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his volume holds a host of creatures both 
wondrous and h o m i n g .  Each is unique 
to the MYSTAM- campaign, and presented 

I in AD&D* game terms for the first time 
ver. Of course, other monsters roam the 
eakn too; Mystara is home to many uea- 

~ tures introduced in the Monsnous Mamap 
a compilation of the original MONSTROUS  COMPENDIUM^ Vol- 

umes One and Two, plus other creatures). Further, though Mys- 
tara is the “natural habitat” of the  creatures in this appendix, 
most could invade virtually any AD&D game world! 

The text below explains the format in which each monster is 
presented. Thereafter, you’ll find tips for making the most of 
these monsters in play-especially if you’re a Dungeon Master 
(DM) facing experienced advenhlrers who believe they’ve “seen 
it all.” 

A note to  FIRST  QUEST^' game playen: The descriptions in this 
appendix assume the reader already owns two hardcover 
AD&D rulebooks: the Player’s Handbook and the DUNGEON 
 MASTER^ Guide. While you’ll be able to understand the descrip- 
tions of many Mystaran creatures without those books, the 
deadlier the monster, the more likely it is to boast abilities not 
covered by the FIRST QUEX game rules. 

- 1  

The Monsters 
Each monster description vrguls with a summary table covering 
the following details: 

CLIMATEJTERRAIN indicates where the creature is most often 
found. Climates include arctic, subarctic, temperate, subtropi- 
cal, and tropical. Typical terrain includes plaidscrub, forest, 
roughlhill, mountain, swamp, and desert In some cases, a range 
is given; for instance, “cold” encompasses arctic, subarctic, and 
colder temperate regions. 

FREQUENCY is the likelihood of encountering a creature in any 
given area. DMs can adjust these chances for special locations. 

Very rare = 4%chance 
Rare = 11% chance 
Uncommon = 20%chance 
Common = 65% chance 

ORGANIZATION describes the general social struLLulr u A c  

ster adopts. “Solitary” includes small family groups. 

ACTNITY CYCLE is the time of day when the monster is most 
active. Light is the key for “nocturnal“ creatures; insubterranean 
settings, they could be encountered anytime. The activity cycle 
listed is a general guideline and exceptions are fairly common. 

DIET explains what the creature usually eats. Carnivores eat 
meat, herbivores eat plants, and omnivores enjoy a diet that 
includes both. Scavengers primarily eat carrion. If a monster 
does not fit any of ehese categories, the substances it does 
devour are described in the main text. 

INTELLIGENCE is the equivalent of human ‘IQ.” Certain mon- 
sters are instinctively cunning in combat, despite a low IQ; such 
:ases are noted in the monster descriptions. Ratings correspond 
:oughly to the €allowing Intelligence ability scores: 

0 
1 
2 4  
5-7 

11-12 
13-14 
15-16 
17-18 

8-10 

Non-intelligent or not ratat 
Animal intelligence 
Semi-intelligent 
Low intelligence 
Average (human) intelligen 
Very intelligent 
High intelligence 
Exceptional intelligence 
Genius 

19-20 Supra-genius 
21+ Godlike intelligLLLLc 

T-W refen to the treasure tables in the DUNG 
Guide (DMC). Most treasures are carried by individuals; trea- 
sure types appearing in parentheses are typically found in the 
lair. If individual treasure is indicated, a single monster may 
cany it (or not, at the DM’s discretion). 

Major treasures are usually found in the monster‘s lair; these 
are most often designed and pkced by the DM. Intelligent mon- 
sters use any magical items present and try to carry off their 
most valuable treasures if hard pressed. If treasure is assigned 
randomly, roll for each type possible; if all rolls fail, no treasure 
of any type is found. Treasure should be scaled down if only a 
few monsters are encountered (fewer than the typical encounter, 
that is). Large treasures are noted by a multiplier (xl0, for exam- 
ple); this should not be confused with treasure type X. Do not 
use the tables to place dungeon treasures, since the numbers 
encountered underground will often be much smaller. 

ALIGNMENT reflects the common behavior of a typical speci- 
men. Exceptions, though rare, can be expected. 

NO. APPEARING indicates an average encounter size for a 
wilderness encounter. n e  DM should adjust this number to fit 
other circumstances, as the need arises. In a dungeon, for exam- 
ple, the number appearing is lower. 

Note that some ‘solitary“ creatures are found in small groups. 
This could mean one of two things. One, the groups are very 
small family units. Or two, several individuals happen to be in the 
same place but not as a cooperative group (four aUey cats feasting 
on the same garbage heap do not work as a pack, for exam! 

MOR CLASS represents armor worn by humans and buman- 
oids, as well as a protection due to physical structure or magical 
nature, and defensive ability due to speed, reflexes, and so 
forth. Humans and man-s ized  humanoids that wear armor have 
an unarmored rating in parentheses. Listed AC does not include 
any situational bonuses noted in the descripti< 

MOVEMENT shows the relative speed rating of the creature. 
Higher speeds may be possible for short periods. Human, demi- 
human, and humanoid rates are often determined by armoi~ 
type (unarmored rates appear in parentheses). For monsters 
with special locomotir-n =Adition=l rletds are nrnvirl-rl Ahhre- 
viations indude 

FI = flying 
sw = 
Br = burrowrng 
CI = dimbing 
GI = gliding 
Wb = movingacrosswebs 
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Notations for flying creatures include a Maneuverability Class 
from A to E. Class A creatures have virtually total command 
over their movements in the air; they can hover, face any direc- 
tion in a given round, and attack each round. Class B creatures 
are very maneuverable; they can hover, turn 180 degrees in a 
round, and attack in each round. Class C creatures are some- 
what agile in the air; they cannot move less than half their 
movement rate without falling, they can turn up tn 90 degrees 
in a round, and attack aerially once every two rounds. Class D 
creatures are somewhat slow; they cannot mnve less than half 
their movement rate without falling, can turn only 60 degrees in 
a round, and they can make one pass every three rounds. Class 
E includes large, clumsy fliers; these cannot move less than half 
their movement rate without falling, can turn only 30 degrees in 
a round, and they can make one pass every six rounds. See 
Chapter 9 of the DMG for more information. 

HIT DICE is a rating that determines how many hit points a 
creature can absorb before being killed. Unless otherwise 
stated, Hit Dice are 8-sided (for 1 to 8 hit points each). To deter- 
mine an individual creature’s total hit points, the DM rolls the 
Hit Dice listed in the monster description and tallies the result. 
(For example, a 2 Hit Die monster has 2d8 hit points.) Some 
monsters have a hit point spread instead of Hit Dice, and snme 
have additional points added to their Hit Dice. Thus, a creature 
with 4+4 Hit Dice has 4d8+4 hit points (8 to 36 total). Note that 
creatures with +3 or more hit points are considered the next 
higher Hit Die for purposes of attack rolls and saving throws. 

If the DM does not want randomized hit points, it is easy to 
calculate average hit points for a monster by multiplying the 
number of Hit Dice by 4.5 (the average result of an eight-sided 
die), rounding up. The average hit points of a 4+4 Hit Dice 
monster, for instance, is 22 (4.5 x 4 = 18, +4 = 22). DMs can of 
course modify these numbers at their discretion; for example, a 
stronger-than-average 4+4 Hit Dice Monster might boast 25 or 
30 hit points. 

THACO is the attack roll the monster needs tn hit Armor Class 
0. This is always a function of Hit Dice, except in the case of 
very large, nonaggressive herbivores (such as  some dinosaurs), 
or creatures that have cemin innate combat abilities. A human 
or demihuman always uses a player character THACO, regard- 
less of whether they are player characters or “monsters.“ The 
THACO does not include any special bonuses (such as those due 
to Strength) noted in the descriptions. 

NUMBER OF ATIACKS represents basic attacks the monster can 
make each melee round, excluding special tactics. Monsters that 
boast multiple attacks often have several limbs or heads with 
which to pummel, gouge, or bite opponents. 

DAMAGE/ATTACK shows the amount of damage each basic 
attack causes. Damage bonuses due to strength are listed as a 
bonus following the damage range. 

SPECIAL ATTACKS detail attack modes such as dragon breath, 
magic use, etc. These are explained in full in the monster 
description. 

SPECIAL DEFENSES are precisely that, and again are detailed in 
the monster description. 

MAGIC RESISTANCE is the percentage chance that any magic 
cast upon the creature will fail tn affect it, even if othe 
tures nearby are affected. If the magic penetrates the resis 
the creature is still entitled to any normal saving throw d o  
Creatures may have resistances to certain spells; this is not 
sidered “magic resistance,” which is effective against all spe 
A creature with ‘‘nil” magic resistance receives any normal sav- 
ing throw allowed. 

SIZE is abbreviated as follows: 

T = My(2 ft. tall orless) 
S 
M = man-sized (over 4 ft. to 7 ft.) 
L 
H = huge (over 12 ft. to 25 ft.) 
G = gargantuan (over 25 ft.) 

= 

= 

smaller than a typical human (over 2 ft. to 4 ft.) 

larger than man-sized (over 7 ft. to 12 ft.) 

Most creatures are measured in height or length; some are mea- 
sured in diameter. Those measured in diameter may be giv 
different size category than indicated above. For instance, 
a 6-foot-tall humanoid is considered.size M, a spherical crea 
6 feet in diameter has much more mass, so it’s considered s 
L. Similarly, a creature 12 feet long with a very slender b 
(&e a snake) might be considered only man-sized. Adjustm 
like these should not move a creature more than one size 
goIy in either direction. 

MOKALE is a general ratink ulyc y.l.-l.-l ..-”” y..ll~ -._ ...- 
ster is to persevere in the face of adversity or armed nppositio 
This guideline can be adjusted for individual circumstanc 
Ratings correspond to the following ranges: 

2 4  Unreliable 
5-7 Unsteady 
8-10 Average 
11-12 Steady 
12-14 Elite 
15-16 Champion 
17-18 Fanatic 
19-20 Fearless 

XP VALUE is the number of experience points awarded for 
defeating, but not necessady !dhg, the monster. This value is 
a guideline that can he modified by the DM based on the degree 
of challenge, the encounter situation, and for overall campaign 
balance. 

As noted, the entries above-frnm Climamerrain to XI’ Value 
-appear in a ‘summary table” a t  the start of each monster 
page. The text below this table begins with a short introduction 
describing the monster‘s appearance and any languages it hap- 
pens to speak, foUowed by the sections outlined below: 

Combat defines special combat abilities, arms and a m  
tactics. 

HabitatISociety outlines the mnnster’s general behavior, 
nature, social structure, and goals. In some cases, it further 
describes their lairs (the places they live in), breeding habits, 
and reproduction rates. 
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Ecology describes how the monster fits into the campaign 
world, lists any useful products or byproducts, and presents 
other miscellaneous information. 

Variations of a monster are given in a special section after the 
main monster entry 

DM Tips: 
Getting More from Your Monsters - 
As a DM, do you wony about having too few monsters to keep 
players on their toes? Certainly, the AD&D game offers a 
dizzying array of creatures, and you could consult other mon- 
ster-filled appendices. But consider this: Most actiodadventure 
writers manage with just one monster to pit against their pro- 
tagonists: other human beings. Even without hundreds of 
dragon species, writers of novels and screenplays find plenty of 
ways to entertain their audiences. That’s because each human 
villain vanes from the last; they are not cut from the same cloth 
By the same principle, with a little innovation and imagination, 
even mundane monsters can offer a new surprises. The follow- 
ing text offers suggestions for getting maximum advenmre from 
the creatures currently a t  your fingehps. 

Monster Names 
The AD&D game rules use standard names for monsters. Much 
like scientific names in the real world, they define quite pre- 
cisely what sort of creature is at hand: a green dragon, for exam- 
ple, has specific statistics and abilities. 

In the real world, however, many animals and plants go by 
different names in different areas, even when those areas speak 
the same language. In one place a flower might be called 
“hawkweed,” and the same flower might be dubbed “Indian 
paintbrush” in another. Sometimes the name is not accurate (in 
the sense that the same name might be used for two different 
things). 

This simple twist of names can enhance your fantasy game. 
As DM, you should keep track of monsters by their standard 
names (as listed in the rules). But from one place to the next, the 
same monster may be known by different names; and different 
monsters might be labeled with the same name. 

In the monster entries in this book, numerous creatures are 
given alternate names. The brain collector, for example, is 
known on other planes of existence as Neh-thalggu (which is 
thought to be the creature’s own name for itself). ‘Brain Col- 
lector” would be the sort of name used by common people of 
the Prime Material Plane; i t  describes the monster from a 
human perspective, in which the monster‘s unsavoIy gathering 
of brains is the primary consideration. Characters who have 
traveled the planes, however, might call the monsters Neh- 
thalggu. 

Or, imagine the village which calls the local wyvern a 
“dragon.” The villagers have probably never seen a real dragon, 
but they have heard of them-and in their eyes, the descrip- 
tions of dragons match this winged reptile that steak their live- 
stock. If the villagers persuade the player characters to rid them 
of the “dragon,” how will the expectation of a real dragon affect 
events? Will the heroes attempt to parley with a stupid beast 
interested only in sheep for dinner each day? Will they expect a 
great hoard of treasure? 

If your playen do not know exactly what to expect, the game 
will be filled with more suspense. Players who are familiar with 

the rules and monster descriptions will have to be a lot more 
careful, too. 

Another colorful way to use names and monsters is to give 
individual monsters a proper name and a reputation to match. 
For example, perhaps the heroes learn of Arkathog the Hung~y, 
an ogre whose name is used to frighten local peasant children 
who would rather not eat their vegetables. A monster with its 
own name, and even a reputation, is much more interesting to 
confront. 

Terrain Modilications 
Monster descriptions include a note about preferred terrain. 
You can get more mileage out of the monsters by adapting 
them to reflect alternate habitats. Some monsters in this appen- 
dix are examples of creatures that have been modified for a dif- 
ferent terrain: the velya is an aquatic version of the vampire, for 
example. Since vampires cannot cross running water, a p e w  
description was warranted to include appropriate modifica- 
tions. Other monster descriptions include variant forms whose 
attacks reflect their terrain. For example, the marine decapus 
can make more tentacle strikes than the land decapus, becanse 
the land decapus must use at least one tentacle to support its 
body or hang from a tree. 

Just becausevarianrs have not been provided for different ter- 
rain does not mean you cannot make them yourself. In fact, you 
should. Take a monster and give it white fur and other minor 
changes and you’ve created an arctic variety. Take a surface a n i  
mal or fish and give it pale skin and blind eyes, and you’ve cre- 
ated a deep cavern version. Give a land monster ~ I I I s  and fins, 
and an aquatic variant springs into being. 

In many cases the changes will be purely “cosmetic”: col- 
oration, fur. Sometimes-as with the decapus and velya-more 
substantial changes are required in order to account for the 
strategies and special strengths and weaknesses of the creature. 
In your notes for play, be certain to record such things. Substan- 
tial changes in special attacks, defenses, strengths, and vulnera- 
bilities may also affect the X P  value of a monster. 

Special Twists 
Faced with jaded players! Spice up exisring monsters with spe- 
cial twists, so they are not what they seem. You can give mon- 
sters disguises, unusual appearances, special abilities, tools, 
weapons, or even the ability to use magic (creating humanoid 
spellcasters, for example). Look at the entry for agarat in this 
volume. Essentially, this a ghoul with special t w i s a .  

Note that a special variant can be twice as surptising to char- 

or twice. 

Unicpe Monsters 
In myth and legend, monsters are often unique. Medusa and 
Pegasus were individuals in Greek myth, not monster types. 
Following mythic precedent, you can make up unique monsters 
of your own or decide that certain published monsters are 
unique. One monster in this appendix that might, for instance, 
be unique in your game world is the gray philosopher. Considei 
the situations: 

Option One, not unique: “Here comes a gray philosopher 
We pull out our +2 swords and attack.” 

Option Two, unique: %ere sits Telarxes the Wicked, pon. 
dering the decay and fall of the centuries-gone theocracy he 
once ruled. . . .II 
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The latter choice seems much more colorful, does it not? 
Note that it includes a personal name, following a tip described 
above. Combining these ideas is a good plan! 

Different Interpretations 
Many AD&D game monsters are derived from myth, legend, 
and folklore. These sources are not in agreement about their 
monsters. Just because the AD&D game adopts one interpreta- 
tion of a mythical monster does not mean you cannot try 
others. When you discover different ideas about AD&D mon- 
sters, feel free to design your own variants. 

Special Tactics and Characterization 
Whenever possible, you should devise special tactics or charac- 
terization for any monster. Instead of drawing up your dungeon 
or wilderness and just noting the abbreviated monster statistics, 
decide how each monster reacts to adventurers. What special 
tactics might it boast that have allowed it to survive this 10%- 
tactics that wiU make it difficult to defeat? Does it have traps, 
escape routes, special weapons, or allies? With forethought, 
even a clever kobold could make for an adventure in itself, as it 
trips up the designs of the PCs. 

Many monster descriptions herein include detailed notes on 
how these monsters deal with opponents. Do not be con- 
strained to those tactics alone; surprise your players! 

Limiting the Cast 
The AD&D game puts many monsters at your fingerrips, but 
you don't have to use them a//. In fact, there are some good rea- 
sons why you might prefer to limit the cast of monsters in your 
own campaign. 

A very real danger in running an AD&D game is that, by bav- 
ing such a plethora of beasts, you will ruin the sense of realism 
in the game. Remember the food pyramid: there are a thou- 
sands of plants, plenty of herbivores, and far fewer predators. 
Fewer still would be creatures that only eat beings high on the 
food chain (such as humanoids). By this reasoning, the most 
vicious monsters in your world ought to be the rarest. And they 
compete fiercely for the limited food supply. T h i s  means that 
the creatures that are not well adapted will succumb to extinc- 
tion (or at least live in marginal ecosystems, the boider areas 
where they may have some special advantage), while those best 
adapted will tend to flourish. 

Look at the sprackle, a bird described in this appendix. It 
appeared recently on Mystara, created by magical circum- 
stances. Its /;gkrning boh ability makes it more powerhl than the 
birds that compete for its ecological niche. At the present, there 
simply are not enough of this new species to go very far, but as 
sprackles prosper and reproduce, they will spread. In due time 
they may drive a more "mundane" species of bird into extinc- 
tion. A DM who does not want the spradde to become a domi- 
nant species could decide that some special vulnerability limits 
the birds' number-perhaps a virus that does not affect normal 
birds, or an unusual predator that gains sustenance from the 
sprackle's Inherent magic. 

If you limit the range of monsters normally encountered by 
player characters, you can use the ideas outlined above to make 
individual encounters more interesting. And, when the PCS 
meet something unusual (perhaps a monster from another 
plane, or a creature flourishing in a marginal area or "lost" l oa -  
tion), the encounter will have greater impact and significance. 

Other Monsters of Mystara 
As noted above, many common monsters from the Monstrous 
Manualinhabit Mystara. In some cases, however, the Mystaran 
name is different. Such "name changes" appear below, with the 
Mystaran name listed first. For complete information on each 
monster, see the Monstrous Manual. 

Beholder, Aquatic: The Monstrous Manual's eye of the deep is 
simply called an aquatic beholder on Mystara. 

Blast Spore: The Mystaran blast spore most closely corresponds 
to a standard AD&D game fungus, the gas spore. 

Dwilfish: This is the Mystaran name for the ixirxachitl. 
Dragons: Many dragons that inhabit other worlds do not ap- 

pear on the planet Mystara. For example, the gold dragon is 
the only metallic variety found here. See the "dragon" enby 
in this volume for further details. 

Haoou: Mystaran aerialservanrs refer to themselves by this 
name. Mystaran natives usually call them aerial servants. 

Hook Beast, Hook Horror: Mystarans see the hook horror 
and the umber hulk as closely related beasts. This may con- 
fuse travelers from other worlds; it will not be immediately 
dear which beast is being described. 

Hook Beast, Huller: The umber hulk is called a hulker on Mys- 
tam As mentioned above, the hulker is considered a mem- 
ber of the monster family that indudes the hook beast. 

Wer Tree: This is the Mystaran hangman free (see 'Plant, intel- 
ligent" in the Monstrous Manual). 

Lamara: The monster Mystarans call the lamara would be con- 
sidered a lamia noble elsewhere. (Other lamia varieties are 
apparently unknown here.) 

Mesmer: The mesmer is a Mystaran sea monster that is very 
similar to the morkorh; they share the traits of hypnosis and 
spell reflection ability. However, the mesmer is an undead 
creature, and the morkoth is not. Perhaps a group of 
undead morkoths were stranded on Mystara from another 
plane, long ago; few visit the ocean depths these monsters 
claim as home, and fewer still have returned with tales of 
them. 

Nekrozon: The nekrozon is identical to the catoblepas. On 
Mystara, "catoblepas" is considered an archaic term-the 
soa of himzone reads in crumblinz manuscripts but rarely " - 
hears in conversation. 

Salamaoder: The salamander.described in the Monsrrous Manual 
is a CreaNre of flame, appearing within the entry for "e/e- 
mendkin, Fre."The "frost salamander" is a Mystaran crea- 
ture, so-named because the'natives consider it an arctic 
variant of the h e  salamander. 

Sphinx: The Monstrous Manual includes several subspecies of 
sphinx. Mystarans know only the two genders correspond- 
ing to the androsphinw and gymsphinx of other worlds. 
However, Mystarans call both varieties sphinxes (one is 
simply male, the other female). 

Sshai: This is what Mystaran invisible stalkers call themselves. 
Among Mystarannatives, "invisible stalker" is a more com- 
mon label. 

S t rangle  Vine: This unusual plant is the choke creeper 
described in the AD&D game under the heading of "plant, 
dangerous." 



CLIMATE/TERRAIN: 
FREQUENCY: 

ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE : 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE 
THACO: 
No. OF A ~ A C K S :  
DMGE/ATTACK 

SPECIAL ATTACKS: 
SPECW DEFENSES: 
MAGIC RESISTANCE: 

ORGANIZATION 

Temperate forest 
Rare 
Solitaly 
Dav 
Herbivore 
Vely (11-12) 
P 
Neutr; 
1 
3 
15 
11 
9 
3 
ld6+6 (spear)/ld6+6 (spear)/ 
ZdS (antlers) 
lolymorph breath, summoning 
Zamouhge 
Nil 
L (9‘ tall) 
CLrnpion (15) 
4,000 

~~ 

SIZE: 

nimal elements. The actaeon has the torso, arms, and 
features of a human, but the antlers and lower legs of an 
own, elklike bide covers its entire body. 

Combat: In combat these creatures are formidable, boasting a 
number of speaal tricks and a es. It is no wonder that other 
intelligent forest beings regard them with awe. 

The actaeon can camouflage itself perfectly (as if invisible) in 
light or dense woods. When angered by the wanton slaying of 
woodland creatures (or similar vile acts), it springs out of hiding, 
usually with surprise (opponents suffer a 5 penalty to their sur- 
prise rolls). 

This fearsome creature attacks with large spears made of 
wood and bone, and gores enemies with its antlers. Its incredi- 
ble speed enables it to make two spear attacks per round. Given 
its massive strength and the great size of the weapons, each 
spear inflicts ld6 + 6 points of damage. 

A powerful magical breath weapon complements the 
actaeon‘s other capabilities. Once per day, it can breathe out a 
warm, greenish mist, filling a 10 x 10 x 10-foot cube; anyone 
within it must make a saving throw vs. breath weapon or be 
polymorphed into a common forest creature, “king on the crea- 
ture’s intelligence and habits as well as its looks. (“Common’ 
forest creatures include owls, squirrels, deer, boars, and the 
like.) This change is permanent unless countered by another 
polymorph spell, or by dispel magic cast at 12th level or higher. If 
the saving throw is successful, the transformation st iu occurs, 
but it lasts for only 24 hours. The breath weapon can be used 
once per day. 

Also once per day, the actaeon can summon woodland creatures 
to assist it; ld6  creatures arrive in ld4  turns. Choose from the 
list below or roll ld6 to determine the creature type at random. 

As if the numerous aforementioned powers weren’t enough, 
a few venerable actaeons are druids of up to the 8th level abil- 
ity, though such individuals are quite rare. 

Habitat/So&h/: Actaeons live alone except during the mating 
season, which occurs in the spring of every third year. The fol- 
lowing autumn, a female gives birth to a single fawn. The fawn 
remains with her through the winter, learning the basics of sur- 
vival: how to forage for bark and twigs, how to shape spears 
and other basic tools, and how to use sharpened sticks and 
bones to dig edible roots from the ground beneath the snow. 
tdany fawns starve or freeze during their first winter, or fall 
prey to an attack. Survivors set out on their own come spring, 
each pursuing its own solitary existence. 

Actaeons have an eye for treasure; they collect small hoards 
in secure, well-hidden locations, such as the hollow trunk of a 
fallen tree or beneath a rock. As intelligent creatures, they know 
others also value coins and jewels. Actaeons often trade their 
riches for tools and-if nature is han&for food in the dead of 
wingr. 

Ecology: Actaebns belong to the woodland community that 
includes centaurs, dryads, and similar creatures. Because 
actaeons are bold and rare, other forest folk consider them 
heroes. Actaeons sometimes work with druids to preserve the 
safety of the woods, espeaally to thwart a serious danger. 

b e o n  Woodland creature Summonhg Table 

2 bear 5 lizard(chameleon) 
3 centaur 6 treant 

1 boar 4 PffOn 

I 



CLIMATUTERRAIN: 
FREOUENCY: 
ORGANIZATION: 
A c m  CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR Cuss: 
MOVEMENI: 
HIT DICE: 
THACO: 
NO. OF AXACKS: 
DAMAGEIATTACK: 
SPECIAL AXACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE 
XP VALUE: 

Any land 
Very rare 
Pack 
Night 
Scavenger 
Low (7) 
R (B,V 
Chaotic evil 
Id8 
4 
9 
4+3 
15 
3 
ld3 (daw)/ld3 (daw)/ld3 (bite) 
Scream 
See below 
Nil 
M (5’-7’ tall) 
Fearless (20) 
975 

The agarat is a hideous undead creature that resembles a ghoul 
-recognizably humanoid, but gaunt and disfigured into a crea- 
ture of darkness. Its tongue is long and rough, and well adapted 
to scouring flesh and marrow from bones. Its teeth are long and 
sharp, and its nails have lengthened and strengthened into 
claws. An agarat exudes a carrion stench like aghast, though 
the ghast’s odor is stronger. 

While it looks like a ghoul and smells like aghast, an agarat’s 
sound sets it apart. It emits a blood-curdling, energy-draining 
scream, which is its most powerful weapon in combat. 

Combat: This creature lacks the ghoul’s fearsome ability to 
paralyze with its touch. However, the agarat’s scream is even 
more powerful. The creature can scream once per turn. All 
within 20 feet of an agarat must make a successful saving throw 
vs. spell (adjusted for Wisdom), or suffer a temporary, one-level 
energy drain. 

This effect is generally the same as that caused by other 
energy-draining undead, such as vampires and spectres, but it 
lasts only ld4 turns. After that time has elapsed, surviving char- 
acters regain lost levels. The scream effects are cumulative; any 
creature temporarily drained of all life energy falls unconscious 
and cannot be awakened for 2d6 turn. 

Like most undead, the agarat is immune to sleep, charm, and 
hold spells. Further, it can be hit solely by cold iron or magical 
weapons. An agarat is tumed as a spectre. 

Agarats often lead packs of ghouls in combat with mortals. 
While ghoulish claws make direct attacks on tender, living flesh, 
the agarats hang back and scream. The baleful influence of the 
agarats prevents the ghouls from being turned unless the result 
is sufficient to turn the agarats also. The ghouls flee first. 

HabitaUSociety: Like ghouls, agarats haunt the dark places of 
death-graveyards, mausoleums, chamel houses, and more grue- 
some sites, such as the secret burial grounds of massacres. There 
they feed on rotting corpses. Agarats favor crude strategies to 
overcome their victims, or to search for carrion on which to feed. 

In wilderness areas or ruins, agarats are most often found 
amongst packs of ghouls (60% chance), with perhaps twice as 
many ghouls as agarats. Ghasts are sometimes in their company 

as well (20% chance for ld4 ghasts). 
In any pack, one agarat leads the others. The leader may be 

the oldest or the strongest-a creature that has cowed others 
into submission. Should this leader be slain or choose to flee, 
the others soon follow suit. Any ghouls in their company may 
not follow, however. Ghouls who stay behind occupy opoo- 
nents who might othenuise pursue the agarats. 

Ecology: Agarats sometimes serve as the henchmen for a more 
powerful undead creature such as a lich or-vampire, which 
rewards its minions with a steady supply of corpses. 

No one knows how these creatures came into being. Fortu- 
nately, encounters with agarau are extremely rare now. Histo- 
ries and chronicles speak of times when many more were 
seen-close behind wars, disease, and famine. At such times, 
the graveyards were packed with corpses, the agarat’s food. 

Greater Agarat 
Very rarely encountered, the greater agarat is even more powerful 
than the common type. It boasts 8+6 Hit Dice, has an Armor 
Class of 0, and cannot be harmed by weapons of less than +2 
enchantment. Its saeam drains two levels, it has the paralyzation 
abilities of aghast, and all of its attacks diet ld6 points of dam- 
age. Its carrion stench gives those who fail a saving throw vs. poi- 
son a -2 penalcy to their attack rolls. A greater agarat has a much 
higher Intelligence rating than a common agarat (11 to 14). 
Rumors hold that somewhere exists at least one greater agarat 
with maximum Intelligence and the powers of a 5th-level wizard. 

The greater agarat is tumed as a “special” creature. 
Any group of 8 agarats is 10% likely to be led by a greater 

agarat. In this case, the pack also indudes 2d12 ghouls and pos- 
sibly 2d4 ghasts (50% likely). 



CLIMATE~ERRAIN: 
FREQUENCY: 
ORGANIZATION: 

ARMOR CLASS: 
MOVEMENT: 

DAMAGEIATTACK 
SPECIAL A 

SPECIAL DEFE 
MAGIC RESISTANC 
SIZE 

Arid areas with 1 

3+1 . 
17 

Thi, p c c u l i ~ r  irearurc alway- dwell5 near a pemanenr source g , f  

f i re ,  whrrr  I I  may lie nearly buried in ihc ash, awaiting the 
un\ i  ary visiior. I r j  soory gray s k n  tlakes and sheds weekly in 
nshhkr qheers. ILi hody me~sures ahnut 2 feet long froin i ts  hog- 
nosed snoui C C I  irb rear, followed hy a naked rail that is 1 feet 
ltxts 2nd prrhcnsile 

Comhat: An azh ‘rawlei gains a +4 bonus r o  its Armor Class 
. ~ n d  saving rhrows when hiddrii benea~li thc ash of icj terntuly. 
I r  lose, rhic hortus as soon as 11 I.; rxposed-for exanipli,, when 
11 d r ra ik i  Tlic creatures are agiwrrd by movement i n  their ashy 
lair and hy dibplays ot btip,ht LVIUIS. 

Whinrver pusible, tlie creature’s ‘hni niiive” it1 cornbat is a 
i l w ~ . 1 ~ 1  rail iwipc. IJcin,: its long, prehensilv rail, i t  attempts 10 
;narc a n  upponeiir. dragging the v ic i i rn  ’-e.--ith the ash. The 

tail swipe requires an attack roll, and if successful, a man-sized 
or smaller victim must succeed in a Dexterity check or fall. 
Tho% who fall into the ash suffer a 4 Armor Class penalty and 
strike a t 4 .  The tail attack cannot be used while the crawler has 
its jaws locked onto a creature (see below). 

Next, an  ash crawler bites its victiq 10- its jaws into the 
wound. A successful bite mea? the creature has effectively 
attached itself, causing ld2 points of damage immediately. Each 
round thereafter the bite-hold inflicts 1 point of damage (no 
attack roll needed), and the ash crawler attacks with its front 
daws. An ash crawler only makes daw attacks while attached 
to a victim; each claw gains a +4 attack bonus and causes ld4 
damage. The creature continues to attack until it suffers 5 points 
of damage, at which point it releases its grip and must attack 
again n o d y ,  by biting. 

An ash crawler’s tough hide makes it immune to normal fin 
It also gains a +2 bonus to any saving throw against magic; 
fire, and this damage is reduced by 1 point per die of damage 
(minimum 1 point per die). 

HahitatlSoaeV Ash crawlers favor warm areas with an exist- 
ing fire source. They dwell in cavern, deserts, and mountaim 
near places of volcanic activity, or even in human ruins, prc 
vided there is a ready source of fire. They always protect th 
source of hie and attack any invaders. Although their diet cor 
sists mainly of smaller animals, ash crawlers have large an 
sturdy jaws that serve well in defending their lairs. 

Ash crawler lairs are carpeted with 2 to 4 feet of fine ash an 
shed skin through which the creatures can burrow rapidl) 
Often the lair smells of seared 5esh and wood smoke, and th 
air is hot and difficult to breathe, preventing any swift action 
These creatures dislike water and curl over their fixe source t 
prevent it from being extinguished. 

Ash crawlers live alone or in small families, with ld6  of th 
beasts sharing one fire,source or a group of nearby fires. Tre; 
sure in such lairs is rare and incidental: 10% chance of d10 
copper, silver, or gold pieces; 5% chance of ld4  gems or Id 
jewels (art objects); and 2% chance of 1.magical item. 

Ecology: Ash crawlers feed most commonly on rodents, blrd 
and other small creatures that pass near or fall into the as1 
Feastine occurs in the colder months. when many creatures ai 

for the typicai human. Properly tanned and hardened, th 
leather may serve as leather armor (base AC 8). 

Alternately, the hide can be treated to become soft and sur 
ple leather. in this case it confers no benefit to Armor Class, br 
does provide fire protection-and it is usable by classes (lik 

t 

t 

r- die. It also mants the wearer a tl bonus to savmng throws v 

~. 
leather-worker or tanner is required; the DM may demand a 
appropriate nonweapon proficiency check a t  half the norm 
chance of success. If improperly prepared, the hide peels awi 
and crumbles to useless ash whenever it is first exposed t 

t 

__ 
Bame, or within ld4 weeks a t  most 

10 



Baldandar 

CLIMATEITERR/ h Y  
FREOWENCY: Very rare 
ORGANIZATION: solitaw 
 ACT^ CYCLE: h Y  

TREASURE: p (B) 

DIET: Carnivore 
INTELLIGENCE: Exceptional ( 

ALIGNMENT: Neutral evil 
No. APPEARING 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF AITACKS: 
DAMACEIATTACK 
SPECIAL AITACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MOW: 
XP VALUE: 

1 
3 
15 
6 
15 
3 
ld8 (daw)/ld8 (claw)/ld4 (bite) 
Illusions, poison bite, spells 
Spells 
Nil 
M (6’-7’ tall) 
Elite (14) 
2,000 

In their true form, baldandars are tall, thin humanoids with 
large heads and glowing, yellow saucer-shaped eyes. However, 
few adventurers ever see this form, for haldandars are masters 
of illusion and deception. 

These intelligent creatures can learn the language of many 
other races. They always speak Common, as well as their own 
tongue (which is incomprehensible to others). 

Combat: A baldandar can project illusions up to 240 yards 
away, aFfecting all senses. The illusions last as long as the bal- 
dandar concentrates, and for one turn after it stops concenttat- 
ing. During this time, the illusions function and react as if they 
were real. A baldandar illusion can be used to veil the creature 
(as the 6th-level wizard spell) or as an advanced illusion (5th-level 
spell). Except for duration, both spell effects Function as though 
created by a 15th-level caster. 

A baldandar usually appears either as a high-level human 
wizard (using spell-like illusions) or as a large dragon (using illu- 
sory breath weapons). Each victim of the illusory spell or breath 
will be affected by the attack as if it were real, unless a saving 
&row vs. spell is made with a 4 penalty to the roll. If success- 
ful, the illusion is recognized as such, and has no effect. 

If cornered, a baldandar attacks with two daws (Id8 damage 
each) and its poisonous bite (ld4 damage). The victim of a bite 
attack must make a saving throw vs. poison with a 4 penalty, 
or fall asleep for ld4 turns. 

At will, a baldandar can become invisible and fly. Once per 
day, it can cast the following spells: polymorph s d f i  polymorph 
other, magic jar, and confusion. 

HabitaUSociety: Baldandars are lonely, wicked creatures. 
Their illusions are subtle, even brilliant, and show a careful 
attention to detail. However, while they can mimic an amiable 
being‘s manner, just below that exterior lurks their own vicious 
and antisocial disposition. Tbis is one factor contributing w the 
extreme scarcity of the species. It may not be long before the 
baldandar vanishes. 

Mating is a rare eves for these humanoids, occurring at best 
once in a decade. (Fortunately for the species, baldandars have 
long life spans; 100 or 150 years is not an uncommon age.) The 1 

‘ 1  t 

gestation period is very long (12 months on average), after 
which a female gives b i d  to a single whelp. 

The hormones involved with reproduction sway the female’s 
behavior (effectively making her neutral in alignment). She nur- 
tures the offspring for as long as a year, showing it the rudi- 
ments of hunting and survival. After the hormonal tide has 
ebbed, however, the female abandons the whelp (which is, by 
that time, about half the size of a grown adult). 

A few baldmdars join the company of other humanoids, such 
as orcs or hill giants. Such a baldandar assumes the appearance 
of its companions. Using its superior intelligence and magical 
skills, the baldandar may even achieve leadership among the 
humanoids and, perhaps what it values most, fearful admira- 
tion. Still, owing to its hidden nature, the leader never forms 
deep bonds with these “friends.” 

Baldandars desire and collect valuables of all kinds, especially 
magic. They employ their magical items to further their own 
ends whenever possible. 

dandm may operate differently. 
and ambitions, and will use thei 

n have private goals 
to gain positions of 

1 

I’ 



CLIMAMWN: Anv subterranean or wildem 
FREOUENCY: Ra;e 

ACTNITY CYCLE: Night 
DIET Omnivor 

ORGANIZATION: solitary 

EClAL A ~ A C K S :  

k, bargdas are related to minotaurs. 
far more disgusting, however, for they 
horrible putrefymg disease. Their bent 

d twisted bodies stand an impressive 9 feet tall, and they 
ve distorted ram heads with sickly green eyes. 
While bargdas may speak Common (SO%), the words are 
en so slurred and garbled that only other bargdas can under- 

- 
L 

Combat: So hideous is this creature that humans and demi 
humans viewing it must make a saving throw vs. spell or suffe 
a -2 penalty to both attack and damage rolls. 

A bargda attacks with a large, iron-shod wooden dub (w 
which it i d i c t s  4d4 points of damage) and with its vicious bi 
Victims of this bite suffer not only ldlO points of damage, bu 
also must make a,saving throw vs. poison or be stricken with i 
debilitating disease. The disease affects reflex 
t i m s  and causing them to lose initiative automatica 
round until the disease is cured. In addition, the disease resu 
in the loss of 1 point of Dexterity per hour, to a minimum De 
terity of 3. A cure disease spell negates the effects of the disease 
with lost Dexterity points returning at the rate of 1 point pe 
day. 

HabitaVSociety: Bargdas live in dark, dismal caves 
only to raid isolated settlemen&. They dwell either 
small groups, which include either a mated pair or a 
ily. A female gives b i d  to a litter of 4 to 8 about 
years. Offspring are born with the bargda’s disease 
hardiest youngsters survive, and even fewer live lo 
propagate the species; most offspring die before 
walk. Young bargdas stay with the family until 
1s. 

Bargdas hate all living creatures except ogres, trolls 
giants, which they dominate and force to do their 
Often, bargdas lead these creatures on raids against hu 
demihuman settlements. Any encounter with ba 
lands is 90% likely to indude 2d12 ogres, 
mhe DM can select one of the three at ra 
raiding party a mix of them all.) 

Treasure is valued by the bargdas, and hoarded avariciously 
They not only regard it as a symbol of prestige and power (i 
shows how many successful raids a bargda has led), but the 
also recognize it5 value in swaying other intelligent CreaNreS. I. 
a bargda is threatened in its lair, and the battle seems hopeless, 
it may bargain with its treasure to escape with its life. Bargdas 
are smart enough to hide their treasure well. 

Ecology: These creatures are omnivores, eating any&% from 
fungi to fuuny mammals. They cannot digest most food in its 
natural state, however. Whether plant or animal, the food must 
first be infected with a special enzyme. It is no coincidence that 
this enzyme is produced by the ve’y microorganism causing the 
disease bargdas pass on to their victims. 

In short, bargdas infect a would-be dinner with this microbe 
much like a cook marinading a tough cut of meat. If they kill a 
foe but fail to pass on the disease during battle, bargdas bite and 
lick the dead corpse to cover it with the germ. Then the body is 
set aside, allowing the germ to multiply. Later, the bargdas 
feast. This habit U s  the bargda’s lair with putrescent, “ripen- 
inp” food. On a less disgusting note, bargdas may lick decaying 
plant stocks when the larder of corpses runs low, also setting 
the plants aside to ripen. 

The disease canied by bargdas sustains them, but it also takes 
its toll. Eventually it wears them down, weakening the mighty 
humanoids as they approach the age of 40 or SO years. As a 
bargda’s own reflexes are worn away by the disease, its days 
are numbered; soon a younger bargda or resentful humanoid 
underlings will kill the weakened monster. 



CLIMATEflERRAIN: 

ORGANIZATION: 
ACTIVITY CYCLE: 

INTELLIGENCE: 

FREOUENCY: 

DIET: 

TREASURE: 
ALIGNMENI: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMINT: 
HIT DICE: 
THACO 
No. OF ATTACKS: 
DAMAGEIATACK: 
SPECIAL ATIACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE 
MORALE: 
XP VALUE 

iy set! 
Very rar 
Clan 
Night 
Camivore 
Very (11-12) 
M (D) 
Lawful evil 
2d4 
4 
12 
7+2 
13 
3 
ld4 (claw)/ld4 (claw)/i.l& 
Numbing bite 
See below 
Nil 
M (6’ tall) 
Elite (13) 
1,400 

During the day, bhuts (bah HOOTS) look like normal humans. 
At night, their skin grows scaly, their hair becomes wild, their 
fingers become claws, and their teeth turn into fangs! Then they 
set out to feast on humans and demihumans. Would-be schol- 
ars sometimes classify bhuts as undead or lycanthropes. How- 
ever, bhuts cannot be turned, and they cannot pass on their 
shape-changing condition as werebeasts do. 

Bhuts speak Common and their own language. 

Combat: Bhuts are extremely cunning and often use deception 
and trickeiy to obtain their meals. They make no noise when 
moving. Further, they radiate a powerful aura that prevents 
detecr evil spells from working on them. Know al@menr is dis- 
torted by the aura and indicates a lawful good alignment. Bhuts 
make saving throws as if they were 10th-level fighters. 

A bhut attacks with its claws and bite. The wound inflicted 
by its bite is freezing to the touch. Besides suffering normal 
damage, any creature bitten must make a saving throw vs. 
paralysis or be numbed. Numbed creatures always lose initia- 
tive, and their attack rolls have a -2 penalty. The numbness 
lasts ld4 rounds. 

Though bhuts cannot be turned, they do enjoy all the immu- 
nities of undead creatures (sleep, charm, hold, poison, and gases). 
They cannot be harmed by nonmagical weapons, but a single 
hit kom a blessed weapon kills one instantly. 

HabitaUSociety: Bhuts live near human settlements, preying 
on the inhabitants. Often the creatures work together. Nor- 
mally they assume some innocent cover (monks, traveling gyp 
sies, a family on the edge of town, etc.) to lessen suspicion. 
They interact with human society-at least enough to appear 
“norma1“but only during the daylight hours. 

Clans are the social organization of bhuts. A clan may have 
an innocuous cover for human society, while in fact it is thm 
bhuts’ cooperative means of getting food. 

Each clan is ruled by an elder, male or female. The elde 
makes important decisions for the group, including how ti 
divide food and treasure. Fear and loyalty keep others in line 
The elder is usually the patriarch or matriarch; all other cla. 
members are related to the elder by blood or marriage. 

, .  

The elder also decides when the clan should move to a new 
place. Timing is important. A 
ances can occur before someone inves 
detection aura provides a modicu 

Very rarely, bhut spellcasters are encountered. These 
nearly always of the wizard or shamadwitch doctor variety. 
The highest levels of ability known for these 

An individual bhut away from its lair has a 40% chan 
carrying Type Q treasure (ld4 gems), in addition to the trea 
noted. 

Ecology: A bhut clan likes 
and vulnerahle-especially a lone 
Such deaths are the least likely to arouse s 
locals. Rarely do people inquire about the 
eler (who may, after all, have moved on), and it is often as 
that the town drunk has found a sad and lonely demise (p 
dying in a ditch somewhere). 

Bhuts can reproduce within the clan. However, female 
can breed with human males (usually with the aid of 
deception). The offspring are always bhuts. 
Humans are the staple of bhuts’ diets. Perhaps for 

they consider dernihumans, whose societies are hard 
trate, especially tasty. 

Legend says that bhuts came into being long ago 

tal‘s cold rage. Such a supern 
bhuts’ magical powers. 



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

No. APPEARING: 

ARMOR CLASS: 
MOVEMENT: 

THACO: 
NO. OF AXACKS: 
DAMAGEIAXACK: 
SPECIAL ATACKS: 

HIT DICE: 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 
XP VALUE: 

Magpie Magpie 
(common) (giant) 
h Y  h Y  
temperate temperate 
Common Rare 
solitary Solitary 

Insectivore Insectivore 
Sen% (2) Semi- (4) 
See below See below 
Neutral Neutral 

Day Day 

1 d6 ld4 

6 
3, F133 (B) 

19 
1 

1, €1 36 (B) 
1-2 hp 1+1 

ld4 (beak) 
Nil Nil 

Nil Nil 
Nil Nil 
T (2' long) S-M ( 3 ' 5 '  - 

low) 
Unsteadv (6) Averaae (8) 

Piranhabird Piranhabird Sprackle Sprackle 
(lesser) (greater) (lesser) (greater) 
Nonarctic Nonarctic Temperate Temperate 

15 

A wealth of birds inhabit the world of Mystara. This section 
offers a brief sampling, from the mundane but troublesome 
magpie to the electrifymg sprackle. 

Magpie 
Magpies are notorious for stealing bright 
objects. Two varieties make their home in 
Mystara: common and giant. The common 
magpie is 14 to 18 inches long from its 

tail are mostly black (often shot with 
metallic blue, green and lavender), and 
the shoulders and belly are white. 
The giant magpie sports similar col- 
ors, but measures 3 to 5 feet from 

head to the tip of its tail. The body and r 

Zommon magpies fight aggressively if provoked, 
causing 1 Doint of damace with each Deck. Since thev are able 

LI . I 

tlycrj. rhough. i t  is usuilUy C A . ; ~  for h e m  IO escape danger. 
I hc bzak <of hc giant magpie inflicts l d 4  points ut damage 

Habitat/Societv: Maeoies have a well-deserved reoutation as 

forest forest mountains 

Flock Flock Rook Rook 

Semi- (2) Semi- (2) Animal (1) Semi- (2) 
Nil Nil See below See below 
Chaotic Chaotic Neutral Neutral 
neutral neutral 
ld4 wings of 2d6 
ld4+2 birds 

1, F136 (B) 3, FI 36 (B) 

1 ( p e r m  1 
ld4 (bite) ld6 (bite) ld3 (beak) ld6  (beak) 
+2 to attacks Blood frenzy Electricity, Electricity, 

armor pene- armor pene- 
tration tration 

T (1' long) S (24' long) T (2' long) S (4' long) 

unseen, however, its overall chance of success increases to 60 
Stolen objects are taken to the bud's nest. 

Finding the nest in order to retrieve a lost item may be a dif 
cult task, perhaps even perilous if the search leads to the tem 
ries of dangerous creatures. The search may also be rewardi 

only). 
The magpie's nest is woven of sticks, straw, and mud 

pies often weave thorny twigs into the roof of the nest t 

Magpies eat insects and grain. Those dwelling in settled ar 
often make their nests near granaries, which offer plenti 
meals of spilled grain. 

-. 
thieves, and ma; attempt to steal any shiny or bridtly colored 
object that's unsecured. A common magpie can steal objects 
weighing up to 3 or 4 ounces (for example, a coin, gem or nhg), 
while the giant magpie can manage objects up to 2 pounds (for 
example, a piece of jewehy, a dagger, a wand, or a potion bottle). 

If people are nearby, a magpie may swoop down to take an 
object without landing, and has a 30% chance of picking it up 
cleanly and making off without dropping it. If the bird can land 



black, or occa- 
sionaUy purple 
feathers-the 

entire suecuum of 
colors is &ally dis- 

played in a single flock. 
Lesser piranha birds grow 

to a maximum of 1 foot long. 
Greater piranha birds, on the other 

hand, average over twice that 
length. The whistles of greater 

piranha birds are lower and 
more melodic than those of 

lesser piranha birds. c Combat: Piranha birds 
have gaping mouths full of slashing teeth. These are razor- 
sharp, so that the bird can easily bite into flesh and rip away a 
mouthful while on the wing. 

These creatures can fly with hummingbirdlike maneuverahil- 
iy. They can make sudden changes in direction, or even hover 
in midair. When one catches sight of a potential meal, it utters a 
high-pitched whistle, alerting the whole flock. These birds only 
attack warm-blooded creatures. 

Lesser piranha birds attack in groups. A flock divides itself 
into one or more “attack wings” of 3 to 6 individuals (ld4+2). 
Each “wing” attacks as though it were a single monster, attack- 
ing with a +2 bonus and inflicting ld4 points of damage per hit. 
If a flock is reduced to fewer than three piranha birds, they lose 
their attack bonus and must make a successful morale check or 
scatter. 

The greater piranha birds, on the other hand, attack individu- 
ally, each bite inflicting ld6  points of damage. If half of their 
flock has been killed or incapacitated, they must pass a morale 
check or flee. If they pass, they go into a blood frenzy that gives 
them a +2 to all attacks. 

HabitaUSociety: Piranha birds do not like bright sunlight, hut 
may he found in warm climates, except areas barren of any 
shade. They live in regions of dense forest. Underground vari- 
eties have developed limited infravision (up to 30 feet). At night 
or on overcast or foggy days, piranha birds may fly far from 
their nests in search of prey. 

Piranha birds reproduce every spring. Each female lays 2 to 5 
eggs. She warms them until hatchmg, and then rejoins the hunt 
to feed the young. Piranha birds are especially voracious at this 
time-first the males, which must bring hack enough food to 
the nests to feed the females; then male and female alike, as 
they strive to feed their offspring. 

A flock of piranha birds has no leader as such, hut does have a 
pecking order that dictates which bird gets first pick of fallen 
prey for itself, its mate and its young. 

Ecology: Piranha birds, both lesser and greater, are always hun- 
gry for fresh meat. They have no interest in treasure; in fact, 
they tend to avoid shiny objects. 

Sprackle 
These creatures look verv similar to arackles, the common 
blackbirds from which they are descenck However, sprackles 
are larger and colored differently: Their feathers are coppery or 
reddish-brown. Moreover, these birds constantly shed little 

electlical sparks that make them glow in the dark. Their name is 
a’blend of the words ‘spark’ and “grackle.’ 

There are two varieties of sprackle: lesser and greater. The 
difference between them is simply one of size. The lesser 
sprackle averages 20 inches in length, while the greater sprackle 
grows as long as 4 feet. 

Combat: The sprackles’ beaks are very long and sharp and can 
penetrate armor, giving them a +2 a y c k  bonus against foes in 
plate mail (bronze or n o d ) ,  ring mail, or chain mail. Further, 
sprackles can launch lighrning attacks at creatures within 30 feet 
(60 feet for the greater sprackle); a small charge of electricity 
shoots out from their beaks and, with a successful attack roll, 
causes ld3 points of damage (ld6 for the greater sprackle). 

An electrical charge constantly surrounds a sprackle. Even if 
not directed as a lightning blast, it still inflicts ld3  (or ld6  for 
greater sprackles) points of damage upon any creature that 
comes into contact with it. Conductive materials (such as metal 
swords) also a n y  damage to a wielder. 

Sprackles fly directly toward their prey in combat, shooting 
their lightning blasts until they get within melee range. At that 
point they attack with their beaks (ld3 or ld6 damage from the 
sharp beak, plus ld3  or ld6 electrical damage). They continue 
to fight until half the flock is killed or wounded, at which.time 
they must pass a morale check or flee. 

.. 

AJJ sprackles have infravision with a range of 60 feet. 

HabitaUSoaety: Sprackles are vely territorial and will 
lessly attack creatures larger than themselves. They a 
undead creatures and those larger than man-sized, hut 
attack other creatures to drive them out of their territory. 

mountains of Mystara. Powerful magic there seems to h 
transformed ordinary birds into these creatures. Since their 
ation, sprackles have been spreading rapidly, aggressively p 
ing more common predatory birds out of their temtories. 

Sprackles may he most commonly encountered on 
forested lower slopes of mountains. As the species spre 
however, they may soon he found in m y  other area 

A group of Sprackles is called a rook. They gather in 
families of two to a dozen birds, which share a large, c 
nesting area (called a rookely). Rookeries are locate 
tered areas, such as the eaves of a 

lined with downy feathers shed by the birds. 

may he valuable. Their nests might 
ld4 small gems (5%, 30%-giant sp 

item (Z%-giant sprackle only). Also, 

tain abandoned valuables. 

Sprackles first appeared in a place called Corran Keep, in &$ 

Ecology: Because of their sparks, sprackles do most of th 
hunting in the daytime, when they are slightly less obvious. 
(Glowing predators have a tendency to frighten off their prey.) 

Lesser sprackles are insectivores, preying chiefly on larger 
insects and arthropods such as butterflies, centipedes, moths, 
spiders, and dragonflies. Greater sprackles are carnivores who 
more frequently dine on mice, rats, smaller birds, and some- 
times giant insects, such as giant drago 
giant centipedes and spiders. 



CLIMATE~ERRAIN: h Y  

ORGANIZATION: solitary 
ACTIVITY CYCLE: Any 

FREOUENCY: Very rare 

DIET: Any (see below) 
INIELLIGENCE: Non- 10) 
TREASURE: 
ALIGNMENT: 

MAGIC RESISTAN 

None (see below) 
Nil 
0 
Nil 
Disintegration 
Disintegration, immune 
everyhng 
Nil 
M (5‘ across) 
Fearless (20) 
8,000 

to almost 

The blackball is a mysterious and extraordinarily dangerous 
opponent. No one knows precisely how this creature comes 
into being, or even if it’s alive. Also called the deadly sphere, it is 
simply a featureless black globe, 5 feet in diameter. It levitates 
about slowly and silently, in apparently random patterns, disin- 
tegrating everything in its path. 

The blackball has no recognizable mind or intelligence. 

Combat: Whatever solid or liquid matter the blackball touches 
simply disintegrates (no saving throw); the deadly sphere moves 
freely through anything. This ability makes it immune to all 
weapons or attacks; even the most magical swords are destroyed 
immediately by contact with the blackball. 

When encountered, the blackball moves toward the nearest 
intelligent CreaNre within 60 feet The deadly sphere’s ability to 
sense intelligence extends in three dimensions, so underground 
adventurers may be surprised by the sudden appearance of a 

blackball from above or below. 

toward its victim, regardless of the physical or magical bamers 
in its way. Running away is the only way to deal with a black- 
ball, though that may not be possible in a labyrinth or other 
such situation. If all intelligent life flees beyond its 60-foot 
detection range, the blackball will resume its s e e d y  rando 
movement until another intelligent creature is detected. 

If characters close to melee combat range with the blackba 
the blackball moves toward one of them (the DM shou 
choose randomly). Because of the blackball’s slowness, its ta 
get can evade the blackball with a successful Dexterity che 
regardless of initiative and other actions; this check, and not 
attack roll, determines the blackball’s success. If the Dexter’ 
check fails, the blackball catches and disintegrates the opp 
nent. If characters try to fight the blackball, everything 
touches it disintegrates. 

beyond mortal control. Fortunately, it is extremely rare. I 
immune to all spells except a carefully worded wish. In additi 
if gate is cast within 60 feet of the blackball, it moves tow 
and then through the portal created. Though this transfers 
blackball to another plane, whatever is summoned by the gate 
spell might be understandably upset. Other spells and magical 
effects do no* to a blackball. 

The blackball’s power on the 
absolute; it can utterly destroy any normal mag’ 
blackball touches a rod ofcancellation, the rod is 
the blackball is rendered immobile for a round 
disintegrates anything that touches it). The bla 
fected if it moves into an extradimensional space, such as 
created by a pomblc hole; however, the blackball can be 
to another plane if within 10 feet when a ponable hole is 
within a bag ofholding and a gate to another plane is open 
blackball touches a sphere ofannihilation, the creature is 
another plane and eve- else within a radius of 200 
completely destroyed, including the sphere ofannihilation 
facts are unique items of greater than mortal power; if one co 
tacts a blackball, the results are unpredictable and high 
dangerous (and left to the DM’s discretion). 

Habitat/Society: Immortals suspect that blackballs a 
after a fashion. Mortal sages have presented several hyp 
(guesses, actually) conceming these killers, including the 
ing: (1) Only one blackball exists, and its malevolent force 
that remains of a fiend imprisoned by the Immortals (this 
o’y is usually dismissed because the blackball isn’t evil). ( 
Blackballs are created by bigbly intelligent beings who use it 
transport creatures to their own plane for study 
usually dismissed because victims are obviously 
(3) Blackballs are created as destructive instrume 
Ones, who are to the Immortals as Immortals are o 
(this theory receives the most acceptance). 

The blackball’s advance is relend 

Immortals can sometimes command a blackball, but i t  

No mortal has ever seen more than one blackball at once. 

Ecology: Blackballs are destructive forces, disruptive to 
environmeuf but fortunately too rare to cause more th 
disturbance. Observers report that objects and c 
touched by the blackball vanish suddenly, as if simp1 
out of existence. Wizards have said that. 
results of a disintegration spell. H 
even dust or residual essences. 



Brain Collector 

CLIMATE~EERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

THACO: 
No. OF ATACKS: 
DAMAGEIAT~ACK: 
SPECIAL ATTACKS: 

MAGIC RESISTANCE: 
SIZE: 
MORALE: 
xp VaUE: 

m DICE: 

SPECIAL DEFENSE% 

h Y  

solitary 
h Y  
Brains 
Very (11-12) 
Nil 
Chaotic neutral 

VeIy rare 

I 
2 
18 
10 
11 
1 
ldlO @ I  
Spells 
Spells 
Nil 
L (1O‘long) 
a t e  (14) 
2,000 

Brain collectors (Neh-tkalggu in their own language) are rare 
creatures who occasionally cross the barriers separating their 
distant home from the Prime Material Plane. Only near sources 
of great magical energy, where the fabric of time and space is 
twisted, can they find small gateways to Mystara, where they 
collect the brains of intelligent beings. 

Each specimen of this hideous race has a yellow-orange 
body-bloated, oily, and amorphous-with dozens of short, 
writhing tentacles. Six crablike legs allow it to scuttle about. 
Four large, yellow, bulging eyes and a tooth-filled maw are set 
in its bulbous head. The head may also have a number of dis- 
tinctive lumps (up to twelve), each one housing the brain of 
another intelligent creature. 

Neh-thalggu do not think like any other creature. They speak 
their own tonme and that of diaboli (see “diabolus?. They can 

as such; rather, they do not seem to regard humans or o 
humanoids as people. 

Brain collectors are known to exist on the Demiplane of 
Nightmares, where they hold a m y h c  position in the folklore 
of diaboli, like that of dragons in human tales. Diaboli regard 
Neh-thalggu as creatures of power, cunning, and inscrutability, 
and brain collector magic can affect diaboli. 

the Prime Material Plane, sages agree the creatures are native to 
neither. Brain collectors may also be found wandering other 
known planes, particularly the Astral or Ethereal Plane. On the 
Prime Material Plane, a brain collector prefers ruins and caverns 
and other places with little light and infrequent disturbances. 

When a brain collector reaches the Prime Material Plane, it 
immediately begins acquiring as many brains as it can, as 
quickly as possible. Each collector can store up to 12 brains at 
any one time. When these creatures slay humans, demihumans, 
or humanoids, they carefully cut away the top of the head with 
surgical tools to expose the brain, and then swallow it. The 
swallowed brain then moves into one of several pockets witbin 
the brain collector’s own head, forming a distinctive lump. For 
each brain collected, the creature gains the ability to cast one 
wizard spell of 1st to 3rd level once per day. 

When a Neh-thalggu has collected its 12 brains, it imm 
ately seeks to retum to its home plane. One theory holds that 
with 12 collected brains, these monsters can, in certain loca- 
tions, re-open the link to their native world. Fortunately, few 
12-brain Neh-thalggu have been encountered; since they can 
collect no more brains, they are more eager to move along than 
to engage opponents. 

The brain collector may be related in some fashion to the feyr 
(described in the Monsrn 

Ecology: Brain collectors have no interest in treasure ot any 
kind; denizens of the Prime Material Plane are curious objects 
for dispassionate study and rutbless exploitation-cattle, in the 
brain collectors’ eyes. 

while Neh-thalggu exist on the Demiplane of Nightmares 

also speak an8 comprehend the langu 
tures whose brains they’ve swallowed 

Combat: The brain collector’s method of attack is a powerful 

aee with each bite that hits. 

Neh-thalggu are predators of the highest order, but they exert 
&e influence on the Mystaran environment. 

.- 

a. ,. bite with its razor-toothed jaws, inflicting ldlO points of dam- - .&:  1 
. . . .  . ,‘ v 

Each brain collector can cast spells, depending on how many 
brains it has collected. Roll Id12 to determine how many trans- 

e. 
;2, -, ‘-p . .  

planted brains the monster already has in its head. Each trans- 
planted brain can hold a single wizard spell, no bigher than 3rd 
level (these can be chosen by the DM or randomly determined 
by dice roll; ld3  for level and then according to wizard spell 
lists). 

A brain collector can attack with iB bite or with a single spell 
in a given round. Although the nature of its intelligence is 
unfathomable, brain collectors display a considerable tactical 

best possible effect. 

1 cunning in combat; they will use their available spells to the i 

A brain collector takes great care as it fights, to avoid doing 
damage to the cranium of its opponent. As its name suggests, 
the brains of sapient foes are veIy precious, indeed. 

HabitaUSociety: Though brain collectors have a completely 
alien psychology, “chaotic neutral” is the alignment that best 
describes them. The Neh-thalggu do not have hostile intentions 



I 
CLIMTE~~ERRAIN:  Nonarctic plains, forests, mountains 
FREQUENCY: Rare 

A c m  CYCLE: 
ORGANIZATION: solitary 

DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 
NO. APPEARl 
ARMOR C w  
MOVEMENT: 
HIT DICE: 
THACO: 
No. OF A X  

as horse) or 5 (as centaur) 
4 (as horse) or 18 (as centaur) 

DAMAGE/ATTACK: ld6 (hoof)/ld6 (hoo0/ld8 (bite) 
or ld6 (hoo9/ld6 (hoof)/by weapon 

SPECIAL ATIACKS: Summon and command horses 
SPECIAL DEFENSES: Silver or +1 or better magical weapons 

to hit 
MAGIC RESISTANCE: Nil 
SIZE: L (5' tall as horse, 7 '4 '  tall as centaur) 
MORALE: Champion (15) as horse 

Elite (13) as centaur 
2 VALUE: 650 

This sylvan creature can change a t  will between two forms: an 
intelligent horse and a powerful centaur. 

As a horse, a chevall may be any color (though a given indi- 
vidual does not change shades). It is typically as large as a light 
war horse. In centaur form, it has the upper torso and arms of a 
human being and the lower body of a horse. This form tends to 
be somewhat smaller than most centaurs, on average, and its 
ears, unlike those of a standard centaur, are pointed and elfin. 

understand horses, using sounds 
which, to human ears, are noth- 
ing more than neighs and 
whinnies. Using this whin- 
nying language, a chevall 
can command any horse, 
wild or domesticated, to 
do its bidding. A paladin's 
warhorse, and other 
unusual mounts with 
average Intelli- 

In either form, a chevall can talk to and 

gence or higher, are immune. 

of centaurs, and woodland sylvan tongue. 

Combat: As a horse, a chevall cam kick and bite as noted  above.^ 
In centaur fotm, it also bites, but usually wields a wooden club 
or short bow instead of kicking. In either form, it can only b 
harmed by silver weapons or magical weapons of +1 or bette 
enchantment. 

Once per day, a chevall can magically summon ld3 mediu 
war horses, which arrive in ld4 rounds. 

Habitat/Soaew Chevalls strive to ensure the well-being of aB, 
horses. Once native to the plains, they now appear anywhere 
that wild or captive horses exist. They often go about in hors 
form, checking on the welfare of horses in the sewice of huma 
demihumans, and humanoids. If a chevall finds a horse that i 
unhappy with its lot (because of maltreatment or neglect), th 
chevall will not rest until it has freed the animal. 

A chevall travels alone or in groups of up to three. If three 
chevalls are encountered, there is a 50% chance the group is a, 
mated pair and a foal (which has half the Hit Dice and inflicts 
half the damage of adult specimens). 

Foraging sustains chevalls as they travel. They favor vege 
bles and grains, and may (in horse form) gain nourishment fro 
grazing (although they consider grass a very bland food, and 
prefer tasty oats and barley). While they are omnivorous by 
nature, most chevalls adheri to a vegetarian diet. This may 
stem from moral conviction or sheer habit. 

Chevalls may accumulate some treasure during their travels.. 
They often trade this for food and goods, bargaining with cen- 
taurs and other friendly creatures. 

Ecology: Although animals such as dogs are waLy 

of chevalls, horses never fear them. Chevalls hate wolves an 
are the blood enemies of werewolves. According to chevall lor 
chevalls were created long ago by an Immortal who wished t 
protect horses mistreated by their human masters. 

In centaur form, a chevall can speak Common, 'the lanmraoe 

ChwaD Speed Table 
Horse form centaur form 

Walk 12 9 
Trot 24 18 
Canter 36 27 
Gallop 48 36 

A chevall can cany no more than 260 pounds and still tr 
its full speed. It can travel at half speed while canying up to 
pounds, and can move at one-third speed while canying up to 
520 pounds. 

As noted in the Player's Handbook (Chapter 14), in a day of 
travel over good terrain, a creature can travel a number of mileg 
equal to twice its normal movement rate (a trot); that is, rt 
chevall in horse form can cover 48 miles. In dire circumstances, 
a chevall can push itself to a canter or gallop. A canter can b 
safely maintained for two hours, or a gallop for one hour, bu 
then the chevall must walk for an hour before increasing it 
speed again. A chevall will not gallop if loaded with enough 
material to reduce its normal movement rate by half; nor will i 
canter or gallop if cawing a load which will reduce itsnorma 

I 



CLIMATEKERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTnrrr( CYCLE: 
DIET: 
INTELLIGENCE. 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR cmss: 
MOWENT: 

Subterranean 
Rare 

Night 
Carnivore 

solitary 

HIT DICE: 
mco:  
NO. OF A ~ A C K S :  
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECM DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XP VALUE: 

The choker is a vicious little monster found in caves and cav- 
erns. It has mottled gray or stony brown flesh, and looks more 
01 less humanoid-with two arms, two legs, a torso, and a 
head. The torso and head are as small and compact as a human 
baby’s, but the arms and legs (and fingers!) are incredibly 
spindly and long. Stretched to its full length, an adult choker 
would stand nearly 6 feet tall. 

This creature’s limbs are like tentacles, having cadage  but 
no actual bones, with numerous knobby joints. The cartilage in 
its fingers juts out through the skin, and is stiff and razor-shalp. 
Because it lacks bones for support, the choker appears bow- 
legged and lopes with a strange, fluid gait. The creature is not 
completely boneless, however; it does have a bony skull, spine, 
and rib cage. 

Chokers are vaguely intelligent and speak a primitive lan- 
guage. 

Combat: A choker seeks out  prey by crawling along the 
crevasses, dry underground river beds, and air shafts that 
accompany dwarven or other subterranean building sites. Upon 
finding an opening into an area where dwarves, humans, or 
humanoids might pass, it lies in wait. When a lone creature 
arrives, the choker reaches out and begins to strangle it. The in- 
tial hit causes ld4 points of damage; thereafter the choker auto- 
matically inflicts Id8 points of damage each round as it strangles 
its victim. The choker’s hold can be broken only by killing or 
incapacitating the creature.. 

If the prey puts up too much resistance, however, or the 
choker has not slain it in 2 to 6 rounds, the creature quickly 
flees; chokers do not care for extended stm&es. 

Once the victim is dead, a choker uses the cutting cartilage on 
its fingers to came its prey into readily-transportable pieces. 
Then it carts them all away. If it cannot ambush a victim or is 
comered by pursuers, a choker lashes out with its sharp fingers, 
inflicting ld4 points of damage per attack. 

HabitadSociety: Chokers are so primitive that they do not 
make or use tools. They can carve through solid rock with their 
fingers, and their lack of bones allows them to squeeze through 
openings impossible even for creatures of goblin sire. i 

I 

Serni- (2-4) 
Nil 
Chaotic evil 
ld6 
4 
9,Br3 
3 
17 
1 
ld4 (tentacle) 
Strangulation (Ids) 
Nil 
Nil 
s (3X’ tall) 
Unsteady (7) 
120 

Because chokers are inherently shy, they would have c 
culty locating mates were it not for their special call To attract a 
partner, both males and females keen. This whine (which 
humans and others find extremely imtating) echoes through the 
deep Caverns the chokers call home. When a choker hears the 
keen of a potential mate, it answers. Then each creature keens 
in turn to draw the other near, until at last they meet. A few 
months later, the female gives birth to two to six young. The 
f a d y  stays together for three years, until the offspring have 
fully matured. Once the offspring have moved on, the parents 
separate and seek new mates. 

Ecology: The choker has a high metabolism. It bum. -.. ..... 
mous number of calories, especially for a creature of its light 
weight. Consequently it is always on the lookout for victims on 
which to feed, and it consumes them rapidly. (A goblin pro- 
vides about two days’ food, for example.) 

Goblins are, in fact, the choker’s favorite food. Chokers 
devour other races, such as dwarves or humans, but prefer the 
meat of goblins above all else. 

A legend among goblins says that chokers descended from a 
goblin band which, beset by hardship, turned to cannibalism. 
Youngsters in this tribe devoured their elders. Over time, the 
band degenerated. With the twisting of their minds came a 
reshaping of their bodies; their a m  grew long and their fingers 
steely, enabling them to better grab and strangle prey. They no 
lower fed upon each other, but continued LO crave the flesh of 
no& gob&. 

As mentioned earlier. chokers can be driven off if their 
would-be victims prove an  able match in combat. In areas 
infested with chokers, goblins and dwarves also take advantage 
of the chokers’ caution by making a lot of noise, pounding 
weapons on shields and the like, to scare the chokers away. 
This tactic sometimes bacldires, however, as the noise ten( 
attract other, more dangerous monsters. 
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CLIMATEITEWN: h Y  

A C m  CYCLE: h Y  

FREOUENCY: Very rare 
ORGANIZATION: Solitary 

DET: Herbivore 
INTELLIGENCE: Low m ~ 

NO. OF ATACKS: 
DAMAGEIATTACK: d6 fhoofMd6 (hoof! 
SPECIAL ATTACKS: 
 SPEC^ DEFENSES: 
MAGIC RESISTANCE 
SUE: 
MORALE: 
xp V4LUE: 

The coltpixy is an enchanted pony or horse, distantly related to 
the unicorn. Adventurers who spy this rare creature usually find 
it in the service of important fairies (brownies, leprechauns, pjx- 
ies, sprites, and other "wee folk"). 

To accommodate the size of their riders, coltpixies can alter 
their own size from that of the largest horse to but a single hand 
high. They also can change their coloration, and frequently 
have gaudy manes and tails that complement their riders' attire. 

Coltpixies do not have a language of their own, but they can 
communicate in the language of horsm. 

Combat: Although they loathe fighting, coltpixies boast sturdy 
hooves that can cause serious harm in combat. Given the choice 

I 

Like many of the fairies who ride them, coltpixies can to 
make themselves invisible. However, this invisibility extends 
only to m o d n o t  to other coltpixies or their fairy masters. 

The coltpixies' ability to alter their size may prove a distinct 
advantage in some situations, confusing and confounding oppo- 
nents (especially in combination with invisibility. 

Whatever their size, coltpixies travel with equal speed (about 
five times as fast as a common horse), and they are not slowed 
by rough terrain, bogs, or even water. 

Coltpixies are 90% resistant to sleep and charm spells, and 
receive any normal saving throw allowed if they fail to resist 
these magics. 

Barding can improve a coltpixy's Armor Class. However, 
magical barding is required if the creature intends to retain it 
while chanzinc size. 

" V  

HabitaUSocietyy: The wee fok of Myctxa domesticated ~ o l t -  
pixies in years twfure memory. 'Ihe coltpixies' magical nhility tu 
alter their SILD makes them perfect stecds, and their ability to 
change colot delights ihe whimsy of fairies. ' I  he m o x  impor- 
tant fairies all nde coltpixies, regarding these inielligcnt crea- 
Lures as mends and comparuons. In turn, coltpixies reward their 
rriastets with steadfast loyalty and obedience. 

Wild coltpixies, which are dlways chaotic neutral 111 align- 
ment, delight in leading riormal horses astray tn the bedevil- 
ment of their mortal riders; but like their domesu;ated cous~ns, 
they are generally shy and gentle. 

If explicitly commanded by iu fey macrer to do so, a coltpixy 
will carry a normal human or dewohomman, but never fnr 2 Inno 
period uf m e .  

Ecology: No one is quite sure how coltpixies came into being. 
Sages speculate that they may once have been normal horses or 
ponies, but long exposure to the fey magic turned them into 
more wondrous creatures. Or perhaps the reverse is true, and 
common horses are descended from their faerie counterp?-- 

Coltpixies move almost five times as fast 2 s  nnmal hone, 

Walk 
Trot 90 
Canter 135 
Gallop 18C 

A coltpixy can move at its f- yn-y >YLCU llllyL LaLLY,,.b yy  Lu 

170 pounds. It can move at half speed while carrying up to 255 
pounds, and at one-tbird speed while carrying up to 340 pounds. 

As noted in the Player's Handbook (Chapter 14), in a day 01 
travel over good terrain, a creature can travel a number of mile: 
equal to twice its normal movement rate (a trot); that is, a colt- 
pixy can cover 180 miles. The numbers above reflect the 
enchanted nature and incredible magical speed of the coltpixy 
for which a comfortable trotting pace is almost twice the galloF 
of the fastest mortal horses. Like horses, coltpixies can be 
goaded to go faster, pushed to a canter or gallop. A canter car 
be safely maintained for two hours, or a gallop for one hour, but 
the coltpixy must be walked for an hour before its speed can bi 
again increased. 

A coltpixy will not gallop if loaded with enough material t c  
reduce its normal movement rate by half; nor will it canter 01 
gallop if carrying a load which wiU reduce its nonni' -----emen' 
rate to one-third normal. 



M A T E ~ ~ E R R A I N :  Any land 
OUENCY: Verv rare 

ORGANIZATION: 
Acnvm CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 

Solitary 
Night 
Carnivore 
High (13-14) 

Chaotic evil 
1 
7 
12 
6 
15 

M (z) 

NO. OF AXACKS: 2 
DAMAGE/ATTACK: ld6 (daw)/ld6 (claw) 
SPECIAL ATTACKS: 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Nil 
SIZE: M (5' ta"' 
Mom€: Elite (12 
XP VALUE 650 

A crone of chaos is a very intelligent, evil-natured creature who 
uses deception to cause pain and suffering A relative of hags, she 
is always female. Unless she is taken by surprise, the crone is d- 
ways veiled by illusion, assuming the guise of a beautiful maiden. 

In her true form, a crone has wrinkled, leathery skin; sparse, 
wiry hair; long, crooked arms; sharp tartar-encrusted fangs; and 
large hands with clawlike fingers. Dried blood of past victims is 
caked beneath her sharp nails. Her hair often stands on end or 
at strange angles. The odor of the creature is foul, for she 
despises contact with water and therefore never bathes. 

The crone speaks Common. She may also speak any lan- 
guage befitting the form she most often assumes. 

Combat: A crone has unusually keen hearing and eyesight, and 
gains a +1 bonus to her surprise roll. 

She has several magical abilities. These are natural powers 

Animal control, magical daggers; 
see below 

2; HD 1; hp 1; #AT 1; Dmg ld4). Any hit on a dagger destroys 
it. As each dagger is destroyed, all characters who fought that 
dagger must make a saving throw vs. spells. Those failing their 
saving throw become dizzy and weak for 6 rounds (-2 to attack 
rolls and saving throws); these penalties are not cumulative. 
n o s e  who make successful saving throws are unaffected. 

HabitatJSociety: A crone of chaos normally lives alone in a 
dark forest or desolate wilderness, often in a cave. She may be 
found in any climate, from the steaming tropics to the cold 
fringes of arctic tundra. 

other crones. She may 
tamed animals, howeve 

Ecology: A crone of 
species, but she prefers 

on his corpse. 
Crones abandon their female offspring and devour males. No 

one knows whether a male crone-child could survive otherwise; 
none has ever been seen. 

To the kind folk who adopt an abandoned crone-child, the 
idant appears to be member of the father's species. However, 
she later seems to age rapidly; by late adolescence her skin is 

Simultaneously, she develops the magical powers of a crone of 
chaos, which help hide the truth of her changing nature. 

In time, the young crone will be overwhelmed with con- 
tempt for the race with which she lives; or, as the years pass, 
her alien nature may be suspected. In any case, she soon for- 
sakes the company of those who reared her and adopts the life 
of a hermit, embracing the wicked ways of a crone of chaos. 

Is the change inevitable? Sages disagree. Perhaps crones are 
not forced into wickedness; perhaps benign crones secretly live 
in human society. If the latter is m e ,  though, no evidence has 
been discovered to support it. With an average life span of three 
centuries, crones could scarcely go so long unnoticed. 

, 

ally disguises herself as a beguiling young woman. In this form 
she uses two magical powers to attack animalconrroland daggers 
ofsorcey (see below). 

The crone can make just one magical a'ttack per round. Both 
attacks have a range of 240 yards. She can maintain her iNusion 
while employing her magical attacks. The crone fights in her 
true form only if surprised, or if her other attacks have failed to 
defeat her foes. At such times, she attacks twice, raking her vic- 
tim's flesh with her clawlike nails. 

Q Animal Conrrol: The crone can control ld6 normal 01 giant 
animals automatically (no saving throw). Exceptionally intelli- 
gent animals receive saving throws vs. spells, while those with 
special loyalties (a paladin's warhorse or a wizard's familiar) or 
of a magical nature (a shapechanged druid) are unaffected. 

Daggers ofSorcery: This attack creates l d6  ghostly white 
daggers that appear in midair and attack. Each dagger attacks a 
different target and fights until either the dagger is destroyed or 
the victim is killed. The crone controls the movement of the 
daggers and can make each one follow the target as it moves. 
The daggers can be attacked as if they were living creatures (AC 
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MATLITERRAIN: 

PECIAL ATACKS: 
PECM DEFENSES: 

CIC RESISTANCE: 

Subterranean 
Very rare 
Solitary 
Night 
Fear 
High (14) 
??r) 

-2 
24 (see below, 
13 
7 
1 
ld4 (touch) 
Fear, pursuit 
t2 or better weapon to hit; 
immunities (see below) 
Nil 
M (6‘ tall) 
Fearless (20) 
5,000 

The darkhood (also called a rorpkyr) is a spectral undead creature 
that thrives on fear. Although the creature seldom causes much 
physical harm to its fleeing victims, it often leaves a party of 
adventurers scattered, weakened, and vulnerable to attack by 
other monsters. 

The darkhood appears as a translucent gray figure wearing a 
cowled robe, with its face completely shrouded in shadow. It 
does not speak, though many scholars suspect it understands 
several human and demihuman languages. 

Combat: Within its domain of abandoned ruins or shadowed 
lands, a darkhood glides insubstantially, and can even travel 
through solid objects to stalk its prey. 

The darkhood draws fey 
visions from the dark depths 

of its victims‘ imapina- 
ions. Those who are the 

most intelligent have 
the most fertile minds 

and thus are the 
most susceptible to 

the darkhood’s 
attack. 

AU who see a darkhood must 
rolling higher than their 
have recently suffered 
receive a penalty of 
tion of the DM). 

To those who pass the reversed Intelligence check, the shad- 
owy void beneath the creature’s cowl rqmains empty. To those 
who fail, the cowl fills with hideous visions from their ow 
nightmares. Characters experiencing a hideous vision flee in ter- 
ror from the darkhood, running maniacally at top speed lo 
ld4c2 rounds, changmg direction every round at random. 

Running from a darkhood is exhausting. Fleeing characters 
must make a saving throw vs. spell each round of fli& or tem- 

I porarily lose I& pGints of Constitution, plus any hi;Points that 
may result from a Constitution bonus being lowered. Any char- 
acter whose Constitution drops below 3 will fall unconscious 
until it rises to 3 or more. Lost Constitution is reeained at a rate - 
of 1 point per turn. 

The darkhood ignores unconscious victims, and give 
’attacks” once all of its victims have collapsed, recover 
the fear, or left its territory. The creature, sated from th 
then returns to its lair. 

A character who has once experienced fear from a 
darkhood and has recovered from it is immune to fu 
attacks from that aeature for the next 24 hours. , , 

In melee, the darkhood attacks with a chilling tou 
inflicts ld4 points of damage and fiUs the victim with a 
whelming terror which has the same effect as a vision seen i 
the creature’s hooded “face” (a saving throw vs. spell applies). 

A darkhood can be hit only by magical weapons of 1-2 
enchannnent or better, and (like other undead) is immune to 
spells such as sleep, cham, hold, and to cold and poison. 

A darkhood is Nmed as a vampire. 

HabitaUSociety: Each darkhood has a particular ter 
typically a small area in a ctypt, dungeon, or abandone 
The darkhood cannot leave its territory. Within those c 
however, it enjoys complete freedom of movement. Unim- 
peded by solid objects, it often appears unexpectedly, emerging 
from a wall, floor, or ceding. 

The darkhood pursues encountered creatures until they drop, 
often overtaking them by moving unseen through the walls so 
as to suddenly appear in front of them. In this way, the dark- 
hood keeps fleeing victims herded within its territory until the 
collapse from fear and it can feed. 

Ecology: Darkhoods are lonely creatures. Only rarely is in 
than one encountered, and never more than two haunt 
same territory. Legends say that darkhoods are the restless 
forces of those who died in a state of extreme terror, especi 
terror of death itself. To maintain its connection to its territo 
the darkhood feeds on the terror of other sapient beings, thu 
replenishing its own energies. No one has yet found a way to 
communicate with or adequately study a darkhood, and so the 
truth behind the legends remains unsubstantiated. 

Occasionally, the tie of a darkhood to an area is so seong that 
it cannot be dismissed, dispelled, or dispersed through magical 
combat. If vanquished in combat, the darkhood later re-forms 
and returns to its territory. In many of these cases there is a spe- 

and certain actions taken, the darkhood can be put to re 
manently. 

I 

I, 

cial reason for a darkhood’s hauniing If this can be 



CLIMATE~~ERRAIN: 

FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
ININLICENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 

SPECIAI ATACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
xr VALUE: 

Any cavern, mountain, hil 
plains (night only) 
Very rare 
Flock 
Night 
Carnivore 
Low (7) 
(B) 
Neutral I 
10d3 

FI 18 ( 
“ 
17 
3 
Id 
Id 
Ni 
Ni 
Ni 
M 
StLIYl ,&., 

65 

The bane of all who raise livestock, darkwings are flying 
humanoids that flock together and attack at night, often deci- 
mating entire herds of cattle or sheep. Many scholars believe 
they are related to deep glaurants (see “deep glaurant”). 

Darkwings have scaly green bodies and leathery black wings. 
Their daws are long and sharp, and their mouths are filled with 
vicious, sharp teeth. 

All darkwings speak a simple language of their own. Most of 
their words concem hunting and status in the flock. A very few 
darkwings have learned human tongues. More frequently, the 
top darkwing of a flock may leam the languages of humanoids 
who might be persuaded to join the flock in raids on livestock. 

Combae With their dark coloration and gliding flight, dark- 
wings can readily surprise opponents at night (-4 to victims’ 
smprise rolls). They attack with their claws and bite. Two dark- 
wings acting in unison can swoop down and cany off a human- 
sized creature, provided both make an attack roll of 18 or more. 
Larger creatures, such as horses or cattle, are killed and dismem- 
bered before being taken back to the lair. 

Darkwings dislike bright light and never leave their cave 
when the moon is full. A ligkr spell causes them to fight with 
penalty of -1 to morale, attack, and damage rolls. A conrinuut 
right spell causes them to immediately make a morale check 
with a -2 penalty or flee to their lair. If they stay, they fight 
with a -2 penalty to their attack and damage rolls (though each 
hit will inflict a minimum of 1 point of damage). The effects of 
light are not cumulative (darkwings subject to both a rigkt and a 
continual light spell fight at -2, not -3). Darkwings that make suc- 
cessful morale checks fight to the death, but still suffer the other 
penalties listed. 

HabitatISaciety: Darkwings gather in flocks, taking full advar 
tage of their numbers and flying ability to terrify and corm 
their prey. Each flock has a “pecking order” by which a sing1 
leader-the largest and smartest-keeps the lesser individuals i 
line. The leader also chooses where to fly for the hunt, seleci 
the best mates, and so forth. Either a male or a female may lea 

the pecking order. It is a dangerous and precarious positior 
the lesser darkwings are always vying to elevate their own 
NS in the flock at the expense of their superiors. 

Dark caves, high in harsh mountain ranges, are the preferreo 
abode of darkwings. A darkwing lair is a foul and unsettling 
place, covered in the creatures’ filth and the hones of their vic- 
tims. There are alwavs 2d6 young roosting on ledees around the 
caves; they fight onl; if rhr;.ate&d or attacked (KC 8; HD 1-1; 
#AT 1 [bite only]; D ld3). 

kolow. Darkwings are nocturnal, and never come out of their 
dark, eerie caves during the day. At night, they flock to the low- 
lands to hunt. They prefer easy prey, naturally, and so --- 
drawn to the flocks and herds of human farmers. 

Few farmers have the wherewithal to confront and drive ~ ~~ 

these vicious predators, and the darkwings have few natural 
enemies. If a flock of darkwings makes trouble over an extended 
3eriod of time in a region, it won’t be long before they are chal- 
enged. It may he a group of irate farmers, or the local knight 
mith his henchmen (whose rents and taxes are threatened if 
heir tenants or serfs are impoverished), or even a party of 
adventurous champions that will set out to drive off or slay A- 
darkwings. Because of this, the winged humanoids, rar, 
begin with, dwindle as civilization spreads. 

In the absence of human livestock to raid, darkwings tend to 
subsist on smaller wild mammals, such as rabbits and young 
deer. Like wolves, they prefer the young, the aged, and the 
sickly over large and healthy individuals that might prove trou- 
blesome to ,overcome. These pickings are not  as easy as 
humans’ livestock, and so the numbers of darkwings remain 
modes* .-x(ren i n  tho rxnlrle 
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IMATE~~ERRAIN:  ecapuses communicate with one another using a complex 
uage of &dung sounds and body movement. 

Combat: The decapus has keennight vision, and a Iy..I.~.u y y y  

ity to see in the infrared spectrum (30-foot infravision). It usu. 
ally hunts at night, when prey is vulnerable in the darkness; bu* 
these aggressive creatures have been seen hunting a t  all hours. 

The decapus attacks witb its tentacles, each of which ends ir 
a sharp, hooklike protrusion of strong cartilage. Propelled by the 
momentum of the long limbs, these slasbmg 'daws' inflict Id( 
points of damage each. 

The tentacles are also covered on one side with suckers 
which the decapus can use not only to grasp its prey, but also t c  
dimb walls and c e h g s .  In combat, the decapus hangs from i 
ceiling or tree with one of its tentacles and attacks its unfortu. 
nate victim with the other nine. 

On the ground, the decapus is much less fearsome. Its ten 
tacles are not strong enough to support its weight upright foi 
long periods of time, so the decapus can manage only si, 
attacks, and these cause only half damage. When swinging frorr 
tree limbs, the decapus's movement rate is 9. On the ground 
the decapus moves much slower, crawlylg about at rate of 3. 

HabitaUSociety: These foul creatures are usually found ir 

Carnivore 

9 (hangmg from tree) 
ld6 each (tentacles) 

s, and sometimes in wilderness ruins. 

empty cave. The vicious little decapuses have K Hit Die am 
inflict ld2 points of damage per limb. They grow rapidly. Thei 
first prey is each other. Barring unusual circumstances, oni 
decapus out of each litter will devour all of its siblings, gainiq 
valuable practice in the skills of survival (and weeding ou 
weaker and less aggressive individuals). It will also grow larg< 
enough to leave the birth-nest, and begin to hunt other crea 
tures-starting with birds and small mammals, and eventuallj 
moving up to large predators. 

Ecology: The decapus preys on other predators as well as her 
bivores. Its savagery is legendary, and even fierce wolves knov 
enough to flee from it. It devours hapless humans and elves a: 
willingly as it does its normal diet of squirrels, rabbits, or deer 
Even when the monster is full, the decapus guards the remain 
der of a kill against scavengers, so that it may soon engorgl 
itself again. 

Marine Decapus 
This creature hunts by drifting slowly through the water, at I 

movement rate of 3, with its tentacles spread out around it in a1 
directions. Since the water supports its weight and it has ni 
need to anchor itself, the creature can attack with aU ten ten 
tacles at once. 

dangerous, indigent predator, threatening even sharks f 
age dominance of its waters. 

Like its land-dwelling cousin, the marine decapus lurks as 
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CLIMATE~~EP.R~IN: Subterranean HabitatiSoaety: Encounters with these monsters come 
FUEOUENCY: Very rare 
ORGANIZATION: solitary or dan appetite is voracious and indiscriminately camivorous. 
ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREREASURF 
ALIGN M E rn : 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
Hrr DICE: 7 mplex than finding 
THACO: uing that end they will gr ~~ 

No. OF A ~ A C K S :  
DAMAGEIATACK: 

and far between, ranging over vast underground regions. T 

than two of them at any one time. Many 
tence of such a civilization, citing the rel- 
e displayed by deep glaurants; others 

Ecology: In the cavems where glaurants roam, they are feared 

into obedience. 
SPECLU A ~ A C K S :  

SPECIAL DEFENSE 
MAGIC REsrsT4hLc. Nil 
SIZE: L (8‘ tall) 
M o r n :  Champion (15) 
XF VALUE: 2,000 

These rare, evil predators inhabit caverns deep beneath the 
world’s surface. Deep glaurants are named for their strange 
gulping call, which they make deep in their throats when 
excited. If alone, or when stauCing prey, they are eerily silent. 

Glaurants are scaly, massively muscled humanoids, ocher to 
stony gray in color. They stand 8 feet tall, and their four limbs 
end in iron-strong, sharp-nailed claws which enable them to 
rake and rend flesh and climb over stones with equal ease. They 
are capable diggers and have litde wings prouuding from their 
shoulders. These wings can be folded flat or sculled with great 
skill, and are used as aids in swimming, climbing, and turning 
falls into glides. 

Glaurants have small, flexible horns on their heads which 
fold over their ears to protect against dust and to help them feel 
along crevices. 

izard may be able to carefully remove this gland with its 
ontents intact. The oily gray fluid secreted by the glaurant 
can serve as a special material component in casting the 
darkness, continual darkness, and darkness 45‘ radius. So 

used, the fluid doubles either the duration or the radius of 
spell. 

While this fluid is obviously useful, it has never been so valu- 
able as to encourage hunting of the glaurant. There are more 
valuable substances for adventurers to win from less challeng- 
ing foes. 

Deep glaurants have disdain for nearly all treasure except 
magical items. They especially Favor weapons and other items 
with obvious practical applications, and they never keep magi- 
cal items they cannot wield. 

Combat: Silently, by act of will, deep glaurants can cause mag- 
ical darkness about themselves once every third round (the 
effect lasts for tbe entire round). They can see up to 90 feet with 
infravision and are not bothered by normal or bright light. 

Glaurants are intelligent enough to arrange rockfall traps ami 
deadly ambushes. They often use magic gained from cacheq 
tombs, and victims as weapons against foes, or trade such ite 
when caught at a disadvantage. A favorite attack of a glaurant is 
to glide onto prey from above in silence and darkness. 

In melee the deep glaurant slashes twice with its claws or 
strikes with two weapons, then delivers a vicious bite. Most 
favor weapon attacks. However, if the creature successfully 
rakes an opponent with its front claws and then bites, it gains a 
special “scrabbling” attack: both rear claws can strike too, 
inflicting 2d4 points of damage each. Each daw rake requires an 
attack roll. 

A glaurant hunts anything and everything it sees. It fights 
until seriously wounded or threatened with death, or until its 

ionent is slain (whereupon it immediately feeds). i 
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ECIAL ATTACKS: 

boli come from a mysterious realm Mystarans call the 
tmares. Creatures from this realm are the 
for humans and similar beings-though 
ct cheerful and well-meaning. Conversely, 

li and other intelligent beings of the Demiplane of 
es regard humans and demihumans as 'nightmares 

nturous diaboli discovered gateways to other planes 
era centuries ago; since then, many have explored and even 
tled the worlds beyond their home. Because they feel revul- 
n toward humans and most "normal" creatures, diaboli avoid 

size to humans. Their well-muscled 
bodies are mauve or lavender. Their feet have 
hooves like a pig's and their hands have only 

three fingers with an oppos- 
able thumb; othenvise the 

hands look very human. 
Their pupils are verti- 

cal reptilian slits. 
Most have prominent 

noses. Their long, 
forked tongues 

give them 
enhanced 
senses of 

smell. 

act with other life forms. 

h Y  
Very rare 
Anarchv 

Any (usually chaotic good) 
h Y  
Vanes (base 9) 
12 (see below) 
1 (see below) 
20 (see below) 
1 
By weapon or ld6 (bite) or ld4 (tail) 
Poison 
Nil 
100% (see below) 
M (average 6' tall) 
Average (10) (see below) 
Varies with Hit Dice and abilities 

bearing, and heat detection. Two small h o r n  protrude from 
top of their heads, vestigial remains from early evolution. E 
diabolus has a tail just slighdy longer than its legs. 

Diaboli come in at least three subraces, distinguishe 
overall hairiness. The bare diabolus is completely hairless. 
common diabolus has hair like most humans, and 
wear beards as well. The hirsute diabolus also has thic 
goatlike hair over the lower half of its body. 

All diaboli speak their own language. In addition, 
communicate, twirling and positioning them in a comp 

Combat: The abilities of a diabolus mirror th 

and gaining the same abilities. 
Diaboli boast two attacks that humans lack: their b. 

their tail. The bite inflicts ld6 points of damage. The tail 
ld4 points of damage and injects a mild poison; a creatu 
ing a saving throw vs. poison is paralyzed for ld6 rounds. 
boli are immune to this poison. 

bonuses and penalties apply). 
The base Armor Class of a diabolus is 9, better than 

human's 10 (owing to the creature's natural defensive skills 
Diaboli wear annor similar to that of humans; their AC is 1 
point better than humans when wearing the same armor. 

The magical effects of the Prime Material Plane have no effec 
on diaboli; similarly, magic cast by diaboli does not affect crea 
tures native to the Prime Material Plane. Mystaran and diabol 
wizards could trade fireball spells all day, and neith 
take a single point of damage. Clever magic use may still b 
effective indirectly-for example, a wizard could use relekines 
to drop a boulder on a diabolus's head. 

Note that diaboli are affected by spells cast by other diabo 
and by the magic of other creatures found on the Demiplane 
Nighhnares (brain collectors, feyrs, nagpas, maelephants, etc.). 

Habitat/Society: Most diaboli believe chaos is the natural dis 
order of all things, and they tly to bring its joys to a 
receptive. They do not generally force their belie 
who disagree. 

The diaboli have no set organizations or rulers but s 
manage quite well without them. They are an anarchist 

moral code of non-interference. Diabolus warriors become so t 
protect their cokun i t i e s  and out of a spirit of adventure; fe 
like to WI for ki l l ing 's  sake. Their technology level is primiti 
but their philosophy, art, generosity, and tolerance tend 
exceed those of the human race. 

I Ecology: Diaboli and humans tend to regard one 
revulsion. However, worldly adventurers (usua 
higher level) often overcome such innate prejudices 



Dragon, General 

Like other AD&D game worlds, the MYSTAM campaign fea- 
tures mighty dragons. Some Mystaran species exist nowhere 
else. Others grace the skies of distant worlds too, but Mystaran 
varieties may display subtle differences. 

The table below lists all the dragons currently known to 
inhabit Mystara. AU but four--crystalline, jade, onyx, and ruby 
-are fully detailed in the Monstrous Manual As noted above, 
some peculiarities distinguish these familiar dragons in the 
MYSTAM campaign. Variations are described below; otherwise, 
the Monstrous Manual description still applies. For more com- 
plete information on dragons in general, see “Dragons, General” 
in the Monstrous Manual. 

Alignment 
More than any other factor, alignment sets Mystaran dragons 
apart from those of other realms. Traditional AD&D eame 

V 

part of the alignment is rig&#. 
Mystara’s crystalline dragons are quite different from the 
crystal dragons from other AD&D game worlds. T 
have their own entry, therefore, in this appendix. 

tt Like their crystalline cousins, the ruby, jade, and 
dragons are new species of gem dragons unique to 
tara. Each has a full entry on the upcoming pages. 
The Monstrous Manual includes a ‘brown dragon.” 
tarans know this creature as the “amber dragon” Gecause 
its scales, which are normally opaque and brown, become 
as translucent as amber during key stages of its develop- 
ment (adolescence and extreme age-roughly, the very 
young and young age categories, plus very old and older). 
Apart from this variation in appearance, and amber dragons’ 
tendency toward chaotic good alignment, they are pracd- 
callv identi‘cal to the brown dragon desxihed in the 

t 

$ 

1 

diagons are concerned most about the good-evil axis; chro- 
matic, metallic, and gem dragons tend to stay with their own 
kind because of their common philosophies of evil, good, or 

Monstrous Manual in term 
abilities. 

neutrality. 
On Mystara, the law-chaos axis is considerably more impor- 

tant. Diagons who favor order, cooperation, and civilization are 
opposed by those who endorse individualism, wild living, and 
destruction. When it comes to good and evil Mystaran dragons 
are predominantly neutral. 

Mystaran dragons who interact with player characters often 
consider law and chaos first, and good and evil second. For 
example, a Mystaran gold dragon (always lawful and usually 
good) probably would assist a lawful rnan before a chaotic one, 
whether that character is depraved or princely. (On the other 
hand, if it would benefit the cause of law andgoodness to assist 
an individual, so much the betier.) 

Mystaran Dragons Table 

Dragon Hit Dice* Alignment** 
Good/NeutrallEvil 

Gem Dragons 
The gem dragons of Mystara differ from 
game worlds in one key area: Mystara 
ability. As far as anyone knows, the 
dragons do not exist here. 

As mentioned above, Mystara offers four species of gem 
dragon all its own: crystalline, jade, onyx, and ruby. Like stan- 
dard gem dragons, these creatures have a smaller chance of 
causing fear than other dragons. The parenthetica 
modifiers on the Monstrous Manual‘s DragonTable ap 

languages 
AU of the new Mystaran dragons have a chance of being able to 
communicate with any intelligent creature. The chance is 15% 
for hatchlings, and increases 5% per age category of the dragon. 
In addition, these dragons speak their own languages and the 
tongue of all gem dragons (and perhaps others, as mentioned in 
their descriptions). 

Lawful Dragons 
Gold 16 95%/4%/1% Special Attacks and Defense 
CrystaUinet 15 in%/8n%/io% Remember, besides breath weapons and spellcasting, dragons 
Rubytt 14 15%/80%/5% have a whole arsenal of special attacks, ranging from fear to tail 
Sapphire 13 5%/90%/5% slaps. Even the least intelligent dragon is very crafty, and w i U  m.. 

all possible attacks and strategies to the best possible benefit.:’? 

Chaotic Dragons 
Red 15 1%/4%/95% 
Arnber/Brown* 14 zn%no%/in% 

13 10%/6n%/30% 
~ 12 5 %/90%/5 % 

* 

** 

The “Hit Dice” column lists standard hit dice for a juve 
specimen. 
The percentages listed give an idea of the alignme 
tions in Mystaran dragons. These are guidelines 
individual dragon’s alignment can be whatever 
needs it to be for a given adventure. Only the law/chaos 



CLLMATEITEERRAIN 
FREOUENCY: Very rare 
ORCANILATION: Solitary or dan 

DIET: Ore, gems, uystal 

Cold mountains and any arctic Ioy a unique breath weapon. 
birth, crystalline dragons have white scales that are gloss 

A C m  CYCLE: h Y  

SPECIAL A ~ A C K S  
SPECIAL DEFENSE 
MAGIC RESISTAN 

Ecology: Clystalline dragons subsist on a diet of ore and 
They are also paaicularly fond of the crystallized remna 
adventurers’ equipment, considering them a special taste 
Glaciers are an ideal home, because as they slowly crawl a 
continents they scrape up tons of rock and soil. The crysta 

3 2232 
4 3240  19-27 -2 8d4+4 N u l  Nil Nil 
5 5 0 4 9  2735  -3 10d4+5 
6 69-88 3 5 4  4 12d4+6 111 1 20% A, Qx2, U 
7 88-97 
8 97-106 5057 4 16d4+8 2 112 1 30% Ax2, H, ax3, Ux3 
9 106-115 5 7 4 4  -7 18d4+9 21/21 1 35% Ax2, H, 0x4, Ux4 

10 115-124 6 4 7 3  4 20d4+10 2 1  1 /221  40% Ax3, H, 0x6, Ux6 
11 124133 73-80 72d4+11 221/22  11 45% Ax4, H, 0x12, Ux8 
12 133-142 80-87 

4350 5 14d4+7 1111 1 25% A, H, Qx2, Ux2 

- 



CLIMATE~ERRAIN: 
FREOUENW 

ACTMTY CYUE: 
DIET: 
INELIGENCE: 

ALIGNMENE 
No. APPE~RING: 

MO~MENT: 
HIT DICE: 
mc0: 
No. OF ATTACKS: 
DAMACE/ATTACK: 

ORGANEATION: 

TREASURE: 

ARMOR CLASS: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
b&.CIC &SISTPJKE: 
SLZE: 
MORALE: 
XP VALUE: 

Any wooded region 
Very rare 
solitary or clan 
h Y  
Omnivore 
Very (11-12) 
Special 
Neutral 
1 (ld4+1) 
-1 (base) 
9, F130 (C), Sw Y 
13 (base) 
7 (base) 
3 
ld8 (claw)/ld8 (claw)/2dlO (bite) 
Varies 
Varies 
Varies 
G (base 35’) 
Fanatic (18) 
Varies 

The jade dragon is among the most conversational and least 
hostile on the planet Mystara. At a distance of 120 feet or more, 
it cannot be distinguished from a green dragon. (An expen 
viewer might notice that the jade dragon is somewhat smaller 
than its green cousin, more heavyset, with a thicker and shorter 
tail, however.) At closer range the dragon’s translucent scales 
shimmer and sparkle in the light, reveahg the mighty reptile‘s 
Vue nature. 

Jade dragons speak their own language and the tongue com- 
mon to all gem dragons. 

Combat: The jade dragon’s breath weapon is a putrid cloud of 
gas, swirling brown and yellow and green. It has two effects. 
The first, identical the green dragon’s breath, is a blast of chok- 
ing chlorine gas. It inflicts damage based on the age of the 
dragon, as described on the table below; and the damage is 
reduced by half if a save vs. breath weapon is successhl. 

The second effect comes into play only if the first saving 
throw is missed. The victim must make a second saving 
throw-thk time vs. poison-r he will become infected with a 
rotting disease. A living victim cannot be helped by any heahg  
spell or healing item except a cure disease spell. The disease also 
inflicts 1 point of damage per turn. (Characters cannot be re- 
infected; that is, if a jade dragon breathes three times, and a 
character fails all three saving throws, the character still suffers 

only 1 point of damage per turn until the disease is cured- 

This disease also causes all nonmetal items in the victim’s 
possession to rot away (magic items get a save vs. acid) in ld6  
turns unless a cure disease spell is cast on them during that time. 

Habitat/Soa* Wooded areas are home to the jade dragon. 
Jade dragons pride themselves on being cultured, almost 

urbane creatures. They love to converse philosophically with 
creatures of all alignments, so as to show off their wisdom 
(which they, at least, seem to think is prodigious). 

In collecting their hoards, jade dragons take a special interest 
in art objects. They may look favorably upon characters who 
offer them new artwork, or interesting pieces of information 
related to pieces that the dragons already possess. Even a hun- 
gry jade dragon will be tempted by these prizes. 

Ewlogy: The jade dragon is omnivorous. It devours all manner 
of forest creatures when hunger smkes. It may also eat plants; 
young saphngs and bamboo are its favorite vegetables. 

isuming he survives that long 

Body Tail Breath Spells 
Age Length(feet) Length(feet) AC Weapon Wizardmn ‘est MR TreasureType XP value 
1 2-6 2 4  2 2d6+1 Nd Nd Nd 5,000 
2 6-14 4-12 1 4d6+2 Nil Nd Ni 7,000 
3 1 4 3 0  12-16 0 6d6+3 Nd Nd NI 
4 30-38 16-22 -1 8d6+4 Ndfl Nd 1, 
5 38-48 22-28 -2 10d6+5 111 1 30% H7 I, 
6 48-55 28-34 3 12d6+6 2/21 35% H, 1, u, 
7 55-66 3 4 4 0  4 14d6+7 2122 1 40% H, I, UXZ,Zx4 
8 66-75 4 0 4 6  -5 16d6+8 2 113 2 1 45% H, I, Ux4,Zx6 
9 75-85 46-52 4 18d6+9 221332 50% H, I, Ux8,ZxE 

10 85-96 5 2 5 8  -7 20d6+10 22113321  55% H, I, Ux12, ZxlO 
11 96-105 5 8 4 4  4 22d6+11 22214322 60% H, I, Ux14,ZxlZ 

I 12 105-115 64-70 -9 24d6+12 222114432  65% H, I, Ux16,Zxl2 

e9 
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CLIMATEITERR": 
FREOUENCY: 

DIET: 
INTELLIGENCE: 
TEASURE: 
ALIGNMENT: 

ORGANIZATION: 
ACTNITY CYUE: 

HIT DICE: 
THACO 
NO. OF ATTACKS: 
DAIU~AGEIATTACK: 
SPECIAL ATTACKS: 

Nonarchc shady wetla 
Very rare 
Sohtary or clan 
h Y  
Carmvore 
Low (5-7) 
Special 
Neutral 
1 (ld4+1) 
0 (base) 
12, F130 (C), Sw _ _  
12 (base) 
9 (base) 
3 
2d4 (daw)/2d4 (claw)/3d6 (bite 
Vanes 

SPECIAL DEFENSES: Varies 
MAGIC RESISTANCE: Varies 
SIZE: C (30' base) 
MORALE Fanauc (18) 
XP VALUE 

Age Len& (feet) Length (feet) AC Weapon 
1 3 4  2-5 3 2d4+1 

5-12 2 %d4+2 
12-19 1 id4+3 

2735  -1 J 

3 5 4 3  -2 5 
43-50 -3 L4d4+7 
50-57 4 L6d4+8 
5744  -5 18d4+9 
64-73 -5 2Od4+10 
73-80 -7 YJ" 11 
80-87 -a : 12 

19-27 0 l r lArA 

creatures nea 

radius) appears, centered on the victim. It moves as he moves. 
can be countered by a lighr spell, or removed by dispel magic u 
the dragon's age category as the opposing caster level); o 
wise, it remains for 1 round per Hit Die of the dragon. 
darkness is a special type through which the dragon can e 
see; it otherwise functions exactly as a normal darkness spe 

of an encounter, to hide themselves and gain surp 

the tropics to the chillier fringes of the temperate zones. As 
rule, they prefer dark, well-shaded areas such as tree-filled bog: 
In darker areas, their scintillating scales are less likely to giv 
away their location to prey. 

Ecology: Onyx dragons hunt the largest animals in their env 
ronments: alligators, herons, manatees, moose, and so fort1 
They do not hesitate to consume humanoid prey, but they d 
have enough intelligence to realize that adventurers may b 
more trouble to kill than the meal is worth. 

Onyx dragons do value treasure, especially dark and lustroi 
gems. However, they tend to have less treasure than othc 
dragons. 

Spells 
Wizardmriest MR Treasure Type XP ValUl 
Nil Nil Nil 2,00( 
Nil Nil Nil 3,00( 
Nil Nil Nil 5,00( 
Nil11 Nil HXX, a 9,00( 

5% Hx%, Q 12,OOl 
10% H x K ,  Q 13,001 
15% H. Q 14.001 
20% H: ax2 

Ni117 30% H, 0x4  
NU8 35% H, 0x5  
NU9 40% H, Qx6 

NU6 25% H, 0 x 3  
15;OOl 
16,001 
17,001 
18.001 
19;OOl 



Dragon, Ruby 

CLIMATE/TERRAIN: 

FREOUENCY: 
ORGANIZATION: 
ACTIVITY CYCLF: 
DIET 
INELLIGENCE: 
TREASURE: 
ALIGNMEN: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO 

Non-arctic hills and mountains, and 
any subterranean 
Very rare 
Solitary or clan 
Any 
Special 
Very (11-12) 
Special 
Lawful neutral 
1 (ld4+1) 
4 (base) 
9, FI30 (C), Jump 3 
14 (base) 
7 (base) . .  

No. OF ATIACKS: 3 
DAIVLAGE/Ai-rACK: Id8 (dawYld8 (clawY3d8 fbitel 
SPECIAL ATTACKS: Vanis 
SPECOV DEFENSES Varies 
MAGIC RESISTANCE: Varies 
SIZE: G (48’ base) 
MORALE: Fanatic (18) 
X P  VALVE Vanes 

At a distance of 120 feet or more, the ruby dragon,cannot be 
distinguished from a red dragon. At closer ranges the dragon’s 
scales shimmer, revealing the mighty reptile’s m e  nature. 

Ruby dragons speak their own tongue, the language common 
to all gem dragons, plus Red Dragon 

Combat: The ruby dragon’s breath weapon appears as a wave 
of incredible fiery, melting heat. This weapon has two effects. 
The first is a blast of fire (identical to the red dragon’s power). 
The blast’s force increases as the dragon ages; see the table 
below. Anyone caught in the blast can halve the damage with a 
successful save vs. breath weapon. 

The second effect comes into play only if the first saving 
throw is missed. The  victim must make a second saving 
throw-this time vs. magical fire-for all nonliving items he is 
carrying. A failed save means these items start to bum or melt. 
Paper items are destroyed instantly; leather items in one round; 
all other nonmetal items in two rounds; nonmagical metal items 
in three rounds; and magical items of all sorts in four or more 
rounds. If the item has a bonus (“pluses?, add one round to the 
four-round period for each plus. Items that give immunity or 
resistance to fire also melt, but in double the normal time. The 
burning or melting items may be saved if immersed in water 
before they are destroyed. (Coohg is the key here, not water, 

so magical remedies such as a cone of Loold or irc siom also halt 
damage.) The DM may choose to deduct one or more ‘plus 
from p a m d y  damaged items. 

Whatever their age, ruby dragons are completely immune to 
damage from fire and heat. They delight in frolichng in flows 
of magma and lava. Their tough jeweled hide also provides 
solid protection against cold; they receive a +1 bonus on saving 
throws vs. cold attacks, and -1 poiru of cold damage per die. 

HabitatlSoaety: Ruby dragons exist in the same habitat red 
dragons favor. However, they are more w d h g  to venture into 
higher altitude;, colder dimes, and deep underground. 

Ecology: Ruby dragons are ravenous carnivores. They also 
have a great fondness for the most precious of gems, fused in 
the mightiest of the earth’s furnaces. These dragons wiU attack 
dwarves gleefully, knowing the little demihumans hoazd the 
gems these dragons find so delicious. 

Characters who find themselves trapped by a ruby dragon 
have a good chance of buying their heedom by offering to lead 
the dragon to a cache of gems. 

A 
A 

- Y 

A 

Age 
1 
2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 

Body 
Length (feet) 
2-11 
11-21 
2139  
3957  
57-75 
75-93 
93-111 
111-129 
129-145 
145-155 
155-163 
163-171 

Tail 
Lag& (feet) 
3-12 
12-21 
21-30 
3 w 9  
49-69 
69-87 
87-107 
107-124 
124-144 
144155 
155-162 
162-171 

AC 
1 
0 

-2 
4 
5 
-6 
-7 
-8 
4 
-9 
-9 

-10 

Breath 
Weapon 
2d8+1 
4d8+2 
6d8+3 
8d8+4 
10d8+5 
12d8+6 
14d8+7 
16d8+8 
18d8+9 
20d8+10 
22d8+ll 
24d8+12 

Spds 
WLardmd est 
Nil 
Nil 
Nil 
NiVl 
NU2 
NU2 1 
NiV2 2 
NU2 2 1 
NU2 2 2 
1 n 2 2 1  
2/2 2 2 2 
2 1/2 2 2  2 1 

Nil 
Nil 
Nil 

25% 
30% 
35% 
40% 
45% 
50% 
55% 
60% 

7- 
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MOVEMENT: 

NO. OF A ~ A C K S :  

SPECIAL AXACKS: 
DMGE/ATTACK 

vidual descriptions below. 

Ecology: The relatively tiny insects called dragonflies are inse 
tivores; they feed on smaller insects like,mosquitoes. The giant 
dragontlies of Mysma eagerly devour small  rodents, birds, bird- 
sized insects, worms, and slugs. (See individual entries for fue 
ther detail.) 

All dragonflies need standing water to reproduce. For some, 
this means a journey far from their preferred habitat for the 
mating season. The female dragody lays her eggs under water, 
attaching the eggs to plants. If she can find a plant large enough 
for the purpose, she sometimes cuts a slit in the stem or trunk 
and places the eggs inside. Dragody eggs are quite small; half 
an inch in diameter is typical. 

Three to eight weeks after eggs are laid, they hatch. Young 
dragodies emerge as dragonfly nymphs (see “Nymph” below). 

Combat: Dragonflies dart around very quickly (even normal 
insect dragonflies are capable of d a m  at speeds up to 60 miles 
per hour!), and they are hard to hit. They also can stop instantly 
and hover in midair before darting off in another direction. 



toes), small rodents such as rats and lemmings, and the tiny 
migratory birds that have journeyed to feast on the many 
insects that buzz under the midnight sun. 

In late summer, white dragonflies lay eggs in northem lakes, 
slow streams, and bogs. When the frost amves, the adult drag- 
onflies die (which is why they never grow beyond 3 Hit Dice). 
The eggs, however, as well as the nymphs, adapt to the cold; 
they can survive being frozen through the long, dark winter. 
Come spring, they hatch and begin the life cyde anew. 

The white dragonfly's breath weapon is a blast of freeziny! 

The black dragonfly lives in dank swamps and temperate bogs. 
It enjoys climates from the tropics to middle latitudes. 

Black dragonfiies do not grow very large because there are so 
many of them; individuals compete intensely to survive within 
their crowded habitat. 

The black dragonfly's breath weapon is a stream of caustic 
acid, distilled from unpleasant chemicals natural to the insect's 
decomposing home. 

Green Dragonfly 
The green dragonfly shares the climate range of the black, from 
tropical to temperate, but it prefers forested areas. 

Its breeding is done in lakes and slow rivers more frequently 
than bogs, though green and black dragonfiies do occasionally 
compete for temtov. 

The green dragonfly's breath weapon takes the form of a 
small cloud of dense green chlorine gas. The dragonfly's body 
processes the chlorine from plain salt (sodium chloride) found in 
its environment. 

Blue Dragonfly 
The blue dragonfly is a creature of the plains, roving over wide 
landscapes and devouring many small mammals and birds, 
from thrushes to prairie dogs. It rarely eats insects, except of the 
giant variety, as they do not satisfy its hunger. 

The blue dragonfly lays its eggs in ponds and small lakes that 
dot the prairies, and in the eddies of slow-moving rivers. 

Farmers keep a careful eye out for blue dragonflies during the 
hot months, when grass fires may easily be sparked by the crea- 
ture's lightning breath attack. 

Red Dragonfly 
Most powerful of the dragonflies, the red can grow to 5 f e g  in 
length. It inhabits virtually any terrain in temperate and warmer 
climates, and is known to migrate from one place to another in 
search of food. Hills and moors often yield the best pickings. 
Stories are told of red dragonflies that have carried off young 
lambs; certainly, rabbits are not unusual prey. 

The red dragonfly is extraordinarily vicious, and will attack 
even others of its own kind to satisfy its hunger. 

The breath attack of the red dragonfly is a small column of 
searing fire. It is the most feared dragonfly attack. 

Nymph 
The young dragonfly, or nymph, looks quite different from the 
creature that it will grow to be. Nymphs are long-legged and 
wineless. A chitinous caranace Drotects their flat body. Their " , .  
coloration is dark brown or black. There is no consistent rela- 
tion between the various nymph hues and adult coloration: it is 

based on its color. 
Nymphs grow 

rapidly. Two to 
three weeks after 
batdung, a nymph 
is about 1 foot 
long and has 1 Hit 
Die. After a year 
of growth, it be- 
comes a 2 Hit Die monster, 2 to 3 feet in length. 

I 

' 

1 
Combat: AU dragonfly nymphs, regardless of species, ave a 
acidic breath weapon. This is a thin jet of greenish liq id that 
the nymph spits against a single target up to 3 fee away. 
Nymphs can spit and bite in the same round, but gene ally do 
not do so unless agitated. i 

failed attacks 
nymph break off an attack. 

their legs are tucked up next to their carapaces. 

nymph. Its iridescent wings sp 
waters for unknown skres. 



CLIMATE~~ERRAIN: 
FREQUENCY 
ORGANIZATION: 

DIET: 
INTEUGENCE: 

ALIGNMENT: 
No. APPEARING: 

ACTIVITY CYCLE: 

TREASURE: 

&OR CLASS: 
MOVEMENT: 
Hrr DICE: 
THACO: 
No. OF A ~ A C K S :  
DAMAGE/A~ACK: 

SPECIAL A ~ A C K S :  
SPECIAL DEFENSES: 
MAGIC RESISTANCE 

. .  

Any chaotic 
1 d4 
0 
12, F13 @) 
3 
17 
3 
Id2 (claw)/ld2 (claw)/ 
Id6 (bite) 
Nil 
Spell immunities 
Nil 

&y chaotic 
1 d4 
0 
12, F13 (D) 
4 
17 
3 
Id2 (claw)/ld2 (claw)/ 
ld8 (bite) 
Nil 
Spell immunities 
Nil 

Mandrake Yooddral Colddrake 
Any Cold regions 
Rare Rare 
Cells Cells 
Day Night 
O m v o r e  a. Ommvore 
High (13-14) *: High (13-14) 
R (E) R (E) 

SIZE: M (6‘ long) M (3’-5‘ long) 
MORAL Steady (12) Steady (12) 

270 ”0 

The drakes of Mystara are divided into two groups: chaotic and 
elemental. How closely related these groups are is a matter of 
disagreement among sages. In both cases, however, the drake is 
a man-sized creature. 

In its true form, a drake resembles a small dragon with tiny 
wings and without front legs. The wings can support only slow 
flight for up to an hour a t  a time. However, drakes are most 
often encountered in a human or demihuman form; each of the 
four varieties can assume the form of one or two particular 
races (see details below). All drakes can use this polymorph 
power as often they desire, changing back and forth from dra- 
conian to nondraconian guise. 

Drakes have no breath weapons or spellcasting abilities, but 
they can speak the language($ befitting their polymorphed guise. 
They may be evil or good (50% chance of each) but, except for 
elemental drakes, are always chaotic. 

Combat: Drakes are extremely intelligent and clever; they tell 
lies as needed, and surrender rather than fight to the death. 

In human or demihuman form, a drake can use any weapon 
permitted to thieves. The attack and damage information given 
above applies to dragon-kin form only. 

All drakes are immune to spells of 4th level or less. They can 
cancel this immunity for one round by concentrating-to 
receive a cure ~ ~ o u n d s  spell, for example. They make saving 
throws as wizards of a level equal to their Hit Dice. 
A protecrion from evil (or good, as appropriate) spell holds drakes 

a t  bay. 
All drakes are thieves, having all the class abilities of a 5th- 

level thief (PP 50%, OL 42%, F/RT 40%, MS 40%, HS 31%, HN 
20%, CW 90%, RL 25%; backstab x3). This can be a weakness 
as well as a virtue. For many drakes, theft is an obsession, like 
the disorder of kleptomania among humans. (The difficulty of a 
theft, not the value of the goods stolen, is what interests a 
drake. Thus, nearly woxthless trinkets kept under lock, key, and 
burly guard would be far more desirable to a drake than a jewel- 
encrusted golden crown lying beside a road.) 

&y chaotic 
1 d4 
0 
12, FI 3 (D) 
5 
15 
3 
Id2 claw/ld2 claw/ 
2d4 bite 
Nil 
Spell immunities 
Nil 
S (3’4’ long) 
Steady (12) 
650 

Elemental Drake 
Any (see below) 
Very rare 
Cells 
h Y  
Omnivore 
High (13-14) 
Nil 

Given their thief abihaes, it is natural that drakes prefer to 
attack by stealth whenever possible, and to take their enermes 
by surpnse and from a posiaon of advantage. 

HabitatISociety: The drakes have long been considered a 
branch of the draconian family, which includes dragons and 
wyverns, because the drakes’ true form closely resembles a 
dragon Their shapechanging abdity is simdar to that of Mys- 
tara’s gold dragons as well However, a hsiao scholar has 
demonstrated convincingly that the mandrakes, wooddrakes, 
and colddrakes are in fact related to Mystara’s puclush fairykmd. 

Long ago, drakes devoted themselves to the cause of chaos. 
Their aim was to keep the world unstable-just unstable 
enough so it wouldn’t progress to the point a t  which it could 
destroy itself These drakes recalled a tune when human tech- 
nology almost destroyed Mystara, and they did not wish to see 
such events repeated 

The ideology of chaos is no longer such a conscious concern 
of drakes, rather, it has become an mtegral part of their nature, 
attitudes, and tendencies. 

Chaotlc evll drakes act in any way they wish and see no need 
to jusafy their behavior to anyone. These drakes revel in the 
company of other chaotic evil beings, and enjoy corrupting 
people lnto selfishness and wanton destrucuon Chaouc neutral 
drakes have the same disregard for the opimons of others, but 
they are not acavely mahuous. 

Chaotlc good drakes, however, shll seek a good end through 
chaos, and are not simply self-servmg They may take it upon 
themselves to pursue good chaos through adventuring; they seek 

Neutral 
1 d4 
0 
12, F13 (D) 
6 
15 
3 
Id3 claw/ld3 claw/ 
ld8+2 bite 
Nil 
Spell immunities 
Nil 
L (8’ long) 
Elite (14) 



I I 
Drakes are found singly or in small groups, usually among 

humanoids who are unaware of their true nature. These “cells” 
of drakes have contact with other cells, creating a network of 
contacts that may span continents. These contacts are very use- 
ful for travel, to establish a new identity if a drake’s true nature 
is uncovered, and for less respectable ends such as fencing 
stolen goods. (Some chaotic evil drakes use their contacts to 
help human thieves unload “hot” goods to distant huyen-for a 
generous cut in the profits, naturally.) 

Both alignments of chaotic drakes are very fond of pranks 
and tricks, and have an acute sense of humor. 

Ecology: To promote their chaotic goals, the drakes infiltrated 
the societies of men, elves, dwarves, halflings, and gnomes. 
There they subtly promoted their philosophy of chaos, nudging 
their neighbors into strife and disarray. 

Drakes are omnivores. They eat balanced diets much like 
those of humans and demihumans. They do enjoy raw meat 
much more than most humans do, however. 

Mandrake 
These tan drakes can change into human form, and they enjoy 
the company of men. They often hold minor jobs in stables and 
tavems in towns (never in positions of importance or power), 
and may pretend to he adventurers. They steal food from town 
storehouses, and valuables from wandering townsfolk. 

Some mandrakes may actually join thieves’ guilds and 
improve their abilities, though most avoid such lawfulness. 

Wooddrake 
In their true form, wooddrakes are dark green. They also can 
assume elf and halfling forms. Otherwise, they’re very similar 
in habits to mandrakes, and are sometimes discovered amidst 

These white drakes shun the light of day, living deep under- 
ground (usually in icy caverns). They can change themselves 
into dwarf and gnome forms, and can sometimes be found 
amidst an underground dwarf or gnome community. 

Elemental Drake 
Elemental drakes include four species (one for each element). 
They are distant cousins of the drakes described above, which 
are more common. Airdrakes are blue, earthdrakes are brown, 
flamedrakes are red, and water drakes are sea green. (Note: The 
Monsrrous Manual describes a dragonet called the “fire drake.” 
This creature is entirely different from the Mystaran flamedrake.) 

C o m b a t  Elemental drakes are immune to normal and silver 
weapons; a magical weapon is needed to damage them. 

On the Prime Material Plane, elemental drakes can take the 
forms of young giants (1 to 4 feet shorter than normal), but they 
cannot throw rocks in those forms, and can only inflict 2d6 
points of damage in hand-to-hand combat (instead of the nor- 
mal damage done by the giant form). An airdrake can assume 
the form of a cloud giant; an earthdrake, a stone giant; a flame- 
drake, a fire giant; and a waterdrake, a storm giant. 

Elemental drakes share the ahdities, immunities, and vulnera- 
bilities of the more common drakes described above: thieves’ 
skills, spell immunities, and the hedging effects of a protecrfon 
f i ~ i i i  evil or p o d  spell. 

mental in size and ability). 

HabitatISoaery: These creatures live on the ele 
and are very rare on the Prime Material Plane. Th 

acting for their own pulposes. The natur 

selves in “cells” of individuals who can assist each.. 
maintaining their “cover” in humanoid society. 

Ecology: Elemental drakes are omnivores. Like o 
their diet closely matches that of the humanoids ey can 
resemble. In addition, these drakes are nourished hy eque 
contact with their native element. Given the giant who 
shapes they take, arranging such contact is no diHj-culty nor is 

An elemental drake deprived of contact with its n tive el 
ment will, over the course of days, become weakene 
mention imitable). Of course, this differs little from e effec 

something that would attract attention. 

of food and water deprivation on humans. 

1 .. (not 6 

The origin of the elemental drakes is hotly debate 
sages. One camp believes the drakes are all 
minor subspecies of dragon that adapted to 
tal planes. The other side holds that the drake-shape is a co 
dental shaDe evolved hv elemental life. lust to confus L,  th 



C L I M A ~ E R R A I N :  
FREQUENCY 
ORGANIZATlC 
A C m  C Y m :  
DIET 
IWELLIGENCE 
TREASURE: 
ALIGNMENT: 
NO. APPEARWG: 
ARMOR CLASS: 
M o w .  
HIT DICE: 
mco: 
No. OF ATTACKS: 
DAMAGEIATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

SEE: 
MAGIC RESISTANCE: 

MORALE 
)(P VALr 

Any temperate to tropical 
Very rare 
Pack 
Night 
Scavenger 
Average (IO) 
w 
Chaotic neutral 
‘ ’?+I 

9+2 
11 

Id8 (claw)/ld8 (claw) 
Spores 
See below 
Nil 
M (6‘ tall) 
Champion (15) 
3,000 

The dusanu, or rot fiend, is a honifymg and intelligent human- 
oid that shuffles through the deepest wilderness of Mystara, 
attacking unfortunate humans and humanoids with its deadly 
spores. 

A rot fiend appears as a yellowing, mold-encrusted human (or 
humanoid) skeleton, often wearing tattered dothing. Its strange 
eyes flicker with a haunting blue light, and the foul air near a 
dusanu is tainted with the spores of its terrible dry rot. 

There has been no account of any successful communication 
with a dusanu, although several sages and wizards have made 
the attempt. 

Combat In battle, dusanu are intelligent and ver, cuLyLuLe 
monsters always attack with their moldy claws, each causing 
Id8 points of damage. When attacking, a pack often attempts to 
form a spore-radiating circle around the intended victim(s). As a 
rot fiend attacks, its spores radiate outward, filling a 5-foot- 
radius circle around the creature. Any human, demihuman, or 
humanoid in this circle must roll a saving throw vs. poison. 
Those who fail suffer an additional ld8 points of damage and 
become infected. (See “Habitat6ociety.”) 

spongy. Their ability to absorb impact protects the creature 
from damage. Nomagical weapons inflict only 1 point of dam- 
age to the rot fiend, whde magical blunt weapons (maces, ham- 
mers, etc.) cause only half damage. Other magical weapons, 
however, inflict full damage upon the creature. The dusanu’s 
nonconductive mold makes it immiinp tn 211 h n w s  of electrical 
attacks. 

HabitaVSociety: The dusanu is actually a fungal colony inhab- 
itmg a human or humanoid skeleton. Its collective “group mind” 
grants the creature its intelligence and will. Mold inhabits every 
crevice of the host skeleton save the eye sockets, from which it 
emits the strange waste fumes that cause the dusanu’s eyes to 
flicker with an eerie blue light. 

A rot fiend reproduces by infecting humans and other 
humanoids with its poisonous spores. Those infected by these 
spores do not show any outward signs of infection for ld3+1 
days, save for an itchy rash. However, cure wounds spells have 
no effect on the victim. At the end of this time, yellowish mold 
begins to erupt from the victim’s skin. Each day the victim must 
make a saving throw vs. death. A victim who fails the saving 
throw becomes overgrown with mold, resulting in death in less 
than two hours. The spores can be destroyed with a row A i c ~ n c r  

spell cast on the victim any time prior to death. 

dead body, creating a new dusanu. The character’s personality 
is lost to the new colony now inhabiting the corpse. All the per- 
son’s memories and abilities disappear when the spores ani- 
mate the body. 

Dusanu prefer to travel in small packs of ld3+1 colonies, so 
characters hardly ever encounter them alone. Rot fiends appear 
to communicate through the release of spores and can sense 
one of their own kind up to 10 miles away. The creatures do 
not seem to choose any particular lair or hunting ground, but 
instead adopt a nomadic lifestyle. Adventurers find them most 
often roaming deep forests or swamps far from regular human 
habitation. 

When not attacking humans and other intelligent creatures, 
rot fiends avoid civilization. 

Ecology: Periodically, a dusanu must renew its mold colony by 
launching spores onto a carcass, rotting tree limb, or other dead 
object. The spores rapidly grow into mold that consumes the 
decaying material, then launches new, revitalized spores that 
feed on the previous mold colony to build a new one. The mold 
on the dead material dies after it has used up its food supply. In 
this way, a rot fiend can consume an entire body or tree trunk 
the size of itself in less than three hours. 

A dusanu’s mold-infested bones are particularly I 

After a dormant period of Id3 days, the molo 
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ORGANIZATION: 
FREQUENCY: 

ACTMTY CYUE: 
DIET 
~ I G E N C  
TREASURE: 
ALIGNMENT: 
NO. APPEARWG: 

MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATIACKS: 
DAMAGE/ATTACK 

SPECIAI A ~ A C K S :  
SPECIAL DEFENSES: 

SIZE: 
MOW: 
XP VALUE: 

ARMOR CLASS: 

MAGIC B S I q T A N r  

Eolian 
Any air 
Very rare 
Clique 
Any 
Air, clouds 
Very (11) 
Nil 
Chaotic (any) 
1 d4 
2 
F136 (A) 
8 

1 
Zd4 (buffet)/ 
2d4 (buffet) 
Suffocation, spells 
See below 
Nil 
L (10'long) 
Elite (13) 
5,000 

kdeen 
. b y  earth 
Very rare 
solitary 
Any 
Earth, metal 
Very (12) 
S p e d  
Chaotic neutral 
1 
0 
18 
10 
I1 
1 
ld12 (fist)/ 
ld12 (fist) 
Spells 
See below 
Nil 
L (9' tall) 
Elite (14) 
7,000 

The elementals ot chaos are intelligent creatures native to one 
of the four elemental planes. Each of these elementals pursues 
its own interests vigorously with little, if any, care for order on 
either its home plane or the Prime Material Plane. 
Au elementals of chaos are immune to poison, normal weap- 

ons, and 1st- and 2nd-level spells. They also can cast h a  invisibil- 
ity at will. Elementah of chaos cast spells at the 9th level of ability. 

in 
Native to the Elemental Plane of Air, eolians appear as shifting 
wind-beings that look like heat shimmers, although they are a m -  
ally cool and solid. The creatures, generally 10 feet long and not 
more than 5 feet wide, can shift their exact dimensions at whim. 

Combat: An eolian plunges enthusiastically into battle, seeing 
it as the ultimate form of chaos. It normally attacks by buffeting 
its foe with its windy body. The creature can make assaults like 
this twice per round, causing 2d4 points of damage with each 
hit. Instead, if the eolian chooses, it can plunge part of its 
wavering body into the mouth and lungs of a foe. Doing so 
requires a successful attack against h o r  Class 0. The victim 
then must make a saving throw vs. death magic or begin to suf- 
focate, automatically suffering ld8 points of damage per round. 
An eolian cannot attack while suffocating a foe, but enough of 
its body remains outside its victim that it can be attacked. 

Eolians can cast each of the following spells three times per 
day: detect magic, dispel magic, and cloud kill. In addition, the crea- 
ture can cast control winds and control temperature, 40-foot radius 
(only to reduce the temperature) each once per day. An eolian is 
immune to all air-based attacks, but remains vulnerable to 
earth-based assaults, which cause it double damage. 

HabitaVSouety: The vain eolians consider themselves chaos 
personified. They reflect the nature of their alignment so well 
that they even change it at least once a day, from chaotic good 
to chaotic neutral to chaotic evil. The homes of these creatures 
are vast, swirling maelstroms that catch up their belongings, 
constantly tossing them aloft. 

I Ecology: Eolians count anemos and krysts as enemies, as 
as the highly regimented horde. They occasionally helb ad 
turers, when the mood strikes them, although they later 
get the urge to betray or even harm their %ends." 

k&en 

Combat: In battle, an erdeen moves with surprisingigrace. 
attacks either by slamming its victim with i s  fists (1412/ld 

ds ld4x1,OOO goid pieces 
ese creatures coqsider the 

i 



Elemental of Chaos, Firecllater 

CLIMATE~~ERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 

MOVEMENT 
HIT DICE: 
THACO 
No. OF ATTACKS: 
DAMAGE/ATFACK: 

ARMOR CLASS: 

SPECIAL ATTACKS: 

SPECIAL DEFENSES: 

SIZE: 

X P  VALUE: 

MAGIC RESISTANCE: 

MORALE: 

Pyrophor 
Any fire 
Very rare 
Tribe 

Fire 

Nil 
Chaotic evil 
ld6+1 
3 
12, F136 
7 
13 
2 
2d6 (lash)/ 
2d6 (lash) 
Fire, spells 

See below 
Nil 
M (5‘ across) 
Steady (12) 
3,000 

h Y  

Very (12) 

Jndine 
iny water 
Iery rare 

Solita 
h Y  
Water 
Average (11 
Nil 
Chaotic go 

I 

11 
1 
2d8 (fist) or 
ld10 ( - ‘ I ‘  

Spells 
constriction 
See below 
Nil 
L (12’ long) 
Elite (13) 
4,000 

The elementals of chaos are intelligent beings native to one of 
the four elemental planes. Each elemental pursues its own inter- 
ests vigorously with little, if any, care for order on either its 
home plane or the Prime Material Plane. 

All elementals of chaos are immune to poison, normal wear- 
ons, and 1st- and 2nd-level spells. They also can cast detect invii 
ibility at will. Elementals of chaos cast spells a t  the 9th level c 
ability. 

Pyrophor 
Their eerily shifting features make pyrophors appear as fhcker- 
ing coals 5 feet in diameter, with fingers of flame that periodi- 
cally flare out. These natives of the Elemental Plane of Fire 
move very quickly and, in the air, resemble small meteors. 

Combat: Every pyrophor loves to cause fires on the Prime 
Material Plane. In battle, they always attempt to set their oppo- 
nents on fire by lashing o u t  with spiky finger-flames. A 
pyrophor can attack twice per round, causing 2d6 points of 
damage with each hit. In addition, a target a fiery appendage 
has hit must make a successful saving throw vs. wands or burst 
into flames; objects that normally don’t burn, like metal and 
stone, receive a +4 bonus to this saving throw. The fire causes 
ld6 points of damage each round until put out. Victims must 
spend ld4 rounds rolling on the ground or one round immersed 
in water to douse the flames. 

Pyrophors are immune to all fire-based attacks, and can use 
the following spells three times per day: detect magic, dispel 
magic, Melf ‘s minute meteors, and fire srorm. They also can cast 
afect normal fires a t  will. These elementals always suffer maxi- 
mum damage from water-based attacks. 

HabitatlSociety: Pyrophors, perhaps the most cavalierly vio- 
lent of the elementals, revel in the destructive powers of fire. 
They often use their abilities in malicious play, bathing paas OF 
the Prime Material Plane in “purifymg“ flame. 

Ecology: Bothering the lawful helions always sounds like a lot 
of fun to a pyrophor. They fear water-type creatures and water 
attacks, and particularly hate the hydrax and undines. 

Undine 
Undines reside on the Elemental Plane of Water and rarely visit 
the Prime Material Plane. 

On its home plane, an undine normally looks like a feature- 
less, transparent snake. It can change shape easily, sometimes 
adopting a form with many tentacles to handle objects. Once 
per turn, an undine can spend up to five rounds swimming 
quickly (movement rate of 48) in the form of a spinning .‘ 
These elementals remain invisible while immersed in wate 

Combat: An undine can attack using a fistlike poc 
stnctmg, or with spells. Using its “fist,” the creature can attack 
once per round If the blow h~ts, it causes 2d8 points of damage. 
The undine then can coil around its opponent, squeezing for 
ld10 points of automahc constnchon damage per round. The 
elemental can coil around any creature of pant size or less, ren- 
denng its foe unable to move, attack, or concentrate 

An undme also can cast the foUomg spells up to three hmes 
per day: detect magic, web, dispel magic, ice storm, and transmute 
dust to water An undme’s web, made of ice strands, funchons in 
the same way as one Erom a normal we& spell. However, name 
melts the strands rather than burmng them, and trapped vlchms 
suffer no damage The undine itself is immune to all water- 
based attacks, but fire-based attacks cause the creature double 
the normal amount of damage. 

While on the Prime Material Plane, an undine regenerates 3 
hit points per round whde inwater When out of water, how- 
ever, the CIeaNre loses l pomt per round from drymg. 

HabitaVSociety: The solitary undines possess a philosophy 
sirmlar to that of d~inn: to aid those whom they consider wor- 
thy. Little is known of the undmes’ social structure or ulhmate 
goals, if they have any at all. 

Ecology: Undin 



invisible stalkers as well. 
earth-ba 

fear earth-based creatlires and 

one of its spikes.) 

opponents repeatedly 
in th is manner up to tl 
of damage with each 

Krysts are immune to a 

The elementals of law are intelligent creatures native to one of 
the four elemental planes. Each dedicates itself to maintaining 
the forces of law on both its home plane and the Prime Material 
Plane, yet they differ wildly in their methods of achieving this 
goal. 

All elementals of law are immune to poison, normal weap- 
ons. and 1st- and 2nd-level suells. They also can cast detect invis- 
ibiliry at will. 

Anemo 
The anemos, native to the ElemenLaL lldne of Air, direct their 
energies at creating order from the raw stuff of chaos. 

These cottony-looking creatures, approximately 5 feet 
around, consist of a complex and ordered network of off-white 
fibers. Their extremely light bodies enable them to perform 
unbelievably dexterous aerial maneuvers. 

Combat: An anemo has little fear of battle, choosing to fight 
whoever aids the forces of chaos. In combat, an anemo usually 
attacks by forming itself into a whirlwind, whipping its oppo- 
nents with a multitude of thin, abrasive fibers. It can attack up 
to three times per round, causing ldlO points of damage with 
each assault. 

The anerno is immune to all air-based attacks. It can use deren 
magic, dispel magic, solid fog. and wind wall each three times per 
day (at 9th level). In addition, it can cast control winds (at 15th 
level) and aerial 5e lvAEl  (which cannot attack the elemental) once 
per day, An anemo remains vulnerable to eaah-based attacks, 
suffering +3 points of damage per die. 

from them. 

HabitatISoaetw 

Ecology: These elementals 
whom they wage a never-e 
the hydrax, though they 
air-based creatures and ai 
group of these beings as , 

HabitatISociety: Each anemo works closely with others of its 
kind, forever attempting to catalogue and order all of existence. 
These creatures are the most likely of all elementals of law to be 
found outside their home plane. Y 



C L I M A ~ E R R A I N :  

OncmmmoN: 
A m  CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

FREQUENCY: 

No. APPEARING: 

MOVEMENT: 
H n  DICE: 
THACO 

ARMOR CLAS 

No. OF ATTACKS: 
DAMAGE~AXACK: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

SIZE: 

XP VALUE: 

MAGIC RESISTANCE: 

MORALE: 

Helion 
Any fire 
Very rare 
Famdy 
h Y  
Fire 

Hydrax 
Any water 
Very rare 
Tolitary 

Ice 
b Y  

High (14) 
Nil 
Lawful good 

ld4+1 
1 
9 FI 7A1A\ 

Lawful evil or 
awful neutral 

2 
6, Sw 18 

1 
2d8 (squeeze) 

Spells, trap 
See below 
Nil 
T-G (1'40' diam.) 
Elite (14) 
6,000 

5-12 
5-6 HD: 15 
'-8 HD: 13 
9-10 HD: 11 
11-12 HD: 9 
2 
ld10 (claw)/ 
Id10 (claw) 
Soells 
See below 
Nil 
L (8' wide) 
Elite (14) ' 
5 HD: 1,400 
6 HD: 2,000 
' HD: 3,000 
HD: 4,000 
HD: 5,000 

.O HD: 6,000 

.1 HD: 7,000 
12 HD: 8,000 

The elementals of law are intelligent creatures native to one of 
the four elemental planes. Each dedicates itself to maintaining 
the forces of law on both its home plane 
and the Prime Material Plane, yet they 
differ wildly in their methods 
of achieving this goal. 
Au elementals of law are 

immune to poison, normal 
weapons, and 1st- and - 
2nd-level spells. They also 
can cast detect invisibility at 

Helion 
Helions (HEE-lee-ons) are native to the Elemental Plane of Fi 
and characters rarely encounter them elsewhere. These 
tremely good creatures shun violence of all sorts. 

A helion normally looks like a huge (20-foot diameter) ring 
pulsating flame. However, helions can twist their bodies in 
extraordinary range of motion; they can shnnk down to a m 
1 foot across or expand their diameters to 40 feet. 

Combat: Helions loathe combat and, even in the midst of b 
constantly search for a more peaceful resolution to con 
When in combat, a helion attempts to form a ring aro 
opponent. On a successful attack roll, the elemental 
around its victim(s) in a trap. (The helion can control its 
temperature and will not bum a trapped victim.) It 
its captured fob for 2d8 points of damage per round 
tries to damage opponents this way, preferring 
peaceful terms. 

A helion-can use detect magic, dispel magic, wall offire, and 
fying flume (works as a cure diseuse spell) three times per 
Additionally, a helion can cast affect normal fires at will. It 
all spells at 9th level. Helions, though immune to all fl 
based attacks, remain vulnerable to water-based attacks, 
which they suffer double damage. 

HabitaUSociety: Helions form tight family groups known 
rings. Each ring has ld4+1 members. Rings of helions mo 
methodically about the Elemental Plane of Fire, meeting tn d 
cuss and debate phdosophical matters of all kinds. 

Ecology: The helions are famed philosophers and negotia 
In times of great crisis, brave adventurers journey to the 
mental Plane of Fire to find aid for their people. The main 
of helions include the efreet and the elementals of chaos. 

Hydrax 
Hydraxes are native to the Elemental Plane of Water, and of 
the elementals of law, they seem the least likely to venture fr 
their home plane. These large, crablike creatures of deep b 
ice have 8-foot bodies with six legs and two clav 

Combat: In battle, the hydrax attacks with either its two ic) 
claws (causing Id10 points of damage each) or with spells. 11 
can cast detect magic, web, dispel magic, wall of ice, and transmutt 
dust to wuter three times per day. Once per week it also may use 
reflecting pool a t  the level at which it casts the others-as a.9th. 
level spellcaster. Hydraxes are immune to all water-basec. 
attacks, but suffer maximum damage from fire-based attacks. 

I Habitat/Soaety: Hydraxes are solitary creatures who, though 
lawful in behavior, tend to align with the forces of evil. They 
spend much of their m e  creating complex cities and devices of 
great beauty with tools made of ice. They seldom work to- 
gether on such efforts, however. Each hydrax instead waits its 
turn to add to their strange group efforts. 

Ecology: The most common enemies of the hydraxe 
undlnes and the erdeens; the crablike elementals Eear ea 
creatures and earth attacks, pamcularly those of the erdee 



TEITERRAIN: 
FREOUENCY: 
ORGANIZATION: 

DIET: 
A c m n  CYCLE: 

No. APPEARING: 

M o w  
HIT Drc 
THACO: 
No. OF AXACKS: 
DWGEIATIACK: 

SPECIAL ATACKS: 

&&OR 

AVth 
h Y  

Day 

Very rare 
Solitary 

Omnivore 
High (13) 
Q 
Any good 
1 
0 
9, F1 18 (B) 
3 
17 
1 
ld4 (tail) 

Sleep 

Bogan 

Very ra 
A Y  

solitaq 

Very (11) 
Q 
Any evil 
1 
0 
12, FI 30 (A) 
3 
17 
1 
ld4 (bite) or 
ld3 (tail) 
Charm, poison 

)mnivore 

W g =  
Any 

solitary 
Day 

Very (11) 

Very rare 

Omnivore 

Q 
Any lawful 
1 
0 
6, F124 (A) 
3 
17 
1 
ld4 (bite) or 
ld4 (tail) 
Nil 

GI& 

Very rare 
h Y  

solitary 
Day 

Very (12) 
Omnivore 

Q 
Any neutrd 
1 
0 
15, FI 18 (C) 
3 
17 
1 
ld4 (bite) or 
ld4 (tail) 
Dexterity drain, 

ulzaq 
Any 

solitary 

Low (6) 

Very rare 

Night 
Omnivore 

Q 
Any chaotii 
1 
0 
6 
3 
17 
3 or 1 
ld2 (claw)/ 
ld4 (bite) o 
Strennth dr. 

12 (claw)/ 
ld4 (bite) 
n, 

slow conh;sion 
SPECW DEFENSES: - +1 or better weavon to hit, reneneration. invisibility. immune to cold and fire: also see below - 
MAGIC RESISTANCE 
SILE: 
MORALE: 
XP VALUE: 

Nil 
T (1' tall) 

. .  
Nil 
T 11' tall) 

Nil' 
T (2' tau) 

Nil 
T 12' tall) 

Nil 
T (2' tall) 

Steady (il) Average'(l0)  lite (i3j Steady (il) Acerage'(l0) 
2,000 2,000 975 1,400 2,000 

Although the unique familiars of Mystara look like M y  human- 
oid creatures, these are actually the normal forms Immortals 
take when they visit the Prime Material Plane on special mis- 
sions or to perform acts of penance. As a familiar, the Immortal 
serves a mortal master: a wizard of similar alignment. Note that 
text in Ais e n f y  refers only to the five special familiars listed here, nor 
fo  regular wizard familiars. 

The five types of familiar correspond to the five spheres of 
the Immortals. Each of these spheres corresponds roughly to a 
particular alignment. The chart below shows the familiar type 
that revresents each svhere/alimment. 

F Alignment 
U chaos 
b evil 

matter law 
aryth thought good 
gretch time neutral 

Immortals do not follow these classifications exclusively; for 
example, an Immortal of thought might choose to take the form 
of a fylgar. As a familiar, then, it would possess connections to 
both law (for fylgars) and good (for its thought sphere), making 
it a fylgar of lawful good alignment. 
The tiny humanoids all have small wings and an assortment of 

powers, but each type of familiar boasts its own unique 
strengths, weaknesses, and physical features. 

While it remains a willing (and magically hound) servant, a 
familiar can communicate telepathically with its master for up 
to 1 mile. In addition, a master within that range can use all the 
familiar's senses (including infravision) and gains a +3 bonus to 
all saving throws while in physical contact with it. 

Combat: In battle, a familiar attacks with its tail and bite. m e  
ulzaq may use its claws as well.) Damage varies with the type 
of familiar, and each type has special combat abilities. 

All familiars are immune to nonmagical weapons, as well as 
cold- and fire-based attacks. They can become invisible (per the 

spell invisibility) and can cast detect evil and detect ma& at will. 
These creatures all have infravision with a 60-foot range. Each 
can regenerate 1 hit point of damage per round (aslwith the 
regenerate spell) and pass this ability on to their masters no more 
than 10 feet away. Familiars all use their magical abilities as if 
they were 2lst-level wizards. 

If a familiar ever falls to 0 hit points, its body on the Prime 
Material Plane is destroyed, and its life-force returns to its home 
plane. The character whom the creature served will not be 
granted another familiar for at least one year and SMffers the 
permanent loss of ld4+1 hit points due to the shattering of the 
mystic connection upon the familiar's death. 

HabitaUSociety: The familiars of Mystara serve their masters 
out of either choice or duty, depending on the reason F e y  were 
sent to the Prime Material Plane. In most cases, a f-r allows 
a wizard to bind it into service with a find familiar sp4U. Unlike 
most such creatures, however, Immortal familiars oft@ choose 
their masters carefully, either searching out a wizrjrd of the 
proper alignment who is trying to summon a familiar, or even 
presenting themselves to a chosen wizard and telling ithis char- 
acter to cast the spell. A completed spell tinds Immoftal famil- 
iars just as it would any other familiar. 

Certain high-level wizards have.been known to bipd an I 

willing familiar to their service; only a few know ,the ex, 
method to perform such a binding. This very risky 'roceduie 
involves long, dangerous, and costly magical opera1ions and 
produces a weaker bond than.if the candidate were willing '& 
such a familiar ever escapes its magical bindings, it will focus 

es on punishing its former captor. 
Once per week, a familiar may use its special Immortal 

knowledge and insight to help its master make an ipportant, 
decision. The aid it gives equates to that of a cummune spell. 

Ecology: Although in their Immortal forms, familiars do not 
need sustenance, while on the Prime Material Plane they need 

41 



rest, food, and drink to survive, just like nonmagical creatures. 
Familiars can speak, but rarely choose to communicate with 

anyone except their masters. They normally assist their masters 
in all manner of tasks, from magical experiments to epic quests. 
Their special abilities make them adept at spying and scouting 
enemy camps. Because of the harm a familiar’s death inflicts on 
its master, wizards seldom use them as guards or warriors. 

Familiars make their homes wherever their masters live, and 
the two seldom stray far from each other. 

Aryth 
Aryths have the most unassuming appearance of any familiar. 
These tiny humanoids (1 foot tall) have bright green eyes and 
translucent skin the color of black pearl. The aryth’s long tail 
and delicate wings seem thin almost to the point of invisibllity. 

An aryth can polymorph into ei,ther a spider monkey or a 
sparrow (per the spell polymorph self). In combat, the familiar 
attacks with its tail, which contains hundreds of tiny soporific 
stingers in its tip. Anyone struck by the tail suffers Id4 points of 
damage and must make a successful saving throw vs. spell or 
fall asleep for 2d4 rounds. 

The amazingly perceptive aryth can cast detect lie a t  will. In 
addition, it can use a protection from evil !@foot radius spell three 
times per day. An aryth never willingly serves a master not of 
good alignment. 

Bogan 
The tiny bogan has sharp, humanoid features. Its skin and four 
petite wings bear the mottled blue-green hue of the dragonfly, 
while its short, scaly tail is either bright blue or green. Its eyes, 
large and blue, help make this creature remarkably attractive. In 
fact, many mortals have met their doom after becoming infatu- 
ated with-then betrayed by-one of these beauties. 

A bogan can polymorph into a garter snake and a macaw. In 
combat, it either lashes out with a tail that boasts a knife-sharp 
edge along two-thirds of its length or it bites with envenomed 
teeth. Anyone the bogan bites must make a saving throw vs. 
paralyzation or shake uncontrollably for ld4 rounds (-2 penalty 

\ to attack). Bogans themselves 

These cunning familiars 
can cast charm person 

three times a day. 
They will talk to any- 

) one they feel they 
can manipulate or 

.I hurt, occasionally 
even allowing 

themselves to be 
bound to good- 

aligned wizards in 
the hopes of even- 

tually bringing 
about their masters’ 

, are immune to poison. \ 

downfall. 

Fylgar 
Fylgars, the most at- 

tractive familiars, have 
large, brightly colored 

wings and rounded, childlike features 
framed bv curlv hair. Their lone catlike 

- 

tails bear a coat of pastel, soft! feathery fur. Even in harsh condi- 
tions, they wear light, gauzy garments. 

Fylgars can polymorph themselves into either black cats or 
hawks. They have extremely quick reflexes (improving all their 
initiative rolls by +I), and are extraordinady agile fliers. When 
attacking with their long, whiplike tails (natural form only), 
these familiars gain a +4 to attack rolls. 

Three times a day, fylgars can cast invisibility, 10-foot radius, 
and they can use detect invisibility at will. They only willingly 
serve lawful masters; in fact, some have fallen deathly ill when 
forced to serve one of chaotic alignment. Fylgars despair over 
the vicious acts of the ulzaqs and attempt to send such creatures 
back to their home plane whenever possible. 

Gretch 
The lumpy, grayish gretch bears small, pointed horns, oversized 
hands, and a barbed tail. Its short but powerful leathery wings, 
though functional, do not permit it to fly well. 

Gretches can polymorph at will into either ravens or giant 
rats. If not polymorphed, the creature attacks with its poisonous 
tail. Victims hit by the tail must make a saving throw vs. poison: 
Failing means losing 1 point of Dexterity per h t .  They can regain 
lost Dexterity at a rate of 1 point per tum, starting one turn after 
the loss of the last point. A victim whose Dexterity drops to 3 
falls unconscious and remains so until the ability score returns to 
at least 4. The gretch is immune to mind-affecting spells. Once a 
day it may cast slow on foes. 

These familiars feel less choosy about the alignment of their 
masters than the other Immortal familiars do. Although they 
prefer to serve one of neutral alignment, a gretch will become 
bound to the master it thinks will make the fewest demands of 
it.’Gretches enjoy practical jokes, so any wizard who forcibly 
binds one into service is well advised to keep alert, lest one of 
the familiar‘s jokes “accidentally” harms (or kills) the master. 

b q  
By far the ugliest of the familiars, ulzaqs possess hideous, mis- 
shapen features, scaly yellow-brown skin, and gnarled horns 
sprouting from their tiny heads. Their vestigial leathery wings 
do not permit them to fly. Ulzaqs perpetually cover themselves 
in mud and filth, as one of their main pastimes is diving into 
dirt, trash, and other forms of refuse. 

An ulzaq can polymorph itself at will into 4 bat or frog. In 
normal form, the creature attacks with hlthy talons and vicious 
fangs. Whatever the ulzaq’s form, its bite wounds drain 1 point 
of the victim’s Strength per hit (negated by a successful saving 
throw vs. poison), Characters can regain lost Strength at a rate 
of 1 point per turn, starting one turn after the loss of the last 
point. A victim whose Strength drops to 3 falls unconscious and 
cannot be awakened until the ability score rises to 4. 

These familiars are immune to electrical attacks. Once per 
day, an ulzaq can cause confusion (per the spell confusion). 

Petty and venal creatures, ulzaqs wallow in the misery of 
others. Many search out weak masters, who often fall prey to 
their manipulation and end up doing the familiar’s sinister bid- 
ding. Ulzaqs love to torture or plague a target for weeks before 
causing this victim’s disgrace and violent death. 

Ulzaqs hate fylgars as much as fylgars detest them. An ulzaq 
attacks this enemy on sight, taking the time to torture the fyl- 
gar, if possible; the vicious creatures especially like to pluck the 
feathers from the wings of a fylgar captive. In general, they 
destroy the beauty in anythmg they see. 

~ 

~ 



FREQUENCY: VeIy rare Rare 

A c m  CYCLE A"" 
ORGANIZATION: solitary 

. -. 
DIET: Omnivore 

Low (5-7) Animal (1) 
E a 
Chaotic evil a1 

No. APPEARING: ld3 
3 
12 
12 

THACO: 9 
NO. OF AXACKS: 
DAMAGEIATTACK: 

SPECLAl ATACKS: 

SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE 
MORALE: 
XP VALUE 

5 
ld6 (claw)/ 
ld6 (claw)/ 
ld6 (claw) 
ld6 (claw)/ 
2d6 (bite) 
Radiates cold 

Immune to cold, 
+1 or better to hit 
Nil 
L (8' long) 
Steady (11) 
9,000 

3 
6 
2 
19 
2 
ld4 (daw)/ 
ld4 (daw) 

Surprise, 
cold touch 
Immune to cold 

Nil 
S (2' diameter) 
Average (10) 
175 

Frost salamanders, natives of the Paraelemental Plane of Ice, 
thrive in very cold places. They are sometimes found on other 
elemental planes and may find themselves summoned to the 
Prime Material Plane. 

This creature looks like a large lizard with white or blue- 
white scales. Its six legs end in vicious claws that allow it to 
move along even the slickest ice. Frost salamanders have blue 
eyes and translucent white teeth that look Like icicles. 

The frost salamander gets its name because so m y  consider 
it a cold-dwellina version of the normal salamander. which 

s from the Eremental Plane of Eire. 

bat: A frost salamander is immune to all cold-based 
acks. It radiates cold in a 20-foot radius, causing Id8 hit 

points of damage to all creatures within this area. It attacks 
,without any plan other than to rip its opponent to shreds by the 
fastest means possible. Individual creatures do not coordinate 
attacks. 

This monster never uses weapons; it attacks by rearing up on 
its hindmost legs, clawing with its four forward claws, then bit- 
ing. 

If near a pool of icy water, the frost salamander often pushes 
its victim into the water, possibly causing incidental damage 
from exposure, either during the battle or later. It carries its 
dead victims into an icy pool or other very chilly area, as it 
prefers to not eat warm flesh. 

A frost salamander suffers an additional 1- hit point of damage 
per die of damage in fire-based attacks. 

HabitaOlSociety: Frost salamanders sometimes leave their 
otherplanar home to visit especially cold places on the Prime 
Material Plane for reasons known only to them, or through 
summoning 

Clearly, these creatures hate warm 
suffer 1 hit point of damage for each turn they 
with a temperature above freezing. Typical 
lairs are quite cold-near frozen pools or on win y, arctic 

in sunlight; they enjoy being recipients of such spells as cone 
cold, too. 

into blocks of ice or have turned very brittle from 
low temperature almost always 
treasure free can take several hours, and 

Ecology: Frost salamanders usually eat frozen mea 
can eat any plants they happen to find. These 
tors prefer to avoid competition with other 

plains. They bask in chiUing winds the way most crea ll res relax 

Items found in the lairs of 

attempt to carry frozen items without hand coverings. ~ 

tures. 
The sluggish, bright blue liquid in a frost salamandbs veins 

can be used to temper a frost brand; a bone from this creature 
makes a fine component for a wand offrost. 

Frost salamanders hate regular salamanders, and th 
is returned; the two creatures attack one another on 
the rare occasions when they find themselves in the sa 
at the same time. 

Ice  crabs, sometimes found with a frost salamande , always 
Ice Crab 

stay in freezing areas too, especially icy pools. Ice c abs 1 
much like normal crabs, but have two daws and only 9 ,our 1 
their white shells have 

Not only can these 

rolls. A successful hit 
normal damage, plus ld3 hit points of cold damage. 

pearls. 

I 
roundings, they are adept at 
proaches; this ability gives opponents a 4 

Ice crabs collect only gems as treasure, usually dia+onds 
~ 



CLIMA~~ERRAIN:  
FREQUENCY: 

A c m  CYCLE: 
DIET: 
INM.LIGWCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 

ORGANIZATION: 

h M O R  CLASS: 
MOM: 
Hrr DICE: 
THACO: 
NO. OF AITACKS: 
DAMAGE~ATTACK: 
SPECIAL AITACKS: 
SPEClAL DEFENSES: 

SIZE: 
MAGIC RESISTANCE: 

MORALE: 
XP VALUE: 

Air 
Any windy 
Rare 
Flock 
h Y  
Air 
Semi- (3) 
Nil 
Neutral 
2dl 
6 
F124 (A) 
1+1 
19 
1 
Id6 (ram) 
Nil 
See below 
Nil 
T (1‘ wingspan) 

Average (8) 
120 

Earth 
Any cavem 
Rare 
Flock 

Ea& or me’ 
Semi- (3) 
Nil 
Neutral 
2d10 
3 
FI 9 (B) 
1 +l 

Any 

8 

Id6 (ram) 
Nil 
See below 
Nil 
s (2%’ 
wingspan) 
Steady (12) 
120 

Combat: In combat, air fundamentals flock together and 
swoop down on their target. It is not known how fundamentals 
“see” victuns, although they may detect their body heat. 

Due to these creatures’ natural coloranon, their opponents 
suffer a -2 penalty to surpnse rolls. 

A fundamental’s only attack is a r a m n g  dive in which the 
creature strikes its target with its own body, inflicting Id6  
points of damage. This attack does no damage to the funda- 
mental itself. 

These creatures can be harmed only by magic or magical 
weapons and remain immune to mnd-affecnng spells such as 
sleep and charm. Treat them as enchanted creatures for the pur- 
poses of spells such as protection from evil 

HabitaUSociety: Air fundamentals 
Pnme Material Plane m parhcularly 
of jagged mountains Characters 
flocks, and they occasionally acco 
mental creatures to the Prime Ma 

Just how or why fundamental 
Material Plane is unknown. Some theorize that these rather 
weak elementals find themselves madvertently drawn mto the 
Pnme Material Plane when a more Dowerful elemental inten- 

Among the least powerful creatures inhabiting the elemental 
planes are the fundamentals Each of these creatures resembles 
a pair of batlike wings without a head or body. Fundamentals 
never cease their flying, not even to land or rest a moment 

Air Fundamental any area 
Air fundamentals have a wingspan of approximately 1 foot. 
Their extraordinarily thin wings look transparent, while the 
creatures’ color nearer their middle ranges from translucent, 
pearly white to pale blue. The only sound these elementals 
make is a whispery hum created by the minute vibrations of 
their hssue-thm wings. 

sibly, the more powerful elementals send these creatures to the 
Pnme Material Plane for their own unknown purposes 

Ecology: Fundamentals, as foreigners to the Prime Material 
Plane, do not play an important role in the overall ecology of 

The body of an a 
potion offlying How 
Pnme Material Plan 
Plane of Air unless som 
wthm two rounds of the creature 

Earth Fundamental 
Earth fundamentals, larger than the other 
wingspan of up to 2% feet. 
h c k  wmgs of deep brown a 

Earth fundamentals have the same m u n i t i e s  as air funda- 

HabitaUSociety: Flock 

Ecology: Earth fundamentals consume earth, gems, and metal. 
They occasionally dme on the remam of an unfortunate adven- 
turmg party’s armor. 

If collected m a blessed contamer, the essence of an earth fur- 
damental can help recharge a wand ofmetal and mrneral detection. 



Fire 
CLIMATEITEWIN: Any fiery 
FREQUENCY: Rare 
ORGANIZATION: Flock 
ACTMTY CYCLE: Anv 
DIET: Any combustible 
INTEUICl Semi- (3) 
TREASU~:  Nil 
ALICNMEN Neutral 
No. APE 2d10 
&MOR c 5 
MOVE MEN FI 18 (B) 
HIT DICE: 1+1 
THACO: 19 
No. OF A 1 

. .  
SPEClAI An ACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Nil 
SIZE: T @'wingspan) 

MORALE: Steady (12) 
XP VALUE: 175 

Any water 
Rare 
Flock 
Any 
Any liquid 
Semi- (3) 
Nil 
Neutral 
2d10 
4 
FL 12 (B) 
1+1 
19 
1 
ld6 (ram) 
Nil 
See below 
Nil 
T(1'-2' 
wingspan) 
Steady (12) 
120 

Among the least powerful creatures inhabiting the elemental 
planes are the fundamentals. Each of these creatures resembles 
a pair of hatlike wings without a head or body. Fundamentals 
never cease their flying, even to land or rest a moment. 

Fire Fundamental 
This deep bluish-black creature appears constantly enshrouded 
in flames. Fire fundamentals have 2-foot wingspans and occa- 
sionally cause small fires when they brush by particularly flam- 
mable objects, such as dry leaves or paper. 

Combat:  In combat, fire fundamentals flock together and 

Ecology: Fundamentals, as non-natives of the Prime Material 
Plane, do not play an important role in the overall e I ,ology of 
any particular area. 

The body of a fire Fundamental can help create a po init of fir<, 

mentals dies on the Prime Material Plane, its bod quickly 
returns to the Elemental Plane of Fire, unless place inside a 
blessed container within two rounds of the creature's eath. 

Water fundamentals bear translucent wings spanni g 1 to 2 
feet. Tiny droplets of water continually spray From ese wet, 
ghstening wings. In bright sunlight, they appear as fa stically 

Water Fundamental 

beautiful, rainbow-colored creatures; casting pools o colored 
light over the surface of the water as they skim above. 1 

resisrance. As with others of its kind, when one of the i~ e funda- 

1 
4 

I 

~ 

Combat: Water fundamentals attack with the same shoopmg 
dives as their fiew brethren. Tacticallv. these water-babed crea- ,. 

Water fundamentals 
kind. In addition, their 
tures surprise their foes 

tures tend to charge a target straight on, en masse. 

nents suffer a -2 penalty to their surprise rolls. 

ing above large bodies of water They are most oft 

rn immerse themselves in it at least once an hour in order tq survive. 

Ecology: The water that composes much of this c ature's 
body can be used in the creation of a porion ofsarer  rearhin$. 
However, a Fundamental that dies on the Prime Mate 'a1 Plane 
quickly vanishes, returning to the Elemental Plane of yr 
order to use this Fundamental fluid, a character must co lect it m 
a blessed container and mix i t  into the potion within "I  two 

swoop around their opponents in a kinetic whirlwind of activ- 
ity. I t  is unknown how fundamentals "see" their targets. 
although they may detect body heat. 

A fundamental's only attack is a ramming dive in which the 
creature strikes its target with its own body, inflicting ld6  
points of damage. This attack does no damage to the funda- 
mental itself. 

These creatures can be harmed only by magic or magical 
weapons and remain immune to mind-affccting spells such as 
sleep and charm. Treat them as enchanted creatures for the pur- 
poses of spells such as prorecrion from e v i l  In addition to the 
above immunities, these fundamentals suffer no damage from 
fire attacks. 

HabitaUSociety: Fire fundamentals usually appear oLL ...- 
Prime Material Plane in spots such as vokanoes or places where 
natural eas commonlv burns. The" alwavs move in flocks and 

rounds of the creature's i death. 

-\ 

0~~ ~~~ 

~~~ ~~ 

often accompany more powerful elemental creatures to the 
Prime Material Plane. 

Just how or why Fundamentals come to reside on the Prime 
Material Plane is unknown. Some theorize that these rather 
weak elementals find themselves inadvertently drawn into the 
Prime Material Plane when a more powerful elemental inten- 
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CLIMATE~~ERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTMTY CYCLE: 
DIET. 
INELLICENCE: 
TREASURE: 

No. APPEAPJNL: 
ALIGNMENT: 

ARMOR CLASS: 
MOVEMENT. 
Hrr DICE: 
THACO: 
No. OF ATTACKS: 
DAMAGE/ATACK: 

SPECIAL ATACKS: 

SPECIAL DEFENSES: 
MAGIC 

MORAI 
XP VAI 

SIZE: 

Carrion Crawler 
Subterranean 
Very rare 
Solitary 
Any 
Carnivore 
Non- (0) 
Bx2 
Neutral 
1 
3 Ihead)/7 (body) 

Troll 
Any land 
Very rare 
Solitary 
Night 
Carnivore 
Low (5-7) 
(2x2 (Dx2) 
Chaotic evil 
1 
4 
24 

4 74+24 

0 VI' 1 
4d2 each (tentacles) 4d4+16 (claw)/ 
or 4d2 (bite) 4d4+16 (claw)/ 

Paralysis, Throws stones, 
swallows whole swallows whole 

4d6+24 (bite) 

Nil Regenerati 
Nil 
H (20' tall) 
Champion 
24,000 

- -  -I 

Ecology: Gargantua consume the same type of food as do their 
smaller counterparts, but they require vast numbers of calories to 
keep their immense bodies functioning. Their tremendous size 
also means they rarely live anywhere but in the most isolate&& 
regions. onlv occasionallv venturim into more civilized landsi I 

. . 

t 
feed solely on carrion. Insteid,his monstrous creature actively 
hunts for meals-although anything smaller than an elephant 
usually avoids its notice. 

Like a regular carrion crawler, the gargantuan version attacks 
to paralyze opponents, then tries to eat them. Unlike smaller 
versions, the gargantuan carrion crawler can swallow man-sized 
or smaller opponents whole. 

Gargantuan carrion crawlers have been spotted only in the 
largest underground caverns in the wilds of Mystara. 

Troll I 
The gargantuan troll remains one of the more terrifying crea- 
tures on Mystara. It is not known whether more than one of - , 

The gargantua of Mystara are extremely large and powerful 
specimens of other monstrous species. Such creatures horrify 
characters chancing upon them due to both their size and their 
ferocity. Those listed here are the most common forms of gar- 
gantua on Mystara, but any type of monster, creature, con- 
struct, or humanoid could have a gargantuan form, too. 

Gargantua strongly resemble normal specimens of a particu- 
lar monster, differing only in their extreme size. For example, a 
gargantuan troll is green and waay with a long skinny body and 
grimy claws, just like a regular troll. It also happens to stand 
approximately 20 feet tall. 

Combat: In battle, gargantua fight in the same manner as the 
normal specimens of their species. However, their great size 
causes them to make lots of noise while moving, so they cannot 
surprise anything. Gargantua that are huge (H) or larger in size 
also suffer a 4 penalty to their attack rolls when battling man- 
sized (M) or smaller opponents. 

Gargantuan creatures have the same number and type of 
attacks, Armor Class, and alignment as their smaller brethren. 
Magical abilities likewise remain unchanged, except for regen- 
eration (per the regenerate spell), which occurs at twice the nor- 
mal rate. 

Many, but not all, Rargantua can swallow opponents whole 
a bi& attack roll ofa natural 20. 

bitat/Society: The first of these creatures were the extraor- 
inary creations of the wizard Gargantua. Such monsters have 

appeared across the various lands of Mystara for the past 100 
years and more. It is unknown whether Gargantua still lives in 
some hidden location, creating even larger and stranger beings. 

also unknown whether his gargantuan "children" can repro- 
, although many of the most learned wizards and sages fear 

argantua are solitary, though they may come together for 

these horri&ing monsters ensts. Sages fervently hope that the 
wizard Gargantua had wisdom enough to create only one such 
being, as a race of gargantuan trolls might prove powerful 
enough to destroy all the world's civhzaaon. 

Like normal trolls, gargantuan trolls can attack multlple o 
nents at the same tlme. and whde they never use melee w 
ons, they occasionally throw large stones at opponents (with a 
range of 80 yards, causing damage of 4d8 points on a hit). No 
one has ever severed a limb of a giant troll and lived to tell 

I whether the limb contlnued to fighi after bemg separated from 
the creature's body If such an unlikely event were to occur, 
sages believe, the limb would fight on. 

Gargantuan trolls regenerate hit points at a rate of 6 p w  
per round They have all the vulnerabilities of normal d 
They are also the smartest gargantua known on Mystara. 

Other Varieties 
Other forms of gargantua are possible, though n 
Intelligence higher than 7 has ever been seen The DM can 

I 
one with an 

develop gargantuan creatures with the followlng guidehes 
Chmateflerrain, Achvity Cycle, Diet, Intelligence, Ahgn- 

ment, Armor Class, No of Attacks, and Magic Resistance. the 
same as for the normal version of the creature I 

Frequency very rare 
Orgamzatlon solitary 
Treasure. twice the normal amount 
No. Appearing 1 
Movement mace normal rat 
Bt Dice. four tlmes n o d ,  

tlonal ht points (for example, 4+ 

I 
THACO. oer Hit Dice of the garganhm b I -  

* Damage/Attack: four times normal. 
Special Attacks: per normal, though the DM can choose to 

p to a factor of four; dam- increase ranges and area of effect by u- 
age for special attacks also should increase to four times normal, 
if appropriate. Many gargantua, if they roll a 20 

. tor a biting 

Special Defenses: per normal-sized creatures, except regen- 
attack, can swallow opponents whole. 

eratloi rate (if any) doubles. 
Size: four umes normal. I 
Morale: elite or better. 

.YP\I 



CLIMATE/TERRAIN : 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

MOVEMENT: 

No. OF A ~ A C K S :  
DAMAGEIAT~ACK 

SPECIAL DEFENSES: 
SPECIAL ATACKS: 

h44ClC RESISTAN 

Chaotic neutral 

-2 
6 
2 
19 
,1 
ld8 (claw) or by wea 
Surprise 
Nil 
Nil . .. 
s ( 3 ' 4 '  tall) 
Steady (11) 
65 
175 (priest) 

Geonids-small, intelligent cave-dwellers-live and hunt in 
clans within tunnel complexes or natural cave systems. 

The bipedal geonids have two arms ending in sharp, three- 
part claws dexterous enough to wield tools and weapons. A 
geonid protects its tender flesh with a mottled gray outer shell, 
which gives the creature an unusual appearance. The geonid's 
arms and legs protrude from small openings in the bottom nf 
,the shell and can be withdrawn for either protection or camou- 
flage. With its limbs retracted, a geonid cannot easily be disrin- 
guished from a small boulder. 

Geonids speak to each other using a series of dicks and shell 
gestures incomprehensible to outsiders. A few specimens (per- 

dO%) have learned basic Common. 

bat: Geonids rarely seek out combat, fighting only to 
d their lairs or attack prey. (Geonids are pamcularly fond 

of horseflesh.) When attacking, they prefer to gain an advantage 
through surprise. Due to the geonids' resemblance to boulders 
when hiding, opponents suffer a -4 penalty to their surprise 
rolls when encountering them. 

In battle, geonids attack with either one of their powerful 
front limbs or with a stone weapon, usually an axe or club. 
They attempt to swarm larger opponents, with at least three 
creatures attacking a single foe. They are tenacious opponents, 
but a geonid near death usually retreats into its shell, scuttling 
away from combat rather than risking its life. 

The creatures always attack in groups and are almost never 
encountered alone. A single geonid prefers to hide or flee rather 
than face an opponent of any son. 

HabitatlSociety: These social creatures live in clans of 
(ld6x10)+20 individuals. The few outsiders who have stumbled 
upon a geonid lair often are surprised by their numbers, since 
most adventurers encounter them in hunting parties of only 2d6 
individuals. A clan usually follows a geonid priest who, though 
lacking spells, remains an exceptionally powerful specimen. A !' 
priest has 4 HD and causes 2d6 points of damage with its daws, :, 
or +2 to damaee with any weaDon. A eeonid lair alwavs con- 

shaped stones dedicated to their 1mmortals:Offerin s of pre- 
cious metals, gems, and coins collected by the clan 1 e among 
the boulders of the shrine. The rest of the lair consis of small 
piles of stones covering the hollows in which the geo .ds make 
their rocky nests. H 

Geonids 

after the child stays near its mother, clinging to 

The creatures feel extremely suspicious of 
ticularly humanoids. They normally guard 
hiding their existence and blending into 

shell and hiding beneath it when threatened. 

Geonids may be related to galeb du 
dom live in dose proximity. 

horse meat and uni 
boulders, which the 

Y " 
fains a strange shrine built of chipped boulders and oddly- 



_ -  I 
CLIMATE~~ERRAIN Any battle site Combat: Since the members of a ghostly horde have no true 

consciousness or intelligence, it is the minds of their vicums 
ORGANIZATION Troop that give the horde its substance and power Each character 
ACTIVITY Cucr- Any Nho enters a battlefield where a ghostly horde exists sees the 
DIET: Nil ;pectral army appear at the edge of the battlefield and must roll 
INIELLIGENCE. Not ratable (0) 2 saving throw vs wands. If the saving throw succeeds, the 
TREASURE. Nd iorde fades away before mounting its attack If the saving 
ALIGNMENT: Not apphcable hrow fails, the character sees the horde prepare to charge and 
No APPEARING Special nust roll a second saving throw. A second failed 
ARMOR CLASS: 4 ndicates that the character has succumbed to 
MOVEMENT: 12 iorde attacks 
Hrr DICE: 3 
THACO 17 
NO OFATIACKS. 1 
DAMAGE/ATIACK 1 &? (sword) 
SPECIAL ATIACKS 
SPECIAL DEFENSES 
MAGIC RESISTANCE 
SEE: IVI (6’ tall) 
MORALE Fearless (20) 
xp VALUE 120 

A ghostly horde consists of the psychological remnants of an 
army that met a sudden or catastrophtc defeat. Th 
ated by the losers’ overwhelrmng desire to comple 
whatever that may have been. 

For those whose fear allows them to see it, 
takes the form of the soldiers who lost the 
how long ago or how recently the battle took 
appear exactly as they did on the day of their violent d 
they make no sound whatsoever Although such armie 
mally appear as they did in life, occasionally reports surfac 
regarding ghostly hordes whose soldiers bear the seeming1 
sull-kesh wounds that caused their deaths. 

Although the horde may number hundreds or tho 
h e  one who failed the saving throws, only one ghostly soldier 
actually attacks this pamcked character. A vicum struck by the 
ioldier suffers Id8 pomts of damage from its weapon and must 
-011 a savmg throw vs. death Success means the character sus- 
i i n s  normal damage; faallure means the character falls uncon- 
juous, “slain” by the ghostly soldier. A “slam” character revives 
in Id4 turns to find that only half the damage the soldier 
inflicted is real The remaining damage does not appear in the 
form of cuts (as a real sword would d c t ) ,  but rather as a senes 
of raised welts on the character’s body. 

A character attacks a ghostly wamor as if it were a real oppo- 

/ 
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CLIMATEJTERRAIN: 
FREQUENCY: 
ORGANIZATION: 

DIET: 
INELLICENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
Hn DICE: 
THACO. 
No. OF ATTACKS: 
DMGE/ATIACK: 

SPECW ATTACKS: 

ACTIVITY CYCLE: 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

x? VA1UE: 
MORALE: 

Any hill or mountain 
Rare 
FamiIy 

4 
2d6+7 (bash)/2d6+7 @ash)/ 
2d6+7 (bash)/ZdlO (bite) 
Poison 
Nil 
Nil 
H (18’ tall) 
Champion (15) 
12,000 

The athach is a hulkmg humanoid with a malformed body most 
notable for the third arm growing from the center of its chest. 
Topping the athach’s roughly-muscled body, its hideous head 
boasts irregular and outsized features, including bloodshot eyes 
and lopsided ears (one huge, one tiny). Each of the creatures has 
a set of huge, gnarled tusks protrudingnpward from its slobber- 
ing mouth. These giants almost never bathe, so they smell par- 
ticularly foul. They dress haphazardly in rags and furs, often 
jamming bracelets on their fingers, necklaces around their 
wrists, and other jewelly wherever they can fit it; the beauty of 
the pieces glitters in gross contrast to the giants’ ugly bodies. 

Athachs have their own crude dialect of the language most 
giants speak, and some few know Common. 

These dim, ill-tempered creatures possess a penchant for col- 
lecting gems and jewelry. Despite their stupidity, they can 
inspire fear in even the staunchest wamors. 

Combat: Athachs attack by b a s h  their opponents with thick 
tree stumps or large stones clutched in each of their three wany 
hands and by biting with their poisonous tusks. An athach’s 
weapon inflicts 2d6+7 points of damage (including Strength 
bonus) on a successful hit. Any opponent an athach bites must 
make a saving throw vs. poison with a ~ 4  penalty, due to the 
terrible strength of the yen r remain helpless for 
ld6 turn.  

These beasts have no notion of strategy or tactics and always 
attack opponents head-on in battle. Occasionally, when hunting 
for meat (including humans), athachs refrain from killing their 
paralyzed victims at once. Instead, they tie up their captives and 
carry them to their lairs to kill later. Transporting the victims 
this way keeps their meat fresh, the way the giants prefer it. 

Athachs avoid other giant creatures; they receive a penalty of 
-4 to their morale when facing creatures of huge (H) size or 
larger. 

HabitatfSociety Athachs make their homes &simple caves @ 
the mountains or deep woods. They live in small f d y  group- 
ings, normally consisting of one adult male, one or two adult 
females, and two to four juveniles. When not hunting, most 

break its bargain! 
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CLIMATE~ERRAIN:  
FREQUENCY: 
ORGANIZATION 
A c m  CYCLE: 
DIET: 
INELLICENCE: 
TREASURE: 

NO. APPEARING: 
ARMOR CLASS: 

ALIGNMENT: 

MOVEMENT: 
Hrr DICE: 
THACO: 
No. OF ATTACKS: 
DAMAGEIATTACK: 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 

SPECIAL A ~ A C K S :  

XP VALUE: 

Any mountain or cavern 
Very rare 

Night 
Omnivore 

solitary 

High (13-14) 
W (F) 
Neutral 
1 
-2 
12 
25 
3 
2 
4d10+12 (axe)/3dl0 (fist) 
Spells, throw 
See below 
Nil 

Fearless (19) 
28,000 

H (18'-25' tall) 

Hephaestons spend their time and energy I U I ~ I I I ~  wrapons in 
the highest mountains or deepest caverns of Mystara. These 
solitary giants have resilient, dark skins of flexible iron. Males 
often sport very bushy beards. Both sexes are well-muscled, 
particularly in the upper body, and dress in comfortable gar- 
ments that will not interfere with their beloved work at the 
forges. The giants each carry a huge, iron weapon (usually a 
sword or axe) at all times. 

Combat: Although hephaestons usually do not seek out com- 
bat, they prove particularly impressive and dangerous foes. Due 
to their incredibly dense iron skin, these giants can be hit only 
by weapons with +2 or greater enchantment. They are also 
immune to all forms of fire and remain ur.fF-rtJ by 1st- and 

2nd-level spells, as well as any magic or spells affecting the 
mind (such as chum, hold, or any illusion). 

In battle, a hephaeston attacks with its huge iron weapon 
once per round; a hit causes 4d10+12 points of damage, indud- 
ing Strength bonus. In addition, the creature either can attack 
with a fist or use one of its special abilities (see below). If the 
fist hits with an attack roll of 18 to 20, the hephaeston has 
grabbed its opponent, causing its normal 3d10 points of dam- 
age. Then, at the end of the round, it may throw the hapless 
victim to the ground for an additional 5d6 points of damage 
(halved by a successful saving throw vs. death). 

Hephaestons also may choose to use one of their special abil- 
ities: 

Levitate iron or steel objects (as a 2nd-level levitate spell that 
allows 40 feet per round with no need to concentrate, in a range 
up to 120 feet); 

Instantly heat one iron or steel object (up to 70 Ibs.) within 
100 feet to red-hot for ld4+1 rounds. Contact with such an 
object inflicts 2d6 points of damage per round (though a suc- 
cessful saving throw vs. spell halves the damage); 

Create a wall of iron once per day (as a 5th-level wuN ofiron 
spell that lasts only three turns). 

Habitat/Society: Hephaestons spend much of their time alone 
forging weapons, each s e e k  to perfect the art of the weapon- 
smith. These giants sometimes spend months, and even years, 
crafting and recrafting a single weapon, until it reaches their 
exacting standards. 

Regardless of whether a hephaeston makes its home atop a 
high mountain peak or in a deep cavern, its isolated lair always 
contains a forge. Puffs of smoke from the giant's forge or ringing 
sounds of the creature at work are often the only clues of its res- 
idency. 

Hephaestons' diets consist primarily of game animals, such as 
deer and boar, and various plants. They also must consume at 
least 50 Ibs. of iron a month to maintain their strangely formed 
bodies. 

Once or twice over the course of a hephaeston's long life 
(500+ years), a male of the species successfully creates an item 
of surpassing workmanship and beauty. The giant then goes in 
search of a female of its kind. 

When they find each other, the two giants go through an elab- 
orate courtship ritual in which the male presents the creation to 
the female who, if pleased with the item, forges a gift for the 
male in return. The two may stiy together up to a year, during 
which time they fashion a child from the purest iron, each adding 
several drops of liquid iron from their own skin to instill life into 
their child. The new hephaeston stays with one parent long 
enough to learn the arts of the forge, then heads off on its own. 

Ecology: Hephaestons shun other intelligent beings and do not 
look fondly on intruders. It sometimes proves possible, how- 
ever, to convince a hephaeston to create human-sized weapons 
of steel or iron. The creatures remain always on the lookout for 
large quantities of iron ore and might be persuaded to trade 
information or weapons for such ore. Hephaestons also collect 
metals (including coins) and weapons of all types. They particu- 
larly like weapons of especially fine construction. 

Weapons created by hephaestons are particularly durable (+2 
bonus to saving throws), sharp (+2 bonus to damage), and beau- 
tifully worked. They command three to five times the market 
value for normal weapons of their type. 



CLIMATE~~ERRAIN: 
FREOUENCY: 
ORGANILATION: 
ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
H n  DICE: 
THACO: 
NO. OF ATIACKS: 
DAMAGE/ATTACK: 

SPECIAL ATIACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 

MORALE: 
xp VALUE: 

SIZE: 

Amber Skeletal 
Any land Any land 
Very rare Rare until destroyed, usually in combat. 
Solitary solitary 

Any 
Nil 

Any 
Nil 
Non- (0) Non- (0) 
See below Nil 
Neutral 
1 
6 
18 12 rayer, command, and quest. 

11 15 Skeletal Golem 
3 4 
2d6 (claw)/Zd6 By weapon 
(daw)/ZdlO (bite) 
Nil Nil 
See below See below 
Nil Nil 
L (8’-12’long) M (6‘ tall) 
Fearless (20) Fearless (20) prove pamcularly frightening to look upon. 
6,000 1,400 

Ecology: As unnatural creatures, golems play no part in the 
ural ecology. They neither eat nor sleep, and they “live” 

The destruction of an amber golem causes the cteatu 
hatter into many large shards of amber. All together, +e pi 
f amber weigh 300 to 600 Ibs. (ld4+2 hundred) and Bre w 
:om 3,000 to 6,000 gold pieces (ld4+2 thousand). 

An amber golem, can be created only by a priest of at 
7th level who has the 100,000 gold pieces it costs tp pro 
he construct. The work takes the priest four mqnths and 
!quires the following spells: animalsummoning Ill, anihate object, 

L T  ... &..I 

10 (50 hp) 6 (30 hp) 

A skeletal golem (sometimes known as a bone go1em)llooks 
a man-sized creation sewn together from human bpnes. 
bones are bound together in a rough imitation of +e human 
body, with one obvious exception. Instead of havingitwo arms 
attached to its ghastly body, a bone golem has four, pprou 
from wherever its creator chose. Some wizards abo  lik 
carve or paint runes of ownership onto the bones; surh go1 

Combat: Due to the skeletal golem’s multiple arqs, it 
wield four weapons (or two two-handed weapons) $I comb 
The golem may attack two separate foes in a slngle rqund. 

A bone golem suffers damage only frommagical weapons. Its 
immunities to poison and mind-affecting attacks extepd to fire, 
cold, and electrical attacks as well. However, the goledn remains 
vulnerable to spells with other effect 

Ecology: It is rumored that the more unscrupulous yzizards ot 
the land of Alphatia particularly enjoy creating skelgtal golem 
guardians to protect their laboratories and abodes ;From a 
siders--especially rival wizards. 

A wizard of at least 14th level can build a skeletal golem 
process that takes three months and costs 30,000 gdld pie 
The spells required are limited wisk, animate dead, gas,# and stone- 
stin. 

A golem is actually a “construct,” a powerful, enchanted mon- 
ster created and animated by a high-level wizard or priest. The 
creatures can be made from almost any material. The DM 
should feel free to create new types as desired. 

Golems are immune to poisons and to all mind-affecting 
attacks. In addition, they remain unaffected by most spells, 
with exceptions listed in individual entries. 

Amber Golem 
Amber golems often appear in the form of giant cats, especially 
lions or tigers. Their semitranslucent amber bodies-often 
expertly carved-look particularly beautiful in repose. 

Combat: As with all these constructs, an amber golem is a tire- 
less foe. In battle, it leaps upon its opponents, slashing with its 
terrible claws and biting with the wickedly sharp slivers of 
amber that form its teeth. 

Amber golems, nearly faultless trackers, prove particular1 
effective at recovering fleeing enemies. The golem can automa 
ically follow a trail less than 12 hours old. For every additio 
12 hours that elapses, it gains a 5% chance of missing or 10s 
the scent. So, for example, an amber golem has an 85% ch 
to follow a trail 48 hours old. 

These golems also make particularly effective guards, since 
they can cast detect invisibility to a range of 60 feet. 

An amber golem sustains damage only from magical weap- 
ons. Such a construct is considered a crystalline creature when 
attacked with a shatter spell; it suffers ld6 points of damage per 
caster level, to a maximum of 6d6 points of damage, with a sav- 
ing throw allowed for half damage. Amber golems also sustain 
half damage from fire spells, but otherwise remain immune to 
spells. 

HabitadSociety: These automatons, which operate under the 
direct control of their creators, have no society or association 
with any particular habitat. Golems can obey simple commands 
but have very limited mental capabilities. They often guard 
great treasures or places of importance. 

. . 

n 



CLIMATEITERRAIN: 
FREauwrx 
ORGANIZATION 
ACIMTY CYUE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
-OR CLASS: 
MOVEMENT: 
Hrr DICE 
THACO 
NO. OF ATTACKS: 
DAMAGFJAXACK: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
h G I C  RESISTANCE: 
SIZE: 
MORALE: 
X P  VALUE 

Any land 
Very rare 
SolitaIy 
Any 
Nil 
Semi- (2-4) 
Nil 
Neutral 
1 
-3 
12, F124 (C) 
20 
3 
3 
2d6 (claw)/2d6 (claw)/ 
ld20+10 (bite) 
Breath weapon 
See below 
Nil 
G (27’35’ long) 
Fearless C“’ 
23,000 

A golem is actually a “construct,” a powerful, enchanted mon- 
ster created and animated by a high-level wizard or priest. 
These creatures can be made from almost any material. The 
drolem-the most fearsome of all such constructs-proves 
especially difficult to create. 

A drolem looks like a dragon: either a beast of a certain color, 
a composite OF different types, or simply a dragon skeleton. In 
many ways its physical abilities rival those of the formidable 
beasts it resembles, but the drolem is extremely stupid-utterly 
incapable of speech, spellcasting, or the devious plotting that so 
often marks the actions of true dragom 

52 
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Combat: In battle, the drolem proves as formidable as any true 
dragon. The monsters can sustain damage only from weapons 
of +2 or greater enchantment and remain immune to all f o m  
of fire, cold, and gases (smce they do not need to breathe except 
to use their breath weapon). In additlon, drolems are immune 
to poisons, mind-affecting attacks, and to all spells of 4th level 
or lower They can cast defect tnvrsibihy to a range of 60 feet. 

Unfomnately, a drolem’s Intelligence (or lack of same) h t s  
its tachcs. One of these creatures does not often attempt strate- 
gies more complex than a direct attack. If given extremely pre- 
cise instructlons by its creator, it mght successfully execute a 
maneuver such as piclung up an opponent, flying into the air, 
and dropping the unfortunate vlctun. However, it could accom- 
plish this sort of act only after receiving the most careful of 
instructions. Normally, a drolem can follow commands no 
more complex than: “Kill anyone who enters this chamber, 
except me 

Most drolems prefer to attack from the air when possible. In 
battle, they attack with their immense foreclaws, each one 
d c h n g  2d6 points of damage, and their wicked bite (ld20+10 
points of damage) In addition, a drolem can use its breath 
weapon three tunes per day to exhale a small, poisonous doud 
(a cube measuring 20 feet on each side, appearing directly in 
front of the drolem) All w i h n  the cloud must make a saving 
throw vs. dragon breath or die 

HabitatlSociety: These automatons, which operate under the 
direct control of their creators, have no society or associatlon 
with any particular habitat. Golems can obey simple commands 
but have very lunited mental capauhes. Unhke most such con- 
structs, a drolem can think, but in a quite limited fashion; it 
obeys all its creator’s instructions exactly to the letter. This 
habit can cause difficultles-it is not unheard of for an mcau 
tious wizard to give.a balem a . ,.r%*.u;e. 

. , ‘ I  ; ,~ i. . ! ; < ”  ’ . , . 
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ator’s own demise. 

Ecology: As unnatural creatures, drolems play no part I 
natural ecology. They neither eat nor sleep, and they “live 
unhl destroyed, usually in combat. 

Most true dragons hate drolems with a passion. The mighty 
reptdes either see the constructs as vlcious mockeries of them- 
selves or h d  themselves horrified by the acts that drolems are 
so often built to accomplish. In particular, dragons despise 
drolems created in their own image. Thus, an onyx d 
becomes most enraged by the sight of an onyx drolem, a 
red dragon partlcularly hates the sight of a red drolem. 

Because drolems are parucularly rare and powerful go 
they guard only the most special places and treasures. The 
cially arduous creahon process can take almost a year to 
plete, even after all the components have been assembled. 
a wizard of at least 18th level can create a drolem, using a cer- 
tain book and several rare materials, found only on Mystara. 
These materials, which cost about 90,000 gold pieces, are 
detailed in books that describe drolem creation, but remain 
unknown to the general pubhc. The scales from at least three 
different types of dragons go into this golem’s constructlon, 
rumors say. 



CLIMATEJTERRAIN: 
FREQUENW 

ACTMIY CYCLE: 
DIET: 
INELLICENCE: 
TREASURE: Nil Nil 
ALIGNMENT: Neutral Neutral Mud Golem 
NO. APPEARING: ld2 1 
ARMOR CLASS: -1 9 
MOVEMENT: 3, F19 ( 9 
HIT DICE: 16 8 
THACO: 5 13 odor reminiscent of swamp gas. 
NO. OF ATIACKS: 4 1 
DMGE/AiTACK: Id8 (claw)/ld8 2d6 (smother) 

(claw)/(2d8) h o d  
(ld10) tail 

ORGANIZATION: 

A mud golem stands about 6 feet tall 
cular human fighter. This 
almost non-existent features: no 
faintly gleaming hollows for 

SPECIAL ATTACKS: 

SFECLAL DEFENSES: 
MAGIC RESISTANCE: Nil 
SIZE: 
MORALE: 
XP VALUE: 19,000 

Iron Gargoyle 
Except for their great height (12 feet), iro 
normal gargoyles. Each of these craggy cre 
iron scales. with numerous iron spikes protruding from its wise unaffected bvspeUs. 

I . .  
body 'l'ht, iron gargoyle's red eyes gleam malignanrly. In dim 
!iehriny. ;ondiriuns. flames visibly lick the edaes of irs winninc - L - 
maw. Viewed by infravision, these monsters glow brightly 
from the heat their hulking bodies contain. 

where,Kut priests usually 
to mard buildims and 

1 Combat: The iron gargoyle remains utterly unaffected by all 
forms of fire. However, any cold-based attack inflicts double 
damage on it. This creature is otherwise immune to spells and 
suffers damage only from weapons of +2 enchantment or bet- 
ter. I t  can cast detect invisibility within 60 feet. 

An iron gargoyle is not a veIy agile flier, but in battle it often 
attacks initially from the air, attempting to crush its foe by land- 
ing on it. The intended victim of this attack can roll a saving 
throw vs. death to avoid it. Those who fail suffer 3d10 points of 
damage and, stunned, cannot act for ld3 rounds. 

In combat, the monster applies its two claws (ld8 damage 
each), hom (2d8 damage), and lashing tail (ld10 damage). Any- 
one the gargoyle's tail bits must make a successful saving h o w  
vs. paralyzation or become stunned for l d 3  rounds. Every three 
rounds the gargoyle can breathe fi!e in a cone 30 feet long and 
10 feet wide, causing 3d10 points of damage (halved by a suc- 
cessful saving throw vs. dragon breath). 

Ecology: As unnatural creatures, iron gargoyles play no part in 
the natural ecology. They neither eat nor sleep, and they "live" 
only until destroyed, usually in combat. 

=51 100 gold 

takes one 



FREQUENCY: 
ORGANIZATION. 
ACTMTY CYUE: 
DIET: 
INI+UIGWCE: 
TREASURE: 
ALIGNMENT: Neutra 
No. APPEARWG’ 
ARMOR CLASS: 
MOVEW: 
Hrr DICE: 
THACO 
NO. OF 
DAMAG K: 

2d10 (h& 
FZ 

onstruct,” a powerful, enchanted mo 

Nd $3 SPECM ATACKS 
SPECIAL DEFENSES. See belc&A 
MAGIC RESISTANCE. Nd 
SIZE. L @-lo’ tall% 

ster created and animated by a high-level wizard or priest. The 
creatures can be made from almost any material, including rock 
and silver. The DM should feel free to invent new kinds of 
golems as circumstances dictate. 

Rock Golem 
Until activated, these constructs usually resemble irregular rock 
formations. Rock golems in the form of large human statues 
when carved with exceptional skill, occasionally can be mistaken 
for caryatid columns, a different form of magical construct. 

Combat: Despite their slow pace, rock golems are fierce oppo- 
nents. Each of their fists causes 2d10 points of damage. These 
golems use no other form of attack, but remain absolutely 

c 

relentless and tlreless m battle, followmg their master‘s mtruc- 
hons explicitly and mindlessly. 

Only magical weapons can stnke rock golems successfully. 
Any normal weapon that hits the creature automatically breaks 
on contact’ Swords snap, axe heads shatter, etc. Enchanted 
blunt weapons will not break against the golem’s rocky skin, 
but edged and pointed magical weapons might; enchanted 
edged and pointed weapons must make a successful saving 
throw vs. crushing blow with a -2 penalty or shatter. A 
weapon’s magical bonuses apply normally to thu sa- throw. 

Like other golems, rock golems are m u n e  to poisons and to 
mind-affectmg attacks. They remain unaffected by electrical, 
fire, and cold attacks, but can sus-k&.yg&w~& 
other effects. . . .::.. 

, ,. .. , 
. , : ! , . ’ ‘ e ’ A  

HabitaUSociety: These automatons operate under the direct 
control of their creators-they have no society, no friends, and 
no relauonships. They have no nahve habitat, either, and can 
exist anywhere their creator m g h t  have reason to put them. 
Obeylng smple commands nearly exhausts their h t e d  mental 
capacities They are used almost exclusively as guardians, 
watching over great treasures or places of unportance. 

Ecology: As unnatural creatures, golems play no part m the nat- 
ural ecology. They neither eat nor sleep, and they “live” only 
untd destroyed, usually in combat. 

A rock golem takes one month and costs 50,000 gold pieces 
to construct. A wizard of at least 14th level can make such a 
creature using the followmg spells: hmrted wish, move eu& stone- 
sbn,  and geas 

Siver Golem 
A silver golem is composed of a silver outer body filled with ’ 
quicksher (mercury) to grant the golem its great speed. The d- 
ver skm of these tall and lanky humanoids has such flexlbhty, it 
appears almost liquid m nature. The constructs usually possess 
quicksilver eyes as their only features. 

Combat: A silver golem is the qmckest of 
Its amamg speed enables it to attack mace 

Ecology: The remains of a defeated silver golem have great 
value. The silver composing the body weighs 100 lbs. and 1s 
worth 1,000 gold pieces. 

mgs needed to create any golem. Add 
6nd a sufficient quanhty of quicks 
dread creation. The materlal cost 
totals 100,000 gold pieces. Only a 
can build one of these constructs, in a process that takes six 

‘ months and requires these addihonal spells. limtted wrsh, haste, 
lrgktnrng bolt, dommatton, and mjor creation. 

Creatlng such a rare construct requxes all th 



CLIMATEERRAIN: 
FREOUENCY: 
ORGANIZATION: 
ACTIVTY CYCLE: 
DIET: 
INTELLIGENCE: 

ALIGNMENT: 
NO. APPEARING: 

TREASURE: 

&OR CLASS: 
MOVEMENT: 

THACO: 
NO. OF ATTACKS: 
DMGEIATTACK: 

SPECIAL AITACKS: 

H n  DICE: 

SPECW. DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XP VALUE: 

Gray 
Philosopher Malice 
Any ruins Any ruins 
VeIy rare Very rare 
Solitary Cluster 
Night Night 
None None 
High (13-14) Non- (0) 
Nil Nil 
Neutral evil Neutral ev 
1 
4 
Nil 

0 1 
Nil ld10, Ids, 

ld6 (bite) 
Shriek of fear Attack as 9 

HD creature 
See below See below 
Nil Nil 
M ( 5 ' 4 '  tau) T (1'-2'long) 
Fearless (20) Champion (15) 
2,000 120 

A gray philosopher is the undead spirit of an evil cleric who 
died with some important philosophical deliberation yet unre- 

d in his or her-mind. In its undead state, this creamre does 
ing but ponder these weighty matters. 
e erav ohilosovher avvears as a seated. smoke-colored. " I ,  . ,  

insubstantial figure swathed in robes. It always seems deep in 
thought. Flying through the air surrounding the philosopher are 
a number of tiny, luminous, wispy creatures known as malices. 
They have vaguely human faces, gaping maws, and spindly, 
clawed hands. These vindictive creatures are actually the 
philosopher's evil thoughts, which have taken on substance and 
a will of their own. 

Combat: The gray philosopher cannot be turned by a cleric but 
has no attack O F  its own; it will not defend itself. Both the 
philosopher and its malices are immune to mind-affecting 
magic (charm, pkanrasmal farce, etc.) and to attacks from non- 

ke the philosopher, malices constantly search for victims 
h to vent their petty but eternal spite. Malices do not 

ore than 100 feet from their philosopher but may pass 
thrdugh the narrowest O F  openings intheir ceaseless flighi. . 

When they find a victim, the malices immediately launch 
themselves at it. The creatures attack as 9 Hit Dice monsters, 
and the amount OF damage their vicious bite inflicts depends on 
the victim's alignment: ld10 for good characters (whom the 
malices especially despise), Id8 for neutral characters, and ld6 
points of damage for evil characters. Clerics can turn malices as 
spectres. A malice normally attacks until destroyed or turned. 
However, all these creatures vanish instantly if their philoso- 
pher is destroyed. 

Until that moment, the philosopher never breaks its concen- 

successful saving throw vs. paralyzation or begin sh king with 
fear. Those characters so affected lose 1 point of De erity due 
to the tremors. This effect lasts until a remove fear or r move curse 
spell is cast on the character. 4 
Habitat/Soaety: A gray philosopher never seems ab e to r 
any sort of conclusion to the conundrum that has b come the 
focus of its existence; instead, over the centurie , its evil 
thoughts have coalesced into the malices. A philoso her typi- 
cally creates 2d4 malices for every century of its foul existence. 
It is unknown whether the philosopher is even awa of these 
venal children of its mind. 

especially the ruins of temples, lib 
places of learning. The philosoph 
surroundings or anything else save its own e 
It does not even stir from its original place 
reason; only its destruction can "move' a gra 

Ecology: Certain clerics and ac 
powerful evil cleric who, at dea 
may have been attempting to become one of th 
Such sages theorize that a few 
resolve the philosophical dilemma 
which leads them to transcend thei 

propose that it takes a gray ph 
reach such a terrible understanding, 

in case this hightening theory has merit. 

1 I 

. .  
tration, even if attacked. However, in its final seconds, the 
philosopher looks up with an expression of malicious enlighten- 
ment on its face, then vanishes with a lingering shriek of evil 
delight. All those hearing this horrifying sound must make a 



C W ~ E R R A I N :  

ORGANIZATION 
FREQUENCY 

A m  CYCLE: 
DIET: 
INTELLIGWCE: 
TREASURE: 
ALIGNMENT: 
NO. A F T M G :  
&.MOR CLASS: 
M o m :  
Hrr D I ~  
THACO: 
NO. OF AITACKS: 
DAMAGE/AITACK: 

SPECIAL A ~ A C K S :  
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SEE: 
MORALE: 
X P  VALUE: 

Warrior Horse 
Any land b y  land 
Very rare Jery rare 
Solitary 
h Y  
Nil 
Semi- (4) 
See below 
Any neutral 
ld10 
4 
9 
5 
15 
1 
ld12 (sword) 

Nil 
See below 

h Y  
Nil 
Sern- (2) 
See below 
Any neutrak 

d10 
1 
15 
5 
15 
3 
ld6 (hoof)/ 
ld6 (hoof)/ 
ld4 (bite) 
vll 
iee below 

Nil Nil 
M (6’ tall) L (8’ long) 
Fearless (20) Fearless 720) 
650 650 

The guardian warrior and horse are ceramic constructs created 
to serve as protectors and bodyguards. Only those who dis- 
cover the correct magic formula can animate these creatures. 

Guardians are often a dull red in color. Their equipment and 
accouterments almost always reflect the fashions of a previous 
age. Their ceramic eyes and faces seem curiously expression- 

56 

less, and the figures never bear intricate carvings or beautlful 
sculpture work. Whenever such guardians move along stone OE 
marble floonng, both wamors and horses alike make eene, hol- 
low, clopplng sounds. 

Combat: In battle the guardian warrior attacks w~th its ceramic 
weapon, normally a broad sword. However, no matter what 
weapon the construct wields, it inElicts ld12 points of damagk 
wth every successhl attack. When commanded by an anunator 

HabitaVSociety: In their origml form, gua 
their steeds were simply ceramic figures s 

liquid over the lifeless statue. The kind of liquid used deter 
mines the alignment of the animated creature: saltwater fo 
lawful neutral, pure water for neutral, and acid for chaohc neu 
tral. 

chaohc/neutral or neutralllawful), the guardian ignores mtruc- 
tlons, and if the ahgnments oppose each other (lawfuVchaotl 
the guardian violently attacks the hapless animator as soon 
its creatlon is complete. 

Ecology: Guardians usually serve as bodyguards or protect 
of great treasures, temples, havens, etc. As constructs, they ha 
no role in the normal ecology of Mystara. 

Some 10% of all guarhans (wamors and steeds) have gems 
place of eyes. Such lewels, normally rubies or garnets, range 
value hom 100 to 600 gold pieces (ld6xlnO) each. 

Horse 
Guardian horses have the same basic immunitles as guar 
wamors and become anunated by the same process. In b 
the steeds uthze their powerful, ceramc front hooves (ld6/1 
poults of damage) and wicked bite (Id4 points of damage). 

Usually the number of these steeds, which serve as mo 
for guardian warnors, equals the number of warrio 
any one site An ammator of the proper alignment 
mand the horses to allow other creatures (including 
tor) to nde them 



CLIMATE~~ERRAIN: Temperate plain or forest 
FREQUENCY: Rare 

DIET: 
INTELLIGENCE: 

aoti< 
No. APPEANN 2d4 
ARMOR CLASS: 3 
MOVEMENT: 15 
HIT DICE: 3 
THACO: 17 

x e  
F (S 

: go, 

No. OF ATACKS: 3 
DMGE/ATTACK: ld4 (clawYld4 (cIaw)/Zd4 (Deck) . ,  . .  
SPECIAL AXACKS: Sneeze 
SPECIAL DEFENSES: Nil 
MAGIC RESISTWCE: Nd 
SIZE: S-M f 3 ' 4 '  ta 

e humanoids-make their home in 
the grasslands and forests of Mystara. Although flightless, gye- 
rians are migratory beings that travel in flocks, moving east to 
west every siring and re&ming in the fall. 

The creatures usually stand 3 to 4 feet tall, but certain speci- 
mens may grow as tall as 6 feet. They all have bulging eyes and 
sharp, hooked beaks. Fine feathers ranging from light tan to deep 
brown cover their bodies, while their arms sprout longer feath- 
ers to give them the appearance of wings. Gyerians possess long, 
graceful, four-fingered hands and powerful, clawed feet. 

Combat: The naturally nervous gyerians never seek out fights 
Instead, they flee whenever the opportunity presents itself. 
However, when retreat seems impossible or when their young 
face a threat, the creatures attack by clawing with their powerful, 
three-toed feet and jabbing with their hooked, beaklike noses. 

While fighting, a gyerian emits a series of loud squeals and 
es. Others of its flock (2d4 total) within hearing distance (nor- 

mally a half mile) come to the aid of their fellow in ld4 rounds, 
as long as they make a successful morale check. 

Additionally, a very nervous gyerian may emit a tremendous 
sneeze so powerful that anyone in front of the creature must 
make a Dexterity check or be bowled over for ld4  points of 
damage. Any such unfortunates then must spend the next 
round recovering their footing. A gyerian may sneeze any time 
it feels particularly nervous (even when not in battle!), but it 
cannot use any other attack in the same round. 

HabitatlSociety: As social creatures, gyerians live in flocks of 
10d4 individuals. Their settlements, simple affairs known as 
gyer, are composed of nesting huts woven from straw and 
branches and daubed with mud. Plains gyerians hide their 
dwellings among tall grasses, while those in the woods secrete 
them within tall bushes. They build these homes quickly each 
year, meaning them to last only until migration. Each flock has 
its own migratory pattern and settlement areas; a gyerian sepa- 

The extremely shy gyerians generally avoid contact with 
other humanoids, particularly humans. However, they get 
along well with elves, and feel less nervous defiling with 
humans if elves are present. 

Gyerians go through elaborate mating rituals in the early 
spring. For several weeks, males of the species grow feathers in 
vivid greens and blues over most of their bodies. Drring these 
weeks, the males put on complicated displays ra9ging from 
beautiful dances to spamng contests involving two Go five crea- 
tures. Only during this time of year do male gyeriads go out of 
their way to attack humans or other humanoids. This behavior 
ends when the maring season does. 

Female gyerians lay ld4 eggs, which they guard iercely. The 
eggs hatch in late summer, producing young that quickly 
become mobile. The fussy gyerian mothers tend to keep their 
fledglings no more than a few wingspans from themselves. 

Ecology: Gyerians are restless fishers and gatherers that remain 
constantly on the lookout for the berries, roots, insects, fish, 
and snails that make up their diet. A particularly huqgry gyerian 
wiU resort to eating grasses or even hunting rabbit$ giant rats, 
or other small game. 

These creatures treasure gems and other shiny olijects solely 
for their pretty appearance. They often fill their qomes with 
such items, and the higher-ranking members of a flock adorn 
their bodies with shiny rings, neddaces, etc. Theirifascination 
with such objects can become so extreme that, onsoccasion, a 
group of gyerians may enter human encampments in search of 

One of every 10 gyerians is a larger specimen 
robin, a foe more formidable than an 
HD 5; damage ld6/ld6/2d12; size 5+ feet tau). 1 

rated fromuits fl&k always can find its way back to one of its 
flock's nestmg grounds 

J 

Roosters 

leaders are ve tall (6 feet) 
and s ong (AC 1; 

7 damage 
'" m7; 

I ,*, 

and less 

I . I  

if 



Ls, I 
FREQUENCY: 
ORGANIZATION: 
ACTN~TV CYCLE: 
DIET: 
INELLICENCE: 
TREASURE: 
ALIGNMENT: 
No. A P P E ~ N G :  
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 

NO. OF ATTACKS: 
DAMACE/ATTACK: 

SPECIAL AXACKS: 

MAGIC RESISTANCE: 

MORALE: 
XP VALUE 

SPECIAL DEFENSES: 

SIZE: 

Java 
Any cavem 
Rare 
Clutch 
Night 
Carnivore 
Non- (0) 
Nil 
Neutral 
ld6 
3 
12 
6 1 2  
6HD: 15 
7-8 HD: 13 
9-10 HD: 11 
11-12 HD: 9 
1 
2d8 (bite) 

Adult 
Any land 
Rare 
Clutch 
Day 
Carnivore 
Non- (0) 
Nil 
Neutral 

3 

12, F115 (D) 
13 
7 

2 
ld l0  (bite)/ 
ld6 (sung) 

Acid Acid, paralysis 
Nil Nil 
Nil Nil 
L-H (10'-20' long) 
Champion (15) Champion (16) 
6 HD: 420 7,000 
7 HD: 650 
8 HD: 975 
9 HD: 1,400 

11 HG: 3,000 
12 HD: 4,000 

H (20' long) 

10 HD: 2,000 

Herex are giant, insectoid creatures with dangerous, acidic 
bites Characters can encounter them in any of the three stages 
of their hfe cycle egg, larva, or adult However, only the latter 
two forms pose immediate danger to outsiders 

. - 

- -  --I- 

I 

The spherical eggs measure about 3 feet in diameter, with 
hard, opaque white shells. When hatching time grows near, 
brave observers can see a glinting, shadowy form (the larva) 
shifting inside the shell. 

Larva 
The larval form of a herex resembles a flattened, wingless beetle 
with an elongated, flexible abdomen, large head, and powerful 
mandibles. The mottled, dun-colored creature moves swiftly on 
its six short legs. Larvae range from 10 to 20 feet in length. 

Combat: A herex larva seems continually ravenous, roaming 
the underground passages and caverns of its birthplace in search 
of prey. The larva uses its bite as its main attack. In addition to 
suffering normal damage (2d8),.any creature it bites also 
becomes injured by its acidic saliva. The acid permanently 
reduces the efficiency of any normal armor it touches by a +2 
penalty (for example, plate mail becomes AC 5 instead of AC 3) 
and inELicts a permanent +1 penalty to magical armor. Each suc- 
cessive bite has the same effect; if the armor reaches AC 9 or 
worse, it disintegrates. The acidic saliva does not affect magical - 
protection devices (for example, rings ofprotection and cloaks of 
displacement). Victims wearing no armor suffer ld10 additional 
points of acid damage from a bite. 

; 

: 

i. 

HabitaUSoaety: Herex live solely to perpetuate their species. 
Lacking any quantifiable intelligence, they mindlessly go about 
their limited activities. 

Unlike some insects, herex do not maintain any form of hive 
or group home. Although they often remain with others of their 
clutch, they are not particularly social creatures. Once they 
burst from their eggs, the larvae spend all their energy hunting, 
growing, and molting. When a larva reaches approximately 20 
feet in length, it leaves its subterranean birthplace and digs its 
way to the surface, using its mandibles and saliva to tunnel 
through solid rock if need be. Once outside, the herex sheds its 
carapace a final time, emerging in adult form (13 Hit Dice). An 
adult herex fhes about s e a r c h  for both food and a mate. The 
male dies shortly after mating, while the female burrows into a 
deep cavern or dungeon to lay ld6  eggs before dying. In four 
months, the cycle begins again when the new eggs hatch. 

Ecology: The acidic saliva of the herex, i f  preserved in a 
ceramic container, can eat away almost any other material, 
including metal Such acid also can be used to create universnl 
solvent. 

Adult 
When mature, a herex has a body ve'y slrmlar to its larval form 
but with a smaller head and mandibles, four thin wings (like 
those of a dragonfly), and a 5-foot-long stmger at the end of its 
abdomen. 

Combat: An adult herex always attacks from the air, sweepmg 
down on its opponents from above. It lands only when it has 
rendered its foe immoblle or dead. Although the bite of an adult 
herex seems less dangerous than that of the larva (ld10 points 
of damage), the effects of its acidic sahva mmor those of the lar- 
va's. An adult also can attack with its tall stinger, whch causes 
ld6 points of damage and mlects poison that paralyzes vichms 
for 4d8 rounds unless they make a successful saving throw vs 



CLIMATEITEW: 
FREQUENCY: 
ORGANILATION: 
ACTMTY CYCLE: 
DIET 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING 

MOVEMEN: 
HIT DICE: 

ARMOR CLASS 

THACO: 
No. OF ATIACKS: 
DAMAGE/ATTACK: 

SPECIAL ATTACKS: 

SPECIAL DEFENSES 

SIZE: 
MORALE: 

MAGIC RESISTANCE: 

Broodling 
Any cavem 
Rare 
Colony 
Night 
Carnivore 
Semi- (4) 
0 0 
Neutral 
ld10x10 
6 ." IL 
As host+ld4 hp 

ever is greater 
As host or 19 

or 2+1, which- 

3012 
ld4 (dawMd4 
(daw)/ldb (bite) 
or ld6 (bite)/ 
hy weapon 
Hivemind 
powers 

Nil 
M (4%'-7' tall) 
Fearless (20) 
270 or by host 

Soldier 
Any land 
Rare 
Colony 
Night 
Carnivore 
Low (7) 
N, 0, U 0 
Neutral 
ld10x10 
3 
12 
3+1 

17 

(daw)/ldS (bite) 
or ld8 (bite)/ 
by weapon 
Paralysis, 
hivemind 
powers 

Lieutenant 
Any land 
Very rare 
Colony 
Night 
Carnivore 
Average (10) 
N, U, V (0 
Neutral 
2d4 
2 
12 
5+1 

15 
3012 
ld6 (daw)/ld6 
(daw)/ldlO (bite) 
or ld l0  (bite)/ 
by weapon 
Paralysis, 
hivemind powers 

Mother 
Any cavem 
Vely rare 
Colony 
Night 
Carnivore 
Non- (0) 
N, 0, U, V 0 
Neutral 
1 
8 
1 
12- 

9 
0 
Nil 

Poisonous gas 

-Immune to vision-affectine soek - 
Nil 
M (5' tall) 
Fearless (20) 
420 

" .  
Nil Nil 

Fearless (20) Fearless (20) 
1,400 4,000 

M (7' tall) L(12'long) 

Hivebroods are communities of insects somewhat similar to ant 
colonies. Unlike ants, however, the large, parasitic members of 
a hivebrood live by mfesting other beings, controlling and even- 
tually destroying the hosts in the process. For members of a 
hivebrood, individuals have no meaning or worth; only the 
interests of the hive matter. 

Hivebrood insects have many specialized forms, each one 
performing a specific function for the hive. The five different 
functional types of hivebrood member are the broodling, sol- 
dier, lieutenant, mother, and controller. 

A hivebrood also contains insects in a larval form that re- 
sembles a legless beetle about 6 inches in length. The larva has 1 
hit point and AC 10 and cannot move or attack on its own. 
Another hivebrood member places a larva on a paralyzed 
humanoid victim; the immature creature uses its mouth to 
attach itself to the back of the victim's neck, where it bites into 
the spinal cord and begins altering the host's metabolism. 

A humanoid altered by the parasitic larva becomes a brood- 
ling, the least powerful type of mobile hivebrood insect. Even- 
tually, a broodling develops into a soldier. Broodlings and 
soldiers are the most common hivebrood members. 

Broodlings and soldiers follow lieutenants, a stronger form of 
soldier. A controller (sometimes called the hivemind) transmits 
knowledge and abilities to hroodlings, soldiers, and lieu- 
tenants-in effect, coordinating all the hivebrood's activities. A 
mother exists solely for reproduction. 

All hivebrood members emit asickly sweet chemical odor 
and make a wet clacking sound with their large mandibles. 
(Broodlings use their host's teeth to imitate this sound.) The fol- 
lowing text details each type of functional hive insect. 

Soldier 

Lieutenant 

Mother and Controller 

Broodliw 

, .  ...li 

Very rare 
Colony 
Night 
Carnivore 
Exception; 
N, 0, u, 
Neutral 
ld4 
6 
3 
6 4  

13 
3 
ld4 (claw) 
ld6 (bite) 



I 
Broodlings do not make the best warriors, since their bodies 

are still undergoing metamorphosis, but they can attack with 
their developing bite and claws or with a bite and one weapon 
(often a spear or axe). 

Even poorer warriors, mothers engage in combat only if the 
very center of the hive faces a threat. As their only form of 
attack, mothers emit a cloud of noxious chemicals within a 30- 
foot radius. They can spew this cloud up to three times a day; 
those caught in the spray must make a saving throw vs. poison 
a t  a -1 penalty or suffer 3d6 points of damage per round until 
making a successful saving throw against the chemical cloud. 

Soldiers are the hivebrood’s real workers. They attack in the 
same manner as broodlings, but their sticky, saliva-filled bite 
causes paralysis (unless a successful saving throw vs. poison 
counters it) for 2d8 turns or until a neutralize poison, cure serious 
wounds, or hasre spell helps the victim recover. Soldiers almost 
never kill paralyzed victims immediately; instead, they bring 
them into the hive to serve as hosts for new broodlings. 

Lieutenants command clusters of hivebrood soldiers with 
military precision. These “officers” of the hive give orders 
through chemical scent emissions in a 30-foot radius. They also 
can “store” up to five hivemind abilities (see below) and pass 
them on to the insects under their command. 

Although controllers can attack with a soldier’s claws and 
paralytic bite, their main ability, called hivemind, remains much 
more fearsome. Hivemind allows a controller to gain all the 
abilities of the creatures it eats, including any saving throws 
that improve on its own. It can pass on these hivemind abilities 
to any hivebrood member through airborne chemical emis- 
sions. If, for example, a controller has dined on a 3rd-level thief 
and a 6th-level wizard, it can send out chemical signals to all in 
the hivebrood that enable them to hide in shadows as 3rd-level 
thieves or cast any of the spells the wizard had memorized a t  
the time the character was eaten. Thus, all the members of a 
hive could cast fireball spells, if a controller has eaten a wizard 
who knew and had memorized the spell! 

Fortunately, the hivemind skill transfer has limits. The chemi- 
cal emissions travel at a rate of only 60 feet per round and dissi- 
pate completely after three rounds. If hivebrood insects do not 
use a hivemind ability within three rounds of receiving it, they 

lieutenants, which can 
“store” abilities, as mentioned 
above). Furthermore, a controller 

lose the ability (except t 

a 

can activate only one hivemind ability at a time in a single hive. 
If it emits a second chemical scent before the first has vanished 
from the minds of the hivebrood members (six rounds), recipi- 
ents become confused and unable to attack, although they 
remain able to defend themselves. If hivebrood insects receive 
two or more hvemind scents from different controllers, they can 
use them all, though only one at a time. 

Once a controller emits a hivemind ability as a chemical 
scent, it “forgets” the ability, although it may keep an unlimited 
number in its mind at any one time. T h ~ s  collection can include 
duplicated abilities and spells, if the controller has eaten several 
individuals with simdar abilities. 

An “ability” is defined as one spell (of any level or type), a 
skill such as a thief’s ability, an attack rank, or a fighter‘s option 
such as multiple attacks, smash, parry, or disarm. 

A hivebrood member loses 1 hit point in the process of cast- 
ing any spell. Yet the creature will suffer the loss-even die-to 
cast a spell for the good of the all-important hive. 

HabitadSociety: Within the hivebrood, the members form a 
strict and distinct hierarchy, each doing its appointed task to the 
best of its ability to further the goals of the hive. Each hivebrood 
has one mother, the queen and living center of the hive. This 
large creature can barely move, but others in the hivebrood pro- 
tect it with fanatical devotion. Besides laying eggs, it secretes a 
chemical-rich, foul-smelling jelly, which it applies to certain lar- 
vae to cause them to develop into lieutenants and controllers. 

Not only do the controllers dispense hivemind abilities, they 
make most of the hivebrood’s decisions, including telling the 
mother when to produce another mother egg and choosing 
where to send t h ~ s  egg (with a retinue) to start another hive. 

Larvae force vast metabolic changes on their unfortunate 
hosts. Within one day, the host’s body has developed a chitin- 
ous outer layer of skin and a fibrous coating over his or her 
eyes. Casting cure diseuse or heal on a victim kills the parasitic 
larva, but the host creature remains badly affected, suffering a 
permanent loss of Id6 points from Intelligence, Wisdom, Dex- 
terity, and Charisma due to the broodling’s metabolic tamper- 
ing. However, the host does gain a -1 bonus to Armor Class 
due to the chitinous nature of the new skin. 
After ld4+1 days, the broodling becomes dormant for ld4+4 

hours. During this time it sheds its outer skin and emerges as an 
adult soldier (or lieutenant or controller, if the larva received a 
gel treatment from the mother). It loses all the host’s remaining 
characteristics and memories. At this point, no one can rescue 
the host from the hivebrood. The simple-minded soldier the 
broodling has become responds to its chemical orders, other- 
wise resorting to instinctive, violent actions. 

Ecology: Hivebroods are almost always the dominant form of 
life in their area. If the creatures discover other forms of intelli- 
gence nearby, the controllers order soldiers to bring in speci- 
mens to serve as hosts and to get rid of the remaining “pests.” 
Controllers also dispatch raiders to find adventurers and others 
who might possess special abilities they can “learn.” 

These creatures seem indifferent to any treasure that might 
lie in or near the hivebrood. Only items such as scrolls (readable 
by a controller that has eaten a literate spellcaster) prove rele- 
vant; other treasure the creatures ignore. 

Alchemists prize the paralytic hivebrood saliva for its useful- 
ness as a base in preparing a variety of magical potions; they 
will pay up to 100 gold pieces per vial. 



CLIMATEITERRAN: 
FREQUENCY: 

A c n m  CYCLE: 
DIET: 
INTELLIGENCE 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
-OR CLASS: 
MOVEMENT: 

ORGANIZAnON: 

HIT DICE: 
THACO: 
No. OF A ~ A C K S :  
DAMAGE/A~TACK: 
SPECIAL ATACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE: 
MORALE: 
XP VALUE: 

Hit 
Dice 
3 
4 

l/-’!U 
21 

THACO 
17 
17 

3 
3 

v 7 -  

Any land 
VeIy rare 
Collective being 

Omnivore 
High (13) 
Nil 
Lawful evil 
2d4 (patrol) or ldlOOxlO 
3 
15 
3-21 
Vanes by Hit Dice (see below) body) at the rate of 1 
1 €SP or teleki~esis while 
Vanes by Hit Dice (see below) 
Telekinesis 
See below 
Nil 
S-H (3’-21’ long) 
Fanatic (17) 
Vanes by Hit Dice (see bel’ 

Any 

Bite 
force can control bodies onl 
one of the horde’s bodies i 

types. The bodies of one horde might resemble huge, golden 
praying mantises, while another horde’s bodies might look like 
small black beetles with glowing red antennae. The size of the 
individual bodies within a horde vanes; each body’s length cor- 

to its Hit Dice (one with 3 HD measures 3 feet long). 
statistics describe individual horde bodies. 

The horde attacks other creatures whenever it finds 
tion in its own best interest. Hordes do not consider 

any other life forms intelligent and have no compunctions 
against destroying others. Small patrols (of 2d4 bodies each) 
guard the outer limits of the area the horde claims; typically, all 
the bodies in a patrol have an equal number of Hit Dice (there- 
fore, the same size). 



I C L I M A ~ E R R A I N :  
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
I NTELL~ G E N c E : 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
Hrr DICE: 
mco: 

NO. OF ATTACKS: 
DAMAGE/ATIACK: 

SPECIAL AXACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 

VALUE: 
4 Hit Dice: 420 
5 Hit Dice: 650 
6 Hit Dice: 975 
7 Hit Dice: 1,400 
8 Hit Dice: 2,000 
9 Hit Dice: 3,000 

Temperate forest 
Rare 
Household 
Night 
omnivore 
Very (11-12) 

Lawful neutral or lawful good 
1 d4 
5 
9, F121 (C) 
4-15 
4HD: 17 
5 4  HD: 15 
7-8 HD: 13 
9-10 HD: 11 
11-12 m: 9 
13-14 HD: 7 
15 HD: 5 
3 
Id6 (daw)/ld6 (daw)/ 
Id4 (beak) 
Spells 
AUies 
Nil 
M (5‘ tall, 15’ wingspan) 
Champion (15) 

10 Hit Dice: 4,000 
11 Hit Dice: 5,000 
12 Hit Dice: 6,000 
13 Hit Dice: 7,000 
14 Hit Dice: 8,000 
15 Hit Dice: 9,000 

om 

The hsiao (sh-HOW), or guardian owls, are a race of peaceful. 
philosopher-priests inhabiting the woodlands of Mystara. 

Hsiao look like giant owls with broad-feathered wings and 
large golden eyes. Many observers explain that the hsiao seem 
to radiate an aura of comfort and mtelhgent understanding. 
Guardian owls are silent fliers, whose call brings to mind a 
dove’s coo more than the quesuoning hoot of a normal owl. 
Hsiao can speak, but never to outsiders unless the occasion 
strongly warrants it They do not carry weapons. 

Combat: As peaceful creatures, the hsiao shun combat when 
possible However, they do not shirk their duty III the face of an 
unavoidable battle. 

A hsiao’s only physical weapons are its sharp beak (ld4 
points of damage) and two large claws (Id6 points of damage 
each). Normally, however, the creature uses its spells in battle 
before resorting to physical combat. A hsiao can cast priest 
spells with the abhty of a clenc of the same experience level as 
the hsiao has Hit Dice. Most of these avians are 4th level (4 Hit 
Dice), while 25% of them have a h e v e d  higher levels (maxi- 
mum of 15th level). 

The hsiao’s other option in combat is to call for aid. These 
birds know and work closely with many of the forest’s denizens 
(including actaeons, centaurs, dryads, elves, treants, and um- 
corns) and may call on them for assistance. In 50% of the cases 
where a hsiao cries for help, some woodland creature(s) answer 
the call, arriving in Id4 rounds. The DM should determine 
which woodland denizen(s) come to the hsiao’s aid either by 
simply choosing or by r o b  on the Woodland encounter table. 

Habitat/Society: Hsiao reside m the deep forests, makmg their 
homes in the highest trees-most often ancient oaks. The 
guardian owls build their nests, called households, of earth and 
leaves. Some extraordinarily elaborate nests feature large earthen 
tunnels that lace through a number or trees to connect many dk- 
ferent chambers far above the forest floor. Other forest creatures 
often adopt abandoned hslao households as their own laus. Tasloi 
and wood mps III particular enjoy t a k q  over these dwehgs .  

The eldest female usually heads the hsiao’s small family 
groupings. Since these families are matrilineal, two hsiao that 
have bonded for life (in a ceremony known as the Moon’s 
Fhght), reside in the female hsiao’s household. Guardian owls 
seldom have more than two offspring m the course of their 
lives. The female broods over a solitary, golden egg for three 
months before it hatches and a h c k  emerges. Young hsiao can 
5y within six months of hatchlrmg. 

Once of age (able to fly), hsiao begin a rigorous process of 
schooling that can last up to 10 years and involves priestly 
teachmgs and conanual questioning by elders. 

Hsiao goals indude the preservation of woodland wrldemess 
against intrusions by dangerous humanoids The owls often 
remain friendly with local druids, working in tandem with 
them and occasionally ex-g favors. 

Guardian owls wlll not interfere unth player characters who 
d c t  no damage to the woodlands or its inhabitants, but they 
wlll attempt to correct any PCs who harm thelr beloved forest. 

Ecology: It is uncertain how the hsiao came to be; given their 
alignment and pnestly powers, rumors call them the mortal off- 
spring of a powerful lawful Immortal. 

The hsiao’s most important ecological role involves protect- 
ing the forest and its habitants. 



FREOUENCY: very rare 
ORGANILATION: solitary 
A c m  CYCLE: b Y  

INTELLIGENCE: Very (11) 
DIET: Nil 

TREASURE: Special 
ALIGNMENT: Neutral 
NO. APPEARING: ld3 
ARMOR Cuss: 3 
MOVEME F13 (D) 
HIT DIC 3-7 
THACO: , 3 4 H D :  17 

5 4  HD: 15 
7HD: 13 

NO. OF AIIACKS: 0 
DAMAGE/ATTACK: Nil 
SPECIAL ATTACKS: Svells 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Nil 
SIZE: T-M (2”-5’) 
MORALE: Fearless (201 

VALUE: 3 HD: 650 ’ 
4 HD: 975 
5 HD: 1,400 

: 3,000 
: 2,000 

Huptzeens are lesser magical constructs animated by a combi- 
nation of arcane rituals and the cooperation of an inhabitant of 
the Outer Planes. 

Unlike most constructs (such as living statues or golems), a 
huptzeen has no limbs and bears no physical resemblance to 
any living creature. Instead, they are crafted in the form of oma- 
ments, pieces nf jewelry, or other richly fashioned objects 
notable for their breathtaking beauty, fine ~. lines, and exceptional 
craftsmanship. 

explodes, causing ld6  points of damage to anyone within 10 
feet (plus 2 points of damage per unused spell). A victim who 
makes a successhl saving throw vs. dragon breath suffers only 
half damage from the shattering spray. 

HabitadSociety: Huptzeens are created to protect temples, 
treasures, and other places or items of importance. A wizard 
usually has chosen a particular guardian’s form specifically to 
make it seem innocuous in its setting (a large piece of jewelry in 
a treasury, an omateincense burner in a shrine, or a decorative 
lectern in a wizard’s workshop). 

Occasionally, people have been known to use a huptzeen as a 
bodyguard by wearing the construct (in the form of a large belt 
buckle, ornate amulet, etc.) or carrying it around (as a rune- 
covered staff, for example). A huptzeen can move indepen- 
dently only via its slow, magical flight. This pace normally 
poses no problem, since the creature usually can fulfill its role as 
a guardian without moving much. 

Huptzeens, more intelligent than the majority of constructs, 
require only general instructions from their creators. They 
understand the common.tongue and can even communicate if 
they possess a spell such as whispering win’” 

Ecology: As huptzeens are constructs, cr&vrc.. to perLuLLLA a y b ~  

cific functions, they play no part in the natural ecology of Mys- 
tara. They neither eat nor sleep, and they “live” only until 
destroyed, usually in combat. 

A huptzeen’s construction requires materials costing at least 
5,000 gold pieces per Hit Die. However, when a huptzeen is 
destroyed, the remaining fragments recoup only ld4x50 gold 
pieces per Hit Die of the constmct. 

An intact huptzeen can be sold for as much as 2,000 gold 
pieces per Hit Die, but the constru 
only if its creator tells it to do so. 

. .  

Combat In battle, huptzeens have only one method of attack: 
casting spells. Each day one of these constructs can cast as many 
spells as a wizard of an experience level equal to its number of 
Hit Dice. (For example, a 4 HD huptzeen can cast the same 
number and type of spells as a 4th-level wizard.) However, a 
huptzeen can never have more Hit Dice than its creator has 
experience levels. 

The set of spells available to any huptzeen is fixed at  its cre- 
ation and can never be altered. The huptzeen’s creator m 
select the spells the creature will wield only from among th 
he or she knows. Although the construct normally cannot sp 
or gesture, it still manages to cast spells that require verbal 
somatic components. 

Huptzeens are smarter than most constructs; they can he 
sounds, respond intelligently to changing circumstances, an, 
plan attacks sensibly. Their use of spells demonstrates the 
superior Intelligence. Since a huptzeen often looks like a piec 
of jewelry or a curio, the target of its attack may at first hav’ 
trouble spotting the assailant. Realizing this, the constru 
often begin their attack using subtle spells with no obvious o 
gin (like phantasmal fire). 

Huptzeens are immune to mind-affecting spells such as sle 
cham, hold, etc. Nonmagical weapons inflict only half dama 
uvon them. When a huptzeen falls to zero or fewer bit points 

A 
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FREOUENCY: 
ORGANIZATION: 
ACTMTY CYCLE 

INTELLIGENCE: 
DIET: 

TREASURE. 
ALIGNMENT: 
NO. APPEARING: 

MOVEMENT: 
HIT DICE: 

ARMOR CLASS: 

THACO: 
No. OF AXACKS: 
D AIVIAGEIAXACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

. -..+rate 
mountains or ruins 
Vety rare 
Town 
Night 
Omnivore 
Vety (11-12) 

Lawful neutral 
ld4+1 

9 
2 
19 
1 
ld6+1 (mace) 

s (1) 

7 (10) 

Spells 
Move silently (20%) 
Nil 
M (6' tall) 

warrior 
Temperate 
mountains or ruins 
Very rare 
Town 
Night 
Omnivore 
Average (8-10) 

Lawful neutral 
ld4+4 

9 
1+1 
19 
1 
ld6  (swordhear) 

s m  

6 (10) 

I .  

Nil 
Move silentlv (20%) 

I .  

Nil 
M (6' tall) 
Steady (2) 
15 

e Hutaakans are a haughty, callous race, dominated by their 

he tall, slender, humanoid Hutaakans have jackal-like heads 
with MIIOW hands and 
e their heaw. dawlike 

, I  2 nails to represent their rank and station in life. Even the most 
simple and unassuming of these creatures wears long, somber 
robes, with the occasional addition of a simple piece of jewelry. 
They speak in fluting, mellifluous tones using a complex lan- 
guage possessed of a haunting, musical quality. 

Combat: The Hutaakans are not a boldly aggressive race-they 
consider themselves above nhvsiral combat with the lesser 

1 

Other 
Temperate 
mountains or ruins 
Very rare 
Town 
Night 
Omnivore 
Average (8-10) 
SO) 
Lawful neuual 
ldlO 
10 
9 
1 
20 

ld4 (club) 
Nil 
Move silently (20%) 
Nil 
M (6' tall) 
Average (9) - 
/ 

mortal races (including humans and other humanoids). They 
will, however, fight without mercy when forced to do so. 
Hutaakans prefer strategies involving ambush, and they attack 
with missile weapons when possible. 

Hutaakans other than trained wamors rarely fight. Priests are 
loath to sully themselves in combat and rarely do battle, save 
when diredy attacked. Instead, they prefer to cast spells and call 
out insmaions from a safe distance. Most priests have 2 Hit Dice 
and can cast spys like a 2nd-level priest However, the most pow- 
erful Hutaakan priests can achieve higher experience levels (up to 
llth), with corresponding Hit Dice, spells, and experience point 
values. These higher-level priests lead Hutaakan society. 

In combat, warriors tend to use spears, short swords, and 
sometimes slings; they typically wear studded leather armor 
and carry a shield. Priests wear leather annor and carry a shield; 
they prefer as weapons elaborately cawed maces dedicated to 
one or more of their Immortals. Although other Hutaakans are 
not skilled a t  fighting and~wear  no armor, they can defend 
themselves adequately with clubs. 

All Hutaakans have infravision (60-foot rs"-j and a 20% 
chance to move'silently (as .a thie9. 

Habitat/Soci& In Mystara, the Hutaakan empire once cov- 
ered much of what is now the Iongdom of Karameikos. Today, 
the few surviving Hutaakans speak vaguely of a great catastro- 
phe that decimated their brilliant race; the remaining examples 
of their species live in small, isolated communities scattered 
throughout the b o w n  World. Hutaakan priests rigidly conhol 
these comunihes and the destinies of the survivors. 
In general, the creatures consider themselves a sensitive, civi- 

lized, intellectual people forced to suffer as the result of the bar- 
barous world's cruel dominance over their cultured nature. 

Ecology: Hutaakans often keep valuable coins, potions, gems, 
and items of rare beauty on their persons and in their homes. 

These people pride themselves on both their g 
their lack of involvement with the rest of the wor 



1 FREQUENCY 
ORGANIZATION: 
ACTMTY CYCLE: 
DIET: 
INELLICENCE: 

ALIGNMENT: 
No. APPEARING: 

MOWENT: 
HIT DICE: 

T W S U R E :  

ARMOR CLASS: 

THACO: 
NO. OF A ~ A C K S :  
DMGEIATTACK: 

SPECIAL AXACKS: 
SPECIAL DEFENSES: 

65 
120 (leader) 
175 (chief) 
270 (shaman) 

120 

wzds of Mystara: the wood, bog, and garden imp. 

Wood Imp 
Wood imDs are small. evil humanoids that live in dark forests. I~ ~ 

~ ~ ~ ~~~~ 

These green-skinned creatures stand 1% to 2 feet tall and always 
seem to have numerous twigs and leaves tangled in their wild, 
wood-brown hair. Their little faces are quite round, each bear- 
ing a gaping slit of a mouth filled with needle-teeth. Wood imps 
normally dress themselves in stolen scaives and strips of bark. 

Combat: Wood imps hate to enter battle head-on, instead rely- 
ing most often on gulle and trickery. Because of this imp’s pro- 

L ive  coloration, opponents suffer a -2 penalty to  their 
rprise rolls. 
ThP creature’s bite causes ld3 ooints of damaae and often 

I ~ 

leaves’a.~ingering-although nondamaag-rash. %e creatures 
rarely usedijsattack; IqyevEr. Instead, they lay &bushes near 
traps they have set-usually they favor concealed pits and 
snares. Victims who fail a saving throw vs. paralyzation (with a 
-2 penalty) find themselves caught in a trap; the imps then 
either capture them 01 slay them with poisoned arrows (see 
below). 

As well as laying ambushes, wood imps also actively hunt 
those foolish enough to enter their territory, driving the intrud- 
ers straight into their traps. When hunting, wood imps ride 
I ~ ~ T O P  snidem~ Their mecia1 saddles allow them to stav mounted -0- -r-- -~~ ~~~ 1 

‘en while the spiders clinF: to the undersides of tree branches. 
Wood imps most oftenattack with short bows, which they 

can fire even when upside-down. The arrows inflict ld4 p o h S  
of damage; an imp can fire two shots per round. It might choose 
to spend a round coating an arrowhead in spider venom it 
retrieves from its mount. Characters the arrows hit must make 

Wood 
Temperate fo-c* 
Rare 
Tribe 
Night 
Carnivore Carnivore 
Average (8-10) 
s (C, N) 
Chaotic e d  Chaotic evil 
ld8 2d6 

9 
6 (10) 
9 
1 4  hp 1-1 1 
20 19 
1 or2 r l  1 
ld3 (bite) or ld4 (arrow)/ ld3  (daw)/ld3 (claw) ld3 (bite) 
ld4 (arrow) or ld2 (b) 
Poison, surprise, snares Summon insects 

Chaotic neutral 

If forced to enter melee, wood imps drop out of the trees still 
astride their spiders and attack opponents with their small two- 
handed swords (damage ld6), while the spiders attack with 
their bites. 



HabitaUSociety: These tribal, petty creatures get along well 
only with their large spiders-ccasionally with each other, too. 
For every 10 wood imps, there lives one leader with 1-1 HD. 
However, these leaders rarely wield much control over their 
people, often resorting to violence or bribery to get a group to 
act in concert. An entire tribe follows a chief with 1 HD. If these 
chiefs are slain, wood imp morale drops to 7. Fifty percent of 
tribes also have ld4 shamans (priests of 1st to 4th level). 

Ecology: Wood imps keep their prisoners and fresh food in 
lairs among old and rotted trees. The captives usually consist of 
2d6 creatures varying from small humanoids (like kobolds) and 
humans to forest creatures 

Bog Imp 
Bog imps, cousins of the wood imps, live only in the deepest 
swamps and fens and have adapted well to their wet sumundmgs. 

These wizened creatures have dark, gnarled skin, wide 
mouths, and slightly protruding eyes. Their grasslike hair grows 
from the top of their matted, greasy heads dear down the backs 
of their legs. A bog imp has long, dexterous fingers and can 
sound a cry a h  to that of a puppy. 

Combat: As with their woodland cousins, bog imps avoid 
direct combat. They hide very effectively in their natural envi- 
ronment, curling into small "grass-covered hummocks." They 
become effectively invisible to the eye (although not to infravi- 
sion), but remain vulnerable to trackers that can scent them. 
Their camouflage causes opponents to suffer a -4 penalty to 
surprise rolls. 

When forced to attack head-on, the creatures tear at  their 
enemies with their sharp claws (ld3 ht points of damage each), 
aiming for very vulnerable areas such as the nose and eyes. 

Normally, however, bog imps attack by luring their victims 
to the edge of a standing pool or fen, beside which they have 

b '; 

laid snares. The creatures are adept with these snares; an oppo- 
nent can avoid them with a successful saving throw vs. par 
lyzation, modified by a -2 penalty due to the imps' ski1 
creatures attempt to pull ensnared victims underwater in 
of drowning them; those caught in one of these snares 
make a successful saving throw vs. paralyzation or 10s 
footing and fall into the water, where more imps wa 
weighted ropes and nets to hold them under. Once underwater, 
victims can drown, as explained in the swimming rules in the 
Player's Handbook. A successhd bend bars roll allows a character 
in the water to break away from the creatures unaided. 

Bog imps also enjoy f i g  darts from reed blowpipes at intrud- 
ers. These darts cause ld2 points of damage and are coated with 
a poison that causes weakness (as the spell of the same name). 
Victims who  fail a saving throw vs. poison lose 1 point of 
Strength for ld6+1 turn. Effects of the poison are cumulative. 

Habi taUSoaeq Bog imps make their homes in caves or under 
hollowed logs in fetid swamps and fens. Their lairs always lie 
near the stagnant pools of water they use with their snare 
They seem less organized than wood imps and have no leade 
per se. Instead, the creatures solve internal quarrels by fightin 
(usually attempting to drown one another) until either they 
reach a resolution of some sort or a more interesting activity 
comes along. Bog imps hate other humanoids and love to catch 
and kill them in their snares. 

Ecology: The waters surrounding the lairs of a bog imp tribe 
often contain a great deal of treasure, the belongings of the 
imps' past victi 

Garden Imp 
Garden imps, though not quite as nasty as either of their previ- 
ously described relations, stil l  can prove utterly selfish, danger- 
ous creatures. These mottled, greenish-brown imps usually 
stand 2% feet tall and have pointed faces with large brown eyes 
and elllike ears. Strange, lilylike Bowers often grow in a garden 
imp's soft brown hair in the .piing and summer months. 

Combat: Garden imps, as with others of their kind, prefer to 
attack with guile. Each of these imps knows its particular gar- 
den intimately and prepares a variety of traps, pits, and snares 
to which it can lead annoying visitors. One favorite trick of this 
monster involves leading the victim to the top of a small rise, 
under which the imp has hollowed out a pit. The victim mu 
make a successful saving throw vs. paralyzation (with a 
penalty) or suffer ld6 points of damage from a fall into the p 
of thorny bushes the imp has placed in the pit beneath the rise. 

These imps also can attack using swarms of tiny insects that 
obey their commands. Such swarms have the same characteristics 
as those created by the 3rd-level priest spell summon insects. Finally, 
garden imps can bite opponents, a c t i n g  ld3 points of damage. 

HabitaUSociety: These solitary creatures prefer to live in lush 
gardens that have been either abandoned or allowed to gro 
somewhat wild. An imp will keep watch oyer any dwell 
attached to its garden. It normally treats the owners of suc 
home normally fairly, only bothering them if they attempt t, 
drive it out or change its garden 

Ecology: The flowers from th 
used in the creation of a porion o 
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CLIMATE/TERRAIN: 
FREQUENCY: 

ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
T R U S U i w  
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF AXACKS: 
DMGE/A~ACK: 
SPECIAL ATACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 

ORGANIZATION 

Marauder 
Nonarctic ocean 
Uncommon 
School 
h Y  
Carnivore 
Non- (0) 
Nil 
Neutral 
ldlO 
9 
sw1 
4 
17 
40 (ld4hrget) 
ldlO each (tentacle 
Paralysis, surprise 
Nil 
Nil 
L (10' diameter) 
Average (10) 
975 

; sting) 

Nonarctic ocea 
Galley 
Nonarctic 
Rare 
School 
h Y  
camivom 

Non- (0) 
u 
Neutral 
ld4 

r 3  

1 Non- (0) 
Nil 
Neutral ' ld6 
8 I s w 1 2  

1 5  
15 15 
24 (IdfYtarget) 16 (ld4hrget) 
ld12 each (tentacle sting) 
Poison Spu venom 

ld8 each (tentade 

Each variety of these huge, nearly transparent creatures pos- 
sesses stinging tentacles up to 100 feet long. The tentacles look 
like weeds hanging down in the water, but these giant jellyfish 
can manipulate their tentacles to attack prey. 

Giant jellyfish stay afloat by storing air in one or more large 
bladders, which make up the majority of their bodies. They 
float on or near the surface of the ocean. 

Marauder 
The marauder measures 10 feet across and has 40 tentacles. Its 
body is almost transparent, m a k q  it nearly undetectable (-5 to 
opponents' surprise rolls). The marauder can use only ld4 ten- 
tacles against each opponent, but it can engage up to 10 at  once. 

Each tentade causes l d l O  points of damage. The creature 
stung must make a saving throw vs. paralysis or be paralyzed 
for ldlO rounds. Paralyzed opponents are automatically hit by 
ld4 tentacles each round the paralyzation remains in effect. The 
marauder draws its paralyzed victim toward its mouth and can 
devour all flesh from a man-sized morsel in 3d4 turns. 

A tentacle can be severed with a single point of cutting dam- 
age, but only hits scored on the creature's body count toward 
its hit point total. Tentacles regenerate in several days. 

Death's Head 
The death's head takes its name from a pattern on its body that 
resembles a skull. The jellyfish measures 14 feet across and has 
24 tentacles, Its body is midnight blue, and the characteristic 

's head mark ranges from yellow to fluorescent green. 
his aggressive jellyfish initiates attacks. It can bring ld6 ten- 
s to bear against an opponent, with each tentacle inaicting 

2 points of damage. The sting is fatal; any creature stung by 
ntacle must make a saving throw vs. poison or die. A suc- 

cessful saving throw means the opponent makes all rolls at a 4 

Nil Nil 
10% Nil 
H (14'd t (12' diameter) 
Average (10) Average (10) 
2,000 975 

Gauey 
So named because it is both a fast swimmer and a deadly surface 
combatant, this multicolored jelly€ish measures 12 feet long and 
is shaped like a Battened oval. It uses the optical sensory organs 
on its body and its tentacles to detect prey. The galley has 16 
tentacles. It can aim four tentacles at a slngle opponent, and can 
attack up to four targets at  once. Each tentacle infficts Id8 points 
of damage. 

The galley's deadliness stems from its poison delivery. Using 
its sensory organs, this creature can sense the presence of a foe 
on the surface; using. specialized, tubelike tentacles, it shoots a 
stream of venom up to 20 feet away (requiring an attack roll). A 
creature struck by the stream must make a successful saving 
throw vs. paralysis or be paralyzed for 2d4 rounds. Paralyzed 
opponents are hit automatically by any tentacle attacks. 

A venom attack roll 4 higher than the number needed to hit 
meam the venom has struck the opponent's eyes. In this case, 
the opponent is blinded for 3d4 rounds and must make a suc- 
cessful saving throw to avoid paralysis. 

Gallevs instinctivelv follow shim and often attack obiects or 
creamis tossed overboard. 

. 
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CLIMATEITERRAIN: Any ocean 
FREQUENCY: Commnn 
ORGANIZATION: Tribi 

Any P 
Omnivore F 

INTELLIGENC Very (11-1 
TREASURE: P (A) 

Neutral good (80%) 
or neutral evil 12P“ 

-OR CLASS: 
MOVEMENT: 

DAMACE/ATTACK: 

SPECLU A ~ A C K S :  

By weapon or ld4 (da. 
ld4 (daw)/ld3 (bite) 

SPECIAL DEFENSES: Skin protects against fi. 
blunt weaoons 

MAGIC RESISTANC 
SEE: 
MORALE: 
xp VALUE: 

A kna (pronounced NAH) is an aquatic humanoid well known 
for its strength. These Creatures live exclusively in saltwater and 
cannot breathe air. They vary in occupation from peaceful 
traders to dangerous pirates. 

KMS stand 10 to 12 feet tall and have very muscular builds. 
Prominent features include large fins on their backs and heads, 
clawed hands, and bulging eyes. Their orange skin looks scaly 
but has a rubbery texture. They speak Common and their own 
tongue and also can communicate in a special silent language. 

Combat: Knas usually (70%) arm themselves with special bone 
spears made for underwater use. Some (30% of those armed) 
also wield light crossbows designed specifically for underwater 

i 

combat Unarmed h a s  attack with their daws and sharp teeth. 
AU knas boast 120-foot infravision. 

Due to the knas’ rubbery skin, blunt weapons id i c t  only half 
damage on them. Their skin also gives them a +1 bonus to sav- 
ing tbrows vs. normal fire. 

Knas cannot breathe air. A kna taken out of the water suff 
cates in 2d4 rounds. 

HabitatISoaeq? Knas live in tribes made up of seve 
groups (typically 3d4 families per tribe). Each family 
4d4 adults and half as many noncombatant offspring. 
dren reach maturity in six months. 

Like fish, knas reproduce by laying eggs. All females within 
mbe share the same Fertile period; autumn is the most commo 
egg-kying season. A female kna lays an annual clutch of 3d 
eggs, 2d6 of which actually ha 
the children’s full-time guardians 
time, the guardians teach the ha 
to know to enter the adult world. 
with their charges, each guardian 
(20) in combat situations. 

Kna tribes dwell in shelters built into large, bargelike pl 
forms that float 20 to 30 feet above the sea bed. The knas co 
struct these platforms from the light internal shells of gia 
squid and decorate them with bright shells and colored stone 
Each tribe has its own distinctive decorative pattern. 

Many knas live as peaceful traders, enjoying a prosper 
relationship with other intelligent sea races as well a 
breathers living along the shore. Sometimes trade between 
and humans is conducted by intermediaries, such as sea e v 
who feel at ease in both environments. 

Unfortunately, some tribes that have seen their territor. 
usurped by ships of surface dwellers resort to piracy. T 
tribes, called the uyagh in their own tongue, wreck surface 
on reefs, overcome the crews, and plunder the cargo. De 
ing on the tribe’s temperament and the victims‘ behavi 
uyagh might spare or slaughter a crew. (Expect the latte 
surface dwellers killed a kna while resisting.) Knas take n 
oners. Peaceful kna tribes, while disapproving of their 
brethren, do not raise arms against them. 

Besides their normal racial language, h a s  have a special sy 
tem of hand gestures and body movements that allows them 
speak silently, conveying simple concepts like “retreat, 
‘attack,” “help,” and ”friend.” Surface dwellers can learn this 
sign language using a nonweapon proficiency slot. 

Knas tame sea creatures for use as watch animals and beasts 
of burden. Uyagh use larger sea creatures to help tow surface 
vessels onto reefs. A kna lair has a 60% chance of containing 
2d6 domesticated sea creatures, especially hippocampi (15% 
narwhals (25%), common whales (20%), dolphins (20%), an 
sea lions (20%). 

h a s  and koprus (see next page) are sworn enemies, as the 
compete for the same food supply and habitat. Their consta 
bickering keeps both races’ numbers down. 

Ecology: Knas hunt many sea creatures that humans cons 
predators, reducing the population of sharks, manta rays, 1 
preys, and the like. 

Unscrupulous alchemists have discovered ho 
blood as an ingredient for potions of water bre 
alchemists occasionally have been responsible fo 
raids on communities of good and peaceful h a s .  

< 



CLIMATEERRAIN: Tropical oceans and swamps 
FREQUENCY: Rare 
ORGANIZATION: Pack 

DIET: Omnivore 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARIN 
ARMOR CLAS 
MOVEMENT: 
HIT DICE: 

ACTMTY CYCLE: h Y  

THACO: 
NO. OF ATIACKS: 
D AMAGEIATACK: d4 (daw)/ld4 (claw)/ 

ld4 (bite)/3d4 (tail lash) 
Tail crush (3d6), charm 
+2 saving throw vs. magic 

%I (6'+ long) 
?lite (13) 
>,ooo 

ECIAL A ~ A C K S :  
ECLAL DEFENSES: 

MAGIC RESISTANCE: Nil 

prus are a degenerate race of heat-loving amphibians. 
ough they possess intelligence and power, their civilization 

The kopru, a man-sized creature with a humanoid upper 
body, has a smooth head, large eyes, and a tentacled, sphinc- 
teral mouth. Its two arms end in webbed, clawed hands, and its 
sinuous lower body splits into three flukelike, prehensile tails, 
each capped with a sharp hook. Kopru skin, light tan at  the 
creature's hatching, gradually tums to olive in adulthood and 
fades to a sickly brown in old age. 

Combat: A kopru eschews weapons, instead attacking with a 
bite and claws that cause ld4 points of damage each. A kopru 
also can use its tails in combs$ all three tails attack as one and 
cause 3d4 points of damage on a successful strike, as the hooks 
on the tails dig in and hold. The round after hitring an opponent 
with its tails, the creature draws the victim closer, wrapping its 
tails around the opponent and beginning to crush. On this and 
subsequent rounds, crushing automatically causes 3d6 points of 
damage, though a kopru can choose simply to hold an enemy 
fast with its tails, inflicting no damage. While the tail crush gen- 
erally has enough power to kill a victim, a kopru also can bite a 
held victim automatically. 

The creature seldom uses claws on a held victim, because it 
needs them to stabilize itself or to attack other opponents. If it 
does claw a held victim, the kopru gains a c4 bonus to its attack 
rolls. A victim held by the tails cannot wield weapons or other- 
wise move except to struggle; a successful bend bars roll frees a 
held victim. On land, the kopru needs its arms for locomotion, 

it cannot attack with them. I t  can use its tails to hit only tar- 
~ t s  behind it while out of the water. 

The kopru's most insidious assault is the c h a m  spell it can 
ast instead of attacking physically. The beast may direct th is  

power at any one opponent within a 30-foot radius. A victim 
who fails a saving throw vs. death magic becomes totally obedi- 
ent to the kopru's mental commands. If the target makes a suc- 
cessful saving throw, no other kopru of that pack can charm the 

This charm differs from the spell cham person in that the sub- 

been in decline for generations. 

baracter successfully during the encounter. 

I - -  
ject acts normally in day-to-day affairs, but obeys the kopru 
immediately when mentally compelled to do so. The kopru that 
cast the spell receives immediate mental access to the victim's 
thoughts and memories. A character can be controlled by only 
one kopru at  a time. Once the creature establishes control, dis- 
tance does not limit the spell's effects. A kopru can manipulate 
a charmed mind so the victim acts under its compulsion, then 
resumes normal life again, unaware of being controlled. A caster 
can maintain this arrangement indefinitely. 

The charm remains in effect until dispelled with a dispel magic 
or wish spell or the creature dies. @or purposes of dispel magic, 
call koprus 9th-level casters.) Because of their a f h t y  to magic, 
koprus gain a +2 bonus to saving throws vs. magic. 

Koprus hate all intelligent air breathers, especially elves, due 
to their resistance to cham spells. These creatures take special 
delight in killing elves; their logic tells them that if one cannot 
control something, better to kill it than let it go'free. 

HabitatlSociety: Koprus enjoy making lairs in very hot, wet 
environments, seeking out quiet grottos and undewater caves. 

In their lairs, koprus live in packs of 3 to 24 (3dQ led by a 
dominant female. Of all the females in the pack, only the leader 
lays eggs, twice a year. A clutch includes 2d6 eggs, though only 
ld4 immature offspring make it to the hatchling stage. 

Evidence sullzests that koprus once boasted a powerful 

I 

undersea civilizi%on. They mastered magic and psionics and 
built an extensive culture. But climactic shifts or increased com- 
petition from other marine races started these creatures on a 
descent into barbarism that continues to spiral. Advenrurers tell 
of finding ruined kopru cities on the ocean floor, filled with 
exotic treasures and occupied by nighunarish marine life. 

Scholars guess that the kopru ability to read a charmed crea- 
ture's thoughts may be the last remnant of the psionic abilities 
so common during their days as a civilized power. 

K O ~ N S  view humans as brutes to toy with and control. They 
stalk strangers that wander into their realm, then attack at  the 
victim's most vulnerable moment. Koprus and has-natural 
competitors-still fight constantly. Some sages suggest kopm 
are related to mind flayers as mermen are related to humans. 

Ecolo~y: Wizards can use a cemin gland of the kopru brain to 
create a ring ofhuman influence and possibly, if they treat the 
gland differently, to consmct protections from charms. 

t; 

I 



Footpad Gecko 
Draco (giant) (giant) 

CLIMATE~EERRAIN: Temperate Temperate Temperate 
Forests and hius and forests 
hdls subterranean and urban 

FREQUENCY: Uncommon Rare Uncommon 
ORGANIZATION: Pack Pack Pack 
ACTNITY CYCLE: Any Anv N i h t  
DIET: 
INTELLIGENCE: 

ALIGNMENT: 
No. APPEARING: 

MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF A ~ A C K S :  
DAMAGEIATrACK: 

TREASURE: 

ARMOR CLASS: 

SPECIAL AXACKS: 

Carnivore 
Semi- (2) 
U 
Neutral 
1 d4 
5 
12, Glide 15 
4+2 
17 
1 
ld10 (bite) 

Surprise 

0-vore 
Semi- (2) 
Nil 
Neutral 
ld3 
6 
12, CI 6 
2+1 
19 
1 
ld6 (bite) 

Nil 

CaLivore 
Semi- (2) 
u 
Neutral 
ld6 
5 
12, C16 
3+1 
17 
1 
Id8 (bite) 

Surprise 

Homed 
Chameleon 
Temperate 
forests and 
bills 
Uncommon 
Pack 
Day 
Carnivore 
Semi- (2) 
U 
Neutral 
ld3 
2 
12 
5 
15 
2 
2d4 (bite)/ 
ld6 (hom) 
Surprise, 

- 7 -  

Tuatara 
Lava Rockhome (giant) Xytar 
Volcanlc Nonarmc Dry Subtropical 
subterranean subterranean temperate or tropxal 
caverns caverns 
Very rare Common 
Sohtary Pack 
A"" An,, . _. ~ -~ 
Carnivore Omnivore 
Semi- (2) Semi- (24 )  
Nil Nil 
Neutral Neutral 
1 2d4 
3 5 
9 15 
4 3 
17 17 
1 1 
ld6 (bite) l d6  (bite) 

Heat b 
tail sweep 

SPECIAL DEFENSES: Nil Climb walls Climb walls Ni Weapon melt, Nil 

MAGIC RESISTANCE: Nil Nil Nil Nil Nil 
SIZE: M (6' long) L (8' long) M (5' long) L (7' long) M (6' long) L (9' tall) 
MORALE: Average (9) Average (9) Average (9) Average Champion Average 

XP VALUE: 420 120 270 420 420 65 

fire immunity 

(10) (15) (10) 

plams desert 
Uncommon Rare 
Pack Pack 

Canuvore Canuvore 
Serm- (2) Semi- (4) 
V Nil 
Neutral Neutral 
ld2 ld6 
4 3 

Night Day 

9 12 
6 5+1 
15 15 
1 1 
ld6  (bite) ld10 (bite) 

Nil B W t h  

Nil Nil 
weapon 

Nil Nil 
L (8' long) 
Average Elite (13) 
(8) 

L (8' long) 

I ,  

270 650 

Many types of lizard and giant lizard live on Mystara, ranging 
from the harmless to the deadly. Some species can be trained 
for use as mounts by a character with the animal training non- 
weapon proficiency who has chosen to train lizards. 

Draw Lizard 
With its scaly skin and Fearsome face, the 6-bot-long draco lizard 
looks draco-its appearance explains how this creature got its 
name. Its head is bright red; this coloration fades to vellow at the 
neck, then graduallqbecomes green toward the rear. While the 
draco lizard lacks wings, it does have wide h p s  of skin between 
its legs, with which it can &de through the air like a flying squirrel, 

The draco lizard is a carnivore, and it favors unintelligent 
prey. Nonetheless, a hungry draco may drop kom a high perch 

~ to attack a human or demihuman morsel. (Such a victim suffers 
~ a 3 penalty to surprise.) Draco lizards can be trained for hunt- 
~ ing and guarding but will not cany r i d e s  

Giant Footpad Lizard 
~ The giant footpad lizard is an 8-Foot-long, slender reptile with 

slate gray coloration and small ridges on its back. The lizard's 
body seems rather Bat, compared to other specimens. 

Long, spindly legs characterize this lizard, as do its long toes 
that end in round, sticky pads. These pads, combined with the 
creature's aghty and low body weight, make the footpad lizard 
an excellent climber. The creatures can cope with all but the 
smoothest surfaces, at any angle up to vemcal. 

If captured and trained while young, footpad lizards can 
make excellent mounts or pack animals. Subterranean races 
such as gnomes prize these giant lizards for their surefooted- 
ness in precarious cavem environments. 

While bearina a rider. a aiant footpad lizard cannot climb 

I 
slopes steeper &an 60 degGes. The Czard can carry as much 
weight as a pony (maximum 320 pounds). 

Some wizards and alchemists use giant footpad lizard bide 
ofswimming and clim6ing. 
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Giant Gecko 
The 5-foot-long giant gecko is pale blue with orange-brown 
spots. The creatures find giant insects and spiders quite tasty; in 
fact, these lizards are common only in areas frequented by giant 
arthropods. Preferring to hunt theirquany at night, geckos have 
natural adhesive pads on their toes that help them climb trees or 
walls rapidly, then drop onto prey. Geckos employing this taac- 
tic penalize victims’ surprise rolls by -2. 

Giant geckos can learn to work as guard animals. 

Horned Chameleon 
The homed charneleon, a 7-foot-long lizard with a tail another 
10 feet long, changes color to blend in with its surroundings. 
Opponents suffer a -5 penalty to their surprise rolls. 

A very aggressive lizard known to attack people with no 
provocation, the homed chameleon enjoys employing its sticky 
tongue, which can shoot out up to 5 feet. A successful hit 
means the chameleon has pulled the victim into its mouth and 
bitten, inhcting 2d4 hit points of damage. 

The creature also attacks with its hom, causing ld6 points of 
damage. Further, it can use its tail to knock down attackers 
within 10 feet. A tail strike requires a successful attack roll for 
each victim. While such “knock-downs” cause no damage, vic- 
tims lose their next round of attacks. 

Lava Lizard 
A strange reptile, the lava lizard lives in subterranean caverns 
amid pools of bubbling magma. The creature has a rocklike 
outer shell that helm maintain the hieh bodv temverature it 

I 

needs to survive. 
Most lava lizards have reddish brown bides. Brieht red lumm 

on their outer shells resemble hot coals, and their eyes glow 
pale yellow. A smoky odor hangs about them. 

A lava lizard attacks by biting with its quick but relatively 
weak jaws. A bitten creature suffers ld6 points of damage and 
must make a saving throw vs. breath weapon. Failing the save 
means that the lizard holds the victim fast in its jaws for that 
round, inflicting an additional ld6 points of heat damage. Magi- 
cal means of fire resistance, such as rings, potions, and spells, 
can reduce this extra damage. Lava lizards remain immune to 
normal and magical fires. 

Whenever a lava lizard is struck by a nonmagical metal 
weapon, the attacker must make a saving throw for the item 
using the “magical fire” category of the item saving throw chart. 
A failed saving throw means the weapon melts due to the 
lizard‘s intense heat. The melted weapon still causes damage on 
that round, but becomes useless aftemard. 

Although these creatures dwell in hot subterranean caverns, 
they can wander several miles away from the life-sustaining 
heat the lava pools produce. They cannot stay away for long, 
however. Stories tell of lava lizards found frozen like statues, 
presumably having suayed too far from their heat sources. 

rockhome lizard is a gentle creature commonly found in 
terranean colonies of dwarves or gnomes. Possibly an ances- 

tor of the lizard man, it stands on two legs and seem roughly as 
intelligent as a domesticated dog. 

All rockhomes can run very fast. They have long forelimbs 
for catching prey and strong jaws. Coloration varies fro 
white to whitish hues of green and blue. 

As they thrive in captivity, these repriles can learn to pe 

simple tasks. They catch rats, cany riders, pull wagons or carts, 
and run in large wheels to power machines. 

Unfortunately, rockhome lizards do not get along well with 
horses: The species seem to scare each other. In addition, they 
die if exposed to sunlight, suffering ld6 points of damage per 
hour of exposure until dead. 

Giant Tuatara 
An 8-foot-long lizard that looks like a cross between an iguana and 
a toad is the giant tuatara. Wbite spikes along its back protrude 
from olive-colored, pebbly bide. Tuataras have a temperature- 
sensitive membrane over their eyes which, when lowered, allows 
the ljzards to %eel in darkness (90-foot infravision). 

Tuataras love to hunt small animals at night and sleep during 
the day. They aggressively attack people who wander too close 
to their lain. 

Although these lizards can be trained to attack, the spines 
along their backs make them poor mounts. 

XY-1 
Because of xytars’ fiery breath, inexperienced travelers some- 
times mistake these 8-foot-long lizardlike~creatures for dragons. 
Xytar hides, though predominantly yellow, bear red and orange 
motdine alone the back. Xvtars have six lees and lone. toothv - -  - -. 
jaws. They dwell in hot desert areas and can go without water 
For weeks. 

The camivorous xytars hunt in packs, ofkn targeting passing 
caravans and settlements on the fringes of deserts. Xytars attack 
either with their strong jaws or their breath weapon. They can 
breathe a cone of fire 30 feet long and 10 feet wide at the base, 
causing 10d4 bit points of damage; creatures in the area of effect 
take only half damage if they make a successful saving throw. A 
favorite xytar tactic involves first breathing fire to “soften up” 
the victims, then dosing in to snap and bite in melee. Alchemists 
seek out the throat sacs that create the lizards’ the fire, using 

With much difficulty, xytars can 
be trained to attack (+4 penalty to 
Drolicienw checks). The creatures 

them to concoct potions offiery breath. 

must be raised by their trainers and will 1 not respond to aiyone else. Only sis’thik 
lizard-kin are known to commonly raise 

Xytars. 



CLIMATE~EERRAIN: 

FREQUENCY: 

Acmrry CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENI: 
No. APPEARWG: 
ARMOR CLASS: 
MOEMENT: 

ORGANIZATION 

4% HITDICE 

Gyman 
Temperate or sub- 
tropical swamp or forests 
Uncommon 
Village 
h Y  
Omnivore 
Average (8-10) 
K 
Neutral 
10d6 
7 
9 
2 
19 
1 
ld3 (bite) or by weapon 

Surprise 
Stealth 
Nil 
s (l’tall) 
Average (9) 
65 
175 shaman 

Chameleon Man 
Nonarctic woods, 
plains, or caverns 
Rare 
Clan 
h Y  
Omnivore 
Average (%lo) 
E (Q, S) 
Neutral 
2d4 
10 
12 
2 
19 
I 

By weapon 

Dimension door 
Nil 
Nil 
M (7’ tall) 
Average (10) 
120 
175 bodyguard 
420 leader 

The lizard-kin of Mystara share an ancient lineage. The chame- 
leon men are the oldest of these races; some believe that cay- 
men, gator men, sis’thik, and standard lizard men all descend 
from a common ancestor related to chameleon men. Relations 
between lizard men and the four lizard-kin races, however, 
range from indifferent at  best to hostile at worst. 

cayman 
rhese reptilian humanoids stand about a foot tall, with bodies 
iheathed in rough brown or green skin. Their black, pupil-less 
:yes boast infravision with a 90-foot range. 

Caymen are intelligent and sociable, d w e h g  together in vi-  
lages. Their native language sounds like simple hisses and chit- 
ters to other creatures. Fortunately, caymen also speak Common. 
In addition, some may know the languages of subterranean crea- 
tures living nearby. 

Combat: Caymen usually avoid conflict, except in self-defense 
or when protecting their villages, territory, or food sources. 
When pressed, they use bone weapons, usually small javelins 
and large daggers. Each weapon inflicts l d6  points of damage. 

In general, caymen dislike frontal assaults. They prefer to sur- 
prise an opponent, make a few quick attacks, then flee. 

All caymen can move silently and hide in shadows with a 
40% chance of success. They use these skills to evade combat, 
or to surprise foes with whom they must fight; those attacked 
iy a concealed cayman suffer a -2 penalty to surprise rolls. 

HabitaUSociety: Caymen build underground villages of tun- 
nels and chambers 1 to 2 feet high. They protect these lairs with 
palisades of packed dirt and woven reeds. The walls have many 
entrances, aU of them the equivalent of concealed doors. 

Each cayman village indudes 10d6 adults, and half that many 
noncombatant offspring. Immature caymen reach adulthood in 
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Gator Man 
Tropical or sub- 
tropical swamp 
Rare 
fillage 
‘Jight 
Carnivore 
Low (5-7) 
M 
Chaotic evil 
ld6 
1 

12, Sw 18 
7 
13 
? 
!d4 (bite) and 
~y weapon +2 
Nil 
Nil 
Nil 
L (8’ tall) 
Champion (15) 
420 
650 leader 

SiS’thik 
Tropical or sub- 
tropical desert 
Rare 
Tribe 

Omnivore 
Average (8- 
A 
Neutral evil 
3d6 
5 (4 with armor) 
9 
3+3 
17 

By weapon +2 or ld6 (daw)/ 
ld6 (daw)/ld3 (bite) 
Nil 
Fire resistance 
Nil 

Elite (13) 
175 
270 bodveuard 

h Y  

1 Or3 

M (6‘ tau) 

650 shamin 
975 queen 

one year. Villages are led by a shaman, equivalent to a priest of 
5th to 7th level. These shamans live longer than the average 
cayman (60 years, as opposed to the normal 40-year life span), 
so their hides grow tough and improve their Armor Class to AC 
6. With a shaman in a cayman party, the creatures’ morale 
increases by 1 point. 

Not only do the better warriors use bone weapons and tools, 
they wear bone and feather headdresses. The more elaborate 
the headdress, the greater the warrior-though these caymen 
avoid wearing such adornments in battle, not wishing to alert 
the enemy to their superior abilities. 

These lizard-kin get along well with gnomes and tolerate 
lizard men. However, due to the caymen’s small size, evil sub- 
terranean races often take them as slaves, 

Ecology: Caymen enjoy eating giant-sized reptiles and amphib- 
ians but sometimes fall prey themselves to large predatnrc 
They make reliable guides in swamps. 

Chameleon Man 
The reclusive chameleon men possess a bit of dragon ancestry. 
In their homes far from human and demihuman civilizations, 
they generally can avoid contact with strangers. 

Chameleon men stand 7 feet tall, and their spindly arms and 
legs make them look quite thin. They move with a stride that 
other races find ganghg and awkward. Chameleon men have 
multicolored, somewhat scaly skin with stripes of many colors: 
red, blue, green, yellow, brown, orange, black, and white 
(though few chameleon men have every possible hue). The col- 
ors seem to shift and swirl when the creatures walk (a trick of 
the light as it plays off their scales). 

Combat: Chameleon men usually arm themselves with light 
weapons: daggers, spears, or dubs. They never wear armor, as 



it interferes with their natural abilities; they would rather blend 
in with the scenery than fight openly. 

By far the most useful feature of the chameleon men remains 
their vanishing ability, which they use to avoid combat or to 
surround opponents. Each round, a chameleon man can vanish 
and reappear up to 120 feet away. This ability essentially mir- 
rors the wizard spell dimension door, with a 120-foot range limi- 
tation. The creatures wield such precise control over this ability 
that they never reappear in midair or inside solid objects. Of 
course, a chameleon man cannot appear in the exact spot as 
someone or something else. These lizard-kin cannot attack in 
the round that they use this ability. 

Chameleon man leaders-or Lords of Shade and Hue-bave 
4 Hit Dice and ld20+10 constant bodyguards with 3 Hit Dice. 
Leaders can blend in with any natural background and have a 
90% chance to remain undetected while unmoving. Lords and 
their bodyguards have a morale of Average (9). 

HabitaUSociety: All chameleon man settlements feature a 
magical site called a tookoo. The tookoo of a cave-dwelling clan 
might be a special grotto that &tens with arcane crystals. For- 
est dwellers might revere an ancient tree of strong magic. These 
sites always radiate magic and enable chameleon men to fight 
at a +2 bonus to attack and damage rolls. When fighting for 
their tookoos or homes, their morale rises to Fearless (20). 

Once a year chameleon men shed their skin, much as a lizard 
does. They save the skin for a vital purpose: reproduction. As 
this race has no female gender, chameleon men reproduce by 
placing their old skins in their clan’s tookoo. The offering has a 
60% chance of magically transforming into a young chameleon 
man, which grows to maturity in just eight weeks. 

Ecology: Chameleon men enjoy watching over old woods and 
caverns, maintaining the harmony of nature. They are some- 
times hunted by lizard men, who fear their ability to vanish. 
These lizard-kin subsist on crops they cultivate and fish. Less 
scrupulous wizards prize a chameleon man’s skin as a compo- 
nent for making robes ofblending. 

Gator Man 
Gator men-horrible, lizardlike homanoids-result from magi- 
cal experiments on lizard men that went awry. The escapees 
have thrived, expanding their ranks into a new race. 

These lizard-kin stand 7 to 8 feet tall, their bodies covered in 
dark green scales. They have alligator heads and mouths with 
prominent, sharp teeth. Slithke black pupils split their red eyes. 

Gator men speak Common and the language of lizard men. 
They refuse to negotiate with strangers, preferring instead to 
attack unwary parties of humans and demihumans. 

Combat: Gator men possess formidable Strength (18), and their 
bite causes 2d4 hit points of damage. Many cany large, crude 
swords, which they wield with a +1 bonus to attack and +2 
bonus to damage roUs. 

A huge specimen, the village chief can cause 3d4 points of 
damage with its bite. A chief wields a sword with Strength 19, 
gaining a +3 bonus to attack and a +7 bonus to damage rolls. 

HabitaUSoaety: During experiments in which evilmages tried 
to fuse lizard men and alligators, several specimens managed to 
escape and fled into the swamps. Once there, they reproduced 
rapidly, overcoming all predators and competitors. 

Some tribes of gator men reportedly follow shamans with 
spellcasting abilities equivalent to those of 7th-level clerics. 

Ecology: Gator men consider themselves the mortal enemies of 
lizard men, usually a t t a c h  them on sight in an effort to drive 
the lizard men away from gator man homeland. 

Raiding parties of gator men often make sweeps of isolated 
settlements for fresh human meat to supplement their diet of 
lizards, alligators, and other animals native to swampland. 

Sis’thik (Desert Scourge) 
In burning deserts live nomadic humanoids called Sis’thik, a 
proud race of reptilian warriors that fear notking. 

Sis’thik have thick, leathery light tan skin that lets them blend 
in with the arid terrain. Their nostrils can seal out dust, and 
transparent eye sueens allow them to see in sandstorms. 

Combat: Female sis’thik use scimitars in combat and some- 
times employ shields (boosting their AC to 4). These females 
boast great strength, inklicting a +2 bonus to damage rolls using 
melee weapons. Males, if forced, attack with daws and bite. 

Normal fires do not affect sis’thik; plus, these lizard-kin suffer 
only 1 point of damage per die of magical fire damage. 

Habitat: Sis’thik tribes have 3d6 x 10 adult members, plus 4d6 
noncombatant children. Female sis’thik control the tribes and 
do all the fighting. The males seem slow and stupid, existing 
only for mating and drudge work. Females do not reproduce 
often, consideling how much other work they have to do. Most 
lay a dutch of 2d4 eggs every other year. 

Each sis’thik tribe follows a queen with 8 Hit Dice, who 
receives a +3 bonus to damage rolls. The queen is accompanied 
at  all times by 2d4 bodyguards, each with 4+1 Hit Dice. Each 
tribe also includes ld4 shamans of 1st to 8th levels. 

Some sis’thik tribes breed xytar lizards as mounts; two 
sis’thik can ride a smgle xytar. In addition, these lizard-kin have 
been known to cooperate with blue dragons. 

Each sis’thik tribe has its own territory. Any who wish to 
cross it must debase themselves before the queen and shower 
the tribe with gifts of wine, food, and metal items. Sis’thik 
sometimes build shelters of mud brick, usually near oases and 
other resting places. They do not appreciate others using these 
structures without permission. 

Ecology: Sis’thik prey on creatures such as ant 
lions, camels, jackals, and wyvems. 

L / They savor the taste of copper 
dragon flesh, which has resulted yV 

in enmity 
between the 

L two races. 

c 
t 

These lizard- 
kin also enjoy 

eating figs, 
dates, and 

cacti. 



CLIMATEITERRAIN 
FRECIUENCY: 
ORGANIZATION 
ACTIWTY CYCLE: 

Lupins speak Common and their own language, which, to 
outsiders, sounds like a series of yaps, howls, and barks. They 
maintain friendly relations with humans and demihumans and 
will not immediately attack a party of strangers that shows no 
signs of evil behavior. 

Combat: Lupins enjoy fighting in packs, surrounding and 
harassing their prey first. With the target thus distracted, one 
individual darts in and strikes, returning to the surrounding 
circle so another lupin can attack. 

An instinctive hatred of werewolves runs strong in lupins. 
They normally employ weapons such as lances with silve 
heads, silver swords, and silver-tipped flight atrows agains 
these foes. Lupins cany at least one normal melee weapon, usu- 
ally a sword or mace, to deal with nonlycanthropic threats. 

Lupins can detect a werewolf in human form 90% of the 
time. Upon finding one, they let out a ferocious howl, then 
attack withouf mercy. The canine creatures have only a 15% 
chance of detecting other kinds of lycanthropes in human form 
and do not attack these other types on sight. 

DAMACEIATTACK 

Like werewolves, lupins are repelled by wolfsbane. 

ins are canine humanoids who, despite looking much like 
ewolves, despise these true lycanthropes. (Some lupins hate 

rewolves so much they actively hunt them down.) Despite 

HabitaUSociety Lupins are quite civilized, known to build vil- 
lages made of wooden lodges. The lodges, constructed of bark 
attached to wooden frames, center around a fire called the 

plus ld4 pups. Each pack follows an elder with 3 to 5 Hit Dice. 
A tribe’s elders join to form the White Howl, the lupin ruling 
group. The White Howl gets its name from its members’ hair, 
usually white with age. 

Some sages speculate that lupins branched off from the true 
werewolf bloodline long ago. Tribal tales contain clyptic refer- 
ences to the Great Division, a bloody schism that spawned the 
hatred that exists to this day. Though details remain sketchy,, 
apparently lupins believed in peaceful coexistence with non: 
shapechangers, while the true werewolves saw those locked 
into one form as nothing but potential food sources. 

Some lupin packs consider the week of the full moon the 
most important time of the month. During the two or three 
days that week when the full moon shines brightest, these 
packs form hunting parties known as Ah’flir, with the specific 
purpose of tracking down and killing werewolves. An Ah’flir 
usually includes 4d4 lupins, who drive themselves ferociously 
in a tenifylng devotion to the hunt. During the week of the new 
moon, when the sky is blackest, these lupins feel sluggish and 
apathetic, knowing they must wait another month to experi- 
ence the joy of hunting werewolves under the full moon. 

Ecology: As hunters, lupins take only what they need.’They 
especially enjoy tracking wild boars, deer, and bears. They love 
fresh meat so much that they consider talk of eating vegetables 

I 
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CLIMATEITERRAIN: Jungle and choose a moment of weakness to attack. 
FREOUENCY: Very rare 
ORGANIZATION: solitary 
A c m  CYCLE: h Y  
DIET: Carnivore 
INTELLIGENCE: Low to very (5-12) 
T ~ S U R E :  U 
ALIGNMENT: Chaotic evil 
No. APPEARING: 1 
ARMOR CLASS: 4 front claws strike su 
MOVEMENT: 18 
HIT DICE: 5+2 
THACO: 15 
No. OF ATACKS: 3 
DAMAGEIATTACK ld4 (claw)/ld4 (claw)/ld8 (bite) 
SPECIAL A ~ A C K S :  
SPECIAL DEFENSES: 

MAGIC RESISTANCE: Nil 
SIZE: M (6' tall in human form) ference. 
MORALE: Elite (13) 

In their jaguar state, these lycantbropes can climb quite well; 
they scale trees and cliffs as thieves climb walls, with a 95% 
success rate. Because of their feline stealth and natural camou- 
flage in rain forests, opponents suffer a -2 penalty to their sur- 
prise roll. A werejaguar also gains a +1 bonus on its initial attack 

werebeasts, werejaguars are hurt only by silver weapons. 

HabitaUSoaety: Werejaguars have no interest in seeking out 
or working with their own kind. Each has its territory and 
almost always meets a fellow werejaguar in trouble with indif- 

Rear claws (ld6 each), leaping 
Hit only by silver or +1 or 
better weapons, surprise 

XP VALUE: 2,000 

Lycanthropes in Mystara 
A lycanthrope is a human who can change into a beast; the most 
common example is the werewolf. Lycanthropes normally wear 
no armor, since it interferes with their shapechanging. 

Some animals (such as horses) do not like the smell of lycan- 
thropes, and will react to them with fear. To a casual observer, 
the animal looks "spooked," pawing at the ground, trying to dis- 
tance itself from the lycanthrope, making noise, etc. 

A person attacked by such a creature could become a lycan- 
thrope; the chance is equal to 1% per point of damage suffered 
from the lycanthrope's attacks. A character infected with lycan- 
thropy can be cured with the application of a remove curse spell, 
followed by a successful savlng throw vs. polymorph. A lycan- 
thrope retums to human shape at death. 

Werejaguars 
Mystarans know werejaguars as the scourge of tropical r-... 
forests: solitary, extremely effective hunters. The werejaguar 
has three forms: completely human, a human-jaguar hybrid, 
and a jaguar with glowing red eyes. 

In their human form, werejaguars are generally lithe, athletic 
folks, with long limbs and very sharp hearing. Their mood 
varies between quiet but alert contemplation of their sunound- 
ings to a harsh, controlled, predatory rage. In this form, were- 
jaguars act impatient and short-tempered in cities. 

In their hybrid form, werejaguars boast elongated and very 
muscular legs. Their torsos remain human, but also grow much 
more muscular. Hybrid forearms end not in human hands, but 
in prehensile claws. The feet feature claws, too (not shown 
here), enabling the creature to rake an enemy. In this catlike 
humanoid form, a werejaguar can walk upright or run on all 
fours. The hybrid has a jaguar's head-one still capable of 
human speech and facial expressions. 

The pure jaguar form cannot speak, but does retain human 
mental faculties, plus the animal's bunting instincts. Only the 
glowing eyes indicate its lycanthropic nature. 

Combat: Werejaguars do not simply rush headlong into 
attacks. Rather, these hunters stalk their prey in the wilderness 

minions of evil Immortals. Rumors tell of savage werejaguars 
able to cast clerical spells; these cats, witch doctors in hidden 
villages, devour victims in service to their Immortals. 

Ecology: Werejaguars hate weretigers with a passion, loath to 
share hunting ground with another feline lycanthrope. In the 
twilight, they enjoy hunting game, from animals to humans. 

I 
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Lycanthrope, Wereswine 

CLIMATE~~ERRAIN: 
FREOUENCY: 

ACTMIY CYCLE: 
DIET 
INTELLIGENCE: 
TREASURE. 
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASk 
MOVEMENT: 

THACO: 
NO. OF ATIACKS: 
DAlvlAtEIAiTACK 

ORGANIZATION: 

Hrr DICE: 

SPECIAL ATACKS: 
SPECIAL DEFENSES: 

AAGIC RESISTANCE: 

Any forest, swamp, or urban 
Uncommon 
Herd 
h Y  
Carnivore 
Vely (11-12) 
C 
Chaotic evil 
1 d3 
3 
18 
9 
11 
1 
ld6 (tusks) or by weapon 
Charm 
Hit only by silver or +1 or 
better weapons 
Nil 
M (6' tall in human form) 
Champion (15) 
2,000 

Existing on the fringes of human settlements, wereswine appear 
either as huge hogs with tusks or as grossly fat humans. These 
lycanthropes would seem almost ridiculous if not for their vora- 
cious hunger for human flesh and the homicidal ferocity they 
display in satisfying this appetite. 

In their human form, wereswine are extremely fat by choice. 
Their appearance helps lull would-be victims into a state of . .  

and no facial hair. At will, some wereswine can extend'their 
ears and tusks to appear more piggish, as shown in the i&ustra- 
tion below. Ws parlor trick is about as commonpl 
ghng ears and rolling tongues among humans.) 

In pig form, wereswine look like pink, smooth-s 
of krge girth. Only when victims get dose enough t 
of such a beast do they realize it has fangs. 

Wereswine take no hybrid form. Although they a$ shape- 
change keely during the night, unaffected by the moon tyde, 
they must keep one shape throughout the daylight 
ally their human form. 

Combat: Wereswine prefer indirect means of combat, relying 
on ambushes to throw their victims off balance. If a3ereswine 
has gone without food for too long (two days); it casts aside all 
sense of tactics, rushing headlong at victims to sate Es ravenous 

~ *. 

appetite. 
Whether in ole or human form. all wereswine can cast a 

I "  

cham person spell three times a day. A saving throw vs. spell, 
though allowed, receives a -2 penalty. The creature usually 
resorts to  this spell to  snag prey quickly. As a rule, each 
wereswine controls ld4-1 charmed humans at any given $me. 

In general, a wereswine in human form avoids combat, its 
bulk making it unsuited to fighting. In this form, a %ereswine 
prefers to outwit its prey or even employ poisons. If pressed, 
however, a creature in its human form can fight with dubs, dag- 
eers, and other small  weapons that do not reauire areat force or 
Y . -  
skill'to wield. 

In Die  form. wereswine use their larae tusks to rend flesh. A . "  I 

favorite tactic makes good use of their low-slung profile: They 
lay low in dense underbrush and attack when prey waks by. 

HabitaUSociety: Wereswine fit the stereotypical role of the 
dirty, greedy, lazy pig. In their human form, they tend to be 
slow, unkempt, avaricious, and always hungry. 

Many wereswine once lived as merchants or farmers, 
ambushed on the outskim of towns or attacked on their farms 
and infected with lycanthropy. Those who used to be mer- 
chants still can keep their businesses going, using their charmed 
victims as loyal lackeys and spies. 

Wereswine feel obsessed with creature wmfom such as rich 
food, plentiful wine, soft beds, nice furniture, and the like. They 
make their kirs in comfortable cabins and manors a bit removed 
from the busde of towns and aties, but dose enough tb civiliza: 
tion to keep them well fed. 

The life of a wereswine is filled with decadence, and the crea- 
tures wallow in it. In fact, wereswine prefer to stay in their 
human state, changmg into pigs only to attack or mate. 

Wereswine must be in pig form to mate. The average litter 
consists of 2d4 piglets. The young can shapechange a t  six 
months, tam the form of fat human adolescents. 

If a wereswine has been infected with lycanthropy (not bom 
a were-creature), a special situation triggers its change into pig 
form. The creature must make an Intelligence check to resist. 
This trigger might be something like watching someone eat a 
large meal. 

Ecology: Wereswine and wereboars are tenacious enemies; 
when in animal form they attack each other on sight. Each of 
the two porcine lycanthrope types can sense the other in 
human form and is likely to become belligerent. Wereswine and 
wereboars enjoy hunting each other for food. 

? 
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CLIMATE~TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET 
INELLICENCE: 

ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT 
Hn DICE: 
THACO: 
No. OF AXACKS: 
DMGEIATTACK: 
SPECLAL ATTACKS: 
SPECIAL DEFENSES: 

TREASURE: 

MAGIC RESISTANCE: 
SIZE 

Demos 

Very rare 
h Y  

solitary 
h Y  
Nil 
Average (9) 
C 
Neutral 
2d6 
7 or armor type 
12 
3+2 
17 
1 
By weapon 
Nil 
Spell immunities 
30% 
M (6' tall) 
Fearless (20) 
120 

Caldron 
h Y  
Very rar 
Solitary 
h Y  
Nil 
Average (9) 
V 
Neutral 
ld4 
5 
12 
4 
17 
1 
By weapon 
Entanglement, acid 
Spell immunities 
40% 
M (6' tall) 
Fearless (20) 
175 

Galvan 
h Y  
Very rare 

Average (9) 
C 
Neutral 
ld3 
3 
12 
5 
15 
1 
By weapon 
Lightning bolt 
Spell immunities 
50% 
M (6' tall) 
Fearless (20) 
420 

Hypnos 
h Y  
Very rare 
Solitary 
h Y  
Nil 
Average (9) 
u 
Neutral 
1 
7 
12 
2 
19 
1 
By weapon 
Charm 
Spell immunities 
20% 
M (6' tall) 
Fearless (20) 
175 



Should a magen’s creator die, the construct almost always 
goes mad, launching itself on a rampage of senseless destruction 
until it is destroyed. 

HabitatISociety: Magens have no society of their own. How- 
ever, they are reasonably intelligent and can speak; some lonely 
wizards teach them to respond to conversation and to act in a 
polite manner, too. Since they have no will of their own, 
magens never truly become part of society, except perhaps as 
slaves. While the constructs have no emotions, they can be 
taught to emulate them in certain instances. 

Demos are the most common type of magen. Their lack of 
special powers makes them good choices as aides in polite com- 
pany; wizards generally use only this type as domestic servants 
and consider them excellent bodveuards as well. I O  ~~~ 

One hardly w e r  sees caldrons used as messengers or domes- 
tic hclp, because of their slight acidic smell and their unsetthg 
ability to strsrch their limbs. 

Ecology: The ageless magens exist purely through magic and 
do nor n e d  air .  water, rood, or slesp. As construcrs that con- 
sume nothing, magens have Little impact on their surroundings, 
except as potentially destructive forces. 

Most scholars and sages agree that magens were developed 
by an impatient wizard or wizards who wanted to make a con- 
struct. but did not want to wait to cain the considerable Dower u 
neede’d to create a golem. Certainly, magens are not as POberfd - .. - 
as golems, and it takes less effort, money, and experience to cre- 
ate them. Some believe wizards developed maEens merely as 
practice before attempting to create golems.-Magens have 
ereater intellieence than eolems. howeve:..??? sometimes can 

V 

gelatin. The Liquid’s actual composition varies, but all 
ents prove exotic and hard to come by, except in a la 
with a well-stocked mage’s g d d ,  alchemical college, or 
nents store. 

mixing it, he can do no% else save eat, sleep, and rest. 
Once the wizard has prepared the suspension, he must ad 

certain unique ingredients, depending on the type of mage 

holding a charm person spell and pour it into the miucure. 
The wizard transfers the prepared liquid to the mold 

casts the following spells rapidly in this order: lighting bolt, 
rime, transmute mud to rock, stone to flesh, domination and light 
bolt again. The tremendous energy of the spells interacts 
the gel; roll ld20 and check the following table for the outco 

Roll Result 
1 LightniHg bdr spell retlem back a t  the caster. Failed. 
2-3 Mixture and mold explode, causing 4d6 points of damag 

to everyone in a 10-foot radius. Failed. 
4 4  Nothing happens. Wizard must create a new gelati 

Failed. 
7-19 A magen is boml Successl 
20 A magen is born! What the wizard does not know, h 

ever, is that an evil intelligence from the Outer Planes 
possessed its body and eventually will turn the crea 
against the wizard. 

es to use the mold to create a diffe 
previously produced, the attempt 
reuse of a mold requires a saving 



nimal(1) 

lil 

manikin denied soil and water loses 1 hit point per day until ii 
dies, at  which time it releases its shriek to affect whoever pre 
vented it from gaining the substances required for life, 

Ecology: The manikin has no real effect on the environmen 
except as it helps its creator. A manikin’s body can be used i 
the same ways as a mandragora root (see below). 

Mandragora Root 
The rare mandragora roots grow only in temperate forests; one 
mandragora almost never grows within 20 miles of another. A 
successful herbalism proficiency check allows a person to recog- 
nize signs and determine if a mandragora root grows in a given 
forest (or section of a large forest). Finding the root requires 

~ hours of searching. Provided mandragora root grows in t h e  
area. a oerson with the herbalism nonweaoon nroficienrv has a 

The manikin, a tiny humanoid with gray or brown rubbery 
skin, smells of freshly turned earth. It does not speak or write. 

The creature comes from a rare plant called a mandragora. 
The plant’s 10-inch-long root has a gnarled humanoid shape, 
with a few leaves growing at the top. Wizards familiar with the 
mandragora (such as those with the herbalism proficiency) can 
use arcane methods to turn the root into a manikin. 

Combar: The manikin cannot fight effectively, so it avoids 
. combat. The creature seems quite fast for its size. In addition, it 

can meld into wood and move within it at a rate of 10 feet per 
round. It also can meld with stone, though it moves through it 
at only 5 feet per round. In addition, the manikin can hide in 
shadows with a 65% chance of success. 

The manikin wreaks vengeance on any who would slay it, 
emitting a horrible shriek when it dies. The individual who 
killed it must make a successful saving throw vs. death or fall 
dead, as if affected by a lethal poison. 

When a manikin dies, its creator permanently loses a number 
of hit points equal to the creature‘s. A manikin expires instantly 
when its creator dies. 

HabitadSociety: A wizard can enchant as many manikins as 
he wants, as long as he can find enough mandragora roots. 

The manikin’s creator can read the little creature’s mind as 
clearly as if it were a book. The wizard mentally controls the 
manikin and often uses it as an assistant when working in his 
laboratory. When the wizard is performing a complex experi- 
ment, the creature automatically senses its master’s needs and 
performs the necessaIy task, such as fetching tools or handling 
poisonous substances. Using manikins as help when making 
potions or other magical items increases the success chances by 
3% per manikin used, to a maximum of 12%. 

A wizard must designate a specific point of his laboratory as 
the manikin’s spiritual tether (any unmovable item will suffice). 
This location can never change, and the manikin must remain 
within 100 feet of this point until either it or its creator dies. 
Often, the manikin’s tether point is a large pot holding soil. 

The manikin must spend at least an hour each day in soil, 
.bsorbine the nutrients and water i t  needs for survival. A 

has no combat abilities. Like the manikin, though, the man- 
dragora has a spectacular defense: If pulled up, the root oozes a 
bloodlike sap and shrieks horribly. The creature uprooting it 
must make a successful saving throw vs. death or die in agony 
as the plant shrieks. Looping a rope around the plant and pulling 
it out does not spare one from the dire effects, nor does deaf- 
ness. It seems as if the plant wants to avenge its death, and no 
defensive measurecan stop it. 

Mandragora continues to be harvested, nonetheless. Evil wiz- 
ards have been known to tie the plant to a dog or other small 
animal; the animal dies in the process of uprooting it, but the 
wizard can then safely pick up the root. Most wizards find the 
unseen semuni spell useful in harvesting this plant. 

Eating raw mandragora root necessitates a saving throw vs. 
poison. Success means the taster falls ill for ld6 hours and lies 
helpless with stomach spasms; failure results in death. 

Knowledgeable alchemists can treat the mandragora root to 
produce various compounds, such as poisons, soporifics, anes- 
thetics, aphrodisiacs, or medications that improve fertility. The 
root is also a major component of philters .of‘-..- -..A ..”*;*..* J 

invulnerability, heroism, treasure 
finding. and plant control. Only 

can derive from each .c( 

individual root. 

one compound or potion , 4 
E , 

To create a manikin, 
a wizard enchants 
the mandragora 
root with a mon- 
ster summoning I 
spell, followed 
by permu- 
nency. 

79 



CLIMATEITEMWIN: Rulns or any 
FREQUENCY: Very rare 
ORGANIZATION: Solitary 
ACTlVrrY CYCLE: h Y  
DIET: Nil 
INTELLIGENCE: 

encounter one of the few wild meks that wander as marauders. 
These unintelligent creatures do not communicate, but follow 

the simple, verbal orders their creators gave *em long ago. 
Rumors state that on rare occasions, a powerful individual ha 
learned how to usurp control of a mek-at least for a while. 

Combat: Meks vary in power. To randomly determine the 
number of Hit Dice of a given specimen, roll ld6 and add 10. 

A mek responds to  motion; it cannot see a~ creature that 
remains perfectly still. The best defense against.a wandering 
mek is to remain stock still, out of its path, and wait for it to 
pass by. This requires a character to  remain motionless for 
approximately ld3+1 rounds, enough time for the mek to move 
out of range. In order to remain motionless, a character must 
make a Dexterity check each round. 

Meks attack by striking with their heavy, metallic limbs, 
inflicting 5d6+10 points of damage with each of their two 
mighty fists. So great is a blow from one of these monstrosities 
that a creature bit by both fists in one round must make a sav- 
ing throw vs. paralysis. A failed saving throw means the mek 
has knocked the victim off his feet, stunned for ld4-1 rounds. If 
the saving throw succeeds, the target stil l  fa& prone. 

These creatures use their effective Strength of 22 to great 
effect by grabbing opponents with a successftil attack roll, lib- 
ing them off the ground, and hurlmg them ld6 x 10 feet away. 
Victims suffer ld6  damage for every.10 feet thrown, plus the 
mek‘s Strength bonus of +10 to damage. 

Once each turn, a mek can exhale a cloud of paralyhg gas. 
This cloud, a 10-foot-radius sphere centered,around the crea- 
ture, does not obscure vision and remains stationaryif the mek 
moves away. Each creature within it must make a saving throw 

11-12 Hit Dice: 9 
13-14 Hit Dice: 7 

5d6+10 (fist)/5d6+10 (fist) 
Paralyzing breath 
Spell immunity 

14 HD 15,000 
15 HD 16,000 
16 HD 17,000 13 HD 14,000 

Meks (possibly a derivative of the word ‘mechanical”) are huge 
metallic creations, fabricated by a long-dead race of inhuman, 
insectlike sorcerers. Most meks resemble their creators, having 
barrel-like chests; and long, barbed, double-jointed arms and 
lecs. However. meks resemblinz ciants, lizards, and other crea- 

A 

u I- . 
tures have been found, too. 

Meks usually senre as guardians and only attack beings who 
intrude into the area they protect. However, characters might 

vs. breath weapon for each round spent inside; failure indicates . 
the victim becomes paralyzed for ld3 turns. The gas dissipates 
in 2d4 rounds. 

Meks are immune to most enchantments. Cold-based spells 
cause them no damage but have the effect of a slow spell o r  
them, and disintegrate spells destroy meks that fail their savinj 
throws. Poison and attacks directed a t  a creature’s mind have ni 
effect on them. 

Habitat: Meks were created long ago to guard ancient insectoii 
wizards and their underground strongholds. (A few of thest 
fortresses lie on the surface, in remote, desolate areas.) M 
encountered within ancient strongholds semed a master at 
time of their entombment. Most of the time (90%), the cre 
ture’s final order was to guard a particular chamber, item, or 
even an entire floor. In rare cases, its master ordered it to kill 
anyone who entered the stronghold. 

Sometimes the elements expose a buried stronghold,‘and a 
mek manages to escape and wander the countryside, attacking 
most creatures it encounters and leveling any structures in its 
path. Such meks apparently had no master at the time th 
were sealed up in the stronghold. These masterless creature 
lacking in magical compulsions and safeguards, prove 
dangerous. 

The secret of c r e a k  meks has been lost-for now. 

b 

c 

1 - 
Ecology: Except for the ruin the few wild, uncontrolled meks 
inflict on the landscape, most meks have no effect on the$ 
immediate environment. Some mages and sages speculate that 
a relationship exists between meks, iron golems, and Appara- 
ruses ofKwalish. 



CLIMATEITEWN 
FREOUENCK: 
ORGANIZATION: 
A ~ N I T Y  CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMEM: 
No. APPEAFUNG: 
ARMOR CLASS: 
MOVZMEM: 
H n  DICE: 
THACO: 
No. OF AT~ACKS: 
DMGE/ATTACK: 
SPECIAL ATACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XP VALUE: 

very ra 
SolitaaIy 

Omnivore 
Average (%lo) 
E 
Chaotic evil 
ld4 
4 
12 
8 
13 
2 
By weapon +6hy weapon +6 
Fear 

Any 

Disguise 
Nil 
M (5'-7' tall) 
Elite (13) 
2,000 

Mujinas are magical creatures created to plague the human race. 
In their natural form, mujinas look like humans (of either sex) 
except that they have no faces. Where the eyes, nose, ears, and 
mouth should he, there is nothing; the face looks smooth as an 
eggshelL However, a mujina may create an illusion to give its 
face any appearance it desires. 

These creatures speak Common and their own racial lan- 
guage, which consists of a series of oddly pitched hollow 
moans and howls-quite unpleasant to the ears of normal 
humans, demihumans, and humanoids. 

Combat: The mujinas' great strength (Strength 18/00) allows 
them to handle any two-handed melee weapon in one hand 
(except for a lance or polearm). They can attack with two weap- 
ons, one in each hand, with no penalties. 

A mujina can cause its true face (a blank) to appear at  will. 
Any creature with 5 or fewer Hit Dice or levels who sees the 
blank face becomes unnerved and automatically ~ t l s  in fear for 
ld3 rounds at top speed. Creatures with more than 5 Hit Dice 
or levels get a chance to resist the effect by making a saving 
throw vs. wands. The mujina's true face can he revealed by a 
successful dispe/ magic as well; the spell's target resists as an 8th- 

aster. Revealing the blank face in this manner still 
in ohsenrers. 
often surprise opponents, thanks to their disguise 

abilities. Also, they have special magical defenses against cer- 
tain detection spells. If someone casts a detect evil or detect 

' 

spell on a mujina, the creature gets a saving throw vs. s 
successful, the mujina eludes detection. 

Psionics, however, can spot a mujina mind easily, so me 
IS of this sinister race spend much time and effort killing 
'onically gifted individuals and collecting items that guard the 
nd. By the same token, mujinas try to lose or destroy magical 

A";- cover, such as meda//ions ofESP,  or a items that can ruin 

Habitat/S&ciety An unknown power created mujinas to bring 
trouble to the races of Mystara. Some pdests call them a plague 
brought on by angry Immortals. These creatures, physically and 
emotionally identical to all others of their kind of the same gen- 

, 



CLIMATE~~ERRAW: Nonarctic desert, ruins 
FRIOUENCY: Very rare 
ORGANIZATION: solitary 
ACTNIT( CYCLE: h Y  
DIET: Omnivore 
INEILIGWCE: Exceptional 11.5- 

' I  
Chaotic neutral 
1 
3 
12 
9 
11 

NO. OF ATTACKS: 1 
DAMAGEIAXACK Id8 (stam 

Spells 
Nil 
15% 
M (5 '6 '  tall) 

MORALE: Elite (13) 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE>,. 

XP VALUE: 3,000 ' 

Nagpas resemble dtied, withered humans with the heads of 
vultures. They are intelligent, magical creatures that shun the 
company of other races. 

Nagpas stand 5 to 6 feet tall. Their skin is brownish and simi- 
lar to mummified human skin, and their joints appear to be 
gnarled with age. A strange odor surrounds them; it smells like 
a combination of bird droppings, mustiness, dust, and old 
chemicals left on a wizard's shelf too long. 

Nagpas speak the Common tongue as well as their own lan- 
guage called Nag (pronounced NAWC). Nag consists of squawks, 
caws, and shrieks, and is definitely not a language suited for 
whispering or polite conversation. 

Combat: As a rule, nagpas 
shun contact. They prefer 
to hide or flee rather than 
contend with outsiders. 
When forced into com- 
bat, nagpas use long- 
range spells first to try 
to end the fight as 
quickly as.possible. If 
the opponents are 
not driven off, nag- 
pas increase the 
deadliness of spells 
or enter melee combat. 

These highly magi- 
cal creatures use 
spells that are equiv- 
alent to the spells of 
a 9th- to 12th-level 
mage. Before an 
encounter with a 
nagpa,the DM 
rolls ld4+8 
o deter- 
nine the 

- .  

creature's spell level, then chooses the nagpa's spells. Nag 
cast spells just like normal wizards; that is, the spells mus 
memorized, and the spells use verbal, somatic, and mater1 
components. 

In addition to their spells, nagpas have innate powers, each of 
which can be used up to three times per day: 

Create frames causes one flammable object within 60 feet 
the nagpa to burst into flames and bum for ld3 rounds, in& 
ing 2d6 points of damage per round to all creatures within 5 fe 
of the flame source. Victims who succeed a saving throw versu 
spell suffer only half damage. 

Paralysis forces all creatures of lawful alignment to make 
saving throw vs. spell. Those who fail are paralyzed for l d4  
rounds. 

Conuption caqses one nonliving object within 60 feet of the 
nagpa to decay or rot into an unusable condition at the end of 1 
round. Magical items are allowed a savine throw vs. acid to " 
avoid all damage. 

Darkness, d5-fi radius and pkantasmalforce take effect as the 
spells of the same name These spells funcuon at the level of the 
nagpa's spellcasting ability. 

I If forced m o  physical combat, nagpas can swing their heavy 
staffs as melee weapons. A nama's staff is made of an odd com- 
bination of iron and wood; b& elements appear to be swirle 
together in a smooth mixture. The staff causes ld8 points 
damage in the capable hands of a nagpa. If used by anyone else, 
the staff inflicts only ld6 points of damage (the same as a no 
mal quarterstaff). 

The nagpa's staff also functions'as a ring ofspell storing. It 
store a total of three spells of levels 1 through 3. This func 
can be used by creatures other than the nagpa. Spells are 
from the staff at  the 8th level of ability. 

Though the attack is not noted above, nagpas bite witkthei 
beaks as a desperate last resort. The bite inflicts Id8 points o 
damage with a-successhi attack. 

HabitaUSoaety: No one has eve 
nagpa family, and with good reas 
half a dozen people in the world 
odd creatures. Namas are, or ra 
mages cursed wiKthis disfigurement and set loose to wande 
the length and breadth of Mystara. Certain Immortals inflic 
this curse upon especially selfish mages who disdain the com- 
pany of others. The curse cannot be removed by any spell less 
powerful than a wish. 

As part of their curse, nagpas instinctively know if they are 
being talked about anywhere within a 100-mile radius. They 
can track such gossipers as long as the speakers remain in range. 
A nagpa's ears suffer a burning sensation that grows hotter as 
the nagpa gets closer to the individual who spoke about the 
race. Items such as amulets ofnoriderection protect speakers from 
the cursed detection of the nagpas. So great is 
shame that they are determined that none s h o d  
their horrible secret. When a speaker is found, 
immediately killed by the nagpa. It then wanders 
sumed with feehgs of guilt, remorse, relief, and jo 

kology: These cursed creatures cannot eat, sleep, laugh, repro 
duce, or take part in any other activity enjoyed by living 
humans. Some evil mages use the skin of nagpas as parchment 
for scrolls of cemm powerful necromanuc spells 



ORGANIZATION 
ACTMTY CYCLE: 

INTELLIGENCE: 

ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS: 
DAMAGE/AiTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 

Nightcrawler 

Jery rare 

Night 

lupra-genius (19-20) 
J 

4nY 

solitary 

Nightwalker 

Very rare 

Night 
Nil 
Supra-genius (19-20) 
T I  

h Y  

Solitary 

Nightwing 
h Y  
Vew rare 
S O l i L r y  
Night 
Nil 
Supra-genius (19-20) 
11 

Chaotic evil 
1 
4 
12, Br 24 
?5 
I 

2d10 @ite)/Zd4 (sting) 
Surprise; see below 
See below 
Nil 
G (100’ lone) 
Fearless (2$ 

Chaotic evil 
1 
4 
15, FI 6 (C) .~ 

3d10 (fist)/3dl0 (fist) 
Surprise; see below 
See below 
Nil 
H (20‘ tall) 
Fearless (20) 
18.000 

tshades are powerful beings from the Negative Energy 
who seek to spread death and destruction everywhere. 
r to undead, they are found on the Prime Material Pkne 

if summoned by powerful sorcerers for dark purposes. 
1 nightshades are jet black. The air around them is cold and 

e 1s like an open grave in winter. These creatures have no vis- 
eyes and apparently sense their surroundings magically. 

ey see invisible objects and detect magic at will. 
Nightshades can read all magical writings and languages, 

although they cannot speak. They communicate with each 
other and their summoners telepathically. Nightshades never 
speak to their victims. Any creature that is not a nightshade or a 
summoner is considered a victim. 

Combat: These aggressive monsters attack all strangers. They 
are usually encountered at  night or in darkness. Natural daylight 
inflicts a -4 penalty on a nightshade’s attack rolls, but light 

es no o&er iU effects. 
ecause of their coloration and stealth abilities, nightshades 
e an increased chance to surorise oooonents. as detailed in .. ...~ ~ ~~~~~~~~~~~ 

the paragraphs on each type below. This ability’can, however, 
be negated by the chilling aura of a nightshade’s presence; a 
nightshade noticeably chills the air within a 60-foot radius 
regardless of weather or temperature conditions. The chill of a 
nightshade is something no adventurer forgets, and an individ- 
ual who has encountered a nightshade has the normal chance of 
being surprised by one in the future (thus, surprise penalties 
usually associated with the creatures are negated). The chill 
aura permeates solid substances, so that the aura will be felt by 
victims on the other side of a stone wall or above ground over a 

j. burrowing nightcrawler. 
:J; The nightshade’s chilling presence spoils all consumable 
,&ems within 60 feet. This affects rations, food, water, holy 

water. and maaical potions, oils, and ointments. No saving :ia 

throws are alliwed’for these items. Such materials do not 
become poisonous, but become so desiccated as to be useless. 

The touch of a nightshade is poisonous. A victim successfully 
hit by a nightshade’s natural attack (bite, sting, or fist) must roll 

- 
Chaotic evil 
1 
-8 
3, FI 24 (B) 
17 
5 
1 
ld6+6 (bite) 
Surprise; see below 
See below 
Nil 
G (30’ lonal 
Fearless (25) 
17,000 

a saving throw vs. poison with a -2 penalty. Failure results in 
instant death. 
AU nightshades can use the following spells at  will, one per 

round: cham person, invisifdiry, haste, confusion, cloudkill, darkness, 
holdperson, cause diseuse, and dispel magic. Once per day, night- 
shades can cast finger ofdeuth. The nightshade’s spellcasting 
level is equal to its Hit Dice. If a nightshade uses a spell ability, 
it cannot make a melee attack that round. 

Nightshades can summon undead once every four hours, 
with a 75% chance of success. The undead creatures arrive in 
ldlO rounds. To learn the type of undead that responds, roll 
ld8 and consult the bllowing table: 

ld8 Roll Undead 
1 3  ld4+1 shadows 
4-5 
6 1 soectre 

ld2 wraiths 

7 1 &os, 
8 1 spirit (hand 

Nightshades can be harmed only by 
enchantment, or by spells of 6th le 
immune to all forms of poison, petr 
hold, and cold spell effects. 

Nightshades are partially vulnerable 
fer only half damage from such attacks. If 
cessfd saving throws, they suffer only o 
rounded up. 

Nightshades are turned as ”special” creatu 

HabitaUSodety: Nightshades dwell on the Negative Energy 
Plane, which provides them with life-sustaining energy. They 
can travel to the Ethereal Plane at will, but must be summoned 
in order to enter the Prime Material Plane. 

Nightshades are all extremely clever and wise, with both 
Intelligence and Wisdom scores of 19. This great mental capa 
ity is a combination of the nightshade’s own wiles and th 
knowledge from the mind of the spellcaster who summoned i 



The creature can use its summoner’s knowledge to function 
better on the Prime Material Plane. All people, places, and 
objects that the summoner knows are also known by the night- 
shade. A nightshade uses its great intellect to plan and scheme, 
and tn invent plots using servants (usually undead). 

As solitary creatures, nightshades do not associate in packs, 
f a d i e s ,  or even with mates. Nightshades have an affinicy for 
undead. Some sages suggest that when numerous undead 
beings are destroyed, the energies released on the Negative 
Energy Plane coalesce to form a nightshade. Others speculate 
that nightshades are related to blackballs, and that blackballs are 
snme snrt of larval or metamorphosed form or perhaps night- 
shade “eggs.” 

Whatever their origin, nightshades can be summoned to the 
Prime Material Plane by use of a powerful, complex spell. Cer- 
tain evil wizards of at least 16th level know this spell, but guard 
the secret closely. Only one nightshade can be summoned with 
the spell. The spell must be cast in comulete darkness: summon- 

p undergroind or duling ;he dark of 

avlanar creatures seldom inter- 
act with the environment. However, when on the Prime Mater- 
ial Plane, a nightshade is a destructive force capable of greatly 
disrupting a local ecology; a nightshade always causes death 
and often drives normal life forms away. 

Nightshades always have treasure of great value; they swal- 
low their treasure in order to cany it. They scom coins, favoring 
instead gems, jewelly, art objects, and magical treasures. Night- 
shades collect treasure from their victims after a battle. 

Nightcrawler 
Nightcrawlers are similar to purple worms in appearance, and 
measure about 100 feet long and 10 to 15 feet wide. Night- 
crawlers are pitch black in color. 

These creatures can approach an opponent by burrowing 
underground and attacking from below. If this is done, a -2 
penalty is added to the victim’s surprise roll (unless the night- 
shade’s chill aura negates the penalty). 

A nightcrawler’s bite inflicts 2d10 points of damage; like any 
successful attack from a nightshade, the victim must succeed a 
saving throw vs. poison with a -2 penalty or die immediately. 
In addition, a nightcrawler automatically swallows its victim if 
the attack roll is an unmodified 19 or 20. A swallowed victim 
loses one level of experience per round due to the nightshade’s 
negative energy, though a protection fiom evil or negative plane pro- 
tection spell prevents this drain. 

The nightcrawler’s tail stinger causes 2d4 points of damage 
on a successful hit. A victim of the sting must roll a saving 
throw vs. poison; however, the stinger is so potent that the sav- 
ing throw is made with a 4 penalty instead of the -2 penalty 
associated with other nightshade attacks. 

Once per turn, the nightcrawler can reduce one opponent to 
20% nf original size (as if casting the reversed enlarge spell at 
8th level). The nightcrawler cannot attack physically in the 
same round that it uses the reduce power. The victim can roll a 
saving throw vs. spell to avoid the effect. A nightcrawler swal- 
lows a reduced victim whole on an attack roll of 15 to 20. 

Nightwalker 
A nightwalker is a 2O-foot-tal1, jet black, giant humanoid. It 
lurks in dark areas: ovuonents suffer a -2 penalty to surprise 

rolls. The nightwalker never carries weapons her items; it 
attacks with its two massive fists each round, causing 3d10 
points of damage with each successful hit. In addition, a victim 
must roll a saving throw vs. poison or die. 

A nightwalker’s attack can crush an opponent’s shield 0 1  

armor. Such damagc is applied first to a vicbin’s shield (if any); 
once it is destroyed, damage is then applied to armor. The item 
in question avoids the crushing effect if a successful saving 
throw vs. crushing blow is made; magical armors and shields 
add their magical bonuses to the saving throws (the bonus 
equals the item’s bonus to Armor Class). 

A nightwalker can automatically destroy any weapon or 
magical item simply by picking it up and smashing it flat 
between its hands. It cannot harm artifacts in this manner. If the 
item is held by an opponent, the nightshade must make a suc- 
cessful attack roll to grab it. No saving throw applies against 
this crushing effect. The nightshade cannot use its hands for 
anythmg else in the same round. 

Once per round, a nightwalker can gaze at one opponent up 
to 60 feet away. The victim must make a successful saving 
throw vs. spell to avoid the gaze. If the saving throw fails, the 
victim is cursed, suffrring a 4 penalty to all attack rolls and sav- 
ing throws until a dispel evil or remove curse spell is cast on the 
victim; remove curse is ineffective if performed by a caster of less 
than 15th level. The nightwalker can use this gaze as often as it 
wishes, although it iaunot attack while attempting the gaze. A 
victim can be affectsd by the gaze only once (unul the curse is 
removed; after that, a victim could fall prey to the gaze again). 

Nightwing 
The ni&m is a giant, iet black bat with a 50-foot winrsvan. 
Its ini& a m &  is u&llya dive. It gives a 4 penalty to Se’vic- 
tim’s surprise roll (though the surprise penalty can be negated if 
victims recognize the nightshade’s chilling aura). The dive is 
treated as a charee. erantincr the niehtshade a +2 bonus to attack 

I 

rc 

rolls and a +1 p&lG to &or U&, but giving opponents a -2 
bonus to initiative. 

Nightwings do not carry the poison effect of other night- 
shades. However, any victim hit by a nightwing must make a 
successful saving throw vs. spell or be transformed into a giant 
bat as if affected by a polymorph other spell. Anyone tumed into a 

bat is charmed and will obey the 
nightwing. These effects last until 

A nightwing can attempt 
to stxike a.victim’s rnagcal 

items. It may target only 
shields and weapons. I t  suffers 

a -4 penalty to the attack 
roll. If the attack succeeds, 
the item is drained of one 

uoint of macrical bonus 

Y 

dispelled. 

4 b 

(thus,’a +2 sword”becomes a 
+1 sword). The stolen mag~cal 

bonuses can be restored by a dispei 
evil spell, but the spell must be cast w i h  

a number of days equal to the dispeUing 
caster‘s level. 



CLIMATEITERRAN: 

FREQUENCY: 
ORGANILATION: 
A c m  CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 

No. APPEARING: 
ALIGNMENrur: 

ARMOR CLASS: 
MOVEMENI: 
HIT DICE: 
THACO: 
NO. OF AXACKS: 
DAIVIAGE/ATIACK: 
SPECIAL AXACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE 
SIZE: 
MORALE: 
XP VALUE: 

remperate or subarctic 
:oastal waters, ruins 
Rare 
solitary 
Any 
Omnivore 
Average (8-10) 
Nil 
Chaotic evil 
1 
4 
12, Sw 36 
11 
9 
2 
3d8 (daw)/3d8 (claw) 
Death aura, fear, breath weapon 
Reeeneration. immunities. 
possible spellkwting 
20% 
H (7' tall at shoulder) 
Chamoion (15) ~, 
11,ood 
12,000 (spellcaster) 

kalavee are evil amphibious creatures, related distantly to 
taurs. These hideous beings are friendly with all types of .. I 

undead. Living creatures, however, are things to be hated and 
exterminated. 

A nuckalavee is shaped similarly to a centaur, but it has an 
enlarged, hideous head. The creature's skin is transparent. The 
resulting visibility of white ropy muscles, yellow veins, orange 
rteries, black blood, and odd pulsating organs is quite horrible. 

A putrid odor of decay wafts about these creatures. The 
ench is so strong and oppressive that it can be felt and tasted. 
Nuckalavee speak Common and their own guttural language, 

nd can communicate freely with all types of undead. The 
uckalavee language is composed of gurgles, slurps, and clicks, 
nd sounds harsh to the ears. 

Combat: This creature's existence is an affront to all living 
things. As a result, a nuckalavee's presence slays all normal 
insects and other small creatures with 2 hit points or less (small 
birds, squirrels, rabbits, chipmunks, etc.) within a 120-foot 
radius. Familiars are not killed by this death aura, but they feel 
ill when near a nuckalavee. The nuckalavee need not concen- 
trate to produce this effect, and the creature cannot prevent it. 

A nuckalavee also radiates f.ar in a 50-foot radius; any crea- 
re that enters the area must make a savlng throw vs. paralysis 
flee for 2d6 rounds. A character who makes a successful sav- 

g throw against the f.m effect resists it. Another saving throw 
ust be made if a comrade dies in combat with a nuckalavee; 
aths caused by ttus creature are truly horrible to behold. 
The nuckalavee's favorite attack is its cone of mold, which it can 

breathe once every three rounds. The cone is 60 feet long, 10 
feet wide at the base, and inflicts 6d6 points of damage to vic- 
ims in the area of effect. Each victim caught in the icy blast is 
dlowed a saving throw vs. breath weapon; success means only 

Y 

ialf damage is taken. 
Nuckalavee attack in melee with both claws, each causing 

3d8 ht pomts of damage. 
Some nuckalavee are spellcasters. Then spell abhtles range 

rom those of 2nd-level clerics to wizards of 1st through 4th 
:vel. 

In addition to magic resistance of 20%, the nuckalavee is 
nmune to poison and fire. It regenerates 3 hit points per round 
ntil killed. The creature cannot cross flowing fresh wate 
Unintelligent undead never attack nuckalavee unless 

ontrolled. Self-willed undead are usually on good te 
uckalavee. 

ZabitaVSoaety: These hideous creatures are solitary being 
hat have no desire to congregate with others of their kind 
leproduction is accomplished once every five years, 
cuckalavee take mates long enough to conceive. 

Once conception occurs, the nuckalavee go their se 
vays. A birtb results in ld3 offspring that resemble transparen , 
nalformed centaur foals with gills and bulging eyes. Nuck- 
lavee foals mature in Eve weeks. Though they cannot use their 
laws or breath weapon until they reach maturity, the 
adiate fear auras. 

Some sages profess that nuckalavee are in fact corrup 
aurs that fled to the oceans to get away from their 
trethren. Many centaur elders deny this, however, cla 
hat nuckalavee are hideous parodies of centaurs creat 
ome mad creature of great power. Other centaur elders, a 
"any other sages, reject any true relationship between nu 
llavee and centaurs, amibuting the similarities to coincidence. 

Nuckalavee lairs are great undenvater cages composed of the 
rones of their victims. These lairs are built just offshore in, 
,ceans and saltwater lakes. The tops of the cages barely break 
he water's surface. 

kology: Nuckalavee are a threat to the environment around 
hem, and are often hunted by druids and good creatures. They 
iubsist on living flesh, but nuckalavee simply enjoy hunting and 
ilaughtering all types of animals and birds. They are as destruc- 
ive and careless about the environment around them as cen- 
aurs are conscientious. 

1 
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CLIMATEITEWN: Temperate mountaix 
FREOUENCY: Very rare 
ORGANIZATION: Tribal 

DIET: Omnivore 
I ~ L L I G E N C E :  Average (8-10) 
TREASURE: E 
ALIGNMENT Neutral good 
No. APPEARING: 2d10 

ACT" CYCLE: Day 

ARwCR CLA~S 
WOVt2ltN- 

7 (or better with annor) 
18, FI 36 K. U when encumbered) 

HIT DICE: 
THACO: 

. .  
5-8 
5-6 HD: 15 
7-8 HD: 13 

NO. OF A ~ A C K S :  3 
DWCEIAXACK: ld6 (hoof)/ld6 (hoof)/by weapon 
SPECIAL AXACKS: Dive 
SPECIAL DEFENSES: 30% immunity to sleep and charm 
MAGIC RESISTANCE: Nil 
SIZE: L (8' tau) 
MORALE: 
XP VALUE: 

Eite (13  
975 
Spellcaster (5 HD): 1,400 
6 HD leader: 1,400 

8 HD leader: 3,000 
7 HD leader: 2,000 

IS are winged centaurs with the upper bodies of elves. 
e skilled warriors sometimes hired as mercenaries. 

pegataur's lower body resembles a strong, healthy horse. 
ost are white, gray, brown, or black. Pegataur wings, nor- 
Ily white, consist of downy hut strong feathen. 

A pegataur's upper torso and head resemble a high elf. Most 
e long blond or silver hair. They speak Common, elvish, and 
ir own language-a peculiar dialect related to elvish, but dif- 
ent enough to be a separate language. Pegataurs have an 

finity for pegasi and can communicate with them. 

ordered to do so by an 
employer. Though they 
prefer not to, pegataun . sometimes carry / humansor 

demihumans into 

opponents in the 

attack grants the 
pegataursa+2 

bonus to attack 
rolls and a +1 k?F- 

penalty to Armor Class. Since the pegataurs dive only at oppo. 
nents they surprise, the opponents do not receive the standarc. 
initiative bonus associated with a charging attack. A successful 
attack by a diving centaur inflicts double damage. The diving 
maneuver is usually performed once at the beginning of combat 
as a "softening up" measure; it often (60% of such attacks) r u h  
the lances. 

Pegataurs can attack with their front hooves, inflicting 1dC 
points of damage with each. A pegataur can attack with a 
weapon and both hooves all in the same round. 

Most adult pegataurs are proficient with long bow, light 
lance, two-handed sword, and horseman's mace. A standard (5 
HD) pegataur is 20% likely to be specialized with one of these 
weapons. Tbis chance increases by 10% for every Hit Die ovel 
5, so a pegataurwith 8 Hit Dice has a 50% chance for a weapor 
specialization. 

Most pegataun remain unarmored for better mobdity in the 
air. However, there is a 30% chance that a group of pegataurs 
will be armored as follows: chain mail (SO%), leather (25%), 
elven chain (lo%), splint (lo%), or plate mail (5%). Armoi 
types of Armor Class 7 or worse provide an AC bonus of -1; 
thus, a pegataur in leather armor is h o r  Class 6. Only 10% 01 
pegataurs carly shields into battle; pegataurs using shields 
receive a -1 bonus to Annor Class for their humanoid foreparts 
only. Pegataur leaders have a 5% chance per Hit Die to have 
enchanted armor. Pegataurs wearing armor or carrying riders 
are maneuverability class D. Riders may be armed. 

Most pegataurs encountered have 5 Hit Dice; of these, 
approximately one-third can cast spells as 5th-level wizards in 
addition to their wamor abilities. However, these multi-classed 
pegataun never have weapon specialization. 

Any group of five or fewer pegataurs has a 40% chance 01 
being accompanied by ld.10 pegasi. For every four pegataurs in 
a group, there will be a fifth pegataur with 6 Hit Dice. For every 
ten pegataun encountered, there will be an additional pegataur 
with 7 Hit Dice. For every 20 pegataurs encountered, there will 
be one with 8 Hit Dice, and a 50% chance for either a mage or a 
cleric of 5th level. 

Single-class pegataur 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. 

All pegataurs have 60-foot infravision. Like h - ' c  - I . . - -  

pegataurs are 30% resistant to sleep and charm spells 

HabitatKoaety: Pegataurs came abodes in the sides of high 
mountains. These pegataur-made caves, called rehir, are not 
dark and cramped, b"t are instead beautiful affairs with' vaulted 
ceilings and intricately carved walls. Veins of rare crystals pro- 
vide illumination at night. 

A pegataur mbe usually has 2d10+10 adult members and is 
Led by a male with 8 Hit Dice. In addition to the adults, a Gibe 
also has ld10+S noncombatant foals and 3d6 pegasi. 

Like elves, pegataurs are generally aloof, especially toward 
nonflyen, though their alignment makes them more approach- 
able thanmay be initially believed. If paid well and treated with 
respect, pegataurs can be hired as troops or bodyguards, or fot 
special tasks. Pegataurs never work for evil individuals. 

Ecology: Pegataurs have been known to work with druids and 
phanatons to maintain the balance of nature in a given area. 
They also train pegasi mounts for ground dwellers. 



CLIMATEITEW: 

FREOUENCY: 
ORGANILKTION: 
ACTIVITY CYCLE: 
DIET: 
INTELLICENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARlviOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO 
NO OFAT~ACKS: 
D AMAGEIATACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
Sm: 
MORALE: 
XP VALUE: 

Tropical or subtropical jungles 
and forests 
Rare 
Clan 
h Y  
Omnivore 
4verage (8-10) 
%I 
Zhaotic good 
3d6 
7 
9, GI 15 
1-1 
20 
1 
ld4 (bite) or by weapon 
Surprise 
+2 bonus on all savinrr thr,wrc 
Nil 

Average (8) 
35 

s (3' tall) 

120 (warrior) 
270 (chief) 
2,000 (king) 

ianatons are odd, seldom-seen, intelligent forest-dwellers that 
ve very- strong ties to nature. 
A phanaton looks like a cross between a raccoon and a mon- 

ey, though its face has an almost human quality in terms of 
subtle expressions. A phanaton is roughly the size of a halfhg, 
and has a 4-foot-long prehensile tail. In addition, a phanaton has 
membranes of skin stretching from arm to leg; these can be 
spread to glide from branch to branch. 

A phanaton's coloration resembles a raccoon, with a dark 
mask over the eyes, gray-brown fur, and a ringed tail. The 
phanaton's hands are like a monkey's, including opposable 
thumbs. A phanaton's eyes are bright green, fiey red, or shiny 
yellow. In the dark, phanaton eyes can give travelers quite a , scare 

Phanatons speak the languages of elves and treants, as well as 
their own language that consists largely of hoots, chatters, and 
clicks 

Combat: Their gentle nature makes phanatons slow to attack 
strangers, though they fight fanatically to save the natural 
beauty around them from destruction. As a rule, phanatons will 
not opt for direct attacks on bigger or more numerous foes. 
Phanatons use the forest setting in order to launch harrying 
sneak attacks; they are naturally quiet, which gives opponents a 
-3 penalty to surprise rolls. When among trees, phanatons can 

e silently like thieves with a 75% chance of success. 
hanatons hate aranea intensely and will attack them on 

hanatons use simple weapons such as clubs, staves, and 
Most of their weapons are fabricated simply with materi- 
hand. Phanatons rarely use metal weapons. 

hen not using weapons, phanatons deliver a bite that 
s ld4 points of damage. 

anatons have extremely acute senses and therefore have an 
mpathy with their forest surroundings. This gives them a +2 

ht, casting aside all tactics and stealth. 

bonus on all their saving throws. 

When a group of 10 phanatons is encountered, the group will 
include a wamor (n'chala) with 2 Hit Dice and 10 hit points. In a 
group of 30 phanatons, there is a clan warchief with 3 Hit Dice, 
at least 15 hit points, and a +1 bonus to all damage rolls. The 
warchief has 2d6 n'chala as guards. If 300 adult phanatons are 
encountered, they are led by a tribal king with 8 Hit Dice, 50 hit 
points, and a +2 bonus to all damage roll 

HabitaUSociety: Each phanaton trib.. LllllYL up LI1llla. 

Phanaton clans have 3d10 x 10 adult members plus an addi- 
tional 25% of that number in offspring. Clans live in villages 
built on platforms of wood and woven vines connected by a 
network of rope bridges. 

Phanatons can live for 80 years. Their litters have ld6  kits. 
The kits grow to maturity in six months. 

Though phanatons do not have a written language, they love 
to pass down stories and legends from generation to generation. 
In fact, many phanaton names are followed by a list of the 
phanaton's ancestors' accomplishments. 

Phanatons are the allies of treants and dryads, and are psually 
very friendly with elves--especially wood elves. The aranea are 
their traditional enemies. 

Phanatons often run afoul of humans, humanoids, and demi- 
humans who attempt to cut down forests. Phanatons cry to halt 
timber efforts by secretly sabotaging equipment and playing 
annoying, nonlethal tricks on the woodcutters. 

Ecology: A healthy woods or jungle is often a sign of phanaton 
influence. These creatures enjoy tending the woods around 
them, cultivahhg favorite plants, clearing away dead plant mat- 
ter, and ensuring that the balance of nature in their area is main- 
tained. 

Phanatons are omnivorous. They prefer to eat fruits and veg- 
etables, but they also eat meat; they find spiders to be especially 
delicious. 

Q 
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CLIMATEITEERRAW: Temperate to tropical Temperate Nonarctic plains , 
forests, jungles, plains or forests and hills 
and swamps 

FREQUENCY: Rare 
ORGANRA~ON: 
ACirvrrt CYCLE: 
DIET: Soil, water 
INTELLIGENCE Non (0) 
TREASURE: Nil 
ALIGNMENT: Neutral 
No. APPEARING: 3d6 
ARMOR CLASS: 9 
MOVEMENT: Nil 

THACO: Nil 
NO. OF ATTACKS: 0 
DAMAGEIAIIACK: Nil 

Hn DICE: 1 4  hit pointr 

SPECIAL ATIACKS: 

SIZE: T (6" diameter) 
M o m  Steady (12) 
XP VALUE: 15 35 

Mystara is home to a number of hostile plants. Most are inno- 
cent in appearance, and the majority of characters will not be 
able to identify them. Characters who encounter a hostile plant 

Amber Lotus Flower 
These flowers look like go 
ers growing in calm ponds 

an ability check or other die roll; the identification process 
should not be error free. As a guideline, most druids should be 
able to identify such plants with a Wisdom check made at 50%. 
In addition, PCs with the Herbalism proficiency may be able to 
identify such plants with a proficiency check made a t  50%. 

The amher loms flower responds to ground vibrations. Whe 
a creature approaches within 10 feet of the plant, its bloss 
open, each spraying a cloud of pollen 40 feet in diameter. 
individual within the flower's pollen cloud must make a 
cessful saving throw vs. poison or fall fast asleep for 4d4 tu 
Nothing can wake the victim sooner. 

The flowers can spray a fresh burst of pollen every 3d4 ro 
Creatures that are resistant to sleep and charm spells (suc 
elves, M-elves, and pegataurs) are equally resistant to the poll 
of the amber lotus flower. 

Amber lotus flowers gettheu nutddon in the same way as 
mal plants; no unusual conditions are required for its health 
pollen spray is a defense mechanism to protect the flower 
potential threats. Amber lotus flowers are often found gro 

The sleep pollen is prized by alchem. 
and even poisonous sleep salve that 
weapon. A dozen amber lotus flowers 
enough sleep poison to fill one vial; such 
salve to coat one short sword or the equiva e 

I 



Archer Bush 
Archer bushes have sickly green and brown leaves, stunted 
trunks, and thorny brown branches. They resemble common 
wild bramble bushes. Archer bushes are commonly found in 
woodlands, scrub areas, and occasionally in mountains. 

Archer bushes are carnivorous. They attack by shooting a 
spray of small thorns a t  a victim, inflicting ld4 hit points of 
damage per spray. The range of the spray is 20 feet. Each bush 
can fire up to three such sprays per day. The archer bush can 
uproot itself and move toward stricken prey. 

The trunk of an archer bush appears to be buried within a 3- 
foot-high pile of leaves and twigs. This debris actually conceals 
a huge mouth filled with hard thoms that are used to devour 
disabled prey. The mouth is never used in combat. 

Archer bushes sense targets by ground vibrations; thus, they 
can fire a t  invisible or othenvise camouflaged victims. Only crea- 
tures who approach in Bight are spared an attack. 

only fire in concert, as if 
t this cooperation is based 

single archer bush is rarely a 
es, however, can be deadly. 
train archer bushes to guard 

P 

F- 

direction of the grass may notice its swaying in absence of a 
breeze. The DM may allow an ability check against Intelligence 
or Wisdom (whichever is higher) in order for the character to ', 

notice that somedung is not quite right. 

Vampire Rose 
Vampire roses appear as bushes of white roses of exuaordinary 
beauty. A single rose bush has 4 Hit Dice. An average of 2d12 
roses are on each bush, although the number of blooms does 
not affect the bush's a 

Despite their innocuous appearance, vampire roses can up- 
root themselves and move about slowly in search of prey. 

The thomy stalks of the vampire rose are whipped at victims 
to irQict ld8 points of damage. The thoms are hollow, and once 
the stalk has struck successfully, the vampire rose automatically 
drains blood in subsequent rounds, causing Id8 points of dam- 
age each round. 

While the thorns perform this gruesome task, the rose blos- 
soms emit a hypnotic fragrance. Victims must make a successful 
saving throw vs. spell or lose all will to fight, allowing the plant 
to drain blood until the victim dies. 

A dear-headed victim can break the vampire rose's grip with 
a successful open doors roll. Freeing oneself causes an additional 
Id8 hit points of damage as the victim's flesh is ripped by the 
thorns. 

If any portion of a vampire rose is successfully severed while 
it drains a victim's blood, the flower lets out a horrifymg shriek 
and blood sprays out of the cut stalk. Any character of less than 
5th level who witnesses this for the first time must make a sav- 
ing throw vs. poison or be struck with fiur as per the spell. Sub- 
sequent attacks on the flower have the s 
viewer who has succeeded a saving throw 
need not roll again. 

After a victim i s  completely drained of blood, the vampire 
rose's petals turn from pure white to blood red. 

Vampire roses are often found in old graveyards. Not sur- 
prisingly, some of the flowers can be found near the crypts of 
VampireS. 

, 

. 

Grab Grass 
Ranging 3 to 5 feet in height, grab grass looks like ordinary tall 
grass. Grab grass is able to move, and oftengives the impression 
of swaying in a breeze. 

The grass attacks by wrapping long tendrils around unsus- 
pecting victims and strangling them. The strangling process 
drains one point of Constitution from a victim each round. A 
victim who reaches 0 Constitution dies. The decomposing body 
then feeds the plant. Victims who escape the grass regain one 
point of Constiation per turn of rest. 

A victim can break free from grab grass with a successful 
bend bars roll. 

A grab grass patch has 1 Hit Die for every 5-foot square of 
area, and each Hit Die is worth a full 8 hit points. A 5-foot by 5- 
foot square of grass is mutilated into death for every 8 points of 
damage done to the grass. 

Since the grass sways of its own volition, PCs looking in the 
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N o d  Giant bend and waver as the thing moves. Air plasms are transparerlt 
CttwTt/TEmus, . Ethereal Plane Ethereal Plane skeletons whose forms are discernable only when they move 
FFGOULNCY: Very rare Very rare Earth plasms appear mosr like normal skelerons except for the 
~ R G A N I Z A i l O N :  S O L t a r y  solitary unsightly clumps of gooey black dirt that hang from the 
ACINTY CYCLE: Any Any bleached bones. 
DIET: Elemental matter Elemental matter All plasms have glowing yellow eyes with a sinister glare. 
~N' lFI l ICtNCL~ Average (8) Average (8) Plasms are able to communicate with any intelligent creature, 
TRLASUR6: and each type has its own distinctive voice. Earth plasms talk 

with a deep rumble, air plasms pracucally whistle their & 
hre plasms hiss and crackle; water plasms talk m gurgles.;, 

MOvrMENrsr: . .  ' 12 Combat: Plasms attack opponents on sight using their two 
Hir Dict: - clawed hands. A successful attack by a human-sized plasm 
THACO: inflicts 2d6 points of damage; a successful attack by a giant- 
No. OF ArrAus: sized plasm causes 3d6 points of damage. 
DAMAC!/ATTACK: Plasms are immune to poison and nonmagical weapons. 

Magical weapons have limited effectiveness on the creaturer 
SPtCIM ATTACKS: Each blow from a magical weapon causes only its magical d a m  
SPECIAI. DEFENSES: See below 

On any plane except the Ethereal and the crearure's own 
home plane, a plasm loses one Hit Die per round from energy 
drain, vanishing into nothingness when dead. However. a 
plasm can feed on i t s  own element, and regenerates damage at 
the rate of 1 hit point per round when feeding on that element 
A feedmg plasm can do no% else that round. 

Any magical attack based on the plasm's element (such as 
casung a fireballat a hre plasm) causes a plasm to gam Hir Dice, 
along wirh the appropriate changes to lHAC0, hir poinrs, and 

. saving throws. The plasm gains a number of Hit Dice equal to 
the caster's level, or the level of spellcasting of a magical irerr 
This bonus lasts 3d6 rounds. Example: a fireball cast by a 5th 
level mage gives a fire plasm a bonus of 5 Hit D i e ;  the sam 
spell cast from a wando(finball5 would add ti Hit Dice. 

Once per turn, a plasm can "spend" 10 of its hit points to CIL 
ate an elemenraliloud This cloud is 30 feet in diameter and is 
centered on rhe plasm. Except for the plasm, any irearure 
within the cloud suffers 20 pomts of damage per round; a suc. 
cessful saving throw vs. breath weapon halves the cloud's dam- 
age. The cloud lasts ld6 rounds. Normally, a plasm uses rhi$ 

XP VALUE 

Plasms are hideous skeletons composed of solid ether and raw 
elemenral matter; they are usually encountered on the Ethereal 
Plane or their respecuve Elemental Planes, but can be brought to 
the Prime Marerial Plane through planar gates. Four types of 
plasms exist earth. air, fire, and warer Plasms are either 
human-sired or giant. 

Fire plasms appear as charred skeletons with flames con. 
rtantly playing across the surface of the bones. The bones of a 
water plasm appear to he solid water, though the bones seem to 

I' 
* 

HabitaUSociety: Plasms exist as renegades on the tlementd 
Planes, refusing rn subordinate themselves to any of the Ele- 
mental Lords. Normal elementals hate plasms and artack them 
on sight. 

Plasms have no society and no order. They come and go as 
they wish, cooperating with or betraymg others as desired. 

A new plasm is 'born" when an ethereal storm gets COO CIOY 
to the border of an elemental plane. Ihe storm exrracts some r 
the matenal and fuses i t  with ether into a plasm. 

Ecology: Plasms, being extraplanar creatures, have no place in 
the envlronmenrs of the Prime Material Plane, bur can serve as 
desrructive forces. Plasms denve sustenance from bits of theq 

. 

respective elemental matter. 



CLIMATZITERRAIN: 

FREQUENCY: 
ORGANILA~ON: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 

Temperate to tropical plains and 
deserts 
Rare 
Pride 
h Y  
Omnivore 
Very (11-12) 
M 
Neutral 
3d10 
6 

MO~MENT:  9 
Hrr DKE; 2+1 
THACO: 19 
NO. OF ATTACKS: 3 
DAIVIAGE/ATTACK: 

SPECIAL AXACKS: 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Nil 
SILE: M (5’-7’ tall) 
MORALE: Elite (14) 
xp VALUE: 65 

ld2 (claw)/ldZ (daw)/ld4 (bite) or ld4 
(kasa)/ld4 (kasa)/ld4 (bite) 
Rear claws for ld3 damage each 

120 (hatra) 

Rakasta are a race of intelligent, nomadic, catlike humanoids. 
They are a proud, barbaric race of warriors who, while not 
prone to initiating hostilities, quickly respond when provoked. 

Rakasta walk upright, much like humans, with an agile, feline 
grace. They have feline heads and are covered with soft, tawny 
fur. Most fur coloration ranges from light tan to dark brown. 
Rakasta have catlike eyes, most of which are brilliant green. A 
rakasta has a nonprehensile tail 4 to 6 feet long. 

Rakasta speak Common and their own language. Some of the 
more primitive rakasta speak in a purring voice with many 
rolled r’s and hissed s’s. 

Combat: Rakasta are fierce fighters who neither ask for nor 
give any quarter. Eschewing normal weapons, rakasta rely on 
their claws and bites. Since a rakasta’s claws inflict only ld2 
points of damage, the creatures usually employ special metal 
war claws called kusus; worn on the paw like a glove, a kasa 
inflicts ld4 points of damage on a successful attack. 

A rakasta who strikes with both claws (or both kasas) in the 
same round can choose to rake with both rear claws. Rear daw 
attacks are rolled separately and cause ld3 points of damage on 
a successful strike. 

Certain rakasta ride saber-toothed tigers into battle. These 
tiger riders, known as the katru, are considered the bravest and 
strongest of the rakasta warriors, and only they can hold the 
respect of the saber-toothed tigers. Hatra have 3+1 Hit Dice, a 
minimum of 15 hit points, and +1 bonus to damage rolls. 

The hatra use special saddles that enable them to leap as far 
as 20 feet from their mounts and still attack in the same round. 
The saddles allow the hatra to fight u h d e r e d  while mounted, 
using bath hands for attacks yet still maintaining control of 
their sabertoothed mounts. 

HabitaUSociety: The nomadic rakasta are organized into 
prides of 6d10 adult rakasta plus an additional 25% of that 
number in noncombatant offspring. Each pride also has ld12 
saber-toothed tigers. When not on the move, each rakasta pride 

sets up its own temporary settlements, composed of many co * 
~rfu l  tens  and pavilions. 

Rakasta possess excellent artisan skills. They typically ow 
“any bright rugs and silk tapestries of fine workmanship; art- 
ully crafted bowls and drinking cups, and other items of value. ; ,< 
Ihese items are found in place of gems and jewelry in the trea- ’ . 
sure of a pride of rakasta. 

Each pride is led by a chief with at least 5+1 Hit Dice, a.mini: 
mum of 24 hit points, and a +3 bonus to all damagero&,T 
chief is always accompanied by six of the best hatra and th 
saber-toothed mounts. The chief’s word is law, and is obeyed 
without question. 

Each pride has a rakasta deric of 4 Hit Dice who casts spell 
as a 4th-level priest. More powerful clerics are rumored to exi 
as well as rakasta with wizard abilities, perhaps as high a< 7 
level. 

The hatra, as the finest warriors in a pride, enjoy a specia 
place in rakasta society. Hatra are held in high honor, since thi 
culture values combat prowess over all else. Rakasta also valu 
their code of conduct, known as the St?ruka This code dictate 
a wamor’s behavior. Among the most noteworthy tenets: - No challenge to fight is ever refused. 

Wounded are never left behind; carry them or kill them. 
Better to die in battle than in one’s sleep. 
Give no mercy; never expect it. 
Retreat is permissible only in order to regroup. A ne 

attack must be launched against the other force within two sun- 
rises. . .  

Never surrender. Those who would exist as prisoners 
not rakasta. 

Ecology: The rakasta make reliable t r a d w  partners when 
attention can be turned from battles. Rakasta are excellent 
hunters, and they keep tt ~ ~ ~~~~ ~ ‘ ds from overpopulating. 

I 

I 



CLIMATEITERR” 
FREQUENCY: 
ORGANILA~ON: 
ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: --_ --&lGNMENT; 

.. - ARMOR CLASS: 
No. APPEARING: 

MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF A ~ A C K S :  
D AMAGEJATlACK: 
SPECIAL ATIACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XP VALUE: 

Temperate mountains 
VeIy rare 
Clan 
h Y  
Minerals 
Average (8-10) 
I (see below) 
Lawful neutral 
1 d6 
2 
6 
3 
17 
2 
ld8+6 (fist)/ld8+6 (fist) 
Nil 
Immune to fire 
Nil 

tongue that takes ten words to convey an idea that could tie 
expressed in two in most other languages. Rock men spea 
slow, rasping voices, like the sound of a boulder being slo 
pushed uphill. 

rock men and do not exhibit plans to settle, mine, or othe 
poke around, the rock men are happy to let them pass. 

Combat: Because of their ponderousness, rock men alwa 
lose initiative on the first round of combat. They suffer a 
penalty to all subsequent initiative rolls. 

Rock men are as strong as ogres (18/00 Strength), and 
with their two great fists, each causing ld8+6 points of da 
They reject the notion of armor or weaponry. 

When in their natural habitat of broken or mountainous t 
rain, the rock men’s opponents suffer a 4 penalty to their sur- 
prise rolls. If opponents are keeping careful watch, the penal 
drops to -2. Dwarves are more adept at recognizing rock m 

As long as travelers simply pass through territory claimed 

I no penalties. 
re immune to all fire-based attacks. The 

pell inflicts 3d8 points of damage to a rock 
ed, a rock man crumbles into rocky debris. 

Rock men are cone-shaped humanoids with the appearance of 
granite. Devoted mountain dwellers who jealously guard their 
territory, rock men are fond of gems and little else. 

Rock men are about 6 feet tall, with the “base” at  their legs 
measuring about 4 feet in diameter. They have muscular-look- 
ing frames. The skin of a rock man looks like broken granite, 
with coloration ranging from blue-gray to purple. When they 
stand still, rock men look like stalagmites or rock spires. The 
eyes of rock men s h e  like gold nuggets. 

Rock men speak Common and their own language, a verbose 

sifting through the debris will find the rock man‘s heart, w 
is a heart-shaped ruby worth ld10 x 10 gold pieces. If a rock 
man sees anyone possessing one of these rubies, it will atta 
the owner immediately. 

HabitaUSouety: The rock man credo is, “take thi 
there is time enough for eveqdung under the sun.” Rock 
live for about six centuries, and as a result, are never in mu 
a huny to do anytlung. 

Rock men do not build villages. They dwell in natural ca 
and mountain gullies. Many spend plenty of happy hours ca 
ing inhicate designs into their home caves. 

A rock man cave group typically contains Zd20 rock me 
Leadership is handled by a council of elders made up of ld4 
of the oldest rock men. Note that the term ‘rock man” refers 
both genders. 

Rock men can reproduce only once a decade, and give bi 
to only one offspring at a time. Rock children grow to matu 
in 40 years. Like the adults, the offspring are in no particul 
huny for anyhng. 

Rock men shun weapons, clothing, and other items. They 
prefer instead to direct any creative urges toward the continuing 
beautification of the Caverns in which they dwell. Some spend 
decades carving a slngle wall. 

Due to their greatly extended lives, rock men have a different 
pective on time. The concept of hours, days, or even weeks 
y occurs to rock men. Unless shown the urgency in a situa- 
, rock men will simply refuse to be rushed. 
ock men mate for life, though it seems to take an eternity 

I mates to be chosen. Rock men venerate special days such as 
irthdays, wedding days, and significant events of their clan. 

’ 

The observances sometimes last as long as a week. 

92 

Ecology: The flawless rubies that serve as the hearts of rock 
men are eagerly sought by spellcasters and alchemists w 
need them to fabricate cettain magical items. 

Unconfirmed rumors tell that certain evil creatures use 
grey sludge that passes for rock man blood as an ingredient 
magical mortar. Supposedly, bricks mortared togebh-7 rlri+h 

mixture will never collapse or crack. 



CLIMATE~TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTMIY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT : 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 

Any nonarid NhS 

Very rare 
wing 
Night 
Carnivore 
Semi- (2) 
D 
Lawful evil 
ld4+1 wings of 2d10 members 
2 
12, F136 (D) 
5 
11 

No. OF AXACKS: 1 
DAMAGE/AiTACK: ld12 (claw) 
SPECIAL ATIACKS: 
SPECIAI DEFENSES: Shared hit points 
MAGIC RESISTANCE: Nil 
SIZE: M (6’ tall) 
MORALE: Champion (16) 
XP VALUE: 1,400 per wing 

Saberclaws are large, hairy, flying creatures magically created 
from tainted wafers through an ancient spell. These magical 
creatures act as agents for the evil wizards and priests who cre- 
ate them. 

Saberclaws have slick, greasy, black Eur on their 6-foot-tall 
bodies. The stench of soggy fur and raw sewage hangs about 
them. Their wings are leathery membranes of a reddish brown 
color. Saberclaws get their name from the large, swordlike, 
bony extension that grows in place of a right ann. The eyes of a 
saberclaw glow a feral red. 

Saberclaws speak no true language, though they can under- 
stand the orders of their masters. Saberdaws communicate with 
each other through loud shrieks of varying pitch and intensiw. 

Combat: Saberclaws fight to serve their masters, often acting 
as bodyguards or hunters. When hunting at  the behest of a 
master, saberclaws usually attack whatever living creatures 
they see. 

Saberclaws are always created in a wing consisting of 2d10 
members. Saberclaws always uavel in a wing because all mem- 
bers of a wing share their life force in the form of hit points. 
Any damage inflicted upon a saberdaw is magically distributed, 
so that all wing members suffer a portion of the damage. 

Each saberdaw contributes 25 hit points to a wing‘s total; no 
saberclaw dies u n d  the wing’s hit point total has been reduced 
to 0. For example, a wing of eight saberdaws has 200 hit points; 
the members of the wing die only when 200 points of damage 
have been inflicted to the group, even if all damage is directed at 

Attacks as a 9 HD creature; dive, grab 

a single creature. 
When the wing’s hit point total reaches 0, each saberclaw 

issues a hideous death shriek and bursts into a foul black cloud 
of greasy smoke. 

In addition to the shared hit points, the uNty of the wing also 
grants saberdaws increased atfack abilities. Saberdaws possess 
a slight telepathic ability, allowing them to communicate 
silently with each other in battle. This allows them to anticipate 
the actions of an opponent, accounting for their low Armor 
Class and increased chances to hit opponents. 

A saberclaw attacks with its swordlike arm, attacking as a 
creature with 9 Hit Dice and causing ld12 points of damage. A 

7 - w  7 v -  ~- 
taberdaw can dive at an opponent; this is considered a charging 
ittack, giving the saberdaw a +2 bonus to attack rolls and a +1 
penalty to Armor Class, while giving opponents a -2 bonus to 
initiative. A saberdaw innicts double damage on an opponent 
with a successful diving attack. 

Saberclaws enjoy grabbing opponents and lifting them into 
the air. Two  saberclaws can l if t~one fully-equipped adult 
human, An opponent of size S or smaller can be picked up by a 
slngle saberdaw. Size large or huge CreaNreS require four or six 
saberdaws, respectively; the number of saberclaws needed to 
pick up a gargantuan creature is at least 10, but might be higher 
depending on the victim’s size and weight. 

Once a victim is lifted, saberclaws attempt to carry it to great 
heights and drop it. If the saberdaws’ master has instructed the 
creatures to fetch an individual, the wing will not engage in this 
spo‘f but will obey its instructions faithfully. 

Because of their enchanted origin, saberclaws are difficult to 
affect with magic. They are completely immune to all spells of 
1st through 3rd level. They are also immune to poisons. A saber- 
claw’s saving throws also benefit from the unity of the wing; 
each saberdaw makes saving throws as if it were a 5 Hit Die 
ueature, plus a +1 bonus for every four members of the wing. 

Saberclaws can see invisible, ethereal, and hidden creatures 
and objects as if they possessed the ability of rme seeing. 

HabitdSociey To a saberdaw, life is the wing. Individuality 
is something foreign to these horrid creatures. Saberclaws fight, 
fly, eat, and sleep as a unit. 

Creating a wing of saberclaws requires a fully stocked labora- 
toly, an ancient forbidden spell, and ingredients and compo- 
nents worth a minimum of 60,000 gold pieces. The spell is 
known only to a few spellcasters who are reluctant to share 
their power by teaching the spell to others. 

A wing of saberclaws can be created by a wizard of at  least 
12th level or a priest of at least 11th level; the process requires 
at least a month of preparation before the spell is cast (which 
takes ld6+12 hours of continuous casting). Once created, the 
wing obeys the creator. Should the creator die, the wing hunts 
down the killers, slays them, then dissolves into black mist. 

Ecology: Saberdaws are unnatural, artificial life forms that 
neither contribute to nor take away from the envi- 

ronment around them. They are cre- 
ated solely to serve a 

~ 

master. h 



7 .  - 

' Sacrol 

h Y  
Very rare 
Solitary 
Night 
Special 
Low (7) 
Nil 
Chaotic evil 
1 
5 
18 

P- 
I 

, .  

ORCANEATION: 

No. APPEARING: 

wraps aro&d the victim's neck and begins a chokehold in 
following round, inflicting 2d4 points of damage in that IO 
and every subsequent round until either the victim or the sacr 
is dead. The chokehold can be broken bv a successful bend bad 

NO. OF A ~ A C K S :  
DAMACE/ATTACK 2d8 (tentacleifd8 (tentacle) 

,, 
MAGIC &SlSTANC a y  living spell against one victim. If the sacrol is someho 

gically silenced, or if a bard is singmg, the voice attack is ne 

Sacrols radiate a cold, clammy aura. They do not have lan- 
guage, but they communicate through howls. Their cries 
like the shrill death shrieks of many creatures in their 
throes. If one listens closely, the individual cries can be 
guished. 

Combat: Sacrols use their two ropy tentacles against their v 
tims. A sacrol may attack two victims in one round, but m 
not direct both tentacles at the same victim. 

A successful tentacle hit inflicts 2d8 points of damage a 
immediately drains one level from the victim. The tenta 

~ 

Level dram roll. 
Hit nnlv hv +I or better weanon Once oer dav. a sacrol can emf a Dowerful shnek that acts as 

ike most other undead, sacrols are immune to mind-affe 
ing spells such as sleep and charm, and to cold-based attacks. 

Sacrols can be bit only by weapons of +1 or greater encha 
ment. Holy water inflicts ld4+1 points of damage on a sacr 
They are turned as spectres. A priest of good alignment c 
destroy a sacrol with an exorcism or dispel evil spell. Those spe 

Sacrols are undead entities of fearsome power and ovenvheh- 
ing hatred. They are spawned in sites of great death, and they 
exist solely to bring more living creatures into the realm of the 

':dead. They aggressively attack anyone unfortunate enough to 
ncounter them. 

A sacrol looks like a large skull surrounded by a constantly 
hifting, multi-colored mist. The skull resembles one creature 

wkose life force is captured in the sacrol. The mist is the body 
qf the sacrol. It attacks with two long, ropelike tentacles that are 
composed of mist and are suggestive of entrails. 

%.-*"-.. 
I 

! 
L 

d actually bnng peace to the departed hfe forces that make up 
the sacral. releasmc them from the evd restlessness 

I 

4 
', .!I A sacrol can occasionally cast an animate dead spell to create 

and control a number of creatures equal to 8 Hit Dice. The 
sacrol cannot cast the spell again until those undead sewants are 
destroyed 

HabitadSociety: Sacrols are the collected angry spirits of the 
dead. They have Ereat hatred for the living, especially for their 
slayers, if any - 

Sacrols anse in places of mass death, such as battlehelds, 
sacked temples, and plague-ridden cities or countrysides. SUC 
creature is forever bound to its death site unless it follows 
killen in the hope of achieving vengeance. The sacrol can une 
ingly track the killers of those who became part of the sacr 
Wise travelers know to hide from a wandering sacrol, for e 
though it pursues its killers, the sacrol will slay any living th' 
in its'path. 

It seems odd that even lawful good victims can become p 
of an evil sacrol, but it is speculated among religious scho 
that the sacrol's ereat hatred is the result of death trauma c " ~~~~~~ ~ 

pled with a chance closeness to a rift in the Negative Ener 
Plane. 

reNm to its death site and haunt it forever. 
If a sacrol manages to avenge itself against its killers, it must 

Ecology: Sacrols feed on the life energies of their victims; this ' 
the only sustenance they require. 

remains of sacrols and use this as an ingredien 
Some priests have been known to collect the ecto 

1 undead control. 



application 0 f . d  ofslipperin 
Once a victim dies, the s 

MAGIC RESISTANCE Nil 
SIZE: M-L (6’-10’ across) 
MORALE 

VALUE: 

can camouflage themselves. 

acid. 
Scamilles use their pliable Form to create mouths. They can 

speak Common, which is their preferred language. Scamilles do 
not have their own language. 

In general, scamilles are not aggressive. They will wait an 
observe a party to determine whether it is a threat. If a party 
“interesting” (perhaps clever or eloquent), the scamilles wi 
continue to watch for a while. 

Combat: When at rest, a scamille takes the Form of some inani- 
mate object such as a rock, door, wall, table, chair, or chest. 
Scamilles cannot take the form of living aeaNres. The ability f 
change shape is limited, and is not done through consciou 
effort; when tired, the scamille simply draws its body togethe 
Each scamille can assume the form of only one inanimat 
object. Though the scamille can change color slightly, a clos 
examination will reveal such an “item” to be suspect. A camou 
flaged scarmlle gives opponents a -1 penalty to surprise rolls. 

Scamilles attack with their six pseudopods, each causing 3dt 
points of damage. 

A scamille can cause one pseudopod at  a time to become 
sticky. IF a victim is SuccessfidlY hit with the sticky pseudopod, 
it is stuck Fast. A stuck victim can attack only with a weapon 
that was already in hand at the time of the s c d e ’ s  successhl : 
assault. A victim attacking in this fashion suffers a 4 penalty m 
attack rolls. Once a victim is held, the scamille attacks with the 

In order to pull Free of the sticky pseudopod, the victim must 
msbe 2 slrrer&ll  hmrl harc roll One nwemnt ran he made ner I 

I 



FREQUENCY: 
ORGANIZATION: 
A c m  CYCLE: 
DIET 
INTELLIGENCE: 

ALICNMENT: 

ARMOR CLASS: 

TEASURE:  

No. APPEM..LNG: 

MOVEMENT: 
Hn DICE: 
THACO: 
No. OF ATEACKS: 
D AMAGEJATTACK: 

SPECIAL ATIACKS: 
SPECW DEFENSES: 
MAGIC RESISTANCE: 
SI= 

Adaptor 
Any 

Very rare 
Cell 
AnY 
O m v o r e  
Gemus (17-18) 
V 

ld6 
9 
12 
8 
13 
2 
By weapon +4 

See below 
See below 
Nil 
M ( 5 ' 4 '  tall) 

h Y  

Metamorph 
Temperate mountains 
and forests 
Rare 
Clan 

Omnivore 
h Y  

High (13-14) 
W 
Chaotic neutral 
ld20 
5 
12 
3+1 
17 
1 
By weapon 

Nil 
Shapechange 
Nil 
M (6'-7' tall) 

MORALE: Champion ( i5)  
1""O 

Very rare 
solitary 
h Y  
Carnivore 

Neutral evil 
1 
0 
18 

As chosen form 
As chosen form 

Numerous varieties of creatures are able to significantly alter 
their shapes; these range From lycanthropes (such as were- 
wolves and werejaguars) to amorphous creatures such as the 

Creatures meeting these c 
shifrers; in addition to the 
and mimic (described in 

phy or asking questions about the people and land ar 
them. If people are polite, an adaptor may .mwer a single 
tion for them: background on an obscure magical item, pe 
or information on an old, lost ruin 

The origin of the adaptors has long been lost. The few hu 
and elven sages who know of their existence believe tha 
adaptors themselves are searching for answers to their on 

Adapton gather in small groups devoted to a certa. 
knowledge. These.groups, called cells, usually he- 
merce with other cells of adaptors. 

Average (lOj 

Polymar 
h Y  

Rare 
Pack 
h Y  
Omnivore 
Low (5-7) 
B 
Lawful neutral 
ld3 
9 
6 
10 
11 
3 
ld6 each 
(pseudopods) 
Nil 
Nil 
Nil 
S-L (3'-10' across) 
Steady (11) 

Adaptor 
Adaptors are an ancient, intelligent race found on aU planes of 

existence. They are a withdrawn race, shunning con- 
tact with others and focusing instead on gatheling - 

information and exchangmg it among themselves. 
In their natural state, adaptors are shiny, 

a gold, muscular, 
androgynous 

humanoids 
with blank 
oval faces. 
Adaptors 

canchange 
Y 

. 

1 

into &e 
form of 

any uea- 
ture of 

human or 
derni- 

3 human 



Adaptors may have odd and fantastic devices beyond the 
comprehension of those they encounter. Examples might 
include flame tubes, trance inducers, or energy neutralizers; the 
precise effects of these and other devices are left to the DM. 

Metamorph 
Metamorphs are an ancient species of shapeshifter distantly related 
to humans. They exist in harmony with nature and creatures close 
to nature, doing their part to preserve the natural balance. 

A metamorph’s natural form is that of a handsome human 
male or female, though its ears are slightly pointed and its eyes 
are pure white. Metamorphs speak fluent Common, and most 
(90%) speak the languages of elves and ha lhgs .  

Combat: Normally, metamorphs are nonaggressive, choosing 
to shapeshift and withdraw rather than engage in a violent con- 
frontation. When pressed, however, they fight seriously. 

Metamorphs favor druidic weapons such as daggers, clubs, 
spears, slings, and sickles. They do not wear armor, as this 
becomes useless during shapeshifting. 

If ten or more metamorphs are encountered, they will be 
accompanied by a leader with 5+2 Hit Dice. The presence of 
the leader boosts metamorph morale to 12, but a leader quite 
often leads others away from combat. 

A metamorph makes saving throws as an 11th-level wizard. 

HabitaUSociety: A metamorph can shapeshift as often as 11 
times per day, but it’s limited to certain forms. This nonmagical 
shapeshifting power gives metamorphs all the abilities of the 
new form, including special attacks. Metamorphs caMOt take 
giant-sired or monstrous forms. Forms available to metamorphs 
are amphibian, bud, centipede, crustacean, fish, insect, leech, 
mammal, reptile, spider, and worm. 

A metamorph can turn into a category of form only once per 
day. For example, a metamorph might transform into a dog one 
day and a cat the next day, but it can become only one mammal 
per day. Each form lasts up to an hour, but the metamorph can 
voluntarily change earlier. 

Metamorphs reproduce like normal humans and live in clan 
strongholds away from normal human society, though they 
have good relations with elves, harflings, and druids. Each 
stronghold is led by a leader with 5+2 Hit Dice. 

: Metamorphs act as self-appointed protectors of the 
nt within a five-mile radius of their stronghold. 

ture, so do the other pack members; if the leader-akes the form 
of a humanoid, so do other pack members. Members of the 
same pack attempt to “match,” so that a pack imitating fumi- 
ture might resemble a couch, two chairs, a table, and a coat 
rack, all of the same apparent style. 

A polymar’s change is far from perfect; for example, poly- 
mars changed into humanoids tend to shamble about in a seem- 
mgly random manner, and the wood grain of a polymar changed 
into a chair may not look quite right. Opponents notice some- 
thing unusual on a roll of 1 on ld6. 

Regardless of form, a polymar that enters combat extrudes 
three pseudopods and attacks with them, causing ld6 points of 
damage with each hit. Polymars coordinate their attacks, all 
striking at  the same time; they all attack the same opponent if 
the leader decides it is appropriate. 

A polymar pack feeds by engulfing dead plants or animals. 
An opponent slain by polymars will be completely dissolved in 
2d4 hours, leaving only nonorganic material behind. 

HabitaUSoaq Polymars are very social ueatures with others 
of the same pack. They cooperate completely, following the dic- 
tates of their leader. 

Polymars reproduce by fission. Au members of a pack repro- 
duce a t  the same time after the pack has taken in sufficient 
nourishment..If the pack was small, all the polymars stay 
together; if the habitat cannot support increased numbers, half 
the polymars form their own pack and seek new territory. 

Ecology: Alchemists and wizards covet polymar tissue for use 
in creating magical items and potions that involve shapeshifting 

Randara 
Randaras are evil beings of legendary power. They delight in 
using their shapeshifting to trap innocent folks as food. Their 
true appearance is unknown. They most often appear as 
humans or humanoids, but can also take the shapes of small, 
cuddly animals. The form of the randara is always size S or M. 

Combat: A randara’s attack varies with its chosen form; for 
example, in human form, it uses weapons, but in the form of a 
dog, it bites. Damage is calculated for the creature imitated. 

A randara can change, its forril in one round, but can take no 
other action in &at round.’It ga&onIy the m q m e n t  and nyr- 
mal attack abilities of its chosen form; the randara maintains its 
own natural h o r  Class and gains none of the special abilities 

or polymorphmg. 

~ 

Polymar of its chosen form. 
Polymars are modestly intelligent creatures that can change 
shape in order to lure prey. In their natural form, they are 
shapeless brown masses. The polymar is closely related to the 
mimic, and is apparently a more sociable version of the mimic. 

Polvmars cannot communicate verballv. but seem to main- 

Randaras can cast cham person once per day and ESP at will, 
casting at the 11th level of ability. R a n h a s  are immune to 1st- 
through 3rd-level spells. They suffer only half damage from 
magical weapons. Nomnagical weapons do not harm them. 

,, 
lain a constant telepathic contact with other members of their 
pack. Some very rare packs have reportedly learned silent f o m  
of communication, such as sign language or writing. 

Combat: Polymars can look like any creature with 10 or fewer 
Hit Dice or any object smaller than 100 cubic feet. Polymars do 
not gain the special abilities of their new form. Polymas of the 
same pack have a psychic rapport with one another and cooper- 
ate vexy closely. The strongest pack member (the one with the 
most hit points) is the leader; when a polymar leader dies, the 
strongest living polymar becomes leader. 

The form of the leader determines the form of each other 
pack member; if the leader imitates a piece of wooden fur& 

! 

HabitaUSoaety: Randaras are very fond of human flesh. They 
often take forms designed to catch humans off-guard. 

Usually, a randara seeks out a human settlement and looks 
for someone with modest power and respect. After stalking the 
victim for weeks, using ESP to learn about the individual, the 
randara murders its prey and impersonates the victim. Once 
established in a respectable position, the randara can use its 
new identity to lure more prey. 

Ecology: Randaras are voracious hunters of human and demi- 
human flesh. They have no known natural enemes. 



CLIMATBTERRAIN 
FREQUENCY: 

ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 

No. APPEARING: 

ORGANIZATION: 

ALIGNMENT: 

ARMOR CLASS: 
MOVEMENT: 

THACO: 
NO. OF ATIACKS: 
DAMAGE/ATTACK: 
SPECIAL AITACKS: 
S P E C I ~ ~  DEFENSES: 
MAGIC RESISTANCE: 

MORALE: 
XP VALUE 

HIT DICE: 

SIZE: 

Forest 
Very rare 
Solitary or clan 
h Y  
Omnivore 
Average (8-10) 
U 
Neutral 
ld3 
7 
15 
3 
17 
1 
ld4 (bite) or by weapon 
Stone throwing 
Concealment, transpon via plants 
Nil 
s (3’ tall) 
Steady (11) 
175 

Shargugh (pronounced SHAR-guh) are small hairy humanoids 
about 3 feet tall. Their long, chronically matted and tangled hair 
is usually walnut brown, although some very rare individuals 
have dark-green locks. In addition, males have long, unkempt 
beards. Shargugh complexions tend to be dark and ruddy, their 
features coarse but oddly handsome, their eyes amber or deep 
green. 

Shargugh wear ragged clothing made from woven leaves, 
grass, and scraps of fur and old cloth. They rarely if ever wear 
shoes. 

Adults of either sex weigh between 30 and 40 pounds. A 
shargugh can live about 250 years. 

-1 

Shargugh speak their own language and the secret tongue of 
druids; about 35% also speak Common. 

Combat: A shargugh can deliver a nasty bite, but 50% of all 
groups arm themselves with daggers or short swords. At least 
one member of an armed group will have a silver weapon. All 
shargugh are expert stone throwers; each typically carries 
ld4+1 stones and can hurl one per round (with a range of 
20/40/60). These stones inflict ld4 points of damage; a shar- 
gugh gains a +3 bonus to attack rolls when hurling them. 

Shargugh are well adapted to their woodland homes and can 
pass through brambles and undergrowth with ease, just as 
druids can. Furthermore, they can conceal themselves in 
wooded areas with a 90% chance of success. They can climb 
vines and trees just as a thief dimbs walls (75% chance) and can 
move silently 85% of the time. Expert sneak thieves, they have 
an 85% chance to pick pockets. 

Five times a day, a shargugh can use rransport via plants, 
though the maximum distance it can travel is 600 yards. The 
shargugh always has a 100% chance of arriving at  the location 
it desires, so long as the location is within the 600-yard range. 

Shargugh are mischievous and tend to steal valuable objects 
from any outsider they encounter unless the intruder bribes 
them with food or drink. They aggressively protect their wood- 
land homes and do not tolerate wanton destruction of forests. 
They use their ability to hide in and move through under- 
growth to avoid hand-to-hand combat with stronger creatures. 
Their pick pocket and rranspon via planrs abilities enable them to 
steal weapons and spell components from their foes, then 
throw stones from a safe distance. 

HabitatlSoaety: Shargugh live singly or in family groups. 
Families usually number three (two parents and a single off- 
spring). The young shargugh will be a noncombatant infant 
25% of the time and a juvenile or young adult with full adult 
abilities 75% of the time. 

Each individual or group claims a section of woodland 
roughly 24 miles across. Shargugh generally maintain friendly 
relations with any good or neutral woodland creatures living in 
their tenitory and will tolerate evil creatures as well, provided 
that these creatures do not harm the woods or tty to subjugate 
the shargugh. Dryads, centaurs, unicorns, and treants usually 
can count on the shargugh as allies. 

Ecology: Shargugh have symbiotic relationships with their ter- 
ritories. The shargugh’s life force both draws strength from and 
gives strength to its woodland home. In addition, shargugh 
actively care for their territories-pruning the trees, picking the 
fruit, and fen- off external threats. 

Shargugh never voluntarily leave their territories. If forced to 
do so, they sicken and die in only one or two days. If a section 
of woodland loses its shargugh, it becomes cursed and infertile 
for seven years. During this time, no new trees or plants will 
grow. The existing plants don’t die, but they produce no h i t  or 
offspring. Only a remove c u m  spell from a druid of at least 12th 
level or a wish can restore fertility to the land before the end of 
the seven years. 

A young shargugh never really leaves its parent’s territory. 
The youngster either remains until its parents die, in which case 
it inherits their territory, or the youngster and parents move to 
opposite sides of the parents’ territory. Eventually, the two 
groups form two entirely new territories with a common border. 

98 



C L I M A ~ E R R A I N :  
FREQUENCY: 
ORGANIZATION: 
ACTNITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF A ~ A C K S :  
DAMAGE/A~ACK: 

SPECIAL ATIACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
M O W  
xp VALUE: 

Any ocean 
Common 
Tribal 

Omnivore 
Average (8-10) 
U 

Any 

Neutral 
ld4x20 
5 

2 
1, 
3 o r 2  
ld3 (daw)/ld3 (claw)/ld6 (bite) 
or ld6 (bite) and by weapon 
Nil 
Nil 
Nil 
M (6’-7’ long) 
Steady (12) 
65 
120 (elder) 

These nomadic manne humanoids have large, stanng eyes, h- 
crested heads. and scalv skin. Their hands and feet are webbed 
and clawed. A shark-kin’s legs are vestigial; the creature swims 
bv means of its uowerhl. allieatorlike tail. 
’Most shark-Lin are reddirh brown, though some are dark 

blue or blue-black. Their skin is usuallv covered with oatterns 
of spots or bands of lighter color-white or yellow in reddish- 
brown individuals, ,ilver, bghr blue, or mer& green in blue or 
blue-black 5hark-kin tach individual’$ pattern of (PO& or bands 
is unique. 

A shark-kin’s eyes have a reflective laver that concentrates 
any available light: This allows them to see well even in dark or 
murky water; it also makes their eyes seem to glow, like a cat’s, 
when bright light strikes them. 

Adult shark-kin of both sexes are between 6 and 7 feet long, 
measured from nose to tail, and weigh 190 to 250 pounds. Most 
live to be 120 years old, though some individuals have been 
known to live twice that long. 

Shark-kin speak their own tongue; 40% also speak Common 
or the tongue of another ocean race. 

Combat: Shark-kin are aggressive hunters but usually avoid 
combat with intelligent species, attackmg only in self defense or 
to defend their territory. 

Adult shark-kin carry javelins and tridents. One out of every 
four in a hunting or war party also carries a net. Unarmed shark- 
kin attack with claws and bite; those carrying a weapon can 
both attack with the weapon and bite in the same round. 

The most important part of any group’s defense is its pack of 
pet sharks. Each shark-kin tribe maintains a pack of 4d6 sharks, 
one for every two or three adult shark-kin: 25% of the sharks in 
the pack have 7 or 8 Hit Dice, 25% have 5 or 6 Hit Dice, and the 
remainder have 3 or 4 Hit Dice. If the shark-kin tribe numbers 
50 or more, one of their sharks will be a giant specimen with 10 
to 12 Hit Dice. Shark-kin have an emuathic link with their 

I 

i 
I sharks and can give them basic commands (such as come, go, 

I 

trying to surround their foes in all three dimensions. Then, at a 
si@ from their elder, they all converge on a single point in the 
enemy ranks, p i n g  to fight as few foes as possible with as 
many allies as possible. 

Habitat/Society: Shark-kin live in tribal groups led by an elder 
with 3 Hit Dice. Each tribe claims a territory covering about 120 
square miles, which they vigorously defend from all other 
ocean races. They tend to be hospitable to stranpen, but visitors 
are not encouraged to stay long. No outsider is allowed to hunt 
in their territory or to take an- from it without permission 
from the tribal elder. Shark-kin tend to be very possessive of 
any shipwrecks in their temtory, as these usually act as artificial 
reefs teeming with sea life. Adventurers seeking salvage rights 
must be prepared to bargain well or fight hard. 

Shark-kin spend their time foraging and hunting for food or 
caring for their sharks, who sewe them much as hunting dogs 
serve humans. If the hunting in an area is particularly good, 
such as near a spawning ground for fish, a shark-kin tribe will 
constmct temporaly homes out of whatever materials are at  
hand and settle down as long as the bounty lasts. Otherwise 
they never stay in one area within their territory for long. 

If a tribe’s elder is killed or dies, the surviving adults undergo a 
mysterious change. Over the next few weeks, their legs grow 
and their gills change to allow them to breathe both air and 

old ceremony to select a new elder. The 
to the sea and all the shark-kin revert to 

Ecology: Shark-kin eat whatever seafood they can catc 

1 

c 1 

I 
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CLIMAMERRAIN: Desert, mountain, subterranean 
FREQUENCY: Very rare 
ORGANIZATION 

INTELLIGENCE 
r m s m  z -  ’ .  
bIGNMENT: Lawful neutral 
40. APPEARWG: 1 
M O R  CLASS: 0 (8) 

12 
Hn DICE: 1&14 

10 kt Dice: 11 
11 HitDice: 10 
12 Hit Dice: 9 
13 Hit Dice: 
14 Hit Dice: 
2 ( 5 0 )  

DAMAGEIAiTACK: By weapon +3 
SPECIAL ATACKS: Weapon specializatio 

SPECIAL DEFENSES: 
exceptional Strength 
Immune to &re and illu 
saving throw bonus vs. magic 

MAGIC RESISTANCE: Nil 

11 Hit Dice: 4,000 

Sollux are tall, stahlesque demihumans with crimson skin and 
bnght yellow hair. The irises of their eyes are briUiant white or 
intense blue; the ‘whites” of their eyes are glowing yellow, 
tinged with red. 

Adults of both sexes are about 7 feet tall, or slightly taller, and 
weigh from 180 to 240 pounds. 

Combat: Adult sollux have Strength scores ranging from 1810 
to 18/50; they receive a +1 attack bonus and +3 damage bonus 
in combat. Sollux are very dexterous and typically have Dexter- 
ity scores of 16 or higher. 

Most sollux that advenhlrers meet are members of the Brother 
hood of the Sun, a knightly order which seeks to confront and 
defeat efreet on the Prime Material Plane. Its members are called 
Brothers of the Sun, or sun brothers, whether male or female. 
Brothers of the Sun wear red-gold plate mail and cany large metal 
shields that glow with a continual light effect. A Brother of the Sun 
has a morale rating of 20 when fighting efreet. Brothers of the 
Sun always cany a variety of weapons, including a long sword, a 
spear, a dagger, a lasso, and a missile weapon-usually a short 
composite bow. A sun brother‘s magical items, if he or she has 
any, are usually enchanted weapons or armor. Most sun brothers 
are loth- to 14th-level fighters, but the leader of the order is said 
to be a mighty wamor of 16th level who wields a long sword of 
cfreezi slaying +3. Every sun brother is a specialist in his or her 
favorite melee weapon, usually a long sword. 

All sollux are immune to normal fire and to all types of illu- 
sions, and they can detect invisibility at will. Sollux receive a +1 
bonus to any saving throw vs. a magical attack and subtract -1 
point from any damage they suffer from such an  attack, 
whether the saving throw succeeds or not. 

Sollux tend to  be even-tempered and somewhat friendly. 
They prefer to negotiate when dealing with non-efreet and will 
make an orderly retreat if faced with poor odds. 

When dealulg with efreet, sollux always seek to slay them or 
drive them from the Prime Material Plane. Since they cannot 
fly, sollux usually try to create a situation where an efreeti will 
have to attack them. Sollux usually do this by revealing an 
efreeti’s deception (usually by virme of the sollux’s immunity to 
illusions) or by seizing the efreeti’s treasure. The sollux take 
their battles with the efreet very seriously and plan all their 
attacks upon them very carefully. 

HabitatfSociety Sages believe that sollux form communities 
and raise their children in magma-filled chambers deep under- 
ground. Only those sollux who have proved themselves to be 
mighty warriors (usually by defeating an efreeti) are allowed to 
enter the Brotherhood of the Sun. Individual sun brothers make 
their homes in scorched deserts, the craters of active volcanoes, 
or anywhere else there is great heat. However, they spend 
much of their time traveling the world, seeking out efreet and 
visiting other sollux. In times of great need, individual sun 
brothers band together to defeat the efreet, but usually they rely 
on their own prowess or recruit whatever likely allies they dis- 
cover on their travels. 

d Sollux are extremely c l o ~ - i e  , , t.t- uf 
their feud with the efreet. ..’ w;, ~,.,.:,.: , % ‘ T  . . . .  ....#a i ’ .  : 
Ecology: Sollux, although distantly related to efreet, are actu- 
ally demzens of the Pnme Matenal Plane They eat mu 
same foods as humans and denuhumans, but they prefe 
thmg they eat to be cooked and served b o h g  hot 



Fearless (20) 
5,000 

alled soul eaters, spectral deaths are negative energy 
s that look like boiling clouds of blackness. A spectral 
’s vaporous body is always surrounded by a faint radius 

glows a sickly black-green. At rest, a spectral death looks 
like an irregular lump of darkness. In motion, the creature looks 
like an ominous stonn cloud rolling through the air. 

bat: Only magical weapons and spells affect spectral 
s. Spectral deaths are immune to death magic and energy 

mbat, a spectral death attacks with two invisible claws. 
ition to suffering ldlO points of damage, the victim must 

roll a saving throw vs. death magic each time the spectral death 
scores a hit. If the savlng throw fails, the victim loses one point 

f Wisdom. Victims of a spectral death killed by cumulative 
amage or reduced to zero Wisdom are forever slain and cannot 

raised, reincarnated, or resurrected, nor can regeneration restore 
victim to life. A wish can restore the victim, but a limited wish 

f the spectral death is itself slain or driven away before it can 
y its victim, the character regains lost Wisdom at the rate of 

C L I M A ~ E R R A I N :  
FREQUENCY: 
ORGANIZATION: 

DIET: 
ACTIVITY CYCLE: 

INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
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MOVEMENT: 
ARMOR CLASS: 
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MAGIC RESISTANCE 
SIZE: 

h Y  
Very rare 
Solitary 
h Y  
Nil 
Average (S- 
Nil 
Neutral evil 
1 
0 
F118 (A) 
10 
11 
2 
ld10 (claw)/ 
ldlO (claw) 
Wisdom drain 
Hit only by magical weapons, 
immune to some spell effects 
Nil 
M (5’ diamet 

one point a day. When slain, :spectral death dissolves into a 
formless cloud of vapor and drifts away. 

Spectral deaths can be turned by priests and paladins as if 
they were special undead. Likewise, they are subject to protec- 
tion from evil, abjure, and dispel evil spells. 

When attacking, a spectral death chooses a single victim and 
attempts to slay him or her. If the spectral death is summoned 
and ordered to attack (see “HabitaUSodety”), the summoner 
chooses the victim. Otherwise, the spectral death either 
chooses the victim who seems the least likely to effectively 
counterattack or an opponent who has already harmed the 
spectral death. Its flying abihty and mobility enable the creature 
to press the attack on its chosen victim, no matter how he or 
she tries to escape. If the victim’s allies successfully inteelpose 
themselves. the suectral death lashes out at the most vulnerable 
opponent. 

A spectral death’s cloudlike body has no front, back, or 

flanks, so opponents cannot gain a combat advantage through 
maneuvering around it. A spectral death can attack in any direc- 
tion with its invisible claws. It can attack two opponents a t  
once but prefers to concentrate its attacks on a single foe. 

other denizens of the plane as they drift about, wholly invisible, 
near the border with the Negative Energy P h e .  

Spectral deaths have been known to find their way onto the 
Prime Material Plane through dimensional rifts caused by the 
malfunctioning or destruction of powerful magical items or by 
similar cataclysmic events. J l e y  are far more likely, however, 
to be summoned to service by evil priests. Chaotic or evil 
deities might send a spectral death to do a priest’s bidding 
instead of appearing themselves when the character casts a gate 
spell. At the DMs option, some sects might know a summon 
specrral death spell. This is identical to the 6th-level aerial servanr 
spell, except that the only service a spectral death will perfom 
is tracking down and killing a victim identified by the spell 
caster. Use of the summon spectral death spell is hazardous 
because if the spectral death cannot track down and slay its vic- 
tim before the spell’s duration expires (that is, one day per level 
of its summoner), it flies into an uncontrollable rage and seeks 
out the summoner, trackmg that character relentlessly. When it 
finds the caster, its rage allows it to attack as a 20 Hit Die mon- 

On  their home plane, spectral deaths reproduce asexually by 
budding. 



CLIMAMERRAIN 
FREQUENCY: 

A m  CYCE 
DIET: 
INELLICENCE : 

ORGANIZATION: 

Semi- (2-4) 

No. OF ATTACKS: 

PECN A ~ A C K  
PECIAL DEFENSES: 

Bite hc&s become astral 
Keen senses, hit only by silvel 

@magical weapons 
*..I . _. 

gg'"'" m p e c t r a l  hounds are creatures from the Astral Plane. On the 
'%me Material Plane, a spectral hound looks like a ghostly dog, 

$!%!I pale and translucent, with eyes that are formless pools of utter *.e?) 
i- blackness. 
i3 

ombat: Spectral hounds are excellent trackers-nce put on a 
.ail, they can follow i t  for days. Spectral hounds track as 
mgers, with a basic trackmg score of 25. They canmove at full 
)eed and still track in anv situation where their adiusted track- 

v v -  " v -  V 

ing score is 20 or more. If necessary, they can travel astrally to 
overcome obstacles that might othenvise keep them from fol- 
lowing their prey. 

A spectral hound's keen senses give it a 50% chance to deteu 
invisible creatnres and a +2 bonus on its surprise rolls. 

Most spectral hounds are domesticated hunting beasts that 
relish combat. When given prey to chase, they pursue vigor- 
ously. Once within ahout a quarter mile of their prey, they bay 
joyfully. While this alerts the quany to the hounds' presence, it 
often distracts them from the other beings working with the 
hounds, who can flank the victims while the hounds attack 
frontally. Experienced spectral hound handlers can command 
their beasts to remain quiet. 

Despite their enthusiasm for the chase, spectral hounds can 
be cunning and persistent hunters. If hunting alone or in a small 
group with no handler, spectral hounds quietly shadow their 
prey for days, waiting for an opportuni~y to attack when the 
quarry's defenses are down. Many victims are unaware tha t  
they are being pursued until a pack of hounds charges a t  them 
through the pre-dawn gloom. 

Spectral hounds attack by biting with their powerful jaws; 
any creature bitten takes 2d6 damage and must roll a saving 
throw vs. spell. If the saving throw fails, the victim begins to 
fade, slowly assuming the same translucent appearance as the 
spectral hound itself. The entire process takes 24 hours. After 12 
hours, a fading character cannot hear or speak to any unfaded 
characters (hom the victim's point of view, it is the rest of the 
world that is becoming translucent, not himself or herself). The 
character's equipment-weapons, armor, spell components, 
and the like-is unaffected and drops away. Because of their 
inability to handle objects, faded creatures cannot eat or drink. 
Mental and energy-based attacks work normally when used 
against a faded character, but the character is immune to physi- 
cal attacks. After 12 more hours, the character fades completely 
from sight and slips into the Astral Plane. Once on the Astral 
Plane, the victim can handle objects @ut isn't likely to find any 
lying about, waiting to be picked up) and can seek any normal 
means to exit the plane and return to the Prime Material. 

A pinch of dust ofappearance can restore a partially faded 
character, as can a remove curse, dimension door, or telepon spell. 
The dust or spell must be applied directly to the victim. The 
telepon and dimension door spells have no effect on the victim 
other than to end the fa%. These remedies can be applied at 
any time before the character slips into the Astral Plane. 

HabitaUSocieV Various greater and lesser powers residing on 
the Outer Planes breed spectral hounds and use them both as 
guards and to track intmders back to their home planes. There 
is a 20% chance that some other extraplanar creature (such as a 
titan, tanar'ri, or githyanki) is accompanying and commanding 
any randomly encountered spectral hound. 

Wild spectral hounds, though rare, can occasionally be found 
roaming the Astral Plane in search of prey. A group of two wild 
spectral hounds is always a mated pair. Larger groups will be a 
mated pair and their offspring or one or two related female 
hounds and their suitors. 

Ecology: Domesticated spectral hounds require much the same 
kind of care as common dogs: feeding, grooming, exercise, and 
training. Wild spectral hounds are opportunistic hunters and 
scavengers that wiU eat just about anything they can sink their 
formidable teeth into. 
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Acanea 
Non-arcuc 
forest 
Rare 
Sohtary 
Any 
Carmvore 
Highly (13-1 
3 
Zhaotlc neutral 

Ad6 
7 

3 
17 

18, wb 12 

1 
1-- , d e )  
Poison, spells 
Spells 
Nil 
L (7' diameter) 
Steady ($1) 
650 

Planar Spider 
Any 

Very rare 
Group or nation 

Omnivore 
Very (11-12) 
Special 

h Y  

A"Y 
3d6 
6 
18 
5-12 
15 (5-6 HD) 
13 (74 HD) 
11 (9-10 HD) 
9 (ii-12 mj 
1 
2d6 (bite) 
Poison, phasing 

Nil 
M (5' diameter) 

Phasing 

Steady (11) 
5 HD: 2.000 
6 HD: 3;OOO 
7 HD: 4.000 
8 HD: Si000 
9 HD: 6.000 
10 HD: 7,000 
11 HD: 8,000 
12 HD: 9,000 

The spider-kin include sevcidi ~yp'ra uf creatures f u u m  UL uurer- 
ent parts of Mystara and the planes beyond it that have little in 
common except for their basic spider shape. Like their cousins 
the spiders, spider-kin have large mandibles equipped with 
fangs that can deliver a deadly, usually venomous, bite. 

The diameters listed in the table above include the creatures' 
outstretched legs. 

~ 

ranea 
hese creatures are about the size of small ponies and are nearly 

indistinguishable from the various types of giant, web-spinning 
spiders. An aranea, however, has a massive, oddly shaped hump 
on the back of its head that houses the creature's large and well- 
developed brain. An aranea also has an extra pair of limbs just 
below the mandibles. These limbs end in flexible digits which 
the aranea can use to manipulate simple tools. They spin huge 
webs, each about 40 feet in diameter, with many MIIOW exten- 
sions winding through the trees nearby. The aranea use these 
extensions to travel through the trees from crown to ground 
level. Only creatures who are very unwary or stumbling about in 
the dark are likely to become entangled in them. 

In combat, an aranea bites with its poisonous fangs for ld6 
points of damage. The victim must make a successful saving 
throw vs. poison or suffer additional damage from the aranea's 
venom. During the round that the saving throw fails, the vic- 
tim feels no ill effects except a faint stiffening of the limbs. 
However, each round thereafter the victim suffers 4 points of 

Plopp&d 
Mountains 

Very rare 
solitary 
h Y  
Carnivore 
Non (0) 
Nil 
Neutral 
2d6 
9 
12, Jump 20 
!4 
20 

1 
1 (bir, 
Poison, leap 
Tbief abilities 
Nil 
T (9" diameter) 
Unsteady (6) 
65 

Rhagodessa 
Forest, mountains, 
subterranean 
Rare 

Night 
Carnivore 
Non (0) 
0, lJ 
Neutral 
ld6 
5 
15 

solitary 

4+2 
17 

1 
2d4 (bite) 
Grapple 
Nil 
Nil 
L (7' long) 
Steady (12) 
270 

damage, dying at the end of ld4+1 rounds (regardless of hit 
points). 

All aranea also cast spells as 3rd-level wizards. Their spell 
books consist of crude rolls of bark written in chalk or charcoal. 
These scrolls are very delicate and usually fall apart if carried 
away from the creature's web. In fact, only careful examination 
reveals that they are valuable at all, as they tend to be well hid- 
den among clumps of leaves and other litter that sticks to the 
web. As a race, aranea prefer subtle but potent spells, such as 
illusions, various charm spells, and haste and slow. As a rule, they 
avoid fire-based spells that might damage their webs or their 
forest homes. 

Aranea are dever and patient: their favorite combat tactic is 
to lie in wait for prey in the branches of a tree, then silently 
lower themselves on strands of webbing and begin a spell 
attack. When confronted by dangerous foes, they often mask 
their true appearance with illusions and pretend to be elves, 
rangers, druids, or dryads. 

The aranea are involved in a constant state of war with the 
phanatons. 

Planar Spider 
The planar spiders are intelligent, plane-traveling arachnids who 
have a vast, but odd, civilization. They can travel both astrally 
and ethereally and thus can easily move among the planes. 
Some sages speculate that planar spiders might be related to 
phase spiders, but there is no definitive proof for this theory. 



Most planar spiders have 5 Hit Dice, but leaden of up to 12 
Hit Dice have been reported. Their home plane is almost cer- 
tainly a Deep Ethereal demiplane, but it is entirely unknown 
and no traces of their cities have ever been discovered. Travel- 
ing planar spiders describe the plane as a place with cities lov- 
ingly crafted from imperishable white webs. Any planar spider 
encountered away from its home plane is a veteran traveler 
who speaks Common and at least one other demihuman lan- 
guage. There are many different nations of planar spiders, just 
as there are many different nations of humans and demi- 
humans. Planar spiders from the nation of Chak are those most 
often encountered in and around Mystara. 

Planar spiders are as unpredictable as humans but rarely 
attack adventurers without provocation, preferring instead to 
attempt to communicate with any creatures they meet in order 
to determine the strangers' intentions. On the other hand, some 
wandering groups of planar spiders ("Black Chak") are thieves 
or bandits who seek riches by any means, fair or foul. 

In combat, a planar spider flits between planes to confuse 
foes. This gives them a -3 bonus on initiative rolls; if a planar 
spider wins an initiative roll by a margin of 4 or more, it may 
attack and then become ethereal before its opponent has a 
chance to strike back. Their favorite tactic is to appear behind 
their opponents, where they gain a +4 modifier for attacking 
from the rear and negate bonuses from shield and Dexterity. If 
overmatched, a planar spider flees off plane. If caught on the 
Astral or Ethereal planes, planar spiders gain only a -1 bonus on 
initiative rolls and can be attacked every round. 

A planar spider's fangs carry type F poison; once bitten, a vic- 
tim must make a successful saving throw vs. poison at a -4 
penalty or die. Planar spiders can bite without using the noison 
if they so desire. 

Any planar spider encountered may have (30% chance, plus 
10% for each Hit Die beyond five) ld3 miscellaneous magic>' 
items it can use. Each planar spider also carries ld4  unusui 
nomagical items that are not familiar to natives of the Primc 
Material Plane (the planar spiders, of course, understand these 
items perfectly well). 

There are spellcasting planar spiders, but encounters wi 
them are extremely rare; they can be priests or wizards of up 
9th level. A planar spider's experience-point value increases h 
1,000 XP if it casts 1st- or 2nd-level spells; by 2,000 points if 

1. .i ,:,t,% 
~ ;" 

Plopped .: ~ ,% 

c x t s  3rd-level or higher sp 

Ploppeds are a mutated strain of common spiders. Currentl) 
they are found only in the Silver Sierra mountain range on th 
border between Darokin and Glanm. 

Ploppeds have bodies about the size of oranges. Their legs are 
extremely long and have many knobby joints. Each plopped has 
a random number of legs (ld8+2 pairs). PloppCds are black and 
ha*, regardless of the number of legs. 

Sages refer to these creatures as 'polyped" (many legged), b 
their common local name, "plopped," derives from the soun 
they make when leaping about (plop! plop!). PloppCds are ve 
sneaky, and they have the following thief abilities: mo 
silently 40%, dimb walls 91%, and hide in shadows 28%. 

Normally, ploppeds do not prey on creatures larger than n 
mal-sized rats. However, if startled or cornered they attack an 
then run away. 

In combat, plopptds attack by leaping. A plopped can hurl 
itself up to 20 feet. When fighting creatures significantly larger 
than themselves, such as humans and demihumans, a ploppCd 
leaps for exposed areas, such as the face or neck. If the plopped 
scores a hit, it bites and injects a paralytic poison; the victim 
must make a successful saving throw vs. poison or be W e d .  
ately paralyzed for l d 6  turns. Tiny creatures receive a - 
penalty to their saving throws and, if the saving throw 
paralyzed for ld6x10 turns. 

Rhagodessa 
A rhagodessa is a giant, spiderlike camivore about the 
light hone. It has massive mandibles in its oversized y 
head. The rest of the creature is dark brown, excep 
eyes, which are gleaming black. A rhagodessa has five pairs 
legs. The front pair end in powerful suckers which the creatu 
uses to grasp prey. In combat, a rhagodessa strikes first wi 
these front legs. A successful hit inflicts no damage, b u t t  
suckers hold on with a Strength of 20. During the next me 
round the rhagodessa pulls the victim to its mandibles and auto- 
matically bites, musing 2d4 points of damage. 

If harassed while biting prey, a rhagodessa lifts its victim into 
the air and scurries away. The rhagodessa can lift up to 700 
pounds in this manner. 

Rhagodessas can climb most sheer surfaces if they are not 
smooth and slippery. They have more difficulty climbing when 
carrying a victim but can manage even this feat if the surface is 
rough or cracked. Rhagod--c generally devour their prey at 
the first oppottunity. 
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Druj 
Any 

Solitary 
Very ra 

Night 
None 
High (13-14) 

Neutral evil 
1 

Nil N 

4 
FI 9 (A) 
14 
7 
1 or4  
Eye: Nil 
Hand: Id4 (strike) 
Skull: ld6 (bite) 
Poison touch, 
spells 
(paralysis) 
Animate dead, 
immune to 
some spells 
Nil 
T (varies) 
Fearless (20) 
16,000 

odic 
Any non- 
desert land 
Very rare 

Night 
None 

solitary 

Very (11-12) 

Neutral evil 
1 
4 
0 
16 
5 

Nil N 

1 
ld12 (branch) 

Poison touch, 
spells, charm, 
energy drain 
Animate dead, 
immune to 
some spells 
Nil 
M (varies) 
Fearless (20) 
22,000 

Spirits are powerful undead beings which inhabit the bodies, 01 
body parts, of others. Creatures or parts of creatures animated 

ing or crawling around in a homble way. 

plants, usually shrubs or small trees. 
Odics are formless creatures that take possession of normal 

Combat (General): Being undead, spirits are immune to sleep, 
cham, and hold spells. They cannot be paralysed or poisoned, 
nor are they harmed by cold-based attacks. 

All spirits are poisonous; a melee bit from a spirit causes the 
target to make a successful saving throw vs. poison or die 
immediately. Furthermore, a spirit’s poisonous aura causes all 
consumable items within a 30-foot radius to instantly become 
spoiled and useless: all food (including iron rations), water, bev- 
erages, holy water, and magical potions, salves, and oils become 
spoiled. There is no saving throw against this power, though 
items witbin a closed extradimensional space, such as a bag of 
holding, are immune. If the container is opened even for a 
moment while within range, however, the consumable items 
inside become spoiled. Suppies that are spoiled by this power 
do not become Doisonous, but thev lose all magical Droverties 
and acquire a fdul taste. Spoiled f iod and d d - ,  if c&&ned, 
provide no benefits whatsoever. Normal items can be made 
wholesome again with a purifj, food and drink spell, though they 
never quite lose their foul taste. Magical items and holy water 
can be restored only by a.wish or limited wish. 

Living plants and normal insects within the poison radius 
become immediately paralyzed and die if the spirit remains in 

Spirits frequently use their animate dead ability to tun victims 
they have slain into zombies, which the spirit uses to defend 
itself and to harass enemies. Both the spirit itself and the zom- 
bies under its control can be tumed by priests and paladins as 
special creatures. 

move up to 24 miles between sunrise and sunset. 

Druj Combat 
Once a night, a druj can split its essence, creating four identical 
forms. Each of these forms is poisonous, and each can attack 
separately; however, only one retains the druj’s spell-like pow- 
ers. Opponents often can identify which is the spellcasting form, 
as it tends to hover in the background while the other three dose 
to attack. Should the spell-casting form be destroyed, one of the 
suMving forms immediately gains all the druj’s spell-like abili- 
ties. Only destroying all four forms will defeat the creature. 

The first time each night that a druj is successfully tumed by 
a priest or paladin, the spirit’s forms are forced to reunite into 
one creature and remain that way for ld4+1 rounds, after 

All spirits are powerless during daylight, althoug 

by a spirit have a pale, decayed appearance and often emi 
sickly green, blue, or purple glow. Though solitary, a druj 
odic may be found in the company of ld6 of its victims. 

Drui appear as body parts-a hand, an eye, or a skd-flo 

. 



Eye: An eye druj d a w  about, ctying to touch its opponents. 
The touch inflicts no damage, other than poisoning. An eye druj 
can make a special gaze attack against one target each round in 
addition to its physical attacks. The victim must make a suc- 
cessful saving throw vs. paralysis or be paralyzed for ld4  turn. 
This attack has a range of 30 feet, and the victim need not meet 
the druj's gaze to be affected. An eye druj can automatically 
touch a paralyzed victim. 

Handi A hand drui inflicts ld4  points of damage when i t  
strikes a creature; it holds on thereafter, causing additional dam- 
age each round. The damage inflicted by the hold is ld4 points 
plus the victim's Armor Chss (shield and Dexterity adjustments 
do not apply). Even if the character's base Armor Class is 0 or 
less, he or she still suffers ld4 points of damage per round. The 
victim must roll a saving throw vs. poison only when initially 
struck by the hand. 
Skull: A skull druj floats toward its victims, attempting to 

bite; each bite idicts  2d4 points of damage and causes the vic- 
tim to make a successful saving throw vs. poison or die. When 
first attacked, a victim must make a successhl saving throw vs. 
spell or be fronen with fright for one round. The drui can auto- 
matically bite a frozen victim. 

Odic Combat 
This spirit possesses a new plant each night. The plant sheds a 
purplish or bluish light in a 20-foot radius; this light is visible up 
to 300 yards away. Living creatures entering the light must 
make a successful saving throw vs. spell or they lose one level 
or Hit Die, as though struck by a wight. Each potential victim 
must make an additional saving throw each round he or she 
remains in the light. 

Once it has settled in for the night, an odic cannot move from 
the spot until daybreak. The host plant is killed immediately. 

U t 
- 1  

The odic cananimate parts of the plant, however, and use them 
to deliver its attach. 

The odic uses the plant's longest branch to reach out up to 30 
feet and deliver a blow that inflicts ld12 points of damage; any- 
one struck must also make a saving throw vs. poison 01 perish. 

The odic uses ocher portions of the host to seek out victims. 
The odic can animate up to six leaves at one time. These an 
mated leaves float away at a movement rate of 3; the odic ca 
control them at any range up to one mile. The animated leavc 
have a THACO of 16 and an Armor Class of 8; because they ai 
barely noticeable, hey impose a 4 penalty on their opponene 
surprise rolls. They have one hit point each. They inflict n 
damage, but any victim touched by one must make a successh 
saving throw vs. spell or be chamred and drawn toward the odil 
Charmed victims who enter the odic's light suffer a 4 penalt 
to saving throws against the energy drain and will not voluntar- 
ily leave the radius. 

If the host plant has no leaves, the odic can animate the near- 
est equivalent-needles, flowers, tendrils, etc. During a single 
night, an odic can animate any number of leaves the host plant 
has available; however, the odic can never animate more than 
six a t  once. Animated leaves cannot use the odic's spell-like 
powen or poison touch. 

Animated leaves can be turned as special undead. If success- 
fully turned, their link with the controlling odic is broken and 
the leaves falt to the ground, inert. The odic cannot reanimate a 
leaf once it has been turned, but it can continue to animate 
other leaves from the host plant. 

If the odic itself is turned, it is forced out of the host plant and 
becomes helpless until the next sunset, when it can possess a 
new plant. 

Habitat/Society. Spirits are solitary wanderers. They usuall 
cany no treasure but occasionally serve as guardians for sped; 
items or hoards. Also, a spirit's previous victims, if presenl 
might cany type H treasure. 

Dmj are always encountered singly unless commanded by 
powerful lich, evil priest, or similar evil power. In such case! 
two druj eyes might rest within a druj skull, accompanied b: 
two druj hands. No more that these five druj can ever be foun 
in one place, and smaller groups (a drui skull with one druj eye, 
for example) are much more likely. 

Odics are always encountered singly. Occasionally, odics 
inhabit the bodies of plantlike monsters. The monster is 
allowed a saving throw vs. spell, and if it succeeds the odic can- 
not attempt to pospess the monster again th?t night. However, 
the odic can stil l  settle into a nearby plant and attack the mon- 
ster using its n o d  abilities. 

Possession by an odic kills a plantlike monster, just as it kill 
normal plants. If the possessed creature is mobile, the odic ca 
then move at the creature's normal movement rate. The odi 
can also use all of the monster's powers in addition to its own. 

Ecology: Like most undead, these spirits hate life and ruthlessly 
seek to destroy it whenever possible. It may be that spirits gain 
sustenance from the life forces of the creatures they slay, but 
hunger clearly is not their only motivation. As destructive as 
they are, spirits usually move on before they can cause any 
great local impact. Should one decide to settle down, however, 
the effects are disastrous, as a spirit tends to kill everything in 
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FREQUENCY: 
ORGANIZATION: 
A c m  CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
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C l Y s d  
h Y  

Sohtary 
h Y  
Nd 
Low (5-7) 
Nll 
Neutral 
ld6 
4 
9 
3 
17 
2 
ld6 (fist)/ 
ld6 (fist) 
Nd 
See below 
Nd 
M (6' tall) 
Fearless (20) 

Very rare 

Iron 

Very rare 

i 

h Y  

r 
.ow(5-7) 
.Til 

Neutral 
ld4 
2 
3 
4 
1 
2 
ld8 (fist)/ 
ld8 (Est) 
Nil 
See below 
Nil 
L (8'-10' tall) 
Fearless (20) 
420 

Jade 
h Y  

solitary 
h Y  

Low (5-7) 

Very rare 

Nil 

Nil 
Neutral 
ld6 
4 
6 
3+1 
17 

RoddOoze 
h Y  
Very rare 
Sohtary 
h Y  
Nil 
Low (5-7) 
Nd 
Neutral 
ld3 
4 
6 
5 
15 ~~ 

2 2 
ld6 (fist)/ 2d6 @st)/ 
ld6  (fist) 2d6 (fist) 
Nil squirt 
See below See below 
Nil Nil 
M (6' tall) L (9' tall) 
Fearless (20). ~ ~  fearless (20) 
270 ' - i.'..: '420hockl 

metal. 

their modest intelligence allows them to fight sensibly and 
effectively. Left to their own wits, living statues usually stand 
stock still, pretending to be normal statues until they have a 
chance to ambush unwary opponents. Most statues recognize 
spellcasters and try to neutralize them first. Living statues also 

Rock 
Rock living statues are hollow. A rock living statue is fille 
fiery magma which it squirts from iu; fingertips (range 51 
The living statue makes a normal attack roll for the magma, 
which it can use on one victim per round; anyone hit by the 

not dexterous enough to use weapons effectively but can be 
ordered to employ some implements if such are required to 

that if the 
weapon). 

the statue squirts in the sa 
does its magma. When the ooze bits, it forms a small, immobile 
blob with 4 hit points and an  Armor Class of 8. Each blob 
inflicts 2d4 point of damage to the victim each round until the 
blob is killed. A blob can dissolve metal, just like a normal gray 
ooze, destroying chain mail in one round and plate mail in two; 
magical armor lasts one additional round for each point of rnag- 
ical protection it offers. When killed, a ooze living statue splits 
open, releasing a gray ooze with 3 Hit Dice and all the normal 
gray ooze abilities described in the Monstrous Manual. 

ion as a rock living st 

Crystal living statues are the weakest of the living statues. Note 
that crystal living statues are magical COIIS~NC~; and as such are 
not subject to damage from shaner spells. 

Iron 
Iron living statues have bodies that can absorb metal. They take 
full damage from normal weapons, but if they are struck with a 
nonmagical metal weapon then that weapon becomes stuck in 

Silver 

Very rare 
h Y  

Sohtaly 
h Y  
Nll 
Low (5-7) 
Nil 
Neutral 
2d6 
4 
12 
1+1 
19 
1 
2d4 (bite) 

Nll 
See below 
Nll 
T(1'tall) 
Fearless (20) 
120 



Silver 
SiIver living statues are ima,.., nonmagical weapons and 
normal fire. They take half damage from enchanted slashing or 
piercing (type S or P) weapons and are immune to nonmetal 
weapons, enchanted or not. Since their tiny fists are ineffective 
as weapons, silver living statues attack by biting. 

Steel 
Steel living statues are immune to nonmagical iron or steel 
weapons; such a weapon striking a steel living statue automati- 
cally becomes stuck in it. On the following round, the statue 
absorbs the weapon, regaining ld4+1 lost hit points in the 
process. Enchanted weapons of all types are immune to the 
statue’s absorption power and cause normal damage; however, 
the weapon still sticks and the attacker must make an open 
doors roll to free the weapon quickly. If the roll fails, the 
attacker recovers the weapon but loses any further attacks that 
might have been possible that round and suffers a +2 initiative 
penalty during the next round. 

HabitaVSociety: Living statues can be found anywhere there 
are (or were) spell casters to create them. Generally, they are 
found in castles or ruins where they serve as guards or servants. 
As magical constructs, living statues have no soaety. They exist 
only to serve their creators. Though they have no treasure of 
their own, they often serve as untiring guardians for tombs or 
bidden treasure caches. 

Ecology: Living statues have no need to eat, drink, breathe, or 
sleep. Like golems, they are created from an artificial body 

which has been animated with an elemental spirit. Any spell 
caster of 9th level or higher can create a living statue, provided 
that the proper spells and materials are available. Even though 
some of the required spells are beyond the capabilities of any 
9th-level character, such a character can still create a living 
statue if the necessary spells are a 
struction times and costs are give 

Statue Construction Time 
Crystal Three months 
Iron Five months 
Jade Four months 
Ooze Five months 
Rock Four months 
Silver Two months 
Steel Six months 

To construct a living statue, a wizard or priest must hire a 
skilled sculptor or metalsmith to create an image suitable for 
enchantment. During const~~ction, the character must cast sev- 
eral spells over the work. A wizard must cast gens, conjure ele- 
mental, fabricarc, fiends, and suggestion. A priest must cast ques 
animate object, prayer, raise dead, and command. In all cases. 
materials used.in ;he smtuc must he 
matenals will nor w+.> 

crvstal 
Alihough rare and valuable crystals such as diamond can be 
used, the statue can be constructed from quartz or other com- 
mon crystal. The crystal must be free from obvious Uaws and 
cracks. A single, human-sized slab is required. 

Iron 
The statues must be forged from pure wought iron made from 
newly smelted ore. 

RoddOoze 
The sculptor must create seven seblons-mo arms, two legs, 
head, a back piece, and a breast piece-and fit them togethe 
The magma or gray ooze is held III the hollow body and flo 
through channels cut m the arms 

To complete the construct, the character must supply 1 
oounds of maema taken from the heart of a volcano or a hv - 
gray ooze, depending on which type of construct is being 
attempted 

Silver 
The h ished  construct has a tbi 
gold pieces) that can be recovere 
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Open hills, badland 
Very rare 
solitary 
Any 
Carnivore 
Semi- (24) 
Nil 
Chaotic evil 
ld3 
6 
12 
6 
15 
3 
ldlO (hoof)/ldlO (hoo9/ldb(bite) 
Charge 
Quills, disease 
Nil 
L (5' at the shoulder) 
Elite (13) 
650 

The origin of these ravenous beasts is unknown; as usual the 
mad wizard's experiment is suspected, although they may be 
the spawn of some twisted, inimical power. In any case, they 
are nightmarish creatures the size of a large bull, with a giant 
serpent's head, tortoise feet, thick green fur, and a horse's tail. 

Combat: A surtaki's shaggy fur conceals dozens of barbed 
quills, similar to those of a giant porcupine. Any creature that 
strikes a surtaki in melee combat must make a successful saving 
throw vs. wand to avoid the quills. If the save fails, the attacker 
suffers ld6 points of damage and must make a second saving 
throw, this time against poison. If that saving throw fails, the 
attacker contracts a rotting disease that causes one point of 
damage each round thereafter. The disease also prevents nor- 
mal and magical healing and regeneration. A cure disease spell 
halts its effects. Characters who die from this disease can be 
recovered only hy a wish or resurrection. 

When hunting, surtakis usually lie in wait for their prey, hid- 
ing behind the crest of a hill or in dense undergrowth and charg- 
ing at anythmg that comes within 100 yards, as long as it isn't 
bigger that the surtaki itself. This charge attack gives the surraki 
the standard penalties and bonuses as explained in the Player's 
Handbook: a +2 bonus to the attack roll and a +1 penalty to 
Armor Class; opponents being charged receive a -2 bonus tn 
initiative and can inflict double damage with weapons set for a 
charge. 

Surtakis soend about two-thirds of their time snoozine to - 
conserve energy. They never really fall into a deep sleep, how- 
ever, and their keen senses of hearing and smell usually alert 
them when prey or danger is at hand. 

HabitaUSodety: Surtakis are territorial hunters that inhabit 
mountain foothills, badlands, and other rough but fairly open 
country. Most adults tolerate each other only at mating time. 
Juveniles, however, tend to stick together for a year or two until 
they can carve out temtodes for themselves. If two surtakis are 
encountered together they will be a mated pair (50%) or a pair of 
clutch mates (50%). Groups of three surtakis are always dutch 
mates, usually (75%) the same sex and always the same age. 

Ecology: Surtaki are always hungy and will eat anything they 
can catch. They eat only meat but will scavenge if the oppom- 
Nty presents itself. 

Most surtaki live 35 to 40 years, attain their full growth in 
about five years, and mature sexually in about 10 years. A 
female surtaki mates every two years. After a year, she scrapes 
out a shallow nest on a sunny hillside and lays a clutch of 2d12 
eggs, which hatch in 4d4+4 weeks. The mother keeps watch 
over the nest during~this time and fearlessly attacks (morale 20) 
anythmg that comes near. Curiously enough, she takes no inter- 
est in the hatchlings when they appear and may eat them her- 
selF if she is hungry. Typically, only ld6 hatchlings survive the 
First six weeks, and only ld3 sulvive the first year. 

Freshly-laid surtaki eggs are considered a great delicacy in 
some parts of Mystara, and sell for 2d4 gold pieces each. Tastes, 
however, vary widely, and many Mystarans find the eggs, fresh 
or otherwise, disgusting in the extreme. Surtaki hatchlings also 
have some value (ld4x10 gold pieces each), but they are hard to 
handle, as their spines harden and become dangerous within 30 
minutes oFhatdung. Hatchlings would fetch higher prices were 
they not virtuallyuntrainable. They are sometimes used as 
guard beast.-their bizarre appearance can make a big impres- 
sio-but they are untlustworthy and usually are use l l  only if 
they can be released into an  unused area where they are free to 
attack anything that enters, or if they can be charmed so that 
they will obey coinmands. 

I 

'"f 
9 

A 

-- n 



CLIMATEITELVAN: Ruins, subterranean, urban 
FREaUENcY: 
ORGANIZATION: 

NO. Of AXACK 
D M G E I A ~ A C  
SPECIAL AXACK 

MAGIC RESISTANCE: 
SPECIAL DEFENSE 

Chaotic neutral 
1 d4 
6 
6, F124 (C) 
5 
15 
" 
L 

ld4 (daw)/ld4 (claw) 
Poison 
Nil 
Nil 

SIZE: T (3' wingspan) 
MORALE: Stea 
XP VALUE: 650 

The tabi are small, winged 
cats. They are inveterate gossi 

A tabi's body is compact and apelike, covered with long 
golden fur. Their wings are leathery and very thin. 

Adults weigh about 15 pounds. A living tabi emits an odor 
that smells like rotting meat, noticeable in s t i l l  air at ranges of 
up to 100 feet. 

Tabi are intelligent and clever. They speak Common and 
their own tongue. 

Combat: A tabi attacks with its claws, which drip a cIystal- 
blue venom. A victim of a claw attack must make a successful 
saving throw vs. poison or become deluded for 2d6 turns. 

i 

I 

I 

Deluded victims attack the creature nearest them immediately. 
They can use a weapon if they were holding one when they 
were poisoned, but otherwise they attack with their b a g  
hands. Deluded victims cannot cast spells or use spell-like abili- 
ties or psionics. A neutralize poison spell ends the delusion. 

Tabi can pick pockets, hide in shadows, and move silently 
with a 40% chance of success. They prefer to attack from 
ambush but are careful to hide downwind from prey so their 
stench doesn't give them away. 

HabitatISoaeiy Tabi can live almost anywhere, but like rats 
they prefer places where there is food to steal or scavenge. Tabi 
have an insatiable hunger for infomation of any sort and usw 
ally have a large repertoire of local rumors and legends. TaM 
gladly trade this information for high-quality food or oth+ 
information, but they are not known to be particularly truthful, 
Tabi constantly gossip among themselves, and anything oni  
tabi knows quickly spreads to all the other tabi in the area. 

Certain high-level wizards know a spell that binds a single 
tabi into their sewice. Such tabi generally serve as informants 
and spies. 

Ecology: A tabi can live up to 150 yean, though most of them 
live less than half that long in the wild. Tabi become fully 
mature by age six. A female tabi bears a single infant about 
seven months after mating. Tabi infants are dependent on their 
mothers for about 18 months, though they learn to fly bv the 
time they are three months old. 

Bind Tabi (EnchantmentICbxm, 
ConjuratiodSummoning) 
6th-level Wizard Spell 

Range: Touch 
Components: V, S, M 
Duration: Special Saving Throw: None 

This spell allows the caster to bind one tabi into service €01 

life. The tabi becomes absolutely loyal and will carry out all 
the caster's commands to the best of its ability, even if the 
command puts the tabi in danger (morale 20). This spell 
does not work on a tabi already bound to another wizard, 
and the caster can have only one bound tabi at a time. 

To cast the spell, the wizard must have an iron hrazieI 
filled with red-hot coals and at least 2,000 gold pieces worth 
of rare incense. The final incantation takes less than a round, 
but the caster must immediately touch the tabi or the spell 
fails. Unless the tabi is caged or tightly bound, a successful 
attack roll is required to touch the tabi. 

Once the spell is cast and the tabi is touched, the caste] 
must keep the tabi nearby (always within 100 yards) for a 
full week. During this time, the caster instructs the tabi 
about its duties, and the pair generally get acquainted witk 
each other. During this time the caster can follow a normal 
routine or even go adventuring, but he or she is too preoccu- 
pied to undertake intensive tasks such as spell research 01 

enchanting a magical item. Once bound, a tabi willing11 
shares any information it has with its new master. 

The caster can release the tabi from its bond with no il: 

Casting Time: One week 
Area of Effect: Tabi touched 

tab; spell can be cast only once a year. 
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INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 

M o m m  
HIT DICE: 
W A C 0  
NO. OF A ~ A C K S :  
DMC~ATTACK: 

ARMOR CLASS. 

SPECIAL ATTACKS: 

MAGIC RESISTANCE 
SPECIAL DEFENSES: 

SIZE: 
MORALE: 

Thouls are magical crosses between ghouls, hobgoblins, and 
trolls. In spite of their ghoulish blood, they are living creatures, 
not undead. 

Most thouls look just like hobgoblins: about 6% feet tall, dark 
skinned, and untidv. Some, however, show clear s i m  of their 
trnll ancestty Such'chouls a n  have any of the follo&g charac- 
tcri>rics relativclv hairless skin with a erernlsh cast tnstrad of 
the dark-red or riddish-orange skin of Lobgoblins; slate gray or 
dull black hair, ropy in texture; long and tubelike noses like a 
troll's, very different from a hobgoblin's rather canine muzzle. 

Like hobgoblins, thouls have yellow teeth. Their eyes- ye12 
low like some hobgoblins or pure white-lack any pupil; this 
and their somewhat vacant look are traits that point to their 
uoll and ghoul ancestry. 

Again like hobgoblins, thouls favor brightly colored clothing, 
usually blood-red doth and gleaming-black leather. Their weap- 
ons are always well cared for and brilliantly polished. 

Thouls have no tongue of their own, speaking hobgoblin 
instead. Roughly 60% also speak the languages of orcs, goblins, 
and carnivorous apes. Thouls living among hobgoblins can 
speak Common if their hobgoblin hosts do. Independent tho& 
speak Common 20% of the time. 

Combat: Like hobgoblins, thouls have infravision with a range 
of 60 feet and fight equally well in bright light or darkness. 
Thouls living with hobgoblins share their hosts' hatred of elves. 

Thouls can paralyze victims just as ghouls can. A target hit by 
a thoul's claw must make a successful saving throw vs. para- 
lyzation or be paralyzed for 1d6+2 rounds. Tho& often disdain 
the use of melee weapons unless they are facing elves, who are 
immune to the paralyzation effect. 

Armed thouls usually carry some kind of sword and a long 
w. When injured, a thoul can regenerate one lost hit point a 
:lee round as long as it remains alive. 

6 
12 
3 
17 
2 or 1 
ld3 (claw)/ld3 (daw) 
or by weapon 
Paralyzation 
Regeneration 
Nil 
M (6%' tall) 
Champion (15) 
270 
Spellcaster, 1st level: 420 
Spellcaster, 2nd level: 650 
Spellcaster, 3rd level: 975 
Spellcaster, 4th level: 1,400 

Habitat/Soae@ Thouls have a brutal, militaristic outlook, just 
as hobgoblins do. Independent thouls live in small family 
groups in caves or ruins. Lone thoul encounten are with hunters 
and scouts whose business has taken them away from the main 
group. A thoul lair contains two young for each adult. Immature 
thouls inflict no damage other than paralysis (victims receive a 
+2 bonus on saving throws). 

Thouls often serve as bodyguards to hobgoblin kings and 
chieftains. About 25% of subterranean hobgoblin lairs have 2d6 
thoul guards (only 5% of hobgoblin surface villages have 
thouls). Any thoul living among hobgoblins is hated and feared 
for its superior abilities and status, and a thoul living in a hob- 
goblin mbe without the sponsorship of a powerful hobgoblin 
leader is treated as wretched outcast. Frequently, such thoul 
survive the abuse they suffer only by virtue of their regenera- 
tion ability. 

Thoul spellcasters are rare but slightly more frequent among 
thouls living with hobgoblins. Thouls can become shamans of 
up to 5th level with access to the Necromancy, Healing, and 
Charm spheres. Thouls can also become 4th-level witch doctors 
with spells from the Illusioflhantasm, EnchantmenVCharm, 
and Necromancy schools. 

Ecology: Thouls are a viable race but have one of the lowest 
birthrate among humanoids. Opportunistic hobgoblins, and 
occasionally orcs, frequently raid independent thoul communi- 
ties to get young thouls to train as royal bodyguards, assistant 
shamans, or witch doctors. 

Thouls live about 50 years. Thoul guards in hobgoblin 
live a little longer, due to better food and living conditions. 
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Aerial, thunderstorms 
Very rare (common in thunderstorms) 
solitary 
h Y  

Low (5-7) 
Carnivore 

Nil 
Chaotic evil 
ld3 
0 
3, FI 18 (€) 
8 (16 in thunderstorms) 
13 (5 in thunderstorms) 
2 
2d6 (daw)/2d6 (claw) 
Lightning bolt 
Nil 
Nil 
H (30’ wingspan) 
Elite (14) 
2,000 (10,000 in thunderstorms) 

Thunderheads are reptilian carnivores related to both dragons 
and wyvems. They are constantly on the wing and are usually 
encountered during thunderstorms. 

A thunderhead has a leathery black body that shows deep 
blue highlights on those rare occasions when sunhght suikes iq 
its swept-back, batlike wings are velvety black. The creature 
has a narrow, elongated head with a long, toothy beak and a 
pair of slitlike eyes colored a vibrant electric blue. A thunder- 
head’s two legs look spindly but are very strong, ending in 
splayed feet. Each foot has three toes and a opposed thumb, 
each digit equipped with a vicious- looh claw. 

Combat: Thunderheads usually limit their hunting to other 
aerial creatures. They have exceptionally keen eyesight and can 
spot prey as small as a sparrow from several thousand feet 
away 

A thunderhead’s favorite tactic is to swoop down up0 
smaller prey and grab with its daws. If the thunderhead hits 
with a roll of ‘6 or better, the victim is caught in the claws a d  
can be squeezed automatically for claw damage each round 
thereafter. A thunderhead can snatch and carry two small or 
tiny creatures (one in each foot) or a slngle creature as large as a 
light war horse. I 

when faced!with an  opponent too large to cany or too nim- 
ble to Snatch, a thunderhead rakes with its claws and uses its 
breath weapon-a stroke of lighming 5 feet wide arid 60 feet 
long that inflicts 5d6 points of damage. Victims who make a 
successhl sa% throw vs. breath weipon take only half dam- 
age. A thunderhead can generate 

Tbunderhe3ds bec 
thunderstorms! When 
and bit points double. 
priate to its doubled Hit Dice, and its 
increases accurdingly (use the statistic 
When excited and strengthened in this 
swoop down p ground level and attac 
first loosing suokes of lighming, then attempting to s ~ b h  their 
victims. 

thunderstorms.develop in them. 
Thunderheads hunt, eat, sleep, and mate on the w 

thing it spots. 
Sages disagree over exactly how and why a thunderhead’s 

Hit Dice and hit points double during thunderstorms. Most 
scholars believe that the creature Sim~lv coes berserk a t t a c h  , , -  
ferociously and shrugging off attacks that might 
cause it great harm Others argue that a thunderhead 
ally enhance its own life force, using the charged a 
inside active s p m  tlouds as  an energy source. 

Virtually a e  only time thunderheads land vol 
when fema1es;do so briefly to lay eggs after mating. AU thun- 
derhead nesting sites are located in areas prone to violent 
storms. The fkmale chooses a sheer, sunny cliff face that is 
accessible only from the air. Once she finds a suitable site, she 
lays a dutch of ld4+1 eggs. 

Thunderhead eggs have exceptionally thick shells; their 
tough exterior and mottled brown or gray color makes them 
look just like large stones. The eggs become ready-to hatch after 
about 14 week, and the parents stay nearby, ready to drive off 
inauders. 

Thunderheayl eggs have shells so thick and strong that young 
thunderheads: must blast their way out with their lightning 
bolts when they are ready to hatch. Thunderhead parents feed 
their hatchhgs for about a month. During this time, the hatch- 
lings’ size and weight triple and they eat voraciously. When a 
thunderstorm Snally builds up, the young thunderheads go into 
the same frenzy as their parents and launch themselves into the 
s tow.  Once aubome, instinct takes over and the young thun- 
derheads immediately begin hunting on their own. 



ORGANILATION: 
ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

THACO: 
NO. OF ATACKS: 
DAtA&GE/AiTACK 
SPECIAL ARACKS: 

Hn  DICE: 

SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XP VALUE: 

Nil 
Neutral 
1 
6 
15 
6 
15 
3 
ld4 (claw)/ld4 (claw)/Zd4 (bite) 
Bite causes blindness 
Stealth, concealment, hit only by 
magical weapons 
Nil 
L (8' long) 
Fearless (20) 
975 

These fearsome magical creatures look like great cats wholly 
composed of black fire. Physically, an ebon tiger resembles a nor- 
mal tiger, except that its body is u n i f o d y  black with no snipes. 
Lighter patches of darkness mark the creature's eyes, teeth, and 
whiskers. These areas sometimes faintly sparkle with magical 
energies, especially when the ebon tiger is anm or excited. 

is penalty increases by a point per round until it reaches 4. 
y type of magical healing (cure wounds spells, neunulize poison, 

ctim is compleiely and permanently blind; thereafter, only a 
re blindness or heal spell will restore sight. 

Habitat6ociety: Ebon tigers are solitary hunters that roam the 
Prime Material, Ethereal, and other inner planes. Ebon tigers 
prefer thickly overgrown places where trees and shrubs provide 
shadowy conditions even during daylight. 

Combat: Ebon tigers are masters of stealth. Their shadowy 
bodies give them a 100% chance to hide in shadows. Ebon 
tigers are insubstantial and vimally weightless; their nonmater- 
ial bodies make them immune to normal weapons and allow 
them to move silently 100% of the time. Ebon tigers can pass 
through small openings, even mere holes or cracks, with ease. 
Their senses extend into the Ethereal Plane and they can attack 
(and be attacked by) ethereal and out-of-phase creatures at all 
times. 

Areas guarded by ebon tigers frequently are lit by flickering 
torches or oil lamps that create many shadows. Intruders who 
venture into these areas often suffer a nasty shock when the 
ebon tiger leaps to the attack; the victim suffers a 4 penalty to 
his or her surprise roll due to the difficulty in detecting the crea- 

I ~ ~~~~ 

~~~~~~~ ~~ 

Wild ebon tiiers tend to be shy and reclusive, attacking only 
when hungry or threatened. Being shy, however, they are quite 
likely to regard any intrusion as a threat. 

It is not dear where ebon tigers originated. It is possible that 
they first came from a gloomy Deep Ethereal demiplane; it is 
equally possible that they owe their existence to ancient magi- 

Ecology: Ebon tigers do not appear to require water 
They spend their lives endlessly prowhng. They requir 
killed meat from time to time but can eo for months 

~ ~ ~ ~ ~ ~~ ~ ~ ~ ~~~ ~ ~ ~ ~ ~ . ,  ... . . .. 
will accept frelh meat from their keepers. Ebon tigers fed in thii 
manner need food about evely six weeks. 

In spite of their possibly artificial origins, ebon tigers are a 
viable species. Their annual mating season is about six weeks 
long. During this time, they ignore their normal hunting territo- 
ries as males and h a l e s  seek each other ou t  After a brief mat- 
ing, the pair splits and the female gives b i d  to ld3 cubs 10 to 
12 weeks later. The mother protects the cubs for two years 

is, sometimes is used to 
so suggest the breath of 

Lure's silent approach. 
- 

Ebon tigers attack with their claws and teeth. An ebon tizer's 
bite can Fause blindness in addition to normal damage.-hy 
creature bitten must roll a saving throw vs. poison; if the saving 
throw fails, the victim's sight begins to grow dim and he or she 
feels disoriented. During the next round, the victim suffen a -1 
penalty to attack rolls, ability score cheiks, and saving throws. 

cal experiments made by an unknown priest or wizard. 
Rakasta priests often use ebon tigers as guards to protect 

important places or treasures. Their stealth and utter fearless- 
ness as guard beasts has gone a long way toward establishin 
the ebon tiger's reputation as a heartless killer. 

Y 

eating. They prefer to kill their food themselves and consume 
evew last scram even the bones. Caotive ebon tigers. hnwever~ 

while they grow to about halftheir adult size and learn to stalk 
and hunt. The cubs split up to pursue their own lives when the 
mother leaves them. 

re &ease, et;.) remove; the effect, provided it is applied 
fore the penalty reaches 4. Once the penalty reaches 4, the 



Very rare 
GANIZATION: Group 

h Y  
None 
Semi- (24)  
Nil 
Chaotic ev. 
2d4 
6 
12 
3 
17 
7 

Nil 
T (2' tall) 
Average (10) or fearless (20) 
270 

runk until they are only 2 feet tail. The process gi&s them 
rk. wrinkled. leatherv skin Their eves are wide and buleine. 

- 
ld6 (daw)/ld6 (daw) 
Poison, leap 
Immune to some soells 

ropis are tiny undead humanoid creatures similar to zombies. 
3efore these creatures are animated. however. the comses are 

" ". 
nd their lips are usually curled back, freezing their faces into 
ermanent toothy grimaces (occasionally, however, the lips are 

Like zombies, topis usually are dad in the tattered remains of 
othine they were weariw when they died. Unlike 

J '  

process also preserves their flesh. 
Topis cannot speak but often hss. snarl, aunt. or enash theis 

teeth'when attachng. 
" " 

Combat: Topis are much more agile than normal zombies, and 
they roll for initiative in the usual manner. They can leap up to 
6 feet in combat, vertically or horizontally. 

Topis are intelligent and can follow fairly complex instruc- 
tions. If left to their own devices, they try to use their leaping 
ability to disorient their foes. Their favorite ta,ctics include sur- 
rounding foes by leaping upward onto roofs or overhanging 
branches, than dropping back down to attack from behind. 

Like most undead, topis are immune to sleep, charm, and hold 
spells, death magic, poisons, and cold-based attacks. They can 
be turned as wights. A vial of holy water infiicts 2d4 points of 
damage when it strikes a topi. 

Blunt weapons inflict only half-damage on a topi, but if the 
wielder is human-sized (size M) or larger the topi is knocked off 
balance and loses any attacks or unfinished actions during the 
remainder of the round. In addition, the topi suffers a +5 
penalty to its initiative roll for the next round. 

A topi's claws cany a debilitative venom. Creatures struck by 
a claw must roll a saving throw vs. poison. If the saving throw 
fails, the victim suffers a general unease and slowing of the 
metabolism which begins the next round and lasts for ld2  
turns. A slow poison spell, applied in the round of the injury or 
the first round of the effect, delays the venom's effects for the 
duration of the spell; slow poison applied later is ineffective. A 
neurralire poison or heal spell, or Keoghtom's ointment, curtails the, 
venom's effects. 

The effect of the poison i s  similar to rhat of a slow spell. The" 
victim moves and attacks at half the normal rate. He or she also 
suffers a +4 penalty to Annor Class, an attack penalty o f 4 ,  an 
initiative penalty of +2, and the loss of all combat bonuses due 
to Dexterity. Note that this is a nonmagical effect and as such 
cannot be negated by items such as a ring of fiee action. 

Once ordered into combat, a topi never checks morale. It 
attack, until it is destroyed, . w w d , m ~  
spellcaster who animated it. 

. .  . . *  3 * ' .  
HabitatlSofiety: Like zombies, topis exist only to serve the 
spellcaster who animated them. Their intelligence and evil 
nature make them prone to malice, however, and it i s  unwise to 
trust them with anythmg delicate or overly complex. 

Topis are usually found guarding tribal burial grounds 01 tem- 
ples. Some witch doctors and shamans also employ them as ser- 
vants, scouts, and bodyguards. 

Ecology: Topis are unnatural creatures who have no ecological 
role except as a consequence of their orders. They can, for 
example, be ordered to gather food or hunt small game. Unless 
ordered otherwise, a topi left on its own will gleefully maim 
and kill anything it can catch. Topis do not require food or 
iyater, lulling only for pleasure or to obey orders. 

The dead body of any humanoid creature can be made into a 
topi. Only a few tribal spell casters know bow to shrink the 
corpses, however. The few travelers who have observed the 
process and have been lucky enough to return to tell the tale 
report that the colpse is boiled for several days in a mixture of 
water, herbs, and animal organs, then dried in the sun and ani- 
mated, presumably with a variant animate dead spell. 



FREOUENCY: 
ORGANIZATLON 
A c m  CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 

MOVEMENF 
ARMOR CLASS: 

HIT DICE: 
IHACO: 
NO. OF ATTACKS: 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 

Tortle 
Non-arctic swamp, 
forest, beaches 
Rare 
Solitary or dan 
Day 
Omnivore 
Average (8-10) 
E 
Lawful good 
ld6 
301-1 

4 
17 

3, sw 3 

3 or 2 
ld4 (daw)/ld4 
(daw)/ld6 (bite) 
Or Id6 (bitej/ 
by weapon 

Nil 
Shell 
Nil 

Snapper 
Non-arctic 
ocean, coasts 
Rare 
Pack 
Day 
Carnivore 
Average (8-10) 
u 
Lawful e 
ld20 
5 
3, Sw 18 
3 
17 

ld6 (dab 
ld6 (daw)/ 
2d4 (bite) or 
2d4 (bite)/ 
by weapon 
Nil 
Nil 
Nil 

3 Or2 

SIZE: M (6’ tall) M (6’+ tau) 
MOW: Elite (14) Steady (11) 
XP VALUE 175 120 

Tortles are land-dwelling, humanoid tortoises. They walk 
upright but with a ponderous, roUing gait. They have leathery, 
reptllian skin and massive shells that cover most of their bodies. 
Only their heads and limbs stick out of their shells. 

Tortles usually have olive-green or blue-green skin. Their 
back shells are shimer and darker than their skin, and their front 
shells tend to be lighter, often with a touch of yellow. Todes 
xely wear clothing, except for belts and hamesses for canying 
201s and supplies. 

An adult tortle stands about 6 feet tall; because of the heavy 
shell, an adult torde weighs dose to 500 pounds. 

Combat: Tortles do not wear armor, but they can retreat into 
their shells for protection. When fully withdrawn inside its 
shell, a code cannot move or attack, but its Armor Class drops 
to -1. In addition, the tortle gains a +4 bonus to all saving 
throws, even vs. mental attacks, as the tortle not only receives 
the full benefit of its massive shell but also marshals all its inner 
strength for defense. A withdrawn t o d e  can hear and smell, but 

Y 

IL  rannx ,cc and IC irnrnunc IO gaze attacks 
A n  unarmed rortlc uses ILS claws and horny beak in cornhat. 

Vhen prepared for battle, tordes arm themselves with some 
ort of missile weapon, usually a short bow or light crossbow, 

and a pole ann or two-handed sword. In melee, an anned t o d e  
can strike with its weapon and bite. 

In battle, one or more tortles often engage the enemy in 
melee, then retreat into their shells while their comrades appear 
from hiding and pepper the enemy with arrows. 

Tortles are clumsy swimmers; they simply float on the SUI- 
face and paddle with their limbs. They can, however, hold the i~  
breath underwater for 10 turm. Their natural flotation usually 
allows them to slither through mud, bogs, and quicksand with 
ease. 

HabitatlSociety: T o d e s  prefer a warm climate; they hav 
little tolerance for cold, and t o d e s  living in temperate area 
migrate to warmer lands when winter draws near. 

Ecology: Todes  live 40 to 
once during their lives. About 

Snapper 
Snappers are marine nomads related to todes. They look much 
like todes except that they are much broader and more massive. 

their shells are streamlined and their hands and feet are web 
Snappers cannot retreat into their streamlined shells. On 

they are just as clumsy as tortles, but in water they are 
agile. Armed snappers favor nets, tridents, and spears. Like 
des, they can bite while f ighhg with a weapon. 

seeking prey. Despite their lawful 
alignment, they have no recognized 
leaders but form small groups 
governed by mutual consent. 

Snappers roam w a r n  ocean waters 
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CLIMAT~~ERRAW: 
FREQUENCY: 
ORGANIZATION: 
ACTMTY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
AI. I G N M E NI: 
No. APPEARING: 

MOVEMENT: 
HIT DICE: 
MACO: 
NO. OF ATACKS: 
DAMAGE/AXACK: 
SPECIAL ATIACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 
MORALE: 

fiRMOR CLASS: 

XP VALUE: 

Ocean or swamp 
Very rare 

Night 
Blood 
Average to Very (10-12) 
F 
Chaotic evil 
1 
3 
Sw 12 or as animal 
7 
13 
1 or as animal 
ld8 (touch) or as animal 
Energy drain, charm, shapechange 
Regeneration, immune to normal 
weapons and some spells 
Nil 
M (6’ tall) 
Fanatic (18) 
5,000 

solitary 

Velya are a form of underwater vampire. They were once sur- 
face dwellers who became undead through an ancient curse. In 
its natural form, a velya looks like a blue-skinned human with 
gills and clawed hands and feet. Velya in human form are 
comely but have a feral appearance, with wild eyes, tangled 
hair, and tattered, shroudlike dothing. 

Combat: At will, velya can assume the form of a great white 
shark, a manta ray, or a current of water. Each change takes one 
round. The velya’s Armor Class, hit points, THACO, saving 
throws, and morale remain unchanged. In shark or manta ray 
form, the velya moves and attacks like the animal (with a swim- 
ming rate of 24 as a shark, or 18 as a manta ray). In watery 

- v  V I  

form, a velya has a swimming rate of 18 but cannot attack or 
suffer damage; while some spells might affect the velya’s 
watery form, none can in5ct damage. 

Velya in human form swim at a rate of 12 and can deliver a 
touch attack that inflicts ld8 points of damage and drains one 
energy level. A velya is usually accompanied by ld6  marine 
wights (with a land movement rate of 12 and a swimming rate 
of 9). A velya can surnmon 3d6 common sharks (with 3 to 6 HD 
each), which amve in ld4 rounds. 

Velya in human form can sing. A velya’s song can be heard 
up to a m i l e  away and can charm any living creature witkin 200 
feet who fails a saving throw vs. spell. If the saving throw suc- 
ceeds, the target is immune to that particular velya’s song for 24 
hours. The charm can be dispelled (as if it were a spell cast at 
12th level), but such a victim remains susceptible to the song 
and can easily be charmed again until he or she makes a suc- 
cessful saving throw. 

Characters slain by a velya return from death after three days 
and become wights under the velya’s control. Only a transfu- 
sion of the velya’s blood or the original curse, now forgotten, 
can make a velya. 

Velya are immune to sleep, charm, and hold spells. Cold or 
electricity inflicts only half damage on them, and they are 
immune to nonmagical weapons. If damaged, a velya regener- 
ates 2 hit points a round. Duing the day, a velya must rest in a 
submerged, lightless crypt. Velya crypts usually are ancient bur- 
ial chambers hidden within sunken cities, but any enclosed, 
utterly dark space will serve. If a bless spell is cast on the crypt 
and a holy symbol is left in it, a velya can never rest there again, 
even if the holy symbol is later removed. 

If a velya is reduced to 0 hit points or fewer, it automatically 
assumes its watery form and returns to its c’ypt, where it must 
rest a full day. Most velya maintain several locations, usually 
witbin cave complexes or wrecked ships, that they can use as 
crypts if the need arises. If a velya falls to rest in its crypt, it suf- 
fers 2d8 points of damage each day. These points cannot be 
regenerated until the velya rests in its crypt for a full day. 

A velya can be destroyed by exposing its whole body to open 
air, by driving a wooden stake through its heart while it lies in 
its crypt, or by disintegration. 

A velya cannot approach within 10 feet of a strongly pre- 
sented holy symbol, although it can attack from another direc- 
tion. Velya cannot leave the water; those who do completely 
disintegrate after l d4  rounds. The velya suffers no ill effects, 
however, so long as the least part of its body stays submerged. 
If the velya returns to the water before it disintegrates, it still 
loses half of its original hit points. 

HabitaUSociety: Velya are solitary creatures who prey merci- 
lessly on the living. They are usually found in ancient cities 
wbicb have s u n k  beneath the waves. 

Ecology: Like vampires, velya sustain themselves with blood 
drawn from living victims. 

Swamp Velya 
Tbis form of velya is found in marshes, fens, and bogs. Its non- 
human forms include an albino crocodile (movement rate 6, 
swimming rate 12), a giant white eel (swimming rate 9), or a 
water current (swimming rate 18). Swamp velya can summon 
3d6 normal crocodiles, which arrive in ld4  rounds. Swamp 
velya are otherwise identical to ocean velya. 

116 



CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
A m  CYCLE: 
DIET: 
INNLIGENCE: 
TWASURE: 
ALIGNMENT: 
No. A p P m G :  
,&MOR CUSS: 
MOVEMENT: 
HIT DICE: 
THACO: 
No. OF ATTACKS: 

SPECIAL A~ACKS: 
SPECIAL DEFENSES: 

SIZE 

DAMAGEIAiTACK: 

MAGIC RESISTANCE: 

Arctic 
Rare 
Solitary 
h Y  
Carnivore 
Semi- (24 )  
Nil 
Neutral 
ld3 
4 
18, Br 9, Sw 12 
6 
15 
2 
2d6 @ite)/2d6 (tail lash) 
Poison 
Camouflage 
Nil 
H (15'-2O'lons) 
Champion (16) 
975 

MORALE: 

ese carnivorous snow serpents are distantly related to white 

urface temperature of 
infravision. There is 

ouflage when the snow serpent is in its native environment. 
When a white fang attacks from hiding, its opponents suffer a 
4 penalty to their surprise rob. 

Althougb they can move well over open mound, white fangs . -  
prefer to Love &seen and attack from concealment. They &I 
easily burrow through snow and can tunnel through ice at a rate 
of 6. They have keen infravision with a range of 120 feet and 
can sense heat and vibration from prey as far away as 120 feet 
or through as much as 30 feet of solid ice. 

A white fang attacks by biting with its needle-sharp fangs 
and by slapping with its 5t tened tail. The fangs carry a deadly 
venom. When bitten, a CreaNre must make a successful saving 
throw vs. poison or immediately become chilled to the bone 
and rigidly paralyzed. During the next round, the victim's 
blood literally begins to freeze. The victim's skin turns blue 
and he or she suffers ld8 points of damage each round until 
death occurs or the venom is neutralized. A neutralize poison 
spell or similar magic removes the paralysis, stops further dam- 
age, and restores the victim's color but does not cure any dam- 
age already received. A remove paralysis spell frees the victim 
from the paralysis but does not halt the damage or restore the 
victim's color. 

ven if the saving throw vs. poison is successful, the victim 
feels chilly and numb, suffering a -2 penalty to Strength and 

unds. Characters with extraordinary 
f the percentile score; if the score drops 

cter's Strength drops to 17. Further bites 
f the ability score loss but do not cause the 

HabitatlSociety: White fangs are equally a t  home in the'gi 
depths of icy caverns, in the freezing waters of arctic seas, or in.6 
the windsweut, snowbound wilderness. Thev have no social'::$ 

I I  I ~ , , . _ C  

wh&e fangs & an area instinctively draw apart; they do not&& 
waste energy by fighting among themselves for territory. 

Ecology: White fangs hunt all manner of warm-blooded p 
Ocean-dwelling specimens hunt primarily sea mammals, 
they aren't adverse to a t t a w  the occasional unwary hu 
or fisherman. Land-dwelling white fangs prey on just about 
large creature that comes witbin their range. It is not unc 
mon for white €XES to move between the sea, floating ice, 

I I  

potent. The young mature in about 25 years. 

500 gold pieces on the open market, and its ivory head plat 
can bring another 100 gold pieces. The pelt of a young wh' 
fang is worth about 4 gold pieces. A young white fang's ivo 

An intact pelt from an adult white fang can fetch as much a 

qJ? ..-...... ~~~~~~~ 

A white fang's venom quickly loses its potency if i t  is "+* x1! 

organization, not even family ties, but a few of them might live 
fairlv close together if the h u n k  is good. If food is scarce. the 

dry land-white fangs go where their prey waits. 
Once every five years or so, large numbers of white fangs 

gather in large ice caverns to mate. Each gathering lasts about a 
month. Afterward, the pregnant females go forth on theit o 
and seek some isolated locale in which to bear their you 
Usually, the female makes a burrow in a snowdrift or glac 
but a lonely spot o n  the sea floor will do just as we1 
months after mating, the female gives birth to 2d12 live y 
each about 4 feet long. The young white fangs have 2 Hit 
their bite and tail slao do no damage. but their venom i 

has no market value. 

extracted from'lhe creature. If the poison sacs are carefully 
removed and frozen, however, the venom is useful as an ingre- 
dient for a potion offire resistance. 



Leviathan, Leviathan, 
Desert Marine Red Worm Slime Worm 

Subterranean Subterranean 

RGANIZATION: Solitary 

Carnivore Minerals 

APPEARING: 1 

Id8 (bite) Id8 (bite) 
Swallow Fiery breath Swallow 

Mystara is home to several types of crawling, invertebrate mon- 
sters that resemble great caterpillars or earthworms. 

Great Annelid 

Great annelids are completely immune to all forms of heat 
and pressurethey simply cannot be burned or crushed. 

mouth is lined with three rows of sharp teeth. 
Great annelids have an unsurpassed ability to tunnel. They 

can grind through solid rock almost as quickly as they can crawl. 
Through not carnivorous, they are quite mindless and their h t  
reaction upon meeting an- is to uy to eat it. A great annelid 
can easily swallow creatures of up to huge size (size H) whole if 
it rolls 5 or more above the unmodified attack score it needs to 
bite a creature of that Armor Class. In addition to normal bite 
damage, the victim is hurled 3d10 feet down the creature’s gul- 
let. Since the gullet is perpetually Med with grit and fragments 

rock, a swallowed victim suffers 2d6+6 points of acid and 

Great annelids constantly burrow though the depths of the 
earth. They can survive in any type of environment, including 
pools of molten lava, but avoid water. They are a special terror 
to earth elemental creatures. Miners such as dwarves and 
gnomes tend to have mixed emotions about great annelids. On 
one hand, their tunnels often provide useful avenues for explor- 
ing the bowels of the earth and sear- out minerals. On the 
other hand, one great annelid in the wrong place can wipe out a 
promising vein of ore in minutes, and the aeatures are hard to 
remove once they settle into an area. 

. A victim can attempt to cut his or her way out with a slash- 
ing (type S) weapon. The great annelid’s intend Armor Class is 
5 ;  the victim must inflict 25 points of damage to the same area to 
cut a way out. The victim suffers a 4 penalty to attack rolls and 
a +4 penalty to initiative while within the gullet. 

and featureless except for their huge, toothy maws. 
A caecillia attacks whenever prey comes within reach. The 

initial attack should be treated as an ambush unless the victim 
has some reason to suspect an attack from below. 

A caecillia can swallow victims of size large (L) or smaller if it 



hits with an unadjusted attack roll of 19 or 20. Once inside, a 
victlm suffers Id8 points of damage each round until he or she 
escapes or the caecdlia is killed. Ti;e victim can escape unaided 
only if he or she was holding a small piercing or slashing 
weapon when swallowed, as contractions in the caecillia's gul- 
let prevent the victim from drawing a weapon. A caecillia has 
an intemal Armor Class of 9; the victim must intlict 10 points of 
damage to cut a way out. The victim suffers the same combat 
penalties as do great annelid victims. 

A caecillia's gullet can hold one large creature, two medium 
(human-sized) creatures, four s m a l l  creatures, or eight tiny crea- 
tures. If a caecillia fills its gullet during a fight, it retreats into the 
soil to digest its meal. 

FyrSMCa 
These fire-breathing worms are distantly related to purple 
worms; they are the adult form of red worms. Their skin is 
smooth and reddish purple, with lighter undersides. Their gap- 
ing maws glow cherry red, like hot metal, and are filled with 
wickedly sharp teeth. 

Fyrsnaca are not meat eaters. Like great annelids, they con- 
sume rocks and minerals. They tend to be bad-tempered, how- 
ever, and are prone to attack unless an intruder backs away 
quickly or bribes the creature with a gem or precious metal. 
Fyrsnaca have no language, but if communication can be estab- 
lished (through a speak with monsters spell or other means), a 
fyrsnaca might be persuaded to perform some senrice in Ietum 
for  an ample payment of gems or metal. Once every l d 3  
rounds, a fyrsnaca can breathe a line of fire 5 feet wide and 50 
feet long. The flames inflict 2d6 points of damage, but a suc- 
cessful saving throw vs. breath weapon halves the damage. 

Periodically, a fyrsnaca's internal fires Elare and the creature 
begins to heat up. This extra heat does not make its breath 
weapon more formidable, but it does cause the creature to 
eventually spawn 2d6 red worms by disgorging them through 
its mouth. Immediately after spawning, a fyrsnaca must 
immerse itself in  water or burn up. Once submerged, the 
fyrsnaca remains dormant for 50 years while its fires subside. If 
disturbed, a dormant fyrsnaca rises up and attacks fearlessly 
(morale 20) but does not leave the water. 

Leviathan 
Leviathans are anlullg h e  mightiest creatures living on the 
Prime Material Plane. Travelers who meet a leviathan seldom 
live to tell the tale. Desert leviathans have pale brown hides that 
match their sandy environments; they can grow to be 500 feet 
long and 40 feet wide. Marine leviathans are longer and sleeker 
than their desert cousins, reaching lengths of 650 feet. Desert 
leviathans are eyeless and blind, but marine leviathans have 
huge eyes adapted for the gloom of the depths. 

Leviathans are sensitive to vibrations in sand or water and gen- 
erally attack any sizable creature moving witbin a quaIcer mile of 
their location. When closing on i 6  prey, a desert leviathan creates 
a ripple in the sand, like a huge ocean wave. A marine leviathan 
moving near the surface ako ueates a visible wave. 

A leviathan attacks by simply engulfing a large volume of 
and or water. A desert leviathan can take in a 30-foot cube of 
and, a marine leviathan a 50-foot cube of water. Any creature 
ithin t h i s  area must make a successful saving throw vs. breath 

veapon (with a 4 penalty to the roll) or be swallowed. Immo- 
ile creatures (held, bound, sleeping, etc.) get no saving throw. 

Victims who fail the saving throw are sucked into the creature's 

maw, where they suffer bite damage (3d12 from a desert 
leviathan, 4d10 from a marine leviathan) and 4d12 poi 
damage from the creature's digestive traa; if the victim is 
tant to acid, damage is reduced to 2d12. 

As long as they are alive and mobile, swallowed victims can 
try to cut their way out with slashing (type S )  weapons. A 
leviathan's internal Armor Class is 5,  and the victims must 
infict 50 points of damage to cut their way out. The victims 
suffer the same combat penalties as victims of great annelids. If 
a leviathan hasn't digested a swallowed creature within one 
turn, it expels the item before returning to the depths. 

Leviathans are immune to poison and disintegration and take 
half damage from all attacks, including psionics and spells. They 
are immune to all spells, magical effects, and psionic abilities 
that do not intlict damage. 

A marine leviathan can create a huge whirlpool by swimming 
in a great arde, head to tail, for three rounds. The resulting vor- 
tex is 100 feet wide at the top, 200 feet deep, and 50 feet wide 
at the bottom. Anvthine caueht in it is drawn down to the wait- 

These grotesque worms are the larval form of the fyrsnaca, 
Their red-hued skin is almost transparent, 

revealing the veins and organs withm 
They are voracious carnivores, always 
on the lookout for food ._ '1 

19 d d l y  venomous, and 
ny creature bitten must 
make a successhl sav- 

mg throw vs poison 
ior take double damage 

from the bite. Red 
worms can detect prey by vibration and often burst out of solid 
rock to attack. This maneuver gives their opponents a -3 
penalty to their sulprise rolls. 

Slime Worm 
These giant worms are a pale, mottled gray. They excrete a 
sticky slime that coats their backs and sides. Small objects such 
as coins and other treasure st ick  to the slime, making the crea- 
ture indistinguishable from a large pile of treasure. 

When camouflaged, there is only a 15% chance that anyone 
will recognize a slime worm as anything but a pile of objects. If 
its victims are unaware of the slime worm, it attacks from 
ambush. On a successful unadjusted attack roll of 18 or-better, 
slime wonns can swallow creatures of up to large (L) size (an 
unmodified attack roll of 20 always indicates that the target has 
been swallowed). Once inside, a victim suffers 2d6 points of 
damage each round until he or she escapes or the slime worm is 
killed. The victim can escape unaided only if he or she was 
holdmg a small piercing or slashing weapon when swallowed. 
A slime worm has an internal h o r  Class of 8 and the victim 
must intlict 10 points of damage to cut a way out. He or she suf- 
fers the same cornhat penalties as victims of great annelids. 

A slime worm's gullet can hold one large creature, two 
human-sized creatures, four small  creatures, or eight tiny crea- 
tures. If a slime worm fills its gullet during a fight, it continues 
to attack but cannot swallow additional victims. 



Lesser 
CLIMATE~EERRAIN: Forest, NLDS 
FREOUENCY: Rare 
ORGANIZATION: Solitary 
A c m  CYCLE: Night 
DIET Nil 
IrrrErrIGENC Low (5-7) 
TREASURE: B 

Chaotic evil 
ld6 

ARMOR CL 

DMGE/AXACK: 

SPEcihL AXACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE 
MORALE: Feakess (20) 
2 VALUE: 420 

Greater 
Forest, ruins 
Very rare 
solitary 
Night 
Nil 
Average (8-10) 
B 
Chaotic evil 
Id2 
0 
12, FI 24 (B) 
8 
13 
2 
ldlO (sphere) 
ldlO (sphere) 
Paralysis, chil 
See below 
Nil 
M (6' tall) 
Fearless (20) 
5,000 

Wyrds are undead creatures with strong connections to the Pos- 
itive Energy Plane. They are created when an  evil spirit inhabits 
the dead body of an elf. 

Wyrds appear as immaterial figures clad in dark, hooded 
robes. A dark, skeletal face is faintly visible in the depths of the 
hood. A wyrd's feet appear to be booted; its hands have flesh 
but are thin and gnarled. A wyrd holds a small red or green 
sphere, about the size of a grapefruit, in the palm of each hand. 
The spheres glow faintly, like the last embers of a dying fire. 

Combat: A lesser wyrd can create two glowing red spheres 
each round. '* --i use its spheres as hand-to-hand weapons, or 

I It can hurl them (range 30/60/90), or it can use one sphere fo 
hand-to-hand combat and throw the other. When a soher' 
strikes a target, it bursts with a small  thunderclap and a fikh of 
brilliant energy that inflicts ld6 points of damage on the target 
creature (ld6+3 points of damage if the victim is an el& When a 
sphere explodes, a replacement instantly appears in the wyrd's 
hand, but the wyrd can never create more than two spheres p 
round, even if affected by a haste spell. 

tures killed by a wyrd tend to be badly burned by the ene 
spheres but can be,saised normally; they do not return fr  
death as undead. 

HabitatfSoci~ Wyrds can be found haunting caves, ruins, a 
forests. During daylight, a wyrd retreats lnto a dense thicket 
undergrowth or into a lightless c 
wyrds loathe ,the living and 
encounter. Forest-dwelling wyrds are a particular bane to good 
sylvan creatures such as unicorns and +ads, and these creatures 
do not hesitate to destroy a wyrd just as soon as they can muster 
enough force to do so. Elves, for obvious reasons, despise wyrds 
and hy to see that they are destroyed as quickly as possible. 

Ecology: Except for their propensity to kill, wyrds have no rol 
in the ecology. 

The process that creates wyrds is a 

to die alone seem to be the most likely 
rain locales near places of ancient evil, s 

of great treachery also seem to be p 

Greater Wvrd ~ ~ , - ~  
This more hideous variety of wyrd, created when an und 
spirit occupies the body of an exceptionally high-level elf, 
&ably feared. Any creature viewing a greater wyrd must 
a successM saving throw vs. spell or be scricken with a dr 
chill that causes a -3 penalty to all attack and damage rolls 



CLIMAMWN:  

ORGANIZATION: 
ACTWI~Y CYUE: 

FREQUENCY: 

DIET 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
No. APPEARING: 
ARMOR CLASS: 
MOEMENT: 
HIT DICE: 
THACO: 
NO. OF A ~ A C K S :  
DAMAGEIA~ACK: 
SPECIA~ ATTACKS: 
SPECW DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 
MORALE: 

VALUE: 

Any land 
Very rare 
Solitary or pack 
Night 
Carnivore 
Semi- (24) 
Nil 
Chaotic evil 
2d4 
0 
15, F127 (C) 
3+3 
17 
1 
2d4 fbitel . ,  
Baying 
Hit only by silver or magical weapons 

Nil 
for minimal damage 

M (4' long) 
Fanatic (18) 
1,400 

Yowlers look like huge, well-muscled hounds. Their short fur is 
as dull and black as chimney soot. Though a yowler's overall 
appearance is canine, its expression can be decidedly human, 
and its wrinkled ears could easily be mistaken for stubby h o m .  
A yowler's eyes glow an infernal red; its teeth are yellow and 
well-designed for tearing flesh from unfortunate victims. 

Combat: A yowler's baying is a horrible sound, clearly audible 
at distances of up to a mile and carrying considerably farther 
under the right conditions. Creatures within 90 feet of a baying 
yowler must make a successful saving throw vs. spell or flee in 
panic until they can no longer hear the sound. If five or more 
yowlers bay at  once, the saving throw is made with a -1 
penalty, with the penalty increasing by 1 point for each addi- 
tional yowler beyond the fifth (to a maximum of-10). Crea- 
tures who make a successful saving throw are immune to that 
paaicular pack's baying for the remainder of the encounter. 

When a pack of yowlers attacks a group of foes, the yowlers 
begin their bay, hoping to cause their enemies to scatter in fear. 
If some opponents flee, the bulk of the pack use their flying 
abilities to chase down and gang up on one or two panicked tar- 
gets while a few remain behind to distract nonpanicked oppc- 
nents. As long as there is at  least one panicked quarry, one or 
more yowlers will continue to bay rather than attack. 

Panicked characters flee at top speed in a random direction, 
but they always move away from the baying. Fleeing characters 
do not defend themselves unless cornered. In that case, they 
fight normally but turn to flee again at  the first opportunity. A 
fleeing character drops any item held 50% of the time. Magical 
silence blocks the effect, but the victim will flee in terror once 
again if the sound return. 

In melee, vowlers attack by bitiw for 2d4 uoints of damage. 

weapon inflicts 1 point of damage. Damage bonuses due to the 
wielder's Strength or specialization do not apply. 

Habitatlsociety: Fortunately, yowlers inhabit only the most 
desolate wilderness. They often lair in dismal caves where they 
rest during the day. A yowler pack usually claims a temtory of 
about 200 square miles. They tend to attack any warm-blooded 
creature that enters the territory and ferociously drive away 
other carnivores, including other yowlers, whenever they 
appear. 

Tales are sometimes told of evil creatures using yowlers as 
hunting or guard beasts, but even yowler pups are stubborn, 
hostile, and nearly impossible to train. They cannot be truly 
domesticated and will run away or turn on their masters if 
given the slightest chance. 

Yowler packs are loosely organized along the same lines as 
wolf packs, with one dominant, breeding pair and several junior 
members who act as expendable scouts, hunters, and fighters. 
The dominant members are frequently subjected to challenges 
from the junior members, and the loser in a dominance struggle 
is usually killed, though some manage to flee. Lone yowler 
encounters are usually with individuals that have escaped death 
after a dominance fight. 

The dominant pair of yowlers aggressively defend their pups, 
and the additional pack members are responsible for bringing 
food to the pups and their mother. When a yowler pack grows 
too large to support itself in the available territory, several 
juniors will break off to establish a new territory and form a 
new pack. 

Ecology: Yowlers can eat any type of meat, but demihuman 
flesh is their favorite. They will scavenge if necessary, but few 
edible creatures within their territories get the chance to die 
MtUI&y. 

Their flying abilities enabie 
attacks while remaining o u t ,  

the; to dart'in for swoop&g", 
of their foes' reach most of tl ~&~ " 

rime. 
Yowlers are harmed only by silver or magical weapo 

These weapons inflict damage equal only to the weapon's mag- 
ical bonus. For example, a dagger + 4  a c t s  1 point of damage, 
and a two-handed sword +2 inflicts 2 points of damage. A silver 



Lesser Greater Lightning zombies have a flair for the dramatic. They prefer 
CLIMATE~ERRAIN: Mountains Mountains flashy dothing and jewelry, the more the better. 
FREOUENCY: 
ORGANIZATION: 
A C I "  CYUE: 
DIET 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS: 

When attacking, lightning zombies roll for initiative n 

MOVEMENT: 

NO. OF A ~ A C K S :  
DAMAGEIATTACK: hold is very strong, and the victim must make a successful o 

doors roll to break it. Starting the round after it has taken ho 
the lightning zombie can discharge its jolt each round, autom 

' SPECIAL AXACKS: Jolt (ld6) Jolt (2d6) ically inflicting ld6 points of damage. A lightning zombie ca 
SPECIAL DEFENSES: Immune to Immune to not take other combat actions while using its special attac 

some spells some spells however, the zombie can release jolts indefinitely until 
MAGIC RESISTANCE: Nil Nil decides to let go or its hold is broken. 
SIZE: M (6' tall) Lightning zombies are turned as normal zombies, but a 
MORALE: Elite (13) Elite (13) cessful attempt a t  turning does not cause them to flee o 
xp VALUE: 270 420 destroyed. Instead, the lightning zombie is unable to c 

closer than 10 feet to the character doing the turning; if alre 
Lightning zombies are undead creatures created when the bod- closer than 10 feet, it retreats to that distance. This effect la 
ies of dead humans, demihumans, or humanoids are bathed in one turn or until the turning character voluntarily breaks t 
exceptionally strong magical auras. effect by coming within 10 feet of the lightning zombie. 

A lightning zombie looks just like a normal member of its A vial of holy water inflicts 2d4 points of damage if it strik 
race, except that its skin is a uniform light gray. Otherwise, they a lightning zombie. 
appear much as they did when alive; they can speak and are 

M (6' tall) 

1 

Ecology: Lightning zombies have no need to eat, d 
or eat. These qualities make them excellent guard 
~ t e l y ,  they yearn for heroic adventure and soon get 
most tasks. Unless they are destroyed they can live 
the magical energies that created them preserve thei 

potent that a lesser lightning zombie's. Their electrical jolt 
i d i c t  2d6 poine of damage. 

holy water inflicts ld4+1 
Greater lightning zombies 



Find the appropriate table and roll 2dlu 
Arctic (All Terrain) 

2 Yowler 
3 White fang 
4 Dragon, white 
5 Pudding, white 
6 Frost salamander 
7 Herd animal 
8 Herd animal 
9 Herd animal 
10 Tribesman 
11 Bear, polar 
12 Dragonfly, white 
l?'Wolf 

17 Tempest, arctic 
18 Dragon. cwstalline 

Subarctic Plains 

2 Dragon, white 
3 Pudding, white 
4 Giant, frost 
5 Giant, frost 
6 Aurumvorax 
7 Herd animal 
8 Herd animal 
9 Herd animal 
10 Tribesman 
11 Nomad 
12 Wolf 
13 Dragonfly, white 
14 MammothIMastodon 
15 Owl, giandEagle, giant' 
16 Gnoll 
17 Wolf, winter 
18 DM soecial 
IY DM sbecial 
20 Dragon, crystalline 

Subarctic W s  

2 Wolf, winter 
3 Dragon, white 
4 Adventurer 
5 Tiger 
6 Wolf, dire 
7 Wolf 
8 Bear, cave 
9 Dragonfly, white 
10 Tribesman 
11 Nomad 
12 Ogre 
13 G h ,  hill 
14 Colddrake 
15 Giant. heDhaestodGiant 

13 G h ,  hill 
14 Colddrake 
15 Giant, hephaestodGiant, host 
16 Crone of chaos 
17 Surtaki 
18 Buebear 

, host 
16 Crone of khaos 
17 Surtaki 
18 Buebear u 
19 Dragon, crystalline 
20 DM special 

Subarctic Desei 

2 Yowler 
3 Dragon, white 
4 Pudding, whitemroll, ice 
5 Adventurer 
6 Troll 
7 wolf 
8 Rat 
9 Snake, poisonous 
10 Tribesman 
11 Nomad 
12 Bandit 
13 HobgobhKhoul 
14 Rakasta 
15 Owl, gianaagle, giant' 
16 Giant, frost 
17 DM special 
18 DM special 
19 Dragon, crystalline 
20 Leviathan, desert 

Subarctic Ma&S-p 

2 Yowler 
3 Dragon, blackfDragon, onyx 
4 Dragonfly, black 
5 Dragonfly, white 
6 Velva, swamolHaneman tree 
7 SuLdew, giadt 
8 Wolf 

L 

9 Mammoth 
10 Tribesman 
11 Nomad 
12 Oere 
13 Migpie 
14 CatoblepadCIyohydra 
15 Waterdrakefiundamental, water 
16 Toad, ice 
17 Troll, ice 
18 wd O'WiSO 

19 Dragon, ;bite 
20 DM special 

Subarctic Forest 

2 Wyrd 
3 Dragon, green 
4 Imp, wood 
5 Displacer beastBlink dog 
6 Lycanthrope, werebear 
7 Lycanthrope, werewolVLupin 
8 ChevaWActaeon 
9 Elf 
10 Tribesman 
11 Barbarian 
12 Centaur 
13 Giant, athacb/Giant, hephaeston 
14 Bear, brown 
15 Boar, giant 
16 Shargugh 
17 Dragon, crystaIlineDragon, white 
18 Lycanthrope, werefox 
19 DM special 
20 DM special 

Subarctic Mountains : '1 

11 Barbanan 
12 DwarVColddrake 
13 Giant, athach/Giant, frost 
14 Dwarf 
15 Yeh 
16 Owl, giantEagle, giant' 
17 Troll 
18 Ogre 
19 DM special 
20 DM special 

Temperate Plains 

2 Coltpixy 
3 Dragontly, blue 
4 Rakasta 
5 Adventurer 
6 Caecillia 
7 Bandit 
8 HobgoblinfThoul 
Y Herd animal 
10 Merchant 
11 Barbarian 
12 Grab grass 
13 Orc 
14 Owl, gianaagle, giant' 
15 Lupin 
16 Ant, giant 
17 Archer bush 
18 Vampire rose 
19 Dragonfiy, red 
20 DM specia 

Temperate W s  

2 Rhagodessa 
3 sumki 
4 Dragon, ruby 
5 Dragonfly, red 
6 Displacer beastfBlink dog 
7 Archer bur' 
8 Tribesman 
9 Bear, brou.. 
10 Kobold 
11 Bugbear 
12 Halpy 
13 Giant, bill 
14 Chimera 
15 Wyvem 
16 Earthdrake 
17 Gnome 
18 Darkwing 
19 DM special 
20 DM special 



I Mystara Encounter Tables 

- 
Find the appropriate table and roll 2d10: 
Temperate Desert Temperate Mountains 

2 Yow 2 Dragon, crystalline 
3 Drag 3 Dragon, red 
4 Dragonne 
5 Dragonfly, blue/Sis’thik 
6 Caecillia 
7 Scorpion, giant 
8 Salamanderfiundamental, fire 
9 Toad, gianfload, fire 

10 Tribesman 
11 Nomad 
12 Centipede, hugekon 
13 ManticoreIMummy 
14 Owl, gianfiagle, giant’ 
15 Snake, giant consvictor 
16 Flamedrake 
17 DM special 
18 Dragon, brown 
19 Dragon, sapphire 
20 Leviathan, desert 

Temperate/Subtropical MarsWSwamp 

2 Anms/Ju-ju zombie 
3 Dragon, black 
4 Dragontly, black 
5 Catoblepas 
6 Velya, swampmangman tree 
7 Sundew, giant 

9 CaymanJGator man 
a wolf 

10 Tribesman 
11 Lizard man 

4 Giant, athacb 
5 Harpy 
6 Kobold 
7 Airdrake 
8 Giant, stone 
9 TroU 

10 Dwarf 
11 o rc  
12 Eagle, giant’ 
13 Griffon 
14 Giant, hephaeston 
15 Darkwing 
16 Peryton 
17 Rbagodessa 
18 Yeti 
19 Dragon, ruby 

2 Yowler 

4 Cayman 
5 Caecillia 
6 Bandit 
7 Ogre 
8 Adventurer 
9 Herd animal 

10 Herd animal 
11 GnoU 

3 Coltpixy 

15 WaterdrakelFundamental, water 
16 BoobneIAssassm bug 
17 Toad, giant 
18 Will o’wisp 
19 Dragon, onyx 
20 DM special 

15 Vampire rose 
16Lion 
17 Pegataur 
18 Rakasta 
19 Bulette 
20 DM special 

Temperate Forest 

2 Wyrd 
3 Dragon, green 
4 Dragonfly, green 
5 Aranea 
6 HsiaolPegasus 
7 Sundew, giant 
8 TreantKhevall 
9 CentaudElf 

10 Lizard, draco/Lizard, giant tuatara 
11 Owl, glant/Eagle, giant’ 
12 Lycanthrope, werewolf 
13 Archer bush 
14 Bear. black 
15 Bandit 
16 Han man tree1Quickwq 
17 Owltear 
18 Vampire rose 
19 Dragon, jade 
20 DM special 

Subtropical Hill: 
2 Dragontly, re t  
3 Dragon, blue 1 
4 Dra on, brow‘ 
5 Eartfdrake 
6 Caecillia 

i 

7 Tiger, ebon 

9 Giant. hill 
8 Harpy 

10 T~besman 
11 Gnome 
12 Tieer 

3 Gynosphinx 
4 CaedUia 
5 Giant, fire 
6 Manscorpion 
7 Dragon, blue 
8 Camel 
9 orc 

10 DervisWNornad 
11 Merchant 
12 DjinnifF.freeti 
13 Sis’thik 
14 Scorpion, giant 
15 Flamedrake 
16 Dragon, sapphireDragonne 

Subtropical Fanest 

2 Wyrd 
3 T o d e  
4 WooddrakeRlnicom 
5 Dragon, green/Dragon, jade 
6 Dryad 
7 TreantINymph 
8 Choke creeperlMantrap 
9 Elf 

10 Tribesman 
11 Orc 
12 Archer buswarnpire rose 
13 Chameleon man 
14 Aranea 
15 Dragody, green 
16 Centipede, giant 
17 Topi 
18 Lycanthrope, weretiger 
19 Rakasta 
20 DM special 

Subtropical Mountains 

7. Dragon, brown 
3 Dragon, red 
1 Elemental, eolian 
5 Giant, cloud 
5 Geonid 
7 Airdrake 
8 Giant, stone 
9 Eagle, giant’ 

10 Dwarf 
11 Harpy 
12 Griffon 
13 Himomiff 
140;; - 
15 Darkwing 
16 Peryton 
17 Rhagodessa 
18 Giant, athach 
19 Dragon, ruby 
20 DM special 

194 
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Find the appropriate table and roll 2d10: 
Tropical Plains Tropical MarsWSwamp 

2 Yowler 
3 Coltpixy 
4 Cayman 
5 Caecillia 
6 Bandit 
7 Ogre 
8 Herex 

12 Tribesman 
13 Grab grass 
14 Archer bush 
15 Vampire rose 
16 Lion 
17 Hivebrood 
18 Rakasta 
19 Bulette 
20 DM special 

Tropical Hills 

2 Dragonfly, red 
3 Dragon, jade 
4 Hivebrood 
5 Earthdrake 
6 Caecillia 
7 Tiger, ebon 
8 Harpy 
9 Giant, hill 

10 Tribesman 

14 Halfling 
15 Dervish/Nomad 
16 Surtaki 
17 Herex 
18 Dragon, br0-n 
19 Cayman 
20 DM special 

Tropical Desert 

2 Fundamental, fire 
3 Gynosphinx 
4 Caecillia 
5 Lizard, giant gecko 
6 Manscorpion 
7 Dragon, blue 
8 Camel 
9 Orc 

10 DervisMNomad 
11 Merchant 
12 DjinniiEheeti 
13 Sis'thik 
14 Scorpion, giant 
15 Flamedrake 
16 Dragon, sapphire/Dragonne 
17 Androsphinx 
18 Xytar 
19 DM sDecia1 

5 Snak'es, pOisonous 
6 Velya, swamp/Hangman tree 
7 Amber lotus flower 
8 Basilisk 
9 CaymadGator man 

10 Lizard man 
11 TrihesmadNomad 
12 Ogre 
13 Magpie 
14 Hydra 
15 Waterdrakefiundamental> water 
16 Beetle, giant water 
17 Toad, giant poisonous 
18 Will o'wisp 
19 Dragon, onyx 
20 DM special 

Tropical Forest 

2 Wyrd 
3 Tode 
4 Wooddrake 
5 Dragon, greeflragon, jade 
6 Phanaton 
7 Snake, giant 
8 Choke creeper/Mantrap 
9 Herd animflaguar 

10 Tribesman 
11 Orc 
12 Piranha bird, greater/Decapus 
13 Piranha bird, lesser/Herex 
14 Dragonfly, greedGyerian 
15 Lizard, giant gecko 
16 Lycanthrope, werejaguar 
17 Aranea 
18 Archer bush 
19 Topi 
20 DM special 

Tropical Mountains 

2 Pegataur 
3 Chimera 
4 Elemental, eolian 
5 Giant, cloud 
6 Dragon, red 
7 Airdrake 
8 Giant, stone 
9 Eagle, giant 

10 Dwarf 
11 Harpy 
12 Griffon 
13 Hippogriff 
14 Orc 
15 Darkwing 
16 Peryton 
17 Rhaaodessa 
18 Ciait, athach 
19 Dragon, ruby 

Cold Freshwater Surfaf 

2 Saberclaw 
3 Dragon, crystalline 
4 Greenhag 
5 Scrag 
6 Depths encounter 
7 Dragody, white 
8 Nixie 
9 Beaver 

10 PirateBuccaneer 

Encounter Tables 

16 Decapus, marine 
17 Water weird 
18 Elemental, water 
19 White fang 
20 DM special 

11 Merchant 
12 Owl, giant/Eagle, giant' 
13 Otter ~~~ ~ ~~..  
14 Merrow 
15 Naga, water 
16 Will o'wisp 
17 Fundamental, water 
18 Waterdrake 
19 Water weird 
20 DM special 

Cold Freshwater Depths 

2 Saberclaw 
3 Quipper 
4 Vodyanoi 
5 MorkoWGiant, storm 
6 Koalinth 
7 Eel, giant 
8 Crayfish, giant 
9 Gar, gianflike, giant 

10 Lacedon 
11 Crab, gianmragon turtle 
12 Kapoacinth 
13 Catfish, giant 
14 Nixie 
15 Nereid/Sirine 

Temperate Freshwater S 

2 Saberclaw 
3 Dragon, green 
4 Greenhag 
5 Scrag 
i Depihs encoun 
7 Lizard man 
3 Nixie 
9 Beaver 

12 Owl, giantnagle, 

16 W; o'wisp 
17 Fundamental, water 
18 Waterdrake 
19 Water weird 

195 



Mysttara Encounter Tables 

Temperate Freshwater Depths I 
2 Saberclaw 
3 Spider, giant water 
4 Vodyanoi 
5 Giant, s todDragon  turtle 
6 Koalinth 
7 Eel, giant 
8 Crayfish, giant 
9 Gar, giandPike, gia 

10 Nymph 
11 Crab, giant 
12 NereidISirine 
13 Catfish, giant 
14 Nixie 
15 LacedonKavoacinth 
16 Decapus, merine 
17 Water weird 
18 Elemental, water 
19 Snake, giant constrictor 
20 DM special 

Warm Freshwater Surface 

2 Saberclaw 
3 Dragon, black 
4 Greenhae 

I 

5 Scrag 
6 Depths encounter 
7 Lizard man 

13 Crbcodile 
14 Merrow 
15 Naga, water 
16 Will o'wisp 
17 Fundamental, water 
18 Waterdrake 
19 Water weird 
20 DM special 

Warm Freshwater Depths 

2 Saberclaw 
3 Spider, giant water 
4 Vodyanoi 

10 Nymph 
11 Piranha, giant 
12 Nereid/Sirine 
13 Catfish. eiant , "  
14 Nixie 
15 LacedonKapoacintn 
16 Decapus, marine 
17 Water weird 
18 Elemental, water 
19 Snake, giant constrictor 
20 DM Special 

Cold Saltwater Surface 

2 Whale, giant 
3 Dragon, white 
4 Sea hag 
5 Scrag, marine/Nuckalavee 
6 Shark 
7 Depths encounter 
8 Narwhal 
9 Bear, polar 

10 Whale, killer 
11 Whale, common 
12 PiratefMerchant 
13 Mennan 
14 Dolphin 
15 Triton 
16 Shark 
17 Will o'wisp 
18 Lycanthrope, seawolf 
19 White fang 
20 DM special 

Cold Saltwater Depths 

2 Leviathan, marine 
3 Water elemental 
4 Shark, giant 
5 Triton 
6 Shark 
7 Lobster, giant 
8 Decapus, marine 
9 MorkotbIGiant, stonn 

10 Whale, killer 
11 Whale, common 
12 Merrow 
13 Merman 
14 Dolphin 
15 Scrag, marinefNuckalavee 
16 Shark 
17 Squid, giai 
18 Lycanthrope, seawoir 
19 White fang 
20 DM special 

Temperate Saltwater Surfacq 

2 Whale, giant 
3 Draeon turtle 
4 Sea Lag 
5 Scrag, marinefNuckalavee 
6 Shark 
7 Depths encounter 
8 KnaLycanthrope, seawolf 
9 Eel, giant 

10 Whale, M e r  
11 Whale, common 
12 Pirate 
13 Merchant 
14 Merman 
I 5  Dolphin 
6 Triton 
7 Shark 
8 Wd o'wi 
9 Shark-kin 

2ODMspeci 

Temperate Saltwater Depths 

2 Leviathan, marine 
3 Elemental, water 
4 Morkoth/Giant, st 
5 Scrag, marine/Nuc 
6 Shark, giant 
7 Lobster, giant 
8 Decapus, marine 
9 Shark 

10 Whale, killer 
11 Whale, common 
12 Dolphin 
13 Merman 
14 Merrow 
15 Triton 
16 Shark 
17 Squid, giant 
18 Lycanthrope, seawolf 
19 Kraken 
20 DM special 

Tropical Saltwater Surfa 

2 Snapper 
3Dra onturtle 
4 Seaiag 
5 ScragKoptu 
6 Depths encounter 
7Kna 
8 Shark-kin 
9 Jellyfish, giant 

10 PiratefBuccaneer 
11 Merchant 
12 Dolphin 
13 Merman 
14 Merrow 
15 TritonNelya 
16 Will o'wisp 
17 Fundamental, wat 
18 Waterdrake 
19 Snapper 
20 DM special 

Tropical Saltwater Dep 

2 Leviathan, marine 

10 Whale, MerNhale ,  common 
11 Eel, marineEe1, electric 
12 MerrowfDolphin 
13 Merman 
14 Squid, giantNelya 
15 Triton 
16 Barracuda 



1 Find the appropnate table and roll 2dlO: I 
Ruins(day) , Aerial DM Special, Sub opical 

10 OrdNagpa 
11 Hobgoblin 
12 Goblin 
13 Worm, slime 
14 Tabi/Darkhr,,, 

Ruins (night) 

2 Crone of chaos 
3 Mujina 
4 Dragon, sapphire 
5 Lycanthrope, werebat 
6 Lycanthrope, wererat 
7 Lycanthrope, werewolf 
8 Pudding, black 
9 Darkhood/Darkwing 

10 VampireIBargda 
11 SpectrelDusanu 
12 Wraith 
13 Wight/Ghostly horde 
14 Skeletoflombie 
15 GhouliAgarat 
16 Nagpa 
17 Brain collector 
18 Bhut 
19 Gray philosopher 
20 DM special 

InhabitedlPatroUed 

2 Vampire 
3 Doppleganger 
4 Bhut 
5 ElUDwarf 
6 Lycanthrope, wererat 
7 Mandrake 
8 Noble 
9 Adventurer 

10 Merchant 
11 Patrol 
12 Bandimneand - 
13 Haltling 
14 Lycanthrope, wereboar 
15 Lycanthrope, werewolf 
16 Mujina 
17 Imp, garden 
18 Spider, planar 
19 DM special 
In DM special 
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IO owl, gianfiagli,gia 
11 Raven 11 Hazard4 
12 Bat/Hawkj 12 So l ld f r ee t i  
13 Fundamental, air/Giant, storm 13 Gargantua 
14 Pegasus 14 Na& spirit 
15 h4anticore 15 Titan 
16 Pegataur 16 Rakshasa 
17 Lycanthrope, wereba 17 Spine 
18 Invisible stalker 18 Couatl 
19 Harpy 19 Ghostly horde 
20 Blackball 20 Horde 

Subterranean 

2 FYTSMCa 
3 Giant, hephaeston 
4 Chokermhagodessa 
5 Carrion crawler 
6 Geonid 
7 Drow 
8 Thoul/rroU 
9 Kobold 

10 Gnome 
11 o r c  
12 Lizard, rodchome 
13 Umber hulk 
14 Rock man/Scamille 
15 Bargda 
16 Worm, red 
17 Ash crawler 
18 Deep glaurant 
19 Dusanu 
20 Great annelid 

DM Special, Arctidemperate 

2 Zombie;lighmkig~ 
3 Dragon, gold 
4 Goleml 
5 Nightshade2 
6 Pseudodragon 
7 Naga, guardian 
8 ImpISpider, planar 
9 NPC, famous 

~ 1 0  Hazard4 
11 Hazard4 
12 Adventurer 
13 Noble 
14 Sollufifreeti 
15 BhutlDiaholus 
16 Mujina 
17 Rust monster 
18 Spirit? 
19 Ghostly horde 

. .  

I 
Notes 

Two creatures listed together and 
separated by a slash each have an equal 
(50%) chance of appearing. 

1. Giant owls are encountered only at 
night. Giant eagles are encountered only 
during the day. 

2. The DM chooses the actual type of 
creature. 

3. Bats are encountered only at night. 
Hawks are encountered only during the 
day. 

4. A hazard is any potentially dangerous 
object or environmental condition; a few 
examples are given below. 

Environmental hazards generally last 
2d6 hours. 

Icebergs: Slows movement, maj 
damage or sink ships. 
Blizzard: Reduces visibility, doubles 
chances forge- lost. 
Thunderstorm: Exposed characters 
must make a successful saving throw, 
paralyzation each hour or be shuck b) 
lightning (damage 6d6). 
Fog: Reduces visibility 
Quicksand: Check vs. Intellige 
begin to drown. 
Gale: Ships check seawoahine 
blown lOdlO miles off course. 
Sandstom Exposed character 
Id3 points of damage per hour. 
Avalanche: Make a successful saving 
throw vs. breath weapon or suffer 3dt 
points of damage and be buried. Burie 
characters check vs. Wisdom to free 
themselves~ 

1' 





Appendix 
BY 

John Nephew, John Terra, 
Skip Williams, and Teeuwynn Woodruff 

!are dragons, wondrous giants, bizarre 
humanoids . . . For years such 
creatures have filled classic D&D@ 
campaigns set in the 
world of Mystara, 
along with the exotic 

hivebrood, rakasta, 
thoul, and many 
more. 

‘5 
I 

Now, for the first time ever, 
more than 100 of Mystara’s 
unique and most popular 

’ creatures have been devel- 
oped and defined in AD&D@ 
game terms! This must-have volume 
will delight and horrifv davers of the new 

I I  , 
L AD&D MYSTAW~ campaign as well as any fan 

of the all-time favorites within. 
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