Temperare and warm land,
und underground and underground aquaric. and underground
Orpanization: Solitary Solirary Salitary
Challenge Rating: 1,2 1 2
Treasure: Hone None MNone
Alignment: Always neurral Alwavs neueral Always neurra
Advancement: e — —
Snake, Huge Viper Squid Squid, Giant
Huge Animal Medium-Size Animal (Aquaric) Huge Animal (Aquaric)
Hit THee:; adgia (22 hp) 3d& (13 hp) 12d8+12 (66 hp)
Initiative; 4 (D +3 (D <3 ([ [3ex)
Speed : 20 ft, climb 20 fr., swim 20 f1, Swim 60 ft. Swim B0 fr,
AC: 15 (-2 size, -4 Dex, +3 narural} 16 {+3 Dex, +3 narural) 17 (=2 size, +3 Dex, +6 narural)
L Attacks: Bite +5 melee Lo arms +4 melee, bite —1 melee 10 tentacle rakes +15 melee,
| bite +10 meles
Damage: Bite 1d4 and poison Armsz 0, bite 1dga1 Tenracle 1d6158, bite 20844
Face/Reach: 15 £t by 15 fi deniled)/ 10 [ Sleby s /sl 10 [t by 20 fr,/10 fr. (400
with tentacle)
Special Atracks:  Poison Tmprived grab Improved grab, constrict 1d6-8
Special Cualities: Scent Ink cloud, jet Ink cloud, jet
Saves: Fore +5, Ref +8, Whll +2 Tort +3, Ref <6, Will 1 2 Fore +9; Ref +11, Will +5
Abilitics: Str 10, Dex 19, Con 13, Sir 14, Dex 17, Con 11, Ste 26, Dex 17, Con 13,
Inmt 1, Wis12,Cha2 Int 1. Wis 12, Cha 2 Int 1, %Wis 12, Cha 2
Skills: Balunce, +12, Climb +12, Hide -3, Listen +7. Spot +7 Listen 18, Spot &
Listen +9, Spot +9
Feats: Weapon Finesse (hite) — —
Climate/Terrain:  Temperate and warm land, Any aguatic Any aguatic
aquaric, and underground
Organization: Salitary Solitary or school (6-11) Solitary




Combat
Improved Grab (Ex): To use this ability, the giant squid must
hit s Medium-size or smaller opponent with a tenracle rake attack.
If it gets a hold, it can consrricr,

Constrict (Ex): & pgiant squid deals automartic te wscle rake

damage with a successful grapple check against Medium-size or |
smaller creatures,

Ink Cloud (Ex): A glant squid can emita cloud of jet-black ink |

{20 feet high by 20 feet wide by 40 feet long once 2 minure a3 a free |
Laction. The cloud provides total concealment, which the squid |
| normally uses to escape a losing [ipht Creatures within the cloud |
{suffer the effects of toral darkness,
Jet (Ex): A glant squid can jer backward once a round as a
double move acton, at 4 speed of 320 feer.

TIGER

| These great cars stand more than 3 feet tall ae the shoulder and are
cabout ¢ feet long, They weigh from 44 to 600 pounds.
Combat i
Pounce (Exk If a tiger leaps upon a foe during the first round |
of combar, it can make a full areack even if it has already mlken a
move action.
Improved Grab (Ex): To use this abiliry, the tiger must hie with
a claw or bite artack, 1f it gets a hold, it can rake,
Rake (Ex): A tiger that gets a hold can make two rake arracks
NET) melee) with irs hind legs for 1d8+3 damage each, I the tper
]}DLIJ.'I.LfS O aly Opponent, ir can ﬂJE'J I']LE'
Skills: Tigers receive & +4 racial benus o Balance, Hide, and
Move Silently checks. *Tn arcas of tall grass or heavy under-
Lgrowth, the Hide bonus improves to +8,

TOAD.

These diminutive amphibians are innocuous and beneficial, since |

they eal insects,

Skills: A road’s coloration gives ita +4 racial hanuws w ITide checks. |

WEASEL

(The lietle mammals are agpressive predators bur usually confine
ithemselves to smaller prey. The statistics presented here can also
apply to ferrets.

C'i:rm hat

Attach (Ex): If a weasel hits with a hite attack, it uses iis pow- |

erful jaws to latch onto the opponent’s body and automarically

deals bite damage each round ir remains arrached. An artached |

weasel has an AC of 12,

Skills: Weasels tecetve a +4 racial bonus to Mmc hi]l:nt]‘r

\checks and a +8 racial bonus to Balance checks. They use their
| Dexteriry madifier for Climb checks.

WHALE
Blindsight (Ex): Whales can “see” by emining high-frequency

sounds, inaudible to most other creatures, that allow them 1o |
locate objects and creatures within 120 leet. A silence spell negares |

this and forces the whale to rely on irs vision, which is approxi
mately a5 good a5 a human,

Skills; Whales gain a +4+ racial bonus to Spot and Listen checks, |

“These bonuses are lost if Blindsight {s negated.

BALEEN WHALE
‘The statistics presented here deseribe a plankton- LEﬁd.iJl,F; whale |:1}
rween 30and &0 feet long, such as gray, humpback, and rightw,
I'hese massive creatures ave surprisingly gentle, 1f hamsm‘.ul ar
provoked, they are as likely ro flee as they are to retaliare.

i

14

Snake, Huge Viper Squid Squid, Giant
Challenge Rating: 3 | g9
Treasure: Mone MNone Mone
Alignment: Alwrays neurral Alwars neurral Always neurral
Advancement:  5-6 HD (Huge), 4—6 HD (Medium-size); 1318 HD (Huge;
7-12 HD (Gargantuan) 7-11 1D (Large) 19-35 HD (Gargantuan)
Tiger Toad Weasel
Large Animal Diminutive Animal Tiny Animal
Hit Dice: sds+18 (45 hp) 1/4 da (1 hp) 1/2d8 (2 hp)
Initiative: 12 [ Dex) +1 {Dex) +2 (Thex)
Speed: 40 fr. 5t 20 ft, climb 20 £
AC: 14 (—1 size, +2 Dex, +3 narural} L5 [+ size, =1 Dex) 14 (12 aige, +2 Dex)
LAttacks: 2 claws +9 melee, bite +4 melee — Bite +4 melec
| Damage: Claw 1ds-g, bite 2d6=3 - Bire 1d3—4
| Face/Reach: Sfe. by 1ofe/s fi L fr b A A0 2120 by 2142 (/0
Special Attacks:  Pounce, improved prab, rake 1ds+3  — Artach
| Special Qualities: — — Scent
Saves: Fort +8, Ref +7, Will +3 Fort +2, Rel -3, Will 42 Fort 42, Ref <4, Will 41
Abilities: Str 23, Dex 15, Con 47, Ser1, Dex 12, Con 11, Sir 3, Dex 15, Cen 10,
[nr 2, Wis 12, Cha & Int 1, Wis 14, Cha 4 [mt 2, Wis 12, Cha 5
Skills: Balance +6, Fide +57, Listen +3, Hide +21, Listen +5, Spat +5 Balance 11, Climb +11, Hide +13,
Move Silently 49, Spot 43, Swim +11 Mowve Silently +9, Spot +4
Feats: = = Weapon Finesse (bite)
Climate,/Terrain:  Any [orest, hill, mountains, and plains  Temperate and warm land and aguaric . ‘Temperate forest, hill, mountains,
and plains
Organization: Salitary Swrarm | L0—-1000) Solitary
Challenge Rating: 4 110 1/4
Treasure: Mone Mone Mone
Alignment: Always neatral Alwiys neurral Always neutral
Advancement: 7-12 HD {Largey; 13-18 HDO (Hugel —




Special Gualities:
Saves:

g L 5 ;.-' *Qf;ﬁfwwﬁ*'wﬂﬁ"o :1.

Blindsighe
Tort «14, Ref +2, Will =5

Whale, Baleen Whale, Cachalot

| Cargantuan Animal (Aquatic) Gatgantuan Animal (Aquatic)
Hit Dice: 12d8+72 (126 hp) 12d8+84 (138 hp)

Inmitiative: +1 [Dex) +1 (Dex)
Speed Swim 40 [t Swrim 40 fi.

LACE 16 (4 size, +1 Dex, +9 narural) 16 (—4 size, 41 Dex, +9 namral)
Attacks: lail slap =17 melee Bite <17 melee, tail slap <12 melee
Damage: Tail slap 1d8-18 Bite 4d 612, tail slap 1d8+6
Face,/Reach: 20 fe by 40 ft /10 L 20 . by 40 fr./10 f

Blindsighe
Fort +15, Bel +3, Will 46

T .'%?le;‘:

?ﬁ:'l o
Whale, Orca
Huge Animal (Aguatic)
d&+45 (85 hp)
+2 (Dex)

Swrim S0 ft.

16 (=2 size, +2 Dex, +6 natural)
Bite +12 melee

Bite 2da+12

Lo b b 20 fr./ 10 fr

Blindsizht

Fort +11, Ref +8, Will +5

4—5 HI}{Large}

| Abilities: 5tr 35, Dex 13, Con 22, Str 35, Dex 13, Con 24, Str27, Dex 15, Con 21,
| Int 2, Wis 12, Cha é Int 2, Wis 14, Cha & Int 2, Wis 14, Cha &
Shills: Listen +10%, Spot £11* Listen +11%, Spot +12* Listen +127, Spot +12"
Climate/Terrain:  Any aguatic Any aquatic Ary aquatic
Organization: Solitary Solitary or pod (611} Solitary or pod {6=11]
Challenge Rating: 5 ] ]
Treasure: Mone MNaone MNone
Alignment: Always peutral Always neatral &lwrays neurral
Advancement: 13—1& H I (Gargantuan}; 1318 HIM(CGarganran 10-13 HD (Huge);
19—36 HID (Colossal L9—3%5 HID (Calossal) 14-27 HD (Garganruan)
Wolf Wolverine
Medinm-Size Animal Medinm-Size Animal
Hit Dice; 2d8=4(13 hp) 3d8=12 (25 hp)
| Initiative: -2 (Dex} -2 (Dhex}
Speed: a0 it a0 fi., burrow 10 {t, climb 10 1.
LAG: 14 (42 Dex, =2 natural) 14 (42 Dex, 42 natural)
| Attacks: Bite +3 melee 2 claws 14 melee; bite —1 melee
| Damage; Bite 1do+1 Clawe 1d4+2; bite 1de+1
Face/Reach: 5t by 5 E/5 0L sft by sfrisfr
Special Attacks: Trdp Rage
Special Qualities: Scent Scent
Saves: Fort +5, Bef +5, Will 11 Fort +7, Ref +5, Will +2
Abilities: Ste13, Dex 15, Con 15, Stri#, Diex 15, Con 19,
Int 2, Wis 12, Cha s Int 1, Wis 12, Cha 10
Sleills: Hide +3, Listen +6, Mave Silently +4, Climb +15, Listen 16, Spot 18
Spot +4, Wilderness Lore +17
Feats: Weapon Finesse (bite) —
Climate/Terrain: _Any forest, hill, plains, and mountains Caold and temperare forest and hill
Organization: Solitary, pair, ov pack {7-18] Solitary
Challenge Rating: 1 2
Treasure: Mone MNone
Alignment: Always neutral Always neutral
Advancement; 3 HD i Medium-size}; 4-5 11D {Larpe)

CACHALOT WHALE

Alse known as sperm whales, these creatures can be up o 60 feer
lang. They prey on glant squid.

ORCA
These feracious creatures are ahour 30 feet long; they eat fish,
squid, seals, and other whales,

WOLF

 Wolves are pack hunrers infamons for their persistence and
jcunning,

Combat

| A, Favorite tactic. is to send a few individuals against the foe's front |

while the rest of the pack circles and artacks from the flanks orrear.

Trip (Ex): A wolf that hits with a bite atrack can arrempt to trip |
the opponent as a free action (see page 139 in the Players Hand-

book] without making a rouch attack or provoking an ateack of op-
portunicg If the attempt fails, the opponent cannot react o trip
the woll

Skills: "Wolves receive a =4 racial bonus to Wilderness Lore
checks when tracking by scent

WOLVERINE

These creatures are similar ro badpers but are bigger, stronger. and |
even more [erocions,

Combat

Rage (Ex): A wolverine thar takes damage in combat flies into |

.2 berserk tage the following round, clawing and biting madly |
luntil pither it or its opponent is dead, An engaged wolverine gains |
| +4 Strength, +4 Constitution, and -2 AC. The creature cannor end
lits tage veluntarily
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APPENDIX 2: VERMIN |
Giant Ant, Worker Glant Ant, Soldier Giant Ant, Queen
Medinm-Size Vermin Medium-Size Vermin Large Vermin
HI: 2da (3 hp) 2d&+2 (11 hp) _4da+4 (22 hp
Initiative: +{ : +0 —1 {Dex)
Speed: 50 ft, climh 20 fr. 50 fi, climb 20 fr 0 i1,
AC: 17 (+7 natural) 17 {+7 narural) 17 {~1 size,—1 Dex, ~9 natural}
Attacks: Bite =1 meles Bite +3 melee Bite +5 meles
Damage: Bite 1ds Bite 24413 Bire 2da+4 !
Face/Reach: 5 fr by 5[5 B it by s fr./5 fi. sh.byiofe/s b |
Special Attacks:  Improved grab Improved grab, acid sting Improved grab
| Special Qualities: Vermin Vermin Vermin
Saves: Fort +3, Bel 0, Will +0 Fort +4, Bel +0, Will +1 Fort +5, Ref <0, Wrill 42 |
Abilities: Ser 10, Dex 10, Con 10, Str 14, Dex 10, Con 13, Srr 16, Dex 9, Con 13,
[mt—, Wis 11, Cha 9 Lot —, Wis 13, Cha 11 Int —, Wis 13, Cha 11
Skills: Climb 48, Listen 5, Spot +5. Climb +10, Listen +&, Spot 6 Listen +7, Spot +7
Climate /Terrain: Temperate and warm desert, forest,  Temperate and wartn desert, forest, Tempetate and warm desert, forest, |
hill, plains, and underground hill, plains, and underground hill, plains, and underground
Organization: Gang (2—6) or crew (6-11 plus Solitary or gang (2—4) Hive (1 plus 10-100 workers
| giant ant soldier) and 5-20 soldiers}
| Challenge Rating: 1 2 2
Treasure: MNone Wone L/ 10 coins; 50% goods; S0% items
Alignment: Alwrays neutral Abweays neneral Always neutral
LAdvancement; 34 HD (Medium-size); 3—4 H [ (Medium-size); 5—& HD {Latge); 7-8 HD (Huge;

5—& HD (Large)

| Vermin come in a variety of stzes and types thar range from the
(metely annoying to the very deadly.

COMBAT

|Except where noted, vermin attack whenever hungry or
threatened,

Vermin: Immune to mind-influencing effects.

Poison (Fx): Many vermin have poisonous biles or stings. |
They are all injury type poisons. The Fortitude save DOs and |

damage are ser out in the Vermin Prison table,

GIANT ANT

CGiant ants are amang the hardiest and most adaprable vermin, Sol-

diers and workers are about 6 feet long, while queens can grow 1o
alength of 9 feer

Combat
Giane ants Opht with their powerful mandibles,
Improved Grab (Ex): To usc this ability, the giant ant must hit
L with its bite attack. A glunt ant soldier thar gers a hold can sting,
. Acid Sting (BEx): The giant ant soldier has a stinger and an acid-
| prolucing pland and inits abdomen. Ifit successfully grabs an op-
ponent, it can attempt to sting each round using its full atcack
bonus, A hit with the sting artack deals 1d4=1 points of piercing
damage and 1d4 points of acid damage.

GIANT BEE

Although they are many rimes larger, growing toa length of about
5 feet, giant bees behave generally the same as their smaller
Cousing.

Combat
| Giant bees are usually not aggressive except when defending
| themselves or their hive,
Poison (Ex) See the Vermin Poison table, above. A bee thar
successfully stings another creature pulls away, leaving its stinger
in the crearure, The bee then dies,

G—& HTH (Large)

VErRMIN POISON

Initial and |
Poison DC Secondary Damage
Giant bee 13 1d6é Con
Giant wasp (4 1d6 Dex
Menstraus centipede
Tiny 11 1 Dex
Small 11 1d2 Dex
Medium-size 13 1d3 Dex
Large 18 1d£ Dex
Huge 18 __ 1dE Dhex
Gargantuan 26 1d8 Drex
Colossal 36 2dd Dex
Monstrous scarpicn =
Tiny 11 1d2 Skr
Small 11 1d3 Str
Medium-size 15 1d4 Str
Large 18 1d6 Str
Huge 26 1d8 Str
Gargantuzn 36 2d6 Str
Ceolossal 54 2d8 Sir
Maonstrous spider
Tiny : 11 122 5tr
Small 11 1d3 Sir
Medium-size 14 1d4 Str
Large 16 1d6 Str
Huge 2 1d& Sir
Gargantuan S| 26 Str
Colossal 35 Zdd Str

GIANT BOMBARDIER BEETLE sl
| These creatures feed primarily on carcion and offal, gathering |
heaps of the smuff in which e build nests and lay eggs. A glant |
bombardier beetle is about & feet long, |
| Giant bombardier beerles have no interest in other creatures,
[They normally attack only to defend themselves, their nests, o
.I'.hm‘.s:ggs.




Combat
Giant bombardier beetles hite with their mandibles snd spray acid
Acid Spray (Ex): When attacked or disturbed, a_giant bom-
bardier beetle can release a 10-foor cone of acidic vapor pnce per

round, Those within the cone must succeed at & Forritude save |

(D 15) or take 1d4+2 poines of damage.

GIANT FIRE BEETLE

| These Iuminous nocturnal insecrs are prized by miners and adven- |
| turers. They have rove glands, one above each eye, that produce ared |
| glow The glands' luminosity persists for 1dé days after removal from |

L the beetle, illuminating a roughly circulie ares with a 10-foot radius
L Giant fire beetles sre abour 2 feet long.

Combar
When disurbed, giant fire beerles bite with their mandibles.

GIANT STAG BEETLE

| These creatures are serious pests thar greedily devour cultivated |
| crops: A single beetle can serip an entive farm in short order. An

adule giant stag beetle is about 10 feet long.

Combat
Giane stag beetles charge opponents, biting with their huge, horn-
like mandibles.

Trample (Ex): A glant stag beetle can trample Medinm-size or
| smaller creatures for 2d8+3 paints of damage. Opponents whe do
| not malze attaclks of oppormunity against the giant stag beetle can
Larrempe a Reflex save ([0C 19} 10 halve the damage.

A gxfIE?u:giﬁ"n%fhﬁthﬁi%{“'l
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GIANT PRAYING MANTIS

This putient carnivore remaing compleeely stll as it waits for prey |
10 COTnE OEar,

Combat
LA giant praying mants uses both spiny claws as a single arack. Tt
\grabs smaller prey in irs claws while i bices.

Improved Grab (Ex) [o use this abiliry, the giant prayving
mantis must hir an oppenent of Medium-size or smaller with irs |

|claws attack. 1Fir gers a hold, it squeezes.

Squeeze (Ex) A giant praying mancis that gets a hold on a |
Medivmesize or smaller opponent autematically deals 1d8+4
points of claw damage and bites st its full atteck value of +6 each
round the hold is maintained, |

Skills: "Because of its camouflage, # mantis surrounded by |
toliage receives an addirional +& racial bonus to Hide checks,

GIANT WASP

Giant wasps are every bir a3 aggressive and rerritorial as their
¢ ps ELy EB k
|smaller couzing.

Combat

These creatures attack when hungry or threatened, stinging their
prey to death, They ke dead or incapacitated opponents back m
their lairs as [ood [or their unharched young.

Poison {Ex): See the Vermin Poison table, page 205,

MONSTROUS CENTIPEDE

These creatures mavel wherever hunger leads them. They prefer |

Giant Beetle, Fire
Small Vermin

18 (4 hpl

N

30 fr

16 i#1 size, +5 natural)
Bire +1 melee

Bite 2d4

st by s ft./5
Vermin

Fort +2, Bef +0, Will +0
St i, Dex 11, Con 11,
Inr —, Wis 10, Cha 7
Climh +4. Listen +3, Spot +3

Giant Bee Giant Beetle, Bombardier
Medium-Size Vermin Medium-Size Vermin
H: 3ds {13 hp) 2dg+4.013 hp)
Initiative: 2 Dhex) 0
Speed 20 fr., Ay 80 fr. {pocd) 3 fr.
AC: 14 (+2 Dex. =2 natural) 16 (+6 narural)
Artacks: Sring -2 melea Bire +2 meles
Damage: Sting 1d4 and peison Bite Ldé=1
Face/Reach: 5 fi. by 5 [t./5 [i. s by sfissht
Special Artacks:  Prison Acid spray
Special Qualities: Vermin Vermin
Saves: Fort +3, Bef +3, Will +2 Fort +5, Bef +0, Will +0
Abilities: Srr 11, Dex 14, Con 11, Str 13, Dex 10, Con 14,
Int —, Wis 12, Cha ¢ It —, Wis 10, Cha @
Skills: [nfuit Ditection +6, Spot +& Listen +5, Spot +5
Climate/Terrain: Temperate and warm land ‘Temperate and warm land
! and underground and undergroundd
Organization: Solitary, swarm {2=8), or hive (11-20) Cluster (2-5} or swarm (6—11)
Challenge Raring: 1,2 2
 Treasure: Mo coins; 1/4 poods (honey onbyl; None
no irems
Alignment: Always nenrral Alvways newtral
Advancement: 46 HD (Medivm-size); $-4 HIY {Medinm-size};
7-9 1D (Latge) 5-¢ HD (Large)
Giant Beetle, Stag Ciant Prayving Mantis
Large Vermin Large Vermin
HD: 7da+21 (52 hp} 4d8+8 (26 hp)
Initiative: +3 —1 (Thex;
Speed: 20 fi. 20 fr., fly 40 i {poor)
AC: 19 (—1 size, 410 natural) 14 {~1 siwe, ~1 Dewx, +6 hatural)
Attachs: Bite +10 melee Claws 16 meles, bite 11 melee
Dramage: Dite 4d6-9 Claws 1d814, bite 1dei2.
Face/Reach: S0 by tof/s i SiL by 10 [1/5 It
| Special Attacks:  Trample 2d8+3 Improved prab, squeeze

Temperate and warm land
and underground

Cluster {2-5} or swarm (6-11)
1/3

Mone

Alwrays neutral
2-3 HD (Smally

Giant Wasp

Large Vermin

sda+10 (32 hp)

=1 (Dex)

20 ., Ay 60 fr. {good)

14 (—1 sive, 41 Dex, +4 nacural)
Sting 46 melee

Sting 14346 and poison

5 [t by 10 [e./5 fi.

Poison




1o feed on small animals but do not hesitare w anack humanoids
or other larget prey. Menstrous centipedes are long and low:

MonNsTRoUS CENTIPEDE S1ZES

Size Body Length  Body Width* Height
Tiny 2 feet 3 inches 1.1/2 inches
Srriall 4 feet & inches 3 inches
Meadium-size 8 feat 1 faat 6 inches

| Large 15 feat 2 feet 1 foot

| Hupge 30 feet 4 feet 2 foet

| Gargantuan 60 feel 3 feet. 4 feet

| Celossal 120 feet 16 feet £ feet

_#The number includes the centipede’s bady and its legs; the actual

ody width is abaut

Combat

 Monstrous. centpedes tend to arack anything thar resembles

a third of the total,

food, biting with their jaws and injecting their poison,
Poison (Ex): See the Vermin Poison table, page 205,

skills: Monstrous centipedes receive a +4 racial bonus to)

! Climb, Hide, and Spot checks,
MONSTROUS SCORPION

Monstrous scorplons are vicious predators that make unnerving
scuttling noises as they speed across dungeon floors. A monstrous

seorpion has a low, flat body:

Size Body Length
Tiny. 2 fest
Srmall 4 fest
 Mediurm-size 6 feet
LLarge 10 foet
i \Huge 20 fest
Cargantuan 40 feet
Colosszl 80 feet

MONSTROUS SCORPION SIZES

Body Width® Height
1 foob 11,2 inches
2 feet 3 inches
3 feet G inches
5. et 11/2 feet
10 feet 21/% feet
20 feat § feet
40 ot 10 feet

| =The number includes the scorpion's body and its legs: the actual |

bady width is about a third of the tatal,
=#The number indicates the height of the creature's body: the crea-

creature is wide,

Cambat

ture's stinger usually is held abaut as high off the ground as the

Monstrous scorpions are likely to attack any creature that
Lapproaches, and they usually charge prey. ,
| i Improved Grab (Ex): To use this ability, the monstrous scorpion .
st hit with fts claw setack IE it gets a hold, it hangs onand stings,

Squeeze (Ex): A menstrons scarpien that gets & hold onoan
opponent of is size or smaller automatically deals damage swith |
both claws, bidng and stinging ac its full attack value,

Poison (Bx): See the Yermin Poisen table, page 205,
skills; A monstrous scorpion teceives & +4 racial bonus o

Clitnb, Hide, and Spot checks.

| Giant Beetle, Stag Giant Praying Mantis Giant Wasp
,EP-Ecia_i Qun'lities'. YVermin Vermin Yermin
| Saves: Fare =8, Bef +2, Will +2 Fort <6, Ref +0. Will +3 Fort +6, Ref +2, Will 42
Abilities: Str 23, Dex 10, Con 17, St 19, Dex 8, Con 15, Str 18, Dex 12, Con 14,
Int —, Wis 10, Cha 9 Int —, W= 14, Cha 11 It —, Wis 13, Cha 11
Skills: Listen 48, Spot+7 Ilide +1% Listen +5, Spot +8 Intuit DirecHon +7, Spot +9
Climate,/Terrain:  Temperate and warm forest Any land and undecground Tempetate and warm land
and underground and underground
Organization: Cluster (2=5) or swatm (6--11) Solitary Solitary, swarm {2-5), or nest (11-20)
Challenge Rating: 4 2 E]
Treasure: Momne Mone Mone
Alignment: Always neutral Always nevtral Always neurral
Advancement: §-10 HD {Large); 11=21 FID {Huge} 5—8 HD {Large); 312 HO (Huge) 68 11D (Large). 915 HD (Huge)
Monstrous Centipede, Tiny Monstrous Centipede, Small Monstrons Centipede, Medium-Size
Tiny Vermin small Vermin Medium-Size Vermin
Hit [hce: 1/4 d& {1 hp) 1/2d8 {2hp) 1d8 (4 hpl
Initintive; +2 {Dex) +2{Dex) 12 1 Dexl
Speed: 20 f an i, 40 fr.
| AC: 14 {+2 size, +2 Dex) 14.{=1 size, +2 Dex, +1 narural} 14 (2 Dex, +2 natural)
Artacks: Bite +4 melen Rite +3 melee Bite +2 melee
Damage: Rite 1d3-5 and poiscn Bite 1d4--3 and paison Bite 1dé—1 and poison
| Face/Reach: 21if2fe by 2 1/ fe /0 fe s by sf/sfi sfebysh/s
Special Attacks:  Toisen Poison Poison
Special Qualities: Vermin Vermin Vermin
Saves: Fort +2, Ref +2, WAll +0 Fort +2, Ref +2, Will -0 Fort +2, Bef +2, Will +0.
Abilities: Sir 1, Dex 15, Con 10, Str 5, Dex 15, Con 10, Sir 9, Dex 15, Con 10,
Int —, Wis 10, Cha 2 Int—, Wis 10, Cha 2 It —, Wis 10, Cha 2
Sleills: Climb 43, Hide +17, Spor +7 Climb +5, Hide 13, Spot =7 Climb +8, Hide +8, Spot +&
Feats: Weapon Finesse (bire) Weapon Finesse [hite) Weapen Finesse (bire)
Climate, /Terrain: Temperate and warm land Temperate and warm land Temperare and warm land
and underground and underground and underground
Organization: Colony (8-16] Colony {2-8) or swarm {6=11) Solitary or colony (2-8)
Challenge Rating: 1/8 1/4 1/2
Treasure: Mome Mone Mone
Alignment: Always neutral Always neutral Always neutral
Advancement: — — —




MONSTROUS SPIDER MoOMNSTROUS SPIDER SIZES

All monstrous spiders are aggressive predators, Size Diamater® Height |
WMonstrous spiders come in two general rypes: hunters and web Tiny 2 feet 2 inches !
spinners. Hunters rove abour, while web spinners usually attempt Small 3 feet 3 inches {
o trap prey. Hunting spiders ave speedier than their web-spinning .| Medium-size 5 feet B inches
counterparts and use higher speed numbers shown in parentheses. | [Large 10 feet 11,2 feet
Monstrous spiders of bath types have roughly civcular bodies]  |Huge 15 feet 21/2 feet
| surrounded by outspread legs: Gargantuan 20 feet 5 feet
l Colossal 40 feet 10 feet

C:u.mbal

| Monstrous spiders use their poisonous hite o subdue or kill prey. |

{__ Poison (Ex}: See the Vermin Poison table, page 205.

Web (Ex): Both tvpes of monstrous spiders often wair in their
webs or in trees, then lower themselves silently on silk serands
and leap onre prey passing beneath. A sinple strand is sreong
enough to support the spider and one creature of the same size.

_ Skills; *Monsirous spiders gain a +8 competence bonus o

Monstrous Centipede, Large

Monstrous Centipede, Huge
Huge Vermin

48 (18 hp)

+2 (Dex)

40 [,

16 {2 size, +2 Dex, +& nataral)
Bite +4 meles

Bite 2d6 ¢4 and poison

1ot by 30 fi10 b

Poison

Vermin

Fort +4, Bel +3, Will 41

Str 17, Dex 15, Con 10,

Int —, Wis 10, Cha 2

Climb +11. Hide +1, Spot +7

Larpe Vermin
Hit Dice; 2d& {9 hp)
Initiative: +2 (Dex)
Speed: +0 f1,
AC: 14 (=1 size. =2 Dex, +3 natural}
Attacks: Bite +2 melee
Damage: Bite 1d8=1 and paison
{Face/Reach: 50 by 1sfr/sfr
|Special Attacks:  Poison
|Special Qualities: Vermin
| Saves: Forr +3, Ref +2, Will -0
| Abilities; 5t 13, Dex 15, Con 140,
Int—, Wis 10, Cha 2
Slkills: Climb +20, Iide +3, Spot 8
Feats: Weapcn Finesse | bire)
Climate/Terrain:  Temperate and warm land
and underground
Organizaton: Solitary or colony {2-5]
Challenge Rating: 1
Treasure; Mone
Alignment: Always neutral
Advancement: 31 HD {Large)
Monstrous Centipede, Colossal
Colossal Vermin
Hit Dice: 32d8 (144 hp)
Initiative:; 2 (Dhex)
Speed: 40 ft.
LAC: 20 (-8 size, +2 [hex, +16 natural)
{Attacks: Bite +23 melae
| Damage: Bite 4dé+10 and poison
| Face/Reach: 30 ft. by 120l /15t
|Special Attacks:  Poisen
Special Qualities: Vermin

Saves;

Fort +18, Ref +12, Will +10

lemperace and warm land
and underground
Solitary or caleny (2-5)

»

Mone
Always newral
5-15 HD {Huge)

Momstrous Scorpion, liny
Tiny Vermin

1/2d8-2 (4 hp}

M

201t

14 (47 s, +2 natural)

2 clawy +2 melee, sing -3 melee
Claw 1d2—4, sting 1d2—% and poison
212 ft. by 21 /241 /0 B
Improved grab, peisen

Yermin

Forr +4, Ref +0, Will +0

(#The number includes the spider’s body and its legs; the actual
| body diameter is about a third of the total. ]

Hide and Maove Silently checks when using their webs,
Web-spinning spiders can cast a web eight times per day, This |
is similar to an attack with a net bue has o maximum range ol 50 |
feet, with a range Increment of 10 feer, and is effective against rar-
Lgets up 1o one size smaller thar the spider {see page 102 in the

Monstrous Centipede, Gargantuan |
Garganiuan Vermin

16d8 (72 hp)

+2 {Dex)

40 fi.

18 {—4 sizme, +2 Dex, <10 natural)
Bite +13 meles

Bite 2d8+7 and poisen

15 fr, by 60 f1,/10 .

Poison

Vermin

Fort +10, Ref +7, Will +5

So 21, Dex 15, Con 10,

Int —, Wis 10, Cha 2

Climb +13, Hide -3, Spot +7

Temperate and warm land
and underground
Solitary

&

o

Always neurral

17-31 HD} {Gargantuan)

Monstrous Scorpion, Small
Small Vermin

1d8+2 (6 hp)

(1]

30 dr

14 [+1 size, +3 nararal)

2 claws +1 melee, sting —4 melee
Claw 1d3-1, sting 1d3-1 and poison
5[0 by sfr/s e

Improved grab, squeeze, poison
Vermin

Fort +4, Rel +0, Will +0

Abilities: Str 25, Dex 15, Con 10, Str 3, Dex 10, Con 14, Str 9, Dex 10, Con 14,
Int —, Wis 10, Cha 2 Int —, Wis 10, Cha 2 [nt—, Wis 10, Cha 2
Skills: Climb <15, ITide -7, Spot +7 Climb +4, Hide +15, Spat +7 Climb 46, Hide 412, Spot +7
Feats: E=2 Weapon Finesse (claw, sting) Weeapon Finesse (claw, sting)
Climate,/Terrain:  Temperate and warm land Temperate and warm land Tempetate and wirm land
and underground and underground and underground
Organization: Solitary Colony (5-16) Colony (2—5) or swarm (6-11)
Challenge Rating: 8 1/4 1/2
Treasure: Mone None kone
Alignment: Always neutral Always neurral Always neutral
Advancement: 33—64 HD (Colossal) it




Monstrous Scorpion, Medium-Size Monstrous Scorpion, Large

Medium-Size Vermin
Hit Dice; 2de+d (13 hp)
Initiative: 10
Speed: 40 .
AC: 14 {~4 natural)
Artacks: 2.claws +2 melee, sting -3 melee
Dlamage: Claw 1d4-1, sting 1d4 and poisen
Face/Reach: S by sf/5f
Special Attacks:  Improved grab, squeeze, poison

Special Qualities: Vermin

Large Vermin

4d8+8 (26 hp;

{1

50 fr.

14 (—1 size, <5 netural)

2 claws +5 melee, sting 10 melee
Claw tda+3, sting 1dei 1 and polson
st by 10645 i

Improved prab, squeeze, poison
Wermin

Monstrous Scorpion, Huge
Huge Vermin

Led8+32 (104 hp)

+{1

s0f

16 (2 siwe, +8 natural)

2 claws +15 melee, sting +10 melee
Claw 1d&45, sting 2d4+2 and poison
10 £ by 20 fr/10 L

Improved grab, squeeze, poison
YVermin

| Baves: Fort +5, Bel +0, Will 0 Tort 46, Bel 11, Will +1 Fort =12, Ref +5, Will -5
| Abilities: Sir 13, Dex 10, Con 14, Str 17, Dex 10, Con 14, Sir 21, Dex 10, Con 14,
Int —, Wis 10, Cha 2 Int —, Wis 10, Cha 2 Int —, Wis 10, Cha 2
Skills: Climmb +8, Hide +8, Spot +7 Climb +11, Hide +3, Spot +7 Climb +12, Hide -+, Spot +7
Climate/Terrain:  Temperate and warm land Temperate and warm land Temperate snd warm land
and underground and underground and underground
Organization: Selitary or calony {2-5) Solitary or colony (2-5) Solitary or coleny (2-5)
Challenge Rating: | 2 &
Treasure: /10 coins; S0 goods; 50% items 110 coins; S0% goods; 50% items 1/10 coing; 50% poods; 50% items
Alignment: Always neurral Alwrays neueral Always neutral
Advancement: = 5—15 HT (Large) 17-31 HD {Huge)
Monstrous Scorpion, Gargantuan  Monstrous Scorpion, Colossal Monstrous Spider, Tiny
| CGargantuan Vermin Colossal Vermin Tiny Vermin
Hit DHce: 32d8+64 (208 hp) Gl 24128 (416 hp) 1/2d8 (2 hp)
| Initiative: +0 +0 =3 (Dex)
| Speed: 50 i 50 ft. 20 ft., climb 10 fr.
L AC: 18 {4 size, +12 natural 20 (-8 size, +18 natural) 15 (+2 size, +3 Dex)
Artacks: 2 claws +27 melee, sting <22 melee 2 claws +49 meles, sting +44 melee Bite +5 melee
Damage: Claw 2de+7, sting 2d643 and polson Claw 2d849, sting 2484 and podson Bite 1d3—4 and poison
Face/Reach: 20 fr by 40 fe. /10 fr 40 fr. by 80 fr./15 fi. 2126 by21/2t./0 4.
Special Attacks:  Improved grab, squeese, polson Improved grab, squeeze, poison Poison, web
Special Qualities: Vermin Vermin Vermin
Saves: Fort +20, Ref +10, Will +10 Forr +36, Ref +24, Will <21 Fort +2, Ref =3, Will +0
Abilities: Sir 25, Dex 10, Con 14, Str 29, Dex 10, Con 14, Six 3, Dex 17, Con 10,
[mt —, Wis 10, Cha 2 Int —, Wis 10, Cha 2 Int —, Wiz 10, Cha 2
Skills: Climb +14, Hide —4, Spoc +7 Climb +t6, Hide -8, Spot +7 Climh +8, Hide +18, Jump -4,
Spot +7%
Feats: - — Weapon Finesse (hite)
Climate,/Terrain: Temperare and warm land. Temperare and warm land ‘Temperate and warm land
and undergronnd and underground and underground
Organization: Solitary Solitary Colony (8—16)
Challenge Rating: 4 11 1/4
Treasure; 1/10 cpins; 50% poods; S0 items 110 coins; 50% goods; 50% items MNone
| Alignment: Always neutral Always neutral Always neutral
_Advancement: 3363 HD (Carganruan) =
Hu._.._ i i W i M &‘\i;:i?x.r_ L B [ : B M R T




Flayers Hondbook for derails on net ateacks). The web anchors the

i
b

B e g
b

target in place, allowing no movement,

An entangled creature can escape with a successful Escape
Artist checle or burst it with a Strength check. Both are standand

actions whose DCs are listed in the accompanying rable.

Web-spinning spiders often create sheets of sticky wehhing |
 from 5 to 60 feet square, depending on the size of the spider. They |
{usually position these sheers to snare flying creatures but can ilso |
Ltry to trap prey on the ground. Approaching creatures must suc-|

(ceed ata Spot check {DC 20) to notice a web; otherwise they stum- |
{ble inta it and become trapped as thouph by a successful web |
Latrack. Atrempts to escape ot buest the webbing gain a +5 honus if
.the trapped creature has semething o walk on or grab while
pulling free. Each 5-foot section has the hit poines lsted on the

table, and sheet webs have damage reduction 5/fire.

A monstrous spider can move across its own sheet web ar irs

Monstrous Spider, Small

Lokl W

T

Spider Slze Escape DC
Tiny 16
Small 18
| | Medium-size 20
{Large 16
(Huge i
(Gargantuan g
Colasszal 32

touching the web,

Spot checks.

Monstrous Spider, Medium-Size

MaonsTROUS SPIDER WEBS

1 gy aal
Break DC Hit Points

22 2

4 4

16 ]

32 12

34 14

6 16

33 18

{climb speed and can determine the exact location of any creature |
Slkills: Monstrous spiders receive 2 +4 tacial bonues o Hide and

“Hunting spiders receive a 6 racial bonus o _Tump checks and |
a =& racial bonus to Spor checks,

Momstrous Spider, Large

Small Vermin Medium-Size Vermin Large Vermin
Hit Ivice: 1d8 4 hp) 2d8+2 (11 hp} #d&+4 (22 hp)
Initiative: +3 (Dhex) +3 (Do) +3 {Dex)
Speed: 30 [, climb 20 fr. (40 &, climb 20 ft) 300, climb 208, (40 f, climb 20 £t} 30 climb 20 e (40 i, climb 20 ft.)
(AT 14 (+1 size, +3 Dex) 14 {+3 Dex, +1 natural) 14 {—1 size, +3 Dex, +2 natural)
Artacks: Bite +4 meles Bite <4 melee Hite +4 melee
| Damage: Bite 1d4-2 and poison Bite 16 and poison Bire 1d8+3 and poisen
Face/Reach: Sfbysit/sic st by sle/s it 10 fr. by 10 /5 [
| Special Artacks:  Poison, weh Poisom, wih Poison, web
| Specisl Qualities: Vermin Yermin Vermin
| Saves: Fort =2, Ref +3, Will 40 Fort -+, Ref =3, Will +0 Fort +5, Ref +4, Wil +1
| Abilities: Srr 7, Dex 17, Con 10, Str11, Dex 17, Con 12, Serd5, Dex 17, Can 13,
_ Int —, W'is 10, Cha 2 Int—, Wis 10, Cha 2 Int —, Wis 10, Cha 2
Skills: Climb +10, Hide +14. Jump 2%, Climb 112, Hide +10, Jump =0%, Climb +14, Hide 46, Jump +2%,
Spot +7* SpoL47* Spot +7"
Feats: Weapon Finesse (bite] Weapon Finesse (bice)
Climate/Terrain: Temperate and warm land Temperate and warm land Temperate and warm land
and underground ind underground and underground
Oirganization: Colany (2=5) or swarm (6-11) Solitary or colony [2-5] Selitary or colony (2-5)
Challenge Rating: 1,2 1 2
Treasure: Mone 1/10 coing; 50% poods; 505 itams 1,/10 coins; 50% goods; 50% items
Alignment: Always neutral Always neutral Alwrays neural
Advancement: — 3 HDH Medinm-size; 6= HI (Large)
Monsirous Spider, Huge Monstrous Spider, Garganinan Monstrous Spider, Colossal
Huge Yermin Gargantuan Vermin Colozzal Vermin
Hit Dice; 10dB+10(55 hp) 24dR=24 (132 hp) 45d8+48 [ 264 hp)
Initiative: =3 [ Dexc) +3 (Dex} 13 [Dex]
Speed: a0 fr., climb 20 fr (40 f, climb 200 306, climb 20 ft (40 &, imb 20 £t 300, climb 20 fe, (40 fr, climb 20 £
AC: 16 (=2 size, +3 Dex, 45 natureal) 18 (=4 size, +3 Dex, +9 natural) 200 (=8 size. +3 Dex, +15 natural]
LAttacls; Bite +9 melee Bite <20 melee Bite +36 melee
| Damage: Bite 2dé+6 and paisan Bire 2d&8+% and poison Bite 4d6+12 and poison
 Face/Reach: 15 ft. by 15 fr. /10 fi. 20 b by 20 fr /10 a0 fi by o i /15 fr.
Special Attacks:  Poison, web Poison, weh Poison, web
Special Qualities: Vermin Vermin Vermin
Saves: Fort +8, Ref +&, Will +3 Tort +15, Ref +11, Will +8 Fort +27, Bef 419, Will +16
Abilities: Str 19, Dex 17, Con 12, Str 23, Dex 17, Con 12, Str 27, Dex 17, Con 12,
Int —, Wis 10, Cha 2 Int —, Wis 14, Cha 2 Int—, Wis 10, Cha 2
Skills: Climb +16, Hide -2, Jump +47, Climb +18, Hide —2, Jump +&%, Clitnb 420, Hide —6, Jump =8%,
Spot+7* Spot +7% SpoLa7t
Climate/Terrain: Temperate and warm land Temperate and warm land Temperate and warm land
and underground and underground and underground
Organization: Solitary or colony (2-53 Solitary Solitary
Challenge Rating: 4 i . 14
Treasure: 1/10 eoins; 50% goods; S0 items 1/10 coins; 50% poads; S0% irems 1/10 cons; 50% goods; 50% items
Alignment: Alwuys neurral Always neutral Always neutral
Advancement: 11-23 HD (Huge} 2547 HID (Garganmian 489—¢4 1T (Colossal)



Appendix 3:
%e lates

Certain creatures have no type but are instead cleated by adding a
“template”’ 1o an existing creature, The following rules set out the |
| rules for building a templated crearure, such as a vampire,

CELESTIAL CREATURES!

SRR S Y e
= Nl B Y e

| Celestial creamures dwell in the upper planes, realms of good, al-
| though they resemble heings found oo the Marerial Flane, They
L are more regal and more beautiful than their earthly counterparrs,
Celestial crearures often come in metallic colors fusually silver,
gold, or platimum), They can be mistaken for half-celesiials, more
powerful creatures that are created when a celestial mares with a
 noncelestial creature,

CRE&TING A CELESTIAL CREATURE

| “Celestial’ is a template that can be added o any corpoteal creg- |
wure of nonevil alignmenr (referred to hereafter as the “base crea-
wre”). Beasts or animals with this template become magil_‘al
beasts, but otherwise the crearure type 15 unchanged.

A celestial creature uses all the base creature’s statistics and spe-

cial abilities except as noted here.

Special Attacks: A celestial creature retains all the special at
| tacks of the base creature and also gains the following.

Smuie Evil (Sul: Once per day the creanire can make a normal
Lattack to deal additional damage equal 1o its HI total (maximum
Lol +20) against an evil foe,

Special Qualities: A celesrial creature retaing all the special
| qualiries of the base creature and slso gains the lollowing ones:

* Darlovision with a range of 60 feet,

* Acid, cold, and electricity resistance {see the rable below),
* Damage reduction (see the table below).

* SR egual to double the ceeature's HD {maximum 25).

Acid, Cold, Electricity

Hit Dice Resistance Damage Reduction |
1-3 5

a-7 10 547

8-11 15 542

Ti+ 20 19/+3

1f the base creature already has one or more of these special qual-
ities, use the berter value,

Saves: Same as the base creature
Abilities: Same as the base creature, but Intelligence is at least 3.
Skills: Same as the base creature
Feats; Same as the base creature

Climate/Terrain: Any land and underpround
Organization: Same as the base crearure
Challenge Rating: Up to 3 HI, as base creature
4 HD to 7 HID, as base creature +1

&+ HI, as base crearure +2

Treasure: Same as the base creature
Alignment: Always good (any)

Advancement: Same as the base crearure

%M PLE CELESTIAL CREATURE
| Celestial Lion

Large Magical Beast

Hit Dice: 5d8110 (32 hp)

Initiative: +3 (Dex)

Speed: 40 L
AC: 151 size, +3 Dex, =3 natural)
Attacks: 2 claws +7 melee; hite +2 melee
Damage: Claw 1d4+5; bite 1d8+2
| Face/Reach: s fr, by 5 f1./5 fi.
| Special Attacks: Pounce, improved grab, rake 1d4-2, smite evil
| Special Qualities: Scent, datlovision 60 fr., damage reduction
5741, 8B 10; acid, cold, and electricity resistance 10
Saves: Fort +6, Rel 47, Will +2
| Ahilities: Ser 21, Dex 17, Con 15, Int 3, Wis 12, Cha 6
| Skills: Balance +7, Hide +4%, Jump +3, Listen 45, Move Silently
+11, Spot +5

Climate; Terrain: Any land and underground |
Organization: Solitacy, pair, or pride (6—10)
Challenge Rating: 3

| Treasure: None

LAlignment: Always good (any)
\Advancement: 6-8 HD [Large]

Combat

Founce (Ex}k If s celestial lion leaps upon a foe during the firse |
round of combar, it can make a full arrack even if it has already |
taken a move action,

Improved Grab (Ex); To use this ahility, the celestial linn must
hit with irs bire arrack. If it gets & hold, it can rake,

Rake (Ex): A celesdal lion thar gets a hold can make two rake |
jattacks (47 meleel with its hind legs for 14442 damage each, 1f the |
 celestial liom pounces on an opponent, it can also rake. !

$kills: Celestial liogns receive a +4 racial honus to Balance, |
Hide, and Mave Silently checlks *1n aveas of rall grass or heavy un: |
dergrowth, the Hide bonus improves ro +8

FIENDISH CREATURES.

Fiendish creatures dwell in the infernal planes, realms of evil, al-
though they resemble beings found on the Material Plana, They
are more fearsome in appearance than theie earthly counterparts.
Fiendish crearures are often mistaken for half-fiends, more pow-
erful creatures that are created when a fiend mates with a non-
celestial creature, or rhu:rugl'l spms: foul infernal breeding project.

“Elendish” is a remplnm that can be added 1o ALY CoT] purenl cretuTe
ol nengood alignment (Teferred to hereafter as the "base crearure”),
Beusts or animals with this template become mu,gical Leasts, bur oth-
erwise the creature type s unchanped, A fiendish creature wses all
the base creature’s statistics and special abilities except as noted here,

Special Attacks: A fiendish crearure retains all the special ar-
racks of the base crearure and also gains the tollowing,

Smite Goped (5w Onee per day the crearure can make a normal
artack 1o deal additional damage equal to its HD total (maximum
of +20) apainst & good foe. :

Special Qualities: & fiendish creatute retains all the special
qualities of the base creature and also gains the following,

* [arkyision with a range of 60 feet,
* pld and Hee resistance (see the sable helow).

* Dhamage reduction (see the table below). |

* SR egual to double the crearure’s HD (maximum 25) i

—_

Cald, Fira — 4

Hit Dice Resistance Damage Reduction
=3 a

4-7 10 5/+]
{2-1] 15 5)+1
12+ 20 10/+3
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Tf the base creature already has one or more of these special qual-
ities, use the berter value,

Saves: Same as the base creature

Abilities: Same as the base creature, but Inrellipence is at

least 3.

Skills: Same as the base creatiiee I
|  Feats: Same as the hase creature ]
| Climate/Terrain; Any land and underground |

Organization: Same as the base creature
| Challenge Rating: Up to 3 HD, as base creature
| 4 HD w7 HD, as base creamre +1
&4 HI, as base creature +2
Treasure: Same as the base crearure
Alignment; Always evil {any)
Advancement: Same as the base crearure

SAMPLE FIENDISH CREATURE |
| Abyssal Dire Rat i
+Small Magical Beast

Hit Dice: 1ds 41 (5 hp
Initiative: +3 (Dex)
Speed: 40 {t, climb 20 ft.
AC: 15 (41 size, =3 Dex, +1 natral)
Artacks: Bite +4 melee
| Damage: Bite 1d4
| Face/Reach: 5 {t by 5 (/s &,
:r Special Attacks: Disease, smite good
| Special Qualities: Scent, duckvision 60 (1, cold and fire
resistance 5, 5R 2
| Saves: Fort +3, Ref +5, Will +3
| Abilities: S 10, Dex 17, Con 12, Ine 3, Wis12, Cha 4
L Skills: Climb +11, Hide +11, Move Silently +4
| Feats: Weapon Finesse (bite)

Climate/Terrain: Any land and underground
Organization: Solitary or pack (11-20)

Challenge Bating: 1/2

Treasure: None

Alignment: Always evil (any)

Advancement: 2-3 HD (Smallk: 4—& HD {Medium-size)

Combat
Disease (Ex): Fileh fever—hite, Fortitude save (DC 12), ineu-
bation period 1d3 days: damage 143 remporary Dexterity and 1d3
temporary. Constitution (see_Disease, page 74 in the Duncron
MasTERS Caide).

GHOST

{Chosts are the specrral remnanes of intelligent beings whe, for
one reason o another, cannot est casily in their graves.

Some ghosts go about theic business with little or no interest in
the living. Others, however, are malevolent spirits who loathe all
life and seek to destroy it whenever possible, Although ghosts can
often be driven off or destroved. they return again and again undil
they deal with the reason for their existence.

& phost greatly resembles its corporeal shape in lile, but in
some cases, the spivitual form is somewhat altered. Some ghosts

|look angelic and sweer, while others are owisted and hordble

[ things, showing clearly the ageny of the undead There is ofien

Lbut not always—a correlation between a phost's appearance and

s alipnment. Assumptions are dangerous,

| A ghost's behavior usually marches its life. The spirit of a cov

letous person, for example, might continue to hoard wealth cven
though it has no use for such measures. Similarly, a ghost is gener- |
ally ried ro the place where it died, 1f the aforementoned miser had |

L) X i
b NI

died in a robbery, the ghost might remain in the counting house, |
tormenting the new owner and all who do business there, This is |

net ahard and fast rule, though: Many ghosts wander freely,

CREATING A GHOST

“Chost” is a template that can be added to any aberradon, animal,
\beast, dragon, glant, humanpid, magical beast, monstrous hu-
manoid, or shapechanger, The creature (referred ro_hereafter as

the "base creamre”) must have o Charisma score of ac least 8. The |

{creature’s rype changes to "undead” 1t otherwise uses all the base
|creature’s statistics and special abilities except as noted here,
Hit Dice: Increase to d12,

Speed: Ghosts have a fly speed of 30 feet, unless the base crea- !

ture has a higher fly speed, with perfect muneuverabilig

AC: Natural armor is the same as the base creature but applies |

only to ethereal encounters. When the ghost manifests (sce
{helow ) its natural atmor value is +0, bue it gains o deflection bonus
iegual to its Charisma modifier or +1, whichever is higher,

| Attacks: The ghost retains all the attacks of the base creature,

Jalthough those relying on physical contact do not affect non-
ethereal crearures.

Damage: Against ethereal creatures, a ghost uses the base crea- |
ture's damage ratings. Against nonethereal crearures, the ghost |

usually cannot deal physical damage at all but can use {s special
attacks, if any, when it manilesis {see below).

Special Attacks: The ghost retuins all the special artacks of the |
base creature, although those relving on physical contact do not |

affect nonethersal creatures. The ghost also gains @ manifestation

sability plus 1d3 other special artacks described below: Saves have |
a T of 10 + 1/2 ghost's HD + ghosts Charisma modifier unless |

noted otherwise,

Monifestation [Su): All phosts have this ability. As ethereal crea- |
tures, they cannot allect or be alfecred by anvthing in the marerial |

world. When they manifest, ghests became visible but remain in-
corporeal (see page 6), However, a manilested ghost can seeike
with its rouch armack or a ghost rouch weapon. A manifested ghose
remains on the Ethereal Plane but can be arracked by opponents
on both the Material and Ethersal planes. When a spellcasting
ghaost is on the Ethereal Plane, its spells cannot affect targets on
the Material Pline, but they wark normally againse ethereal tar-
gets. When a spellcasting ghost manifests, its spells continue o
affect ethereal targets and can affect targets on the Material Plane
normally unless the spells rely on touch. A manifested ghost's
touch spells don't work on marerial targets.

Corrupting Touch {Su): A ghost that hits a living target with its
incorpareal arrack deals 1d4 points of damage. Against ethereal
opponents, it adds its Strength modifier 1o attack and damage
rolls, Against material opponents, it adds its Dexterity modifier ta
artack rolls only,

Trightful Moan {Su): The ghost can mean as a standard action, All
living creatures within a 30-foot spread must succeed ar a Will
save ot become panicked for 2d4 rounds. This is a sonic, necro-
mantic, mind-affecting fear effect. A creature that successtully
saves apainst the moan cannot be affected by the same ghost's
maan for one day.

Hovvific Appeantace (Su): Any living creature within &0 feet thar |

views the ghost must succeed at s Fortiude save or immediately

suller 1d4 points of permanent Steength, 1d4 points of permanent |
Dexterity, and 1d4 points of permanemt Constinution drain. & |

creature that successfully saves against this effect cannot he
iallecred by the same phost's horific appearance for one day
Carvupting Gaze (Suy: The ghost can blast living beings with a

glance, aca range of up to 30 feet. Creatures that meet the ghost’s |

fpaee must succesd at a Fordoade save or sufler 2410 poines of
idamage and 1d4 peines of permanent Charisma drain,

L Muolevelence (Su): Dnee per round, an ethereal ghost can merpe iis
body with s creature on the Material Plane. This abiliry is similar to




sagic jor as cast by a 10ch-level sorcerer {or the ghost's character
level, whichever is higher), except that it does nor require a
teceptacle. 11 the attack succeeds, the ghest's body vanishes into
the opponent’s body. The target can resist the arrack with a suc-
cesaful Will save (I} 15 + ghost's Charisma modifiery, A creacurs |
that successfully saves is immune to that ghost's malevelence |
for one day, 1
_Telekinesis (Su): The ghost can use telekinesis cnce per round asa.
| free action, as cast by a sorcerer whose level equals the phost's HD |
Lor 12, whichever is h.Lg]:u_r

Special Qualities: A ghost has all the special qualities of the

| base creature and those listed below, and gains the undead rype
Land incorporeal subtype (see page 6),

Befuveriation (Sul: In most cases, is difficult w destroy a phost
through stmple combat The “destroyed” spirt will olten restore
itselfin 2d4 days Fven the most powetfil spells are often only rem-

| porary solutions, A ghost that would otherwise be destroved returns

(toits ald havnts with a successful level check (1420 + ghost's level |

| ar HI) against DO 16, As a rule, the only way 1o get oid of a ghu-ht:

| for sure is 1o determine the reason [or its existence and set vighe |
whatever prevents it [rom restng in peace. The exact means varles |
with each spidt and may require a good deal of research,

Lirn Resistance (Ex): A phost has 14 turn resistance (see page 10),

Saves: Same as the base creature

Abilities: Same as the base creature, except that the ghost has
no Constitution score, and its Charisma score increases by 4

Skills: Ghosts receive a +8 racial bonus to Hide, Listen, Search,

Land Spotchecks. Otherwise same as the base creanre.

Feats: Same as the base cresture

Climate/Terrain: Any land and underground
Organization: Solitary, pang (2-4), or mob (7-12]
Challenge Rating: Same as the base creatune <2
Treasure: None

Alignment: Any

Advancement: Same as the base crearure

Ghostly Equipment
When a ghost forms, all its equipment and carnied igems u.z.ual[}; |
become ethereal along with ie. Tn addidon, the ghost retaing 244 |
irems that it particularly valued in life (provided they are noting
another creature’s possession). The equipment works normally an
the Ethereal Plane but passes harmlessly through material objeces
or creatures. A weapon of +1 oc better enchantment, however, can
harm material creatures when the ghost manifests, and enchanted
weapons can harm the ghoest, =
The priginal material frems remain b-:h.l.nll _JLI:bl as the ghost's

. physical remaing do. I another creature seizes the original, the

| ethereal copy fades away, This invadably angers the ghost, who

| stops at nothing to return the item to its original resting place.

SAMPLE GHOST

This example uses a Sth-level human fighter as the base creature,

Ghost
Medium-Size Undead (Incorporeal)
Hit Dice: 5d12 (32 hp) ____
Indtiative: +5 {+1 Dex, +4 mem'.r&d luu’ml:nfj
Speed: Fly 30 [. {perfect) i
|AC; 12 (41 Dex, 1 defllection); or 21641 Dex, +8 full plate, +2
large shield)
LArtacks: Incorporeal touch <6 melee (or masterwork bastand
L sword <10 melee); or masterwork shortbow 47 ranged
| Damage: Incorporeal touch corruption td4 {1d43 vs etheneall |
masterswork bastard sword 1d10+4; masterwork shorthow 1ds |
Face/Reach: 5 fr by & ft./5 fi. .
Special Attacks: Manifestation, corrupting touch, malevolence
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Special Qualides: Undead, incorporeal, +4 turn resistance,
TEjJUVEnItion. 4
Saves: Fort +4, Bef +2, Will -2 1
Ahbilities: S 16, Dex 13, Con —, Int 10, Wis 12, Cha 12 |
1 Slills: Climb +11, Ilde +2, Listen <11, Ride +9, Search +8, Spor 11
| Feats: Blind-Fight, Cleave, Exotic Weapon Proficiency (hastard
sword}, Improved Initative, Power Attack, Weapon Focus
{bastard sword)

The Will save against this ghest's malevalence has a DC of 16.
Undead: Tmmune to mind-influencing efects, poison, sleep, |
paralysis, stunning, and disease. Not subject to critical hiss, subdual
damage, ability damage, energy drain, or death from massive damage.
Incorporeak Can be harmed only by other incorporeal creatures, |
i1 or betrer magic weapons, ot magic, with a 50% chance to ignore |
any damage from a corporeal source. Can pass through solid objects |
Lat will, and own attacks pass through armor. Always moves sillently,
i Challenge Rating: 7

HALF-CELESTIAL

Celestials' magical nature allows them to crosshreed with virmually |
any crearure. The offspring of the resulting unions, half-celestials, |
are glorious and wonderful beings.

To carry our their respansihilities, celestials sometimes spend
great amounts of dme in mortal realims. Being devoted and kind, |
they occasionally fall in love with mortals: humans, elves, uni- |

Jcorns, and similar creatures, The objects of celestial affection are |
never evil and are always intelligent, They always rerurm the love |
of their immortal parameonr and willingly conceive the child, usu- |
ally caring for it since the celestial has other duries.

Wo marter the form, half-celestials are always -;_uley qnl;l
delightful to the senses, having golden skin, spnrkll.ng EVES,
angelic wings, or some other sign of their higher nature,

Though noble and compassionate, hall-celestials ave often. dis-
mayed at the evil among their kin end take a stern, sometimes
harsh, view of base instinets or malevolent actions, Mever truly fir-
ting inte any mortal sociery, hall-celestials are usually loners and

(wanderers attempring o right wrongs wherever they can.

CREATING A HALF=CELESTIAL

"Half-celestal" is a template thar can be added to any corporeal
creature with sn Intellipence score of 4. or more and nonevil align-
ment (referted to hetealter as the “base creature”}, The crearre's
type changes to "outsider” T uses all the base creature’s statisrics
and special abilities except as noted hege.

Speed: There iza 75% chance thar a half-celestial has feathered
wings, The crearure can fly ac twice the base creatures normal
speed (pood maneuverability],

AC: Natural armor impeoves by +1.

Special Attacks: A half-celestial retains all the special attacks of
the base creature and alse gains the supernatural abilicy w use light
at will s the spell TTall celestials with an Inrelligence or Wisdom
scare of 8 or higher possess the following spell-like abilities, using
their level as the caster level, as specilied in the rable below. Unless
otherwise indicared, the abiliry is nsable once per day,

Level Ahilities Level Abilities

1-2 __ Pratectipn fram. ewil 9-10 Dispelewl 4
3 day, hless. 11-12 Moy werd 4

13-4 Aid defect ewil 1314 Holygum 3fday, |

= hallina o 4
5.6 Cure serious waungs, 15-16__ Symbal
| meibralize poison 17-18 __ Sumitmon maonster
= 1 (celestials only)
178 Haly smite, 18+ Resurrection

renche, disease
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Special Qualities: A half-celestial has all the special qualities
of the hase creature, plus low-light vision. Half-celestials are
immune to acid, cold; disease, and elecmiciny, and gain a +4 racial
bonus to Fortimde saves against poison.
Saves: Same as the base creature
Abiliries: Increase from the base cresture as follows: Smo+4,
| Dex +2, Con 4, Inc+2, Wiz 4, Cha +4.
| Skills: A hall-celestial has 8 skill points, plus s Intellipence |
| modifier, per Hir Die, Teeat skills from the base creature's list as |
| class skills and other skills as cross-class, If the creature has a class, |
Lir gains skills for class levels normalls

Feats: Half-celestials have one fear for every four levels or the
| base creature’s rotal of fears, whichever is preater

Climate, Terrain: Same as either the base creature or the celestial

Organization: Sume as the base creature

Challenge Rating: Same as the base crearura +1

Alignment: Always good {any) |
_Treasure: Same as the base creature |

Advancement; Same as the base crearure |

HALF-CELESTIAL CHARACTERS

Half-celestial humancids ofren have a character class, favoring
hards, clerics, fighrers, and paladins, Menhumanecids are also
sometimes clerics or paladins. Halfcelestial cledes serve good
deities such as Ehlonna, Hetroneeus, Konl, oc Pelor

SAMPLE HALF-CELESTIAL

| This example uses a unicorn as the base creature,

| Half-Celestial /Half- Unicomn
| Large Outsider (Chaotic, Good)
| Hiit Diee: 4:110-25 (50 hp)
(Initiative: +4 (Dex;
| Speed: &0 ft., fy 120 fc (good)
AC; 20 (1 sive, 14 Dex, +7 natural)
Artacks: Horn 413 melee, 2 hooves 15 melee
Damage: Horn 1d8+10, hoof 1d4+3
Face/Reach: & fr. by 10 fr./s fr. (10 fr. with horn) |
Special Qualities: Magic circle against evil. lighe, spell-like |
abilities, immunities |
Saves: Fort <11, Ret +8, Will +8
Abilities: Str 24, Dex 19, Con 25, Inr 12, Wis 25, Cha 28
Skills: Animal Empathy 116, Diplomacy 110, Listen 115,
Mowe Silently +11, Spor +15, Wilderness Lore +147
Feats: Alertness

| Climate,/Terrain: Temperate forest
LOrpanization: Solicary, pair, or grace {3—6)
(Challenge Rating; 4
| Treasure: None
Alignment: Always chaotic pooed
Advancement: 4-8 HD (Large]

Three out of four half-celestial/hall-unicorns have elegant feath-

ered wings on their backs They often lead groups of other uni-
corns or act as their champions or defenders,

Combat i ; :
. Half-celestial /hall-unicorns normally attack only when detend-
|ing themselves or their lovests, They either chagge, impaling loes
Lwrith their horns like lances, or srike wich their heoves, The hom
lis a +3 magic weapon, though its power fades if removed from the
| creature,
Magic Circle against Evil (Su); This ability condnucusly
duplicates the effects of the magic crcle agaimsd el spell; the hall- |
celestial halfunicorn cannot suppress this powet,
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Light {(Su}: Half-celestalhalf-unicorns can use light at will asa |
froe action. {
Spell-Like Abilities: Halt-celestial/half-unicorns can detect |
evil at will a5 a free action. Once per day a half-celestial/half- |
iumicorn can use felepert without ervor to move anywhere within its
thome. It cannot teleport beyond the forest boundaries nor back
Urom outside.

A half-celestial /hallunicorn can use cure light wounds three
times per day and cure madenate wounds once per day, as case by a |
|Sth-level druid, by rouching a wounded creature with its horn, |
{Once per day it can use neutralize poison, as cast by an Sth-level |
druid, with a touch of its horn. Further, it can use the following as
& 4th-level clerds 3/day—prolechion from enl (cast on others);
1/ day—hless and aid. i |

Immunities: Halfcelesdal halfunicomrns are immune to acid, |
cald, disease, elecrricity, poison, and charm and hold spells or abilites.

Skills: *Half-celesrial /half-unicorns receive a +3 racial bonus
|tp Wildermess Love checks within the boundaries of their foresr, |

HALF-DRAGON

Dreagons’ magical nature allows them to crosshreed with virmally |
any creature. This usually occurs while the dragon has changed its
shape; it then abandons the crosshreed young,

Half-dragon creatures ame always more formidable than their
fellows, and their appearance betravs their nature—scales, elon-
gated fearures, reprilian eves, and exaggerated teeth and claws. |
| Sometimes they have wings.

CREATING A HALF-DRAGON

“Half-dragon” is a template that can be added o any corporeal |
creature (referred to hereafter as the “base creatore”). The cres- |
ture's tvpe becomes “dragon” It uses all the base creature’s statis- |
tics and special abilities except as noted here.

Hit Dice: Increase by one die type, to 8 maximomof di2.

Speed: Hall-drapons of Lurge of larpger size huve wings and can
fly at their normal speed (average maneuverabilicy)., Smaller spec
imens have wings only if the base crearure does.

AL: Natural armer improves by <4,

Damage: Half-dragons have bite and claw attacks. If the base
creature does not have these artack forms, use the damage values
in the able below, Otherwdse, wuse the values below or the base
crearures damage, whichever is prearer,

Bite Claw
Size Damage Damage
Fire 1
Dirminutive 1d2 1
Tiny 1d3 1d2
Small 1d4 1d3
Mediurm-size 1d& 1d4
Large 18 1de
Huge Zde 2d@
Gargantuan 2d8 2d6
Colossal 4 2d8

Special Attacks: A half-dragon retains all the special attacks of |
the base crearure and also gains a breath weapon based on the |
dragemn varery, nsable only once per dav. Use all rules for dragon |
breath (see the Dragon entry) except as specified in the table below, |

Dragon Variety Br=ath Weapan Damage (DC)
Black Line= of acid 6d4 (17)
Blue_ Ling of lightning Gd8 {18
iGreen Cone™ of gas 6d6 (17

|Red Cane of firg 6d10 (19)
White Cone of cald 3di (16)



Brass Line of fire 36 (17) Challenge Rating: 4

Bronze Line af lightning fd6 (18) Treasure; Standard

Copper Line of acid Beld (17} Alipnment: Always chaotic evil
Gold Cane of fire 6410 (20 Advancement: By character class
Silver Cone of cald 648 (18)

| Half dragon hallogres speak Giant, Dragon, and Comman.
L *& line is always 5 ft, high, 5 fi. wide, and 60 ft. long L
LA cone is always 30 fi. long, Combat
TTalI'-draﬂunl.-"ha]_f-ngre5 use Huge rwo-handed {often exotic) |
|weapons. Appressive and temperamental, they're usually iching |
for a barrle. They often lead other opres but fight as individuals,
Breath Weapon (Su): Cone ol fire, 30 feet, once per day: |
damage adin, Reflex half DC 19,

Immunities: Red half-dragons are immune to fire, sleep, and |

Special Qualities: A half-dragon has all the special qualities of |
the base crearure, plus low-light vision and darkvision with a range |
Lof 0 feer. Half-deagons are immune 1o sleep and paralysis effects,
and have addirional immunities based on their dragon variety.

Dragon Variety Immunity Dragon Variety Immunity paralysis effects.

Black Acid Brass Fire
, Blue Electricity Bronze Electricity : >
\ Green Acid Capper Aeid L HALF‘F]END I
| Red Fire Gold Fire | Fiends’ magical namee allows them to crossbreed with vicmally |
| White Cald Silver Cold Lany creature, Spawned deep in the dack, nether planes, these

fiendish oflspring ave abominations that plague morral srearures, |
Demons and devils bring their progeny along to the Material |
Plane and loecse them upon the world. Semerimes, however,

Saves: Same as the base crearure
Abilities: Incregse from the base creature as follows: Soro+8,

Dex +0, Con =2, Int +2, Wis +0, Cha +2,
Skills: A hall-dragon has & skill points, plus is Intelligence
modifier, per Hit [He. Treat skills [rom the base creature’s list as

fiends force themselves on mortal crearires to create evil hall-
breeds. The more depraved crearures are sometimes even willing
to participate. Although half-fiend offspring are wsually desiroyed

class skills and other skills as cross-class. I the creatuee has a class,
Lit gains skills for class levels normally,

| Feats: Halfdeagons have one fear for every four levels or the
| hase creatures toral of feats, whichever is greater, Half-dragons
| have access to, and usually favor, the dragon feats.

at hirth, some survive ro hecome grotesque mockeries of their |
Imertal parents, All goe racely, though, one learns from and rales |
on the characteristics of its nonfiendish parenn nurning from ies |
evil herdrage, I

No marter the form, hal&fiends are always hideous to behald,

Climate/Terrain: Same as either the base creature or the
| dragon variery

Organization: Same as the buse crearure

Challenge Rating: Same as the base crearure + 2

Treasure: Same as the base ereatnre

having dark scales, horns, glowing red eyes, barwings, afetid ador, |
or some other obvicus sign thar they are tainted with evil,

Never truly fitting into any mortal society, half-fiends are usu- |
ally loners. In the infernal planes, they are mistreated and derided
[or their impure nature. Ameng nonfiends, they are ouicasts,
hared corruptions of the namral order, Humanoid hall-fiends are

Alignment: Seme as the dragon variety
Advancement: Same as the base creature

HALF-DRAGON CHARACTERS !

Half-dragons with a Charisma of 12 or higher are often sorcerers. |

SAMPLE HALF-DRAGON

Here is an example of a red hall-dragon nsing an ogre as the base
Crearure,

sometimes called ‘rambions" They often serve more powertul
fiends or lead evil creatures on the Marerdal Plane,

CREATING A HALF-FIEND
“Half-fend” is a template that can be added to any corporeal crea-
tute {referred to hersafter as the "hase creature™). The creature’s
type changes to “owsider” It uses all the base creature’s staistics
and special abilities except as noted here,
Speed: There is a 50% chance thar a half-fiend has bar wings.
The creatuee can [y ar the base creature’s normal speed (averape

| Half-Dragon (Red)/Half-Ogre maneuverabilive),

| Large Diragon AC: Marural avmor improves by +1,
L Hit Dice: 410412 (34 hp) Artacks: A half-fiend gaing bite and claw attacks in addirion to
Initiative: 1 (Dex) the base ceatures aracks., if it did not have them already,

Dasmage: 1 the base creature doesnot have bite and claw attacks,
use the damage values in the table below, Crtherwise, use the values
below or the hase creature’s damage, whichever is greater,

Speed: 30 fr., fly 30 fr. (average)

AC: 20 (—1 size,—1 Dex, +9 natural, +3 hide}

Artacks: Huge greatclub 412 melee (or bite +11 melee, 2 claws
+6 meles}; or Huge longspear «L tanged

Damage; Huge greatclub 2de413; Huge longspear 2d6+3; Bite Claw
bite 1d8+9, claw 1d&+4 Size Damage Damage

Face/Reach: 5 ft. by 5 fr./10 fr. Fine 1

Special Attacks: Breath weapon Giminutive 1d2 1
. Special Qualities: Immunities, darkvision s0 it lowelight visien Tiny 1d3 1d2
| Saves: Fort +7, Ref +0, Wil 41 {Smmall 1d4 1d3 |
| Abilitics: Str29, Dex 8, Con 17, Int 8, Wis 10, Cha 2 Medium-size ldé 1d4 =
| Skills: Climb 412, Listen +7, Spot +7 Large _1da 1dé
| Feats: Weapon Focus (greatclub) Huge _.2de 2dE

LCargantuan 2d8 2di
Climate/Terrain: Any lind, aguatic, and underground | Colpssal 4df Zd8

Organization: Sclitary, pair, gang {2—4}, or band {5-8)

e
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Special Attacks: A half-liend retains all the special arracks
of the base creature, Hall-liends with an Inrelligence or
Wisdom score of & or higher possess the following spell-like
abilities, using their level as the caster level, as specified in the
table below Unless atherwise indicated, the ability is usable |
once per day.

L Level  Abllities Level  Abilities
1-2 Darkness 3 /day 13-14  Urholy aurn 3 /day, |
3-4 Dhesecrats unnallow

| 5-F Untkoly blight 15-16  Horrid wilting

| I-8 Poison 3 /day 1718  Summan monster

.8-14 Contogion i (fiends only)
11-12  Blasphemy 19+ [estriction

Special Qualides: A half-ficnd has all the special qualities of
(the base creature, plus datkvision with a range of 60 feer. Halé-
fiends are immune to poison, and have acid, cold, electricity, and |

I.J.:c: resistance 20. 4

| Sawves: Same as the base creature
! Abilities: Increase from the base creature as follows: Str <4, |
Diex 4, Con +2, Int +4, Wis +0, Cha =2,

Skills: A hall-fiend has 8 skifl points, plus its Intelligence maod-
ifier, per Flit Die, Trear skills from the base creature’s list as class
skills and other skills as cross-class. If the creature has a class, it

gains slills for class levels normally
| Feats: Hall-fiends have one fear for every four levels or the base
| creatures total of feats, whichever is greater.

Clitnate,Terraln: Same as either the base creature orthe fiend
Organiration: Same as the base crearure

Challenge Rating; Same as the base creature +2

Alignment: Always evil (any)

Treasure: Same as the base creature

Advancement: Same as the base creamre 3

HALF FIEND CHARACTERS

Half-Aend humancids aften have a characrer class, favoring clercs, |
lighters, rogues, and sorcerers. Rogues and fighters frequently |
take the prestige classes assassin or Blackpguard, respectively Non- |
humanoids are also sometimes clerics or sorcerers. Half-Hend |
clarics serve evil deites such as Erythnul, Grunmsh, Hexror,
Merull, or Vecna,

SAMPLE HALF-FIEND

This example uses a medusa as the base crearure,

 Half-Fiend,/Half-Medusa
| Medium-Size Outsider (Evil, Lavwful)
| Hit THce; 6d8+12 (39 hp)
| Initiative: +4 (Dex)
Speed: 30 [, fy 30 [ (average,
AC: 18 {4 Dex, 14 natural)
Attacks: 2 claws 110 melee {or dagper +8/+3 meleel, bite +3
melee, snakes <5 melee; or shorthow <10/+5 ranged
Damage: Claw 1d4+2; dagger 1d442; bite 1da+1; snakes 1d4+1
and poison; shorthaow 1ds
Face/Reach: 5 [t by 5 [1/5 [t.
Special Attacke: Petrilying gaze, poison, spell-like. abilities
, Special Qualities: Poison immunicy; acid, cold, elecrdcity, and
fire resistance 20
| Saves: Fort o4, Rel +8, Will +6
A]:u]_[lies St 4, Dex 19, Con 14, Int ]|5 Wn 13, Cha 1"
| Skills: Bluff <12, Diplomacy +8, Dispudse 113, Knewledge (any one)
+7, Listen +6, Move Silently +13, Sense Motive 46, Spot +10
Feats: Point Blank Shot, Precise Shot, Weapon Finesse (snakes)
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Climate; Terrain: Any land and underground
Organization: Solitury or covey (24
Challenge Rating: 9
Treasure: Douhle standard
(Alignment: Always lawful evil
JAdvancement: 7-12 D Medium-size )

Unlike medusas, half-fiend/halfmedusas are never mistaken for
humans at anv distance (the large bat wings give them away), Crher |
imedusas do not automatically reject these crosshreeds—in faer,
{they usually aceept them as culers,

Combat
More than their nonliend siblings, half-fiend half-medusas attack |
with appressiveness and battle lust. They enjoy torturing their |
engmies.
Spell-Like Abilities: 3/day—darkness; 1/day—desecrate and
sunholy blighl. These shilites are as the spells cast by a sth-level cleric. |
i Petrifying Gaze (Su): Turn to stone permanently, 30 feet,
| Fortitude save (D0 15),
Foison (Ex): Snakes, Fordtude save (TN 155 initial damage 1d6 |
temporary Strengrh, secondary damage 2de remporary Strength.

LICH
Liches are undead spellcasters, usually wizards or sorcerers but |
sometimes clerics, who have used their magical powers to unnat- |
furally extend their lives, |
As a rule, these creatures are scheming and, some say, insane, |
They hunger for ever greater power, long-forgotten knowledge. |
and the most terrible of arcane secrers. Because the shadew of |
dearh does not hang over them, they often conceive plans taking
vears, decades, or even centuries to see fruiton. |
A lich is 2 gaunt and skeletal humanoid with withered fesh
stretched dght across horribly visible bones, Its eyes have long ago
been lost te decay, but bright pinpoints of crimson light burn on in
the empry sockets, Bven the least of these creatures was a powerful
person in life, so they often are draped in grand clothing. Mulriclass
fighters or clerics may still bearthe prmor of @ warrior. Like its body,
however, the gark of a lich shows all too well the weight of vears,
Decay and corrupticn are its constant companion,
Liches speak Common plusany other languages they knew in life,

CREATING A LICH

"Lich” is a template thar can be added to any humanoid creature
ireferred 1o hereafrer as the "character™), provided it can creare the
requited phylactery (see The Lichs Phylacrery, below), The crea-
ture's type changes 1o "undead,” Iruses all the characrer's seatistics
and special abilities except as noted here,

Hit THee: Increase 1o di2

Speed: Same as the characier

AC: The lich has +5 pamural armor or the character’s narural
armar, whichever is better.

Datnage: Crearures withour natural weapons gain a rouch
atrack that uses negative enerpy to deal 1d8+5 points of damage to
living creatures; @ Will save with a DC of 10+ 1,/2 lichs HI 4 lichs |
Chardsma medilier reduces the damage by half, Creatures with |
natural attacks can uze their natural weaponry or use the rouch |
attack, as they prefer i

Special Attacks: A lich rerains all the characrer’s special ar- |
tacks and also pains those listed below Saves havea DO of 10+ 1.2 |
Nlichis H1 + lich's Charisma modifier unless noted otherwise.

Fear Aurz (5wl Liches are shrouded in o deeadiul auea of death
|and evil, Creatures of less than 5 TID in a st-foot radius thar look
lat the lich must succeed at a Will save or be affecred as though by
fear as cast by a sorcerer of the lch's level
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Paralyzing Touch {Su}: Any living creature the lich touches must
succeed at a Fortirude save or be permanently paralyzed. Herove
paralysis or any spell that can remove a curse can free the victim
isee the besdow curse spelll. The effect cannot be dispelled. Anyone
patalyzed by a lich seems dead, though a successful Spot check|
(D¢ 200 or Heal check (DC 15) reveals thar the vicrim is still alive, |

| This power works in cenjunction with the lichs damaging touch |
| {see above), |

Spells: The lich can cascany spells it could cast while alive,

Special Qualities: A lich retaing all the characrer's special |
qua]im-. and those listed below, and also gains the undesd type |

| (seg page &)

Turn Resistancs (Ex); A ]1.:,]1 has +4 turn resistance (see page 107

Damage Reduchion {50 A lichs undead body is tongh, giving the
creature damage reduction 15/41.

Tmmurities {Ex); Liches are immune o cold, elecmicity, paly-

,morph, and mind-affecting attacks.
Saves: Same as the character
| Abilities: A lich gains +2 to Intellipence, Wisdom, il]:l.d
| Charisma, but being undead, has no Constitution score. |
slkills: Liches receive a +& racial bonus o Hide, Listen, Move |
Silently, Search, Sense Motive, and Spot checks, Otherwise same
as the character.
Feats; Same as the character

Climate,/Terrain: Anv land and underground

Oreganization: Solitary or oupe (1 lich, plus 24 vampires
| and 5-H vampire spawn)

Challenge Raring; Same as the character + 2

Treasure; Standard coing; double goods; double items

Alignment: Any evil

Advancement: By character class

LICH CHARACTERS

The process of becoming a lich is unspeakably evil and can be
undertaken only by a character’s owmn free will. The lich recaing all
class abilities it had in life.

THE LICH'S PHYLACTERY

An integral part of becoming a lich is creating a magic phylactery |
in which to store its life force. Unless the phylactery is located |
and destroyed, the lich reappears 1d10 days after its apparent death,

Each lich must make irs own phylactery, which requires the

Cralt Wondrous Item fear. The character must be a sorcerer,
wizard, or cleric olat least 11th level. The phylactery coses 120,000
gp and 4,800 XP 1o create and has a caster level equal to thar of its
creqator at the time of creation.

The most common form of phylactery is a sealed meral box con-
| taining strips of parchment on which magical phrases have been
| transcribed. This typically has a leather strap so that the owner can
Lwear it on the forearm or head. The box s Tiny and has a hardness

rating of 20, 40 hit peines, and a break DC of 40, Other types of
phylacteries cun exist, such as rings, amulers, or similar items.

SAMPLE LICH

This example uses an 11th-level human wizard as the characier.

Lich
Medium-Size Undead
| Hit Drice: 11d1243 {74 hp)
| Initiative: 13 [Dex)
| Speed: 30 fr.
LAC: 21 (43 Dex, +5 narural, =2 bracers of armor, + 1 ving of
prodeckicre)
| Attacks: Touch +5 melee {or qu'n'rprqtaf-f +5 melee, or dagger +5
melea); or masterwork lipht crosshow with masterwork bolts
110 panged

Damage: Touch 1d8+5 and paralysis; quarterstaff 1d6: dagger
tda; light crosshow 1da

Face/Beach: sfr.by s fr/sfo

Special Attacks: Damaging touch, [ear aura, paralyzing touch,

i spells

| Special Qualities: Undead, +4 Turn Tesistance, demage reduc-
tion 15/+1, immunjries

Saves: Tort +4, Ref +7, Will +10 {cloak of resistance +1)

Abilites: 5w 10, Dex 16, Con—, Int 19, Wis 14, Cha 13

|Skills: Concentration +15, Hide +15, Knowledge (arcana; 118,
Listen +15, Move Silently +16, Scry +14, Search <16, Sense
Motive +10, Spellcraft +18, Spot +15

Feats: Combart Casting, Craft Waondrous Ttem, Quicken Spell,
Seribe Seroll, Silent Spell, Spell Focus {Evocation), Still Spell,
Toughness

| Climate/Terrain: Any land and underground
|Drganization: Solitary
\Challenge Rating: 13
| Treasure: Standard coins; double poods: double {ems
Alignment: Newral evil
Advancement; By character class

Combat

Undead: Immune to mind-influencing effects, puison, sleep,
paralysis, srunning, and disease. Mot subject to critical hits, sub-
dual demage, ability damape, energy drain, or death from massive |

idamage,

Immunities (Ex); Liches are immune to cold, elecmicity, pth
morph, and mind-altecting artacls.

The Will save against this lichs fear aura and damaglng luuﬂh
and the Fortitude save against its paralysng touch, have a DC ot |
L&, The save D against its spells is 14 + spell level,

Magic Items Carried: +2 bracers of armor, +1 cloak ﬂfﬂ?iu.aﬂrz.

1 potion of gaseous form, +1 rng rJJ"[JnJEr.:ILm. serall of summon monster
1% (8th level}, wand of magic misale (50 charges, ':ll].l lewaly,

LYCANTHROPE

Lycanthropes are humanoids who can transform themselves into
animals or hybrid moenseers.

Evil lycanthropes often hide ameng nermal folk, emerging in
animal form at nighe (espectally under the full moon) ro spread
terror and hloodshed.

CREATING A LYCANTHROPE

“Lyeanthrope” iz a template that can be added to any humanoid
creature (referred ro hereafrer as the “charucter"). The crearure’s
type changes m "shapechanger! The lycanthrope takes on the
characteristics of some 1ype ol carnivorous animal {referred 1o
hereafter as the “animal”), This can be any predator between the
gize of g small dog and a large bear The most common are listed in
the table belowe Some kinds of lycanthropes can alse adopr a
lyvbrid shape thar combines [eatures of the character and the
animal,
A lyeanthrope wses either the characrer’s or the animal’s statis-
rics and special abilities in addition ro those set out below !
Hit Dice: Same as the character or animal, whichever pm-dur_ea ]
the higher hit poine total. 1f the lyeanthropes number of Hir Dice |
is imparrant, as. with a sleep spell, use the chasacrer’s or animal's |
|\ number of Hit Dice, whichever is preater,
Speed: Same as the character or animal, dcpcmlmg on which |
 form the lyeanthrope is using,
AC: The character’s or animal's natural armor increases by +2
| depending on which form the lycanthrope is using. (A wererat in
{hybrid form s an exception; see the entry below:)
Attacles: Same as the characrer or animal, depending on which
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form the lveanthrope is using, (A were- COMMON LYCANTHROPES ;
rat in hybrid form is an exception; see . Name Animal Form Ability Seore Adjustments. Feats
the entry below. Werebear Brown bear Str 416, Dex +2, Con+8 _ Blind-Fight, Multiattack,
Damage: Same a5 the character or ; Power Attack
animal, depending on which lorm the  Wereboar Baar Skr +4, Can 16 Blind-Fight. Improved Initiative
lrcanthrope is using. Wererat Cire rat Dex 46, Con 42 Multiattack [despite only one
Special Attacks: A lycanthrope natural weapon), Weapoen
(retains all the special attacks of the Finesse {hite], Weapan
\characrer or animal, depending on g Finesse [any)
which form it is using, and also pains . Weretige: Tiger Str <12, Dex +4, Con +6 Blind-Fight, Multiattack,
| those listed below. Powar Attack
[ I.._rc.'ml]a'rupu; L'mputh p {Ex)l: lycan-  ‘Werewolf Woalf Str +2, Dex +4, Can <4 Blind-Fight, Improved |nitiative,

(thropes can communicate and em-

pathize with normal or dive animals of
their animal fom This gives them a +4 racial benus o checks
when influencing the animals atritude and allows the communi-
|cation of simple CORCEpLs and {if the animal is frcndly} com-
mands, such as "[riend,” "foe,” "flee," and “aceack.”

Curse of Dyanthropy (5wl Any humaneid hit by a ].'|-L€|.|th.[ﬁijf5.1.

| biite attack in animal form must succeed ara Fortitude save (1DC 15

or contrace lycanthropy. A wererat can spread lycanthropy with it |
bite ot by hitting with a piercing or slashing weapon, Bludgeoning
or nonpenetrating attacks do not mansmir the condition.
Special Qualities: A lycanthrope retains all the special quali-
ties of the character or animal and also gains those listed below,
Allernate Form ([ Sul All lrcanthropes can shift into animal form as

| though using the polymorph self spell (though their gear does net
| change!. Wererats, weretipers, and werewalyes also can assume a

| bipedal hybed form with prehensile hands and animalistic fea-
| tures, Changing to or from animal or hybrid form is a standard
|action. Upon assuming either form, the Iycanthmope regains hit
| points as if having vested for a day A slain lycanthrope reverts to irs
| humaneid form, although it remains dead. Sepaated body pairs
| retains their animal form, however. This shapeshitting abilicy can

be difficult to cantrol {see Tycanthropy a5 an Affliction, below).

Damage Reduchion (Exy A bycanthrope in animal or h‘j’b‘t‘ld farm
gains damage reduction 15/silver.

Saves: The base saves are ag [or the characrer or amma]
whichever is better. In addition, lycanthropes receive a +2 racial |
bonus o Fortitude and Will saves.

Ahilities: For a lycanthrope in humanoid form, ability scozes |

Weapon Finesse (hite)

are unchanged. In animal or hybrid lorm, a lycanthrope's ability |
scores improve by type; as set out in the table belowe
Skills: Iycanthropes receive a +4 tacial bonus o Seacch, Spot,
Jand Listen checks when in humanoid form. In animal or hylrid
\form, these bonuses increase to 18, A Iycanthrope in hybrid or
lanimal form gains the same skills as a normal animal of its form
in addition to the characrer’s skills. 1f a lycanthrope has a skill |
in both its humanoid and animal forms, use the better score,
Afflicred lycanthropes also can learn the Control Shape skill
{see the sidebar} as a class skill.
Feats: Same as the character. When in h}'hnd or animal form,
the breanthrope gains any feats a normal animal of its form has, |
Lycanthropes also have the Improved Control Shape lear (see the |
jsidebar). Lycanthropes in hybrid or animal form have additional |
feats as set out in the accompanying rable.

LI]mate,-’j.crram Sampe as either the character or animal

Organization: Sclitary or pair, sometimes family (2-4), pilc]i
{6—10), or troupe (family plus related animals)

Challenge Rating: Same as the animal +2

Treasure: Standard

Alignment: Any; see examples below

Advancement: By character class

LYCANTHROPE CHARACTERS.

Since they live in the wilderness, most lycanthropes become har-
barians or rangers. Wererars tend to become rogues, Becoming a

CONTROL SHAPE (wis)

Any character wha has contracted lycanthropy and is aware of his or her
condition can learn Control Shape as a class skill. This determines
whether the afflicted lycanthrope can voluntarily cantral his or her
shape. Matural lycanthropes instead have the Improved Control Shape
feat, which gives them full contral aver their shapeshifting abilities.

Check: The afflicted character must make a check at meoonrise each
night af the full maan to resist inveluntarily assuming animal form. An
injured character must alsa check for an Invaluntary change after accu-
mulating enough damage ta reduce his or her hit peints by che-quarter
and again after each additional ane-quarter lost (save DC same as for
full moon),

Task DC
Resist invaluntary change 25
Return ta humanaid farm (full moon®) 25
Return ta humanaoid farm (net full moon) it
Voluntary change [full moon) 10
Woluntary change [not full maan) 13

*Far game purpases, the full maaon lasts three days every maonth,

Retry: Check for an inveluntary change once each time a triggering
event occurs.

On a failed check to return to humanaid farm (see below), the char-
acter must remain in animal ar hybrid forrm until the next dawn, when
he or she automatically returns te humanoid form.

Special: An inveluntary change to animal or hybrid form ruins the
character's armor and clething if the new form is larger than the char-
acter’s natural form. Characlers can hastily deff clothing while chang-
ing, but not armar. Magic arrmor survives the change if it succeeds at a
Fortitude save (DC 15)

When returning to normal form after an inveluntary change, the char-
acter attempts a Wisdam check (DC15) to realize what has happened, If
the check succeeds, the character becormes aware of the affliction and
can now voluntarily attempl 1o change to animal e hybrid form, using
the appropriate DC. An attempl is a standard action and can be made
each round. Any valuntary change te animal er hybrid farm immediately
and permanently changes the character's alignrment ta that of the appro-
priate lycanthrope.

An afflicted character who is aware of his or her condition can also
try ter return to humanaid from after assuming animal or hybrid form,
using the appropriate DC. Only cne attempt is allowed, however, as
described above.




lvcanthrope does not change 8 character’s fvored class but usu-
ally changes alignment (see below), This may cavse characters of
certain classes to lose their class abilities. as nored in Chapter 3:
Classes in the Player's Handbook

Lycanthropy as an Affliction

| %hen a character contracts lycanthropy through a Iycanthrope's |

| attack (zee above), no symptoms appeas watil the first night of the |

| mext full moon. On that night, the afflicted characrer involuntar-_
ily assumes animal form and becomes a ravening beast, forpetting |
his or her own identity. The character remains in animal form,
Lassuming the appropriate alighment, watil dawn and remembers

_nothing about the incident.

Thereafter, the character is subject to involuntary transforma-
tion under the full moon and whenever damaged in combar. He
ot she feels an overwhelming rage building up and must succeed

Lat & Control Shape check to resist changing into animal form (see
| the sidebar). k
Many lycanthropes are horn, not made, and are somefimes|
| ealled “narural lycanthropes” to distinguish them from those who
have contracted lycanthropy (“afflicted lycanthropes"),

Curing Lycanthropy

An afflicted character who eats a sprig of belladonna {also
called wolfshane) within an hour of a lycanthrope's artack can
areempt a Fortitude save (DC 200 to shake off the aflliction. IFa
_healer administers the herh, use the character’s save or the
| healers Heal check, whichever is_higher. The character gets
|only one chance, no matter how much belladonna is

i
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consumed. The belladonna must be reasonably fresh (picked |
within the last week).

However, fresh o not, belladonna is toxic. The charactar. ]:IJ.u.St
succeed at a Fortitude save ([ 13} or take inital damape of 1dé |

|points of temporary Smength. One minute later, the character

|must succeed ar 2 second save or take an additional 2ds points of
Jtemporary Strengeh damage.

A temove disense or heal spell cast by a cleric of at least 12th level
also cures the afliction, provided the character receives the spell |

Lwrithin three days of the lycanthrope's artack.

The only other way to temove the affliction is 1o cast remave |
cirse or hreak enchanimenl cn the character during one ol the three
days of the full moon. After receiving the spell, the chamcter must
succeed ata Will save (TR 207 to brealk the curse (the caster knows |
il the spell warks). Otherwise the process must be repeated. Chaes |
actets undergoing this cure are often kepr bound or confined in

|capes until the cure takes effect.

SAMPLE LYCANTHROPES

_ Only afilicred lycanthropes can be cured of ycanthropy.

Below and on the next page are examples of the most common |
lycanthropes, nsing 1st-level human commeners as the characters. |
It their natural forms, becanthropes lock like any other mem- |
bers of their people, though natura! and long-time aflicred lycan-
thropes tend o have or acquire leatures reminiscent of their
animal forms. Tn animal form, a lycanthrope resembles a powertul
version ol the normal animal, but on close inspection, its eyes |

|show a fatnt spack of unnatieal intelligence and often glow red in |

the dark.

Medium-Size Shapcchunger
+0; +4 {Improved Initiative) a5 boar

30 [t; 40 1. as boar
12 (22 naturaly, 18 (=8 natural)

Unarmed strike <0 meles;
gote +4 melee as boar

Unarmed strike 1d3 subdual;

s.tr by 5 ft./5 ft as boar

Werebear Wereboar
Medium-Size,/Large Shapechanger
Hit Diice: 6dB+24 (51 hp) 3dR+9.{22 hp)
Initiarive: +05 +1 {Dex) as bear
Speed: 30 fi; 30 [t as bear
A 12 {+2 natural); 17 (=1 size, =1 Dex,
+7 natural) as bear as boar
Attacks: Unarmed strike +0 meles; 2 claws 111
melee, bite +9 melee as bear
Damage: Unartned strike 1d3 suhdual;
claw 1dg+8, bite 2d8+4 gore 1d8+3
Face/Reach: 5 [t by s fr.fs fr; 5 v by s fr./s fr;
5 fr. by 5.ft,/00 ft as bear
Special Artacks:  Improved grab, curse of

| Special Qualities:

Saves:

lycanthropy as bear
Bear empathy; plus scent, damage
teduction 15/silver as bear

Ferocity, curse of lycanthropy

as bour

Boar emparhy, plus scent, damage
reducrion 15/ silver as boar

Wererat

Medinm-Size/Small !:hapechangcr
tdsst (s hp

olk, +3 [ [hex} as Tat

30 fr.; 40 fr., climb 20 fr as rat

12 (+2 natural); 16 (43 Dex,

+3 natural) as hybrid; 17 (=1 size,

+3 D, =3 natural) as rat

Unammed stike 0 meles;

rapier +3 melee, bite 11 melee as

lyyvhrid; bite +4 melee as rat
Unarmed serike 1d3 subdual;
rapicr 1dé; bite 1d4

5 fi by 56175 fis

5 £t by 5 £1./5 1. as vat or hybrid
Curse of brcanthropy as rat

or hybrid

Rat empathy; plus scent, damage
reduction 15/silver as rar or hybrid

Fort +11, Bef 46, Will 44 Fort +8, Rel +3, Will =3 Fort +5, Ref +5, Will +4
Abilities: Str 27, Dex 13, Con 19, Str 15, Dex 41, Con 17, Stri0, Dex 17, Con 13,
Int 106, Wis 10, Cha 10 as hear! Int 10, Wis 10, Cha 10 (as beat") Int 40, Wis 10, Cha 10 as rat or hyhrid'
Skills: Listen +11, Search +B, Spat +14, Listen + 15, Search <R, Spot =12 Climb +14, Hide +11 as rat or +7 as
Switn 114 as bear’ as boar? hwhrid, Liseen «8. Move Silently +6,
Search +8, Spot +& is 1at or hybrid?,
Feats; Blind-Fight, Muldattack, Blind-Fight, Improved Sultianack, Weapon Finesse (bite), |
Fower Artack as bear® Initiative as boar? Weapon Finesse (rapier) as hybrid” |
Climarte, Terrain: Any foreat, hill, mountaing, and Temperate and warm forest Any land and underpround |
underground
Organization: Solitary, pair, family (2-4), ot troupe  Solitary, pair, brood (2-4}, or troupe Solitary, pair, pack (6—10, o

{24 plus 1— brown bears)

2—4 plus 1—4 boars)

Challenge Rating: 5 3

Treasure: Standard _Standard
Alignment: Always lawful good Always neutral
Advancement;: By character class By characrer class

h-—-l.h-.._v.

ot i §o
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troupe (2- 5 plus 5—8 dire rats)
¥

Standard

Always lawtul evil

By character class




Weretiger
! Medium-Size/Large Shapechanger
Hit Dice:

Werewolf

Medium-Size Shapechanger

&d8+18 {45 hp) 2dg+4 {13 hp)

Initiative: +0; +2 [ Dex) as tiger or hybod w6 (42 Dex, +4 Improved Initiative) as wolf or hybrid

Speed : 30 fr.; 40 fr. as tiger or hybrid 30 [t; 50 fi. as wolf or hybrid

AC: 12 (=2 natural 17 {+2 Dex, +5 natural) as hybrid; 12 {42 maturall 16 (+2 Dex,

16 (—1 size, +2 Dex, <5 natural) as tiger ++ matural] as wolf or hyhrid

Artacks: Unarmed strike +0 melee; 2 claws +10 melee, bite <8 Unarmed steilke 10 melee;
melee as hybrid; 2 clows +9 melee, bire +7 meles as dger bite 43 melee as woll or h}']JLiJj

Damage: Unarmed srrile 1d3 subdual; Unarmed strike 1d3 subdual;
claw 1d8+6; bite 2dé+3 bite 1de+1

Face/Reach: st by s fefs iy st by s fr/sh

| 5 fe. by 10 fe./5 froas tiger or hj.lbuli 5 fr. b 5 fe./5 £t a5 wolf or hybrid

Special Attacks:  Pounce, improved grab, take 1813, Trip, curse of lycanthropy
curse of lycanthropy as tiger or hybrid as wolf or hyhrid

Special Qualites: Tiper empathy; plus scent, damage Woll empathy; plus scent, damage
reduction 15/5ilver as dgeror hybrid reduu:Ticrn 15/5ilver as wolf or hyhrid

Saves: Fort +10, Ref +7, Will +4 Faort +7. Ref =5, WAl +2

Abillities: Ser 23, Dex 15, Con 17, Str 13, Dex 15, Con 15,

Int 10, Wis 10, Cha 10 as tiger or hybrid’ Int 10, Wis 10, Cha 10 as wolf or hvbnd'

Skills; Balance +4, Hide +9 a5 hybrid or +5 as tiger, Listen 110, Hide 13, Listen +14, Move Silently +4, Search +8,
Move Silently <9, Search +8, Spot +11, Swim 441 astiger  Spor <14, Wilderness Lore +0 as wolf or hybrid®
or hybrid®

Feats: Blind-Fight, Multiartack, Blind-Fight, Improved Initiative,

Power Attacl as tiger or hybeid Weapon Finesse (biee) as woll or hybrid®
| Climate/Terrain: Any forest, hill, mountains, and plains Any forest, hill, mountains, and plains
| Drpanization: Solitary or pair Solirary, pair, pack (6—10), or troupe {25 plus 5 Runlwhj
| Challenge Rating: 5 3
| Treasure: Standard Standard
alignment: Always neveral Always chaotic evil
Advancement: By characier class By character cluss

n human form, these lycanthropes have the following abilicy scores: See 11, Dex 13, Con 18, Tt 10, Wis 10, Cha 10,
*In human form, these lycanthropes have the skill Craft or Profession {any onel +6, Knowledge (any one) +4.
In human foem, these lvcanthropes have the fear Skill Focus (any Craft or Profession),

Combat I
Lycanthropes in their natural forms use whatever ractics are |
favored by their people, though they rend @ be slightly mare |
aggressive, Lycanthropes in animal or hybrid form fght like the
animal they resemble.

WEREBEAR

Werehears in humanoid form tend to be stout, well-muscled, and
hairy, Their brown hair is thick, and males usually wear beards,
They may have reddish, blond, ivory, ar black hair, matching the
ccolor of the uesine form, They dress in simple cloth and leather

| garments that are easy 1o remove, Tepair, or replace.
In their animal form, werebears are moody and grumpy. They
\desire only their own company and seelt out evil creatures to slay

Combat
Werebears Aght justas brown bears do
Improved Grab (Ex): To use this ability, the werebear must hir
with & claw attack.

WEREBOAK

Wereboers in humanecid lorm tend to be stocky, P people
. of nverage height Theit hairis short and siiff They dress in simple
| parments that are easy 1o remove, repair, or replace.

Combat
| Wersboars are as ferocious as normal boars,
Ferocity (Ex): A wereboar is such & tenacious combarant that ir |
continues to fight without penalty even while disabled or dying .
(seepage 129 in the Flavers Handboek), 4

WERERAT
The wererar in humanoid form tends to be a thin, wiry individual
of shorter than average height. The eyes constantly dart around,
and the nose and mouth may mwitch if he or she 15 excited. Males
often have thin, ragged moustaches,

Combat

Wererats can asswme 2 hybrid form as well as an animal form,
Alternate Form (Su) A& wererar can assume 2 bipedal hybrid

form or the form of & dive rat. The bipedal form is Medium-size

with head, torso, and tail identical te those of a wat, although the

limbs remain human, The rar form is 2 feet long from nose 1o

tump and is preferred for mavel and spying on potential victims,
Skills: A wererat in rat or hybrid lorm uses its Dexterity modi-

fier for Climb checks,

WERETIGER

Weretigers in humanoid form tend 1o be sleelly muscular, taller
than average, and very agile.

Combat

Weretigers can assume o hybrid form as well as an animal farm. In |
hybrid or tger foom, they can pounce and gmb juscas normal |

sigersdp,
Alternate Form 1Su) A weretiger can assume a bipedal h}lmd
torm or the form of a tiger. The bipedal form is about 7 feet tall, with |
Lo ifoat tail, and covered by dgecstriped hide The legs are more
Heline than human, and this form walks on is wes. The Ongernails
Loy inte claws, The head is a mixture of features: Fars, nose, muzzle,
and teeth are tigerlike, but the eves and overall shape are human, 1
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the human forms hair is long, it is sdll presene The animal form is
that of a fully prown tiger withour any trace of human fearures,
Pounce (Ex): 1f a weretiger in hybrid or tiget form leaps upon
a foe during the first round of combat, it can make a full arrack
even if it has already taken a move action.
Improved Grab (Ex): To use this ahility, the weretiger in |
hybrid or Hger form must hit with a claw or bite attack, IFit gets a
| ]'ID]d it ¢an rake,

Rake (Ex} A weretiger in hybrid or tiger form that gEtS d.
Lhold can make two ake arracks (<9 melee) with its hind legs for,
1d8+3 damage each, If the weretiger pounces on an opponent, it

can also rake,

Skills: In hybrid or ugermm‘.n weretigers receive a 14 bonus to
Balance, Hide, and Move Silently checks. *In arcas of tall grass or
hesvy undergrowth, the Hide borus improves to +8,

WEREWCGLE

Werewnlves in humanoid form have no distinguishing traits.

_,u mbat
Werewolves cat assume a hybrid form as well as an animal form. |
In hybrid or wolf [otm, they can rrip just as normal wolves do,

Alternate Form (Sul A werewolf can assume o ]Jip-:‘:liil’; hybrid
fiorm or the form of a wolf The bipedal form is about 6 feer eall, with
a short tail, and covered in fur. The legs ave like those ofa woll, and
the head combines humaneid and lupine features in degrees thar

| vary from one werewoll 1o the next, The animal form is that ofa
| [ully grosen wolf without any trace of human feamures.

ITip (Ex): A werewoll thar hits with a bite atack can

(artempt to trip the cpponent as a free action (see page 139 in
the Payer's Handbook) without making a touch attack or
provoking an attack of opportuniey, I the
| attempt fails, the opponent cannot react o
Ltrip the werewoll

Skills: A werewolfin hybrid or woll foom
gains a +4 mcial bonus to Wilderness Lore
checks when tracking by scent

VAMPIRE

Forever anchoved o their coffing and
the unholy earth of their graves, these
necturnal predators scheme constantly
to strengthen themselves and (1l the
world with their foul prageny.
Vampires appear just as they Jid in
life, although their [eatures are often
hardened and feral, with the preda-
| tory look of wolves, Like liches, they
{ pften embrace finery and decadence
| and may assume the guise of nobility
Despite their human_appearance, vam-
pires can be epsily recognized, for they cast no
shadows and throw no reflections in mirrors
Vampires speak any languages they knew in
life,

CREATING A VAMPIRE

"Wampire® is a template thar can be
added o any humangid or_mon
Lsrrous bhumanoid creature (re-
Lferred to hereafter as the “hase
Lereatare”l, The creatures type

| changes to "undead” It uses all the
base cregtures statistics and spe-:inl
abilities except as noted heve,

_—-.-—_.J — &

Hit Dice; Increase to d12.

Speed: Same a5 the base creature, I the base creature has a |
swim speed, the vampire retsins the ability to swim and is nocval- |
neralle to immersion in running water {see below).

AC: The base creature’s namucal armor improves by 6.

Attacks: A vampire rerains all the attacks of the base creaure

\and also pains a slam artack if it didnt already have one,

Damage: Vampires have slam attacks. 1l the base creature does
not have this artack form, use the damape values in the mble

helow, Crearures wirh narural attacks retain their old damage |

ratings or use the values below, whichever is better.

Size Damage
Fine |
Diminutive 1dz
Tiny 1d3
Small Tdd
Medium-size 1d6
\Large 1d8
JHuge 2de
Cargantuan 2dg
Colossal 4c&

Special Attacks: A vampire retains all the special

T y attacks of the base crearure and also gains those listed

belew: Saves have a DC of 10+ 1/2 vampire’s HD + vampires |
Charisma modifier unless noted otherwise,

Dominalion (S} A vampire can crush an. Lppan euts

will juse by looking onto his or her eves, This is similar |
to-a gaze artack, except that the vampire must take s |

standard action, and these merely

looking ar it are nor affected. |

Anyone the vampire rrgets must |
succeed at @ Will save or &l in
stantly under the vampire's in-

{luence as though by & dominate

person spell cast by a 13rh-level

sorcerer, The ability has a range
of 30 feet.

Engrgy Drain {Su); Living
creatures hit by a vampire's
slam_attack suffer 2 negative
lewvels,

Blood Drain (Ex); A vam-
& pire can suck blood from a
| living victim with its fangs
' by making a successful
arapple check. If it pins
the foe, it drains bloed, in-
fligting 1d4 points of perma-
penl Constiturion drain each
cound the pin is maintzined.

Children of the Mighl (Su); Vampires
command the lesser crearures of the
world and once per day can call
forth a pack of 4d8 dire rats, a
swarm of 10d10 bats, ora |
pack of 3dé welves asa |
standard action, These |

creatures akrive in |

2de rounds and |
gerve the vampire |
for up o 1 hour.

Creafe Spaum (S
A humanoid or mon
strous humanoid slain
by a vampires encrgy

-
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drain artack rises az a ﬂmpirc spawen {see the Vampire Spawn

entry, page 182} Ld4 days after burial.

f the vampire instead drains the victims Constitution o 0 or
less, the victim retumns as a spawn if ithad 4 or fewer HD and asa
vampire if it had 5 o move H D, In either case, the new vampire or |
spawn is under the command of the vampire that created itand |

| remains enslaved nntil its master’s death,

| _special Qualities: A vampire retains all the special qualities u:.

| the base creature and those listed below, and also gains the undead |
JIFpe lsee page 6. |

Damage Reduction (Sl A vampires undead body is rough, |
| giving the creature damage reduction 15711,

Turn Resistance (Fxi A vampire has +4 murn resistance (sce

page 1)

Resistange { Ex) A vampice has cold and electricity resistance 20,

Caseous Form (Sul: As a standard acrion, a vampire can agsume
 gaseons form ar will, as the spell cast by a Sth-level sorcerer, hur can
L remain gaseons indefinitely and has a Oy speed of 20 feet with per- |

lece maneuverahilitg

Spider Climb [ Ex): A vampire can climb sheer surfaces as lhl.‘lup,h
with a spuder climib spell,

Alternate Form (Suj: A vampiee can assume the shape of a bat
dire bat, wolf, or dire wolf as a standard action. This ability is sim
ilar 1o & polymarph self spell cast by 1 12th-level sorcerer, except that
the vampire can assume only one of the torms listed here. It can
{pemain in that form until it sssumes another or undl the next

|sunrise.

Fast Healing (Ix): & vampire heals § pr,;mls. of damage each
{round so long as it has at least U hir poine. 1 teduced to 0 hir points
Lar lower, o vampire automatically assumes gasgous form and ar-
Ltemprs to escape. [t must reach its coflin home within 2 heurs o
| be utterly destroved. (It can travel up to nine miles in 2 hours )
| Dnce ar vest in its coffin, it rises o 1 hir paint after 1 hour, then
|resurnes healing at the rate of 5 hit paintz per round.

Saves: Same as the base creature

Abilities: Increase from the base creature as follows: Sir 46,
Dlex b, Int +2, Wis 42, Cha 4. As undead creatures, vampires
have no Constirurion scove.

Slkills: Vampires receive a 18 racial bonos to Bluff, Hide, Listen, |
Move Silently, Search, Sense Motive, and Spot checks. Otherwise |
same a5 the base creature,

Feats: Vampires pain Alermess, Combar Beflexes, Dodge, Im- !
proved Initiative, and Lightning Bellexes, assuming the base crea-
ture meets the prerequisites and docsn't already have these [eats,

Climate/Terrain: Any land and underground

Drga_ni_z.nrion Solitary, pair, gang (2-5), o roop (1-2 plus
2-5 'n.drup.lre vam_.

Cha]lenge Bating Same as the base creature +2

Treasure: Double standand

Alignment: Always chaotic evil

Advancement: By characrer class

VAMPIRE WEAKNESSES

For all their power, vampires have 8 number of weaknesses,

Repelling A Vampire
Vampires cannot talerate the strong ador of garli-c‘ and will nat
enter an area laced with ir. Similarly, they recoil feom @ mirvor or
La strangly presented, holy symbal, These things don'c harm the
| vampire—they merely keep it at bay.
| Wampires are also unable to cross cunning waret, although they
| can_ be carried over it while resting in their coffins or abeard a
|ship. They are uiterly unable to enter a home or other building |
unless invited in by someone with the authorty to do so, They
may freely enter public places. since these are by definition open |
1o all

Slaying a Vampire .
Stmply reducing a vampires hir points to 0 ot below incapacitaces |
but deesn't destroy it. However, certain attacks can slay vampires, |

Exposing any vampire to direct sunlight disorients ic It can |
{take only partal acrions and is destroved urterly on the next
[round if it cannot escape. Similarly, immersing a vampire in run-
\ning warer rabs it of one-rthind of its hit points each round anril it
iis destroved ar the end of the thicd sound.

[wiving a wooden stake through a vampire's hearr instancly slays |
ithe monster. However, dt returns (o life if the smke is removed, |
{unless the body is destroved. & popular tactic is to cut off the crea- |

ture’s head and fill its mourth with haly wafers (or their equivalent),

VAMPIRE CHARACTERS

Vampires are always chaotc evil, which causes characters of cer |
tain classes to lose their class abilitles, as nored in Chapter %
(Classes in the Flayers Handbook, In addition, cereain classes sulfer
Jadditional penalties,

_ Clerics: Clerics lose their abiliey to tuen undead bur gain 1511:
(ahility to rebuke undead, This ability does nor affect the vampires
controller or any othet vampires that master controls,

Vampire clerics have access to the Chaos, Destruction, Evil, and |
Trickery domains.,

Sorcerers and Wizards: These characters retain their class
abilities, bur if a charvacrer has a familiar (other than a rat or bat),
the link berwesn them is broken, and the familiar shuns its
former companion. The charrcter can summen ancther familiar, |
(but it must be a rac ot bat,

SAMPLE VAMPIRE

This example wses a Sth-level human fighter as the base creamre.

Vampire

Medinm-Size Umlel

Hit Diice: 5d12 (32 hp)

Initiative: +7 (+3 Dex, 4 Improved Initiative)

Speed: 30 fr.

AC: 25 (43 Dex, +6 natural, +4 masterwork chain bhll‘[. 12 larpe
shield)

Atrtacks: Slam +11 melee {or masterwork baseard sweord +13
melsel; or masterwovk shorthow +9 ranped

Damage: Slam 1dé+6 und epergy drain bastard sword 1d10+11;
ur shorthow 1dé

Face/Reach: 5 ft. by 5 t/5.40t

Special Attacks: Chanm, energy st blood drainchildren of
the night, create spawn

Special Qualities: Undead, damage reduction 15741, cold and
elecericity resistance 20, gasepus form, spider climb.alternate
form, fast healing 5, vampire weaknesses

Saves: Fart +4, Ref 6. Will +4.

Ahdlities: Sir 22, Dex 17, Con —, Int 12, Wis 16, Cha 12

Skills: Blufl 19, Climb <10, Hide +11, Listen +17, Move Silently
+11, Bide 111, Search +9, Sense Motive +11, Spov 17

Feats: Alectness, Blind-Fight, Combar Beflexes, Dodge, Exoric
Weapon Proficiency (bastard sword), Tmproved Inidarive, Light-
ning Reflexes, Mobilig, Weapon Focus (hastard sword),
Weapon Specialization (bastard sword)

Combat_

Undead: Immune to mind- influencing effeces, poison, ;leep“
cparalysis, stunning, and disease. Not subject to critical hits, sub- |
dual damage, ability damage, energy drain, or death {rom massive |
damage,

The Will save against this vampires charm, and the Fortitude |
Lsave e regain levels lost to its enerpy drain, have a DC of 13,

Magic licms Carried: Potion of haste.

Challenge Rating: 7
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