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Dedication

Aquilae: Bestiary of the Realm is dedicated to my long-suffering wife, who, for countless dozens—in truth, well over a
hundred—evenings, endured my relentless clicking to bring the crunch herein to life.

Introduction

What D&D geek hasn’t longed to create their own monsters?
What DM hasn’t home-brewed some beasties?

Monsters of Aquilae was born of a desire to breathe
monstrous life into the titular Realm, the campaign setting
in which Infinium Game Studio adventures take place in by
default.

What you hold in your hands, or see before you, is the tip of
the iceberg, really: Aquilae is designed by the gods to be a bit
of a breeding ground, a natural melting pot, and a visceral
source of creature monstrosities.

As with all IGS products, the desire here is to create
adventure content that can be enjoyed across a wide range of
PC levels and adventure difficulties.

Here’s hoping your gaming table has some fun with these
new beasties.

J. Evans Payne
Malvern, Pennsylvania

February 2021
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Founded in 2015, Infinium Game Studio (IGS) came about
as the result of a simple mission: Make shared storytelling
games easier and more fun for both players and referees
alike.

Our vision is that Infinium Game Studio empowers referees,
players, and the industry entire with innovative gaming
tools; high-quality, deeply-designed products; and creative
takes on established paradigms.

Plays Well With Everyone

IGS products are engineered to be usable by both novice
and veteran gaming groups. As a result, they must contain
everything a novice GM might need to react quickly to his/
her play group.

Comprehensive and Immersive

Each IGS product should “feel real” and come with
everything the referee might require to make the setting,
context, environment, or other content come alive.

Everything You Need

The ideal adventure should contain practically everything
you need to run the game, except the core rulebook. Even
the most skilled GM wastes time looking things up in
multiple books. It’s so exceedingly rare that an adventure
contain all of the crunch and fluff necessary to run it.

Maps: Where Are We, Again?

A picture is worth a thousand words... and also, a thousand
seconds of prep time. Visually appealing, easy-to-use,

and extensive Maps are an essential part of any shared-
storytelling experience.

Pervasive Maps

Don’t put a building on a map if I can’t go inside it.

Prepared for Anything

In a gaming session, a good referee must be prepared for
the PCs to explore any aspect of the content. All too often,
an otherwise outstanding adventure will fail to provide
for a major percentage of its content. If there are twenty
buildings in a town, but maps for only two of them-well,
it’s fairly apparent where the Big Bad is going to be holed
up! Not every map will be riddled with secret passages,
custom random encounters, and combat, but there should
be something of interest in every building. Otherwise, it
shouldn’t be there!

Thoroughness: But What If...?

It’s possible to have a 16-page adventure that’s wonderful
and exciting. It’s also possible to have a 255-page
sourcebook be boring and repetitive. Striking the right
balance between over-padding and under-describing is
challenging, but an important part of what we do at IGS.

(o

Each product should be usable on its own, completely out
of context; as a start to a completely new campaign; as part
of the “intended” Adventure Path or associated suite of IGS
products; or to insert into an existing ongoing campaign.

No IGS product is “one and done” by design.

FlexTale and Comprehensive Design enable this flexibility
and reusability.

Production Qualit

Our goal is to produce world-class products with high
production values.



What is FlexTCale?

FlexTale™ is an attempt to make roleplaying game adventure
content dynamic and interesting. A module created using
FlexTale is different each time it is run. Treasure, monsters,
plot activities, NPC backstories and character arcs, and
various actions and plot elements can all occur differently.

Differences can occur
using the roll of dice,
or the GM can simply
choose the content
that s/he prefers or

Flexlale

feels would be most engaging to the play group.

There are two ways that FlexTale can help make an
adventure dynamic: Dynamic Content and Dynamic Plots.

Dynamic Content

“Dynamic content” is a FlexTable term that refers to
anything in an adventure that can be modified. Whether one
NPC is in love with another, or who murdered the vagrant

in the alley behind the town pub—FlexTale dynamic content
makes it possible to have several explanations or paths
through a story.

Dynamic Content is made possible by something called a
FlexTable™.

Most roleplaying game resources have tables—lots and lots
of tables, in many cases! Typically, these tables are two-
column, or perhaps three-column: you have one column that
lists the dice roll result, and you reference that row as the
outcome of the randomization. This is all well and good,
but it limits the scenario to that one set of probabilities and
outcomes, without accounting for things that happen in the
game that you might want to impact those outcomes.

A Traditional RPG Lookup Table

“: Traditional Lookup Table” is a typical “what’s in the
treasure chest” table that requires rolling a dloo. You
roll a d100, and then you look up which row your roll falls
into, and then you get your single result. Interesting, to be
sure, and it definitely provides for some variability... but the
extent of that variability is constant.

Table 1: Traditional Lookup Table

Description

(L3EE{sl Nothing

Minor Reward

ZEC ol Average Reward

The treasure chest is empty.

1d20 gp and a silver locket
worth 5 pp.

3di12 gp, a gold-hilted dagger
worth 10 pp, and two potions
of cure light wounds.
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Result Description

Major Reward 2d20 pp, a potion of cure
moderate wounds, and a

scroll of fireball (CL 12).

The FlexTable Difference

A FlexTable is used to do the same thing a normal RPG
lookup table does. What makes FlexTables different is that
they have multiple columns to represent dice rolls. Each

of the columns represents a different situation or set of
conditions under which that column is used to reference the
result.

This seemingly simple change is used to make all of the
following possible:

« Differences in probabilities for the individual outcomes.

“Scalable” monsters and rewards that more appropriately
match the level and power of the PCs.

e Proportional rewards, measured against the strength of a
relationship or other conditions.

¢ Circumstantial content, restricted to certain conditions
or prerequisites.

“: Sample Treasure Chest Contents” is the same table we
saw earlier, modified to be a FlexTable.

In the above example, there are now four columns used to
indicate the range of the dice roll result. These columns are
referred to as Contexts.

Before you roll on a FlexTable like this one, you will have to
figure out which Context you should refer to. In the above
table, the leftmost column is Context “A” (D%A), the next
one is “B”, and so on. Each Context also indicates the dice
to be rolled—in this example, you roll the same dice (d%) in
each Context, but in some FlexTables, different dice may be
used.

This straightforward example demonstrates the following
differences in converting a standard table into a FlexTable:

Different Probabilities: Context C is the most favorable,
since it provides a much bigger range of rolls under which
you would receive the “Major Reward”. Context B is the next
best, since it, too, expands the range that Context A has.

Circumstantial Results: In Context D, not only are the
favorable outcomes less likely, but there is a fifth result row
that is only possible under this Context: “Cursed Reward”.

Determining Context: When you are called upon to roll on
this FlexTable, the adventure will use some description to
make it clear which Context to use. In the above example,
perhaps the Context is determined by how favorable the
party’s relationship is with a local wizard... but if the party
has fought or slain that wizard, then Context D is used to
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FlexTable 1: Sample Treasure Chest Contents

D%A
01-30

| sra0 |

D%B D%C D%D Result

(JEIN Nothing

Minor Reward

Average Reward

represent the soured atmosphere.

Typically, just prior to a FlexTable, adventure content
will summarize which Context should be used. The GM is
encouraged to use his/her common sense and judgement in

overriding this guidance as she/he sees fit based on the party

and how the game is going. For example, a GM could choose
to reference a specific Context even though the prerequisites
aren’t met. She could also choose to simply ignore the table
entirely, and force a specific result without even rolling.
Experienced GMs should use this power wisely to improve
gameplay if necessary; unless you have a specific reason for
overruling the recommended use of a FlexTable, you should
try to use it as it was intended to be used.

Here’s an example for the above table, assuming the example
of the contents of the treasure chest scaling to the nature of
the relationship the party has with the local wizard:

. 6 Use Context A:
If the party’s relationship to the wizard is Unfriendly or
Indifferent.
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Description

The treasure chest is empty.
1d20 gp and a silver locket worth 5 pp.

3d12 gp, a gold-hilted dagger worth 10 pp, and two potions
of cure light wounds.

2d20 pp, a potion of cure moderate wounds, and a scroll of
fireball (CL 12).

6d6 cp, a rusted dagger (useless in combat), and whomever
opens it is struck with a bestow curse spell (CL 8).

. D Use Context B:
If the party’s relationship to the wizard is Friendly.

. D Use Context C:
If the party’s relationship to the wizard is Helpful.

. Use Context D:
If the party’s relationship to the wizard is Hostile, or if
the party has ever attacked the wizard (or slain her).

This is an impressive-sounding title, but the goal is quite
simple to describe: Let the story be different.




What Is This Book?

This book is intended to be any or all of the following. These
are listed in no particular order.

e An authoritative listing of monsters for use in any
campaign setting, for adventuring parties of any size, and
any level.

» A means of using any existing monster with adventures of
any level and difficulty.

e A compendium of newly-created monsters, born of
inspiration from existing beasties you may already know
and love.

» A single-source reference and repository, listing every
single possible monster in easy-to-reference alphabetical
order.

In short, how you use this book is really dependent upon you
and your needs as a GM.

This book is immensely valuable for GMs who want to
introduce a truly formidable amount of creatures into their
campaign, and to do so in a flexible manner.

Prep Time: Aquilae: Bestiary of the Realm is a peerless
resource for GMs who want to minimize preparation time,
or who want to through new, unexpected combinations of
monsters at their players.

Crunch: There is no other work that assembles, generates,
and makes available this level of pure crunch, of instantly-
usable gaming statistics in an accessible format.

Single Point of Reference: Each monster entry is designed
to be self-contained, as much as possible: in nearly all cases,
you should be able to use the creature’s entry on its own,
without referencing any other publications or materials.

Flexibility: If you’ve always been frustrated by the
restrictions of a given adventure being appropriate only “for
levels 4-67, then this bestiary is for you!

Rigor: Each and every one of the statblocks in this

tome was constructed using published game mechanics,
templates, rules, and resources. Most have been playtested
in actual gaming groups, or simulated in extensive combat
scenarios across a range of PC compositions, levels, and
sizes. Although every single monster is not going to pose
the identical challenge to every party—see “Weaknesses”,
below—every creature is constructed as best as possible to
represent that monster at that level of difficulty.

Intelligence: The next section of this book introduces
FlexAl. This is a revolutionarily complex, yet accessible,
means of simulating dynamic, contextually-appropriate
monster behavior in combat encounters. Each and every
monster includes full FlexAlI rules, including its combat
Role and variation, so you know how it is likely to behave in
combat. This mechanic and approach takes the place of the
somewhat more pedestrian “Combat Behavior” description
that most bestiaries include alongside statblocks. This

concept is explored in full, with hundreds of additional
resources and references, in the FlexAI Guidebook, usable on
its own, or as a valuable companion tome to this bestiary.

Novelty: Of the 6,400 complete statblocks in this bestiary,
4,800 of them are entirely new, forged using existing game
mechanics, guidelines, templates, resources, and rules. A
full 75% of the creatures described herein were created
solely for the purposes of letting GMs use monsters for
party levels above, or below, the levels “intended” originally
when the monsters were published to begin with. In this
sense, this work is not only an assemblage of monsters in a
single repository, but also the single largest source of new
creatures ever conceived.

Thoroughness: Every monster. Ever. Assembled in a single
place.

Integration with FlexTale: All Infinium Game Studio
adventures and other products use the FlexTale approach

to adventure content. This innovative approach attempts

to make all adventure content accessible and appropriate to
all PC parties, of all levels. Aquilae: Bestiary of the Realm
enables FlexTale support for every monster, ever published.

Making Existing Adventures Dynamic: If you have
published adventures that do not use the FlexTale approach,
you can use this bestiary to adapt them to parties of any
level.

Construction: Each and every monster has been “built” or
“constructed”, rather than simply fabricated. The meaning
here is a little obtuse, so in more detail: each monster

has been incarnated from its starting statblock, and then
modified up and down as appropriate to generate the
resulting quartet of statblocks you find herein. Hit dice have
been modified, feats granted, and other tricks to produce
contextually-appropriate scales of challenge. Statblocks
have not simply been “fiddled with”, but rather templates
and other tools have been applied to generate the results you
see. It would have been easier—SO MUCH easier!—to simply
fabricate statblocks and boosts, but this approach results in
much richer and more true-to-the-rules mechanics.

In short, turn to this book as a gaming tool when:

* You want to run an adventuring session quickly, with zero
preparation.

e You want to run an Infinium Game Studio adventure, or
another published adventure that leverages the FlexTale
approach to dynamic, scaled adventure content.

* You want to introduce a monster that is not commonly
associated with the level that the PCs in your gaming
group currently are.

e You want to surprise seasoned players with monsters
that they may dismiss as far beyond, or far beneath, their
capabilities.

* You want the ease of having a single, authoritative
compendium of every single monster, ever, in a single
bookshelf of volumes.
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Introduction

e You want to introduce random, but contextually
appropriate, artificial intellligence-driven behavior to
monsters in your adventures.

What This Book is NOT

This book is intended to be a plethora, and not necessarily
a panacea. It sets out to create the most flexible, most
complete, and most ambitious set of monsters ever
assembled in a bestiary, and in that regard, it excels without
peer.

Many bestiaries of entirely new, custom monsters include
rich artwork, lavish backstories, and other features. That is
not the goal of this book, and it does not set out to achieve
this in any way. Other adventures, books, and products from
Infinium Game Studios include this approach and level of
detail; for the monsters included in Aquilae: Bestiary of the
Realm, this approach would not be appropriate.

Artwork: It is neither logistically, nor financially, feasible to
include artwork for each and every monster. In most cases,
the monsters in question are either well-known to veteran
players, or existing artwork is easily available for reference
in other sources.

Conciseness: By nature, definition, and intent, this bestiary
is not perfectly efficient. There is repetition. There is
repetition.* Some special abilities and apply to more than
one mosnter, so their descriptions may appear multiple times
throughout the text. This is by design, and for two reasons:
first, to ensure that each entry is self-contained as much as
is feasible. And second, because even though the majority of
a creature’s special ability description may be shared with
that of another monster’s, it may vary slightly.

* Bad jokes about game mechanics are hard to come by.

Variable Difficulty: It is a lofty goal, to have every monster
appropriately presentable to PCs of any quantity and level.
Although this bestiary accomplishes everything it sets out
to do in this regard, it is simply impossible to effect this
perfectly.

All monsters are not meant to be an equal challenge to every
level, but to represent a roughly equivalent challenge at any
level. Badgers, no matter what you do to their statblocks,
will always be little more than a nuisance. Similarly,

a Tarrasque should always represent a potential party-
annihilating setpiece foe. Trying to make all monsters

be all things to all parties would be A) impossible, and B)
inappropriate.

“Squishiness”: This word is a common shorthand, and
refers to how PCs of higher levels can easily defeat monsters
and other threats of lower levels. Some of the monsters
herein are indeed “squishy”, in that although they may say
they are “Elite” level, PCs of higher levels may not view that
creature as a legitimate threat to their capabilities. This is
frankly unavoidable, as to a certain extent, some monsters
are simply tougher than others. Making a Chicken into a
threat appropriate to face Level 20 PCs would mean it is
unrecognizable as a Chicken. Instead, interpret an “Elite”
Chicken as one that should be presented to higher-level
characters. They will still be able to slay it just as easily,

if not much more easily, than they could the Low-caliber
Chicken’s statblock when they were lower level.

“Impossibles”: Some monsters are completely, entirely,
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inappropriate for lower-level adventurers, even if they’re
listed as “Low” difficulty level. Level 2 PCs cannot hit a
monster with an insanely high Armor Class, no way around
it. In these scenarios—most often with monsters with
Combat Roles of Elite or Solo—the monster is, and should
be, considered beyond the capabilities of characters of those
lower levels.

Instead, consider deploying the lower-Difficulty iterations
of such monsters as easier-to-defeat threats for higher-
level PCs, or as “plot blockers” for low-level PCs. Facing

a Tarrasque at Level 4, even in the context of the FlexTale
approach to things, should signal certain defeat to any party.

Although Aquilae: Bestiary of the Realm was designed to
be the most complete, extensive, ambitious, and flexible
bestiary ever created, there are still cases where it’s perhaps
not the best solution.

When faced with the following scenarios, you may wish to
consider other alternatives.

e Story: There is no adventure here. Or, rather, there is
fodder to help fuel thosuands, endless, adventure... but
no true plot to speak of. You knew that when you saw the
word “Bestiary” on the title, though.

* Adventure Hooks: Some smaller bestiaries include
suggestions of how a given monster might be best
incorporated into your adventuring. That was not the
intent in this tome. There is no room for this, and besides,
in many cases, such tools are already available.

¢ Background, Context, and “Flavor/Fluff”: This is a work
of crunch—of pure game mechanics, rules, and guidelines.
It is not a story, and does not provide a great deal of flavor
text for the monsters. Most are well-known; descriptions
or “soft content” for others are already available
elsewhere.

« Exacting Level-Scaled Context: This book strives to make
every creature available for use with any adventuring
party. That’s not mechanically, or sanely, possible to
achieve to perfection. In a gaming group that is ruthlessly
Rules as Written (RAW), with no flexibilty for fudging
dice, rounding up or down, or otherwise bending the
rules to ensure a good time versus compliance with
mathematics, then this bestiary is probably not the best
tool... and neither is the FlexTale approach to things in
general.

» Perfect Challenge Rating Adherence: If you are using the
rules for creating encounters that use Challenge Rating as
an explicit mathematical guideline, then you may wish to
apply additional review and rigor to your process when
using Aquilae: Bestiary of the Realm (see How to Use
This Book, below).

hou to Use This Book

There is no wrong way to use Aquilae: Bestiary of the
Realm. But it may help to consider a number of different
ways of using it... some of which may not have occured to



you! impossible to create CR-compliant listings for each monster.

Instead, CRs listed herein reflect the Hit Dice of the creatures
and statblocks invovled. In many cases, this means that the
CR listed is likely higher than you might expect, particularly
The FlexTale Encounter Generator (FTEG) is at the heart fOI_' ‘isqulshy” monsters who were “evolved” from lower-CR
of Infinium Game Studio’s approach to dynamic adventure AR
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content. In these scenarios, recall that the FlexTale approach, and
the intent behind this Bestiary, is to present appropriate
challenges for parties of varying levels, not perfect threats
for exact levels.

Used with this Bestiary, the FTEG contains encounter
FlexTables that allow GMs to generate contextually-
appropriate combat encounters for PCs of any level, all with
a simple roll of the dice.

Some Special Abilities and Feats are so pervasive, it
was neither possible nor feasible to include a complete
description each time the feature came up in monster
descriptions.

All Infinium Game Studios adventures and products use
the FlexTale approach to dynamic adventure content. As a
result, these adventures leverage monsters in this bestiary,

with no additional work needed. Below please find a consolidated listing of these abilities.
Where applicable, these appear in the monster’s stat block,
commonly under the Special Abilities or Feats sections; the
complete description is simply not included in the latter text
of those monsters.

Darkvision (Ex) Range 60 ft.; Darkvision is the

You can take any non-FlexTale adventure and adapt it to extraordinary ability to see with no light source at all, out

be more appropriate to PCs of any level, rather than the to a range specified for the creature. Darkvision is black
restriction of most published products being “levels X to Y”. and white only (colors cannot be discerned). It does not
allow characters to see anything that they could not see
otherwise-invisible objects are still invisible, and illusions
are still visible as what they seem to be. Likewise, darkvision
subjects a creature to gaze attacks normally. The presence of
light does not spoil darkvision.

Simply take the monsters included in such adventures, and
use the version of that monster that’s most appropriate for
your PCs’ level.

Improved Natural Attack (X) Attacks made by one
natural weapon leaves vicious wounds. Choose one of the

For those who like to roll their own, this bestiary makes creature’s natural attack forms. The damage for this natural

creating combat encounters super easy: any monster can attack increases by one step on the following list, as if the

appear as a threat to any PCs, so let your imagination run creature’s size had increased by one category. Damage dice

wild! Alternately, you can save yourself even more time by increase as follows: 1d2, 1d3, 1d4, 1d6, 1d8, 2d6, 3d6, 4d6,

using Aquilae: Bestiary of the Realm in concert with the 6d6, 8d6, 12d6. A weapon or attack that deals 1d10 points of

FlexTale Encounter Generator. damage increases as follows: 1d10, 2d8, 3d8, 4d8, 6d8, 8d8,
12d8.

Dodge Your training and reflexes allow you to react swiftly
to avoid an opponent’s attack. You gain a +1 dodge bonus to
The FlexTale Encounter Generator goes into elaborate your AC. A condition that makes you lose your Dex bonus to
and fully-scaled detail for every monster, in every terrain AC also makes you lose the benefits of this feat.

context.

Improved Natural Armor This creature’s hide is tougher

As a result, the Bestiary itself merely lists a quick shorthand  than most. The creature’s natural armor bonus increases by

as to rarity, using the simple nomenclature of “Common”, +1. Special: A creature can gain this feat multiple times. Each
“Uncommon”, and “Rare”. time the creature takes the feat, its natural armor bonus

increases by another point.

Weapon Proficiencies You understand how to use your
martial weapons in combat. You make attack rolls with all
your martial weapons normally (without the non-proficient
penalty).

Each monster lists whether it is encountered on its own, or
in a group. This is useful for monsters that might otherwise
seem “squishy”; simply include more than just the one to up  Giant Creature Template: This template was used to

the threat level. enhance the abilities and statistics of this creature. Typically
this means Size increase by one category; AC increase
natural armor by +3; Attacks increase dice rolled by 1 step;
Ability Scores +4 size bonus to Str and Con, -2 Dex.

The short version here is that CRs are not slavishly stringent ~ Creature Type Traits (Ex) Creatures of many Types have
in Aquilae: Bestiary of the Realm. It would be nearly common rules that apply to them, such as whether they eat,
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drink, require rest, breathe, and so on.

Outsider: Unlike most living creatures, an outsider does not
have a dual nature-its soul and body form one unit. When
an outsider is slain, no soul is set loose. Spells that restore
souls to their bodies, such as raise dead, reincarnate, and
resurrection, don’t work on an outsider. It takes a different
magical effect, such as limited wish, wish, miracle, or true
resurrection to restore it to life. Outsiders breathe, but do
not need to eat or sleep (although they can do so if they
wish).

Immunities: Creatures with an Immunity to a type of
damage or effect never suffer damage or the impact of those
effects.

Resistances: Creatures with a Resistance to a type of
damage suffer only 50% of the damage inflicted from that
source. If a number is listed next to the Resistance, the
creature may ignore that much damage each time damage
from that type of source inflicts damage on that creature.

Vulnerabilities: Creatures with a vulnerability suffer
twice as much damage from that source each time they
suffer damage from that source. Other, non-damage-based
vulnerabilities (e.g., light blindness) are described in full
text.

Ability Focus (X) One of this creature’s special attacks is
particularly difficult to resist. Choose one of the creature’s
special attacks. Add +2 to the DC for all saving throws
against the special attack on which the creature focuses.
Special: A creature can gain this feat multiple times. Its
effects do not stack. Each time the creature takes the feat, it
applies to a different special attack.

Blindsense (Ex) Range 60 ft.; Other creatures have
blindsense, a lesser ability that lets the creature notice
things it cannot see, but without the precision of blindsight.
The creature with blindsense usually does not need to make
Spot or Listen checks to notice and locate creatures within
range of its blindsense ability, provided that it has line of
effect to that creature. Any opponent the creature cannot
see has total concealment (50% miss chance) against the
creature with blindsense, and the blindsensing creature
still has the normal miss chance when attacking foes that
have concealment. Visibility still affects the movement of a
creature with blindsense. A creature with blindsense is still
denied its Dexterity bonus to Armor Class against attacks
from creatures it cannot see.

Iron Will You are more resistant to mental effects. You get a

+2 bonus on all Will saving throws.

Lightning Reflexes You have faster reflexes than normal.
You get a +2 bonus on all Reflex saving throws.

Great Fortitude You are resistant to poisons, diseases, and
other deadly maladies. You get a +2 bonus on all Fortitude
saving throws.

Weapon Focus (X) You are especially good at using your
chosen weapon. You gain a +1 bonus on all attack rolls you
make using the selected weapon.

Can’t Be Tripped (Ex) A creature with this ability cannot be

tripped.

Grab (Ex) If you hit with the indicated attack (usually a claw

or bite attack), you deal normal damage and can attempt to
start a grapple as a free action without provoking an attack
of opportunity. You have the option to conduct the grapple
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normally, or simply use the part of your body you used in
the grab to hold the opponent. If you choose to do the latter,
you takes a -20 penalty on your CMB check to make and
maintain the grapple, but do not gain the grappled condition
itself. A successful hold does not deal any extra damage
unless you also have the constrict special attack. If you do
not constrict, each successful grapple check you make during
successive rounds automatically deals the damage indicated
for the attack that established the hold. Otherwise, you

deal constriction damage as well. You receive a +4 bonus

on combat maneuver checks made to start and maintain a
grapple. Unless otherwise noted, grab can only be used on
creatures of a size equal to or smaller than you.

Low-Light Vision (Ex) You can see x2 as far as humans in
low illumination. Characters with low-light vision have eyes
that are so sensitive to light that they can see twice as far
as normal in dim light. Low-Light Vision is color vision. A
spellcaster with low-light vision can read a scroll as long as
even the tiniest candle flame is next to her as a source of
light. Characters with low-light vision can see outdoors on a
moonlit night as well as they can during the day.

Notes & Conventions

As is typical in a roleplaying game adventure or module,
some text herein is meant to be read or shown to players
verbatim... but the majority of the content is meant to be for
the Game Master’s (GM) eyes only. Below please find some
visual conventions that make this differentiation clear.

D These sections are meant to be read aloud to players as-
is. You are of course free to introduce your own changes
as you see fit as a Game Master. Player Descriptive Text
blocks are meant to serve as informative tidbits that have
been preconstructed to reflect the exact nature of the
situation being encountered by the party.

Q Granted, nearly everything not highlighted in Player
Descriptive Text is not meant to be read aloud to
the players. However, some content is much more
“sensitive” than others.

GM-Only Notes such as this typically give away plot
points, major background, or other information that the
players may not normally have access to—either right
now, or in some cases, ever. Make sure to conceal these
sections from players unless there is a specific reason to
tell them!

aln some cases, the game designer will want to express
a specific opinion about some aspect of the adventure.
Typically, this takes the form of a discussion on
interpreting rules, or a recommendation as to how best
to play or run a particular piece of the adventure. In



all cases, veteran GMs should feel comfortable ignoring
these “soapbox” diatribes... but veteran and new GMs
alike may find something of interest in the coalesced
experience of three decades of roleplaying experience!

A quest can be large, tiny, or in between. Some can be very
quickly accomplished; others span days, weeks, or even
years, across multiple cities and even planes of existence!

In this book, all quests, big or small, have a similar
presentation and key elements, as shown by the green block
below.

¥ Quest: Rats in the Cellar

(example)

% Summary: Kill rats in a fantasy tavern. Fun and
creative.

3 Rewards: Rat corpses. Plus 10 gp from the bartender.
ﬂ Locations: Bar.
Q Key NPCs: Bartender.

l} Kickoff: When any PC speaks with the bartender.

@ Description:

The bartender asks the party to slay [id 2d6 Giant Rats that
have infested his basement.

In so doing, they will benefit from his goodwill, and a reward
of 10 gp.

Doors, locks, and other obstacles that don’t necessarily
incorporate a trap. You’ll find these prefaced by little brown
symbols like this one:

1 Locked Secret Door (example)

5” thick; Hardness 5; hp 30;
Perception DC 16; Break DC 15; Disable Device DC 18

5” thick; Hardness 5; hp 30;
Perception DC 18; Break DC 17; Disable Device DC 20

5” thick; Hardness 5; hp 30;
Perception DC 20; Break DC 19; Disable Device DC 22

% 5” thick; Hardness 5; hp 30;
Perception DC 22; Break DC 21; Disable Device DC 24

Whether it’s a single, simple check, or a series of checks

in escalating difficulty, skill checks may be an opportunity
to either avoid disaster or discover what might otherwise
remain hidden and ignored. Such chances are indicated via
yellow symbols as follows:

Some PCs may have insight into the Blacksmith’s wealth;

,.
0“
A

make a !5 DC 12 Knowledge (Profession) check.

Introduction

Skill checks are typically a single roll, often made in secret
by the GM. A skill challenge is usually a bit more involved
than a simple check—or there’s simply more at stake. Either
way, a challenge is a more formal, and explicit, exercise,
intentionally engaged in by the players.

You’ll find a skill challenge in a yellow box such as this:

A Falling Timbers (example)

First Check: DC 18 Perception (16 if aflame) to notice the
falling building; success cancels subsequent checks.

Second Check: DC 15 Acrobatics to avoid the debris; failure
inflicts 2d6 points of crushing damage plus a possible

1d8 points of fire damage; success cancels subsequent
checks.

Third Check: DC 12 Strength to dislodge one’s self from the

debris; failure inflicts 1d4 points of crushing damage

plus a possible 1d8 points of fire damage; success quits
the challenge.

Treasure, swords, gems, keys, filthy lucre—this is the stuff
your players are really gunning for, right? Well, that, plus
a good time with friends. And maybe, if you’re lucky, a
good, engaging session of shared storytelling that you’ll all
remember for a long time.

At any rate, rewards are shown with blue boxes like this
one. Some containers have common treasure, which applies
equally to all difficulty bands; these are shown with the

badges for all four bands like this:

Other treasure is “scaled”; that is, the PCs receive different
treasure depending on what difficulty band they are playing
at. Select the band that’s appropriate for the level of the

PCs; that is the treasure they receive. They do not receive all
of the treasure listed across all four bands!

¥ Secret Closet Chest

<[> Brushgather geneology book (a small book;
value 6 gp)

19 gp; opal pendant on gold chain (value 31 gp)
8 pp; 42 gp; opal pendant on gold chain (value 72 gp)

19 pp; 37 gp; opal pendant on gold chain (value 180
gp)

% 52 pp; 84 gp; opal pendant on gold chain (value 428
gp)

Hey, blame the rogue—who in all likelihood is suffering
the brunt of the trap s/he either failed to detect, and/or to
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disarm. Whether it becomes a bragging right, a bargaining
chip, or an epitaph, traps of all manner are shown in a
purple box like this one.

Note that the statistics for the impact of most traps scale to
the four difficulty bands; select the one that is appropriate
for the PCs in your game.

" Acid Arrow Chest Trap

Type Magic; Trigger Touch; Reset none

Introduction

Perception DC 18; Disable Device DC 20

Effect spell effect (acid arrow; Atk +1 ranged touch (1d4
acid damage for 2 rounds)

Perception DC 20; Disable Device DC 22

Effect spell effect (acid arrow; Atk +3 ranged touch (2d4
acid damage for 2 rounds)

Perception DC 22; Disable Device DC 24

Effect spell effect (acid arrow; Atk +5 ranged touch (2d4
acid damage for 3 rounds)

%Perception DC 24; Disable Device DC 22

Effect spell effect (acid arrow; Atk +7 ranged touch (2d4
acid damage for 4 rounds)

Be they simple items, magical items, rods, staves, potions,
books, or something wondrous, items share a common block
of information like the following... note that this format is
used for all manner of non-weapon, non-armor equipment
and usable items, both magical and mundane:

@ Adventurer’s Chronicle

(example)

Value 50 gp; Weight 1 1b.; Materials paper; Nature non-
magical; Aura none; Slot usable; CL n/a

This book is chock full of useful information. When used as a

reference (an action that typically takes 1d4 full rounds

of searching the text), an adventurer’s chronicle grants a +2

competency bonus on a specific Knowledge check for which
the book is designed.

Construction Requirements means to assemble a physical
book; the author must have at least 10 ranks in the skill for
which you are designing the book; Cost 30 gp

Crunch time!

Due to the scale of this adventure, this Adventure Book
contains statistics only for NPCs (both Common and
Dramatis Personae) and new monsters.

Common monsters, such as Umber Hulks and Giant Spiders,
do not have statistics within this tome. Most of the common
monsters referenced in this book have freely-available stats,
either for free online, or as part of the core books of the
game system you are playing.
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Uariable Challenge

One of the things that has frustrated many GMs is that
adventures are almost universally designed in this manner:
for a specific level of challenge, or at most, a very narrow
range of PC levels (e.g., “4th to 6th level”).

One might argue that this Variable Challenge concept is at
the very heart of Aquilae: Bestiary of the Realm and why it
exists in the first place.

There are many advantages to this approach, not least of
which being the guarantee that all challenges (monsters,
traps, and NPCs) are calibrated very specifically to that
narrow zone of difficulty.

The drawback, of course, is the narrowness of that range.
GMs wishing to run a module designed for 10th-level PCs, for
example, are either flat out of luck, or have to do some fairly
intensive work to scale the content up or down to better
align with the PCs she is playing with.

The degree to which a particular GM, or even gaming group,
enjoys perusing and tweaking game statistics—“crunch?”,

in common parlance—varies, of course. Some GMs love
crunch, and spend a majority of their prep time creating and
refining their challenges to ensure the crunch is accurate and
appropriately challenging. On the other end of the spectrum
are “by the seat of their pants” GMs, who ignore crunch
almost entirely, rarely referring to stat blocks lest it distract
from the focus of storytelling.

This adventure, and in a broader sense,

Infinium Game Studio, does not want to judge as to which
approach is “better” or “worse”. What matters is that you
have fun and enjoy yourselves!

However, we do want to make it as easy as possible to play
this adventure no matter what level your PCs happen to be.

There are many ways of calculating, dispersing, and
accounting for experience points (XP) in a Pathfinder gaming
group. What follows is a method that I have used over the
decades, and it’s been a lot of fun. Although it may not be
for every gaming group—your mileage may vary—it’s an
interesting spin on traditional methods, and the approach
may work for you.

Whether this approach works for you or not, however, it’s
worth reading through, because all of the Quests in this
adventure denote XP awards using this method.

I Want Cand

In the author’s early days as a GM, I tossed out candies as
rewards to the players when their characters did a good job.
Candy could be distributed for defeating a kobold, picking

a lock, dodging an attack, convincing the castle guard to
look the other way, or any of the ordinary actions whose
consequence typically involve experience points.

However, I also gave out candy for good roleplaying,
convincing dialogue, outstanding (or horrid) emulation of
accents, meta-jokes about the circumstances of the game that
were truly hilarious, suggesting things to me as the GM or



other players that took the story in a new direction, or—and I
have to be honest, here—helping me as a GM.

My general rule was, if I forgot a rule, and you pointed it
out in a way that didn’t make you seem like a jerk, then
you got rewarded. This could be something as innocuous
as reminding me that your elf ranger’s longbow was firing
+1 arrows, or as significant as reminding me that a certain
piece of equipment granted a reroll to a critically-failed
outcome.

Generally speaking, candy rewards were given out in my
games for anything—literally, anything—that made the
gaming experience more fun. Doorbell rings, and the pizza’s
here, and your character is tied up in the cyclops’ cave, so
you know you won’t be doing anything for a few minutes,
and so you go and grab the grub, and tip the delivery guy—
that’s worth a candy. Tell a funny joke—that’s worth a candy.
Save the life of your comrade, only to drug him unconscious
and use him as a prop, in the manner of Weekend at
Bernie’s—okay, that’s a little ghoulish, but it’s in charcter,
and amazing, so, yeah, that’s three candies right there.

Candy as XP

Candy is awesome, though for one of my gaming group,

who was a diabetic, it was a controlled and mindful
awesomeness. But even the most free-wheeling player wants
their character to level up. I get it.

At the end of each gaming session, my players would “turn
in” their candy wrappers. Each wrapper represented
something gone right, a good deed done—and therefore

it was converted to XP. Generally speaking, no matter
what the PCs’ levels, no matter what the adventure, 10
candy wrappers meant you advanced to the next level. If
you fell short—let’s say, you only got 6—then it meant you
were closer for next gaming session (i.e., 4 needed in this
example).

As years went on, it became a bit less practical and/or
healthy to urge my friends to consume at least ten pieces of
candy every time we got together, and so the approach was
tweaked. Instead of candy wrappers, gold stars, or spare
dice in a particular color, or Warhammer 40,000 figurines.
The point was, you got a token, a “nugget” of reward, which
was later converted into XP.

Rules lawyers hate this method, and I respect that. But even
the most hardened min/maxer eventually recognizes that
this approach, despite its drawbacks, keeps play flowing
quite quickly, and keeps everyone focused on what I believe
should be the goal of any roleplaying game session.

Namely: to have fun!

Reward Stars: The Formalized Approach

Whether or not you appreciated the above anecdote, or the
approach it describes, it’s required reading, because now
we’ll get to how it applies to Dark Obelisk: Berinncorte.

As with everything else in this book, the GM is encouraged
to completely ignore or change this approach if you feel it
would make it work better for your gaming group.

The following represent opportunities to gain an experience
point reward in this adventure:

» Defeating monsters and NPCs.

e Avoiding traps, picking locks, or otherwise overcoming

obstacles.
» Succeeding in skill challenges or checks.
o Fulfilling other objects in pursuit of a Quest.

Monsters and NPCs in this adventure list the XP reward the
PCs should obtain for defeating them in combat. They also
list the number of “Reward Stars”

layers should receive for
success. This is denoted like this: @ +2.
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Think of a Reward Star as a sugar-free and abstracted
version of a piece of candy from the earlier anecdote: players
receive one or more most times that they achieve something
in the game.

Locks, traps, and skill checks are typically “quadded”; each
level of CR lists a suggested XP reward, but also a number of
Reward Stars.

Quests only list Reward Stars. This is because Quests
should be fun, interesting, and above all, useful to the PCs,
but shouldn’t be game-breakingly powerful or ignorably
impotent. A simple delivery quest, for example: what should
that be worth? 500 XP? For a level one character, that can
be almost halfway to levelling up; for a level 19 character,
that makes for a completely worthless diversion. Using
Reward Stars solves this problem, by automatically scaling
the reward to be significant regardless of character level.

If you follow the approach I've used, then at the end of each
gaming session (or in between sessions, or at the start of
the next session, whatever works best for your schedule),
convert the Reward Stars to traditional Experience Points.

The GM is heavily encouraged to augment the rewards
documented with additional rewards, for perhaps-less-
tangible contributions: good jokes, helpful behavior, playing
fair and nice, being a good sport, paying for or even just
ordering dinner, that sort of thing.

Such “intangible rewards” should be general in nature: a
good, timely joke should be rewarded with a chunk of XP
that’s meaningful and helpful to the PC in question, whether
they’re level 1 or level 19.

Stay In Character... Or Else

In rare cases, or with certain gaming groups, the GM should
reserve the right to remove or revoke the Reward Stars a
particular player, or the group entire, has earned.

Such penalties should not be applied in a discouraging
manner, or against players who are genuinely trying, but
whose luck is simply poor, or for whom things just aren’t
working out. Indeed, successful roleplaying in the face of
dire circumstances should be rewarded more!

Reward Stars should only be revoked if the player

is detracting from play, distracting others, making
inappropriate jokes not appreciated by the rest of the group,
not paying their fair share... or just generally being a jerk.

Converting Reward Stars to XP

Each Reward Star represents different XP depending on
what your current level is.

If you’ve assigned Reward Stars to a particular PC, use the
character’s current level on the table below to convert to an
XP reward.

On some occasions, you may instead have granted Reward
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Stars to the party as a whole. In this scenario, calculate the
Average Party Level (APL) as you normally would, and use

that on the table below to convert the reward to standard XP.

If a PC has more than the minimum sufficient Reward Stars
to advance in level, they may continue to advance! In such a
scenario, count Stars using the PC’s current level, until they
level up. Any remaining stars are converted to XP using the
character’s new level. In exceptionally rare circumstances—
or with exceptionally indulgent GMs!—this may involve a PC
levelling up multiple times between sessions, though such
power-levelling is generally discouraged.

Finally, in addition to different methods of determining
rewards, gaming groups tend to have different theories as to
how rapidly characters should level up. Slow, average, and
fast tracks are shown here, which scale to the corresponding
Character Advancement experience point totals in the
Pathfinder Core Rulebook.

For purposes of Reward Stars, the following standard has
been used:

» Slow advancement requires 15 Reward Stars to advance.

e Advancement with the Average progression demands 10
Reward Stars per level.

* Only 5 Reward Stars are needed to advance following the
Fast track.

Table 2: Converting Reward Stars to XP

Level, CR, or APL Slow Avg Fast
1 200 200 260
2 300 300 400
3 433 400 540
4 600 600 800
5 800 800 1,000
6 1,200 1,200 1,600
7 1,600 1,600 2,200
8 2,533 2,400 3,200
9 3,000 3,000 4,200
5,000 5,000 6,800
6,333 6,500 8,000
9,667 9,500 13,000
12,667 13,000 17,000
19,333 19,000 26,000
26,333 25,500 35,000
36,667 41,000 50,000
53,333 50,000 70,000
76,667 75,000 100,000
100,000 105,000 140,000
n/a n/a n/a

Toward the goal of having an adventure that can be run
with PCs of various levels, all NPCs and monsters in this
adventure have four separate sets of statistics.
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Q These represent iterations of the creature in four
distinct scales of challenge. These scales are referred to,
in ascending difficulty, as Low, Moderate, Advanced, and
Elite.

Low-level statistics are the default, and are intended
for parties of 1% to 4™ level PCs. Typically, the Low CR for a
creature will be in the range of fractional, up to 4. You may
see this referred to as “1L”.

Moderate statistics present a bit more challenge, and are
meant for 5" to 8" level PCs. CRs can be in the range from
4-10. You may see this referred to as “2M”.

Advanced creatures give even more of a fight,
representing CRs in the range of 10-15, and are meant for
adventurers of the same levels. You may see this referred to
as “3A”.

% Elite monsters and NPCs are the most evolved, and
present formidable difficulty in the 12-20 CR range. These
stat blocks are designed for PCs above 15" level. You may
see this referred to as “4E”.

To avoid confusion, elsewhere in the text outside of the
creature’s quadded stat block definition, the statistics
referred to are the Low, or default, block. For example, the
condensed, “vital stats” block that is shown in red where the
NPC or monster is introduced in the adventure uses the Low
values.

Skill challenges and checks, traps, poisons, and obstacles
sometimes have quadded stat blocks as well.

Although nearly all NPCs and monsters have quadded stat
blocks, not all other game elements do. This is intentional.
It represents the reality that although monsters and people
might be of advanced difficulty, the city of Berinncorte
exists in a typical, average fantasy realm—DC 50 Mythic-
caliber locks simply doesn’t exist, let alone on every door in
town!

Below is an example of a door that has a quadded challenge
block. The icons represent the scale of increasing difficulty;
from top to bottom, they are Low, Moderate, Advanced, and
Elite.

1 Locked Secret Wooden Door

5” thick; Hardness 5; hp 60; Perception DC 16; Break
DC 20; Disable Device DC 18

5” thick; Hardness 5; hp 60; Perception DC 20; Break
DC 24; Disable Device DC 22

5” thick; Hardness 5; hp 60; Perception DC 22; Break
DC 26; Disable Device DC 24

% 5” thick; Hardness 5; hp 60; Perception DC 24; Break
DC 28; Disable Device DC 26






Introduction

Overvieu

Aquilae, the campaign setting in which these beasts are
located, will be elaborated and described in detail in other
books by Infinium Game Studio. This is partly due to
limitations of length: a focused narrative on the campaign
world would itself take longer than the bestiary! Scope is a
factor, as well—too much about the broader game world may
distract from the immediacy of the “day-to-day” plot of this
particular adventure.

However, the biggest reason for an abbreviated depiction

of the game world is that there is much, much more to this
realm than meets the eye... and the events of this adventure,
while seemingly isolated and bizarre, play a large role in the
revelation of these attributes.

In truth, the events of this adventure are so self-contained,
and limited to the mining town and the mines underneath
it, that for the purposes of playing it out, the larger context
hardly matters.

While this is primarily limited to things that directly affect
the narrative and activities in the adventure, there are

some aspects of Aquilae that you may want to bear in mind
as you guide the PCs through events—so you don’t have to
“backtrack” in subsequent components of this m Adventure
Path, or in usage of other adventure books or products in the
Realm of Aquilae.

What You Need to Knou

Here’s an executive summary of important aspects of the
realm that may affect how you portray the game world in the
context of this adventure:

* Gods are real, and many. (See Religion, below.)

» Nearly every sentient being pays tribute to one
or more gods. (See Tribute, below). Typically this
is through tithing to the appropriate church, or
government.

. % Tribute can be done in the form of monetary wealth,
artwork or valuables, or a devotion of magical power. No
matter what the form, nearly all tribute actually does end
up being transported to the gods themselves!

» About six months ago, the Dark Obelisk was discovered
on Level 9 of the Mondarian Mines, and it caused evil
and chaos to burst forth, upending everything in the
Mines and the City of Mondaria, and causing a massive
amount of death and suffering.

Little of the reality of these events is known in the
Enclave: all commerce and travel from Mondaria to the
Enclave has stopped. Although the Council has sent
emissaries and adventurers to Mondaria to investigate,
none has returned with any information.

20

Righ fibility, Lou Tech

Leafing through the Dramatis Personae section, you may
notice that the Ability Scores of most key NPCs are not what
might be considered “average”. This is by design.

There are many schools of thought as to the differences, if
any, between a player-character and a non-player-character,
or a commoner. Are the PCs superhero-caliber individuals,
each imbued with something special that drives their
capabilities above and beyond that of normal people? Or
instead, are the PCs just people, pretty much the same as
everyone around them—they just happened down a different
path than others, but one that others weren’t prevented from
taking by some innate quality or limitation.

It’s possible to have a great deal of fun with either
philosophy, or anywhere in between.

If your gaming group rebels against this sort of approach,
you as a GM are of course welcome to “handicap” any or
all NPCs so that they are more in line with your players’
expectations of what is considered “normal”.

Religion

Gods play a major role in Aquilae. The pantheon is varied
and vast—dozens, perhaps hundreds, of supremely powerful
beings. It is exceptionally uncommon to find someone who
is not a devotee of at least one higher power—and there

are many who are advocates of multiple gods. The general
mindset of most sentient beings in Aquilae is an open
acknowledgment, an agreement that all gods exist. Devotion
to one or more gods in particular merely means that you
favor their perspective on things... and, with any luck and
enough tribute (see below), those gods return the favor by
aiding you from time to time when it is needed most.

One might think of Roman and Greek mythology as a good
comparison here: there are many gods, and while they are all
immortal and wield immense power, they all share certain
“human” weaknesses, such as a proclivity for playing tricks
and engaging with mortal affairs. Some gods are more
powerful than others, and the “society” of gods is a rich

and storied plot unto itself which most mere mortals rarely
glimpse.

If you pray, you pay! Everyone, in every religion, gives
money and resources to their god. In almost all cases, this
is done through the church, though in remote situations,
tithing in this manner can be quite difficult. Even isolated
hermits typically worship at least one god.

Many devotees do not live near a temple of worship for their
deity. The pantheon is flexible, however: any worshipper, of
any god, can visit any church, and donate their tribute there.
Part of each church’s responsibility is to make sure all tribute
eventually gets sent to its appropriate god.

To be clear: in Aquilae, churches are kind of a form of tax
center. And all tribute does in fact end up being shipped off



to the gods themselves.

The mechanics of tribute, of how it gets processed and where
it goes, how it actually gets to the objects of worship, and the
nature of the gods themselves will all be discussed in greater
detail in subsequent campaign books.
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LUhat is Flexﬂl? dictate how it goes about it.

Together, Outcome and Targeting are referred to as a
creature’s behavior.

FlexAl is an attempt to model and simulate monster and NPC
behavior in a combat encounter. It scales in complexity from
very simple to as complex as you as a GM would like it to be.

-Ié It can be used in any tabletop roleplaying game with zero

3 =D AT 0TI All three levels of FlexAl difficulty involve Combat Outcomes
g The system takes only a few minutes to learn, is easy and as the main output of using the tool.

(@) s e ;fmd T R Ly OLerlaying This represents the behavior of a creature in the combat

v combat experience. situation

& ;

e

[, Note that not every Combat Outcome necessarily applies to

primary and a secondary attack. The GM is encouraged to
The full FlexAI guidbook contains nearly 300 FlexTables sanity check outcomes (see above).

which guide contextual monster behavior for hundreds of

R wmnien T e Y S If the Outcome determined does not require a target, ignore

the Targeting aspect of the behavior determined.
This summary description contains some basic elements of

the concepts of FlexAl, and only a single FlexTable per Role.

Table 3: Combat Oucomes

Outcome Description

hou to Use FlexAll

Creature attacks its target using its
x standard attack. For most creatures,
this will be melee; for others, it will be

Attack ranged.

Generally speaking, if something “feels wrong?”, reroll it.

Main

More specifically, if the Outcome determined by FlexAI do If the creature’s main attack is Melee,
not apply (e.g., creature lacks a ranged attack altogether) or @' the creature attacks using a Ranged
are inappropriate to the circumstances (e.g., maneuver when attack, and vice versa.
the creature is surrounded by melee opponents), reroll the Attack
result to determine a more appropriate Outcome.
Secondary
K A Creature moves about, either to get
Targeting), to evade the enemies
Not everyone needs, or is interested in, complex AI combat )\ EV (2 0A S el currently surrounding it, or to take
mechanics. Sometimes, you just want to quickly roll on a advantage of battlefield characteristics.
single table, and determine an outcome. .
Creature uses an item, such as a wand
Conversely, some gaming groups like the thrill of the & or staff or potion.
unknown, and like to add even more .
. ‘ ' Use / If it does‘ not carry one, creature takes
To support this array of interests, FlexAl provides three a defensive stance.
levels of complexity: Simple, Full, and Advanced. Defend

Q You can pick and choose which of these three approaches
you wish to employ. You can even switch the method
used at any time—even round-to-round within the scope Abilit If it lacks any special abilities, or none
of the same combat and monsters! y of its abilities apply, reroll this result.

Creature uses a special ability against
\ its current target.

Creature tries to flee the combat

L
\s- encounter entirely.
This creature flees in a direction most
All three levels of complexity share two elements: Outcomes, away from its current Target.
and Targeting.

Simply put, these are what you need to determine the
behavior of a creature in combat.

Targeting dictates who the creature attacks; Outcomes

22



Table 4: Combat Targeting Summary

Outcome
Iy
o,

Frontline

a
Rearguard

I«
Farthest

\»
Strongest

y4
Weakest

_e.,
Ranged
Enemy

Description

The frontmost adversaries. This can
be, but is not always, the same as the
Closest enemy.

For the purposes of determining
“front” and “back”, consider the
starting positions of each side in the
battle; the frontmost creatures of
either side are those who began the
combat encounter closest to their
enemies.

As Frontline, but the rear-most
enemies.

This may be, but is not always, the
same as the Farthest enemy.

The opponent which is currently
physically closest to this creature.

In most melee circumstances, this
represents the creature’s current
target.

The opponent which is currently
physically farthest away from this
creature.

This result applies irrespective of
whether the creature can physically
reach the Farthest enemy by moving
this round.

The enemy who is currently
“strongest”, healthiest, or furthest
from death.

Typically this can be represented by
the enemy with the most current hit
points.

As Strongest, but the enemy closest to
death.

This targets an enemy who uses a
ranged attack as their primary attack.

In the event of multiple enemies who
employ ranged attacks, select one

of them (you can pick the closest,
randomize your selection, or roll again
on whatever table you just used for
Targeting to determine the specific
Ranged Enemy within those who
qualify).

Note that this does not imply anything
about how this creature goes about
attacking its enemy: it may well use

a melee attack to attack the Ranged
Enemy.

Outcome Description

As Ranged Enemy, but select an
% enemy who uses a melee attack as
their primary mode of attack.

Melee
Enemy

In many circumstances, you can simply use the Outcome to
dictate the current round’s worth of behavior for a given
creature. During most combat, a creature’s current target
does not change round-to-round.
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However, there is value in dynamically changing targeting
using FlexAlI rules.

First, it can make things very interesting and keep PCs off
their guard if a monster changes its target from round to
round. Intelligent monsters might do so even if it serves to
their temporary disadvantage (e.g., if it triggers attacks of
opportunity or a less favorable battlefield positioning).

Second, creatures who are not typically invovled in melee
as their primary combat approach might indeed change
their target round-to-round, particularly if their attacks or
abilities inflict status changes (e.g., debuffs) or spell effects.

The table to the left summarizes the Combat Targeting
results that FlexAI defines.
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Simple fII Rules

Simple AI rules assume the most common circumstances
of the creature involved, the combat environment, and the
status of the participants.

Advantages & When to Use

Much of the time, the single table that results will provide a
rich, dynamic result.

The single dice roll, the fact that it’s a d20 as opposed to a
d100, and the fact that there is a single table that does not
have to be looked up (and indeed, whose contents could even
be memorized) all make using the Simple AI approach very
easy and quick to integrate.

It should be noted that the entire purpose of design behind
the FlexAlI concept is intended to acount for a more nuanced,
contextually-appropriate pool of results and related
probability. An elder dragon at full health should simply
not behave anything similar to a lurking thief hiding in

the shadows; the Simple AI approach cannot take this into
account.

Simple AI Outcome Table

Use the following table to quickly and easily determine the
combat action a creature takes.

Table 5: Simple AI Outcomes

Outcome

01-12 Attack Main

Attack Secondary
E Maneuver

a Use / Defend
Ability

BEEIN @ riee

D20

29

Simple Al Targets

Use the following table to quickly and easily determine the
targeting behavior of a creature in combat.

Table 6: Simple AI Targeting

Outcome

01-05 Frontline

Rearguard

E Closest

E Farthest
Strongest

. Weakest

- . Ranged Enemy

Melee Enemy



Full Al Rules

This is the heart of FlexAI and its power to provide
contextually-appropriate combat actions.

Instead of traditional tables, you use FlexTables (see the
overview of FlexTale earlier in this document). And instead
of using the same table regardless of what is going on,

you intelligently select the appropriate FlexTable based

on the nature of the creature involved and the battlefield
circumstances.

In short, the concepts of Outcomes and Targeting still apply;
it’s just a matter of how they are determined.

Advantages & When to Use

Use the Full AI rules when you want to simulate dynamic
and contextually-appropriate creature behavior in combat,
but want to adhere to RAW (Rules as Written) logic and
standards that govern combat mechanics without further
interference.

It does take a simple extra step to select the appropriate
FlexTable.

However, creatures that are part of the Aquilae: Bestiary

of the Realm collection of monsters already have all of the
needed information assigned to them and defined. Using an
ABR monster with FlexAl is as simple as looking up the right
page to use in the full FlexAI Guidebook.

For monsters and NPCs that are not part of this collection,
however, the GM must assign FlexTables to the creature.

%The Full Edition of FlexAI contains tools and rules
for assigning FlexAlI guidelines for your own, new, or
existing published monsters or NPCs.

It also contains a wealth of easy-to-use guidelines for
quickly picking FlexTables for a given monster.

In short: It should take less than a minute for a seasoned
GM to take a monster or NPC and “enable” them for
FlexAlI use!

To determine which FlexTable is most appropriate for the
monster and combat circumstances, Full Al rules require two
additional elements: Roles and Stances.

A creature’s Role represents its typical combat behavior and
approach to battle.

A creature’s Stance indicates its current combat
circumstances.

Together, these two factors help determine the contextual
probabilities that should apply to the creature’s behavior in
combat.

A tarrasque does not approach combat the same as a giant
sanke. A cockatrice lies in wait; an orc chieftain is much
more likely to charge. Mimics might even be immobile, so
are phyiscally incapable of approaching combat in the same
manner as other monsters.

And so on; you get the idea: each monster is likely to
approach battle differently, based on its own strengths,
weaknesses, and abilities. Although it would be possible

to create a separate set of FlexTables for each creature,
customized exactly to that creature’s characteristics, such an
endeavor would be exhausting, consume a mammoth amount
of pages... and, ultimately, not add a great deal of value on
top of the approach that FlexAl takes.
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Instead of having 8 or more customized FlexTables for each
monster, FlexAi recognizes that, ultimately, there are only so
many ways that a creature might go about fighting. An orc
lord and a hill giant might well be different in any number
of important ways, but the two monsters will probably wade
into a fight with much the same gusto.

QThose readers familiar with the 4th Edition of the
world’s most popular roleplaying game will recognize
some of this terminology and these concepts. Role was
a key element of monster descriptions in materials from
that rules system.

Reasonable people can disagree as to whether 4E
represents the best or worst elements of the tabletop
roleplaying concept, and indeed, endless debate has
raged around this controversial rules set.

One can even debate as to whether the Combat

Role concept was a creative, brilliant shorthand for
accelerating GM prep time; or a huge, shackling
hindrance to gameplay, immersion, or GM flexibility.

Regardless of these debatable matters, however, FlexAI’s
“echo” of the Role gameplay element is intentional. For
all its controversy, 4E provided a great and accessible
terminology starting point for defining creature AI in
combat.

No matter your own personal perspective on 4E—or if
you are even familiar with it in the first place!—I can
assure you that 4E mechanics and concepts have nothing
to do with FlexAI’s mechanics.

The names and set of Roles is the only concept that is
borrowed herein.

Combat Role Summary

The following table summarizes the Combat Roles that
FlexAlI uses, and their typical characteristics.
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Table 7: Combat Roles

Description

Inflicts high damage, typically via
melee attacks. Has a great deal of hit
points, but possibly low defenses.

Focuses on defense, usually in melee,
but can also have high ranged defenses.
Average health, and a variety of attack
strengths.

Ranged attacks are the main focus of
Artillery. Typically have very low hit
points and/or defenses, however.

Skirmishers may be average in many
categories, but excel in mobility, and
use this to their tactical advantage in
selecting targets where they can do the
most damage.

Most Lurkers prefer to surprise or
ambush their opponents, or to remove
themselves from the possibility of easy
attack once battle is joined.

Lurker

Controllers typically have sets of
abilities that allow them to force
enemies into disadvantage, either by
moving enemies around, or controlling
the battlefield itself.

Leaders are special creatures with sets
of abilities that make them a force to
be reckoned with regardless of the
circumstances. Although “leader”
typically indicates that the creature is
in charge of others, Leader creatures
may be encountered on their own.

vamv

Controller

Leader

Combat Role Variations

The core set of seven Roles described above covers the
majority of monsters and NPCs.

However, there are some types of creature that do not fit
evenly into those categories. Some creatures may therefore
have Role Variations.

These may apply to any of the standard Roles. So, for
example, you could have an Elite Lurker, or a Solo
Controller.
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Table 8: Combat Role Variations

Role Variant

k¢

Normal

w

Minion

Description

Many monsters and most NPCs fall
into this category. Neither particularly
powerful nor weaksauce, Normal
creatures as just that: normal.

Minions are weaker than Normal
creatures, and are rarely found in the
absence of a ruling, more powerful,
presence. Typically, Minions are
encountered in groups.

Elite creatures are powerful, flexible,
and formidable enemies. A single Elite
creature might rule over dozens of
Minions and several Normal creatures
in a complex combat encounter.

*

Solo creatures are often special cases:
typically discovered on their own,
they usually have sufficient power
and ability to represent a significant
challenge in and of themselves.

®

Mindless creatures do not typically
think or plan their combat reactions,
and simply act from a visceral, second-
to-second standpoint. Most of the
time, this means fighting to the death,
but even Mindless creatures can make
combat actions that spice things

up a bit from the typical “skeleton
keeps attacking the first PC they see”
approach to things.

Mindless

A haughty noble fresh from a good night’s sleep and at
maximum hit points will behave very differently than
that same noble after prolonged combat, suffering from
exhaustion and bloody from multiple wounds.

A creature’s combat Stance is an assessment of its current
fighting circumstances. This context can and will change
throughout the fight, and allows FlexAlI to differentiate the
changing behavior of a creature in response to the situation
at hand.

Combat Stance Summary

There are probably dozens, if not hundreds, of different
scenarios to take into account to truly represent the
diversity of combat that is possible in a fantasy roleplaying
environment.

To simplify the possibilities, however, there are 8
fundamental Stances that can be used to represent or
approximate the full set of combat circumstances for a
creature.



Table 9: Combat Stances Description
Description Creatures wh.o are. Cornered
- — have few options in terms of
The creature is ambushing its maneuverability, either as a result
prey: lying in wait, hiding, or Cornered of the combat environment, and/

using stealth, invisibility, or
Ambushing aspects of the terrain to make
their presence unknown until the
moment to strike is nigh.

or the PCs themselves.

Cornered creatures cannot easily
flee without substantial risk, and
for many, this is when the true
instinct of “fight or flight” kicks
in.

This Stance also applies to
situations in which the PCs are
simply unaware of the creature

and are surprised by it. Some creatures become truly

deadly and imposing when

A Mimic that has not been Cornered.

detected is in an Ambushing
stance.
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A street urchin backed into an
alley with no escape counts as
Cornered.

- The reverse of Ambushing, in a
h way: the creature is surprised
by the PCs, or is aware of them, .:. Qverwhelmgd creatures are
Unpl‘epared but not ready to participate in age fighting against significant odds,
combat. in some combination of capability

(0)/ a4l hs91=le 8 and/or simple numbers.

Many creatures turn desperate or
frightened when Overwhelmed;
some turn into brutal and vicious
combat machines when facing bad
odds.

This could be because the creature
is not expecting combat to occur,
or because it does not have its
weapons drawn or at the ready.

An NPC woken from sleep, or one
with whom the PCs have merely
been talking up until the moment
one draws its sword, typically
counts as Unprepared.

A single kobold facing six PCs is
Overwhelmed.

‘ Relentless creatures fight
In most combats, creatures begin = with little care for odds or the
the encounter in this Stance: environment in which they do
well-rested, at full hit points, and Relentless battle.

ready to do battle. Some Relentless creatures start

combat in that Stance, and some
may not even change, others
can end up in this Stance due to
circumstances.

Creatures in this Stance neither
have advantage over their
enemies, or are taken by surprise
by them; they are at full combat

capability. A raging Barbarian orc chieftain

If it is unclear which Stance counts as Relentless.

applies to a combat situation, Mindless creatures may still

Fresh is typically a good take different kinds of actions in

assumption. combat round-to-round, but are

A bear encountered in the wild, Mindless not driven so much by tactics or
intelligence.

which sees the PCs just as they

see it, counts as Fresh. A skeleton warrior counts as

Mindless.

Creatures fight differently when
v they have suffered wounds. Some
fight more aggressively; others
Bloodied become more defensive; many
will tend toward fleeing outright
if brought low by injury.

hen to Apply Each Stance

A young dragon reduced to 1/5 For creatures with a FlexAlI profile, the circumstances of

its maximum hit points counts as when to apply each Stance are described as part of that

Bloodied. profile. For example, some creatures become Bloodied when
reduced to half their maximum hit points; others do not
suffer this change until reduced to far fewer health.
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FlexContent

The Full Edition of FlexAl contains a separate FlexTable for
each distinct combination of Role and Stance.

With 35 Roles and 8 Stances, that makes for a grand total of
280 FlexTables, each one designed for a unique combination
of a type of creature behavior, and its current circumstances.

Advanced Al Rules

In addition to the wide range of dynamic combat behavior
offered by the Full AI Rules, FlexAl offers Advanced Al
rules. These allow for even more versatility in combat
behavior, and reflect a more complex and nuanced creature
intelligence.

Advantages & When to Use

Advanced Al is pretty much the same system as Full AI, with
possible additional boosts and penalties to the creature
involved. It’s a useful tool in providing a more unexpected
and interesting combat experience for your PCs.

Of the three FlexAl rules systems, Advanced Al is the only
one that departs tangibly from the RAW (Rules as Written)
combat mechanics of the roleplaying system you are using.

Since Advanced AI provides the possibility of additional
bonuses and penalties on combat actions, and does so outside
the context of spells, spell-like abilities, racial effects, and so
on, there is little in the rules mechanics

Q It is strongly suggested that you discuss this option with
your players before a combat encounter even starts, so
your gaming group can come to a consensus as to how
you collectively feel about this approach.

Many may love it, but if even one player has a rules
objection to its use, you may wish to consider sticking
with the Full AI rules approach.

Advanced Al takes the Full Al rules and extends them
through the use of Surges and Lulls.

This is intended to represent the wide variance of combat
abilities and behavior that every creature exhibits. Rules
purists will point out that the roll of a die (typically a d20) to
provide randomness already models this range of behavior.

In the wild, however, many factors influence the results
of a battle: adrenaline and insight can boost performance,
whereas sun glare, sweat, hunger, and even a simple root
placed unexpectedly in the ground can trip up even the
ablest of combatants.

The FlexTables provided in FlexAlI describe not only the
Outcomes involved, but also the possibility of Surges and
Lulls for each Outcome.

Surges and Lulls are a great companion to the concept
of Quadded Statblocks and Variable Difficulty (https://
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www.drivethrurpg.com/product/190268/Quadded-

Statblocks-to-Enable-VariableDifficulty-Adventures-in-
Pathfinder-RPG).

The Quadded Stats approach enhances and degrades

a “regular” monster or NPC’s statblocks in a manner
designed to support use of that crunch in a wide variety
of PC levels and challenge.

The whole point of Quadded Statblocks is that every
creature should be usable in any gaming group, no
matter what the relative levels or difficulty.

Surges and Lulls, used with the correct Context in the
FlexTables they appear in, are a great way of adding to
this concept: boosting less-formidable monsters so they
still pose a threat to higher-level PCs, and handicapping
top-tier creatures so a lower-powered party isn’t
instantly wiped out.

A Surge is a boost to a creature’s combat behavior. If a Surge
is indicated in the FlexTable results rolled, it applies for the
combat actions of that creature alone, and for the current
combat round only.

Surges rolled do not apply to any other creature, friend or
foe, this round. Benefits last until the start of the next round
of combat for that creature.

This means that the benefit may still apply during the
enemy’s combat turn. For example, a Surge for a creature
using the Use/Defend Outcome might boost its Armor Class;
this benefit lasts throughout the enemy’s next round.

Q Surges are fun, useful additions to combat, and a
great way of ensuring that battles are dynamic and
unexpected, even for seasoned players.

However, if used without restraint or control, it can also
make combat very different from how you, or a third-
party adventure designer who does not support Variable
Difficulty, intends. It could be, for instance, that the

PCs are never supposed to be able to defeat Monster X

in Hallway Y, and that the mere presence of that type of
monster in that hallway effectively “blocks” the PCs from
traveling in that direction.

Surges and Lulls and Advanced AI may handicap that
monster to the point where the party can defeat it after
all.

As a GM, you should be familiar enough with the
adventure you’re running to know whether this concern
applies to your gaming session. Plan your use of
Advanced AI accordingly!

Combat Surges are specific to the context of the Outcome
that is rolled.


https://www.drivethrurpg.com/product/190268/Quadded-Statblocks-to-Enable-VariableDifficulty-Adventures-in-Pathfinder-RPG
https://www.drivethrurpg.com/product/190268/Quadded-Statblocks-to-Enable-VariableDifficulty-Adventures-in-Pathfinder-RPG
https://www.drivethrurpg.com/product/190268/Quadded-Statblocks-to-Enable-VariableDifficulty-Adventures-in-Pathfinder-RPG
https://www.drivethrurpg.com/product/190268/Quadded-Statblocks-to-Enable-VariableDifficulty-Adventures-in-Pathfinder-RPG

Attack Surges

The creature receives the listed bonus ot its attack roll. If it
is capable of multiple attacks, the listed bonus applies to ALL
attacks it can make this round.

Note that as Combat Surges remain in effect until the start
of the affected creature’s next round, Attack surge benefits
apply to attacks made during the enemy’s turn—for example,
opportunity attacks, of those apply.

The creature’s attacks inflict additional damage.

The listed value is applied to the damage that is calculated,
and stacks with all other values for purposes of calculating
damage. That is, if a “+2 Damage” Combat Surge is applied
to a creature normally capable of inflicting 2d6+3 damage,
the total damage it inflicts is 2d6+5.

The bonus damage applies to all attacks the creature makes
between the result’s application and the start of its next
turn. Therefore, opportunity attacks and other attacks made
during the enemy’s turn receive the benefit as well.

The creature’s Initiative gains a bonus. Note that this may
not fully help the creature this turn, as most uses of FlexAI
will apply at the start of a creature’s turn; gaining Initiative
at that point will not benefit the creature for most purposes
as its “place in line” of Initiative order has already been
determined.

For the purposes of determining Initiative order next round,
however, the Init bonus will be in place.

The creature’s standard Movement receives the listed bonus.
This stacks with all other bonuses to Movement that might
apply, and remains in effect until the start of the creature’s
next turn.

For creatures capable of multiple methods of movement, this
bonus applies to its primary mode of mobility.

If it is unclear as to which type of movement is its “primary”,
assume the one capable of the farthest travel. In the event of
a tie, apply the bonus to both types of movement.

Impact / Impact Dice

“Impact” is a shorthand for what a usable item does. A
healing potion restores hitpoints; a wand of magic missiles
casts a spell effect. Almost every usable item that produces a
valuable effect has an impact—a measurable outcome that in
most cases has some innate variability to it.

In scenarios that produce a Use/Defend Outcome, if the
creature has a usable item that results in a variable effect,
that effect is referred to as an Impact.

“+1 Impact” means that whatever the result is, add +1 to the
result. So a potion of cure light wounds that restores 2d6 hit
points would instead restore 2d6+1 hit points when paired
with this Combat Surge result.

+1 Impact Die means that you add one die when measuring
the result. Following the above example, the potion would
heal 3d6 hit points.

Q Use common sense when applying Combat Surges of
all kinds, but particularly when applying Impact and
Impact Dice outcomes.

Remember that these mechanics are meant to represent
a net positive benefit for the creature involved, so if a
potion or other usable item has a variable results which
is a negative value, then make the Surge values negative
as well.

For example, if the creature’s usable item is a staff which
reduces the AC of a target opponent by 1d6 points, and it
receives a “+2 Impact” Combat Surge, then the enemy’s
AC should be reduced by 1d6+2 points.

The creature’s abililties are more formidable and dangerous
temporarily.

Any ability, attack, or other effect produced by the creature
that has a DC associated with it receives the additional bonus
listed until the start of its next turn. This applies to combat
attacks, defensive abilities, auras, and everything about the
creature that might involve a DC (including poison/disease
and similar effects).
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The creature’s abilities grow more far-reaching and can
affect a broader area.

Any abilities the creature has that involve a range already
receive the listed bonus to their maximum range.

A creature’s melee abilities or touch-range abilities are
unaffected by this bonus—in other words, this Surge does not
transform any close-range abilities into ranged abilities!

I

The creature is more difficult to strike in combat and affect.

The creature receives the listed bonus to its AC until the start
of its next turn. This bonus applies to all forms of AC—flat-
footed/surprised, touch attack, melee, ranged, and so on.

Combat Surge Summary
Table 10: Combat Surges

Outcome Minor Surge Major Surge
+1 Attack +2 Attack
+2 Attack +4 Attack
Atta.Ck +3 Attack +5 Attack
Main

E +4 Attack +6 Attack
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Outcome

Attack
Secondary

Maneuver

Use /
Defend

Ability

Flee

Minor Surge

+1 Attack
+2 Attack
+3 Attack

% +4 Attack
+1 Init;

+5° Move

+2 Init;

+5’ Move

+3 Init;

+10’ Move

E +4 Init;

+5° Move

+1 impact /

+1 AC

+2 impact

die / +2 AC

+1 impact

die / +3 AC

% +1 impact

die / +4 AC

+1 impact /
+1DC/ +5’
range

+2 impact

die / +2 DC /

+5’ range

+1 impact

die / +3 DC/

+10’ range

E +1 impact

die / +4 DC/

+10’ range

+1 AC;

+5° Move

+2 AC;

+10’ Move

+3 AC;

+15’ Move

% +4 AC;

+20’ Move

Major Surge

+2 Attack
+4 Attack
+5 Attack

% +6 Attack
+2 Init;

+5° Move

+4 Init;

+5’ Move

+5 Init;

+10’ Move

E +7 Init;

+15’ Move

+1 impact die /

+3 AC

+1 impact die /

+4 AC

+2 impact dice

/ +5 AC

% +2 impact dice
/ +6 AC

+1 impact die
/ +3 DC/ +10’
range

+1 impact die
/ +4 DC / +15’
range

+2 impact dice
/ +5 DC / +20’
range

E +2 impact dice
/ +6 DC / +20’
range

+2 AC;

+10’ Move

+4 AC;

+15° Move

+5 AC;

+20’ Move

% +7 AC;

+25’ Move

Combat Lulls are a temporary handicap, penalty, or other

negative impact to a creature’s combat abilities. Lulls
represent the reality that in the shifting chaos of fighting, a
creature might get distracted, trip, stumble, miscalculate, or
otherwise perform not as well as it might typically, either
through its own failure or the circumstances of the battle.

30

If a Combar Lull is indicated in the FlexTable results rolled,
it applies for the combat actions of that creature alone, and
for the current combat round only.

Lulls rolled do not apply to any other creature, friend or foe,
this round. Penalties apply until the start of the next round
of combat for that creature.

This means that the negative effect may still apply during
the enemy’s combat turn. For example, a Lull for a creature
using the Use/Defend Outcome might degrade its Armor
Class; this penalty lasts throughout the enemy’s next round.

Combat Lulls are specific to the context of the Outcome that
is rolled.



Combat Lull Summary

Table 11: Combat Lulls

Outcome

Attack
Main

Attack
Secondary

Maneuver

Use /
Defend

Ability

Flee

Minor Lull

-1 Attack
-2 Attack
-3 Attack
% -4 Attack
-1 Attack
-2 Attack
-3 Attack

% -4 Attack
-1 Init;

-5’ Move

-2 Init;

-5’ Move
-3 Init;

-10’ Move
E -4 Init;

-5’ Move

-1 impact /

=1l AC

-2 impact die

/ -2 AC

-1 impact die

/ -3 AC

% -1 impact die
/ -4 AC

-1 impact /
-1DC/ -5’
range

-2 impact die
/-2DC/ -5’
range

-1 impact die

/-3 DC/ -10’
range

E -1 impact die
/ -4 DC/ -10’
range

-1 AC;

-5’ Move

-2 AC;

-10’ Move

X 3 Ac;

-15" Move

% -4 AC;

-20’ Move

Major Lull

-2 Attack
-4 Attack
-5 Attack
E -6 Attack
-2 Attack
-4 Attack
-5 Attack

% -6 Attack
-2 Init;

-5’ Move

-4 Init;

-5’ Move
-5 Init;

-10’ Move
E -7 Init;

-15’ Move

-1 impact die /

-3 AC

-1 impact die /

-4 AC

-2 impact dice /

-5 AC

% -2 impact dice /
-6 AC

-1 impact die
/-3 DC/ -10’
range

-1 impact die
/-4DC/-15’
range

-2 impact dice
/ -5 DC / -20’
range

E -2 impact dice
/-6 DC / -20’
range

-2 AC;

-10’ Move

4AC;

-15’ Move

3l
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fll FlexTables

01 O e In total, the 300+ page Full Edition aims to address an
Fllll edlthn US. BGSthﬂ'g enormous range of possible combat scenarios.

The following FlexAl tables include one detailed set of QThe Full Edition of FlexAl also contains tools and rules
FlexTables for each Role, assuming a Fresh Stance. for assigning FlexAlI guidelines for your own, new, or
The Full Edition of FlexAI contains a separate FlexTable for existing published monsters or NPCs.

each distinct combination of Role and Stance. . .
It also contains a wealth of easy-to-use guidelines for

With 35 Roles and 8 Stances, that makes for a grand total of quickly picking FlexTables for a given monster.

280 FlexTables, each one designed for a unique combination

of a type of creature behavior, and its current circumstances. In short: It should take less than a minute for a seasoned
In addition, the Full Edition contains several unique or ;}IIZIXK)I :1asl,(ee' 2 TSR o0 WL sme. “emalille” drem fe

special-circumstance scenarios beyond the mere combination
of Role and Stance.
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Brute / Fresh

Use Context A:

By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. a Use Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 2: Brute Role; Fresh Stance: Action

Outcome

L

ap @c @ap

Attack Main

E .Attack Secondary
e mﬂ m Maneuver

7o SR > | o .

a5 m w M/Minor Surge
o WW mAB/Minor Surge
ﬁ- & AM/Minor Lull

—r

. 6 Use Context C:
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

. ﬁUse Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

81-85 83-85
AB/ Minor Lull

98-99 86-87
FL/Minor Lull
96-97 86-90 | 88-90
AM/Major Lull
=96 | 93-95
M/Major Lull
97 96-97
UD/Major Lull
98-00 | 98-99
AB/Major Lull

FlexTable 3: Brute Role; Fresh Stance: Targeting

A\ @B @c @ap Outcome

01-23 | 01-06 | 01-16

ﬁ
66-80 | 23-37 | 57-71 | 77-91

Strongest
1_

Frontline

Rearguard

Closest

EEEE

-
" B
‘ Weakest
e
Ranged Enemy
96-00 | 98-00 | 88-00 96-00
D
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By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. aUse Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 4: Soldier Role; Fresh Stance: Action
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Outcome

X Attack Main

ﬁmw .Attack Secondary
o |
Mo Eo. ..
o o < [
= ﬁ %AM/Minor Surge
S — - & AM/Major Surge
- n AS/MaJor Surge
n e - &AB/M&JOI‘ Surge
ﬂ WFL/Major Surge
nn & AM/Minor Lull
n & M/Minor Lull

= 39

86-88

74-76

. a Use Context C:
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

. a Use Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

& AB/Minor Lull

81-90 81-85
FL/Minor Lull

86-88
AM/Major Lull

97 97 89-90 @

) AS/Major Lull

91-93

M/Major Lull

94-96
UD/Major Lull

97-98
AB/Major Lull

96- 99-

= = [Fi—

100

FlexTable 5: Soldier Role; Fresh Stance: Targeting

Outcome
E Frontline
--- ERearguard
42-76 | 42-76
Closest
77-86 | 77-86 41-
Strongest

87-88 | 87-88 | 87-88 /
B NA...
e e
Ranged Enemy
81-
BOUED....,



flrtillery / Fresh

. ) Use Context A:
By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. a Use Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 6: Artillery Role; Fresh Stance: Action

Outcome

X Attack Main

m .Attack Secondary
m E Maneuver
n- aUse / Defend

=0 = ﬁ . Ability
Bl RO

200 ﬁw %AM/ Minor Surge
m AB/Minor Surge
- mFL/ Minor Surge
& AM/Major Surge
m AS/Major Surge
nn & M/Major Surge
n- mUD/Major Surge
nwn & AB/Major Surge
mﬂn & AM/Minor Lull
nn-n & M/Minor Lull

—r

. a Use Context C:
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

C Q Use Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

AB /Minor Lull

96-97
AM/Major Lull
97
100
FL/Major Lull

FlexTable 7: Artillery Role; Fresh Stance: Targeting

Outcome

Frontline

H
ﬁ o
37-71 | 54-93
Strongest
72-83 | 55-79 | 72-83
Weakest
84-98 | 80-99 | 84-98 | 94-98 e
Ranged Enemy
99- 99- 99- %
100 100 100
Melee Enemy

Rearguard

Closest
32-51
Farthest

GEEEE
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« ) Use Context A:
By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. aUse Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 8: Skirmisher Role; Fresh Stance: Action

Outcome

B Attack Main

-W .Attack Secondary
B e
w BUse / Defend
2068 ﬁ %AM/ Minor Surge
- n mAB/ Minor Surge
- -H mFL/Minor Surge
@ -- & AM/Major Surge
- WFL/Major Surge
ﬁ AM/ Minor Lull
--- & M/Minor Lull
n- %UD/ Minor Lull

88 84-86

7-88

36

. 6 Use Context
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

. 6 Use Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

AB/ Minor Lull

79-81

FL/Minor Lull
82-86

AM/Major Lull
87-89
90-94

M/Major Lull
97'98

AB/Major Lull

99- 99-
100 FL/Major Lull

FlexTable 9: Skirmisher Role; Fresh Stance:
Targeting

N @ C Outcome

-~
> B
34-58 47-61
Farthest
59-83 | 53-67 | 44-78
..ﬂ m Strongest
‘ Weakest
-
Ranged Enemy
96-
MUED..

@B
Frontline
17-36

Rearguard

Closest




Lurker / Fresh

—r

Use Context A:

By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. a Use Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 10: Lurker Role; Fresh Stance: Action

Outcome

B Attack Main

-m- .Attack Secondary
oo [ - (8

aneuver
w aUse / Defend
>5e8 ﬁ %AM/ Minor Surge
- = - AS/Ma_]or Surge
S0t mUD/Major Surge

89-90 | 83-84
AM/ Minor Lull

76
M/Minor Lull
77-81
UD/Minor Lull

. 6 Use Context
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

J a Use Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

AB/ Minor Lull

88-92 83-87
FL/Minor Lull
88-89
AM/Major Lull
91
M/Major Lull
& AB/Major Lull

98- 96-
100 FL/Major Lull

FlexTable 11: Lurker Role; Fresh Stance: Targeting

Outcome

Frontline

=
H = .
93-94 | 85-86 | 79-94 | 76-94
Strongest
87-96 /
‘ Weakest
97-98 | 97-98 | 97-98 | 97-98 e
Ranged Enemy
99- 99- 99- 99-
100 100 100 100 % Melee Enemy
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Rearguard

Closest

Farthest
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By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. aUse Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 12: Controller Role; Fresh Stance: Action

Outcome

X Attack Main

10-17 | 7-11
18-19
-ﬂﬂﬂ m
20-21 17-21
Use / Defend
22-41
Ability
42-46
Flee
53-57 | 50-57
- %AM/ Minor Surge
57-61 49-50
63 51
63 67
64-68 | 65-74 | 68-77 | 53-54 MAB/M_ s
inor Surge
78-80 | 57-59
76
77-79 | 81-83 | 86-90
84
80-82 67-71
83-85 72-76
87 88 82-85
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. a Use Context C:
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

. ﬁ Use Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

N

4B @c @p

88-92 | 89-91 | 93-95 | 86-90

AB /Minor Lull

91-93
FL/Minor Lull
93-94

AM/Major Lull
97 97 97

M/Major Lull
99-
100 AB/Major Lull

100
FL/Major Lull

FlexTable 13: Controller Role; Fresh Stance:
Targeting

Outcome

Frontline
Rearguard

Closest

96- 96- 96- 99- %
100 100 100 100 Melee Enemy

—_—



Leader / Fresh

Use Context A:

By default, if the creature and its allies represent a
comparable challenge to that of the party, or if no other
Context described applies to the circumstances.

. a Use Context B:
If the creature and its allies represent a low level of threat
to the party; i.e., the creature is outmatched.

FlexTable 14: Leader Role; Fresh Stance: Action

Outcome

X Attack Main

EE- .Attack Secondary
ﬁﬁwm E Maneuver
w aUse / Defend
S ﬁ %AM/ Minor Surge
o o= ﬂ & AM/Major Surge
n 64-66 mUD/MaJor Surge
Do

100 AB/Major Surge

88-90 1-
AM/ Minor Lull

79
M/Minor Lull
0-84
UD/Minor Lull

93 | 86-87

—r

. a Use Context C:
If the creature and its allies represent a high level
of threat comparable to the PCs; that is, the party is
outmatched.

. Q Use Context D:
If you wish to decrease the difficulty that the creature
and its allies represent to the party; that is, you wish a
reduced challenge scenario.

Outcome

AB /Minor Lull

89-91 86-90
FL/Mlnor Lull

92-93 91-92
AM/MaJor Lull

ﬂﬂ-ﬂ <R
96-97 95-97

UD/Major Lull

& AB/Major Lull

99' 99-
100 100 FL/Major Lull

e
(=
o
e
=
o
®)
>
L
A 8

FlexTable 15: Leader Role; Fresh Stance: Targeting

Outcome
E Frontline
17-21
Rearguard
=
47 40-64
Farthest
ﬁﬁ u Strongest
77-96 | 57-96 | 87-96 /
‘ Weakest

.
27-41
Closest

47-76 | 47-56

99- 99- 99- 99- %
100 100 100 100
Melee Enemy

97-98 | 97-98 | 97-98 | 97-98 .s
Ranged Enemy
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Also of note is the Prepared Spells section. For NPCs with
CI"llIlCh dnd F hlf f class levels of a spellcasting class that must prepare spells in
advance, this section reflects a suggested pool of spells that
“Crunch” is a term commonly used to refer to the dozens of have been memorized or that are otherwise ready to cast.
statistics that describe a creature from the standpoint of raw  The GM is of course encouraged to modify the list as she

game mechanics. Although there is a great deal of flexibility  desires to fit the circumstances of gameplay; for example,

in these stat blocks being used to convey flavor, demeanor, if the party starts attacking townsfolk willy-nilly, then
behavior, and personality, such “softer” yet still important spellcasters in town might be more likely to ready defensive
game elements are often referred to as “fluff”. and combat spells.

Each GM and player has their own relationship to these Finally, the Treasure section in the stat blocks lists the
game elements, and preferences as to their balance in equipment normally carried or used by the creature. Gold,
gameplay. Some groups live by crunch, and largely ignore jewels, and non-combat items that do not have an impact on
fluff; adventures tend to be little more than an organized game mechanics and crunch are not listed here.

dungeon crawl, and min/maxing your PC’s character

options and equipment is commonplace. Other groups

focus solely on storytelling, and use game mechanics only

when it’s necessary to introduce a bit of randomness to the

proceedings. All special abilities, auras, special qualities, and other
remarkable effects that apply to the creature are described
here, in alphabetical order.

You can have a great deal of fun at either end of the
spectrum, or anywhere in between!

Note that this section lists a complete set of possible special
abilities that apply to the creature taken from its Elite
stat block. Individual stat blocks above this section will list
out which special abilities / SQs apply to the creature in its
various forms of CR.

Any of a creature’s fluff uses language assuming that you With this, and the Feats section afterward, there is

are playing the >J1.ow 1evel of difficulty version of that considerable duplication—many NPCs have Low-Light
creature. For example, the Low level of an NPC might Vision, for example. This is by design, and speaks to a
wield a run-of-the-mill rapier, and the Elite version might COTII complalpt amOHS GMs: b?Stlarle.S ,and NPC listings
instead use a +3 corrosive burst rapier; the descriptions that ~ 2re great for getting the vital details, but it’s often hard to
accompany that NPC would refer merely to her rapier as the remember just exactly what the Power Attack feat means.

default equipment. Similarly, any illustrations drawn will The intent with the Infinium Game Studios approach to
typically use imagery associated with Low-challenge gear NPC and monster definitions is to make it as easy as possible
and items. to play a given creature, without having to refer to multiple

other rulebooks. GMs dancing among tomes, trying to
cross-reference dozens of characteristics to figure out what
the creature does next is unsatisfying, wasteful of time, and
takes everyone in the game out of immersion—“hold on, let
me remind myself what an Alchemist’s Explosive Bombs are
like” doesn’t exactly keep players on the edge of their seats!

The header is simply the name of the monster. NPCs have
a name, and also parenthetically their position, job title,
profession, or how they are best known.

It’s worth noting that not every monster and NPC is meant

to be defeated in combat... in fact, the GM is encouraged

to award XP only for combat that is consistent with the
alignment and characters of the PCs, or if they are forced
into combat by circumstances beyond their control. A Lawful
Good Paladin, for example, should not reap XP for conducting
a baseless murder spree of first-level townsfolk.

All feats taken by the creature in its class level progression
are listed here, in alphabetical order. As with the Special
Abilities section, the list here is a superset of everything
that applies to the Elite version of the creature; specific feats
taken at lower-challenge iterations are listed in the Feats
section of the quadded stat block.

Note that unless otherwise specified, bonuses and penalties
from all sources should be included already in the figures
provided. For example, the Attacks section should reflect
ability score modifiers, skill and feat modifiers, special
ability / special quality modifiers, and modifiers derived
from the enhancement bonuses of the weapon itself.

If the creature carries wealth, jewels, or valuables beyond
their equipment listed earlier, such booty is described here.
Creatures whose only possessions are arms and armor might
not have this section at all.

The exception to this is effects coming from magical
weapons: for example, a corrosive light crossbow might
show as dealing 1d8 damage. This value does not, however,
include the corrosive effect, which normally causes the
weapon to deal an additional 1d6 points of acid damage
when the effect is activated.
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ABYSSAL DEVOURER
Low Moderate Advanced

Any Underground

9 Terrain

Q Rarity Rare

Lurker / Elite
Solitary, Brood (2-6x), or Tribe (7-16x)

Double

Overvieu B

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Miners have been disappearing from the depths; the PCs
are enlisted to seek out the cause.

Gaunt, nearly skeletal humanoid forms appear to flicker in
and out of reality, phasing through some darker realm to
momentarily appear forebodingly in our own.

B Legend tells of a formidable opponent dwelling in the
dark places under a nearby mountain; adventuring
parties have sought it out, never to return. Are the PCs
up to the challenge of seeming certain doom?

Q Common Lore (no check required): Creatures from the

void roam the dark depths of mountains, seeking to slay
anything living.

i . ’ < <
@ Expanded Lore: Abyssal Devourers hate life, and can @ Voided Presence (Aura): Range 30’, DC =3 14 / 2251 16

sense the presence of it. Few detected by a Devourer live /=18 / % 20, failure means Shaken for duration of

to tell the tale once they are discovered. encounter; when one suffering makes a successful strike
or successfully targets with a spell or effect, may attempt

Requires [3 Intelligence (Nature) check DC 14/ another check to overcome the effect. Those who succeed
in a check against the creature’s Voided Presence are

18/ 22/ % 26. immune to it for the duration of the encounter.

@ Lifesense 120’

@ Void Soul: Once per encounter per opponent, following

a successful melee strike, may attempt to attack
Tend to haunt the darkest, deepest regions of mountains, the target’s soul directly. The victim must make a

caverns, and even manmade structures such as dungeons and Constitution save of DC equal to 12, plus 1 per point of

mines. damage the target suffered this round from the creature.
Success has no further effect; failure means the victim
suffers 1 Negative Level.

€ncounter Behavior

The creature will move toward the closest living creature
and attack it until it is destroyed. It fights with a mindless
hatred of all life and will never be routed unless forced to do
so with magic or other effect that physically prevents it from
attacking.



Low Moderate Advanced
19 19

Armor Class 17 18

(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 93 193 289 385
Speed 40 ft.
Size,Type, Small aberration, chaotic  Small aberration, chaotic =~ Medium aberration, Medium aberration,
A|ignment evil evil chaotic evil chaotic evil

STR 10 (+0) STR 14 (+2) STR 18 (+4) STR 18 (+4)
- DEX 18 (+4) DEX 20 (+5) DEX 20 (+5) DEX 20 (+5)
Lo CON 18 (+4) CON 20 (+5) CON 21 (+5) CON 21 (+5)

o/ INT 14 (#2) INT 17 (+#3) INT 17 (#3) INT 17 (+3)
WIS 8 (1) WIS 12 (+1) WIS 12 (+1) WIS 12 (1)
CHA 15 (+2) CHA 18 (+4) CHA 18 (+4) CHA 18 (+4)

Saving

Throws

Resistances Cold, all physical attacks except adamantine and magic
Immunities  Fire, psychic
Vulnerabilities Vulnerable to Protection from Evil

Passive Perception Passive Perception Passive Perception Passive Perception
Senses +12, Blindsight 60 ft., +16, Blindsight 60 ft., +17, Blindsight 60 ft., +19, Blindsight 60 ft.,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages =~ Undercommon, Cannot Speak, Telepathy 100 ft.
Challenge 8 14 20 26
Special Damage 4d8 Damage 6d8 Damage 8d8 Damage 12d8
Abl|l1.:I?S & Body Thief As a full-round action that provokes an attack of opportunity, an Abyssal Devourer can reduce
Quaht'es its size, crawl into the mouth of a helpless or dead creature, and burrow into the victim’s skull to devour
its brain. This is a coup de grace attempt that inflicts bludgeoning damage. If the victim is slain (or already
dead), the Abyssal Devourer usurps control of the body and may use it as its own, as if it controlled the
target via a dominate monster spell. The Abyssal Devourer has full access to all of the host’s defensive and
offensive abilities save for spellcasting and spell-like abilities (although the Abyssal Devourer can still use its
own spell-like abilities). A host body may not have been dead for longer than 1 day for this ability to function,
and even successfully inhabited bodies decay to uselessness in 7 days (unless this time is extended via
gentle repose). As long as the Abyssal Devourer occupies the body, it knows (and can speak) the languages
known by the victim and basic information about the victim’s identity and personality, yet has none of the
victim'’s specific memories or knowledge. Damage done to a host body does not harm the Abyssal Devourer,
and if the host body is slain, the Abyssal Devourer emerges and is dazed for 1 round. Raise dead cannot
restore a victim of body theft, but resurrection or more powerful magic can.
Special Telepathy You can mentally communicate with any other creature within 100 feet that has a language. It is
Abilities & possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation
- with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple
Qualities )
people at the same time.
Standard Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon
Actions attack: -1 to hit, reach 5  attack: +2 to hit, reach attack: +4 to hit, reach attack: +6 to hit, reach
ft., one target. Hit 1d4+1 5 ft, one target. Hit 5 ft., one target. Hit 5 ft., one target. Hit
(4) slashing damage. 1d6 19-00 (4) slashing 1d8+6/19-00 (10) 1d8+6/19-00 (10)
damage. slashing damage. slashing damage.

qq



Legendary -

Low Moderate Advanced H
Actions

Innate confusion (single target only) (at will); cure wounds (3/day); monster (at will); globe of invulnerability (3/
Spellcasting day); inflict wounds (at will); invisibility (at will); reduce person (self only) (at will)

Spellcasting -
Possessions -

Illustration 2: The Accursed
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ACCURSED, THE

Low Moderate Advanced
9 Terrain Any Underground

Rare
Skirmisher / Normal
Solitary, Gang (1+)
Standard

s wander off in a random direction.
Overvieu

ACC}lrsed e humanoiFls of all flavors who are fallen from _ The following quest snippets or introductory story elements
their normal race, typically due to an occult procedure or evil  can be used to insert this creature into any existing plot or

ritual gone terribly wrong. They are cursed, doomed, and campaign setting.
their flesh has begun to rot, but they are not truly dead, and
therefore not truly undead either. B Rural farms are “going dark” one after the other, with

the farmers and their livestock sliced open from weapon
or claw attacks. Can the PCs prevent further destruction?

B Dark tales tell of thieves in the night who stalk
very lives, of the living and breathing.

Q Common Lore (no check required): There are those
who are doomed to walk the earth in a fateful trance, not
quite dead, but not quite fully alive either..

normal features of their race, warped from an evil ritual

gone astray. They seek the living to enact their hateful @ Accursed Aura: Range 30’. Those affected are aware of

revenge. a dread, doomed presence in the vicinity of the Accursed,
who takes a -4 penalty on Stealth, Bluff, and Sleight

Requires D Intelligence (Nature) check DC <) 14 / of Hand checks due to their notable existence. Those
seeking to target the Accursed with an attack or other

18 />4 22 / B3 26. effect take a -1 penalty to do so if they are within this

range, as their natural inclination will be to avoid the
creature altogether.

@ Lifehate: The more life a target has, the greater the
Accursed’s hartred grows. Against opponents with a
higher Constitution than they have, Accursed gain a +1
competence bonus on attack and damage rolls, and on
skill or ability checks related to that target.

Accursed are drawn to wherever there are living creatures.
They frequent ruins, urban settings, and rural farmlands in
their quest of hate.

@ Vengeful Vitality: An Accursed’s vitality grows after
felling a living creature. Each time they drop an

S opponent to o or fewer hit points, they gain 1d8 hit
encounter BehaUlor points, and their maximum hit point value increases by

this amount as well.

Accursed will seek out the nearest living creature and attack
it until it is dead, and then repeat the tactic until they are out
of living targets or they themselves are destroyed. They will

never flee a combat if they sense living creatures, but if such

presence is hidden from them, they will lose interest and
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| Advanced H

Low Moderate
Armor Class 16 18
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 4] 91 164 217
Speed 30148
Size,Type, Medium humanoid, Medium humanoid, Large humanoid, chaotic Large humanoid, chaotic
A|ignment chaotic neutral chaotic neutral neutral neutral
STR 12 (+1) STR 16 #3) STR 21 (#5) STR 22 (+6)
~ DEX 16 (+3) DEX 18 (+4) DEX 18 (+4) DEX 18 (+4)
s vl ,  CON 12 (+1) CON 16 (+3) CON 18 (+4) CON 18 (+4)
B INT 7 (2) INT 11 (#0) INT 11 (#0) INT 11 (+0)
WIS 9 (-1) WIS 13 (1) WIS 13 (+1) WIS 13 (1)
CHA 11 (#0) CHA 15 (+2) CHA 15 (+2) CHA 15 (+2)
Saving
Throws -

Resistances

Immunities -
Vulnerabilities Light Blindness
Senses Passive Perception +9 Passive Perception +15 Passive Perception +16  Passive Perception +18
Languages  Dark Folk, Undercommon
Challenge 6 11 16 21

ecia aving Throw aving Throw aving Throw aving Throw
Special Saving Th Saving Th Saving Th Saving Th
Abilities & Dexterity DC 14 Dexterity DC 16 Dexterity DC 17 Dexterity DC 18
Qualities Death Throes When an Accursed is slain, its body combusts in a flash of white-hot flame. This acts like a

fireball that deals 3d6 points of fire damage to all creatures within a 20-foot-radius burst. A Dexterity save
halves this damage. An Accursed’s gear and treasure are unaffected by this explosion.

Special Light Blindness You are blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell.
Abilities & You are dazzled as long as you remain in areas of bright light.
Qualities

ecia ee in Darkness Dark Folk can see perfectly in darkness of any kind, including that create magica
Special See in Dark Dark Folk fectly in dark f any kind, including th d by magical
Abilities &  darkness.
Qualities
Standard Shortsword Melee Shortsword Melee Shortsword Melee Shortsword Melee
Actions weapon attack: +1 to hit, weapon attack: +4 to hit, weapon attack: +5 to hit, weapon attack: +6 to hit,

reach 5 ft.,, one target.
Hit 1d6 19-00 (4)
slashing damage.

reach 5 ft.,, one target.
Hit 1d6 19-00 (4)
slashing damage.

reach 10 ft., one target.
Hit 1d8+11/17-00 (16)
bludgeoning damage.

reach 10 ft., one target.
Hit 1d8+13/17-00 (18)
bludgeoning damage.
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ACID ELEMENTAL

Low Moderate Advanced
Q Terrain Any (Plane of All")

Q Rarity Rare
Solider / Blite
Solitary, Pair, or Gang (3-8x)

None

Treasure

Overvieu

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Rival apothecaries in town have been destroyed, one
after the other. Burnt and corroded equipment and
buildings are all that remain. Can the PCs investigate?

A variably-coalescing haze of mists that hurts the eye to look
at, let alone be absorbed by. Fine motes of moisture ambient
in the air about the phenomenon appear to sizzle and burst
on contact with the gruesome haze.

B Neighbors of a nearby potion laboratory have complained
of an acrid smell that burns the nostrils, far beyond what
they are typically used to in this proximity.

oo ot s o fictions & Special Qualities

alchemical accident, Acid Elementals may be found in @ Acidic Mist: Range 15’, Creatures in the aura take 1d6
laboratories or dungeons.. acid damage per round; DC 14 / 16 / 18 / %
20 Constitution save to halve damage.
m Expanded Lore: Acid Elementals are either created
on purpose as guards or warriors, or by accident, via @ Acid Blast: Treat this as a breath weapon in the shape of
alchemical mistake. In both cases, they are loyal to their a cone, with a range of 30’. A DC 15 / 17/ 19 /
creators.

23 Dexterity save halves the 2d8 acid damage.

Requires Q Intelligence (Nature) check DC 14 / @ Corrode: Against anything more vulnerable than stone or
metal, the Acid Elemental can pour itself onto a surface

18 / 22 / % 26. or item and attempt to dissolve it. This takes 1 round per
full 2.5’ of substance.

Alchemical laboratories, dungeons, or lairs; Acid Elementals
rarely wander (or are told to wander) far from their place of
creation.

€ncounter Behavior

On their own, Acid Elementals will attack any creature they
become aware of who is not their master, fighting to the
death. Under the direction of their master, they will attack
or not in response to explicit verbal direction.
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Low Moderate

Advanced
18 18

16 17

Armor Class
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 45 114 206 259
Speed Fly 100 ft. (Perfect)
Size, Type, Large elemental, chaotic  Large elemental, chaotic ~ Huge elemental, chaotic Huge elemental, chaotic
Alignment  neutral neutral neutral neutral
STR 11 (+0) STR 16 (+3) STR 21 (+5) STR 22 (+6)
DEX 16 (+3) DEX 18 (+4) DEX 17 (+3) DEX 17 (+3)
AN ,  CON 10 (+0) CON 14 (+2) CON 17 (+3) CON 17 (+3)
o INT 4 (3) INT 8 (1) INT 8 (1) INT 8 (-1)

Saving Throws

Resistances

WIS 8 (1)
CHA 14 (+2)

WIS
CHA

12 (+1)
17 (+3)

WIS
CHA

12 1) WIS
17 (+3) CHA

12 (+1)
17 (+3)

all physical attacks

Immunities  Critical Hits, Flanking, paralyzed, poisoned, unconscious, Sneak Attacks, stunned

Vulnerabilities

S Passive Perception +12,  Passive Perception +16,  Passive Perception +17, Passive Perception +18,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages  Auran

Challenge 8 13 18 23

Special Air Mastery Airborne creatures suffer disadvantage on attack and damage rolls against an Acid Elemental.

Abilities &

Qualities

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Dexterity DC 12 Dexterity DC 15 Dexterity DC 17 Dexterity DC 19

Qualities Whirlwind You can transform yourself into a whirlwind and remain in that form for up to 10 rounds. If you

have a fly speed, you can continue to fly at that same speed while in whirlwind form, otherwise you gain a
fly speed equal to your base land speed (average maneuverability) while in whirlwind form. The whirlwind

is always 5 feet wide at its base, A whirlwind’s width at its peak is always equal to half of its height. You
control the exact height, but it must be at least 10 feet and at most 60 feet high. The whirlwind form does
not provoke attacks of opportunity, even if you enter the space another creature occupies. Another creature
might be caught in the whirlwind if it touches or enters the whirlwind, or if the whirlwind moves into or
through a creature’s space. In whirlwind form you cannot make your normal attacks, and you do not threaten
the area around you. Creatures one or more size categories smaller than the whirlwind might take damage
when caught in the whirlwind (generally damage equal your slam attack) and may be lifted into the air. An
affected creature must succeed on a Dexterity save when it comes into contact with the whirlwind or take
damage as if it were hit by the your slam attack. It must also succeed on a second Dexterity save or be
picked up bodily and held suspended in the powerful winds, automatically taking the indicated damage each
round. A creature that can fly is allowed a Dexterity save each round to escape the whirlwind. The creature
still takes damage but can leave if the save is successful. Creatures trapped in the whirlwind cannot move
except to go where the whirlwind carries them or to escape the whirlwind. Trapped creatures can otherwise
act normally, but must succeed on a Concentration check (DC 15 + spell level) to cast a spell. Creatures
caught in the whirlwind suffer disadvantage on Dexterity-related checks and on attack rolls. The whirlwind
can have only as many creatures trapped inside at one time as will fit inside the whirlwind’s volume. The
whirlwind can eject any carried creatures whenever you wish as a free action, depositing them in your space.
If the whirlwind’s base touches the ground, it creates a swirling cloud of debris. This cloud is centered on
the creature and has a diameter equal to half the whirlwind’s height. The cloud obscures all vision, including
darkvision, beyond 5 feet. Creatures 5 feet away have concealment, while those farther away have total
concealment.




Low Moderate Advanced

Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon

Actions attack: -1 to hit, reach attack: +4 to hit, reach attack: +6 to hit, reach attack: +6 to hit, reach
10 ft, one target. Hit 10 ft., one target. Hit 15 ft., one target. Hit 15 ft., one target.
1d8+1 (6) bludgeoning  2d6+4 (11) bludgeoning 3d6+9 (20) bludgeoning Hit 3d6+10 (20)
damage. damage. damage. bludgeoning damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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AciD ELEMENTAL (ELDER)  So¢ Q kS

Low Moderate Advanced
Q Terrain Any (Plane of Air)

Q Rarity Rare
Solider / Solo

{* Organization Solitary, Pair, or Gang (3-8x)

None

Overvieu N

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Rival apothecaries in town have been destroyed, one
after the other. Burnt and corroded equipment and
buildings are all that remain. Can the PCs investigate?

A variably-coalescing haze of mists that hurts the eye to look
at, let alone be absorbed by. Fine motes of moisture ambient
in the air about the phenomenon appear to sizzle and burst
on contact with the gruesome haze.

B Neighbors of a nearby potion laboratory have complained
of an acrid smell that burns the nostrils, far beyond what
they are typically used to in this proximity.

Q Common Lore (no check required): Typically born of

alchemical accident, Acid Elementals may be found in @Acidic Mist: Range 15, Creatures in the aura take 1d6
laboratories or dungeons.. acid damage per round; DC 16 / 18 / 20 / %
22 Constitution save to halve damage.
m Expanded Lore: Acid Elementals are either created
on purpose as guards or warriors, or by accident, via @Acid Blast: Treat this as a breath weapon in the shape of
alchemical mistake. In both cases, they are loyal to their a cone, with a range of 30’. A DC 18 / 20/ 22
creators. / 24 Dexterity save halves the 2d8 acid damage.

Requires Intelligence (Nature) check DC 14 / @ Corrode: Against anything more vulnerable than stone or
metal, the Acid Elemental can pour itself onto a surface

18 / 22 / % 26. or item and attempt to dissolve it. This takes 1 round per
full 2.5’ of substance.

Alchemical laboratories, dungeons, or lairs; Acid Elementals
rarely wander (or are told to wander) far from their place of
creation.

€&ncounter Behavior

On their own, Acid Elementals will attack any creature they
become aware of who is not their master, fighting to the
death. Under the direction of their master, they will attack
or not in response to explicit verbal direction.



Low Moderate Advanced
Armor Class 18 19 20 20
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints &80 159 259 340
Speed Fly 100 ft. (Perfect)
Size, Type, Large elemental, chaotic  Huge elemental, chaotic =~ Huge elemental, chaotic =~ Huge elemental, chaotic
A|ignment neutral neutral neutral neutral
STR 17 (+#3) STR 19 (+4) STR 22 (+6) STR 23 (+6)
- DEX 20 (+5) DEX 21 (+5) DEX 23 (+6) DEX 23 (+6)
’S*cb;';g , CON 14 (+2) CON 17 (+3) CON 19 (+4) CON 20 (+5)
- INT 8 (1) INT 8 (-1) INT 12 (+1) INT 12 (+1)
WIS 17 (+3) WIS 17 (+3) WIS 19 (+4) WIS 19 (+4)
CHA 16 (+3) CHA 16 (+3) CHA 18 (+4) CHA 18 (+4)
Saving
Throws
Resistances all physical attacks
Immunities  Critical Hits, Flanking, paralyzed, poisoned, unconscious, Sneak Attacks, stunned
Vulnerabilities -
Senses [ oneot | Dmision60ft | Dakveion60f | Dakvision60% |
Languages  Auran
Challenge 10 16 21 26
Special Air Mastery Airborne creatures suffer disadvantage on attack and damage rolls against an acid elemental.
Abilities &
Qualities
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Low Moderate Advanced

Special
Abilities &
Qualities

Saving Throw Saving Throw Saving Throw Saving Throw
Dexterity DC 12 Dexterity DC 15 Dexterity DC 17 Dexterity DC 19

Whirlwind You can transform yourself into a whirlwind and remain in that form for up to 10 rounds. If you
have a fly speed, you can continue to fly at that same speed while in whirlwind form, otherwise you gain a
fly speed equal to your base land speed (average maneuverability) while in whirlwind form. The whirlwind

is always 5 feet wide at its base, A whirlwind’s width at its peak is always equal to half of its height. You
control the exact height, but it must be at least 10 feet and at most 60 feet high. The whirlwind form does
not provoke attacks of opportunity, even if you enter the space another creature occupies. Another creature
might be caught in the whirlwind if it touches or enters the whirlwind, or if the whirlwind moves into or
through a creature’s space. In whirlwind form you cannot make your normal attacks, and you do not threaten
the area around you. Creatures one or more size categories smaller than the whirlwind might take damage
when caught in the whirlwind (generally damage equal your slam attack) and may be lifted into the air. An
affected creature must succeed on a Dexterity save when it comes into contact with the whirlwind or take
damage as if it were hit by the your slam attack. It must also succeed on a second Dexterity save or be
picked up bodily and held suspended in the powerful winds, automatically taking the indicated damage each
round. A creature that can fly is allowed a Dexterity save each round to escape the whirlwind. The creature
still takes damage but can leave if the save is successful. Creatures trapped in the whirlwind cannot move
except to go where the whirlwind carries them or to escape the whirlwind. Trapped creatures can otherwise
act normally, but must succeed on a Concentration check (DC 15 + spell level) to cast a spell. Creatures
caught in the whirlwind suffer disadvantage on Dexterity-related checks and on attack rolls. The whirlwind
can have only as many creatures trapped inside at one time as will fit inside the whirlwind’s volume. The
whirlwind can eject any carried creatures whenever you wish as a free action, depositing them in your space.
If the whirlwind’s base touches the ground, it creates a swirling cloud of debris. This cloud is centered on
the creature and has a diameter equal to half the whirlwind’s height. The cloud obscures all vision, including
darkvision, beyond 5 feet. Creatures 5 feet away have concealment, while those farther away have total
concealment.

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions

Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
attack: +4 to hit, reach attack: +4 to hit, reach attack: +6 to hit, reach attack: +7 to hit, reach
10 ft., one target. Hit 15 ft.,, one target. Hit 15 ft., one target. 15 ft., one target.
2d6+7 (14) bludgeoning 2d8+7 (16) bludgeoning  Hit 3d8+10 (24) Hit 3d8+11 (24)
damage. damage. bludgeoning damage. bludgeoning damage.
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9 Terrain

Q Rarity

Overvieu

A swift-winged, icy bird born of the cold and happiest in
arctic climes.

Common Lore (no check required): Some birds are
much swifter than others.

=

@ Expanded Lore: Long sought after as possible message
couriers, Alacriterns are coastal birds capable of very
rapid sustained flight.

14/

Requires [3 Intelligence (Nature) check DC

18 / X} 22 / B3 26.

Alaciterns live on coastlines, though they venture into any
terrain inland in search of food.

€ncounter Behavior

Alacriterns will typically avoid fighting, escaping using their
speed. If forced into combat, they will dive and dip out of
harm’s way if possible.

They loathe all other forms of avian life, and will attack any
flying creature if they are aware of them.

Moderate Advanced

Cold Coastlines
Uncommon

Skirmisher / Minion

Solitary, Pair, or Flock (3-20x)

None

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B An alacritern becomes aware of a PC’s familiar or animal
companion, and attacks it.

B An NPC’s familiar or animal companion has been
attacked and/or slain by a mysteriously rapid bird; the
PCs are asked to investigate or enact revenge.

@ Swift Flight: The Alacritern is capable of very rapid
sustained overland flight. If it makes no more than a 15
degree turn each round, and takes no other actions, it
may quintuple (5x) its Fly speed for up to 3 hours total
time each day.

@ Darting Dive: Once every 3 rounds, an Alacritern may
take its full Fly move, attack, and take another full Fly
move, without provoking opportunity attacks along this
entire movement.



2 Advanced H

Low Moderate
Armor Class 15 17
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 10 45 103 144
Speed 10 ft. Fly 40 ft. (Clumsy)
ilﬁge;‘lzzfl,t Medium beast, unaligned Medium beast, unaligned Large beast, unaligned Large beast, unaligned
SR 4 (3) STR 8 (1) STR 18 (+4) STR 18 (+4)
DEX 16 (+3) DEX 19 (+4) DEX 19 (+4) DEX 20 (+5)
s vl , CON 8 (1) CON 12 (+1) CON 16 (+3) CON 16 (+3)
Saves INT 1 (5 INT 1 (-5) INT 1 (-5) INT 1 (-5)
WIS 12 (+1) WIS 16 (+3) WIS 16 (+3) WIS 16 (+3)
CHA 3 (4) CHA 7 (2) CHA 7 (2) CHA 7 (-2
Saving
Throws
Resistances
Immunities
Vulnerabilities
S Passive Perception +11,  Passive Perception +16,  Passive Perception +18, Passive Perception +19,
S Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 3 8 13 18
Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon Bite Melee weapon
Actions attack: -4 to hit, reach 5  attack: -3 to hit, reach 5 attack: +6 to hit, reach attack: +5 to hit, reach
ft., one target. Hit 1d6+0 ft.,, one target. Hit 1d8 10 ft., one target. Hit 10 ft., one target. Hit
(4) piercing damage. (8) piercing damage. 2d6+9 (16) piercing 2d6+12/19-00 (19)
damage. piercing damage.
Legendary
Actions
Innate
Spellcasting
Spellcasting

Possessions
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H ALcoVE THING

Low

Q Terrain

Q Rarity

®' role

i Organization

ﬂ Treasure

Overvieu

A huddled humanoid, or a shadow thereof-it’s difficult
to tell what an Alcove Thing truly is. Ever lurking in the
depths of shadows, it haunts out of the way man-made
places of all manner and background. Typically created as
guardians of final resting places or treasure caches through
dark preparation, Alcove Things are the enbalmed, undead
remains of servants or slaves, set on eternal watch duty.

Q Common Lore (no check required): Slaves of powerful
evil kings are sometimes set to eternal guard duty over
the remains of their masters..

@ Expanded Lore: Alcove Things are humanoid guards of
treasure caches and coffins, set to this duty through dark
ritual by evil leaders and necromantic advisors.

Requires D Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Alcove Things always guard a thing or place, and do not
venture from this duty. The target of their guard is typically
a coffin, sepluchre, or treasure cache, usually in ruins but
potentially in urban settings or even dungeons or caverns or
lairs.

€ncounter Behavior

Alcove Things will fight to the death any living creature
that ventures within their senses. They will pursue such
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Moderate Advanced

Any Underground
Rare
Lurker / Elite
Solitary
Standard

intruders, but only up to 100’ from the center of their guard
duty, after which they will return to their normal watch.
When not actively fighting, an Alcove Thing will lurk in
shadows, waiting and guarding. It is extremely unusual to
encounter an Alcove Thing that is not already hidden; nearly
everyone encountering them is surprised by their presence.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Legend tells of a long-dead king whose body and treasure
are guarded by undead servants. Are the PCs brave
enough to seek the loot?

B Through bizarre ritual, a group of Alcove Things has been
set to guard an ordinary gravesite, on which a house has
been built in ignorance of the grisly history of the earth
beneath. The current owners were renovating their
basement, and inadvertently set the Things free. Only
one family member escaped alive, and asks the party’s
assistance in investigating what happened to his family
and house.

@ Lurking Shadows: Range 10’, provides partial
concealment from all observers. Any creature may
attempt to overcome this effect using their Perception
against the Alcove Thing’s Stealth; this requires a swift
action and lasts for the duration of the encounter if
successful.

Lurking Stab: Alcove Things have Sneak Attack 3d6.
They may use this ability at reduced effect (2d6) even
when their presence is known, so long as their target has
not yet overcome their Lurking Shadows Aura.



Illustration 3: Alcove Thing




Low Moderate Advanced > Elite
Armor Class 17 18 18 18
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 43 99 137 176
Speed 30 ft.
Size,Type, Medium undead, neutral Medium undead, neutral  Large undead, neutral Lar ndead. neutral evil
Alignment evil evil evil arge undead, neutral ev
STR 17 (+3) STR 20 (+5) STR 24 (+7) STR 25 (+7)
DEX 14 (+2) DEX 17 (+3) DEX 16 (+3) DEX 16 (+3)
CPUe , CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
- INT 12 (+1) INT 16 (+3) INT 16 (#3) INT 16 (+3)
WIS 12 (+1) WIS 16 (+3) WIS 16 (+3) WIS 16 (+3)
CHA 13 (+1) CHA 17 (#3) CHA 17 (+3) CHA 17 (+3)
Saving )
Throws
Resistances all physical attacks except bludgeoning or magic
Immunities  diseased, exhaustion, fatigued, psychic, paralyzed, poisoned, unconscious, stunned
Vulnerabilities -
Passive Perception +14, Passive Perception +18,  Passive Perception +19, Passive Perception +20,
Senses
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages = Common
Challenge 8 13 18 23
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 13 Wisdom DC 14 Wisdom DC 17 Wisdom DC 18
Qualities Fear Aura 10’, frightened for 1d4 rounds, Wisdom save negates. The use of this ability is a free action. The
aura functions like the fear spell. A fear aura is an area effect.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 13 Wisdom DC 14 Wisdom DC 17 Wisdom DC 18
Qualities Teleporting Burst Once per day, an Alcove Thing can teleport all creatures within 50 feet of it to randomly
determined locations. The Alcove Thing can only affect creatures of which it is aware and to which it has
line of sight. A successful Wisdom save negates this effect. An affected creature is teleported in a random
direction (roll 1d8, with 1 indicating north and the other numbers indicating compass going clockwise)
and a random distance (1d10 x 100 feet) away from the Alcove Thing; determine each creature’s direction
randomly. A teleported creature arrives in the closest open space to the determined destination, but must
appear on a solid surface capable of supporting its weight. If there is no appropriate destination in that
direction, the creature does not teleport at all.
Standard Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon
Actions attack: +3 to hit, reach 5 attack: +6 to hit, reach 5  attack: +6 to hit, reach attack: +7 to hit, reach
ft., one target. Hit 1d8+5 ft., one target. Hit 2d6+7 10 ft, one target. Hit 10 ft., one target. Hit
(10) slashing damage. (14) slashing damage. 3d6+12 (22) slashing 3d6+13 (24) slashing
damage. damage.
Legendary -
Actions
Innate dimension door (3/day)
Spellcasting
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9 Terrain

Q Rarity

% . .
% Organization

Overvieu

For all intents and purposes, this appears as a normal
alligator. Upon close examination, ribbons of iridescent
green can be seen beneath the surface of the head near the
jaws.

Common Lore (no check required): Some swamp-
dwelling creatures develop poison as a means of
combating their prey.

@ Expanded Lore: The venomous alligator has deep and
lethal reservoirs of toxin that affect all who suffer its
bite.

Requires Intelligence (Nature) check DC 14 /

18 /<) 22 / B3 26.

Swamps, and sometimes coastlines or ordinary freshwater
lakes or rivers.

€ncounter Behavior

Venomous alligators like to strike quickly, then slink away,
hiding safely until their poison takes effect.

Warm Rivers and Marshes

Uncommon

Lurker / Normal

Solitary, Pair, or Colony (3-12x)

None

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Ingredient harvesters have been disappearing when they
venture into a nearby swamp. Will the PCs investigate?

B An apothecary seeks a virulent poison that can be found
only in the teeth of a venomous alligator.

@ Envenomed Bite: On a successful bite attack that deals
at least 1 point of damage, the victim must make a DC
15 / ‘ 17 / ‘ 20 / 21 Constitution save or suffer
2d6 poison damage. Victims must save each time they
suffer damage; succeeding in one save does not prevent
additional damage from successive bites.



Advanced
16 16

(natural armor)

226

Huge beast, unaligned

STR 26 (+8)
DEX 10 (+0)
CON 21 (+5)
INT 1 (-5)
WIS 14 (+2)
CHA 4 (3)

Passive Perception +18,
Darkvision 60 ft.

18

Bite Melee weapon
attack: +7 to hit, reach
10 ft., one target. Hit
3d6+14/19-00 (24)
piercing damage.

Tail Slap Melee weapon
attack: +7 to hit, reach
10 ft., one target. Hit
4d6+7 (21) bludgeoning
damage.

Low Moderate
Armor Class 14 16
(natural armor) (natural armor) (natural armor)
Hit Points 25 82 165
Speed 20 ft. Swim 30 ft., Sprint
ilﬁgeazzfl,t Large beast, unaligned Large beast, unaligned Huge beast, unaligned
STR 17 #3) STR 20 (#5) STR 25 (+7)
DEX 8 (-1) DEX 12 (+1) DEX 10 (+0)
i , CON 17 (+3) CON 19 (+4) CON 21 (+5)
— INT 1 (5 INT 1 (5 INT 1 (5)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2)
CHA 1 (5 CHA 4 (3) CHA 4 (-3)
Saving
Throws
Resistances
Immunities
Vulnerabilities
S Passive Perception +10,  Passive Perception +15,  Passive Perception +17,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 3 8 13
Special Death Roll When grappling a foe of its size or smaller, a Venomous Alligator can perform a death roll upon
Abilities & making a successful grapple check. As it clings to its foe, it tucks in its legs and rolls rapidly, twisting and
. wrenching its victim. The Venomous Alligator inflicts its bite damage and knocks the creature prone. If
Qualities . L=
successful, the Venomous Alligator maintains its grapple.
Special Sprint With Recharge 1, a Venomous Alligator may sprint, increasing its land speed to 40 feet for 1 round.
Abilities &
Qualities
Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon
Actions attack: +4 to hit, reach 5 attack: +5 to hit, reach 5  attack: +8 to hit, reach
ft., one target. Hit 1d8+5 ft., one target. Hit 2d6+8 10 ft., one target. Hit
(10) piercing damage. (15) piercing damage. 3d6+13/19-00 (24)
Tail Slap Melee weapon  Tail Slap Melee weapon piercing damage.
attack: +4 to hit, reach attack: +5 to hit, reach Tail Slap Melee weapon
5 ft., one target. Hit 5 ft., one target. Hit attack: +8 to hit, reach
1d12+2 (8) bludgeoning 3d6+4 (14) bludgeoning 10 ft., one target. Hit
damage. damage. 4d6+6 (20) bludgeoning
damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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ANACONDA Ivy

Low Moderate Advanced

Temperate Forests and Urban

Q Terrain
Q Rarity Uncommon

Lurker / Normal

{* Organization Solitary, Pair, or Tangle (3-10x)

None

Overvieu N

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Upon walking in a city, the PCs happen down a seldom-
used alley, where an Anaconda Ivy lies in wait to strike.

Wrist-thick ropes of branchlike ivy wind around the
landscape. Upon close inspection, the leaves and core of
the ivy appears to have a repeating pattern, similar to those

¢ B There have been reports of disappearances in the darker
found on snakeskin.

places in the city. Until recently, these victims have
been those already down on their luck; just yesterday,
however, a noble scion vanished returning from an ill-
advised jaunt into the town’s underbelly disappeared,
and no word from the underworld elements as to his

whereabouts.

Q Common Lore (no check required): Some climbing
plants are animate and semi-sentient, and can choke the
life out of you.

m Expanded Lore: Anaconda Ivy is a semi-aware plant @ Plant Blend: Anaconda Ivy always has advantage in
capable of wrapping itself around victims like the snake Stealth or Disguise checks to appear as other, nonvolatile,
of its namesake. Once the victim dies, the plant waits plant life in the area. It may not benefit from Plant Blend
until scavengers have torn out large chunks, then subsists against targets that are aware of its presence as a hostile
on the carrion and decay that fosters afterward. life form; that is, if it has already been detected or has

attacked.

Requires SIS (ERITE) GREtane £ @ Constrict: Against an opponent that has suffered a

18 /¢ 22/ % 26. successful melee attack this round, the Anaconda may

follow the attack up by wrapping around the victim. It
may then inflict 1d8 bludgeoning damage per round until
it is removed from the victim.

Anaconda Ivy can be found in any forest or jungle, though
warmer climates are more common.

€ncounter Behavior

Anaconda Ivy prefers to strike with surprise, and will wait
and blend in with their surroundings, sometimes staying still
as common ivy for days before a victim appears.



Low Moderate Advanced
16 16

Armor Class 14 16

(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 23 61 119 158
Speed 15 ft. Climb 15 ft.

Size, Type, Medium plant, neutral
Alignment  evil

STR 11 (+0) STR 17 (+3) STR 22 (+6) STR 23 (+6)
= DEX 11 (+0) DEX 16 (+3) DEX 14 (+2) DEX 14 (+2)
B CON 10 (+t0) CON 14 (+2) CON 17 (+3) CON 17 (+3)

Scores [/

Medium plant, neutral evil Large plant, neutral evil Large plant, neutral evil

. INT 10 (+0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 8 (1) WIS 12 (+1) WIS 12 (+1) WIS 12 (+1)
CHA 3 (4 CHA 7 (2) CHA 7 (2) CHA 7 (-2

Saving

Throws

Resistances
Immunities  psychic, paralyzed, poisoned, Polymorph, unconscious, stunned

Vulnerabilities
S Passive Perception +9, Passive Perception +11,  Passive Perception +11, Passive Perception +11,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 3 8 13 18
Special Damage 1d3 Damage 1d4 Damage 1d6 Damage 2d4
Abilities & i . ;
liti Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple
Qualities check (in addition to any other effects caused by a successful check, including additional damage).
Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
Actions attack: +0 to hit, reach 5 attack: +3 to hit, reach attack: +7 to hit, reach attack: +6 to hit, reach
ft., one target. Hit 1d4+1 5 ft, one target. Hit 10 ft., one target. 10 ft., one target.
(4) bludgeoning damage. 1d4+9 (12) bludgeoning  Hit 1d8+20 (24) Hit 1d8+21 (26)
damage. bludgeoning damage. bludgeoning damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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ANGFEIWHISPER

Low
9 Terrain

2%, . .
% Organization

Treasure

Moderate Advanced

Any Urban or Ruins
Rare

Lurker / Normal

Solitary, Pair, or Chorus (3-8x)

Incidental

Overvieu

A rare form of undead that is itself still holy and good

in purpose, an Angelwhisper seeks out those about to
befall horrid events, in an attempt to warn them toward
avoiding dire circumstances such as those that felled the
Angelwhisper themselves in life.

Q Common Lore (no check required): Good people who
die horribly may remain on earth as a benevolent spectre,
whispering warnings to those like them.

m Expanded Lore: Angelwhispers hover around non-
evil people, whispering quietly. Though the whispers
themselves are indecipherable, they convey warnings and
predict the next few minutes of events enough to warn
the unfortunate.

Requires Q Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Angelwhispers haunt urban environments, or the area where
they perished.

€ncounter Behavior

Angelwhispers will avoid fighting altogether if possible.
If close to a battle that involves Good creatures, they will
approach the fight and lend assistance where they can via
their aura and Whispered Warning abilities. They will avoid
actual fighting themselves unless forced to do so.

can be used to insert this creature into any existing plot or
campaign setting.

B A slain good elf haunts the nearby caverns. Some say she
whispers words of good omen, acting as a boon to those
who would venture within.

B An NPC the party knows is slain by a thief or assassin.
Tied yet to life, the NPC rises as an Angelwhisper, and
helps the PCs.

@ Beneficent Prescience: Non-Evil creatures within 20’
gain a +1 insight bonus on skill checks, ability checks,
saves. These creatures also gain a +1 insight bonus on
attack and damage rolls against Evil creatures (the evil
opponents need not be in the aura’s radius).

@ Detect Good and Evil: As per the spells, these are
constant effects.

@ Whispered Warning: Once per combatant, per
encounter, an Angelwhisper may chant a message of
specific warning, warding against a proximate event.

A Whispered Warning is a full-round action for the
Angelwhisper. The next time that combatant would

fail a save prompted by an opponent in that battle, the
combatant instead succeeds in the save. This effect lasts
until the end of the encounter.



Low Moderate Advanced > Elite
Armor Class 17 17 17 18
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 58 123 211 290
Speed 20 ft.
Size,Type, Small undead, neutral Small undead, neutral Medium undead, neutral Medium undead, neutral
Alignment  good good good good
STR 8 (1) STR 12 (+1) STR 17 (+3) SR 17 (+3)
DEX 17 (+3) DEX 19 (+4) DEX 18 (+4) DEX 18 (+4)
Ral , CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
s INT 12 (+1) INT 16 (+3) INT 16 (+3) INT 16 (+3)
WIS 17 (+3) WIS 19 (+4) WIS 19 (+4) WIS 19 (+4)
CHA 16 (+3) CHA 18 (+4) CHA 20 (+5) CHA 21 (+5)
Saving Throws
Resistances
Immunities  diseased, exhaustion, fatigued, psychic, paralyzed, poisoned, unconscious, stunned
Vulnerabilities
Passive Perception +16, Passive Perception +18, Passive Perception +19, Passive Perception +21,
Senses . . . .
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages = Common
Challenge 6 11 16 21
Special Aura of Sobs 10’ All of the voices that an Angelwhisper steals linger around it in an invisible but audible aura
Abilities & of unnerving childlike whimpers, songs, and sobs. Any living creature that enters this area loses the benefit
Qualities of all bardic performances affecting it, and is at disadvantage on all attack rolls, damage rolls, and Wisdom
saving throws. The Angelwhisper can suppress or reactivate its aura as a free action. This is a sonic, mind-
affecting effect.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 15 Wisdom DC 16 Wisdom DC 19 Wisdom DC 20
Qualities Steal Breath A creature bit by an Angelwhisper must make a Wisdom save or become fatigued for 1 hour. A
fatigued creature that is bitten is instead exhausted for 1 hour, and an exhausted creature falls asleep for 1
hour if bitten. The sleeper can only be roused by killing the Angelwhisper or by using dispel magic, remove
curse, or similar effects.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 15 Wisdom DC 16 Wisdom DC 19 Wisdom DC 20
Qualities Steal Voice Any creature hit by an Angelwhisper’s touch must make a Wisdom save or lose its ability to
speak for 1 hour. During that time, the creature cannot talk, cast spells with verbal components, use auditory
bardic performances, or use any other ability that requires speech. Once an Angelwhisper has stolen a
creature’s voice, it can perfectly mimic that voice at any time, even after its victim’s voice has returned, and
while using that voice can speak any languages the victim knew. Those familiar with an individual’s voice
can make a Sense Motive check opposed by the Angelwhisper’s Bluff check to realize a mimicked voice is
inauthentic.
Standard Bite Melee weapon Bite Melee weapon Bite Mglee weapon attack:  Bite Melee weapon
Actions attack: -1 to hit, reach 5 attack: +0 to hit, reach 5  +3 to hit, reach 5 ft, one attack: +4 to hit, reach 5

target. Hit 1d8+5 (10)

ft., one target. Hit 1d6
piercing damage.

(6) piercing damage.

ft., one target. Hit 1d6+2
(6) piercing damage.

ft., one target. Hit 1d8+5
(10) piercing damage.
Touch Melee weapon
attack: +3 to hit, reach 5 ft.,
one target. Hit 1d1+0 (1)
bludgeoning damage.

Touch Melee weapon
attack: +4 to hit, reach 5
ft., one target. Hit 1d1+0
(1) bludgeoning damage.

Touch Melee weapon
attack: +0 to hit, reach 5
ft., one target. Hit 1d1+0
(1) bludgeoning damage.

Touch Melee weapon
attack: -1 to hit, reach 5
ft., one target. Hit 1d1
(2) bludgeoning damage.
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INlustration 4: Angelwhisper
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o% o
ARBOR ELEMENTAL % Q Y8 ¢
- Low Moderate Advanced
9 Terrain

Any (Plane of Earth)
Q Rarity BN

Brute / Elite
i* Organization Solitary, Pair, or Gang (3-8x)
None

Overvieu StoryRooks
The following quest snippets or introductory story elements

can be used to insert this creature into any existing plot or
campaign setting.

s A nearby forest has been killing farmers, ingredient
harvesters, and adventurers. The exact source of the
killings is unknown, however; the local village has asked
the party’s assistance in investigating.

An incarnation of the very essence of the forest, an Arbor
Elemental is a living, breathing embodiment of nature and
trees. They appear as groups of trees, though in a particular
moment, they may shift shape to appear as a single tree or

several. They may also change shape in the nature of the B The party is venturing in a forest or jungle, and is

trees they emulate, usually to blend in with the ordinary forced to destroy a plant-based enemy. A nearby Arbor

i TR Doxiato. Elemental takes notice, and attacks.

Q AT I (0 Aiesha ipuilicn 8 Tie vey Gopent @ Arborial Potency: Within 40’ of an Arbor Elemental, all
o t?e fqrest Ll DEEBIe @iLEel childl SEEk Vs spells and effects with the Earth descriptor manifest with
e, extra potency. Such magic benefits from +1 to their DC,

and those that inflict damage gain +1 point of damage per
die (so for example, a spell which normally inflicts 2d6+3
damage would instead inflict 2d6+5 damage within this
aura). In addition, when a spell is cast that involves,

@ Expanded Lore: Arbor elementals are powerful, treant-
like creatures who defend forests and jungles. Natural
magics can grow in power in their presence.

. . targets, or affects plants or trees (e.g., tree stride,
Requires D AN EEER (BT GIEEIE 14/ liveoak; the determination is left to the GM as to what

qualifies), there is a 20% chance that the spell will not
18 / . 22/ % 26. be “lost” or otherwise consumed, and that the caster may

attempt to cast it again. This spell-retention benefit has
no effect for innate spell-like abilities that have no daily
or otherwise periodic limit, but does apply to spell-like
abilities with such a limit: for example, a creature able to
cast plant growth 3x/day, who casts it within this aura,
and succeeds at the 20% chance to retain it, can still cast
plant growth 3 more times that day.

encounter Behavior [©) Tree Blend: This creature has advantage in or Disguise

checks to appear as a normal tree or group thereof in the
area. It may not benefit from Tree Blend against targets
that are aware of its presence as a hostile life form; that
is, if it has already been detected or has attacked.

Arbor elementals may appear in forests or jungles, though
always amidst thick growths of trees.

Arbor elementals will usually remain still, blending in with [@) Rootstrike: As a full-round action, the Arbor Elemental

its non-sentient neighbors until threatened or until it can may make one attack against each enemy within a 20’
strike intruders. It will consider any creatures who destroy radius, sending spiked roots shooting up from the ground
plant life in any manner to be intruders, and will try to kill underneath its foes. Creatures in flight, or hovering at
them or run them off. Arbor elementals will fight to the least 10’ off of the ground, are immune to these attacks.
death any threats that remain among the trees, but will These count as melee strikes despite the fact that they
relent if its opponents flee outside of the forest or jungle in are at range.

which they operate.
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| Advanced H

Low Moderate
Armor Class 15 17
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points /4 146 240 296
Speed 20 ft. Burrow 20 ft., Earth Glide
Size, Type, Large elemental, Large elemental, Huge elemental, Huge elemental,
A|ignment unaligned unaligned unaligned unaligned
STR 19 (+4) STR 22 (+6) STR 27 (+8) STR 28 (+9)
DEX 3 (-4 DEX 8 (1) DEX 6 (-2) DEX 6 (-2)
s vl ,  CON 16 (+3) CON 18 (+4) CON 20 (+5) CON 20 (+5)
L INT 4 (3) INT 8 (1) INT 8 (1) INT 8 (-1)
WIS 16 (+3) WIS 18 (+4) WIS 18 (+4) WIS 18 (+4)
CHA 8 (1) CHA 12 (+1) CHA 12 (+1) CHA 12 (1)
Saving )
Throws
Resistances all physical attacks
Immunities  Critical Hits, Flanking, paralyzed, poisoned, unconscious, Sneak Attacks, stunned
Vulnerabilities -
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +16, Darkvision 60 ft., +19, Darkvision 60 ft., +20, Darkvision 60 ft., +21, Darkvision 60 ft.,
Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft.
Languages  Terran
Challenge 8 13 18 23
Specia| Earth Glide A burrowing Arbor Elemental can pass through stone, dirt, or almost any other sort of earth except metal as
Abilities & easily as a fish swims through water. If protected against fire damage, it can even glide through lava. Its burrowing leaves
- behind no tunnel or hole, nor does it create any ripple or other sign of its presence. A Move Earth spell cast on an area
Qualltles containing a burrowing Arbor Elemental flings the elemental back 30 feet, stunning the creature for 1 round unless it
succeeds on a DC 15 Constitution save.
Special Earth Mastery An Arbor Elemental gains advantage on attack and damage rolls if both it and its foe are touching the
Abilities & ground. If an opponent is airborne or waterborne, the elemental suffers disadvantage on attack and damage rolls. These
- modifiers apply to all combat actions.
Qualities
Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
Actions attack: +5 to hit, reach attack: +7 to hit, reach attack: +7 to hit, reach attack: +7 to hit, reach
10 ft., one target. Hit 10 ft., one target. Hit 15 ft.,, one target. Hit 15 ft.,, one target. Hit
2d6+7/19-00 (14) 3d6+10/19-00 (20) 4d6+15/19-00 (29) 4d6+16/19-00 (30)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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H ARBOR E1 EMENTAL (F1DER)

Low

Q Terrain

&' Role
> . .
& Organization

Overvieu

An incarnation of the very essence of the forest, an Arbor
Elemental is a living, breathing embodiment of nature and
trees. They appear as groups of trees, though in a particular
moment, they may shift shape to appear as a single tree or
several. They may also change shape in the nature of the
trees they emulate, usually to blend in with the ordinary
trees they are next to.

Q Common Lore (no check required): The very essence
of the forest can become enraged and seek vengeance
against intruders.

@ Expanded Lore: Arbor elementals are powerful, treant-
like creatures who defend forests and jungles. Natural
magics can grow in power in their presence.

Requires E} Intelligence (Nature) check DC 14 /

18 7 >4 22 / B 26.

Arbor elementals may appear in forests or jungles, though
always amidst thick growths of trees.

€&ncounter Behavior

Arbor elementals will usually remain still, blending in with
its non-sentient neighbors until threatened or until it can
strike intruders. It will consider any creatures who destroy
plant life in any manner to be intruders, and will try to kill
them or run them off. Arbor elementals will fight to the
death any threats that remain among the trees, but will
relent if its opponents flee outside of the forest or jungle in
which they operate.
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Moderate
Any (Plane of Earth)

Advanced

Rare

Brute / Solo

Solitary, Pair, or Gang (3-8x)

None

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

s A nearby forest has been killing farmers, ingredient
harvesters, and adventurers. The exact source of the
killings is unknown, however; the local village has asked
the party’s assistance in investigating.

E The party is venturing in a forest or jungle, and is
forced to destroy a plant-based enemy. A nearby Arbor
Elemental takes notice, and attacks.

@ Arborial Potency: Within 40’ of an Arbor Elemental, all
spells and effects with the Earth descriptor manifest with
extra potency. Such magic benefits from +2 to their DC,
and those that inflict damage gain +2 point of damage
per die (so for example, a spell which normally inflicts
2d6+3 damage would instead inflict 2d6+7 damage
within this aura). In addition, when a spell is cast that
involves, targets, or affects plants or trees (e.g., tree
stride, liveoak; the determination is left to the GM as to
what qualifies), there is a 20% chance that the spell will
not be “lost” or otherwise consumed, and that the caster
may attempt to cast it again. This spell-retention benefit
has no effect for innate spell-like abilities that have no
daily or otherwise periodic limit, but does apply to spell-
like abilities with such a limit: for example, a creature
able to cast plant growth 3x/day, who casts it within this
aura, and succeeds at the 20% chance to retain it, can
still cast plant growth 3 more times that day.

@ Tree Blend: This creature gains advantage in Stealth
or Disguise checks to appear as a normal tree or group
thereof in the area. It may not benefit from Tree Blend
against targets that are aware of its presence as a hostile
life form; that is, if it has already been detected or has
attacked.

@ Rootstrike: As a full-round action, the Arbor Elemental
may make one attack against each enemy within a 20’
radius, sending spiked roots shooting up from the ground
underneath its foes. Creatures in flight, or hovering at
least 10’ off of the ground, are immune to these attacks.
These count as melee strikes despite the fact that they
are at range.




2 Advanced H

Low Moderate
Armor Class 18 18
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 148 247 348 484
Speed 20 ft. Burrow 20 ft., Earth Glide
Size, Type, Large elemental, Huge elemental, Huge elemental, Gargantuan elemental,
A|ignment unaligned unaligned unaligned unaligned
STR 23 (+6) STR 25 (#7) STR 28 (+9) SR 33 @10
DEX 8 (-1) DEX 8 (-1) DEX 12 (+1) DEX 12 (+1)
s vl ,  CON 18 (+4) CON 20 (+5) CON 22 (+6) CON 24 (+7)
e INT 8 (-1) INT 8 (1) INT 12 (#1) INT 12 (+1)
WIS 20 (+5) WIS 20 (+5) WIS 22 (+6) WIS 22 (+6)
CHA 14 (+2) CHA 14 (+2) CHA 17 (+3) CHA 17 (+3)
Saving
Throws
Resistances all physical attacks
Immunities  Critical Hits, Flanking, paralyzed, poisoned, unconscious, Sneak Attacks, stunned
Vulnerabilities
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +19, Darkvision 60 ft., +20, Darkvision 60 ft., +23, Darkvision 60 ft., +24, Darkvision 60 ft.,
Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft.
Languages  Terran
Challenge 11 16 21 26
Specia| Earth Glide A burrowing Arbor Elemental can pass through stone, dirt, or almost any other sort of earth except metal as
Abilities & easily as a fish swims through water. If protected against fire damage, it can even glide through lava. Its burrowing leaves
e behind no tunnel or hole, nor does it create any ripple or other sign of its presence. A Move Earth spell cast on an area
Qualltles containing a burrowing Arbor Elemental flings the elemental back 30 feet, stunning the creature for 1 round unless it
succeeds on a DC 15 Constitution save.
Specia| Earth Mastery An Arbor Elemental gains advantage on attack and damage rolls if both it and its foe are touching the
Abilities & ground. If an opponent is airborne or waterborne, the elemental suffers disadvantage on attack and damage rolls. These
- modifiers apply to all combat actions.
Qualities
Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
Actions attack: +6 to hit, reach attack: +7 to hit, reach attack: +8 to hit, reach attack: +10 to hit, reach
10 ft., one target. Hit 15 ft.,, one target. Hit 15 ft.,, one target. Hit 20 ft., one target. Hit
2d8+16/19-00 (25) 2d10+13/19-00 (24) 4d8+16/19-00 (34) 6d8+21/19-00 (48)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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Low Moderate Advanced

Q Terrain Temperate Forests, Marshes, or Urban
Q Rarity Uncommon
®' Rrole Lurker / Normal

i* Organization Solitary, Pair, or Patch (3-5x)

None

Overvieu

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

Iﬁ
o
Q
7]
=
(]

B Ingredient harvesters have been returning from a nearby
forest, claiming to have seen animals dissolve painfully
into moss or grass that otherwise appears normal.

Appearing as a thick sludge of flowers, moss, or iridescent
grass, this ooze flows and threshes amongst the vegetation of
the forest floor, and is often indistinguishable from it.
B The PCs are wandering the woods, when one of them
steps onto a hidden Arbor Ooze.

Q Common Lore (no check required): Beware some

patches of moss in the forest floor, as they may be

EHERITIES IERGYy (D SHnlie: @ Arbor Haze: Within 20’, creatures suffer a -2
circumstance penalty to Perception checks.

m Expanded Lore: Arbor oozes lie in wait on the forest

foor, ‘apl?earing as Moss or grass but ready to dissolve @ Forest Floor Trap: Any creature which steps upon an
organic life that steps upon it unaware. Arbor Ooze unaware automatically suffers a successful
critical strike from the ooze.
Requires Eb Intelligence (Nature) check DC 14 /
Virulent Slime: An Arbor Ooze inflicts an additional 2d4
18 / 22 / % 26. acid damage on a successful critical strike.

@ Plant Blend: This creature gains advantage in Stealth
or Disguise checks to appear as normal forest-floor
foliage in the area. It may not benefit from Plant Blend
against targets that are aware of its presence as a hostile
life form; that is, if it has already been detected or has
attacked.

Arbor oozes are common on forest floors, but may also
appear in jungles, swamps, or even grassland plains.

€ncounter Behavior

Arbor oozes will lie in wait, and their preferred method of
attack is for a creature to simply step upon them. A creature
that steps upon an Arbor Ooze immediately suffers a melee
strike that hits automatically.
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Low Moderate ‘ Advanced H

Armor Class 15 15
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 29 94 164 215
Speed 20 ft. Climb 20 ft.
/S\I;ge;l-zz:,t Small ooze, unaligned Small ooze, unaligned Medium ooze, unalighed Medium ooze, unaligned
STR 10 +0) STR 16 #3) STR 19 (+4) STR 20 (+5)
~ DEX 14 (+2) DEX 17 (+3) DEX 16 (+3) DEX 16 (+3)
s vl ,  CON 16 (+3) CON 18 (+4) CON 19 (+4) CON 19 (+4)
e INT 10 (+0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 1 (-5) WIS 3 (4) WIS 3 (4 WIS 3 (-4)
CHA 1 (-5) CHA 4 (3) CHA 4 (3) CHA 4 (-3)
Saving
Throws -

Resistances

Acid, Critical Hits, Flanking, psychic, paralyzed, poisoned, Polymorph, unconscious, Sneak

Immunities
Attacks, stunned
Vulnerabilities -
S Passive Perception +5, Passive Perception +6, Passive Perception +6, Passive Perception +6,
enses Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft.
Languages -
Challenge 3 8 13 18
Special Damage 1d6 Damage 2d4 Damage 1d8 Damage 2d6
Abilities & : , : g o >
liti Acid Each successful melee strike from the creature’s slam attack inflicts additional acid damage. An Arbor
Qualities Ooze excretes digestive acid that can dissolve flesh. Creatures made of harder materials or plant matter are
immune to the ooze’s acid.
Special Camouflage An Arbor Ooze is difficult to spot when it is at rest among plant growth of any type. All
Abilities & Perception checks to notice An Arbor Ooze as a separate entity and not a diseased portion of the plant it
Qualities rests upon suffer disadvantage in this state. The ooze automatically hits with a slam against any creature that
fails to notice the ooze and enters its square.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 13 Constitution DC 14 Constitution DC 17 Constitution DC 19
Qualities Stink Once every 24 hours, An Arbor Ooze can release foul-smelling gases in a 5-foot-radius spread
centered on the ooze. The ooze usually does so after it is first injured. The stench of these vapors is
overpowering during the first round it exists, causing living creatures within it to become sickened for 1d3
rounds (Constitution save neEates). This is a poison effect.
Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
Actions attack: +0 to hit, reach 5 attack: +3 to hit, reach 5  attack: +6 to hit, reach attack: +5 to hit, reach
ft., one target. Hit 1d4+1 ft, one target. Hit 1d6+4 5 ft., one target. Hit 5 ft., one target. Hit
(4) bludgeoning damage. (8) bludgeoning damage.  1d8+7 (12) bludgeoning 1d8+8 (12) bludgeoning
damage. damage.
Spellcasting

Possessions
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Moderate Advanced

Any Swamps or Woodlands (Forest)

Rare
Artillery / Solo
Solitary or Coven (3x+)

Standard

Overvieu

An Ashenlass appears as a floating, haunted, gaunt, and
ashen woman of indeterminate age and ancestry. Her hair
and clothing are mutable in appearance, and can often
oscillate as an observer watches.

floating, undead women are capable of dread powers.

@ Dread Aura: Within 30’, creatures suffer a -2 profane

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Dozens have made pilgrimage to a site of a holy war, only
to discover dread undead forces defending it. The PCs
are asked to investigate the cause.

B The PCs (perhaps led by a cleric or paladin associated
with the site) make their own pilgrimage to a site of a
large battle, either as part of a holy visit, or in the hopes
of discovering loot. An Ashenlass attacks them.

@ Expanded Lore: An Ashenlass is a powerful undead penalty on saves and attack rolls. Against fear effects,
capable of reducing formidable warriors to piles of ash. this penalty is instead -4. Any creature may spend a
standard action to attempt to overcome the effect; this
Requires D Intelligence (Nature) check DC 14 / requires a DC 17 Wisdom save and lasts the remainder of

the encounter if successful.

18 /X 22 / B3 26.
J ‘ J % @ Ashen Touch: A successful full-round melee touch attack

at +6 will prompt a living victim to make a DC 19 /
Cha damage. A creature reduced to 0 Cha or less via this

An Ashenlass typically haunts a battlefield, mass gravesite, effect dies immediately, and turns into a pile of whitish-
or other area of significant devastation, death, or decay. grey ash. Only a true resurrection, wish, or miracle spell,
They venture far and wide, however, so can be encountered or similarly powerful magic, can recover the soul and
virtually anywhere, though they return to their place of body of a creature destroyed in this manner.

haunting after a while.

€ncounter Behavior

An Ashenlesss hates all living creatures, and will attack them
to the death once perceived.



Low Moderate ‘ Advanced H

Armor Class 18 21
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 127 225 311 414
Speed Fly 50 ft. (Perfect)
Size,Type, Medium undead, chaotic Medium undead, chaotic  Large undead, chaotic Large undead, chaotic
Alignment evil evil evil evil
STR 10 (+0) STR 10 (+0) STR 10 (+0) STR 10 (+0)
DEX 18 (+4) DEX 21 (+5) DEX 21 (+5) DEX 22 (+6)
s vl ,  CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
. INT 16 (+3) INT 18 (+4) INT 18 (+4) INT 18 (+4)
WIS 14 (+2) WIS 17 (+3) WIS 17 (+3) WIS 17 (+3)
CHA 20 (+5) CHA 22 (+6) CHA 23 (+6) CHA 24 (+7)
Saving
Throws
Resistances
Immunities  diseased, exhaustion, fatigued, Fire, psychic, paralyzed, poisoned, unconscious, stunned
Vulnerabilities
S Passive Perception +16,  Passive Perception +18,  Passive Perception +19, Passive Perception +21,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages  Auran, Common, Giant
Challenge 10 15 20 25
Special Incorporeal You have no physical body. You can be harmed only by other incorporeal creatures, magic
Abilities & weapons or creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities.
Qualities You have no physical body. You can be harmed only by other incorporeal creatures, magic weapons or
creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities. You are
immune to all nonmagical attack forms. Even when hit by spells or magic weapons, you take only half
damage from a corporeal source except for channel energy. Although it is not a magical attack, holy water
can affect incorporeal undead. Corporeal spells and effects that do not cause damage only have a 50%
chance of affecting you. Force spells and effects, such as from a magic missile, affect you normally.
Special Sound Mimicry The creature perfectly imitates certain sounds or even specific voices. The creature makes
Abilities & a Deception check opposed by the listener’s Perception check to recognize the mimicry, although if the
Qualities listener isn’t familiar with the person or type of creatures mimicked, it suffers disadvantage on its Perception

check. The creature has advantage on its Deception check to mimic sounds (including accents and speech
patterns, if a voice mimic) it has listened to for at least 10 minutes. The creature cannot duplicate the effects
of magical abilities (such as bardic performance or a harpy’s captivating song), though it may be able to
mimic the sound of those abilities. This ability does not allow the creature to speak or understand languages
it doesn’t know.
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Low Moderate Advanced

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Wisdom DC 18 Wisdom DC 19 Wisdom DC 21 Wisdom DC 22

Qualities Witchflame Any creature damaged by the incorporeal touch or ranged bolt attacks of a Ashenlass must
succeed on a Wisdom save or become engulfed in sickly green flames. While these eerie flames deal
no additional damage, the affected creature glows as per faerie fire and becomes sickened. While under
the effects of the witchflame, the victim gains vulnerability to fire and takes half again as much damage
(+50%) from fire attacks of any sort. This effect persists for 10 minutes. The supernatural flames can only
be extinguished before this duration expires by a break enchantment, miracle, remove curse, or wish spell
- the effective caster level of the witchflame is 18. Any creature entering the same square as a Ashenlass or
striking it with a melee attack must succeed on a Wisdom save or begin burning with witchflame, even if the
attack would not otherwise harm the Ashenlass because of its incorporeal nature.

Standard Incorporeal Touch Incorporeal Touch Melee  Incorporeal Touch Melee Incorporeal Touch Melee

Actions Melee weapon attack: weapon attack: -1 to hit,  weapon attack: +0 to weapon attack: +2 to
-1 to hit, reach 5 ft, one reach 5 ft., one target. hit, reach 10 ft., one hit, reach 10 ft., one
target. Hit 8d6 (10) Hit 8d8 (12) bludgeoning target. Hit 16d6 (14) target. Hit 16d6 (14)
bludgeoning damage. damage. bludgeoning damage. bludgeoning damage.
Witchflame Bolt Ranged ~ Witchflame Bolt Ranged ~ Witchflame Bolt Ranged =~ Witchflame Bolt Ranged
weapon attack: +5 to hit, weapon attack: +6 to hit, weapon attack: +5 to weapon attack: +7 to
one target. Hit 8d6 (10) one target. Hit 8d8 (12) hit, one target. Hit hit, one target. Hit
bludgeoning damage. bludgeoning damage. 16d6 (14) bludgeoning  16d6 (14) bludgeoning

damage. damage.

Legendary -

Actions

Innate dancing lights (at will); disguise self (at will); invisibility (at will); pyrotechnics (at will); ray of enfeeblement

Spellcasting (at will); summon lesser demon (2 will-o'; -wisps 50%) (1/day)

Spellcasting

Possessions
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AUrA OOZE
Low Moderate Advanced
9 Terrain

Any Underground

Uncommon
Lurker / Normal
Solitary
None

O 1 s Miners request the aid of the PCs to remove a hostile
U ervlem underground threat.

A glowing, amorphous mass of pure energy, an Aura Ooze @ Varied Aura: An Aura Ooze can change which of the
seems to both attract and repulse onlookers. More than auras it presents at the start of its turn. This selection
anything, it represents a compelling *presence* which lasts until the start of its next turn. Changing its Aura
demands attention. It uses the fascination and confusion it selection does not extinguish the effects of its other
creates to keep threats subdued and uncertain until it can Auras which have been applied in this encounter. A
attack. creature who succeeds in a check to overcome the effects

of a particular Aura is immune to that Aura for 24 hours.
@ Compelling Aura: Within 60’, each creature observing
the Aura Ooze must succeed in a DC 16 Wisdom save or
_ be forced to spend their next turn moving toward the
Q ) . Ooze at their normal speed. Creatures who have not yet
Common Lore (no check required): <>. succeeded in their Will check against this Aura may re-

@ Expanded Lore: <> attempt this check zflt the start of each of thglr turns. A
creature under the influence of the Compelling Aura who
. . > < is already next to the Aura Ooze must remain standing
RGeS D AU e (L)) Gl LIS 14/ there, and their actions for that round are forfeit until
they can overcome the effect.
18 / X} 22 / B3 26. y

@ Repulsive Aura: Within 20’, each creature observing the

Aura Ooze must succeed in a DC 14 / 16 / 18

/ % 20 Wisdom save or be forced to spend their next
Any underground. turn moving away from the Ooze at the‘ir nor‘mal'speed.

Creatures who have not yet succeeded in their Will check

against this Aura may re-attempt this check at the start
of each of their turns.

€ncounter Behavior

@Fascinating Aura: Within 30’, each creature observing
the Aura Ooze must succeed in a DC 14 / 16 /

18/ % 20 Wisdom save or be Fascinated by the Ooze.
Creatures who have not yet succeeded in their Will check
Aura oozes will attack any living creatures and will persist against this Aura may re-attempt this check at the start
until their own demise. of each of their turns.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Spelunkers encounter a new form of semi-sentient ooze
that they report on.
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Low Moderate Advanced

Armor Class 11 12 13 13

(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 120 203 307 378
Speed 20 ft. Climb 20 ft., Suction
Size, Type, . . argantuan ooze, argantuan ooze,
Allfgenrzz:t Huge ooze, unaligned Huge ooze, unaligned Snaﬁgnted Snaﬁgnted

STR 14 (+2) STR 18 (+4) STR 23 (+6) STR 24 (+7)

- DEX 1 (5 DEX 3 (4) DEX 3 (4) DEX 3 (4)

CPUe , CON 18 (+4) CON 20 (+5) CON 22 (+6) CON 22 (+6)
i INT 10 (#0) INT 10 (+0) INT 10 (+0) INT 10 (+0)

WIS 1 (-5) WIS 3 (4) WIS 3 (-4 WIS 3 (-4

CHA 16 (+3) CHA 18 (+4) CHA 18 (+4) CHA 18 (+4)
Saving
Throws -

Resistances

Critical Hits, Flanking, psychic, paralyzed, poisoned, Polymorph, unconscious, Sneak

Immunities
Attacks, stunned

Vulnerabilities -

S Passive Perception +5, Passive Perception +6, Passive Perception +6, Passive Perception +6,

enses Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft.

Languages -

Challenge 10 15 20 25

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Dexterity DC 16 Dexterity DC 18 Dexterity DC 20 Dexterity DC 22

Qualities Acid Damage 1d6 Acid Damage 2d6 Acid Damage 3d6 Acid Damage 4d6
Acid an aura Ooze secretes a digestive acid that dissolves organic material and metal quickly, but does not
affect stone. Each time a creature suffers damage from an aura Ooze’s acid, its clothing and armor take the
same amount of damage from the acid. A Dexterity save prevents damage to clothing and armor. A metal
or wooden weapon that strikes an aura Ooze takes acid damage unless the weapon’s wielder succeeds on a
Dexterity save. If an aura Ooze remains in contact with a wooden or metal object for 1 full round, it inflicts
27 points of acid damage (no save) to the object.

Special Damage 1d6 Damage 2d6 Damage 3d6 Damage 4d6

Abilities &

liti Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple

Qualities check (in addition to any other effects caused by a successful check, including additional damage).

Special Split Slashing and piercing weapons deal no damage to an aura Ooze. Instead, the creature splits into two

Abilities & identical puddings, each with half of the original’s current hit points (round down). A pudding with 10 hit

Qualities points or less cannot be further split and dies if reduced to O hit points.

Suction The Aura Ooze can create powerful suction against any surface as it climbs, allowing it to cling to
inverted surfaces with ease. an aura Ooze can establish or release suction as a swift action, and as long as it
is using suction, it moves at half speed. Because of the suction, all attempts to shift an aura Ooze from its
position are made at disadvantage.
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Low

Moderate

Advanced

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions

Slam Melee weapon
attack: +3 to hit, reach
15 ft., one target. Hit
1d8+4 (8) bludgeoning
damage.

Slam Melee weapon
attack: +4 to hit, reach
15 ft., one target. Hit
2d6+9 (16) bludgeoning
damage.

Slam Melee weapon
attack: +5 to hit, reach
20 ft., one target.

Hit 3d6+16 (26)
bludgeoning damage.

Slam Melee weapon
attack: +7 to hit, reach
20 ft., one target.

Hit 3d6+18 (28)
bludgeoning damage.
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H AVALANCHE ELEMENTAL
Low Moderate Advanced

Q Terrain Any (Plane of Earth)

Q Rarity Rare

Brute / Elite

Solitary, Pair, or Gang (3-8x)

None

Treasure

of other creatures behind them before attacking.

The following quest snippets or introductory story elements

Overvieu

These earthen creatures appear as groups of ragged

boulders, and typically have moss, snow, or other can be used to insert this creature into any existing plot or
environmental effects that make them easily misunderstood campaign setting.

as simple rock formations. They move quickly once roused,

however, thundering toward threats in the manner of their B The party is exploring a mountainous region when an
namesake. Avalanche Elemental attacks.

B Hikers or travelers have reported attacks from living
rock formations in the nearby mountains.

Q Common Lore (no check required); Some rock _

formations can roll toward you and attack, almost as @ Boulder Blend: This creature has advantage in Stealth
though they were alive! or Disguise checks to appear as normal rock formations
in the area. It may not benefit from Boulder Blend
against targets that are aware of its presence as a hostile
life form; that is, if it has already been detected or has
attacked.

m Expanded Lore: Avalanche Elementals are a type of
Avalanche Elemental that inhabits mountainous regions
and move swiftly to crush intruders.

Requires Q Intelligence (Nature) check DC 14 / @ Rolling Strike: When striking from a position of
surprise, an Avalanche Elemental causes additional

18 / 22 / % 26. damage via its inertia and quick speed. This takes the

form of a Sneak Attack for 3d6 bludgeoning damage, and

can be executed from up to twice its Speed distance away.

Avalanche Elementals generally only exist where a natural
avalanche might occur-mountains or underground caverns,
typically. In rare occasion, they may appear atop hills as
well.

€ncounter Behavior

Avalanche elementals will wait until they are aware of all
possible threats before attacking from a position of surprise.
They are aware that creatures often travel in groups, and so
if they see one creature, they will wait to see if there is a line
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2 Advanced H

Low Moderate

Armor Class 18 19
(natural armor) (natural armor) (natural armor) (natural armor)

Hit Points 3] 90 157 230

Speed 20 ft. Burrow 20 ft., Earth Glide

Size, Type, Large elemental, chaotic ~ Large elemental, chaotic =~ Huge elemental, chaotic =~ Huge elemental, chaotic

A|ignment neutral neutral neutral neutral
STR 17 (+3) STR 20 (#5) STR 25 (+7) STR 26 (+8)
DEX 14 (+2) DEX 17 (+3) DEX 16 (+3) DEX 16 (+3)

s vl , CON 8 (1) CON 12 (+1) CON 16 (+3) CON 16 (+3)

L INT 11 (+0) INT 15 (#2) INT 15 (+2) INT 15 (+2)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2) WIS 14 (+2)
CHA 16 (+3) CHA 18 (+4) CHA 18 (+4) CHA 18 (+4)

Saving

Throws

Resistances all physical attacks

Immunities  Critical Hits, Flanking, paralyzed, poisoned, unconscious, Sneak Attacks, stunned

Vulnerabilities
Passive Perception Passive Perception Passive Perception Passive Perception

Senses +13, Darkvision 60 ft., +17, Darkvision 60 ft., +18, Darkvision 60 ft., +19, Darkvision 60 ft.,
Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft.

Languages  Terran

Challenge 8 13 18 23

Specia| Earth Glide A burrowing Avalanche Elemental can pass through stone, dirt, or almost any other sort of earth except metal

Abilities & as easily as a fish swims through water. If protected against fire damage, it can even glide through lava. Its burrowing

e leaves behind no tunnel or hole, nor does it create any ripple or other sign of its presence. A Move Earth spell cast on an

Quaht'es area containing a burrowing Avalanche Elemental flings the elemental back 30 feet, stunning the creature for 1 round
unless it succeeds on a DC 15 Constitution save.

Specia| Earth Mastery An Avalanche Elemental gains advantage on attack and damage rolls if both it and its foe are touching the

feae ground. If an opponent is airborne or waterborne, the elemental suffers disadvantage on attack and damage rolls. These
Abilities &
- modifiers apply to all combat actions.

Qualities

Standard Rock Ranged weapon Rock Ranged weapon Rock Ranged weapon Rock Ranged weapon

Actions attack: +2 to hit, one attack: +4 to hit, one attack: +3 to hit, one attack: +4 to hit, one
target. Hit 2d6+5 (12)  target. Hit 2d6+8 (15) target. Hit 2d6+13 (20) target. Hit 2d6+14 (21)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.
Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
attack: +3 to hit, reach attack: +6 to hit, reach attack: +7 to hit, reach attack: +7 to hit, reach
10 ft., one target. Hit 10 ft, one target. Hit 15 ft., one target. 15 ft., one target.
2d6+5 (12) bludgeoning 3d6+8 (18) bludgeoning Hit 4d6+13 (27) Hit 4d6+14 (28)
damage. damage. bludgeoning damage. bludgeoning damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting
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@ Nz
AVAL ANCHE F1 EMENTAL (FIDER) %46 a'e
Low Moderate Advanced

Any (Plane of Earth)

9 Terrain

i Organization Solitary, Pair, or Gang (3-8x)
None

d of other creatures behind them before attacking.
Overvieu

These earthen creatures appear as groups of ragged The following quest snippets or introductory story elements

boulders, and typically have moss, snow, or other can be used to insert this creature into any existing plot or
environmental effects that make them easily misunderstood campaign setting.

as simple rock formations. They move quickly once roused,
however, thundering toward threats in the manner of their B The party is exploring a mountainous region when an
namesake. Avalanche Elemental attacks.

B Hikers or travelers have reported attacks from living
rock formations in the nearby mountains.

Q Common Lore (no check required): Some rock _

formations can roll toward you and attack, almost as @ Boulder Blend: This creature has advantage in Stealth
though they were alive! or Disguise checks to appear as normal rock formations

in the area. It may not benefit from Boulder Blend

@ Expanded Lore: Avalanche Elementals are a type of against targets that are aware of its presence as a hostile
Avalanche Elemental that inhabits mountainous regions life form; that is, if it has already been detected or has
b b

and move swiftly to crush intruders. L

Requires g Intelligence (Nature) check DC 14 / @ Rolling Strike: When striking from a position of
surprise, an Avalanche Elemental causes additional

18 / 22/ % 26. damage via its inertia and quick speed. This takes the

form of a Sneak Attack for 6d6 bludgeoning damage, and

can be executed from up to twice its Speed distance away.

Avalanche Elementals generally only exist where a natural
avalanche might occur-mountains or underground caverns,
typically. In rare occasion, they may appear atop hills as
well.

€ncounter Behavior

Avalanche elementals will wait until they are aware of all
possible threats before attacking from a position of surprise.
They are aware that creatures often travel in groups, and so
if they see one creature, they will wait to see if there is a line
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|- Advanced H

Low Moderate
Armor Class 19 19
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 108 183 268 376
Speed 20 ft. Burrow 20 ft., Earth Glide
Size, Type, Large elemental, chaotic  Huge elemental, chaotic =~ Huge elemental, chaotic ~ Gargantuan elemental,
A|ignment neutral neutral neutral chaotic neutral
STR 22 (+6) STR 24 (+7) STR 27 (+8) SR 32 @10
DEX 17 (+3) DEX 14 (+2) DEX 17 (+3) DEX 17 (+3)
s vl , CON 12 (+1) CON 16 (+3) CON 18 (+4) CON 20 (+5)
e INT 17 (#3) INT 17 (#3) INT 19 (+4) INT 19 (+4)
WIS 17 (#3) WIS 17 (+3) WIS 19 (+4) WIS 19 (+4)
CHA 22 (+6) CHA 22 (+6) CHA 24 (+7) CHA 24 (+7)
Saving )
Throws
Resistances all physical attacks
Immunities  Critical Hits, Flanking, paralyzed, poisoned, unconscious, Sneak Attacks, stunned
Vulnerabilities -
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +17, Darkvision 60 ft., +18, Darkvision 60 ft., +21, Darkvision 60 ft., +22, Darkvision 60 ft.,
Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft.
Languages  Terran
Challenge 11 16 21 26
Specia| Earth Glide A burrowing Avalanche Elemental can pass through stone, dirt, or almost any other sort of earth except metal
Abilities & as easily as a fish swims through water. If protected against fire damage, it can even glide through lava. Its burrowing
- leaves behind no tunnel or hole, nor does it create any ripple or other sign of its presence. A Move Earth spell cast on an
Quaht'es area containing a burrowing Avalanche Elemental flings the elemental back 30 feet, stunning the creature for 1 round
unless it succeeds on a DC 15 Constitution save.
Special Earth Mastery An Avalanche Elemental gains advantage on attack and damage rolls if both it and its foe are touching the
Abilities & ground. If an opponent is airborne or waterborne, the elemental suffers disadvantage on attack and damage rolls. These
- modifiers apply to all combat actions.
Qualities
Standard Rock Ranged weapon Rock Ranged weapon Rock Ranged weapon Rock Ranged weapon
Actions attack: +4 to hit, one attack: +1 to hit, one attack: +4 to hit, one attack: +5 to hit, one
target. Hit 3d6+10 (20) target. Hit 3d6+12 (22)  target. Hit 3d6+15 (26) target. Hit 3d6+20 (30)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.
Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
attack: +6 to hit, reach attack: +5 to hit, reach attack: +8 to hit, reach attack: +9 to hit, reach
10 ft., one target. Hit 15 ft, one target. Hit 15 ft, one target. Hit 20 ft., one target. Hit
2d8+15/19-00 (24) 2d10+12/19-00 (23) 4d8+15/19-00 (33) 6d8+20/19-00 (47)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting
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Moderate Advanced

Temperate Forests or Plains

BANDITRITE

Low
9 Terrain

O b can be used to insert this creature into any existing plot or
UQI’UIQ“I campaign setting.

B PCs seemingly abandon the group one by one, and are set

B Travelers have been disappearing along the roads near a

A small, lithe fey, these thieving miscreants often take wood; the PCs are asked to investigate.

advantage of those who get lost in wooded areas.

@ Sneak Attack: Banditrites may execute Sneak Attacks as
the Rogue class ability of the same name: 1d6 /
2d6 / > 4d6 / E3 6de.

Uncommon
Skirmisher / Normal
Solitary, Gang (2-5x), or Band (7-12x)
Standard

q Common Lore (no check required): Small humanoid
creatures can ambush you in the woods if you’re not
careful.

@ Mislead (Sp): One target creature becomes passively
confused, and walks perpendicular to their comrades’

@ Expanded Lore: Banditrites mislead travelers away from
pathways and civilization so they can take advantage of
them and loot their bodies.

Requires Q Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Banditrites prefer woodlands and jungles, but may appear in
plains, roads, hills, and mountains that are near forests.

€ncounter Behavior

Banditrites will hide and use their misleading powers to
ensure their victims are isolated, then they will strike with
surprise.

The following quest snippets or introductory story elements

&2

path (or former direction, if traveling alone already).
The victim thinks that no difference has occurred; they
are simply unaware of the change in direction and do
not perceive the absence of any group they had been
traveling with. Intended victims may make a passive DC
13 Wisdom check to overcome the effect; if they do, make
a passive Perception check immediately to determine if
they see the Banditrite who was trying to mislead them.
This ability is usable up to 60’ away, and does not give
away the position of the Banditrite who uses it (unless
the victim overcomes the effect and then detects the
Banditrite per the above).



.

Low Moderate Advanced > Elite
Armor Class 16 16 16 17
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 12 47 71 99
Speed 20 8
Size, Type, Tiny fey, chaotic evil Tiny fey, chaotic evil Small fey, chaotic evil Small fey, chaotic evil
Alignment
STR 8 (1) STR 14 (+2) STR 18 (+4) STR 19 (+4)
DEX 16 (+3) DEX 18 (+4) DEX 17 (+3) DEX 17 (+3)
fs‘f;';gsl CON 8 (-1) CON 12 (+1) CON 12 (+1) CON 12 (+1)
. INT 11 (+0) INT 15 (#2) INT 15 (+2) INT 15 (+2)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2) WIS 14 (+2)
CHA 12 (+1) CHA 16 (+3) CHA 16 (+3) CHA 16 (+3)
Saving
Throws
Resistances all physical attacks except cold iron
Immunities
Vulnerabilities
S Passive Perception +10,  Passive Perception +15,  Passive Perception +17, Passive Perception +18,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages Common, Elvish, Gnomish, Sylvan
Challenge 3 8 13 18
Standard Heavy Crossbow Ranged  Shortsword Melee Heavy Crossbow Ranged Heavy Crossbow Ranged
Actions weapon attack: +4 to hit, weapon attack: +2 to hit, weapon attack: +4 to hit, weapon attack: +3 to hit,
one target. Hit 1d6/19- reach O ft., one target. one target. Hit 1d8/19- one target. Hit 1d8/19-
00 (6) piercing damage.  Hit 1d3/19-00 (2) 00 (5) bludgeoning 00 (5) bludgeoning
ShomEw ordMenn slashing damage. damage. damage.
weapon attack: -2 to hit, Shortsword Melee Shortsword Melee
reach O ft., one target. weapon attack: +6 to hit, weapon attack: +5 to hit,
Hit 1d3/19-00 (4) reach 5 ft., one target. reach 5 ft., one target.
slashing damage. Hit 1d4+6/19-00 (8) Hit 1d4+7/19-00 (10)
slashing damage. slashing damage.
Legendary -
Actions
Innate confusion (lesser) (1/day); dancing lights (at will); dimension door (self only) (3/day); mending (at will);
Spellcasting mirror image (/day); prestidigitation (at will); (1/day)
Spellcasting

Possessions
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BARROW MIST

Low
9 Terrain

2%, . .
% Organization

Overvieu

A macabre fog of dense horrors, a Barrow Mist is a clutch
of viscous graveyard air filled with necrotic particles.
Observers have claimed to see writhing, pleading humanoid
forms and faces in the reflective silt.

Q Common Lore (no check required): Fog that hangs over
graveyards may instead be a living, evil mist.

m Expanded Lore: Barrow Mist is formed of the necrotic
particles of the deceased, retaining magic they once
employed in life, but not quite undead in nature.

Requires Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Any graveyard, church, battlefield, or place where many are
buried.

€ncounter Behavior

Barrow Mist will hang in place until attacked or until
intruders walk through it. It will then attack to the death
any who have touched it, but will not pursue any who escape
its reach for more than one round.

Moderate 3 Advanced

Any Land
Rare

Lurker / Normal

Solitary, Pair, or Bank (3-10x)

None

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B The PCs venture through a battlefield, and encounter a
Barrow Mist.

B A church service in town is held for a parishoner who
dabbled in necromancy. Interring her tilts the scales of
necrotic particle density in the tomb, and a Barrow Mist
is born, slaying those who venture into the crypts or
work in the undercroft.

@ Blight Living: Each creature within 5’ of the Barrow
Mist suffers a single attack at normal attack bonus. This
ability may only be used once every 4 rounds.



Low Moderate Advanced
13 15 16 16

Armor Class
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 58 124 216 280
Speed Fly 15 ft. (Perfect)
Slfe,Type, Huge ooze, chaotic evil ~ Huge ooze, chaotic evil Garga.ntuah 008 Ga.rgantuan ooze, chaotic
Ahgnment chaotic evil evil

STR 8 (1) STR 12 (+1) STR 19 (+4) STR 20 (+5)
DEX 11 (+0) DEX 16 (+3) DEX 16 (+3) DEX 16 (+3)
s vl ,  CON 14 (+2) CON 17 (+3) CON 19 (+4) CON 19 (+4)
B INT 10 (+0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 1 (-5 WIS 3 (4 WIS 3 (4 WIS 3 (4
CHA 1 (-5 CHA 3 (4 CHA 3 (4 CHA 3 (4

Saving
Throws

Resistances  Cold, all physical attacks except magic
Acid, Critical Hits, Electricity, Flanking, psychic, paralyzed, poisoned, Polymorph,

Immunities . .
unconscious, Sneak Attacks, Sonic, stunned
Vulnerabilities -
S Passive Perception +5, Passive Perception +6, Passive Perception +6, Passive Perception +6,
enses Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft.
Languages -
Challenge 8 13 18 23
Special Amorphous Your body is malleable and shapeless. You are immune to precision damage (like sneak attacks)
Abilities & and critical hits, and can move through an area as small as one-quarter of your space without squeezing or
Qualities one eighth of your space when squeezing.
Compression The creature can move through an area as small as one-quarter its space without squeezing or
one-eighth its space when squeezing.
Special Damage 1d4 Damage 1d6 Damage 2d4 Damage 2d6
Abilities &
liti Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple
Qualities check (in addition to any other effects caused by a successful check, including additional damage).
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 16 Constitution DC 17 Constitution DC 19 Constitution DC 21
Qualities Disease Tumor Infestation: Injury; save Constitution; onset 1 minute; frequency 1/day; effect 1d2
Constitution damage and 1d2 Charisma damage; cure 2 consecutive saves. Anyone who dies from tumor
infestation turns into a Barrow Mist 1d4 hours later.
Special Monstrous Growth A Barrow Mist gains growth points from its reactive regeneration ability or from eating
Abilities & creatures. When it consumes a creature that’s been dead no more than an hour, it gains 1 growth point
Qualities if that creature is of its size or one size category smaller, or 2 growth points if its meal is larger than it is.
Eating a creature takes a full-round action if it is the same size or smaller than the Barrow Mist or 1 minute

if it is larger. Each time a Barrow Mist reaches 5 growth points, it gains +2 Strength, +2 Constitution, and +2
to its attack and damage rolls. These effects stack with themselves each time the Barrow Mist gains another
5 growth points. When it stops gaining growth points, a Barrow Mist loses a single application of this effect
for each hour that passes.
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Low Moderate Advanced

Standard Touch Melee weapon Touch Melee weapon Touch Melee weapon Touch Melee weapon
Actions attack: -3 to hit, reach 15 attack: +1 to hit, reach attack: +5 to hit, reach attack: +5 to hit, reach
ft., one target. Hit 6d6 15 ft., one target. Hit 20 ft., one target. 20 ft., one target.
(9) bludgeoning damage. 6d8+2 (29) bludgeoning Hit 12d6+7 (49) Hit 12d6+7 (49)
damage. bludgeoning damage. bludgeoning damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions

86



BARROW MoOLD
Low Moderate Advanced
9 Terrain

Any Land

Q Rarity Rare
Lurker / Normal

£ Organization Solitary or Infestation (2-5x)

None

Treasure

Overvieu

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or

This greyish-brown mold clings to tombstones, rocks, skulls, B The PCs come across patches of Barrow Mold as they
and other graveyard surfaces. Lichenlike, it seems to burrow explore a crypt or graveyard.
its roots into these surfaces rather than simply hold onto

: B A local church has had complaints of a fungus that has
them, as though drawing power from the death nearby.

infested the churchyard or undercroft, and has asked the
PCs to investigate.

S————— e

grows on graves can turn evil and living, and attack
intruders.

@ Deathguilt: Living creatures within 20’ find themselves
reflecting upon those they have lost, and are ambiently
distracted from other thoughts. This takes the form
of a -3 competence penalty to Perception checks, and a
-1 penalty to all other skill checks while in range of a
Barrow Mold.

Requires Intelligence (Nature) check DC 14/ @ Necrotic Spores: If destroyed by any source lacking the
Fire descriptor, the Barrow Mold explodes in a cloud of

18 / 1=k 22 / % 26. necrotic spores 10’ in radius. Living creatures in this
range suffer 2d4 necrotic damage (Constitution save DC

Predominantly graveyards or other locales of death. Barrow
Molds cannot exist without proximity to corpses and the
dead, and suffer 1d4 points of damage per hour they are
removed from such exposure.

m Expanded Lore: Barrow Mold is a rare form of fungi
which is infused with necrotic power, and has gained a
sort of undead life.

€ncounter Behavior

Barrow Mold has no true sentience or tactics; it will attack
any living creature it becomes aware of, but will not pursue
enemies beyond 20’ of the corpses and related paraphrenalia
they grow upon.




Low Moderate Advanced
13 15 15 16
R agtlasy (natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 51 123 223 292
Speed 20 ft.
ilﬁge;‘lzz:,t Large ooze, chaotic evil Large ooze, chaotic evil Huge ooze, chaotic evil  Huge ooze, chaotic evil
STR 11 (+0) STR 16 (+3) STR 21 (+5) STR 22 (+6)
- DEX 11 (+0) DEX 16 (+3) DEX 14 (+2) DEX 14 (+2)
foliy  CON 19 (+4) CON 21 (+5) CON 23 (+6) CON 23 (+6)
S INT 10 (+0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 1 (5 WIS 3 (4) WIS 3 (-4 WIS 3 (-4
CHA 1 (50 CHA 3 (4 CHA 3 (-4 CHA 3 (-4)
Saving
Throws
Resistances Fire

Critical Hits, Flanking, psychic, paralyzed, poisoned, Polymorph, unconscious, Sneak

Immunities
Attacks, stunned

Vulnerabilities

S Passive Perception +5, Passive Perception +6, Passive Perception +6, Passive Perception +6,

enses Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft. Blindsight 60 ft.

Languages

Challenge 4 9 14 19

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Constitution DC 16 Constitution DC 17 Constitution DC 19 Constitution DC 21

Qualities Disease Fungal rot: Slam - contact; save Constitution; onset 1 day; frequency 1/day; effect 1d2 Strength
damage and 1 Constitution damage and fatigue; cure 1 save. Any creature that touches a Barrow Mold with
an unarmed strike or a natural attack is also exposed to this foul disease. Ability damage suffered to this
effect can only be recovered via restoration or more potent healing magic applied once the disease itself has
been removed.

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Dexterity DC 16 Dexterity DC 17 Dexterity DC 19 Dexterity DC 21

Qualities Engulf The creature can engulf creatures in its path as part of a standard action. It cannot make other attacks
during a round in which it engulfs. The creature merely has to move over its opponents, affecting as many as
it can cover. Targeted creatures can make attacks of opportunity against the creature, but if they do so, they
are not entitled to a saving throw against the engulf attack. Those who do not attempt attacks of opportunity
can attempt a Dexterity save to avoid being engulfed - on a success, they are pushed back or aside (target’s
choice) as the creature moves forward. Engulfed opponents gain the pinned condition, are in danger of
suffocating, are trapped within the creature’s body until they are no longer pinned, and may be subject to
other special attacks from the creature.

Special Freeze The creature can hold itself so still it appears to be an inanimate object of the appropriate shape (a

o] pp )
Abilities & statue, patch of fungus, and so on). The creature gains advantage on all Stealth checks to hide in plain sight
- as this kind of inanimate object.
Qualities
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Low

Moderate

Advanced

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions

Slam Melee weapon
attack: -1 to hit, reach
10 ft, one target. Hit
1d6+1 (4) bludgeoning
damage.

Slam Melee weapon
attack: +4 to hit, reach
10 ft., one target. Hit
1d8+6 (10) bludgeoning
damage.

Slam Melee weapon
attack: +7 to hit, reach
15 ft, one target. Hit
2d6+13/19-00 (20)
bludgeoning damage.

Slam Melee weapon
attack: +6 to hit, reach
15 ft., one target. Hit
2d6+15/19-00 (22)
bludgeoning damage.
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BARROWDAMSEL

Low
Q Terrain Any Swamps or Forest

Rare
Artillery / Solo
Solitary or Coven (3x+)
Standard

Overvieu

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

A decomposing female corpse in ragged, rotten clothing s The party comes across a Barrowdamsel floating above
exudes a palpable aura of greyish-white light that somehow the site of an ancient battlefield. After the encounter,
seems a deeper darkness at its corona. As she turns toward they learn of a former war on the site.

you, her eyes are like pools of white fire that blaze with a
reckless hate.

Q Common Lore (no check required): Truly formidable

ghosts have eyes like dead fire. @ Frightful Presence: Creatures within 60’ must succeed
ataDC18/20/22/%26 Wisdom save
or become Frightened. Those who succeed are immune
to that Barrowdamesel’s aura for the remainder of the
encounter. Those who fail may re-attempt the check at
the start of each of their turns.

B Travelers have been picked off the main road and
slaughtered. Those who have survived such encounters
report a floating, terrible woman of horrible presence,
surrounded by a cold white fire.

m Expanded Lore: Barrowdamsels haunt and despoil
sacred ground, and will slay any who intrude into their
realm.

Requires Q Intelligence (Nature) check DC 14 /
@ Barrowblight: The touch of a Barrowdamsel wilts

18/ 22/ % 26. and withers plant life. This functions as a blight spell,
delivered via touch attack.

@ Barrowfire: Those who lock gaze with a Barrowdamsel
witness a possible doom. Once per turn, the
Any graveyard, ruin, battlefield, or other locale of death, Barrowdamsel may attempt to catch the eye of an
B ontorE et opponent who has line of sight to her; that target may
attempt a DC 19 / 21/ 22 / a 24 Dexterity
save to avoid the gaze, but only if they either sense or
know something dreadful if they do not look away (e.g.,
o if they have never seen a Barrowdamsel before, they
encounter Behavlor might not have any reason to fear this effect). Failure
means the victim is enshrouded in a cold white fire which
inflicts 1d4 Cha damage; the victim is also Shaken for

the remainder of the encounter. Success means avoiding
_ this effect, but the Barrowdamsel benefits from partial
, , — concealment from the victim until the start of her next
A Barrowdamsel will close with the nearest living creature
she notices, and will fight it to the death.

turn because he is avoiding looking at her.
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Low Moderate Advanced
21 21

Armor Class 19 2]

(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 132 231 3711 415
Speed Fly 50 ft. (Perfect) Walk 5 ft.
Size,Type, Medium undead, chaotic Medium undead, chaotic  Large undead, chaotic Large undead, chaotic
Alignment evil evil evil evil

STR 10 (+0) STR 10 (+0) STR 10 (+0) STR 10 (+0)
DEX 18 (+4) DEX 21 (+5) DEX 20 (+5) DEX 20 (+5)
s vl ,  CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
B INT 16 (+3) INT 18 (+4) INT 18 (+4) INT 18 (+4)
WIS 14 (+2) WIS 17 (+3) WIS 17 (+3) WIS 17 (+3)

CHA 21 (+5) CHA 23 (+6) CHA 23 (+6) CHA 23 (+6)

Saving

Throws

Resistances -

Immunities  diseased, exhaustion, fatigued, Fire, psychic, paralyzed, poisoned, unconscious, stunned

Vulnerabilities

Passive Perception +16, Passive Perception +18,  Passive Perception +19, Passive Perception +21,

Senses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages  Auran, Common, Giant
Challenge 10 15 20 25
Special Incorporeal You have no physical body. You can be harmed only by other incorporeal creatures, magic
Abilities & weapons or creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities.
o You have no physical body. You can be harmed only by other incorporeal creatures, magic weapons or
Qualities - : & X i i
creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities. You are
immune to all nonmagical attack forms. Even when hit by spells or magic weapons, you take only half
damage from a corporeal source except for channel energy. Although it is not a magical attack, holy water
can affect incorporeal undead. Corporeal spells and effects that do not cause damage only have a 50%
chance of affecting you. Force spells and effects, such as from a magic missile, affect you normally.
Special Sound Mimicry The creature perfectly imitates certain sounds or even specific voices. The creature makes

Abilities & a Deception check opposed by the listener’s Perception check to recognize the mimicry, although if the
Qualities listener isn’t familiar with the person or type of creatures mimicked, it suffers disadvantage on its Perception

check. The creature has advantage on its Deception check to mimic sounds (including accents and speech
patterns, if a voice mimic) it has listened to for at least 10 minutes. The creature cannot duplicate the effects
of magical abilities (such as bardic performance or a harpy’s captivating song), though it may be able to
mimic the sound of those abilities. This ability does not allow the creature to speak or understand languages
it doesn’t know.
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Low Moderate Advanced

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Wisdom DC 18 Wisdom DC 19 Wisdom DC 21 Wisdom DC 22

Qualities Witchflame Any creature damaged by the incorporeal touch or ranged bolt attacks of a Barrowdamsel must
succeed on a Wisdom save or become engulfed in sickly green flames. While these eerie flames deal no
additional damage, the affected creature glows as per faerie fire and becomes sickened. While under the
effects of the witchflame, the victim gains vulnerability to fire and takes half again as much damage (+50%)
from fire attacks of any sort. This effect persists for 10 minutes. The supernatural flames can only be
extinguished before this duration expires by a break enchantment, miracle, remove curse, or wish spell - the
effective caster level of the witchflame is 18. Any creature entering the same square as a Barrowdamsel or
striking it with a melee attack must succeed on a Wisdom save or begin burning with witchflame, even if the
attack would not otherwise harm the Barrowdamsel because of its incorporeal nature.

Standard Incorporeal Touch Incorporeal Touch Melee  Incorporeal Touch Melee Incorporeal Touch Melee

Actions Melee weapon attack: weapon attack: -1 to hit,  weapon attack: +0 to weapon attack: +2 to
-1 to hit, reach 5 ft, one  reach 5 ft., one target. hit, reach 10 ft,, one hit, reach 10 ft., one
target. Hit 8d6 (10) Hit 8d8 (12) bludgeoning target. Hit 16d6 (14) target. Hit 16d6 (14)
bludgeoning damage. damage. bludgeoning damage. bludgeoning damage.
Witchflame Bolt Ranged ~ Witchflame Bolt Ranged ~ Witchflame Bolt Ranged ~ Witchflame Bolt Ranged
weapon attack: +5 to hit, weapon attack: +6 to hit, weapon attack: +4 to weapon attack: +6 to
one target. Hit 8d6 (10) one target. Hit 8d8 (12) hit, one target. Hit hit, one target. Hit
bludgeoning damage. bludgeoning damage. 16d6 (14) bludgeoning  16d6 (14) bludgeoning

damage. damage.

Legendary -

Actions

Innate dancing lights (at will); disguise self (at will); invisibility (at will); pyrotechnics (at will); ray of enfeeblement

Spellcasting (at will); summon lesser demon (2 will-o’; -wisps 50%) (1/day)

Spellcasting

Possessions

g2



BARROWKNIGHT

Low
Q Terrain

Overvieu

An armed and armored undead warrior, wreathed in the
mist that settles over graves. Although largely mindless,
their will yet registers that they are defenders of the grave,
protectors of undeath, and champions of the lie of life
beyond life.

q Common Lore (no check required): Knights and soldiers
who die under terrible circumstances, buried with their
armor, may rise again to defend the grave.

@ Expanded Lore: Barrowknights are created largely by
accident, when a deceased armed and armored warrior is
buried too close to other necromantic forces.

Moderate Advanced

® ., ¥Ux

Any Land

Rare

Soldier / Elite
Solitary

Incidental

departure or hiding, a Barrowknight will return to its haunt.
After combat, a Barrowknight will retrieve the corpses of any
slain opponents and will drag them back to the center of its
territory.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Gravekeepers, teenagers, and travelers have been
disappearing in or near graveyards.

B Lay staff tending to the crypts underneath a church have
reported seeing the fearsome forms of long-dead soldiers.
Terrified for their lives, they have fled before being
able to ascertain whether these were simply illusions.
Needless to say, none of the staff is willing to venture
underneath the church until the matter is dealt with.

e e 12T gotions & Special Qualities
18 / X} 22 / B3 26.

Any graveyard, crypt, mausoleum, or other place of the dead
that possesses other undead life. Barrowknights are rarely
found on their own, as the necrotic energies required to
generate the creature must come from some other force.

€ncounter Behavior

Barrowknights will attack any intruders that trespass upon
the place of the dead in which they dwell. So long as the
intruders remain within this territory or within 30’ of it and
within eyeshot, the Barrowknight will continue to attack, to
its death. A Barrowknight will not pursue intruders beyond
this limit: upon slaying all known intruders, or upon their

@ Barrow Haze: Creatures within 30’ must succeed at
a DC15/17/18/%20Wisdom save or
become Shaken. Those who succeed are immune to any
Barrowknight’s aura for 24 hours.

@ Strength of False Life: Undead creatures within 20’ of
a Barrowknight gain a +1 circumstance bonus on their
attack and save rolls. This effect may stack with the
effect generated by up to 2 other Barrowknights.

@ Burgeoning Undeath: Spells with the Necromancy,
Necrotic, Death, or Negative Energy descriptors whose
caster and/or at least one target are within 20’ of a
Barrowknight benefit from +1 DC. Undead creatures
created or summoned within this zone are granted +1 hit
point per hit die, and gain +2 AC. These benefits to new
undead are permanent, and sustain even if the affected
undead move beyond this aura.

@ Deadstrike: As a full-round action, the Barrowknight
makes a single melee attack against one opponent within
range. If successful, the Barrowknight inflicts one
negative level in addition to normal damage.
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Low Moderate Advanced
Armor Class 18 20 21 21
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 82 164 218 274
Speed 20 ft. 2Q ft: 30 ft. 30 ft.
ilﬁgeazz:t 2/\|/(ie|dium undead, lawful 2/\|/(ie|dium undead, lawful Large undead, lawful evil Large undead, lawful evil
STR 17 (+3) STR 20 (+5) STR 25 (+7) STR 26 (+8)
. DEX 10 (+0) DEX 14 (+2) DEX 12 (+1) DEX 12 (+1)
s vl , CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
Salec INT 1 (5 INT 1 (-5) INT 1 (-5) INT 1 (-5)
WIS 1 (5 WIS 4 (3) WIS 4 (3) WIS 4 (-3)
CHA 12 (+1) CHA 16 (+3) CHA 16 (+3) CHA 16 (+3)
Saving
Throws

Resistances

all physical attacks except magic

Cold, diseased, Electricity, exhaustion, fatigued, Fire, psychic, paralyzed, poisoned,

Immunities .
unconscious, stunned
Vulnerabilities
S Passive Perception +9, Passive Perception +11,  Passive Perception +11, Passive Perception +11,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages = Common, Dwarven, Infernal
Challenge 4 10 12 16
Special Damage 1d6 Damage 2d6 Damage 3d6 Damage 6d6
Abilities & . Py . m ;
liti Channel Destruction Any weapon a Barrowknight wields seethes with energy, and deals additional necrotic
Qualities dafffage:
Special Channel Resistance You are less easily affected by clerics or paladins. You gain advantage on saves made to
Abilities & resist the effects of channel energy, including effects that rely on the use of channel energy.
Qualities
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Dexterity DC 17 Dexterity DC 18 Dexterity DC 20 Dexterity DC 21
iti Damage 2d6 Damage 4d6 Damage 6d6 Damage 10d6
Qualities ag g ag ag
Devastating Blast Three times per day, the Barrowknight may unleash a 30-foot cone of energy as a standard
action. This blast deals necrotic damage (Dexterity save halves).
Special Phantom Mount Once per hour, a Barrowknight can summon a skeletal horse similar to a phantom steed.
Abilities & This mount is more real than a typical phantom steed, and can carry one additional rider. The mount’s
Qualities powers are based on the Barrowknight'’s total Hit Dice rather than caster level. A Barrowknight’s mount

looks distinctive and always appears the same each time it is summoned. If the mount is destroyed, it can be
summoned again with full hit points 1 hour later.
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Low Moderate Advanced

Standard
Actions

Special
Actions

Special
Actions

Special
Actions

Special
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions
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Longsword Melee Shield Melee weapon Longsword Melee Longsword Melee
weapon attack: +4 to hit, attack: +5 to hit,reach 5  weapon attack: +9 to hit, weapon attack: +9 to hit,
reach 5 ft,, one target. ft., one target. Hit 1d4+4 reach 10 ft., one target.  reach 10 ft., one target.
Hit 1d8/19-00 (5) (6) bludgeoning damage.  Hit 2d6+15/17-00 (22) Hit 2d6+17/17-00 (24)
slashing damage. Longsword Melee weapon Pludgeoning damage. bludgeoning damage.
Shield Melee weapon attack: +5 to hit, reach 5  Shield Melee weapon Shield Melee weapon

attack: +4 to hit, reach 5 ft, one target. Hit bleed  attack: +9 to hit, reach attack: +9 to hit, reach
ft., one target. Hit 1d4+2 (1) bludgeoning damage. 10 ft., one target. Hit 10 ft., one target. Hit
(4) bludgeoning damage. Gauntlet Melee weapon 1d6+6 (10) bludgeoning 1d6+7 (10) bludgeoning

Gauntlet Melee weapon  attack: +5 to hit, reach damage. damage.
attack: +4 to hit, reach 5 5 ft., one target. Hit

ft,, one target. Hit 1d3+5 1d3+8 (10) bludgeoning

(7) bludgeoning damage. damage.

Rejuvenation One day after a Barrowknight is destroyed, its armor begins to rebuild the undead horror’s
body. This process takes 1d10 days-if the body is destroyed before that time passes, the armor merely starts
the process anew. After this time has elapsed, the Barrowknight wakens fully healed.

Ruinous Revivification At the time of its creation, the Barrowknight chooses one of the following
energy types: acid, cold, electricity, or fire. This energy type should be relevant to the
Barrowknight’s life or death, defaulting to fire if none are especially appropriate. This energy
type inf luences the effects of several of a Barrowknight’s special abilities.

Concentration DC 17 Concentration DC 18 Concentration DC 20 Concentration DC 21

Sacrilegious Aura A Barrowknight constantly exudes an aura of intense evil and negative energy in a 30-foot
radius. This miasma of fell energies hinders the channeling of positive energy. Any creature that attempts
to summon positive energy in this area-such as through a cleric’s channel energy ability, a paladin’s lay on
hands, or any spell with the healing subtype-must make a concentration check. If the character fails, the
effect is expended but does not function.

Saving Throw Saving Throw Saving Throw Saving Throw
Wisdom DC 17 Wisdom DC 18 Wisdom DC 20 Wisdom DC 21

Undead Mastery As a standard action, a Barrowknight can attempt to bend any undead creature
within 50 feet to its will. The targeted undead must succeed at a Wisdom save or fall under the
Barrowknight’s control. This control is permanent for unintelligent undead; an undead with an
Intelligence score is allowed an additional save every day to break free from the Barrowknight’s
control. A creature that successfully saves cannot be affected again by the same Barrowknight’s
undead mastery for 24 hours. A Barrowknight can control 5 Hit Dice of undead creatures for
every Hit Die it has. If the Barrowknight exceeds this number, the excess from earlier uses of
the ability becomes uncontrolled, as per animate dead.



BARROWLORD

Low Moderate Advanced
Q Terrain faly L

Rare
Soldier / Solo
Solitary
Incidental

hd slain opponents and will drag them back to the center of its
OU ervleu territory.

A massive humanoid warrior, 8-10’ tall, dripping entrails and The following quest snippets or introductory story elements
rotted flesh frofrfunderneathsits formidable armor. can be used to insert this creature into any existing plot or

campaign setting.

Q Common Lore (no check required): Knights and soldiers B Lay staff tending to the crypts underneath a church have
who die under terrible circumstances, buried with their reported seeing the fearsome forms of long-dead soldiers.
armor, may rise again to defend the grave. Terrified for their lives, they have fled before being

able to ascertain whether these were simply illusions.

Needless to say, none of the staff is willing to venture

underneath the church until the matter is dealt with.

B Gravekeepers, teenagers, and travelers have been
disappearing in or near graveyards.

m Expanded Lore: Some undead warriors, leaders and
champions in life, rise again after death as even more
terrifying dark knights, in a grim parody of their
battlefield roles.

Requires D Intelligence (Nature) check DC X%} 14 / ‘ _

Barrow Haze: Creatures within 30’ must succeed at

18/‘22/%26 aDC16/‘17/‘20/%23Wlsd0msaveor
become Shaken. Those who succeed are immune to any
Barrowknight’s aura for 24 hours.

@ Strength of False Life: Undead creatures within 20’ of
a Barrowknight gain a +4 circumstance bonus on their
attack and save rolls.

Any graveyard, crypt, mausoleum, or other place of the dead
that possesses other undead life. Barrowknights are rarely
found on their own, as the necrotic energies required to
generate the creature must come from some other force. @ Burgeoning Undeath: Spells with the Necromancy,
Necrotic, Death, or Negative Energy descriptors whose
caster and/or at least one target are within 20’ of a
Barrowknight benefit from +3 DC. Undead creatures
created or summoned within this zone are granted +3 hit
points per hit die, and gain +5 AC. These benefits to new

encounter Behavior undead are permanent, and sustain even if the affected

undead move beyond this aura.

Barrowlords typically only exist in regions that already
include at least 2 Barrowknights.

@ Deadstrike: As a full-round action, the Barrowknight
makes a single melee attack against one opponent within
range. If successful, the Barrowknight inflicts 1d3
negative levels in addition to normal damage.

Barrowknights will attack any intruders that trespass upon
the place of the dead in which they dwell. So long as the
intruders remain within this territory or within 30’ of it and @ Fortify Undead: As a standard action, a Barrowlord may

within eyeshot, the Barrowknight will continue to attack, to point to a Barrowknight within 30’ and in line of sight.
its death. A Barrowknight will not pursue intruders beyond That Barrowknight gains 2d8 hit points and benefits

this limit: upon slaying all known intruders, or upon their from a +2 competence bonus on its next attack roll, save,
departure or hiding, a Barrowknight will return to its haunt. damage roll, or skill check.

After combat, a Barrowknight will retrieve the corpses of any
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Low Moderate Advanced
22 22

Armor Class 19 20
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 125 220 292 349
Speed 0 T 30 ft. SOLGT 30 ft.
Si;e,Type, M(?dium tckeie, fayit] M(?dium undead, lawful Large undead, lawful evil ~Large undead, lawful evil
A||gnment evil evil

STR 25 (+7) STR 28 (+9) SR 32 @10) SR 33 @10)
DEX 16 (+3) DEX 18 (+4) DEX 17 (+3) DEX 17 (+3)
s vl ,  CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
B INT 13 (#1) INT 17 (+3) INT 17 (#3) INT 17 (+3)
WIS 17 (+3) WIS 19 (+4) WIS 19 (+4) WIS 19 (+4)

CHA 14 (+2) CHA 17 (#3) CHA 17 (+3) CHA 17 (+3)

Saving
Throws

Resistances all physical attacks except magic

e Cold, diseased, Electricity, exhaustion, fatigued, psychic, paralyzed, poisoned, unconscious,
Immunities y g psy paralyzed, p

stunned
Vulnerabilities -
S Passive Perception +17, Passive Perception +18,  Passive Perception +18, Passive Perception +18,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages = Common, Dwarven, Infernal
Challenge 6 12 16 18
Special Damage 1d6 Damage 2d6 Damage 3d6 Damage 6d6
Abilities & : : y 3 .
s Channel Destruction Any weapon a Barrowlord wields seethes with energy, and deals additional necrotic
Qualities 5
ge.
Special Channel Resistance You are less easily affected by clerics or paladins. You gain advantage on saves made to
Abilities & resist the effects of channel energy, including effects that rely on the use of channel energy.
Qualities
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Dexterity DC 17 Dexterity DC 18 Dexterity DC 20 Dexterity DC 21
Qualities Damage 2d6 Damage 4d6 Damage 6d6 Damage 10d6
Devastating Blast Three times per day, the Barrowlord may unleash a 30-foot cone of energy as a standard
action. This blast deals necrotic damage (Dexterity save halves).
Special Phantom Mount Once per hour, a Barrowlord can summon a skeletal horse similar to a phantom steed. This
Abilities & mount is more real than a typical phantom steed, and can carry one additional rider. The mount’s powers are
o based on the Barrowlord’s total Hit Dice rather than caster level. A Barrowlord’s mount looks distinctive and
Qualities o . : :
always appears the same each time it is summoned. If the mount is destroyed, it can be summoned again
with full hit points 1 hour later.
Standard Frost Greatsword Melee  Frost Greatsword Melee  Frost Greatsword Melee  Frost Greatsword Melee
Actions weapon attack: +9 to hit, weapon attack: +9 to hit, weapon attack: +10 to weapon attack: +11 to
reach 5 ft.,, one target. reach 5 ft.,, one target. hit, reach 10 ft., one hit, reach 10 ft., one
Hit 2d6+23/17-00 (30) Hit 2d6+30/17-00 (37) target. Hit 3d6+40/17- target. Hit 3d6+43/17-
slashing damage. slashing damage. 00 (50) slashing damage. 00/x3 (54) slashing
damage.
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Low Moderate Advanced

Special Rejuvenation One day after a Barrowlord is destroyed, its armor begins to rebuild the undead horror’s body.

Actions This process takes 1d10 days-if the body is destroyed before that time passes, the armor merely starts the
process anew. After this time has elapsed, the Barrowlord wakens fully healed.

Special Ruinous Revivification At the time of its creation, the Barrowlord chooses one of the following

Actions energy types: acid, cold, electricity, or fire. This energy type should be relevant to the

Barrowlord’s life or death, defaulting to fire if none are especially appropriate. This energy
type inf luences the effects of several of a Barrowlord’s special abilities.

Special Concentration DC 17 Concentration DC 18 Concentration DC 20 Concentration DC 21

Actions Sacrilegious Aura A Barrowlord constantly exudes an aura of intense evil and negative energy in a 30-foot
radius. This miasma of fell energies hinders the channeling of positive energy. Any creature that attempts
to summon positive energy in this area-such as through a cleric’s channel energy ability, a paladin’s lay on
hands, or any spell with the healing subtype-must make a concentration check. If the character fails, the
effect is expended but does not function.

Special Saving Throw Saving Throw Saving Throw Saving Throw
Actions Wisdom DC 17 Wisdom DC 18 Wisdom DC 20 Wisdom DC 21

Undead Mastery As a standard action, a Barrowlord can attempt to bend any undead creature
within 50 feet to its will. The targeted undead must succeed at a Wisdom save or fall under the
Barrowlord’s control. This control is permanent for unintelligent undead; an undead with an
Intelligence score is allowed an additional save every day to break free from the Barrowlord’s
control. A creature that successfully saves cannot be affected again by the same Barrowlord’s
undead mastery for 24 hours. A Barrowlord can control 5 Hit Dice of undead creatures for
every Hit Die it has. If the Barrowlord exceeds this number, the excess from earlier uses of the
ability becomes uncontrolled, as per animate dead.

Legendary -

Actions

Innate

Spellcasting

Spellcasting
Possessions
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BARROWSLIME

Low Moderate Advanced
9 Terrain ]

Q Rarity Rare
Soldier / Normal

Solitary

None

Overvieu StoryRooks
The following quest snippets or introductory story elements

can be used to insert this creature into any existing plot or
campaign setting.

B Recent floods have required cryptkeepers to perform a
great deal of nauseating cleanup; some have reported
seeing the muck move as though it were alive.

This looks as though a graveyard was overrun by a tsunami:
horrible muck and mud studded with bits of bone, rotted
flesh and clothing, and even the occasional maggot or
eyeball. The entirety emits a deep and rank odor that

is repellent and reminds all nearby of the true terror of
mortality.

B A man who visited a cemetary to pay respects to a loved
one reported being attacked by a pool of mud nearby; he
escaped, but suffered wounds that support his story.

@ Barrow Dank: All creatures within 20’ must attempt a

q Common Lore (no check required): It’s best to keep DC 15 Constitution save or become Nauseated. This effect
places of the dead dry, lest the resultant mud turn into lasts for 2d4 rounds after an affected creature leaves this
something even worse than disgusting. radius. Success means the creature is immune to Barrow

Dank effects for 24 hours. Creatures who do not breathe

@ Expanded Lore: Given the right combination of are immune to this effect.

intruding water and necromantic energies, any . .
graveyard, crypt, or other place of the dead is at risk of @ Barrow Drag: A Barrowslime that successfully hits

generating a horrible pool of vile undead slime. the same opponent two rounds in successsion may
immediately attempt an additional, free melee attack
Requires Intelligence (Nature) check DC 14/ against tha‘t opponent. On a hit, if the opponent is
the same size or smaller than the Barrowslime, the
18 / 22/ % 26. Barrowslime may itself move, and force the opponent to

move, up to half its normal speed in any direction.

Any place of the dead that contains, or has been home to, any
other undead, which has also suffered dampness or a flood.

€ncounter Behavior

Barrowslime is largely innocuous unless it is interfered with.
Each round, it will move in a random direction unless it is
already engaged in combat.

101



Low Moderate Advanced
Armor Class 11 12 13 13
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points /6 147 235 303
Speed 20 ft. Climb 20 ft., Suction
ilﬁge;‘lzz:,t Huge ooze, neutral evil Huge ooze, neutral evil erai:gantuan ooze, neutral erai:gantuan ooze, neutral
STR 17 (#3) STR 20 (+5) STR 25 (+7) STR 26 (+8)
> DEX 1 (-5 DEX 3 (4) DEX 3 (-4 DEX 3 (-4)
i , CON 16 (+3) CON 18 (+4) CON 20 (+5) CON 20 (+5)
iy INT 10 (#0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 1 (5) WIS 3 (4) WIS 3 (4 WIS 3 (-4)
CHA 14 (+2) CHA 17 (#3) CHA 17 (+3) CHA 17 (+3)
Saving
Throws

Resistances

Cold, all physical attacks except magic
Critical Hits, Flanking, psychic, paralyzed, poisoned, Polymorph, unconscious, Sneak

Immunities
Attacks, stunned

Vulnerabilities
Passive Perception Passive Perception Passive Perception Passive Perception

Senses +5, Blindsight 60 ft., +6, Blindsight 60 ft., +6, Blindsight 60 ft., +6, Blindsight 60 ft.,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages -

Challenge 10 15 20 25

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Dexterity DC 16 Dexterity DC 18 Dexterity DC 20 Dexterity DC 22

Qualities Acid Damage 1d6 Acid Damage 2d6 Acid Damage 3d6 Acid Damage 4d6
Acid A Barrowslime secretes a digestive acid that dissolves organic material and metal quickly, but does not
affect stone. Each time a creature suffers damage from a Barrowslime’s acid, its clothing and armor take the
same amount of damage from the acid. A Dexterity save prevents damage to clothing and armor. A metal or
wooden weapon that strikes a Barrowslime takes acid damage unless the weapon’s wielder succeeds on a
Dexterity save. If a Barrowslime remains in contact with a wooden or metal object for 1 full round, it inflicts
21 points of acid damage (no save) to the object.

Special Damage 1d6 Damage 2d6 Damage 3d6 Damage 4d6

Abilities &

liti Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple

Qualities check (in addition to any other effects caused by a successful check, including additional damage).

Special Split Slashing and piercing weapons deal no damage to a Barrowslime. Instead, the creature splits into two

Abilities & identical puddings, each with half of the original’s current hit points (round down). A pudding with 10 hit

e oints or less cannot be further split and dies if reduced to O hit points.

Qualities P P P
Suction The Barrowslime can create powerful suction against any surface as it climbs, allowing it to cling to
inverted surfaces with ease. A Barrowslime can establish or release suction as a swift action, and as long as it
is using suction, it moves at half speed. Because of the suction, all attempts to shift a Barrowslime from its
position are made at disadvantage.

Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon

Actions attack: +4 to hit, reach attack: +4 to hit, reach attack: +7 to hit, reach attack: +8 to hit, reach
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15 ft.,, one target. Hit
1d8+7 (12) bludgeoning
damage.

15 ft., one target.
Hit 2d6+12 (19)
bludgeoning damage.

20 ft., one target.
Hit 3d6+19 (30)
bludgeoning damage.

20 ft., one target. Hit
3d6+21/19-00 (32)
bludgeoning damage.
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Bar (VorpaL) S P4 N\ €9 S

Low Moderate Advanced X Elite
0 Toai Temperate or Warm Forests, Hills, or Underground

Q Rarity Uncommon
Brute / Normal

e Organization Solitary or Colony (2-8x)

Incidental

Overviem campaign setting.

B Livestock has been slain in brutal, bloody fashion in
nearby farms. The culprit is unknown but leaves much of
the corpses.

B Travelers have reported being pursued by enormous,
glowing bats. Although some of their story may be a

A fell winged beast, larger than most, with razor-sharp claws

and fangs gleaming in the moonlight. fear-fueled fabrication, the reports are consistent and
common enough to suspect some sort of monster is
involved.
Q Common Lore (no check required): Some bats develop _
razor-sharp teeth and claws. @Vorpal Claws: A Vorpal Bat’s claws count as Adamantine
and magical for the purposes of overcoming damage
@ Expanded Lore: Vorpal bats are the terror of livestock reduction. They inflict 1 point of Bleeding damage in
and travelers alike with their keen senses and terrible addition to the damage listed.
bite.

Requires Intelligence (Nature) check DC 14 /

18 /<) 22 / ER 26.

As a normal bat, but typically found in caves and hills near
farms.

€ncounter Behavior

Vorpal bats will attack any living creature they become
aware of, and will pursue them until reduced to 1/4 or
fewer of their maximum hit points, at which point they will
attempt to flee.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Low Moderate Advanced > Elite
Armor Class 15 17 17 17
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 46 112 195 263
Speed 20 ft. Fly 40 ft. (Good)
Size,Type, Large monstrosity, Large monstrosity, Huge monstrosity, Huge monstrosity,
A|ignment unaligned unaligned unaligned unaligned
STR 17 (+3) STR 20 (+5) STR 24 (+7) STR 26 (+8)
DEX 14 (+2) DEX 17 (+3) DEX 16 (+3) DEX 16 (+3)
s vl ,  CON 14 (+2) CON 17 (+3) CON 19 (+4) CON 19 (+4)
L INT 4 (3) INT 8 (1) INT 8 (1) INT 8 (-1)
WIS 11 #0) WIS 15 (+2) WIS 15 (+2) WIS 15 (+2)
CHA 4 (-3) CHA 8 (1) CHA 8 (-1) CHA 8 (-1)
Saving )
Throws
Resistances -
Immunities -
Vulnerabilities -
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +10, Blindsight 120 ft, +16, Blindsight 120 ft, +17, Blindsight 120 ft,  +18, Blindsight 120 ft,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages = Undercommon, Cannot Speak
Challenge 5 10 15 20
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 14 Constitution DC 15 Constitution DC 17 Constitution DC 20
Qualities Screech Once per day as a standard action, a Vorpal Bat can produce an ear-splitting screech that stuns
non-Vorpal Bats in a 20-foot-radius burst. All creatures within the area must make a Constitution save or be
staggered for 1d3 rounds. Other Vorpal Bats and urdefhans are immune to this effect. This is a sonic mind-
affecting effect.
Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon Bite Melee weapon
Actions attack: +5 to hit, reach attack: +5 to hit, reach attack: +6 to hit, reach attack: +7 to hit, reach
10 ft., one target. Hit 10 ft., one target. Hit 15 ft.,, one target. Hit 15 ft.,, one target. Hit
3d6+7 (18) piercing 3d6+12/19-00 (22) 4d6+18/19-00 (32) 4d6+21/19-00 (35)
damage. piercing damage. piercing damage. piercing damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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BEAST OF MANY THINGS

Low
9 Terrain

E Role

> .
i} Organization
- Treasure

A constantly-changing, confusing mess of a creature, a
Beast of Many Things appears at any given moment to be

an animal hastily assembled from pieces of a dozen other
creatures. Arms, wings, eyes, claws, mouths, and other
components stick out at odd angles from a central mass that
shifts shape from a torus, to a sphere, to a snakelike line
that twists and turns. Every few seconds, at least a quarter
of the appendages change, morphing as you watch into
something new. The entire effect is disorienting and not a
little nauseating.

Q Common Lore (no check required): There are monsters
formed of chaos that constantly twist their form.

@ Expanded Lore: Formed from the very stuff of chaos, a
Beast of Many Things continually shifts in appearance
and abilities, ever hungry to sow greater destruction and
discomfort.

Requires D Intelligence (Nature) check DC 14 /

18 />4 22 / B 26.

Any land.

€ncounter Behavior

A Beast of Many Things will behave erratically both before
and during combat. Each round, it will move in a random
direction unless already engaged in combat. During combat,
it will strike at a random opponent if more than one is
accessible to target.
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Moderate Advanced

Overvieu

@ — Y

Temperate Marshes
Rare
Brute / Elite
Solitary
Standard

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B A young man pleads with the party to help his family:
his mother returned from a recent journey shaken and
disturbed, claiming to have seen a beast that changed its
shape constantly. Although she certainly seems dazed
and upset, the son claims that his mother remains sane
and intact in every way. The townsfolk, fearful for
anything unnatural, want to commit her to an asylum, or
exile her, lest the mental sickness spread to others. The
young man asks the party to investigate, to find proof
that this creature his mother described actually exists, so
that the townsfolk will desist in their efforts to remove
his poor mother.

B Travelers have reported seeing a horrible creature
nearby. Although many reports agree on location and
behavior, each describes a seemingly different beast in
appearance.

@ Unnatural Discomfort: Sentient creatures who can see
the creature must succeed in a DC 12 / 14/

18/ a 22 Wisdom or Constituion save (the affected
creature’s choice) or become Dazed. If the save is failed,
this effect lasts so long as the Beast is within eyesight of
the affected creature; success indicates that the creature
is immune to the effect so long as the Beast remains in
eyeshot. Pass or fail, any time the creature loses sight of
the Beast, it must attempt the save once it sees it again.

@ Frenzy of Chaos: Once per encounter, as a full-round
action, the Beast of Many Things produces an abundance
of appendages, with which it flails about violently. This
results in 2d4 normal melee attacks, each made against a
random viable opponent within range.

@ Terrible Adaptability: The creature sprouts limbs that
make it capable of traversing difficult terrain. It always
treats all terrain as normal terrain. It can move over
any obstacle that is less than twice its height, and can
squeeze through apertures down to half its space.



Low Moderate Advanced
21 21

19 20

Armor Class
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 173 185 306 444
Speed 20 ft. Swim 30 ft.
Size,Type, Large aberration, Huge aberration, Huge aberration, Gargantuan aberration,
A|ignment unaligned unaligned unaligned unaligned
STR 20 (+5) STR 22 (+6) STR 24 (+7) SR 30 @10)
DEX 15 (+2) DEX 11 (+0) DEX 15 (+2) DEX 15 (+2)
s vl , CON 17 (+3) CON 19 (+4) CON 21 (+5) CON 23 (+6)
. INT 1 (5 INT 1 (5 INT 1 (5) INT 1 (-5
WIS 11 (+0) WIS 11 (+0) WIS 15 (+2) WIS 15 (+2)
CHA 9 (1) CHA 9 (1) CHA 13 (#1) CHA 13 (1)
Saving
Throws
Resistances Fire
Immunities  Electricity (partial)
Vulnerabilities Slowed by Electricity
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +14, Blindsight 30 ft, +15, Blindsight 30 ft, +19, Blindsight 30 ft, +20, Blindsight 30 ft,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages -
Challenge 712 16 22 28
Special Damage 1d6 Damage 2d4 Damage 2d6 Damage 2d8
Abilities & . . .
lities Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple
Quali check (in addition to any other effects caused by a successful check, including additional damage).
Special Slowed by Electricity Although a Beast of Many Things is immune to damage from electricity, whenever it
Abilities & would otherwise take such damage it is instead slowed for 1 round.
Qualities
Special Damage 1d6 Damage 2d6 Damage 3d6 Damage 4d6
ABIIHESS, Swallow Whole If you begin your turn with an opponent grappled in your mouth, you can attempt a new

grapple check. If you succeed, you swallow your prey, and the opponent takes bite damage. The opponent
can be up to one size category smaller than you. Being swallowed causes a creature to take bludgeoning
damage each round. A swallowed creature keeps the grappled condition, while you do not. A swallowed
creature can try to cut its way free with any light slashing or piercing weapon (the amount of cutting damage
required to get free is equal to 1/10 of your total hit points), or it can just try to escape the grapple. The
Armor Class of your interior is normally 5 + 1/2 of your AC. If a swallowed creature cuts its way out, you
cannot use swallow whole again until the damage is healed. If the swallowed creature escapes the grapple,
success puts it back in your mouth, where it may be bitten or swallowed again.
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Low

Moderate

L

Advanced

Standard
e Actions

Bite Melee weapon
attack: +5 to hit, reach
10 ft., one target. Hit
1d10+12/19-00 (18)
piercing damage.
Tentacle Melee weapon
attack: +5 to hit, reach
10 ft., one target.

Hit 1d6+12 (16)
bludgeoning damage.

Tongue Melee weapon
attack: +5 to hit, reach
10 ft., one target.

Hit 1d3+12 (14)
bludgeoning damage.

Bite Melee weapon
attack: +5 to hit, reach
15 ft., one target. Hit
2d6+10/19-00 (17)
piercing damage.
Tentacle Melee weapon
attack: +5 to hit, reach
15 ft., one target. Hit
1d8+5 (10) bludgeoning
damage.

Tongue Melee weapon

attack: +5 to hit, reach 15

ft., one target. Hit 1d4+5
(8) bludgeoning damage.

Bite Melee weapon
attack: +6 to hit, reach
15 ft., one target. Hit
3d6+12/19-00 (22)
piercing damage.
Tentacle Melee weapon
attack: +6 to hit, reach
15 ft.,, one target. Hit
2d6+6/19-00 (13)
bludgeoning damage.

Tongue Melee weapon
attack: +6 to hit, reach
15 ft., one target. Hit
1d6+6/19-00 (10)
bludgeoning damage.

Bite Melee weapon
attack: +9 to hit, reach
20 ft., one target. Hit
4d6+17/19-00 (31)
piercing damage.
Tentacle Melee weapon
attack: +9 to hit, reach
20 ft., one target. Hit
3d6+8/19-00 (18)
bludgeoning damage.

Tongue Melee weapon
attack: +9 to hit, reach
20 ft.,, one target. Hit
1d8+8/19-00 (12)
bludgeoning damage.

—

Illustration 8: Beast of Many Things
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BEE (F1DER STINGFRENZY) ::: e )/ %

>} Low Moderate Advanced
9 Terrain Fuy Lauidl

Q Rarity Rare
Skirmisher / Normal
Solitary, Pair, Group (3-6x), or Nest (7-19x)

None

O hd can be used to insert this creature into any existing plot or
U QI'UIQUI campaign setting.

B Local farmers have been losing livestock to an unknown
threat. Although the corpses are riddled with bee stings,
no hives or swarms have been detected anywhere nearby.

An enormous stinging insect with jagged red marks along B A traveler, farmer, or villager runs, terrified, to the party,

its flanks, it flies in erratic paths and darts quickly and asking their help in fending off a giant crazy bee which is
threateningly in random directions. in hot pursuit.
_ @ Stingfrenzy: Each round, there is a 1 in 6 chance that the
Q Common Lore (no check required): Some bees are just creature will erupt in a frenzy of stings. This takes t.he
crazy, and must be avoided at all costs. form of 2d4 melee attacks, each m.ade at a random viable
opponent, and each made at a -3 circumstance penalty.
@ Expanded Lore: Elder Stingfrenzy Bees are behemoths of The poison injected in these attacks is more potent, and
their type, and either through bloodlust or confusion will gains a +2 competence bonus to its DC.

attack with an eponymous viciousness.

Requires Intelligence (Nature) check DC 14 /

18 /<) 22 / B3 26.

Any land, typically plains, hills, and forests.

€ncounter Behavior

An Elder Stingfrenzy Bee will attack any living creature it
sees, and will continue to attack unto its death once battle is
joined. In combat, it will attack a viable melee opponent at
random each round.

The following quest snippets or introductory story elements
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Illustration 9: Elder Stingfrenzy Bee
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Low Moderate Advanced > Elite
Armor Class 14 16 16 16
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 30 36 152 191
Speed 20 ft. Fly 60 ft. (Good)
ilﬁge;lzz:,t Large vermin, unaligned  Large vermin, unaligned Huge vermin, unaligned  Huge vermin, unaligned
STR 17 (+#3) STR 20 (#5) STR 25 (+7) STR 26 (+8)
DEX 8 (1) DEX 12 (+1) DEX 10 (+0) DEX 10 (+0)
s vl ,  CON 12 (+1) CON 16 (+3) CON 18 (+4) CON 18 (+4)
. INT 10 (#0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 6 (2) WIS 10 (+0) WIS 10 (+0) WIS 10 (+0)
CHA 12 (+1) CHA 16 (+3) CHA 16 (+3) CHA 16 (+3)
Saving
Throws
Resistances
Immunities  psychic
Vulnerabilities
S Passive Perception +8, Passive Perception +14,  Passive Perception +15, Passive Perception +17,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 6 11 16 21
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 15 Constitution DC 16 Constitution DC 18 Constitution DC 20
Qualities Poison Sting-injury; save Constitution; frequency 1/round for 6 rounds; effect 1d2 Dexterity damage; cure 1
save. Ability damage suffered to this effect is restored foIIowing a Iong rest.
Standard Sting Melee weapon Sting Melee weapon Sting Melee weapon Sting Melee weapon
Actions attack: +5 to hit, reach 5 attack: +5 to hit, reach attack: +7 to hit, reach attack: +8 to hit, reach
ft., one target. Hit 1d6+7 5 ft., one target. Hit 10 ft., one target. Hit 10 ft., one target. Hit
(10) piercing damage. ~ 1d8+12/19-00 (16) 2d6+19/19-00 (26) 2d6+21/19-00 (28)
piercing damage. piercing damage. piercing damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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BEETLE (DAWN) et \Y{ /N @*
- Low Moderate Advanced
9 Terrain

Hills or Plains

Q Rarity Common
Soldier / Minion

o) Organization Solitary, Cluster (2-6x), or Colony (7-12x)

None

Overviem campaign setting.

B Local tales report a beetle sent from the gods, glowing in
an unmistakable halo, though which deity sent it and why
is unknown.

B Adventurers and travelers seek a special kind of glowing
beetle to use in subterranean adventure delves.

@ Daweam: Creatures that see must attempt a DC

13/ 16 / 17 / % 20 Dexterity or Constitution
(affected creature’s choice) save or become Dazzled for

A giant beetle with a shiny carapace that gleams like the sun
in seemingly any illumination, its undercarriage emits a faint
white glow as well.

Q Common Lore (no check required): Some giant beetles 2d6 rounds upon glimpsing a Dawn Beetle. This effect
polish their shells against moss and lichen so as to make only functions in environments with illumination at least
it more reflective. as powerful as torchlight. Success renders the affected

creature immune from the Dawngleam effect for 1 hour.
m Expanded Lore: Dawn Beetles have preternaturally

shiny carapaces, and emit a glow from underneath. @ Underglow: In darkened areas, the underbelly of a Dawn
Beetle glows, providing visibility in the surroundings

Requires Intelligence (Nature) check DC 14/ as brightly as a torch. This effect cannot be controlled
by the creature and is automatic under darkened

18 / 22/ % 26. circumstances.

Hills and Plains.

€ncounter Behavior

Dawn Beetles will attack only if necessary, or if they feel
threatened. If their antagonists move away from them, they
will generally take the opportunity to flee.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Low Moderate Advanced > Elite
Armor Class 15 15 16 16
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 25 67 121 179
Speed 30 ft. Fly 30 ft. (Poor)
Size,Type, Small vermin, neutral Small vermin, neutral Medium vermin, neutral  Medium vermin, neutral
A|ignment good good good good
STR 12 (+1) STR 17 (#3) STR 20 (+5) STR 21 (+5)
DEX 12 (+1) DEX 16 (+3) DEX 14 (+2) DEX 14 (+2)
s vl , CON 12 (+1) CON 16 (+3) CON 17 (+3) CON 17 (+3)
S INT 10 (+0) INT 10 (+0) INT 10 (#0) INT 10 (+0)
WIS 8 (-1) WIS 12 (+1) WIS 12 (+1) WIS 12 (+1)
CHA 5 (3) CHA 9 (1) CHA 9 (1) CHA 9 (1)
Saving
Throws
Resistances
Immunities  psychic
Vulnerabilities
S Passive Perception +9, Passive Perception +11,  Passive Perception +11, Passive Perception +11,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 4 8 12 16
Special Luminescence A Dawn Beetle’s glowing glands provide light in a 10-foot radius. A dead Dawn Beetle’s
Abilities & luminescent glands continue to glow for 1d6 days after its death.
Qualities
Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon Bite Melee weapon
Actions attack: +1 to hit, reach 5  attack: +3 to hit, reach 5  attack: +5 to hit, reach attack: +5 to hit, reach
ft., one target. Hit 1d4+3 ft., one target. Hit 1d6+7 5 ft., one target. Hit 5 ft., one target. Hit
(6) piercing damage. (10) piercing damage. 1d8+12 (16) piercing 1d8+13 (18) piercing
damage. damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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BEETLE (DUSK) ‘:::’ e @*

Low Moderate Advanced
Q Terrain Hills or Plains

Q Rarity Common
Soldier / Minion

) Organization Solitary, Cluster (2-6x), or Colony (7-12x)

None

hd and prefer to live life unmolested. Any farmer, traveler,
OU erUle“{ or common folk who see a Dusk Beetle will likely
overreact to its dark presence, and report far and wide
of the evil intrusion, seeking brave adventurers to stamp
out the vileness.

@ Duskgleam: Creatures immediately adjacent to a Dusk
Beetle are covered by its dark, hazy glow. To combat
participants further away, they benefit from partial
concealment.

Q Common Lore (no check required): Nearby are beetles
that emit darkness. @ Bring the Dusk: Once per day, a Dusk Beetle can

generate a darkness / % deeper darkness) spell-like

m BTG T B AV B B EEE RS el el ot effect, centered on itself, as a standard action.

darkened vision.
Requires Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Any land.

€ncounter Behavior

A Dusk Beetle will use its powers to hide and conceal itself so
that it can escape. It will avoid combat unless it is required.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B As Dusk Beetles are generally assumed to be evil and of
demonic or devilish origin, but they are in fact neutral
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Low Moderate Advanced > Elite
Armor Class 15 16 16 17
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points & 57 99 131
Speed 35 ft. Fly 30 ft. (Poor)
ilﬁge;lzz:,t Small vermin, unaligned ~ Small vermin, unaligned uMneacliiigr:r;(;/ermin, uMneacliiigr:r;(;/ermin,
STR 8 (1) STR 14 (#2) STR 18 (+4) STR 19 (+4)
DEX 13 (+1) DEX 17 (+3) DEX 16 (+3) DEX 16 (+3)
s vl , CON 8 (1) CON 12 (+1) CON 14 (+2) CON 14 (+2)
. INT 10 (+0) INT 10 (+0) INT 10 (#0) INT 10 (+0)
WIS 8 (-1) WIS 12 (+1) WIS 12 (+1) WIS 12 (1)
CHA 5 (3) CHA 9 (1) CHA 9 (1) CHA 9 (1)
Saving
Throws
Resistances Cold
Immunities  psychic
Vulnerabilities
S Passive Perception +9, Passive Perception +11,  Passive Perception +11, Passive Perception +11,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 1 8 12 16
Special Luminescence A Dusk Beetle’s glowing glands provide light in a 10-foot radius. A dead Dusk Beetle’s
Abilities & luminescent glands continue to glow for 1d6 days after its death.
Qualities
Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon Bite Melee weapon
Actions attack: +0 to hit, reach 5 attack: +2 to hit, reach 5  attack: +5 to hit, reach attack: +4 to hit, reach
ft., one target. Hit 1d6 ft,, one target. Hit 1d6+4 5 ft., one target. Hit 5 ft., one target. Hit
(6) piercing damage. (8) piercing damage. 1d8+9 (14) piercing 1d8+10 (14) piercing
damage. damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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Bee E (ROCKMUNCHER)

Low
9 Terrain

Q Rarity

E Role

2%, . .
% Organization

Treasure

Overvieu

A giant beetle with sharp-looking horns and ridges, its chiton
appears to be formed of or hewn from solid rock.

Q Common Lore (no check required): Some massive
beetles can eat and spew rocks!

m Expanded Lore: Rockmuncher Beetles regularly ingest
certain rocks upon which lichen and algae grow. Though
the nutrient-to-sediment ratio is very low, they have
evolved so as to be able to process the rocks, and their
stomach acids break the boulders down into smaller
pieces. The beetle’s mouth is a cloaca-an orifice through
which food is ingested, and waste is emitted.

Requires Q Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Mountains, Underground, Ruins, or rocky Hills.

€ncounter Behavior

A Rockmuncher Beetle will attack any creature that remains
within 30’ for more than 2 rounds, whether it attacks the
beetle or not. It will let combatants go who flee further than
50’ away from it.
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Moderate Advanced

Any Mountains, Underground, Ruins, or Hills

2 WA AT

Uncommon

Soldier / Normal

Solitary, Pair, or Cluster (3-6x)

None

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Travelers tell of narrowly escaping from a massive beetle
capable of throwing rocks.

B A noble lost a piece of jewelry during a romantic
encounter in nearby hills. S/he now fears that the bauble
has been accidentally ingested by a Rockmuncher Beetle.

@ Boulder Spew: The Rockmuncher Beetle regurgitates a
single large rock from its gullet. This full-round action
is a ranged attack which has a range of 60’ a single

target must make a DC 14 / 16 / / 22

Dexterity save or suffer 2d8+6 >4 3d12 / BB 4d12)
bludgeoning damage.

Hardscrabble Spew: The Rockmuncher Beetle spits
forth a variety of different-sized rock pellets. This is

a full-round action, and takes the form of a 40’ cone;
each creature affected suffers 2d4 blud@ning damage

(Dexterity DC >k 15 / €} 18 / >4} 21 / B3 24 to halve

damage).



.

Low Moderate Advanced > Elite

Armor Class 15 16 17 17
(natural armor) (natural armor) (natural armor) (natural armor)

Hit Points 52 99 165 212

Speed 20 ft. Fly 20 ft. (Poor)

ilﬁge;‘lzzfl,t Large vermin, unaligned  Large vermin, unaligned Huge vermin, unaligned  Huge vermin, unaligned
STR 18 (+4) STR 21 (+5) STR 26 (+8) STR 27 (+8)
DEX 5 (-3) DEX 8 (-1) DEX 6 (-2) DEX 6 (-2)

s vl ,  CON 14 (+2) CON 17 (+3) CON 19 (+4) CON 19 (+4)

S INT 10 (+0) INT 10 (+0) INT 10 (#0) INT 10 (+0)
WIS 8 (-1) WIS 12 (+1) WIS 12 (+1) WIS 12 (+1)
CHA 7 (2) CHA 11 #0) CHA 11 (+0) CHA 11 (+0)

Saving

Throws

Resistances

Immunities  psychic

Vulnerabilities

S Passive Perception +9, Passive Perception +11,  Passive Perception +11, Passive Perception +11,

enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages

Challenge 7 11 15 19

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Dexterity DC 14 Dexterity DC 15 Dexterity DC 18 Dexterity DC 20

Qualities Damage 1d6 Damage 2d6 Damage 3d6 Damage 4d6
Trample As a full-round action, you can attempt to overrun any creature that is at least one size category
smaller than yourself. This works just like the overrun combat maneuver, but the trampling creature does
not need to make a check, it merely has to move over opponents in its path. Targets of a trample take
bludgeoning damage. Targets of a trample can make an attack of opportunity, but at disadvantage. If targets
forgo an attack of opportunity, they can attempt to avoid the trampling creature and receive a Dexterity save
to take half damage. You can only deal trampling damage to each target once per round, no matter how many
times its movement takes it over a tarEet creature.

Standard Bite Melee weapon Bite Melee weapon attack: Bite Melee weapon Bite Melee weapon

Actions attack: +6 to hit, reach 5 +6 to hit, reach 5 ft, one  attack: +8 to hit, reach attack: +7 to hit, reach
ft., one target. Hit 1d8+9 target. Hit 2d6+13 (20) 10 ft., one target. Hit 10 ft., one target. Hit
(14) piercing damage. piercing damage. 3d6+21 (32) piercing 3d6+22 (32) piercing

damage. damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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00,
BeEHEMOTH (CORPSE) ® ., Wt
- Low Moderate Advanced
9 Terrain

Any Land

Q Rarity Rare

i* Organization Solitary

B Treasure None

hd campaign setting.
Overvieu
B A village near to a historical battlefield was recently

evacuated after an enormous undead humanoid attacked

it, killing dozens. The PCs are asked to defeat the
monstrosity so the villagers can return to their home.

A horrid monstrosity, this creature is a gigantic humanoid B The PCs are wandering near a plain where a battle

form composed of dozens, or perhaps hundreds, of individual occurred long ago. A Corpse Behemoth, having arisen
dead bodies, which writhe and flail about even as they make from the dead bodies of an army once slain here, strides
locomotion and attacks possible. from the nearby forest to attack them.

B The PCs are facing a relatively easy opponent in a plain
or ruin, and cast a spell with the Death or Necromancy
descriptor. The dark energy is sufficient to complete the
generation of a Corpse Behemoth, which rises and attacks
them.

Q Common Lore (no check required): Perhaps the
greatest of the undead monstrosities is a titanic dead
warrior, formed of corpses.

@ Expanded Lore: Corpse Behemoths are massive undead
formed when a catastrophe befalls an entire large

group of people, typically soldiers who perish in battle @ Deadstench: Creatures within 40’ must succeed at a DC
simultaneously.

18 / 20/ 22 / % 24 Constitution save or
Requires D Intelligence (Nature) check DC 14 / become Nauseated. Success grants a creature immunity

to this effect for 1 hour.

:
18/ . 22/ % 2 @ Frightful Presence: 30’, DC 16 / 18 / 20 / %

22 Wisdom to avoid being Frightened.

@ Throw Corpse: As a standard action, the Corpse
Behemoth flings an entire dead body at one oonent

within 80’. The target must succeed at a DC 17 /
19 / 21/ % 23 Dexterity save or suffer 2d12+8

encounter Behavior bludgeoning damage.

@ Dripping Bodies: Though the dark magic which makes
a Corpse Behemoth possible is sufficient to keep its
component bodies connected, it’s not much stronger
than what is barely needed to do so. As a result, Grab,

A Corpse Behemoth will seek out and destroy any living Grapple, Constrict, Reposition, Trip, Drag, and similar

creatures it is aware of. Its attacks are relentless until its attempts to manipulate the creature are made with a -6
demise. circumstance penalty.

Any land, typically battlefields / plains or ruins.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Low Moderate Advanced > Elite
Armor Class 21 = 22 23
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 7120 202 295 426
Speed 15 ft. Swim 60 ft.
Size, Type, Gargantuan undead, Gargantuan undead, Gargantuan undead, Gargantuan undead,
A|ignment chaotic evil chaotic evil chaotic evil chaotic evil
STR 23 (+6) STR 23 (#6) STR 25 (+7) STR 28 (+9)
DEX 11 (+0) DEX 11 (+0) DEX 11 (+0) DEX 16 (+3)
s vl ,  CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
. INT 1 (5) INT 1 (50 INT 1 (-5) INT 5 (-3)
WIS 1 (5) WIS 1 (5 WIS 1 (-5 WIS 5 (-3)
CHA 20 (+5) CHA 20 (+5) CHA 20 (+5) CHA 22 (+6)
Saving )
Throws
esistances olq, a Sical attackKs exce udgeoning or magic
Resist Cold, all physical attack pt bludgeoning gi
mmunities ISeased, exnaustion, ratigued, psycnic, paralyzed, poisoned, unconscious, stunne
I iti di d, exhaustion, fatigued, psychic, paralyzed, poi d i t d
Vulnerabilities -
S Passive Perception +5, Passive Perception +5, Passive Perception +13, Passive Perception +16,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages -
Challenge 70 18 25 30
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 17 Wisdom DC 19 Wisdom DC 22 Wisdom DC 24
Qualities Leviathan's Call The tone of a Corpse Behemoth’s eerie song varies from that of a wistful memory to a
burning hatred. As a standard action, a Corpse Behemoth can sing. Living creatures within a 120-foot radius
of a singing Corpse Behemoth must succeed at a Wisdom save or become fascinated or frightened (Corpse
Behemoth’s choice) for 1 round. Any creature that succeeds at this save cannot be affected by the same
Corpse Behemoth’s leviathan’s call ability for 24 hours. This is a sonic mind-affecting effect.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 17 Constitution DC 19 Constitution DC 22 Constitution DC 24
Qualities Damage 4d8 Damage 8d8 Damage 10438 Damage 12d10
Resonant Song As a standard action with Recharge 2, the Corpse Behemoth can release a damaging
resonance, dealing sonic damage to creatures in a 60-foot cone (Constitution save halves).
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Dexterity DC 17 Dexterity DC 19 Dexterity DC 22 Dexterity DC 24
Qualities Damage 2d8+6 Damage 4d8+12 Damage 6d8+16 Damage 8d8+20

Smashing Breach As a full-round action, a swimming Corpse Behemoth can make a special charge attack

against a creature on the water’s surface. At the end of its charge, the whale breaches, slamming down with

incredible force. Any Huge or smaller creatures in the Corpse Behemoth’s space must succeed at a Dexterity
save or take bludgeoning damage and be forced into the nearest empty square adjacent to the Corpse
Behemoth. Humanoid creatures killed by this ability rise as draugr in 1d6 hours.
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Low Moderate Advanced

Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 17 Wisdom DC 19 Wisdom DC 22 Wisdom DC 24
Qualities Damage 3d6 Damage 4d6 Damage 6d6 Damage 8d6

Undead Parasites A 30-foot-radius cloud of undead fish and sea birds surrounds a Corpse Behemoth.
Creatures starting their turn within the cloud must succeed at a Wisdom save or be nauseated for 1 round
and take 6d6 points of damage. Creatures with the ability to channel positive energy can suppress this aura
for 1 round by expending one use of channel energy. The Corpse Behemoth receives a Wisdom save against

this effect.

Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon Bite Melee weapon

Actions attack: +7 to hit, reach attack: +6 to hit, reach attack: +8 to hit, reach attack: +9 to hit, reach
20 ft., one target. Hit 20 ft., one target. Hit 30 ft., one target. Hit 30 ft., one target. Hit
6d4+16/19-00 (31) 6d4+16/19-00 (31) 6d8+13/19-00 (40) 6d8+16/19-00 (43)
piercing damage. piercing damage. piercing damage. piercing damage.
Tail Slap Melee weapon  Tail Slap Melee weapon Tail Slap Melee weapon  Tail Slap Melee weapon
attack: +7 to hit, reach attack: +6 to hit, reach attack: +8 to hit, reach attack: +9 to hit, reach
20 ft., one target. 20 ft., one target. 30 ft., one target. 30 ft., one target.
Hit 4d4+16 (26) Hit 4d4+16 (26) Hit 4d8+19 (37) Hit 4d8+24 (42)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.

Legendary -

Actions

Innate ;

Spellcasting

Spellcasting

Possessions
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BEHEMOTH (MAGMA) ‘ Ei M .
- Low Moderate Advanced
9 Terrain

Any Mountains or Underground
Q Rarity S

Solitary

None

Overviem B Adventurers who have delved deeply into the nearby
mountains have not returned. Although the region is
known to be home to monsters, and many have suffered

greivous injury there, it’s been a very long time since
anyone was truly lost and presumed dead.

A towering humanoid formed of liquid magma, this creature B The PCs encounter a primitive mountain or hill tribe who

emits a massive wave of heat and the air shimmers around it worship a god they call “Magmor” who they claim lives

from the effect. underneath a nearby mountain and seeks vengeance on
the living unless sacrifices are made into the volcano.
Their description of Magmor is a Magma Behemoth.

q ORI (D checl‘< required?: Do'not SnBeEe . @ Heatwave: All creatures within 20’ suffer 2d4 points of
volcano gods, for they will send emissaries made of solid Fire damage per round

fire!

@ Haze: Ranged attacks against the Magma Behemoth are
made with a -4 circumstance penalty as the limits of the
creature’s exact location are uncertain.

@ Expanded Lore: Powerful magic deep within mountains
and volcanos gives birth to Magma Behemoths: enormous
creatures formed of magic and liquid rock.

@ Lava Geyser: As a full-round action, a Magma Behemoth

Requires Q Intelligence (Nature) check DC 14 / may emit a geyser of molten lava. This takes the form of
a line, 10’ wide and 80’ long, in which all creatures suffer
18 / X} 22 / B3 26. 6d8 Fire damage (DC 18 Dexterity halves).

@ Lavaballs: A Magma Behemoth may cast fireball 3x/day,

- @ Molten Appendages: Melee strikes from a Magma
MaundTEA L e AaRaRt Y Behemoth inflict an additional 2d6 Fire damage.

€ncounter Behavior

Magma Behemoths will attack any moving creature they can
perceive, and will do so until that creature’s death.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.
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INlustration 10: Magma Behemoth
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Armor Class

Hit Points

Speed

Low Moderate Advanced
23 23

21 23

(natural armor) (natural armor) (natural armor) (natural armor)

121 182 497 680
40 ft. Fly 200 ft. (Good)

Size, Type,
Alignment

Ability
Scores /[
Saves

Saving
Throws

Resistances
Immunities

Vulnerabilities
Senses

Languages
Challenge

Gargantuan monstrosity, ~Gargantuan monstrosity, ~ Gargantuan monstrosity, ~Gargantuan monstrosity,
unaligned unaligned unaligned unaligned

STR 24 (+7) STR 27 (+8) STR 29 (+9) SR 32 @10)
DEX 12 (+1) DEX 12 (+1) DEX 8 (1) DEX 12 (+1)
CON 19 (+4) CON 19 (+4) CON 21 (+5) CON 23 (+6)
INT 1 (5 INT 1 (5} INT 1 (-5 INT 5 (-3)
WIS 13 (+1) WIS 13 (#1) WIS 13 (#1) WIS 17 (+3)
CHA 14 (+2) CHA 14 (+2) CHA 14 (+2) CHA 17 (+3)

all physical attacks

Aging, Bleed, diseased, Electricity, Fire, psychic, Negative Levels, paralyzed, Permanent
Wounds, Petrification, poisoned, Polymorph

Passive Perception Passive Perception Passive Perception Passive Perception
+15, Blindsight 60 ft., +16, Blindsight 60 ft., +20, Blindsight 60 ft., +22, Blindsight 60 ft.,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

10 15 20 25

Special
Abilities &
Qualities

Special
Abilities &
Qualities

Bleed You can cause wounds that continue to bleed, inflicting an additional 2d6 damage each round at the
start of the affected creature’s turn. This bleeding can be stopped by a successful DC 15 Medicine skill
check or through the application of any magical healing.

Regeneration You are difficult to kill. You heal damage at 20 points per round, but you cannot die as long

as your regeneration is still functioning (although you still fall unconscious when their hit points are below
0). Evil weapons and effects cause your regeneration to stop functioning on the round following the attack.
During this round, you cannot heal any damage and can die normally. Attack forms that don’t deal hit point
damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation,
thirst, or suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts
if they are brought together within 1 hour of severing. Severed parts that are not reattached wither and die
normally.

Ruinous A behemoth’s natural attacks penetrate resistance as if they were epic/mythic and magic.
Whenever it strikes a creature or object with a spell effect in place, it can attempt to dispel one randomly
determined spell effect on that creature as if with a dispel magic (CL 20th).

Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers
from them at the end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated,
sickened, slowed, staggered, and stunned.

Gale A Magma Behemoth can generate winds of up to hurricane force as a free action, blowing in as many
as three different directions at once. The winds blow either away from or directly toward the behemoth in a
30-foot-wide path that extends for 1,000 feet.

Scales A Magma Behemoth can hurl up to six scales from its wings (range increment 100 feet) as a standard
action.
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Low

Moderate

Advanced

Special
Abilities &
Qualities

Saving Throw Dexterity
DC 18

Electricity Damage 2d6
Sonic Damage 2d6

Saving Throw Dexterity
DC 20

Electricity Damage 3d6
Sonic Damage 3d6

Saving Throw Dexterity
DC 24

Electricity Damage 5d6
Sonic Damage 5d6

Saving Throw Dexterity
D&25

Electricity Damage 7d6
Sonic Damage 7d6

Thunderbolt As a standard action with Recharge 2, a behemoth can shoot a bolt of lightning that deals
electricity damage and sonic damage, and that causes permanent deafness in a 200-foot line (Dexterity save

halves damage and negates deafness).

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions
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Bite Melee weapon
attack: +7 to hit, reach
20 ft., one target. Hit
1d4+18 (20) piercing
damage.

Scales Ranged weapon
attack: +1 to hit, one
target. Hit 1d8 (8)
bludgeoning damage.

Talons Melee weapon

attack: +7 to hit, reach
20 ft., one target. Hit

2d6+18 (25) slashing
damage.

Wings Melee weapon
attack: +7 to hit, reach
20 ft., one target.

Hit 8d6+18 (46)
bludgeoning damage.

Bite Melee weapon
attack: +8 to hit, reach
20 ft., one target. Hit
1d4+22 (24) piercing
damage.

Scales Ranged weapon
attack: +0 to hit, one
target. Hit 1d8 (8)
bludgeoning damage.

Talons Melee weapon

attack: +8 to hit, reach
20 ft., one target. Hit

2d6+22 (29) slashing
damage.

Wings Melee weapon
attack: +8 to hit, reach
20 ft., one target.

Hit 8d6+22 (50)
bludgeoning damage.

Bite Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
1d6+17 (20) piercing
damage.

Scales Ranged weapon
attack: +2 to hit, one
target. Hit 1d10 (10)
bludgeoning damage.

Talons Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
2d8+17 (26) slashing
damage.

Wings Melee weapon
attack: +10 to hit,

reach 30 ft., one target.
Hit 8d8+17 (53)
bludgeoning damage.

Bite Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
1d8+20 (24) piercing
damage.

Scales Ranged weapon
attack: +4 to hit, one
target. Hit 2d8 (9)
bludgeoning damage.

Talons Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
3d8+20 (34) slashing
damage.

Wings Melee weapon
attack: +10 to hit,
reach 30 ft., one target.
Hit 16d6+20 (76)
bludgeoning damage.



BeEHEMOTH (SHADOW) ®.
- Low Moderate Advanced
9 Terrain

Any Land
Q Rarity Rare
Leader / Solo
Solitary
None

Overvieu

A massive blight upon daylight, it seems as though a
shifting, semi-humanoid form the size of a mountain has
blotted out the sun. Fingers of darkness ebb from its
periphery, and seem to infest everything it comes close to.

upon the sun. Many have fled, but most are presumed
dead. The survivors ask the party’s help in defeating the
intruder and restoring peace.

B A religious faction has witnessed what they consider
to be the End Times, Armageddon, or the Rapture,
depending on their theology and scripture. Rather
than wait for the coming disaster, they have contrived
to commit mass suicide. Others have noted this, and,
terrified on their behalf and considering them insane,
ask the PCs to talk some sense into the church. Religious
leaders describe the harbinger as a Shadow Behemoth; if
the party can defeat it or gather evidence that it is simply

a monster and not a token of total destruction, the church
Q Common Lore (no check required): When the dark
itself is incarnate, it blights out the very sun in its anger! _

@ Expanded Lore: A Shadow Behemoth is a shape of pure @ Lightblight: Within 30’, a Shadow Behemoth emits a

darkness, and can blind its opponents. constant deeper darkness effect. From 30’ to 100/, this
effect is reduced to a darkness effect.

Requires D Intelligence (Nature) check DC 14 /
@ Viscous Dark: Each time a creature suffers a melee

18/ 22/ % 26. attack from a Shadow Behemoth, it must make a DC 18
Wisdom save or become Blinded for 1d4 rounds. Each

creature must attempt this save during each attack,
regardless of whether it succeeds or fails: A creature
suffering this effect more than once becomes more
Any Land. permanently blinded: the effect lasts for a full day per
additional save failed. Accumulating more than 6 days’
worth of this effect converts it to a permanent blindness

encounter BthUiOI’ that only a greater restoration or more powerful magic

can undo.

@ Shadow Tendrils: A Shadow Behemoth may make its

melee attacks against any opponent within the range of
its Lightblight effect.

A Shadow Behemoth will attack any moving creatures it is
aware of, unto death.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

@ Uncertain Form: A Shadow Behemoth is never subject to
opportunity attacks.

@ Pure Shadow: A Shadow Behemoth always has
advantage on Stealth checks.

B Villages have been terrorized by a living, moving blight
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Low Moderate Advanced
Armor Class 23 23 23 23
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 85 126 277 391
Speed 30 ft. Burrow 30 ft.
Size,Type, Gargantuan monstrosity, ~Gargantuan monstrosity,  Gargantuan monstrosity, Gargantuan monstrosity,
Alignment neutral evil neutral evil neutral evil neutral evil
STR 23 (+6) STR 25 (+7) STR 27 (+8) SR 30 @10
- DEX 17 (+3) DEX 17 (+3) DEX 14 (+2) DEX 17 (+3)
CPUe , CON 14 (+2) CON 14 (+2) CON 17 (+3) CON 19 (+4)
- INT 1 (5 INT 1 (5 INT 1 (5) INT 5 (-3)
WIS 12 (+#1) WIS 12 (#1) WIS 12 (#1) WIS 16 (+3)
CHA 13 (+1) CHA 13 (#1) CHA 13 (+1) CHA 17 (+3)
Saving
Throws -

Resistances

Cold, all physical attacks
Acid, Aging, Bleed, diseased, Fire, psychic, Negative Levels, paralyzed, Permanent Wounds,

Immunities N .
Petrification, poisoned, Polymorph
Vulnerabilities -
Passive Perception Passive Perception Passive Perception Passive Perception
S +15, Blindsight 60 +16, Blindsight 60 +19, Blindsight 60 +22, Blindsight 60
S ft., Darkvision 60 ft., ft., Darkvision 60 ft., ft., Darkvision 60 ft., ft., Darkvision 60 ft.,
Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft. Tremorsense 60 ft.
Languages  Aklo (cannot speak)
Challenge 10 15 20 25
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 18 Constitution DC 20 Constitution DC 23 Constitution DC 25
Qualities Mighty Roar As a standard action with Recharge 2, a Shadow Behemoth can issue a mighty roar in a 60-foot
cone that duplicates the effect of a prismatic spray (Constitution save for half damage). This is a sonic effect.
Special Regeneration You are difficult to kill. You heal damage at 20 points per round, but you cannot die as long
Abilities & as your regeneration is still functioning (although you still fall unconscious when their hit points are below
Qualities 0). Evil weapons and effects cause your regeneration to stop functioning on the round following the attack.
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During this round, you cannot heal any damage and can die normally. Attack forms that don’t deal hit point
damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation,
thirst, or suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts
if they are brought together within 1 hour of severing. Severed parts that are not reattached wither and die
normally.

Ruinous A behemoth’s natural attacks penetrate resistance as if they were epic/mythic and magic.
Whenever it strikes a creature or object with a spell effect in place, it can attempt to dispel one randomly
determined spell effect on that creature as if with a dispel magic (CL 20th).

Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers
from them at the end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated,
sickened, slowed, staggered, and stunned.



Low

Moderate

Advanced

Special
Abilities &
Qualities

Special
Abilities &
Qualities

Saving Throw
Constitution DC 18

Damage 2d6

Saving Throw

Constitution DC 20
Damage 3d6

Saving Throw

Constitution DC 23
Damage 4d6

Saving Throw

Constitution DC 25
Damage 6d6

Rock Spitting A Shadow Behemoth can spit rocks from the essentially inexhaustible store in its gizzard. It
can spit up to four rocks as a standard action, with a range increment of 60 feet. A creature that is critically
hit by one of these rocks must make a Constitution save to resist being stunned for 1 round.

Saving Throw
Dexterity DC 18

Ongoing Damage 2d6

Saving Throw

Dexterity DC 20

Ongoing Damage 4d6

Saving Throw

Dexterity DC 23

Ongoing Damage 6d6

Saving Throw

Dexterity DC 25

Ongoing Damage 8d6

Swallow Whole The creature makes one bite Attack against a target at least one size category smaller than
itself. If the Attack hits, the target is swallowed. The swallowed target is Blinded and Restrained, it has total

cover against attacks and other Effects outside the creature, and continues to take damage each round. The

creature can have only one target swallowed at a time. If the creature dies, a swallowed creature is no longer
Restrained by it and can escape from the corpse using 5 feet of Movement, exiting prone.”

Standard
Actions

Special
Actions

Innate
Spellcasting

Spellcasting
Possessions

Bite Melee weapon
attack: +7 to hit, reach
20 ft., one target. Hit
4d4+16 (26) piercing
damage.

Gore Melee weapon
attack: +7 to hit, reach
20 ft., one target. Hit
4d4+16 (26) piercing
damage.

Stomps Melee weapon
attack: +7 to hit, reach
20 ft., one target.

Hit 2d6+16 (23)
bludgeoning damage.

Saving Throw
Dexterity DC 18

Damage 2d8

Bite Melee weapon
attack: +8 to hit, reach
20 ft., one target. Hit
4d4+19 (29) piercing
damage.

Gore Melee weapon
attack: +8 to hit, reach
20 ft., one target. Hit
4d4+19 (29) piercing
damage.

Stomps Melee weapon
attack: +8 to hit, reach
20 ft., one target.

Hit 2d6+19 (26)
bludgeoning damage.

Saving Throw
Dexterity DC 20

Damage 3d8

Bite Melee weapon
attack: +8 to hit, reach
30 ft., one target. Hit
4d6+15 (29) piercing
damage.

Gore Melee weapon
attack: +8 to hit, reach
30 ft., one target. Hit
4d6+15 (29) piercing
damage.

Stomps Melee weapon
attack: +8 to hit, reach
30 ft., one target. Hit

2d8+7 (16) bludgeoning

damage.

Saving Throw
Dexterity DC 23

Damage 4d8

Bite Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
4d8+18 (36) piercing
damage.

Gore Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
4d8+18 (36) piercing
damage.

Stomps Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit

3d8+9 (22) bludgeoning

damage.

Saving Throw
Dexterity DC 25

Damage 6d8

Trample As a full-round action, you can attempt to overrun any creature that is at least one size category
smaller than yourself. Targets of a trample take 2d8+13 points of damage. Targets of a trample can make an
attack of opportunity, but at disadvantage. If targets forgo an attack of opportunity, they can attempt to avoid
the trampling creature and receive a Dexterity save to take half damage. You can only deal trampling damage
to each target once per round, no matter how many times its movement takes it over a target creature.
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Berevora Swoce) @ K BE o=

Low Moderate Advanced > Elite
Q Terrain Any Swamp, Urban, or Underground

Q Rarity liszire

B Role Leader / Solo
i* Organizatio Solitary
% Treasure None

campaign setting.

Overvieu

s A local village is in the path of a Snowy Behemoth that
is moving very slowly toward it. The PCs are asked to
either help evacuate, or to deter or destroy the Behemoth
before it overruns the town.

A massive, bubbling and oozing pile of viscous sludge this B An army camps for the night. While they sleep, a Snowy

creature seems to radiate a lethargic haze from the putrid Behemoth overruns the camp, swallowing dozens before

g00p. the alarm can be sounded. The PCs are either traveling
with the army in the course of another quest, or run into
scattered remnants of the army as they flee the situation.

q Common Lore (no check required): A living pile of

@ Miasmic Resin: Creatures within 20’ suffer a
circumstance penalty to their base Speed, which is

sludge eats everything in its path.

@ Expanded Lore: Snowy Behemoths are enormous piles of slowed by half its normal rate. Any creature may attempt
semi-sentient sludge which can produce a slowing effect aDC 16 / 17 / 23/ % 24 Wisdom save to
in victims. shake off the effect; this requires a standard action.
If the save is successful, that creature is immune to
Requires D Intelligence (Nature) check DC 14 / Miasmic Resin effects for 24 hours.
18/ 22/ % 26. @ Sludge Overrun: A Snowy Behemoth may move into any

space occupied by any number of creatures at least two
sizes categories smaller than itself. While occupying

the same space as one or more creatures in this manner,
those creatures have their base Speed cut by two-thirds
Swamps, Urban, Underground (round down, minimum 5’, does not stack with the
Miasmic Resin effect, no save allowed while the creatures
are within the space occupied by the Behemoth). The
Behemoth may make one melee strike against each such
creature, with no limit on the maximum number of such

encounter Behavior attacks that may apply. Melee attacks conducted in this

manner hit automatically.

A Snowy Behemoth will move toward any moving creature
it senses. Stationary creatures it is not already aware of are
safe from attacks.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Armor Class

Hit Points

Speed

Low Moderate Advanced
22 23 23 23

(natural armor) (natural armor) (natural armor) (natural armor)

78 136 403 569
40 ft. Fly 200 ft. (Good) Swim 40 ft.

Size, Type,
Alignment

Ability
Scores /[
Saves

Saving
Throws

Resistances
Immunities

Vulnerabilities
Senses

Languages
Challenge

Gargantuan monstrosity, ~Gargantuan monstrosity,  Gargantuan monstrosity, ~Gargantuan monstrosity,
chaotic evil chaotic evil chaotic evil chaotic evil

STR 24 (+7) STR 25 (+7) STR 28 (+9) SR 30 @10)
DEX 14 (+2) DEX 15 (+2) DEX 11 (#0) DEX 15 (+2)
CON 14 (+2) CON 14 (+2) CON 18 (+4) CON 20 (+5)
INT 1 (5 INT 1 (5 INT 1 (5 INT 1 (5
WIS 10 (+0) WIS 10 (+0) WIS 10 (+0) WIS 14 (+2)
CHA 3 (4 CHA 3 (4 CHA 3 (4 CHA 7 (2

all physical attacks

Aging, Bleed, diseased, Electricity, Fire, psychic, Negative Levels, paralyzed, Permanent
Wounds, Petrification, poisoned, Polymorph

Passive Perception Passive Perception Passive Perception Passive Perception
+14, Blindsight 60 ft., +15, Blindsight 60 ft., +19, Blindsight 60 ft., +21, Blindsight 60 ft.,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

10 15 20 25

Special
Abilities &
Qualities

Special
Abilities &
Qualities

Bleed You can cause wounds that continue to bleed, inflicting an additional 2d6 damage each round at the
start of the affected creature’s turn. This bleeding can be stopped by a successful DC 15 Medicine skill
check or through the application of any magical healing.

Regeneration You are difficult to kill. You heal damage at 20 points per round, but you cannot die as long

as your regeneration is still functioning (although you still fall unconscious when their hit points are below
0). Evil weapons and effects cause your regeneration to stop functioning on the round following the attack.
During this round, you cannot heal any damage and can die normally. Attack forms that don’t deal hit point
damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation,
thirst, or suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts
if they are brought together within 1 hour of severing. Severed parts that are not reattached wither and die
normally.

Ruinous A behemoth’s natural attacks penetrate resistance as if they were epic/mythic and magic.
Whenever it strikes a creature or object with a spell effect in place, it can attempt to dispel one randomly
determined spell effect on that creature as if with a dispel magic (CL 20th).

Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers
from them at the end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated,
sickened, slowed, staggered, and stunned.

Gale A Sludge Behemoth can generate winds of up to hurricane force as a free action, blowing in as many
as three different directions at once. The winds blow either away from or directly toward the behemoth in a
30-foot-wide path that extends for 1,000 feet.

Scales A Sludge Behemoth can hurl up to six scales from its wings (range increment 100 feet) as a standard
action.
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Low

Moderate

Advanced

Special
Abilities &
Qualities

Saving Throw Dexterity
DC 18

Electricity Damage 3d6
Sonic Damage 3d6

Saving Throw Dexterity
DC 20

Electricity Damage 4d6
Sonic Damage 4d6

Saving Throw Dexterity
DC 24

Electricity Damage 6d6
Sonic Damage 6d6

Saving Throw Dexterity
D&25

Electricity Damage 8d6
Sonic Damage 8d6

Thunderbolt As a standard action with Recharge 2, a behemoth can shoot a bolt of lightning that deals
electricity damage and sonic damage, and that causes permanent deafness in a 200-foot line (Dexterity save

halves damage and negates deafness).

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions
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Bite Melee weapon
attack: +7 to hit, reach
20 ft., one target. Hit
1d4+18 (20) piercing
damage.

Claw Melee weapon
attack: +7 to hit, reach
20 ft., one target. Hit
2d6+12 (19) slashing
damage.

Scales Ranged weapon
attack: +3 to hit, one
target. Hit 1d8 (8)
bludgeoning damage.

Talons Melee weapon
attack: +7 to hit, reach
20 ft., one target. Hit
2d6+18 (25) slashing
damage.

Wings Melee weapon
attack: +7 to hit, reach
20 ft., one target.

Hit 8d6+18 (46)
bludgeoning damage.

Bite Melee weapon
attack: +8 to hit, reach
20 ft., one target. Hit
1d4+19 (22) piercing
damage.

Claw Melee weapon
attack: +8 to hit, reach
20 ft., one target. Hit
2d6+13 (20) slashing
damage.

Scales Ranged weapon
attack: +2 to hit, one
target. Hit 1d8 (8)
bludgeoning damage.

Talons Melee weapon

attack: +8 to hit, reach
20 ft., one target. Hit

2d6+19 (26) slashing
damage.

Wings Melee weapon
attack: +8 to hit, reach
20 ft., one target.

Hit 8d6+19 (47)
bludgeoning damage.

Bite Melee weapon
attack: +9 to hit, reach
30 ft., one target. Hit
1d6+16 (20) piercing
damage.

Claw Melee weapon
attack: +9 to hit, reach
30 ft, one target. Hit
2d8+16 (25) slashing
damage.

Scales Ranged weapon
attack: +3 to hit, one
target. Hit 1d10 (10)
bludgeoning damage.

Talons Melee weapon
attack: +9 to hit, reach
30 ft, one target. Hit
2d8+16 (25) slashing
damage.

Wings Melee weapon
attack: +9 to hit, reach
30 ft., one target.

Hit 8d8+16 (52)
bludgeoning damage.

Bite Melee weapon
attack: +10 to hit, reach
30 ft., one target. Hit
1d8+19 (24) piercing
damage.

Claw Melee weapon
attack: +10 to hit, reach
30 ft, one target. Hit
3d8+19 (32) slashing
damage.

Scales Ranged weapon
attack: +5 to hit, one
target. Hit 2d8 (9)
bludgeoning damage.

Talons Melee weapon
attack: +10 to hit, reach
30 ft, one target. Hit
3d8+19 (32) slashing
damage.

Wings Melee weapon
attack: +10 to hit,

reach 30 ft., one target.
Hit 16d6+19 (75)
bludgeoning damage.



BEHEMOTH (SNOWY) ®:
- Low Moderate Advanced
9 Terrain

Any Cold Land
Q Rarity Rare
Leader / Solo
Solitary
None

Overvieu

An avalanche given form and will, this massive shifting pile
of snow seems to embody the very essence of unrelenting
winter.

campaign setting.

B While seeking out a rumored hidden cavern, adventurers
awoke a mighty snow monster, from which they barely
escaped with their lives. They still believe that the cave
full of treasure exists, but would like to enlist the party’s
help in battling the snow monster. They offer to split any
treasure discovered.

B The PCs are traversing cold mountainous terrain on their
way elsewhere, when suddenly a Snowy Behemoth erupts
from the side of a snow-covered mountain. This reveal
is all the more interesting if triggered by a loud sound,
conversation, or even the clash of battle with lesser

_ monsters.

Q Common Lore (no check required): Giant snow

T _
winds.

m Expanded Lore: Snowy Behemoths can send arctic winds @ Arctic Winds: 40’, at the start of each of its turns,

and avalanches against their enemies, and are formidable creatures in this radius must make a DC 18 / 19

opponents when faced in cold temperatures. / 24/ % 26 Dexterity save or be knocked prone.
This effect applies each round, regardless of whether the

Requires Q Intelligence (Nature) check DC 14/ creature(s) involved have failed, passed, or yet attempted
a save against this effect.

18 / X} 22 / B3 26.

@ Snow Dependency: A Snowy Behemoth encountered in

an environment without snow, or in a temperate climate
(even temporary magical weather effects that eliminate
or suppress the naturally-snowy and cold circumstances

Any cold land. of this creature) suffers a -4 competence penalty to its
attack rolls, damage rolls, skill and ability checks, and
the DC of its effects.

€ncounter Behavior

A Snowy Behemoth will attack any creature it is aware of. It
will pursue enemies beyond its natural environment.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Low Moderate Advanced
Armor Class 21 = 22 23
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 172 171 460 718
Speed 40 ft. Fly 200 ft. (Good)
Size,Type, Huge monstrosity, Huge monstrosity, Gargantuan monstrosity, Gargantuan monstrosity,
Alignment chaotic neutral chaotic neutral chaotic neutral chaotic neutral
STR 22 (+6) STR 24 (+7) STR 26 (+8) SR 30 @10)
~ DEX 12 (+1) DEX 12 (+1) DEX 8 (-1) DEX 12 (+1)
s vl ,  CON 18 (+4) CON 18 (+4) CON 20 (+5) CON 24 (+7)
i INT 1 (5 INT 1 (5 INT 1 (5 INT 1 (-5
WIS 16 (+3) WIS 16 (+3) WIS 16 (+3) WIS 18 (+4)
CHA 8 (1) CHA 8 (1) CHA 8 (1) CHA 12 (+1)
Saving
Throws -

Resistances
Immunities

Vulnerabilities
Senses

Languages
Challenge

all physical attacks

Aging, Bleed, diseased, Electricity, Fire, psychic, Negative Levels, paralyzed, Permanent

Wounds, Petrification, poisoned, Polymorph

Passive Perception
+17, Blindsight 60 ft.,
Darkvision 120 ft.

10

Passive Perception
+18, Blindsight 60 ft.,
Darkvision 120 ft.

15

Passive Perception
+22, Blindsight 60 ft.,
Darkvision 120 ft.

20

Passive Perception
+23, Blindsight 60 ft.,
Darkvision 120 ft.

25

Special
Abilities &
Qualities

Special
Abilities &
Qualities

Bleed You can cause wounds that continue to bleed, inflicting an additional 2d6 damage each round at the
start of the affected creature’s turn. This bleeding can be stopped by a successful DC 15 Medicine skill
check or through the application of any magical healing.

Regeneration You are difficult to kill. You heal damage at 20 points per round, but you cannot die as long

as your regeneration is still functioning (although you still fall unconscious when their hit points are below
0). Evil weapons and effects cause your regeneration to stop functioning on the round following the attack.
During this round, you cannot heal any damage and can die normally. Attack forms that don’t deal hit point
damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation,
thirst, or suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts
if they are brought together within 1 hour of severing. Severed parts that are not reattached wither and die

normally.

Ruinous A behemoth’s natural attacks penetrate resistance as if they were epic/mythic and magic.
Whenever it strikes a creature or object with a spell effect in place, it can attempt to dispel one randomly
determined spell effect on that creature as if with a dispel magic (CL 20th).

Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers
from them at the end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated,
sickened, slowed, staggered, and stunned.

Gale A Snowy Behemoth can generate winds of up to hurricane force as a free action, blowing in as many
as three different directions at once. The winds blow either away from or directly toward the behemoth in a
30-foot-wide path that extends for 1,000 feet.

Scales A Snowy Behemoth can hurl up to six scales from its wings (range increment 100 feet) as a standard

action.




Low

Moderate

Advanced

Special
Abilities &
Qualities

Saving Throw Dexterity
DC 18

Electricity Damage 3d6
Sonic Damage 3d6

Saving Throw Dexterity
DC 20

Electricity Damage 4d6
Sonic Damage 4d6

Saving Throw Dexterity

DC 24

Electricity Damage 6d6

Sonic Damage 6d6

Saving Throw Dexterity
DC 25

Electricity Damage 8d6
Sonic Damage 8d6

Thunderbolt As a standard action with Recharge 2, a behemoth can shoot a bolt of lightning that deals
electricity damage and sonic damage, and that causes permanent deafness in a 200-foot line (Dexterity save

halves damage and negates deafness).

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions
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Bite Melee weapon
attack: +7 to hit, reach
15 ft.,, one target. Hit
1d3+10 (12) piercing
damage.

Scales Ranged weapon
attack: +1 to hit, one
target. Hit 1d6 (6)
bludgeoning damage.

Talons Melee weapon
attack: +7 to hit, reach
15 ft.,, one target. Hit
1d10+10 (16) slashing
damage.

Wings Melee weapon
attack: +7 to hit, reach
15 ft., one target.

Hit 8d4+10 (30)
bludgeoning damage.

Bite Melee weapon
attack: +6 to hit, reach
15 ft.,, one target. Hit
1d3+12 (14) piercing
damage.

Scales Ranged weapon
attack: +0 to hit, one
target. Hit 1d6 (6)
bludgeoning damage.

Talons Melee weapon
attack: +6 to hit, reach
15 ft.,, one target. Hit
1d10+12 (18) slashing
damage.

Wings Melee weapon
attack: +6 to hit, reach
15 ft., one target.

Hit 8d4+12 (32)
bludgeoning damage.

Bite Melee weapon
attack: +9 to hit, reach
20 ft., one target. Hit
1d4+21 (24) piercing
damage.

Scales Ranged weapon
attack: +2 to hit, one
target. Hit 1d8 (8)
bludgeoning damage.

Talons Melee weapon

attack: +9 to hit, reach
20 ft., one target. Hit

2d6+21 (28) slashing
damage.

Wings Melee weapon
attack: +9 to hit, reach
20 ft., one target.

Hit 8d6+21 (49)
bludgeoning damage.

Bite Melee weapon
attack: +11 to hit, reach
30 ft., one target. Hit
1d8+21 (26) piercing
damage.

Scales Ranged weapon
attack: +4 to hit, one
target. Hit 2d8 (9)
bludgeoning damage.

Talons Melee weapon
attack: +11 to hit, reach
30 ft., one target. Hit
3d8+21 (34) slashing
damage.

Wings Melee weapon
attack: +11 to hit,
reach 30 ft., one target.
Hit 16d6+21 (77)
bludgeoning damage.



BeEHEMOTH (TRENCH)

Any Ocean

Rare
Leader / Solo
Solitary
None
B The PCs encounter a massi\{e war gal}ey returns, pattered
and barely seaworthy. It might float into a bay without

explanation, or if the PCs are venturing on the ocean

for another purpose, they may simply come across
_ it‘ A Small handful Of surVivorS appears o be insane,
and rambles about a giant fish-squid that destroyed

Low Moderate Advanced
9 Terrain

This titanic beast has an enormous fish head on top, everything.
and underneath, is surrounded by innumerable, massive
tentacles like an octopus or squid. B Trade ships keep disappearing in transit. They seem

to be lost in a certain region, which local mariners can

pinpoint. When a diplomat, trade prince, or noble goes
missing, local government steps up their concern, and
enlists the PCs to investigate.

Q Common Lore (no check required): Deep in the darkest

parts of the ocean lie enormous fish-headed monsters,

@ Expanded Lore: Trench Behemoths are capable of @ Terror of the Deep: The sight of a Trench Behemoth has
sinking entire fleets in mere minutes, and driving the plunged even seasoned mariners into the darkest parts
survivors insane with fear. of insanity. Upon first glimpsing the Behemoth, each
Requires D Intelligence (Nature) check DC 14 / creature must make a DC 16 / 17/ 22/ % 23

. Wisdom save or become Insane. At the conclusion of the
18 / % 22/ % 26. encounter, each creature driven insane in this manner

may attempt another Wisdom save; if successful, the

effect wears off; if this second save is failed, the insanity
effect becomes permanent until cured via a heal spell
or more powerful magic. This is a mind-affecting, fear

Any ocean. effect.

. @ Vengeful Seas: The waters surrounding a Trench
encounter Behqvlor Behemoth are perpetually choppy. Within a 120’ radius,

ships suffer movement and maneuverability penalties,
and smaller vessels may be subject to capsizing at the
GM’s discretion.

@ Burst from the Depths: In its surprise round, a Trench

Trench Behemoths will attempt to surprise their opponents, Behemoth may rise suddenly from the deep ocean and
rising to the surface quickly from the deeps and bursting into attack. Resolve a round of combat as normal. At the
combat. They are careful and watchful, and will assess the end of the Behemoth’s surprise round, each vessel and
size of all surface vessels before making their strike. Once creature on the surface is scattered in a random direction
battle is joined, they will use the sea and their ability to dive by 4d20’.

deeply as a protective measure, vanishing only to return

@ Hide in the Deep: As a full-round action, a Trench
Behemoth may vanish into the depths. This effectively
removes it from combat in the normal context of
movement mechanics. GMs employing rules for
underwater and deep-water combat may assume that

The following quest snippets or introductory story elements the Behemoth moves at ten times its base Speed for this

can be used to insert this creature into any existing plot or round.

campaign setting.

later.
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Low Moderate Advanced
23 23

23 23

(natural armor) (natural armor) (natural armor) (natural armor)

Hit Points 92 138 368 523
Speed 40 ft. Fly 200 ft. (Good) Swim 40 ft.

Size,Type, Gargantuan monstrosity, ~Gargantuan monstrosity,  Gargantuan monstrosity, ~Gargantuan monstrosity,
A|ignment chaotic evil chaotic evil chaotic evil chaotic evil

STR 24 (+7) STR 27 (+8) SR 30 @10) SR 33 @10)
DEX 24 (+7) DEX 24 (+7) DEX 22 (+6) DEX 24 (+7)
i ,  CON 14 (+2) CON 14 (+2) CON 17 (+3) CON 19 (+4)
R INT 1 (-5 INT 1 (5 INT 1 (5 INT 1 (5)
WIS 17 (+3) WIS 17 (+3) WIS 17 (+3) WIS 18 (+4)
CHA 12 (+1) CHA 12 (+1) CHA 12 (+1) CHA 16 (+3)

Armor Class

Saving
Throws

Resistances Cold, all physical attacks
Aging, Bleed, diseased, Electricity, Fire, psychic, Negative Levels, paralyzed, Permanent

Immunities e . .
Wounds, Petrification, poisoned, Polymorph
Vulnerabilities
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +17, Blindsight 60 ft., +18, Blindsight 60 ft., +22, Blindsight 60 ft., +23, Blindsight 60 ft,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 10 15 20 25
Special Bleed You can cause wounds that continue to bleed, inflicting an additional 2d6 damage each round at the

Abilities & start of the affected creature’s turn. This bleeding can be stopped by a successful DC 15 Medicine skill
Qualities check or through the application of any magical healing.

Regeneration You are difficult to kill. You heal damage at 20 points per round, but you cannot die as long

as your regeneration is still functioning (although you still fall unconscious when their hit points are below
0). Evil weapons and effects cause your regeneration to stop functioning on the round following the attack.
During this round, you cannot heal any damage and can die normally. Attack forms that don’t deal hit point
damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation,
thirst, or suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts
if they are brought together within 1 hour of severing. Severed parts that are not reattached wither and die
normally.

Ruinous A behemoth’s natural attacks penetrate resistance as if they were epic/mythic and magic.
Whenever it strikes a creature or object with a spell effect in place, it can attempt to dispel one randomly
determined spell effect on that creature as if with a dispel magic (CL 20th).
Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers
from them at the end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated,
sickened, slowed, staggered, and stunned.
Special Gale A Trench Behemoth can generate winds of up to hurricane force as a free action, blowing in as many
Abilities & as three different directions at once. The winds blow either away from or directly toward the behemoth in a
Qualities 30-foot-wide path that extends for 1,000 feet.

Scales A Trench Behemoth can hurl up to six scales from its wings (range increment 100 feet) as a standard
action.
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Low

Moderate

Advanced

Special Saving Throw Dexterity ~ Saving Throw Dexterity Saving Throw Dexterity ~ Saving Throw Dexterity

Abilities & DC 18 DC 20 DC 24 DC 25

Qualities Electricity Damage 3d6  Electricity Damage 4d6  Electricity Damage 6d6  Electricity Damage 8d6
Sonic Damage 3d6 Sonic Damage 4d6 Sonic Damage 6d6 Sonic Damage 8d6
Thunderbolt As a standard action with Recharge 2, a behemoth can shoot a bolt of lightning that deals
electricity damage and sonic damage, and that causes permanent deafness in a 200-foot line (Dexterity save
halves damage and negates deafness).

Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon Bite Melee weapon

Actions attack: +7 to hit, reach attack: +8 to hit, reach attack: +10 to hit, reach  attack: +11 to hit, reach
20 ft., one target. Hit 20 ft., one target. Hit 30 ft., one target. Hit 30 ft., one target. Hit
1d4+18 (20) piercing 1d4+22 (24) piercing 1d6+17 (20) piercing 1d8+21 (26) piercing
damage. damage. damage. damage.
Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon
attack: +7 to hit, reach attack: +8 to hit, reach attack: +10 to hit, reach  attack: +11 to hit, reach
20 ft., one target. Hit 20 ft., one target. Hit 30 ft., one target. Hit 30 ft., one target. Hit
2d6+12 (19) slashing 2d6+15 (22) slashing 2d8+17 (26) slashing 3d8+21 (34) slashing
damage. damage. damage. damage.
Scales Ranged weapon Scales Ranged weapon Scales Ranged weapon Scales Ranged weapon
attack: +7 to hit, one attack: +6 to hit, one attack: +8 to hit, one attack: +8 to hit, one
target. Hit 1d8 (8) target. Hit 1d8 (8) target. Hit 1d10 (10) target. Hit 2d8 (9)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.
Talons Melee weapon Talons Melee weapon Talons Melee weapon Talons Melee weapon
attack: +7 to hit, reach attack: +8 to hit, reach attack: +10 to hit, reach  attack: +11 to hit, reach
20 ft., one target. Hit 20 ft., one target. Hit 30 ft., one target. Hit 30 ft, one target. Hit
2d6+18 (25) slashing 2d6+22 (29) slashing 2d8+17 (26) slashing 3d8+21 (34) slashing
damage. damage. damage. damage.
Wings Melee weapon Wings Melee weapon Wings Melee weapon Wings Melee weapon
attack: +7 to hit, reach attack: +8 to hit, reach attack: +10 to hit, attack: +11 to hit,
20 ft., one target. 20 ft., one target. reach 30 ft, one target.  reach 30 ft., one target.
Hit 8d6+18 (46) Hit 8d6+22 (50) Hit 8d8+17 (53) Hit 16d6+21 (77)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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B1LEAKMOTH

Low
9 Terrain

D‘ Role

2%, . .
% Organization

ﬂ Treasure

Overvieu

These enormous moths almost appear as though a Medium-
sized humanoid is wearing a grim moth costume. Its

head seems skeletal, with thin flesh pulled gauntly over a
formidable underlying skull.

Q Common Lore (no check required): Giant bony moths
sound scary, and for good reason.

@ Expanded Lore: Bleakmoths are prized and worshipped
in primitive cultures. They produce a creepy sound while
at rest.

Requires D Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Any temperate or warm land.

€ncounter Behavior

Bleakmoths prefer to attack in groups; a lone Bleakmoth will
tend to use its Bleakfugue effect to induce fear while itself
escaping the area. Any Bleakmoth reduced to fewer than half
its maximum hit points will try to flee.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or

138

Moderate Advanced

Any Temperate or Warm

Uncommon

Skirmisher / Minion

Solitary, Pair, or Kaleidoscope (3-20x)

None

campaign setting.

B Amateur spelunkers report horrible, giant mothlike

creatures in the caves east of town, and ask the PCs to
slay them so they can return to their hobby.

B The party is surrounded by, captured by, or needs to pass

through the lands of a primitive culture, who demand
that the PCs slay a Bleakmoth and bring its head to them
to set things right.

@ Bleakfugue: The bleakmoth’s legs, when rubbed

together, generate a fearsome noise that is repellent

to most creatures. While not attacking or hiding, a
Bleakmoth generates this effect constantly. This gives

it a -6 circumstance penalty to Stealth checks, but also
generates the Bleakfugue effect: Creatures within 60’
must make a DC 14 / 17 / 18 / % 19 Wisdom
save or become Shaken. Failing the save means suffering
the effect so long as a creature remains within the radius;
creatures must attempt the save again each time they re-
enter the area of effect. Any successful save against this
effect will render a creature immune to Bleakfugue for 24
hours. This is a sonic, mind-affecting, fear effect.



Illustration 12: Bleakmoth




Low Moderate Advanced
Armor Class 14 15 16 16
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 27/ 87 127 172
Speed 5 ft. Fly 30 ft. (Average)

Size, Type, Large vermin, chaotic Large vermin, chaotic Large vermin, chaotic Large vermin, chaotic

Alignment neutral neutral neutral neutral
STR 12 (+1) STR 17 (#3) STR 18 (+4) STR 20 (+5)
DEX 9 (-1) DEX 13 (+1) DEX 14 (+2) DEX 14 (+2)

CPUe , CON 12 (+1) CON 16 (+3) CON 16 (+3) CON 16 (+3)

Saves INT 10 (+0) INT 10 (+O) INT 10 (+O) INT 10 (+O)
WIS 13 (+1) WIS 17 (+3) WIS 17 (#3) WIS 17 (+3)
CHA 6 (2 CHA 10 +0) CHA 10 (+0) CHA 10 (+0)

Saving

Throws

Resistances

Immunities  psychic

Vulnerabilities

S Passive Perception +11,  Passive Perception +13,  Passive Perception +13, Passive Perception +13,

enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages

Challenge 5 10 15 20

Standard Claws Melee weapon Claws Melee weapon Claws Melee weapon Claws Melee weapon

Actions attack: +2 to hit, reach attack: +4 to hit, reach 10 attack: +4 to hit, reach attack: +4 to hit, reach
10 ft, one target. Hit ft, one target. Hit 1d6+5 10 ft., one target. Hit 10 ft., one target. Hit
1d6+2 (6) slashing (8) slashing damage. 1d6+6 (10) slashing 1d6+7 (10) slashing
damage. damage. damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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B1LIGHTBORN
Low

9 Terrain

Blightborn

Blightborn are a subrace of humanoids created out of a disastrous
use of magical energy employed in a huge war centuries ago. The
dark energies used warped and perverted normal cells and matter.
Most soldiers, wildlife, and flora on the country-sized battlefield
were destroyed utterly, but those that survived emerged from the
poisoned wastes as a mockery of their former selves.

No one knows whether the Blightborn that exist today are the

very same creatures from that incident, their life prolonged as a
side effect of the spells-both benefit and curse. Or, perhaps the
Blightborn still function enough as normal people to procreate,
passing on their warped genes to new generations of horrible
parodies of normalcy. Still other theories posit that the Blightborn,
damned but sentient as they are, have concocted schemes to lure
normal outsiders into the poisoned wasteland they call home, where
they take action to convert the newcomers into the fold of warped
flesh. Whether this involves a magical ritual, an occult ceremony,
torture, poison, or simply keeping normal people inside the domain
of poison long enough for flesh to succumb to the disturbance like a
disease, it is unclear.

A standard-issue Blightborn, if one can ever be called such, is a
zombielike version of a humanoid race. Humans, elves, dwarves,
halflings, tieflings, gnomes, and more were all present at the
disaster, so all are represented in the Blightborn population. They
are pallid, yellowed creatures, tinged with pustules of green and
grey. Outside of the environment of their posioned wasteland, they
are easy to mistake for zombies, ghouls, or other undead. Their eyes
hold a manic intelligence, ever focused on a point far away, even
when flailing into combat.

q Common Lore (no check required): Horrible yellow
zombies hate the living and will try to drag them back
into a poisoned wasteland.

@ Expanded Lore: Blightborn are disfigured humanoids
arising from poisoned magic. Some theorize that
they seek to burgeon their numbers by taking normal
people and bringing them to their wasted homeland so
newcomers might suffer as they do.

Requires [3 Intelligence (Nature) check DC 14 /

18 />4 22 / ER 26.

The Spellwracked Waste, which they call home. Rarely, they

Moderate

Advanced
Any

Rare

Solider / Normal

Solitary, Pair, Gang (3-5x), Swarm (6-17x), or Mob (10-40x)

None

may be encountered in Mountains, Ruins, or Underground.

&ncounter Behavior

Near their home turf, Blightborn will seek to drag normal creatures
back into the poisoned waste and keep them there to convert

them. Outside of this region, Blightborn will seek to destroy any
living normal creatures they perceive. They are ambivalent toward
undead, viewing them as fellow sufferers of cursed un-life, but
Blightborn judge themselves far above the station of undead, as they
retain sentience and much of the intelligence of their former selves.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B Villagers foraging near the Spellwracked Waste have
been disappearing. The PCs are urged to investigate.

B A diplomat, noble, merchant, or Tribute Magister needs
to pass through the Spellwracked Waste, or a region
near to it that is known to be overrun with Blightborn.
She hires the PCs as guards to help her pass unmolested
through this dangerous area.

@ Blighthaze: 30’, those within suffer a -1 circumstance
penalty to attack and save rolls. For Blightborn
(including Acolytes and Nascents), this aura has the
opposite effect: It grants them a +1 bonus to attack and
save rolls.

@ Blighttouch: Disease, injury. Victims suffering a melee
strike from a Blightborn must make a DC 13/ 16
/ 18 / % 20 Constitution save each time damage
is inflicted. Success results in no further effect; failure
means the victim is infected by Spellwracked Blight.
This condition imposes a -1 competence penalty on each
Ability Score, all attack and damage rolls, saves, and
skill checks. Remove disease or more powerful healing
magic will remove the condition. Prolonged or repeated
exposure to Spellwracked Blight may result in a gradual
transformation into a Blightborn; this is a significant
story event and should be imposed by the GM, rather
than dictated by rules.




Low Moderate Advanced > Elite
Armor Class 15 17 17 17
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 23 75 151 219
Speed 20 ft.
Slze,Type, M?dium Vet el Medium fiend, neutral evil Large fiend, neutral evil Large fiend, neutral evil
Alignment  evil
STR 11 (+0) STR 16 (+3) STR 21 (#5) STR 22 (+6)
DEX 11 (+0) DEX 16 (+3) DEX 14 (+2) DEX 14 (+2)
i , CON 13 (+1) CON 17 (+3) CON 19 (+4) CON 19 (+4)
— INT 10 (+0) INT 10 (+0) INT 10 (#0) INT 10 (+0)
WIS 9 (1) WIS 13 (+1) WIS 13 (+1) WIS 13 (+1)
CHA 11 (+0) CHA 15 (#2) CHA 15 (+2) CHA 15 (+2)
Saving
Throws
Resistances Acid, all physical attacks except good or silver
Immunities  Fire, poisoned
Vulnerabilities
S Passive Perception +9, Passive Perception +11,  Passive Perception +11, Passive Perception +11,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages Celestial, Draconic, Infernal, Telepathy 100 ft.
Challenge 2 7 12 17
Special See in Darkness Devils can see perfectly in darkness of any kind, even that created by magical darkness.
Abilities & Telepathy You can mentally communicate with any other creature within 100 feet that has a language. It is
Qualities possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation
with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple
people at the same time.
Standard Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon
Actions attack: +1 to hit, reach 5 attack: +4 to hit, reach 5  attack: +6 to hit, reach attack: +6 to hit, reach
ft., one target. Hit 1d4+1 ft., one target. Hit 1d4+4 10 ft., one target. Hit 10 ft., one target. Hit
(4) slashing damage. (6) slashing damage. 1d8+9 (14) slashing 1d8+10 (14) slashing
damage. damage.
Legendary -
Actions
Innate

Spellcasting
Spellcasting
Possessions
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N4

Moderate (<)} Advanced

Urban, Plains, or Hills

Low

9 Terrain

Q Rarity Rare
Skirmisher / Normal

Solitary, Pair, or Flock (3-10x)

Standard

can be used to insert this creature into any existing plot or

OU QI'U ielll campaign setting.

B The party is approached by the husband of a farmer
near the Spellwracked Waste. It seems his wife, who
commonly acts as guard against encroaching Blightborn
from the Waste, has begun to transform into a
Blightborn. The PCs are asked to investigate, and to put
the poor woman out of her misery.

Smaller versions of the Blightborn commonly encountered,
Acolytes are those currently undergoing the change from
normal to Blightborn.

B The PCs are asked to perform guard duty for a traveler
who frequently traverses the Spellwracked Waste.
During the journey, he wakes up in the middle of the
night as a Blightborn Acolyte, having suffered sufficiently
from Spellwracked Blight to begin his transformation.

Q Common Lore (no check required): Poisoned zombies

@ Expanded Lore: Blightborn Acolytes are those currently
suffering from a disease that transforms them. In their @Auraless: Unlike true, full Blightborn, Acolytes do not
panic and distress, they will attack any living creature. have a Blighthaze aura.

. q > > @ Blightcall: The wails of a Blightborn in the early stages
Requires ‘ Intelligence (Nature) check DC 14/ of transformation are alluring to their fully warped

brethren. As a standard action, an Acolyte may wail;
18/ 22/ % Ees this has a 25% chance of summoning 1d4 full Blightborn,
who arrive 1d4 rounds later and who will act as full
allies to the Acolyte. Although the Acolyte is repulsed by
Blightborn, an Acolyte will not attack Blightborn, nor vice
versa.

Urban, Plains, or Hills.

€ncounter Behavior

Acolytes will attack any living creature they see, and will
fight to the death. In their distorted, mid-transformation
state of mind, they have little remaining sense of self-
preservation.

The following quest snippets or introductory story elements
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Low Moderate Advanced
16 17

Armor Class 15 16
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 20 74 100 135
Speed 20 ft. Fly 50 ft. (Perfect)
ilﬁge;l-zz:,t Tiny fiend, neutral evil Tiny fiend, neutral evil Small fiend, neutral evil Small fiend, neutral evil
STR 8 (1) STR 14 (+2) STR 18 (+4) STR 19 (+4)
DEX 13 (+1) DEX 17 (+3) DEX 16 (+3) DEX 16 (+3)
ol , CON 8 (1) CON 12 (+1) CON 12 (+1) CON 12 (+1)
5 INT 11 (+0) INT 15 (+2) INT 15 (+2) INT 15 (+2)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2) WIS 14 (+2)
CHA 14 (+2) CHA 17 (#3) CHA 17 (+3) CHA 17 (+3)
SavingThrows - - - -
Resistances Acid, all physical attacks except good or silver
Immunities  Fire, poisoned
Vulnerabilities -
Passive Perception +10, Passive Perception +15, Passive Perception +17, Passive Perception +18,
S P P > P P 8
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages Celestial, Common, Draconic, Infernal, Telepathy 100 ft.
Challenge 3 8 13 18
Special Change Shape A Blightborn Acolyte has the ability to assume the appearance of a Boar, Giant Spider, Rat, or
il Raven, but retains most of its own physical qualities. A Blightborn Acolyte cannot change shape to a form
Abilities & b f h | qual A Blightborn Acol hange sh f
Qualities more than one size category smaller or larger than its original form. This ability functions as a polymorph
spell, but it does not adjust its ability scores (although it gains any other abilities of the creature it mimics).
Special Fast Healing You regain hit points at 2 per round. Fast healing does not restore hit points lost from
HHT starvation, thirst, or suffocation, nor does it allow a creature to regrow lost bo arts. Unless otherwise
Abilities & h ff d | grow lost body p I h
e stated, it does not allow lost bo arts to be reattached. Fast healing continues to function (even at
Qualities d, itd llow lost body p b hed healing fi
negative hit points) until a creature dies, at which point the effects of fast healing end immediately.
Special Saving Throw Saving Throw Saving Throw Saving Throw
HHT Constitution DC 1 Constitution DC 1 Constitution DC 17 Constitution DC 1
Abilities & 3 2 g
iti oison Sting-injury; save Constitution; frequency 1/round for 6 rounds; effect 1d2 Dexterity damage an
Qualities Poison Sting-injury C frequency 1/round for 6 rounds; effect 1d y damage and
is Poisoned; cure 2 consecutive saves. Ability score damage is healed in full upon a long rest or with any
magical healing.
Special See in Darkness Devils can see perfectly in darkness of any kind, even that created by magical darkness.
Abilities & Telepathy You can mentally communicate with any other creature within 100 feet that has a language. It is
Qualities possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation
with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple
people at the same time.
Standard Sting Melee weapon Sting Melee weapon Sting Melee weapon Sting Melee weapon
Actions attack: -2 to hit, reach O  attack: +2 to hit, reach O  attack: +6 to hit, reach attack: +5 to hit, reach 5
ft, one target. Hit 1d6  ft., one target. Hit 1d6+3 5 ft., one target. Hit ft., one target. Hit 1d8+7
(6) piercing damage. (6) piercing damage. 1d8+6 (10) piercing (12) piercing damage.
damage.
Legendary -
Actions
Innate augury (1/day); commune (six questions) (1/week); detect magic (at will); invisibility (self only) (at will);
Spellcasting suggestion (1/day)
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o%
BLIGHTBORN (AXIOMATIC)  %g¢ e @ *
Low Moderate Advanced

Any Land

9 Terrain

Q Rarity Rare
E Role Soldier / Elite
& Organi Solitary, Pair, Team (3-5x), or Squad (6-11x)

- Treasure Standard

forces with it.

The following quest snippets or introductory story elements

Overvieu

These are the leaders of the Blightborn, if such creatures can be can be used to insert this creature into any existing plot or

considered to truly have leadership and organization. Nevertheless, campaign setting.

their will is deferred to, and they hold mastery over all other,

lesser Blightborn. Powerful, Lawful creatures who transform into B A village was nearly eradicated by a tall, gaunt zombie

Blightborn have a good chance of becoming Axiomatic Blightborn lord and his dozens of followers. The survivors fled, and

if they survive long enough. They grow leaner, almost unnaturally approach the PCs begging their help to purge the threat

gaunt; taller, stronger, and grow additional appendages. They are from their homes.

fearsome creatures: normal Blightborn are repulsive because they

mock normal life, but Axiomatic Blightborn are terrifying because s A noble, caravan, diplomat, courier, or other wealthy

they are clearly something OTHER. traveler hires the party as guards. In their journey,
they are set upon by an Axiomatic Blightborn and its

followers.

Q Common Lore (no check required): Zombie leaders are
formidable opponents.

@ Blighthaze: 60’, those within suffer a -3 circumstance
penalty to attack and save rolls. For Blightborn
(including Acolytes and Nascents), this aura has the
opposite effect: It grants them a +3 bonus to attack and
save rolls.

@ Expanded Lore: Elder Blightborn are called Axiomatic
Blightborn. They seek to bring justice to those who
inadvertently created the Blightborn through capricious
use of eldritch powers to further their own military will.
Requires D Intelligence (Nature) check DC 14 /

Blighttouch: Disease, injury. Victims suffering a melee

18 /=5 22/ % 26. strike from a Blightborn must make a DC X%} 18 / X%} 19

/ 21/ % 22 Constitution save each time damage is
inflicted. Success results in no further effect; failure
means the victim is infected by Spellwracked Blight.
This condition imposes a -1 competence penalty on each
Ability Score, all attack and damage rolls, saves, and
skill checks. Remove disease or more powerful healing
magic will remove the condition. Prolonged or repeated
exposure to Spellwracked Blight may result in a gradual
transformation into a Blightborn; this is a significant
story event and should be imposed by the GM, rather

GDCOllnteI’ Behavior than dictated by rules.

@ Blightgaze: As a full-round action, an Axiomatic may
lock eyes with a single creature within 60’. That target
must succeed in a DC 16 / 18 / 20 / % 22
Wisdom save or suffer the effects of a charm person spell.
This effect lasts as long as the Axiomatic Blightborn yet

Any land. Axiomatic Blightborn will lead Blighted Crusades
against the lands of normal men; nearly all Blightborn
encountered outside of the Spellwracked Waste are leftovers
from such treks.

Axiomatics are more likely to employ strategy than other
Blightborn, and can direct the efforts of others. They will try to

strike with surprise, ideally from an ambush, but are not at all above lives, and remains within 120’ of the victim, and requires
simply wading into a village and commencing forthright slaughter. no concentration or other action on the part of the

If clearly overpowered (if the Axiomatic is reduced to fewer than Axiomatic to maintain once initiated. There is no limit to
half of its maximum hit points, or if more than half of the Blightborn the number of creatures an Axiomatic may control in this
following it are destroyed), it will attempt a retreat, bringing its manner.
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Low Moderate Advanced > Elite
Armor Class 19 20 20 20
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 92 158 216 317
Speed 30 ft.
Slze,Type, Small fiend, lawful evil Medium fiend, lawful evil  Medium fiend, lawful evil Large fiend, lawful evil
Alignment
STR 20 (+5) STR 22 (+6) STR 23 (+6) STR 28 (+9)
DEX 19 (+4) DEX 19 (+4) DEX 19 (+4) DEX 18 (+4)
s , CON 17 (+3) CON 19 (+4) CON 19 (+4) CON 21 (+5)
card INT 14 (+2) INT 14 (+2) INT 14 (+2) INT 14 (+2)
WIS 17 (+3) WIS 17 (+3) WIS 17 (#3) WIS 17 (+3)
CHA 20 (+5) CHA 20 (+5) CHA 20 (+5) CHA 20 (+5)
Saving Throws
Resistances Acid, all physical attacks except good
Immunities  Fire, poisoned
Vulnerabilities
Passive Perception +16,  Passive Perception +17,  Passive Perception +19, Passive Perception +20,
Senses
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages Celestial, Common, Draconic, Infernal, Telepathy 100 ft.
Challenge 8 12 17 22
Special Damage 1d6 Damage 2d6 Damage 3d6 Damage 3d8
Abl|l|1.:I?S & Barbed Defense A creature that strikes a hamatula with a melee weapon, an unarmed strike, or a natural
Qualities weapon takes piercing damage from the devil’s barbs. Melee weapons with reach do not endanger a user in
this way.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 16 Wisdom DC 18 Wisdom DC 20 Wisdom DC 22
Qualities Fear A Axiomatic Blightborn’s fear attack affects any creature it damages with its claws. A Wisdom save
resists this effect, otherwise the victim becomes frightened for 1d4 rounds. This is a mind-affecting fear
effect.
Special Damage 2d6 Damage 2d3 Damage 3d6 Damage 4d6
Abl|l1.:l?s - Impale A Axiomatic Blightborn deals piercing damage to a grabbed opponent with a successful grapple
Qualities S
Special See in Darkness Devils can see perfectly in darkness of any kind, even that created by magical darkness.
Abilities & Telepathy You can mentally communicate with any other creature within 100 feet that has a language. It is
Qualities possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation
with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple
people at the same time.
Standard Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon
Actions attack: +5 to hit, reach attack: +6 to hit, reach attack: +6 to hit, reach attack: +7 to hit, reach

Legrdpcirs

Innate
Spellcasting
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5 ft., one target. Hit
2d6+12/19-00 (19)
slashing damage.

5 ft., one target. Hit
2d8+10/19-00 (19)
slashing damage.

5 ft., one target. Hit
3d8+11/19-00 (24)
slashing damage.

10 ft., one target. Hit
4d8+16/19-00 (34)
slashing damage.

hold person (at will); major image (at will); produce flame (at will); pyrotechnics (at will); scorching ray ( rays
only) (at will); summon lesser demon (1 Axiomatic Blightborn 35 %) (1/day)



BLIGHTBORN (NASCENT) ’:::‘ e @*

Low
9 Terrain

Solitary, Pair, or Hunt (3-10x)

Treasure

Overvieu

Exceedingly rare outside of the Wastes, Nascent Blightborn are
those created organically by existing Blightborn, rather than
converted from normal flesh via prolonged Spellwracked Blight
disease. Born in the normal manner, they emerge from the womb
hungry for flesh. They are typically the result of a normal pregnant
humanoid succumbing to Spellwracked Blight; the baby as well as
the mother is transformed.

Q Common Lore (no check required): Baby zombies are
terrifying!

m Expanded Lore: Nascent Blightborn are essentially
Blightborn babies, though still dangerous and deadly, and
with different abilities than their fully-grown cousins.
During the growth process, abilities warp and transform
over time.

Requires Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

The Spellwracked Waste. Very rarely are Nascents born
outside this zone; they might be found in Ruins, Mountains,
or Underground if pregnant Blightborn are taken on a
Blighted Crusade by an Axiomatic.

€ncounter Behavior

Nascents hunger for food above all other motivations, and will seek
out the flesh of the living. If reduced to fewer than one-quarter of
their maximum hit points, they will attempt to flee.

Moderate [} Advanced

Any Land
Rare

Soldier / Elite

Standard

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B A local farmer discovered a warped dwarven baby on
their lands; although they are attempting to care for the
lad with the best of intentions, it is very clear that the
creature is not a typical dwarf baby, and is a constant
threat to the farmer’s family and the livestock.

B The party comes across a warped elven baby. Although
their desires will almost certainly be to care for the child,
other Blightborn will come for it.

@ Blightcall: The wails of a Blightborn in the early stages
of transformation are alluring to their fully warped
brethren. As a standard action, an Acolyte may wail; this
has a 50% chance of summoning 2d4 full Blightborn, and
additionally, a 15% chance of summoning an Axiomatic.
Any creatures summoned in this manner arrive 1d4
rounds later and who will act as full allies to the Acolyte.
Although the Acolyte is repulsed by Blightborn, an
Acolyte will not attack Blightborn, nor vice versa.
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Low Moderate Advanced > Elite
Armor Class 18 18 20 20
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 27 62 116 204
Speed 40 ft. Fly 60 ft. (Good)
illfgel’q-zz:’t 2/\I/(ie|dium fiend, chaotic Large fiend, chaotic evil Large fiend, chaotic evil  Huge fiend, chaotic evil
STR 14 (+2) STR 17 (+3) STR 20 (+5) STR 25 (+7)
DEX 17 (+3) DEX 17 (+3) DEX 19 (+4) DEX 18 (+4)
CPUe , CON 4 (3) CON & (1) CON 12 (+1) CON 16 (+3)
— INT 14 (+2) INT 14 (+2) INT 17 #3) INT 17 (+3)
WIS 8 (-1) WIS 8 (1) WIS 12 (+1) WIS 12 (1)
CHA 16 (+3) CHA 16 (+3) CHA 18 (+4) CHA 18 (+4)
Saving )
Throws
Resistances Acid, all physical attacks except good
Immunities  Fire, poisoned
Vulnerabilities -
S Passive Perception +12,  Passive Perception +13,  Passive Perception +16, Passive Perception +17,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages Celestial, Common, Draconic, Infernal, Telepathy 100 ft.
Challenge 6 10 15 20
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Wisdom DC 16 Wisdom DC 17 Wisdom DC 18 Wisdom DC 20
Qualities Fear Aura Creatures within 5 feeet must succeed at a Wisdom save or be Frightened for 1d6 rounds.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 16 Constitution DC 17 Constitution DC 16 Constitution DC 20
Qualities Poison Sting - injury; save Constitution; frequency 1/round for 6 rounds; effect 1d3 Strength damage and is
Poisoned; cure 2 consecutive saves. Ability score damage is healed in full with restoration or more powerful
healing magic.
Special See in Darkness Devils can see perfectly in darkness of any kind, even that created by magical darkness.
Abilities & Telepathy You can mentally communicate with any other creature within 100 feet that has a language. It is
Qualities possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation

with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple
people at the same time.
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Low

Moderate

Advanced

Standard
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions

Bite Melee weapon
attack: +3 to hit, reach
5 ft., one target. Hit
1d6+4 (8) piercing
damage.

Claw Melee weapon
attack: +3 to hit, reach
5 ft., one target. Hit
1d4+4 (6) slashing
damage.

Sting Melee weapon
attack: +3 to hit, reach
5 ft., one target. Hit
3d3+4 (10) piercing
damage.

fly (at will); invisibility (self only) (at will); major image (at will); summon lesser demon (1 bone devil, 35 %)
(1/day); wall of ice (at will)

Bite Melee weapon

attack: +4 to hit, reach 10
ft., one target. Hit 1d8+5

(10) piercing damage.
Claw Melee weapon

attack: +4 to hit, reach 10
ft., one target. Hit 1d6+5

(8) slashing damage.
Sting Melee weapon

attack: +4 to hit, reach 10
ft., one target. Hit 3d4+5

(12) piercing damage.

Bite Melee weapon
attack: +4 to hit, reach
10 ft., one target. Hit
2d6+8 (15) piercing
damage.

Claw Melee weapon
attack: +4 to hit, reach
10 ft., one target. Hit
1d8+8 (12) slashing
damage.

Sting Melee weapon
attack: +4 to hit, reach
10 ft, one target. Hit
3d6+8 (18) piercing
damage.

Bite Melee weapon
attack: +7 to hit, reach
15 ft., one target. Hit
3d6+13 (24) piercing
damage.

Claw Melee weapon
attack: +7 to hit, reach
15 ft.,, one target. Hit
2d6+13 (20) slashing
damage.

Sting Melee weapon
attack: +7 to hit, reach
15 ft., one target. Hit
3d8+13 (26) piercing
damage.
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B1L1GHTBORN (RENEGADE)

- Low
Q Terraln

Q Rarlty

E Role

2%, . .
¢ Organlzatlon

- Treasure

Overvieu

Axiomatic Blightborns typically perish in a Blighted
Crusade... successes only lead to further lust for conquest.

Those who survive long enough amidst the Spellwracked
Blight usually evolve into the strongest and most formidable
form of Blightborn, the Renegade.

q Common Lore (no check required): The most powerful
devil-zombies can infect you from afar.

@ Expanded Lore: Renegade Blightborn are elite, elder
Blightborn with an ability to convey their disease over a
distance.

Requires Q Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

€ncounter Behavior

Renegade blightborn seek chaos and destruction, without
much heed to their targets. In their zeal for blood and
death, they will even attack other Blightborn, particularly
Axiomatic Blightborn, whom they abhor as the misguided
versions of their former selves. Renegade Blightborn will
continue attacking until reduced to under one-quarter their
maximum hit points, at which point they will consider a
withdrawal if possible.

150

Moderate Advanced

@/

Any Land
Rare
Leader / Solo
Solitary
Double

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B A tall, formidable zombie lord has been rampaging across
farmlands and villages; the PCs are hired to defend one of
the last unspoiled farms in the zone.

B The PCs are venturing close to the Spellwracked Waste,
and witness a Renegade Blightborn destroy a contingent
of Axiomatic and other Blightborn. If they linger, the
Renegade will attack them as well.

@ Blighthaze: 90’, those within suffer a -4 circumstance
penalty to attack and save rolls. For Blightborn
(including Acolytes and Nascents), this aura has the
opposite effect: It grants them a +4 bonus to attack and
save rolls.

Bloatmotes: Disease, touch. As a standard action, a
Renegade Blightborn can send motes of Spellwracked
Blight floating across the battlefield. It selects a single

target within 90’ that target must make a DC <} 19 / .

20/ 22 / % 25 Constitution save or become infected
by Advanced Spellwracked Blight.

This condition imposes a -3 competence penalty on each
Ability Score, all attack and damage rolls, saves, and
skill checks. Remove disease or more powerful healing
magic will remove the condition. Prolonged or repeated
exposure to Spellwracked Blight in any form may result
in a gradual transformation into a Blightborn; this is a
significant story event and should be imposed by the GM,
rather than dictated by rules.



-

Illustration 13: Blightborn Renegade
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Low Moderate Advanced > Elite
Armor Class 23 23 23 23
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 1718 213 329 460
Speed 40 ft. Fly 60 ft. (Average)
ilﬁgeazz:,t 2/\I/(ie|dium fiend, chaotic 2/\I/(ie|dium fiend, chaotic Large fiend, chaotic evil ~ Huge fiend, chaotic evil
STR 24 (+7) STR 27 (#8) STR 29 (+9) SR 34 @10
DEX 20 (+5) DEX 22 (+6) DEX 24 (+7) DEX 23 (+6)
i ,  CON 20 (+5) CON 21 (+5) CON 23 (+6) CON 25 (+7)
S INT 22 (+6) INT 22 (+6) INT 22 (+6) INT 22 (+6)
WIS 19 (+4) WIS 19 (+4) WIS 19 (+4) WIS 19 (+4)
CHA 19 (+4) CHA 19 (+4) CHA 19 (+4) CHA 19 (+4)
Saving
Throws
Resistances Acid, all physical attacks except good and silver
Immunities  Fire, poisoned
Vulnerabilities
Passive Perception +18, Passive Perception +19, Passive Perception +20, Passive Perception +22,
S P P P P
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages Celestial, Common, Draconic, Infernal, Telepathy 100 ft.
Challenge 10 15 20 25
Special Damage 2d6 Damage 4d6 Damage 6d6 Damage 8d6
Abl|l|1.:|?s & Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple
Qualities check (in addition to any other effects caused by a successful check, including additional damage).
Special Devil Shaping Three times per day, a Blightborn Renegade can spend a minute to transform nearby lemures
Abilities & into other lesser devils. A Blightborn Renegade can transform one lemure for every Hit Die the Blightborn
Qualities Renegade possesses. It can then reshape these lemures into a number of Hit Dice’s worth of lesser devils
equal to the number of lemures affected. Lemures to be reshaped must be within 50 feet of the Blightborn
Renegade, becoming stationary and unable to move once the shaping begins. After a minute passes, the
lemures reform into the shape of a new lesser devil ready to follow the orders of the Blightborn Renegade.
Although Blightborn Renegades can, technically, elevate a mass of 20 lemures into a new Blightborn
Renegade, most are hesitant to do so since they have no special control over a devil created in this manner.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 20 Constitution DC 22 Constitution DC 23 Constitution DC 26
Qualities Disease (Devil Chills) Disease-Bite-injury; save Constitution; frequency 1/day; effect 1d4 Strength; cure
3 consecutive saves. Ability score damage is healed in full only via restoration or more powerful healing
magic.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 20 Constitution DC 22 Constitution DC 23 Constitution DC 26
Qualities Poison Bite-injury; save Constitution; frequency 1/round for 10 rounds; effect 1d6 Con damage and is

Poisoned; cure 3 consecutive saves. Ability score damage is healed in full only via restoration or more
powerful healing magic.
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Low

Moderate

Advanced

Standard
Actions

Special
Actions

Special
Actions

Legendary
Actions

Innate
Spellcasting

Spellcasting
Possessions

Bite Melee weapon
attack: +7 to hit, reach
5 ft., one target. Hit
4d4+18 (28) piercing
damage.

Claw Melee weapon
attack: +7 to hit, reach
5 ft., one target. Hit
2d6+18 (25) slashing
damage.

Tail Slap Melee weapon
attack: +7 to hit,

reach 5 ft.,, one target.
Hit 2d6+18 (25)
bludgeoning damage.

Wing Melee weapon
attack: +7 to hit,
reach 5 ft., one target.
Hit 1d10+18 (24)
bludgeoning damage.

Bite Melee weapon attack:
+8 to hit, reach 5 ft., one
target. Hit 4d4+22 (32)
piercing damage.

Claw Melee weapon
attack: +8 to hit, reach

5 ft., one target. Hit
2d6+22 (29) slashing
damage.

Tail Slap Melee weapon
attack: +8 to hit,

reach 5 ft.,, one target.
Hit 2d6+22 (29)
bludgeoning damage.

Wing Melee weapon
attack: +8 to hit,
reach 5 ft., one target.
Hit 1d10+22 (28)
bludgeoning damage.

Bite Melee weapon
attack: +8 to hit, reach
10 ft, one target. Hit
4d6+17 (31) piercing
damage.

Claw Melee weapon
attack: +8 to hit, reach
10 ft., one target. Hit
2d8+17 (26) slashing
damage.

Tail Slap Melee weapon
attack: +8 to hit, reach
10 ft., one target. Hit
2d8+8 (17) bludgeoning
damage.

Wing Melee weapon
attack: +8 to hit, reach
10 ft., one target. Hit
2d6+8 (15) bludgeoning
damage.

Bite Melee weapon
attack: +10 to hit, reach
15 ft., one target. Hit
8d6+22 (50) piercing
damage.

Claw Melee weapon
attack: +10 to hit, reach
15 ft.,, one target. Hit
4d8+22 (40) slashing
damage.

Tail Slap Melee weapon
attack: +10 to hit,
reach 15 ft., one target.
Hit 4d8+11 (29)
bludgeoning damage.
Wing Melee weapon
attack: +10 to hit,
reach 15 ft., one target.
Hit 4d6+17 (25)
bludgeoning damage.

See in Darkness Devils can see perfectly in darkness of any kind, even that created by magical darkness.

Telepathy You can mentally communicate with any other creature within 100 feet that has a language. It is
possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation
with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple
people at the same time.

Regeneration You are difficult to kill. You heal damage at 5 points per round, but you cannot die
as long as your regeneration is still functioning (although you still fall unconscious when their
hit points are below 0). Evil weapons and effects cause your regeneration to stop functioning
on the round following the attack. During this round, you cannot heal any damage and can

die normally. Attack forms that don’t deal hit point damage are not healed by regeneration.
Regeneration also does not restore hit points lost from starvation, thirst, or suffocation. You
can regrow lost portions of you body and can reattach severed limbs or body parts if they are
brought together within 1 hour of severing. Severed parts that are not reattached wither and
die normally.

create undead (at will); fireball (at will); hold monster (mass) (at will); invisibility (at will); meteor swarm
(3/day); major image (at will); power word stun (at will); scorching ray (at will); scrying (greater) (at will);
summon monster ix (any 1 cr 19 or lower devil, 100%) (1/day); soul cage (at will); wall of fire (at will); wish

(1/year)
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BLISTERHAWK ‘ &/)\\\{/ >~/ x

Low Moderate Advanced > Elite
O TErrn Hot or Temperate Mountains, Hills, or Plains

Q Rarity Uncommon
B Role Skirmisher / Minion
% . . ] ]
it Organization Solitary or Pair
B While venturing near a mountainous region, the party is

None
Overvieu

A large hawk that appears riddled with pustules and burns,
and whose talons seem to be melting from a fire deep within. _
@ Heat: Any creature successfully striking a Blisterhawk
suffers 2d4 points of Fire damage.
damage suffer an additional 2d4 points of Fire damage
Common Lore (no check required): Fiery hawks can each time a Blisterhawk inflicts melee damage on them.
tear flesh from their foes.

B Travelers near a dormant volcano have reported being
attacked by huge eagles; the PCs are asked to investigate.

@ Expanded Lore: Blisterhawks are born near magma and
carry a furnacelike heat within their gizzards.

Requires Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Hot or Temperate Mountains, Hills, or Plains.

€ncounter Behavior

Blisterhawks will attack any living creature that travels
where they forage for food. They are easily scared, however,
and will flee if reduced to fewer than half their maximum hit
points.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.
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-

Low Moderate Advanced
Armor Class 14 16 16 16
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 29 86 134 183
Speed 10 ft. Fly 60 ft. (Average)
Si?e,Type, Small beast, unaligned Small beast, unaligned Small beast, unaligned Small beast, unaligned
Alignment
STR 12 (+1) STR 18 (+4) STR 18 (+4) STR 19 (+4)
DEX 10 (+0) DEX 14 (+2) DEX 14 (+2) DEX 14 (+2)
s vl , CON 12 (+1) CON 16 (+3) CON 16 (+3) CON 16 (+3)
i INT 1 (5 INT 1 (5 INT 1 (5 INT 1 (-5
WIS 12 (+1) WIS 16 (+3) WIS 16 (+3) WIS 16 (+3)
CHA 5 (3) CHA 9 (1) CHA 9 (1) CHA 9 (1)
Saving
Throws
Resistances all physical attacks
Immunities  Fire
Vulnerabilities Vulnerability to Cold
Passive Perception +14, Passive Perception +17,  Passive Perception +18, Passive Perception +19,
Senses
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 5 10 15 20
Standard Talons Melee weapon Talons Melee weapon Talons Melee weapon Talons Melee weapon
Actions attack: +2 to hit, reach 5 attack: +4 to hit, reach 5  attack: +4 to hit, reach attack: +4 to hit, reach
ft., one target. Hit 1d3+3 ft, one target. Hit 1d3+7 5 ft., one target. Hit 5 ft., one target. Hit
(5) slashing damage. (9) slashing damage. 1d3+9 (11) slashing 1d3+10 (12) slashing
damage. damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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B1 00DSHOT EAVESDROPPER ‘:::‘ /i BB x/ *

Low Moderate Advanced

QO Mes Any Urban, Ruins, or Underground

Q Rarity lizlre

Skirmisher / Minion

Solitary or Gang (2-8x)

None

- Treasure

Overvieu

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

s The PCs are traveling through a town, ruin, or

An almost preternaturally gaunt humanoid is dressed in
underground, and are stalked by an Eavesdropper.

shoddy clothing and shambles about noiselessly. Its face
is a horrible visage of withdrawal, anxiety, and sleep

s - B A Bloodshot Eavesdropper is in the process of stalking a
deprivation; its eyes are pools of bloodshot streaks.

pair of NPCs who are taking a stroll through town. Just
prior to the Eavesdropper attacking its quarry, the party
runs into them, and watches the attack occur.

Q Common Lore (no check required): Undead may listen

in on your conversations even as they stalk you. @ Eavesdropping Quiet: Within 40’ of the creature, all
normal noises are quieted. This does not affect aural
@ Expanded Lore: Bloodshot Eavesdroppers stalk their communication, but does have two mechanical effects:
targets, drawn to conversation of all forms. When First, all spells that have a Verbal component suffer
traveling at night in alleys in zones where Eavesdroppers a -1 to their DC; spells that inflict damage suffer a -1
frequent, it’s best to stay quiet. penalty per die of damage. Second, all Perception checks
made to overhear conversations, or other sound-based
Requires Q Intelligence (Nature) check DC 14 / Perception checks, where both source and target of the
check are within the area of effect, are made with a +3
18 / 22/ % 26. circumstance bonus. This applies to all creatures within

the zone, not merely the Bloodshot Eavesdropper.

@ Spring From the Eaves: So long as the Bloodshot
Eavesdropper has been listening while hidden for at
least 1 round prior to attacking, it automatically gains
surprise. Attacking in this manner also grants it a +4
circumstance bonus to Initiative in all subsequent rounds

encounter Behavior of the encounter.

Any Urban, Ruins, or Underground.

Bloodshot Eavesdroppers are drawn to sound, particularly
that of conversation. It does not matter which language is
being spoken, so long as one person is communicating with
another. The Eavesdropper will close to within range of its
aura and listen for 2d4 rounds. If conversation stops, or at
the end of this duration, it will attack, preferring targets
who had just been speaking. It is easily scared, and will flee
if reduced to half its maximum hit point total.
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Low Moderate Advanced
16 17

Armor Class 15 16
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 7/ 40 64 93
Speed 5 ft. Fly 60 ft. (Perfect)
Slze,Type, Tiny undead, neutral evil ~ Tiny undead, neutral evil Tiny undead, neutral evil  Tiny undead, neutral evil
Alignment

STR 6 (2) STR 12 (+1) STR 16 (+3) STR 17 (+3)
DEX 11 (+0) DEX 16 (+3) DEX 14 (+2) DEX 14 (+2)
el , CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)
e INT 13 (+1) INT 17 (+3) INT 17 (#3) INT 17 (+3)
WIS 8 (1) WIS 12 (+1) WIS 12 (+1) WIS 12 (+1)
CHA 6 (2) CHA 10 (+0) CHA 10 (+0) CHA 10 (+0)

Saving

Throws

Resistances Cold

Immunities  diseased, exhaustion, fatigued, psychic, paralyzed, poisoned, unconscious, stunned

Vulnerabilities

S Passive Perception +9, Passive Perception +14,  Passive Perception +15, Passive Perception +17,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages = Common (cannot speak)
Challenge 2 7 12 17
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 12 Constitution DC 13 Constitution DC 15 Constitution DC 16
Qualities Daze An Bloodshot Eavesdropper’s nerves form grotesque wings. Any creature struck by the creature’s
wings must succeed at a Wisdom save or be dazed for 1 round as the target’s mind is flooded with images
of the last seconds of the Bloodshot Eavesdropper’s existence as a living creature. This is a mind-affecting
fear effect.
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Dexterity DC 12 Dexterity DC 13 Dexterity DC 15 Dexterity DC 16
Qualities Tears of Anguish As a full-round action, an Bloodshot Eavesdropper can make a ranged touch attack to squirt
tears into the eyes of a creature within 30 feet. If the target fails a Dexterity saving throw, it experiences the
effect of the Bloodshot Eavesdropper’s daze ability.
Special Visual Sensor An Bloodshot Eavesdropper’s creator or master can see through its eye at a range of 60 feet,
Abilities & using the eye’s normal vision and darkvision. The following spells have a 5% chance per caster level of the
% Bloodshot Eavesdropper’s creator of operating through the Bloodshot Eavesdropper: detect chaos, detect
Qualities
evil, detect good, detect law, detect magic, and message. If the creator is 15th level or higher, the following
spells have the same chance offunctioning through the Bloodshot Eavesdropper: read magic and tongues.
Standard Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
Actions attack: -3 to hit, reach attack: +1 to hit, reach attack: +3 to hit, reach attack: +4 to hit, reach
0 ft., one target. Hit 0 ft., one target. Hit 0 ft., one target. Hit 0 ft., one target. Hit
1d2+0 (2) bludgeoning  1d3+4 (6) bludgeoning 1d4+8 (10) bludgeoning 1d4+9 (12) bludgeoning
damage. damage. damage. damage.
Wing Melee weapon Wing Melee weapon Wing Melee weapon Wing Melee weapon
attack: -3 to hit, reach O  attack: +1 to hit, reach O  attack: +3 to hit, reach attack: +4 to hit, reach O
ft., one target. Hit 1d1+0 ft, one target. Hit 1d1+2 O ft., one target. Hit ft., one target. Hit 1d1+5
(1) bludgeoning damage. (3) bludgeoning damage. 1d1+4 (5) bludgeoning  (6) bludgeoning damage.
damage.
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Illustration 14: Hammertusk Boar
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BoarR (HAMMERTUSK)
- Low Moderate Advanced
Q Terrain

Temperate or Tropical Forests
Q Rarity Uncommon
Solitary, Pair, or Herd (3-8x)

O 3 B The party is walking through the forest, and is attacked
U erv lem by a Hammertusk Boar.

B Travelers report seeing a weirdly-tusked giant wild pig in
their journeys.

A massive, angry porcine, Hammertusk Boars are so named
for the ﬂat and WEighty aspeCtS Of their tuSkS, WhiCh they _
swing in arcs to bludgeon their foes with in combat.

@ Hammertusk Swing: Once every 1d4 rounds, a
Hammertusk Boar may spend a full-round action to wind
up and bludgeon its foe. This takes the form of a single

melee attack made with a +3 competence bonus, which
inflicts triple damage if it hits. Critical hits expand this
i ) damage to 4x, not to 6x!
Q Common Lore (no check required): Most wild boars

gore their victims with their tusks, but others bludgeon.

@ Expanded Lore: Hammertusk Boars have flat tusks that
are weighted at the ends.

Requires Intelligence (Nature) check DC 14 /

18 /<) 22 / ER 26.

Temperate or tropical forests.

€ncounter Behavior

Hammertusk Boars will attack any living creatures they see.
They will favor Small or smaller creatures as their targets.
They will fight until reduced to fewer than one-quarter their
maximum hit points, at which point they will flee.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.
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Low Moderate Advanced
Armor Class 15 16 17 17
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 55 128 213 276
Speed 40 ft.
illfgel’q-zz:’t Large beast, unaligned Large beast, unaligned Huge beast, unaligned Huge beast, unaligned
STR 20 (+5) STR 23 (+6) STR 28 (+9) STR 29 (+9)
- DEX 8 (1) DEX 12 (+1) DEX 10 (+0) DEX 10 (+0)
CPUe ,  CON 16 (+3) CON 18 (+4) CON 20 (+5) CON 20 (+5)
- INT 1 (5) INT 1 (5 INT 1 (5) INT 1 (-5
WIS 11 (+0) WIS 15 (#2) WIS 15 (#2) WIS 15 (+2)
CHA 6 (-2) CHA 10 (+0) CHA 10 (+0) CHA 10 (+0)
Saving
Throws

Resistances

Immunities

Vulnerabilities

S Passive Perception +13, Passive Perception +16,  Passive Perception +17, Passive Perception +19,

enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages

Challenge 6 11 16 21

Standard Gore Melee weapon Gore Melee weapon Gore Melee weapon Gore Melee weapon

Actions attack: +6 to hit, reach attack: +6 to hit, reach attack: +7 to hit, reach attack: +9 to hit, reach
5 ft., one target. Hit 5 ft., one target. Hit 10 ft., one target. Hit 10 ft., one target. Hit
1d8+12 (16) piercing  1d8+16/19-00 (20) 3d6+24/19-00 (34) 3d6+25/19-00 (36)
damage. piercing damage. piercing damage. piercing damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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BoAR (TUSKED UNDERBOAR) %€

Low Moderate Advanced

Q Terrain Temperate or Tropical Forests

Q Rarity Uncommon

Soldier / Normal

%

i* Organization Solitary, Pair, or Herd (3-8x)

None

Overvieu N

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B The party is walking through the forest, and is attacked

Tusked Underboars have rows of spikes lining their bellies,
by a Tusked Underboar.

a fact they use to combat advantage by overrunning their

opponents and slashing them to pieces. B A tavern is renowned for its ham sandwiches, which are

commonly referred to as tasting far superior to all others
in the region. If pressed for the secret, the shopkeep
admits to acquiring special ham from a butcher in town;
that butcher reveals that her source is a certain special
and rare wild boar, the carcass of which she will pay
Q Common Lore (no check required): Some wild boars handsomely for should the PCs encounter it.

have tusks on their tummies!

@ Expanded Lore: Tusked Underboars are largely blind,
and scuttle around, feeling about with tactile feedback

from their undertusks. They fiercely defend their @ Undertusk Rake: On a successful Overrun attempt,

territory against intruders. the Tusked Underboar may make 1d4 additional melee
attacks against its victim, each inflicting -1 damage per

Requires Intelligence (Nature) check DC 14 / die (minimum damage inflicted is still 1 per die).

18 /<) 22 / ER 26.

Temperate or tropical forests.

€ncounter Behavior

Tusked Underboars will attack any creatures they can

sense, and will fight until reduced to 25% or fewer of their
maximum hit point total, at which point they will attempt to
flee.
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Low Moderate Advanced
Armor Class 15 16 17 17
(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 58 141 238 314
Speed 40 ft.
ilﬁgeazz:t Large beast, unaligned Large beast, unaligned Huge beast, unaligned Huge beast, unaligned
STR 19 (+4) STR 21 (+5) STR 26 (+8) STR 27 (+8)
. DEX 8 (1) DEX 12 (+1) DEX 10 (+0) DEX 10 (+0)
i ,  CON 16 (+3) CON 19 (+4) CON 21 (+5) CON 21 (+5)
- INT 1 (5 INT 1 (5 INT 1 (5) INT 1 (-5)
WIS 11 (+0) WIS 15 (#2) WIS 15 (+2) WIS 15 (+2)
CHA 6 (-2) CHA 10 (+0) CHA 10 (+0) CHA 10 (+0)
Saving
Throws

Resistances

Immunities

Vulnerabilities

S Passive Perception +13, Passive Perception +16,  Passive Perception +17, Passive Perception +19,

S Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages

Challenge 6 11 16 21

Standard Gore Melee weapon Gore Melee weapon Gore Melee weapon Gore Melee weapon

Actions attack: +6 to hit, reach attack: +6 to hit, reach attack: +7 to hit, reach attack: +8 to hit, reach
5 ft., one target. Hit 5 ft., one target. Hit 10 ft., one target. Hit 10 ft., one target. Hit
1d8+10 (14) piercing  1d8+13/19-00 (18) 2d6+21/19-00 (28) 2d6+22/19-00 (29)
damage. piercing damage. piercing damage. piercing damage.

Legendary

Actions

Innate

Spellcasting

Spellcasting

Possessions
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BoOGBRUSH

Low
9 Terrain

Solitary, Pair, or Dank (3-5x)
e

Overvieu

Bogbrush grows in any swamp, bog, or similar region of wet
marsh and reeds. It’s a vine, primarily, so it clings to larger
flora in its quest for air and sunlight. Much of the time, it is
indistinguishable from common vines and growth.

Moderate Advanced

Any Swamps
Uncommon

Lurker / Minion

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.

B The party is traveling through a swamp, and takes a rest.
Bogbrush is present, and strikes.

B Travelers have reported strange deaths in their numbers
during travels through the swamplands. No obvious
cause of demise links them.

Q Common Lore (no check required): Certain vines and @ Bog Torpor: Creatures within 60’ are drawn to rest near

reeds can kill you while you sleep if you’re not careful. Bogbrush. This is a subliminal, mind-affecting effect.
Mechanically, when traveling through a region that might

contain Bogbrush, there is a cumulative 10% chance (so
10% for the first rest, 20% for the second if no Bogbrush
was present the first time, 30% the third time, etc.) that
when the party camps for a rest (20% for a long rest),
Bogbrush will be present and unnoticed.

@ Expanded Lore: Bogbrush is a particular kind of deadly
swamp vine that lures victims to slumber nearby, and
then kills them.

Requires D Intelligence (Nature) check DC 14 /

18 />4 22 / B 26.

Any Swamps.

@ Bogseep: Bogbrush has the exceptional ability to
gradually seep life force while touching a victim.
Clothing, and even light armor, does not prevent the
effect, and most of the time, victims do not even notice
what is happening until it is too late. Bogbrush may
attack an unconscious target or a resting, stationary
target; this takes the form of reeds looping about the
ankles, neck, body, or any appendage of the target. These
loops do not squeeze, and much of the time are not
noticeable. Bogbrush looped in this way drain 1d4 hit
points of necrotic/negative energy damage per minute.
Victims may attempt a Perception check, opposed
by the Bogbrush’s Stealth, to notice the effect and
awaken; unconscious victims suffer a -5 circumstance
penalty to their roll. Victims may attempt this check

€ncounter Behavior

Bogbrush can and will only attack resting or sleeping

victims. If attacked at any other time, they are essentially
useless in combat. Bogbrush will typically wait until its
victims are asleep before striking, but if it’s evident that
those resting are only stopping for a short time, they will
attempt an attack on conscious targets.

only once: conscious victims may attempt it immediately
upon the Bogbrush attacking; unconscious victims may
make the check only once half of their maximum hit point
total has been drained away in this manner. Conscious
allies may notice something strange, for example if they
are keeping watch: each conscious ally in the vicinity
may make one check per hour (Perception vs. Stealth, as
above) to notice that the vines seem to be organized less
than haphazardly.
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Low Moderate
13 14

(natural armor) (natural armor)

Hit Points 21 83

Advanced
14 14

(natural armor)

161

Armor Class
(natural armor)

213

Speed DRI T b5 T.

illfgel’q-zz:’t 2/\I/(ie|dium plant, neutral Medium plant, neutral evil Large plant, neutral evil Large plant, neutral evil
STR 12 (+1) STR 17 #3) STR 22 (+6) STR 23 (+6)
DEX 7 (-2) DEX 11 (+0) DEX 9 (-1) DEX 9 (-1)

CPUe , CON 11 (+0) CON 16 (+3) CON 18 (+4) CON 18 (+4)

— INT 10 (+0) INT 10 (+0) INT 10 (#0) INT 10 (+0)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2) WIS 14 (+2)
CHA 6 (-2) CHA 10 (+0) CHA 10 (+0) CHA 10 (+0)

Saving )

Throws

Resistances Cold, all physical attacks except magic

Immunities  psychic, paralyzed, poisoned, Polymorph, unconscious, stunned

Vulnerabilities -

S Passive Perception +10, Passive Perception +12,  Passive Perception +12, Passive Perception +12,

enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages -

Challenge 5 10 15 20

Special Bountiful Fruits Once per week, a Bogbrush produces a handful of small fruits or berries that remain ripe for

Abilities & 1 week. Eating all of the fruit takes 1 minute and affects the eater as if she had consumed a berry affected by

i goodberry.

Qualities

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Constitution DC 10 Constitution DC 12 Constitution DC 15 Constitution DC 18

Qualities Pollen Once every 1d4 rounds, a Bogbrush can expel a cloud of pollen in a 10-foot cone. Creatures in the
area are dazzled for 2 rounds (Constitution save negates). If a creature currently dazzled by the pollen is
affected again, it is blinded for 1 round (Constitution save negates).

Standard Claws Melee weapon Claws Melee weapon Claws Melee weapon Claws Melee weapon

Actions attack: +2 to hit, reach 5 attack: +4 to hit, reach 5  attack: +6 to hit, reach attack: +5 to hit, reach
ft., one target. Hit 1d4+2 ft., one target. Hit 1d4+5 10 ft.,, one target. Hit 10 ft., one target. Hit
(4) slashing damage. (8) slashing damage. 1d8+10 (14) slashing 1d8+11/19-00 (16)

damage. slashing damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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BOGODILE
Low Moderate Advanced
9 Terrain

Warm Rivers or Marshes

Q Rarity Uncommon
Lurker / Normal
Solitary, Pair, or Colony (3-12x)

Treasure None

b campaign setting.
Overvieu
B The party is traversing a swamp, and is ambushed by

Bogodiles.

_ B Travelers and ingrEdient harveSters have reported
massive crocodiles attacking them in the swamps nearby.
A swamp-dwelling crococdile, this creature is a dismal grey

color, with black teeth and stunted claws.
@ Grip and Sink: A Bogodile may latch onto an opponent

one size category smaller than they are, a Bogodile that

Q Common Lore (no check required): Beware the swamp- makes a successful melee strike may choose to inflict half
dwelling crocodiles. damage, and make a second attack roll: if this second
strike hits, the victim is clutched, and the Bogodile may
@ Expanded Lore: Bogodiles lie in wait for their victims, immediately move at its normal Speed, carrying the
striking with surprise and dragging them into the murky victim with them. If the Bogodile strikes with surprise, it
depths to suffocate them. receives a +2 circumstance bonus to both rolls.

Requires Intelligence (Nature) check DC 14 /

18 /<) 22 / ER 26.

Any swamps.

€ncounter Behavior

Bogodiles prefer to ambush their victims, lying in wait
hidden until their prey crosses their path. They will attack
until reduced to half their maximum hit point total, at which
point they will flee.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Advanced
17 17

(natural armor)

322

Huge beast, unaligned

STR 25 (+7)
DEX 14 (+2)
CON 22 (+6)
INT 1 (-5)
WIS 14 (+2)
CHA 4 (-3)

Passive Perception +18,
Darkvision 60 ft.

20

Bite Melee weapon
attack: +7 to hit, reach
10 ft., one target. Hit
2d6+13 (20) piercing
damage.

Tail Slap Melee weapon
attack: +7 to hit, reach
10 ft., one target. Hit
3d6+6/19-00 (16)
bludgeoning damage.

Low Moderate

Armor Class 15 17
(natural armor) (natural armor) (natural armor)

HitPoints 52 136 243

Speed 20 ft. Swim 30 ft., Sprint

ilﬁgeazzfl,t Large beast, unaligned Large beast, unaligned Huge beast, unaligned
STR 16 (+43) STR 19 (+4) STR 24 (+7)
DEX 12 (+1) DEX 16 (+3) DEX 14 (+2)

i ,CON 18 (+4) CON 20 (+5) CON 22 (+6)

— INT 1 (5 INT 1 (5 INT 1 (5)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2)
CHA 1 (5 CHA 4 (3) CHA 4 (-3)

Saving

Throws

Resistances

Immunities

Vulnerabilities

S Passive Perception +10,  Passive Perception +16,  Passive Perception +17,

enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages

Challenge 5 10 15

Special Death Roll When grappling a foe of its size or smaller, a Bogodile can perform a death roll upon making a

Abilities & successful grapple check. As it clings to its foe, it tucks in its legs and rolls rapidly, twisting and wrenching

e its victim. The Bogodile inflicts its bite damage and knocks the creature prone. If successful, the Bogodile

Qualities
maintains its grapple.

Special Sprint With Recharge 1, a Bogodile may sprint, increasing its land speed to 40 feet for 1 round.

Abilities &

Qualities

Standard Bite Melee weapon Bite Melee weapon Bite Melee weapon

Actions attack: +5 to hit, reach 5 attack: +5 to hit, reach 5  attack: +6 to hit, reach
ft., one target. Hit 1d8+4 ft.,, one target. Hit 1d8+7 10 ft., one target. Hit
(8) piercing damage. (12) piercing damage. 2d6+12 (19) piercing
Tail Slap Melee weapon  Tail Slap Melee weapon damage.
attack: +5 to hit, reach attack: +5 to hit, Tail Slap Melee weapon
5 ft., one target. Hit reach 5 ft.,, one target. attack: +6 to hit, reach
1d12+2 (8) bludgeoning Hit 1d12+3 (10) 10 ft., one target. Hit
damage. bludgeoning damage. 3d6+6/19-00 (16)

bludgeoning damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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BoOILPUDDLE
Low Moderate Advanced
9 Terrain

Any Land

Q Rarity Rare
Lurker / Normal

i* Organization Solitary

None
Overvieu StoryRooks
The following quest snippets or introductory story elements

can be used to insert this creature into any existing plot or

A viscous, putrescent pile of ooze, this creature seems a B The party is approached by a screaming, wounded
disgusting mass of seepage from wounds: red, green, grey, chuirgeon dripping blood and ichor. She pleads with

and black ichor is studded with flecks of what could be flesh the PCs to help her contain a horror that emerged from
e a healing experiment gone wrong; she will gladly lead

the party back to her apothecary shop where the newly-
spawned Boilpuddle is still in the process of devouring
the patient from whose infection it was generated.

B The PCs, badly in need of medicine, visit a healer. While
treating them, the healer “tries something new”... and
Q Common Lore (no check required): Disgusting puddles ends up spawning a Boilpuddle from the wounds of the
of wound seepage are semi-sentient and can attack you. party!

@ Expanded Lore: Boilpuddles are sometimes born of
attempts by amateur chiurgeons employing what little
necromancy with which they are familiar. Rather than

save their patients, the failed attempts instead drain the @ Putrescent Aura: Breathing creatures within 30’ must
disease or infection into a gangrenous mass of horror make a DC 15/ 19 / 21/ % 23 Constitution

that save at the start of each of their turns or become
Nauseated. Each creature attempts the check each turn,

Requires D Intelligence (Nature) check DC 14 / regardless of prior failures or successes.

18/ 22/ % 26. @ Gangrenous Pustules: Living creatures suffering melee

damage from a Boilpuddle must make a DC 14 /

18 / 20 / 22 Constitution save or become
_ infeCted With BOilpuddle Gangrene’ ¥ terrible Condition
that corrupts the blood. As an immediate effect, it

Any land, though most commonly Urban. inflicts 1d2 points of Constitution damage; each full
week thereafter that the condition remains, the victim
loses an appendage (randomly determine which from the
creature’s remaining limbs) Remove disease or similarly
potent magic will cleanse the disease, but will not in and
of itself restore the missing limbs.

€ncounter Behavior

Boilpuddles are drawn to life, and will attack any moving
creature they detect. Once battle is joined, Boilpuddles will
not relent until they are destroyed.
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Low Moderate Advanced

Armor Class 12 13 13 13

(natural armor) (natural armor) (natural armor) (natural armor)
HitPoints 1719 217 333 421
Speed 10 ft. Climb 10 ft. Swim 10 ft.
Size, Type, Large ooze, chaotic Large ooze, chaotic Huge ooze, chaotic Huge ooze, chaotic
A|ignment neutral neutral neutral neutral

STR 21 (#5) STR 24 (+7) STR 29 (+9) SR 30 @10

- DEX 1 (5 DEX 3 (4 DEX 1 (5 DEX 1 (5

CPUe , CON 21 (+5) CON 23 (+6) CON 25 (+7) CON 25 (+7)
- INT 10 (#0) INT 10 (+0) INT 10 (+0) INT 10 (+0)

WIS 1 (-5) WIS 5 (3) WIS 5 (3) WIS 5 (-3)

CHA 18 (+4) CHA 20 (+5) CHA 20 (+5) CHA 20 (+5)
Saving
Throws -

Resistances

Critical Hits, Fire, Flanking, psychic, paralyzed, poisoned, Polymorph, unconscious, Sneak

Immunities
Attacks, stunned
Vulnerabilities Vulnerability to Cold, Vulnerability to Water
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +5, Blindsight 60 ft., +7, Blindsight 60 ft., +7, Blindsight 60 ft., +7, Blindsight 60 ft.,
g g g g
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages -
Challenge 9 14 19 24
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Dexterity DC 15 Dexterity DC 18 Dexterity DC 20 Dexterity DC 22
Qualities Damage 1d6 Damage 2d6 Damage 3d6 Damage 4d6
Burn You deal fire damage in addition to damage dealt on a successful hit in melee. Those affected by the
burn ability must also succeed on a Dexterity save or catch fire, taking fire damage for an additional 1d4
rounds at the start of its turn. A burning creature can attempt a new save as a full-round action. Dropping
and rolling on the ground grants advantage on this save. Creatures that hit a burning creature with natural
weapons or unarmed attacks take fire damage as though hit by the burning creature and must make a
Dexterity save to avoid catching on fire.
Special Damage 1d8 Damage 2d8 Damage 3d8 Damage 4d8
Abilities &
liti Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple
Qualities check (in addition to any other effects caused by a successful check, including additional damage).
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 15 Constitution DC 18 Constitution DC 20 Constitution DC 22
Qualities Damage 2d6 Damage 3d6 Damage 4d6 Damage 6d6
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Lava Body The Boilpuddle is formed of molten rock. Whenever a creature strikes a Boilpuddle with a weapon,
that weapon takes fire damage unless the attacker makes a Constiution save. Damage caused to weapons in
this manner is not halved, but hardness does help prevent some of the damage dealt.



Low Moderate Advanced

Special Split Slashing and piercing weapons deal no damage to this creature. Instead, the creature splits into two
Abilities & identical creatures, each with half of the original’s current hit points (round down). A creature with 10 hit
points or less cannot be further split and dies if reduced to O hit points.

Qualities

Standard Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon

Actions attack: +8 to hit, reach attack: +7 to hit, reach attack: +8 to hit, reach attack: +8 to hit, reach
10 ft., one target. Hit 10 ft., one target. Hit 15 ft, one target. Hit 15 ft, one target. Hit
1d6+9 (12) slashing 1d8+12 (16) slashing 2d6+17 (24) slashing 2d6+18 (25) slashing
damage. damage. damage. damage.
Slam Melee weapon Slam Melee weapon Slam Melee weapon Slam Melee weapon
attack: +8 to hit, reach attack: +7 to hit, reach attack: +8 to hit, reach attack: +8 to hit, reach
10 ft., one target. 10 ft., one target. 15 ft., one target. 15 ft., one target.
Hit 2d6+13 (20) Hit 3d6+18 (28) Hit 4d6+25 (39) Hit 4d6+27 (41)
bludgeoning damage. bludgeoning damage. bludgeoning damage. bludgeoning damage.

Legendary -

Actions

Innate g

Spellcasting

Spellcasting
Possessions
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BONEMOSS
Low Moderate Advanced
9 Terrain

Any Land

Rare

Lurker / Normal
Solitary, Pair, or Thicket (3-8x)
None

Overviem B The party is venturing through a cemetary or
mausoleum, and brushes up against moss which covers

the stone.

B Clerical laystaff have complained of being attacked by
lichen while cleaning and tending to gravesites in the
This moss is often found in gravesites, and can grow on church’s crypt.
stone, rock, or even metal. It appears dessicated and off-

white, black and grey in places. Its common location and

@ Dessicating Strike: Once every 1d4 rounds, a Bonemoss
may make a special strike, resolved as a normal melee

attack. If it hits, one target suffers an irascible thirst.
While it falls short of suffocating the victim, this thirst is
so distracting, it has the mechanical effect of suffering a

Q Common Lore (no check required): Moss growing on

. -2 competence penalty on attack and damage rolls, ability
gravesites can become self-aware and attack.

and skill checks, and saves until the victim has a drink of
liquid. This can be simple water, an alcoholic beverage,
or even a standard magical potion, but takes an action to
perform.

m Expanded Lore: Bonemoss grows in places of the dead,
and have other living creatures.

Requires g Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Any Land—predominantly Ruins, Urban, Forests, and Jungles,
particularly prevalent in places of the dead.

€ncounter Behavior

Bonemoss will attack any living creature that comes in
contact with it, or comes within range of its attacks. Itis
mindless and will attack until dead.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
campaign setting.
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Low Moderate Advanced > Elite
Armor Class 14 15 15 15
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 19 49 111 155
Speed o
ilﬁgeazz:t 2/\I/cie|dium plant, neutral Medium plant, neutral evil Large plant, neutral evil Large plant, neutral evil
STR 11 (+0) STR 16 (#3) STR 21 (#5) STR 22 (+6)
DEX 11 (+0) DEX 16 (+3) DEX 14 (+2) DEX 14 (+2)
s vl , CON 8 (1) CON 12 (+1) CON 16 (+3) CON 16 (+3)
L INT 1 (5 INT 1 (5 INT 1 (5 INT 1 (-5)
WIS 8 (1) WIS 12 (+1) WIS 12 (+1) WIS 12 (+1)
CHA 4 (3) CHA 8 (1) CHA 8 (-1) CHA 8 (-1)
Saving
Throws
Resistances
Immunities  psychic, paralyzed, poisoned, Polymorph, unconscious, stunned
Vulnerabilities
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +9, Darkvision 60 ft., +15, Darkvision 60 ft., +16, Darkvision 60 ft., +17, Darkvision 60 ft.,
Tremorsense 120 ft. Tremorsense 120 ft. Tremorsense 120 ft. Tremorsense 120 ft.
Languages
Challenge 5 10 15 20
Special Shielding Frond A Bonemoss can deflect incoming attacks as a move action, gaining it a +2 shield bonus to
Abilities & its AC until the beginning of its next turn.
Qualities
Standard Frond Melee weapon Frond Melee weapon Frond Melee weapon Frond Melee weapon
Actions attack: +0 to hit, reach 5  attack: +4 to hit, reach 5  attack: +6 to hit, reach attack: 4+5 to hit, reach
ft., one target. Hit 1d4+1 ft, one target. Hit 1d6+4 10 ft., one target. Hit 10 ft., one target. Hit
(4) bludgeoning damage. (8) bludgeoning damage.  1d8+9 (14) bludgeoning 1d8+10/19-00 (14)
damage. bludgeoning damage.
Legendary -
Actions
Innate
Spellcasting
Spellcasting

Possessions
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BONEPILE MIST »
Low Moderate Advanced
9 Terrain

Any Land

Q Rarity Rare
Controller / Normal
Solitary

None

Overvieu StoryRooks
The following quest snippets or introductory story elements

can be used to insert this creature into any existing plot or
campaign setting.

B Religious celebrants have complained of ceremonies

Arising from piles of bone and mass graves of indiscriminate ) 3 ; -
honoring the dead being disrupted by a ghostly mist.

victims, Bonepile Mist appears as an off-white haze, floating
head-height above grave earth. Onlookers can catch
glimpses of phantom bone and ghostly skeletal shapes that
seem to form as the mist shifts.

B Travelers have told stories of being followed by a ghostly
haze, within which they can discern the outlines of
skeletons. There is rumor that a mass execution once
happened nearby; this is indeed true and it is from the
mass grave of this atrocity that the Mist has arisen.

oo o oo s sy fiCUiONS & Special Qualities

mist can be lethal. @ Manifest Bone: Although a mist, the Bonepile Mist
manifests a physical token of the bones from which
@ Expanded Lore: Bonepile Mist is born of large quantities it was formed. Its melee attacks and special abilities
of people who were slain under vile circumstances. It contain true physical bone.

rises from piles of bone that are not put to rest with
respect, and seeks out all living creatures. Good
creatures are particularly vulnerable to the mist.

Requires Intelligence (Nature) check DC 14 /

18 / X} 22 / B3 26.

Any land, particularly Ruins and Urban environments, or
Plains or other locations where battles have taken place.

€ncounter Behavior

Bonepile Mist will spend 1d4 rounds waiting to see if living
creatures approach it. After this point, the Mist will move
toward living creatures it can detect and will attack them
unto its death.
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Low Moderate Advanced
18 19 19 19

Armor Class
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 63 130 193 250
Speed Fly 50 ft. (Clumsy)
Slfe,Type, Tiny undead, chaotic evil ~ Tiny undead, chaotic evil ~ Tiny undead, chaotic evil  Tiny undead, chaotic evil
Alignment

STR 8 (1) STR 12 (+1) STR 12 (+1) STR 14 (+2)
) DEX 16 (+3) DEX 18 (+4) DEX 20 (+5) DEX 20 (+5)
Aty CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)

Scores /[

. INT 10 (+0) INT 10 (+0) INT 10 (#+0) INT 10 (+0)
WIS 5 (3) WIS 9 (1) WIS 9 (1) WIS 9 (1)
CHA 16 (+3) CHA 18 (+4) CHA 18 (+4) CHA 18 (+4)

Saving

Throws

Resistances -

Immunities  Cold, diseased, exhaustion, fatigued, psychic, paralyzed, poisoned, unconscious, stunned

Vulnerabilities

S Passive Perception +7, Passive Perception +9, Passive Perception +9, Passive Perception +9,

enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages -

Challenge 8 13 18 23

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Constitution DC 13 Constitution DC 14 Constitution DC 15 Constitution DC 17

Qualities Distraction You can nauseate creatures that you damage. Any living creature that takes damage from you is
nauseated for 1 round; a Constitution save negates the effect.

Special Gather Bones By spending a full-round action in the same square as a dead creature, a Bonepile Mist can

Abilities & shred the flesh from the corpse and absorb the bones into its swarm. The absorption grants the Bonepile
Qualities Mist healing. The amount of healing depends on the size of the body absorbed. A Small creature grants 2

points of healing. A Medium grants 5 points, Large grants 10 points, and Huge grants 20 points. A Bonepile
Mist gains no benefit from collecting the skeletons of creatures smaller than Small, or additional benefit
beyond that noted for creatures larger than Huge.

Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 13 Constitution DC 14 Constitution DC 15 Constitution DC 17

Qualities Unholy Winds A Bonepile Mist is surrounded by fierce netherwinds, the howls and raging essences of souls
forever trapped within a whirlwind of death. As such, the area within 10 feet of a Bonepile Mist is affected
by winds of windstorm force. Creatures that enter this area must make a Constitution save or be affected
by the high winds as dictated by their size: Small or smaller creatures are blown away, Medium creatures
are knocked down, Large creatures suffer disadvantage on attack rolls and saves, and larger creatures are
unaffected. In addition, these winds are responsible for a Bonepile Mist’s movement and protect it from the
damage and dispersal diminutive swarms typically face when affected by powerful winds.

Special Werath A Bonepile Mist cuts apart creatures occupying the same space as it, not just with splintered bones

Abilities & and bludgeoning skulls, but with the unholy energies of the damned souls that make up the undead

Qualities whirlwind. Thus, 3d6 points of the damage dealt by a bone swarm is physical, and 3d6 points are necrotic
damage, resulting directly from unholy power.
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Standard
Actions

Legendary -
Actions

Innate
Spellcasting

Spellcasting
Possessions
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BONEPILE SLIME
- Low Moderate Advanced
Q Terrain

Any Land

Q Rarity Rare
Lurker / Normal
Solitary or Cluster (2-5x)

Treasure Incidental

b campaign setting.
Overvieu
B A Paladin, bloody and wavering on the brink of sanity,

approaches the party, seeking their help in defeating

a horrible slime that has been following her since she
plundered the temple of an evil warlock.
Often occurring in the same locations as Bonepile Mist, this B A military encampment is struck in the middle of the

ooze is born from the same circumstances: mass graves, night by a Bonepile Slime, which slithers through the
and any assemblage of corpses tossed together and not laid sleeping ranks, feeding.

to rest. It appears as a thick, grey ichor, in which pieces of

bone of all manner can be seen floating.
@ Goodseek: Bonepile Slime can Detect Good at will, per

the spell. They can sense living creatures up to 120’
away.

Q Common Lore (no check required): Slime born of bone
seeks vengeance upon the living.

@ Dissolve Flesh: Each time a living creature suffers melee
dam from a Bonepile Slime, they must make a DC
Bad

@ Expanded Lore: Bonepile Slime has a special fondness 16 / 18 / 20/ % 21 Constitution or Wisdom save
for the flesh of Good creatures, and will seek them out. (victim’s choice) or suffer an additional 2d4 points of
negative energy damage.

Requires Intelligence (Nature) check DC 14 /

18 /<) 22 / ER 26.

Any land, particularly places of the dead.

€ncounter Behavior

Bonepile Slime will attack any living creature, giving
preference to Good creatures.

The following quest snippets or introductory story elements
can be used to insert this creature into any existing plot or
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Low Moderate Advanced
Armor Class 13 15 15 15
(natural armor) (natural armor) (natural armor) (natural armor)
Hit Points 44 110 208 274
Speed 20 ft. Swim 20 ft.
ilﬁge;‘lzz:,t Large ooze, neutral evil Large ooze, neutral evil Huge ooze, neutral evil Huge ooze, neutral evil
STR 18 (+4) STR 21 (#5) STR 26 (+8) STR 27 (+8)
. DEX 3 (4) DEX 8 (1) DEX 6 (2) DEX 6 (-2)
i ,  CON 17 (+3) CON 19 (+4) CON 21 (+5) CON 21 (+5)
- INT 10 (#0) INT 10 (+0) INT 10 (+0) INT 10 (+0)
WIS 10 (+0) WIS 14 (+2) WIS 14 (+2) WIS 14 (+2)
CHA 8 (-1) CHA 12 (#1) CHA 12 (+1) CHA 12 (+1)
Saving
Throws

Resistances

Critical Hits, Flanking, psychic, paralyzed, poisoned, Polymorph, unconscious, Sneak

Immunities
Attacks, stunned
Vulnerabilities
Passive Perception Passive Perception Passive Perception Passive Perception
Senses +10, Blindsight 60 ft., +12, Blindsight 60 ft., +12, Blindsight 60 ft., +12, Blindsight 60 ft.,
Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.
Languages
Challenge 5 10 15 20
Special Amorphous Your body is malleable and shapeless. You are immune to precision damage (like sneak attacks)
il and critical hits, and can move through an area as small as one-quarter of your space without squeezing or
Abilities &  and critical hits, and et - q FyQiime|lRe withou 3qUPC2 g
Qualities one eighth of your space when squeezing.
Compression The creature can move through an area as small as one-quarter its space without squeezing or
one-eighth its space when squeezing.
Special Damage 1d4 Damage 1d6 Damage 2d4 Damage 2d6
Abilities &
liti Constrict You can crush an opponent, dealing bludgeoning damage, when you make a successful grapple
Qualities check (in addition to any other effects caused by a successful check, including additional damage).
Special Saving Throw Saving Throw Saving Throw Saving Throw
Abilities & Constitution DC 16 Constitution DC 17 Constitution DC 19 Constitution DC 21
iti isease Tumor Infestation: Injury; save Constitution; onset 1 minute; frequenc ay; effect
Constitution damage and 1d2 Charisma damage; cure 2 consecutive saves. Anyone who dies from tumor
infestation turns into a Bonepile Slime 1d4 hours later.
Special Monstrous Growth A Bonepile Slime gains growth points from its reactive regeneration ability or from
Abilities & eating creatures. When it consumes a creature that’s been dead no more than an hour, it gains 1 growth
Qualities point if that creature is of its size or one size category smaller, or 2 growth points if its meal is larger than

it is. Eating a creature takes a full-round action if it is the same size or smaller than the Bonepile Slime

or 1 minute if it is larger. Each time a Bonepile Slime reaches 5 growth points, it gains +2 Strength, +2
Constitution, and +2 to its attack and damage rolls. These effects stack with themselves each time the
Bonepile Slime gains another 5 growth points. When it stops gaining growth points, a Bonepile Slime loses
a single application of this effect for each hour that passes.
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Low Moderate Advanced

Standard Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon

Actions attack: +6 to hit, reach attack: +7 to hit, reach 10 attack: +8 to hit, reach attack: +7 to hit, reach
10 ft, one target. Hit ft., one target. Hit 1d8+9 15 ft., one target. Hit 15 ft., one target. Hit
1d6+6 (10) slashing (14) slashing damage. 2d6+14 (21) slashing 2d6+15 (22) slashing
damage. Slam Melee weapon damage. damage.
Slam Melee weapon attack: +7 to hit, reach Slam Melee weapon Slam Melee weapon
attack: +6 to hit, reach 10 ft., one target. Hit attack: +8 to hit, reach attack: +7 to hit, reach
10 ft., one target. Hit 1d8+9 (14) bludgeoning 15 ft., one target. 15 ft., one target.
1d6+6 (10) bludgeoning damage. Hit 2d6+14 (21) Hit 2d6+15 (22)
damage. bludgeoning damage. bludgeoning damage.

Legendary -

Actions

Innate .

Spellcasting

Spellcasting
Possessions
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BONERANGER

Low Moderate Advanced
9 Terrain iy LLErd

Rare

Artillery / Normal

Solitary, Gang (2-5x), or Flight (6-12x)
Standard

Overvieu —
The following quest snippets or introductory story elements

can be used to insert this creature into any existing plot or
campaign setting.

B The party is traveling through a forest, and is stalked by

A hthe elfin creature whose clearly undead nature is
a Boneranger.

unsettling. Its arms are slim to the point of being little more

than'sickly ashen flesh stretched over bones. B A well-known and beloved ranger is slain on patrol, and

her corpse is put to rest. A few days later, the grave is
disturbed, the corpse exhumed, and reports of stalking

may come back to life to hunt the 11v1ng

@ Raise Boneranger: A Boneranger who slays a living

@ Expanded Lore: Bonerangers are undead created from sentient humanoid can convert that corpse into another
the corpses of elite rangers. They hate and hunt the Boneranger like itself. This process takes one day per
living, seeking both to destroy life and to bolster their class level the dead humanoid had in life. Once the
own ranks. corpse has been raised as a Boneranger, only a miracle,

wish, or true resurrection or similar magic will restore
Requires D Intelligence (Nature) check DC 14 / normal life.
18/ 22/ % 26. @ Hunt the Living: A Boneranger can sense the presence

of living creatures within 120’. It gains a +1 competence
bonus to attack and damage rolls, and skill checks

against normal living creatures; this bonus is increased
to +4 against opponents with at least one class level of

Any land. Ranger.

€ncounter Behavior

Bonerangers will stalk from afar, preferring to strike from
surprise. Against preferred opponents (rangers), they may
wait until their target is separated from its friends-for
example, if a ranger goes out to hunt, track, scout ahead,
or forage on behalf of the rest of the party. Once battle is
joined, a Boneranger will withdraw once it is reduced to
fewer than one quarter its maximum hit points.
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Low Moderate Advanced
20 20

18 18

Armor Class
(natural armor) (natural armor) (natural armor) (natural armor)

Hit Points 6/ 120 190 237

Speed 30 ft. Fly 60 ft. (Good)

Size, Type, Medium undead, neutral Medium undead, neutral ~ Medium undead, neutral .

. . . . Large undead, neutral evil

A||gnment evil evil evil
STR 16 (+3) STR 16 (#3) STR 19 (+4) STR 24 (+7)
DEX 18 (+4) DEX 18 (+4) DEX 21 (+5) DEX 20 (+5)

s vl ,  CON 10 (+0) CON 10 (+0) CON 10 (+0) CON 10 (+0)

e INT 8 (-1) INT 8 (1) INT 12 (#1) INT 12 (+1)
WIS 13 (+1) WIS 13 (+1) WIS 17 (#3) WIS 17 (+3)
CHA 13 (#1) CHA 13 (#1) CHA 17 (+3) CHA 17 (+3)

Saving )

Throws

Resistances -

Immunities  diseased, exhaustion, fatigued, psychic, paralyzed, poisoned, unconscious, stunned

g psy paraly P
Vulnerabilities -
S Passive Perception +14, Passive Perception +16,  Passive Perception +19, Passive Perception +21,
enses Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft. Darkvision 60 ft.

Languages = Common

Challenge 8 15 20 25

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Constitution DC 14 Constitution DC 15 Constitution DC 16 Constitution DC 19

Qualities Damage Healed 2d6 Damage Healed 4d6 Damage Healed 6d6 Damage Healed 8d6
Devour Soul A Boneranger can take a standard action to devour the soul of an adjacent dead or dying
creature. A dying creature can resist this attack with a Constitution save. If it fails, the target is instantly slain.
If the creature is already dead, it does not make a saving throw, although the body cannot be more than 1
hour dead. A creature subjected to this attack cannot be brought back to life via raise dead (resurrection and
more powerful effects work normally). When a Boneranger devours a soul in this way, it heals damage and
becomes hasted for 4 rounds (as if affected by haste). This is a death effect.

Special Saving Throw Saving Throw Saving Throw Saving Throw

P g g g g

Abilities & Wisdom DC 14 Wisdom DC 15 Wisdom DC 16 Wisdom DC 19

Qualities Once per day, a Boneranger can unleash a bloodcurdling howl. Any living creature within a 30-foot-radius
burst becomes paralyzed with fear for 1 round unless it resists with a Wisdom save. Any creature that makes
this saving throw is instead shaken for 1 round. This is a fear effect.

Special Saving Throw Saving Throw Saving Throw Saving Throw

Abilities & Constitution DC 14 Constitution DC 15 Constitution DC 16 Constitution DC 19

Qualities Infused Arrows A Boneranger creates arrows of bone as it fires its bow-it need not carry arrows as

ammunition. These bone arrows do normal damage for arrows fired from the bow, but gain a +1
enhancement bonus on attack and damage rolls. In addition, each arrow deals an additional 1d6 points of
necrotic damage on a hit. Further, the first creature struck in a round by a Boneranger’s arrow must make

a Constitution save to avoid being paralyzed for 1d3 rounds. A Boneranger can fire normal arrows from its
bow if it wishes-such arrows, however, do not Eain the special negative energy damage or paralysis effects.
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Low Moderate Advanced

Standard Ranged weapon attack: Ranged weapon attack: Ranged weapon attack: Ranged weapon attack:

Actions +5 to hit, one target. Hit +4 to hit, one target. Hit +5 to hit, one target. Hit +6 to hit, one target. Hit
1d8x3 (1) bludgeoning  1d8x3 (1) bludgeoning 1d8x3 (1) bludgeoning  2d6x3 (1) bludgeoning
damage. damage. damage. damage.
Claw Melee weapon Claw Melee weapon Claw Melee weapon Claw Melee weapon
attack: +3 to hit, reach 5 attack: +3 to hit,reach 5  attack: +4 to hit, reach attack: +7 to hit, reach
ft., one target. Hit 1d6+4 ft., one target. Hit 1d6+4 5 ft.,, one target. Hit 10 ft., one target. Hit
(8) slashing damage. (8) slashing damage. 1d8+7 (12) slashing 2d6+11 (18) slashing

damage. damage.

Legendary -

Actions

Innate

Spellcasting

Spellcasting

Possessions
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BONEWEED 0e® ~
Low Moderate Advanced
9 Terrain 5y

Lurker / Normal
Solitary or Infestation (2-10x)

Incidental

Treasure

Overviem B Clerical lay staff have reported attacks from fungal
deposits near the dead th