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NEW MONSTERS

SHEETMETAL GOLEM
Large Construct
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 8d10 (44 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: -1 (Dex)
Speed:Speed:Speed:Speed:Speed: 20 ft. (can’t run)
AC:AC:AC:AC:AC: 18 (-1 size, -1 Dex, +10 natural), touch

8, flat-footed 18
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +4/+12
Attack:Attack:Attack:Attack:Attack: Slam +7 melee  (2d8+4)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: 2 slams +7 melee  (2d8+4)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 10 ft./10 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Eye ray
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Construct, DR (10/

adamantite), magic
immunity

Saves:Saves:Saves:Saves:Saves: Fort +2, Ref+1, Will
+2

Abilities:Abilities:Abilities:Abilities:Abilities: Str 18, Dex 9, Con
—, Int —, Wis
11, Cha 1

Environment:Environment:Environment:Environment:Environment: Any land and
underground

Organization:Organization:Organization:Organization:Organization: Solitary or
gang (2-4)

Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 10
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: A l w a y s

neutral

Crafted from pounded sheets of
bronze the Thracians during their
golden age created sheetmetal
golems to protect their most valu-
able places. Theaters, temples,
civic buildings, and a few noble
households employed the use of
sheetmetal golems as enigmatic
guardians. Families and organiza-
tions would pass down sheetmetal
golems as a prized heirloom in Thracia.

Usually shaped to resemble a deity
or to the most egotistical of purchas-
ers, themselves, the bronze golems were
brutally efficient guardians. Masters
would occasionally awaken to find pulverized
remains of would-be thieves and assassins. Ani-
mated with a spirit from the Elemental Plane of
Earth, these golems are steadfast warriors.

Many of these guardians were used and
subsequently destroyed in an attempt to
drive back the Thanatosian barbarian
hordes that devastated the Thracian
civilization. A few sheetmetal
golems were led off from Thracia,
protecting their master’s retreat.

COMBAT

Armed with an arcane ray, a sheetmetal golem
blasts enemies from afar and then closes to strangle,
pulverize and break enemies in half. Each golem is
instructed at creation and these instructions are
permanent. Usually the instructions involve not
attacking the master among others. Regrettably
for some golem creators, this step was skipped.

Eye Ray (Su): Once per round as a standard
action, a sheetmetal golem can discharge a purple hued

ray from eyes to a range of 60 feet. The
intended target must make a Reflex save
(DC 13) to avoid the ray. If struck by the
ray, the opponent must then make a Forti-
tude save (DC 14) or be paralyzed for

1d4+8 rounds.
Magic Immunity (Ex):
Sheetmetal golems completely

resist most magical and su-
pernatural effects,

except as follows. An
electricity effect
slows it (as the slow
spell) for 5 rounds,
with no saving
throw. A cold ef-
fect breaks any slow
effect on the golem
and cures 1 point
of damage for each
3 points of dam-
age it would
otherwise deal.

C o n s t r u c t :
Immune to mind-
i n f l u e n c i n g
effects, poison,
disease, and simi-
lar effects. Not

subject to critical
hits, subdual damage,

ability damage, energy
drain, or death from mas-
sive damage.
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DISEMBODIED MOUTH
Small AberrationSmall AberrationSmall AberrationSmall AberrationSmall Aberration
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 3d8 (12 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +2 (Dex)
Speed:Speed:Speed:Speed:Speed: Fly 60 ft. (perfect)
AC:AC:AC:AC:AC: 14 (+1 size, +2 Dex, +1 deflection),

touch 13, flat-footed 12
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +2/—
Attacks:Attacks:Attacks:Attacks:Attacks: Bite +5 melee
Damage:Damage:Damage:Damage:Damage: Bite (1d3)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./ 5 ft.
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Aggrandizement, ethereal jaunt, im-

munities, vulnerability
Saves:Saves:Saves:Saves:Saves: Fort +1, Ref +3, Will +3
Abilities:Abilities:Abilities:Abilities:Abilities: Str —, Dex 14, Con 10, Int —, Wis 11,

Cha 12
Environment:Environment:Environment:Environment:Environment: Any land and underground
Organization:Organization:Organization:Organization:Organization: Solitary or group (2-4)
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 2
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: Usually lawful evil

The anomaly that is the disembodied mouth is a mystery that has
confounded adventurers for thousands of years. Speculation by
arcane sages holds that a disembodied mouth is actually the maw of
some larger Ethereal creature, the likes of which is unknown.
Furthering this line of hypothesis, some adventurers have noticed a
similarity between the disembodied mouth and the mouth of the
extradimensional creature that forms a bag of devouring.

A disembodied mouth is a spectral maw with sharp
teeth. Once released into the Prime Plane, a disembod-
ied mouth lurks around the area looking for anything
organic to bite. It has little substance on the Prime Plane
but it has an uncanny ability to size up an enemy and
biting in the most vulnerable of spots.

Disembodied mouths are usually employed to protect
tombs and treasure troves.

COMBAT

A disembodied mouth usually lurks within a coffer,
box or other object waiting for a hand or other append-
age to enter before it strikes. Once engaged in combat, a
disembodied mouth hovers and attacks for 1d4 rounds
before jaunting back to the Ethereal plane for 1d4 more
rounds and then back to the Prime Plane. Once a
disembodied mouth has selected a target, it continues to
attack that target except in self-defense. Disembodied
mouths have been known to follow and antagonize the
would-be thieves for days harassing the person.

Aggrandizement (Su): 3/day—When a dis-
embodied mouth first attacks an opponent, it uses the
stats above. If it successfully attacks, it uses its ethereal
jaunt ability. When it reappears its power increases,
granting it a +1 insight bonus to attack rolls and saves, a
+2 bonus to damage rolls, and +4 hit points. Each time
the mouth reappears after an ethereal jaunt, it gains the

above bonuses (there is no upper limit to the bonuses it
gains).

Ethereal Jaunt (Su): A disembodied mouth can shift
from the Ethereal to the Material Plane as a free action,
and shift back again as a move-equivalent action (or
during a move-equivalent action). The ability is otherwise
identical with ethereal jaunt cast by a 10th-level sorcerer.

Immunities (Ex): The disembodied mouth is immune
to all mind-affecting attacks.

Vulnerability (Ex): The mouth is vulnerable to dispel
magic and is immediately slain if it fails a Fortitude save (DC
10 + spell level + caster’s appropriate ability score modifier).
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DOG BROTHER
Medium Humanoid [Dog Brother]Medium Humanoid [Dog Brother]Medium Humanoid [Dog Brother]Medium Humanoid [Dog Brother]Medium Humanoid [Dog Brother]
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 4d8 (17 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +2 (Dex)
Speed:Speed:Speed:Speed:Speed: 30 ft.
AC:AC:AC:AC:AC: 14 (+1 Dex, +1 natural, +2 leather ar-

mor), touch 11, flat-footed 13
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +3/+4
Attack:Attack:Attack:Attack:Attack: Longsword +4 (1d8+1); or Bite +5

(1d3+1)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft.
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Low-light vision, scent
Saves:Saves:Saves:Saves:Saves: Fort +1, Ref+6, Will +2
Abilities:Abilities:Abilities:Abilities:Abilities: Str 12, Dex 14, Con 11, Int 10, Wis 12,

Cha 10
Skills:Skills:Skills:Skills:Skills: Hide +6, Listen +6, Move Silently +7
Feats:Feats:Feats:Feats:Feats: Track, Weapon Finesse (bite)
Environment:Environment:Environment:Environment:Environment: Temperate or warm land and under-

ground
Organization:Organization:Organization:Organization:Organization: Solitary, pair, gang (2-5), band (10-

100 plus 50% noncombatants plus 1
3rd level beta male or female per 20
adults and 1 alpha male of 4th-6th
level) or tribe (20-200 per 1 3rd
level beta male or female per 20
adults, 1 or 2 beta males or females of
4th or 5th level, 1 alpha male of 6th-
8th level).

Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 2
Treasure:Treasure:Treasure:Treasure:Treasure: Standard
Alignment:Alignment:Alignment:Alignment:Alignment: Usually lawful evil

Dog brothers are hound-headed humanoids standing up
to 6 feet tall with gray skin covered in matted hair. These
canine humanoids are nocturnal carnivores that enjoy
hunting and barking under a full moon. More organized
than their taller, weaker cousins, the gnolls, dog
brothers readily make alliances with bugbears, hob-
goblins, minotaurs and even wily kobolds. Dog
brothers are the sworn enemies of halflings, a
hatred grown due to the halfling society’s use of
canines for hard labor.

Dog brothers have poor vision but a superior
sense of smell. Thus they receive no penalty for
their vision. However, dog brothers are color-
blind and cannot differentiate colors—only
shades of black and white.

Dog brothers wear leather armor, pref-
erably halfling hide, and usually are armed with
longswords.

Dog brothers speak Gnoll.

COMBAT

Dog brothers use pack tactics in combat, concentrat-
ing on a single enemy and then moving on to the
next when that opponent falls. Dog brothers
have the discipline to accept losses in this
phalanx strategy. Dog brothers are also known

to use gnolls as shock troops to feign attacks and flank an
enemy. Dog brothers use ambush and hit and run tactics
when numerically overwhelmed.

DOG BROTHER SOCIETY

 Dog brothers are mostly dougthy fighters and wily
sorcerers. Dog brothers form rigid packs or tribes. The
alpha male or leader of a pack generally has the greatest
sense of smell, which instead of physical prowess, is how
the dog brothers differentiate themselves. Dog brothers
frequently intermingle with gnolls, who they view as
their genetic inferiors.

A pack includes as many noncombatant young as
there are adults. Dog brother lairs are usually under-
ground cavern complexes, known as dens. Dog brothers
use slaves and frequently form slaver groups. These
slavers kidnap unsuspecting humans and dwarves on hit
and run raids, carrying the slaves far from their villages
for sale elsewhere. Dog brothers have no use for elves,
which they view as a weak species prone to disease.

DOG BROTHER CHARACTERS

A Dog brother’s favored class if fighter; Dog brother
leaders are usually sorcerers. Dog

brother clerics usually worship devils.
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GUARDIAN BEAST
Large Aberration [Aquatic]Large Aberration [Aquatic]Large Aberration [Aquatic]Large Aberration [Aquatic]Large Aberration [Aquatic]
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 6d8+6 (30 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +6 (Dex, Improved Initiative)
Speed:Speed:Speed:Speed:Speed: 20 ft., swim 30 ft.
AC:AC:AC:AC:AC: 17 (-1 size, +2 Dex, +6 natural),

touch 11, flat-footed 15
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +4/+13
Attack:Attack:Attack:Attack:Attack: Tentacle rake +8 melee (1d4+5)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: 6 tentacle rakes +8 melee

(1d4+5)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 10 ft./5 ft., 50 ft. with tentacles
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Improved grab, constrict

(2d8+5)
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Darkvision (60 ft.), tentacle re-

generation
Saves:Saves:Saves:Saves:Saves: Fort +3, Ref+4, Will +6
Abilities:Abilities:Abilities:Abilities:Abilities: Str 20, Dex 15, Con 13, Int 2, Wis

12, Cha 3
Skills:Skills:Skills:Skills:Skills:

Hide +3*, Listen +3, Spot +7.
Feats:Feats:Feats:Feats:Feats:

Alertness, Improved Initiative,
Weapon Focus (tentacle)

Environment:Environment:Environment:Environment:Environment: Any aquatic
Organization:Organization:Organization:Organization:Organization: Solitary
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 5
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: Always neutral

Originally found on another plane of existence, a
guardian beast resembles a large, armor-plated octopus.
It has six 50-foot long tentacles, armored with natural
plates of mollusk shell. Each tentacle is tipped with a
single, unblinking eye, which allow the guardian beast to
see while submerged. Blinding one tentacle does not
blind the guardian beast, but blinding or severing all
tentacles succeeds in blinding it. A guardian beast has a
singular eye is a huge jelly-like mass that, if removed,
dries after 3 days and hardens into a gemstone that is
indistinguishable from a 3,000 gp diamond.

COMBAT

A guardian beast attacks from below the surface
sending its armored tentacles above to strike and
strangle quarry. Using its crushing tentacles, the
guardian beast does not try to consume but instead
simply attempts to drown enemies as it squeezes
them to death.

Tentacle Regeneration (Ex): A single attack
with a slashing weapon (against a tentacle) that
deals at least 10 points of damage severs a tentacle
(AC 20). Damage dealt to a tentacle does not count
against the creature’s total hit points. Lost tentacles
regrow in a single day.

Skills: A guardian beast gains a +8 racial bonus
to Hide checks when submerged.
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LIVING DOOR
Medium Aberration (Cold)Medium Aberration (Cold)Medium Aberration (Cold)Medium Aberration (Cold)Medium Aberration (Cold)
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 4d8+8 (26 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +1 (Dex)
Speed:Speed:Speed:Speed:Speed: 5 ft.
AC:AC:AC:AC:AC: 14 (+1 Dex, +3 natural), touch 11,

flat-footed 13
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +3/+3
Attack:Attack:Attack:Attack:Attack: Slam +3 melee     (1d4)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Breath weapon, energy drain
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Cold subtype
Saves:Saves:Saves:Saves:Saves: Fort +3, Ref+2, Will +5
Abilities:Abilities:Abilities:Abilities:Abilities: Str 11, Dex 12, Con 15, Int 10, Wis

13, Cha 10
Skills:Skills:Skills:Skills:Skills: Disguise +10, Move Silently +4,

Listen +3, Spot +3
Feats:Feats:Feats:Feats:Feats: Power Attack, Skill Focus (dis-

guise)
Environment:Environment:Environment:Environment:Environment: Any land and underground
Organization:Organization:Organization:Organization:Organization: None
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 3
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: Always chaotic evil

Another strange creature brought to the Prime Plane from
some other dimension by the Thracians, the living door (as it
became to be known) is a thoroughly evil aberration. It
resembles a stone door and lurks indoors waiting to be touched.
Once touched, it sucks the life energy from the creature.

Living doors were a fad amongst Thracian wizards
for a while. However, after a crown prince was nearly
drained of his life and the owner of the living door was
summarily executed, their popularity quickly ended.

COMBAT

A living door lurks waiting to be touched. Once
touched they suck the life from those who touch it
and use its breath weapon to make others embrace
it. The breath weapon is very cold and causes a
lingering chill in the air.

Breath Weapon (Su): Once every 1d4 rounds—
charm monster, cone, 40 feet; Will save (DC 14). A
charmed creature immediately moves to embrace
the living door (thus suffering the effects of its
energy drain ability). Although this breath weapon
is very cold, it causes no damage.

Energy Drain (Su): A creature touching the
living door (but not one subjected to its slam attack)
suffers one negative level each time or each round it
touches the creature. The Fortitude save to remove
the negative level has a DC of 14.

Cold Subtype (Ex): A living door is im-
mune to cold and takes a -10 penalty on saves
against cold attacks. If a cold attack does not allow
a saving throw, the creature takes double damage
instead.
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LIZARDFOLK (TEMPLATE)
This template is applied to the unfortunate vic-

tim of the cursed polymorph scroll in Room 138.
The Judge can also use this template in other
campaigns as he sees fit.

CREATING A LIZARDFOLK

“Lizardfolk” is a template that can be applied to
any Humanoid (hereafter referred to as the “base
Humanoid”). It loses all racial subtypes and gains
the Aquatic and Reptilian subtypes. It uses all the
base Humanoid’s special abilities and statistics
except as noted below.

AC: The base Humanoid gains a +5 natural
armor bonus.

Attacks: The base Humanoid gains two claw
attacks and a bite attack. When fighting unarmed,
the claws are considered to be the primary attack
and the bite is secondary.

Damage: The damage of the claw and bite
attacks depend on the size of the base Humanoid.
The claw and bite damage of a Small lizardfolk
each deal 1d3 points of damage. The claw and
bite damage of a Medium-size lizardfolk each
deal 1d4 points of damage.

Special Attacks: The base Humanoid retains all
special attacks and class abilities, but loses all
racial abilities.

Special Qualities: The base Humanoid retains
all special qualities and class abilities, but loses all
racial abilities.

Abilities: Str +2, Con +2, Int -2
Skills: Thanks to their tails, lizardfolk receive a

+4 racial bonus to Jump, Swim, and Balance checks.
Feats: The base Humanoid gains the Multiattack

feat as a racial feat.
Advancement: By character class.

NECROMANTIC
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SKELETON
Medium UndeadMedium UndeadMedium UndeadMedium UndeadMedium Undead
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 4d12 (29 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +5 (Dex, Improved Initiative)
Speed:Speed:Speed:Speed:Speed: 30 ft.
AC:AC:AC:AC:AC: 13 (+1 Dex, +2 natural), touch 11,

flat-footed 12
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +2/+2
Attack:Attack:Attack:Attack:Attack: Claw +2 melee (1d4)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: 2 claws +2 melee (1d4)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Animate dead
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: DR (5/bludgeoning), turn resis-

tance (+2), spirit transfer,
immunities (cold), undead

Saves:Saves:Saves:Saves:Saves: Fort +1, Ref+2, Will +4
Abilities:Abilities:Abilities:Abilities:Abilities: Str 10, Dex 12, Con —, Int —,

Wis 10, Cha 11
Feats:Feats:Feats:Feats:Feats: Improved initiative, toughness
Environment:Environment:Environment:Environment:Environment: Any land and underground
Organization:Organization:Organization:Organization:Organization: Any
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 2
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: Always chaotic evil

The programmed necromantic skeleton is a creation of
the dreaded Orcus. Appearing as a normal undead skel-
eton, these unholy beings of bone are programmed to
accomplish particular tasks. This makes them ideal for the
guarding of tombs and triggering devious traps. Many
disciples of Orcus use necromantic skeletons to guard
secret passages into their underground temples or to poison
wells in the event they meet an untimely death.

COMBAT

A necromantic skeleton avoids combat until it is
able to accomplish its task. The tasks must be fairly
simple and set once the skeletons are created. Once a
necromantic skeleton is given its task, only its de-
struction prevents it when a triggering event, such as
a word or perceived incident occurs.

Animate Dead (Sp): Once per round as a standard
action, a necromantic skeleton can animate dead as a
5th level cleric. This ability resembles the spell of the
same name; the necromantic skeleton does not re-
quire the material component for the spell.

Spirit Transfer (Su): If the necromantic
skeleton reduced to 0 hit points, it automatically
transfers its spirit to any single dead creature within
100 feet. On the next round, that creature rises as a
zombie that has the animate dead ability of the necro-
mantic skeleton but is otherwise a normal zombie.

Undead: Immune to mind-influencing ef-
fects, poison, sleep, paralysis, stunning, and
disease. Not subject to critical hits, subdual
damage, ability damage, energy drain, or death
from massive damage.
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ORACULAR SKULL
Tiny ConstructTiny ConstructTiny ConstructTiny ConstructTiny Construct
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 6d10 (33 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +1 (Dex)
Speed:Speed:Speed:Speed:Speed: Fly 30 ft. (perfect)
AC:AC:AC:AC:AC: 19 (+2 size, +1 Dex, +2 natural, +4

deflection), touch 13, flat-footed 18
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +3/-6
Attack:Attack:Attack:Attack:Attack: Bite +4 melee (1d3); inflict light

wounds ray +6 ranged touch
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 2 1/2 ft./0 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Inflict light wounds ray (1d8+5)
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Divine conduit, mark of evil, shield of

faith
Saves:Saves:Saves:Saves:Saves: Fort +2, Ref+5, Will +2
Abilities:Abilities:Abilities:Abilities:Abilities: Str 9, Dex 13, Con —, Int —, Wis 10,

Cha 10
Environment:Environment:Environment:Environment:Environment: Any land and underground
Organization:Organization:Organization:Organization:Organization: Solitary
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 4
Treasure:Treasure:Treasure:Treasure:Treasure: None
Alignment:Alignment:Alignment:Alignment:Alignment: Any evil

Created as a transmitter to answer questions of evil deities,
oracular skulls speak and act while in contact with a part of
their patron deity’s subconscious. Cults of evil gods revere
these rare skulls as a means of converting unbelievers and
using them as a focal point of worship.

An oracular skull looks like a floating hu-
man skull with ram’s horns billowing out
the sides. The eye sockets have eyes
that are made of living tissue.
These eyes creepily follow those
who approach the skull. The skull
moves its jaw when talking, but
the words come from the deity.
The deity does not specifically
control the skull and sometimes
is not even aware of the
skull’s existence.

COMBAT

If attacked, an oracular skull attempts
to hover out of range of its opponent’s
melee attacks. It fires its inflict light wounds
ray as it cackles and swears at its adversar-
ies.

Divine Conduit (Su): When acti-
vated, an oracular skull allows any intelligent
creature within 50 feet to ask one yes or no
question as per a commune spell as cast by a
13th level cleric with the exception that
one may never ask more than one question,
regardless of how many times they encoun-
ter that particular skull. Once an oracular
skull has answered a question, a Mark of Evil
appears on the creature asking the question.

Mark of Evil (Su): Once an oracular skull has an-
swered a question, a small blemish appears in some
highly visible place somehwere on the body of every
creature that asked a question. This is the Mark of Evil,
and resembles the symbol of the evil deity to which the
skull is tied. The specific effects of the Mark of Evil
depend on the deity, and are left to the imagination of
the Judge. At the Judge’s discretion, paladins and clerics
of good deities lose their class abilities once they receive
a Mark of Evil and must have the mark removed before
they can atone.

The mark may be removed by a combination of remove
curse and cure serious wounds. This combination, if not
guessed, requires divination magic to deduce.

Inflict Light Wounds (Sp): Once per round, an
oracular skull may emit a ray that deals 1d8+5 points of
damage in a ranged touch. This power is identical to an
inflict light wounds spell as cast by a 13th level cleric,
except it follows the rules for a ray.

Shield of Faith (Sp): A protective shield encapsu-
lates the oracular skull and grants a +2 deflection bonus
to its AC. This is the same as a shield of faith spell as if cast
by a 13th level cleric.

CREATING AN ORACULAR SKULL

An oracular skull is made of a humanoid skull, ram’s
horns, 13 drops of blood from an evil divine spellcaster
(the creator can use her own blood if she is a divine

spellcaster).
The oracular skull

costs 35,000 gp
to cre-
a t e .
Assem-
bling the
skull re-
quires a
successful
K n o w l -
e d g e
(religion)

check (DC
13).

The creator must be
able to cast divine spells,
any evil alignment, and be
at least 13th level. Further-
more, the skull must be
dedicated to a specific deity
during its creation. Complet-

ing the ritual drains 700 XP
from the creator and requires

commune, geas/quest, inflict light
wounds, shield of faith, and unhallow.
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REPTILLION
The original sovereigns and serfs of Thracia, the Reptillions were the great race of the planet before

the coming of Man. Now in decline, the Reptillions are found in the deep places of the world existing
in magically created and preserved prehistoric environments.

There are four sub-species of Reptillion. The Cinixi, Dedi, Laboratus and Malius.

CINIXI DEDI LABORATUS MALIUS

Medium HumanoidMedium HumanoidMedium HumanoidMedium HumanoidMedium Humanoid Medium HumanoidMedium HumanoidMedium HumanoidMedium HumanoidMedium Humanoid Medium HumanoidMedium HumanoidMedium HumanoidMedium HumanoidMedium Humanoid Medium HumanoidMedium HumanoidMedium HumanoidMedium HumanoidMedium Humanoid
[Reptilian] [Reptilian] [Reptilian] [Reptilian]

Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 7d8+14 (45 hp) 5d8+10 (32 hp) 3d8+6 (19 hp) 2d8+2 (11 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +0 +0 +0 +0
Speed:Speed:Speed:Speed:Speed: 30 ft. (6 squares), 30 ft. (6 squares) 30 ft. (6 squares) 30 ft. (6 squares)

fly 60 ft. (average)
Armor Class:Armor Class:Armor Class:Armor Class:Armor Class: 15 (+5 natural), 15 (+5 natural), 15 (+5 natural), 15 (+5 natural),

touch 10, flat-footed 15 touch 10, flat-footed 15 touch 10, flat-footed 15 touch 10, flat-footed 15
Base Attack/Base Attack/Base Attack/Base Attack/Base Attack/ +5/+8 +3/+4 +2/+5 +1/+2
Grapple:
Attack:Attack:Attack:Attack:Attack: Claw +8 melee (1d4+3); Claw +4 melee Claw +5 melee Claw +2 melee (1d4+1);

or greatclub +8 melee (1d4+1); or greatclub (1d4+3);or greatclub or greatclub +2 melee
(1d10+4); or javelin +5 +4 melee (1d10+1); +5 melee (1d10+1); (1d10+1); or javelin +1
ranged (1d6+3) or javelin +3 ranged or javelin +4 ranged ranged (1d6+1)

(1d6+3) (1d6+3)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: 2 claws +8 melee 2 claws +4 melee 2 claws +5 melee 2 claws +2 melee

(1d4+3), bite +3 melee; (1d4+1); or greatclub (1d4+3), bite +0 melee (1d4+1), bite -3
or greatclub +8 melee +4 melee (1d10+1), (1d4+1); or greatclub melee (1d4);
1d10+4); or javelin +5 bite +2 melee (1d4); +5 melee (1d10+1); or greatclub +2
ranged (1d6+3) or javelin +3 or javelin +4 ranged melee (1d10+1);

ranged (1d6+3) (1d6+3) or javelin +1 ranged
(1d6+1)

Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft. 5 ft./5 ft. 5 ft./5 ft. 5 ft. by 5 ft./5 ft.
Saves:Saves:Saves:Saves:Saves: Fort +4, Ref+2, Will +6 Fort +3, Ref+4, Will +4 Fort +3, Ref+3, Will +0 Fort +1, Ref+3, Will -1
Abilities:Abilities:Abilities:Abilities:Abilities: Str 17, Dex 10, Con 14, Str 13, Dex 10, Con 14, Str 17, Dex 10, Con 14, Str 13, Dex 10, Con 13,

Int 16, Wis 12, Cha 14 Int 12, Wis 16, Cha 14 Int 6, Wis 9, Cha 10 Int 9, Wis 9, Cha 10
Skills:Skills:Skills:Skills:Skills: Knowledge (arcana) +16, Concentration +8, Climb +6, Jump +6 Hide +3, Jump +3

Knowledge (any one) Knowledge (religion) Listen +1, Spot +1
+13, Listen +13, +7, Listen +8, Perform
Spellcraft +16, Spot +13 (storytelling) +8,

Spot +8
Feats:Feats:Feats:Feats:Feats: Alertness, Skill Focus Alertness, Alertness Power Attack

(Knowledge [arcana]), Power Attack Power Attack
Skill Focus (Spellcraft)

Environment:Environment:Environment:Environment:Environment: Underground Underground Underground Underground
Organization:Organization:Organization:Organization:Organization: None See below See below See below
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 4 3 2 1
Treasure:Treasure:Treasure:Treasure:Treasure: Double standard Standard Standard Standard
Alignment:Alignment:Alignment:Alignment:Alignment: Usually neutral evil Usually lawful evil Usually neutral Usually neutral
Advancement:Advancement:Advancement:Advancement:Advancement: By character class By character class By character class By character class
Level Adjustment:Level Adjustment:Level Adjustment:Level Adjustment:Level Adjustment: +1 +1 +1 +1

CINIXI

The Cinixi are tall and powerful Reptillions.
Many (50%) of them have wings that enabled
them to fly or swim proficiently. The Cinixi also
have the greatest intelligence and excel at arcane
studies. The Cinixi are the rulers of the Reptillions.
The Cinixi, upon first glance, look like a larger
lizard man with powerful wings. They are easily
mistaken for gargoyles.

DEDI

The Dedi were serpentine and lithe.  Quick
in wit and with a natural  charisma, the Dedi
are the storytellers ,  priests ,  and scholars of
the Reptil l ions.  The Dedi looks l ike a large
python that has sprouted humanoid arms and
legs.  Although it  has a “tail” ,  the tail  is  not
used for anything but balance.
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LABORATUS

The Laboratus are strong and tall Reptillions.
They look like lizard men with twin spines of bony
webbing down their back. They are trainers of
animals, warriors in armies, and the strong back in
which the Reptillion race builds its civilization.
The Laboratus were not particularly intelligent.

MALIUS

The Malius are the genetic predecessors of
lizardfolk. The major difference between a true
Malius and a modern lizardfolk is that the Malius
does not have an evolved tail capable of assisting
it with jumping, swimming, and balancing checks.

Not as gifted as any of the other castes, the Malius
serve in the civilization as slaves and laborers. The
Malius are ill treated by the other sub-species.

COMBAT

Depending on the sub-species, the Reptillions
are intelligent and fierce combatants. The Cinixi
rely upon their imposing presence, the Dedi wit
and cunning, the Laboratus their brute strength
and the Malius overwhelming numbers. Together
these creatures form cohesive units. The Cinixi
command while the Dedi use arcane magic. The
Laboratus are sergeants in the army keeping the
Malius organized.

For more information about Reptillion culture
and civilization, refer to Chapter I.

















THE CAVERNS OF THRACIALEGAL APPENDIX
This printing of Caverns of Thracia is done under version

1.0a of the of the Open Game License, below, and version 5.0
of the d20 System Trademark License and version 4.0 of the
d20 System Trademark Logo Guide.

Notice of Open Game Content: This product contains Open Game
Content, as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game
License.

Designation of Open Game Content: All text containing game-
related content within this module—excluding any text on the
inside or outside of the front or back cover or on the Credits page—
is hereby designated as Open Game Content, subject to the Product
Identity designation below. Any questions regarding the Open
Game Content within this module should be directed to Clark
Peterson at clark@necromancergames.com. Only that material
that must be Open Game Content as a result of being derived from
the System Reference Document is hereby designated as Open
Game Content. No new content is added as Open Game Content.

Use of “Mind Flayer” and “Carrion Crawler”: The monster
names and game statistics of mind flayers and carrion crawlers used in
this product are not Open Game Content and are used by specific
permission from Wizards of the Coast.

Use of Content from Player’s Guide to the Wilderlands and Tome
of Horrors: Material from the Player’s Guide to the Wilderlands and from
the Tome of Horrors used in this product are not Open Game Content
and are used by specific permission.

Use of Content from Judges Guild: This product contains content
from Judges Guild that is used by permission and pursuant to license,
including but not limited to any names or content that appear in this
product that has previously appeared in a Judges Guild product. Any
such content is not Open Game Content. Any failure in this designa-
tion does not cause such content to become Open Game Content.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License. Any and all material or content that could be claimed
as Product Identity pursuant to section 1(e), below, is hereby claimed
as product identity, including but not limited to:

1. The name “Necromancer Games” as well as all logos and
identifying marks of Necromancer Games, Inc., including but not
limited to the Orcus logo and the phrase “Third Edition Rules, First
Edition Feel” as well as the trade dress of Necromancer Games
products;

2. The name “Judges Guild,” as well as all logos and identifying
marks of Judges Guild, including but not limited to the Pegasus Rider
logo as well as the trade dress of Judges Guild products;

3. Any and all Necromancer Games product names;
4. Any and all Judges Guild product names or content from

previously published Judges Guild products;
5. All artwork, symbols, designs, depictions, likenesses, formats,

poses, illustration, graphic design, maps, and cartography, including
any text contained within such items;

6. The names, personality, descriptions and/or motivations of all
artifacts, creatures, characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities, places, locations,
environments, equipment, magical or supernatural abilities or effects,
gods, races, countries, cities, city states, political or geographic features,
historic events, groups, feats, spells, skills, organizations, items, mon-
sters, planes or deities in this book as well as the name of any other thing
originating from original Judges Guild products and not stemming from
the System Reference Document, but not their stat blocks or other
game mechanic descriptions (if any); the intent of this designation is
to protect every name, concept and description in this product,
regardless of what that name is attached to, as well as every name that
comes from the original Judges Guild products on which this product
is based; the strictest possible designation is desired;

7. All stories, storylines, histories, plots, thematic elements;
8. Any other content previously designated as Product Identity is

hereby designated as Product Identity and is used with permission and/
or pursuant to license.

9. Any and all content that is not otherwise Open Game Content
by virtue of appearing in the System Reference Document or being
provided as Open Game Content in a work listed in Section 15, below.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is

Copyright 2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark

owners who have contributed Open Game Content; (b) “Derivative Material”
means copyrighted material including derivative works and translations (includ-
ing into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d) “Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including transla-
tions and derivative works under copyright law, but specifically excludes Product
Identity; (e) “Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by
the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor; (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content; (h) “You” or
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your Contributions
are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You must

add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of this
License to copy, modify and distribute any Open Game Content originally distrib-
uted under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination of this
License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it enforce-
able.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast,

Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy
Collins, David Noonan, Rich Redman, Bruce R. Cordell, based on original
material by E. Gary Gygax and Dave Arneson.

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on
NPC-named spells from the Player’s Handbook that were renamed in the System
Reference Document. The Compendium can be found on the legal page of
www.necromancergames.com.

Player's Guide to the Wilderlands  Copyright 2003, Necromancer
Games, Inc. and Judges Guild; Authors Bob Bledsaw and Clark Peterson based on
original material by Bob Bledsaw, Bill Owen and Bryan Hinnen.

Caverns of Thracia Copyright 2004, Necromancer Games, Inc. and Judges
Guild; Author James Collura, based on original material by Paul Jacquays.


