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INTRODUCTION

This is the third printing of the endless book. We originally conceived it to include every mon-
ster created by players to add ro games such as Dungeons & Dragons, Tunnels & Trolls, and the Az-
duin Grimoire. We rapidly realized we couldn't do it. Based on the constant increase in new custo-
mers for these games, as observed in the hobby shops we frequent, there may be over 500,000
people now playing these and other role-playing games, At least 50,000 of these players are Dun-
geon Masrers, Referees, etc., and every one of them has invented at least one new monster with
which to scare the gold-lust our of their players’ characters.

There is no way we can publish one catalog of 50,000 monsters, Instead we used every monster
from those players we contacted. Even then, we have had to cut and, sometimes, combine entries.
This printing also corrects the typos and exclusions of the first edition.

Limired as it is, this still is an endless book. The second volume is now out, and at last the third
is nearing production (early 1980). We always are looking for more monsters, We do not promise
to print every —or even any—monster you submit, but printed monsters get credit toward the price
of the book, which can't hurt.

We thank our contributors, without whom we would have nothing to say. Also, special thanks
go to George Barr for his gorgeous cover, and to Cora Healy, Carol Rode, and J. Steve Reichmuth

who provided many of the interior illustrations. The other two illustrators deserve thanks for more
than artwork. To Luise Perrin and Chris Lofthus, our long-suffering wives, thanks beyond thanks.

Thanks, too, to Dave Hargrave and Paul Jaquays who gave us permission to use their copyright-
ed material, only to have it aced out of the first volume on the grounds that we had space only for
heretofore non-published critters. We heartily recommend both Dave's Arduin Grimoire, Welcome
to Skull Tower, and Runes of Doom (available from Grimoire Games, 2428 Ellsworth (203), Berk-
eley CA 94704) and Paul's now metamorphosed Dungeoneer magazine (available from Judges'
Guild, 1165 N. University, Decatur IL 62526). Monsters from these volumes appear in future vol-
umes of ATWM.

Finally, we thank our publishers, Greg Stafford and Tadashi Ehara of The Chaosium, who took
an immense load onto their shoulders to get this book into your hands,

Some parting questions: what do you want to see in the next volume? —special types of mon-
sters? —tough monsters? —small monsters? —already published monsters? —your monsters? Let us
know. We want to hear from you.

Until next time, remember—a full monster is a happy monster,

Steve Perrin

372 Adams St.
Qakland CA 94610

Jeff Pimper
347 Michell St.
Livermore CA 94550
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Monster

Air Squid

Airfang

Alaskan King Crab (see Crab)

Ant Man

Ant, Giant

Anti -were Types (see under Were-)
Ape, Desert

Ape, Snake

Arceel

Archer Bush

Bagda and Fallowman

Banshee

Basic

Batarang

Battler

Bear

Bear, Kodiak

Bear, Vampire (see Blutschink)

Bee, K:Iler

Beetle Giant Stag

Baetle Grinder

Behinder

Black Bear (see Bear)

Blast Puppy

Blight Worm (see Worm)

Blink Saber Tooth Tiger (see Tiger)

Blob, Red 8

Blood Mold 9

Blood Worm 9

Bloodbouncer g
10
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Bloodgrass

Blossoms of Primordial Life

Blue Horror 10
Blue Pool Horror 11
Blutschink 11
Brain Stealer (see Geteit Chemosit)
Brown Bear (see Bear)

Brown Ich 11

Carniverous Typo 12
Cat, Carrion 13
Centipede, Copper 13
Centipede, Giant 13
Cerberus Hound (see Hound, Hades)
Chameleon, Giant 13
Chaser (see War Wheel)

Chonchon 14
Chrome Dragon (see Dragon)

Cloud, Silver 14
Coachman of Death 15
Coachman of Death’s Horse 15
Cold Elemental (see Elemental)
Colony Ghoul (see Ghoul)

Copper Centipede (see Centipede)
Corrabus 15
Crab, Giant Alaskan King 16
Crawler 16
Crocotta 16
Crumbler 16
Crystal Dragon (see Dragon)
Crystalloid

Culverin 17
Cyclops 17

Daughter of Kali

Daughter of Kali, Elder
Death Angel

Death Elemental (see Elemental)
Death Hound (see Hound)
Deathwi

Demon, I, Ice

Demon, Class Ii, Ice

Demon, Class III Ice

Demon, Greater

Demon, Ice Prince (see Ymir)
Demon, Lesser

Demon, Serpent (Lesser)
Demon, Serpent King (Level VI)
Demon, Twelfth Plane

Desert Ape (see Ape)
Diamond Golem (see Golem)
Dire Wolfe (see wolf)
Dorohime

Dragon, Chrome

Dragon, Crystal

Dragon, Rock

Dragon, Wind

Drake, Ice

Dust Golem (see Golem)

Eagle, Were- (see Were-)
Earth Mole

Ebon Doom
Elemental, Cold
Elemental, Death
Elemental, Wood

Evil Shark

Ezwal

Falcon, Fire

Fallowman, son of Melimbor (see
Bagda)

Fear Stalker

Fiend

Fiink

Fiorn, son of Dunarth

Fire Breathing Hydra (see Hydra)

Fire Falcon (see Falcon)

Fire Troll (see Troll)

Flapfrog

Flat

Flying Skull (see Skull)

Furred Flyer

Furred One

Fury

Garanhir

Gargoyle, Stone

Gatherer Above

Gekko Troll (see Troll)
Gelatinous Blue Horror
Genii

Geteit Chemosit

Ghost, Silver

Ghoul, Colony

Ghoul, Gibbering
g:::: Types (see under Type)
Glbberhx; Ghoul (see Ghoul)

Glass Goblin (see Goblin)
Glass Golem (see Golem)
Glith

Gnarled Gremlin (see Gremlin)
Goblin, Glass

Gold Golem (see Golem)
Golden Owl (see Owl)

Golem, Diamond

Golem, Dust

Golem Quicksilver

GOlem Radium

Golem, Tar

Golem, Wood

Gondor

Goo Tree

Gorlassar (see Garanhir)
Greater Demon (see Demon)
Green Slime Golem (see Golem)

Greenfang (see Spider, Green Fang)

Gremlin, Gnarled

Grind Stone (see War Wheel)
Grinder Beetle (see Beetle)
Grizzly Bear (see Bear)
Grokon

Ground Octopus, Giant

Hades Hound (see Hound, Death)
Hairy Howler

Heavy Trooper

Heffalump

Hell Flower

Hell Giant (see Giant)
Hellhound, Were- (see Were-)
Horned Bellower

Horror, Blue (see under Blue)
Horror, Blue Pool (see under Blue)
Horse of the Einheriar

Hound, Death

Hound, Hades

Hound, Night

Hound, North

Hound, Phase

Hound, Rock

Humbaba

Hydra, Fire Breathing

Ice Demon (see Demon)

Ice Demon Prince (see Ymir)
Ice Drake (see Drake)

Ice Golem (see Golem)

Ice Man

Ice Tiger (see Tiger)

Ice Wolf

Ice Worm

Icegrunt

Icehom

Ich, Brown (see under Brown)

Jamant
Jubal Cain

Jugger

Kill Hound (see Hound, Death)
Kill-Kill

- 52

Killer Bee (see Bee)
52

King Crab (see Crab)
Kittyhawk 53
Kobold 53
Kodiak Bear (see Bear)
Lash Lizard (see Lizard)
Lemming, Giant 54
Lemure 54
Lesser Demon (see Demon)
Libear 55
Lifecloak 55
Lightning Bones (see Shock Bones)
Lion, Silicon 55
Lizard, Giant 56
Lizard, Lash 56
Long-l-iorned Murderer 56
Longlicker 57
Lowan 57
Maggot Mind 58
Man-Scorpion (see Humbaba)
Manta 58
Mantis (see Praying Mantis)
Mekhar 59
Mill Wheel (see War Wheel)
Mind Maggot (see Maggot)
Mind Worm (see Worm)
Minogon 59
Mold, Blood (see under Blood)
Mole Man 59
Morse 60
Mound Wight (see Wight)
Mount 60
Mouthing Slug (see Slug)
Nerve-Flayer 61
Night Hound (see Hound)
Nightfaunt 61
Nightstalker 62
North Hound (see Hound)
Nyarlathotep 62
Octopus, Ground (see under Ground)
Octorilla (see Ape, Snake)
Olog-Hai 63
Orgone Drainer 63
Orgoyle 64
Owl, Golden 64
Panther 65
Pegesone 66
Phanfasm 66
Phase Hound (see Hound)
Phase Wing 66
Phoenix 67
Photoid 67
Plink Plant 67
Polar Bear (see Bear)
Praying Mantis 68

Prince of the Ice Demons (see Ymir)

Psiren
Puppy, Blast (see under Blast)




Quelt
Quicksilver Golem (see Golem)

Radium Golem (see Golem)
Random Horror

Razortol

Red Blogss;eu Blob)
Remora, Giant

Rhoon

Rock Dragon (see Dragon)
Rock Hound (see Hound)

Saber Tooth Tiger (see Tiger)
Sandworld Vampire
Sandworm (see Worm)
Scorpio-Centaur (see Humbaba)
Scorpion, Giant

Scorpion, Whip

Screamer

Screechwhip

Sentient Worm (see Worm)
Serpent Demon (see Demon)
Shade

Shadow, Silver

Beast
Shockbones
Shrew, Giant
Silicon Lion (see Lion)
Silver Cloud (see Cloud)
Silver Ghost (see Ghost)
Siver Shadow (see Shadow)
Silver Wraith (see Wriath)
Skeith Hound (see Hound, North)
Skin
Skorpoon
Slime-Mold, Velvet
Slith
Slug, Mouthing
Snake Ape (see Ape)
Snake, Giant
Snapper, Giant
Snow Vampire (see Vampire)
Sphinx
Spider
Spider Dragon
Spider, Green Fang
Spitting Toad (see Toad)
Squid, Air (see under Air)
Stag Beetle (see Beetle)
Starling
Stingwing
Stone Gargoyle (see Gargoyle)
Stone Gnome
Stormquill
Striding Murderer
Stun Cone
Sun Devil
Swamp Slime
Sylph
Tar Golem (see Golem)
Telk
Te t
Three Horsement of Donn
Three Sons of Argatron
Three Sons of Ormar

69

71

71
71

72

Thundertread 85
%r f Right Wrath gg
o eous Wra
Tiger, Blink Saber Tooth 86
Tiger, Ice 86
Tiger, Saber Tooth 87
Toad, Giant 87
Toad, Spitting 87
Tortoise, Giant 87
Tracker 88
Triffid 88
Trog 88
Troll, Fire 89
Troll, Gekko 89
Tumble Tangle 89

Twelfth Plane Demon (see Demon)
Typo, Carniverous (see Carniverous)

Unalhit 90
Undine 90
Upas Tree 91
Valkyrie 92
Vampire Bear (see Blutschink)
Vampire, Sandworld (see Sandworld)
Vampire, Snow 92
Vance Giant 93
Velvet Slime-Mold (see Slime-Mold)
Voion 93
Voltree 93
Vord 94
Vuun 94
War Wheel 95
Water Sucker 95
Weakling 9%
Weaponeer 96
Weasel, Giant 97
Weem 97
Were-Ea, 98
Were-Hellhound 98
Were-Rot 98
Were, Anti- 99
Where Dit Go 99

Whipscorpion (see Scorpion)
White Worm (see Worm)

Wight, Mound 99
Wi':g-ﬁ Devil 100
Wind Dragon (see Dragon)

Wind Witch 100
Witch Tree 100
Wolf 101
Wolf, Dire 101

Wolf, Ice (see under Ice)
Wood Elemental (see Elemental)

Wood Golem (see Golem)

Worm, Blight 101
Worm, Ice (see under Ice)

Worm, Mind 102
Worm, Sand 102
Worm, Sentient 102
Worm, White 103
Worman 103
Wraith, Silver 103
Wumblum 104
Wyvergon 104

X-Ray Beast 105
Y mir, Prince of Ice Demons 105
Zanth 106

MONSTER LEVEL CHART
HENDERSON MONSTER CREATION
TABLE

CREATORS & NUMBER CREATED

Scott Arquette (1), Tony Ayres (1),
C, Bigglestone & D. Hargrave (1), C.
Bigglestone & S. Perrin (3), C. Biggle-
stone & D, Pierson (1), C. Bigglestone
(22), Randy Boucher (1), Chuck Cady
(24), Sean Cleary (4), Steve Davies (7),
Gilespie/Blacow/et. al. (1), Dave Har-
grave (35), Hilda Hannifen (85. Owen
Hannifen (6), Roger Harvey | ; Steve
Henderson (18:,) Brad Hinkel (3), Rich-
ard Harvey r}, Jerry Jacks %K.
Jones (8), Stewart Levin g)}, lie
Luce (4), Cary Martin (2), Steve Marsh
(15), Scott McCartney (12), Dennis
O'Brien (4), Ken Pick & Glenn Blacow
(1), Steve Perrin (12), Dan Pierson
{53). Jeff Pimper (1), Ken Pick (4),

ayne w (17), Stewart Spada (2),

Mark Swanson .‘.?.

There are 265 entries and 113
cross-references.

INTERPRETING THE MONSTER ENTRIES

The first line of each entry tells what the
monster is and under what encounter table it is
found. This is followed by the name of the per-
mﬂ Wmu‘gmgred the cn;'amn—rgl‘s is the one

0 ac eveloped the specifications, not
necessarily who invented it. Original sources are
credited in the description of the monster.

Ranges of numbers are, where possible, ex-
pressed as die rolls. The notation used is (num-
ber of dice) “D" (type of dice) (+ or —) (adds)
where “number of dice” can be a single number
or a ra ﬂ‘mﬁmben in parentheses. For in-
stance, the Air Squid can have from 6-12 eight-
sided hit dice and, after the dice are rolled, 1 is
added to the total,

Armor class is a single number, a single num-
ber with addirions, or is given as a range of ar-
more classes—see Air Squid, Airfang, and Snake
Ape. Movement speeds are in units depending
on the map and time scale you use. The IQ and
Dexterity ranges are given as die rolls,

“Found in” tells where the monsters is typ-
ically found. Due to limitations on the system
we used, we had to compress some locations,
So ‘cities” includes ruins, “dungeons” and
“mountains"” include caverns. “Rivers” and
“seas” mean “found along" as well as “in,"” so
non-aquatic monsters may be encountered in
these areas.

“Lair” tells what per cent of the time the
monster is found in its lair, how many are
{mmd (as a die range), the probability that it

as (reasure and what type of treasure. The
same information is then given for wandering
monsters. If a monster always wanders, then
there is no entry, and vice versa.

Next follows the monster’s attacks. The
damage done is given as a die roll range and is
the amount done per attack: thus the Afr Squid
has 12 tentacle attacks which do 1D8 each. In
some cases the monster has several attacks. Ex-
actly which ones it uses and how many it uses
per turn is up to the dungeon master. In some
cases there is a further explanation of the at-
tacks in the narrative description,

Finally there follows a description of the
monster: what it looks like, its habits, and any
special vulnerabilities or immunities it may
have. Also included will be any other names it
may be known by and in some cases what book
or film suggested it,

There is an index of all the monsters in the
front of this book, g crossreferences to
aid you in finding the desired beast. Additional
volumes published will include a comprehensive
index of all preceeding volumes.
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AIR sSQUID TYPE: GIANT ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q EXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(6-12)D8+1 7 12 2D6 1DE+6

ALIGNMENT: CHAGTIC, NEUTRAL
FOUND IN: OUTDOORS, WATER, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (15X) 1 100% E
WANDERING 1
ATTACKS:

12 TENTACLES, 1D8 OF CONSTRICTION
1 BEAK, 1D10

DESCRIPTION:

GIANT HELIUM-FILLED SQUIDS WHICH "SWIM" THROUGH

E AIR. "USUALLY SKY-BLUE IN COLOGR WITH GREAT
DULL WHITE EYES. 35 TG 75 FEET LONG. THEIR LAIRS
ARE ON MOUNTAIN PEAKS.

~ A1RFANG TYPE: MISCELLANEOUS
CREATED BY: STEVE HENDERSON
X - s, HIT ARMOR 1Q DEXT.
— NN o DICE CLASS MOVE FLY SWIM RANGE RANGE
ANA ; (8-12)D8 2+4 24 1D4 1D3+15

ALIGNMENT: HUNGRY
FOUND IN: OUTDOORS, WATER, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 3D6

ATTACKS:

1 BITE, 3D4
1 TENTACLE, 3D4

DESCRIPTIGN:
A TINY, METALLIC S

AIR SQUID
CALED CREATURE THAT TRAVELS IN
SMALL FLOCKS. IT TENDS TG SCAVENGE BUT IT WILL
OCCASIONALLY HUNT IF HUNGRY ENOUGH. IT IS MOSTLY
MOUTH, TENTACLE, AND WINGS. IT LATCHES N WITH
ITS MBUTH AND THEN BITES REPEATEDLY.

PAGE 1
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ANT MAN TYPE: ALIEN
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-14)D8 6 2D6+6 3D6
ALIGNHENT NEUTRAL
FOUND DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10%) 200D20 1002 B
WANDERING 4D100 100% B
ATTACKS:
2 "HANDS", 1D1Q
2 STINGS, 1D6 PLUS 4D6 POISON

1 BITE, 2D6 (HIT -2)
DESCRIPTION:

EIGHT FOOT_TALL, FOUR-ARMED INTELLIBENT INSEGT

THE UPPER TWO ARMS END IN STING HE LOWER TWO
IN "HANDS" IT HAS LOBSTER L]KE HANDIBLES AND ITS
BODY IS COVERED WITH CHITON.

IMMUNE TO MENTAL SPELLS. [T CONSIDERS HUMANS_AND
THE LIKE TG BE UNINTELLIGENT FOOD ANIMALS. IT IS
THE DOMINANT LIFE FORM ON [TS HOME PLANET.

FROM "KAVIN’'S WORLD" BY DAVID MASON
XK KX
ANT, GIANT TYPE: GIANT INSECT
CREATED BY: CHUCK CADY
HIT ARMER 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)Dse 2 8 1D4 2D6+6
ALIGNMENT: ANY, HUNGRY
FGUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (80X) 3D20 80% c
WANDERING 2D12
ATTACKS:
! BITE, 1D6 PLUS (# OF HIT DICE)D3 ACID

PAGE

ANT, GIANT

DESCRIPTION:
THE GENERIC DESCRIPTION OF THE GIANT ANTS.
ITS ARMOR CLASS IS 3 PLUS ONE THIRD OF THE NUMBER

OF ITS HIT DICE, FRACTIONS ARE ROUNDED UP GIVING
A RANGE OF 2 TG -6.

ERERK
APE, DESERT TYPE: ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-8)D8+1 4 10 206 2D6+6
ALIGNMENT: CHAGTIC, NEUTRAL
FOUND IN: DUNGEGNS, OPEN, DESERTS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 2D20 75% c
WANDERI NG 2D10 20% c
ATTACKS:
1 cLuB

1D8
1 VISUAL, HYPNESIS

DESCRIPTION:
THREE-EYED APES. THE THIRD EYE 1S HYPNGTIC.
THERE 1

S A 30% CHANCE THAT AN APE WILL LIE WHEN
SPOKEN TO VIA A SPEAK TGO ANIMALS,

EXEEX
APE, SNAKE TYPE: MISCELLANEOUS
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-7)D8+1 6-7 8 6 204 1D6+12
ALIGNMENT: CHAGT
FOUND IN: DUNGEGNS OPEN, WOODS, WATER
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 2010 80X B
2 WANDERI NG 1D12
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APE, SNAKE
ATTACKS:

4 ARMS; 1D10, 2D8, OR 2D10 DEPENDING ON S1ZE

1 BEAK; 1D8 2D8 DEPENDING OGN SIZE

s, 206, OR
1-4 CONSTRIECTIONS, DOUBLE REGULAR DAMAGE
DESCRIPTION:

AN ANTHROPOID-GASTROPOD MUTATION SPAWNED IN THE
VATS OF CHAGOS., ALSO KNOWN AS AN OCTORILLA.

IF A SUCKER-LINED ARM HITS TWICE IN A ROW OR TWO
ARMS HIT IN ONE MELEE TURN, CONSTRICTIGN TAKES
PLACE AND WILL CONTINUE UNTIL THE VICTIM IS DEAD
OR THE SNAKE APE 1S KILLED.

NOTE: MUST CHECK TO SEE WHETHER THE CONSTRICTIGN
CAN GET THROUGH PLATE ARMOR _EACH TURN, OTHERWISE
THERE 1S NO NEED TO MAKE HIT PROBABILITY BEFOGRE

DOING DAMAGE - EVEN VS. MAGIC CHAIN OR LEATHER.

XK KKK

ARCEEL

TYPE: GIANT ANIMAL
CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1oD8 2+6 3 1D4+2 1D4+12
ALIGNMENT: CHAGTIC
FOUND IN: SWAMPS
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 103
ATTACKS:
1 LIGHTNING BOLT, 4D6
DESCRIPTIGON:
REPULSIVE, MAN-SIZED, ELECTRIC EEL. ITS ARMOR
CLASS IS HIGH DUE T8 ITS RUBBERY SKIN. IT MUST
TOUCH 1TS VICTIM TGO DO THE DAMAGE. IT IS IMMUNE
TO LIBGHTNING AND FIRE.

PAGE

ARCHER BUSH

3

TYPE: PLANT

CREATED BY: K. JONES
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
2D8 8 o] o] 12
FOUND IN: OPEN, WOODS
NUMBER PRGBABILITY OF TREASURE AND TYPE
LAIR (100%) 2D20 S0% H COINS, D GEMS & MAGIC

ATTACKS:
50-100 NEEDLES,
DESCRIPTION:

ABOUT TEN FEET HIGH WITH A SLENDER _TRUNK AND MANY
BRANCHES. EACH BUSH HAS S0-100 NEEDLES WHICH CAN
BE FIRED IN BUNCHES OF 30-40 AT A TIME. THEIR HIT
PROBABILITY IS THAT OF A LIGHT BOW FIRED BY AN
EIGHTH LEVEL FIGHTER OF AVERAGE DEXTERITY.

IN ADDITION T& THE ONE POINT OF HIT DAMAGE, EACH
NEEDLE CONTAINS A NEURJTOXIN; THE VICTIM MUST MAKE
HIS SAVE VS. POGISON OR DIE. IF THE SAVE IS MADE
Eglﬁ$é%L TAKES HALF DAMAGE (HALF HIS REMAINING HiT

THE TREASURE 1S 50% PER FIFTEEN BUSHES, THEY WOULD
BE PLANTED AROUND THE TREASURE AS GUARDIANS.

FROM "SYMBIOTICA" BY ERIC FRANK RUSSELL.

1 POINT PLUS POISON (SEE BELOW)
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BAGDA AND FALLOWMAN TYPE: DEMI-GOD
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
20D8 2+8 12 1D6+12 1D6+12

ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 2

ATTACKS:
1 SWORD, 3D8 PLUS 1D6 OFF CONSTITUTION
DESCRIPTION:

TWO HORSEMEN, RIDING HORSES OF THE EINHERIAR, WHO
ALWAYS APPEAR TOGETHER WHEN SUMMONED. THEIR EYES,
HAIR, COWLED CLOAKS, SWORDS, AND HORSES ARE ALL
COLEBRED BLACK. THEY ARE EINHERIAR OF THE HERLA-
THING AND FIGHT AS TWENTIETH LEVEL LORDS WITH
8(00) STRENGTH. THEY ARE IMMUNE TO FEARhACHARHS,

1
HOGLDING, AND CONFUSIGN AND THEY HAVE NATURAL TRUE
SIGHT. WEAPONS MUST BE MAGICAL TG HIT THEM,
THEIR FATHERS ARE TOGLL AND MELIMBOR, RESPECTIVELY.
FROM "MOON OF GOMRATH" BY ALAN GARNER.
L & 24
BANSHEE TYPE: UNDEAD
CREATED BY: STEVE DAVIES
HIT ARMGR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
S5De 0 9 12 3D6 4D6

ALIGNMENT: NEUTRAL
FOGUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) 106 70% 1D10 GEMS, 1D6 JEWELS
WANDERI NG 1D4

ATTACKS:

1 CLAW, 1D8 PLUS PARALYSIS
| SCREAM, FEAR

PAGE 4
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BANSHEE

DESCRIPTION:

A NON-CORPERAL ENTITY WHO LIVES IN DUNGEONS OR
;?gﬁ#KEN PLACES, THOUGH IT IS KNOWN TO WANDER AT

CREATURES HAVING LESS THAN FOUR HIT DICE MUST MAKE
A SAVING THROW AGAINST FEAR (SAVE B 11 ON 1D20)
éEEIEEY FAIL THEIR SAVE THEY RESPGND AS TG A FEAR

THE BANSHEE CAN ONLY BE HURT BY MAGIC WEAPONS AND
SPELLS.

WO KM

BASIC

TYPE: ALIEN

CREATED BY: DAN PIERSON

HIT ARM 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE

108 DB+12 3Ds
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (80R%) sD12 902 TECHNGLGGI CAL
WANDERING D10 25%
ATTACKS:

1-2 WEAPONS, SEE WEAPONEER

DESCRIPTIGN:
PALLID AND PEARLY, DRAGON-LIKE, ALIEN RACE.
USUALLY FOUND TRAVELLING WITH ﬂISCELLANEGUS
MUTATED HUMAN GUARDS AND SLAVES

BASED ON "THE DRAGON MASTERS" BY JACK VANCE.

PAGE

BATARANG

PAGE
MONSTERS

TYPE: ANIMAL
CREATED BY: HILDA HANNIFEN

HIT ARMOR DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

3D8 6 36 +2 306+18

ALIGNMENT: CHABTIC

FOUND IN: DUNGEGNS, MOUNTAINS, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (40%) 106 60% C

WANDERI NG 106
ATTACKS:

1 VOICE, As "FEAR SPELL"
2 CLAWS,

DESCRIPTION:

A BLACK, MONKEY-SIZED, BAT-WINGED CREATURE. ITS
BODY IS'COVERED WITH FUR AND IT HAS HANDS ON THE
ENDS OF ITS WINGS. IN THE AIR ITS ARMOR CLASS 1S
1, BUT ON THE GROUND |ITS ARMOR CLASS |S REDUCED To
6. WHEN IT ATTACKS, lT SPECIFICALLY GOES FOR THE
HEAD OF ITS VICTIM; THE VICTIM DOES NOT HAVE
g??icgo?; gF HELMET, HIS ARMOR CLASS AGAINST THIS

WHEN FOUND IN
THERE WILL BE

; S LAIR, THERE IS A 50% CHANCE THAT
CAPTURED AND TR

-
D3 BABY BATARANGS, WHICH CAN
AINED TJ SERVE.

BATTLER TYPE: GIANT ANIMAL
CREATED BY: STEVE PERRIN
HIT ARMOR 1Q DEXT.

DICE CLASS HGVE FLY SWIM RANGE RANGE
(10-13)D8 2+2 D6 2D6+6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OPEN, WOODS, RIVERS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) 1D4 20% A
WANDERING
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BATTLER
ATTACKS:
2 FEET, 4D6
2 TRUNKS, 1D4 CONSTRICTION
1 HORN, iDi12

DESCRIPTION:

FIFTEEN FEET TALL AT _THE SHGULDER THIS BEAST
RESEMBLES AN ELEPHANT WITH SIX é CAN FIGHT
WITH THE TWO FORWARD ONES. NHEN TRUNK

THERE IS A 501 CHANCE THAT ONE OF THE U!CT!H é
ARMS WILL BE PINNED. THE BATTLER WILL TRY TO IM-
PALE ANYONE IT CATCHES WITH ITS TRUNK OGN THE HOGRN
ON 1TS HEAD. IT IS HIGHLY CARNIVOROUS, THE
TREASURE 1S FROM ITS PAST VICTIMS. UP TO FOUR
OPPONENTS CAN BE ENGAGED AT ONCE.

FROM "ESCAPE ORBIT" BY JAMES WHITE.

XEEK X

BEAR TYPE: ANIMAL
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-9)D8 S 8 “@ 1D8& 2D6+86
ALIGNMENT: ANY, HUNGRY
FOUND IN: gUHﬁéUNS GPEN WOODS, MOUNTAINS, RIVERS,

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10%) 1D4
WANDERI NG 1D4
ATTACKS:

DEPENDS ON TYPE (SEE BELOW)
DESCRIPTION:

ANY LARGE, OMNIVOROUS BEAR, USUALLY WEIGHING IN AT
ABOUT 800 POUNDS. IN A LAIR, THE LARGEST WILL

POINTS) MAY BE TAMED AND USED LIKE GUARD DOGS.

WHEN FOUND HANDERING A SULITARY BEAR WILL B
MALE AND HAS +1 ATTACK IF THERE ARE HGRE THAN

PAGE

BEAR

ONE, THEN THE GROUP WILL EITHER BE A MOTHER BEAR
HITH HER CUBS OR A PROWLING GROUP OF BEARS LOCKING

o0 BEARS ARE NOT SOCIAL ANIMALS AND DO NOT
HGRK HELL TOGETHER.

THE SPECIFICATIONS VARY DEPENDING ON WHAT TYPE THE
THE BEAR IS:

BLACK OR BROWN BEAR:

5D8+5 HIT D CE

ARMOR CLASS

1 BITE 206

2 CLAWS, 1Ds8

1 HUG, bns (1F BSTH CLAWS HIT)
GRIZZLY BEAR:

7D8+7 HIT DICE

ARMOR CLASS 4

1 BITE ane

2 CLAWS 10

1 HUG, 5010 (1F BOTH CLAWS HIT)

POLAR BEA

L2 2 E 3
BEAR, KODIAK
CREATED BY: CHUCK CADY

TYPE: ANIMAL

HIT ARMOR 1 DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-14)D10+8 2 10 2D4 2D6+6
ALIGNMENT ANY HUNGRY
FOUND IN: GEGNS, WOODS, MOUNTAINS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (5%) 1D4
WANDER I NG 1D4
ATTACKS:
1 BITE aoa
2 CLAWS,

1 HUG, 4D10 (IF BOTH CLAWS HIT THE SAME TARGET)

6
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BEAR, KODIAK BEETLE, GIANT STAG TYPE: GIANT INSECT
DESCRIPTION: CREATED BY: CLINT BIGGLESTONE
THE LARGEST OF THE BEARS, THE KODIAK 1S SO FERO- HIT ARMO DEXT.
ClOoUS THAT IT WILL FIGHT AT FULL EFFICIENCY SO DICE CLASS MOVE FLY SWIM RANGE RANGE
LONG AS IT HAS ONE FOURTH OF ITS HIT POINTS LEFT. D8 3 6 2D6+6
THE KODIAK 1S A SOLITARY ANIMAL, IF MORE THAN ONE ALIGNMENT: HUNGR
IS FGUND THEY WILL EITHER BE A MATED PAIR OR A FOUND [N: DUNGEUNS OUTDOORS, RIVERS, SWAMPS
FEMALE WITH CUBS, [IF THE CUBS ARE ATTACKED, THE
FEMALE FIGHTS AT +2. UMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10%) 1D6 302 B
THERE 1S GNLY A S0Z CHANCE THAT THE BEAR WILL HUG WANDERING 1D4
WHEN IT HITS A VICTIM WITH BOTH PAWS,. THE HUG
BEGINS ON THE NEXT MELEE TURN AND THE BEAR WILL ATTACKS:
CONTINUE TO HUG THE VICTIM UNTIL HE DIES, LOSES
CONSCIOUSNESS, OR THE BEAR 1S KILLED. 1 BITE, 3D10
® K KK X DESCRIPTION:
BEE, KILLER TYPE: INSECT A GIANT BEETLE, USUALLY BLUE-BLACK IN COLOR. IT
IS SEVEN TG NINE FEET LONG WITH MANDIBLES MAKING
CREATED BY: K. JONES UP ABOUT TWG THIRDS ©F 1TS LENGTH.
HIT ARMOR QG DEXT. % % K X X
POINTS CLASS MOVE FLY SWIM RANGE RANGE
1 o] 1 48 0 1D6+12 BEETLE, GRINDER TYPE: GIANT INSECT
FOUND IN: DUNGEONS, OPEN, WOODS, SWAMPS, AIR CREATED BY: SCOTT MC CARTNEY
NUMBER PROBABILITY OF TREASURE AND TYPE HIT ARMOR 1Q DEXT.
LAIR (20%) 15D4 60% B DICE CLASS MOVE FLY SWIM RANGE RANGE
WANDERING 10D4 spa 2 6 12 1 1D4+2
ATTACKS: ALIGNMENT: ANY, HUNGRY

FOGUND IN: WOeeD$, DESERTS, AIR
1 STING, 1 POINT, PLUS 5% CHANCE PER STING OF

ANAPHYLACTIC SHOCK (SEE BELOW) NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1012
DESCRIPTION:
ATTACKS:
A SMALL BEE WHICH 1S HIGHLY AGRESSIVE AND HAS A
POWERFUL VENOM. IN CASE OF SHOCK, THE VICTIM MUST 1 MANDIBLE, 4D10
SAVE VS. POISGN AT -2 OR DIE. IT§ ARMOR CLASS
WHILE ON THE GROUND IS NINE. DESCRIPTION:
A LARGE BEETLE ABOUT TWENTY-FIVE FEET LONG AND
TWELVE FEET WIDE. IT WILL NOT ATTACK UNLESS

PROVOKED OR 1T ENCOUNTERS SOMETHING EDIBLE.

PAGE 7
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BEHI NDER TYPE!: MISCELLANEOGUS
CREATED BY: STEVE HENDERSON
HIT ARMO 1 DEXT.
DICE CLASS MUVE FLY SWIM RANGE RANGE
(6-8)D8 2 18
ALIGNHENT. HUNGRY
FEGUND IN: DUNGEGNS, OUTDOOGRS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (5%) 1 1008 A
WANDERI NG 1
ATTACKS:
] BITE, 1D 12 PARALYSIS
2 CLAWS, 1D4 PARALYSIS

DESCRIPTION:

AN INDESCRIBIBLY HIDEGUS CREATURE. IT IS SENSI-
TIVE TO ESP AND TELEPATHY AND WILL NOT ATTACK A
PARTY WHICH IS USING EITHER.

IT ALWAYS ATTACKS THE LAST IN LINE. THE SIGHT OF
THE BEAST PARALYSES OR (IF SAVE VS. SPELLS MADE)
SLOWS FOR ONE FULL TURN. IT WILL TRY TO SPIRIT
AWAY THE LAST IN LINE BEFORE ANYONE NOGTICES. IT
HAS THE POWER T® PLACE THE SUGGESTION "FALL BE-
HIND" IN ITS INTENDED VICTIM’S MIND (SAVE VS.
SPELL). IT "HIDES_IN SHADOWS" AND "MGVES SILENT-
LY" LIKE A MASTER THIEF.

FROM "DESRICK OGN YANDRO" WELLMAN.

BY MANLY WADE
EEE £ 3.1
BLAST PUPPY

CREATED BY: STEVE PERRIN

TYPE:! ANIMAL

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

10D8 2+1 12 1D6 2D6+6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (20%) 1D4 25% c
WANDERING 1

PAGE
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MONSTERS
BLAST PUPPY
ATTACKS:
1 PSlIO IC BLAST
1 PSIONIC EGO WHIP
1 BREAT 1D12 FIRE
3 PAWS, i1D8 PLUS 8D10 LIGHTNING
1 BITE, 4D6
1 SeNI& BLAST, 2D6
ATTACKS:

LOOKS LIKE A SMALL, INNOCUOUS DOG. IT OFTEN WILL
RABIDLY ATTACK FOR NO GOOD REASON. IT HAS 113
PSIONIC STRENGTH POINTS AND WILL ONLY USE ITS
OTHER PSIGNICS

PSIONIC POWERS IN_THE PRESENCE OF
USING THEIR'S. 1T HAS DEFENSES ©F MIND BLANK
(WHIGH TS ALWAYS WORKING) AND TOWER OF IRGN WiLL.
IT IS IMMUNE TO WANDS AND STAVES.
kX KX .
BLOB, RED TYPE: CLEAN-UP CREW
CREATED BY: WAYNE SHAW
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE  RANGE
12D8 4 9 1 1D8+12
ALIGNMENT: HUNGRY
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 1
ATTACKS:

DESCRIPTION:

1 ENFOLDMENT, 4D10

HUGE, RED AMEGBA-LIKE CREATURE FROM OUTER SPACE.
COLD’ IMMOBILIZES IT AS “DAMAGE" ACCUMULATES, BUT
IT REGENERATES THREE PGINTS PER MELEE TURN AS IT
THAWS. OTHER THAN THAT, IT ONLY BE AFFECTED
BY WORDS OF POWER, DISIﬁTEBRATE SWORDS OF COLD,
AND HOLY SWORDS.

THE MOVIE

BASED ON “THE BLOB".
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BLOGD MOLD TYPE: CLEAN-UP CREW BLOOD WORM
CREATED BY: HILDA HANNIFEN NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) D20 100% C WITH 3xSP AND 2ZxCP
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE ATTACKS:
eps 7 8 0 o]
1 SUCTION, 1 ENERGY LEVEL
ALIGNMENT: HUNGRY
FOGUND IN: DUNGEGNS DESCRIPTION:
NUMBER PROBABILITY OF TREASURE AND TYPE NEARLY INVISIBLE, TRANSPARENT WORM FOUND IN WATER.
LAIR (100%) 1 80% SEE BELOW WILL DRAIN 1 LEVEL PER MELEE TURN IF IT CAN ATTACH
ITSELF TO A VICTIM (REGULAR HIT PROBABILITY). !
ATTACKS: THERE IS A 5% CHANCE PER MELEE TURN OF FINDING ITS
LOCATION ON THE VICTIM.
1 TOUCH, 2D8 PLUS SEE BELOW
KKEXX
DESCRIPTION:
BLOODBOUNCER TYPE: MISCELLANEOUS
A RED BLACK SUBSTANCE THAT LOOKS LIKE STICKY BREAD
DOUGH, [T ENTERS THE BODY OF ANYONE TOUCHING IT CREATED BY: WAYNE SHAW
AND DOES 2D8 POINTS OF DAMAGE PER MELEE TURN AFTER
THE TURN IN WHICH IT ENTERS. THE DAMAGE DONE RE- HIT ARMOR 1Q DEXT.
PRESENTS THE PART OF THE VICTIM WHICH IS TURNED DICE CLASS MOVE FLY SWIM RANGE RANGE
INTO BLOOD MOLD (A LA A GREEN SLIME). THOSE FAl- 1D4 7 18 1D& 4D6+86
LING TO MAKE THEIR SAVING THROWS DIE INSTANTLY,
OTHERWISE THEY TRANSFORM. ALIGNMENT: HUNGRY
FOUND IN: OPEN, MOUNTAINS
THE ONLY THINGS WHICH CAN AFFECT THE BLOGD MOLD
ARE "FINGER OF DEATH" AND "DEATH" SPELLS (FOR NUMBER PROBABILITY OF TREASURE AND TYPE
WHICH IT GETS NGO SAVE) AND MAGIC EDGED WEAPONS. LAIR (25%) 2D10 100% B
THE MOLD CAN BE DEHYDRAT IN WHICH CASE IT TURNS WANDERI NG 2D10

ED
INTO A VERY FINE, RED POWDER WHICH IS EASILY DIS-

TURBED _AND _STICKS TG ANYTHING MOIST OR GREASY. ATTACKS:
CONTACT WITH ANY FORM OF MOISTURE (SWEAT, STEAM
ETC.) WILL CAUSE THE POWDER TO BECOME LIVING BLGGD 2 BITES, 1D6
BLOOD MOLD AGAIN. "CURE DISEASE" WILL SLOW THE
PROGRESS OF THE MOLD FOR TEN MINUTES. DESCRIPTION:
THE BLOGD MOLD HAS NG TREASURE OF ITS OWN, BUT IT THIS THING CAN BEST BE DESCRIBED AS AN [INSANE
IS OFTEN USED BY OTHERS T® GUARD THEIR TREASURES. STIRGE, A TRIBBLE, AND A SUPERBALL. IT DRINKS
BLOOD AND WHEN [T HAS DONE EIGHT POINTS OF DAMAGE
KK N IT SPLITS IN TWO,
BLOOD WORM TYPE: ANIMAL EXXKK
CREATED BY: DAVE HARGRAVE BLOODGRASS TYPE: PLANT
HIT ARMOR 1Q DEXT. CREATED BY: DAVE HARGRAVE
DICE CLASS MOVE FLY SWIM RANGE RANGE
(2-5)Dse 7 3 6 1D6 2D6+12 HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
é GNMENT: HUNGRY (1-10)D8+ 6 (o} (o} o

LI
OUND IN: DUNGEONS, WATER, CITIES
PAGE 9
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BLOGDGRASS BLOSSOMS OF PRIMORDIAL LIFE
ALIGNMENT: HUNGRY THEIR NECTAR. THE VICTIM’S CHANCE TG BREAK AWAY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES IS (STRENGTH/10)%. AS THE NECTAR TOUCHES A PART
OF THE BODY, IT PERMANENTLY BECOMES AS A PART OF A
NUMBER PROBABILITY OF TREASURE AND TYPE GREAT APE (NG SAVE). IF IT REACHES THE HEAD, THE
LAIR (100%) 1 1002 A TIMES NUMBER OF DICE MIND CHANGES (INTELLIGENCE 1D4, ETC.). A FULL
WISH WILL REVERSE THE CHANGE.
ATTACKS:
SUGGESTED BY A MAL DWYB STORY BY CLARK ASHTON
! SNARE, ENERGY DRAIN SMITH.
DESCRIPTION: TIiL
LOOKS LIKE THREE TO TWELVE INCH LONG STRANDS OF BLUE HORROR TYPE: VANCE DRAGON
GRASS. FOUND IN PATCHES THREE TG THIRTY FEET IN
DIAMETER. IT TWINES ABOUT THE FEET OF ANYONE CREATED BY: DAN PIERSON
STANDING STILL ON IT (STRENGTH 12 AND BELOW CANNOT
BREAK FREE) AND SUCK VICTIM’S BLG6GD AND ONE ENERGY HIT ARMOR 1Q DEXT.
LEVEL PER MELEE TURN. TREASURE 1S AMONGST ITS DICE CLASS MOVE FLY SWIM RANGE RANGE
ROGTS AND CONSISTS OF THAT BORNE BY WHOEVER HAS 708 0 18 1D6+12 1D6+14
BEEN SUCKED DBWN BEFORE.
ALIGNMENT: NEUTRAL
e FOGUND IN: DUNGEGNS, GUTDSORS, RIVERS, SWAMPS, CITIES
BLOSSOMS OF PRIMORDIAL LIFE TYPE: ENCHANTED PLANT NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 1D100  100% A
CREATED BY: DAN PIERSON WANDER! NG 1D100
HI ARMOR 1Q DEXT. ATTACKS:
DICE CLASS MOVE FLY SWIM RANGE RANGE
10D10 -4 1 1 18 1-2 WEAPONS, BY WEAPON TYPE PLUS 2D8
2 CLAWS, 1D8
ALIGNMENT: CHAOTIC, NEUTRAL 1 BITE, 2D8
FOGUND IN: WOOGDS, SWAMPS
DESCRIPTION:
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 4D5 “POISONOUS" BLUE IN COLGR. USUALLY LAIRS WITH

DESCRIPTION:

ENORMOUS FLOGWERS WITH FLUTED BRONZE STEMS AND
GREAT, LEANING, BEASTLIKE BLOSSOMS WITH CARMINE
THROATS. THEY GROW IN_CLUSTERS WITH AN OPEN SPACE
(GEOMETRIC IN SHAPE) AT THE CENTER. EACH FLOWER
HAS FBUR LONG, THIN, BRONZE TENDRILS AT THE POINT
WHERE THE STEM MEETS THE GROUND. WHEN SOMEGNE
WALKS INTO THE CENTER OF A CLUSTER, THESE TENDRILS
GRAB HIS LEGS, HITTING AS IF THE TARGET WAS ARMOR
CLASS NINE. THE TENDRILS HAVE 12 HIT POINTS EACH
AND CAN ONLY BE HIT BY +3 OR BETTER EDGED WEAPONS.

AFTER GRABBING THEIR VICTIM, THE TENDRILS BEND TO
HIS FEET (IN 1-3 MELEE TURNS) AND MOVE SLOWLY UP
HIS BODY (4-6 MELEE TURNS), COVERING HIM WITH

PAGE 10

OTHER VANCE DRAGONS AND USUALLY HAS A HUMAN MASTER
(WHO HAS THE TREASURE). PREFERS TO USE AXES,

MACES, AND CUTLASSES.

WHEN STRUCK BY A NORMAL WEAPON, THERE IS A 30X
CHANCE THE WEAPON WILL BREAK; 20% FOR +1 WEAPONS,
AND 10% FOR +2 WEAPONS., A WEAPGN WHICH BREAKS
DOES NO DAMAGE.

BASED GN "THE DRAGON MASTERS" BY JACK VANCE.
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BLUE POGOL HORROR TYPE: CLEAN-UP CREW BLUTSCHINK
CREATED BY: CLINT BIGGLESTONE
DESCRIPTION:
HIT ARMOR 1Q DEXT.

DICE CLASS HOVE FLY SWIM RANGE RANGE ALSO KNOWN AS A VAMPIRE BEAR. LOOKS EXACTLY LIKE
(7-8)D8 7 o 18 A BEAR. NOCTURNAL AND USUALLY FOUND NEAR WATER.
ALIGNMENT: HUNGRY FREM THE FOLKLORE OF GERMANY .

FOUND IN: DUNGEONS, OUTDOORS, SWAMPS, CITIES
LT
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (S5%) 1 100% c BROWN ICH TYPE: CLEAN-UP CREW
WANDERI NG 1
CREATED BY: DENNIS G’'BRIEN
ATTACKS:
HIT ARMOR IQ DEXT.
! PSEUDOPOD, 1D5+4 ACID DICE CLASS MOVE FLY SWIM RANGE RANGE
7D8 Ll o ¢} e ]
DESCRIPTION:
ALIGNMENT: NONE
GENETIC EXPERIMENT GONE WRONG. A BIG BLUE PUDDLE FOUND IN: DUNGEONS
WHICH LOOKS LIKE A CALM POOGL, IT HAS NO VISIBLE
ORGANS, IT SENSES BY BODY_HEAT. ANYONE KILLED BY NUMBER PRCBABILITY OF TREASURE AND TYPE
A BLUE POOL HORROR_FLOWS TO IT AND BECOMES PART LAIR (100%) 1 30% c :
OF 1T, ADDING TO ITS DICE.
ATTACKS:
IT 18 IMMUNE TG EVERYTHING SAVE COLD AND FIRE
(FROM WHICH IT ONLY TAKES HALF DAMAGE). [T CAN 1 TOUCH, 2D6
SHOOT ITS PSEUDGPGD UP TO FIFTEEN FEET. ITS ACID
EATS EVERYTHING BUT STOGNE. DESCRIPTION:
X K K M LEGOKS LIKE A BROWN BLOB WHICH LIES _ACROSS DUNGEON
CORRIDORS. ITS_TOUCH DISSOLVES METAL BUT NOT WOOD
BLUTSCHINK TYPE: ANIMAL OR STONE. |IF STABBED, IT WILL CRAWL UP THE WEAPON
AND ATTACK THE ONE HOLDING I1T. IT IS VULNERABLE
CREATED BY: KEN PICK O BOTH FIRE AND COLD (+1 FOR EACH DIE OF DAMAGE) .

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

aDs 5 =] 6 D& 208
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, WOODS, RIVERS, SWAMPS

NUMBER PROGBABILITY OF TREASURE AND TYPE
LAIR (20%) 1D10 20% B
WANDERING 1D10
ATTACKS:
2 CLAWS, 103; IF BOTH HIT, HUGS FOR AN EXTRA 2D8&
1 Bl 208 BLOOD DRAIN PER MELEE TURN;

TE, 2D4 PLUS
. 40% CHANCE ON BITE ONLY, 70% CHANCE
IF ONE CLAW HITS AND IT BITES, 100%
IF HUG AND BITE
PAGE
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CARNIVEROUS TYPO TYPE: ANIMAL
CREATED BY: MARK SWANSON
HIT ARMOR IQ DEXT .
DICE CLASS MOVE FLY SWIM RANGE RANGE
3D6 5 12 30 3D4 2D6+6
AL IGNMENT:

12

ANY
FOUND IN: DUNGEOGNS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER FPROBABILITY OF TREASURE AND TYPE

LAIR (50X) 1D2
WANDERI NG 1D2
ATTACKS:

1 BITE, 1D4 CONTINUOUS
DESCRIPTION:

THE FAVORITE PET OF MAGIC HATING MEN_AND MONSTERS,
THE TYPO 1S TWO FEET ACROSS WITH WHITE AND BLACK
SWIRLS IN ITS FUR. IT DOES NOT FLY T LEAPS. IT
HAS LONG LIMBS WITH WHICH IT CAN PIN THE ARMS OF
ANY HUMAN WITH STRENGTH 10 OR LESS. |IT ALSO HAS A
LONG BLOOD SUCKING TONGUE.

ITS BASIC ARMBR CLASS 1S 5, BUT AGAINST MAGIC
WEAPENS, MISSLES, ©R SPELLS I1TS ARMGR CLASS IS
ZERG. ITS SAVING THROW AGAINST SPELLS IS THAT OF
A TENTH LEVEL FIGHTING MAN AND IF IT MAKES I1TS
SAVE THE SPELL 1S REFLECTED BACK ON THE CASTER (NO
SAVE). WHEN IT BITES, ITS JAWS LOCK (DBING 1D4);
THEN ©ON EVERY SUBSEQUENT MELEE TURN ITS TONGUE
DGES 1D4 DAMAGE BY DRAINING BLGEGD. IF THE VICTIM
GF A BITE IS A MAGIC USER, HE MUST MAKE A SAVE VS.
"DEATH" S8R HE WILL LGSE GNE LIFE LEVEL DUE T8 THE
BLEED DRAIN.

WHEN IN BATTLE IT
THEN CLERICS. IT
HIGHEST LEVEL.

ANY MAGIC USER WHO THROWS A SPELL IN THE PRESENCE
OF THE TYPO HAS A (SPELL LEVEL)/(MU LEVEL +3)
CHANCE OF SCRAMBLING THE SPELL. THE SPELL WILL
NOT WORK BUT HE LOSES THE APPROPRIATE NUMBER OF
SPELL POINTS (8OR THE USE OF THE SPELL DEPENDING OGN
WHAT MAGIC SYSTEM 1S USED).

LL ATTACK MAGIC USERS FIRST

WI
USUALLY ATTACKS THE ONE WITH fHE

12
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CAT, CARRION TYPE: ANIMAL
CREATED BY: STEVE PERRIN
HIT ARMOR iQ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1D4 0 18 1D6+4 18
ALIGNMENT: HUNGRY
FOUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (B0%) 1D20 50% c
WANDERING 1D&
ATTACKS:
2 CLAWS, 1D3 PLUS DI EASE
1 BITE, 1D4 PLUS DISEASE

DESCRIPTION:

SDRUFFY LUOK[NG ALLEY CAT WHICH HATES WATER AND
LUVES GA ITS HIGH ARMOR CLASS |IS DUE TO ITS
EXTREME AGILITY SO SUBTRACT 1 FROM WHAT 1S NEEDED
TO HIT IT FOR EVERY DEXTERITY POINT ITS OPPONENT
HAS OVER TWELVE.

tE S & 8

CENTIPEDE, COPPER
CREATED BY: DAN PIERSON

TYPE: ENCHANTED MONSTER

HIT ARMBR DEXT.
DICE cLASS Hova FLY SWIM RANGE RANGE
1108 1D6+6 1D6+7
ALIGNMENT: CHAOTIC
FGUND IN: DUNGEONS, BUTDEORS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 104 1008 D
WANDERING 103
ATTACKS:
2 PINCERS, 5D3 PLUS 2D6 POISON
1 BITE, 3010
| STING, 1D6 PLUS 5D6 PGISEN
DESCRIPTION:
A TWENTY FOOT LONG CENTIPEDE, COPPER WITH GEMS OF
BRIGHTNESS FOR EYES. IT HAS TWO PINCERS IN FRONT
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CENTIPEDE, COPPER

AND A STING IN ITS TAIL. IT IS USUALLY FOUND
UNDER THE GROUND. [T FEARS FIRE AND/OR STONE
MONSTERS.

® KKK X
CENTIPEDE, GIANT
CREATED BY: CHUCK CADY

TYPE: GIANT ARTHROFOD

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)D8 2 8 1D4 2D6+6
ALIGNMENT: HUNGRY
FOGUND IN: DUNGEGBNS, BUTDOGRS, RIVERS, SWAMPS

NUMBER PROBABILITY ©F TREASURE AND TYPE
WANDERI NG 1D4
ATTACKS:
1-14 ATTACKS, 1D6
DESCRIPTION:

THE GENERIC DESCRIPTION OF THE GIANT CENTIPEDES.

THE NUMBER OF ATTACKS THE CENTIPEDE HAS 1S ONE
HALF OF THE NUMBER OF ITS HIT DICE. 1TS BASIC
ARMOR CLASS IS 3 TO WHICH 1S ADDED GNE THIRD OF
ITS HIT DICE FRACTIONS ROUNDED UP
S6 THE ACTUAL RANGE IS 2 TH -

KK KK
CHAMELEON, GIANT
CREATED BY: STEVE DAVIES

HIT ARMOR 1Q DEXT.
CLASS MOVE FLY SWIM RANGE RANGE
& 6 104 4D6

TYPE: GIANT ANIMAL

CE

4D8
ALIGNMENT: HUNGRY
FOUND IN: DUNGEOGONS, WOODS

NUMBER PREBABILITY OF TREASURE AND TYPE
LAIR (25%) 1D8 S0% 1
WANDERI NG 1D4

13
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CHAMELEGN, GIANT CHONCHGN
ATTACKS: HEARING CAN TRY TG HIT IT BY SOUND AT -3. A MAGE
HAS A 5% CHANCE PER LEVEL OF CAUSING THE CHOGNCHON
1 BITE, 1D8 T0 FnLL BY SPREADING HIS CL®SAK ©N THE GROUND AND
2 CLAWS, 1D3 COMMANDING IT TGO FALL.
DESCRIPTION: A FALLEN CHONCHON 1S HELPLESS UNTIL ANOTHER ONE
TOUCHES 1T, AT WHICH TIME IT REVIVES AND ATTACKS
A GIANT CHAMELEON, ABOGUT SIXTEEN FEET LGNG, IT THE ONE WH& MADE IT FALL
HAS SUCKERED FEET WHICH ALLOW IT TO CRAWL ALONG
CEILINGS AS WELL AS FLOORS. 1TS EYES CAN MOVE FROM THE FOLKLORE OF CHILE,
INDEPENDENTLY, SO IT IS VERY HARD TG SURPRISE
(1 CHANCE IN &). XX KK
IT ATTACKS BY SHOGTING FORTH 1TS TONGUE UP T@ CLeUD, SILVER TYPE: ENERGY BEING
TWENTY FEET (THE TONGUE IS VERY STICKY) AND PUL-
LING ITS VICTIM’S IN TO BE BITTEN AND CLAWED. CREATED BY: JERRY JACKS
THE CHAMELE®GN IS ABLE TG CHANGE ITS COLGBR TO FIT HIT ARMOR 1Q DEXT.
ITS SURROUNDINGS sa THEY ARE VERY HARD TO® SEE DICE CLASS MOVE FLY SWIM RANGE RANGE
(TREAT AS INVISIBLE). |IT USUALLY ATTACHES ITSELF 6D8 9 15 0 1D8+12
TO A TREE OR THE CEILING AND THEN GRABS UNWARY
VICTIMS WITH ITS TONGUE AS THEY PASS BELOW. ALIGNMENT: NEUTRAL
FOUND IN: OUTDOGRS, WATER, AIR
Lt 3 3 33
NUMBER PROBABILITY OF TREASURE AND TYPE
CHONCHON TYPE: ENCHANTED MONSTER WANDERING 1D4
CREATED BY: KEN PICK ATTACKS:
HIT ARMOR IQ DEXT. 1D4 BUFFETS, 2D8+6 (SEE BELOW)
DICE CLASS MOVE FLY SWIM RANGE RANGE
4D8 24 1D6+12  2D6+6 DESCRIPTIGN:
ALIGNMENT: CHAOGTIC, EVIL A CLOUD-LIKE CREATURE WHICH ATTACKS FRGM THE SKY.
FEGUND IN: ANYWHERE ACTUALLY IT IS NGT HOSTILE, IT LIKE TO "PLAY" WITH
PARTIES. ITS ATTACK CONSISTS OF STRONG WIND WITH
NUMBER PRUBABILITY OF TREASURE AND TYPE HAIL; IT CAN ATTACK 1D4 TIMES PER TURN AND IT HITS
(5%) 1D3 100% 1D6 ITEMS, N@& WEAPOGNS AS A'THIRTIETH LEVEL LORD. |IT ESPECIALLY LIKES TO
HANDER]NG 1D3 ATTACK THIEVES.
ATTACKS! WHEN IT LOSES ALL OF ITS HIT POINTS THE CLOGUD WILL
B8O AWAY AND LEAVE BEHIND 1D4 ®UNCES ©F MATERIAL
] SPELLCAST WHICH HAS THE SAME PROPERTIES AS "DUST 6F DISAP-
| BITE (AS A LAST RESORT), 2D8 PERANCE" .
DESCRIPTION: ALL PHYSICAL ATTACKS DO ONLY HALF DAMAGE AND ONLY
AIR-TYPE MAGIC (CLERICAL OR MAGE) CAN AFFECT IT.
USES ANY OF THE ATTACK SPELLS AVAILABLE T8 AN LIGHTNING AND OTHER ENERGY TYPE SPELLS RESTORE ALL
ELEVENTH LEVEL WIZARD WITH THE SAME SAVING THRcws OF |ITS DAMAGE.

REQUIRED. THE CHONCHON 1S THE FAMILIAR OF BRUJO
(A CHILEAN WITCH) AND IS VISIBLE ONLY TO HAG]C
USERS AS A HUGE HUMAN HEAD WITH WING-EARS. ITS
CRY IS "TUE"; ELVES OR ANYONE WITH EQUIVALENT

PAGE 14




PAGE
ALL THE WORLDS® MONSTERS

COACHMAN OF DEATH TYPE: UNDEAD COACHMAN OF DEATH’'S HORSE
CREATED BY: ROGER HARVEY DESCRIPTION:
HIT ARMOR 1Q DEXT. ALWAYS FOUND DRAWING THE COACH_C. THE COACHMAN OF
DICE CLASS MOGVE FLY SWIM RANGE RANGE DEATH. A JET BLACK PEGASUS WITH GLOWING RED EYES
10D8+1 2+2 24 o] 1D12+10 10D2 AND FLARING NOSTRILS THAT BREATHE A PARALYZING GAS
UP TO SIX INCHES.
ALIGNMENT: CHAOTIC-EVIL
FOUND IN: OUTDOORS, CITIES EXEKX
NUMBER PREBABILITY OF TREASURE AND TYPE CORRABUS TYPE: ANIMAL
WANDERING 1 100% SEE BELOW
CREATED BY: SCOTT ARQUETTE
ATTACKS:
HIT ARMOR 1Q DEXT.
1 TOUCH, 1D& PLUS SAVE VS. MAGIC OR TURN TG ZOMBIE DICE CLASS MOVE FLY SWIM RANGE RANGE
1 GLARE, SAVE VS. FEAR 7D8e 3 9 30 3086 2D6+6
DESCRIPTION: ALIGNMENT: NEUTRAL

FOUND IN: DUNGEGNS, OPEN, WOODS, MOUNTAINS, CITIES,
AN UNDEAD HUMAN WEARING A BLACK, MONK-LIKE ROBE. AIR
HIS FACE AND HANDS ARE LUMINOUS AND HIS EYES GLOW
A H DRAWN BY SIX

RED. HE APPEARS DRIVING A COAC NUMBER PROBABILITY OF TREASURE AND TYPE
HORSES. HIS TASK IS TO TAKE AWAY ONE MEMBER OF LAIR (10%) 2D4 75% G
EEEBTARTY IN THE COACH AFTER TURNING HIM INTO A WANDERING 1D4
' ATTACKS:
HIS TREASURE 1S THE ROBE OF FEAR THAT HE WEARS.
THE WEARER GAINS A FEAR SPELL IN HIS BGAZE AND 1 BITE, 1D8 PLUS 10D6 PGISON
TURNS CHABTIC-EVIL IN ALIGNMENT. 2 CLAWS, 1D6
HEEEAEEoT FLY, BUT HE CAN HOVER GVER HIS VICTIM IF DESCRIPTION:
- HAS THE HEAD OF A COBRA, THE BODY OF A HORSE, THE
T LOWER LEGS OF AN EAGLE, AND THE WINGS OF A DRAGON.
ITS BBDY IS COVERED WITH SCALES. IT IS QUITE IN-
COACHMAN OF DEATH'S HORSE TYPE: UNDEAD TELLIGENT, AND, DUE T& 1TS GREAT MUTABILITY, CAPA-
BLE OF CROSSBREEDING WITH HUMANS, PRODUCING WERE-
CREATED BY: ROGER HARVEY CORRABI .

HIT ARMOR 10 DEXT. THE BFFSPRING 6F THE WERECOSRRABI, ®R HUMAN OR
DICE CLASS MOVE FLY SWIM RANGE RANGE CORRAB! MATING WITH WERES, ARE EMPATHIC CORRABI -
5D8+1 2 12 24 1D6+6 1D6+6 FRIENDS OF ANY ALIGNMENT,

ALIGNMENT:! CHAOTIC-EVIL ITS BITE IS EXTREMELY POISONOUS. |IF A SAVE IS NOT
FOUND IN: OUTDOGRS, CITIES, AIR MADE AND THE VICTIM HAS HITPGINTS REMAINING, HE
MUST MAKE A SAVE -2 VS. PARALYSIS 6R BE PARALYSED.
NUMBER PROGBABILITY OF TREASURE AND TYPE
WANDER1NG 6
ATTACKS:
2 HOGVES,

D10
1 BREATH, 1D4 PLUS PARALYZE
PAGE 18



CRAB, GIANT ALASKAN KING

ALL THE WORLDS’ MONSTERS

TYPE: GIANT ARTHROPOD
CREATED BY: DENNIS O°‘BRIEN

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE

4D8 2 9 1 306
ALIGNMENT: HUNGRY
FOUND IN: SEAS

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERING 2D8
ATTACKS!

2 PINCERS, 2D6
DESCRIPTION:

A VERY LARGE CRAB, WITH LEGS EXTENDING ABOUT
TWENTY FEET ACROSS., ANY VICTIM GRABBED BY ONE
OF 1TS PINCERS WILL BE CRUSHED AND THEN EATEN,

o K

CRAWLER

TYPE: GIANT ARTHROPOD

CREATED BY: STEVE MARSH

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE

4D8 e < 1D4 1D6
ALIGNMENT: NEUTRAL
FOUND IN: SEAS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (60%) 208 100% ROLL FOR TYPE
WANDERING 1D&
ATTACKS:
1 BITE, 1D8
2 LEGS, 1D4 PLUS KNOCKS VICTIM DOWN (20%)

DESCRIPTION:

RESEMBLES A MILLIPEDE WITH ON
THE FRONT TWO ARE USED FOR FI
ARE THREE TO FOUR FEET LONG.

ITS HIDE CAN BE MADE INTO GOOD ARMOR
#EE&EL;REkSURE LIES HIDDEN WITHIN IT

E HUNDRED LEGS (ONLY
GHTING). THE LEGS

. THE CRAMW-
S VERY NARROW

PAGE
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CROCOTTA TYPE: ANIMAL

CREATED BY: STEVE DAVIES

HIT ARMOR IQ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1208 -8 24 106 4D6+6
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEGNS, OPEN, WOODS, MOUNTAINS

NUMBER PRGEBABILITY OF TREASURE AND TYPE

LAIR (40%) 108 803 A
WANDERING 1D4
ATTACKS:

1 BITE, 4D10 PLUS 12D6 POISON
2 CLAWS, 1D8

DESCRIPTION:

THE CROCOTTA APPEARS AS A LARGE LICN., IT HAS A
VENOMOUS MOUTH WITH STRONG JAWS; IT CAN SNAP IN
TWO ANY NON-MAGICAL WEAPGN IT IS ABLE TG CATCH IN
1TS JAWS, MAGICAL WEAPONS GET A SAVING THRGW. IT
CAN ALSO TEAR ARMOR APART IN THREE BITES AND
SHIELDS IN TWO. MAGICAL ITEMS GET A SAVING THROW,
SAVE MEANS THAT THE BITE ONLY DOES HALF DAMAGE,

SO0 EVEN MAGICAL +3 ARMOR LASTS THROUGH ONLY AT
MOST SIX BITES.

THE CROCGTTA’S STOMACH CONTAINS AN ALMOST UNIVER-
SAL SOLVENT, THE LINING OF THE STOMACH BEING ONE
OF THE FEW THINGS THAT 1T DOESN'T AFFECT.

CRUMBLER

16

TYPE: CLEAN-UP CREW
CREATED BY: DAVE HARGRAVE
HIT ARMGOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-3)D8 2 6 103 2D6+6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 1
ATTACKS:
1 SONIC; 2D6+1 FOR_A RADIUS OF THIRTY FEET, OR
S5D6 IN A DIRECTIONAL BEAM
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CRUMBLER
DESCRIPTION:

LOOKS LIKE A PILE OF SAND AND MCVES BY "FLOWING",

THEY ARE SCAVENGERS AND LOVE FLESH WHICH HAS BEEN
TURNED TO ROCK. MEDUSAES OFTEN KEEP THEM FOR
JANITORIAL SERVICE. IMMUNE TO FIRE, COLD, PARAL-
¥SIS OR EMOTIONAL/MENTAL SPELLS.
XK K K X
CRYSTALLOID TYPE: ALIEN
CREATED BY: DAVE HARGRAVE
HIT ARMCR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(10-18)D8 2+2 S 308 2D6+6
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) 1D4 100X F
WANDERING 1D4 20% F
ATTACKS:
1 BLOW, 3D6
DESCRIPTION:

CRYSTALLINE HUMANOID. _INVULNERABLE TO FIRE, COLD
STONING, AND REVERSE STONING. LIGHTNING WILL RE-
FLECT OFF HIS FACETS IN A RANDGM DIRECTION. HE
?%LL ALWAYS TELL THE ABSOLUTE TRUTH, AS HE SEES

CULVERIN TYPE: ANIMAL
CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
4De N 6 106 3D6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 1D6 75% B
WANDERING 1D86

PAGE
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MONSTERS
CULVERIN
ATTACKS:
} 8T oTaee 10s

cY

17

DESCRIPTION:

AN ANIMATED STOVEPIPE. THERE 1S A 25% CHANCE THAT
THE STONE _SPIT BY THE ANIMAL WILL HIT THE HEAD OF
ITS TARGET AND KNOGCK HIM UNCONSCIOUS,

FROM "DESRICK ON YANDRO" BY MANLY WADE WELLMAN.
xEx
CLOPS TYPE: TRUE GIANT
CREATED BY: WAYNE SHAW
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1208 3 12 3D6 2D4+8
ALIGNMENT: LAWFUL, CHAGTIC
FOUND IN: OPEN, MﬁUNTAlNS, SEAS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (35%) 1D6 100% G + 5000 GP EACH
WANDERING 1D6 40% B + S000 GP EACH
ATTACKS:
1 CLUB (OR FI1ST), 5D12

DESCRIPTION:

THIS 1S A TALL, STRONG, ONE-EYED GIANT. HE HITS
AT -2 BECAUSE OF HIS LACK OF DEPTH PERCEPTIGN AND
HE 1S VERY SUSEPTIBLE TO HAVING HIS EYE PUT OUT.
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DAUGHTER OF KALI TYPE: HUMANOID
CREATED BY: MARK SWANSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
eD8a 2 9 2D6+1 1D6+9

ALIGNMENT: CHAGTIC
FOUND IN: DUNGEONS, OUTDOORS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1D6 100% D/ 2

ATTACKS:
2 SWORDS, 1D86

ﬁ DESCRIPTIGN:

APPEARS AS A BEAUTIFUL, RED-SKINNED HUMAN WOMAN

WITH FOUR ARMS. SHE HAS 1D6+11 STRENGTH AND A

2D6+3 CONSTITUTION. THERE IS A 30% CHANCE THAT
SHE WILL HAVE MAGICAL ARMOR (GVER AND ABOVE HER

NATURAL ARMOR CLASS OF 2) AND A 403 CHANCE THAT
SHE WILL CARRY A MAGICAL WEAPON

THE BEST DESCRIPTION OF HER ALIGNMENT IS "PRO-
BLOOD". SHE CAN OFTEN BE APPEASED BY A GIFT OF
FRESHLY SPILLED BLOOD |F PRESENTED POLITELY. IF
APPEASED OR_OVERAWED BY A FIGHTER, SHE WILL ACCOM-
PANY HIM UNTIL SHE IS_SURE OF HIS BRAVERY. ONCE
SHE 1S SURE SHE WILL TAKE HIM AS A LOVER UNTIL SHE
GETS PREGNANT. SHE WILL THEN DESERT HIM TO BEAR
THE CHILD IN PRIVATE, THE CHILD WILL ALWAYS BE
ANOTHER DAUGHTER OF KALI,

THE DAUGHTER OF KALI 1S NEVER FOUND NEAR RUNNING
WATER AND SHE CAN ONLY CROSS SUCH AT NIGHT.

EXRKN
DAUGHTER OF KALI, ELDER TYPE: HUMANOID
CREATED BY: MARK SWANSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(8-10)D8 2 12 2D6+4 1D6+12

ICE DEMON

ALIGNMENT: CHAGTIC
FOUND IN: DUNGEONS, OUTDOORS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1 100% D
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DAUGHTER OF KALI, ELDER
ATTACKS:
2 SWORDS, 1D8
Z DAGGERS, 1D4

DESCRIFTION:

MORE POWERFUL DAUGHTER OF KALI (WHICH
GENERAL DESCRIPTIGN). THE ELDER_DAUGHTER
OFTEN FIGHTS WITH TWO-HANDED
THERE 1S AN 80X CHANCE THAT
WEAPGN AND A SO0% CHANCE FOR
SHE SPENDS ANY COINS IN HER

A LARGER
SEE FOR
HAS SIX ARMS AND VERY
SWORDS OR USES BOWS.
SHE WILL HAVE A MAGIC
MAGIC ARMOR. USUALLY
TREASURE FOR GEMS AND JEWELS

IF SHE MAKES HER SAVE AGAINST "CHARM", "HOLD",
ETC. THE SPELL IS TURNED BACK UPEN IT$ CASTER'

SHE ALWAYS BEARS TWIN_ CHILDREN, BOTH ELDER DAUGH-

TERS OF KAL WHEN STILL NURSIN SHE WILL FIGHT
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DEATH ANGEL

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10%) 1D4 501% SEE BELGW
WANDER I NG 1D2 50% SEE BELOW
ATTACKS:

2-4 LIGHTNING BOLTS, (# OF HIT DICE)YD8 DAMAGE

DESCRIPTION:

A SUB-AQUATIC CREATURE RESEMBLING A LARGE BLACK
JELLYFISH. IT ATTACKS USING ELECTRICITY, THE
NUMBER AND AMOUNT OF ATTACKS DEPEND ON THE SIZE
AND NUMBER GF HIT DICE UF THE CREATURE. THE
TREASURE 1S DE OF IT THE FORM _OF LARGE
PEARL-LIKE STUNES FOUND IN THE DIGESTIVE AREA.
THESE VARY IN SIZE AND NUMBER:

NUMBER OF STONES 1S 4x(# OF ATTACKS)

100*(# OF HIT DICE) GP VALUE FOR EACH STONE

ANY INTRUDERS TG THE DEATH AND DG DOUBLE DAMAGE. ONLY FOUND UNDER WATER, NEVER NEAR THE SURFACE.

THERE 1S A 50% CHANCE THAT SHE WILL BE ACCOMPANIED FREM "WICKER WONDERLAND" BY KIETH LAUMER.

BY 1D6 (JUNIOR) DAUGHTERS OF KALI, B

=x

IF PRESSED OR ON THE VERGE OF DEATH, THE ELDER

DAUGHTER CAN LOOSE A PLAGUE OF "QUICK SMALLPOX" . DEATHWING TYPE: ANIMAL

THIS KILLS IN 1D6 MELEE ROUNDS AND VICTIMS MUST

SAVE VS. CURING SPELLS AND EQUIPMENT. PERSUNS CREATED BY: STEVE HENDERSON

WITHIN TEN FEET OF THE ELDER DAUGHTER VICTIM

OF THE POX, OR THE BODY OF A VICTIM Léss THAN THU HIT ARMOR 1Q DEXT.

WEEKS OLD WILL CATCH THE DISEASE UNLESS THEY DICE CLASS MOVE FLY SWIM RANGE RANGE

4 BELGW THEIR CONSTITUTIGN GR LESS ON 1D20. lF (5-7)D8 3 6 18 1D4 1D6+12

THEY CATCH THE POX, ANOTHER ROLL MUST BE MADE TO

SEE IF THEY SURVIVE IT. ANYONE HHG HAS SURVIVED ALIGNMENT: HUNGRY

THE POX WILL BECOME IMMUNE TO IT THE REST OF FOUND IN: DUNGEGNS, MOUNTAINS

HIS LIFE. THOSE WHO DO CATCH IT BUT D& NOT DIE

WILL BE HELPLESS, MAGICLESS, AND INFECTIOUS FOR NUMBER PREBABILITY OF TREASURE AND TYPE

TWO WEEKS (AS AFTER A "RAISE DEAD") ALL DAUGH- LAIR (35%) 1D4 40% B

TERS OF KAL! DIE HHEN EXPOSED TO THE POX. WANDERING 104 108 B

;KK K X ATTACKS:
DEATH ANGEL TYPE: ANIMAL 1 STING, 1D12 PLUS 8D& POISON
1 BITE, 4D6 PLUS 8D10 POISON
CREATED BY: K. JONES
DESCRIPTION:
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE A MAN-SIZED CROCODILE HITH HINGS FANGS, AND A
(5-10)D8 7-5 24 0 1D6+12 STINGER TAIL. IT IS CAPABLE tAMEOFLAUGING 1T-
SELF TO LOOK LIKE A RUCK TREE STUMP BUMP OR

ALIGNMENT: CHAOTIC, NEUTRAL WALL, ETC. IT USES CLAIRVOYANCE WHEN GPERATING IN
FOUND IN: RIVERS, Seas THE DARK AND IT CAN DIMENSIGN WALK AS THE PSIGNIC
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DEMON, CLASS | ICE TYPE: DEMON
CREATED BY: C. BIGGLESTONE & S. PERRIN

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
SD10 4+2 12 18 1D6+12

ALIGNMENT: CHAOTIC, EVIL, CHAGTIC-EVIL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (S0X) 1D3 75% REFEREE OPTION
WANDERI1 NG 1 S0% REFEREE OPTION
ATTACKS!
1 TOUCH, 3D6
1 SPELL
DESCRIPTION!

APPEARS AS AN ICE WHITE, HUMAN MAGE IN ROBES_ OF
ARMOR CLASS 4. IT IS A NECROMANCER AND HAS THE
FOLLOWING SPELLS:

FIRST LEVEL;
COLD SLEEP, READ MAGIC, READ LANGUAGES, ICE
MISSLE.

SECOND LEVEL;

ICE WEB, PHANTASMAL FORCES, ESP, KNOCK.

THIRD LEVEL;
COLDSPHERE, COLD CONE, ICE LANCE.

FOURTH LEVEL;
DIMENSION DOOR, WALL OF ICE, ICE STORM,

FIFTH LEVEL;
TELEKINES1S, GATE OTHER ICE DEMONS (50% I,
30% 11, 19%, 111, 1% YMIR).

IT IS 60% MAGIC RESISTANT AND CAN ONLY BE HIT BY
MAGIC WEAPONS.

NOTE: DAMAGE DONE BY [TS TOUCH CAN BE USED BY THE
DEMON TO REGENERATE ITSELF BACK UP TO ITS
MAXIMUM HITPOINT VALUE (50).

THERE 1S A S0% CHANCE PER ITEM THAT IT WILL HAVE A
RING ON EITHER HAND AND, A DAGGER OF COLD, OR
A MISCELLANEGUS MAGIC ITEM.  THESE ITEMS WILL ONLY
BE ONES USEABLE BY THE DEMON.
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DEMON, CLASS | ICE

THE GLARE OFF ITS PERSON IS LIKE THAT OF AN ICE
Eéigg AND IS THE CAUSE OF THE +2 TO ITS ARMOR

DEMON, CLASS Il ICE

TYPE: DEMON
CREATED BY: C. BIGGLESTONE & S. PERRIN

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
8D10 2+2 12 1D4+14 1D4+14

ALIGNMENT: CHAGTIC, EVIL, CHAGTIC-EVIL
FOUND IN: DUNGEGNS, GUTDSORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (S0R%) 1D2
WANDERING
ATTACKS:
1 SWORD, 3D8 PLUS &D& COLD

3
1 FLAIL, 3D8 PLUS 6D6 COLD
1 TOUCH, 2D8 PLUS &D6& COLD

DESCRIPTION:

APPEARS AS A TEN FOOT TALL, WHITE, HUMANGID WAR-
RIOR. ALL SEEING IT MUST MAKE A SAVE VS. A ROD OF
LORDLY MIGHT. IT CAN TELEPORT, ESP AND GATE IN
OTHER ICE DEMONS (50% CHANCE OF SUCCESS; 40% CLASS
1, 40% CLASS 11, 15% CLASS I1l, 5% YMIR).

IT FIGHTS WITH A SWORD IN_ONE HAND AND A FLAIL IN

c
MUST SAVE VS. POISON OR LOSE BNE POINT OF
ITY FOR ONE HOUR., IF HE LOSES ALL HIS DEXTERITY,
HE MUST MAKE A CONSTITUTION RGLL OR DIE WHEN
THAWED OUT.

THE GLARE FROM THE DEMON’S BODY GIVES THE +2 TO
ITS ARMOR CLASS. ANY COLD DAMAGE IT DOES WITH
1TS WEAPONS OR TOUCH CAN BE USED BY THE DEMON TO
REGENERATE [ITSELF BACK UP TO EIGHTY POINTS.

ALL MAGIC HITTING IS IS AUTOMATICALLY TURNED LIKE
QPEEEEL TURNING, THIS INCLUDES WAND AND DEVICE
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DEMON, CLASS 111 ICE TYPE: DEMON

CREATED BY: C. BIGGLESTONE & S. PERRIN

HIT ARMER 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

12D10 2+6 18 18 18
ALIGNMENT: CHAGTIC, EVIL, CHAOTIC-EVIL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (70%) 1
WANDERING 1
ATTACKS:

1 STAFF, 8D86+3 COLD
1 MIST, DEXTERITY LOSS

DESCRIPTION:

ROUGHLY MANLIKE (BUT TEN FEET TALL) CLOUD GF ICY
THE EFFECT OF THE MIST IS FELT WITHIN FIVE
THE DEMON; IF SAVE VS. PGISON NOGT MADE,
LOSE THREE POINTS OF DEXTERITY PER MELEE ROUND.
IF SAVE 1S5 MADE, THEN LOSE ONLY ONE POINT.

THE DEMON IS IMMUNE TGO NORMAL WEAPGONS AND MAGIC
A NINTH LEVEL PATRIARCH HAS A 5%
LING IT, WITH A 52 INCREASE PER THOS
OVER NIﬁE UP TG A MAXIMUM OF S50%. MAGIC WEAPONS
DO ON HALF DAMAGE EXCEPT FOR FIRE WEAPONS WHICH
ARE HALF PLUS THREE POINTS. FIRE MAGIC DGES OGNE
EXTRA POINT DAMAGE PER DIE. NORMAL FIRE IS EXTIN-
GUISHED BY THE MIST CLOUD.

THE DEMON HAS FOUR EVIL CLERICAL SPELLS FROM EACH
CLERICAL SPELL TABLE, WHICH IT CAN USE THE NUMBER
OF TIMES EQUAL T® THE REVERSE OF THE LEVEL (1.E.
KILL FULLY ONCE, CAUSE LIGHT WOUNDS SEVEN TIMES
ETC.) A DAY. IT A HAS A +3 STAFF OF STRIKING.
THE GLARE FROM ITS |cv BODY GIVES IT THE +6 TO ITS
ARMOR CLASS, [T CAN TRAVEL WITH WIND-WALK, AN ICY
GUST THAT ACTS LIKE THE WOUND MADE BY A CLASS 11
ICE DEMON TO THOSE TOUCHED. ANY DAMAGE IT DOES
CAN BE USED BY THE DEMON TO REGENERATE ITSELF BACK
UP TO A MAXIMUM OF 120 HIT POINTS.

IT HAS A 75% CHANCE OF GATING IN GTHER ICE DEMONS
#ﬁ?ﬁ)GLASS I, 35% CLASS |1, 25% CLASS 111, AND 15%
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DEMON, GREATER TYPE: DEMON
CREATED BY: WAYNE SHAW
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

30D8 -6 20 1D10+12 1D6+12
AL IGNMENT: CHAOTIC

FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 1 100% H x 2
WANDERING 1
ATTACKS:
1 TOUCH, 12D6
DESCRIPTION:

EEERN

GENERALLY APPEARS AS A VERY UNIMPRESSIVE HUMAN AND
USUALLY FOUND IN RUINS SUCH IT CAN TELEPGRT
AND GATE AT WILL. IT CAN ALTER THE TEMPERATURE
ONE DEGREE UPWARD OR DOWNWARD PER MELEE TURN IN-
CREASING IN A GEOMETICAL PROGRESSION (2 16,

ETC.). CUHPLETELY IMMUNE TGO TEMPERATURE A
WEAPGNS. IT CAN SUMMGN RANDGM CHAGTIC HUNSTERS AT
UTEL it HAS THE POWERS BE R 35mh LEVEL MAGIC
USER. SPELLS HAVE A 5% CHANCE OF AFFECTING IT AT
TWELFTH LEVEL, VARYING UP FROM THERE. i; E%EEEER-

ATES FIVE POINTS PER MELEE ROUND, EVEN
BY ACID. REGENERATION CAN BE PREVENTED BY A
CLERICAL OR PALADINIC DISPEL EVIL, THE PER CENT
OF SUCCESS IS BASED ON THE RATIO 6F THE DISPEL-
LER’S LEVEL TO THE DEMON’S

DEMON, LESSER TYPE: DEMON

CREATED BY: WAYNE SHAW

HIT ARMOR DEXT.

DICE CLASS HGVE FLY SWIM RANGE RANGE

20D8 o D6+12 2D6+6
ALIGNMENT: CHAGTIC
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (20%) 1D2 100% H
WANDERI NG 1D2
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DEMON, LESSER DEMON, SERPENT KING (LEVEL VI) TYPE: DEMON

ATTACKS: CREATED BY! STEVE MARSH

| TOUCH, 6D6 HIT ARMOR 1Q DEXT.

1 +5 UNAOLY SWORD, 4D10 DICE CLASS MOVE FLY SWIM RANGE RANGE

6D12 ] 24 2D6+6 1D6+12
DESCRIPTION:
ALIGNMENT: CHAGQTIC

BENERALLY APPEARS AS AN EIGHT FOOT TALL, MUSCULAR FOUND IN: DUNGEONS

HUMANOID WITH GLOWING RED EYES IT CAN TELEPORT

AND GATE AT WILL. IT IS COMPLETELY IMMUNE TO HEAT NUMBER PROBABILITY OF TREASURE AND TYPE

AND COLD. IT HAS THE SPELL USE OF A FIFTEENTH WANDERI NG 1 S0% REFEREE OPTION

LEVEL MAGE, AND A "“CGNVINCE" SPELL THAT WORKS

SGMEWHAT LIKE A SUGGESTION--UNLESS A SAVE IS MADE, ATTACKS:

THE VICTIM WILL BELIEVE ANYTHING THE DEMON SAYS.

IT REGENERATES FOUR POINTS PER MELEE TURN, EVEN 1 BITE, 3D10

COMING BACK FROM DEATH BY ACID. HOWEVER IF ITS 3 TALON STRIKES, S5D8

BODY IS BATHED IN HOLY WATER, IT HILL STAY DEAD. 1 BREATH (SEE BELOW)

MAGIC HAS A 5% CHANCE AT LEVEL 1
DESCRIPTION:

LOOKS LIKE A LARGE RED DRAGON WITH GOLDEN TALGNS

EE R 2

DEMON, SERPENT (LESSER) TYPE: DEMON AND WINGS IT THREE DIFFERENT BREATH ATTACKS,
BUT CAN ONLY USE ﬂNE AT A TIME THEY ARE:
CREATED BY: STEVE MARSH 1. 16" BY 3’ FOOGT CONE OF FEAR, 5" LONG
2. 6" DIAMETER MISMA OF DISEASE, UP TO 4" AWAY
HIT ARMOR DEXT. 3. 16 MEELEE TURNS OF PANIC, UP TG 3" AWAY
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-8)D8 9 24 De 2D6+6 IT CAN GATE IN DEMONS OF UP TO FIFTH LEVEL.
ALIGNMENT: CHAOTIC CAN BE SUBDUED AND WILL FAITHFULLY SERVE WHO-
FOUND IN: DUNGEGNS EVER SUCCESSFULLY DOES.
NUMBER PROBABILITY OF TREASURE AND TYPE XK KKK
WANDERI NG 1 50% REFEREE OPTIGON
DEMON, TWELFTH PLANE TYPE: DEMON
ATTACKS:
CREATED BY: STEVE PERRIN
1 BITE 10
1= ﬁIKES (SEE BELOW) HIT ARMOR 1Q DEXT.
DICE CLASS MUVE FLY SWIM RANGE RANGE
DESCRIPTION: (S-8)D8 2 2D4+10 1D6+12
LOOKS LIKE A LARGE RED DRAGON WITH GOLDEN TALONS ALIGNMENT: NEUTRAL
AND WING. THE TALGONS STRIKE LIKE FIVE SHURDS A FOUND IN: DUNGEGNS GPEN, WOODS, MOUNTAINS, RIVERS,
1-2 HIT DIE DEMON SERPENT GETS ONE STRIKE 3-4 CITIE
HIT DIE BETS TWO STRIKES, AND A $5-6 HIT DlE GETS
THREE STRIKES. 1T CAN BE SUBDUED AND WILL SERVE NUMBER PROBABILITY OF TREASURE AND TYPE
ITS SUBDUER FAITHFULLY. LAIR _(10%) 1D2 100%
WANDERING 1 20% WEAPON
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DEMON, TWELFTH PLANE DORGHIME TYPE: DEMSN, MINOR

ATTACKS: CREATED BY: OWEN HANNIFEN

2 CLAWS, 1D10 HIT ARMOR 1Q DEXT.

1 BITE, 1D12 DICE CLASS MOVE FLY SWIM RANGE RANGE

| WEAPSN, BY WEAPGN TYPE PLUS 1D10 (2-15)D1 24 306 3Ds
DESCRIPTION: ALIGNMENT: CHAOTIC-EVIL

FOUND IN: RIVERS, SEAS, AIR

A TALL, REPTILIAN, HUMANIOGD WITH TENDRILS GROWING

BUT OF THE MUSTACHE POSITION IT CAN BE SUMMONED NUMBER PROBABILITY OF TREASURE AND TYPE

(AFTER A LONG [SEVERAL DAYS1 BUT SAFE "CONTACT LAIR (SOX) SD6 10% MAGIC WE

HIGHER PLANE" SPELL) BY EXCHANGE OF °~ 100 GP WANDERING iD10 40% MAGIC HEAPONS

WEIGHT 6F IRON (ABOUT 500 GP WORTH) ruR_ITS SER-

VICE FOR ONE YEAR. THE CONTRACT IS IN THE NATURE ATTACKS:

OF A SERVANT, NOT A SLAVE., THE DEMON IS ABSOLUTE-

LY LOGICAL. IT WILL ARGUE AND PROTEST UNREASON- 2 BLOWS, 1D8 PER LEVEL (HIT POINT)

ABLE ORDERS AND CAN GO HOME |F THE ORDERS E 1 BALL &F FIRE, 1D6 PER LEVEL (NOT MAGICAL)

AR
TRUELY GUTRAGESUS. IT WILL FOLLOW REASONABLE COM-
MANDS T8 THE LETTER AND 1S NOT BEYOND RATIONALIZ-
ING_THEM TU THE MOST FORTUNATE INTERPRETATION FUR
I TSELF. NOT ABSOLUTELY TRUTHFUL IF LOGI
DICTATES A LIE IS A BETTER IDEA

A REGULAR WEAPON WILL BREAK IN ITS HANDS UPON USE,
BUT A MASSIVE CLUB OR WEAPON OF +3 POTENCY
B . IF A SHIELD IE US D

PRESENCE OF ENEMIES. VULNERABLE TO ANY ATTACK.

IT 1S COLD-BLOGDED AND REPTILIAN SO IT GOES TORPID
IN TEMPERATURES BELOW FIFTY DEGREES FAHRENHEIT_ AND
Wi FREEZE |IF THE TEMPERATURE GETS BELOW THIRTY-
TWO DEGREES. IT HAS -1 SAVE VS. ALL COLD AND COLD
ATTACKS AND ALSG TAKES +1 DAMAGE FROM THEM. IT
WILL EAT ANYTHING BUT ANGTHER OF ITS KIND, THOUGH
I FOOD FADS IF CAREFULLY REASONED.

ILLOGICALITY OF

T 1S GIVEN TO
IT 1S OFTEN FASCINATED WITH THE
HUMANS .

FROM "THE FALLIBLE FIEND" BY L. SPRAGUE DE CAMP.

PAGE

DESCRIPTION:

ONE UF THE_“PETTY" DEVILS, IT RESEMBLES A JELL
FISH WITH TWO LARGE SUCKER-TIPPED ARMS
SQUID’S; A RING OF EYES ALL ARGUND THE sc

A TUBULAR MOGUTH. OFTEN USED TO® GUARD THE ThEA
AND DWELLINGS OF DEMONS AND DEVILS,

IT ATTACKS BY: A TENTACLE BLOW OR BLOW FRGM A
WEAPGN, OR SPITS A BALL OF NON-MAGICAL FIRE.

BALL ®F FIRE HAS ONLY A 10% CHANCE OF HITTING
FIRST TIME IT IS SPIT, THERE AFTER IT HAS THE
REGULAR HIT PROBABILITIES.

Y-
SURE

HELD
THE
THE

WHEN KILLED THE DUROHIHE EXPLODES INTGC A BALL OF

NON-MAGICAL FIRE -25 FEET IN RADIUS (DEPENDI
ON _ITS SIZE). ﬁE BALL DOES 1D6 PER LEVEL OF
FIRE DAMAGE.
FRGM “"RAIDEEN", A TELEVISION CARTOON SERIES.
EEE R
DRAGON, CHROME TYPE: DRAGON
CREATED BY: HILDA HANNIFEN
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(10-12)D8 o 12 24 8 1De+12 2D6+6
ALIGNMENT: CHAOTIC, NEUTRAL
FOUND IN: DUNGEONS, MOUNTAINS, CITIES
23
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DRAGON, CHROME

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (85%) 1D4 95% J OR BETTER + TECHNO.
WANDERING 1D4 30% TECHNGLGGI CAL
ATTACKS:
1 BITE, 6D8
2 FORELIMBS, 4D8 PLUS 1D8 PER CLAW

3 BREATHS, "FLESH TG STONE" OR
(SEE BELOW)

"CLOUDKILL 111"

DESCRIPTION:

A VERY SHINY DRAGON WITH A HIGHLY POLISHED BODY.
LEGOKING AT IT IN THE PRESENCE OF ANY BRIGHT LIGHT
SOURCE (1.E., CLERICAL _LIGHT, DAYLIGHT, ETC.)
BLINDS THE VIEWERS. THOSE NOT BLINDED STILL FIGHT
AT -3 (AS THE LIGHT DIMS THEY WILL SLOWLY REGAIN
REGAIN USUAL ATTACK ABILITY).

ITS NORMAL BREATH IS "SMOG" WHICH CAUSES IRRITA-
TION TG THE EYES, NOSE AND THROAT OF THOSE WHO IN-

HALE IT; IT ALSO CAUSES SLEEPINESS.
IT CAN INSTANTANEQUSLY TURN ITSELF INTO ANY MECH-
ANIZED ITEM (ROBOT, TANK, AIRPLANE, ETC.) WITH THE

i N
APPROPRIATE nTTACKé. 1T CAN SN[TCH FORM FROM ONE
MACHINE TO ANGTHER AS [T DESIRES WITHOUT PASSING
THROUGH ITS DRAGEN FORM. A "STEPHANSONLOCK" OR A
"JOEBLBCK" (HIGH LEVEL SPELLS INCREASING THE FRIC-
TIGN BETWEEN METAL PARTS, CAUSING THEM TG BECOME
IMMOBILE) FORCES THE DRAéUN TO RESUME ITS NORMAL
DRAGON SHAPE, BUT THESE SPELLS DO NOT DO THE DRAG-
ON ANY DAMAGE.

THERE 1S A 90% CHANCE THAT THE DRAGON CAN TALK; A
15% CHANCE THAT IT WILL BE ASLEEP; AND AN B85%
CHANCE THAT 1T WILL KNOW SPELLS OF UP TO SIXTH

LEVEL. ITS FAVORITE SPELLS ARE "STONE-FLESH"
"PASS-WALL", "WALL OF FIRE", "SLOW" "INVISIBIL-
TY", "VENTRILIQUISM", AND “CHARM PERSON", VERY

I
OFTEN IT WILL KEEP CHARMED HUMANS ARGUND AS WINDOW
DRESSING FOR 1TS MECHANICAL FORMS.

THERE 1S ONLY A GNE THIRD CHANCE ©F IT BEING
NEUTRAL, OTHERWISE IT WILL BE CHAGTIC,

PAGE

PAGE
MONSTERS
DRAGGN, CRYSTAL TYPE: DRAGON
CREATED BY: STEWART SPADA
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
gp8+1 -4 -] 24 18 3D4 3D4
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (35X) 204 S0% H = 2
WANDERING 1D4
ATTACKS:
2 CLAWS, 1D4
1 BITE D&
1 LASAR BEAM D6 (ONCE A DAY)
1 BREATH, 106 FIRE (SEE BELEW)

DESCRIPTION:

AN AVERAGED SI1ZED DRAGON, SHINY RED IN COLOR, IT
IS_IMMUNE TO FIRE, COLD, AND ALL FORMS OF PSIONIC
ATTACKS. IT HAS A 25% CHANCE OF BEING _ABLE TG
TALK, A 15% CHANCE THAT IT WILL BE ASLEEP WHEN
FOUND, AND A 25% CHANCE THAT IT IS MAGIC RESIS-
TANT. IF IT CAN TALK, IT CAN USE ONE SPELL PER
HIT DIE PER DAY PLUS |T HAS A HOLD MONSTER SPELL.

ITS BREATH IS A TYPE OF FIRE THAT BURNS F$5E224

TURNS, DOING 1D8 DAMAGE PER MELEE TURN. RE IS
SU}O’ CHANCE PER MELEE TURN OF PUTTING THE FIRE

ITS LAIR MAY BE UNDERWATER.
R KK X
DRAGON, ROCK
CREATED BY: DAVE HARGRAVE

TYPE: DRAGON

HIT ARMOR IQ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(9-12)D8+1 1 8 3D6 2D6+6
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEGNS, MOUNTAINS, DESERTS
NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (60%) 104 100% H
WANDERING 1D4 20% H

24
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DRAGON, ROCK DRAKE, ICE TYPE: DRAGONKIND
ATTACKS: CREATED BY: STEVE MARSH

1 BREATH, (9-12)D8 DEPENDING ON SIZE, LAVA HIT ARMOR 1Q DEXT.

2 CLAWS, 1D8 DICE CLASS MOVE FLY SWIM RANGE RANGE

6Da 2 -] 24 3D6 2D6+6

DESCRIPTION:
ALIGNMENT: NEUTRAL

WINGLESS DRAGON BASED ON SILICON. THREE TIMES A FOUND IN: DUNGEONS, MOUNTAINS
DAY IT CAN SPIT A FIVE FOOT WIDE LINE OF LAVA UP
TO SIXTY FEET. THERE IS A S0X CHANCE THAT IT CAN NUMBER PROBABILITY OF TREASURE AND TYPE
SPEAK AND A 50X CHANCE THAT IT WILL BE ASLEEP WHEN LAIR (S0%) 1D4+1 S50% F
ENCOUNTERED. THERE IS A 25% CHANCE THAT IT CAN WANDERI NG ib2
USE MABIC UP TO FOURTH LEVEL, FOBUR SPELLS FROM
EACH LEVEL. IN ALL 6THER WAYS IT IS LIKE THE REST ATTACKS:
OF THE DRAGCNS.
2 CLAWS, 1D4
HHE RN 1 TAIL
1 BREATH, eDs& coLD
DRAGON, WIND TYPE: DRAGON 1 PRESEN&E, FREEZE ALL WITHIN THREE FEET
CREATED BY: CLINT BIGGLESTONE DESCRIPTION:
HIT ARMOR 1Q DEXT. LOOKS LIKE A SMALL, WHITE DRAGON. USUALLY FOUND
DICE CLASS MOVE FLY SWIM RANGE RANGE IN A FAMILY GROUP 6F TWO ADULTS AND 1-3 CHILDREN.,
(10-13)D8 2+2 12 30 1D6+12 1D6+14 ;HEDSEELDREN HAVE REDUCED ABILITIES AND CAN BE
ALIGNMENT: LAWFUL
FOUND IN: MOUNTAINS, AIR THERE IS A SO0% CHANCE IT WILL BE ASLEEP WHEN EN-
COUNTERED. IT HAS THE SAME SPELLS AND BREATH
NUMBER PROBABILITY OF TREASURE AND TYPE CAPABILITY AS A WHITE DRAGON.
LAIR (35%) 1D3 100% H
WANDERING 1 = 4 H THERE IS A SPECIAL PASSWORD KNOWN TGO VERY FEW
WHICH WILL ALLOW A PARTY TO PASS UNHARMED PRGVID-
ATTACKS: ING THEY DO NOT ATTACK FIRST.
1 BREATH, "MASS CHARM" CLOUD (30 BY 50 FEET)
1 BREATH, DISINTEGRATE CLOUD (5 BY 60 FEET)
2 CLAWS, 1D12
1 BITE, 4D12

DESCRIPTIGN:

A LARGE DRAGON WHOSE COLOR SHIFTS FROM DARK GREY
TO SKY BLUE, SEEMINGLY AT RANDGM, EACH BREATH AT-
TACK CAN BE USED THREE TIMES A DAY. THERE IS AN
85% CHANCE THAT IT TALKS, 10X CHANCE THAT IT WILL
BE ASLEEP, AND A 75% CHANCE THAT IT CAN USE MAGIC
(TWO SPELLS EACH, FIRST THRU SIXTH LEVEL). 1IT
ALSO CAN_USE "CONTROL WEATHER" ONCE A DAY WHETHER
OR NOT IT CAN USE MAGIC.
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EARTH MOLE TYPE: DEMON, MINOR

CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT,
DICE CLASS MOVE FLY SWIM RANGE RANGE
(8-12)D8 4+3 3 106 1D3+9

ALIGNMENT: CHAGTIC
FOUND IN: DUNGEONS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (90%) 2086 30X c

WANDERI NG 1D3

ATTACKS:

2 PINCHERS, 1D12 PLUS ONE ENERGY LEVEL
! GAZE, PARALYSIS IN A CONE (THREE TIMES A DAY)

DESCRIPTION:

A MINOR SORT OF EARTH DEMON. 1T LOOKS LIKE AN
ALBING MOLE WITH PINCHERS AND A SINGLE BIG EYE.

KK XX
EBON DOOM TYPE: DEMON
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(10-17)D10 =1 10 0 2D6+6

26

ALIGNMENT: CHAOTIC-EVIL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1

ATTACKS:
1 ATTACK, VARIES (SEE BELOW)
DESCRIPTION:

A DEAMON OF THE GUTER DARKNESS, IT RESEMBLES A
FLAT BLACK, MINDLESS ENERGY FIELD.

FOGR ITS ATTACKS, ROLL A FOUR SIDED DIE:
1 - 2D8 PLUS BLINDNESS FBR 7 DAYS
2 - 2D8 PLUS INSANITY FOR 14 DAYS
3 - 1 ENERGY LEVEL PLUS CGMA FOR 21 DAYS
4 - DEATH, SAVE AND LOGSE 80% OF HIT POINTS
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EBON DOOM ELEMENTAL, DEATH
IF THE FIRST THREE ARE SAVED THE EFFECT LASTS ATTACKS!:

THAT MANY TURNS INSTEAD ©F DAYS

LR S & 8.

ELEMENTAL, COLD TYPE: ELEMENTAL
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT,
DICE CLASS MOVE FLY SWIM RANGE RANGE
(8-16)D8 2 12 24 1D6+14 1D6+14

ALIGNMENT: ANY
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 1

ATTACKS:

| ATTACK, 2D8 PLUS 1D8 VS. NON-COLD DWELLING OR
USING CREATURES

DESCRIPTION:

IMMUNE TO WEAPONS BELOW +2, 1T _WILL PUT OUT ALL
FIRES BELOW GREATER ELEMENTAL STRENGTH. LESSER
FLAME ELEMENTALS WILL DISAPPEAR IN PANIC AT THE
SIGHT OF THE COLD ELEMENTAL UNLESS PREVENTED BY
MIGHTY (NINTH LEVEL) SORCERY. IT WILL CANCEL OUT
A GREATER FIRE ELEMENTAL: BOTH WILL DISAPPEAR TO
FIGHT IT OUT ON THEIR OWN PLANE, DOING 3D8 POINTS
OF DAMAGE EACH (FIRE AND COLD) To ALL IN A TEN
FOOT RADIUS (NO SAVE). THE COLD ELEMENTAL CAN
CROSS WATER.

LR & 2.4

ELEMENTAL, DEATH TYPE: ELEMENTAL
CREATED BY: MARK SWANSGN

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

(6-12)D8 2 9 2D8 2D6+6

ALIGNMENT: CHAGTIC-EVIL
FOUND IN: DUNGEONS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1 1002 A

WANDERING 1
PAGE 27

3 BITES, 2D6-2D12 DEPENDING ON SI1Z
PLUS POISON AND DEATH

DESCRIPTION:

A FORM OF ELEHENTAL WHICH OPERATES THROUGH A HOST
CREATURE. THE HOST CREATURE WILL RESEMBLE A
NORMAL MEMBER UF ITS TYPE BUT WILL HAVE THREE
SNAKE-LIKE HEADS. THE ELEMENT!L INCREASES THE

HIT POINTS AND ARMOR CLASS OF ITS HOST. THE BASIC
ARMOR CLASS 1S 3 MINUS 1 FUR EACH HIT DIE
ELEMENTAL HAS. THERE IS A TWO THIRDS CHANCE THAT
AN ELEMENTAL IN ITS LAIR WILL HAVE HIGH LEVEL
UNDEAD OF SOGME KIND AS ASSISTANTS, SUCH UNDEAD
CANNOT BE TURNED WHILE THE ELEMENTAL IS PRESENT.

WHEN A VICTIM IS FIRST BITTEN BY THE ELEHENTAL HE
MUST MAKE A SAVING THROW AGAINST "DEATH" THEN ON
THIS AND 6N EVERY OTHER BITE A THROW AGAIN POISUN

THE _ELEMENTAL HAS THE SAHE SAVING THROWS AS A

(HIT DICE)+4 LEVEL FIGHTING MAN., IF THE SPELL WAS
ONE WHICH ATTACKS ITS NATURE OR MIND ("POLYMORPH",
“CHARM", ETC.) AND THE ELEMENTAL MAKES HIS SAVE
THEN THE CASTER MUST MAKE A SAVE AGAINST A "DEATH
SPELL" OR DIE,

IT WILL VERY GFTEN HAVE LAWFUL WEAPONS OR MAGIC
ITEMS IN ITS TREASURE. IT LIKES T8 COLLECT THEM
AND IF THEY HAVE ANY iNTELLIGENCE THEY MAY GO MAD.

WHEN ITS PHYSICAL FORM IS KILLED, THE DEATH ELE-
HENTAL WILL SEEK A NEW HOST. AT THIS TIME A "DIS-
EVIL" CAN PERMANENTLY DESTROY IT. IT GETS

THE SAME SAVING THROW AS ABOVE LESS 1 FOR EACH
LEVEL THE CLERIC 1S ABOVE EIGHTH. _IF IT HAKES 1TS
SAVE, THE CLERIC MUST SAVE VS. DEATH OR DI

PERSONS TOUCHING THE REMAINS OF A DEAD DEATH ELE-
MENTAL ARE PRONE TO BEING TAKEN OVER AS ITS NEW
HBST. THEY MUST MAKE A SAVE VS, DEATH TO AVOID
BECOMING ITS NEW HOGST (CLERICS, GOOD LAWFULS,
RELICS, NON-HUMANS, ETC. GET SAVING BONUSES).

ONCE A DAY, IN EXTREME EMERGENCY, THE ELEMENTAL
CAN TELEPORT ITSELF AND ITS HOST ©UT ©F DANGER
;gé$ IS USUALLY GNLY DONE T® GET AWAY WITH A NEW

27




ALL THE WORLDS®' MONSTERS

ELEMENTAL, WOOD TYPE: ELEMENTAL EVIL SHARK
CREATED BY: CHUCK CADY FOUND AT A DEPTH OF ABOUT EIGHTY FEET, IN THIN
SEAWEED; WHERE THE VISIBILITY IS UNDER TWENTY
HIT ARMOR I DEXT. FEET.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(8-16)DB 2 12 206 2D6+6 EXENE
ALIGNHENT' ANY EZWAL TYPE: ALIEN
FOUND DUNGEONS, OUTDSORS, RIVERS, SWAMPS, CITIES
CREATED BY: C. BIGGLESTONE & D. PIERSON
NUMBER PROBABILITY OF TREASURE AND TYPE :
WANDER I NG 1 HIT ARMOR 1Q DEXT.
DICE CLASS nova FLY SWIM RANGE RANGE
ATTACKS: (10-12)D10 4 10 1D8+10 1D6+23
| TOGUCH, 3D6 ALIGNMENT' CHAGTIC
UND IN: DUNGEONS UPEN MOUNTAINS, DESERTS, RIVERS,
DESCRIPTION: SWAMPS, CIT
THE uaan ELEHENTAL cAN GNLY BE CONJURED FROH WwooD- NUMBER PRUBABILITY aF TREASURE AND TYPE
THE SAME POWER TO ANIMATE AS LAIR (15%) 1D8 15% GEMS AND JEWELS
N ENT. HEAPONS MUST BE +2 ©®R BETTER T8 HIT THE WANDERI NG 1D4 20: B
WeeD ELEMENTAL. IT IS IMMUNE T® FEAR, RESISTANT
T6 COLD; E DOES HALF AGAIN DAMAGE, AND LIGHT- ATTACKS:

NING Dcés DUUBLE DAMAGE .

M K

EVIL SHARK
CREATED BY: STEVE MARSH
HIT ARMOR 1Q
DICE CLASS MOVE FLY SHIM RANGE
3Dse 7 1D6+6
ALIGNHENT EVIL
FOUND SEAS
NUMBER
WANDERI NG 4D3 1
ATTACKS:
2 BITES, 1D3+1 (AS KNIVES)

1 SPELL, EVIL CLERICAL
DESCRIPTIGN:

TYPE: UNDEAD

DEXT.
RANGE
2D6+6

PRGBABILITY OF TREASURE AND TYPE
CLERICAL MAGIC ITEM

THE SHARK SHAPED GHOST OF A LOW LEVEL, EVIL

CLERI
LEVEL

1-3 SPELLS OF FIRST A

ND SECGND

PAGE 28

4 CLAWS, S5D6
1 BITE, 2D10

DESCRIPTION:

TELEPATHIC, 1500-2000 POUND, FURRY BLUE CARNIVGORES
WITH SIX LEGS AND EFFECTIVE CLAWS AND TEETH.
USUALLY FGUND IN THE WILDERNESS AND OCCASIGNALLY
UNDERGROUND. VERY FAST WITH FROST GIANT STRENGTH.
DOES NOT LIKE MACHINERY, DOES LIKE OTHER EZWALS.

BASED ON "WAR WITH THE RULL" BY A. E. VAN VGGT,
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FALCON, FIRE TYPE: ANIMAL
CREATED BY: RICHARD HARVEY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-5)D8 6 48 1D8 3D8+1

ALIGNMENT: NEUTRAL
FOUND IN: OUTDOORS, WATER, CITIES, AIR
NUMBER ng%ABIkITY OF TREASURE AND TYPE

LAIR (SX) 1D2
WANDERING 1D2

ATTACKS:

1 BEAK, 1D4
2 CLAWS, 1D4 PLUS 1D4 FIRE

DESCRIPTION:

A GIANT FALCON WITH BURNING CLAWS. 1T CANNOT BE
TAMED AS A MOUNT BUT IT CAN BE USED AS A HUNTING
BIRD. IT IS VERY FIERCE WHEN PROTECTING ITS

YOUNG. IT AVOIDS LARGE PARTIES, BUT WILL ATTACK
SMALL ONES. IT IS IMMUNE TG FIRE AND LIGHTNING.

KK
FEAR STALKER TYPE: TRUE GIANT
CREATED BY: SCOTT MC CARTNEY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
12D8 2+2 10 1iD12+12 306
ALIGNMENT: LAWFUL-EVIL
FOUND IN: DESERTS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (5X) 2D3 25% G
WANDERI NG
ATTACKS:
2 CLAWS, 1D8
1 BITE

206
1 PSIONIC, “FEAR"

DESCRIPTION:

A HUGE, TWENTY-FIVE FOOT TALL, BIPEDAL REPTILE
WITH A LARGE THREE-EYED HEAD. IT IS MORE INTELLI~-
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FEAR STALKER
gggg THAN MANKIND AND HUMANS ARE 1TS FAVORITE

THE STALKER ONLY ATTACKS AT NIGHT. ITS "FEAR"
UNEASINESS AND EVENTUALLY
THE VICTIM WILL FLEE BLINDLY. I AN ALSO CAUSE
THE SHADOWS TGO MOVE AHD ASSUME FEARFUL S

THIS POWER CAN BE USED BY THE STALKER TU DISGGISE
ITS LOCATION., WHEN THE VICTIM FLEE THERE S

90% CHANCE THAT THE SHADOWS WILL CAUSE HIM TO FLEE
RIGHT INTO THE "ARMS" OF THE STALKER

THE STALKER [S SOX MAGIC RESISTANT.

XK XX

FIEND TYPE: VANCE DRAGON
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RRNGE RANGE
SD8 12 1D6+8 1D6+8
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) SD12 100% A
WANDERING SD12
ATTACKS:
1-2 WEAPONS, BY WEAPON TYPE PLUS 4D6
1 BITE, 3D6
1 TAIL MACE, 3D10
DESCRIPTION:

BLACKISH GREEN IN COLOR. LAIRS WITH OTHER VANCE
DRAGONS AND NORMALLY HAS A HUMAN MASTER. PREFERS
TO USE CUTLESSES, KNIVES, AXES AND BROADSWORDS.

WHEN STRUCK THERE IS A 45% CHANCE THAT NORMAL
WEAPONS WILL BREAK; 30% FOR +1 WEAPONS; AND A 15%
CHANCE FOR +2 WEAPGNS A WEAPON THAT éREAKS WHEN
STRIKING THE FIEND DUES NO DAMAGE.

BASED ON "THE DRAGON MASTERS" BY JACK VANCE,

F1INK
CREATED BY: OWEN HANNIFEN
HIT ARMOR 1Q
DICE CLASS MOVE FLY SWIM RANGE
(4-6)D6 2 12 1D6+12

AL IGNMENT :
FOUND [IN:

TYPE: ALIEN

DEXT.
RANGE
1D6+12

NEUTRAL
DUNGEONS, WOODS, CITIES

NUMBER PROBABILITY OF T
LAIR (100%) 10D4 20% F REASQRE AND TYPE
ATTACKS:

1 SNARE, |
1 CLAW, 1D

DESCRIPTION:

AN INTELLIGNT QUGPPINA. IT MOVES ALONG ON CABLES

TRUNG IN_TREE BRANCHES OR_CORRIDORS AND CEILINGS

TWO EXTERIUR WHEELS. IT PREFERS TO CAPTURE ITS
TIMS WITH A SNARE AND THEN CARRY THEM AWAY TO
LAIR AND HOLD THEM FOR RANSEM.

MAY

BE WILLING TGO TRADE PEACEFULLY WITH A PARTY
(USE REACTIUN ROLL). 1F CAPTURED AND HELD UPSIDE
DEWN, IT MUST TELL ONE TRUTH.

FROM "RETIEF'S WAR" BY KIETH LAUMER.

?EﬂBILIZES UP TO THREE VICTIMS

lC
T8
T

XXX
FIORN, SON OF DUNARTH
CREATED BY: CLINT BIGGLESTONE

TYPE:! DEMI-GOD

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

20Ds 2+8 12 1D6+12 1D6+12
ALIGNMENT:! NEUTRAL
FBUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASU T
WANDERI NG 1 RE AND TYPE
ATTACKS:
1 FLAIL, 7D4 PLUS 6D6 LIGHTNING
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FIORN, SON OF DUNARTH
DESCRIPTION:

A HORSEMAN, RIDING A HORSE OF THE EINHERIAR, WHO
APPEARS WHEN SUMMGNED. HE CARRIES A BLACK ROUND
SHIELD WHICH HAS FIVE GOLD CIRCLES AND RIVETS OF
WHITE BRONZE. HE WEARS A TUNIC GF BLACK HAIR AND
CARRIES AN IRGN FLAIL OF SEVEN CHAINS WITH SEVEN
SPIKED KNGBS PER CHAIN. HIS HORSE 1S BLACK WITH A
GOLDEN MANE. HE IS AN EINHERIAR O6F THE HERLATHING
AND HE FIGHTS AS A TWENTIETH LEVEL LORD WITH
18(00) STRENGTH. HE [S IMMUNE T& FEAR, CHARMS
HOLDING, AND cnnrus:cmé AND HE HAS NATURAL TRUE

SIGHT. WEAPSNS MUST BE MAGICAL TG HIT HIM,
FROM "MGON OF GOMRATH" BY ALAN GARNER.
LB & &
FLAPFROG TYPE: GIANT ANIMAL
CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(9-11)D8 2+9 1 24 1D4 1D3+9
ALIGNMENT: HUNGRY
FGUND IN: SWAMPS
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDER NG 1
ATTACKS:
1 TONGUE, 8D8
1 VISUAL., "CONFUSIBN"
| PSIBNIC, “ID INSINUATION"

DESCRIPTION:

AN ELEPHANT-SIZED FROG WITH STUBBY WINGS THAT AL-
LOW IT TO GLIDE A FAIR DISTANCE. IT DOES NGT FLY,
IT JUMPS. IT TENDS TO EAT GIANT INSECTS BY PREF-
ERENCE IT HAS A “CONTINUAL MINDBLANK" OPERATING

AT ALL TIMES.
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FLAT

TYPE: MISCELLANEOUS
CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(6-10)D8 T 3 1D4 1D6+12
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OUTDOCRS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1
ATTACKS:

1 CONSTRICTION, 1D6 PLUS SMOTHERS VICTIM IN

1D4+1 MELEE TURNS
DESCRIPTION!

A CHAMELEON-LIKE BLANKET ON THE GROUND, TAKING ON
THE CONTOURS AND COLORATICON OF WHATEVER IT COVERS.
WHEN SOMEGNE STEPS ON IT, IT ENFOLDS HIM AND TRIES
TG SMOTHER HIM,

THE VICTIM HAS 1/12 CHANCE PER STRENGTH LEVEL PER
TURN OF TEARING FREE. FIRST LEVEL 1S OGRE [OR
é$(91—00)] STRENGTH. A HILL GIANT HAS LEVEL TWO,

FROM "DESRICK ON YANDRO" BY MANLY WADE WELLMAN.

Kk KK

FURRED FLYER
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TYPE: MISCELLANEGUS
CREATED BY: BRAD HINKEL

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
2D8 6 1@ 1D6e 2D6+6
ALIGNMENT: EVIL, NEUTRAL
FGUND IN: DUNGESNS, MOUNTAINS, DESERTS, AIR
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 3D10 20% E
WANDERI NG 1D10
ATTACKS:
1 +1 CLAW, 1D8+1
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FURRED FLYER
DESCRIPTION:
A LARGE BALL OF FUR TOPPED BY THREE WINGS

WHICH HAS A THREE-CLAWED HAND,
BGRGAN IS _ITS FUR, WHICH

EACH OF
ITS PRIMARY SENSE
1S VERY SENSATIVE TO MO-

TIGBN, 1T IS_VERY STRONG, HENCE ITS +1 HIT_AND
DAMAGE AND IT IS 25% MAGIC RESISTANT. IT DETECTS
THE USE OF MAGIC OR PSIOGNIC ENERGY IN 1TS IMMEDI-
ATE AREA.
THE FURRED FLYER 1S A SILICON BASED FORM OF LIFE
AND 1S ONLY FOUND IN AREAS WHERE THERE ARE DEPOS-
ITS OF SILICGN THAT IT CAN USE FOR FOOD.

EEEE 3

FURRED ONE TYPE: MISCELLANEOUS

CREATED BY: BRAD HINKEL
HIT ARMOR 1Q DEXT.

DICE CLASS MGVE FLY SWIM RANGE RANGE
(5-10)D8 S 15 1D8 2D6+6
ALIGNMENT: EVIL, NEUTRAL
FOGUND IN: DUNGEGNS, MOUNTAINS, DESERTS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1D8 75% E
WANDERING
ATTACKS:
3 +3 CLAWS, 1D6+3 OR BY WEAPON TYPE (+3)

DESCRIPTION:

APPEARS AS A LARGE BALL OF FUR SURRGUNDED BY SIX
MECHANICAL LOGKING ARMS. [TS ONLY SENSE IS VIA

TS FUR, WHICH 1S VERY SENSATIVE; IT DETECTS MO-
TIBN WITH ITS FUR BETTER THAN HUMANS DS WITH THEIR
EYES. [T CAN ALSG DETECT MAGICAL AND PSIONIC
ENERGY, MAKING IT 50% RESISTANT TG THESE FORM OF
ATTACKS. [T STANDS ©N THREE OF ITS LEGS.

THE FURRED ONE IS AMAZINGLY STRONG, HENCE ITS +3
HIT AND +3 DAMAGE. IT USUALLY ATTACKS WITH THREE
WEAPONS: ANY ONE-HANDED WEAPONS OR WITH STONES TO
BASH HI+H. A FURRED ONE WILL ONLY RARELY USE
MISSLE WEAPONS, THOUGH IF NEEDED IT WILL THROW

A STGNE OR SPEAR.
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FURRED ONE

THE FURRED ONE 1S A SI
IS ONLY FOUND IN AREAS
MINERAL FORM WHICH IT

LICON BASED FORM OF LIFE AND
WHERE THERE IS SILICGN IN
CONSUMES FOR FOOD.

2L
FURY TYPE: DEMON
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1@ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-6)D8+1 =) 8 12 3D6 1De+12
ALIGNMENT: CHAGTIC
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (35%) 2D10 100% C + 1500GFP EACH
WANDERI NG 1D10 SOR c
ATTACKS:

1 CLAW, 1D8&
1 SCOURGE, 1D3 PER TAIL

DESCRIPTION:

LOOKS LIKE A GARGOYLE, BUT ATTACKS ELVES ON SIGHT,
THE FIRST ATTACK WILL BE AN ATTEMPT TO CLAMP ITS
LOWER LEGS ONTO THE VICTIM., [F SUCCESSFUL, A 3-5
TAILED SCOURGE WILL AUTOMATICALLY HIT; EACH TAIL
OF THE SCOURGE HAS A 25% CHANCE OF STRIKING WITH
H?TEFFECT. THE CLAWS NEED THE USUAL NUMBERS TG
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MONSTERS
GARANHIR TYPE: GOD
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
50D10 2+8 24 1D6+18 1D6+18

ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1

ATTACKS:

2 HANDS, 5D10
1 SET 6fF ANTLERS, 5D12
1 FEAR SP

1 CONFUSION SPELL

DESCRIPTION:

A SEVEN FGOT TALL, DARK-EYED, RED-HAIRED MAN
USUALLY NUDE, WITH THE ANTLERS OF A STAG, HE IS
THE LEADER OF THE HERLATHING. HE 1S IMMUNE TO
CHARMS, HOLDS, FEAR, AND CONFUSION AND RESISTS
OTHER ﬁAGE HAéIC LIKE A BALRGG. HE 1S COMPLETELY
IMMUNE TO ALL CLERICAL AND DRUIDICAL SPELLS. HE
MAY OGNLY BE HIT BY MAGICAL WEAPONS. HE HAS NATU-
RAL TRUE SIGHT, SEES INVISIBLE, AND RECOGNIZES
MEST MAGIC AT A GLANCE. HIS FEAR AND CONFUSION
SPELLS ARE NATURAL POWERS AND MUST BE SAVED AT -6.
HE APPEARS WHEREVER SUMMGNED.

ALSO NAMED "GORLASSAR".
FROM "MOON OF GOMRATH" BY ALAN GARNER.

GARGOYLE, STONE TYPE: ENCHANTED MONSTER
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
4D8e 1 <] 15 1D6+6 1D6+12
ALIGNMENT: CHAGTIC
FOUND IN: DUNGEGNS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (80%) 4D20 80X A
WANDERI NG 1D20 S0% A
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GARGOYLE, STONE

ATTACKS:
2 CLAWS, 1D6
1 BITE, 205
1 HERN,
DESCRIPTION:
SIMILIAR TO A NORMAL BARGOYLE BUT IMPERVIOUS TO
FIRE, COLD, AND FEAR. ITS MIND IS CGMPLETELY

BLANK WHEN'IT IS NGT MUVIN
EHE KN
GATHERER ABOVE
CREATED BY: STEVE HENDERSON

TYPE: MISCELLANEOUS

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(g-12)D8 2+4 9 18 1D3+6 1D3+12
ALIGNMENT: NEUTRAL
FOUND IN: OUTDOORS, WATER, CITIES, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10%) 1
WANDERING 1
ATTACKS:
2 TENTACLES, 4D6
DESCRIPTION:
A VERY LARGE FLYING BEAST OFTEN RIDDEN BY_ ORCS,
TROLLS, AND LIKE. OOKS LIKE A BLOATED

CIGAR WITH LARGE WHITE EYES AND DANGLING TENTA-
ATTACK lT IS IMMUNE TGO CHARMS, HOLDS, AND PSIONIC

KM
GELATINOUS BLUE HORROR TYPE: CLEAN-UP CREW
CREATED BY: H. HANNIFEN & D. PIERSON

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1ob8e 6 6 o] 1D6+6

ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS

GELATINOUS BLUE HORROR

NUMBER PROGBABILITY OF TREASURE AND TYPE
LAIR (5%) 1
WANDERI NG 1
ATTACKS:
1 ACID, 1D8+2 PLUS SAVE VS, PARALYZE (DUE TO

ANE?;gET]C EFFECT). CAN COVER MULTIPLE

VeT
DESCRIPTION:
BRIGHT BLUE, GELATINOUS CUBE. IT EATS ALL TYPES
OF PROTOPLASM. IT IS IMMUNE T6& ﬁLL NON-FLAMING

WEAPONS. IMMUNE TO LIGHTNING, CGL FEAR, AND
EEhISERPH. NORMAL FIRE HURTS IT BU* DOES ' NO

LARGER SPECIMENS ARE OCCASIONALLY FOGUND, UP TG
20 X 20 X20 FEET. THESE WILL HAVE MORE HIT DICE.

THIS LITTLE GOODY IS THE RESULT OF A GELATINGUS

g¥BERAND BLUE POOL HORROR TRYING TO EAT EACH
K X
BGENI I TYPE: ENCHANTED MONSTER
CREATED BY: DAVE HARGRAVE
HIT ARM DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
7D8+3 3 12 24 8 1D6+12 1D6+12
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 1 100% P

ATTACKS:

2 BLOWS, 2D6
1 SPELL
1 BREATH, BLACK SLEEP (SEE BELOW)

DESCRIPTION:

OLDER BROTHER TO THE DJINN. A MALE (75%) OR FE-
MALE (25%) UF EKCEEDINGLY GOOD LOOKS. 1T HAS +3
SAVES VS. MA BUT IS -1 VS, CLERICAL SPELLS.

IT CAN POLYMURPH AT WILL OR TAKE ASTRAL FORM. IT
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GENII

CAN ONLY BE HIT BY MAGIC WEAPOGNS.
CLERICS AND EFREETS.

IT CAN USE FIVE SPELLS OF UP TO FIFTH LEVEL, THREE
TIMES A DAY. BLACK SLEEP IS A SORT OF SUPER SLEEP
SPELL, CAPABLE OF AFFECTING ANY GNE TARGET REGARD-
kgEE)ﬁF ITS LEVEL (SAVING THROW VS. MAGIC APPLIC-

IT DISLIKES

KKK
GETEIT CHEMOSIT
CREATED BY: SCOTT MC CARTNEY

TYPE: ROBOT

HIT ARMOR 1Q DEXT,

DICE CLASS MOVE FLY SWIM RANGE RANGE

12D8 0 12 18 18
ALIGNMENT: LAWFUL-EVIL
FOUND IN: DUNGEONS, OUTDOORS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERI NG D&
ATTACKS:

1 FORCE AXE, 2D10 PLUS AUTOMATIC CRITICAL HIT
DESCRIPTION:

A LARGE, BLACK_AUTOMATON; SEVEN TO EIGHT FEET IN
HEIGHT WITH A TOTALLY FEATURELESS HEAD EXCEPT FOR
THREE YELLOW EYES SET IN AN ISOSCELES TRIANGLE.

ITS FORCE AXE TREATS ALL NON-MAGICALLY ARMORED
TARGETS AS ARMOR CLASS 9, MAGICAL ARMOR ACTS A
AC 9 PLUS WHATEVER PLUSSES THE ARMOR_HAS. NON-
MAGICAL WEAPONS DO GNLY HALF DAMAGE TO THE GETEIT
CHEMOSIT AND 1T IS IMMUNE TO ALL VORPAL ATTACKS
EXCEPT A "MACE OF BATTERING" WHICH WILL STUN IT
1DI0 MELEE TURNS. IT IS ALSO IMMUNE TO PSIONIC
ATTACKS AND 1T S50% MAGIC RESISTANT,

ANY VICTIM KILLED BY A GETEIT CHEMGSIT WILL HAVE
HIS BRAIN REMOVED AND DESTROYED, MAKING RESUREC-
TION IMPOSSIBLE.

ALSO CALLED A "BRAIN STEALER".

FROM "PASTEL CITY" BY M. JOHN HARRISON,

GHOST, SILVER
CREATED BY: JERRY JACKS
HIT ARMOR 1Q DEXT

TYPE: UNDEAD

DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 2 8 3D6 1D6+12
ALIGNMENT: LAWFUL-EVIL
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (90%) 106 75% c
WANDERI NG 1D8& S0% c
ATTACKS:

2 "BARE HANDS",
DESCRIPTION:

A GHOST WEARING A SILVER SHEET. ANY LIFE ENERGUES
IT DRAINS_ARE TRANSFERRED TO ITSELF, RESTORING ALL
OF ITS HIT POINTS. OF IT ALREADY HAS ALL 6F ITS
HIT POINTS, THEN THE DRAIN IS WASTED AND DOES NOT
AFFECT THE GHOST.

1D8 PLUS 1 LIFE ENERGY

KKK
GHOUL, COLGNY
CREATED BY: STEVE MARSH

TYPE: HUMANOID

HIT ARMGR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

SD8 5 10 106 1D6+3
ALIGNMENT: EVIL
FOUND IN: DUNGEONS

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERI NG 20D5 75% MAGIC PEARLS
ATTACKS:

1 TOUCH, PARALYZE
DESCRIPTION:

A COLD, RUBBERY CREATURE WITH LONG LIMBS. IT
TRAVELS WITH A WARLOCK WRAITH AS HIS SERVENT. IF
EITHER THE WRAITH OR HIS SERVENTS ARE IN DANGER
OF LOSING THEIR LIFE, THE WRAITH WILL GIVE "KNOW
LEDGE OF LIFE LEVEL INCREASE" ©R SOME OF THE MAGIC
PEARLS HE ALWAYS CARRIES,
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GHOUL, COLONY

THE WRAITH HAS AT LEAST FIVE SPELLS OF EITHER A
MAGE OR AN EVIL HIGH PRIEST (REFEREE’S CHOICE).

;EE GHOUL HAS STRENGTH 1D3+15 INSTEAD OF THE USUAL

LR R 3
GHOUL, GIBBERING
CREATED BY: STEVE MARSH

TYPE: HUMANGID

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(2-8)D8 6 10 3D6 3De

ALIGNMENT: CHAOTIC
FOUND IN: DUNGEONS

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING
ATTACKS:
1 BITE, 1D4 PLUS 1-4 DEPENDING 6N SIZE
? CLAWS, 1D2+1 - 1D4+2 DEPENDING ©
1

) N SI1ZE
TOUCH, PARALYZE 1-20 TURNS DEPENDING ON SIZE
DAGGER, 1D4 PLUS LIFE DRAIN

DESCRIPTION:
A HIGH LEVEL GHOUL. ITS FAVORITE VICTIMS ARE

CLERICS AND 1S AS A SEVENTH LEVEL MONSTER IN RE-
SISTING THEIR SPELLS. IT BODY IS RUBBERY AND VERY
STRONG. IT CANNOT WEAR MAGIC OR SILVER OR IRON
THESE ITEMS CAUSE 1T PAIN AND CAN BE USED TO SUB-

E
DUE IT. IT WILL SERVE IF SUBDUED.

SMALLER GIBBERING GHOULS ARE SLOWER AND HAVE AN
ARMOR CLASS OF SEVEN.

LS+ 2.4

GIANT, HELL TYPE: TRUE GIANT
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR 1Q DEXT
DICE CLASS MOVE FLY SWIM RANGE RANGE
15D10 2+2 15 24 1D6+6 1D6+12

ALIGNMENT: CHAGTIC
FOUND IN: DUNGEGONS, DESERTS, CITIES
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GIANT, HELL

NUMBER PRCOBABILITY OF TR
LAIR (50X) 1D4 S0% H FASURE AND TYPE
WANDERING 1D4

ATTACKS:

1 FLAMING WEAPON, DOUBLE WEAPON TYPE PLUS 5D8 FIRE
1 SPELL (SEE BELOW)

DESCRIPTION:

A FIFTEEN FOOT TALL, FLAMING, HIDEOUS, WINGED
GIANT. SPAWN OF A FIRE ELEMENTAL MATING WITH A
BALRGG. 1T MAY USE ©NE B6F THE FOLLOGWING SPELLS
PER TURN: FIREBALL, WALL OF FIRE, CONE ©F FIRE
STaaRAANET  EOR0aR0ER T PR IO 1L IR
AND WILL ATTACK THEM OGN SIGHT. IRE-BIANTS

L2 23]

GLITH TYPE: HUMANOID
CREATED BY: STEWART LEVIN
HIT ARMOR 1Q A
DICE CLASS MOVE FLY SWIM RANGE EE“EE
4D8 6 12 18 2D6+8 1D4+16

ALIGNMENT: EVIL
FOUND IN: DUNGEGCNS, OPEN, WOODS, DESERTS, SWAMPS

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (30%) 1D3 90% A PLUS 1
WANDERING 1D10 S0% A O%: TECHNOLOQ10AL
ATTACKS:

2 HEAVY WEAPONS, BY WEAPON TYPE
1 VISUAL, HYPNGS1S (SEE BELOW)

DESCRIPTION:

SIX FEET TALL, TOUGH SCALY SKIN, NO VISIBLE NOSE
OR_EARS (JUST HOLES IN BOTH PLACES). DULL LASH-
LESS EYES., [ITS STRENGTH IS 18(94)+,

THE EYES ARE ITS MAIN WEAPON IN THAT IF A VICTI
LOBKS INTO THEM, HE IS AUTOMATICALLY HYPNOTISED
AND WILL APPROACH THE GLITH UNLESS THE HYPNOSIS
BROKEN BY A LOUD NOISE GR BY DAMAGE GCCURRING TO

THE VICTIM. IF THE HYPNOSIS IS BROKEN, THE GLITH
STILL GETS THE FIRST ATTACK BN THE VICTIM. 1IF IT

M
Is




GLITH
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GOBLIN, BLASS
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GOBLIN, GLASS

HITS, THEN THE DAMAGE CRITICAL. THE CHANCES OF
LEoKING INTS A GLITH’S EYES ARE:
FIGHTERS - 1/2; CLERICS - 1/3, MAGES - 1/6,
(THIS PERTAINS TG ALL SUBCLASSES ALSO)
CHARACTERS MUST TEST EACH MELEE TURN. IF A CHAR-

IS
E

ACTER IS GNCE CAUGHT AND SUCCESSFULLY BREAKS THE
HYPNOSIS, HE WILL NOT LOGK INTG THE GLITH'S EYES
AGAIN,

BASED ON "HIERG'S JOURNEY" BY STERLING E. LANIER

TYPE: HUMANOID

CREATED BY: SEAN CLEARY

HIT ARMOR 1Q DEXT .

POINTS CLASS MOVE FLY SWIM RANGE RANGE
1 5 - | 306 3D6
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, DESERTS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (15%) 10D20 S0% SEE BELOW
WANDERI NG 2D20 10% SEE BELOW
ATTACKS:

1 WEAPON, BY WEAPON TYPE

DESCRIPTION:

LOOKS LIKE A GOBLIN MADE OF GLASS, BUT THE "GLASS"
IS RIGID ENGUGH TO® RESIST PENETRATIGN AND FLEXIBLE
ENOUGH TGO RESIST BLOWS. ONLY A CRITICAL WOUND CAN
HURT IT, IN WHICH CASE IT SHATTERS COMPLETELY.

FOR CRITICAL WOUND TABLES, CONSIDER THAT ITS ARMOR

CLASS 1S TEN MINUS ITS MONSTER LEVEL. THE “GLASS"
IS FLEXIBLE ENOUGBH SO THAT THE GOGBLIN IS QUITE
SUPPLE IN ITS MOVEMENTS.

IT CARRIES FIVE_TWG HANDED SWORDS AND A PAIR OF
"GLASS" BOWS WITH A QUIVER_OF ARROWS FOR EACH.
¥EE?EBIS A 5% CHANCE PER STRIKE 6F THE SWORD SHAT-

ITS TREASURE CONSISTS OF A BAG OF VERY SPECIAL
SAND (SEE BELOW). ADDITIGNALLY IT MAY HAVE TYPE
I TREASURE. IF THERE IS ANY MAGIC IN THE TREAS-
URE, THERE IS AN 80% CHANCE THAT IT WILL HAVE 1D4
FIRE BALL WANDS.
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THE GOBLIN 1S VERY SILENT AND VERY GOOD AT HIDING
IN SHADOWS SINCE IT IS NEARLY INVISIBLE.

ITS STRONGEST MOTIVE 1S SEX. _IT BREEDS BY FORMING
A CIRCLE WITH THREE OTHERS. THEY BEGIN A CHANT,
AT THE HIGH POINT THEY EACH FIRE THEIR FIREBALL
WANDS AT A BAG OF SPECIAL SAND IN THE CENTER OF
THE CIRCLE. THE SAND INTG NEW GOBLINS.

THEY SPEND A GOOD DEAL OF THEIR TIME ACQUIRING
THIS SPECIAL SAND AND THE FIRE_BALL WANDS THEY
NEED FSR THIS PROCESS, THOUGH THEY WILL USE THE
WANDS IN BATTLE IF NEEDED. OFTEN FOUND WITH FIRE
BREATHING CREATURES WHICH AID THEM IN REPRODUCING.

THERE IS THE SAME CHANCE FOR HIGHER LEVEL NON-
GLASS GOBLINS (MAGIC USERS_AND FIRE ORIENTED MON-
STERS) AS THAT FOR A BANDIT HOARD.

EE & )

GOLEM, DIAMOND

TYPE: ENCHANTED MONSTER

CREATED BY: WAYNE SHAW

HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE

100 -2 2 1D3 1Dé
ALIGNMENT: LAWFUL, CHAGQGTIC, NEUTRAL
FGUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERI NG 1
ATTACKS:

1 FIST (cLuB), 5D12

DESCRIPTION:

THIS GOLEM CAN ONLY BE HURT BY +4 WEAPONS. DARK-
NESS SL6BWS 1T S0% AND DOES 3D6 DAMAGE, LIGHT RE-
PAIRS IT. 1T CAN EMANATE A BLINDING FLASH OF
LIGHT ONCE PER FULL TURN.
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TYPE: ENCHANTED MONSTER

CREATED BY: JERRY JACKS
HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE
20 2+2 < 1D8 1D6+12
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (S0%) 1D4 100% c
WANDERING 1D4 S0% B
ATTACKS:
2 PUNCHES, 1D10
DESCRIPTION:

THIS GOLEM BEGINS AS A COLUMN OF DUST IN A MANLIKE
SHAPE. G©NCE HE BEGINS TO FIGHT HE CHANGES INTO
OTHER TYPES OF GOLEMS, GAINING ALL THE ABILITIES
OF THE NEW TYPE: ON fHE SECOND MELEE TURN HE
BECOMES A FLESH GOLEM THE THIRD A STONE GOLEM,
ON THE FOURTH AND SUB$EDUENT TURNS HE BECGMES AN
IRON GOLEM, [F KILLED HE REVERTS TO HIS DUST
GOLEM FORM.

KK XM

GOLEM, GLASS

TYPE: ENCHANTED MONSTER

CREATED BY: WAYNE SHAW
DEXT

HIT ARMOR 1Q .
POINTS CLASS MOVE FLY SWIM RANGE RANGE

70 3 S 1D3 2D4+8
ALIGNMENT: LAWFUL, CHAOTIC, NEUTRAL
FOUND IN DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERING 1
ATTACKS:

1 HAND (CLUB),
DESCRIPTION:

THIS TYPE OF GOLEM CAN BE HIT BY +1 BLUNT WEAPONS,

OR +2 SHARP WEAPGNS; COLD AND FIRE WILL CAUSE

DAMAGE IF THROWN AT THE SAME TIME. PYROTECHNICS

PAGE

3D10

PAGE

MONSTERS

GOLEM, GLASS

REPAIR [T. [T CAN TURN INVISIBLE AND ATTACK FOR
THREE MELEE TURNS ©UT GF EACH FULL TURN BEFORE
BECOMING VISIBLE AGAIN. ©N ANY TURN IN WHICH IT
IS INJURED, ANYONE WITHIN TWO INCHES HAS TG SAVE
VS. DRAGON BREATH OR SUFFER 2D8 DAMAGE.

= K K K X

GOLEM, GOLD

38

TYPE: ENCHANTED MONSTER

CREATED BY: JERRY JACKS

HIT ARMOR DEXT.

DICE CLﬂSS MUVE FLY SWIM RANGE RANGE

6D8 1D6+12
ALIGNHENT NEUTRAL
FOGUND IN: DUNGEGNS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1D4 100% ITSELF (1D6 = 10,000) GP
WANDERI NG 1D4 100% ITSELF (1D6 x 10,000) GP
ATTACKS:
2 PUNCHES, 3D10 PLUS 2D10 (SECOND_TURN)
PLUS 1D10 (THIRD TURN)

DESCRIPTION:

A GOLEM OF MOLTEN GOLD. EACH OF ITS PUNCHES LAYS
MOGLTEN GOLD ©ON THE VICTIM WHICH DOES FURTHER DAM-
AGE OGN THE NEXT TWO MELEE TURNS.

"COLD" SLOWS IT; ALL ENERGY_SPELLS RESTORE IT;
“FIRE" SPELLS INCREASE ITS TEMPERATURE FOR 1D8
TURNS CAUSING IT T0 HIT FOR DOUBLE DAMAGE. ALL
OTHER SPELLS HAVE NO EFFECT.

ANY WEAPONS WHICH HIT |IT BECOME COVERED WITH A
LAYER OF MOLTEN GOLD WHICH INCREASES THE WEIGHT
OF THE WEAPON. THE INCREASED WEIGHT CAUSES WHO-
EVER WIELDS THE WEAPON TGO BE "SLOWED" BY LOSING
1D6 FROM HIS DEXTERITY AS LONG AS THE LAYER OF
GOLD REMAINS ON THE WEAPON.
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GOLEM, GREEN SLIME
CREATED BY: DAVE HARGRAVE

TYPE: ENCHANTED MONSTER

HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE
64 2 6 o 2D6+86

AL I GNMENT: ANY
FOUND IN: DUNGEONS, OUTDOORS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1010 100% A
WANDERING 1D4

ATTACKS:

1 HIT, 2D12 PLUS CONTINUOUS GREEN SLIME DAMAGE
ON ALL FOLLOWING TURN

DESCRIPTION:

A _SPECIALLY PROTECTED AND ENSORCELLED GREEN SLIME.
IT 1S IMPERVIOUS TO CUTS OR CHOPS AND TAKES HALF
DAMAGE FROM FIRE, COLD, AND LIGHTNING. DISINTE-
GRATE REGENERATES TS ﬁﬁHABE FLESH TO STONE SLOWS
IT_FOR ONE MELEE TURN PER CASTER'S LEVEL. ANYGNE
HIT HAS GREEN SLIME ON THEH (USE "BLACKMOOR" HIT
LOCATION TABLE TO FIND WHERE 1T LANDED).

STR]CTLY USED AS A TREASURE GUARD OR WANDERING
PAT LER AS EITHER IT WILL BE "PROGRAMMED" AS
T HAS N& INTELLIGENCE OF [TS GWN.
oKX
GOLEM, ICE

CREATED BY: STEVE HENDERSON

TYPE: ENCHANTED MONSTER

HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE

70 2+2 8 o] 2D6
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PRGBABILITY OF TREASURE AND TYPE
WANDER! NG 1
ATTACKS:
| BLOW, 3D12

| BREATH, 8D6 COLD IN A SPHERE WITH A 5 RADIUS
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GOLEM, ICE

DESCRIPTION:

A GOLEM MADE OF ICE WHICH CAN ONLY BE HIT BY MAGIC
WEAPONS OF +3 OR BETTER. ALL WEAPONS SAVE THOSE
OF COLD OR FIRE FREEZE WHEN THEY FIRST TOUCH THE
GOLEM. THERE 1S A 25% CHANCE PER BLOW THAT A FRO-
ZEN WEAPON HILL SHATTER. THE WEAPON STAYS FROZEN
FOR ONE HOUR.

FIRE SLOGWS THE ICE GOLEM, COLD REGENERATES ITS
DAMAGE.

EEE ST

GOLEM, QUICKSILVER

TYPE:! ENCHANTED MONSTER
CREATED BY: WAYNE SHAW

HIT ARMGR [Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE

55 3 7 1D3 zD6+6
ALIGNMENT: LAWFUL, CHAGTIC, NEUTR
FOUND IN: DUNGEGNS, SUTDSSRS, RIUERS SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERI NG 1
ATTACKS:

1 CLUB (FIST), 4D®&
DESCRIPTION:

AFFECTED BY +2 BLUNT WEAPONS. COLD SLOWS HIS
MOVEMENT SO0%, HEAT IMMOBILIZES HIM FOR ONE TURN,
DAHAGE DONE f0 HIM CAN BE REPAIRED WITH A SLOW
HE CAN DOUBLE HASTE HIMSELF FOR THREE
HELEE TURNS OUT OF EVERY FULL TURN.

EE S 3 8

GOLEM, RADIUM TYPE: ENCHANTED MONSTER
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE
60 2 6 1D4 1D6+6
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE
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GOLEM, RADIUM

NUTBER PROBABILITY OF TREASURE AND TYPE

WANDERING

ATTACKS:
1 HIT, 2D8 PLUS 3D8 RADIATION

DESCRIPTION:

GLOWING GREEN GOLEM. AFFECTED ONLY BY +2 MAGIC
WEAPONS. COLD SLOWS 50% FOR_3 MELEE ROUNDS.
RADIATION RESTORES DAMAGE. FIRE EITHER HAS NO
EFFECT OR IF GREATER THAN GOLEM’S HIT POINTS HAS A
10% CHANCE OF DESTROYING HIM, DOING 2D100 POINTS
POISON DAMAGE T8 ALL WITHIN A SIXTY FOOT RADIUS.
DOES AUTOMATIC 2D6 POINTS UF POISON DAMAGE TO ALL
WITHIN 15 FEET. CAN_BREATHE A GNE INCH SQUARE

OF RADIUM GAS THREE TIMES A DAY, DOING 10D6 POINTS
OF RADIATION DAMAGE. POISON DAMAGE DONE BY THE
GOLEM WILL CONTINUE TO DO 2D4 POINTS/BLOW/FULL
TURN UNTIL CURE DlSEASE, NEUTRALIZE POISON, AND
REGENERATE ARE DOGN

THE GOLEM WILL NOT BLOW UP, POWERFUL SPELLS USED
TO CREATE IT PREVENT THIS FROM HAPPENING.

MANUALS OF RADIUM GOLEMS ARE USEABLE ONLY BY THOSE
WHO CAN ALREADY USE NINTH LEVEL SPELLS AND DO NOT
PROVIDE THE NEEDED AMOUNT OF RADIUM_(ABOUT 400 TO
ggﬁmgg?NDS ARE NEEDED, GNE HIT POINT PER TEN

GOLEM,

TAR TYPE: ENCHANTED MONSTER
CREATED BY: HILDA HANNIFEN

HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE

45 7 4 ] 1D4+8
ALIGNMENT: CHAGTIC, NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (95%) 1D4 SS% I OR BETTER
WANDERING 1D2 30% I
ATTACKS:

2 HANDS

1 HUe, éthKs TO ITS BODY (SEE BELOW)
PAGE

GOLEM,
DESCRIPTION:

40
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TAR

AN EIGHT FOGOT TALL GOLEM MADE OF TAR WITH THIN
NOGN-TAR CRUST GVER ITS ENTIRE BODY. ITS HANDS AND
FEET ARE SOLID LUMPS. ITS CRUST IS USUALLY COV-

ERED WITH DUST, PAINTED, OR OTHERWISE DISGUISED.

ALL WEAPONS DU HALF DAMAGE AND STICK TGO ITS BODY.
FLAMING WEAPO IT NO DAMAGE AND NEITHER DO
THEY STICK TU ITS BGDY WEAPONS COATED WITH "OIL
IF SLIPPERINESS" CAN BE E$EED 1D2 TIMES BEFORE

THEY TOO STICK TO ITS B

NORMAL FIRE HEALS ITS DAMAGE MAGIC FIRE LESS_ THAN
41 POINTS MELTS THE fHE GOLEM CAN CONTROL
THE ACTIONS OF THE HELTED PARTS TO CONTINUE ITS
ATTACK OR TO REFORM ITS BODY AS THE TAR CUOLS (lT
TAKES SIX MELEE TURNS TG REFORM).

GREATER THAN 40 POINTS WILL SET THE GGLEH ALIGHT
LEE TURN., HOWEVER

1 AN EXTRA 2D10 OF BURNING
PITCH_DAMAGE PER HIT (NG SAVING THRGW). 1T CAN
ALSO THROW BURNING MISSLES AS FRCOM A SHORT BOW
WHICH DO _1D8 POINTS OF BURNING PITCH DAMAGE PER
MELEE TURN FOR THREE MELEE TURNS IF THEY HIT.
MAGIC WEAPONS STUCK TO A BURNING TAR GOLEM CAN BE
DAMAGED (MAKE SAVING THROW VS. MAGIC FIRE, IF IT
DBESN’T MAKE IT, IT LGSES ONE PLUS FOR EACH PGINT
LESS THAN THAT REQUIRED TO SAVE).

COLD OF FORTY POINTS 6R LESS SLOWS THE TAR GOLEM.

FOGR EVERY TEN PEINTS 6VER 40, THE GOGLEM WILL STGP
E TURN AND WILL TAKE FULL DAMAGE.

IRE CANCELS THE EFFECTS OF CGLD ©N THE GOLEM.

GOLEM 1S IMMUNE TO ALL OTHER MAGICAL AND CLER-
SPELLS.

1
o]
3
o
4
m
2
m
r
m

IS A 152 CHANCE THAT A BEING WITH STORM
STRENGTH CAN REMAVE A STUCK WEAPON. MELTING
OLEM WILL ALSO RELEASE THE WEAPONS, BUT THERE
60% CHANCE THAT THE GOLEM WILL RESTORE
S, WEAPONS THAT HAVE BEEN REMOVED HAVE A
HANCE OF STICKING AGAIN UNLES PROPERLY

mepm >»mM 2

OWUV——H®HA =< ™M

E GOLEM GETS A HIT, THE VICTIM MUST MAKE A

G THROW, BASED 6N H1S DEXTERITY, OR HE WILL
LLED IN'AND HUGGED TO THE GOLEM’S BODY, WHERE
LL STICK. A GOLEM CAN AUTOMATICALLY HiT ANY
M STUCK TO ITS BUDY OR IT CAN_IGNORE HIM AND
6 HIT SOMEGCN SE. VICTIMS STUCK TG IT
SUFFER 1D6 SUFFUCAT!UN DAHAGE PER TURN

DHA<ITWH—
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GOLEM, TAR
THERE 1S A S0X CHANCE THAT THE VICTIH CAN PULL
FREE, LOSING ONLY SOME SKI IS A 10%

CHANCE THAT PULLING FREE HliL TEAR OFF MORE THAN
THE SURFACE FLESH.

KKK X
GOLEM, WOOD
CREATED BY: WAYNE SHAW

TYPE: ENCHANTED MONSTER

HIT ARMOR 1Q DEXT.
POINTS CLASS MOVE FLY SWIM RANGE RANGE

45 7 7 103 2D6+6
ALIGNMENT: LAWFUL, CHAGTIC, NEUTRAL
FOUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

WANDER NG 1
ATTACKS:

1 CLUB (FIST) D6
| WEB SPELL, LASTS 1 FULL TURN

DESCRIPTION:
AFFECTED BY +1 SHARP WEAPONS AND A FIRE SPELL WILL
IHHOBILIZE HIM FOR ONE MELEE TURN. DAHAGE DONE TO
CAN BE HEALED BY A GROWTH/PLANTS SPELL

EEXEX

GONDOR TYPE: HUMANGID
CREATED BY: BRAD HINKEL
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
Sbe 9 9 24 306 4D6
ALIGNMENT: CHAOTIC, NEUTRAL
FOUND IN: DUNGEONS, MOUNTAINS, CITIES, AIR
UHBER PRGBAB[LITY OF TREASURE AND TYPE
LAIR (10X) 1D10 80X A(1)
WANDERING 1D4 25% AlC1)
ATTACKS:
1 CLAW, 1D6 OR 1 WEAPON, BY WEAPON TYPE

PAGE
MONSTERS

GONDGR

DESCRIPTION:

A WINGED MAN WITH THIEVISH CAPABILITIES., ITS
FAVORITE FORM OF ATTACK IS TO JUMP ON_PASSERSBY
FROM ABOVE. IT HAS THE ABILITY OF A TENTH LEVEL
THIEF. IT IS USUALLY CHAGTIC (75R%).

THE GﬂNDOR HAS A SLIBHT TELEPATHIC ABILITY WHICH
FI1G ABILITY LETS IT
ANT]CIPATE THE FIGHTER 3 ATTACK AND SO WHEN FACING
ARMOR IS 2._ ALL OTHER ATTACKS
ARE AS AGAINST ARMOR CLASS 9. THE TELEPATHY ALSO
GIVES THEM +86 ATTACK PROBABILITY WHEN ATTACKING
ANY FIGHTER, NORMAL WHEN ATTACKING NON-FIGHTERS.

LR

GO0 TREE TYPE: PLANT

CREATED BY: K. JONES

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

eDa ' 0 o 1DB+12
FOUND IN: OPEN, WOODS

NUMBER PROBABIL[TY OF TREASURE AND TYPE

LAIR (100%) 1D4 50% + WEAPON OR ARMOR
ATTACKS:

10-20 BRANCHES (SEE BELOW)
DESCRIPTION:
A THENTY FIVE FOOT TALL TREE WITH 10-20 INDEPEND-

MOBILE BRANCHES EﬁCH TIPPED WITH A HUG
SPATULATE LEAF COVERED WITH A SPICY ARGMATIC GOO

WHICH IS INCREDIBLY ST[GKY ANYONE HIT BY ONE OF

THEM B OHES ATTACHED AND IS IMMEDIATELY HOISTED

THENTY FEET E AIR. HERE THE GOO CONTINUES

TO SPREAD ABUUT TH ICTIM WITH A CUMULATIVE S5SX

(DUUBLE IF_THE VIC STRUGGLES) CHANCE PER HELEE
UND OF COVERING FACE AND SUFFOCATING

UNLY A REHOVE CURS
VICTIM FROM TR
ARHED HE CAN STIL

FROM

R
E S CLUTCHES. IF THE VICTIM IS

TH

E V

TIM

HIS FA

E OR AMMONIA CAN REMOVE THE

L FIGHT THE TREE, BUT HE HITS AT

“SYMBIOTICA" BY ERIC FRANK RUSSELL.

PAGE 41
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GREMLIN, GNARLED TYPE: HUMANGID
CREATED BY: STEVE MARSH
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-12)D8 1 12 16 306 2D6+6
ALIGNMENT: CHAOTIC
FOGUND IN: DUNGEGNS, SEAS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 40D10 100% MAGIC
WANDER 1 NG 40D10 100% MAGIC
ATTACKS
6 CLUBS, 4 POINTS
1 BITE, 1D4
2 KNIVES, 1D3+1
T TGUCH, 1D10 PLUS ©NE LIFE ENERGY
1 PSYCHIC, 100 PSIONIC POINTS

DESCRIPTION:

FOUND DEEP UNDERGROUND IN THE AREA ABOUT THE SUN-
LESS SEA. IT IS BLIND BUT IT “SEES" WITH SONAR.

IT ATTACKS DEMONS AND ELDER GODS ON "SIGHT". 1T
FEARS THE LIGHT. IT CANNOT SPEAK, BUT ALL GREH-
LINS ARE CONNECTED WITH A SORT GF MASS-MIND.

HAS GREY, RASPY, SHARKLIKE SKIN AND SEVEN LIHBS
THREE ARMS AND FOUR LEGS, |IT CAN REGENERATE UP TO
TEN POINTS PER MELEE TURN.

1TS TREASURE CONSISTS OF MAGIC PEARLS WHI
GATHERS FROM THE SUNLESS SEA. [IF MOUNTED
STAFF, THE PEARL TURNS IT INTO A STAFF OF
ARDRY WITH FIFTY CHARGES.

c

[ 2|

H 1
ON
Wiz

KK KN

GROKON TYPE: GIANT ANIMAL

CREATED BY: SCOTT MC CARTNEY

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

8ps 6 15 3 1 2D6
ALIGNMENT: HUNGR
FOUND IN: WOODS, SHAHPS

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (5X) 2D6 10% I
WANDERING 1D6

GROKON

ATTACKS:
2 TUSKS,

DESCRIPTION:
A HUGE BOAR, AS BIG AS AN OX, IT IS VERY FIERCE
AND WILL ATYACK ANYTHING OR ANYBODY AT THE SLIGH-
TEST PROVOCATION. OCCASIONALLY THE CARRIER OF
HORRIBLE VIRULENT DISEASES.

FROM "HIERO’S JOURNEY" BY STERLING LANIER.

1D8 PLUS 10% CHANCE OF DISEASE

GROUND OCTOPUS, GIANT TYPE: GIANT ANIMAL

CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(2-10)D8+2 2 5 2D4 2D6+6
ALIGNMENT: HUNGRY
FOGUND IN: ANYWHERE
NUMBER PRUBAB!LITY OF TREASURE AND TYPE
LAIR (20%) 1D3 C + 20006P EACH
WANDER NG 1
ATTACKS:
6 TENTACLES (2-5)D6 DEPENDING ON SIZE
1 SMOKE, OBSCURES VICTIM’S VISION

DESCRIPTION:

GIANT OCTOPUS CAPABLE OF WALKING ON TWO_SPECIALLY
ADAPTED TENTACLES AND FIGHTS WITH THE OTHER SIX.
CAN "SWIM" THROUGH THE EARTH AT TWO INCHES PER

PAGE 42
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HAIRY HOWLER TYPE: BIANT-TYPE
CREATED BY: SCOTT MC CARTNEY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
4D8 ] 12 3 2D6 3D6

ALIGNMENT: EVIL
FOUND IN: DUNGECONS, OUTDOORS, RIVERS, SWAMPS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 10D20 25% Ax2
WANDERI NG 10D6 5% A

ATTACKS:

2 CLAWS, 1D4 OR 1 WEAPON, BY WEAPON TYPE
1 BITE, 1D3 PLUS 25% CHANCE THAT IT IS DISEASED

DESCRIPTION:

A_NINE FOOT TALL CROSS BETEEN A MAN AND A BABOON,
IT IS COVERED WITH FILTH AND GCCASIOGNALLY THE
CARRIER OF DISEASES. ITS FAVORITE FOOD_I1S HUMAN
FLESH AND ITS FAVORITE WEAPGBN IS A GIANT MEAT
CLEAVER; IF USED THE CLEAVER HAS +4 HIT AND +5
DAMAGE DUE TO THE HOWLER‘'S IMMENSE STRENGTH.

FROM "HIERO’S JOURNEY" BY STERLING LANIER.

HEAVY TROOPER TYPE: HUMAN
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
5D8 0 9 1D6+7 1D6+10

ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (40%) 20D10
WANDERI NG 4D6
ATTACKS!

2 1 SWORD, 1D8 + 1D10

1 KICK, 1D8
1 PISTOL (SEE BELOW)

HE&VS T;‘Oopar PAGE 43
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HEAVY TROOPER
DESCRIPTION:

A LARBGE AND HEAVY SET HUMANOID. HE WEARS BLACK
AND BLUE SCALE ARMOR WITH A BLACK CAPE AND BOOTS.

HE CARRIES A BASIC HEAVY TROOPER PISTOL WHICH
FIRES TWENTY EXPLOSIVE BULLETS, DOING 4D6 DAMAGE
ESEEEBUéT HAS 2/3 THE RANGE AND ACCURACY OF AN

BASED ON "THE DRAGON MASTERS" BY JACK VANCE.

XXX
HEFFALUMP TYPE: CLEAN-UP CREW
CREATED BY: STEVE HENDERSON
HIT ARMOBR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(9-12)D8 2+ 3 1D3+6 1D3+89
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEGNS
NUMBER PROBABILITY ©F TREASURE AND TYPE
WANDER NG 103
ATTACKS
2 TENTACLES, 8D10
| BITE, 1D12

DESCRIPTION:
AN _ELEPHANT-SIZED CREATURE BUILT LIKE A CENTIPEDE
WITH ROUGH GREY SKIN. IT IS A SCAVENGER BUT IS
WILLING TO FIGHT. IT IS IMMUNE TO LIGHTNING,
FIRE, AND SPOKEN SPELLS.

xR
HELL FLOWER
CREATED BY: DAN PIERSON

TYPE: ENCHANTED PLANT

HIT ARMOR 1Q DEXT.
DICE CLASS HOVE FLY SWIM RANGE RANGE
(6-12)D8 1D4+7 1D6+7
ALIGNMENT: CHAGTIC
FOUND IN:

DUNGEONS, OPEN, WOODS, RIVERS, SWAMPS,
CITIES

PAGE 44
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HELL FLGWER

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 1D4 80% I

ATTACKS:
1 ENERGY DRAIN OF 1 LIFE LEVEL PER MELEE ROUND
DESCRIPTION:

LARGE RED AND PURPLE BLOSSOM ON A LONG (TWO FEET
PER HIT DIE) PURPLE-BROWN STEM.

IT WILL ATTEMPT TGO ATTACH ITSELF T®& AND ENTWINE
AROUND 1TS VICTIM. TO BREAK FREE, THE VICTIM MUST
SAVE VS. A SEVENTH LEVEL SPELL FROM A CASTER LEVEL
EQUAL TO THE FLOWER'S HIT DICE WITH A -2 CHANCE

TO SAVE PER TURN IT IS ATTACHED. THE VICTIM MUST
THEN MAKE A SUCCESSFUL DOOR OPENING ROLL.

THE FLUHER DRAINS ONE LIFE LEVEL PER TURN IT IS
TA ER THE FIRST. FOR EVERY LIFE LEVEL
AINE THE FLOWER WILL GROW ONE DIE. WHEN IT
ACHES THIRTEEN DICE, IT WILL SPLIT INT® A SEVEN
E FLOWER AND A SIX DIE FLESWER; THE SEVEN DIE
OWER WILL REMAIN ATTACHED.

E CHANCE OF PULLING THE FLOWER OUT OF THE GROUND
1/8 TIMES THE LEVEL OF GIANT STRENGTH (17=0GRE=
. _THERE WILL 100-400% OF THE FLOWERS LEVEL IN
MONSTERS ATTACHED TO THE ROOT, THEY WILL BE FREE
AND CAN ATTACK SEPARATELY.

BASED ON A CONAN STORY BY ROBERT E. HOWARD.

=== TMOoOVOP
~WI r—ma-

HOGRNED BELLOWER

TYPE: ANIMAL
CREATED BY: STEVE HENDERSGON

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
12D8 2+7 9 1D3+6 1D3+9

ALIGNMENT: CHAOGTIC
FOUND IN: g&:ﬁsgﬂs, OPEN, WOODS, DESERTS, RIVERS,

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (25%) 1D3 100% A
WANDERI NG 103




HORNED BELLOWER
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ATTACKS:

HOUND, DEATH
ATTACKS:
1 BITE, 1D6

| HORN, 4D6 VORPAL
1 BELL&W, 2D6

DESCRIPTION:

HOUND, DEATH

A MAN-SIZED, ONE-HORNED TRICERITOPS. IT IS IMMUNE
TO COLD AND REGENERATES LIKE A TROLL. IT CAN DE-
TECT TREASURE AND WILL SEEK IT OUT.

TYPE: ANIMAL

CREATED BY: C, BIGGLESTONE & D. HARGRAVE

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE

D8 2 12 1D6 1De+12
ALIGNMENT: CHAGTIC
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PRGBABILITY OF TREASURE AND TYPE
LAIR (25%) 1D10+5 20% A
WANDERING 1D8+2
PAGE 45

DESCRIPTION:

A LARGE, WIRE-HAIRED MASTIFF WHICH IS USUALLY
RABID AND ATTACKS LIKE A BESERKER WOLF WITH +2
HIT PROBABILITY, IT IS INTENSELY LOYAL TO ITS
MASTER. ITS "HAIR" IS REALLY METALLIC WIRE.

THE NEUTRAL SPECIES OF DEATH HOUND LOOKS VERY

1S NEVER THIS

33 5 84
SIMILIAR T6 THE CHA®TIC BUT RABID.
HORSE OF THE EINHERIAR TYPE: ELEMENTAL SPECIES ARE CALLED "HADES" HOUNDS, THE LAWFUL
- TYPES ARE LIGHTLY COLOGRED AND CALLED "KILL"
CREATED BY: CLINT BIGGLESTONE HOUNDS.
HIT ARMOR 1Q DEXT. K KKK
DICE CLASS MOVE FLY SWIM RANGE RANGE
12D10 2+4 18 6+4 1D6+14 HOUND, HADES TYPE: ANIMAL
ALIGNMENT: NEUTRAL CREATED BY: WAYNE SHAW
ATTACKS: HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1 BITE, 1D12 (4-9)D8 1 16 2D4+10  1D6+12
2 HEBOVES, 4D8
ALIGNMENT: CHAGTIC
DESCRIPTIGN: FOUND IN: DUNGESGNS, OUTDGORS, RIVERS, SWAMPS, CITIES
A POWERFULL HORSE RIDDEN BY GODS AND DEMI-GODS. NUMBER PROBABILITY OF TREASURE AND TYPE
IT 1S ACTUALLY A WIND ELEMENTAL IN THE SHAPE OF A LAIR (40%) 2D3 1008 E
HORSE . IT CAN GNLY BE HIT BY MAGICAL +2 WEAPONS WANDERING 2D3
OR BETTER AND IS IMMUNE TG CHARMS, HOLDING, FEAR,
AND CONFUSION. IT ALSG HAS TRUE SIGHT. ATTACKS:
FROM "MOON OF GOMRATH" BY ALAN GARNER. 3 BITES, 204
3 BREATHS, SAME NUMBER OF HIT POINTS AS THE HOUND,
EXAXX HALF THAT AMOUNT IF SAVING THROW MADE

DESCRIPTION:

LOOKS LIKE AN EXCEPTIGNALLY LARGE, THREE-HEADED
HELL HOUND. THE LEFT_HEAD BREATHES CHLORINE GAS,
THE CENTER FIRE, AND THE RIGHT ACID

ALSO CALLED CERBERUS HOUND.
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HOUND, NIGHT TYPE: ANIMAL

CREATED BY: DAVE HARGRAVE

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

SD8+1 4 18 2D6 1D6+12
ALIGNMENT: CHAOTIC
FOUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (15%) 6020 100% E
WANDERING 7D86
ATTACKS:
1 BITE, 1D8

DESCRIPTION:

BLACK HOUND (AS IN GREYHOUND) WITH RED EYES. IM-
PERVIBUS TO FIRE AND FEAR, HUNTS DOWN TO KILL ALL
LAWFUL BEINGS,

BASED ON "THE NIGHT LAND" BY WILLIAM HOPE HODGSON.
EEXREN
HOUND, NORTH TYPE: ANIMAL
CREATED BY: CHUCK CADY
HIT ARMOR 1a DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-10)D8 2 15 2D4+6 2D6+6
ALIGNMENT: LAWFUL
FOUND IN: DUNGEGNS, OPEN, MOUNTAINS
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDER 1 NG 3D4
ATTACKS:
1 BITE e
2C LAwé
2 s ELL& "FEAR" AND "PARALYSIS"

DESCRIPTION:

A PACK.
YS1S", THE_SAVE

H
HOUND’S HIT DICE. THE HoU

THE WORLDS®
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HOUND, NORTH

IF AN INDIVIDUAL WITH THE POWER OF ESP OR TELEP-
ATHY CAN MAKE HIS SAVE (UP _TO THREE TIMES) AND
THEN DEFEAT THE LEADER OF THE PACK IN A FAIR FIGHT
(NG ARMOR AND ONLY A SINGLE HAND HELD WEAPGN), HE
CAN TAKE OVER LEADERSHIP OF THE PACK.

ITS BASIC ARMOR CLASS IS 6 TO WHICH IS ADDED THE
NUMBER OF 1TS HIT DICE, GIVING A RANGE OF T0 -3

BASED GN THE "ERIC JOHN STARK" STORIES BY LEIGH

BRACKET
WK KX
HOUND, PHASE TYPE: ANIMAL
CREATED BY:!: CHUCK CADY
HIT ARMGR 10 DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-4)D8+4 4 14 204 2D6+6
ALIGNMENT: CHAGTIC-EVIL
FOUND IN: DUNGEONS, GUTDSGRS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 2D6 208 A
WANDERI NG 2ps8
ATTACKS:
1 BITE, 1D6
2 CLAH§ 1D4
1 BREATH, 4D6 FIRE (THREE TIMES A DAY)
A HELL HOUND HITH THE SPECIAL POWERS OF A PHASE
SPIDER. IT CAN BECOME ETHERIAL AT WILL, BUT MUST
BECOME MATERIAL IN ORDER TS BREATHE ITS FIE
EEE?TH. THE MAXIMUM RANGE OF THE BREATH :s THENTY
oMW N K
HOUND, ROCK TYPE: ANIMAL
CREATED BY: CLINT BIGGLESTONE
HIT ARMO 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(3-7)D8 4 12 1D4 2D6+6
AL IGNMENT CHAOTIC, NEUTRAL
FGUND IN: DUNBEONS PEN. WOODS, DESERTS, RIVERS,
i SWAMPS, CITIE
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HOUND, ROCK

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (25%) 2D4 25% C
WANDER NG 2D4
ATTACKS:
1 BREATH, "FLESH TO STONE"
1 BITE, iD®&
DESCRIPTIBN:
LOOKS LIKE A HELL HOUND IN FORM, BUT A DEEP SLATE-
GREY IN COLOR. IT CAN DETECT HIDDEN AND INVISIBLE
GBJECTS LIKE A HELL HOUND., USUALLY FOUND AS THE

COMPANIGN OF A STONE GIANT. T DOES NOT LIKE THE
. 1T EATS STONED PEOPLE AND MONSTERS,

EEEE
HUMBABA TYPE: MISCELLANEGOUS
CREATED BY: KEN PICK
HIT ARMOR DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
oD8 1 12 2De 2D6+6
ALIGNMENT CHAGTIC, NEUTRAL
FOUND IN: DUNGEONS, WOODS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (80%) 1D4 100% ¢}
WANDERING D3
ATTACKS:

1-2 +4 uEAPons BY WEAPON TYPE +6
1 +4 STING, 1D8 PLUS 10D8 POISON
1 VOICE, SAVE Vs “PEAR

DESCRIPTION:
GUARDIAN OF THE GODS’' CEDAR TREES. ALSO CALLED
MAN - SCURPIUNS OR_SCORPIO-CENTAURS. HUMAN FROM THE
WAIST U GIANT SCORPION BELOW. THE TAIL IS
SIX TO NINE EET LONG IT RESISTS MAGIC AS AN
EIGHTEENTH LEVEL WIZARD,

FROM AN ASSYRIAN MYTH.

PAGE

HYDRA, FIRE BREATHING
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TYPE: DRAGONKIND
CREATED BY: CHUCK CADY

HIT ARMCR 1Q DEXT .

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-18) +3 S 6 2D4 2D6+6
ALIGNMENT: CHAOTIC-EVIL
FOUND IN: DUNGEONS, WOODS, MOUNTAINS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (90X) 1 903 Ax2
WANDERING
ATTACKS:

1 BREATH PER HEAD, THREE TIMES A DAY (SEE BELOW)
DESCRIPTION:

A FIRE BREATHING FORM OF HYDRA USED ALMOST EXCLU-
SIVELY AS A TREASURE GUARD. IT CAN HAVE FRUH oNE
TO SIXTEEN HEADS EACH WORTH SIX, EIGHT

TWELVE PGIN Y0 DETERMINE THE VALUE 6F THE IRE
BREATHED BY A PARTICULAR HEAD, USE A DIE WITH THE

SAME NUMBER OF SIDES AS THE HEAD HAS. THE ACTUAL

NUMBER OF HIT POINTS IT HAS 1S EQUAL TO THE SUM OF
THE VALUES OF 1TS.HEADS PLUS THREE PGINTS.
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MONSTERS
ICE MAN TYPE: HUMANGID
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
608 &l 2D6+86 2D6+6

IC

48

ALIGNMENT: LAWFUL, CHAOTIC, NEUTRAL
FOUND IN: DUNGEGNS, MOUNTAINS

NUMBER PRUBAB[LITY OF TREASURE AND TYPE
LAIR (25%) 1D8 (0} 4 E MAGIC, NON-MAGIC
WANDERING D8

ATTACKS:
2 ICE LANCES, 2D6
1 SPELL

DESCRIPTION:

FACETED CRYSTALINE MAN OR WOMAN. IMMUNE TO COLD.
ALL FIRE WEAPONS AND SPELLS HAVE ONLY HALF EFFECT.
HE HAS THE ABILITY TG PUT OUT ALL NORMAL FIRES AND
50% OF ALL MAGIC FIRES BY JUST THINKING ABOSUT IT,
THIS INCLUDES FLAMING WEAPONS.

HE CAN USE THE FULLGH]NB SPELLS: WALL OF ICE ICE
STORM, CONE OF COLD, SPHERE OF COLD, LIGHT

CHARM _COLD DWELLING MUNSTER (+4), HE IS VULNER-
ABLE TO CHARM PERSON. SOME MAY HAVE OTHER MAGE
POWERS, BUT NO FIRE RELATED SPELLS.

THE ICE MAN IS A KIND OF FREE-WILLED COLD ELE-
MENTAL.

xEx

E WOLF TYPE: ENCHANTED MONSTER
CREATED BY: WAYNE SHAW
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 3 30 206 De+12

ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 1
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ICE WOLF
ATTACKS:
| BITE, 2D10
2 cLAwS, 1D10
DESCRIPTION:
A COLD OR ICE ELEMENTAL IN THE FORM OF A WOLF.
THE GENERAL CHARACTERISTICS FOR ELEMENTALS APPLY,
USUALLY FOUND IN RUINS.
EXXEXX
ICE WORM TYPE: ENCHANTED MONSTER
CREATED BY: DAN PIERSON
HIT ARMOR 10 DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
8D8 ) 6 24 1D4+1 1D6+10
ALIGNMENT: NEUTRAL, HUNGRY
FOUND IN: DUNGEGNS., MOUNTAINS, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (35X) }B: 100% D

WANDERING
ATTACKS:
| BITE, 204 PLUS 4D6 COLD

DESCRIPTION:

TRANSPARENT, WINGED WORM. ABOUT SIX FEET LONG
WITH A LAMPREY LIKE MOUTH. OFTEN KEPT AS A PET/
WATCH BEAST BY ICE MEN. ITS FRIGID BREATH CON-
STANTLY DOES 4D6 IN COLD DAMAGE IN A SIX BY THREE
FOOT CONE. VERY VULNERABLE TO FIRE,
XXXEX
I CEGRUNT TYPE: MISCELLANEOUS
CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(13-15)D8 2+2 1 1D3+9 103+15
ALIBNMENT: NEUTRAL
FOUND IN: DUNGEONS, MOUNTAINS

1CEGRUNT
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (75%) 1D8 1008 C
WANDERI NG 1D3 108 ¢
ATTACKS:
1 BITE, 1D4
1 BREA?H (# OF HIT DICE)DB cu%n

N A 90° X 30° CONE

DESCRIPTION:

LUGKS SOMETHING LIKE FURRY WHITE BOULDER WITH
STUBBY LEGS. WHEN STILL IT CAN LOOK EXACTLY LIKE
A SNOW COVERED BOULDER. IT IS IMMUNE TO COLD AND
TO ALL MAGICAL DEVICES. THE ICEGRUNT IS ONLY
FOUND IN VERY COLD PLACES.

I CEHORN TYPE: GIANT ANIMAL

CREATED BY: STEVE HENDERSON

HIT ARMOR 1Q DEXT.
DIC CLASS MOVE FLY SWIM RANGE RANGE
(5- ?IDG 2+7 3 1D4 2D6+6
ALIGNMENT: CHAGQT
FOUND IN: DUNGEGNS, MOUNTAINS

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (75%) 1D3 100% B
WANDERI NG D2
ATTACKS:

3 HORNS, 3D4 PLUS 3D6 COLD
4 FEET, 3D4 PLUS (# OF HIT DICE)D& FLAME

DESCRIPTION:

A BRUTAL, WARTY CREATURE OF ABCUT FOUR TONS MASS.
IT LOOKS SOMETHING LIKE A LOW SLUNG ELEPHANT WITH
EiEEEsSTUBBY LEGS., IT IS ONLY FOGUND IN VERY COLD

IT TURNS SPELLS AS A RING. ANYONE STRIKING IT
MUST SAVE VS, MAGIC OR THE APPENDAGE USED TO
STRIKE WILL WITHER.
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JAMANT TYPE: ANIMAL
CREATED BY: RICHARD HARVEY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
4D8 4 12 2D6 3De6

ALIGNMENT: NEUTRAL, HUNGR
FOUND IN: OPEN, wo&Ds, DESERTS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (25%X) 2DS
WANDERI NG 2DS

ATTACKS:

1 BITE, 1D10
2 HeovEs, 1D8

DESCRIPTIOGN:

THE JAHANT HAS THE HEAD OF A LION AND THE BODY OF
A HORS IT IS VERY FOND OF ELVISH FLESH. Is
AMONG THE HGST LGYAL OF MOUNTS WHEN TAMED BUT T
MUST BE CAPTURED VERY YOUNG. IT IS ONLY RARELY
FOUND IN DESERTS

EE KK
JUBAL CAIN TYPE: MISCELLANEOUS
CREATED BY: STEVE MARSH
HIT ARMO 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3Ds8 2 2D6

ALIGNMENT: NEUTRAL, HUNGRY
FOUND IN: OPEN, DESERTS, SWAMPS, AIR

NUMBER PROBABILITY UF TREASURE AND TYPE
LAIR (5X) 1 LESS
WANDERING 1 25! G LESS 10!
ATTACKS:
1 TONGUE, 2D8 CONSTRICTION
DESCRIPTION:
LUOKS LIKE AN AERIAL SERPENT BUT CAN ALSO “SHAPE-
CHANGE" ITSELF INTO A FLAT CLOTHLIKE BEIN?RETEN BY

THIRTY FEET BY ONE INCH THICK. SORT OF A
FLYING TABLE CLOTH. |IT ATTACKS FROM THE AIR WITH
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JUBAL CAIN

ITS SIXTY INCH LONG TONGUE, THE TONGUE HAS HILL
GIANT STRENGTH. IT HATES DWARVES, BUT IT WILL
SERVE EVEN A DWARF IF_SUBDUED. 1T WILL EAT ANY-
THING. IT USUALLY ATTACKS BY SURPRISE,

LR 8 8 24
JUBGER TYPE: VANCE DRAGON
CREATED BY: DAN FIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
11D86 0 8 1D6+6 1D6+4
ALIGNMENT: NEUTRAL
FGUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 4D10 70% A
WANDERING 1D8

ATTACKS!

1-2 WEAPONS, BY WEAPON TYPE PLUS 6D6
1 BITE, 6D6

DESCRIPTION:

LARGE, GREY, SLOW MOVING VANCE DRAGON., USUALLY
LAIRS WITH S8THER VANCE DRAGENS AND THEIR HUMAN
MASTERS (WHO HAVE THE TREASURE). USES WEAPONS
LIKE THE GREATSWORD AND ONE-HANDED MAUL,

WHEN STRUCK BY A NORMAL WEAPCON, THERE 1S A B60%
CHANCE THAT THE WEAPON WILL BREAK, 40% FOR +1
WEAPONS, AND 20% FOR +2 WEAPONS.

BASED ON "THE DRAGON MASTERS" BY JACK VANCE.
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KILL-KILL TYPE: ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1D4 - 7 8 1D6 1D6+12

ALIGNMENT: CHAOTIC
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 100D20 SOR B
WANDERI NG 1o0D20
ATTACKS:
1 BITE, 1 POINT
DESCRIPTION:
LITTLE GREEN-FURRED, RAT-LIKE MAMMAL WHICH RUNS
PACK LIKE PIRANAHS, ATTACKING ALL IN SI1GHT

REGARDLESS OF THEIH sizE, IMMUNE TO ALL MENTAL
AND EMOTIONAL SPELLS AND POWERS.

R KR
KILLWING TYPE: ANIMAL
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1D8 6 1 15 1D3 1D6+12

PAGE 52

ALIGNMENT: HUNGRY
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (35%) 10D4 60X A
WANDER1NG 304
ATTACKS:
1 SONIC, 2D6 AT TEN FEET 105+3 ﬁT THENTY
1D6 AT THIRTY, iD3
1 BITE, 103 PLUS 50% Stance AT T 1s raBID

DESCRIPTION:

AT-LIKE CRITTER WHO HUNTS WITH MICROWAVE SOUND.
ITS PROBABILITY OF HITTING IS THAT OF A BASIC
FIGHTER WITH A HEAVY CROSSBOW. IT HAS NO EYES
IT USES INSTEAD ITS MOTHLIKE ANTENNA. 1T HAS A
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KILLWING
THEEE FUUT HINGSPREAD SONIC WEAPONS CAN CONFUSE
XREKN
KITTYHAWK TYPE: ANIMAL
CREATED BY: SEAN CLEARY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1D4 7 10 1D4+7 12
ALIGNMENT! NEUTRAL
FOUND IN: DUNGEGNS, OPEN, WOODS, DESERTS, SWAMPS, AIR
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (SX) 100D20 5% C, NO MAGIC
WANDERING 1ob2o
ATTACKS:

2-3 BITES, 1D2 (-1 VS CHAIN)

2 FRONT CLAWS, !DG (-2 VS. PLATE)
2 REAR CLAWS, 1D3-1 (+1 VS. AC9)
1 SHOCK, DOUBLES ALL OTHER HITS

DESCRIPTION:

A CROSS BETWEEN A BOBCAT AND A HAWK. IT HAS A
FEATHERED AND FURRED BODY, WITH THE WINGS AND TAIL
OF A HAWK AND THE MAIN BOOY OF A BOBCAT. TS WING
SPAN 1S ABOUT THREE TO FOUR FEET.

IT ATTACKS FIRST WITH A AND WILL CLIMB IF
A _SEVEN OR BETTER IS RULLED ﬁ TH

ATTACK 1S WHEN IT DIVES INTO SUHEUNE ITS DIVING
SPEED IS 24 INCHES.

IF_IT DOES NOT CLIMB AFTER A DIVE IT WILL ATTACK
WITH ITS CLAWS AND TEETH. THE SHOCK DAMAGE 1S
COMPUTED BEFORE DEDUCTING FOR ARMOR.

GENERALLY IT IS +2 ON MORALE, AND THE MEMBERS OF A
FLOCK MAY NOT ALL FOLLOW THE SAME LINE OF ACTION,
THOUGH THEY TEND TO KEEP TOGETHER AS A FLOCK.

KOBOLD
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TYPE: HUMANOID
CREATED BY: GILESPIE/BLACOW/ET AL
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANBE RANGE
1D4 S De+12 1De+12
ALIGNMENT: CHAOTIC, NEUTRAL
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10%) 100D6 20% c/ 2
WANDERI NG 3D20 5X c/ 4

1-2 WEAPONS, BY WEAPON TYPE_PLUS STRENGTH BONUS
CHAOTICS HAVE 7D6 POISONED BLADES
1 BITE, 1D6 PLUS POISON

DESCRIPTION:
THE GILESPIE-BLACOW-SLIMAX KOBOLD EDITED BY SEAN
CLEARY .

ITS STRENGTH IS 18+ AND [T USES WEAPONS APPRGPRI

ATE TO ITS STRENGTH (TWO HANDED SHURD FLAIL,

BATTLE AX, WAR HAMMER, ETC. HE HEAVIER THE BET-
ER). ALL OF ITS CHAhACTERlSTICS ARE ARE ROLLED

+5.

IT HAS TWICE THE NURHAL CHANOE OF POSESSING A
MAGICAL WEAPON, TEN WITH GE COMBINATIONS
OF PLUSES. ANY NDN KOBULD FICKING UP ITS MAGIC
WEAPON WILL TAKE 1D8 POINTS OF DAMAGE AND WILL
TAKE THE SIDE OF ANY KOBOLDS HIS PARTY MEETS.
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LEMMING, GIANT TYPE: ANIMAL
CREATED BY: SCOTT MC CARTNEY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3D8+1 6 12 4 1 1D4+8
ALIGNMENT: ANY, HUNGRY
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 1D100
ATTACKS:

1 BITE, 2D4 PLUS
2 CLAWS, 1D4

DESCRIPTION:
AN OVERGROWN LEMMING.

"DEATH WISH" POISON (SEE BELOW)

WHEN ENOUNTERED, THERE IS A
50% CHANCE THAT THE LEMMING IS BEING DRIVEN BY A
DEATH WISH. WHEN DRIVEN, IT ATTACKS AT +2 DUE TGO
ITS FEROCITY AND ITS BITE CONTAINS A POISON WHICH
WILL IMPART THE DEATH WISH TO ITS VICTIM.

CREATURES DRIVEN BY "DEATH WISH" ALWAYS FIGHT UN-
TIL DEATH, NEVER RETREATING. IF UNABLE TS FIGHT
HE VICTIM WILL ATTEMPT TO DO AWAY WITH HIMSELF |
OME OTHER WAY SUCH AS JUMPING OFF A CLIFF, BEAT-
é? hrs HEAD AGA A "NEUYRALIZE

T
SOME
TING INST A WALL, ETC.

POISON" WILL COUNTERACT THE "DEATH WISH".

o

E2 2 234

LEMURE
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TYPE: UNDEAD
CREATED BY: STEVE DAVIES

HIT ARMOR 1@ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
aps 2 12 306 306
ALIGNMENT: EVIL
FOUND IN: DUNGEONS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (S0X) 1D6 SOR E
WANDERI NG 1D4
ATTACKS:
1 TOUCH, 1D8 PLUS ONE POINT FROM CONSTITUTION
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DESCRIPTICON:

A HUMAN-SHAPED UNDEAD MONSTER. IT HAS LEPROUS
GREEN SKIN THAT APPEARS TO BE SLOUGHING OFF, AND
GLOGWING RED EYES.

ALL CREATURES UNDER FOUR HIT DICE WHO SEE ONE MUST

AVE VS. FEAR OR RUN AWAY IN TERROR AND REVULSION.
THE LEMURE HAS THE POWER TGO CONFUSE ANY ONE OPPO-
NENT THAT IT CHOOSES AT A TIME. ANY HIT BY A
LEMURE CAUSES *PERMANENTx LOSS OF ONE POINT FROM
ITS VICTIM'S CONSTITUTION.

IT HAS THE POWER TO USE THE "MAGIC JAR" SPELL
ITS BODY WILL OFTEN BE FOUND LYING IN A HEAP
BE MISTAKEN FOR A MOULDERING CORPSE.

THE LEMURE 1S ONLY EFECTED BY MAGIC ATTACKS AND
SILVER WEAPONS.

so
AND

LIBEAR TYPE: ANIMAL
CREATED BY: STEVE HENDERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(6-10)D8 4 15 104 306
ALIGNHENT- HUNGRY
GUND TN: DUNGEGNS, WooDS, MGUNTAINS, DESERTS, RIVERS,
SWAMPS, CIT
NUMBER PRGBABILITY OF TREASURE AND TYPE
LAIR (50%) 306 50% B
WANDERING 204 108§ F OR O
ATTACKS:
2 CLAWS (LION), 1D6
2 CLAWS (BEAR), 1D3
1 BITE, 1D12
1 HUG, 2D8
DESCRIPTION:
A LION-BEAR-CENTAUR. WHEN FOUND IN ITS LAIR, ONE

6F THE ANIMALS WILL BE YOUNG CUBS.
IS THE SAME AS A WEREBEAR'S.

THIRD
ITS CHANCE OF HUGGING
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LIFECLOAK TYPE: MISCELLANEOUS
CREATED BY: WAYNE SHAW
HIT ARMO DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
8D8 B 18 3D8
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30X%) 1D6
WANDERING 106
ATTACKS:
1 ENFOLDMENT, DRAINS ONE LIFE LEVEL
DESCRIPTION:

THIS THING hPPEARS AS A SHINY HHITE CLOAK THAT
FLYS. IF T VICTIM MAKES HIS VE VS. LIFEDRAIN,
THERE 1S A 10! CHANCE OF THE CLUAK GOING SYMBI -
OTIC, IN WHICH CASE THE CLOAK GIVES

ITS OWNER THE
FOLLOWING POWERS: FLIGHT, +1 STRENGTH, +1 INTEL-

LIGENCE, +1 CONSTITUTION, +4 ARMOR CLASS, TELEP-
ATHY, DETECT MAGIC, AND STRENGTH AND SPEED DOUBLED
DiD16 TURNS ©GNCE A DAY.

THE CLOAK HAS AN INTELLIGENCE AND AN EGO OF 2D6.
THE CLOAK/OWNER RELATIONSHIP IS ANALOGOUS TO THE
SWERD/BWNER RELATIGNSHIP,

IF SOMEGNE IS WEARING A LIFECLOAK AND 1S ATTACKED
BY ANGOTHER CLOAK, THERE IS A 10% CHANCE THAT HIS
CLOAK WILL GO FERAL AGAIN.

IF TWO CLOAKS ATTACK AT THE SAME TIME, THEY WILL
DO AN ADDITIONAL 2D8 DAMAGE, PLUS THE LIFE DRAINS.

ONE OUT _OF EVERY HUNDRED EXPERIENCE POINTS GAINED

BY A LIFECLOAK WEARER WILL GO TO THE CLOAK, NOT
THE WEARER.
KEXEXX
LISN, SILICON TYPE: ANIMAL
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(2-5)D8 2 14 1D6+1 1D6+12
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LION, SILICON

ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (15%) 1D8+7 50% c
WANDERI NG
ATTACKS:
2 CLAHS 1D6
1 BIT D12

DESCRIPTION:

A STONE LION HITH PLEXIGLASS FUR. IT COMES FROM
AN _ALIEN DIMENSION. IT LIKES STONE GIANTS, BUT IT
S ROCK OR STUNE DRAGONS .

HATE USUALLY WARY, IT IS
VICIOUS DURING ITS MATING SEASON.

IT 1S IMPERVIOUS TO “FLESH-STONE". “STONE-FLESH"
TURNS IT INTG A REGULAR LIGN,

OFTEN FOUND AS THE PET OF A MEDUSA AND EATS HER
VICTIMS,

LE R & 2.4

LIZARD, GIANT TYPE: GIANT ANIMAL

CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)D8 2 10 1D4 2D6+6
ALIGNMENT: ANY, HUNGRY
FOUND IN: ANYWHERE

NUMBER PROBABILITY @F TREASURE AND TYPE
(5%) 2D4 102 A
HANDERINB 108
ATTACKS:
| BITE, (# OF HIT DICE)D4 PLUS
(# 6F HIT DICE)D3 PSISON (SEE BELOW)
DESCRIPTIGN:

THE GENERIC DESCRIPTIGN OF THE VARIOUS FORMS OF
GIANT LIZARDS.

ITS BITE H?

POISONOUS, DEPENDING ON THE TYPE
OF LI1ZARD

PAGE
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LIZARD, GIANT

ITS BASIC ARMOR CLASS IS 3 PLUS ONE THIRD OF THE

NUMBER OF ITS HIT DICE, FRACTIONS ARE ROUNDED UP
GIVING A RANGE OF 2 TO -6.
EREK X
LIZARD, LASH TYPE: GIANT ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-8)DB+1 3 9 2D4 1D6+12
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OUTDJGRS, WATER, AIR

NUMBER PRGBABILITY OF TREASURE AND TYPE

LAIR (75%) D12 0% OFF BODIES OF VICTIMS
WANDERING 1D&
ATTACKS:

1 TONGUE, 1D4 PER HIT DIE, SA LlVA PARALYSES

2 CLAWS, 1D4-1D8 DEPENDIN é ON SIZE
DESCRIPTION:

LIKE A CHAMELEON, 1T CAN TAKE THE COLORATION OF

ITS SURROUNDINGS. FOR EVERY HIT DIE IT HAS ITS

TONGUE IS FIVE FEET LBNG. THE TOGNGUE 1S RAZOR

SHARP AND CAN CUT ARMOR,
ARMOR CLASS 2,

THE LARGER ONES ARE

KK X
LONG-HEGRNED MURDERER
CREATED BY: DAN PIERSON

TYPE: VANCE DRAGON

HIT ARMOR 10 DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

SDe o] 21 1D6+8 1D6+8
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROGBABILITY OF TREASURE AND TYPE

LAIR (40%) D12 70% A
WANDERI NG 3D6
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LONG-HORNED MURDERER LONGL ICKER

ATTACKS: ;EENEGNBLIGKER IS ONLY FOUND DEEF DOWN IN DUN-
1-2 WEAPONS, BY WEAPGN TYPE PLUS 1D10 )
1 HORN, 3D6 (WILL IMPALE VICTIM IF IT GETS 2 OVER THE HIT DIE RANGE GIVEN IS TYPICAL THOUGH EVEN
! BITE, 1D12 WHAT NEEDED TO HIT OR BETTER THAN 17) LARGER SPECIMENS HAVE BEEN FOUND

2 TXXEXX
DESCRIPTION:
LOWAN TYPE: GIANT ANIMAL

GREY BROWN WITH STEEL TIPPED HURNS USES A LANCE,
SHURD AND/OR CUTLASS. USUALLY LAIRS WITH OTHER CREATED BY: SCOTT MC CARTNEY
VANCE RAGUNS AND THEIR HUHAN HASTERS (WHO HAVE

THE TREASURE) HIT ARMOR DEXT.
DICE CLASS MOVE FLY SHIH RANGE RANGE
BASED ON "THE DRAGON MASTERS" BY JACK VANCE. 15De S 106 1iD12
KK KX AL IGNMENT: HUNGRY
FOUND IN: RIVERS, SWAMPS
LONGL I CKER TYPE:!: ANIMAL
NUMBER PROBABILITY OF TREASURE AND TYPE
CREATED BY: STEVE HENDERSON LAIR (15X) 1D6
WANDERING 1D3
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE ATTACKS:
(16-20)D8 2+8 6 1D3 1D3+9
1 BEAK, SD8&
ALIGNMENT: CHAOTIC
FOUND IN: DUNGEONS DESCRIPTION:
NUMBER PROBABILITY OF TREASURE AND TYPE A LARGE FLIGHTLESS WATERBIRD WHICH CAN BE UP TO
LAIR (75%) 2D3 100% G TWENTY FEET IN LENGTH. IT IS VERY SHY AND RARE
WANDERI NG 1D4 AND IT WILL NOT ATTACK UNLESS PROVOKED, CORNERED,
OR ITS YOUNG IS ENDANGERED. A LAIR WILL USUALLY
ATTACKS: BE TWO ADULTS AND SOME CHICKS.
1 TONGUE, 8D10 PLUS PARALYSIS POI1SON FROM “"HIERO’'S JOURNEY" BY STERLING LANIER.
1 SONIC, DEAFFEN (SEE BELOW
DESCRIPTION:

A MANSIZED CREATURE BUILT ALONG THE LINES OF AN
ENLGNGATED ANTEATER WITH HARD SCALY SKIN. IT
TONGUE, WHICH IS THIRTY FEET LONG, CAN IMPALE ITS
VICTIMS, DOUBLING THE DAMAGE [T DOES. IF THE VIC-
TIM OF THE TONGUE FAILS TO MAKE HIS SAVE VS. THE
POISON, HIS BODY CELLS WILL BREAK DOWN AND DIS-
SOLVE AT 3D6 PER TURN. AFTER THREE HITS, THERE 1S
NG SAVING THROW POSSIBLE. WHEN THE VICTIM IS
FULLY DISSOLVED, THE LONGLICKER SUCKS UP THE FLUID
THAT REMAINS AS FOOD.

ITS ROAR DEAFFENS FOR 3D6 HOURS WITH A 10% CHANCE
THAT IT WILL BE PERMANENT.

PAGE 57




ALL THE WORLDS"

PAGE

PAGE

MONSTERS

MAGGOT, MIND TYPE: ANIMAL

CREATED BY: SCOTT MC CARTNEY

HIT ARMOR 1Q DEXT.
PUI?TS CLQSS H?VE FLY SWIM RAEGE RA?GE

ALIGNMENT: EVIL
FOUND IN: DUNGEONS, MOUNTAINS

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1D100

ATTACKS:
1 MOUTH (SEE BELOW)
DESCRIPTION:

A_SMALL GREY HAGGUT LESS THAN ONE HALF INCH LONG.
CLINGS TGO THE CEILING OF DUNGEGNS AND VES

H A 20% OF BEING DETECTED., IF NOT DETECTED IT

DROP ONTG ANY CREATURE PASSING UNDER IT AND

TS WAY TG HIS HEAD AND BITE INTO THE SKULL.

BITE IS ANESTHETIGL THERE IS ONLY A SOgUL

IT. 1IN THO
THE MAGGOT WILL BURROH THRUUGH THE SKULL
TO THE BRAIN.

N THE BRAIN, THE MAGGOT WILL DEVOUR ONE
OF INTELLIGENCE PER TURN. THERE IS ONLY A
HANCE THAT THE MAGGOT WILL BE DETECTED ONCE
GINS TO COMSUME THE BRAIN. UNTIL THE VICTI
IX INTELLIGENCE POINTS, HE WILL NOT NOTIC
G, THE INTELLIGENCE L&SS IS PERMANENT.
REACHES ZERO, THE VICTIM WILL DIE.

M
E
IF

ECTE A "DISPEL EVIL" FOLLOWED BY A "RE-
URSE" IS THE ONLY WAY T@ KILL THE MAGGOT.

2= IPrr——70 P-HOPLTLL~—~

am
<
mo

XXX XX
MANTA TYPE: MISCELLANEOUS

S8

CREATED BY: WAYNE SHAW

HIT ARMOR DEXT.
CLASS MOVE FLY SWIM RANGE RANGE
D8 0 30 300 4D4 3D6+18

NT: NEUTRAL
N: ANYWHERE
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MANTA

0K N K X

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (15%) iD10 1008 B
WANDERING 1D10
ATTACKS:
| TAIL LASH PER HIT DIE; 1D8, 1D10, OR 1D12
DEPENDING  ©N SIZE
DESCRIPTION:
AN INTELLIGENT FUNGOID CREATURE RESEHBLING A MUSH-
ROOM AT REST OR MOVING SLOWLY (ON FOOT). WHEN IT
SPEEDS UP IT ASSUMES A MANTA-RAY SHAPE AND ALMOST
SUPERNORMAL SPEED A FIVE HIT DIE MANTA HAS +36
DEXTERITY AND A SiX DIE MANTA HAS +54. THEY
PREFER SWAMPY AREAS.
BASED ON "OMNIVORE" BY PIERS ANTHONY.
TYPE: ALIEN
CREATED BY: CARY MARTIN
HIT ARMOR 10 DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
sD8 6 14 1D6+12 1D6+14
ALIGNMENT: CHAOGTIC, NEUTRAL
FOGUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (15%) 8D10 20% D
WANDERI NG 1D4+4 5T D
ATTACKS:
2 CLAWS, 1D6 OR
2 GEAPoks By WEAPON TYPE (NOT BOTH)
2 FEET 108
1 WHIP. 1D4
DESCRIPTION:
FROM A PROTO-FELID RACE, APPROXIMATELY 6 FEET TALL

IT OPERATES UNDER A HIGH HONOR CODE REGARDLESS oF
ES N& ARMOR GR SHIELDS AND 1S
AN INHERENT HAND-FIGHTER (CHECK JOCK ROGT’S SPE-
CIAL ABILITIES CHART ABE 4); IT NEVER USES
MISSILES. IT CAN USE TECHNOLAGY GR MAGIC, BUT NO
SPELL CASTERS. IT URAN HAVE THE ABILITY ©F A THIEF
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MONSTERS
MEKHAR
OF ITS OWN LEVEL FBR “MOVE SILENTLY" AND "HIDE IN
SHADBWS", [T DOGES NOT HAVE A
FRGM "HUNTERS OF THE RED MOGN" BY MARIGN ZIMMER
BRADLEY .
EXKE R
MINEGGON TYPE: MISCELLANEGUS
CREATED BY: STEVE PERRIN
HIT ARMOR IQ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 8 1D6+6 2D6+6
ALIGNMENT: CHAGTIC, NEUTRAL
FGUND IN: DUNGEONS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 106 1008 E
WANDERI NG 1D4
ATTACKS:
1 BUTT, 2D8
1 BITE, 103 PLUS STONING
1 WEAPAON,
DESCRIPTION:

A HINUTAUR—?URggE CROSSBREED. IT

CHARGES LIKE A

SAVE. IT APGN IS USUALLY A GREAT AX WHICH HITS
AND DOES DAHAGE LIKE HALBERD.
22 S 3
MELE MAN TYPE: HUMANOID
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT,

DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-6)D8+1 3 6 3D6 2D6+6
ALIGNMENT: LAWFUL, NEUTRAL
FOUND IN: DUNGEONS, OPEN, MOUNTAINS

NUMBER PRUBABiLITY OF TREASURE AND TYPE
LAIR (35%) 3D20 2000 GP + 5000 SP
WANDERI NG 1D12
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MOLE MAN
ATTACKS:
2 CLAWS, 2D6
DESCRIPTION:
SEVEN FEO6T TALL, BUG-EYED, AND FANGED. THEY HAVE
LENG SCIMITAR SHAPED CLAWS CAPABLE OF CUTTING
THROUGH STEEL ©R STONE. BLACK, WARTY SKIN. CAN
MOVE SILENTLY THROUGH THE EARTH AT THIRTY FEET A
TURN. HAVE LITTLE TO DO WITH HUMANITY THOUGH
BASICALLY LAWFUL GR FRIENDLY NEUTRAL

LR T 2

MORSE TYPE: ANIMAL
CREATED BY: SCOTT MC CARTNEY
HIT ARMOR DEXT.
DICE CLASS MOVE FLY SNIM RANGE RANGE
4D8 12 10 1D12+6
ALIGNHENT‘ LAWFUL
COUND IN: WOODS
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING D4
ATTACKS:
2 HOOVES, 1Ds8
1 SET OF ANTLERS, 1D10
DESCRIPTION:

A VERY LARGE MUTATED CROSS BETWEEN A HORSE AND A
MBGSE. ITS ANTLERS DROGP OFF EACH FALL AND REGROW
EACH SPRING. THE MORSE 1S EASILY DONMESTICATED
BUT IT MUST BE ASSIGNED A MASTER WHEN IT lS sTiLL
YOUNG AND WILL NOT SERVE ANY OTHER. IT IS INTEL-
IGENT ENoUGH 10 BE ABLE T8 COMMUNICATE WITH THGSE
HO HAVE A SMALL AMOUNT OF TELEPATHIC ABILITY
HOUGH ONLY SIMPLE THOUGHTS, CONCEPTS, AND ORDERS
CAN BE UNDERSTOOD. THE MORSE MAKES AN EXCELLENT
WAR MOUNT, ESPECIALLY FOR ONE WHOG CAN TELEPATHI -
CALLY DIRECT ITS COMBATS,

FROM "HIERO’S JOURNEY" BY STERLING LANIER.
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MOUNT TYPE: HUMANGID
CREATED BY: DAN PIERSGN
HIT ARMOR DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3D8 24 1D6+2 1D6+10
ALIGNMENT: NEUTRAL
FOUND IN: DUNGECNS, OUTDOORS, RIVERS, SWAMPS, CITIES
UMBER PROBABILITY OF TREASURE AND TYPE
LAIR (80%) 1050
WANDERING 1DS0
ATTACKS!
NONE

60

DESCRIPTION:

SKINNY HUMANOID. RUNS ON FOUR
MOUNT (HENCE ITS NAME).

TAKEN FROM "THE DRAGON MASTERS"

"LEGS". USED AS A

BY JACK VANCE,
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NERVE-FLAYER TYPE: MISCELLANEOUS
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1508 2+6 9 D8 1D6+18

ALIGNMENT: CHAOT
FOUND IN: DUNGEBNS, CUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (55%) 1D8 100% H
WANDERING

ATTACKS:

1 BREATH, 18D6, NERVE GAS IN A TWENTY BY SIXTY

FOOT_CLOUD

1 VISUAL, 1D3 LIFE LEVEL DRAIN

4 HORNS, 8D10

2 CLAWS, 3D4 PLUS 6D6 LIGHTNING IF BOTH HIT
DESCRIPTION:

A VERY RARE HANDEE

R, TOTALLY INDESCRIBABLE BUT

-$12ED, EACH CHARACTER HAS A

5% PER WISDOM POINT CHANCE OF NUT LOQKING INTO !TS
EYES; IF HE DOES, HE SUFFERS A 1-3 LIFE LEVEL
DRAIN.
IT IS IMMUNE TO ALL CHARMS AND HOLDS. IF IT KILLS
SOMETHING FOR FOOD (PREFERABLY BY COOKING IT WITH
THE LIGHTNING), IT WILL DIMENSION DBOR AWAY IN
GREAT HOPS OF 360 FEET AND GO HOME TO EAT.
EEE NN
NIGHTGAUNT TYPE: ENCHANTED MONSTER
CREATED BY: K. JONES
HIT ARMOR 1q DEXT.
DICE CLASS Mcvz FLY SWIM RANGE RANGE
4D8 24 2D6 1D6+14

ALIGNMENT: CHASTIC, NEUTRAL
FOUND IN: DUNGEGNS, MOUNTAINS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 2086
WANDERI NG 106
ATTACKS:

1 DISARM/CAPTURE, 5% CHANCE
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NIGHTGAUNT NIGHTSTALKER
DESCRIPTION: DESCRIPTION:
1T RESEHBLES A BLACK, SKIN-COVERED HINGED TAIL- LOOKS LIKE A FIVE FOOT TALL, BLACK VELVET BABOON
EYELESS SKELE*AL MONKEY; BUT IT IS VERY WHO WALKS UPRIGHT. THIS ANIMAL BLENDS INT® SHADGW
STRUﬁG (1D6+12) . HILE POSESSinNG No TREASURE oF LIKE THELFTH LEVEL THIEF_AND MOVES ABSOLUTELY
ITS OWN, IT IS OFTEN SET TO GUARD PLACES THAT THE IS INTELLIGENT ENGUGH TO FOLLOW A
GODS WISH LEFT ALONE (SUCH AS SACRED MOUNTAINS). PARTY AND ATTACK AT THE BEST OPPORTUNITY (LIKE AT
NIGHT OR RIGHT AFTER A BATTLE). THERE IS
IT PREFERS THE DARK AND, IF IN THE WILDERNESS CHANOE THAT THIS ANIMAL’S BITE WILL INFECT THE
WILL NOT VENTURE OUT BEFORE DUSK OR AFTER DAWN. VICTIM AND CAUSE HIS DEATH IN 1D6+4 DAYS UNLESS A
OFTEN FOUND IN MOUNTAIN CAVERNS. "CURE DISEASE" IS DONE.
ITS LANGUAGE IS OCCASIONALLY KNOWN BY A GHOUL LEE T
WHICH CAN COMMAND THE NIGHTGAUNT’S AID.
NYARLATHOTEP TYPE: GOD
THE NIGHTGAUNT'S CHIEF BOAL 1S TGO CARRY PEOPLE OFF
TO BE DUMPED AT RANDOM OR INTO THE GREAT ABYSS. CREATED BY: K. JONES
VICTIMS ARE TICKLED UNMERCIFULLY TO PREVENT STRUG-
LING. THE VICTIMS MUST BE RESCUED WITHIN 2-3 HIT ARMOR 1Q DEXT.
MELEE RGUNDS OF CAPTURE OR THE NIGHTGAUNT WILL WIN DICE CLASS MOVE FLY SWIM RANGE RANGE
FREE AND FLY OFF WITH HIM., THERE IS A 30% CHANCE 1ooD8 -20 100 100 10 50 50
F_AN UNARMED VICTIM ESCAPING BY HIMSELF IF ONLY

ONE NIGHTGAUNT 1S HOLDI IM. IF TWO OR MORE, ALIGNMENT: CHABTIC, CHAGTIC-EVIL
THERE IS ONLY A 1% CHANCE FOUND IN: DUNGEGNS
FROM "DREAM QUEST OF UNKNOWN KADATH" BY H., P. NUMBER PROBABILITY OF TREASURE AND TYPE
LOVECRAFT. WANDERI NG 1

LS 2 ATTACKS:

NIGHTSTALKER TYPE: ANIMAL AS WHAT EVER HE APPEARS AS (SEE BELOW)

CREATED BY: CLINT BIGGLESTONE DESCRIPTION:

HIT ARMOR DEXT. THIS GOD GLORIES IN APPEARING AS SOME ORDINARY
DICE CLASS ~MOVE FLY SWIM RANGE RANGE MONSTER, FIGHTING AS THAT CREATURE, AND SPONTANE-
6D8 S5 12 1D 1D6+12 OUSLY REGENERATING EVERYTIME HE IS “KILLED" (1.E.

THE ORDINARY MONSTER WOULD DIE). AFTER A WHILE HE
ALIGNMENT: HUNGRY WILL GET BORED AND LEAVE, THE PARTY WILL GAIN THE
FOUND IN: WOODS, MOUNTAINS, CITIES EXPERIENCE POINTS NORMALLY GIVEN FOR FIGHTING THE
MONSTER HE WAS IMITATING.
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 4D6 25% F NYARLATHOTEP MAY BE INDUCED TG AID A PARTY BUT HE
WANDERI NG 306 52 F 1S MORE LIKELY TO SEND THE PETITIONERS Tﬁ His
ATTACKS TIMATE MASTER, AZATHOTH, AS AN OFFERING

1 BITE, 1D12
2 CLAWS, 1D4
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OLOG-HAI1 TYPE: GIANT-TYPE
CREATED BY: KEN PICK
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
8D8+3 3 12 2D8 2D6+6

ALIGNMENT: CHAOTIC, EVIL, CHAGTIC-EVIL
FOUND IN: DUNGEGNS, HOUDS, MOUNTAINS, CITIES

NUMBER 788%ABIEITY OF TREASURE AND TYPE

LAIR (S0X) 108
WANDERI NG 1D8 - S50% 100-800 GP EACH

ATTACKS:

1 WAR HAMMER, 2D8

DESCRIPTION:

oKk X

OLOGG-HAI MEANS "GREAT TROLL". |IT APPEARS AS A
LARGE, HUSKY TROGLL CARRYING A LARGE WAR HAMMER AND
SHIELD. 1T REGENERATES AS A VAMPIRE AND IMMUNE TO
SUNLIGHT. IT HAS HILL GIANT STRENGTH. IF DIS-
BEHEEE IT ATTACKS AS A TROLL WITH +1 HIT AND

SOMETIMES (20%) FOUND CEBMMANDING A BAND OF TEN OR
MEORE TROLLS, ONE GLOG PER BAND.

FROM "LORD OF THE RINGS" BY J. R. R. TOLKEIN.

ORGONE DRAINER TYPE: DRAGON

CREATED BY: STEVE MARSH

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

3D8 2 24 3D6 2D6+6
ALIGNMENT: NEUTRAL
FOUND IN: SEAS

NUMBER PRGBABILITY OF TREASURE AND TYPE

WANDERI NG 104 60% H /7 2
ATTACKS:

63

1 TONGUE, 1D6 PLUS ENERGY DRAIN EVERY OTHER HIT
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ORGONE DRAINER
DESCRIPTION:

LOOKS LIKE A SMALL BLACK DRAGON. [TS TONGUE HITS
LIKE A SPEAR. THE ENERGY LOSS ONLY GCCURS AFTER
THE SAME VICTIM HAS BEEN HIT TWICE., FOUND IN

MEDIUM SEAWEED (TWENTY FEET LONG, FIVE FOOT VISI-

BILITY).
XK K K X
ORGOYLE TYPE: HUMANOID
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-5)D8+1 S -] 12 2D6+4 2D6+6

ALIGNMENT: CHAGTIC
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30X%) 2038 100% C + 1500GP EACH
WANDERING 1D10 20% C

ATTACKS:

JAVELIN, 2D6
SHORTSWORD, 1D6+1D10
CLAW, 1D8

BITE, 1D6

HORN, 1D&

DESCRIPTION:

OGRE-GARGOYLE CROSSBREED., LOOKS LIKE A LARGER
CHUNKIER, LESS REPTILIAN GARGOYLE. IT WILL OF TEN
HOVER AND THROW JAVELINS, THEN DIVE TG THE ATTACK
WITH SHORTSWORD, CLAWS, TEETH AND HORN. THE HORN
WILL IMPALE THE VICTIM ON A 1/6 CHANCE, DOING
DOUBLE DAMAGE; BUT THE ORGOYLE WILL BE HELPLESS
FOR GNE TURN UNTIL IT CAN PULL THE HORN GUT.

1
1
1
1
1

XEX KN
OWL, GOLDEN
CREATED BY: DAVE HARGRAVE

TYPE: GIANT ANIMAL

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-7)DB+1 5 3 20 2D6+3 2D6+6
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OwWwL, GOLDEN

AL IGNMENT: LAWFUL, NEUTRAL
FOGUND IN: ANYWHERE

NUMBER 7gg%ABIEITY OF TREASURE AND TYPE

LAIR (20%) 1D4

WANDERI NG 1D4 108 E

ATTACKS:
2 CLAWS, 1D4 PLUS 5D6 ELECTRICAL DAMAGE
1 BEAK, 1D8

DESCRIPTION:

GIANT GOLDEN OWL. QUITE INTELLIGENT. FAVORITE
FOOD 1S KOBOLD OR GOBLIN MEAT, BUT HAVE BEEN KNOWN
TO EAT A KOBBIT OR HOBBIT BY MISTAKE, ELEGTRICAL
CHARGE THROUGH CLAWS 1S ENTIRELY WHEN_THEY WISH

1T, FOR THE NUMBER OF THEIR HIT DICE TIMES A DAY.
DISLIKE SUN- AND WIND-DEVILS AND ARE THE ARCH
EEEE{ES OF VORDS. [IMMUNE TO EMOTIONAL ©OR MENTAL
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PHOENIX

PAGE
PANTHER TYPE: ANIMAL
CREATED BY: CHARLIE LUCE
HIT ARMOR DEXT.
DICE CLASS HOVE FLY SWIM RANGE RANGE
aps 0 2D6+6 3Db4+8

ALIGNMENT: ANY, HUNGRY
FOGUND IN: DUNGEONS, OUTDOORS, CITIES

LAIR (30%) 3D4
WANDERING 2D4 10% c

ATTACKS:

1 BITE zos
2 CLAWS
1 BREATH, Faua TIMES A DAY (SEE BELOW)

DESCRIPTION:
g{géLIAR TG A LEOPARD, THIS FELINE IS THE

OF THE DRAGGNS, EVEN THOSE OF THE SAME AL [GNMEN

DO NOT NORMALLY GET ALONG. THE PANTHER IS IHHUNE
TO DRAGON BREATH_ATTACKS EXCEPT THOSE WHG DO
DIRECT DAMAGE; ITS SAVING THROW AGAINST THESE
BREATHS IS 6 AND IF NOT MADE IT ONLY TAKES HALF
DAMAGE ﬂTHERHlSE THE BREATH HAS NO EFFECT.

THE PANTHER HAS 1TS OWN BREATH WEAPON, TO WHICH
DRAGONS ARE IMMUNE. THE EFFECT UPON CREATURES
OTHER éEAN DRAGENS DEPENDS ON TEEIR LEVEL:

LEV URATION
1-3 HoLn HONSTER 24 HOURS
4-6 SLE 8 HOURS
7-9 1D6 FULL TURNS
10-15 courusxcn 2D4 MELEE ROUNDS
16 UP  CONFUSION 1D4 MELEE ROUNDS
THE ALIGNMENT OF THE PANTHER CAN BE DETERMINED
FROM THE COLOR OF ITS FUR:
WFUL - WHITE, TAWNY, o SPOTTED
NEUTRAL - BROWN, GREY, BLUE
CHASTIC - BLACK, enEEﬁ
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NUMBER ?gg%ABI%ITY OF TREASURE AND TYPE

SAME
A LARGE TIGER, IT IS THE HEREDITARY ENEHY
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PEGESONE TYPE: MISCELLANEOUS PHANFASM TYPE: SPIRIT
CREATED BY: RANDY BOUCHER CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT. HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE DICE CLASS MOVE FLY SWIM RANGE RANGE
20D8 -8 24 18 36 (13-16)D8 o} 15 15 15 1D6+17 1D6+12
ALIGNHENT NONE ALIGNMENT: CHAOTIC-EVIL
OUND IN: DUNGEONS, MOUNTAINS, CITIES FOUND IN: DUNGEONS, MOUNTAINS
NUMBER PROBABILITY OF TREASURE AND TYPE NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (5X) 1 100 H LAIR (50%) 1D100 B80% Ax2
WANDERING 1 10% 1D6 GEMS AND 1D6 JEWELS WANDERI NG 1D20
ATTACKS: ATTACKS:
CLAWS, 1D10+10 PLUS DEATH BY SQUEEZING 2 PUNCHES
4 TENDRtL 1D10+10 PLUS LIMB SEVER OR AS SHﬂﬁED CHANGED
DESCRIPTION: DESCRIPTION:
EIGHTEEN FEET TALL IT HAS EIGHTEEN EYES RINGING USUALLY APPEARS AS A HAIRY, APE-LIKE BEING WITH
WHAT HOULD BE CALLED ITS WAIST. |IT HAS SIX FEET HE HEAD OF A BIRD OR BEAS IT HAS HILL GIANT
WITH SIX WS EACH_ AND THERE 1S A FOREST OF TEN- STRENGTH VAMPIRE REGENERATION, AND PERMANENT
DRILS ABUUT ITS MOUTH, WHICH IS AT THE TOP UF ITS SHAPE CHANGE. IT IS IMMUNE T6' ALL WEAPGNS BELOW
HEAD. FROM A DISTANCE THE TENDILS LOOK LIKE HAIR. +2.

THE TENDRILS ARE AS STRONG AS STEEL WIRES A D ARE
CAPABLE OF LASHING OUT AT LI@HTNIN@ SPEED.

THE PEGESONE CAN CONTROL TIME (SEVEN SECONDS FOR-
WARD OR BACK) AND CAN USE THIS CONTROL TO LOOK
AHEAD TO SEE WHERE ITS VICTIM WILL BE WHEN_ITS
STRIKE HITS HOME. UNLY THUSE HAVING A DEXTERITY
GF 15 OR BETTER HAVE CHAN OF AVOIDING THE
STRIKE BGF EITHER CLAN OR TENDRIL, S% PER POGINT OF
DEXTERITY ABOVE 14. WHEN A CLAW HITS, THERE IS A
E?ELCHTNGE THAT IT WILL SQUEEZE THE vicTIM AND

.

VERY YOUNG PEGASONES CAN BE COUGHT AND TAMED TG BE
USED AS MOUNTS, GIVING UP TGO TEN RIDERS AND THEIR
EQUIPMENT ITS ARMOR CLASS OF -8, WHICH 1S SO HIGH
DUE TO ITS TIME DUNTROL ABILITY. A TAMED PEGASONE
WILL BE A MULE AND UNABLE TO REPRODUCE ITSELF.

THE PEGASONE IS IMMUNE TO ALL FORMS OF SPELLS, ANY
MAGICAL ATTACKS ADD TO ITS HIT POINTS.

FROM "OVERLORDS OF WAR" BY GERHARD KLIEN.
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EVERY PHANFASM IS ABLE TO USE 5 (+1 FOR EVERY HIT
DIE OVER _13) SPELLS FROM EACH ILLUSIONIST LEVEL
WITHOUT REGARD TO SPELL POINTS,

HATES ALL NON-PHANFASMS, BUT IT WILL SOMETIMES
ENLIST IN STRONGLY EVIL FORCES (75X CHANCE THAT IT
WILL TURN ON ITS ALLIES AFTER THEIR MAIN GOAL HAS
BEEN ACCOMPLISHED). FEARS ALL TRUE-SEERS.

TAKEN FROM “THE EMERALD CITY OF O0Z" BY L. FRANK

BAUM.
KKK
PHASE WING TYPE: ENCHANTED MONSTER
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-16)DB+4 6 12 24 2D4 2D6+6

ALIGNMENT: CHAGTIC-EVIL

FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 2D4 25% Cc
WANDERING 2D8
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PHASE WING

ATTACKS:
| SONIC BLAST, [(# OF HIT DICE)+21D4
3 TALoﬁs Pooe

DESCRIPTION:
A KILL WING WITH PHASE SPIDER POWERS. [TS BEAK
AND TALONS HIT AT +2. 1T NORMALLY EXISTS ON THE
ETHERIAL PLANE, BUT ITS POWERS WORK EQUALLY WELL
IN THE "REAL" WORLD AS ON THE ETHERIAL.
ITS BASIC ARMOR CLASS IS 7 TG WHICH 1S ADDED ONE

FOURTH OF THE NUMBER OF 1TS HIT DICE FRACTIUNS
ARE ROUNDED UP GIVING A RANGE OF 6 T0 3

K

PHOENI X TYPE: ANIMAL
CREATED BY: CHARLIE LUCE
HIT ARMOR IQ DEXT .
DICE CLASS HOVE FLY SWIM RANGE RANGE
4De 2 48 3Ds6 2D6+8

ALIGNMENT: LAWFUL
FO

UND IN: R?EBEUNS OUTDOORS, RIVERS, SWAMPS, CITIES,

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (65%) 1D4 100% |
WANDERING 102
ATTACKS:
1 BITE, 1 4
| TALGNS, 1D8

DESCRIPTION:

APPEARING AS A LARGE, SCARLET AND QOLD EAGLE, THIS
MAGICAL BIRD 1S COMMBNLY FOUND AS A MAGE (40%),
CLERIC (40%), OR "SINGER" (20%). IT CANNGT BE
HARMED BY ANY HEAT OR FIRE WEAPON, AND MAGI CAL
FIRES HEAL ONE POINT PER DIE OF DAMAGE T
TAKES DGUBLE DAMAGE FRGM COBLD. 1T IS RARELY FOUND
IN DUNGEGNS AND NEVER IN COLD PLACES.

A PHOENIX WHO DIES MAY BE RAISED BY BURNING_THE
REMAINS (EVEN IF GNLY DUST AFTER DISINTEGRATION)
THIS BURNING ACTS EXACTLY AS A TWENTIETH LEVEL
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PHOENIX
PATRIARCH’S "RAISE DEAD FULLY". A PHOENIX WHICH
IS VERY NEAR DEATH MAY FLAME ITSELF BY STRIKING
SPARKS FROM ITS BEAK. BY FREEZ-

PHOENIXES WHO DIE
ING MAY NGT BE RAISED BY BURNING.

THE PHOENIX CAN ONLY BE STRUCK BY MAGICAL WEAPONS.

K KR
PHOTOID TYPE: MISCELLANEOUS
CREATED BY: WAYNE SHAW
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
12D8 8 8 D3 2De
FOUND IN: AIR
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20X) 106 20% I
WANDERI NG 1D4
ATTACKS:

2 TENTACLES, 1D12
1 SUNBEAM, iD100

DESCRIPTION:

A FLOATING RIG[BLE LIKE CREATURE, CAPABLE OF
FOCUSING THE SUN’S RAYS AS A WEAPON. THIS ABIL
ONLY WORKS ON BRIGHT SUNLIGHT DAYS; ANY GVERCA
WILL LIMIT ITS USE. 'THE PHOTOID CAN REGENRERAT
1 HIT POINT PER MELE TURN, EVEN VS. FIRE OR ACI
BUT THE REGENERATION STﬁPé IF IT 1S KILLED,

THE PHOTOID IS FILLED WITH A LIGHT GAS SO
FLOATS IN THE AIR AND ITS ACTUAL MOVEMENT lS
DEPENDENT 6N THE SPEED AND DIRECTIGN GF THE WIND.

BASED ON "MIDWORLD" BY ALAN DEAN FOSTER.

ITY
ST
E
D

.

* K X K X
PLINK PLANT
CREATED BY: STEVE PERRIN
HIT ARMOR 1Q DEXT.

TYPE: PLANT

DICE CLASS MOVE FLY SWIM RANGE RANGE
D8 8 0 1 18
FBUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES




PAGE 68
ALL THE WORLDS® MONSTERS

PLINK PLANT PSIREN TYPE: ENCHANTED MONSTER

CREATED BY: WAYNE SHAW
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100X) 10D10 100% A ) HIT DEXT.

DICE CLASS HGVE FLY SWIM RANGE RANGE
ATTACKS: 4D8 6+12 2D6+86
1 SEED POD, 1D6; DEATH (SEE BELOW) ALIGNMENT: CHAOTIC
FOUND IN: ANYWHERE
DESCRIPTION:
NUMBER PRGBABILITY OF TREASURE AND TYPE
LOOKS LIKE MANY OTHER PLANTS. |IT DETECTS BODY LAIR (85%) 1D8 100%
WARMTH WITHIN SIXTY FEET. EACH PLANT RELEASES A WANDERI NG 1D8
POD WHICH HITS LIKE A HEAVY CROSSBOW FIRED BY A
CHAMP1GN. ATTACKS!
|F THE POD HITS, IT WILL TRY TO PENETRATE ARHOR 1 MIND BLAST, AS A MIND FLAYER
LIKE A TWO DIE MONSTER. IF IT PENETRATES CURE 1 CHARM BROADCAS
DISEASE MUST BE DGNE IHHEDIATELY GR THE Rﬁﬂ
SYSTEM_FROM THE POD WILL KILL TH IN_1D6+1 DESCRIPTION:
MELEE TURNS. THE VICTIM PASSES OUT IHHEDIATELY
A THREE- FOOT WIDE JELLY FISH LIKE CREATURE. MOST
THE PLANT MAY HAVE MORE THAN ONE POD, BUT IT ONLY OF ITS BODY WEIGHT IS BRAIN. AS LUNG AS ONE IS
FIRES ONE PER TARGE ALIVE NYGNE WITHIN THE VE INCES OF (WHB IS
SUBJEET TG A CHARM SPELL) MUST MAKE HIS SAVE VS.
LEEE L CHARM EVERY MELEE TURN., ITS EFFECTS ARE NOT CUMU-
LATIVE. |IF ATTACKED, IT GETS A MIND BLAST LIKE A
PRAYING MANTIS TYPE! GIANT INSECT MIND FLAYER. IT USES ITS CHARM POWER MAINLY TO
GET FOOD, BUT WILL SOMETIMES KEEP A FEW CHARMED
CREATED BY: CLINT BIGGLESTONE CREATURES ARGUND AS GUARDS. IN GAMES WHERE
PSIONIC POWERS ARE USED, IT HAS ALL ATTACK AND
HIT ARMOR 1Q DEXT. DEFENSE MODES AND A PSIGNIC ATTACK AND DEFENSE
DICE CLASS MOVE FLY SWIM RANGE RANGE STRENGTH OF 320.
8-15)D8 2 8 20 1D3 1D6+14

AL IGNMENT: HUNG
FOUND 1N: DUNGEUNS OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (1SX) 1D2 S0% B

WANDERING 1 '

ATTACKS:

2 PAPS, 2D8
1 BITE, 306 (IF BOTH PAPS HIT - SEE BELOW)

DESCRIPTION:
A GIANT PRAYING MANTIS. [IF BOTH PAPS (CLAWS) HIT,
THEN THE VICTIM MUST MAKE A DEXTERITY ROLL (S%

CHANCE PER POINT OF DEXTERITY) OR BE BROUGHT TO
THE MANTIS‘ HEAD FOR A BITE.
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QUELT TYPE: MISCELLANEOUS
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3D8 3 3 2D6 2D6
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEGONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 2 100% A

ATTACKS:
1 LIGHTNING BOLT, (6-8)D6
DESCRIPTION:

HELMET SI1ZED AND SHAPED BEASTS_THAT CHANGE COLOR
TO MATCH THEIR SURROUNDINGS. THEY HAVE RETRACT-
@ |BLE EYESTALKS, CLAWS, LEGS, ETC. THEY WILL SET
¥ 29 UP OPPOSITE EACH OTHER ALONG A CORRIDOR, IN A
Sheoidgd ROOM, ETC._ ANYONE PASSING BETWEEN THEM WILL BE
3 %R¥$E BY THE LIGHTNING BOLT WHICH PASSES FROM ONE
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RANDOM HORROR TYPE: MISCELLANEOUS
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(12-38)D8e 3 12 24 © 2De+1 1D8+12

ALIGNMENT: ANY, HUNGRY
FOUND IN: DUNGEGNS

DESCRIPTION:
THIS IS A "FILL IN YOUR OWN VALUES" MONS

TER
CAN APPEAR WHENEVER THE DUNGEON MASTER NEEDS
Ex;RA MUSCLE. IT CAN BE ANY TYPE OF MONSTER

WHICH
SOME
OR

ITS ARMOR CLASS EQUALS 3 MINUS THE DUNGEON LEVEL
ON WHICH IT APPEARS.

ITS HIT DICE RANGE IS (DUNGESBMN LEVEL) + S5 + (
RANDOM NUMBER) WHERE THE RANDSM NUMBER RANGES FROM
1 TGO [(DUNGEON LEVEL)-11.

IT HAS 2 + [1 TO (DUNGEON LEVEL)-11 / 2 ATTACKS.
EACH ATTACK IS WORTH [(DUNGEGN LEVEL) / 21D6 + 6
POINTS. THESE ATTACKS CAN HIT ANYTHING, EVEN
MAGICAL ARMOR. EACH ATTACK HAS A HIT BONUS OF 1D3
AND A DAMAGE BONUS OF 1D4.

IT MAY HAVE A BREATH WEAPEN GF ACID, FIRE, COLD,
SOUND, POISON, OR ANYTHING ELSE. IF 1T HAS A
BREATH WEAPON, IT CAN USE 1T 4 + (RANDOM NUMBER)
TIMES A DAY WHERE THE RANDOM NUMBER RANGES FROM
1 TO [(DUNGEGN LEVEL) / 21. THE DAMAGE DONE BY
THE BREATH IS [5 + (RANDOM NUMBER)1D6 WHERE THE
RANDGM NUMBER RANGE IS FROM 1 TGO ONE HALF THE
DUNGEON LEVEL.

THERE 1S A S0X CHANCE THAT IT CAN REGENERATE 3 +
(RANDOM NUMBER) POINTS AFTER 1D3-1 MELEE TURNS,
WHERE THE RANDOM NUMBER 1S THE SAME AS ABOVE.
THERE 1S ALSO A S0X CHANCE THAT IT WILL HAVE 1DS
EXTRAORDINARY POWERS.

IF ITS INTELLIGENCE IS 12 OR MORE, THEN IT WILL
USE MAGIC AS A MAGE OF LEVEL 5 + (RANDGM NUMBER) ,

R + WHERE THE RANDOM NUMBER 1S GENERATED AS ABGVE.
azor Ton gue
N 18T ROLATER RS 1080 v 16 3" (DUNGEON. LEVEL 25
+ %2,
O T Rarhmdil
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RAZORTONGUE TYPE: ANIMAL REMORA, GIANT
CREATED BY: CLINT BIGGLESTONE DESCRIPTION:

HIT ARMOR 1Q DEXT. A TWENTY FOOT LGNG SLENDER FISH WITH A SUCKER ON
DICE CLASS MOVE FLY SWIM RANGE RANGE TOP OF ITS HEAD i T LATCHES ONT® THE BOBTTOM OF
14D86 2+6 6 104 1D4+12 A PASSING SHIP GN&HING THROUGH IN 1D4+7 TURNS.

DUE TS THE RAé CAUSED BY ITS LARGE BOSDY, THE SHIP
ALIGNMENT: HUNGRY 1S SLAWED ABOUT TWENTY INCHES PER TURN FO&R EACH
FOUND IN: DUNGEONS, MOUNTAINS REMORA WHICH IS ATTACHED.
NUMBER PROBABILITY OF TREASURE AND TYPE THE REMORA WILL ONLY ATTACK LARGE SHIPS. IF THE

LAIR (35%) 102 25% I REMORA 1S ATTACKED, THERE IS A 102 CUMULATIVE
WANDERING 1D2 CHANCE PER ATTACK THAT IT WILL LET GO.
ATTACKS: XK XX

1 TONGUE, 8D6 RHOGON TYPE: ALIEN

1 BREATH, 6D6 COLD IN A 10 BY 10 FOOT CLGUD

2 CLAWS, 4D6 CREATED BY: OWEN HANNIFEN

1 "POLYMORPH ANY OBJECT" SPELL

HIT MOR 1Q DEXT.
DESCRIPTION: DICE CLASS HOVE FLY SWIM RANGE RANGE
10D8 2D6+6 12D6+12

LOOKS LIKE A GORILLA- SIZED KOALA-BEAR WITH STEEL

HARD FUR IT IS CARNIVOROUS. ITS TONGUE HAS A AL IGNMENT: HUNGRY

TEN FOOT REACH. 1T CAN BREATH COLD THREE TIMES A FOUND IN: DUNGEONS, OPEN, MOUNTAINS, AIR

DAY AND USE ITS POLYMORPH SPELL ONCE A DAY (TO

CHANGE A LIVE PREY TO A DEAD STEAK). IT 1S IMMUNE NUMBER PROBABILITY OF TREASURE AND TYPE

TO ALL FEAR SPELLS AND 1S ONLY FOUND IN COLD LAIR (50%) 1D4 100% A (TECHNGOLOGICAL)

PLACES. WANDERI NG 1D2 75% B

KK X ATTACKS:
REMORA, GIANT TYPE: SWIMMER ? g%#gs,sg?g

CREATED BY: STEVE DAVIES 3 MISSLES PER DAY, 6DS, EEE%B%IUN WITH TEN FOOT

HIT ARMOR 1Q DEXT. 5 MAGIC MISSLES 3 TIMES PER DAY, 1D6+1
DICE CLASS MOVE FLY SWIM RANGE RANGE
15D8 o 30 1D4 3D6 DESCRIPTION:

ALIGNMENT: NEUTRAL, HUNGRY A NATIVE OF QUOPPINA, THIS METALLO-CORGANIC PREDA-

FOUND IN: SEAS TOR FLIES ON TWO SETS OF ROTORS HHIGH FULD BAGK
WHEN NOT IN USE. IT IS FORTY FEET L A SIX

NUMBER PROBABILITY OF TREASURE AND TYPE FOOT HEAD. WHEN IT STOGOPS (ATTACKS FRUH THE AIR)

LAIR (30%) 104 40% A(3) THOSE ©F FIVE HITDICE AND BELGH MUST SAVE V

WANDERI NG 1D3 FEAR IN ALL RESPECTS IT IS A MEMBER OF THE DRAG-
ON CLASS WITH TWOG EQUIVALENT BREATH ATTACKS (THE

ATTACKS: MISSLES).

1 BITE, 1D12 A WIZARD LOCK HAS A 2% PER_LEVEL CHANCE OF JAMMING
A VITAL PART AND DEALING IT A CRITICAL HIT.

FROM "RETIEF’S WAR" BY KEITH LAUMER.
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MONSTERS
SANDWORLD VAMPIRE TYPE: HUMANOID
CREATED BY: CARY MARTIN
HIT ARMOR 1Q DEXT.
DICE CLASS MOGVE FLY SWIM RANGE RANGE
4D8 7 16 1D4+1 1D4+14
ALIGNMENT: HUNGRY
FOUND IN: DESERTS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) 10D10 10% 1
WANDERING SD4
ATTACKS:

2 HANDS, 1D4 PLUS STRENGTH BONUS OR
2 CLUBS, 1D8 PLUS STRENGTH BONUS (NOT BOTH)

DESCRIPTION:

TALL PALE HUMANOID WITH LONG TEETH. IT WILL AT-
TEMPT TO SUBDUE AND CARRY OFF PECPLE SO AS TO
DRAIN ALL FLUIDS FROM THEIR BODIES. IT IS FROM A
PLANET MOGRE WATER-HUNGRY THAN ARRAKIS ("DUNE").
IT IS USUALLY FOUND IN VERY DRY PLACES.

THE SANDWORLD VAMPIRE 1S NOT UNDEAD. IT MAY HAVE
TECHNOLOGGICAL ITEMS IN ITS TREASURE, BUT WILL NOT
KNOW HOW TO USE THEM.

IF_ ITS DEXTERITY IS BETTER THAN SIXTEEN, THEN IT
GETS FOUR ATTACKS PER TURN. ITS STRENGTH IS 18
PLUS A PERCENTILE ROLL.

FROM “SANDWORLD" BY RICHARD LUPOFF.

KKK KX
SCORPIGBN, GIANT TYPE: GIANT ARTHROPOD
CREATED BY: DENNIS O’'BRIEN
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-8)D8 4 9 1 3D6

72

ALIGNMENT: HUNGRY
FOUND IN: DESERTS

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 2De
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SCORPION, GIANT
ATTACKS:

2 PINCERS
1 STING,

DESCRIPTION:

A TEN FOOT LONG SCORPIGN. UNEASY IN LARGE GROUPS,
THE SCORPIONS HAVE BEEN KNOWN TO OCCASIONALLY
ATTACK EACH OTHER.

IF THE VICTIM OF ITS STING DOES NOT MAKE HIS SAVE
VS. POISON, HE WILL

THIS SCORPION 1S NOCTURNAL AND USUALLY HIDES UNDER
ROCKS OR IN CAVES DURING THE DAY. IT IS FOUND IN
HOT AREAS. IT HAS A -3 SAVING THROW VS. COLD AND
ALSO TAKES +3 DAHABE FROGM COLD ATTACKS.

1D10
iD4 PLUS POISON (SEE BELOW)

LR EE R
SCORPION, WHIP
CREATED BY: STEWART SPADA
HIT ARMOR 1Q DEXT.

TYPE: GIANT ARTHROFOD

DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 2 12 1D4 4D4
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, DESERTS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) SD4 SoR B
WANDERING 104
ATTACKS:
2 CLAWS, 2D12
1 TAIL, 3D6
1 ACID SPRAY, SD8 (THREE TIMES A DAY)
DESCRIPTION:
A LARGE SGURPIUN ABOUT SIX INCHES HIGH, SIX FEET
LONG, AND WIT NINE FOOT LONG TAIL. THE TAIL IS
USED AS A FLAIL AND CAN SHOOT AN ACID SPRAY UP- TO
SIXTY FEET A IT IS BROWN OR_BLACK IN COLOR

AND VERY HARD TU SEE IN DIMLY LIT DUNGECON AREAS.
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MONSTERS
SCREAMER TYPE: UNDEAD
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(3-85)D8+1 2 - 18 306 2D6+6
ALIGNMENT: CHAOTIC
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (B8S5X) D12 100% E
WANDERI NG 1D6
ATTACKS!
1 VOICE, PARALYSIS-FEAR

DESCRIPTION:
WRAITH-LIKE BEING THAT MOANS AND WAILS. DOES NOT
STEAL LIFE ENERGIES BUT CAUSES SAVE VS, PARALYSIS
To BE MADE SAVE VS. FEAR. OFTEN A GUARDIAN
FOR A TREA#UR

SCREECHWHIP
CREATED BY: STEVE HENDERSON

TYPE: MISCELLANEOUS

HIT ARMOR DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

16D8 2+86 6 1D3+15
ALIGNMENT: CHACTIC
FOUND IN: g?¥?EgN3, WOODS, MOUNTAINS, RIVERS, SWAMPS,

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (75%) 103 100% A
WANDERI NG
ATTACKS:

2 TENTACLES, 4D6
SONIC, DI$RUPTS VICTIM’S BALANCE (INNER EAR)

DESCRIPTION:
A HANSIZED CREATURE HITH POWERFUL TENTACLES. IT
CAN US FOR CLIMBING. IT SCREAMS CONTINU-
ALLY THOSE WHG HEAR IT MUST MAKE A SAVE VS. MAGIC
OR BECOME DI1ZZY AND UNBALANCED. IT COMMUNICATES
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SCREECHWHIP

WITH ITS FELLOW KIND VIA MODULATED SOUND WAVES.
IT 1S IMMUNE TO STONIN

HEEEX

SHADE TYPE: MISCELLANEGUS

CREATED BY: CLINT BIGGLESTONE

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

4De = 12 2D6+5 2D6+6
ALIGNMENT: CHAOGTIC, EVIL, CHAOTIC-EVIL
FGUND IN: DUNGEGNS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 106
ATTACKS!
1 TOUCH, 1D6 PLUS 1 ENERGY LEVEL

DESCRIPTION:

THE ANIMATED SHADGOW OF AN EVIL MAN. IMMUNE
TO ALL CLERICAL AND MAGICAL SPELLS EXCEPT DISPEL
EVIL (MUST MAKE ITS SAVE OR BE DESTROYED), HOLY
WATER (SAME EFFECT AS DISPEL EVIL), CLERICAL

LIGHT (IT TAKES 1D6 DAMAGE), OR HAQICAL WEAPONS
(HALF DAMAGE). IT IS xNGT* UNDEAD

EEXENX
SHADOW, SILVER
CREATED BY: JERRY JACKS

TYPE: ENERGY BEING

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 2 156 3Dse 2D6+12
ALIGNMENT: LAWFUL-EVIL, NEUTRAL
FOBUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 1D6 S50% E

ATTACKS:
2 TOUCHES, 2D8 PLUS 1 ENERGY DRAIN
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SHADOW, SILVER

DESCRIPTIGN:

A LIVING SHADGH MADE OF SILVER WHICH ALHAYS AP-
PEARS AS ﬁ ALE OR FEMALE, _THE DOW IS
ALWAYS FLAT HI NU THICKNESS (A TWO DIHENSIUNAL
CREATURE A LA “FLATHURLD"J

IT IS IMMUNE TO ALL CLERICAL SPELLS EXCEPT FOR
"PERMANENT LIGHT" (WHICH DOES 3D3 DAMAGE) AND
HOLY WATER HHICH DOES 1D6 DAMAGE BY SHORTING
PART OF IT§ E 6UT. ONLY MAGIC WEAPSBNS CAN
HIT IT, BUT THEY na ONLY HALF DAMAGE PLUS ANY +°'S
THE WEAPON HAS.

HAGIC SPELLS (EXCEPT "DISPEL") REBUUND GN THE
"DISPEL" WILL WORK IF T FA

Tﬂ HAKE ITS SAVINO THROW (LOWEST PUSSIBLE) ELSE

IT HAS NO EFFECT

EE L B

SHAGGY TYPE: MISCELLANEOUS
CREATED BY: DAVE HARGRAVE
HIT ARMOR DEXT.

DICE CLASS HUVE FLY SWIM RANGE RANGE
(2-3)D8+1 2D6+6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEGNS, OUTDJORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (45%) 3D10 100% A
WANDERI NG 1D10

ATTACKS:
1 SUCK, ENERGY LEVEL
DESCRIPTION:

LOOKS LIKE A HUGE TRIBBLE, USUALLY PALE PURPLE IN
COLUR IT HAS NO DISCERNABLE HEAD E

ET IT “COOS" NICELY (LIKE A Tnléa st-
cnzrss AN EXTREMELY STICKY ADHESIVE N [TS BUTTﬂH
AND WILL ATTACH ITSELF TG ITS VICTIM, THEN IT WILL
SUCK OUT A LIFE LEVEL EACH MELEE TURN LIKE
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SHAGGY BEAST TYPE:! ANIMAL

CREATED BY: STEVE DAVIES

HIT ARMGR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
10D8 4 9 106 2D6+6

ALIGNMENT: CHAOTIC
FOUND IN: OPEN, WOODS, MOUNTAINS
NUMBER PROBABILITY ©F TREASURE AND TYPE
LAIR (30%) 1D4 508 B
WANDER ] NG 104
ATTACKS:
1 BITE 205 POISON
2 HeevEs, 1D8
1 TAIL 1De PO1SON
1 BREATH, 10D6 FIRE
! TOUCH OF ITS FUR, DEATH (SEE BELOW)
DESCRIPTIGN:
LOOKS LIKE A LARGE BULL BUT WITH A SNAKE s HEAD
GREEN FUR, AND A SNAKE-HEADED TAIL. FUR 1S
ARMED WITH STINGERS WHOSE STING IS DEADLY (SAVE
VS. POISON OR DEATH IN TWO® TURNS). [T GNLY
BREATHES IF IT IS ANGRY.
XK R X
SHOCKBONES TYPE: MISCELLANEGUS
CREATED BY: DAVE HARGRAVE
HIT ARMBR 1Q DEXT.
DICE CLASS MGVE FLY SWIM RANGE RANGE
108+2 6 12 0 1D4+15
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEGNS, OUTDOORS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 4D12 100% A
WANDERING 4D12
ATTACKS:
2 HANDS, 1D6

1 BITE, 1D8 (GNLY IF BOTH HANDS HIT)
1 SELF DESTRUCT, 2D10

SHOCKBONES
DESCRIPTION:
AN ELECTRICALLY ACTIVATED, NGN-MAGICAL, SKELETON.
CLERICS HAVE NG EFFECT ON IT. IT GLOWS WITH AN
ELECTRICAL AURA. IF "PROGRAMMED" TO DO SO, IT
WILL SELF DESTRUCT. IT IS AN ALIEN DEVICE.
ALSO CALLED "LIGHTNING BONES" FOR OBVIOUS REASONS.
5K K X

SHREW, GIANT
CREATED BY: CHUCK CADY

TYPE: ANIMAL

HIT ARMOR 1Q EXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1D8 16 1D6 2D6+6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEGONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PREGBABILITY OF TREASURE AND TYPE
LAIR (25%) 2D4
WANDERING 1D4
ATTACKS:
1 BITE, 1D4

DESCRIPTION:

THE SHREW 1S ALWAYS HUNGRY
THING AT ANYTIME. IT IS C
THERE 1S A 10% CHANCE THAT
IT ATTACKS AT +2.

ND WILL ATTACK ANY-
PLETELY FEAR PROCF.
T IS RABID AND IF SO

a
-3Ip

THE VICTIM OF A RABID BITE MUST MAKE A SAVE VS.
PHYSICAL ATTACK GR HE WILL BECOME HELPLESS AND
BEDRIDDEN IN 2D3 DAYS WITH DEATH FOLLOWING IN 1D4
EQEEL RABIES CAN BE CURED BY A "CURE DISEASE"

SKIN TYPE: UNDEAD
CREATED BY: HILDA HANNIFEN
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
2D8+1 6 =] 2D4 306
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SKIN SKORPOON

ALIGNMENT: CHAOTIC
FOUND IN: DUNGEONS, CITIES

NUMBER PREBABILITY OF TREASURE AND TYPE

DESCRIPTION:

NINE FOOT TALL GENETICALLY ENGINEERED BABOON WITH
A SCORPIGN-LIKE TAIL DEEP GREEN IN COLOR. HAVE

LAIR (20%) 6D6 20% D 8R MAGIC WEAPGNS LGNG SINCE BROKEN FREE OF THEIR MASTERS AND ARE
WANDERING 6D6 20% D RUNNING WILD.
ATTACKS: KK KK

1 SWORD, 1D8 (SEE BELGW) SKULL, FLYING TYPE: MISCELLANEOUS
DESCRIPTION: CREATED BY: MARK SWANSON

A BONELESS UNDEAD WHICH FIGHTS WITH A SWORD AND HIT ARMOR 1Q DEXT.

SHIELD. THERE 1S A 20% CHANCE THAT EACH SKIN WILL DICE CLASS MOVE FLY SWIM RANGE RANGE

4D8 4 18 2D6+6 2D6+6

HAVE A +1 CHAOTIC SWORD WHICH DRAINS ONE LIFE
ENERGY IF IT HITS WITH AN 18 OR HIGHER. ANY
ENERGY DRAINED ADDS 1D8 TG THE HIT POINTS OF THE
SKIN, T A MAXIMUM GF 17 POINTS.

BEING BONELESS, THE SKIN IS _A SAC OF ECTOPLASM.

1T ALWAYS MOVES "HASTED" UNTIL IT_SUFFERS A LOSS
OF EIGHT POINTS, THEN IT REVERTS TO NORMAL SPEED.
IF 1T REGAINS ENGUGH POINTS TO BE WITHIN SEVEN OF
ITS START]NG HIT POGINTS, IT RESUMES BEING "HASTED"

THGSE KILLED BY A SKIN BECUME SKINS IF THEIR_DEATH
WAS DUE TO AN ENERGY DRAI A CLERIC CAN ATTEMPT

TGO TURN A SKIN AS IF IT HAS A WIGHT.
LS E
SKORPGON TYPE: ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-9)D8+1 1] 10 206 2D6+6

ALIGNMENT: CHAOT
FOUND IN: DUNGEGNS OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 3D12 100% D

WANDER NG 2pa
ATTACKS:
2 CLAWS, 2D8
1 STINGER, 1D6 PLUS 4D6 PGISON
1 BITE, 108
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ALIGNMENT: CHAOTIC, NEUTRAL
FOUND IN: DUNGEONS

NUMBER PROBABILITY BF TREASURE AND TYPE

LAIR (90%) 2D4 100% F (DEPLETED)
WANDERI NG 1D4
ATTACKS:
1 Bl 1D4 PLUS 2 POGINTS OF POISON
1 SPELL (SEE BELOW
DESCRIPTION:

A "POOR MAN’S" LICHE, THE FLYING SKULL LOOKS JUST
LIKE WHAT YOU WOULD EXPECT, A SKULL WITH WINGS.

ITS EYES ARE GEMS WORTH 1D6+1 THOUSAND GP, BUT THE
GEMS ARE UNLUCKY IF REMOVED. IT IS VERY ANTI-
THIEF AND WILL ATTACK WHEN IT MEETS ONE.

OCCASIONALLY FOUND LIVING WITH A WIZARD AS A FA-
MILIAR OR ASSISTANT. THE SKULL MAY BE ABLE TO
USE SPOKEN SPELLS, BUT THERE IS A (SPELL LEVEL)/8
CHANCE THAT IT WILL BE DESTROYED WHEN IT DOES,

OCCASICNALLY ONE WILL BE WILLING TO BARGIN OR
ANSWER RIDDLES OR QUESTIGNS IN GRDER TG PRESERVE
ITS USUALLY DEPLETED TREASURES

THE FLYING SKULL CANNOT BE TURNED BY CLERICS.

QEQBNST MISSLES, THE FLYING SKULL HAS ARMOR CLASS
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SLIME-MOLD, VELVET TYPE: CLEAN-UP CREW
CREATED BY: SCOTT MC CARTNEY

HIT ARMOR 1Q DEXT

DICE CLASS MOVE FLY SWIM RANGE RANGE
15D8 6 =} 2086 4D4
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, WOODS, SWAMPS
NUMBER PROBABILITY ©F TREASURE AND TYPE
WANDERING 1
ATTACKS:

1-8 PSEUDOPODS, 2D4 POISON
1 "PARALYSIS" SPELL, 2D6 CREATURES WITHIN 100 FEET

DESCRIPTION:

HUGE, FORTY TO FIFTY FOOT, OBLONG MASS OF PURPLE
VELVET LIKE SLIME-MELD. IT WILL HAVE 2D6 TWENTY
FOOT LONG PSEUDOPODS, BUT CAN ONLY USE 1D8 PER
TURN TN MELEE. THE PSEUDOPODS GLOW WITH AN ORANGE
LIGHT AT THE END.

WHEN A VICTIM 1S KILLED OR PARALYZED BY THE SLIME-
MOLD IT WILL CRAWL OVER AND DEVOUR HIM, CONSUMING
ANY ORGANIC MATERIAL; EVEN GRASS IN THE AREA OF
THE VICTIM WILL BE CONSUMED. THE SLIME-MOGLD
%EEESTS ABOUT THE WEIGHT OF 200 GP EACH MELEE

THE SLIME-MOLD ONLY TAKES HALF DAMAGE FROM COLD
ATTACKS, BUT FIRE AND LIGHTNING D& DOUBLE DAMAGE .
IT 1S IMMUNE TG ALL OTHER FORMS OF MAGIC

FRGM "HIERGS’'S JOURNEY" BY STERLING LANIER.
R & 5
SLITH TYPE: PLANT
CREATED BY: DAN PIERSON
HIT ARMOR 1Q EXT
DICE CLASS MOVE FLY SWIM RANGE RANGE
7D8 -] o) 0 1D6+6
ALIGNMENT: HUNGRY
FOUND IN: WOODS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 1050 20% A
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SLITH
ATTACKS:
1 BLOOD DRAIN, 2D4 PER MELEE ROUND
DESCRIPTION:

WAX-WHITE BLOSSOM ON A VINE-LIKE STEM.
TRIPLE ROW OF FANGS IN THE BLOSSOM.

IT EXUDES A NARCGTIC PERFUME WHICH AFFECTS EVERY-
ADIUS. TH K

THERE IS A

A
AND DECREASES BY ONE EACH TIHE THE THROW IS
REPEATED.

THE STEM HAS ENOUGH MOBILITY TG ENABLE THE BLOSSOM
TG REACH THE VICTIM AND PROCEED THE BLOGD DRAIN.

THE PLANT HAS A GREAT AFFINITY FOR BLOOD (IN ANY
FORM) AND 1S REPELLED BY UNDEAD (NO BLOOD).

BASED ON "THONGER OF LEMURIA" BY LIN CARTER.
M N W
SLUG, MOUTHING TYPE: MISCELLANEGUS
CREATED BY: STEVE MARSH
HIT ARMER 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(2-4)D8 8 8 1D4 2D6
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEGNS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDER | NG 1
ATTACKS:
1 BITE 1D6 PLUS BLOGD DRAIN
st ICTION, 2D8

1 CO R
DESCR]PTlUN

A LARGE (EIGHT TO TEN FEET LONG) SLUG- LIKE CREA-
TURE. IT CAN ALMOST STAND ERECT. ITS UTH IS
HALFWAY DOWN ITS BODY AND HAS LARGE TEETH AND AN
EXPANDABLE JAW (LIKE A SNAKE). ITS FAVORITE MGDE
OF ATTACK IS TO REAR UP, FASTEN ITS TEETH ON THE
VICTIM, THEN ENFOLD AND CRUSH HIM. IT IS PALE
GREEN IN COLOR WITH A YELLOW UNDERBELLY,
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SLUG, MOUTHING

IT 1S VERY QUIET FOR ITS SIZE AND USUALLY GAINS

SURPRISE ON ITS VICTIMS. IF IT FAILS TO SURPRISE

THEHl THEY CAN USUALLY RUN AWAY FROM IT. IT HAS
POOR EYESIGHT AND DOES NOT_COMMUNICATE MUCH

HITH OTHERS. |IT WILL EAT ALMOST ANYTHING.
XHKEN
SNAKE, GIANT TYPE: GIANT ANIMAL
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)D8 - 6 3 2D4 2D6+6
ALIGNMENT: ANY, HUNGRY

FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (S0R%) 1D4 80% Ax2

WANDERING D2
ATTACKS:
1 BITE, (# OF HIT DICE)D2 PLUS
(# OF HIT DICE)D4 POISON
1 CONSTRICTIGON, (SEE BELOW)
DESCRIPTION:

THE GENERIC DESCRIPTION OF THE GIANT SNAKES.

1TS BASIC ARMOR CLASS IS 3 PLUS ONE THIRD 6F THE

NUHBER UF ITS HIT DICE, FRACTIONS ARE ROUNDED UP
IVING A RANGE OF 2 TO -6.

SNAPPER, GIANT TYPE: GIANT ANIMAL

CREATED BY: SCOTT MC CARTNEY

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

1o0D8é 2+2 6 12 103 1D10
ALIBNMENT: HUNGRY
FOUND IN: RIVERS, SWAMPS

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (10%) 1D3
WANDERING
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SNAPPER, GIANT

ATTACKS:
1 BITE, 3D10
DESCRIPTION:
4 BURF, MTATED, OB, OF SUMERID, TUTTLE, 8% Bi014°

FROM "HIERO‘S JOURNEY" BY STERLING LANIER.

SPHINX TYPE: MISCELLANEOUS
CREATED BY: CHARLIE LUCE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 =] 12 30 3D6 2D6+6
ALIGNMENT: NEUTRAL
FOUND IN! MOUNTAINS, DESERTS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 2D6 100% D
WANDERI NG 2D4 20% D
ATTACKS:

1 BITE, 1D6
2 CLAWS, 1D4

DESCRIPTION:
THIS CREATURE IS THE NEUTEA% COUNTERPART OF THE

LAMMASU, WITH A HUMAN-LIK LION’S BODY;
THE FEMALE OF THE SPECIES IS nLHAYS HINGED, BUT
THE HALES ONLY RARELY (ABGUT 1 CHANCE IN 64). THE
SPHINX WILL EITHER BE A FIFTH LEVEL MAGE OR CLERIC
DEPENDING ON WHICH IS HIGHER, ITS INTELLIGENCE OR
ITS WISDOM (ROLL 3D6 FOR EACH); IF OTH E Eﬂ AL,
THEN A MALE WILL BE MAGE AND A FEMA

CLERIC. IF THE "SINGER" CLASS IS USED THE SPHINK
WILL BE ONE IF ITS CHARISMA 1S AT LEASY TWO POINTS
HIGHER THAN ANY OF ITS OTHER CHARACTERISTICS, ITS
BEHAVIOR FROM CLUSIVE TO CURIUUS AND
FRIENDLY UR ENIGHATI TU STI WINGED MALES
BREED TRUE. THE SPHINXES ARE HATRIARCHAL.
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SPIDER TYPE: GIANT ARTHROPGD
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)D8 2 9 1D4 2D6+86
ALIGNMENT: ANY, HUNGRY
FOUND IN: DUNGEGNS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1D10 30% A
WANDERING 1D4
ATTACKS:

1 BITE, 1D6 PLUS (# OF HIT DICE)D4 POISON
DESCRIPTION:
A BGENERIC DESCRIPTION OF ANY FORM OF GIANT SPIDER.
ITS BASIC ARMOR CLASS IS 3 TO WHICH IS ADDED ONE
THIRD OF THE NUMBER OF ITS HIT DICE, FRACTIONS ARE
ROUNDED UP GIVING A RANGE OF 2 TO -6,
K KN

SPIDER DRAGON TYPE: VANCE DRAGON

CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
4D8 4 24 1D6+10 1D6+12
ALIGNMENT: NEUTRAL, HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 1D100
WANDERING 2D12
ATTACKS:
2 CLAWS, 1D3
i1 BITE, 1D6
DESCRIPTION:

1T CAN HAVE VARIOUS COLORS, FREQUENTLY WITH FANCY
RIDING TRAPPINGS. IT USUALLY LAIRS WITH OTHER
VANCE DRAGGONS AND HUMAN MASTERS. MAINLY USED AS A
RIDING BEAST.

SPIDER DRAGON
BASED ON "THE DRAGON MASTERS" BY JACK VANCE.
EREEX
SPIDER, GREEN FANG
CREATED BY: CLINT BIGGLESTONE

TYPE: GIANT ARTHROPOD

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

SDe 2+1 15 1D4 106+12
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OPEN, WOODS, MOUNTAINS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (735X%) 3D6 SOR B
WANDERI NG 2D4
ATTACKS:
1 WEB, A CONE 30 FEET LONG, 20 FEET WIDE AT END

1 BITE, 3D6 PLUS INJECTS GREEN SLIME
DESCRIPTION:

A MAN-SI1ZED, DARK-BROWN SPIDER WITH LIVE COLONIES
OF GREEN SLIME ON ITS FANGS. WHEN THEY BITE, SOME
OF THE SLIME IS INJECTED INTG THE VICTIM, WH& SUF-
FERS 1D10 DAMAGE PER TURN UNTIL BOSTH A "GURE DIS-
EASE" AND A "CURE WOUNDS" IS DGNE. THE WEB IS NOT
STICKY, THE SPIDER IS IMMUNE TO LIGHTNING AND TO
GREEN SLIME (ON WHICH 1T FEEDS). THERE IS A TRAP-
BgﬁgEgﬁglETY WHICH IS THE ONLY KIND FOUND IN

ALSO CALLED A "GREENFANG"

oK KK

STARLING TYPE: SWIMMER

CREATED BY: WAYNE SHAW

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

10D& 2-6 3 4 1D3 1D6+6
ALIGNMENT: HUNGRY
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (75%) 1D3 100% B
WANDERING 1D3
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STARLING
ATTACKS!

7 TENTACLES:
PLUS ATTACHES FOR BLOGDSUCK

105 CONSTRICTION
1D4 PLUS PUISON SPINES
PETRIFICATIGN
SDB COLD DAMAGE

D6 FIRE DAMAGE
saUIRTs I NK

DESCRIPTION:

GIANT MUTANT STARFISH. THIS CREATURE_ PREFERS
WATER, BUT ARE QUITE CAPABLE OF OPERATING IN EVEN
DRY CLIMES. THE TENTACLES ARE TEN FEET LONG

TENTACLE TWO CAN EXTEND UP_TOG 100 FEET.
TENTACLE THREE CAN THROW ITS SPINES WITH A -2 HIT
PROBABILITY.

THE ARMOR CLASSES ARE:
4, AND UNDER BODY - 6.

NOU A WON—

BOGDY - AC 2, TENTACLES -

IF THE STARLING CRAWLS GVER A VICTIM OR DRAGS HIM
UNDER IT, IT WILL SWALLOW HIM IN 1-3 MELEE TURNS,
R R X
STINGWING TYPE: GIANT INSECT
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-2)D8+1 5 3 20 1D6 1D6+12
ALIGNMENT: HUNGRY
FEUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) 5D20 25% B
HANDER!NG 1D20
ATTACKS:
1 JAW, 1D3
1 STIﬂe iD2 PLUS ACID INJECTION

DESCRIPTION:

3 TO 5 FOOT LONG, NEARLY TRANSPARENT DRAGUNFLY
HAS LONG WHIP-LIKE TAIL STING. 1IF HiT THE

STINGWING

STING, SAVE VS. POISON MUST BE MADE OR WILL DIS-
SOLVE' INTO MUSH. SAVE GIVES 4D6 ACID DAMAGE.

K K K
STONE GNOME
CREATED BY: HILDA HANNIFEN

TYPE: ELEMENTAL

HIT ARMOR IQ DEXT,
DICE CLASS MOVE FLY SWIM RANGE RANGE
8p8+3 1 6 1D6+12 1D6+9
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, MOUNTAINS

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (85%) 1D4+1 AND JEWELS
WANDERI NG 1D4+1 408 GEHS
ATTACKS:

2 FISTS, 2Di10
1 SPELL' (SEE BELOW)

DESCRIPTIGN:

A FREE-SPIRITED ELEMENTAL HH]CH LOOKS LIKE A SHORT
STGNE HUMAN, AND CAN HAVE A OF THE COLORS NOR-
MALLY OCCURING IN ROCKS. FUND OF VOLCANGES.

ONLY BLUNT MAGIC WEAPONS CAN HIT IT. "MUD TO
ROCK" COMPLETELY RESTORES ANY DAMAGE IT HAS TAKEN
(IT IS LIKELY T6 HAVE A RING OF "MUD TG ROCK").

1T CAN CONTROL ANY CREATURE WITH AN AFFINITY FOR
THE ESEEHTQND IT CAN USE THE FOLLOWING SPELLS:

@ MUD", "HALLUNCINATORY TERRAIN", "WALL
OF STONE", "GROWTH/FLANTS", "ROCK TG LAVA"
“EARTHQUAKE", “FLESH TO STYNE®, “MOVE EARTH",

AND "REVERSE GRAVITY".

T LIKES TO WEAR JEWELRY AND ITS BODY 1S OFTEN
STUDDED WITH GEMS.
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STORMQUILL TYPE: ENCHANTED MONSTER
CREATED BY: CLINT BIGGLESTONE
HIT ARMOR 1a DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(15-18)D6  2+3 6 1D4+3 1D4+12
ALIGNMENT: CHAOGTIC
FOUND IN: DUNGEGNS, MOUNTAINS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1D4+1 35% E
WANDERING 1D4+1
ATTACKS:
! BITE, 5D6
1-4 QUILLS, (SEE BELOW)
1 TAIL, 4pio
DESCRIPTION:
LBBKS LIKE A GORILLA-SIZED ANKLIGSAURUS. IT HAS
TWELVE QUILLS OGN THE CLUB-LIKE END BF ITS TAIL
WHICH IT THRGWS WITH A FLIP ©F THE TAIL. TH
QUILLS BECOME 10D6 LIGHTNING BOLTS OR I[CE-LANCES
(SIX OF EACH), WHICH HIT WITH THE SAME CHANCE AS A
HEAVY CORSSBOW BOLT FIRED BY A CHAMPIGN. THE CLUB
TAIL ONLY HITS IF ALL THE QUILLS ARE GONE. IT IS
MAINLY FOUND IN STORMY AREAS.

o OH KX

STRIDING MURDERER

CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
sDe ] 24 1D6+8 1D6+9
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, GUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR_ (40%) eD12 100X A
WANDERING eb12
ATTACKS!

TYPE: VANCE DRAGON

1-2 WEAPONS, BY WEAPON TYPE PLUS 1D10

1 BITE,

iD12
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STRIDING MURDERER

DESCRIPTION:
GREY-BROWN IN COLOR. USUALLY LAIRS WITH OTHER
VANCE DRAGONS AND THEIR HUMAN MASTERS. USES AXES,
SWORDS, MACES, KNIVES, AND CUTLASSES.

FROM "THE DRAGON MASTERS" BY JACK VANCE.
EEXEEN
STUN CONE TYFPE: PLANT
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
8D8 4 0 0 1D6+7
FOUND IN: DUNGEONS, OPEN, WOODS, MOUNTAINS, RIVERS,
SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 1D20 80X E, ONLY 2 MAGIC
DESCRIPTIGON:
LOOKS LIKE A TEN FOOT DIAMETER, GREEN PINECONE.
IT SHOGTS UP TG 36 SEED PODS WiTH THE RANGE AND
EFFECT OF A LIGHT CROSSBOW. THEN THE PODS HIT
THEY RELEASE A NARCOTIC POLLEN CLOUD WITH A 5 FOOT
RADIUS, SAVE VS. POISON MUST BE MADE OR THE VICTIM
WILL SLEEP FOR TWO HOURS. THE CONE THEN EXTENDS

| ’

ITS TENDRILS (IT HAS SIX, EACH S0 FEET LONG) AND
DRAWS THE SLEEPING VICTIM INTO ITSELF, WHERE HE 1S
DISSOLVED AT A RATE OF 2D8 POINTS PER MELEE TURN.
THE CONE 1S VERY VULNERABLE TO FIRE.

tE 333
SUN DEVIL TYPE: ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(3-4)D8+2 6 6 18 2D8 2D6+6
ALIGNMENT: CHAOTIC
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 3D6 75% C + 10% EXTRA GOLD
WANDERI NG 1D6
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SUN DEVIL

ATTACKS:

1 BITE 1na PLUS FIRE VENGM
2 CLAWS,

DESCRIPTION:
RED HOT HETALLIC WINGED LIZARD. ABOUT EIGHT FEET
LONG WIfH A HALF FGOT WINGSPREAD.
USUALLY A BRIGHT HE?ALLIO COLOR.

ITS BITE INJECTS A VENOM, CAUSING THE VICTIM TO
BURST INTO FLAME THREE MELEE TURNS LATER DOING
THE NUMBER OF HIT DICE 8F THE SUN DEVIL IN DAMAGE
EVERY TURN UNLESS CURE DISEASE 1S DONE

é?gﬂ#E TO FIRE. IT WILL ATTACK WIND DEVILS ON

(133
SWAMP SLIME
CREATED BY: DAVE HARGRAVE

TYPE: CLEAN-UP CREW

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(7-9)Da+1 S 8 1D8 2D6+6

ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, SWAMPS

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDER! NG 1D3

ATTACKS:
1 TOUCH, 8D6 OF ACID
DESCRIPTION:

LOUKS LIKE REGULAR GUUEY MUD OR GROUND. ONE TYPE
LIKE SPANIS 0SS, WILL DISSOLVE FLESH
(INGESTING IT AT THE SAME TIME) AT THE ABOVE RATE
AND WILL CORRODE METAL RAPIDLY. IMMUNE TO FIRE,
glGHTNING PARALYSIS AND MEN CR_EMOTIONAL

TA
ND P VERY SUSCEPTIBLE TO COLD (+1
ON EVERY DIE]
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SYLPH TYPE: ELEMENTAL
CREATED BY: HILDA HANNIFEN
HIT 1Q DEXT.
DICE CLASS HGVE FLY SWIM RANGE RANGE
eDe+3 6+12 3D6+18

ALIBNHENT CHAOTIC
UND IN: OPEN, WOODS, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (65%X) 3D6
WANDERI NG 306 652 1D2 SCROLLS
ATTACKS:

3 BLOWS, 1D6
1 SPELL' (SEE BELOW)
DESCRIPTION:

A TRANSPARENT, ILL- DEFINED HUMAN-SHAPED, FREE-
WILLED ELEHENfAL IN A CONSTANT STATE OF INTERNAL
FLUX. IT CAN FORM | NTO A WA RLWIND.- CWHEN ETORT-
NG FROM THE ATR 1T HAS +3 HIT AND +3 DAMAGE .
ONLY MAGIC WEAPONS CAN HIT THE £SYLPH, BUT THEY
ONLY DG ONE THIRD NORMAL DAMAG

THE SYLPH CAN COMMAND ONE OR MORE TYPES OF CLOUDS.
1T CAN_SEE INVISIBLE AND BECOME INVIS]BLE' IT CAN

EVEN ATTACK WHILE INVISIBLE. IT IS ONLY AFFECTED
BY "CONTROL HEATHER" AND "FIRE" SPELLS IT IS
ALWAYS "HASTED"

1T CAN USE THE FOLLOWING SPELLS:

ARKNESS, PHANTASMAL FORCES HURRICAHE WI1ND
(TEN TURNS 104 PGINTS PER fUR 30% CHANCE
VICTIM KNOCKED DOING_6D4 DAH&GE ONE
HUNDRED FOOT RADIUS), CONTROL UEATHE* AND
READ MAGIC,
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TELK TYPE: ALIEN

CREATED BY: K. PICK & G. BLACOW

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

1D8+3 6 12 3D6 2D6+6
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (30%) 40D10 100% A-ONLY FIGHTER USE MAGIC
WANDERI NG 40D10 100% MAGIC WEAPONS
ATTACKS!:
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1-2 WEAPGONS, BY WEAPON TYPE (SEE BELOW)

DESCRIPTION:

NATIVE OF THE PLANET TELKG. LOOKS LIKE A FOUR
FOOT TALL, GREEN-SKINNED, FOUR-ARMED, GORILLA-
FOSTED, PORKY PIG. IT 18 ALWAYS A FIGHTER, AND
GROOGVES BN VIGLENCE,

TREAT AS BANDITS FOR HIGHER-LEVELS. HIGHER-LEVELS
WILL HAVE MAGICAL WEAPSNS AT 5% PER LEVEL.

1T REGENERATES ONE POINT PER MELEE TURN, BUT WILL
NOT REGENERATE FROM DEATH.

IT WILL TAKE PRISONERS IF POSSIBLE. THEY WILL BE
HELD UNDER _TEMPLE ARREST IN ITS LAIR_AND STUFFED

WITH TELK FOOD, WHICH CAUSES A WEIGHT GAIN OF 10

GP EQUIVALENT PER DAY AND SCURVY IN A MONTH.

FAVORITE WEAPONS:
1 ATTACK PER TURN;
EGGBEATER--OVER FIVE FEET LONG WITH FOUR
EDGED BLADES, REQUIRES FOUR ARMS TO
OPERATE. DOES 1D4 HITS, 1D4 POINTS PER

HIT.

SCISSORS--FOUR FOOT LONG BLADES, REQUIRES
FOUR ARMS TO OPERATE. DOES i1D12 DAMAGE
AND HAS A 5% CHANCE OF SEVERING A LIMB.

PIPE--SMOKE CAUSES NAUSEA, NO FIGHTING FOR
1D20 MELEE TURNS. A TELK WITH A PIPE IS
IMMUNE TS POISON.

GIANT SPOON--USED TG THROW ACID, AS A GIANT
SLUG BUT HALF THE RANGE.
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TELK

2 ATTACKS PER TURN:
SPIKED TENNIS BALL--HITS AS A SLING
A MACE, OFTEN POISONED. HAS A

INCH RANGE.

TIDDLYWINKS--RAZOR-EDGED, POISONED. EQUIVA-
LENT TG A POISONED SHURIKEN. STICKS IN
SOFT GROUND AS A CALTROP-1F BAREFOOT,
DEXTERITY ROLL CHANCE OF AVOIDANCE.
THREE_INCH RANGE.

BEER BOTTLE--HAS DAGGER IN THE CORK, FERMEN-
TATION PRESSURE FIRES THE CORK AS A LIGHT
CROSSBOW WITH ONE HALF THE RANGE,

NORMAL DAGGERS AND SHORTSWORDS.

THE TELK FORCE MIX IS _IN UNITS OF THIRTY (POSSIBLY
EXTENDED FAMILIES), LED BY A FOURTH LEVEL SUBCHIEF
AND ARMED HOMGGENESUSLY (ROLL D8 FOR WEAPON TYPE).
TELKS FIFTH LEVEL AND ABOVE ARE ARMED WITH FAVOR-
ITE PERSONAL WEAPONS (ROLL D8). THERE ARE NO TELK
MAGIC-USERS OR CLERICS.

FOUND VERY OFTEN NEAR INTER-UNIVERSE CONNECTIONS.

FRGM "EARTHMAN’S BURDEN" BY POUL ANDERSON AND
GORDON DICKSON.

XK KN
TERMAGANT
CREATED BY: DAN PIERSON

DAMAGE
SIX

TYPE: VANCE DRAGON

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3Ds 0 18 1D6+10 1D6+12
AL IGNMENT :
FOUND IN:

NEUTRAL
DUNGEONS,

NUMBER
LAIR (40%) 10DS0
WANDERI NG 1D20
ATTACKS:

1-2 WEAPONS
2 CLAWS, 1D&
1 BITE, 106

OUTDOORS, RIVERS, SWAMPS, CITIES
PROBABILITY OF TREASURE AND TYPE
100% A

BY WEAPON TYPE
DESCRIPTION:

RUST RED IN COLOR. USUALLY LAIRS WITH OTHER VANCE
DRAGONS AND HUMAN MASTERS (WHO HAVE THE TREASURE).

PAGE
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TERMAGANT
USES SCIMITARS, DAGGERS, LANCES, MACES AND CUT-
LASSES.

BASED OGN "THE DRAGON MASTERS" BY JACK VANCE.
EE 2 3 3
THREE HORSEMEN OF DONN

CREATED BY: CLINT BIGGLESTONE

TYPE: DEMI-GOD

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

20D8 2+8 12 1D6+12 1D6+12
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 3
ATTACKS:
1 SPEAR, 4D4+6 PLUS 6D6 FIRE

DESCRIPTION:

THREE HORSEMEN
WHO APPEAR TOGETHER WHEN SUMMGONED.
CLOAKS., EYES, HAIR, SHIELDS, SPEARS, HORSES, AND
HARNESSES ARE ALL FLAME RED. THEY ARE EINHERIAR
OF THE HERLATHING AND THEY FIGHT AS TWENTIETH
LEVEL LGRDS WITH 18(00) STRENGTH. THEY ARE IMMUNE
76 FEAR, CHARMS, HOLDING, AND CONFUSIGN. THEY CAN
ONLY g%an+f BY MAGICAL WEAPGONS. THEY HAVE NATURAL

FROM "MOON OF GOMRATH"

RIDING HORSES OF THE EINHERIAR
THEIR TUNIES,

BY ALAN GARNER.
XK KR
THREE SOGNS OF ARGATRON

CREATED BY: CLINT BIGGLESTONE

TYPE: DEMI -GOD

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
20D8 2+8 12 1D6+12 1D6+12
ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDER NG 3

84
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THREE SONS OF ARGATRON THUNDERTREAD TYPE: CLEAN-UP CREW
CREATED BY: STEVE PERRIN
ATTACKS:
HIT ARMER 1Q DEXT.
1 WHIP, 2D12 PLUS 6D6 COLD DICE CLASS MOVE FLY SWIM RANGE RANGE
1208 2+2 6 1D4+2 2D6
DESCRIPTION:
ALIGNMENT: HUNGRY
THREE HORSEMEN, RIDING HORSES OF THE EINHERIAR FOUND IN: DUNGEONS
WHO8 APPEAR WHEN SUMMONED. THEY HAVE WHITE CLOAKS
WITH GOLDEN CLASPS, WHITE WHIPS AND HORSES, AND NUMBER PROBABILITY OF TREASURE AND TYPE
TIGHTLY-CURLED, GOLDEN HAIR. THEY ARE EINHERIAR LAIR (10X) 1D2 20% A
OF THE HERLATHING AND FIGHT AsS THENTIETH LEVEL WANDERI NG 1
LORDS WITH 18(00) STRENGTH. TH ARE IMMUNE TO
FEAR, CHARMS, HOLDING, AND CUNFUSIﬂN AND THEY HAVE ATTACKS:
NATUﬁA TRUE SIGHT. ONLY MAGICAL WEAPGNS CAN HIT
2 FEET, 4D6
FROM "MOON OF GOMRATH" BY ALAN GARNER. DESCRIPTION:
K KX FOUND IN THE LOWEST LEVELS OF DUNGEONS, IT IS
HIDEOUS AND VIRTUALLY INDESCRIBABLE. IT WILL
THREE SONS OF ORMAR TYPE: DEMI-GOD OFTEN IGNORE PARTIES IN FAVOR OF WHAT THEY HAVE
JUST K]LLED BUT IT IS NOT ABOVE CREATING ITS OWN
CREATED BY: CLINT BIGGLESTONE CARR IT IS_IMMUNE TG CHARM SPELLS AND
UNSIDERS THEH "AS AN ATTACK, CAUSING INSTAN
HIT RMOR 1Q DEXT. RETALIATION.
DICE CLASS MOVE FLY SWIM RANGE RANGE
20D8 2+8 12 1D6+12 1D6+12 KN
ALIGNMENT: NEUTRAL TIGER TYPE: ANIMAL
FOUND IN: ANYWHERE
CREATED BY: CHUCK CADY
NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERING 3 HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
ATTACKS: 6D8+6 4 10 2D4 2D6+6
1 JAVELIN, 2D10 PLUS 1D6 OFF STRENGTH ALIGNMENT: ANY, HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
DESCRIPTION:
NUMBER PROBABILITY OF TREASURE AND TYPE
THREE HORSEMEN IDING HORSES OF THE_EINHERIAR LAIR (25%) 1D& 10% A
WHO PEAR TUGETHER WHEN SUMMONED. THEY HAVE BLUE WANDERI NG 1D4
CLOAKS YELLGW HAIR, FIVE BARBED JAVELINS, SILVER
SHIELDS WITH FIFTY KNOBS OF BURNED GOLD AND BOSSES ATTACKS:

OF PRECIOUS STONE AND GOLD HORSES WITH HOOVES OF
POL 1 SHED BRASS TﬁEY ARE EINHERIAR OF THE HERLA-

THING AND FIGHT AS TWENTIETH LEVEL LORDS

18(00) STRENGTH THEY ARE IMMUNE TO FEAR CHARHS

HOLDING, AND CONFUSIGN AND THEY HAVE NATURAL TRUE

WEAPONS MUST BE MAGICAL TO HIT THEM.

FROM "MOON OF GOMRATH" BY ALAN GARNER.
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] BITE, 1D10+2
2 CLAWS, 1D8

DESCRIPTION:

THE LARGEST OF THE NATURALLY GCCURING CATS. IF
MORE THAN TWO ARE ENCOUNTERED IN A LAIR, THE Two
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TIGER
LARGEST WILL BE A MATED PAIR AND THE REST WILL BE
CUBS. IF THE CUBS ARE ATTACKED, THE TWO ADULTS
WILL ATTACK AT +2.

F CAUGHT YOUNG ENOUGN (EIGHTEEN OR LESS POINTS)

IGERS CAN BE TAMED AND USED AS GUARD AND HUNTING
NIMALS.

I
T
A
* KKK K

TIGER OF RIGHTEOUS WRATH
CREATED BY: CLINT BIGGLESTONE

TYPE! ENCHANTED MONSTER

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1obe 2+4 12 1D6+12 1D4+186

ALIGNMENT: LAWFUL
FOUND IN: DUNGEONS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (100%) 204 100% H
ATTACKS:

2 CLAWS, 2D8

1 BITE, 3D10
DESCRIPTION:

A HUGE, LlQul
FUL DISPGSITION,

D SILVER COLORED TIGER OF HIGHLY LAW-
HOLDS, AND CONFU
A AN

IT IS_IMMUNE TO FEAR, CHARM
1ON; OTHERWISE IT RESisTS Madic
T REGENERATES LIKE A VAMPIRE.

LIKE BALROG 1
EMPLES, SHRINES, ETC. OR WITH

S
D
LAWFOL ' DEW1 ~G8bS |

LRSS
TIBER, BLINK SABER TOOTH
CREATED BY: CHUCK CADY

HIT ARMOR 1Q

TYPE: ANIMAL

DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-8)De+86 3 15 2D6 2D6+6
ALIGNMENT: ANY, HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (10X) 1D4+1
WANDERI NG 103
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TIGER, BLINK SABER TOOTH

ATTACKS:
1 BITE, (1-2)D10 (SEE BELOW)
2 cLAWS, 108

DESCRIPTION:

A_SABER_TOOTH WITH A BLINK DOG’'S SPECIAL POWERS.
IT CAN TELEPORT AND STRIKE IN THE SAME MELEE TURN,

ITS MOUTH HAS TWO HUGBE FANGS WHICH HIT FOR 1D10

EACH. ©ON ANY BITE, THERE IS A 75% CHANCE THAT
BOTH FANGS WILL HIT.
R
TIGER, ICE TYPE: ANIMAL
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-14)D8 5 15 204 2D6+6
ALIGNMENT: ANY, HUNGRY
FGUND IN: DUNGEGNS, MOUNTAINS
NUMBER PROBABILITY ©F TREASURE AND TYPE
LAIR (10%) 1D6
WANDERI NG 1D4
ATTACKS:
1 BITE, 1D10+3
2 CLAWS, 1D6+3
1 BREATH, 6D6& COLD (THREE TIMES A DAY)

DESCRIPTION:

A VERY COLD TIGER WHICH IS ITSELF
ALL OF ITS ATTACKS ARE AT +1. IN
CLASS Is 4,

75% COLD PROOF.
SNOW ITS ARMOR
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TIGER, SABER TOOTH TYPE: ANIMAL TOAD, GIANT

CREATED BY: CHUCK CADY
THERE 18 A SX CHANCE THAT ITS SKIN SECRETES A

HIT ARMOR 1Q DEXT. POISGNOUS OIL WHICH DOES 3D6 POISON DAMAGE TO
DICE CLASS MOVE FLY SWIM RANGE RANGE THOSE WHO TOUCH IT.
(9-12)D8+8 3 16 1D6+6 2D6+6
XEXEX
ALIGNMENT: ANY, HUNGRY
FOGUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS TGAD, SPITTING TYPE: GIANT ANIMAL
NUMBER PROBABILITY OF TREASURE AND TYPE CREATED BY: DAN PI1ERSON
LAIR (10%) 1D4+1
WANDERING 103 HIT ARMOR 1 DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
ATTACKS: 6D8 4 9 24 1D4 1D6+12
2 CLAWS, 1D10+4 ALIGNMENT: HUNGRY
1 BITE, (1-2)D10 (SEE BELOW) FOGUND IN: ANYWHERE
DESCRIPTION: NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (25%) api2 50% B BUT 10% ANY 2 MAGIC
THE PREHISTORIC ANCESTOR OF THE BIG CATS OF TODAY. WANDERTNG 206
IT 1S VERY RARE AND IF IT ATTACKS, IT DOES SO B
SURPRISE. IT HAS TWO ENORMOUS FANGS WHICH HIT FOR ATTACKS:
1D10 EACH; THERE IS A 75% CHANCE THAT BOTH WILL
HIT WHEN IT BITES (DOING 2D10), ELSE ONLY ONE HITS 2 CLAWS, 2D4 PLUS 2D8 POISON
(FOR 1D10). 1 SPIT, 4D8 PSBISON (SPITS AS A GIANT SLUG)
ERR RN DESCRIPTION:
TOAD, GIANT TYPE: GIANT ANIMAL TEN FOOT LONG, PURPLE-GREEN, MOTTLED TOAD. ITS
SKIN IS PGISONGUS, DOING 208 TG ANYONE WHO TOUCHES
CREATED BY: CHUCK CADY IT. VERY AFRAID OF PURPLE WORMS.
HIT ARMOR 1Q DEXT. xR
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)D8 2 6 16 1D4 2D6+6 TORTISE, GIANT TYPE: GIANT ANIMAL
ALIGNMENT: ANY, HUNGRY CREATED BY: RICHARD HARVEY
FOUND IN: DUNGEONS, OUTDOORS
HIT ARMOR 1Q DEXT.
NUMBER PROBABILITY OF TREASURE AND TYPE DICE CLASS MOVE FLY SWIM RANGE RANGE
WANDER NG 1D2 10D8 -2 6 206 1D8+1
. ATTACKS: ALIGNMENT: NEUTRAL
FGUND IN: OPEN, WOODS, DESERTS
1 TONGUE, (# OF HIT DICE)D4 CONSTRICTION
NUMBER PRGBABILITY OF TREASURE AND TYPE
DESCRIPTION: LAIR (50%) 1D2 75% 1D12 GEMS
WANDERING 102 S0% 1D12 GEMS
THE GENERIC DESCRIPTION OF THE GIANT TOADS. ATTAGKS :
ITS BASIC ARMOR CLASS IS 3 PLUS ONE THIRD OF THE
NUMBER OF ITS HIT DICE, FRACTIONS ARE ROUNDED UP 1 BITE, 2D12
GIVING A RANGE OF 2 TG -86. 2 CLAWS, 1D8
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TORTISE, GIANT TRIFFID TYPE: PLANT
. CREATED BY: STEVE PERRIN
DESCRIPTION:
HIT ARMOR 1Q DEXT,
THE GIANT TORTISE WILL NOGT ATTACK UNLESS PROVOKED, DICE CLASS HUVE FLY SWIM RANGE RANGE
ONCE_SUBDUED IT MAKES AN EXCELLENT, THOUGH SLOW, 2Ds 2D6+5 3D6
BEAST OF BURDEN. THE SHELL OF THE TORTISE IS
ABOUT TEN_FEET IN DIAMETER AND CAN BE USED AS A ALIGNMENT: NEUTRAL
SMALL BOAT IF UNBROKEN. THE TORTISE CAN GO Two FOUND IN: DUNGEONS, OPEN, WOODS, RIVERS, SWAMPS,
WEEKS WITHOUT FOOD OR WATER CITIES
AKX NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 10D10 502 A
TRACKER TYPE: HUMAN WANDERING 1D10 10% A
CREATED BY: DAN PIERSON ATTACKS:
HIT ARMOR 1Q DEXT. 1 WHIP, 1D6 PLUS 4D6 POIS6N
DICE CLASS MOVE FLY SWIM RANGE RANGE
eps 4 25 1D6+10 1D06+17 DESCRIPTION:

ﬁLIGNHENT NEUTRAL
OUND IN: ANYWHERE

AN INTELLIGENT SIGHTLESS PLANT. IT LOOKS LIKE A
SIX FOOT TALL STALK WITH A FLOWER ON TOP, THE

WHIP 1S HIDDEN IN THE FLOWER AND HITS LIKE A BLOW

NUMBER PROBABILITY OF TREASURE AND TYPE FROM A TENTH LEVEL LORD. 1T WALKS ON ITS SHORT
LAIR (40%) 2D12 1002 A ROOTS AND COMMUNICATES BY BEATING THEM 6N THE
WANDERING D12 GROUND.
ATTACKS: FROM "DAY OF THE TRIFFIDS" BY JOHN WYNDHAM.
1 BASIC HEAT GUN (SEE BELOW) LT
DESCRIPTION: TROG TYPE: GIANT-TYPE

TALL SKINNY MAN WITH LONG ARMS. TRACKS AS A
ANGER . ONLY 1/6 CHANCE OF CATCHING ONE
BY SURPRISE

BASIC HEAT GUN:
HALF THE RANGE AND ACCURACY OF AN ARQUEBUS.
DOES 150X DAMAGE AGAINST METAL ARMOR. IT HAS
ENOUGH ENERGY FOR 100 SHUTS ONE PER MELEE
TURN. DAMAGE IS AS FOL
RANGE TRAINED UNTRAINED
4D 1D8

w 6
10-20° 2010 1D4
20-40" 2D8 1D4
40-60° 2D6 1D4
60-980" 1D10 1D4

BASED ON "THE DRAGON MASTERS" BY JACK VANCE.

PAGE 88

CREATED BY: DAVE HARGRAVE

HIT ARMOR IQ DEXT.
CLASS MOVE FLY SWIM RANGE RANGE

DICE
(4-6)D8B+1 “ 10 2D6 2D6+6

ALIGNMENT: CHAGTIC, NEUTRAL
FOUND IN: ANYWHERE'

UMBER PROBABILITY OF TREASURE AND TYPE
1002 D

N
LAIR (30%) 4D4
WANDERI NG 2D6 SDX D

ATTACKS:
1 cLuB, 1D10 + 1D6
DESCRIPTION:

TROLL-OGRE CROSSBREED. REGENERATES AT ONE HALF
THE SPEED OF A TROLL.
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TROLL, FIRE TYPE: ENCHANTED MONSTER
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8+3 B 12 1De 1D6+12
ALIGNMENT: CHAOGTI
FOUND IN: DUNGEGNS MOUNTAINS
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50X%) 2D6 100% G
WANDERING 206
ATTACKS:
2 CLAWS, 1D4 VS. FIRE DWELLERS, 1D8 OTHERWISE
1 BITE, 1D8 VS. FIRE DWELLERS, 1D12 OTHERWISE

DESCRIPTION:

GLOWING RED TROLL., IT IS VERY HOT (RED HOT IRON
TEMPERATURE). [MMUNE TO FIRE AND HEAT DAM AGE.
IT REGENERATES AS A NORMAL TROLL, BUT FIRE AND
coLD DAMAGE IS REGENERABLE ALSS. IT FEARS COLD.

EEEKN

TROLL, BGEKKO TYPE: GIANT-TYPE
CREATED BY: STEVE PERRIN
HIT ARMOR IQ DEXT.
DICE CLASS nuve FLY SWIM RANGE RANGE
4D8+1 4 2D6+6
ALIGNMENT: CHAOTIC
FOUND IN: ANYWHERE
ATTACKS:
2 CLAWS, 1D3
1 BITE, 1D6
DESCRIPTION:
A BASIC TRULL ONLY SHALLER WITH SUCKER PADS oN
ITS HANDS AND FEET, WHICH ALLOW IT TO AG

ILELY
CLIMB UP HALLS WITH NO FE&R OF FALLING, ITS USUAL
FORM OF ATTACK IS TO CLING TO THE CEILING AND FALL
UPON ITS VICTIM.

TUMBLE TANGLE
CREATED BY: DAVE HARGRAVE

TYPE: PLANT

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

1De+2 5 3 D& 2D6+86
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 10012
ATTACKS:
1 STRANGLE, 1D8 SUFFOCATION

DESCRIPTION:

LOOKS LIKE A TUMBLEWEED AND WILL OFTEN TRAVEL WITH
A CLUSTER OF THEM. IN A GOGD WIND IT CAN MOVE UP
;g ;gEu{;DINCHES, THE LISTED SPEED 1S FOR LITTLE

IT ATTACKS AS A TWO DICE MONSTER. ON THE FIRST
MELEE ROUND IT TRIES TO ENTANGLE ITS VICTIM. IF
s SUCCESSFUL IT PINS ALL WEAPONS AND STRAN-

HIM. THEN ABSORES TDd POINTS OF FLESH PER
BN e VIOTIH HAS THE SAME CHANCE OF BREAK-
REE AS A WEB SPELL BUT THE SAP OF THE

MAKES 11 FIRE RESISTANT.
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UNALHIT TYPE: DEMON
CREATED BY: STEVE MARSH
HIT ARMOR 1Q DEXT .
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-40)D8 9 36 3D8 1D6

ALIGNMENT: CHAGTIC
FOUND IN: DUNGEONS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 100

WANDERING
ATTACKS:

1 ENERGY DRAI
1 PSIONIC ATTACK

DESCRIPTION:

A_SIX LEGGED DEMON THAT RESEMBLES A HAIRY OCTOPUS.
ITS EYES ARE ON STALKS AND IT HAS GOOD VISIGN. IT
HATCHES FROM AN EGG. +1 CONSTITUTION AND WISDOM,
BUT -1 DEXTERITY AND CHARISMA.

IT WILL SERVE THOSE WHO CAN SUBDUE IT ©R IN ORDER
TO PROTECT ITS EGGS,

éE WANDERING GROUPS OR PROTECTING EGGS THERE WILL
1-3 TWELFTH LEVEL TYPES

2
00 FIRST LEVEL
2 SERVENTS
2 SAPPERS (S50X)
PURPLE WORMS (251!
= MAGIC USERS (10%
1 ANTI -CLERIC (SIXTH NINTH LEVEL) GR A
OR A VAMPIRE

L e 2 3

UNDINE TYPE: ELEMENTAL
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CREATED BY: HILDA HANNIFEN
HIT RMOR 1@ DEXT

DICE CLASS HUVE FLY SWIM RANGE RANGE
7D8+3 24 1D6+10 1D12+12
ALIGNMENT: CHAOTIC

FOUND IN: DUNGEONS, RIVERS, SEAS
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UNDINE UPAS TREE
NUMBER PROBABILITY OF TREASURE AND TYPE THE TREE ATTEMPTS TGO GAS AND DIGEST THOSE WHO PASS
LAIR (65%) 3D4 60% D * 2 BENEATH IT, FENDING OFF WOULD-BE RESCUERS WITH ITS
WANDERING 304 408 D x 2 BRANCHES tbR ATTEMPT!NG TG ADD THEM TG THE FEAST),
THOSE SLEPT WILL DIE IN TWG MELEE ROUNDS UNLESS A
ATTACKS: NEUTRAL [ ZE PUISUN IS DONE TO THEM, AND WILL BE
DIGESTED IN 1D3+4 MELEE ROUNDS, THE TREE IS AN
2 BLOWS, 2D6 EXCELLENT MIMIC AND USUALLY RESEMBLES THE SUR-
1 SPELL ' (SEE BELOW) ROUNDING VARIETIES, BUT IT CAN NEVER QUITE DIS-
GUISE ITS SLIGHT, ROGTTEN SMELL.
DESCRIPTION:

A FREE-HILLED WATER ELEMENTAL, IT APPEARS AS OILY
WATER OR AS A HUMAN WITH PLASTIC FLESH WHICH FLOWS
AND RECLGSES AROUND ANY DAMAGE. IT IS ALWAYS

"HAS OGNLY MAGIC WEAPONS +2 OR BETTER CAN HIT
THE UNDINE AND IT ONLY TAKES HALF NORMAL DAMAGE.

IT CAN CONTROL ANY CREATURE WITH AN AFFINITY FOR
WATER (CROCODILES, FISH TC.). ON "FIRE"
EFFEE; ;PART WATER" AND “LOHER WATER" SPELLS CAN

IT CAN USE "CREATE WATER" (8000 CUBIC FEET
"RAISE WATER" AND "RAIN" (BLINDS VICTIMS TEﬁ MELEE
TURNS) SPELLS.

KKK X

UPAS TREE TYPE: PLANT
CREATED BY: K. JONES
HIT ARMOR DEXT.
DICE CL&SS MOVE FLY SWIM RANGE RANGE
eD8a 5 0 1D6+12

ALIGNMENT: HUNGRY
FOUND IN: OPEN, WOODS

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100X%) 1D4 80% B

ATTACKS:

| SLEEP BGAS SAVE VS. POISON OR FALL ASLEEP
2-6 BRANCHES,

DESCRIPTION:
THIS TREE IS USUALLY IN FOREST AREAS (ESPECIALLY

POOR SOIL AREAS), IN CLEARINGS OR SCATTERED, AWAY
SOMEWHAT FREM OTHER TREES.
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VALKYRIE TYPE: DEMI -GOD
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
6D10 4+2 8 15 2D6+6 1D6+14
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ALIGNMENT: LAWFUL-GOO
FOUND IN: DUNGEGNS GPEN WOODS, MOUNTAINS, RIVERS,
SEAS, cITIES, AIR

NUMBER PROBABILITY OF TREASURE AND TYPE
WANDERI NG 1D6 100% MAGIC SWORD

ATTACKS:
1 +2 SWORD, 1D8
DESCRIPTION:

THE VALKYRIE APPEARS AS A HUMAN MAIDEN OF UNEARTH-
LY BEAUTY DRESSED IN CHAIN MAIL AND SHIELD WITH A
WINGED HELM AND A MAGIC SWORD. HE MOR_CLASS IS
+2 DUE TG HER DEXTERITY AND SHE ATTACKS AT +3 HIT
PLUS +3 DAMAGE SO THAT HER TOTAL ATTACK IS +5 HIT
FOR 1D8+3 DAMAGE.

THE TOUCH OF ANY VALKYRIE WILL DISRUPT UNDEAD; SHE
ONLY HAS TO _TOUCH IT, IT IS NGT NECESSARY FOR HER
TG STRIKE IT AS IN CAMBAT

SHE HAS THE POWER OF FLIGHT. SHE HAS A NATURAL
"CHARM", HUMAN MALES SAVE AT -2, FEMALES AT +2;

UP TO THIRTY DICE OF HUMANS CAN'BE CHARMED. SHE
CAN GO ETHERIAL AND SHE CAN_SLEEP UP TO SEVENTY-
FIVE DICE WORTH 6F VERTIBRATES. SHE ALSS HAS THE
“BATE" PUTER; 20% TO GATE IN AN ELDIL, 30% TO GATE

IN AN AES
VAMPIRE, SNOW TYPE: UNDEAD
CREATED BY: WAYNE SHAW
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
8be 2 16 2D6+6 2D6+12

ALIGNMENT: CHAOTIC, LAWFUL-EVIL
FOUND IN: g???EgNS OPEN, WOODS, MOUNTAINS, WATER,
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VAMPIRE, SNOW

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 1D6 100% F
WANDERING 1D6
ATTACKS:
1 BITE, 1D10 PLUS TWO LIFE LEVELS (SEE BELOW)

DESCRIPTIGN:

THIS UNDEAD IS INTIMITELY CONNECTED TO COLD, AND
THOUGH IT CANNOT POLYMORPH_TO A BA IT CAN CUN-
TROL WEATHER. INSTEAD OF TURNI INTO A MIST
TURNS INTO A CLOUD OF ICE CRYSTALS NEVER FUﬁND
AEAgEgEﬁTS, PERFERS MOUNTAINS AND OTHER COLD

WHEN IT BITES, IT DRAINS TWO LIFE LEVELS. ADDI-
TIONALLY THE VICTIM MUST MAKE A SAVING THROW; IF
HE FATLS HE TAKES 2D6 ADDITIGNAL COLD DAMAGE. FOR
EVERY LEVEL DRAINED, THE VICTIH LOSES ONE POINT
EACH FROM HIS STRENSTH AND HIS SAVING THROW VS.

FIRE BUT HE GAINS ONE POINT TO HIS SAVING THROW
toLD. THIS EFFECT LASTS 2D4 DAYS.
LES B 8.
VANCE GIANT TYPE: HUMANOID
CREATED BY: DAN PIERSON
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
11Db8e o] 12 1D6+4 1D6+5
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 1D8 100% A
WANDERING D8
ATTACKS:

| WEAPON, BY WEAPON TYPE PLUS 5D6

DESCRIPTION:
RED AND BROWN SCALE-ARMORED, TWELVE FGOT TALL MAN.
CAN USE A SWORD, MACE, CHESY PRﬁJECTOR ND A
BLAST CANNON (SEE WEAPONEER). THE $T PROJECTOR
HAS ONE SHOT, 7D6 IN A TEN BY THREE FDGT CONE.

BASED ON "THE DRAGON MASTERS" BY JACK VANCE.
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VOION TYPE: ALIEN

CREATED BY: OWEN HANNIFEN

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-10)D6 2 15 206 3D6
ALIGNMENT: CHAGTIC, NEUTRAL
FOUND IN: DUNBGEGNS, GOUTDOORS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (S0%) 30D10 90% B, 502 TECHNOLOGICAL
WANDERI NG 1D10 25% SEE BELOW
ATTACKS:

2 CLAWS (2D6) OR 2 WEAPONS (BY WEAPON TYPE)
DESCRIPTION:

THIS QUOPPINA IS ALMOST A PLAYER TYPE SINCE IT CAN
BE EITHER A MAGIC USER (I1Q 11-12) OR A FIGHTER.
IT PROGRESSES UP TO SIXTH LEVEL AS A MAGE OR TENTH

LEVEL AS A FIGHTER.

AS IT TRAVELS ON WHEELS BUOTS ARE USELESS TO
IT MAY, HOWEVER, HAVE TIRES OF SPEED/SILENCE/ ETG.
IN HILLY TERRAIN ITS HGVE SLDHS TO FOUR INCHES.

IT MAY USE MOST MAGIC ITEMS, BUT THERE ARE NO

VOION CLERICS. CLERICAL HEALS FROM OTHERS HAVE

ONLY HALF EFFECT

NHEN FOUND uannznlns THERE 1S A 50% CHANCE THAT
S CLAWS, 40% THAT IT WILL HAVE A

HEAPUN tsos HAG[CAL) AND 10% THAT IT WILL HAVE A

TECHNOLOGICAL WEAPON' (PISTOL, VIBRGBLADE, ETC.)

THE VOION CANNOT SWIM AND WILL QUICKLY DROWN IF
FULLY IMMERSED IN ANY LIQUID.

FROM "RETIEF'S WAR" BY KEITH LAUMER.

VOLTREE TYPE: PLANT
CREATED BY: K. JONES
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3Ds8 2 o] 0 0
FOUND IN: WOODS
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VOLTREE VUUN TYPE: GIANT ANIMAL
NUMBER PROBABILITY OF TREASURE AND TYPE CREATED BY: SCOTT MC CARTNEY
LAIR (100%) 1D6 30% MAPS&MAGIC,50% 100D10 GP
HIT ARMOR 1Q DEXT.
ATTACKS: DICE CLASS MOVE FLY SWIM RANGE RANGE
eDs 6 6 30 1D3+17 12
1 ELECTRIC SHOCK, 10D8, AS A LIGHTNING BOLT
ALIGNMENT: GOOD, NEUTRAL
DESCRIPTION: FOUND IN: MOUNTAINS, AIR
RESEMBLES A LARGE, SILVERY-GREEN WILLOW WITH_LONG NUMBER PROBABILITY OF TREASURE AND TYPE
DANGL ING LEAVES EXTENDING T® WITHIN FOUR FEET OF LAIR (S5%) 3D10 SO0% F
THE GROUND. THERE IS A S0% CHANCE THAT ANYONE WANDERI NG 106
COVER FOUR FEET TALL PASSING BENEATH 1T WILL TOUCH a:
ONE OR MORE LEAVES, THUS COMPLETING THE CIRCUIT ATTACKS:
AND DISCHARGING THE EQUIVALENT OF A TEN DIE
LIGHTNING BOLT THROUGH HIM. 1D8

FROM “"SYMBIOTICA" BY ERIC FRANK RUSSELL.,
WO
VORD TYPE: GIANT ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1G DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-7)D8+1 -] 3 24 2D6 2D6+6
ALIGNMENT: CHAOTIC, NEUTRAL
FOUND IN: ANYWHERE
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 1D4 80% B
WANDERING 1D4
ATTACKS:
2 CLAWS, 1D4 PLUS PARALYSIS
1 BEAK, 1D8
DESCRIPTION:

GIANT FALCON, ARCH ENEMY OF THE GOLDEN GWLS, IT
1S NIGHT BLAEK WITH BRIGHT GREEN EYES, BEAK, AND
CLAWS. THE CLAWS ARE_HOLLOW WITH PARALYSIS VENGM,
GAOGD ONCE AN HOUR. 4TH LEVEL AND BELOW HAVE NO
SAVE, THOUGH A NEUTRALIZE POISON WILL WORK. SAV-
ING THRGW VS. POISON FOR ALL OTHERS. THE VORD
CANNOT BE PARALYZED.
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2 TALONS
1 BEAK, 2D6
1 WING BUFFET, 1D4 PLUS STUN 1D10 MELEE TURNS
1 PSIONIC (SEE BELOW)

DESCRIPTION:

A HUGE MAMALLIAN WITH A FIFTY FOOT WINGSPAN, SIMI-
LAR TO A BAT EXCEPT FOR A GREAT BEAK AND RENDING
TALONS. 1T IS HIGHLY INTELLIGENT AND EVEN
iT A HIGH MAGIC RESISTANCE (75%), IT DO T
USE MAGIC; 1T IS HOWEVER TELEPATHIC AND PSIONIC.
ALTHOUGH BASICALL NEUTRAL-GOOD, IT REACTS HIGHLY
UNFAVORABLE TO ANY INTRUDERS WlTHOUT A VERY GOGD
REASON FOR BEING THERE.

THE VUUN 1S EXTREMELY RARE
ONE_HUNDRED OF THEM LEFT AND THEY ALL RESIDE IN A
SINGLE COLONY IN A NETWORK_OF CAVES AND TUNNELS IN
THE WALL OF A VOLCANIC CRATER.

THE VUUN HAS FOUR_PSIONIC ATTACK AND DEFENSE MODES
AND 150 PSIONIC STRENGTH POINTS,

THERE ARE ONLY ABOUT
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WAR WHEEL TYPE: MISCELLANEOUS
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-8)D8+1 4-5 15 3Ds - 2De+86

ALIGNMENT: LAWFUL, CHAGTIC, NEUTRAL
FOGUND IN: DUNGEGNS, GPEN, DESERTS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (20%) 2D20 100% D + S0X MORE COINS
WANDERING D20

ATTACKS:

2 TENTACLES, 1D8-2D6 DEPENDING ©N SIZE
1 CRUSH, 2D12-3D12 DEPENDING OGN SIZE, PLUS ABSORB
TARGET OVER ONE FULL TURN

DESCRIPTION:

A FIVE TO EIGHT FEET
THICK, WHEEL SHAPED B
HUB AND A NINE TO FIF
EACH SIDE. IT WEIGHS
6N ITS HIT DICE.

IT ONLY TAKES HALF DAMAGE FRGM NON-MAGICAL WEAP-

ONS. A _DOWNED TARGET IS SAT UPGN AND ABSGRBED

OVER A TEN MINUTE PERIOD, THOUGH THE CRUSHING

ACTION WILL HAVE KILLED HIM IN A MUCH SHORTER
MOUND WIGHT TIME. THOUGH SOME CAN GET UP T8 TWENTY-FOUR

INCHES A TURN FOR SHORT_SPURTS (1D10 MELEE TURNS),
MOST MOVE FROM FIFTEEN TGO EIGHTEEN INCHES.

ALSO CALLED "MILL WHEEL", "CHASER", OR "GRIND
STONE".

GH AND TWO TO FOUR FEET
ST WITH FOUR EYES ON EACH
EN FOOT LONG TENTACLE ON
S0 - 1500 POUNDS DEPENDING

HI
EA
TE
=]

%K KX

WATER SUCKER TYPE: ANIMAL
CREATED BY: STEVE PERRIN
HIT ARMOR 1Q DEXT,
\ DICE CLASS MOVE FLY SWIM RANGE RANGE
2De 3 6 1D& 2D6+6
ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OPEN, DESERTS
I NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 4D8 70% B
WANDERING 4D6
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WATER SUCKER
ATTACKS:

1 BITE, 1D3
1 SUCK, 1 CONSTITUTION POINT PER MELEE TURN

DESCRIPTION:

INHABI TANT OF EXTREMELY DRY AREAS. SUCKS WATER
OUT OF ITS VICTIMS AS A STIRGE SUCKS BLGOD. IF
ALL THE WATER IS SUCKED OUT, THE VICTIM DIES AND
CAN ONLY BE RESURRECTED AT LOWEST POSSIBLE CHANCE.
UNCE THE VICTIM'S CONSTITUTION FALLS BELOW THREE
IS COMPLETELY HELPLESS NO& MATTER WHE OR WHAT HE

ABOUT THE SIZE OF AN_ARMADILLO. IT CAN MOVE ON
ANY VERTICAL OR HORIZONTAL SURFACE, ONCE IT HAS
SCORED A BITE, IT BEGINS TG SUCK WATER EVERY TURN
THEREAFTER WITH NO NEED FOR A FURTHER STRIKE.

EXREX
WEAKLING TYPE: HUMANGOID
CREATED BY: SEAN CLEARY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-1%5) -] 12 9 g 18 18

ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (20%) 1D6+4 S0% SEE BELOW
WANDERING 1D4 S0% SEE BELOW
ATTACKS:

2 MAGICAL (SEE BELOW)
DESCRIPTION:

USUALLY FOUND WITH A LARGE GROUP 8F NON-MAGICAL
MONSTERS UR WITH THE TRIGGERING DEVICE OF A_PHYS-

ICAL TRA THE GROUP WILL TRY TGO CONCEAL ITS
PRESENCE THEY LOOK LIKE SMALL, NARROW LIMBED
MONKEYS RED ONE [IS A PERSON WHO HAS BEEN POLY-

MOGRPHED INTO A WEAKLING; BLACK GNES ARE SECOND
GENERATION WEAKLINGS.

EXTREMELY FOND OF TRAPS. [IF FOUN
WILL BE AT LEAST GNE TRAP IN THE

D ALONE, THERE
AREA WHiCH IT caN

PAGE
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MONSTERS

WEAKLING

TRIGGER AT WILL. ITS FAVORITE IS A PIT-TRAP;
SITS ON_THE WALL UNTIL SOMEGNE ENTERS ITS Ruﬁﬂ AN
THEN OPENS THE PIT BENEATH THEM.

1T BUNGLES MAGIC . ANY HAG!O CAST AGAINST IT

WORKS AGAINST THE CASTER A _TENTH LEVEL MAGE CAN

THROW A FIRST LEVEL SPELL HITH ONLY A 285% CHANCE

OF TH E SPELL T HIM AND ANOTHER 25%

CHANCE THAT THE SPELL HILL BE DISPELLED. TWEN-

TIETH LEVEL HUULD HAVE THICE THE CHANCE UF SUCCESS

(12.5% RETUR 12.5% DISPEL . THE FORMULA IS:
EKPUNENT H (LEVEL 7/ _10)

1
BUNGLE = 1 / (2 xx EXPUNENT)

DISPEL = BUNGLE
[WHERE "xx" MEANS "RAISED TO THE POWER OF"1

THE WEAKLING BUNGLE EFFECT DOES AFFECT WANDS AND
STAVES BUT NOT WEAPON HITS AND DAHAQE BONUSES.
HUHEVER A WEAKLING, UPGN TOUCHING A MAGICAL WEAP-
WAND OR STAFF, 6&" ﬁPPLY WHAT 1S IN EFFECT A
STATIS FIELD ONT . _WHEN_THE WEAKLING DIES, THE
FIELD BREAKS DGHN AND THE ITEM DISCHARGES ALL ITS
POWERS INTO THE SURROUNDING AREA. ANYONE CA
THUSLY MUST DEFEND AGAINST ALL THE MAGICAL ATTAOKS
AND 1S5S SUBJECT TO ALL THE DAMAGE. A HANDY-DANDY
DOOMSDAY DEVICE FOR THE WEAKLINGS.

NATURAL MAGIC (I.E. BREATH WEAPONS, ETC.) ARE UN-
AFFECTED BY THE HEAKLING BUNGLE.

THE WEAKLING CAN USE MAGICAL ITEMS IF HE HAS THEM,
BUT HE 1S USUALLY GUARDING NON-MAGICAL TREASURE.

THE WEAKLING HAS ONLY ONE HALF OF ITS ORIGINAL
LEVEL IN HIT POINTS, AND ITS STRENGTH IS NEVER
?§$GE§R THAN FOUR. HOWEVER, ITS DEXTERITY IS

KR K X
WEAPONEER TYPE: HUMAN
CREATED BY: DAN PIERSGN
HIT ARMCOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
3De 9 12 1D6+12 1D8+10

ALIGNMENT: NEUTRAL
FOUND IN: ANYWHERE

NUMBER 7ES%ABIkITY OF TREASURE AND TYPE
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WEAPONEER

ATTACKS:

MISCELLANEGUS WEAPONS, NORMALLY SEMI-PORTABLE ON
THREE WHEELED CARTS (SEE BELOW).

DESCRIPTION:
NORMAL MEN IN YELLOW-GREEN SMOCKS.

FAVORITE WEAPONS:

NEURAL FLUX GENERATOR;

GREY MACHINE WITH A PAIR OF BLACK GLOBES.
GENERATES A
FIVE FOGT SAFETY ZOGNE IN THE MIDDLE.
QUIRES SAVE VS. PARALIZATION. IT CAN BE
CARRIED BY A HEAVY TROGPER.

MORTAR (50--500 FOGOGT RANGE--NGTE MINIMUM);
HITS ON 10 IF WEAPONEER HAS TIME TO AlM
CAREFULLY, IF HURRIED IT HITS ©N 15. A N
WEAPONEER CAN USE IT, BUT IT ONLY HiTS ON
18. IF IT MISSES, SHIFT THE POINT OF IMPACT
TEN FEET PER POINT MISSED BY IN A RANDOM
DIRECTION. THE MORTAR SHELLS CAN CONTAIN
GAS (SLEEP, CLOUDKILL, ETC.) OR EXPLOSIVES

(10D10 POINTS WITH A TWENTY FOGT RADIUS) .

BLAST CANN
Fl 8D6 PLUS SAVE VS. DISINTEGRATE.

BN ;
FTY SHots
HAS THE RANGE AND ACCURACY OF AN ARQUEBUS
5000 GP,

AND HAS THE SAME WEIGHT AS

BASED €N "THE DRAGON MASTERS" BY JACK VANCE.
L2 2 & &

WEASEL, GIANT
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT .
DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-27)D8 2 12 6 2D4 2D6+6

AL IGNMENT @
FOUND IN:

TYPE: GIANT ANIMAL

ANY, HUNGRY
DUNGEGNS, OPEN, WOGDS, MOUNTAINS, RIVERS,
SWAMPS, CITIES

NUMBER  PROBABILITY
2D4

1D4

OF TREASURE AND TYPE
LAIR (10%
WANDER! NG

ATTACKS:
| BITE,

)

108 PLUS 1D6 BLOOD DRAIN (SEE BELOW)

WEASEL, GIANT

DESCRIPTION:

THE GENERIC DESCRIPTION OF THE GIANT WEASELS.
T_STARTS_TO DRAIN BLOOD ON THE TURN AFTER IT

I
BITES. IT FASTENS ITSELF TO THE VICTIM AND WILL
DRAIN BLOOD EVERY_ _TURN THEREAFTER UNTIL EITHER THE
WEASEL OR THE VICTIM IS DEAD.
ITS BASIC ARMOR CLASS 1S 3 PLUS ONE THIRD OF THE
NUMBER OF ITS HIT DICE, FRACTIONS ARE ROUNDED UP
GIVING A RANGE OF 2 TO -86.
EEEE S
WEEM TYPE: ALIEN
CREATED BY: OWEN HANNIFEN
HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE
(1-5)D86 3 -] 1D6+2 1D4+14
ALIGNMENT: HUNGRY
FOUND IN: DUNGEGONS, GQUTDSORS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50X) 10D10 100% D PLUS S0X TECHNGLOGICAL
WANDERING 1D20 40% B
ATTACKS:
1 CLAW, 3D6
DESCRIPTIGN:

PAGE 97

A SMALL (THREE TO FOUR _FEET), CHITINOUS BEING WITH
HUGE RIGHT CLAW. THE CLAW ATTACKS AS A GREAT-

WORD. IT IS SOMEWHAT INTELLIGENT, BUT NOT VERY.

}; EGENETQSTQH AND WILL QUICKLY DR&WN IF IMMERSED

THE WEEM CAN BE PLAYED AS A FIGHTER, BUT IT USES
NG _ARMOR OR WEAPONS. AT THIRD LEVEL IT WILL GAIN
THE ABILITY TO USE A SHIELD.

IT EATS METAL, AND IF IT KILLS A CHARACTER, IT
WILL HAPPILY EAT HIS ARMOR AND LEAVE HIS B&DY FOR
REVIVAL. IT NORMALLY ATTACKS PEGPLE WEARING PLATE
ARMOR FIRST AND REJECTS LEATHER OR_CLOTH. IF A
MAGIC WEAPON 1S EATEN, THERE IS A 75% CHANCE THAT
THE WEEM WILL TAKE ON THE WEAPON’S CHARACTERISTICS
(ALL OF THEM).

u>r
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WEEM WERE HELLHOUND
DESCRIPTION:

TENDS TO LOOK LIKE ©@THER WERETYPES BUT HAS A COLOR
TINT MORE TOWARD THE BREATH TYPES. IT CAN ONLY BE

FROM "RETIEF'S WAR" BY KEITH LAUMER.

L & 8
HURT BY SILVER WEAPONS AND MAGIC. IT GETS AN
WERE EAGLE TYPE: LYCANTHRGPE AUTOGMATIC SAVE VS. ALL FLAME TYPE ATTACKS AND IT
ONLY TAKES HALF DAMAGE FROGM WEAPGNS NOT SPECIFI-
CREATED BY: CHARLIE LUCE CALLY MADE TGO FIGHT IT.
HIT ARMBR 1Q DEXT. THERE IS A 25% CHANCE THAT IT CAN USE MAGIC IN ITS
DICE CLASS MOVE FLY SWIM RANGE RANGE HUMAN FGRM. ONE THIRD OF THE MAGIC USERS WILL BE
D8 3 3 a8 3D6 2D6+8 PRIESTS OF ROOFDRAK.
ALIGNMENT: ANY WILL ONLY BARELY TOLERATE A WERECOLD-CAT IF UNITED
FGUND 1N: WOSDS, MOUNTAINS, CITIES IN SGME COMMON CAUSE AND ONLY THEN UNTIL THE GOAL
1S ACCOMPLISHED.
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (40%) 3D4 80% G TREASURE, D MA WILL O©NLY HAVE SCROLLS IN ITS TREASURE IF IT IS A
WANDER | NG 2D4 6% D MAGIC USER.
ATTACKS: KKK
|\ BITE, 1D4 WERE-ROT TYPE! LYCANTHROPE
2 TALGNS, 1D6
CREATED BY: TONY AYRES
DESCRIPTION:
HIT ARMOR 1Q DEXT.
A LARGE (BUT NOT GIANT-SIZED) AVIAN LYCANTHROPE, DICE CLASS MOVE FLY SWIM RANGE RANGE
WITH THE GENERAL ABILITIES © TYPE. LAIR 40D10 0 12 4 18 18
GROUPS ARE TYPICALLY SEVERAL PAIRS NESTING IN THE
SAME VICINITY. FOUND IN: DUNGEGNS
XXX AN NUMBER  PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 1 100% ROLL TYPE
WERE HELLHOUND TYPE: LYCANTHRGPE WANDERI NG 1 1008  ROELL FUR TYPE
CREATED BY: SEAN CLEARY ATTACKS:
HIT ARMO 1Q DEXT. 2 PSEUDOPODS, 2D10 (SEE BELOW)
nlcs CLASS HGVE FLY SWIM RANGE RANGE 1 PRESENCE (POISGNOUS ODOR, SEE BELOW)
(3-9)D +6 2D6+6
DESCRIPTION:
ALIGNMENT: CHAOTIC, NEUTRA
FOGUND IN: DUNGEGNS, GUTDﬂURS SWAMPS, CITIES APPEARS AS BEAUT]FUL HAN OR WOMAN WITH 18+ CHA-
RISMA. WHE N APPROACH IT BEcoMEs A HUGE PILE OF
NUMBER PROBABILITY ©F TREASURE AND TYPE SLIMY FILTH WITH TWo BSEUDGPEDS. EACH PSEUDOPOD
LAIR (15%) 506 508 D STRIKES AS A +10 SWORD. 1 Exunzs PO SONOUS
WANDERING 1D10 158 D gEEtEHTHQT PENETRATES THE SKIN AND DGES THE
ATTACKS: RANGE: 0-10‘ 11-25° 26-50' 51-75' 76-100'
fpiedy DAMAGE: 1D20 1D10 1p8 1D6 104

D4
1 BREA?H. # OF REMAINING HIT POINTS OF FIRE
PABGE 98
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WERE, ANTI TYPE: LYCANTHROGPE
CREATED BY: CHUCK CADY
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(6-8)D8 < 12 3D6 2D6+6
AL |GNMENT : LAWFUL, CHAOTIC, NEUTRAL
FOUND IN: DUNGEGN$ ﬂUTDOUhS RIVERS, SWAMPS, CITIES
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (15%) 2D10 100% c
WANDERING 1086 10% MISC. MABIC
ATTACKS:

DEPENDS ON WHAT KIND IT IS IN ITS WERE FORM:
ANTI -WEREWOLF -~ B 2D4
ANTI -WEREBOAR -~
ANT] -WERETIGER =~

ANT! -WEREBEAR --
BITE, 2D4
HUG, 208 (IF HITS ON 18+)

=) =)= —
oo
-4
m
—
o
S
o

DESCRIPTION:

LOOKS LIKE A TYPICAL LYCANTHRUPE UF ITS PARTICULAR
CLASS (WOLF, BOAR = HOWEVER THERE
ARE Two DIFFERENCES: (A} IT HAS Qa MEGRE HIT DICE
THAN THE STANDARD WERE TYPE AND (a) IT IS [MMUNE
TO_SILVER AND MAGIC WEAPONS (THEY JUST BOUNCE

OFF). ONLY IRON WEAPONS CAN HURT 1T, AND THEY DO
SO IN THE SAME MANNER THAT SILVER WEAPGNS AFFECT
STANDARD WERE TYPES.

18% OF ALL LYCANTHROPES ARE ANTI-WERE.
2K X KN
WHERE DIT GO
CREATED BY: RICHARD HARVEY

TYPE: MISCELLANEOUS

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANBE RANGE

3D6 2 18 3D6+1
ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (50%) 1D6 100% A x 3
WANDERI NG 1D86 75% A

PAGE a9
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WHERE DIT GO

ATTACKS:
2 HANDS, PICKPOCKET

DESCRIPTION:

AN INVISIBLE CREATURE WHO IS ATTRACTED TO THE BE-
OF A PARTY. INSTEAD OF DOING DAMAGE WHEN

ki HlTs IT STEALS SOMETHING (RANDOM ROLL). IT

WILL CONTINUE TO ATTACK UNTIL IT HAS TAKEN s0%

DAMAGE, THEN IT WILL RETREAT TO ITS LAIR

ARMOR CLASS IS 2 IF IT CANNOT BE SEEN, BUT THUSE

WHO CAN SEE INVISIBLE HIT IT AS IF IT WAS AC

ANY TREASURE IT STEALS BECOMES INVISIBLE. AL
ETLLEB TREASURE BECOMES VISIBLE AGAIN WHEN lT IS

EEXXER
WIGHT, MOUND

TYPE: UNDEAD
CREATED BY: DAN PIERSON

HIT ARMOR DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
10D8 8 1D4+14 1D4+14
ALIGNMENT: LAWFUL-EVIL
FOUND IN: OPEN, WOODS, DESERTS
NUMBER PRUBABILITY OF TREASURE AND TYPE
LAIR (90X) 1 B+F&20% PARALYSED VICTIM
WANDERING 1
ATTACKS:
2 WEAPONS (SEE BELOW)
DESCRIPTION:

TALL PALE WIGHT IN PALE PLATE ARMOR HITH 1D4+14
ENGTH. FOUND ONLY IN OR NEAR IT§ MOUN

FIGHTS AS A TENTH LEVEL LORD.
NECROMANCER. WEARS +1 TO +6 EVIL (Sg gH:DI&C)

RIK THE S
AND GLOVES WILL CHANNEL THE LIFE DRAINING ABILITY
USE THERE IS A 10X CHANCE OF 1-2 RINGS,
A 10! CHANCE OF MISCELLANEGUS MAGIC, PLUS CHECK
ITS TREASURE FOR USEABLE ITEMS.
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WIBHT, MOUND WIND WITCH
CLERICAL DISPEL/TURN WILL NOT WORK IN ITS LAIR, NUMBER PROBABILITY OF TREASURE AND TYPE
A NINTH LEVEL PATRIARCH NEEDS AN ELEVEN OUTSIDE OF LAIR (90X) 1D6+4 100% c
THE LAIR, IT CANNGT BE CONTROLLED, CHARMED, HELD, WANDERING 106 20% SEE BELOW

ETC. IN ITS LAIR. IT FEARS ELVES AND WILL TRY TO
KILL THEM FIRST. IT WILL ATTEMPT TO PARALYZE MEN,
DWARVES, oR HOBBI TS AND STORE THEM IN THE LAIR. 1 BREATH1 HURRICANE FORCE WIND (SEE BELOW)

BITE D10 (AS A LAST RESORT ONLY)
K KK
DESCRIPTION:
WIND DEVIL TYPE: ANIMAL
HUMAN SHRPED AND SIZED BUT WITH A CROCODILE-LIKE
CREATED BY: DAVE HARGRAVE HEAD. DOES NOT FLY &3 MUCH AS IT WALKS IN THE
AlIR, USUALLV FOUND AS A GUARD OF A HIGH LEVEL
HIT ARMOR 1Q DEXT. PERSGON OR CREATURE OR USED BY THEM TG "RUN INTER-
DICE CLASS MOVE FLY SWIM RANGE RANGE FERANCE" DURING AN ATTACK
(3-4)D8+2 6 6 18 2p8 2D6+6
THE WITCH ATTACKS BY USING ITS BREATH TO BLOW OP~-
ALIGNMENT: NEUTRAL PONENTS AWAY. HOBBIT-SIZED CAN BE BLOWN AS MUCH
FOUND IN: ANYWHERE AS ONE HUNDRED FEET, DWARF-SIZED FOR FIFTY FEET,
UNARMORED MEN FOR TWENTY-FIVE. MAN-SIZED AND
NUMBER PROBABILITY OF TREASURE AND TYPE ABOVE GET A SAVING THROW VS. WIND FORCE; THE PROB-
LAIR (S0X) 3D6 75% C + 10% EXTRA GEMS ABILITY OF A PERSON OR CREATURE REMAINING ON HIS
WANDERI] NG 1D6 FEET IS 5% FOR EVERY TWENTY-FIVE POUNDS OF WEIGHT
(BOTH THE PERSON AND WHAT HE CARRIES), PLUS 5% FOR
ATTACKS: EVERY STRENGTH POINT ABOVE 14 (MAX OF 20%), MINUS
10% FOR VOLUMINOUS ROBES, CAPES, AND CLOAKS.
1 BITE 108 PLUS FROST VENOM
2 CLAWS, IF THE PERSON STAYS ON HIS FEET, THERE IS A 5%
CHANCE PER STRENGTH POINT OF HI§ BEING ABLE T& AD-
DESCRIPTION: VANCE FIVE FEET PER MELEE TURN INTO® THE FACE OF
THE WIND, UNTIL HE CLOSES WITH THE WITCH AND
LOOKS LIKE A GOLD OR SILVER VERSION OF A SUN STRIKES {T. THE SAVING THROW MUST BE MADE EACH
DEVIL, UF WHOM IT IS A MUTUAL ENEMY. IT WILL TURN AS MUST THE ROLL TO SEE IF HE CAN ADVANCE,
ATTACK A SUN DEVIL ON SIGHT. IMMUNE TO COLD.
IF_SOMECONE BETS CLGSE ENUUGH TO _THE WITCH TO
HHEN IT BITES INJECTS A VENOM INTO ITS VICTIM, STRIKE IT, THE WITCH WILL TRY TO FLEE, UNLESS COR-
A CURE DISEASE IS NOT DONE WITHIN THREE MELEE NERED. I? WILL ONLY STAND AND FIGHT IF IT CANNGT
TURNS THE VICTIM WILL TAKE THE NUMBER OF THE WIND GET AWAY

DEVIL HIT DICE IN COLD DAMAGE EACH TURN, FREEZ-
NG SOLID AS SOO6N AS HE HAS LOST ALL HIS POINTS. FROM THE FILM "JACK THE GIANT KILLER".
ONCE FROZEN, THE DAMAGE 1S NOT REGENERABLE.

XK
XXX
WITCH TREE TYPE: PLANT
WIND WITCH TYPE: ENCHANTED MONSTER
CREATED BY: STEVE DAVIES
CREATED BY: JEFF PIMPER
HIT ARMOR 1Q DEXT.
HIT ARMOR DEXT. DICE CLASS MOVE FLY SWIM RANGE RANGE
DI CLASS HOUE FLY SWIM RANGE RANGE (8-13)D8 2 ] 4] 4D6
3D I 10 2D4+8
ALIGNHENT. HUNGRY
ALIGNMENT: CHAOTIC-EVIL FOUND wWooDs

FOUND IN: DUNGEGNS, CITIES
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WITCH TREE WOLF, DIRE TYPE: ANIMAL
NUMBER PROBABILITY GF TREASURE AND TYPE CREATED BY: STEVE PERRIN
LAIR (100%) iD8 S50% B
HIT ARMOR 1Q DEXT.
ATTACKS!: DICE CLASS MOVE FLY SWIM RANGE RANGE
6D8 6 12 2D4+1 2D6+6
(# OF HIT DICE) BRANCHES, 1D10
ALIGNMENT: HUNGRY
DESCRIPTION: FOUND IN: ganﬁsgNS, OPEN, WOODS, MOUNTAINS, RIVERS,
APPEARS AS AN ORDINARY TREE UNTIL IT ATTACKS, THEN
I1TS BRANCHES MOVE RAPIDLY AND ITS MAW OPENS UP AT NUMBER PREGBABILITY OF TREASURE AND TYPE
THE BASE OF THE BRANCHS, LAIR (30%) 2D10 25% B
WANDERI NG 2D4
WHENEVER ANYONE COMES WITHIN TEN FEET OF THE TREE,
THE BRANCHES ATTEMPT TO GRAB_HIM, THERE IS A 2/3 ATTACKS:
CHANCE THAT THE VICTIM WILL BE SURPRISED AND NOT
ABLE TO STRUGGLE; IF THERE 1S A STRUGGLE, EACH 1 BITE, 1D8

BRANCH HAS 1D8 HIT POINTS. ONCE A VICTIM IS CAP-
TURED, THE BRANCH WILL LIFT HIM INTO THE MAW IN
103 MELEE TURNS. AFTER 2D4 FULL TURNS, THE VICTIM
WILL BE DIGESTED AND I|RRECOVERABLE.

WHEN MORE THAN ONE TREE OCCURS, THEY WILL BE SCAT-
TERED ABOUT, NEVER NEXT TG EACH OTHER. ITS TREAS-
gEEHééE ANY) WILL BE UNDERGROUND AMGNG 1TS ROOT

o oKk X

WOLF

TYPE: ANIMAL

CREATED BY: CHUCK CADY

HIT ARMOR 1Q DEXT.

DICE CLASS MOVE FLY SWIM RANGE RANGE

4Dg+2 6 15 S 2De 2D6+6
ALIGNMENT: ANY, HUNGRY
FOUND IN: DUNGE&NS, CUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (25%) 3D10
WANDERING 208
ATTACKS:
1 BITE, 1D86

DESCRIPTION:

THE ORDINARY WOLF. [F FOUND WANDERING, ALL WILL

BE ADULTS. IT FOUND IN THEIR LAIR, THOSE BELOW

ELEVEN POINTS WILL BE PUPPYS. WOLF PUPPYS CAN

BE TAMED AND BECOME IN ALL RESPECTS LIKE DOGS. PAGE 101

DESCRIPTION:

A PREHISTORIC WOLF,
A FAITHFUL COMPANION,.

IT CAN BE TAMED AND BECOMES

REREER

WORM, BLIGHT

TYPE: GIANT ANIMAL

CREATED BY: STEVE HENDERSGN

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(16-24)D8 2+3 6 18 1D04+2 1D3+12

ALIGNMENT: CHAOTIC
FOUND IN: MOUNTAINS, WATER
NUMBER PROBABILITY OF TREASURE AND TYPE

LAIR (40%) 1 80% ROLL FOR TYPE
WANDERING 10% ROLL FOR TYPE
ATTACKS:

1 TENTACLE, 3D4

1 BITE, 1D4 PLUS 4D6 POISON

3 CUNSfRICTIUNS, 3D4 PLUS 8D6 COLD

DESCRIPTION:

A _HIDEGUS CREATURE, LIKE A LONG, PALID BLUE WORM.
IT IS ONLY FOUND IN VERY COLD WATER.

NORMAL WEAPONS AUTOMATICALLY FREEZE AND SHATTER
WHEN THEY STRIKE IT. MAGICAL WEAPONS MUST MAKE A
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WORM, BLIGHT WORM, SAND TYPE: GIANT ANIMAL
g?;éﬂﬁ THROW UNLESS THEY ARE WEAPONS OF COLD OR CREATED BY: DENNIS O’'BRIEN
HIT ARMO 1Q DEXT.
THE WORM RUNS TO ABOUT SIX TONS OF MASS, BUT IT IS DICE CLASS HﬂVE FLY SWIM RAHGE RANGE
VERY LGNG AND CAN CONSTRICT UP TO THREE PEOPLE AT iooD8 3D6
ONCE. IT CAN HASTE ITSELF ONCE A DAY FOR TEN
HIHUTES IT IS ABLE TGO SENSE THOUGHTS BY ESP, ALIGNHEHT HUNGRY
USING THIS MEANS TO FIND ITS FOOD. ND IN: DESERTS
IT 1S IMMUNE TG FEAR, NORMAL WEAPONS, AND SPOKEN NUMBER PROBABILITY OF TREASURE AND TYPE
SPELLS. WANDERING <
KK X X ATTACKS:
WORM, MIND TYPE: MISCELLANEOUS 1 BITE, 10D8
CREATED BY: DAVE HARGRAVE DESCRIPTION:
HIT ARMOR 1Q DEXT. ONE HUNDRED TO TwGO HUNDRED METERS LONG, THIS WORM
POINTS CLASS MOVE FLY SWIM RANGE RANBE LIVES WITHIN THE SAND OF DRY DESERTS 1T IS FIVE
1 9 1 1 1D6 © TEN METERS IN DIAHETER AND SANDY BREY IN COLOR.
ALIBNMENT: HUNGRY WATER ACTS AS A POISON TGO THE WORM 1T HAS VERY
FOUND IN: ANYWHERE ACUTE HEARING, IT CAN HEAR THINGS SEVERAL MILES
AWAY . ]F OFTEN ATTACKS FROM BELOH THE SURFACE OF
NUMBER .PROBABILITY OF TREASURE AND TYPE OF THE SAND, CREA A WHIRLPOOL AND SUCKING ITS
LAIR (100%) 1D10 100% BEMS OR COINS--ANY KIND V*gT!H DﬂHN BEHEATH THE SURFACE AND THERE CONSUM-
ATTACKS:

THERE 1S A SPECIAL CLAWED ROD _THAT CAN BE USED BY
1 SPECIAL, EATS BRAIN (SEE BELOW) THOSE WITH THE PROPER SKILLS TO ENABLE THEM TGO USE
THE SANDWORM AS A MOUNT.

DESCRIPTION:
FRGM "DUNE" BY FRANK HERBERT.
A SMALL WORM WHICH CAN APPEAR TO ALL THE sensss
AS ANYTHING OF SIMILAR SIZE (casns GEMS, ETC.). P
NGRMALLY IT IS ONE INCH LONG AND NEARLY fRaNs-
PARENT CEPT WHEN IT IS FEEDING THEN 1T HAS A WORM, SENTIENT TYPE: MISCELLANEGUS
DARK GREENISH BLUE COLOR.
CREATED BY: STEVE MARSH

IT WILL BE PICKED UP AS PART OF LOOT AND, WHEN THE
ONE_WHg PICKED IT UP IS ASLEEP, IT ANESTHETIZES A LT ARMOR 1Q DEXT.
SPOT IN THE BODY AND BORES INT& THE BRAIN OVER " DICE CLASS nuve FLY SWIM RANGE RANGE

E HOUR PERIOD. IT WILL EAT THE BRAIN AND GROW (1-4)D8 6 106 306
75 FILL THE CRANIAL CAVITY. lT TAKES OVER THE
FUNCTIONS OF ALL AREAS IT S AND THE VICTIM ALIGNMENT: NEUTRAL
FEELS N8 PAIN, HE JUST ACTS IRREGULARLY ON GCCA- FOUND IN: DUNGEGNS
SION. ONCE THE TOTAL BRAIN [S EATEN, BOTH THE
WORM AND THE VICTIM DIE. NUMBER PROBABILITY OF TREASURE AND TYPE

WANDERING 1208+2

WHILE INGESTING THE BRAIN, THE WORM REPRODUCES IT-
SELF AND SENDS LITTLE (MICROSCOPIC) WORMLETS OUT ATTACKS:

THROUBH THE VICTIM’S ELIMINATION SYSTEM.
1 ATTACK, 1D4
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WORM, SENTIENT

DESCRIPTION:
A PALE, BLIND WORM WHO WORKS WITH WORMEN,
FOUND IN DEEP CAVERNS.

EXXXX

WORM, WHITE TYPE: GIANT ANIMAL
CREATED BY: STEVE MARSH
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(5-8)D8 6 6 1D4 206

ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, MOUNTAINS

NUMBER PRCBABILITY OF TREASURE AND TYPE
LAIR (50%) 1D4+1
WANDER] NG 1D4+1

ATTACKS:

1 HAMMER OF COLD, 1D6 PLUS 1D6 COLD
1 BREATH, CONE OF COLD, 2D6

DESCRIPTION:
A LONG (THIRTY TO ONE HUNDRED FEET), WHITE WORM
FOUND IN COLD PLACES. IT HAS A LARGE MOUTH WHICH
SWALLOWS ITS VICTIMS WHOLE. IT 1S OGFTEN FOUND
WITH YOUNG AND WILL VICIOUSLY PROTECT THEM.

v L EAT ANYTHING THAT IS NOT FUZZY (VERY

IT WIL
TICKLISH ON THE INSIDE). EIGHTEEN TIMES A DAY, IT
$GH REGENERATE TWO OF ITS HIT POINTS IN ONE MELEE
XK K X
WORMAN TYPE: HUMANOID
CREATED BY: STEVE MARSH
HIT ARMOR 1Q DEXT .
DICE CLASS MOVE FLY SWIM RANGE RANGE
4D8 6 12 3De 3Dse

ALIGNMENT: NEUTRAL
FOUND IN: DUNGEONS
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WORMAN
NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (50%) 3D6 30% RARE ORES
WANDERI NG 206 30% RARE ORES
ATTACKS:

4 WEAPONS, BY WEAPON TYPE PLUS 2D8 ELECTRICITY
DESCRIPTION:

A VAGUELY HUMANOID CREATURE CREATED BY THE UNIGN
OF FOUR SENTIENT WORMS. [T HAS +3 MORALE, BUT IF
ITS MORALE EVER FAILS, IT WILL FALL APART INT& THE
FOUR INDIVIDUAL WORMS WHICH MAKE IT UP AND THERE
IS A 75% THAT EACH OF THE WORMS WILL DIE,

EEX KX

WRAITH, SILVER

TYPE: UNDEAD
CREATED BY: JERRY JACKS

HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
1208 2+2 8 306 2D6+12

ALIGNMENT: LAWFUL-EVIL
FOUND IN: ANYWHERE

NU?EER T OBABILITY OF TREASURE AND TYPE

R
WANDERI NG 00% USUALLY WEAPGNS
ATTACKS:

1 WEAPON, BY WEAPON TYPE + 2D8
PLUS 1D4 LIFE ENERGIES (SEE BELOW)

DESCRIPTION:

A SILVER COLORED WRAITH, LARGER THAN THE USUAL
WRAITH. [T USUALLY CARRIES A SWORD BUT MAY USE
ANOTHER WEAPON IF IT DESIRES; ANY WEAPON IT HAS

IS ALWAYS LIFE DRAINING, 1D4 LEVELS PER HIT. WHEN
THE WRAITH IS REDUCED T& ZERG POGINTS OR BELOW, ITS
WEAPEGN WILL TRANSFER ©NE LIFE ENERGY TG THE WRAITH
AND RESTORE ALL OF ITS HIT POINTS.
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WUMBL UM TYPE: ALIEN WYVERGON
CREATED BY: OWEN HANNIFEN NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (55%) 1D6 1008 E + 1000 PLATINUM
HIT ARMOR 19 DEXT. WANDERI NG 1D4 40% E
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-8)D8 2+2 7 306 206 ATTACKS!
ALIGNMENT: LAWFUL, NEUTRAL 1 BITE, 2D8
FOUND IN: DUNGEGNS, OUTDGORS, CITIES 1 BUTT 2ne
1 STING, 1D6 PLUS (# cF HIT DICE)DE POISON
NUMBER PROBABILITY OF TREASURE AND TYPE 1 BREATH, TURN T6 STON
LAIR (95%) 10D10 85% B
WANDER1NG 1 100% A DESCRIPTION:
ATTACKS: WYVERN-GORGON CROSSBREED. LOOKS LIKE A SCALEY
CHUNKY  "HORNED, WINGLESS WYVERN. ~USUALLY s:uvtn
1 STRIKE, 1D8 COLORED . wiLL OF TEN COMBINE A BUTT AND 'S
2 SETS oF WHEELS (FRONT AND BACK), 4D10 ATTACK . THOSE HITH A DEXTER[TY OVER 13 lLL
ATTACK TWO OPPONEN USUAL PATTERN OF
DESCRIPTION: ATTACK 1S ONE BREATH, ATHENCT /3 GHANGE OF A BITE OR
2/3 CHANCE OF A BUTT- sr:ue IT WILL EAT ANY
THIS 1S THE OUGPPINA EOUIVALENT OF A TRUCK. IT IS VICTIM TURNED TO STONE. CAN BREATHE INTO THE
NINE FEET WIDE AND FO EET HIGH WITH GREAT HEAVY ETHEREAL AND ASTRAL PLANES.
EELS K- AT TABRED T CHARGES AT DOUBLE SPEED

WH

FOR HALF A MILE, THEN SLOHS TO REGULAR SPEED OF
SEVEN INCHES.  {F IT IT WILL CRUSH WITH ONE
OR_BOTH SETS OF HHEELS (dt! RIGHT SET, 45% LEFT
SET., 10% BOTH SETS).

THE WUMBLUM CANNOT SWIM AND WILL QUICKLY DROWN
IF IMMERSED IN ANY LIQUID,

DO TG THE NATURE OF ITS LOCOMOTION, THE WUMBLUM
CAN ONLY MOVE FOUR INCHES IN HILLY TERRAIN.

IF THE WUMBLUM IS NOT HOSTILE, IT MAY OFFER TO
CARRY A PARTY FOR 1D10 GP EACH.

FROM "RETIEF'S WAR" BY KIETH LAUMER.

LS 3
WYVERGON TYPE: DRAGONKIND
CREATED BY: DAVE HARGRAVE (AG 1)
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(7-8)D8+1 2 10 206 2D6+6

ALIGNMENT: CHAQTIC
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES
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X-RAY BEAST TYPE: ANIMAL
CREATED BY: DAVE HARGRAVE
HIT ARMOR 1Q DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-6)D8 £ 2D4 2D6+6

ALIGNMENT: CHAOTIC, NEUTRAL
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (30%) 1D6 75% D
WANDERING 1D4

ATTACKS:
1 X-RAY, 3D6 RADIATION DAMAGE

DESCRIPTION:
LARGE GREY HIPPO-SIZED AND SHAPED, ONE-EYED BEAST.
EYE EMITS X-RAYS FOR A RANGE OF TWENTY FEET CAN
SEE THROUGH TEN FOOT WALLS. [IMMUNE TO FIR

Xk XXX

YMIR, PRINCE OF ICE DEMONS TYPE: DEMON
CREATED BY: STEVE PERRIN
HIT ARMOR 1@ DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
20012 2+8 18 18 20

ALIGNMENT: CHAGTIC, EVIL, CHAGTIC-EVIL
FOUND IN: ANYWHERE

NUMBER PROBABILITY OF TREASURE AND TYPE
LAIR (100%) 1

ATTACKS:

1 HAMMER, BDB PLUS 8D6 COLD
1 TOUCH, 8D6é CoLD

DESCRIPTION:

THE DEMOGN PRINCE OF THE ICE DEMONS AND COLD CREA-
TURES HE HAS THE FEAR AND PARALYSIS OF THE CLASS

THE CLASS 1, AND THE
CLERICAL ATTRIBUTES ﬂF THE CLASS I1l. HE COMMANDS
ALL COLD CREATURES

X-RAY BEAST
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YMIR, PRINCE OF ICE DEMONS

THERE 1S A 50X CHANCE THAT FIRE MAGIC WILL REBGUND
AND FULLY AFFECT ITS CASTER. THERE IS A 50%
CHANCE THAT FLAMING WEAPONS WILL GO OUT WHEN THEY
STRIKE HIM, DOING NO DAMAGE; OTHERWISE THEY ACT AS
THEY DO TO A CLASS II1 _ICE DEMON. HIS SPELLS ARE
THOSE OF A TWENTIETH LEVEL MAGE. DISPEL EVIL HAS
A 1% CHANCE PER LEVEL OF CASTER OF WORKING,

YMIR LIKES TO TRAVEL WITH HIS COURT. WHEN HE AP~

PEARS, HE IS LIKELY TO GATE IN TWO CLASS [II ICE
?Egﬂggﬁaﬁéx CLASS Il ICE DEMONS AND FOUR CLASS |

HE HAS THE SAME GLARE PROP
LITIES OF THE REST OF T
IS 240 HIT POINTS.

ERTIES AND REGENERATION 4/
HE ICE DEMONS, THOUGH ﬂ

&
P>

HIT ARMOR 10 DEXT.
DICE CLASS MOVE FLY SWIM RANGE RANGE
(4-7)D8+1 6 12 1D6 2D6+6

ALIGNMENT: HUNGRY
FOUND IN: DUNGEONS, OUTDOORS, RIVERS, SWAMPS, CITIES

LAIR (20%y NUNBER  PROBABILITY OF TREASURE AND TYPE ‘ &)%) /
WANDERTNG 108 &7 \ [z
Py~
& " ==

ATTACKS!
1 BITE, 1D12
DESCRIPTION:
SIX LEGGED WOLF-KOMODO-LIZARD,

m_
=
z
A

LT
ZANTH TYPE: ANIMAL
CREATED BY: DAVE HARGRAVE
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Wlonstar Lendal

LEVEL 1

Demon, Serpent (Lesser)
Goblin, Glass

Kill-Kill

Maggot, Mind

Plink Plant

Weakling

Worm, Mind

LEVEL 2
Basic
Blood Worm

Bloodgrass

Demon, Serpent (Lesser)
Hound, Phase

Hydra, Fire Breathing

Killwing
Kittyhawk
Phase Wing
Shockbones
Shrew, Giant
Slug, Mouthing
Stingwing

Telk

Tiger, Ice
Triffid

Tumble Tangle
Weakling
Worm, Sentient

LEVEL 3

Ant Man

Ant, Giant

Bear, Kodiak

Bee, killer

Blood Worm
Blooodgrass
Carniverous Typo
Centipede, Giant
Crumbler

Demon, Serpent (Lesser)
Furred Flyer

Ghoul, Gibbering
Hound, Death
Hound, Phase

Hydra, Fire Breathing
Kobold

Lizard, Giant

&har

Slug, Mouthing
Snake, Giant
Spider

Stingwing

Tiger, Blink Saber Tooth
Tiger, Ice

Toad, Giant

Voion

Weakling

Weaponeer

Weasel, Giant

Weem

Worm, Sentient

LEVEL 4
Ant Man
Ant, Giant
Bear, Kodiak
Blood Worm

Bloodgrass
Cat, Carrior
Centipede, Giant
Chameleonm Giant
Crumbler
Demon, Serpent (Lesser)
Ghoul, Gibbering
Ground Octopus, Giant
Hound, Phase
Hound, Rock
Hydra, Fire Breathing

, Giant
Lion, Silicon
Lizard, Giant
Phase Wing

Shaggy

Slug, Mouthing

Snake, Giant

Spider

Sun Devil

Tiger, Blink Saber Tooth
Tiger, Ice

Toad, Giant

Unalhit

Voion

Water Sucker
Weakling
Weasel, Giant
Weem
Were-Hellhound
Where Dit Go
Wind Devil
Wind Witch
Worm, Sentient

LEVEL S
Ant Man
Ant, Giant
Ape, Desert
Batarang
Blood Worm

Bloodgrass

Centipede, Giant
Chonchon

Crumbler

Culverin

Demon, Serpent (Lesser)
Fiink

Fury
Ghoul, Gibbering
Glith

Gondor

Ground Octopus, Giant
Hairy Howler

Hound, Phase

Hound, Rock

Hydra, Fire Breathing
Lion, Silicon

Lizard

Orgoyle

Phase Wing
Psiren

Quelt
Screamer
Shade

Skull, Flying
Snake, Giant
Spider,

Spider Dragon
Sun Devil
Tiger, Blink Saber Tooth
Tiger, Ice
Toad, Giant

Trog

Troll, Gekko
Unathit

Voion
Weakling
Weasel, Giant
Weem
Were-Hellhound
Wind Devil
Wolf

Worm, Sentient
Worman

X-Ray Beast
Zanth

LEVEL 6
Ant Man
Ant, Giant
Ape, Desert
Ape, Snake
Bear

Bear, Kodiak

Bloodgrass

Centipede, Giant
Demon, Serpent (Lesser)
Fiink

Flat

Furred One
Fury

Gargoyle, Stone

Gremlin, Gnarled
Ground Octopus, Giant
Hound, Hades
Hound, Night
Hound, Rock

Hydra, Fire Breathing
Lion, Silicon

Lizard, Giant

Lizard, Lash

Mekhar

Mole Man

Nightgaunt

Orgoyle

Owl, Golden

Phase Wing

Phoenix

Tiger, Blink Saber Tooth
Tiger, Ice

Unathit
Voion

Vord

War Wheel

Wi

Weasel, Giant
Weem
Were-Hellhound
Worm, White
Wumblum
X-Ray Beast
Zanth

LEVEL 7
Ant Man
Ant, Giant
Ape, Desert
Ape, Snake
Bear

Bear, Kodiak
Bloodgrass

Blue Pool Horror
Centipede, Giant
Deathwing

Demon, Class I Ice
Demon, Twelfth Plane
Fiink

Flat

Furred One

Fury

Ghoul, Gibbering
Gremlin, Gnarled
Ground Octopus, Giant
Hound, Hades
Hound, North
Hound, Rock
Hydra, Fire Breathing
Ice Man

Icehorn

Libear

Lion, Silicon
Lizard, Giant
Lizard, Lash
Manta

Mole Man

Owl, Golden
Phase Wing
Screamer
Skorpoon

Snake, Giant
Spider

Tiger

Tiger, Blink Saber Tooth
Tiger, Ice

Toad, Giant

Toad, Spitting

Trog

Troll, Fire

Unathit

Blood Mold

Bl

Blue Pool Horror
Brown Ich
Centipede, Giant
Daughter of Kali
Deathwing

Demon, Twelfth Plane
Drake, Ice
Elemental, Death
Flat

Furred One

Ghost, Silver

Ghoul, Gibbering
Golem, Gold
Gremlin, Gnarled
Ground Octopus, Giant
Heavy Trooper
Hound, Hades
Hound, North
Hound, Rock

Hydra, Fire Breathing
Tce Wolf

Icehom

Libear

Lizard, Giant

Lizard, Lash
Long-Horned Murderer
Manta

Minogen

Mole Man

Owl, Golden

Phase Wing




Scorpion, Whip
Shadow, Silver
Skorpoon
Snake, Giant
Spider

Striding Murderer
Swamp Slime
Tiger, Blink Saber Tooth
Tiger, Ice

Toad, Giant
Tracker

Unalhit
Valkyrie

Voion

Vord

War Wheel
Weakling
Weasel, Giant
Were-Hellhound
Were, Anti-
Worm, White
Wumblum
Zanth

LEVEL 9

Ant Man

Ant, Giant

Ape, Desert

Bear

Bear, Kodiak
Behinder

Bloodgrass
Blutschink
Centipede, Giant
Corrabus

Deathwing

Demon, Serpent King (lev. VI)
Demon, Twelfth Plane
Earth Mole :
Elemental, Death
Flat

Furred One

Genii

Ghoul, Gibbering
Gremlin, Gnarled
Ground Octopus, Giant
Hell Flower

Hound, Hades
Hound, North

Hydra, Fire Breathing
Icehom

Libear

Lifecloak

Lizard, Giant

Lizard, Lash

Manta

Phase Wing

Skorpoon

Snake, Giant

Spider

Stun Cone
Swamp Slime
Tiger, Blink Saber Tooth
Tiger, Ice

Toad, Giant
Unalhit

Voion

War Wheel
Weakling
Weasel, Giant
Were-Hellhound
Were, Anti-
‘Worm, White
Worm, White
Wumblum
Wyvergon

LEVEL 10

Ant Man

Ant, Giant

Bear

Beetle, Giant Stag
Behinder

Bloodgrass

Blue Horror
Centipede of Kali, Elder
Demon, Twelfth Plane
Earth Mole
Elemental, Cold
Elemental, Death
Elemental, Wood

Flat

Furred One

Golem, Tar

Golem, Wood
Gremlin, Gnarled
Ground Octopus, Giant
Hell Flower

Hound, Hades

Hound, North

Hydra, Fire Breathing
Lemure

Libear

Lizard, Giant
Lizard, Lash
Olog-Hai

Phase Wing
Praying Mantis
Skorpoon
Snake, Giant
Spider

Stone Gnome
Swamp Slime
Tiger, Blink Saber Tooth
Tiger, Ice
Toad, Giant
Unalhit
Vampire, Snow

Voion

Weakling
Weasel, Giant
Were-Hellhound
Wumblum
Wyvergon

LEVEL 11
Ant Man
Ant, Giant
Bear, Kodiak

Centipede, Giant
Daughter of Kali, Elder
Dragon, Rock
Earth Mole
Elemental, Cold
Elemental, Death
Elemental, Wood
Furred One
Gelatinous Blue Horror
Gremlin, Gnarled
Ground Octopus, Giant
Heffalump

Hell Flower

Hound, Hades
Hound, North

Hydra, Fire Breathing
Ice Worm

Libear

Lizard, Giant

Panther

Phase Wing

Praying Mantis
Snake, Giant

Spider

Tiger, Ice

Tiger, Saber Tooth
Toad, Giant

Unalhit

Weakling

Weasel, Giant
LEVEL 12

Ant Man

Ant, Giant

Battler

Bear, Kodiak

Blast Puppy
Centipede, Giant
Crystalloid

Daughter of Kali, Elder
Demon, Class IT Ice
Dragon, Rock

Earth Mole
Elemental, Cold
Elemental, Death
Elemental, Wood
Fiend

"LEVEL 13

Gremlin, Gnarled
Ground Octopus, Giant
Heffalump

Hell Flower

Hound, North
Humbaba

Hydra, Fire Breathing
Jugger

Lizard, Giant

Phase Wing

Praying Mantis
Rhoon

Snake, Giant

Spider

Starling

Tiger of Righteous Wrath
Tiger, Ice

Tiger, Saber Tooth
Toad, Giant

Unalhit

W

Weasel, Giant

Hydra, Fire Breathing
Icegrunt

Lizard, Giant
Longlicker
Nerve-Flayer
Nyarlathotep
Pegesone

Phanfasm

Phase Wing

Praying Mantis
Random Horror
Razortongue
Screechwhip
Slime-Mold, Velvet
Snake, Giant

Spider

Stormquill

Three Horsemen of Donn
Three Sons of Argatron
Three Sons of Ormar
Thundertread

Tiger, Ice

Tiger, Saber Tooth

Toad, Giant

Unalhit

Vance Giant

Weakling

Weasel, Giant

Were-Rot

Wraith, Silver

Ymir, Prince of Ice Demons

Ant Man

Ant, Giant

Bagda and Fallowman
Battler

Bear, Kodiak

Blob, Red
Centipede, Giant
Crocotta

Crystalloid

Demon, Class III Ice
Demon, Greater
Demon, Lesser
Dragon, Chrome
Dragon, Crystal
Dragon, Rock

Earth Mole

Ebon Doom
Elemental, Cold
Elemental, Death
Elemental, Wood
Ezwal

Fiorn, Son of Dunarth
Garanhir

Geteit Chemosit
Giant, Hell

Golem, Diamond
Golem, Glass
Golem, Green Slime
Golem, Ice

Golem, Quicksilver
Golem, Radium
Gremlin, Gnarled
Heffalump

Hell Flower
Horned Bellower

HOW TO USE THE MONSTER LEVEL TABLE

Determining where a monster appears in a dungeon is up to the individual
Dungeon Master. However, the following table can be used as a rule of thumb for
those who insist that high level monsters should be on low levels of dungeons,

THE MONSTER LEVEL TABLE
Dungeon Die Roll

Level 1 2 7 4 5 6 7 & 9 I0
1 1 1 1 2 2 3 3 4 A 5
2 1 1 2 2 3 3 4 ) 5 5
3 1 p 2 3 3 4 4 5 5 6
4 2 2 K § 3 4 4 5 5 6 6
5 2 3 3 4 4 5 5 6 6 7
6 3 3 4 4 5 5 6 6 7 7
7 3 4 4 5 5 6 6 7 7 8
8 4 4 5 5 6 6 7 7 8 8
9 4 5 5 6 6 7 17 8 8 9
10 5 5 6 6 7 7 8 8 9 9
11 5 6 6 7 7 8 8 9 9 10
12 6 6 7 7 8 8 9 9 10 10
13 6 7 7 8 8 9 9 10 10 11
14 7 7 8 8 9 9 10 10 11 11
15 7 8 8 9 9 10 10 11 11 12
16 8 8 9 9 10 10 11 11 12 12
17 B 9 9 10 10 11 11 12 12 13
18 9 9 10 10 11 11 12 12 13 13

Once you find the correct level, simply establish how many monsters are in
the level and roll dice or use other random determinations to decide which mon-
ster actually appears.

Note that several monsters appear more than once on the Monster Level
Chart. Use the lower range of hit dice for those monsters which appear on the
higher (closer to the surface) levels of the dungeon.




@The Henderson NMonster Creation Table

il _Intelligence

01-50 Dumb
51-80 3-6
61-70 7-9
T1-80 10-12
81-90 13-16
9]-99 17-18
100 19+

v ea®ins
v &Iﬂm
01-10 Law
I 1-78 Chaos
76-90 Neutral

01-05
06-10
11-20
21-40
41-65
66-90
91-99
100

01-25
26-50
51-70
71-85
B6-95
96-99
100

01 -20

Vil Spesd

| Ske of Monster 76-00 16+
| Tiny
02-15 Small VI Armor Class
16-35 Mansized 0l-30 9to4
36-T0 Larger 31-50 3ol
71-B5 Elephant 5/-80 Oto-2
B6-95 \ery Large 81-90 -3k-5
96-99 Huge 91-99 -6to-T
100 Mammoth 100 -8
“USA 542U NS LY
Il Looks Vil Dexterlty Range
I Indescribable I 3-6
02-15 Hideous o2-10 7-9
16-95 Average 1-25 10-12
96-00 Beautiful 26-70 13-15

Immobile
1" /urn

3" /turn
6"/turn
9"/ turn
12"/ turn
15"/turn
18"/ turn

A Airspeed(20%)

15" /turn
18"/ turn
21"/ turn
24"/ turn
307 turn
36"/ turn
40'/ turn

B Special (5%)

Etherial

21-40
41-60
61-75
76-85
86-90
91-00

01-25
26-65
66-85
86-95
96-00

01-85
66-70
71-75
76-85
86-90
91-95
96-99
100

!
02-08
09-15
16-24
25-30
31-36
37-42
43-48
49-54
55-82
63-70
71-76

77-82

IX Number
of

Dimension Door
Teleport

Wind Walk
Dimension Walk
Shodow Walk
Leap

Types
Attacks

o b W N -

AL A

X Types of Attack

Physical
Magical
Clerical
Psionic
Breath
Visual
Sonic
Presence

A Physical Attacks

Weapons
Claws

Bite
Tentacles
Feet

Tusks
Horns

Tail

Quills
Tongue 20 %
Pinchers
Constriction
Contact

83-8B8 Spikes
89-94 Sting

95-00 Fangs
| Number of Attacks
Per Type

a1-30 |
31-65 2
66-85 3
86-95 4
96-99 5
100 6
2 Damage Per Attack
or-05 1-4

06-10 -6

I-reg
19-25
26-35
36-50
51-75
76-85
86-89
90-93
94-96
97-98
99

100
3 §

3.2
424
4-32
6-36
8-48
8-64
8-80
10-100

10-120

ial Sting/
ng
0l-85 Poison

86-95 Acid

96-99 Other

100 Potion

4 Special Atiack(10%)
Ql-10
1120
21-30
31-38
39-45
46-55

Slow
Lightning
Cold

Acid
Paralysis
Suckers

56-70
71-79
80-87
88-90
91-94
a95-97
98-99
100
B _Magical/Clerical
0180 | Spell

51-75 2 Spells

76-90 3 Spells

91-00 Many Spells
C Psionic Attacks/
— Defenses

Heat

Sharpness
Vorpal

Aging

Life Draining
Mo Regeneration
Requisite Blasting
Cancel lation

al-50 |
51-75
76-90
91-00 Al

D Breath Attacks
01-20

21-30
31-33
34-90
41-55
56-60
61-75
76-90 Poison

91-00 Biindness
E Visual Attacks
01-30 Stone

31-40 Life Energy
41-60 Charm

61-7T0 Fear

71-75
76-80
Bl -85
85-95

Fire
Sleep
Etherial
Wind
Lightning
Acid
Cold

Confusion
Feeblemnind
Paralysis
Death

96-99 Blindness

100 Timestop

F _Sonic_Attack

01-40 Biasting

41-80 Deafen (0% perm)

91-99 Unbalance

100 Kill

G Presense Attack

01-40

41-T0O

71-90

91-98

99-00 Worship

XI _Number of Detects

0l-65 |

66-90 2

91-00 3

A Defects

01-15  Invisible

16-25 Etherial

26-30 Astral

31-40 ESP

41-50

51-60

61-70

71-80

81-90

91-00
-

Fear
Disease
Revulsion
Lust

Psionics
True-seeing
Clairvoyance
Telepathy
Enemies
Treasure
TN
Xl

01-50 |

51-85 2

86-00 3

» ‘ -
Xl Special Abilities (20%)

21-30
31-35
36-45
46-48
49-52
53-54
55-60
61-685
66-70
71-80
81-85
86-90

Fire
Confusion
Stone

Mage Spells
Cleric Spells
Both
Lightning
Sonics
Psionics
Charming
Wands / Staves
Devices
91-95 Normal Weapons
96-99 [Detecls

100 Magical Weapans
.

01-50 |

51-85 2

86-00 3

A Special Abilities
0I-10  Rusting
I1-15  Etherialness
16-20
21-30
31-35
36-40
41-45
46-55
56-60
61-70
71-80
81-90
9] -00

Psionics
Regeneration
Spell Turning
Mage Spell
Cleric Spell
Mind lie
Camouflage
Potyrnorph
Silence
Haste

Invisibility

A Immunities

01-10 Fear
11-20 Coud

Use % dice to rall abilities, then Flesh
out to auit. Can you find the moniters
In this book who were "barn' on this
tanle?

Do you have  similer tabie? why not
tubmit It to Volume || of All The Worlds
Honaters? — ——



