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'Ihis IS the third annual h l i A i l  Rt7115 C i M F F N O I I ' \ I -  bouk. The 
wries fedhires credrures that  . r y p i r d  in vdriuus TSK rule- 
playing game> and pcrit,disals over a sin& year- in this cast'. 
1995 Ihe ielecrions some fr.m myriad game mwrlds, bJt 
thC.y'vc bwn dcvclopt%d with tht. intcnt t o  make t h r n i  uir iul  in  
a n y  campaign setting. those who own products containing 
the%. mowter5 mdv dihdver hllghr \ dridtiuns I t  thcv .omparc 
the respeiti\.e entries. t v r n  so. monstcri that romf. from prod- 
uct linzs like th+ UIKIHI~IC.HI' ramfaign setting or the UAl(h  
Sl ih 52vage lands ofren remain quite di<tin<.ti\,e, and the) 
s h m l d  he ,,hasen with car? for use in  an advei ih l re  For etam- 
pk, 11h(bt adventurer, drr l l ' t  l i k l y  tu hdpyen llyun rlle Drrdnl 
Spavn or a Ttmipnral Glidrr 3 s  tht.v wan&.r along thc mad to 
glory. 

I 

This year features a mmplete indm to the \ l h ~ C l R m i  

~ L \ s u . \ L  Toiiie and  all thre? \ l ~ ~ ~ ' l ~ ~ l ~ C u h i i ~ l ~ N i l i l \ i  annu- 
31s Instructions ior uhmg lhc mdex are giwn a i  the bask \>t 
this volume. where rhe index begm3 

I arh moiistrr cntrv :nrludcs rht, following inlnrmation. 

CLIMATCKCRRAIN Jeiiiirs whew the iredture is most often 
found. Kormally, :limate. include term5 huch as arctic, subarc- 
tic. temperate, and trupisal. Icrrain type> includie plain >(rub. 
iorrst, rough hill, niountain. cwamp, and desrrt. h o c  tha t  rhe 
Pi . \~Fsc . \ rr '  Drniiphne of Time is the same as the'ltmporal 
Pnine troin the yruJuc,t C ~ J ~ O I ~ ~ ~ ~ I I . ~ J I C . ' ~  \F"?Ubl. 

FREQUENCY is rhe Likzlihoud of encountering a x c a t u r r  in 
any given an.a \'cry rare inacdte, d 4'- cliaiicz. rnr? is ll".., 
uncommon is 2(l ' ( ,  and commun 15 a hi" chance Chances can 
be adjiisred for special area,. Ihi- entry can be U K ' ~  3s a 
giiidzliii? ior adtziirure dcsign. 

ORCANIZAlION i) d dvxriphon af tlie gzneral soci.11 srnic- 
rure that tht- nionsrer adopts. Cmunon tvpva are ditary,  clan, 
pack, herd, and flock. In many case.. solitarv include mm11 
f,miily groups or tncitcd pair>. 

ACTIVITY CYCLE i> i h c '  time uf J , i y  when the m<onster i- 
iiiirmallv arvakt, and most alert. Those who tznd t s  hz busiest 
at night may he active at any time in Aubterrane.m or  4ni i l~r  
hcttings I t  13 w ~ t h  renwmbrring that the acrivity :yrlt, t 'ntry 
i+ a gcneral guidr. and excephsnj are fairly common. 

DIET indicates what the ireanire gznerall? eats. of course. 
Carnivores cat meat. hcrbwure, <'at plants, onitiii o w  eat 
either, and .;-a\engcr> dme mdlnly 311 c.drriuti. U r l u j l l d l  

zntricq, like lifi m v < i {  or mdtonj ,  mdy appcvr from timr to 
rime, and iht>y arc iully chplamed in the text 

INTELLICESCE I>  [he equix dlent of the attributc x.wc of the 
same name Certam unintel.igent monsters 'ire instinitivrlv 
iunning hunters, and lhcsc arc notc,d in the monster &scrip- 
nons.  Katings corresp.md roughlv to the tullowing lntr~ligvticr 
ahilitv s:orej. 

ow to U s e  This Book 

0 Non-intelligent or not ratable 
1 Animal intelligence 
2 4  Semi-intelligent 
5-7 Low intelligence 
8-10 Average (human) intelligen 
11-12 Very intelligent 
13-14 Highly intelligent 
15-16 Exceptionally intelligent 
17-18 Genius 
19-20 Supra-genius 
21+ Godlike intelligence 

TREASURE refer: to the treasure tables that are found in the 
DUNCEONMASTER Guide (DMG). The entry indicates the type 
of treasure likely to be found on or with a n  individual mon- 
ster. Treasure should be adjusted downward if only a few 
monsters are encountered. This figure may be further 
increased or decreased at the DMs discretion. These tables 
should not be used to place dungeon treasure, as numbers 
encountered underground will be much smaller. Intelligent 
monsters will usually use magical i t e m  that are present, a 
try to carry off their most valuable treasures if hard-presse 

Major treasures are normally found in the monster's lai 
designated in parentheses. As a rule, these should not be 
determined randomly, but ought to be designed and pla 
the DM. If he or she decides to assign such treasure rand 
it's best to roll for each type possible; if all rolls fail, no trea- 
sure of any type is found. 

cal multiplier (x10, xX, etc.). These should not be confused 
with treasure type X 

, 

Unusually large or small treasures are noted by a parentheti- 

ALIGNMENT indicates the general behavior of a n  average 
monster of that type. Exceptions, though uncommon, may ce 
tainly be encountered. 

NO. APPEARING indicates an average number of creatures 
that will be encountered in the wild. The DM should alter this 
to fit particular circumstances as the need arises. In man 
cases, additional information on this topic will be pres 
the HabitaUSociety or Ecology section. 

ARMOR CLASS is a rating of the monster's resistan 
age in combat. In many cases this is based upon the c 
natural defenses, but it can also indicate armor worn 
humanoids or other creatures. In some cases, high speed, nat- 
ural agility, or magical protection may play a part in the deter- 
mination of a creature's Armor Class rating. Humans and 
humanoids of roughly man size that wear armor will have an 
unarmored rating in parentheses. Listed ACs do not include any 
special bonuses noted in the monster's description 

MOVEMENT shows the dat ive speed of the creature com- 
pared to an unencumbered human 
Higher speeds may be possible for 
human, and humanoid movement 
armor type (unarmored rates are pi 
Movement thmugh common media are abbreviated a s  follows: 

I/ I 
1 1  

3 I 
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FI Flying 
Sw Swimming 
Br Burrowing 
Wb Moving in a web 

Flying creatures also have a maneuverability class of A to E, 
which is indicated in parentheses. Complete information on 
maneuverability classes and their use can be found in the aeri- 
al combat rules in the DMG. 

HIT DICE indicates the number of dice rolled to generate the 
creature's hit points. Unless otherwise stated, Hit Dice are 
8-sided. 'Ihe Hit Dice are rolled and the numbers shown are 
added to determine the monster's hit points. 

Some monsters will have additional points added to the 
total rolled on the Hit Dice. Thus, a creature with a rating of 
4 + 4 has between 8 and 36 hit points. Monsters with a bonus 
of +3 or more added to their rolled hit points are considered to 
have an extra Hit Die for the purposes of attack rolls and sav- 
ing throws. Thus, a creature with 4 + 4 HD attacks and saves 
as if it had 5 Hit Dice. 

a Hit Dice rating. In order to determine the number of Hit 
Dice that such creatures have for attacks and saving throws, 
divide the listed hit points by 4. Round the Hit Die rating up 
with remainders of 0.5 or greater, and drop all other fractions, 

THACO is the base roll that the monster needs to hit an enemy 
with an Armor Class of 0. This is a function of Hit Dice, as 
described in the Combat section of the DMG. Modifiers to the 
creature's attack roll will be presented in the Combat section 
of the entry, but the listed THACO does not include any special 
bonuses. 

NO. OF ATTACKS indicates the number of times that the 
monster can attack in a single round. Multiple attacks can 
indicate several attacking arms, raking paws, multiple heads, 
etc. In some cases this does not include special attacks listed in 
the Combat section, but the text will make that clear. This 
number may be modified by hits that sever members, by haste 
and slow spells, and so forth. 

In rare cases, a monster will have a hit point spread without 

DAMAGUATTACK shows the severity of a given attack an 
is expressed as a number and type of dice, which are rolled t 
determine the total number of hit poi& lost by the target of 
the attack. If the monster uses weapons, the damage listed is 
for its favored weapon. Damage bonuses due to high strength, 
special abilities, and the like are listed in the Combat section 
of the entry. 

SPECIAL ATTACKS details any unusual attack modes pos- 
sessed by the creature such as a breath weapon, spell use, poison, 
and the like. These are fully explamd in the monster description. 

SPECIAL DEFENSES provides information detailing any 
unusual resistances to harm that the monster might have. 
These commonly include an immunity to certain forms of 
attack or an invulnerability to nonmagical weapons, among 
other possibilities. These are fully detailed in the monster 
description. 

tures nearby are affected. 
the creature is still 
allowed. 

under 2 feet tall T = tiny 
S = small 2 to 4 feet tall 
M = man-sized 4 to 7 feet tall 
L = large 7 to 12 feet tall 

12 to 25 feet tall H = huge 
G = gargantuan over 25 feet taIl 

MORALE is a general rating of h w likely the monster is 
persevere in the face of adversity r armed opposition. Th 
guideline may be adjusted for ind vidual circumstances. 
Morale ratings correspond to the f Ilowing range: 

2 4  i Unreliable 
Unsteady 

XI' VALUE i <  the number #>I experience point, awarded ior 
dercatin): (nor I izccs~arily !ding) the niunbter. Thi, valw is a 
guideline tlint indv bc nio3ific.d by the Dh4 for the degree of 
ihallcngt~, encountrr Fituatmn, . ~ n d  overall campaign balance. 

PSIONICS give.; a rornplete b r a  kdown a > t  the creature's 
m a t e  pbionic abilitiss, insludm): xiunceh or devotions known 
2nd p i m i r  dwii<tIi puiiit; (l'5P>1 available. A thorough under- 
stdnrlin): of thi> ieciicin requires familiarity with thc Cunrylefi 
PjWwij IDirJDuuk. Ihi, entry is insludrd only for th<b,t. croa- 
lures that have psioniz pOwer5. 

Combat provides .ill of the intormatiun thar a IIM will need to 
reso1w .I bdttlc. with the monitcr. Among other rhings. i t  
Jetdll3 .pecinl iumbat abilities. arm, or armor, and unusual 
tairic5 cinployt-d by the %'reamre. 

HabitaVSnciety outlines the monster's fietierdl behavior, 
nature, social strudure, guardi'an mmions, and gunl, When~, 
thr previous section provided information n&ed ibr rewlv- 
mg jhinishcj  inwlvmg h e  in'aiiuc, thi5 cniiy pn)virl*.c 
mtcirinntiun iiheiul for role-plaving encounters. 

Ecology drjcrihrs lidw the monster fits into the ianipdign 
norld (indudin& iomnion enemies or P ~ C Y J ,  gives u;eful prod- 
uisi, oI byprmiuct\ of thr. rrcatun., and presenti orhrr missella- 
netrii, inf8irmaticiii. Thi, information can help the Ihngeon 



How to Use This Book 

E :ide exactly when an 
ster into his or her campaign. 

're to introduce mon- 

Close Variations of a monster are given in a special section 
after the main monster entry For example, the "bonebat" 
entry also includes a brief discussion of the "battlebat," a 
closely related creature. 

As of this writing, it has been about seven years since the final 
touches were put into 3 e  Second Edition of the ADVANCED 
DUNGEONS & DRAGONS rules. In that time, a number of major 
and minor changes have been introduced to the game system. 
One of the more important revisions is a change to the formula 
used to calculate experiencepoint rewards for defeating the vari- 
ous monsters encountered during an adventure. ?his revision 
was introduced in the MONSTROUS MANUAL hardbound and has 
become the new standard for the calculation of experience points. 

MONSTROUS COMPENDIUM appendix have all been calculated 
using the new, revised rules. The table to the right, updating 
the one printed in the AD&D 2nd Edition DUNGEON MASTER 
Guide, is provided in order to make the DMs task easier when 
designing his or her own monsters. 

It's worth noting that in some cases the DM will want to 
deviate from the values given here. Some monsters are so 
powerful that the experience point rewards generated with 
these tables will be far less than a party might deserve. A good 
example of such a creature is one of the denizens of the Abyss, 
such as the greater Tanar'ri described in this book, or any of 
the legendary awnskegklien of the BIRTHRIGHT setting. 

What has changed? 

None of these changes affects the general way in which experi- 
ence points are calculated. A DM still begins by noting the 
number of Hit Dice that a monster has (Table 31) and then 
applying some modifiers, based on the general powers and 
abilities of that creature. Only the modifiers (Table 32) have 
changed, although both tables have been printed here for easy 

The experience point values for the monsters in this 

reference. 
Two new entries for Dsionic abilities have been added to the 

5 

Table 31: Creature Experience Point Values 

HD or Level 
Less than 1-1 
1-1 to 1 
1+1 to 2 

gher 

Table 3 2  Hit Dice Value Modifiers 

Armor Class 0 or lower 1 
1 Attacks, mulhple (four or more per round) 

Immune to a spell or spells 

Magical item or weapon I 
Maeical or silver weanon 

Unhsted nonmagical special a&. .. 

Attack, single, infhcts 20+ points of damage 

D maximum dam 

Energy drain (level or ability draining) 
Petrification +3 

TSRincZ@AOL.com 
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Alaghi 
CLIMATWTERRAIN Temperate mountain forest 
FREQUENCY: Very rare 
ORGANIZATION Family group 

DIET: Omnivore 
INTELLIGENCE: Low (5-7) 

ACTIVITY CYCLE Any 

\ 

I---. 1 

TREASURE 
ALIGNMENT: Neutral 

NO. APPEARING 2-5 
ARMOR CLASS: 4 
MOVEMENT: 12 
HIT DICE: 9 
THACO 11 
VO. OF ATTACKS 2 
DAMAGEIATTACK: 

SPECIAL ATTACKS Missile weapons 
SPECIAL DEFENSES Stealth 
MAGIC RESISTANCE: Nil 
SIZE 

I (no Coin’s), Q I 

2d6/2d6 or by weapon type +5 
(Strength bonus) 

7 

L (6’ tall with large girth) 
Steady (11-12) 
Adult: 2,000 
Young: 120 
Elder: 5,000 
Hermit: 6,000 

Alaghi are intelligent forest-dwelling humanoids distantly 
.elated to yeti. They are barrel-chested, with short, almost 
nvisible necks, and wide, flat heads with sloping brows, Their 
ihoulders are broad, and their arms are long and powerful. 
rheir legs are short but thick, and their hands and feet are 
iery large. An alaghfs entire body is covered with thick hair, 
usually blond, reddish brown, or charcoal gray Most blond 
individuals have green eyes and fur  tinged with green high- 
ights. An adult alaghi stands about six feet tall, weighs about 
330 pounds. Alaghi usually live for 75-85 years. 

Nomadic Alaghi speak their own language of hisses, hoots, 
md grunts. Sedentary (settled) alaghi also speak common, and 
isually the language of any neutral or evil creatures living 
iearby Hermitic (solitary) alaghi are loquacious if befriended. 
hese  can speak with any woodland creature or animal and 
Nil1 know 2d4 other languages as well. 

Combat: Alaghi tend to be shy and peaceful and kill only for 
food. They can move silently 80% of the time and can hide in 
natural surroundings 75% of the time. They are capable war- 
riors, however, and fight with great cunning if attacked or 
panicked. An alaghi’s huge, muscular fists can inflict 2d6 
points of damage in combat. A typical alaghi hunter or warrior 
carries a stone knife or hand axe, and three or four wooden 
javelins that the creature can hurl with great force. An alaghi 
can attack with a weaDon in one hand and make a second 

crude huts or large cave comple 

all, plant, animal, heal- 

attaik with iLs tmiptv firt. I f  furred into combat, d &roup of 
al.xh: 5iarrcrs m.A hide, Therearter, the inrlividunls cume out 

qiute capable af depleiing the rejoiu& around &em r; the p>int 
which thrir cuniniunihrs must resort to rdiding to sunivr. 

Even more rare are the h i t i c  ala L -  ’ (1%). These solitarv adults 
Hermitic Alaghi 

of &ding one at a time to hurl missiles or melee while their 
fellows circle to the rear, moving silently 

HabitatlSnciety: \ h t  alaghi arc ~emi-n~~mndic hunrer-gdther- 
ers I\  ho travel as himdl fanul~*.a They XP u,unlly rnc.wntr.rd 
8 1 1 1  tht, niovt. 181)’ I , but when enuruntered u1 a ensampment 
I 19 ,J, a gnup  ~ I I  alaghi has I) 3 )oimg.stciz (1dC1) tvith 3 1 l i t  
Vice and the same chaiw to hid,, and movt’ iilvntly a5 the 
idulri. Thhcir rtimbat abhty, however, is h r e d  to normal puni- 
nelme dr wrc4iny  attack ( Idb Id6 points t>f damze, 

are at leasr 50 years 010. with excertional intelligence anh neu- 
tral gomi alignnimt. ‘Thzy are ,,~getdrian-philosophers with 11 
Hit Dice and the powers ot 11th-lrvel druids. Though shy they 
are curious m d  helpfu-thev love riddles and games of strate 
gy, ,uch a5 he%. whch thy plav mentally. A human or demi- 
human wh%> ran beat an al,gh hcmut at chess IS ran, indeed 
1 lrnninc ,il&i l i w  in romplete h.irmony with natun“and .vc 
always on good terms with-their 

- - ~ 
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I 

. 

I I - 



CLIMATEITERRAIN Any 
FREOUENCY Verv rare 

DIET: 
INTELLIGENCE: Genius (17-18) 
TREASURE: 
ALIGNMENT: 

S, T, Vx6 (x6 in lair), X 
Neutral evil I 

NO. APPEARING 1 4  
ARMOR CLASS: 5 
MOVEMENT: 12 
HIT DICE: 8 + 4  
THACO 11 
NO. OF ATTACKS: 4 
DAMAGUATTACK: 1 J4 r ,ye&. 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: Nil 

, MAGIC RESISTANCE: 4J 

Mind hlnq ilh.11 I I . ~ .  

SIZE 
MORALE I XP VALUE: 

M (6’ tall) 
Fanatic (17-18) 
9.000 

PSIONICS SUMMARY Dis 4/Sci 5IDev 14; PS =Int; PSPs 
250 + dlOO 
Att: EW, II, MT; Def: All 
#AT 1; MTHACO 18; M V  

Psychokinesis: DevotionsAody control, levitation. 
Psychometabolism: Sciences-body equilibrium (their onlv 
psychometabolic power). 
Psychoportation: Sciences-probability travel, teleport; 
Devotions: astral projection. 
Telepathy: Science4omination, mindlink; Deuotion-we, 
contact, ESF, ego whip, id insinuation, post-hypnotic suggestion. 
Other Powers: Various; two sciences, five devotions. 

Alhoon look like living mind flayers (mauve-skinned, octo- 
pus-headed beings with four mouth-tentacles, and thee-fin- 
gered hands). The only visible difference between illithids and 
illithiliches is that an alhoon’s skin is dry and often wrinkled, 
never glistening with slime. 

Combat: Alhoon attack with four tentacles, as living mind 
flayers do. Once a tentacle hits, it inflicts ld4 points of damage 
per round as it bores into the victim’s body Attacks on a tenta- 
cle (AC 7) inflicting 5 points or more points of damage in a 
single round cause it to recoil. It draws out of the victim’s 
body, later striking at a new spot; an attack roll is required. It 
the victim’s head is bit, boring time to the brain is 14  rounds, 
at which point the victim dies. Tentacles striking elsewhere 
than the victim’s head inflict damage for 4 rounds, then with- 
draw; they are not long enough to reach the brain. 

Illithiliches have the mind blast it had in life (cone 60 feet 
long, opening from 5 to 20 feet; save vs. wands or stunned 3d4 
rounds) and psionic abilities common to all true mind flayers 
(the equivalent of a 7th-level psionicist4 disciplines, 5 sci- 
ences, and 14 devotions). Alhoon additionally attack with mind 
thrust, and individual ab 
PHBR5 The Complete Psionics Handbook). 

In addition to their tentacles and psionic abilities, illithilich- 
es can cast spells as 9th-level wizards (spells: 4,3,3,2,1). 
Typically, they use a wide variety of spells seized from human 
wizards, spellbooks found in tombs, and the like-and always 
avidly seek more, driven by their hunger for power. An alhoon 
cannot use other attack froms in the same round as psionics. 

Alhoon gain no special undead attacks (such as a human 

es are possessed as well (consult 

I 

Alhoon (Illithilich) 

I 
11ciis toucn), Dut ao  nave stanaara unaeaa Immmhes to sleep, I 
hold, and cham-related magics. They cannot be turned by 
priests, and are not harmed or impeded by holy water, protection 
from evil, sunlight, or cold-wrought iron or silver weaponsbut  
are subject to spells specifically affecting undead. 

HabitaVSouety: Alhoon spum illithid societies ruled by elder- 
brains, and do not hesitate to take living mind flayen as thong 
controlled slaves (just as they took all other creatures as slaves 
when alive--a process continued in lich state). They usually li 
alone in the surface world, often slaying a human wizard and 
taldng over his remote tower. In the Underdark, they cooperate 
for mutual survival, sharing spells and aid freely to overcome 
drow, dnergar, cloakers, aboleths, and living mind flayers alike. 
Alhoon regad true liche and beholders as their greatest rivals, 
and accordingly destroy them whenever prudently possible. 

Ecology: Alhoon have no need for sustenance, but 
adapt only imperfectly to lich state; many steps of 
ation processes used by others fail on a strongly m 
mind flayer body Alhoon are plagued by ongoing 
kling and tissue desiccation, which they counteract 
or by drinking water, soup, alcohol, and other liqui 
need not be ingested; poisons absorbed in this way 
an alhoon (lowering its bit points no further than a m i m  
6 hit points and not killing it). The illithilich state neuhdize 
most poisons (restoring all damage done by them) in 2d4 

Illithiliches enjoy devouring brains just as they did in 1 
but do not need to do so. Sometimes (3 in 12 chance de 
ing a brain gives an alhoon mental glimpses of Id1 
that the brain held, either a random or (if the alhoo 
trates on a topic such as magical items, written spe 
sure locations), thoughts most closely related to a ch 

Essence of alhoon brain is an exotic ingredient in 
ing inks, and can he employed to great advantage ’ 
ing of magical items that affect the minds of creatures. 

7 
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Uncommon 
ORGANIZATION Clan 

Omnivore 
INTELLIGENCE: High (13-14) 

ALIGNMENT: Neutral 

NO. APPEARING: 1-6 
ARMOR CLASS: 7 
MOVEMENT: 18.Wb12 

L 

$HIT DICE: 
‘ THACO 
>NO. OF ATTACKS: 1 

: ’DAMA(;T/ATTACK: Id6 

:<. ISPFCIAL DEFENSES: Sptdls 
. .  . $MAGIC RESISTANCE UII 

~ P E C I A L  ATTACKS: I’uijon, ipuii, 

M (6‘ diamete 

?XI’ VALUE 650 

ranea are intelligent, forest-dwelling a r a h o i d s  that are 
illed in magic use. They have two true forms-that of a 

anoid and that of a large, intelligent spider-and can 
eshift into a hybrid form that combines the two. 
humanoid form, an aranea resembles one other creaturr, 
as small as a goblin to as large as a gnoll. Human, elf, 

and half-elf forms are common. In spider form, an aranea 
les a large spider, hut has an oddlyshaped lump on its 
at houses its brain. Beneath its impressive mandibles, 

routing from the front of its body, are two small limbs, each 
out two feet long. Each of the small limbs has four fingers plus 
ingle thumb (the fingers are many-jointed and the thumb has 

an extra joint). The hybrid form is humanoid with arachnid e le  
ents: fangs, two spinnerets (in the palm of each hand), and 
ur eyes (the second pair often in the temples). Each finger and 
umb typically has an extra joint as well. No two aranea have 
actly the same hybrid form. 
Most aranea are neutral. thoueh most others think them to ., ” I ” 

,$I::; ,‘be evil. Aranea have infravision with a range of 60 feet, 
.#& :Aranea have their own lanruage and each knows the native ,,.,,._ - -  tjg,.. 
ivh=sj Lmguage of the race they emulate. 

mbat: Aranea prefer to avoid physical combat. In h u m o i d  
s the race emulated, though they can cast spells 
pellcasters, aranea prrfer illusions and charms, 
sed spells. Their shapechanging does not affect 
d when killed, an aranea stays in the current 
this section deals with special abilities limited 

to pass beneath, lower 
nd attack with spells. 

eatures attacked in this manner suffers a penalty of -1 to 
eir surprise rolls. The hybrid form can use weapons. 
A aranea bite (ld6 damage) is poisonous, and usable three 

hrow vs. poison or take ld4 points of damage per round for 
es per day. The bitten victim must make a successful saving 

e next ld4 rounds. Aranea venom quickly becomes inert and 
nnot be used on weavons. ,,e.. , .., i 

.$,;.:,: , An aranea can spin ;ebbing, up to 30 feet of web per day (a 
k:;. ptrand is a quarter-inch in diameter and can susuend about 500 

). 
abilities against a web spell cast by another. A n  aranea 
ow its own web strands as if using a lasso, to immobilize 

aranea climb webs at a movementiate of 12, has no 

. .  

HabitaUSociety: Many aranea 
ural homes of their ancestors 

to live in forests, the nat- 

after birth, and cannot 
the same gender as the 
hair color all typical of 
one round to change fr 

of magical item malfunction. 

erally good with clo 
with the silk they pr 
ate works that most 



. ., Banedead . ..,.., , . &  I ..: I '  '! 

CLIMATFJTERRAIN: 
FREOUENCY: 
OKG;\NIZATION: 
ACTIVITY CYC1.F: 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

Any 
Rare 
Pack 
Anv 
Ngne 
Average (S-10) 
Nil 
Lawful evil 

NO. APPTARING: 
ARMOK CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 

2-12 
4 
12 
6 
15 

NO. OF ATTACKS: 2 
DAMAGEJATTACK: 2d6/1d6 
SPECIAL ATTACKS Dexterity drain 
SPECIAL DEFENSES 

3 

+1 or better weapon 
to bit, spell immuni- 
ties, immune to poi- 
a,,,. 

MAGIC RESISTANCE Nil 
SIZE M (5'+) 
MORALE Fanatic (17-18) 
XI' VALUE: 2,000 

Created from fanatical human worshipers of a van- 
ished god named Bane, these withered humans have 
been suckeddry of life. The malevolent force that now 
animates them manifests in their glowing red eyes. One 
of a Banedead's hands is always twisted into a hideous 
claw. 

Combat: From their origin as fanatics, Banedead go out of 
their way to attack priests and paladins before all others. Any 
attempt by priests or paladins to turn Banedead makes them 
the target of choice. Banedead also seem to have a remnant 
memory or unearthly knowledge of religious symbols, and they 
concentrate upon priests or paladins displaying such symbols. 
If there is more than one priest among available targets, a priest 
of a good-aligned deity takes precedence. However, Banedead 
attack priests displaying the symbol of the rogue god Cyric to 
the exclusion of anyone else in a group. 

Banedead attack with sharp fangs that cause 1d6 points of 
damaee. and one clawed hand that causes 2d6 uoints of dam- 

i' 

. wizard who worships 
one of the above two 

beings. In either 
case, the master 

must be of at 
least 11th level. 

When 
Banedead have 
been found 
without a liv- 
ing master, they 
were roaming 
around ruins 
and sites conse- 
crated to Bane or 
vim. Unverified 

, 

reports claim that 
Banedead wander the 
ruined streets of 
Zhentil Keep, huntin] 

down those who 
lost their faith in 

Bane during the 

Troubles. 
lime of 

, 
Banedead are ci-e- 

at least 12 wor- 

Banedead), at least 
24 more living wor- 

ers), and a priest of Bane 
12th level (to preside ov 
a place that is consecra 
o are to become ed to either Bane or 

Banedead (called the Promised Ones) must come forward vol- 
untarily Rumors of innocent folks captured by cultists and 
forcibly transformed into Banedead are patently false. At the 
end of the ritual, the new Banedead are placed under the con- 
trol of their new master, the presiding priest. 

The control that the master has over the Banedead can be 

Bane. 
The touch of a Banedead (bite or claw) drains 2 points of 

Dexterity from the victim. Anyone whose Dexterity reaches 0 
in this way is paralyzed for one turn. Lost Dexterity is 
regained at the rate of 1 point per turn. 

well as all illusions and poisons. They can be hit only by magi- 
cal weapons of +1 or greater enchantment. 

tactics and teamwork, much more so than most undead. 

not attempt to control them, rather than turn them (except in 
the circumstances detailed below). 

HabitaVSociety: Banedead derive their power from the Negative 
Energy Plane and horn the clerical power of the ritual that creat- 
ed them, Banedead are usually found in the service of a specialty 
priest of either Bane or Xvim (the alleged Godson of Bane), or a 

Banedead are immune to sleep, charm, and hold spells, as 

Banedead retain much of their mortal cunning. They use 

Banedead are turned as wraiths. Evil or neutral priests can- 

try to regain conkol by making a turning attempt. Apriest wh 
fails this roll can keep trying, once per round. A priest who 
controls Banedead can maintain control over the undead or 
bestow the control of that particular group of undead to a wiz- 
ard who worships Bane or Xvim. 

Awizard who loses control of Banedead would do well to flee. 
Banedead hate being subordinate to wizards, as the secular nahue 
of wizardly magical power offends their fanatical leanings. 

Banedead (also called the shriveled dead #Bane) are a form o 
undead that surfaced after the Tune of Troubles in the Moons 
region, especially in and around Zhentil Keep. Some scholars 
still trying to discern how a new breed of undead could be 
formed by a deity who is supposed to have been destroyed. A 
few sages believe that it is not Bane at all, but rather Xvim, who 
has inmduced this new horror. These s a g s  speculate that 
spirits of the Promised Ones are in fact shunted into Xvim 
how to nourish him, building his power so that he can eve 
ly fill the void left by his father's death. 



T- 

CLIMATmERRAIN: Any 
FREQUENCY: Very rare 
ORGANIZATION Sohtary 
ACTIVITY CYCLE 
DIET: Nd 
INTELLIGENCE supra-genius (19-20) 
TREASURE: R (A, S, Z )  
ALIGNMENT: Lawful evil 
NO. APPEARING 1 
ARMOR CLASS 0 
MOVEMENT. 9 

Any 

Banelich Banelich 
CLIMATmERRAIN: Any 
FREQUENCY: Very rare 
ORGANIZATION Sohtary 
ACTIVITY CYCLE 
DIET: Nd 
INTELLIGENCE supra-genius (19-20) 
TREASURE: R (A, S, Z )  
ALIGNMENT: Lawful evil 
NO. APPEARING 1 
ARMOR CLASS 0 
MOVEMENT. 9 

Any 

HITDICE: ~ 17+ 
THACO 1 

NO. OF A'ITACKS: I 
DAMAGEIATTACK: id10 
SPECIAL ATTACKS: 

SPECIAL DEFENSES: 

Priest spells, hopelessness touch, 
coldfire missiles, see below 
+2 or better magical weaoon to hit. 

I ~ ~ ~ ~ - ,  " 
fear aura, spell immunities, 
immune to poison, see below 

MAGIC RESISTANCE: 25% 
SIZE: M ( 5 ' 4 '  tall) 
MORALE Fanatic (17-18) 
XP VALUE: 

Baneliches are gaunt, skeletal, m t h g  humanoid forms with black 
eye sockets in which burn red pin points of light. Thw dress in el+ 

22,000 + 1,000 per HD over 17 

gant but decaying clerical ceremonial robes G d  Wear'Bane's holy 
symbol (the black hand of Bane) prominently 

Combat: Baneliches were clerics of at least 17th-level before they 
were transformed, and several were 20th level or higher. Bane 
grants a Banelich's spells each day. The spells still require verbal 
and somatic components, hut material components are no longer 
needed. Spells cast by a Banelich take the normal amount of time 
to cast. Baneliches may use any magical items normally usable 
by clerics of their alignment. 

Hit Dice or levels that see one will flee in terror for 5d4 rounds. 
Creatures with 5 or more Hit Dice or levels that make a success- 
ful saving throw vs. spell are unaffected. 

Banelichffi a~ also able to produce blue- negative energy 
coldfire missiles that inflict 3d10 points of hezing damage each. Even 
beings n o d y  immune to cold damage (due to their nature or a 
magical item or effect) suffer half damage. Banelichffi can throw up 
to two balls of this cold8re per round, to a range of 60 yards. 

The touch of a Banelich causes 1dlO points of unearthly cold 
damage and forces the victim to make a successful saving throw 
vs. spell, or suffer from complete hopelessness as described in the 
4th-level wizard spell emotion. 

Baneliches can be hit onIy by magical weapons of +2 or geater 
enchantment. These ancient creatures are also immune to the fol- 
lowing spells and spell types: charm, sleep, mfeeblement, polymorph, 
cold, elechicity, insanity, and death. Bandiches m immune to all 

ABanelich radiates an aura offear. Creatures with fewer than 5 

types of poisons and arr not affected in any way by sunlight. Holy 
water from a lawful good temple of Lathander inflicts Id10 points 
of damage per vial to them; any other holy water causes only ld6 
points of damage. They c m o t  he turned while in their lairs or in 
m a s  dedicated to the worship of Bane. When outside their lairs, 
they m turned as special undead. 

The destruction of a Banelich centers on the eradication of the 
lich's phylactery. Destroying a Banelich's phylactery kills it 
immediately If the phylactery is not found, a destroyed Banelich 
will reform in 2d10 days at the site of the phylactery. The one 
who destroys a Banelich's phylactery and anyone else within 10 
feet must make a successful saving throw vs. death magic at -1 
or be struck dead by an incredible negative energy explosion 
generated by its destruction. 

HabitatlSociety: 
In ancient times, 
BaneIiches used 
theu remarkable 
powers to spread 
the word of Bane 
across Faerh and defend 
the gods faithful. They 
were supposed to s w e  
as ultimate guardians 
of the faith. When A 
Bane, the God OF 
Strife, first estab- 
lished his c h d  
long ago, 
those who 
worshiped 
him were 
hounded to 
their deaths 
by the forces 
of good unless 
they gathered 
in significant 
numbers. Timi 
of his faithful 
becoming victims. 

lished his c h d  

numbers. Timi 
of his faithful 
becoming victims. 

, 

every yem '~ane  chose the 
ranks of his clerics and revealed t 

items. The Banelich can w 
a nimbus of coruscating bla 

ore the creature's 

tion of only 10 have been docwnen 

I 10 I I 



;t :j b' , e .> , ,  . Bat, Boneb ~ " '  i i 
CLIMATWTERRAIS:  .Any land 
F R E Q U E N C Y  Rare 
ORGANIZATION Flock 
ACTIVITY CYCLE: h Y  
DIET: Nil 
INTELLIGENCE Low (5-7) 
TREASURE: Nil (unless a guardian) 
ALIGNMENT: Neutral evil 

NO. APPEARING 2-8 
ARMOR CLASS 7 
MOVEMENT: 3, F118 (C) 
HIT DICE: 4 
THACO 17 
NO. OF ATTACKS: 1 
DAMAGWATTACK 2d4 
SPECIAL ATTACKS Paralysis (ld6+2 rounds) I .  
SPECIAL DEFENSES Never surprised, half damage from 

edged and piercing weapons, 
immune to uaralvsis. charm. slem 
and hold 

MAGIC RESISTANCE: Nil 
SIZE: M (5'4 ')  
MORALE Special 
XP VALUE 975 

Battlebat 1,400 

Bonebats are undead bats that serve as messengers, guardians, 
and battle allies to evil priests and wizards and to powerful 
undead (such as liches, archliches, and vampires). They 
appear as skeletal giant bats with dark, empty eye sockets and 
attack in eerie silence, never emitling cries. Some (known as 
battlebats) possess strange skeletal appendages. 

Combat: Bonebats have 120-foot infravision, and can see invis. 
ihle creatures and objects withh 60 feet. They never sleep and 
are never surprised. 

Bonebats have a chilling bite that inflicts 2d4 hit points of dam. 
age upon all c r e a m s  except other undead, who suffer only its 
ld3 points of physical damage. A bonebat's bite also paralyzes all 
living matures except elves for ld6+2 munds, unless a successfd 
saving thmw vs. paralyzation is made. Bonebats themselves are 
immune to all forms of paralysis. 

Bonebats always attack fearlessly, only withdrawing when 
brought to 3 hit points or less. They will fight to their destruc- 
tion if ordered to do so by their creator or undead master. 

Bonebats are immune to sleep, charm, and hold spells. They 
can be mentally controlled only by their creator or a powerful 
undead creature. Once one being controls a bonebat, no other 
being can ever control it-ven if the controlling being is slain 
or absent. Typical commands are simple-attack (specified tar- 
get), cease, come, stay, wait (place), and fetch (specified 
object)-but obedience is absolute. 

Like skeletons, bonebats suffer normal damage from fire 
and blunt weapons, but only half damage from piercing or 
edged weapons. Holy water has no effect on bonebats. They 
are turned as ghouls. 

HabitaVSociety: Bonebats are most frequently encountered in 
the lairs of their masters-rnins, caverns, tombs, or evil tem- 
ples. They prefer darkness, hut light does not harm them. 
Bonebats may be encountered anywhere if their creator sends 
them forth or is slain. 

Requiring no food or water, honebats are often shut into dos- 
ets, coffins, or chests to serve as guardians, attacking thieves 
and other beings who open or enter their hiding place. 

Bonebats can carry single objects weighing up to three 
pounds, on which they can get a good grip. They often fetch 
keys, wands, and the like for their masters. Bonebats cannot 
trigger magical items, hut are sometimes fitted with wiredan 
protective devices to strengthen them as guardians. 

Ecology: Bonebats are not thought to occur naturally, but the 
secrets of their making have been known in the Realms for a 
very long time, and many have gone feral. Bonebats slay liv- 
ing bats whenever they encounter them. 

Bonehats seem to enjoy killing. Indeed, if uncontrolled, they 
will from time to time go on killing flights. During such 
flights, they will fight all creatures of their own size or smaller 
that they encounter until they have killed at least twice. 
Bonebats never fight other bonebats. 

working together. An intact giant hat skeleton, or a skeleton 
assemhled from the bones of several bats, is required. A spell 
h o w n  as Nulathoe's ninemen is cast on the skeleton. In the m e  of 
a bonehat, this spell links the skeletal wing bones with an invisi- 
ble membrane of force to allow flight. Fly, deteci invisibility, 
infiamlon, and animate dead spells complete the process. 

Bonebats are usually constructed by evil priests and wizards 

i. spells may be necessary to train the bonebat to serve a 
ent aide, but the spells listed here must be cast withm 

j, i 
i?, 

of each other, and in the order given, or the process will fai 

Battlebat 
Battlebats are bonebats onto which other bones-usuallj 
claws, talons, stings, or spurs-have been grafted. 

Battlebats are in all regards identical to bonebats except that 
they have one additional Hit Die, are Armor Class 8, have two 
or three additional attacks (typically ld2 points of damage 
from claw rakes or ld4+1 points of damage from sting jabs- 
either of these might be temporarily tipped with poison by the 
battlebat's controller). They fly at rate of 15 (Class I)) and.are 
turned as wights. 



Beetle 

Deathwatch Slicer 
CLIMATmERRAIN Temperate forest Temperate forest 
FREQUENCY Verv rare Rare 
ORGANIZATION Soii'tar y Solitary 
ACTIVITY CYCLE Any 
DIET: Carnivore Carnivore 
INTELLIGENCE: Animal (1) Non- (0) 
TREASURE: Nil 1 Seebelow 

Any 

~ ~ ~~~. 
ALIGNMENT: Neutral 1 Neutral 

NO. APPEARING: 1 1-3 
ARMOR CLASS 3 
MOVEMENT: 12 
HIT DICE: 9 , 
THACO: 11 15 
NO. OF ATTACKS 1 1 
DAMAGWATTACK 3d4 2d8 
SPECIAL ATTACKS: Death rattle Dismemberment 
SPECIAL DEFENSES: Camouflage Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE M (5' long) S (3' long) 
MORALE: Elite (13-14) Elite (13-14) 
XP VALUE 2,000 420 

Death Watch Beetle 
Death watch beetles are jet black in color, bxcept for a single 
patch of white (on the back of their carap4ces) that resembles a 
human skull. 

Combat: The death watch beetle is feared more than any other 
giant beetle for two reasons. The first is its cunning ability to 
disguise itself. When a death watch beetle, finds a place to 
hunt, it gathers items from the area (mainly earth, fallen 
branches, and the like). As it acquires these things, it uses a 
natural form of cement created with its saliva and soil to affix 
them to its back. When it finishes this process, it is well cam- 
ouflaged and can lie in wait for hours until prey passes near. 
When the death watch beetle makes its attack, its opponents 
suffer a -2 penalty to their surprise rolls. 

prise its foes, however, is its death rattle (a deadly sonic vibra- 
tion). When the creature is in cbmbat, it vibrates its carapace 
very rapidly, setting up an unusual clicking sound that resem- 
bles a gong. Victims are unlikely (only a 10% chance) to locate 
the beetle by this sound alone. This noise is very destructive at 
close range. One round after the beetle begins to make its rat- 
tle, anyone within 30 feet must roll a successful saving throw 
vs. death magic or be instantly slain. Those who succeed suffer 
5d4 points of damage, as well as muscle pains and tingling 
sensations in their limbs for several hours after the battle. The 
creation of the death rattle is very tiring ta the creature. requir- 
ing it to rest for ld4+1 hours before it can produce the horrible 
noise again. 

HabitaUSociety: The death watch beetle is a solitary creature 
that lives in the temperate woodlands of the world. It does not 
particularly enjoy wetlands, but can be found there on occa- 
sion. Overall, the death watch beetle lives a nomadic life. It 
stops in one location only long enough to hunt and then 
moves on. In fact, the beetle will abandon i selected hunting 
location after 4d4 hours if there is no sign of prey in the area. 

Ecology: while other beetles fulfiU many roles in the natural sys- 
tem, the death watch beetle is first and foremost a powerful 
hunter. It is high on the food &&I, as few animals or monsters 
are capable of engaging it in combat with q y  hope of victq.  

Far more deadly than the death watch beetle's ability to sur- 

1 

Stink 

1-3 

3+1 
17 
1 
Id6 
jtink 
Vi1 
vil 

h of livestock, peasants, 
enough to get in its way. 

stench from an affected co 



CLIMATmERRAIN Desert (Athas: Tablelands) 
FREQUENCY: Uncommon 
ORGANIZATION. Tribe 

DIET: Omnivore 
ACTIVITY CYCLE h Y  

INTELLIGENCE Average (8-10) 
TREASURE: M (1) 
ALIGNMENT: Lawful evil 
NO. APPEARING: 4-10 (2d4+2) 
ARMOR CLASS: 7 
MOVEMENT: 
HIT DICE 
THACO 

12 
5 
15 

NO. OF Nl’ACKS: 
DAMAGE/A?TACK: 
SPrClAl. ATTACKS: 

2 or 1 
ld4+2/1d4+2 or by weapon 
Psionics. Constitution drain 

SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE 
MORALE 
XP VALUE: 
PSIONICS SUMMARY: 

PLAYER‘S OPTION: 

Psionics 
Nil 
M (6’ tall) 
Averaee (8-10) 
1,400 ~ ’ 
Dis 2/Sci 2/Dev 7; PS 12; PSPs 35 
Att: EW, PB; Def: MBk, TS 
#AT 1; MTHACO 18; MAC 7 

Psychometabolism: Dmtim+atfall, cause decay, flesh m o r .  

Telepathy: Sciences-domination, psionic blast (E 
Devotions-attraction, e-o whip (inflict pain), mi r ,  ,,,& I:--, 

bility), thought shield Sychic drain). 

k); 

Note: In DARK SUN campaigns, the PLAYER’S OPrION material 
(printed in the second color) is used. The parenthetical powers 
replace the psionic attacks and defenses to which the monster has 
free access. 

At first sight, a belgoi of Athas appears to be human. An obser- 
vant traveler then notices the longs claws that extend from its 
fingers, its puckered, toothless mouth, and its webbed, three- 
toed feet. A belgoi is a member of a race of ignorant demihu- 
mans who dwell in the most forlorn wastes. With its taste for the 
flesh of intelligent races and a gleeful exuberance to inflict pain, 
no wonder that the sorcerer-kings and other rulers of the 
Tablelands don’t tolerate a belgoi tribe’s presence within five- 
day’s travel of their domains. 

The belgoi speak a crude language that bean only the most 
rudimentary resemblance to the common language of the 
Tablelands. Some belgoi leaders have also learned the common 
tongue, though few civilized people willingly get close enough 
to engage in conversation. 

Combat: Belgoi attack by sneaking up on a caravan camp and 
selecting a plump, meaty tarpet. The belgoi carry small be& made 
from the bones of their own dead by the tribe’s shaman These bells 
have a psionic enchantment that the belgoi (and only the belgoi) can 
employ. The sound of the bell can shatter the target‘s mental defens- 
es and open his mind to psionic contact. To use the bell, the belgoi 
must be looldng at the intended vi& and within 500 feet of him. 
When the bell rings, the target must make a saving throw vs. death 
magic with a -2 penalty. If successful, the target ignores the sound 
of the bell and can’t be affected by it for 12 hours. Failure means the 
target’s mental defenses collapse and the belgoi can attempt to use 
a psionic power. The belgoi‘s powers of choice are domination 
(which it uses to take conhol of the target to force him to leave the 
camp) and attraction (which it uses to l w  the t q e t  into the dark- 
ness beyond the camp). If the target fails the saving throw, only he 
can hear the bell. If he succeeds, the bell’s ringing can be heard by 
everyone in the camp (but it has no magical effect in this case). 

P- 

c 

,. .. .. 

Once the target is lured from camp, the belgoi caresses him. 
For every round that the belgoi touches the target, the target 
loses ld6 points of Constitution. The loss is temporary; lost 
Constitution points return after ld4 turns. While reduced, 
though, the target loses all Constitution bonuses. When the tar- 
get’s Constitution drops to 0, he falls unconscious. That’s when 
the belgoi starts to feed. 

If forced to fight, a belgoi can strike twice in a round with its 
wicked claws, inflicting ld4+2 points of damage with each hit. 
When hit, a victim must make a saving throw vs. poison or lose 
ld6 points of Constitution as described above. Some belgoi also 
employ weapons they have taken from victims. 

If a battle goes against the belgoi, they withdraw to gather rein- 
forcements from their own tribe or other belgoi tribes in the vicini- 
ty They return with these reinforcemenb within ld6+2 hours to 
resume the baffle. Such baffles can go on for days on end. The only 
way to prevent this is to kill every belgoi before they can escape. 

HabitaVSociety: Belgoi live in huge tribes and operate as raiders. 
These tribes make their homes in the most forlorn parts of the 
desert, but they travel across the Tablelands in their unending 
semh for food. Belgoi tribes h a s s  trade mu-, villages, and any 
groups of poorly defended people they can find. 

Small scouting parties of four to ten individuals hunt for prey 
When they encounter travelers 01 a small camp, they attack to secure 
their own meals. Then they call the =st of the h i i  to sharr the left- 
overs. Though they pde r  the flesh of the intelligent races, belgoi will 
eat animals, plants, and even mons& if they get hungry enough 

Ecology: Belgoi leave the land behind them desolate and barrrn, 
stripping it of all &mal and vegetable life. They a second only 
to the foulest defilers in the level of destruction they inflict on 
the world 



Bladeling 
CLIMATEJTERRAIN Acheron 
FREQUENCY: Rare 
ORGANIZATION Theocracy 
ACTIVITY CYCLE Nocturnal 
DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE: 
ALIGNMENT: Lawful evil (neutral) 

R, M (individual); D (group) 

NO. APPEARING: 2-20 
ARMOR CLASS: 2 
MOVEMENT: 12 
HIT DICE: 2 to 11 
THACO: 19to9 
NO. OF ATTACKS 2 or 1 
DAMAGEIATTACK ld6/ld6 or by weapon 
SPECIAL ATTACKS Razor storm 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE 10% 
SIZE M f6' tall) 
MORALE: 
XP VALUE: 

Eliie (13)' 
Varies (120 to 3,000) 

Bladelings were once rumored to be tieflings, the spawn of 
fiends and humanoids. Unlike the other castoffs of the Lower 
Planes, however, bladelings are a distinct race unto themselves. 

Human-shaped, the average bladeling stands about 6 feet tall. 
The resemblance to humankind ends there. Bladeling eyes glow 
like translucent chips of glacial ice tinged with purple. Skin and 
bones protrude in the form of sharp blades of wood and ice and 
steel, jutting out at all angles; bladelings have no soft flesh. 
They have blood the color and consistency of oil. 

Combat: Bladelings are quick to leap into a fray. When enter- 
ing combat, a bladeling wades in hands first. Striking twice 
with its metal-encrusted fists, the creature inflicts ld6 ooints of 
damage with each successfulattack. Then again, a blaieling 
might instead wield a weapon of nearly any type. Some 
bladelings are truly brave. These attack the wielders of the 
weapons most dangerous to other bladelings first, trying to 
get a measure of their enemy. 

Bladelings w entirely immune to rustiug, acid, corrosive 
attacks of all types, and normal piercing missiles or bladed 
weapons. Bladelings are magical beings; their bodies--com- 
posed of elements stronger than mere flesh-are Nsistant to 
some types of magic. They take only half damage from cold- and 
fire-based spells. There's not a whole lot that cam hurt them- 
and they press that advantage. Magical or bludgeoning weapons 
inflict full damage agaimt them. Other spells affecting metal will 
work normally on a bladeling; the heat metal spell, however, 
causes double damage. m e r  heat-based spells, unless specifi- 
cally designed to work on metal, do nothing. 

Once per week, a bladeling can create a razor storm. The 
creature explodes a piece of its outer skin, sending a 5-foot 
wide hail of blades up to 15 feet forward. The shrapnel attack 
causes 3d12 ooints of damaee to anv within the blast area. 

,. 
"', 

iGg's natural armor, reducing it from 2 to 6 in the frontal torso. 
Any attacks striking this area inflict double damage upon the 
bladeline; fire- and cold-based suells inflict normal damaee if ' '  

directedit tlus weak spot In adkihon, the bladeling's m:@c 
resistance falls to 5% untll the bladeling has regenerated the 
lost blades (typically ld4 days later) 

S' 

F' 
h 
t 
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e fourth layer of Achero 
iron. Their city, Zoronor, 

Ecology: Life in Ocanthus ' 
bladelings learn to trust in 

ult at best. For this reason, 

outside threats. 



CLIMATEITERRAIN Mountains (Athas: Tablelands, 

FREOUENCY: Rare 
Hinterlands, mountains) 

ORGANIZATION Solitary 
ACTIVITY CYCLE: Night 
DIET: CaYmivore 
INTELLIGENCE High (13-14) 
TREASURE R, V 
ALIGNMENT: Neutral evil 

NO. APPEARING l o r 2  
ARMOR CLASS 0 
MOVEMENT: 15 
HIT DICE: 10 
THACO 11 
NO. OF ATTACKS: 1 
DAMAGWATTACK By weapon +6 
SPECIAL ATTACKS Psionics, breath weapon 
SPECIAL DEFENSES Psionics, hit only by magical or 

metal weaoons 
MAGIC RESISTANCE: Nil 
SIZE: H (15' tall) 
MORALE Fanatic (18) 
XP VALUE: 7,000 
PSIONICS SUMMARY: Dis 2/Sci 3/Dev 1 0  PS 15: PSPs 50 ~ ~ ~~ 

"ef IF, MBk, TW 
7's OPTION: : MAC 5 

Psychoportation: Sciences-teleport; Devotions-blink, dimen- 
sional door, phase, summon object. 

Telepathy: Sciences-psionic blast (I 
wip ,---LA,. , Devotions-awe, ---I- 

for ict pain), mind bl, 
thr ~  psychiccr crush(^ 

Iwer of iron 
, mtellect 
mind 

c...\ . 

The braxat uses its psionic abilities to best advantage, tele- 
pathically weakening foes and employing psychoportive pow- 
ers to avoid injury and confuse its prey, After its psionic 
attacks, the braxat wades in to engage in physical combat. Its 
weapon of choice is a massive spiked club that inflicts 2d4 
points of damage (plus its Strength bonus of +6).  

The braxat's breath weapon is only used as a last resort, for 
this tends to render the prey unfit for consumption. The breath 
weapon takes the form of a cone of acid that is one-foot in 
diameter at its base and extends for 10 feet. At its farthest 
point, the cone has a fivrfoot diameter. Anything touched by 
the acid suffers 2d10 points of damage. Those who make a 
successful saving throw vs. breath weapon take half damage. 

The heavy shells and thick hide of a braxat make it immune to 
damage from weapons that aren't enchanted or made of steel. All 
other weapons bounce harmlessly off its hide, though a strong 
attack from such a weapon might still knock a braxat off its feet. 

HabitaVSociety: Braxats are found all across Athas, though 
not in great numbers. They wander the wastes in search of 
prey and to find new ways to indulge their evil tendencies. 
Though solitary in nature (it's said that not even another brax- 
at is safe from their evil ways), braxats can rarely be found in 
mated pairs. When a mated pair of braxat is encountered, the 
evil they can accomplish is similarly doubled. If the pair has 
produced young, the young are hidden in a remote cave1 
somewhere within the pair's hunting territory. 

Ecology: Terrible and greatly feared, braxats usually hunt and 
attack by night. They use the pale 

Note: In DARK SUN, igns, the PLAYER'S 
OPTION material (pr n the second color) is 
used. The parenthel.._. J W ~ I S  replace the 
psionic attacks and defenses to which the man- 
ster has free access. 

A braxat is a huge, imposing creature that 
appears to be a cross between mammalian and rep- ' 
tilian stock. Thick, articulated shells cover its back 
and shoulders, providing excellent protection against attack. 
Its square, lizardlike head is defended by a crown of three to 
five horny protrusions. A braxat is warm-blooded and walks 
upright like most humanoids, though its great size allows it 
to tower over even the tallest half-giant. 

terrorizes the wilderness it occupies. It speaks a 
mysterious language h o w n  only to other 
braxats, but can also articulate its thoughts 
in most human tongues. 

Combat: Hunters by nature, a braxat's tactic 
reflect its cunning, intelligence, and evil ten- 
dencies. It enjoys the hunt, stalking its prey 
and inspiring as much fear as possible 
before moving in for the kill. The kill isn't 
accomplished by a quick, merciful stroke. 
The braxat enjoys inflicting pain-it likes to 
play with its prey before delivering the killing 
blow. 

Highly intelligent and completely evil, a braxat 

15 

light of Athas's twin mmm to search 
for prey Braxats will eat anythjng if 
they're hungry enough, including 
caravan mounts (although not even 
a starving braxat will eat a kank), 

they prefer to stalk intel- 
ligent beings. This has 

more to do with the thrill 
and enjoyment they receive 
than with the taste of 
human, dwarf, or elf. 

excellent shields 
Braxat shells make 

and armor plates (AC 
2) if properly worked. 
Sometimes these 

become the hunted 
when an  elf tribe 
or a band of 
raiders decide to 
harvest braxat 
shells. This dan- 
gerous course 
often turns 
deadly, as brax- 
ats are smart 
enough and 

vicious enough 
to set traps and 

ambushes for even 
thestrongest 

t 

hunters. 

I1 I 



Bunyip 
CLIMATEmERRAIN Temperate fresh water 
FREQUENCY: Rare 
ORGANIZATION: Solitary 

DIET: Carnivore 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALIGNMENT: Neutral 

ACTIVITY CYCLE Any 

MOVEMENT: 
HIT DICE: 5 

DAMAGEIATTACK ld6 
SPECIAL ATTACKS Roar, sever limb 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Nil 
SIZE 
MORALE: 
XP VALUE 

HabitaUSociety: 

panic for 2d4 rounds. 

pup has only 3 Hit Dice an 
damage. In all other ways, 

For the next three years, 
With the coming of its sixth 
yip mating rituals. 

A bunyip coming upon a s m d  creature khat is swimming or 
struggling in the water (a dwarf, gnome, or halfling, for exam- 
ple) is 80% likely to attack the creature. Thk attack takes the 
form of a bite that may sever a limb from ~e victim. If the 

unable to properly defend itself while in a ifeeding frenzy, its 
enemies also receive a bonus of +2 on theid attack rolls. 



Burbur 
CLIMATEITERRAIN 
FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

Any land 
Rare 
Solitary 

Slimes, molds, mosses 
Animal (1) 

Any 

Nil 
Neutral 

NO. APPEARING: 
ARMOR CLASS 

14  
9 

MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF SrlACKS: 
DAMAGEIAlTACK: 
SPECIAL ATTACKS 
SPECIAL DEFENSES 
MAGIC RESISTANCE: 
SIZE 
MORALE: 
XP VALUE: 

12 
1-1 
20 
1 (slimes, molds, and mosses only) 
2d4 
Nil 
Immunities 
Nil 
T (6" to 1' long) 
Unsteady ( 5 7 )  
35 

inedible. A burbur is affected normally by oozes, jellies, pois 
nous vapors, and other creatures, as well as by spell attacks. 

Habitat/Society: Burburs wander constantly in search of foo 
Although they are normally found alone, they have been 
known to gather in groups of as many as four individuals to 
feed on a single slime, mold, or moss. 

Burburs often build small lairs that they visit from time to 
time to rest and recover from injuries. As a rule, these are 
located in out-of-the-way places and, as often as not, are pr 
tected by some creature to which the burbur is immune. For 
example, it is not uncommon for a burbur to seek refuge in 
midst of a yellow musk creeper's coils. 

Once each year, usually in the spring, a burbur will begin 
swell in size. At this point it develops a bulge at the end of 
tail, which forms into a second head. As the second head 
forms, a pair of forelegs begins to grow out from the body. 
Shortly thereafter, the burbur splits in half to form two sepa- 
rate creatures. 

EcoIoev: Although a small and defenseless creature like th 
burbur mizht normally be expected to fall v' 

Burburs are small creatures that look much like 
worms. They have large, glistening black eyes and a 
sucking tube for a mouth, much like that 
of a mosquito. Just behind the creature's head are a 
pair of tiny forelegs of considerable dexterity. With 
its forelegs, a burbur can climb, grip, and manipu- 
late objects. A burbur that has just fed will be very 
bloated and somewhat sluggish. 

have soft, moist skin. They have a some- 
what spicy body odor that has been 
described as smelling like cinnamon. 

Burburs are highly prized creatures 
that consume many varieties of 
slimes, mosses, and molds that might 
otherwise cause considerable harm to 
other creatures. 

, 

-13 Burburs are ivory or yellow in color and 

' 
Combat: Burburs are gentle and harm- 
less creatures as far as the humanoid 
races are concerned. They feed only on 
slimes, molds, or mosses; they are whol- 
Iv unable to inflict damage on anv other 

' 

1 
" 

I k n g  thing. 
When it decides to feed, a burbur simply 

crawls out onto the body of the creature it intends 
to consume, extends its feeding tube and begins to 
siwhon UD its meal. Each round that it feeds. the burbur 

case. Most animals 

1 

lTy bur has rece 

that consume it ar 
affected as if they had8 . come into contact with 

the creature the burb 
recently fed upon. 
Thus, those animals 
foolish or hungry 
enough to devour a 
burbur have been 

adventurers who f 
the creatures a use 

battle against slim 
and similar horrors. 

extremelv docile and do 
a rule, burburs are 

4 r 
not attack'their keepers 

stray unless they are 

has drained its victim of hit points equal to thrice its own ini- 

inhicts 224 points of damage to the slime, mold, or moss it 
is consuming. Once the burbur has scored a hit against the 
creature it is attempting to ingest, it need not roU again unless 
it takes a break in its feeding. A burbur ceases feeding after it 

tial value. For example, a burbur with 4 hit points will be 
sated after it has inflicted 12 uoints of damaae upon its victim. 

must be allowed to feed at least once per day In the marke 
place, a captured burbur can be sold for as much as 1,000 
gold pieces. 

beyond compare. 
The burbur is also unaffected by yellow musk crrepers, 

zygoms, and violet fungi, although it finds these creatures 



Bvanen 
CLIMATmERRAIN: Mountain (cliff) 
FREOUENCY: Verv rare 
ORG;\NIZATION: Trigal 
ACTIVITY CYCLE Nocturnal 
DIET: Omnivore 
INTELLIGENCE: Very (11-12) 
TREASURE: Nil 
ALIGNMENT: Neutral good 

NO. APPEARING: 3-12 
ARMOR CLASS 4 
MOVEMENT: 6. sw 12 ~, ~ 

HIT DICE: 3+1 
THACO 17 
NO. OF ATTACKS: 3 
DAMAGEIATTACK: ld3/ld3/ld4+1 
SPECIAL ATTACKS: Secreted nnze 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Nil 
SIZE 
MORALE: 

M (5’ tall) 
Average (8-10) 

XP VALUE: 420 
PSIONICS SUMMARY: 

PLAYER’S OPTION: 

Dis 2/Sci 3/Dev 10; PS 10; PSPs 40 
Att: EW, 11, MT; Def: MB, MBk, TS 
#AT 1; MTHACO 16; MAC 4 

Psychometabolism: Sciences-animal affinity; 
Devotions-displacement, flesh m o r ,  immovability. 

Telepathy: Sciences-domination, mindlink; Devotions-attrac- 
tion, contact (send thoughts), ego whip (sight link), id insinua- 
tinn lir main), mind thrust ,tic st+?) nhobia amplifi- 
C 

Note: In DARK SUN campaigns, the PLAYER’S OPTION material 
in the second color) is used. The parenthetical powers q l a c  
psionic attacks and defenses to which the monster has free a ~ ~ ~ ~ ~ ,  

Bvanen are a race of intelligent, benevolent amphibians that 
dwell in the hot swamplands of Athas. Their appearance is 
somewhat frightening: raised, independently rotating eye tur- 
rets, prominent backbone-ridged carapace, chitinous belly- 
plates, impressively clawed forepaws, and a toothy mouth 
from which flicks a tr-forked tongue. Their hesitant, distrust- 
ful natnre often forces them into conflicts they would other- 
wise choose to avoid. They have their own language. 

Combat: These amphibians use only their claws and bite, 
never weapons. They are not strong fighters. They do have a 
special attack power, however, which they use to partially 
immobilize their foes. Every bvanen secretes a sticky, quick- 
hardening ooze through pores on its skin. This hardened ooze 
provides not only a protective shell around the bvanen, but a 
weapon that can be used to stick to foes on a successful claw 
attack roll instead of inflicting damage. On the round after the 
bvanen attack hits, the foe cannot use the struck body part 
(roll ld8: 1-head; 2-3, right arm; 4-5, left arm; 6 4 ,  either leg) 
until a bend bars roll is made (either by the character or a 
companion-monsters without Strength ratings use a saving 
throw vs. paralysis if larger than man-size, at -2 if man-sized 
or smaller). A hit to the head indicates that a fw of equal or 
smaller size may suffocate as if drowning. Agroup of bvanen 
can quickly incapacitate an enemy when working together. 

This secretion has one other use. It seals the bvanen’s 
wounds as soon as they are inflicted. Bvanen are therefore 

i 
i 
! 

immune to the effects of swords 
cal weapons that cause bleeding 
healing abilities effectively redu 

Approximately 1 in 6 bvanen 
powers. 

HabitatlSociety: Bvanen 
hot swamplands and als 
hardened secretions to b 
Bvanen society is divide 
hunter/warriors. 

domesticated animals. 

as guardians. 
The bvanen indicate rank 

Ecology: It is unknown w 
tures or bred from the sor 
forgotten wizard. They are 
only in a single area on an 

18 



Great, 
CLIMATEITERRAIN: 
FREQUENCY: 
OHC;ANIZATION: 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

NO. APPEARING 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 

Subarctic to temperate wilderness 
Uncommon 
Solitary 

Carnivore 
Semi- f24 )  

Day 

Nil 
Neutral 

14  
5 
12 
6+3 

THACO 
NO. OF ATTACKS 
DAMAGHATTACK 
SPECIAL ATTACKS 
SPECIAL DEFENSES 
MAGIC RESISTANCE: 
SIZE 
MORALE 
XP VALUE 

15 
3 
ld6/ld6/ld10 
Rear claws (2d4 each), speed burst 
Never surprised, camouflage 
Nil 
L (7-10' long) 
Average (&lo) 
975 

The great snow tiger is a carnivorous beast, native to cold tem- 
perate mountains and subarctic brush. Snow tigers are vividly 
portrayed in legends, where they are credited with all manner 
of cunning, intelligence, and ferocity. Though dangerous 
predators and a fierce challenge to hunt, snow tigers are sim- 
ply another large predator fighting for survival in cold, harsh 
climates. 

Snow tigers change color with the season as do other sub- 
arctic and arctic species. During spring and summer they are 
pale brown, striped with green. In fall the snow tiger's coat 
slowly fades to white and black stripes. 

Combat: Regardless of season, the tiger blends in quite effec- 
tively with its surroundings and is treated as a hidden object, 
gaining automatic surprise when attacking from hiding, unless 
other factors intervene. Their keen senses, honed by their 
harsh environment, prevent them from being surprised. 

of speed, moving at double rate for ld4 rounds without a 
penalty to attack or damage rolls 

The snow tiger attacks with a savage bite and raking claws. 
Like other great cats, the snow tiger has large and powerful 
rear claws. If both front claw attacks hit in a single round, the 
tiger automatically rakes with both rear claws, which rip 
opponents for 2d4 points of damage each. 

HabitaVSociety: Normally solitary, snow tigers may he 
encountered in mated pairs during spring and summer. 
During this period there is a 25% chance that a pair will have 
1-2 cubs (no combat abilities). Rashemaar hunters sometimes 
take cubs and raise them as pets, training them to hunt. In 
order to be successfully trained, the cub must be less than 
three months old and the trainer must make three successive 
animal training proficiency checks. only one check may be 
made per week, and if one fails the trainer must start all over 
again. Once a cub is over three months old, it cannot he 
trained and is usually returned to the wild. 

When attacking, snow tigers are capable of blinding bursts 

Ecology: .A running and reuiurreful prrdatur, snow tiger; pre- 
fer larger prq w c h  <a; Jeer, mount.riri go& 5hezp. and nor,- 
cs. During the depths of winter, snow hgers d r e  sumclimes 
r d u c d  tu  stalkmg nuce, rabbit>. fo)hc'. and othcr small game. 

A few arc inirlligent enuugh ro rralizr that humans are rela- 
tively easy prey, but this is rare Most snow tigers ai.oid 
lhuinriiis , a i d  .Mdik  only ii iornered or stan ing. 

Snmv tigers ars found throughout northern and easrrni 
Faenin, though thcy are i5 mod wmmun in Rashcmen Thert 
bt.r.;t>rkt.rs revt'rt. its spwd, .tnmgth, and hunting skill. and 
often try IO smulate its appear'mcc aid bchavio-thcre I, a 
IKashcmaar Snmc 'ligcr bcrcrrkt,r lodge. 

~.luue hunting the hedst; in  fair. it is ionsidcrcd a 5:nguhr 
honor 10 haw taken one single-handedly. H 
>lone, unarrncwd, and armed only with rl brund sword or 
buv i5 pcop~lar  sp,ort among Ka4it.maar n 
mtelligent tiger5 Iming P N V  to its doom are but tales. 

Cluaki uf mow hger fur .ire syiibulb ok st 
Kashemaar and w m t ,  barbarian inhes. They 
m J  may be worn only by the individual who iuc;edully 
4 c w  t i i d  tiger. Indi\ iduals who ivt'ar rloaks they are not m t i  
11c.i IO arc u;uaIlv attarked bv I<asheniaar who lrnm thrir 

'I he Ibshrmaar admiration fur th r  moiv tiger does inot pre- 

..~..l.I 



Chosen One 
CLIMATEJTERRAIN Any 
FREOUENCY: Rare 
ORCAMZATION: Rand 
ACTIVITY CYCLE: An\. 
DIET: Ca Aivore 
INTELLIGENCE: Low (5-7) 
TREASURE: Nil 
ALIGNMENT: Chaotic evil 

NO. APPEARING: 5-30 
ARMOR CLASS 7 
MOVEMENT: 12 
HIT DICE: 3 
THACO 17 
NO. OF ATTACKS 
DAMAGWATTACK 
SPECIAL ATTACKS Poison 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: Nil 
SIZE: M 
MORALE Fanatic (18) 
XP VALUE: 1 75 

Chosen ones were once human slaves, but have been turned 
into violent guardians under the control of their creators. The 
process has subjected them to torture and arcane magical pro- 
cedures of the worst type. The Red Wizards of Thay are 
known to create these creatures. 

Driven by rage, chosen ones seek to avenge themselves 
upon those who caused their pain and suffering, but their 
anger has been redirected by their diabolical creators. In effect, 
each chosen one is compelled to see everyone except its cre- 
ator and his companions as the cause of its pain and c o w -  
quently attacks all others with unstoppable fury 

The magical spells that create a chosen ones twist his 
appearance into a hideous caricatures of a human; the face 
contorts, teeth elongate, and the skin transforms into a tough, 
leathery protective sheathing. Chosen ones' hands are marled 
and stretched, ending in wicked, filthy claws. 

Combat: If a Red Wizard is compelled or held hostage, a spe- 
cial code word can be uttered to compel the chosen ones to 
attack their creator's captor. 

slashing with filthy claws. Some chosen ones are equipped 
with weapons that replace the claw attacks. 

Creatures bitten by a chosen one must make a successful 
saving throw vs. poison or suffer an additional Id8 points of 
damage per round for the next 1d6 rounds. 

Chosen ones are not completely reliable. Occasionally, their 
conditioning breaks down and memories of their past lives as 
well as the tme cause of their pain nood their heads. Each 
round a chosen one is in combat after the fifth, there is a 1% 
cumulative chance that it goes berserk (for example, the 
chance increases to 5% after 10 rounds). If that happens, the 
chosen one screams horribly and immediately leaves combat, 
rumkg away to find its master and take revenge as quickly as 
possible, fighting only those who stand in its way 

Habitat/Society: Chosen ones make effective, if somewhat 
vicious, guards. They are most useful, and ternfying, when 
released to chase down a trespasser or other miscreant. They 
are consumed with white-hot rage against all in their vicinity, 
held back only by the authority of their mator; and they may 
lash out suddenly if disturbed unless the creator forcefully 
orders them to hold back. 

3 or 2 
ld4/ld4/ld8 (or weapon and 1d8) 

In battle, chosen ones attack fearlessly, biting with fangs and 

Create Chosen One 
(Alteration) 

Level 5 Components: V, S, 
Range: Touch Casting Time: 1 hr. 
Duration: Instantaneous aaving Throw: Ne5 
Area of Effect: 1 human 

only wizards of evil alignment cast this spell. It consists of a 
series of magical rituals and torments intended to turn a normal 
human (up to 3rd level) into a maddened, murderous creature 
known as a "chosen one." Victims must be bound and helpless 
in order for the spell to work. After the long casting time is 
completed, the victim must save vs. death magic or be trans 
formed into a chosen one under th? conhol of its creator. 



Chronovoid I 
CLIMATWTERRAIN: Demiplane of Time 
FREQUENCY: Common 
ORGANIZATION Colony 

DIET: Omnivore 
INTELLIGENCE Average (8-9) 
TREASURE G 
ALIGNMENT: Chaotic neutral 

ACTIVITY CYCLE: Any 

NO. APPEARING 1-12 
AKMOK CLASS: 1, 

MOVEMENT. h 

HIT DICE: 12cl (total) 
THACQ 9 
NO. OF ATTACKS: 1 
DAMAGUATTACK: 2dh 
SPECIAL ATTACKS: Ahsomiion 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 40' 
SIZE: 55,. b,.hlrv 
MORALE: 
XP VALUE 

Average (10) 
9,000 (total), see below 

Chronovoids cannot exist in reality, but they form one of the 
greatest creature hazards to adventurers on Demiplane of 
Time. They are a common occurrence and are strongly attract- 
ed to linear (Prime Material Plane) creatures. A chronovoid 
appears as a blob of gelatinous matter that holds a roughly 
ovoid form. The surface of the chronovoid is an iridescent 
film, not unlike a drop of oil on the surface of water, and its 
intemals are a dull gelatin. The size of the creature varies, 
since it is a communal organism and can separate into smaller 
forms. Its largest formation is a huge creature (10-11-foot 
diameter, 12+1 HD) which can divide into three large creatures 
(6-7-foot diameter, 4+1 HD). After this division, the separate 
entities can divide in half two more times, creating up to six 
medium creatures @foot diameter, 2+1 HD) or 12 small crea- 
tures (--foot diameter, 1+1 HD). Any combination of these is 
possible, but it takes one round for each division or merging. 
A chronovoid usually travels as three large creatures, so it 
takes only two rounds for maximum division or one round to 
reform as a huge creature. It can usually accomplish this 
before entering melee. 

Combat: A chronovoid can sense linear organisms from over 
50 feet away and will immediately move toward them. A 
chronovoid has a variety of useful abilities. The first of these is 
the ability to divide into smaller versions. Each separate entity 
is allowed one attack at the original THAC0 and AC, but the 
Hit Dice are according to size. Any chronovoid that divides or 
reforms gets no attack that round. Combinations can be assem- 
bled, like one large, three mediums, and two smalls. 

The main defense of a chronovoid lies in its gelatinous form. 
Most material passes through it without hurting the bubble at 
all. Nomagical weapons do no damage, and damage fmm 
magical weapons and spells depends on the bonus or spell 
level. For every +1 that a weapon bas, or for every thrre spell 
levels, only 50% of normal damage is applied to the 
chronovoid. A sword +1 or a 1st-3rd-level spell does half dam- 
age (including half of Strength or specialization bonuses), and a 
sruord +2 or 4th4th-level spell does full  damage. A +3 weapon 
or 7th-9th spell does 150% full damage, and a +4 weapon does 
double damage (again including double Strength and special- 
ization bonuses). A &onovoid attacked by magical weapons 
or spells identifies the greatest danger to it and concentrates all 

attacks on that foe until that creature is dead or incapacitated. 

ing to envelop it. On any successful attack in which a 20 was 
not rolled, the victim manages to pull free whatever part of 
him entered the bubble, taking only 2d6 points of damage 
from advanced decay of living flesh. On a 20, the bubble snc- 
ceeds in absorbing the, creature. Any absorbed creature can 
inflict damage only on a roll of 19 or 20, and the decay dam- 
age increases to 3d6 hit points per round. The only limit on 
absorption is that the bubble must be of the same size class as 
the creature or bigger. This makes a difference in strategies by 
the chronovoid, since it always maintains at least one portion 
of itself large enough to absorb the intended creature 

Any part of the chronovid damaged beyond its hit points 
bursts into thousands of drops that drift to the nemst lifeline, 
where they remain A dvonovoid can exist and rebuild itself as 
long as at least one small-sized portion gets away, and such a 
portion is usually held off to one side in case ulings go badly. 
characters gain 750 X P  for every 1+1 Hit Dice of the creature that 
is slain, with a 1,ooO X P  bonus if the en& meature is detmyed. 

HabitaVSociety: Chronovoids usually ignore the creatures of 
Demiplane of Time as they drift around the timestream. They 
do not move around lifelines, except in the event of a tangle, 
but simply let the line pass through them. It is common to see 
a chronovoid with a silver lifeline running through its middle 
as it follows a lifeline up or downstream. Only if a temporal 
creahn-e gets within 10 feet of a chronovoid does the 
chronovoid attack. 

Ecology: Chronovoids may have some kind of relationship 
with tempsynth (a type of temporal mold that coats lifelines in 
patches in the Demiplane of Time), as a chronovoid does not 
harm tempsynth as it passes along the lifelines. Cluonovoids 
have no lair, but they do possess treasure. Within their gelati- 
nous mass, they store the nonorganic matter from creatures 
and beings they have ingested. Tnis includes coins, gems, 
metal weapons, and anything magical-though magical items 
with an organic base, such as a staff or leather boots, must 
save vs. acid or become useless).,Large items are still carried 
by the chronovoid, but pieces of them may stick out. 

A chronovoid attacks by moving up to a victim and attempt- 



CLIMATVTERRAIN: Marm whterr.inem arc'as 
FREQUENCY: \'pry raw 
ORGANIZATION: Soliiarv I 

' I  ACTNITY CYCLE 
DIET: Carnivore 
INI'LLLIGENCE 4\'NdgL, (&(-1o) 
TRTASURE TYPE: UII ( B  or C i  
ALIGNMENT: Ncutrd e\ 11 

NO. APPEARING: 1-2 
ARMOR CLASS: 5 
MOVEMENT: 15, Wb12 
HIT DICE 11 
THACO 9 
NO. OF ATTACKS: 3 
DAMAGFJAI"1ACK 1,112 l d l2  ldl, 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 2 P ,  

.pid<v :I i i ih ,  immune to webs 

SIZE 
MORALE: 
XP VALUE: 7,000 

H (13' across, 6'-10' high) 
14 (Elite) 

rounds and a duration of 2d6 
Perhaps because the cildab e tails, they lack a spi- 

a highly magical race 

HabitaffSociety: Solita 
only to mate. If two cil 
place, there is doubtle 
to 40 large, purple egg 
of darkness. 

Cildabrins are a race of intelligent spider-scorpions, either 
huge, intelligent spiders with elements of a giant scorpion's 
anatomy, or a race of huge scorpions with ele- 
ments of a spider's anatomy. No one knows 
for certain. Cildabrins never give the same 
answer twice, if they stop trying to eat the 
questioner long enough to answer at all. 

A cildabrin's arachnid body is black and 
furrv. The eieht eves are turauoise blue. Its front 

lyzed or killed, the 
cildabrin retreats to its 
lair to eat. The lair is 
usually a warm, dark 
cave. As a cildabrin 
cannot consume 
inorganic materid? 
items like armor, 
shields, and weapons 
are stripped from the 

prey and set aside,' 
either in a pile in tlte 

rear of the cave or on the 

" ,  
two legs end in scorpion-like pincers, while its 
supple, fur-covered tail has an 8-inch 
stinger at its tip. The subter- 
ranean cildabrins have 

They seem to be 
able to communi- 
'cate with spiders 
and scorpions of 

some can rasp 

Combat: 
Cildabrins use 
their magical pow- 
ers when they 
choose to hght, 
preferrmg to 
ambush their prey 
from hdmg, usually 
from w l t b ~  an area 
of silence They often 
cast web spells before 
movmg into melee, 
and theu darkness 
spells are usually 
saved to protect them 

22 

1 cildabrin's "bait piles." 



Coffer Corpse 

CLIMATEmERRAIN Any 
FREQUENCY: Verv rare 
ORGANIZATION Soli’tary 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE Low (5-7) 
TREASURE Nil (8) 
ALIGNMENT: Chaotic evil 

NO. APPEARING 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS 
DAMAG WATTACK 
SPECIAL ATTACKS 
SPECIAL DEFENSES 

MAGIC RESISTANCE: 
SIZE 
MORALE 
XP VALUE: 

1 
8 
6 
2 
19 
1 
1d6 or by weapon 
Nil 
Hit only by +1 or better magical 
weapons, see below 
Nil 
M (4’ 1”-7’ tall) 
Average (9) 
65 

The coffer corpse is an undead creature seeking its final rest. It 
is always encountered on the scene of an incomplete death rit- 
ual  a stranded funeral barge, nnburnt pyre, or so on. Coffer 
corpses look like zombies. They hate life, and will attack any 
living humanoid creature that disturbs them. 

Combat: The coffer corpse attacks in combat with whatever 
weapon it was to be buried with, inflicting standard damage 
for that weapon. Only about 25% of coffer corpses have 
weapons. If it has no weapon, the coffer corpse attacks with its 
bare hands, attempting to lock them around the victim’s 
throat. If its attack roll succeeds, it has fastened its hands in a 
death grip, inflicting ld6 points of damage per round until 
either it is destroyed or its victim is killed. Coffer corpses are 
unusually strong-a Strength of 20 is needed to break free of a 
death grip. 

more points of damage will fall to the ground as if dead, 
although no real physical damage occurs. Any creature held in 
a death grip will fall with it, as the grip is not yet broken. After 
one melee round, the coffer corpse will reanimate and contin- 
ue to strangle any victim. AU those who witness this reanima- 
tion must save vs. spell or flee in terror for 2-8 rounds. 

Magical weapons inflict damage on a coffer corpse depend- 
ing on their type: Bludgeoning weapons (8) inflict full dam- 
age. Slashing weapons (S) inflict normal damage, but gain no 
damage bonuses for Strength or enchantment. Piercing 
weapons (P) inflict half normal damage, and do not gain mag- 
ical or Strength bonuses. 

As it has no mind, a coffer corpse is immune to all spells of 
the schools of enchantment/charm and illusion/phantasm. 

Coffer corpses are turned as wraiths 

l 

A coffer corpse struck by a nonmagical weapon for 6 or 

HabitaUSociety: As an undead creature which seeks only to 
complete its journey from life, the coffer corpse is either soli- 
tary or one of a group of restless dead. Its habitat is deter- 
mined by the location and type of its burial method. Any trea- 
sure found with it will indicate its station in l i f e t h e  richer 
and more powerful the coffer corpse was in life, the more trea- 
sure it will have in nnlife. 

4 

A coffer co 

r 

ias one overridine instinctive wee: as it was 
denied a com&te death, so others &all be denied‘iife. It is 
bitter over its incomplete death ritual and seeks to take the 
lives of others in revenge, particularly if it can deny its victims 
the release of a death ritual. Thus, when it attacks, the coffer 
corpse will often attack priests first in the hope that no one 
will be left to see to a proper burial for its victims. 

The creature’s bitterness can be used to some advantage if 
the means to complete the coffer corpse’s death journey can be 
determined. If the unfinished death ritual which binds the cof- 
fer corpse to undeath can be completed, the creature will be 
release and effectively destroyed. The DM must decide what 
constitutes the final death ritual in each case. 

Ecology: Coffer corpses have no need for light, air, water, or 
food. Those slaying a humanoid creature ignore the corpse, 
leaving it where it lies. They do not interfere with nonliving 
scavengers-such as ghouls and ghasts-that come to feed on 
the carrion they leave. Otherwise, a coffer corpse will tolerate 
most undead that do not disturb or attack it. They will attempt 
to kill any living creature encountered near their (unfind) rest- 
ing place. Intelligent monsters often realize that a coffer corpse 
can be a useful rear guard if care is taken to avoid its lair. 



Disenchanter 

ACTIVITY CYCLE ' I  
DIET: Maeic " 
INTELLIGENCE Average (8-10) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING. 1-2 1 

in a hand; rather than dmagicaiwand in a backpack. The crea- 
ture's snout is, however, very dexterous, and can hit objects in 
somewhat difficult positions (such as a magical dagger in a 
scabbard with only the hilt showing). 

To hit a magical item, the disenchanter makes a normal 
attack roll. The item's Armor Class is 10. adiusted hv its mae- 

I ,  Y 

ical plus (if any), and by the Dexterity adjushnent of the indi- 
vidual carrvine it fif anv). The DM should also adiust the 
item's AC for :over; fo;example, a partially concealed item 
might receive an AC bonus between -2 and 4, while a total- 
ly concealed item could not be struck by the disenchanter. 
These penalties are left mostly to the DMs discretion. An 

item struck by the disenchants 
drained of its magic. They are it 
not to tap the energies of artifac 

termanently 
id wary enough 

a m ~ r n e r  nmgics of the 
hinhest order. 4 '  ' 
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CLIMATmERRAIN Demiulane of Time 
FREQUENCY Unc.)mmm 
ORGANIZATION: %Iitar\ ar in vaiks 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE 
THACO: 
NO. OF ATTACKS 
DAMAGUATTACK: 
SPECIAL ATIACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE 
MORALE 
XP VALUE 

Any 
Carnivorous 
Very (11-12) 
Nil (W) 
Lawful neukal 

1 (15%: 2-12) 
3 
18 
4cl 
15 
1 
ld8 
Haste (see below) 
Timeslip 
10% 
Medium (3'4' long) 
Average (10) 
375 

HabitatlSociety: Temporal dogs prefer solitude over the pack, 
mostly due to the fact that there is sparse humting on Drmiplane o 
lime. Whenever they are encountered, however, there is a 15% 
chance that they are running in a smaU pack (2d6) in order to take 
down a large creature that none of them could handle on their ow 

Many characters have taken to feeding these creatures (and 
sometimes even offering them some sort of treasure) in order to 
gain their company for short periods. A friendly dog remains wi 
the person or party for 1 4  days in the timestream. Fast as these 
creatures are, the p u p  never has to worry ahout the temporal 
dogs slowing it down-quite the opposite, hut the dogs do not 
seem to mind. The major benefit of having a temporal dog alon 
on a kip is that the canine harks at any sort of unfriendly crea 
warning companions of danger. 

Temporal dogs make lairs within naturally oc&g caves 
formed by event tangles in the lifelines, and it is here that they s 
their treasure and bide their precious pups. These dogs n o m d  
detect adventurers long before they reach a lair and draw them 
in any way necessary. If a lair is discovered, there is a 10% chance 
for 2-8 pups and a 20% chance for other ti-easure to he there. 

Pups can be raised to be loyal companions to a character, and 
their high intelligence makes them very useful or very trouble- 
some, depending on how they are treated. The treasure could he 
anything of value, including magical weapons and armor, high 
quality merchandise, miscellaneous magic (including potions 
and scrolls), and of course gems and coins. Although the dogs 
have little need for this stuff, they know the value of trade. They 
acquire the material not by attacking passing travelers but by 
scouring the areas where battles between dvonomancers and 
less friendly temporal creatures have been. Some predators cam 
not for these items, so the dogs collect them for their own uses. 

Ecology: Temporal dogs normally thrive on tempsynth, hut pac 
sometimes go for a temporal glider or vortex spider. Hunger ' 

drive them to reality in search of food, hut only for short pen 
time, Their frequency in reality is very r e .  



Dragon, Cerilian 
CLIMATE/TERRAIN Mountains 

ACTIVITY CYCLE Any 
DIET: Carnivore 
INTELLIGENCE: Exceptional (15-16) 
TREASURE: (H, S, T) 
ALIGNMENT: Anv neutral 

NO. APPEARING 1 
ARMOR CLASS: 0 or better 
MOVEMENT: 9, F124 (C) 
HIT DICE: 15 (base) 
THACO 6 (base) 
NO. OF ATTACKS 
DAMAGE/ATTACK ldlO/ld10/2d12 
SPECIAL ATTACKS Breath weapon, spells 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Variable 
SIZE G (4O'base) 1 
MORALE: Fanatic (17-18 
XP VALUE: 22,000 (base) 

The dragons of Cerilia are an ancient race, predating even 
elves and dwarves. They once existed in great numbers, but 
now only a handful live in the Drachenaur Mountains and in 
lands far across the sea. While they are extremely intelligent 
and preserve knowledge and lore older than mankind, the 
dragons greatly dislike being troubled by intruders, and view 
any nondragons are dangerous vermin to be exterminated if 
they venture too close to a dragon's lair. 

All Cerilian dragons are members of a single species, unlike 
dragons on most other worlds. They are long, serpentine crea- 
tures with short legs and a pair of great, leathery wings. Their 
bellies are protected by thick folds of leathery skin; iron-hard 
scales protect the upper surfaces of their bodies and limbs. 
They range in color from a reddish rust-brown to an iron gray 
and their bellies are usually paler than their scales. 
Dragons speak their own tongue and about 50% also speak 
dwarvish or elvish. They haven't bothered to learn the lan- 
guage of any younger races. 

Combat: Most dragons don't care for physical encounters and 
prefer to use intimidation, spells, breath weapon, and other 
abilities before engaging in melee. All Cerilian dragons radiate 
feur in a 50-yard radius. In addition, any creature that meets 
the gaze of a dragon must make a successful saving throw vs. 
spell with a 4 penalty or be paralyzed in terror for 2d4 hmns. If 
the dragon wishes to spend an entire round concentrating on a 
victim who has met its gaze, it can use the powers of feeble- 
mind, geas, or suggestion on the victim with no saving throw. 

The breath weapon of a Cerilian dragon is a stream of acid 
and fire. It affects a line up to 60 feet long and 5 feet wide. The 
dragon can breathe once per six melee rounds. 

The table lists modifiers, based on age, for the dragon's base 
Hit Dice, Armor Class, breath weapon, magic resistance, and 
combat abilities. The combat modifier is a bonus to all attacks 

3 + special 

I 

Hit Die Combat Armor 
Modifier Modifier Class 

Age 
Category 
Old +4 HD +8 0 
Very Old +5 HD +9 -1 
Venerable +6 HD +10 -2 
Wyrm +7 HD +11 -3 
Great Wyrm +8 HD +12 4 

I 

and damage for the 
ical combat the dra 

ttacks. If it enters phys- 

they are able to use sp 
alteration, conjuration 
dragon magic suffer a 
dragon's Armor Class 
a wyrm's spell suffers 

the schools of abjuration, 
and divination. Victims of 
penally equal to the 
to its age; thus a victim of 
o the saving throw. 

of a sage in several areas of 
Some dragons have been 

th mortal supplicants, but as 
in riddls and mystery. 

known to share their 
as rule, dragon lore c 

d demihuman settle 

Breath 
Weapon 
12d6+12 
14d6+14 
16d6+16 
18d6+18 
20d6+20 

Magic 
Resist. 

35% 
40% 
45% 
50% 
60% 

XP Value 
22,000 
24,000 
26,000 
28,000 
30,000 

26 



?!I 
Dragon. Ghost D 

CLIMATWTERRAIN Subterranean 
F R E 0 U E N CY: Verv rare 
ORGANIZATION: SUI I Id n, 
A C T I V I T Y  r y c i  r: h V  
DIET: Nii 
INTELLIGENCE Exceptional (15-16) 
TREASURE Special 
ALIGNMENT: Neutral 

NO. APPEARING: I 
ARMOR CLASS: U 
MOVEMENT: 9 
HIT DICE: 20 
THACO: 2 
NO. OF ATTACKS 4 
DAMAGWATTACK ld10+10/ld10+10/2d10+10/ 

SPECIAL ATTACKS See below 
SPECIAL DEFENSES See below 

2d12+10 

MAGIC RESISTANCE: Special 
SIZE G (40' to 100' long) ". 
MORALE special 
XP VALUE 10,500 (defeat), 21,000 (placate), 

32,000 (lay permanently to rest) 

A ghost dragon is a sinister-looking, semi-transparent figure. 
It resembles whatever dragon type it was in life. All ghost 
dragons are a swirling murky gray, and they always speak in 
quiet whispers. 

A ghost dragon is created when an ancient dragon is slain 
and its hoard looted. In many cases, the dragon died defend- 
ing its hoard and home. The tie between a dragon and its 
hoard, however, goes far beyond mere human greed or 
dwarven avarice. The dragon will haunt its former lair until 
it manages to accumulate enough treasure to equal the value 
of its vanished wealth; then it will depart and rest in peace. 

Ghost dragons never stir from their lairs. They are less bel- 
ligerent than their living kin, but more obsessive. In many 
ways they resemble revenants more than true ghosts, except 
that they have no interest in revenge. All a ghost dragon 
th inks about is its treasure. Unfortunately for intruders, in the 
ghost dragon's mind, any and all valuables brought into its 
lair fall into this category. Since a ghost dragon can find peace 
only if it succeeds in rebuilding its hoard, it will demand tres- 
passers hand over any treasure they are carrying-gold, jewel- 
ry, magical items, etc. The creature will allow polite adventur- 
ers to keep 10% of their possessions (a procedure it calls 
"tithing") and will answer questions they might have regard- 
ing neighboring monsters or events it h e w  about in its life- 
time. Those who refuse to turn over their valuables are sav- 
agely attacked. 

Combat: A ghost dragon has several different attack modes, 
and since it is a n  exceptionally intelligent creatures, it will 
always choose the combination that will best achieve its goal. 
Ghost dragons have a fear aura far more dangerous than that 
of their living counterparts. Victims of a ghost dragon's aura 
must make two saving throws, both a 4 penalty: one vs. pet- 
rification to avoid aging 10-30 years, and a second vs. spells 
to avoid cowering in terror for a full turn (10 rounds). Note 
that the aura affects all in the dragon's lair at the time it 
appears, including beings normally immune to fear effects, 
such as paladins. 

A ghost dragon will never ambush intruders; it uses its 
aura first to get their attention and give them a chance to 
hand over their wealth without a fight. If they refuse and 
attack the ghost dragon, try to leave, of (worst yet) attempt 
steal some of its remaining treasure, it begins its assault. In 
addition to its aura, a ghost dragon has a 

the toughest warrior. Not only can it inflict up to 104 points 
of damage in a single round, but each successful hit require 11 claw/claw/bite/tail slap combat sequence daunting to eve 

the victim to make a saving throw vs. death magic or lose 
two levels to an energy drain. Further, the struck limb with- 
ers as if struck by a staff of withering. 

The ghost dragon has a breath weapon it can use three 

energies (at which time it can breathe three more times). Th 
times before it must desist 12 rounds to renew its internal 

breath weapon is a cloud of gray mist that ages any creatur 
caught in it all follows: humans, halflings, half-elves, most 
humanoids 1-100 years; dwarves 30-300 years; gnomes 
60400 years; and elves 10-1,000 years. 

Ghost dragons are immune to all spells cast by no 
ethereal opponents, and all weapons of less than +3 e 
ment. They are immune to charm, sleep, hold, and all control 
magic, even if the caster is on the Ethereal Plane. They can- 
not be turned or controlled by priests; they are immune to 
holy water. 

reforms 48 hours later and resumes its attempts to build its 
hoard. Most adventurers who have encountered one have 
found out that it is better to give the ghost dragon what it 
wants. The experience point values for dealing with ghost 
dragons reflect its unusual nature. 

The only way to lay a ghost dragon to rest permanently ii 
by giving it treasure. Once it has gathered enough wealth t 
reolace its lost hoard. it will whisDer a ouiet "thank vou" an 

d l  

I 
Y l  If a ghost dragon is "killed by damage or magic, it simp1 

%I 
disappear forever, leavmg the a&wu6 
for anyone who wants it 

HabitaUSociety: Ghost dragons are solitary creatures 
hauntme the desolate ruins of their emotv l am Thev can " I ,  

be found anywhere a live dragon would secure its most 
prized possessions, but always in dark, underground or 
indoor place. As intelligent creatures, they enjoy the occ 
sional conversation with intruders, but will never allow 
themselves to be talked out of the treasure they need. S 
only ancient dragons can become ghost dragons, and si 
most ghost dragons spend centuries if not millennia in 
state, they can be valuable sources of information abou 
past-for those willing to pay their price. It is rumored 
living dragons sympathize with the anguish ghost drag 
feel over their plundered wealth and often help their 
departed kin by sending potential treasure their way in th( 
form of unwary adventurers. 

Ecology: Like most noncorporeal utrdea 
play no part in the living world, nor do they need to eat or 
sleep. Ferocious predators in life, in death they completely 
drop out of circulation. They do, however, play a large part 
in the economy of the regions they inhabit, as their "tithing' 
of passing adventurers tends to deplete both cash and sur- 
plus magical items in those parts. (An enterprising DM can 
use a ghost dragon to curb runaway inflation in a campaigr. 
world.) 

Ill I 



Dragon, NeutradAmbeL T 

CLIMATmERRAIN 
FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO 
NO. OF AlTACKS: 
DAMAG HATTACK 
SPECIAL ATTACKS 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE 
MORALE 
XP VALUE 

Coniferous forkst 
Very rare 
Solitary 

Herbivore (tree sap) 
Exceptional (15-16) 
Incidental 
Neutral 
1 
3 (base) 
9, FI 21 (C) 
8 (base) 
13 @ax) 
3 + special 
ld6(x2)/3d8 1 , 
Breath weapon, spells, spec~al 
Spells, special 
See below 
H to G (20' base length) 
Fanatic (17-181 
See below 

h Y  

L 

ulth acm- 
racy hurl, 
cast, slmg. 
or shoot 

I 

weapons 
that have 

any metal 
parts (dag- 
gers, ayes, 
~ m w s  with 
netal heads, 
:tc.). In 
addition, 
magnetized 
individuals 
wearing 
metal 
armor 
have ther 
A m o r  
Class 
worsened 
bv 1 and Amber dragons are perhaps the most solitary and aloof of all ' 

the neutral dragons, preferring to wander throughout the heav- 1 
ily forested regions that they call home. Although not 
unfriendly, these dragons are so closely attuned to their natur- J 

a1 surroundings that their mods often reflect the capricious 
nature of the elements. 

Amber dragons possess a thick, bark-like skin that ranges from 
dull gray to dark brown. Their eyes are the color of rich amber, and 
they have a long (1-foot) homed prow. In addition, an amber 
dragon's feet end in sharp, scythe-like claws. 

These dragons speak their own language as well as various 
druidic tongues. They can communicate telepathically with druids 
md other forest-dwelk creatures, such as elves. moms. sorites. 

hinds. Other si 

addition, they have the innate 

- " . I  brownies. 

Combat The amber dragon is relatively small, so opponents have a 
+4 bonus to saving throws against its fear aura. Their cartilaginous 
teeth are not well-formed for biting; instead amber dragons thrust 
with their beak-like prow. Amber dragons avoid combat whenever 
possible, hut can employ two scythe-like claw attacks and a prow 
attack if forced into melee. Though smaller and weaker than their 
more common relatives, they enjoy good spellcasting ability, being 
able to cast all spells normally cast by druids. 

thus any treasurr found with an 

their abilities stem from their dose 
This athmement to M ~ E  innuen 

An amber dragon's perso~l iv  is as 
can be as gentle as a spriq breeze, 
stonn Though they share sirml 
amber dragons merely tolerate 
between a druid andan amber 
even common. occu11pnrr. 

e pfiests; an alliance 
no means an automaiia;iii' 

, ,  

, ,., 

Breath WeapodSpeeial Abilities 
An amber dragon is able to breathe a spray of scalding. sticky sap. The 
scalding sap sprays out in a cone 1 foot wide at the base, 30 feet long, 
and 50 feet wide at the terminus. The sap's effect is to soak the amber 
dragon's opponent, who will find that the sap hardens rapidly (in Id4 
rounds) into an immobilizing resin shell. Characters who successfully 
save vs. breath weapon can shatter the resin shell on a successfd 
Shength check. Those failing their check are solidly encased; only one 
chance is allowed thereafter, using the bend bars roll at -15%. to shat- 
ter the hard resin shell and escape. 

The amber dragon has the innate ability to magnetize an opponent 
up to thee times per day An individual failing a saving fnmw YS. 
breath weapon is magnetized for 3d4 rounds (half this time, rounded 
down if the saving h o w  is made). A magnetized individual cannot 

Body Tail Breath Priest (Druid) 
AC Weapon Spells MR 
6 ld4+2 1 Nil 

Age Lgt. Lgt. 

2 7-12 6-11 5 2d4+3 11 Nil 
1 2 4  1-5 

3 13-18 11-15 4 1 3d4+4 I 1  1 5% ... 
4 19-24 1621 3 464+5 2 2 1 1  10% 
5 25-30 22-27 2 5d4+6 2 2 2 1 1  15% 
6 31-36 28-32 1 6d4+7 3 2 2 2 1 1  20% 
7 37-43 33-38 0 7d418 3 3 2 2 2 1 1  25% 
8 44-50 3945 -1 8d4+9 3 3 3 2 2 2 1 1  30% 
9 51-56 46-51 -2 9d4+10 4 3 3 3 2 2 2 2 1  40% 
0 5742 52-56 3 l0d4+11 4 4 3 3 3 2 2 2 2 1  50% 
1 63-68 5742 4 lld4+12 4 4 4 3 3 3 2 2 2 2 1  60% 
2 69-73 65-66 -5 12d4+13 5 4 4 4 3 3 3 2 2 2 1  70% 

Treasure 

Nil 
Nil 
D 
E 
E.H 
H,I 
H,I 
H, Lx2 
H.lx3.R 18,000 
H,Ix4,R 
H,Ix4,R 
H,Ix4,RU 

Type 



CLIMATEITERRAIN Any 
FREQUENCY: Rare 
ORGANIZATION: Band 
ACTIVITY CYCLE Day or night 
DIET: None 
INTELLIGENCE: Low 
TREASURE: Nil 
ALIGNMENT: Neutral evil 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS 
DAMAGUATTACK: 
SPECIAL AI’IACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE: 
MORALE 

1-12 
2 to 4 
? 
4 
1 
1 
ld8+2 or by weapon +2 
Nil 
Nil 
Nil 
M 
Fanatic (18) 

XP VALUE 

Dread warriors are enhanced undead created by Szass Tam, 
Zulkir of Necromancy for the Red Wizards of Thay. Dread war- 
riors are created immediately after a warrior’s death so that 
they retain at least minimal intelligence. They must be created 
from the bodies of fighters of at least 4th level who have been 
dead for less than a day. They are found primarily in the retinue 
of Szass Tam, although he has loaned a few to trusted allies. 

Combat: As former fighters, dread warriors retain their desire 
to fight and are both strong and skilled. A dread warrior’s 
Strength is 18/01 and, although this does not provide the crea- 
ture with an attack bonus, it does grant +2 to all inflicted dam- 
age (its standard unarmed damage is ld8+2). Dread warriors 
are armed with whatever weapons they carried as living fight- 
ers, though none have the sophistication to use bows or cross- 
bows. They can be ordered to throw spears or javelins, but do 
so with minimal accuracy (4 to hit). 

Dread warriors are capable of following simple orders such 
as “advance and attack the enemy,“ ”stay here and defend this 
hallway against all attackers,” and so on. They are not at all 
sophisticated, however, and complex orders simply confuse 
them. Orders of up to 12 words cause no problems; there is a 
cumulative 5% chance for every word after the 12th that a 
dread warrior will misinterpret the o rde r4oes  the exact 
opposite, goes berserk and begins attacking anything nearby, 
or stands around doing nothing. Tnis percentage is doubled if 
the dread warriors are in Rashemen, where the powerful 
magic of the spirits of the land disrupts the evil necromantic 
spells of the Red Wizards. Additionally, dread warriors suffer 
a -2 attack roll penalty when in combat with Rashemaar 
nature spirits or Witches of Rachemen. 

Dread warriors can be turned by clerics as shadows. A raise 
dead spell destroys a dread warrior entirely, while a resurrection 
spell requires the dread warrior to make a saving throw vs. 
spell (save as 4th-level fighter). If the saving thmw fails, the 
dread warrior is instantly destroyed. If it succeeds, the dread 
warrior is restored to life, fully regaining the form it had in life. 
HabitaUSociety: Dread warriors exist exclusively as soldiers 
and guards for the Red Wizards and Szass Tam in particular. 
When not in combat they are usually kept in ”cold storage” 
in dungeons or barracks, since Tam is reluctant to use his 
valued elite warriors as domestic servants. His associates 

twn to use his dread warriors in this manner,# ~ 

but this almost always results in a sharp rebuke from the ~ , 
Zulkir of Necromancy, who sees little humor in such I’ 

shenanigans. 
Dread warriors form a part of Cyric’s Legion, one of Szass 

Tam’s largest military units. Recently Szass Tam has been cre- 
sting more dread warriors in anticipation of a large-scale civil 
conflict, possibly against the thurchions (provincial rulers) and 
zulkirs (school leaders) of Thay who continue to hold out 
against him. 

Ecology: The dread warriors’ very existence is geared to 
the defense of Thay and the mad schemes of its rulers. The 
few dread warriors who break free of control sometimes 
wander the countryside, shambling about in twisted carica- 
tures of their old lives, sometimes challenging passersby to 
fights, sometimes breaking into homes to steal food (even 
though they can no longer eat), or otherwise terrorizing tht 

innocent. 
Zulkir Szass Tam created the dread warriors over 20 years 

ago, intending them for an invasion of Rashemen. Myrkul’s 
Legion, a force made up entirely of dread warriors, was 
unleashed on the berserkers and the coastal cities in 1357 DR 
(Dale Recockoning), but was turned back after furious fight- 
ing. Many dread warriors fell to the spells of the Rashemaar 
Witches, and more were destroyed by the Rashemaar natnre 
spirits. The powerful place-magic of Rashemen apparently 
affected the dread warriors as well, for many misinterpreted 
orders and some even turned on each other, destroying entire 
companies. 

‘ 4  
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I Dream Spawn, General 
Dream spawn are creatures native to the Nightmare Lands of 
the RAVENLOF? setting, combining the physical nature of the 
waking world with the malleable etherealness of the dream 
plane. All dream spawn, no matter their physical shape, 
appear as blank templates waiting for the imaginations of 
dreamers to temporarily define their forms. They can shift 
from featureless creatures to a 
specific form in an instant, copy- 
ing that form exactly as it 
appears in the subconscious 
memories of a dreamer. 

two categories: lesser dream 
spawn and greater dream spawn. 
There are a number of types in 
each category, but only the most 
prevalent are described here. 
These are the gray morphs and 
shadow morphs in the lesser cate- 
gory, and the ennui in the greater 
category. A specific entry on 
each of these types follows this 
general information, 

Dream Language: All dream 
spawn speak the same language. 
The words are spoken in quiet, 
soothing tones that make listen- 
ers from the waking world very 
sleepy. Some wanderers (physical 
travelers in the Nightmare 
Lands, as opposed to dreamers, 
who visit in their dreams while 
asleep) have described the lan- 
guage as reminiscent of the lulla- 
bies they heard as children-not 
the words themselves, which 
few besides dream spawn 
understand, but the feelings of 

Dream spawn are divided into 

peace and comfort that they 
impart through tone and the 
quality of sound. A dream 
svawn can also sueak the lan- 

clawlike hands. The amount 
of damage these attacks 
cause and the number of 
attacks a dream spawn can 
make in a single round are 
defined in the individual 
entries which follow. 

Forms: AU dream spawn 
have fne ability to assume 
forms pulled from the deep- 
est memories of dreamers, or 
in rare instances from the 
subconscious minds of wan- 
derers. Where dreamers are 
concerned, dream spawn can 
draw on their memories at 
will. To access the memories 
of wanderers, dream spawn 
must first make physical con- 
tact and SuccessfllUY employ 
their absorption power. 

Absorption: Through the 
absorption of a portion of a 
wanderer’s Intelligence, a 
dream spawn gains the abili- 
ty to assume forms from the 
wanderer’s mind. Lesser 
dream spawn can make one 
successful absorption attack 
per day, greater dream 
spawn can make two. Q ower, a dream spawn must 
make a successfd attack roll 
to touch a wanderer with the 

To use the absorption 

p a g e  of the dreamer or wanderer whose subcumciuus memo- 
ries it taps. 

Only wanderers are affected by the language of dream 
spawn. Dreamers, as they am already asleep, are immune to 
the effects of the tranquil tones. 

Lesser dream spawn language renders a wanderer exposed 
to it sluggish and weary. This is reflected by a -2 penalty to all 
attack rolls and ability checks unless a successful saving h o w  
vs. paralyzation is made. Failure meam the sluggishness lasts 
for ld4+1 rounds or for as long as at least one lesser dream 
spawn continues to speak (taking no other action). 

Greater dream spawn language has a more pronounced 
affect on wanderers. A wanderer who hears it must make a 
save vs. spell or suffer effects similar to a sleep spell with the 
following modifications: elves and creatures of up to 6+3 HD 
are affected by these sleep-inducing tones. 



Dream Spawn, Greater-fnnui 
CLIMATEJTERRAIN The Nightmare Land# 
FREOUENCY: Verv TarQ 

OKCA h IZATION: SoliiJr) 
ACTIVITY CYCLE, Uieht " 
DIET: Special 
INTELLIGENCE: High (14) 
TREASURE: Nil 
ALIGNMENT: Lawful evil 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO 
NO. OF ATTACKS 
DAMAGWATTACK 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE 
XP VALUE: 

1 
5 
9, FI 24 (C) 
8 
13 
4 or 2 
1d6 x4 or by weapon, 

+3 or better weapon hit 
Swoop, invisibility 

15% 
M (6' tall) 
Champion (16) 
6,000 I 

HabitatlSociety: Ennui hate other ennui and lord over all less- 
er dream spawn. They have no communities, hut seek to serve 
the Nightmare Court. A vassal ennui is a dream spawn who 
has attached itself to the Court. Vassal ennui perform specinl 
missions for specific Court members and also serve as ove 
seers of the dreamscapes. When a dreamer is emplaced as 
seed in a dreamscape, a n  ennui is assigned to guard him and 
keep the nightmare flowing. Like wardens in prisons, ennui 
enforce the laws of their masters and administer to particular 
dreamscapes. They take this job very seriously and are pre- 
pared to die to fulfill it. 

Rogue ennui are greater dream spawn who have not yet 
attached themselves to the Nightmare Court or who have been 
dismissed from their duties. These creatures are wild and 
extremely dangerous as they are denied access to the fear- 
inducingnighLares they ciave. 

Ecolom: Ennui draw sustenance from the dream seeds th -_ 
oversee. They can consume lesser dream spawn, but the sweet 
fear generated by the nightmares of dream seeds keep their 



Dream Spawn, 
Gray Morph 

CLIMATE/TERRAIN: - The Night 
FREQUENCY: Common 
ORGANIZATION Group 
ACTIVITY CYCLE Night 
DIET: Suecial 
INTELLIGENCE: cow (7) 
TREASURE Nil 
ALIGNMENT: Lawful neutral 

NO. APPEARING 4-24 
ARMOR CLASS 7 
MOVEMENT: 6 
HIT DICE: 3 ~ ~~~~ 

THACO: 17 
NO. OF ATTACKS 1 
DAMAGUATTACK: 1114 
SPECIAL ATTACKS: ,\bi,vption 
SPFCIAL DEFENSES: 
MAGIC KESISTANCE: UBI 

-1 wrapon t<2 I 

SIZE S (4' tall) 
MORALE 
XP VALUE 

&steady (7) 
420 

Lesser dream spawn come ia many variei 
the type most often employed by the Nig 
the more prevalent types are gray morph 
morphs. 

Gray Morph 
Gray morphs populate the & e m a p e s  i 
Between (a zone in which waking reality a 
mixed and in constant flux). They functio 
cast in dreams and nightomes. It is not k 
this function in normal dream scenes or ji 
scapes of the Nightmare Lands. 

A g a y  morph's natural fdm is that of 
tureless humanoid with long, gangly liml 
flesh that is as malleable as water. In drea 
morphs assume the form off normal peoI 
and even common objects to fill out the d 
They can change form at will in a dreams 
gy provided by a seed (a dreamer tempor; 
par!icular dreamape) .  In the Terrain Bel 
need to draw on the memories of living, 5 
through physical contact. 

Gray morphs speak the language of all 
well as the hnguages of the memory-fom 

Combat: These dream spawn are coward 
the masks of change. They prefer not to 6 
first sign of hostility If forced into battle, 
dawlike hands for ld4 points of damage. 
they will murmur their language (see Gel 

HabitaVSociety: When not w e m g  the f< 
minds of dreamers, gray maphs  huddle 
for new memories to come dong and givm 
roles to play Otherwise, they have no soc 
resent the greater dream spawn who lord 
Ecology: Gray morphs absolb memories I 
form to sustain themselves. They avoid I 
feast on them. 

Shadow Moroh 2-%& - 

Lawful evil 

1 4  
4 
12 
5 

ils of a dream. 
,e due to the ener- 
y attached to a 
en, however, they 
tient beings 

?am spawn, as 
hey assume. 

h a  hide behind 
t, fleeing at the 
!y attack with their 
;ainst wanderers 
a1 section). 

IS drawn from the 
~ o u p s  and wait 
iem purpose and 
y to speak of. They 
'er them. 
I assume memory- 
ater spawn, who 

" 

Combat: Shadow morphs are viciou6. mu-spirited eredhms 
that revcl in causing pain and acstruction while ind&ng 
heart-stopping kar. A shadow molph has a harm ateack, a ter- 
rible wreech that causes everyow who hears it 'md CM re the 
morph's natural form to save va. 
fear for ld6-1 rounds. ' I hose affeced by the horrorg+ve off 
energy that sustam and forti% the shadow morph. For ea& 
round that d $ ictim is horror-sbxch, the fear-indilcing morph 
regenerates 1 loxt hit pomt. 

HabitaUSociety: Shadow morphs bave noeteblished society. 
Likd other lesxr dream spawn, thqy seek ahe dreams of others 
to give them form and substance. However, unlike g q  ' 
morphs. shadow morphs use their ability b assume memory- 
furms to  generate w e n  greater fean in their victims. 'khey 
assume thr forms of momtes OT whatever memories nmst 
inghten a dreamer. 

Ecology: Shadow morphs feed on lsar, se they rarely kill tln!u 
victims. Greater dream spawn sometimes feed on thew dark 
ueatum. 

at -2 or be froacn with 

32 



Dreamweaver 
CLIMATFITERRAIN: 
FREOUENCY: 
ORGANIZATION 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE 
ALIGNMENT: 

The Nightmare Lan s 
Common 
Swarm 
Night 
Special 

Nil 
Lawful neutral 

Low (7) 

NO. APPEARING 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS 
DAMACUATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES 
MAGIC RESISTANCE 
SIZE: 
MORALE 
XP VALUE: 

I 9, Wb 12 
1+1 
19 

Poison 
+1 or better weapon to hit 
Nil 
T (6" diameter) 
Average (10) 
420 

I 
Dreamweavers spin the 
stuff of dreams and 
nightmares, giving shape 
and substance to the 
scenes inside the dreamscaDes 
spiderlike creatures come h two vari- 
eties: light-colored dream spinners and 
dark weauers, who create the tapestries of 
nightmare. 

Dreamweavers are spiders no bigger 
than 6 inches in diameter. The type that 
weaves beautiful silken dreams has a light- 
colored body, usually the same color as the 
morning sky. The type that weaves nightma 
webs has a sleek body as dark as the deepes 
night. Both types have matching striped leg: 

These spider creatures are not known to c 
municate with other races in any obvious w 
though it appears that they do communicate 
with each other. The Nightmare Man (of the 
Nightmare Court) also seems able to com- 
municate with at least the dark weavers, 
though whether this is a learned skill or 
some special power has never been con- 
firmed. 

Combat: Dreamweavers usually avoid 
direct contact with other creatures. 
They are not malicious or violent in 
any way. They seem to be interested 
only in weaving dreams and night- 
mares from the raw material churning in 
the minds of dreamers. 

When forced to defend themselves, the spi, 
er a relatively weak bite that inflicts 1 point o 

I 

The poison that accompanies the bite is not weak, however. 
It causes victims to immediately fall into a dee , comalike 
sleep. Dreamers who are bitten are not affecte b the poi- 
son directly, but their physical bodies fall into Bd a eeper 
sleep. Once a victim falls asleep, the dreamweavers flee. 

A wanderer bitten by a dreamweaver must make a sav- 
ing throw vs. poison to withstand the poison's effects. 
Failure causes the victim to fall unconscious for ld4 
hours. An unconscious victim cannot be revived until the 
poison has run its course. While in this state the victim 
experiences intense dreams or nightmares, depending on 
what dreamweaver bit him. 

A dreamer bitten by a dreamweaver also makes a save 
vs. poison. The effects are the same as for wanderers, 
except that the dreamer's physical bod suffers and not 
his dream-self. This increases the lengt ; of the dreamer's 
sleeping period and keeps him trapped in the dream for 
that much longer. 

If dreamweavers areever exposed to sunlight or bright 
illumination of similar intensity, they fade away like the 
moruing dew--or a fleeting dream. 

HabitaVSociety: Dreamweavers live in 
swarms consisting of one variety of 

s w a r m  of both types may 

spinnmg the fabric of the 
dreams and nightmares 

the dream creatures. Many 

A occupy a single dreamscape, 

1 

playing out m>ide the 
sphere. From one side, the 
weave looks like any loca- 
tion from the real world. 
From the other, it appears 
as it truly is-a woven 
dream of stars and li 

and dark horrors. 
Dreamers and wander- 

ers will seldom see 
dreamweavers. These stay 

behmd the scenes, weaving 
the patterns of dreamscapes 

t or 
a nightmare web of s ft ulls 

just out of view. 

1 
c 

rs can deliv- 
lamage. 

Ecology: Like other creatures of 
the dream plane, dreamweavers 

draw their sustenance from 
dreamers. 

n- 
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Dryad, Hamadr 
CLIMATWTERRAIN Temperate, SUI 

forest 
FREQUENCY: Very rare 
ORGANIZATION Solitary 

DIET: Water and sun 
ACTIVITY CYCLE h Y  

lieht 
INTELLIGENCE: Sgh (13-14) 
TREASURE Nil 
ALIGNMENT: Neutral 

NO. APPEARING 1-2 
ARMOR CLASS: 7 
MOVEMENT: 15 
HIT DICE: 4 
"HAC0 17 
NO. OF ATTACKS 1 
VAMACUATTACK: Id3 (pummel, 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: 75% 
SIZE M (5'-5!4' tall) 
MORALE: 
XP VALUE 

Steady (11-1;) 
650 

These wwdland spirits appear to be beaut3 
human females, except that they have deep, 
green eyes and long green hair They are pee 
quick-witted, and polite, but shy They rad! 
humans and their ilk. Like their cousins the, 
each hamadryad is linked to an individd o 
however, a hamadryad can leave the vicini5 
tree. 

Hamadryads speak the languages of dr) 
elves, pixies, sprites, and sometimes (33%) 
common tongue, which they learn from 
charmed victims. A hamadryad also is 909 
likely to speak the languages of centaurs, 
fauns, treants, and the druids. 

Combat: Hamadryads often carry 
knives, daggers, or similar weapons, but 
they shun physical combat and prefer to u 
abilities instead. Hamadryads can cast.holc 
and charm person three times a day (at a -3 
penalty) as casters of 11th-level ability Hal 
at will, speak with plants, animalfriendship, e 
trace, dimension door (from tree to tree only, 
660 yards), and quenchfire (as the reverse E 
spellfire storm), also at 11th-level ability 

Hamadryads always successfully detects 
cannot be entangled. A hamadryad can autc 
the nature of magically-created trees or veg 
those generated by massmorph, tree, or hallu 
They recognize treants and treant-controlle 
They can enter any living trre using the 6tl 
transport via plants, and remain there as Ion 
hamadryad enters a tree containing a spell 
plant door, pass plant, or transport via plants I 
room in the tree for the hamadryad and shm 
charm the spell caster. The saving throw ag 
a 4 penalty These special charms can be u 
addition to the hamadryads three charm pe 
The special charm even works on druids oi 

Hamadryads are immune to the effects ( 
beings spell, but are aware of the spell if th 

ad 
ipical 

A 

. 

1 

A 
leak to 

S, 
2 "I 
A - -  
their magical 
ant once a day 
ving throw 
dryads can use, 
,ngle, puss without 
3ximum range 
ie 7th-level priest 

'es and pits and 
itically discern 
ition such as 
atory forest spells. 
tees on sight. 
vel priest spell 
s they wish. If a 
ter who is using a 
II, there always is 
an attempt to 
st this charm has 
1 at will and in 
n spells each day 
h level or higher. 
he call woodland 
are in its area of 
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caster's goals are not contrary to the 
hamadryad's, she serves of her 
own free will. Hamadryads who 
are expecting trouble usually 
gather a cadre of charmed 
people and friendly animals. 
While these allies fight, the 
hamadryad dimension doors 
from tree to tree, using entan- 
gle and charm to disorganize 
and demoralize foes. 

HabitaffSociety: , Hamadryads are found 
only in ancient, vast 
forests far from dviliza- 
tion. They dislike non- 
forest environments 

willingly leave the 
i and almost never 

woodlands. 

dom argue with 
other woodland 

creatures. They are 

Hamadryads sel- 

fond of dryadsand 
treants and always are 

on good terms with 
them. Frequently they 

use their quenchjre abili- 
tv to aid these creatures. 

f i e y  give all treasure they 
find to their dryad friends 

uncomfortable leaving treasure 
in their unguarded trees as they 

for safekeeping. They are 

do not wish to encourage greedy 
beings to chop down large trees in search 

of wealth. On the other hand, hamadryads 
know most treasures are eventually found no matter 

how well hidden and that an item in a dryads possession can- 
not be used to hurt the forest. 

Like dryads, hamadryads are amacted to comely males. 
However, they are not possessive of males who succumb to 
their charm abilities. They take charmed victims deep into the 
forest where the victim is compelled to perform some service, 
usually protecting the trees from woodcutters and the like. 
When the service is complete, the hamadryad releases the vic- 
tim near a dryads tree, where the victim might be charmed 
again. If not, the victim is free to leave the forest 

Ecology: Hamadryads do not eat. They get all the nourishment 
they need from sunlight, thmugh the chlorophyll in their hair 
and from the water they drink. They prefer fresh water from 
springs or wells, but can survive on water that has been fouled 
by human or animal wastes. A hamadryad imprisoned indoors 
will die of starvation in 10-20 days unless given access to sun- 
light for at least one hour a day A hamadryad shorn of her hair 
starves unless she is allowed to regrow her hair. 

A hamadryads tree is always huge and old, but does not 
radiate magic or show other signs of its true nature, though 
careful questioning with a speak with plants spell pmbablv will 
reveal the tree for what it is. 



Dwarf, Arctic-Inugaakalikurit 
CLIMATEmERRAIN Arctic (Great Glacier) 
FREQUENCY: Rare 
ORGANIZATION Clan 

DIET: Omnivore 
INTELLIGENCE Varies 13-18) 

ACTIVITY CYCLE Any 

TREASURE: 
ALIGNMENT: 

M (Qx5) 
Varies, usuallv lawful neutral 

NO. APPEARING: 10-100 
ARMOR CLASS 8 (10) 
MOVEMENT: 6 
HIT DICE 1 
THACO 19 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: ld8 (weauonl 
SPrClAL ATTACKS: 5ee l>?low 
SPECIAL DEFENSES Scc bclsiv 
MAGIC RESISTANCE See below 
SIZE: S (2’-3‘ tall) 
MORALE Elite (13) 
XP VALUE Varies 

Squat, hardy, and eccentric, the Innugaakalikuritare the only 
dwarven race native to the Great Glacier region ’ f Toril. With 
blocky bodies, pinched faces, and stubby legs, 
dwarves resemble normal dwarves who have be n squashed. 

as they are tall. Their eyes are bright blue, their cheeks as 
ruddy as apples. Normally, their skin is white, ahos t  bluish, 
but because of their fondness for basking under the bright sun 
many of them are sunburned red from head to toe, a condition 
that causes them no discomfort or other ill effects. 

Their fingers and toes are thick and blunt, the* feet flat and 
wide, enabling them to walk on the snow witho+t sinking. 
Curly white hair covers their heads and tumbles,down their 
backs nearly to their waists. Males sport short beards and 
twisting moustaches. Both sexes favor simple tunics of polar 
bear fur. Innugaakalikurit are always barefoot. 

Arctic dwarves speak their own language. Thqy also speak 
the languages of white dragons, yeti, frost giant4 and selkies. 
Their high, gentle voices are particularly suited for singing. On 
Toril, they speak a dialect similar to that of the ullutiuns (a 
human tribe from the same area). 

Combat: Though peaceful at heart, arctic dwarves relish recfp- 
ational combat; a group can pleasantly pass an afternoon by 
pounding each another into unconsciousness. They are also 
excellent hunters and fishers. However, they studiously avoid 
war and won’t engage in combat except to defend themselves 
or their families. An arctic dwarf isn’t likely to risk his life to 
defend a principle or acquire treasure, considering such 
actions to be the height of stupidity. 

The arctic dwarves are extremely strong; a pait of them can 
carry a full-grown polar bear, and a single Iimugpakalikurit 
can effortlessly lift an adult human off his feet. Their preferred 
weapon is a bulky bow called an eykluk that fires thick arrows 
with sharp barbs, capable of inflicting Id8 points of damage. 
These dwarves gain a +2 bonus to hit when using an eyklak, 
but because of the weapon’s awkward shape, members of 
other races suffer a -2 penalty when using it. On occasion, the 
Innugaakalikurit employ battle axes and spears. 

Arctic dwarves don’t wear armor, hut the thick layers of fur 
worn by their hunters and scouts give a protection of AC 8. 

In addition to all of the special abilities of dwiarves listed 
in the Player’s Handbook, the arctic dwarves suffer no ill 

arctic 

They seldom exceed 3 feet in height, and are $ nearly as broad 

P 

1 
7 

effects from cold temperatures. They are immune to all cold- 
based attacks, such as a cone of cold spell or white dragon’s 
breath. 

HabitaVSociety: Though a few Innugaakalikurit settlements 
are found in the ice-covered mountains in the northern reaches 
of the Great Glacier, most live in small villages in the highest 
peaks of Novularond. A typical clan consists of about 100 
members. Of the able-bodied adults, about 80% are 1st-level 
fighters, 10% are 2nd-to 4th-level fighters, 5% are 5th-level or 
higher fighters, and the rest are rangers (to 8th level) and 
thieves (to 8th level). The eldest male serves as clan leader, 
though opinions of all adults are freely solicited. The homes of 
the dwarves are caves or simple structures of snow blocks. 

The life of the arctic dwarves focuses on hunting, gathering, 
and raismg children. Singing, storytelling, and contact sports 
(such as boxing and wresting) occupy their leisure time. 

Innugaakalikurit are fascinated by weapons of all types. 
When coming across an unusual weapon-which for them can 
be anything from a scimitar to a trident to a blowgun-they 
may spend hours turning it over in their hands, admiring its 
craftsmanship and discussing its merits. A few of these 
dwarves maintain sizeable collections of odd weapons 

Ecology: Curious and outgoing, the Innugaakalikurit are quite 
sociable and maintain friendly, if distant, relationships with 
other races. They despise frost giants, with whom they have 
long-standing territorial conflicts. Favorite foods include fish, 
caribou, and polar bear. 



Dwarf, Urdu 
CLIMATEITERRAIN Underground 
FREQUENCY: Rare 

r 

-r ----- 
INTELLIGENCE Very (11-12) 1 
TREASURE M. 0 IH. R x l O  , - ~  I 

ALIGNMENT: Neutral - ~ ' l  " NO. APPEARING 10-100 
ARMOR CLASS 0 
MOVEMENT: 6. Br 6 (stone w lkl 

I '  HIT DICE 2 
THACO 19 
NO. OF ATTACKS: 2 - ~~~~~~~~ 

DAMAGWATTACK: ld4 
SPECIAL ATTACKS See below I 
SPECIAL DEFENSES: See belou. 
MAGIC RESISTANCE: 2 s . .  
SIZE: 
MORALE 
XP VALUE 

Elite (4K' (13-14) 
975 I 

Combat: Urdunnirin rarely attack othe 

A n  urd& who concentrates for a 
in the next round. Up to five cubic feet 
per use. If an urdunnir uses this power 
by another individual, an attack roll is 

Magical weapunh and armor are  dowed a saving h n w  vc. 
s p l l  hgamr hi power at thew user's level, and adjusted by the 
item', bnnus. li all else i&, wdwuuUr attack with their fish, 
intlicdng Id4 points of damage per hit. lhey never ILQ weapons. 

An urdunnir ledrler, an ulirll ("gold lord") will hr encowl- 
rered with 20 o r  mnw normal urdunnim. Alirds wear sllver or 
gold g.iriiirnts m d  have 3 Hit Dice and Armor Cldss -2. They 
do not nwrl to mn;entratr f ix  a full round to clr,?pc2 !neId, but 
can do so Immediately. 

Urdunnirin arc rrsistdnt to poistins. gaining a 7.1 to mving 
throw> against such attacks 

HabitaUSociety: Urdunnirin u.w their abilities to  coUKt ore 
and gems from the earth, and to shape thore rirht.s. 'I'heir lairs 
are drwmtt.d with m a n y  stamcs and fantastic worki of p l d  
and other precious metals. 

like dndrvea, urdunnirin have a cldn-bawd sorich: wlth 
each clan specializing in iintling atid hdping a certain sub- 
staii~r. Known clan; include Marble, Gold. and IKubv. 

Ecology: Urdunnirin do not live tin normal toods, eating grms 
in4ead. Vumathoin provide, rdch acttlemcnt ot urdunnirin 
with a self-replenishing 5upplv of precious stones solely for 
eating. ' h e  uriluniiuin guard theic xmrses to the death. 

theni. Thry will kill xorn on sight. 
Urdunnirin are great enemie, of rhc xom, which uftrn dhach 

Whm the diuar:utr rn<,' u w  yoi(ir2, Ihc p J  Verruith~ir~i g r u  
.nixr!/ 1 1 ~ 7 1  !/icy 1 w r m r . d  i j i ld his fiiuunlurm. Iukrnf Ilw rir/i,~.s 11,. 
lud hidddni in thz znrth. Thdiifh I r e  ionn begnn to Ink,, pleawrt* in 
tla ;rznfioris lliiy i i r d t , ,  p r  A time he i lm u u y  u p e l  Dunny Iki; 
Irmz, h? ~ ~ r c m t ? /  llie rirduiririr mo.frorn wrtd in  niounr~iin Jiuunva, 
.iiic1 IIJ th.trr f d r  . z m i t f r m  IAz ollrzr dwdnws. 77w iirduiiirrriti, uvtli 
t11,ni d h i l i t y  lo 1x15s ttirou,?lr stmt' ,  LJUIJ huntfor  orrj .ind j m s  
ttvlhdut dcstroyq t lw moimtnins. Dus~urr 1qrrid.s i t i l l  frll ,?i thrs 
lozr rJ:c', .Jhi:h thc,y :dII ~ o n ~ c l f l l l ~ u l i ,  Jr "~ldnrfnt~l1,I." 



Eel, Giant Morav 

CLIMATEiTERRAIN Aquah 
FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE Animal (1) 
TREASURE Incidental 
ALIGNMENT: Neutral evil 

ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO: 
NO. OF ATTACKS 
DAMAGE/ATTACK 2d4 or ld4+2/1d4 
SPECIAL ATTACKS Jaw lock, disease, t 

ment effects 
MAGIC RESISTANCE: Nil 
SIZE: 
MORALE 
XP VALUE I HD 5 to 5+3 420 1 

HD 5c4 to 5+12 6501 
i 

These aquatic predators are evil, cruel creatures-lo ,but feared for 
their diseased bite and their fearlessness once they h ve seized prey. 
Giant morays have brown, mottled, thick, leathery s , with lighter 

nounced incisor teeth, and their unblinking eyes see to reveal their 
baneful nature. Both freshwater and saltwater versio s exist, identi- 
cal save for their chosen environment. Giant morays w e  very long- 
lived, with some specimens believed to have survive9 for hundreds 
of years. Older individuals are larger than most; le.& is 6+ld6+ld8 
feet, and for every foot in length above 8 feet the motay gains an 
additional hit point (so a 20-foot-long specimen has llI0 5+12). 

Combat: Giant morays usually conceal themselves iq fissures in 
reefs, beneath stones, in the sand of the sea bed, or in weeds, kelp, 
etc. They lunge forth to attack prey with their bite, arid they will 
attack virtually anything, irrespective of its sire or sttength. A suc- 
cessful attack made with a score of +4 or better above the minimum 
number needed to hit, or a natural 20. means that thq moray has 
gripped its prey firmly and locked its jaws into the yound, causing 
automatic damage thereafter (ld4+2). Normally, morays have steady 
morale (ML 12), but once a moray has locked its jaws in this way it is 
fearless (ML 20). Furthermore, even if the moray is killed the jaws 
remain locked in the wound and have to be cut away, or else the vic- 
tim continues to bleed (though automatic damage is kow reduced to 
ld2 paints per round). Cutting away the head of the moray in this 
manner requires one round of work with a dagger od knife, and the 
cutter must make a Dexterity check. Failure meam qat  the knife or 
dagger slips and the mfortunate bitten victim suffers a further ld4 
points of damage from this accidental wounding. 

A lock-jawed moray bite causes a rotting disease (nq saving throw). 
After 12+ld12 hours, the bitten body part becomes svollen and very 
sore (-2 to Dexterity due to swelling); it rots away within ld4+4 
days. A CUE disease or heal spell can prevent or reversk the Dexterity 
loss and stop the rot. 

locked jaws on a victim, when they employ it against secondary targets 
an their flank. A giant moray out of the water can emdloy its tail lash 
in addition to its bite attack, though not against the m e  target. Giant 
morays are very tough creahms, and if removed from pater they can 
survive for 10+ldl0 rounds before expiring from an in4bility to breathe. 

brown or yellowbrown spots on their dorsal surface 1 They have pro- 

i 

~ 

As a rule, gimt morays use the$ tail lash attack only they have 

Giant moray eels are immune to all forms offem and disease and 
gain a +4 bonus to all magical attacks that have a primary effect of 
reducing strength (ray of enfeeblement, weakness, etc.). 

HabitatlSociety: Giant moray eels are solitary creatures, though 
rarely several will share a stretch of reef, rocky outcrop, etc, They 
have almost no form of social organization, though each individual 
knows the extent of its territory and does not usually intrude on 
those of other morays. Morays do not cooperate in any farm (in cam- 
bat, etc.). Even mating between them can be hazardous, with males 
and females as likely to attack and eat each other as cooperate in tpe 
pmduction of young. Young morayjare born with 2 HD and are 3 R 
feet in length; they gain 1 HD and 1 /2 feet in length for every month 
of growth up to 5 HD. Thereafter the rate of p w t h  slaws, with the 
moray gaining an additional hit point and extra foot of length every 
decade. Few survive to adulthood, as immature morays have many 
enemies (including adult morays, who will consme younger ones, 
given the chance). But since the adult giant moray has few natural 
predators, their numbers tend to be relatively stable. 

Ecology: Giant morays are thoroughly unpleasant creatures and axe 
feared by almost all intelligent aquatic creatures for their fererocity, fear- 
lessness, and lack of discrimination (they will attack anything, even a 
kraken, if it gets close enough). However, they r d y  move h m  their 
own small territory, prefening to wait for prey to come to them, which 
mjnimizes their dangerousness somewhat. In addition to being indis- 
criminate carnivores, they are also unfussy consmen of carrion of all 
kinds. Giant morays will gleefully gulp down all manner of detritus, 
no matter how rotten or diseased, and this habit explains their own 
ability to inflict disease with their bites. As scavengers they have a use- 
ful role in aquatic ecology, since they consume rrfuse and camion 
which few other creahms would consider edible. The giant moray has 
few natural predators; ody meatures of the size and shength of sharks, 
kraken, and the like prey on them. 

dropped by victims of the eel. 
Treasure found in a moray lair will be incidental: anything 
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Elemental Fire-Kin-Tome Guardian 
CLIMATEJTERRAIN Any 
FREQUENCY: Verv rare 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: Neucal 

NO. APPEARING: 1 I 
ARMOR CLASS: 2 ~ 

MOVEMENT: 12 (or as euarded obiect moves) 
H - IT DICE: 4+4 “ I ’  . .  ~- 

IHACO 17 
NO. OF ATTACKS 1 
DAMAGWATTACK: ld4 
SPECIAL ATTACKS Flreburst I 
SPECIAL DEFENSES 
MAGIC RESISTANCE: Nil I 
SIZE T(l’-Z’tall) I 

Spell immunides, healed by fire 

MORALE 

XP VALUE 3,000 

The tome guardian (sometimes 

serve as a guardian. I 
The tome guardian is typically bound tq a magical tome 

(thus its name), but can also be found guarding another object 

understand Common (and perhaps 
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vive a fireburst attack are rendered unconscious for ld4+1 
turns unless they make a successful saving throw vs. poison, 
with a -3 to the roll, due to the shock of their blood boiling 
momentarily in the area affected by thefireburst. 

Thefireburst does not generate any incidental heat or flame 
that might damage surrounding creatures or objects (such as 
the item being guarded). If two or more creatures laid hands 
on a guarded object simultaneously, and the guardian generat- 
ed afireburst in one of them, the other(s) would not be affected 
or even feel it. 

If the tome guardian or its object is attacked or touched, and 
the tome guardian is unable to launch afireburst, it can attack 
normally by swiping a fiery tendril at an opponent. The attack 
causes only ld4 points of damage, but will set fire to flamma- 
ble materials that fail a saving throw vs. magical fire. The tome 
guardian saves this attack for a last resort, because of its com- 
parative weakness. 

A tome guardian can absorb fiery or electrical energy 
impinging upon it (when it guards an object, it envelops it, 
and thus absorbs all fire directed at the object), whether of nat- 
ural or magical (e.g.,fireball or lightning bolt) origin. It gains a 
number of hit points equal to the number of points of damage 
the fire@) or shock(s) would deal to an unprotected creature; 
this replenishes any damage it has suffered and then increases 
the creature’s own hit points temporarily (for the following 24 
hours). During this time, the tome guardian can add any or all 
of this additional energy directly to the damage dealt by any 
fireburst attack(s) it makes. Heat energy, such as that caused bv 
the heat metal spell, the guardian merely absorbs. 

A tome guardian is immune to the attacks of, but cannot 
itself harm, a fire elemental, salamander, will-0-wisp, and xag- 
ya. The tome guardian can also absorb and redirect any appro 
priate energies from these creatures’ attacks. On rare occa- 
sions, tome guardians have been known to cooperate with 
such creatures for mutual survival and protection. 

Cold inflicts double damage on the tome guardian; water- 
based attacks, it should be noted, do not. All physical attacks 
upon the object guarded do not harm the object until the 
guardian is destroyed, because it gathers its form into a rigid 
shell to ward off blows; however, because of this, all such 
attacks inflict the maximum possible damage upon the 
guardian. When a guardian is in free form, physical attacks 
inflict normal damage. 

Tome guardians can be affected by most spells normally, but 
are aided by fire, electrical, and heat attacks, and unaffected by 
enchanhnent/chann magic such as maze, sleep, and suggestion 
(although gens is a n  exception). Durn spells (such as phase door or 
dimension door) do not affect guardians, and are viewed as attacks. 
Tome guardians cannot be psionidly dominated, and anyone 
attempting ESP or similar mind-meeting magic, by spell, item, or 
natural ability, finds that attempts to attack, control, or change a 
guardian cause it to attack (and, as mentioned, that it can some- 
how employ itsfirdmrst attack through such a mental link). 

A tome guardian can be “driven out” of the object it is 
guarding by the casting of a dispel magic (the guardian receives 
a saving throw vs. spell; if the saving throw is successful, the 
creature is unaffected). Even the individual who bound the 
guardian to the object can dismiss it only in this way The 
guardian will be seen leaving the object, even in darkness 

HabitatBociety: Little is known of the tome guardian’s life on 
the Elemental Plane of Fire, but interactions observed on the 
Prime Material Plane indicate that they a~ on reasonably good 
terms with most other crratures of flame. only fire elementals 
that meet the parameters discussed here are summoned as 
tome guardians, so it is unknown if they have a weaker form 



Elemental Fire-KivTome Guardian 
(such as the lesser elemental summoned by a Daltim'sfiery pro- 
tector spell) or develop into something else later. 

A mage summons the tome guardian by casting an ensnare- 
ment (sending or demand can work if the guardian's name is 
known; they do have personal names), and compels it to ser- 
vice by the use of a binding spell. The object to be guarded 
must be visible to the mage, who indicates it @y pointing and 
speaking) to the guardian. Tome guardians do not mind pro- 
tecting an object, for unknown reasons of their own, and 
unless otherwise attacked are not hostile. 

with, the object it has been bound to, 
becoming invisible. The object radi- 
ates a faint dweomer, and infravi- 
sion detects the presence of the 
guardian-but the creature can- 
not be telepathically contacted or 
in any way coerced, tricked, or 
forced to leave its object except as 
described previously (through the 
use of a dispel magic). A guardian 
can guard only one physical 
object-and if the object is com- 
posed of readily separable parts, 
only one part (for example, a 
sword or its scabbard, not both). 
The guarded object must be small 
(of less than four cubic feet vol- 
ume), and nonliving. Usually magical 
tomes of lore are so guarded, hence the 
guardian's name. 

tome guardian per 24 hours. 
Normally, only one guardian can 
be bound to any object, though 
unsubstantiated reports sug- 
gest the presence of two or 
more within a single item is 
possible. If so, the method for 
binding more than one tome 
guardian to a single object is a gen- 
erally unknown process, available 
only through the most obscure 
of arcane lore. 

to the Prime Material Plane but 
not successfully bound to an 
object, or who have been driven 

The guardian envelops, and appears to merge 

I' 
1 
! 

4 
An individual can summon only one 

Guardians that are summoned 

forth from the object they were 
guarding, assume what is 
known as their "free form," and 
remain on the Prime Material Plane 
for 2d20 turns before "dwindling away," 
returning to their own plane by natural means. They are not 
under any being's control during this time, and attack any 
creature who attacks (or attempts to conkol) them. Otherwise, 
they are attracted to large fires, of natural origin (such as vol- 
canoes and forest fire) or manmade (like bonfires, forges, or 
even isolated campfires). 

A tome guardian can be bound to a magical item, serving as 
a protector, or perhaps even being trained to release afireburst 
if its guarded item is used in an attack (for example, if a tome 
guardian is bound to a sword, then that sword could be used 
to deliver threefirebursts per day, in addition to any other 
powers it has). If attached to a magical item that produces 
flame or electricity (such as a ring of shocking grusp), the tome 

guardian absorbs such energies and prevents their function 
However, at the DMs discretion, such energies might be used 
to enhance the tome guardian'sfireburst ability, 

Symbols and glyphs cast upon a guarded object do not affect 
the guardian, and function normally against others. Note that 
fiery or electrical protective spells such as explosive runes and 
fire trap can be cast upon a tome guarded by a guardian, but 
the creature absorbs the spell energy as it is being cast, so that 
the spell's protection does not exist (and the guardian gains, 
for a day, hit points equal to the maximum damage these 
spells would have dealt) 

Tome guardians can coexist peacefully with guardian 
yugoloths, guardian familiars, homonculi, and the like, as 

well as with other creatures of elemental 
fire. If a guardian is brought into the 

.). 1 presence of a xeg-yi, they attack each 
other at once. Otherwise, the tome 
guardian is peaceful and solitary, at 
least on the Prime Material Plane. 

Ecology: Tome guardians might col- 
lect treasures on their home plane, 
but on the Prime Material Plane, a 
tome guardian is never found with 
more treasure than the item it 
guards and whatever might be lying 

nearby They collect nothing, and 
they do not pursue prey of any kind. 

Sages who know about these crea- 
tures generally agree that they 
mnst feed on warmth, fire, and 
perhaps even light, and that they 
may even take nourishment from 
the heat of bodies they cause to 
bum. 

If killed, a tome guardian's 
essence dissipates in a wave of heat 

and a dusting of ash. The ash has 
proven a viable ingredient for oil of 

would presumably serve well in other fire- 

' 
, 

! 

k 

r 

I 
1 

- fiery burning and smoke powder and 

related potions or magical items. The heat 
released by the death of a tome guardian has 
been suggested as a mean to temper a ring of 
fire resistance. The aeature'sfireburst might also 
be useful in igniting the flame powers of ceaain 

items, like aJame tongue sword; however, touch- 
ing an item to the tome guardian in hopes of this is 

a dangerous proposition, because the fireburst attack 
still affects the wielder of the item. 
It is also possible, as hinted at before, to bind a tome guardian 

to an item specifically to make that item magical. In fact, a small 
number offireburst daggers, daggers with bound tome 
guardians, are known to exist. For the first three attacks each 
day with such an item, roll an attack roll against AC 10, adjust- 
ed only by Dexterity and any magical bonuses. If the attack is 
successful, the tome guardian propels afirehrst into the victim. 
Thefireburst is not used if the item does not hit. Once the item 
has bit three times, it cannot usefireburst again until the next 
day, but it can still be used as a normal item of its type. 
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Elf, Rockseer ~ 

CLIMATEJTERRAIN Subterranean 1 
FREQUENCY: Very rare 
ORGANIZATION Tribal 
ACTIVITY CYCLE Any (night) 
DIET: Omnivore 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: Neutral 

NO. APPEARING: 
ARMOR CLASS: 4 (101 

5-20 (100 in la' ) 

MOVEMENT: 12 
HIT DICE: 1+1 and up 
THACQ 19 or better 
NO. OF ATTACKS: 1 
DAMAGWATTACK: Bv weaoon 
SI'CCIAL ATTACKS 
SPECIAL DWENSES: 

r l  with long word  
AI?/.? ititc? it UIL' imniunc to oelrifi- 

Dowers ~~ 

MAGIC RESISTANCE b% vs. Earth e 
SIZE: M (7') 
MORALE 
XP VALUE 

Rockseer elves are the rarest of all 

Combat: Rockseers eschew fighting whenever possible. They 
are too few in number to risk pointless deaths. Their under- 
ground special skills are so great that they can generally 
escape combats when they wish to; they are rarely even seen 
by potential aggressors. If forced to fight, kockseers are 
unflinching. They always fight to the deati- to defend others of 
their own kind. They rarely possess bows (suitable bowstrings 
are difficult to come by in the Underdark) and prize such 
items, but they employ swords, spears, anc~ stone quarter- 
staves which are hard as any steel. 

The special attacks and defenses of these elves are formida- 
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nous in appearance;making it difficult for outsiders to tz l  
males and females apart. I " 

Rockseers have been 

the combat and taking refuge far 

whom Rockseers somehmes [orm friendshjos.' 

vored colors. These garments are 

' I '  " 
ver ind alLays secwlth gems.' 

ble. They gain a +1 bonus to attack rolls with long swords (but 
not with bows). They are 90% resistant to sleep, charm, hold, 
and web spells and whollv immune to petrification. Thev have 
50% magi> resistance agiinst all Elernekal Earth spells but 
suffer a -1 penalty on saving throws against Elemental Air . - 
spells. 

Rockseers are armed with long swords (50%), long sword 
and dagger (25%), or long sword and short sword (25%). 
Weapon possession is also variable depending on class type. 
Missile weapons, save for the rarely employed staff-sling or 
bow, are not favored by Rockseers. If they have enough dis- 
tance to use missile attacks, they have enough distance to use 
spells or simply to meld into stone and escape. 

Everv Rockseer has the abilitv to meld into stone from child- 

~~ ~~~~~~~ 

by 100 yards for ea& additional'level &ined. A Rockseer of 
9th level can take one additional human-sized creature with 

them to a safe place or whether they might be trapped in solid 
stone at the end of the walk. Rockseers of 5th and higher lev- 
els can stone shape once per day, and those of 9th or higher 
level can employ stone tell once per day. 

Rockseers also have communal powers. A group of three or 
more Rockseers with a total of 10 Armore experience levels can 
create a wall of stone at will, and a p u p  of five or more with a 
total of 20 or more experience levds can conjure a huge earth 
elemental once per day (that is, any Rockseer who participates 
in such a conjuration cannot do so again until the next day). 
This elemental has 20 HD and at least 5 ho oer die. and it can- 

I I ~  ~, ~~~~~~~~ 

not be turned back against its summoners. Spell effects are con- 
sidered to be at the azmezate exverience level of the Rockseer "" " 
group for the purposes of dispefiing the elemental. 



Elf, Rockseer 
Rockscer, cm hr warriors. wirards. thieves. warrior-thiewi, 

or ivarriur-wi7ards. There is nar privsr class (the elve> bLlievr 
themselves to be shunned by the elven Powers for rheir con- 
ardice, and tales of the I'oivers are dI but forgotten by thew 
p~c)plw. As warriors. they can attain 11  th ekperience levrl 
maxinium. .A5 thicvr.3, they can attain 13th level ma\ imuin .  A, 
wizards. Rockseers can attain 18th level maumuni. 

Kockseer wiLards (single-classed only) gain special hmu- 
\pvlls as they gain experience Icvels. At  5th Iewl. they can 
memori7e M e F  acid ormu, as an additional spell At Yth 
level. Maxiiiiiliun'~ i t m y  p s y '  is the bonus spell. . \ t  15th 
level. a Rorkuvr wiianl gain5 a hinu.. .iLid < t , w i *  spcll 
(‘thew latter t i v d  5pells arc found m the 7sw? ,if A l d p  bud.) 
Rockseer wi7ordj also add l o o  per level ro their magic rwih-  
rancr against Elemental Earth ~pc l ls ,  and i f  they cair ,uch 
spells at others nut of rheir own kind, thc hrget incurs a sd\ - 
ing throw penalty ot - I  per rive levels of the Kocksecr (round 
fractions .>hove one-half upwards). IKockseer wi/drdb can cast 
all priest Elemental Earth spells as i f  wizard hpell, c j f  t h r  
same Icwl 

Rock>cur wiiards of 11th and highcr Irv4 know the secrets 
of creating magical "fnrmliam" (more correctlv, golem-like w n -  
structs) called iront! dragonets. These incrdiblv mtricare :,lei)- 
drr -tone rtatuettes are 12 inches long plu, an additional L) 

iiiC.hr5 to 12 incliej of tail; they move a:, if perfectly articulated, 
a n d  the finest \ B f  them ha\,,, gems of extraordinary kind d i  

eyes. A storic dragonet has AC -2. HD 2, hp 16, and attacks 
three time> per round for Id0 1213, Id4 (daw claw bite). It 
hlia 25"o general magic resistrlncc, 75% rciistmcc' 1 0  Elemrnral 
Earth ,pclls. a i d  coniplete unmunity tu petriiicatiun (obvious- 
Iv). il.usions. gasvous attaik5. pokon, paraly7ati0,n. dnd spell-, 
which aifecr ccrpor~ul bodies generally. A \&ad with such 2 
familiar gain- a -2 honiis to his or her ow11 Armor C l a s  and 
cannot be surprised. I f  the gem-eyes of the statuettr are zazh 
oi value not less t h m  5,000 gp, the e y ~ ~  o f  the dragonet can 
cast a brilliant ey;bite glare onrr prr d3y i f  t h r  correct spell, 
art. cdd dwmg the creation of the familiar. 

I<ockwer elves lhdve 24O-ho1 mha\,iw)n. Thrv do nor. as a 
rule, possess man) magical item>. Kcinwizard5 have bur .I 5" 
zh.ince per level oi w m n g  .I magical weapon. Wimrds Imw a 
IV". chance p+r Icvcl \if owning a magical itrm of approprinte 
kitiJ, but these are uftcn powerful indeed. The greatest wiz- 
ards arc rqwtvd 111 pocwcs special xmiidr ,if w n m  n t d  iiipdr 
which creJte acrid cloudj of burmng. blindmg acid (hdh points 
or damage the firs1 rciund, 4do rhr  second. a n d  2dh the thrd 
and final). 
Un account of their Ionget icy (they h.iw a natural Iiit.spaii 

ot over 1,400 bmrsl, groups of Rockseers are almost alw3ys Icd 
by an expeneliced vetcran. a warrior or warrior-w iiard uf dr 
ledst .?th (cir 4 t h )  4th) lcvF!l. A si7eahlr group (31) or morel will 
haw at IC.IEI oiir warrinr of 7th to ldtli ievel ( 6 - 1 4 ,  .and aLo 
a wi7anl of 7th to 12th level th+ldbi. In the central lair of a 
Ruckbeer clan, where up to d hundnd may be garhered t.)geth- 
er, thc clan chieftau, 1.1 usually a wiLard of surpaswig <kill 
ilivel 12-ldh) and ha, ld3-2 arlviu,r~/bodyguards who are  
either (50',) warriorsof l(lth to 11th I c d  or ui/ardsof 11th to 
14th lew'l (hut not of higher level than the chieftain). 

I<ockseer elves have d -1 pendlty to their uuti.il Strength, 
Con4itution. and Charirma min.r. hut thry &?in T 1 honuses 
tu Wisdmi. Intelligmie, 2nd Ue\trrity 

HabitaUSociety: Kocksecrs bclievc that all they have is thrw- 
>el\ e )  mid thr nihe, ut the earth. Thcv are poweriully <oh<.- 
si\ e socially. Chicitainr arc #merally elected by 3 ronrlavc oi 
the most powerful warriors .md wiLards on the death of the 
previous Ieadrr. A wijr I<oiksrer Izadrr dues iiot giw order> . 

without consulting his or her advisors. Rockseers do not toler- 
ate tyrannical leadership, nor do they suffer fools. 

The lairs of Rockseers are supremely well disguised and 
warded. Multiple spells are always cunningly placed to pre- 
vent other creatnres even suspecting the existence of such a 
network of caverns and passages, let alone entering them. 
Spies (usually thieves melding into stone) are always placed to 
watch out over areas close to the entry points of caverns. Some 
Rockseers live in caverns accessible only by stone walking or 
similar magic, where hundreds of feet of solid rock separate 
them from the outside world, with only small fissures to pm- 
vide air. 

little curiosity Few among them have any desire to learn the 
ways of other folk. This is largely the legacy of a long histori- 
cal sense of shame at their m y h c  history; they consider them- 
selves tainted and instinctively avoid those who they think 
would condemn them. Once awakened, however, their curiosi- 
ty can lead them to act in uncharacteristic ways, as those who 
stumble upon them will soon discover. 

Rockseers are gem cutters and craftsmen almost without 
equal; even gnomes and dwarves would hesitate to claim they 
could better Rockseer work. They can almost scent gemlodes 
deep in the Underdark and think nothing of spending ten 
years crafting and sculpting a single gem. The truly great 
Rockseer wizard-artisans are able to sculpt a gem with magic 
into forms of almost painfully exquisite beauty, generating 
fractal patterns of brilliant color and radiance within the heart 
of the gem as it grows. A handful of such perfectly crafted 
gems can be used to create a helm of brilliance (divide all gem 
numbers required by five, and each gem can fulfil its fnnction 
five times before becoming nomagical). 

Rockseers are strange, alien, and fey people even by the 
standards of elvenkind. They are a serious people with little 
of the light-hearted, frolicking, bantering ways of most elves. 
They speak their own dialect of elvish, which high or grey 
elves can understand 50% of the time and drow 30% of the 
time. They also know fragments of svirfneblin, and most can 
speak pech. A few have a smattering of underdark-dwarven 
and can communicate with derro or duergar (not that they 
would wish to do so, but it is useful for intelligence-gather- 
ing). Above all, they are totally isolated. They know nothing 
of what has transpired above ground for thousands of years. 
Their attitudes to surface elves are very ambivalent. All 
Rockseers feel a deep sense of shame for the deeds of their 
far-distant ancestors and assume that any surface elf they 
meet would automatically despise them; it will be very diffi. 
cult for a visitor to convince them otherwise. On the other 
hand, they long to know what their brethren lost for so many 
lifetimes do, how they live, what they believe in, what they 
consider beautiful. 

Ecology: Rockseers hardly interact with anyone else in the 
Underdark. They eat fungi, moss, lichens, and cave creatures 
such as lizards and eels. They avoid violence and the endless 
struggle between different factions in the Underdark and keep 
to themselves. They are calm, enigmatic, and extraordinarilv 
hard for outsiders to understand. 

Rockseers are highly unusual among elves in that they have 



Ethyk 
CLIMATEITERRAIN Outer Planes (Bytopia) 
FREQUENCY: Very rare 
ORGANIZATION: None (often domesticated) 

DIET: Omnivore 
INTELLIGENCE Animal (1) 
TREASURE Nil 

ACTIVITY CYCLE: Any 

ALIGNMENT: Neutral , 

NO. APPEARING 1 4  
ARMOR CLASS: 4 
MOVEMENT: 12 
HIT DICE: 1 + 3  ~. 
THACO: 19 
NO. OF ATTACKS 3 
DAMAGEIATTACK: ld2/ld2/ld31 
SPECIAL ATTACKS Induce aneer , 

SIZE 
MORALE: 
XP VALUE 

S(1'long) ' 
Average (8-10) 
175 

An ethyk is a small mammalian creature dimilar in size and 

actions of other creatures. It has one 
head, a long, somewhat prehensile tail, add claws on its four 
tiny legs which can be used for climbing. ts fur is usually 
gray, brown, or a tawny red. Its single bu & ous eye ' .  is yellow- 
white with a large black pupil. While the kthyk is native to 
both layers of Bytopia, traveling adventurprs might take it 
anywhere. 

Combat: With hearing and a sense of sme}l far superior to that 
of humans, the ethyk cannot be surprised! Its single eye has 
infravision with a range of 10 feet. Its c1avi.s (ld2 points of 
damage each) and tooth-filled mouth (Id$ are small but dan- 
gerous, though it rarely needs to resort tolphysical combat 

habits to a lemur, but with the ability to influence the 

a r r  ss brolal and brlligzrent that m w t  NI'Cs c\ cntually 
re.;[,unLl with violenze i i thc*y are the target. 

iise, the distraction to slip away to wfetv. 

HabilaUSociely: In i t s  iiatiiral + t i \  ironment. the solitary cthyk 
liws in the forr%tA of both ot Bvtopia'5 layers. LJsmg 11s 1.311 

and its clan+, tht, ethyl, c.imb> and wings from hw 11, I r w ,  
only rarely descending to t h r  grnund. usudlly to hunt rodents 
o r  aillt,ct ia l l rn  fruit or nuts. 

quickly. Chr trail that makes 3n rrhvk a wundcriul "pet" 1s it5 
willingncs> 111 blind to d n  ohviuii$y qwr io r  ireahrm, such as 
its uwnc,r Once bondrd. i t  UX*> 11.1 ptnver tn prutr't ir, ma-ter. 
on command i f  rrainzd Credtun,> mfluenced by bonded 
rt l iyha never f%lcu\ thrir anger ,In the ethvk or it; mi5tt.r 

Trained erhvks r:dr uti t lw shoulder, of their mastrr5. often 
war;hing their backs hlo4 remain iv r l l  hrhaved in publir. and 
:an hr issurJ ,implr. commands such as "IIC dmvn,  
"up." "nd." 2nd 'now ' (usually the wmniand to use its 
power, .\fter a longrrpcm,d oi training-at lea4 .I year- 
they ran bc taught to retrw e sn.ill a,blc"ti. tie knots, and 
3ttack fnt.3 physicall\. 

Ecology: A skilled hunter m rural or urban ar?dj, the r t h y k  
tuti rodents, m~.i11 bird>. 3naLei. and large insect.;. It a h  ear5 
fruits, nuts. and \itht.r plant lif?,  drhougli it wem> to prefer 
nirar .md can wb5irt on that  alune The ethyk contends with 
prvdator, o i  311 trprs. ieiidiiig utt MWI\,C.I and birds of prey in 
i t >  natural eiivir~innimt. Wild urban ethyki a n  a prnblem i n  
mme citit's, li\,ing in t l i r  airhdge ut the dleyways and in 
i u m k d  cir ahandviird bu i ldm~s  

I n  spitz of tlir dnngrr of huntmg rhv-e beaits. they com- 
mand high p r i ~ v h  i f  br<,ught live> to market, though hdppmg 
1hL.m I> an artivih for the strsng-willed! ,\thriving t r a d c  
inrluding b h %  im.irkrt smugg#iiig in mun' lawful 3n'ai-in 
per zthyhs has arisen on ihr, Outer Planes and rhrw creatures 
,irr h r p m n g  10 appear ui .,ther worldi. 

While i t >  uncniics fight m t m g  IhenisJves. the ethyk usually 

\ \  hen captured by trappers, the eth! k i>  dnmesticatcd 



CLIMATE/TERRAIN: 
FREQUENCY: Uncommon 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: Night 
DIET: Nil 

Any inhabited by other faeries 

INTELLIGENCE Average (10) 
TREASURE Nil 
ALIGNMENT: Neutral good 

NO. APPEARING: 1 
ARMOR CLASS 0 
MOVEMENT: 12 
HIT DICE: 1 
THACO: 19 
NO. OF ATTACKS 0 
DAMAGEIATTACK Nil 
SPECIAL ATTACKS Fiddling 
SPECIAL DEFENSES Immunz to enchantment/charm 

magic 
MAGIC RESISTANCE: 25% 
SIZE 
MORALE: 

T (2' tall) 
Elite (13) 

XP VALUE 270 

The faerie fiddler is a strange icon of faerie society Always 
found in a community of faeries, there is never more than one 
faerie fiddler per community. This faerie's motivations are to 
protect other members of the society and to make the world 
more pleasant, according to its understanding of the term. 

Faerie fiddlers are among the most human-looking of 
faeries. They resemble old, diminutive human males, dressed 
in somber, archaic clothes (such as a battered black top hat and 
tails), and playing a most exquisite, tiny fiddle. For all of their 
age, they are in good spirits, and while so skinny that it is a 
wonder they can keep the front and back of their coats apart, 
they are apparently spry and lively Naturally, they speak the 
languages of every type of faerie folk, and those of any nearby 
human or demihuman community 

Combat: Faerie fiddlers never begin a fight, but are quite able 
to defend themselves. The fiddler's primary defense is a high 
armor class, the result of his small size and constant, capering 
dance. The fiddler is naturally resistant to most forms of 
magic, and completely immune all enchantment/charm spells. 

The faerie fiddler can play magical tunes on his fiddle, both 
for enjoyment and in combat. Any of these effects can be 
resisted with a saving throw vs. spell, but the intention must 
be clearly stated, for the tunes can be subtle. 

The least tune negates hunger, thirst, and fatigue for those 
hearing while dancing; it is a tune that is woven through the 
melodies of common dancing songs. '%is tune allows an indi- 
vidual with the dancing nonweapon proficiency to fight with- 
out fatigue by altering the steps of the dance to allow fighting at 
the same time. All faeries in a community with a faerie fiddler 
can receive this benefit when the fiddler plays: In combat, they 
will spin and whirl as if dancing and not tire from their efforts. 

The fiddler can also target one creature per round with an 
Otto's ivresistible dance spell. This has a range of 30 feet, and a 
saving throw vs. spell negates the tune's effects. As the spell 
lasts only five rounds, the fiddler may have to renew the spell 
if he faces many opponents. The fiddler will use this spell to 
assist his faerie friends when they fight intruders, to cover the 
escape of those who are unable or unwilling to fight, and to 
cover ius own escape. The fiddler will depart only after all 
other faeries are secure. 

The most powerful tune used when someone offends faerie 
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Faerie, Fade Fiddler 

r 

sensibilities without overtly attacking them; for example, 
refusing to dance with them, claiming not to believe in the 
existence of faeries or-especially-someone who tries to 
cheat a faerie in some way The tune has the same fatigue-ban- 
ishing effects of the first tune, but combines with it a powerful 
time-distorting effect. For every hour spent dancing, a year 
will pass in the outside world (if a human dances for four 
hours, four years will have passed in the real world when he 
returns to his home, probably to find it long-sold after his 
mysterious disappearance). Again, a saving throw vs. spell 
will negate all effects of the spell, but the hearer must con- 
sciously desire to resist or receive no saving throw at all. 

a full moon, and au offender at some other time must be lured 
back to the faerie circle. The common method is for the fiddler 
to pretend that he failed to notice the offense, and then to invite 
the offender back a few days hence for a once-in-a-lifetime cele- 
bration. Other ruses are tailored to the offender, such as "acci- 
dentally" letting slip that a preaous faerie treasure will be on 
display during the full moon, or challenging the offender to 
return ("You wouldn't dare come back here and do that again 
on the night of the full moon") if he is belligerent. 

Ecology: Faerie fiddlers dwell among communities of faerie 
creatures, and provide a number of services for them, most espe- 
dally fiddling at their convocations, parties, and gatherings. 

The fiddle of a faerie fiddler isn't magical (its effects are the 
natural magic of the fiddler channeled through the instm- 
ment), but it still has a resale value of 3 to 60 gp for its fine 
quality and miniature size. 

This tune can be played only once per month, on the night of 



Faerie, P 
CLIMATWTERRAIN 

FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS 
D AMAG WATTACK ~ ~ ~~~~~~ 

SPECIAL AI'TACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE 
MORALE 
XP VALUE: 

Rare 
Nomadic ban 
Day 
Omnivore 
Very (11-12) 
0, Q 
Neutral evil 

2 (8 without a mor) 
2-16 

3 I 

65 (175 with p ison) 
Steady (i2) c 

The tiny brambles are among the mo 
all faeries. Rumor has it that the first 
outcasts from "polite" faerie society ( 

most other faerie creatures. 

To attack with its spines, a bramble 
against a foe; using normal attack and e rolls. A bram- 

this poison on dissenting m 

derings. They control their mounts with a charm mount spell 
that each can cast once per day Mounted brambles carry 
barbed spears (ld6 damage) that they use as lances. Details for 
the mounts can be found in the "Mammal, Small" entry in the 
MONSTROUS MANUAL Tome. 

One in ten brambles (not necessarily the ones that possess the 
poisoned spines) can cast a special antiflying spell once per day 
"is causes any one small-sized flying creahm withjn 10 yards to 
be magically grounded for a period of M6 rounds (the effect is 
avoided with a successful saving throw vs. spell). When not 
using this to hunt small birds, brambles especially like to cast this 
on pixies, sprites, and other faerie creatures, so that they can have 
the cruel fun of chasing them through the woods on the ground. 

HabitaffSociety: Brambles are nomadic, constantly searching 
for food and fights. They rest in camps hidden in thorny bush- 
es and other natural protection, with their mounts posted as 
guards. As with other faerie creatures, bramble infants are 
never seen, but when a band grows too large, it splits in half 
with the two groups heading off in opposite directions. 

treasure to bribe other creatures into making their special 
armor. Despite their small size, brambles are supremely conf- 
dent, even when dealing with humans and other "giants." 
They think nothing of challenging a "giant" to a wrestling 
match, especially as they have no intention of honoring any 
bets they might place on the fight. 

Ecology: Brambles benefit others in few ways. Too small to 
make a good meal for anything bigger than an owl, the flesh 
of those with poisonous spines has a likewise poisonous effect. 
The poison from one bramble might coat a single arrow or 
dart; it would take at least 10 to coat a longsword. However, 
their armor is beautiful in a dangerous way, and a collector 
might pay np to 80 gp for a complete, unoccupied snit. 

Brambles sometimes pick up small amounts of easily carried 



Faerie, Petty-Gorse 
CLIMATE!TERRAIN Subarctic to temuerate erasslands. 

hills, and prairies 
FREQUENCY Uncommon 
ORGANIZATION: Tribe 
ACTIVITY CYCLE Day 
DIET: Herbivore I 
INI’ELLIGENCE \’cry (11-12) 
TREASURE 
ALIGNMENT: Nr,urr.1l 

UII (0. 1: i2. 51 

NO. APPEARING: 5-40 
ARMOR CLASS 
MOVEMENT: 3, F112 (A) 
HIT DICE 1 ho 

6 (2 if flying) 

THACO: 20- 
NO. OF ATTACKS. 1 at +2 
UAMAGUATTACK: I pwntlweapon, 
SPECIAL ATTACKS: Pt,ium 
SPECIAL DEFENSES: Cantrips, lair trap’ 
MAGIC RESISTANCE 5% 
SIZE T (3” tall) 
MORALE: 
XP VALUE: 

Average@) 
270 

The smallest of the faerie folk, and in some respects the most 
beautiful, are the gorse. Averaging one-quarter of the height of 
a full-grown atomie, the gorse must be secretive and unobtru- 
sive to survive. 

human children, though they are fully mature, with the only 
differences being their height, their delicate wings, and their 
slightly pointed ears. They have no antennae, and their simple 
clothing is no different in appearance than that of most 
humans or elves. They prefer dressing in shades of green and 
yellow to blend in with their surroundings, which are most 
often gorse, a prickly evergreen shrub with yellow flowers. 

speak the tongues of sprites or pixies. 

Combat: Aside from using the defenses of their thorny homes, 
gorse use a number of weapons, all of which they manufacturr 
from the bushes they tend. They have minute bows with a 30- 
foot range, tiny spears (IO-foot range) and minuscule swords, 
all of which inflict 1 point of damage. The weapons’ fine points 
and the skill with which the gorse use them give these tiny 
creatures a +2 bonus to theu attack rolls. Also, 10% of gorse 
arrows will be coated with a weak poison that causes confusion 
for 2d4 rounds if the victim fails a saving throw vs. poison. 

In addition to their weapons, gorse have limited magical 
abilities and defenses available. Each day, a gorse can cast one 
mirror image, as the 2nd-level wizard spell, and three minor 
magical effects. Each of minor effect occurs if performed with 
the 1st-level wizard spell cuntrip, and each takes place in its 
entirety within the round it is cast. Typical uses include: 

area of the caster’s choice within 10 feet, those of average 
intelligence or better receive a saving throw; 

Exterminate: Kills a single creature no larger than a field 
mouse, or all insect-sized creatures in a ‘A cubic foot area, mag- 
ical or enchanted creatures receive a saving throw vs. death 
magic; 

an inch of new growth (good for blocking a minature path). 

spell each day These are used either to defend the lair or to 
bribe intelligent creatures not to attack them. 

Gorse have the proportions and physical attributes of 

Gorse have their own language, hut are willing and able to 

Distract: Causes anyone watching the gorse to look at an 

Sprout: Causes thornbushes in a 1 cubic yard area to add 

One gorse in ten can cast one spike growth and one goodberry 

HabitatlSociety: Gorse dwell in the green, thorny flower bush- 
es from which they take their name; their lairs are forbiddin- 
to most predators too large to maneuver through the thorns 
the gorse do. 

Creatures larger than twice gorse sue  trying to enter the 
their bushes take damage equal to 1 hit point per round if 
Armor Class 6 to 10, or 1 point every other round if Armor 
Class 4 to 5. Movement rates through gorse bushes of being: 
of size S to L are slowed to one-quarter normal; larger and 
smaller beings are unhampered. If threatened, gorse will 
retreat deeper into their bushes, luring attackers through the 
most thickly thorned regions and possibly over logs, pits, ar 
other hard-to-see natural obstacles. 

Ecology: Although they must he wary of bigger folk-and 
almost all creatures are big to them-orse can be persuade( 
to deal with woodland dwellers (dryads, satyrs, centaurs, et 
humans, and demihumans who bring them gifts of fresh fru 
bread, honey, or milk. They become protective of any who d 
them favors, such as druids who defeat menacing beasts or 
elves who stop forest fires. Often a gorse tribe will send a fe 
members to accompany its larxer allies for the duration of tl 
latter’s stay near their lair. 

Some gorse tribes have magical potions in their lain 
Because of their small size, one potion can affect 20 go 
Thus, it is not uncommon to find a large group of these faeries 
who can polymorph themselves, resistfire, or turn rainbow hues 
at will for short periods of time. Potions that affect others, 
such as various control potions, work only if all the gorse w’ 
drank part of it concenhate on the potion effect at once. 
Consequently, these potions often lie undisturbed in their 
hoards and will often he traded for morr useful ones or use( 
as bribes or rewards for bigger 



CLIMATEITERRAIN: Hot or volcanil regions 
FREQUENCY: 
ORGA\17ATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE 
ALIGNMENT: Neutral evil 1 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO 
NO. OF ATTACKS 
DAMAGWATTACK By weapon 
SPECIAL ATTACKS: Breathe fire 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Nil 
SIZE M ~ 4 '  tall) I 

. . .  

MORALE: 
XP VALUE: 

Steady (11-12) 
175 
Elite: 27 
Priest: 65 
Overlord: 42 

Combat: Firenewt warriors (the most co 
typically armored in chain mail and ca 

captives and roasting them alive. Intertribal relations ten 
toward genocidal warfare. Warriors earn great honor by 
destroying the hatching ground of an enemy tribe. 

Firenewts are carnivorous. They eat anything they can hunt 
down, even indulging in cannibalism when disposing of cap- 
tives and eggs from rival firenewt tribes. They find humanoids 
a delicacy. 

The lair is ruled by a firenewt overlord (4+4 HD, AC 3).and 
his retinue of four elite warriors. The overlord controls the 
firenewts' treasure. Wealth gathered from vanquished foes is 
brought back to the lair and added to the communal hoard. 
Individuals are rewarded with a few silver or gold coins, 
though they have little use for them. 

A firenewt lair contains, in addition to the males, females 
equal to 70% of the number of males, young (at 150%), and 
eggs (at 200%). The eggs are hidden in a secret, well-guarded 
hatching ground. The hatching ground is under the control of 
the priests and guarded by ld3 young fire lizards (see the 
Lizard entry in the MONSTROUS MANUAL Tome). 

Firenewt females lav two to six eees twice each vear. M :  

membe& Lf a hunting or war party. They elight in torturing erful of evil beings. ' 

46 



CLIMATEITERRAIN: 
FREUUCSCY 
ORGANIZATION: 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE: 
TREASURE 
ALIGNMENT: 

NO. APPEARING 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS: 
DAM AGEIATTACK 
SPECIAL ATI'ACKS: 
SPECIAL DL'ENSCS: 

MAGIC RESISTANCE: 
SIZE 
MORALE 
XP VALUE 

Lesser Tshala 
Any hut cold 
Rare Very rare 
Flock/soltary Solitary 

See below 
Average (8-10) Gemus (17-18) 
Nil Gems only (25%) 
Chaotic neutral Chaohc neutral 

Any hut cold 

An? 
See below 

Any 

1 4  
6 
F1 15 (B) 
4 + 4  
15 
2 
ld6Ild6 
Heat 
Nil 

1-2 
2 
FI 21 (B) 
9 + 9  
11 
4 
ld12x 4 
Heat, magic use 
+1 or better 
magical weapon 
to hit 

S (4' long) 
40% 90% 
S (2' long) 
Steady (12) Champion (15) 
1,400 6,000 

The nature of this creature has made it a being of awe and leg- 
end in the Realms. The firetail appears as a frolicsome fey 
creature of living flame that loops and darts dazzlingly in the 
air, bewitching those who gaze upon it. Although it is reputed 
to employ magic, unly the greater firetail, 01 tshala, actually 
casts spells. The two species are outwardly identical. 
Adventurers who have encountered both types may be able to 
recognize the tshala by its superior flight capabilities. 

Combat: Firetails tend to take sides in conflicts, and may 
wreak havoc or do much good. They hate salamanders and 
attack them on sight. Firetails and fire elementals tend to 
ignore each other, for neither race has done anything to 
deserve the enmity of the other. 

spellcasters of the 14th level plane skqt, remooe curse, heal, fee- 
blemind, maze,fire trap (each once per day), andfireball (once 
per turn). When spell casting, they can take no other action, 
for their entire being is focused upon the spell effects. 

Firetails take no damage from heat- and fire-based attacks, 
but suffer additional damage from water- and cold-based 
attacks at the rate of +3 per die. Sudden strong winds such as 
the magical gust of wind can disturb their fiery bodies and pre- 
vent them from spellcasting. Firetails communicate by chang- 
ing their blaze from fiery orange to blue-white, and varying 
the intensity, hue, temperature, and pattern of coloration. 
Their flames cause ld6 or ld12 points of damage upon con- 
tact. deoendine uuon their tvoe. and also iznite flammable 

Tshala can use the following spells, cast as though they were 

Firetail 

s k f f  themselves and 1 4  lesser firetails in a group, once per day 
Such groups are short-lived, for firetails are creatures of whim 
and independence. Unfortunately for the lesser firetails, they 
are often strauded wherever the tshala abandons them. 

Usually solitary, firetails prefer the company of their own 
kind to that of other creatures. Occasionally they may take a 
companion, which may be almost any sort of creature. Fireta 
have accompanied others of their own kind, pegasi, sylphs, 
elves, and even humans. Although they never forget friends, 
firetails may suddenly ignore a familiar being, depart for a 
time, and return without good reason. They never allow a 
friend to be harmed if they are present. Likewise, they never 
forget an enemy, and if they encounter one, do all in their 
power to ensure that their rival goes down in flames. Becaus 
of their independence and flighty nature, most other creaturr 
cannot depend on a firetail in times of need. 

Ecology: Although no one knows when or how t ~ c  I I I ~ L  ULSL 

appeared, their lifestyle and method of reproduction have 
since been well-documented by sages and researchers. 

Very few firetails actually begin their existence as tshala. 
Only 1 in 10 start out as greater firetails, although through ai 
and experience a lesser firetail may be promoted to the rank 
tshala. If a lesser firetail reaches the age of 200 years, it 
secludes itself from all others and seeks out a source of inten 

I &  " I  ,l 

materials such as parchment and cloth. flame and heat, such as a lava pool or dormant volcano. O n c  
there, it absorbs tremendous quantities of heat, often drainin Once ever" thee  rounds a tshala may blaze intensely for a 

few seconds'so that one of its attacks in that round causes an 
additional ld12 points of damage. Its great heat damages 
everything within 5 feet that fails a saving throw vs. spell. A 
tshala that repeats this action five times in a day must sacrifice 
one of its spells for the day 

HabitaVSnciety: The firetail originated on the Elemental Plane 
of Fire, where it is uncommon (tshala are rare), but some have 
been transported elsewhere by diverse means, and some have 

' ?led to other planes of their own whim, for tshala may plane 1' 

the nearby area entirely This continues for a week, at which ' 
point the firetail emerges from the fire as a tshala, with full 
command of its abilities. 

At some point soon after a firetail reaches ancient age 
(around 400 years), it begins accumulating large piles of flan. 
mable material for its cave. When it has gathered enough to 
make 14 piles bum for several hours, the firetail bursts, set- 
ting each heap afire with intense flame. After an hour has 
passed, each mound generates one firetail, with a 10% chanc 
of it being a tshala. 



Formian 

CLIMATEITERRAIN: 
FREQUENCY: 
ORGANIZKIION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE 
ALIGNMENT: 

Worker 
Arcadia 
Rare 1 
Hive 

Omnivor 
Any 

Warrior 
Arcadia 
Very rare 
Hive 

Carnivore 
Any 

Low (6) Average (10) 
Nil 1 Nil 
Lawful n utral Lawful neutral 

Mynnarch 
Arcadia 
Very rare 
Hive 
Anv 
&VOre 
Exceptional (16) 
Nil 
Lawful neutral 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS 
DA\lAG€!Al TACK. 
SPECIAL ATTACKS: 
s r r c i A i  nrFrwFs: 
MAGIC RESISTANCE 
SIZE 
MORALE: 
XI' VALUE: 

1OtL400 
3 
18 
1 + 1  
19 
1 
1d4 
Nil 

2140 

17 
4 
ld6/1d6/ld4/2d4 
Poison 
Nil 
Nil 
M (5' tall) S (4' tall) 

Fearless ( 9) Fanatic (17) 
35 '' I 420 

Formians, also called centaur ants, 
their name indicates, they appear 
ants, but their sentience is that of 
opposed to insects. Like true ants 

with humans, though their version o 
like eerie chittering. They communica 
their own speech, which is incompreh 
beings. 

and save vs. poison or suffer -2 to 
Myrmarches attack with their man 

5-8 

2d-I 3dl2 
Poison 
Nil 
Nil 
L (7' tall) 
Champion (15) 
2,000 

Queen 
Arcadia 
Very rare 
Hive 

Omnivore 
Any 

1 
9 '. 
Nil 
Nil 
Nil 
Nil 
20 mynnarchc 
20% 
L (lo' tall) 
Fearless (20) 
5,WO 

sting. The poison causes 3d12 points of damage and 
lyzes for ld4 turns (a successful saving throw vs. po' 
results in half damage and avoids paralyzation). A qu 
cannot attack. 

HabitaVSociety: Unlike true ants, formians do not have a 
hive mind. Though they can receive messages from the hive 
queen-and can even be commanded and directly controlled 
by her-they are capable of acting independently if need be. 
However, formians of a lower level automatically respond to 
the direct commands of a superior. Thus, a worker responds 
to a warrior, a myrmarch, and the queen, while a myrmarch 
can be commanded only by the queen. 

A formian queen is protected at all times by 20 myrmarch- 
es, who will gladly sacrifice themselves for her, since she can- 
not move on her o m .  Her intelligence is at the supragenius 
level, and she can control an entire hive at any time if she 
needs to. However, most queens allow their subjects some 
measure of free will. 

Formians are born into their station, and that station 
never changes. There's never been a revolution i 
annals of formian history. It seems the formians 
conception of aspiring to higher stations. They s 
the way they are. 

Ecology: Some of the most magnificent cities on Arca 
the constructions of the centaur ants. Many of these me ropo- 
lises can house more than 10,000 formians. Though they look 
like human cities, with structures and walls above ground, 
they extend far underground for many miles. The architec- 
ture below is truly extraordinary 

Formians have always inhabited Arcadia, and sages 
they always will. Though formians found on the Prim 
Material Plane make war on each other, Arcadian formians of 
different hives have learned to live together pea 



Archer Spouter Stone Lion Grandfather Plaque 
CLIMATElTERRAIN: Building or ruin Building or ruin Building or ruin Building or ruin 
FREQUENCY: Very rare Very rare Very rare Very rare 
ORGANIZATION Solitary Solitary Solitary Solitary 
ACTIVITY CYCLE: 
DIET: 

Low (5-7) Low (5-7) Average ( M 0 )  
TREASURE: Nil Nil Nil Nil 
ALIGNMENT: Chaotic evil Neutral evil Neutral good Lawful neutral 

h Y  Any Day Day 
Nil Nil Nil Nil 

INTELLIGENCE: Low (5-7) 

1 1 (rarely more) 1 1 

9 12 21 0 
6 6 2 6 

4 + 5  5 + 7  

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO 
NO. OF ATTACKS: 
UAbIAGrJATlACK: 
SPECIAL ATTACKS: 
SPECIAL DEFEUSES: 

MAGIC RESISTANCE 
SIZE: 
MORALE: 
XI’ VALUE 

Archer 
The archer gargoyle is a 
malicious creation that 
looks like a cheerful 
cherub or, more rarely, a 
ferocious amazon. Its 
only sizable weapon or 
means of attack is a stub- 
by bow and quiver of 
arrows, apparently 
carved as part of the stat- 
ne. The archer typically 
stands in a fountain or on 
a ledge high up the wall, 
or serves as a garden 
ornament, moving to 
attack only when an 
intruder enters its territo- 

1 2 3 Nil 
ldl0 ld4+1/1d4+l 1d8/1d8/ldl0 Nil 
Nil Acid Scare Mazic missile, shout, weakness 

+1 or better magical weapon to hit 
camouflage 
Nil Nil Nil Nil ... 
S (4’ tall) s (3’ tall) M(7’ long) s (1’-2’ tall) 
Elite (13-14) Elite (13-14) Champion (15-16) Fanahc (17-18) 
975 1,400 3,000 

ry It can remain motionless for as long as it desires, 

Combat: The archer can conceal itself against stone so that it is 
only 20% likely to be spotted under normal conditions. True to 
its name, the archer gargoyle uses its bow and arrows as its 
primary weapon. The bow is not a true bow, and the arrows 
are stone, but they allow the archer to make an arrowlike mag- 
ical attack that hits with a THACO of 17 and inflicts ldl0 
points of damage. The ”arrow” has a range of 120 yards. Even 
when engaged in melee, the archer uses the bow at point 
blank range. The archer can be struck only by weapons of +1 
or better enchantment. 

HabitatlSociety: These evil creatures love to shoot at passershy, 
even those who pose no threat, and are thus rarely found 
guarding the domiciles of good-aligned persons. When found in 
the wild, the archer is on an  unending hunt, slaying every living 
thing it meets. More than one village has been routed by one of 
these gargoyles, which delights in mayhem and bloodshed. The 
archer is a loner and avoids contact with all others of its kind. 

Ecology: The archer need not eat, drink, or sleep. Unlike ot 
types of gargoyles, the archer has a profound destructive 
impact on its surroundings, because of its tendency to kill 
every creature and person in its territory, leaving the carcas 
to rot. Special hunting parties are often immediately organized 
to eliminate the menace of a roving archer when one moves 
into the area. 

Spouter 
f i e  spouter gargoyle 
generally looks like an 
ugly imp. It is often 
found perched above a 
door or serving as a rain- 
gutter outlet 0: a roof. Its 
mouth always gapes 
hideously Its forearms 
sport two rows of sharp 
spikes; on its back are 
two undersized wings, 
far too small to provide ~ 

flight. When motionless, , 
it is indistinguishable 
from normal stonework. 4 
However, plant life and 1 
structures in the area will 
often be pitted and scarred, as if by acid. 

Combat: Anyone who enters the spouter’s territory without 
uttering a password or making the appropriate gesture will 
attacked, usually from above, by the spouter’s acid spittle. The 
spittle can be used once every four rounds and has a range of 
just 5 feet (unless the attack is from above-the spouter can hit 
anyone directly below, no matter how far down). The acid 
inflicts 2d20 points of damage, with a successful saving throw 
vs. breath weapon indicating half damage. If the spouter’s 
opponents escape or prove resistant to the acid, the gargoyle 
can float down using its tiny undersized wings to break its 
fall. On the ground, the spouter can attack using its arm- 
spikes, which cause ld4+1 points of damage per attack. 

1 



Gargoyle 
The spouter has a nasty sbeak and 

sionally found, usually there will b 
group of ld4+2 spouters will find 
mutual defense of their territory. 
between group members, so they will no chieftain or 

Stone Lion 
The stone lion is a solemn 
mardian. often found in " 
pairs, and generally sew- 
ing good-aligned priests 
and wizards. The lion has 
an excellent memory for 
faces and scents and can- 
not be fooled by disguis- 
es. The lion is usually set 
up near the main door of 
the house, but is occa- 
sionally placed on a 
ledge overhead-the 

i 

A 

1 

stone lion can jump 
down 20 feet without 
harm. 

Combat: The stone lion is 

statue of a lion carved from stone. 

more public lines. Most comm 
temples or of public buildings 
night, sitting motionless durin 

e defenders of 

Ecology: The stone lion is a magical guardian that has little or 
no impact on its environment. It need not eat, drink, or sleep. 
When not accompanying its master or patrolling the area. the 
lion is content to sit motionless, defending its territory. 

Grandfather Plaque 
The grandfather plaque is 
an immobile guardian 
that serves to secure a 
particular door. The 
plaque resembles a bas 
relief of a male human 
face with strong, digni- 
fied features. The gar- 
goyle is placed on the 
stone lintel of a door. and 

1 
can secure them with a 
wizard lock (as if cast by a 
6th-level wizard), and can 
open and close them at 
will. 

intellizeuce to screen euests. and it is eifted with teleoathv so 

- -  
The plaque has enough 

I ,  

that iccan converse G t h  its'master (&d only its master-the 
grandfather plaque can communicate telepathically with only 
one person, designated at the time of its creation). It can speak 
to others normally. 

Combat: If attacked, the plaque can defend itself with three 
magical powers. First, each eye can discharge one magic missile 
per round. Second, the grandfather plaque can shout, as the 
4th-level wizard spell, once per turn. Third, anyone who 
touches either the plaque or the guarded door without permis- 
sion must make a saving throw vs. spell or be weakened as if 
by a ray of enfeeblement, the 2nd-level wizard spell. 

Grandfather plaques can be hit only by weapons of +1 or 
better enchantment. 

HabitatlSociety: The grandfather plaque is totally devoted to 
guarding its door, and loyally serves whoever lives withjn. Its 
focus is usually narrow; unless a response is needed, a grand- 
father plaque seldom initiates any action. When found on an 
abandoned building, the plaque will try to get people to either 
remove it from the building or rebuild the ruin-its existence 
is meaningless without people to guard. 

If there is more than one grandfather plaque on a building, 
they guard separate doors, they are never found together. 

Ecology: The grandfather plaque need not eat, sleep, or drink. 
It has no impact on its surroundings, except when it slays a n  
intruder and the bones and treasure become scattered about. 
An "unattached plaque will freely give adventurers any trea- 
sure it has accumulated, as long as they promise to restore the 
gargoyle to its true purpose. 



iant, Cerilian 

CLIMATEITERRAIN 
FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE 
TREASURL 
ALIGYMENT: 

Forest Ice 
Any forest Northern Cerilia 
Very rare Rare 
Solitam Familv 
Day 
Herbivore Carnivore 
Average (8-10) High (13-14) 
Nil E 
Neutral rood Lawful evil 

~ 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS 
DAMAGE/ATTACK 
s r E c i , u  ATTACKS: 
SPFCIAL DEFENSES: 

" 

1 1 4  
2 1 
9 12 
16c6 hp 15+7 hp 
5 5 
1 1 
2d8+8 ld12 or 2d10+9 
Entangle Cold magic 
None Immune to cold 

Ice Giant 
The cold wastes of the northern mountains and glaciers are 
home to Cerilia's ice giants, a race of cruel and spiteful crea- 
tures. Ice giants can't exist outside of areas covered with snc 
and ice; during the summer, they're forced to withdraw to the 
safety of the pack ice and remain there. However, this does not 
prevent them from dreaming of expanding their frozen 
domains. 

Ice giants resemble frost giants in most ways, hut they're 
sheathed in rime and jagged ice shards. Mere contact with an  
ice giant's frozen body requires a saving throw vs. spell or the 
individual receives ld4 points of cold-based damage and suf- 
fers a numbing loss of 1 Strength point for one hour. Ice giants 
hurl gigantic iceballs that inflict 2d10 points of damage upon 
the creature struck, shatterinx on imuact for an additional 

creatures who guard the forest against evil in&rsi& and 
destructive logging OK clearing. A forest giant is a huge, 
gnarled humanoid with rough woodlike skin, a great mass of 
dark leafy hair, a long beard, and long, rootlike fingers and 
toes. ?hey often send down roots and sleep for years at a time. 

In combat, forest giants strike with a single blow of a 
mighty fist. They can speak with plants and speak with animals at 
will. Once per day, they can call woodland beings and also cast 
hold plant, hold monster, and wall of thorns. Once per turn they 
can cast entangle. Forest giants are vulnerable to fire and suffer 
1 exka point of damage per die rolled. 

Forest giants often aid adventurers who serve the cause of 
nature. They're slow to anger, but they have no mercy fc 
those who defile the woodlands. 

iody. 
Ice giants can cast fog cloud once per hlm. Once per day tt 

can cast wall of ice, ice storm, or cone of cold. In addition, an ic 
giant can conjure elemental once per day; the elemental is 
always a water elemental (in an icy form), obeys the giant, a 
never turns on him. 

Ice giants await the onset of winter to leave their frozen 
fortresses and raid the Vos, Rjurik, and Brechtur lands in 
northern Cenlia. In especially cold winters, they have been 

Silent Watch. 



Goblin, Ceril 

CLIMATFYTERRAIN Anv I 
FREQUENCY: Co-on 
ORGANIZATION Clan or tribe 
ACTIVITY CYCLE 
DIET: Carnivore 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

NO. APPEARING 
ARMOR CLASS 

Elite: 5 (10) 
Huge: 3 (10 

MOVEMENT: 6 
HIT DICE Common: 1-1 

Elite: 1+1 
Huge: 3cl 

W A C 0  Common: 20 
Elite: 19 
Huge: 17 

NO. OF ATTACKS 1 
DAMAGFJATTACK: By weapon ( + I  huge) 
SPECIAL ATTACKS Kil 

Common: S (4' tall) 
Elite: M (6' t 11) 
Huze: L (7' t I 11) 

SPECIAL DEPENSES: Nil 
MAGIC RESISTANCE Nil 
SIZE 

MORALE: 
XP VALUE 

species, despite large variations in size, s rength, and 

desnibed in the MONSTROUS MANUAL Tome, they make 

appearance: 

up about 50% of the goblin tribes; 

and account for about 30% of the 
population; 

Huge goblins are 
equivalent to bug- 
bears, and make up 
about 20% of the 
tribes. 

Common goblins are generally equal to e goblins 

Elite goblins are roughly equal to hobg blins, r 
Regardless of size, 

all goblins are identified 
by their squat, bandy- 
legged builds. flat faces, "" 
pointed ears, and 
wide mouths filled 
with sharp teeth. 
Their skin color ranges 
from grayish-green to 
dull brown, and their 
eyes tend to glow 
with a reddish, 
evil light when 
they're agitated. 

L 

.\I1 gtrblins speak onr, language, although jignifiiant \, .wick-  
hulls in dldlccr n lv  l r ~ i n i  i lan to clan. 
Combat: Cerilian goblins aren'r hindcrcd bv winlight, 
althdugh they p i e r  overca3t days. They h a w  uiiravision t(i 
a range of hn feel. Common goblins usuallv uedr Iearhcr 
drmor and carry shields, but will use hra\wr aide or chain 
m.ul when the) ,-an gt>t it. I:lite goblitis and wolfriders wvar 
scale mail, and huge goblins often wear banded or splinr 
mail. , \ I1  goblins favor spurs, polearm,. morning stars. axes, 
maces, and jhorr swords. M0.t common goblins prefer to 
tight d, skirmishers, slinger5, or archers. 

HabitaUSociety: Goblins live in cldn stcadingi with a tlwen 
or inwe extrnded imiilies (hd6 x l ( l  individualsj sharmg a 
vnall hill fort. Goblin socir.ty rcpresws females, who are 
r \pe~r rd  to Like cdw .)f most domestic tasks; tlu5 include.; 
supervising s l a v e  2nd captives. GoIditi~ trddr s l a v ~ . ~  
between c1.n~ often. and freauentlv mount raid5 in hearch of 

1 ,  

more captives. 

be classed NPCs, as shown. 
Goblm leaders make up about 5% of the population and can 

Fighter Priest Magician Thief 
Common 1st4th l s t4 th  l s t4 th  1st-10th 
Elite l s t4 th  l s t4 th  1st4th 1st-sth 
Huge 3rd-lOth l s t4 th  1st-3rd - 

These leaders will have abilities and magical items appro- 
priate to their class and level. About 90% of classed goblins 
are fighters, priests, and thieves; magicians are extremely 
rare. 

Goblins domesticate wolves, and most goblin steadings 
are guarded by 2d4 wolves per 50 goblins. About 25% of 
such wolves are dire wolves; common goblins can ride these 
creatures. 

Ecology: Goblins rarely engage in finning, but they common- 
ly tend livestock. Leather, dried beef, and mining products a n  

their chief exports. Goblin states tend to be warlike 
and aggressive, raiding nearby lands, hiring out as 
mercenaries, or demanding heavy tolls from passing 

merchants. 
The Five Peaks, Thurazor, 

Markazor, Urga-Zai, and Kal 
Kahhar are all held by 

S 

S 

many goblins for the 
humans to seriously 

consider clearing 
! themout. 

i 



Golem, Magic 
CLIMATWTERRAIN 
F R E 0 U E N C Y: 
ORGANIZATION: 
ACTIVI’IY CYCLE: 
DIET: ~ ~~~ 

INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

h Y  
Very rare (3 known) 
Solitary 
AnV 
Mlgic 

Nil 
Low (57) 

Neutral 

SO. APPEARING: 
ARMOR CLASS 
MOVLMENT: 
HIT DICE 
THACO: 
KO. OF ATTACKS 
VAMAGFJATTACK 
SPECIAL ATTACKS 
SL’ECIAL DEFENSES 
MACK RESISTANCE 
SIZE: 
MORAI F: 
XP VALUE: 

1 
-2 
18 
8 (64 hit points) 
13 
1 
3d10 I 
Absorbs magic, magical flare 
Immune to most magic 
100% 
L (9‘ tall) 
Fearless (20) 
8,000 

A magic golem appears as a humanoid creatllre composed of 
iridescent yellow energy--pure magic. It is the unholy union 
of a human being and an area of wild magic. After the Time of 
Troubles, Zhentarim wizards began to catalog all of the areas 
of wild magic in an effort to study this phenomenon more 
closely. During an expedition to a remote wild magic area in 
the Hordelands, an unfortunate sequence of spells cast by one 
Zhentarim wizard turned another into a being of pure magic- 
a combination of the mage and untamed magical forces. 

Combat: Magic golems absorb all magical energy within a 20- 
foot radius. Spells are instantly absorbed as they are cast. 
Running spells are terminated and absorbed at the end of one 
round, with the two exceptions noted below. Magical items lose 
one level of enchantment per mund (a long sword +2 changes to a 
long sword +U, and charged magcal items lose ld6 charges per 
round. Magical weapons do no damage to the creature, but nor- 
mal weapons and those drained of all magic can hurt the golem. 

The magic golem attacks its victims with blasts of pure mag- 
ical energy causing 3d10 points of damage. These magical 
blasts have a range of 75 yards. The blasts ignore all magical 
adjustments to Armor Class (that is, Armor Class for a blast 
target is calculated only by armor type and Dexterity bonus). 
However, these blasts do not penetrate a n  anti-magic shell or a 
prismatic sphere until such spells are absorbed by the creature. 
It takes six rounds for a magic golem to dissipate an anti-magic 
shell, and seven rounds for it to disable a prismatic sphere. 

Dispel magic has no effect on the creature, as the spell is 
instantly absorbed as it is cast. However, a limited wish will 
negate the creature’s ability to absorb magic for one round per 
level of the caster, and a wish will do so for an hour. During this 
time the creature has no immunity to magic and magical effects. 

Once per day a magic golem must release aflare of magical 
energy that is a result of its link to wild magic. This flare can 
be used as a conscious attack in addition to the golem’s nor- 
mal attack in a round. Roll ldlO for the form the flare takes 
and consult the table below. All spell-like effects are at 16th 
level unless otherwise noted. 

HabitaffSociety: A magic golem is very stupid and easily con- 
trolled through force of will by any mage or wizard of 12th level 
or greater. If there is no mage of the required power to control 
the golem, the creature wanders aimlessly in search of a source 

. ,  

of magic to absorb. If a magic golem happms to stumble upon 
another zone of wild magic, the mature remains in the area and 
slowly absorbs all of its wild magic effects. The wild magic zone 
is totally absorbed, a process taking anywhere from an hour to a 
month, depending on its size. When a magic golem absorbs a 
wild magic zone, the maturr’s Hit Dice and hit points are 
increased by 50%; the size of the area absorbed has no bearin 
on this increase. After this absorption process, the golem is 
uncontrollable, lashing out at all who possess or wield magic for 
at least a week before it can be again controlled by a wizard. 

Wild Magic Flare Result 
ld10 Result Id10 Result 
1 As per a wand ofwonder 6 Wall @’ire encircles golem 
2 Magical blast (see above) 7 Color spray in a 3M)” radius 
3 4d6 lightning bolt 8 Fireball centered on golem 
4 Double-strength light spell 9 Time stop 1 
5 Dispel magic 100’ radius 10 Earthquake 

Ecology: The creatures need no sleep or sustenance, and as 
long as there is magic in the world they can continue to e ’ 

It has been theorized that a dead magic zone, another pro 
of the Time of Troubles, would instantly destroy a magic 
golem-that the dead magic area and the golem would e 
nate each other, leaving a zone of normal magic function. 
Since magic golems are so rare to begin with, the Zhenta ’ 
have been unwilling to test this theory. 

The magic golem was discovered, quite by accident, by t 
Zhentarim. A magic golem is formed when a mage of at le 
12th level casts defect magic, Ray’s mnemonic enhancer, and 
magic shell in that order on himself or herself while stand 
an area of wild magic. The spells themselves must escape 
ill effects of the wild magic area and go off as normal. The 
caster then gains the ability to transform ano 
in the wild magic area into a magic golem. The victim receives 
no saving throw, although magic resistance applies. The new 
magic golem is under its creator’s control, and the wild magic 
area is then dispelled (or, rather, it is absorbed into the gole 
during its creation). 

area are slim-less than 1%, given the effects of wild magic. 
Only three of these creatures are known to exist. All of them 
are under the control of the Zhentarim. 

The chances of a magic golem forming within a wild ma& 



Golem, Shaboath 
CLIMATEITERRAIN: 
FREQUENCY 
ORGANIZATION: 

Aquatic 
Very rare 
Solitary 

ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE 
ALIGNMENT: 

Any 
Nil 
Non (0) 
Nil 
Neutral 

NO. APPEARING: 1 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO 
NO. OF ATTACKS 
DAM AGEJATTACK: 
SPECIAL ATTACKS 
SPECIAL DEFENSES 

3 
6, Sw 12 
11 (50 hp) 
9 
1 
2d10 
Engulfing, wall of ice 
Immune to paralysis, poison, acid, 
cold, gas, caused wounds; Strength 
or energy drain; sleep, charm, and 
hold spells; and water-based crea- 
tures, spells, and effects 

MAGIC RESISTANCE Nil 
SIZE: L (10' long/wide) 
MORALE Fearless (20) 
XP VALUE 

Shaboath golems are a unique creation by t 
Aboleth of the city of Shaboath. They are polymorphous 
watery creatures, not unlike water elementals in appearance 
(and are 90% likely to be mistaken for one). They are artificial 
watery constructs animated by a water elemental spirit, 
remaining under the control of the Grand Savant or another 
savant aboleth. 

Combat: Shaboath golems are always encountered in water or 
on land within 60 feet of a pool or more sizeable body of 
water. They attack for 2d10 points of damage with a wavelike 
pseudopod protrusion from their amorphous hulk. The golem 
engulfs its target if it rolls either a natural 20 or at least +4 
above the minimum required on the attack roll. An engulfed 
victim automatically suffers 2d10 points of drowning damage 
per round, minus 1 point of damage per point of Constitution 
above 12 (minimum damage 2 hp). A target protected by an 
operative water breathing spell or a necklace of adaptation will 
not suffer this damage, but an airy water spell provides no pro- 
tection unless the golem fails its saving throw vs. spell (in 
which case the entrapped character can breathe normally, 
although the spell does not harm the golem). Engulfed crea- 
tures are subject to attack from the golem in melee, though it 
usually directs such attacks at other targets. A shaboath golem 
can engulf up to thirty tiny creatures (size T), ten small crea- 
tures (size S), four medium creatures (size M), or one large tar- 
get (size L). Once per turn, a shaboath golem can create a wall 
of ice; it usually creates a horizontal wall in the air, dropping it 
on enemies not in water for 3d10 points of damage to each. 

Shaboath golems are immune to all Elemental Water effects 
and cold-based spells, to paralyzation, poisons of all kinds, 
acid, caused wounds, Strength and energy drains, and gaseous 
attacks. They cannot be polymorphed since they are themselves 
almost formless. Like all golems, they are immune to any form 
of mind-affecting or mind-controlling spells. They do have 
some weaknesses, making all saving throws against firebased 
attacks at a -2 penalty. A transmute water to dust spell will 
destroy a shaboath golem utterly if it fails a saving throw vs. 
spell; if it succeeds, the golem loses 3d6 hit points or half its 

6rooo I 

I 54 

current hit point total, whicnrvrr is the greater number. The 
golem is also immune to any and all attacks from creatures 
from the Elemental Plane of Water. 

ner, and in this respect it is similar to a greater (iron, stone) 
golem. 

Habitat!Socie$ The shaboath golemis an autom 
virtually no independent volition or ability to make intelligent 
choices of action for itself, save for self-defensively attacking 
creatures attacking it. It is wholly under the control of its mas- 
ter. However, the golem can be given orders to guard or pro- 
tect some area and to attack any creatures of certain types 
entering the area, provided such instructions are simple 
("attack any non-aboleth or "attack any non-aboleth or any 
non-illithid). Complex instructions, or conditional ones 
("attack any non-aboleth unless the creature is wearing a red 
robe and has gray hair"), will fail utterly It is also capable of 
making rational combat choices and usually employs its wall of 
ice attack before entering melee. 

Ecology: Golems neither eat nor sleep and play no part in the 
ecology of the world they occupy 

The shaboath golem is created by a unique process which 
involves use of the spells animate water (similar to the 7th-level 
priest spell animate rock, but the aboleth variant is a water- 
based wizard spell), conjure (water) elemental, elemental aura 
(water),' wall of ice, and wish. A bowl of commanding water ele- 
mentals must be used in the creation of a shaboath golem, and 
this item is consumed during the manufacture of the automa- 
ton. Creation time is believed to be some ld4+8 weeks, and 
the cost is some 60,000 gp. It is only possible for the Grand 
Savant Aboleth to create these unique water-based golems; 
other wizards only know the secrets of creation of golems 
crafted from Elemental Earth, making the production of this 
automaton a unique secret of the aboleth. 

A shaboath golem never becomes uncontrolled in any man- 

'This spell cam be found in the Tome $Magic. 



Hag, Bheur 
CLIMATDTEIIRAIN Cold region.; (Kashenien) 
FREQUENCY: Very rare 
ORGANIZATION soittary 
ACTIVITY CYCLE: Day or night 
DIET: Carnivore 
INTELLIGENCE Very (11-12) 
TREASURE Nil (D) 
ALIGNMENT: Chaotic evil 

NO. APPEARING 1 
ARMOR CLASS -3 
MOVEMENT: 12, fly 48 (A) 
HIT DICE 10 
THACO: 11 
NO. OF ATTACKS: 2 
DAMAGWATTACK 2d6/2d6 
SPECIAL ATTACKS Stqffoffast 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE 40% 
SIZE M 
MORALE: 
XP VALUE 

Fanatic (17) 
6,WO 

The bheur, or blue hag, of Rashemaar legend 
bringer of winter, capable of spreading dead 

one bheur or many, but in all 
wide area. Rashemaar tales are uncertain 

malevolent creature who serves the 
to bring winter. She is invariably defeated add driven off each 
spring. 

In most stories the bheur resembles a hidepus, wrinkled old 
crone with pale blue-white skin and snow-n#-,ite hair, 
wrapped in a tattered gray-blue shawl. She aarries a gnarled 
gray staff taller than she is, and her voice hobls of icy winds. 

Some stones tell of the bheur and orglash [ice spirits) work- 
ing in concert to mislead, attack, and devoud travelers. No one 
knows whether these tales of cooperation bepeen the blue 
hag and orglash are true; witnesses are unlikely to live to tell 
the tale. 

Other legends speak of epic battles betweqn high-ranking 
zychlurun (the Witches of Rashemen) and thy bheur, and of the 
early onset of spring as a result of victory by. the Witches. The 
Witches themselves believe that the bheur isia natural part of 
the land and selves a useful purpose, but thyy will fight the 
blue hag if she begins to act arbitrarily or c elly As the 
Witches say, winter is the best part of the yyr ,  but even winter 
pales in the month of Hammer. 

Combat: The bheur fight by laying their cold palms upon vic- 
tims, causing intense pain and 2d6 points of bamage from 
pure frost. Flame-based creatures take doubt  emage.  

manner as a wand offast save that it never 
The staff functions only for 
less. If a bheur's staff is lost 
Prime Material Plane for a year in order to dgain a new one. 

The bheur is entirely immune to all cold-bbsed attacks and 
suffers only half-damage from firebased att+ks, but she sus- 
tains double damage from acid and elechiciy. The bheur is 
thus ductant  to engage wizards who use sup spells in com- 
bat. 

A bheur carries her stuff offast, which fun tlons m the same 

HabitaUSociety: Some claim that the bheur themselves bring 
the cold, others that the cold draws the bheur. 

As the skies turn slate-gray and snow swirls down from the 
sky, driven on howling winds, the Rashemaar shut their doors 
tightly, make certain that they have laid in enough wood and 
food for the winter, and cower in the terrible weather. D 
this time the bhew is abroad, and most Rashemaar fear h 
greatly 

Like the dreaded uthraki shapechanging spirits, hheur 
fer to prey upon lone travelers, freezing them and devouring 
their frozen bodies. The bheur is also said to sneak into 
people's homes if the doors and windows are not proper 
sealed, where they snatch away young children or un 
ing residents. Such stories are probably cautionary tales 
against leaving windows and doors open, but they usual1 
the job keeping young Rashemaar in line for fear of the b 
hag. 

Ecology: No one has ever seen two blue hags together, leading 
to a widespread belief that there is only one bheur in all of 
Rashemen. After freezing victims, the bheur dines on the icy 
corpses, and it is said that anyone who sees a bheur devour its 
victim may be struck blind or driven mad. Characters who 
witness such an act must successfully save vs. death magicor 
be blinded (75%) or driven insane (25%). Insane characters flee 
(50%), attack anyone nearby, friend or foe (30%), or collapse in 
a catatonic heap, incapable of speech or movement (20%). ' p e  
madness lasb 2d6 days unless the victim receives a cure dishase 
or remoue curse spell. 



CLIMATEITERRAIN: The Nightmarr Lands 
FREQUENCY: Verv rare 

. 
TREASURE Nil 
ALIGNMENT: Chaotic evil 

NO. APPEARING: 13 
ARMOR CLASS 3 (7) 
MOVEMENT: FI 15 (C) 
HIT DICE: 2 
THACO 18 
NO. OF ATTACKS: 1 
D AMAGHATTACK: ld6 (bite) 
SPECIAL ATTACKS Bash 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 20% 
SIZE: T (1’ tall) 
MORALE 
XP VALUE 

Elite (13; 1 
270 

. ,  
~ ,’ Arcane heads are the severed heads of wanderers whose physi- 

.sal bodies die in the Nightmare Lands, specifically the Terrain 
Between. The heads are then magically aniniated by Mullonga, 
the aboriginal witch of the Nighhnare Courq. A flock of 13 arcane 
heads serve Mullonga, searching for physical wanderers travel- 
ing in the Nixhtmare Lands. 

Combat: Arcane heads always attack in a flock, flying around 
their victims and darting in to bite or bash. On the first round of 
combat, the heads dive at a victim, trying to employ their special 
bash attack. A bash attack requires a successful attack roll. It is 
actually a magical attack that inflicts no physical damage. 
Instead, the victim must make a saving throw vs. spell or 
stunned by the touch of the heads arcane aura for ld4+1 
rounds. Stunned characters suffer automatic bite damage 
round from any arcane heads that attack them. 

Each head bites for 1d6 points of damage. The speed a 
small size of each head accounts for its Armor Class. If he 
place (such as by a web spell), a head only has an AC 7. 

In addition to flight and the bash attack, the heads use their 
arcane powers to open a magical portal controlled by Mullonga. 
It takes at least five heads spiming in unison for 1d4+1 rounds 
to open the portal. Mullonga can step through the portal or usg 
it to transport wanderers into a dreamscape. 

HabitaVSociety: When not prowling the dark hours on Dehaf of 
their mistress, the flock of arcane heads rests in one of the ten- 
ments in Mullonga’s evershifting Ghettoes. Therr are never more 
than 13 heads in the flock. If anv are destroved. the witch makes 



Hound of Ill-Omen 
CLIMATEJTERRAIN Anv I 

ACTIVITY CYCLE h Y  
DIET: Unknown 
INTELLIGENCE: Non- (0) 
ALIGNMENT: Neutral 

ACTIVITY CYCLE h Y  
DIET: Unknown 
INTELLIGENCE: Non- 101 
ALIGNMENT: Neut;? 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS 
DAMAG WATTACK 
SPECIAL ATTACKS: 
SPECIAL DEFENSES 
MAGIC RESISTANCE 

1 
10 
48 
1 
20 
0 
Nil 
Nil 
Nil 
Nil 

SIZE M (5’ at shoulder) 
MORALE Fearless (20) 
XP VALUE 0 

The hound of ill-omen is one of the many beasts that the gods 
use to punish mortals who have offended them in some way 
Its appearance normally portends the death of the viewer, 
although there have been a few mortals who claimed to have 
survived such an encounter with their deity’s agent of doom. 

A hound of ill-omen never appears to punish a mortal for a 
minor transgression against a god. Its appearance indicates a 
major transgression on the part of the subject creature that 
needs to be addressed by the direct involvement of the deitv’s 
servants 

Combat: The hound is a fearless creature that does not attack 
its chosen individual directly. Instead, it simply appears with- 
in a ghostly haze before the individual and howls once. While 
all creatures w i t h  120 feet can hear the howling, only the 
intended individual can see the creahue without use of magic. 

All creatures who both view the hound and hear the howl 
are subject to its terrible effects. The howling causes the next 
ldlO wounds suffered by the creature to cause four times their 
normal damage. Until all ldlO wounds have been inflicted, no 
healing magic of any kind functions for the affected creature. 
A remove curse spell cast by a priest of at least 12th level within 
one turn of the hounds howling reduces the number of 
wounds to half the normal amount (1-5; round up). The 
quadruple damage remains unchanged, however. 

nature of the curse bestowed by the hound. Instead, they 
receive an empathic feeling of death and dread and are imme- 
diately made aware of the transgression against the deity. Until 
first struck in combat, a cursed creature most likely has no idea 
of how the god plans to exact its revenge for the transgression. 

Self-inflicted injuries (or injuries inflicted by others in an 
effort to circumvent the god‘s curse) do not reduce the number 
of wounds that must be suffered, though each still causes 
quadruple damage against the affected creature. only injuries 
sustained outside of the creature’s ability to control will fulfill 
the conditions of the curse. 

Once it has howled, the hound turns away from its victim 
and slowly pads off into the mists. only those who can see the 
hound can attack it; the hound of ill-omen is immune to all 
attacks directed against it by those who can’t see it. 

Slaying the hound is a simple task, but the penalties for 
killing the god’s messenger are equally severe. Those directly 

Those subjected to the howl don’t necessarily understand the 

mvolved who were not subject to the howl are suddenly 
affected as if  they were. When the hound of ill-omen des, the 
god who sent the hound knows who planned to attack it, so 
even if the first attack killed the hound. or one or more of the 
attacks niiss, d l l  who .rttt.rr.kc.rl or p1dnnr.d r o  are aifezred as i 
the) had .>ctually delivewd the killing hlaiw. 

lithe victim of the initial howling aka pxhcip.iIed m the 
attack, its ctfrcts ,xi liini are doubled m d  r o i i o i v a r r e  has n. 
effect m reducinrr its selrritv In addition. rhcrc 1s a 70’0 
chance that the god will senb another servant (such as a dev 
or aasimon) to deal with the transgressor. 

HabitaffSociety: A hound of ill-omen serves its respective 
deity on that power‘s home plane of existence. It has no o t h a  
responsibility than serving its power, and it is unique in tha 

hound of ill-omen is slam, it reforms on its deity’s home pl 
in ld4 days. 

Ecology: The hound of ill-omen feeds from the power of its 
patron deity, requiring no other nourishment in the fulfi 
of its duties. It has no natural enemies, nor do the minions 
other deities interfere in its travels or missions. 

at all, but a manifestation of the will of the deity. There is, 
unfortunately, small chance of putting the matter to a tea 

regard (no power has more than one hound of ill-omen). If ‘I 

Some sages believe that the hound is not an  actual creatur 



Human, Cerilian 

Anurien Brecht Khinasi Rjurik vas 
(Knight) (Tradesman) (Soldier) (Berserker (Mercena 

L, M 1-100 gp I Nil L, M 
FREQUENCY: Rare Common Common Uncommo c o r n  

NO. APPEARING: 1-20 2-12 10-100 10-100 10-100 

THACO: 19 or less 20 20 20 

TREASURE 
ALIGNMENT: Any lawful 

ARMOR CLASS: 2 or 4 8 8 to 4 8 to 6 
HIT DICE 2+ 1 4  hp 1 4  hp 2-7 hp 

MORALE Elite (14) Steady (11) Steady (10) Fearless (20) Stead] 
XP VALUE: Varies 15 15 15 15 

Any Any Neutral Lawful neutral 

Anuirean viewed as wastrels, 
These people are native to the southwest portion of Cerilia. 
The ancient Anuireans were a fair-skinned, red-haired people, 
but they have mixed with the other Cerilians over the cen- 
turies, so that blond, brunette, and black-haired Anuireans are 

whose works are pretty, 
but ultimately frivolous ' 
and lacking solid value. 
They are tolerated, but i 

at least as common as 
the original stock. 

Their culture is semi- 
feudal and based on a 
class of free farmers and 
craftsmen. Local rulers 
are usually titled nobles. 
The Anuireans respect 
nobility and look to their 
leaders to protect them 
from the barbarians and 
savages who surround 
the states of the old 
Anuirean Empire. 

mistrusted, though one 
Wizards are in general 

in the service of a noble 
__- is tolerated. Bards enjoy 

the role of herald and 
lore-keeper, and are welcomed and well-respected. A live11 
rural tradition includes robber barons and infamous outlaws. 

considered a bad examule 1 
for the young. ~l The Brechts believe in , 
free enterprise, and Brecht 
society revolves around 
wealth. The Brechts have a 
fierce love of independence and a tradition of self-reliance; they 
don't wait for their lords or rnlers to solve problems for them. 
Commerce and trade are expressions of this belief, and Brecht 
commonem owe their first loyalty to gulds and companies. 

The Brecht are conservative and pragmatic, preferring to 
bargain their way out of trouble if possible. While not entirely 
cold to the needs of others, they tend to weigh the costs and 
benefits of their actions; they are not given to heedless gen- 
erosity or wild gambling. They are comfortable with their owr 
lifestyle, and slow to adopt the ways of others. 

A typical Brecht field force has 10-20% bights, 40-50% pro. 
fessional infantry armed with pike or crossbow, and 2630% 
militia. The leaders and front ranks of pikemen are the most 
heavily armored, and Brecht foot soldiers are generally stead- 
ier than their Anuirean counterparts. Paladins are rare, but 
rangers are rarer. The strength of such a force is often in its 
masses of pikes, though lighter raiding forces might be landed 
by sea to harry the coastal towns and farmlands of a foe. 

Khinasi 
These people come from the region called Khinasi and speak a 
language called Basarii. They are tall and lankv, with aauiline 

infantry, Both paladins and rangers might be found in such a 
force, though not in particularly great numbers. 

Brecht 
These short, stocky, dark-haired people live in north-central 
Cerilia. Early in their history, they were under the rule of 
Anuirean governors. During this time, Brecht nobility declined 
drastically in power and importance. When the Empire fell 
and the Brechts gained independence, the guilds and mer- 
chants came into power. The current nobility is weak, and sev- 
eral states have declared themselves republics. Many Brechts 
are seafaring traders. 

Men wear loosrfitting breeches of light colored linen or 
silk, a broad sash of colorful fabric, and a tight-fitting high-col. 
lared shirt with half- or three-quarter length sleeves. Colorful 
vests are common and wealthy men wear lavishly decorated 
shoes. Women's dress is similar, but cover the legs to the ankle 
and arms to the wrist for decency It is considered improper 
for either gender to appear in public without a head covering, 
generally a cap, scarf, turban, or light veil. 

Unlike the other human cultures of Cerilia, the Khinasi 
have no fear of magic. The study of magic is considered the 
noblest of callings, but raising or communicating with the 
dead is strictly forbidden. 



Khinasi bards are not respected, being mo$tly poor wander- 
ers of dubious honesty. They lack the status bf Anuirean bards, 
and are commonly considered vagrants and ihieves. 
Professional storytellers, however, are highly: respected. 

ernments, though some operate succesfully %e c u l b  has a 
long tradition of hidden cults and guilds of =$assins, though 
most Khinasi view their activities with horror. 

Like the Brechts, Khinasi commoners are traders and mer- 
chants, but an individual's decorum, h+pital&, conduct, and 
ability to entertajn lavishly are far more important than wealth. 
Piety, politeness, and eloquence mark high br+eding and wis- 
dom, and Khinasi disputes are marvels of sug$estion. Khjnasi 
agpssively assimilate aspects of other cnltures they find use- 
ful, yet maintain a core lifestyle that is their o h .  

Many Khinasi surinkle evervdav sueech wkth brief oravers 

Thieves' guilds are vigorously m t e d  out b$ Khinasi city gov- 

for suCCess in r o u h e  
ventures, blessings on 
passing strangers, and 
invocations of divine 
favor for great enterpris- 
es. Swearing in a deity's 
name is a horribly crude 
and barbaric act. Slavery 
is unknown; a person of 
skill might rise without 
limit with hard work and 
a little luck. Khinasi 
rulers are skilled in 
diplomacy and subtl 

I 

I , A  I , ~ -  

The highest noble titles 
include emir, satrap, sul- 
tan, and khan. 

In war, the nobles fight 
as mailed cavalry mounted on medium horses, armed with 
lance, scimitar (or saber), and javelins. Khinasi professional 
warriors wear chain mail and carry scimitars, while Khinasi 
militia is generally unarmored. Typical militia weapons 
include spears, clubs, daggers, and composite bows. Seafarers 
and herders typically wear leather armor and might carry a 
cutlass or short sword. sline. or daeeer. 

UY 

A typiial Khinnsi heid f,& ha> U)O, medium cavalry %3P0 
light c ~ a l r y ,  and 4Ck50"" iplil h~twcen ipcar-,imieJ inilihi 
Irvie*. archery. and irregular light troops such a\ hillmtm or 
marines. I'aladins ,ire as common .IS in .kuirean armies, 
rmgers tend to be from hlk Lir dermi instead nt isrests 

Kjurik 
'Ihrhe tall, broad-shouldered people li! c in the fort,>li and 
1iigIildtil)s of northwesrcrn Cerilia. They have blmd or red 
hair and iair romplcxiiinr. hl tm and women most conimoiil? 
\war their hair u1 long braid\. 

'Ihe Klurik .In! \tubhorn indivi,lua,ists wlw ~Ion' t  ,near rcal- 
ty to anvdnr hut  their own kin; the family i i  the rno4 impor- 
t a i t  pdrt oi R p n k  life. The local ruler3 are jarlj, though druids 
hold the real powrr. 

T h  R p r i k  an' ,u,piriouj of ivi7ards Jnil out1.d pri"15 
and innv treat them roughly or subjrii tlieiii t u  crude pruik. I I  
pven cause. Ihrds arc called ckalds, and XL, the keept.rs of his- 
tory niid lore A b.ml ;an tmd 'I iudy  hearth in all but the 
nir 'anr4 (11 Rlurik hall\.  

hlost Hjririk fullor\. the god tirik, a druidica. pswer, and 
drui.k arc rrvereil rhrot.gliout l l j u r ik  socirh ab trd.ht.ri, Icad- 
rrs. and advisers. All I<jurik have a deep re.p.c? and I C I W  for 
Cerilia's wilds, and careiully avoid mer-hunting or clearing - 
virgin forest. 

Human, Cerilian 

under the overall chief- 

A hpical Kjukil, forth 
has 2 h 2 5 O .  elite narrinrs 

tam. 2 5 4 0 ° ,  rxperienccd 
wdrriura trained to fight 
in close order, 25-311.0 
inemlar w3rriorj with 
lighi weapons, and up to 
25% light archers. The 
war chief, war band lead- 
ers, and their immediate 
retinues have the best 
armor, usually chain 
mail, and the war axe is a 
favored weapon. There 
may be a scattermg of 
berserkers, but noiangers or paladms. 

vos 
The Vos are a barbaric race from the cold mountains and 
forests of northeastern Cerilia. They are a tall, thick-boned 
people with flat features, light eyes, and sallow skin. Male 
warriors are fond of shaving their heads and wearing long, 
drooping mustaches. Their dress is rough, often quilted, an 
heavy furs are wornagainst the bitter cold. 

The Vos have a rigid code of face and honor that deman 
blood for even unintentional insults. Their leaders are war- , 

chiefs known as tsnrmos who are advised by the priests of the 
grim Vos gods. Almost all Vos men are warriors and hunter- 
other professions are considered unmanly Vos women a 
custom greatly limited in their freedoms, although 'a 
women have succeeded as warriors or tsnreuns. 

Magic is the prerogative of the nobility-wizards are feared 
by the people. However, no noble would throw away a peas- 
ant skilled in magic who could be useful against his enemie- 

Vas live in lands bitterly contested by orogs and similar 
humanoids, and harsh conditions have bred a harsh people 
Their rulers are visionary priests of dark and bloody gods who 
encourage continual warfare against each other and the ene- 
mies surrounding them. Though the Vos don't believe in 
mercy, they understand compassion-while they hunt their 

enemiesrUthlessly, true 
friends are treasured; 

A typical Vos field 
force has 25% lizard 
riders (exceptionally 
mobile in snow), 50% 
close order foohnen, 
and the rest archers or 
irregular light infantry. 
Because paladins and. 
rangers are nearly 
unheard of and wiz- 
ards and priests are 
rare, Vos war leaders 
compensate by becom- 
ing masters of strata? 
gem and treachery. Two 
key strengths of the Wm 

are the stoic capacity to function in spite of.extmne priva- 
tion-lack of food, shelter, warmth, and equipment-and an 
extraordinary discipline and march endurance. It is not unmu- 
al for a Vos armv to outmarch a conventional force of cavalm., 
and more than one encamped Vos army has shpped away in 
the night without alerting viglant enemy scouts 



Hybsil 
CLIMATWTERRAIN Temperate fo st, plain, or hill 
FREQUENCY: Rare I 
ORGANIZATION Tribe 
ACTIVITY CYCLE: Dav 
DIET: 
INTELLIGENCE 
TREASURE 
ALIGNMENT: Lawful good 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF XTTACKS 
DAMAGEIATTACK 
SPECIAL ATTACKS: 
SPECIAL DEFENSES 

MAGIC RESISTANCE: 
SIZE: 
MORALE 
XP VALUE 

Guard 
Leader 4th 
Leader 5th 

1 4  (8-64) 
7 
15 
1 
19 
1 
By weapon 
Sleep arrows 
+4 to all saving throws, immune to 
poison, limitec thief abilities in for- 
est terrain, continual light, ventrilo- 
quism, pass wibiout trace 
Nil 
S (3' tall) 
Average (9-10: 
420 
975 Rangr 3,000 
1,400 Leader 6th 3,000 
2,000 Lead ?r 7th 4,000 

of their own kind. In the Realms, the 

throw vs. poison at -4 to avoi 
normal short bow range, and 
damage (ld6), in addition to 

snares when in a n  arboreous enviro 
day for one turn, a hybsil can break 
the rate of 21. 

. .  :', , . 

food or to preserve their isolation from other sentient species. 
Because of this tendency to roam, most'hybsil tribes live in or 
near large forests and grasslands. 

ing the tribe from external invaders. Female hybsils rear and 
educate the young, preserve tribal lore and traditions, rnain- 
tain an oral history of the tribal range, and care for the injured 
and the sick. Females can wield weapons as the males do 
when necessary, but in general do not do so on a day-to-day 
basis. Female hybsils are seldom encountered outside of their 
tribe's home camp or village unless searching for a stray 
young one or on a special quest. 

Every tribe of hybsils has a leader of 4th-7th level who is 
either a druid (60%) or a mage (40%). For every 30 or more 
hybsils in a tribe, there will be ld4 hybsils with 3 HD who are 
charged solely with guarding the tribe. A tribe of 50 or more 
hybsils will also have a mighty warrior who has 5 HD and the 
all skills of a 7th-level ranger. 

Ecology: Hybsils eat fruits, berries, roots, and small mammals 
that they hunt. They live for up to 50 years, and those with 
spellcasting abilities have been known to live well past 71 
years of age. 

Hybsil antlers are said to have magical powers, and ha 
fetched as much as 100 gold pieces from certain wizards, 
sages, and alchemists. Since hyhsils shed their antlers evc.l 
year, it is not necessary to injure hyhsils to obtain their horns. 
However, since hybsils do not like people trespassing on their 
territory, it is often difficult to gain permission to gather shed 
antlers, or to befriend a male hybsil and convince him to give 
one away. 

Male hybsil are in charge of hunting, gathering, and protect- 





Ibrandlin 
find the ibrandlin’s full weight on the 
damage of ld4 points each round. 
move slightly but incur’a penalty 
damage. A single ibrandlin can 

To escape a lurker’s pin, a 
and a successful Dexterity 
both required, even if the 

take crushing 

check allows the 

man-sized creatures. 

would-be escapee. 

Ibrandlin ordinarily eat cows, lame horses, and other 
livestock that priests procure, and seem immune to dis- 
eases, poisons, rot grubs, and other parasites. They can 
be fed meat that would otherwise be buried or burned. 
They have no real enemies, although wyvems and drag- 
ons have been known to attack them. Their eggs are 
worth 5,500 gp, hatchlings 8,000 g r b o t h  purchases 
carry the enmity of all priests of Ibrandul, who will try 
to seize them by all possible means. 

HabitatlSociety: These creatures are tr 
to revere and protect men and women 
w a r i n g  the v&tnients af IbraiiJul--d,irk 
purple robe+ or tunic, with four intrr- 

..,.A 
d 

1arkr.l iilvcr circles 
usually a tmiole. aeaiiist intruders. 

a n d  to guard a lair, 

Always usid as b a r d  lizards, 

Ibrandul place them. The lizards 
selves prefer subterranean lairs 

50% of the time. They can 
interiors of buildings and usually slee 

extremes of temoerature. and thev als 

dlin are found wherever priests of 

react instantly t: any sitbation wLen 
awakened. Hatchlings a 
from the birthing area b 

form family groups with all inhabit 
of a temple, working as a team t o g  
the common items and 

readily accept new masters. Ibrand 
trained to understand both one wo 
commands and gestures: “Attack!” 
”Eat” ”Don’t Eat” and ”Stand Guar 
don’t let this creature move) are by 
most common. 

Ecology: The god Ibrand 
breeding processes and t 
spells to his most faithful 
the centuries, enablin 
temple guardians fro 
,lizards. Priests of Ibr 

--- a I 



CLIMATETTERRAIN 
FREOUENCY: 
ORCASIZATION: 
ACTIVITY CYC1.F.: 
DIET 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

Limbo or any 
Rare 
Swarm 

Unknown 
Average 
Nil 
Chaotic neutral 

Any 

NO. APPEARING: 
AKMOK CLASS 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS: 
UAMAGE/ATTACK: 
SI'ECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC KESISTANCE: 
SIZE: 
MORALE 
XP VALUE: 

- 

Chaos imDs are small, Derverse creatures, native to the wild 
and tnrbGlent forces ofLimbo. They are rarely more than two 
feet tall and monkeylike in proportion. Beyond this, little is 
consistent in the appearance of these creatures. Their noses 
and ears are huge or small, sometimes lop-sided on the same 
imp. Face and expression change with the creature's fancy. 
Over time, travelers have confused them with mites, mephits, 
gremlins, and a host of other equally small and pestiferous 
creatures. The only sure identification comes too late. after the 
imps have wrought their harm 

Combat: Combat seems hardly a fair description when a nest of 
chaos imps attack. Chaos imps are hardly interested in their 
opponents at all. The imps don't want to fight; they only want 
to infest a n  individual's gear. Chaos imps can meld with nonliv- 
ing objects so that imp and object are one. This power works 
only on non-Limbo matter and only on inanimate objects. 
Objects imbued with an intelligence or a spirit, sucb as an intel- 
ligent sword or a n  iron golem, cannot be infested. A tree formed 
from the primordial soup of Limbo by a character's will can't be 
infested by a chaos imp; a plain sword +I from elsewhere can. 
Chaos imps naturally sense the differences between materials, 
ilways choosing stable matter over unstable. 

As a matter of taste, the imps prefer substantial object- 
swords, shields, pots, spikes, and armor-ver flimsier articles 
such as clothing, cloaks, boots, and scrolls. They are always 
drawn to magical items, however, and seek to meld with these 
in preference to other things. 

To infest a nonmagical object, the imp needs only touch it 
for one round. Magical items have a saving throw of 14, 
improved by one for every +1 or additional power the item 
has. At the end of the round the imp is absorbed into the i t a , :  
its essence flowing like water into it. The merging causes no 
change in the physical properties of the item: mass, shape, 
density, and function all remain the same. Even the magical 
power of an item remains unchanged. Infested items don't 
radiate magic (unless already magical) and behave no differ- 
ently as long as the item remains in Limbo. Only when a chaos 

2-12 
3 
12 
3 
17 
1 
Nil 
Chaos 
Nil 
Nil 
T (2' tall) 
Fearless (19) 
1 75 

imp believes it is off the plane will the creature reveal itself. 
Whenever possible chaos imps attack by stealth, slipping 

into objects when the characters are distracted by other things. 
If forced or discovered, they make a direct attack. They have 
no ability to physically harm a character, hut fighting them is 
still difficult and dangerous. Normally if forced to fight, the 
whole lot of them swarms a single character, one attempting to 
distract while the others complete their infestation. Even bat- 
tling an imp is risky, since any blow may allow the imp to 
infest the character's weapon. Since the contact is fleeting, the 
item is allowed a base saving throw of 10 to avoid the effect. 

The chaos imp has the power to transform its host on a 
whim. For all practical purposes, the character is actudy car- 
rying a little bit of Limbo's chaos-stuff with him. When a fight- 
er reaches for his sword he might draw an empty snakeskin or 
a bowl of pudding. Transformed objects are roughly the same 
mass, but that is the only limitation. Unless the character 
maintains mental control over the object's form (the same as 
he would over Limbo), it unexpectedly transforms. The imp 
can also speak from within the item. 

There are two ways to get rid of a chaos imp. The first is to 
destroy the item; this causes the imp to flee. For example, drink- 
ing an infested potion would cause the imp to suddenly spring 
from the bottle. The second is to cast an abjure, animate object, 
banishment, or dismissal on each object. This forces the imp from 
the item, although it instantly attempts to merge with the near- 
est object. A dispel magic forces out all imps within the spell's 
area of effect in addition to its normal operation. Once "de  
imped," characters should run. Distance is the best protection. 

HabitaVSociety: Chaos imps on Limbo are always encounted 
in nests-these are nothing more than inert bubbles. only when 
a host comes with range do the imps actually take form and 
attack. Chaos imps don't reproduce by any known means; it is 
quite likely that they spontaneously appear throughout the 
plane. Off Limbo, the imps eventually dissipate if driven from 
their host and bereft of any other object to inhabit. 

Chaos imps are mischievous and clever, and appear to have 
two main goals. The first is to escape their plane, but they can 
leave Limbo only within an object. Thus, they lie dormant in 
infested items until they believe they are off Limbo. Experienced 
Limbo travelers try to trick infesting imps into rrvealing them- 
selves by pretending to be off the plane. The image of another 
plane must be imposed on Limbo (rrquiring a check to impose 
one's will). The DM then secretly makes another check (again 
using the character's skill) to see if the image is convincing to the 
imps. If it is passed, the imps reveal themselves in 3d6 turns. 
Otherwise, they are not foaled by the attempt. 

Second, as befits their origin, they delight in creating chaos 
and confusion at every chance. It is quite probable that they 
are carrying out the will of the powers of Limbo in spreading 
the dominion of chaos. 

Ecology: As impractical as these creatures are, there are those 
who find a use for them. Certain phMr factions (particularly 
the Anarchists and the Xaositects), various fiends, and trick- 
sters enjoy bestowing infested "gifts" on their enemies. 

(Chaos imp illrrstrotinn tn left) 



Ixitxachitl, Ixzan 
CLIMATEITERRAIN: Underdark lakes 
F R E 0 U E N C Y: Verv rare 
OIIC-ANIZATION. Tribal 
ACTIVITY CYCLE: ,\n! t d ~ ! ,  , , ,, 
DIET: Omnivore 
INTELLIGENCE High to Genius (13-18) 
TREASURE: Nil (P, R, S) 
ALIGNMENT: Chaotic evil 

NO. APPEARING 

ARMOR CLASS 4 
MOVEMENT: 3, swim 12 
HIT DICE: 1+1 to 6+6 
THACO 1+1,2+2 HD: 19 

3+3 H D  17 
4+4,5+5 H D  15 
6+6 HD 13 

1+1 to 3+3 H D  2d4 (+ld8) 
4+4 to 6+6 H D  3d4 (+ld10) 

Half damage from blunt weapons 
(unless +3 or above), +4 saving 
throw bonus against illusions and , ' 

Elemental Water 

1+1 to 3+3 H D  M (5' wingspan) 
4+4 to 6+6 H D  L (7' to 10' wingspan) 

>lo (ld8+2) or 20-101 (9d10+11) in 
lair 

NO. OF ATTACKS 1 (2) 
DAMAGHATTACK 

SPECIAL ATTACKS: Nil (see below) 
SPECIAL DEFENSES 

~ 

MAGIC RESISTANCE: Nil 
SIZE: 

MORALE Champion (16) 
XP VALUE 

1+1 H D  65 
2+2 HD 120 
3+3 H D  175 
4+4 H D  270 
5+5 Hi3 420 
6+6 H D  650+ (see below) 

Ixzan are a freshwater offshoot of the ixitxachitl race. They are 
intelligent, evil creatures who resemble manta rays with 
barbed tails. They are variable in coloration, with most having 
gray underbellies and mottled, browngray upper surfaces. 
They are semi-amphibious and can survive out of water for 
one full turn before needing to return to it to breathe. If forced 
to remain out of water after one turn, they begin to suffocate 
(see the "holding your breath rule in the Player's Handbook; 
treat Ixzan Constitution scores as 8+1d6). On land, they move 
in an awkward undulating manner, but because their skins are 
thick and rubbery they can traverse even relatively rocky ter- 
rain without undue discomfort, though they cannot negotiate 
walls, boulders, and like obstacles. 

Ixzan are vicious, brutal creatures with better organization 
than their alignment might suggest. They worship the evil 
Power Ilxendren and enjoy stalking, sacrificing, and eating all 
manner of underdark races. They are especially fond of 
svirfneblin flesh, though by no means adverse to giving sur- 
face gnome a try. Their lifespan is variable, with high mortali- 
ty among the young: those who survive to adulthood general- 
ly live from 40 to 70 years. Mutant types live shorter lifespans, 
spellcasting types longer ones. Vampiric Ixzan are effectively 
immortal. Ixzan communicate in water by a form of sonar but 
cannot converse out of water since they cannot vocalize. They 
have good infravision (90-foot range). 

Ixzan communities are more isolated than those of their sea- 
water cousins and, as a result, they are more variable in nature, 
with a higher proportion of exceptional or unusual types. 

XP Note: Variant Ixzan are noted below. For purposes 
determining XP rewards, count priests and wizards as one 
category higher than their HD alone would indicate if of 1st to 
4th level, two Xl' categories higher if of 5th to 8th level, and 
three XP categories higher if of 9th or higher level. Vampiric 
types are always treated as three XP categories higher than 
their HD totals. Mutant Ixzan count as one XP category higher 
for each special attack they possess (poisonous tail, corrosive 
slime, automatic damage, etc.). AU these bonuses are cumula- 
tive. If the category goes off the given above (for exam- 
ple, a 6+6 HD Ixzan with the ab of a 7th-level wizard), 
consult the XP award table in the DUNGEON MASTER Guide. 

Combat: The normal Ixzan attack mode is its bite; those with 
other attacks will certainly use them, as Ixzan spellcasters are 
wily and use their spells to best effect. Ixzan use ambush tac- 
tics much as do their ixitxachitl cousins, except that,they are 
capable of using them more effectively due to their superior 
spell use (especiallyfly and invisibility). Those able to cast levi- 
tation are fond of pressing themselves against ceilings in the 
manner of a lurker, thus ambushing prey from an unexpected 
direction. 

Ixzan make saving throws against all illusion/phantasm 
spells and all Elemental Water spells with a +4 bonus. They 
are permitted saving throws (with no bonuses) against spells 
of these schools even when no saving throw would normally 
be allowed. Ixzan suffer only half damage from blunt weapons 
below +3 enchantment, due to the hard, rubbery nature of 
their skins. Note that Ixzan spellcasters are not inconvenienced 
by a silence 15' radius spell since they do not vocalize during 
their spellcasting. 

Priests form some 10% of any Ixzan community. Their spell- 
casting level is determined by rolling ld4 and adding their HD 
total, to a maximum of 8th level. They can use spells from the 
following spheres: all, charm, combat, divination (minor 
access only), elemental earth, elemental water, healing, necro- 
m-ntic, protection, sun (reucsedfo 



(minor access only). Priest Ixzan do not gain bonus spells for 
high Wisdom scores, but they do gain the regular saving 
throw bonuses for superior Wisdom. A typical Ixzan priest has 
a Wisdom score of 12+ld6. 

Wizard lxzan form some 5% of the total Ixzan population. 
These rare creatures have innate spell-like abilities. They do 
not require spellbooks, nor do they memorize spells. Spell-like 
powers are usable one per round, once per day each. Casting 
time is equal to the casting time for the spell, less 2 segments 
(to a minimum casting time of 1 segment). The spellcasting 
level of these wizards is determined by rolling ld6 and adding 
the Ixzan's HD, to a maximum of 12th level. The number of 
spell-like powers is equal to the number of spells memorizable 
by a normal mage of the same experience level. Wizard Ixzan 
have Intelligence scores of 14+ld4. These spellcasters seem 
able to use any school of spells, but the most commonly 
reported are divination spells and those of the following list: 
charm person, cone of cold,fly, haste, ice storm, invisibility, invisi- 
bility 10" radius, levitation, magic missile, mirror image, slow, and 
stoneskin. Many have the power of air breathing (the reversed 
form of water breathing). Note that priest and wizard skills are 
incompatible in the huge majority of cases. Only exceptionally 
rare individuals are priest-wizards. 

Mutant Ixzan form only 2% of the population. They display 
a variety of abnormalities of form, determined by rolling ld12 
and consulting the table below: 

ld12 Mutation 
1-6 

7-10 

11 

Barbed tail, additional attack (ld8 or ld10, depending 
on HD) 
As above, but + poison (a failed saving throw indicates 
ld6+6 additional points of damage) 
Mutant has a thick ridge of jaw bone and can inflict a 
crushing bite (4d4) and then hold victim in its jaws for 
3d4 automatic points of damage per round thereafter. 
The mutant's body secretes a thick, corrosive slime. 
Out of water, a successful attack from such a mutant 
splashes the victim with acidic slime (ld6 hp of dam- 
age) which then coats the victim for ld4+2 rounds (ld4 
automatic damage per round). An o$- or alcohol-based 
solvent will remove this slime in one round. 

12 

Mutant Ixzan are neither priests nor wizards. Other, very 
rare, types of mutation may also occur, such as freakishly thick 
skin (AC bonus, but the Ixzan may be blind and unable to ori- 
ent itself except when underwater where it can use sonic detec- 
tion effectively), natural magic resistance, or more than one tail. 

Vampiric Ixzan are also rare, some 3% of the Ixzan popula- 
tion. Their bite causes the victim to lose one experience level 
or HD, with no saving throw permitted. Vampiric lxzan may 
be priests (25% chance) or wizards (25% chance), but mutation 
seems to negate vampirism. Vampiric Ixzan regenerate 3 hp 
per round in combat. Greater vampiric Ixzan, akin to greater 
vampiric ixitxachitl rulers, are rumored to exist, but there are 
no reliable reports of them. Certainly, no form of vampiric 
Ixzan is ever encountered outside of a major lair or city 
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Ixitxachitl, Ixzan 
HabitaUSociety: Ix7an rornmunities. encounten~d only  i n  4 7 ~ -  
able I indk>r.lark lakes, .iw ,ume 211 to 100 mong. Uurh magis 
and charmed ~ l a \ t . i  ah! u.tvl to construci the pecuh.rr pyrami- 
JdI btnicrure, the Ixmn favor (rhew hare signifir~nce for their 
rc!vt'roiise of rlwir patron Pa,werj. Lakes ma) even be deep- 
wr.i or extendcJ. and underground pasjagewap iedulg 
wdtzr i t i r t i  t l i m  wJenud and thrir  course$ handed ta, bring 
citr.7 water in rhc lake<. 

I x L . ~  communities tend tior tu be dominated bv a single 
e\ieptional Iradt.r-t)li? hut  I?! an ohgarchv t > f  the most power- 
f i l l  uf their pries6 .ind wi/ad> Vanipui; ixikashitl dlmust 
alwavs risk, to imporrant yoahoil3 within i u r h  ruling ehtes. Juv 
both tu thrir power and their innatr longevih, unless killed o i t  
by i a n i p i n c  rival3 whu waiir IO q u c j t e r  power for themhvlvt?;. 

Fcology: IxLaii h a r e  nu natural pwd.itorh On the othcr hand, 
thev niav h n t .  m n )  eneniies, although thcre i, n,) particular 
raw ior which they h d w  ehpccial animosity, and riv.il&b \'dry 
from p l x r  to pl&z. 111 uiir UnJsr.lark domain. ludn might 
grt on well with draw, whereas in another hundreds ut milcs 
away they nught bedeadly enemies. Ixzan have natural aUin:- 
ties Ivith 3hnli.th anti kuo-roa. Abulrtti arc \e? murh the , 

dominant party in .in) aboleth/l*Lan alliance. while 1 \7a~  
dmninat? kuo-roa i l l  hini (reAdrJuig them a s  wsentially rather 
4upidi t rong.  excellent guards. but stupid nonethelrcsj. 
Ix7,in wil l  3iteii he found living with kuo-toa. as their respes- 
rive Powers (Bhbdoolpoadp and Ilxendrml arc. known to be un 
good terms witn r&li uther In such communities, Ix7an 2nd 
kuo-roa dwell in reparate area., with rhc Ixzan guarding tlir 
entrxxxs to their central pyramid [ i f  thev have one) Lealou4y. 
l u a n  rviiardc uie their spell powzrs tudssi4 kuo-toa in battlc, 
while allowing the gogglers do the m&eing and take most of 
the risks. 

Kuo-tod sometimes U+L, Ivan in a ritual drcignrd to weed 
out the weaker ot their youit& lmuig kuai-toa whci ha\.,, 
reacheJ semi-mdturitv may bc flung t i i  I I I I ~ ~ I U  into a grz'it pwl  
fd ld  with LrLan and forced t c b  nqotiare their way thrsugh an 
underwater maze while t h r  Ixran gorg' thQmseIves on the 
tlehh of rhme whn 3re not iast. strong. or ruthless ensugh 
Since the kuo-toa spawn vast numbers ui yuung, this rilual- 
i7cd weeding-out IS regadd  wholl! di~passimately by t h e m  
Young who hive iiut .urvivd thi, ntud .ire nor perccived a, 
kuwtoa bv their ciwn kin; only afttitwards are they reg,>rded as 
indi\.idiials and adults. 

1Y7a11 a r e  likewise cawless oi their ! uimg. I X L ~  arc born 
neutrdl. and only acquire their chaotic w i l  alignment as thc 
r e d t  of .i gruelling pruccs, de+idd to make rheni as strong 
and ruthlus, a i  pthsiblti; tho.;t, who Iail to wwivt~ are neither 
mourned nor mij>ed. The only exrepiions 3re the fledgling 
rvi7ards; other spellcasting l w d n  can intuiravely xnse when 
young 1x7.in has this ability and prorcct I I  iwriely, mculcatmg 
tlieir oh I I  niurJlit) iiitu i t  tluuiigli d rymmcn designed to 
instill .I sense uf absolute self-w,rth along with contempt for 
' l c , ~ ~ ~ ' '  bGing, 



Jabberwock 

- 

CLIMATEITERRAIN: 
FREQUENCY: 
ORGAYIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
AI  IGYMENT: 

Forest 
Unique? 
Solitary 

Carnivore 
Semi- (4) 
Incidental 
Neutral 

Any 

NO. APPEARING 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS: 
D AMAGUATTACK: 
SPECIAL ATTACKS 

SPECIAL UtFENSE5: 
MAGIC RESISTANCE: 
SIZE: 
MORALE 
XP VALUE 

1 
-in 
l5lfly 15 (C) 
15 (99 hp) 
5 
I 
3d10 
Burble, eyebeams, fear aura, grasp, 
flurry attack 
Immune to non-vorpal weapons 
80% 
G (30‘ body, 25’ tail) 
Fearless (20) 
25.000 

In amearance it resembks a 

occurs (say, to retrieve a quarry who has climbed a tree), beat- 
ing its wings for balance. It can fly but rarely does, as it prefers 
to keep to the shelter of the trees. The baleful yellow eyes have 
red pupils and actually emit beams of light-id to be an 
unnerving sight when spotted approaching in a dark forest. 
Moss fills the tiny cracks between its scales, and it‘s possible 
that the ”feathery” appendages hanging from its claws are 
actually parasitic growths similar to Spanish moss. The scales 
themselves are tawny, the color of tarnished gold (if gold 
could tarnish), darkening to brown at the extremities (the 
wings and claws). 

Combat: The jabberwock is a fearsome opponent, more for its 
relentlessness pursuit of a target than any other factor. Once a 
jabberwock has chosen a target, it concentrates all its attacks 
on him or her (or it) until the victim is killed (and devoured), 
until the jabberwock itself is slain (a very unlikely event), or 
until the target escapes via teleportation or some similar means. 
Note that like true dragons the jabbemock has exceptionally 
keen senses and can detect invisible or hidden opponents; so 
long as the chosen target remains within its forest, the jabber- 
wock will pursue it. 

The jabbemock’s preferred method of attack is a straight- 
forward bite with its huge front teeth; its snaky neck enables 

its head to dart out and attack tareets 

or any treasure-hoarding 
instinct. It is, however, 
fiercely territorial and 
attempts to slay and 
devour any intruders it 
finds prowling about in 
its woods. 

Due to the creature‘s 
burble attack (described 
below), accurate descrip- 
tions of the jabberwock 
are difficult to come by, 
as dazed survivors 
often retain only a con- 
fused impression of parts 
and not the whole. 
However, the sage 
Ludovicus Humphrey 
made a careful study of 
the beast before his 
untimely demise on a 
recent research kip and 
reported that it has a 
stout draconian torso 
with sturdy hind legs, 
long forearms each 
ending in four feathery 
talons (each talon being 
some four feet long and 
fully prehensile), a long 
sinu&s neck ending in  t an enormons head, a pair of 
elegant wings, and a long thin 
tail. The creature can rear up on 
its hind legs and actually take a 
few steps in biped fashion if the need 

ier and the victim’s life harder 

constantly mutters or burbles 
to itself-a low, rumbling buh- 
bling sound that carries up to 
200 feet. Anyone who hears 
this sound must make a saving 

throw vs. spell at a 4 penal- 
ty or become confused. A jab- 
berwock‘s confusion is more 

potent than the wizard spell of 
the same name, lasting as long 
as the victim is within range 
and able to hear the noise; in 
addition, it distorts percep- 
tion, causing hallucinations 
and strangely skewed judg- 
ment of distance: objects, or 

parts of objects, may appear 
much closer or further away 
than they actually are (this 
translates into a -3 penalty on 
the attack roll of anyone suf- 
fering from this confused 
warping of depth percep- 
tion). A curious side effect of 
the burble is that it acts as a 
sort of babble spell (a reversed 
tongues): the victim’s words 

slide, shift, and blend, uroduc 

1 (and, often, shorter). First, it 

mg d d  hvbrid> that m&e com- 
niunicaiion very difiicult 

In .irldihon t<! it> burble. the 
jabbemock also has several 
other suecial attacks. Its eve- 
nednis nct a s  the rays from a 

,aid of yardyirs, free7ing in  place 



paralyzation. The jabberwock also shares the fear aura of true 
dragons. While its normal attack is a simple bite with its 
enormous incisors, it can also grasp prey in its great talons, 
holding a man-sized creature helplessly immobilized in 
either forepaw (it then gains a +2 bonus to bite a target so 
restrained-+4 if the victim is held by both forepaws). If seri- 
ously inconvenienced (that is, if attacked by a large party of 
well-armed and well-coordinated adventurers), it will go into 
a flurry of activity, striking out in all directions like a hurri- 
cane with swipes of its forepaw claws (ldlO/ldIO), wing 
buffets (ZdIO/ZdlO), hind leg stomps (2d6/2d6), bite (3d10), 
and tail lash (2d8). Each of these attacks is at a -2 penalty on 
the creature's attack roll; those struck must make a saving 
throw vs. paralysis or be knocked down or driven back (50% 
chance of either), enabling the jabberwock to refocus its 
attack. 

vorpal weapon; its extremely tough scales repel all other 
blows (all non-vorpal weapons inflict only nonlethal subdual 
damage). Even its eyes-traditionally a vulnerable spot in 
armored creatures-are protected by tough semitransparent 
inner eyelids. Its superior magic resistance prevents most 
spells from being effective as well. 

Habitat/Society: The jabbemock is a solitary creature that 
apparently treats all other beings it meets as prey The only 
exceptions to this rule are druids, which the jabbemock 
ignores, and sylvan creatures such as dryads, treants, forest 
gnomes, and the like, who can sense its approach and discreet- 
ly withdraw in order to avoid a confrontation. It is generally 
believed that, like the tarrasque or phoenix, only one jabber- 
wock exists at any one time; certainly only one will be encoun- 
tered in any one forest. 

The sage Ludovicus Humphrey maintained that the jabber- 
wock was created by the forest itself as a sort of genius foci, a 
manifestation of the woodland designed to protect it from 
intruders. In theory, then, more than one jabbemock could 
exist, each in its own primal forest, although no duplication 
has ever been recorded. It must be a large and ancient forest to 
manifest a jabberwock, which then acts as a sort of antibody to 
repel or destroy interlopers. Should the jabbemock be 
destroyed, it will reappear within a generation, either in the 
same forest (unless it has been too badly damaged in the inter- 
im by logging or settlement) or in a far-distant one. No imma- 
ture jabbemock has ever been sighted, and the creature does 
not appear to age, although there are some indications that it 
continues to grow throughout its long life. 

Ecology: Despite its unwavering ferocity, the jabberwock 
serves a very important function for the forest it inhabits. In 
essence, it is the woods' protector, its very presence serving to 
keep away most of those who would exploit or destroy the 
woodlands. It is doubtful that the jabbemock is aware of, or 
cares about, the purpose for which it was created; it simply 
fulfills that function by its sheer efficiency as a predator. 

The only effective means of attacking a jabberwock is with a 
'Twas briflig, and the slithy toues 
Did gyre and gimble in the wabe: 
AI1 mimsy were the borogoves, 

And the mome raths ougrabe. 

"Beware the Jabbemock, my son! 
The jaws that bite, the claws that catch! 

Beware the Jubjub bird, and shun 
The frumious Bandersnatch!" 

He took his vorpal sword in hand 
Long time the manxome foe he sought- 

So rested he by the Tumtum tree, 
And stood awhile in thought. 

And, as in uffish thought he stood, 
The Jabbemock, with eyes of flame, 

Came whiffling through the tulgey wood, 
And burbled as it came! 

h e ,  two! One, two! And through and through 
The vorpal blade went snicker-snack! 
He left it dead, and with its head 

He went galumphing back. 

"And hast thou slain the Jabbemock? 
Come to my arms, my beamish boy 
0 frabjous day! Callooh! Callay!" 

He chortled in his joy 

'Twas briflig, and the slithy toues 
Did gyre and gimble in the wabe: 
All mimsv were the boroaoves, 
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Kyton 
~'LIMATIfl t l~RAI\ :  
FRrQUt\CX 
ORGASIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TRrASURt: 
ALIGNMENT 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT 
HIT DICE: 
THACO 
NO. OF ATTACKS: 
DAM AGEIATTACK: 
SPECIAL AlIACKS; 
SPECIAL UtEENSES: 
MAGIC RESISTANCE: 
SIZE 
MORALE: 
XP VALUE 

Any (Baator) 
Rare 
Solitary 
Any 
Carnivorr 
Low (5) 
See below 
Lawful evil 

14 
2 
12 
8 
13 
2 
ldIO/ld10 
Chain snag 
See below 
25% 
M (6' tall) 
Fanatic (17) 
6,000 

other small sharp implements. The kyton's heai is also wrapped 
with chains, covering where the hair, eyes, ears, and nose would 
be on a normal humanoid. The only visible featurrs on a kyton 
are its throat, its grimacing mouth, and occasionally one gleam- 
ing eye. The kyton can assume the features of a departed loved 
one or friend-r sometimes that of a much-feared enemy- 
though all one can see is the lower part of the face. No one 
knows whether this is a n  illusion, or if it is actually the dead per- 
son come to horrible "life." Regardless, anyone viewing a 
kyton's features must make a successful Wndom check or suffer 
a -1 penalty to initiative for ld3 rounds from the shock. 

Combat: The approach of a kyton is heralded by tinkling 
chains and a malicious titter. Kytons are, above all, brutal and 
cruel. They attack in ways calculated to induce as much terror 
as possible in their victims. If this means a cold, direct stak- 
ing, that's what they'll do. If it means fleeting shadows and 
the faint music of chains clashing, then that's their method. 

A kyton's typical attack is to swing both chain-covered arms 
at its victim per round, using the barbs to lash the target into 
submission. However, a kyton has a far more frightening abili- 
ty, one it uses in times of great need or to inspire great fear. It's 
called the "gift of chains." 

Within a 20-foot area, kytons can control any chains near 
them. (Interestingly, if two kytons attempt to control the same 
chain, nothing happens until one kyton establishes dominance 
over the other; this takes ld4 rounds.) Further, kytons can 
move alone these chains like a svider trimine across its web. 

ment, and they are immune to 
limb is severed with a nomagical weapon, it reattaches i 
within five rounds. Kytons reg 
1 hit point per round. The only way 
kytons is to strike them with blessed 
Kytons recover from blessed wound 
nary person (that is, at a rate of 1 hi 
recover from damage caused by ma 
ordinary wounded person. Kytons w 
weapons, though they will fight agains magca weapons. 

HabitatISociety: While native to Baator, the kyton have been 
encountered in increasing numbers on other planes, and might 
very rarely be found on the Prime Material Plane. On Baator, 
all kytons are equal in Jangling Hiter, the City of Chains. They 
are the city's constabulary, ferreting out transgressors. They 
don't disagree over standing, though they sometimes squabble 
over choice scraps of their victims. These fights are sho 
and usually end with the victor claiming the morsel. Th 
fades (flees, really) into the metal jungle of the city. 

The only t reasw a kyton has is that of its victims. Th 
hoard can vary widely, depending on the kyton's powe 
the resources of its quarry 

Ecology: Kytons are the police force of Jangling Hiter, enfo 
ing the city's edicts and trampling those who don't live by 
them. It's rumored that thev eat their victims, thoueh it's been 

' 



Kyuss, Son of 
CLIMATWTERRAIN: Rums or subterranean 
FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE: 
DIET: " 
INTELLIGENCE: Low 6-7) 
TREASURE: 1 with t w e  Q (25%) 
ALIGNMENT: Chaoti/&il 

NO. APPEARING: 1-3 
A R M O R  C1 A S S  1J 
hlOVKMES I': Y 

HIT DICE 4 
THACO 17 
NO. OF ATTACKS 1 
DAMAGE/ATTACK: ld8 
SPECIAL ATTACKS Fear, disease, worms 
SPECIAL DEFENSES Regeneration 
MAGIC RESISTANCE Nil 
SIZE: M ( 5 ' 4 '  tall) 
MORALE: 
XP VALUE 

Champion (15-16) 
1,400 

Sons of Kyuss are horrible worm-ridden undead beings that con- 
vert the living into cursed undead like themselves. Sons of Kyuss 
look like zombies and are 75% likely to be mistaken for them at a 
distance. Putrefymg flesh hangs loosely from their bones. Their 
skulls are completely devoid of skin, with only a few strands of 
hair and mold remaining. Writhing green worms crawl in and 
out of every skull orifice. Their clothing is usually flthy. tattered 
rags, but ment converts occasionally have fine garments. 

Combat: Sons of Kyuss are surrounded by a spherical zone of 
fear, 30 feet in diameter. Those entering this zone or allowing 
the sons of Kyuss to approach this closely must make a suc- 
cessful saving throw vs. spell or flee, with a 60% chance of 
dropping any held item. The sons of Kyuss travel in pairs or 
threes, stalking ruins or dungeons in search of victims. They 
use their fear ability to scatter their victims, then hunt them 
down individually. 

Priests can turn sons of Kyuss as if they were mummies. 
Sons of Kyuss regenerate 2 hit points per round. Their limbs 

regenerate even if severed. Sons reduced to 0 or fewer hit 
points collapse as if destroyed, but continue to regenerate; 
they stand up to fight when their hit points reach 1 or more. 
Damage caused by fire, lightning, acid, and holy water does 
not regenerate. Pouring holy water into its wounds or touch- 
ing the wounds with a holy symbol stops a son of Kyuss from 
regenerating; this destroys the creature if undertaken while the 
son of Kyuss is at 0 hit points or less. 

Sons of Kyuss are exceptionally strong. They attack with a 
double-handed flailing of their fists that inflicts ld8 points of 
damage. Each hit has a 25% chance of inflicting the hideous 
mummy rot disease on the victim. Until countered with a cure 
disease spell, this affliction negates any cure wound spell later 
cast on the victim, and reduces natural healing to 10% of nor- 
mal. If untreated, the disease will progress and the victim per- 
manently loses 2 points of Charisma every month; the disease 
is fatal in ld6 months. 

When a son of Kyuss is fighting in melee, one worm per 
round will try to jump onto the opponent. This requires a suc- 
cessful attack roll, at the THACO of son of Kyuss. If successful, 
the worm can still be killed on the very next round by the 
touch of cold-wrought iron, holy water, or a blessed object. If it 
is not killed, the worm will burrow into the victim. After pene- 

ng the skin, the worm will reach the victim's brain in ld4 

brain, the 
victkn di Decay and 
putrefact yone voluntarily 
touching ss ld4 worms. Each 
worm receives an attack roll. 

A cure disease or remove curse spell delivered by touch to a 
son of Kyuss will destroy the worms and make the son into a 
normal nndead zombie. Of course, ld4 worms will attack the 
caster as the spell is delivered. 

HabitaVSociety: The sons of Kyuss are unpredictable. Some 
stalk the dungeon or ruin where they died, others conceal 
themselves witbin crypts, still others walk abroad, attacking 
whomever they meet. Rumors persist that high-level evil der- 
ics, sometimes use sons of Kyuss to spread terror, promising 
them eternal rest for their cooperation. 

Ecology: Kyuss was an evil high priest who created the first < 
these creatures with a special curse, under instruction from ai 
evil deity Since then, the number of sons of Kyuss has grown 
steadily 

The w o r n  are tied to the curse, but exactly how remains a 
mystery It is known that the worms cannot survive apart from a 
victim or a son. Worms that fail to burrow into a victim die as 
soon as they ton& +he ground. Any worm removed from a son 
of Kyuss dies within one round of the separation. When a son of 
Kyuss is destroyed, the worms die with him. Some sages have 
proposed that the worms might not be living c r e a m ,  but incar- 
nations of the curse. Sons of Kyuss keep no treasure hoard, hut 
arras inhabited by sons of Kyuss often contain items dropped by 
fleeing and past victims. Some sow of Kyuss still wear preaous 
items that they carried when they were transformed 

69 I. 



Life-Shaped Creations: Gu&~ 

CLIMATETERRAIN: 
FREQUENCY: 
ORGANIZATION 
ACTIVlTY CYCLE 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

Climbdog 
Tropical cliffs 
Very rare 
None 
Au 
Special 
Semi- (24) 
Nd 
Neutral 

NO. APPEARING 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS 
DAM AGEIATTACK 
SPECIAL A'ITACKS 
SPECIAL DEFENSES 
MAGIC RESISTANCE 
SIZE: 
MORALE 
XP VALUE: 

Varies 
4 
6 
2 
15 
3 
ld3/1d3/ld4 
Nil 
Nil 
Nil 
S (3' long) 
Special 
65 

Darkstrike Protector Shieldbug Watcher 
Tropical cliffs Tropical cliffs Tropical cliffs Tropical cliffs 
Very rare Very rare Very rare Very rare 
None None None None 
All All All All 
Special Special Special Special 
Non (0) Animal (1) Animal (1) Non- (0) 
Nil Nil Nil Nil 
Neutral Neutral Neutral Neutral 

Varies Varies Varies Vanes 
5 6 6 10 
Nil 8 24 Nil 

1 
Nil 15 17 Nil 

1 3 Special None ~ 

Id8 ld4/ld4/ld6 Special Nom 
Poison Nil Special Nil 
Nil Nil Suecial Nil 

2 3 1 hP 

Nil Nil I k  Nil 
S (4' long) M (5' long) T (6" long) S (3' long) 
Special Special Special Special 
65 120 7 35 

The lifeshaped creations of Athas are organic automatons. 
Some have a modicum of independent intelligence, but all 
mindlessly obey the commands of their masters. They gain 
nourishment from a special nutrient solution rather than food 
and do not need the attention and care of real animals. 

Life-Shaped Creations: Guardian 

Climbdog 
These canine beasts have wide, grasping paws and 
extremely flexible legs, allowing them to climb 
even sheer slopes. On Athas, they accompany 
halfling climbers, giving them protection 
and aiding them with their keen sense of 
smell, hearing, and sight. These senses 
are all at least twice as good as the 
average halfling's. In times of dam 
rer or combat, thev sacrifice 

-# 

kemselves without hesitation 
to protect their masters. 
Climbdoes attack with 

re modified by a -2 when first 

a preselected condition is 
attacked by a darkstrike. When 

met, the serpentine creature 
strikes at any available tar- 
get with its fearsome bite. 

Poison nodules often accom- 
any darkstrikes so that their bite 
carries with it a virulent poison. A . darkstrike can sense motion 

even in the dark by sonar, 
similar to bats, so attack 

conditions are usually 
based on movement. 

Other conditions include 
the detection of movement 

based on the amount of light (day or 

I two daws md abite, suf- 
fering no penalties if attack- 
ing while climbing but 
being limited to only one 
claw attack instead of 
two. 

Darkstrike 
These guardian creatures look like snakes with large bulbous 
nodules at the end of their serpentine bodies. The nodules 
secrete an adhesive so that they can be attached to walls, 
doors, or other surfaces. Their dark flesh allows them to blend 
into the shadows, becoming 50% invisible in dim light. 
Usually, they are placed in nooks, alcoves, or around corners 
so that they can hide, waiting to pounce. Foes' surprise rolls 

night), the number of figures passing by the creatures 
at the same time, the size, race, or species of figures passing, 
or similar criteria. 

Protector 
These feline creaturrs have the . .. 

they are to protect and those 
who present an obvious threat. 
They attack with two huge claws 
and a tooth-filled maw that rend 
and rip their foes. Unlike predato- 
ry cats, however, these lifeshaped 
creations do not eat their kills 
or attack out of hunger. 



Life-Shaped Creations: Transport 
Ber-ethem Yihn-eflan Gon-evauth Dhev-sahr 

CLIMATEJTERRAIN: Tropical cliffs Tropical cliffs Tropical cliffs 
FREQUENCY: Very rare Very rare Very rare 
ORGANIZATION None None None 

DIET: Special Special 
INTELLIGENCE Animal (1) Animal (1) Animal (1) 
TREASURE Nil Nil Nil Nil 
ALIGNMENT: Neutral Neutral Neutral Neutral 

Special 
ACTIVITY CYCLE Any Any 

NO. APPEARING Varies Varies 
ARMOR CLASS 4 5 
MOVEMENT: F145 (A) FI 32 (CI 
HIT DICE 4 
THACO: 17 
NO. OF ATTACKS: 1 

6 15 

2 
DAMAGEIATTACK ld4 ld4+1/1d4+1 
SPECIAL ATTACKS: Nil Nil 
SPECIAL DEFENSES: Nil Nil 
MAGIC RESISTANCE: Nil Nil 
SIZE M (6' long) L (8' long) 
MORALE Special Special 
XP VALUE: 120 270 

Shieldbug 
These wasp-like creations are 6 inches 
long and can fly up to 30 miles an 
hour. Singly they are virtually use- 
less, but in a swarm they can be a 
formidable defense. A s w a m  com- 
prises 50 to 100 of these creatures. 
They accompany the protected crea- 

ture (usually resting on a mount 
until needed), flying up and 

. , , 

i \ 1 , j  ' 

k' 

around their master, screening 
out inhuders and repulsing 
attacks. When a ranged attack 
(magical or missile) would 
otherwise hit the protected 

cmature or his mount, the shield- 
bugs have a percentage chance 

eaual to the number in the swarm 

Varies Varies 
10 7 
F124 (B) 18 
9 4 
11 17 
Nil 1 
Nil 1d6 
Nil Nil 

Watcher 
A watcher is a reptilian-plant creature with large, bulbous eyes 
possessed of virtually 360 degree vision. If a watcher observes 
a specific sight preselected by its master, it lets out a loud 
keening sound. It makes no attacks and never moves. 

Ecology: The life-shaped creations are grown and used by the 
Rhul-Thaun, the halfling windriders of the Jagged Cliff region 
of Athas. The Rhul-Thaun also have developed the cam-rahn 
nutrient solution these creatures require. 
These life-shaped creations of Athas are organic automatons. 
Some have a modicum of independent intelligence, but all mind- 
lessly obey the commands of their masters. They gain nourish- 
ment from a special nutrient solution called cam-rahn rather than 
food, and do not need the attention and care of rral animal. 

Life-Shaped Creations: Transport 
Ber-ethem 
Breeze sprites (which is what ber-eth- 
em means) are the smallest 
mounts used by the windrid- 
ers of Athas. They are 
insectoid flyers with room 
to carry one halfling rider 
and 25 pounds of cargo. 
They can fly up to 75 
miles per hour fully 
loaded. Their long, thin 
wings are twice their body 
length, allowing them to 
fly with not only great 
speed but superb control. 
Ber-ethern can hover, pivc 
and move straight up and 
down. Designed expressly , 
for rapid, controlled move- 
ment, ber-ethem can move with speed and grace unequaled in 
nature. Their attack is with a small, poisonless stinger. 



Life-Shaped Creations: Transport 
Windriders choose this mount for quick trips or for operat- 

ing in situations where maneuverability is essential. They can 
fly through narrow crevices and hover next to the cliff face, 
allowing a rider to harvest plants from a vertical forest. 

windrider and one ton of cargo (2,000 Ibs.). Fully loaded, a 
soar whale moves at a top speed of 30 miles per hour. It has no 
means of attack or even self-defense, and if it takes more than 
25% of its hit points, it must, descend-its air sack has been 
punctured. 

This is the most common windriding mount, chosen when 
speed can be sacrificed to move great amounts of cargo or 
many passengers. Additionally, for extremely large and heavy 
loads, several soar whales can be hooked together and flown 
in teams. Due to their slow, gentle movements, they are good 
for vertical forest harvesting, and their undercarriages provide 
excellent steady platforms for hunters with spinethrowers and 

Yihn-eflan 
Yihn-eflan are windriding 
mounts whose name means 

gust climber. Larger than breeze 
tes but smaller than soar 

ales, the yh-eflan is an 
vim creature with huge, 
oversized wings. Their bod- 
ies are covered with feath- 

ers, and their heads have 
hawk-like beaks. Their 
only method of attack, 

lightning generators. 

The dhevsahr is the only land- 
based mount made by the life- 

however, is to rake foes 
with their large talons. 
One to t h m  riders can 
rest safely on its back 

or 200 pounds of cargo 
and a single rider can be 

shapas. Its mammall ‘an, hair- 
covered body is round, its head 
rrsanbles that of a camel. The 
mature’s four stilt-like le 
allow it to move ve 

carried. Fully loaded, a 
gust climber can reach speeds up to 50 miles per hour. 

This is the medium windriding mount, still very fast but 
able to carry more weight than a ber-ethern. These are chosen 
mounts of windriders who know they are going into battle, for 
yihn-eflan dives upon foes with a terrible ferocity and rake 
with their talons besides its rider’s attack. 

Gon-evauth 
This windrider mount is also called a soar whale, and some- 

Ecology: The lifeshaped creations are grown and used by the 
Rhul-Thaun, the halfling windriders of the Jagged Cliff region 
of Athas. The Rhul-Thun also have developed the cam-rahn 
nutrient solution these creai=-E -quire. 



CLIMATE/TERRAIN 
FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS: 
DAMAGEIATTACK: 

SPECIAL ATTACKS 

SPECIAL DEFENSES 

Dav 

Chaotic neutral or c 
good 

2-12 
3 
9, F1 27 (C), Sx 
7 + 1 4  
13 
1 tail an 
2d6 and by w 
type 
Droppr- '- 
spells, c 
Spells 1 

he 
rnz 
weanon 

MAGIC RESISTANCE 2516' 
L (hum. 
torso w 
20' bod 

MORALE: hampi 

XP VALU 

Lillendi are natives 
though they can tra 
to the Prime and a1 
found on the planes of 
Arborea and Limbo. On the 
Prime Material Plane, they 
prefer to dwell in temperate 
or tropical woodlands. They 
are peaceful and delight in 
song and conversation-and 
far from harmless. Those whc 
offend lillendi may receive 
harsh treatment at their 
hands, and even blame1 
individuals are subject 
their pranks. Lillendi a 
ticularly hostile toward 
who seek to impose civ 
order on the wilderness. 

A Mend has the torso, 
arms, and head of a come 
man or woman, but als 

body from the wai 

unremarkable hue 
scaled parts of its ana om 
colored and strikingly patte 



Lillend 
individual has a unique color combination and is quite proud 
of it. Lillends wear no clothing but sometimes wear jewelry 
They always carry weapons and musical instruments. 

Lillendi do not mate or marry. They reproduce partheno- 
genically, giving birth to offspring that resemble the mother in 
most respects. Lillendi with male human torsos are biological- 
ly female, though they follow male human patterns of dress 
and customs. 

A lillend can understand any intelligent communication, 
including writing or sign language. All lillendi have infravi- 
sion to 120 feet. Lillendi speak their own language and the lan- 
guages of giants, bariaur, and githzerai. 

Combat: Lillendi can cast spells, charm with music, affect 
morale, determine the history of legendary magical items as 
7th-level bards, and they can use any magical items that bards 
can use. In addition to their bardic abilities, they can cast dark- 
ness, hallucinatory terrain, knock, and light each 3 times per day 
Once per day they can castfire charm, Otto's irresistible dance, 
pass plant, polymorph self(into humanlike form only), speak with 
animals, speak with plants, and transport via plants. 

Lillendi can breathe water and can move swiftly on or 
under the surface, wings folded tightly against the body when 
they snake their way across the surface. When they dive 
underwater their wings beat slowly to propel them forward, 
like enormous diving birds. 

effects of the Positive and Negative Energy Planes (including 
level draining and enervation), and to any musically based 
magical effect, such as harpy song or satyr piping. They are 
unaffected by all enchantment/charm spells, and only +1 or 
better weapons can strike them. 

Lillendi have 17 Strength and 16 Dexterity for their human 
torsos, with attendant bonuses in combat. Their weapons, 
sometimes magical, are usually long swords, great spears, or 
powerful long bows with war arrows. A lillend catching an 
opponent in her serpentine coils inflicts 2d6 points of dam- 
age that round and constricts each round thereafter for 2d6 
points of damage as she crushes the life out of her prey, Any 
creature held in a lillend's coils suffers a -3 penalty to attack, 
damage, and saving throw rolls. When a Wend attacks prey 
caught in her coils she does so at +1 to attack and damage 
rolls. 

Lillendi carry particularly unpleasant enemies in flight for 
up to 10 rounds, then drop them for a maximum of 20d6 
points of falling damage. Falls that inflict more than 50 points 
of damage require a saving throw vs. death magic to avoid 
instant death from massive damage, regardless of the charac- 
ter's remaining hit point total. Lillendi cannot constrict while 
flying, and they cannot carry more than 250 pounds aloft. 

make the best possible impression on the power they serve. 
Lillendi entering the Silent Hour (see below) strike in a calm, 

They are immune to poisons, noxious gases, normal fire, the 

Those who go into battle to meet death fight more fiercely to 

Lillendi are said to be able to choose the hour of their 
death, the Silent Hour, when they grow weary of life and ser- 
vice to the moon. This knowledge is either a gift from the 
gods of the moon, or a curse from the powers of Law, whom 
the lillendi are said to have served long ago and then aban- 
doned. Shortly before her death, a lillend makes her farewell: 
As she dies she is absorbed into her power's realm, disap- 
pearing in a misty fog that acts as a combination moonbeam 
and chaos spell. 

through accident or violence, but in death their faces are 
always wracked with despair, for the legends say that those 
who do not pass tluough the Silent Hour are never joined with 
the power they serve. 

Lillendi social status depends on a simple system of initia- 
tions into mysteries and fhe ownership of certain totem mask 
The mysteries are akin to secret societies, and each mystery is 
a specific kernel of wisdom passed on from one generation to 
the next. The more societies a lillend is a member of, the 
greater her status. Each society is devoted to particular musi- 
cal forms, songs, instruments, and weapons, so a group of lil- 
lendi usually uses the same instruments, weaponry, and spell! 

The masks are tangentially related to the societies, since 
each mask design belongs to a specific family, and long ago 
each family lived in a single lodge and wore a single type of 
mask. Things have gotten a little more complicated since 
then. but the masks still rouehlv indicate status and familv 

Lillendi who haven't yet chosen the Silent Hour can still dic 

" ,  
affiliations. 

Ecology: Lillendi devour both material food and magic 
essences. They can sustain themselves on moonbeams and the 
elemental essence of the wilderness (mountain breezes, gentle 
rains, raging rivers, and forest fires), though they prefer more 
substantial fare. If they gorge themselves on meat, they often 
remain in a torpid digestive state for hours or even days. This 
torpor doubles their spellcasting times, halves their constric- 
tion damage, and causes a -2 penalty to initiative. The lillendi 
enjoy this sluggishness, though they are wise enough not to go 
into such torpor alone and unguarded. 

Lillendi are known for broad tastes: They eat meat, vegeta- 
bles, hay, grains, or spell components with equal abandon. 
Their digestion is complete and efficient; they excrete nothing 
though some say that the lillendi merely transmute matter into 
magical energy Hunters and rangers have never found scat or 
markings in lillendi territory. It may be that anything indi- 
gestible is transformed into the fog that lillendi sometimes 
breathe out. Who knows? 

Lillendi feud with the petitioners of Ysgard from time to 
time, but more often keep to themselves. They are rivals of tht 
asuras, devas, and valkyries. They usually avoid the clumsy 
jmsir (ysgardian trolls) easily. They are deadly enemies of the 
baatezu and modror 

Habitathciety: Lillendi serve the gods of the moon in th 
realm called Gates of the Moon, which lies on the plane of 
Ysgard. They only travel to the Prime when ordered to do so 
by their Powers. Of all the proxies of Ysgard, the lillendi are 
the least involved in the affairs of others. 



L Lycanthrope, Werecrocodile 
CLIMATEfI'ERRAIN: Desert, swamp 
FREQUENCY: Rare 
ORGANIZATION Pack 
ACTIVITY CYCLE Day 
DIET: Carnivore 
INTELLIGENCE: Average (8-10) 
TREASURE Nil 
ALIGNMENT: Neutral evil 

NO. APPEARING: 1-3 
ARMOR CLASS 1 
MOVEMENT: 3, sw 12 
HIT DICE 5 + 5  HabitaUSociety: Werecrocodiles live in small family g 
THACO 15 The mother is usually the leader of the family pack. M 
NO. OF ATTACKS 2 occurs with their own kind, and werecrocodiles are born live 
DAMAGEIATTACK 2d6Ild8 from the mother's womb. The young attain the ability to trans- 
SPECIAL ATTACKS: form at the onset of puberty. 
SPECIAL DEFENSES Werecmdes  usually live in mud shacks by the edge of rivers 

or in swamps. They stay away from populated human settle- 
MAGIC RESISTANCE Nil men& and do not collect treasure OT possessions. They usually 
SIZE: assume crocodile form to find prey, then assume human form at 
MORALE Elite (13-14) night to sleep. They a~ very territorial and attack any human, 
XP VALUE: 650 d d u m a n ,  or humanoid who enters their territory, though they 

Priest l s t4 th  975 will try to be as subtle as possible before springing thelr trap. 
Priest 5th 1,400 Werecrocodiles of Toril worship the god Sebek, who created 

them, and can become clerics or specialty priests of Sebek. 
Clerics are limited to 5th level, but specialty priests of Sebek 
have no limit. Werecrocodile priests of both types receive ld4 
extra hit points per level as priests of Sebek. 

Ecology: Werecrocodiles are biologically identical to humans, 
except for their lycanthropy They prey on both wam-blooded 
creatures and fish native to the swamps. They eat any wererats 
native to the swamps. They do not particularly enjoy killing 
humans, but humans are too tasty to resist. No one preys on 
werecrocodiles except humans, so werecrocodiles try to have as 

Werecrocodiles have the equivalent of an 18 Strength. They 
sometimes use this to grab their opponents, drag them deep 
underwater, change to crocodile form, and try to drown them. 

The bite of a werecrocodile might infect an opponent with 
their lycanthropy Every point of damage received from a 
werecrocodile bite equals a 1% chance of turning into a were- 
crocodile at the next full moon (a victim who takes 20 points 
of bite damage in an encounter with werecrocodiles has a 20% 
chance of contracting this strain of lycanthropy). 

Werecrocodiles are able to summon ld3 normal crocodiles, 
which arrive in 2-12 rounds and obey their every command. 

Control ld3 crocodiles, infection 
Hit only by silver or magical 
weapons 

M (6' human), L (8'-12' crocodile) 

~ In their human form, werecrocodiles are tall, thin creatures 
with sharp features, a long nose and chin, and a thin face with 
a noticeable overbite. In their crocodile form, they are very 
long, big, and powerful monsters. They speak the commou 
tongue and can speak with crocodiles at will. Those native to 
Toril speak Mulhorandi as well. 

Combat: In combat, werecrocodiles prefer their human form. 
They try to trick their prey into assuming they are harmless. 
Werecrocodiles are infamous for playing on people's sympathy 
by pretending to be grieving. Once the prey is in close 
range, they changed to crocodile form and 
attack. They can bite with their huge jaws 
and sharp teeth for 2d6 points of 
damage, and lash out with their 
tails for ld8 points of damage. 

little conflict with large bands of humans as possible. 
Werecrocodiles are the creation of 

Sebek, a crocodile-headed minor 
deity in the Mdhorandi pan- 

theon. Very few Sebek- 
spawn remain in 

Mulhorand, having 

the servants of the 

werecrocodiles 

Chessenta's 
Adderswamp. 



lycanthrope, Werespider 
CLIMAIE~EKIIAIN: lhrr,i, urban 
FREQUENCY: Very ran- 
ORGANIZATION Sottary 
ACTIVITY CYCLE h Y  
DIET: Carnivore 
INTELLIGENCE Average (8-10) 
TREASURE M, human form; fB) 
ALIGNMENT: Neutral evil 

NO. APPEARING 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO: 
NO. OF'ATTACKS 
DAMAGEIATTACK: 
SPECIAL ATTACKS 
SPECIAL UEFENSES: 
MAGIC RESISTANCE: 
SIZE 
MORALE: 
XP VALUE: 

1 
4 
12, Wb 18 
5+5 
14 
1 
ld12 (ld4) 
Poison 
Silver or magical weapons to hit 
Nil 
M (6' tall) or L (8' diameter) 
Steady (11-12) 
650 

Lycanthropic spiders arr exhemely rare; the curse oflycanthmpy 
spell only invokes mammalian forms, not insects or arachnids. 
Regardless of their h'ue origin, there exist humans who can 
assume the alternate form of a huge spider, and also a monstrous 
hybrid shape mixing both human and arachnid attributes. 

In human form, there is often little to physically differentiate 
a werespider from his or her fellows, although some possess 
long spindly fingers good for grasping and climbing. When 
completely transformed, the werespider's body is suspended 6 
feet above the ground by eight legs of sinister aspect. From 3 
to 8 dull black eyes are clustered above a vicious mandibled 
maw designed for carnivorous eating. The bulk of its S-foot- 
diameter dark body is a bloated sack covered with a coarse 
black fur. The hybrid form of the werespider can vary from 
manifestation to manifestation. A very few look normal but 
can manifest some spider-like abilities, but most who take on 
the hybrid form of these creatures grow three or more spidery 
eyes on their human heads while their mouths become a 
'drooling set of mandibular monstrosities. 

Combat: The type of attacks employed by a werespider 
depend upon its particular manifestation. In human form 
these lycanthropes utilize standard weapons to inflict damage. 
Often, these weapons have been pretreated with the weresDi- 
der's own poison (either Type A or Type F) 

In hybrid form, werespiders have a poisonous bite (Type A 
save vs. Doison or take 15 Doints of damaee within 15 minutes). 

(save vs. poison or die immediately). Those who are bitten and 
successfully save vs. poison from a werespider's bite (whether 
hybrid or spider form) are at risk of being injected with lycan- 
thropic eggs (see Ecology). 

Werespiders can be harmed only by silver or +1 or better 
magical weapons. Any wound inflicted by another type of 
weapon knits as quickly as it is inflicted with briefly visi& 3 

web-like sutures. ,. i 

HabitaUSociety: Werespiders tend to live as solitary hunters of 
either woodlands or urbanscapes. In woodlands, their homes 
are often suspended high up in the boles of a large tree, 
securely lashed in place with sturdy web-lines. The werespider 
nightly checks a series of traps (huge spider webs) it has set in 
strategic places within the forest. For the most part, only 
woodland animals are caught in these traps. The occasional 
human caught within the sticky strands is kept or released 
according the wiles of the particular werespider. In cities, soli- 
tarv weresuiders hunt in the same fashion as their woodland 

~~ ,, 
i n n  c h i  td n d k  and ceilkgs like a namnal >pid<*r, and i n n  LrtL 
air  wchhint; irum qwmvn45 at 3 rate 01 1 f.x,t p r  round 
Victims caught in the web> require I round pt'r point thrir 
strength i5 b t h v  19 to break 1n.e Ithow with 1Y Strength are 
un.dL<icdi In hybrid form, iht.\trungrh of the weresyidrr i, 
grratly mhanrrd, such that thosr hghting ueaponlecs Shll  
inf1i.t Id4 hi1 points of udrwxr horn A blow or  bile, and reieivt, 
a -2 bonus t,? hi t  and 4 damage bonus if  using \wap.ins. 

\Vhm coniplc~tdy trdn3rwned Into a >pider, thc3e creatiirei 
idn m n e  III ,I raw 18 on w c h  t)f their own nianufarturr. 'I'hr 
web> A \vere~pidc,r \pin\ in t i i l l  +xdrr form are stronger than 
the h<hrid version, a successful bend bdrs lift gate5 r o l l  i i  

required rcgmlles> ui Strength 10 break fret! (mQin.tcr> w r h -  
viir Strensth raring~ ubc 3 ,aviny, throw vs pardy5is if larg<r 
than ni3n-sizv. .ii -2 11 man-5iLe.d or mailer). 'I hcii bile- do 
1,112 hit pninr., (if damage, and the! wcmte Iype t pnicm 

c.ol~iwrpd~t>, hw\c~ver, they npvrlfically prey VI) humnns 
Thaw wht) prmelraie thew irratures' homrs litid brwebbtd 
I ir i l ls ccintnilunl: cocooned hum3iis hung for "curing." 

Ecology: Those who survive a wereipi&r's p k t m  ihnd  a 
3 1 " .  rhanre In be injected with a wrv %mall egg from the 
wrrespider's egg glands. whch an. Itxaled in its rnnuth. Tliejr 
'ggz are undrtectablr witlioiit .I speofic prube .>i the iniur) If 
allowed a tivo-\\eck gr.5121ion period. thr egg hatihrs. hurst- 
ing within thv f l r h  o r  the viciini. Ihis rdeasrs a viscous ichor 
that qiiishlv permt,atu. the victim'+ hlood: mother werespiJer 
has j u d  heen born. Ihose so atflicted m q  not at iirsi realize 
t h r i r  condinon. but stand d 1'0 r~timulnhve climce per d,iy 
thereaiter ta cponranroujly tramform. After thi> often trau- 
rnatii rxpcrirncc, the nrrejpider is able to control its r r a i h r -  
matinn hehveen human m d  spider t o r -  

4 



CLIMATEmERRAIN Any 
FREQUENCY: Very rare 

ACTIVITY CYCLE: Anv 
ORGANIZATION solitary 

DIET: Migic 
INTELLIGENCE: Average (8-10) 
TREASURE Nil 
ALIGNMENT: Lawful evil 

NO. APPEARING: 1 
ARMOR CLASS: -2 
MOVEMENT: 18, F118 (C) 
HIT DICE 10 
THACO: 11 
NO. OF ATTACKS 2 
DAMAGEIATTACK: 3d8/3d8 
SPECIAL ATTACKS Spell drain 
SPECIAL DFFENSES ,Iizti-rii.i+ ikdl 
MAGIC RFSISI'ASCE tiil 
SIZE 
MORALE 

L (8' tall) 
Fearless (19-201 

XP VALUE 11,000 

A magedoom is a magical horror that seeks out wizards 
destroys them. It resembles a large, cone-shaped mound of 
yellow and brown sludge that glistens with moisture, crowned 
with a withered, eyeless human head. Two heavy arm-like 
appendages hang near the top of the mound. The golem 
exudes a distinctive tang of ozone, like that of a lightning 
strike during a rainstorm crossed with the essence of citric 
acid (something like a rotten electric grapefruit). 

Combat: A magedoom attacks by swinging its heavy clublike 
appendages for 3d8 hit points of damage each. It always 
attacks wizards first, then priests, then any others. 

The most insidious attack occurs only against wizards. 
When a wizard spell is cast within 180 feet of a magedoom, 
the golem locks in on the source and begins tracking its prey 
Once the magedoom reaches melee range, a slimy tentacle 
tipped with a bloodshot, withered eyeball erupts from within 
the creature's slimy body mound and touches the mage on the 
forehead-this requires a successful attack roll. If it hits, the 
effect is similar to a level drain, but only in regard to what 
spells a wizard can cast. Thus, an 11th-level wizard who was 
hit by the appendage would cast spells as a 10th-level wizard. 
Spells that are now too advanced for the wizard to cast flee the 
victim's mind. Wizards who survive this attack recover one 
level of spellcasting ability per hour, but must relearn the 
spells they lost. This drain does not effect wizards' saving 
throws, THACO, or hit points. 

Magedooms are blind, tracking targets by their unerring 
sensitivity to magic as well as by small sensory organs in the 
strands of slime that coat their bodies and attacking 
appendages. As a result, they are immune to illusions or to 
spells that require the victim to have sight. 

Magedooms also radiate an anti-magic shell in a 3-foot 
radius. Thus, a fighter with magical armor and aflametongue 
sword effectively fights a magedoom with normal annor and a 
normal long sword. Once the items are taken out of the field, 
their magic returns. 

When a magedoom is killed, all of the magical energy 
trapped within it exits in a n  explosive magical wave of wild 
magic that behaves as if every being within a 15-foot radius 
were a wild mage who had evoked a wild surge (see the Tome 
of Magic). This effect lasts for five rounds; each round, roll on 

Magedoom 

resuiis as &e target beingrolled for. Resuyts that make no 
sense mean nothing unusual happens. (Alternately, the DM 
might treat every being in the 16foot radius as the target of 
five successive discharges of a wand of wonder, one each round 
for five rounds.) 

HabitaVSociety: Magedooms are created from living wizards 
whose bodies and spirits have been transformed by a rare, for- 
bidden spell. A magedoom is under the partial control of the 
archmage who cast the spell that created it. The archmage is 
able to order the creature to do certain tasks, and the mage- 
doom has a wide breadth of discretion as to how it accom- 
plishes them. If the archmage dies, the magedoom becomes a 
rogue, and no wizard is then safe. 

Magedooms are solitary creatures. There are rumors that if 
two magedooms come within 10 feet of each other, they set up 
a resonating field that explodes in ld4 rounds, creating a 40- 
foot-radius dead maeic area that lasts for a month. while anni- 

sphere of annihilation is created. 

Ecology: Magedooms were created by the wizards of Zhentil 
Keep for one reason alone: to kill non-Zhentish spellcasters. 
The process of their creation is a closely guarded secret. The 
goddess Mystra, the god Azuth, and their priesthoods loathe 
magedooms. High-level priests of Mystra or Azuth sometimes 
charge those who have acted against their faiths with a gens or 
a quest to destroy one of the creatures. High-level specialty ,. 
priests of Azuth who serve him well are rumored to receivera 
special spell that allows them to destroy magedoom- 

m 



Manotaur 
CLIMATEITERRAIN 
FREQUENCY: 
OK(;ANIZATION: 
-ZCTIVII\ CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

Desolate rocky forests 
Very rare 
Solitary 
Day 
Carnivore 
Average (8-10) 
K, M (E) 
Chaotic evil 

NO. APPEAKI\G: 
ARhlOK CLASS: 
MOVEMENT: 
HIT DICE: 
THACO 
SO. O F  ATTACKS: 
DAMAGtIATTACK: 
SPFCIAL ATTACKS: 
SPECIAL DCFTNSFS 
MAGIC RESISTANCt: 
SIZE: 
MORALE 
XP VALUE 

1 
4 
24 
13 
7 
3 
ld6/ld6/ld8 
Charge 
Nil 
Nil 
L (8' tall, 12' long) 
Champion (15-16) 
5,000 

A manotaur somewhat resembles a centaur. Unlike a minotaur, 
which has the body of a man and the head of a bull, a mano- 
taur has the body of a bull and the upper torso of a man. The 
head sports a pair of horns that a manotaur continually sharp- 
ens for use in combat. A great mane of hair runs down its 
neck, trailing across its shoulders. Coloration varies, but most 
manotaurs are brown, gray or black. Manotaurs measure 
seven to eight feet tall and ten to 12 feet in length. The human 
torso is broad and powerful. Manotaurs are strict carnivores; 
their mouths are wide and filled with sharpened teeth and 

, short fangs. A manotaur usually speaks its own language, as 
well as minotaur, ogre, and hill giant. 

Combat: Because of its superior senses of smell and hearing, a 
manotaur is surprised only on a 1 in 10 chance. Since mano- 
taurs run with absolute silence through their woodland lairs, 

, opponent surprise rolls are at a -3 penalty A manotaur will 
typically charge if it surprises an opponent. 

A manotaur attacks using its two front hooves and its razor 
sharp horns. Anytime in combat that a manotaur can run 20 
,feet or more in a straight line, it can charge. When charging, a 
manotaur attacks only with its horns but the damage is tripled 
(3d8). In addition, man-sized or smaller targets are slammed 
back ten feet by the force of the charge and might he knocked 
down. 

Manotaurs are intelligent opponents that rely upon brute 
force when battling smaller creatures and guile against well- 
armed foes. A common ploy by manotaurs is to surprise the 
opponent, deliver a single charge attack, then disappear into 
the forest. A manotaur repeats this tactic time and time 
again, slowly wearing down the foe before closing for the 
kill. 

HabitaUSociety: Manotaurs are evil by nature, hating all good 
things. Their lairs are usually overgrown, desolate forests, in 
which they gallop to and fro, beating out a series of twisted 
interlocking paths with their hooves. These paths are known 

' 

b .  , I 

only to the manotaur who lives there. Any creamre attempting 
to follow the paths in a manotaur forest is 75% likely to 
become disoriented and unable to find its way back out of the 
forest. Aperson trapped in a manotaur forest has only a 10% 
chance per day of finding his way out without magical aid. At 
seemingly random points, the forest's paths straighten out for 
as much as 30 feet at a time. This is where the manotaur will 
wait, timing his charge to hit just as the victim rounds the 
bend and steps onto the straightened path. 

The personalities of manotaurs vary widely; some guard 
their forest jealously, killing all who dare enter. Others fill the 
woodland with wicked creatures, such as giant spiders, OICS, 

and even an occasional ogre or two. They use these creatures 
to spread terror though the forest and as spies in the outside 
world. 

A manotaur colt is horn with 2 Hit Dice. The colt remains 
with its father until it reaches 5 Hit Dice. At that point it is dri- 
ven out of the forest. A mmntmw m l t  that roonterc its fath-da 
forest is immediately slain. 

Ecology: Manotaurs hunt sylvan creatures (brownies, sprites, 
elves, and the like). They hate unicorns and can sense them 
anywhere in their forests. The only time two manotaurs will 
cooperate is to track down and destroy a unicorn. 

Manotaurs sometimes use treasure to lure creatures into 
their maze of paths, placing a gold piece here and a silver 
there. Humans and demihumam who carefully map may he 
able to pick up a quick silver piece or two, but even a short 
journey into the forest can lead to disaster. The bulk of a man- 
otaur's treasure is hidden either beneath a great stone or in a 
tree hollow near the center of the forest. 

The origins of the first manotaur are a mystery; possiblv it 
was the offspring of a minotanr and a human fema 
Manotaurs live 300 years or more. 
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Mastiff, Shadow 
CLIMATEITERRAIN: Demiplane of Shadow 
FREQUENCY: Uncommon 
ORGANIZATION: Pack 
ACTIVITY CYCLE: Night or shadow 
DIET: Living creatures 
INTELLIGENCE: Semi- (24)  
ALIGNMENT: Neutral evil 

NO. APPEARING 4-16 
ARMOR CLASS 6 
MOVEMENT: 
HIT DICE: 4 
THACO 17 
NO. OF ATTACKS 1 
DAMAGEIATTACK 2d4 
SPECIAL ATTACKS Baying 
SPECIAL DEFENSES Hide in shadows 
MAGIC RESISTANCE Nil 
SIZE M (5’ at shoulder) 
MORALE: Fanatic (17) 
XP VALUE 420 

18 (9 in bright light) 

creatures prowl at night or during times of darkness (such as No. of Shadow Mastiffs 
46 

7 
8 
12 

13-14 

Saving Throw Modifi 
eclipses), always seeking shelter just before light returns. 

mastiffs typically find themselves in one of two positions: 

fighting where light conditions work against the mas&. 15+ -4 

Combat: Creatures who are forced to fight a pack of shadow 

combat during near-dark or completely dark conditions, or 
-2 

During darkened conditions, a shadow mastiff is at its most 
deadly peak. Each time the shadow mastiff strikes, it instantly 
blends back into the shadows, making it 40% likely that it can- 
not be seen and imposing a 4 penalty on its victim’s attack 
rolls. A shadow mastiff that has successfully blended back into 
the shadows must be attacked physically or with area of effect 
spells; line-of-sight spells (such as magic missile) cannot be 
used unless some special method of locating the mastiff is 
used. 

tinual light spell or daylight @ut not a normal ligkt spell), the 
weaknesses of a mastiff becomes obvious. It loses its ability to 
hide in shadows, loses 4 hit points, its movement rate drops to 
9, and its morale decreases to average (9). 

Regardless of light conditions, a howling pack of shadow 
mastiffs can cause panic in even the most resolute of warriors. 
The baying power of a pack of mastiffs causes all creatures 
within 360 feet of a pack to run in fear away from the shadow 
mastiffs for 2d4 rounds unless a saving throw vs. spell is 
made. Such a saving throw is made with a modifier based 
upon the number of shadow mastiffs in the pack. There must 
be at least four shadow mastiffs present to use their baying 
power. 

Those who fail their saving throws are 50% likely to drc. 
anything held in their hands as they flee. While on the 
Demiplane of Shadow, saving throw modifiers for the mastiffs’ 
baying power can increase to a 4 penalty if an exceptionally 
large pack of 20 or more of the creatures are encountered. 

HabitaVSociety: Shadow mastiffs are ruled by the most pow- 
erfnl mastiff in the pack, but there is little loyalty to the leader. 
Shadow mastiffs never suffer morale penalties for losing their 
leader, as another mastiff is always prepared to lead. 

2-5 whelps. These young are valued at around 20&500 gold 
pieces each. Bright light is fatal to whelps, however, so trans- 
portation of young shadow mastiffs is normally possible only 
through use of continual darkness or similar magic. 

Ecology: Sages have long believed that shadow mastiffs arise 
as the result of an animal being killed by an undead shadow. 
Upon its death, it is believed to be mystically transported to 
the Demiplane of Shadow where it joins with others of its 
kind. 

During illuminated conditions, such as that created by a con- 

The lair of a pack of shadow mastiffs is 50% likely to contain 
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Meazel 
CLIMATEITERRAIN Marshes, subterranean 
FREQUENCY: Uncommon 
ORGANIZATION Solitary 
ACTIVITY CYCLE: Night 
DIET: Carnivore 
INTELLIGENCE Low (5-7) 

M (Bj ' 
Chaotic evil 

TREASURE: 
ALIGNMENT: 

NO. APPEARING: 1 
ARMOR CLASS 8 
MOVEMENT: 12 
HIT DICE: 4 
THACO 17 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: ld4/ld4 
SPECIAL ATTACKS Nil 
SPECIAL DtFENStS Sur btli~w 
MAGIC RESISTANCE Nil 
SIZE M (4'-5' tall) 
MORALE: Steady (11-12 
XI' VALUE: 120 

The meazel is a vicious, malevolent creature that preys on 
other subterranean dwellers or anyone else in the area. The 
meazel is slightly smaller than a human. Its skin varies in 
color from light gray to dark green. Most meazels (85%) have 
irregular patches of angry red color: these are the result of a 
noncontagious skin disease peculiar to meazels. The patches 
give the creature a leprous appearance. The eyes are jet black 
and the thick, waxy hair is dark green-gray The toes are par- 
tially webbed. Males and females are nearly identical. 

Combat: Meazels attack with their clawed hands, each hand 
inflicting ld4 points of damage. They might use a cord to 
strangle a victim seven feet tall or shorter, if they can approach 
from the rear and surprise the victim. If they try this, a suc- 
cessful attack roll means the cord has wrapped around the vic- 
tim's throat; the victim will die in two rounds unless the 
meazel relaxes its grip or the victim breaks the cord or pulls it 
free of his throat. Meazels only relax their grip if they are dead 
or forced to defend themselves from another attack. 

Meazels possess the following natural thieving abilities: 

PP OL F/RT MS HS DN CW RL 
45% 37% 35% 33% 25% 15% 88% 20% 

They rarely attack openly They prefer to hide, sneak up from 
the rear, and then either strangle stragglers from behind or 
pick pockets in search of gold. 

HabitatlSociety: Meazels are hostile hermits, rarely encoun- 
tered away from their lairs. They prefer marshes, caverns, or 
other cold, dark, dank places as sites to build their squalid 
homes. Such homes are appallingly dirty. Each meazel's pos- 
sessions are gathered into a pile that also serves as the crea- 
tures bed. Rats and insects overrun the mess, polish off the 
leftovers, and also serve as snacks. 

Only two things make meazels congregate willingly: the 
need for cooperation against a foe, and the infrequent urge to 
mate. Meazel females give birth to one or two whelps. The 
whelps are independent at h e  years and mature in six years. 
The whelps are incapable of being tamed even if captured at 
birth and raised in a kind environment, the whelps still grow 
malevolent-although probably more intelligent and cunning. 

I 
L 

hlemels rlrc too iiiran-.piritrd to make reliable allies 
Howev~r ,  they ~xcasionally <-an he duped into dcling as iinwit- 
tiiig p i w n ~  or nuuited against a common foe 

hleazcls arc gwcdv and !(.ill ctrip a rorpse of anything thev 
finJ valuable II~nve\~er. the\, either do not understand or rc'c- 
n2nize magiral ibms as viluable, lhence such itrmh arc not 
generally found m m e a A  hoar& On ulc othcr hand. thev 
tilight grnb itrills that they art, unable to use properlv. such as 
human armor or large wt.aponc. I'he hones of past iiirdl) arc 
uflm hired in sacks n a r  the meazels' lain. The sacks a h  
contain an). grmc th,it the cr?ahirej mdv hdw taiund among 
their victims' possessions. hleuul, do not rmignizc gems and 
st!miprr;ious ctonrs as hrd,iirr, hence thcv throw thrie swat. 
hlost of tlirir treasure is coinag~,, A w r  and g0lri. 

Ecology: hleuek pn.y on 'mything thar roams the suhter- 
r. i i irm realm,. They are drnivorouh .md prefer humanoid 
flesh. \le67eIs prq  manly  on MCS and kobolds, although they 
~ l n d l ~  nttaA m p n e  C*IW who 13 av'ulable. Because of this, 
.iImmi any mbkwanrun dwrllrrs attack d nied/el uti sight. 
hleazcl> arc uluquc in that hatred oi them unites virtudlv all 
other suhtcrranedn trdveler 



CLIMATWTERRAIN Swamps/sewers 
FREOUENCY: Rare 
ORGANIZATION: C Iu-wr 
ACTlVlrY C'YCI L \nv 
DIET: cainivore 
INTELLIGENCE Semi- ( 2 4 )  
TREASURE: Nil (5) 
ALIGNMENT: Neutral 

NO. APPEARING 10-100 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS: 1 
DAMAGWATTACK: ld3 per HD 
SPECIAL ATTACKS Blood drain 

1 (X after feeding) 
F124 (A) (12 (8) after feeding) 
1 per 10 present 
1 HD: 19 (varies bv HD) 

SPECIAL DEFENSES: Kil 
MAGIC RESISTASCE Kd 
SIZE T (2" diameter) 
MORALE: Champion (15-16) 
XP VALUE 

10 dancers: 35 60 dancers: 
20 dancers: 65 70 dancers: 
30 dancers: 120 80 dancers: 
40 dancers: 175 90 dancers: 
50 dancers: 270 100 dancers: 

420 
975 
400 
000 
000 

A scarlet dancer is similar to a crimson death mist, but is much 
smaller in size. While it appears as a miniature version of the 
crimson death, this creature lacks an outward humanoid 
appearance (such as a face with the look of intelligence). Some 
sages theorize that scarlet dancers are immature versions of 
the malevolent crimson death. Scarlet dancers gather together 
in clusters of 10 to 100. 

Combat: Clusters of scarlet dancers can sense the presence of 
warm-blooded creatures within a 100-foot radius. The red mist 
that surrounds the dancers draws the blood from their victims, 
using tentacles of scarlet mist. The amount of blood drained 
depends on the number of dancers present-the more dancers 
in a cluster, the more blood is drained from the victim each 
round. For each 10 scarlet dancers present, the cluster has 1 
HD (and appropriate THACO) and drains ld3 hit points on a 
successful hit. 

armor do not protect an intended victim from a cluster of 
dancerotheir misty tentacles permeate the cracks in the 
armor, seeking out the victim's skin. Only Dexterity adjust- 
ments and magical protection can hinder the attack of the 
dancers. 

1, but after draining 7 hit points of blood they are slower and 
their Armor Class drops to 8. A cluster of 10 scarlet dancers 
can absorb up to 14 points of blood before the cluster stops 
attacking to digest its spoils. 

Having evolved in the sewers of Zhentil Keep, scarlet 
dancers cannot stand the light of the sun. Though sunlight 
does no physical damage to them, the dancers instinctively 
flee from it to the safety of darkness. 

HabitaffSociety: The dancers are neither mean nor malicious, 
but do what they need to in order to survive, as would any 
animal in need of food. Scarlet dancers need small amounts of 
blood on a daily basis to survive. If a cluster goes for more 
than three days without feeding, the dancers of that cluster 

Because these creatures are partially mist, metal and leather 

Befom 10 dancers (1 HD) feed, they have an Aimor Class of 

un 
k d  other nasty monsters, fiiding potentid SULLIC~S of food is 
seldom a problem. 

Keep. The dancers live in clusters that float tlvoughout the 
sewers in search of food. The only time they are not flying is 
when they have consumed their maximum daily allotment of 
blood (14 hit points per 10 dancers). Then they seek an out-of- 
the-way place to rest for ld4 hours 

The shadowy forces of Zhentil Keep know the locations of 
five clusters of scarlet dancers in the city sewers. These areas 
have been marked on certain maps and have gained notoriety 
by word of mouth. However, Zhentil Keep's sewers are not 
the only home of the dancers, as many of them live in small 
clusters throughout the tunnels honeycombing the gr 
beneath the Keep-and their numbers are greatest m 
est tunnels. 

Ecology: Since only the foolish come down into the sewers 
beneath the city, scarlet dancers feed mostly on mice, rats, and 
other warm-blooded denizens living in the bowels of Zhentil 
Keep. The favorite food of the dancers is humans, since their 
reproduction requires human blood. While scarlet dancers 
need human blood to reproduce, any kind of iron-based blood 
will suffice for nourishment. 

The creature's origins are unknown. Some believe that scar- 
let dancers are but another Zhentarim experiment gone bad. 
The truth may lie deep underground beneath Zhentil Keep. 
The similarities between scarlet dancers and crimson deaths 
are unnerving, especially to the lords of Zhentil Keep, who are 
fearful of a possible outbreak of crimson death mists through- 
out the city. In fact, crimson deaths and scarlet dancers are in 
no way biologically related. 

Most scarlet dancers live in the sewer tunnels below Zhentil 



Needleman 
CLIMATEITERRAIN Temperate forests 
FREQUENCY: Very rare 
ORGANIZATION Grove 
ACTIVITY CYCLE: Dav 
DIET: Photosynthetic carnivore 
INTELLIGENCE Low (5-7) 
TREASURE M (GI 
ALIGNMENT: Neutral 

NO. APPEARING: 5-50 
ARMOR CLASS 6 
MOVEMENT: 
HIT DICE: 
THACO 

9 
3 1 4  
17 

NO. OF AlTACKS: I 
DAMAGMA?TACK: id I 

MAGIC RESISTANCE: Nil 
SIZE: 
MORALE 

M-(6’ tall) 
Steadv (121 

XP VALUE 120 

This wood-dwelling, intelligent form of plant life, known as 
the needleman, has many similarities to a zombie, but is in fact 
neither animal nor undead. 

Needlemen appear ruddy green, mottled with browns and 
reds in autumn. They do not grow dormant in winter, as they 
lack roots to hold sap. Instead, they turn deep brown, and 
change to green again in the spring. Their eyes are coal-black, 
and their skin is covered with masses of small, sharp needles. 
Needleman physique is exclusively male-actually, like all 
complex plant life, needlemen are hermaphroditic and can 
cross-pollinate. From a human standpoint, most needlemen 
seem emaciated. Some needlemen wear white woolen robes, 
but as this garment interferes with both their combat abilities 
and their skills at hiding in dense undergrowth, most needle- 
men shun these (perhaps ceremonial) robes in favor of a tight- 
fitting yellow breechcloth. 

When needlemen attack, they growl and shout in a gurgling, 
choking language that is incomprehensible to anyone else. 

Combat: When amidst heavy undergrowth or conifers, needle- 
men are nearly undetectable (75% hidden from active 
searchers, or 40% hidden from elves and rangers). In such 
areas, they impose a -5 penalty to their opponents’ surprise 
rolls (-2 to elves and rangers). 

The needleman attacks with its small, sharp needles. The 
most common attack is a thorny slap. The slap itself would 
cause only ld4 points of damage, but the sharp needles triple 
this injury for a total of 3d4 points. This damage should be 
treated as impaling damage, and large creatures with thck 
hides suffer only 2d4 points of damage. 

Needlemen are able to fire their needles to a range of 20 feet. 
One of these creatures can launch a volley of ld6 needles, each 
causing 1-2 points of damage (only 1 point to larger than man- 
sized opponents). For practical purposes, a needleman’s sup- 
ply of needles is infinite, and those used soon grow back. 

The creature is particularly vulnerable to magic. Attacks on 
it by magical means inflict triple normal damage, though it 
receives any saving throw normally allowed. For example, a 
magic missile that would normally cause only 1d4+1 points of 
damage would inflict 3d4+3 points on a needleman. This vul- 
nerability applies only to dirrct magical attacks, according to 
the following detailed example: A magically enlarged and 
strengthened character wields a sword +2 against needlemen. 
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He finds that the weapon’s damage bonus @ut not attack roll 
bonus) is tripled to +6, but neither the weapon’s normal dam- 
age nor the additional damage caused by the character’s 
greater Strength would triple. 

Spells of a nonoffensive nature, like charm plants, are triply 
effective against needlemen. Of course, the fact that it is a plant 
makes a needleman immune to certain spells. Needlemen arr 
intelligent and can be affected (at triple potenrv) hv man” 
mind-influencing spells. 

HabitaVSociety: Needlemen lack the intelligence for a true 
society. They wander about their forests, picking up shiny trin- 
kets, some few of which may be valuable, and moaning softly 
to one another. It is freakishly rare to encounter these creatures 
outside of their natural habitat. 

One clue to their origin is the virulent hatred needlemen 
have for elves. Needlemen can smell elves at a quarter-mile 
distance and will move to attack them furiously One theory 
holds that needlemen were originally a band of humans who 
happened upon wood elves or grugach in their home commn- 
nities. If the elves had attempted to kill or incapacitate the 
intruders, as is likely, the humans might have invoked super- 
natural aid. An evil or twisted trickster deity, such as Ralishaz, 
might have transformed the humans into woodland creatures 
better suited to battle elves. 

Ecology: Needlemen derive most of their sustenance from 
sunlight, but they require water and nutrients as do most 
humanoids. They usually kill small creatures like squirrels, 
but, naturally, prefer the taste of elves. 

I 



Red Black 
CLIMATEITERRAIN Any Any 

ACTIVITY CYCLE Any Any 

FREQUENCY: Uncommon Uncommon 
ORGANIZATION Tribal Tribal 

DIET: Carnivore Carnivore 
INTELLIGENCE Average (10) Average (10) 

ALIGNMENT: Lawful evil Lawful evil 
TREASURE L (C, 0, Qxl0, S) L (C, 0, @lo, S) 

NO. APPEARING: 10-100 
ARMOR CLASS 3 (6) 
MOVEMENT: 6 (12) 
HIT DICE: 5 
THACO 15 
NO. OF AlTACKS 1 
DAMAGEIATTACK By weapon By weapon 
SPECIAL ATTACKS War cry Nil 
SPECIAL DEFENSES Nil Camouflage " 
MAGIC RESISTANCE: Nil Nil 
SIZE M (6' tall) M (6'-7' tall) 
MORALE Champion (15-16) Elite (1S14) 
XP VALUE: 270 175 

Sergeant 
Officer 
General 

420 
650 
975 

270 
420 
650 

The nec-orog is a magical hybrid of ordinary orcs, ogres, and 
other creatures. The two breeds of neo-orog, red and black, are 
warrior creatures, loyal and skillful. who live for battle. Tall 
and muscular, with large hooded eyes, tough leathery skin, 
and snouted bestial faces, nec-orogs seem to embody all the 
worse aspects of the creatures that went into their creation. 

Red Neo-Orog 
These creatures are bred as elite troops. Their sliin is a dark 
mottled red, and their eyes are deep yellow. They are usually 
well equipped and revel in bloodshed and violence. They 
speak both orc and the common tongue. 

Combat: In battle, red nec-orogs can scream their unique war 
cy ,  which causes all orcs, orogs, and neo-orogs within earshot 
to fight at +1 on attack and damage rolls for 2d4 rounds. The 
effect is not cumulative, and individual neo-orogs cannot be 
affected by it more than once a day Red neo-orogs receive an 
additional +I on attack rolls when defending the Red Wizards 
of Thay 

Red neo-orogs fight with the following weapons: 
Broad sword 20% War hammer 10% 
Battle axe 20% Mace and dagger 10% 
Spear and shield 20% Crossbow and sword 10% 
Hand axe 10% 

HabitaffSociety: All neo-orogs live in barracks built by the 
Red Wizards. No independent groups of them exist. They are 
organized into large military units. For every 10 neo-orogs in a 
group, there is one sergeant with maximum hit points. For 
every 20, there is one officer with 6 HD (THACO 15) and a +1 
on all damage rolls. Each barracks is commanded by a neo- 
orog general with 7 HD (THACO 13), +2 on all damage rolls, 
and having AC 2 (5). 

Ecc ey: For many lades Thayans have tried to create the 
own ryce of orcs, Giolent but loyal to T h y .  Their only weak- 
ness is their slow rate of reproduction-the %yam have 
managed to field only a few companies of them. As a group, 
neo-orogs have only a marginal reproduction rate. Many are 
infertile. 

Black Neo-Orog 
The black breed of neo-omgs are similar to the red neooro 
in many respects, but are bred to act as scouts, archers, 
infiltrators. They are leaner, slightly taller than reds, and 
skin ranges from dark green to deep, sooty black. Their fac 
features are slightly less bestial and their eyes are smaller and 
completely black. 

Camouflage masters, black neo-orogs hide so effectively that 
even observers who know what they are looking for have only 
a 20% chance of detecting them. Normally alert observers have 
a 10% chance, while casual observation yields only a 5% 
chance. The camouflage is negated if the creature moves or 
attacks. Anumber of black neo-orogs have thief skills in ad 
tion to their warrior skills. They do not have the war cry of 
red neo-orogs, but can be affected by the war cry of a red 
orog. 

Black neo-orog fight with the following weapc 
Broad sword/short how 20% 
Spear/dagger 20% 
Broad sword/crossbow 10% 
Short sword/short bow 15% 
Broad sword/longbow 15% 
Short sword/spear 20% 

In all other ways, black neo-orogs are like red neo-orogs, 



Orc, Ondonti b- 

CLIMATEiTERRAIN: Any land 
FREOUENCY: Rare . .  
ORGANIZATION: Tribe 
AcrIviTy CYCLE: .\nv 
DIET: Omnivore 
INTELLIGENCE: Average (8-10) 
TREASURE Nil (0x5) 
ALIGNMENT: Lawful mod 

NO. APPEARING 10-60 
ARMOR CLASS: 
MOVEMENT: 12 

10 (6 with barkskin) 

HIT DICE 
THACO: 
NO. OF ATTACKS 
UAMAGWATTACK: 
SPECIAL AlTACKS 
SPECIAL UEFENSES 

MAGIC RESISTANCE: 
SIZE: 
MORALE 
XP VALUE: 

Cleric. 1st 

Ticlerics to 7th level) 
19 
1 (see below) 
By weapon 
Nil 
Sanctuary, barkskin, tree, immune to 
charm, +1 save vs. poison 
Nil 
M (6’ tall) 
Average (8-10) 
120 
175 Cleric. 5th 975 

J 
~~~ 

Cleric; 2nd 270 Clerici6th 975 
Cleric, 3rd 420 Cleric, 7th 2,000 
Cleric, 4th 650 

t M  
The membus of the race known as the ondonti are dose cousins to 
the om. However, the ondontk live as peaceful fanners and gath- 
ems, t a b g  only what they need from the land to swive. In out- 
ward appearance, they resemble orcs, but they speak the common 
tongue and knowledge of the OIC language is rare among them. 

Combat: Traditional ondonti cnlhm is peaceful and contempla- 
tive. Most would sooner die than take another sentient cEature’s 
life, and they kill other c r e a w  only as needed for food (or if 
the creatures are deemed insane or incurably diseased). 

cp& 
theorized that thl 
orphans, brought from their lands 
group of priests of Eldath. 

ing Zhentilar and taken to the Citadel of the Raven for use as 
slave labor and as breeding stock for an army of superior 
humanoids. The remaining ondonti tribe lives in extreme seclu- 
sion, employing the spells of several ondonti clerics to hide its 
members from further enslavement. It is nmomd that a extra- 

Fourteen of the 15 ondonti tribes have been captured by raid- 

All adult ondontis can use the following spell-like abilities: snnc- 
tuary (on themselves) three times a day, barkskin once a day, pur(& 
food G. drink t h e  times a day, and tree once a week. Ondontis also 
gain a +1 bonus to their saving h w s  vs. poiwn and are immune 
to charmtype spells and spell-like abilities. 

Adult ondontis (male and female) have Strength scores ranging 
from 17 to 19 and Constitution scores from 16 to 18. Ondontis 
trained by the Zhentilar usually fight with either a bastard or 
two-handed sword, and can easily fight with either weapon and 
a shield. They dislike metal armor and don leather or studded 
leather when not using their natural barkskin ability. 

planar servant sent by Eldath herself guards over her remaining 
children, while another seeks to free those who have been 
wrongly seized from their homeland. 

In the meantime, the Zhentarim have brought up several 
young ondontis in an orcish environment, training them to be 
skilled killers (alignment LN to LE), These ondontis are still not 
as violent or abusive as orcs, but a few generations of violently 
indoctrinated ondontis could bring into being a deadly race of 
humanoids under the influence of the Zhentarim. Since the first 
group of ondonti warriors is still learning its craft. it is uncertain 
how far they will progress as fighters. 

HabitaUSociety: Ondontis are nearly the opposite of orcs: peace- 
ful, kind, and dependable. To the ondontis, peace, harmony with 
one’s environment, and a full family life are what is important in 
life. Ondonti priests are revered and their guidance is followed 
because of their majestic wisdom and close relationship to their 
deity 

Especially wise ondontis can become clerics of up to 7th level. 
Spells memorized by ondonti clerics are almost always curative 
and defensive in nature, as harmful spells are taboo. Priest 
ondontis have a minimum Wisdom of 16. 

In the world of Toril, ondontis dwell north of The Ride, in a 
secluded part of the Tortured Lands. They revere Eldath, the 
Goddess of Peace and Quiet Places, and their culture attempts to 
embody the pacifist teacbings of that deity. Ondonti oral history 
recounts that ”the Founders” brought 30 young ondontis to the 
lands they still consider theirs long ago, and laid down the 

Ecology: Ondontis reproduce at the same rate as om, but have 
attained a longer lifespan (60 years) as a mult  of internal d t u r a l  
harmony and applied curative priestly magic. The mortality rate 
of infant ondontis is nearly nonexistent, due to close monitoring 
of mother ondontis and infants by the priesthood. 

Scattered tribes of ondontis lived peaceful lives until a scout- 
ing party from Zhentil Keep stumbled across them in 1340 DR. 
Because ondontis live by a peaceful and collaborative philose 
phy, they were not prepared for treachery. and shortly after the 
initial meeting between Zhents and ondontis, the majority of the 
ondonti population, with the exception of one isolated tribe, was 
betrayed by the Zhents and kidnapped into slavery Very few 
ondontis have since then escaped further raids. The greedy lords 
of Zheutil Keep view ondontis as superior slaves because their 
strength and nonviolent attitude make them superbly suited to 
lightly supervised manual labor. 

84 



Arctic Winged 
CLIMATEITERRAIN: Any arctic Any nonarctic 
FREQUENCY: Very rare Very rare 
ORGANIZATION Pack Family 
ACTIVITY CYCLE Dav Dusk ~~~~ 

DIET: Carnivore Carnivore 
INTELLIGENCE Low (5-7) Low (5-7) 
TREASURE Incidentai Incidentai 
ALIGNMENT: Neutral Neutral 

NO. APPEARING: l(2-8) l(2-5) 
ARMOR CLASS 5 5 
MOVEMENT: 12 Sw 9 12 F118 (E) 
HIT DICE: 8+2 5+2 
THACO: 13 15 
NO. OF ATTACKS 3 3 
DAMAGEIATTACK: ldlO/ld10/2d6 ldlO/ld10/2d6 
SPECIAI AITACKS: Hug, surpriw I lug, wrpri3e 
SPECIAL DETESSES: lmmuiic IO .<)Id Uil 
hlAGlC IIFSISTANCt: Vi1 NII 
SIZE 
MORALE 
XP VALUE: 

L (12' tall) 
Steadv (11-12) Steadv (11-12) 

L (8' tall) 

2,000' 975 

Arctic Owlbear 
Arctic owlbears are the polar cousins of the normal owlbear. 
They resemble a cross between a snowy owl and a polar bear. 
Both their fur and their feathers are a snowy white, while the 
claws and beak are both black. Yellow, glowing eyes look for- 
ward from a rounded head. Like other owlbears, arctic owl- 
bears communicate with hoots and loud screeches. 

Combat: Due to its ability to blend into the arctic environ- 
ment, an arctic owlbear is 75% likely to surprise its prey when 
hunting. Arctic owlbears are as foul-tempered as their forest 
cousins, immediately attacking prey with their front claws and 
wicked beaks. 

Upon scoring a claw hit on a roll of 18 or better, the owlbear 
immediately hugs for 2d8 points of damage, which it maintains 
as long as it wishes, inflicting damage each round. Once 
engaged in a hugging attack, the owlbear cannot slash with its 
claws, but can use its beak normally A single attempt to break 
the hug is allowed, using the bend bars/lift gates roll for suc- 
cess (monsters without S&ngth ratings use a saving throw vs. 
paralysis if larger than man-size, at -2 if man-sized or smaller). 

The multi-layered fur and feathers of the arctic owlbear give 
it immunity to cold-based attacks. 

HabitaffSociety: Arctic owlbears live in the coldest areas of the 
arctic, often making their lairs in pre-existing caves or carving 
dens in hanks of snow. However, they tend to he wanderers 
and do not settle in any one place for long. If encountered in 
their lair, a mated pair of owlbears is 25% likely to have either 
ld6 eggs (20% chance) or the same number of young (80% 
chance). Young will be from 40% to 70% grown, fighting as 
creatures with 5 or 6 Hit Dice. Damage inflicted by these 
younger owl bears is ld6/ld6/2d4. The hug inflicts 2d6 points 
of damage per round and the chance of escaping the hug is 
increased by 20%. 

Ecology: Arctic owlbears live for ahout 20 years. They will 
prey on anything, but prefer meat above all else. Unlike nor- 
mal owlbears, the arctic variety hunt primarily by day and, 
being good swimmers, will aggressively pursue the prey into 
frigid waters without hesitation. They are well adapted for 
their environment-rough, leathery pads on the bottom of 
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their paws h em mauutam stab1 
Natives of tl nds claim nothing 
arctic owlbear& your trail, because 

I icy surfaces 
m e  than havlng 3 
'ir stubborn deter) 

nation, nasty disposition, and constant nunger 

Winged Owlbear 
The winged owlbear is a true synthesis of owl and bear; unlike 
other species of owlbears, this one has a large pair of feathered 
wings growing from its shoulders. However, the winged owl- 
bear is just as nasty-tempered as its ground-dwelling cousin 
and communicates with the same screeching tones. 

Combat: The flight of the winged owlbear is nearly silent di 
to the construction of its feathers-any prey has a penalty tc 
its surprise roll of at least -2; in poor lighting, this might be 
high as -6. A winged owlbear fights as do other owlbears, 
using its front claws and sharp beak. A claw hit on a roll of 18 
or better establishes a hug, which allows one chance to escape 
using the bend har/lift gate chances and otherwise allows the 
creature to inflict 2d8 points of damage per round. 

HabitaffSociety: The winged owlbear can be found in almost 
any non-arctic environment (though they art very scarce), but 
seems to prefer wooded forests or mountainous terrain. Their 
flying capabilities allow them to claim large areas as their ter- 
ritory-usually ten to twenty square miles. 

Winged owlbears live as mated pairs. If encountered in tt 
lairs, there is a 25% chance that ld3 eggs (20% chance) or ths 
same number of young (80% chance) will be present with th 
adults. The young are the same as normal owlbear young, a 
their wings will not s u p p r t  them until they reach full size. 

Ecology: A winged owlbear tends to live slightly longer than 
other varieties, an age of 25 years or so is common. These crea- 
tures are sought by wizards for various reasons, though there 
is no record of any one being successfully domesticated. 



Pegataur 
CLIMATE/TERRAIN: ~ 

FREQUENCY: 
ORGANIZATION 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO 

NO. OF ATTACKS 
D AMAGUATTACK: 
SPECIAL ATTACKS 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE: ~~ 

MORALE: 
XP VALUE: 

Spellcaster (5 HD): 
6 HD leader: 
7 HD leader: 
8 HD leader: 

Temperate mountains 
Very rare 
Tribal 

Omnivore 
Day 

Average (8-10) 
M, Q (E) 
Neutral Food 

2-20 
7 (or better with armor) 
18, F136 (C; D when encumbered) 
5 to 8 
5-6 HD: 15 
7 4  H D  13 
3 
ld6/ld6 (hooves)/by weapon 
Dive 
30% immunity to sleep and charm 
Nil 
L (8' tall) 
Elite (13) 
975 
1,400 
1,400 
2.000 ,..~ 
5,000 

A 
A 

r is Armor Class 6. only 10% 
tle; pegataurs using shields 
for their humanoid 

to have enchanted armor. Pegataurs wearing annor or carry- 
ing a rider are maneuverability class D. Riders may be armed. 

Any goup of five or fewer pegataurs has a 40% chance of 
being accompanied by ldlO pegasi. For every four pegataurs ir 
a group, there will be a fifth pegataur with 6 Hit Dice. For 
every ten pegataurs, there will be an additional pegataur with 
7 Hit Dice. For every 20 pegataurs, there will be one with 8 Hit 
Dice, and a 50% chance for either a mage or a cleric of 5th level 

HabitatlSociety: Like elves, pegataurs are generally aloo 
especially toward nonflyers, though their alignment mah-. 
them more approachable than may be initially believed. If 
paid well and treated with respect, pegataurs can be hired as 
troops or bodyguards, or for special tasks. Pegataurs never 
knowingly work for evil individuals. A pegataur tribe n s u d y  
has 2d10+10 adult members and is led by a male with 8 Hit 
Dice. In addition to the adults, a tribe also has ld10+5 non- 
combatant foals and 3d6 pegasi. 

These pegataur-made caves, called tehir, are not dark 
cramped, but are instead beautiful affairs with vaulted 
and intricatelv carved walls. Veins of rare crystals provide illu. 

Pegataurs carve abodes in the sides of high mountain 

mination at night. 
Most pegataurs encountered have 5 Hit Dice; of these 

approximately one-third cast spells as 5th-level wizards 
addition to their warrior abilities. These multi&clas 
pegataurs never have weapon specialization. 

Single-class pegatanr wizards can be specialists, but such 
characters are rare, and are never necromancers. Rare pegataurs 
may rise to higher levels as wizards, fighters, or priests, but 
they are not known to advance beyond 14th level in any class. 

Ecology: Pegataurs have been known to work with druids to 
maintain the balance of nature in a given area. They also train 



CLIMATEiTERRAIN: 

FREQUENCY: Very rare 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE Supra-genius (19-20) 
TREASURE: 

ALIGNMENT Neutral evil 

Any (in F a e h ,  confined to subter- 
ranean Anauroch) 

All possible (G is most common in 
lair) 

NO. APPEARING 1-3 (usually 1) 
ARMOR CLASS: 2 
MOVEMENT: F19 (A) 
HIT DICE 9 
THACO 11 
NO. OF ATTACKS: 6 
DAMAGEIATTACK: 
SPECIAL ATTACKS: 

ld4 (or by weapon) x4/3d4/2d4 
Tail stine. mell use 

(1 1 

SPECIAL DEFENSES 
MAGIC RESISTA\CE: U 

Amt,rh reflt I t  1ndg1' 

SIZE 
MORALE 
XP VALUE 

L (up to 12' long) 
Fanatic (17) 
10,aao 

Phaerimm are powerful magic-using beings that move by nat- 
ural levitation. They resemble upright cones, the widest part 
uppermost, and the point ending in a barbed stinger-tail. They 
are intelligent, inimical, and highly dangerous. 

Combat: Phaerimm have 160-foot infravision, and can see into 
the astral and ethereal planes for 90 feet. Their normal vision 
functions as a constant detect magic. 

magic except petrification and polymorph attacks, to which they 
m 77% resistant. Any magical attack on them blocked by their 
resistance will be absorbed by phaerimm as healing or reflected 
back 1133% at the source. This is a defensive reflex and does not 
take the place of a phaerimm's actions in the round it occurs. 
Absorption changes damage from the spell into replacement 
hit points; spells that do no damage yield 1 hit point per spell 
level (excess points can be carried for 12 rounds as healing 
energy, and used to offset later damage). Reflection means the 
souce receives the magical effect, although a source subjected 
to multiple reflections of the same spell can be affected at most 
once (that is, a wizard catching two phaerimm in afireball 
takes, at most, the damage of onefireball if both reflect). No 
upper limit to the number of magical attacks a given phae- 
rimm can absorb or reflect in one round has been found. 

Phaerimm command more magic than most human mages. 
For every 50 years of life, a phaerimm increases one level as a 
wizard-most of this long-lived race are the equivalents of 
22nd- to 27th-level mages. Phaerimm experiment with, 
research, and memorize spells much as human wizards do; a 
spell of each level can become an innate spell-like ability The 
spell, which cannot be changed once chosen, is retained in 
their brain structure and is regained every day without study 

Most phaerimm have devised some unique spells of their 
own. AU phaerimm spells are cast by silent act of will-most 
phaerimm magical study is time spent altering captured 
human spells into will-force magical energy manipulations. 

In addition to a spell attack (and any reflected magics) in a 
round, a phaerimm can make up to six physical attacks, if tar- 
gets are within reach. Its powerful jaws, located in the open 
top of its cone, bite for 3d4 damage. The rim of the cone con- 
tains four evenly-spaced, fully-retractable arms. These arms 

Phaerimm have natural magic resistance: 44% against all 

look startlingly human, but the hands have three central fin- 
gers and two outside, opposed thumbs. %e arms can punch 
for ld4 damage, wield weapons of up to polearm size for nor- 
mal weapon damage, or grasp opponents to hold them for 
automatically-striking bites. Each round, roll ld20 each for the 
phaerimm and the grasped victim. The higher total prevails: 
either the grasp holds for the round, or the victim breaks free. 

A phaerimm also has a powerful tail that can smite for 2d4 
points of damage; if a tail attack roll hits on a roll of 16 or 
more, its sting impales the victim: the victim takes the usual 

A fertile egg begins to grow in ld6 
internally for a loss of 1 hit point per 
death occurs or a cure disease spell kil 

HabitaffSociety: The phaerimm like to live near 
others of their own kind (for mutual protec- 
tion and the social satisfac- 
tion of vying with each 
other in devious 
plans). However, 
they usually prefer 

with 

creatures to carry 
out their bidding. 

Ecology: Phaerimm eat all 
Rptiles and mammals, 
keeping them as 
slaves until their 

They especial- 
ly hate tomb 
tappers, who 
seem 
immune to 
pbaerimmmind- 
c o n h h g  magics. 
In F a e h ,  the mightiest magic of 

the sham presently limits phaerimm 
to under Anauroch, but they work 
through agents to affect the world beyond 

hun as dinner. A 

1 

have also subverted a few Zhentarim, but are being very ca 
not to reveal themselves to the Brotherhood-yet. 

1 
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Reggelid 
CLIMATFJTERRAIN Mountain, swamp 
FREQUENCY: Very rare 
ORGANIZATION Bands 
ACTIVITY CYCLE Nocturnal 
DIET: Omnivore 
INTELLIGENCE: Genius (17-18) 
TREASURE V 
ALIGNMENT: Neutral evil 

NO. APPEARING: 3-10 
ARMOR CLASS 7 
MOVEMENT: 12 
HIT DICE 3 (varies) 
THACO: 19 
NO. OF ATTACKS: 
DAMAGWATTACK: ld6 (weanon) 

1 or as level and class 

SPECIAL ATTACKS: spelis ' 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: Nil 
SIZE 
MORALE 
XP VALUE 

~ ~~~ 

M (7' tall) 
Steady (11-12) 
1 75 

Of any reggel 
30% are 3rd4th &vel'fighTd 
broadswords rather than str 
lored for fighters. 

Ecology: Some scholars believe the reggelids are the result of a 
curse-a very plausible idea. Like the bvanen, the reggelids 
keep to areas on the lower portions of cliffs. They search for 
magical legacies in the wilderness. 

Though they bear only ill will for all other races, reggel!& ~ 

especially despise halflings and life-shaped creations. The... . ' ~ 

reggelids developed a special spell specifically to combat r& ~ 

halflings and destroy their life-shaped tools and weap,ow. . ~ 



Render 
CLIMATIUTERRAIN Anv 
FREQUENCY: Unique 
OIIGAN17ATIOS: Sol I IJ n 
ACTIVITY CYCLE: 
DIET: Carnivore 
INTELLIGENCE High (14) . ,  
TREASURE Nir 
ALIGNMENT: Chaotic evil 

NO. APPEARING: 1 
ARMOR CLASS -3 
MOVEMENT: 24 
HIT DICE 
THACO 7 

13 (104 hit points) 

NO. OF ATTACKS 3 
DAMAGWATTACK: ld10/ld10/2d10 
SPECIAL ATTACKS 
SPECIAL DEFENSES 

Rending, berserk fury, surprise 
Regeneration, +1 or better weapon 
to hit, silver or cold iron weapons 
cause 1 point of damage, spell 
immunities, fear gaze 

MAGIC RESISTANCE 30% 

MORALE: Fearless (201 
XP VALUE: 19,000 

The fearless render is an imposing 9 feet of muscle, sinew, 
claws, and teeth. The creature has deep black, short fur that 
covers its entire body and is matted down with a slimy, sweat- 
like secretion. The teeth of the render are between 5 and 9 
inches long, and razor sharp. The beast’s claws are equally as 
long, and are often caked with the remains of its last victim. 
The most unnerving thing about the render is its glowing 
amber eyes. They seem to strike fear in its victims only 
moments before they die. They give the render hfl-foot infravi- 
sion. The creature has a deep hatred of all life, and kills with- 
out mercy or remorse. 

Combat: The render is one of the most savage, feral, deranged 
creatnre known. It is incredibly quick for its size, and imposes 
a -2 penalty to all surprise rolls when not encountered on 
open ground. In addition, anyone glancing into the creature’s 
amber eyes must make a successful saving throw vs. paralyza- 
tion or be rooted in place by incredible fear and unable to act 
for ld3 rounds (or until the fear is dispelled). The render 
attacks with its two claws and fierce bite, and if all three of the 
attacks are successful, the victim suffers an additional 2d10 
points of damage as the beast rends and shreds its prey 

The render‘s greatest advantage is its ability to regenerate 
hit points. The monstrosity regains 4 hit points per round. The 
beast’s regeneration is similar to that of a troll, and it regener- 
ates even if reduced below -10 hit points. M y  electrical dam- 
age can permanently kill the render. When it is brought to -10 
hit points, over half of the damage done to it must have been 
electrical for it to be dead and not regenerate. 

is immune to all poisons, charm-type enchantments, and hold 
spells. Normal weapons cannot damage the render, while sil- 
ver and cold iron weapons inflicting only l point of damage 
per hit. Magical weapons inflict normal damage. 

If the creature is somehow brought to below half of its hit 
points, it throws itself into a berserkfrrry, gaining double its 
normal number of attacks, reducing its Armor Class to 4, and 
doubling its regeneration to 8 points per  round. So brutal are 
the attacks of the render that if an opponent sustains more 
than 40 points of damage in one round and is not already 

SIZE L (9’ tall) 

The creature’s magic resistance is a considerable 31% and it 

dead, the victim must make a successful saving throw . ”. 
death magic or be instantly reduced to 0 hit points-and at i 
mercy. 

HabitatISociety: The creation of the render was an accident. 
The beast is an unholy combination of a summoned tanar’ri 
and a human prisoner. While nefariously allowing the tanar 
to kill a prisoner for pleasure, a wizard miscast an nnkno 
spell from a scroll. The spell killed the wizard and joined 
together the tanar’ri and the dying human. The resulting c 
ture killed hundreds of others before escaping. The render 
no memory of its former lives. 

only way it knows to temporarily relieve this pain i 
and consume prey-thus the render is a constantly 
ing machine. Since the creature fears nothing, it is tr 

Ecology: The beast’s stomach can digest anything organic, 
it cares nothing about the freshness of its meal. The beast 
needs to eat a minimum amount of twice per day, though i 
will eat more frequently for the sheer pleasure of it. 

Created deep within the experimental labs of Darkhold, 
render escaped into the Far Hills to the south of the citadel 
where it has been hunted ever since. The render was created 
completely by accident, and efforts to duplicate the experi 
ment that brought life to the beast have since met with fail 

The Zhentarim are desperate to capture the render, but 
attempts to do so thus far by Zhentarim wizards and Zhen I 
troops have caused twoscore casualties and met with no snc 
cess. The render remains one of the most savage crratures to 
walk the face of Faerfin, and likely the most deadly creature 
encountered in the Heartlands. 

The creature is in constant pain from its unholy uni 



%urial 

Finhead Bladeback 
CLIMATmERRAIN Jungle Jungle 
FREQUENCY: Very rare Very rare 
ORGANIZATION: community Community 
ACTIVITY CYCLE: Day Day 
DIET: Omnivore Vegetarian 
INTELLIGENCE Very Very 
TREASURE: Nil Nil 
ALIGNMENT: 

Flyer 
Jungle, mountain 
Very rare 
Community 
Day 
Carnivore 
Very 
Nil 

Homhead 
Jungle 
Very rare 
Commumty 
Day 
Vegetarian 
very 
Nil 
Any 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE ~~ 

THACO 
NO. OF ATTACKS: 

1 4  
5 
12 
2 
19 
l o r 2  

1 4  
4 
10 
2 
19 
l o r 7  ~~ ~ 

DAMAGUATTACK By weapon By weapon 
SPECIAL ATTACKS See below See below 
SPECIAL DEFENSES See below See below 
MAGIC RESISTANCE Nil Nil 
SIZE: M f5' tall) L (7' tall) 
MORALE 
XP VALUE: 

Saurials are intelli- 
gent bipedal 
lizards descended 
from creatures 
similar to 
dinosaurs. Saurials 
are not native to 
the Realms, but 
originate from 
another crystal 
sphere. Most 
saurials now in 
the Realms were 
kidnapped from 
thek homes and 
brought to the 
Realms as slaves 
by the evil god 
Moander. Upon 
Moander's death, 
these saurials 
elected to remain 

- t r  

Steady (f2) Steady(i2) 
35 35 

-- 

2-8 
6 
9 F124 (C) 
2 
19 
1 or 3 
By weapon 
See below 
See below 
Nil 
S (3' tall) 
Average (10) 

1-2 
4 
10 
4 
17 
10113 
By weapon 
See below 
See below 
Nil 
L (10' tall) 
Ebte(l4) - 

65 120 

tail. A flyer has a delicate frame, with smaller legs, a shorter 
tail and a flap of scale-covered flesh beneath each arm which 
serves as wings. So although ungainly on foot, a flyer is 
extremely graceful when airborne. A homhead is a giant beasr 
with a tail longer than its own body and sharp h o r n  protmd- 
ing both from its head and the great bony plate which protects 
its neck. All four of these races have scales of some shade of 
green and their back scales are mixed with yellow scales in 
patterns unique to each individual. Flyers sometimes feature 
bolder red splotch around their necks. Only rarely is a pure 
white saurial born in each race 

All saurials have true infravision. They can detect heat 
wavelengths with their eyes, but they cannot see a cold objec 
in the dark. Although they are not cold-blooded like true 
lizards, saurials are not as efficient at keeping their blood 
warm as are Realm mammals. If exposed too long to freezin 
air, saurials lapse into a torpor called cold sleep. They fall 
asleep and their breathing slows until they may even appear 
dead. A saurial's ability to resist the cold sleep is based on its 
size. A 3-foot flyer succumbs to the cold sleep in three turns, 
while a 5-foot finhead succumbs in five turns, and so forth. If 
the saurial is bundled in insulating clothing, these times are 
doubled. A saurial in cold sleep returns to consciousness wit1 
in an hour or two if it is brought to a warm place. A saurial 
left exposed to freezing weather for more than a day dies. 

For daily activities, saurials do not generally wear more 
than loincloths and simple, loose cloaks as long as they are ir 
a tropical climate. They do, however, wear ornate robes of fa1 
ric and animal bides on ceremonial occasions. They decorate 
their homes with wall hangings and floor coverings. Saurials 
are not comfortable in armor. To avoid the cold sleep saurials 
bundle up in colder regions. Tattoos are common, particularl 
among spellcasters, and depending on their race, saurial 
mages either cawe special symbols into the bony plates of 
their body or tattoo them into their scales. 

Saurials do not speak any Realms languages; indeed, to 
most humans they do not seem to speak at all, because their 
voices are pitched too high to be heard without magic. The 
emotions accompanying their words are emitted as scents that 
humans can often detect, so a human familiar with the saurials 
can often tell what one is feeling without knowing what one is 
saying. Saurials can hear human speech, but so far, none have 



Most are farmers 
and hunters. There 
are weavers, car- 
penters, a stone- 
mason, a black- 
smith, and musi- 
ciam among their 
numbers. Moander 
killed all their 
young, but 20 
more saurials have 
hatched since the 
evil god's death. 
The adults have 
worked hard to 
build their new 
village and to 
restore order, but 
they are still 
somber after their 
ordeal. They look 
for the next generation to bring joy back into their lives. Th 
saurials harvest and gather enough food and keep warm a 
dry in small thatched huts, but they prefer solid single farm 
dwellings of stone or wood. One by one, each family is buil 
ing a home, and gradually adding extra rooms onto them. 

Tnis outpost is the sole known domain of saurials inthe 
Realms. However, once the gap between the Realms and the 
saurials' home sphere has been breached. there is a chance that 

acter ciass. Saurial mages do not wear armor, and saurial 
thieves would he limited to the protection of leather armor. 

Because of the nature of the saurial senses, all saurials 
receive a +2 saving throw bonus against sound-based attacks, 
such as a harpy's charm or a shout spell. They are more sus- 
ceptible to gas-based attacks, including poison gas and cfoud- 
kill spells, and have a -2 penalty on all saving throws agajnst 
these attack forms. 

Gio worships 
Chauntea in lieu 
of his own god- 
dess of the har- 
vest, and 
Sweetleaf's five 
acolytes. The 
renowned finhead 
paladin 
Dragonbait visits 
the valley as often 
as his adventures 
allow. The tribe's 
other adventurers 
were killed bat- 
tling Moander in 
their oriyinal 

SaGrials 1ive.in mixed groups with little conflict among the 
races, unlike the mammals of the Realms, which seem to have 
different nations for elves, dwarves, and men. Saurials think of 
themselves as saurials first, and their sub-race second, and r 
ognize that the other races of saurials have as much to con- 
tribute to their community as their own race, if not more. 
Saurial communities consist of all types of the various races, 
though there tend to be fewer of the larger hornheads and 
bladebacks because of food limitations. Even communities 
with one race of saurials treat all other races as brethren. The 
Realms domain of the Lost Vale has primarily finbacks, but 
also has a large number of flyers and a smattering of blade- 
backs and hornheads, including their leader, Grypht: 

The listed statistics are for common saurials, but like the 
races of the Realms, these matures have a number of excep- 
tional individuals whose abilities closely resemble those of 
exceptional fighters, priests, mages, and thieves. In random 
encounters outside the Lost Vale, for every 10 "common" sau 
als encountered there is an individual of exceptional ability, 
either a fighter (40%). mage (40%), priest (IO%), or thief (10%: 
These exceptional individuals are of levels 1-10,' They are uni 
mored, but equipped with weapons according to the restric- 
tions of their class. Saurial spellcasters can still cast their spell 
in this plane, and those who derive their abilities from gods 
may continue to do so if their god has a Realms equivalent. A 
small number of saurials worship Finder Wyvernspur, and 
there are one or two priests of that faith, also. 

Ecolom: Saurials mate for life and can oroduce 1-2 eees a 

i 

year. 6 t h  male and female share the d;ties of keepiGgYthe 
eggs warm and safe, feeding the hatchlings, and training 
them. A saurial appears full grown within five years, but the 
experience that brings mental maturity takes as long to deve 
op as it would in a human. Saurials live a very long time in 
favorable conditions. Grypht is more than 200 years old, with- 

plane. f i e  remain- 
ing members are 
villagers without 
adventuring skills. 



Saurial 
out the.aid of magic. Hornheads and bladebacks require a lot 
of vegetation to survive, so they are careful to limit their num- 
bers in small regions, while the Lost Vale’s abundant wildlife 
can support many more finheads and flyers. 

Finback: Finbacks tend to be alert, bright, active, curious, and 
emotional. They are good with their hands and have enough 
muscle for commou work and defense. Exceptional finbacks 
are usually, though not always, warriors. Finbacks tend to 
believe in ultimate concepts of good, evil, and truth, and see 
things in terms of black and white. They are enthusiastic about 
new tasks and adventures and leap into dangerous situations 
before getting a full idea of what dangers await. Most saurials 
found outside the Lost Vale are likely to be finbacks. 

Hornheads: Hornheads are large and powerful and tend 
toward careful, rational planning and thought. While 
they are slow of speech and carefully choose 
their words, they are not slow of mind 
and have an interest in the sciences 
and crafts such as blacksmithing 
and weapon-making, Exceptional 
individuals can be any character : ally firhters or thieves. 
class, but the most powerful 
hornhead in the Realm is a 
spellcaster. 

Bladebucks: Bladebacks are social creatures, more than the othe 
three races, and tend to congregate with other saurials more 
readily They are the most straight-forward and trusting of thc 
saurials, but understand saurid nature well enough to know 
what their comrades want. Bladebacks are slow to anger, but 
once riled are passionate fighters. They are slow to forgive 
slights and offenses and have long memories. Within the saur- 
ial organization, bladebacks often rise to positions of power as 
leaders of the combined groups or as advisors tn thnco leader- 
Exceptional bladebacks are often pries 

Flyers: Flyers are nervous, noisy saurials, both irritable and 
irritating. They have the benefit of flight, and often use it to 
flee rather than fight. Enthusiastic conversationalists, flyers 
chatter on about whatever gossip comes to mind. Their role ir 

the comnwnity is usually as scouts or messengers, 
but there have been flyer heroes in saurial 

history who have rescued their 
larger brethren on many 
occasions, as any flyer will 
repeatedly tell you. 
Exceptional flyers are mu- 



CLIMATE/TERRAIN Subarctic caverns 
FREQUENCY: Very rare 
ORGANIZATION Solitary 

DIET Carnivore 
INTELLIGENCE: Averaee (8-10) 

ACTIVITY CYCLE h Y  

TREASURE: (S, Q, bx3) 
ALIGNMENT: Neutral 

NO. APPEARING 1 
ARMOR CLASS 6 
MOVEMENT: 15, F19 (C)  
HIT DICE: 6+6 
THACO 15 
NO. OF ATTACKS 
DAMAGWATTACK ld6/ld6/2d6/3d4 or 

4 or 6 

ld6/ld6/ld6/ld6/2d6/3d4 
SPECIAL ATTACKS Pin 
SPECIAL DEFENSES Spell turning, silence 
MAGIC RESISTANCE: Nil 
SIZE H (20' lone) 
MORALE Fearless (E-20) 
XP VALUE: 5,000 

The scalamagdrion resembles a gray-scaled, green-eyed 
dragon with stubby wings and a long, hone-spiked prehensile 
tail. The creature's overall build is like that of a silver dragon. 

While many people believe this creature to be unique, it is 
actually part of a race of like beasts. The most famous of the 
scalamagdrions is Ningulfim, the one usually pictured in the 
hook known as The Scalarnagdrion (the book was named for the 
creaturr). Ascalamagdrion is sometimes called a "Guardian of 
the Tome" by those unaware of its actual name or the name of 
the book in which it is found. 

Certain sages have suggested that scalamagdrions have a 
language of their own, a silent language conveyed by move- 
ments of mouth, claws, and wings; it has heen reported to 
make motions not unlike those associated with speech and 
sign language. However, because the creature is very aggres- 
sive and completely silent there has been little opportunity to 
study its means of communication 

Combat: If possible, a scalamagdrion attacks by pouncing 
from a height, or by briefly hovering. In this case, the creature 
uses its four claws, its bite, and its tail. Each claw rake causes 
ld6 points of damage, while the bite inflicts 266 points, and 
the tail causes 3d4 points of damage. If hovering, the scalam- 
agdrion can make only one such attack before either landing 
or flying off; its wings are not well constructed for hovering 
and cannot support such a maneuver for long. 

If possible, the scalamagdrion tries to pin a single opponent 
by landing upon it; this rrquires a normal attack roll, but the 
victim is considered AC 10, adjusted by Dexterity and magical 
bonuses. Tnis maneuver can be used on any sue creature and 
causes 2d6 points of damage to the v i c h ,  but only creatures of 
size S or M can be pinned effectively; larger beings cannot he 
held by the scalamagdrion's body weight, and smaller creatures 
cannot be attacked while pinned (though they can he held). A 
pinned creature can hy to get free each round thereafter, with a 
successful bend bars roll indicating that the creature struggles 
free. A pinned aeature receives no Dexterity bonus to AC and 
suffers a 4 penalty to attack rolls. The creahxe cannot use a 
weapon that requires two bands; drawing a weapon might 
require a successful Dexterity check (DMs discretion). 

While the scalamagdrion has a pinned victim, or if it is 
fighting while on the ground, it attacks normally its front 

a. / 

clnivi. hirr, niid tail. 1 he creahuc's tai. IS quite tlekiblr and <a 
be u . 4  io attaik oppunrnts the side ur front 01 thQ hznst. 

' I l i t c  crz.irurc? is unniunr  tu d l  gasses and to rxtremrs u f  hea 
~ i i d  c o l J  In nddlhon, the .sralama&drlon radlatrs vImrc IS' 
r.7diit. about i t d f  It,, 15' irnm any part uf its body), and h.1, a 
natural y t 4 /  fu r i i Iq  abilitv Irls a ring c4spL.I/ funi i i iq.  including 
gainin& a srlvmg throw [or spell, iur which there 15 nurnially 
none) 'l'hi, inakvs i t  a duadl) tuc fur mag&. and. hderd. non 
IMVL' yer pIe\ailzd against thc >ralamdg,iriun knwwi a5 
Uingulfim. a ireailire I>f gre,jt cunning:. with nirlxirnuni hit 
pornt. and sther, undiwlowd niapcal poweh. Some m a g s  
<.lniiii t<> hJ\v defcatd uther sc,ilnmagllrivns, but with th r  
help t , f  ~ ~ i r r ' i l  zuinpanitin,. .A tern bagrs SllggQSt that a xal.3- 
magdri<on :an A,orb  pout^ lrmi ninges it sonsiimc-, ;u any 
indi&lual might have other ,pvll-lihc p.n%rrb. 

f l z h  Still. i t  is cunning rnou$li to takc rl vichm'. body, itk.m; 
and ,111, h a i l  to it, lair tt> avoid bemg raught tahile enhng. 

IlabitatlSociety: Ihr .idamagdriun idlabits nn t.kien~iw iict- 
wurk .,f id\ern,. . \d$r t ihm~s  h a c  slainicd tu cniounrrr multi- 
plr i~lain.ig,iiiuns beneath the Grzdt Glacier, m a raven1 net- 
wurk acccwblt, fmni \'&,a and 5 s s a l .  ' f lw  munster m d  thz gn, 
to awl limn it, abode cannor hc desrropl or hannrrl by trarin) 
uut s r  duitroyuig the pig? m whish it dppeas. although my 
attempt .ii.;uch arth iiirs iciU w-zrtanly r a u r  i t  tu iswr forth 
The ~:alariiq+inan c.m chow+: !\lien 111 arm ate its gate; mi orht 
1 1 )  in$ irearum has su~cessfully ea\eld through it. 

Ecology: Several x ~ , i d s  and r1,i.p ian br s k ' m  armd the  hone^ 
upun which the >calani.igllnm crouches li a s;alani3gdnun 
abairbi magicdl unrrgy from it$ kill,, a specimen could pnn'e 
v e n  uschul In rhe maniitacture df magical itrrn.; 

The \rJl.irn.i&ion is fcarhz a i d  enlq j the racte UI human 



Sham 
CLIMATEITERRAIN: Any land 
FREQUENCY: Very rare 
ORGANIZATION. Clan 

DIET: Omnivore 
ACTIVITY CYCLE An? 

INTELLIGENCE: Genius (17-18) 
TREASURE: Nil 
ALIGNMENT: ’ Chaotic neutral 

NO. APPEARING 1-12 

HIT DICE: 6 + 6  
THACQ 15 
NO. OF ATTACKS 12 
DAMAGE/ATTACK 

SPECIAL ATTACKS Ethereal portal attacks 
SPECIAL DEFENSES Regeneration 
MAGIC RESISTANCE 30% 

ld4+1 (x3 heads)/ld2 or by 
weapon type (x9, three trihands) 

SIZE:. , H (16’ long) 
MORALE Fanatic (18) . .  
XI’ VALUE: 7,000 

An enigma little understood by sages or adventurers of the 
Realms, sharn are resident in several large underground com- 
plexes, including Undermountain. The sham seem to feed on 
adventurers and will repeatedly menace PCs exploring the 
dungeon’s lower levels. 

These curious creatures appear as glossy black teardrops of 
somewhat amorphous flesh, studded with many tiny eyes and 
surrounded by a nimbus of purple light. Opponents rarely get 
to see these vulnerable central bodies, as surviving an 
encounter with a sham is a rare feat indeed. Attempts to men- 
tally contact a sham (through psionics or other means) result 
in success only if the sham wishes it. Sham share a peculiar 
form of short-range group telepathy among themselves. 

Combat: Sham can create miniature portals--ethemal win- 
d o w s u p  to 400 feet away from their bodies. The sham can 
create and maintain up to six portals at once, using all to 
attack from a variety of angles. A sham can extend three heads 
with fanged maws and three trihand arms to attack opponents 
and prey at a distance. Each of these six appendages is stnd- 
ded with many tiny eyes which have 60-foot idravision. and 
each appendage has its own independent portal. Each 
appendage has an Armor Class of 4. 

A portal appears as a nimbus or spiral of winking, moving 
points of purple radiance. Its movement rate is 6. When open- 
ing or closing, portals look like tiny spots or whirling rings of 
purple light. Consider a portal to be AC 2; damage from 
attacks hitting the portal is transmitted to the central body. 

The trihand arms are snakelike, flexible trunks that end in a n  
elbow where three humanlike forearms split apart from each 
other, Each arm ends in a humanlike hand which can punch or 
rake for 1-2 points of damage, snatch items, or wield weapons. 

Treat arms and snake-heads as having the same Armor 
Class as the central body of a sharn. Attacks on a particular 
hand need to hit an Armor Class of 3 because of the close 
proximity of two other forearms in a trihand. Attacks against a 
specific hand can shatter a held item, disarm the hand, or 
sever a finger wearing a magical ring. 

Sharn have unique and peculiar minds; they are immune to 
all enchanhnent/charm spells and are never fooled by illu- 
sions. A sham can psionically scramble a mind in contact with 
it, reaching through the mental link as a special, additional 

penalty of +3 or sui  
Some sham, perhaps as $any as 10%of the popdation, are 

known to be powerful spellcasters20th level and higher. 
Their magics manifest as innate spell-like abilities rather than 
memorized spells. When sham magic comes into contact with 
phaerimm magic drain or life drain spells, a geographical meta- 
morphosis occurs: buttes become rocky hills, rocky hills 
become grasslands. The effect always reduces the geography 
one step toward a grassland. 

Sharn regenerate one lost hit point every two tums as long 
as they have access to heat or sunlight and water, snow, ice, or 
blood. 

HabitaUSociety: Sham reproduce by budding when they reach 
55 hit points or greater. Sham are sophisticated, far-sighted 
creatures, and are known to he interested in magic, planar trav- 
el, and mastery of a variety of environments on the Prime 
Material Plane and beyond. All sham within a particular arra 
are part of a large family, or clan. Each clan holds pariicular 
aims, decided upon and modified by the entire clan in council, 
but these aims remain mysterious to outsiders. Sham try to 
remain apart fmm the daily workings of their transient sur- 
roundings. One human sage, Orhlyn of Zazesspur, called the 
sham ”The Great Aloof Ones,” an accurate, telling description. 

Ecology: Sharn eat lichens, green plants, and roots as well as 
mammalian prey They are often at odds with the phaerimm. 

The sham clan in Undermountain worships the Drowned 
Queen, a mysterious creature who lives in the depths of the 
Sargauth. The Queen is thought by some to be an aboleth with 
unusual magical abilities akin to those of the sham. Other 
sham clans appear to worship a variety of deities, including 



CLIMATWERRAIN Any 
FREOUENCY: Verv rare 
ORG;\XIZ.4TION: Soli t.iry 
ACTIVIn CYCLE An\ 
DIET: O&nivore 
INTELLIGENCE: Highly (13-14) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 1 
ARMOR CLASS: 4 
MOVEMENT: 6, FI 24 (8) 
HIT DICE 3 
THACO 17 
NO. OF ATTACKS: 1 
DAMAGEJATTACK id6 
SPECIAL ATTACKS: Poison 
SPECIAL VEFFYSES: Ch,amcle.m 
.MAGIC KESISlANCE: W ,  
SIZE: 
MORALE: 
XP VALUE: 

S (2’ long) 
Steady (11-12) 
975 

For reasons never explained, Zhentish wizards dislike work- 
ing with most birds. There are times, however, when messages 
need to be carried, and magic can he undependable and errat- 
ic, or is needed for other purposes. For these situations, a 
strange little reptile was bred the messenger snake. 

Messenger snakes are 2 feet long. Their coloring is a metal- 
lic, jade green. They have light green feathery wings resem- 
bling those of a parrot. They mimic human speech, speaking 
in a soft, hissing voice. Messenger snakes also have infravision 
(60-foot range) and an uncanny sense of direction 

Combat: Messenger snakes were not made for combat. 
However, in order to protect themselves, they have a bite that 
causes ld6 points of damage and injects the target with a weak 
venom (onset 2d12 rounds, paralysis for ld4 hours) unless the 
victim makes a successful saving throw vs. poison. 

The snake’s coloration shifts and changes as necessary, mak- 
ing it 50% undetectable by casual sight. Add to this the fact 
that the snake’s flight is 75% silent, and it makes for a very 
effective messenger. The snake can even blend in with the 
color of an overcast sky, so that persons looking up from the 
ground would have a hard time telling that one of the snakes 
was flying above their heads. 

In order to help it on its appointed rounds, the messenger 
snake can detect lie at will, and it always asks for identification 
(a name or code word that it has been taught with the mes- 
sage) before delivering its message. The snakes also have a 
specialfind the path ability that has a 100-mile radius and can 
be used only to find the person they are told to seek. The 
snakes can fly 200 miles a day They must rest for an hour after 
100 miles of flight before continuing on. 

Habitat/Society: The messenger snake can carry up to two 
pounds of weight in its coils. Most of the time, the burden is a 
scroll with a written message. The item can be seen nomally; 
the snake’s blending ability does not affect it. However, the 
snake is also able to repeat a verbal message of up to 100 
words, giving it only to the one person it was intended for. 

are all raised by wizards who keep close track of them. The 
snakes mate once a year, laying a clutch of 2d4 eggs. 

The original secret of breeding messenger snakes from a 
root stock of other snake species has been lost. There is talk 

Messenger snakes are never encountered in the wild. They 

Sn essens f 

A 
that Zhentish mages are searching diligently for it, and will 
pay handsomely for useful information or its possible location. 

Whenever a messenger snake is encountered, there is a 50% 
chance that it is carrying a small bundle. Roll ldlO and consult 
the chart below: 

ldlO Roll Bundle Contents 
1-2 
3 
6 5  
6 Pouch with spell components 
7 Potion bottle (roll randomly) 
8 
9 
10 

Scroll containing a personal letter 
Scroll with ld4 wizard spells of level 1 4  
Odd trinket or personal article 

Small pouch with 20 pp 
Pouch with ld4 gems worth dlWxlu ~p 
Small magical item (ring, figurine, etc.) 

Ecology: The messenger snake is found wherever Zhentish 
mages are found Zhentil Keep, the Citadel of the Raven, and 
Darkhold. They have also gained a measure of popularity in 
Mulmaster, Hillsfar, Tantras, Ravens Bluff, and the nations of 
Tnay and Calimshan. Many nations and regions dislike mes- 
senger snakes. In Waterdeep, the Dalelands, and Connyr, mes- 
senger snakes are shot down. In the Great Gray Land of W, 
the snakes are considered a delicacy. 

live for about four decades, Rumor has it that the reason the 
Zhents are so frantic to find information on the origin of mes- 
senger snakes is that the snakes are becoming more intelligent, 
developing their own language and refusing to sewe. No one 
has ever been able to get a messenger snake to speak a word 
on its own, though, to confirm this. 

Messenger snake eggs can be sold for up to 1,000 gp each; 
hatchlings fetch 2,500 gp. 

Messenger snakes eat plants, insects, and small rodents, and 



CLIMATmERRAIN Forests (Rashemen) 
FREQUENCY: Rare 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: Special 
DIET: Carnivore 
INTELLIGENCE High (11-12) 
TREASURE: Nil (F) 
ALIGNMENT: Chaohc evil 

NO. APPEARING. 1 
ARMOR CLASS 4 
MOVEMENT: 18 
HIT DICE 5 
THACO 15 
NO. OF ATTACKS 2 
DAMAGWATTACK ld6/1d6 
SPECIAL ATTACKS: Strangle 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE Nil 
SIZE M ( 5 ' 4 '  tall) 
MORALE: Steady (12) 
XP VALUE: 420 i 

Uthraki are malevolent, shapechanging spirits that haunt the 
dark woods and lonely roads of Rashemen. Uthraki are said to 
take the form of harmless companions to befriend lone travel- 
ers, and then kill and devour them. 

No one is certain what an uthraki looks like in its natural 
form, hut they are said to be hideous, twisted, hairy creatures 
with eyes all around their heads, so they are never surprised. 

The tales are true, hut few can confirm them since uthraki 
leave few survivors. They resemble bent, hunchbacked apes 
with long, snarled gray fur and small, humanlike faces. Their 
eyes are entirely black, with no visible iris or pupil. 

Combat: Uthraki speak Common and are capable of changing 
into the form of any human, demihuman, or humanoid crea- 
ture. The disguise is magical and cannot he detected save 
thoneh true seeing or similar suells. Detect magic reveals an 

HabitaffSociety: Lone, spiteful creatures that hate all other liv 
ing things, even their own kind, uthraki live in distant wilder- 
ness areas, roaming isolated roads and highways seeking vic- 
tims. Their lairs aw in deeo burrows heneath tree motS or 
between rocks. 

Ecology: Uthraki are natural shapechangers and prefer to 
take a familiar and comforting forn-a lost child, friendly 
minstrel, jolly merchant, inerr) elf travelers, gruff but friind- 
ly dwarf warriors, cute halflings, gnome acrobats, and the 
like. Such forms are intended to win a victim's confidence, 
for the nthraki wants to wait until dark to unleash its deadly 
attacks. 

isolated wilderness areas. Hunting in cities is far too haz- 
ardous, for the shapechangers can be detected through true 
seeing or similar spells, and the Witches of Rashemen will hun 
down and deshov uthraki wherever they can he found. 

Uthraki avoid settled areas, preferring to stalk their prey in 



Spirit, Forest-Wood Man 
CLIMATUTERRAIN Forests (Rashemen) 
FREQUENCY: Veni rare 
ORGANIZATION Soitary 
ACTIVITY CYCLE: Any 
DIET: Snecial 
INTELLIGENCE: genius (18) 
TREASURE Nil 
ALIGNMENT: Chaotic good 

NO. APPEARING: 1 
ARMOR CLASS 4 
MOVEMENT: 24 
HIT DICE 20 
THACO 3 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 3d10/3d10 
SPECIAL ATTACKS Crush, throw 
SPECIAL DEFENSES: 

MAGIC RESISTANCE 50% 

Regeneration, immune to fire and 
electricity 

SIZE 
MORALE: 

G (50' tall) 
Fearless (20) 

XP VALUE 20,000 

Of all the nature spirits of Rashemen, the most powerful is the 
great being known as the wood man. Towering 50 feet in 
height, the wood man resembles a vast, oversized humanoid 
made of living wood, with great root-bound feet and gnarled, 
clublike hands, all sprouting branches, leaves, and needles of a 
dozen different tree species. 

The Rashemaar fear this mighty creature, as its thirst for 
vengeance is said to occasionally extend to Rashemaar who 
have not been unswerving in their dedication to the land and 
its people. Cautionary tales warn commoners and nobles alike 
to maintain their respect and love for both the land and the 
Witches of Rashemen, lest the wood man be sent to correct 
their behavior. 

invaders. Terrifying in combat, the wood man serves as a 
potent morale-builder for Rashemaar forces. Though its com- 
bat ability is formidable, the wood man is not invincible. The 
Tuigan Horde is said to have destroyed one during the inva- 
sion of 135940 DR, and a unit of Thayan bombards damaged 
a wood man sufficiently to force it into retreat in one of the 
Red Wizards' many campaigns against Rashemen. The bom- 
bards were later overrun and destroyed by berserkers. Though 
these weapons are highly effective against the Rashemaar in 
general, and the wood man in particular, their exbme  value 
and the difficulty of dragging them to Rashemen have pre- 
vented the Red Wizards from using bombards since then. 

Combat: The wood man attacks by smashing its foes with 
great, clublike hands, each hit causing 3d10 points of damage. 
If both hands hit, the wood man automatically inflicts another 
5d10 points of crushing damage. 

An opponent held with both hands can also be thrown: The 
victim flies 10d10 yards and suffers 6d8 points of damage 
when he strikes the ground. 

A wood man has a 50% resistance to most magic, hut this 
rises to 80% resistance against the evil magic of the Red 
Wizards. A wood man is also immune to all fire- and elechici- 
ty-based attacks. 

The wood man appears to defend Rashemen against foreign 

, .. 

Literally rooted to the land of Rashemen, a wood man is a I:, I 
growing creature. It regenerates 4 hp per round and must be,. fir, 
reduced to -50 hp in order to be destroyed. Thus, ~ maa- 
is virtually immortal and very difficult to kill. 



Spirit, Ice-Orglash 
CLIMATEITERRAIN Mountains, icy regions (Rashemen) 
FREOUENCY: verv raw --, ~~~~ 

ORGANIZATION Solitary 
ACTIVITY CYCLE Anv 
DIET: UnLnown 
INTELLIGENCE: Average (10) 
TREASURE: Nil ~~ 

ALIGNMENT: Chaotic neutral 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: I THACO 
NO. OF KLTACKS: 
DAMAGUAITACK: 

SPECIAL DEFENStS: 
s r t c I , u  ATTACKS: 

MAGIC RESISTANCE: 
SIZE: 
MORALE 
xr VALUE 

1 
0 
12, F124 (D) 
8 
13 
2 
ld8/ld8 
Cone of cold 
Immune to cold spells, regenera- 
tion 
See below 
M ( 5 ' 4 '  tall) 
Fanatic (18) 
2,000 

A . 

Orglash are highly resistant to Thayan magic. They have a 
50% magic resistance to spells cast by Red Wizards and never 
check morale in direct combat with Red Wzards. 

HabitaffSociety: Solitary creatures, orglash are viewed as the 
protectors of Rashemen despite the fact that their hostility to 
other living things sometimes extends to the Rashemaar. 

A single orglash roams a single mountain peak, valley, or 
other cold place. When winter spreads its icy net across 
Rashemen, however, they wander the entire land. Most of the 
hme orglash stand at a distance and watch passersby, their 
black eyes fading in and out of whirling nimbuses. 

and outsiders are invariably attacked by orglash. 

Ecology: Most of orglash existence remains a mystery. Unlike 
the thomil, which are specifically created or summoned, 
orglash are natural creatures bound to the land itself. They are 
apparently sexless, though some observers claim to have seen 
them giving "birth" to smaller versions of themselves, but this 
has never been confirmed. They seem to derive sustenance 
from cold weather, ice, and snow, and they have never been 
seen eating or consuming anything. 

Orglash seem capable of sensing the presence of foreigners, 



CLIMATE/TERRAIN: 

FREQUENCY: 
ORGANIZATION 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO 
NO. OF ATTACKS: 

Mountains/rocky terrain 
(Rashemen) 
Very rare 
Solitary 

Mineral 
Average (10) 
Nil (Qx4, X) 
Chaotic neutral 

Any 

1 (see below) 
-3 
5 
5 
15 
2 

DAMAGWATTACK ldlO/ldlO 
SPECIAL ATTACKS Envelopment, smash 
SPECIAL DEFENSES: Block 
MAGIC RESISTANCE: 25% or 50% 
SIZE: M 
MORALE: 
XP VALUE 

Fanatic (17-18) 
975 

Thomil are spirit creatures that inhabit and guard rocky and 
mountainous places in Rashemen. Rocks inhabited by thomil 
radiate magic but are otherwise indistinguishable from other 
rocks until the thomil becomes active. Then the rock rises, 
flowing into rough human forn-two arms, chest and head. 
The torso rises out of the ground, remaining connected to it 
while moving and fighting. 

The thomil are part of a pantheon of spirits and enchanted 
creatures that populate Rashemaar folklore. While the com- 
mon people of Rashemen hold the thomil in high regard, they 
also fear them, for although they defend the land from foreign 
invaders, the thomil also punish those Rashemaar who are so 
greedy or short-sighted that they neglect to pay proper 
homage to the land and its spirits. 

to Rashemen in response to the evil, unnatural magic of the 
Red Wizards of Thay Resistant to all forms of magic, the 
thomil emerged from the earth to throw back the invaders. 

Combat: Thomil guardians attack despoilers of the land. They 
rise out of the ground to batter opponents with rocky fists. If 
both attacks hit, the thomil envelops its opponent and inflicts 
an additional 2d10 points of crushing damage. 

Though thomil normally adopt a semihumanoid appear. 
ance, they are amorphous, capable of taking shapes appropri- 
ate to their opponents. Thomil may take the form of a massive 
club or battering ram, smashing opponents with one devastat- 
ing attack, inflicting 3d10 points of damage but with a -3 
attack roll penalty if they do so. 

When defending, thomil can transform into solid blocks of 
stone that give them an AC of -10. In block form, however, 
they can neither move nor attack. They often take block form 
against missile weapons or magic. 

Legend maintains that the thomil were sent (or summoned) 

Spirit, Rock-Thorn 

W 

L 

Like most of the spirit creatures native to Rashemen, thomil 
have an inherent resistance to magic. The resistance is normal- 
ly 25%, but against the evil and corrupt nature of the spells 
cast by the Red Wizards of Thay it goes up to 50%. 

HabitatlSociety: The origin of the thomil is uncertain-per- 
haps they were created by the ancient gods or summoned by 
the vremyonni, the ancient male wizards who live in isolated 
caves in Rashemen, to defend the realm. 

Most thomil are solitary Anyone who hies to mine, destr 
natural formations, or invade with hostile intent against 
Rashemen triggers attack by the thomil. Should the Rashe 
themselves wish to build or mine in an area of the thomil, 
Rashemaar witches of 10th level or higher petition a thomil to 
begone; they have a 50% chance of success. 

Larger or more important sites such as mountains, sacre 
valleys, and territory near the caves of the vremyonni are 
defended by larger numbers of thomil. In such places as m 
as 20 thomil may be found. 

Ecology: ThomiJ were not originally n a h e  to Rashem 
were apparently created or summoned from another plane to 
act as guardians. They derive their sustenance from the land 
itself, absorbing minerals and necessary elements. They spend 
most of their time in a dormant state, inhabiting natural rock 
formations, and become active only if called upon to defend 
their districts. 

, ,  



Strider, Giant 
CLIMATWTERRAIN: Hot, volcanic regions 
FREQUENCY: Rare 
ORGANIZATION: Flock 
ACTIVITY CYCLE AnV 
DIET: Carnivore 
INTELLIGENCE Animal (1) , ,  
TREASURE: Nil 
ALIGNMENT: Neutral evil 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
SO. OF AIIACKS: 
VAM AG E/AlTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE 
MORALE 
xr VALUE: 

1-6 
4 
15 
2 
19 
2 
ld4/ld10 
fireball 
See below 
Nil 
L (8‘ tall) 
Steadv (11-12) 
270 

c A- 
i 

These large, featherless, flightless birds are used as mounts by 
firenewts (see ”Firenewt”). The giant strider is about the sue 
of an ostrich. It has a bumpy, dusky red hide and dully-glow- 
ing red eyes. It is often mistaken for a lizard. 

Combat: The giant strider attacks to its front with a bite that 
inflicts Id8 points of damage. It can also attack to the rear with 
a kick that causes ldlO points of damage. It cannot use both 
attacks in the same round; it generally attacks in whatever 
direction the last attack against it came from 

It can emit a smallfireball from the duct that lies next to 
either eye. Eachfireball has a range of 20 yards and a burst 
radius of 10 feet. Anyone caught by the blast must roll a suc- 
cessful saving throw vs. breath weapon or suffer ld6 points of 
damage. The giant strider can generate onefireball per eye per 
b U t .  

Giant striders are immune to magical fire. In addition, they 
gain a +2 bonus to saving throws against any magical attack. 
Intense heat and flame actually act as cure light wounds spells 
on giant striders. This effect can occur only once every three 
rounds. Fireballs and other intense, fiery attacks have this effect 
immediately. 

Conversely, cold-based attacks inflict an additional ld6+1 
points of damage and water acts as a poison if they drink it, 
Any cold liquid poured on their bodies does some damage, 
usually 1-2 points (at the discretion of the DM). 

their morale. 
Giant striders are generally fearless and gain a +4 bonus to 

HabitaffSociety: Giant striders are completely adapted to life 
in hot, volcanic regions. Their meager diet consists of the few 
animals and plants that share their hot realm. They are able to 
directly metabolize the heat of their surroundings, and they 
use this to fuel their own bodily functions. Without this extra 
heat, the giant strider grows chilled and sluggish. 

Their physiology is so modified that normal conditions are 
dangerous to them. They are poisoned by ingested water and 
harmed by cold weather or frigid attacks. 

similar to that of other flightless birds. Mating season occurs m 
the spring. Cocks compete for mates by elaborate dances punc- 
tuated by the explosions of fireballs. The hens lay Id4 eggs in a 
simple nest, usually a pit scratched in the ground. The chicks 
hatch in five to six weeks and stand about 6 inches high. They 
grow swiftly, adding 6 inches per month. They can begin to 
emit flame after six months. Giant striders mature in one year. 

Giant striders are the primary mounts of firenewts. A fir+ 
newt tribe might keep a herd of up to 100 giant striders. Giant 
striders are fitted with a saddle atop the hips. The firenewts 
control these mounts by kicking their sides or hitting them 
with spears (the giant striders’ sharp teeth would saw through 
any bridle). 

Ecology: Wild strider. yyLcALLlaL apcul Lv 

years, although the struggle for survival usually shortens this. 
Striders domesticated by firenewts are usually killed and eater 
after 15 years. 

Despite their abnormal natue, giant striders’ behavior 



Tanar’ri, Greater-Goristro 
CLIMATEITERRAIN Abvss 
FREQUENCY \en rar-. 
ORGANIZATION: 5dttary 
ACTIVITY CYCLE h Y  
DIET: Carnivore 
INTELLIGENCE: Low (5-n 
TREASUKE: 
ALIGNMENT: 

(B,Ci ’ 
Chaotic evil 

NO. APPEARING: 1 
ARMOR CLASS: -2 
MOVEMENT: 
HIT DICE 

15 
20 +120 

THACO: 1 
NO. OF ATTACKS: 
DAMAGEIATTACK: 6d4+6/6d4+6,5d8 

2 and 1 

SPECIAL ATTACKS Spells,’ stamp,’hurl boulders 
SPECIAL DEFENSES 

MAGIC RESISTANCE: 60% 
SIZE: H f21‘-24‘ tall) 

Immunities, regenerate, hit only by 
magical weapons (see below) 

MORALE 
XP VALUE 

Ch’3mpion (15-16) 
23,000 

Collectively known as goristroi, these huge tanar’ri can be 
found on nearly any layer of the Abyss, for they are adaptable 
and much desired by the rulers of the place to serve as engines 
of destruction. Abyssal lords and powers are able to command 
the goristroi and keep them serving as guardians, enforcers, 
siege engines, and so on. The hulking goristroi are too stupid 
and bestial to do more than carry out their orders, and thus 
their status never reaches that of the true tanar’ri. 

Goristroi are vaguely reminiscent of giant bears, although 
their shoulders are broader, their visages a nightmarish cross 
between bison and human, and their hands and feet dispro- 
portionately large, splayed, and humanlike. Their arms are 
extremely long, like an ape’s. Individual colors vary from dark 
brown through sickly greenish yellow to a peculiar purplish 
gray. 

Combat: The attack of these monsters consists of two clubbing 
smashes with their long and very powerbl arms for 6d4+6 
points of damage each. Each is equal to a crushing blow, so 
material struck must make a saving throw. In addition, these 
brutes can make a stamping attack against any opponent with- 
in 10 feet that is 6 feet tall or shorter; the stamp causes 5d8 
points of damage. They hurl boulders like cloud giants do (240 
yard range, 2d12 points of damage). 

In addition to standard tauar’ri abilities, goristroi have the 
following spell-like powers which they can employ one at a 
time, one per round, at will detect invisibility, detect magic, fear 
(as wand, by gaze), levitation, and spider climb. 

Even the lowliest of goristroi can be harmed oky by +1 or 
better magical weapons. All of them are immune to cold, fire, 
electricity, poison, and poison gas. They regenerate 1 hit point 
per turn. They have infravision to 120 feet. 

As noted above, goristroi gain 6 hit points per Hit Die in 
addition to whatever is rolled, giving each Hit Die a range of 
7-14 instead of the usual 14. Goristroi that have 140-160 hit 
points are 21 feet tall and can only be hit by +1 magical 
weapons or better. Those with 161-200 hit points are 22 feet 
tall, and are also hit only by cl or better weapons. If a 
goristroi’s hit points fall in the range of 201-240, the beast is 23 
feet tall and is hit only by +2 or better weapons. The largest 
goristroi have 241-280 hit points, are 24 feet tall, and are hit 
only by +3 weapons or better. 

~ 

From the third volume of Deceptions and Stratagems, by the 
pit fiend Mellagorus: 

Though the lumbering goristroi are excellent at 
climbing sheer stone faces and though these assaults 
can break our fortifications, such strategies also pre- 
sent us with an opportunity to destroy the beasts. 
Their powerful clawed fingers can make handholds in 
sheer stone, but their enormous size makes them 
nerable to falls, and they suffer twice the damage 
smaller creature might from a fall. The goristmi a 
especially afraid of Bigby’s forceful hand, dig,fly, le 
tion, and other spells that can push them off the 
heights to be broken on the rocks helow or, even 
amusingly, onto the weapons of their fellow tanar’ri. 
Weak-minded goristroi are also vulnerable to spells 
such as cause fear, fear, symbol of fear, and repulsion, 
which drive them off walls. For all these reasons, 
arcanaloths are the best countermeasures to employ 
against goristroi assaults on an entrenched position on 
the height. Fools though they are, tanar’ri commanders 
rarely order a goristro over the walls unless the situa- 
tion is desperate or a diversionary attack has drawn off 
most of the defenders. Take this as a sign of weakr 
and counterattack. 

HabitaffSociety: Usually solitary, goristroi a= only important 
among their kin because of their ability to absorb damage and 
to mete it out. They are stupid and otherwise limited in power, 
unable even to gate in other tanar’ri. The vast majority of 
goristroi encountered are in the service of some Abyssal r d  
blindly carrying out the duties assigned to them with com- 
plete fanaticism. There is never a question of retreat or mora e 
when dealing with these brutes, though the threat of long falls 
can induce paralysis on the field of action. In all other respec+= 
they always continue to follow their given commands until 
completion or death occurs. 

In the Blood War the goristroi serve as siege engines and I 

lying points for lesser tanar’ri, much as elephants do among 
certain Prime Material forces. A goristroi citadel is a platforn 
strapped to the creatnre’s head and shoulders like a helmet. 
The tanar’ri carries this citadel as a lesser Creature might car., 
a knapsack; it hardly seems aware of it. The fortification usual- 
ly provides excellent cover (-7 to AC) for two to four riders, 
depending on the size of the goristroi. 

Again from Mellagorus’ Deceptions and Stratagems: 

Goristmi citadels are dangerous and best kept busy 
with cannon fodder and inferior troops, but if they can 
be broken, the lesser troops surrounding them are usu- 
ally routed. The best way to accomplish this is to hany 
a goristro from two directions. The slow-witted hehe- 
moth will turn from one attack to the other, uncon- 
scious of the fact that its rapid movements are shaking 
and battering the creatures within the citadel to death. 
At this point flying troops such as abishai can take the 
citadel and slay the goristro by a surgical strike to the 
neck with axes, polearms, and cleavers. 

Goristroi ruled by an Abyssal lord or power always wear 
some symbol of servitnde, such as a collar, an arm or wrist 
band, or an implanted symbol. Such devices typically have the 
power to convey telepathic commands to the wearer as well as 
serve as tracking devices should the masters wish to know the 
whereabouts of their servants. Without direct command or 
supervision, goristroi tend to wander off on destructive ram- 
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Tanar’ri, Greater-Cioristro 
pages of their own direction and desire. 

Goristroi do not breed naturally They are carefully mated 
by their owners after extensive negotiations, eventually result- 
ing in a single young. The goristroi are carefully watched 
throughout the entire process, for fear of foul play by the other 
side, such as an attempt to slay these valuable beasts. 
Generally, the terms are that the owner of the male goristroi 
gains the female young, and the owner of the mother is enti- 
tled to the male yonng produced. These voracious, screaming 
young grow to maturity within five years. This allows the 
luckv owner to breed further voune on his o m .  albeit inbred 

Ecology: Goristroi are predators that make no distinction 
between various types of prey They eat anything that moves,’ 
even devouring lesser tanar’ri when their dim minds beliwe 
no one is watching. They are exclusively carnivorous, unable 
to eat vegetable matter even if no other food is available. If 
forced to go without living or rrcently slain meat, goristroi 
wither and die within two weeks, so tanar’ri commanders 
usually sacrifice lesser troops for the sake of keeping their 
citadels going. Goristroi flesh is itself poisonous if ingested, so 
not even powerful planar creatures or pack hunters like trolls 
and armanites attack them. 

i.. 



Tanar ’ ri, Lesser-Ar manite 
CLIMATFJTERRAIN Abvss 
FRtQUENCY: K3,e 
ORCAYIZATION: Tm.m 
ACTIVITY CYCLE Any’ 
DIET: Carnivore 
INTELLIGENCE: Averaee (8-10) 
TREASURE 
ALIGNMENT: 

(A, D,% 
Chaotic evil 

NO. APPEARING: 2-20 
ARMOR CLASS 2 
MOVEMENT: 
HIT DICE 
THACO 

18, F118 (C) 
5 
1s 

NO. OF ATTACKS: 2 a m l  I 
DAMAGEIATTACK: 2d6 2do and I>\ ireaocm hnc . ,’ 
SPECIAL ATTACKS 
SPECIAL DEFENSES 

Spark bolts, crushing hooves 
Immune to poison, cold, and 
electricity; hit only by +2 or better 
magical weapons 

L (10’ tall, ti’ at the haunches) 
MAGIC RESISTANCE: Nil 
SIZE: 
MORALE Champion (1516) 
XP VALUE: 2,000 

Knecht: 7,000 
Konsul 14,000 

Armanites resemble pale, undead centaurs with the horns of 
r a m  or bulls. They wear the fu l l  armor of knights. Their tails 
and the manes down their spines are stiff bristles, and the 
flesh on their bellies sags so much that older arnianites some- 
times look like gutted half-horses, dragging their entrails 
beneath them. Some breeds of armanite are more kangaroolike 
in their nonhuman half. Their front limbs are hands, capable 
of manipulating weapons and small items. 

All armanites wear black, fluted armor that seems more 

hill. They must stay in motion once they start. Flying arman- 
ites cannot change direction quickly, but the assault of an aeri- 
al charge can be devastating against opposing ground-based 
troops. 

All armanites are immune to attack by weapons of less than 
+2 enchantment and are immune to electricity, poison, and 
nonmagical fire. They snffer 3d6 points of damage from holy 
water, ld6 points from splashes. Armanites also have the abili- 
ties common to all tanar’ri. 

Each pack of armanites always follows a single charismatic 
leader who rules through promises of plunder and threats of 
punishment. Called the pathwarden or the knecht, this leader 
has AC 0 , s  HD, Dmg 3d6/3d6, MV 21, and Strength 19. A 
knecht can infuse not just his missile weapons but also his 
melee weapons with spark bolts each round. Packs that lose 
their leader roam without direction, destroying everything 
they meet until either they are destroyed or a new knecht rises 
from the ranks. 

The 24 known towns of the armanites are each ruled by a 
konsul, a master of as many as a hundred packs. The konsul 
has AC -3,ll HD, Dmg 4d6/4d6, MV 24, and Strength 20. 
addition to charging spark bolts as knechts do, all konsul 
throw 11-HD lightning bolts three times per day A few of 
konsuls are also spellcasters; they can be mages of up to 
level or priests of up to 5th level. Rumors claim that two of the 
konsuls are multiclassed priest/mages. 

?he known immobile towns of the armanites are Amber, 
Basalt, Bloodstone, Bone, Clay Cold Iron, Dark Spring, Gray 
Glass, Jade, Mageblood, Maroon, Obsidian, Ochre, Oxblood, 
Purpure, Silver Spike, and Steelshank. The seven remaining 
towns are the towns of the female armanites. These small 
encampments of tents, carts, and large, wheeled towers 
change their names whenever they move. 

HabitatBociety: Armanites are the mercenaries and s 
eneers of the Blood War. livine bv devourine the llesh and 

ornamental than functional. Because of their great strength, 
the armor is much heavier than ordinary armor and more 
effective than it might appear. Armanites are never without 
their weapons: flanged maces, wavy flamberge swords, and 
heavy crossbows or composite bows. 

Combat: Armanites are mobile shock troops in the Blood War, 
able to strike and retreat quickly They travel in troops loyal to 
a single leader. They depend on the rush and fury of their 
charges to preserve them rather than on tactics, spellpower, or 
careful timing. 

The armanites’ primary mode of attack is a set of withering 

spyits of the fallen. They serve keir mastercwell but expect 
plunder in return; failure to provide it results in desertion or 
rebellion, even on the eve of battle. Most herds of armanites 
specialize in a particular battlefield duty, such as scouting, for- 
aging, skirmishing, archery, or the like. They never take part in 
sieges. Their reputation for fickleness is well earned; if they 
receive orders they don’t like, they simply leave. 

Female armanites number only half as many as their male 
counterparts. The sexes are strictly segregated for most of their 
lives, for they inevitably fight among themselves if allowed to 
mix. Males and female herds mingle only during mating, 
which occurs after a successful battle against the baatezu 

strikes from their ‘spiked’hooves. On a roll of 20, an armanit; 
can crush a shield (75% chance) or a breastplate (25% chance), 
reducing the target‘s Armor Class by 1. Magical armor 
receives a saving throw vs. crushing blow. 

In addition, armanites can attack with the troop’s weapon of 
choice, usually a horseman’s mace (20%), a two-handed sword 
called aflamberge (30%), a halberd (20%). a scimitarlike saber 
(Zoo&), or a lance and saber (10%). Some troops also carry 
heavy crossbows (10%) or short, recurved composite bows 
with wicked barbed arrows (20%, damage as sheaf arrows + I ) .  

Armanites with bows or crossbows can fire spark bolts. Just 
before these bolts are fired, they are magically charged by their 
contact with the armanites. If they hit, the spark bolts inflict 2d8 
points of electrical damage, with a saving throw vs. spell 
allowed for half damage. 

Armanites can gallop into the skies once per day for a maxi- 
mum of 1 hour. This form of flight allows them to gallop slow- 
ly up from the ground, as if they were climbing an invisible 

Young are herded along with the se rvak  and camp followers 
until they seize weapons of their own from a fallen member of 
the troop and slay an enemy, at which point they join the 
adults. 

the banner of their current master or mistress, such as 
Grar‘zt’s diagonal black-and-white slash or Pazrael’s golden 
talon on dark rrd (these individuals being Abyssal lords). If 
the banner is lost in battle, the hoop disbands to take up ser- 
vice in the household of one of the lords of the 1st layer of the 
Abyss, though some individuals may join another troop. The 
banner is the symbol and unifying principle of each warband; 
without it, the armanites feud among themselves and soon 
their group falls apart. 

Because they operate well as independent groups, armanites 
are often selected to undertake special missions for Abyssal 
lords. They are called the dark horsemen or the dark riders in the 
Upper Planes and are feared there. They are a common sight 

Each armanite troop carries an individual troop banner and 
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1 Tanar'ri, Lesser-Armanite 
in Sigil as well, where they sometimes serve as bloodthirsty 
bodyguards. 

Ecology: Armanites devour the blood and spirits of their fallen 
foes, rendering them unresurrectable, and some stories say 
that they prefer this sustenance to any other. Their favorite 
prey are varrangoin, baatezu, and yugoloths, in that order. 
Some armanites take on mtterkin as grooms, smiths, riding 
auxiliaries, and servants, though this is rare. They despise all 
forms of least tanar'ri and abuse them mercilessly 

Armanites prefer raucous, chaotic group combat to formal 
duels or feats of arms. They often brawl like warhounds in the 
halls and citadels of the tanar'ri, and provoking a fight with 
one armanite meam a grudge match with the entire troop. 
Armanites despise the bariaur (the ramcentaur PC race from 
the PLANECAPE setting) and attack them on sight. 

I 
I 
! 
j 

i 
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Tembo 
CLIMATEITERRAIN 
FREOUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET 
INTELLIGENCE 
TREASURE: 
ALIGNMENT 

Tablelands, mountains (Athas) 
Uncommon 
Pack 
Night 
Carnivore 
High (E-14) 
Nil 
Chaotic evil 

NO. APPEARING 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO 
NO. OF ATTACKS 
DAMAGUATTACK 
SPECIAL ATTACKS 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE 
hIORALE: 
XI' VALUE: 

1 4  
4 
15 
4 
17 
5 
ld4/ld4/1d6/ld6/1d8 
l'sionics. level drain 
l'sionics, dodge missiles 
10% 
M ( 3 ' 4 '  long) 
Fearless (20) 
4 . m  

PSIONICS SUMMARY: Dis 2 / k i  3/Dev 10; PS 10; PSPs 47 
Att: EW, 11, MT; Def IF, MBk, TW 

I 

bite. A successful hit Mi& Id8 points of damage and the v 

PL4\fR'.i (Hilox RAT 1; hl'l'HACO 17; MAC 6 

Psychometabulism: 5:i?ii<?- de2th field. life drainin&; 
L)n\iti,.ns-chamelr~In pu\\cr, displacement, t,;toplajnui i t m i ,  

:nimwdbiIiiy. 

Telepathy. .5, im;t',-iww of iron will (mindlink); Dtwtioii~- 
c.mlact (attraction). cgc whip (conitrl thought>), id insinua- 
tion (invisibhty), init!lltvt iortrc% (send thought51, mind blank 
(synaptic staricl, mind t h r w  (truthrdr). 

Note In U'irk bun c m q u h ~ > ,  tht, P i n r K ' j  d i l l i . , Y  mdlr~i . i l  ,printed 
111 c h  ae:<md i d i r i  1.i u,cd I'he parcnrhr~tiid power+ wp'la:e thc 
pii.iiii; . > t t ~ k k >  and xix><, t i -  which thc nwm4er har m e  d;rer,. 

.A tanhu is .i dc,>picablr crr,iturc,, univrrsally hatrd and redred 
3.-rtnj the Tablelands. No iur covrrc the tembo'A 100% fold, oi 
s;.aI!, i.~wn\~-c-oIored hidlc. I r  varies m >ILL' from 3 10 I> feet i n  
.ength, it, back .ih<>ut 2 5  high as ,i rnul', thigh. Its tour limbs 
c,iiA 111 long. .harp claw,, and huge canine i.jng* protrude 
titini the ilappv lip, of its square mout. Huse, square ears hit- 
1iatt-d ai each w l e  oi its hcml i a n  lw h l m d  man!' direclim to 
hrtter pick up S O L I I ~ ~ ~  

Tr.n,bt,, q w a k  their Niwn gutrural language, hut because of 
their high intelligrnce a teiv even Imrn thL- htimdn an.1 demt- 
human language> Ihry ran sped these tongue5 with a s.ob- 
bt-riny, growl ihar can br a> Jisxnicrring AS the ropics thcv 
u ~ ~ i I I y  dtvidt to t a lk  abaut. 

Combat: lC.in1>os l o w  I,J fighr, and their hattlr t.iitiri are as 
unpr~dirral~le a i  h e  ucia)uc I>ecj,r, themielves %me attarl, 
inrm a di$t.in.r, cmploying psionic atta<& to wrahen and con- 
ius(: prey. Orherb iiw. itraltli to meak close to prw sn the\ can 
pr<oje,'t . I  d . ~ . t t h j r c ~ l l .  A fen prefer t o  p la t ,  with lheir victims, 
batting rhem from one pa!< 1 0  anothrr while u m g  f t f i  
./r.?iiiiii,< Some ienihos even l ike to leap into b A d  irom the 
stxi, .titxking i v i t l t  L I ~ W I  and teeth in m t.iiraged dance of 
blmd and dc.ith. 

Thry c l n  leap ,it d \ iitun and attacn with all four Cldivsand 
deliver a hilr m the' i ~ n i e  round The front ;laws inflict Id4 
poitits ,it h n a g c  rach. but the barh i l a u s  h d t r  a tenden7 to 

rip through softer flesh and c3u.w more damage (Id6 points 
rdchl. rhe most devastatinr attack take.; the form of J. terrih 

tim must make a 5aving throw vs. death magic or Io;c one life 
IcvL~I. This IO~S is permanent, and a s a c  must be madr rach 
time the p,)weriul jaw, C.)MeCt with a viitini's f h h .  

\Vhen attacked from a distancc, the dexterous tcmbo can 
dodge nonmagical missile fire on a roll ot I 4  on a ld10. 

These beasts arc fearlejs, a l w a p  fighMg to the death rather 
than flreing trtim a battle. 

HabitaVSociety: Tembo3 prowl the descrt wastes m small 
picks h a t  have only the slightest social organizahon. Each 
temho acts as it dcsirer, not 5llarmg preV and not bow'mg t<i 
any park leader The one cohemw trai t  they display is that i f  
one tembo is attacked, tlir eniirc pack rushes to its driensc. 

Ecology: Tc,mbos preter young CreatureL;, gohbling down 
newly hatched or born aiiimals likr a noble gobble5 ihrri l  
eggs In thc searcn fur their favonte food. remhos havd been 
known to snsak into elf camps to make off uith elven rhil- 
dren, skulk ahout dwarf villages in seamh of untended to& 
dlers, and even slip inro cities tu steal noble babe5 from their 
cradlrs. Sudi accounts maku iemhos uni! ersal objects st lea 
and halwd. Even warring clf tribes hmv been known to cal 
truce when a temho park is spotted, ]pining force> to hunt 
down the despicable creatures and slay them before they le 
on clven young. 

In purely phvsicnl .oninintatisns. tt.mboh are true h~ror . .  



Temporal Glider 
CLIMATETTERRAIN: Ilmiiplme of lime 
FKEQUENCY: L ncmmntm 
OKCASIZATION: 5olitnry 
ACTlVln CYCLE: .\ny 
DIET: Swcial isr r  bul.iwr 
INTELLIGENCE Average (8) 
TREASURE: Nil 
ALIGNMENT: Neutral 

NO. APPEARING: 1 
ARMOR CLASS: -2 
MOVEMENT: 15 
HIT DICE: 6 to 10 
THACO 

NO. OF ATTACKS 1 
DAMAGWATTACK 5d4 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES 

MAGIC RESISTANCE 20% 
SIZE 
MORALE: Average (10) 
XP VALUE 4,000-10,000 

Gliders are large, kitelike creatures that drift along in the 
empty spaces of Demiplane of Time or close to the surface of a 
timestream. They never travel to the Prime Material Plane 
reality, although there is much speculation that they could do 
so if they ever were to have the desire. Each looks like a large 
black manta ray without any sort of tail-basically one giant 
wingspan. 'Ihe tips of these wings flex slightly, but their 
motion appears to be thought generated. 

Combat: Gliders defend themselves if attacked, which is the 
only way they enter combat. They only have one meam of 
attack. They ram their heads into those attacking them, and 
they can perform this maneuver only once per round. Their 
skin is extremely tough, and nonmagical weapons only do half 
damage against them (this includes any Strength bonuses, 
which are also halved). They are also likely to use their 
timestream slipping ability to escape if the combat goes badly 
Any creature within 20 feet of a glider that slips into another 
timestream must save vs. rod/staff/wand or take 5d10 points 
of concussion damage from the backlash of the raging tempo- 
ral tides. A creature riding on the glider is subject to the cre- 
ative control of the Dungeon Master. The trip is never a pleas- 
ant one, and if the glider's unwelcome traveling companion 
should somehow manage to survive the trip and yet lose hold 
of the glider, he may have a difficult time getting back home 
from whatever random plane's timestream the glider deposits 

15 (6 HD), 13 (7/8 HD), 
11 (9/10 HD) 

Half damage from nonmagical 
weapons 

L to H (12' to 18' long) 

him upon 
Gliders can be forced into submission if the character man- 

~ 

ages to convey his intentions to the creature and then only 
strikes for nonlethal damage. Normally, the character must 
manage to get onto the glider's back (a Dexterity check after 
being rammed, with a -5 modifier to the check) and then con- 
tinue to cause submission (nonlethal) damage. 

timestreams during this process, placing the character at con- 
siderable risk. The character should be forced to make another 
Dexterity check (without a penalty) for each of the planes the 
temporal glider slips into. The transfer is never a pleasant 
process. If the foolhardy traveler manages to survive the har- 
rowing experience, the temporal glider eventually submits and 
agrees to carry the tine traveler wherever he wishes 

The glider probably slips through several different 

1 

HabitaUSociety: Temporal gliders possess 
the ability to travel between the timestreams of 
different planes, and when a glider disappears with- 
in a large cloud of mist-smoke, it has slipped directly to 
an alternate plane within the same reality. They are feeding 
on the change in temporal forces that exist along the borders 
of different timestreams: the temporal tides. The conflicting 
forces do not bother them at all, but if a creature managed to 
catch a ride on the back of one of these gliders, the forces 
would still affect them. Such a trip would likely rip any hitch- 
hiker to pieces in the process. 

Gliders travel alone, and they have no fixed place to which 
they return. They simply roam the Demiplane of Time con- 
stantly, like a shark in deep waters. While they are intelligent, 
temporal gliders have absolutely no interest in treasure and 
are never found with any. 

Although they must feed on something, they have never 
been seen eating, and they never interact with other cr 
by choice. They are a mystery to most adventurers, an 
the most curious or antagonistic bother with these ind 
creatures. Some chronomancers have fit that bill nicely, 
though, and through their researches, they have found 
what temporal gliders are actually doing as they drift a 
the mist-smoke is continuously feeding. They do this mu 
the way that a great whale sifts plankton from the sea. 

Ecology It is rumored that a limited number of harnesses ha 
been invented for the purpose of subduing these crratures. 
After all, controlling a steed that can shift between the planes 
at will can be quite useful. However, none of these legendary 
harnesses have ever been found, although it's improbable tha 
a person would even recognize one when presented with it. 

Temporal gliders do not bear their service willingly. Given th 
opportunity to escape, they do so at once. They are especially 
wont to do this when their rider rrtums to rrality for a period 
time. T h e  is a good chance that when the h n o m a n c e r  
returns to look for the &der, the creature may well be long go 
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CLIMATWTERRAIN: Demiplane of Time 
FREQUENCY: Rare 
ORGANIZATION: Solitarv or small erouus 

Y I  

ACTIVITY CYCLE Any 
DIET: Special (see below) 
INTELLIGENCE Genius (18) 
TREASURE: Nil 
ALIGNMENT: Neutral evil 

NO. APPEARING 1 4  
ARMOR CLASS: 3 
MOVEMENT: is 
HIT DICE: 4 + 2  
THACO: 15 
NO. OF ATTACKS 1 
DAMAGWATTACK Id6 
SPECIAL ATTACKS: Level drain; special 
SPECIAL DEFENSES 

MAGIC RESISTANCE: 20% 
SIZE: M f6' tall) 

hit only by +1 or better magical 
weapon 

MORALE 
XP VALUE: 

Temporal stalkers are the undead of the pseudo-reality of the 
Demiplane of T i e ,  and a large number of them used to be 
chronomancen. Since the basis of their existence depends on 
temporal forces, traveling to other-planar reality means instant 
destruction for the stalkers. They appear to be composed entirely 
of the mistsmoke of Demiplane of Time, condensed down into a 
near-solid form. Flashes of silver light seem to pulse from within 
their forms, and twin red glows replace their eyes. As one moves, 
a glimpse of its physical body can sometimes be seen through a 
haze of mist, although this may only be an illusion of some sort. 

Combat: Temporal stalkers usually hunt alone unless they are 
after a large group or a exceptionally powerful individual. 
They track a single target for months until they are able to 
catch him surprise. If a small group of travelers is involved, 
the stalkers wait until one separates from the others before 
attacking. A successful hit by a temporal stalker causes only 
light damage, but also drains one level and all the abilities that 
go with it. Alternatively, with the same touch, the stalker can 
use paradox on a victim, fouling its past. Often it uses this to 
exchnge a spell that a wizardly victim has memorized for one 
that is entirely useless in the given situation. 

A character drained below level 0 becomes a temporal stalker 
himself. Mistsmoke begins to swarm around the victim's body 
until, several days later, most of his physical body is hidden with- 
in the shroud. Companions can prevent the transformation by 
bringing the body back to reality before the new stalker awakens. 

Habitat/Society: Temporal stalkers have no lairs, and they are 
beyond the desire for material wealth. The only thmg a tempo 
ral stalker actually possesses is a deep-seated h a b d  for linear 
creatures and a desire to see them destroyed. These evil 
undead are highly intelligent and know much concerning the 
Demiplane of T i e ,  which is one more thing to drive them into 
anger, since they can no longer use this information. It's no 
good to them if they can never leave the pseudo-plane and 
have a n  effect upon reality. 

Of all linear beings, temporal stalkers hate the Guardians 
the most, as these men and women have the most effect upon 
reality of any chronomancers. The jealousy the temporal stalk- 
ers feel bums brightly in them, and they sometimes organize 
small ambushes for a Guardian if they think there is any 

TM 

tepporal stalkers and thc 
6Ters of the Demiplane of T&?. -- 3~ 

Despite this hatred that is focused 



Tether Beas t  
CLIMATElTERRAIN: Demiplane of Time 
FREQUENCY: Rare 
ORGANIZATION Family 

DIET: omnivorous 
INTELLIGENCE: Vem (11) 

ACTIVITY CYCLE h Y  

, ~ ,  
TREASURE I 
ALIGNMENT: Neutral evil 

NO. APPEARING 1-3 
ARMOR CLASS: 0 
MOVEMENT: 
HIT DICE: 

12 
10+2 

THACO 11 
NO. OF ATTACKS 
DAMAGWATTACK: 2d6/2d6/2d6/2d6/2d4 

5 (four claws, one bite) 
. . ~. 

SPECIAL ATTACKS Breath weapon 
SPECIAL DEFENSES: Hit onlv hv il nr better maacal 

, l  " 
weapon 

MAGIC RESISTANCE: 25% 
SIZE H (20' lond 
MORALE: 
XP VALUE: 

AQerage (l"d) 
15,000 

The tether beast is often referred to as the dragon of the 
Demiplane of Time, but in fact, it more closely resembles a 
behk. It is long and snake-like, with four pairs of legs uneven- 
ly spaced along its body. The legs are much longer than a 
behir's, but they are normally kept tucked up close to the 
body, giving the (sometimes fatal) illusion of the beast having 
a short reach. Its back and legs are covered with iridescent 
scales, and its underside features a softer, black skin. The head 
is reptilian with a short snout filled with dagger-like teeth. 
These creatures exist only on the Demiplane of Time. 

Combat: Tether beasts prefer to attack their intended victims 
from ambush if possible, but they attack even if they are the 
ones surprised-r if they're wounded, or being offered an 
appeasement, or if they're if hungry or full. Basically, they are 
happy to attack anyone at any time for any reason-r even 
no reason at all. 

In combat, the creature continues to hold on to nearby life- 
lines with at least four claws while attacking with all of its 
other four limbs, plus its savage bite. It can attack in any direc- 
tion it wishes with its claws, and the long reach of its arms 
puts it into melee range even against opponents armed with 
polearms. For opponents who devise an attack method just 
out of reach, the tether beast grabs hold of the lifeline tightly 
with its back four claws and whips the entire upper half of its 
body out toward its intended victim, raking with all five 
attacks. A creature may try to force one of the beast's four life- 
line claws away from the lifeline. Whether or not it is success- 
ful, the only result is that the tether beast turns on that crea- 
ture with every attack, including an extra daw attack from the 
limb that the victim just freed, 

Anytime after the first combat round, if the tether beast does 
not Seem to be winning the engagement, it uses a brrath weapon 
attack that has a range of 30 feet and can be directed against one 
creature only. The breath weapon appears to be composed of the 
mist-smoke of Demiplane of T i e ,  but any creature it hits must 
save vs. death magic. A failnre results in the character rapidly 
aging to the point that he crumbles into dust. A success means 
that the adventurer only ages 20 years (check the ma*imum 
lifespan of the race to determine the ek ts ) .  

Tether beasts are smart enough to know that humans .ax excel- 

11 

lent targets for this hrearh weapon. and thev do not mind ~l.+ it 
against them when pns<ihlc. since thr tethcr beasts w m g l y  ran 
gain almost & much nuunshmznr from the leftover pile uf dust. 
'this breath weapnn can he iiscll once every 10 rounds. 

HabitaUSociety: A tether beast has inn Iaiv. I t  I, ahvays nn the 
move. These beasts frequently travel in pairs, and It a t h d  
beast is preifnt. ii is i m ~ l l y  a yoimg offspring of the hvo Iarg- 
cr ones. The offspring ha5 hT1 Hit Dir? ,and proportionately 
wcdkur ahilitics. 

The tether beast (or h e  largest of thr gmup) stor- tm.sun 
within wveral hidden pnuchks thal i an  k found wilhu, tlie softer 
ana of its underside. I nrgz itens o! a,brious valuc, nr ,my magiral 
item it might have. are draMed dnng in one claw. Tether bensc; 
have a 1 0 " ~  ihance oi hemg able tgi u* a magcal item. Otherwise 
that claw i i  considered nunuxful for attack- nr movement. 

Though it is assumed thnr the tether beast can r a v e l  l ik r  
nthrr rreahircs un the Dcniiplane of 'linie (bv wallung or tloat- 
ing alon#, i t  alway, crawls along the Idelinei with at least 
four of its claivi  wrapped ahout unt. u! the sdver cables. Now 
and then, it seizes a lifeline in its mouth and gnaws at i t  with 
its vicinu, teeth, hut no damage is known to be raused to the 
l if the'> pxxewor. %me advcnluir~rs that have bezn cothct- 
vd by rhronnniancers about thew madents have reported that. 
at the time in question, they wmed a chillinc! cffect, siniilnr tu 
the old saying bf someone walking across th& grave, but no 
apparent physical harm was done to them or their lifelin 

Ecology: The tether beast is far and away the fiercest h 
on the Demiulane of Time. It attack, and eats anvthine it hau- ,, 
pcns tn coni; a.ro35, fnrm tempivnth to temporal gliders, a id  
apparently chronomanrers rank high on the top uf the b,t nf 
their favuntc ttxidj. Uothing is known hi altark i t  cxrrpt 
adventurer.. A tt>th?r heast that finds thc sdwr mist trail of a 
Demiplane of lime traveler follows il imtd the trail disapucars 
o r  thc adwnturer is found. 



CLIMATWERRAIN 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 

Thessalhydra 
Damp, dark places 
Rare 
Solitary 
Nocturnal 
Carnivore 
Low (5-7) 
Incidental 
Neutral 

Thessalmera 
Damp, dark places 
Very rare 
Solitary 
Nocturnal 
Carnivore 
Low (5-7) 
Nil (Any) 
Neutral evil 

Thessalgorgon 
Damp, dark places 
Very rare Very r a ~  
solitary Solitary 
Nocturnal Nocturnal 
Carnivore Carnivore 

Nil (A) Nil (D) 
Neutral Neutral 

The s s a 1 hi c e 
Damp, dark nlaces 

Low (5-7) Low (5-7) 

NO. APPEARING: 1 
ARMOR CLASS 0 
MOVEMENT: 12 
HIT DICE: 12 
THACO 9 
NO. OF ATTACKS: 10 
DAMAGWATTACK: ld6 (x8)/ldlZ/ld20 
SPECIAL ATTACKS Poison, acid 
SPECIAL DEFENSES: Immune to acid 

MAGIC RESISTANCE Nil 
MORALE: 
XP VALUE: 

Steady (11-12) 
12,000 

1 
5/2/0 
12 
1n .. 
11 
9 to 11 
ld6 (64)/3d4/ld12/2d4 
Acid, fire, immobilization 
Regenerate, resist fire, 
immune to acid and petrif. 
Nil 
Steady (11-12) 
in,ooo 

The thessalmonsters are a family of hybrid monsters resem- 
bling hydras. There are four known types of thessalmonsters. 

The actual derivation of the name ”thessal” is unknown. 
Legends suggest that the name thessal referred to a person or 
organization responsible for the creation of these monstrosi- 
ties, or the land where they were first encountered. 

The original thessalmonster is now extinct. It resembled 
the thessalhydra except that it lacked the fringe of serpen- 
tine heads. The thessalmonster was so genetically unstable 
that it was able to crossbreed with other monsters, such as 

The thessalhydra resembles an eight-headed hydra. It has a 
large, reptilian torso and tail measuring 30 feet long (8 feet tall 
at the shoulder). Eight serpentine heads surround a large, cir- 
cular month rimmed with jagged teeth. Each serpentine head 
and neck measures 6 feet long. At the end of the 18-foot-long 
tail is a pair of sharp pincers. 

Most of the shiny bide is a deep green. The undersides of 
the necks, torso, and tail are ocher yellow. Patches of reddish 
yellow hair cover the chest and upper forelegs. The eyes are 
dark red. 

Combat: The thessalhydra attacks with its serpentine heads. 
Each head attacks independently and bites for ld6 points of 
damage plus an additional ld6 points if the victim fails a sav- 
ing throw vs. poison. The main mouth bites for ld20 points of 
damage plus an additional ld20 points if the victim fails a sav- 
ing throw vs. poison. The tad pincer can grasp an opponent, 
deliver ld12 points of damage, and deposit the victim in the 
mouth in the same round. Items placed in the central mouth 
must roll saving throws vs. acid and crushing blows each 
round until destroyed or removed. 

Once per day, the thessalhydra can spit out a gob of acidic 
saliva from its main mouth. This gob can cover a 12-foot-dim- 
eter circle at a range of 30 yards. Creatures struck by the acid 
suffer 12d6.points of damage (half if a saving throw vs. poison 
is successful). 

Thessalhydrae are immune to all acids and acidic poisons. 
A fringe head can suffer 12 points of damage before it is sev- 
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11 1: 
9 9 
ld6 (x8)/2d6 ld6 (x8)/ld10 
Poison, petrification . Poison, ... petrification 
Immune to acid and 
petrification 
Nil . .- 
Steadv (11-12) Steadv (11-12) 
9,000‘ 8,000’ 

ered. Damage done to heads does not affect the overall 1 
points of the monster. Severed heads are regenerated in 
days 

HabitaffSociety: Thessalhydrae prefer dark, damp settings, 
such as swamps. jungles, and subterranean lairs. They do not 
collect treasure. Such items as they possess are the remains of 
former meals that have somehow survived the chewing and 
acid of the monsters’ digestive tracts. 

Ecology: Thessalhydrae are often confused with hydras. They 
prey upon their less intelligent kin and anything else edible 
that wanders by They may take advantage of their resem- 
blance to attack would-be hydra slayers. 

gp. The young can be chained in place to act as guardians 
for specific locations or set to roaming normally unused 
areas. ~. 

Thessalmera 
The thessalmera IS a n s n a  of thessalhydra and a m e r a .  It 

Their eggs are worth 7,500 gp and young are worth 12,OOC 

these on the upper back. The lion’s head is covered in reddish 
gold hair. Patches of red-black hair cover the chest and upper 
forelegs. 

Combat: The snakelike heads cause ld6 points of damage per 
bite, plus ld6 per bit from the monster‘s acidic venom (half if 
a saving throw vs. poison is successful). The thessalmera can- 
not spit acid. 

The lion jaws’ bite causes 3d4 points of damage. The pincer- 
like tail inflicts ld12 points of damage on a hit and can grasp 
one man-sued or smaller opponent. Victims are held immobilr 
and can escape with a successful open doors roll (ld20, with a 
+5 bonus, one attempt per round). 

The dragon head bites for 2d4 points of damage or breathes 
fire up to six times. The flame extends in a cone 5 feet wide at 
its mouth, widening to 50 feet at its maximum range of 20 feet 
The flame causes 3d8 points of damage (half if saving throw 
vs. breath weapon succeed-’ 



Thessalmonster 
The serpentine heads can be killed with 12 points of dam. 

age; harming these does not diminish the monster’s overall hit 
points. The thessalmera is always controlled by the lion head 
unless this is damaged or destroyed, in which case the dragon 
head takes over. If that is destroyed, the thessalmera becomes 
a sem-intelligent, frenzied berserker, fearlessly and recklessly 
attacking everything within reach. When it is done, it retires to 
a cave to regrow its missing heads. 

Thessalmera regenerate 2 hit points every 24 hours. They 
are resistant to fire (+3 bonus to saving throws vs. heat and 
fire). They are immune to petrification and acid 

HabitatISociety: These fearsome creatures make their lairs in 
swamps, jungles, and cavern. They can endure extreme envi- 
ronmenb with impunity. 

Ecology: The cunning thessalmera is often found close to soci- 
ety, where it can feed on livestock and travelers under the 
cover of night. It prefers human flesh to other meats. 

Eggs are worth 8,000 gp. Young are worth 12,000 gp. The 
young can be chained in place to act as guardians for smecific 
locations or set to roaming normally unused areas. 

Thessalgorgon 
The thessalgorgon is a hybrid of a thessalhydra and a gor- 
gon. It has the scaled, lizardlike body of the thessalhydra, 
eight snakelike heads, and a bull’s head in the middle of the 
snake heads. The entire body is covered in thick, metallic 
scales that are a coppery green in color. A thatch of green- 
black hair covers the top of the bull’s head, the chest, and 
upper forelegs. 

Combat: Each head attacks independently and bites for ld6 
points of damage plus an additional ld6 points if the victim 
fails a saving throw vs. poison. The main mouth bites for 2d6 
points of damage plus an additional 2d6 points if the victim 
fails a saving throw vs. poison. 

of petrifying gas measuring 5 feet at the mouth, 60 feet long, 
and 20 feet wide at the end. Victims who fail their saving 
throws vs. petrification are immediately turned to stone. 

Four times per day, the thessalgorgon can breathe out a cone 

Thessalgorgons are immune to petrification and all acids. 
A fringe head can suffer 12 points of damage before it is sev- 

ered. Damage done to heads does not affect the overall hit 
points of the monster. Severed heads are regenerated in 12 
days. 

HabitatlSoclety: These monsters prefer caves in wilderness 
regions. 

Ecology: The eggs are worth 7,000 gp and the young are worth 
10,000 gp. The young can be chained in place to act as 
guardians for specific locations or set to roaming normally 
unused areas. 

Thessaltrice 
The thessaltrice is a hybrid of a thessalhydra and a cockatrice. 
The eight fringe heads of the thessaltrice resemble the head 
and neck of a cockatrice. The wattle, comb, eyes, and tongue 
are bright red. The green neck is covered with reddish gold 
feathers. The reptilian torso and tail are deep green with a yel- 
low underbelly, The torso measures 12 feet long (6 feet at the 
shoulder), while the tail is 8 feet long. Each cockatricelike head 
and neck measures 6 feet in length. 

-1 
1 

1 
1 

R 

Combat: The thessaltrice attacks with its circle of cockatric 
like heads. Each head can attack independently with a bite 
that causes ld6 points of damage plus an additional ld6 
points if the victim fails a saving throw vs. poison. The central 
mouth inflicts ldlO points of damage plus ldlO if the victim 
fails a saving throw vs. poison. Each head can attack indepen- 
dently Fringe heads take 8 points of damage before they are 
severed. Lost heads regenerate in 10 days. Damage done to 
heads does not injure the body. 

petrification effect can extend into the Astral and Ethereal 
planes. 

HabitatlSociety: The thessaltrice prefers warm conditions, 
such as tropical swamps, jungles, and caverns. 

Ecology: Thessaltrice treasure consists of the possessions of 
petrified victims. 

The eggs are worth 5,000 gp and the young are worth 
10,000 gp. The young can be chained in place to act as 
guardians for specific locations or set to roaming normally 
unused areas. 

Each head can, once per day, petrify a victim by touch. This 
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Common 
CLIMATEmERRAIN Demiplane of Tme 

ORGANIZATION Solitarv (see below) 
FREQUENCY: very rare 

Noble 
Demivlane of Tie 
very rare 
Solitarv (see below) 

Time Dimensional 
Royal 
Demivlane of rime 
Very ;are 

h Y  
Solitary (see below) 

Special (see below) 
Supra (19) 
Nil 

ACTIVITY CYCLE: 
DIET: 

Neutral 

ARMOR CLASS 
MOVEMENT: 
HIT DICE 
THACO: 
NO. OF ATTACKS: 
DAMAGWATTACK 

Any 
Special (see below) 

h Y  
Special (see below) 
Highly (13-14) Genius (18) 
Nil Nil 
Neutral Neutral ~ ~~~~~~~ 

1 (see below) 1 (see below) 1 (see below) 
2 2 -5 
See below See belo See below 
12 or 16 20 24 o 
9 or 5 1 1 
1 1 1 
3d4 or 4d4 5d4 6d4 

SPECIAL ATTACKS See below 
SPECIAL DEFENSES 
MAGIC RESISTANCE 25% (90% in reality) 25% (90% in reality) 25% (90% in realit 
SIZE S (3' diameter) S (4' diameter) L (7' diameter) 
MORALE Average (10) Average (10) Average (10) 
XP VALUE 4,wO 01 8,000 12,000 16,000 or 20,000 

+3 or better magical weapon to hit +3 or better magical weapon to hit +3 or better magical weapon tc 

There are three different varieties of time dimensionals: the 
common, the noble, and the royal. Often misnamed as time ele- 
mentals, time dimensionals are intelligences composed entidy 
from the essence of time. They are one of the few temporal crea- 
tures that can travel to reality. There, each appears as a cloud of 
fire, dust, or vapor. On the Demiplane of Time, each manifests 
as a translucent sphere of light silver energy. They pose one of 
the greatest hazards to travelers of the Demiplane of Time due 
to their incredible abilities. 

Time dimensionals seldom appear in reality, as the forward 
motion of time makes them uncomfortable. They much prefer to 
roam about the neutral territory of the Demiplane of Time. 

Combat: Time dimensionals never attack unless attacked. In 
reality, they spray a fine, powdery substance at their attacker. 
On the Demiplane of Time, they simply lash out with pure tem- 
poral forces, doing no visible harm, but causing severe damage 
from the shock. Even temporal creatures are affected by this, 
though their magic resistance can negate the effect. 

they are nonlinear aeatui-es, they are able to double their lifelines 
(if they can he said to have such thjngs) as often as they like (in 
theory, at least-they seem loathe to do so except in the most d k  
circumstances). In this way, they can bring versions of themselves 
from other t ime to help out, effectively adding 14 copies of them- 
selves to the combat. Ahit on any one creature damage them all, 
though, so a dimensional typically brings in its other selves, makes 
multiple attacks in a single round, and then vanishes. 

With its power to move through time, the dimensional can 
usually break off contact in reality at will. Cluwnomancers 
should realize what has happened, though, and they can track 
the creature to the Demiplane of Time if its wake in the mist- 
smoke can he followed. Atime dimensional can move at a rate 
of 10 yards per round per Hit Die in reality or the Demiplane of 
Time, so it can likely get away. 

Because of their nonlinear nature, time dimensionals can even 
double themselves on the Demiplane of Time. If pmsed, they 
can attempt to get away by slipping back into reality, but any- 
one that they would meet in the Demiplane of Time would like- 
ly be able to follow them back. Dimensionals realize this, hut 
they also realize that the number of times a humanoid can slip 
back and forth is usually limited, unlike the dimensional's 
innate ability They have been known to slip hack and forth so 
often that no chnomancer could possibly keep up. 

Chronomantic spells are useless within 30 yards of a dimen- 
sional, as it absorbs them like food. These spells cannot affect 

In reality, dimensionals often slip in and out of time at will. Since 

the dimensional at any range or reveal anything ahout it or its 
actions, unless otherwise noted in the spell's description. 

ficult for an attacker to figure out exactly where in time a 
dimensional is long enough to attack it. On the Demiplane of 
Time, this dmps to 25%, as time doesn't flow regularly there. 

HabitatBociety: Dimensionals exist at a level that can only be 
theorized. Any one exists at all times simultaneously, yet all ver 
sions of it function throughout time independently. A hero only 
meets up with one version initially, though. 

The dimensionals roam the Demiplane of Time, feeding off 
the momentum of time, and they stay away from most crea- 
t u ~ s ,  as well as other dimensionals. Turbulence attracts time 
dimensionals, since the disturbance to the timestream causes 
easier feeding. For this reason, a dimensional is sometimes 
attracted to a chronomancer and may even slip to reality to find 
him if the wizards spells are creating enticing turbulence. 

Trying to c o m d c a t e  with a time dimensional is tricky. 
Even gaining their attention can he impossible. They recognize 
spoken words, but tend to ignore them. If a time dimensional 
speaks, it does so by manipulating time and drawing words 
from the listener's past. The hero hears fragmented sentences 
spoken in his own tongue. Some beings, usually chrono 
mancers, have been known to cut deals with these difficult crea 
tures, but usually at great cost and risk. 

Noble Time Dimensional 
Noble time dimemiox& can additionally cast a time stop (which v11 

even affect common dimensionah), age a mature by ld20 years, 
cause a cmahm to grow younger by ld20 years, age nonliving veg- 
etahle matter by 1WO years, age mineral material by lOdlW years, 
and move up to four creattmz from reality into the Demiplane of 
Tune and hack at a time (subjects can save vs. spell if unwilling). 
Each power is usable once per round, at d, once per day. 

Royal Time Dimensional 
Royal dimensionals m even more powerful than their blethren. 
They are said to d e  the others, but no evidence has been bmught 
forth to corroborate this, other than the fact that they can summon 
1 4  common (70%) or 1-2 noble time dimensionals (m%) once per 
day, Royals have the same powers as the nobles, but can use them 
each once per hour. Also, royals can use Articus's melee "mager 
every mund to get in more attack; if they like. Royal dimmionals 
can use tpmporal shell up to once per hour, creatjng a small area thal 
exists hetween the ti& of a clock for one hnn per Hit Die. 

In reality, a dimensional's magic resistance is 90%, as it is dif- 
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Tomb Tapper-Thaalud 
CLIMATWERRAIN. Anv subterranean , ~~ 

FREQUENCY: Very rare 
ORGANIZATION Clan 

DIET: See below 
INTELLIGENCE Hieh (13-14) 

ACTIVITY CYCLE Any 

TREASURE: QZ (speciai) 
ALIGNMENT: Lawful neutral 

NO. APPEARING: 1-12 
ARMOR CLASS -2 
MOVEMENT: 
HIT DICE 

9, Br 14 
8 + 8  

THACO: 12 .. ~~~~ ~~ 

NO. OF ATTACKS: 
DAMAGEYATTACK: 4d6/4d6/ld12+9 or ld12+6 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 

3 or 1 

MAGIC RESISTANCE: Nil 
SIZE: H (15'-21' tall) 
MORALE Elite (16) 
X.P. VALUE 8,000 

Thaalud appear as tall, naked, sexless, and hairless humanoids 
with very hard, smooth, blue-gray skin, claws that can dig 
through solid rock, and great toothed mouths in their bellies. 
Their smooth, featureless heads have earned them the nick- 
name "the faceless." 

Combat: %dud attack with iron-hard, long-fingered hands 
(4d6 damage each), and bend over or hurl themselves atop oppo- 
nents to bite with their abdominal mouths (which crush and tea 
m o r ,  rock. flesh and bone alike, one bite doing ld12 +9 dam- 
age). If they lack the room for such maneuvers, or don't want to 
close with opponents, they swing great hammers for ld12+6 
damage. Tappers can wield these weapons one-handed (-2 on 
attack rolls) and throw them with great accuracy (+2 to hit). 

Thaalud see by sonar (they emit inaudibly high sound 
raves, which bounce back) accurate up to 440 feet even in 

darkness. This sense enables them to locate invisible creatures 
and objects and makes them immune vision-related spells 
(such phantasmal force, color spray, and hypnotic pattern). They 
communicate by means of humming sounds created by skin 
vibration (this language is partially understood by mind flay- 
ers) and by a limited telepathy (120-foot range, no mindread- 
ing or attacks possible from either end). Tappers can detect 
magic at will and can animate rock (as the 7th level priest spell, 
affecting up to 9 cubic feet of rock for ld4+2 rounds; deter- 
mine duration randomly each time used) once every 12 turn. 

Tomb tappers are immune to enchaniment/charm spells and 
fire- and cold-based attacks of all sorts. Electrical attacks do them 
half (if the save is made, no) damage. They save vs. petrification 
at -2. A tomb tapper turn to stone 1-2 rounds after dying. 

HabitaUSociety: Tomb tappers get their name from their habit of 
burrowing up from the depths to plunder tombs, temples. and 
wizards' towers in search of magical item, which they carry off. 
They usually try to seize magical items from encountered beings. 

Magic is sacred to thaalud; they never use my magical items, 
ut protect and venerate them. Tappers spend their long lives in 

an eternal search for the source of all magic, which they believe 
lies hidden somewhem deep in the earth. They are somewhat in 
.we of earth elementals, believing them to be created at this 

Thaalud keep as common treasure (owned by the clan as a 
iysterious source, and are reluctant to attack them. 

ihole) aU magical items, and guard these watchfully As person- 

I 
a1 treasure they keep prcLLy {VUL LLUL ~ E I L ~ ,  w l u m  are dull 
when uncut) such as quartz, jade, agate, and amethyst. These are 
stored in caverns of glowrock, in the utter depths. (Glowrock is a 
stone that gives off a natural amber or lime-pen jaeri jre .  It is 
harmless and useful as a light source but too soft to carve. It is 
often present in radiation-strong areas of the Underdark, glow- 
ing brightly when exposed to such radiation-but is not itself a 
radiation source. Tomb tappers don't need it as a light s o w  
but Seem to sense and enjoy the glow nonetheless.) 

Ecology: Tomb tappers are not naCUral creahlres. Their existence 
has been traced back to the very beginning of the Shadowed Age 
of Netheril, when a p u p  of powerful wizards created them to 
seek out the s m e  of the drain on magic that was beginnins to 
reach across Nethed. This is supported by their faceless heads 
(suggesiing they have been changed from a humanoid norm) 
and by their spell immunities (suggesting they werr mated to 
fight the phaerimm). Tapper belie6 indicate they h o w  magic 
has power over them. Some, including Elminster, think thaalud 
were originally made from rock animated in human form. This 
view is supported by their turning to stone at death. 

Tnaalud skin varies in porosity at will; through it, tappers 
take in needed water. Their gigantic jaws can crush rock, from 
which thaalud extract mineral sustenance. They also digest 
iron from blood and bone marrow if such become availablm 
but do not hunt to eat. 

Thaalud customarily wield great hammers of arenite, an 
alloy derived from magma (the exact composition is secret 
These hammers are 10 feet or more long, heavy, harder tha 
most rock, and very durable. Tappers can dig through rock 
with their claws, but use their hammers to split rock when 
smooth surface is desired. 

Thaalud are naturally long-lived and form regional clans. Ii 
not known whether they have young or give birth; no childrm 01 

pregnant thaalud have ever been seen. Even who leads a clan is 
not known, although thaalud make and keep deals with other 
beings, and hence are assumed to respect d e s  and authority 

leave moles ted .  They have no interest in drow cloaks, bo( 
and other items that resemble magic because of Underdark 
radiatiom and not true dweomers. Thaalud hate umber hul 
somelimes enslaving them from birth, mutually ignore xom 
dislike duergar and drow, and are bitter fws of illithids and 
phaerimm, who have slain more than a few thaalud. 

Thaalud will aid svirfneblins and dwarves, whose magic they 
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CLIMATVTEKRAIN: A I I )  (lo', Blood islcin.lsl 
FREQUENCY: Ven rare 
ORGANIZATION: Svlitarv 
ACTIVITY CYCLE: Any 
DIET: Nil 
INTELLIGENCE High to genius (13-18) 
TREASURE: Nil 
ALIGNMENT: Vanes 

NO. APPEARING: 1 Or 1 4  
ARMOR CLASS 
MOVEMENT: 12 
HIT DICE: 

0 (-1, -2, or -3 vs. dragons) 

9.10. or 11 f1O-sided dice) 
THACO ii, IO, or 9 
NO. OF ATTACKS 3/2 
DAMAGEIATTACK: By weapon 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 60% 
SIZE: M (6'-7' tall) 
MORALE Fearless (19) 
XP VALUE 7,000 

An undead dragon slayer is a h0-g 

Undead Dragon Slayer 
Breath Stun: Aimed at the gullet, this attack (at a 4 penalty) 

disables the breath weapon. Besides the damage, the breath 
weauon is disabled for 1 round uer uoint of damaee inflicted. 

B;each Attack: The slayer must'be ;acing the dragon's under- 
belly (neck to abdomen), spend a round without attackinc, and 
make an Intellieence checc. This eives the slaver's next a&ck 
roll a +6 bonusP+2 if the Intelligeke check i s ided .  Breach 
attacks can be combined with double damage. 

Dazzle: Twirling a weapon confuses the dragon and prevents it 
from casting spells or using innate magical powers by disrupting 
the its ability to concentrate. 

Dodge Attack: A combination of evasion and attack in one 
round, this rrquires a successful Dexterity check. The slayer 
receives a 4-point Armor Class bonus, a +2 to saving throws vs.' 
breath weapon, and an attack roll bonus of +2. 

Double Damre: On a successful attack roll the base damaee " - 
inflicted by the weapon is doubled; other bonuses for magic, 
Strength, etc., are added normally. Double damage can be com- 
bined with a breach attack if both techniques are known 

Great Blow: This attack uses everything a slayer has and can be 
aimed at anv Dart of the dragon's bodv. A slaver exuends hit 
points and receives a 4 penalty. If successful, the dragon takes 
normal damaze for the attack ulus as many more hit points as 
the slayer exp&ded. 

Weapon Throw: The slayer hurls his primarq weapon at the 
&aeon. Ranees and anack venalties m: short 15 feet, -2: 

creature returned from death to 

dragon slayer has a skeletal VIS- 
aee. rotted flesh. and dead, hol- 

destroy dragons. The undead - 
medium 30 feet, 4; long 45 feet, 4. Damage IS deter- 

mined normally. No other special attack can be used 
l& eyes. Most stand between six 
and seven feet tall, and weigh 
around 250 pounds in armor. The 
armor is specially crafted plate mail, with 
a dragonscale design and dragon-shaped 
helm. Now battered and beaten, it glows 
with supernatural color-inspired by 
the dragon type the slayer hates most. 
Undead dragon slayers are of neutral 
or evil alignment. 

deep as a grave, an undead dragon slay- 
er sneaks its native toneue. as well as 

With a voice as cold as the dead and as 

I ~~~~ ~ u ,  ~~ ~ 

the languages of dragons. 

Combat: The undead dragon slayer 
retains the fighting skills it had in life, and 
gains more from its undead nature. Undead 
dragon slayers are immune to the effects of 
dragon fear, and take either half or no damage 
if they make a successful saving throw vs. breath 
weapon. They can't be b e d  by clerics, but are 
driven away by the holy word spell. 

Their special armor provides a base Armor Class 
0. Against dragons, this improves to -1, -2, or -3, 
depending on the Hit Dice of the slayer. The slayer's 
THACO improves from 11 at 9 Hit Dice to 10 at 10 HD 
and to 9 at 11 HD. 

Undead dragon slayers use long swords (80% likely) or 
two-handed swords (20% likely). This weapon functions as a 
sword +2, dragon slayer in the slayer's hands, and the slayer 
can attack three times in every two combat rounds. 
supernatural strength gives them an attack bonus of +5 against 
dragons and a damage bonus of +15, +16, or +17, depending on 

wins its freedom. A small number af 
dragon slayers actually will them- 

selves back from the dead. These 
individuals have the utmost 

faith in their cause, a n  undy- 1 

. 

M 

with this one 
Wing Attack: Aimed at the wing muscles, this 
attack (at -3) inflicts normal damage and keeps 

the dragon from flying for 1 round per point 

A 

. 
of damage inflicted. 

HabitaVSociety: Most undead dragon 
slayers are called back from the grave 

by necromantic magic. Though it 
retains its own mind and agend+ 
it must obey the commands of 
the summoner-at least until its 

' 

task is comvlete or it somehow L 



Unicorn, Black 
CLIMATFJTERRAIN: Forests, plains 
FREOUENCY: Verv rare --, --- ORGANIZATION Solitary 
ACTIVITY CYCLE: Nieht " 
DIET: Carnivore 
INTELLIGENCE: Hieh (13-14) 
TREASURE: Nii 
ALIGNMENT: Chaotic evil 

NO. APPEARING: 1 4  
ARMOR CLASS: 3 
MOVEMENT: 24 
HIT DICE: 4 + 4  
THACO: 15 
NO. OF ATTACKS 4 
DAMAGWATTACK: ld6/ld6/1d4/ld12 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: Teleport 
MAGIC RESISTANCE: Nil 
SIZE L 
MORALE Elite (14) 
XP VALUE 975 

Black unicorns resemble their white relatives, but they are 
twisted and evil. They are coal-dark creatures sporting silky 
black manes and burning red eyes. With their horns long and 
spiraled, chased with silver, they are quite beautiful. Male 
black unicorns are bearded. The females are more slender than 
the males, but retain a heavy musculature. 

Highly intelligent, black unicorns can be taught to speak 
Common, and there are rumors that some evil wizards are try- 
ing to teach them spells with purely verbal components. 

Combat: Although black unicorns do not have the white uni- 
corns' ability to move silently or sense the presence of ene- 
mies, they are never surprised and fight in battle with front 
hooves and horn, biting with sharp-edged teeth. A black uni- 
corn's horn does not have any attack roll bonus. Like white 
unicorns, black unicorns can charge to the attack. If a black 
unicorn moves at least 30 feet over open ground, its horn can 
strike for 3d12 points of piercing damage. The unicorn cannot 
attack with its front hooves in the round it charges. 

Black unicorns can cause light wounds three times a day and 
can instantly teleport without error once a day. To cause 
wounds, the unicorn must touch its opponent, and this may be 
used in conjunction with a horn attack. The teleport includes 
only the unicorn itself and not its rider-uch riders often find 
themselves abandoned in the midst of bad combat situations 
by their chaotic mounts. 

HabitatBociety: Black unicorns allow themselves to be rid- 
den only by human or drow females of evil alignment. 
Evilly-aligned females must petition a suitable unicorn; if the 
female is acceptable, the unicorn will serve. If not, it immedi- 
ately attacks the supplicant, making the approach somewhat 
hazardous. 

Despite their success and usefulness in combat, black uni- 
corns are fickle and chaotic, mostly concerned with their own 
safety rather than that of their riders or companions. It is not 
at all unusual for a black unicorn to flee combat when the tide 
turns against it, dislodging a rider or teleporting away by itself 
and leaving others to fend for themselves. 

Charge, cause light wounds 

t In the FORGOTTEN REALMS- setting, most black unicorns are 
keut as uets bv Red Wizards of Thav or serve in the Thavan , ~~~~ 

, ~~ ~ ~ ~~~ ~~~~ 

m3itary.A few wild specimens have escaped, however, and 
some small herds roam Thay and its vicinity These herds ar 
dominated by their strongest member, male or female. 'Ihey 
appear to inflict pain and suffering on those around them for 
the sheer joy of it. They are especially fond of attacking horses 
and normal unicorns, which they passionately hate. 

Ecology: These foul creatures were created by the Red Wiza 
of Thay, who fused the blood of tanar'ri and other evil crea- 
tures with that of ordinary unicorns, creating a hateful, 
demented creature that lives for violence and combat. Black 
unicorns are carnivores especially fond of the flesh of humans, 
elves, horses, and ordinary unicorns. Now, many are kept as 
pets by the Red Wizards, and black unicorns have become a 
mainstay of the Thayan military In spite of their unruliness as 
mounts, they serve in large numbers. Several major units of 
black unicorns and evil-aligned female riders serve the zulkirs 
of Thay. For example, the Sisters of Cyric, a prominent regi- 
ment sworn to serve the Zulkir Aznar Thrul, consists of evil 
female priestesses of Cyric mounted on black unicorns. 

The horn of a black unicorn is highly prized. Powdered, 
can be used to create a potent poison equivalent to a Type 
contact poison (onset time 1 round, Death/25 DMG Table 
51). If the horn is fixed to a lance and wielded in a charge, 
mounted warrior inflicts the black unicorn charge damage 
(3d12 points of damage). 



CLIMATWTERRAIN: Carceri 
FREQUENCY: Common 
ORGANIZATION Pack 
ACTIVITY CYCLE Night 
DIET: Carnivore 
1NTFI.I.IGFNCE: .herage 1&10, 
TREASURE Uil ( 4 )  
ALIGNMENT: Neutral evil 

NO. APPEARING: 
ARMOR CLASS 3 
MOVEMENT: 15 
HIT DICE 4 + 2  
THACO: 17 
NO. OF ATTACKS 2 

1 ( 2 4  in Carceri) 

DAMAGEIATTACK: l l lh/ld4 
SPECIAL ATTACKS: I’oisan, burroivin,: tciitaclr - 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE Nil 
SIZE: L (8’ lone) 
MORALE: 
XP VALUE 

Steady (Yl-12) 
975 

The evil vaaths are known throughout the planes as  relentless,^ 
vicious killers. These bloodthirsty, intelligent terrors like to 
inflict pain and misery as well as kill. 

A horrible amalgamation of insect and reptile, the vaath’s long 
body is c o v e d  with dark scales, while its head is pmteded by a 
hard black carapace. Long white teeth drip venomous saliva as 
they protrude from its oversized, lipless mouth. The snout is 
whiplike, the narrow-slitted eyes peek out from d e r  its cbiti- 
nous headshell. A small, almost tonguelike tentacle lurks in a cav- 
ity just behind the beast‘s moutk The body is sleek and muscular, 
able to make quick dashes or keep up a n  enduing, tireless pace. 

Vaaths use a limited series of hisses, growls, and barks to 
communicate. It is a crude language, impossible to understand 
or speak without magical aid. 

Combat: The bite of the vaath inflicts ld8 points of damage; 
further, its venom kills anyone bitten who fails a saving throw 
vs. poison (onset time ld4+1 rounds). If the vaath has time to 
play with its prey rather than killing it quickly, it restrains 
itself from using the poisonous bite. Instead, it protrudes the 
writhing appendage from below its mouth. 

This tentacle, capped by a sphincterlike mouth, shoots out, 
stretching as far as 10 feet. The tiny mouth bites foes, inflicting 
ld4 points of damage. A victim struck by this attack must make 
a Shength check to pull away, or the vicious mouth tears into 
the hapless victim with temfymg speed, pulling the extended 
tentacle behind it. This attack automatically inflicts ld4 points 
of damage per round. After ld4+2 rounds, the burrowing 
mouth reaches the base of the victim’s skull, severing the skull 
from the spine. A victim who is still alive at this point can no 
longer move from the neck down. Death comes ld6+4 rounds 
later, but the vaath takes full advantage of this time to torment 
the dying victim. While the vaath’s victim can no longer feel 
anythmg, the evil fiend takes delight in tearing the body apart 
as the victim watches, helpless. 

During the burrowing, only the death of the vaath will save 
the victim from having his spine snapped. After the severing, 
only timely magical healing can save the victim’s life. 
Additional magical healing is required to restore mobility. 

This mode of attack is so ghastly and horrible that anyone 
wihlessing it must make a Wisdom check or be stunned for 
ld3 rounds in utter horror, Any victim of the burrowing and 
subsequent paralyzation who is rescued before death must 

. lt 

Note: tor rnaimter5 without Strcnzth or Wiirlwn abilitv 
scores, substitute a saving throw vs.paralysis with a +2 bonus; 
a roll of 1 fails regardless of adjusdments. The D W  OmoN: 
High Level Campaigns book has an optional method for gener- 
ating suitable monster scores. 

HabitaffSociety: Vaaths live in the jungles of Cathrys, the 
fourth layer of Carceri, terrorizing the layer‘s few inhabitants. 
Their evil is pure and wholly detestable. These creatures can- 
not be reasoned with, nor do they show mercy Even the most 
powerful of gehreleths move through vaath-infested areas 
with caution. While even some of the lesser fiends of the 
Lower Planes could certainly defeat a vaath in battle, the 
threat of what the creature enjoys doing to its victims inspires 
fear and loathing in all who know of its existence. 

V a a h  roam in packs, but keep individual lairs-tiny, 
cleared spaces beneath the thick, dark jungle growth. They 
often collect as trophies the belongings of intelligent creatures 
they have killed. Vaaths sometimes refrain from eating small 
portions of their victims, such as a hand, a head, or an eye, 
and save these as trophies too. 

The acting pack leader is always a female vaath, for the 
females are usually the more intelligent (and insidious rather 
than savage) of the species. Most of the time, however, no 
leadership is required. The vaath pack‘s course of action is 
clear: Hound the prey until it falls, and torture it until it dies. 

Vaaths greatly desire to be summoned, and don’t mind 
being subjugated by others, as long as they are taken to a 
greater selection of victims. They happily work for powerful 
fiends as guards, torturers, or even pets, as long as they are 
well fed and allowed to partake of their evil pleasures. 

Ecology: Vaaths are found almost exclusively on the layer of 
Carceri known as Cathrys, and appear on the Prime Material 
Plane only as the result of an arcane magical ritual. For many 
years, it was believed that vaaths actually fed upon the fear 
and suffering of others. The idea that the monster acted out of 
a basic need, something akin to hunger, somehow softened the 
repulsion of its deeds. This optimistic theory was dispelled a 
few years a g e t h e  horrific vaath simply. . . are 
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Vortex Spider 
CLIMATmERRAIN Demiplane of Time 
FREQUENCY: Uncommon 
ORGANIZATION Solitary 

DIET: Camivorr 
INTELLIGENCE: Average (I 
TREASURE: Nil (E) 
ALIGNMENT: Neutral 

ACTIVITY CYCLE Any 

NO. APPEARING. 1 4  ~~ 

ARMOR CLASS: 4 
MOVEMENT: 9 (15 in web) 
HIT DICE: 7 + 4  
THACO: 13 
NO. OF ATTACKS: 1 
DAMAGEIATTACK: 2d4 
SPECIAL ATTACKS: Poison, web 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 15% 
SIZE: Large (12' long) 
MORALE: Average (10) 
XP VALUE: 2,700 

Chameleon ability in web 

Vortex spiders have the basic shape of the phase spider, from 
which they evolved, but the similarities between the two 
species end there. Vortex spiders are covered with a thin chitin 
that is blue-gray in color but with several patches of a dull 
waxy color and texture. They are only seen in this fashion, 
though, when forced out of their natural habitat for some rea- 
son. Their color can change to blend in with their web when 
they are skittering about its edges or even resting within the 
central tangle of its magical strands. 

Combat: The webbing of a vortex spider is completely invisi- 
ble amidst the mist-smoke of the Demiplane of Time, and it is 
made resilient with pure temporal energy, spun from the mist- 
smoke that permeates the entire pseudo-plane. As such, it is 
detectable by a detect temporal anomaly spell, and to the caster 
of such a spell, it stands out sharply, even against the consider- 
able background turbulence of a vortex. 

The web usually spans a diameter of up to 50 feet, making it 
too small to fit entirely across any but the smallest vortices. 
Most often it can be found spread across a section of the vor- 
tex's wall. Once the web has been spun, the spider hides in 
one comer of it, its chameleonlike ability to alter its coloration 
to match that of the surrounding mist-smoke making it invisi- 
ble to anyone who fails a saving throw vs. rod/staff/wand. 

While a vortex is the most common place to find a vortex 
spider (thus the obvious source of the name), they can some- 
times be found stringing their web among the lifelines of the 
Demiplane of Time as well. They are less commonly encoun- 
tered here, though, due to the vastness of the limestream. One 
reason the spiders tend to stick to the vortices is that these are 
so heavily traveled. Another is that the swirling mist-smoke 
makes it even harder for a traveler to spot the spider's web. If 
the web is spun within a vortex, the save needed to spot the 
spider in it is made at 4. Another reason for the spider to 
make its home in a vortex is its ability to travel straight up and 
down the vortex sides, an option most creatures do not have. 

The webbing is not adhesive in the way noma1 spider webs 
are, but any creature which touches it suffers from an effect 
similar to a slow spell, since time around them has been 
warped to move slower. Since this is diffesent from a normal 

amount of damage, but the poison must be saved against at a 
-2. The poison causes instant death, and those who successful- 
ly save vs. poison still take 20 points of damage. 

HabitaVSociety: The vortex spider can create a home for ib 
anywhere on the Demiplane of Time, but it prrfers to spin 
web in a vortex. It tram other c r e a m s  for food. such as ti 
poral dogs, small ti 
While it may be slc 
and it ignores large 
too big to net. If a t 
tex spider's webbii "~ 
parts unknown and seeks out R new home. 6iindins an ~ m n k  
web is uncommon, 
ly disintegrate witf 

One comer of thi 
remains of victims as well ad their possessic&. The spider 
likes to hide this section away from prying eyes, as humans 
who see the pile of bones and treasure should immediately 
realize just how much danger they might be in. Still, the spi- 
der knows the value of these trinkets, although it has little u 
for them personally. It is &ng enough to sometimes plac 
an interesting-looking item or two in part of the web easily 
visible from the vortex's wall. More than one unwary adven 
turer has grabbed at such obvious bait, only to find himself 
outmatched by the web's devious owner. 

Ecology: Vortex spiders evolved from the phase spider, and 
they can exist only on the Demiplane of Time. Some wizard. 
have theorized that the origin of this rather unique species is 
rooted in a temporal accident in the far past. A colony of phase 
spiders must have been caught up in the eye of an impending 
timestorm while phasing, trapping them in the Demiplane of 
T i e .  Once they found themselves on this pseudo-plane, thr- 
carved out a niche for themselves in the local food chain ani 

~- 

slozispell, the chronomancer immwty to chronomantic spells 1 &s not apply here A bite from the spider causes only a sma? 



Web, Living 
Living Memory 

CLIMATEiTERRAIN Caverns, ruins Caverns, ruins 
FREQUENCY: Very rare Very rare 
ORGANIZATION Pack Solitary 
ACTIVITY CYCLE Any Any 
DIET: Carnivorous Carnivorous 
INTELLIGENCE Semi (24)  Verv (11-12) . .  
TREASURE Nil Nil' 
ALIGNMENT: Neutral Neutral 

NO. APPEARING 1 4  
ARMOR CLASS 9 

1 
2 

NO. OF ATTACKS 1 1 
DAMAGEIATTACK: See below 1d6 
SPECIAL ATTACKS Lightning Nil 
SPECIAL DEFENSES See below Half damage from 

nonmagical 
weapons or fire 

MAGIC RESISTANCE: Nil Nil 
SIZE s (1'-7,) See below 
MORALE: Average (9-10) Elite (13-14) 
XP VALUE: 650 to 2,000 3000 

Living webs, also known as carnivorous webs or duleep, are 
omnivores that roam subterranean caverns and deserted ruins. 

These small, amorphous creatures resemble thick gray sheets, 
strands, and filaments of dusty cobwebbing. They lack visible 
sensory organs and specialized body parts. They appear to con- 
sist of colonies of microscopic, identical cells. 

Combat: The touch of a living web delivers an electrical shock. 
This attack causes a minimum of 1d4 points of damage. Webs 
of 3 to 5 Hit Dice inflict ld6 poinb of damage, while those of 6 
Hit Dice inflict 2d4 points of damage. 

Living webs can fire a miniature lightning bolt (20 yard 
range, 3d4 points of damage) up to twice per turn. Living 
webs with less than 9 hit points can fire only one lightning bolt 
per turn. All web fragments have this power, thus a living web 
cut in two can fire four such bolts per turn. 

Living webs absorb all electrical energy, whether natural or 
magical, and permanently gain 1 Hit Die for each 8 hit points 
of electricity absorbed. Such energy causes the web to visibly 
grow. 

They are unaffected by fire, water, heat, and cold attacks. 
Blows from edged weapons inflict full damage upon these 
creatures; such blows divide them into two smaller wisps. Each 
has half the parent's remaining hit points and will continue to 
advance on the prey Blunt weapons cause only half damage as 
the living web strrtches to absorb the damage without tearing. 
Note that separation occurs only as a result of an opponent's 
attack or an accident: living webs CaMOt voluntarily divide. 

repulsion, or similar spells. 

HabitaUSociety: These creatures are nomadic omnivores that 
perpetually roam subterranean and wilderness areas. They 
prefer locations such as caverns and ruins, places full of nor- 
mal webs that living webs can hide among. They spend their 
lives in endless search of plant life, carrion, and live prey 
Ingested matter is converted into the electrical energy they use 
for movement and attacks. 

Living webs attack instinctively; thev are unaffected by fear, 

sense kibrations, variahons m heit, &d the presence of other 
living webs. Such senses have a maximum range of 90 feet. 

They seem to flow over surfaces, moving like caterpillars ( 
millions of tiny filaments. The filaments can fuse together ini 
a larger, denser mass. Living webs can climb walls and ceil- 
ings of any material. They never slip, and they grasp a surfac 
so strongly that they cannot be removed by any physical or 
magical attack that fails to slay them. 

the direction and size of other living webs within 90 feet. If a 
living web detects another web with less than 9 hit points, it 
attempts to join together with the weaker web. If successful, 
adds the hit points and Hit Dice to its own total, up to a ma, 
mum total of 6 Hit Dice. 

Though living webs move and act independently, they sense 

HabitaVSociety: Living webs are useful for their role in killing 
vermin. They may be caught and used for guards in normallv 
unused section of habitats and caverns. 

Memory Web 
This creature is a mass of fibers resembling those mated by 
web spell; it has similar but not identical attributes. It can hick 
by compressing itself into a tight ball. It attacks by leaping up 
to 180 feet, spreading out into a circular web 20 feet in diame- 
ter. The web does not need anchor points. Anyone caught b) 
the memory web has the same chance of breaking free as if 
escaping a normal web. As the web constricts, enwrapped 
creatures suffer ld6 points of damage per round until they 
escape, die, or the web is destroyed, A memory web suffers 
only half damage from nonmagical weapons or fire. 

If the web is destroyed, it will emit all the memories gained 
during the previous day in the form of a telepatluc shock 
wave. The memories lodge in the minds of all creatures up t 
200 feet from the web and take the form of dreamlike recollf 
tiom. Some details will be clear, othe- h - x m d  rr.r=ll 

Memories of slain victims are absorbed by the memory web 



Weredragon 
CLIMATEITERRAIN: Any land, usually urban 
FREQUENCY: Very rare 
ORGANIZATION %Gary 
ACTIVITY CYCLE 
DIET: Special 
INTELLIGENCE: EXCCP~~OM~ (15-16) 
TREASURE: Special 
ALIGNMENT: Chaohc, neutral or good 

NO. APPEARING 1 
ARMOR CLASS: 1 (base) 

HIT DICE 13 (base) 
THACO: 9 
NO. OF ATTACKS 

MOVEMENT: 9, ~ 1 3 0  (c), JP 3 

3 (Human: 1) 
DAMAGWATTACK ld6/ld6/4dk (Human: By weapon) 
SPECIAL ATTACKS Suecial 
SPECIAL DEFENSES: variable 
MAGIC RESISTANCE: variable 
SIZE M (human) or H (24' base) 
MORALE: 
XP VALUE 

Fkatic (17base) 
Variable 

Weredragons, as many folk tales attest, are beautiful human 
women transformed into dragons-r, more accurately, a race of 
dragonkind that can assume female human form whenever they 
desire. Weredragons usually live among humankind, revealing 
their dragon form only in times of personal peril or great crisis. 
In human form, a weredragon appears as a healthy human 

female about 20 to 30 years of age, with a charisma of 16 or more. 
In dragon form, a weredragon is slim and splendid, usually irides- 
cent blue and silver in hue, and resembles a copper dragon in 
shape. In either form, a weredragon possesses 60-foot infravision, 
has true seeing up to 15 feet away, and can use tongues at will, all 
from birth. A weredragon retains her full knowledge and aware 
ness in either form, and most are consummate actors, so that 
humans are usually unaware of the weredragon's true nature. 

Combat: Weredragons strike quickly and mercilessly with the= 
razor-sharp daws and tend to sing joyously as they fight 
(although they can be silent if noise would endanger allies or the 
success of their own attack). In human form, weredragons prefer 
to use slashing edged weapons. In either form, a weredragon can 
employ her spells and special abilities, although use of her breath 
weapon will force an accompanying change in form 

A change from one form to another takes a short time: one round 
fmm human to dragon form, and two munds for dragon to human 
form. h r i q  thj, transformation, a weredragon cannot move 
(except to fall) and can only employ spells or her breath weapon; 
other actions and attacks are impossible. Such a shapechange reuds 
all known bonds, prisons, dothing, and other confinements, with- 
out h a m  to the weredragon. There is no known limit to the number 
of times a weredragon may change form in a given time, nor is 
there any known magical means of preventing the change in form. 

Age 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 

Body LgtU 
1-5 
5-14 

14-23 
U-32 
3 2 4 1  
41-50 
50-59 
5948  
68-77 
7 7 4 6  
8695 
95104 

Tail LgtU 
14  

4-12 
12-21 
21-28 

3-5 
4554 
54-62 
62-70 
7&78 
78-85 
85-94 

2 a 3 6  

Armor Class 
4 
3 
2 
1 
0 
-1 
-2 
-3 
-4 
4 
4 
-7 

Breath WeapodSpecIar A 
breath weapon: a cloud o 
20 feet wide, and 20 feet high. Creatws cauzht in the gas must 
save vs. breath weapon to iscape with half & a g e ,  or-suffer the 
cloud's full electrical effects. 

A weredragon casts spells and wields her magical abilities at 9th 
level, plus hrr combat modifier. 

From birth, a weredragon can cast light and darkness, 15' radius 
(once each every 6 turns) and is immune to electrical attacks. As 
they age, weredragons gain the following additional powers: 
Young,feutherfall twice a day; Juvenile, blink twice a day; Young 
Adult, protection from normal missiles once a day; Adult, teleport 
once a day; Mature Adult, heal once a day; Old, wall of force twice a 
day; Very Old, r m r s e  gravity once a day; Wyrm, polymorph any 
object twice per day; Great Wyrm, plane sk@ once per day In all 
cases, a weredragon can affect other beings with the benefits or 
effects of these powers by touch. Weredragons are immune to all 
natural venoms and toxins. 

HabitaffSociety: Much of the history of weredragons as a race 
remains mysterious. Weredragons tend not to consort with others 
of their own kind and prefer dwelling in cities or courts to wilder- 
ness solitude. They delight in beguiling evil and rapacious men in 
human form, taking them as suitors or husbands, and then slaying 
them while in dragon form. In this way, many a weredragon has 
amassed great treasure. Unlike most other dragons, however, 
weredragons delight in the gaining of treasure, not in having it. 
Weredragons often serve or cooperate with good mages, Harpers, 
and groups and individuals with similar aims or opportunities to 
preserve, renew, and pmtect the land. 

Ecology: Weredragons are fertile in both human and dragon form. 
They are always female, and their offspring are always other 
weredragons. Their name is a misnomer; their natural condition is 
not the cursed lycanthropy that afflicts other were-creatues. A 
weredragon cannot be "cured of her abilities nor transmit them 
to other creaturrs by bite or any means. 

Weredragons can eat all plant and animal life. 
Breath 

2d6+1 
4d612 
M6+3 
8d6+4 
1Od6+5 
12d6+6 
14d617 
1M6+8 
18d6+9 

20d6+10 
2Zd6tll 
2466+12 

Weapon 
Spells Wizardl 

Priest 
Nil 
Nil 
Nll 
1/0 
210 
310 

3 1/0 
3211 
3 312 

331 /3  
332132  

3 3 2  1 /33  

Magic 
Resistance 

Nil 
Nil 
Nil 
Nil 
0% 
15% 
20% 
25% 
30% 
35% 
40% 
45% 

XP 
Valve 
1,400 
2,000 
4,OW 
6,WO 
9,No 

10,wO 
11400 
12,ow 
14,WO 
16,WO 
17,000 
18,OW 
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Zhentarim Spirit 
CLIMATEITERRAIN Any /Zhentarim-controlled areas 
FREQUENCY: Very rare 
ORGANIZATION Solitarv 
ACTIVITY CYCLE Night I 
DIET: Nil 
INTELLIGENCE: High (13-14) 
TREASURE: Nil 
ALIGNMENT: Anv evil 

NO. APPEARING 1 
ARMOR CLASS -2 
MOVEMENT: FI 12 
HIT DICE 7 
THACO 13 
NO. OF ATTACKS: 1 

MAGIC RESISTANCE Nil 
SIZE: M ( 5 ' 4 '  tall) 
MORALE Fanatic (17-18) 
XP VALUE 6,000 

A Zhentarim spirit is the essence of a Zhentarim wizard who 
met with a horrible death at the hands of his or her enemies or 
treacherous comrades. The spirit of the wizard is extremely 
vengeful, and by sheer force of will is remaining on the Prime 
Material Plane until a task is complete or until it takes revenge 
on those who slew it. Zhentarim spirits are extremely rare, and 
only the death of a wizard who is greater than 14th level and 
possessing exceptional Wisdom can bring about the creation of 
one of these spiteful spirits. 

Zhentarim spirits are semitransparent spirits that look some- 
what like spectres, and those who confuse the two often end 
up dead. These spirits appear as they did at the time of their 
deaths, bearing their fatal wounds. 

Combat: Zhentarim spirits can no longer cast spells of any 
kind, but can converse with Prime Material beings in the lan- 
guages they knew in life. Zhentarim spirits are not undead in 
the normal sense of the word-that is, they are not affected by 
holy water, cannot be turned, and are not connected to the 
Negative Energy Plane. They are simply being held to the 
Prime Material Plane by their indomitable willpower, refusing 
to go to their final rest (or judgment) until their killers have 
been dealt with. AZhentarim spirit can become invisible and 
noncorporeal at will, but must materialize to attack. 

Zhentarim spirits primarily target their killers. The attack of 
a Zhentarim spirit drains the hit points of its victim at a rate of 
ld8 per strike. The loss of these hit points is permanent for the 
target of the spirit's vengeance (its killer or killers), while all 
others regain lost points normally. 

Zhentarim spirits can also take over others through the use 
of a magic jar ability that they can attempt once per round; a 
spirit can only control one person at a time. A Zhentarim spirit 
must be within 60 feet to take over the victim. The spirits often 
use controlled victims to get close to their targets and either 
kill or injure them. A spirit must relinquish possession of a 
controlled person before attacking a victim with its draining 
touch. 

death of its victim-it will know if that person (or gro 
people) is truly dead or not. 

Destroying Zhentarim spirits is a difficult task 
reform by force of will after 100 days if reduced 
0 hit points. The only way to completely destroy 
spirits is to kill them using ajinger ofdeath, p m e  
wish. They receive any saving throws normally a 
against these spells. 

Zhentarim spirits are immune to all spells except mag 

rial. They are also immune to weapons of less than +1 en 
ment and take only normal damage from a mace ofdisruptinn. 

HabitaVSociety: The determination of Zhentarim 
annihilate their killers is exceptional, and these cre 
final judgment for indefinite and extended period 
their revenge. This is done through these spirits' fo 

magical arts (minimum of 14th-level wizard). 

the Zhentarim, and many think the tendency of Zhentarim 
These spirits have so far been linked only with wizards of 

revenge. 

Ecology: Zhentarim spirits have no need for sus 
rest, and they continuously seek the destruction 



Index 
About this Index: This is a cummu . 
lative index of the MONS~ROUS 
MANUAL Tome and the first three 
MONSTROUS C o m m m  buds . 

in sublisb the primary monster is 
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Sapphire ....................................... n 
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Dread .......................................... A1 
Flame .......................................... A1 

......................... A 

Land ............................................ A 
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.................................... A 
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Bronze .......................................... 7 
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Dread .............................................. A1 
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Dread Wolf (Wolf) ......................... A1 
Dream Spawn .......................... A3:30 

Shadow Morph .................... A332 
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Dreamweaver ........ A333 
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Dream spinner 

Drider (Elf. b o w )  ........................ 113 
Drone . Asois Rnsectl ................... 204 . . . .  
Dmw (Elf. Dmw) .......................... 113 
Dryad ............................................... 93 
Dryad, Hamadryad ................. A334 
Duergar (Dwarf) ............................. 96 
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(Pudding, Deadly) ................... 297 
Duster (Elemental Vermin) .......... A1 
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Hill Dwarf ................................... 94 
Mountain Dwarf ........................ Y4 

D w d ,  Aretie ........................... A3:% 
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Den0 .................... 

Dwarf, Wild ............................. A247 
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Giant Eel .................................... 117 
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Marine Eel ................................. 117 
Weed Eel .................................... 117 

Eel, Giant Moray ..................... A3:37 
Efreeti (Genie) ............................... I26 
Ekimmu .................................... A248 
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(Snake, Giant Cobra) ................ A1 
E l d n  Orb (Beholder) ...................... 26 
Electric Eel (Fish) .......................... 117 
Elecrmm Dragon (Draaon) ......... A1 
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Earth Weird ................................ A1 
N a b  Elemental ................. A249 
Sand- ..................................... A1 
Wind Walker .............................. A1 

Elemental . AirKin ...................... 101 

Elemental. Composite ................ 105 

Elemental. Earth-Kin .................. I02 

Azer (Elemental-Kin) ............... A1 
Fire Snake .................................. I03 
salamander ............................... 103 
Tome Guardian ..................... A338 
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Ai (Duster) ................................ A1 
Earth (Crawler) ......................... A1 

Water (Spitter) ........................... A1 
Elemental. Water-Kin ................. 104 

Nereid ........................................ 104 

Elephant .................................... 107 
Mammoth .................................. 107 

High Elf ..................................... 108 

EY. O f k  
Aquatic Elf ................................. 110 
Drider ......................................... 112 

Elf. Rockseer ......................... A340 
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E% Usdead 

Elf, Rock$eer ............................ A3.40 
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(see illso cath she) 
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Mammal. Cooshee) .................. 241 
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E ~ c o m  TABLES 

Gene1 al ................................. A211X 
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Ethyk ......................................... A342 
E t k ~ a p  .......................................... 114 
E~ (Giant) .................................. 135 
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Eye. The (aka Tatalla) .................... A1 
Eye, Floating (Fish) .................. A252 
Eye of the Deep (Beholder) .......... 21 

F&a [aka Grey Eln ..................... 108 
Faerie 

Faerie Fiddler ....................... A3:43 
(see also Brownie; ELf; Faerie. Petty; 

sprite) 
Faerie Dragon (Dragonet) ............. 89 
Faerie Fiddler (Faerie) ............. A343 
Faerie. Petty 

Bramble ................................ A344 
Gorse ...................................... A3:45 
Squeaker ..................................... A1 

Swinger ..................................... A1 
Faerie. Seelie (Sprite) ............. A2105 

Unseelie (Sprite) ................. A2106 
Fahtah (Humam, VBttana) ....... A272 
Falcon (Bird) ................................... 27 
Fang Dragon (Dragon) ................. A1 
Farmer 

(Human. FarmeriHerder) ...... 196 
Faun (aka Sam1 ............................ 30X . .  
Ferragam 

(Aubmtm.  Trchrland's) ... A214 
Ferret (Mammal. Small) .............. 244 
Fe yr ................................................. 116 

....................................... 116 
yr .................................. 116 

Feystq ........................................... A1 
Finhead Ssurlal ........................ A3YD 

Fire Beetle (Beetle) ......................... 18 
Fire Elemental 

(Elemental, Fire/Water) .......... 100 

Fire Mephit (Imp. Mqhit)  .......... 202 
Fire Snake 

(Elementd. Fire-Kin) ........... 103 

Firbolg (Giant) ... ........ 136 

Firetail ....................................... A347 
Lesser Firiretail 
Tshala 

Firethorn 
(Plant. Dangerous) ............... A296 
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Eel. Electric ................................ 117 
Eel. Giant ................................... 117 

Hetflsh ................................... A252 
Irridescent Plec 

Lamprey. Giant ......................... 117 
Lamprey, Land .......................... 117 
Lemon Fish (Fish. Subt.) ..... A 2 5 5  

Piranha ....................................... 117 
Piranha. Giant ........................... 117 
Pungi Ray .................................. 117 

Shark .......................................... 117 
Shark, Giant .............................. 117 
sting Ray ................................... 117 

Fish. Subfenanem 
hidescent Pleos ................. A255 
h o n  Fish ........................... A2:55 
Wattley ................................... A235 

Dolphin ........................................ 59 

Fish-Like Cm?tures 
Afanc ........................................... A1 

Whale ......................................... 358 
Fisherman (Human. 

M e r h t  
Sailor/Fisherman) ................ 196 

Flame Dragon 
@ragon . Linnom) .................... A1 

Flameling (Elemental Vermin) .... AI 
Flameskull ........ 

Flesh Golem (Golem, Lesser) ..... 167 
FGghtless Bird ... 27 
FIind (Gnoll) ... . 158 
Floating Eye (Fish) ................... A252 
Elumph ...................................... A258 

Fly (Insect) ..................................... 2c4 
Bluebottle Fly ............................ 204 
Horsefly ..................................... 204 

myer saurial .............................. A3:w 
Flying Brain (aka Grell) ................ 173 
Flvide Souirrel . "  . 

(Mammal. Small) ...................... 244 
Fog Giant (Gimt) ......................... 138 
For& Dragon 

(Dragon. harm) .................... A1 
Forest Giant. Cerilin .............. A351 
Forest Gnome (Gnome) ............... 159 
FOM. MONSTER DES~GN ................ 376 
Fomisn ..................................... A348 

Worker 
Wa7liC.r 
MYrmarch 
Q;- 

Fomorian (G-t) ... 139 

G e t  Frog ................ 
Killer Frog ................................. 11Y 
Po-nous Fmg ......................... 119 

Frogherno th .............................. A259 
Frost Dragon 

(Dragon. Linnom) .................... A1 
F m t  Giant (Giant) ....................... 140 
F""* 

Shrieker ...................................... 120 

F p f l y  (Insect .............................. 204 

Galeb Duhr .................................. 122 
GaUtrit (Gremlin) ......................... 174 

Black Garbug ............................. A1 
Violet Garbug ............................ A1 

Gargoyle ....................................... 125 
Gargoyle .................................... 125 

Gamwle. Ofhn .. 
Archer .................................... A%49 
Grsndfathez Plaque ............. A349 
SDOUter .................................. m 4 9  
Stone Lion ............................. A349 

Gargoyle Golem 
(Golem. Gargoyle) .................. 169 

Gas Spore (Fungus) ..................... 120 
Gauth (&holder) ............................ 21 
Gelatinous Cube (Ooze/S/I) ..... 278 
Genie ............................................. 126 

uao ....... .A26 
Oj- ......................................... 126 
E k e t i  ......................................... 126 
]ann ............................................ 126 
Malid ......................................... 126 

I 
Deeiver ...................................... A1 
Harim S w a m  ........................... A1 
Messenger .................................. A1 
Miner ....... A1 
Oathbinder ................................. A1 

G a t q  (Hman)  ........................... 196 
Gibbering Mouther ..................... AI 
Ghast (Ghoul) ............................... 131 

Ghost 
Ghaunadan (Ooze/S/J) .......... A292 



Casura .................................... A2:60 
Ker .......................................... A261 

Ghoul ............................................. 131 
Ghoul ......................................... 131 
Ghast .......................................... 131 
Lacedon (Aquatic) .................... I31 

Ghul. Great .............................. A262 
Ghul-Kin .................................. A2:63 
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Cloud Giant .............................. 132 
Desert Giant .............................. 134 
Fire Giant ................................... 137 
Fog Giant ........................ 
Frost Giant ..................... 
Hill Giant ................................... 141 
Jungle Giant ............................. ,142 
Mountain Giant ........................ 143 
Reef Giant ............ 144 
Stone Giant ................................ 145 
Storm Giant ............................... 146 
Wood Giant (Voakyn) .............. 148 

Giant, Cedian 

Ice ........................................... A351 
Gianl. Other 

Cyclops ...................................... 133 
Cvclons-Kin .............................. 133 . .  
Ettin ............................................ 135 
Firholg ........................................ 136 
Formorian .................................. 139 
HalfGiant (Athasian) .......... A265 

Giant Ant (Insect) ......................... 204 
Giant Ant Lion (Insect) ............... 204 
Giant Black Squirrel 

(Mammal. Small) ...................... 244 
Giant Carp (Fish) .......................... 117 
Giant Centimde (Centimde) ....... 42 

Verheeg ..................... 147 

Giant Crab . 
Giant Crayfish 

(Crustacean. Giant) ................ 50 

(Crustacean. Giant) .................... 50 
Giant Crocodile (Crocodile) ......... 49 
Giant Dragofiy (Insect) ............. 204 
Giant Eagle (Bird) .......................... 27 
Giant Eel (Fish) ............................. 117 
Giant Frog (Frog. Giant) .............. 119 
Giant Goat (Mammal. Herdl .. A2&i 

Giant Pike (Fish) .......................... 117 
Giant Piranha (Fish) ..................... 117 
Giant Porcupine 

(Mammal. Giant) .................. A283 
Giant Rat (Rat) .............................. 300 
Giant Raven (Bird) ......................... 27 
Giant Seahorse mi~h)  ................... 117 
Giant Shark (Fish) ........................ 117 
Giant Skeleton 

(Skeleton. Giant) ....................... 316 
Giant Shid er ........................... A3100 
Giant Tick (Insect) ........................ 204 
Giant Tmll (Troll) ......................... 349 
Giant Vulture (Bird1 ....................... 27 
Giant wasp (&ai ...................... 204 
Gibberling 149 
Giff ................................................. 150 
Gimn (Titan) ................................ 343 
Gith 

Gi t t  ....... 151 
Gith Pirate 152 

Githyanki ..................................... 153 
Githzerai ....................................... 155 
Glass Golem (Golem, Glass) ...... 169 
Gloomwing 

Gloomwing ............................... 157 
Tenebrous Worm ...................... 157 

Glyptar (Medusa. Maedar) ......... 248 
Gnasher .......................................... A1 

Gnome 

Gnome. Other 
Rock Gnome ............................. 159 

Forest Gnome ........................... 159 
Spriggan .................................... 162 
SvirfnehlidDeep Gnome ....... 159 
Tmker Gnome ........................... 159 

Goat iMammali ........................ 241 
Goat 

Goat. Giant 
(Mammal. Herd) .................. A284 

Goblin (see aim Hobgoblin) ....... 163 
Goblin. Cerilian ...................... A352 
Gold Dragon 

(Dragon. Metallic) .................. 78 
Goldbue (Parasitel ........................ A1 " 
G o l w  

GENERAL N o m  ......................... 164 
Bone Golem ............................... 168 

Caryatid Column 
(Stone Variant) ...................... 171 

Clay Golem (Golem. Lesser) .. 167 
Doll Golem .................. 
Flesh Golem (Golem. 
Gargoyle Golem ....................... 169 
Glass Golem .............................. 169 
Hammer Golem ........................ A1 
Iron Golem (Golem. Greater) . 166 
Juggernaut (Stone Variant) ..... l7l 
Magic Golem .......................... A53 
Metagolem ................................. A1 
Nemphidiusl . 170 
Phantom Flyer 267 
Scarecrow Golem ..................... 170 
Shaboath .................................. A54 
Spiderstone Golem ................... A1 
Stone Guardian 

(Stone variant1 ....... in 
Stone Golem 

(Golem. Greater) .................. 166 
Golrm . Greater ................................ 166 
Iron Golem ................................ 166 

Flesh Golem .............................. 167 
Clay Golem ............................... 167 

Galern, Stone Variant ....... 171 

Juggernaut ................................. 171 
Stone Guardian ......................... 171 

Caryatid Column ....... 171 

Gon-euauth 

Gopher (Mammal, Small) ........... 244 
Gorbel (Beholder) ............................ 26 

(Lifeshaped Gumdian) 

Gorgimera (Chimera) .................... 43 
Gorgon .......................................... 172 
Gorilla (Mammal) .......... 241 
Gorism (Tanar'ri. Greater) .. 43101 
Gorgosaurus (Dinosaur) ......... A237 
Gorse (Faerie. Petty) ................ A345 
Gorpych ....................................... A1 
Grandfather Plaque 

(Gargoyle) ......................... A349 
Gray Dragon 

(Dragon. Linnorm) ................ A1 
Gray Elf (see Grey El0 
Gray Mold (Mold) ................... A288 
Gray Morph @ream Spawn).A332 
Gray Ooze (Ooze/S/J) ................ 278 
Gray Pudding 

(Pudding. Suht A299 
Great Feyr (Feyr) .......................... 116 
Greater Basilisk (Basilisk) ............. 14 
Greater Broken One 

(Broken One) ................................ 
Greater Guardian Yugoloth 

(Yugoloth. Guardian) ............... 371 
Greater Hatori [Hatori) ............... 185 

Gremlin .. ............. 174 
Fremlin ....................................... 174 
Galltrit ........................................ 174 
Jermlaine ................................... 176 

................... 108 
Griffon .......................................... 178 
G i g  (Sprite) .................................. 328 
Grimlock ........................ 179 

Groanin aka Banshee) ....... 13 
Guardian Yugoloth 

Guardian Naga (Naga) 266 
Gulguthhydra .......................... A268 
Gulguthra (Otyugh) .................... 283 
Gust Climbn (aka Y h - e h ;  

Lifeshaped, Transport) ........ 4371 
Gutterspite (Raggamoffp) .. A2100 
Gynosphinx (Sphinx) .................. 324 
Gypsy (me Human, Vistana) .. A272 

Ha'~ony (Centaur-Kin) ........... A229 

Grippl ............................. 180 

(Yugoloth, Guardian) 371 

Hap . 
h i s  .......................................... 181 
Green Hae ................................. 181 " 
Sea Hag ...................................... 181 

Hag, Bheur ............................... A355 
Hairfoot E i a l h e i  ....................... 183 

Y 

Hakeashar ................................. A269 

Half-Elf (E10 .................................. 108 
HalfGiant-Athasian 

blf-DragOn @..gOn) ............. 

(Giant) ................................ Az.65 
Half-Ogre (Ogre) .......................... 274 
HalfUrc (Ox) ............................... 282 . .  
H a l f b d  (Yuan-ti) ...................... 369 
Halfling 

Hairfoot ..................................... 183 
Stout ........................................... 183 
Tallfellow ................................... 183 

Hamadryad (Dryad) ................ A334 
Hammer Golem (Golem) ............. A1 
Hangman Tree 

(Plant. Intelligent) .................... 293 
Harim Servant (Tasked Genie1 ... A1 
Harpy ............................................. 184 
Hatori (see also, Crocodile) 

Lesser Hatori ............................ 185 

Haunt ............................................. 186 
Hawk. Large (Bird) ........................ 27 
Head . Arcane ........................... A356 
Heart Tick (Tick) ........................... A1 
Hedgehog (Mammal. Small) ...... 244 
Heiracos~hinx (Sohinxl .............. 324 . . . .  
Hell Hound .................................. 187 
Helmed Hormr 

Helmed Horror ......................... A1 
Battle Horror 

(Helmed Horror) ................... A1 
Herald Serpent 

Herd Animal (see Animal. Herd) 
(Sll&ke. *e"t) ................. A2102 

Herder 
(Human. FarmedHerder) ...... 196 

Helfish (Fish) ............................ A252 
Heueuva ........................................ 188 
Heavy HOM (Horse) .................. 194 
Hewav (Snake) ............................. 320 . . .  
High Elf (E10 ................................. 108 

Hill Giant (Giant) ......................... 141 
Hill Dwarf ( h a 0  ........................ 94 

~~~ . .  
Hippocampus ............................... 189 
Hippogriff .................................... 190 
Hippopotamus 

(Mammal . Herd) .................. A284 
H&tachii (Ym.6. 'Hiatachii) ...... 370 
Hive Mother (Beholder) ................ 25 
Hobeoblin (see ako Goblin) ....... 191 " 

Hornet. Giant (Inswt) .................. 204 
Hornhead Sa-1 ..................... A390 
Horror. Battle (Helmed Horror) . A1 
Horror. Helmed 

(Helmed Horror) ................... A1 
Horror. Hook (Hook Horror) ..... 193 
Horror. Slinging 

A1 
............................. 194 

Draft HOM ............................... 194 
Heavy Horse ............................. 194 
Light Horse ............................... 194 
MediumHorse 

Ridng Horse ............................. 194 
.. 

Wild Horse ................................ 194 
Horsefly (Insect) ........................... 204 
Hound of Ill-Omen ................. M 5 7  
House Hunter ( ~ m i c )  ................. A1 
Hsing-Shg (Mammal) ................. 241 
Huge Bat (Bat) ................................ 15 
Huge Centipede (Centipede) ....... 42 
Huge Raven (Bird) ......................... 27 
Human ........................................... 196 

Aborigindcaveman ............... 196 . 
AdvenNrer ................................ 196 
Bandit/Brigand ........................ 196 
Barbarian/Nomad ................... 196 
BerserkdDervish ................... 196 

EarmerIHerder ........................ 1% 
Gentry ........................................ 196 
Knight ........................................ 1% 
Mercenary ................................. 196 
Merchant Sailor/Fisherman ... 1% 
M e r h t / T r a d e r  ..................... 196 
Middle Class ............................. 196 
P e a s a d s u f  ............................. 196 

Dragon Slayer A277 

Pilgrim ....................................... 196 
Pirate/Bu 196 
Police/Co 196 
Priest .......................................... 196 
%lor .......................................... 196 
Slaver ......................................... 196 
Sold1 er ........................................ 196 
Thief/Thug 
Trades-/ 
Tribesman .................................. 196 

............................... A358 
Brecht ..................................... A358 
Khinasi ............ A358 
Riurik .............. A358 
Vos .......................................... A358 

(Gar~anNa) ........................... 123 
Humanoid GarganNa 

. " .  
H y b ~ a  ........................................ A360 

Hydra ......................................... 2W 
Cryohydra ................................. 2W 

HYha 

123 



Lemaean tiyam ....................... zuu 
Pyrohydra ................................. 2W 

Hyena (Mammal) ..................... 241 
Giant HyenaIHyenodon 

(Mammal. Giant) .............. A283 

Hyena 

Ibrandlin ................................... A3:61 
Ice Mephit (Imp, Mephit) ........... 202 
Ice Giant, Cerilian .................... A351 
Ice Tmll (Troll) .............................. 349 

Illitbid (Mind nayer) ...... 
Illitkilich (aka Ahon)  ............... A3.7 

Imp ............................................. 201 
Quasit ............................. 

iguanodon  in^ ~ r )  .... 

Imp 

Ice Mephit ................. 
Lava Mephit .............. 

Smoke Mephit .......................... 202 
Steam Mephit ............................ 202 

Innugaaklikurit 

..................................... 204 

Aspis . Drone ............................. 204 
Aspis, Larva .............................. 204 
Assassin Bug ............................. 204 
Bee, Soldier ...................... 

Dragonfly, Giant ....................... 204 

Termite, Giant Harveter ........ 204 
Kine ........................................ 204 
Quem ..................................... 204 
Worker ................................... 204 
Soldier ... 

lick. Giant 
Wasp. Gia 

Insect Swam ............................... 206 
Velvet Ant .................................. ?06 

Adult .................... 
Larva .......................................... 207 

Invisible Stalker .......................... 208 
Irish Deer (Pleist . Animal) ...... A297 
Iron Golem (Golem . Greater) ..... 166 ,~ 
Imidescent P k m  

(Fish. Subt.) ....................... U S 5  
lxixarhitl ....................................... 209 

Ixixac hitl .................................... 209 
Vdmpilic Ixixachitl ................... 209 
Vampiric. Greater ..................... 209 

Ixitra&N. I a a n  ...................... A364 

Jabbenvok ................................ A366 
1acinth Draeon , ~~ 

(Drag&. Neutral) ................. A1 
Jackal (Mammal) .......................... 241 
Jackalwere .................................... 210 
Jade Dragon (Dragon. Neutral) .. A1 

Jann (Genie) .................................. 126 
Iarbo ............................................... A1 

Jaguar (Cat. Great) ......................... 36 

, 
Idly (see Ooze/Slime/lelly) 
Jellyfish. Giant ........................ m 7 4  

Pot'htgese Man-eWar ......... A274 

Sea Swam ............................. A274 

(Golem. Stone Variant) ............ 171 
lungle Giant (Giant) .................... 142 

....................................... 
Kalin Rider ............................ A27S 

Kapoacinth (Gargoyle) ................ 125 
Kashonn (Beh . . ' 

Kelpie (Plant, Inn 

Lacedon (Ghoul) .......................... 131 
La& .......................................... A277 

Laerti ...................................... ,4277 
Stingtail ................................. A277 

Lake Monster. Undead 
(Undead Lake Monster) ........... A1 

Lambeossurus (Dinosaur) ............ 54 
Lamia 

Lamia ......................................... 217 
Lamia Noble ............................. 217 

LrnUIa5" 
Lesser Lamma*" ...................... 218 
Greater Lammasu .................... 218 

Land Lamprey (Fish) ................... 117 
Land Shark (Bulette) ....................... 33 
Land Urchin (Urchin) .................. 354 

Larva. Aspis (Insect) .................... 204 
Larva. Giant Dragonfly 

Least Guardian 
(Yugolah. Guardian) ............... 371 

219 
219 

mmat Le& ............................. 219 
swarm ........................................ 219 

Lemon Fi6h (Fish. SUM.) ......... A25 
Lensman (Molderi  ...................... 25 . 
Leonard (Cat. Great) ...................... 36 
Leprechaun ................................... 220 
Lemean Hydra (Hydra) ............ ZOO 
Lesser Basilisk (Basilisk) ............... 14 
Lesser Firetail ........................... A347 
Lesser Guardian 

(Yugoloth. Guarduin) ............... 371 
L-r Hatori (Hamri) ................. 185 
Lesser Lammasu (Lammsu) ..... 218 
Lesser Winged Cat (Cat. Wmged)Al 
LPonoHa 

Leumotta ................................... 221 
Leucrotta. Greata ................ A278 

Leviathan W a l e )  ....................... 358 
Lich 

Lich ............................................. 222 
Dermlich .................................... 222 
Psionic Lich ................................ A1 
Sue1 Lich ................................ A279 
(see also Alhoon: Death Tyrant. 

Dracolichl 
Light HO& (HO~SS) ........ 
LifeShaped. Guardian 

Protector ........... : .................... A370 

Ber-ethem/Breeze Spint ..... A37l 
Dhev-sah ............................... M:71 
Gon-evauth/Soar Whale .... A371 
Yh-eflan/Gust Floater ...... A37l 

Lion (Cat. Great) 

Lion. Mountain ........................... 36 
Lion, Spotted .............................. 36 

Living Steel ................................... A1 

Giant Lizard .............................. 226 

Lizard King (Lizard Man) ........... 227 

................................. A1 

................................ 229 
Above ............................ 229 

ar .................................... 234 

anther ......................... A281 

............................. 299 
.................. 110 

............................ 343 
........................................ 241 

..................... 241 

Bhaergala ................................... 241 
Boar. Wild .................................. 241 

Debbi .......................................... 241 

Stag. Wild .................................. 241 
Stench Kow ............................... 241 

.................... 241 
..................................... 241 

Mammal. Giant 
Badger. Giant ........................ U 8 3  
Beaver . Giant ........................ A283 
Boar. Giant ............................ A283 
Hyena/Hyenodan ............... A283 
Porcupine. Giant .................. U 8 3  
OW. Giant ........................... A283 
Skunk. Giant ......................... A283 
Weasel. Giant ........................ A283 
Wolv & e. Giant .................. A283 

Mammal. Herd 
Antelope .................................... 243 
Buffalo ........................................ 243 
BuU/Wild Ox ........................ A284 
came1 ......................................... 243 
Caribou .................................. U84 
Cattle .......................................... 243 
Goat. Giant ............................ A284 
Hippopotamus ..................... AZ: 84 
Uama ..................................... AZ: 84 
Ram. Giant ............................ A284 
Rhino . I-horn ........................ A284 
Rhinn . 2-horn ........................ AZ%4 
s h q  .......................................... 243 
stag. Wild .............................. A284 
Stae . Giant ............................. A284 

Beaver ........................................ 244 
chipmunk ................................. 244 
Ermine ....................................... 244 
Ferret .......................................... 244 
Fox .............................................. 244 

Hedgehop .................................. 244 
Mink ........................................... 244 
Mole ........................................... 244 

Gopher ....................................... 244 

Monkey ...................................... 244 
M o w  ........................................ 244 
Muskrat ..................................... 244 

Otter ........................................... 244 
otter . Sea ................................... 244 

oppwum ................................... 244 

Pip. Domestic ............................ 244 
Pig . .244 
Rab .244 
Raccmn ..................................... 244 
squirrel ...................................... 244 

Mammoth (Elephant) .................. 107 

Manotaw .................................. A3.78 
Mane (man) .................................. 343 



Manta Ray (Fish) .......................... 117 
Mantieore ...................................... 246 
Mantrap (Plant, Dangerous) ....... 291 

Marid (Genie) .............................. 126 
Marilith (Tenar'ri) ........................ 337 
Marine Eel (Fish) .......................... 117 

Margoyle (Gargoyle) 125 

Masher (Fish) ............................ A253 
Mastiff, Shadow ...................... A3:79 

Mewel ....................................... A380 
Medium Horse ( H o e )  ............... 194 
Medusa 

Medusa ...................................... 247 
Greater Medusa ........................ 247 

Medusa Maedllr .......................... 248 
Maedar ....................................... 248 
Glyptar ....................................... 248 

Meenlock .................................. A286 
Megalecentipede 

(Pleist. Animal) .................. A297 

Mephit (Imp, Mephit) ................. 202 
Mercenary (Human) .................... 196 
M e r c h t  ( H u m ,  

Merchant/Trader) .................... 196 
Merchant Sailor (Human, 

Merchant 
Sailor/Fisherman) ................ 196 

Mercury Dragon (Dragon) ........... E 

Messenger (Tasked Genie) ........... AI 
Messenger Snake (Snake) ....... A395 
Metagolem (Golem) ...................... A1 
Metalmaster-Sword Slug 
Middle Class (Human) ................ 196 
Midguard Dragon 

IDraeon. Linnorm) .................... AI 
Mkie"  

Common Mimic ....................... 250 
Greater Mimic ...................... A287 
Killer Mimic .............................. 250 
House Hunter ............................ A1 

Mind Flayer-Illithid ................. 251 
(ser also Alhoon. Ulitharidi 

Minotaur 252 
Minotaur Lizard (Lizard) ............ 226 
Mist, Living 

Crimson Death ......................... 253 
Scarlet Dancer Mist .............. A381 

Mist Mephit (Imp, Mephit) ........ 202 
Mite (Gremlin) .............................. I74 
Mold 

Brown Mold .............................. 2% 

f Yellow Mold 
Mold Man-Vegepygmy ........... 256 
Mole (Mammal, Small) ............... 244 
Mongrelman ................................. 257 
Monkey (Mammal, Small) .......... 244 

Monoclonius (Dinosaur) ......... A238 
Monster Mummy 

(Mummy, Creature) ............. A289 

MONS= S w o m ~   TABLES......^^^ 
Mmn Dog (Dog) ............................ 58 

Moor Hound 

Monkey Spider (Mammal) ......... 241 

Monster Skeleton (Skelemn) ...... 315 

(Dog, Bog Hound) ............... A242 

Morkoth ........................................ 258 
Mortu (Human, Vistam) ........ A272 
M0SaSa"W 

Mountain Dwarf (Dwarf) ............. 94 
Mountain Giant (Giant) .............. 143 
Mountain Lion (Cat, Great) ... 
Mountain Lion (Cat, Great) ... 
Mouse (Mammal, Small) ............. 244 
Mouth ofBane (aka BaneIich)..A310 
Muckdweller .............................. ,259 
Mudmsn .. 260 
Mule (Horse) ................................. 194 
Mummy ....................................... ,261 
Mummy. Creature 

(see also Crypt 
Animal Mummy A289 
Monster Mummy ................. A2.89 

Mummy, Greater ......................... 262 
Musk Creeper, Yellow 

(Plant, Danxerousl ................... 291 

Mustard Jelly (Ooze/S/J)' ........... 276 
M y ~ ~ ~ i d  ........................................ 2~ 
Myrmarch Fomlan ................ A348 

Nags (see also Banelar) ................. 266 
Bone Naga .................................. AI 
Dark Naga ................................. 267 
Guardlan Naga 266 

Water Naga ............................... 266 
Narwhal (Whale) ......................... 358 
Nature Elemental 

(Elemental) A249 
Nautilus, Giant ............................. AI 

Spirit Naga ....... 266 

Nenophidius 
(Golem, Necrophidius) ........... 170 

Needl eman ............................... A382 
NeeOroz (OK) ........................ A383 

Nenophidius 
(Golem, Necrophidius) ........... 170 

Needl eman ............................... A382 
NeeOroz (OK) ........................ A383 
Neagi 

N..pi .......................................... 268 
Great Old Master ..................... 268 

NeeOtyugh (Otpgh) ................. 263 
Nereid 

Night Hunter (Bat) ......................... 15 
Nighbnnre ..................................... 269 

(Elemental, Water-Kin) ........ 104 

Nixie (Sprite) ................................. 326 
Noble, lllifhid (aka Ulitharid) ....... AI 
Noble, Lamia (Lamui ................. 217 
Noble, Pasari-Niml AI 
Nomad 

(Human, Barbarian/Nomad).l96 
Noran .............................................. AI 
Nothosaurus 

(Dinosaur, Aquatic) ............. A241 
Nrc PaRmS .................................. 379 
Nymph .......................................... 270 
Nyth ........................................... A291 

Oathbinder (Tasked Genie) ......... A1 
Obliviax (Plant, ht.) .................... 293 
Octopus, Giant ............................ 271 
O C f ~ U s ,  lntelligmi (see 
Ochre Jelly (Ooze/S/J) 278 
Onre 
I 

Ogre ............................................ 272 
Half-Ogre .................................. 274 
Memw (Aquatic) .................... 272 
Oxrillon ..................................... 274 

I 

Ogre ............................................ 272 
Half-Ogre .................................. 274 
Memw (Aquatic) .................... 272 
Oxrillon ..................................... 274 " 

Ogre Mage ..................................... 272 
Ogrillon (Half-Ope) .................... 274 
Olive Slime (Ooze/S/ii .............. 276 

. I=) ........................... A3t 
0o.elSlimdJelly 

Crystal Ooze ............................. 278 
Ghaunadan ........................... A292 

Gelatinous Cube ....................... 278 
Gray Ooze ................................. 278 
G m  Slime ............................... 278 
Mustard lellv ............................ 276 . ,  
Ochre Jelly ................................. 276 
Olive Slime ................................ 276 
Olive Slime Creaturr 

Shm Jelly ................................... 276 
Ophidian ....................................... A1 
Opinicus ........................................ AI 
Opposum (Mammal, Small) 
Orbus (Beholder) ............................ 26 
Om 
orc .............................................. 281 
Halforc ..................................... 282 
0 281 
N :a3 
NeoOmg, Red ..................... M E  
Ondonti ................................. A364 

Orglash (Spirit, Ice) .................. M 9 8  
AI 

..................................... 81 
Osquip (Rat) .................................. 3W 
otter 

Otter (Mammal, Small) ........... 244 
Giant Otter 

(Mammal, Giant) .............. A2.E 
Sea Otter (Mammal, Small) .... 244 

otyugh .......................................... 283 
Nedtyugh ......... a3 

Overseer (Beholder) 25 
Owl (Bird) ................ 27 

Common Owl (Bird) .................. 27 
Giant Owl (Bird) ........................ 27 
Talking Owl (Bird) ..................... 27 

Owlbea 
AKliC 
Winged Owlbear .................. A385 

(Mammal, Herd) .................. A264 

Palimpsest ................................ A2:93 
ranther Lord 

Parasite 

Ox, Wild/BuU 

(Lyc., Werepanther) ............. ma1 
Bloodring .................................... A1 
Ear seeker 

(see ulm Inset, 204) ............... A1 

Wmrd Lice ..... A1 
Goldbug ...................................... AI 

Vili"j ........................................... AI 

Warrior ........................................ A1 
Noble .......................................... AI 

Pas a ri - N i m 1 

cdipha A1 
Pearl Dragon 

Peasant 

Pech (memental, € a K t h . K h )  
regasus ................................... 

Greater Pegasus ........................ 285 
Pegataur .................................... A386. 

(Dragon, Neutral) ................. AI 

(Human, Peasant/Serf) ....... 196 

Peryton .......................................... 286 
Petty Faerie (Faerie) 

(see Bramble, Gorse, Squeaker 
Shvinger) 
Phantom ................ 287 
Phantom Flyer (Golem) .......... A267 
Phadmm ................................. A387 
Phoenix ......................................... 288 
Phororhacos (Pleist. :97 
Phycomid (Fungus) 20 
Piereer ....................... 90 
P i  (see ~ l s u  Boar) 

Domestic Pig 
(Mammal, Small) 244 

Wild Pig (Mammal, Small) ..... 2 4  

Pilgrim (Human) .......................... 196 
Pike, Giant (Flsh) .......................... 117 

Piranha (Pi&) ................................ 117 

Piranha, Giant (Fish) .................... 117 
Pirate 

(Human, Pirate/Buccanm) ... 196 
Pit Fiend (hatem) ......................... 11 
Pixie (Sprite) ................................. 328 

~ 

~ 

Choke Creeper .......................... 291 

Quickwood ............................... 293 
S h b l i n g  Mound ................... 293 

PLeistOcene Animal ................. 

Dire Wolo 
PlesiCmuruS 

@mosaur, Aquatic) ......... A2.41 
Poisaous Frog (Frog) ................. 119 
Polar Bear (Bear) ............................ 17 I 

Pr im (Human) ............................. 196 

Pteraman ........................................ A1 

stone Pudding ...................... A299 
h g i  FQy (Fish) ...... 



QuicWing (Brownie) ......... 
Qxickwood 

Plant. Intelligent) ................ 293 
Quipper (Fish) .............................. 117 

Rabbit (Mammal Small) ............. 244 
R K c m  (Mammal. Small) .......... 244 

Common Raggamo ffyn ..... A Z : l O O  

.................. A21W 

Ragg=nOfb 

Maharajah ................................. 299 
Rajah .......................................... 299 
Ruhk ........................................... 299 

Rain Dragon 
(Dragon. Linnonn) ................ AI 

Ram. Giant 
(Mammal, Herd) .............. A284 

Rat ............................. . m 
BmshRat ................................... 300 
Common Rat ............................. 300 
Giant Rat ................................... 3W 
osquip ....................................... m 

Raven (Bud) .................................... 27 
Common Raven ......................... 27 
Huge Raven ................................ 27 
Giant Raven ................................ 27 

Rautym ........................................... A1 
Ray (Fish) 

Sting Ray ................................... 117 

(Damn . Uvomatlcl .................. 68 

Red Abishai (Baatezu) 
Red Dragon 

Red N.&orOg 
(Orc. Nec-Omg) ............... A383 

Red Slaad ....................................... 31@ 
RedUxhin (Uxhin) .................... 354 
Reef Giant (Gimt) ....................... 144 
Reggelid ........................ ; ........... A388 
Rimorh az ...................................... 301 

(Garganu) ........................... 123 
Revenant ....................................... 302 
Retch Plant, 

Rhino, I-horn 

Rhino, 2-horn 
(Mammal, Herd) .............. M84 

Rhino. wooley 
Animal) ................. A297 

Rhinoceros Beetle (Beetlel ............ 18 . .  
R i d q  HOW (Horse) .................. 194 
Rjudk (Human. Cedian) ........ A3:% 
Rae ................................................. 303 
Rock Gnome [Gnome) ................. I59 
Roddord (BiNou) ................... A220 
Rockworm (Bi-No") ................ A220 
Roner ............................................. 304 
Roth((e')) (Mammal) .................... 241 
Ruhk (Rakshasa) .......................... 299 
Rust Monster ............................... 305 

(Cat. Great) .................................. 34 
Sahusgin ....................................... 306 
Sailor ( H u m )  ............................. 196 
Sailor. Merchant ( H m n .  

Merchant Sailor/Fishermanl .. 196 
Salamander 

(Elemental. Fi --Kin) ............... 103 
Saluqi Dog ...................................... A1 
Sandling (Elemental, Earth-Kin)lOZ 
Sandman (Elemental) ................... A1 
Sapphire Dragon (Drag- Gem) 73 
Sa tvr ............................................... 308 

Bladeback .............................. A39C 
Finhead .................................. A3:90 

~~ 

Flyer ....................................... A390 
Hornhead .............................. A390 

Scaladar (Automaton) ............. A212 
Sealamandtion ......................... A393 
%amrow 

(Golem. Scarecrow) .............. 170 
Scarlet Dancer Mist .................. A381 
Scorpion ........................................ 3% 

Giant Sexpion .......................... 309 
Huge Scorpion .......................... 309 
Large Xorpion ......................... 309 
(see also Cildabrin. Marnorpion) 

Scrag. Freshwater (Troll) ............. 349 
................ 349 

Y . "l 

Sea Lion ....................................... 310 
Sea Otter (Mammal. Small) ........ 244 
Sea Swarm 

Sea Tu&. Giant 

Sea Urchin (see Urchin1 
(Turtle. Giant) ..................... m i 0 8  

sea WF iDragm-&) ......... a 4 6  

Seawolf (Lycanthrope) ................ 232 
Seahorse. Giant (Fish) .................. 117 

Seelie Faerie (Smite) .............. A2105 . .  
Selkie ............................................. 311 
Serf (Human, Peasant/Ser 0 ....... 196 
Serpent. Wmged 

(Snake, W q e d )  ....................... 320 

Sewer Rot (see Common Rat1 ....... 300 
V h  (snake) ............. A2103 

Shaboath &]em (Golem) ....... A3.G 
Shadeling ....................................... A1 
Shadow ......................................... 312 

............ 85 

(Orem Spawn) .................... A3:32 

( h t  . Intellieentl .................... 293 
Shambling Mound 

" I  . .  
Shark (Fish) ................................... 117 
S hmk . Giant Fish) ....................... 117 
Shark (Fishi ................................... 117 . .  

r .......................... 313 
Shed". Lesser ............................ 313 

(LifrShaped. Guardian) ........... 70 
Shimmering Wraith (Wraith) ...... A1 
Snrapnyl (Ragga 
Shrieker (Fungu 
Shrlmkd Dead (B 
Silver Dragon (Dragon, Metallic) 79 
silver urchin (LIrnhin) ................. 354 
SihI2- 

(Automaton, Trobtiand's) ... A214 
Singing T m  (Tree) ........................ A1 
Sirine ............................................. 314 
Sinister Bat (Bat) ............................. 15 
Skeleton 

Skeleton. Giant ......................... 316 

Skriarit (Elemental, Composite) 105 
Skum .............................................. AI 
SkUnli(Ma-I) ......................... 241 
Skunk. Giant 

(Mammal Giant) A283 
Skyfisher (Bird) .............................. 27 
Slaad 

Red Slaad ................................... 318 
Blue Shad .................................. 318 
Green SI aad ................................ 318 
G q  SIood .................................. 318 

A t d e  ....................................... 328 

Pide ............................................ 328 
Sea Spdte .................................. 328 
Seelie Fa- ........................ A2105 
UnBeelie Faerie ................... A2106 

Squqker (Faerie. Petty) ............... A1 
Sauebler .................................. A2107 . .  
Squid. Giant ................................. 331 
squirrel (Mamma1 Small) ........... 244 

Sallirrel 
Fi*g squirm1 
Giant Black Sq-I 

Stag Beetle ( ~ 1 ~ )  ......................... I@ 
Stag, Giant (Mammal. Herd) .. ME4 

StepPo PCny (Haw) .................... 194 
Stingi*g Horw (aka Xanhavar) .. A1 
sting kay (%h) ............................ 117 

StoneGolw [Golw, Greater) ... 166 
Smne G o l w  Variants 

Stone Guardian 
(Golem, Stme Variant) .............. In 

Skme Lion (Gqqde)  ............. A3-49 

S t m  Snake (Snake) ..................... AI 
Stone Wolf (Wow .......................... A1 
Storm Giant (Gimt) ..................... 146 

(ee Golem, Stone Varimt) 

sue1 Lidl (Uch ....................... Azn 
(Plant, Intelligent) .................... 293 

Sundew, Giant 

Swan (Bud) ..................................... 27 
swanday ...................................... 334 

s w a m a y  ............. 334 
Bird Maiden ........ 334 

Swmd Slug (aka Metalmaster) ..... Al 
Sylfia (Titan) .................................. 343 
Sylph (Elemental, AirKin) ......... 101 

Tab& ............................................. 335 
Tabaxi 335 
Tab& 335 

TAW AND C w  
c o n j i u p d / s ~ o n e d  
Mooster Tables ... 377~ AZ:118-l23 

Encounter TablesA2fi24 
Encounter 

Tables ................................... A2318 

T-'d Greater-Gotisho.A3101 
Tanar'd, Lesser-Armanite.43m3 
TmysWphs (Dinosamr) ...... A239 
Tal&"$ Bird .................................. A1 



Inden 
Talkmg Owl Bird) ......................... 27 
Tallfellow (Halfling) ... I83 
Tamasque .................. ... 339 
Tasked Genie (Genie) ................... A1 
Tasloi ............................................. 340 
Taatalls ............................................. AI 
Tatterdemanimal 

(Raaggamoffyn) .................... Az.100 

(Dinosaur. Aquatic) ............. A2:41 
Tempest (Elemental. Composite)l05 
Temporal Dog ........................... A325 
Temporal Glider .................... A3106 

Tenebrous Worm (GI 
Teratosaurus (Dinosaur) ......... A239 
Termite. Giant Harvester (Ins&) 

King (Insect) .............................. 204 

Worker (Insect) ......................... 204 

Tether Beast ............................ A3108 
Teu'klytha (see Horse. Mwn-) 

Thanatar 

Thessalmonster ..................... A3109 

Queen (Insect) ....... .... 204 

Soldier (Insect) .......................... 2M 

Tkhaalud (aka Tomb Tapper) ... A3112 

(Automaton. Trobriands) ... A214 

Thessalgorgon 
Thessalhydra 

The s sa l m e r a 
Thessalbice 

Tkrriantkrope (see Lycanthrope) .. 230 
Thief (Human. ThiefIThug) ....... 196 
Thomil (Spirit. Rock) ............... A399 

(Plant. Dangerous) ................... 291 

Thought Eater .............................. 341 
Thr-Kreen .................................... 342 

Thorn-s1inger 

Thorny (Plant. Intelligent) .......... 293 

Tohr-Kreen 
Xixchil 

Thug (Human. ThWThug) ...... 196 
Tick. Giant (Insect) ....................... 204 
Tick. Heart ..................................... A1 
Tiger. Wild (Cat. Great) ................ 36 
Time Dimens iod  ................ A3111 

Common 
Noble 
Royal 

Titan ............................................... 3~ 
Algorn 
GirZOll 
Malephus 
Mane 
Porphyl 
Syllia 

Tizer (Cat. Great1 " . 
Tiger. Wild ................................... 36 
Tiger,.Sabe r.Toothed 

(Smilodon) ............................... 36 
Timker Gnome (Gnome) ............. 159 

Toad . Giant ................................... 345 
Titmothere (Peia . Animal) ... A297 

Fire Toad .................................... ?45 

Ice Toad ................. 

Tome Guardian 
(Elemental Fi =-Kin) ............ A338 

Topaz Dragon (Dragon, Gem) ..... 74 
Trachodon (Dinosaur) ............. A239 
Trader (Human. 

Tradesman ( H u m .  

Tree ....................... 
Tradesman/Craksman) .......... 196 

Y Y  

Tieant .............................................. 

Tressym (Cat. Small) ...................... 38 
(as Cat. Winzed) ......................... A1 

Tti-Flower Frond 
(Want. Dangerous) ................... 291 

Tribesman (Human) .................... 196 
Triceratops (Dinosaur) .................. 54 
Triton ............................................. 347 
Tmbriand's Automaton 

(Automaton) ......................... A214 
Troglodyte ..................................... 348 
Troll 

Desert Ti011 ................................ 349 
.......................... 349 

Snow Troll .................................. A1 
Two-Headed Troll .................... 349 

Tshala (Firetail) ......................... A347 
Tunnel Worm (Centipede) ............ 42 
Turban. Vizier's 

(Vizier's Turban1 ................ A2110 
Tu&. Giant 

Sea Turtle ............................. A2108 
Snaooine Turtle .................. A2108 

Vulture (Bird) .................................. 27 
Common vulture ....................... 27 
Giant Vulhlre .............................. 27 

Wall. Living .................................. 224 
Wall-Walker ............................ ~ : 1 1 2  
War Dog (Dog) ............................... 57 
Warrior (Formian) .................... A348 
Warrior (Pasari-Nimll .................. A1 
I2mh"i: ,\l,mn,.,I . . 241 ............... 1114.. 2H 
IVxher  tirhlJr.rt 25 
Watcher 

(Life-Shaped. Guadian) ..... A370 
Water Beetle (Beetle) ...................... 18 

Tidight Bloom 
(Plant. Dangerous) ................. A295 

Two-Headed Troll ........................ 349 
Tyranosaunw (Dinosaur) 
Tyrg (Mammal) ................. 

Ulitharid ........................................ A1 

Umber Hulk 
(see also, lllithid, Alhoon) 

Umber Hulk .............................. 352 
Vodyanoi ................................... 352 

Umpleby ................................. A21W 
Undead Beholder (Beholder) ....... 21 
Undead Dragon Slayer 
Undead Dwarf ............... 
Undead Elf 
Baelnorn ..................................... AI 

Undead Lake Monster 
UniCOrn 
Unicorn ...................................... 353 
Black Unicorn ..................... A3114 

354 
............................. 3% 

....................... 354 

....................... 354 
Red Urchin ................................ 354 
Silver Urchin ............................. 354 
Yellow Urchin ........................... 354 

Urd (Kobold) ................................ 214 

Unseelie Faerie (Sprite) ......... A2106 

Uthraki (Spirit, Forest) ............ A396 

V m t h  ................................... A3115 
vampire 

Vampire ..................................... 355 

Vampik Moss 
(piant. D ~ ~ ~ ~ U S )  .................... AI 

Vampiric Mist (Mist. Vampiric) . 254 
vampiric IXiXaChitl (I&.) ........... 2w 
Vampilic Wolf ............................... A1 
V e g q y p y  (aka Mold Man) ........ 256 

Verbeeg (Giant) ............................. 147 
Verme (Fish) .............................. A252 
Vermin . Elemental 

(Elemental Vermin) ................... A1 
Vilirij (Parasite) .............................. A1 
Violet Fungus (Fungus) ............... 120 
Violet Garbug (Garbug) ............... A1 
Vlstana (Human) ...................... A272 

Darkling ................................ 
Dukkar ................................... A272 
Fahtah .................................... A272 
Mortu .......... A272 

(Mammal. Giant) .................. A283 
Web Livine ............................ A3117 

MemGry Web 
Webb ird ................................... A2113 

Wemic ............................................ 357 
Weed Eel (Flsh) ...... 117 

Werebadger (Lycanthmpe) .......... A1 
Werebat (Lyanthmpe) ................ 233 
Werebear (Lycanthrope 234 
Wereboar (Lycanthrope 235 
Werenocodile (Lymth :75 
Weredragon ............................ A3118 
Werefox-Fox Woman 

(Lycanthrope) ............................ 236 
Werejaguar (Lycanthmpe) 
Werepanther (Lycanthmp 
Wemat (Lycanthrope) ............... 2 3 7  
Wemaven (Lycanthrope) ........... 238 
Wereshark (Lycanthmpe) ....... Az.82 
Werespider (Lycanthrope) 
Weretiger (Lycanthrope) ... 
Wewol f  (Lycanthrope) ............. 240 
Whale 

Common Whale 358 
Giant Whale ....... 358 
Killer Whale .............................. 358 
Narwal Whale .......................... 358 

Whipsting ...................................... A1 
white Dragon 

(Dragon, Chromatic) ................ 69 
white Pudding 

Wight .............................................. 360 
Wild Babwn (Mammal, Small) .. 244 
Wild Cat (Cat, Small) ..................... 38 
Wild Dog (Dog) .............................. 57 
Wlld Dwarf (LharO 
Wild Eagle (Bird) ...... 

(Pudding. Deadly) 297 

Wild Horse (Worse) ...................... 194 
Wild P i  (Mammal, Small) ......... 244 

Winpd Archer (aka Marrashi) ..... AI 
Winged Owlbear (Owlbear) ... A385 

Wind Walker (Elemental) ............ A1 
Windghost ..................................... A1 
Winged Gnasher (Gnasher) ......... A1 

Winged Serpent 
(Snake, Winged) ....................... 322 

W a r d  (Human) .... 196 
Wzard, Spectral 

(Spectral wizard) ........ 

Wizard Lice (Parasite) A1 
Wolf ............................... 62 

Wolf ............................................ 362 
Dire Wo If ................................... 362 

WO& other 
Dread Wolt ................................. A1 
Stone wo  If ...... A1 
Vanmitic Wolf A1 

Nolf .............................. A1 
Wolfwere ....................................... 363 
Wolverine iMammal1 .................. 241 
Wolverine. Giant 

(Mammal. Giant) .................. A283 
Wwd Elf Elfl ............................... 108 
Wwd G&t-koadkvn (Giant) .. 148 

worker (Bee. Insect) .................... 204 
Worker (Formian) .................... A348 

Worker (Termite. Insect) .............. 204 
Worm (see b o .  Leech) .364 

Bookworm ................................. 364 
Blwdworm. Giant ................... 364 
Purple worm ............................ 364 
Rot Grub .................................... 364 

Death Worm 

Tenebrous Worm 

Tunnel Worm (Centipede) 
wraith ...................................... 
Wrai ........................ A2314 

................... 361 

Xantravar ....................................... AI 
aver  ............................................... AI 
Xirehil (see nyi-Kreen) 

36: 
36; 
36: 

Yak-Man .................................. AZll! 
Yellow Dragon (Dragon) ............... 8: 
Yellow Musk Creeper 
(Plant. Dangerous) 

warm. Other 

(Golem. Necmphidlus) 

( G l ~ ~ m w ~ g )  ......................... 15; 

Wraith, Shimmeling .................... AI 

w 

C q e r  ...................................... 291 

yellow urrhin (Urchin) ............... 35' 
Yihno (aka Yak-Man) ............ Ull! 

Yellow Musk Zombie .............. 29: 

Yii-eflan 
(Lifeshaped Transport) ...... A37: 

................................... 361 
36. 
36' 

Halfbreed ................................... 36! 
Abomination ............................. 36' 

Yuan-ti Histachii ........................ 371 
Yugoloth. Guardvin ..................... 37 

Least Guardian . 371 
Lesser Guardian ....................... 371 
Greater Guardian ..................... 371 

Zsratan (=e also. Twtie) 
Zebranaur (CmtawKin) ........ A231 
Zhentarim Spirit .................... a311' 
Zombie .......................................... 37: 

Common Zombie ..................... 37: 
3T 
37. 

Sea Zombie ................................ 37. 
Zombie Lord ............................. 37 

(Plant. Dangerous) .......... 
Zombie. Yellow Musk 

Zombie Wolf (wolf) ...................... A 
Zorbo ....................................... A211 
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MONSTROUS COMPENDIUM" 
Volume Three 

elcome to Year Three! Drawn from our 
best adventures of 1995--not to -W mention the award-winning DRAGON", 

DUNGEON", and POLYHEDRON" Magazine+this annual 
also marks the return of many old classics and 
introduces some nifty new critters! 

More than 1 0 0  denizens of the land, sky, 
sea, and Outer Planes a re  ready to sneak, storm, 
o r  wheedle their way out  of these pages and into 

enture. These creatures, many of 
them from the FORGOITEN REALMS", BIRTH RIG^, 
RAVENLOFP, DARK SUN@, AL-QADIM", and GREYHAWK" 
settings, a re  looking for new worlds to conquer. 

is collection features a full, combined 
the MONSTROUS  MANUAL^^ Tome and 

all three annuals. 
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Cambridge CB13LB 
United Kingdom 
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