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Introduction

Keeping track of initiative in games using the
d20 System can get complicated. Every GM
has a method that he or she favors, but which
sometimes lacks versatility or utility. Initiative
Cards provide GMs with an easy way to keep
track of initiative and a handy reference for all
the sorts of information a GM sometimes needs
during a game session.

There are two different types of Initiative
Cards: character cards and monster cards.
Character cards contain information about
the player characters and the occasional non-
player character. You can use these cards
for familiars as well. Monster cards contain
information about monsters (though it’s best to
use character cards for monsters that have class
levels). You can use these cards for most animal
companions as well.

The monster cards in Initiative Cards: Monster
Set 2 provide GMs with over 350

Then jot down their initiative numbers, and
place their cards in the proper place in the
initiative order.

If a character or creature delays, or readies an
action, turn that Initiative Card sideways, with
the “Delay/Ready” box showing. If a character
or creature falls unconscious, simply turn the
card sideways facing the other direction, with
the word “Unconscious” visible.

Monster Cards

Use monster cards for monsters that don’t have
classes and levels. You can use one card to
represent multiple monsters of the same type
(one card to stand for three ogres, for example),
or you can use individual cards for individual
monsters. All of the completed cards in Initiative
Cards: Monster Set 2 are monster cards.

NAME: This is the monster’s name. You can
use one card to represent a number of identical

NAME

monsters, or use separate cards
ALIGN/RACE —| m

preprinted monster cards for
fantasy d20 System roleplaying

|BME[ TCH ] AT l TMD| |

for each according to your own
CLASSLEVEL
|| preferences.

ELAY or READY

games. All of the necessary
information has already been
filled in—all the GM needs to

BN DEX

STRI_I INT;J FORTJ SPD!
WISD REF:]GRAPI:UISI:]

ALIGN: This is the monster’s
alignment. Knowing the
monster’s alignment could be

do is print as many of each card
as he needs, and use them over
and over again.

Initiative Cards in Play
Before beginning play, print

CONI:‘CHAEI u.uu.j Cﬁﬁnmﬁ%
boasa_] L] ]

L] [] []

Attack (#) Bonus Type Damage:

important for spells that key off
of a character’s alignment, such
as protection from evil.

INIT: Leave this space blank
at first. When combat begins,
use it to record the character’s

initiative roll.

and fill out as many character
cards as you need for the
player characters, and print
as many monster cards as

Delay or Ready: Turning the
card so this space is showing
indicates the character is

SpecialMotes

you need for the monsters.

If all the monsters you need
aren’t in Monster Set 2, use the
blank monster cards provided.
You can also use the blank

delaying or has readied an
action.

AC: This is the monster’s
armor class, including base AC,
AC for touch attacks (TCH)—

SNOIDSNOJNN

character cards for any NPCs
you might need.

When combat begins, ask the
players to roll initiative while you roll initiative
for any opponents and non-player characters.
Set aside any cards for characters or creatures
that are surprised. One by one, go around
the table and ask each player for his or her
character’s initiative result. Write their initiative
numbers down in the space marked “INIT” on
the cards. Then do the same for all the initiative
rolls you make. Use a pencil—you'll be erasing
and rewriting these numbers fairly often.

Then simply begin at the top of the stack,
moving each card to the bottom when that
character or creature has concluded its turn.
When you once again reach the first card in
the initiative order, if anyone has not yet rolled
initiative, ask them to roll for initiative now.

The Monster Card

attacks that disregard armor —
and AC for attacks when the
character is flatfooted (FLT).
There is also a box in which you can mark any
temporary changes to the monster’s AC (TMP)
that occur during the course of the game.

FORT, REF, and WILL: This is where you can
find the monster’s Fortitude, Reflex, and Will
saving throws.

SPD: The monster’s base movement is
indicated here. Alternate movement modes,
such as flying speed or swimming speed, are
recorded here as well.

VIS: This area notes any special vision modes
the character might have, such as low-light
vision, darkvision, or blindsight, as well as the
vision mode’s range, if applicable.

GRAP: The monster’s grapple bonus appears
here.
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Skills: The monster’s skills and total skill
modifiers (skill rank + ability modifier +
miscellaneous modifiers) are listed here. Unlike
those on Character Cards, the skills listed here
vary from monster to monster.

Attacks: The monster’s attacks appear here.
The information listed includes Attack (#) (the
method of attack, such as “Bite,” “Claw (2),”
or “Sword”); Bonus (the attack modifier); Type
(the type of damage: “P” for piercing, “B” for
bludgeoning, and “S” for slashing); and Damage
(the damage caused by the

There is also a box in which you can mark any
temporary changes to the character’s AC (TMP)
that occur during the course of the game.

CLS/LVL: Record the character’s classes and
levels here. If the character has several classes,
you might want to use abbreviations: Brb for
Barbarian, Clr for Cleric, or Wiz for Wizard, for
example.

Delay or Ready: Turning the card so this
space is showing indicates the character is
delaying or has readied an action.

attack). On these pre-filled

cards, attack entries that are

not indented are primary
attacks, while indented entries
are secondary attacks used
with the primary attack above.

LAY or READY

track of the monster’s hit
points.

(= DEXE W|5|:|: REFI:‘ UISI:I
. CONECHan wi| | (‘ﬁmn—mn 3
HP: Use this space to keep oo EMM Silently.. D _____________________ |:
Diplomeacy.. I:Search ............ . :I »
i r:sense Motive... _‘

HANE =——y— TIT 5 | STR’ DEXI CON/ IN'I; WIS,
[ ~|[]| and CHA: Record the character’s
Acf““] 'c"l M '"”] [ e =1 ability scores and ability
sl |l llrord | seo i| modifiers here.
I I N FORT, REF, and WILL:

Record the character’s
Fortitude, Reflex, and Will
saving throws here.

SPD: Record the character’s
base movement here.
[] E VIS: Record any special

Hide o
Special/Notes: Use this space |~ [ Jsost
to record any temporary effects |mwe=
on the monster, such as spells
or the special attacks of other Somca

vision modes the character
might have, such as low-

monsters, and to keep track of
the duration of such effects.
The information in these fields
can be highly condensed —
please refer to “Reading

the Cards,” below, for more
information on this space.

light vision, darkvision, or
blindsight. If the vision mode
has a range, make sure you
note that, such as “Dark 60.”
Skills: Record the total skill
modifiers (skill rank + ability
modifier + miscellaneous
modifiers) here. This area lists

=
&
(o]
4
n
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c
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Unconscious: Turning the
card so this space is showing
indicates the monster is
unconscious.

Character Cards

Use character cards for player characters, non-
player characters, familiars, and monsters
that have classes and levels. A sheet of blank
character cards is included at the end of the
monster card set for your convenience.

NAME: Record the character’s name here.

ALIGN/RACE: Record the character’s
alignment and race here. The former may be
useful for spells that work off of a character’s
alignment, such as protection from good; the latter
is useful for spells, effects, and situations that
take the character’s race into consideration. If
you're using the character card to represent a
familiar, record the animal’s species (cat, hawk,
rat, weasel, etc.) here.

INIT: Leave this space blank at first. When
combat begins, use it to record the character’s
initiative roll.

AC: Record the character’s base armor
class here, including AC for touch attacks
(TCH)—attacks that disregard armor—and for
attacks when the character is flatfooted (FLT).

The Character Card

only those skills for which the
GM should regularly make

skill checks on the player’s
behalf (see DMG v3.5, Chapter 1, Determining
Outcomes). In addition to their use for recording
skills that are not already included, the blank skill
spaces can be used to record other score-based
information, such as Spell Resistance.

Languages: Record the languages the
character knows here. This could come in handy
when the characters encounter speech or writing
in a language other than Common. (You can
check which of the characters might understand
without having to ask the players which
languages each character knows.)

Special/Notes: Use this space to record any
temporary effects on the character, such as spells
or the special attacks of monsters, and to keep
track of the duration of such effects.

Unconscious: Turning the card so this space
is showing indicates that the character is
unconscious.

Reading the Cards

First, remember that Initiative Cards are not
supposed to replace the MM or any other
sourcebook. They are meant to organize
combat and reduce the need to refer to check
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sourcebooks during play, but are not meant for
independent use.

The Special/Notes field on the card contains
shorthand for the skills and abilities most
commonly used during combat, and are not a
complete record of the monster. For example,
consider the night hag from Monster Set 1. This
monster’s Special/Notes field has the following:

Evil, extraplanar traits; nat wpns mag for
DR: DR 10/cold iron & mag: imm fire, cold,
charm, sleep, fear; SR 25.

Feat: Mount Cbt.

Disease (Ex): See MM.

Spell-Like Abilities: At will—det chaos, det
evil, det good, det law, det magic, mag missile,
pmorph (self only), ray enfeeble (DC 12),
sleep (DC 12). CL 8. At will—etherealness (w/
heartstone). CL 16.

Possessions: Heartstone (auto cure disease,
+2 on all saves, see MM).

The night hag’s “evil traits” note indicates
that it has the evil subtype. While this means
the creature overcomes damage reduction as if
its natural weapons and any weapons it wields
were evil-aligned, the full details are not spelled
out in the limited space of the card. Damage
resistance, spell resistance, and a number of
other common d20 terms are also abbreviated in
this summary of creature’s traits.

The night hag also has the Alertness feat, but it
is unnecessary to list it since the creature’s scores
are adjusted accordingly and Alertness does not
otherwise affect combat.

The night hag’s disease has an incubation
period of one day. It’s noted so the GM can track
characters who have become diseased, but the

details of the

[B:ZT, Black (CR 2) i ] t'] dis.ease are
AC[?;E 'rIc; ?Zr :TMD] I— CLASSILEVEL —‘ gﬂirl?lzoartant
: STR 19 INT FORT| +5 spn standord
8 DEX'EI wls nEFEomp +6 ;ws combat, so
T Y e 7
CONCHAE “"'"'EI C—Sﬁﬁfmﬁ they are not
Climb Spot | ]| included.

Bonus. Type Dormat
Claw(2)  +6 _PS 1d4+4
Bite +1  BPS 1dé+2

HP
19 hp (3d8+6)

||Grpecicimiotes

Scent,
Feats: Endur, Run

SNOIDSNODNN

The creature’s spell-like abilities are all
abbreviated as well. The spell and ability
abbreviations match those used in Wizards of
the Coast products and are usually obvious,
but the MM can be referenced if there is any
confusion. Limits or changes to a common spell
are detailed parenthetically, as are save DCs for
resisting the effects of the ability.

The only possessions listed are those with
stats or effects not included elsewhere on the
card. Magic armor would be included in AC
calculations, for example. The night hag’s
heartstone is listed because it has abilities that
may affect combat.

In some cases, a complex creature (such as a
dragon) will require additional card space to
detail all of its abilities. Such creatures are noted
by the presence of “"MORE>>" in the lower right
corner of the Special/Notes field. The remaining
information is contained in a special card near
the end of the set.

Dragon Cards

Initiative Cards: Monster Set 2 contains a number
of monster cards for dragons. These unique
creatures were created by the staff at The Game
Mechanics, and are not found in any other
sourcebook. To use these cards, you should
download the complete stat blocks for these
dragons from the Freebies section of The Game
Mechanics” website
(http://www.thegamemechanics.com/).

Example of Play
A combat begins in Rich’s game —the characters
encounter a group of five orcs led by an ogre,
who also has a black bear for a pet. Rich tells
the players to roll initiative for their characters,
while he rolls for the monsters. Since Rich has
already printed out the monster cards for the
orcs, ogre, and bear in advance, all he has to
do is pull out the cards, check the initiative
modifiers, and roll 1d20 each for each. For
convenience, Rich is using a single initiative
roll for all five orcs. This also lets him track
them using just one card. The orcs get a total
of 14, the ogre gets a 19, and the bear gets

E— L ) — []
l»mm - W only a 2. Rich puts these in order, from

| highest to lowest: the ogre, the orcs, and

| the bear.

| The players tell Rich what they rolled

1| for initiative: Wendy, playing Kessa, gets a
| 9; Joanna, playing Alwyn, gets a 23; Alex,

| playing Tyrian, gets a 24; and JD, playing

| Cromagh, gets a 13. As the players tell Rich
| their initiatives, he puts them in place, so

| the final initiative order looks like this:

| Tyrian (24), Alwyn (23), the ogre (19), the

| orcs (14), Cromagh (13), Kessa (9), and

Initiative Cards in play

finally the bear (2).
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Tyrian, the monk, doesn’t want to charge into
the midst of the enemy, so he delays. Rich turns
Tyrian’s card 90 degrees to the right, leaving
the “Delay or Ready” indicator showing. He
then moves Tyrian’s card to the back, behind
the card for the bear. A character can’t delay
past the end of the round, so this reminds Rich
to make sure that Tyrian takes his action before
the end of the round.

Next up is Alwyn, the rogue, who attacks
with her bow, but misses. Rich moves her
card to the back of the stack, after Tyrian’s.
Then comes the ogre, who charges Cromagh,
the barbarian. The ogre’s attack only has to
beat Cromagh’s flat-footed Armor Class, since
Cromagh hasn't acted yet.

The orcs attack next, and Rich decides that
the three in front wade into battle, while the
two in the back ready actions to fire arrows at
anyone who starts casting spells. Since Rich
is only using one card for all of the orcs, he
resolves the attacks for the three who entered
melee, then pencils in a “2” on their card, and
turns it to the right—indicating that two of the
orcs have readied actions. Then he puts it at
the bottom of the stack, after Alwyn. Although
they're technically no longer acting on the same
initiative, Rich decides that, in the next round,
the three orcs in melee will simply delay until
the other two orcs act, thus putting them back
on the same initiative.

Next, Cromagh attacks the ogre, and deals
12 points of damage. Rich records this on the
ogre’s card, under “Hit Points.” Then Kessa
acts, casting a spell, and the two orcs use their
readied actions to fire arrows at her. Rich
moves the orcs’ card back up front, on top
of Kessa’s card. After they’re done with their
attacks, he moves them back to the back of the
stack, facing the right way up again.. This is
their new place in the initiative order. Then
Kessa resolves her action, and goes to the back
of the stack.

Now Alex decides that Tyrian will act, and
so Rich moves Tyrian’s card back up to the
front. Tyrian runs to where the two orc archers
are standing and uses his unarmed attack to
inflict a stunning 14 points of damage! This is 5
more hit points than this particular orc has, so
Rich just puts an X through that orc’s hit point
column on the card.

Then the bear attacks and absolutely savages
Alwyn, dealing 30 points of damage. Alwyn
only has 25 hits points, so she’s at -5 hit points.
Rich turns Alwyn’s card 90 degrees to the
left, showing the part of the card that reads
“Unconscious.” Since the bear was the last to
act, and Tyrian’s card has moved again, the
next card up is Alwyn. Since she’s unconscious,
Alwyn has to check to see if she stabilizes.
Once that’s done, Rich proceeds to the ogre’s
next action.
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Alphabetical List of Monsters

Aasimar (CR 1/2) coccvveeniieenmnreeneeenseceesseens 2
Aboleth (CR7) covevvevveveevevmmesmmmmsmsmmsssesssssssses

Aboleth Mage (CR 17).
Achaierai (CR5) .oo.eeeveeveereermmmmmmmmmsssesssssssses
WV 111 (G ) I
Arrowhawk, Elder (CR 7)
Arrowhawk, Juvenile (CR 3) ... 13
Assassin Vine (CR 3)..covveeeerecvvvvevennnsenen 14
Astral Deva (CR 14)
Athach (CR 8)..cvvevevvveveevevseesmmmnmnmmssssssssssssses
W01 (G2 O
Azer (CR2).couvvvvvvecerrn.
Baleen Whale (CR6)....
Balor (CR 20) ..vcvevveveeveenmennnssmnsnnnnnnens
Barbed Devil (Hamatula) (CR 11)
Bebilith (CR 10)....cccoeeecevrvccverrrrennn
Bee, Giant (CR 1) .....
Behir (CR §).....ccvee.
Belker (CR6)...
Bison (CR2)..... .8
Bombardier Beetle, Giant (CR 2)..
Bone Devil (Osyluth) (CR9)........

Bralani, Humanoid Form (CR 6)..........cceec.. 22
Bralani, Whirlwind Form (CR 6)..........c....... 22
Bulette (CR7) ..oovvvvvvvvvevvevmeemmsmmesmanmissasnansennsses 25
Cachalot Whale (CR 7) w..ccvvevvevvevveveevmenmennennens 25
Cauchemar (CR 11) cooveeeevvevevermmssesererivesnnnnnne 41
Chaos Beast (CR7) .
ChoKer (CR 2) covvvevrrmrerervsesmmssssesssevssesssnsns
Chutl (CR7) coevveveervenrerrenrenreereensessessessessensennens
Cloaker (CR 5)

Couatl (CR10)

Darkmantle (CR 1) ..o 4
Delver (CR9) .
Destrachan (CR 8) ...........vmmerrrrevevmsnsenen 29
Devourer (CR 11)..reeeereeeersereeenneereennns 41

Digester (CR 6).....cccocccvvvvmrvvnvvvnnnesessssssssiis 22
Dire Shark (CR9)..... .34
Dire Weasel (CR2)....... .9
Djinni (CR5) w.oovvvccvnne .19
Djinni Noble (CR 8)....vvcovvvveevvvrecssssverrrreesans 29
Dragon Turtle (CR9) ..oooccovccvvrvvssivivnninnns 34
Dragon, Black Ancient (CR 19)........cccccoeeccce 56
Dragon, Blue Ancient (CR21) ...c.cccccvees 59

Dragon, Blue Great Wyrm (CR 25).............. 64

Dragon, Blue Wyrm (CR 23).......ccccccurvrnnes 62
Dragon, Brass Adult (CR 12) ........cccouvvvvscccc 44
Dragon, Brass Ancient (CR 20).............c..c.... 58
Dragon, Brass Great Wyrm (CR 23)............. 62
Dragon, Brass Juvenile (CR 8)........cccccuuee, 30

Dragon, Brass Mature Adult (CR 15)........... 50
Dragon, Brass Old (CR 17).......cccccovcvuvrvrnis

Dragon, Brass Very Old (CR 19)...
Dragon, Brass Wyrm (CR 21) .....ccccovvvvvvsccce
Dragon, Brass Young (CR 6) ..........cccoocceueecee
Dragon, Brass Young Adult (CR 10).
Dragon, Bronze Adult (CR 15) ......cccoocvvsccccs

Dragon, Bronze Ancient (CR 22).................

Dragon, Bronze Great Wyrm (CR 25).......... 04
Dragon, Bronze Juvenile (CR9).....ccc....... 35
Dragon, Bronze Mature Adult (CR17)........53

Dragon, Bronze Old (CR 20).........cccoeccceerices 56
Dragon, Bronze Very Old (CR 20) .............. 58
Dragon, Bronze Wyrm (CR 23) ..........cccc...... 62
Dragon, Bronze Young Adult (CR 12).........44
Dragon, Copper Adult (CR14) ........oovvvrres 49
Dragon, Copper Ancient (CR 22)................. 61

Dragon, Copper Great Wyrm (CR 25).........64
Dragon, Copper Juvenile (CR9) ... 35
Dragon, Copper Mature Adult (CR 16) ......51
Dragon, Copper Old (CR19)....cccccccurrvnins 57
Dragon, Copper Very Old (CR 20)............... 58

Dragon, Copper Wyrm (CR 23)..........ccccceeee 62
Dragon, Copper Young Adult (CR 11)........41

Dragon, Gold Adult (CR16).......ccccccccrvnvns 51
Dragon, Gold Ancient (CR 24) .........cccccceeeee 63
Dragon, Gold Great Wyrm (CR 27)............ 65
Dragon, Gold Juvenile (CR 11)......ccccccceeeeccs 2

Dragon, Gold Mature Adult (CR 19)........... 57
Dragon, Gold Old (CR21) ...ccccvvvvrvvvsssciicrins 60
Dragon, Gold Very Old (CR22).....
Dragon, Gold Wyrm (CR25)........cccoccccecvics 05
Dragon, Gold Young Adult (CR 14)............ 49
Dragon, Green Ancient (DR 21).................. 60
Dragon, Green Great Wyrm (DR 24)........... 63

Dragon, Green Mature Adult (DR 16)........ 52
Dragon, Green Old (DR 18) ......ccccocccuvvvnnns 55
Dragon, Green Very Old (DR 19)..........o...... 57

Dragon, Green Wyrm (DR 22)...........ccccceeee

Dragon, Green Young Adult (DR 11)........... 42
Dragon, Silver Adult (CR 15)......cccccccvvvnnens

Dragon, Silver Ancient (CR 23)
Dragon, Silver Great Wyrm (CR 26)............
Dragon, Silver Juvenile (CR 10) ..................
Dragon, Silver Mature Adult (CR 18).
Dragon, Silver Old (CR 20) ......ccovvvvvvssccicrins
Dragon, Silver Very Old (CR21).......cccooucn.
Dragon, Silver Wyrm (CR 24).........
Dragon, White Ancient (CR 18)
Dragon, White Great Wyrm (CR21)............
Dragon, White Very Old (CR 17)

Dragon, White Wyrm (CR 19)........ccccccceeecce 57
Dragonne (CR7)......ccccccvvvvvnnnnnn 26
Efreeti (CR 8)..cccevvvvvvverrrveeerrnnen .30
Erinyes (CR8) .ccccoovvvvvvvvvvvnnrens 30
Ethereal Marauder (CR 3).......ccccoreerverrsrennns 14
Etherial Filcher (CR 2) ....c.ovvvvvvvvvvevrevveviiniennens 14
Ettin (CR 6).......... e 23
Formian Myrmarch (CR 10)........cccccccvvvcns 39
Formian Taskmaster (CR7) .......cccoeervevvsrenne. 26
Formian Worker (CR 1/2)

Formian, Queen (CR 17).....cccvvcervvrvsrssrenns
Frost Giant Jarl (CR 17)....c.cceeeueemmmmmmmmmnnninnes
Frost Worm (CR 12)
Ghaele, Globe Form (CR 13) cccvvvvvvvevrrrnnnnene. 46
Ghaele, Humanoid Form (CR 13).........ccoe.. 46

(T 1110) Y (G187 F— 23
(C1E10 (ATN (G129 C) IR— 47
Golden Protector (CR 8) .....cceevvvervvrmurmmninns 47
Grey Render (CR 8)......uuvvvvvvvvvnennersssssscsiisins 30
Grig (CR 1) woovvevvecrscrvncssnneens 5
Grig w/ Fiddle (CR1) coocoeeevvvecesssicererrecsssnes 5

Hellcat (CR 7).cocuvermrerereeiennnsssessssresisnsnnne 26
Hellwasp Swarm (CR 8)........ccoccovvccrrrvnsiins 31
Hezrou (CR 11)

Horned Devil (Cornugon) (CR 16) ........... 52
Hound Archon (CR4).......covmmmenvrereveenrrnne 17
Hydra, Eight-Headed Cryo- (CR9)............. 35

Hydra, Eight-Headed Pyro- (CR9).............. 35
Hydra, Eleven-Headed Cryo- (CR12).........45
Hydra, Eleven-Headed Pyro- (CR 12)......... 45
Hydra, Nine-Headed Cryo- (CR 10)............ 39
Hydra, Nine-Headed Pyro- (CR 10)........... 39
Hydra, Seven-Headed Cryo- (CR8)............ 31
Hydra, Seven-Headed Pyro- (CR §)............. 31
Hydra, Six-Headed Cryo- (CR7).....cccovueenes
Hydra, Six-Headed Pyro- (CR7) ................
Hydra, Ten-headed Cryo- (CR 11)
Hydra, Ten-headed Pyro- (CR 11)
Hydra, Twelve-Headed Cryo- (CR 13)........47
Hydra, Twelve-Headed Pyro- (CR 13)........47
Hyena (CR1)........
Ice Devil (Gelugon) (CR 13)
[ron Golem (CR 13) ...ccvvvvvvvrvrnens

Janni (CRA4) oo
Kolyarut (CR12)....ccovvivvvrinsssinssssssssins
Kraken (CR 12)

Krenshar (CR1)....

Lammasu (CR 8)ucvevevevrmmeeereerevsnnsssenenes
Lantern Archon (CR 2)....

Leonal (CR12) weuuvveveveersseeeseeniessnnsssesenes
Leopard (CR2) ...ocuvvvvvssivvvsnrssssiinnssssssssinns
Lillend (CR7)

Locathah (CR 1/2).

Magmin (CR3) oo
Manta Ray (CR1). S 6
Marut (CR15) woovevrereveensssseeseerisssnsssenenes 51
Monstrous Centipede, Colossal (CR9).......36
Monstrous Centipede, Gar (CR6)................ 23
Monstrous Centipede, Huge (CR2)........... 10
Monstrous Centipede, Large (CR 1).............. 6
Monstrous Centipede, Med (CR 1/2)............. 3
Monstrous Centipede, Sm (CR 1/4).......cc.... 1
Monstrous Scorpion, Col (CR12) ........cc... 46
Monstrous Scorpion, Gar (CR 10)................ 39
Monstrous Scorpion, Huge (CR7)............... 27
Monstrous Scorpion, Large (CR 3)............... 15

Monstrous Scorpion, Medium (CR 1)........... 6
Monstrous Scorpion, Small (CR 1/2)
Monstrous Scorpion, Tiny (CR 1/4)..............
Monstrous Spider, Colossal (CR 11)
Monstrous Spider, Gar (CR 8) ...

Monstrous Spider, Large (CR 2).........ccoocccee

Monstrous Spider, Medium (CR 1)...............
Monstrous Spider, Small (CR 1/2)....
Monstrous Spider, Tiny (CR 1/6) .........ccooucee
Naga, Dark (CR 8)......ccoovcvvvvvnvcrnnercsnsscss

Naga, Guardian (CR 10).
Naga, Spirit (CR 9) cccccocvvvvvvirvvvvnnncnnercssssce
Naga, Water (CR7) ...
Nalfeshnee (CR 14)
Nightcrawler (CR 18)........cccuvvvivivvniisisins
Nightwalker (CR 16)......ccccccvvvnvvvnnerersssssne




INITIATIVE CARDS
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Nightwing (CR 14) ..o, 49 Shark, Huge (CR4) .cccccccvervccvvvrrcccrcsssinn 18
NIXIE (CR 1) ovvvvrrrrererevesmsssssnesessssssssnsssssnnnens 7 Shark, Large (CR2) ovvveevvvccinnn 11
Nymph (CR 7). 28 Shark, Medium (CR 1).....oocvvvvvervevrerrrerrvirneennnns 7
Octopus, Giant (CR 8).....cccccuvvvrvssiivivsvnrrnns 32 Shield Guardian (CR 8) .....coeevvvvvverrrrsserrrnnns
Orca (CR5) Skeleton, Adv Megaraptor (CR 6)..

Phantom Fungus (CR 3)........ccovviiivvnrnnnns Skeleton, Chimera (CR 4).....vevvvveverrsnnnnne.
Phasm (CR7) ..c.oceeeeeveemeeemeemmmmmrssssssessessesss Skeleton, Cloud Giant (CR7) ..cccovveessvsssricns
Pit Fiend (Devil) (CR 20). Skeleton, Ettin (CR 5)

Planetar (CR 16)...ouuumueeemmmrerreennnecccssssssssins Skeleton, Owlbear (CR 2)......cvcccevveessssrrrriins
Porpoise (CR 1/2).ccuvvevvvsssnssvnersssinssssssssnns Skeleton, Troll (CR 3).....cccceummrrrreveverssnsnanee
Praying Mantis, Giant (CR 3) ... .15 Skeleton, WOIf (CR 1).....ccceevveeecrscsmmsneeennrnenn 7
Rakshasa (CR10)ccvvvvvveeverrmmnnrrrrreesesssssnnns Skeleton, Yng Ad Red Dragon (CR§)......... 33
T () 502) IO SKUM (CR2) covvvvvvvvrrerrvvvevveeeesmessesssssssssssssssannnns 12
Ravid (CR5)covvvmrrrreenes Snake, Constrictor (CR 2)....uuuurrvreveversssnnanee 12
Retriever (CR 11) ....ceuveeeeemmemmrisssssessessenss Snake, Giant Constrictor (CR 5)........occveeee. 21
R0 Tl (@110 - Snake, Huge Viper (CR3).......oocovivvvrrrnsins 16
Sahuagin (CR 2).....ccccovvmvvvvvvvnnnceerssnssssssiiis Snake, Large Viper (CR2).....ccoccovvvvvvsciiiiiins 12
Sahuagin Malenti (CR 2) ... Snake, Medium Viper (CR 1).....cccccuevvviiiiinn 7
Sahuagin Mutant (CR 2)....... Snake, Small Viper (CR1/2)..ccccccocccveccusirren 4
Salamander, Noble (CR 10).. Snake, Tiny Viper (CR 1/3)....ccoccccvvverrsisiiin 2
Satyr (CR2) coovccccriciinninnn R0 E (9K ) N 63
Sea Cat (CR4)..... Squid (CR 1) covvcrvvererssccinisnns 8
Sea Hag (CR4)......ccccoooeee Squid, Giant (CR9) ... 36
Shadow, Greater (CR 8)........ccoomummererrrerevrrnnnne Stag Beetle, Giant (CR4) ......coovvvvvivvvvnrrisinns 18

Stone Golem (CR11).......ccvveeevveveemmeemnennnnrinnnns
Stone Golem, Greater (CR 16) .
Tendriculos (CR 6)...coeeeeeveemmuviesecssessssscnseens
Tiefling (CR 1/2) ..
Tojanida, Adult (CR5)..coccovccvverrreccsiierrenae 21
Tojanida, Elder (CR9)......cccoccvrrrvscivivsnnrns 37
Tojanida, Juvenile (CR 3).......covvvveccrvrerene 16
Triceratops (CR 9)
Trumpet Archon (CR 14)
Vargouille (CR2) v
Wraith, Dread (CR 11).....
Xorn, EIder (CR 8) ..vvvevevrmmnrrrrevevermssnsnnenns
Yeth Hound (CR 3)cuummmvvvveeeirvrrnnrecenececessenns
Yrthak (CR9)...........
Zelekhut (CR9) ccovvvvvvvrrrrnns
Zombie Minotaur (CR 4)
Zombie Wyvern (CR4)........
Zombie, Bugbear (CR 2)...........
Zombie, Gray Render (CR6)...
Zombie, Kobold (CR 1/4) .........
Zombie, Ogre (CR 3)......ccccoceee
Zombie, Troglodyte (CR 1) ...

Alphabetical List of Summoned Monsters

Celestial Badger (CR1/2) ....ccoouuvvveccrssiinn Celestial Sea Cat (CR5) ..ocovvvvvvvecerreessssssrinnns

Celestial Baleen Whale (CR 8) Celestial Stag Beetle, Giant (CR 5)...............

Celestial Bear, Black (CR2)....... Celestial Triceratops (CR 11) ..........

Celestial Bear, Brown (CR 5)..... Fiendish Ape (CR 3)........ccuuue

Celestial Bear, Polar (CR 6) ........cccvveevvesrsrrrs Fiendish Boar (CR 2) .....cuuvvveeeveeccrressssssssinnns

Celestial Bee, Giant (CR 1) ..covvuuuurerereverrnnnnne Fiendish Crocodile (CR 2).....errrevevernsnnnene.

Celestial Bison (CR 3) .....couvvvvverveceerrcesssssssiins Fiendish Crocodile, Giant (CR 5)...

Celestial Bombardier Fiendish Deinonychus (CR 4)........ccccvvnnes
Beetle, Giant (CR 2) .......ccveevvevecvsccsssrins Fiendish Dire Ape (CR4).....ccoovucvverivnsenns

Celestial Cachalot Whale (CR9).. Fiendish Dire Bat (CR 3)

Celestial Dire Badger (CR2).........coccccvvvcreen Fiendish Dire Boar (CR 5) .......ccccvveeesssssrriics 79

Celestial Dire Bear (CR 9).....crerrveverrnnnnne Fiendish Dire Rat (CR 1/3) ccooooeevvvvrvveverrnrnee 67

Celestial Dire Lion (CR7)..... Fiendish Dire Shark (CR 11)

Celestial Dog (CR1/3) ..oovvvvevvvssinssrcesssiinnn Fiendish Dire Tiger (CR10)........cccccuurvrrrrns 84

Celestial Dog, Riding (CR 1)........ccvveccvvscrenn Fiendish Dire Weasel (CR 2)......ccccooevvessrrieccs 73

Celestial Eagle (CR1/2) .........c.. Fiendish Dire WOIf (CR4) ...orvrvvvevernnrnnane. 77

Celestial Eagle, Giant (CR 4) Fiendish Dire Wolverine (CR 5) ...cccoceeesveces 79

Celestial Elephant (CR9) .......ccccccvuvvvrrsiiiinn Fiendish Elasmosaurus (CR9) ..o, 84

Celestial Giant Fire Beetle (CR 1/3).............. 67 Fiendish Giant Wasp (CR4) ......coocccvvccvvcre 77

Celestial Griffon (CR 5) c.vcoeveermmmerererevernnnnnne 79 Fiendish Girallon (CR 7)...ccceurereveveersnnnnnee 81

Celestial Hippogriff (CR2) ....ccccooccorccrrvscrnn 72 Fiendish Hawk (CR 1/3) ccoceuvvvvvrrvvnrnccccrrene 67

Celestial Lion (CR4) coovvvvvevvvermsnnrererevessnnnnne 76 Fiendish Megaraptor (CR 8) .......cccccccvvvvies 83

Celestial Monkey (CR1/6) ...ccoccovccvvvccrsscrenn 66 Fiendish Monstrous

Celestial Orca (CR7)evveeveeemsmmnrereresessssnnns 81 Centipede, Huge (CR 3).....cccooeccccrinns 75

Celestial OWI (CR 1/4) ..coovvvvvvvvvrecverrccssssssrins 66 Fiendish Monstrous

Celestial Owl, Giant (CR4)......evevervveverrrnnnne 76 Centipede, Large (CR 1) .cccoooevvcvccrinns 70

Celestial Porpoise (CR 1/2)...ccccccvccveccrssiinn 68 Fiendish Monstrous

Celestial ROC (CR 11).uuvvevvvermrmmrererevessnsenne 85 Centipede, Medium (CR 1/2).............. 68

Fiendish Monstrous

Scorpion, Medium (CR 1)......ccccccoeee 70
Fiendish Monstrous

Scorpion, Small (CR 1/2).....cccoccccvveee 68
Fiendish Monstrous

Spider, Medium (CR 1) .occvvvccvccvrrccee 70
Fiendish Monstrous

Spider, Small (CR 1/2)...ccocvvvccvvverrerne 69
Fiendish Octopus (CR 1) ...ccovvvvviivivvnrrissinns 70
Fiendish Octopus, Giant (CR 10) ................. 84
Fiendish Praying Mantis, Giant (CR 4).......77
Fiendish Raven (CR 1/6).....cccuvvvrereeerneeccescenns

Fiendish Rhinoceros (CR 6)

Fiendish Shark, Huge (CR 6).......ccccoccccreree
Fiendish Shark, Large (CR 3)......ccccccevvinins
Fiendish Shark, Medium (CR 1)

Fiendish Snake, Constrictor (CR 2).............. 73
Fiendish Snake, Huge Viper (CR 4)............. 78
Fiendish Snake, Large Viper (CR2)............. 74
Fiendish Snake, Medium Viper (CR 1) .......71
Fiendish Snake, Small Viper (CR1/2) ......... 69
Fiendish Squid (CR 1)..coocccvccevveerreccriverrnnae 71
Fiendish Squid, Giant (CR 11) ...cccccccvvvsines 86
Fiendish Tiger (CR 5)...ccocccvccvvverreccsirennnene 80
Fiendish Tyrannosaurus (CR 10).................. 85
Fiendish WOIf (CR 1).ccuuuvvvvveeuvvvrrerrecenecccesssnns 71
Fiendish Wolverine (CR2)......ooovvvrvrvverrrrnnnnee 74



INITIATIVE CARDS
MONSTER SET TWO

Pace |

Permission granted to photocopy
for personal use only.

DEX| 15| wis| 10 || REF| +2 |GRAP| -7 |VIS

dark 60

NAME ALIGN/RACE INIT 4
=y (M (ons‘rrous Centipede, Sm (CR1/4) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl14]13] 12]

(o]
% STR| 5 | INT| — ||FORT| +2|SPD| 2f%..
wl
(a]

WWW.THECAMEMECHANICS.COM

CON| 10 |cHA| 2 || wiLL| +O CQMLHE(HQHI(§

NAME ALIGN/RACE INIT
( Monstrous Scorpion, Tiny (CR 1/4) N [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

ACl 14|12 14
STR| 3

INT| — | |FORT| +4 | SPD 20 f+

dark 60

DEX| 10 | wis| 10 || REF| +O |GRAP| -8 |VIS|%ren ¢o

DELAY or READY

WWW.THECAMEMECHANICS.COM

CON| 14 |cHA| 2 || wiLL| +O CQMI-I"IE(HQHIG

Skills Skills
Climb +10| Spot +4 Climb +0 | Spot +4
Hide +14 Hide +12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +3 BPS 1d4-3 +poison Claw (2) +2 _PS 1d2-4
Sting -3 P 1d2-4 +poison

HP
2 hp (1/2 d8)

Special/Notes
Vermin traits.
Poison: Injury; Fort DC 10; init & sec dmg 1d2 Dex.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

ALIGN/RACE |' INIT

NAME
( Monstrous Spider, Tiny (CR1/6) N

SNOIDSNOJNN

CLASS/LEVEL

AC/ 15|15 12

BASET TCH 1 FLT [TMP

STR| 3 | INT| — ||FORT| +2 | SPD 2oft,

climb 10 ft+

DELAY or READY

dark 60

DEX| 17 | wis| 10 || REF| +3 |GRAP|-12|VIS|5ren 60

WWW.THECAMEMECHANICS.COM

CON| 10 [cHA| 2 || wiLL|+O | (AMEMECHARICS

HP
4 hp (1/2 d8+2)

Special/Notes

Vermin traits.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoQ; constrict.
Poison: Injury; Fort DC 12; init & sec dmg 1 Con.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT
[Zombie, Kobold ((R1/4)  NE ||
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl13] 11 13]

STR| 8 | INT| — | |FORT| +Q| SPD 30 ft

DELAY or READY

dark 120

DEX| 11 | wis| 10 || REF| +O |GRAP| -4 [VIS|iou-iignt

WWW.THECAMEMECHANICS.COM

coN| — [cHal 1 || wiL| +3 | (GMEMECHARICE

Skills Skills

Climb +11| Jump™ -4 -

Hide* +15| Spot™ +4

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +5 BPS 1d3-4 +poison Spear +1 1d6-1/x3
Slam +1 B 1d4-1
Lt crossbow +2 P 1d6/19-20

HP
2 hp (1/2 d8)

Special/Notes

Vermin traits.

Poison: Injury; Fort DC 10; init & sec dmg 1d2 Str.

Web (Ex): 8/day—Throw as net (<=Sm, 50 ft, rng inc 10 ft; 2hp/5f1)
or 5 ft2 sheet (Spot DC 20; 2 hp/5 ft2 DR 5/—). Escape w/ Esc DC 10,
Str 14. See MM.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

SNOIDSNOJNN

HP
16 hp (2d12+3)

Special/Notes
Undead traits; single act only: can't run; DR 5/slash.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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NAME ALIGN/RACE INIT
|snake, Tiny Viper ((R1/3) N ||

CLASS/LEVEL

ACl17|15] 14
STR| 4 | INT| 1

BASET TCH 1 FLT [TMP

FORT| +2 | SPD| ™ f.cimo 15

DELAY or READY

lark 60

DEX| 17 | wis| 12 || REF| +5 [GRAP|-11|VIS| o

WWW.THECAMEMECHANICS.COM

wiLL| +1| CAMEMECHANICS

CON| 11 |cHA| 2

NAME ALIGN/RACE INIT A

A (GSH’T\OI" (CR1/2) G _I [

E BASET TCH 1 FLT 1 TMP CLASS/LEVEL

4 AC/ 1610 16[ War 1

o

>

5 STR| 13 | INT| 10 | |FORT| +3 | SPD Scalsrf"afirrzoﬁ
L

a)

dark 60

DEX| 11 | wis| 11 REF| +0 |GRAP| +2 |VIS

WWW.THECAMEMECHANICS.COM

WiLL| +O| CHHEMECHANICS

CON| 12 |cHA| 10

Skills Skills

Bal +11/Hide +15| Spoat +6 Heal +4 |Ride +1

Climb +11|Lis +6 | Swim +B Lis +3 | Spot +3

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +5 BPS 1 +poison Longsword +2 S 1d8+1/19-20
Lt crossbow  _ +1 P 1d8/19-20

HP
1hp (1/4 d8)

Special/Notes
Scent.
Poison (Ex): Injury, Fort DC 10, init & sec dmg 1d6 Con.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT
= [Formian Worker ((R1/2) LN ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac17]13]15]
(¢}
2 STR| 13 | INT| 6 ||FORT|+3 | SPD 40 ft
-
17
(a)

dark 120

DEX| 14 | wis| 10 || REF| +4 |GRAP| -2 [VIS|iow-light

WWW.THECAMEMECHANICS.COM

wiLL| +2 | CAMEMECHANICS

CON| 13 |cHA| 9

HP
5 hp (1d8+1)

Special/Notes
Native outsider traits; res acid 5, cold 5, electric 5.
Daylight (Sp): 1/day—daylight as spell (1st-Ivl caster).

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4
ﬂ.ocathah (CR1/2) N [

CLASS/LEVEL

ACl 141113
STR| 10 | INT| 13

BASET TCH 1 FLT [TMP

FORT| +3 | SPD| loft

DELAY or READY

DEX| 12 | wis| 13 || REF| +1 |GRAP| +1 |VIS|rion:

wiLL| +1 | CAMEMECHANICS

CON| 10 |cHA| 11

Skills Skills
Climb +10|Lis +4 | Spot +4 Lis +6 [ Swim +8
Hide +6 [ Srch +2 Spot +6
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +3 BPS 1d4+1 Longspear +2 P 1d8/x3
Lt crossbow +2 P 1d8/19-20

HP
5 hp (1d8+1)

Special/Notes

Lawful, extraplanar traits; imm poison, petrify, cold: resist
electric 10, fire 10, sonic 10.

Hive Mind (Ex): All formians w/in 50 mi of queen; if one is aware of
danger, all are; if one in group is not fl atfooted, none are; no formian
in group is fl anked unless all are.

Cure Serious Wounds (Sp): 8 workers together; as cure serious
wounds (CL 7) except full-rnd act.

Make Whole (Sp): 3 workers together; as make whole (CL 7) except
full-rnd act.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
9 hp (2d8)

Special/Notes
Aquatic traits.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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I’ NAME ALIGN/RACE |' INIT

Monstrous Centipede, Med (CR 1/2) N

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC 1411212
STR| 9

INT| — | |FORT| +2 | SPD 40 ft,

climb 40

DELAY or READY

dark 60

DEX| 15| wis| 10 || REF| +2 |GRAP| -1 VIS

WWW.THECAMEMECHANICS.COM

wiLL| +O| CHMEMECHANICS

CON| 10 |cHA| 2

NAME ALIGN/RACE INIT
= ( Monstrous Scorpion, Small (CR 1/2) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
G AC| 14| 11 14[
(¢}
% STR| 9 | INT| — |[FORT| +4|SPD| 30 ft
17
a)

dark 60

DEX| 10 | wis| 10 || REF| +O |GRAP| -4 |VIS|%ren 60

WWW.THECAMEMECHANICS.COM

WiLL| +O| CHHEMECHANICS

CON| 14 |cHA| 2

Skills Skills
Climb +10| Spot +4 Climb +3 | Spot +4
Hide +10 Hide +8
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite + BPS 1dé6-1 +poison Claw (2) +1 _PS 1d3-1
Sting -4 P 1d3-1 +poison

HP
4 hp (1d8)

Special/Notes

Vermin traits.
Poison: Injury; Fort DC 10; init & sec dmg 1d3 Dex.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A
( Monstrous Spider, Small (CR1/2) N [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC 14|14 | 11
STR| 7 | INT| —

FORT| +2 | SPD 30 ft

climb 20 ft

DELAY or READY

dark 60,

DEX| 17 | wis| 10 || REF| +3 |GRAP| -6 |VIS|rene0

WWW.THECAMEMECHANICS.COM

wiLL| +0 | ¢ AMEMECHANICS

CON| 10 |CHA| 2

HP
6 hp (1d8+2)

Special/Notes

Vermin traits.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 12; init & sec dmg 1d2 Con.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4
[Porpoise (CR 1/2) N

CLASS/LEVEL

ACI 15|13 |12
STR| 11 | INT| 2

BASET TCH 1 FLT [TMP

FORT| +4 | SPD| swim 80 ft

DELAY or READY

low-light.

DEX| 17 | Wis| 12 || REF|+6 |GRAP| +1 |VIS|ois: 120

WWW.THECAMEMECHANICS.COM

wiLL| +1 | CAMEMECHANICS

CON| 13 |CHA| 6

Skills Skills

Climb +11| Jump> -2 Lis* +8 [ Swim +8
Hide* +11| Spot™ +4 Spot™ +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4  BPS 1d4-2 +poison Slam +4 B 2d4

HP
4 hp (1d8)

Special/Notes

Vermin traits.

Poison (Ex): Fort DC 10 or 1d3 Str dmg.

Web (Ex): Throw as net (<=Med, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 10, Str 14. See MM.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
11 hp (2d8+2)

Special/Notes

Blindsight (Ex): Silence negates.

Hold Breath: Hold breath for 6xCon score rds, then risk drown.
*-4 on Spot & Lis if blindsight is negated.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= [snake, small Viper ((R1/2) ~ N || | Tiefling (CR 1/2) E ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 17| 14] 14] 4 Ac[15] 1114 War 1
o o
e STR| 6 | INT| 1 |[FORT| +2 | SPD| 20f:cimbaotr, B4 STR| 13 | INT| 12 ||FORT| +3 | SPD| 30 ft
- -
wl wl
BMDEX| 17 | Wis| 12 || REF| +5 |GRAP| -6 |[VIs|“™*° BNDEX| 13 | WIS| 9 || REF| +1 |GRAP| +2 |vIs|“™*°

coN| 11 |cHA| 2 || wiLe] +1 CQﬁMEHE(HﬂHI(S CON| 12 |cHA| 6 || wiLL| -1 CQﬁMEHE(HﬂHI(S
Skills Skills
Bal +11|Hide +11| Spot +7 Bluff +4 | M Sil +1
Climb +11|Lis +7 | Swim +6 Hide +5
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4 BPS 1d2-2 +poison Rapier +3 P 1d6+1/18-20
Lt crossbow ~  +2 P 1d8/19-20

HP
4 hp (1d8)

Special/Notes
Scent.
Poison (Ex): Injury, Fort DC 10, init & sec dmg 1d6 Con.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
5 hp (1d8+1)

Special/Notes
Native outsider traits: res cold 5, electric 5, fire 5.
Darkness (Sp): 1/day— as darkness (CL 1).

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
N [Bee, Giant (CR 1) N ~ [Darkmantle (CR 1) N
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Acl14] 12| 12] 4 Ac[17]11]17]
o o
% STR| 11 | INT| — | [FORT| +3 | SPD|  2of % STR| 16 | INT| 2 ||FORT|+3 [ SPD| g 3% (00
wl wl
BlpEx| 14 | wis| 12 || REF| +3 |crRAP|+2 [vis|“*°|| EBNDEX| 10 | wis| 10 || REF|+2 [GRAP|+O |vis| ™"
CON| 11 [cHA| 9 || wiILL| +2 CQMEHE(HQHIG CON| 13 [cHA| 10 || wiLL| +O CQMEHE(HQHIG
Skills Skills
Spot +5 Hide +10| Spot™ +5H
Surv* +1 Lis* +5
Attugh @#) Bonus Type Damage . Attack (#) Bonus Type Damage
Sting +2 P 1d4 +poison Slam +H B 1d4+4

HP
13 hp (3d8)

Special/Notes

Vermin traits.

Poison (Ex): Injury, Fort DC 11, init & sec dmg 1d4 Con; bee dies.
* +4 on Surv to orient self.

SNOIDSNOJNN
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HP
6 hp (1d10+1)

Special/Notes

Blindsight (Ex): Silence negates; blind.

Darkness (Sp): 1/day— as darkness (CL 5).

Constrict (Ex): Grap; 1d4+4 dmg.

Improved Grab (Ex): Slam; grap <=Lg as free act w/o AoQ: constrict.
*-4 on Spot & Lis if blindsight is negated.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pace 5

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT
9 [6rig (CR 1) NG || = |Grig w/ Fiddle (CR 1) NG ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 c18]16] 16 3 Ac 1816 16]
o o
> >
£4 STR| 5 | INT| 10 [|FORT) +1| SPD| ;&5 £4 STR| 5 | INT| 10 [|FORT| +1| SPD| &5,
w - L -
SMDEX| 18 | wis| 13 || REF| +6 |GRAP|-11|vis|™""|| KGlDEX| 18 | wis| 13 || REF| +6 |GRAP|-11|vIs|*""*"
CON| 13 |cHA| 14 || wiILL| +3 CQMEHE(HQHIG CON| 13 |CHA| 14 || wILL| +3 CQMEHE(HQHIG
Skills Skills
Esc +8 |Lis +3|Srch +2 Esc +8 |Lis +3|35rch +2
Hide +16|M Sil* +8 | Spat +3 Hide +16| M Sil* +8 | Spot +3
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Short sword +6 S 1d3-3/19-20 Short sword +6 S 1d3-3/19-20
Longbow +6 P 1d4-3/x3 Longbow +6 P 1d4-3/x3
HP HP
2 hp (1/2d6+1) 2 hp (1/2d6+1)
Special/Notes Special/Notes
DR 5/cold iron; SR 17. Cc DR 5/cold iron; SR 17. [
Feat: Dodge. Z Feat: Dodge. Zz
Spell-Like Abilities: 3/day—disg self, entang (DC 13), invis (self only), 8 Spell-Like Abilities: 3/day—disg self, entang (DC 13), invis (self only), 8
pyro (DC 14), ventril (DC 13). CL 9. Z pyro (DC 14), ventril (DC 13). CL 9. Z
*+5 on M Sil in forest. w Fiddle (Su): Nonsprite w/in 30 ft; Will DC 12 Will or as irresist dance k%)
o while played. (@]
(@] *+5 on M Sil in forest. o
C C
) )
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
Y [Hyena (R 1) N = [Krenshar (CR 1) N ]
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl14] 12| 12] 4 Acl15]12]13]
o o
B4 STR| 14 | INT| 2 ||FORT|+5|SPD| 50 ft B4 STR| 11 | INT| 6 ||FORT|+3|SPD| 40 ft
— —
17 - L lark 60,
2MpEX| 15 | wis| 13 || ReF| +5 |GRAP| +3 |vis|""|| [BNDEX| 14 | wis| 12 || REF| +5 |GRAP| +2 [VIS|ou i,
CON| 15 [CHA| 6 || WiILL| +1 CQMEHE(HQHIG CON| 11 |CHA| 13 || wiLL| +1 CQMEHE(HQHIG
Skills Skills
Hide* +3 | Spot +4 Hide +4 |Lis +3
Lis +6 Jump +9 (M Sil +6
Atguch @#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Bite +3 _BPS 1d6+3 Bite +2 BPS 1d6
Claw (2) +0 _PS 1d4
HP HP
13 hp (2d8+4) 11 hp (2d10)
Special/Notes Special/Notes
Scent. Cc Scent. Cc
Trip (Ex): Can trip (+2) as free act & w/o AoO after bite; failing, opp |4 Feats: Track. Z
can't react. 8 Scare (Ex or Su): Bluff at +3. Or as scare (CL 3, Will DC 13); sonic 8
* +4 on Hide in tall grass hvy undergrowth. Z mindaffecting fear effect; imm 24 hrs after save. Z
s) s)
(@] (@]
[om [om
) )
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INITIATIVE CARDS
MONSTER SET TWO

Pact 6

Permission granted to photocopy
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= ( Manta Ray (CR 1) N [ > ( Monstrous Centipede, Large (CR1) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac/12] 9 [ 12] 3 Ac14] 11| 12]
o o
% STR| 15| INT| 1 ||FORT| +4|SPD| 30 ft % STR| 13 | INT| — | [FORT| +3| SPD| %
w - w
BMDEX| 11 | Wis| 12 || REF| +4 |GRAP| +9 |vIs[**"*" BUDEX| 15 | Wis| 10 || REF| +3 |GRAP| +7 [VIs|*™*°
CON| 10 |CHA| 2 || WILL| +2 CQﬁMEHE(HﬂHI(S CON| 10 [cHA| 2 || wiLL| +1 CQﬁMEHE(HﬂHICS
Skills Skills
Lis +7 | Swim +10 Climb +10| Spot +4
Spot +6 Hide +6
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Ram -1 B 1d6+1 Bite +3 BPS 1d8+1 +poison

HP
18 hp (4d8)

Special/Notes
Aquatic traits.
Feat: Endurance.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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HP
13 hp (3d8)

Special/Notes

Vermin traits.
Poison: Injury; Fort DC 11; init & sec dmg 1d4 Dex.
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ALIGN/RACE |' INIT

SNOIDSNOJNN

NAME ALIGN/RACE INIT 4 NAME

X ( Monstrous Scorpion, Medium (CR 1) N [ X ( Monstrous Spider, Medium (CR1) N

E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL

3 Ac14]10] 14 4 Ac[14]13] 1]

o o

% STR| 13 | INT| — ||FORT|+5 | SPD| 40 ft g STR| 11 | INT| — [|FORT| +4 [ SPD| 2%

wl wl

alpEx| 10 | wis| 10 || Rer| +0 [rRAP|+2 [vis|<so||  EBNDEX| 17 | wis| 10 || REF| +3 [GRAP| +1 |VIs|Trené0
CON| 14 [CHA| 2 || wiLL| +O CQﬁMEHE(HﬂHI(S CON|12 [cHA| 2 || wiLL| +O CQﬁMEHE(HﬂHI(S

Skills Skills

Climb +5 | Spot +4 Climb +11| Jump* +0

Hide +4 Hide* +7 | Spot™ +4

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Claw (2) +2 PSS 1d4+1 Bite +4  BPS 1d6 +poison
Sting -3 P 1d4 +poison

HP
13 hp (2d8+4)

Special/Notes

Vermin traits.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 13; init & sec dmg 1d3 Con.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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HP
11 hp (2d8+2)

Special/Notes

Vermin traits.

Poison (Ex): Fort DC 12 or 1d4 Str dmg.

Web (Ex): Throw as net (<=Lg, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 12, Str 16. See MM.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.
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INITIATIVE CARDS
MONSTER SET TWO

Pact 7

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4
N [Nixie (CR 1) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 14 14] 11]
o
% STR| 7 | INT| 12 ||[FORT| +0 | SPD| 20
wl 5
BMDEX| 16 | Wis| 13 || REF| +5 |GRAP| -6 |vIs[**"*"

WWW.THECAMEMECHANICS.COM

coN| 11 [cHA[ 18 || wiLL| +3 CQMI-I"IE(HQHIG

NAME ALIGN/RACE INIT
[Shark, Medium (CR 1) N
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
ad 15| 12] 13|

STR| 13 | INT| 1 ||FORT| +4|SPD| swim 60

DELAY or READY

blsn 30

DEX| 15| wis| 12 REF| +5 |GRAP| +3 |VIS

WWW.THECAMEMECHANICS.COM

CON| 13 [cHA| 2 || wiLL| +2 CQMLHE(HQHI(§

Skills Skills

Bluff +8 |Lis +6 | S Mot +b Lis +6 | Swim +9

Esc +6 | Srch +3 | Spot. +6 Spot +6

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Short sword +4 P 1d4-2/19-20 Bite +4 BPS 1d6+1

Lt crossbow +4 P 1d6/19-20

HP
3 hp (1d6)

Special/Notes

Aquatic traits; amphibious; DR 5/cold iron; SR 16.

Feat: Dodge.

Charm Person (Sp): 3/day—as charm per (CL 4; Will DC 15 or
charmed 24 hrs).

Water Breathing (Sp): 1/day—as wtr breath (CL 12).

Wild Empathy (Ex): As druid, except +6 on check.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
Skeleton, Wolf (CR 1) NE ||

BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl15]13 12|

STR| 21| INT| — | |FORT| +Q | SPD 50 ft

DELAY or READY

dark 60,

DEX| 14 | wis| 10 || REF| +3 |GRAP| +2 |VIS

WWW.THECAMEMECHANICS.COM

CoN| — [cHA| 1 || wiL|+3 | (AMEMECHARICS

HP
16 hp (3d8+3)

Special/Notes

Aquatic traits.

Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect blood|
w/in mile; underwater only.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
[snake, Medium Viper (CR 1) N
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl1613]13]

STR| 8 | INT| 1 ||FORT|+3 |SPD| 2°ft.cimb20fr,

dark 60

DEX| 17 | wis| 12 || REF| +6 |GRAP| +0 |VIS|trsn 60

WWW.THECAMEMECHANICS.COM

CoN| 11 [cHA| 2 || wiLL| +1 CQMLHE(HQHI(§

DELAY or READY

Skills Skills

= Bal +11|Hide +12| Spot +5
Climb +11]|Lis +5 | Swim +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +2 BPS 1dé6+1 Bite +4 BPS 1d4-1 +poison

HP
13 hp (2d12)

Special/Notes
Undead traits: DR 5/bludgeon; imm cold.

SNOIDSNOJNN
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HP
9 hp (2d8)

Special/Notes
Scent.
Poison (Ex): Injury, Fort DC 11, init & sec dmg 1d6 Con.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 8

Permission granted to photocopy

for personal use only.

NAME ALIGN/RACE INIT 4
Squid (CR 1) N

CLASS/LEVEL

ACl 161313
STR| 14 | INT| 1

BASET TCH 1 FLT [TMP

FORT| +3 | SPD| swim 60 ft

DELAY or READY

low-light

DEX| 17 | wis| 12 || REF| +6 |GRAP| +8 |VIS

WWW.THECAMEMECHANICS.COM

CON| 11 [cHA| 2 || wiLL| +2 CTfimm(ugnT%M

NAME ALIGN/RACE INIT
>y | Zombie, Troglodyte (CR 1) NE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16| 8 | 16]

(¢}
2 STR| 12 | INT| — ||FORT| +1 | SPD 30 ft
-
17
a

dark 60

DEX| 7 | Wis| 10 || REF| -1 |GRAP| +3 |VIS

WWW.THECAMEMECHANICS.COM

coN| — [cHal 1 || wiL| +4 | (GMEMECHARICE

Skills Skills

Lis +7 | Swim +10 =

Spot +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Arms +4 B Greatclub +3 1d10+1

Bite -1 BPS 1dé+l Bite +3 BPS 1d4+1

Slam +3 B 1dé6+1
Javelin +0 P 1d6+1

HP
13 hp (3d8)

Special/Notes

Aquatic traits.

Improved Grab (Ex): Arms; grap as free act w/o AoO:; bite.

Ink Cloud (Ex): 1/min—10x10x10 ft; 1/min.; free act; total conceal.
Jet (Ex): 1/rd—Full-rd act; mv 240 ft in straight line; no AoO.

SNOIDSNOJNN
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HP
29 hp (4d12+3)

Special/Notes
Undead traits: single act only; can't run; DR 5/slash.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
N [Azer (R 2) IN ] N [Bison (CR 2) N
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 acl2311] 22 3 Ac[13] 9 [13]
o o
e STR 13 | INT| 12 | |[FORT| +4 | SPD| _ Oft e STR| 22| INT| 2 ||FORT|+7 [SPD| 40 ft
- -
wl wl ~
alpEx| 13 | wis| 12 || REF| +4 |GRAP|+3 [vis|“*“°|| [EBNDEX| 10 | wis| 11 || REF| +4 |GRAP|+13|uis|""""
CON| 13 |cHA| 9 || wiLL| +4 dﬁﬁm—(”gmcs CON| 16 |cHA| 4 || wiLL| +1 dﬁﬁm—(”gm’%
Skills Skills
Climb +0 | Jump -6 | Srch +6 Lis +7
Hide +0 [Lis +6 | Spot +6 Spot +5
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Warhammer +3 B 1d8+1/x3 +1 fire| |Gore +8 P 1d8+9
Shortspear +3 P 1dé6+1 +1 fire
HP HP
11 hp (2d8+2) 37 hp (5d8+15)
Special/Notes Special/Notes
Extraplanar, fire traits; SR 13. Scent.

Feats: Pow Atk.

SNOIDSNOJNN
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Stampede (Ex): When frightened, herd flees danger as group in
random direction; 1d12 dmg to <=Lg creatures per 5 in herd; Ref DC
18 half.

SNOIDSNOJNN
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INITIATIVE CARDS
MONSTER SET TWO

Pact 9
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
>y |Bombardier Beetle, Giant (CR 2) N —I [ >y |Choker (CR 2) CE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16 10| 16] o ac[17]13] 15|
o o
g STR| 13| INT| — ||FORT| +5|SPD| 30 ft g STR| 16 | INT| 4 ||FORT| +2|SPD| 2%
wl wl
BNDEX| 10 | wis| 10 || REF| +O |GRAP| +2 |viIs|“™*° BUDEX| 14 | WiS| 13 || REF| +5 |GRAP| +5 [VIs|“™*°
CON| 14 |cHA| 9 || wiLL| +O CQﬁMEHE(HﬂHICS CON| 13 |CHA| 7 || WILL| +4 CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +7 | Swim +10 Climb +13| M Sil +6
Spot +7 Hide +10
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +2 BPS 1d4+1 Tentacle (2 +6 B 1d3+3

HP
13 hp (2d8+4)

Special/Notes

Vermin traits.

Breath Weapon (Su): 1/rd—10-ft cone of vapor, 1d4+2 acid dmg, Fort|
DC 13 neg.

SNOIDSNOJNN
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Dire Weasel (CR 2) N

CLASS/LEVEL

I’ NAME ALIGN/RACE |' INIT

AC 16|14 12
STR[14 | INT| 2 ||FORT|+3|SPD| 40 ft

BASET TCH 1 FLT [TMP

DELAY or READY

low-light

DEX| 19 | wis| 12 || REF|+7 |GRAP|+4 |VIS

WWW.THECAMEMECHANICS.COM

CON| 10 |cHA| 11 || wiLL| +4 CQMLHE(HQHI(§

HP
16 hp (3d8+3)

Special/Notes

Constrict (Ex): Auto tentacle dmg w/ grap v <=Lg opp, victim can't
speak or cast verbal spells.

Improved Grab (Ex): Tentacle <=Lg opp; grap as free act w/o AoO;
constrict.

Quickness (Su): Extra std or mv act each rd.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
Lantern Archon (CR 2) LG [
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl15] 11 15]

STR| 1 | INT| 6 ||FORT|+2*| sSPD| 0 ft(erH)

DELAY or READY

dark 60,

DEX| 11 | wis| 11 || REF| +2 |GRAP| -8 |VIS

WWW.THECAMEMECHANICS.COM

CON| 10 |cHA| 10 || wiLL| +2 CQMLI"IE(HQHIG

Skills

Skills

Hide +8 |M_Sil +8 Conc +4 |Lis +4 | Spot +4
Lis +3 | Spot +5 Dipl +4 |5 Mot +4

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +6  BPS 1d6+3 Light ray (2)* +2 — 1dé

HP
13 hp (3d8)

Special/Notes

Scent.

Attach (Ex): Auto bite dmg; loses Dex bonus to AC; pin to remove.
Blood Drain (Ex): Begin turn attached: 1d4 Con dmg.

SNOIDSNOJNN
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HP
4 hp (1d8)

Special/Notes

Extraplanar, good, lawful traits; DR 10/evil & magic: imm
electric, petrify.

Aura of Menace (Su): When fighting or angry—opp w/in 20-ft; Will
DC 12 or -2 on atk, AC, & saves for 24 hrs or until they hit archon.
Save or break grants imm 24 hrs.

Magic Circle Against Evil (Su): As spell (CL 1); continuous; can't
suppress.

Teleport (Su): At will—as gr tport (self & 50 Ibs only); CL 14.

* +4 on save v poison
MORE > >

t rng 30, ignore all DR.
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MONSTER SET TWO
Pact IO
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ﬁ.eopar‘d (CR2) N [ > ( Monstrous Centipede, Huge (CR 2) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 15 14] 11] 3 Ac 16 ] 10| 14]
o o
> >
&4 TR 16 | INT| 2 | |FORT| 45| SPD| 08, £ STR 17 | INT| — | |FORT| +6 | SPD| 001
w : wm
BMDEX| 19 | Wis| 12 || REF| +7 [GRAP| +5 [vis|/*""'||  EGlDEX| 15 | wis| 10 || REF| +4 |GRAP|+15|vIs|“™
CON| 15 [CHA| 6 || WILL| +2 CQMEHE(HQHIG CON| 12 |CHA| 2 || WILL| +2 CQMEHE(HQHIG
Skills Skills
Bal +12| Jump. +11| M. Sil +8 Climb +11| Spot +4
Climb +11|Lis +6 | Spat +6 Hide +2
Att‘uch @#) Bonus Type Damage Att.uch @#) Bonus Type Damage X
Bite +6  _BPS 1d6+3 Bite +5 BPS 2d6+4 +poison
Claw (2) +1 _PS 1d3+1
HP HP
19 hp (3d8+6) 33 hp (6d8+6)
Special/Notes Special/Notes
Scent. [ Vermin traits. c
Feat: Run. Z Poison: Injury; Fort DC 14; init & sec dmg 1d6 Dex. Z
Improved Grab (Ex): Bite; grap as a free act w/o AoO; rake. 8 8
Pounce (Ex): Full atk w/ charge, including rakes. Z Z
Rake (Ex): +6 melee, 1d3+1 dmg. wv wv
* +8 fo Hide in tall grass or heavy undergrowth. Q o
o ()]
[om [om
) )
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

= |Monstrous Spider, Large ((R2) N | | = [satyr (R 2) N

E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL

3 Acl14]12] 11 4 Acl15] 1114

o o

B4 STR| 15 | INT| — ||FORT| +5 | SPD| ft el STR| 10 | INT| 12 ||FORT| +2 [ SPD| 40 ft

— —

T} T} =

Bpex| 17 | wis| 10 || REF| +4 [GRAP| +9 |vis|iméd|| EBNDEX| 13 | wis| 13 || REeF|+5 |GRAP|+2 vis|™"*"

CON| 12 |CHA| 2 || WILL| +1 | QMEHE(HQHIG CON| 12 |CHA| 13 || WILL| +5 | ( QMEHE(HQHIG

Skills Skills

Climb +11| Jump> +2 Bluff +9 |Intim +3 | M.Sil +13

Hide* +3 | Spot* +4 Hide +13|Lis +15| Spot +15

Atguch @#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +4 BPS 1d8+3 +poison Head butt +2 B 1d6

Dagger -3 P 1d4/19-20
Shortbow +3 P 1d6/x3

HP HP

22 hp (4d8+4) 22 hp (5d6+5)

Special/Notes Special/Notes

Vermin traits. Cc DR 5/cold iron. Cc

Poison (Ex): Fort DC 13 or 1d6é Str dmg. Z Feats: Dodge, Mobil. Z

Web (Ex): Throw as het (<=Huge, 50 ft, rng inc 10 ft). Escape w/ Esc 8 Pipes (Su): Non-satyrs in 60-ft spread; Will DC 13 or as charm per, 8

DC 13, Str 17. See MM. Z sleep, or fear (CL 10); save grants imm 24 hrs. Z

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when v W

using webs. (@] (@]
(@] ()]
[om [om
) )
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Pacc Il
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NAME ALIGN/RACE INIT A
Sahuagin (CR 2) LE [
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl16] 11| 15]

STR| 14 | INT| 14 ||FORT| +3|SPD| 30t

swim 60 ft

DELAY or READY

dark 60,

DEX| 13 | wis| 13 || REF| +4 |GRAP| +4 [VIS|%ien 30

WWW.THECAMEMECHANICS.COM N

wiLL| +4 | CAMEMECHANICS

CON| 12 [CHA| 9

NAME ALIGN/RACE INIT A
Sahuagin Malenti (CR 2) LE [
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl16] 11 15]

STR| 14 | INT| 14 | |FORT| +3 | SPD 30 ft,

swim 40 ft

DELAY or READY

dark 60,

DEX| 13| wis| 13 REF| +4 |GRAP| +4 |VIS| iz 30

WWW.THECAMEMECHANICS.COM N

wiLL| +4 | CAMEMECHANICS

CON| 12 |CHA| 9

Skills Skills

Hide* +6 [Ride +3 | Surv* +1 Hide* +6 |Ride +3 | Surv* +1
Lis* +6 | Spot™ +6 Lis* +6 | Spot™ +6

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Trident +4 BPS 1d8+3 Trident +4 BPS 1d8+3

Bite +2  BPS 1d4+1 Hvy crossbow +3  BPS 1d10/19-20
Talon (2) +4 P 1d4+2

Bite +2 BPS 1d4+1

Hvy crossbow +3 _BPS 1d10/19-20

HP
11 hp (2d8+2)

Special/Notes
Aquatic subtype.
Blood Frenzy: 1/day—Turn after taking dmg; until it or opp is dead:
+2 Con, +2 Str, -2 AC.

Rake (Ex): While swimming, +8 melee, 1d4+1 dmg.

Freshwater Sensitivity (Ex): Fort DC 15 or fatigued in fresh water;
repeat every 10 min.

Light Blindness: Abrupt exposure to bright light (as sunlight or
daylight) blinds 1 rnd; dazzled while in affected area.
* +4 on Hide, Lis, Spot underwater; +4 on Surv w/in
50 mi of home.

SNOIDSNOJNN

MORE > >

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A
Sahuagin Mutant (CR 2) LE [
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl16] 11| 15]

STR| 14 | INT| 14 | |FORT| +3 | SPD soft,

swim 60 ft

dark 60,

DEX| 13 | wis| 13 || REF| +4 |GRAP| +4 [VIS|%ien 30

DELAY or READY

WWW.THECAMEMECHANICS.COM N

con| 12 |cHA| 9 || wiLL] +4 | (AMEMECHARICS

HP
11 hp (2d8+2)

Special/Notes

Aquatic subtype.

Freshwater Sensitivity (Ex): Fort DC 15 or fatigued in fresh water;
repeat every 10 min.

Light Blindness: Abrupt exposure to bright light (as sunlight or
daylight) blinds 1 rnd; dazzled while in affected area.

Water Dependent (Ex): Survive out of water for 12 hours, then risk
"“drowning.”

* +4 on Hide, Lis, Spot underwater; +4 on Surv w/in 50 mi of home.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
= [shark, Large (CR 2) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 A 15 1113
o
e STR| 17 | INT| 1 ||FORT| +8 | SPD|swim 60 ft
g blsn 30

DEX| 15 | wis| 12 || REF|+7 |GRAP[+12|VIS

WWW.THECAMEMECHANICS.COM @ .

con|13 |cHa| 2 || wiL| +3 | (AMEMECHAN

Skills Skills

Hide* +6 [Ride +3 | Surv> +1 Lis +8 [ Swim +11

Lis* +6 | Spot™ +6 Spot +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Talon (4) +4 P 1d4+2 Bite +7 BPS 1d8+4
Bite +2 BPS 1d4+1

Hvy crossbow +3  BPS 1d10/19-20

HP
11 hp (2d8+2)

Special/Notes
Aquatic subtype.
Blood Frenzy: 1/day—Turn after taking dmg; until it or opp is dead:
+2 Con, +2 Str, -2 AC.

Rake (Ex): While swimming, +8 melee, 1d4+1 dmg.

Freshwater Sensitivity (Ex): Fort DC 15 or fatigued in fresh water;
repeat every 10 min.

Light Blindness: Abrupt exposure to bright light (as sunlight or
daylight) blinds 1 rnd; dazzled while in affected area.
* +4 on Hide, Lis, Spot underwater; +4 on Surv w/in

50 mi of home. MORE> >
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SNOIDSNOJNN

HP
38 hp (7d8+7)

Special/Notes

Aquatic traits.

Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect
blood w/in mile; underwater only.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
pact 12
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= [Skeleton, Owlbear ((R2)  NE || 3 skum (CR 2) e ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac/13] 11 11] 4 ac/13] 11 12]
o o
% STR| 21| INT| — ||FORT| +1 | SPD| 30 ft % STR| 19 | INT| 10 | [FORT| +1 |SPD| 20
wl wl
BNDEX| 14 | Wis| 10 || REF| +3 |GRAP|+11|vIs|“™*° BMDEX| 13 | Wis| 10 || REF| +1 |GRAP| +5 [VIs|*™*°
CON| — [cHA| 1 || wiLL| +4 CQﬁMEHE(HﬂHI(S CON| 13 |CHA| 6 || WILL| +3 CQﬁMEHE(HﬂHI(S

Skills Skills
= Hide™* +6 | M. Sil +6 | Swim +12
Lis* +7 | Spot™ +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +6 PSS 1d6+5 Bite +5 BPS 2d6+4
Bite +1 _BPS 1d8+2 Claw (2) +0 _PS 1d4+2

HP
13 hp (5d12)

Special/Notes
Undead traits: DR 5/bludgeon: imm cold.

SNOIDSNOJNN
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ALIGN/RACE |' INIT

NAME
( Snake, Constrictor (CR 2) N

BASET TCH 1 FLT [TMP CLASS/LEVEL

ACl 15|13 12
STR| 17 | INT| 1

FORT .,_4 SPD| 20 ft, climb 20 ft,

swim 20 ft

DELAY or READY

dark 60

DEX| 17 | wis| 12 || REF| +6 |GRAP| +5 |VIS|%ien 30

WWW.THECAMEMECHANICS.COM

wiLL| +2 | CAMEMECHANICS

CON| 13 |cHA| 2

HP
11 hp (2d8+2)

Special/Notes

Aquatic subtype; amphibious.

Rake (Ex): +0 melee, 1d6+2 dmg; 2 rakes while swimming.
*+4 Hide, Lis, & Spot underwater.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
= Enake, Large Viper (CR 2) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 1512 12]
o
% STR[10 | INT| 1 ||[FORT|+3|SPD| 2 climb20ft.
wl
@l pEx| 17 | wis| 12 || REF| +6 [GRAP|+6 |vis| ™"
CON| 11 |cHA| 2 || WILL| +2 CQHE”E(HQHICS

Skills Skills

Bal +11/Hide +10| Spot +7 Bal +11|Hide +8 | Spot +6
Climb +14|Lis +7 | Swim +11 Climb +11|Lis +5 | Swim +8
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +5 BPS 1d3+4 Bite +4 BPS 1d4 +poison

HP
19 hp (3d8+6)

Special/Notes

Scent.

Constrict (Ex): Grap; 1d3+4 dmg.

Improved Grab (Ex): Bite; grap as free act w/o AoQ; constrict.

SNOIDSNOJNN
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HP
13 hp (3d8)

Special/Notes
Scent.
Poison (Ex): Injury, Fort DC 11, init & sec dmg 1d6 Con.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 13

Permission granted to photocopy
for personal use only.

dark 60

DEX| 13 | wis| 12 || REF| +3|GRAP| -3 |VIS

CON| 12 |cHA| 8

M&canmmam(s on @'m
wiLL) +3 | ( AMEMECHARIC

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= |Vargoille (CR 2) NE || | Zombie, Bugbear (CR 2) NE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac/ 12 11 11] 3 Ac 16 ] 10| 16]
(o] o
2 STR| 10| INT| 5 ||FORT| +3 | SPD| flv 30 ft (good) 2 STR| 17 | INT| — | |FORT| +2 | SPD 30 f+
— —
wl (TT]
(a)] (a)]

dark 60

DEX| 10| wis| 10 || REF| +2 |GRAP| +6 |VIS

WWW.THECAMEMECHANICS.COM @ .

CoN| — [cHA| 1 || wiLL{+5 | (AMEMECHAR

Skills Skills

Hide +9 |Lis +5| Spot. +5 =

Intim +3|M.Sil +5

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +3 _BPS 1d4 +poison Morningstar +6 _BP 1d8+3
Slam +6 B 1d6+3
Javelin +3 P 1d6+2

HP
5 hp (1d8+1)

Special/Notes

Evil, extraplanar traits:

Shriek (Su): Opp seeing & hearing w/in 60 ft; Fort DC 12; paral 2d4
rds or until atk, break rng, or break sight; mind-affecting fear effect.
Save grants imm 24 hrs.

Kiss (Su): Melee tch atk v paral opp: Fort DC 15 become vargouille;
remove disease to stop; see MM.

Poison (Ex): Injury, Fort DC 12 unable to heal bite dmg. Neut poison
or heal removes; del poison allows magic healing.

SNOIDSNOJNN
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HP
42 hp (6d12+3)

Special/Notes
Undead traits: single act only; can't run; DR 5/slash.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
>y |Allip (CR 3) NE [ »y |Arrowhawk, Juvenile (CR 3) N [
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 15| 15 14 3 Ac20| 16|15
o o
B4l STR| — | INT| 11 | |[FORT| +1 | SPD| iy 30ft (perf) B4l STR| 12 | INT| 10 | |[FORT| +4 | SPD| fré0f-6rd
- -
wl wl
alpex| 12 | wis| 11 || REF| +4 (crRAP| — |wis|“*°|| EBNDEx| 21 | wis| 13 || REF| +8 |GRAP|+O |vis| ™’
CON| — |cHA| 18 || wiLL| +4 dﬁﬁm—(”gn‘% CON| 12 |cHA| 13 || wiLL| +4 dﬁﬁm—(”gn‘%
Skills Skills
Hide +8|Lis +7 | Spot +7 Esc +11|M Sil +11/ S Mot +7
Intim +71Srch +4 Lis +71Srch +6 | Spot +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Incorp touch +3 — 1d4 Wis drain Electricity ray* _+9 — 2d6
Bite +9 BPS 1d6+1

HP
26 hp (4d12)

Special/Notes

Incorp, undead traits; +2 turn resist.

Babble (Su): Const—sane creatures w/in 60 ft; as hypno for 2d4 rds;
Will DC 16 heg; sonic mind-affecting compulsion effect. Save grants
imm 24 hrs.

Madness (Su): Anyone targeting allip with thought detection, mind
control, or telepathic ability; 1d4 Wis dmg.

Wisdom Drain (Su): Incorp touch atk; 1d4 Wis drain & +5 temp hp.

SNOIDSNOJNN
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HP
16 hp (3d8+3 )

Special/Notes

Air, extraplanar traits; imm acid, electric, poison: resist cold 10,
fire 10.

Feat: Dodge.

* Rng 50 ft.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
PAGE 14
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= | Assassin Vine (CR 3) N || 3 [Etherial Filcher (CR 2) N ]
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac15] 9 [ 15] 3 Acl 17 14] 13]
(¢} (¢}
2 STR| 20| INT| — || FORT| +7 | SPD 5 ft 2 STR| 10| INT| 7 ||FORT| +1 | SPD 40 ft+
— —
1] L
BlDEX| 10| wis| 13 || REF| +1 [GRAP|+12vis|asioni||  IElDEX| 18 | Wis| 12 || REF| +5 [GRAP| +3 |vIs|“™*°
CON| 16 |CHA| 9 || wWILL| +2 | ( QMEHE(HQHI(§ CON| 11 |CHA| 10 || wiLL| +5 | ( QMEHE(HQHIG
Skills Skills
Hide +9 |Lis +5| Spot. +5 Lis +9 | Spot +9
Intim +3 |M.Sil +5 Sleight .. [+12
Attack (#) Bonus Type Damage Att.uch @#) Bonus Type Damage
Slam +7 B 1d6+7 Bite +3 _BPS 1d4
HP HP
30 hp (4d8+12) 22 hp (5d8)
Special/Notes Special/Notes
Plant traits; imm electric: resist cold 10, fire 10. [ Feat: Dodge. [
Constrict (Ex): Auto slam dmg w/ grap. Zz Detect Magic (Su): At will—as det magic (CL 5). Zz
Improved Grab (Ex): Slam: grap as free act w/o AoO: constrict. 8 Ethereal Jaunt (Su): As spell (shift from Ethereal to Material for 1 8
Entangle (Su): Free act— as entangle (30 ft, Ref DC 13 part, end as Z rd as part of mv act, shift back as free act). CL 15. Z
fi ).
Cz(:ozmcclage (Ex): Spot, Surv, or Know (nature) DC 20 to notice it is not 6 6
normal plant. 8 8
) )
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
X (E‘rher'eal Marauder (CR 3) N [ = ( Magmin (CR 3) CN [
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac[14] 11]13] 3 Aac[17]11]17]
o o
B4 STR| 14 | INT| 7 ||FORT| +3|SPD| 40 f+ B4 STR| 15 | INT| 8 ||FORT|+3|SPD| 30 ft
- -
wl wl
alpEx| 12 | wis| 12 || REF| +4 (GRAP| +4 [wis|“*°|| EBNDEx| 11 | wis| 10 || REF|+3 |GRAP| -1 |vis| ™™’
CON| 11 [cHA| 10 || wiLL| +1 CQﬁMEHE(HﬂHI(S CON| 13 [cHA| 10 || wiLL| +O CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +5 | Spot +4 Climb +4
M Sil +5 Spot +3
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4 BPS 1d6+3 Burning touch* _+4 — 1d8 fire
Slam* +4 B  1d3+3

HP
11 hp (2d10)

Special/Notes

Extraplanar traits.

Ethereal Jaunt (Su): As spell (shift from Ethereal to Material as
free act, shift back as mv act). CL 15.

SNOIDSNOJNN
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HP
11 hp (2d8+2)

Special/Notes

Elemental, fire traits; DR 5/mag; nat wpns mag for DR.
Combustion (Ex): Touch or touched; 1d8 fire dmg for 1d4+2 rds as
clothes ignite or armor heated; Ref DC 12 neg.

Fiery Aura (Ex): Anyone w/in 20 ft; 1d6 fire dmg/rd; Fort DC 12 neg.
Melt Weapons (Ex): Metal weapon striking; melt; Fort DC 12 neg.
*Combustion ability applies to melee atks.
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NAME ALIGN/RACE INIT A
2 I (ons‘rr‘ous Scorpion, Large (CR3) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 A 16| 9 [ 16]
o
B4 STR| 19 | INT| — | [FORT| +6 | SPD| 50 f+
—
1]
fa

dark 60

DEX| 10 | wis| 10 || REF| +1 |GRAP|+11|VIS|%ren 60

WWW.THECAMEMECHANICS.COM

wiLL| +1| CAMEMECHANICS

CON| 14 |cHA| 2

NAME ALIGN/RACE INIT 4
= ﬁ’han’rom Fungus (CR 3) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac14]10] 14]
o
% STR[ 14 | INT| 2 ||FORT|+6|SPD| 20 ft
wl 3
BMDEX| 10 | Wis| 11 || REF| +O |GRAP| +3 |vIs|** """

WWW.THECAMEMECHANICS.COM

CON| 16 [cHA| 9 || wiILL| +O CQMLI“’IE(HQHIG

Skills Skills

Climb +8 | Spot +4 Lis +4 | Spot +4

Hide +0 M Sil +6

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Claw (2) +6 _PS 1d6+4 Bite +3 _BPS 1d6+3
Sting +1 P__ 1dé6+2 +poison

HP
32 hp (5d8+10)

Special/Notes

Vermin traits.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw: grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 14; init & sec dmg 1d4 Con.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
ﬂ’r‘aying Mantis, Giant (CR3) N [

BASET TCH 1 FLT [TMP CLASS/LEVEL

AC| 14| 8 | 14
STR| 19| INT| —

FORT| +6 | SPD| . ,2f

fly 40 ft (poor)

DELAY or READY

dark 60

DEX| 8 | wis| 14 || REf|+0|GRAP|+11|VIS

WWW.THECAMEMECHANICS.COM

wiLL| +3 | CAMEMECHANICS

CON| 15 |cHA| 11

HP
15 hp (2d8+6)

Special/Notes

Plant traits.

Greater Invisibility (Su): Constant—as gr invis (CL 12, not subject to
invis purge). Becomes visible 1 min after death.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
N [Skeleton, Troll (CR 3) NE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac( 1412 11]
o
el STR| 23| INT| — ||FORT|+2 [ SPD| 30 ft
-
ud‘ dark 60

DEX| 16 | wis| 10 || REF| +5 |GRAP[+13|VIS

WWW.THECAMEMECHANICS.COM

WILL| +5 | CHHEMECHANICS

CON| — |CHA| 1

Skills Skills

Hide* -1 Climb +4

Spot +6 Spot +3

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Claws +6 _PS 1d8+4 Claw (2) +8 PS 1d6+6
Bite +1 BPS 1d6+2 Bite +3 BPS  1d6+3

Bite! +6 BPS 1d6+2

HP
26 hp (4d8+8)

Special/Notes

Vermin traits.

Improved Grab (Ex): Claws; grap as free act w/o AoO.
*+13 to Hide surrounded by foliage.

t Bite is primary atk on grap opp.

SNOIDSNOJNN
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HP
39 hp (6d12)

Special/Notes
Undead traits: DR 5/bludgeon: imm cold.
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
= ( Snake, Huge Viper (CR 3) N [ = ( Tojanida, Juvenile (CR 3) N [
MO”STER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pact 16 3 Ac15]10] 15] 4 Ac22] 12| 21]
o o
% STR| 16 | INT| 1 |[FORT| +6 | SPD| 20ftcimbaotr, % STR| 14 | INT| 10 | |[FORT| +5|SPD| _1of
ol dark 60 a dark 60
BDEX| 15 | WIS| 12 || REF| +7 [GRAP|+15|VIS|ren to BDEX| 13 | WIs| 12 || REF| +4 [GRAP| +1 |VIs|*"
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 13 |CHA| 2 || WILL| +3 CQHE”E(HQHICS CON| 15 |CHA| 9 || WILL| +4 CQHE”E(HQHICS
Skills Skills
Bal +10|Hide +3 | Spot. +7 Esc +7 |Lis +7 | Spat +9
Climb +11|Lis +7 | Swim +11 Hide +11|Srch +6 | S Mot +7
Att‘uch @#) Bonus Type Damage . Att.uch @#) Bonus Type Damage
Bite +6 BPS 1d6+4 +poison Bite +6 _BPS 2d6+2
Claw (2) +1 BPS 1d4+1
HP HP
33 hp (6d8+6) 19 hp (3d8+6)
Special/Notes Special/Notes
Scent. [ Extraplanar, water traits; imm acid, cold; res electric 10, fire 10. [
Feats: Run. Z Feats: Blind-Fight, Dodge. Z
Poison (Ex): Injury, Fort DC 14, init & sec dmg 1d6 Con. 8 Improved Grab (Ex): Bite or claw; grap as free act w/o AoO. Can tow 8
Z <=Sm opp at swim speed. Z
v All-Around Vision (Ex): Opp gains no flanking bonus. v
(@] Ink Cloud (Ex): Inwater: 1/min—as fog cloud (CL 3, 30 ft r). Out of (@]
o water: 1/min—blind opp w/in 30 ft; Ref DC 13 neg. (@]
c Cc
) )
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
| Veth Hound (CR 3) NE || 4 [Zombie, Ogre (CR 3) NE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac20] 12| 18] 3 Ac(15] 7 [15]
o o
> >
&4 TR 17 | INT| 6 | |FORT| 45| SPD|  oft £ STR|23 | INT| — | |FORT| +2| sPD| 40 ft
T1] 17
dark 60
S)DEX| 15 | Wis| 14 || REF| +5 |GRAP| +6 [vis|““°|| ESlDEX| 6 | wis| 10 || REF|+O |GRAP|+14|vis|™"
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON| 15 |cHA| 10 | | wiLL| +5 C QMEHE(HQHI(S CON| — |CHA| 1 || wILL|+6 C QMEHE(HQHI(S
Skills Skills
Lis +11Srch +7 Climb +4
Spot +11 Spot +3
Att.uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +6 _BPS 1d8+4 Greatclub +9 B 2d8+9
Slam +9 B 1d8+9
Javelin +1 P 1d8+6
HP HP
19 hp (3d8+6) 55 hp (8d12+3)
Special/Notes Special/Notes
Evil, extraplanar traits; DR 10/silver: nat wpns evil for DR. c Undead traits: single act only: can’t run; DR 5/slash. [
Feats: Track. 7= Z
Bay (Su): 300-ft spread; Will DC 11 or panic 2d4 rds; sonic mind- 8 8
affecting fear effect; imm 24 hrs after check. Z Z
Trip (Ex): Trip (+3) as free act & w/o AoO after bite; failing, opp w w
can't react. (@] Q
Flight (Su): Cease or resume flight as free act. (@] (@]
[om [om
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
=4 [Hound Archon (CR 4) LG [ > FTcmm (CR 4) N —| [
MONSTER SET TWO 2 2
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 1 4 Acl19]10]19] q acl1s]12]16]
o o
30 ft, fly 20 ft,
B4 STR| 15| INT| 10 ||FORT|+6*| SPD| 40 ft B STR| 16 | INT| 14 | [FORT| +6 | SPD| chainnal 2011
| | chainmail fly 15 f+
1] L
dark 60,
S)DEX| 10 | wis| 13 || REF| +5 (GRAP| +8 [vis|“**°|| ESlDEX| 15 | wis| 15 || REF| +7 |GRAP|+9 Is|™"
1 12 WWW.THEGRMEMECHANICS.COM - 12 13 7 WWW.THEGRMEMECHANICS.COM -
+
CON| 13 |CHA WILL| +6 CQME”E(HQHICS CON CHA WILL CQHEHE(HQHICS
Skills Skills
Cong +10|Lis +10| S Mot +10 Conc +10|Lis +11| S Mot +11
Hide! +9 M Sil +9 [ Spot +10 Esc +6 |M Sil +6 | Spot +11
Att‘uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +8 BPS 1d8+2 Scimitar +9/+4 S 1d6+4/18-20
Slam +3 B 1d4+1 Longbow +8/+3 P 1d8/x3
Greatsword +8/+3 _ S 2d6+3/19-20
Bite +3 BPS 1d8+1
HP HP
33 hp (6d8+6) 33 hp (6d8+6)
Special/Notes Special/Notes
Extraplanar, good, lawful traits; DR 10/evil & magic: imm electric, [f=s Native outsider traits; tpathy 100 ft: res fire 10. (o
petrify; scent, SR 16; wpns & nat wpns good & lawful for DR. Z Feats: Dodge, Mobility. Z
Feat: Track. 8 Spell-Like Abilities: 3/day—invis (self only), spk ani (CL 12); 1/day—c 8
Aura of Menace (Su): When fighting or angry—opp w/in 20-ft; Will 2 f/w(CL7), e jaunt (CL 12,1 hr). >
DC 16 or -2 on atk, AC, & saves for 24 hrs or until they hit archon. W Change Size (Sp): 2/day—As enlarge per or reduce per (as 2nd-Ivl b
Save or break grants imm 24 hrs. Q spell, can affect self); Fort DC 13 neg. Fortitude save negates the (@]
Magic Circle Against Evil (Su): As spell (CL 6); continuous; can't (o] effect. o
suppress. E Elemental Endurance (Ex): See MM. E
* +4 on save v poison Plane Shift (Sp): See MM.
t +4 on Hide in canine form. MORE > >
|©2003-2005 The Game Mechanics, Inc. Tue Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-20035 The Game Mechanics, Inc. The Game Mecuanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
[ 5ea Cat (CR 4) N ] 4 | ea Hag (CR 4) cE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac/18]10]17] 4 Ac[14] 11 13]
o o
£4 STR| 19| INT| 2 | [FORT| +8|sPD| 00, £4 STR 19 | INT| 10| |FORT| +2| SPD| 75
T1] 17
dark 60
SMDEX| 12 | Wis| 13 || REF| +6 [GRAP[+14is|oici| |  [ElIDEX| 12 | wis| 13 || REF| +4 |GRAP|+7 |vIs|™"
1 10 WWW.THEGRMEMECHANICS.COM - 1 2 14 4 WWW.THEGRMEMECHANICS.COM e
CON| 17 |cHA WILL| +5 CQME”E(HQHICS CON CHA WILL| + CQHEHE(HQHICS
Skills Skills
Lis +8 | Swim +12 Hide +4 | Spot +6
Spot +7 Lis +6 [Swim +12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +9 _PS 1d6+4 Claw (2) +7 _PS 1d4+4
Bite +4 BPS 1d8+2
HP HP
51 hp (6d10+18) 19 hp (3d8+6)
Special/Notes Special/Notes
Scent. c Aquatic traits; amphib; SR 14. c
Feat: Endur. Z Horrific Appearance (Su): Creatfure seeing hag; 2d6 Str dmg (not Z
Hold Breath: Hold breath for 6xCon score rds, then risk drowning. 8 below 0); Fort DC 13 neg. Save grants imm 24 hrs. 8
Rend (Ex): Both claws; auto 2d6+6 dmg. Z Evil Eye (Su): 3/day—gaze atk (30 ft); Will DC 13 or dazed 3 days Z
v & Fort DC 13 or die from fear. Rem curse or disp evil neg daze; no ]
o effect if imm fear. Q
(@] (@]
(o [
“ “
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|”|T|QT|VE (nRDS NAME ALIGN/RACE INIT - NAME : ALIGN/RACE INIT -
4 [ shark, Huge (CR 4) 6 ||| EY[skeleton, chimera(cr4) “NE ||
MO”STER SET TWO E BASEy TCH 7 FLT 1 TMP CLASS/LEVEL ﬁ BASEy TCH 1 FLT 1 TMP CLASS/LEVEL
Pact 18 3 Ac15]10] 13] d Aad13[ 1] 1]
o o
B4 STR| 21| INT| 1 ||FORT|+11| SPD|  swimeofr B4 STR| 19 | INT| — ||FORT| +3|SPD| 30 ft
— —
w w
BNDEX| 15 | wis| 12 || REF| +9 (GRAP[+20vis| "™ *°|| KalIDEX| 15 | wis| 10 || REF| +5 (GRAP|+12|vis|“"*
CON| 15 [CHA| 2 || wiLL| +4 Cﬂl"’l[—”@(”ﬂﬁl(é CON| — |cHA| 1 || wiLL| +6 Cﬂl"’l[—”@(”ﬂﬁlcg
Skills Skills
Lis +10| Swim +13 Conc +10|Lis +11| S Mot +11
Spot +10 Esc +6 |M Sil +6 | Spot +11
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +10 BPS 2d6+7 Bite +7_ BPS 2d6+4
Bite +7 BPS 1d8+4
Gore +7 P 1d8+4
Claw (2) +2 PSS 1d6+2
HP HP
65 hp (10d8+20) 58 hp (9d12)
Special/Notes Special/Notes
Aquatic traits. [ Undead traits: DR 5/bludgeon: imm cold. cC
Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect blood| Z Z
w/in mile; underwater only. 8 8
Z Z
w w
o o
(] o
C C
w w

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

> [ Stag Beetle, Giant ((R4) N || 4 [ Zombie Minotaur (CR 4) NE ||

E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 7 TMP CLASS/LEVEL

3 Acl19] 9 | 19] 3 A 16| 8 [16]

(o] o

B4l STR| 23| INT| — ||FORT| +8 | SPD| 20 f+ B4 STR| 21 | INT| — | |FORT| +4 | SPD| 30 ft

— —

wl (TT]

alpEx| 10 | wis| 10 || Rer| +2 [crAP|+15\vis|““°|| EBlDExX| 8 | wis| 10 || REF| +3 [GRAP[+15vIs| ™"

CON| 17 [CHA| 9 || WILL| +2 ( QMEHE(HQHI(§ CON| — |cHA| 1 || wiLL|+8 ( QMEHE(HQHIG
Skills Skills
— Hide +4 | Spot +6
Lis +6 |Swim +12
Att.uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +10 PSS 4d6+9 Greataxe +10 S 3d6+7/x3
Gore +10 P 1d8+5
Slam +10 B 1d8+5

HP HP

52 hp (7d8+21) 81 hp (12d8+3)

Special/Notes Special/Notes

Vermin traits. [ Undead traits: single act only: can’t run; DR 5/slash. [

Trample (Ex): 2d8+3 dmg, Ref DC 19 half. % %
o o
p4 p4
w) w)
Q Q
o o
c c
A% ] w
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INITIATIVE CARDS

MONSTER SET TWO
Pact 19

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT
> (Zombie Wyvern (CR 4) NE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac20] 8 | 20]
(¢}
>
3 STR| 21| INT| — ||FORT| +4 | SPD ﬂyégofffzboor)
L
[a) DEX dark 60

10| wis| 10 || REF| +4 |GRAP|+16[VIS

WWW.THECAMEMECHANICS.COM

WiLL| +9| CHMEMECHANICS

CON| — |CHA| 1

ALIGEEACE —| |'INIT-

NAME
> (chaler‘al (CR D)
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac[20]10] 19
(¢}
B4 STR| 19 | INT| 11 | |[FORT| +7 | SPD| 50 f+
-
17
(a)

DeEx| 13 | wis| 14 REF| +6 |GRAP|*+14|uis dark 60

WWW.THECAMEMECHANICS.COM

WILL| +7 | CHMEMECHANICS

CON| 14 |cHA| 16

Skills Skills

Lis +10| Swim +13 Climb +13|Lis +11| S Mot +11
Spot +10 Hide +6 |M Sil +10| Spot +11
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Slam +11 B 2d6+7 Claw (2) ¥9 Ps 2d6+4

Talons +11 _PS 2d6+5 Bite +4 BPS 4d6+2

HP
94 hp (14d12+3)

Special/Notes
Undead traits: single act only: cant run: DR 5/slash.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
(Cloaker‘ (CRB) CN [
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl19] 12| 16]

STR| 21| INT| 14 || FORT| +5 | SPD 10 ft,

fly 40 ft (avg)

dark 60

DELAY or READY

DEX| 16 | wis| 15 || REF| +5 |GRAP|+13|VIS

WWW.THECAMEMECHANICS.COM -

WILL| +7 | CAMEMECHANICS

CON| 17 |cHA| 15

HP
39 hp (6d8+12)

Special/Notes

Evil, extraplanar, lawful traits: wpns & nat wpns evil & lawful for
DR: SR 19.

Feats: Dodge, Mobil, Spring Atk.

Black Cloud (Ex): 3/day—10 ft; 2d6 dmg & Fort DC 15 or as insan (CL
16, 3 hrs).

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
Djinni (CR 5) ||

BASET TCH 1 FLT 7 TMP CLASS/LEVEL
acl16]1312]

STR| 18 | INT| 14 ||FORT| +7 [ SPD| g 2%

dark 60

DELAY or READY

DEX| 19 | wis| 15 || REF|+9 |GRAP[+15|VIS

WWW.THECAMEMECHANICS.COM e

WILL| +7 | CAMEMECHANICS

CON| 14 |cHA| 15

Skills Skills

Hide +8 | M. Sil +12 Conc +12| M Sil +14| Spell +12
Lis +13| Spot +13 Lis +12|S Mot +12| Spot +12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Tail slap +8 B 1d6+5 Slam (2) +10 B 1d8+4

Bite +3 _BPS 1d4+2

HP
45 hp (6d8+18)

Special/Notes Feat: Cbt Reflex.

Moan (Ex): Std act. Save grants imm 24 hrs v 1 effect. Unnerve: 60-ft
spr; -2 to atk & dmg; Will DC 15 after 6 rds or unable to atk or defend
during moan. Fear: 30-ft spr; Will DC 15 or panic 2 rds. Nausea: 30-ft
cone; Fort DC 15 or fall prone & nausea 1d4+1 rds. Stupor: 30 ft; Fort
DC 15 or as hold mon (5 rds); save grants ho imm.

Engulf (Ex): Grap <=Med opp as std act w/o AoO; if successful, +4 to
bite atk. Victim takes half dmg done to cloaker.

Shadow Shift (Su): Three effects. Obscure Vision: Conceal (20%
miss) 1d4 rds. Dancing Images: As mirr image spell (CL 6). Silent
Image: As spell(DC 15, CL 6).

SNOIDSNOJNN
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HP
45 hp (7d8+14)

Special/Notes

Air, extraplanar traits; imm acid: tpathy 100 ft.

Feats: Cbt Reflex, Dodge.

Air Mastery (Ex): Airborne opp receive -1 on atk & dmg.

Spell-Like Abilities: At will—invis (self only); 1/day—cr f/w, cr wine
(as cr water, but wine), maj cr (veg matter is perm), persist img (DC
17), wind walk. 1/day—as gas form (1 hr). CL 20.

Whirlwind (Su): 1/10 min—Become whirlwind; 3d6 dmg to opp in area;
Ref DC 20 neg. Ref DC 20 or picked up; 1d8 dmg/rd. See MM.

Plane Shift (Sp): See MM.

* +4 cast def.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 20

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT
= |Orca (R 5) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16| 10] 14]
(¢}
2 STR| 27| INT| 2 ||FORT|+11| SPD swim 50 ft
-
a blst 120

DEX| 15 | WIS| 14 || REF| +8 |GRAP[+2 2VIS|imiight

WWW.THECAMEMECHANICS.COM

CON| 21 [cHA| 6 || wiLL| +5 CQMLHE(HQHI(§

NAME ALIGN/RACE INIT 4
= [Rast (CR 5) N[
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac15] 11| 14]
o
>
3 STR| 14| INT| 3 ||FORT|+5|SPD| . sf
ud‘ dark 60
Dex| 12 | wis| 13 || ReF| +5 |GRAP| +6 VIS

WWW.THECAMEMECHANICS.COM

CON| 13 [cHA| 12 || wiLL| +B CQMLHE(HQHI(§

Skills Skills

Lis* +14| Swim +16 Hide +8 |M Sil +8

Spot™ +14 Lis +8 | Spot +8

Attack (#) Bonus Damage Attack (#) Bonus Type Damage

Bite +12 BPS 2d6+12 Claw (4) +6 PSS 1d4+2
Bite +6  BPS 1d8+3

HP
88 hp (9d8+48)

Special/Notes

Feats: Endur, Run.

Blindsight (Ex): Silence negates.

Hold Breath: Hold breath for 8xCon score rds, then risk drown.
*-4 on Spot & Lis if blindsight is negated.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
4 [Ravid (CR 5) N
5 BASE TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|25] 10] 25
(o]
>
3 STR| 13| INT| 7 ||FORT| +4|SPD| . *ofv
uDJ dark 60

DEX| 10 | wis| 12 || REF| +3 |GRAP| +4 |VIS

WWW.THECAMEMECHANICS.COM

wiLL| +4 | CAMEMECHANICS

CON| 13 |cHA| 14

HP
25 hp (4d8+7)

Special/Notes

Extraplanar, fire traits.

Paralyzing Gaze (Su): Paralysis 1d6 rds; 30 ft; Fort DC 13 neg.
Improved Grab (Ex): Bite atk; grap as free act w/o AoO.

Blood Drain (Ex): Grap opp; 1 Con dmg/rd.

Flight (Su): Cease or resume flight as free act; can only perform
single act each rd w/o flight.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
= |Skeleton, Ettin (CR 5) NE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 acl11 9|11
o
el STR| 23| INT| — ||FORT| +3 [ SPD| 40 ft
g dark 60

DEX| 10 | wis| 10 || REF| +3 |GRAP[+15|VIS

WWW.THECAMEMECHANICS.COM

WILL| +7 | CHMEMECHANICS

CON| — |CHA| 1

Skills Skills
Esc +6|Lis +7 | Spot +7 Conc +12|M Sil +14| Spell +12
Hide +6 |M Sil +6 | Surv +7 Lis +12|S Mot +12| Spot +12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Tail slap +4 1d6+1 +pos energy Morningstar (2) _+10 _BP 2dé6+6

Claw +2 PS  1d4 +pos energy Claw (2) +10  PS 1dé6+6
Tail touch +4 — _ pos ehergy Javelin (2) +4 P 1d8+6

Claw touch +2 — _ pos ehergy

HP
16 hp (3d8+3)

Special/Notes

Extraplanar traits; imm fire.

Positive Energy Lash (Su): Atks deal +2d10 dmg to undead.

Animate Objects (Su): 1/rd—random object w/in 20 ft; anim obj (CL
20); defends ravid.

Flight (Su): Cease or resume flight as free act; can only perform
single act each rd w/o flight.

SNOIDSNOJNN
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HP
65 hp (10d12)

Special/Notes
Undead traits: DR 5/bludgeon: imm cold.

SNOIDSNOJNN
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|”|T|QT|VE (nRDS NAME ALIGN/RACE INIT NAME — ALIGN/RACE INIT
=y |Shake, Giant Constrictor (CR 5) N [ % (To‘]amda, Adult (CR 5) N _I [
MOHSTER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 2 4 Ac[15] 1] 12] d acl23] 1] 22
o o
% STR| 25| INT| 1 ||FORT| +8 | SPD|*.clinb 20 ft,swin % STR| 16 | INT| 10 | [FORT| +7| sPD| _ bf
1] L
RMDEX| 17 | Wis| 12 || REF +10|GRAP+23 visherial | ESlDEX| 13 | wis| 12 || REF| +6 [GRAP[+10jvis|“™*°
CON| 13 |CHA| 2 || WILL| +4| QMEHE(HQHIG coN| 15 |cHA| 9 || wiLL| +6 ( QMEHE(HQHIG
Skills Skills
Bal +11|Hide +10| Spot +9 Esc +11|Srch +14| Spot +15
Climb +17|Lis +9 | Swim +16 Lis +11|S Mot +11| Swim +11
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Bite +13 'BPS 1d8+10 Bite +10 BPs 2d8:3
Claw (2) +5 PS 1d6+1
HP HP
63 hp (11d8+14) 45 hp (7d8+14)
Special/Notes Special/Notes
Scent. cC Extraplanar, water traits: imm acid, cold; res electric 10, fire 10. e
Feat: Endur. Z Feats: Blind-Fight, Dodge, Pow Atk. 7=
Constrict (Ex): Grap; 1d8+10 dmg. 8 Improved Grab (Ex): Bite or claw; grap as free act w/o AoQ. Can tow 8
Improved Grab (Ex): Bite; grap as free act w/o AoQ; constrict. = <=Med opp at swim speed. >
W All-Around Vision (Ex): Opp gains no flanking bonus. v
(@] Ink Cloud (Ex): Inwater: 1/min—as fog cloud (CL 3, 30 ft r). Out of [@]
8 water: 1/min—blind opp w/in 30 ft; Ref DC 15 neg. 8
“ “

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 [Baleen Whale (CR 6) N ] 1 [Belker (CR 6) NE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Acl16] 7 | 15] 4 Ac22|14]17]
o o
24 STR| 35| INT| 2 ||FORT|+14| SPD| swim 40 ft B STR| 14 | INT| 6 ||FORT| +3 | SPD| 4 20"
— —
T1] 17
dark 60
BlDEX| 13 | wis| 12 || REF| +9 |GRAP[+33\ViIs|iic||  EElDEX| 21 | wis| 11 || REF|+10|GRAP|+11|vis|™
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON|22|CHA| 6 || WILL| +5 CQMEHE(HQHI(S CON| 13 |CHA| 11 || wiLL| +2 CQMEHE(HQHI(S
Skills Skills
Lis* +15| Swim +20 Lis +7 | Spot +7
Spoi’...[t14 M Sil +9
Attmih #) Bonus Type Damage Attu‘ch @#) Bonus Type Damage
Tail slap +17 _ B 1d8+18 Wing (2) +9 B 1d6+2
Bite +4 BPS 1d4+1
Claw (2) +4 _PS 1d3+1
HP HP
132 hp (12d8+78) 38 hp (7d8+7)
Special/Notes Special/Notes
Feats: Diehard, Endur. = Air, elemental, extraplanar traits. =
Blindsight (Ex): Silence negates. p4 Smoke Form (Su): Switch forms 1/rd as free act; spend <=20 rds/day 4
Hold Breath: Hold breath for 8xCon score rds, then risk drowning. 8 in form; as gas form (CL 7, fly 50 [prf]). 8
*-4 on Spot & Lis if blindsight is negated. Z Smoke Claws (Ex): Only in smoke form; engulf <=Med opp w/0 AcO; 54
}_n) Fort DC 14 or 3d4 dmg: recheck each rnd if affected. }_n)
o) <)
C C
) )
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INITIATIVE CARDS

MONSTER SET TWO
Pact 22

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT ALIGN/RACE INIT
»y |Bralani, Humanoid Form (CR 6) CG [ 2 Br‘alam Whirlwind Form (CR 6) CG [
5 BASET TCH 1 FLT 1 TMP CLASS/LEVEL 5 BASE7 TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl20] 14 16] 4 Ac|20] 14| 16]
o o
% STR| 18 | INT| 13 || FORT| +8 | SPD 40 ft % STR| 18 | INT| 13 | |[FORT| +8 | SPD ay lggff;'(m)
] T}
BMDEX| 18 | wis| 14 || REF| +9 [GRAP|+10Mis|irte||  ERNDEX| 18 | wis| 14 || REF| +9 [GRAP|+10VIS|ow-igni

WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 17 |CHA| 14 | | WILL| +7 C QMEHE(HQHI(S CON| 17 |cHA| 14 || wiLL| +7 C QMEHE(HQHI(S
Skills Skills
Conc +12| M Sil +13| Spot +13 Conc +12| M Sil +13| Spot +13
Lis +13|S Mot +11| Tmbl +13 Lis +13|S Mot +11| Tmbl +13
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
+1 holy scimitar +11/+6 "5 1d6+4/18-20 am +10 B 1d6+4
+1 holy ¢ longbow (+4) +11/+6 P 1d8+5/x3
HP HP
45 hp (6d8+18) 45 hp (6d8+18)
Special/Notes Special/Notes
Chaotic, extraplanar, good traits; DR 10/cold iron or evil; imm c Chaotic, extraplanar, good fraits; DR 10/cold iron or evil; imm c
electric, petrify: res cold 10, fire 10; SR 17. Z electric, petrify: res cold 10, fire 10; SR 17. 7=
Feats: Blind-Fight. 8 Feats: Blind-Fight. 8
Spell-Like Abilities: At will—blur, charm per (DC 13), gust wind (DC 14) J2 Spell-Like Abilities: At will—blur, charm per (DC 13), gust wind (DC 14) JCA
mirr image, wind wall: 2/day—Igt bolt (DC 15), cure ser (DC 15). CL 6. K9] mirr image, wind wall; 2/day—Igt bolt (DC 15), cure ser (DC 15). CL 6. g
Alternate Form (Su): Can assume whirlwind form. (@] Alternate Form (Su): Can assume humanoid form. (@]
Tongues (Su): Perm—tongues. CL 14. @] Whirlwind Blast (Su): 3d6 dmg in 20-ft line; Ref DC 16 half. (e}
E Tongues (Su): Perm—tongues. CL 14. E
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NAME ALIGN/RACE INIT NAME ALIGN/RACE INIT
2 ( Digester (CR 6) N [ > |Dragon, Blue Young (CR 6) LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac17] 12| 15] 3 Ac 2110 21]
(¢} (¢}
% STR| 17 | INT| 2 ||FORT| +9| SPD 60 ft % STR| 17 | INT| 12 | |FORT|+10| SPD “°ﬂf;i§g;§°g,§§r{*'
17 17
=lpEx| 15 | wis| 12 || REF +10|GRAP +11|wisfarkeol | ESBDEX| 10 | wis|13 || REF| +8 [GRAP[+15 wsi’obwlﬁéjg?:
CON| 17 |CHA| 10 || WILL| +3 CQMEHE(HQHI(§ CON| 15 |CHA| 12 || WILL| +9 CQMEHE(HQHIG
Skills Skills
Hide +9 | Jump +21 Bluff +12| Intim +14| Srch +12
Lis +6 | Spot +6 Esc +12|Lis +14| Spot +14
Attack (#) Bonus Type Damage Atguch @#) Bonus Type Damage
Claw +11 _PS 1d8+4 Bite +15 BPS 2d6+6
Claw (2) +10 _PS 1d8+3
Wing (2) +10 B 1d6+3
HP HP
68 hp (8d10+24) 102 hp (12d12+24)
Special/Notes Special/Notes
Imm acid, scent. = Earth traits; imm electric, sleep, paral. Cc
Acid Spray (Ex): 1/1d4 rds—20-ft cone; 4d8 acid dmg; Ref DC 17 Z Feats: B-Fight, Flyby Atk, Hover. Z
half. Or 5-ft stream; 8d8 acid dmg; Ref DC 17 half. 8 Breath Weapon (Su): 1/1d4 rds—60-ft line; 6d8 electric dmg; Ref 8
DC 18 half.
gx Cr‘eafe/aDesTroy Water (Sp): 3/day—As create water (can destroy gx
(@] also); as 1st-Ivl spell. See MM. (@]
o o
(= (=
v v
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT NAME ALIGN/RACE INIT
= ( Dragon, Brass Young (CR 6) LG [ >y |Ettin (CR 6) CE _I [
MONSTER SET TWO g BASE7 TCH 1 FLT 1 TMP CLASS/LEVEL g BASE7 TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 73 ] Ac/19]10]19] 4 18] 8 [ 18]
) )
% STR| 15 | INT| 12 | [FORT| +9 | SPD| ¢t burcou 30 . % STR| 23| INT| 6 ||FORT| +9|sSPD| , foft
L dark 120, P ow-li
@0EX 10| wis| 13| REF| +7 [GRAP|+12Jvisjorign| [ RDEX| 8 | wis| 10 | REF| +2|cRAP|17 vis| o
CON| 15 |CHA| 12 || wILL| +8 CQMEHE(HQHIG coN| 15 |cHA| 11 || wiLL| +5 CQMEHE(HQHIG
Skills Skills
Conc +5|Esc +4 S Mot +9 Lis +10| Spot +10
Dipl +8 [Lis +14| Spot +14 Srch +1
Attack (#) Bonus Type Damage Attack (#)
Bite +12 BPS 1d8+2 Morningstar (2)+12/+7 "BP 2d6+6
Claw (2) +10 PSS 1d6+1 Javelin (2) +5 P 1d8+6
Wing (2) +10 B 1d4+1
HP HP
85 hp (10d12+20) 65 hp (10d8+20)
Special/Notes Special/Notes
Fire traits; imm sleep, paral. c [
Feat: Flyby Atk. Z Z
Breath Weapon (Su): 1/1d4 rds—60-ft line; 3d6 fire dmg; Ref DC 17 8 8
half. Or 30-ft cone; sleep 1d6+3 rds: Will DC 17 neg. Z Z
Sorcerer Spells Known (save DC 11 + spell Ivl); 0—(00000) acid spl, det % w
mag, r mag, resist; 1st—(o000) comp lang, prot evil. CL 1. (@] o
Spell-Like Abilities: At will—spk ani; 3/day—end elements. CL 3. 8 8
A% ] A% ]

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
2 ( Girallon (CR 6) N [ X ( Monstrous Centipede, Gar (CR6) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16| 12| 15] 3 Ac(18] 8 [16]
o o
£ TR 22| INT| 2 ||FORT| 47| SPD| 015, 4 STR|23 | INT| — ||FORT| +9| sPD| 0%
uDJ dark 60, ud‘ dark 60
DEX| 17 | WiS| 12 || REF| +8 |GRAP|+17 |VIS|iow-iight DEX| 15 | wis| 10 || REF| +6 |GRAP[+27|VIS
CON| 14 |CHA| 7 || WILL| +5 | ( QMEHE(HQHIG CON| 12 |CHA| 2 || WILL| +4 | ( QMEHE(HQHI(§
Skills Skills
Climb +14| Spot +6 Climb +14| Spot +4
M Sil +8 Hide -2
Attack (#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Claw (4) +12 _PS 1d4+6 Bite +11 BPS 2d8+9 +poison
Bite +7 _BPS 1d8+3
HP HP
58 hp (7d10+20) 66 hp (12d8+12)
Special/Notes Special/Notes
Scent. Cc Vermin traits. Cc
Rend (Ex): >=2 claws: auto 2d4+9 dmg. % Poison: Injury; Fort DC 17; init & sec dmg 1d8 Dex. %
(@) (@)
Z Z
v v
o o
(@] ()]
[om [om
) )
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INITIATIVE CARDS

MONSTER SET TWO
Pact 24
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for personal use only.

NAME ALIGN/RACE INIT 4 NAME : ALIGN/RACE INIT 4
% ( Skeleton, Adv Megaraptor (CR 6) NE [ % (Tendr'lculos (CR 6) N —I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
q Ac[14] 1] 11] 3 ac[16] 7 [ 16]
o o
B4l STR| 21| INT| — ||FORT| +4 | SPD| 60 ft B4l STR| 28| INT| 3 ||FORT|+12| SPD| 20 f+
- -
wl wl N
ahpEx| 17 | wis| 10 || REF| +7 [GRAP|+19|vis| “**° ahpEx| 9 | wis| 8 || REF| +2 |crapr23lvis|™ "
CON| — |cHA| 1 || wiLL| +8 CQﬁMEHE(HﬂHI(S CON| 22 |cHA| 3 || wiLL| +4 CQﬁMEHE(HﬂHI(S
Skills Skills
Bal +11|Hide +10| Spot +9 Hide +9 (M Sil +1
Climb +17|Lis +9 | Swim +16 Lis +1 |Spot +1
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Talons +9 PSS 2d8+5 Bite +13  BPs 2d8+9
Claw (2) +4 PS 1d8+2 Tendril (2) +8 B 1d6+4
Bite +4 BPS 2d6+2

HP
78 hp (12d12)

Special/Notes
Undead traits: DR 5/bludgeon: imm cold.

SNOIDSNOJNN
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HP
94 hp (9d8+54)

Special/Notes

Plant traits; regen 10.

Feat: Pow Atk.

Improved Grab (Ex): Bite <=Lg opp; grap as free act w/o AoO;
swallow. Or tendril; grap as free act w/o AoQ:; bite.

Swallow Whole/Paralysis (Ex): Grap to swallow grabbed opp; Fort DC
20 each rd or paral 3d6 rds & 2d6 acid dmg/rd. Escape: grap to maw,
grap to free, or 25 dmg w/ It slash or pierc (AC 14). Holds 2 Lg, 8
Med, 32 Sm, 128 Tiny, <=512 Dim.

Regeneration (Ex): 5 hp/rd, except bludgeon, acid. See MM.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

X ( Zombie, Gray Render (CR6)  NE [ »y |Aboleth (CR 7) LE [
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16| 8 | 16] 3 A 16| 9 [15]
o o
% STR| 25| INT| — ||FORT| +6 | SPD| 30 ft % STR|26 | INT| 15 | |FORT| +7 | SPD| oft
wl wl
alpex| 8 | wis| 10 || Rer| +5 [craP[+21jwis|“*°|| EBNDEx| 12 | wis| 17 || REF| +3 |GRAP}22vIs| ™’

coN| — [cHaAl 1 || wiL[+12 CQﬁMEHE(HﬂHI(S coN| 20 [cHA| 17 || wiLL|+11 CQﬁMEHE(HﬂHICS
Skills Skills
Climb +14| Spot +6 Conc* +16|Spot +16
M Sil +8 Lis +16| Swim +8
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +16 BPS 2d6+7 Tentacle (4) +12 B 1d6+8 +slime
Slam +16 B 1d8+10

HP
133 hp (20d8+3)

Special/Notes
Undead traits: single act only: can't run; DR 5/slash.

SNOIDSNOJNN
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HP
76 hp (8d8+40)

Special/Notes

Aquatic traits.

Enslave (Su): 3/day—as dom per (CL 16, 30 ft); Will DC 17. Escape:
rem curse cancels; new save each 24 hrs; aboleth must stay in 1 mir.
Psionics (Sp): At will—hypno pat (DC 15), illus wall (DC 17), mir arcana
(DC 18), pers img (DC 18), prog img (DC 19), proj img (DC 20), veil (DC
19). CL 16.

Slime (Ex): Tentacle; transform; Fort DC 19 neg; rem dis cures. See MM.
Mucus Cloud (Ex): Tch or inhale mucus on aboleth; Fort DC 19 or can't
breathe air 3 hrs; suffocate in 2d6é min out of wtr.

* +4 cast def.
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INITIATIVE CARDS

MONSTER SET TWO
Pact 25
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

] [Bulette (CR7) N ] = | Cachalot Whale (CR7) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac22] 10| 20 3 ac[16] 7 [ 15]

o o
2y sTR 27| INT| 2 | |FoRT+11]sPD| 1, 24 sTR 35 INT| 2 ||FORT|+15] sPDjswim 40 ft
wl ar| L s
lnex| 15 | wis| 13 || Rer| +8 GRAP+25VISI§:«S-E€% alnex| 13 | wis| 14 || ReF| +9 [GRAP33ViIs|riac:

CON| 20|cHA| 6 || wiLL| +6 CQﬁMEHE(HﬂHI(S CON| 24|cHA| 6 || wiLL| +6 CQﬁMEHE(HﬂHI(S
Skills Skills
Jump +18| Spot +3 Lis* +15| Swim +20
Lis +9 Spot* +14
Bite *16 'BPS 2d8.8 Bite 7 "BPs Z4dé+12

Claw (2) +10 PS 2dé6+4 Tail slap +12 B 1d8+6

HP
94 hp (9d10+45)

Special/Notes

Scent.

Feat: Track.

Leap (Ex): 4 claw atks (+15), no bite atk.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4

Chaos Beast (CR 7) N ]
BASE TCH 1 FLT 1 TMP CLASS/LEVEL

acl16] 11| 15]

STR| 14 | INT| 10 | |FORT| +7 | SPD 20 f+

DELAY or READY

dark 60

DEX| 13 | wis| 10 || REF| +7 |GRAP|+10|VIS

WWW.THECAMEMECHANICS.COM

CON| 13 [cHA| 10| | wiLL| +6 | (AME MECHARICS

HP
141 hp (12d8+87)

Special/Notes

Feats: Diehard, Endur.

Hold Breath: Hold breath for 8xCon score rds, then risk drowning.
Blindsight (Ex): Silence negates.

*-4 on Spot & Lis if blindsight is negated.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
Chuul (CR 7) cE ||

BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl22]12|19]

STR|20| INT| 10 | |FORT| +7 | SPD|  Xft .

dark 60

DELAY or READY

DEX| 16 | wis| 14 || REF| +6 |GRAP+17|VIS

WWW.THECAMEMECHANICS.COM

con| 18 |cHa| 5 || wiL| +9 | (AMEMECHARICE

Skills Skills

Climb +13|Lis +11| Spot +11 Hide +13|Spot +11

Hide +12/Srch +11| Tmbl +14(| |Lis +11| Swim +13

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +10 _PS 1d3+2 +corp inst Claw (2) +12 PS 2d6+5

HP
44 hp (8d8+8)

Special/Notes

Chaotic, extraplanar traits; imm crit, transform; SR 15.

Feats: Dodge, Mobil.

Corporeal Instability (Su): Claw; transform; Fort DC 15 neg. See MM.

SNOIDSNOJNN
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HP
93 hp (11d8+44)

Special/Notes

Aquatic traits; amphib; imm poison;

Feats: B-Fight, Cbt Reflex.

Improved Grab (Ex): Claw atk: grap as free act w/o AoO:; constrict.
Constrict (Ex): Auto 3d6+5 dmg w/ grap.

Paralytic Tentacles (Ex): Grap opp: move to fentacles as mv act:
same grap; 1d8+2 bite dmg & Fort DC 19 or paral 6 rd; save each rd.

SNOIDSNOJNN
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INITIATIVE CARDS
MONSTER SET TWO

Pact 26

ALIGN/RACE |'

NAME
( Dragonne (CR 7) N

INIT

BASET TCH 1 FLT [TMP CLASS/LEVEL

ACl 18| 11|16

STR| 19 | INT| 6 ||FORT| +9| SPD 40 ft.

fly 30 ft (poo

r)

DELAY or READY

dark 60,

DEX| 15| wis| 12 || REF| +8 |GRAP|+17|VIS ow-light,

WWW.THECAMEMECHANICS.COM

CON| 17 |CHA| 12 || WILL| +4 CQM[-I“IE(HQH

™

IC§

ALIGN/RACE |' INIT

NAME
% (Formuan Taskmaster (CR 7) LN
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac[19]13] 16]
o
B4 STR| 18 | INT| 11 ||[FORT| +7 | SPD| 40 f+
—
L
a)

blst 120,

DEX| 16 | wis| 16 || REF| +8 |GRAP|+10VIS|uuiight

WWW.THECAMEMECHANICS.COM

CON| 14 |cHA| 19

wiLL| +8 | ¢ AMEMECHANICS

™

Skills Skills

Lis +11 Hide +12|Lis +12| S Mot +12

Spot +11 Intim +13|M Sil +12| Spot +12

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +12 BPS 2dé6+4 Sting +10 P 2d4+4 +poison
Claw (2) +7 PSS 2d4+2 Claw (2) +8 PS 1d6+2

HP
76 hp (9d10+27)

Special/Notes

Scent.

Feat: Blind-Fight, Cbt Reflex, Track.
Pounce (Ex): Full atk w/ charge.

Roar (Su): 1/1d4 rds—creatures w/in 120 ft: Will DC 15 or fatigued:;

creatures w/in 30 ft: Will DC 15 or exhausted.
Carrying Capacity: Lt -348, med -699, hvy -1050.

SNOIDSNOJNN

HP
39 hp (6d8+12)

Special/Notes

Extraplanar, lawful traits; imm poison, petr, cold: resist electric
10, fire 10, sonic 10: SR 21: tpathy 100 ft.

Feat: Dodge.

Hive Mind (Ex): All formians w/in 50 mi of queen; if one is aware of
danger, all are; if one in group is not fl atfooted, none are; no formian
in group is fl anked unless all are.

Poison (Ex): Injury; Fort DC 15; init & sec dmg 1d6 Str.

Dominate Monster (Su): As spell (CL 10, max 4 <=Lg): Will DC 17 neg;
save grants imm 24 hrs.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
>y |Hellcat (CR 7) LE [ X ( Hydra, Six-Headed Cryo- (CR7) N [
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
e ac[21] 14 16| 3 A 16| 9 [15]
o o
B4 STR| 23| INT| 10 ||FORT| +9 | SPD| 40 f+ B4 STR| 17 | INT| 2 |[FORT|+10| SPD| 2%
- -
wl wl
SDEX| 21 | Wis| 14 || REF|+11|GRAP|+18|vIs| “™**° BMDEX| 12 | Wis| 10 || REF| +6 [GRAP[+17 |VIS|iunions
coN| 17 |cHaA| 10 | | wiLL| +8 CQﬁMEHE(HﬂHICS CON| 20 |cHA| 9 || wiLL| +4 CQﬁMEHE(HﬂHI(S
Skills Skills
Hide +13|Lis +17| Spot +13 Lis +6 | Swim +11
Jump +21| M Sil +20| Swim +17 Spot +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +13 SP 1d8+6 Bite* (6) +8 M 1d10+3
Bite +8 BPS 2d8+3
HP HP
60 hp (8d8+24) 66 hp' (6d10+33)

Special/Notes

Cold traits; fast heal 16; scent.

Feat: Cbt Reflex (can use all heads for AocQ).

Heads: Sunder w/slash for 11 dmg severs head; 2 new heads in 1d4
rds (max 24): 5 acid, fire dmg prevents regrowth. Max 12.

Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft
long; 3d6 cold dmg: Ref DC 18 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

Special/Notes

Evil, extraplanar, lawful traits; DR 5/good; res fire 10; scent; SR
19; tpathy 100 ft.

Feats: Dodge, Track.

Improved Grab (Ex): Bite; grap as free act w/o AoO:; rake.

Pounce (Ex): Full atk w/ charge, inc 2 rake atks.

Rake (Ex): +13 melee, 1d8+3 dmg.

Invisible in Light (Ex): See MM.

SNOIDSNOJNN
SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 27
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NAME ALIGN/RACE INIT 4
4 |Hydra, Six-Headed Pyro- ((R7) N | |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac16] 9 [ 15]
(o]
ey sTR 17| 1] 2 ||Forrletg seo| g,
wl
BlDEX| 12 | wis| 10 || REF| +6 [GRAP|+17|vis|it o
CON|20|cHA| 9 || wiLL| +4 | (AMEMECHANICS

NAME ALIGN/RACE INIT 4
ﬂ_lllend (CR7) 6 _|[
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl17|12]14]

FORT| +7 | SPD| 2ot

fly 70 ft (avg)

STR| 20| INT| 14

DELAY or READY

DeEX| 17 | wis| 16 REF|+10lgrAP|+16|uis| ™ *°

WWW.THECAMEMECHANICS.COM -

coN| 15 |cHa| 18 || wiLL| +8| (AME MEcHARicS

Skills Skills

Lis +6 | Swim +11 Conc* +12|Lis +13| Spell +14

Spot +7 Dipl +16|S Mot +13| Spot +13

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite* (6) +8 M 1d10+3 Short sword ~ +11/+6 P 1d8+5/19-20
Tail slap +6 B 2d6+2

HP
66 hp' (6d10+33)

Special/Notes

Fire traits; fast heal 16; scent.

Feat: Cbt Reflex (can use all heads for AcQ).

Heads: Sunder w/slash for 11 dmg severs head: 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 12.

Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 ft long;
3d6 fire dmg; Ref DC 18 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
(Mons’rrous Scorpion, Huge (CR7) N [
BASET TCH 1 FLT [TMP

ACI 20| 8 |20
STR| 23| INT| —

CLASS/LEVEL

FORT|+10| SPD 50 ft

DELAY or READY

dark 60

DEX| 10 | wis| 10 || REF| +3 |GRAP|+21|VIS|%ren 60

WWW.THECAMEMECHANICS.COM

CON| 16 [cHA| 2 || wiLL| +3 | (AMEMECHARICS

HP
45 hp (7d8+14)

Special/Notes

Chaotic, extraplanar, good traits; imm poison; res fire 10.

Improved Grab (Ex): Tail slap; grap as free act w/o AoQ; constrict.
Constrict (Ex): Auto 2d6+5 dmg w/ grap; no mv act while constricting.
Bard Spells Known (3/4/3; save DC 14 + spell level): 0—danc It, daze,
det mag, lull, mag hand, r mag; 1st— charm per, cure It, ident, sleep;
2nd—hold per, invis, sound bst. CL 6.

Spell-Like Abilities: 3/day—dark, h terrain (DC 18), knock, Igt;
1/day—charm per (DC 15), spk ani, spk plant. CL 10.

Bardic Music: As 6th Ivl.

* +4 cast def.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
( Naga, Water (CR 7) N [
BASET TCH 1 FLT 7 TMP CLASS/LEVEL
acl15]10] 14

STR|16 | INT| 10 | |FORT| +6 | SPD|  Xft .

dark 60

DELAY or READY

DEX| 13 | wis|17 || REF|+5 |GRAP[+12|VIS

WWW.THECAMEMECHANICS.COM e

CON| 18 |CHA| 15 || wiLL| +8 CQMEHE(HQHI(S

Skills Skills

Climb +10| Spot +4 Conc™ +12| Spell +8 | Swim +11

Hide -4 Lis +7 | Spot +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Claw (2) +11 _PS 1d8+6 Bite +7 BPS 2d6+4 +poison
Sting +6 P 2d4+3 +poison

HP
75 hp (10d8+30)

Special/Notes

Vermin traits.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 18; init & sec dmg 1d6 Con.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
59 hp (7d8+28)

Special/Notes

Aquatic traits.

Feats: Eschew Materials, Lgt Reflex.

Poison (Ex): Injury: For DC 17; init & sec dmg 1d8 Con.

Sorcerer Spells Known (save DC 12 + spell level): 0—(000000) acid spl,
daze, det mag, Igt, mag hand, open/close, r mag; 1st—(0000000) exp
retreat, mag missile, obs mist, shld, tr strike; 2nd—(0000000) invis,
acid arrow, mirr image: 3rd—(oo00) prot energy, suggest. CL 7.

* +4 cast def.
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INITIATIVE CARDS

MONSTER SET TWO
Pact 28
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
=4 [Nymph (R 7) || N [Phasm (CR 7) 1]
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 AC| 17|17 14[ 4 AC| 17|12 15[
o o
e STR 10 | INT| 16 | |FORT| +7 | SPD| %%t B4 STR| 12 | INT| 16 | |[FORT|+11| SPD| 30 f+
— —
= Tow-Tight w on
BNDEX| 17 | wis| 17 || REF|+12|GRAP| +3 |vIs| " * @lpex| 15 | wis| 15 || ReF|+11/GrRAP|+12/uis| ™"

CON| 12 |CHA| 19 || wiLL|+12 CQMEHE(HQHI(§ CON| 15 |cHA| 14 || wiLL|+11 CQMEHE(HQHIG

Skills Skills
Conc™ +10|Lis +12| S Mot +12 Bluff +20 Dipl +12| Lis +12
Esc +12|M Sil +12| Spot +12 Climb +7 | Intim +4 | Spot +12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Dagger +6 P 1d4/19-20 am +12 B 1d3+1
HP HP
27 hp (6d6+6) 97 hp (15d8+30)
Special/Notes Special/Notes
DR 10/cold iron. [ Scent: tpathy 100 ft. cC
Feat: Dodge. 7= Feats: Blind-Fight, Cbt Reflex, Dodge, Mobil. P4
Blinding Beauty (Su): Humanoids w/in 30 ft looking at nymph; Fort DC 8 Amorphous (Ex): Imm poison, sleep, paral, pmorph, stun; not subject 8
17 or as blindness. Suppress & resume as free act. = to crits; can't be flanked. >
Spell-Like Abilities: 1/day—dim door. CL 7. w Alternate Form (Su): As pmorph (self only, <=Lg form, std act, CL 15, [y
Druid Spells Prepared (save DC 13 + spell level): O—cure min, det mag, [f®] no hp gain). (@]
flare, guid, Igt, resist; 1st—calm ani, cure It, entang, longstr, speak ani; [§®} o
2nd—bark, heat metal, | restor, tree shape; 3rd—call Igt, cure mod, E E

prot energy. 4th—rust grp. CL 7.
* +4 cast def.

MORE> >
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

[ Skeleton, Cloud Giant ((R7)  NE | | A [Arrowhawk Elder (R7) N ||
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac[13]10] 11] 4 Ac22]1417]
o o
B4 STR| 35| INT| — ||FORT| +5|SPD| 50 f+ B4 STR| 22 | INT| 10 ||FORT|+12| SPD|  f¥é0fterd
- -
wl wl
alpex| 15 | wis| 10 || Rer| +7 (craP28wis|““°|| EBNDEx| 21 | wis| 13 || REF|+14|GRAP}25vIs| ™

coN| — [cHal 1 || wiLL|+10 CQﬁMEHE(HﬂHI(S coN| 16 |cHA[ 13 || wiL[+10 CQﬁMEHE(HﬂHI(S
Skills Skills
Climb +10| Spot +4 Esc +23|M Sil +23|S Mot +19
Hide -4 Lis +21/Srch +18| Spot +21
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Gar morningstar +18/+13 BP 4d6+18 Electricity ray* +19 —— 2d8
Claw (2) +18 PS 1d8+12 Bite +21 BPS 2d6+9
Rock +8 B 2d8+12

HP
110 hp (17d12)

Special/Notes
Undead traits; DR 5/bludgeon; imm cold.
Oversized Weapon (Ex): Wields gar morningstar w/o penalty.

SNOIDSNOJNN
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HP
112 hp (15d8+45)

Special/Notes

Air, extraplanar traits; imm acid, electric, poison: resist cold 10,
fire 10.

Feats: Blind-Fight, Cbt Reflex, Dodge, Flyby Atk.

* Rng 50 ft.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 29

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4
=4 | Athach (CR 8) cE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac20] 9 [19]
o
% STR| 26| INT| 7 [|FORT| +9|SPD| , 50f.
ud‘ dark 60

DEX| 13 | wis| 12 || REF| +5 |GRAP+26|VIS

WWW.THECAMEMECHANICS.COM -

CON| 21 |CHA| 6 || wiILL|+10 CQMEHE(HQHI(S

NAME ALIGN/RACE INIT
= [Behir (CR 8) N[
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac[20 9| 19]
o
% STRI 26| INT| 7 ||FORT|+11| sPD| ~ 4oft
ud‘ dark 60
DEX| 13| wis| 14 || REF| +7 |GRAP*+2DVIS|iow-ight

WWW.THECAMEMECHANICS.COM

coN| 21 |cHA| 12 || wiL| +5 | (AMEMECHARICS

Skills Skills
Climb +9|Lis +7 Climb +16|Lis +4 | Surv +2
Jump +18| Spot +7 Hide +5 | Spot +4
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Morningstar _ +12/+7 BP 3dé+8 Bite +15 BPS 2d4+12
Morningstar (2)+12 BP 3d6+4
Bite +12 BPS 2d8+4 +poison
Rock +5 B 2d6+8
Rock (2) +5 B 2d6+4

HP
133 hp (14d8+70)

Special/Notes

Feats: Cleave, Power Atk.
Poison (Ex): Injury: Fort DC 22; init dmg 1dé Str, sec dmg 2d6 Str.

SNOIDSNOJNN
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Destrachan (CR 8) NE

CLASS/LEVEL

NAME ALIGN/RACE |' INIT

(= |

ACl 1810|117
STR| 18 | INT| 12

BASET TCH FLT[TMP

FORT|+5%*| SPD 30 ft

blst 100

DELAY or READY

DEX| 12 | wis| 18 || REF|+5*|GRAP|+14 VIS

WWW.THECAMEMECHANICS.COM -

WiLL+10Y CHTHEMECHANICS

CON| 16 |CHA| 12

HP
94 hp (9d10+45)

Special/Notes Can't be tripped: imm electric: scent.

Feats: Cleave, Pow Atk, Track.

Breath Weapon (Su): 1/10 rds—20-ft line; 7d6 electric dmg; Ref DC
19 half.

Constrict (Ex): Auto 2d8+8 dmg w/ grap; 6 rake atks.

Improved Grab (Ex): Bite; grap as free act w/o AoQ:; constrict or
swallow.

Rake (Ex): Six claws, +15 melee, 1d4+4 dmg.

Swallow Whole (Ex): Grap to swallow <=Med grabbed opp; 2d8+8
bludgeon dmg + 8 acid dmg /rd. Escape: 25 dmg w/ It slash or pierc
wpn (AC 15). Holds 2 Med, 8 Sm, 32 Tiny, or 128 <=Dim.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
Djinn Noble (CR 8) ||

BASET TCH 1 FLT 1 TMP CLASS/LEVEL
acl16]1312]

STR| 23 | INT| 14 ||FORT| +9 [ SPD| %

dark 60

DELAY or READY

DEX| 19 | wis| 15 || REF|+11|GRAP[+19|VIS

WWW.THECAMEMECHANICS.COM

WILL| +9 | CHMEMECHANICS

CON| 14 |cHA| 15

Skills Skills
Hide +8 | M.Sil +7 Conc™ +15|M_Sil +17| Spell +15
Lis +25 Surv +9 Lis +15|S Mot +15| Spot +15
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +9 _PS 1d6+4 Slam (2) +12 B 1d8+6
HP HP
60 hp (8d8+24) 65 hp (10d8+20)
Special/Notes Special/Notes  Air, extraplanar traits; imm acid; tpathy 100 ft.
Imm gaze atks, illus, vis effects, other sight-based atks. Feats: Cbt Reflex, Dodge, Flyby Atk.
Feat: Dodge. Air Mastery (Ex): Airborne opp receive -1 on atk & dmg.

Destructive Harmonics (Su): 80-ft cone or 30-ft r. Flesh: 4d6 dmg,
Ref DC 15 half. Nerves: 6d6 nl dmg, Ref DC 15 half. Material: wood,
stone, metal, or glass obj w/ <=30 hp; Fort DC 15 shatter.
Protection from Sonics (Ex): "Blind” if hearing is impaired.

* +4 on saves v loud noise or sonic spells.

SNOIDSNOJNN
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Spell-Like Abilities: At will—invis (self only); 1/day—cr f/w, cr wine
(as cr water, but wine), maj cr (veg matter is perm), persist img (DC
17), wind walk. 1/day—as gas form (1 hr). CL 20.

Whirlwind (Su): 1/10 min—Become whirlwind; 3dé dmg to opp in area:
Ref DC 22 neg. Ref DC 22 or picked up; 1d8 dmg/rd. See MM.

Plane Shift (Sp): See MM.

Grant Wish: See MM.

* +4 cast def.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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|” ITIATIVE (ﬂRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
> ( Dragon, Brass Juvenile (CR8) LG [ > ( freeti (CR 8) LE _I [
MONSTER SET TWO 2 2
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 30 4 Ac2210]22] 4 acl18]12]15]
o o
> 60 ft, b 30 ft, > 20 ft,
4 TR 17 | INT| 12 || FORT)+10] SPD| “Gneureios ] STR 23| INT|12 | [FORT| +9| SPD| 201
a dark 120] o) Sark 60
DEX| 10 | wis| 13 || REF| +8 [GRAP|+16VIS Imfgshg, DEX| 17 | wis| 15 || Rer|+10iGrRAP+20IS
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 15 |CHA| 12 || wiLL| +9 C QMEHE(HQHI(S CON| 14 |cHA| 15 || wiLL| +9 C QMEHE(HQHI(S
Skills Skills
Cong +8 |Esc +4|S Mot +11 Conc* +15| M Sil +16| Spell +14
Dipl +10|Lis +17| Spot +17 Lis +15|S Mot +15| Spot +15
Att‘uch @#) Bonus Type Damage Attuch @#) Bonus Type Damage .
Bite +24 BPS 1d8+3 Slam (2) +15 B 1d8+6 +1d6 fire
Claw (2) +22 _PS 1d6+1
Wing (2) +22 B 1d4+1
HP HP
110 hp (13d12+26) 65 hp (10d8+20)
Special/Notes Special/Notes
Fire traits; imm sleep, paral. (o Extraplanar, fire traits; tpathy 100 ft. (o
Feats: Flyby Atk, Spell Pen. 7= Feats: Cbt Reflex, Dodge, Quick Spell-Like Ability (scorching ray). Z
Breath Weapon (Su): 1/1d4 rds—60-ft line; 4d6 fire dmg; Ref DC 18 8 Change Size (Sp): 2/day—As enlarge per or reduce per (as 2nd-Ivl spell 8
half. Or 30-ft cone; sleep 1d6+4 rds; Will DC 18 neg. = can affect self); Fort DC 13 neg. Fortitude save negates the effect. >
Sorcerer Spells Known (save DC 11 + spell Ivl); 0—(000000) acid spl, %] Spell-Like Abilities: At will—det mag, pr flame, pyro (DC 14), scorch [
det mag, det poison, r mag, resist; 1st—(0oo000) comp lang, obs mist, Q ray (1 ray only); 3/day—invis, wall fire (DC 16); 1/day—grant <=3 wishesj®]
prot evil. CL 3. (o] (nongenies only), gas form, perm img (DC 18), pmorph (self only). CL 12. f@}
Spell-Like Abilities: At will—spk ani; 3/day—end elements. CL 4. E Heat (Ex): +1d6 fire dmg w/ melee hits & each rd opp is held in grap. E
Plane Shift (Sp): See MM.
* +4 cast def.
|©2003-2005 The Game Mechanics, Inc. Tue Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-20035 The Game Mechanics, Inc. The Game Mecuanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= (Er'myes CR 8) LE [ >y |Grey Render (CR 8) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac|23]15] 18] 3 Ac(19] 9 [ 19]
o o
> 30 ft, >
4 TR 21| INT| 14 || FORT|+11{ SPD| ;.35 £ sTR|23| INT| 3 ||FORT|14| sPD| 30 ft
T1] 17
dark 60,
BMDEX| 21 | wis| 18 || REF|+11|GRAP|+14 vis| “™**° S)DEX| 10 | Wis| 12 || REF| +7 |GRAPH20VIS|iow-iight
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON| 21 |cHA| 20 || wiLL|+10 C QMEHE(HQHI(S CON|24 |CHA| 8 || wiILL| +4 C QMEHE(HQHI(S
Skills Skills
Cong +17| M Sil +17| S Mot +16 Hide +2 |Sury +3
Lis +16|Srch +14| Spot +16 Spot +10
Attack (#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Longsword +14/+9 S  1d8+5/19-20 Bite +15 BPS 2d6+6
+1 flaming ¢ longbow (+5) +15/+10 P 1d8+6/x3 +1db fire Claw (2) +10 PS 1d6+3
Rope +14 _ — entangle
HP HP
85 hp (9d8+45) 125 hp (10d10+70)
Special/Notes Evil, extraplanar, lawful traits; DR 5/good; imm fire, Special/Notes
poison; res acid 10, cold 10: SR 20: tpathy 100 ft. [ Scent. Cc
See in Darkness (Su): See in any darkness, even deep dark. Z Feats: Cleave, Pow Atk, Imp Bull Rush, Track. Z
Feats: Dodge, Mobil, Pt Blk Shot, Prec Shot, Rap Shot, Shot/Run. 8 Improved Grab (Ex): Bite; grap as free act w/o AoQ; rend. 8
Entangle (Ex): As anim rope (CL 16) w/ 50 ft rope; hurl 30 f+ w/ no Z Rend (Ex): Grap; auto 2d6+9 dmg. Z
rng pen. v 0
Spell-Like Abilities: At will—gr tport (self + 50 Ibs), charm mon (DC %] (@]
19), min image (DC 17), unh blight (DC 19). CL 12. o o
Summon Devil (Sp): 1/day—summ 2d10 lemures (50%) or 1d4 bearded [{o S
devil (50%) as 3rd-Ivl spell.
Permission granted to photocopy True Seeing (Su): Continuous; as spell. CL 16.
for pe;;onal use only. ©2003-2005 The Game Mechanics, Inc. TE Gave MecHanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics, Inc. ThE Gave MecHaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.




INITIATIVE CARDS

MONSTER SET TWO
Pact 3l

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT
[Hellwasp Swarm (CR 8) e ||

CLASS/LEVEL

ACl20|20] 14
STR| 1 | INT| 6

BASET TCH 1 FLT [TMP

FORT|+10| SPD 5 ft.

fly 40 ft

dark 60,

DEX| 22 | WIS| 13 || REF|+14|GRAP| — |VIS|iow-light

WWW.THECAMEMECHANICS.COM -

WiLL| +7 | ¢ AMEMECHANICS

DELAY or READY

CON| 14 [cCHA| 9

NAME ALIGN/RACE INIT
( ydra, Seven-Headed Cryo- (CR8) N [

CLASS/LEVEL

AC/ 17| 9|16
STR| 19| INT| 2

BASET TCH 1 FLT [TMP

FORT|+10| SPD|  20ft

DELAY or READY

DEX| 12 | wis| 10 || REF| +6 |GRAP|*+19\VIs|iiom

wiLL| +4| CAMEMECHANICS

coN| 20|cHA| 9

Skills Skills

Hide +19| Spot +10 Lis +7 | Swim +12

Lis +10 Spot +7

Attack (#) Bonus Type Damage Attuch (#) Bonus Type Damage
Swarm* — _—  3d6 +poison Bite* (7) +10 BPs 1di0+4
HP HP

93 hp (12d10+27) 77 hp' (7d10+38)

Special/Notes Special/Notes

Evil, extraplanar, swarm traits; DR 10/magic: imm wpn dmg: res
fire 10.

Distraction (Ex): Living creatures beginning furn in swarm; Fort DC 18
or hauseated for 1 rd.

Poison (Ex): Injury, Fort DC 18, init & sec dmg 1d6 Dex.

Hive Mind (Ex): >=HD in hp; Int 6.

Inhabit (Ex): See MM.

* See MM for combat details.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
( Hydra, Seven-Headed Pyro- (CR 8) N [

CLASS/LEVEL

BASET TCH 1 FLT [TMP

ACl 17| 9|16
STR| 19| INT| 2

FORT|+10| SPD 20 £,

swim 20 ft

DELAY or READY

dark 60

DEX| 12 | wis| 10 || REF| +6 |GRAP|+19VIS| o iighi

WWW.THECAMEMECHANICS.COM -

CON|20|CHA| 9 || WILL| +4 CQMEHE(HQHI(S

Cold traits; fast heal 17, scent.

Feat: Cbt Reflex (can use all heads for AoO).

Heads: Sunder w/slash for 11 dmg severs head: 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 14.

Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft
long; 3d6 cold dmg; Ref DC 18 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

SNOIDSNOJNN
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NAME ALIGN/RACE |' INIT

Lammasu (CR 8) LG

CLASS/LEVEL

BASET TCH 1 FLT [TMP

ACl20(10|19
STR| 23| INT| 16

FORT| +8 | SPD| 4 o8¢ iave)

DELAY or READY

dark 60,

DEX| 12 | WiIS| 17 || REF| +8 |GRAP|+17 |VIS|ow-light

WWW.THECAMEMECHANICS.COM e

CON| 17 |CHA| 14 || WILL| +7 CQMLHE(HQHI(S

Skills Skills

Lis +7 | Swim +12 Cong +13|Lis +13| Spot +15
Spot +7 Dipl +4 1S Mot +13

Attack (#) Bonus Damage Attack (#) Bonus Type Damage

Bite™ (7) +10 BPS 1d10+4 Claws (2) +12 _PS 1d6+6

HP
77 hp' (7d10+38)

Special/Notes

Fire traits; fast heal 17, scent.

Feat: Cbt Reflex (can use all heads for AcQ).

Heads: Sunder w/slash for 11 dmg severs head; 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 14.

Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 ft long;
3d6 fire dmg; Ref DC 18 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

SNOIDSNOJNN
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HP
59 hp (7d10+21)

Special/Notes

Feat: Blind-Fight.

Cleric Spells Prepared (save DC 13 + spell level): 0—det mag, guid
(2), Igt, r mag, resist; 1st—bless (2), det evil, div favor, ent shld, prot
evil*; 2nd— aid*, b’s endurance, b's strength, | restor, res energy.
3rd—daylight, disp mag, mag circ evil*, rem curse; 4th—holy smite*,
neut poison. *Domain spell. Domains: Good and Healing. CL 7.

Magic Circle against Evil (Su): As spell (20 ft r); continuous.
Spell-Like Abilities: 2/day—gr invis (self only): 1/day—dim door. CL 7.
Pounce (Ex): Full atk w/ charge (inc 2 rakes).

Rake (Ex): +12 melee; 1d6+3 dmg.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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INITIATIVE CARDS

MONSTER SET TWO
Pact 32

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

= Wonsfrous Spider, Gar (CR8) N [ > (Naga, Dark (CR 8) LE _I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 ac19] 9 |16 3 acl14]11] 12
o o
% STR|25| INT| — ||FORT|+12| SPD| % % STR| 14 | INT| 16 ||[FORT| +5 | SPD| 40 f+
LIJ art LIJ ar|
M nex| 17 | wis| 10 || Rer| +8 [crRaAP|+31jvis|vreo|| [@NDEX| 15 | wis| 15 || REF| +7 [GRAB|+12vis|“™*°

CON| 14 [cHA| 2 || wiLL| +5 CQﬁMEHE(HﬂHI(S CoON| 14 |cHA| 17 || wiLL|+6! CQﬁMEHE(HﬂHI(S
Skills Skills
Climb +14| Jump™ +7 Conc* +13|Lis +11| Spell +12
Hide* -5 | Spot* +4 Intim +5|S Mot +8 | Spot +11
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Bite 15 'BPS 2d8+10 +poison | |Sting ¥7 P 2d4+2 +poison

Bite +2 BPS 1d4+1

HP HP
104 hp (16d8+32) 58 hp (9d8+18)

Special/Notes

Vermin traits.

Poison (Ex): Fort DC 20 or 2d6 Str dmg.

Web (Ex): Throw as net (<=Col, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 20, Str 24. See MM.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
(Oc‘ropus, Giant (CR 8) N [

BASET TCH 1 FLT [TMP CLASS/LEVEL

ACl 18| 11|16
STR| 20| INT| 2

FORT| +7 | SPD 20 ft,

swim 30 ft

DELAY or READY

DEX 15 WIS 12 REF +8 GRAP +15 VIS low-light;

WWW.THECAMEMECHANICS.COM -

wiLL | +3 CAMEMECHANICS

CON| 13 |cHA| 3

Special/Notes

Imm poison, mind reading.

Feat: Dodge, Eschew Mat.

Poison (Ex): Injury: Fort DC 16; sleep 2d4 min.

Sorcerer Spells Known (save DC 13 + spell level): 0—(000000) daze,
det mag, Igt, mag hand, open/close, ray frost, r mag: 1st—(0000000)
exp retreat, mag missile, ray enfeeble, shld, sil image; 2nd—(0000000)
¢'s grace, invis, scorch ray; 3rd—(0oo00) displace, Igt bolt. CL 7.
Detect Thoughts (Su): As spell (continuous, CL 19, Will DC 15 neg).
* +4 cast def

t+2 on save v. charm

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE |' INIT

SNOIDSNOJNN

Shadow, Greater (CR 8) CE

CLASS/LEVEL

ACl 141412
STR| — | INT| 6

BASET TCH 1 FLT [TMP

FORT| +3 | SPD| fiv 40 ft (good)

DELAY or READY

dark 60,

DEX| 15 | wis| 12 || REF| +5 |GRAP| — [VIS|ow-light

WWW.THECAMEMECHANICS.COM e

WiLL| +7 | ¢ AMEMECHANICS

CON| — |CHA| 14

Skills Skills

Esc +12|Lis +4 | Swim +13 Hide* +14|Srch +6

Hide +12| Spot +6 Lis +9 | Spot +9

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Tentacle (8) +10 B 1d4+5 Incorp. touch +6 _— 1d8 Str
Bite +b _BPS 1d8+2

HP
47 hp (8d8+11)

Special/Notes

Aquatic traits.

Improved Grab (Ex): Tentacle; grap as free act w/o AoQ; constrict.
Constrict (Ex): Grap; 2d8+6 dmg.

Ink Cloud (Ex): 20x20x20 ft; 1/min.; free act; total conceal.

Jet (Ex): Full-rd act; mv 200 ft in straight line; no AoO.

SNOIDSNOJNN
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HP
58 hp (9d12)

Special/Notes

Incorp, undead traits; +2 turn resist.

Feats: Dodge, Mobil, Spr Atk.

Strength Damage (Su): Incorp touch; 1d8 Str dmg to living foe.
Create Spawn (Su): Any humanoid reduced to Str O; become shadow
under control of killer in 1d4 rds.

* +4 1o Hide in shadowy illumination; -4 to Hide in brightly lit areas.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 33

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
>y | Shield Guardian (CR 8) N [ > ( Skeleton, Yng Ad Red Dragon (CR 8) NE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac 24 9 |24 4 ac[12] 9| 11]
(¢} (¢}
e STR( 22| INT| — ||FORT| +5[SPD| 30 ft B4 STR| 31| INT| — ||FORT| +6 [ SPD| 40 ft
— —
L ar| , L ar
aDEX| 10 | Wis| 10 || REF| +5 [GRAP[+21is|owion| |  [EBNDEX| 12 | wis| 10 || REF| +7 [GRAR[27|Is|“™**°
CON| — |CHA| 1 || WILL| +5| QMEHE(HQHIG CON| — [cHA| 1 || wiL| +8] QMEHE(HQHIG
Skills Skills
Climb +14| Jump™ +7 Conc* +13|Lis +11| Spell +12
Hide* -5 | Spot* +4 Intim +5|S Mot +8 | Spot +11
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Slam (2) +16 B 1d8+6 ite +17 BPs 2d8+10
Claw (2) +12  PS 2d6+5
Wing (2) +12 B 1d8+5
Tail slap +12 B 2d6+15
HP HP
112 hp (15d10+30) 123 hp (19d12)
Special/Notes Special/Notes
Construct traits; fast heal 5. [ Fire, undead traits; DR 5/bludgeon; imm cold. [
Guard (Ex): Atks v amulet wearer at -2 if shield guardian is adjacent. [P Z
Find Master (Su): On same plane as amulet; can always find amulet. 8 8
Shield Other (Sp): As spell (amulet wearer must activate, 100 ft). Z Z
Spell Storing (Sp): Store 1 <=4th spell; "casts” on command or on v W
trigger. Q (@]
(] o
c Cc
) )
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

= | Xorn, Elder (CR 8) N ] [ Avoral (R 9) NG ||

E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL

4 Ac 25 9 [25] 4 Ac 2416 18]

o o

% STR| 25| INT| 10 ||FORT(+13| SPD| , 20ft. % STR| 15 | INT| 15 ||FORT{+10% SPD| 4 o0% ooy

T1] 17

Spex| 10 | wis| 11 || ReF| +9 [GRAP|+15\vis(isS(|  EBNDEX|23 | wis| 16 || REF|+11|GRAP|+9 |VIS|orioni

CON| 19 |cHA| 10 || wILL| +9 CQMEHE(HQHI(§ CON|20|CHA| 16 || wiILL| +8 CQMEHE(HQHIG

Skills Skills

Hide +14|Lis +18| Srch +22 Conc +15|M_Sil +16| Spell +12

Intim +18| M Sil +18| Spot +22 Lis +13|S Mot +13| Spot +21

Att.uch @#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +21 _BPS 4d8+7 Claw (2) +13 _PS 2d6+2

Claw (3) +19 _PS 1d6+3 Wing (2) +13 B 2d8+2

HP HP

130 hp (15d8+63) 66 hp (7d8+35)

Special/Notes Special/Notes

Earth, extraplanar traits; DR 5/bludgeon; imm cold, fire: res = Extraplanar, good traits: DR 10/evil or silver; imm electric, Cc

electric 10. Z petrify: res cold 10, sonic 10; SR 25. Z

Feats: Awesome Blow, Cleave, & Cleave, Imp Bull Rush, Pow Atk. 8 Feats: Emp Spell-Like Ability (mag missile), Flyby Atk, Wpn Finesse. 8

All-Around Vision (Ex): Can't be flanked. Z Spell-Like Abilities: At will—aid, blur (self only), cmd (DC 14), det mag, Z

Earth Glide (Ex): Move thru stone, dirt, earth (not metal) leaving no K3 dim door, disp mag, gust wind (DC 15), hold per (DC 16), Igt, mag circ wv

trace; see MM. (@] evil (self only), mag missile, see invis; 3/day—Igt bolt (DC 16). CL 8. (@]
(@] Fear Aura (Su): As spell (CL 8, 20 ft r); Will DC 17 neg. (@]
S Lay on Hands (Su): As paladin (66 hp/day). S

Speak with Animals (Su): As spell (CL 8, free act, no sound).
True Seeing (Su): As spell (CL 14, personal, 1 rd to activate, conc).
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
4 [Bone Devil Osyluth) ((R9) ~ LE || 3 [Delver (CR9) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac| 25 14| 20 q acl24] 9 23]
o o
B4 STR| 21| INT| 14 ||FORT|+12| SPD| 40 ft B4 STR| 27 | INT| 14 | |FORT|+12| SPD| , 0.
- -
wl ar| L arl
alnex| 21| wis| 14 || Rer|+12/crap|+19|wis| ™™ BlpEx| 13 | wis| 14 || REF| +6 |GRAP[27VIS|en 20
coN| 21 [cHA| 14 | | wiLL|+11 CQﬁMEHE(HﬂHI(S coN| 21 |cHa| 12 || wiLe|+11 CQﬁMEHE(HﬂHI(S
Skills Skills
Conc +18|Lis +17| S Mot +15 Lis +20 Spot +20
Intim +17|M Sil +18| Spot +17 M Sil +17
Attack (#) Bonus Type Damage Attuch @#) Bonus Type Damage
Bite +14 BPS 1d8+5 Slam (2) +17 B 1d6+8 +2d6 acid
Claw (2) +12 PSS 1d4+2
Sting +12 P  3d4+2 +poison

HP
95 hp (10d8+50)

Special/Notes

Evil, extraplanar, lawful traits; DR 10/good: imm fire, poison; res
acid 10, cold 10; SR 21; tpathy 100 ft.

Fear Aura (Su): Free act; 5-ft r; Will DC 17 or as fear (CL 7); save
grants imm 24 hrs.

Poison (Ex): Injury; Fort DC 20: init dmg 1dé Str; sec dmg 2d6é Str.
Spell-Like Abilities: At will—gr tport (self +50 Ibs), dim anchor, fly,
invis (self only), mjr image (DC 15), wall ice. CL 12.

Summon Devil (Sp): 1/day—summ 2d10 lemures (50%) or bone devil
(35%) as 4th-Ivl spell.

See in Darkness (Su): See in any darkness, even deep dark.

SNOIDSNOJNN
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HP
145 hp (15d8+78)

Special/Notes

Imm acid.

Feats: Blind-Fight, Pow Atk.

Corrosive Slime (Ex): Tch v organic creatures or objs; 2d6 acid dmg.
Tch v metal creatures or objs; 4d8 acid dmg. Tch v stony creatures or
objs; 8d10 acid dmg. Slam atk; 2d6 acid dmg + same for 2 more rds.
>=quart water or weak acid removes. See MM.

Stone Shape (Ex): 1/10 min—as stone shape (CL 15, 25 cu ft).

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= | Dire Shark (CR 9) N ] = [Dragon Turtle (CR 9) N ]
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac17]10] 15] 4 Ac25] 8 [25]
(o] o
EA STR| 23| INT| 1 ||FORT|+14| SPD|  swmeéoft B4 STR 27| INT| 12 | |[FORT|+13| SPD|  2°f%.,
- -
wl wl
alpEx| 15 | wis| 12 || Rer|+13|craPk27Ivis| 5| | EBNDEX| 10 | wis| 13 || REF| +8 [GRAP28VIS|onigh:
coN| 17 cHA[ 10 | | wiLL|+12 CQﬁMEHE(HﬂHI(S coN| 21 |cHA[ 12 || wiLL| +9 CQﬁMEHE(HﬂHICS
Skills Skills
Lis +12| Swim +14 Hide* +7 |Lis +16| S Mot +16
Spot +11 Intim +16|Srch +16| Spot +16
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +18 PSS 2d8+9 Bite +18 BPS 4d6+8
Claw (2) +13 PSS 2d8+4
HP HP
147 hp (18d8+66) 138 hp (12d12+60)
Special/Notes Special/Notes

Aquatic traits.

Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect blood
w/in mile; underwater only.

Improved Grab (Ex): Bite; grap as free act w/o AoQO; swallow next rd.
Swallow Whole (Ex): Grap to swallow opp starting turn in mouth; 2d6+6
bludgeon dmg +1d8+4 acid dmg /rd. Escape: 25 dmg w/ It slash or pierc
(AC 13). Holds 2 Lg, 8 Med or Sm, 32 Tiny, 128 Dim, or 512 <=Fine.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Aquatic traits; imm fire, sleep, paral: scent.

Feats: Blind-Fight, Cleave, Imp Bull Rush, Powe Atk, Shatch.

Breath Weapon (Su): 1/1d4 rds—20x25x50-f1 cloud; 12d6 fire dmg;
Ref DC 21 half.

Capsize (Ex): See MM.

* +8 on Hide when submerged.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A NAME : ALIGN/RACE INIT A
> ( Dragon, Bronze Juvenile (CR 9) LG [ 2 ( ragon, Copper Juvenile (CR9) C6 _I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl23] 9 [ 23] 4 Ac23]10[23]
o o
4 TR 19 | INT| 18 || FORT)+12| sPD| " Jizooon| | B STR) 17 | INT| 14 | |FORT|+11| SPD| 4, 150 £+ poor)
a dark 120 a) dark 120
DEX| 10 | wis| 19 || REF| +9 [GRAPr23\VIS mﬁgﬁhg, DEx| 10 | wis| 15 || REF| +9 [GRAP[*17 VIS "LT;L‘%“J'
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 17 |cHA| 18 | | wiLL|+12 CQMEHE(HQHI(S CON| 15 |cHA| 14 || wiLL|+11 CQMEHE(HQHI(S
Skills Skills
Conc +20|Lis +13| Spell +7 Conc +15|Lis +13| Spell +6
Intim +11|S Mot +2 | Spot +13 Intim +6|S Mot +3 | Spot +13
Attack (#) Bonus Type Damage Attack @#) Bonus Type Damage
Bite +18 BPS 2dé6+4 ite +17 BPs 1d8+2
Claw (2) +14 _PS 1d8+2 Claw (2) +15  PS 1d6+1
Wing (2) +13 B 1d6+2 Wing (2) +15 B 1d4+1
Tail slap +13 B 1d8+6
HP HP
142 hp (15d12+45) 119 hp (14d12+28)
Special/Notes Special/Notes
Water traits; imm electric, sleep, paral. = Earth traits; imm acid, sleep, paral. c
Feats: Flyby Atk, Hover, Wingover Z Feats: Cbt Expert, Hover, Imp Disarm, Wingover. 7=
Breath Weapon (Su): 1/1d4 rds—80-ft line; 8d6 electric dmg; Ref DC 8 Breath Weapon (Su): 1/1d4 rds—60-ft line; 8d4 acid dmg; Ref DC 19 8
20 half. Or 40-ft cone; repuls 1d6+8 rds; Will DC 20 neg. = half. Or 30-ft gas cone; slow 1dé+4 rds; Fort DC 19 neg. >
Sorcerer Spells Known (save DC 14+ spell level): 0—(000000) danc v Spider Climb (Ex): Conf—as spell (stone surfaces). v
Its, det mag, mag hand, ray frost, r mag; 1st—(0000o) anim rope, mag & Sorcerer Spells Known (save DC 12 + spell Ivl): 0—(00000) danc Its, (@]
missile, shld. CL 3. (o] daze, det mag, ghost s, r mag; 1st—(000000) color spray, exp retreat, K@}
Water Breathing (Ex): Breathe underwater indefinitely & use breath E grease. CL 3. E

wpn, spells, & spell-like abilities.

MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ( Hydra, Eight-Headed Cryo- (CR 9) —I [ = ( Hydra, Eight-Headed Pyro- (CR9) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 ACl18| 9 17[ 4 AC| 18| 9 17[
o o
% STR| 19| INT| 2 ||FORT|+11| SPD| 20f % STR| 19 | INT| 2 ||FORT|+11|SPD| _20f
T1] 17
BMDEX| 12 | wis| 10 || REF| +7 [GRAP[+20MIS|mrionl | EEMIDEX| 12 | Wis| 10 || REF| +7 [GRAP[+20VIS|nion:
CON|20|cHA| 9 || wiLL| +4 | (AMEMECHANICS CON[20 |cHA| 9 || wiLL| +4 | (AMEMECHARICS
Skills Skills
Lis +7 | Swim +12 Lis +7 | Swim +12
Spot +8 Spot +8
Attack (#) Bonus Damage Attack (#) Bonus Damage
Bite* (8) +11 BPS 1d10+4 Bite* (8) +11 BPS 1d10+4

HP
87 hp' (8d10+43)

Special/Notes

Cold traits:; fast healing 16: scent.

Feat: Cbt Reflex (can use all heads for AcQ).

Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 16.

Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft
long; 3d6 cold dmg; Ref DC 19 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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HP
87 hp' (8d10+43)

Special/Notes

Fire traits; fast healing 16: scent.

Feat: Cbt Reflex (can use all heads for AocQ).

Heads: Sunder w/slash for 10 dmg severs head: 2 new heads in 1d4
rds (max 24): 5 acid, fire dmg prevents regrowth. Max 16.

Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 ft long;
3dé6 fire dmg: Ref DC 19 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.
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NAME ALIGN/RACE INIT 4
( Monstrous Centipede, Col (CR9) N [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

ACI20| 4 |18
STR| 27

INT| — | |FORT|+15| SPD A0t

climb 40 ft

dark 60

DELAY or READY

DEX| 13 | wis| 10 || REF| +9 |GRAP+42\VIS

WWW.THECAMEMECHANICS.COM

WiLL| +8| CHHEMECHANICS

CON| 12 |CHA| 2

NAME ALIGN/RACE INIT 4
[Naga, Spirit (CR 9) 1]

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC16|10|15
STR| 18 | INT| 12

FORT| +7 | SPD 40 ft

DELAY or READY

dark 60

Dex| 13 | wis| 17 || REF| +6 |GRAP|+14vIs

WWW.THECAMEMECHANICS.COM

wiLL| +9| CHMEMECHANICS

CON| 18 |cHA| 17

Skills Skills

Climb +16|Spot +4 Conc +13| Spell +10

Hide -7 Lis +14| Spot +14

Attack (#) Bonus Damage Attack (#) Bonus Type Damage

Bite +18 'BPS 4dé+12 +poison | [Bife +9  BPSs 2dé+6 +poison

HP
132 hp (24d8+24)

Special/Notes

Vermin traits.
Poison: Injury; Fort DC 23; init & sec dmg 2d6 Dex.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
4 [Roc (CR9) N
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac17] 8 | 15]
o
% STR| 34| INT| 2 ||FORT|+18| SPD| , 29
wl N
BMDEX| 15 | Wis| 13 || REF|+13|GRAPK37|VIs™" "

WWW.THECAMEMECHANICS.COM

CON| 24 cHA| 11 || wiLL| +9 CQMI-I"IE(HQHIG

HP
76 hp (9d8+36)

Special/Notes

Feat: Eschew Materials.

Charming Gaze (Su): As charm per (30 ft, Will DC 19 neg).

Poison (Ex): Injury, FortDC 18, init & sec dmg 1d8 Con.

Spells Known (save DC 13 + spell level): 0—(000000) cure minor, daze,
det mag, mag hand, open/close, ray frost, r mag; 1st—(ooo0000) charm
per, cure It, div favor, mag missile, shld faith; 2nd—(0000000) ¢'s
grace, invis, summ swarm; 3rd—(oo000) displace, fball. As arcane CL 7
(see MM).

* +4 cast def.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
= [Squid, Giant (CR 9) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac17] 11 14]
(¢}
B4 TR 26 | INT| 1 ||FORT| +9|spD| =m0t
-
17
o

low-light

DEX| 17 | wis| 12 || REF|+11|GRAPH29VIS

WWW.THECAMEMECHANICS.COM

WILL| +5 | CHHEMECHANICS

CON| 13 |CHA| 2

Skills Skills

Hide -3 | Spot +14 Lis +10| Swim +16

Lis +10 Spot +11

Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Talon (2) +21 PS 2d6+12 Tentacle (10)* +15 B 1d6+8
Bite +19 BPS 2d8+6 Bite +10 _BPS 2d8+4
HP HP

207 hp (18d8+126) 72 hp (12d8+18)

Special/Notes Special/Notes

Feats: Flyby Atk, Pow Atk, Snatch, Wingover

SNOIDSNOJNN
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Aquatic traits.

Feats: Diehard, Endur.

Improved Grab (Ex): Tentacle: grap as free act w/o AoQ:; constrict.
Constrict (Ex): 1d6+8 dmg w/ grap.

Ink Cloud (Ex): 1/min—20x20x20 ft; 1/min.; free act; total conceal.
Jet (Ex): 1/rd—Full-rd act; mv 320 ft in straight line; no AoO.

* 30 ft reach.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
[Tojanida, Elder (CR 9) N
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Acl24] 10| 23]

STR| 22 | INT| 10 | |FORT|+13| SPD 1oft,

swim 90 ft

DELAY or READY

dark 60

DEX| 13 | wis| 12 || REF +10|GRAP+25VIS

WWW.THECAMEMECHANICS.COM

coN| 19 |cHa| 9 || wiLL+10| (GMEMECHARICE

NAME ALIGN/RACE INIT 4
= | Triceratops (CR 9) N[
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac[18] 7 [ 18]
o
B4 STR| 30| INT| 1 |[FORT(+19|SPD| 30 ft
-
wl N
ahpex| 9 | wis| 12 || Rer| +9 |crapH30vis|™ "
CON|25|cHA| 7 || wiLL| +6 CQﬁMEHE(HﬂHI(S

Skills Skills

Esc +19|Lis +21| Spot. +25|| |Lis +13

Intim +17|S Mot +17| Swim +14 Spot +12

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +20 BPS 4d6+6 Gore +20 P 2d8+15
Claw (2) +15 _PS 1d8+3

HP HP

127 hp (15d8+60) 196 hp (16d8+124)

Special/Notes Special/Notes

Extraplanar, water traits: imm acid, cold; res electric 10, fire 10. Scent.

Feats: Blind-Fight, Cleave, Dodge, Imp Sunder, Pow Atk.

Improved Grab (Ex): Bite or claw; grap as free act w/o AoO. Can tow
<=Lg opp at swim speed.

All-Around Vision (Ex): Opp gains no flanking bonus.

Ink Cloud (Ex): In water: 1/min—as fog cloud (CL 15, 30 ft r). Out of
water: 1/min—blind opp w/in 30 ft; Ref DC 21 neg.

SNOIDSNOJNN
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Trample (Ex): 2d12+15 dmg, Ref DC 28 half.
Powerful Charge (Ex): As charge, but 4d8+20 dmg.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= [Vrthak (CR 9) N ] 3 [Zeleknut (CR 9) N ]
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac[18]10] 16] 4 ac27] 9 [27]
o o
E4 STR 20| INT| 7 ||FORT|+11| SPD| , 2% EAl STR| 21 | INT| 10 || FORT| +4 | SPD| i toing 55 £
o 4 2 = Lolate barding fy 40 (aig)
ahpEx| 14 | wis| 13 || REF +10|GRAP+25VIS blst 120 Bl DExX| 11 | Wis| 17 || REF| +2 [GRAP[+15|VIS|on-ich:
CON| 17 [cHA| 11 || wiLL| +5 CQﬁMEHE(HﬂHI(S CON| — [CHA| 15 || wILL| +5 CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +12 Dipl +4|Srch +9 | Spot +9
M Sil +10 Lis +9 (S Mot +12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +15 BPS 2d8+5 Spiked chain (2) _+10 _PS  2d6+5 +1d6 electric
Claw (2) +13  PS 1d6+2
Sonic lance +12 — 6d6

HP
102 hp (12d10+36)

Special/Notes

Imm gaze atks, visual effects, ill, atks relying on sight.

Feats: Endur, Flyby Atk, Snatch.

Sonic Lance (Su): 1/2 rds (w/ explosion)—60-ft ray; 6d6 dmg.
Explosion (Su): 1/2 rds (w/ sonic lance)—fire lance at stone; 2d6 dmg
toall in10 ftr.

Blindsight (Ex): Silence negates.

SNOIDSNOJNN
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HP
74 hp (8d10+30)

Special/Notes

Construct, extraplanar, lawful traits: DR 10/chaotic; fast heal 5
(except chaotic); SR 20.

Feats: Ride-By Atk, Sp Charge.

Spell-Like Abilities: At will—clairaud/clairvoy, dim anchor, disp mag,
fear (DC 16), hold per (DC 15), loc creature, tr seeing; 3/day—hold
mon (DC 17), mark just; 1/week—I geas (DC 16). CL 8.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT

Bebilith (CR 10) cE ||
BASET TCH 1 FLT 1 TMP CLASS/LEVEL

acl22] 9 |21

STR| 28| INT| 11 | |FORT|+16| SPD Aoft,

climb 20 ft

dark 60

DELAY or READY

DEX| 12 | wis| 13 || REF| +9 |GRAP+29VIS

WWW.THECAMEMECHANICS.COM

WiLL| +9| CHMEMECHANICS

CON| 26 |CHA| 13

ALIGEIEACE —| |'INIT-

CLASS/LEVEL

NAME
(a)uaﬂ (CR 10)
BASET TCH FLT[TMP

AC| 21112|18
STR| 18 | INT| 17

FORT| +8 | sPD| . 2oft

fly 60 ft (good)

DELAY or READY

DEX| 16 | wis| 19 || REF| +9 GRAP[*17vis| ™"

WWW.THECAMEMECHANICS.COM

WiLL +10] CHHEMECHANICS

CON| 14 |cHA| 17

Skills Skills

Climb +24 Lis +16| S Mot +16 Conc +14|S Mot +16| Spot +16

Jump +28 M Sil +16| Spot +16 Lis +16| Spell +15| Tmbl +15

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +19 BPS 2d6+9 +poison Bite +12 BPs 1d3+6 +poison
Claw (2) +14 _PS 2d4+4

Web +11 = =

HP
150 hp (12d8+96)

Special/Notes

Chaotic, extraplanar, evil traits; DR 10/good: scent: tpathy 100 ft.
Feats: Cleave, Imp Grap, Pow Atk, Track.

Poison (Ex): Injury, Fort DC 24, init dmg 1d6 Con, sec dmg 2d6 Con.
Rend Armor (Ex): Both claws; 4d6+18 damage to opp's armor. See MM.
Web (Ex): 4/day—as net atk (<=Gar opp, max rng 30 ft, rng inc 10 ft);
0 mv. Escape: Esc DC 24; Str DC 24; 14 hp, hard 0, 75% res burn/rd.
Plane Shift (Su): As spell (self only, CL 12).

SNOIDSNOJNN
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ALIGN/RACE |' INIT

HP
58 hp (9d8+18)

Special/Notes
Native outsider traits: tpathy 90 ft.
Feat: Dodge, Emp Spell, Eschew Material, Hover.
Constrict (Ex): Auto 2d8+6 w/ grap.
Improved Grab (Ex): Bite atk v. <=Gar opp; grap as free act w/o
AoO; constrict.
Poison (Ex): Injury, Fort DC 16, init dmg 2d4 Str, sec dmg 4d4 Str.
Psionics (Sp): At will—det chaos, det evil, det good, det law, det
thought (DC 15), invis, plane shift (DC 20), pmorph (self only). CL 9.
Ethereal Jaunt (Su): As spell (CL 16).

MORE> >
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NAME ALIGN/RACE |' INIT

NAME

= ( Dragon, Brass Young Adult (CR10) L6 >y |Dragon, Silver Juvenile (CR 10) L&
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac 24 9 |24 4 Ac|24] 11 [24]

(¢} (¢}
% STR| 19 | INT| 14 | |FORT|+13| SPD 6%@33?;’&335*' % STR| 19 | INT| 18 || FORT|+13| SPD fy 15‘(‘)°ﬁ*(mr)
“DJ dark 120, “DJ Hark 120,

DEX| 10| wis| 15 || REF +10|GRAP+24VISI<;)vIv;:%Pg, DEX| 10 | wis| 19 || REF|+10|GRAPH+24 ViIsfowior)
CON| 17 |CHA| 14 || wiLL|+12| QMEHE(HQHI(§ CON| 17 |CHA| 18 || WILL|+14 ( ﬂM[—NE(HﬂHIG

Skills Skills
Cong +12|Esc +4 | S Mot +14{| [Conc +10|Lis +25| Spell +14
Dipl +13|Lis +21| Spot +21 Intim +16|S Mot +16| Spot +25
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +19 BPS 2d6+4 Bite +19 BPS 2d8+8

Claw (2) +17 _PS 1d8+2 Claw (2) +15 _PS 2d6+4

Wing (2) +17 B 1d6+2 Wing (2) +14 B 1d8+4

Tail slap +17 _ B  1d8+6 Tail slap +14 B 2d6+12
HP HP

152 hp (16d12+48) 152 hp (16d12+48)
Special/Notes Special/Notes  Cold traits; imm acid, sleep, paral.
Fire traits; DR 5/mag: imm sleep, paral: SR 18. c Feats: Flyby Atk, Hover, Wingover. [
Feats: Ext Spell, Flyby Atk, Spell Pen. Z Breath Weapon (Su): 1/1d4 rds—40-ft cone; 8d8 cold dmg; Ref DC 21 |4
Frightful Presence (Ex): 150-ft r; <=15 HD; Will DC 20 neg. 8 half. Or 40-ft gas cone; paral 1d6+4 rds; Fort DC 21 neg. 8
Breath Weapon (Su): 1/1d4 rds—80-ft line; 5d6 fire dmg; Ref DC 21 Z Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog Z
half. Or 40-ft cone; sleep 1d6+5 rds; Will DC 21 neg. v as solid ground. v
Sorcerer Spells Known (save DC 12 + spell level); 0—(000000) acid spl, (@] Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid (@]
det mag, det poison, ghost s, msg, r mag, resist; 1st—(ooooooo) alarm, @} only; no hp; no duration). ()]
comp lang, obs mist, prot evil; 2nd—(00000) e's splendor, pyro. CL 5. E Sorcerer Spells Known (save DC 14 + spell Ivl): 0—(0oo000) daze, det mag, E

Spell-Like Abilities: At will—spk ani; 3/day—end elements. CL 5.
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Igt, ray frost, r mag; 1st—(0oooo0) end elements, hypno, mag armor. CL 3.
Spell-Like Abilities: 2/day—f fall.
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INITIATIVE CARDS

MONSTER SET TWO
Pact 39

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT A
= (For'micm Myrmarch (CR 10) LN [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac| 28] 13| 24]
(¢}
E STR| 19 | INT| 16 | |FORT|+12| SPD 50 ft+
g dark 60

DEX| 18 | wis| 16 || REF|+12|GRAPH+20VIS

WWW.THECAMEMECHANICS.COM -

I’ NAME ALIGN/RACE |'INIT-

ydra, Nine-Headed Cryo- (CR 10) N

CLASS/LEVEL

AC 19| 9
STR| 21| INT| 2

BASET TCH FLT[TMP

FORT|+11| sPD| 2%

DELAY or READY

DEX| 12 | wis| 10 || REF| +7 |GRAP[+22VIS|i iom

WWW.THECAMEMECHANICS.COM -

CON| 18 |CHA| 17 || wiLL|+11 CQMEHE(HQHI(S CON| 20|cHA| 9 || wiLL| +5 CQMEHE(HQHI(S
Skills Skills
Cong +18| M Sil +19| S Mot +18 Lis +8 | Swim +13
Lis +18| Srch +18| Spot +18 Spot +8
Attack (#) Bonus Type Damage Attuch (#) Bonus Type Damage
Sting +15 P 2d4+4 +poison_| |Bite* (9) BPs 1di0+5
Bite +13 BPS 2d6+2
Javelin +15/+10 P1d6+4
HP HP
102 hp (12d8+48) 97 hp' (9d10+48)
Special/Notes Special/Notes

Lawful, extraplanar traits; fast heal 2, imm poison, petrify, cold:
resist electric 10, fire 10, sonic 10; SR 25.

Feats: Dodge, Mobil, Spr Atk.

Hive Mind (Ex): All formians w/in 50 mi of queen; if one is aware of
danger, all are; if one in group is not fl atfooted, none are; no formian
in group is fl anked unless all are.

Poison (Ex): Injury: Fort DC 20; init & sec dmg 2d6 Str.

Spell-Like Abilities: At will—charm mon (DC 17), clairaud/clairvoy,
det chaos, det thought (DC 15), mag circ chaos, gr tport; 1/day—
dictum (DC 20), o's wrath (DC 17). CL 12.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
( Hydra, Nine-Headed Pyro- (CR 10) —I [
BASET TCH 1 FLT [TMP

ACl19| 9|18
STR| 21| INT| 2

CLASS/LEVEL

FORT|+11| SPD 20 ft,

swim 20 ft

DELAY or READY

dark 60

DEX| 12 | wis| 10 || REF| +7 |GRAP[*+2 2\VIS|iou-igh

WWW.THECAMEMECHANICS.COM

CON| 20 (cHA| 9 || wiLL| +5 CQMEHE(HQHI(§

Cold traits; fast heal 19; scent.

Feats: B-Fight, Cbt Reflex (can use all heads for AoQ).

Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 18.

Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft
long; 3d6 cold dmg: Ref DC 19 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4
( Monstrous Scorpion, Gar (CR 10) LN [

CLASS/LEVEL

BASET TCH FLT[TMP

AC|24| 6 |24
STR| 31 | INT| —

FORT+15| spp| DO ft

dark 60,

DEX| 10 | wis| 10 || REF| +6 |GRAPH37|VIS|trsn 60

DELAY or READY

WWW.THECAMEMECHANICS.COM e

CON| 16 |CHA| 2 || WILL| +6 CQMEI"IE(HQHI(S

Skills Skills
Lis +8 | Swim +13 Climb +14|Spot +4
Spot +8 Hide -8
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Bite* (9) +13 BPS 1d10+5 Claw (2) +21 _PS_ 2d6+10
Sting +16 P 2d6+5 +poison
HP HP
97 hp' (9d10+48) 150 hp (20d8+60)
Special/Notes Special/Notes

Fire traits: fast heal 19; scent.

Feats: B-Fight, Cbt Reflex (can use all heads for AoO).

Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 18.

Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 f+ long;
3d6 fire dmg; Ref DC 19 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

SNOIDSNOJNN
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Vermin traits.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw: grap as free act w/o AoO; constrict.
Poison: Injury: Fort DC 23; init & sec dmg 1d8 Con.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pact 40

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
=Y [Naga, Guardian (R 10) 6 || 4 [Rakshasa (CR 10) e ]
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl18] 11 16] 3 acl21]12]19]
o o
e STR| 21| INT| 16 | [FORT| +7| SPD| 40 ft e STR| 12 | INT| 13 | [FORT| +8| SPD| 40 ft
— —
o dark 60 a dark 60

DEX| 14 | wis| 19 || REF| +7 [GRAP[+17 VIS DEX| 14 | wis| 13 || REF|+7 [GRAP|+8 (VIS
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 19 |CHA| 18 | | wiLL|+11 C QMEHE(HQHI(S CON| 16 |cHA| 17 || wiLL| +6 C QMEHE(HQHI(S

Skills Skills
Bluff +18|Lis +13| Spell +17|| |Conc +13|M Sil +13| Spell +11
Conc* +19|S Mot +18| Spot +13 Lis +13|S Mot +11| Spot +11
Att‘uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +12  BPS 2d6+7 +poison Claw (2) +8 _PS 1d4+1
Spit +9 _— poison Bite +3 BPS 1dé6
HP HP
93 hp (11d8+44) 52 hp (7d8+21)
Special/Notes Special/Notes
Feat: Dodge, Eschew Material. C Native outsider traits: DR 15/good & pierce; SR 27. cC
Poison (Ex): Injury or contact, Fort DC 19, init & sec dmg 1d10 Con. Z Feat: Dodge. Z
Spit (Ex): 30 ft; rng tch atk; Poison. 8 Sorcerer Spells Known (save DC 13 + spell level): 0—(000000) det 8
Spells Known (save DC 14 + spell level): 0—(000000) cure min, daze, detfo3 mag, Igt, mag hand, msg, r mag, resist, tch fatigue; 1st—(0000000) =
mag, lgt, mag hand, open/close, ray frost, r mag; 1st—(o0oo000) cure k¥ charm per, mag armor, mag missile, shld, sil image; 2nd—(oo00000) b's [Vl
It, div favor, exp retreat, mag armor, mag missile; 2nd—(0000000) det [f®] endurance, invis, acid arrow; 3rd—(ooooo) haste, suggest. CL 7. (@]
thought, | restor, see invis, scorch ray; 3rd—(0000000) cure ser, disp [§@] Detect Thoughts (Su): Cont; as spell (CL 18, Will DC 15 neg); (o]
mag, Igt bolt; 4th—(00000) div pow, g invis. CL 9. E suppress or resume as free act. E

* +4 cast def.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Change Shape (Su): Assume humanoid form or revert as std act;
loses claw, bite akt; tr seeing reveals nat form.
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
4 [salamander, Noble ((R10) ~ E || 4 [Barbed Devil (Hamatula) (R I LE | |
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 18] 10 17] 4 Ac29]16 23]
o o
B4 STR 22| INT| 16 || FORT|+12| sPD| 20 ft 24 sTR 23 | INT| 12 ||FORT[+14| sPD| 30 ft
- -
wl wl
@l pEx| 13 | wis| 15 || REF +10|GRAP+25VIS drkeo| | WaNREY| 23 | wis| 14 || REF|+14|GRAPN22vIs| ™
CON| 16 |cHA| 15 || wiLL|+11 CQﬁMEHE(HﬂHI(S CON|23 |cHA| 18 || wiLL+12 CQﬁMEHE(HﬂHI(S
Skills Skills
Bluff +19|Intim +4 | M Sil +17 Conc +21|Lis +19| S Mot +17
Hide +15|Lis +13| Spot +13 Intim +19|M Sil +21| Spot +19
Attack (#) Bonus Type Damage Attack (#) Bonus Damage
+3 longspear  +23/+18/+13__ P 1d8+9/x3 +1d8 fire Claw (2) +18 PS 2d8+6 +fear
Tail slap +18 B 2d8+3 +1d8 fire

HP
112 hp (15d8+45)

Special/Notes

Extraplanar, fire traits: DR 15/magic: nat wpns magic for DR.
Feats: Cleave, 6r Cleave, Pow Atk.

Improved Grab (Ex): Tail slap; grap as free act w/o AoO; constrict.
Constrict (Ex): Auto tail slap dmg w/ grap; can constrict multiple
<=5m opp,

Improved Grab (Ex): Claw; grap as free act w/o AoQ; constrict.
Heat (Ex): Tch deals 1d8 fire dmg.

Spell-Like Abilities: 3/day—b hands (DC 13), fball (DC 15), fl sphere
(DC 14), wall fire (DC 16); 1/day—disp mag, summ mon VII (Huge fire
elemental). CL 15.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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HP
126 hp (12d8+72)

Special/Notes

Evil, extraplanar, lawful traits DR 10/good: imm fire, poison;
resist acid 10, cold 10; SR 23; tpathy 100 ft.

Feats: Cleave, Imp Grap, Pow Atk.

See in Darkness (Su): See in any darkness, even deep dark.

Fear (Su): Claw; as spell (CL 9); Will DC 20 neg; imm 24 hr after atk.
Improved Grab (Ex): Claw: grap as free act w/o AoO; impale.
Impale (Ex): Auto 3d8+9 pierce dmg w/ grap.

Summon Devil (Sp): 1/day—summ 1d6 bearded devils or 1 barbed
devil (35%) as 4th-Ivl spell.
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INITIATIVE CARDS

MONSTER SET TWO
Pacc 4l

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

>y |Cauchemar (CR 11) NE [ % (Devourer' (CR11) NE —I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac| 26 10 24 g acl24] o [24]

o o
% STR| 31| INT| 16 | |[FORT|+16| SPD| . of % STR| 28| INT| 16 | |[FORT| +4 | SPD| 30 f+
wl ar| L ar|
alex| 14 | wis| 12 || rer|+11/crap[+33vis|“ || KallDex| 10 | wis| 16 || ReF| +4 [GRAP|+19vis|“™*°

CON| 24 |cHA| 12 || wiLL|+10 CQﬁMEHE(HﬂHI(S CON| — |cHA| 17 || wiLL|+11 CQﬁMEHE(HﬂHI(S
Skills Skills
Conc +25|Lis +21| S Mot +19 Conc* +18|Lis +18| S Mot +11
Intim +21| M Sil +20| Spot +21 Jump +24 M Sil +15| Spot +18
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Hoof (2) +23 B 2d6+10 +1d4 fire| [Claw (2) +15 PSS 1d6+9

Bite +18 BPS 2d6+5

HP
172 hp (15d8+105)

Special/Notes

Evil, extraplanar traits.

Feats: Cleave, Pow Atk, Run, Track.

Flaming Hooves (Su): Hoof; combustibles ignite.

Smoke (Su): 1/rd—free act; 15-ft cone; dur 1 rd; Fort DC 24 or -2
to atk & dmg for 1d6 min after leaving cone. Conceal at 5 ft, fotal
conceal at 10 ft.

Astral Projection and Etherealness (Su): At will—as spells; CL 20.
Carrying Capacity: Lt -612; med -1224; hvy -1840.

SNOIDSNOJNN
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HP
78 hp (12d12)

Special/Notes
Extraplanar, undead traits; SR 21.
Feats: Blind-Fight, Expertise.
Energy Drain (Su): Claw or spectral hand; 1 neg Ivl; see MM.
Trap Essence (Su): +15 melee; no dmg; essence devoured; /td wish,
miracle, wish, destroying devourer frees essence; power 5 spell-like
abilities/HD or Ivl. See MM.
Spell-Like Abilities: 1/rd when trap essence permits—confus (DC 17),
ctrl und (DC 20), ghoul tch (DC 15), | pl ally, ray enfeeble (DC 14), spec
hand, suggest (DC 16), tr seeing. CL 18

MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ( Dragon, Blue Young Adult (CR11)  LE [ 4 |Dragon, Copper Young Adult (CR11) CG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|26] 9 [26] 4 Ac25] 9 [25]
o o
% STR| 23| INT| 14 ||FORT(+15| SPD| “" e 20 " % STR| 19 | INT| 16 ||FORT|+13| SPD| 4 156 ooory
ud‘ dark 120, ud‘ dark 120,
DEX| 10 | wis| 15 || REF|+11|GRAPr+28\VIS o ght, DEX| 10 | wis| 17 || REF|+10|GRAPr+25\VIS o
CON| 19 |CHA| 14 || wiLL+13| ( QMEHE(HQHI(§ CON| 17 |CHA| 16 | | wiLL+13 ( QMEHE(HQHI(§
Skills Skills
Conc +13|Intim +22| Spell +13 Conc +18|Lis +20| Spell +8
Esc +15|Lis +25| Spat +25 | |Intim +9|S Mot +15| Spot +20
Att‘uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +23 _BPS 2d6+6 Bite +20 BPS 2d6+4
Claw (2) +22 _PS 1d8+3 Claw (2) +18 _PS 1d8+2
Wing (2) +21 B 1d6+3 Wing (2) +18 B 1d6+2
Tail slap +21 B 1d8+9 Tail slap +18 B 1d8+6
HP HP
189 hp (18d12+72) 161 hp (17d12+51)
Special/Notes Special/Notes
Earth traits: DR 5/mag: imm electric, sleep, paral; SR 19. [ Earth traits; DR 5/mag: imm acid, sleep, paral: SR 19. [
Feats: B-Fight, Flyby Atk, Hover. Z Feats: Cbt Expert, Hover, Imp Disarm, Wingover. Z
Breath Weapon (Su): 1/1d4 rds—80-ft line; 10d8 electric dmg; Ref 8 Breath Weapon (Su): 1/1d4 rds—80-ft line; 10d4 acid dmg; Ref DC 8
DC 20 half. Z 21 half. Or 40-ft gas cone; slow 1d6+5 rds; Fort DC 21 neg. Z
Frightful Presence (Ex): 150-ft. r; <=17 HD; Will DC 21 neg. w Frightful Presence (Ex): 150-ft. r; <=16 HD; Will DC 21 neg. w
Create/Destroy Water (Sp): 3/day—As create water (can destroy (@] Spider Climb (Ex): Cont—as spell (stone surfaces). (@]
also); as 1st-Ivl spell. See MM. o Sorcerer Spells Known (save DC 13 + spell Ivl): 0—(0o00000) arc mark, (@]
Sound Imitation (Ex): At will—can mimic any voice or sound it has E danc Its, daze, det mag, ghost s, r mag; 1st—(0000000) color spray, exp E

heard; Will DC 21 to detect.

MORE > >
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retreat, grease, shld; 2nd—(oo0000) det thoughts, hideous laugh. CL 5.
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|”|T|QT|VE (ﬂRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
> ( Dragon, Gold Juvenile (CR 11) LG [ % ( ragon, Green Young Adult (DR 11) LE [
MONSTER SET TWO E BASE7 TCH 1 FLT 1 TMP CLASS/LEVEL ﬁ BASEy TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 47 ] Ac[25] o |25 4 a25] 9 [25]
o o
B4 STR| 29 | INT| 18 | | FORT|+14| SPDJ|¢0 ft. fir 200 ff (poor) B4 STR| 23 | INT| 14 | |FORT|+14] SPD| “gf;s4r .
— —
a dark 120 o] Gk 120]
DEX| 10 | wis| 19 || REF +10|0RAD+3OV|S|1vI«S-g96hg, DEX| 10 | wis| 15 || Rer|+10iGRAP+22\VIS 'gv,v;"'%hg.
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 19 |CHA| 18 || wiLL|+14 C QMEHE(HQHI(S CON| 19 |cHA| 14 | | wiLL|+12 C QMEI”IE(HQHI(S
Skills Skills
Conc +10|Lis +26| Spell +12 Conc +12|Lis +10| Spell +14
Intim +18/S Mot +13| Spot +26 Intim +23/S Mot +5 | Spot +15
Att‘uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +25 BPS 2d6+9 ite +22 BPS 3db+6
Claw (2) +23 _PS 1d8+4 Claw (2) +17 PS 1d8+3
Wing (2) +23 B 1dé6+4 Wing (2) +17 B 1d6+3
Tail slap +23 B 1d8+13 Tail slap +17 B 1d8+9
HP HP
178 hp (17d12+68) 178 hp (17d12+68)
Special/Notes Special/Notes
Fire fraits; imm sleep, paral. [ Air traits; imm sleep, paral. [
Feats: B-Fight, Flyby Atk, Hover. 7= Feats: Cleave, Flyby Atk, Hover, Pow Atk. Z
Breath Weapon (Su): 1/1d4 rds—40-ft cone; 8d10 fire dmg; Ref DC 8 Frightful Presence (Ex): 150-ft r; <=16 HD; Will DC 20 neg. 8
22 half. Or 40-ft gas cone; 4 Str dmg; Fort DC 22 neg. = Water Breathing (Ex): Breathe underwater indefinitely & use breath >
Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid w wpn, spells, & spell-like abilities. w
only; no hp; no duration). (@] Breath Weapon (Su): 1/1d4 rds—40-ft cone; 8d6 acid dmg; Ref DC @]
Water Breathing (Ex): Breathe underwater indefinitely & use breath [§@] 20 half. O
wpn, spells, & spell-like abilities. (= Sorcerer Spells Known (save DC 13 + spell level): 0—(000000) arc Cc
Other Spell-Like Abilities: 3/day—bless. v mark, danc Igt, det mag, r mag, resist; 1st—(00000) exp retreat, shid, v
MORE >> undetect aura. CL 3.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
X ( Hezrou (CR 11) CE [ X ( Hydra, Ten-headed Cryo- (CR11) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac 23] 9 [23] 3 Ac[20] 9 [19]
o o
e STR| 21| INT| 14 | |[FORT|+16( SPD| 30 ft B4 STR| 21 | INT| 2 |[FORT|+12| SPD| _ 20ft
d dark 60 d dark 60
ar| 0
SMDEX| 10 | wis| 14 || REF| +7 |GRAP|+19\VIS SlDEX| 12 | WiS| 10 || REF| +8 |GRAP[+23VIS|on iini
WWW.THECAMEMECHANICS.COM - WWW.THECAMEMECHANICS.COM e
CON|29|CHA| 18 || wILL| +9 C QMEHE(HQHI(S CON|20 |CHA| 9 || WiILL| +3 C QMEHE(HQHI(S
Skills Skills
Cong +22|Lis +23| Spell +15 Lis +8 | Swim +13
Intim +17| M Sil +13| Spot. +23 Spot +9
Att.uch @#) Bonus Type Damage Atguch #) Bonus Damage
Bite +14 BPS 4d4+5 Bite* (10) +14 BPS 1d10+5
Claw (2) +9 _PS 1d8+2
HP HP
138 hp (10d8+93) 108 hp' (10d10+53)
Special/Notes Special/Notes
Chaotic, extraplanar, evil traits; DR 10/good; imm electric, Cc Cold traits; fast heal 20; scent. Cc
poison; resist acid 10, cold 10, fire 10; SR 19; tpathy 100 ft. Z Feat: B-Fight, Cbt Reflex (can use all heads for AcO). Z
Feats: Blind-Fight, Cleave, Pow Atk. 8 Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4 8
Improved Grab (Ex): Both claws; grap as free act w/o AoQ: impale. 52 rds (max 24); 5 acid, fire dmg prevents regrowth. Max 20. Z
Spell-Like Abilities: At will—ch hammer (DC 18), gr tport (self +50 w Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft w
Ibs), unh blight (DC 18); 3/day—blasphemy (DC 21), gas form. CL 13. Q long; 3d6 cold dmg; Ref DC 20 half. Q
Stench (Ex): Any non-demon living creature w/in 10 ft; sickened & (@] * Can atk w/ all heads at no penalty w/ move or charge. ()]
Fort DC 24 or nauseated while w/in rng +1d4 rds; save grants imm 24 E t Can be killed by severing all heads; see MM. E
hrs; treat as poison for spells, resists, imm.
Permission granted to photocopy MORE >>
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NAME ALIGN/RACE INIT 4
= (Hydr'a, Ten-headed Pyro- (CR11) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac20] 9 [19]
(o]
% STR| 21| INT| 2 ||FORT|+12|SPD| 2t
wl
BUDEX| 12 | wis| 10 || REF| +8 [GRAP[+23VIS|iark o
CON|20|cHA| 9 || wWiILL| +3 CQﬁMEHE(HﬂHI(S

NAME ALIGN/RACE |' INIT

Monstrous Spider, Colossal (CR 11) N

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC| 22| 4 |20
STR| 31

FORT[+2Q SPD| %1t

climb 20 ft

INT| —

DELAY or READY

DEX| 15 | wis| 10 || REF|+12|GRAPFB0WVIS e 0

WWW.THECAMEMECHANICS.COM -

CON| 14 cHA| 2 || wiLL{+10| ¢ AME MECHANICS

Skills Skills

Lis +8 | Swim +13 Climb +16| Jump™ +10

Spot +9 Hide* -10| Spot* +7

Attack (#) Bonus Damage Attack (#) Bonus Type Damage

Bite* (10) +14 BPS 1d10+5 Bite +26  BPS 4d6+15 +poison

HP
108 hp' (10d10+53)

Special/Notes

Fire traits; fast heal 20; scent.

Feat: B-Fight, Cbt Reflex (can use all heads for AoO).

Heads: Sunder w/slash for 10 dmg severs head: 2 new heads in 1d4
rds (max 24): 5 acid, fire dmg prevents regrowth. Max 20.

Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 ft long;
3d6 fire dmg: Ref DC 20 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
2 (Refr‘iever‘ (CR11) CE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 21 11 18]
o
2 STR| 31| INT| — ||FORT| +3 | SPD 50 ft
—
uDJ dark 60

DEX| 17 | wis| 11 || REF| +6 |GRAP[+25VIS| i iight

WWW.THECAMEMECHANICS.COM

coN| — [cHA| 1 || wiL| +3 | (AMEMECHARICS

HP
208 hp (32d8+64)

Special/Notes

Vermin traits.

Poison (Ex): Fort DC 28 or 2d8 Str dmg.

Web (Ex): Throw as net (<=Col, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 28, Str 32. See MM.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4
4 [Stone Golem (CR 11) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 26 8 [26]
o
2 STR| 29| INT| — | |FORT| +4 | SPD 20 ft
-
ud‘ dark 60.

DEX| 9 | WiIS| 11 || REF| +3 |GRAP2 3|VIS|ow-light

WWW.THECAMEMECHANICS.COM e

CON| — [CHA| 1 || WiLL| +4 CQI"’I[-HE(HQHI(S

Skills Skills
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (4) +15 _PS 2d6+10 Slam (2) +18 B 2d10+9
Bite +10 _BPS 1d8+5
Eye ray +8 = =

HP
135 hp (10d10+80)

Special/Notes

Construct, extraplanar traits; fast heal 5.

Eye Rays (Su): 1/rd (each 1/4 rd)—100 ft rng; free act. Fire:

12d6 fire dmg; Ref DC 18 half. Cold: 12d6 cold dmg; Ref DC 18 half.
Electricity: 12d6 electric dmg; Ref DC 18 half. Petrification: Fort DC
18 or perm turn to stone.

Find Target (Sp): See MM.

Improved Grab (Ex): Bite; grap as free act w/o AoO.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
107 hp (14d10+30)

Special/Notes

Construct traits; DR 10/adamantine.

Immunity to Magic (Ex): Imm to any spell or spell-like ability allowing
SR; trans rock/mud as slow for 2d6 rds (no save); trans mud/rock
heals all lost hp; stone to flesh neg DR for 1 rd.

Slow (Su): 1/2 rds—As spell (free act, rng 10 ft, 7 rds), Will DC 17 neg.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
»y |Wraith, Dread (CR 11) LE [ 2 (Dragon, Brass Adult (CR 12) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|252516] 4 ad27] 9 [27]
o o
24 STR| — | INT| 17 || FORT| +5| SPD| %01 o= 24 STR| 23 | INT| 14 | | FORT|+15| SPD| 418700 05"
ud‘ dark 60 ud‘ dark 120
DEX| 28 | wis| 18 || REF|+14/GRAP| — |VIS DEX| 10 | wis| 15 || REF|+11|GRAP+29VIS|ovis.
'[”[ M&canmmam(s ©OM - '[”[ M&canmmam(s ©OM -
CON| — |CHA| 24 || wiLL|+14| ¢ QMEI"I_E(HQHT? CON| 19 |cHA| 14 || wiLL +13| ¢ AMEMECHANICS
Skills Skills
Hide +24Lis +251 S Mot +23 Conc +16|Lis +24) Spell +6
Intim +26|Srch +22| Spot +25| |Esc +4|S Mot +16| Spot +24
Attack (#) Bonus Type Damage Attack (#) Bonus Ty§e Damage
Incorp touch +16 __—  2d6 +1d8 Con drain ite +2 PS 2d6+6
Claw (2) +22 PS 1d8+3
Wing (2) +22 B 1d6+3
Tail slap +22 B 1d8+9
HP HP
104 hp (16d12) 199 hp (19d12+76)
Special/Notes Special/Notes Fire traits: DR 5/mag: imm sleep, paral: SR 20.
Incorp, undead traits; +2 turn resist. (o Feats: Ext Spell, Flyby Atk, Spell Pen. c
Feats: B-Fight, Cbt Reflex, Dodge, Mobil, Spr Atk. Z Frightful Presence (Ex): 180-ft r; <=18 HD; Will DC 21 neg. Z
Unnatural Aura (Su): 30 f1: ani refuse to approach & panic if forced. 8 Breath Weapon (Su): 1/1d4 rds—80-ft line; 6d6 fire dmg; Ref DC 23 8
Daylight Powerlessness (Ex): Powerless in nat sunlight; flee. = half. Or 40-ft cone; sleep 1d6+6 rds; Will DC 23 neg. >
Constitution Drain (Su): Incorp touch atk; Fort DC 25 or 1d8 Con n Sorcerer Spells Known (save DC 12 + spell level); 0—(000000) acid spl, v
drain & +5 temp hp. (@] arc mark, det mag, det poison, ghost s, msg, r mag, resist; 1st—(oooooo0) €}
Create Spawn (Su): Humanoid slain; become wraith under command of @] alarm, comp lang, mag armor, obs mist, prot evil; 2nd—(0000000) e's (@]
killer in 1d4 rds; see MM. E splendor, pyro, res energy; 3rd—(oooo) nondetect, prot energy. CL 7. E

Lifesense (Su): 60 ft, as perm deathw and blindsight v living creatures.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Spell-Like Abilities: At will—spk ani; 3/day—end elements; 1/day—
suggest. CL 7.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
> |Dragon, Bronze Young Adult (CR 12) LG—I [ »y |Frost Worm (CR 12) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL —— E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac 26 9 [ 26] 3 Ac[18] 8 [18]
o o
% STR| 23| INT| 18 | |[FORT|+15| SPD]|* . i 200 ft Gear), % STR| 26 | INT| 2 ||FORT|+14|SPD| , ®ft
UDJ dark 120, ”D-’ dark 60.
DEX| 10| wis| 19 || REF|+11|GRAP+28JVISfow-ich DEX| 10 | wis| 11 || REF| +9 |GRAP+30IS|ow-iight
sn
'[”[ M&canmmam(s ©OM @w '[”[ M&canmmam(s ©OM e
CON| 19 |CHA| 18 | | wiLL|+15]  AMEMECHANIC CON|20|CHA| 11 || wiLL{ +6 | ¢ GMEMECHANICS
Skills Skills
Cong +21(Lis +21| Spell +7 Hide* +3 | Spot +b
Intim +11|S Mot +2 | Spat +21 Lis +H
Att.uch @#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Bite +23 _BPS 2d6+6 Bite +21 BPS 2d8+12 +1d8 cold
Claw (2) +19 _PS 2d6+3
Wing (2) +18 _ B 1d6+3
Tail slap +18 B 1d8+9
HP HP
189 hp (18d12+72) 147 hp (14d10+70)
Special/Notes Special/Notes Cold traits.
Water traits; DR 5/mag; imm electric, sleep, paral: SR 20. [ Trill (Su): Creatures w/in 100 ft r; Will DC 17 or stunned for 1d4 rds [
Feats: Flyby Atk, Hover, Wingover p4 after stop; atk, shaking allows new save; save grants imm 24 hrs; sonic Z
Frightful Presence (Ex): 150-ft r; <=17 HD; Will DC 23 neg. 8 mind-affecting compulsion effect. CL 14. 8
Breath Weapon (Su): 1/1d4 rds—80-ft line; 10d6 electric dmg; Ref Z Cold (Ex): Bite atk or opp w/ nat wpns or unarmed; Ref DC 25, 1d4 Z
DC 23 half. Or 40-ft cone; repuls 1d6+5 rds; Will DC 23 neg. 0 rds, 1d8 cold dmg. 0
Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid (@] Breath Weapon (Su): 1/hr—20-ft cone; 15d6 cold dmg; Ref DC 22 (@]
only; no hp; no duration). (@] half. Trill stun denies save. ()]
Water Breathing (Ex): Breathe underwater indefinitely & use breath E Death Throes (Ex): When killed—12d6 cold +8d6 pierce dmg in 100 E

wpn, spells, & spell-like abilities.
Spell-Like Abilities: At will—spk ani. CL 5. MORE> >

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

ft r: Ref DC 22 half.
* +10 on Hide in cold plains.
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|” ITIATIVE (ﬂRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
M I = (Hydr‘a, Eleven-Headed Cryo- (CR12) N [ 2 ( ydra, Eleven-Headed Pyro- (CR12) N [
ONSTER SET WO E BASEy TCH 7 FLT 1 TMP CLASS/LEVEL ﬁ BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 45 4 acl21] 9| 20| 4 Ad21] 9 20|
o o
% STR| 23| INT| 2 ||FORT|+12| sPD| 2 % STR[23| INT| 2 ||FORT|+12| SPD| 2ft.
L 17
dark 60,
BMDEX| 12 | wis| 10 || REF| +8 |GRAP[+25\VIS|rionil | ERDEX| 12 | wis| 10 || REF| +8 |GRAP[+25VIS|iou-ighi
WWW.THECAMEMECHANICS.COM - WWW.THECAMEMECHANICS.COM -
CON|20(CHA| 9 || WILL| +B C AMEMECHANICS CON|20|cHA| 9 || wiLL| +D C AMEMECUANICS
Skills Skills
Lis +9|Swim +14 Lis +9 | Swim +14
Spot +9 Spot +9
Att'uch @#) Bonus Damage Attack (#) Bonus Type Damage
Bite™ (11) 16 'BPs 1d10+6 Bite* (11) +16  BPs 1d10+6
HP HP
118 hp' (11d10+58) 118 hp' (11d10+58)
Special/Notes Special/Notes
Cold traits; fast heal 21; scent. cC Fire traits; fast heal 21; scent. cC
Feat: B-Fight, Cbt Reflex (can use all heads for AoO). Z Feat: B-Fight, Cbt Reflex (can use all heads for AoO). Z
Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4 8 Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4 8
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 22. = rds (max 24); 5 acid, fire dmg prevents regrowth. Max 22. >
Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft v Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 ft long; [Kkv
long; 3d6 cold dmg: Ref DC 20 half. (@] 3d6 fire dmg; Ref DC 20 half. Q
* Can atk w/ all heads at no penalty w/ move or charge. o * Can atk w/ all heads at no penalty w/ move or charge. o
t Can be killed by severing all heads; see MM. E t Can be killed by severing all heads; see MM. E
©2003-2005 The Game Mechanics. Inc. T Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics. Inc. Tie Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 Kolyarut (R 12) N ] 4 [Kraken (CR 12) NE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac27] 11 26 3 Ac20] 6 [20]
o o
% STR| 14 | INT| 10 | |[FORT| +6 | SPD| ,  3oft % STR| 34 | INT| 21 | |FORT|+21| SPD| swim 20 ft
T1] 17
dark 60.
BDEX| 13 | Wis| 17 || REF| +7 (GRAP|+11|vis|iion|| IEMIDEX| 10 | Wis|20 || REF|+12|GRAP+44{VIS|ow-ight
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON| — |CHA| 16 || WILL| +7 CQMEHE(HQHI(S CON|29 |CHA|20 | | WiLL[+13 CQMEHE(HQHI(S
Skills Skills
Dipl +5|Srch +5 | Spot. +11 Cong +21|Lis +30| Spot +30
Lis +11|S Mot +12 Intim +16|S Mot +17| Swim +20
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Vampiric touch +11/+6 _— 5d6* Tentacle (2) +28 B 2d8+12/19-20
Enervationray +10 ~— ** Arm (6) +23 _ B  1d6+6
+2 longsword  +13/+8 S  1d8+5/19-20 Bite +23 BPS 4d6+6
Slam +11/+6 B 1d6+3
HP HP
91 hp (13d10+20) 290 hp* (20d10+180)
Special/Notes Special/Notes Aquatic traits.
Construct, extraplanar, lawful traits; DR 10/chaotic; fast heal 5; [ Feats: B-Fight, Cbt Expert, Improved Trip. =
SR 22. Z Improved Grab (Ex): Arm or tentacle: grap as free act w/o AoQ; Zz
Feats: Combat Casting, Quick Spell-Like Ability (suggest). 8 constrict. 8
Spell-Like Abilities: At will—disc lies (DC 17), disg self, fear (DC 17), Z Constrict (Ex): Auto arm or tentacle dmg w/ grap. Z
hold per (DC 16), invis, loc creature, suggest (DC 16); 1/day—hold mon K% Jet (Ex): Full-rd act; mv 280 ft in straight line; no AoO. wv
(DC 17), mark justice; 1/week— geas/quest. CL 13. (@] Ink Cloud (Ex): 1/min—80 ft spr; free act; total conceal. (@]
*As spell; CL 13. o Spell-Like Abilities: 1/day—ctrl weather, ctrl winds, dom ani (DC 18), K]
**As spell (200 ft rng); CL 13. E res energy. CL 9. E
*Opp can sunder tentacles and arms as wpns; tentacles: 20 hp; arms:
Permission granted to photocopy 10 hp. Severing deals half limb's hp to kraken. See MM.
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME : 'ALIGN/RACE INIT -
>4 [Leonal (CR 12) NG [ > ( onstrous Scorpion, Col (CR 12) N —| [
MONSTER SET TWO 2 2
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
PacE 46 4 Acl27]13]24| 3 Acl20] 1]26]
o o
2 STR| 27| INT| 14 | | FORT|+13* SPD 60 ft 2 STR| 35| INT| — | |[FORT|+25 SPD 50 ft+
— —
L'QJ dark 60. L'QJ dark 60,
DEX| 17 | wis| 14 || REF|+11/GRAP+20\VIS|ow-iiht DEX| 8 | wis| 10 || REF|+12/GRAP*58VIS|ren 0
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON|20|cHA| 15 | | wiLL|+10 C QMEHE(HQHI(S CON| 16 [cHA| 2 || wiLL|+13 C QMEHE(HQHI(S
Skills Skills
Cong +12|Lis +17| S Mot [+17|] |Climb +16| Spot +4
Intim +10| M Sil +22| Spot +17 Hide -12
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +20 _PS 1d6+8 Claw (2) +34 PS 2d8+12
Bite +15 BPS 1d8+4 Sting +29 P 2d8+6 +poison
HP HP
114 hp (12d8+60) 300 hp (40d8+120)
Special/Notes Special/Notes
Extraplanar, good traits: DR 10/evil & silver; imm electric, cC Vermin traits. cC
petrify; resist cold 10, sonic 10; SR 28. 7= Constrict (Ex): Auto claw dmg w/ grap. 7=
Feat: Dodge, Mobil, Spr Atk, Track. 8 Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict. 8
Improved Grab (Ex): Bite; grap as free act w/o AoQO; rake. = Poison: Injury; Fort DC 33; init & sec dmg 1d10 Con. >
Roar (Su): 3/day—As holy word (60-ft cone, +2d6 sonic dmg); Fort w w
DC 20 neg. Q (@)
Speak with Animals (Su): As spell (free act, CL 8, no sound req). (@] ()]
Rake (Ex): +20 melee, 1d6+8 dmg. E E
Pounce (Ex): Full atk w/ charge. inc 2 rakes.
*+17 v poison. MORE > >
|©2003-2005 The Game Mechanics, Inc. Tue Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-20035 The Game Mechanics, Inc. The Game Mecuanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 [Ghaele, Globe Form ((R13) ~ ¢6 || 4 |Ghaele, Humanoid Form (CR13) €6 | |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 A 14]14] 13] 3 Acl25] 1124
o o
> ft, >
&4 SR — | INT| 16 | |FORT| +9| SPD| 201, £ STR|25 | INT|16 | |FORT| +9| SPD| 50 ft
ud‘ dark 60, ud‘ dark 60,
DEX| 12 | WIS| 17 || REF| +8 |GRAP|+17 |VIS|iow-iight DEX| 12 | WIS| 17 || REF| +8 |GRAP|+17 [VIS|iu-iighi
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON| 15 |cHA| 16 || wILL|+10 C QMEHE(HQHI(S CON| 15 |cHA| 16 || wiLL|+10 C QMEHE(HQHI(S
Skills Skills
Conc +15|Lis +16| S Mot +16 Conc +15|Lis +16|S Mot +16
Hide +14| M Sil +14| Spot +16 Hide +14|M Sil +14| Spot +16
At‘tuch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Light ray (2) +11 _— 2d12 +4 holy greatsword +21/+16 S 2d6+14/19-20
HP HP
65 hp (10d8+20) 65 hp (10d8+20)
Special/Notes Special/Notes
Chaos, extraplanar, good, incorp traits; DR 10/evil & cold iron; = Chaos, extraplanar, good traits; DR 10/evil & cold iron; imm =
imm electric, petrify; resist cold 10, fire 10; DR 28. Z electric, petrify: resist cold 10, fire 10; DR 28. 7=
Feats: Cbt Expert, Imp Disarm, Imp Trip. 8 Feats: Cbt Expert, Imp Disarm, Imp Trip. 8
Alternate Form (Su): Can assume humanoid form. Z Alternate Form (Su): Can assume globe form. Z
Spell-Like Abilities: At will—aid, charm mon (DC 17), color spray wv Spell-Like Abilities: At will—aid, charm mon (DC 17), color spray wv
(DC 14), comp lang, cont flame, cure It (DC 14), danc It, det evil, det Q (DC 14), comp lang, cont flame, cure It (DC 14), danc It, det evil, det (@]
thought (DC 15), disg self, disp mag, hold mon (DC 18), gr invis (self o thought (DC 15), disg self, disp mag, hold mon (DC 18), gr invis (self (@]
only), maj img (DC 16), see invis, gr tport (self +50 Ibs); 1/day—chain E only), maj img (DC 16), see invis, gr tport (self +50 Ibs); 1/day—chain E
Igt (DC 19), prism spray (DC 20), wall force. CL 12. Igt (DC 19), prism spray (DC 20), wall force. CL 12.
Permission granted to photocopy Light Ray (Ex): Rng 300 ft; ignore all DR. MORE> > MORE> >
for personal use only. ©2003-2005 The Game Mechanics, Inc. TE Gave MecHanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics, Inc. ThE Gave MecHaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.



INITIATIVE CARDS

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
Y |Glabrezu (CR 13) CE [ Py |Golden Protector (CR 8) LG [
MO”STER SET TWO E BASEy TCH 7 FLT 1 TMP CLASS/LEVEL ﬁ BASEy TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 47 4 A27] 8 |27] 4 A29]13]26]
o o
B4l STR| 31| INT| 16 | |[FORT|+18| SPD| 40 f+ B4 STR| 28 | INT| 18 | [FORT|+13| SPD| 460 (o)
— —
ud‘ dark 60 ud‘ dark 60,
DEX| 10 | wis| 16 || REF| +8 |GRAP[+30VIS DEX| 17 | wis| 20 || REF|+12|GRAP*2 3|VIS|ow-ight
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 31 |CHA| 20 || wiLL|+11 C QMEHE(HQHI(S CON| 18 |cHA| 18 || wiLL|+10 C QMEHE(HQHI(S
Skills Skills
Conc +25/ M Sil +18| Spell +18 Conc +19|Lis +18| Spell +19
Lis +26(S Mot +18| Spot +26 Dipl +19|S Mot +18| Spot +20
At'tuch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Pincer (2) +20 _PS 2d8+10 Claws (2) +19 PS 1d6+9
Claw (2) +18 _PS 1d6+5 Bite +13  BPS 1d8+4
Bite +18 _BPS 1d8+5
HP HP
174 hp (12d8+120) 125 hp (10d12+60)
Special/Notes Special/Notes
Chaotic, evil, extraplanar traits; DR 10/good; imm electric, [ DR 5/mag: imm fire, sleep, paral: nat wpns mag for DR: [
poison; res acid 10, cold 10, fire 10; SR 21; tpathy 100 ft. Z res acid 10, cold 10, electric 10; SR 15. Z
Feats: Cleave, Gr Cleave, Pow Atk. 8 Feat: B-Fight. 8
Improved Grab (Ex): Pincer v <=Med; grap as free act w/o AoO. > Breath Weapon (Su): 1/day—30-ft cone; dmg 6d8 fire, Ref DC 21 half. =
Spell-Like Abilities: At will—chaos hammer (DC 19), confus (DC 19), [ Smite Evil (Su): 1/day—Melee deals +10 dmg v evil opp. w
disp mag, mirror img, rev gravity (DC 22), gr tport (self & 50 Ibs only), [f®] Magic Circle against Evil (Su): As spell (20 ft r); continuous. (@]
unh blight (DC 19); 1/day—pow word stun; 1/month—wish. CL 14. (] Pounce (Ex): Full atk w/ charge (inc 2 rakes). o
Summon Demon (Sp): 1/day—summ 4d10 dretches or 1d2 vrocks S Rake (Ex): +12 melee; 1d6+4 dmg. S
(50%), or 1 glabrezu (20%) as 4th-Ivl spell. Spell-Like Abilities: 2/day—gr invis (self only); 1/
True Seeing (Su): Cont; as spell. CL 16. day—dim door. CL 7. MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
Y (H (ydr‘a, Twelve-Headed Cryo- (CR 13) N [ Y |H (ydra, Twelve-Headed Pyro- (CR 13) N [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac[22] 9] 21 3 Ac[22| 9|21
o o
% STR| 23| INT| 2 ||FORT|+13|SPD| _20ft % STR|23| INT| 2 ||FORT|+13|SPD| _2fr
T1] 17
BMDEX| 12| wis| 10 || REF| +9 [GRAP[+26\VIS|mrion |  EEMIDEX| 12 | Wis| 10 || REF| +9 [GRAP[+26|VIS|ion:
CON|20|CHA| 9 || WILL| +6 CQﬁMEHE(HﬂHICS CON|20|CHA| 9 || WILL| +6 CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +9 | Swim +14 Lis +9 [Swim +14
Spot +10 Spot +10
Attack (#) Bonus Damage Attack (#) Bonus Damage
Bite* (12) +17 BPS 2d8+6 Bite* (12) +17 BPS 2d8+6

HP
129 hp' (12d10+63)

Special/Notes

Cold traits; fast heal 22; scent.

Feat: B-Fight, Cbt Reflex (can use all heads for AoO).

Heads: Sunder w/slash for 10 dmg severs head; 2 new heads in 1d4
rds (max 24); 5 acid, fire dmg prevents regrowth. Max 24.

Breath Weapon: 1/1d4 rds (each head)—jet of frost 10x10x20 ft
long; 3d6 cold dmg; Ref DC 21 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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HP
129 hp' (12d10+63)

Special/Notes

Fire traits; fast heal 22; scent.

Feat: B-Fight, Cbt Reflex (can use all heads for AoO).

Heads: Sunder w/slash for 10 dmg severs head: 2 new heads in 1d4
rds (max 24): 5 acid, fire dmg prevents regrowth. Max 24.

Breath Weapon: 1/1d4 rds (each head)—jet of fire 10x10x20 ft long;
3dé6 fire dmg: Ref DC 21 half.

* Can atk w/ all heads at no penalty w/ move or charge.

t Can be killed by severing all heads; see MM.
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MONSTER SET TWO
Pact 48
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NAME ALIGN/RACE INIT
|Tce Devil (Gelugon) (CR13) ~ LE ||
BASET TCH 1 FLT [TMP

ACI 32|14 |27
STR| 23| INT| 22

CLASS/LEVEL

FORT|+15| SPD 40 ft+

dark 60

DELAY or READY

DEX| 21| wis|22|| REF|+14/GRAP+24 VIS

WWW.THECAMEMECHANICS.COM

NAME ALIGN/RACE INIT -
% ﬁron Golem (CR 13) N —H
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
;3 Ac[30| 8 |30]
o
2 STR| 33| INT| — | |FORT| +6 | SPD 20 f+
-
17
(@)

DEX| 9 | wis| 11 || REF| +5 [GRAP[28\VIS|urion

WWW.THECAMEMECHANICS.COM

CON|23|cHA| 20| | wiLL|+15 CQMEHE(HQHI(§ CON| — |cHA| 1 || wiLL| +6 CQMEHE(HQHI(§
Skills Skills
Conc +23|Lis +25| Spell +23 —
Intim +241S Mot +23| Spot +25
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Spear +20/+15/+10P _ 2d6:9/x3 +slow| |Slam (2) +23 _ B 2d10+11
Bite +14 BPS 2d6+3
Tail +14 B 3d6+3
Claw (2) +19 PS 1d10+6
Bite & tail as above
HP HP
147 hp (14d8+84) 129 hp (18d10+30)
Special/Notes Special/Notes

Evil, extraplanar, lawful traits: DR 10/good: imm fire, poison:
resist acid 10, cold 10; regen 5, SR 25, tpathy 100 ft.

Feats: Cleave, Cbt Reflex, Pow Atk.

Fear Aura (Su): Free act; Will DC 22 or as fear (10 ft r, CL 13); save
grants imm 24 hrs; devils imm.

Slow (Su): Spear or tail; Fort DC 23 or as slow 1d6 rds.

Spell-Like Abilities: At will—cone cold (DC 20), fly, ice storm (DC 19),
gr tport (self +50Ibs), persist img (DC 20), unh aura (DC 23), wall ice
(DC 19). CL 13.

Regeneration (Ex): 5 hp/rd, except good spells, wpns. MORE >>

SNOIDSNOJNN
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Construct traits: DR 15/adamantine.

Immunity to Magic (Ex): Imm to any spell or spell-like ability allowing
SR: mag electric dmg as slow for 3 rds (no save): mag fire dmg breaks
slow & heals 1hp/3dmg, excess as tmp hp (no save); rust atks as normal.
Breath Weapon (Su): 1/1d4+1 rds—10-ft cube; poison gas cloud
lasting 1 rd; init dmg 1d4 Con, sec dmg 3d4 Con; Fort DC 19 neg.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
| Astral Deva (CR 14) c ||  [Dragon, Blue Adult ((R14)  LE ||
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac| 29| 14 25 3 Acl2g| 8 | 28]
o o
% STR|22 | INT| 18 | |FORT|+14% SPD| , %f % STR| 27 | INT| 16 | |FORT|+17| SPD| #/fcurren 20 .
wl wl
ClDEX| 18 | wis| 18 || Rer|+12|crRAP|+18|vislrisnl | ERNDEX| 10 | wis|17 || REF|[+12 oRAp+37V|stb‘wl"5i§:§:
coN| 18 |cHA[ 20| | wiLL|+12 CQﬁMEHE(HﬂHI(S coN| 21 [cHA| 16 || wiLL[+15 CQﬁMEHE(HﬂHICS
Skills Skills
Conc +19|Lis +23| S Mot +19 Conc +20/Intim +26| Spell +20
Dipl +22| M Sil +19| Spot +23 Esc +15|Lis +29| Spot +29
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
+3 heavy mace of disruption ~1fe2/1¢/11 B 1d8+12 +stun BITC +27 BPS 2d8+8
Slam +18 B 1d8+9 Claw (2) +26 PSS 2d6+4
Wing (2) +25 B 1d8+4
Tail slap +25 B 2d6+12

HP
102 hp (12d8+48)

Special/Notes

Extraplanar, good traits: DR 10/evil: imm acid, cold, petrify: res
electric 10, fire 10; SR 30.

Feats: Cleave, Pow Atk.

Stun (Su): Opp struck 2x/rd; Fort DC 22 or stun 1d6 rds.

Protective Aura (Su): As mag circ evil & | glove invul (20 ft r, CL 12);
+4 AC, saves v evil for all w/in 20 ft.

Uncanny Dodge (Ex): Retains Dex bonus to AC when flat-footed; can't|
be flanked except by >=16th rogue; flanks as if 12th-Ivl rogue.

Tongues (Su): Perm—as spell. CL 12.
*+18 v poison. MORE > >
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HP
241 hp (21d12+105)

Special/Notes

Earth traits; DR 10/mag: imm electric, sleep, paral; SR 21.
Feats: B-Fight, Flyby Atk, Hover, Pow Atk.

Breath Weapon (Su): 1/1d4 rds—100-ft line; 12d8 electric dmg: Ref
DC 25 half.

Frightful Presence (Ex): 180-ft. r; <=20 HD; Will DC 23 neg.

Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+12 bludgeon dmg; Ref
DC 25 or pinned: maintain pin as grap.

Create/Destroy Water (Sp): 3/day—As create water (can destroy
also); as 1st-Ivl spell. See MM.
Spell-Like Abilities: 3/day—ventril. MORE > >
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INITIATIVE CARDS

MONSTER SET TWO
Pact 49
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
> ( Dragon, Copper Adult (CR 14) 6 [ X (Dragon, Gold Young Adult (CR 14) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
] Ac/28] o |28 4 ad27] 8 [27]
o o
% STR| 23| INT| 16 | [FORT|+16| SPD| 4 wicft ., % STR| 31| INT| 18 | |FORT|+17| SPDJ| " f 200 f1 (poor)
a dark 120, = K120
BMDEX| 10 | wis| 17 || REF|+12/GRAP[+30VIS o lIDEX| 10 | wis| 19 || REF|+12/GRAP[+38\vIsovia:
CON| 19 |CHA| 16 || wiLL|+15| ¢ QMEHE(HQHI(§ CON| 21|cHA| 18 || wiLLi+16| QMEHE(HQHI(§
Skills Skills
Cong +21|Lis +22| Spell +8 Conc +14|Lis +29| Spell +15
Intim +14|S Mot +19| Spot +22 Intim +19|S Mot +14| Spot +29
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +25 BPS 2d6+6 ite +28 BPS 2d8+10
Claw (2) +23 _PS 1d8+3 Claw (2) +26 PS 2d6+5
Wing (2) +23 B 1d6+3 Wing (2) +26 B 1d8+5
Tail slap +23 B 1d8+9 Tail slap +26 B 2d6+15
HP HP
210 hp (20d12+80) 230 hp (20d12+100)
Special/Notes Special/Notes
Earth traits: DR 5/mag: imm acid, sleep, paral: SR 21. [ Fire traits; DR 5/mag: imm sleep, paral: SR 21. cC
Feats: Cbt Expert, Hover, Imp Disarm, Imp Feint, Wingover. Z Feats: B-Fight, Enl Spell, Flyby Atk, Hover. Z
Breath Weapon (Su): 1/1d4 rds—80-ft line; 12d4 acid dmg; Ref DC 8 Frightful Presence (Ex): 150-ft r; <=19 HD; Will DC 24 neg. 8
21 half. Or 40-ft gas cone; slow 1d6+6 rds; Fort DC 21 neg. > Breath Weapon (Su): 1/1d4 rds—50-ft cone; 10d10 fire dmg: Ref DC >
Frightful Presence (Ex): 180-ft. r; <=19 HD; Will DC 23 neg. wv 25 half. Or 50-ft gas cone; 5 Str dmg: Fort DC 25 neg. wv
Spider Climb (Ex): Cont—as spell (stone surfaces). Q Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref @]
Spell-Like Abilities: 2/day—stone shape. CL 7; save DC 18. (@] DC 25 or pinned; maintain pin as grap. o
E Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid E

MORE > >
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NAME ALIGN/RACE INIT 4
[Nalfeshnee (CR 14) cE ||
BASE TCH 1 FLT 1 TMP CLASS/LEVEL
acl27] 9 |26

STR| 25| INT| 22 | |[FORT|+17| SPD 30 ft,

fly 40 ft (poor)

DELAY or READY

dark 60

DEX| 13 | wis|22|| REF +10|GRAP+29VIS low-light

WWW.THECAMEMECHANICS.COM

only; no hp; no duration).

MORE> >
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NAME ALIGN/RACE INIT
[Nightwing (CR 14) cE ||
BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Acl30] 12|26

FORT|+9 | SPD| . Z2of"

fly 60 ft (good)

STR| 31| INT| 18

DELAY or READY

dark 60

DEX| 18 | wis|20|| REF|+11|GRAPK28|VIS

WWW.THECAMEMECHANICS.COM e

CON| 27 |CHA| 20 || wiLL|+15 CQMEHE(HQHI(§ CON| — [CHA| 18 || WiILL|+17 CQMEHE(HQHI(S
Skills Skills
Conc +19|Lis +31| Spell +25) Conc +24|Lis +25| Spell +24
Intim +22| M Sil +18| Spot +31 Hide* +16/M Sil +24| Spot +25
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +20 BPS 2d8+7 Bite +18 BPS  2d6+17/19-20 +magic drain
Claw (2) +17 PS 1d8+3

HP
175 hp (14d8+112)

Special/Notes

Chaotic, extraplanar, evil traits; DR 10/good; imm electric,
poison; resist acid 10, cold 10, fire 10; SR 22; tpathy 100 ft.
Feats: Cleave, Imp Bull Rush, Pow Atk.

Smite (Su): 3/day—1 rd delay, then 60-ft burst; Will DC 22 or dazed
1d10 rd.

Spell-Like Abilities: At will—call Igt (DC 18), fmind (DC 20), gr disp
mag, slow (DC 18), gr tport (self +50 Ibs), unh aura (DC 23). CL 12.
Summon Demon (Sp): 2/day—sum 1d4 vrocks, 1d4 hezrous, or 1
glabrezu (50%) or 1 nalfeshnee (20%) as 5th-Ivl spell.

True Seeing (Su): Cont; as spell. CL 14.

SNOIDSNOJNN
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HP
144 hp (17d12+34)

Special/Notes

Extraplanar, undead traits; DR 15/silver & mag: imm cold: nat
wpns mag for DR; SR 27; tpathy 100 ft.

Feats: Cbt Reflex, Dodge, Flyby Atk.

Aversion to Daylight (Ex): -4 to atks, saves, skills in real daylight.
Desecrating Aura (Su): Cont—as desecrate (20-ft r, +2 on atk,

dmg, saves & +2 hp/HD for undead). Disp evil removes, but free act
resumes. Stats here include bonuses. See MM.

Magic Drain (Su): Tch atk; Fort DC 22 or mag item loses 1 enh bonus
pt: at +0, mwork & no special abilities. See MM.

* +8 on hide in dark or when flying in dark sky. MORE) >
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Pact 5O
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
> ( Trumpet Archon (CR 14) LG [ 2 ( ragon, Brass Mature Adult (CR 15) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac27] 1324 g acl29] 8 |29
o o
% STR| 20| INT| 16 | |FORT|+14% SPD fy 932:&0“) % STR| 27| INT| 16 | |FORT|+18| SPD 6%;288?:‘2";35*'
ud‘ dark 60, ud‘ dark 120
DEX| 17 | wis| 16 || REF|+11|GRAP[+17 [VIS|iow-light DEX| 10| wis| 17 || REF|+13|GRAP+38yis]ow-iah
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 23 |CHA| 16 | | wiLL|+11 CQHEHE(HQHICS CON| 21 |cHA| 16 || wiLL|+16 CQHEHE(HQHICS
Skills Skills
Conc +21|Lis +18| S Mot +18 Conc +20|Lis +28| Spell +11
Dipl +20 M Sil +18| Spot +18 Esc +4 1S Mot +18| Spot +28
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
+4 greatsword -osern_ S 2d6+11/19-20 ite +28 BPS 2d8+8
Claw (2) +26 PSS 2d6+4
Wing (2) +26 B 1d8+4
Tail slap +26 B 2d6+12
HP HP
126 hp (12d8+72) 253 hp (22d12+110)
Special/Notes Special/Notes
Extraplanar, good, lawful traits; DR 10/evil: imm electric, petrify: | Fire traits; DR 10/mag: imm sleep, paral; SR 22. [
scent, SR 29. 7= Feats: Ext Spell, Flyby Atk, Snatch, Spell Pen. Z
Feats: B-Fight, Cleave, Cbt Reflex, Pow Atk. 8 Frightful Presence (Ex): 210-ft r; <=21 HD; Will DC 24 neg. 8
Aura of Menace (Su): When fighting or angry—opp w/in 20-ft; Will |53 Breath Weapon (Su): 1/1d4 rds—100-f1 line; 7d6 fire dmg: Ref DC 26 5
DC 21 or -2 on atk, AC, & saves for 24 hrs or until they hit archon. v half. Or 50-ft cone; sleep 1d6+7 rds; Will DC 26 neg. w
Save or break grants imm 24 hrs. (@] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+12 bludgeon dmg; Ref @]
Magic Circle Against Evil (Su): As spell (CL 12); cont; can't suppress. [§@] DC 26 or pinned; maintain pin as grap. o
Trumpet (Su): 100 ft r; Fort DC 19 or paral 1d4 rd. Also, can E Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg E

transform into +4 greatsword as free act.

* +4 on save v poison

MORE> >
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v <=Med opp: drop as free act or fling 1d6x10 ft as

std act; 1d6 fall dmg/10f+.

MORE > >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ( Dragon, Bronze Adult (CR 15) LG [ >y |Dragon, Silver Adult (CR 15) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 28| 8 | 28] 4 Ac29] 8 [29]
o o
£ STR 27 | INT| 20| |FORT+17] SPD| " i) | B STR 27 | INT|20 | |FORT|+18| SPD| 071
”D-’ dark 120, ”D-’ dark 120,
DEX| 10| wis| 21 || REF|+12 GRAP+37VISI<Lv|«;:%vg, DEX| 10 | wis| 21 || REF|+13|GRAP#+38 VIsforis,
CON| 21 |cHA| 20 || WILL|+17 CQMEHE(HQHI(§ CON| 21 |cHA|20 || wILL|+18 CQMEHE(HQHI(§
Skills Skills
Conc +24{Lis +24| Spell +17|| |Conc +17|Lis +32| Spell +19
Intim +14| S Mot +5 | Spot. +24/1 |Intim +19|S Mot +23| Spot +32
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +27 _BPS 2d8+8 Bite +28 BPS 2d8+8
Claw (2) +23 _PS 2d8+4 Claw (2) +27 _PS 2d6+4
Wing (2) +22 B 1d8+4 Wing (2) +26 B 1d8+4
Tail slap +22 B 2d6+12 Tail slap +26 B 2d6+12
HP HP
241 hp (21d12+105) 253 hp (22d12+110)
Special/Notes Special/Notes
Water traits; DR 5/mag; imm electric, sleep, paral: SR 22. Cc Cold traits: DR 5/mag; imm acid, sleep, paral: SR 22. Cc
Feats: Flyby Atk, Hover, Pow Atk, Wingover Z Feats: Flyby Atk, Hover, Pow Atk, Wingover. Z
Frightful Presence (Ex): 180-ft r; <=20 HD; Will DC 25 neg. 8 Frightful Presence (Ex): 180-ft r; <=21 HD; Will DC 26 neg. 8
Breath Weapon (Su): 1/1d4 rds—100-ft line; 12d6 electric dmg; Ref Z Breath Weapon (Su): 1/1d4 rds—50-ft cone; 12d8 cold dmg; Ref DC Z
DC 25 half. Or 50-ft cone; repuls 1d6+6 rds; Will DC 25 neg. 0 26 half. Or 50-ft gas cone; paral 1d6+6 rds; Fort DC 26 neg. 0
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+12 bludgeon dmg; Ref [K®] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+12 bludgeon dmg; Ref ]
DC 25 or pinned; maintain pin as grap. (@] DC 26 or pinned; maintain pin as grap. ()]
Spell-Like Abilities: At will—spk ani; 3/day—create food/water, fog E Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid E

cloud. CL 7.

MORE> >
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only: no hp; no duration).
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
>y |Marut (CR 15) LN [ % (r‘agon Blue Mature Adult (CR16) LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac[34]10]33] d 31| 831
o o
% STR| 35| INT| 12 | [FORT| +7 [ SPD| , “0ft. % STR| 29| INT| 16 ||FORT[+19| SPD| “4 it tnears
= lar! P ar| !
) nex| 13 | wis| 17 || REF| +6 [GRAP[27is|owion| |  E@NDEX| 10 | wis| 17 || REF|+14{cRAP +4IV|s?j%»|vs-kfg§?
CON| — |CHA| 18 || WILL| +8 CQﬁMEHE(HﬂHI(S CcoN| 21 |cHA| 16 || wiLL|+17 CQﬁMEHE(HﬂHI(S
Skills Skills
Conc +13|Lis +16| S Mot +12 Conc +23| Intim +29| S Mot +9
Dipl +6|Srch +10| Spot +16 Esc +15|Lis +32| Spot +32
ack (#) onus e amage ack (#) onus e amage
Slam (2) 152 "B 2deri23d6* Bite “151 BPs ZdBeo
Claw (2) +30 PS 2d6+4
Wing (2) +29 B 1d8+4
Tail slap +29 B 2d6+13

HP
112 hp (15d10+30)

Special/Notes Construct, extraplanar, lawful traits; DR 15/chaotic;
fast heal 10 (except chaotic); SR 25.

Feats: Awe Blow, Cbt Casting, Imp Bull Rush, Pow Atk.

Fists of Thunder and Lightning (Su): Slam (left fist); +3d6 sonic dmg
& Fort DC 31 or draf 2d6 rds. Slam (right fist); +3d6 electric & Fort
DC 31 or blind 2d6 rds.

Spell-Like Abilities: At will—air walk, dim door, fear (DC 18), gr
cmd (DC 19), gr disp mag, m inflict It (DC 19), loc creature, tr seeing;
1/day—chain Igt (DC 20), circ death (DC 20), mark just, wall force;
1/week— earthquake (DC 22), geas/quest, plane shift (DC 21). CL 14.
*see Fist of Thunder and Lightning.
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HP
276 hp (24d12+120)

Special/Notes

Earth traits; DR 10/mag: imm electric, sleep, paral: SR 22.
Feats: B-Fight, Flyby Atk, Hover, Imp Bull Rush, Pow Atk.

Breath Weapon (Su): 1/1d4 rds—100-ft line; 14d8 electric dmg; Ref
DC 27 half.

Frightful Presence (Ex): 210-ft. r; <=23 HD; Will DC 25 neg.

Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+13 bludgeon dmg; Ref
DC 27 or pinned; maintain pin as grap.

Create/Destroy Water (Sp): 3/day—As create water (can destroy

also); as 1st-Ivl spell. See MM.
Spell-Like Abilities: 3/day—ventril. MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

= ( Dragon, Copper Mature Adult (CR 16) C6 [ »y |Dragon, Gold Adult (CR 16) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac(30] 8 [30] 3 Ac30] 8 [30]
o o
£ STR|27 | INT| 18 | |FORT|+18) SPD| 4,151 £ STR| 33| INT| 20 | FORT|+18] SPD[* 1 s o011 o
ud‘ dark 120, ud‘ dark 120,

DEX| 10 | Wis| 19 || REF|+13/GRAP+39\VIS|owio, DEX| 10 | wis| 21 || REF|+13|GRAP+42 ViIsfowior)

CON| 21 |CHA| 18 || WILL|+17 CQMEHE(HQHI(§ CON| 21 |cHA|20 || wILL|+18 CQMEHE(HQHI(§
Skills Skills
Conc +28|Lis +25| Spell +10|| |Conc +17|Lis +33| Spell +19
Intim +21| S Mot +22| Spot. +25( |Intim +21/S Mot +17| Spot +33
Att‘uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +29 _BPS 2d8+8 Bite +32 BPS 2d8+11

Claw (2) +27 _PS 2d6+4 Claw (2) +30 _PS 2d6+5

Wing (2) +27 _ B 1d8+4 Wing (2) +30 _ B 1d8+5

Tail slap +27 B 2d6+12 Tail slap +30 B 2d6+16
HP HP
264 hp (23d12+115) 264 hp (23d12+115)
Special/Notes Special/Notes
Earth traits; DR 10/mag; imm acid, sleep, paral; SR 23. [ Fire traits: DR 5/mag: imm sleep, paral: SR 23. Cc
Feats: Cbt Expert, Hover, Imp Disarm, Imp Feint, Imp Trip, Wingover. Z Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover. Z
Breath Weapon (Su): 1/1d4 rds—100-ft line; 14d4 acid dmg; Ref DC 8 Frightful Presence (Ex): 180-ft r; <=22 HD; Will DC 26 neg. 8
24 half. Or 50-ft gas cone; slow 1d6+7 rds; Fort DC 24 neg. Z Breath Weapon (Su): 1/1d4 rds—50-ft cone; 12d10 fire dmg; Ref DC Z
Frightful Presence (Ex): 210-ft. r; <=22 HD; Will DC 25 heg. 0 26 half. Or 50-ft gas cone: 6 Str dmg: Fort DC 26 neg. 0
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+12 bludgeon dmg; Ref K®] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref %]
DC 24 or pinned; maintain pin as grap. o DC 26 or pinned; maintain pin as grap. o
Spider Climb (Ex): Cont—as spell (stone surfaces). E Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid E

Spell-Like Abilities: 2/day—stone shape. CL 9; save

DC 18. MORE> >
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only: no hp; no duration).

MORE> >
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INITIATIVE CARDS
MONSTER SET TWO

Pact 52

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT A NAME : ALIGN/RACE INIT A

> ( Dragon, Green Mature Adult (DR 16) LE [ 2 (Horned Devil (Cornugon) (CR 16) LE_I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac(30] 8 [30] 4 Ac|35] 16| 28]

o o
> swim >
&4 STR| 29| INT| 16 | [FORT|+18| SPD| 9 fizinsct SR 31| INT| 14 | |FORT|+16| sPD| , 20t
LIQJ dark 120 “DJ dark 60

DEX| 10| Wis| 17 || REF|+13/GRAP[+4QVIS|avio] DEX| 25| wis| 18 || REF|+16/GRAP[+29VIS
CON| 21 |CHA| 16 || WILL|+16 CQMEHE(HQHI(§ CON| 25 |cHA| 22 || wiLL|+15 CQMEHE(HQHI(§

Skills Skills
Cong +16|Lis +25| Spell +15 Conc +24]Lis +22| S Mot +22
Intim +26/S Mot +11| Spot +25| |Intim +26| M Sil +23| Spot +22
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +30 BPS 3d8+9 Spiked chain 205 2d6+15 +stun

Claw (2) +25 _PS 2d6+4 Bite +22 BPS 2d8+5

Wing (2) +25 B 1d8+4 Tail +22 B 2d6+5 +inf wnd

Tail slap +25 B 2d6+13 Claw (2) +24 PSS 2d6+10

Bite & tail as above

HP HP

264 hp (23d12+115) 172 hp (15d8+105)
Special/Notes  Ajr traits; DR 10/mag; imm sleep, paral; SR 22. Special/Notes
Feats: Cleave, Flyby Atk, Hover, Pow Atk, Snatch, Wingover. C Evil, extraplanar, lawful traits; DR 10/good & silver: imm fire, cC
Frightful Presence (Ex): 210-ft r; <=22 HD; Will DC 24 neg. Z poison; regen 5; res acid 10, cold 10; SR 28; tpathy 100 ft. Z
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+13 bludgeon dmg; Ref 8 Feats: Cleave, Imp Sunder, Pow Atk. 8
DC 26 or pinned; maintain pin as grap. = Regeneration (Ex): 5 hp/rd, except good silver wpns or good spells. >
Spell-Like Abilities: 3/day—suggest. CL 7. Save DC 16. "] See in Darkness (Su): See in any darkness, even deep dark. v
Snatch: Claw or bite; grap as free act w/o AoQ; auto claw or bite dmg (@] Stun (Su): Spiked chain; Fort DC 27 or stunned 1d4 rds. (@]
v <=Sm opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall o Fear Aura (Su): Free act; as fear (5 ft r, CL 15); Will DC 23 neg. (@]
dmg/10f+. S Save grants imm 24 hrs. S

Breath Weapon (Su): 1/1d4 rds—50-ft cone; 14d6
acid dmg; Ref DC 26 half.

MORE> >
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NAME ALIGN/RACE INIT A
2 ( Nightwalker (CR 16) CE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac32]10( 30|
(¢}
% STR| 38| INT| 20| [FORT|+11| SPD|  sof
ud‘ dark 60

DEX| 14 | wis| 20 || REF|+11|GRAP+34VIS| o iight

WWW.THECAMEMECHANICS.COM

Infernal Wound (Su): Tail; -2 hp/rd; Heal DC 24,
cure, heal neg (CL DC 24 for spells). MORE> >
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NAME ALIGN/RACE INIT A
~y |Planetar (CR 16) G [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ACI32|13 28[
o
£ STR|25 | INT|22 || FORTI4Y SPD| ;5347
ud‘ dark 60

DEX| 19 | WIS|23 || REF|+13|GRAP25VIS|igu-iighi

WWW.THECAMEMECHANICS.COM

CON| — |CHA| 18 || wiILL|+19 CQMEHE(HQHI(§ CON|20|CHA|22 || wiLL|+15 CQMEHE(HQHI(§
Skills Skills
Conc +28 M Sil +26| Spell +31 Conc +22|Lis +23| S Mot +23
Lis +29|S Mot +29| Spot +29 Intim +23|M Sil +21| Spot +23
Attack (#) Bonus Type Damage Attack (#) Bonus Damage
Slam (2) +24 B 2d6+16 +3 greatsword +23/+18/+13 S 3d6+13/19 20
Slam +20 B 2d8+10

HP
178 hp (21d12+42)

Special/Notes

Extraplanar, undead traits; DR 15/silver & mag: imm cold: nat
wpns mag for DR: SR 29: tpathy 100 ft.

Feats: Cleave, Cbt Expert, Cbt Reflex, Imp Disarm, Pow Atk, Quick
Spell-Like Ability (unh blight)

Aversion to Daylight (Ex): -4 to atks, saves, skills in real daylight.
Crush Item (Su): Disarm; Fort DC 34 or <=Lg wpn destroyed.
Summon Undead (Su): 1/night—summ 7-12 shadows, 2-5 gr shadows,
or 1-2 dread wraiths; arrive in 1d10 rds; serve 1 hr.

Evil Gaze (Su): 30 ft; Will DC 24 or paral 1d8 rds;

save or fail, imm 24 hrs; mind-affecting fear effect. MORE) >

SNOIDSNOJNN
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HP
133 hp (14d8+70)

Special/Notes

Extraplanar, good traits: DR 10/evil: imm acid, cold, petrify:
regen 10: res electric 10, fire 10: SR 30.

Feats: B-Fight, Cleave, Imp Sunder, Pow Atk.

Regeneration (Ex): 10 hp/rd, except evil wpns & spells.

Tongues (Su): Perm—as spell. CL 12.

Constant Effects: Cont as spells (CL 17): det evil, det snare/pits, disc
lies (DC 20), see invis, tr seeing. Can be dispelled; renew as free act.
Protective Aura (Su): As mag circ evil & | glove invul (20 ft r, CL 12);
+4 AC, saves v evil for all w/in 20 ft.

*+4 saves v poison. MORE) >
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INITIATIVE CARDS

MONSTER SET TWO
PAGE 53

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4 ALIGN/RACE INIT 4
= [Stone Golem, Greater (CR16) N | | N [Aboleth Mage (CR 17) e ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 A27] 6 |27] q aclis]11]15] Wiz 10
o o
% STR|37| INT| — | |FORT|+14| SPD| 20 ft % STR| 28| INT| 20 ||FORT|+15| SPD| .o its
wl wl ar
alpex| 7 | wis| 11 || Rrer|+12/crapl52visiarici||  ElDeEx| 16 | wis| 16 || Rer|+10/craP|+28lvis|“™
coN| — [cHa| 1 || wiLL|+14 CQﬁMEHE(HﬂHI(S CON|24|cHA| 14 || wiLL|+15 CQﬁMEHE(HﬂHI(S
Skills Skills
— Conc* +25|Lis +15| Spell +20
Intim +4|S Mot +15| Spot +17
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Slam (2) +42 B 4d8+13 Tentacle (4) +18 B 1d6+9 +slime

HP
271 hp (42d10+40)

Special/Notes

Construct traits; DR 10/adamantine.

Immunity to Magic (Ex): Imm to any spell or spell-like ability allowing
SR; trans rock/mud as slow for 2d6 rds (no save); trans mud/rock
heals all lost hp; stone to flesh neg DR for 1 rd.

Slow (Su): 1/2 rds—As spell (free act, rng 10 ft, 7 rds), Will DC 31 neg.

SNOIDSNOJNN
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HP
177 hp (8d8+56+10d4+70)

Special/Notes

Aquatic traits.

Feats: Emp Spell, Spell Pen.

Enslave (Su): 3/day—as dom per (CL 16, 30 ft); Will DC 16. Escape:
rem curse cancels; new save each 24 hrs; aboleth must stay in 1 mir.
Psionics (Sp): At will—hypno pat (DC 14), illus wall (DC 16), mir arcana
(DC 17), pers img (DC 17), prog img (DC 18), proj img (DC 19), veil (DC
18). CL 16.

Mucus Cloud (Ex): Tch or inhale mucus on aboleth; Fort DC 21 or can't
breathe air 3 hrs; suffocate in 2d6é min out of wtr.

* +4 cast def. MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

= (Dr‘agon, Brass Old (CR 17) LG [ 4 |Dragon, Bronze Mature Adult (CR 17) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac32] 8 [32] 4 Ac[31] 8 [31]

o o
% STR| 29| INT| 16 | [FORT|+19| SPD| €t buron 30 1. % STR| 29 | INT| 20 | [FORT|+19| SPD| ft. fy 200t Goar)
“DJ dark 120, “DJ [dark 120,

DEX| 10 | wis| 17 || REF|+16/GRAP+42|VIs|ouis. DEX| 10 | wis| 21 || REF|+14|GRAP+41\IS fowgh)
CON| 21|CHA| 16 || WILL|+17| CQMEHE(HQHI(§ CON| 21 |CHA| 20 || wILL[+19 CQMEHE(HQHI(§

Skills Skills
Conc +20|Lis +31| Spell +18 Cong +26|Lis +27| Spell +18
Esc +4|S Mot +18| Spot +31| |Intim +16|S Mot +8 | Spot +27
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +32 _BPS 2d8+9 Bite +31 _BPS 2d8+9

Claw (2) +30 _PS 2d6+4 Claw (2) +27 _PS 2d8+4

Wing (2) +30 _ B 1d8+4 Wing (2) +26 B 1d8+4

Tail slap +30 B 2d6+13 Tail slap +26 B 2d6+13
HP HP

287 hp (25d12+125) 276 hp (24d12+120)
Special/Notes Special/Notes
Fire traits; DR 10/mag: imm sleep, paral; SR 24. [ Water traits; DR 10/mag: imm electric, sleep, paral; SR 23. Cc
Feats: Ext Spell, Flyby Atk, Snatch, Spell Pen. Z Feats: Cleave, Flyby Atk, Hover, Pow Atk, Wingover Z
Frightful Presence (Ex): 240-ft r; <=24 HD; Will DC 25 neg. 8 Frightful Presence (Ex): 210-ft r; <=23 HD; Will DC 27 neg. 8
Breath Weapon (Su): 1/1d4 rds—100-ft line; 8d6 fire dmg; Ref DC 27 Z Breath Weapon (Su): 1/1d4 rds—100-ft line; 14d6 electric dmg; Ref Z
half. Or 50-ft cone; sleep 1d6+8 rds; Will DC 27 neg. 0 DC 27 half. Or 50-ft cone; repuls 1d6+7 rds; Will DC 27 neg. 0
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+13 bludgeon dmg; Ref [K®] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+13 bludgeon dmg; Ref ]
DC 27 or pinned; maintain pin as grap. (@] DC 27 or pinned; maintain pin as grap. ()]
Snatch: Claw or bite; grap as free act w/o AoQO: auto claw or bite dmg E Spell-Like Abilities: At will—spk ani; 3/day—create food/water, fog E

v <=Med opp; drop as free act or fling 1d6x10 ft as
std act: 1d6 fall dmg/10f+. MORE > >
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cloud. CL 9.
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|” ITIATIVE CQRDS NAME ALIGN/RACE INIT - NAME_ ALIGN/RACE INIT -
S ( Dragon, White Very Old (CR 17) CE —I [ e [Formian, Queen (CR 17) LN [
MONSTER SET TWO 2 2
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pact 54 4 Ac[34] 8 |34 g ac[23] 9 [23]
o o
60 fT, bi 30 ft,
B4 STR| 31| INT| 14 || FORT|+21| SPD| "#y 200t (oor) B4 STR| — | INT| 20| |[FORT|+19| spD| O ft
i | swim 60 ft i |
UDJ dark 120 UD-‘ dark 60
DEX| 10 | wis| 15 || REF +15|GRAD +45VIs '1”,”;2%"0*' DEX| — | wis| 20 || REF| — [GRAP[*24\IS
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON|23|CHA| 14 | | wiLL|+17| C QMEHE(HQHI(S CON| 20 |cHA| 21 || wiLL|+19 C QMEHE(HQHI(S
Skills Skills
Conc +20/Intim +14| S Mot +H Conc +28|Lis +30| Spell +28
Dipl +3|Lis +32| Spot +32 Dipl +32|S Mot +28| Spot +30
Att‘uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +35 _BPS 3d8+10 -
Claw (2) +33 _PS 2d6+5
Wing (2) +33 B 1d8+5
Tail slap +33 B 2dé6+15
HP HP
337 hp (27d12+162) 190 hp (20d8+100)
Special/Notes Special/Notes
Cold traits; DR 15/mag; imm sleep, paral; SR 23. cC Extraplanar, lawful traits; fast heal 2, imm poison, petrify, cold; e
Feats: Flyby Atk, Hover, Pow Atk, Sil Spell, Snatch, Wingover. Z res electric 10, fire 10, sonic 10; SR 30; tpathy 50 mi. Z
Frightful Presence (Ex): 270-ft r; <=26 HD; Will DC 25 neg. 8 Feats: Imp Counterspell, Max Spell. 8
Breath Weapon (Su): 1/1d4 rds—50-ft cone; 9d6 cold dmg; Ref DC 53 Hive Mind (Ex): All formians w/in 50 mi of queen: if one is aware of I3
31 half. v danger, all are; if one in group is not flatfooted, none are; no formian kvl
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref [®] in group is flanked unless all are. Q
DC 31 or pinned; maintain pin as grap. (@] Dominate Monster (Su): As spell (CL 10, max 4 <=Lg): Will DC 17 neg; @]
Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-circle; 2d6+16 dmg: E save grants imm 24 hrs. E
Ref DC 31 half. Telepathy (Su): Communicate w/ any intelligent
Icewalking (Ex): Always on; as s climb (icy surfaces). MORE >> creature w/in 50 mi whose presence she is aware of. MORE) >
|©2003-2005 The Game Mechanics, Inc. Tue Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-20035 The Game Mechanics, Inc. The Game Mecuanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
| Frost Giant Jarl (CR 17) cE || = [Dragon, Blue Old (CR18)  LE ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac 29 10| 28] Blackguard 8 4 Ac(34] g [34]
o o
> 40 ft, > 40 ft, b 20 ft,
ﬁ STR| 32| INT| 10 | |FORT|+25| SPD full plate o 306 ﬁ STR| 31 | INT| 18 || FORT|+21| SPD o lsgrfrfor;oor)
ud‘ low-light ud‘ (dark 120,
DEX| 12 | wis| 12 || REF|+13|GRAP+33\VIS DEX| 10 | Wis| 19 || REF|+15/GRAP#45\VISon-ight.
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON|22|CHA| 18 || wiLL|+13 CQMEHE(HQHI(S CON|23|CHA| 18 || wiILL|+19 CQMEHE(HQHI(S
Skills Skills
Climb +17| Jump. +17| Spot +b Conc +28| Intim +30| S Mot +14
Hide +2 |Ride +11 Esc +15|Lis +36| Spot +36
Attack (#) B+3r(|)c;225/ Type Damage Atguch @#) Bonus Type Damage
+2 frost greataxe _zoms S 3d6+18/x3 +1d6 cold| |Bite +35 BPS 2d8+10
Slam (2) +28 B 1d4+11 Claw (2) +34 _PS 2d6+5
Rock* +18 B 2d6+11 Wing (2) +33 B 1d8+5
Tail slap +33 B 2d6+15
HP HP
231 hp (14d8+84+8d10+48) 337 hp (27d12+162)
Special/Notes Special/Notes
Cold traits; res fire 10. c Earth traits: DR 10/mag: imm electric, sleep, paral; SR 24. [
Feats: Cleave, G Cleave, Imp Sunder, Pow Atk, Quick Draw. Z Feats: B-Fight, Flyby Atk, Hover, Imp Bull Rush, Pow Atk, Snatch. Z
Rock Catching (Ex): 1/rd—Ref DC (15 Sm, 20 Med, 25 Lg) to catch 8 Breath Weapon (Su): 1/1d4 rds—100-ft line; 16d8 electric dmg; Ref 8
known rock atk. Z DC 29 half. Z
Command Undead (Su): Command & rebuke undead as a 6th-Ivl cleric. K3 Frightful Presence (Ex): 240-ft. r; <=26 HD; Will DC 27 neg. w
Smite Good (Su): 2/day—+4 melee atk deals +8 dmg v good opp. (@] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref @]
Aura of Despair (Su): Cont; enemies w/in 10 ft; -2 on all saves. o DC 29 or pinned; maintain pin as grap. ()]
Aura of Evil (Ex): Radiates strong aura of evil as an 8th-Ivl cleric of E Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg E
evil deity. v <=Med opp: drop as free act or fling 1d6x10 ft as
Permission granted to photocopy * 120 ff rng inc. MORE > > std act; 1d6 fall dmg/10ft. MORE > >
for personal use only. ©2003-2005 The Game Mechanics, Inc. TE Gave MecHanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics, Inc. ThE Gave MecHaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.




|”|T|QT|VE (ﬂRDS NAME ALIGN/RACE INIT - NAME : ALIGN/RACE INIT -
> ( Dragon, Green Old (DR 18) LE [ 2 ( ragon, Silver Mature Adult (CR 18)LG [
MONSTER SET TWO E BASE7 TCH 1 FLT 1 TMP CLASS/LEVEL ﬁ BASE7 TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 55 4 Ac[33] 8 [33] d acf32] 8|32
o o
B4 STR| 31| INT| 18 | |FORT|+21| SPD s B4 STR| 29| INT| 20| |[FORT|+19| SPD| 4 16 o0
— —
a dark 720 o] K T20]
DEX| 10| wis| 19 || REF +15|GRAp +44\V1s "Z,",";'J%'B" DEX| 10 | wis| 21 || REF|+14/GRAP+42)VIs 0w,
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 23 |CHA| 18 || wiLL|+19 CQMEHE(HQHI(S CON| 21 |cHA| 20 || wiLL|+19 CQMEHE(HQHI(S
Skills Skills
Conc +19|Lis +28| Spell +17 Conc +19|Lis +35( Spell +21
Intim +29 S Mot +15| Spot +28 Intim +22|S Mot +27| Spot +35H
Att‘uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +34  BPS 3d8+10 ite +32 BPS 2d8+9
Claw (2) +29 _PS 2d6+5 Claw (2) +31 PS 2d6+4
Wing (2) +29 _ B 1d8+5 Wing (2) +30 B 1d8+4
Tail slap +29 B 2d6+15 Tail slap +30 B 2d6+13
HP HP
325 hp (26d12+156) 287 hp (25d12+125)
Special/Notes Special/Notes
Air traits; DR 10/mag: imm sleep, paral; SR 24. c Cold traits: DR 10/mag; imm acid, sleep, paral: SR 24. c
Feats: Cleave, Flyby Atk, Hover, Imp Bull Rush, Pow Atk, Snatch, Z Feats: Flyby Atk, Hover, Imp Sunder, Pow Atk, Wingover. 7=
Wingover. 8 Frightful Presence (Ex): 210-ft r; <=24 HD; Will DC 27 neg. 8
Frightful Presence (Ex): 240-ft r; <=25 HD; Will DC 27 neg. > Breath Weapon (Su): 1/1d4 rds—50-ft cone; 14d8 cold dmg; Ref DC >
Breath Weapon (Su): 1/1d4 rds—50-ft cone; 16d6 acid dmg; Ref DC W 27 half. Or 50-ft gas cone; paral 1d6+7 rds; Fort DC 27 neg. wv
29 half. (@] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+13 bludgeon dmg; Ref @]
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref @] DC 27 or pinned; maintain pin as grap. @]
DC 29 or pinned; maintain pin as grap. E Allfernaf: Forl:i\ (Su): §/ day—pmorph self (<=Med ani or humanoid E
Spell-Like Abilities: 3/day—suggest; 1/day—plant only; no hp; no duration).
gr?owfh. CL 9. Save DC = 14): Spegllglevel. P MORE >> MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ( Dragon, White Ancient (CR 18) CE [ X ( Nightcrawler (CR 18) CE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
AC 4 AC
4 AC|37| 8 |37 4 AC|35| 6 |35
(¢} (¢}
60 f1, b 30 1,
£ STR 33| INT| 14 || FORT|+23) SPD| "#y 2007 (uer), B4 STR| 48 | INT|20 ||FORT|+12| SPD| , ©ft.
| swim il |
UD-‘ dark 120 UD-‘ Gark 60
DEX| 10| wis| 15 || REF|+17|GRAP+49\VIS "LW,;“%hJ' DEX| 10 | wis|20 || REF|+10|GRAP#45\VIS| rn co
n
WWW.THECAMEMECHANICS.COM - WWW.THECAMEMECHANICS.COM e
CON|23|CHA| 14 || wILL|+19 CQMEHE(HQHI(S CON| — |CHA| 18 || wILL+23 CQMEHE(HQHI(S
Skills Skills
Cong +23|Intim +16| S Mot +B Conc* +32|M_Sil +28| Spell +35
Dipl +4 |Lis +35/ Spat. [+35] |Lis +33/S Mot +23|Spat. . [+33
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Damage
Bite +39  BPS 3d8+11 Bite 129 BPS 4d6+21/19-20
Claw (2) +37 _PS 2d6+5 Sting +24 P 2d8+11/19-20 +poison
Wing (2) +37 _ B 1d8+5
Tail slap +37 B 2d6+16
HP HP
375 hp (30d12+180) 212 hp (25d12+50)
Special/Notes Special/Notes
Cold traits; DR 15/mag; imm sleep, paral: SR 24. [ Extraplanar, undead traits; DR 15/silver & mag: imm cold: nat [
Feats: Ext Spell, Flyby Atk, Hover, Pow Atk, Sil Spell, Snatch, Wingover. 74 wpns magic for DR; SR 31; tpathy 100 ft. Z
Frightful Presence (Ex): 300-ft r; <=29 HD; Will DC 27 neg. 8 Feats: B-Fight, Pow Atk, Quick Spell-Like Ability (cone cold) 8
Breath Weapon (Su): 1/1d4 rds—50-ft cone; 10d6 cold dmg; Ref DC Z Improved Grab (Ex): Bite; grap as a free act w/o AoO; swallow next rd. Z
33 half. v Poison (Ex): Injury, Fort DC 22, init & sec dmg 2d6 Str. J
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref [K®] Aversion to Daylight (Ex): -4 to atks, saves, skills in real daylight. @]
DC 31 or pinned; maintain pin as grap. (@] Desecrating Aura (Su): Cont—as desecrate (20-ft r, +2 on atk, (@]
Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-circle; 2d6+16 dmg; E dmg, saves & +2 hp/HD for undead). Disp evil removes, but free act E
Ref DC 31 half. resumes. Stats here include bonuses. See MM.
Permission granted to photocopy Icewalking (Ex): Always on; as s climb (icy surfaces). MORE> > * +4 cast def. MORE> >
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NAME ALIGN/RACE INIT 4 ALIGN/RACE INIT 4

= ( Dragon, Black Ancient (CR19) CE [ % ( ragon Blue Very Old (CR19) LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|38] 838 q Ac[37] 8|37

o o
% STR| 33| INT| 16 | |FORT/+23 SPD]®ft. fr 150 t (poor) % STR| 33| INT| 18 ||FORT[+23| SPD| “4'ie T trerry "
P ar| T ar|
SBDEX| 10 | Wis| 17 || REF +17GRAD+5OV|S?1vav:nni§:»§ SBDEX| 10 | wis| 19 || REF +17oRAp+49V|s%>»|vs-kg§:§i

CON| 23 |CHA| 16 || wiILL[+20 CQﬁMEHE(HﬂHI(S CON| 23 |cHA| 18 || wiLL|+21 CQﬁMEHE(HﬂHI(S
Skills Skills
Climb +21(Lis +29| Spell +15 Conc +31| Intim +30| S Mot +20
Intim +31|M Sil +26| Spot +29 Esc +15|Lis +39| Spot +39
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +41 BPS 2d8+11 ite +39 BPs 4dé+12

Claw (2) +38 PS 2d6+5H Claw (2) +38 PS 2d6+6

Wing (2) +38 PS 1d8+5 Wing (2) +37 B 2dé6+6

Tail slap +38 B 2d6+16 Tail slap +37 B 2d8+18
HP HP

387 hp (31d12+186) 375 hp (30d12+180)
Special/Notes Special/Notes

Water traits; DR 15/mag: imm sleep, paral; SR 25.
Feats: Awe Blow, Cleave, Hover, Imp Bull Rush, Pow Atk, Snatch,

Wingover.

Breath Weapon (Su): 100-ft line; 20d4 acid dmg; Ref DC 31 half.
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref
DC 31 or pinned; maintain pin as grap.

Frightful Presence (Ex): 300-ft r; <=30 HD; Will DC 28 neg.

Corrupt Water (Sp): 1/day—potions w/in 360 ft; Will DC 28 or

fouled; see MM. CL 11.

SNOIDSNOJNN
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Feats: Awe Blow, B-Fight, Flyby Atk, Hover, Imp Bull Rush, Pow Atk,

Snatch.

Breath Weapon (Su): 1/1d4 rds—100-ft line; 18d8 electric dmg; Ref

DC 31 half.

Frightful Presence (Ex): 270-ft. r; <=29 HD; Will DC 29 neg.

Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref
DC 31 or pinned; maintain pin as grap.

Snatch: Claw or bite; grap as free act w/o AoQ:; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as

std act; 1d6 fall dmg/10ft.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 |Dragon, Brass Very Old ((R19) L6 | | 4 [Dragon, Bronze OId ((R20) L6 ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac(35] 8 |35 4 Ac34] g [34]
o o
% STR| 31| INT| 18 | [FORT|+22| SPD| €t buron 30 1. % STR| 31| INT| 22 | [FORT|+21| SPD|% f* fir 150 t (oo
“DJ dark 120, “DJ [dark 120,
DEX| 10| wis| 19 || REF|+18|GRAP+46 V|511v|vs—g96hg, DEX| 10 | wis|23 || REF|+15|GRAP+45 VISI%vIJs-rl‘i%vg,
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON|23|CHA| 18 || wiLL|+20 CQHEHE(HQHICS CON|23|CHA|22 || wILL|+21 CQHEHE(HQHICS
Skills Skills
Conc +23|Lis +35| Spell +24| |Cong +30|Lis +32| Spell +21
Esc +4|5 Mot +21| Spot +35 | |Intim +211S Mot +13| Spot +32
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +36 _BPS 2d8+10 Bite +35 BPS 2d8+10
Claw (2) +34 _PS 2d6+5 Claw (2) +31 _PS 2d8+5
Wing (2) +34 _ B 1d8+5 Wing (2) +30 _ B 1d8+5
Tail slap +34 B 2dé+15 Tail slap +30 B 2d6+15
HP HP
350 hp (28d12+168) 337 hp (27d12+162)
Special/Notes Special/Notes
Fire traits; DR 15/mag: imm sleep, paral; SR 25. [ Water traits; DR 10/mag: imm electric, sleep, paral; SR 25. Cc
Feats: Ext Spell, Flyby Atk, Snatch, Spell Pen. Z Feats: Cleave, Flyby Atk, Hover, Imp Bull Rush, Pow Atk, Wingover Z
Frightful Presence (Ex): 270-ft r; <=27 HD; Will DC 28 neg. 8 Frightful Presence (Ex): 240-ft r; <=26 HD; Will DC 29 neg. 8
Breath Weapon (Su): 1/1d4 rds—100-ft line; 9d6 fire dmg; Ref DC 30 Z Breath Weapon (Su): 1/1d4 rds—100-ft line; 16d6 electric dmg; Ref Z
half. Or 50-ft cone; sleep 1d6+9 rds; Will DC 30 neg. 0 DC 29 half. Or 50-ft cone; repuls 1d6+8 rds; Will DC 29 neg. J
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref [K®] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref ]
DC 30 or pinned; maintain pin as grap. o DC 29 or pinned; maintain pin as grap. o
Snatch: Claw or bite; grap as free act w/o AoQO: auto claw or bite dmg E Spell-Like Abilities: At will—spk ani; 3/day—create food/water, det E

v <=Med opp; drop as free act or fling 1d6x10 ft as

std act; 1d6 fall dmg/10f+.

MORE > >
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thoughts, fog cloud. CL 11.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

= ( Dragon, Copper Old (CR 19) 6 [ 2 (Dragon, Gold Mature Adult (CR 19) LG [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|33] 8|33 4 Ac33] 8 [33]
o o
% STR| 29| INT| 18 | [FORT|+20 SPD| 4 it ., % STR| 35| INT| 20 || FORT|+21| SPD|*° - 200 ft (poor)
a dark 120, = K120
BIDEX| 10 | Wis| 19 || REF +15|GRAD +43VIs|arigr| | RDEX| 10| wis| 21 || REF|+15GRAP+46|VIS|oriopr

CON| 21 |CHA| 18 || wiLL|+19| ( QMEHE(HQHIG CON| 23 |cHA( 20| wiLL+2Q ¢ QMEI"IE(HQHIG
Skills Skills
Conc +30|Lis +27| Spell +11 Conc +22|Lis +36( Spell +21
Intim +24'S Mot +25| Spot +27/1 |Intim +23'S Mot +20| Spot +36
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +33  BPS 2d8+9 ite +36 BPS 2dg+12

Claw (2) +31 _PS 2d6+4 Claw (2) +34 PS 2d6+6

Wing (2) +31 B 1d8+4 Wing (2) +34 B 1d8+6

Tail slap +31 B 2d6+13 Tail slap +34 B 2d6+18
HP HP
299 hp (26d12+130) 325 hp (26d12+156)
Special/Notes Special/Notes
Earth traits; DR 10/mag; imm acid, sleep, paral; SR 25. c Fire traits; DR 10/mag: imm sleep, paral: SR 25. c
Feats: Cbt Expert, Hover, Imp Disarm, Imp Feint, Imp Trip, Pow Atk, Z Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover, Quick Spell. Z
Wingover. 8 Frightful Presence (Ex): 210-ft r; <=25 HD; Will DC 28 neg. 8
Breath Weapon (Su): 1/1d4 rds—100-ft line; 16d4 acid dmg; Ref DC 53 Breath Weapon (Su): 1/1d4 rds—50-ft cone; 14d10 fire dmg; Ref DC >
28 half. Or 50-ft gas cone; slow 1d6+8 rds; Fort DC 28 neg. v 29 half. Or 50-ft gas cone; 7 Str dmg; Fort DC 29 neg. &
Frightful Presence (Ex): 240-ft. r; <=25 HD; Will DC 27 neg. (@] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+18 bludgeon dmg; Ref @]
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+13 bludgeon dmg; Ref @] DC 29 or pinned; maintain pin as grap. @]
DC 28 or pinned; maintain pin as grap. E Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid E

Spider Climb (Ex): Cont—as spell (stone surfaces).

MORE > >
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only; no hp; no duration).

MORE> >

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= [Dragon, Green Very Old (OR19) LE | | 4 [Dragon, White Wyrm (cR19)  CE | |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac36] 8 |36 3 Ac(38] 6 [38]
; . ; 60 ft, burrow 30 ft,
STR| 33| INT| 18 | |FORT[+22 SPD| 40 ft.swim 40 ft, STR| 35| INT| 14 | |FORT[+25| SPD| fy 250 ft (clumsy),
5 fly 150 ft (poor) 5 swim 60 ft
UD-‘ dark 120 UD-‘ dark 120
DEX| 10| wis| 19 || REF|+16|GRAP+48\IS [owlis) DEX| 10 | Wis| 15 || REF|+18/GRAP[+57 VIs|awist.
CON| 23 |CHA| 18 || wiLL+20 CQMEHE(HQHI(§ CON| 25 [CHA| 16 || wILL+20 CQMEHE(HQHIG
Skills Skills
Conc +21|Lis +30| Spell +19 Conc +24| Intim +19(S Mot +5
Intim +31|/S Mot +17| Spot. +30 Dipl +4 |Lis +38| Spot +35
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +38 _BPS 3d8+11 Bite +41 BPS 6d6+12
Claw (2) +33 _PS 2d6+5 Claw (2) +39 _PS 3d8+6
Wing (2) +33 B 1d8+5 Wing (2) +39 _ B 2dé6+6
Tail slap +33 B 2d6+16 Tail slap +39 _ B 2d8+18
HP HP
362 hp (29d12+174) 445 hp (33d12+231)
Special/Notes Special/Notes
Air traits; DR 15/mag: imm sleep, paral: SR 25. [ Cold traits: DR 20/mag: imm sleep, paral: SR 25. [
Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Pow Atk, Z Feats: Ext Spell, Flyby Atk, Hover, Pow Atk, Sil Spell, Snatch, Wingover. Z
Snatch, Wingover. 8 Frightful Presence (Ex): 330-ft r; <=32 HD; Will DC 29 neg. 8
Frightful Presence (Ex): 270-ft r; <=28 HD; Will DC 28 neg. Z Breath Weapon (Su): 1/1d4 rds—60-ft cone; 11d6 cold dmg; Ref DC Z
Breath Weapon (Su): 1/1d4 rds—50-ft cone; 18d6 acid dmg; Ref DC K 35 half. 0
30 half. @] Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+18 bludgeon dmg: o
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref @] Ref DC 30 or pinned; maintain pin as grap. o
DC 30 or pinned:; maintain pin as grap. E Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-circle; 2d6+18 dmg: E

Spell-Like Abilities: 3/day—suggest; 1/day—plant
growth. CL 11. Save DC = 14 + spell level. MORE >>
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Ref DC 33 half.

Icewalking (Ex): Always on; as s climb (icy surfaces).
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NAME ALIGN/RACE INIT A NAME X ALIGN/RACE INIT A
~y |Balor (CR 20) CE [ ”y (Dragon, Brass Ancient (CR 20) L6 —I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL ——
4 Ac|35] 16| 28] 4 Ac[38] 8 |38
o o
24 5TR 35 INT| 24 || FORT|+22 SPD| 11, 24 sTR(33] inT[ 18] |ForT]+23) spo| s
a dark 60 a K T20]
DEX| 25| WIs| 24 || REF|+19|GRAP[+36|VIS DEX| 10| wis| 19 || REF|+19/GRAP+BOVIs|ov-isn:
'[“[ M&canmmam(s ©OM - '[“[ M&canmmam(s ©OM -
CON| 31|CHA| 26 || wiLL|+19| ( QM[-I“’I_E(HQHT? CON| 23 |cHA|( 18 || wiLL|+21  AME MECHANICS
Skills Skills
Cong +33|Lis +38/ S Mot +30 Conc +23|Lis +38| Spell +24
Intim +33 M. Sil +30| Spat +38 Esc +41S Mot +23| Spot +38
Attack (#) B?3r117326/ Type Damage Attack (#) Bonus Ty§e Damage
+1 vorpal longsword +21/+16 S 2d6+8/19-20 ite +40 PS 2d8+11
+1 flaming whip +30/+25 _BS  1d4+4 +1d6 fire +entangle Claw (2) +38 PS 2d6+5
Slam (2) +31 B 1d10+7 Wing (2) +38 B 1d8+5
Tail slap +38 B 2d6+16
HP HP
290 hp (20d8+200) 387 hp (31d12+186)
Special/Notes Special/Notes
Chaotic, extraplanar, evil traits; DR 15/cold iron & good: imm c Fire fraits; DR 15/mag: imm sleep, paral; SR 27. [
electric, fire, poison; res acid 10, cold 10; SR 28; tpathy 100 ft. [P4 Feats: Ext Spell, Flyby Atk, Gr Spell Pen, Snatch, Spell Pen. Z
Feats: Cleave, Pow Atk, Quick Spell-Like Ability (tkinesis). 8 Frightful Presence (Ex): 300-ft r; «<=30 HD; Will DC 29 neg. 8
Death Throes (Ex):When killed; 100 ft r; 100 dmg; Ref DC 30 half. = Breath Weapon (Su): 1/1d4 rds—100-ft line; 10d6 fire dmg; Ref DC =
Entangle (Ex): Whip; opp Str chk or drag target to flaming body: whip ¥ 31 half. Or 50-ft cone; sleep 1d6+10 rds; Will DC 31 neg. w
has 20 hp. (@] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref K@}
Summon Demon (Sp): 1/day—sum 4d10 dretches, 1d4 hezrous, 1 (@] DC 31 or pinned; maintain pin as grap. o
nalfeshnee, 1 glabrezu, 1 marilith, or 1 balor (100%) as 9th-Ivl spell. E Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg E

Flaming Body (Su): Grap or grap'd; 6d6 fire dmg/rd.
True Seeing (Su): Continuous; as spell. CL 20.
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v <=Med opp: drop as free act or fling 1d6x10 ft as
std act; 1d6 fall dmg/10f+.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
>y |Dragon, Bronze Very Old (CR 20) LG [ 4 |Dragon, Copper Very Old (CR 20) (G [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 AC|37| 8 37[ 4 AC|36| 8 36[
o o
% STR| 33| INT| 22 | |FORT[+23| SPD|# ft. fiy 200 f1 (poor). % STR| 31 | INT| 20 [|FORT[+22| SPD| 4 156 oory
UDJ dark 120, ”D-’ dark 120,
DEX| 10| Wis| 23 || REF|+17|GRAP+49VIS|ow-ich DEX| 10 | Wis| 21 || REF|+16/GRAPH47|VISon-ight.
CON| 23 [CHA( 22| | WILL|+23 CTHWH_E(HQHT?M CON| 23 CHA(20 | | wiLL|+21 CTHWN_E(HQHI({
Skills Skills
Cong +32|Lis +34| Spell +22/| |Cong +38|Lis +30| Spell +13
Intim +23/ S Mot +15| Spoft +34(1 |Intim +31/S Mot +32| Spot +30
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +39 BPS 2d8+11 Bite +37 BPS 2d8+10
Claw (2) +35 _PS 2d8+5 Claw (2) +35 _PS 2d6+5
Wing (2) +34 _ B 1d8+5 Wing (2) +35 B 1d8+b
Tail slap +34 B 2d6+16 Tail slap +35 B 2dé6+15
HP HP
375 hp (30d12+180) 362 hp (29d12+174)
Special/Notes Special/Notes
Water traits; DR 15/mag: imm electric, sleep, paral: SR 26. [ Earth traits; DR 15/mag: imm acid, sleep, paral: SR 26. Cc
Feats: Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp Overrun, Pow Atk, Z Feats: Cbt Expert, Hover, Imp Disarm, Imp Feint, Imp Sunder, Imp Z
Wingover 8 Trip, Pow Atk, Wingover. 8
Frightful Presence (Ex): 270-ft r; <=29 HD; Will DC 31 neg. Z Breath Weapon (Su): 1/1d4 rds—100-ft line; 18d4 acid dmg; Ref DC Z
Breath Weapon (Su): 1/1d4 rds—100-ft line; 18d6 electric dmg; Ref K 30 half. Or 50-ft gas cone; slow 1d6+9 rds; Fort DC 30 neg. 0
DC 31 half. Or 50-ft cone; repuls 1d6+9 rds; Will DC 31 neg. Q Frightful Presence (Ex): 270-ft. r; <=28 HD; Will DC 29 neg. Q
Crush (Ex): Std act; <=Sm opp in 15x5 ft; 2d8+16 bludgeon dmg; Ref [{@} Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref @]
DC 31 or pinned; maintain pin as grap. E DC 30 or pinned; maintain pin as grap. E

Alternate Form (Su): 3/day—pmorph self (<=Med ani
or humanoid only; no hp; no duration). MORE> >
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Spider Climb (Ex): Cont—as spell (stone surfaces).
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

= [Dragon, Silver OId ((R20) L6 || 4 [Pit Fiend (Devil) (CR 20) e ]
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac(35] 8 |35 4 Ac/40]17]32]

o o
% STR| 31| INT| 22 | |FORT|+22 SPD| . &% % STR| 37| INT| 26 |[|FORT|+19| SPD| 4 601+ (eve)
“DJ dark 120] “DJ Jark 60

DEX| 10 | wis| 23 || REF|+16|GRAP+46)VIS|owiar] DEX|27 | wis| 26 || REF|+19/GRAP+35\Is
CON| 23 |CHA| 22 || WILL[+22] CQMEHE(HQHI(§ CON|27|CHA| 26 || wiLL|+21 CQMEHE(HQHI(§

Skills Skills
Conc +21|Lis +39| Spell +23 Conc +29 M Sil +29| Spot +29
Intim +26/ S Mot +31| Spot +39|| |Lis +29 Spell +31| Tmbl +31
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +36 _BPS 2d8+10 aw +30 PS 2d8+13

Claw (2) +35 _PS 2d6+5 Wing (2) +28 B 2d6+6

Wing (2) +34 B 1d8+5 Bite +28 BPS  4d6+6 +poison +disease

Tail slap +34 B 2d6+15 Tail slap +28 B 2d8+6
HP HP

350 hp (28d12+168) 225 hp (18d8+144)
Special/Notes Special/Notes
Cold traits; DR 10/mag: imm acid, sleep, paral: SR 26. (o Evil, extraplanar, lawful traits; DR 15/good & silver; imm fire, (o
Feats: Flyby Atk, Hover, Imp Bull Rush, Imp Sunder, Pow Atk, Z poison; res acid 10, cold 10: regen 5; SR 32; tpathy 100 ft. Z
Wingover. 8 Feats: Cleave, G Cleave, Pow Atk, Quick Spell-Like Ability (fball) 8
Frightful Presence (Ex): 240-ft r; <=27 HD; Will DC 30 neg. = Constrict (Ex): Auto 2d8+26 dmg w/ grap. >
Breath Weapon (Su): 1/1d4 rds—50-ft cone; 16d8 cold dmg; Ref DC %) Disease (Su): Bite; Fort DC 27 or devil chills; see MM. v
30 half. Or 50-ft gas cone; paral 1d6+8 rds; Fort DC 30 neg. (@] Improved Grab (Ex): Tail slap; grap as free act w/o AoO; constrict. [®]
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+15 bludgeon dmg; Ref @] Poison (Ex): Injury, Fort DC 27, init dmg 1d6 Con, sec dmg death. o
DC 30 or pinned; maintain pin as grap. E Regeneration (Ex): 5 hp/rd, except good & silver wpns & good spells. E

Alternate Form (Su): 3/day—pmorph self (<=Med ani
or humanoid only: no hp; no duration).
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Fear Aura (Su): As spell (CL 18, 20 ft r); Will DC 27

neg; save grants imm 24 hrs.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ( Dragon, Blue Ancient (CR 21)  LE [ >y |Dragon, Brass Wyrm (CR 21) L6 [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|38] 6 |38 4 Ac39] 6 [39]
o o
% STR| 35| INT| 20 ||FORT(+25( SPD| “" e 20 ™ % STR| 35| INT| 20 | [FORT}+26| SPD) 6 7 5uren 50 i
ud‘ dark 120, ud‘ dark 120,
DEX| 10 | Wis| 21 || REF|+18/GRAP+57)VIS|owior, DEX| 10 | wis| 21 || REF|+21|GRAP+58\VIS o ghe
CON| 25|CHA| 20 || WILL|+23 CQMEHE(HQHI(§ CON|25|cHA| 20 || wILL[+24 CQMEHE(HQHI(§
Skills Skills
Conc +35Intim +34| S Mot +24/| |Conc +24|Lis +42| Spell +26
Esc +1B|Lis +43| Spot +43[] |Esc +4 1S Mot +25| Spot +42
Att‘uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +41 BPS 4d6+12 Bite +42 BPS 4d6+12
Claw (2) +40 _PS 2d6+6 Claw (2) +40 _PS 2d8+6
Wing (2) +39 _ B 2dé6+6 Wing (2) +40 _ B 2dé6+6
Tail slap +39 B 2d8+18 Tail slap +40 B 2d8+18
HP HP
445 hp (33d12+231) 459 hp (34d12+238)
Special/Notes Special/Notes
Earth traits; DR 15/mag; imm electric, sleep, paral: SR 27. [ Fire traits; DR 20/mag: imm sleep, paral: SR 28. Cc
Feats: Awe Blow, B-Fight, Flyby Atk, Hover, Imp Bull Rush, Pow Atk, Z Feats: B-Fight, Ext Spell, Flyby Atk, Gr Spell Pen, Snatch, Spell Pen. Z
Quick Spell, Snatch 8 Frightful Presence (Ex): 330-ft r; <=33 HD; Will DC 32 neg. 8
Breath Weapon (Su): 1/1d4 rds—120-ft line; 20d8 electric dmg; Ref Z Breath Weapon (Su): 1/1d4 rds—120-ft line; 11d6 fire dmg; Ref DC Z
DC 33 half. v 34 half. Or 60-ft cone; sleep 1d6+11 rds; Will DC 34 neg. J
Frightful Presence (Ex): 300-ft. r; <=32 HD; Will DC 31 neg. @] Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+18 bludgeon dmg: o
Crush (Ex): Std act; <=Med opp in 15x15 ft; 4d6+18 bludgeon dmg; (@] Ref DC 34 or pinned; maintain pin as grap. ()]
Ref DC 33 or pinned; maintain pin as grap. E Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-circle; 2d6+18 dmg: E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-circle; 2d6+18 dmg;

Ref DC 33 half.
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Ref DC 34 half.
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NAME ALIGN/RACE INIT A NAME ; ALIGN/RACE INIT A
= ( Dragon, Gold Old (CR 21) LG [ % ( ragon, Green Ancient (DR 21) LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 AC|34| 6 34[ 3 AC|37| 6 37[
o o
24 57 39| INT[ 24 || FORT[+23 spD[wof 0ot eeo] | B sTRI 35| INT[ 20] | FORT[+25 spp| 20fzsnm et
— —
a dark 120 o] Gk 120]
DEX| 10 | wis|25|| REF|+16/GRAPr+55VIS o) DEX| 10| wis| 21 || REF|+18GRAP+S6|VIs|ewist
CON| 25|CHA| 24 || wiLL[+23 CQMEHE(HQHI(§ CON| 25|CHA| 20| | wiLL[+23 CQMEHE(HQHI(§
Skills Skills
Conc +29|Lis +41| Spell +25 Conc +26|Lis +35| Spell +22)
Intim +25'S Mot +27| Spot +41 Intim +36|S Mot +28| Spot +35
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +39 BPS 4d6+14 ite +40 8PS 6db+12
Claw (2) +37 _PS 2d8+7 Claw (2) +35 PS 2d8+6
Wing (2) +37 _ B 2dé+7 Wing (2) +35 B 2d6+6
Tail slap +37 B 2d8+21 Tail slap +35 B 2d8+18
HP HP
391 hp (29d12+203) 432 hp (32d12+224)
Special/Notes Special/Notes
Fire traits; DR 10/mag: imm sleep, paral; SR 27. = Air traits; DR 15/mag: imm sleep, paral: SR 27. c
Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover, Quick Spell, 7= Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp Z
Wingover. 8 Overrun, Pow Atk, Snatch, Wingover. 8
Frightful Presence (Ex): 240-ft r; <=28 HD; Will DC 31 neg. > Frightful Presence (Ex): 300-ft r; <=31 HD; Will DC 31 neg. >
Breath Weapon (Su): 1/1d4 rds—60-ft cone; 16d10 fire dmg; Ref DC W Breath Weapon (Su): 1/1d4 rds—60-ft cone; 20d6 acid dmg; Ref DC kv
31 half. Or 60-ft gas cone; 8 Str dmg; Fort DC 31 neg. (@] 33 half. (@]
Crush (Ex): Std act; <=Med opp in 20x20 f; 4d6+21 bludgeon dmg; (e} Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+18 bludgeon dmg; @]
Ref DC 31 or pinned; maintain pin as grap. E Ref DC 33 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2dé+21 dmg; Ref DC 31 half.
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Tail Sweep (Ex): Std act; <=5m opps; 30 ft half-

circle; 2d6+19 dmg: Ref DC 35 half.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= ( Dragon, Silver Very Old (CR 21) LG [ Y |Dragon, White Great Wyrm (CR 21) CE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac|38] 8 |38 4 Acl 41 6 [41]
; ; 60 ft, burrow 30 ft,
STR| 33| INT| 24 ||FORT[+23| SPD 40 ft, STR| 37| INT| 18 | |FORT[+28| SPD| fy 250 ft (clumsy),
5 fly 150 ft (poor) 5 swim 60 ft
“DJ dark 120, “DJ dark 120]
DEX| 10 | wis|25|| REF|+17|GRAP+5QVIs|awis. DEX| 10 | Wis|19 || REF{+20GRAP[+61VIs|aw-ist.
CON| 23|CHA| 24| WILL|+24 ( QMEHE(HQHI(§ CON| 27 |CHA| 18 || WILL+24/ ( ﬂM[—NE(HﬂHIG
Skills Skills
Conc +23|Lis +43| Spell +26|| |Conc +25| Intim +24|S Mot +7
Intim +29/ S Mot +35| Spot. +43 Dipl +11|Lis +43| Spot +43
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +40 BPS 2d8+11 Bite +45 BPS 6d6+13
Claw (2) +39 _PS 2d6+5 Claw (2) +43 _PS 3d8+6
Wing (2) +38 __ B 1d8+5 Wing (2) +43 B 2d6+6
Tail slap +38 B 2d6+16 Tail slap +43 B 2d8+19
HP HP
387 hp (31d12+186) 522 hp (36d12+288)
Special/Notes Special/Notes
Cold traits; DR 15/mag: imm acid, sleep, paral: SR 27. [ Cold traits; DR 20/mag: imm sleep, paral: SR 27. [
Feats: Awe Blow, Flyby Atk, Hover, Imp Bull Rush, Imp Sunder, Pow Z Feats: Ext Spell, Flyby Atk, Hover, Pow Atk, Sil Spell, Snatch, Wingover. Z
Atk, Wingover. 8 Frightful Presence (Ex): 360-ft r; <=35 HD; Will DC 32 neg. 8
Frightful Presence (Ex): 270-ft r; <=30 HD; Will DC 32 neg. Z Breath Weapon (Su): 1/1d4 rds—60-ft cone; 12d6 cold dmg; Ref DC Z
Breath Weapon (Su): 1/1d4 rds—50-ft cone; 18d8 cold dmg; Ref DC ¥ 38 half. 0
31 half. Or 50-ft gas cone; paral 1d6+9 rds; Fort DC 31 neg. @] Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+19 bludgeon dmg: o
Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref @} Ref DC 36 or pinned; maintain pin as grap. ()]
DC 31 or pinned; maintain pin as grap. E Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-circle; 2d6+19 dmg: E

Alternate Form (Su): 3/day—pmorph self (<=Med ani
or humanoid only; no hp; no duration).
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Ref DC 33 half.

Icewalking (Ex): Always on; as s climb (icy surfaces).

MORE> >

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.




INITIATIVE CARDS

MONSTER SET TWO
Pact 6l
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NAME ALIGN/RACE INIT - NAME - ALIGN/RACE INIT -
»4 |Dragon, Bronze Ancient (CR 22) LG [ "y (Dragon, Copper Ancient (CR 22) C6 [
E BASET TCH 7 FLT 1 TMP CLASS/LEVEL E BASET TCH 7 FLT 1 TMP CLASS/LEVEL
3 38| 6 | 38 4 Ac[39] 8|39
(¢} (¢}
4 STR 35| INT| 24 ||FORT| 25 SPD| srver || [ STR 33| INT| 20| |FORT[+24 SPD| 1561 or
a dark 120 a) dark 120]
DEX| 10 | Wis| 25 || REF|+18/GRAP[+57VIS|ov o DEX| 10 | wis| 21 || REF|+18/GRAP|+51jVisor g,
coN| 25 |cHA| 24 || wiLL[+25 (GMEMECHARNICS con| 23 |cHa| 20 || wiLL[+23) (GMEMECHARNICS
Skills Skills
Conc +37|Lis +40| Spell +25 Conc +40|Lis +32| Spell +16
Intim +29/S Mot +21| Spot +40 Intim +33|S Mot +34| Spot +32
Attack (#) Bonus Type Damage Attack @#) Bonus Type Damage
Bite +41 BPS 4d6+12 ite +41 BPS 2d8+11
Claw (2) +37 _PS 4dé+6 Claw (2) +39 PSS 2dé6+5
Wing (2) +36 B 2d6+6 Wing (2) +39 B 1d8+5
Tail slap +36 B 2d8+18 Tail slap +39 B 2d6+16
HP HP
445 hp (33d12+231) 400 hp (32d12+192)
Special/Notes Special/Notes
Water traits: DR 15/mag: imm electric, sleep, paral: SR 28. = Earth traits; DR 15/mag:; imm acid, sleep, paral: SR 28. c
Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp 7= Feats: Cleave, Cbt Expert, Hover, Imp Disarm, Imp Feint, Imp 7=
Overrun, Pow Atk, Wingover 8 Sunder, Imp Trip, Pow Atk, Wingover. 8
Frightful Presence (Ex): 300-ft r; <=32 HD; Will DC 33 neg. > Breath Weapon (Su): 1/1d4 rds—100-ft line; 20d4 acid dmg; Ref DC >
Breath Weapon (Su): 1/1d4 rds—120-ft line; 20d6 electric dmg; Ref [¥Q) 32 half. Or 50-ft gas cone; slow 1d6+10 rds; Fort DC 32 neg. \
DC 33 half. Or 60-ft cone; repuls 1d6+10 rds; Will DC 33 neg. (@] Frightful Presence (Ex): 300-ft. r; <=31 HD; Will DC 31 neg. (@]
Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+18 bludgeon dmg; (o] Crush (Ex): Std act; <=Sm opp in 15x15 ft; 2d8+16 bludgeon dmg; Ref [@]
Ref DC 33 or pinned; maintain pin as grap. E DC 32 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+18 dmg; Ref DC 33 half.
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Spider Climb (Ex): Cont—as spell (stone surfaces).
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
> |Dragon, Gold Very Old (CR 22) LG —I [ >y |Dragon, Green Wyrm (DR 22)  LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL —— E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac37] 6 [37] 4 Ac(40] 6 [40]
o o
% STR| 41| INT| 26 | | FORT|+26| SPD (ijj?n:;')f‘zwiﬁ%*ﬁ % STR| 37| INT| 20 || FORT+27| SPD 33535?!’?:1%3‘)
“DJ dark 120, “DJ dark 120]
DEX| 10 | wis|27 || REF|+18/GRAP+59VIs|awist. DEX| 10 | wis| 21 || REF|+19GRAP+60\VIS|aw-ist.
CON| 27 [CHA| 26 | | WILL[+26 CTHWH_E(HQHT?M CON| 27 CHA|20 | | wILL[+24 CTHWN_E(HQHT?
Skills Skills
Conc +33|Lis +45| Spell +27/1 |Conc +30|Lis +38| Spell +24
Intim +28 S Mot +32| Spat +45(1 |Intim +39|S Mot +31| Spot +38
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +43 BPS 4d6+15 Bite +44 BPS 6d6+13
Claw (2) +41 _PS 2d8+7 Claw (2) +39 _PS 2d8+6
Wing (2) +41 B 2d6+7 Wing (2) +39 _ B 2dé6+6
Tail slap +41 B 2d8+22 Tail slap +39 _ B 2d8+19
HP HP
464 hp (32d12+256) 507 hp (35d12+280)
Special/Notes Special/Notes
Fire traits; DR 15/mag: imm sleep, paral; SR 28. [ Air traits; DR 20/mag: imm sleep, paral: SR 28. Cc
Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover, Quick Spell, 7= Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp Z
Snatch, Wingover. 8 Overrun, Imp Sunder, Pow Atk, Snatch, Wingover. 8
Frightful Presence (Ex): 270-ft r; <=31 HD; Will DC 34 neg. Z Frightful Presence (Ex): 330-ft r; <=34 HD; Will DC 32 neg. Z
Breath Weapon (Su): 1/1d4 rds—60-ft cone; 18d10 fire dmg; Ref DC K% Breath Weapon (Su): 1/1d4 rds—60-ft cone; 22d6 acid dmg; Ref DC Q)
34 half. Or 60-ft gas cone; 9 Str dmg; Fort DC 34 neg. Q 35 half. Q
Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+22 bludgeon dmg;  [§@] Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+19 bludgeon dmg: ()]
Ref DC 34 or pinned; maintain pin as grap. E Ref DC 35 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+22 dmg; Ref DC 34 half.
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Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+19 dmg; Ref DC 35 half.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A

»y | Dragon, Blue Wyrm (CR 23) LE [ ”y (Dragon, Brass Great Wyrm (CR 23) LG—I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL ——
4 AC| 41| 6 41[ 4 ACI42| 6 42[
o o
% STR| 37| INT| 20 ||FORT(+28| SPD| ‘0 .04re 2o % STR| 37| INT| 20 ||FORT(+28| SPD| % .04 0
a dark 120, = K120
BDEX| 10 | wis| 21 || REF[+20GRAP|+61|VIS o lIDEX| 10 | wis| 21 || REF+22GRAP[+62\VIsoviar:

CON|27 |CHA| 20 || WILL[+25 dﬁmnm@ CON|27 |cHA| 20 || wiLL[+25 C‘ﬁmnm@
Skills Skills
Cong +42| Tntim +37| S Mot +27 Conc +26|(Lis +45| Spell +28
Esc +15|Lis +46| Spot +46 Esc +4 1S Mot +27| Spot +45
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +45 BPS 4d6+13 ite +46 BPS 4d6+13

Claw (2) +44 PS 2d6+6 Claw (2) +44 PS 2d8+6

Wing (2) +43 B 2d6+6 Wing (2) +44 B 2d6+6

Tail slap +43 B 2d8+19 Tail slap +44 B 2d8+19
HP HP
522 hp (36d12+288) 536 hp (37d12+296)
Special/Notes Special/Notes
Earth traits: DR 12/mag: imm electric, sleep, paral: SR 29. c Fire traits; DR 20/mag: imm sleep, paral;: SR 30. c
Feats: Awe Blow, B-Fight, Flyby Atk, Ht Spell, Hover, Imp Bull Rush, 7= Feats: B-Fight, Ext Spell, Flyby Atk, Gr Spell Pen, Max Spell, Snatch, P4
Pow Atk, Quick Spell, Snatch 8 Spell Pen. 8
Breath Weapon (Su): 1/1d4 rds—120-ft line; 228 electric dmg; Ref [ Frightful Presence (Ex): 360-ft r; <=36 HD; Will DC 33 neg. >
DC 36 half. w Breath Weapon (Su): 1/1d4 rds—120-ft line; 12d6 fire dmg: Ref DC [y
Frightful Presence (Ex): 330-ft. r; <=35 HD; Will DC 33 neg. (@] 36 half. Or 60-ft cone; sleep 1d6+12 rds; Will DC 36 neg. (@]
Crush (Ex): Std act; <=Med opp in 15x15 ft; 4d6+19 bludgeon dmg; (o] Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+19 bludgeon dmg; o
Ref DC 36 or pinned; maintain pin as grap. E Ref DC 36 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+19 dmg: Ref DC 36 half.

MORE> >

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Tail Sweep (Ex): Std act; <=5m opps; 30 ft half-

circle; 2d6+19 dmg: Ref DC 36 half.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
> |Dragon, Bronze Wyrm (CR 23) LG [ >y |Dragon, Copper Wyrm (CR 23) CG —I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL ——
4 Ac41] 6 | 41] 4 Ac40] 6 [40]
o o
% STR| 37| INT| 26 | [FORT|+28| SPD| ot fz00ft % STR| 35 | INT| 22 ||FORT[+26| SPD| g, 200 ¢ ciumsy)
UDJ dark 120, ”D-’ dark 120,
DEX| 10| wis| 27| REF+20GRAP+61ISfov-ioh DEX| 10 | Wis| 23 || REF|+21iGRAPF5I|VISon-ight.
coN| 27 |cHa| 26 | | wiLL[+28| (GMEMECHARICE CON| 25 |cHA| 22 | | wiLL{+25| (i MECHARICS
Skills Skills
Cong +43|Lis +46| Spell +27|| |Cong +45|Lis +39| Spell +20
Intim +36/S Mot +27| Spot. +46/| |Intim +40/S Mot +41| Spot +39
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +45 BPS 4d6+13 Bite +43 BPS 4d6+12
Claw (2) +41 _PS 4dé+6 Claw (2) +41 _PS 2d8+6
Wing (2) +40 _ B 2dé+6 Wing (2) +41 B 2d6+6
Tail slap +40 B 2d8+19 Tail slap +41 B 4d6+18
HP HP
522 hp (36d12+288) 472 hp (35d12+245)
Special/Notes Special/Notes
Water traits;: DR 20/mag: imm electric, sleep, paral: SR 29. [ Earth traits; DR 20/mag: imm acid, sleep, paral: SR 29. [
Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp Z Feats: Cleave, Cbt Expert, Hover, Imp Disarm, Imp Feint, Imp Z
Overrun, Pow Atk, Snatch, Wingover 8 Sunder, Imp Trip, Pow Atk, Wingover. 8
Frightful Presence (Ex): 330-ft r; <=35 HD; Will DC 36 neg. Z Breath Weapon (Su): 1/1d4 rds—120-ft line; 22d4 acid dmg; Ref DC Z
Breath Weapon (Su): 1/1d4 rds—120-ft line; 22d6 electric dmg; Ref K%} 34 half. Or 60-ft gas cone; slow 1d6+11 rds; Fort DC 34 neg. 0
DC 36 half. Or 60-ft cone; repuls 1d6+11 rds; Will DC 36 neg. @] Frightful Presence (Ex): 330-ft. r; <=34 HD; Will DC 33 neg. @]
Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+19 bludgeon dmg; o Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+18 bludgeon dmg: ()]
Ref DC 36 or pinned; maintain pin as grap. E Ref DC 34 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-
circle; 2d6+19 dmg; Ref DC 36 half.
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Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+18 dmg; Ref DC 34 half.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 [Dragon, Silver Ancient (CR23) L6 | | = Solar (CR 23) 6 |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac(39] 6 |39 4 Ac| 351430
o o
50 ft,
% STR 35| INT| 26 || FORT[+26 SPD| ../ % STR[28| INT| 23 | |FORT[+18% SPD| 4,150 f1 (so0d)
“DJ dark 120] “DJ dark 60,
DEX| 10| WIs| 27 || REF|+19|GRAP+58\VIs|ov-isn: DEX| 20| wis|25|| REF|+18/GRAP*+35\VIS|ow-iight
'[”[ M&canmmam(s (071_,‘M '[”[ M&canmmam(s ©OM -
CON| 25|CHA| 26 | | WILL|+27] CQM[-H_E(HQHT? CON| 20 cHA( 25| wiLL+2Q ¢ aMEMECHANICS
Skills Skills
Conc +25(Lis +47| Spell +28 Conc +30/ M Sil +30| Spell +31
Intim +33|S Mot +39| Spot +47 Lis +32|S Mot +32| Spot +32
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +42 BPS 4d6+12 +b5 dancing greatsword **3255/132% S 3d6+18/19'20
Claw (2) +41 PS 2d8+6 +2 composite longbow (+5)' ',,23;/:212/ P 2d6+7/x3 +slaying
Wing (2) +40 _ B 2d6+6 Slam +30 B 2d8+13
Tail slap +40 B 2d8+18
HP HP
459 hp (34d12+238) 209 hp (22d8+110)
Special/Notes Special/Notes
Cold traits; DR 15/mag; imm acid, sleep, paral: SR 29. cC Extraplanar, good traits: DR 15/epic & evil; imm acid, cold, cC
Feats: Awe Blow, Flyby Atk, Hover, Imp Bull Rush, Imp Sunder, Pow  [P4 petrify; regen 15; res electric 10, fire 10; SR 32. Z
Atk, Snatch, Wingover. 8 Feats: Cleave, Dodge, G Cleave, Imp Sunder, Mobil, Pow Atk, Track. 8
Frightful Presence (Ex): 300-ft r; <=33 HD; Will DC 35 neg. = Regeneration (Ex): 5 hp/rd, except epic evil wpns & evil spells. >
Breath Weapon (Su): 1/1d4 rds—60-ft cone; 20d8 cold dmg; Ref DC W) Constant Effects: Cont as spells (CL 20): det evil, det snare/pit, disc [
34 half. Or 60-ft gas cone; paral 1d6+10 rds; Fort DC 34 neg. (@] lies (DC 21), see invis, tr seeing. Can be dispelled; renew as free act. @]
Crush (Ex): Std act; <=Med opp in 20x20 f; 4d6+18 bludgeon dmg; (o] Protective Aura (Su): As mag circ evil & | glove invul (20 ft r, CL 22); [f@]
Ref DC 34 or pinned; maintain pin as grap. E +4 AC, saves v evil for all w/in 20 ft. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+18 dmg; Ref DC 34 half.
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*+4 saves v poison.

t create any slaying arrow when drawn

MORE > >

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
>y |Dragon, Gold Ancient (CR 24) LG [ 4 |Dragon, Green Great Wyrm (DR 24) LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac40] 6 [40] 4 Ac(43] 6 [43]
o o
% STR| 43| INT| 28 || FORT|+28| SPD (Cﬁj?ngf)f‘zwiﬁ%*ﬁ % STR| 39| INT| 22 | |FORT+29| SPD 3?555?”!'(":1?"3‘)
“DJ dark 120, “DJ dark 120]
DEX| 10 | wis|29|| REF|+19|GRAP[+63VIs|awis. DEX| 10 | WIs|23 || REF|+21/GRAP+64VIS|awigh.
coN| 29|cHa| 28| | wiLL+28| (GMEMECHARICE con|27 |cHa| 22 | | wiLL27) (GMEMECHARICE
Skills Skills
Conc +39|Lis +49| Spell +30| |Conc +3D|Lis +44| Spel| +27
Intim +31|/S Mot +37| Spoat +49 | |Intim +45| S Mot +36| Spot +44
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +47 BPS 4d6+16 Bite +48 BPS 6d6+14
Claw (2) +45 _PS 2d8+8 Claw (2) +43 _PS 2d8+7
Wing (2) +45 B 2d6+8 Wing (2) +43 B 2d6+7
Tail slap +45 B 2d8+24 Tail slap +43 B 2d8+21
HP HP
542 hp (35d12+315) 551 hp (38d12+304)
Special/Notes Special/Notes
Fire traits; DR 15/mag: imm sleep, paral; SR 30. [ Air traits; DR 20/mag: imm sleep, paral: SR 30. Cc
Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover, Pow Atk, Quick Z Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp Z
Spell, Snatch, Wingover. 8 Overrun, Imp Sunder, Pow Atk, Snatch, Wingover. 8
Frightful Presence (Ex): 300-ft r; <=34 HD; Will DC 36 neg. Z Frightful Presence (Ex): 360-ft r; <=37 HD; Will DC 35 neg. Z
Breath Weapon (Su): 1/1d4 rds—60-ft cone; 20d10 fire dmg; Ref DC K" Breath Weapon (Su): 1/1d4 rds—60-ft cone; 24d6 acid dmg; Ref DC Q)
36 half. Or 60-ft gas cone; 10 Str dmg; Fort DC 36 neg. Q 37 half. Q
Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+24 bludgeon dmg;  [§@] Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+21 bludgeon dmg: ()]
Ref DC 36 or pinned; maintain pin as grap. E Ref DC 37 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+24 dmg; Ref DC 36 half.

MORE> >
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Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+21 dmg; Ref DC 37 half.

MORE> >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
=y |Dragon, Silver Wyrm (CR 24) LG [ *y (Dragon, Blue Great Wyrm (CR 25) LE [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac42] 6 [42] 3 Ac[24] 6 [ 44|
o o
4 STR 39| INT| 28 || FORT|+29] SPD| 0%l Eq STR| 39| INT| 22| |FORT|+29] SPD| 56ty
“DJ dark 120] “DJ dark 120]
DEX| 10| WIs|29|| REF|+20GRAP+63\VIs|eovisn: DEX| 10| wis| 23 || REF|+21IGRAP65\VIS|ov g
'[ M&canmmam(s (071_,‘M '[ M&canmmam(s (071_,‘M
CON| 29 |CHA| 28 | | WILL[+29 CHM[-H_E(HQHT? CON| 27 |CHA| 22 | | WILL[+27] CHM[-H_E(HQHT?
Skills Skills
Cong +29 Lis +51| Spell +31 Conc +46| Intim +41| S Mot +31
Intim +37/S Mot +43| Spot +51 Esc +16|Lis +50| Spot +50
Attack (#) Bonus Type Damage Attack @#) Bonus Type Damage
Bite +47 BPS 4d6+14 ite +49 BPs 4d6+14
Claw (2) +46 _PS 2d8+7 Claw (2) +48 PS 2d6+7
Wing (2) +45 B 2d6+7 Wing (2) +47 B 2d6+7
Tail slap +45 B 2d8+21 Tail slap +47 B 2d8+21
HP HP
573 hp (37d12+333) 565 hp (39d12+312)
Special/Notes Special/Notes
Cold traits; DR 20/mag: imm acid, sleep, paral: SR 30. (o Earth traits; DR 15/mag: imm electric, sleep, paral: SR 31. c
Feats: Awe Blow, Flyby Atk, Hover, Imp Bull Rush, Imp Sunder, Pow 7= Feats: Awe Blow, B-Fight, Flyby Atk, Ht Spell, Hover, Imp Bull Rush, P4
Atk, Quick Spell, Snatch, Wingover. 8 Max Spell, Pow Atk, Quick Spell, Snatch 8
Frightful Presence (Ex): 330-ft r; <=36 HD; Will DC 37 neg. = Breath Weapon (Su): 1/1d4 rds—120-ft line; 24d8 electric dmg; Ref =
Breath Weapon (Su): 1/1d4 rds—60-ft cone; 22d8 cold dmg; Ref DC K¥J} DC 37 half. b
37 half. Or 60-ft gas cone; paral 1d6+11 rds; Fort DC 37 nheg. (@] Frightful Presence (Ex): 360-ft. r; <=38 HD; Will DC 35 neg. Q
Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+21 bludgeon dmg; (e} Crush (Ex): Std act; <=Med opp in 15x15 ft; 4d6+21 bludgeon dmg; @]
Ref DC 37 or pinned; maintain pin as grap. E Ref DC 37 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+21 dmg; Ref DC 37 half.

MORE> >
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Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+21 dmg; Ref DC 37 half.

MORE > >
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
»4 |Dragon, Bronze Great Wyrm (CR 25) LG—I [ »y |Dragon, Copper Great Wyrm (CR 25) CG—I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL —— E BASET TCH 1 FLT 1 TMP CLASS/LEVEL ——
4 Ac|44] 6 [44] 4 Ac(43] 6 [43]
o o
% STR| 39| INT| 26 | [FORT|+29| SPD| o frfz00ft % STR| 37 | INT| 22 ||FORT[+29| SPD| g 200 % ciumsy)
UDJ dark 120, ”D-’ dark 120,
DEX| 10| Wis| 27| REF|+21GRAP+65VIS|ov-ioh DEX| 10 | wis|23 REF+23|GRAP +6.3|VISjor .
coN| 27 |cHa| 26 | | wiLL[+29 (GMEMECHARICE CON| 27 |cHA| 22 | | wiLL{+27| (AHME MECHARICS
Skills Skills
Conc +48| Lis +51| Spell +29/| |Canc +48|Lis +45| Spell +26
Intim +41/ S Mot +32| Spot. +b1 Intim +49|S Mot +47| Spot +45
Att.uch @#) Bonus Type Damage Atguch @#) Bonus Type Damage
Bite +49 BPS 4d6+14 Bite +47 BPS 4d6+13
Claw (2) +45 PS 4d6+7 Claw (2) +45 PS 2d8+6
Wing (2) +44 B 2dé+7 Wing (2) +45 B 2dé6+6
Tail slap +44 B 2d8+21 Tail slap +45 B 4d6+19
HP HP
565 hp (39d12+288) 551 hp (38d12+304)
Special/Notes Special/Notes
Water traits; DR 20/mag: imm electric, sleep, paral: SR 31. [ Earth traits; DR 20/mag: imm acid, sleep, paral: SR 31. Cc
Feats: Awe Blow, Cleave, Flyby Atk, Hover, Imp Bull Rush, Imp Z Feats: Cleave, Cbt Expert, Hover, Imp Disarm, Imp Feint, Imp Z
Overrun, Imp Sunder, Pow Atk, Snatch, Wingover 8 Sunder, Imp Trip, Pow Atk, Spell Pen, Wingover. 8
Frightful Presence (Ex): 360-ft r; <=38 HD; Will DC 37 neg. Z Breath Weapon (Su): 1/1d4 rds—120-ft line; 24d4 acid dmg; Ref DC Z
Breath Weapon (Su): 1/1d4 rds—120-ft line; 24d6 electric dmg; Ref K 37 half. Or 60-ft gas cone; slow 1d6+12 rds: Fort DC 37 neg. J
DC 37 half. Or 60-ft cone; repuls 1d6+12 rds; Will DC 37 neg. Q Frightful Presence (Ex): 360-ft. r; <=37 HD; Will DC 35 neg. Q
Crush (Ex): Std act; <=Med opp in 20x20 ft; 4d6+21 bludgeon dmg; o Crush (Ex): Std act; <=Med opp in 20x20 ft: 4d6+19 bludgeon dmg: ()]
Ref DC 37 or pinned; maintain pin as grap. E Ref DC 37 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

circle; 2d6+21 dmg; Ref DC 37 half.
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circle; 2d6+19 dmg; Ref DC 37 half.

Tail Sweep (Ex): Std act; <=Sm opps; 30 ft half-

MORE> >
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ALIGN/RACE |' INIT

ALIGN/RACE |' INIT

NAME
( ragon, Silver Great Wyrm (CR 26) LG

NAME

= ( Dragon, Gold Wyrm (CR 25) LG >

E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL

4 Ac39] 2 [39] 4 ac41] 2 [41]

(¢} (¢}

&4 STR| 45| INT| 30| |FORT|+31) SPD| (50, || [ STR|43 | INT| 30| |FORT|*32 SPD| 4 2001, sy
= dark 120, L dark 120
SMDEX| 10 | wis| 31 || REF|+21/GRAP|+71\VIS fowigh) BNDEX| 10 | wis| 31 || REF(+22IGRAP[+72VIs[ovist,

CON| 31 |CHA(30|| wiLL|+31 ¢ QMEHE(HQHI(§ CON| 31|cHA| 30 || wiLL+32 ¢ QMEI"IE(HQHI(S

Skills Skills
Cong +45 Lis +53| Spell +32 Conc +31|Lis +55| Spell +33
Intim +35'S Mot +41| Spot +53 Intim +441 S Mot +47| Spot +55
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +47 BPS 4d8+17 ite +48 BPS 4d8+16

Claw (2) +45 PS 4d6+8 Claw (2) +47 PS 4d6+8

Wing (2) +45 B 2d8+8 Wing (2) +46 B 2d8+8

Tail slap +45 B 4d6+25 Tail slap +46 B 4d6+24

HP HP

627 hp (38d12+380) 660 hp (40d12+400)
Special/Notes Special/Notes

Fire traits; DR 20/mag; imm sleep, paral; SR 31. c Cold fraits: DR 20/mag: imm acid, sleep, paral; SR 32. c
Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover, Imp Sunder, Pow [F4 Feats: Awe Blow, Flyby Atk, Ht Spell, Hover, Imp Bull Rush, Imp Z
Atk, Quick Spell, Snatch, Wingover. 8 Sunder, Pow Atk, Quick Spell, Snatch, Wingover. 8
Frightful Presence (Ex): 330-ft r; <=37 HD; Will DC 39 neg. > Frightful Presence (Ex): 360-ft r; <=39 HD; Will DC 40 neg. >
Breath Weapon (Su): 1/1d4 rds—70-ft cone; 22d10 fire dmg; Ref DC K Breath Weapon (Su): 1/1d4 rds—70-ft cone; 24d8 cold dmg; Ref DC kv
39 half. Or 70-ft gas cone; 11 Str dmg; Fort DC 39 neg. (@] 40 half. Or 70-ft gas cone; paral 1d6+12 rds; Fort DC 40 neg. (@]
Crush (Ex): Std act; <=Lg opp in 30x30 ft; 4d8+25 bludgeon dmg; Ref @] Crush (Ex): Std act; <=Lg opp in 30x30 ft; 4d8+24 bludgeon dmg; Ref @}
DC 39 or pinned: maintain pin as grap. E DC 40 or pinned; maintain pin as grap. E

Tail Sweep (Ex): Std act; <=Med opps: 40 ft half-
circle; 2d8+25 dmg; Ref DC 39 half.

MORE> >
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Tail Sweep (Ex): Std act; <=Med opps: 40 ft half-
circle; 2d8+24 dmg; Ref DC 40 half.

MORE > >
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NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -

2 ( Dragon, Gold Great Wyrm (CR 27) LG [ X ( —I [
E BASET TCH 7 FLT 1 TMP CLASS/LEVEL E BASET TCH 7 FLT 1 TMP CLASS/LEVEL
i AC42]| 2 42[ 4 AC l [

5 6
% STR| 47| INT| 32 || FORT|+33| SPD (ijj?ngf)f‘gwiﬁ%*ﬁ % STR INT FORT SPD
| dark 120, L
BMDEX| 10 | wis|33 || REF|+22/GRAP[+75VIS lowlig SN DEX wis REF| |GRAP| VIS

CON| 33|CHA| 32| WILL[+33 ( QMEHE(HQHI(§ CON| [CHA WILL C QI"’I[- E(HQHT?S

Skills Skills
Conc +51|Lis +57| Spell +35
Intim +37|S Mot +46| Spot. +57]
Att.uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +61 BPS 4d8+18

Claw (2) +49 _PS 4d6+9

Wing (2) +49 B 2d8+9

Tail slap +49 B 4d6+27
HP HP

717 hp (41d12+451)
Special/Notes Special/Notes
Fire traits; DR 20/mag; imm sleep, paral: SR 33. c c
Feats: B-Fight, Enl Spell, Ext Spell, Flyby Atk, Hover, Imp Counterspell JZ4 Z
Imp Sunder, Pow Atk, Quick Spell, Snatch, Wingover. 8 8
Frightful Presence (Ex): 360-ft r; <=40 HD; Will DC 41 neg. Z Z
Breath Weapon (Su): 1/1d4 rds—70-ft cone; 24d10 fire dmg; Ref DC K W
41 half. Or 70-ft gas cone; 12 Str dmg; Fort DC 41 neg. Q @]
Crush (Ex): Std act; <=Lg opp in 30x30 ft; 4d8+27 bludgeon dmg; Ref (@} (@]
DC 41 or pinned; maintain pin as grap. E E

Tail Sweep (Ex): Std act; <=Med opps; 40 ft half-
circle; 2d8+27 dmg; Ref DC 41 half. MORE> >
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= [Celestial Monkey ((R1/6) 6 || 4 | Fiendish Raven (CR 1/6) E ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 AC| 14|14 12[ 4 ACl14|14 12[
o o
% STR| 3 | INT| 3 ||FORT|+2|sPD| 3o % STR| 1 | INT| 3 ||FORT|+2|SPD|  pofr
wl wl
SlDEX| 15 | Wis| 12 || REF| +4 |GRAP|-12|vis|arien||  ERDEX| 15 | Wis| 14 || REF| +4 |GRAP|-13 VIS|ieron
CON| 10 |cHA| 5 || wiLL] +1 CQﬁMEHE(HﬂHI(S CoN| 10 [cHA| 6 || wiLL| +2 CQﬁMEHE(HﬂHI(S
Skills Skills
Bal +10|Hide +10| Spot +3 Lis +3
Climb +10|Lis +3 Spot +5
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4 BPS 1d3-4 Claws +4 PS 1d2-5
HP HP
4 hp (1d8) 1 hp (1/4 d8)
Special/Notes Special/Notes

Outsider traits; res acid 5, cold 5, electric 5; SR 6.
Smite Evil (Su): 1/day—Melee deals +1 dmg v evil opp.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

SNOIDSNOJNN

Outsider traits; res cold 5, fire 5; SR 6.
Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= |Celestial Ol (CR 1/4) 6 || = | Celestial Dog (CR 1/3) 6 ||
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac[17]15] 14 4 Ac15] 14 12
o o
% STR| 4 | INT| 3 ||[FORT|+2|sPD|  mof % STR| 13| INT| 3 ||FORT|+4|sPD| 40 ft
wl wl
BMDEX| 17 | wis| 14 || REF| +5 [GRAP|-11 [Vis[imiind | ERNDEX| 17 | Wis| 12 || REF| +5 [GRAP| -3 |VIS|arion
CON| 10 |cHA| 4 || wiLL| +2 CQﬁMEHE(HﬂHI(S CON| 15 |cHA| 6 || wiLL] +1 CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +14|Spot +6 Jump +7 | Spot +5
M Sil +17 Lis +5|Surv +1*
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Talons +5 PS 1d4-3 Bite +2  BPS 1d4+1

HP HP
152 hp (16d12+48) 6 hp (1d8+2)

Special/Notes
Outsider traits; res acid 5, cold 5, electric 5, SR 6.
Smite Evil (Su): 1/day—Melee deals +1 dmg v evil opp.

Special/Notes

Extraplanar traits: res acid 5, cold 5, electric 5: scent; SR 6.
Feats: Track.

Smite Evil (Su): 1/day—Melee deals +1 dmg v evil opp.

+4 on Surv when fracking by scent.

SNOIDSNOJNN
SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
X (Celesﬂal Giant Fire Beetle (CR1/3) 6 [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 A 16| 11 16
o
2 STR| 10| INT| 3 ||FORT| +2 | SPD 30 ft
—
1]
a)

dark 60

DEX| 11 | wis| 10 || REF|+0O|GRAP| -4 |VIS

WWW.THECAMEMECHANICS.COM

coN| 11 [cHA| 7 || wiLL| +O CQMI-I"IE(HQHIG

NAME ALIGN/RACE INIT A
Fiendish Dire Rat ((R1/3)  E ||

BASET TCH 1 FLT [TMP CLASS/LEVEL

ACl 15|14 12
STR| 10 | INT| 3

FORT| +3|SPD|  “of:

climb 20 ft

DELAY or READY

dark 60

DEX| 17 | wis| 12 REF| +5 |GRAP| -4 |VIS|iow-ight

WWW.THECAMEMECHANICS.COM

CON| 12 |cHA| 4 || wiLL|+3 CQMI-I"IE(HQHIG

Skills Skills
Climb +11|Lis +4 | Spot. +4
Hide +8 | M. Sil +4 | Swim +11
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +1 BPS 2d4 Bite +4 BPS 1d4 +disease

HP
4 hp (1d8)

Special/Notes
Vermin, outsider traits; res acid 5, cold 5, electric 5; SR 6.
Smite Evil (Su): 1/day—Melee deals +1 dmg v evil opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
[Fiendish Hawk (CR 1/3) E ||

BASET TCH 1 FLT [TMP

CLASS/LEVEL

ACl 17|15 14
STR| 6 | INT| 3

FORT| +2 | SPD 10 ft,

fly 60 ft (avg)

DELAY or READY

dark 120

DEX| 17 | wis| 14 || REF| +5 |GRAP|-10 [VIS|iow-iight

WWW.THECAMEMECHANICS.COM

HP
5 hp (1d8+1)

Special/Notes

Outsider traits; res cold 5, fire 5; scent; SR 6.

Disease (Ex): Bite; Fort DC 11; inc. 1d3 days; 1d3 Dex + 1d3 Con.
Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
(Celes‘rial Badger (CR 1/2) G _I [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

ACl 15|14 12
STR| 8 | INT| 3

FORT| +4 |SPD| , %f

burrow 10 ft

DELAY or READY

dark 60

DEX| 17 | WIS| 12 || REF| +5 |GRAP| -5 |VIS|iow-iight

WWW.THECAMEMECHANICS.COM

CON| 10 [CHA| 6 || WILL| +2 CQMEHE(HQHIG CON| 15 [CHA| 6 || WILL| +1 CQMEHE(HQHIG
Skills Skills
Lis +2 Esc +7 | Spot +3
Spot +14 Lis +3
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Talons +5 _PS 1d4-2 Claw (2) +4 PS 1d2-1
Bite -1 _BPS 1d3-1
HP HP
4 hp (1d8) 6 hp (1d8+2)
Special/Notes Special/Notes

Outsider traits; res cold 5, fire 5; scent; SR 6.
Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.

SNOIDSNOJNN
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Outsider traits; res acid 5, cold 5, electric 5; scent; SR 6.
Feat: Track.

Rage (Ex): On turn after taking dmg; until it or opp is dead; +4 Str,
+4 Con, -2 AC.

Smite Evil (Su): 1/day—Melee deals +1 dmg v evil opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT NAME ALIGN/RACE INIT
> (Celes‘rial Eagle (CR 1/2) G _I [ = (Celes‘rial Porpoise (CR 1/2) G _I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 ac14]13] 12] 4 Ac 1513 12]
(¢} (¢}
% STR 10 | INT| 3 ||FORT|+3|SPD|  Jloft = % STR| 11 | INT| 3 ||FORT| +4 | SPD|swim 80 ft
uQJ dark 60, ud‘ dark 60,
DEX| 15 | wis| 14 REF| +4 |GRAP| -4 |VIS|iou-ight DEX| 17 | wis| 12 REF| +6 |GRAP| +1 VISlgﬁ:igggl
CON| 12 |CHA| 6 || WILL| +2 CQHE”E(HQHK; CON| 13 |CHA| 6 || WILL| +1 CQM[- E(HQHIG
Skills Skills
Lis +2 Lis* +8 | Swim +8
Spot +14 Spot* +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Talon (2) +3 PS 1d4 Slam +4 B 2d4
Bite -2 _BPS 1d4
HP HP
5 hp (1d8+1) 11 hp (2d8+2)
Special/Notes Special/Notes
Outsider traits; res acid 5, cold 5, electric 5; scent; SR 6. Cc Outsider traits; res acid 5, cold 5, electric 5; scent; SR 7. (=
Smite Evil (Su): 1/day—Melee deals +1 dmg v evil opp. Z Blindsight (Ex): 120 ft; silence negates. Z
8 Hold Breath: Hold breath for 6 x Con score rds, then risk drowning. 8
Z Smite Evil (Su): 1/day—Melee deals +2 dmg v evil opp. Z
W * -4 w/o blindsight. 0
o o
(] o
c Cc
) )
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
2 (Fiendish Monstrous Centipede, Med E [ X ﬁ’iendish Monstrous Scorpion, Sm  E [
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 ac14] 12| 12] 4 Ac14] 11 [14]
o o
% STR| 9 | INT| 3 [|FORT|+2|SPD| %ft % STR| 9 | INT| 3 ||FORT|+4|SPD| 30 ft
wl wl
AMDEX| 15 | wis| 10 || REF| +2 [GRAP| -1 |vis| “™*° ANDEX| 10 | wis| 10 || REF| +O [GRAP| -4 |[VIs|2mk s
CON| 10 |cHA| 2 || wiLL| +O CQﬁMEHE(HﬂHICS CON|14 |cHA| 2 || wiLL| +O0 CQﬁMEHE(HﬂHI(S
Skills Skills
Climb +10| Spot +4 Climb +3 | Spot +4
Hide +10 Hide +8
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +2  BPS 1d6-1 +poison Claw (2) +]1 PS 1d3-1
Sting -4 P 1d3-1 +poison
HP HP
4 hp (1d8) 6 hp (1d8+2)
Special/Notes Special/Notes

Outsider, vermin traits; res cold 5, fire 5; SR 6.
Poison: Injury; Fort DC 10; init & sec dmg 1d3 Dex.
Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.

SNOIDSNOJNN
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Outsider, vermin traits; res cold 5, fire 5; SR 6.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 12; init & sec dmg 1d2 Con.

Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.
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INITIATIVE CARDS

MONSTER SET TWO
Pact 69

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

= (Fiendish Monstrous Spider, Small  E [ = ﬁ:iendish Snake, Small Viper (CR 1/2) E—I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL ———
4 AC| 1414 11[ 4 AC| 17|14 14[
o o
% STR| 7 | INT| 3 ||FORT|+2|SPD| of % STR| 6 | INT| 3 |[FORT|+2 | SPD| 20ftcims20ft,
wl wl
BADEX| 17 | WiS| 10 || REF| +3 [GRAP| -6 |VIS| o co BADEX| 17 | WIs| 12 || REF|+5 [GRAP| -6 |vIs|*™**°

CON| 10 |cHA| 2 || wiLL| +O0 CTﬁﬁHE_(HﬂHI(S CON| 11 |cHA| 2 || wiLL] +1 dﬁﬁm—(”gm’%
Skills Skills
Climb +11|Jump™ -2 Bal +11|Hide +11| Spot +7
Hide* +11| Spot* +4 Climb +11|Lis +7 | Swim +6
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4 BPS 1d4-2 +poison Bite +4 BPS 1d2-2 +poison

HP
4 hp (1d8)

Special/Notes

Outsider, vermin traits; res cold 5, fire 5; SR 6.

Poison (Ex): Fort DC 10 or 1d3 Str dmg.

Web (Ex): Throw as net (<=Med, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 10, Str 14. See MM.

Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.
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HP
4 hp (1d8)

Special/Notes

Outsider traits; res cold 5, fire 5; scent; SR 6.
Poison (Ex): Injury, Fort DC 10, init & sec dmg 1d6 Con.
Smite Good (Su): 1/day—Melee deals +1 dmg v good opp.
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4

o [Celestial Bee, Giant ((R1) 6 || 4 [Celestial Dog, Riding (R1) 6 ||
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Acl14] 12| 12] 4 Acl16]12]14]
o o
% STR 11 | INT| 3 ||FORT|+3|sPD| , 20f % STR| 15 | INT| 3 ||FORT|+5|sPD| 40 ft
w (TT] N
BMDEX| 14 | wis| 12 || REF| +3 [GRAP| +2 |vis| “™*° BMDEX| 15 | Wis| 12 || REF| +5 [GRAP| +3 |[VIS[oiss:

CON| 11 |cHA| 9 || wiLL| +2 dﬁﬁm—(”gm’% CON| 15 |cHA| 6 || wiLL| +1 CTﬁﬁHE_(HﬂHI(S
Skills Skills
Spot +5 Jump +8 | Spot +5 | Surv* +1
surv* +1 Lis +5|Swim +3
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Sting +2 P 1d4 +poison Bite +3  BPS 1d6+3

HP
13 hp (3d8)

Special/Notes

Outsider, vermin traits; res acid 5, cold 5, electric 5; SR 8.
Poison (Ex): Injury, Fort DC 11, init & sec dmg 1d4 Con; bee dies.
Smite Evil (Su): 1/day—Melee deals +3 dmg v evil opp.

* +4 on Surv to orient self.
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HP
13 hp (2d8+4)

Special/Notes

Outsider traits; res acid 5, cold 5, electric 5. scent; SR 7.

Feat: Track.

Trip (Ex): Bite if war-trained; trip (+1) as free act & w/o AoO; failing,
opp can't react.

Carrying Capacity: Lt -100, med -200, hvy -300, drag -1500.

Smite Evil (Su): 1/day—Melee deals +2 dmg v evil opp.

* +4 when tracking by scent.
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INITIATIVE CARDS
MONSTER SET TWO

Pact 71O

Permission granted to photocopy

for personal use only.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= (Fiendish Monstrous Centipede,Lg E [ = ﬁ:iendish Monstrous Scorpion, Med E—I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL ——
4 AC| 14| 11 12[ War 1 4 AC(14|10 14[
o o
% STR|13 | INT| 3 |[FORT| +3|SPD| % % STR| 13 | INT| 3 ||FORT| +5|SPD| 40 f¢t
wl wl
BNDEX| 15 | wis| 10 || REF| +3 [GRAP| +7 |vis|®™*®° AMDEX| 10 | wis| 10 || REF| +0 [GRAP| +2 |VIs|* s
CON| 10 |cHA| 2 || wiLL| +1 dﬁﬁm—(”gm’% CON| 14 |cHA| 2 || wiLL|+0 dﬁﬁm—(”gmcs
Skills Skills
Climb +10| Spot +4 Climb +5 | Spot +4
Hide +6 Hide +4
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +3  BPS 1d8+1 +poison Claw (2) +2 _PS 1d4+1
Sting -3 P 1d4 +poison

HP
13 hp (3d8)

Special/Notes

Outsider, vermin traits; res cold 5, fire 5; SR 8.
Poison: Injury; Fort DC 11; init & sec dmg 1d4 Dex.
Smite Good (Su): 1/day—Melee deals +3 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

iendish Monstrous Spider, Med  E

BASET TCH 1 FLT [TMP

I’ NAME ALIGN/RACE |' INIT

CLASS/LEVEL

ACl 14|13 11
STR| 11 | INT| 3 ||FORT| +4|SPD| 3%

DELAY or READY

dark 60,

DEX| 17 | wis| 10 || REF| +3 |GRAP| +1 |[VIS|trsn 60

WWW.THECAMEMECHANICS.COM

CON| 12 [cHA| 2 || wiLL|+O | (AMEMECHARICS

HP
13 hp (2d8+4)

Special/Notes

Outsider, vermin traits; res cold 5, fire 5; SR 7.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 13; init & sec dmg 1d3 Con.

Smite Good (Su): 1/day—Melee deals +2 dmg v good opp.
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NAME ALIGN/RACE INIT A
= [Fiendish Octopus (CR 1) e ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Al 16|14 13]
(¢}
45T/ 12| INT 3 |[FoRT[+3|sPD| 215,
17
o

DEX| 17 | wis| 12 || REF| +6 [GRAP| +2 |VIs|oisy

WWW.THECAMEMECHANICS.COM

coN| 11 [cHA| 3 || wit| +1 | (AMEMECHARICS

Skills Skills
Climb +11| Jump> +0 Esc +13|Lis +2 [ Swim +9
Hide* +7 | Spot™ +4 Hide +11| Spot +5
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4 BPS 1dé +poison Arms +5 =
Bite +0 BPS 1d3

HP
11 hp (2d8+2)

Special/Notes

Outsider, vermin traits; res cold 5, fire 5; SR 7.

Poison (Ex): Fort DC 12 or 1d4 Str dmg.

Web (Ex): Throw as net (<=Lg, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 12, Str 16. See MM.

Smite Good (Su): 1/day—Melee deals +2 dmg v good opp.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.
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HP
9 hp (2d8)

Special/Notes

Aquatic, outsider traits; res cold 5, fire 5; SR 7.

Improved Grab (Ex): Arms; grap as free act w/o AoQ; auto bite dmg.
Ink Cloud (Ex): 10x10x10 ft; 1/min.; free act; total conceal.

Jet (Ex): Full-rd act; mv 200 ft in straight line; no AoO.

Smite Good (Su): 1/day—Melee deals +2 dmg v good opp.
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
= [Fiendish Shark, Medium ((R1) E | | = |Fiendish Snake, Medium Viper (C(R1) E | |
MOHSTER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 7l 4 AC| 1512 13[ 4 AC| 16|13 13[
o o
% STR| 13 | INT| 3 [|FORT| +4 | SPD| swim 60 % STR| 8 | INT| 3 [|FORT| +3 | SPD| 2. cimb2oft.
uDJ dark 60, uDJ dark 60,
DEX| 15 | wis| 12 REF| +5 |GRAP| +3 |VIS|%in 30 DEX| 17 | wis| 12 REF| +6 |GRAP| +0 |VIS|rsn 60
'[ M&CGMEM[(W"\(S(ON ™ '[ M&CGMEM[(W"\(S(ON .
CON| 13 [cHA| 2 || wiLL| +2 CﬁMEH_E(HﬂH'I% CON| 11 |cHA| 2 || wiLL| +1 CﬁMEH_E(HﬂH'I%
Skills Skills
Lis +6 | Swim +9 Bal +11|Hide +12| Spot +H
Spot +6 Climb +11|Lis +5 | Swim +7
AtEuch @#) Bonus Type Damage AtEuch @#) Bonus Type Damage .
Bite +4 BPS 1dé6+1 Bite +4 BPS 1d4-1 +poison
HP HP
16 hp (3d8+3) 9 hp (2d8)
Special/Notes Special/Notes
Aquatic, outsider traits; res cold 5, fire 5; SR 8. = Outsider traits; res cold 5, fire 5; scent; SR 7. (=
Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect blood| Z Poison (Ex): Injury, Fort DC 11, init & sec dmg 1d6 Con. Z
w/in mile; underwater only. 8 Smite Good (Su): 1/day—Melee deals +2 dmg v good opp. 8
Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. Z Z
a a
o ()]
C C
) )

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= |Fiendish Squid (CR 1) E || 4 |Fiendish Wolf (cR 1) E ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac 161313 4 Ac{14 12| 12]
o o
% STR| 14 | INT| 3 ||FORT| +3 | SPD| swim 60 ft % STR| 13 | INT| 3 ||FORT|+5 | SPD 50 ft
w - P i
SMDEX| 17 | Wis| 12 || REF| +6 [GRAP| +8 [VIS[iuicko| SlDEX| 15 | Wis| 12 || REF| +5 [GRAP| +2 |VIS{inicko
THIMKGMEMKW"KS ©OM - THIMKGMEMKW"KS ©OM @w
CON| 11 |cHA| 2 || wiLL{ +2 | ¢ GMEMECHANICS CON|15 |CHA| 6 || wiLL| +1 | C GMEMECHANICS
Skills Skills
Lis +7 | Swim +10 Hide +2 [M.Sil +3 | Surv* +1
Spot +7 Lis +3 | Spot +3
Attack (#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Arms +4 B O Bite +3 BPS 1d6+1
Bite -1 _BPS 1dé+!
HP HP
13 hp (3d8) 13 hp (2d8+4)
Special/Notes Special/Notes
Aquatic, outsider traits; res cold 5, fire 5; SR 8. = Outsider traits; res cold 5, fire 5; scent; SR 7. =
Improved Grab (Ex): Arms; grap as free act w/o AoO: bite. Z Feat: Track. Z
Ink Cloud (Ex): 1/min—10x10x10 ft; 1/min.; free act; total conceal. 8 Trip (Ex): Bite; trip (+1) as free act & w/o AoO; failing, opp can't 8
Jet (Ex): 1/rd—Full-rd act; mv 240 ft in straight line; no AoO. Z react. Z
Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. v Carrying Capacity: Lt -100, med -200, hvy -300, drag -1500. J
@] Smite Good (Su): 1/day—Melee deals +2 dmg v good opp. @]
(@] * +4 when tracking by scent. o
C C
) )
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INITIATIVE CARDS
MONSTER SET TWO

Pace 72

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT A
(Celes‘rial Bear, Black (CR 2) G _I [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC 13| 11|12
STR| 19 | INT| 3 ||FORT|+5|SPD| 40 ft

DELAY or READY

dark 60

DEX| 13 | wis| 12 REF| +4 |GRAP| +6 |VIS|io-iight

WWW.THECAMEMECHANICS.COM

coN| 15 |cHa| 6 || wiL| 2 | (AMEMECHARICE

NAME ALIGN/RACE INIT A
(Celes‘rial Dire Badger (CR 2) G _I [

BASET TCH 1 FLT [TMP CLASS/LEVEL

AC 16 (1313
STR| 14 | INT| 3 ||FORT| +7 | SPD| oo oft0 s

DELAY or READY

dark 60

DEX| 17 | wis| 12 REF| +6 |GRAP| +4 VIS|iou-iight

WWW.THECAMEMECHANICS.COM

CON| 19 |cHA| 10 | | wiILL| +4 CQMLI"IE(HQHIG

Skills Skills

Climb +4 | Spot +4 Lis +6

Lis +4 | Swim +8 Spot +6

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +6 _PS 1d4+4 Claw (2) +4 _PS 1d4+2
Bite +1 BPS 1d6+2 Bite -1 BPS 1d6+!

HP
19 hp (3d8+6)

Special/Notes

Outsider traits; res acid 5, cold 5, electric 5; scent; SR 8.
Feats: Endur, Run.

Smite Evil (Su): 1/day—Melee deals +3 dmg v evil opp.
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Celestial Bombardier Beetle, Giant &

BASET TCH 1 FLT [TMP

NAME ALIGN/RACE |' INIT

CLASS/LEVEL

ACl16 (10|16
STR|13 | INT| 3 |[FORT|+5|sPD| 30 ft

DELAY or READY

dark 60

DEX| 10 | wis| 10 || REF| +0 |GRAP| +2 |VIS

WWW.THECAMEMECHANICS.COM

CON| 14 cHA| 9 || wiLL| +O | (AMEMECHARICS

HP
28 hp (3d8+15)

Special/Notes

Outsider traits; res acid 5, cold 5, electric 5; scent; SR 8.
Feats: Track.

Rage (Ex): On turn after taking dmg; until it or opp is dead; +4 Str,
+4 Con, -2 AC.

Smite Evil (Su): 1/day—Melee deals +3 dmg v evil opp.
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NAME ALIGN/RACE INIT
(Celes‘rial Hippogriff (CR2) 6 [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC/15 |11 (13
STR| 18 | INT| 3 ||FORT|+6 | SPD| 4, 160 41 tova)

DELAY or READY

dark 60

DEX| 15 | WiS| 13 || REF| +5 [GRAP|+11 [VIS|iu-iighi

WWW.THECAMEMECHANICS.COM

coN|16 |cHa| 8 || wiL| +2 | (AMEMECHARICE

Skills Skills

Lis +7 | Swim +10 Lis +4

Spot +7 Spot +8

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +2 BPS 1d4+1 Claw (2) +6  _PS 1d4+4
Bite +1 BPS 1d8+2

HP
13 hp (2d8+4)

Special/Notes

Outsider, vermin traits; res acid 5, cold 5, electric 5; SR 7.
Vermin traits.

Breath Weapon (Su): 1/rd—10-f+ cone of vapor, 1d4+2 acid dmg, Fort|
DC 13 neg.

Smite Evil (Su): 1/day—Melee deals +2 dmg v evil opp.
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HP
25 hp (3d10+9)

Special/Notes

Outsider traits; res acid 5, cold 5, electric 5; scent; SR 8.
Feats: Dodge, Wingover.

Carrying Capacity: Lt -300; med -600; hvy -900.

Smite Evil (Su): 1/day—Melee deals +3 dmg v evil opp.
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©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.




|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
= [Fiendish Boar (CR 2) E || = [Fiendish Crocodile ((R2) ~ E ||
MONSTER SET TWO 2 2
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pact T3 3 Ac 1610 16 3 Ac15 ] 11 [14]
o o
% STR| 15 | INT| 3 ||FORT| +6 | SPD| 40 ft % STR| 19 | INT| 3 ||FORT|+6 [ SPD| 2%
uQJ dark 60, uQJ dark 60,
DEX| 10 | wis| 13 REF| +3 |GRAP| +4 |VIS|iou-iight DEX| 12 | wis| 12 REF| +4 |GRAP| +6 [VIS|iou-iight
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM -
CON| 17 |CHA| 4 || WILL| +2 CQHE”E(HQHICS CON|17 [CHA| 2 || WILL|+2 CQHE”E(HQHICS
Skills Skills
Lis +7 Hide* +7 | Spot +4
Spot +5 Lis +4 | Swim +12
Attack (#) Bonus Type Damage Atguch @#) Bonus Damage
Gore +4 P 1d8+3 Bite +6 BPS 1d8+6
Tail Slap +6 B 1d12+6
HP HP
25 hp (3d8+12) 22 hp (3d8+9)
Special/Notes Special/Notes
Outsider traits; res cold 5, fire 5; scent; SR 8. [ Outsider traits; res cold 5, fire 5; SR 8. [
Ferocity (Ex): No penalty for fighting while disabled or dying. Z Hold Breath: Hold breath for 4xCon score rds, then risk drowning. Z
Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. 8 Improved Grab (Ex): Bite; grap as free act w/o AoO; can drag into 8
Z water and pin on bottom. Z
w Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. v
(@] * +4 to Hide in water. (@]
o ()]
C C
) )
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
 [Fiendish Dire Weasel ((R2)  E || 4 |Fiendish Snake, Constrictor ((R2) E | |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl16]14] 12 4 Acl15]13]12]
o o
% STR[14 | INT| 3 ||FORT|+3|SPD| 40 ft % STR|17 | INT| 1 ||FORT|+4 | SPD| 20ft cims20f,
ud‘ dark 60, uDJ dark 60,
DEX| 19 | WIS| 12 || REF| +7 |GRAP| +4 |VIS|iow-iight DEX| 17 | WIS| 12 || REF|+6 |GRAP|+5 [VIS|,ien 30
WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e
CON| 10 |cHA| 11 || wWILL| +4 CQHE”E(HQHICS CON| 13 |CHA| 2 || wILL| +2 CQHE”E(HQHICS
Skills Skills
Hide +8 [M Sil +8 Bal +11|Hide +10| Spot +7
Lis +3 |Spot +H Climb +14|Lis +7 | Swim +11
Atguch @#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Bite +6  BPS 1d6+3 Bite +5 BPS 1d3+4
HP HP
13 hp (3d8) 19 hp (3d8+6)
Special/Notes Special/Notes
Outsider traits; res cold 5, fire 5; scent; SR 8. = Outsider traits; res cold 5, fire 5; scent; SR 8. =
Attach (Ex): Auto bite dmg; loses Dex bonus to AC; pin to remove. Z Constrict (Ex): Grap; 1d3+4 dmg. Z
Blood Drain (Ex): Begin turn attached: 1d4 Con dmg. 8 Improved Grab (Ex): Bite; grap as free act w/o AoO; constrict. 8
Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. Z Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. Z
a a
(@] ()]
C C
) )
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT NAME 'ALIGN/RACE INIT
> (Fiendish Snake, Large Viper (CR2) E [ > ﬁ-‘iendish Wolverine (CR2) N [
MO”STER SET TWO ﬁ BASET TCH 7 FLT 1 TMP CLASS/LEVEL ﬁ BASEy TCH 1 FLT 7 TMP CLASS/LEVEL
Pact 74 3 Ac(15] 12| 12] 3 Ac14 [ 12]12]
o) o
% STR| 10 | INT| 3 ||FORT| +3 | SPD| ! clmb20ft, % STR| 14 | INT| 2 ||FORT| +7 | SPD| ¥ fourron 10f+.
w L N
MDExX| 17 | wis| 12 || REF| +6 [GRAP| +6 |vis|smso|| [BNDEX| 15 | wis|12 || REF|+5 [GRAP| +4 [vis/™ <"
'[ M&canmmammon ™ '[ M&canmmammon .
CON| 11 [cHA| 2 || wiLL| +2 CﬁMEH_E(HﬂH'I% CON| 19 |cHA| 10 | | wiLL| +2 CﬁMEH_E(HﬂH'I%
Skills Skills
Bal +11|Hide +8 | Spot +6 Hide. +6 |M.Sil +6 |S Mot +7
Climb +11|Lis +5 [ Swim +8 Lis +7 |Ride +6 | Swim +9
Att'uch @#) Bonus Type Damage . Attack (#) Bonus Type Damage
Bite +4 BPS 1d4 +poison Claw (2) +4 _PS 1d4+2
Bite -1 BPS 1d6+1
HP HP
13 hp (3d8) 28 hp (3d8+15)
Special/Notes Special/Notes
Outsider traits; res cold 5, fire 5; scent; SR 8. Cc Outsider traits; res cold 5, fire 5; scent; SR 8. (=
Poison (Ex): Injury, Fort DC 11, init & sec dmg 1dé Con. Z Feat: Track. Z
Smite Good (Su): 1/day—Melee deals +3 dmg v good opp. 8 Rage (Ex): On turn after taking dmg; until it or opp is dead: +4 Str, 8
+4 Con, -2 AC.
?; Smi‘l’oe'1 Good (Su): 1/day—Melee deals +3 dmg v good opp. ?;
(o) (o)
C C
w w

NAME ALIGN/RACE INIT NAME ALIGN/RACE INIT
N [Celestial Bison (CR 3) c || = [Fiendish Ape (CR 3) N
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Ac[13] 9 [13] 3 Ac[14 11 12]
(¢} (¢}
e4 STR| 22| INT| 3 ||FORT|+7|sPD| 40 ft B4 STR| 21 | INT| 3 ||FORT| +6 [ SPD| oo f6s
- -
17 17
dark 60,
BYDEX| 10 | wis| 11 || REF| +4 |GRAP[+13VIS|owiai| | [BNDEX| 15 | Wis| 12 || REF| +6 |GRAP|+12|VIS|ir: o
THIMKMEMKHD"KS ©OM - THIMKMEMKHD"KS ©OM @W
CON| 16 |CHA| 4 || wiLL| +1 | C AMEMECHANICS CON| 14 |CHA| 7 || wiLL{ +2 | ¢ GMEMECHANICS
Skills Skills
Lis +7 Climb +14|Spot +6
Spot +5 Lis +6
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Gore +8 P 1d8+9 Claw (2) +7 _PS 1d6+5
Bite +2 BPS 1d6+2
HP HP
37 hp (5d8+15) 29 hp (4d8+11)
Special/Notes Special/Notes
Outsider traits: DR 5/mag: nat wpns mag for DR; res acid 5, cold [ Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5, fire [
5, electric 5; scent; SR 10. Z 5. scent; SR 9. 4
Stampede (Ex): When frightened, herd flees danger as group in 8 Smite Good (Su): 1/day—Melee deals +4 dmg v good opp. 8
random direction; 1d12 dmg to <=Lg creatures per 5 in herd: Ref DC 52 Z
18 half. ] J
Smite Evil (Su): 1/day—Melee deals +5 dmg v evil opp. Q o
o o
Cc Cc
) )
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INITIATIVE CARDS
MONSTER SET TWO

PacE 75

Permission granted to photocopy

for personal use only.

NAME ALIGN/RACE INIT
Fiendish Dire Bat (R 3) E ||

BASET TCH 1 FLT 1 TMP CLASS/LEVEL
ac/20] 15 14|

STR| 17 | INT| 3 ||FORT|+7 [ SPD| 4 4% oo

DELAY or READY

DEX| 22 | WiS| 14 || REF|+10|GRAP[+10VIS|%m 5

WWW.THECAMEMECHANICS.COM

coN| 17 |cHa| 6 || wiLL| +6 | (AMEMECHARICE

iendish Monstrous Centipede, Huge E

BASET TCH 1 FLT [TMP

I’ NAME ALIGN/RACE |' INIT

CLASS/LEVEL

ACl 161014
STR| 17 | INT| 3 |[FORT| +6 | SPD 40 f1,

climb 40 ft

DELAY or READY

dark 60

DEX| 15 | wis| 10 REF| +4 |GRAP|+15|VIS

WWW.THECAMEMECHANICS.COM

con[12]cral 2 || wiL]+2 | CAHEMECHANIG

Skills Skills

Hide +4 |M Sil +11 Climb +11|Spot +4

Lis +12| Spot +8 Hide +2

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Bite +5 M 1d8+4 Bite +5 BPS 2d6+4 +poison

HP
30 hp (4d8+12)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5,
fire 5. SR 9.

Smite Good (Su): 1/day—Melee deals +4 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

iendish Monstrous Spider, Large E

BASET TCH 1 FLT [TMP

I’ NAME ALIGN/RACE |' INIT

CLASS/LEVEL

AC 14|12| 11
STR|15 | INT| 3 |[FORT|+5|sPD| ¥

climb 20 ft

DELAY or READY

dark 60,

DEX| 17 | wis| 10 || REF| +4 |GRAP| +9 |VIS|%ren e0

WWW.THECAMEMECHANICS.COM

con| 12 |cHa| 2 || wiLt| +1 | (GMEMECHARICE

HP
33 hp (6d8+6)

Special/Notes

Outsider, vermin traits; DR 5/mag: nat wpns mag for DR: res cold
5, fire 5; SR 11.

Poison: Injury; Fort DC 14; init & sec dmg 1d6 Dex.

Smite Good (Su): 1/day—Melee deals +6 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4
ﬁ’iendish Shark, Large (CR 3) E —I [

BASET TCH 1 FLT [TMP

CLASS/LEVEL

AC/ 15| 1113
STR| 17 | INT| 3 ||FORT| +8 | SPD| swim 60 ft

DELAY or READY

dark 60,

DEX| 15 | wis| 12 || REF|+7 |GRAP|+12|VIS|bisn 30

WWW.THECAMEMECHANICS.COM

CON|13 [cHA| 2 || wiLL| +3 CTfiﬁm(unnT%M

Skills Skills

Climb +11| Jump> +2 Lis +8 [ Swim +11
Hide* +3 | Spot™ +4 Spot +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +4 BPS 1d8+3 +poison Bite +7 BPS 1d8+4

HP
22 hp (4d8+4)

Special/Notes

Outsider, vermin traits; res cold 5, fire 5; SR 9.

Poison (Ex): Fort DC 13 or 1d6 Str dmg.

Web (Ex): Throw as net (<=Huge, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 13, Str 17. See MM.

Smite Good (Su): 1/day—Melee deals +4 dmg v good opp.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
38 hp (7d8+7)

Special/Notes

Aquatic, outsider, traits: DR 5/mag: nat wpns mag for DR: res
cold 5, fire 5; SR 12.

Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect
blood w/in mile; underwater only.

Smite Good (Su): 1/day—Melee deals +7 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.




|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
> (Celes‘rial Eagle, Giant (CR 4) G [ = (Celes‘rial Owl, Giant (CR 4) G _I [
MO”STER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
PAcE 76 4 AC| 15|12 12[ 4 AC| 15|12 12[
(¢} (¢}
% STR| 18 | INT| 10 | |[FORT| +5 | SPD| 4 a0t iove) % STR| 18 | INT| 10 ||FORT| +5 | SPD| 4, 701 (av)
] ] dark 60,
DEX| 17 | Wis| 14 || REF| +7 (GRAP(+12\Vis|iizi( | [RlIDEX| 17 | Wis| 14 || REF| +7 (GRAP|+12/Vis=p -
T”[MKMEM[(W"KS ©OM @W T”[MKMEM[(W"KS ©OM @W
CON| 12 [CHA|10 || WILL| +3 CAMEMECHARICS CON| 12 [CHA|10 || WILL| +3 CAMEMECHARICS
Skills Skills
Lis +6 | Spot +15 Lis +17|Spot +10
S Mot +4 | Sury +3 M Sil* +8
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +7 _PS 1d6+4 Claw (2) +7/ _PS 1d6+4
Bite +2 BPS 1d8+2 Bite +2 BPS 1d8+2
HP HP
26 hp (4d10+4) 26 hp (4d10+4)
Special/Notes Special/Notes
Outsider traits: DR 5/mag: nat wpns mag for DR: res acid 5, cold [f= Outsider traits; DR 5/mag; nat wpns mag for DR: res acid 5, cold [{=
5, electric 5: SR 9. Z 5, electric 5: SR 9. Z
Feats: Flyby Atk. 8 Feat: Wingover. 8
Evasion (Ex): As rog. Z Superior Low-Light Vision (Ex): 5 x human sight in low light. Z
Carrying Capacity: Lt -300, med -600, hvy -900. W Carrying Capacity: Lt -300; med -600; hvy -900. 0
Smite Evil (Su): 1/day—Melee deals +4 dmg v evil opp. Q Smite Evil (Su): 1/day—Melee deals +4 dmg v evil opp. Q
o * +8 to M Sil when in flight. o
o o
“ “
©2003-2005 The Game Mechanics. Inc. T Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics. Inc. Tie Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= [Celestial Lion (CR 4) c || = [Fiendish Deinonychus ((R4)  E ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 Acl15 1212 3 Al 16 11 14]
o o
2 STR| 21| INT| 3 ||FORT| +6 | SPD 40 ft 2 STR| 19 | INT| 3 ||FORT|+8 | SPD 60 ft
d dark 60 d dark 60
SMDEX| 17 | WiIs| 12 || REF| +7 [GRAP[+12VIS|niions BMDEX| 15 | Wis| 12 || REF| +6 [GRAP|+11 [VIS|iwcnt
T”[MKGMEMKW"KS ©OM - T”[MKGMEMKW"KS ©OM @W
CON| 15 |CcHA| 6 || wWILL| +2 (AMEMECHANICS CON| 19 |cHA| 10 || wiILL| +2 (AMEMECHANICS
Skills Skills
Bal +7 |Lis +5 | Spot +5 Hide +8 |Lis +10| Sury +10
Hide* +3 |M Sil +11 Jump +26|Spot +10
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +7 _PS 1d4+5 Talon +6 _PS 2d6+4
Bite +2 BPS 1d8+2 Foreclaw (2) +1 _PS 1d3+2
Bite +1 BPS 2d4+2
HP HP
32 hp (5d8+10) 34 hp (4d8+16)
Special/Notes Special/Notes
Outsider traits: DR 5/mag: nat wpns mag for DR; res acid 5, cold [ Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5, fire [
5, electric 5; scent; SR 10. Z 5. scent; SR 9. 4
Feat: Run. 8 Feats: Run, Track. 8
Pounce (Ex): Full atk (inc 2 rakes) w/ charge. Z Pounce (Ex): Full atk w/ charge. Z
Improved Grab (Ex): Bite; grap as a free act w/o AoQ:; rake. wv Smite Good (Su): 1/day—Melee deals +4 dmg v good opp. wv
Rake (Ex): +7 melee, 1d4+2 dmg. (@] Q
Smite Evil (Su): 1/day—Melee deals +5 dmg v evil opp. o o
* +12 in tall grass or hvy undergrowth. E E
Permission granted to photocopy
for personal use only. ©2003-2005 The Game Mechanics, Inc. TE Gave MecHanics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics, Inc. ThE Gave MecHaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.




|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
4 [Fiendish Dire Ape (CR 4) E || " [Fiendish Dire Wolf ((R4) ~ E ||
MOHSTER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pace 77 3 Ac(15 | 11 [13] 3 Ac14]11]12]
o o
B4l STR| 22| INT| 3 ||FORT| +6 [ SPD|  ooibs B4 STR| 25| INT| 3 ||FORT|+8 | SPD| 50 ft
d dark 60 d dark 60
SMDEX| 15 | wis| 12 REF| +6 |GRAP|+13|VIS|io-iight SMDEX| 15 | wis| 12 REF| +7 |GRAP|+15|VIS|o-iight
'[ M&CGMEM[(ND"\(S(ON ™ '[ M&CGMEM[(ND"\(S(ON .
CON| 14 |CHA| 7 || WILL| +5 CﬁMEH_E(HﬂH'I% CON| 17 |cHA| 10 || wiILL| +6 CﬁMEH_E(HﬂH'I%
Skills Skills
Climb +14| M Sil +4 Hide +0 M. Sl +4 | Surv* +2
Lis +b |Spot +6 Lis +7 | Spot +7
Attack (#) Bonus Type Damage AtEuch @#) Bonus Type Damage
Claw (2) +8 _PS 1d6+6 Bite +11 BPS 1d8+10
Bite +3 _BPS 1d8+3
HP HP
35 hp (5d8+13) 45 hp (6d8+18)
Special/Notes Special/Notes
Outsider traits; DR 5/mag: nat wpns mag for DR; res acid 5, [ Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5, [
cold 5, electric 5: scent; SR 10. Z fire 5; scent; SR 11. Zz
Rend (Ex): Both claws; auto 2d6+9 dmg. 8 Feats: Run, Track. 8
Smite Evil (Su): 1/day—Melee deals +5 dmg v evil opp. Z Trip (Ex): Bite; trip (+11) as free act & w/o AoO:; failing, opp can't Z
1.
6 ;er:i(':re Good (Su): 1/day—Melee deals +6 dmg v good opp. 6
8 * +4 when tracking by scent. 8
“ “

dark 60 dark 60

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 |Fiendish Praying Mantis, Giant (CR4) E | | = [Fiendish Giant Wasp ((R4)  E ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
d acl14] 8 14[ 4 AC|14 |10 13[
(¢} (¢}
% STR| 19 | INT| 3 ||FORT| +6 |SPD|  z2f. % STR| 18 | INT| 3 ||FORT| +6 | SPD| 4 65 % oo
T1] 17
(a] o

DEX| 8 | wis|14 || REF|+0 |GRAP|+11|VIS DEX| 12 | wis| 13 || REF|+2 |GRAP|+11|VIS

'm[ WWW.THECAMEMECHANICS.COM @W 'm[ WWW.THECAMEMECHANICS.COM @W
CON| 15 |cHA| 11 || wiLL{ +3 | ¢ GMEMECHANICS CON| 14 |cHA| 11 || wiLL{ +2 | ¢ GMEMECHANICS
Skills Skills
Hide* -1 |Spot +6 Spot +9
Spot +6 Surv +1
Attack (#) Bonus Type Damage Attm‘:h @#) Bonus Type Damage X
Claws +6 _PS 1d8+4 Sting +6 P 1d3+6 +poison
Bite +1 BPS 1d6+2
Bite' +6 BPS 1d6+2
HP HP
26 hp (4d8+8) 32 hp (5d8+10)
Special/Notes Special/Notes
Outsider, vermin traits; DR 5/mag: nat wpns mag for DR; c Outsider, vermin traits; DR 5/mag: nat wpns mag for DR: c
res cold 5, fire 5; SR 9. 7= res cold 5, fire 5; SR 10. 7=
Improved Grab (Ex): Claws: grap as free act w/o AoO. 8 Poison (Ex): Injury, Fort DC 14, init & sec dmg 1dé Dex. 8
Smite Good (Su): 1/day—Melee deals +4 dmg v good opp. Z Smite Good (Su): 1/day—Melee deals +5 dmg v good opp. Z
*+13 to Hide surrounded by foliage. ] v
t Bite is primary atk on grap opp. @] o
o o
(= (=
v v
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INITIATIVE CARDS

MONSTER SET TWO
Pact 78
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
> (Fiendish Monstrous Scorpion, Large E [ > ﬁ-‘iendish Snake, Huge Viper (CR4) E [
5 BASET TCH 1 FLT 1 TMP CLASS/LEVEL 5 BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 A 16| 9 [16] 4 Ac[15]10[15]
o o
% STR| 19 | INT| 3 ||FORT| +6 | SPD| 50 ft % STR| 16 | INT| 3 |[FORT| +6 | SPD| 20ftcims20ft,
wl wl
BMDEX| 10 | Wis| 10 || REF| +1 |GRAP|+11|VIS|$eo: BUDEX| 15 | WIS| 12 || REF|+7 |GRAP|+15|VIs|3mk 6%
CON| 14 |CHA| 2 || wiLL| +1 CQﬁMEHE(HﬂHI(S CON|13 [cHA| 2 || WiLL| +3 CQﬁMEHE(HﬂHI(S
Skills Skills
Climb +8 | Spot +4 Bal +10|Hide +3 | Spot +7
Hide +0 Climb +11|Lis +7 | Swim +11
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +6 _PS 1d6+4 Bite +6 _BPS 1dé6+4 +poison
Sting +1 P 1d6+2 +poison

HP
32 hp (5d8+10)

Special/Notes

Outsider, vermin traits; DR 5/mag: nat wpns mag for DR;
res cold 5, fire 5; SR 10.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury; Fort DC 14; init & sec dmg 1d4 Con.

Smite Good (Su): 1/day—Melee deals +5 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

dark 60

DEX| 13 | WIS| 12 || REF| +6 [GRAP|+16 |VIS|ow iight

NAME ALIGN/RACE INIT 4
Y |Celestial Bear, Brown (CR 5) G —H
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL
3 Acl15 |10 14]
(o]
B4l STR| 27| INT| 3 ||FORT|+9|SPD| 40 ft
—
wl
@

WWW.THECAMEMECHANICS.COM

wiLL| +3 | CAMEMECHANICS

CON| 19 |CHA| 6

HP
33 hp (6d8+6)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5,
fire 5. scent; SR 11.

Feats: Run.

Poison (Ex): Injury, Fort DC 14, init & sec dmg 1d6 Con.

Smite Good (Su): 1/day—Melee deals +6 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

ALIGN/RACE |' INIT

dark 60

NAME
X (Celes’rial Stag Beetle, Giant (CR5) 6
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac(19] 9 [19]
o
B4 STR| 23| INT| 3 ||FORT|+8 |SPD| 20 ft
—
17
a)

DEX| 10 | wis| 10 || REF| +2 |GRAP[+15|VIS

WWW.THECAMEMECHANICS.COM

WILL| +2 | CHMEMECHANICS

CON|17 |cHA| 9

Skills Skills

Lis +4 | Swim +12 Lis +8 | Swim, +12

Spot +7 Spot +7

Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage

Claw (2) +11 _PS 1d8+8 Bite +10 _PS 4d6+9
Bite +6 BPS 2d6+4

HP
51 hp (6d8+24)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR: res acid 5,
cold 5, electric 5; scent; SR 11.

Feats: Endur, Run, Track.

Improved Grab (Ex): Claw; grap as free act w/o AoO.

Smite Evil (Su): 1/day—Melee deals +6 dmg v evil opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
52 hp (7d8+21)

Special/Notes

Outsider, vermin traits; DR 5/mag: nat wpns mag for DR;
res acid 5, cold 5, electric 5; SR 12.

Trample (Ex): 2d8+3 dmg, Ref DC 19 half.

Smite Evil (Su): 1/day—Melee deals +7 dmg v evil opp.

SNOIDSNOJNN
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INITIATIVE CARDS

MONSTER SET TWO
Pace 79
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= (Celes‘rial Griffon (CR b) G _I [ Y |Celestial Sea Cat (CR 5) G _I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 1711 15] 3 Ac(18]10[17]
(o] o
% STR 18 | INT| 5 ||FORT| +8|SPD| 3ot % STR|19 | INT| 3 ||FORT|+8|SPD| _mof
wl (TT]
BDEX| 15 | Wis| 13 || REF| +7 (GRAP|+15\VIs|inicn|| [EMDEX| 12 | WIS| 13 || REF| +6 |GRAP[+14 VIS|urion:
CON| 16 [CHA| 8 || WiILL| +5 CQﬁMEHE(HﬂHICS CON|17 |CHA| 10 || WILL| +5 CQﬁMEHE(HﬂHICS
Skills Skills
Jump +8 | Spot +10 Lis +8 | Swim +12
Lis +6 Spot +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +11 BPS 2d6+4 Claw (2) +9 PS 1d6+4
Claw (2) +8 PS 1d4+2 Bite +4 BPS 1d8+2

HP
59 hp (7d10+21)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res acid 5,

cold 5, electric 5; scent; SR 12.
Pounce (Ex): Full atk w/ dive or charge.
Rake (Ex): +8 melee, 1d6+2 dmg.

Carrying Capacity: Lt -300; med -600; hvy -900.
Smite Evil (Su): 1/day—Melee deals +7 dmg v evil opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
51 hp (6d10+18)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res acid 5,

cold 5, electric 5; scent; SR 11.
Feat: Endur.

Hold Breath: Hold breath for 6xCon score rds, then risk drowning.

Rend (Ex): Both claws; auto 2d6+6 dmg.
Smite Evil (Su): 1/day—Melee deals +6 d

mg v evil opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT
»y |Fiendish Dire Boar (CR 5) E _I [ Y |Fiendish Dire Wolverine (CR5) E _I [
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac15] 9 [ 15] 3 Ac 16|12 13]
o o
% STR| 27| INT| 3 ||FORT| +8 |SPD| 40 ft % STR|22| INT| 3 ||FORT|+8|SPD| 3ot
wl wl
BUDEX| 10 | wis| 13 || REF| +5 |GRAP[+17vis|irisnl | EGNDEX| 17 | wis| 12 || REF| +7 |GRAP[+13 |VIS|iron:
CON|17 |CHA| 8 || WILL| +8 CQﬁMEHE(HﬂHICS CON| 19 |cHA| 10 || WILL| +B CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +8 Climb +14|Spot +7
Spot +8 Lis +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Gore +12 P 1d8+12 Claw (2) +8 PS 1d6+6
Bite +3  BPS 1d8+3

HP
52 hp (7d8+21)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR: res cold 5,

fire 5. scent; SR 12.
Feat: Endur.

Ferocity (Ex): No penalty for fighting while disabled or dying.
Smite Good (Su): 1/day—Melee deals +7 dmg v good opp.

SNOIDSNOJNN

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

HP
45 hp (5d8+23)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5,

fire 5. scent; SR 10.
Feat: Track.

Rage (Ex): On turn after taking dmg; until it or opp is dead: +4 Str,

+4 Con, -2 AC.

Smite Evil (Su): 1/day—Melee deals +5 dmg v evil opp.

SNOIDSNOJNN
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INITIATIVE CARDS NAVE

ALIGN/RACE INIT NAME ALIGN/RACE INIT

= [Fiendish Crocodile, Giant ((R5) ~ E | | = |Fiendish Tiger (CR 5) e ||
MO”STER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pac 80 3 Ac16] 9 |15 3 Ac14]11]12]

(¢} (¢}

£4 SR 27| INT| 3 ||FORT|+9|sPD| 0% £4 STR 23| INT| 3 ||FORT|+8 | SPD| 40 ft

- -

uQJ dark 60 uQJ dark 60

Permission granted to photocopy
for personal use only.

DEX| 12 | wis| 12 REF| +6 |GRAP|+2 1|VIS|io-iight

WWW.THECAMEMECHANICS.COM

CON| 19 [cHA| 2 || wiL|+3 | (AMEMECHARICS

DEX| 15 | wis| 12 REF| +7 |GRAP|+14|VIS|o-iight

WWW.THECAMEMECHANICS.COM

CON|17 [cHA| 6 || wiLL|+3 | (AMEMECHARICS

Skills Skills

Hide* +1|Spot +5 Bal +6 |Lis +3 | Spot. +3

Lis +5 [ Swim +16 Hide* +3 |M.Sil +9 | Swim +11

Atguch @#) Bonus Damage Attack (#) Bonus Type Damage

Bite +11 BPS 2d8+12 Claw (2) +9 PS 1d8+6

Tail slap +11 B 1d12+12 Bite +4 BPS 2d6+3

HP HP

59 hp (7d8+28) 45 hp (6d8+18)

Special/Notes Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5, [ Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 5, [

fire 5. SR 12. Z fire 5. scent; SR 11. Z

Improved Grab (Ex): Bite; grap as free act w/o AoO. 8 Improved Grab (Ex): Claw or bite; grap as free act w/o AoO; rake. 8

Hold Breath: Hold breath for 4xCon score rds, then risk drown. Z Pounce (Ex): Full atk w/ charge, including 2 rakes. Z

* +10 to Hide in water. w Rake (Ex): +9 melee, 1d8+3 dmg. w

Smite Good (Su): 1/day—Melee deals +7 dmg v good opp. Q Smite Good (Su): 1/day—Melee deals +6 dmg v good opp. Q
8 * +8 to Hide in tall grass or heavy undergrowth. 8
W W
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= [Celestial Bear, Polar ((R6) 6 || = [Fiendish Rhinoceros (CR6) ~ E ||
E BASE TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac( 1510 14] o cl16] 9 [16]
o o
B4 STR| 27| INT| 3 ||FORT|+10| SPD| _‘f B4 STR| 26 | INT| 3 ||FORT|+11|SPD| 30 ft
- -
wl wl
BlDEX| 13 | Wis| 12 || REF| +7 (GRAP[+18Vis|iricni||  IElIDEX| 10 | wWis| 13 || REF| +6 |GRAP|+18|VIS|iion
CON|[19 |CHA| 6 || WILL| +3 CQﬁMEHE(HﬂHICS CON| 21 |CHA| 2 || WILL| +3 CQﬁMEHE(HﬂHI(S
Skills Skills
Hide* -2 |Spot +7 Lis +14
Lis +5 | Swim +16 Spot +3
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +13 PSS 1d8+8 Gore +13 P 2d6+12
Bite +8 BPS 2d6+4

HP
68 hp (8d8+32)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res acid 10,
cold 10, electric 10; scent; SR 13.

Feats: Endur, Run, Track.

Improved Grab (Ex): Claw; grap as free act w/o AoO.

Smite Evil (Su): 1/day—Melee deals +8 dmg v evil opp.

* +12 to Hide in snowy areas.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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HP
76 hp (8d8+40)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 10,
fire 10; SR 13.

Feat: Endur.

Powerful Charge (Ex): 4d6+24 dmg w/ charge.

Smite Good (Su): 1/day—Melee deals +8 dmg v good opp.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrcizaxics and The Game Mechanics Logo are trademarks of The Game Mechanics,
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INITIATIVE CARDS

MONSTER SET TWO
Pact 8l

Permission granted to photocopy
for personal use only.

NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
= (Fiendish Shark, Huge (CR 6) E —I [ > (Celes‘rial Dire Lion (CR 7) G —I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
‘g AC 15|10 13[ ‘g AC 15|11 13[
B4l STR| 21| INT| 3 ||FORT|+11| SPD|  swimeofr B4l STR| 25 | INT| 3 ||FORT|+9 [ SPD| 40 ft
- -
wl wl
BMDEX| 15 | wis| 12 || REF| +9 |GRAPR20(VIS| %k 55 BUDEX| 15 | Wis|12 || REF| +8 [GRAP[+17 |VIS|iarhéo:
CON| 15 |cHA| 2 || WILL| +4 CQﬁMEHE(HﬂHICS CON| 17 |cHA| 10 || WILL| +7 CQﬁMEHE(HﬂHI(S
Skills Skills
Lis +10|Swim +13 Hide* +2 |M Sil +5
Spot +10 Lis +7 | Spot +7
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +10 BPS 2d6+7 Claw (2) +13 PSS 1d6+7
Bite +7 BPS 1d8+3

HP
65 hp (10d8+20)

Special/Notes

res cold 10, fire 10; SR 15.

w/in mile; underwater only.

Aquatic, outsider traits; DR 5/mag: nat wpns mag for DR:
Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect blood|

Smite Good (Su): 1/day—Melee deals +10 dmg v good opp.

SNOIDSNOJNN
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HP
60 hp (8d8+24)

Special/Notes

Outsider traits; DR 5/mag: res acid 10, cold 10, electric 10;
scent; SR 13.

Feat: Run.

Improved Grab (Ex): Bite; grap as a free act w/o AoO:; rake.
Pounce (Ex): Full atk w/ charge, including rakes.

Rake (Ex): +12 melee, 1d6+3 dmg.

Smite Evil (Su): 1/day—Melee deals +8 dmg v evil opp.

* +8 to Hide in tall grass or heavy undergrowth.

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
= celestial Orca (CR 7) 6 || = [Fiendish Girallon (CR 7) e ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16| 10] 14] 4 Al 16|12 15]
o o
B4 STR| 27| INT| 3 ||FORT|+11| SPD|  swm®0ff EA STR 22 | INT| 3 ||FORT|+7 [SPD| %0f
— —
T1] ar 17
BNDEX| 15 | wWis| 14 || REF| +8 [GRAP[22 ws%;{f% BDEX| 17 | WIS| 12 || REF| +8 [GRAP[+17|VIS|iwricmi
CON| 21 |CHA| 6 || WILL| +b CQﬁMEHE(HﬂHICS CON| 14 |CHA| 7 || WILL| +b CQﬁMEHE(HﬂHI(S
Skills Skills
Lis* +14| Swim +16 Climb +14|Spot +6
Spot™ +14 M Sil +8
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Bite +12 BPS 2d6+12 Claw (4) +12 _PS 1d4+6
Bite +7 BPS 1d8+3

HP
88 hp (9d8+48)

Special/Notes

Outsider traits; DR 5/mag: res acid 10, cold 10, electric 10;

scent; SR 14.
Feats: Endur, Run.
Blindsight (Ex): Silence negates.

Hold Breath: Hold breath for 8xCon score rds, then risk drown.
Smite Evil (Su): 1/day—Melee deals +9 dmg v evil opp.
*-4 on Spot & Lis if blindsight is negated.

SNOIDSNOJNN
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HP
58 hp (7d10+20)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR: res cold 10,
fire 10; scent; SR 13.

Rend (Ex): >=2 claws; auto 2d4+9 dmg.

Smite Good (Su): 1/day—Melee deals +4 dmg v good opp.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
v ! = (Fiendish Monstrous Spider, Huge E [ >y |Fiendish Snake, Giant Constrictor  E [
O”STER SET WO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
Pact 82 4 AC| 16| 11 13[ 4 AC| 15| 11 12[
o o
% STR|19 | INT| 3 |[FORT|+8|SPD| ot % STR| 25| INT| 3 |[FORT| +8 | SPDJ0 f*.clinb 20 fr, swin
uDJ dark 60 uQJ dark 60,
DEX| 17 | wis| 10 REF| +5 |GRAP[+18VIS| " co DEX| 17 | wis| 12 REF|+10|GRAP+23 VIS IblstIIZ%
W-11g
WWW.THECAMEMECHANICS.COM - WWW.THECAMEMECHANICS.COM -
CON| 14 |CHA| 2 || WILL| +2 CQHEHE(HQHICS CON|13 [CHA| 2 || WILL| +4 CQHEHE(HQHICS
Skills Skills
Climb +12| Jump™ +4 Bal +11|Hide +10| Spot +9
Hide* -1|Spot™ +4 Climb +17|Lis +9 | Swim +16
AtEuch @#) Bonus Type Damage X Atsuch @#) Bonus Damage
Bite +9 BPS 2dé+6 +poison Bite +13 BPS 1d8+10
HP HP
52 hp (8d8+16) 63 hp (11d8+14)
Special/Notes Special/Notes
Outsider, vermin traits; DR 5/mag: nat wpns mag for DR: c Outsider traits; DR 5/mag: nat wpns mag for DR; res cold 10, [
res cold 10, fire 10; SR 13. Z fire 10; scent; SR 16. Z
Poison (Ex): Fort DC 16 or 1d8 Str dmg. 8 Feat: Endur. 8
Web (Ex): Throw as net («=Gar, 50 ft, rng inc 10 ft). Escape w/ Esc Z Constrict (Ex): Grap; 1d8+10 dmg. Z
DC 16, Str 20. See MM. w Improved Grab (Ex): Bite; grap as free act w/o AoO; constrict. v
* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when Q Smite Good (Su): 1/day—Melee deals +11 dmg v good opp. Q
using webs. o (@]
Smite Good (Su): 1/day—Melee deals +8 dmg v good opp. E E
©2003-2005 The Game Mechanics. Inc. T Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc. ©2003-2005 The Game Mechanics. Inc. Tie Game Mecianics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
4 Celestial Baleen Whale ((R8) 6 | | 4 |Fiendish Monstrous Centipede, Gar  E | |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac 16| 7 [15] 3 Ac(18] 8 [16]
o o
% STR| 35| INT| 3 ||FORT|+14| SPD| swim 40 f+ % STR| 23| INT| 3 [|FORT|+9|SPD| . 2f
UDJ dark 60, ”D-’ dark 60
DEX| 13 | wis| 12 || REF|+9 |GRAPr+33 wsrls*llz&. DEX| 15 | wis| 10 || REF| +6 |GRAP+27VIS
ow-II
WWW.THECAMEMECHANICS.COM - WWW.THECAMEMECHANICS.COM e
CON|22 |CHA| 6 || WILL| +5 C QMEHE(HQHI(S CON|[12 |CHA| 2 || wILL| +4 C QMEHE(HQHI(S
Skills Skills
Lis* +15| Swim +20 Climb +14| Spot +4
Spot* +14 Hide -2
Attm:h #) Bonus Type Damage AtEuch @#) Bonus Type Damage
Tail slap +17 B 1d8+18 Bite +11 _BPS 2d8+9 +poison
HP HP
132 hp (12d8+78) 66 hp (12d8+12)
Special/Notes Special/Notes
Outsider traits: DR 10/mag: nat wpns mag for DR: res acid 10, |f=u Outsider, vermin traits; DR 10/mag: nat wpns mag for DR: res [
cold 10, electric 10; SR 17. Zz cold 10, fire 10; SR 17. Z
Feats: Diehard, Endur. 8 Poison: Injury: Fort DC 17; init & sec dmg 1d8 Dex. 8
Blindsight (Ex): Silence negates. Z Smite Good (Su): 1/day—Melee deals +12 dmg v good opp. Z
Hold Breath: Hold breath for 8xCon score rds, then risk drowning. w w
Smite Evil (Su): 1/day—Melee deals +12 dmg v evil opp. Q o
*-4 on Spot & Lis if blindsight is negated. o o
C C
) )
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INITIATIVE CARDS

MONSTER SET TWO
Pact 83
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NAME ALIGN/RACE INIT A
(Celes‘rial Cachalot Whale (CR9) G _I [

NAME ALIGN/RACE INIT A
> (Fiendish Megaraptor (CR 8) E —I [ 2
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
d Acl16]10] 14] d acl16] 715
% STR| 21| INT| 3 ||FORT|+10Q| SPD 60 ft % STR| 35| INT| 3 ||FORT|+15| SPDiswim 40 ft
1] L
BY0ExX 15| wis| 15| | ReF| +8 |GRaP|+19|visiericr| [ EREDEX| 13 | wis| 14 || REF| +9 [GRAPI33|Visirico
con| 21|cHa| 10 | | wiLt| +4 | (GMEMECHARICE coN|24cHal 6 || wiL| +6 | (AMEMECHARICE
Skills Skills
Hide +D |Lis +12| Sury. +12||  |LisX +15| Swim +20
Jump +27| Spot +12 Spot™ +14
Attack (#) Bonus Type Damage Attack (#) Bonus Damage
Talons +9 _PS 2d8+5 Bite +17 BPS 4d6+12
Foreclaw (2) _+4 _PS 1d4+2 Tail slap +12 B 1d8+6
Bite +4 BPS 2d6+2

HP
79 hp (8d8+43)

Special/Notes

Outsider traits; DR 5/mag: nat wpns mag for DR: res cold 10,

fire 10; scent; SR 13.
Feats: Run, Track.

Pounce (Ex): Full atk w/ charge.

Smite Good (Su): 1/day—Melee deals +8 dmg v good opp.

SNOIDSNOJNN
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HP
141 hp (12d8+87)

Special/Notes

Outsider traits; DR 10/mag: nat wpns mag for DR: res acid 10,
cold 10, electric 10; SR 17.

Feats: Diehard, Endur.

Hold Breath: Hold breath for 8xCon score rds, then risk drowning.
Blindsight (Ex): Silence negates.

Smite Evil (Su): 1/day—Melee deals +12 dmg v evil opp.

*-4 on Spot & Lis if blindsight is negated.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
| [Celestial Dire Bear ((R9) 6 || = [Celestial Elephant (C(R9) 6 ||
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 AC/ 1710 16[ 3 ACl15| 8 15[
o o
E STR| 31| INT| 3 ||FORT|+12| SPD 40 f+ 2 STR| 30| INT| 3 ||FORT|+12| SPD 40 f+
— —
T1] 17
BMDEX| 13 | wWis| 12 || REF| +9 [GRAPF23\VIS|iiow |  EEMIDEX| 10 | Wis| 13 || REF| +7 [GRAP[+26|VIS|nion:
CON| 19 |CHA| 10 || wiLL| +9 | ( QMEHE(HQHI(§ CON| 21 |CHA| 7 || WILL| +6 | ( QMEHE(HQHIG
Skills Skills
Lis +10| Swim +13 Lis +12
Spot +10 Spot +10
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Claw (2) +19 PS 2d4+10 Slam +16 2d6+10
Bite +13 BPS 2d8+5 Stamp (2) +11 B 2d6+5
Gore +16 P 2d8+15
HP HP
105 hp (12d8+51) 104 hp (11d8+55)
Special/Notes Special/Notes
Outsider traits; DR 10/mag: nat wpns mag for DR; res acid 10, [ Outsider traits; DR 5/mag: nat wpns mag for DR: res acid 10, Cc
cold 10, electric 10; scent; SR 17. Z cold 10, electric 10; scent; SR 16. Z
Feats: Endur, Run. 8 Feat: Endur. 8
Improved Grab (Ex): Claw; grap as free act w/o AoO. Z Trample (Ex): 2d8+15 dmg, Ref DC 25 half. Z
Smite Evil (Su): 1/day—Melee deals +12 dmg v evil opp. }_n) Smite Evil (Su): 1/day—Melee deals +11 dmg v evil opp. }_n)
o) <)
C C
) )
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|”|T|QT|VE CQRDS NAME ALIGN/RACE INIT - NAME ALIGN/RACE INIT -
= (Fiendish Elasmosaurus (CR9) E —I [ X ﬁ-‘iendish Monstrous Scorpion, Huge E [
MOHSTER SET TWO E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
pact 84 . AC 13]10 11[ & AC 20| 8 20[
(¢} (¢}
e STR| 26| INT| 3 ||FORT|+15| SPD| 20 e STR| 23| INT| 3 ||FORT|+10| SPD| 50 ft
d dark 60 d dark 60
SMDEX| 14 | wis| 13 REF| +9 |GRAP+23VIS ;o‘i,r.“gm‘ =SMDEX| 10 | wis| 10 REF| +3 |GRAP[+21VIS|$en 60
WWW.THECAMEMECHANICS.COM - WWW.THECAMEMECHANICS.COM -
CON|(22|CHA| 9 || WILL| +4 C QMEHE(HQHI(S CON|16 [CHA| 2 || WILL|+3 C QMEHE(HQHI(S
Skills Skills
Hide* -4 | Spot +9 Climb +10| Spot +4
Lis +4 | Swim +16 Hide -4
Att'uch @#) Bonus Type Damage Attack (#) Bonus Type Damage
Bite +13 BPS 2d8+12 Claw (2) +11 _PS 1d8+6
Sting +6 P 2d4+3 +poison
HP HP
111 hp (10d8+66) 75 hp (10d8+30)
Special/Notes Special/Notes
Outsider traits; DR 5/mag: nat wpns mag for DR: res cold 10, [ Outsider, vermin traits; DR 5/mag: nat wpns mag for DR: [
fire 10; scent; SR 15. r4 res cold 10, fire 10; SR 15. r4
Feat: Dodge. 8 Constrict (Ex): Auto claw dmg w/ grap. 8
Smite Good (Su): 1/day—Melee deals +10 dmg v good opp. Z Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict. Z
* +8 on Hide in water. v Poison: Injury; Fort DC 18; init & sec dmg 1d6 Con. w
8 Smite Good (Su): 1/day—Melee deals +10 dmg v good opp. 8
c Cc
) )
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NAME ALIGN/RACE INIT NAME ALIGN/RACE INIT A

4 [Fiendish Dire Tiger ((R10) E || 4 [Fiendish Octopus, Giant (CR10)  E | |
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac[17] 11|15 3 Acl 18] 1116
o o
£ STR|27 | INT| 3 | |FORT|+13|SPD| 40 ft £ STR|20| INT| 3 ||FORT|+7|SPD| 2%,
UQJ dark 60, UQJ dark 60,

DEX| 15| wis| 12 || REF|+12|GRAP24VIS|iow-iight DEX| 15 | WIS| 12 || REF| +8 |GRAP|+15 VIS|iu-iighi

WWW.THEGRMEMECHANICS.COM - WWW.THEGRMEMECHANICS.COM e

CON| 17 |cHA| 10 || wiLL|+11 C QMEHE(HQHI(S CON|13 |CHA| 3 || wiILL| +3 C QMEHE(HQHI(S
Skills Skills
Hide* +7 |Lis +6 | Spot +7 Esc +12|Lis +4 | Swim +13
Jump +14| M Sil +11| Swim +10 Hide +12| Spot +6
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Claw (2) +20 _PS 2d4+8 Tentacle (8) +10 _ B 1d4+5

Bite +14 BPS 2d6+4 Bite +5 BPS 1d8+2
HP HP
120 hp (16d8+48) 47 hp (8d8+11)
Special/Notes Special/Notes
Outsider traits; DR 10/mag: nat wpns mag for DR; res cold 10, [ Aquatic, outsider traits; DR 5/mag: nat wpns mag for DR: Cc
fire 10; scent; SR 21. Zz res cold 10, fire 10; SR 13. Zz
Feat: Run. 8 Improved Grab (Ex): Tentacle; grap as free act w/o AoQ: constrict. 8
Improved Grab (Ex): Bite; grap as free act w/o AoQ; rake. Z Constrict (Ex): Grap; 2d8+6 dmg. Z
Pounce (Ex): Full atk w/ charge (inc 2 rakes). v Ink Cloud (Ex): 20x20x20 ft; 1/min.; free act; total conceal. J
Rake (Ex): +18 melee, 2d4+4 dmg. (@] Jet (Ex): Full-rd act; mv 200 ft in straight line; ho AoO. (@]
Smite Good (Su): 1/day—Melee deals +16 dmg v good opp. (@] Smite Good (Su): 1/day—Melee deals +8 dmg v good opp. (@]
* +8 on Hide in tall grass or heavy undergrowth. E E
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NAME ALIGN/RACE INIT 4
(Fiendish Monstrous Spider, Gar E [
BASE TCH 1 FLT [TMP CLASS/LEVEL

1919 |16
25| INT| 3

FORT|+12| SPD| 1t

climb 20 ft

dark 60,

17 | wis| 10 REF| +8 |GRAP|+31|VIS|rsn 60

DELAY or READY
5 49 »
X ol (@)

WWW.THECAMEMECHANICS.COM -

CON|14 [CHA| 2 || WILL| +B CQMEHE(HQHI(S

NAME ALIGN/RACE INIT A
ﬁ-‘iendish Tyrannosaurus (CR 10) E [
BASET TCH 1 FLT [TMP CLASS/LEVEL

ACl14|9 |13
STR| 28 | INT| 3

FORT|+16| SPD| 40 ft

dark 60

DEX| 12 | wis| 15 REF|+12|GRAP}+ 3 0|VIS|iou-iight

WWW.THECAMEMECHANICS.COM -

wiLL| +8 | ¢ AMEMECHANICS

DELAY or READY

CON| 21 [CHA| 10

Skills Skills

Climb +14| JumpX +7 Hide -2 |Spot +14

Hide* -5 | Spot™ +4 Lis +14

Attack (#) Bonus Damage Attack (#) Bonus Damage
Bite +15 BPS 2d8+10 +poison Bite +20 BPS 3d6+13
HP HP

104 hp (16d8+32) 180 hp (18d8+99)

Special/Notes Special/Notes

Outsider, vermin traits; DR 10/mag: nat wpns mag for DR;

res cold 10, fire 10; SR 21.

Poison (Ex): Fort DC 20 or 2d6 Str dmg.

Web (Ex): Throw as net (<=Col, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 20, Str 24. See MM.

Smite Good (Su): 1/day—Melee deals +16 dmg v good opp.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when
using webs.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
X (Celesﬁal Roc (CR 11) G _I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
3 Ac17] 8 [15]
o
% STR| 34| INT| 3 ||FORT|+18| SPD| 20t
ud‘ dark 60

DEX| 15 | WIS| 13 || REF|+13|GRAP}37|VIS|ou-iight

WWW.THECAMEMECHANICS.COM -

wiLL| +9 | CAMEMECHANICS

CON|24 |cHA| 11

Outsider traits; DR 10/mag: nat wpns mag for DR: res cold 10,
fire 10; scent; SR 23.

Feats: Run, Track.

Improved Grab (Ex): Bite atk v <=Lg; grap as free act w/o AoO;
swallow on next rd.

Swallow Whole (Ex): Grap to swallow opp starting turn in mouth;
2d8+8 bludgeon dmg + 8 acid dmg /rd. Escape: 25 dmg w/ It slash or
pierc wpn (AC 12). Holds 2 Med, 8 Sm, 32 Tiny, or 128 <=Dim.

Smite Good (Su): 1/day—Melee deals +18 dmg v good opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
(Celes’rial Triceratops (CR11) 6 [

BASET TCH FLT[TMP

CLASS/LEVEL

ACl 18| 7 |18
STR|30| INT| 3

FORT|+19| SPD| 30 ft

dark 60

DEX| 9 | WIS| 12 || REF|+9 |GRAP30VIS|iou-iighi

WWW.THECAMEMECHANICS.COM e

WiLL| +6 | ¢ AMEMECHANICS

DELAY or READY

CON|25|CHA| 7

Skills Skills

Hide -3 | Spot +14 Lis +13

Lis +10 Spot +12

Attack (#) Bonus Damage Attack (#) Bonus Type Damage

Talon (2) +21 PS 2d6+12 Gore +20 _ P 2d8+15
Bite +19 BPS 2d8+6

HP HP

207 hp (18d8+126) 196 hp (16d8+124)

Special/Notes Special/Notes

Outsider traits; DR 10/mag: nat wpns mag for DR; res acid 10,
cold 10, electric 10; SR 23.

Feats: Flyby Atk, Pow Atk, Snatch, Wingover.

Smite Evil (Su): 1/day—Melee deals +18 dmg v evil opp.

SNOIDSNOJNN
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Outsider traits; DR 10/mag: nat wpns mag for DR: res acid 10,
cold 10, electric 10; scent; SR 21.

Trample (Ex): 2d12+15 dmg, Ref DC 28 half.

Powerful Charge (Ex): As charge, but 4d8+20 dmg.

Smite Evil (Su): 1/day—Melee deals +16 dmg v evil opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
[Fiendish Dire Shark ((R11)  E ||

BASET TCH 1 FLT [TMP CLASS/LEVEL

ACl 1711015
STR| 23| INT| 3

FORT|+14| SPD| ~ swimcoft

DELAY or READY

dark 60

DEX| 15 | wis| 12 REF|+13|GRAP[27|VIS| rsn 0

WWW.THECAMEMECHANICS.COM

™

NAME ALIGN/RACE INIT
ﬁ-‘iendish Monstrous Centipede, Col E [

BASET TCH FLT[TMP

CLASS/LEVEL

ACI20| 4 |18
STR| 27| INT| 3

FORT|+15| SPD| 0

climb 40 ft

DELAY or READY

dark 60

DEX| 13 | wis| 10 REF| +9 |GRAP[+42|VIS

WWW.THECAMEMECHANICS.COM

™

CON| 17 |cHA| 10 || WILL|+12 CQI'“I[-”E(HQHICS CON| 12 |CHA| 2 || WILL| +8 CQI'“I[-”E(HQHI(S
Skills Skills
Lis +12| Swim +14 Climb +16| Spot. +4
Spot +11 Hide -7
Attack (#) Bonus Type Damage Attack (#) Bonus Damage
Bite +18 _PS 2d8+9 Bite +18 BPS 4d6+12 +poison
HP HP
147 hp (18d8+66) 132 hp (24d8+24)
Special/Notes Special/Notes

Aquatic, outsider traits; DR 10/mag: nat wpns mag for DR;

res cold 10, fire 10; SR 23.

Keen Scent (Ex): Notice creatures by scent w/in 180 ft; detect blood
w/in mile; underwater only.

Improved Grab (Ex): Bite; grap as free act w/o AoO; swallow next rd.
Swallow Whole (Ex): Grap to swallow opp starting turn in mouth; 2d6+6
bludgeon dmg +1d8+4 acid dmg /rd. Escape: 25 dmg w/ It slash or pierc
(AC 13). Holds 2 Lg, 8 Med or Sm, 32 Tiny, 128 Dim, or 512 <=Fine.
Smite Good (Su): 1/day—Melee deals +18 dmg v good opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A
[Fiendish Squid, Giant ((R11) E ||
BASET TCH 1 FLT [TMP

ACl 17|11 |14
STR| 26| INT| 3

CLASS/LEVEL

swim 80 ft

FORT| +9 | SPD

DELAY or READY

dark 60,

DEX| 17 | wWis| 12 || REF|+11|GRAPH29VIS|iow-light

WWW.THECAMEMECHANICS.COM

CON| 13 [cHA| 2 || wiLL| +5 | (AMEMECHARICS

Outsider, vermin traits; DR 10/mag; nat wpns mag for DR:
res cold 10, fire 10; SR 29.

Poison: Injury; Fort DC 23; init & sec dmg 2d6é Dex.

Smite Good (Su): 1/day—Melee deals +24 dmg v good opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT
ﬁ’iendish Monstrous Scorpion, Gar  E [
BASET TCH 1 FLT [TMP

AC|24| 6 |24
STR[ 31| INT| 3

CLASS/LEVEL

FORT|+15| spp| DO ft

dark 60

DEX| 10 | wis| 10 || REF| +6 |GRAP37|VIS|trsn 60

DELAY or READY

WWW.THECAMEMECHANICS.COM e

CON| 16 |[CHA| 2 || WILL| +6 CQMEI"IE(HQHI(S

Skills Skills
Lis +10| Swim +16 Climb +14|Spot +4
Spot +11 Hide -8
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
Tentacle (10)* +15 B 1d6+8 Claw (2) +21 _PS  2d6+10
Bite +10 _BPS 2d8+4 Sting +16 P 2d6+5 +poison

HP
72 hp (12d8+18)

Special/Notes

Aquatic, outsider traits; DR 10/mag: nat wpns mag for DR:

res cold 10, fire 10; SR 17.

Feats: Diehard, Endur.

Improved Grab (Ex): Tentacle; grap as free act w/o AoO: constrict.
Constrict (Ex): 1d6+8 dmg w/ grap.

Ink Cloud (Ex): 1/min—20x20x20 ft; 1/min.; free act; total conceal.
Jet (Ex): 1/rd—Full-rd act; mv 320 ft in straight line; no AoO.
Smite Good (Su): 1/day—Melee deals +12 dmg v good opp.

* 30 ft reach.

SNOIDSNOJNN
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HP
150 hp (20d8+60)

Special/Notes

Outsider, vermin traits; DR 10/mag: nat wpns mag for DR:
res cold 10, fire 10; SR 25.

Constrict (Ex): Auto claw dmg w/ grap.

Improved Grab (Ex): Claw; grap as free act w/o AoO; constrict.
Poison: Injury: Fort DC 23; init & sec dmg 1d8 Con.

Smite Good (Su): 1/day—Melee deals +20 dmg v good opp.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT 4 NAME ALIGN/RACE INIT 4
2 (Fiendish Monstrous Spider, Col E [ 2 ( —I [
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
4 AC| 22| 4 20[ 4 AC l [
5 5
% STR| 31| INT| 3 ||FORT[+2(Q SPD C“:‘gggﬁ % STR INT FORT SPD
wl wl
BMDEX| 15 | WiS| 10 || REF|+12|GRAPKBOVIS|Tas oo M DEX wIs REF| |GRAP| |VIS
CON| 14 |CHA| 2 || WILL|+10 CQHEHE(HQHICS CON CHA WILL CQM[- E(”mﬁ%
Skills Skills
Climb +16|Jump™ +10
Hide* -10|Spot™ +7
Attack (#) Bonus Damage Attack (#) Bonus Type Damage
Bite +26 BPS 4d6+15 +poison
HP HP
208 hp (32d8+64)
Special/Notes Special/Notes

Outsider, vermin traits; DR 10/mag: nat wpns mag for DR; res
cold 10, fire 10; SR 37.
Poison (Ex): Fort DC 28 or 2d8 Str dmg.
Web (Ex): Throw as net (<=Col, 50 ft, rng inc 10 ft). Escape w/ Esc
DC 28, Str 32. See MM.
Smite Good (Su): 1/day—Melee deals +32 dmg v good opp.

* +10 on Jump & +8 on Spot when hunting; +8 on Hide & M Sil when

using webs.

SNOIDSNOJNN
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NAME ALIGN/RACE INIT A NAME ALIGN/RACE INIT A
2| 1 AL 1
(@] (@]
E BASET TCH 1 FLT 1 TMP CLASS/LEVEL E BASET TCH 1 FLT 1 TMP CLASS/LEVEL
& Y ] [ i AC ] [
5 6
2 STR INT FORT SPD 2 STR INT FORT SPD
— —
T1] 17
SN DEX WIS REF GRAP VIS SN DEX WIS REF GRAP VIS
wwwwccanmuuam(s(on NG ON_ ()., wwwwccanmuuam(s(on NG On_ ().,
CON CHA WILL C ﬂl"’l[- ECHANICS CON CHA WILL C ﬂl"’l[- ECHANICS
Skills Skills
Attack (#) Bonus Type Damage Attack (#) Bonus Type Damage
HP HP
Special/Notes Special/Notes

SNOIDSNOJNN
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Aboleth Mage (con't)

Slime (Ex): Tentacle; transform; Fort DC 19 neg; rem dis cures. See MM.
Wizard Spells Prepared (save DC 15 + spell level): 0-daze, det mag
(2), resist; 1st-alarm, charm per, color spray, mag armor, mag missile
(2): 2nd-blur, b’s strength, dark, f's cunning, see invis; 3rd-disp mag,
displace, fly, Igt bolt; 4th-gr invis, phant killer, scry, stoneskin; 5th-
hold mon, emp Igt bolt, wall force.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Balor (con't)

Spell-Like Abilities: At will— blasphemy (DC 25), dom mon (DC
27), gr disp mag, gr tport (self & 50 Ibs), insanity (DC 25), pow word
stun, tkinesis (DC 23), unh aura (DC 26); 1/day—fire storm (DC 26),
implosion (DC 27). CL 20.

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Astral Deva (con't)

Spell-Like Abilities: At will—aid, cont flame, det evil, disc lies (DC
19), disp evil (DC 20), disp mag, holy aura (DC 23), holy smite (DC
19), holy word (DC 22), invis (self only), plane shift (DC 22), pmorph
(self only), rem curse (DC 18), rem dis (DC 18), rem fear (DC 16);
7/day—cure It (DC 16), see invis; 1/day—Dblade barrier (DC 21), heal
(bc 21). CL 12.

Barbed Devil (Hamatula) (con't)

Barbed Defense (Su): Opp striking w/ handheld or nat wpns w/o
reach; 1d8+6 pierce & slash dmg.

Spell-Like Abilities: At will—gr tport (self +50 Ibs), hold per (DC 16),
maj img (DC 17), scorch ray (2 rays only). 1/day—o’s wrath (DC 18), unh
blight (DC 18). CL 12.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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Couatl (con't)

Spells Known (save DC 13 + spell level): 0—(000000) cure min, daze,
disr und, Igt, obs mist, ray frost, r mag, resist; 1st—(ooooooo) end
elements, mag armor, prot chaos, tr strike, wind wall; 2nd—(0000000)
cure mod, e’s splendor, scorch ray, silence; 3rd—(0000000) gas form,
mag circ evil, summ mon III; 4th—(0000) charm mon, free move. CL 9.

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Dragon, Black Ancient (con't)

Water Breathing (Ex): Can use breath wpn, spells, & other abilities
while submerged.

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Sm opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 13+lvl): 0—(000000) arc mark, danc It,
daze, det mag, flare, ghost s, ray frost, r mag, resist. 1st—(0000000)
identify, mag armor, prot good, shid, tr strike: 2nd—(0o00000) det
thoughts, invis, loc obj, obs obj, see invis; 3rd—(0000000) dis mag,
displace, nondetect, tongues; 4th—(000000) arc eye, det scry, scry.
5th—(0000) dismiss, pry eyes. CL 11.

Spell-Like Abilities: 3/day— dark (100-ft r), insect plague: 1/day—
plant grow; CL 11.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Devourer (con't)

Spell Deflection (Su): Following spells overcoming SR affect trapped
essence instead: banish, ch hammer, confus, crush despair, det
thought, disp evil, dom per, fear, geas/quest, holy word, hypnosis,
imprison, mag jar, maze, suggest, trap soul, any charm or compulsion.
See MM.

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Dragon, Blue Young Adult (con't)

Sorcerer Spells Known (save DC 13 + spell level): 0—(000000) danc Igt,
det mag, ghost s, open/close, r mag; 1st—(oooo000) alarm, mag armor,
shld. CL 3.
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Dr'a?on, Blue Adult (con't)

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 23 to detect.

Sorcerer Spells Known (save DC 13 + spell level): 0—(000000) danc Igt,
det mag, ghost s, Igt, open/close, r mag, tch fatigue; 1st—(0000000)
alarm, mag armor, shld, shock grp; 2nd—(00000) b's endurance, see
invis. CL 5.
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Dragon, Blue Old (con't)

Create/Destroy Water (Sp): 3/day—As create water (can destroy
also); as 1st-Ivl spell. See MM.

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 27 to detect.

Sorcerer Spells Known (save DC 14 + spell level): 0—(000000) danc Igt,
det mag, ghost s, Igt, mag hand, open/close, r mag, tch fatigue; 1st—
(0000000) alarm, identify, mag armor, shld, shock grp; 2nd—(0000000)
b’s endurance, res energy, see invis, web; 3rd—(00000) displace, haste,
prot energy: 4th—(oo00000) black tent, stoneskin. CL 9.

Spell-Like Abilities: 3/day—ventril; 1/day—h terrain. CL 9: save DC
14 + spell level.
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Dradgon, Blue Mature Adult (con't)

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 25 to detect.

Sorcerer Spells Known (save DC 13 + spell Ivl): 0—(000000) danc Igt, det
mag, ghost s, Igt, open/close, r mag, tch fatigue; 1st—(ooooooo) alarm,
identify, mag armor, shld, shock grp; 2nd—(0000000) b’s endurance, res
energy, see invis; 3rd—(00000) haste, prot energy. CL 7.
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Dragon, Blue Very Old (con't)

Create/Destroy Water (Sp): 3/day—As create water (can destroy
also); as 1st-Ivl spell. See MM.

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 29 to detect.

Sorcerer Spells Known (save DC 14 + spell level): 0—(000000) arc
mark, danc Igt, det mag, ghost s, Igt, mag hand, open/close, r mag, tch
fatigue; 1st—(0000000) alarm, identify, mag armor, shld, shock grp;
2nd—(0000000) b’s endurance, e’s splendor, res energy, see invis, web;
3rd—(0000000) displace, fball, haste, prot energy; 4th—(0000000)
black tent, illus wall, stoneskin; 5th—(oo000) baleful pmorph, tport.
CL11.

Spell-Like Abilities: 3/day—ventril; 1/day—h terrain. CL 11; save DC
14 + spell level.
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Dra%on, Blue Ancient (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Create/Destroy Water (Sp): 3/day—As create water (can destroy
also); as 1st-Ivl spell. See MM.

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 31 to detect.

Sorcerer Spells Known (save DC 15 + spell level): 0—(000000) arc
mark, danc Igt, det mag, ghost s, Igt, mag hand, open/close, r mag, tch
fatigue; 1st—(00000000) alarm, identify, mag armor, shild, shock grp;
2nd—(0000000) b’s endurance, e’s splendor, res energy, see invis, web;
3rd—(0000000) displace, fball, haste, prot energy; 4th—(0000000)
black tent, fire shid, illus wall, stoneskin; 5th—(0coo0o000) baleful
pmorph, break ench, tport; 6th—(ooo0) conting, gr disp mag. CL 13.
Spell-Like Abilities: 3/day—ventril; 1/day—h terrain, veil. CL 13; save
DC 15 + spell level.
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Dragon, Blue Great Wyrm (con't)

Create/Destroy Water (Sp): 3/day—As create water (can destroy
also); as 1st-Ivl spell. See MM.

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 35 to detect.

Sorcerer Spells Known (save DC 16 + spell Ivl): 0—(000000) arc mark,
danc Igt, det mag, ghost s, Igt, mag hand, open/close, r mag, tch
fatigue; 1st—(00000000) alarm, identify, mag armor, shld, shock grp;
2nd—(00000000) b's endurance, e’s splendor, res energy, see invis,
web; 3rd—(0000000) displace, fball, haste, prot energy; 4th—(0000000)
black tent, fire shid, illus wall, stoneskin; 5th—(ooo0o000) baleful
pmorph, break ench, tport, wave fatigue; 6th—(0oo0000) conting, gr
disp mag, mislead; 7th—(o00000) forcecage, Itd wish, wave exhaust;
8th—(0000) disc loc, pmorph any. CL 17.

Spell-Like Abilities: 3/day—ventril; 1/day—h terrain, mir arcana, veil.
CL 17; save DC 16 + spell Ivl.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Dragon, Blue Wyrm (con't)

Create/Destroy Water (Sp): 3/day—As create water (can destroy
also); as 1st-Ivl spell. See MM.

Sound Imitation (Ex): At will—can mimic any voice or sound it has
heard; Will DC 33 to detect.

Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(000000) arc mark,
danc Igt, det mag, ghost s, Igt, mag hand, open/close, r mag, tch
fatigue; 1st—(00000000) alarm, identify, mag armor, shld, shock grp;
2nd—(0000000) b’s endurance, e’s splendor, res energy, see invis, web;
3rd—(0000000) displace, fball, haste, prot energy; 4th—(0000000)
black tent, fire shid, illus wall, stoneskin; 5th—(ocoo0o000) baleful
pmorph, break ench, tport, wave fatigue; 6th—(0o0o000) conting, gr
disp mag, mislead; 7th—(oo00) forcecage, Itd wish. CL 17.

Spell-Like Abilities: 3/day—ventril; 1/day—h terrain, veil. CL 15; save
DC 15 + spell Ivl.

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Dragon, Brass Mature Adult (con't)

Sorcerer Spells Known (save DC 13 + spell level); 0—(000000) acid spl,
arc mark, det mag, det poison, ghost s, msg, r mag, ray frost, resist;
1st—(0000000) alarm, comp lang, mag armor, obs mist, prot evil; 2nd—
(0000000) blur, e's splendor, pyro, res energy: 3rd—(0000000) displace,
nondetect, prot energy: 4th—(0o000) black tent, gr invis. CL 9.
Spell-Like Abilities: At will—spk ani: 3/day—end elements; 1/day—
suggest. CL 9.
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Dragon, Brass Old (con't)

Sorcerer Spells Known (save DC 14 + spell level); 0—(000000) acid spl,
arc mark, det mag, det poison, ghost s, msg, r mag, ray frost, resist;
1st—(0000000) alarm, comp lang, mag armor, obs mist, prot evil; 2nd—
(0000000) blur, e's splendor, pyro, res energy, see invis; 3rd—(0000000)
displace, nondetect, prot energy, tongues; 4th—(ooo0000) black tent, gr
invis, stoneskin; 5th—(0000) cone cold, tport. CL 11.

Spell-Like Abilities: At will—spk ani: 3/day—end elements; 1/day—
ctrl winds, suggest. CL 11.
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Dragon, Brass Ancient (con't)

Sorcerer Spells Known (save DC 14 + spell Ivl); 0—(000000) acid spl,
arc mark, det mag, det poison, ghost s, msg, r mag, ray frost, resist;
1st—(0000000) alarm, comp lang, mag armor, obs mist, prot evil; 2nd—
(0000000) blur, e's splendor, pyro, res energy, see invis; 3rd—(0000000)
displace, nondetect, prot energy, tongues; 4th—(0000000) black tent,
gr invis, m reduce per, stoneskin; 5th—(000000) cone cold, feeblemind,
tport, wave fatigue; 6th—(0oooo0) antimag field, disintegrate, globe
invul; 7th—(o000) finger death, spell turn. CL 15.

Spell-Like Abilities: At will—spk ani: 3/day—end elements; 1/day—
ctrl weather, ctrl winds, suggest. CL 15.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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Dragon, Brass Very Old (con't)

Sorcerer Spells Known (save DC 14 + spell level); 0—(000000) acid spl,
arc mark, det mag, det poison, ghost s, msg, r mag, ray frost, resist;
1st—(0000000) alarm, comp lang, mag armor, obs mist, prot evil; 2nd—
(0000000) blur, e's splendor, pyro, res energy, see invis; 3rd—(0000000)
displace, nondetect, prot energy, tongues; 4th—(0o00000) black tent,
gr invis, m reduce per, stoneskin; 5th—(000000) cone cold, feeblemind,
tport; 6th—(0000) disintegrate, globe invul. CL 13.

Spell-Like Abilities: At will—spk ani: 3/day—end elements; 1/day—
ctrl winds, suggest. CL 13.

Dra%on, Brass Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 15 + spell level); 0—(000000) acid
spl, arc mark, det mag, det poison, ghost s, msg, r mag, ray frost,
resist; 1st—(0000000) alarm, comp lang, mag armor, obs mist, prot evil;
2nd—(0000000) blur, e’s splendor, pyro, res energy, see invis; 3rd—
(0000000) displace, nondetect, prot energy, tongues; 4th—(0000000)
black tent, gr invis, m reduce per, stoneskin; 5th—(oooo000) cone
cold, feeblemind, tport, wave fatigue; 6th—(0oo000) antimag field,
disintegrate, globe invul; 7th—(000000) finger death, m hold per, spell
turn; 8th—(0o00) polar ray, prot spells. CL 17.

Spell-Like Abilities: At will—spk ani: 3/day—end elements; 1/day—
ctrl weather, ctrl winds, suggest. CL 17.
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Dragon, Brass Great Wyrm (con't)

Summon Djinni (Sp): As summ mon (1 djinni, 7th-Ivl spell).

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 15 + spell Ivl); 0—(000000) acid spl,
arc mark, det mag, det poison, ghost s, msg, r mag, ray frost, resist;
1st—(0000000) alarm, comp lang, mag armor, obs mist, prot evil;
2nd—(0000000) blur, e’s splendor, pyro, res energy, see invis: 3rd—
(0000000) displace, nondetect, prot energy, tongues; 4th—(0000000)
black tent, gr invis, m reduce per, stoneskin; 5th—(oooo0000) cone
cold, feeblemind, tport, wave fatigue; 6th—(0oo000) antimag field,
disintegrate, globe invul; 7th—(0oo000) finger death, m hold per,
spell turn; 8th—(000000) iron body, polar ray, prot spells; 9th—(0000)
meteor swarm, wail banshee. CL 19.

Spell-Like Abilities: At will—spk ani: 3/day—end elements; 1/day—
ctrl weather, ctrl winds, suggest. CL 19.
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1
Dragon, Bronze Young Adult (con't)
Sorcerer Spells Known (save DC 14+ spell level): 0—(000000) danc Its,
det mag, mag hand, ray frost, r mag, resist; 1st—(0000000) anim rope,
mag missile, shld, tr strike; 2nd—(ooo0000) det thoughts, obs obj. CL 5.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Dragon, Bronze Juvenile (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; nho duration).

Spell-Like Abilities: At will—spk ani. CL 4.
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Dragon, Bronze Adult (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 15+ spell level): 0—(000000) danc

Its, det mag, Igt, mag hand, ray frost, r mag, resist; 1st—(00000000)
anim rope, disg self, mag missile, shld, tr strike; 2nd—(0000000) det
thoughts, obs obj, prot arrows; 3rd—(ooooo) disp mag, nondetect. CL 7.
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Dragon, Bronze Mature Adult (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 15+ spell level): 0—(000000) arc
mark, danc Its, det mag, Igt, mag hand, ray frost, r mag, resist;
1st—(00000000) anim rope, disg self, mag missile, shld, tr strike; 2nd—
(0000000) det thoughts, obs obj, prot arrows, see invis; 3rd—(0000000)
disp mag, nondetect, tongues; 4th—(00000) arc eye, det scry. CL 9.
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Dragon, Bronze Very Old (con't)

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: At will—spk ani; 3/day—create food/water, det
thoughts, fog cloud. CL 13.

Sorcerer Spells Known (save DC 16+ spell level): 0—(o00000) acid spl,
arc mark, danc Its, det mag, Igt, mag hand, ray frost, r mag, resist:
1st—(00000000) anim rope, disg self, mag missile, shld, tr strike; 2nd—
(00000000) det thoughts, invis, obs obj, prot arrows, see invis; 3rd—
(0000000) blink, disp mag, displace, nondetect, tongues; 4th—(0000000)
arc eye, det scry, gr invis, scry. 5th—(0000000) dismis, perm, pry eyes;
6th—(00000) gr disp mag, mislead. CL 13.
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Dragon, Bronze Old (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; ho duration).

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 16+ spell level): 0—(o00000) acid spl,
arc mark, danc Its, det mag, Igt, mag hand, ray frost, r mag, resist;
1st—(00000000) anim rope, disg self, mag missile, shld, tr strike;
2nd—(00000000) det thoughts, invis, obs obj, prot arrows, see invis;
3rd—(0000000) disp mag, displace, nondetect, tongues; 4th—(0000000)
arc eye, det scry, scry; 5th—(00000) dismis, pry eyes. CL 11.
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Dragon, Bronze Ancient (con't)

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: At will—spk ani; 3/day—ctrl water, create food/
water, det thoughts, fog cloud. CL 15.

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Sorcerer Spells Known (save DC 17+ spell level): 0—(000000) acid

spl, arc mark, danc Its, det mag, lgt, mag hand, ray frost, r mag,
resist; 1st—(00000000) anim rope, disg self, mag missile, shld, tr
strike; 2nd—(00000000) det thoughts, invis, obs obj, prot arrows, see
invis; 3rd—(00000000) blink, disp mag, displace, nondetect, tongues;
4th—(0000000) arc eye, det scry, gr invis, m reduce per, scry, 5th—
(0000000) baleful pmorph, dismis, perm, pry eyes; 6th—(0000000) gr
disp mag, legend lore, mislead: 7th—(oo000) gr tport, spell turn. CL 15.
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Dra% n, Bronze Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: At will—spk ani; 3/day—ctrl water, create food/
water, det thoughts, fog cloud. CL 17.

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Sorcerer Spells Known (save DC 18+ spell level): 0—(000000) acid

spl, arc mark, danc Its, det mag, lgt, mag hand, ray frost, r mag,
resist; 1st—(00000000) anim rope, disg self, mag missile, shld, tr
strike; 2nd—(00000000) det thoughts, invis, obs obj, prot arrows,

see invis; 3rd—(00000000) blink, disp mag, displace, nondetect,
tongues; 4th—(00000000) arc eye, det scry, gr invis, m reduce per,
scry; 5th—(0oo0000) baleful pmorph, dismis, perm, pry eyes, seem;
6th—(0000000) gr disp mag, legend lore, mislead, shadow walk; 7th—
(0000000) gr scry, gr tport, spell turn; 8th—(00000) gr pry eyes, mind
blank. CL 17.
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!
Dragon, Copeer' Adult (con't)
Sorcerer Spells Known (save DC 13 + spell Ivl): 0—(000000) arc
mark, danc Its, daze, det mag, ghost s, prest, r mag; 1st—(0000000)
color spray, exp retreat, grease, mag aura, shld; 2nd—(oo00000) det
thoughts, hideous laugh, mirr img; 3rd—(oooo000) disp mag, displace.
CL7.
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Dra%on, Bronze Great Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: At will—spk ani; 3/day—ctrl water, create food/
water, det thoughts, fog cloud; 1/day—ctrl weather. CL 19.

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; nho duration).

Sorcerer Spells Known (save DC 18+ spell level): 0—(000000) acid

spl, arc mark, danc Its, det mag, lgt, mag hand, ray frost, r mag,
resist; 1st—(00000000) anim rope, disg self, mag missile, shld, tr
strike; 2nd—(00000000) det thoughts, invis, obs obj, prot arrows, see
invis; 3rd—(00000000) blink, disp mag, displace, nondetect, tongues;
4th—(00000000) arc eye, det scry, gr invis, m reduce per, scry;
5th—(0000000) baleful pmorph, dismis, perm, pry eyes, seem; 6th—
(0000000) chain lIgt, gr disp mag, legend lore, mislead, shadow walk;
7th—(0000000) gr scry, gr tport, spell turn, vision; 8th—(0000000) gr
pry eyes, mind blank, screen; 9th—(oo00) gate, wish. CL 19.
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Dragon, Copper Mature Adult (con't)

Sorcerer Spells Known (save DC 14 + spell Ivl): 0—(000000) arc

mark, danc Its, daze, det mag, ghost s, mag hand, prest, r mag:
1st—(0000000) color spray, exp retreat, grease, mag aura, shld; 2nd—
(0000000) det thoughts, hideous laugh, invis, mirr img; 3rd—(0000000)
blink, disp mag, displace; 4th—(0000000) gr invis, h terrain. CL 9.
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Dragon, Copper Old (con't)

Sorcerer Spells Known (save DC 14 + spell Ivl): 0—(000000) acid spl,
arc mark, danc Its, daze, det mag, ghost s, mag hand, prest, r mag:
1st—(0000000) color spray, exp retreat, grease, mag aura, shld; 2nd—
(0000000) det thoughts, hideous laugh, invis, mirr img, obs object;
3rd—(0000000) blink, disp mag, displace, haste; 4th—(0000000) gr
invis, h terrain, scry; 5th—(o000) false vision, mirage arcana. CL 11.
Spell-Like Abilities: 2/day—stone shape; 1/day—trans rock/mud or
mud/rock. CL 11; save DC 14 + spell Ivl.
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Dragon, Copper Ancient (con't)

Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(000000) acid spl,
arc mark, danc Its, daze, det mag, ghost s, mag hand, prest, r mag:
1st—(00000000) color spray, exp retreat, grease, mag aura, shld; 2nd—
(0000000) det thoughts, hideous laugh, invis, mirr img, obs object;
3rd—(0000000) blink, disp mag, displace, haste, invis sphere; 4th—
(0000000) arc eye, gr invis, h terrain, rainbow pat, scry; 5th—(0000000)
false vision, mirage arcana, persist img, tport; 6th—(000000) gr disp
mag, legend lore, prog img; 7th—(0000) gr tport, spell turn. CL 15.
Spell-Like Abilities: 2/day—stone shape; 1/day—trans rock/mud or
mud/rock, wall stone. CL 15: save DC 15 + spell Ivl.
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U
Dragon, Copper Verx Old (con't)
Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(000000) acid spl,
arc mark, danc Its, daze, det mag, ghost s, mag hand, prest, r mag;
1st—(00000000) color spray, exp retreat, grease, mag aura, shld; 2nd—
(0000000) det thoughts, hideous laugh, invis, mirr img, obs object; 3rd—
(0000000) blink, disp mag, displace, haste, invis sphere; 4th—(0000000)
gr invis, h terrain, rainbow pat, scry; 5th—(0000000) false vision, mirage
arcana, tport; 6th—(oooo) gr disp mag, prog img. CL 13.
Spell-Like Abilities: 2/day—stone shape; 1/day—trans rock/mud or
mud/rock. CL 13; save DC 15 + spell Ivl.

U
Dragon, Copper Wyrm (con't)
Spider Climb (Ex): Cont—as spell (stone surfaces).
Sorcerer Spells Known (save DC 16 + spell Ivl): 0—(000000) acid spl,
arc mark, danc Its, daze, det mag, ghost s, mag hand, prest, r mag:
1st—(00000000) color spray, exp retreat, grease, mag aura, shld; 2nd—
(00000000) det thoughts, hideous laugh, invis, mirr img, obs object:
3rd—(0000000) blink, disp mag, displace, haste, invis sphere; 4th—
(0000000) arc eye, gr invis, h terrain, rainbow pat, scry; 5th—(0000000)
dismiss, false vision, mirage arcana, persist img, tport; 6th—(0000000)
gr disp mag, legend lore, prog img, tr seeing; 7th—(000000) gr scry, gr
tport, spell turn; 8th—(o0o00) scint pat, screen. CL 17.
Spell-Like Abilities: 2/day—stone shape; 1/day—trans rock/mud or
mud/rock, wall stone. CL 17: save DC 16 + spell Ivl.
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Dragon, Copper Great Wyrm (con't)

Spider Climb (Ex): Cont—as spell (stone surfaces).

Sorcerer Spells Known (save DC 16 + spell Ivl): 0—(000000) acid spl,
arc mark, danc Its, daze, det mag, ghost s, mag hand, prest, r mag:
1st—(00000000) color spray, exp retreat, grease, mag aura, shld; 2nd—
(00000000) det thoughts, hideous laugh, invis, mirr img, obs object:
3rd—(0000000) blink, disp mag, displace, haste, invis sphere; 4th—
(0000000) arc eye, gr invis, h terrain, rainbow pat, scry; 5th—(0000000)
dismiss, false vision, mirage arcana, persist img, tport; 6th—(0000000)
gr disp mag, legend lore, prog img, shadow walk, tr seeing; 7th—
(000000) gr scry, gr tport, proj img, spell turn; 8th—(000000) irresist
dance, scint pat, screen; 9th—(oo000) gate, wish. CL 19.

Spell-Like Abilities: 2/day—stone shape; 1/day—move earth, trans
rock/mud or mud/rock, wall stone. CL 19; save DC 16 + spell Ivl.
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Dragon, Gold Young Adult (con't)

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 15 + spell level): 0—(000000) det mag,
det poison, ghost s, Igt, mag hand, mend, r mag; 1st—(0000000) charm
per, identify, mag armor, sleep; 2nd—(00000) hypno pat, res energy.
CL5.

Other Spell-Like Abilities: 3/day—bless.
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Dragon, Gold Juvenile (con't)

Sorcerer Spells Known (save DC 14 + spell level): 0—(000000) det mag,
det poison, Igt, mend, r mag; 1st—(oooo000) identify, mag armor, sleep.
CL 3.
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Dragon, Gold Adult (con't)

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1
on saves for good creatures) for 1d3+18 hrs; as 2nd-Ivl spell; see MM.
Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(000000) danc

Igt, det mag, det poison, ghost s, light, mag hand, mend, r mag;
1st—(00000000) charm per, identify, mag armor, sleep, ray enfeeble;
2nd—(0000000) e's splendor, hypno pat, res energy. 3rd—(00000) disp
mag, prot energy. CL 7.

Other Spell-Like Abilities: 3/day—bless.
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Dragon, Gold Mature Adult (con't)

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1
on saves for good creatures) for 1d3+21 hrs; as 2nd-Ivl spell; see MM.
Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(000000) arc mark,
danc Igt, det mag, det poison, ghost s, light, mag hand, mend, r mag;
1st—(00000000) charm per, identify, mag armor, sleep, ray enfeeble;
2nd—(0000000) e's splendor, fog cloud, hypno pat, res energy; 3rd—
(0000000) daylight, disp mag, prot energy. 4th—(ooo00) det scry, fire
shild. CL 9.

Other Spell-Like Abilities: 3/day—bless.
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Dragon, Gold Very Old (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Detect Gems (Sp): 3/day—as det mag (gems only); see MM.

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1
on saves for good creatures) for 1d3+27 hrs; as 2nd-Ivl spell; see MM.
Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 18 + spell Ivl): 0—(000000) arc mark,
danc Igt, det mag, det poison, ghost s, light, mag hand, mend, r mag;
1st—(00000000) charm per, identify, mag armor, sleep, ray enfeeble;
2nd—(00000000) b's endurance, e’s splendor, fog cloud, hypno pat,

res energy. 3rd—(0o000000) daylight, disp mag, displace, prot

energy; 4th—(00000000) det scry, fire shld, loc creature, pmorph;
5th—(0000000) baleful pmorph, break ench, tport; 6th—(0oo00) gr disp
mag, mislead. CL 13.

Other Spell-Like Abilities: 3/day—bless; 1/day—geas/quest.
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Dragon, Gold Old (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Detect Gems (Sp): 3/day—as det mag (gems only); see MM.

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1
on saves for good creatures) for 1d3+24 hrs; as 2nd-Ivl spell; see MM.
Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 18 + spell Ivl): 0—(000000) arc mark,
danc Igt, det mag, det poison, ghost s, light, mag hand, mend, r mag;
1st—(00000000) charm per, identify, mag armor, sleep, ray enfeeble;
2nd—(00000000) b's endurance, e’s splendor, fog cloud, hypno pat, res
energy; 3rd—(00000000) daylight, disp mag, displace, prot energy;
4th—(0000000) det scry, fire shld, loc creature; 5th—(oo0o00) break
ench, tport. CL 11.

Other Spell-Like Abilities: 3/day—bless; 1/day—geas/quest.
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Dragon, Gold Ancient (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Detect Gems (Sp): 3/day—as det mag (gems only); see MM.

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1
on saves for good creatures) for 1d3+30 hrs; as 2nd-Ivl spell; see MM.
Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 20 + spell level): 0—(000000) arc
mark, danc Igt, det mag, det poison, ghost s, light, mag hand, mend,

r mag; 1st—(000000000) charm per, identify, mag armor, sleep, ray
enfeeble; 2nd—(00000000) b’s endurance, e's splendor, fog cloud,
hypno pat, res energy: 3rd—(oooooo00) daylight, disp mag, displace,
prot energy; 4th—(oo0000000) det scry, fire shld, loc creature, pmorph;
5th—(00000000) baleful pmorph, break ench, contact plane, tport;
6th—(0000000) globe invul, gr disp mag, mislead; 7th—(o0000) gr tport,
plane shift. CL 15.

Other Spell-Like Abilities: 3/day—bless; 1/day—geas/quest,
sunburst.
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Dragon, Gold Wyrm (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; nho duration).

Detect Gems (Sp): 3/day—as det mag (gems only); see MM.

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite
dmg v <=Lg opp: drop as free act or fling 1déx10 ft as std act; 1dé fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 20 + spell level): 0—(000000) arc
mark, danc Igt, det mag, det poison, ghost s, light, mag hand, mend,

r mag; 1st—(000000000) charm per, identify, mag armor, sleep, ray
enfeeble; 2nd—(000000000) b’s endurance, e's splendor, fog cloud,
hypno pat, res energy: 3rd—(oooooo00) daylight, disp mag, displace,

5th—(00000000) baleful pmorph, break ench, contact plane, tport;
6th—(00000000) globe invul, gr disp mag, mislead; 7th—(0000000) gr
tport, plane shift, proj img: 8th—(ooo00) bind, temp stasis. CL 17.
Spell-Like Abilities: 3/day—bless; 1/day—geas/quest, sunburst.
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Dragon, Green Mature Adult (con't)

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 13 + spell level): 0—(000000)

arc mark, danc Igt, det mag, ghost s, mag hand, r mag, resist;
1st—(0000000) exp retreat, identify, shld, tr strike, undetect aura;
2nd—(0000000) blur, det thoughts, invis; 3rd—(oo0oo0) disp mag,
nondetect. CL 7.
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on saves for good creatures) for 1d3+33 hrs; as 2nd-Ivl spell; see MM.

prot energy; 4th—(00000000) det scry, fire shld, loc creature, pmorph;

Dragon, Gold Great Wyrm (con't)

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; no duration).

Detect Gems (Sp): 3/day—as det mag (gems only); see MM.

Luck Bonus (Sp): 1/day—turn gem into stone of good luck (10 ft r, +1
on saves for good creatures) for 1d3+36 hrs; as 2nd-Ivl spell; see MM.
Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite
dmg v <=Lg opp: drop as free act or fling 1déx10 ft as std act; 1dé fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 21 + spell level): 0—(000000) arc
mark, danc Igt, det mag, det poison, ghost s, light, mag hand, mend,

r mag; 1st—(000000000) charm per, identify, mag armor, sleep, ray
enfeeble; 2nd—(000000000) b’s endurance, e's splendor, fog cloud,
hypno pat, res energy. 3rd—(co0000000) daylight, disp mag, displace,
prot energy; 4th—(00000000) det scry, fire shld, loc creature, pmorph;
5th—(00000000) baleful pmorph, break ench, contact plane, tport;
6th—(00000000) globe invul, gr disp mag, mislead; 7th—(00000000) gr
tport, plane shift, proj img: 8th—(oo00000) bind, pmorph any, temp
stasis; 9th—(00000) m'’s disj, wish. CL 19.

Spell-Like Abilities: 3/day—bless: 1/day—geas/quest, sunburst,
foresight.
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Dra% n, Green Old (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Sm opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Sorcerer Spells Known (save DC 14 + spell level): 0—(000000)

arc mark, danc Igt, det mag, ghost s, Igt, mag hand, r mag, resist;
1st—(0000000) exp retreat, identify, shld, tr strike, undetect aura;
2nd—(0000000) blur, det thoughts, invis, obs objj: 3rd—(0000000) blink,
disp mag, nondetect; 4th—(0o000) det scry, scry. CL 9.
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Dra% n, Green Ancient (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: 3/day—dom per, suggest; 1/day—plant growth.
CL 13. Save DC = 15 + spell level.

Sorcerer Spells Known (save DC 15+ spell level): 0—(000000) arc mark,
danc Igt, det mag, ghost s, Igt, mag hand, ray frost, r mag, resist;
1st—(00000000) exp retreat, identify, shld, tr strike, undetect aura;
2nd—(0000000) blur, det thoughts, invis, obs obj, res energy; 3rd—
(0000000) blink, disp mag, displace, nondetect, tongues; 4th—(0000000)
bestow curse, det scry, dim door, scry; 5th—(0000000) cloudkill, perm,
tport; 6th—(000000) gr disp mag, tr seeing. CL 13.
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Dra%on, Green Great Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: 3/day—dom per, suggest; 1/day—cmd plants,
plant growth. CL 17. Save DC = 15 + spell level.

Sorcerer Spells Known (save DC 15+ spell level): 0—(000000) arc mark,
danc Igt, det mag, ghost s, Igt, mag hand, ray frost, r mag, resist;
1st—(00000000) exp retreat, identify, shld, tr strike, undetect aura;
2nd—(00000000) blur, det thoughts, invis, obs obj, res energy. 3rd—
(0000000) blink, disp mag, displace, nondetect, tongues; 4th—(0000000)
bestow curse, det scry, dim door, gr invis, scry. 5th—(0000000) baleful
pmorph, cloudkill, dismiss, perm, tport; 6th—(oooo000) gr disp mag,
legend lore, mislead, tr seeing; 7th—(000000) gr scry, gr tport, Itd
wish; 8th—(0000) mind blank, prot spell. CL 17.
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Dra% n, Green Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Water Breathing (Ex): Breathe underwater indefinitely & use breath
wpn, spells, & spell-like abilities.

Spell-Like Abilities: 3/day—dom per, suggest; 1/day—plant growth.
CL 15. Save DC = 15 + spell level.

Sorcerer Spells Known (save DC 15+ spell level): 0—(000000) arc mark,
danc Igt, det mag, ghost s, Igt, mag hand, ray frost, r mag, resist;
1st—(00000000) exp retreat, identify, shld, tr strike, undetect aura;
2nd—(0000000) blur, det thoughts, invis, obs obj, res energy; 3rd—
(0000000) blink, disp mag, displace, nondetect, tongues; 4th—(0000000)
bestow curse, det scry, dim door, gr invis, scry; 5th—(0000000)
cloudkill, dismiss, perm, tport; 6th—(0oo000) gr disp mag, legend lore,
tr seeing; 7th—(0000) gr scry, gr tport. CL 15.

Dragon, Silver Adult (con't)

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(0o00000) daze,

det mag, ghost s, Igt, ray frost, r mag, resist; 1st—(oooo0000) end
elements, hypno, mag armor., sleep, tr strike: 2nd—(0o00000) daze mon,
e's splendor, hypno pat; 3rd—(0oo00) disp mag, prot energy. CL 7.
Spell-Like Abilities: 3/day—fog cloud; 2/day—f fall.
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Dragon, Silver Mature Adult (con't)

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 15 + spell Ivl): 0—(o00000) daze, det
mag, ghost s, Igt, ray frost, r mag, resist, tch fatigue; 1st—(00000000)
end elements, hypno, mag armor, sleep, tr strike; 2nd—(00000000) b's
endurance, daze mon, e's splendor, hypno pat; 3rd—(oooo000) disp mag,
displace, prot energy; 4th—(0000000) charm mon, rainbow pat. CL 9.
Spell-Like Abilities: 3/day—fog cloud; 2/day—f fall.
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Dragon, Silver Very Old (con't)

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 17 + spell Ivl): 0—(000000) danc

It, daze, det mag, ghost s, Igt, ray frost, r mag, resist, tch fatigue;
1st—(00000000) end elements, hypno, mag armor., sleep, tr strike:
2nd—(00000000) b's endurance, blind/deaf, daze mon, e’s splendor,
hypno pat: 3rd—(0oo0o0000) disp mag, displace, prot energy, suggest;
4th—(0000000) arc eye, charm mon, gr invis, rainbow pat; 5th—
(0000000) baleful pmorph, tport, wall force; 6th—(oo000) flesh/stone,
globe invul. CL 13.

Spell-Like Abilities: 3/day—fog cloud, ctrl wind; 2/day—f fall.
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Dragon, Silver Old (con't)

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 16 + spell Ivl): 0—(000000) danc

It, daze, det mag, ghost s, Igt, ray frost, r mag, resist, tch fatigue;
1st—(00000000) end elements, hypno, mag armor, sleep, tr strike:
2nd—(00000000) b's endurance, blind/deaf, daze mon, e’s splendor,
hypno pat; 3rd—(0000000) disp mag, displace, prot energy, suggest:
4th—(0000000) arc eye, charm mon, rainbow pat; 5th—(0o000) baleful
pmorph, wall force. CL 11.

Spell-Like Abilities: 3/day—fog cloud, ctrl wind; 2/day—f fall.
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Dra%on, Silver Ancient (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite
dmg v <=Lg opp: drop as free act or fling 1déx10 ft as std act; 1dé fall
dmg/10ft.

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; ho duration).

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 18 + spell level): 0—(000000)

danc It, daze, det mag, ghost s, Igt, ray frost, r mag, resist, tch
fatigue; 1st—(000000000) end elements, hypno, mag armor, sleep,

tr strike; 2nd—(00000000) b's endurance, blind/deaf, daze mon, e's
splendor, hypno pat; 3rd—(00000000) disp mag, displace, prot energy,
suggest; 4th—(00000000) arc eye, charm mon, gr invis, rainbow pat;
5th—(00000000) baleful pmorph, contact plane, tport, wall force;
6th—(0000000) flesh/stone, globe invul, gr disp mag; 7th—(oo0o0000)
plane shift, prism spray. CL 15.

Spell-Like Abilities: 3/day—fog cloud, ctrl wind; 2/day—f fall; 1/
day—ctrl weather.
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Dra%on, Silver Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite
dmg v <=Lg opp: drop as free act or fling 1déx10 ft as std act; 1dé fall
dmg/10ft.

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; ho duration).

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 19 + spell Ivl): 0—(o00000) danc It,
daze, det mag, ghost s, Igt, ray frost, r mag, resist, tch fatigue; 1st—
(000000000) end elements, hypno, mag armor, sleep, tr strike; 2nd—
(00000000) b's endurance, blind/deaf, daze mon, e's splendor, hypno
pat; 3rd—(00000000) disp mag, displace, prot energy, suggest; 4th—
(00000000) arc eye, charm mon, gr invis, rainbow pat; 5th—(00000000)
baleful pmorph, contact plane, tport, wall force; 6th—(oooo000) flesh/
stone, globe invul, gr disp mag; 7th—(ooo00000) forcecage, plane shift,
prism spray. 8th—(0o000) maze, temp stasis. CL 17.

Spell-Like Abilities: 3/day—fog cloud, ctrl wind; 2/day—f fall; 1/
day—ctrl weather.
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Dragon, White Very Old (con't)

Freezing Fog (Sp): 3/day—As solid fog & grease. As 5th-Ivl spell.
Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Sm opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 12 + spell Ivl): 0—(000000) acid spl,
danc It, det mag, ghost s, ray frost, r mag, resist; 1st—(0000000)
alarm, mag missile, prot good, prot law, shld; 2nd—(0000000) invis, prot
arrow, res energy; 3rd—(ooo0o) displace, prot energy. CL 7.

Spell-Like Abilities: 3/day—fog cloud, gust wind. CL 9.
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Dr‘agon, Silver Great Wyrm (con't)

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite
dmg v <=Lg opp: drop as free act or fling 1déx10 ft as std act; 1dé fall
dmg/10ft.

Alternate Form (Su): 3/day—pmorph self (<=Med ani or humanoid
only: no hp; nho duration).

Cloudwalking (Su): Cont (negate/resume at will)—walk on clouds or fog
as solid ground.

Sorcerer Spells Known (save DC 19 + spell level): 0—(o00000) danc It,
daze, det mag, ghost s, Igt, ray frost, r mag, resist, tch fatigue; 1st—
(000000000) end elements, hypno, mag armor, sleep, tr strike; 2nd—
(000000000) b’s endurance, blind/deaf, daze mon, e's splendor, hypno
pat; 3rd—(00000000) disp mag, displace, prot energy, suggest; 4th—
(00000000) arc eye, charm mon, gr invis, rainbow pat; 5th—(00000000)
baleful pmorph, contact plane, tport, wall force; 6th—(00000000)
flesh/stone, globe invul, gr disp mag; 7th—(0oo0000) forcecage, plane
shift, prism spray; 8th—(0000000) m charm mon, maze, temp stasis;
9th—(00000) imprison, wish. CL 19.

Spell-Like Abilities: 3/day—fog cloud, ctrl wind; 2/day—f fall; 1/
day—ctrl weather, rev gravity.
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Dragon, White Ancient (con't)

Freezing Fog (Sp): 3/day—As solid fog & grease. As 5th-Ivl spell.
Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Sm opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 14 + spell Ivl): 0—(000000) acid

spl, danc It, det mag, ghost s, mag hand, ray frost, r mag, resist,

tch fatigue; 1st—(0000000) alarm, mag missile, prot good, prot

law, shld; 2nd—(000000) e’s splendor, invis, prot arrow, res energy:
3rd—(000000) displace, prot energy, sleet storm; 4th—(0o000) fire shld,
pmorph. CL 9.

Spell-Like Abilities: 3/day—fog cloud, gust wind, wall ice. CL 10.
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Dragon, White Wyrm (con't)

Freezing Fog (Sp): 3/day—As solid fog & grease. As 5th-Ivl spell.
Frightful Presence (Ex): 330-ft r; <=32 HD; Will DC 29 neg.

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 13 + spell Ivl): 0—(000000) acid

spl, danc It, det mag, ghost s, mag hand, ray frost, r mag, resist,

tch fatigue; 1st—(0000000) alarm, mag missile, prot good, prot law,
shld; 2nd—(0000000) blur, e's splendor, invis, prot arrow, res energy:
3rd—(0000000) displace, prot energy, rage, sleet storm; 4th—(000000)
enervat, fire shld, pmorph; 5th—(o000) dismis, tport. CL 13.
Spell-Like Abilities: 3/day—fog cloud, gust wind, wall ice. CL 11.
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Formian, Queen (con't)

Spell-Like Abilities: At will—calm emot (DC 17), charm mon (DC 19),
clairaud/clairvoy, det chaos, det thought, dictum (DC 22), divination,
hold mon (DC 20), mag circ chaos, o's wrath (DC 19), shld law (DC 23),
tr seeing. CL 17.

Sorcerer Spells Known (base save DC 15 + spell level): 0—(000000)
acid spl, arc mark, daze, det mag, lgt, mag hand, r mag, resiste, tch
fatigue; 1st—(00000000) comp lang, identify, mag armor, mag missile,
shld; 2nd—(0000000) hypno pat, invis, prot arrows, res energy, scorch
ray; 3rd—(ooo00000) disp mag, hero, nondetect, slow; 4th—(0oo0000)
confus, det scrying, black tent, scry; 5th—(0000000) cone cold,
dismiss, tport, wall force; 6th—(000000) analyze dweomer, geas/quest,
repuls; 7th—(000000) summ mon VII, vision, wave exhaust; 8th—(0000)
prism wall, temp stasis. CL 17.
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Dragon, White Great erm (con't)

Freezing Fog (Sp): 3/day—As solid fog & grease. As 5th-Ivl spell.
Frightful Presence (Ex): 360-ft r; <=35 HD; Will DC 32 neg.

Snatch: Claw or bite; grap as free act w/o AoO; auto claw or bite dmg
v <=Med opp; drop as free act or fling 1d6x10 ft as std act; 1d6 fall
dmg/10ft.

Sorcerer Spells Known (save DC 14 + spell Ivl): 0—(000000) acid spl,
danc It, det mag, ghost s, mag hand, ray frost, r mag, resist, tch
fatigue; 1st—(0000000) alarm, mag missile, prot good, prot law, shld;
2nd—(0000000) blur, e’s splendor, invis, prot arrow, res energy; 3rd—
(0000000) displace, prot energy, rage, sleet storm; 4th—(0000000)
enervat, fire shld, pmorph, solid fog; 5th—(000000) dismis, mind fog,
tport; 6th—(0000) circle death, mislead. CL 13.

Spell-Like Abilities: 3/day—fog cloud, gust wind, wall ice: 1/day—ctrl
weather. CL 13.
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Frost Giant Jarl (con't)

Poison Use (Ex): No risk of poisoning self when handling poison.
Detect Good (Sp): At will; as spell.

Sneak Attack (Ex): As rogue; +2d6 dmg.

Blackguard Spells Prepared (save DC 11 + spell level): 1st-cause fear,
doom, mag wpn; 2nd-b's strength.
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Ghaele, Globe Form (con't)

Protective Aura (Su): As mag circ evil & | glove invul (20 ft r, CL 10);
+4 AC, saves v evil for all w/in 20 ft.

Tongues (Su): As spell (CL 14).

©2003-2005 The Game Mechanics. Inc. Tie Gavr Mrcitaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Golden Protector (con't)

Cleric Spells Prepared (save DC 15 + spell level): 0—det mag, guid (2),
Igt, r mag, resist; 1st—bless (2), det evil, div favor (2), ent shld, prot
evil*; 2nd— aid*, b's endurance, b's strength, | restor, res energy;
3rd—daylight, disp mag, mag circ evil*, rem curse: 4th—dismiss, holy
smite*, neut poison. *Domain spell. Domains: Good and Healing. CL 7.
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Ghaele, Humanoid Form (con't)

Protective Aura (Su): As mag circ evil & | glove invul (20 ft r, CL 10);
+4 AC, saves v evil for all w/in 20 ft.

Tongues (Su): As spell (CL 14).

Cleric Spells Prepared (save DC 13 + spell level): O—cure min, det mag,
guid, Igt, resist, virtue: 1st—bless, calm ani*, cmd, div favor, obs mist,
sanct, shld faith; 2nd—aid, align wpn, b’s endurance, hold ani*, | restor,
rem paral, zone truth; 3rd—daylight, gas form*, prayer, rem curse,
sear Igt, wtr breath:; 4th—death ward, dismis, div pow, restor, summ
n's ally IV (ani)*; 5th—ctrl winds*, fl strike, raise dead, tr seeing;
6th—banish, blade barrier, chain Igt*, heal; 7th—ani shapes*, holy
word, summ mon VII. *Domain spell. Domains: Air and Animal. CL 14.
Gaze (Su): 60 ft. Evil opp <=5HD Will DC 18 or slain; as fear for 2d10
rds on save. Other opp Will DC 18 or as fear for 2d10 rds.
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Hezrou (con't)
Summon Demon (Sp): 1/day—summ 4d10 dretches or 1 hezrou (35%)
as 4th-Ivl spell.
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Hound Archon (con't)

Change Shape (Su): Std act: can assume dire wolf, dog, riding dog, or
wolf form. See MM.

Teleport (Su): At will—as gr tport (self & 50 Ibs only): CL 14.
Spell-Like Abilities: At will—aid, cont flame, det evil, msg. CL 6.
Tongues (Su): Perm—tongues. CL 6.
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Ice Devil (Gelu?on) (con't)

Summon Demon (Sp): 1/day—sum 2d10 lemures, 1d6 bearded devils,
2d4 bone devils (50%) or 1 ice devil (20%) as 4th-Ivl spell.

See in Darkness (Su): See in any darkness, even deep dark.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Horned Devil (Corhugon) (con't)

Spell-Like Abilities: At will—disp chaos (DC 21), disp good (DC 21),
mag circ good, gr tport (self & 50 Ibs); persist img (DC 21) 3/day—
fball (DC 19), Igt bolt (DC 19). CL 15.

Summon Devil (Sp): 1/day—summ 2d10 lemures or 1d6 bearded devils
(50%), 1d6 barbed devils (35%), or horned devil (20%) as 6th-Ivl spell.
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Lantern Archon (con't)
Spell-Like Abilities: At will—aid, det evil, cont flame. CL 3.
Tongues (Su): Perm—tongues. CL 14.
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Leonal (con't)

Spell-Like Abilities: At will—det thought, fball (DC 15), hold mon (DC
17), pmorph, wall force; 3/day—cure crit (DC 16), neut poison, rem dis;
1/day—heal (DC 18). CL 10.

Lay on Hands (Su): As paladin (114 hp/day).

Protective Aura (Su): As mag circ evil & | glove invul (20 ft r, CL 12);

+4 AC, saves v evil for all w/in 20 ft.
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. 1
Nightwalker (con't)
Desecrating Aura (Su): Cont—as desecrate (20-ft r, +2 on atk,
dmg, saves & +2 hp/HD for undead). Disp evil removes, but free act
resumes. Stats here include bonuses. See MM.
Spell-Like Abilities: At will—contag (DC 18), deep dark, det mag, gr
disp mag, haste, see invis, unh blight (DC 18); 3/day—confus (DC 18),

plane shift (DC 21). CL 21.
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hold mon (DC 19), invis; 1/day—cone cold (DC 19), finger death (DC 21),

. U
Nightcrawler (con't)
Summon Undead (Su): 1/night—summ 9-16 shadows, 3-6 gr shadows,
2-4 dread wraiths; arrive in 1d10 rds; serve 1 hr.
Energy Drain (Su): Swallowed creatures; Fort DC 26 or one neg/rd
&+5 tmp hp.
Swallow Whole (Ex): Grap to swallow <=Huge opp starting turn grap'd.
2d8+12 crush dmg + 12 acid dmg /rd. Escape: 35 dmg (AC 21). Holds 2
Huge, 8 Lg, 32 Med, 128 Sm, or <=512 Tiny.
Spell-Like Abilities: At will—contag (DC 18), deep dark, det mag, gr
disp mag, haste, invis, see invis, unh blight (DC 18); 3/day—cone cold
(DC 19), confus (DC 18), hold mon (DC 19); 1/day—finger death (DC 21),
m hold mon (DC 23), plane shift (DC 21). CL 25.

. . )
Nlﬁh’rwmg (con't)

Spell-Like Abilities: At will—contag (DC 18), deep dark, det mag,
haste, see invis, unh blight (DC 18); 3/day—confus (DC 18), gr disp
mag, hold mon (DC 19), invis; 1/day—cone cold (DC 19), finger death
(DC 21), plane shift (DC 21). CL 17.

Summon Undead (Su): 1/night—summ 5-12 shadows, 2-4 gr shadows,
or 1 dread wraith; arrive in 1d10 rds & serve 1 hr.
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Nymph (con't)
Domination (Su): Gaze atk (30 ft); Will DC 17 or stunned 2d4 rds.
Wild Empathy (Ex): As druid, +8 on check.
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Planetar (con't)

Spell-Like Abilities: At will—cont flame, disp mag, holy smite (DC 20),
invis (self only), I restor (DC 18), rem curse (DC 19), rem dis (DC 19),
rem fear (DC 17), spk dead (DC 19); 3/day—blade barrier (DC 22), fl
strike (DC 21), pmorph (self only), pow word stun, raise dead, wave
fatigue; 1/day—earthquake (DC 24), gr restor (DC 23), m charm mon
(DC 24), wave exhaust. CL 17.

Cleric Spells Prepared (save DC 16 + spell level): 0—cr wtr, det mag,
quid, resist (2), virtue; 1st—bless (2), cause fear, div favor (2), ent
shld, inflict It*, shld faith; 2nd—aid*, align wpn, b 's endurance, b's
strength (2), consec, e's splendor, hold per; 3rd—contag*, daylight,
invis purge, prayer (2), summ mon III, wind wall; 4th—death ward,
dismiss, inflict crit*, neut poison (2), summ mon IV; 5th— break
enchant, m inflict It*, disp evil, mark just, plane shift, right might;
6th—banish, gr disp mag, harm*, heal, hs' feast, m cure mod;

7th— dictum, disintegrate*, holy word, regen; 8th—holy aura*, m cure
crit, shld law; 9th—implosion, summ mon IX (good)*. *Domain spell.
Domains: Destruction and Good. CL 17.

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Pit Fiend (con't)

Summon Devil (Sp): 2/day—summ 2 lemures, 2 bone devils, 2 bearded
devils, 1 erinyes, 1 horned devil, or 1 ice devil (100%) as 8th-Ivl spell.
Spell-Like Abilities: At will—blasphemy (DC 25), cr undead, fball (DC
21), gr disp mag, gr tport (self & 50 Ibs), invis, mag circ good, m hold
mon (DC 27), persist img (DC 23), pow word stun, unh aura (DC 26);
1/day—meteor swarm (DC 27); CL 18. 1/yr—wish; CL 20.

©2003-2005 The Game Mechanics, Inc. The Gavi: Meciaics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.

Sahuagin (con't)

Speak with Sharks (Ex): Telepathy w/ sharks; 150 ft.

Water Dependent (Ex): Survive out of water for 12 hours, then risk
“drowning."

©2003-2005 The Game Mechanics, Inc. T Gavr Mrciiaxics and The Game Mechanics Logo are trademarks of The Game Mechanics, Inc.
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Sahuagin Mutant (con't)

Speak with Sharks (Ex): Telepathy w/ sharks; 150 ft.

Water Dependent (Ex): Survive out of water for 12 hours, then risk
“drowning."
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Trumpet Archon (con't)

Spell-Like Abilities: At will—det evil, cont flame, msg. CL 12.
Teleport (Su): At will—as gr tport (self +50 Ibs only):; CL 14.
Spell-Like Abilities: At will—aid, cont flame, det evil, msg. CL 6.
Tongues (Su): Perm—tongues. CL 14.

Cleric Spells Prepared (DC 13 + spell level): 0—det magic, lgt, pur
food/drink, r mag, resist (2); 1st—bless (2), div favor (2), prot chaos*,
sanct, shld faith; 2nd—aid*, b’s strength (2), consecrate, | restor,
o's wisdom (2). 3rd—daylight, invis purge, mag circ chaos*, mag vest,
prot energy (2); 4th—dismiss, div pow, holy smite*, neut poison, spell
imm; 5th—disp evil*, m cure It, plane shift, raise dead; 6th— blade

*Domain spell. Domains: Good and Law. CL 14.
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barrier*, banish, heal, und/death; 7th—dictum*, holy word, m cure ser.

Solar (con't)
Tongues (Su): Perm—as spell. CL 22.

Spell-Like Abilities: At will—aid, anim obj, commune, cont flame, dim
anchor, gr disp mag, holy smite (DC 21), imprison (DC 26), invis (self
only), I restor (DC 19), pmorph (self only) pow word stun, rem curse
(DC 20), rem dis (DC 20), rem fear (DC 18), resist energy, summ

mon VII, spk dead (DC 20), wave fatigue; 3/day—Dblade barrier (DC
23), earthquake (DC 25), heal (DC 23), m charm mon (DC 25), perm,
resurrect, wave exhaust; 1/day—gr restor (DC 24), pow word blind,
pow word kill, pow word stun, prism spray (DC 24), wish. CL 20.

Cleric Spells Prepared (save DC 17 + spell level): O—cr water, det mag,
quid (2), resist (2); 1st—bless (2), cause fear, div favor (2), ent shid,
obs mist*, shld faith; 2nd—align wpn, b's endurance (2), b's strength
(2), consecrate, e’s splendor, spirit wpn*; 3rd—daylight, invis purge,
mag circ evil, mag vest*, prayer (2), prot energy, wind wall; 4th—death
ward (2), dismis (2), div power*, neut poison (2); 5th—break ench, ctrl
winds*, disp evil, plane shift, right might (2), symb pain; 6th—banish,
chain Igt*, hs' feast, m cure mod, und/death, word recall; 7th—ctrl
weather*, destruct, dictum, ethereal jaunt, holy word, regen; 8th—
fire storm, holy aura, m cure crit (2), whirlwind*; 9th—ethereal, elem
swarm (air)*, m heal, miracle, storm veng. *Domain spell. Domains: Air
and War. CL 20.
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Appendix: Open Game License

Designation of Product Identity. The following items are Product Identity: All images, logos (excluding the d20 System Logo), diagrams, and specific representa-
tions of cards; the characters of Alwyn, Cromagh, Kessa, and Tyrian. The Game Mechanics and The Game Mechanics logo are trademarks of The Game
Mechanics, Inc.

Designation of Open Game Content. The following items are Open Game Content: All text except the section labeled "Example of Play."

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 (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improve-
ment, 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 translations 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, symbols, 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.

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.

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

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.

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.

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 COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

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 Trade-
mark 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.

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

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 distributed 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.

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 enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 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.

Initiative Cards v2.0 Copyright 2003, The Game Mechanics, Inc.; Author JD Wiker.
Initiative Cards: Monster Set 1 Copyright 2004, The Game Mechanics, Inc.; Author JD Wiker and Marc Schmalz.
Initiative Cards: Monster Set 2 Copyright 2005, The Game Mechanics, Inc.; Author JD Wiker and Marc Schmalz.
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