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Introduction 
This book conmru enincs for more lhan.500 cruturc.s, both hos· 

nle and bcmgn, for use: Ul Ot: ... CEO!'S &Dtv.CO!-;S• ad,·en1ures 
This 1mroducrion expWns how 10 read a crcaiurts wmc-up. m­

cludmg summancs of t.hc...most common amdu: and a bi Im~ 
Enmcs for crtatures arc 1.i.sted alphabc1ically by name. Some , 

. creatures. such as g1anu...ai:e:orde.re:d from_\\:takes1 10 strongw_m 
the entry 

AppendLX t descnbcs mundme_ anunals. m alphabcucal order 
wuh.ill 1he lmmg Appendix 2 dcscobes vcmun a rype of crea1urc; 
S«..bdowJ, again m alphabc_ncalordcr.. Varublt-s1ied crumr" art 
orducd from weakest 1a..stmngcs1. Appendix 3 expbms and d~ 

sen~ a group of creanucuha1 arc cru1ed by add mg a "template" 

1oanu1s11ngcll'alUtt~.Anexampleof1h1s1sa•-ampm.'.Wh1ch 

adds the "\'ampttt" 1cmpb1c 10 a range of chg1blt crntures. 
Al lhc end of the hook. a lu1 of mons1en organiud by Chal­

len&c R:mng makes ii easy for the Dungeon ~fas1er 10 1:1.1lor en· 
~ cou.ruer:s lO the.party level of the player chu:men . 

READING THE ENTRIES 
Each mons1eremry isorgamzed m thes:ime gentnl format,asde­
scnbed below The information LS m a condensed form. For com· 
ple1e mform1111on about the channensucs of monsters. consult 
the Pla)TT'I Ha11Jboolc or the 01.i ~Cl.OS MASUA.'.i Cuidt. 

lj\AIN STATISTICS BLOCK 
This iext comams bas\C game miormauon on.the crea1ure. 

~ame 
This 1s 1he name by which the creuure is gwerally known. The 

.descnptwe tex1 (following the main smisucs bloc.It and second­
ary s1a115ucs block) may gwe other names. 

Size and Type 
Thl.S lme_bt:gl.llS with 1he creature's sue. (.Huge, for uamplcl The 
e1gh1 si:te categories ue bnefly described in 1he table be:low. 6 sLZe 
modill.er can apply 10 the crnture's Armor Class {ACland_auaclr.., 
bonus, as well as 10 cena1n skills. A crearure's size also deiennmes . 
how far u can reach [O nuke a me!~ anack and how much space 
11 occupies m a flgh1 (sec .Face/ Ri:.ich, below, and also Big and 
liule Creatures in Comba[, page 131 in the Playn"s H.inJflook). 

(RUTUllE SIZ ES 

Slze AC/Attad: Modi~ Dimension* Wei1hr** 

Fine ~a 61t1.orlen 1/81b orleu 
D1m1nvt1vc 61t1.-l fL ljllb.-1 lb 
Tiny •2 lft.-2ft. 1!b.-81b 
Sm~ .1 2ft.-4ft. llb - 601b 
Medium 0 4 l't.-lfL 60lb.- S001b 

Lu1e -1 ll't.-16ft. 500lb.--i.OOOlb 
Huge -2 16 ft.-12 ft 4.000 lb.-12.000 lb 
Cargantvan --i J2 ft -64 ft. 32,000 lb -250.000 lb 
Colossal -8 &4 ft. or more 250,000 lb or more 
*81pecfs height, quadruped's body length (nose to bue o(ta1I). 
'"'Assumes 1hat the crntULe..u rovibh' u dense as a lt&ular animal 

A creature made of stone will wt1&h considerably moie. A cas~us 
cieaturewill-.ghmuchleu~ 

the sue and cy~ I.me contmues with the creature"s type (giant, for 

t:¢:!1e.Tf;j ~~::~i;1ta0ff~%~~1;!:~~uar~;:;;~:· !::~:i 
. cypc. T)-pe. also dticrmw.es many o( the crn1urc's chanc1cnsucs 

and abtl.tt1ts. as descnbed below 
Abuntion: An abe:rr.mon has a bturre anatomy, s1nnge abtl.t, 

ues, an_ :Wen mmdSC'I, or any combmauon of the three Unless 

noted.otherwlSe, abe:rr:mons ha11e darkvision wnh a rangeo( 60fe.et 
~page 74 m the Du.;cm.~ MAS'ITll~ Cu1dtJ. Example: beholdcL 

Animal: An arumal is a nonhumano1d crea1ure, umally a Rt:.. 

1ebr.uc. All 1he. animals mdudtd m 1h1s book lwird on the planet. . 
..Eanh m h1s1oncal umes. or arc larger \"ers1ons of such creatures. 
.All animals ha\·e lnteU1ge.nce. scores oft or 2 Unlt<ss noted other­
wise. animals have low-light vision (see page 79 m I.he Dui-cw~· 

MASru'1Curdt). Ex.a.mple:.b:ear. 
Beast: A beur LS a nanhmoncal, venebr.11e creature w11h a re:i­

.sonably normal anatomy and no magical. or. unusml a~ 
Unless noied otherwise, beasts have low-light \•1S10D..and..darkv1· 
s1on wuh a range of 60 feet. Example owlbeat. 

Cons1ruc1: A cons!ruct 1s an ammated ObJCCl oumfici.ally 
constructed crruure. Constructs usually ha\•e..no lm.cl.L.ge.ncc. 
scores and never have Consmution scores. Aconsu:ucl is immune 
to mind-influencing effecn rcharms, compulsions. pbaruast11s. 
p;.nerns. and monle effectS) and to pmson. sleep, p:u~)'S.lS._itun· 
rung, disease, death effecu, and necromannc effrcu 

Constructs cannolhe.al damage on their own, though they c:in 
be healed. Construc1s can be repaired in the same way an obJC:Ct 
can lsee the crcamre's de.scnpuonior de.1allsJ, A constru(I wuh 
the regenenuon and fast hullng sp«ial_quiliues slill bent-firs 
fromthosequalmcs. 

A consrnm lS not subJe.c.J to crmcal hus...s.ubdual damage, abtl-
1ry damage, abiliry dr.im, or energy drain..lt.l5JJDJllUOC 10 any 
effec1 that requires a Fonuudt save {unless.the..cffec1 also..wotk.s 
on objects}. A construct is no1 at nsk oL de.atb...imm...mass1ve 

damage (see page. ill m the Playn'1 H.111Jb:ialu. buL.whcn.ttduc~ 
10 O hi1 points or le5s. u LS 1mmtd1a1ely dttuored...Since u was 
ne\·er alive, a consu:ucu:anno1 be nised or resurrc.c.ted.. 

Unless noted 01herw1se, consiruc1s ha"c darkvmon wu.h a l 
nnge o( 60 (eet. E.umpJe; golem ~ 

Dragon: A dr.igon is..a reptthan crearure. usually wl.11.ied, with 
magical or unusual ab1lmes. Dragons are immune to sleep and 
panlysis effec1s. Unless noted othet'1Aise, dngons ha\'e..duk.\'lSlon 
w11h a nnge of 60 fut and low·light vmon. E.umple: 1td dragon 

Elemental: An elememal is composed of one of the.io.urdassical 
clemems: air, unh, fire, or water It is immune to poison, sleep, 
paralysis, and stunning Elcmc.mals ha1•c no clear front or back and 
are therefore not sub1ec1 roa:u1cal hits or flmk1ng Unltts no1ed 
otherwise, they have darlwlslon wuh.a nngeof60 fee1. 

A sl.un elemen1al cannoL hc.. r.usd or. resurrected, alihough a 
nnh or muutlt spell can res1ore it to hle, .Eumple 1nvis1ble stalker 

Fey; A fey is a creature with supernatural abilities and connec· 
nons to na1ure or to some 01her force or place Fey are usually 
huma.n-.iliapcd. Unless nored 01he1"1A' lse, fey ha\·e low·ligh1 viS1on. 
Example; dryad 

Ciant:A gu.nt is a humanoid crea1ure of gru1 srrength. usu.ally 
of at least Large size Ciams art profl.c1em wuh all simple weapons 
and \\11h any weapons !med Ill. the.i.r.. en mes. Unltts noied 01her· 
\\15e, gi.ams ha1•c dark.vision wuh a_nnge. of 60 feet. Example· ogre 

Hwnanoid: A humanoid usually bas rwoanns. rwo lep.and one 
head, or.a hununhke tmso, amu. a.nd.hc.ld. Human0tds ha1-e (ew or 
no supcmarunl or extraordinary abiliues. and usually are Small or 
M~·SLZt. f\·eryhumano1dcrt:atu.realsohasa rype moWfitr (sce 
bel01"'). Hmnanolds ue proflc1em with all simple wcaporu and w11h 
any weapons menuoned m !heir cmries. Example' goblm. 

Magical Beast: Magical beasts are s1m1far 10 beans but ~\'UU· 

::;~lb!:~ 'h::°d~r:i?io:b~1i:1~sa ~~~:s~p:~e~~~~ 
light ru1on..Enmple; d1spbccr beas1. ~ 

Monstrous Humanoid: These arc human.aid c.rca1urcs 
moru1rous or ammalistk features, often hav.mg..s.upe.rnatural abil· 
.1.uc.s. Unless noted othe.r.wtSC. mormrous hwnani:uds have dnkv1-
.51on wnh a nnge.of 60 ftt1. Monstrous humanoids are proficiem 
v.:1th all.SLmplc. ~·capons ~nd With any weapons mennoned in 

their enmes. Example· ml'dusa 



Oou: An ooze IS an amorphous.ormutahk.crruw:e...Qous are 

immune 10 poison, sleep. paralysis. .stunning..and polrmorphing. 

They havt no dear front or brl and art thcrcfort.JlQl_lllb}ec1 10 

cn1ical hu.s or flanking.. Oozrs ne blind but ha\'e 1hc blinds1ght 

sprcbl qualuy. They have.Ao lmelligcnce scores and are 1herefore_ 

immune 10 all mind·anOuencing dTecu {charms, compulsions, 

p.h:uirasms, pancros. and mor;lle effccu). 
__Qous have no narur.ll :umQ[Dungs, b.uuhey arc nevenhd~ 

difficuh 10 kill bttau~ their bodit1 m mostly simple protopbsm. 

,_Ihi5.is rc.Oc.cted by bonus hi1RQi.n1..sJiDadduion10 th~ fro:m..l:lit. 

Dice_ and Conmtuuon scores) according 10 size, as shown in the 

~·Example~ gdawwuuuhc._ 

Ooze Sia Bonui t-tlt Points 

Fine 
01m1nuhve 

_TlnJ_ 
, Small 5 

~-_sizt. 10 . 15 

Huge 20 

C1gan1ic JO 
Colona I .. 

Ouuider. An outsider ls a nonelemental crtarure 1ha1 comes 

from ano1hcr dunension, ruluy, or plane. Unless no1W. other· 

P-1.St• oumders have darkvts1on wnh a range.. of 60 fetr 

_sbm_ ouu1der cannot bt r.u~ QL.[etut.r.ttct.d, ahhough a 

w11h or mmulr .spell can restore ir ro life. fxampJe; devi l. 

Plant : Thauype comprises vcge_1abk.ettalu~ms ;re 

1mmunt 10 poLSOn, sleep. panlysis, siunJUll&.__and polymorphing 

Ibey ue no1 sub)l"Ct 10 cnrical hns or muul:i.nflucna.ng c!fccn 

{charms, compulsions, phantasms. pauerns. and morale effects ). 

~ Unle_ss othtrwist nottd, plam.s have low-light Yision...Example: 

.shmihhn&_mound. 
Sba~changer. This rypc of creature has a scab le body bur can 

assume. othu.fuons. Unless no1N othcrn.1.St..sh:apcclaogcn.havc 

darkvtsion wuh a nngt of 60 fttt. E.u.mplt: doppclgangct._ 

Undead: Undtad art oncc· lwmg creaiures animated h~spi.n: 

tual or supernaiunl forces. Undtad arc immunt ro poison, slc.cp, 

panlysis. nunnmg. dJ.SC:ast. death eUccrs, and ntcromanuc. ef. 
fcc1s. and 1hey ignore mind-anfluenci.ng effccu tchanns, compul· 

s1ons, phan1asms. pancrns, and monlc effcc1s). Undead art no1 

sub,ec1 ta cdtkaLhiis, Jiubdual.~e, ab1luy damage. abilny 

dr.1111, or energy di:a.in. They Wive. no Consdtuuon scores and arc 

1hereforcim.m.uoc..uuy tlTC:CLttq~ a..Eixu1udt S;l\'t (unless 

u affccu obJccts). An undead spelkaster uses us Charisma modi· 

flu when malung Concen1mion chttks. 
Undcad wuh no ln1dlJ.il'nce scores cannOI hra! damage on 

~n.1hough 1htyc.an be healc_d._Nc_gm\'I' tnergy (such as an 

. 1njl1cLw01mJ1 spell) can heal undtad c.rcatura The rtgcnenuon 

and fas1 healing spegal qualmtt work regardltss of 1hc creamrc·s 

lnteUigencesco.rc...__ 
An undcad cruturc is rul.I at nsk of durh from massive 

damagt, but when rcdu«d to o.hu.romts or less. u is 1mmcdi3tely 

dtsnoyW. Most undead ha\'C. darkvas1on wnh a nnge of 60 feet 

Undeadc:i.nno1bcni~can.affttt.tht"m,butsmce 

undead creatures usually art W)willlng ro return to.lift, these ai· 

tempts genenlly fa1) (sec Bring.Ing B.ac.k thc..lkad~~ge...W in 1he 

Playni .HimJboolt). Example: wmbJe 
Vttmin: this type wdudcs 1.DStCts, nachnuh. arthropods. 

E 
w.dJurular in\'«LC.bmtt.. YtmwJ havt no Intelligence 

and arc..unmunc 10 all mmd·iniluenclllg tffcc1s (charms, 

CQIXIP_ulwns,,p~m.5, pan ems and morale effec1s). Unless no_ted 

otbe~ vt:nnlll havedarlcvmon wuh a range of 60 ftt1. Poisonous 

\'l'llIIJ.D,.£(U.bwiU5 to the 0C for their pouon ~on their Sllt, as_. 
shoo..fll on the followmg 1able Examp\ec mons1rous spider. 

Vl'frnin Size PoiSO<I DC 8onu5 

M~JUJ1M!U... •2 

Ur&c.. 
Hucc 
Cargantuan .& 

ColO$UI •lO 

rype MoJ1f1ers 
A p:ircnthl'nc:i.I llOll' followi.ng 1he crtatun type 1nd1c:ucs a type 

.Dlodifltr (fl.rt , forcxamplt), mdic:mng 1ha1 the...c.ttatu1t IUSSQC.iattd 
withanell"ment,afonnofentrgy, amttofbcing.auhe.~typc 

modifier crearcs a s_ubtypc wnhm a larger t)'pt, JiuciLas..widc.aJ 

mcorporeall; links creatures that share charac.tcruxics. 111c.b as 

humaoo1d_{goblin01d )-, or connects mcmbcn.aLdi.ffctt:nuypcs.l'oc., 

u:a.mplc, white dragons and frost giants be.km& ~and 
giant rypes, rcspcctwely, bu1 they arc also of tM cold sub~ 

_Some common type modifiers 1hat afftct a crtaru~ 

.a.re descnbcd below. 
Cold : A cold crnturc.Js immune 10 cold damage. h takes 

.. double' damage from firt unless a savmg throw for half damage is 

allowW., m which case it rail.l's half dama&e..on a succc.s:s and 
double damage on a faJurt 

Fire: A fire..cuarurc is i.mlllWlt 10 fire dam.age • .luakt.s double 

damage from ccUd unless a savi.ng throw~c..is al· 

lowed, m which case 11 takes half d3mage o.ll..a..SU«CSUnd double 

dam1geonafa1lure. 
Inco rporeal: An mcorportal crtarurc hn.oo..~bod)~ It 

can bt harmed Qnl.)'. by 01her 1ncorporcalettalW:cs...tlJ2Lbtil':Lf 

magic weapons, and spells. spcll·like ab1lnits, or_supunatw:al abU­

ides. h is immune_ 1Q.ill.nonmagical mack forms...Exe.n..»"hut.b.il 

by spells or magic.. weapons, it has a SO'\ chance to ignorC..i.D1-

damagt from a carporul.sourcl' [ucepl for force cffccu. sucb...u 
m11gu rnmrk, or auack.s..madt wuh ghon towrh weapotU).An inc.at: 

porea! crcaturc has no natunJ annor but has a ddlccuon honus 

equal 10 usChansma moc:ltfier (always a1 leas1 •l , evc~c.tta­

ture's Chansma score docs not nonnally provide a bonuU.. 

An mcorporcal creature QD pass 1hrough solid obJcclUU\lll. bur 

noi force effects. ifs anx.k ~sscs 1hrough (ignom} n.;irun.I armor, 

annor, and sh11"lds. ahhough d.cfltruon bonuscs and force cfTcc1s 

(such as m11st 11r111or} worlui.onnally agamst 11 An incorporeal 

crtarurc moo,•ies silendy and..cannm.bt..bcard "ith l.i.5ttn checks Uit 

docsm wish ro bc. It lw.na.Strc.ngthscau.sous Dcxicncy mOOdler 

applies to both 1u melec aruL.ts Wlic_d aoxks. 

Hit Dice 
This line £1YCS the numbtr and type of Hu Dice the crea1ure has 

and any bonus hu pomls. A p:iren1he11cal nO'lc gwes the crt11urc s 

aven:gchupoints. 
A crcaturc"s Hu Dice 1oral is also us level for dcttrmimng how 

spells affccr tht crea1urt, 1lS ratt...of.natun:l htahng, and 1rs maxi· 

mum nnks..ui a skill. 

lnitiathte. 
This line shows the creature's modiller fo imuauve rolls. A paren· 

th.CJica.I noft 1clls where rhe modiller comes from (most com· 

monly 1he crcarurt'1 Dexicniy mod1fitr and rhc lmprovtd 

lnmativcfcat,U1hecrtatureha.s11 J 

Speed 
Thi_s li.ne g.aves the crca1ure's racr1cal speed on land (thUJilQWll.Qf 

d15caru:.c1J..can._cQ\'trmonemO\'eJ. Iflhe.crtouw:e...~·~ 

that rc_duccs.J1s..sptt<I, tlus!ac1 J.S g.avmalang willu. iurcoth.cucal, 

no1c ind1caung the armor type; the creatun:'s_ ~ unacmorN 

.spee_dfoiklws. 
.!Lt.be creature. has other modes of movement, 1htte are lmtd 

.afi:cuhc...m.ai.n.cntr:): Unless no1cdotherw1~, modes of m0Ycmcn1 

arc natuDltnru.magicah. 



l:Jurrow:The creature c:rn tunnd lhroug.hdm. but DOI th.rough 

rock unless thl' descnpuve uxt says othe™'.1Se. Crutures canno1 

usetherunac11onwh1leburrow1ng. 
Climb·/\ creature w1t.b a climb spe.ed has tfiC' Climb skill at no 

COSI and gains a ~s rac1.tl bonus 10 all Climb ch«ks. Thi' crnture _ 

must make a Climb chC'ck_to chmb any wall or slope. w11h a DC of 

mo rt than 0, but it always can choose to rake 10 {see Checks wuh­

ow RoUs. pagt 61 m che_ l'!aytr'I H1rn~loooJu. tven if rushe_d or 
threa1tned while climbing. The crca1ure climbs a1 1he lis1td spe.ed 

while cltmbmg If u chooses an. accdtmtd climb '. stt CL.mb. 

~t 64 in the Playd1 1-LrnJl>oukJ, II movts a1 doub!t iht liS!ed 

clunb spud (or 11S normal land spe.t.d.. whiche\'er LS ltss) and 

makes a single Chmb che_c.k at a -s pe.nalfy. Creatures can nor use 

the run acuon while climb.Log. 
Fly: The crnture can £fy a1 the lmcd sptcd if carrying no mort 

1han a medium load tsc.c Carrying Capacity. p.agt 141 m 1he 

ila)'O'Llimdbooii.and.Strcnglb.be:lowj. /\llflyspttdsmcludcap.ar­

cn1he11cal no1t md1ca11ng maneu\·crabd1ty, as follows. 

ftifttt. Tbc cruturc can pe.rfonn almos1 any aeml mancuwr 11 

~·1shC"S. It moves through the air as well as a human docs O\'t'r 

smooihground. 
Cood: The creature is \'ery agile m the air · like a housefly or 

hummingbmf), but cannot changl' d1rec11on as readily as those 

wuh perfec1 maneuvtr.1b1l11y. 
A~'tnigtc The crtaiure can fly as adroirly as a small bird 

l'oor.Thtcrea1urefl1esaswtllasa\·el)"largeb1rd. 
Chmoy The creature can barely fly a1 all. 
Creaturo: chat (ly can make dt\'C auacks.-6 din anack works 

. JUSI like a charge, bur 1hc divmg creature mus! move a m1mmum 

. of 30 feet . II cm make only claw auilCks. b.u.t these deoal double 

. damage. Crtatures can use the run acuoo ...,fal<: ilying, provided 

1heyf1y1nastraightlme 
For more information, sec Tac11eal Acnal MO\'t.mcm. page 69 1n 

the DL'-" Gl0~ MASTU
0
! C111Jr 

Swim: A creature wuh a swim s~ed can..movr 1h.rough wa1rr 

ar tht Ls.ltd speed wuhout making Swim checks. 11 g;uns a ~s 

racial bonus 10 any Swim check to puform some spe.o.tl KUon 

or a.,.01d a hazard The creature always can choose 10 take 10, 

e\•en tf rushed or 1hrea tencd· when swimming Crca1uro: can 

usc1hcrunacuonwbtlcsw1mm1ng, pro.,.1dtd they swim ma 

s1r.11gh1line 

Armor Class 
The Armor Cl.;w line g1\'es 1he crea1urt's AC for normal combat 

and includes a parcmhclical mcnuon of chc modtficrs comribu1-

mg 10 11 (usu.ally .uu, Dcx1en1y, and natural armor! 

,\J.tacks 
ThLS line g1\•es all 1hc creature's ph)-.s1cal anacks, whe1hrr wuh 

,_.natural or manufoc1ured weapons. 
Na1ural Weapon s: These mdudc1eeth, chws, sung, and 1he 

like. The entry gl\'C.S the [lumber of attacks along wuh the 

weapon (2 claws, for cnmjli~. auack bonus, and form of anack 

melee or ranged.J. The firs t ltsung 1J for the crra1ure s pnmary 

weapon. wuh an an ad bonus including mod1ficauons for size 

and Strength (for melte auacksJ or Dcx1er11y (for ranged at· 

tacks). A crcamrc wuh the. Wupo_n &ncuc fca1 can use us Dex· 

1en1y modifier on me Ice auacks. 
Tht remammg " 'tapons uc se_coodary and hal'c - 5 to the 

anack bonus, no marter how m.any t.bert are. Crca1uro: wnh 1hc 

Mub.i.auaclr. fe_at tscc · Fc_a1s" below) suffer only a - 2 penalty to sec­

, ondary attac.ks. 
All of thc.foregorng assumes 1ha1 the creature makrs a full 

auad (Ke.Ana.cir. Acuons. page 122 in the Pl.tyds l-L111JbookJ and 

employs all us natural weapons If a creature instead chooses rhc 

auatl op11Qll (and thus makes only a single anaclo. 11 usn us po· 

maryauac.khonus. 

UnleJS no ted otherwise, natural weapons threa ten cnucaUuu 

onanarur;almackrollof20 
Manufactured Weapons: Creatures 1ha1 use swords .. bow.s. 

spears, and Uie like follow 1he same rules as charac:1ers, mclud1ng 

those for muluple anacks a.nd two-weapon fighting penalues.All 

. Uie steps m a mulnple anack sequence arc gwen and mcludc all 

mod1flcanons. 

Damage 
11us !me shO\\·f 1he damage each of the creatures attackuical.s.. 
Dama gt from an anack LS always at leas t 1 po1m, e\'t.n tf uubnx­

uon from a die roll bnngs the resulr ro 0 or lower. 
Natu ral Weapons: /\ creature's pnmary anac.k damage m· 

eludes its (ull S1reng1h modifier font and a half !Lm6 IU Slrul&th 

bonus iLit IS the crcafurc's sole anack ). Secondary attacks a_dd_only 

one-half the creature's Su .. ngth bonus. 
If any auacks also cause some spec ial effect Qlb.e_r_ t.ban 

damage (poison, disease, ere. ), 1ha1 1nformanon 1s gwen here. 

Unless no1cd otherwLSc, creatures_ dnl double damage on 

. criticalh11s. 
Nafur:il weapons havt types JUSI :as other weapons do. The most 

common are summanzed below. 
Birt: The creature anacks w1Ui us mouth. dealing p1crci.ng, 

slashing, and bludgeomng damage 
Claw or RD kt: The crcarurc nps wuh a sharp appendage, dealing 

piercing and sluhmg damagt 
Corr: The creature spears tht opponen1 wulu.n andCL horn or 

s1m1lar appendage. dealing pie re mg dam~t.. 

Sfopor Sfom·The crearure bauersopponenrs wuh.a.n append~e • 

dealing bludgeomll£_d.amage 
Sting: The crcarure stabs with a srmgcr, dealing p1ercmg dam· 

agc. Songsareusuallycnvenomed. 
Manufacrured \);'eapon s: Creatures 1ha1 use swords, bows. 

spears, and tht like follow the same rults as characters do. The 

bonus for amcks wuh rwo-handed weapons LS one and a_half 

umes the crtatures Strengrh modifier if ii is a bonusJ, while sec­

ondary weapons add only one·half 1hc S1rcngth bonus._ 

Face/ Reach 
This !me descnhcs how much space the creature needs 10 fight ef­

fccuvtly and how close u has_ to be 10 a.n opponem to threaten rha1 

square. This 1s wnuen in t.bc format i{ttr) by [fce1 l![fcctf The 

numkrs before the slash show 1hc creatures flghrmg space 

(w1d1h{irs1,lengthSC"cond).Thenwnbcr:llter 1heslash1s1hecrea­

ture's natural reach. If the cr.-aiurc has excepuonal reach due to a 

wcapon. lentade,or1ht like, the txlcnded rtach and us source arc 

noted1nparemhescs 

pecia\ Abilities 
Many creatures have unusual abilmes, which can mclude spcc1al 

a11ack forms. teSIS tance or vulneraluluy 10 cenam types of damage, 

and enhanced .seoscs, among others- A mons1er emry breaks 

these__ ab_1lmes into_ Sp,c:c.1al /\nacks and Special Qualmes. The 

lai ter ca tegory includes defenses. vulncr:ibilmtt, and orhcr s~ 

c1.tl abtlnics 1ha1 are no1 modes of auack. 
A special ab1l11y is cu her txir:iordmary ( l:.X /, spdl·l1ke (SpJ, or 

supernatur.il (Su). 
£.dr.wrd1m1ry: Extr:iordmary ab1lmes are nonmagical, doDJ go 

aw~)' m :tnJlllllfllllgM' /ltW. and are not subject to anych.ui,g lhaulJS.· 
rupts magu:. Uswgan ~rraordmaryab1luy1sa fre.c ao~ 

noted o.t.MlY>·isc, 
~PfU·.L1kc Spe_ll·hkt ab1ltues are magical a.nd \\'O.tk 1USLh.kc. 

spells {though they are no t speUs and so have no \'erbal, sommc, 

matenal. focu.s, o.rXP c.omponemsJ. They go away man anhmaglf 

flt!J and are subjl'CI 10 spell rcSISlancc 
Spell-like ab1Jmes usually ha\•e a ltmu on 1he number of um es 

1hcy can ht: Uie.d. A spell·l1kt ab1l11y that can be used •af will" has 



no use limn Using a spell-like abilit).' is..a..ru.ndmlact.100 unless 
no1ed 01herwise, and doing so whilt 1hre.a.r.cntd provokes an 

anack of opponumty. A spdl·Wte abiliry cmhc.dimlp1cd jus1 as a 
spell can bt. Spell·likubtliutt canno1 bt ustd 10 coun1erspell, 

nor can rhey bt counm:spclled. 
For crearure.s Wlth..spcil:like abihtits, a de.s1g1mtd casttr le\·cl.. 

scrvts 10 dd'int how di.ffi.culrn u 10 dispel 1htu- spell-hkt dftets 

a.od rodef'ine any level-depcndcn1 vanablc.(.s.ucli :u rangt and.du: 

rauon) rhe abilmtS might havt. The CltaluR"'S casttr !tvtl nt\·t:r 

~affecr.s whlch spell-likt abilitiu.lh.e_cr.tnurt has; somtumes lh.e.. 

g.LYto easier levtl is lowu 1han.Lhe.le11el a spelkasting char.acitr 

,_y,:o..uld need 10 cas1 tht spcllo(lh.uam.c..namt. Jf no casur ltvtl 
• .lS..spccifled, 1he cas1tr lelltl.is__e_qual 10 the crta1urt's H1r Dice. 

Thegvmg1hrow (ifanrlioraspell-likeab1lity is 10 + 1he ltvtlof 

1he spdl 1he ability ttKJllbln or duphcatts .. tht crtnurts 

Chansma modilltr. 
SwpmWllllllSuJ)«naturalabWuts are magical and go a""';IY man 

11n11magicfillJbu1arenO!subjtct!Ospcllresista.nct.Usingasuper· 

~=:~~:~~~:~ :10h':n~;~~:=!~~t,:l~u!~~ 
spcll·hke abihues...Howtvtr, supcmaiural abilities do nor provokt 

att:te.ks of opponurury and nt\·tr ~u1re Conctnrrauon checks. 
UnltsSoihtrwlSC no1ed, a supcm;irural ability has an dftcli\·e cast tr 

level eqwl 10 1he creaturt's H11 Dtct 

Spccu!Amds 
rilw hne Usr.s all tht Crtarure's special mackt_in.tbt order they are 

~1li.kd.y10 bt used. If the crea1ure..has..ruupecial anacks, 1his 

. I.mt dots no1 appcar. Dt1ails of 1ht most common special u1adts 

,.are gwen htrt.. w1tb i1ddmonal tnformatlon..uuhc..crc:a1uR"s' dc­
pcnpm·t rtx1. In general, "cR"J.lure• means ihc..ucaiure using tht 

, spccul ilUxk. wh1lt "oppontnt• is the targeu.U.tbc.attack. 

AbWry Score Loss (Su): Somt auxks.ttduceJhL.oppontn1s 
. score lll.One or more. abilmes. This loss can he.permaneru..ar 1empo­
.ruy (se:e.Ahiliry Score Loss, p;gt 72 in ihe.D\.aic;Dl,o.; ,\ IA.ro:IJ Cua.k). 

Ptrnuwtnl Ah1l11y Dnun~ This efftct permanently reduces a 

livmg opponent's ability scort when._.1.he creature...hir.s w1tb a 

meltt aruck. Tht crtaruR"'s dtscnpuve 1ex1 lisu 1he ahJny and 

tht amount dr.uned. If an auxk that cauSC'5 pcrmant.~ 

dram scores a cnucal hil, 11 drains fWlCt 1h~ listf'd ilmoun1 (.U !he.. 
damagt is t"J)rttSed as uiie. range, roll rwo dJCt). A dr.llning crta· 

rure hnls S points oLd.amage ( LO...On a cri1ical bu) whtntvtr ir 
drains an ab1!11y scort no mailer how many pomts u drams. I( tht 

amount al healing is.mare than.the..damagt tht crtalure has suf· 

fered, ii plllS any actss as re.mporary hu pom1s. 
Some...abilily dram_auacks allow...a..fonlude._$1vt with a DC of 

to + l/2 draining creaiure"s HD ~ dr.unmg crtarurt's Charisma 

modi.fl.er (lbe. exx1 OC LS gl\'en m thc..crca1w:e5 dtscnpm·t 1tl'I J 

.,lf no saV1ng rhrow 1s mtnuoned, none u allowed. 
~anporury Ability 0-Znwgc Thi5 mack damagts an oppontn1's 

,.ahihQ: .score. Tht cR"nu.rtidtscnpu~e. tex1 g1\"es the ability and 

the amoun1 of damagc..lLan auack that causts abil.ny damage 

scores a cnucal hi1._u.dc:als._1Wlce..tbe lis1ed ainouni (if 1bt damage 

1s upressed as a Wt_ rangt...J::oll 1wo dice). Temporary abiliry 

damage mums at tbe.n.1c.ot:J..poi.ru per day. 
Brea1 h Wupon (Su): A breath weapon anadc usually cau5" 

damage and LS ofttn bascd_nn..$omr 1ype_n( uw:gy .(.such as fiR" 

bR"a1h). hallows a ~flex savt for half~ wu.h..a.OC of 10 + 

t / 2 brtuhing creaturt's HD...t. bua.th.Wg crc:acuris.Lons:mulion 
modifier (1he v.:ac1 OC is gwen in the crea1ure's dex.npuyt rext). 

cre:.a1urc is immune lOJfS own breath weapon_ unless otberwist 

~e.:d...B.w.tb.\l.:apons a.rc.descd~.in a.oabbR"viait:d Wun in iht 

..µnonstuenuy.. 
Co.nslricL (f.x):.. tb.L.cre21urt crushes_ lht opponen1, duhng 

bludgt:aru.ng damage, afier makmg ii succtssful grapplt check 

(se:e..Gnppk. pagt U7.in 1he Playrr's H;111Jii«*). The amount ni. 
damage.is g1vtn in rhe crearurt's tnrry. If the crea1urt also hu tht. . 

1mproYe.d ;.uh aluluy (sc~ below), 11 dnls consmcnon dam.a.gun.., 

addmon to dam:11t dealt by the weapon used 10 grab 
Energy D.rain (Su}; This mack saps a living opponenu.'lUal.. 

tnergy and happeru..au1omatically whtn a mtlet or rangtd auad... 
,.hits. Each succtssful enu&r draw mfl1cu one or more ntgallVt 

.,.lt\·ds (rht dtscapti\::ue.i:t...$ptc10ts how many, Set Entrgy 

Dram, pagt 7S m d1c:..Dw1Gw ..... \1Asrr1'1 Cuuft, for dt1a1ls. If an 

anack rhai 1ndudes..a.ii..cnugy_dram scorts a cnucal.b.ir..1t draw 
tWJCt rhe gwen amowu. for txh neg;mve le\'t.I inflicted on a.o 

.opponem, the dral.D1llg..crtarurt heals S poi.DLS..o.£.,bma.gdlD...QJU 

criucal h1r ). If the amount of hulmg is more. than.the damagt rht , 

crtalUR' has sufft.rtd, u gams any excess as temporacy_hll.pouu.s .... 
Tht afftertd opponent sufftrs a - I pcnalry uull..skillwd ability 

checks,anaclu,andsavingthrows,and~elotlil4 

Dit (whwe.v«.k\·d LS used m a d1t roll ou:a.lc.ub.uonJ.lm._CJdi.., 
ntgam·t [e\•t.L A spelkas1er loses ont spell slot of dit.hi&hesi lo·el 

.,.shecancastand (ifapphcable 1 ontpR"paredspcllof1h~ 

t loss pcrsl515 unnl the ntgatl\'e lt11el is rtmO\'ed 
J::ltganvt ltvels rtm.ain unul 24 hours havt passed or unril rc­

.+JUOVed whh a spell, such as rrstoruhon. Ar rhac dmt, 1ht affi1cted 

oppontm mus1 antmpt a ..forutudt...Sa\"t. w.uh. a OC of LO + .1/2 

dratmng cR"alure's HO .. drallllllg CR"llurti.Charuma modifltr 

(tht tntl DC._15 givtn in the. ru.a.iurts dtscnpW'.e 1ui;.._On_a sac· 

ctSS. the ntp1t1•e..~y~J go«_away w1tb no hamuo..th.e:.creanue. On 
afailurt,1htntgam·tle\·elgoesaway,bu1~dLSalso 

rt'duced by ont. A scparart saving 1hrowJ.s..uqw.wliouacluitg· 

atweltveL ---
Fear (Su or Sp).:_fearauackscan ha\·e.~ts..... 

fo:1r Auru (Su): Ibu ability tuhtr operatts contirulou.sly or can 

beuscda1wi.1Lln.euh.er_case,u "safrttacnon.~ 

opponent (such as..a m.u.mmy's despair) or funcuon Wte ihe./coi4 
spell ffor txamplt. rhe aura of a l1ch . Othtr efftc1s arc..possihlt.. 

ftar Conn (Sp) md &lys (Su): These usually work like. tht fmr.., 
spell 

If a fur efftcr allows a saving 1hrow, 11 LS a Will gvc:..wuh..a.DC 

of 10 + 1/ 2 fursomt crtaturt"s H 0 • ftusomt crta1ure's..Charisma 

mod1fier (1ht exac1 0C is givtn in the crea1ure's d~tCXI; 
Fr igh tful Pre~nce (Ex):This abilily makts thecrtHUR'S \"try 

prtsence unse11lmg 10 focs. l~tcU.U!QmaUcallywhen tht 

cR"arure performs somt son.al dnmauc acnon (.such as charging, 

a11xk1ng. or snJrhngl..Qpponenu .withm ran.gt who witness the 

acuon.may become frigh.1~.orsbake:D {see p;ges 8'4 and 8S 1n 

rht Oti!'>CW."1 .\1AsTu"1 Cu1J<l. 
Acnons required rcunggtr 1beability art given m rht crtalurt's 

dtscnpnve 1ex1. The range is usually 30 ftel, bur the tntry will 

g11·t any ai::tptians. Tht dur.auon iJ usu.ally Sd6 rounds. 

This abiliry afftcu only oppontnrs wuh fewer Hu Dice or 

levels 1han tht CR"alure has. An..a!fec1ed opponem can rtsm tht 
tfftcuwuhasuccrssful Will~~·t.Wtrha OCoftO • 1"2 r0gh1ful 
creuurt's H 0 .. frigh1ful crenure.SLha.osma modifier (tht tntl 

0C LS g1vtn rn 1ht creUuR"'s dcscnpulle. ttn). An oppontnt who 

succeeds a1 lhe.savU1.g.rhrow is unmwit fO that crta1ure s frighrful 

prtsence for ont._day. 
Cue (Su): A gut anadc uke:s dl'tc1 wh~n opponenu look ar 

the. ettaturu t.)'tS {Stt Gaze A.l.w::ks, page 77 m rht .Du.o,;Q:0"1 

.\L\sTclfJ CuikJ. Tht anack can ha\'t almos1 any son of dfc:ct: pc!· 
rifkauon, dtatb. charm, and so on. Tht 1yp101l range JS JQ.fc:.et..bw. , 
chtc:k thtcrearuresentryfordtmls. 

Tht rypc._of~vmg throw for a gazt mack vanH..hw ~ 

ally a Will or Fonitude s;t\"t. The OC 1s 10 • t/ 2 gu.ing..crulllU.5 

HD + gazrng creature's Cbansma mod.ill.tr ! the aaci.DC.u 11v.e.n.4 

~:;!~ ili':dJ:~,~~::~~1tv;~~~ t:c~=a%t,~t=+ 
.• form111rhemans.t.u..enll)'. 

.Each oppont.nl wuhm rangt of a gau anack mus1 anempr a 

.sav.ing throw eacli round at rhe bqmnmg ofh1s or hn rurn m 1n1· 

ua1ivt onlu. Only lookmg d1rtctly ilt ii crearure wuh a gaze auack 



lca\'CS an oppontm vulntrable...Qpponcrus...c:i.n..a~i.he..saving 
1hrow by no1 looking a1 1hc crca1ure, in one.of two wav.s. 

l\vtrhng Cyn: The opponcm a\'Oids looking auhe..cn:awrc's face, 
instead lookmg al us bod~ warchmg.ils shadow, mclung.n in a re­
flecuve surface, and so cm...Each round. the opponcn1 has a 50'\o_ 

chance 10 not need 1a..nu.ke.:u;avmg throw api.ns1 the gue au~ 

\¥'raring 11 Bl mil/old: The opponcm canno1 see the crunm: at al4 
possible by turning anc'.s. back on i.ht.__crcaturc or shutting 

• onis cyrs. ) The creature wuh the pzc_ auack gains iota I conceal-, 

.,.muit agaum du• opponent. 
.A cre.uurc wuh a guc .iuack. can acnvdy gau u an a ruck 

. action by choosing a rugcL.Mthin..range •. Jhar opponent mus1 at· 

tempt a 5'1.ving rhrow buLCan.lr)' 10 al'Old this as dcscnbd abovc 
Thus, i1 is possible to U\'.c..2gains1 a crea1urc's guc 1vdcc during 
the umc round. once bd"orc the opponcni's acuon and once 
dunngthrcrearure"sl 
Gau....au~ can afftc:LCtbcrcal opponcn1s. A cnmuR" 1s un· 

. mune..io us own gau: auack unltss 01htrwiR nortd. 
prayed Grab (.Ex): If 1ht crtaturt hus wuh a mdct weapon 

(usually a cbw oc. b1ft amck}, h dtals normal d3magt and 3t­
ltmpu 10 sran a_grapplt as a frtt ac;:uon without provoking an 
utack of opponunicy (Re Gnpplt, ~gt 137 m 1ht Playrr's Hllnd­

bool:. No muial 1ouc:h anatk 1s riequirtd, and Tiny and SmaU crta­
IUl"l'S do not sufftr a special sizt ptnalry. Unless 01htrw1R smtd, 
improved grab works only againsr opponems at least ont size ca1· 
tgory smalltc. than the crnturt. The crcarur.r has tht opiion to 

t con~uct tht gnpplt normally, or simply USCJ.hc.parl of tts body it 
~ rn thc.unpl'O\•ed gr.ab 10 hold thc.o~lf u chooses to 
~ do 1ht luter, tt sufftn a -20 ptn.alq· to grappk.clitcks. bu1 JS no1 
consideredgrappltd irRlf; 1ht creature~ lkntnty 

~ bonus 10 AC. nill tbrtatcns an area, and can..use..11.S. remaining at· 
lacks agams1 other opponl'nts. 

A successful hold docs no1 deal any addiuon.al damage. unless 
the creature also has 1he consmc1 abilicy. lf tht creaiuce..®d no1 
Uln!ima..cxh succmfuigrapplt chcck.Junak.t.s duting.succes­
S1\'C' rounds amomuically duls 1ht dunagt W1cdfm 1ht a112ck 
that tsrabhshtd tht hold. Or:hcrw1SC'. u..dtals coruu:ic:Uon..d.a.magc 
as wtll (1he amount is \med in the cruiurt's ducripuve ta 

When a c:rtaiurt ge1s a hold a&er an 1mpf0\·cd grab auack.JI . 
pulls 1ht opponent imo hs.spact Th1Sac1 does noc pl'O\"Oke attacks, 
of opponumiy. Tht crtai:utt u noc cons1dtrtd grappled wbik.u . 
holds the opponent, so.u still 1hrcatCll5 adjactm sqwres and rtmns 
11s Otxtent)' bonus. J i can t\"tn.moo.:t (possibly carrying aw.iy the 
oppontntl. pn:Mdt.d.ll.can drag the.oppontnt:S Wl'lght. 

Poison (Ex): Poison auac.ks..dul imual damagt, such as tempo­
rary a~tis«..abovcl.ouomL.lllheuffec1, 10 the oppo­
nent on a..fliltd fonitudt Ja\"e. Unless otherwlSC' no1eJ, ano1htr 

. savmg throw u riequ1rcd t mmure later .U:cga.rdless of 1he fim 
.save's usult) 10 avoid secondary tbmagt. The cre31urts descripuve 

t l.C'Xtlis1Sdiedt1ails. 
lhe.fonuude s.a\•e ag;iins1 poison has a DC of 10 + 1/ 2 poison­

mg crta1urt's HD t pcuscming crtatw:e's Consmunon modifier 
(1he exact DC 1S gl\'.cn..uu.hc. aearurt's descnpU\'t 1cxr). A sue:· 
c:essfol sa\·e a\·ens_the.damagc..... 

P$ionics (Sp): Thcsc..arc..ahi.hucs th.at che crearurt genemes 
1<.•11h rhe power o( ics mmd. Pnornc.ab1luies are always ar will (no 
uRlimir). 

Ray (Su or Sp): Any bchavuWu: a rangcd.aitacklsee Ai.ming 
a Sptll, ~ge 148 1n 1he Plarc:ll~)Juequi.t.t.SJ. ranged 
touch anKk roll, 1gnoa.n,g armor and..sh1dd and Ullllg.lhe crta· 
Wie'UIDged_am.c:k bonus. R;ay auac.ks art always ma.de...at thon 

e..(ruu:w.gc.i.ncrcrouu.l. The crca1uu's descnpuve LUI sp«i­
the..maximwn range, effecu, and any applicable s.aving 1hrow. 

SQn.ic.AtucluJSu.): Unless no1td otherwise, sonic auads 
follow tht.rules for spreads (S« Aiming a SptlL page 1,.8 m the 
PlaraJ,..limJb®ilJ; lhe .nnge of 1he sprtad u measured from 1b.c,­
crtatu1t USlf1& 1ht some attack. Once a some anaclc has raken 

t.ffeo.,_deoafenitli 1he. sub1tc1 or s1opping iu ean does nodm: 
die tffec.t. Sropping ont's ears ahead of nme al10W1 opponcn1.S...10 
avoid.h.av.ing 1o_mak.e saving 1hrows against mind-alTecu~ 
macks. bu1 not olhcr.Junds of some auxks (suc:h as 1hosc chaun· 

~~~~a;::g:~-o~~~~':!d;:J:ar~r:~::;~n::~tn e::d_re-

SptllJ (Sp): Some.c.reaturu can cur arcane or divint spells JUSl 
as mtmbers o( a spcl.lc.as.ti.ng cbss can (and can acuvatc. mai).C. 
items accordingly). Thesc.crtaturesartsubjtcl 1othesarnespcll­

.casungrull'5ascharactcnare t 
Spellcasnng creatures art no1 actually mt.mhcrs ol_a class 

unless 1heir tnfnt.ua)':SO. and 1hty do not pm a.o)'..,clan,ahiliu~ 
For examplt, a crta1ure 1har cu1s arcane spc-l!J as.a.5DICt..[cc._cannor 
acquire.a familiar, A crcaiure with acctss 1'UktiupillunUSL.~ 
part them 1.D the.normal manner and rtcel'o'.es no bonus spells 1 

Swallow Whole (.Eli: ): The crtalurt can~ op~ II 
,.holds (Stt lmpn)1rcd Grab, above). If ll makl'5 a second_sw:us1ful 

grapplt chtck afrt.r a grab, 11 swallows LfJ prry. UnlC'SS otbtrwuc 
tJlilled, 1ht. opponeru...c.a.n be up 10 onC'.S.IZC' ca1egory smaller th.an.,. 
the swallowing crtature. Damage is usually bludgtomng, of1en ac· 
com~nied by acid damage from the. trcaLUre"s Ji&tsu.vc..juict.S. 
The conSC"quenc.es of being swallo ..... t.d \"llJ .. ~:uh..thc.c.rea1uu..and 

arc uplained..in LU descri~'t...Lt.XL 
trample,,~ a s1andard acuon dunns.1ll.1um...eac:.h....round, 

1he crntwt can lirenlly run over an oppo.oc.DLaLlcast.one sizt 
ca 1egorysmaller1hanmel£Thecrearurc.mud¥..h.as.~ 

tht opponuit. The trample deals bludgconing~d lhci 
creature's descnpm:e text l1S1s 1he amoun 

Tnmpltd opponenu can a11tmp1 macks o£ oppcnu.n.ity, b.ut 
1hC'SC' incur a -4 ~J.f thty do nor makt mac.ks 0£.op~ 
niry, rramplcd oppo.nems can anempt Rtfluc s.aves fu~ 

!~1:~g:~~~:r:~v~~l~~~fi:r~~~~!~trt~:~·s!~t~ 
crearure:Sdtscnpm·t1txt)-

SpecialQual1nes 
Thislmeg1vesal11hecrea111re'sspteialqualmcs.J.ru.h.c..arder 
1hey are mon likely 10 be ustd If the creaturt has no sptcial 
qualities, 1his lme does nQI appe.u...Uc.ta.ils.the mosf common 
special qualiuu are providt.d..herc. · 

Blindsigh1 (Ell'); lllln.&.nonri.sutlsens.es. such as Rnsmvny 
10 \•ibrauans. seem, ac.ute_ht:anng. OLC'.c.holoca1ion, rhe crta1ure 
rnaneu\·cn_and flgbu as wcllas a s.igh1ed crtarurt. lnvisibilicy and 
tbclmcssarttrrdev:mt.thou.ghthcat.i.WIC'Slillcan'ldtSCeme1he­
real beings. The ab1hcy's rangt iS sp«i.ficd in iht cttarurt"s d~rip-
11\"e 1txt..Ibc.crea1urt usmllydoti not need 1omake Spoi or l.Jslen 
chtcks to notict crtarures wllhin range of 11s blmdsigh1 abiliry. 

Darnagc..Reduction (Su): The. c..rc:afurt ignores damage from 
mos1 weapons and narural a11aclu. \l'ounds heal lfTlmediately, or 
1he weapon bounces off harmlcs.s.l):.Linenhtt cast, 1ht oppontnr 
knows 1ht. auack was indft.etivcl.Jhe crea1urc 1akes normal 
damage from enerir auacks (even.nonmagical onH), sprlls, spell­
hku.bilitics, and.s.uperru.1ural abtlmcs...A mag1e weapon or a crta-
1ure with 1u own ihmage rtducnon can some11mt.S damage 1ht 
creature.normally, as noted below._ 

The entry 1nd1cates rhe amoun1 of d.amagt ignored (wually 5 10 
25 poin1s) and 1ht iypt of weapon rha1 nega1ts rhc ab~ao 
ample, Ille wtrtwolts enrry reads "damagt reduction · • 

Each umuloc. hiu a...werewolf wnh a weapon. the 
by 1h11 a.nack iucduccd by tS poincs (lo a mmltn~ 
ever,a..silrtc.w.tapcmdeals_fullda.mage. 

Any weapon.morl'..po:wrn:u.Lt.han tht..~ lmedln.lhe.nat 
nega1cs Uic.ability. (.fo.r de1ails, see Table J:U:..l»mage kducuon 
,Aankio.g.s._~t:.l!..uuhc..D.w..cm.-.; MASTUl..GwdtJ 

.hu._cx.a.mple, the werewolf {damage rtduttion IS/ saker) takl'5 
~elrom.weapons with .1 orbener mag1cal bonuRS, 
but nor fram.nonmagical weapons madr from muenal IX her 1han 



silver, and no1 from kten weapons or. wuporu_wiili_othcupcWI 

magicalpropcnics. 
For purposes of hmni.ng otbu cre:al.UJ:fi with._da.maic reduc· 

non, a Crtaturt's natun.l._wcapons COWll 1$ the typt that 1&00"' its 

own um1rc damage rcducuon However, damage ttducuon from 

spells, such as_stl)ntl.lun...dQH no1confer1h1ubiliry. The amowu a4 

f.E
damagc r«luction is in:elcvaru. For example, a Large air clcmcrua.i+ 

age rcducuon 10/ tll_dcals (u1l damage to a wtrtwolf._as..14 

lcmcn1al's au~lc were whh a • I weapon. 
f 1s1 Healing(& ): Tbc oururucpms_hu pomrs af an txeejk., 

nonally f.u1 rue, usually I or mott..hii pomis per round, as g1Ven 
~ in.ihc cmry {for txample,._a_yampl.[c..ha.s fast healing S}. Except 
whcrcno1edhcre,fas1hcaling.1SJUS1likenaiuralhcahng (secpagc 
129 m the Plo)Tr'J HDndbQQIU. Fast healing docs no1 restore hit 
poma losr from swvation, lhirs1, or suffocarion, and 11 docs no1 

allow a tnarurt 10 rtiJl>W_Qr i:unach los1 body p.ins. 

Rcamtt.11io n (E.¢._Cr:e:iIUWi wuh this abi11ry uc difficuh ro 

~~~~;a~:~1;\~::1;:~w:e:1td!;:;~1::~a~~:;~e4 
per round, as given in the entry (for example, a troll has rtgtntra:.,. 

tion S). Cenam auack fonns, typically flrt and acid, deal nonnal 
damage to 1ht creature, which doesn'r go away. The crearurt's dt­

Knpuve ma deKnbes 1he dtmls. 
A rtgtntr:mng crearurt 1har hu been rtndtred unconKious 

through subdual damage can bt killed wuh a coup dt grace (set 

Helpless De(cnders, page 133 in the _ffay.u's Handbook). The 

t':nack canno1 bt or a 1ype 1ha1 au1oma1ica.ll)' converts to suhdual 

~age.._ 

Amck forms that don'1 deal hn poi.n.t daiuagt (for namplt, 

~os1 polSOru a.nd disinttgmion) i,gnore.rt~ri.on...&gtntra­

t tion al~ does no1 res1ort hu pomts losr from..nuxa1iDn. thinr,or 
,suffocanon. 

Rtgtntr:mng cttaturts can regrow lost ponions.o!.tht.it bodies 

, and can ttmach 5e\'t~ Urnbs or body pun; details are 1n rht 

eu:aru.u.'Lcnuy. Sevc~ pans 1ha1 an nor 1t1IJ.aCbcd. wuher and 

die normally. 
Ruiuan.ce 10 Energy (Ex): TM_creatucLJ.gnQru_mme 

damage of I.be lis ted 1ype each [l)Und (commonly acid, cold...fu:~ 

~~~~~1 ~;:!~ T~:r 1:':~1~~~~~:; ~:se n:~;e~~stta:! ~ 
ignores the flrsr JO poirw Qffire damage deah 10 il each round....__ 

Scc.n1 (Ex): This ahilny allows 1he creamtt ro dttec1 approach­
ing tntffilts, sniff out hidden f.ocs. and irack by sense or smell. 

Crtaturei.With_tlic..sc.c.ntab_ili[)'...tan.Jdcnrifyfamiliar odorsjus1as 

humans do familiar sights. 
The atan1r~de.1ect opj)!Qtltlll1_wi.lhin.JJl.. ftt1 by sense of 

smell Lf the oppontm 1s upwind, 1hc n.nae mcreases to 60 fttt; if 
downwind.ildrops 10 IS ftt1. Strong.sun1.SJJJ.ch as smoke or rot­
tin& prbagt, can be de tected at twice the ranges noted above 

~ Qurpowering scen1s, s~ as skunk musk or rroglodyre srench, 

ca.n be.detected at triple normal range.. 
When a ctta1urc....det«:t1.J1 seem, the exac1 locadon is llOI re­

~aled-only 11.s.prcscnu .somcwbt-rt wnhm range The crearurt 

an Dkt a panWac.Wm1ctno1c..tbc dittcnon of the scent If 11 moves 
wuhm s r~1o(ibe~urecan pmpoml that source. 

A crurutt wi1h the sce.nt al:lliuy can follow rncks by smell, 

mak.ing1Wisdomcheckr.o..fln~(Ql.lciwa 1~ical DC for 

a fresh ITall is tO {no mnter wh,aJ kwd of Jurf.ace h.Wds 1ht Ktm~ 

This DC increases or dc:ere.asn de~diJl&._QD _h_awJtmng the 

. quany
0

H1dor i.s, 1he number.of creatures.and rhe age of thur.u.l For 
00..bourdu.Lr.he rra.il1W>ld, tlie OC incm~ by 2. The abahry oi h­

.~ ruk$.fur..lhe Uac.k.(eaL Crearum ind.Ill& by 
cuLigno.rc..the dfec1s of surface condnions and poor W ibUiry. 

pd.l.&sistance (.Ex): The creatuu. can avoid 1ht effe.c.ts..d 
spdls and .spell·likt abiluies tha1 dntt1ly affec1 if. The lis11ng in· 

cludcu nwI1.U1cal ranng. To derenmnt if a spell or spell-like ab~ 

uy works. the spellcasrer must make a level chKk (ld20 .. casre~ 

levc.U.JLtbc...rcs.ul.Lequalsortxcttds1hecrearure'sspellr~ 1 
anct (SRJ rauna. the spell works normally, ahhough the cruture 

1s stillailoy,·cd.uavlllg throw. See Spell Rtsisunce, page 8.1.uUhc. 
O\I'1C£0.'1 ,\turuj Gi.11.dt, for demls. 

Tum Resislance l.Ex};Jbc_uearure (usually undeadj 15_kss 

easily affecred by dcncs...m. pabd1ns (see Turn and Rebuke 

Undtad, page I 39 ULtbC-&)TT'i HanJboolr:}. When resolving a 

rurn, rebuke, com~1er auemp1, add 1he.llste.d bonus 

to 1he ctta1urt's H11 Dice toial For example, a shadow bas +2 rum 

~;;;s;~na~et~:~~a~!!;'~h~~~h1~r 1~~d'stt:th~=~ 
cttaiurtforanyolhcrpurpose 

Saves 
ThisliM_gu'cstbecrearure"sfonilude,Re~e:.mod: 

iilers, which rake imo account us rype-. abiL.I)' sc_orc.modW.crs._and 

,.anyspecialqualuies. 

~~~~t Jim all six of 1he creature's ab1liry scores, in on:ltr. Srr, 

Du, Con, lnr, Wis, Cha..Mosubilnies Yi'.Ork..cxacdy as described 
in Chapter I: Abiliries m tbt &yrr's..JU!idhoc!LWJJ.h.Jhe follitwi.n.g 

txctp1ions. 
Strength: Qwinipeds can carry heav1tt.la.ads tban.c.h.attcten 

can.Todetennmt aquadruped'scarryingcap~useTablt 

9-t : Carrying Ca~city, page 142 in thc..l'.la)'ttLHAndhoaL..multi­

plying byrbe appropriare modificrforthc~incl/i:,.., 

Diminutive 1/2,.Iiny 3/ 4, Small I, Mcdiw:tL1....1Ll.J.e..JJ::Wg~ 

6, Cargamuan U. and Colossal 24. 
Intelligence: A.utalurt can speak all 1he .languqtt..m.e.11:..., 

uoned in ifs deK.apuve ten, plus one addinonaUa.nguagc...pe:y 

pomt or In telligence boo.us. Any crearurc wirh an l.ntel!igcnu..\ 

score of 3 or higher. understands 11 leasr one languagt.l.Comillll.rJ.1 
unless nored otherwise). 

Nonabili ties: Some crtarurtt lack cenain ab1liry ~ 

Cttatures do no1 have an a bah I)' score of 0-1hey lac.k.the. abiliry 

ahogcrher. The modifier for a nonabil1ry is~ of 

nonab1liriesueasfollows. 
Stmigth: Any creature that..can.ph)'Jial.l.y_manipulatt other ob. 

iec1s has at leas1 I point o(Strcngrh. 
Acttaiuttwuhno~ntc:i:enforce, usuallybe­

cause ttlias no physical boAtia ghost..fur c;i:amplc) or because u 

doe_sn't 1ll9Ve (a shnekuJ... Tbt.. cua.rure auromatically fails 

Strength chedo, Lf the.ueawre. canwack. i1 applies its Durtnry 

modifier to i~s base anack instead of a S1rtngth modifier 
Dr\"IO:Lt)::.hny creamrt that can move has at least t poUll of 

OelCttnty__ 
A cttallll:e w1rh no OelCtenty..KQre can t mO\'e (a shrieker, for 

example). If it can ac1 (such as by cas1ing spells), 11 applies us In­

telligence modifier to initia11v..c...thcch instead or a Dexterity 
modifltr. Tht crcatutt fails al.l.Re.O.u.sa.vts and Oexrtrity checks. . 

Co11st1t111!on :._ Any llving creanu:t has at leas1 1 pomt of 

Consmurion. 
A cttarure with no CQDSuruuon has no body {a rpec1re, for ex· 

amplclor no mcrabohsm (a golcm).J1 is immune 10 any c.ffe:c.1 lhat 

requires a Fomrude save unless the effect works on obJeclS. For 

example, a uunbit is unaffe.c1td by any rype of poison \u.iU1.5U£­

ctpublc_ro_a cl1n11ltgmlt spell The ctta1urt 1s also 1mmunc_to abtl.· 

uy dama~]nlity d.ru.n, and energy dram, and~ 

ConSUIUUQn ch«.ki. 
/11t<lli~~y creature.rha1 can thmlr.,ltun..uuemc.mhu..lw...t 

at leu1..Lpow.1.o£Jmelllgtnu, ~ 

A creature wuh no lntd!igence scort l.S ~uto.maton._ope.r· 

Hing on....simitlt l.D..lll.m"li..O[ programine.d....i..n.suucnons. Ir is 

un.mun(_ ro all m.md·lDfluencing cffec1s (channs, compuls1ons, 

plwuailll5. ~ueau .vid morale dfecu) and auromarically fails 

LnrdlJicnctch.«ks. 



Wisdom; Any CrtUUl"C' 1hat can pc.rt.Cl.Yc..ilS_~n,mrot_in any 

fashion hu u lea.st I poin1 of W!Sdom.. 
Anything wilh no Wiidom score ..15..an.obj~l uuaturr. 

Anything wnhour a Wisdom score- also has no Charisma score-, 
andvtttvrru. 

Ck11mm11; Any CUU\l,[C...Capablr of 1dli.ng the- ddftrtnct ~ 

rwe:e:n irse:tf and things 1haure: nor i1se:.lf has a1 lras1 I point o£t 
Charuma. 

Anything wnh no Charisma score is an obJ«I, nor 1 crtatUrt-f 

..Anf!hi..ng withoo1 a Charum.a..KOrc.aJ..mJlu no Wisdom xou:..,. 
andvicevena 

sio11s 
This line Jim all the creat.UI.e:"s skills by name along with each 

sk1U"s score, whichlncludts adJus1me:nn for abiliry scores and any 

bonusts from feus or ~bi.lnirs unless 01berw1st nored in the 

d~ ie:xt. Al.lJ.u-tcd....sk.ills were pun;:hased as class .skills 

t =~0C:::1~:!;sf~e:c;~;~;; ~Ii~~ ~:t~I:~. I~~~~:;;~ 
below to derermine: irs 101al skill points. Trear any skill not men­
rioned in 1he ci:u1ure.'s emry u a cross-class skill unless rhe crea­

tu re has a char.Kt tr class, in which cast u can pun;: hast 1he skill as 

any Olher member of 1hat dus can. 
A ctta1urt's rypt and ln1e:lligenct' scott dtttnninC' rhe number 

of skill poinu 1r bu. Some- cttatures r«e:1ve bonus skill points for 

having Hi1 Dier m rxcess of what iJ normal for creatures of their 

· , as lis1td in 1he accompanying iable. 
Ihe".Skalls"stetionof1hecrea~vc1extr«aps 

racial and 01ber bonuses for the sake o[_cl.m.m chest bonusts 

µhould oot be added ro 1he l1sredJkill~css_o.therwise: 

noted. An as1erisk (•) beside 1he: rtlC'vant.score:.and lD 1he "Skills" 

, se:c1ion indicurs a condinonal adjustmen 

F~ats 
IbLli.ne....lisis all the crcatutt's feats b~n.ame...Jl,e eu:arure:"s de­

scripuvurxt may contain addiuon.a.l infonnanon if a frat works 

difftrendy_than. described in this S«.~ or _Ghapttl.SJt.auJn 

th~Pl;~~~;u":C~~ 1he same: fears tha1 are available t~ 
ters, but some have access 10 one or more unique feats. Ste the . 
sidebar on this p.1gt for~p11ons oJ 1hese fealS.. 

FLYBY AlTACK [General] 
Thecreaturecana11ackonthew1ng 

Prerequisite: Fly s?ffd 
Benefit: When Aying, 1he creuure un rake a move acuon (including 

a drtt) and another ~mal action at any point dur1ng the move. The 

creature canno111ke a second move aclton during a round when 11 

makHaAybyattack 
Normal: Without th1i fe:at , the creature takes a partial ac11on either 

beforeorafi.er1umove 

MULTIAITACK [Genera\] 
Thecreature1sadeptat usingall 1anaturalweapoM at once 

PTerequi,i1-: Three or more natural -aponi. 
Benefit: The cruture'i seconda'} attacks w11h natural -apons 

sufl'e1 only a -2 penalty. 
Normal: Wi1hou1 this feat , rhe creaiu1e's secondary natural attach 

sufl'era - 5penalty 

MULTIDEXTERITY [General] 
Thecreature1sadep1atusingall luhands1ncomba1 

Prerequisitir: ~. ls .. , three or mo1e aims 

r,,. Base Skill "°"" Points SkiltPoinlS 

A.be.a.a ti.on 2 x lntscore •2/ El::l.O* 
An1rual 10-15 
Beast 2.J!:lnlSCOle ·1 / EHD 
Consuuct 
.Dragon (6.. .. Int mod) x HD 
Elemental 2.X Jntscore ..2£EHD ,,, J xln1score +2/ EHD 
Ctanl 6° ln1mod <l/lli!L ; 
Humanoid 6 + ln1mod ·•lfHD 
Magteal bent 2 x lntscore ---iliftil) 

Monsl1oushumano1d 2 x lnt score -"lft!O 
0o .. - --< 
Outsider_. (&•Int mod) Xti.D 
Plant 

,.ihapechanger 2 x Int score tUf.tlD__. 

,Undead 3 x Int score •2/EHD 

~n 10-15 -
+•EHD: EIClra Ht! Die. To utculare EHD, subtract 1 from 1he crea-

ture's Iota I Ht! Dice 1f 1tu Mtd1ul1'UJ.Ze OLIQlilller: 2 1f Urge; '4J f 

Huge; l61fCargan1uan; and l2 1fC0Josul.Jre:aUnM)U less..Wr:t 

OuO. 

SECO NOARY-STATfSTICS B~ . 

" 

This section includes information thar 1bc OM needs for ram· 

paign purposes but not (usually) during an encounter In many 

cases when the n:wn.smisucs block includes mfonnarinn abru1 

number of rela1ed crtaturts (elemtntals, for ins1mc.e1..and the 
secondary sminiaJilildc, fur all 1h~ crearures..isJde9 
S«ondary smis1ic.s blQCk appears only once, 11 th.c e:mlo!.tb 

mainm1isticsblocks.furallthecreatures. 

Climate/Terrain 
Thisen1rydtscnbestheloc.alHwhett1hecrearurt~ 

foond. 
Cold: An::1ic and subamic d•mes. Any are.aJhaL.h.as....1er 

conditions for the greater poruon of 1he ytar i! cold. 

Temperate: Any area that has.altnnat.in£.wtrm and cold seasons. 

Warm: Tropical and sub.tropical climts. Any area 1h11 has 

summtr condiuons fQU.b~po.ruon of 1he: year is warm 

Benefit: Thecrea1ureigno•esallpenalt1es forui1nganoffhand . 

NOl'ma.I: Without 1h1s feill. a creature who uiH an off hand iuffers a 

~ penalty to an a ck rolls, ab1l1ty chech. and skoll d!Kh A creature has 

o~ pr1mary hand, and all the others are of!' hands, for eumple. a f<xir­
armed creaiure has one pflmary hand and 1hree off' hands 

Special: Th1Sfeat replaces theAmb1deX1e11tyfeatforcreaturesw1th 

more than two arms. 

MULTIWEAPON FIGHTING [General] 
A creature with !hree or mOl'e hands un fight wtlh a weapon in each 

hand The crea1u1e can mab one Hlra attack each round w11h each 

Htraweapon 
Prtl'equisite:Th1eeormorehandi 
BerMefit: Penaltitt for lighting wo1h mult1ple 'M!'apons are 1educed by 2 

Normal: A creature without this feat suffers a --6 penalty to attach 

made with 111 pnmary hand and a - 10 penalty to attach made wo1h 1n 
off' hands. (It has one pomary hand. and all the 01heri are off hands.) 

See Allack1ng w+1h Two Weaponi. page 12• 1n the P111~r·s Hondboolc. 

Special: This feat replaces the Two.Weapon F1gh11ng feat for crea­

tures with more than two arms The Mul11dHte111y feat further 1educes 

penahiesforofl'·handanach 



Aquatic: Fresh or salt wa1cr. 
Dt!sen : Any dry area wi1h spal'Sl' vcgc1auon.. 

Fores1: Any area cO\·cttd with 1rccs. 
Hill: Any area wuh rugged bu1 noLmounmnous tar.un 

Marsh: low, fu1 , wam:loggtd areu; tndudcs swamps. 
Mo u n1ain.s: RU&&fd_tuuu.n. higher 1han hills.. 
Plains: Any fa irly fla1 arcuha1 ls no1 a dcse.n, marsh, or fore.s 

r-Undcrground: Sub1cnancan areas. 

Q.cganization _ 
Thisltnc dcscnbes 1ht kinds o(j.l:oups the crtalurc m1gb1 form. 

~c of numbers in p~thCiCLlndic.a1es how many comba1· 

ready adulu arc in each cy~ group..Many groups also ha\•e a 

number of noncomba1ams.__cxprtsscd as a perccnfagc of 1ht 

flghring populallon. Noncombaiams can mdudt young, tht 

inflrm, sJa,·cs, or 01hu.mdwiduals who arc no! mclmtd 10 flghr. 

,A crwurU..5oc1e1y_cnlry_..Jnily mdudc more dtml1 on non­

. co~ianu. 

c!iiauenge Rating 
This LS the avera,gcJc,·d of a pany of ad\·cn1urets for which one 

crtaiure would make an cncoun1erof modcntc difficulty. Assume 

a pany of four fresh cha~tets (fuU hu poin1s. full spells, and 

cquipmtnr approprtue ro 1heir levels )_ Ct\•tn reasonable luck. 1he 

pany should be able 10 wm rht encoumtr wuh somt damage but 

no casualtits. for mort information aboul.Ch.allengt Ratings, S« 

P:IJC'S 101 and 167 in the O tJ>;CCOS MMI'U.S G1mk 

easure 
u cn1ry rdlccu how much ~ahh the crcanu:~ns__and refers 

10 1he ireasure 1ablt on pa.gt 170 in rhe ~~Lu-n:a's Cuu.lt. 

ln most cases, acrea1urc keeps valuables inJ.ls_h_QIDc.Or la.1rand 

has no 1reasure wi1h 11 when 11 tnvcls. lntclligCDL creatures 1ha1 

. own useful, pom.ble ntasure (such as rnagicjl:c.ms) 1cnd to carry 

a.rulURilitse, ltaring bulky utms a1 hom 
Nole tht nndom dungeon gcntr.uion tablcs.1ll.chap1c.r -t: Ad­

vc.mW'eu.n..tbc..Dv.,ccos ,\IMrU.'J Cwtdt..pro-.:idc...thc.l..LllWD...lrc.as· 
ure lnformalion. Use 1ha1 1nfoana1ion ins1ead of the mons_1c:r's 

Trcuure line whenever you rd"c:r 10 those 1ables. 

Trcuurcs include coins. goods, and uems. Crearnrts can h.an: 
varying amounu of each •. as .. follows. 

Standard: Roll onct under each 1ypt of lrtasure's column on 

rhe approprmt row for the eu:awre's Challengt Rating (for 

groups of..crc.11urcs..us_c.1hc..Enco_un1c.r Level for 1ht tncounltr 

instead). 
So~·e_doub~oLo:cn.qUJdrupltmndud 

unsure, in thtst cases roU under c_ach ueasurt column two, 

thrtt, orfouuimcs. 
None: The creature col!C'CU no treasure of ns own. 

~ons1andard: Some creatures ha1•e quirks or habi1s rha1 affl!'Cr 

ihe 1ypcs of rrcasure they_ collcc1. Thcst crtaturts US<! 1hc_ samt 

1rcasure rabies, but with..sp_e.cial adiusuntms. 

fnatl1111u1J Couu:Jl.ollon...thc....Coms column for 1he crea1ure's 

Challengt Ra1ing..but.dIYiduhc.resulr as indica1cd. 
' Goo.ls or llttn}; Ihc..ruarur.c..has__goods or l{tms only somt of 

the ume_ Befort chcckmg for goods or 11tms, roll d'\ aga1ns1 1ht­

lis1t-d pcrten1agc. On a s.uc.c.w..m.tkc.a.nonn.alrol1on.the Goods 

or l1rms column ('-''h1ch may still rtsul1 iJulo..goods.or 11c.ms). 

~bltGoods O'I' lltll'I!: Rol.ltwiuml i.!KCOO:d.sOL.1.ltms.column. 
P.irt11lltt1mil Not~ Somt entries for goods or ucnu wdudt 

no1c:s.thatlim.J.t the typtt_of treuu.rc. a crearure colltclL 

~
na.n0tu.ncludc:s.thc.word ·no; ii means rhtcrcalure docs 

c.allcc.Louanno1 kt-ep tha1 1hing. lf a random roll gentraies 

~thc.ttSJJ.h as · no1hmg" i.mrtad. Forexamplt...i.f 

a creatw:il:nc_ms" tnlry reads "no flammables," and a nndom roll 

gtn«a~, theataruremsltad has no ucmai aU (1htscro.l.l... 

burntd up. or the crtature ltft Lf behind~ 

w.hen.a.no1e_includts 1he word "only," tht crea1ure goes QULO(. 

its way lO collcc1 1reasure of 1ht indicated rypt If an enlry for 
Caods indica1cs_ "gems only: roll on tht Goods column and.UUL, 
any "an" resulras "gc.ms"lilStta<I 

h somerunrs will be nc.ccssu:y m rtroll umil rhe nghr son of 
.11tm appears. For cx.am.pk...af.a crcarutt's "ittms• en1ry reads "non· 

.flammables only." roll.no.rmally on the lttms column. lf you ge1 a 

flammablt irem, rc_[oll.i:in.J.lic..gmr 1ablt umil you gc.l a non.flam­

mable one. If 1he table. )'.OU rolled on comains only lhmmablt: 

j!tms. back up a s1tp and rtroll until you g.cuo a_ tablc..thau:.an... 

givr you an appropria1C' 1rtm. 

Alignment 
This tntry gives 1he alignment 1hat tht crcatur:c..is..mosLlik~ 

ha\·e. Ei.:ccy. c_ntry includes a qmltfler rhai indical.C.S how..b.madlr 

1ha1 ahgnmtn1 applits 10 1he species n a whole. 

__A1ways: The creuure ts born wuh the Listed alignmau..lhc 

.crea1urt may ha\•e a hereditary prtd1sposmon 10 1he alignmenl or 

tfu:1~~~ :h~~ ~~~~~~:':u;~c~r. i~dit ... ~:l;
1~r~0:::h~; 

uniqut or one·m·a·mil.hon cxcepdons. 
Usually: The ma)Ority (more than s0%l.o(th~ creuurcs.lm-e 

tht given ali£nmc.nt. ThiLmar..bc due 10 mong culrural uillu­

ences. or iunay be a lepq..of ihe cuarurcLI:w,gin..fOLaUnple, 

mos1 c_kes inhented 1hm chaonc good ahgnm.c_n,Uram thw cre­

ator, 1hc.dei1y Corellon.l..art1hian. 
Of1cn:Thtcrea1urt 1ends 10\\0ud 1he ~t'.ltber, 

bynaiureornunu.a._bu1no1s1rongly.A~ 

divtduals havt the gi\•t.n ahgnmtnt , bu1 cxceptwns.uc commo.c.. 

Advancement ...., 
This book 11S1s only the wuktsr and mos1 common. \•trs1_0~ 

nch crramrt. Tht Adva.ncemem line 5hows how tough._tht au.:.+ 
rure can gt1, 1n 1erms of txln Hu Dice. (Th15 l5 no1 an..absolu!e 

limu, bu1 exctpuons art extremtly nrt.) 

lmpto\·cmcnt 
A5 !rs Hi1 Diet increase, 1hc crtamrt's anack bonus.!S and saving 

1hrow modifltrs mighr imprm·e .. and llWUld..gain more feats and 

skills. dtpcndtng on ns type.. The Cre1ture Advanctment byTypt 

sidebn shows how creaiurcJy~cudwncc. 
Saving throw bonwn aaJlstcd on..Ta.blt H Bast ~\·t and 

Bas.! Anac.k Bonuses, pagc..22 in tht &yn"1 Hiindbook. A "good" 

saving.throw uses 1hc.highc.r of thc.l.inc_d values. 

Nore 1hal if 1he crtamre acquires a chancier class, 11 improves 

accordin,g1oitscWs, no111srypt. 

Sticlncreas:c:s. 
Crtarurts may become brger as.they gain Hu Dice (1he ntw siit 

isnort-dpartmheucally). 
A sin increase affcc1s a creatw:C:S ab1ltry scorrs. AC. anack 

bonuses...and damage aungs asIDd1ca1ed on 1hr following 1ables. 

Old Sile'" 

D1m1•11.1l1vc 
Tiny 

_N-Size 
D1m1n1.111vc 
Tiny 
Small 

'" Sa mt 
.2 .. 

Small Mcd1utn:1JZt ~.t 

"" - 2 
- 2 
- 2 
- 2 

Med1um·.stze Ur&t.. -S - 2 

Natural AC/ 

Con ..,_ ....... 
Same Sarne 
Same Sun 
Same Same -L 

-2 ""' 
,Large t:lugc .,.g - 2 .. i r.J ~ 

H1.1gt Ciaraan.tuan .. s Sime. d t i 
Ciarganluiiln Colosnl .,.g Same .-4 +S ~ 

*Repuub.c...adius1mem...ii1h;c.uei1!Ure mo~P.J!WfC than one 

sl.ZLJ01 example. 1f iii cru!urc ildvancei from Mcd11.1m·s1ze 10 

H1t1UJ.«..ll_ga.ms .,.J6 S11cng1h. - 2 Otxter1ry, and - 2 to anack 

bonus iillld.Aunor.Cl•ss 



CREATURE ADVANCEMENT BY TYPE 

Hit Die: d8 
Attack Bonus: Total HO x l/'- (u c~nc) 

Good SHin1 Throws: Will 

SkillPoints:•2perutliH0 
Feats:•l per4tx1<i1HO 

Animal 

HitDie:d8 
Attack Bonus: Total HD x l/4 (n c~ric) 

Good Silvin1 Throws: Usually Fonnude ind Reflex 

SkillPoinU:l0-15 
Fea1.1;: -

Be111t 
HitOie:dlO 
AttKk Bonus: Toti! HD x l/4 (n de,,c) 

Good Saving Throws: Fortitude <1nd Reflf'x 

Skill Points:+! pertxlraHO 

Conslnlct 

HitOir. dlO 
Att,..;k Sonus: Total H D x 1/4 (n citric) 

Good Saving ThtoWS: -

Skill Points:-

°"'°" Hi!Oie:dl2 

Attxk Bonus: Total HD (n fighter) 

Cood Saving Throws: Fortotude, Renex , Will 

Skill Points:+6 (• ln1e!hgencemod1fier) per extra HD 

Featl:•l pe14ert11HD 

EletMntal 

,., 

Hit Dir. di 

Attac:k Sonus; Total HD x J/4 (as clenc) 

Good Savini Throws: Variable by type-ReAex (Au, Fire); 

Fortnude(hrth,Water) 

SkiltPoints: •2pe•extra HD 

Feals: •1 per4extra HD 

Hit0ie:d6 
Attack Sonus: Total HD x 1/2 (n wizard) 

Good Savini Thro-: Renex and Will 

Skill Points: .. 2 perexm HD 

Feats: .. Jper•extraHD 

Ciani 

Hit Dir. di 

Attack Bonus: Total HD x 3/4 (n cleric) 

Good Saving Throws: Fort1t~ 

Skill Points: .1 per extra HD 

Feats: .. Jper'emaHD 

Humanoid 
Hit0ie: d8 
Attack Bonus: Totill H D x l / 4 (n deftc) 

Good Snin1 Throws: Variable (Fortitude or Reflt>x Of Will) 

SkiN Poinu: .1 pereirtra HD 

FeaU: •l per•rirtra HD 

Ma1iul8eut 
Hit Die: d l O 

Attack Bonus: Total HD (n fighter) 

Good Sning Throws: Fortitude and ReAex 

SkillPoinU: •l ~f'XtraHO 

Fc:aU:+l per4extraHD 

Monstrous Humanoid 
Hit0ie: d8 
Attack Bonus: To1al HD (as fighter) 

Good Savina Throws: Reflex and Will 

Skill Points: •2perextra HD 
FHls: .. \ per.frdraHD 

0oH 
HitDie: dlO 
Attack Bonus: Total HD x l /• (n cleric) 

Good Saving Thro-: -

Ski11Points: -

Feats:Bhndsight 

Outs~ 
HitOie;dg 

Attac.k Sonus; Total HD (n fighter) 

Cood Saving Throws; Fortitude. ReAn. Will 

Skill Points: .3 (• lntelhgen<:emodofier) pereit1a HD 

Feats:..-1 per•101alHD 

Plant 

Hit Oie:dl 

Attac:k Bonus: Toul HD x J/4 (n clerK) 

Cood S...vin1 Throws; Fortnude 

SkillPoints: -
Feats:-

Shapechanger 

Hit Die: di 
Attack Bonus: Total HD x )/4 (i5 ck-ric) 

Cood Savini Throws: Fortitude, Reflex. Will 

Skill Points: •! per extra HD 

Feats; .. J per' extra HD 

Undead 
HitDie; dl2 

Attack Sonus: Total HD x 1/2 (a5 w1urd) 

Good Saving Thro-: Will 

Skill Points: •2perextra HD 

Feats:.Jper'extraHD 

Vermin 
Hit Die: di 

Attack Bonus: Total HD x 3/' (as cleric) 

Cood Savini Thro-: Fort1wde 

SkiHPoints:l0-12 

Feats:-



New Oamase 
Jdl 

'" ld6 
1d6 ldS 

1d&orld10 2d6 
ld12 2dS 

plus die..truall::lit.Dtcc for such beings. For example, an ogre_nor­

mally...hu 4 .HD. If ii picks up one barbarian level, it ~omcs. a 
S~ve.l chanaer ... 1s1-level barbarian/41h-level ogre (its.Jnnn:_ 

s1e.r classi and adds.J.d.12 10 m hn potm 101al Crnrurtt wt1h.1.0L+ 

.fewer HO use only theu ch.arac.tu levels (see Monsiers u Racrs, 
~ge 22 in the Dus~ Cuuk, for details). 

* epeat the adiuument lf.lbe..uuture movHJ.1p more 1han Or\L. 

size cate1ory For enmple, 1f a Med.t1,1m-sae creuure wlfh two daw 

a.tucks dealing ld4 points of damage.ea.th.advances from 

Mtd1um-s1ze to Huge, the damage dutt by each of its claw attacks 

/I. creature's mons1tt das.s....is always i1s fa\-ored class, and 1he 

crearure never suffersJU~.pen.ahies for havrng it. 
Additional Hil Dice.from a char.ider cl.ass never affect a ere~ 

1ure'ss1ze. 

DESCRIPTIVE TEXT ~uestoldS 

Crearures Wu h Cham1er~ 

If a creature acquires a c.haracterclass, u follows tht rules for mul­

ticlassrng descnbled on..p~es 55- 56 m the Playn-'1 f·Lrndbook. The 

. rnuutts. character leme.quals the number of class ltvels ii has, 

The descnpuve 1u1 opens w11h a shon descripuon..oi the moo­
Sttr what.it does, what ii looks like, and.wb.u..i5 IDO$UJ.O lCW.ot:.. 

thy abo.uUL.Sp«ial sec1ions describe how_th.e.cr:~turc...6glus. 

and give de.mis on special amcks, special quah.ut.S..slulls...and 

Jeau • 

EXAMPLE OF MONSTER ADVANCEMENT 
/l.notyUgh isa Large aberr.mon wnh an advancement of7- 8 H O (Large) and 9-IS HO (Huge). Crtaung a more powerful cxyugh wuh IS 

HD requires rhe follOW1ng adJus1men1s. 

OldStatistks N-Sb.ti11iu 

Sire{Type: LugeAberrauon HugeAberrauon 

Hit Dice: 6dS.6(Bhp) 15dS·45(112hp) 

ln itialive: •O •3(- 1 Oex, lmp10Vflltnrua11ve) 

,,..... 
'" 20ft. 

AC: 17(-ls•ze. •Snatural) 19{-2s1ze,-IDH, •l2natural) 

Attacks: 2tentacles .. 3melee, 2tentacles .. 13melee. 

b1te - 2melee b1te+llmetee 

Damase: Tentacle Jd6,b11e Id• Tentacle 1dS .. 4, b11e ld6.2 

Fau/ Aeach: 5ft. ~Sft . /Sfi: (ISft . wrth1entacle) 10ft. by10ft / 15ft (25ft. withtentacle) 

Sp«ial Attacks: Improved grab, constrtel, d1snw Improved grab, consmci. dl\eaw 

SpecialQualitiH: Seen! Scent 

Abilities: 

Skills: 

Fon .,.J,Ref+2, W1ll ·6 Fon-S,Ref .. 4,Will .10 

Strll.DP10, Con1J. 
lnt5, Wis12. Cha6 
H1de+S, L.n1en•6, Spot •9 

Alennen 

Str 19, Ou I , Con 17, 
Int 5, Wis 12, Cha6 
Hide .. 9, Listen .. 11 , Spot •13 

Alenness. lmpr0Yedln1t1at1ve, 
Mult1arUck 

No ... 
News1zedueto15HO 
Conmtution 1ncreaws from 13 10 17 

for becoming Huge 
Denerily ~renes from 10 tog for 
becom1nsHuge: lmprovedln1trat1ve 
addeduanewfeat(oneoftwofrom 
·9HO) . 
Noch;mge 
Natural armor mcreasu ~ ____. for 
becomm1 Huie. but 11ze mochfier 
reducuAC - 2 
Bneanackbonusfora 15 HO aberration 
11 .. 11 .. 4(Strength19) - 2 (Huges1ze) 
fo•ap11marya11ackbonusof·ll ; added 
Multianack fut (two of two from •9 HD), 

so secondary attacks are ii -2. 
Eachd6damagebecomudl, eachd4 
damagebecomesd6: Strength19g1Yes 
.. •attackbonusforprimaryanachand 
·2forsecondaryanacks 
lncrenedfacear>dreachforHuge11ze 

No changes 
Nochange1 
At 15 HO, notmalsaveshaYea +5 bonus 
and good saves have a .. 9 bonus, all 
ad1us1tdforabthlyscoresandfea1S. 
S1rengthmcrenes~+S. DeJnefllyde­

crenes by-2, ConS111ut1on increases by ... 
Adding 9 HO raises maximum ski ll rank 
to 1& and add1111k1ll po1nt1 
(•9toH1de, +Sto Lmen, +4 10Spot) . 
H1desk1llsuffersa-Spena!tybecau1e 
ofHu1emeAllsk1llsc0<es1d1u11edfor 
ab1ltly1CO<U 
Adding 9 HO adds two feau. lmprOVfll 
ln111at1veand Mut11anack. 

Challenge Aatins: The olyugh's Challenge Rating remains unchanged, but the experience award mcrenu by the ume ration the 

1nuease 1n Hit Dice Th11 creature grew from 6to 15 HD, a muh1plic111onof21 / 2. Pan1eswhodefn1 lhl$ monster receive 21 / 2 timu rhe 

noi-m1IC11penenceaward 



HugC' Aberration (Aqua 1ic) 
Hit Dicit:8dS .. 40 (76hp). 
lni1 iarivt: +l (Du) 

AB-01 ETH Tnnsfonnation (Ex): A b!O\l.· from an aboltth's ttnia~ 
cause a 1cmblc..u:ansformarion. Affccttd creatures mus1 ruccttd 
at a..fortilud~ve {DC 19) or begin ro transform ~r die.nay. 
td4-tJ m10u1e.s..tbe.skin gnidu.ally becoming a dear, shmy me.m- , 
brane. A transformed crcuuu...m.u.s1 rcmam mo1S1entd w11h CQO!, 

Speed: 1of1., swun60ft__ 
AC: 16 (-2 size, t i Dex, t7 nanml) 

uaclu: • ten1ades .. 12.mcl~ 
r ~c~htt~;; :.::":rr:~~a::;:;~::~~~:r::7d':n 7si~~:;1e1e 

Damage: Ten1ade td6+9 and transfonnauon 
_face/Reach: 10 ft by 20 fl./toJi 
Spttial Auac:ks: Tnnsfor:malion. p:sionic.s, enslave 

,.Spedal Q.ualir ies: Mucuuloud 
Saves: Fon +7, Ref •l, W_ilLt.U 
Abilhin: S1r26, Ocx 12.Con 20, lnt IS, Wis 17,Cha 17 
Skills: Concen1nuon .. 16. Knowltdgt (any one) +7, Listen +16, 

Spo1 t16 
.-feau;.Aluw.ess, Combat.Caning. Iron Will 

Climatclfcaain:.Any underground 
I Organiu1ion: Sollrary, brood (24),or slavC' r brood 

( ldJ+I plus7-.l2..skum) 
Challr.nge Rating: 7 
TttHurc:: Double s1andarrl 
Alignmr:nt: Usually lawful C\oil 
Advanccmcnl: ,_16 HD 

(Huge); 17- 24 HD 

! (Carpnruan) 

lhe abole1h 
,.isarevoh­
mg fish­

.like am· 
1 ph!bi.an found pnmarily in 
subierranean lakes and river!. 
Jt despises all nonaquaric 
crncurcs.. and anempu 10 

demoyr..be.oumsigh1. 
Abolctbs arc bo1h cruel 

and highly in1clhgcn1, mak­
ing them very dangerous prtda-
ton. They know manyano.~t and 1cmblc sccre1s.Ior they 1nhro1 . 
1hcir parents' knowledge a1._binh.and assimilate the memories of 

all they consume. 
An abokth rcsc.mbks an enormous, prehistoric fish. measuring 

somc20fcc1._in lcng1bfromsnout tota11.w11h four 10-foot-long tcn-
1aclcs.spmuting.fmm_bchind uunassh'c..bud.J.l!I rubbery skin is 
blue-green with regular gray splo1chcs running along n:s sides. The 
pink belly of the crearure ts inicrrupwl ~a_larnpu:yllkc mou1h 

. and four pul~ring organs tba1 sccu:1ca foul-smelling gray slime. 
~1hsau: sman cruwgb_1ottfrain from 1mmtd.1atcly anack­
ingland dwellers who.draw ncaL Instead 1hcy hang back. hoping 
1hc1r prey will ~tu_ibe_watu. which !hey ofrcn make appear 
cool. clear, and re.freshing wu.h tb.rir. powers of illusion..Abolcrhs 
also use their ps.wruc abiliti.e..s !O enslave individuals for use 
againo;t their own comp 

Abolcths have both male.and female reproductive organs. They 
breed in solitude, layinµ_d3....cggs._CYccy flvc...y.cus.Jhcsc eggs 
grow for another flvc years bcfurUu1ching into full-grown abo­
lc ths. Al1hough 1hc young ate..physically manu:c...thc.y remain 
w11h their paun1 for some. tcn...years. obeying the. oldu..ucuurc 

,Wtcrfy_ 
t ...Abalctb..spuk.thcu: nwnJangwg~ u_ wcll as Undcrcommon 

t and.Aquan.._ 

COMBAT 
An abolctb ucacks hy flailing wnh irs long, slimy remades.,,. 
thouglut.prcfcrs to flght from a distance using us illusion powers... 

will restore an affikic.<La.cawrc to normal Af1crward, bowc.vu, 
only a hr~! or m"u hral.spcll can reverse 1hc change. 

Psio nics (Sp): At will-hypnahc f111Nrrn.,.illw.uy U'.111Lmml 
"rr111111, ptTSllltnl 1171"Sf· prognimmtd 1m"gt• projtd.Jmll8l.__and vtil 
These cffcc1s arc as the_ Spt"lls cas1 by a 16th:level sorceru (Pvt 
OCs, where applicable, art 13 .. spell level). 

Enslave (Su}; Three um ts a day, an 1baltth_can.21tcmplm..en:..+­
slave any one_lmng crcamtt wi1hm JO fccL.~' 
ceedai a W11lsavc (OC t7) orbeaffcc1td as though bya~1m1tr 
pmo11 spell c:m by a 1 6th-lcv~l sorcerer An ~nslavcd.uuwrc 
obeys the abolcth's 1tlepuh1c commands {but will nor fight on iu 
behalf) un til freed by.ftlliQVt curst or dUf)(l 1t111gic, and can ancmpl 

a new Will save c11cry 24 hours 10 break free. The conrrol is also 
broken if the abolcth dies oum·c.ls..morc than_onurulc 

fromiusliivc. 
Muc.us..Cloud (b):.Anabolnh..undenu­

ttr wrrounds i1self WJ.r.h.uuc.ouuloud. of 
mucw roughly t foouhicLAny crca1urc 

coming imo comaa..wirh and jnhaHng 

<h;, '"b"ro" m~•::: j;,;l Fomrudc_.sn: 
1h~ abiluy 10 breathe_ ail for 

1hcntx t 3ho.urLih~ 
{ecced .u · 

- mrc suffocal · 
2d6 minutes_ if~ 

moved from the watcL Rt:ne.wed 
contact wi th 1ht mucus...clwuLand 

failing ano1hcr Forutudc save ccnnn-

- ---...._ ucs hh::ecUau.nothcr 1 

Largc__Outs idcr (Evil.l.awfu.l) 
Hil Dicc~6d8.t2 (39hp)__ 
lnitiati.vc: t i (Dex) 
Speed: sofL 

ACHAIERAI 

AC: 20kl.slzc, ..- 1 Dex, .tO natural) 
Attacks: 2 claws +9 meJ«, hut .-4 mtlcc 
Damage: C:Uw 2d6.,..., bite 4d6t.2-
Fact/ Rcach: 5 ft by S f1./tOfL 
Sptci.al Auacks: Black cloud_ 
SpccialQuali1ics:SRt9 
Savcs:.fon ,7, RcL&....Will ~1 
Abilitiu: SU i!i..Dcx.13, Con .. HJnLlJ, Wis 14, Cha 16 
Skills: Clunb +l3. Jump_tt3,Lis1en +t t , Move Silenily +10, 

Scnsc.Motive+ 11 ,Spo1 .. 11 
feau : Dodge, Mobility 

Clima1c/rcrrain: Any land and underground 
Orsaniz.ation: Soh1~ flock (S-8) 
ChallengcJlatin$:S 
Tttasw:t.Do.ublc..standard 
Alignmcnt:.Alwaydawful cril 
Advancc.mcnt: 7-ll HD (Larg~)< ll-18 Hll(Hugcl.._ 



Sfandrngsomt lSftt11alL~~­

bling quails' and four nork le&s. Their sofl (cathca CUJ&C in color 

1hrough a vane1y of browns and eanh ton~ Thtihwu.nd btak 

ofan achaier.u ha\'tamnallicglim. 
Acha1er:11 spnk Infu.nal 

CO MBAT 
In c.lose..ca.mlru, achaitrai lash our wiLh rn·Q Qf.Lhcitloutl~and 

snap w1Lh Lhe1r powuful btab. These mack modts alone.would 

make them deadly wamors. 
Bluk Cloud (Ex): Up 10 1hree nmts per day an achaltnti can 

release a choking, to.idc..hbck cloud. Those other than achakcai 

wuhm 10 feer insu1ntly ta.ke 2d6 pornlS of damage. They mus1 also 

succttd al a Fonuudt S3Vt (DC....151.or bt afftt:1fll for l hours u 

fhough h)>_an 1W1UUtµ~casLby..a...L6th·lt\'tl sorcerer. 

McdJum·Siu Undead (Incorporeal) 

.µtit Dice: 4<1 12 (26 hp) 
enitialivt: ,.5 (• I lkx.ttlmpf'Q\'.ed..lniliatwt) 

Speed: Fly JO fr (perfcctL 
AC: IS {+ t lkx • .-4dc0ccuan) 
An aclu: lncorporu.Uouch.tl mclee 

Al I IP 

Damage: lncorpQI~IOuch .ldi pr_nnanen1 Wisdom drain 

Face/ Reacb.;J_ ft. by .5.ft.ii.L 
Special At1acks: Babbit, WisdQm.dmn, madness 

Special Qualit ies: Undud.jncQrpo«:a! •• U.wro..rtsWanct 

5,aves: Fon •l , Ref +2, Will ti 
Abilides:Str -, !kx 12.~.~'i.Lll • .cha..1.B....._ 

SkiUs: ~hde •8, lnum1di1..t • ll,Jnrw1 Dirtcuon.. .. <t , Wten .. 7, 

.&arch +Z..Spo1 +7 
lS:J.m~t.i.alwL 

Climatcliunin:..An)'..iand and undc.rgmund 
Organ lza!lon.: Soluary 
Cha.lknge.Rati.ng: l 
Trn..swt..blont 

Alignme.01:.J\lway.s neu1ral evil 
Adva.1Ktrocnt: S-12 HO ( t..l~1um·s1ie ) 

An allip is 1he s~crralrtma1n s of someone drivtn 10 madneu.and.. 

..s-u1cidt. Allips crave only tC)·tngcand unrtlenungly pursut 1host 

.who pushed the.m O\'t.uhc...hnnk. 
An alhp looks mQrc.or ltu_as il did m hfe, bu1 it$ fururtf are 

dls iontd wilh mad.nts.$....l!ieJnou1h Is ofrtn twisicd in an an· 
gullihtd moan. and the.e.yts art bnghf wuh 1crror. From 1ht ~'alS.I 

.down, n frails awa)'. ll\10 \'<lporous n01hi.o.g.nns._ltan.o.g a..~ 

traceo(fogbthmd u as If moves. 

COMBAT 
Allips art unable to cause physical hallllJ.lt.b.®&h....thcy dQ..!l.4 
appearlO.kn~thar. Thty keep flailing awa):auht.Ltcncmiu..y.u.. 

they inflic1 no wounds. 
Babble (Su): An alhp conslantly muntrs and whm~ 

,cnaling a hypnouc tfftct. All sane crta1urts wuhm 60 (eel of the 

~P mus1 succefll au Will save (DC 16.l or bt afftc rtd as 1hough., 

by a h)'J'tlotmn spell for 2d4 rounds. This is a sonic, mmd-afftcnng 

compulsion. Oppontms who successfullr~e cannot he affm.td 
by !ht samt allip's babble for Ont <b)\ 

Wisdom Drain (Su): ThQR..Who:se Wisdom iucductd w 0 

by the alhp, be.co.me htlplcs.s until n lusLLp(U.nl..Qf W.U.dom is 

n'SIOrtd. 
Mad.nus (Su}: Anyone 1argtnng 1ht all1pwuh a mmd-ronnul 

or ftitpnh.ic abiluy makes d1rK1 comaa.wilh.iu..lQllllltd nund 
and 1akes td<t PQil).ts..of temporary ~'isdom.dam.ag 

Unde.ad: Immune ro mind-influencing effec1s...pais.on. sl«v..t 
paralysis. srunnlnio md ~ase. NOi sub.Jec1 10 cntacal..hJu..subdwl. 

damage,--~~-------

a bi l 11 y 
damagt, 

lnc_o.rp.oteal Can be 
harmt:<lonl).'.lzy_w.ht.tmc.or· 
portal crtaiutcs. ~ Lot bt:Htr 
~·capom..ounagK. Wl.Lh 

J 
a.SOio.c.hancc 10 ignore my damage from a corporeal source Can 

p~scilid QbJtCfS 31 will :uid own anacks pus 1hrough 

armor~Al-.ny.s mm:es s1ltndy. 



HhDice: 
lnitiuivt: 
s.,...c 

AC: 
Am1du: 
Damage: 
face/Reach: 
SptcialAnadu: 
Sp«ial Quali1ies: 
Sa\.'ts: 
AbililiH: 

Hi1Dict: 
lnit iatfrt: ,, .. .,, 
AC: 

,Auacb: 
t-»a.r:nagt: 
.fa.ct/Ruch: 

SJ!_C:.cialAnacks:: 
S~a1Qua1itics: 

Sa\'U: 
AbilitiH: 

Hil Diet: 
lnitialivt: 
Sptcd: 

AC: 
Anacks: 
Damage: 
Face/Ruch: 

Sp«ial A1ucks:: 
Sp«ia1Qualitics: 
Saves: 
.AhWtie:s: 

CUrna1c/fcrn.in: 
Organiu1ion: 

Challen~ Racing: 

Trtasurc: 
Alignmcnl: 
Advancement: 

Tiny Animucd Objttl 
Tiny Cons1ruc1 
l / 2 d!0 (2hp) 
t2(Dcx) 
4-0 f1. (.iQfi. ltgs, 60 f.t. llluluplt 
le:gs.aoft.whe:e:lsl 
14 (.,.7 Sllt , +2 DtJtl 
Slam+I mtltt 

Slam 1d3-1 
21 '2f1.by21.2f1J Oft. 
Stttc.'XI 

Stttul 
Fori..o, Re:f t2, W.ill=5 
StrS, De:xH,Con_=­
In1-, Wis 1,Cha1 

Large An.imaicd Objcc1 
Largt Construct 
4d10 (22hpl .. 
20 f1. (JO f1. le:gs, •O fl. mulnplt 
ltgs, 60 £1. whe:dJ) 
1" (- 1 size. +S nuural ) 
Slam ..-Smeltt 
SLtm td8H 
S ft by tOfr S ft.(long) 
s ft. bys f1./ 1of1. (1all) 
Stt ttxl 
$« tt'XI 

fort .. 1, Ref +I, Will-4 
Str16, De:xl0,Con-, 
Int -. Wis I, Cha I 

Colossal Anima1cd Obj«t 
Colossal Construct 
J2dl_0{.176hp) 
-3(De: 
tOft.{20ft.ltgS. -30fLmultiplt 
ltgS.50fr.whtcls) 
11 (-8 sizt, -J ~ill na1ural) 
Shm+2.Smtltt 
Slam4d6..-tJ 
•Oit. by 80 ft ./ t.S £1. (Jangl 
40ft.by4-0ft/ 25 ft. {tall} 

"'"'"-S..•= 
fort+lQ,.Re_f+7,Will+5 
Str 28,De:x4,Con-, 
Im -, Wis I. Cha I 

Any land and underground 
11ny: Group (4); Small: Pair; Mtd1um· 
slu, Luge. Hugt, Gargantuan, and 
Colossal:..5oli ra ry 

ANIMATED OB IFCT 
Small Animated Objttt __Mtdium-Siu_Animattd Objttt 

Small Cons1ruct ftdium-Siz.t Construct 

1d1 o{S hp) 2J1o (t1 hp) 

d (Dex) tO 
JO ft (40 £1 ltgs, so ft. muluplt 30£1. HO fL legs.SO ft. muluplc 

!tgs, 70 ft. whttls) ltgs. 70 ft. wbtcls) 

IH+lsiu,.iDcx •• 2narural) 1" (+-.n.amral) 

Siam • I mdtt Sbm t2 mtltt 

Slam 1d• Sla.m 1d6 .. t 
5 ft by 5 f1./ S f1 5 £1 by 5 ft J .S f1. 
Sc.'t lCXt Sc.'t IU:l 

Stttc.'XI 

Fon .. o,Rtf .. 1, Will -5 
Str 10. De:x 12,Con -, 
Int - , Wis 1, Cha 1 

Huge Animated Object 
Hugt Cons1ruc1 
sd!O («hp) 
- I (Dex} 
20 ft. (30 f1. ltgs, 40 fL muluplt 
ltgs,60ft. whetls) 
U (-2.SJ.U, - I Dcx, .6 natural} 

S.l.am•9mcltt 
Slam2J6 .. 7 
1oft by 2of1./10(t.llong) 
!Oft.by 1ofrj t.Sf1. {rail) 
Sc.'tlc.'XI 

Sc_t lc.'XI 

Fon.2.~f .. 1,Will-J 
Sa: 20, Dtx 8, Con-, 
lnt -, Wk;t ,Chat 

Sc_tfCXl 
For1 • .o • .&d.:t.o.Will-s 
S1[_l2,llu..J.Q..Con-... 
lnt-__.__Wati..Chi l 

Gargan1uan.Anima1cd Object 
Gargan1uan CQnstruc1 
t6dt 0 (88hp) 
-2 (Dtx) 
10£1 (20f1 lcgs,JOf1.muluplt 
lcgs,sof1. whttls) 
12 (--4sizt,-20tx,•8natural) 

SLlm • ISmdtt 
Slam2d8t t0 
2of1. by•Of1.110ft.(long) 
2of1.by2oft./ 2of1. (r:ill) 
Ste.' ICXt 
Sce 1ext 
Fon ,5, Rtf d, Will tO 
Str 2• , Otx 6, CQn_ -. 
lnr -, Wist,CM. 1 

Tiny tJ:t.Small t ~ Mtd1um-siu2;Large 

J, Hug.c.5; Gargantuan 7; Colosul 10 
Nont 
AlwaysncuU'lll 

Animated obJccfs comt m all siits, shapts, and colors. They owt 

1ht 1r txlSfCnCt as crcaturts 10 sptlls or suptrnatul'lll abilrticuuch 

H1t111m1tltob1rrb. 



Anunued obj«IS fight only as d1rcc1ied by rhc...aniim1oc. They 
follow orders w11hou1 quesuon and w die_ bc.il...'1Lthc1LabW11cs. 
Smee 1hcy do nor need to breathe a.nd never un, thcy an be rx­
ucmcly upabk minu:i.ru.._ 

Construct: lmmunc..toJWnd-influcncmg cffo:1s, poison. di$, 

c~, and simi.la.r cffcc1s. No1.s.ubJCCI 10 cntical hits. subdU3l damage"+ 
,.ability damage, energy dr.Un..or..dcath frnnunaSSi\'C damage. 

An arumned obJCCI can have one or more of 1hc followings~ J 

. ci.alabilities. depending on 1 

.Blind (Ea): A shttilikc 1nuna1td obicc1 such as a ca~1 or 1ap­
~~ gn.pplc an opponc.ru ~c sizcslargcc. Thtob1cc1 
makes a normal gnpplc..cbec.k. If u gm a hold, it wr.ips 11sclf 
around the opponcnc's bcad.blmdmg tha1 crcuure unril rcmO\·ed 
The blinded creuurc c.mno1 make Spo1. Search, or Track checks 
and suffers a -6 CitCumsrancc pe:nahy 10 orhcr chcdts reLued 10 

pe:ra:pDQn..s.uch as Lis1cn-_ 

~ Constrict (Ex}: A flexible animated object such as a rope, vine, 
~c:al.s_au1c.ma1ic sbim damage with a successful grapple_ 
~ clttck a~ainst matures up 1oone siu larger 1han iiset£ 

t\n objtt1 oLaiJeas1 Large su:e can make cons1ric1 auacks 
against multiple creatures a1 once, if they all art at !nu rwo s1us 

smaller than rhe obicc1 and fh under u. 
Trample (Ex): t\n amnu1cd obJCCI of ar least Large siu and 

wuh a hardness of a1 leas1 10 can m1mple creaiures two or more 
sues smaller for the obtte1 s sbm damage. Opponcn1s who do no1 

e anatls of opponumry ag;uns1 1hcobJW cana11rmp1 Reflex 
vu (OClO + 1/2 oh,ec1'.s H Di 10 hah:c..thuiama,ge. 
Hardness (£»:); An animaird objcc1 has the.same hardnrss ii 

rAad before ii was anima1cd (Stt An ac.k an...Ob)ta...pag.t...lJ.5 in the 

r::~!:."!~~ed (Eit): The basr spctds..gi.ycn.in the s1atis1ics 

!~~'~::: ~.~ ~~sm(::=u::~~5d~~r~~r~l~~~; 
allows fas.tcr movcmem have a speed bonus._a(Jo..fut...OhJrCIS 
wttb mulliplr legs (ubles, dmrs) have a spttd.honu.s o( 20 fttt. 

Whttlrd..obJ«U gun a speed bonus oL!. 
ObJCCIS migh1 have addmonal modrs of movcment...A...wQQdcn. 

~b:::is~~:~~::;~i;(s~~z~;~~=~~ 
land spttd. A sher dike objea can fly (clumsy mane.u~·enbili1y)_a4 
halfilsnonnalspced_ 

Large-8r:asL-
H11 Diec: Jdt0+9 (2.5 hp) 
lnitiarivc;..:rJJ 
pttd; JO ft., burrow 20 ft. 
Q...l&_{-tsiu, .. 9na1ua!J 

•. Auaclu: Bue +6 mt.I«. 
Damage: Bite 2d6t.7 
Face/Reach: Sit.~ 

ANKHEG 

Special Attacks:lmprovedgrab. aad, spit acid 
Special Qualities: Trcmaucruc 
Savcs:fQr1 .. 6,Rr:f+],W1llt2 
AhW1ics: Sir 21, Dex t O.£onJ..Z.,..1nU. Witl.3. 

Cha6 
SkWs: Listen .-4 

Climarr/fcrr.tin: Tcmpeme and wum plains. 

1---fuu•..=lundajn>urul 
_J.Qrgani.zati.on; .Salu..ary o.r dus1er (2--+l 

CballLng..iwinp 
Trcu11tt:Nane 
Alignm~ways neu1ral 
Advanccmenl: 4 HD (Large); S- 9 H D (Huge} 

Thc..ankheg_u a_ h.w:rowmg monsler with a tastr for frrsb..mui..... 
Om: bite a£.Us powerful mandibles can snap a small itte. 
6n.~Jooks h.ke a hugr stgmented worm or catt:Qllllu 

wuh..six slender..legs. each ending m a sharp cl.aw. A rough chm- , 
;llOUs shell, usually brown.or..)'cilow, covers i1s emire body. h bu 
.g.Us1enmg black eyes a.nd two_scnsmve antenll3r. An ankhrg If 
,about 10 fert long amlwe~ abouf 800 pounds. 

t\n ankheg usu its.leg,u.nd_nundibles 10 dig .a winding tunnd 
up ro 40 fee1 below tbe_surfacl!' m 1he nch soJ of forl!'s1s or farm· 

Jands. The runnel is .ab®1 .5 fee1 1111 and wide. and fuun.60.m..llO..., 
fee1 long The hollowed ends of 1he runnel srtXc..as temporary 
lam for slttping, ca.ring. or hibemaling, __ 

Ankhegs can eai decayed orgamc mart er buqucfer.fttsh meat. 
Though a hungry ankhrg might kill a fanncr..thuttature.is qwte 
benefioalto faanbnd. Ju 1unnel sysrem laceuhuod wuh_pu; 
sages for au and w.ater, while ils w.asies add n cb ruunems.. 

<fOMBAT 
fAn-ankheg usually lies 5 lO 10 feet below the surface until iis a.n-
1ennae de1ect the .approach of prey. lt then burrows up ro an ack. 
(Trea11hisas.aclt.arge.) 

Clusters of ankhegs share the same 1.Uri1ory.h_ut do not_coop­
eme. If srvcral auack. each uics 10 gnb a dillcrcnU~ If tht:n: 
aren't enou.gh.wgc1s, rwo_m1gb1 grab the...samc.ettatur~uu rug 
of war. 

lmproved Grab (£z): To use 1his abiluy~.musili 
wuh irs bne.anaclt. lfit geu a hold, u deals~t.e.dama&e 
each round the bold is mainmnrd If the ankheg...i5_dam.agcd1u.., 
grabbing us prey, ii re1reais backward down its twmd.at.burrow­
ing speed, dragging thc..victim wuh it 

Add (Ex):..Aodu: enzymes drip from an ankhrg's mourlua~ 
round i i maint.ainu.hald.Jt automaiic.ally dl!'als td4 poinu Qf acid. 
d.amageeachroundinaddilionrobi1edamage. 

Spit Add (Eit): Stream of add S feet high, 5 feel wide, and JO 
fttl long, once evrry 6 hours; damage .W•, Reflex hai(OC.u..Dne 
such anack deplrirs thr ankhrg·s acid supply for '-.hours. ii 
cannor spi1 acid or deal acid damage dunng this..ume_ 

Ankhegs do no1 usr this .abilny unltss they are desperate or 
frustrated.. They mos1 of1en..spit aciclwhe.n..U:dw:ed to fewer than 
h.alf 1heir hi1 points or when thty have noc succcssfuUy gnbbed 
an opponent. 

Trc.morsensr: (Ex): Ankhcgs.can_awmnatically sense 1he loca­
uon o(anything withm 6QfccLthnis 1n con1ac1 wuh 1he ground. 



Medium·Siu Shapecbangcr 
Hit Dice: Jd8+6 (19 hpl 

ARAN FA 

lni1ia1ive: -.6 (+2 Dex, t'lllnproved lnmattvc) 

S~ed:sof1 .. climb..l51L + 
AC:13 (+21)ex.-.lna1uralJ .+-

uacks: Bue ~ mdtt; Qf._wt.b_:tt ranged ~ 

Damage: Bite td6 and poison 
.face/ Reach: -5 ft. by S f1JS ft~ 
Special Au.du:: Spdls, wc.b, paison. 
Spttial Qualities: Ahcmatclmm 
Saves: Fon +S, Rl-f .. s, Will_tt_ 
Abilities: Sir 11 , Dex 15,Con 14, Im 1'4, Wis 13,Cha 14 

Skills: Climb TH,.Conccmntion -.8, Craft (wca\'ing) +8, 

EscapcAnis1 t8, Jumpi6, I.men •3. Spo1 +} 

. .fC'a~lmplO\'.cd..J.mtbm·c,Wcapon fiMsse (bitc) 

Clim.a1t,lfuo.in;.Iempcra1c and warm forest and underground 

Organization: Solitary or colony (3-6) 
Challenge R.aring:.J 
Treasure: Srandud coins; doublc goods; mndard ncms 

Aligrummt: Usually ncurral 
AdV2.nccmcnt: By chancier class 

The aranea iJ an in1dligcm, sha~ging spidu with sorcuous 
pov.·crs. 

f ln i1s_na1ural form, an ar.inca rcscmhlcs.a.lugr.sp1dcr. hs body 
isJ fcc1across,ils legs span 7feet,and if weighs.about ISO pounds. 

,.An odd·shapedlump on its back ho~Jts.bmn. A paiL.of man· 

. d1bles sprou1 from 1he fron1 of us bod)!. Iwo_sm.all arms, each 

. aboui 2 fec1 locg, he below 1he mand1bla.....Each...u__has a hand 

Wllh four mannomt~ fingers and a doubiL·JOLDted.thumb. 

Auneas speak Common and Sylvan. 

COMBAT 
Araneas av.old._ physical combat and .. J.1.se their: webs.._and. spdh 

when they can. In a banle. 1bey try 10 unmobilizt or distnct the 

fu~~~::sst\'e opponen1s first. An.nus often subdue oppancnu.r 

Spdls: Arancas cast spells as lnl·kvel sorcerers (save DC 12...­

spcll level). They prefer ilhwons and charms but avoid fire spe.lls. 

Web (& ): In !!pider or hybnd.fonn (sec Alterna te Form, below). 

an aranea._can cast.a._ web.up to sa.timcs per day. This is stmibr to an 

Juvenile. Adult 

,auac.k wi1h a net but hna maximum range of SO rec1, wnh a ra~ 

,.increment of 10 feet, and IS effccnve ag:iinst targets of up 10 Large 

sizt (Sff~c 1 02inthcfL:iyrrU:fllndboolrfor.dctailson..nc1arucks). 

The web anchors che 1arge1 LJl pbce, a.llowu:i.g.JlO.lDOYem~ 

An entangled crea1ure an.nape with....a..succHSful .Escape 

Anisr chcc.k tDC.20) or bum chc. wcb with.a..s.ucccssfulStrengrh 

check (DC 26). The web has 6 hit potn1s and.J.akcs..daubledamagc 

from fir~ 
Poison (& ): Bite. fonlfude save (DC ~c.1d6 

temponuy Strength._sttondary damage ld&..umpcmu:y Srungrb ' 

Ahernaie Form (Su): An annea's naruralJorm.._is th.at of.a 

Large monsrrous..s:pider..h can assume rwoorher~ 
is a Small or _Medium-size humanoid (the exact form is fucd a 

bmh ). The second farm is a Medtum-siie, spider:bumaru:ud.J 

hybnd Changing form.is a standaN acuon. 

In humanoid form, 1he aranea gains all 1he abi lities of.thelcrm 

(for example, an aranca in dwarf form has dwarven racial..u:aits). 

The ar.mca keeps iu abilny scores and can cast spells. bui.i.1 cannot 

use webs or poison in humanoid fonn 

In hybnd fonn. an an.nea looks like a humanoid a1 flnt gbnce, 

but a successful Spot chcc.k_(OC 18.Ub'ea.luhu.rcarure's fangs and 

spinnerets. The aranea can ~weapons and webs in this form. 

An an.nu re muns Uu>nU:ouu..w!.til ll chooses to asrume a new 

one. A_change in farm..canru:it.be dispelled. nor does 1he aranca 

revut ro.ils narun.l form when.lulled. A..trut iwng spell, however, 

rc.veili.i1s natural form.if it.is.in huma.nnid or hybnd form. 

ARROWHAWK 
Elder 

,J:litDice: 
.J.nitiative: 

SmaU Outsider (Air) 
ld8+3 ( t6hp} 

Medium-Size Outsider (AU) 
7d8.7 (38hp) 

Large Ouuider (Air) 
tSd8ttS ( lt2hp) 
•S (Dex) 
Fly60f1.(perfect) Sp«¢ 

AC: 
Attacks: 

Damage: 
f:1.ce~1ch: 
SpttialAnacks: 
Spttia1Quali1ics: 

Saves: 
Abili1ies: 

Skills: 

+S(Dcx) 
Fly60ft. (perfect) 
20 (+1suc.,.s 0cx, .. 4narun.I) 
Elecuicicyray+9 
ranged tcuch;.or bite +9 meltt 
Elecuic.i[)'n.y2d6;or bitc td6•1 

s ft.bys fL/-5 f1. 
Elcc1nciryn.y 
lmmumties,flreandcold 
resisiance.20 
Fon tt, Ref .a, W ill .--. 
Str 12, Dex 21, Con 12, 
ln110,Wisll,Chatl 
lnruu Oirccnon +2, Listen..-7, 
Search-t-7,Sense Mon"e..-7, 
Spot ..-7 

.. s (Dcx) 
Fly60ft.(pcrfcct) 
21 ( -+-S Oex,+6natural) 
Elecuiwyray.u 
n.nged touch: or bite -r l2 mcltt. 
Elcctricuy n.y 2d8, or hue td8t2 

Sft. bySfrJ Sft. 
Electricuyray 
Immunities, fi re and cold 
resisuncc20 
Fort +6, Ref .tO, Will 06 
S1rH, Dcx2 1, Contt. 
ln!IO, Wis tl,Chau 

___EscapeAms1+I S. lmuiL 
-Direction -t-7, Lisicn ... u . 

Search +10, Sense Mom•c_._u , 

Spo1 t it 

22 (-l sae, •S Dex, .s narural) 

Elccmrnyray.t9 
rang~ rouch; or bite -t-20 mdec. 

Elcctriwy ray 2da; or bue.ld'-d 

.Sit.by IOf1./Sft. 
E.l.KlriCl[)'ray 
lmmuniries, fire and cold 
resisunce20 
Fon+12,Ref. 14, W11l. 10 
Sir 22, Dex 21,Con 16, 
lntlO, WaslJ,Cha tl 

EscapeAn1s1 +23, lmui t Dircc1ion •16. 
KnowlNge (Pbne of Air) tl5, 
Lis1c.n t t9,Search . tB. 
Sense Mct1ve .19, Spot . 19 



Wc;ipon Finesse I.Imel Dodge, Weapon Fi11tsse (but) Sluid·.fi&h1, Comba1 R.dlexcs, Dodge, 
_Wcapcn finesse (h.uc) 

Clima1efl'errain; 
Organiza1ioo: 
ciWJcngc Ra1ing: 

Any bnd and undet810und 
Solitary or clutch (2--4) 

Any land and underground 
Sol11ary or dutch (2-4) 

Any land and undtrground 
SQl.i1aryordurch (2-4) 

' 5 8 

Trt>asurt: Nont' Nont Nont 

Alignmt'n1: ~ysncull'al 

~HD(.Sm.alO 

Always neutral Alwiysneutnl 

Advanctmcnr. 8-1 4 H D (Mcdium-sizc) 16-24 HD (J.argt>); 25-32 
HD (Garg;iniuan) 

j.ArmwhalYks Ut' prcdatar:t_an~ngers from ihc Elcmcn1al 
~nc of Air. They art c011Summa1c fliers tlm ~nd their cnmt 

livnontht>wing 
An arrowluwk has a Si.DUOUS, sruikthkc body wuh a long ntck 

and ml. Iu cen1ral bc:tdy u bulbous and has rwo pairs of yellow, 
,..fut.heres!. wings. one.on the.top and another on the bottom Mosl 

taf the 1:1~,~~~.:':~rili:~S:C';::~~~~::~s~:i~t:~r~ 
~~thcd be:ak._and fourcycs,ont pair above tht beak and the 
other below Tbc..Wl h25 aliernating b;inds of futhtrs and rows of 
blue spines, wuh 1 mass of feathers ;ind spines at 1hc tip. 

Arrowhawks arc always m mouon while they h\·c. Thty can fly 
from rht momcnl tht>y harch, :rnd 1hcy cal, slttp. and mut on 1ht 
Wlllg. By fWisong llS body and v;arymg tht' cadtncc of irs w1ng­
beus, an arrowhawk can fly <11 1op speed U\ a.ny direction. 

J\rTOWhawk cggs have an 1nnare lev1mion ability. Ftm;ilcs l;iy 

W u1chcs of 2d4 eggs in midair and le:al'uhc.nua..Jloa1 unul 1hcy 
, hatch. The female guards the eggs and colle:cr.s..them if the wmd 
..scatters them, hw 01herwise lc;ivts thcm.:i.lm:LL_ 

AJU\'tnilc arrowhawk (Ont to ltn ytus .. old.)js_ahout-5 fcc t long 
.ftom beak ro rail, wnh 1he body accounnngl'm.abow a..tlurd of tht 
,.kngth. Ju w1ngsp;in is abour 7 fte t, a~ about 20 

. pounds.An aduli (aged eleven 10 fony yurslis abou1 1oice1 long 
fmm bc.ik. 10 wl, "'.llh a 
wingspan of about IS 
fee1 and a y,·cigh r of 
about 100 pounds. An 
t:lder urowhawk 
(aged fony-onc 10 
sevenly-flvc ycan) 
LS about 20 fcc1 
long wi!b a w1n&­
span of 10.ft.eLan.d a 
welgh1 of aboul 800 
poundL_ 

Arrowiuwlu speik Auran, 
b.u1 lht:y a.re no1 talkauvc 

COM.BAT 
Arrowha1Yks arc CXlU.Dlcl)'._ tcmto­
rial and alwayS-hlllliQ'-They al· 

tacka!mos1anycnhu..crcatu.rc. 
1hcy mtt:I , .scclung_ 
mcal or trying 10 

~:trb;;~- a ~~~,. 
. :f1~ta~;:; ..:;;:~~;,...~' 
. an d«lrlciQ' .ta)'. fired. from 1he 1iil The crtaru!e also biles. but it 
pufm.tQ..i1a)'.Quu:if ruc.h_ 

triciry .Ray (Su ): An arrowbawk can flre 1hLS ray once a 

~a_range:..aU.s..ftt1 
lrnmwtidu (.EJ:); ArrowhawkJ ha~c acid, clf'ClriCHy, and 

po1SQllJ..mmUD.lty. 

Large Plam 
Hi! Oict>:..id8ill 00 hp) 
lnilialivt>:.-0 

.specd:of1 
C: IS (- 1 s1zt,-.6naiural) 

p u aclu:Slam-.7mdu..... 
,.Dam agc:Sbm td6.,.7 

ASSASSIN ViNE 

facc/Rt'ach : S ft. by S fi./ 10 fL(.2QfL.whh 'il.D.d 
Sp«.ial A1tad:..Enr:mglt, improvtd_gnb...i:Qnsuict.ld6-.7 

Special Qualities: Camoufla&:t..e:lcctnc1ry IJIWlJJruQ', 

cold andfu:t tt.wuncc 20, bl.i.ndsight 
Saves: Fon ,7, Ref.-!, Will t2 
AbiU1iC5: Sir 20, Dex 10, Con t6, Int w""i."IUha 9 

C limalt'/Tt'rrain:Jcmpeme and wann farcst.md undtramurul+ 
O rgan. iu.1ion: Soli1a.ry or p.a tch (2--4) 
Challenge Rat. 
Treasure: l / tOtb coinsJO'\ goods; Sil\- ucms 
Align ment: Alw~nc.utul 
Adva.nccmt'nl: S-16 liD (Hugc); 17-32 HD (Carganwa.n); 

Jh HD (Colossal) 

The assassin vine is a scmimobilc plant that collcC1$__J.lS own 
grisly fcrtilixcr by grabbing and crushing animals an.d deJ205n­
ing thc carca5scs ncar iis roots 

The marurc plan! consisli_oLa main.Jtint as 1h1ck as a 
human's forearm ;ind.Jbctul 20 fctt long. Smaller vines up 

10 S fcc1 IQQ&..bnnch..cllfrom tht main vmc about 
t:\"try 6 inches....Ihesc .tmalL vines bear dusters of 

!caves s.hapcd..c.ur.iou.sly like human handJ, and m 

late 1ummt.[ they pmiiucc bunches of small 
fruits that resemble wild gr:ipes. Tht woody 

pans of chc Vint arc coiltd and gnarltd, 
covertd wi1h brown, nringy bark, 

ma.lung the whole plant reJcmblc 
a robust grape· 

l~i::t~ vint Thf' fru11 
~!!!;~~ is 1ough ~nd has 

a hurry flivor, 
butiswidclybclicvcd 

to be pcisonous. Assassin vine berries 
make.a heady wine 

A Jubtcrn.ncan version of tht 
assusin vmc grows ~ 
sprmg5, volc;inic venu...md. 
other sources of 1humalcn.c.cg~ 
Thc5eplantshu·e~ 

wi~'s:~j::;n'::dcs~ti~~~ 
rbat1heyrtscmhle..JDJ.D.era.ldcpoms. 

An. assassin rinLgrow1ng under· 
_ ground usually gcncraltS enough 

.off.al-l0Juppor1J.-thnv1ng colony of mushrooms and other 
fungi, which.spring up around the pbnt and help conce;i] it 



COMBAT 
Assassin vmcs use simple tactics: Thty lle...slill umi.Lprcy comes 
within reach, 1hen mack.Jhq- use thcir.c.mmak.-abil.uy ~h 10 

cacch prey and 10 dttucQunier:mads. 
En1angle (Su): An asSli.Wl vmc can animait planlS Wltbin »,. 

ftt1 of itsdf as a frce..acllWl.. The t.fTKt Lam unul the \'1ne dies OLt .., 
dtcidcs 10 end ir (also a free ac1ion). The abiliry 1s orhcrwisc simior 

._la.c.10 tnl!111glt as cas1 by a__tth:lo·cldruid Cs.axe DC 13), 
i lmpn:wed Crab (&:):To use tlusabi.l.uy, 1hc us.min vmc must t 
,.hu .. wuh 1tulam mack. 

Cons1rlc1 (.El:): An assassin we..duls ld6•7 poinu of d;image 

wulu succtssful gnpplt..ehtcit.api.ns:LM.~ium-s12e or smallt-r 

crca1ures. 
BHndsight (Ex): Assasiln.Yinu ha\'c no visual organs but 

can ascena1n all foes widu.nJO fccr using sound. Kent, and 
vtbntlon. 

Camouflage (.ExLSinc.~ assassin vine looks like a 
noo:n.lipbn1 when at rest, it rake' a successful Spot check (OC 

to.Jmtic.c.J.Lbcfou. ii art11cks. Anyone wuh Wilderness lore_ 

or Knowledge (planu or herbs) can use th~ skills insu•ad of ,,_ 

Spo1 ro norict lht..plant. Dwarvts can u~ s1ontcunmng ro no1ict 

the subremanean vt:rsion. 

Huge Abtrnlio n 
r,u1Dice:14d8 .. 70 {131 hp) 
;.lnitiath.-c.tl(Dtx) 
Spttd: 50 (1. 

,..AC; 20 (-2s1u.-" 1 Du, •Jhide, .. 8 n.uuul.J.._ 
t1acks: Huge dub .. 12/ .. 7 mdee, 2 Hug.eclubs.t.Ll.mdee, b11e 

t i• mt-lee; or rock +S/+O r:inged, 2 rocks..:t.5 ranged 
Damage: Hugt club 2d6t8, 2 Hugt clubs 2d6.tl .. bllc.2d8t 1- and 

poison; or rock 2d6 .. 8, 2 roe.Ju 2d6 
Face.LRcach.: 1of1.by10ft,/1sf1. 
Spccia1At1ack.s: Poison 
Sa~s:fon..rl...Ref .. s.will .. 10 
Abilities: Su27, Otx 12,Con 21, Int 7, Wis 12.Cba 6 
SkiUs: Cllmb +16, Jump +16,l.istcn +7, Spot •7 

Fen s: Mulrian:ac.k, MuludtXttnry, ~ luluweapon Figh1ing 

Climate(rcrnin: Te.mpua1e and wum hill, mounrains, 

and underground 
Organiu.tio n: So.liW)', gang (2,.-t). or Ulbe (7-12) 
Challenge Rating: 7 
Treas~double gO!O:ds;, .. uandanl. 

uems 
. Alignm~1.:.0f1en ch:.ouc evil 
. Advancem ent: 15- 28 HD {Huge) 

t The_athach Is a hulklng. misshaP.CD 
biped.. l!s flabby, RUf·ib.ap.td body 
has a rhU'd arm...&WWW& ..fron:Lits 
chest lmme.nsel)'.Jlmng, a.n 
athach can hammu .... mos.t....op~ 
ntnisrogoryp.isrt. 

An athach hu a w1dc.......slo.b.bta..ng 
mouth. Curving msks Ukc a bcw.'5.JUI li:Qm il5 
lowtr 1aw. ltso1htrtee1h are..s.mall.and ~ghkL_ 
h has tiny t)"tS. a small nose., and 

e
lopsidt.d...c~ont hug~t: Wl)'. \.. 

i:h.d.wmJn shabhy_r:igs 
ur:s. .Iuarely bathts, and 

p.anic.ula.cly..fouLAn 
aduh s:tands Mlmt 18 fttl 
tall~ abou1 1-.500 
po=k 

A1hac:hs art fond of_ l 
gtmsandcrystalsofall~ Thtyofit.n 
iam bracelm on lhcir_d1ubby fingers, 
necklaces around 1hciL.fa1 wnsrs, and _ 

01her ~wdry when 1hcy can. They have been known 10 su for 
hours, polishing ~nd adminng 1he1r Jtwds. The only atht.uh.mgs 
~1hac:hs tend 10 be pass1on.a1t about a~ food and \'lOl~c.Ihty de-

spise hill g1an1s and, unless ou1numbutd..auac.k..lhttn on 
s1gh1. They fear 01her giams and..mos1 other Huge 



Med.ium·Sitt Ou1sider (Firt, LawfuO 
HH Dice: 2ds .. 2 ( t t hpl 
lnhb1i ve: +I (Dex) 
S~ed:30ft. 
AC: 19 (+1 De:ic,+6narunl.+2targesh1eld) 

1ucks: Warhammer +.J me.lee; or hal.f.spur .. 3 
nnged 

,...Oamaae: Wa.rhammcr td8+laru1..1..1lH... 
orbalfspcartd6+l and I fue 

Jau/~ach : S fr by S ftJ..i.h._ 
Special At1ad s: Htat 
Special Qu ali t itt: SR tJ,fu_e subrype 
Saves: Fon -4, RcLt'4, Will f-'4 
Abili t ies: Sir ll, Da U. Con ll, 
~u.cha_j 

Skills: Clunb +2, Craft (any one) +6, 
'dc....:,J......lsttn...H, Snrch +'4, 

Spm .. s 
Fears· Power Auad 

ClimHc/Teruin Any bnd and 
underground 

Organi t.a 1io n : Solirary, pair, ttam 
(24), squad (11-20 plus 23rd-level 
sergcan1s and I lrader of Jrd-6rh 
le\'ell.otdan (30-100 plus 50\, non­
comb'1anrs plus 1 Jrd·lt\·el scrgnnr 
per 20 aduhs.....S Sth·lcvtl lieurenaors, 
and37rh-levrlcap1ams) 

1 Challenge IUting: 2 
tru sure: Srandard coins; double goods 

, (nonflammables only); standard hems 
lnoniLa.mmablrtonly) 

Alignmct1t: Always lawful neurnl 
Advancc.m"t: Bycharacrerdass 

BargheH 

AZER 

Hi1 Dice: 
lni1 ia1ive: 

M~ium·Size Outs idcr (Evil, Lawful) 
&<!8+, (Hhp) 

Speed ; 
AC: 
Atuiclu: 
Dam age· 
face/ Ruch; 

~ 
Spcdal Anacks; 
Sptt.ial Qualir ies: 

Saves: 
Ahilit iH: 

SkWs: 

Fen t: 

Clima1e/ferra in ; 
Orga.nizaiio n : 
CbaUengc Ra1ing: 
Tnoasure: 
Alignme nt: 
Advancem ent: 

... 6 ( ... 2 Ocie, .,.4JmptoVed lniriuive) 
30fr.or6-0fr. 
l.B. (:r2Dex, ... ,naruralJ 
Bite ,9 mdtt, 2 claws .-4 rnrke 
B1tt:td6d,clawtd4.;t 
5f!.bysf1./Sft. 

Spcll·likeabili1ies.feed 
Damage reductton 15/ t 1. scent. 
alternaiefonn 
Fon .-6,Rc-f.7,w;JJ ... 7 
SrrJ],DcxlS,ContJ, 
lntlt.'°''isl4,Cha H 
Bluffttl , Hide +11 •, Imimida1e t ll, 
Jump+l2, lisren .11, Move 
S1lmrly t lO,Spo1 ti! 
CQDlbat Rc-fltxes, lmprovtd lnmnive 

Any land and underground 
Soli1ary or pack (3-6) . 
Doublcsundard 
Alwayslawfuleval 
7-B HD (Mtd1um-s12e) 

AZttS an:_dwarvts._nauve ro rhe Elemental Plane of Fire 

The.y have_ metallic, brass-colored skin, and flames lick their 

heads.. whm.a.noanal dwarf would have hair and a bcalllJli.ey 

wear kilcs olbrus..bronzc, or copper 
Azcrs speak lgtwu.Dd Common. 

COMaA-r 
Azcts us.t_broad-headed spears Q.t well-craf1c_d 

hammm in combat When unarmed, they u· 
1~mp_t 10 grapple fon. They_w_w nQ_UlD.Or..fur.... 

1ht1r tough skin providts arnplt: prol«.IJO.O.. 
Alrhough unfnendly and ..W.:Uuttl...Uttl... 

rarely provoke a fight.uccpuo relieve a 
foe of gems, whicluhey__lgyt...J.f th.rm:.. 
ened,1beyflgh1rotbr_iW.tb..bu~ 
the value of taking pnsont.rs 1h~ 

Heai (Ez}: A:ms' bodies 1rUn.t«lidy 
ho1, so rheU" unarmed macks deal addi­
rional fire dam.age. Their meralhc weap­
ons also conduct this htaf 

fire Subtype (.Ex): fire immunity, 
double. damagt..fu:im_cW.d ucepLon a 
sucuufulsave. 

AZER SOC( 
Azers mainiain a rj&b1ly rc:&imrntc_d 
socie1yinwh1c~hasa 

specific place. Ihc....uatLti.way,u.Um1 
precedence over the 1ndll!idua1. 1'.z.« 
nobles art prodig1ouslynmnaan~ 

absolure power. Azers dwrll wuh~ 
bronzefortrcssesontbe1rho_meptanc.... 
only rarely visi1ing othet.planes~ 
gather gems. They baie efrc_c:t._ with 
whom 1hey wage an eremal.wa.t.fuutr­

mory and slaves. 

BARGHEST 
Crc:uer 8 argheS1 
Large Ouuider {Evil , Lawful) 
9ds ... 1S {S8 hp> 
.,., (•2 Dex • ..,. Improved lmtiative) 

30ft.or60ft 
20 (-1 sbe, t2 Dcx. ,.j: natural) 
Bue.-12melee,?claws.-7mc:lee 
B11eld8+4,clawld6•2 
sf1. bysfl./ 1of1.(goblinfonn) 
5 f1. by tO f1 ./S fr. (wolf fonn) 
Spell-like abiliries, fttd 
Dama&e rtd.ucnon IS/ +l,scen1, 
il1em11eform 
.Fon.s,Rt:f.s,WiUttO 
Srr 19, Dex 15, Con 15, 
lml8, W1sl8,Cha18 
Bluff tl6,Concc.ntrauon , 14, H1dc +10-, 
Intimuia1e ~18,Jump •16, Us1en •16, Move 
Si.lmdy,-t4.~hlouve .. 16, Spo1 .. t6 
Combat Cas:UJl&,. Comlni Rt:ilexes, Improved lnlllativr 

Any land and undc.rground 
Soliw;yorp;ick (3-6) 
5 
..Qoublcstandard 
Always lawful evi.I 
IQ-,H HD (Largel; ll-18 HO(.Huge) 



Though 1hty rtstmblt big goblins, bar&heSLs .. .ar~ can 
change imo lupine form. They comt imOJ,he. world.Jo fttd on 
blood and sou Ii and 1hw grow monge 

As whelps. barghes1ure nearly imWunguishablt fromgohlins. 
exctpl for rhti.r SIU. As thty grow brgtr and s1rollitr, 1ht1r slun 
darkens ro bluish-ttd.arule_vvuually h«omes blut alroge1htr. A 
fuU-grown barghts1 stands ahout 6 feet 1aU and wtighs 180 
PQWlds.A barghtsr's eyes.glow cu:ange whtn..1he crtature 
h«omesexcued 

argbtsts speak Goblm. WQrg...and..lnfem 

weapons. Though 1hey love kilhng. 1hey_have littlt s1omach for 
. duec1 combat and mack from ambush whcnC'o'er possible. Onct 
~ltle is_;ointd, barghem hide and .. JilC . ..p!llJCd._;.nwgt 10 conctal 
f rheir true numbers and loc:auons, wub tml!llDn and charm~ ro 
. .keep opponents..Off babnce. They 1cy 10 ¢.us.many of.the.rnselves 
rag;uns1 as few of 1he enemy as possible, ancl....uKtheir high speed 

to slay way from the enemy's main srrengih...... 
Spell-Ukt Abili1its: At will-lrvdalr, m~d P"l'JUI 

. 1m11gr; l/day--tharm mo1uln, th11rm prrwn, .... lhmr1Ut01Ldoor. and 
rm.obalL..Ihese: abili1ies mas rhe spells....cau..hy_a SQttttt.t.whose 
levdeqiW.s the barghes1's HD (uvt DC 12 +spellle_yeJl 

Ettd (S_u}'_When a barghes1 slays aJuunancrid oppo.ncru.l.Ltan 
feed on the corpse, devouring bo1h flesh and lifr force, as....a.fuU· 

round aclion. for every 8 HD or levels a barghest co~ 
gains t H11 Die. Fttdllli destroys the vicrim's body and prevcnts t' 
any form of ra1$1ng or us_un:ec.uon rha1 rtqu1res pan of 1he COIPSf..t 
A wish, muudt, or trw 1'JJU7"tl1Qrt.,SpeU can reS1ore a dtvoured 
vicum 10 life, bu1 1here is a .SO'\.chanct that even such powerful 
mag1cwillf.ail 

Ah em a1e f orm (Su): A b,ughest can assume the form of a 
gobhru:u.a..la.ca:e..w_ol(a.s a standard aclion..Ih.iulnJiry 1u1m· 
Uar 10 the_ polyme>rph stlf speU, rxcep1 1ha1 11 allows only 
gobUn and_lWlf form1. 

•while in wolf form, a bargheS1 gains the 
t-b.L&hu-of the IWO listW spc_tds and a_,.-t cir­

CU.111S,Unce bonus10 H.idt..chtcks. 
Pass Wit hout .Ir_ace.....(Ex): /\ 

barghes1 in wol(!o.an....c.a.n.pass. 
wirhout 1race(;astltt..spdl,)as__ 
afreeac:1ion. 

Greater 6arghest 
Thesecrraiures arr abour 8 feet 
1aU and wr1gh abom 300 pounds_ 

mgobllnform. 

1~~allr...a grea1tr barghrst usts a magic rwo·handed weap­

_,..on..iA.comba.t.&l\'.W&iJ.llluhiple a11acks..(anack bonus tll/ tsJ....lr 
can also make one hire attack (.i1ack bonus .. 8j tach round. The 

nve..OC....a.guru1 a gre.arrr barghen"s spell-like ab1!11irs is H .t.. 

spclUC'l'c.l 

BASii ISK 1 
Me_diwn-Sizc..Magical &as1 (Rcp1ilian) 
HilDict: 6dt0tl2 {.-t.s..hpj 
lni1ia1ive: -l (.DuJ 

Spttd.:20.(t...._ 
AC:H.L"7..l.Da, .. 7na1ural) 
Attack.s~11e. .. 8melre 
Da.m~t:B1re1d8+l 

f ace/Reach: S ft by .S ft.LsJL 
pedal A. 11aclu: Perrifying plL._ 

Saves: Fon .-,. Rtf .,.4, WilJ.,. l 
Abilit ies: Sir l.S , Dex 8, Con_lSJ.DL.2. Wis.12, 

Cha lO _____. 

The basilisk is a reptilian monster That perciflu living C!l'aNtt.S 
wi1h a mere gue. fi.gh1ing a basilisk rcqu1tt.UllhcLJ:arcprepa· ~ 

.,.rauon or considerable good fonune 
Basilisks are found lDJltarly tvtry chmare, and ofwl.in.subl.C.[­

ranean arcu as we.lL.1hey 1e_nd 10 lair m shaUow b=""-'=..oLJ 
01her shelrertd are.a.s...The entrance to a basilisk l1itis sometim 
dtsdnguished by .lifelike s_tone smues or carvings, aouaUy_ 
turu rha1 ran afoul of tbe.creuurr's gaze. Basilisks art omnivoro. 
and ablr 10 consume rheir pcmfle<I vic1ims. They mals.e d!t:o1ve 
guardians, if one has rhe magical or monetary resourc~ 
and comain 1hem. 

A basilisk usually has a dull brown body with ~ un· 
drrbclly. A single row of bony spines lints its back, and some 
specimens spori a short , CWYt.d ..hru:n_a1o_p tbr nose. The crea­
ture's mos1 dis1inc1ivr frawre._u irs eyes, which glow with an 
rerie,palegreeninc~adul1basilisk'sbodygrows10 

abou1 6.fe_e1 long, no1 inc.l.ltdin&: i1s 1ail..which can reach an addi­
lional le.n&1h of S ro 7 lc.e1. IhL crucure weighs about 300 
po~d,._ 

COM!IAJ 
Basilisks rely on 1he1r gne anack. biung only when oppo­

nents come within. ruch. Though 1hey have eight 
legs, rhtir slow me1abolism renders thtm rrla­

rivel)'....ll..uwsb. so they do nor rxptnd 
rnrrgy unntces­

nrily. lmruders 
who flee 1he 
basilisk rather 
than~ can 
expect,atbtSl,a 
ha lf.h..t..u.u..d 

pursui1. 

1urnr~ I 
roouoilhm.Wn~ 

l • wut for prey... which...in.dud 
mammals, bwis, rep.tilts. and similar crruw:es.... W_bcn not hum­
mi.....hasiliiks arc...._u,s.ually 5letping off 1huntal in rheir lairs. 
Basili$ks sometimes gather in small colonies for manng or for 

.,m.wualdefe.nst......m u.nusuaUy hQitile 1err.un, and a colony will 
anackinu:ude.cs..inconcen 



Pt-1rifying Gau (Su): TUuUQJlonc...~._rui,gt 30 

ftt1, Fonuude ntga1ts DC 13. 
Skills: --rhe bas1hsks dull color:nioiund us_ahili1y._w amain 

mouonltss for long periods of nmt. gr.am i1 a .... racial bonus ro 

H1dtcheckslnn.a1uralseuiDgs. 

: HugC' Magic.I 8C'as1 (Elcc1riciry) 
yl:liLDice:9d10 .. 45 (94 hp) 

lniti.ative: +l (Dex) 
pe:ecd.: -tOfL, dtmb IS fL 

..AC:-16 (-2s12e, .. 1 OC'x.tJiw.ural) 
Attacks: Bile ~1s mcltt,6..claws tlOmtltt 
Dam age: Bite 2dW, c..b\~ ldtt-4 

FacC'/ Reach: 10 ft. by JO fr./IOiL 

BFHIR 

pcc:i..alAi tacks: Bunh..wt.llpon. unpnwtd grab, swallow wholt, 

c.onsmcr 2ds.-s 
p;c.cial QJ.la.Ut:ks:..E.ltc1rictry immuniry, seem, can'1 bt mpi>Cd-i 

Saves: Fon ~11,Rd" +7, Will +S 
Ab Wt iC'S: Srr26....QcxJl,Con21, ln1 7, Wis 14,Cha 12 

SkilU: Climb .. 1s. H1dt ~s, Spo1 ~1 
Feal5: Cltavt, Power Anack 

Climate{Terrain : Any land and underground 

Organ i.u1 ion: Soluary or pair 

Challcngt Rating: 8 
a.siuc.Sundard 

ignmt nr; Often nturnl 
d vancc.mc.1:1 U G-l l H D{Huge11+-2Z...l:ill...(Grgantw n l 

The bthtr is a snakclikt mons1tr whose dau.n..kgs allow u 10 

. movt w11h considtnhlC' sptcd. 
A be.Im is about •o ftt i long and wtJghubmu 4,000.pounds. It 

c..anJald...iu...Jimbs close lO its long. narrow body anllsllther in 

make fa.shwn if 11 desirtS. Tht htad looks morc..aocodill2n than 

snak.WkcJiu.u.he mou1h can opc.n widc..tnou.gh.uuwallaw prey 

wholC', ll a m~.k.e's dott 

nn~:.':~~~a:f1!::~:e l~c~~:5p tiu~r~i1hh~:~~5~f !~~'.b:!:? 
The be.Uy LS ~le blue. Tbr [)\"O largt horns curving back. O\·er tht 

h'ad look dangtrous bu1 ue actml.ly used for preening 1ht- crea­

iure's scalts. no1 f.ot !ighring. 
Bch1a...arc..nC£er..friendly wirh..dragonkind and won't coexis1 

wuh any rype.o(dragon. lf one.enters a belur"s 

1emt~OCJtv~g.1l 
can 10 dme the dragon ou1 .. lf tht 
bait_ £ail.s...!.i lllO\"tS off ro llnd a 

f.Jie.w.home.A bthir never know­
j..ln&.b:...c.n1ers ihe 1erritO[)'..ofa 

dn-
Bc.h1rs sptak CommQ.n.._ 

COMBAT 
AbthirusualJ.rbiJ~ 
irsprcyflrs1,1hene1thC'rswailows 
or consmcu 1he opponcnt-lLbcse1 
by a larg' number of foes, II Uitt.ll5' 

brtaihwtapon. 
Brca1h Weapon (Su):...Lillc..of 

li&bl.OlDi 5 Iw wide. s.kc.1 high. and 20 

~
!nnr oncC'a mmu~damagc..ZdA... 

lall.OC19. 
p..co.ved Grab Cb); To 

. USC th.is abiliry, the be.hir mus1 hu 
wuh. .. 11s.huc.w.ac.k. lL1gets a hold, u can u1tmpr 10 swallow 04 

cons.u:il:.ttheoppontm 

..S.wa.l.Low_Wbolc. (.El;); A beh1r can rry ro swallow a grabbed 

Medi.wn-.si.u..otsm.11lltropponen1 by making a succC'S5ful grappk 

clicck....h bchu....tbauwallows an opponenl can usc LIS Clc.n:c..fut 

to bite and gr:ab_ano.thu opponen1. 
Tht swallowtd creatU(t.uW..lds .. s points of crushing dam.age 

.and 8 poin1s of acid damage_~ round from 1h' behir's gizzard. A 

.swallowtd creuure c.a.n. also. cut !IS way ou1 by usm.g claws Of a 

Sm.all or Tiny slashlll.& v.:upcn.to deal 2S points of damage 10 the 
glll:lrd (AC 20). Once.Lhe.crearure exu.s, musc.ular acnonclOSH tht 

hole; anoihtr swallQ.\\·td,oppon('nl musr agauu:ulilS ~UL.. 

The behir's gizzard can hold 1wo Mtdiwn:Size. fout. Small, 

t 1gb1 Tiny, s1x1rcn 01minu1i\'e, or 1h1ny-1wo .&nc...m...s.mi 
oppontnis. 

Connrict (Ex): A bth1r deals 2ds.s damage..»'11..bUuo:.essful.. 

gnpplc.chcc..kagainnCargantuanorsmallc.rcru.~ 

tts claws agams1 1ht gnppltd foe as wdl.. 

BFHOJ DER 
+1.arge AbC'rra tio n 

Hi1 Dice: t t d8t l l (60hp) 
Ini tiative: ...t Umpro1:td lruu:mveL 
Spcc.d: sf1 ... (fy..20f1.(good.l_ 
AC: 20 (-L51ze:.:i:J.1 n.amral).. 
Attacks: .Eye rays .,.7 ranged touch, hue t2_mclu..... 

Dam a3e:Bite2d4 
FacC'/ Reacb: S f1. by 5 f1 S f1 .. 
Special An acks:J;)'.c. rays 
Spccia.I Qua lit ies; All-around v1s1on, anmnagic cane.11)'. 

Saves: for1 ~•. RtW, Will .. 1 t 
AbilitiC's:S1c.IO, Qu.10,Con 12. lni 17, Wis 15,du l5 -4 

Skills: H1dt t7, Knowledge (arcana) •t0, Lmtn •15,Scarc.b..~ 

Spo1 •20 
fn1': Altn ntss, Flyby An ack. Improvtd lnniau\'e, Iron. W..ill. 

Sho1 on 1he Run 

Clim alC'/rtrrain: Any land and u.ndtrground 

Organiza1ion : Sohury, ~1r, or clusrtr (l--6) 

Challenge Rarin g: ll 
Treasu re: Doublt srandard__ 

Alignm e.nr: Usually lawful tri.I...._ 

Advancirment : 12- 16Ji0.(.L.a.r.ge};.17.::lJ HD Huge) 

Tht beholder is 1he...stufl.0Lnighunare.s. This crcaturt, also 

called tht "spht rt of many eyts" or ~t)'t 1yran1," is known 
among ad\•tniurers as a 

dcadlyad\'ersary. 
A beholder IS a 6-fooM.,-idt 

orb dominaitd by a ctntra.I tye 
_ and...a.largt, roo1hy maw. Ten sma!­

~cs on s1alks sprou1 from rhe 
topo!Worb. 
_Be.holders speak rheir own Ian· 

guage.and 1he Common 1ongue .. 

COMBAT 
Bch.oldtrs of1tn mack wtthouqumua· 

non. Though no1 powerful physically. they 
ofren plow right into gl"Q.up.s.. o.Lo.ppQ:... 

nen ts 10 use as many of~ 

1btycan.When..clo~~ 
enemy, a bcho.lde~ 

much disruption arui. confus.i.on as 
possible.. 

£~ Rays (Su ): Each of the ren small tyts can pro­

~~once a round, t\'tn when 1ht beholdtr JS 

anadun& ph)'llallyor m0VU1ga1 full spttd Tht crearure an tasJy 



aim all irs eyes upward, but 1l5 own..bodr re.ruiua.gCLiluh.t way 
when it tncs 1oaim chc rays in othtrdirteuons..Dunnga round, 1hc 

etta1urc can aim only thre.c eye rays at..Wi,Cl5 i.n..an)'_onc.an:.orhcr 

rhan up (forward, Nclm'.ud, kft, nght, or downJ. The runairung 

eyn musr aim ai l<lrgtlS.IJUllher ua or not at <r.ll /:r. beholde( a.n..-

1la~~~~b;asr::t1.~~~:~r~~~uff:~o~~~~:Ja~~ 
.h.iuaving throw succttds. Beholders- u~ th~ 

ehmuwc dangerow foes quickly. 

rih and pan its bod~uc.h..mund toc:hange wh1eh rays u an bring,.. +-
Tddwit.w.:.Thc beholder can mo.·e ohjKJS or 

c:rtat.Urcufm weigh up ro J2S pounds, as 
tho_ug.b..w1tha rdtl1:1ntmspellCreaturescan 

..teUs.Lthecffcctwithasucceilfu.LWillsavc. 
_All·Around Vis ion (Ex): Beholders a.re 
c.u:epnonillyalen md.~ 

10 bearm an uc. t 
ach t)•e's effec1 re~mblttupell cu1..bµ Uth·level son:~ 

;;.=~~~1~1i~;~~~=~~:r~~~~~ !:!; ~; 
0[18. 
~rm f'fnon: The ta.rg~daiaWill 
u11e or be af· 
fec1~ as though 
bythtspelLBe­
holdeausethis 

"''"'""""'""" t the opposiuon, 

I :
1

:t
11

:ar1;'::i~l~,. 
The beholder 
gcncr· 
ally m­

Strucui 
th11rmtd 

Churm Morulcr: The 
urgci must succeed afa 
Wlllsa11eorbcaf· 
Cected as though by 
the spell. Beholden usc this ray 
JA. the u..me manner as the 
ch11rmE'fD1711ray. 

Sl.up.:...Ihu.workslikcthe ;;..,._U1J• 
spell,c:.:ccpt 1haiilaffcc 1s o nc H 
cru1urc wi1h any number of Hi.1 Dice. The 
1ugc1 muS1 succeed at a \X"lill sa11e 10 rcs1s1. 
Beholders hkc to use thu_ ray againS1 war· 
riors and 01her physically powc.r(ul crn· 
turn. They know then foei., c:a_n quickly 
awaken the. skcpcr.s.._ but they. als.o.Juiow that 
doing so ra.kts time and CUI. delay an effective 
countcrana.ck.__ 

Ffnh la Slont: The 111rge1 must succ.c:ed at a fomrude 

sa11e or be ill"ccrcd as 1hough by 1hc...spclLScholders like ro 
aim rhJ.s ray 11 enemy spclka.s1crs. They also USC If on any creature 

~ whQS.C..appearancc they find 1n1t:rtiting. (After the fight, the be­
holdct.1akcs thc s1aruuoits lair u a W:.coration.) 

Dmnltgrutt:The wgeLmu.st~uccccd ai a formude save or be af· 

feet~ asthough.b~bebolder likn 1ouse this rayon 

anyfoe11c:ons1de.rsa..rea.lthreaL 
fo1r: This works.h.k.c..ihupd.lucept that 11 1arge1s one c:rea· 

1ure The target mus1 succeed at i Will sa11c or be affeetW as 

though by 1he spell. Beholdc:::s.likLJIUIS:C.Lhi.s..ra)':ag.ainst warriors 

and other powerful crtallU'.ts early in a.iigb1, 10 hr:uk up the 
opposL!lon. 

Slcu.~ This works like t.ht: spell. excep1 that _11~e crci· 

turc_Ihc.wgci_must make a Wi.llsa11e to resist. Beboldtlsoften 

~~1:;~~:~~:1a=;~t~~:~r~: ~~:~C::!~;:~:~ 
. climinaic..t.hc.foc, thJ.SJa)'..Jllight ai lean.hamper u. 

JnjlKUJDdrnilr \Hnm.k This works 1us1 like the spell. uusing 

ld8tl.O.llQIJll5 of d:nn~ (Will half). 

.ma n_y ...._ ...... 
giathemi 

'----dnci>L~ 
lll..Spound..Surc.h..t 

chcdi:s._and ~n'1 

be flanked 
AnrUnagie Cone (Su): 

A beholder's c:emraL,. 
eye continually pro· 
du_cua J.iO...fuoLa.nU· 
~cxtuiding 

st.W&hL..Jhu.d__from 
1he ....... .uuutrU......!ron1. 

ThiLiunaions_ jusL like 
o~=t..bµ 

_ll~l':ill 

J=~•mJ fccu wubin...._th 
conearesuppre -

even tlie.btholdcU..i 
own ererays ... Qncc 

uchroLllllW:iuri.ni: 
m tum, 1he beholdtt..dw.des 
which way it...will..!ac.t-and 
whether the 1ml1mog1r ront is 
a.c~1 (1hebcholdcr 

duc.u:.-aus the cone by shumng HS 

ttrualt.>·t,l..Note that a beholder can hue 

only cruw.ru to.its.front. 
Fligb1 ..(.Ex);,. A.be.holder's body is nuurally 

buoya.ruJbis_buoyancy_.allows u 10 fly as the spell, 

as a free Ktion, at a speed of20 feet. This buoyancy 

also.,granl5 u a permanent ft11lhtr fill! effect w11h personal 

range.. 

BEHOLDER SOCIETY 
Beholders arc harcful, agg~d.avaricious, auack1ng or 

dom1nafing 01hcD whcnc11e.r they..Q.n.get away with it . They CK· 

h1b11 a.xcnophQbic..inta.lcrance.Ju1in& all creatures no1 lik~ them· 

-~ka.IbLhasu:.hod).'..cype cmnprisc:S.a grcar v.m~iy of beholder 

subspecies. Some are CQ!'iercd wuh 0\-'trlappmg chumous pbtcs; 

some....ha\•e smoolh hides or snake.like eye 1en1iclcs; .some. have 

c:rusracean JOlnts. Bui C\'en a difference as small as hide color or 

sii~ of the central eye can make two groups of bcholdCIS..SIDlm.. 
enemies. En~ry beholder dccl;ircs us own umque form la.he.the. 

:~~~~h=~=;:teo1hcrsbemgno~ 
Bcholdus..i.ls.ually uo·e ou1 unde.rgroundJaln_fou.hc.m~ 

sc[11es.u.s1.D.g thc.u: disu:tllg.nilc. ray.s..Jkba.lder acchhec~ 

phas1zcs the 11crucal. and a lair usually has a number of panllel 
.wbes...with.clwnbuutailid on top of each..olher. Beholders 
pufctinacceuible locations 1h111 earthbound foes can reach 

~UluWikuhy. 



BFIKFR 
Large Elcmc n1al (Air) 
Hi1 Oicc:7d8+7 (38hp) 
l.ni1ia1ivc: •S{Dex) 
Spttd: )()ft., J)y illfr. ~feel} 
AC: 22 (-1 Silt, .. s Dex, .. s n;uunl) 

naclu: 2 wings •9 mdce, bu.c. 1"'l mdt42 cbws .. 4 mdtt 
Damagc: Wing ld6+2, bite 1d4-t l, c:bw tdht 

.,.face/Reach: S f1 by S f1J10 ft..... 
Spe_dal Amack.s: Smoke cbws 

llC.cJal Quali1ics: Smok<lonn 
. Savu: Fon•}, Rt:f+tO, Wi.lld 
AbililiC!I: Sir 14, Ou 21, Con l), In1 6, Wts It. Ch.i 11 

Skills: Luten +9, Move Silently +9, Spo1 +9 
FHIS: Muluanack. W~pcm finesse (wmg) 

Clhnaie/fcrnin; Any land and underground 

t ~!tJa.i:;:~:ryorclurch {2~) 

Tl'i'aSurr: None...._ 
Alignme nt: Usually 

nt>uuoalN'll 
Advanccmcn1: 

8-IOHD(Largc); 
11-21 HD 

i (Huge) 

Belken are com· 
ptiscd pnmanly 
of smoke Al· 
thoughundcnt· 
ably evil , chcy 
arc vtry rcdu· 
.sitt-andusually 
havcnOLD ICTC~I Ln 
1hcaffai.rs..o!otbcrs. 

sh!: ~~a~t:i;r~:~um (., -.,.. 
male t-s them look dis· 
uncdy demonic. Be· 
cauu of1htir stm1· 

<;OM BAT 

-+ 

+ffi mosi caSts, 1 btlktr ftghrs wnh lfJ nasty cbWJ and painful but. 
o kt Claws (Ex): A._btl.ktr 10 smoke form (Stt btlow) can 

. togu.lLoppontnisby DlO'<'lllgOn topofthtm Ir fills 1htairaround 
ont Mtdium·SlZt Qr..1mallel'. opponent whhou1 prO\'Ok1ng an 
auac.k of opponun.u.)!..Ihc wgc1 musr succttd a1 a Fom1udt 
S3vt (DC 14)ori.nbakpan o(thc crta1urt. Smoke 1ns1dt 1ht 
\Ileu m solidi.Bes m10 ubw.ar1alon..and begins 10 npa1 tht 
surrounding organs, dealing 3d+ pomts of damage ptr 

round. Tht afftc1td crea~aucmpt anotbCLFot: 
mudt savt each su~utnt ro_und 10 co~ ou1 tM 
semw:iporousmtnacc. 

Smoke Form (Su): Mos1 ofrbt nmta btlkcri.s.mo.rc. 
, or !tu solid, bu1 at willitcan assume a smoke fo rm. l t 
can..1Wllch.fu[Dl5 once a.round as a frtc_acuon :ind can_ 

t::f, ufo!!2!°H;~sl~~1:;:o;c:~~;::!::~:\'C~ 
ab1hty.Ltht abihty LS otherwise similar to a g.isrou1 /oTrf1 spdl cas1 
by a.ztb:kvd . .50rcerer. 

Medjum·Size.Magical Bcas1 
Hi1 Dice: 4dt0 ! 22 bpl 
lnitiati vt: +} (Dex) 
SptW:30f1 
AC: 16 (+3 Dex,+3iuru.rall 
Anacks: But •4 m 
Damage: But td6 

,.Fact/Rt ach: S f1. by s.Jl./5 ft 

Bl INK DOG 

Spteial Qualitits: Blink, dimension door, scent 
Savt s: Fort +4, Ref?}, Will +4 
AbilititS: Str 10, Dex 17,Con 10, Inc 10, WisU,Cha..u 
Skills: Hide ~s. LlSttn +8, St-nse Mou"t +S..SpoW 
Ftats:J.mn.Will 

Climatt(Teornin: Ttmper:nt pb.ms 
Qrganiution: Solirary, pair, or p~k (7- 16) 
Challenge Ra1ing: 2_ 
Treasu re" : None 
Alignment: Always bwful good 
Advanctmtnt: 5-7 HD (Mtd1um·Sizttll-J2 HD (large) 

Tht blink dog JS an mtdhgtnt carune 1h.at lw. a lilww:J 1~t­
ponu1on abil11y. 

Blink dogs ha\'t yellow-brown fur and.uc..l.a.rgcu.ruU1ock.icr 
1han 01htr kinds of wild dogs. Thty ut socW.animals...u:avding 

~!:t~~~:~ 1:~~~~d:~::~ ;~il:~~::-i~~:~,~~:u~ 
rtm1ory. 

They sptak rhtlr ovm language, a complex mixrurt of bark.s... 
yaps. whm~ and~ 1ha1 can rransmu complex in.forma~ 
Whtn nor hunung..thcy art playful w11h t.x.h 01her but very pco-
1tcnvt of thtir pups. which ou!Sldtn somtiimtt Sttal ro flalil as 
guard animals. Blink dogs and displxcr btasis art natur.i.le:Jlt.lllle:s. 

COMBAT 
Blink dogs hunt in packs, itltponmg in 1 S«,mlngiy random f35h· 

ion unul thtysurround 1he:.1t.preY,~l42WOf1htm tomakt 

fiankanacks 
Bl ink (Su): A blink doi can.bhnk as tbt spell cast by an 81h-

lt"d soa::trcr. and can C'ltlltt or end rht tfftt1 35 a 
frttacuon, 

Ohntos ioo Door (Su ): A blink dog 
can rtltpon as d11t1m11011 Joor cast by 

an Sth·ltvtl sorctrtr, onct ptr 
round as :i frtt acnon Tht 

abiluy afftcn only 1ht 
blink dog, which ntvtr 

apptars wuhm a solid 
__obJCCI and can ac1 1mmtd1· 
ucly afitr tdcpomng. 



Med ium-Size Undead 
Hi1 Diec: 9dt2 (SS hp) 
lni t ia t h-e: -t6 (•2 Dex. -t<llmpl"O'o'ed 

lnmJuve) 
Speed: 20 ft. 
AC: tS (t2 Dex, .. 3 na tuall 
Auacks: Slam .. 6 meltt 
llamage:Slam 1ds+1 
Face/ Reach: S f1. by S f1/ 5 f1. 

,._Spe.cial An acks: Dcaih &UL 
Speeial Q ualities: Datn1£Utc 

ducuon 15/ sJ,•er,firea.nd 
1cidrests1ance.2.0,elccuic.­
uy unmumty. sunlt;h1 
vul.owbahty, flashhaclu... 

ave.5lfort .. J,Rc:ft5, 

Ab i.Litits:Str1J,Dex 
1S.Con-.lnL6..­
Wisl2,Chat2 

SkWs: Listen ·I I, 
MO'\·eSi.lendy-. H , 
Spoi+ IJ 

Feats: Dodge, Jmprovtd lninauve., 
Weapon Focus (sbm) 

Clima1e/ferra in: Any l:i.nd and 
underground. 

Organl:ut ion: Soln:i.ry or gang 
(2-4) 

ChaUcngc Raring: 8 
Tttuure:None 
Alignmro1; Always chaouc evil 
Advance;ncn l : 10--1) H D (Mcdium-

SJ.«}",1.t2U:ID (large) 

Bodaks are the undc:ad remrwm of 
1hose who ha\•e bttn destroyed 
by che 1ouch of absolut.c.. .. ~ 

A bodak looks more or less 
as ii did in li!c: .. al.t.hcwgh lls fact.is llris.1ed imo an expression 
of mingled madness and horlQL..Bodaks have gray, hairless flesh 
and c:mply • ..wh.u.c..eyes. The St.aUS.UC5 above arc_ for a formerly 
hum:i.n boda.k. 

G,OMBAT 
1-Bodili IO\'c 10 approach their opponc:ms a1 a leisurclr pace, let­
ting.thei r gne do us work before c!Qsing. 

Ocuh Gazr {Su): Death.CU1ge JO fee t, Fortillldc negates DC 
IS Humano1ds_wb.Q. W.c:. from.this m ack art 1ransfonned into 
bodaks in one: d.ay_ 

Sunlighc \'ulnerahillt)'. (.Ex);..Bodaks loarhe sunlight , for 
us merest 1ouch burns 1heir unpure Oesh Each round of expo­
sure 10 1hc: direct rays o(r.hc..DULdols..LpcUnt.ofd.amage 10 1he 
crurure. 

Flash backJ (Ex): From umc:. to tJnK,a bod.aks«U.Qmeihmg 
1hu reminds it of us Wnos1·forgo1ten life. Ai theswu:if every 
cnco.unter,Jh.c:.rt is a .S\.cliancc that u notices something abpu1 

, an..oppimCllL{.candom.ly dcrerm.i.ne.U.rnore rhan one o ppo-

rm:~:~~~~r1~ :~~;~lSt~~~~;~~u~~~~ 
morale pe.nahy 10 all attacks directed :i.1 1ha1 opponen1. 

Me.d.ium -Si.ze.J:lumano id (Gob linoid) 
H.il Dicc:Jd.Stl.{16-hp) 

,ln i1ia1ive: .. 1 (Dex) 
. Spttd: JO fr. 
AC: 17 (· 1 Dex, •lnawraLt.2..lu1her, •I smallsh.itld) 
Allacks: /\lormnguu..rl..m.tlu; or pvdin • J rang~ 
Dam age: /\lornmgnu:J.sl.8,2; or Javelin ld6•2 
fau/ Ruch: S ft. by _s (IJ5 f1. 
Special Q ualit ies: Darkvision 60 ft. 
Saves:for1.2,Rc{.~ ,Will+ t ---
Abili1ies: Su IS, Dex 12,Con ll, lnr 10, Wis..LO,Cha.i_ 
Skills : Climb+2, Hide •l, Listen +J,,"-l°"'c.~6...Spo~ 
Feats: Alcnntss 

Climatc/fcrrain: Any underground 
Qrga niza1ion: Solim y,gang {2_..}, or band ( 11 -20 plus 15(1\ 

noncomba1ams pl.w._2 ?Dd-level IDgt.ams and I leader of 
2nd-.s1hlt\·el) 

ChaUcngc R.ad ng: 2 
Trcasure:Siamhrd 
Alignm en1: U.S.Ually chaow:.® 
Advancemcnt ;_-8.~ character class 

The biggest and monges1 of the gob~ 

mort aggressive 1han their relali\'eS. They~& :my t 
crt:a ture wn kcr tb:u:ubemsel\'es. _ 

Bugbears are b.rge and ,·ery muscubr, mndUli z..fttl call Thtir 
hides vary m co!o.t..Ircun .L.ght p.•.Uow 10 rellow-
brown, wn h 1hick, coarse hair of brown 10 ~ 
brick red Their e)'.tUC;st:mble 1hose of a 
savage animal, being i[ttrush·wh11e wirh 



ml pupils, and they ha\'e w~e-~ tan A h11ebcus mourh IS 

full of long. sharp fangs, and 1lS nose is much lli 1b.u_ of a bear, 

wnh 1he same fine sense of smell Tlusfu1uruamed_iliem their 

name, though they a1t..Dlll rel:ued to...btus. The.tr tough h.ides and 

sharp cbws also resemble, 1hose o( bt:u:s. bur 1hey are far mar~ 

dexterous. 
Bugbears speak Goblin and Common. 

ctOMBAT 
,...Bugbears !lfeftr to ambu.sh opponenu._whcnever possible. Wh.m+ 
buming, 1hey normally send KQULUhead of the main group who. . 

µey spy prey, return 1o_rqxm_md bring up reinforcements 

..Bugbear anacks are coord.i.ruucd. and 1bt1r tacncs are sound if not 

bnlhant. 
Skills; Bugbears. r«tive a ~'4 rui.a l bonus to Mo•·e Silemly 

checks. 

EfUGBEAR SOCIE1Y 
~us..prc!cr.sub1crranean locanons such as cavemsandd~ 

. geons, dwelling in small tribal units. A smgle bugbear, usually 1ht 

biggest and mt;IJJ.tst, leads each rnbe. A tnbc- ha.s as many young 

as h has adults. Children do no1 JOin the adulrs m the hunr, bu1 

1hey will fight to protect themsdves or 1he1r lain. 
Bugbears have only rwo genuine g~ls in life, food and trnsure 

Prey and 1mruders are considered a valuable source of bo1h The 

extremely greedy crea1ures pnze anything shiny, including arms 

~d armor. They never m1S5 an opporturuty 10 increase thttr 

~uds through 1hefr, plunder, and.amhu.s.b...On..ra re occasions 

they parley w11h mher bemgs if they btlie.•·e. smnerhmg can be 

gained, but they au not skilled negoo.a10J"S...lo.s.iag thei.qnnence 

I 
quickly if such encounters run o\'e rlong.Ihe_y are _someumes 

found commanding goblins and hobgoblins. wfillm. they bully 

merciless ly. 
These crearurtt survive pnmanly by hunt.mg. and....rhey ea! 

..wharcvwhey can bring down. Any crutw:tiu.ltgwmacuource 

of food, including monsren and even their own _smaller kin. 

When gamc..is.5earce. bug be-us 1um ta_raidmg :md amhLWuolill 
1he1rs1ewpots. 

Most bugbean revere a dc1cy called Hruggek. wbo.dcUghnJn.!-

ambushes followed by funous combat. .J. 

BUGBEAR CHARACTERS 
A bugbear's favored cbss is rogue..J;lon bugbear leaders are flgh1· 

e" or fightcr/roguts...B_ugbtar_dc.tics worship Hruggek (favored 

"'eapon: mom.J.Dgstar) and can choose any 1wo of the following 

do~Tuckecy~andJ£ar.. 

+-1f_ugc:.JKast 
i-ffi1 Diec:: 9d10+4S (9-i.hp) 

lnitiuive:+2 (Dtx.) 
Speied:'40ft,bUf'Til»!..loJi 
AC; 22 (-2 SIU, t-1..Dtx. ~12 JWurah 

Anac.ks:Buctllm~ 

mtlee 
Damage: Bite 2ds~s, claw..2d 
Face/ Reach: 1ofi by20f1J 1oft. 

Special Anacks: Lf'ap 
SpeciaJ Qualities: Scent, 

ucm=<m< 
Savu~J._Wil.l.'1"4 

Uities:.Stt.27.Dc:xt5,Con 
mt.l._wiS.U. Cha.6. 

Skills: Jump ..-12, Us1en t6 

ClimatcD'crrain:Jempeme bnd and underground 

Orga.niutio~luary or pair 
Cha.llcnge Rating: 7 

Treasure: None. 
,Alignment: Always neuual 
,Adva.ncemen1: U)-16liD(J:iuge); 17-27 HD (Carpnruan 

Ap1ly called a "Lmdshuk.: thcbuleue is a lenifyio.g llftdator 1h:;u 

lwes only 1on1 h IS uniyersally shunned. even by 01her monstci:s. 

h is said by somt. i.hat the bulene is a_ cmss....beiwttn....an..ar 

madillo and a snappmg 1urile. bur this is only conJt:e.ture. The 

buleu e's hod and h.ind pardons are blue-brown,..~wnh... 

plates and scales rangmg from gray·blue 10 hluc·gr«n. lts nails 
and tee.th art' dull 1•'0cy. The area around llS..C)'Cl..LS .. b.cmim·bJack.. 
and ilS cycure.rellow1sh wuh blue·green pi.1ptls._ 

Fonuna1ely for the rest of the world, the bulcne is a ..soliu.ry 
,arumal.alrhough mated pairs (veryrare) migh1 share t~er­

.D.locy. Smee us appetite lS so voracious. each lands hark ha.s a large 

crrnory 1ha1 can range up ro 1hiny sqUJre miles. Other predatoD 

;J'arely share ierri rory with one, for fear of be mg ear en. The bulene 

has no lair, preferring to wmdcc.abm>e and~ ground and bur· 
rowmg beneath the soil ro res1. 

Bulenes (.QOSume thc1I....Ykums clorhmg._weapons. and all. 
Their powerful .stomach acids quickly dcs[[Q)'.umor....w.upons. 

and even m~c uems. The.y are no1 abovt...SlihblmJ.an.clie.srs or 

sacks o(coins either, the bulene mono bcmg,:.Eat..llrsundJhmk 

larer " When ii has eaten everything in thLtun.w.cy._a_ bulenc 

moves on. The sok.cmerion for a su 11 ablc..te.mtoQ!..is..l.hUY~ 

abil11y of food. so bulen~ occas1onally mO\'e in nUL.human and 

halfling sertlemenlU.D.d.lcrron:i:e the reside ms. 

COMBAT I 
Abuleneanacksanyih.ingitregardsasedible,choos:ingthee~ 

es1 or closest prey firs1 The only creatures u refuse:s w tat are 

elves, and 11 disl1hs dwarves. Whf'n bu1TOW1ng underground..the 

bndshark relies on vibrauons ro detect prey. Whei:u.1 senses 

something edible {that is, senses movemen1), It brtakuiuhc: sur· 

face, cres1 first, and begins iu anack.. 

The bndshark has a foul tt.mptn.DWll_~tupid. mean, and fear· 

less. The size, strength, and number of us opponents mean no1hing 

Uap (Ex): A bultltc..can.)u.mp..i.mo the air during comba1. This 

allowu.1. 10 make fouc_claw.awcks 1.0.SWd of rwo. bur ii cannol 

hue.. Thu11ack bonus IS d.l.. 
Tternor.;c:nse (Ex);Jlule.tt.t!i can..auiomaocally sense the loca· 

uon of anydung wirhin 60 fee t 1ba1 is in comac1 wuh the ground. 



CARRION CRAWi ER 
Largt Abern1ion 
Hit Diec: ld8•6 (19 hpl 
lniriaiive: •2 (.l)eJ() 
S~ed:J-Of1.,dimb.l..5 
AC: 17 (- I size, .2 Da.+6 na1ural) 

naclu: 8 1cn1adcs • 3 mdcc.Jmc -2 
me lee 

Uamagc: Tcnrxlc pualy51S. but..1.d!il_ 
Face/ Ruch: S f1 by 10 f1J 5 f1. 

J':C:CialAnacU:P:inl 
Sp«iaJQuaUtics:SccnL 
SaVt"t:: Fon+), Ref •l. Will..tS 
AhW1ics:S1r 14.Dcx 15, Con 14, Jnr I, 

WiSlS,Cba6 
ltilli;;._Clunb ,-JO, Linc~~pot .. 6 

Feats: Alertness 

r Clim:u c/ftrTain: Any underground 
Organi:r.a1 ion: Saluary or duster (2-S) 
ChaUcngc Ra1ing: 4 
T"'uurc:Nont 
AHgnmcnt: Always ncum1I 
Advanccmcnl: H 110 (1.argc); S-9 HD 

(Huge) 

dud and._d_ca):Ul,g !ksh bu1 also mxk and kill IJVing crea111W.. 
lhe.c:rawlu's muhilrggc-d :md Kgmenl«I body grows ro abo:u1 
9 feet foni_and Jooks like a cross brrwttn a g1am green 
worm and a ceph3lopod. flgh1 slender ten1adC'S prottudc..t 
from us head, duKih'.-;i.,bo:ve us mand1bl"- Each 1en1a!,'.lt is 
about 1 fee1 long a.o~rrs a sricky, paralyz.1ng submnce 
A rank odor ofre.n..ao:ompanies the creature and wuns ad­
ven1urrrs of itS_appnN.c,b.., Like so many 01hrr_hy.brid mon.­
s1trs, the: carrion crawlrr may wtU be: 1he result of gene1ac 

Carrion crawlc-rs UK 1hr1r kttn scnm_alil&hund-5Jl'Jdl 
to_de1tt1carcassesandpo1en11alirr~~a... 

crawler bshes ou1 w1rh aJ.lvdiuw1~ 
mes 10 para.lyu 1u vi.o.im.._IhL.t~ra­
cles deal no other damag~ 
rure 1hrn kills 1hc- paralyte'd v1c1un 
wilh its bur and dc-vours the- flrsh. 
Mulriple crawlers do nor flghr m con· 

ce.n • .buLUch paralyus_as many oppo--
nrms u pqss1bk_ "[he. u111n1elUg~1 

!~-=~~;;...., crra1ure co.ntinut1.10 ana.ck..u long~n)!...JllO\'J.ng 
oppof\CJU.5....... 

..ru~ 
by·~·.oc. 
a11ack~u..fucu.:.+ 

rudes;ive (OCU)or.bcpan.i)'.ze_d 
_for 2d6 mmu1"-

~ 
CEI FSTIAI 

Lan1em Archoo .Hound Archoo Avor1l (Cuatdinal) 

SmalJ Outsid er (Cood, Lawful) Medium-Siu Ou1s idc-r (Good, Lawful) Medium-Siu Ou1tider (Good) 
Hi1 Dice: 
lni1l:11ive: 

1d8 (4 hpJ 6d8t6 (33 hp) 7d.8t7 (38 hp) 

..-4 (lmprQVN lruuaJh'el tt (lmpn:wed lnnillm·e) ..-7 ( t3 Da. ..-<t lmpn:w«l Inmauve) 
Sp«& 
AC: 

Fly 60 ft. (pe_cfecr) 40 f1. or 60 f1.• 40 ft.. fiy 90 fr. (good) 

15 (+1 SUt:,ttiutural) 19 (+9namra.l) 2l (UDu.·8nHunl) 

Auacks: 2hgh1 rays..-2 ra.ngtd1ouch B1re •8 melee. 2slams •3 mdee;or 2claws t9 melee,or2 wmgs 

Dama3c: Ugh1nytd6 

Face/Reach: S fr. by S.ftJ-5 ft 
S~cial /t.ltacks: S~ll·Ukcabtlincs 
Special Qualilics: Damage rc.d.ucnon 20/ •I, 

Sa\'ts; 
..Abilities: 

Skills: 

Fears: 

ctlcs1ia.lqu.alitics 

Fon +2, Ref •l, Will t2 
Str t, ~x 11 , Con 10, 
ln1 6,Wis t1 ,ChatO 

Improved ln1tia1ivt 

Climarr/Tc-rrain: Any bnd and undtrground 
Organizarion: Sohmy, pair, o r squad ()-SJ 
Challengt Rar.ing; 2 
llias11tt: None: 
Alig nmtnl: Always bwful good 
Advancc-mc-nt: 2-4 HO (Small) 

grea1sword +8/ • l meltt, bue t l mdee +9 mdec 
B1re td8+2, slam ld4-. I ; Claw 2d6..-2~ wing 2d8+2 
grearsword 2d6t2,bi1r td8+1 
sf1.bysfi./ sf1. 
Spell-like abilnies 
Damage~uction 10/ <1,SR 16, 
cde.sti.alqual111es,scent , 
aherna te_fonn 
Fon ..-6, Rtf • S, Will +6 
Str IS, Dex to. Con tJ, 
Im 10, Wis !),Cha U 
Concentnrion +8, Hide +7*, Jump +9, 

Usien +8, Move Silwt..ly +7, 
Stnsr Motive +8, Spo1 ,,7, Wilderness, 
Lore +1• 

Improvedlnifia111•e.Track 

Any land and underaround 
Soliiary, pair, or squad (l-S) 

' No coins; double goods; s1andard_i1ems 
Always.lawful good 
7~ (.Med1um·sue)'"~ 
10-18 HD (Large) 

sf1.bysfrJsf1. 
Spd.l:like abiluies, feu aura 
Damage. reducuon 10/ +1, SR 25,_ 
celesti.alqualilies,layonhands, 
ammaltele.pathy,rrueSttmg 
Font6,Rt'ft8,WiU..-8 
Srr 15, Du 17, Con 12, 
lm15,WlSl6,Cha16 
Animal fmpnh y + 10, Concen1ra1ion 
+8, Hide + 10, Knowltdge (any 1wo) or 
Crafr (any rwo) •9, Uste.n .10, 
MoveS1lendy +10,StnsrM.01il'e +10, 
.Speltcraft +9,Spo1 +18 
improved lniuari\-e, Flyby Anack 

AIJ.ylandandunderground 
SQ111ary,pa1r, or squad (3-S) 

' No coins; double goods; sundard ne:ms 
Always neu1ra.l good 
8-14 HO (Mtdium-slll); 
tS-21 HD (Large) 



C:hlllde (Eladrin) Trumptl Archon Astra.I ~ 

Malium·Siu 01.nsidtt (Chaotic, Good) Medium· Siu Olllsidcr(Good.I.awful) Medi.wn·Siu OulSidcr (Cood) 

Hil.Dict; 
lniliatfrc.: 

lod8t20 (65 hp) !2d8+t2 (66hp) .udStt8 (102hp) 

•5 't i Du, .-"4 lmproo,•ed lnmanvrj +7(+J De)(, .-"4 lmprovcd lmttaU\'eL dl 1d Drx. +4 lmproo,·ed lnJUall\'t) 

Speed: 50 (1, fly 1.so ft. (pc-rfect) '40 fr., Fly 90 ft lgood) .sof1 •• 0y 100 f1. (good) 

AC: 25(+1 Du. ,14 ~1ural} 27 (tJ Dex, +1'4 naiural) 29 {+-t Dtx. +15.ruuur.J) 

An acks: Hgrr11l.l1\'0ni +2J/tl6 mclcc:, ·~grr.i11worJ ·21/+ 16/+ 11 mcltt .J ltt.ivymiauofdun.iptwn 

or2hghrnys.11111ngcdrouch +21 .. 16/tUmdtt 

Damage: .~ grr11t1worJ 2d6, 14 and .. ~ grral~i.'Ord 2d6+1 I tJ hr.ivy mact cef d1m1p11011 

pomivtc:nrrgy;hght ray2d12 td8+l2 and stun 

facC'/llcach: sf1 bys ft ·sf1. sf1.bysf1J sfr. 5f1.bysf1 1s f1 

SpecialAn acks: Sptll·like ab1l11ies. spells, gne, Spdl·li.ke ab1lmts, spdls. trump<>! Srun, ~.!Hike .11bJ111ts 

posirfre energy 
Sp«.ial Qualit its: Damage rNocuon 25/+J.51!.28. 

cclcsnal qualmc:s. all«.naK.iorm 

Saves: Fon t9, Ref +8, Will 11.0 

Abili riu : Sir 2S, Dex 12. Con IS, 
ln11J,W1st6,Chal6 

Skills: Animal Empathy .. 1 J, Concc:nrra11on 
+12, Escape Anis! +II , Hidt +II, 
Knowledge- any 1hrct) or Craft (any 
rhrtt)+ IJ,l.asten +IS, MO\·eS1lrntly 
+ti , Senst Mouve -. 1J,Spo1 +1S 

Fears: Alenntss, Blind·Figh1, 
Improved ln11u11ve 

Climatr/ftr.rain: hny bnd and underground 
Qrp.niza1ion: Solirary. ~Lr, or squad (J-S) 

Challenge Rating: 13 
fua.s~: No coins; double goods; Stambrd uems 

.Alignmc.nt: Always chaonc good 

Advanctmtnr: 11 -15 HD !Mtdium·siu); 
16-JO J-ID (largt) 

H it Dice: 
lniliuive: 
Spttd, 
AC: 
At1a1:ks: 

Damagt: 

Planctar 
Large Oursidtr (Cood) 

14d8-t70 (133 hpl 
•8 (•4 Dex. t<f lmlUJ>''c_d Lmmm·t) 

JO fL, fly 90 (L.{goodJ 

J2 (-lsiu,1"'l Dt.x.t19n.arural) 

dgrral1word+2J/+l8/+Umclee 

+.J grt~l1word 2d6+1J 

Face/ Reach; S f1. by S ft.110 6. 
Sped.al Auac.ks: Sptll·like abtluics. spells 

ptciaJ Qualities: ();image reduction JO/f'J, SR JO, 
cclcsnal qualiun. rcg1:"nera11on 10 

Sa\·es: Fon+H,~f .. 13,Will+l5 

~bilities: Sir 25. Drx 19, Con 20, 

ln122,Wis23.Cha22 

Sk.il.k Concen1r.mon + 16, Escape Arnst +20, 
Hide -. 17, Knowledge (any fh-c ) or 
Craft {any fi\•tl -t21, Lis1cn -+23, Move 
Silenrlytl7,St.nstMoiwe.2J, 
Starch t 19,Spo1 +23 

Frau: Blind·fight,C!tavt, 
lmproo,•cd ln1WU\'e, Power Anack 

();image rrJucnon 10/ .. 1, SR 29, 

ctlesmlqualmts 
fon+9,Rtf,11,W11l.11 
Sir 20, Dex 17, Con 13, 
lnfl6,Wisl6,Chal6 
Animal Empa1hy +IS, Concenmmon 
-. IJ, EscapeAnis1+IS.Hide . 1S, 
Knowledge- (any 1hret) 115, 
lisrtn • IS. MO\·tS1lenrly1 IS, 
SenseM011vc+IS,Spot +IS 
Blind·FiJ;h1,Clta"c, 
Impra11cd Iruuam·e, Power Anack 

O;inage reducuon 10/+ I. SR30. 
ctltiwl qualuics..uncmny dodge. 
Font.U.Rd'..tll.Will1l2 
S1r22.Da.JJL..Co.n..18, 
ln1 t8,Wis18,Cha.20 
Conccn1r:1rion_~pt 

Artist +19, l-lidc ?Cl, 
Knowledge (any 1hrtt) or Craf1 (any 
thrte)-.17,LLS1tn+2S,MO\"CS1lenrly 
119,Stnst Motwe +19,Spo1 +2S 
Alermtss,Clea••e,lmproved 
lnmatl\'e,~·erAuack 

Any land and underground Any Lind and underground 

Soluary, pa1r.orsqiud (3-51 Soluary, P'!f, or squad (3-SJ 

1'4 14 

No coms; double goods; srand.i.rd uems Nocoms; double goods; siandard ucms 

Alw.i.rs lawfol good Always good {any) 

13- 18 HD (Mc.dium·stzt); 13-18 HD (/i.tcd1um·suc;; 

19 J6l::ID (largeJ 19-J6 HD (largt) 

Solu 
Large Ouuider (Good) 
22ds .. 110 (209hp) 
+9(•5 Dex, .. 4 Jmproo,•td Jnirbuvt) 

SO fr, fly ISO ft. {good) 
JS (- t s1u, •5 Dex, •ll n3rural) 
+Sdanrmg,1111rpalgrrarsworJ+J5/t30/t2S/ +20/ 15meltt, 

Or•1m1ghtyrom~1trlo11gb.liv(+5) 

·28/.•2J l+l81 .. 1J/+8r:1nged 
.5J~"rmg,1111rpalgrr111swor.!2d6tt8; 

+1m1g'1tytom~1lt1o,1gboiv (+S) ld8t7 and iliying 

sfl.by.sf1J 1of1 
Sp<>J.llikeab1lmes,sprlls 
Dam.agereducrionJS/ +4,SRJ2 
cdtlu.al qu.tlmes, rrgenera1ion 15 

Fon , 18, Ref +LS. Will •20 
Str 28, Du 10, Con 20, 
ln123,W1s2S,Cha25 
Concenrrauon tl6~Eso.pe An1s1 • )(), 
1-hde .-26, Knowle_dge (any !lve) or Cr:1f1 

(any !lve) t28.lis1en t J2, Move Silemly .. JO, 
Starch 1JO, Senst Molivc_ ;32, 
Spellcraft •l-9,Spoc .-32 
CIN\'e, Dodge, C:rtat Cleave, 
Improved Iniuanve, Mohiliry, &ru·er An;ick 

CHmact{ftrnin; Any land and undc:rground Any land and undtrground 

Organiu tion: Solilary or pair Solitary or P11ir 

Cha.llr:ngt Racing: 16 19 

Treasure: No coins; double goods; Standard uems: No coins; double goods,.s1mdird 11ems 

Alignment: Always good (any) Always good (any) 

Advanct.mtnt: IS- 21 HD (Large,); 2J--33HD (largc}; 

22-42 HD (Hugc H-66 HD {Huge) 



The 1enn ·cdt'S1ial" refers 10 many beings wh.c._h.Y.c.OJl.lllt.pWies tdepor_t (Su):.&chons un 1elepon wuhout error at \ll.ill._as._ 
ofGooclCtlt'Sml.sposu\\'dydnpw11hgoodncs.s-6'tQ'6bc:r the spell cas1 by a 14th-level sorcerer, txccp1 1ha1 the crcuure 1 
of 1hdr bothes and souls is suffused w1th_il. -'""_..,.;!... cw 1unspon only 1isdf and up ro 50 po1Ulds..o4 

They are the na1uralencm1tt of the !lends lcrca1urcs obJtCIS. 
of 1hc infernal realms). &amplu of thrtt types of Tongues (Su): Al.lce--
cclrsuals arc pre- lesuals can speak wuh any 
sen1cdhcrcan:horu cttamrc thar hasalanguagc,u 
~ful goodJ, guard1· thoughus1ngalonpospdl._us1bya 
nals (ncu1nl good), and H1h-lcvd sorcncL Thu ability u 
cladnru lchaouc good). Also m: always acuvc .; 
duded arc drvas, planc1ar5, and lmmunirics (EI) AlLccluuals arc 

,.solars, who can be of any 1mmunc 1odtctncuyan~tian.., 
good al1gnmcn1 amcks. Devas, plancua. and whrs 

All ctlrsmls arc blcucd are also immunc.iiu.old and ao. 
wuh comdy looks. though thcrr Resistances (E.z}.__Gumiuu!s_wd 
acrual appearances \'<ll)' widely eladnns have cold and acid...mis1-

Cdcs:uals spc:;i.k Cdesual. infer- ancc 20. Devas, plane.tau.... and 

1
naL.mdDracomc. solarshavcflrc rcsis1ancc20. 

<tOM BAT bo~s';~c:~:,~,;:::::s~:g~~~ 
Celcsmls never. auack wi1hou1 p<tiscin. 
provocation (thou3h 1hcir over- .Keen Vision (E.z): All..celcs-
whclming goodncu often 1ials hatt.Jow:.li&bt vision 
makes 1hcm easily provoked). and 6.QJOOLda.doosion.. 
They avoid harming 01hcr 
good creatures if chcy ca n, 
.using nonlc1hal spells or sub­

,_du.al utads if pomble An 
allil)'cclcs11.1lcanbcvcngcancc 

.. 11scl£ howc\"CC. no mancr what 
1hcfocsalignmcn11s. 

Celcs1ials w11b few mag1ul 
abW1ies generally prefer 10 
meet a foe hcad·on ifu is pru­
dc.nL1odc..so. bu1 if ouuna1chcd, 
they do whai they can 10 even 
the odds..Jkausc mos1 celcsrials 
uc \'Cl)' mob Jc, they favor h1t-and­
run tacucs. Magically powerful cdcs­
uals usually srand off and engage a foe 
with spells before mOVln& into mtlcc. 

Cclcsu.11 Qu;ihues Q.w 
Aura of.Menace (Su): A righ t- G/ 

cous aura sW'.Wunds archoru..thar 
flght OLgCl an&rY.....6.nY honUe.. 
crtaiurc wubin a 20-foo1 radius of 
an ate.hon mus1 succeed at a Will savuo resi.sr itseffccu. Thr save 

,DC varin wuh 1he type of archon. Those who fail suffer a -2 
,.morale penaby 10 atucks.._AC, and Ul!tS for one day or unul rhcy 
. succ.cssfolly h11 the uchon 1h11 1cnm1td rhe aura. A crea1urc 
that has rcsmcd or luokcn._the.. efft<:t cannot be aff«1cd again by 
1ha1 archon·s aua friUlllC da)l 

.Magic Circle againn EvU (Su); A m.igtt m"rlt 11g.i1nir nnl rffrc:1 
always sunoundJ arc.b.o.w..idcntical with the spcU cast by a sor­
cerer whose level cquili the arclioiis Hu Dier The efftct an be 
d1spclltd, bu1 che archon.a.n..ctt.1tcJI ~dUllD,i.us.next 1um as 
a frtt action. (Tbt drftns1vt buitflu &Qm the c.ir.tlc arc 001 in­

cluded m 1ht s1a11s11csbloc.kJ. 
Pro1cc1ivc Aura (Su ); & a Cre:c ac1ion, ghadcs._dc:yU, plant­

w:s,_and.solan; can surmund themselves w11h a nuDbus.oflighr 

=gil=:d2! ~:~;;~i::ISof ~~~:t~~~~l~~~e:~ :;::: 
lzy_uorcCCCLwhose.. lc"d.t.qu;i[ 10 1he cdcstial's Hit Dice. Thc.aw:a 
can bt. dis:?(.tlcd, bu1 1ht celcs1ial can crcatr it again as a fret 
aCUOD.Jln_Wlll:Xl lU!n. 

Lamern archons arr vt'fY £ncndly a.n 
usually ugcr 10 g1vt whaLassisranc.'-1 
they can. Howcvu, 1ht1r bodits.a.r.C.JU5l 
gasrousglobts,and1heyar.c..mi..icb.J 

wuk 10 render any mfilOa.l a.id 
lamern archons.sitea.k._m sof1, 

mus1Calvoaccs. 

Combat 
A lanit.rn archon has 

liule reason 10 get within 
.rodtc rangt. [1 usually hoven 

JUStclosu.nough tobringthtcnrmy 
wilhin ifs aura of mrnact, rhcn 

~:"31 ....... .... ~~ blasuawaywith irslighrrays. 
lanternarchonsprcfcr1ocon 

ctmra1e on a single opponrnl, scdting to reduce enemy numbers 
quickly This taetic can be devasn.ung when a largr group gather 
foraflght • 

Ligh1 Ray(.£•): A lamcrn arclimllligh1 rays havt a range of 
30ftc.L 

Spdl,Likc Abi.litiu: A1._ will.-iiiil. dtl«t tv1I, and (Onl1n11al 
fl.imt. These abiLucs arc as rhc ~cast by a Jrd·levcl sorcerrr. 

Cdcs1ial Qualities: Aun oCmt.naee {save OC 11 ), magicorclr 
aga1ns1 evil. tlte1nc11y and pcmflcaflon 1mmunuy, 1cJepon. 
1ongues,Msa\·e1gains1poison 

HOUND ARCHON 
Hound ar:.cho.ru.. look like wcll·muscled humans W.L~ 
bcad5...Ihe.y ~ to dtftnd 1he mnoccm and thc..ht.l · 
evil. 

Thtir broad sbouldccs and mury flsts mark.hound archons as 
..abk.c.omhai:anti...Llkc.wl.SI'. theirs1rong lc&S ind.icatt 1ha1 fleeing 
w.cotleswonigctvc:ryfu 



Combat 
Hound archons always flghr wii.h a will. They~ uu1tack w11h 

their rumral weapons buux:cas1onall)r_1.1K..grea~ 

Spell-Like Abilh ics~/1.1 w1ll---aiJ. canllnw.il fl1ir11t, dmct rvif, 

and mtlUlgt These abJ.u..id' are as the. spdh cas1 by a 61h·levd.,. 

sorcerer 

~~~s:~~1~.~J=~~~::~;·,~~~'~;,;,a~!lec::.t 
1on,gutt, .... save agamsl poison. 

__ A.he.r_nate Form (Su }: Houml..a.rt.b.ons an assume any cuun~ 

form (ucep1 1ha1 of a we.rewoi(o[.cuhe.r lycanrhrope) as a Stan· 

...danlKuon. This ab1hty J.Uuw.b.t...uu.he ro'tmorr'i ttlf spell but 

allowsonlycanines. 
"'\l1hilt incanint form. a.hpund archon gains 1ht higherofiht 

rwo lisrtd spttdf and a .... accums1anc:t bonus 10 Hide and Wil­

derntss Lort checks. 

1Y2~"" clxdies of rail, muscular humans, bur tht1r arms+ 
are long. powerful wings. 

An a1'0r.i.l's Wl.DiS-frarurr small hands ar the m1dpom1s. When 

irs wings are folded, these appendagC:S arr abou1 wherr hum:m 

hands would bt and c1n do ntarly anyrhmg hands can 

Avoral!i' lowtr lt'gs fnturr sirong ralons and ftathery •'lnt's ro 

act as a ml m flight. Thtir facC:S art' mort' human than avian, but 

tht hair resemblts a fu thtry cowl and 1ht' eyes art bnghr gold. 

cir chesu arr excep11onally dt.ep and 1'0\'uful anchonng thtir 

m.usdts. Their bontt art s1rong,..b_uLhallow. so even 1he 

brges1 avor.i.ls weigh no more than l20 pounds. 

Thtir visual.acuity 1s unbelit'1·ahlt: The)' can..it.e...dt.1.W on ob­

.J«ts up to 10 milt's away and art' said 10 bc..abluo_disctrn tht 

•colorofacreaiurt'styesat 200paces. 

cf,mbal 
On..J.he.&mLU\(l, an avol'.1l.! can lash Qut withili..w1ngUO.deliver 

purush1.D£ b_Jows Howe1•er, ii prefm !O mett iu: fO:fi in the au, 

whtn tlUlU.mploy us rock-hard 1~d make (.,U use of us 

aeri<il speed and agility h can't makt wing rnacks whi.lc...1fyutg."t 

howt1·eL 
Spell ·Likt' Abilirie:s: At will-aid, Mur \self only), commlllllL.. 

dtlttl rnagic, dmm1110:11 dQQT._dupfl mQil{, gutf af l•'Jnd, hold pfrllUl.. 

hght, magumrlt ag.irmt n1l.(self only). magv m1111/t, and 1u 1111~11-

lnhty; I day-l1gh1m.ng !ia!I. Tht'K ahUmn art' as the spells cast by 

an81h·l~a11tOC.U.;LSpcllltvd). 

Fear Aunl (5.u): Once peuby an 11·or.1.l can create an aura of 

ftarin.a.2i:t[QQuadwsJ1 uothcmi.s:c..uitncal.w.i1hftiJfa.5 cas1 by 

an 81h-levd.sorcerer (sav(' DC 17). 

Ccle.s1iaLQuali1ies: .Eltcmc11y_and RCWfication immuniry, 

~d and acid rttis1ance 20, 1ongues. t-4 sa1·e ap.1ns1 poison. 

~--1.ay o n Hands (Saj: IbLS works.Just Lke the paladin's ab1hry, 

buu.ht avoral can heli as. much Jama.gt per day as 11s own un· 

damaged hn pouu umL 
Animal Tdt.palh.y_(Su);.An..a~·oral can menially c.ommun1-

cait wi1h anim:tls..a.i.a.fret' action. This works exacdy likt 1pc11k 

with an1m11b as uu~druid bu1 d~s no1 require 

sound 
True Seeing (Su): Th.u..aJ.dcn~t.b..lnu..x_tw.g_as cast by a 

14th-lt'\'el cleric, exct'pt 1ha1 u..hu.prrsona.l ~t and 1bc_a1"0ral 

mus1concemntefortfullri:tun.d..b:cfQ.(tJltak.t:s.cffe.CJ..Ihtrtafter 

. if remalM in dfec1 as lon,g as 1ht a1•oralconct.rma1e.s Clll..il. 

SIWls~.An.;ivorail sh.up t)'.C:S give 11 a •8 racial bonus 10 Spo1 

~ 
Ghadn.a.re the k.nighu-tmmt of rht cdtsuals. Wherevtr evtl and 

tyr.i.~eirug.ly heads.1ht ghadts respond 

Woclung bcb111d 1he scents more 1han orher eladnns, ghadti..i 

qwedy.Jll.USter.tt.Slilance and offer guidance ro any of good_h~ 

wnb the.coW11ge to stand agains t their oppressors. • 

Chacks.JnJi,h1 usily be mistaken for noblt' th•t's 1f nm.fur. 
1heiI. peady, op.altKCDI tyes and udtanr aura Thty can.also 

,.take the form of an IDCQ[PJl[C:alglobc of eldmch colors, S ket 

+llld1amettr 

cPmbal 
Ghaelt's who enrer cmnha1 prrftr d1rec1 confronmion and <Wn­
agmg anacks ro mou subrle or 1m1d1ous methods.. They usU21.l)t. , 

f'igh1 m ihtir humanoid forms, wielding mcanducent H' 
grralJwonk If a ghadc desires mobility, n assumtsJJ.S.g.lilk1c.1in:m_ 

and bl.am rhc enemy wuh ligh1 rays. 

Spcll-Likt' AbiUtits: At will-i11d, 11lrtr4.d111nn.J11QlUftr .. "'1a.r... 
1pniy,cowprd1mJfu11gwigti.,ro11flnwlft11mt,cu~i.L.w:l:un4...danc: 

1ng hghls. dtltcl n~I, dtlttl thowghts. durtl m<JglC, hoU marWtr,. .un· 

~'f,I m1•rsr&1!1ly (self only), maior 1magt, su m1111r&1lrly,andJdcp)r1 

,_l&lld1ou1 tTTOr (self plus SO pounds of obiecrs only); l/ day-clum1 

,.L.g&tmng, pm ma he iptll~ and w11U af fqru. Thtst abilmn art as 1hc 

,.spellscas1byat21h-levdsorcert'r (saveDCl3•Spelllevel ) 

Spells: Ghaelt's m humanoid focm tantail.d1VU1t'..5pclls from 

1he denc !LSI and the Air, .AnLillaLChaos. Good...md Pb.OJ.. do­
mains as I Hh:ie.\·eJ denc.s Csa\'cDC 1J ~ spclllt_vtlJ... 

Gaze (Su):ln.h.umano1d.!orm-slay evikcww:c.s.g(.s odewer 

HD, r.i.nge &-0 fttt, Will ntgaies OC 18. Ev~succttds. 

tht cruiure lli afftcted as though by a ft!IU~Qmunds. 

Nont\•il crcarurtt. and tvil crearurn with msxu.han.ilW, must ~ 

succeed al a Wtl..l.»\:e (DC 18) or sufftr lhc.Juufka._ 
Pos irivt' Energy (l:•): The ghaele's mca.ndes_cent sword 

dtals an addmonal.2.d.6..poinrs of pos111ve tnergy.damaae ~ 

crraiures. 
Lighr Ray (EI}: A ghglt in globe form can proJtO Lgh1 i;a.ys,_ 

wuh a range of 300 keL. 
Cclenial Q ualities: Pro1tc111·e aura, tlec1nc1ty and pem!ica­

tion immunity, cold and acid res1S1anct 20, 1ongu.e.s......z:_t~·e 

agams1poison. 
Aherna1e Form (Su): A ghade can shift be.iwu.n.ili hu· 

manoid and globe forms as a standard acuon. ln humanoid fonn, 

11 canno1 fly or use iu light ray.s.JniLil_c.an.u.st 115 gaze anack and 

spell·hke ab1lmes. make ph):S!Ulauacks. and cas1 spells. In globe 

form, LI can fly, wse JtS L.&huay,s..a.ruluse spell-hkt' abtlmes. but 11 

cannou:astspellsoruscirs.gau.am, 

A gha.de. rtmalllS m one.form ww1 u.chOOstS to assumt a new 

one, A..changt m form__ cannot be ifu;~ed, nor dof.s ihe 1haele 

rtvert 10 any parricular fonn whe_n killtd A !rut lttmg spell, how­

e\'er, re.\'.Uls both forms s1mukmeously 

TRUMPET ARCHON . 
Trnmpe1 archons look like bc.uuiful, winged elves They Stl'Ve 

as ctltsnal messengers and h.«tld.i..though their mama! slulls 

are cons1dc.rablt Eac.h cameu gle.amlllg s1lve.r rrumpet abou1 6 

fe_ef !Qni--

Combat 
Trumpc1 a.re.hons us~Uy di.sdun.pbys1c1I comb~1. prrf.c:rnng ro 

oblnerate the f~ wuh spelh quickly and rrrurn 10 1he1r duues. lf 
forctd mtoan extended battle, chough, chcy sound tbru1r.wn~ 

and anack.._wnh a vengeance 

mr:~~-i_tc~:!i,~:~~ ~;e ::
1~~;tt:'1~:~1b~~~~l;;j I 

SOfCt[U,,___ 

ag~;~~s~:1~J:~~~~::=t~:fl=e~=~~!t~ 
lQQ&UCS..ri..m'ug.uns.LpotSO.n. 

.Spells; Trumper a.rchons can cast d1v1nt spells from the. cknc 

,.lw.andltom 1h.c..ALr, Demucno_n, Good, law, and Wu domains as 

1i1h-leve.Werio (.s.a1·e DC 13 ~ spell le1·el 



Trumpet (Su): The uchon's munpe:t.ptoduc~uner 
danty, piercing btau1y, and, i!Lhe 1rumpe:urchon._will.s i i , para­
lyi.mg awe All creatures except arclwm. within.J.oo iccLof the 
blas1 mus1 succeed ai a fortitude uv~DC 19) or bt panlyi.cd for 
td4 rounds. The uc.hon can also comm.and 115 1rumpe1 lo brcomc,.... 
attp11tswordasa..frtt.aaion. 

lf 1he 1rumpe1 i.5 e\·er srokn. 11 brcomes a chunk of usd~ 
~id unul 1he archon can rttOYcr lL Woe.betide any rhicf caugru.; 
w1Lhi1. t-

i1r5TRAL DEVA 
tAsual devas warch over kssct bclngs o(good ahgnmen! and help 
+-whco they can. In particular. they are patrons of planar rravders 
and powerful crea1ures undcnllmg good causes. 

Supple and li1he, de.vu.look Ille beautiful hum:ms with long, 
feathery "'"lng5. They can be of any good alignment. 

dJm.bat 
~ualdt.YU art. nOL afraid to enter mdee combat. They rake..~ 
t fiuce JOY in bashing evil foes wi1h thei r powerful +J l1ravy rnam of:.. 
tforMpfmn. 

S1un (Su): lf an as1ral deva smkes an opponent !\Vice in one 
round wuh 115 mace, that creature must succeed at a Fortitude 
$2\•t (DC IS ) or bcs1unned for ld6 rounds. 

Spell -Like Abililies: Al wil1--G1J, cirntmual flarnr, dtlul tv1l. 
ductm hn. drtptl tv11. d11ptl magu, holy 1111rit, holy Jmrtr, holy word, m­

~u1l11/1fy Jphnr (se_lf only). polymorph fllf, Jtm0't cunt, rrmor. ... drsr.ur. 
T-and rtmat.'l ftiir; 7/ day-flt mm11uht)'_.llld....oi.n.l1ght woundJ; 
. l/day-ku/ and hllldr hamrr These abi.l11ies are. as 1he spells cas1 
by a 12th·levclmrcem ( $11\"I' OC 15 + spdlk\·cb-

Celesrial Qua lities: Pro1cc11vc aura,_fuc:__.t:eslSlancc 20. 
1ongues; ele-c rricuy, cold, acid, and pt1nflcaw:m.unmun.1ty, tt save 
ag;iumpo150n. 

• Uncanny Dodge (.El:): Aural devas au_ never caug.h1 flat­
footed.and.cannor bc flanked. 
~trtmdy alcn, astral dcvas rccewca , ,. racial bonus 10 

SpouncU.incn ch« ks. 

p~~I;~ ~!as mig.h1y generals of celesual mnies. They also! 
hdp powerful mortals on.rrussions of good, pmicularly those cha1 
mvolvebanlcswuhficnds. 

Planerars resemble massively muscular humJns w11h smooth 
emerald .slun, whi1e-fea1he.rcd wings. llnd hairless beads. 

Combat 
Dtspuc 1hw VJ.SI aITay of magical powers, planerars art likely to 

. w1de. in10.md~ w11h 1htir +J p~lilU!l1U. Thty pmicularly enJO)' 
+fighringfiends. 
• pell-Like Abi li1 ies: A111ill--cattlu1ualflamr,d11rrl m11gic, l1o!r 
.Jmllt..vnprowd mv1silnh1)(..(.sclf only). Wstr rtJl!mihctn. rtm111'1' (Unt, 

rrmOVt dr~afl, rtmCM./tar,and ipt.di: "'llh dta.I;) day-hl.i.Je hamrr; 
/!amt 11nltr, and. TW.lilAmd;_J./Wy-r.irthqwd:r, grtolrr mlon:ihon. 
i.haptchangt, and mnml (anyl..lhese ab1!111cs att as rhe spells- cas1 
by a I 71h-le\•cl.soruru.tun.DCJ..6 t _spcl.l levdJ 

The following abil.incs arc alw.ays acnve on the planerar·s 
ptrson,u1he spcllscast_~l..soH.«tt..dtltdtv11.dttut 
1nam and pslf.. dorrm litf.. flt 111_11.mha.hry. and.trut KO.Ilg. They can 
be disptlled, bu1 the pbnew._ca.n rucU-"!ale thcm_as__ a fret 
acuon. 

Spclli: eJ.w.wa C.&.ILWI d.ivme spells from i.he cleoc.listand 
rfmm_the...Al.r.Jkitructinn, Good,J.a.w. and War domains as_ l7!b­
~tlclcru:s..(.saJ1e OC 16. spcll levelJ. 

Ctks.Lial_Qµ.ali rie.s: Protecuve aura, fire resisranct..10. 
1ongue.s.ele:c1riciry,cold, ac1d, and pt1nflcation 1mmun11y, tt SJ;ve 
agai.nn.po_liOll. 

SOLAR_ 
Solars are..lhe grc11tst or the celestials, usually close mendaruu:o 
a dciry or champions of some cosmically bcndkcnr ra5k Csuc.h..as.+ 
clunuuu.ng a panicular type of wrongdoing). 

A 9-foot-tall humanmd wUh..bnllian1 topaz tyes, s1ll-"ery or 
golden skin, and gleaming w.hire wings, a solar has a deep and 

.commanding \'Oice. 

Combat 
_Solars are vinually unmatched in poweL.Otb.u.. tban..d~ 
pnnces, arch devils, and de iries, no th ing el.st in the.multi11us_c ap­
proaches thtm. E\·co more fearsome than thcic~ing 
grt.ilswords are their .2 m1ghfy comf10!1tt longlrmcs thaacatc any 
sono(J!a)'l11gamrw whendrawn. --+ 

Spd.hLi.lu: .. AbWties: Al w1ll--<11J, arum~tt...Dlr}u~ni.nr.u.u. 
conlmual fliimt, d1mtns1on<1I iiuchor, grtoltt dupdhng. holy mu.rt. un· 
pruonmrnl, llllJ'l'!".'l'd mvmh1hfy (self only), lt1S1r rtilOl'IUIQJ1JOlllll'I' 

,.!MfV,l'tm011fd1Stllfl,l't1t1C1W/tor,rt11J!tlt1t1rnlf..JL11t1monmonsfrrVU, 
,.:md .lptJlr: with drad; l/_day-hladr b.:imtr. rartl1q1111lr:r. l1ral. pmna· 
..i1t1tty. umnrchon, and .il111ptthii11gr; l/ day-grtottr rr1to111t1on, mou 
thunn, poi.'lT word blmJ, poil'lr wonlhll. powa_worJ JIWI, pntmahc 
1pruy, 1ym&ol (any), and with. These abi.l..i ucs.au. auhc.spclls c.asr by 
a 20th-level SOIU;rer (save DC 17 +spell level).._ 

Tht follo_wing.ahil.l(ies uc always acm·e an.the.salall.pusoo.as 
the spells cast by a 20rh-level sorct rtr. dtlcd.ruJ .. ddcd.Jr111m 11mf 
p1ls,d1"mi.htJ,flll!ll'Ulb1l1ly,andlnirsrr~ 

but t~solarcanreacnva1e1htmuafree~ 

fro~:::A~la=c=~=: ~~nr;=~~:=·~ I 
le1·d clena (savcDC.J..Z_, spell leveh 

Celesria l Qualhks: Pro1tc11vc aura. fire rtsl.SlanCL20.... 
rongues, e[e-c1nc1ty,cold, acid, and ptrnfkarion 1mmuniry. +J .sai.·t.t 
against poison. 

Large Mo ns trous Humanoid 
HitDice:~8t8 ( 26hp) 

lnit ia rive; +2 {Dtx) 
Speed: SO ft. 

CENT~llR 

AC: IS (-1 siic, •2 Dex. t2-na1ucal..2Jargeshield) 
Anack.s; Grea1club .,.7 mde.c..(Qr heavy_lwcc -t7 mdee), 2 hoovts 

+J melec;or mighty compos11e_longhow (+4) +S ranged 
Damage: Creau::lub ld.10•4 {or heavy.lance i d8+4), hoof ld6 .. 2; 

or mighry composi te longbow 1d8tt 
Face/ Reach: SfLby 1of1./Sfr 
Savu: fort+l,~f+6 , Will+S 
Abilities: Su 18, Dex 14,Con l.i.Jnt8, Wis 13.Cha 11 
Skills: Hide ~2 Listen,...., MO\!e..S.ilcndy +4, Spor -... 

Wilderness lore ->S 
Fears: IX' capon Focus (hoof) 

Clim.atc/Tcmli.n:..Iemperate._furut 
Organiulion: Soluary, company (S- 8). rroop (8-18 plus I 

lt:aikr of 2nd- Sth levd), or tnhc..l.2~200 plus to Jrd,le\·d ser­
geams, S Sth-levd lieu1cnams, and t leader of s1h-9th le1·el.) 

Chalknge Ra1ing: l 
Trus ucc: St~nd~rd 

Al1gn.mcn1.:....Usually ncwnil good ~ 
Advancem en1 Jly c.hMacu:r class 

Ccmaucs arc.. woodland_ bcIDgJ who ..shun 14-.compm.y 
s1der1 the)!'. ace deadly archers and even mou.fearsome..uu;µeltt + 

u.uU appucance 15 wurus1akable:.Ihe.,upptr torso, arms, 
arulhead .are hum:moid, while 1he lower body is 1ha1 of a large 
horsL.Both hum.m and equine physiques are well muscled. 

Cemaurs spuk_Sylvan and Elven. 



A.lrhough genenlly mild.1empc.red, centaun uc_ always armed 
Their favori re melec weapons are rnusiyt.. oaktn clubs. When 
scouting or hunitng, they carry shields and mighry composite 
bows. If armed for war. they also carry heavy lances. 

Untaurs usually dmit..pmvokc a fight. Their nonnal response. , 
to agg~s1on is swift retreat..pc.rhaps bunchrng a few arrows to . 

e~~~~~:rs~::C~sam~;~~~:~~.;~!::rh~~~ 
,.number will circle around ro llc.in.amhush or artac.k the focJmm., 
thereaL 

CENTAUR SOCIETY 
Among 1hc1r own lund, CtnlaUN art sociable creatures, bur fhty 
ha•·e bttn knowruo.becotne rowdy, boonsh, and aggressive when 
undtr die influence o(akohol 

Lanu:entaurs arc._u.su.all~cs out hunung or Kounng. CQm· 
p.uucs and troops arc usually males hunting or seouung m force. 
~trib:cs.umain near 1hcir l11rs. Ai any given rime, mono£+ 
the. ccmaurs in the tribal lair arr female~ while rhc males art out 
hunnng and sc®ting. the females lead and administer the mbc. 
A 1h1rd of a tnbcs populauon is young 

The ryp1cal centaur Lur tS locarcd deep within a forest Ir con· 
SiSIS of a Luge hidden gladt :and p,iistutts, wuh a good supply of 
running water. Otpendmg upon 1he cl1maic, the Lair may con1ain 
buuor lcan-1os 10 sht>htr 1nd1vidua.l familics.J:;lcarths for cooking 

CHAOS BEAST 
Mediu.m-Size...Ouuidcr (Chaotic) 
Hil Dice: 8d8+8 (4~hp) 

,lnitiativc : +S (•1 Dex, rl.J.mprQYed lnitiauve) 
. spttd: 20 ft 
,AC: 16 (•1 Dcx,.snawnl.l 
Anacks: 2 claws .10..melu.... 
Damage: Cbw ld3+2.andcorporeal instability 

..face/Reach: S f1. by . .i.li..10 to ft. by 1ofr./s1r__ 
Special Atlacks: Corporeal mmbiliry 
Special Quali ties: S.R 15, immune to transforma.W:m. 

immune 10 critical hm 
Saves: For.I •7. Ref +7, '1'1:'111 +6 
AbUities:.Su 1.4, Dex 13, Con 13. Int 10, Wis.lCL..C.ha...1. 
Skills: Chmb +12, Escape Anm ·It , Hide +tO, Jump +10~ 

.LJsren •9, Spot +9, Tumble •10 
.,&ats: Dodge, Improved l nniauve, Mobility 

Climate{lerrain: Any land and underground 
Organiu1ion: Solirary 
Challenge Rating: 7 
Treasure: None 
Alignment: AIW2)'.S chaow:.:.ncuual 
Advancemenl: 9-12 HO(Medium·Sllt);U::-liliOl.l.arge) 

r~·I= :;: !~i~~~%n :;;~~~~:~~:irivatc useful ~:;y ~~::~~=r:s o~1;n~~11:~:·J:::1::1:~sf;~ 
p;Lan1s near their lair In dangerous, morutet.'.infested areas they There's no relling whai a chaos beast will loa.k.. li.ke. Qnc_ t 

pb.n1 1h1ck buriers of thorn bushes arourulthLb1t..dti pus, and momem it migh1 ~owenng horror of hoolu..and Do.as. ~ 
µe:i snares. pulpy flesh and exposed veins, and 1he next. a sh1heong mass o4 

Unraun survive through a munurc ofhwwng.Jor:aging. fish· ropy, venmlion·11pped.Jen1acltt. A moment la ter u may be a~ 
. J.D.g. agncuhure, and trade. Though 1hey shwuicali.ngs wuh hu· bous 1hmg w11h ten.ey~ swunm1ng in a viscous sac aJ. the lop o( 

f:d\~:t:~~c~~~~~iv;;'~r:lv;::t~lly :.;:fo;..' ---------rhe body, 
1~m~~7n;u:~~di~~~h~~ h!::! 

from 1he group trusury: (he boory of m1gh1y crcaiurt, all muscle and 

s!am.monsterS. fury. A chaQLbe.as.Ls..dlmcn· 

A cemaur mbe's tcrrirory varies sioru vary, bu( 11 weighs abou1 

wuh 11s siu and 1hc nuurc of the area 200 po.unds. 
11 mhabns. Untaurs do not ohJCCI to Chaos beasts do no1 speak. 

shanng rcrri1ory wuh elves. The am· 
rude of a cen1aur towud a .s1111n.gcz: i.n 
us ierruory varies wuh the vmtor 
Humans arul ~mes.; re politely asked 
to leave, hal.Oinas or. gnomC5 arc tolc r· 
a1ed. arui ch·c.urc..wckomed. Cent.a.UIS. 

deal wnh monsters according to 1hc_ 
thren to the_ welfare and surviVlll of the. 
mbt.; If a gUm or d111gon we rt to enlc.r 
~tory, the cen1aun would rdo­
~ca1eJiu 1 they would kill u:olls, ores, and 

the like 
The patron deity o( the_ centaurs is 

Skemr, a god of natUIC.an.d c.Qmmunity 

CENTAUR CHARACT[RS 
Cen1aurssomct1mes~ 

nngers,ordru1ds. Their favoltd class is 
ranger. Untaur nngers ofien_chQQsc a. 
magical beast orsomevatie.tyof_hu­

~ma.ncid as their favor.c.d enemy. A 
i.c.eoaurdnndls.usually a.trlbe_.·s dt.S.L&· 

+o;aic.d. leuier...and speakeL Cen1aur 
..+,.cleria.{"«ho.ueJ:a.1'.tl lol'.onhip Skem1 

and can. choose any m-o of the fol· 
lowq_donuins: Animal, Good, and 
Pbni. 

COMBAT 
.liOwJOany different amcks 
c.an a ueaturc capable. of any 
form have> In this case, only 
~o. 

For all us fearsome appear· 
ances, wbcrher 11 has claws, 
fanas. pincers, 1tnudcs, or 
.sllines, a chaos beu1 does 
L.ule physical hum. Regard· 
lw of fo rm, the creature 
.s«.ms unable ro manage more 
1han twoarracksperround Its 
c.onunual tnnsmutations pre· 
vent t he coordmalion needed 
to do more 

Corporeal lns1abWry (Sq); 

~::: ,~:~1: ~::r!n~ 
A hvmg c.re.at~.USLtuCC.tt~ 

au. .. fonitudt..snUOCUl 
bccomc.aspQ.Dgy.arnorphous 
mass. Unkn controlled 

rhrough an acr of will. the 

,;;,;,;,~~ ..... -~~-.... ....;.- :~:~:~~~Tbo~i:_hs. ~ 



The affec1ed creature 1s unablLULh~y 
Item. Clo1hing, armor, n ngs, helmets. and bii.ckpaclts 
become useless. Large 11ciru-:1nnor. back­
packs, e'·en shinJ-h:llllP!f:r more 1han 
help, reduang the cre:11u.ris Dexier­
iry score by 4. Sof1 or.m.whapcn feel 
and legs reduce speed ro 10Iec1 or 

pmt.·quaner normal, whiclwlu_ is 
. less. ~anng pun cou~s along 
,.the. ncr:cs. so srrong 1hac 1he 
cte:11urc c:1nno1 ac1 coher­
e.rub.. II a.nno1 cas1 spdk_ m 
use m:1g1c uems, and u :rn:aW 
blindly, unable 10 dimnguish 
fnendfromf~ l-t penalty 
10 hu and a 5~ .miss 
chanu...rcprdlmoLI.he._ 

1auack..roll). 
ch_..m.wul the creuure 

sptnds in an amorphous 
smedcals 1 poinLofpcr­
maneni Wisdom drain from 
mental shock. l( the crca1urc's 

::oi:a~~:e~lls 10 O, 11 becomes a ftllli•• 
Acrearurewi1has 1rong~nseof 

rKI[ can regii.1n iu own shapc by uking a sia:ruiard aclion 
1oa11empi: aCharismacheck {OC U~c.cmblishes1he 
crearurc's normal form for 1 mmure. On a failw:c.1he crearurc a.n 

,_still rcpc:11 the check ex:h round unu.l s~ul. 
Corporeal ms1:1b1l11y is not a di~asc or.a cw:s:c and.so is hard 10 

1 remove. A shartrl111ngt or slontskm spell dOCUQI cure 1hc affiJCted 

. cream re bu1 fixe.s lrs form for 1he duntion..aLtbc..J;pc.LL A mlom· 
hon,kraiorgrralrrrrstor.itionspcUmnO\·csthcafllictiQn(asepa­

llitunlmbon lS OCCCSSll)' (0 ftSIOre any losr Wisdoml-
lmm®C 10 Tnnsfonna1ion (Ex): No monll.ln:l&lC c,an aficc1 

or fu: a chaos beast 's form. Effem suclus..pQl)"ll:WrJ!fLor.pcro.Gca-

1ion force 1he creacure mro a new shape for a momem, bw_lLun· 
mcd1a1dy rciurns to i1s mutable form as a free aclion. 

Large Magical BcaSI 
H.lt DiccJdJ<ltll (16 hpL 
lnl1ia1ive:t1 ! .Dul 
Spccd:J~poor) 
AC: 16 {- I sue, .1 Du, +6 na1ur.al) 

CHIMERA 

b n.acks: .Bi.tc +12 meltt, bue +10 mdce, buu_.,. 10 
mdtt, 2 cbws +10 mdtt 

...o_a.mage: Bue 2dh•. bitcJd8+2, bw1 ld8+2. 
cl.awtd6+2 _ 

Facc/ Reach:5(1. by.1.Pit.Ls..fi.. 
Special Anack.s: Bt~ea.pQn. 
Special Qualities: S:ccnl 
Saves: Font11,Rc(+:z._ 
Abil.i1ics: Su 19, Dex lJ, Con 1.7,lm 4, Wis I}, 

Ch~ 10 

Clima1c[I«ra.in: A.nyJ.a.nd .and underground 

JQrganU,adan:.solitary,_pruie (3-.5J. 0Llbgh1 {6-tJ) 

Cba.llc.ngc..Rati.ng: 7 
.Juas:u.cc:...Swtda 
Alignmc.n1; U.sw.lly ch:aonc evJ 
Advanccmc:nl: 10-13HD {L.arge); 14-27 HD 

(liug<l 

..Ibe cltimm is a bizarre, thr~-hcadcd predaio.r._tha 
hums on the ground and on ihe wing, h can dcicat 

even tbe hard1e.5t opponenf wi1h a flu.uy o4 
ciaW$:tndfangs. 

_A_cltimen has 1he hindqu.aners of a 
_large black gon and 1hc forcquaners 

oLa gre.at lion. It has browmsb-black 
dragon wings .and the beads of a go.a1, 
a lion • .and a fierce dngon. The pi1ch· 

black go.at head.has-glowing~ 
eyes and long ochrc..hams. The 
manelessl.ionheadhas,.grccncycs..., 

The scaly dngon .hc..ad_hn black 
eyes, and thualcs..m.ight.Pe h1ack... 
blue, green, r.~white.. tb£...cu:a: 
rure 1.5 about 5 fut 1alLac_ the 
shoulder, nearly 10 fttt..lo.ng...and 

weighs .abour •.000 pounds. 
Ch1meras can s~ak Ora· 

conic bu1 sddom bother 10 do so, 
except '6'.hen 1oadymg 10 morc_p:cM"er­

ful crea1uus. 

COMBAT 

~-cro s~~::~~~:t~=~~ 
from 1heskyor Lesconccaled un1il it cha~ head 

a.n loose a breu.h weapon 1ns1e.ad of blliJl&-S_a'Ualc.himew.,. 

urackinconcen. 
B~aih Weapon (SJ.a); Every td4 rounds, damqcJdB • ...Bdla... 

half OC 17. Use all.rules for dngon breath of the approprme \':l.: J 

ric1y (~e 1he Dragoo entry} excep1 as specified in 1he table be~ 

To deiennme rhe hud color and brcarh weapon randomly, roll..j 
1d10 and consult the uble. 

ldlO 
1-2 
H 
5-6 
1-8 

Head Colo. 
Black 
Blue 
Crttn ... 

Breath Weapon 
Lmeofacld• 
Uncof!+ghtn111g 
Cooc..o{gu•_!__ 
Co11coffke 

9-10 \lflutc CctncoL«tld 
•A ltru::Js •lwloyS 5 fttt111gtL...Lf.ccJ wideJ.nd 40 fttt long 

••A, COl]e..IS alwloyS 20 fttl lo.ni. 

Skilb: The ch1men's 1hrcc he.ads give i1 a +2 rac1.al bonus 10 

Spotan.dJ,u:t~chccks. 



SmallAbcrra1ion 
Hit Dice: 3d8•3 {16 hp) 
lnitiatiYC: H (Lmpf'O\·ed ln111;i1h·c) 
Spttd; 10 ft., climb 10 ft.. 
AC:l6 (•1stzc,•Snuural) 
AnackJ: 2 1cmaclc sbps •6 mckc 
Oarnage:.Icnuclubp.tdltJ 
Facc/ Ruch:_sft.bysfcjtoft. 
SpccbLAuacksJ:Wre. imp[Q_l/cd.grab...cons.mo 1dJd 
SaYe5: Fon: t2, ~f ti, Will tt 

~Abililics:..SUJ6, Dex 10,Con ll, ln.L4, WitlJ. Cha 7 

Skills: Climb •16, Hide t7, MO\•e Silently..+ 
~pnwNLn1tlil.IU'.C 

" Cllmue(fcrrain; Any underground 
Organiu1ion:.5ofua.cy_ 
Challenge Rat i.n&:J-
Trcasure: 1/_10co1.11i~-5-'lli .. gaods...sa!\.ilem.s 
Alignme nt: Usu...lly chaouc cvd 
Advancement: 4--6 HD..(Smal.l)..Z:ol.2.HlJ kd.ium:,.nu) 

These" vicious lmlc prccb1an.l1LrLundcrgro.Wld,.guhbing wha1-
cvcr prey happcns by. 

-E'.koch" monloil g<'Y " "'"Y brown fl<>ILl< look. 
id aUlm.glanctJhc head and wrso uc as small.and com· 
h.a.l.Oi.ng:S. bu1 iht amu and ltgs (and flllgers and toes) art 
y...spwdl.y_andlo.ng. Tht hands_and ftt1 ha\·e spiny pads 

1ha1 hclpJ.hc choker gnp almost any surf.let Tht crc;imre weighs 
abow.ll_pt1.unds. 

The: chokeu skull, spme, and nbugc arc bony, bur 1rs limbs arc.1 

' really tUl12dcs.~uluplc knobby 101.ms of canibgc. Tlws...i.t -
appcacs bowlegged, and iu movemenlS seem peculiar and fluul 

ChokcrJ.Spcak Undcn:ommon. 

<:;_O M BAT 
~ chokrr hkcs to pcrc.h_.nuJ: rhe ccthng. of1en u mrers«lions. 

,an:hways, wells. or sWn:asr.s,_and reach down 10 anack tU prey. 
A choker anack.s...cuawus of almost any SW", but prefers lone 

prey of at lns1 Small size.. If very hungry, it may atuck a group. 

bur u wails ro gnb ihc.las1 creature in lin 
Choktrs arc sly and greedy. Qluck-thuilung panics r.h,;n spot 

one before it auacks might be able 10 bribe a chokcuv11hiDO<land. 
qucsrionirabout thcarcaaroundi1s la1r. 

H.as1e (Su): Although nor pamcubrly dcncrou.s. a choku.a.. 

suptro..u.ur.tlly quick. It can rake an extra p.awal acuon each 
round, as tf affcc1ed by a ha sit spell 

.Improved Gr.th (& ):To use rhi.s ability, the chokcr...musr.Jm 
.,.an opponent of up 10 La.rgc s1u w11h a tcnrade arrack. If II gcu a 
,iho.ld,ucanconsuicr__ 

Conslrict (Ex): A choker dea ls !dJ.tl poims of damage wilh a 

succtssful gnpplc check agai.ru1 La.rgc or. muller crcatlll'CL Bc­
c.ausc n scius vicrims by thc ncck. a crcaturc..in..thc.clwker't.grasp 
canno1 speak.. or.cast spells wuh.}·crbal compancnu. 

=fH!/!11 
Large Abcrra1ion 

,.Hit Diec: t ld8t:H.13l hp) 
lni1iatiYe: ;7 (t l Da. .. -t lmpnwcd lmtiauvel 
Speed: JO f1., swun.20..fr. 
AC: 22 ( I StU,00\'.x..t!Onatunll 
Anach: 2 cbws.t.12.mcl« 
Oamasc: Cbw 2d6t5 
fact/ Reach: S fr. by S f1./ 10 fr. 
Special Anacks: lmpf'O\·ed gr.ab, squttzc, pualysi.s 
Special Qualirics: Paralysis and poison immunity 
Saves: Fon +7, Ref ~6, Will ,.9 
Abililics: Str 20, Dex 16, Con 18, Im 10, Wis Lt. Cha S 
Skills: Hide .\],Jump • 11.1.lSlcn.•ll.$.poU..U 
Feat.s: AltnntsS. lmpf'O\·cd.lruw.m•c 

Clima1c/Ierrain. Temperate.and wumiorcs1, marsh. 
and uodcrsround 

Organization: Solnary..or pack (.2-.Sl­
ChaUcnse Raring: 7 
Trcasu.rc:..l/ tOlh coins; SO% goods; Standard l!ems 
Alignment: Usually chao1ic evil 
Advanccm.cn1: 12-16 HD (l.a.rgeJ;.l]-ll HD (Huge) 

A homble mix of crustacean...uiscc1,_and SC'rptnl, tM chuul tS an 
abomtnanon 1hat lurks submugcWn,panially submcrgtd, awau· 
mg1n1clligcn1prc)!'.tOdevour. 

A chuul !us.huge pincedikL.claws. four webbed ltgs, a wide 
tail. and a mandiblcd mQuth surrounded by squinning tcmaclcs. 
ltt..crwrc body..is cncaSC"d man o=ge and black canpacc. 

Although amph1b1ous, chuuls arc clumsy swimmers and KIU· 
ally prefer fQ be on land or m \"Cry shallow water. They lo\:c..to.prcy 
onlizardfalk. 

r 
; 

Cbuuls..a.r:c..known m.collcc11roph1es from 1hcirk.ill~Ah.~n~ 

unablt: 10 use weapons. armor. or mos1 01her bclong.i.ngs..clwuls 
,.keep lhcscJu:.ms.m their lairs. lf ~ vicum hlUllUlllc.rcsting. • 
SC'SSiODS..thuhuul fakei.itUkulL 

Although .mos1 I.we iJl swamps and iunglc.s..somc chuuls ha\•c 

adapted.. t0..s.ubwnn.can..hfc...h.un11ng in and...Jlcar. underground 
.s1reanu and lakes. These underground varieucs have 6<>-foo1 dark· 

~n..a.rulj2IQ'..OD..UOglody1cs and unwary drow They arc somc-
1imcs in r.hc. thrall.ofbcholdc.D or mmd flayen. 



COMBAT 
A chuul prefers 10 wai l by the shore, submcrgtd 
m murky w,;itcr, until it bears nearby prey 
(in or ou1 of the waier) tha1 u can a mack 
wilhsurpri~. 

A chuul fao.ng muW~c opponcms 
g.rabswuhnsclawsandcrushesus 
~1hcnP.Jsse50ncoppo­
ncntto11s1c-n1aclu h 
tries 1oalways have 
onedawfrcc,soif 
iLh.ccs a great 
(lllmbcrofoppo­
ncms, u drops 
p.m1lyudordcad ...,.-, -·~ 
vi.cnms w11hou1 
cuin&-thcm _ _ ,n,._,,,, 

t •nd conunucs 

t :,~;:l~ing 
tht'rttl 

lmproved Gl"lb (Ex): To u~ this ability, 1hc chuul must hu 
wnhacbwanack. 

Squttu (Ex}: A chuul 1ha1 gels a hold au1omancallydcals claw 
damage, wnh an addmonal td6 pomls of bludgeoning Wmagc 
from the crushma force, each round 1hc..bold_is ma1nramtd 

~~:~1r:i1~!i~~~; ;~~~~~a:, ;~~~::t1;~;;1~r:7r~ 
. 1hc samt mcng1h as 1hc claw bur dcal no da.maae.. Howc\·cr, 1hcy 
,...exude a P.Jraly~S«rc 1 ion. Those_ held i.uJ.he.J_cmadts.must sue· 
, cttd al a fonuudt ~\'t ( OC 19) or ht panl)'Uii.fur 6 rounds. 
Wh1lt htld in tbt ttntadu, paraly-~td or oQ.W.b.O'.l(tLCD auromai­
ically 1aktt 1d8+2 pom1.sofdamage each ro.und.~m.chtctta11.1rtS 

1 mandiblts 

Cl OAKER 
Large Aberration 
mt Dice: 6d8tl8 (4S hp) 
lnlriailvt: •7{•3 Dex. +4 lmpl'O\•td lnmam•t) 
Speed: to ft .. fly 40 ft. (timgt} 
A.C: 19 (-1 s1u,+J Dcx.t7natura11... 
A.cracks: Tail slap tS melu, hue. tJ mtltt 
Oama5c:.Iail s.lap.J.d6t.5., bite l.dtt2.__ 
fact/ Rcach:..ift. by..5 fiJ IO ft..{Sft. wi1h hue) 
Sp«la.l..Ai~tngul( _ 

Sp«ial Q.ualilin: Shadow Jhift 
Saves: FocuS,Ref .s. Wtll +7 

bilities: Str 21. Dex 16, Con 17, laU4, 
;. --'Ru.U,Cha IS 

Skills: H1dt+l2, L1sm:i.t.1LMovt 
Silt_ntlytt2,Spo.t.t.1..l 

Fca1s:A.lrr1ne.ss..lmpr0'.tdlnitiau\'e 

Clim:uc/Tcrnin: Undcqmu.nd 
Or5anization: Solirary, mob 0-6.l, 

orflock(7-12) 
Challenge Rating: S 
Treasure: S1andard 
Ali5nmtnt: Usually chaotic 

""'<nl 
va.n.ce.ro.en · - UDJ,1.arge); lO-J.8 

..l.:W.(J:lu,ge.J.__ 

Cloalr.«S..aI.e bizarrt crca1urts 1ha1 lurk in dark places far ht.neath 

the 51.ltfau..Ibey kill m1n1dcrs wuhout remorse or pause., uctp-'-f. 

toplan..crue.lamuse.mtnt. 

W~~.m.Jymg m wan, 1h('S('crtarurts art almost i.mPQ:i:.; 
Jiblt 10 dis1i.Dgu1sh from common bbck doaks. Black tytSPQ.ttin 

a row on .. J .. ht ha.ck rtse.mblt bunons, and 1ht cloak'-~ 
daws look.sery much like bone clasps.Only whtn it u~ 

rt\•taling its wtd(. JOQlhY. mouth and pitrcmg red eyes, 
does rht homfl.i.:narw:.c o( the crtarure become appattnt. 

Cloakers pursuuhe.U' own mys1enous_goals. While 
1heyare..c.crnini)'i.n1tlhgtnt,tht1rnun.ds.WQl'ktn.1 

way so alien that few if any human beings havt tve_r 
bttn able 10 makt muni..Dg.(ul.c.~ 

thtm. ~ 

COMBAT 
Cloaktrsusually~ 
limning for prty. Iff1rinr a srnelcop= I 
pontnr, a doaker uses llS e.ngul.La~ 

A.gams1 muluplt fots, 11 lashCl...»:llhJts 
1ail 1n conctn wnh its moan and shadow 
shift abiliu'-1. w reduct rhe opposiuon'.s 
numbtrs, thtntngulfsasurvivor. Multi· 

pit doake.rs U5Jl.1llY spht up.Jux101 Qllt or 
two bthmd to u.st s~ Uillu1cs wlul..c.tht 

rtSlaltil.ck.._ 
Moan (b }..Adoaktrcui tmu a dangenw.uu.~­

s1ud ofbnu::ig. By chanpng I/it frtquency~y cause. 
one of four tfftcts, Cloa.ktrs art immune IQ these some mmd.af. 

fttnnganacks. Unless no1tdo1herwise.,~cc.tsst 
fully save againSL.lbeSt tffttrs cannot bt._~ tbLStm 
moan tffttt from tht same doaker for ont day. 

Unntn't:All w1tlu.o...an80.foo1 sprtad automaticall~ 

~~:~~~:!:::ca:~ ::n=:~:ero!·n~°:u~:~~ 
Will save (OC IS) or enter a rranct. unablt 10 auac.k QI. dtfcnd..+ 

themselves un1il 1hc moanmg Slops. Evtn on a succcss.1heyJll.11Sf 
rtptai the save m tach round rht moaning connnues.,_ 

Ft.tr. A.II rhost wnhin a JO.foo1 spread mus1 succe.td.aJ. a Will 
sa\·t ( DC I S) or flu in rcrror for 2 rounds. 

N1111Jl'oi; Evtl)'Ont in a JO.foot cont must succeed a1 a Fomrudt 
s;ivt {OC IS) or ht ovemunc._by nause.a arulwcalmtsS. A.fftcttd 
cha!'3cttrs fall ro 1he ground.and art unable 10 1:akc any acuons, m· 
clud 1ngdcfcnding1h~or.1di-tl rounds. 

sruror~A ~ crtmLU w11hin JO fttr of the 
cloakttDJUS.l s.iKctcd. at a Formudt save (DC 

IS) oc.h.e a.Ckc1ed as though by a hold 
pmon spell for S rounds. Evtn 

afterasuccessfulsa\'t,thecrta-
1urt must repeat the savt if 1ht 
c.1Pakeruscsth1stfftc1aga1n. 

EnguU (Ex): A. cloaku can 
UJ._IO. wr.i:p a .!.ttdium·Siu or 
.s.malltrcrea1ureini1sbodyasa 
sw:idan:I acrion. The cloak tr a1-
tt.mpts a gr.i:pplt that does not 
provoke an anack of opponu­

rur;y. lf 11 gc1s a hold.1t.hatcsthe 
engulfed victim wub a tt made 

bonus. h can sull ust1~ 
rail ro s1nkt H oihtr rargeis. 

Anacks1hathitantng~ 
trdnl halfthtirdamaguol.b. 

andhalf'tothtmippe.dxic.tim. 
ShadowShif1 (S11~ 

shadows. Thu abiluy is cff«Ur:e.. only m shad­
OW)'..attas and bas sevtral.po:mblt eiTtc1s. 

Obscurt Vmo": The doaktr gHns ont­
quintr coni:t_a!menr (10'\ mm chance) for 

1d4rounds. 



Oiln(lng lmagts: This dupW:a1es uruD'QLllllQgUpdU:an.by a 
61h·ll'nlsorcl' rtr. 

S1ltnl lmagt· This duphcaccs a tiltn l lllli<gt sP:tllcasLhy a 61h· 
level sorcerer 

COCKATRICE 
,..small Magical Beast 
.Hit Dicc:Sdt0 (27hp) 
,J.ni1i:11ivc:d (Ocx) 
Spud: 20 fr., fly 60 fc. (poor) 

C.: ... H (t tsi:zt.+30cx) 
...Auacks: Bue+-4 mclec 

Damage: 811ctd4--2 
facc/~ach: S ft..by S ft~ ft. 
Special Auaclu: hrrific11ion 

pt:cial. Qualities: fttnfication unmun1ry 
t Savu: fart .-4, Ref .. 1. Will +2 

~~~!~~;;=on ll , ln1 2.Wis tJ,Cha9 

fcau: Alenness.J)odge 

Clima1e(rernin: Any tempcri11e and wann land and undtr· 
ground 

Organization: Soluary, fl1gh1 (2-4), or flock (6-13) 
Challenge Rating: J 

easure: None 
mu11:Alwaysneu1ral 

tAdY1ncemen1 : 6-8 HO (Small); 9-lS J:iD{Medium·me) 

:nic cocbrncc IS an ccnc, repuls1n hybnd of.hzud. cockerel, and 
bt. II 1s infamous for iu abiliiy to tum fles.h.w.s:tcme... 

A cockairice u abom 1ht s1zt of a large goose.or turkey. h has 
the head and body of a cockerel, ~1 wrngs. and the lang ml of a 
.lii.ud~nppcd with a few feat hen. The. cochtric.6 ~tle.s. comb, 
and eyes arc bnght rl'd. Ju beak Is yellow, irs wing.s &.r.l)". its rail 
greui,andilslc:arhersgoldtnbrown... 

Females, much rarer than males, 
differ only in 1hai they ha\'C nowmlc.s 
or comb. 

The feathers of 1hc codauice 
arepntedasqu1llsfoc..scri~ 

ing scrolls. 

CO!!ATI 
Large Ou1sider (GQQd,.l.awfull_ 

Hi1 Diec: 9d8+ 18 (SS hpl-
lnh.iativl': +7 (• J Ocx, t-'IJmp~tiatv.':eL...... 

Spcl'd: 20 f1., fly 60 ft. (good) 
..AC : 1 S (-ls1ze.~x. • Jna1ura[ ) 

Anacks:Bi1e .. 12mdcc 
Damage: Bitt td.h6.md poison 
facc/Rcach:.5 ft. bys ft. (coilcdl/S f1. 
Special Anacks:..Spdls. ps1omcs, poison, consmcr 2d8t6 
Special QuaU1il'S: Te.lepa1hy, eihercal JIUnt 
Saves: Fori •8, Ref .,.9, Will ~ 10 
Abi.litics: Sir 18. Dex l 6, Con ••. Im 17, Wis 19, Cha.U. 
Ski lls: Concentration • I 4, Knowlcdgt (any 1hrcc) +8, Usrcn ~16, 

Search +15, Sense Mo1111e +16, Spclkraft ~u.Spo1 .;t.l.6, 

Tumbll'• IS 
~ fe:us: Dodgl', l mproircdlnma~ull Spell 

Clima1e(Icttain;_w.wnlorcs1 
Organization; Sohury, JWL.Of lligh1 (3-4) 
Ch.alkngc Ratins; .lQ 
Trl'asurc:.Sund.ud 

COMBAT 
The coclutria.Jluccly a1· 
lacks anything 1hat u 
dctlll5a1htta11011sclfor 

.µislair.Flocluofcockatri· 
.-us.....do 1hci r u1mos1 1a_ 
._O'lcnv.hclm and confuse... 
1he1rfocs.andsomctimcs 
flydi rtcily in1Q.lhcir..cp­
poncnu"faccs. 

Lr-l't.'-l.J.,_..~,;~~~::~~- ~~!a":::::~~~;~:~w~~ f~e); 1+-27 HO 
(Huge) 

Pe1riflca1ion (Su};..__A_ 
cockatrice can mm beings 
10 s1onc wuh a touch. Cr 
1ureshu byacockarricemus1 
succttd at a Fonirudl'sa11e (.UC 

. U ) or ins1:1.nily rurn 1osronc. 
l'ctrlfica1lon lmmuniry (Ex): 

r~muuuJ.mm~c...~thcpcui:­
~·bilicy.n[cthcrcockamccs. bu1 other 
. pwify..LD.g..auackuffcc .. tMm nonnally .(a 
ml'dusaLpu, gorgon's brnth, a Jltd1 ID 

SWnupcllciW 

Th" couarl LS legendary for its sheer bcauiy. vast 
magical powers...and.unwavcnng vinue. Ju mtelli· 
gcnce and goodncss...ha.vc.rnade it an obJttl of rev· 
crcncc.inthcrcgioruut...inhabits. 
..Ihc.cau.a.tl IS one...of.thc most beau1iful crca1urcs 

in cxis1cncc. It has tht body of a scrpcnr and fea1h· 
cud wings 1hc colar...cf the rambow The crc.uure is 
abou1 12 ftt1 long, wuh a wingspan ofabou1 lS ftt1. l1 

weighs about 1,800 pounds. 
Couatls spc:ak Common, Oracoruc, and Cclesual.and 

als.o..havc the power of 1clepa1hy . 

COM.BAJ 
Acouatl.st:ldom a11aili without jlCDXocatian,..though.u alw. 
auacks evildoers caught rcd·handcd. Sincc.u.!S.htg.hly m1clh· 

gt.ru..a.c.o.uad.w.ually.caswpdls from a distance bcfort dosing. 
J!.morc dun one couad LS mvolvl'<I., 1hey discuss 1hcir srraregy 

hc.faru.bmk.. 

r 
l 



Spdls: A couatl casts spells :u tith:kNd..sottt.rtc._uttpLilia1 ir 

dotS not nttd mai"ml compon"nrs. h can also casuptlls from 
1h" cl"nc lis1 and from the Air, Cood~:wdl.aw doma.inuurcan" 
SP"llS. 

Psionic.s (Su ): A1 will----ik1ur charu,. iktr<t rv1l, Jtitd good, ikltc_I 

la11.1 dtiut lh(1wg#rl!.ln11U1fui11y. plant sluft, and rolymorph ttlf These., 
alnhriesa~as rhe spcllsc.a.st bya 91h-levelsorccr"r (sa'-'" DC 13 + 

t-5pdll"\'CIJ. 
PoOOn (Ex): 811", Fonnude s;ave (DC 16); inmal damage 2d4 

itmporary Su"ngth, secondacy_d.anugc...td.i r"mporary Suen 
Constrict (Ex): A coua1I dn)s._ld8t6 points of damag" with a 

~sful grappl" ched.aga.ms.Ll:Wge or small"r crntur"s­
Often, a couad uses a sullcd and qu1ckcnfii spell agains1 oth"r op­
pontnis wh1l" consmcu0£.a]oe. 

Telepat.hy (Su):.A couatl c.an communicai" t"l"p;1h1caUy w11h 
any cru1ure wnlun 9Q ftt1 thH has an lmell1g"nc" scor" of a1 

.Jun 1...Iht. crcttu~ c.an ro;pond 10 1h" coua1I 1f ii wishes-no 
, common bngu.ag" is nttd"d. 

.£thueal Jaunt (Su): This works lik" th" spell as cast by a l6.th.:. 
lt\'tlsorc"rer. 

Skills : Arc~srory, and narurc arc favored Knowlcdg" 
skills among couads. 

DARKMANTI E 
Small Magical Beas1 

Ji.it Dice· ldllh-1 (6 hp) 
ilia1ive:d (Jmproved ini11alive) 

Speed: 20 ft ., fly 30 f1 . (poor) 
.AC: 17 (t1 stze,:r6natural) 

uadu:Slam•Smeltt 
Damage: Slam td4tt 
face/Reach: S f1 by S fr./S ft 
Special Auacks: Dukness, lmprov«i grab, constrict ldJ+i 
SpecW Qualities: Bhndsight 
Savcs:forttl,Rt:ft2,Will•O 
Abili1ie.s:...Stt..L6, Ou 10, Con 13, lnt.2. Wi.s lO.._Chtia_ 

Skills: lhde.,.11 , Ltsten•S• 
fens: lmprovfif lmnnive 

Clima1"(rernin: Any 
undHground 

Organiu1ion: Sohrary, 
p;ir,dutch(..bil,.or 
swann (6- 1S) 

Challeoge..Rati.ng;..1.. 
Treasure: None 
Alignmenc Always n"urral 

..Advancement: 2-3 HO 
(Sm.UJ 

Thr dukmam le lurks 
n"arcav"rn roofs, wail: 
mg for pr"y ta jlllS 

be:n"uh hsabt.hry10... 
crrare magical darkness 
m1kcsird1fficulr to 
d"fea1 

A darkmand" 1s a 
spte1es of gastropod rt· 
scmblinga.squid orocta:_ 
pus, wuh .. ulQDc.like .shell 

._wvering _i.u_body and a 
co.u.g.h_.mc..mb.cane...mctc..bed 
be:1wcCJUU 1en1Kics. Th" dark· 
mantle. hang.s..from a ceiling by a 
musculu:•foot" H 1h" rop of1is body. Ii 

can.~ a...u.a.lacme, by holding us reniacl"s snffiy undc4 
uself...or like.a lump of rock, spreading 11s 1enracles so th" mcn>­
brancbc1wun.1..h"m covrn us body. lls shdl and skin usually rt:.. 
sembl" limestone, but1h" darkmantl" can slowly chang" us colo4 
to march almos1 any type.of s.wny background. 

Scholars be:llevr thc datlunande has rtc"nily rvolv«i from a 
,.s1m1lar bu1 far l"ss capWlc.s.Witcrra.ncan predator. 

COMBAT 

~~;.~~:Saan~:;~i:~ o~~;:~~~n~c~~'.~~~~~~a~~~:U~~;: J 
and mes m suffoc.are the foe. A dukmanile th.a1 tnissu.itsJru1ia.I 
amck often flies up and tries ro drop on 1he oppontnUpin... 

Darkn~s. (Su):Oncc P"rdayadarkma.mlc..~tll. 
as1h"spcll.caSl.byaS1h·l"velsorce~r. lrmosrofrcn11scsrb1sab1I· 

llyJustbe:forcanackmg . 
lmproved Crab (Ez): To u~ this ab Wry, 1he dukmantlunwt 

. h11 w11h iu slam amck. If i i gr rs a hold, ii can consmc1. 
Constric1 (Ex):/\ dukmaml" dealsJd~tt damage wuh a sue· 

.ccssfulgr:ipplech"ck. 
Blindsighr: A dadunanrle ca.O....::S""-.. by cm1mn& hi&h:frt· 

qucncy sounds._maudibl" 10 mos1 otheururur~a.u.ll0\\'1.11 10 
asc"rmn obJtCU and crtat.W'.t.S.. w1th1n 90fut.. .A_.11loia .spell 
neguH [his and.t!fecuve[y blinds the darluna.nt.lt_ 

Skills: A darkmamle receives a +4 rac.ialbonus.. to_ L.lsl"-n 
checks. "'this bonus is lost ifm blmdsigb.Lis..Jlcp1.~a· 
rure'svariabl"colorauongiv"s11a.,.4r;1cial~cchn:.ks. ~ 

DE! VER 
Huge Aberrat ion 
Hit Dice: tSd8t Z5 (.142 hp) 
lnitiative:+S (•l Ou....r:4 lmprovfif Inm.arivr) 
Speed: 30 f1., burrow 10 f1. 
AC: 14 (-2 s1zt, •I Du, •S narunJ) 

Anacks: 2slams~17 mdec 
Damage: Slam 1d&.tS.a.nd..2d6 

acid 
fact/Ri:;ach: .10 f1 by 20 ft./ 
10&. 
S~cW Anaclu: Acid 
Sp«ialQualiries:Acid 
im.m.un11y, corrosiv" slim", 
ucmo.csen~. sron" shaP" 
Saves: Fort +10, Rtf ~6, 
Will:t11 
Abiliti"s:Srr27, Dex 13. 

Con 21 , Im 14, Wis H , 
Cha 12 



Thew- biurrc cna1ures live in the dcp1hs of 1hc tanh, bumw<lng 
1hroogh solid stone wi1!u epi:rosi\·c shmc they ~clc (rom 1bcir 
sluns. 

OC'lvers art shy and mostly moffcns1vc crca1urts, bu1 rogue 

sptoc1mens: wuh.murduous sncaks..il!t. no1 unknown, They (ccd 
on s1onc and may c.vc.n dcvoll.r crtaturcs such as xorns and unh 
cle.mc.ruals._ 

I\ dckc.lrcsemblcs a cross bcrwtcn a g~n1.slug 1nd ;a SC'a 1ur1lc 
11 bu a 1cmlrop·shaped body 1hat dult.nS_j\'Jth shmt, monlcd 
any. brown, and ochre all over. Two gtta1 f11ppt'n nppW with 

~:r:t 5!;;'h"i11;:!:rh!:~~ccr~~~~:~:;!:d~n1Jc;~~ 
body, the undcrsidc.Q( wluch is almost all mouth. 

Delvers ul rod bi.i.t.c.nJ0)' .. 1-'aDD.W nonmetallic minerals as Sf'a· 
sonmgs m the smie,.way that..hwnans CnJO)' Spica Advcnruttrs 

might S«urc. informatio.a.and .. ass.i.suncc from delvers by offcnng 
them 1as1y minerals {usually gt.ms) or pick-me-ups (such as 

coins). Mei-al is an imoK.1Cil.D.LlCUlch•rn. Somc...h~. become 
addict«! and arc a menace to Jllintrs arul anyo.nt,._who camcs 
me1alcqu1pmen1. 

Dclversspca.kTernnand Undcrcommon. 

<1{)~~CI. IQ fidit from their runnels, which they use to pro­

~ctr.D.a.n.ks...whtlc..Luhing out w11h.thc11flippcrs. 
A dclnc.upttrmg nouble may honeycomb an area with tun­

nels.J.t:;oo.n£JDOSI clOKd wnh Layers of stone I or 2 inches duck..._ 

The delver can quu:l ly dissolve the .stone CQ\!er and pop up 10 
a11ackunexpK1edly. 

Coaosive Slime (.Ex); Oth:us produce a mucushke slune 1ha1 
contains a highly corrosive.,sib:rumc_e. Uie sh me 1s pm1cubrly ef­

fec1ivc.;.gains1 s1one. 
A delver's.mere 1ouch deals 2d6 pomrs of damage ro organic 

creatu.rtt_or ObJC'CU Agams1 metallic crellures or objects, a 
dch·ers ilunc deals •ds po1ms of damage, and aga1ns1 s1ony crca-
1ures .rndudmg canh elcmcm~obJcc1s it deals sdtO po1n1s 
of damage. A slam auack by a delver leaves a pa!Ch of shme thar 
deals 2d6 pomtsof damagr on.wntai.:und another 2d6 po1nrs of 
damage io t:ach of the next 2 ro_u.ads. A large quami1y (ar least a 
qunrl o(. watt( OL wok acid, .such as vinegar, washes off 1he 

slime.. 
An opponeni's armor a,nd clothing diuoh·e and become useless 

im.me:diately unless the wcareuua:ttds at a Reflex ~vc!.DC 22). 
Weapons 1ha1 strike a delver also dissolve immedmcly uolcss the 
wielder succeeds at a Reflex Sl\'e (DC 22). 

Creatures auack1ag the dch•er with namnl weapoO£ ta.kt 

~;:a:1e=~~/1me 1he1ranackshnunlru~ 

Trc.mQ.[Scns_e(Ex):Adeh·crcanau1om.au.caily_~ 

uon ofanythm&.withui 6_0ic.et 1hu 15 i.a cont.aa~~~ 
Scone Shape (Ex): h delver can alter ituhmc...to 1~porarily 

.so.ftUUIO.ne...instud oLdi~VU\i ii. Onc_c...cxcry 10 minutes. a 
dclx.u.can_sof1en and shape up 10 lS cubic fcc1 of s1one, as stont 
,_il:w~Uzy.a.ilth-Jeyd druid. 



Hl1 Diet: 
lnitiativt: 
Sptt& 
AC: 
Anacks: 
Oamagt: 
Facc/lltach: 
Sp«ialAn acks: 

Dtttch (Ianar'ri ) 
Small Oursidtt(Chaooc,J:vil) 
2d8 (9hp) .. 
20f1, 
l6 (tl s1.zt,-t5rui1urall 
2c.Lawsomdtt,blftt1..1ntlce: 
Cbw id4, b11t 1d4 
S ft by Sft./S f1 
Sptll-likt abil11ie:s, summon unat'ri 

Sp«.ial Q ualitic.s: D:image: reducuon S/ si.lve:r, SR.S, 
tanar 'nqualirie:s 

Savt.s: 
Abili1iu: 

Skil.ls: 

Fort•l.Rcf.J,WilltJ 
Str 10, Dex 10, Con 10, 
lntS, W1st1 ,Cha11 

Fe:au: Mulnanack 

Climate/fcrnin: Any land and underground 
Otp.oiz:ition: Soli tary,png (2-4), swarm (6-IS). 

ormob (IG--40) 
Chalknge Ra1ing: 2 
Tre:asutt: None 
Alignme nt: At .. 'llys chaouc ti•il 
Advanctmtnl : ) - 6 HD (SmaU) 

Hit Dice: 
Ln itialive: 
Speed : 
AC: 
Anacks: 

Damage: 

Fact/Reach : 
Special Atiacks: 

lkbili1h 
Huge Ou1sider (Chaotic, Evi l} 
12d8H8 (102hpJ 
•S( .. t Dt.x,.,.4 lmpl'.Ol'Cd lmnauve) 
40 fL,clunb20{t. 
U (-2siu, •l Ocx. t l6 narunl) 
Bue.t9meltt,2claw:s icHmtltt 

Blft 2d6t9 and polSOn, 
claw2d4 ... 4 andarmordaroagt 
tSfLby 1.5fc.J1of1. 
Web, pol.SQll, armor damage 

p«ial Qualities: Danuge rtducuon )()/ t3, protteuvt 

Savn: 
Ahiliric:s: 

Skilh: 

Fe:au: 

aura, plane shU1, seen!, telepathy 
Fortt l 2,Reft9,Will•.9 
Str 28, Dex 12, Con 18, 
ln111 , Wis lJ,Cha1J 
Chmb •21, H1dt 111 , Jump .21, 
l..Lsten +17, Moo.·tStlenily ,15, 
~arch .. 14,Se:nst Mouvt • IS, 
Spo1 t t 7 

Altrtncss, Cleave, Improved 
lmuauve, Powtr /\ruck 

Climatt/Ttrnin: Any bnd and underground 
Organ iu1ion: Solttary 
ChaUcngc Raring: 9 

Tn.oa.sUtt; Nont 
Alignment: Alw.iys chaouc evil 
Advance:me.nl: ll-18 HD (Huge;. 

I 36 HD {Cug;n1uan1 

Qua.si1 
linyOutsida (Chaoric, Evil) 
Jd8 (0hpJ 
d (Dex) 
2of1.,flysof1.(ptrfte1J 
18 (+2siu, •3 Dex,+) natural ) 
2 claws -r8 me:.ltt, bi te: + 3 mt lee: 
Claw tdJ- 1 and poison. hilt ld+-t 
2 1}2ft.by2 112 f1./0 f1. 
Spcll-liktab1lme:s.poison 

Damage: re:ducuon S/ s1.lver, SR S, 
poison immunity, fire: re:s15unce: 20, 
alttrnattform.re:gtne:r.mon2 
Fon +3. Ref •6, Will •-4 
Srr 8, Dex 17, Con 10, 
Int IO,W1s l 2,Chat 0 
Hide: • 14, Listen •6, Move S1ltndy .. 6, 
Search tt,Sptllcnft .--4,Spot•6 

WtJpQn fin~ (bne:,claw) 

Any land and underground 
Soli tu y 

3 
None 
Alwayschaorn:cvtl 
+-6 HO {TinyJ 

Retriever 
Huge Cons truct 
1od10 (SS hp) 
+t (Dex) 
soft. 
22 (-2siu.~I Dex,t l3 natural) 

4cbws•l2mtlec 

Claw2d6+7 

1of1by1oft/ 1oft. 
Eyerays•6nmgcdiouch, 
1mprovedgrab.flnd rargtt 
Consuuc1, rtgentrauon 5 

ForttJ,Rcf.4,WilltJ 
Str 25. Dex 13, Con-, 
lm -,W1s1 1,Cb.a..1 

Any landandundergrou.n.d 
Solitary 
10 

-'ion< 
Al."''llfSChaouc tvil 
lt- l5HD(lluge); 
16--lO HD (CargantuaoJ 

.Succubus (Ianar'ri) 
_Mtdiuzn.Siu-Outsidcr (Chaotic. Evil) 
6d8t6(JJ hp) 
ti (Oa,l 
30f1., llySOf1.{avt.n&t) 
20 (+ 1 Dex,t9na1ural} 
2clawst7rne:lee: 
Cbw LdJt t 
5 ft. by 5 ft./S f1. 
SptU-1.tke:abihdts..entrgy drnn. 
summon tanar'n 
Damage rcducuo.n 20/t2, SRJl.... 
tanar'n qu.iliues..ahe:nu1c.fuon.._ 
rongucs _ 
Fon •6,.Rdi6...W.iU t7 
Str 13. fkxJJ....COn U. 
Int 16, Wis H ,J:ba.20 
Bluff • I l ,Concemnrion .. 1, 
Disguist +11 •, Escape Anm •7, 
Hidt •7. Knowltdge (any ont) •9, 
listtn•\6, Moo.·tSiltndyt7, 
R.idt +7,Search •9,Spo1+16 
Dodge, Mob1. li cy 

Any land and underground 
Solitary 

' Standard 
Alwayschaoucevtl 
7-12 HD (Medium·size) 

Vrock (Tanar'ri) 
Large Ouuide:r (Chao1ic, Evil) 
8d8t24 (60hp) 
+2(.Dtx} 
30f1.,.ilyJOfL (al'euge) 
2.5 (- l s1zt,,2Dex,d 4 namral) 
2cl.a...,.11mtlet,b11e•9mtlec, 

2nkC'.St.9 mtlec 
Claw td8.+4, b1.1t 1d6.2, nke 1d4 .. 2 

Sft.bySft./IOft. 
Spcll-hke ab1h1ies. spores, scrte:ch.... 
dance of ruin. summon 1anar' · 
Danuscreducuon 20(+ 2, SR 22, 
1anar n qua.hues 
Fon19,Ref ... s,WiU+8 
Str 1.9. Dex IS, Con 17, 
lntl4, Wisl4,Chal2 
Concentrauon , l-4 , H1dt +9, 
Knowledge (anyone) t t2, l.JsfC'.D •ll. 
Movt Sile:n ily .- 13,~uch. • .u. 
Senst Mouve+t3,Spe:llcr:aft.ill. 
Spot +12 
Clrave, Muluau xk, Power At!Kk 

Any land and underground 
Solirary, gang (2-4), or squ;d (6-lOJ 
1) 

Standard 
Alwayschaonctvil 
9-12 H D LargtJ; U-2-4 HD (.Hugt) 



l:li1 Dicc: 
ln.itiativc: 
Sp«d: 
AC: 
An acU: 

Dama gr. 
Face/Rcacb : 
Spccial Amclcs: 

Hnrou (Tanar'ri ) 
.Large O ursid er (Cbao1ic, Evil) 
9dBt27 {67hp) .. 
JO ft . 
26 {-ts12e, .. t7n.uuralJ 
But +Umdee,2diws +8mtltt 

B11e4<fh5,claw 1d6+2 
5f1.byS(t/10fL 
Spc:ll-hkeabihries,sfeocb, improvcd 
grab,summon tanar'ri 

Glabru u (Tan ar'ri ) 
Huge O u I sid er (Ch ao1ic, JM)) 
lod8+-40 (85 hp) .. 
40ft. 
27 (-2s1u,-t19nuural) 
2 pinctrs +15 mtltt,2claws •Li 
mtlee, b11e.1Jmrltt 
Pmcer2d6-t7,cbw1d)+3,buttd4-t3 
5f1. by 1of1/ 15f1. 
Spc:ll·l lkeab1luirs.improvtdgrab, 
summon 1anar'ri 

Nalfesbnec (Tana.r'ri) 
H uge Ou1sidcr (Cbaoric, Evi l) 
lli.8+44 (93 hp) 
d (DcxJ 
30fL,£ly40fl. (poor) 
28 {-2sizc,tl Dcx.-tl9naiural) 
B11e+l5melcc,2claws.13mdtt 

Bire2d4-t6,dawld .... 3 
1of1. by1of1J t5fl. 
Spell-like abilhiC'S, smne, 
summontanar'ri 

Special Quali 1ics: Damagr rcducnon 2o/t2, SR..23, 
1anar'nqualmts,halfdam;ige_ 

Oamagr rcducrion 20/ +2, SR21, 
1anar'n qualiues, dt1cc1 magic, 
1ruc~mg 

Fon.1t,Jltof.,.7,W1llno 
S1r25, Dex 10.Con 19, 
ln116, Wis16, Chat6 

Damage uduction 20/t-2, SR 2.4. 
canar'ri qual.wcs.Jmow aUgnmvit.. 
sec mvi.silitluy_ 

Saves: 
Abilities: 

SkUls: 

Fea1s: 

Fon .. 9, Rtf .. 6, Will r8 
Su 21, Dex 10,Coo 17, 
lm14,Wisl4,Cha14 
Concrnrra11on t15, llidr+ 14, 
Lisren .. 22, MovtSilemly .. 12. 
Scnch .. 14, Spdkrafr +1 4, Spo1 •22 

Blmd-Fight, Clene, Powrr Auack 

Bluff +IJ,Conccmr.nion +14, 
Hidt +2, Knowledge (anyone}tlJ, 
Llsien 121, MoveSilently tlO, 
Scry+t3.Scarch+13.ScnscMouvc 
.13.Spdkraft +13, Spoi +21 

Cluve,.Muluan ack, ~r Anack 

Fon tJt~ RcUtl. Wi.UtU 
Sir 23, Dcx.JJ .. Canll. 
lm22,Wis22..Chal6 
Bluff• 17. Conccnu:auon t 18, 
D1plomacy+t7,liJ.dct7 
Knowlcdge (arcana} tl6,Liscen+26, 
McweS1lemly t lS.Scry +l9. 
Search +20,Scnsc Mom-c+l9, 
Spclkraf1 +20, Spor +:?6 
Clea\'e, Muluanack. Power An ack 

cJima1e(rc.rnin: Any land and underground Any I.and and underground 
Soli ta ry or troupe ( I glabrciu, 
I succubus.and2- 5vrocks) 

Any I.and and underground 
Soluaryort roupc: ( l nalfeshnee, 
t hezrou,and2-5vrock.s) 

t Organ izat ion : Solirary or gang (2-4) 

Cha.Llc.ngcRaring: t+ " llc:asun: Standard S1a.odard coins; double goods; 
16 
Standardcoms;doublego<Mls; 
standarduems 
A.lwayschaouccvil Align ment; 

Advancemen1: 

sundud i1ems 
Alw:ays chaouc tvil Alwa)'5 chaoiic evil 
10-13 liD (1.argtl; t+-27 HD (Huge) 11- 15 HD (.Hugel; 12- 17 l-ID (Huge): 

16-30 HD (Gargamwn) 18- 3) HD {Garga.o tuanl 

Hit Dice: 
lni1ia1ivc: 
Speed: 
AC: 
Auaclcs: 

Dam age: 

Fau/Reach: 
Special Anacks: 

Marilith (Tanar'ri) 
Large Outs idc.r (Ch aot ic, Evil ) 
9d8+45 (85 hp) 
+2 (0cx) 

40f1. 
2!1 {-1 sue, +2 Dex, 1 l8_naturali 
Wupon , 13/ .. 8 mcltt,S weapons 
tUmelec, 1a!l s lam+ lt.m<l~ 

Weapon Jd8t5, weapons td8 t2, 1ail slam 4<16+2 

5 ft. by S ft/_iOft. 
Spell-like ab1hrics, 1mprovrd grab, consmcl 4d6+7, 
summonrana.rn 

Sprd.a.I Quali1ies: Damage reducnon 20/ r2, SR 25, 

Saves: 
Abilities: 
SkiU5: 

1anar'nquali1ics 
Fon +II , Ref +8, Will .10 
Str21 , Dex IS.Con 21, Int 18, Wis 18,Cha 16 
Bluff• I+, Conccn1rauon .,. 15, Hide +10, 
Lis1rn .. 2+,Mo-.•eSilently-t12,Scry+I+, 
Scarcht1 4,St.nsc M01wetl5. Spc:llcraf1+1+, 
Spo1 +2+ 
Clea\·e, Muluanack, Muludexten1y, Mulu weapon 
Fighting. Powtr J\uack 

CLimatc(rcrTain: Any I.and and underground 
O rganin1ion : Sol.uary or pair 
Challenge Rating: 17 
Treasure: S1andard coms; double goods-, 

nandard uems, plus 1d4 magic we3poru 
A.lwayschaonce111l 
10-13 HD {l.arge ); 1+-27 H D (Huge) 

Balor(Tan ar'riJ 
Large Ou1s idcr (Chao1ic, Evil) 
13d8+52 (lt0hp) 
.s (t i Dex, t4 Improved l.ni!IOIU\'e) 

40 fr., fly 90 ft. tgoodJ 
30 (-1 suc,.-1 Dcx,+20na1ura!J 
tll'llTJ!illgrr11tsword+18/ .. 1)/ +8 
mdte, whip +17 mdce; or 2 sbms + 19 meltt 
tlVOrp<llgl'l''101<'Clnl2d6t8,wh1p 1d4.+3 
and entanglr; or sbm .ld6t7 and feu 
5 f1 by S fi./10 fL ( t5 f1. wi th whip) 
Spcll-likeabilmes,fear,emangJe, 
body flames, summon 1anar'ri 
Damage rcducuon 30/ +3, SR 28, 
1anar'nqua.liurs.dn1h1hrocs 
for1+ l :?,Ref.,.9,Willt l 3 
Sir 25, lkx 13, Con 19, Int 20, Wis 20, Cha 16 
Bluff t l 8,Concemration +19, Diplomacy +17, H1de +13, 

Knowledge: (any one) • 13, I.men +28, Mo'>'e Silently + 13, 

Scry +21, Search r20, Sense Mo1111e +20, 
Spdlcraf1 r:?J.Spo1 +:?9 
Amb1dcx[c_nry, dta\'t, lmp~·ed lni1m111e, 

1Wo·Wtapon.flgh1wg 

Any bnd and underground 
Sollm:y or troupe: (I b.alor, I manluh, and 2- S hezrous) 

" S1andud coins; double goods. plus 
whip,_s1andard11C"ms,plus·l~lpahword 
Alwa)'5chao11ccvil 
1+- 19 HD (L.arge);20-)9 HDO-lugej 



Demons arc nauvc 10 1he Abyss, a rcalm_o(u.nmiuptcd chaos and 
evil. They arc tht mos1 violem, grtcdy, lkklc:, and pervrnc of 1he 

f'lcnds (crca1urcs from thunfcrnal pbnct). 
Many demons, ~ sausf'lcd wuh. thcu own 1n1qw1y, ta kt 

pleasure lll 1cmp11ng monals 10 h«oml!' as depr.ivcd as 

1heyarl!' 
The Ingest and mos1 div~ group of demons is 1hc 

tan.ar'n, unchallenged m.asrcrs of tbt Abyss. But 

demons come in an overwhelming variety of forms, 

and no one. bu C•'l!'r caialogtd thcm.allJ:hosc mos1 

fiuruhar 10 mon;als art!' d6Cnh«!Ji~ 
..E.x.c:cpt whtrl!' no1cd h<low. de­

mons speak Abyssal. Cdtstl.21. and 
Dr.iconic. 

COMBAT 
Dcmo.n.Lart. ltrocu)'...~ 
sonWed and will anack any 
t.re.llJUt_JU.SLIOI..Jhc shl!'er 
fun of u-cvl!'n other d~ 
mons. Thl!'y t'ajoy 1crnfy· 
1ng 1hl!'ir v1cums before 
slaying 1hl!'m and of1l!'n 
dtvour the sbin 
Manydtmonscan 
matcdarknt"Ss.and 
a group of demons 

tfrr.qucrulyblanht tht 
tnl!'my wuh darlrnus befort> 
JOmingbanil!'. 

Summo n 11mu'ri (Sp): Tanar'ri 
. can summon 01hcr 1anar'ri much 

tn own summon ab1luy 
for I hour. 

Mos1 t:inar·n do not UiC 

their summon abiliry lighdy, smcc ii lta•·cs 1hem beholdtn 10 

1hc sum.moncd o:c.11.urc. In gcncra.l.J.hcy usc..J.umly whtn n«"M'­
sary 10 sa•·e the1r own livl!'s. 

T,ANAR'RI QUALITIES 
~ J.nununhies (Ex):Tan.ar'n art immune 10 poison and dtcrriclry. 

Res is1anccs (Ea: ): Tanu"ri have c.old, fire, and add rtsist­

ancc 20 
Telepath y (Saj; Ta.nar.ru:an c.ommumcHc 1elepath1cally wuh 

any creamre w1lh.1A 100 feel that has a languagl!' (al1hough 

drccchesarcmorcltmitc:d.l.._ 

DRETCH 
DrHchM art!' pa1hc11c but wickc-d creatures that spend most of 

1he1r nml!' m1ll1ng about 1n nu.5.5.lrt.b.onles QLSC.rv.Lni.a.uan.k·and­

file 1roops 1n tanar'n ar:nucs. 
. Dmchcs look Lt.kc i_QUat humanoids wuh blubbc.ry, altrios1 

~ ~Ihe1r..s.kuu.s palc__whu.r.. to beige, givm.g way 10 

tsad.1Y bluc..Uuo.roc nus. They have slack and slobbery mouths 

,ID.th. ma..ny ..small fangs. and 1hc1r lw.r is sparst and basJ.ly. 
Dre1chc:sa.tc about 4 ftt1 taU 

Dtt..ll:he.s. cannot 5!X'a.k bur can commumca1e 1clepa1h1cally. 

Comb.al. 
Drc.tchc.s arc.slow, s1upid, and not very efftc1ive comba1ams. They 
de.pend on shttr numbers 10 overcome f°" and tmmc.di.atdy 

.s.ummon 01hcr drcichcs 10 impro•·c. lhc. 
a:dds..mbaulcTbl!'yf1ttat1hc£l.rs1s1goof 

advc.rsity unless more powerful dt­
mons uc prcsem 10 imunida1t 1hcm 
mto f'lgh11ng. Dre1chcs'Jea.r..ofthw 

greater kin 1s nrongcr then even 
1he1rfearofdcath. 

When fighting o.n. tbe.u own, 
dre1chcs often fotgC.UQ...Wic...lhc.it 

spell-like ab1litiu. 
Spell-Like Abilitics:A.t will=. 

J11rlcnns,1<11rr,and...tt:ld.u16Uo..1Ldaf­
Jl111lnng douJ. Thc.sc. alnh.uu...au.. ti 

the spells cast by a lnd:lcxd...s.or­
cettr (save OC IO+spclllcvd}. 

Swnmon Tanar'ri (Sp): Once.., 
per day a dre1ch can attempt to 

swnmon. another drctch with a 
J5$chan.c_e.o£succw.. 

Tc.lcpathy (Su): ..Drc.rchcs 
can com.mun.i.at~ 1tkpnhi· 
ca lJy.,..,ili..cruUl.(csw11hin 100 
fectt.haupe:ak..Aby..ssal 

Cambat 
Although_qiasns 1h1rs1 for victory 

i,n CQmba1 H orhcr demons 
da._thc.y arc cowuds a1 hean 

They typically auack from ambush, 

using pi:dyucorph and 11111u1bil1ty to get wilhm reach, 1hen fry fo 

scunle away. When n'freaung, thl!'y use their fear ab1l11y ro de ter 

pursuu. 
Spell-Like Abiliciu: At will-dlkcl good. dtlnt in11gic, and 111-

111J1!t1!dy (self only); t/ day-<AAK./lR.(as the spell, except rhat us 

area is a JG-Joot r.idius from the. QUUlO. These ab1l11ics arc as the 

spells cut.by a Pth.:le•·d sorcerer (.save DC 10 ~ spell level). 

Once..pei: week a qias.i1 can..US:C "'mmuut 10 ask SIX qucsnons 

(this is otherwise u the s:pell cu1 by a 121h-levtl cleric). 

eoison (..EiJ; Cbw, Fonnude ia:it (DC t J); tnmal damage td• 
tempor.iry Dcx1eri1y, secondary damage 2d4 tcmpor.iry Ocxtcnl)'. 

Ahernau.• fo rm (Su): A qua.sh can assume 01hcr fru:ms_.u will 
as a s1andard action. This abiliry funcuons as p)lymorph sc!f cUL.by 

a 121h·lcnl5.QJJ:l!'r«.cxccp1 that anymd1111dualquas11~ 

only one ot 1wo forms no larger than MN1um-.s~ 

formu.ududc.hat,.m.onm:ous cennpedc. 1~d. an.d 
Regeneralion (Ex): Qµ.uits 1Uc nQftllal dama&c..irPm aci.d..J 

and from holy and bJesSced weapons. 

SUCCUBUS 
~LlCC.ulu. ate the .rocm comdy Qf 1he ranar 'n lpcrhaps of all 

demonsl. and they live 10 1empt mon;als 



A succubus usually appc.us u a uunnmgly huuli.fu.l hu· 
manoid, wuh perfec1 build andllaw!HS shn. Suc:c:ub1.11$ially rakr 
a frmalr form bu1 occanonally appeu...a.s._ m.alc.t.ialled lDCub1l 
Theu natural appear:ance. l.S dc-c1drdly demomc: starucsque hu· 
mano1d bodies, large bat wings, and suuster, glowing ryrs. Sue· 
cubi arr abouL6 feet WL_ 

~:~.art" not warriors and flcc comba1 whent\·tr 1hty can. Ji, 
Jore~ rofigh1, 1heycan auiClwuluhmclaws, but they prck .. uo , 
tum fOH against one ano1hcr. 

pc_U-llie Abilir ies;Ju..will__-dt.irm mon>ltr, d1mu11drtnu/ 
,.d.:s11"1'0)'lltlt't, darifnm.kJl'O'llt4dttrctgooJ.dri«llhoughls, doom, tthr· 

1'1''11 J'lllrll {self plus SO pounds of obJ«l5 only), 1uggnf1on. and ltlt­

porl wilhoul mw (.s:rlf plw 50 pounds of ohJKIS only); I/ day­
unholy lil1ghl These ahiliucs art as 1he sprlls casr by a 121h-levtl 

"'°ra.rtt..(w'e_DC Li-t.spcllJc'l'.tll. ["'!:'::f" Dnln (Su), A '"""b"' dn;nHn<egy from• mon•I" 
~acLof p.ission, or by simply pl:i.nung a kiss on the 
If the target is not willing 10 ~ kissed, rhe succubus 

must sran a grapplt, which pro\•okes an anack of opporm-

arutbe.commgine.n.loul·smtthng goo almost as soon as 11 comet., 
11110 contaCJ$•th ait. 

Aanor Jla.m.a&r (.Es); A bcbilnhS claws can catch and lrau.n.DR:-1 
ponem's armor. .1f the opponc-nl h;nc bot:h armor and a shit.ld...mll.. 

. ld6: A roll of 1--4 affccts tht..annot.and a roll ofS-6 affc-cis rhr shie.ld. 
Makr a grapple che.d. whenc-vC'r 1ht btbilith hi1s wnh a cl.aw 

amck, adding 10 1b.f: oppou.cnfs roll any magical bonus for the 
armor or shit Id. Lf the.hdlli.11h wins. the affected armor or shit.Id 
is torn away and rumed.. 

. ProtcctivC' Aura (S.u): A m~gr< crrrlr a~ t\'ll.iQOILllt 
l11w effc-c1 always surrounds a bcbi.L1h, idenuc.al wu.h.the spdl cast 
by a 121h-lcvrl sorcerC'L Thr bcbiluh usually ch~ualt. 
11g.irml rhaos but can changt 1ht aura each round as...alr:« ac.uon. 
Thr aura an ht dlSptlltd, but 1ht btbi.lu.h..can..LuaCL.il api.n.. 

dunng.UUJ.tXLWm as a frtt ac1ion. (Thr dcfcnm'.C'..hcndl.11fmm 
rht aura arc nor indudtd tn the creature"s stattsucs,.) 

Plane Shift (Su): This ab1luy affec1.s only tht beb1l1th..lus.oth· 
rrwi~ similar 10 rht spell of the samt name 

SkiUs: Tht bebiluh':s monltd colorauon g1\"C'S u a t8 racial. 
bonu1 10 Hidrchttks. 

r:~·I.~: s~~~~u~~u;,is:u~:,:~~,~~~~~ :~:C"1t~~·c """ ..... IU 
tS ) 10 t'Vcn noucc. The Fonuudc s:ivt 10 remove the 
ncgalivclc\'clhasa 0Cofl8. 

Summon Tanar'ri (Sp}: Once ~r day a succubus 

~::~~t to summon one ~or wnh a JO\. chance 

A.lterna1c f onn (Su): Succub1 can assume any hu­
µnanoui Conn ilimall ro Urge stze as a s1andard acuon 
ThiJ ability IS similar lo the polyrniJrpll 11!/ spdl but 

1:1.Uowsonly humanoid forms. 
•while usifli this abili ty, a succubus gams a +t o cir­

cumstance bonus 10 Dtsgu1~ checks. 
.lbogu«. (Su);.._A succubus has a permanent tongues 

abiluy au.he spell cas1 by a 121h-lcvd sorcerer. Succubi 
uslW!y ~NI communicuion with monals and 
save tc.lepuluc commumcmon for com·u~i ng 

with other fiends.. 
Ski.lb: Succub1 rtt~VC' a t 8 rxul bonus 

to Lmrn andSpo1cbccki. 
•when usmg ahc-i:wuc- Coon, a-Succubus receives an add111onal 

+ 10 c1rcumstancr bonus to Disguise chtcks. 

BEBIUTl-L 
Btbilu~aiory, at.aclmul.dtmQnS 1ha1 hum 01hrr 
dtmons. W.htlt thc-1r favomt prty is lilnar'ri. they uen'1 picky­
they will w1k and anxk any rype oi.mallll(. 

Btb.lli1lu look like misshapen :spiders wnh dark, mortltd. chm· 
~1cs. Their fortlqs tnd 111.wic.ktd barbs. and 1ht1r fanged 
._mouihs dnp poisonous &OQ.. 

Btbi.Lths do no1 ii:iuk bu.I u.ndtrs1and Abyml Thtu 1tlep.a1hy 
allows thrm 10..co.mm.unic.ai.e .. ukm.ly wuh onr anorhc:r. 

COMBAT 
Btbililhs anack any creaturt._tbt)'. SC't. Thty usually pick onr 
1argrt and conctnfrate 1h~.1.t.•U.Uiliruuhat.oppQllCDJ...Wing their 
wtbs m LSOlue tht chosen carg(.lfu!ln l1s c.omnd.ei...-. 

Wt b (E•): Four umrs pud.ay a.be.bili1b caruhCQLWths.from ils 
abdomtn. Thts auack is.l.ik.e a wd! spcll._w11h a kw ac.c:~ns. The 

eCJSJOl«t. and ~webs are pt[l1laJlrn1, noll.Dla&lca.l..and 

~~!~~-r:~~~:::;tr::~:~~~~~ 
· ~.iupl2hcdroi1 (chec.k..uchround.J, 

Poi..sQn (.E:s:): B11r, Formude s;ivr (OC 20); initial damagr 1d6 
1rru.~ttmriQ11, secondary damagr 2d6 rrmporary COD'. 

smu.11QD....flrbil11h vrnom i.s highly peruhablr, losing LfS poitncy 

Rcmevrrs wrre crrattd through foul sorctry robe 
assassins, wuriors, and S«rv:m1s m powtrful dtmon noblt:s. 

/\. re.rrirvtr reSC'mbk.s a huge .sp;du_with rhr four fronrmos-1 
legs roding in deaverlikc- claws. As ils name suggests, u special· 
izts in.~uinglost ordrs1red obJrcls, runaway sbvts, and ent­
mics and hringmg rhtm back tons mas1tr 

Combat 
Rt1nc\'tts attack wuh four dai,n. .. buu.brtr rye rays are far more 
dtadly. 

Eye Rays (S.u)"._it. rt.tnrvtr'S...t)"C'S. can pn:xluct four dUTtrtn1 
magica.lnn..~c oLI.oolcct....Each round, it can flre iwo 

ray.5. bur an individual ray i.s iw.ble only oner tvtry 6 roundJ. II 
CUUl<U..firr rafi.111 tht samt rou.n.d..as LI makts phystcal anacks. 

Each tfftcr foUows 1hr rulc:s for a ray (Stt A1mmga Spell, p~ge 
l48in 1he.llitytr'1/l1mdOOolt), Savc DC is 16. 

Thef.ourc-yrc-ffectsare: 
Fm:.Ikili..12d6fi.r.c.damagr to1herarge1and to~ 

S '•.c-L{.lb.QiC" near.hr.are allowtd Rrnex s;ivrs ro halY.e 
ColiL..i.kah...ud6 c.old <Lima.gr 10 the target __ 
Ikct~l2d6..dwr:k.uydama.gc.tQthuarJ.ct........ 
Pttn/Jo1~The t;j_rge.1 mus1 succC"td at abttun.u:le..sa.\'t or 1um 

~·u,.__ 
lm.proved Cr-ab (.Es }; To use 1h1s ab1lny, 1hc: remrvtr must bit 

,l'illh.mJwe..awc.k.JLir gm a hold, LI holds the opponrn1 fast m 
its mouthJhis..is how i1 usually ·rcnirvcs· 1hmgs. 



f ind Targer (Sp): When ordertd 10 find.anJrc.m..or..hcing, a re­

triever docs so unerringly. as though guided b)'..ducan.lac11t1on. 
Construct : Immune 10 mind·mfluc:ncin& dftcu. palSOn, dis· 

cue. a.od..wn1lar dftc:ts. Not sub1«.uo crwcal luts._s.ubdual 

damage._abi.lny damage, energy dn.in, or dc;uh from massi\·e 
damage __ 

Rcgencralion (Ex): Blessed and holy wtapons deal.normal 

damagctore1rie\·ers. 
A rc1never1ha1 loscsalunborbody pan can rcmach u by hold­

ing 1hc scvcttd mcmbeuoihc Stump. Reanachmwt 1akes I lIWl: 

Ute. A rc1ncvcr regi:ows los1 body_ pans m one day (los1 pans 
become men). 

VROCK 
VrocluJook.h.k.caosscs be1wccn.largc.hwnanund vubures. They 

sen·c as guards 10 more powerful demons and as chic troops. 

A vrod.is about 8 fccr all. wuh.s.ll'.Wlg..suicwy hmbs covered 

~flnc_gr.iy feathers and a long neck.topped wirh a vulture's head. 

~ 'Wx.lu have wickedly sharp claws and beaks. 

' Combat 
Vroclu arc VlC1Qus1l.,g.hicis_who.hke to wade rn ro 1hc enemy and 

ausc as much d:image :as posMbic. They pn.ncc abour rn b.anle, 

1ak1ng bncily io Lhc aiund.Jllingu:i.g t.he1.C clawed fttt into play. 

They make sprnng use of Jarknm, since 1h1s nulhflcs mirror 

1magr 
Spdl-.Likc Abili1ics: At will-:-d11ricnw...dt.stO'lllt. drltd goo.!, 

iktrdmagic, mau rhann,1t1J~.lduncw..and.tdtport.wllhoul 

mvr (sclf plusso pounds of ob1ccrsonlyJ. Th~abihti.ts..a.rc as the 

,5pclh_cast by~12th-lcvcl.sorcerc.r (sa\•e DC 11 t spdl le\'.d). 
j__Sporc.t_(.E.x):..luoroc.k..an.rc.leasc..nw.se; of spore.s from us body 

.J ancc.cxecy..l..rounds. The spores au1omat1cally dea l 1d8 points of 
, cbmagc..uull..auturcs. within S feet of.the. vrock. They rhcnpu· 

cmue ~..slun and grow, dtahng an addiuonal ld2 points of 
damag~nd foe_ to rounds. A1 1he tnd of this nme, thc., 
vicum is c.Q\·ercd wuh a 1:1ngle of viny grow1hs. A dtl11y por~n spell 

s1oiu th.t..spora' growth for ifs dunuion. Sim, nruhul1:r fVUOll..Ol-t 
rrmmtt.dLSt\lSt kills 1he spores. n docs sprinkling the v1c1im w_.uh a I 
vw.afholy...l\"Jl« 

Stunnin& Stte«.h..(Su): Once per hour a vrock un CIDJ.L a.. 
piercing scrctch. Every cru1w:e..w11hin a 30-foot radius mus1 tuC· 

.,cttd H a Fonuude uve:.!OC.17J or be stunned for I round. 
Dance of Ruin (Su): To U5:t this ab1lny, a group of fi\'t or more 

vrocks JO in hands in.a..cirde._dancmg wildly and chanting.J(1hey 

dance for 3 rounds. a w.a'Lc: of crxklmg energy flashe:s ouiward tn 

. a 1~foo1 radius. AllDDDdemon crcatu reunilwuhu:adi~ 

2d20 poml!i of dam~c (Reflex half DC IS).foru.o.g_ihc.ml!Clu lo 

brukthccirckstopsthcdanct 
Su.mmon Tanar'ri (Sp): Once pcr day a ~ttempt ro. 

summon ld !O dmchc-s or anoiher vrock...w~aru:u:i4 

succe ' 
Skil.ls: Vroclu rcce1\·c a ~s racial bonus to Ls1en and Spouheclu. 

l;IIZROU 
t1fu.rous art demonic..scrgc:ants, overseeing 1he formation o(.,. 

...:irmies and commanding umtl m battle. 
HNrous look like masslve, roughly bumano!d 1o;ids. wuluoru 

m place of forelegs. They walk bo1h...upnghu.nd_cm all fow::s.bu t 

always flgh1 s.unding up. tht.&L wide. mout..hs..Juyc..mws.af.hluni.. 
powerful teeth. and long .spine:s run the lengrh of 1bm Nclu. 
Hczrousareabout7fcct tall 

c~~!~: enioy mdec com bu even more 1ban vmcks do Ibey ea- ? 
gcrly prom the mack, so tht1r srcnch can take. cffccus_qwdly as 
possible. _ -· 

Spell-Like. Abilities: At w1ll-an1m111r objul, blwrhrmy.= 
chaos h111t1mtr, dtrpa darkno1, drs«mlt, dtltd good, iktul magic..du 

good. magic crrr!t 11gauuLgood, pmluu jlamt, summon !LUm:l, ldt 
1<~ll1oul rrror (5elf plus SO pounds of ob1tcts only), and uuho:lrJilighl; 

J <by--g1Htou1f1J1'm. These ab1lmn arc as the spel!s~th· 

lc\·elsorcertr (:m•cOCt2~spclllevcl ). 

S1ench (Ex): A hcuou's skm produces a fuuksm.cll.ui&.o.x1c 

hquid whenever u flghis. All crca1ures (except other 1anar'ri ) 

wilhinlOfee 1 mu5t5ucccc:.d3t.afonuu~17) orbcover­

whclmcd by nau5ea. They m.rc:ndcrcd helpless from gagging :and 

\lQmnmg for:as long~ thc.:afft"Ctcd:artaand for 

ld4 rounds afmward.Cteat.ures wbo.s.ucr6.Sfully Sl\'tsuffer a -l 

moralc pwalry 10 anrl rolls bw_canruu be afftc1ed again by 1he 
same bczrou's Stench fur onc.day..A~po1~11 or nru!nzl1:r po1wn 

spell removes the effect from one creature. 
lmpmyed Gr:ab (Ex): To u5e 1h1s abiluy, the hnrou must hi1 :a 

Mcd1wn·sut or smaller opponcm wnh both claw anaclu. 
Summon T:an:a r'ri (Sp): Onc~<by a hc:trou can ancmpt to 

summon 4d 10 dre1chcs or another beuou wnh a J5' chance of 

success. 
Half Dam:agr (Ex): Any nonmagiol amack against :a hczrou, 

mdudm&.bus from.enchan1ed Wt;tpO:nS. dta ls only h:alf damage. 

Thiu:ffccL.dotLDot suck with lhL,hurou's damage ltduction; 

apply cuber 1he damagc_uducuon or 1hc half damage. whichever 

resulr.sJn ihe ltas1 amoum of damage suffered. 
Skills: Hczrous receh•c a ~s r.icial bonus ro l1stco and Spo1 

checks. 

GLABRUU -, 
like suCJ:ub,i. gbbrezu occupy 1hcmselvn wnh tcmplJ.Oi~ 
m10 rwn..hw..p,rdcr to lurc.1hcm wuh powecn.thtt.than.. 
They also m.a.kc.formidablc_op.ponclUS..JD Int~ 

Clabrczu arc. towering {15 fee t 1:111}, broad. and well m.u.sdcd, 

with...fuuunns, ay.·o ending in clawed hands..and 1wo in powerful 

pinc«S...Ihey have doglike heads with sharp Ungs and ptne1r.11-

~yes._and their skin color r.ingcs from deep russet to 

puch black.. 



Gl.abrtzu prefer sub1trfugt ro wmba1. Howevu, if their anemp1s 
do no1 fool the oppos1uon. 1hey anack with a vengearu:e.. 

Spell-Like Abilhic:s: .At will-l!!unmg h11nd1, ch.iOi. l111mmtr, 
charm pmon, conjuJwn. ikaJh lmtll, Jn:f'('r Jarknrss, iku-cmtt, dttn:I 
good. Juptl ~"· ml11Ji',J111rror 111u1gt, m'tl'.St gnw1ly, Wiarttr, and 

vnlwly ltl1gh1 Tht-sc abili ries are as 1he spc:lls cas1 by a to.h-le\·e4 

~t-rer (save OC 13 .. spcllJeveU. 
, A gbbruu :also can ttl4'J"'11 wtlhouJ mw (self plus SO pounds of 
t-ohiecrs onJyJ u will as rhe spc:llcas.Lbr.aJ21h-levd sorcerer. Se.v.en 

nmespc:rday u cancastp<n•Yrwonldlunasa IS1h-levelsoretrer. 
proved Grab (Ez);Jo u.st this aluluy, theg!abre:tu must h u 

,.a..Med1um-s1ze or smallec..opponen1 wuh a pincer anack. If ii gc:rs 
a hold, 11 deal1 au1omauc JllDCer damage uch round the hold 1s 
m.;unt;imed. 

Summon Tanar'ri (Sp): Once pc:r day a glabrezu can anempl 
.JO summon 4dl0 dretchcs..orJ.dl vrocks wuh a SO'\. chance of sue· 

. cess, '7~~~~;~1::)~~\:~;~z: ~:,~~~:~:1~f:~1~~s~ag1c as 1he,J: 

,.spellambya 121h-levdsorcerer. 
True Stting (Su): Gl.abrriu connnuously usr trur scerng as the 

spc:llcasc bya 121h-levrlclrric. 
Skills: Glabrezu rtteive a -t8 ncial bonus to Lis1en and Spot 

checks. 

t!' nalfeshnte stands 20 fee1 rail and looks L..ke a huge, gross cross 

~lween an apc: and a bou. These demons..ofien cnJOY iudgmg 
. doomed souls. 

A nalfeshne_e_ nttds all us vas1 meogth..w..s.upporLUS masswe 

body. The small, fea1hered wings 1hu sprouLimm.Jl5 back are 
._sc.c:m1ngly unable 10 lift us bulk. Nt-vtrthde.ss....n.alfe.shntts can 
fif. Tht1r red eyes glow hke embers and sccm.1a..p1en:e the mmd 
and draw enrrgy from JUSI a glance 

Combat 
Nalfcshn«S.disdain combai u something beneaduhem. hut they 
of1en succumb 10 blood lust and do banle anyway. They prefer 10 

d~ble opponenls w11h 1he1r smue ab1l1ry and slalJghlet. thtm.+ 
wh1lr chey can~ flgh1 back. 

Spell-Like Abiliti~.:..At w1ll-11/frr wlf, call lightning. cha(lj 
hAmmtr,th1ll IDl«'h,iki!.lh lrndldttpttdarknm,dntcnitt,dtltrt mAgll, 

fttbltmmJ,fergtt,grrolrrdurdlmg. 1m~rnl11!11y {se l f onlyJ. mog1t tn'dt 

ago1ml good (sel(onlyl mirror ittlilgt, NUt drail, slow, ltlrporl H'llhour 
rmw {sdf plus .50 pounds o(obiecu only}, unholy aum, uul1oly 
blight, and u.~abihues arLU the..spcll.uast by a 121h-ltvtl 

sorcerer (saveOC tJ .. spelllevt-1). 
Smite 1.5.u): Three nmes pc:r day a na.l(eshntt can creaie a 

.µwnbw of unholy light. Wht-n che demon mggers rhe ab1!11y, 

r.riunbm\ .. cOlored beams play aroundJl5 body O ne round btc:r they 

. burst.111 a 60-foo1 radn1s..Affecied creaiurrs rake IS pom1s of 
damage (Reflex halfOCJS)kT~y also mus1 succeed a1 a Will save 

(OC 18) or be in a nuporlor.ld lO rounds as visions of 1he!r wors1 
feus hound 1hem...Ihcy rece1\'.e (ull Dex1enry and shield bonuses 
10 AC if 111ac.ked buL.c.an 1a.ke__no acuons. 01her 1anar ri He 
1mmune1oth1seffrc:1. 

Summon Tanar·ri (Sp}. ilY.1cc per: day a. nalfcilinee un al· 
1empt 1osummon ld<t vrocks. l.d<t ht.zrous. ocone.gbbrezu wuh 

a SO'\ chance of succrss, or a.nm.ltt.r na!Hshne_e..w1th.a.l.C& chance 
,of success 

Know Alignment (Su ): Nalfeshnecs always know the align-

t enuif any creature tluu_they look UJ!!Clll. 
~eJ.nvisibility (Su): Nalfo:hnees conunuously see mvlSlbJ­

. uy_auhe..spdl can by a..U1h-lt-vel sorcerer. 
Skills:..NalfesJmttS rece\Ve a ~s racial bonus ro Us1rn and Spo1 

cl><ili. 

MARlLITH 
~fanl.11hs uegcnerals and tacticians. often nvalmg balors m ihe.er 
brilliance and cunlllllg. Some also servt as chitf l1 tutenarus.iOL. 

maJOrdemonro.yalcy, 
Mmlilhs appc:n as gwit .snakes from 1he waist down, w11h 

green, scaly coils, and aura.cove female humanoids abovr 1hr 
waJSI. Brs1drs their half-snake bodies. manluhs att d1S11ngu1shrd 
by 1hr1r SLX arms, nc.h.oat. u.s.ually holdmg some uouc weapon 
and spomng many buigles and ,ewels. Manluhs s1and about 7 

~fre 1 1all and mc:asure..abmn 20 feel from head_to.up of wl. 

cOmbat 
ThoU£h mariluhs thrive on grand stmegy and armyAe_vel tacuc.s, 
1hey love physi~I combat and ne•·rrsh1rk a.ru:ip~unuy 10 fl&hL 

Each of.a manhth"s su: arms can wield a weapoo..and the.atawu. 

gets an addmonal weapon amck w11h us prunary arm. .M .. anlnhs 
.,seldom rush headlong imo banle, however, prefemng tQ.hang 

~back and size up 1he mwnon fim They always set-k ro gain rhe 
~l possible advanlage..fium the: local 1ernm, obs1xlu, and any 

vulnerabi li!y or weakness In their opponents. 
S~ll-Like AbW1ies: Ai will-ll.UIJ!Ullt dclld. btstoiv cunt, chll0$ 

hAmmtr, douJk1U.comprrhtnd la11gu11ga. Jaibtu. dtsroiill, drkcl gpod. 
dtttrt !.iM\ dt!l'd..m11gic, injlld.JmaW w11unJ1, ~'urk ag.zuut pxid 
(selfonly1,magic1.1.'taf0",p!Vllfl•~l-'Jl~~f.J« 
m110:1bihl11 shatfn, lrkk1nts11, ltl'J"rl w11hout amr.Udf.plus .50 pounds 
ofobJCC1Sonly),11nholy1111m,and11nholy~ues_m,,as 

rhe spells cas1 by a 1J1h-ltvel sorcerer (s;wc...OC.U..U~·ell. 

a r.11:i~=:~c=~~rT:p~n~h~: ::t;;s1 ~ill ~~i~:~ 
succeeds, 11 can consto.CL 

Constrict (Ex:}'.A maaluh duls +d6+7 points o(damage ... wuh., 
a succrssful grapiiJe chidt 1gams1 Med1um-s12t or small«. etu.:...., 

1urrs.. Thr cons1nc1ed uc:a1ure must succttd a1 a Formude sn.-e__. 
(OC 19) or !<>St" consciousness for at long as 11 rem ams m the coils 

andfor2d•rounds1hereafrer. 
Summo n Tan ar 'ri (Sp): Once per day a mariluh can aUC'mpt to 

summon +d 1odre1ches, td4 hrzrou, or Ont' nalfeshnee.w1th a50% 
chancr of succtss, or one glabrezu or ancnhe.r marili1h wnh a 20'\ 
chanctofsuccess.. 

Skills: Manhrhs rece1ve...a -t8 racial bonus 10 Lmen and Spo1 

chtcks. 
Feats; A muihth rccmes the M.ul11dex1enry and Mulu­

weapon fighung feau as bonus feau. ln.combmauon wuh us nat· 
ural abilities, these feats ;illow 1he_ roanl.i1h to mack w11h all i1s 
armsatnope.nalcy. 

BALO"' 
Salors are among 1hr greatesl and ..most temblr of tht dtmons. 
They mo11va1e 1he.1r kmdred 10.spr:ead fear and misery. 

A balor JS a rrpuls1ve, rowcnnaliwnano1d {about 12 fee1 rail) 
wirh dark red skin and massive, clawed.hands. Its huge wmgs can 
propel it 1hrough Lhe air wtth unna1ural spc:rd, and us body is 

often wnppe.d inlund..flames. 

Com!ni 
Balors ~·r 10 JOUl baule armed 1>.•1th 1he1r s'":ords and whips. If 
1hey face suff resmance, 1hey may 1elepon a"~Y 10 loose. aJu; 
1ym&oh and fear effCCIS at the foe 

Spe:lklikc..AbiliJie.s~AI w1ll-bl111phtmy, dttptr ~ 

'"'''· dtlttl gooJ._dd«f !11w, ftar, grr11ln d11pdJ1ng. wro~ 
mag1t.~Jym&ol (any),1drlrmtm,1dtJ!(U:l Mthautont(_~ 

plus .lilpo.unds of obJ«U only1 languu (sd(onl.r.J. un~ 
11nholy11.uni.unholyl!lrglt1, and w11/J off1rr.; l/dar-::/irr..llDml and 1m­
p!auon.Ihe.se..abihueuce as the..spe.lls caSI bv"a.lllth·lt-\'rl sorcerer 
1.saxc.DC Utspcllle\·d). 
_fear. (Su):.t..._cru1uct hit by a lulor·s slam mack mus1 succeeJ 

ai a W1lls;1Ye.(.DCJ.9) or flee 1n tenor for ld6 rounds. 



Ent:mgle (U }: A b.alor's whip cnta,ngles focs_mucb.J.Utc an 

anack wLlh a net.. The whip has a maximum rangcof"O feet, w11h 

a r.mgc increment of t O fee t, and 20 lw PQlIIU(sce.pagc.l021n the 

Pl11ytr's H11ndbook for details on ne t auacks). The whip nttds no 

folding If 11 h11s. the 1argc1 and the balor 1mmedmcly make op­
posed Strength cbcds;.iithc lnlor wins. 11 dngs the 1argc1 agam.sl 

11.S fbmmg body (su bclowJ. The t:irgct remains anchored agains4 

the. balors body unnl 11 esapes 1bc whip, 
Body Flames (Su): Balors can wreathe 1hc1r bod1tt in ro;mng 

. .!lames as a Cru acuon. The ba!Qr wlltts.no harm, bu1 anyone gl'.ilp­

phn.g with 11 takes 4d6 potms of fut.damage each round. 
Vorpal Sword (Su): Erc.r:y haJQC. c;u:ries a t J VOf'J\ll grr111sword 

that looks hkc a flame or a bolt of Ughrnmg. The sword also has 

thcspctl·hkc ab1l11y todtlcdgoodascas1bya121h·lcvclsorccrcr, 

cxccp1 1hu 1u ~c IS 30 fttt.. 
Dccttt Magic (Su): Balors connnuously dc1cct magic as the 

...spell aw by a Wth-le.'ltl soa::cm. 
Sec lnvisibWty (Su}: &lors connnuously sec inv1s1bil11y as. 

t thc.spcllcas1b_ya.20th· lcvcl sorccrcr. 
t Summ on Tanar'rl (Sp): Once per day a balor can automatically 
summon 4dto druches, td4 hctrous, or one nalfcshncc,gbbrczu, 

manlnh,orbalor. 
Du1h Th1'06 (U }: When lulled, a balor explodes in a blind­

ing flash of light that deals SO points of damage to cvcry1hing 

wuhin 100 fttl (RC'flcx halfOC 20). 

Skills: Balors receive a •8 raetal ~nus lO lmcn and Spot 

checks. 

DFSTRACHAN 
.Large Aberntion 
Hi1 Dice: sdS.24 (60 hp) 
lnltlaiive: +S (H Dex, +4 Improved lrunauYCl 
Spttd:JOf1. 
AC: 16 {=.l,S.1ZC, .1 Dex, t6 na1ura l) 
Auadu::.l claws +9 mclcc 
Damage: Claw Jd6t-4 
Fact'/ Rcach: s fr. by 10 fr /s f1 
Spec.la.I Anacks: Dcstrucuvc. harmonics, ttvcrbcraung 

harmonics 
Spec.ial Qualities: Bllndsiah1, pro1cc11on from somcs 
Saves: Fon •S, Ref.), Will t lO 
AbW1ics:S1r 18, Dex 12.Con 16, im 12, WIS IS.Cha 12 

Skilh1: Hlde. t7,lntwt.DuK11on.t lO.l.t.s.tcn .2s, Move 
S1lcntly+IO 

Fe.au; Dodge:,lmprove:d lmuaul!.c. 

Climate/Ic.r:rain. Any underground 
Organ l:ution. Solu:uy or pKk (3-S.L 
Challe.ngelU1ing: S 
Treasure: None 
Alignmenr: Usually oeuu:a.I evil 
Advan cem enC;.,j-J.6.}10 

(Large); 17-24 liU!Hugcj 

The dungcon·dwcl11ng de­
s1rach1n looks like some 
bizarrc,ummclligembcast, 
but 11's an incredibly evil 
andcraf1yndi51. 

Th.is vaguclr rcpult.hkc 
~OllS.lc.r h.as.u1oopcd Crunc. 
.lJ.ugc. claws.iDLha.nds, and an 

aJ.mm:uuhc.h.kc:...hc.ad l.bat IS fca· 
1urdess except for us large car struc­
turcs and 100.lhlcss maw The dcsnachan 
ha! t.'4'0 CQmplex, thrcc·~rl cars 1ha1 11 can ad1us1 to be 

more or.lcsuc:nsiuYe to vanous sounds. It is bhnd, yc1 hun~ 

a sc.nsc of sound mo rt precise than mos1 cttaturcs' sight. 

Erom tt.S. tuhubr mouth a des1rachan emus carefully fQl:.UiW 

humonics. producing.some energy so powerful ii can shauu a. 
,srone wall So skilled as 1he..dcsnachan al tontrolling 1he sounds II 

cm1b 1ha1 LI tan choost. Wt type of maicnal ro affcc1 wuh irs 

auxk. 
Dcsnachans feed on..dt:;uh and misery. They haunt t.nhab11e::d 

underground complexes. spreading woe for cvtl's own sake. They 

.can blast 1he1r way thro.ugh Slone well enough to 1raycl.be.ne.a. 
rhc surfate as they wish. Someumes a dcsrracban subdues its v1c· 

urns and brings thc.m back 10 11s homblc Im for tQrtuct..arui.lDl· 

pnsonment. 
No living thmg would ever willingly all_y 1lid! \\'.llh tlus.JnQD.: 

srcr, altho.u,gh someumcs undcad or evil ouuidctS..accomp.mµ 
dcs1rachan as ii anacks and sbys (){her creatures. 

A dcs1rachan speaks no language bu1 undcmands Com.man. If 
,Qfle must commumca1e, LI docs so 1hrough acuon. 

<!OM BAT 
A des1rachan u~s LI S cbws only u a Lm reso.n.or to firush off.foes 
weakened by us sonic anacks. Bclilg utrc..mcly ...uuell1gcn1, JI 

of1en enters banlc wL1h surpruc if poss1ble. IL.firs1 fQ(~ on dt"" 

s1roy1ng mc1alarmor and ~capons and rhcn.cb.a.nit:s ta.humon· 

ics tha1disrup1flcsh 
Dcsu:u ctivc Harmonics (Su >: A dcstncha.n..can..blait...iowt 

energy in a cone up to 80 fcc1 long. le can iunc.the...lwm.ocs oft 
this des1ructive power to affect differem lyp;cs..o(iacget.s._ 

E1tsh: Disrupung nssuc and rcndmg bone, 1his hmcihle mad 
deals 4d6 pomts of damage to all wuhm the to.nc.!.Rdla...h.aJ.4 

OCIS). 
Nrrws.:Thc dcsuach.an can focus its barmon1ts 10 subdue othct... 

1han slay. This anack pbys ba\'OC wuh nerves and sensory S)!S: 

rems, dealing 6d6 pomts of subdual damage roall wLlhin the.cone 

(Reflex half DC IS). 
,'. f~trm1I: The des1rachan chooses wood, sronc, mc.taLor glass.. 

All obJccU made of thac maccnal wi1bin the cone. mUS.LS.ut:i::ecd a1 
a fonuudc savc {DC tS) orshancr.Objccu (orpomonsofobJCCIS) 

chat have up to JO hn po1n1s ut..PQlc.ouall¥.:Uftctcd by 1h1smac:k. 
Revc.rbenring Harmonics (Su)"_ The des1rachan can use a 

wall, a ceiling, or C\'t.ll a Oooc 1o..rdlcc1 any of the sonic attacks 

lis1cd ahcr.•c (e;>;ccp1 those that would..damage the rtflccung sur· 

face). This.auack affcc1s all wilhlil.30.fttt of 1hc dcscrachan, which 

is imn:umc to the cffccu of us own abilily. 
Blindsight (EI): A dcs1rachan can use htarmg 10 ascc.nain all 
fo.cs.w11h1n JOO fttt as a sighted treamre would. 

Pro1tttion from Sonics (Ex}: While they 
can bcaffcctcd by loud no1scsandsomcspclls 

(such as ~ J&tUnJ or silt.!Ul, dcsuachans 
arc lc.ss vulnerable 10 sound-butd 

auacks (• 4 d rcumstancc 
bonus on all saves) be-

cause they can pro-­
ltt l 1hc1r cars. A 
dcstrachan whose 
sense of btanng lli 

1mpaucd .!L.c!fe:c· 
uvclybhnd.u:cauog 

all urgc.u as 1olall.S4 
ccaled (sec Concu.lmc..w.. 
page .Ul l.D thL£li,iy. ' ....,...,..._ 

Skilb: W ith perhaps 
the mos1 sophisucatcd auduory 

organs incxastencc,1hc dcsrrachan 
ga105 a .io racial bonus to lmen 

checks. 



Hit Diet': 
lnitiatiYt': 
s,,...i, 
AC: 
Anacks: 

Oamagt': 

..fau/ Rt'ach: 
Spt"cial A11acks: 

Lem~ (Baa1ttu ) lmp 

MMium·SittOuuidcr(Evil, Lawfu]) Tmy Ouuidtt (Evi1, Lawful) 

ids (9 hp) Jds ( ll hp) 

tO -tl(Dex) 
2of1. 2of1.,flysof1. (pcrftcll 

l) (1" ] nauuall 18 (•2 Sitt',+] Dex, •l na1ural) 

2cLiws+2melee Sung•Smelce 

CLiwldl 

S fi by S f1./S ft . 

Sung tdi and po150n 

2 1/ 2fr by21/ 2f1./0ft. 
Spell-likeabilu1t"S.po1son 

Qs:yluth (Baate:r:u) 
J.az:ge Ouisider {Evi1, Lawful) 
5d8rl0()2 hp) 
tt(lmpIOYedlnmau\·e) 
4-0ft. 
17 {-tsuc,+8na1ura(j 
Bue ,..9 md«:, 2 cLiws +4 md«:, 
mngt'4mclt't' 
Bi1e tds ... s,cLiw td-t-.2, 
snngJdit2 and PQOOn 
Sft.by.ifl./10f1. 
Spell·hkeab_1l.11.J,CS,fca.raur.1_ 
poJ.SOn.sWD.nlQll.haaie:tu 

Special Qualities: Damage reducuon S/si.lrtr. SR S, 
hu1ezu quahucs, mmdless 

Damagt rtducnon S/s1lvu, SR S, poison Damage rtducuon 10/1"1. SBJ.2. 
immumry, fire resmance 20, Stt in lnarcz.u quah.ncs.Jmow alignmem 

Sa\"t'S: 
Abili t ies: 

Feats: 

For! +J,ReftJ, 'X'11l . 1 
Su 10, Dex 10, Con 10, 
ln1 -, WLSll,ChaS 

Cl.imate/ferra.in: Any Lind and underground 

f
Organiutlon: Soluary,gang (2-4),Sw;Jnn (6- IS), 

ormob (t <>-40) 

Ch.aJlm&e Rating: I 

Tttas11tt: None 
Aligrunuu: Always Liwful evil 
Advanct.mt.nl: ]-6 H D (Small) 

darknt'SS. polymorph. regener.mon 2 
Fon , J, Ref ~6. Will +i 
Sir 10, Dex 17. Con 10, 
ln11 0, Wis 12.Cha 10 
Hide •IS, lis1cn .,.5, .\lO\'t' Sikmly +S, 

Starch •S, Spellcraf1 •S, Spo1 H 

Dodge, Weapon FineSSt' (ning) 

Any bnd and underground 
Soluary 

.None 
Always Liwful evil 
~HD{f1nyJ 

Kyron Hdlcu 

HitOiCt': 
l ni1fa1ivc: 
Spt"cd: 
AC: 
A nae.ks: 

Damage: 

MMiwn-Siu Ou1Sidcr(Evi1, Lawful) .1.argt.Oub'idtt (Evi1, Lawful) 

8d8•8 (+4 bp) 7d8+2l (S2 hp) 

+4 (lmproved.lnmaU\'e) +6 (.,. 2 Dex, ,4 Improved lmuauve) 

~k wfi. 
18 (+8narural) 
2chainnkH+9melt:e 

Chamr;ike 1ds+1 

14 (-1 s1u .... 2 Dex,•l naiuraJ) 
2daws +12 melce.bnt +7 mdcc 

Claw1d+.6, bi1e2d6,J 

Fon +6,Ref rt...willt6 
Str 21, Dex 10, Con..15. 
ln1t <4 ,W1st4,Cha14 
Concenrnmon ... s, Hide t), Usren •I I, 
Move Silemly .. s. Starch .s. 
St'nst" Mom·e .10,Spo1 +12 
Alertness, lmprovedlnuiam'e 

Any Lind and underground 
Sohmy, 1ellll {2-4J, or squad (i--10) 

' S1andard 
Alwayslawfule\'1.1 
6--8HD(Largei; 
!HS HD (Huge) 

Barbuu (Ba.:ue:r:u) 
MMium·Siu Ouuidtt (Evil..Lawful) 
6d8+6UlbpJ 
1"4Umprovt.dlnmauve) 
40ft. 
l7 (t7 natural.} 
Cb11•t.t8/tJmdtt~orcbws ~s 
mdt't', bun! (Stt tenJ 
Cbl\·t 1d10,.3 and woundrng; 
cLiw td4t2,beard ld8+2anddlSl';asc 

Faet"/ Rtach: S fr. by S ft./ 10 fL sfLby 1of1., sfr 5Ji..bys£1/s f1 

Spccial Anac.ks: Dancing chains. unnerving gau Pounce, unpfO\'t'd grab. rake tdttJ 'X'oundm1o beard. b.mle fl"t'nzy. 
summon ~atezu 

5Pt"cial Quali1in: Damage l"t'duclion 20/ +2, SR 17. Scent, ln\•1s1ble m hgh1. SR 16, damage Darru.ge rt'ducuon 10/ ... 1, SR 2], 

.5a1·es:.. 

.Abilities~ 

SkiUs: 

Feat.S: 

cold 1mmunuy, regenera tion 2 reducuon 20/1" 2, fire resistance 20 lnatezu quahues 

Fon +7, Rd" +6, Will +6 Fon +8. Ref +7, Will •7 Fon .. 6. Re:f .,.5, \'('1ll .s 

S1r 1J,[)ut1,ConU, Srr2},Dex lS,Conl7, Sul5,Dut1,Cono. 

lm6,Wisto,Chal2 l n1IO,WLS l<4,Ch.a10 lm6,W1stO,Cha 10 

Climb+12,Crafr (blacksm11hing) ... 10, Climb 116. Jump d6. Lis1cn • 16, Concentr:mon +7, Hide ;6, 

Escape Arti.51,. 11,1.LS1tn ti}, Mo•,.eSilcmly t16,Spot tl2,SwlID t12 Listen •6.MO\·e S1lt.ntly •6, 

Spo1 • tJ SenSt' Moun~ ... 6, Spo1 ~6 

Alenncss.lIDprovcd Cnucal (cham), Dodge. Improved lmli.aU\e Clea1•e, Improved lnmam·c 

lmprovedln111a1we 

CHrnalt'/ft'rrain: Any Lind and underground Any land and underground 
Sol1u.ry. pair. or pnde {6- l o.) _ 

Any land and underground 

Organiu1ion: Sol11ary,grng (2-4). band (i--10), 
ormob(1 1-20) 

Challenge Rating: 6 
Treasure: S1andard 
Align.mtnt; Always Liwful evil 
Adnnccmcnt: ~16 H D (Mtd1um-me) 

-.None 
.e.lwayslawfu]evil 
8-tO HD (Larget 11 -llHD {Hugej 

Soh1ary, 1eam (2...,. ).orsquad :i--10) 

7 
S1andard 
AlwaysLiwfulevil 
7-9 H D <Mcd1um-S1U;; 
tO-tSHDllargc) 



Erin yes (Baatttu) Ham.arula (Baamu) Cor:nugon (Baa1nu) 

Medium-Siu Outsidcr (Evil,l.aw:ful} Medium-Siu Ou1sider (Evil, Lawful)--1.argc Ou1.sidcr (Evil. Lawful) 

ffitDice: 6d8•6(l3hp) 9dS .. 9 (49hp) ...udBt3J (82hpJ 
lnidalive: d (Dc)() tO _t..l{,[)cx) 

SpcM: .30 ft., fly so ft. {a,·en&el 30 fL 20 fL, fly 50 f1. (avnage} 

AC: 20 (tl Dex ... 9 natunO 22 (+12 namnl) 2.5 (- t siic,t l Dcx.tl5 natur.il ) 

Attacks: Longsword.,.S/tJmcltt;or 2claws.t2mtltt Wluptl5/ tlQ/tSmdtt (or2cbws t15 
longbow t7/ t2 ranged; or mtlee), buc. t9 mdtt, taU r9 mdee 

rope t7 r.inged 
Damage: longsword 1dSt3,or 

longbow ids, or rope enrangle 
.Fac£/Reach: S f1 by S fL/S f1. 

pccW.Auacks: Rope en1angle, ch.arm person. 
summonbaaiezu 

Special Q ualities: Damage rcducuon lO/ ti._S_B. 11. 

Saves: 
Abi.li1ics: 

Skills: 

Feats: 

bauezu qualiucs, tongues 
Fon-.6,Ref-.6,W1l!t7 
Srr t• , Dex IJ,Con I], 

lmH,WisH,Cha20 
Concemration t9, Disguisetll, 
Escape Ar1b1 tS, Hide •9, 
Lis1en -. t0,Mo.,.eS1len1lyt9, 
Search +9,Spo1-. 10 

Dodge, Mobility 

Climate/fur.tin: Any bnd and underground 
Qrp.nization: Soluary 
Challen~ Ra1ing: 7 

,.Ireas ure: Sundard, plus rope 

Alignmenl: Always lawful evil 
Advancement: 7-12 HO (t.ledium-si:«) 

H.i1Dke: 
Initiative: 
Speed: 

Gc.lugon (Baatttu) 
Large Ouuider {Evil,l.awfuJ) 
12d8t60 (Ulhp) 
•I (Dex) 
•Of1. 

Cbw2d4+3andfear 

sfLbysfr.,-sf1 
Fear, 1mpl'O\'ed gnb, impale Jd4--H. 
summon b.:ia ttzu 
Damage- reducuon 10/ •l, SR 23, 
baa1ezu qualiues 
Fon.1,Rtft6,W11l.s 
Sir 17, Dtx 11 , Con I], 

Im 12,Wisl4,Cha 10 
Concemr.111on • 13, Hide +12, 
listtn•l5.MO\·eS1lently112. 
Search . 11, Sense /\louve •13. 
Spol+IS 

Ale:nn65,..Cle2Ve, Power Anxk 

Ally land and underground 
Soli1ary. 1eam (2-4),or squad (6-10) 

• 
Standard 

Alwayslawfule11il 
10 HD(.~ ledium-stu ); 
tt-2lliD (large) 

Wfup 1d61"5 and stun. chw ld4 :t5.. 
b11e ld4-.2, ta1l 1dJt2 and wound 
IOfLby 1of1/ 1sf1. 
Spell-li.ke:abilines.Iuraur.i, _ 
stun. wound...sw:nman baatez.u....__ 
Danuge mluctioo..20/1"2, 
bu1ezu qu2h.ut.s..re£me.ru.ion.5 
Fon t!O...&l:LB. Will :t9 
Srr 21, Df:x 11, (Qn.1Z. 
lml4,W1s14,Cha..u._ 
Bluff .. 14, Climb dli, 
Concentration•l.5,Hide.7, 
LISlen • 14,/\\0\•tSilendy r14, 
Search+t4,Sense M01111e .. 14, 
Spot .-1• 
Cltave, Po-~r Auxk, Sundtr 

Any land and underground 
Solirary, 1eam (2-4), or squad (6-10) .. 
Standard coins; double goods; 
stand;1.rducms 
Alwayslawfu] e.,.i l 
12-15 HD (large); 
16-30 HO (Huge) 

Pi1 Fiend (Baa1nu) 
Large Ouuider (Evil, Lawfu1) 
tJd8+6S (12J hp) 
+S (+I Du, ..<t lmpto\·ed lnu.i.im:e) 
•Oft.,lly60f1. (a.,.er.1ge) 

AC: 
Anacks: 

28 (-1 SIZC',tl Dex.tlSn.atural) 
long.spear •l7/ +12/1'7melce {or2 cb1V1 .. t 7meltt), 
but.tl2melee,1aild2melcc 

30 (-1 size •• t Dcx •• 20wtur.11l 
2claws t19melee,2 wings +I• melet, 
bite +14 mdee,1aUsbp ... 14 meltt 
Claw ld6+7, wing ld4t3, Damage: longs~ar ld8•9 and rold, clllw ld8+6, 

bue2d.41'-3,1ai!Jdtt3andcold 
Facit/Reach:. 10 ft. by tOJL/U ft. 
Sptt.ial Anacks: Spell· like: abiliu6. fe:ar aur.i, 

cold, summon ~tezu 
SpecialQuali1ies: Damage reducuon 20i•2.SR2.5. 

,Saves:.. 
.Abilhiu: 
Skills: 

Fears: 

lnuezu qua.Imes, regener.nion S 
Fon • IJ, Ref .,.9, Will tH 
Str23, Dex ll,Con 2l. lnt 22. Wts 22,Cha 16 
Bluff +16, Climb +20, Concentr.1t10n t20, 
Oisgui.se-.17, Jwnp +19, Kn01Yledge (arcana) +20, 
listen +22, Move Si.ltntly +16, Se~rch ~20, 
Sense MOIL\le t20, Spellcnft +20, Spo1 -.22 
Altnness, Clea\'e, Dodge, PcM·tr Anack 

CUma1e/fcrrain: Any land and underground 
Organizalion: Sol11ary, 1t.a.m (2-4), squad (6-10), 

or 1roupe_(l-2 gelugons, 7-12 bubuu, 
and l-tosylu1hs) 

ChaUenge Ra1ing: 1 l 
Treasutt: S1and.ard coins; doubk goods; st.andud.uems 
Alignment: Alw:ays lawful evil 
Advancement: 13-18 HD (Largit); 19-33 HO (Huge) 

hue 2d6+3 and poison plus dist:ase, 1ail slap 2d+.-J 
5f1. bysft / 1ofr. 
Spell·hkt abUmes.fearaura..lDlpl'O\·edgr.ib, 
cons1nc1 2d•+ IO, summon ~tezu 
Danuge reducnon 2S/ t2,SR 28, 
~1ezuquahuts,regenennonS 

foni.13.Ref •9.W11l.u 
Str2S,Du: 13.Con 21, lm 20, Wis 20,Cha 16 
Bluff+ 17,Chmb •20, Concenrration •19, Disgutse •17, 
Hide •4,Jump .. 19, Knowledgt (arcana) +20,Wten +21, 
Mcr•e Silently t17.Se:arch +2 1,Spelkrafi t21,SpoL.t2J 

Clea\'t,C~ea l dea\·e, l mpl'O\·ed lnubuve, Powu.Au.ack 

Any land and underground 
Sol.u.uy, 1e.a.m.(2=U. or troupe 
(1-2 jlll.ficnds. 2:-5-cornugons. 
and 2-..5 h.amatul.is) .. 
S1md.ird coms; double goods; s1andard uems 
Alway.sbwfuleril 
1+-.20 HD (large); 21-39 HD (Huge) 



Dt'vils arc Arnds from 1he plane Q(Baator..a.h»iulcvi.Lrulm. The 
most numtrou.s ne 1hr bu1ezu, who uc infa.mow (or thei r 
strrng1h, tvil 1rmpe111mcm, and ru1hlelili cffiocm o_rpnw11on. 

8aa1nu have a rigid cas1e sys1em.Jn which authorily derives 

no1 only from power but also from nauon. They occupy 1hem· 
selvrs mamly wuh alCD.d.i.ng thl'ir mOuwce: th roughou1 rbe: 
planes by corrupnng mo.rials. 

..S.Utezu who funher lhu 
goal are usually rewuded 
~thlmprovedstattons. 

.Mosr baaiezu have a 
~otb1c gargoyle look, 
g.rotesque and un· 
sighdy by human 
mndards. 

Excepcwhereootcd 
below..allde'llls speU-
lnfemaL Ccluual, and 

t°""""o. 
COMBAT 

Dt'v1ls enJOY bully· 
mg 1hose weaker 
1han themselves 
and of1en acuck 
good creatures iusi 

~:.inM~s:rd~~iJs 0:re 

, surrounded by an aura of 
,.ic.ar, which lhry use 10 
break up powerful 

_groups and de­
. fear opponent.s 
p1e<:emeal The ba­
a1uualSQ.ustfbC11" 
1llus1on abdiues 
to delude and con· 
fust foes as much 
as possible. A fa­
vori1e 1rick is to 
createillusoryre­
mfon:ements; l'ne· 
m1escanntverbeen· 
rirelysuuifathrcatis 
only a figment or rtal sum­
moned dc.Yib.Jowing the fray. 

Summon Baatezu (Sp}: Most 
luattzu an. summon other 
baatew much as 1hough casr­
~mmo11 moni:lnspcll. bu1 thcy.havconlya limued chanceof 
..success. Roll d'.\i.: On a.fatlure, no baattl.U answer the summons. 
Summoned crca1ur6 a.ummaucally ccturn whence they caml' 
after I hour A baattz.u..that.has.JUSI bttn summoned canno1 use 
usownsummonahJ.uyfor Lhour. 

~atezu do 001 usc.thcu::s.ummon.a.bihry lighdy. since 1t leavts 
them beholden 10 tht summoned rna1ure. ln general. they use 11 
only when ne<:esury 10 g;uJU'iaocy o.cs;ixctht1£..QWn hves. 

BMTEZU QUALITIE~ 
lm m uni1ies (Ez}: BaUl'ZLI ace immune rofi.rc.and RQISOn. 

/. Resistances (Ea): Ba.a.1czu have cold and acid rcs.i.s l~e 20. 
_..SC.c..in.D::u:kncss (Su):.Al.I devib can_sc.c perfectly l.D.dadmess 

'...k.uulc.Yt.n that created by dtrprr dllrknns spelb. 
dcpathy (Su ): Ra.alfiu (except lcmures) can communi· 

. catc 1c.kp,11luully with any creature w11hm 100 fte1 1ha1 has a 
language:. 

LEMUR.E 
Lc.murcs are revolu.ng blobs of molten flrsh, abou1 S fret 1all, wuh 

v.igucly humanoid torsos and huds. Tht1r fea1urts ue tIDstt.d 
mto permanent expressions of anguish. 
~mures arc. mindlc.ss and thus canno1 communica1e, bu1 they 

.are scnsmve 10 t clcpalhac.~gcs from 01her devtls and obey 
1he1r mental command£. 

lemures surge wward anything 1hc.y.mce.tand.l[)' ta claw., 
it apan. Only a 1elepa1hic command from other devils 

or 1hc complete desrruclion of the lcmures can make 
thcms1op. 

Mindless (& ): lemuus..are unm.unc to all 
mmd·mflucnc1ng dic:eu. 

Imps arc ms1d10usdevilsoften 
fowid serving lawful evil spc:ll· 
castersascouncilorsandspies. 

1n thc.it.narural forms. imps 
loolr.Ji.lu u.oy humanoids 
wnh kalhc.ry ba1w1nis. 
lnrbcd..tatls.and5hup._rwist· 
cd horos.....:rbnr.slun IS dark 

ttd, 1hc.1LhQ.CnS_arulJ;iggedl«lh 
gleaming whitc....Ltnp:s.and 2 fee1 

rail and wc1gh;ib®t.B..po.unds. 

Imps are cn\·en, but not.SO rurudu l<l...t 
pass up an opponumty for a surpnsc.. 
auack (their 1nv11r1'1hly and poly-

morph abiliues often crc21c op­
ponumues). In UJ .naluul 
form, an unp auaclu wuh 
1he widc.d stin&cr on irs 
ml h qu.!ckly flies our of 
ceac.h..i!a foe manages ro 

.smkebackc!Te<:ovely 
Spell-Like Abili1ics: Al 

wtll---dttal pl, .Utut map-, and 
111.vmbilily (selfonly); l/ day­

.siq:gatum.lhcse abiluitsare as 
1hr spells cas t by a 6th-level 

sorceru (saveOCtO+spC'lllevel J. 
Once per wttk an imp can use comm1mt IO ask 

so: questions. the ablh1y 01herwise works as 1he 
spellcas1byal.2th·Jcvelcleric. 

Poison (.Ei:}: Sung, fonm1dc.iar.e U>C IJ); inmal damage ld4 

temporary .lkxtt'nf)', St'<Ondacy damage 2d4 temporary Dt'x1enty. 
Polymorph J Su}; Ao imp can wumc 01her forms al will as a 

standard acuoJL..tb.is ahJuy.fu.nCJions as polymorph u-!f cas1 by a 
t2lh·level sorcerer, uccp1 1ha1 an individual imp can assume only 
onc.o_r rwo forms no larger rhan Mcdium·sue Common forms ln· 

dude monstrous spider, ravl'n, rat , and bo.u. 
Rcgenera1ion (Ex}: Imps rake normal dunage from acid. and 

from holy and blessed weapons (if silver Of enchanted). 

OSYLUTH 
Osylu~oft«LS.CI:Y:e a,s Baa tor's police and in(O(m_eo;, moniw.ting~ 

other devils' acLL.yitics ;wd rcporung on their sen:ic<.. 
An osyluth looks bony and wretched, alnm9 a husk of a hu· 

,Jn.UIO.ldiar.m...wp~ Wlth..alcarsome sk~ sickly, dnC'd 
,slun.U s1mched ughL It has a tail ltkl' a scorpions and cxudt.s a 

.fuulodor of dcay.JlsyJu1hs srand about 9 ftt1 1all 



Combat 
Osylu1hs hut all 01htr crtarurCJ and anack.nuhlwl)!.l'hcy freely 

use ""'II of ict 10 kttp 1hc wcmy d1vidc_d..._ 
Spdl-Like Abilities:. Al w1ll--11nam11lt dtaJ, charm pmon, dr­

mtn11on11/ 11ru:hor, doom, Jl¥.Jn11111b1lity {.self onlyJ, m11}0r 1m11gt, s11g­

gtil1on, and wall o/Jtc.. Thcse.ab1lmts an.• as tht sptlls cast by a 

71h-ltvdsorcercr {»\'eOCU-.sptlllc\'ei). 

An osyluth can also ldtl1Ql1 u.'llho111 trror..(sdf plus SO pounds__af1 
obJtCtsonly) " will as chc spell casl by a 121h·levd sorcerer 

_Fear Aura (Su}: Osyluths cm.ad.u.1u.5:.fooM".1dius fear aura au_ 
frttaction.Afftctcd creature:> mus1 succeed at a Will SJ\"C (OC 14Jor 

be_ afIK1cd as though by aJt11r..spc].l cast by a 7th-levtl sorcerer. A 
c.tt:nurc 1ha1 successfully saves cannot be.affec1cd again by the s.ime 

osylmhii aur.1 for one clay. Othe.r ba:uezu ue immune ro 1he aur.l. 

Poison (Ex}: Sting, Fonitude save (OC 14); miual damage td6 

temporary Strcng1h, S«onclary damage 2d6 temporary Strength. 

SummonJJaa1nu (Sp):..Qnc._e per day an osylu1h can memp1 

10 summon 2d10 lemurcs wuh a SO'\ chance of success, or an- 1 
t°thcr_myluth with a 35~ chance of success. 

Know Alignmenl (Su ): Osyluths always know the align­

ment of any crcuurc they look upon. 

KYTON 
Many people mis1akenly believt 1hc chain-shrouded ky1ons 

10 be undnd, hktning 1htm 10 1hc 1ndirional shacklt· ra1 -

Lling spim. In Caci, 1hcy arc devils rtstmbling humans, 

,wrapped in cha ms ms1nd of dothmg. 
Ky1on.upcak Infernal and ComlllQD..._ 

4'mba< 

~s ~fo~hi~~~~~~~~. ~~i~,:~e:;~s~~~~~: s:a::i~::~d
1 ~;;::rrv:, 

much 1ha1 they may mlk vicnms for houn..hu.i.ldi.ng dread and 

panic pnor to aitackmg. 
Dancing: Chain j (Su): A kyions mos1 a~LUt.ack lS i1s 

abiliry 10 con1rol all chams wnh1n 10 fee l as a Sllndard acuon, 

makmg chem dance or move as i1 wishes. In adduion. I.be 
ky1on ca n increase the. c.h;uru' 
leng1h by up ro 1.S (ul arul.,. 
cause 1hem to sprout razor· 

edged bubs. Tbest chams il.t· 

1ack as efftCU\'ely as the 
kyl'Oni1scl£ 

A k)"!on can climb chains 
11 comrols ac us nonnal 

speed wuhou1 a 
Climb check.. 

1hc opponent's 
dtpancd lovt'd 

ontsorbmeren-
emies. Those sub­
Jtctcd 10 the g:uc 
mustsuccttdaia 
W~(.OCIS) 

OI' suffer a ~ 1 

m o..r a I e 
pe~lrytoall 

anack rolls 
for 1d3 
~ 

Rcgenuation (Ei:): Ky1ons rake nonnal damage from.Ji.re..., 

acid, and blessed weapons. 
h..k)'.lon thu.loscs a piece of i1s body regrows u in 1d6w.lQ.m.m; 

uies..Jioldmg: thr seyued membtr agams1 tht Slump enabJCtll IQ 

,.uanachms1anily 
Skills: Ky1ons rtt<lllC.l..d mi.al bonus co Cnf1 slulls mvolvmg 

meialwork. 

HELLCAT 
These flerct devils, also calltd btukms......m~abo.ut ~ 

s1ltn1ly, cons1an1ly on 1he i 

watch for some 

Hellcats measure some.7 fccc long and ha,·e eyes ihat g:lc:un.w~~ 

fer.ii cunning and rave.nous hunger. They are more than in1cny 
gent enough ro set ambushes and 01htrwisc OUf"'LI c.nemic-s.. 

1-leUcais use- a natural rclepa1hy 10 communica1c- wuh QllC an-

01ht'r and 1h~ 1hey encounter. 

Combat 
A hclkar can hold us own in combat thanks 10 sharp cla"'-s and 

wicked fangs. 11 preft"rs 10 lup_uponoppQntnts.JUSt as a lion docs. 

Pounce (Ex}: If a hcUcililiaps upon a foe- dunng 1he flm round 

of combat, ii can make a full.a.tiac.k.e~·tn iiu has already 1aken a 

movtacoon. 
I.mproved Crab (Ex): Tu_use_i.h.u ahiliry, the hdlcat mus1 hu 

wilh its bne anack. lf 11 gels a hold, iu.:an rake. 

Rake (.Ei:): A hcllca1 can makt 1wo rakt' aiuckJ (+11 mdec) 

agamst.a.hdd ettaiure wnh i1s hind legs for td4-d damagt each. 

If 1he hellca1 pounces on an opponent, ii can also rake 

Invis ible in Ligh1 (Ex}: A hclli:a1 is invisible m any area lu 
well enough for a human to sec. In a darkenfii arc-a, ii shows up as 

a fai ntly g:lowmg ou11ine visihlc..up_to JO ftt1 away (60 fee1 if tht 

vitwe_r has low-light vision). Magical d11rlrnm smo1hers 1he glow 
and CQDC.tals 1he. ouihnc-. 

SkilJ.s: lic.Ucau_ rec.tin a rlJ.:acialbonus to l1s1en and Move 
Stl.cmlychecks. 

BARBAZU 
Barbu.u servt as tlue shock 1roops, spc-uhcadmg acraclu_by 

masses oflemures. fa•try barbnu carric-s a »w-1oa1hcd gl.a.l~·c.,_ 

A bubu.u i.s.a foulhumano1d creaiure abouc 6 fttU.a.ll.w.uh..~ 

long w~ cbwccl._hands and feer, porn1cd t'ar:s, and uiuky.__dis­
gusung __ hc:ud...!ts.shn is molSt, though scaly like.a.up~ 

Cpmbat 
8ubnu.arc.aggre~c.aodlcno_c1oflgh1 . Th~rro.Juctft.imt10 

a1taek opponcms 1hcy canno1 orherw1sc reach, but lh<'y preft'r 

,mdc.c....Ihcu_/Nr touch scaners groups 1ha1 pu1 up an effttnvt 

defense. 



Spell·Likt Abilirirs:A1wJl-:-'.'ll.lllDl~c11m· 

manJ, Ms«r11tt, 111.igu "~"l"'n, m11JC1r 1m.igt. rmdw:<~anll,and rnggts· 
Mn. Barbnu also can ioducc /tar by 1ouch as.1hc...spe.ll. except u 

a!Tccu only cht cttaiurc..wuchcd. These abi liues att as cas1 by an 
81h-lcvtlsorce1tr (u\'eDC...10.spc.lllevel).. 

A bub.nu can klqmu1~tllwu1 mar (self plus 50 pounds of o~ 
jtc1sonlyJ a1 will as the spdL:as1 by a 121h-lc1·d sorrcrer 

Wound (Su): A h1l from. a..bubuuS gb.wc. cauStS a blct.dmg 
wound. The in1urcd cre:uutt 1osts 2 adduional h11 pomu ucb , 

,..mu.od unuJ the wound is.bound.(.a.QC.J.o.Heal check) or rhc.~ 
twc..d1cs. Th ts is an abih1y of 1hc..barbazu, no1 of 1ht weapon, 

card (Ex): If a barbazu..hits a singlc..opponem wi th boih cLiw 
auacks, 11 au1om.:mcally hits..wi1h us beard. The a1Tcc1td crtaiure 
mus1 succttd al a Fortitudc..sa1·c (DC 14) or bt infcc1td wuh a vile 
disease called dc1'.il.chills (locuba11on pt'nod !d4 days. damage 
ld4 poumof1emporu.y Sin:ngdl). Damage 1sdtah each day unril 

,..the a£1lictc.d crea1w:uuc.c.ccds a1 1hrcc consccuuvc Fon uude 
t saVCi. the dutasc is cured magicall y, or 1he cream re dies (set Ots-

~~'::fcC.:e~~~~~c;~~:~:L:!;~.!'!k i1sclf into a bauJef" 
fren:ty similar ULthc barbarian's rage abiliry (+4 S1rl"ng1h, +4 
Cons1ilu11on, •2 morale bonus 10 Will Sll\'es, -2 AC pt'nalry), for 
a •2 morale bonus 10 amidts and damage and 12 cx1ra hi! points. 
The frcn:ty Iasis 6 rounds, and rhe barb.nu suffers no 111 e1Tct1s 
af1e1Ward. 

Summon 8aa1n u (Sp): Once per day a bubaiu can atltmpl 10 
ummon 2d 10 ltmures w11h a 50"\t chance of succ~s. or another 
uhuu \)!Uh.a JS% chance of succe 

INYES 
µc 1hcir demonic countt~ns, 1hc sUCCJJbi....crin)·cs sttk 10 
.Jtmpl monals uiro dcpravuy. 

Unlike orher deVlls, ennyl'S appear al~ m..hwnans, tt­

,.sembli.ng very comely women exctpt [QC. tht1r huge. Ju1hery 
.wUi&s..and.slnistc.r.cycs. Ibey art abou1..&..fee.uall. 

Combal 
Ennycs prefer 10 avoid combat when 1hcy can. lf forced to..fi&h1, . 
1hey use their charm pe[S()n 1bW1y to furn fOl:S a gun.st .onc.a.n,_,. 
O!her and en1angle those they canno1 charm. 

SpcJJ-Likc AbiUtit.!i:..AI. wJl-anuthllt dt.id, tlwnn mC1n1ltr, dt1· 
tm1tt, m11tsr&ility (se!LonlyJ, m11g1c ... 11rd1 against good (self only), 
ma111r 1magt, polymorph Stl/, produn /lamt, Stt 1n111s1!nhty, s"ggtsl1on, 
and unholy 1:!!1ght.Jhesc abi.111i~ areas 1ht Spt'Us cast by an 8th· 
level sorcuu (.save.DC L5 t spcll lt.vcl). 

An e.nnr.cs..alsa.cazUdtport Ll'.ldlDKl mor..{sc!(~us SO pounds of 
obJtcts only} at ''"ill as 1ht spell cas1 b)' 1 l21h:lt1·cl sorcerer 
Cbaan~n {Su): An cnnycs an chum a humanoid crea­

•• IU.rc with a look. Tlus is no1 a gaze uuck. and 1ht 1argc1 nttd n01 

~the ennytt's eye. i:hc ability has a r:ingt of 60 fttr, an af­
,l«:ted.opponcnl musuucce"ed al a Will.save (OC 18) or btcomt 
umrly loyal 10 tht enn)'..t.i..lhc.. vic lim will do any1hing 10 pro1cc1 
1hc cnnycs, even iU.hauneans.illying his or her companions or 
facing ccnalD death..J:he ability is otht>1W1se similar 10 rharm 
pmon cast by an sth:ia'.clso«.c.rct.......... 

En1anglc (Ei): Each ennycs camcs a SIO\JI ropc some 50 fttr 
long 1ha1 tnlangltt cp~aLa.n)'.sizt..Uan..JUlll?llllt '°re' spell 
cas1 by 1 l61h-levtl sorcerer. Theco.nye.s can hurl the.rope JO ftt1 
wnhnorangepcnalry. 

Surnmon Baunu (Sp): Once pcr..d:ay an l'tiny~ c.an..auemp1 

H.
io.summon 2.dlO lcmurcs with a 50'.\. chance of success, or td4 

uu wuh.a..l55 chana.of success.. 
ongues...{Su); An ennyes has a pc.rm.antn1 1ongucs ability as 

-;-iliu~~·clsorcerc~ycsusuallyustxubal. 

commurucation when dealtng wnh monal.s and Sl!Yt 1cltpa1hic 
communic.aUQD for com•ersing w11h 01her fiends. 

HAMAtIJl.A_ 
Hamatulas arc 7-foot·!all humanoids co.,.ercd wuh sharp bllbs, 
righi.down....10 the. ups of th1"1r long, mury mis. They tco'~ 
guardtansand p;1uoltr00ps. 

. A hama1ul.a has unusually.Jona. sharp claws on irs hands.J1s 
).ttn eyes shift and dan.abow..makmg ii look pt'rptn1ally nervous. 

cOmbat 
Hamaiulas eagerly (igh.i_wuh 1ht1r claws, uymg ro in:tpalt thcu: 

.oppontms. They use..balJ ptnan 10 immobiliu..thosc...who..a~ 
1hcirhugamcks. ~ 

SpcU·Likc Abilities: Al will-anun.itr dead, dta.rm.pman..dot.· 
rl'lllt,doo111,h111dprtr10n,mu1C1r1milgf,prodwtflume,pr:mtt.d111ia,and 
111ggt1l1on. l}day--onkr's wrulh or unhCll)' fthg.hL.Ihac.ahWucs..arc. 
as1hcspdlsc.as1bya9th·lc.1"tlsorccrcr {~v~ 

I\ hama1uk can ttltport wllhour mar (self plus.S.O pound.s..olob­
.JC.Cts on[yJ at will as 1he spcll as1 byat21h·l~·tl sorcc.ttL.... 

ft'ar (Su): A crearure h1r by a hama1ula mus1 succttd a1 a Will 
t5llY' {DC 14) or bc...affcc1td as thou.gh._by /u1r cast by a 9th·lcvcl..., 
...sorcerer Wht rher or not 1he Sllvc. lJ successful, 1ha1 creuurl' 

canno1 be afftcttd agamb)' tha1 haawul.a's.fur.abWty for one day. 
lmprovtd Grab {EI): To use 1h1sabWcy..thr..h;u:n:11u.b mus1 hi1 

w11h a claw awck. lf 1r gctu bald, i1 can Lmpalc...thc_oppooc.nLon 

i!s barbtd bod)'. --
Impale (Ex): A h1ma1ub dcab .kl4-.4 pa1D.l1...Qf damage 10 a 

grabbed opponent with a successful grap~ 
Summon 8aa1nu (Sp): Once. per day a...b.am.a.t.ula.can .. ancmpt 

10 summon 2dLOJemurcs wuh a SO'\. ~C5S...<1Lan+ 
01htrhamnuta witha.Js.\:.chanceofsucccss. ~ 

CORNUGO N 
Comugons stn-c....as clue dt.fense forrts and art ternhlt fQ lilo.14 
upon- c.ven for devils........ 

A cornugon is 9 f~1 rail, only ~guely humanoid, and cO\'Utd 
wuh hidtous scales. Ifs huge wings and snalung, prdwwlc...tatl 
addroilsin1imida1ingappc1rancc 

Combat 
Comugons aft bold flghm:::s.. Ihr.y ...ruclµcuta1, even agams1 
oo.•erwhclmmg odds. They.lm-t. ro 6gh1 with 1herr whips. usually 
singling 001 1he mon.1)0\·cduliQH...W..Srun and clunmatt quickly 

Spdblikl' Abilities; Al.will.-armwllt dt..O, charm prtr10n, Jtst. 
rnif<, dtttel good, dtltcl magiwitll.dllwugbts, Jure'/ chaos, duptl gooJ, 
rnagir mtlr ag.imsl goord..ma111r 1mwgc..pmlw:r /Wmt, pyrottthnio, 111g­
grst1011, and ldrporl w1tl1ou1 mar {stlf plus SO pounds of objtcU 
only~. llday-/lrtbllll and hgl1tnrng boh, l/ day-walJ of f1rt. These 
ab1lmcsareu1hespcll.scas1 bya 121h-levelsorct'rtr (J3vc DC 12 
•Spt'ilJc.vt.lj, 

Fear Aura (Su): As a fret acuoo. a cornugon can create an aura 
of fear 1n 1.5·f001 radius. h lJ athCCWlSC..ldtnflcal wuh ft.ir cas1 by 
a 1 2rh-levtlsorccru (~1't DCill...lLthe ~\'C 1s successful. rhu 
crca1w:.e cann0Lbc...affcc.1ed again by.. tha t comugons fear aura for 
one day._Othec.butuu.art immu.nuo the aura 

Srun (Su): Whene1·cc..a cornu.gon hhs 11i1h ' whip "tack, 1hc 
opponcn1 musuuccetd ar a Fortitude Sl!Vt (OC l7Jor bcs1unntd 
for1d-. rounds. 

Wound (Su): A hu from a comugons ml auack c~uscs a.blttd­
ing wound. The uiiuwi Ctta1url' loses 2 addnwnal hu poiruuach 
round uruil.tM.wound..is..bound (a DC IO Hcalch~ 

rur;~on.Baa1czu (Sp): Once. per day a cQmLlillll can.art~ 
10 summon..2d.lo..lcmu.m OLld6 bubnu. wlth..a..5.W..chan~ 
success, td6 .hanmulas with a 35' chance alsuc~ or another 
,.comugon.wuh~cc..of.succcss. 

....Rcgc.oention (.Ex): Comugoru 1akc normal damage from acid, 
,.and.Imm.holy and.blesstd weapons of 11 leas1 •2 cnchantmtnl. 



GELUGON 
Cclugons SC"rvc almost c-xdus1vdy as supe:tt:luc..guaclu.nd spies. 
They look like rail, alien ins«:u. 

A gelugon has cla .. ·cdband.o; and Cu.1, powerful mandiblts. and 
a long, rh1ck ml CO\'trcd i.JuawMharpsp1ka Cdugons art abou~ 
12ftt11all 

~at 
Cclugons preofcr 10 flgh1 only when ii sc.rvcs their mission but+ 
~·cr.hcs1mc 10 anxk wbcnJ.hcy_ dcc.m..u n«ess:iry. 

pdl-Uke Abilities: Ai wJl~lt dtaJ, clt11mr morullr,cont 
,..D/..u!IJ,dt$tOU1t, clt1ttlgood._dt~m<1gumrlt11gamstgooJ, 
..llUl/01' 1magt, polymorph s.tl/. ~rori. ltlqorl w1rhouf trror (sclf plus 
50 pounds of ohi«ts onJywwl1oly a1m1, and woU of 1u The5t' ab1 li-
1ics ue as ihc spells cur by a ll1h-lt\•d sorcerer (sa\'C DC 13 ~ 
spelllcvd). 

_ Eeat.Aura (S_u): t.s.alr«.acuon. a gdugon can crtaie an aura of 
f ~~~~-~--~~~~ radius. It is otherwise 1den11cal wnh ft1>.r cm by a 
~ccd.uveDC l9). lf1hcsave1ssuccessful,1ha 1 crc· 

cure cannot beaffccred again by rha1 gelugon's fe3r aur.i forooe 
day. Other bu1au..au. immune 10 the aur.i 

Cold (Su ): A hu from a gelugon's ml or spur mack in· 
duces numbing cold. The opponent mus1 succeed at a Forli· 
rude save (DC 21) or br affecitd as 1hough by a slow spell for 
td6rounds 

Summon Ba:UC'J: U (Sp): Onct per d;1.y a ge[ugon can artemp1 
r-1° ~~mmon 2d10 lemurcs or ld6 barbuu wub a 50'\ chance of 
~css.2d4osylu1hsortd6hamm1bs_w~hanceofsuc­
t cess.or anoihcr gelugon wuh a 2-0".>chanccof s_uccess. 

Regcntmio n {Ex): Gdugons 13.e ncmn.al.~m holy 
, and blessed weapons of at lus1 .2 tncbanrmcm,. 

J'.IT FIEND _ 
Pu fitnds are 1ht undispu1t'd ludtu o( tht b.mULl....Ttmble, 
WlJl&ed.humanoads somc.12 ftt1 1all tbt.y ollt.n.appcaLWUathed 
inflames.. 

A pit !knd..has vast b.u Wings 1haULOf1en...wra~lf 
like a groftsqut dNk. lu Lugt fangs dnp wuh a vtle grem.J..uiwd, . 
and us hulking body is co-.•ere.d i.n rtd sea l~ 

Combat l 
Pn flrnds are wily and resourccfulJlilirers, using unprowd 1nvm­
b1li1y 10 gain rhe upper hand and bll!ng af fots who sttm able ro 
Stt 1hemJhey don'Lhcs.uatc. 1P..bimkc1 an area wilh f1rr"'1!h and 
frequt.ndy surround 1htmselru wuh walls af f1rr. 

Spdkl.ilc..Abili1ie.s: Ar w~c.duilbl•urhrmy, rh11rm 
pmon, rrra/t umfr11J, Jrstcmrr, ikr,cl gJ>QJ., drl«J m11g1t, disJ't'I magu, 

, .furb.111, MlLJ't'"°"· rmrroi<tJ 1n11111~ !WliJC rnrlr 11g111nsl good. 

t:::~~·=;~;~~:~~~~~::~J;):~~~;~;~~~ 
I unhallo11; and wol/ of /l.nJ/day-mrltor nwnn (any) and 1ymbol 
(any). Thtse abilmH arc.a.uhc.spdl.s cas1 by a I 71h-ltvtl sorct~r 
(sa,·eDC 11 tspellJnrd.l. 

Once peryc.iupttjl.cnd~ ll~sh as rhe spellcas1 bya 20.:h-
levcl sorcerer. _ 

Fear Aun (Su); As a fret acuon. a pu flend nn c~a1e an aura 
of fear ma 20.foo1 rad ms I! "mhcrwiv iduu.icalwuhltarcas1 by 
a 1s1h-level sorcerer (sa,·c OC.11J..J.f ihc_.savc.as~ssfo~ 1ha1 
cru1urtcannoibeaffec~~b:¥.thatp.uJl.t.nd's.inu..urafor 
ont day. Other ~atczu au...i.mmunt to tlie aura. 

.fuison (b):..But, fonuudc savt. tDC 21 }; inilialdarmgc.1d6 

~~~~L~::°if::#!~~~r~~ves agaulSI tht 
PQlS:QD.lLmwuuc.c.e.e:d iO For111ude _g¥L(.DC 14) or br in!Wt.d 
wnh a vilt disc.ase called dtvil chills (incubauon period ld4 days, 
dail)Aitid4 pjWIU o(temporary S1rtng1hl. Ste Disease, page. 
in 1W: Qw;ccos M.uTu.'1 Cuidt 

can au1omaii­
-'ally summon 
1wolemurcs,osy­
lu1hs, or barbatu, 
or one cnnycs, cor· 
nugon. or gdugon. 

Reg01era1ion 
(Ex); Pu fiends take 
nQf"mal damagt from 

.,bPly and blesstd weapons 
r atJeaSI +}enchaDUUCnL 

DEVO!!RER 
Large Undead 
H.itDice:UdilJ.ZShp) 
lni1ia1ive:t4 (lmproved 

lmmlivt) 
Speed; JOf1. 
AC: 18 (-1 saze, 

•9na1ur.11) 
Anack.s:2claws 

+l lmtltt 
Damage: Claw l~U 
Face/Reach: S f1 by_s 

f1/ 10f1. 
Special Attacks: 

Entrgy dr.im, 1r.1p 
esstnct,spell-hke 
ab1l11its 

Special Qualities: 
Undead,spell 
defleclion, SR 21 

Saves:_fort .,.4, Ref t4, 

Willt.ll 
Abjlj1ies: Sir 2J, Dtx..1.0, Con-_, 

ln116,Wisl6,Chat7 
Skills;_CUmb t 10,Concen1ra1ion 

.is.Jump t17, lis1en • 17, Move 
S1ltndy .tl2, Spo1 .17 

Fta15; Alcrintss, Blind-Fight, CQmbat 
Cas11ng..Exper1ise, lmprovcd.l.nuauYt, 
Weapon.focus (claw) 

Climate/fen:Un:..ii.ny_.b.nd.arul 
_u.nderground 

Organi:ia1io...SOlirary 
Challenge Rating; 11 
Tttasure:NQnt 

Alignment:AlwaysneurraltVll ~ 
Adva.nc..ement:. UJ.1lU1,arge); 14-27 

HlltHugt} 

DtVQutw..as::c ..mamve...c.re.aturu tvcry_.bu ~h.e 
They lurk i.n the ElW:rW and Annl Plant.s. nallung bo.Jh 0~1iVd 
and..i.ru'ck.tu.ith.e:qual.sadiuicgl«:. _ 

...Ihc..dtyou1u appurs as a taU, skclet~I figutt with s1r.1nds of 
~d.Dt.sh.ha.u&J.ng from U:sbon~ Imprisoned within rhr 
CINture's ob cage. 1s a uny flgure. clearly m agony. This puiful 



~mg is 1he 1rapJW<i usencc o( a s.W.n.Qppanc.w. .... whiclus con· 

rumtd like firewood 10 sustain 1hc monslel's WlD.illural hft. 

Even 1fi1 had nospecialabilutes, the devourer would~ a 1embk . 

oppont'nl, fol us bimy cbws can fh.y entmics ah\'l' 
Energy Drain (Su):. l.iv1n.g crca1ureJ hi1 by a devourer's cbw. 

nack or IJ'tt'lnil lu1Pld abi.lu:y t«.ti\·e one mg;iuve levd_ The Wu: 
tude s,:ive 10 remOYe the negn1ve lcvd has a DC of 19. 
....Inp.Esscnce (Su): The de1•our«JS named for us ability 1o_ccu1.: 

sume an enemy's life enence. To.do.so, ii must forgo us normal 

.,md.ce amcks and make_ a ~c_ auad;. This rcqu1rn a 

normal auack roll ro h11 buuiuls no Wimagr. Thr aff~tcd cru· 

1ure mus1 succrcd ai a forutude s,:ive (DC 19)ordu~ ms1antly. 
The slain creatu.re's essence is 1rapped wi thin 1he devourer's 

nbs, and the dimmuth·c_ flgure 1akn on 1hat vie rim's fr mires. The 

rnp~eaumQI bcuisc.dorrcsurr«tcd, but a lun1f..-.j umli, 

m1nzdt,or 1mh spell frtts 11, as d~s desnoymg 1hc devourer./\ de- t 

t-\!121JIU..Canhoklon.1¥ one essence at a nme. 
The trapped essence provides the drvourer wi1h enough power 

rousrfivrspcll:hktabiliriesper HDorlcvclof1hetrapJW<icrra· 
rurc. As 1h1s energy is expended, 1hr rwistcd sou.I fades away unnl 

u evapor.urs complcicly.: The trapped rssencr ~rivrs one nc-ga· 

uve level for ev<'ry five spell·likt' uses. When thr num~r of nega· 

1ive levels equals the creaturc's to12l HD or lt"vel, 1hc USC"nce tS 

destroyed If an rssrnce is freed, the regor1:"d.crca1ure mus1 suc­

--'ttdat a fonuudes,:ivt(OC 17)foreach negauveJevelor ~ 1hat 

tJcW permanemly. 
Spcll-Likt' AbiUtit"s: At the sm1 of any cnc.Qumcr, 1he tr.ippcd 

. essence withllla de1·ourer 1s assumed to h:ixc..Jdhl ICYCls.{cnough 

rfucl for)() 10 75 USl'll ~ Onct per round, the dCYOW:er.can USC' onc 

.offollowmgas 1ht'spcllcas1 by an t81h-le\·d.iott.c.ttr{Save OC IJ 

upelllevcl):ron{l.li;IOfl,C011frolunkaJ,gliou!Jauch.lruo:.~riare1lly, 

. l'llyo/rn/uMnrunl,51'1'Cll'lllhaml,mggt1t1on,amllrutsttmg. 
Undc.ad: lmru.unt to mind·1nflutnCU1& c!fu:.ts, pooon. sltl'p. 

paralys1s...snmnmg. and disc•. Not suh}cc1 10 canal hits. subdua.I 

dmiage, ahiluy damage, entrgy dram, otduth fu:im.mwt\·cduru&e 
Spc.U OcOtction (Su):Thr u;appcd essence provides a mt;isU(e 

of magical pro1ecnon. If any of the follow ing spells ace <:ail.at tht 
devourcr and overcome m spell res1s1ance, they aff«1 the impris­

oncd essence insread ltiwuhrnrnl, chaoi liommrr, umftmon, kl«I 
11tougliu, d1~! tt11I, do1111ncilt pnw11. tmot10n, ftrir, gro1/q11tsl, holy 

U11Jnf, hyprunu, 1mpmonmrnl, magi( jllL ma:r, suggntmn, lrap lht soul, 

or any form of charm or com11uls.iQ11. In many c:ascs, 1h1s dfec· 

uvcly neutn.lacs the spell (clJamang a trapped essence, for ex-­

ample, is.w:cksslSome of 1hcm.{l:wushmmt.ior.cxamplt'), might 
elimm:ue the m1pJW<i essence, robbing 1he devourer of us magical 

powtrs unuJ II can consumc ano1hcr.._ 

DIGESTER 
Medium-Si'lc Magical lkas t 
H.it Diec: 8dtO;t2ti6.s.hpl 
Lni1ia1ive: -.6 (t2 Qa. t4 

lmpf'O\·edlru1ia11vc_) 
Specd:60ft ~ 

AC:..17 {t 2l)u....O __ mrural) 
Auadu: Rake t-11 melee 
Damage; .Rake.ld8+4 
Fact/ Rcacb; sft.byti1/Sf1. 
Spccial At1ack:Acid spray 

_.Special Quali1ies: Scc.w.. aculunmunn:y 
SavH: Fon -.9. Rrf t8._ Will...u 
Abilities: Str 17, Du.ll._CwU7, Int 2, Wis 12,Ch.a 10 

Skills: H1dt' •1 1, Lls1cn.~6.Jump -.7, Spor t6 

,.Feais:/\lenness, lmptoYcd ln11iauve 

Clima1e(rernin; Tempcmc and wann b.nd and u.ruicrinnmd 
Organiurion: Solimy or pack (J--', 

Challenge Rating; 6 
Treasurc::;l::j'Wlt'. 
Alignment: Always neurra[ 

.,Advam;:ement; 9--12 HD(Mt"dtum·silt'); IJ-24 HD(l.a.rgc,L_ 

't:htst swift prcda1ru::s spray an actd [ha1 can rtduce a human 10 a 

pool of glop in seconds. 
Diges1ers lurk almos1 anywhc::rc.ilir_re LS prey 10 ~found. from 

barren desens 10 sreJmmgiung.les. /J. d1gcsal:'CSCmblcs a carruv 

orous dmosnu:: wuh powed:ul hrnd legs and._a long ml It has a 
narrow hnd with.a sucku1g mou1h and an..onfkcw us..furrhead 

1har squ111sacid. 
A diges ter s1ands about s fee t tall and ~.fu:wuoou1 

101.ail 

COM BAT 
A d1ges1cr is a hunti.n£ and eating machrnr When ili.s.nQI. hungry 1 

(which is rarely). u lies low and a\'01ds mos1 other crc-aw.r~ 

When hunnng, u looks about for a likely mge1, th.en char£ti 

fonh and deltvt'rs a gou1 of acid. l(1hc- mm.al auack LS 1.0Suffic1cm 
IO lc1ll 1he prey, 1hc- d1ges1er auacks wuh llS hmd feet unul 1tcan 

s:prayacidagam. 
Acid Spray (Ez): A d1ges1t"rcan spray acid ma cone 2olct[ long, 

dt"almg 4<18 pouus of damag<' 10 rvrrythrng 1n thc.~e, a di­

gester uses rh1sabilny, i1cam usruagainunril 1d• roundsbtc-r.Thc 

crcamrecanalsoproduceacQllCc::ntrau:dsutamofac1d rhat deals 
sd8 poimsof damage toa st..ngk target wuhin S ftt1. In euhercase, 

a succcssful Rrflc-x g\·c_ t0C.11.l..iul11C1. the damage. 
Sk~: The d1gesrcr·s c.olm:auon 11\f:CS JI a ,4 racial 

bonus 10 t:hdc checks. If a®_ has a .,4 DC.Pl bonus 10 

Jump checks. 



Hi1Dice: 
Lnil.ialive: 
Speed: 
AC: 
Anacks: 

Damage: 

facc/Rtach: 
Special Quali1irs: 
Saves: 
Abili1ies: 

Sk.ills: 

Clima1e/Tcrrain: 
Organization: 
ChaUcngc !bring: 
Treasure: 
AUgnmen1: 
Adv:incemcnr: 

Hi1Dice: 
lnitiadvc: 
Spu& 
AC: 
Anacks: 
Damage: 
Face/ Reach: 
SpccialAt1acks: 
Special Qualit ies: 
Saves: 
Abili1it.s: 

Skills : 

Climarc/Tcrrain: 
Organizadon: 
ChaUcngc lbting: 
Treasure: 
Alignment: 
Advancemen1: 

!kinonychus 
Large Beast 
+dt0.12 (34 hp) 
•2 (0cxJ 
60&. 
16 (-1 Sllt, r2 Dex, •5 natural) 
Rake t6 mdtt,2cl.aws .. 1 meltt, 
bue.tmeltt 
R.akc2d6+4,cbw 1d3.,.2, 
bue2d4+2 
S ft by S ftJ tOft. 
Scent 
Fon +7, Ref.6, Will +2 
Sir 19,0cx 15,Con l7. 
lm2, Wist2,Chat0 
Hide •7, Jumpd),Liscen .. l! , 
Spo1+11 , Wiltlcrncss Lore.9 

Wum fores1, hill, plains, and mnsh 
Solitary. pair.or 1>3ck (J-6) 
j 

None 
Alw:1ysneutral 
S- 8 1-ID (LugeJ 

Triccra1ops 
Huge Beast 
t6d.tG+ll2 (200 hp) 
- I (Dex) 

'°'' 18 t-2 SIZC, - 1 Dex, -t i I natural) 
Corc+lSmclee 
Gorc2d8t7 
1of1. by 2oftJ1oft. 
Charge for douhle damage, 1nmplt 
Scen1 
Fon+l7,Rt.f+9,Will-t6 
S1r20,Dex9,Con2.S, 
1m1.Wts 12,Cha 7 
.I.men .. s,Spot +8 

Warm fores1, hill ,andpbins 
Soluary, palr,or htrd (S-8) 
7 
None 
/l.l~ysnc.u 1 ra l 
17- 32 HD (Cargan1uan}; 
JJ-48 HD (Colossal) 

Elasmos.aurus 
Huge Beas1 (Aquaiic) 
Sdtett25 (S2hp) 
-t2 (0tx) 
20 fr ,sw1m 50f1. 
tJ (-2saze,•2 Ocx,+J n:uura.l) 
Bue .. 9mcltt 

B11e2ds. 12 

1o f1 . by 2ofr/ 1of1 
Seem 
fQr1+9,Ref+6,W11l..-2 
Sir 26, Dex 14, Con 20, 
lm 2,Wis1J,Cha9 
Listen +2,Spot -t5 

Wann aquatic 
Soliraryorpair 

' None 
Always neutral 
6-lS liD {Huge) 

Tyrannosaurus 
Huge Beast 
18dto+72(17l hp) 
t i (Dex/ 
40ft. 
H (-2 siu, .. t De.ii:, .,.5 naiuralJ 
Buc .. 20mdcc 
8itcSd8t \J 
1or1.by 1or1./ 1sf1 
lmproo.·ed grab, swallow whole 
Sccn1 
Fon +is, Rrr +12, will .8 
Sir 28, Dex 12, Con 19, 
ln12, W1s lS,Cha!O 
Lisren .11, Spo1+11 

Warm fores!, hill , plains, and marsh 
Solitaryorp;iir 

• None 
.A.l~ysncuiral 
19-36 HD (Carg;inruan); 
37-54 H 0 {Colossal.) 

COMBAT 

.Megaraptor 
Huge Beas1 
sd!0.32 (76 hp) 
+2 (Dcxl 
60f1. 
16 (-2 stze, t2 Dex. t6 natural) 
Raked mclee, 2 cbws tt mcltt, 
b11e ~4mcltt 
R.ake2d8+5,dawtdh2, 
buc 2d6+2 
IOft.byJO(t./tJ fi. 
Sctm 
funtlO,Rd.r.8,_Will+<1 
Sir 21..0a..U. Con 19, 
ln1 2, Wis.tJ~Cha 1D 
Hidet5,Jwnl)JH,.Llsten t l1, 
Spot +12, Wildunes.slore • 10 

Warm forl'SI, hill, pbins. and marsh 
Solirary, 1>3ir, or pack (J-6) . 
None 
Always neutral 
9 16 llD (Huge); 17- 2<1 
HD (Carganfuan) 

r 

Dmos;iurs, or ttmhi.e. lwnb..are anctem bcasis 1ha1 may be re­
la1ed 10 dragons. 

Among the 1raifS ihat predaio.ry dinosaurs share wnh many 
dragons arc sharp 1et1h....suaj.e disponmms..a wtll:de\·cloped 
scn.k" of ll'rmory, and a ru1hlus upacuy rQ.Jium. ... Ibe hc.rbive>­
rous dinosaurs usually ar.e rulUi&IDSIVe unlns w0;u.ndcd or de· 
fending 1heir young, bu1 may atudr. if srarded or harassed. 

Di.oosaur,i; t:tkc. full ad\'llnuge a( l.bt1r stze and speed. :rhc. swift 
ai rnt\'Ores sulk prey, s1ay1ng hidden tn cover un1il thty can get 
m10 charge nnge and rusb 10 1he auack. The grca1 hcrbl.\'QttS.fr:e:. .. 
qul'ntly oxtrrun and trample 1he1r opponenrs. 

Drnosaurs come 1n .many sues and shapes. Bi.ggtr species 

~~;:a: :a~~;~·~::ld~::~~rs h~;:/a w~tbl;~~:~ 
+ lt:X.[JJ.[C. 

Dmosau.rs most of1en l1vt m rugged or 1sola1ed areas 1hat hu· 
marullds .lddom visit. remo1c moun1am valleys, inaccessible. 
pla1~us.1rop1eal 1slands,anddccpfcns. 

DEINONYCHUS 
Th1sfuttarn1\·Qre 1s someumtscalled a velooraptor.~ 
name propaly be.ion&s 10 a much.smaller creaMc... 

Ocsiu1e be.uig l2 ftt..1 long, rhu drnosaur JS. only about 6 feet 
tall.Jr.s 1ail..ulc.ndu :tni,ght o.ut behind usclf..hdd alof1 by an m­
tricalc.. s.uucturc of bony suppons, 1h us allowing 11s weigh1 10 be 

.Qlli.c..d enur:dy by 1be back ltgs. ii weighs abou1 600 pounds. 
A demonyc:hus has a brighdy co.lored hide-, makmg LI look like 



a tropical bmi. Tht' dinosaur is bngb1 grtcn onogc...)'dlow..or rt'<! 

along 1u ~k and Oanks. with a much hg.b.1cr Wik_of the same 

color on us undt'n;ide l'ht' body has d.adr.cr .spoti_Q[_stnpCS. 

A de1nonychus uscs....u«0ble combinau.on of speed, grasping 

foreanns, brge reeth. and hmd legs wuh npprng talons. h huot.s 

bf_runnuig al prey, lt'ap!Jli. and along wuh us rt'ar ralons..as._u_ 

chws and butt. The nkes count as Qne anack A drmonychus 

, often Jumps on 1op of a b.rge( CWWl'.t.and bolds on wuh 1ttlron1 

chws while continuing 10 rake wu.h 1ht' rur 1alons. 

ddnonychus has a.u.1.am:dy.Jarge bnui for a dinosaur, and 

.ill pKk hunrs wnh cunnmg lKlic:s. Wht'n charging, it usn only 

us nkr anack. dt'ahng 2d6 ... 6-pomts of damagt' 

Skills: A dr1nonychus recell'rs a +8 ntial bonus 10 Hidr. Jump, 

Listen, Spo1, and Wilde.mess lote checks 

OSAURUS 
®unu....has a rh1ck, ovoid body wuh 
ad of legs and a long, snaky tail and 

ntt:k. Ju neck makt,s up one-h:alf us rota I lrngth 

of 50 fttt An elasmosaurus weighs abou1 s.ooo 
pounds Obser.·t'rs who see only us hrad or rail 

m1gb1us1lym1s1akt'1tforamass1vesnakr 

~ elasmosaurus is aggrrss1ve and amt.ks.any· 

.,.thrng u Mnces. The creature is sn:on,e.ias.i...and. 

, highly maneuvenblr, able 10 turn quickly and 

~nge at prey. When huniing, 11 mvcls wili.its_ 
.heN out of the water, snapping down quad.Ly, to_ 

.RU:t'prty. 

f'j\EGARAPTOR 
Ilus..ae.uure iJ .simply a largrr version. Q( the_ 

demonydius, wuh 1he s.1mr habns and ab1lintl. 

When~ a mrganptor u~ only_11..uak.c. 

amdc. dealing 2d8+7 poinrs of damagr. 

TRICERATOPS 
Th1!i muswc hcrbwore .15 fauJy shQn·ttmpered 

and aggresswc h has a hu.gc fmru pbtr of bonr pro1tt:11ng 1rs 

6-fooi· long head, from which p[QJ«.I rwo grea1 hornJ (each c1•,.cr} 

feec Ion&). whik.a..shorrcr hotn..Juu..from 11s nose. A tntemops 

has a body aho_u114 !t.e1 long.and weighs about W,000 pounds. 

Combat 
These creau.1.res arc liktly to thargca.nd sktmr any crra turc of at 

l.t;;~l,;rgt sizt that infringes on thtu.tenirory. A mtenrops uses 

~pie airack on smal.lt.roppontnrs. 
Uamplc (Ex): A mctratops can_tnmplr Mtdium·s1zr or 

smallrr creaiurrs io.Ud.1215 ps>.1ms of damage. Oppont'nrs who 

do not make auadr.ui(Qpponumlf against the mcrratops can a1-

1cmp1 a Rdlex~J) ta.h;i.ivt' the damage. 

... Weasel 

n'RANNOSAURUS , 
This ra\·cnous creature IS 1he mosr fearsome of all urnt\'OroUS ch· 

"""""-
.Dcspllc us huge siu.and 8·ton wc1gh1, a ryran~urus 15 a.~ift..., 

iL°nner. lu huge head is nta.i:l)'..ft.ftet long, and us lttth att from J 

10 6 inchrs in lcngLh. lLisJllQ[C than 50 ftt1 long from nose to rnl 
A tynnnosaurus cats.alm.Q5.l.any1hmg If can sink llS tttth mto, 

and spendJ a great dcal..aUu.wnr scavrng1og for Camon.and chas­

ing smaller carmvorci.aw.i)' from 1ht1r kills. 

c:Pmbat 
A cynnnos;iurus pursues and cars 1us1 abou1 anyi.lung.u..sus. !LS.. 
tatlia are s1mple-chargr in and bue 

Improved Crab (Elf): To use ilus abihcy ... the ~ 

must hu a .Mt'dium-me or smallrr opponent wJth.irs..buuuack. 

If 11 gt'IS a hold, u can 1ry ro swallow rhe foe. 

Swallow Who le (Elf): ~scan 1ry ro swallow a 

Medium·s12r or smaller oiip;anc.n1 bv m.akwg a successful gnpplr 

th«k~:rhe swallowed creature .lakes .2d8+8 pom1s of crushing 

damage ~r round plus 8 pomts of acid damagt' from 1hc ryr.m­
nosauruU &J.U.ttd. A swallowrd crea1ure can cut ns way ou1 by 

using cbws or a Small or Tiny slashing wNpon 10 dral 25 pomrs 

of damage to rhe giiurd (AC 20.l..Qnce tht' CrNture ex11s. muscu­

lar acuon closes rhe hole; aoo.thu swallowed oppontnt mu!it 

again cut !IS own way ou1 
l'hr cyrannosaurus's g~ rwo Med1um-s1ze, four 

SmalLtJ&hl Uny...sween Dinun.lwvr, or thirry-1wo Fine or 

~mallu..opponIDlS....... 

DIRE ANIMAi S 
Badgt'f 

mr Oh:or: 
lniria1ivor: 

Sm all Animal 
1ds.,. 1 {Shp).. 
+J(Du.l 

Medium-Si?.e Animal 
Jd8 (1lhp) 

.Med ium-Siu Anim al 
Jds .. 11(25 hp) 
-tl(Dex1 

Spt>ed: 
AC: 
AnaW: 

•o £1 .• chmb 20 fi 
15 (+ 1 size, +3 Dex, ~ 1 natural) 
B1te+'4melee 
Bne 1d• 
5f1.by5fi.5f1 
Oi.~ase 

.,. .f j OexJ 
•of1. 
16 ( .. • Dex, ~2 naturaU 

.. B.itt-t6meler 
.Jh!rtd6'3 

sft.by5f1J 5f1 
AnKh. blood dnin 

JO fr. burrow 10 fi 
16 ( .. :sOex,+Jnatunh 
2 claws +-4 mtlee, hue - I mclet 
Claw td•~2,bite 1d6~t 
5 ft.by 5 ft./5 ft. .... 



Sp«ial Qualities: Scen1 Sceni "'"' Saves: For1+J,Rtf+S,Wil1 .. J For1•J,Rtf•7,Will14 £o.rt 17~Ref •6, Will,.. 

AbWties: Str 10,Dtll' 17,Con \2, Str 14,Dtll' 19,Con IO, --Stt._14,0tx 17,Con 19, 

ln1 1,Wis l2,Cha4 lm2, Wis12,Cha11 J.m 2, Wis 12, Cha 10 

Skills: Climb•t1, Hidt1ll, Hidt +9, Moo.·t Siltndy •LQ. Spo115 Listtn•6,Spot 16 

.Moo.·tS1ltndy16 
Fuu: WNpon Fmttse (but) Wtapon fmts~ (bue) 

Climait/Itrnin: Any land and undtrground Ttmpcn.t t forts1, hill, moumams, Ttmpcn.tt forn1, hill, 
plainj, and undt rground plai.ns, and underground 

Organ.Ization: Soluuy or pack (11-20) Soliraryorpa1r SoLiaryorctte (2-5) 

Challenge Raring: <I• 2 ' Trtasure: None Nont None 

AIJgnment: Alwlllysntutn.l Alwaysntutral Alwaysne.wra.1 ~ 

Advanccmtnr: 2-J HO(SmailJ; 4-4 H0 (1.argt);7-9 HD (Hugt) 4-4.HQ.il.aric:l.1··51HD1li 
4-6 HD{Med1um-sucL 

... Ap< Wolverine,. 
Large Animal l.argcAnlmal Large AnimaL 

H.i1 Dice: 4d8+12 (JOhp) sd8+10 (12hp) Sd8+20 (42hp) 

lnit iative: +6(0tx) 12 (0cJ.:) 1J(Ot1C) 

Sptt& 20 f1., Oy iO f1. (good) :Wft.,cltmhLSf1. JOf1.,climb 10 f1 

AC: 20 (-1stzc,16 De:.;, +5 natural) 15 (-1 size ... 2 Otx,14 nllltura lJ 16(-1 s1zc,•JOt:.;,,..na1uralJ 

Anacks: But•Smtltt 2claws t8mtltt,b11ttlmtltt 2 claws +8 meltt, but• 1 mt!tt 

Damage: B1tttd8+4 Cla.w.!d616, bite ld8+J Cllllw 1d616,b11e 1d8+J 

Face/ Reach: 1of1 bySft./.Sft. 5fLbyi.ll./IOf1 S f1 by tOf1-ISff. 

Sp.tcla1A11acks: Rend 2d6t12 ... , 
~cla1Quali1ies: Blindsigh1 Seem Sctnt 

San_s: Fon•7, Rtf+tO, Will•6 Fon 16, ReJ .. 6, Will 15 Fon+8,Ref+7, Will 1S 

.Ahilitiu: S1r17,Du22,Con 17, Str22, Dex IS,Con li. S1r22,0c.i.: 17,Con 19, 

lnt2,WIS l4,Cha6 In12,W1s12,Cha7 lnr2,Wist2,Cha to 

kilJs: L1sren+ 11 •, Moo.·e5.ilv11ly+U, Chmb •14, Moo.·e SJendy .,.9, Spo1 •9 Climb +14, Lmtn .,.j, Spo1 18 

Spot t- 11 

Clima1t/Ierrain: Ttrnpcra1tandwarmdcscn,forcs1, Wann forest, warm moun1:11ns, Tempcmeforesi,hill. 

hill, plams, and underground a..rulundtrground pbins,andundnground 

Organization: Solir:i.ry or colony .(5-8) Solitary or com pan)' (S-8) Soliraryorpair 

Chalkngt Ra1ing: ' ' 4 

Treasure: None Nont None. 

Alignmen1: Alwoaysneumal Alwaysneurral Always.neu1ral 

Advancement: S-12 HD (Huge) 6-lS HO (Large) 6-15HD(Large) 

WoU """' Lion 

1.argc Animal LargeAn.ima l Large Animal 

HJ1 Dice: 6d8118(45 hp) 7d8+21 (S2hp) 8d8t24 {60hp) 

I.ni1ia1ive: •2(0txJ .. tl.(De.:.;) 

sp«<1, sof1 40ft._ 40 fL 
AC: 14 (-I Sll.C, t-2l>ex, •l.lllll!UraJ) 15 (-.lSIZI', •6na1uralj lS (-1SlU:,12 Du.,.,... natural) 

Ana du: B1re.tOmdtt Buc.~nmt!tt 2cbws +12mdtt,bllt +7 mdtt 

Damage: B1re ld8+ 10 Bi1e 1d8112 Cbw1d617,bt1eld8+J 

Face/Rach: S fi . by 10£1./S fi_ skby 1of1./SfL sfi.by LOf1J sf1 

pecial Anacks: Tnp Ftrocuy Pounce, unproved grab, rake ld6·d 

Special Qualities: Scent Sctnt Sctnl 

Sa vu: Fon.8,Rtf+7,Will.6 Fon .. 8,Rtf+5,Will16 Fon +9, Ref 18, Will 17 

Ahilitiu : Str 2S, Dex lS. Con 17, S1r27,0t:.; IO,Co.n 17, Sir 2S. Dex IS. Con 17. 

ln1 2, WlSU,Cha 10 lnt2,WistJ,Cha8 lnt2,Wisl2,Cha t0 

SkW.s: H1de .s. Us1en .. 6,Moo.•eSilendy+S, Listen •9,Spo1 .8 Hide .s•, Jump •IO, Listcn.t:i~ 

Spo1 •6, Wilderness lort . 1 • Move Silenily +9, Spo1 •4 

Clima re/Ierrain: Anyforcs1,l11llJJ1oun1ains, Ttmpcr:ue and w.um fore.s t Any fores1, hill, moumains, plains. 

plains, and underground andundtrground 

Organiz.arion: Soh1ary or pack {S-8) Solitary or htrd (S-8) Sohrary, pair, or pridt {6-10) 

Cha1knge Rating: ' 4 s 
Trcasure: Nont .None None 

Alignmen1: Alwaysnturral -6.Lways neu1nl Alwaysneurral 

Advancemcn1: 7-18H0 (1.arge) 8-J.6HD (l..uge); 9-16 HD(l.arge); 17-24 HD (Hugc) 
17-21 HD (Huge) 



Tiger ""'" Bm 
1.argeAnimal 
12d8+48 (102hp) 
+t ( ~i;J 

Huge Animal Huge Animal (Aquat ic) 

Hi1Dice; 
Initiative: 

t6d8+48 (120hp) ---1ad8+5+ (135hp) 
:r2 (.Du) ..-:? ( ~x) 

Speed: 40f1. 
AC: 17 (-1 me, +1 Dcx,+7 nuural) 

A1tacks: 2 claws 1"18 mclcc, bue 1-U mdc:c: 

40fr. 
16 (-lsize,+2~x.+6na1ural) 

:!claws .is mdc:c:, bue +llmc:lc:c: 

Swim 90f1. 
17 (-2 s1u, +2 Dex. +7 natural) 
Bne•t7mc:lc:c: 

Damage: 
face/Reach : 

Claw2dhlO,bnc2d8.-S 
1of1. by2of1J 1of1. 
Improved grab 

Claw2d4 .. 8, bur2d6+4 
1oft. byJofi./ 1ofr. 

B1te2d6+9 
1oft.bysof1J 1of1 

Spedal Anaclui: 
Spccia.IQuaU1ic:s: Seem 

Forl+l2, Ref.-9, Wi.U+9 
Sirlt.~xll,Conl9, 

ln12, Wis12,Cha 10 

Pounce, improved grab, rake 2d4-.4 
Seem 

Improved grab. swallow whole 
Kttnscent 

Savc:.s: 
Abilities: 

.fon +IJ,Ref .. 12, Will+ll 
Su27.~xlS,Conl7, 

ln1l,Wis12,Cha10 

Fon +14,Ref +l3~W11l .. 12 
Str23,Dcx 15.Con 17. 
Im I, WtS U.Cha 10 
Lis1cn+7,Spot.V Ski Us: Listen .. 7, Spec +7, Swim :r.JJ Hide .o•, Jump+Lt,l1sten+3, 

MO\le Silently .. 9, Spo1 +J, Swim +1 1 

Climate/fe1TI1.in : Any fores1, hill. moum;uns, 
plains, and underground 
Solimyorpair 

Any forest , hill, mounmns, plams, 
and underground 

Anyaqu.uk 

O rgan.izalio n : Soli1aryorpa1r Sol11aryorschool(2- S) 

' Ch.allengc Raling; 
Treasure: 

7 
None 

8 
None None 

Alignme n1: Alwaysneu1nl 
Advancement: t l-16 HD {.Large); 

17- 36 H D (Huge) 

Always neutral 
17- 32 H.D(Hugc); 
33-48 (Cargantuan) 

Always neu1nl 
19-32 (Hugc); 
33-54 (Gngantuan) 

r=. n~a~71!a~~~ ~or~~~~r:i:~~·=ns of nonnal am· 

d1RE RAT 
,.A dire nt can grow up 10 l feet long and weigh over 60 pounds. 

~mbal 
Dire m packs auack fearlessly. hiring and chewing with their 

.sharp.inasors. 
Disease (Ea:): Filth fever- bite, Forutude save (DC U1 incu­

buion pcnod. tdJ days; damage 1d3 icmporuy Da:teruy arulldJ 
temporary Consmunon (see DlStaSC, p.ige 74 m the 0U..'iC[O..~ 

.\IASf[UGuiJt). 

DIRE WEASEL 
These aggressive hunters grow up 10 6 fc:c:t long and can reach a 

we1gh1 of 400 pounds. 

Combat 
Dire wcascls..sul..k..i.h.e.Lr prey in.thc.da.tk.and then !capon 11, bmng 

andchw~ 
Auach (£.:):A dire weasel that hits .wu.h m buc amck latches 

omo the opponent 's body wuh us powerful JIW!i. An amchrd dire 

wusdJoscs us Dex bonus to AC and thus hn an AC of 12. 

.Blood Drain (Ea:): .6 due. weasel drains blood for 2d4 pomrs of 

femponry Consmudon..damage each round 11 remains auachcd. 

DIRE BADGEK 
The vicious dire badgc.c:growslmm.S to 7 fc:c:1 in length and can 

weigh up 10 SOO pounds. 

Combal 
Dire badgers anack wi!h their.sharp chws and teeth.. 

Rage (& ): A dire badger thauakcs damage in.combaLfhcs into 

Lbcrserk. rage on 115 nu1 tum, clawmg and bum& madly unul 

, cuha..u or.us..opponcnt 15._dead. lt gains rl Strength, +4 Co o.s1i1u­

J:~~;-C.Jhe creuure canno1 end its rage \'O lumarily. 

TbCSUJOl:lU.COal hunm:s have wrngspans of 8 10 9 fet1 

Combat 
Dire ba1s SWOQpdQ)'ltl upon unsusprc11ng prey.from.~ 

Blinds igh1: Dire balS can "set" by emming high-fr:cquency 

sounds, inaudible..1o_mos1 other creatures, 1haL allow them. ta. , 
locale objects and creanucs within 120 fc:c:t . A sr'4-ncupcll negates.., 

rhi.s ab1hry and fortes the bat ro rely on us weak viS1on. which.has. 

a maximum nnge of tO.fc:c:1 
Skills: Dire bats rcctl\IC a ..-4 racial bonus to Spot and Listen 

checks. "These bonuses arc los t ifblindsight is nega1ed._ 

DIRE APE 
These apes resemble: large gonllas w11h long. ivory cbv.'S and 

nzor-sharp 1re1h. They nand abo.ut8Iccua.ll..;uid weigh from 600 

ro 1,000 pounds. 

Combat 
Dire apes anack any1hmg 1h.at cntm thc1r 1em1ory, even other 

dire apcs. If an opponcnt's armor foils.a dire ape's mac.ks, 1he 

creature will attempt 10 gnpplc and pm, then claw 1he prone 

opponcni_ 
Rend (Ea:): A dire ape thar h11s wnh bo1h claw anacks larches 

onto 1he opponcnl's body and Lea.rs the flesh. l111s autom.attcally 

deals an add11ional 2d6• I 2 poinlS of damage. 

DIRE WOLVERINE 
These foul-1e.mpere:dcrea1uresgrowtoabou1 18 fee1 in lengih and 

can w.e:igh as much as 2.SOO pounds. 

Cornbal 
Dirr woh·ennes attack opponen1s wan1only, feanng no other 

creatures. 
Rage (Ea:}: A dire wolvenne 1ha1 rakes damage in comhltilics 

imoabe.rserk.ngeonitsncxttum,claW1ngandbitingmadl~ 

e.uher it or us opponent is dead. An enngrd dire wok~ 

. +4 St~ d _ Consli ruuon. and -2 AC. The cruaure.cmnot.cnd 

iurage\'Oluntaoly. 

DlRlWOLF 
.A dirc wolf lS an imme.rue gny or black woU: abom 8 feet long and 

,.wcig.lung.somc.ZOO.pounds. 



Combat 
Dirt wol\·tt prefer 10 mack m J»CkS. surmundmg..a.nd £tanking 
1he for when 1hey can. 

Trip (E• ): A d1tt .,.'01£.tbat hin wu.h_a bur anack can an empt fO 

tnp 1he opponent as a fru acuon (see page 119 m 1he Ple1yrr '1.. 
1-Lmdboolr) witbouunaki.ng._a touch mack or provokmg an attack 
of oppor1umty. If the: ane:mp..Lfails. the: opponr_n1 cannOI react t~ 

rn~~~~:i; ~~~~-wolf receives a t t ncul bonuJ to Lmen. MQ\'t ~ 
,_Slkndy,and Spo1 checks and Ul..llcial.bonus 10 Hide ch~ 
also re:ce:1vC".S a ... racial bonus w_ Wi.lde:mess lore: checks when 
tndmg by scent 

DIRE BOAR 
Dire: boars grow up,.10 16 fe:e:.1 long 
and weigh as much as2,0QO 
po=do.. 

~~rcharge:sitSoppo­
ne:ms, trying !A.rip 1he:m 
open.,.-ithitstusks. 

ferocity (Ex): A dire 
boar1ssuchatenac10w 
combatant 1ha1 u con· 
un~s 10 Clght w11hou1 
penalty even while: dlS­

, ahle:d or dyi.ni {sce: page: 
l29mrhe: PlayrrJltanJ-

,Jwk). 

[) IRE LI ON 
Dire: lions grow up 10 

.20 fe:e:i long and 
lJ•cigh up_ to l.SOO 
pounds. 

Combat 
A dire: hon u1xks 
by running 11 prey, 
leaping, and claw­
ing and hiring as ii 
rakes wi1h its rear 
claws. ILofte:n..Jwnps 
omo a crutw:e large:r 
1hanuse: 

Pounce (EJr:): If a dire: lion leaps 
upon a foe:..during rhe f'int round oLmmb:u. 11 can 

...nake: a full aiuck t\'t':n if I( bas already taken a move acuon. 
provt':d Crab (Ex);Jo use ih1S..ahiluy, 1he dire hon mus1 hu 

Wltiuu hue: 11m:k. If it gtll a hold, !Lean rue: 
Rake: (& }:Adiu.hnnan make: IWO rue: arn1cks (.12 me:ltt) 

agams1 a htld eu:a1urc .. wuh .. ll.S hmd legs for 1d6•l damage each. 
If the dire hon pounces on an.opponent, 11 can also nke 

Skills: Du:e lions.rt':CClY.c..a..rl.ncial bonus to Hide: and Move 
Silemly checks. • in areas of tall grass or huvy undergrow1h, th" 
Hide:bonusimproves t 

DIRE BEAR 
Dire burs can grow up to 20 fttdong.and weigh.as much_ as 6,000 
pouruh. 

~bat 
..Adi.rc.bur..au~.by rcruhng opponcms.wuh 1rJ claws. 

lmpro;vt':d Cn b (&}:To use 1h1s abihry, the dire beJ.r mu.st hn 
with.acl:tw..auack. 

DIRtlTG.ER... 
Dire u,ge.rs ifO\" up 10 JS fttt long and un weigh up 10 6,000 • 
po=<k 

Cpmbat 
,A dire tiger attacks by .omnin& at prey, lupmg, and clawmg and 
binng as u rakes w1th.its.1.cu.daws. 

Pounce (Ex): If a.._dir_c:Jigu leaps upon a foe during 1he: fllS.t 
round of combar, i1 catUnake: a full anack eve.n if it has already 
1aken a move acrion._ _ ---:-;-4 

Improved Crab (Ex}: To use 1h1S abthry, tbe: duc.ugcunwt hn • 
wuh us hue anack.1f it gers a hold, 11 can rue:. 

Rake (& }: A dire uger can mJ.k" r ... 'O r.akc.111acks.1.t.1B mdttl 
agams1 a he.Id Cl'C'J.ture: "-i1h itJ hind legs fot.ld.hl..Jiamagcndi... 
If 1he: dirt..U£etpounces on an oppone:m, 11 un also rah 

SkiUs: Dire rige:rs receive a +4 nci.al bonus 10.lilde. arul.Move 
Sile:n1ly checks. •10 areu of rail gnss or heJ.vy undergmwt.b.Jhe 
Hide bonus improves to +8. 

This monsrrous fl.sh can grow tQ .. aJeng1h..oi-50 fee.1 and weigh 
more than 20,000 pounds. 

CombaL 
CMe sharks mack anything they ~CU'.LJQ be. f'dible, 
even luger creatures. They bur .wuluhcir.powedu.lµws. 

swallowing smaller creatures in o 
Lmprovt':d Crab <Esl· IQ use this ahili';Y-t 

tbe: dire shark mus1 h11 w1duu.blle:.Hlad.--1 
1f11ge1sahold.ucan..u::y1~ 
th" fr~. 

""' SwalJowWhole( E•):C.dire:s 
can 1ry 10 swallow a gnhbe:.d oppon 
of Large or smaller siu by making a 

successful &npple: chtl.O.ncun· 
side, rhe opponent taku 2.d.&.6 

pomis of crusbina di.magc....plus 
td8+4 poims of acid damage per round 

fromili.shaclU dJ.&esuve: JUtce:s. A swal­
lowed crucure can cu1 llS way our using 
~4&,ht sla.s.hm& wupon by deal· 
.mg..2.S_pomts o(dama&e 10 the shark's d1· 

ge:snyc_ wet (AC 20). Once 1he cre:a1ure 
uits, m.usculu..action closes 1hc hole:; 

t9...w ano1hn swallowed opponem must cut its 
0/ own way om. 

The: shark's gullet can hold rwo Large, four Small, c1gh1 Tmy, 
SlXlttn DunUlum·e, or th1ny·1wQ.fine or smaller opponents. 

Kttn Sce:nt (&}: A dll't shack.an notice cn:arures by sccrn ma 
1SO-f001radiu.sand<k1ecrh~te:ra1nngcsofuproami.le. 

DISP! ACER BEAST 
Large: Magical Sean 
Hil.Dice-:6d L0 .. 18 (SI hp) 
lnit iailve: +2 (Dex) 
Spe-ed:40ft. + 
AC: 16 {.-1 size, •2 Da. tS n~rural) 
A11:ack.s:..l..1cn1KIC'.S ._j_mdt':t':, biie +4 melee: ---4 
Oamage:Tcnm:k.tdh4, bne 1d8 ·2 ~ 

.Face/..Rt:ack..SJL by 10 fL/..S fL (15 f1. with 1cmKksl 
Special Qualitiu: Displaccme.m,.rcw.tance uua.ogcd._au 
Sa,,.H: Fon ~s. R.d:u. Will d 

,Abilitics: SlLl.8..lla.1.S. Con.16. llll 5, Wis.12..Cha 8 
,Skills: Hide: +t2~Lim~n •l. Move Silently +7, poi +6 
fcats.:.Ale:nness. Dodge 



CUmatc/Tcrnln:Tcmpera1c (otcs:~o"--'~~!l~•:oi..,.._ 
moumuns and underground h, 

Organiution: Soluary, pair, or pridd6=1.Pl 
Challt>nge Ra1ing: 4 
Treasure: 1/ 10 coins;50ltt_&oods; SO"i ucms 
Alignment: UsuallyJ.awfulcv1l 

Advancement: 7-'J HD(l.aracJ; 10-18 HD""'•••l!'p;;;;<-~ ugc) 

,.J:ht_d1splacer beas1 is a savagu.nd..s1ulthy 
carnh'Ort 1hu rc~mblcs a puma w_.uh SI)( legs, 
~g gr«n eyes, and lWQ_.lllu.KWtcmaclcs gl'O\ving from ifs 
..s.bouldm 

A dispbctr beast has hmlrious. blue-black fur and a long, 
fdmc body and hud. h li.1hc SIU of a lkngal ugcr, about 10 
ftt1 long and wc1ghm1-abru11 500 poundJ. The 1cnuclcs end 

,J.n p.aduqwp~ with..h.o.lll.)'..rulges. 
Oisplac.u beu1s favor .small game bm will eat 

! :~~:::r~;n~J't~·::ac:k r;!;~i:I! ~~:~r~::~: 
Thty have a dccp;Sta led hai red of blink dogs, and 
rbc rwo auack uc.b other n11hlcssly "''hen their 
pa1h<scross. 

D1spl.accr beuu r.ike opponenu wub thc1.t. "1Giiilll:~41ljj1.;;.. ____ ..... _ _ ..... 
tnm:lu and blfc foes that gc1 cl~. 

is placcwcm (Su): A ligh1-bcndi.ag &limcu:omlnu­
ally surrounds a displacer bcas1, makin& u difficuh 10 sur­
~ 1hc crcauuc's 1ruc loca1wn. Any m.tl~ed 
anrl d1rcc1cd u 11 bu a 50'\. m15s chance: u.okss.Jht at· 
tKkcr un loc1uc the beast by some means oth«..Lhuuigbt. 
.6.JTUf Jmng tffec1 allows the user to Ste the ht.sU PQSUJOn, 
bu1S1t1nvmln/11yhasnocITec1 . 

..&:mWJcc 10 Ranged Anacks (Su): fi,. displacu_ 
bcas1 gains a .2 rcsis1ancc bonus 10 Sllvcs against all)'_ 
ungtd spdlouangcd magical atrack.tha1 spc.Q.fk,iJ.4.-_ 
1.irgcu 11 (uccpl for ranged routb mac.ks). 

Skilh: /\displacer bcu-1 rccc1\"C.S a .s ncial bonus 
10 H1dt> checks, 1hanks 10 us d1splact>mcnt powt"r 

DOPPEI GANGER 
~tcdiutn:-Si.:t.c. Shapc.Wangcr 

Hit Diec: 4d8,.4 (22 hp) 
lni1iady~ 

Speed: 30 £1. 
. .6..C: JJ (+Ukx. +<4 na1ural) 

tuck.s:2slams•4mcltt 
"'°_am.age: Slam ld6+ 1 
Jace.[Reach: S ft. by ifl.lS fr. 

Special A1t1cks: Dt.IC'.CI tho.ugh1s 
Special QuaB!ics:.Al.tu.Sct.lf..immuni1 ies 
Savt>s: Fon .. s, Rc(,.5, Will t.6.. 
Abilirit"S: SllU. Dun Ctm 12 Im U, Wis H , 

Cha 13 
Skills.: Bluff . 12•, Disg~J.m.iU...Scnsc..__ 

MOllVl"•6,Spot •8 
Ft>11S: Alt>nnt>u, Dodge 

CJ.imatc/l"uraln: Any.land and undc.rground 
Q[gan.izatlon:..Solnacy..pili.. or gang!J-1) 
Cbalkngc.1\ating; .3 

as.u.t:t..00.uhlesra.ndard 

?h:~I~[~~:: ilie;~~:!:n'::~~gs thau.rLJhk rvakum_tli~ 
Doppelgang~c excellent use of this..nalunlmim.: ,. 

1cry 10 Sfi1$C' ambu.sht>s, bai t traps. and infihn.1c. humanoid., 
socu!1y. AltbQugb. 001 micdy evtl, they arc m1cr~1ed QD.(>'1 

in 1ht>mseh-es__and rt>gud all others as playtlungs to bt. 
mampula1ed and decewcd 

In i1s true fonn, a doppelgangl"r h.is a rncu:c...m: .kss -
humanoid appearance The flesh is pale and ,,hairless, 
fct ling likt> oily buckskin The largc..hu.J&W& t)'C:S arc 
white and lack a visible pupil They art sltndcr and 
fra1l-looking. .but doppcigaQ£W arc hudy 1hmgs 
wnh a na1urala£ilicy- not appart>nl from !heir gangly 

hmbs. 
B«au<;cJ.hey can take thl" shapt" of any hu­

manoid hwig bc:iwt>eD. 4 and 8 ftt1 1all, doppel­
gangt"ll.lll" na1.Ur.al.spits and assassins. Thty can 

snnk past semrics, slip in to secured places, and 
fool t>\'en lovers or close friends. Tht>y art" cunning 

and paticn1, w11lmg to wall un1il an opponunity 
prcscnu itself mstc~ o!anacking nshly . 

COMBAT 
Wht>nini1sna1ur:.aJ.loDn.o.r.1nrhcgu1.Stofsomt"Onl" 
unanncd, a doppelpngu stnkc.s wuh iu powerful 

fists. lnJ.ht iliapt oh. w.11aior or other anncd person, ii 
attacks wuh wlutt>vt"r wupon Is appropna1c. In such 
cmJ.JI uSts dt>rcct thoua,lus 10 t>mploy the umc tacucs 
and s1n1t>g1es as tht> ptrson it is 1mpcrsonnmg. 

JX1cc1 Though1s (Su): /\ doppclg.ingcr cm..CQ.!:1llill 

ously detect thO\lghu u 1hc spell as1 by an 161.h._-lt)fd_ 
JQICUc.r(.s.avc.DC 13}. hcan suppr~orrcswnt_~ 

~t~~s:U~~~~/\doppc lgangcr_canw.u.muhc~ 
:f:~ra,a~~~~:~~b~=~'::!~s,beo!~~~ ~ 
gangu..cai:u:cmun.111 rhc chosui..fo.on mdd'lnncly. Ir 

can assumt" a new form or ttrum 10 ns own as a st.in-Al.ignmC',ll t; Usually nt>u1ral 
Advancc:mc:nt: By character class ... !A'....tliiil .. ~"'!11 .. ~~ darJK®n. 



lmmuni1iu {Es): Doppe..lgangus arc. i.m.m.u.nLJo...e.p and 
cliarmeffccu. 

Skills: A doppdgangcr rcccJVts a .t:t..ncialbonus w...BlufI and 
Disgui~ checks. •whe.n using alltT .s.t.I/. a doppe.lgangcr_ receives 
an add111onal 110 CU'Cumsuncc bonus 10 Disg~ checks. If u c~ 

:a:,: ~~~:=~cu a funhcr d cucurnsiancc bonust 

DRAGON+ 
Drllgons arc wing~. rcp1ilcL.kc crcau1rcs of ancient lineage. They 

.,uc.known and feared fouhcit..sue.. phfskal prowess, and magical 
ahilmcs. The oldcs1 dngons .. a.cc among rhc mos1 powerful ere.a· 
turrsm the world 

Known wrierics..of d[llgons fall inro fWO broad ca1cgorics: chro­
matic and mcialhc. The_ chromatic dragons arc black, blue, green, 
~d,.and.whuc, all evil.and cxtwndy flcrcc. The mciallic dragons 
t ~:c. brass. brorn:e., coppe.r, gold, and silver, who arc good, usually t 
lhlt:' and.highly rcspcc1~ by the wise. 

All dragons gain more abililies and greater power as they age. ,.. 
They range in length from several fcct upon hatching 10 more 
rhan 100 feel afie.r an ammg 1he. siams of great wyrm. The exact 
sileVllricsxcordingtoagcandvaricty. 

0 UCON ACE C ATECO• IES 

"''"OfY Aa1t (YHni) 
Wyrmlmg C>-5 
Ye.rt young 6-15 
Young 16-2' 
JuftfU!c 26-50 
Youngaduh 51- 100 .. "''" 101 - 200 

J ~hlurtadul! 201-400 

• Old <401-600 

• ....Ycryold 601-<00 
10 .Ana~• 801 - 1.000 
11 -""""· 1,001- 1,200 
12 Cre.atwyrm 1.201 .. 

Though 1hcy arc fearsome prrdators, dragons scavenge. when nee: ~ 
csury and can ta1 almosuwything if they arc hungry enough. A 
dragon's meiabolism ope.mes hkc _a highly tffic1tm furnace and 
can mttabolile even morgamc matcnal Somt dragons have de­
veloped aJastcioouchine. 

Although goals and ideals vary among varlciics, all dragons are 
covcinus.Jhr.y Uke....ta.houd w.cali.h~collccung mounds of coins 
and ga1hcring u many gems, icwe.ls, and m:.tgic items as possible. 
Ihosc with .. .Lugc hoards arc l~1h toJtavc..thcm for long. vcniur· 

..ing our of 1he:1r lairs only 10 parrol the: unmcdiatc area or 10 gtt 
~r dragons. 1ht.rt is.ne.vtr enough treasure· h 's pleasing to 
,JooU1, and 1hcy lmkJn.1.1s rad1ancc..Dragons likt ro make beds 
of dmr hoards, sb:.tpw,g...nook.s and mounds to fl.1 1htrr bod1ts. By 
the nmt 1 dragon m.alW:CS..lO the grca1 wyrm s1:1ge., hundreds of 
gtms and couu :.ire.cmbcdded.m us hidt. 
Alldragonsspe.ll~ 

COMBAT 
A dragon 111xks w11h us powe.di.ilclaws and hue:, and.can also use: 
a breath weapon and spe.cu.lph)'.SlaUuacks..dcpe.nding on us 
sue.. It prrJe.rs 10 fl.gh1 ani..bc w1aa. su.yingouLOUeKh.unril i1 has 

. worn..d<M!n..tbc. enemy w11b [llngcd atucks. Oldcr..mo«. intelli· 
t grn1 dragons ;ire adtpl:.tuazi.ng upJ.ht.opposmon and e:limlWlting 

+ i..bc..most dangerous foes firs1 {or avoiding 1hHD whilt picking off 
~emits)._ 

DUC ON f AC! AN_D REACH 
Siie FK1t Re:Kh 
rm1. 2-l/2ft. by21/2ft. sft.• 
SmaU 5 fLby 5 ft. 5 ft 

+Mcd1um·S•lt Sft.by..5fL 5ft. 
.Urgt Sft.hJtoft. 10ft.• 
. Huge 10ft._by20Jt. 10ft. 
Gargan1uan 20li..br40..fl 15fl 
Colossal •OfLbyMlft 15ft . 

• *G1Catcr 1han normal 1Hch for a cruturc of th.is..iu:e... 

DRAG O N ATTACKS 
1 Tail 1 Tail 

Size lBite 2Cl1w1 2 Wing• '"' 1Crush Sw_~ 

Tiny Jd< ldl -~ --==--4 
Small "' '" .,.Me.d1um•SIZl' ld8 1d6 '" ,.urge: '" 1d8 "' 1d8 ,..,,. "' '" ld8 "' 2d8 

.Garganluan "' "' '" "' "' 2d6 
Colossal "' 4d6 '" <4.d.6 4d8 2d8 

Biic: Bue ariac.ks dtal_ the listed damagc.._plus the_ dr:.igan's 
Strength bonus. The dragon also can use us...hite....[OJJl:l.lch..op~ 
ne.n1s (Ste the dcscnplions off cm btlow}. Bite....auacks.usc..thc full 
au ack bonus. ----
Cl:.1.w:Clawauacksdeal1htl1S1tddalll:.liC.~On' 

S1reng1h boaUJ ([QUJld down). Tht dragon also.can.usc..us.c4 
snarch opponenrs (sec the: dtsenp1ions of fears be..bw}...chw at: 
tacks arc at -.5 10 the...au;1ck bonus. 

Wing: The dngon can slam opponents w11h 1cs..wmg.s. ex~ 

;~;:n~~~!n;::?o~:~:t d!:n~:~ !:::g~.s~:Sth~ 
bonus. 

Tail Slap: Tht dragon can slap ont opponent cach..mund.J.ril 
us uil A rail slap deals 1he. 11S1cd damagt plus t 1/lJuncs the: 
dragon's Srre.ngth bonus {round down) and IS :.ll..:5.lO..thruck 
bonus. 

Crush : A flying or jwnjllllg dr:.tgan.af..u..lc:as1 Hugt Sile can 
land on oppone.nrs as a nmdud ac:uon. usmg 1rs wholt body 10 

crush 1hcm. Crush :.tttitcks..arc..illccm·c only apins1 opponcnis 
th ree ounore sizes sm:.tl.ler lh.an.tliedngo.n (though it can art cm pl 
nonnal O\·errun or gr:.ipplc.auac:kugaum largu opponcnrs). 

A crush attack afferu as__manyc.u:::.11ure.s as can fir under rht 
dragon's body {sec Table l : Dr.agon Face and Reach above). Crta· 
rure.s1D..the,a£fe.:c1Cdarta must succctdat a Rtfle.xsavtagatnSt a 
DC e.qwlio thH of rhe. dragon's breath wrapon or bt pinned, au· 
romauC2lly ukmg bludgeoning dam.agt during the ncx1 round 
unltss 1he. dragon moves off them. If the dragon chooses ro main­
tain the p1D. 1rca1 ir u a nonnalgr:.ipple...anac:k. Pinned oppontms 
take crush da.magt each round i{r.hey don't tscapc. 

A c.nWi au.a.ck deals the 11Stcd d:.tmage plus I 1/ 2 limes the 
dngrull..Stwigi.h__honus (rountldownl 

Tllil Sweep: A dragon of 11 lcas1 Cargamuan Sile can swe.e.p 
wuh iu t:.til as..a siandard acuolLibt s .... -ccp affecrs a .half._cuclt 
wuh a diame.ll'r of JO fe.e.1 , cemcrcd on 1hc dragon$ ttar. A Colos­
sal dragons tail sweep has a 40-fooi r:ad1us. Crca1urcs wuhm.r.he 
swe.pl ma arc affected if they arc four or more sues smallu.i..b.an.. 
1ht dngcn..IhLswe:cp._.awoma11c:.tl.ly deals rhc lis1cd~ 
1 1/ 2.Jimcs the dragon·s Srrcng1h bonus (round ~ 

.crcarurcs can..ancmpr Rt:ilcx. saves to 1ake. half dam:.tg · 
OC cqual.ta.thaLoJ the dngan's bre.ai..b we:apo 

Crappling;Dr:.tgow do no1 favor grapplc.atuic.ks. i..bough rhcu..r 
.cru.ili.auac.k....and.5.n:.tlili fcaL.(se.e. 1ht de:scnptions of fears) us.c 
nonnal gDpplc rules. 



lfgnppled by a cre:arure thc~or..hrgu_ul..rag.onun 

rerurn the: mack with 11.s bue and all four kp.(thuur legs du! 

cbw damage:). If snatched or crushed by a.hrgu.dragon..a dr:agon 

can respond only wuh grapple a nicks to 1ry winning free, or wi1h 

bue or brta1h weapon 1112ds. Lf gnppled by a cre:arurt smaller. 

than itsdf. rhe dra.gnn an.respond wuh any o(m physical an.ack.s. 

01her 1hana1ailsweep. 

~~ d=~~sns;.~:
1::rs~!~:~1~u~~t:~~~1~l~::=1 

1 ridc:d iuucceeds ar Conctnmauon..clitds. 
.Bnuh Weapon (Su): Unng a brtaih weapon is a mndard 

~n. Once a dr:agon hruthc.sJLa.zlt breuhe again until td4 

,_rounds bier. If the: dragan..h.as more rhan one typt of bru1h 

weapon, 11 s1ill can breathe only once e\-ery 1d4 rounds. A blas1 

from a brtath weapon alway.I s1ans u 1he: dragon's mourh and ex· 

tends in a dirtction of the. dragon's choice, wi1h an arn u no1ed 

..below..J£.thc...brc.atb weapon.deals damage, crearure:s caughr in the 

t ucac.anaue:mpl Re:Ocx sa\·e:s 10 lake half damage; the 0C depends 

~~agr;and iypt". lmed in rhe individual tnrry. Sa.v 

againn nondamaging brtath wtapons usr rht samt OC, but 1hc., 

rype:sVillryasl\Qlcd..mthtvarittydtscnpuons. 

Brtuh wtapon.s come in rwo basic shapes. line and cont, whose 

artasvarywuhthedragon'ssut. 

DRAGON BREATH WEAPONS 

Drap Size Line11 (lensthJ Cone- (lenJthj 

~ 
30ft. JSft. 

II 40ft. -2QJL 

Mtd1um·s1zt 60ft JOJ\. 

t-1.arae so• OJ\. 

~uae: '''" 50.IL 
G1rau11uan 120ft -"'"-
Colossal 1401"! 1JJA 
•Ahne1satways 5fttth1ghand 5 ftttw1dt. 

-A.conus as h11h and wJdt n 11s l~g1h. 

fri&h tful Puu.n ce: (& ):A you11£.11dult OL.oldtt.dragon.oo 

unsttdt fon wuh iu mtrt prtse.nct. Tht abJ.iry takts effca.au10- . 

mHicallywbtnevcr tht dr:agon auacks,chngts.or flits~ 

Creatures wi1hin a r:ad1us of JO fte1 x the dragon's age cue gory ru 
subjtcl 10 1he efftcl if they have fe10.'C.[ HD than the dragon. 

A pocenu.ally affected crcarure thar succeeds ar a Will 5a\'C: (OC 

10 • 1/2 dragons HD .. dr:agon's..Chansma mochfier) rtmams 1m· 

munt 10 Um dngorujrightfulprtiC.Dce for ont day. On a fa1lurt, 

crc.nures wiih 4 or (ewer HO be:c.omt panicked for 4<16 rounds 

and thasc_with..i..aL.more H.11.hcwmc..sh.alc.n. for .W6 rounds 

Dragons ~ore the fngh1ful prtstnce of 01her dragons. 

Spells: A.dragon knows and casts a.rcanc...spc.lls as a sorct rtr of 

the le\'cl indic11ed In us \'ariety desaipuon, g;nning bonus spells 

..fuu..higb Charisma scorc...Some dn.gons can al50 cm spells from 

thtc.lcriclis1orclencdom.amsuarca.nespc.Us. 

Spell·Like: AbUitks;_A dragons spc.ll·lUte ab1l1t1es depend on 

1u age and vanc.ry.JLpmSJ.hc..ahaliue:s \ism! for its age plus all 

prtvlOUS ones, USlDg.J.IS age category or us sorcerer caster level. 

wh1chtve:r u hlgher..as. tht.. Clilfi.leve:L Tht Ja•'I' DC is 10 .. 

dragon's Chansma modifier • spell level All spell-like abilities are 

usable: once per day unlcu.w..h«IDse.spe:c.iJled~ 

lmmllllitie:s (&): Ail drago.nurt unmuoc...ro Jlt.rp .and p;in:ily­

su efftc1s. Each varit1y of dngoll..1$J..lllmu0t..10 Qnt...QL.rn:o addi· 

lional forms of 111ack no mauer whar its age~ as liJtc.d 1n iu 

dtsctip tiQI\.. 
pc.ll.Rni.s1ance (b}:Ji.s dragoru..age, rhey became. more 

• Lani fil.Spc.lli ll.Dd spdl·like abihucs. as lb1e:d m 1he vanery 

dc.st.ripUQD.S.... 
Blindsig ht (Ex): A dragon can ascenaln crta1ures by nonvi· 

sual m.uru.. (mostly htanng and sctnt, but also by nodcin& 

\'ibra.tian..and othe:r.c.nv1ronmenral due:s) wnh a r:ange of JO.ft.« 
thedca.g0Magt.ca1e:gory. 

Kecn Sens u (& ): A dr:agon stu four 1imu IS wdl Uuunan., 
in low·light condl1ions and twice IS well in normal light.11.4 

,..also hn darkvision wub..a range: of 100 feci X 1he dragon:S age 

.call' gory. 
Skills: All dragooutm wi1h 6 skill pom1s pe.r Hu 01t, plus 

bonus poinis tqualto.lruilligt.nce modifitr x HO, and purchase 

tht following skills 2L 1 rank per Hil Die; lJsten, Spot, and 

.Search. The remauting.s.lull poims are gene:ra.lly .spc.D1.Qll...Bl. 
Concentration, Diplomacy, Escape Arust, Knowledge (.any). and 

Scry a1 a cosr of I s.kil1 po1n1 per rank Dragons C:l.D.Dllt.purchuc. 

skillstharareexdus1ve1oaclus. 
Ora.gons thai can Cast spells have tht Sp.dkn(ukill.fur.frt.L. 

at 1 rank..per.Hl1 Dlt, provided they havt anJ..ntdhgc.ncc..bonus 

ofai leas1 ~1 ( l melligencescore12+ ). 

• .Red. copper. gold, and silver dr:agons ha\"C: 1he Jump .. slull.for 

.fre:e:a1l rankperHitDie. 
.fears: All drago.ru..have one fut, plus an add1rional feat p«. 

4 HD. Dragons favor Altnness, Cleavt (claw o r tail slap attacks 

only), lmprovtd Iniualive, eowu Anac.k.. Sunder. We.apoo 

focus (cbw or bue), and any meu.magi.c..feauhat 15 avubble 

and useful ro..sorce:ren. Dragons can also chooR.from the fol· 

lowing feats: 
rlyby/Jl11tk: See: · fea ts"inthe lntroducuon... 

H111.vr. Whtn flying, a dragon can haluulaonnl.mm.um and 

hovtr in place, fly ma1ght down, or fly su~p.Icgmilw oC 

itsmaneuverabUi1y~ __ 

While hovering, It c.an a crack wi th us b11e and allfour.feet {its 

hind feel deal claw..damage) and c.an make tall..liap anackuf... 

normally allo"·ed 10 do so. If it can makt a ml sweep. u.can do., 
so 1Vh!le hovrnng bu1 can make no other auacks. 6 hovedng 

dragon canner mah wing 111acks. It can use us breath.weapon... 

1ns1t1dofmakmgphys1calattacks. 

If a dragon haven clOSt' IO the ground man arta w.uh....lo.i.s.f 

loose debns, the draft from iu wings crt11es 1 ht.rwspherical 

cloud •vi1h a r:ad1us of JO fec1 x 1ht dr:agon·s ag~ The 

winds so gcner:11td can snuff 1orches. small c.ampfires. expos.ed 
lanterns, and 01her small, Op(ll.fiam.cs..aUwnmag1cal on gm. The 

cloud obscures vision, and creatures c.aught wuhm arc. blinded 

while mside and for L.z:O:und.a.frc.r emerging. Those caugh1 in the 

cloud mus1 succeed at a CQnuntcaulln chtck (DC 10 .. 1 ·2 

dr:agon:S H.D) to can 1 ~pdl.. 

Qiuckcn Sptll · L1lu Af.1/11y: The. dragon.can use one of us spell· 

likeabJ.iritseach roundasafreeaction 
Sn11kU.dngon 1har hus wuh a cbw or bne anack antmplS 10 

stan a grapple as though u had tht 1mpl'O\"ed gr:ab special mack. 

If the dragQn gtts a hold wu h a.dilV on a crearurt four or more 

stzu smaller, ii squee:.tes och mund for 1u1oma11c claw damage. 

If n gcis a hold wuh us bUc.Jm...LOt.alure rhree or mort SIU'S 

smaller, 1t au1omaucally deals. bu.L.damage each round, or if ii 
does nol mO\'t.. and ra.kes no othu. acuon tn combat, u deals 

douhlc.Jme dam.agc..icuh.t sn.a.tche.d.ueaiure. A sna1che:d crtature 

geu: no SJVUli thr.ow agaum tht.dr:agons breath weapon. 

the. dragon c.an drop a crc.uucc:J1 has sna1ched as a fr« acnon 

or use a standard acrion 10 fling It aside A flung creature travels 

10 feet, and lakes 1d6 points of damagt, per age categQI.)'...Qf 1b£ 

dr:agon.Jilhe dr:agoo fimgs it while flying, 1he creature. .su!l'ut 
rhis amo.u.n1 .e:d.alhng.d.amage, whichever is grtall'r.. 

W1ng0'f.r: /\ fiyw.gdragon canchanged1reclionq~ 

each mllrul...Ih.i.s f.eat allows ii to rurn up to~egr.c.u..regud: 

less e:f llS ma.ot.U)·e:calulny. m..a.d..dlUQ.11. l.O any Qlhc:u.ur~ 

normally alle:wed.. A dragon CUUlOt gam alUUtde dunng the 

u:i.undJLUt.Clltt.i..a..lrini0'«. but it ca~or more: mfor· 

m:uion. s~e Tactical Aerial Movement, page 69 m 1he D U"1ClON 

~uldt.... 



Dragon Overland Moveme.nl. 
Dngon1 art 'xcttd1ngly strong fly' rs and can C0:tr 'lilSt dis1anctt 
quickly. 

OuCON OVEllLAND fL.YJ NC SPUDS 

Fli1h1 Speed lOOfm lSO feet 200fm 2SOfttt 

One Hour 
Norm11I 15m1lu 20miln lOm1lei •Omd's --+ 

..H1mle 2•mile.s iO..aul.u 60m1ln 80.mil's 
OncDlJ 

. ~o.a:n&I 120m1lts J60.mde.s 2•0m1ln 320m1!es 

Dragons do no1 nr' as quickly as oth'r cruiurts wh'n mOY1ng 
O\'erbnd. If a dragon aue.mpts a hus1lt or forct'd march (Stt page 
10 1n 1he Playrr'1 HaJ,Ullw:lr:}, check for subdual damage once 
evt.cy 2.hows UlSltad o(~e_ry hour. 

~GON_£0CIE1Y 
. Although all dngons art bt.Uevtd to have come from the same rools . 
iens of rhousands...o£ years ago. rhe present varieritt keep 10 them· 
St:lvts and COOptnte only und'r rxtremt c1rcums1ance~ such as a 
pcl'vtrful mutual 1hrtaL Good dngoru nt\-'tr work wuh rvi.l dng­
ons. hO"'t\"tr. though a few ncurnl spte1mtns ha\"t bttn found 

wuh 'uhtr. Cold dngoru occasionally assocU1e vmh sil•"tr dngons. 
When evil dngons of d11Tue.m varit.1its encoumer one an­

' other, thty uswlly flgh1 10 prorcct their 1t.rt11oat.S. Good dngons 
~ore 1olt.ran1, rhough also ve:ry tc..rri!orW. and usually rry 10 
work ou1 dUftrtnces in a pe11crful manntr.. 

OngQns follow a numbt.r of reproducu'it.Stn.tegies to suit their 
n'«is and ttmptramems. Thest helpassur' the.t.wninua1ion of a 
dragon's bloodline, no maner what happe.ru 10 tht. pa.rem or rhe 
~ren(s lair. Young adults, panu.:ubrly evil or Im rntclhgent ones, 
ttnd ro b.yclucchts of ld4+t 'ggs all around lht counuy.5ldt, leav· 
in& their. o!fspnng 10 fwd for themst.lvt.S.. thtu. huc.h m10 
dutchts of dragons. u.sually JUVtmle or young«, which s1ick ro­
ge1he.r untll lhey can n1ablish 1httr ownJau:s. 

Olde.rand more in1dligtnt dngons form fa mil.its consisungo( 

a mat~ in1r and 1d4 .. 1 young...Ma1t.d dngons art alw.tiys adulu.m 
marurt a-dulis; offspnng found wuh 1httr pnents are wyrmhng5 
{0 1- 10 on d<;\), v'ry yo.uug {11-30). young (H - 50}. 1uvenile 
(Sl- 90), or young adul1 (91-100}. Shonly afttr a dragon rexh's 
rh' young adulr (O! nrdy, juvenile) stage, ii leaves its p;irems to 
esrablishabiroLitsmv.n. 

A pair of mate.d dragons bc.)'ond the marure aduh stage usually 
splus up. .indt.pt_ndcnce and tht,lusr .foL.ltta5urt dnvmg 1hem 
apan Oldu femaltt connnu' 10 maie and lay eggs, hue only one. 
parem s1ay.1,rn rhe la1rto raise young.,Of1cn an older female bys 
many dutchnof eggs, keeping one tOJend herself and one for her 

1 .. m.uc. and leaving 1he rrsl unttndt.d. Somtumes a female dngon 
pl.aces an egg or wynnlmg w11h nondt.:onic fositr parents. 

BU.CK 0RACONS IY ACE ... Slie HitOM::e(hp) AC 
Wyrmhn1 T 4dl2-..• (lO) \5(•211ie,.Jriatural) 
Veryyoun& s 7d12-.7(52) 17 (•1 s1u, .6 natural) 
Youn a 10d12-.20(85) 19(+9naiural) 
Juvenile M 1ld12+26(110) 22(+12n111ural) 
Youn1adul1 l 16dl2..t8(1S2) 2• 1- 1 SIU,~ 15 natural) 
Acfoh 19dl2•76 (199) 27(-l"u, •18n11tur11I) 
MacureaOull H 22012.110(2S3) 29(-2sozl!',•21natural) 
Old 2Sd12-.12S(287) 32(- 2me,,24natural) 

V..,old 28d12-.168 (150) lS(-2size,-tc27narur&I) 

Anc"nt )ld12·186(387) l8(- 2s1z,,•lOm11uul) 
Wyrm Hdlh238(•S9) J9(-'11ie,+Hnaturii1l) 
Greatwyrm < 17dlZ.296(Sl6) •2 (-' i1ie, ~16 n11tur11J) 

DRAGONHL12E 
Armor:snuths can work wi1h dragonhtdtt 10 produce mas1t.rwork 
armor or sb.idds for the normal cos1 (Stt Spec:i.al and ~ 
Items, page. 111.111 rbt__Playrr'1 Handboolr ). , 

Ont dragon products e.no.ugh.hid' for a singl' suit of master· 
work hid' armor for a crcauue up to one stze smaller than thr 
dragon. By stlecting only choice scales and bits of hide, an armor· 
smith can produce ont..sWJ of masterwork bandtd mail for a crea-
1ure up 10 two siits smalle.r, one suu of mas terwork half·plate for 

:u~~~CUf:111 ~~:;, 5~5a5~i':~,0fo~:'s~:::ii~=~ 
rhtrt is 'nough lude 10 produce a small or iargtJJUllcrwmk.., 
shi,ld m a-ddiuon 10 1he armor. providt'd tha1 cht. dngo.n lS of a1 
lease Largesiu. 

CHROMATIC DRAGONS 
Chromatic dragons form th' tvil branch of dragonkind....Ihtµte 
q.gressw,, gretdy, vain, and nasry. 

elack Dragon 
Dngon (Wu,r) 
Climu,/Te.rnin: Any mar:sh and underirounL 
OrganizlliQn : Wyrmling,.. vm young, yo.ung, JUVcnilc. and 

young adulc: solitary oulu1ch (2-5); adult....matw:c.adulJ. old, 
very old, ancaem, wyrm.or great wyrm;.sohw;y, pw:. or..!amtly 
(1-2 and 2-S offspnng) 

Challenge Ra lings: Wyrmling 2; very youn,g.J..y.Qun&.!.JU'i«uk 

:~:~~~ :~~~~~~~~t ~r;: 2aldulL.ll old Is yrcy old I Z· ~ 
Trcasun: Douhlt..ua.odard -! 

Alignmen1:Alway5c.haoricev1l ~ 
Advancem ent; Wyrmlrng S-6 HD (Small); v'ry young 8-9 

(Med1um-s1ze); young 11-12 H O (M,dium·s!zcl;._juv · 
14-IS HD (Largc); youngaduh 17- 18 H D (Large); adult21r21 
HD (Huge); mature aduli 23- 2'4 H D (Huge); old..26=2Z...JiD 
(Huge); ,.,ry old 29- 30 HD (Huge); ancient 32-JLli.D {Gar­
gantuan); wynn lS- 36 HO (Gargantuan); great~ HD 
(Garganruan) 

Black dngons ar' evil·1emprrcd,. cunning. and malevolem, char­
ac1ens1ics 1ha1 ar, rtfltt1~c.rafry, s1nis1er faces. Thty art 
someum's known as "jk.ull...drqonL...bt:cause of 1ht1r deep­
socke1e.d e_yes and dis1inCJ.Clt..nasa.Lopwing. 

Addmg to the skelcial 1mprusinn.Js lht gradual dt1eriora11on 
of thr hide around che horn base and chrrkbonts. This increases 
wuh agt. and d~s nor harm rhe dragon. On haiching, a black 
dragon's scales are chin, small, and glossy. As 1he dragon ages, they 
become l.argu, 1hu.:lr.tr. and dulkr. hdp1ng II camouflage uself 1n 
swamps and marshes. 

Blade. dragons lair m large.....d,.unp, cavtt and mul11ch11mbtrtd 
subrtmmtan cavtrns.. They sm.dlo£ romng .,..,g,m1on and foul 

...... '"' '" Will Bre11th .... 
Bonus Save Save Wupon (DC) DC .. ,, .. .. 2d•(ll) 

,9 .. ,, ,, 4d•(14) 
.12 ,9 " ·' 6d•(17) 

·" •" .. .. 8d•(18) - , ... '" .10 "' 10d•(22) " 17 .,, ·ll ·11 .11 120• (23) 10 11 .,, ·11 ·ll .is U0• (26) 1l 11 

·" ,19 ... ·16 16d•(27) " 21 

·" ·12 '" .19 18d•(30) " ..• '" ,17 .10 20d• (31) " ·•1 '" .19 ,,, 22d4(l4) ... "' ,10 ,15 2404 (16) H 



8LACIC 0RACOH ABILITIES BY ACE ... ...... .. Du Con 

WyrmJmc: 60ft.lly100ft. 11 JO ll 

(average),sw1m60ft. 

Veryrouna 60ft., fly IOOft. JO ll 

(nerage) swim60ft.. 

Young 60ft... fly 150}1. 15 JO 15 

(poor) • .sw1m 60.It. 

Juvenile 60ft .• fly150ft.. 17 10 15 

(poor). swim 60 ft. 
'l'OUflliduh 60ft.,lly150ft. 19 JO 11 

(poor), swim 60 ft. 

. Aduh 60ft .. fly150ft . 2l JO 19 

(poor), swim 60 ft. 

Ma1ureaduh 60ft., fly 150 ft. 27 JO 21 

(poor). swim 60 ft. 

Old 60ft,flyl50ft.. 29 JO 21 

(poor). swim 60 ft_ 

Very old 60ft,fly150ft. )J 10 2l 

(poor). sw1m 60 ft. 

Aoc!t'nl 60ft., Ry 150ft. JO 2l 

(poor). swim 60 ft. 

Wyrm 60ft.,fly200ft.. " JO 25 

(clumsy).sw1m60ft. 

Creatwyrm 60ft., fly 200 ft. )1 JO 21 

(clumsy),sw1m60ft. 

ltr, wuh :ui acidic unden one. OldtLdn,gonslndc 1he en1r.mce 

10 tbek lairs using rlilnl fM"lh. Bbck dngoru dme pnm:irily on 

""1sh. mollusks. and 01her aquanc creaturcs..Ihc_y_al.so..huru for red 

µneat bu1like1o "pickle" 11 by le1nngu liC'Jll_ponds..wllhin the lair 

i rord;iysbeforeeaungic 
Bbclt dngons are l"SpKllllly fond 0£ coins. Oldcukagons somC"· 

t umes cap1ure and quesuon humanoids about ,s1ockpllcs oC gold, 

~ ... sih:cr, and_pl.atinum COUlS before killing the.m_ 

Comb;u 
Black drigons preft>r TO ambush their targets, using thclt..Sur· 

rounding$ u CO\'l" r Wht>n fighllll& m heavily forested...iwamps, 

and marsht>s, rht>y try 10 Stay in thC' warC'r or on rht> ground, llttS 

and leafy canopit>s limiLlhcit aerial mantu11erabihty. When ruu- , 
matched, a bbc:k_dmgon antmp1s ro fly ou1 of 

sight, so as ODL co lea,·e 1racks. and hide in a 
deep pond OLhog. 

JO 

10 

12 

12 

16 

18 

20 

""' Ch• Special Abilities Castttl11¥el 

II • Ac.ld_illlQll,lfUt¥,..Wilcrbrrathmg 

11 JO 

11 JO OatknHS 

I) 12 O;imagereduct1onS/tl 1'< 

ll 12 Co1rup1wa1er '"' 
15 I< Dam;1ige reduct.1011 IOJil._ -"" 

I< Plant growth 7'h 

11 16 Oamager..duct1on 15/•2 "" 
11 16 ln$eCtplague llfh 

19 18 Damagereduc11on20/+3 llth 

21 20 Charm reptiles 15th 

Brrath Weapon (Su): A hbdc dragon..h.as onLJ)'~ 

weapon, a line of acid.. . i 
Water Bnathing.(.Ex};The dragon ean breatbLuruittwatCU.ll:.~ 

deflmrely and can.fre_c_ly U5C' 1t5 bre;ith weapon, spdls, and mhey 

abilnies 1Yh1le suhmcrged. 't 

Cmnlpl Waltr (Sp): Once per day 1he dragon can.sugnate..lQ., 

cubic ftt1 of waru, malong u bl"comt> sulL foul, and unablt. IQ.SUP­

pon a mm al hft>. The- ab1liry spoils liquids comain1ng \\'.ate.c. .. M.agic 

ittms (such as porions) and uems in a creature's posseuwn must 

succeed al a Will ~VC' (DC equal 10 1hac of the ~1ful 

prescnce) orbecomt>fouled. 
Charm Rlphk1 (Sp}:Thl".~ usc..thiJ.abihry 1hree nmtt 

per day. It oper.ues as a m.:in.duum spell tha1 works only on rl"plll· 

1an am ma ls. The drigQlL.C.all.CWilmWUCall" wuh any charml"d rep­

ultt au.hough casnng a ~th a11u1uWspell. 
Other Spdl-Likc._ AbilitiH: 3 day-d1n*"m 

(ndius LO fl".CLpeI ;tige c;111egory) and 1nsuf 

p!.:igur; 1/ day-rlanlgroi1•!'1. 



Blue Dragon Blu.c.dragQllS aruai.n and rcnirorbl. They art one of the~ 
Ongon (Eanh) vmcuc..s best adapted to digging mro sand 
Climalt"/fcrnln: Ttmpua1c and warnultse.n and underground A.blue_~ u disringuuhed by dramauc frilled cu:u.n~ 
Or3aniulion: Wyrmhng. very young. young.Ju\•e_nilc,and young singlt, munvc born on us snout. hs seal rs vary in color from.an... 

adul1 solirary or clutch .,iridcsccrn azure 10 a dccp_mdi.go, polished ro a glossy finish.by 
(2- S); adult, ma.tuu ,.blowing desert sands.Ihc...sizc of m scales incrnses lmlc as the 

aduh, old, very old. AlilliilJi~"jP,;i~liil!i"""~~ dragon ages, ahhougb..thc_y d.o become thicker and harder. Their 
ncicnt, wyrm, or r hidu 1cnd 10..hum...trulc.racklc faindy with buili-up sratic 

great wyrm soluary, pair, or dccrrichyJhcsc tffccu intensify when the dragon 

C~~~lc 2:~~i ~:5~ffspnn&J- is~ ~:C,a=~~~o5:~1~~ giYlng ofLtn_~ 
W:yrmling 2; vuy Thcir v1bran~akn.. 
young J , young S; JU'o'.cmlt blue dngQllJ caU-lQ._ spo1 in 
7; young adult 10; aduh ha1Tt:n.._~ndings... 

13; maturt: adu.h ll;. l:low~u.....thc~. 

old 17; vuy old lS; buuow_.uuo 
anClUl.I 20; wyrm.22: tht __nru:l__.so 
grut wynn 24 only pm of 1htir 
asurc;Jlouhlc.stiUldnd heads art tX:_,. 

t Alignmt nt: Always lawful evil postd. Blut drag-
Advanctmen1~yrmling 7-8 ons .lo.vt 10 sou in 

HD (Smalll; vtry young 10--11 ilic.....bo1 duttLair. 
HD (Mtd1um-si;:c); young usuallyJly.mgJn thc_day-
13- 14 HD (Mtd1um-SLU); mntwhcn.tcmpcra1.U.[U.Mt 
juvtnilt 16-17 HD (largt); h1ghu.t...SomL.nu.dy_ma1ch 
young adult 19- 20 HD 1ht ~~y 
(largtJ, aduh 22-23 HD and us~uon to 

~;~~u:;,u~jd•~;~~;s~2~ rheu8~::::onsJaiLULv.asi t 
(Hugt.); very.old 31- 32 HD undtrgro.u.nd ~f§ 

~ (Hugt); ancient 34- 3S HD where 1hey also.s.10 
(Carganrnan); wyrm 37-38 1he1r 1reasurc. Altbo . 
HD {Cargmtuani; grca1 wyrm 1hcy collca_any1hing: 
40t HD (Gargantuan) that looks yaluahle, 

BLUE DRAGONS SY AGE 
Attxk .... .... "'• HitDicll' {hp) AC Bonus Sm 

Wyrmhng s 6d12..-6(<15) 16 ( .. 1 size, ~5 natural) .. ·• ·' \kry)'Oung M 9d12.-18(76) 11 (~8 natu111I) ·• .. 
Young M 12dl2.-2<1(102) 21 j~ll natun1I) • 11 ·10 .. 
Ju~mlll' L 1Sd12 .. <IS(H2) Dj-1.stze, .. l<lnatural) . ,. .12 .. 
Young adult lldll .. 72(189) 26(- l.stze, .. 17natural) ~21 •II ·" Aduh 21dl2-t10S(241) 28(- 2mc,.20naturaf) .,, .17 .12 
Maturtadull Hdllt\20(276) 31 (-2 size, t2l na1ural) •" ... ... 
o• 27d12·162(lJ7) l• (-2 size, +26 natural) .JI .,, •II 
Very old 30dlh180(3J5) 37f- 2mc,.29nuurill) •" .,, .17 
Arn:1cn1 Bd12.23l(HS) 18(-4$1zt,.-32natu(al)._ ... .,, ·" Wyrm 36dlh2!8 (522) <1l(-4stze, .. J5natural) . ., .,, .,, 
Gnatwyrm c 39d12·312(56S) 'l4(-4size ... J8natural) ... .,. .,, 

BLUE D RAGO N A•ILITIES BY AGE 
..... Speed Str Ou Con Int Wis Cha 

Wyrmhng <10ft.,fly100ft.(avcrage),butrow20ft. 13 10 13 10 11 10 

Vcry)'Oung <10 fi , fly lSO ft. (poor), burrow 20 fi II 10 II 10 II 10 

Young <IO!i: . fly150ft. (poor),burrow201i: 10 II 12 ll 12 
juvenile <IOfi ., fly 1501L(poor) ,burrow201i:. " 10 17 .. II .. 
Youngadul1 <IOft , fly 150fi. (poor),burrow201i: 2l 10 " .. II " Adult <IOft. , fly150ft_(PQQr),burrow20ff . " 10 21 16 " 

,. 
Mature adult <10li: .. fly150ft_(poor).burrow20ft . " 10 21 16 17 l6 

o• <10ft .. fly150ft. (poor). burrow20ft ll 10 1l II J.9 II 

V.~okl <l-0 Ii: , fly 150 ft (poor), burrow 20 ft )) 10 2l II .19 18 
Ancttnl •Off., fly 200 ft (clumsy), burrow 20 ft . JI 10 21 20 21 20 
Wyrm <10 ft.. fly 200 ft (clumsy), burrow 20 ft JL 10 " 20 ll 20 
Grcatwyrm <10ft , fly200ft. (clumsy) , burrow20ft, 10 " 22 2J 12 

*Can also cast cleric Spll'lls and those from the Air, Evil. and Law domains as arcane spells. 

Will Breath 
Save Wnpon (DC) ., 2d!(1<1) .. <ld!(l6) .. 6d8(1!) .,, 8d8(20) 

·ll 10d8(21) 

.11 12d8(25) 

.11 Hd8(27) 
;t;.19 16d8(29) 
.Zl 18d8(31) 

.ZJ 20d8(33) .,, 22d8(36) .,, Hd8(37) 

SpecialAbi litin 
Electnc1tyrmmunrty, 
crntt/destroywater 

Sound1m1tat1on 
Damagcre-duC11on5/•l 
Vtlltt1loqu1sm 
Oama1crcduct1on 10/•l 
HaUuc1natorytcrra1n 

OamagertduC110nl5/ •2 
Veil 
Oamagercduc11on20/•l 
M1ragll'arcana 

Fnr 
DC SR 

21 " 1l 21 
11 22 . 

" ,.. 
" ll 21.j 
)) " JI ll 

'" '" l<h 

"" ~h 

11th 
IJ<h 
l5<h 
17<h 



rhty art most fond of gtms-rspeoally~phu:u..Ihey uuomr­
umes are forced 10 eaf snakts, laards, and desert µI.m is to satt 
their great hunger hue c,spccially prefer .herd awmals such as 
camels. When thty gel the chance, they gorge 1hcmsclvcs on 
these creatures, 1Yh1ch they cook IY\lh thr1r Ughtnmg breath. 

C4>mb.u 

t!:&a~~,11~1~~~!~:': :~~h: ~~~ ~~~: ~ 
thr:lfspccialabilmcs, suchas~lmnrn, mconctrlwith.. 

1hrs,c cacucs to mask the land and unpro•:c rhe1rchancts ro surpnSI>' 
,..the...wgcL Blue dragons am from a_.fl&hLonly if 1hcy arc se\'trtly 

.,.Wmag«i, since 1hcy VICWJt.Lf.'.tU as cowardly. 
Breath Weapon (Su); 6 blue dragon has one type of breath 

weapon, a line ofhghuung 
Cno<1 k/ Dtsl1'1'7 W111tr (Sp): The dragon can use this abiluy 1hrec 

urncs RCI..da)'. 11 works hk.c.. thr: crr~ft wilfn spell, u:ccp1 thac 1hc 
, dragon ca.a decide 10 destroy wa1cr ms1cad of crcaung 11, which 

t aJ.ltQJillU!cally sllQils..unan cndcd liquids conraming water. Magicf 
irwis {such as potions) and items in a crnmrc's possession mus t 
succttd at a Wi.1.1..savc {DC equal ro 1ha1 of rhc dragon's frigh1ful 

prc.Rntc) or be rumcd. 
Sound lmi1a1ion (& ): Tht dragon can mimic any \"OiCt or 

sound If has heard, anynml" 11 hkts. l.Js1t"nl"rs must suc-
cttd H a Will sa'·'" ( DC cqwl to that of thl" dragon's 
(righrfulp1tsc.nceJ 1odc1ccr 1hcrusc. 

~u~~Vj!;~;;~~,~~!~~e,~:~~y:t:~lo-
, m1rogr 11rr11n<1 

cifeen Dragon 
..D.ngon (Air) 
dimate/ l'erraln; Tcmpemc 

and warm fores ! and 
widcr&round 

O rgani,u1io n: Wynnling, 
vc.ry young, young, 
JUvcmlc,and young 
aduk solharyor 
clu1ch (2- SJ; 
adulc , ma1ure 
aduh, old , 
very o ld . 
anclcm, wy.un. 

GR U N D RAGO NS BY AC E 

Ag• Size HitOice (hp) 
'Nyrmltn& 5d12 · 5(l7) 
Very)'OUn& M Sdlh-16(61) 
Youns M Jld12•22(93) 
Juvemlc L Ud12.·42(1H) 
'l'oungadult 17d12+61(171) 
Adult 20d12+100(2l0) 
Man.re adult H 2ldl2•115(26"') 
Old 26dl2+1S6(325) 
V..,old 29dl2.17.((J62) 
Ancient 32d12•22 .. (02) 
Wyrm 35d12·280(507) 
GrCatW)"•m c 38d12·304(551) 

AC 
15(•1 size,·• natural) 
17(•7nalural) 
20(•10natural) 
22(-lsize. •llnacuial) 
25(-lsize •• 16naiural) 
27(-2sozc.•19natural) 
30(-2siic, •22natural) 
B(-2sizc-, t25natura1) 
36 (-2s1zc, •llnatural) 
17(-.fsizt, •llouw:al) 
.(0(-.fsize . .. Hnuuial) 
O(-'ls1ze, ,J7na1uial) 

mawrudulLl.5._old 17; \'cryold 18, anciem 20:wyrm ll~ gre:n 

wynnlJ 
Trcasurc:.Qouhlc:s1andard 
Alignmcnc: always lawful evil 

,.Advancem cn1; WyrmhngfrJ HD (Small); very young 9-10 HD 
( Mcdrnm-uzc); young il- IJ HD (Mcdrnm-sizcl; Juvenile 
15- 16 HO (large}; )'oungadul118- t9 H O {largcj; aduh 21- 22 
HO (Huge r. maturc.._ad.uh.2+-25 HO (Huge); oW 27-28 HD 
(Huge); very old JQ:.3.lHD (Hugl")"; anc1en1 JJ- J4 HD (Cat:­

ganruan ~, wynn 36-31 HO (Cargamuanl.grc:aLW)'tllLlb.l:illt 
(Gargantuan) 

Grttn dragons arc bclligcrcm and tend 10 au:Kk withouLproo,·~ 

cation. Thcir fierce, 1001hy pws ind arrog.ant acilS warn ot.b.u.... 
c1ta1urcs of 1hcu aggresS1\·c nature 

A wynnling green dragon's scall"S are rhm, VU)' sma.ILa.nd a 
deep shade of green 1hn appo!ars nearly black. As the.. dagon 

.:tgcs, 1hl" scales grow largtr and hgh1cr, rurmng shades of forcs1 , 
.wicra[d, and olivegrc.c.n. which helps iJ bltnd in wuh ITS woodcd 

..,.surrounding~. Clus1crs of hornlcts at the brows and chin tn­
hancc the fcusomc appearance_._ 

C rtcn dragons make their lairs in fonsts,.. the. old«. the 

Attxk '"" '" ... ,. .... s .. ve 

·' ·' " •" .. ,, ... .. .1 
.17 '" 

,, .,, ... "' ·" ·17 "' ... "' ... "' ·" ... ·22 "' .. , .,, ... 
"' ... ... "' 

.,, 

forest and big.gu the uccs. the 
bener. They_ prcfcr.. c.a.vcs 1n 

cliffso.t.h.U.l.SJ.dcsandcanbe 
dc.tc.c.wl.b.r the. .s.unging 
odor aLc..hlo.onc. Al­
though. they_h.ue be.ca 
known to cat practically 

any1hi.ll£,._Uldudlng... 
shrubs and lma~ 
trees whcn they u c, 

hungryl"no.ugh, gr«n. 
dragons especially pmc ~vcs and 

Comb:i1 
Green dragom inilll tl" figh1s wuh 
l.ittk OC.00..p[Q!lOCIUOn, picking on 
Cll'iltUrcsofanysuc lf1ht"1argc1 If 
.tnl.D,&wng or stems formidable , 
the dragon nalks 1he crcaiurc ro 

de1crnunuhc best umc ro smke and 
the most appropriatctacun rouse If 

Will .... 
·• 

.11 

"' "' "' ... 
.20 
·2l ,,. 
"' 

the targcr ap~ars weak, 1hc 
dragon makes lrs prttCnce 

known quicldy-11 en­
joys cvokmg !error. 

Somcumcs thl" dr:igon 
clccu ro con1rol a hu­
manoidcrea1urc1hrough 

Broth "" Weapon (DC) DC 
2d6(1l) 
.(d6(16) 
6d6(17) 
8d6(20) 

10d6(22) 20 " 12d6(25) 2l 21 
).(d6j26) " 22 
16d6(29) 27 " 1&d6 (30) 28 25 

20cl6(H) " 27 

22d6(35) " 28 
2•d6(J7) " " 



GREEN O RA.CON ABILITI ES BY ACE ... ,,.... 
'" 0... c., 

Wyrm.hn& 40fL, fly lOOfi 1l 10 ll 

(awrage),swim40fi 

VeryyoYn& 40fi , flyl50fi 15 10 15 

(poo1). swim 40 ft 
Yo11ng 40ft .. fly150ft , 17 10 

(poor) • ..sw1m 40 ft. 
Juvenile 40ft .. fly1SOft. " 10 17 

(poor),sw1rn40fi. 

Youqadull 40fi ,fly 150fi 2l 10 " (poor),sw1m40ft 

Adult 40fi.fly150fi " 10 21 
(poor) , swim 40 ft. 

Mat11readul! •Ofi,flylSOft ,. JO 21 
(poor), swim 40 ft 

Old 40ft., fly150ft. JI JO 2l 

(poor), swim 40 ft 
Very old 40fi ., lly150ft )) JO 

(poor), swim 40 ft 
40ft.,fly200ft " JO ,, 
(cl11msy),sw1m40ft. 

Wyrm 40ft , fly 200ft. J7 JO 27 

(d11msy).swim40fi 

Crtatwyrm 40ft .. fly 200ft, " 10 27 

(clumsy),sw1m40ft 

µoum1da..uon and wggnhon. Green dr.lgQDS..csj2C:Ci.a].ly likt 10 ques· 

, lion ad\·enrurtrs 10 ltun more abou1 theu S:OOtlY and abilines, 
what is golfig 01un 1he coumrystde,and ii~ ncasu.c:e nearby. 

Breath Weapon (Su}: A green dragon has.QDc.typt ofbreaih 
weapon. a cont o( corrosivt (acid) gas. 

Wa1e.r Brt at h in3 (Es:): The dragon can br.cat.ht. undt.O"iller in· 
dtf'irurely and can freely ust us hrtath wtapon, 
spells. and other ab1liucs 
whilt-rub.merged. 

Sptll·Like,..Abi li1i t s: 
)/ day-i:uggnliouanddom1· 
naft pmo11; 1/ day-pl11nt groLl'dt 
and tommanJplanl J. 

Red Dragon 
Oragon(FiK") 
C l ima1clf.t rrai.n :.Je,mpe.ratt. a.o.d 

wum hill. mountains. and underground 
Orpniu1icm: Wymiliog. ve.ry yQ'.Wl&. young. JU\~ 

rule, md young adult: soliwyord111ch (2-S);aduh, 
nurua: adul1, old. \'er')' old, anctem, wynn. or gmir 
wyon: soluary, pair, or family {t-2 and 2-S 

qjfsp=g) 
Challi:nge Ra1ings: Wy.rmling 3, Vt.ry young .+ , 

young 6; ju\•enitl.)'Ql.IDi..aduh 12; aduh 14, 

marure adulLV;QJ.d..u~ld 20; ancienr 22; 
wynn23; great~25 

Trea5ure: Do.ublt sian 

Ali3nme n1: Always chaotic evil 
AdvanctmC'nl: Wyrmlin& 8:2 ..l:W..!Me.diwn· 

siu); very young 11 - 12 Cl 

HD (Large); young 
14- 15 H D (Large); 
JUVerule. 11-18 HD 
(.L~ga.duli 
.2.0-2.1 li.ll.U:luge); ad uh 23-24 H 0 (Huge); marure ad uh 26-27 

Ji0.1.lill&.c)o.cld_.2.2:-JO.J:ID (Garga.t:UlWl); very old J2-Jl.Jil) 
tCarga.ntlUnJ; ancitnt 35- 36 HD (Carganruan); wyrm 38- )9 
H.Q(Ca.tpniuan); great wyrm '41 ~ H 0 {Coloss.JIJ 

10 

10 

" 
" 
16 

16 

Jg 

JI 

20 

20 

22 

Wis Ch• SpecialAbilitie:s 

10 Acod.tmmurul)'...Wa!erbreathm& 

11 10 

" 
15 " 
15 Damagertd11c11on 5/•I 

16 Suges11on 

16 Damagereducl1on 10/.tl 

19 II Plant growth 

JI Damagered11ct1on 15/ •2. 

21 20 Dominate person 

21 20 Oamagered11ctton20/ •2 

2l 22 Command plants 

Rtd dngons arc the mos1 covc1ous of all.dU£Qw~ 
ing ro mcrtasc rhtLr 1reasurt hoards They are ucc~moaaily 1 
vain, which 1s rtfi~ tn rhe1r proud btanng and._dudwif~ 

ex~-~:s::n~ll scales oLwyrmhngs are a brigh1 glossy Katkl.j 
makmg 1hem tasily _spcuced by preda1ors and humers..so they suy 
underground and do no1 veruure ouuide unnl 1hey ue maruble 
to t-;ike care of 1hemselves. Toward the end of 1httr young.SU&uht 

scalH rum a dtt~r red, and the glossy texture .is.Rplaced 
by a smoo!h, dull f'imsh. As tkdrqQD..gl'.O\''S 

older, 1he scales become_ large, 1hick, and 
st.ton& as .mna:L.Ihe neck frill and 

win.gs ue an ash blue or purple· 
gra~ 1oward the edges. brcom· 

.m,. darker wuh age. Tht 
pupils of a red dngon 

fadtnitagts; rhe 
oldes1 red dng· 

ons have eyes 
that resemblt 



Attxk '"" '" Will e~aith Fear ... Size HitOice(hpj Bonus "" Save S.a¥t Weapon (DC) DC 

Wy1mllll& M 7dl2·1"' (59) 16{1:6natural) .JO ., ,5 ,, 2d10(15) 

Vtty)'Oi.ln& l 10dlhl0(95) 18 (- 1 s1zt, ,9 111tural) ·" ·10 ,, .. •dl0(l8) 

Youn& 1Jdl2·l9 (12l) 21(-ls1zt, •l2niitur;i.I) .19 • 11 .. .. 6d10jl9J 

Juwmle 16dl2.64(168) 24 (-l size, • 15 natural) .,. ·" .JO .12 SdJ0(22) 

Youngad111t H 19d\Z..95(211) 26(-2s1ze.•llna11ml) •" ·" .11 •" 10dl0 (24) 21 " Aduh 22d1Z.-110(25l) 29(-2size . ..-2lnatural) ,JI .,. •" •17 12d10(2S) 2• 21 

Matu1taduh 25dlh150(112) 12(-2s1zt.•Hnatural) .20 •" 1'td10(28) 26 2L 

Old 2Sdlhl96(J71) Jl(-<ls1u,127natu1al) '" ·" .21 16d10(30) " " YeeyoJd lld12·2•8(4'9) 36(-4s1u • .-lOni1lu1aJ) •• o .25 .17 ,2] l&dlO(Jl) JI 26 

• 1\ntJt'lll l•dl2.J06(527) 39(-4_s1zeh1llnatural) ... ·" '" ·" 20dl0 (15) " " Wyrm J7d12+l70(610) "2(:-4.stzt.•l6n;11ural) ... .Jo · 20 .,, 22.dlOJJI) " -"' 
Grt>uwyrm c 40dl2+"400 (660) U(-l.m.e.139naturat) ... .)2 .22 ·JO 2~..(iO) " J2 

RED DU.CON AllllTlES 8Y ACE ... ,,.... 
'" Joi Wis Ch• Specii!.IAbilitia CasUr Level 

Wyrmhng .tOft., fly 150ft. (poor) 17 JO 15 10 II 10 foe subtype 

Very young .tOft., fly 150ft (poor) 21 10 17 12 I) 12 

Young .tOft .. fly 150 ft (poor) 25 10 17 12 I) 12 '" Juvenile .tO ft . fly 150 ft. (poor) " 10 ,. 15 ,. Loca1eob1K1 '" Youna il.dult •Ofl:.Ayl5011.(poor) JI 10 21 " 15 ,. Damagertduct1on5/ •1 5Jh 

Adult •Oft ., fly ISO ft (poo1) ll 10 21 16 " 16 7<h 

Mature adult •Oft , fly 150ft. (poo1) )) 10 2J 18 " " o .. m .. gertdlK!oonlOf·l 9'h 

Old 40ft.fly200ft (clumsy) J5 10 25 20 21 20 Suggntion lllh 

[E{ 
40ft., Ay200ft (dumsy) J7 JO 27 22 2l 22 o .. magertdu.ction 15/ •2 ll!h 

"' 40fl: , fly200ft (clumsy) " 10 " " 25 ,. Find1hepa1h 151h 

~W)'rm 
•Oft.fly200fl: (clumsy) " 10 JI " 21 " Damage1tduct1on20/t3 17th 

.0 ft • fly 200 fl: (clumsy) " 10 JI 26 27 26 D1scernlocahon 19'h 

•Un_lho cut de-roe spells and rhose from !he Chaos. E.v1I, and Fire domains as il.rcane spells 

Rtd dr.agons bur 1n brge ca\·n rhat exreruldt.epJ.ru.o the: nnh, 
which iliimmer with the but of 1he1r bodic:und arc: muktd by a 

...s.ulfumus...mioky odor. However, they alwa.y.s..ha_vc.a.h!ih perch 
nearby from which 10 haughnly survey their temtory, wltich they 
corwdcr to b:t: cvery1hing in sigh1. Tlus..high p;e:rch.somc:.limes in· 
1rudes upon 1he 1erritory of a silver dr.agon, and for 1his re.HOD red 
dr.agoru and silver dr.agons arc often enemies. 

Rtd dr.agoni arc mea1-ca1crs by preference, and their favomc 
food is a human or c:lvc_n_you1h Sometimes they cbann v1lbiw 
mro rcgubrly ~cnfki.ng m:udtns [0 them 

Combat 
~ausc red dragons arc so c.onfidcm, they seldom pause 10 ap­
pr.aisc_an adversary On spo1~cuht.)'....makc a snap dcci· 
s1on whether 10 auac:k. using one of many 5t.rategits workrd out 
ahead of WIK./\ ~ dr.agon lands ro auxk.mull, weak creaiures 
w11h iu cbws and hues nthtr 1han..obl11er.a1ing them wuh us 

t-b«atA wtapon. so as no.uo dtsll'O)' any treasure they mighr be 

j.carcyl.nJ. 
Brea1h WcaponJ.5.u):.A r(d dr.agon has one lypc of breath 

weapon, a cone of fl.re..._ 
Fitt Subtype (Eil:_.Iirt u:n.muniry, double damagt from cold 

excepiona.succ.essful.sa.tt._ 
L«111t Ofiifct{Sp):The dragon..anusc 1his abiliry as rhc spc_ll of 

1hcumc name, once pc_t..day_~tq 
Other Spdl-Like Abililics:.JLda.y-fu.ggfit!o.n;JLday---eyrlntr 

andducrml«11t111n. 
Skills: Red dr.agons hai<e the.Jump skill for fr_te ai. .. .1..Unk per 

lii<Jli<. 

'"3CJl 
n_(ColdJ 

Clima1e[Icmain: /\ny cold land and underground 
Organiz.atlon; Wyroilina. \•try young, young, 1uvemle, and 

ya.u[L£ aduh: soliiary or cluich (2- S): ad uh. marurc ad uh, old, 

very old, anc1cnt..wy.nn. or grear wyrm: solnary, p;ur..or fa~ 

(1- 2 and 2-S olispnng) 
Challenge Rarings; Wynnlmg I. vtry young 2; youngJ..JU'lC:..... 

nilt S; young adult 7~ aduh 9, maiurt aduh 1 l;old li .... vuyold 
16; ancient 17; wyrm 18; grtat wyrm 20 

Treasure: Double standard 
Alignmenr: Always chaow:eviL 
Advancemeni: Wynnl~.j,-S.HD filny}, very young 7-8 HD 

(Small); young 10-lUlO f.Mcdtum·siuT~JU\'tnile U-14 HD 
< Med.uun·~lZC ); young aduh.16-17 l:iDllargt ); adult 19'---20 HD 
(.LargcJ;Jnaturc adult 2l- 2J l:U:U.l;lu1el: old 2S-26 HO (Huge); 
very old 28-29 H D.(.HugcJ;anacruJ.82 HD (Huge); wynn 
J+-J5 HD {Cargan1uan); greac wyrm 37• HD (Cargan1uan) 

Among the smalle-s1 and least 1n1cU1gem of dr.agonkind, mos1 
whuc dra&o.ns arc simply anunalinic prc:W1ors. Their faces ex· 
press single-minded fcrociry rather 1han rhc shrewdness of 1he1r 
more powerful kin. 

The scales of a wynnlmg ""'.hill: ... dugon gl1sren hke mirrors. As 

rhe drag® ages. th.e .sheen dW.ppc_an. and by vtry old age, scales 
of pale blue. alld.L,£ht..gray :u:c mixed.in with 1hc white A whnc 
dnaoll is disunguished by a bea.kfl;I, crcs1cd head and is accomin· 
ruc.d..by a crisp.i:undy chemical.Dd.or. 

Whuc dr.agons' lairs arc usually icy caves and deep subier· 
r.annn chambers that open away from !he. warmtng_ny.s._ctLthe_ 

sun. They store aU 0(1hcir r<mu~ w"hio <h< Im, •t,:~ 
cavcrns.c.oat(dJ.n 1i:_e..lrltich reOcc1 the gems. Whuc. 
cspcaaUy !ond of diamonds 

AithQ.U&h wh.ue..dragoru. as au 01hcrs, arc.abkto.ut..nc.a.dy .. 
thini, tMy_au yc.ry p;u:ucular and will.cons.um_umly !ood.. 
has bec.n frozc.n. Usu.a.ily a dngon devours a crc.auuc .kUled by 11s 
~ wc.apon~ carass 1s snll su.ff.a.rui fngid. h bunn 

.olhuJulli in snowbanks unril they arc suuably frozen. 
'tc.d~lenem1c.s arc frost gian1s, who kiU 1he 

dngons for food and annor and capture. 1hc.m rouse as guards 



_tcmb..u_ 
Whur dragons prtftr sudden assaults, swooping down 
fromalcf1orbum1ngfrom bcnu1hwa1tr,s~ 
They 1oost thtll breath weapon, 1hrn 1ry ro knock.outJ 

a single oppo.nrot w:1th a follow-up amck.. 
Bttatb Wcap_oo (Su): A whnt dr:1gon has one 

type .olblulh.wupon. a cone of cold 
-"'"'""""' ... ·' Cold..S.ubt~ {E:s:}: Cold 1mm.µrucy, doublt 

damage. from flrr uccp1 on a successful ~vc. 
lcrwalking (Ex): This....ah.Liuy~ 

the 1puln climb speU, but thc_.sw:faus thl!. 
dn&on d1mbs mus1 be 1qr._lus....almr.un ... 
tfftc1. 

Frtwr1g fog {SpkJ:hc_dragon_canJl.Sf...+ 
1hisab1li1y1hrccumcs~..lli.s..si.m.ilu.. 
10 a sol11f fog spell but :1lso cause.s a omc.of 

slippery ice to form on any surface the fog.tnuthts, 
crcanng the dfr<t of a grt1ist spell. The dugon is 
1mmuru:... ro 1hc gmut effect beuusc of i1s icc­
wa!king abiluy. 

1ii;:;~~~~~~~~~~i~t;;>;;- 0 1hcrSpcU-LikcAbjJi1ie:s;JJ'.day-gw111/11.•md. 
/ogdoud,wdllof1u; t/ da)'.-cortl.mUrtathtr.. 

Attack '" Will Brealh "" ,., .... Size HitOke(hp) ..... Save "~ Wupon(DC) oc 
W~unhng ld12·l {22) 14 (•2 size, ..-2 natural) ,s ,. ,, ·• ld6(12) _r 
V.e11roung 6dl2+6(•5) 16 ( .. 1 size, -t5 natural) .. .. ,5 .s 2d6(14) ..... M 9d12 .. 11 (16) ll(+lnaturi.I) .11 .. .. ·• Jd6(16) 

juvemle M 12d12+24(102) 2J( .. 11natural) •IS .io .. ·• 4d6(11) 

Younaaduh L 15d12+45(142) 23(-luze.:tHmitural) '" '" 
,, .. Sd6(20) 16 16 

Aduh 11ct1i.nt119) 26{-lsa.ze,..-17natural) ,23 ,15 ,11 ,11 6d6(2l) 19 18 

Ma1uread11h 2ld12·105(24l) 2!(-2siu:.:t20natuul) .,, ,17 • 12 ,n 7d6(25) 21 20 

Old 24<112'120(216) J1 (-2 s1ze ... 2J naturi.1} •ll .1. ·" ,IS Sd6(27) 2J 21 

Very old 27dl2..162(H7) J4 (- 2s1ze, •26natural) •JS ·21 •IS ,17 9d6 (29) 25 ll 

Ancient )Od12.1IO(H5) J7(- 2siu, .. 29natural) ... .,, .11 .1. 10d6()1) 27 " Wy•m Hdlh2ll(445) l&(-4s1ze, .. l2natural) .25 .11 . 20 Jld6(B) 29 25 

Great wyrm G J6dl2+2H(522) 4\(-<ls1ze,.)5natural) .28 .zo "' \2d6jl6) l2 27 

WHITE 0UCON ABILITIES llY ACE .... ...... '" o .. w;, Ch• SpecialAbilitin Cuter level 

Wyrmhna 60ft .. tly \SOfl. (average), II 10 ll 11 ' Coldsubtypt.!(twalkmg 

sw1m60h.,b11rrow lOfl. 
Veryyouna 60fl., tly150h. (average), ll 10 ll II 

swim60ft.buuow30fl. 
Young 60 fl .. fly 200 ft. (poor), IS 10 15 II 

swim60ft .• buriowl0ft 
Juverule 60 ft., fly 200 ft , (poor). 17 10 lS 11 Foacloud 

swim 60 ft , burrow 30 ft. 
Younglilult 60 ft , fly 200 ft (poor), " 10 17 11 Oamagertducl1on5/• l 

swim 60 ft .• burrow JO fl. 
Adul! 60 fl .. fly 200 ft. (poor), ll 10 19 10 11 IO Gustofwmd I" 

swim60ft.,buuowl0fl. 
Matureadul! 60 ft , ff, 200 ft... {poor). 27 IO 21 12 12 01magertduC110n 10/•1 -'" 

!iW1m60h..b!.lriowlOft. 
Old 60 fl, ff, 200 ft. (poor), 10 21 ll ll 12 Frttlltlgfoa , .. 

1w1m 60 fi.. burrow 30 fl. 
Very old 60 ft . fly 200 ft. (poor), JI 10 IS ,. Oamageritduc1ion 15/•2 '"' !iW1m 60 fl .• bi.irrow 30 ft . 
Ancient 60ft .. fly200ft(poor) . 10 ll lS ,. Wall of ice ~h 

sw1m60ft.,burrowlOft. 
Wyrm 60ft .. fly250ft (clumiy), JS to lS I< IS 16 Oamagereduc11on20/ .. l lhh 

sw1m60ft., bu1row)Oft 
Greuwyrm 60ft., fly2SOft (clumsy). l7 IO 27 18 " 18 Conlrolweather ""' iwim60ft., burrowl0ft. 

~ 
'l' ... 

l 



METALLIC DRAGONS 
Mc1allic dnigons make up the good br.mch_ 
of dragonlund but arc c\·c.ry bu as aggieui11c as 
1hr1r cVll cousins wh~thrc;ium~ w: challenged. 
They aOO rend 10 be C01Lc1ous and proud. 

ragon (Firc) ~
ss Dragon 

Cllma1c/I'crnin: Tempe.rate and warm dCSf'n, pbms, 

d underground 
Organization; Wynnhng. v~ ~'AUJll. young, JU\.'t­

Jlik:, and young aduk .. soh~utch {2-5); adulr, 
maiurc aduh, old, very old, ancicm, wyrm, or grut 
wyrm '. solitary, pair, QLfamily {1-2 and 2- S 
offspnng) 

Challenge R.a1ings: Wyrmhng 2; \ 'Cry young l; young 

i..Jlll'.e.nik7, )'OWli..adult..9-.. aduh I\ , mature aduh 
14, old 16; \'try old 

~c.it..nl-li; 

wyrm 20 ~ great 
wyrm22 

Trruu rc: Double 
s1amhrd 

Ali3nmcn1: Always 
chao1ic good 

Advanccmenl: Wyrmhng 
5-' HD(TmyJ; vcryyoungs-9 
1iD (Small); young 11- 12 HD (Mcdwm_. 
sue);1uvmilc 14-lS HD (M~um-siul;_ywmg:aduh 17- 18 HD 

(1.Mgt); :aduklo-21 HD (Urgcl, maiurudult..ll-24.J:ID (Hugel; 
old 26-27 H D(Hugc): very old 29-JO HDUiugc); anc1cm ]2- JJ 

HO (Hugt}; wyrm]S- ]6 HO (Cargamuan,k_grul wyrm]Sr HO 

(Carpnnan) 

Buss OU.CONS IY ACE 

... Si rt HltDice(hp) AC 

Wyrmhng 4dl2-t-4(JO) IS(r2s1ze,•lna1u1al) 

Vef)'young 7d12.1(52) 17(rlslle, •6natural) 

Young 10dlh20 (IS) l9(r9nuu1al) 

Juvem~ M lld12r26(110) 22(rl2oatural) 

Young adult l 16dl2r41 (152) 24(-l.sll.t,rl5natural) 

Adul t 19d12-.76(199) 27(-\.s1ze.•llnalural 

Maturtadull H 22d12rll0(2H) 29 (-2-siu •• 21 natural) 

o• 2Sdl2rl25(217} 32(-2size,,24natural) 

Vt>f)'old 2&d12r\6! ()50) l5(-25llt,r27oalural) 

Atl(ll!nt lldlZ.116(317) 31 (-2s1ze. rlOna1uual) 

W>•m Hd12r231(459) 39 (_. 51ZI!, rll natwal) 

Cte.atwyrm c 37dlh296(5l6) "2j__.s1ze,rl6na1ural) 

BRASS DRAGON ABILITIES BY ACE 

Brus dr.igonll art 1al.bavc and ha\'C supplt, uprt:ll.L\'C hps. They 
mayha\'custfulinfur.ma1ion, bui usuaUyshart11onlfa&ct...L:m& .. 
r.imblrng and.humng for a gif1 

Ai b1nh, a br.iss dngon5..scalts art a dull, monlcd brown. As.the.; 
dragon gets oldtr, tht scalts btcomt mort brassy untilthty reach 
a warm, burn1shtd appearanct Tht>1r grand hud-plata. arc . .,.,. 

'" Will Breath 
Weapon(OC) DC SR 

.6 . 1 .. ld6(13) 
,9 .6 .1 .s 2d6(14J 

·12 .9 ,, . 1 Jd6(17} 

·16 ,JO .. •9 4d6(1&) 

·19 '" '" . 12 5d6(21) 20 JI ... +15 .11 ,J) 6d6(2l) 21 20 
.ZI .11 .n .16 7d6(26) " 22 

·" .19 •I• .u &d6(27} 21 -2<. 

'" ·22 .16 .zo 9d6 (30) 21 _,, 

'" .Zl ,11 .21 10d6(31) 29 21 

· •2 .Z6 ·19 .Z• lld6(l4) l2 21 ... .ZI .zo .ZI 12d6(36) ll JO 

Ale Speed Str Ou Con lot Wis Cha Spec:ia1Abi litie$ 
flft5Ubtype, 
spea•wi1hammals 

W'yfmlmg 60ft .. flyl50ft. (averagt).buirowl0fl 11 10 13 10 11 10 

Vtf)'young 60ft , fly 150ft. (averagt), burrow 30fl 10 I) JO JI JO 

Young 60 ft , fly 200 fl. (poor), burrow 30 ft JO II 12 ll 12 b• 

/u~n1le 60 ft , fly 200 ft. jpoor), burrow 10 ft 17 JO II 12 ll 12 Endurteltmenh J.d 

Young aduh 60ft . fly200fL.(poot).burrow30ft 19 JO 17 I< II I< D~•gtrtduction5/-. 1 l<h 

Adull 60ft. fly200fL(poor).bur1owlOft. 2l 10 19 I< II I< Suggestion Im 
Maturtadull 60 ft., fly 200 ft. (poo1), bunow 30 ft 27 JO 21 17 16 Oamagt>rtduc1ionlO/ -rl "" Old 60 I\,, fly 200 ft. (poo1), borrow 10 ft 29 JO 21 16 u 16 Conuolwinds 11th 

Vtf)'Old 60 I\ ., fly 200 ft (poof) , burrow 10 ft ll JO 2l II 1• II o~m•gt1ffluc11on 15/-.2 13th 

Ancient 60 ft., fly 200 ft (poof) , buirow 30 ft )] JO 2l 18 19 II Contfolwtatht-1 JIM 

"'"m 60ft .. fly250ft. (dumsy) . bt.lrrowlOft " 10 21 20 21 20 Oamagtrff:luctton20/ rl 11m 
Crutwy1m 60 ft .. fly 250 ft (clumsy). burrow 30 ft. " JO 27 20 21 20 Summond11nn1 19'h 

*Can also cast dtflC spells and thost from tht Chaos and Knowltdgt domains as aru.iw spells. 



smooih and mrull1c, and 1hry sptio_bladtd .chi.n_ha.rns th.at grow 
shnprr wnh agr Wmgs and fnlls :i.rr mouled green toward 1he 
rdgts, darkrning wuh age. As thr dragon grows.o1der..11s pupils 
(adr umil 1hc ryrs rrsr.mblr mohrn .metal orbs. 

Bnss dngoru lo-.·r iotcnsr. dry hra1 and sprnd most or 1hrir 
nmr haskmg Ul I.ht. d~.s.un. Thry art accompamtd by a ungy , 

me1alhc or sandy odor. They lan ln high U\'tS. prr(rnbly f;terng-r 

• cas.i 10 tn)OY rhr momlflg wunuh. and Umr 1em1onrs always_., 
. comam srvenl spo1s where they can sunba1he and 1r:1p unwary . 

u:a\·elcarnconversauon. 
Brus dngons can and will eat.~OSt any1hmg 1f 1hr need 

t~ buc normally consumt..Yt.Q~.lmk..Ihry art able 10 gtf nour­
uhmull from 1hr mOrnlflg db'.', a raruommoduy 1n their habi· 
1at. and have bttn S«:n c.attfully lifting i i off plams with 1he1r 

long1onguts. 
Because they share the. same habna1, blue dngons are brass 

dragons' worst tocmtcs. Ihe. larger blurs havr ihe advaniagr in 
, onc·oo·one confrontauons, so bnss dr:igons usually try 10 tndr 

lhcm.wml thc.ycan.r:ally 1he1rnc1ghborsfora massanack. 

Combn 
Bnss dr:igoru would r:i thtr 1alk than fight. If an m1el11grn1 
crcarurc rnrs to len't w11hou1 rnpgmg m com·er­
sauon, 1ht dngon m1gh1 force compllanc'° lll a fl1 
ofpt~.usmgsuggirst111nora 
dose of i.lttp g.as. A crra1urr 
pu1 10 slttp may w.ikt 10 find 

µisdf plillled or buried 10 rhe nrck 
m 1he sand unul 1he dr:igon:S thirst 

+for SJmll talk iulaked. Whtn f;terd 
wnh !('al dangrr, youngrr br:iss 
dngonsflyou1ofs1gh1,1hrnh1dr ~'lf,jl~JI ...... 
by bul'TOWUlg uno 1hc sand. 

~~dyerb~~::Cfc/~:rba~:•s .._~_.IM!i;i 
1hradvaruageincomha1. 

Brtath Weapon (Su): 
A brass dngon hH rwo 
1yprs of br1mh weapon, a I.me. of flt(' o r a 
cont of slttp- Crca1ure:s wuhm the cone 
mus1succeed :uaWills;ll'corfallaslccp. 
regardlrss of HO, for 1d6 roundJ pluJ I 

round prr agr category of the dr:igon. 
Fin Sub1ypt..{.E.KUir:e immu-­

n!ry, doub[e_~m.age_fromco ld 

exccptcuu...s.ucassfulsave. 
Spdl-Like Abil it irs: At 

will-Jpt".dr..Jl.~fh 11n1m11IS> 3/1.by­
tnduri. tltmtnlJ (nd1uJ 10 f1 X 

.dngon's age auegory)', 1/l.by-wg­
gfil1a.11. ronlrol winds. and amlrol wtidha~ 

BRONZE DRAGONS BY ACE 

... Sir:e HitOice(hp) 

Wy1mlmg 6d12'6(4S) 
Vtryyoung M 9dlhll(76J 
Youn& 12d12·2'4(102) 
juven1lr 15dlh•Sjl'2) 
Young adult L l&dl2.72(189) 
Adult 21d12.J05(2• 1) 
Mature adult 2'dl2.!20(276) 
Old 27d12•162(H7) 

""'"" l0d12·1IO (375) 
Hd12·2l1(•.t5) 

Wy•m l6d12.2U(S22) 
Grruwy1m l9d12.)12(565) 

16(•151Zt.•5natural) 
ll(•lflatural) 
21 (•11 natural) 
23 (-1 s1z~. ·1 • natural) 
26(- 1s1zr,•l1natura!) 
21(- 2sizr.•20natural) 
31(-2mr .• nnatural) 
3•(- 2sizr,t26nalural) 
17(- 2ulr, •29naiuul) 
ll(-4s11r,, l2n.1tural) 
.tl(-'siu .• J5natural) 
.t•(-4s1zr,.)lnatural) 

Sllm111on...DJ11'lf1J__(Sp): This abiliry work$ Wr.r a 1um111on .ma.ruin 
sprll. cxcep_t that It summons one djinni. ~ 

Bronze Dragon 
Drago n (Wa1er) 
CHmacefrenain; Tcmpcr:ue_and wann aquanc and undrrgmund 
O rg an izat io n : W~n,g.. __ scry young, young. juvrmlr, and 

young adulr: soluat:y_Q.[__clu_1ch {2-S); aduh, ma1uu.aduh, old, 
\•try old, anc1rnt, Y.1(llll. or grrar wynn. soluary, pair, or family 
{1- 2 and 2-S offsp_nng) 

Ch al.lenge Ratings; Wynnling 2; very young i; young 6;1uvcrulc 
8: youngaduh 11; adu11 14: marurcadult 16;old.l8,_y:~ l9· 
anciem 21, "1'rm 22;grrat wyrm 24 

Treas urr : Double s1andard 
Alignmuu: alw.iys bwful good 
Advancrmrnc: Wynnlmg 7-8 HD (Small); vecy youngJO-l I 

!ID (Mrd1um-siu ); young l}-li H D ( Mtd1um-s~vcni.lc 

16- 17 H D (l.arge); young aduh 19-20110 (Large); adult 22-23 
.HD (Hugr); malure adult 2S-26 HD ( Huge); old 28-29 HD 
(Huge); vt"ry old 31- 32 I-ID {!luge); anciem 34-35 HD (Gar­
gantuan); wyrm 17- 38 HD lCargantuanl;.great wynn ifl+ l:ID 
(Carganrw.n) 

Alack '" Will B'"*ath "" Bonus Sm Sm Weapon (DC) DC .. .. •' ., 2d6(H) 

'" .. .. <Cd6(16) 

·" '" .. •" 6d6(ll) 

"' •12 " .u &d6(20) 
.1) '" .11 "' 10d6(2J) ll 20 .,, .11 . 12 •17 12d6(25) " 21 

·ll •19 .1• .,, l.td6(27) 27 1l 

•" .21 ·" '21 16d6(29) 29 " .39 "'- "' "' 13d6(Jl) JI 26 

·<I •" .11 .,, 20d6 (H) )) 21 ... .21 .20 "' 22d6(16) " 29 ... ,29 .21 "' 2.td6(J7) " 



BRONZE DRAGO N ABILITIES 9Y ACE 

Speed Int Wis Chi S~i1I Abil~ill:f; ~ster l..eY!d 

.tO ft., fly 100 ft 13 10 1l 1.t 15 H EIKtnti~J.lll(UUnory, 

(aven1ge), sw1m 60 ft. WaJff brellhm&. speak woth 11'1Jmals 

Vernouna ~Oft .• fly lSOft. 15 10 15 1.t 15 1.t 

(poor), swim 60 ft. 

Youl'lg .tOfl.Jly150h.. 17 10 15 11 16 Polymorph self lst 

(poor),swtrn60ft._ 
juvenile •Oft..flylSOft. 19 10 17 18 19 18 }rd 

(poor). swim 60ft 
Younaaduh .tOft.,flylSOft. 21 10 19 18 19 18 Oamagereduc11on5/•1 5th 

(poo1), sW1m60ft. 
Adult .t0ft.,fly150ft 27 10 21 20 21 20 Createfoodandwat~.fogdoud 7th 

(poor), swim60ft. 

Mature adult .tO ft ., fly 150 ft. 29 10 21 20 21 20 Damage rtduc11on 10/.tl__ .ith. 

(poor), swim 60 ft . 
Old .tOft.,llylSOft. ll 10 23 22 23 21 OetKtthoughu 11th 

(poor), sW1m60ft 
Very old .tO ft .. fly 150 ft . 10 21 22 21 22 Oamagertduct1on 15/•2 lllh 

(poor). swim 60 ft. 
Ancient •Oft .. fly 200 ft . 15 10 25 2.t 25 2.t Conuol water 15th 

(clumsy),swim60ft 
Wyrm .t0ft.,fly200ft. 10 27 26 27 26 Oam1gertduct10n20/•l 17th 

(clumsy),swom60ft. 
Greouwyrm .t0ft .. lly200ft. 39 10 27 26 27 26 Control weather 19th 

(clumsy),5Wlm60ft. 

•can also cast tler1c spells and those from the Animal, Law, and Water domains n ucane spells. 

rich bronu tonr. Very old dragons drvdop a blur-black nm ro 1hr 

,_t'dg~ o( their scalr.s. Powerful swimmrrs...thC):'...ha\'.U''Chbrd frr1 

1 and smoo1h, flai scalts. hs pupils fade as a dngon ages. unril m 1he 

oWrst the eyes resemble glowing green orbs... 
Bronze dragons like to be near drep frr.sh.$a1cr..m.sah wuer. 

They often vlstt thr drp1hs 10 cool off or hum for RC.ads and 

. .sunken u:r:asu.rt. Tbty prtfrr caves thac arc..acccss1bk..only from 

1hr watU. but their lairs are always dry-they do not by eggs, 
sleep. OL.Slo.tt treasure underwairr. A.smellof.su..sRill-~ers 

1bou1 th~ Bronze dragons eat aquauc plants and some \'.ailf.LIU 

of seafood. They espKially pou stmk meat. They a!SQ~ 

occas1onalpenl 

Comhu 
Bronu dragons dislike k1llmg animals and would raiher bnbe 

1hrm (perhaps with.food) oriorcc..thtm away magically. They use 

dt1tc1 thoughU 10 Ir.am uuelli&ent crea1uru' in1enuon.s. When at · 

tackin&J.hcy hlmd.thcir opponc.ntLW1tb./oa daud and then charge, 

or if flylllg. snacth thrm up. Agains1 seafaring opponems rhey 

, conjure. up..a_.storm or usr 1heir cails 10 mush..the vessels' hulls. If 

, a dngon is mdined to be lenirn1, .ships migh1 be merely be­
~t:d. fogbound, or brokcn·mas1ed. 

..Breath Weapon (Su)-..Broiur dragaru have rwo lypt'S ofbrra1h 

weapon, a line of lighuung oc..a cone of rtpuls1on gas. Crra1ures 

wi!hin che conc..mus:t..suc.cccd.ata Will ~\'I' or be compelled 10 do 

no1hmg but mcn•r..a-.-ay from the dngon for td6 rounds plus 1 

round prr age,ca1qocy_of.the.~. This is a mmd·mfluentmg 

compulsion rnchammenL 
W u er !Jrra thing (Ex)· A brooze dngoru:ui hruthc undrrwa· 

1rrindrflmtrlyandcan freely usc..ilS brr.ath..weapon.spclls.and 

other ab1h11e:s while sub mer 
Spell·Like Abilitics: At will-1J,!<,ilt with anmu1kJ/day­

m11k/llOd o.rtd ~ltr, ralr.morph Stlf, fog cfoud, dtJttl tho.ughls, ton· 
~:o.J~con.lnlluvalhtr....Aht:onze dragon's pal)'171arph 

~bili1r..ruWu; JUSt l.i.ke the spell. excep1 tha1 each use, allows 

+onJ.~nc..change..whk.h.lam unul 1hc.dragon assumes anothe1 

form or UcVCrlS 10 its own (whkh does not count u a use of this 

ab1lu.):}... 

cOpper Dragon 
Onigon (Ea"h) 
Climate/Terr:i in: Temperate and wann desen, hill. moun1ams. 

and underground t 

Organization : Wµmling, very young, young, JU't'Ulie, a~ 

young adulr solitary or clutch (2- S); adult , maiure aduh. old, 

\'try old, ancient, wynn, or great wynn sol.nary, pair..m..£wuly 

(1- 2and2- Soffspring) 
Challenge Ratings: Wynn ling 2; vrry young i, )'Q\Ul&.~uYUlilr 

8; youngaduh tO;aduh IJ, mature aduh U;old 18, \•eryold 19; 

ancient 21 , wynn 22;grea~ 
Treasure: Double s1andard 
Alignment: Always chaotic.g®d 
Advanceme n1: Wyrm.l.in& 6c-..LliD(Un¥); \'U}' young 9-10 HO 

(Smail.t.>-oung 12-IJ !:Ul.L.Mt:dtum·nu}; JU\·emle 15-16 HO 

(Medlum·uu);youngadulr L8:-1.i.li0.{.Large); adul1 21- 2:? HO 

(Large); ma1ure adult 24-25 HD (Hugt); old 27- 28 HD (Huge); 

very old J0-11 HO (Huge); anetem }}-}+ HO lHuge); wyrm 

]6-J71:1.D (Carganruan); grea1 wynn Jlh HO (Cargamuan) 

Copper dragons arr incomg1blc.~1ers. _t0kr tellers. and nd· 

dlers. Mos1 arr good·narurcd_hw_alsQ. have a co.•e1ous, miserly 

streak.. The.y are powerful Jlllllpcrs...and d1mbers, w11h massive 

1h1ghs and shou.ldus. 
At hirth~a coppcr.dragon'ucalcs have a ruddy brown colorwuh 

a metallic ltnL As the dragon grlS older, 1he scales become finer 

and more coppuy, asswmng a~t..v.-ann gloss by the )'QUll&adult 

s1agr. Very old dragons scalts pick up a green uni. A copper 

dragon's pupils fade with age, and the eyes of greai wyrmucscm· 

ble glowing 1urquoiRorbs 
CoppcuiragOD5 likc...dry, rocky uplands and mo~ 

lair 10 n:irmw ta.ves. and often conceal the rnfr.mcCS..IWJl&,.J:llQLl' 

· :~::::;;=·;~~:;~~t:Ji~::J:i:i:~ 
Copper. dragons ..arc. de1e.rmU1ed humcr:s. auuidering good 

,..spon..aLit:ast..a.Umponanl as.. the food Thq._,a.rr known 10 eat 

,almos.tanythrng, rncludrng metal ores. HOWt\'l'r, they prize mon· 

,..suo.uuc.ocpions and Qthtr largcpooonous creatures (1hey 5aY thr 

\•tnom shupe..ns the.1r wu). Thr dragon's d1grs11vr system can 



(OPPEit DRAGONS BY AGE 
Attxk ""' '" 

.,. Breath .... SiH Hit Dicefhp) ...,. Sm Save '''" WHpon (OC) SR 

Wyrmlu1& Sd12-.S (37) 16(T2iizt. ~4 natural) ., ., 
" s 2d4(13) 

Vtrtrouna &dJ2 .. 8(60) 18 (•1 s1zt, t7nuural) .10 ,, .. ,, 4d4(1SJ 

Youria lldlZ...22(91) 20( .. lOriatural) .n ·• •' .. 6cl4(l7) 

Juvtmle Hdlh28(119) 23(t11natural) .,, '" .. "' &d4(19) 

Youngadul1 L 17dU_t 5L(l61) 25(-l$Jze ... 16natural) .20 •" .10 "' 10d4(21) 21 " Ach11I 20d12t80(210) 28(-lsizt.-.-19natural) "' "' "' ·" 12d4(24) 2J 
Maturtadult 23dl2 .. 1)5(2~) l0(- 2SlZt,•22natural) "' '" ·ll ,,, l4d4(27) ,, 

" Old 26dl2 .. U0(299) J)(- 211z.t,t25niiltUtaJ) '" .20 .15 ·" 16d4(28) 27 "1 -2S 

Vtrtold 29cll2•174 (362) 36 (-2 11.zt. ~28 natural) ·" "' "' "' l&d4 jlO) ,. _,, 
"""en! 32d12 .. 192 (400) 39 (-2sat...t..ll t1ii1lural) . ., .,. •" "' 20d4 (32) 11 " Wyrm lSd12.245(472) 40(--4_siu.t34riatural) .o ·26 .,, "' 22.di-(li) 'ij Grntwyrm G 3&d12·304(551) t)(-iJJ.Ze.•l7natural) ·29 "' "' lli4(37) JS 

(OPPEll DRAGON ABILITIES BY AGE 
Aae Speed Str Dex Wis Cha Speci1I Abilitift: Cister_uve! 

Wy1mlmg 40A , ny100A (average) 11 10 13 12 13 12 Ac1d1mmun11y,sp1dercl<mb_ 

Very young 40A.,ny lOOA. (aver11t) 13 10 13 12 13 12 
Youna 40A .• flyHOft.(poo<) IS 10 15 14 15 14 ht 

Juvtn•lt 40 ft., fly ISO ft. (poor) 10 15 14 15 14 3rd 

Young adult 40 ft., fly 150 ft. (poo1) 19 10 17 16 17 16 Damagt 1tduct10t1 5f•l Sth 

Adull 40ft.,fly1SOft (poo1) 23 JO 19 \6 17 16 Stontshapt 7th 

Matureaduh 40ft.,fly1 50ft.(poor) 27 10 21 18 19 11 DamaatrtductoonlO/+l 9th 

Old 40ft .. fly 150ft. (poor) 29 10 1& 19 11 Trarnmuttrocktomud/mud to rock 11th 

Vert-old 40ft.,fly1 50ft.(poor) 31 10 2J 20 21 20 DamagereduwonlS/·2 13th 

~l 40ft .. flyl50ft(poor) 33 10 2l 20 21 20 Wallofstone 151h 

W'JU(l 40ft .. Ay200ft (clumsy) 35 10 25 22 21 22 Damageredud1on20/+3 17thJ 
Gu:u.wyrm 40ft ,fly 200ft {clumiy) 31 10 27 22 2l 22 Move earth 19th 

*Cmabo cul cl~11c sptlls and those from !he Chaos, Eanh, aod Tricktry domains u arcant sptll1 

. handle tht venom sartly, alrhough inJ«tcd .xcno~ct 1hem 1u 1p1drr d1mb ab11i1y md mantuvtr 1htm m10 collui!Jl& w1~h 
normally. walls. 

Jkausuoppc:c.dragons orttn mh.abu hill.un..sJ.ght.Wt.d drag- Bttarh Weapon (Su ): A coppc:r dragon has two r~ 

ons' Lun._conflms btru·een rht two vaneues ut. int.vuablt. weapon. a lint or acid or a cont or dow gas. Cruturcs.JoYJ.dlln tht 

Tht nnallu c.Qppc:rs uswdly run for cm'.t1'. u.o.uL cont musr succttd at a Fonuude save O[ ~ td6 

they can t'V~ rht odds. rounds plus 1 round pc:r age Utt' gory of tht dngon. 

Comb.at 
Coppc:r dngons appreciate. wit and 
don't usually harm creatures who_ 
can rtbtt a Joke, humorous smry, or 
nddle they h.av~__hurd btfOl:! 
Thty quickly gt'I :1Moytd wl1h 
anyo~ughat 
rhe1r JOkCS or accept their tricks 
wuh aood.bumoi- They Ii.kt 10 taunt 

. and annoy oppontnrs in10 
~uporacungfoohd>.ly. 

An. angry coppc:r Jirago_n 
prtrers 10 mirt fo.u . .1umi 
tr.insmult l'llfk_Jp mML_ 
The dragon p\U.ht.s 
rrappc:d oppo-nt"nts_.J..ll[Q_ 
tht mud or snatchts 

Spider Cli.rob (E&);._Iht_d.ugon can climb on 
none sud'ac:t5 as though using 1ht 1p1dtr d1mb 

... IL_ 



Gold Dragon 
Dragon (Fm~) 

Climate/Terrain: Any land and underg.roLLDd 

Organiu tio n : WyrmUng, very youna. young. Juvenile , and 

young adulL soluuy 01.clurch (2- SJ; adulr, mature aduh, 014 

very old, :umcru. W)'.Dll. or grcar wyrm: soli1ary, pair, or famlly 

(J- 2 and 1- 5 offspnng) 
Challt.ngc Ra lings: ~ 4-; \·uy young 6~ young S:Juvroilc.. 

1o; young adult 13; adul1 IS; m.uurc adul1 18; old 20; \'Cry old 

, ancient 2J, wynn li, grULW.)'.nn...26 

Trus urc: Double standard 
,.Alignmcn1: Always bw6.il goad 
,..Advancement Wyrmhn&.i--JO HD (.Medium-s1u); very young 

11-H HD (Largc); )'OllJl&li- 16 HD (largc); Juvcmlc 18-19 HD 

(Large); young ad.uh 21-..22.HD (HugcJ; adulr 14-15 HO (Huge); 

ma1ure adult 27- 28Ji0 {Huge); old J0-31 HD (Garganfuan); 

, \'ccy_old.Jl--)4 HlllCarpnrw.n); anciem J6-J7 HO (Cargamu­

~ an}o wy.nn )9-40 HD (ColosSl.l); grcar wyrm 42+ HD(ColossalJ 

. Gold dragons arc graceful, sinuous, and WISC. They ha1e mJusuce 

and foul play, aftcn_ cmbuking on ~lf·appomted quesis 10 pro­

mote good. A gold dragon usually assumes human or ammal 

guise 
On hatching. a gold dr:agon's scales arc dark yellow wi1h golden 

mc1all1c flecks. The flctls gel larger as the dragon ma1urcs until, 

a1 the aduh s1agc, 1he scales grow complc1cly golden. Cold dr:ag· 

~
ns' faces arc bewh1skerM and ~aciOU£ as they age rhcir pupils 

de until.the eyes resemble pools o(mohcn..gold. They smell of 

affronandmcense 
Cold dnigons can ll\"c anywhere. Tbcu.JairLuc.M:CludM and 

ta I ways made of stone, whether caves or cudcs.J'hcsc usua_lly have 

doyal guards: ar:umals appropna1e to 1he tcuai.D...storm gianis, or 

good cloud giams C1ams usually form a mutwl.dilinsiye agr~· 

~menc wuh a dnigon. 

GOLD DRAGO NS BY AGE 

... Sia HitDic:•(hp) 
Wyrmhng M Sd12.16(U) 11 (•7 natural) 

Very young l Jld12+B(10-4) 19(-1s1ze,•lOna1ural) 

Young 14d12·•2(133) 22 (-1 irze, +llnatural) 

Juw-rule 17d12 .. U(l78) 2S(-ls1ze.+l6natural) 

Young adult 20d12.100(210) 27 (-2 size . • 19 natural) 

Adult 23d12 .. 115(264) J0(-2s1z.e ... 22na1ural 

Matu1eadult 26d l 2.l56(325) H(-2size,+25natural) 

"'' 29d12•201(191) H(-4srz.e.+28natu1al) 

Very old 32d12 .. 256(464) l7(-4s1ze.t11nalural) 

Ancien1 l5dlhl1S(H.2) •0(-4s1ze,, H natural) 

Wyrm J8dlh180(627) 39(-8s1ze.+l7natu1al) 

Creatwyrm c •1d12 .. •51(717) 42(-8$!ie,.-•Onaiural) 

G OLD DRAGON A l l LITIES IY ACE ... ...... '" "" Wyrmling 60ft .• fty200ft (poor). sw1m60ft. 10 

Very young 60 ft , fly 100 ft (poor). swim 60 ft 10 

Youn& 60 ft. , fly 100 ft. (poor). swim 60 ft " 10 

Juvenile 60fi.. fly 200fl. (poor). swim 60 ft 29 10 

Younaadult 60 ft .. fly 200 ft. (poor), sworn 60 ft. JI 10 

Adult 60 ft . fly 200 ft. (poor), swim 60 ft. )) 10 

Mature adult 60 ft ., fly 200 ft . (poor), swim 60 ft. 10 

"" 60 ft ., fly 250 ft. (clumsy) , swim 60 ft J9 10 

Wry old 60ft .. ftyl50ft (clumsy) , sw1m60ft. 41 10 

Anc1en1 60 ft .• fly 250 ft (clumsy). swim 60 ft ., 10 

Wyrm 60ft., fly250ft (clumsy). swim60ft " 10 

Crcaiwyrm 60ft .• fty250ft (clumsy), swim60ft 10 

Gold...dragons us.ually susmn themselves on pearls or~ 
gems.Such_pfu arc well rcce1VM, as long as 1hcy uc no! bnl>H. 

Comlni 1 

Gold dragons usually pulcy before fighting. When converung 

,.wuh m1elligen1 c.rcaturcs they use d1sum Jin and ikkct grms 10 

gain 1he upper hand. lJl combat, 1hey employ him and their luck 

bonus: older dragons usuhtir luck bonus at the stattof each day. 

They make heavy use of spells m combaL Among [heir favori1es 

_arc clauJl:1/I, ikla)TJ bl.ut f1rrb.:il~ firr Jh1tld, gl,Qb_t_a( mviW1tr11hl lf1....t 
m11:t,dttp,slou.o, ands1mltmgclauJ. 

8rea1h Weapon (Su): A gold dnigon has two fotms..nLhrcalh 

weapon, a cone of fire or a cone of weakcnin,g gas._Creuurtt 

w11hin the.Lauer mus1 succeed at a Fonin.r.d~c.or.tah .lPQl.D.l 

of rcmporary Sucngch damage per age catcgocy__aLthe.dD&on. 

Fire Subrypc (Ex): Fire immunuy, double damage from cold 

.uctp1 on a successful sa\'e. 
Water Breathing (Ex}: The dragon can breathe underwarcr 1n-­

.dcflni1cly and can,_fr_Wy use ilS bruth_weapon, spells, and a1her 

. abilities while submergN (1he cone of fire becomes a cone of su· 

perheued Steam underwate:r). 

llu lt Boniu (Sp}: Once per da_y chc dragon._an..1oucb one.gem. 

usually embc.ddcd m 1he dragon's hide. anllcnchant u_ 10 bnng 

good luck....As long as the_ dngon caM'ies lhe..&em •. .il.and every 

good creature in a 10-foo1 r:1d1us per age ca ~cgcicy olthr..dngon r~ 

ccl\"esa t1luckbonus1oallsaving1h~ 

asfora1klnto{goodluclt (sec1hc11cmdcscriptiD.n..on.p.age..227in 

the Ouscros MJ\Sn'J Cu1Jt). If 1he dr:agon.gi'J'.cs.a.gcm..w.a.nolhu.+ 

creature, only 1ha1 bearer ge1s the bonus. The enchanunm1 lasu 

tdJ houn plw J hQWS..ptr age ca1egory of [he dragan.bw c.nduf 
the gem isdes1roycd. 

Otltrf Ctm1 (Spj; Tlic._dngon can use 1his ab1h1y 1hrc_e rimes pe.y 
day. This is a d1vinatu::m.effcc1 similar to a dttut m11gu sptll, exccp 

1ha1 LI fmds only gems. The dragon can son a 6<rdegrcc,.arc each 

Attxk '" Will Brealh ""' 
S.w Save Weapon (DC} DC SR 

• 11 .. .. .. 2d10(16) 

·11 .10 ·' .10 •d10(18) 

.20 .12 ,9 .12 6d10(20) 

.25 .,. ,10 ,,. Sd10(22) 

·28 .17 .12 .16 l0d10(25) " 21 

·12 ·18 .n .18 lld10(26) 26 2l 

.21 ·11 .20 l•d10(29) 28 25 

.23 ,ZJ 16dl0j11) JI 21 

•" · 26 .18 .26 1Sdl0(34) " " •" .19 ,,. 20dl0(16) J6 JO 

•JI .21 .JI 22d10(39) 39 JI 

,)) .22 ·ll Hd10(41) )) 

Co" lo< Wis Ch• Special Abilities Caster Level• 

" 14 11 " fire subtype.water 
breath1ng,polym0Jphself 

17 17 16 
17 16 17 " 1 .. 

19 18 19 18 Bless J<d 

21 18 " 18 DunaaerM1Ktt0n5/ +1 S1h 

21 20 21 20 Luck bonus 71h 

2J 20 21 20 Damagc1tduc11on 10/.-1 ~h 

" " " " Ceas/que1.t , detectgems 11th 

27 26 21 26 Damagertductoon15/ •l 13th 

29 28 29 " Sunbursi 15th 

J I JO JI JO DamagerMuC11on20j .. 3 ""' )) " )) J2 fores1ght l~h 

•Can also casl cle11c spells and those from the Law, Luck. and Cood domains n arcant spells 



round: By concentrating for I ro.u.nd it...k.rurn:s..J thcrc...m. any 

gt ms within the arc; 2 rounds of conctn· 
tration revta] !ht l'XKI number o( gt.ms; 

and .J rounds tt\•tal tht.ir exac1 loa-
uon,typt,andv.ilue ,...__,.,.... 

Silver dragons arc...upLand 
smuesque. They cheerfolly 

assis1 good crtarurcs in...­
gtnuint nctd and often rake 
th.cJorms.aU.indlyald..mcnor 

fair.. damsels when usoci.aung 
wilhhumans. 

A_.S.llv. '6'.)'Dnhng's 
Kalu__ uc blue· 
~}'..With_s~r 
~1s.._As ~ 

~t!ii~~~ .. ~ tk..dn,~ 
' 1u colo~":i~:1~ 

Ot her Spc_U-Likc Abili t ies; 3/day-pcl~bJtl/ and Mm: 

l/ day----g<<35/'1ur11, SMnbursl, and ferr11ght~ A gold dra,goJis poly­
lllQl}'llxlt'...woW JUSt Ii.kc the spcll cu:epuha.Ltac.h__us_c_ allows 
only onc...c.hange, which lasrs unul 1he dragon.assumes another 

fonn or..rtt«U 10 us own (which docs 1101 count u.a._ust..Q(thu 

ab11iry). 
Sk Ws : Gold dragons have 1hc Jump 1kiU for free at t~ 

Hi!Die 

Silver Dragon 
Dragon (Air) 
CUm a1e/fttr.1-i.n: ltmper.i teand wann mounramsand underground 

O rganization : Wyrmling, very young, young. Juven ile. and 

young_.adulL.ml11ary or clu1chll.-..it..adult,Jnature adult, old, 

\'ti')' old, anc1en1, wynn, or greaf wyrm; S<ilitary, pair, or famJy 

(t - 2 and.2- 5 offspnngJ 
Cb aUe nge Ratings: Wyrmlmg 3, VC'.Q' young 4; young 6;JuvenJe 

~young ad uh 12; adultJ4; matute ad uh 17; old 19, very old 20; 

ancient 22; wynn n. gll'.31 wyrm 25 

SILVER DRAGONS BY AGE ... Size Hit Dice(hpj 
Wyrmlmg 7d12.-7(52) 17(.-1stze,•6natural) 

Veryyounc M 10dl2+20(15) 19(+9natural) 

Youns M 13dl2 .. 26(110J 22(.-12natural) 

juvenile L 16d12 .. .c8(152) 24(- lsoze, .. J5nalural) 

Younaaduh 19cl12.76(199) 21(- 1\lze, •llnaiural) 

Adult 22d12.-110(25l) 29(-2size, .. 21natural) 

Mature adult H 25d12-..125(287) 32(-2size.•24 natural) 

Old 28d1Z..168(350) 15(-2size • .-27natural) 

W:ryold 31dl2 .. J86(387) 38 (-2"ze. 1JOnatural) 

""'~' l4dl2•H8(459) 19(--4\lze.•Hoaturat) 

Wyrm Hd12+H3(573) 42(--4s1ze,.J6naturi.ll 

Creatwyrm c 40dl2.-400 (660) 41(-811ze,•l9natural) 

until 1ht 1ndividua.l~C.5...f 
arescarcelyvis1blc.~ 
ad1S1ance,thcsc.._dragons._

1 

look as il they ha\'e been sculptt'd from pure me1al. Tbt)' aIC.lQlllt-

11mts known as 0 sh1tld dragons" btcaUSt of tht s1kt.q...p.latcs..on. 
the ir huds. As a s1h·tr dragon grows oldrr, iu pupils f.adc_ until in 

the oldes1 tht eyts rescmblt orbs of mt'rcury. 
Silvt'r dragons prcft' r at'nal lairs on secluded mountain peaks 

or amid the clouds 1hcmS;C!x(S..Alauiumd.l of rain always at· 

companies them. Even i.n_clouds, th01Jgh. 1he lair always has an 

cnchamed area with. a..,xtlidJlooL.for laying e&&S and stonng 

treasucc... -
Silver dogons sccm 1o._prcfc.r hwnanJonn 10 1hc1r own, and 

they often ha\•e monal companions, acn formmg deep fnend­

ships. lnevnably, ho1<.•evtr, a dragon ttsumes i1s true form and de· 

pans foe.a rim~ Silver dragons have a 1as1e for human food and 

can li\·eonsuchfarrmdeflnuely. 
Benuse they lair m similar 11'.mlOnts, sJver uid n!'d dngons 

ofren come in to confl1c1. Duels berwten rhe rwo v.ineucs att fon­

ous and deadly, bur silver dragorugwc.cally ge11he upper hand by 

working 1ogt1her againsr rhei.Uoc.s, ofrc.n wi th human allies. 

Attack '"' Will Breath Fear 

Bonus S1ve Sm Weapon (DC) DC SR .. .. ., ., 2d8(14) 

'" .. ,, .. 4d8(17) 

'" .10 ,, 
'" 6d8(18J 

"' '" .10 "' 8d8(21J 

"' 
.,, •ll ,15 10d8 (23) 2l "' 

"' ... .u •" 12d8(26) 26 22 

·ll •" .,, ·19 14d8(27) 27 " '" "' ·16 "' 16dl (30) JO 26 

·" "' '" "' 18d8 (31) l2 27 . ., "' '" "' 20dl(34) 35 ,. 
;. 41 ,,. .,. .,, 22d8(36) 37 ... ·" "' '" 24d8(39) .. 



SILVUI 011:ACO N AllLITIU l 't ACE .... .,.... Su "" '"' w;, Ch• S~ialAbilitin Usterlevel 

Wyrmhn& 401Llly lOOfl 1l 10 1l " 15 " ColdincUcJ.d1mmun1ty, 

(ilvtragt) cloudwllkma. polymorph stlf 

Vtf'J)'OIJn& -4-0ft., fly lSOfl (poor) 15 10 15 " 15 " 'f'oona '40ft .,fly150fl. (poor) " 10 15 16 " 16 '" 
juwn1lt 401t.. fly 150 fl (poor) " 10 " " " 11 Futhtrfa ll '" Youna aduh 40ft..lb l50ft.(poor) 2J 10 " " " 11 Oi1m11trtduc:t1onS/ +l l<h 

Aduh 40 ft.. fly 1-50 ft. (poor) " 10 21 10 11 10 Foadoud 7<h 

Maturt;iduh 40 ft ., fly ISO ft. (poor) " 10 11 10 11 10 Oam11trtduc-11on 10/ +1 "" Old 40 ft., fly ISO ft (poo!) JI 10 1l 11 2J 11 Control winds l\lh 

,:i.tryold 40ft ., fly 150ft (poor) )) 10 1l " 15 " Oamaatrtduc:lton 15/ +2 lJlh 

~estnl 40ft., fly200ft. (clumsy) J5 10 15 16 17 16 Controlwta!htr 15th 

W,•m 40ft., fly200ft (clumsy) 39 10 " " " " Oamilgtrtduclton 20/ •J " "'--
Crtiltwyrm 40ft .• fly200ft (clumsr) ~) 10 JI JO JI JO R!Nfls<!grav1ry L9IL 
• Can 11«1 c:u1 cltnc sptlts and 1host from d1t Au. Cood, Uw, and Sun domains n areal\<! sptlls 

er;~· dragons ue not violent and avoid corn bar tx(tpl wh:o--t 

~d ~~~~"~~1h~~o~;~:~s~; :::~u~ n:;~~1~h:f~~; ~~ 
t:tekmg. Whtn angry, rhty use rrwnt gnz1111y 10 mng tntmits htlp­
lessly in10 rht air, whtrt 1hty c:an ~ sn11ehtcl . Against Oymg 

oppontn1s, a 5llvtr dngon h1dts in douds (cn-anng somt w11h 

con1rol i.ot1Uhtr on dtar days;, 1htn )Umps to rht aua(k whtn u has 

tlit1dvanugc. 
Brtalh Wtapon (Su): A silver dragon ba,s two 1ypes ofbctaih 

pon. a (one of cold or a cont Qf pual)'.Ulli gas. Crtamrts 

wuhlll 1ht laut.r mus1 succet'd at a fortitude U\"t or~ paralyzed 

~.r td6 rounds..plus I round ptr agt ca1eglll.)'JlfJ.hc..dragon. 
C loudwalklng (Su): Tht dragon an 1uad._gn_clouds or fog 

JU1rhrr /1111; t/ day-<ontrol 1warhrr and rtvtnt gnw1fy. A silver 

td.ra&on's rolflllorph sc!J:.w:m:ks JUSI Ukt 1he spell, txctp1 thar each 
l15t allows only ont change, which bm unril the dragon assumes 

anorhtr form or n-vens to iu ow.n !w.hidu:IQUno1 coum as a ust 

or1hisab1l1ryl 
Skills: Silver.dragons har<..dtt Jumps~t l raukpe:r 

H11Dit. 

DRAGON Tl !RT! F 

:~~~nu!~i: b~dc:!~i:~~~;1luy funcbtms.__ iiiiiiiiii;;.'!l:;..' AC:l0 (-2.SIZt,t U. 
natural; 

or ruumtd at wiU. 
_Sptlklikt Abili­

lies: 3/ day-poly­
mo(Jlh Jd/... Ja, 
cloud,conlrol 
w1ndJ; 2/ 
day-

Anacks: Bi it • t8 .mr:lt.c. 
2claws .. llmtlu 

Dam agt: Birt. 4d6+8, claw..2d8+'4 
fa(c/Rtach: 30 ft. by-*011../.10 fL 

Special Auads: Brt11h wt'apon, 

sna.tth..apsiu: 
Special Qualities: Sc:tm, fire 1mmunuy 

SavesJon.t.U Rt.f ~s. WUI .,.9 
Abilitiu:..S.lr 2.7...Qc::ii:JO, Con 21 . lnf 12, 

Wis~hau 
Skills:llidt. tr-.Jn.unudatt+l6, Jmu11 
Dire<.:1ion+IO,Lis11.-n .. 18, Scarc:h +16, 

Spo1 .. t8 
ttats: Altnntss. Blmd-Figh1, Clea•'t. , "°"'t't 
AU3Ck 

Climat~tuaitc Temper.art aquauc 
OrgaoUa.tiQn:..Soli1ary 
Challcng~ting: 9 
Trns urc;._Triplt s1andard 

Al ignmtnt : Usually nturral 
A<h'.anctmtnr: 13-24 HO(}-f.ugt;; 

25- Jt> HD CarganruanJ 

Dragon runlts art ont' of 1bt.111.QSt 

l~rae~l~~I, 1a:~ts:::·,~n==J 
s1ea111ingbrtath,amlapenc.h.uufur..cap­

siz1ng_.sb.iiru:nili 1hemdrt.ad~ by r:o.adnm. 
/\ surfaCUli dragon 11,mlt is somtumts llllitVct.ll (or 1ht reflec­

~Uun QL.Dl.Ql:Ul..On thr water hs ~eepgcttnshtll 
l.i.m.11.Cb 1bt samt. color a~ rhe dttp war tr tht' mons1tr favors. and 

tb£.sili.~ that lme the didl ctSt.mblt hght daoc:mgon 

Q~n Willt.L Ibt r.unle's legs, ta.ii, and head art a lighter grun. 



fledced wnh golden h1ghliih1s.. IhrJic;id...as._cw1ed...b)'...golden 

spines wuh dark green webbmg connecung Lhcm..An dragon 

aduh 1unle can meuure over '40 fttL.from sncwuo 1'111. wi1h a 

shell up 10 JO fee1 m diame1er, and can weigh J2,000 pounds. 
Dragon turtles speak Aquan, Draconk, and Common. 

COMBAT 
~n tunics are flercc.Iiib1uundgen­
enllyanack anycrearure 1hai 1hrea1ens 
Lhcir 1em1ory or looks llke...a 
pou~nual meal. 
__llcu1 h Weapon (S.u): 
Cloud of supcrhea1ed sit.am. 
20 fee1 high, 2S fee1 wide, 
and SO fee1 long. e\'ery Jd-4 
rounds; damage 2od6.. Reflex 
half..OC..2.l;_ efkct11lc...both an 
the.surface.and underwaier. 

na tch {.E.rj.;Adtagon rur1le 
1ha t hi1swi1h a bueam ck ai-

1empu1osiana_gr:ippleu1 
frtt acnon wilhout provok­
ing an anack of opponumry. 
If ii g"s a hold on a creuure 
1hrtt or more SlZCS smaller, ii 
seizes 1he crea1ure wuh us 

omh and 1u1omauc11ly de:als bi 1e damage. 
ac.h round. If u does no1 move and....Lt.k.es...ther acnon in 

. comb...t, u deals double bite damage to thc.sruicched cre11ure. A 

~1c.hcd creature_ gets no saving throw iga.i.m:uhe. dragon runlU 
brea1h~apon. 

The dragon 1urde c;an drop a creature 1t.has...sn.au:hed IS a frtt 

acuon or use a standard action 10 fl.mg Lr asuie....AJlu.ng_creaiure 
rr.ivds 60 ftt1 and 1akes 6d6 points of damage.. 

Capsize (h:): A submcrged dragon tunlulw:.surfaccumder a 

~1 or ship less 1han 20 feet long caps1us thc vesscl.95% of the 

time.Ji has.UC% chance 10 capsiu a llcsscl from.20. tQ60.fttt.kmg 
and a 20'\ chance 10 caps1u one O\'er 60 fttt long. 

Skills: • Dragon runles reccivc.a -r8 racbl bonus ro l:l1dc.ch«ks.,. 

whrnsubmergrd. .!-

DRAGONNE 
Large Mag.ical8eas1 
Hh Dice: 9dl0t27 (76 hp) 
lni1iati.vc.: 16.U:2J)c.J. t4 lmproYcd.J.niria.u.\•eL 

~themosidangerousqualhiesofahon.an.d...a.., 
brass dragon. tbe dragonne 15 a vicious and deadly hunter. 

&cun ubs.tance, a dragonne looks much like a g1an1 liQD..w_u.h-t 
1he noublc.excepuon_of a pair of small, br.iss-colorcd w1ngi_.tha4 

_spmu,r._ from ifs shoulders. On clQSCr 
lllSpcCUOn, oiher differences 

brcome appue.nl , 100. h is 
covered Wlt.b.Jluck. brass­
colored seal~ much Wr.e 

~:~~u~ 
andco~.oJ..., 

Thebcastalso_~e.sses 
hu&c..c.la.w.s..andJa.Dgs..a.od.. 

lar&ecr~~ 
of its scal~A draganne. is 
abou1 12 frr1.long__and 

weighs abou1 700 pounds. 
~onnes are no1 necessanly_,. 

aggressive. toward s1rangers. The.ir rep­
utauon...as mindless deVQU!US of 
helple.sura\'.ekn.iunore the prodw:::1 
oLJa.norance ilian..we.lJ.re.searche.d 

fac1. Adragonne__al..mast.~cksa 
crea1ure1ha1inva.d.cs_1.1.t..la.1.u1r.ih.rea1e.ns 

.... ~ ...... Ill" 1 1 sterri 1ory,so..adJ,:~ 

bleacross1rscaveo~~" 
of1en subject 1o.licrce and immediate re~ 

1hrea1ening 1he dngonne's lair or simply pUSl..Di ihro.u&h_11ucr­

rhory are usuallyJcfulllne.. 
Dngonnes.. prcfe.r hud animals such as goau for_ food, 

cu.Uy since thry .don.t.fi&h1 bx.k as fiercely as hum:mo1~ 

mack humanoids onl)Ll{no 0ther game is available. 
Dragonnes speak Dncomc. 

COM BAT 
A dragonne's wings are useful only for shon fitg.hu.._OJ:Qiog the 

crearure fo r to 10 JO minu1es at a ume. Ne\•enhe.less. i1 uses 1rs 

... "Lngs effec1ively 1n ba11le. Jf.opp011cnt.S.aucmp1 10 charge or en­
circle i1, 1he dr.igonne sunply u.kcs 1o_ilie air and finds a more de­

fensible posirion. Draggn.nu.prcfu.ru>l IO_figb.1 in 1he air, since 

they :u:e. very slow and.man.e.u.\'.U poo.tlµominrcd 10 mOSI other 

fl.ymgcreatures. 
R~ (Su): A dr.igonne can_~mfymg [t)3r every !d-4 

r::ounds. All crea1ures (excep1 dr.igonntt) wi thin 120 
fee1 mus1 succeed at 1Willsa"e (OC15) or 

!~~~.Y .. ~~~~1uru) ,.C!'.,....,;:~ ..... -~ be weakened with fear, losing 
_half 1he1r current S1rength 

.scores for 2d6 rounds. Those 
wllhin JO fee1 brcome 

~Bue .. 12 meltt,2cla\.'S +7 mdet 
_amage: Bue 2d6..-4, c.bw..2d4-t2 

J acctReach: S f1. by tO.ft.Lsft. 
Sp«iaJAnacks:RoolL 
Special Qualitin:..5ccnt 
Saves; Fon+9,Rc:&.8~Willri 
Abilit ics:Su:19,Dex..ll..c.on..t.z..1DL6, 

Wist2,Cha t 2 
Skills: W ien .. 12, Spoi ill__ 

Feats: Bhnd·Figh1, lmpl'O'o'Cd lruti.a.tl\.-c 

Climaie/ferrain: Tempe:are and warm desen . hill. and__ 

underground.. 
Qrpniz.a 1~1ary, pair.orpridc.U:lO} 

~"""'' =Jloubluurubn! 
Aligntne.ru: Usually neuu·al 
Advance.menc J0-12JiD (large); t l-27 HD (Huge) 

L 

deafened for2d6 rounds: 
Cre~iures wuh 8 or fe.,.-cr 

-·· , ..., __ • · ·o gci no saving throw, 

.... llOl!""'lW"'. b~i;~1::1ili::t 
Fomrude sa\·e (DC 15). 

Deafened crcatuttLan­
noi be affected apw..by 
the dragonnis 

SkilJ,,~ 
re«:lve.a..t2.n. · 

lO.l..i51tnaruLSPQLCh 

+ 



Large Abcmuion 
Hh Dke: 6d8 .. 18 (4S bpi 
l ni1ia1ive:+2 (DuJ 
Spttd: JO ft., chmh..1.s..ll.. 
AC: 17 (- 1 SIU, +2 Dex..,., rwural) 

nae.ks: 2 shon swords timd«. buc ... :rQ.m.dee; 

or shonbow +S ranged 
.J>aroagc:Short sword 1d6t2,.$.hQn...S}Y.Qid 1d6.-1 , 

bite tdhl; shonbow td6 
.a.c.eLRcach: 10 f1. by toltJ 
pccial Auacks: Spells. spdl:hkc ab1lwcs. 

poison 
Special Qualilics:_SR 1'4 

Saves: fori + S, Ref tt, Will .,.g 
bilitics; Su_ LS, Du.15.!:on.l.6, lnl IS, Wis 16, 

Chal6 

I Sk!!dc~1!~L~s:!! ~~~~~~~~ti:~·7, 
SpeUcraft +IQ..Spnl+9 

Fcat.s: Amb1dcxicnry, Combu Cas1-
ing, Two-Weapon Figh1ing 

Clinuuc(rcrniin: Underground 
Organiution: Soh1ary, pair, or troupe (l-2 plus 

r 7-12 ,.,,tednun-su:c mons1row sp1dmJ 

Challenge Ra1iog: 7 

Treasure: Double Standard 
,.AJignmcnl: Ai»:ays chaotic evil 

dvanccmcnt: By c.haracrcr class 

ilndcrs arc bloodthirsry creaiurcs 1ha1 

lurk m the dcp1hs of rhc earth, seeking 

.wum.:blaodcd Pl'.CY of any kind. 
Tbcsuuangc beings have the bead 

and torsa_g( a drow and 1hc legs and.Jowcr 

body of a giant spider. Dridct5 arc created by 

1hc drow's dark goddess, Lohh. When a duk elf 

of above-average ab1hry reaches 6th level, rhe goddess may p_u.1 

him or her 1hrough a Sl)Kalteu. Fulures become dddct5. 

kcausc rhey have failed their goddess's 1es1, dndct5 arc ou1-

cas1s from 1hcir own communities. Drow and dndct5 hare one 

anorhcr p:assion:udy._ 
Oridcrs speak Dmw, Common. and Undercommon. 

COMBAT 
Dridm seldom rnss up an opponu.nu y_ to auack other creatures, 

. especially from ambush. They usually begin with a spell assauh 

...a.nd..ofren leviraie out o(r.hc encmv) reach. 

Sp.db: Dndet5 may bc..61h-lcvcl clu:1cs, wizards, or sorcerers. 

Dridcr clerics can ..choClsc.irom Lhc following domams: Chaos, 

Destruction, EW. and.Itidcry_ 
SpeJl-Likc Ab_ilities: 1/ day-d1111r111g !1ghh, d11rlnim, dttrrl 

rh!IOS. dtltrl ml, dtltd gwd. ddtd.biu~ dtltrl mllglf, fDmt /1rr, and 

ln11tllft. These 1b1liucs arc as Lhc..spdls can by a 6rh-lcvcl sorcerer 

(U\•eOC 13 .. 5peUlcvclJ..._ 
Once per day a dridcr deric.ca.n.addiuonally usc.,datr11wiirnu/ 

cl111rvoya.nu, duurn l1t1, .dup<l.n~and suggW!lllU.i.2- 6.t.h·levcl 

cuter. 
Pojson (b): Bue. fooitude save_ (DC 16), 1n11illand scco.nd-

~
~c.1.dA.wnporll).'..51rcng1.h.. 

s:..A dridcr receives a .... racial bonus 10 Hide and Move 

~ 

Med ium-Sue Fey 
Hit Dicc.:-2.d6(7hp) 
lni1 iative: +(; ( .. 2 Ocx, + .. Improved lnmamoe} 

Spttd:JOft. 
AC: 12 (+2 Dex) 

A1taclu: Dagger +I mclec 

Damage: Dagger 1d4 
Face/ Reach: SJL by J fJ.Js fr. 
Special Anacks~pdlzhkc abiliucs. 
Special Q uaHries: Sym.b1osLS 
Saves;.fon +-0 .. Rtf +S, Will •S 

DRYAD 

Abilities: Sir 10, Ocx IS, Con ti , lnl 1 ... Wis IS, Cha 18 

Skill5: Arumal Empathy .9, Craft ' any one) or Knowl~y 

one) t6. Escape Ar11s1 t7, Hide +7, Listen .-9. Move SJc.ntl~ 

+7, S('IUc_Motive_t7 .. Spor +9, Wilderness Lore .,.7 

Feats: Ale.nne.ss.Jlodgc, lmpl'O\·cd lnmarive 

Climatc/Icuain: Tcmpc:mc.and ~amt 
Organization: Sohtary or grove (+-7) 

ChallcogeAating:_J_ 
U:usurc: Standard 
Alignment:..Alwaf5 cliao1ic good 
Ad vanccmcnt:...H HD (Mcdium-s1u) 

1 • • 



Dryads ue exquisnely btawifuluu...sprilcs..imwd .. Jktp_.jn se­
cluded woodlands. They someumes aid ad\•CJltUKCS and can prove 
a souru of uSC"fu! 1nformauon. 
Th~ creatures rtmai.n some1h1r1£ of a mystery even..10 other 

woodland btmgs. Tales tdl of dryads who took a fancy to band· , 
some elf or humm.mcn. charmt'd 1hem, and hdd them cap1i\·~ 
But since dryads rardy associate wuh any ou1side 1hc1r own kind..,. 

. t.hcsc stones may bt purdy anecdoW. 
A dryad's dcl1cue fc-afures arc- much like an elf ma1den·s, Wl~ 

..eyes alw:iy.s a smkmg color .s.w:h..as....abtr, violet, or etncnld.f.. 
g[een.. Complexion and hair colot. change w11h 1be u-asons. 

,...oi.mag 1he spnng and swnm.u~ of a dryad is lighdy 
wined and the hair is gucn as oak lta\•cs. In the faU. 1he hair 
1urns goldc-n or red, and 1M slun darkens 10 march. Finally, m 1hc­
wm1c-r, bo1h arc wh.uc-. 

Although 1hey are generally sohmy, up 10 SC"vc-n dryads ha\'e 
bccn.c.nc.o.u.n1ered in.one p.lace.on rare occasions. 

Dryads speak Common, Elven, and Sylv;in. 

----t 
+ 

Shy, in1ell1genr, and non· 
v1olen r,dryadsareas 

clus1\'e as 1hey are 
allur1ng-1hey 

shun comba1 
and arc- rarely 

sc-enunlessrhey 
~ ro bt> . If 

lhtntcncd, a dryad 
usu.clw.nn_pWi2[1.Jttempt-

~
ing to gain CAOt.rol of the a1-

1>ekerUl...wha...mu..ld help the 
mosl agamsL the. m r. Any 
aHack o.n.hcr rt«..howevcr, 

w.ill ptm'.O.ke 1he 

+ dryadmtoafren­
=ldtlcru<._ 

Spdl:.l.ikc 
Abilities.: • 

ads can commwll: 
care wi1h plan1wr 

~
ill (assptakwith 

' planl1). They can 
, also.a1will,s tep 

inside any tree \ ~r u:; :~~r~~o~ 
.llh-lcvel sorcerer 10 

reach 1he1r own oak 

sorcerer: targets 
mus1succef'<I al 

a Will save ( DC 
Ul. QI...bc charmed 

fouho=. 
Sym.bimilJ.£u); E>eh 

dryad is myutalir bound 
io a smgle, enrumou.s.oak 

U.C.t..and mun nex.c.t..srray 
more than 300 yards from 
iL.Ally who do kcomc..J.LL 

I• u , t ~:~rs. ~~ry:~~Sh:k d4d6 

noind1a1emagic. ~ 

!<.tcdium·Sizc..Humanoid (Dwarf) 
H.i1 Dice: ld8t l {Shl2) 

,Jniliative: ,.o 
pttd: IS f1. (scale mail.l. base.lo ft. 

AC: 16 (,.4 scale mail. .2lar&csh1eld) 

DWARF 

A11acks: Dwarven w~meltt, orshon~,,._1,a.ngtd 
Damage: Dwarven warau !d!O; shonbow td6 

..face/Reach: S fi by.iii.JS fr 
Special Attacks: Dwarven tralls 
Spedal Q ualiries:_Dwarven trallS 
Saves: Fort,.), Ref ,.o, Will +O 
Abili ties: Su II , Dex 10,Con I), In! 10, W.J.S.J.O..Cha.8-
Skills:Ap~ t2, Craft (me1alworkmg) ,.2,.1.inc.ru.2..Spotil._ 
Feau: Exotic Weapon Proficiency (dw.uven warue) 

'tClima1e/fc1-rain: Any hill. mountains, and underground 
Deep, derro. duerg;u:-Any underground 

+ Mouniain- Any moumairu and underground 
Organiution: Team (2-<t), squad (ll-20 pluv Jrd·kvc.L 

SC"rgean1sand 1 leaderofJrd-6thJevcl.l.oc..c.la.nl30:H>0plus 
30'\ noncombatants plus..i.lrd·le\·el scrganl.JICI_.lO aduks. 
S Sth·le\·el lieuu:nanu, and) 7th·lt\·clc.a~ 

Challenge Ra1ing: 1/ 2 (h1U, deep. mounta.Uiloill.dmo. ~) 

Treasure: Standard coins; double goodso .. uandard..utms_ 

Alit;';~~s~j:,:C:if~~~~ or neutral_ f 
Derro-Usu.ally chaouc evil r 
Ouergar-Usw.lly.lawful evil i 
Mmm1a1n- Usuilly bwful good 

Advance-ment: Sy chuac:rer class 

Dwarves are noble warnor5 who excel at meralcraftL .s.tane­
workmg, and war. They lend 10 bt SC.nous, deter.mtn.e.d...md 
very hononble 

A\'eragmg 4 ftt1 1all and weighing as much as..an..adu.l.Uiwnan, 
a dwarf is stocky and muscular. The skin of a dw:irfis ligh1 brown 
or deeply 1annf'<I, cheeks ruddy, c.ycs..bn&ht..Ihc long hair is usu­
ally black, gny, or brown. males ha1·e long. carefully groomf'<I 
beards and mus1ache£..DwUYts' clot.bing fa\-ors eanh ton~ and 
rends to.be simple andiuacuonal. They.prefer 10 spend 1he1r rime 
making masterpieces of smne •.• uc..c.l, and precious meials. They 
create durable weapons, craft beaulifulic.wdry. and cui superior 
gems. However, 1hey consider ir had taste ro flaunt wealth, so few 
wear je,w<lry other than one simple piece. 

Owar...-es speak Dw3rvcn and Um.lercommon. Most who rravel 
outside dwarven lands (as rndc.rs...mercenanes, or adven1urers) 
know 1he Common tongue, wh.Ue. wamors in the dwarven cnics 
usually learn Goblin 10 btne.r_immopre and spy on 1hose evil 
denizens 0(1he dttp ca\·es. 

MQil dwan·cs cncounrcrf'<I ouwde their home arc warriors; 
the lDfua:naciaD.JnJ.hc...smis:uo.bloc.k.u for Ont' of w level (see 
~e 39 1111hc Dv~ccas Af"5T[U G111ik for mott abou1 the w:irrior 
,i,,,L 

COMBAT 
Dwarves are experu m comb.u, effecuvely usmg tht'1r em:i.m.n.: 

ment arul tunlflfli wdl·plannt'd group au>eks.~ 
magic. Ul fi&hts. .iUICt they have few wizards or 
dwm·c.n..dtria. t~· rhemsc.lves imo b.mlc..:15..li. · 
fellow ~rhcy lwoc.wne 1a_pttp~ · 
deadfalls or 01hc[ uaps.involvmg s1one. ln add.Wun w 1hc dwill:· -+ 
~and thrown..hammc.r. dwarves..a.llo...use: warhammers, 
picks..shcinbow:s, heavy crossbows, and maces. 

uvc.n 'IraJIS (.Ex); Dwarves benefit from a number of 
racial1raiu. 



• ~I racial bonus to auack rolli...againsuxc.s arulg®linoids, 
through s~1al comb4it traimng. 

• •2 racial bonus 10 Will saves agunu spdls....a.nd._spdl-like 
abiluitt. 

• •2 racial bonus 10 foru,wde ~vcs agalrut all poisons. 

• ;;: 1~:g~e bonu.s., ag.ain.1t gianrs, 1hrough s~cial defens1~ 

• arkVlsion up 10 60 ftt 

~:,~::::!is~~::~{.~
1~~:b;;g~~:1:.~~:~: ~~~~ 

guised as s-rone also coums a.umu.swl stonework. A dwarf who 
~y comes wuhm1.0l«Ulfunwua.l s1oneworkcan make a 

check as 1hough acuvcly .search mg and can use 1he Stm:h skill 
to flnd s1onework tnps..aui rogue can. A dwarf can also intuit 

depth, sensing dle approxunaie d1srance underground as naru· 
nlly as a human can.sense which way 1'!1 up. 

f'- Ski.11.s:...Dwuvcs rcce1Ye...u2 ncill bonus 10 Appr.u~ checks 
t and Craft or Profession chcc:ks 1ba1 uc rtlatfii 10 s1one or metal 

~WARtSOCIE1Y , 
Dwuvu prcfet....li.ring in 
underground ci1ics 1ba1 
they build around mines 
(although some hvc on sur­
face outposts). Cuved mro 
solids1onc,!hestc11ies1akecen1uritt 

~~=1=i~~0f:i:~!e~~~ 
, !incl famUy lintt wuhin rach. A cbn is 
,.kd by a berrdimy rulrr, usu:illy a Lng 
t or queen and d1r«1 descendant of rhe 
, clan's founder. Dwarves are s1rongly 
loyal 101hrirfamUy,clan, monarch, 

. and prop It as a who Ir; in conilic1s 
w11h olhu. races. t\'cn ob1ectivr 
dwarvu_icnd 10 s1dr with thrir kinfolk. 
These: tlCS.lw:c hrlprd 1hr dwarvrs ~ 
v1vt grnrnnons of warfarr ap.inu 1hr 
rv1lcrtaiurrs1ha1li\·rundrrthrcar1h. 

A dwarvrn ci ry bas noncomba1an1 
mrmbrrs (usu:illy 1hr ~ rldrdy, and 
a frw adults) rqual 10 JO\. of tbe...fag.lmng aw 
populalion: dwarvtn fr malts are as numer· G/ 
ous as maltt..and..uuttrptc.d..an any. part of 
dwarf society,Jncluding wamon. 

ln"D'tn clans usually focUL.On_Qllt_ot.rwo 
1yprs of craft, such as bbcksmnhmg. making 

¥>'.Capons ot..am1or. crtanng 1ewdry, cngincenng, 

E
r sioorwork. To avoid becoming O\'trsp«i.alized, dwarvH 

ppicntict some of 1hr1qoung QnCJ 10 01her clans; 1his prac11cr 

~lps fos1rr unity..-5.incr dwarve.s Lwr a long cime, 1heSl' 

apprenticeships can.Wunany years. evrn 1>o·dl imo ad uh hood. 
TM chief dwa.rldcur is.Man.din. the god who neartd their 

race and the patmn_Wm.iths..a.nd 01hrr skillt'd crafrworkers. 

SU BRACES 
The lnfommion abovr is.fuLhilldwac.ves..tbunos.LCQmmon vui­

e1y There are four 01hrr ma10Uwarven_.subracts. .. wbich dUftr 

from hill dw~rves as follow 

~~->'.Wm fu_ unduground..andJtnd 10 be. more .mnd-
h....wit.h....nondwarvu. Ihry art 1he samr heigh1 u 01her 

dwm'.cs..hwlWlt.L..thciukin somr1imes..has a reddish unge.and 
tbeu largc...eyes lack tbt brightntSS of thtir kindred, brmg a 

wa~. Thculmrrangrsfrom bright rtd 1os1rawblond.+ 

Tbt.~ve li1dt con1ac1 wi1h surface dwtlltrs, rel)'lllg on hill 011 

mQWlta.m..dwan•CJJo rradt goods for 1hem. They sprak IN.:m'.en_, 
and Goblin. and occasionally Dncomc or Undtrcommon. 

lhe.t)'p.lCa)..abW.ty scores for a drep dwarf arr Sir 11 , OuJ.Q.. 

ConH, ln110, ~'11JO..Cha6. 
Dttp Dwarf Tnii ls (.Ex)'....JlKse art m addmon 10 1ht basic 

,dwuf traits, excepl whecc..nmed htrc 
• Racial bonus 10 W~'lcs...iga1ns1 sprlls and sprll.-like ab1lmes 

increasesto+l. 
• R:mal bonus 10 Forutu.dt savrs against all poiJOns mcrease.s 

10 ~l 
• Oarkvisionup10!10ftt1. 
• Llgll! Srnsrhtr1ly (.rx}: Dttp dwarvrs suffer a -..1...Cln:.JJ.mwu:t 

prnalry ro atm:k rolls i.n bnghr sunlight Oc.\llulunJ.ht.nd!us of 

ad11yl1ghJsprll 

Oerro 
.,Jk.rro art dtgtntratt and rvil human-dwarf crosshce~o 

,lzyt m tht Underdark. Jncred1bly cruel. they tnJoy 1ak1ng sla\·ts 

,u.id torturing sutlace.dwellrrs (r.spttially humans) 10 death..., 

Thrir skin is whirr wi1h bluish undtnonrs, rhrir hair is pair 

yellow, 1he1r S1aring eyes while wuh nQ. irises Ol pupils... "(hey 

ha\•t humanlikc body hair. and nule.s b.ai'.e.mustacbes bw no 
brards..Ihetr do1hes..arc...wovrn from a.ni.mal.Iw-....1nd tbeu 

armo.r1s.Jr:a1herswdded with cop~ 
Dtrroaretncounttr~uadsorpla-

100.ns, carrying daggea..,spikcd..huclclm. 
and reprning~1hat 

flre poisoned hnhs This pn•w0 is I 
enher greenblood ml.(.stt. PoisQn. 
p.1gt79m1he0Uhi:;.l:o.-.~ 

Cuult) orasubs1anet.1bat.~ 

inmal and secondary damagt...01..f 
ld6 poims of tt.mpor.acy 

S1rength {fonnude.ncp.ttt 
OCH.). 

Mos1 dtrro [Cl'cte Di· 
1rinka, a chaouc_de.ny of 

magic and crurlry. Oerro 
.ha~e..rayjew clerics, but those 

who follow this p.11h can choose 
xwo...oLtbc.iollowuig domains: Chaos, 
Ocm:ucuon...E.nl. and Tnckery. 
J:ht.. deuo·s.. lradrrs arr spdkasrrrs 
calltd .Sll'UUS.. whom drrro follow fa­
naucally. Dtrro savams art a1 lent 
s1h-levelsorctrers;1hryhavrontto 
thrtt Knowledgr skills (usually 
ucana and othrr eso1rnc fl:tlds) 
and art able to use any magic uem 

o~pon-1,Mosr of a savams rreas­
ure is magk..items.) A savam is accompa­

__nitd by 1wo lowtr-lrvtl studrnls, each of 

which.has.nne..nunoc.magici1em...5alrultS USl' 1hr1r sprlb to con­

fuse and Crustr:uc. rather. than lull prtftmng m ma kt slavrs of 

defea1c.d.foes. 
The typical abiliry scores for derro arr Str 9. Dex 14, COD lJ, lnc 

IO, Wis10,Cba6. 
Derro Ira.its (Ex): TheK are in addition m tht lnsLdw.:uf 

traits, uct~erenot.ed hrrt 
• Spellru.is1antt.1B . 

• ~ptoJOfet.L , ___ ( ____ ______ ~ 
• Sun.lighU!Mltu:mb1U1y.(b:l:.Derro 1-aktlpo~~ 

sti1ulion damage for every hour 1hey are expased tQ. sunligh1, 

dying..J&hcn..tht.iLCnnstiruuon rt~ches..JJ...J.as1 ConS1iru1ion 

pouw are rC'CQVe[td at tht ratt of I prr day ou1 of rht sun. 

• ..Bl.i..wUight.ft:ar... 



Ouergar 
Somrnmn C3lkd gny dw:in·cs. 1W rvtl bci.ngs.h~c..ul thr Undrr­

duk. Thry att rm:1datrd and nas1y-looking. wub..gray b.a1.rand skin. 

Mos1 durrgar are b.tld.1,~en 1hr females). and thc-y dress in dr.ib 

cloch1ng 1ha1 is desi.gned,10 blt'nd U:110 si:o~. In tht'U" bin !hey~ 

wc:ar]eW't'lry,buui.11.alwayskt'pidull Tht'y_warwiihOfher~ 
t'\'t'n allying wuh other Undcrd:irk dwellers from limt' 10 nmt'..._ 

The durrg:ar revere thr..deuy l.adu.gucr. a Joyless god · · 

m:1ndsconstanrio1l. 

• O.ukvw.on.up 10 120 fee1. 
*-1Jght.5owln•11y.U:X); Duerg:ar suffer a -2 c1rcums1an~ 

U> auad rolls, s:t\'.ts, and checks in brigh1 sunligh1 ot wii.hi.o 
the r.idius of a Jayhghu:pd.L 

• Listen +t ,Spo1 + 

• l\lennrssfeac. 

Mountain Owarve:s=-

ducrpr"styp1cal abWty.KOUS...a.tt.Str 11 , Dex IO,Con.D..lz¥. 

-~-~· . 
Mounmn dwarves_ li.-.:c dttper under thc...mnu.nW1u .. _1.ha.o • .h.i.l,I 
dwarvt'S bu1 gtnerally no1 as far beneath a5 dttpth!.:arvcs.Ihey a~ 

tragr1bou141/2ft'cJ l:ill 1ndhaveligh1erslun..~ 

dwan't'S. They claun !hey 1<.•ert fht flnt dwK\·cn..rau...an.d.tha1 all 

01her dwu_vrs art dtscended from ihcm._an._atUlu~thai...coq­

tnbut.cs U> thcu isolauomsm. 

_DuugarTraiu (~uUn.addirion m rhe basic dwarf 

1ra11s. excep1 wht'rc note:d.hcrt'. 
• +4 racial bonus 10 MO'd..S.ilently checks. 

• Immune to pmlys1s._ phantasms, and magical or alchemical 

poisons (but nor llOJltlil poisons). 
DWARF CHARACTERS • .Spdl:!Jkt. A!nhha.;_1.ida)'=f.rtliirgt and 1n11ml11/11y as a wizard 

t~~=~shl:1:~~t'~~:~::ut'~ 3nl [evt'I ); 1hrseafftc1.:j' 
d"·arfs favored class lli flghtrr Mos1 dwarf lraden are flgh1eu 

lfighter/derics........ 

Hit Dice: 
loiliative: 
S~cd: 
AC.. 

"'"1u.cks : 
Darna1e: 
facc[Rnch: 
Spccial Auacks: 
Special Qualities: 
Saves: 
Abilities: 

Skills: 
Fens: 

Hi1 Diec: 
ln.itiativr: 
Speed: 
AC: 
Anacks: 
Damage: 

• ..face/ Reach: 
Specia1A1tadts: 
Spcci.a]Qµaliries: 
Saves:.. 
AbWdcs: 

Skills: 
Feau: 

Air Ele rncn1al, Small 
Srnal1Elemen1al (l\ir) 
ld8(9hp) 
•7 (+3 Dex, .. 4 lmproved Imtiauve) 
FlytOOf1.(perfec1) 
17 (t- l siu,t3Dcx,+3nuur.il) 

Slam .. smtlet 
Slamtd4 
s fr. by 5 f1./5 f1. 
Air masttry. wh1rlwrnd 
Elrmen1al 
font-0, Rcf t6, \'<'ill+O 
Srr 10, Dex 17, Co_n.lO, 
ln14,Wis11,Chall 
l1S1en tS,Spo1t..S 
Flyby Auack. lmpM·cd lnlflalll'I', 
Wrapon Finesse (slam) 

Air Elernrnul, Huge 
Huge Elemental (Air) 

-16d.8T6-4 (136) 
TIJ (+i Dex, -H lmpra.•ed lruri.:mve) 
Fly1oof1.(pcrfcct) 
21 (-2 size. +.9 Dex,+• natunll 
Slam .. 1'}/tJ.4/t9meltt 
Sbm2d8t6 
1of1. bySfl./Uft. 
Au mas1cry, wharlwrnd 
Elemrnral.damage..rcduc110n..10/•2 
fon.,.9,Ref+l9,Will tS 
Str 18, Dex 29, Con 18, 
ln16,Wis11,Ch:i11 

Air Elemt'ntal, Medium 
Mediwn-SiZt' Elementa.I (Air) 
4d8t 8 (26 hp) 
.. 9 (t.5 Du. .-4 lmpJO\·ed ln11ia1weJ 
Ely 1oof1. (perftct l 
18 ( .. s Dex,+3naiunl} 
Slam .. 8mtltt 
Slam 1d6+l 
sf1. bysf1J sfi. 
Air mastery, whitlwmd 
Elcrnt.nt:il 
fort tJ, Rd t-9, Will •.l 
SuU.Dex21,Con 14, 
lmi,Wisll,Chall 
lis ten+7,Spo1+7 
Flyby Anxk.. ImpJO\'ed lmuam·e, 
WtaponFinesse (s lam ) 

El EMENTAI 
Air Elemen1al, La.rgt 
Large Ele rnenial (Air) 
8ds ... 2• (60 hp) 
+I I (+7 Dex, "'4 Improved ln1tiu\\'e} 
Fly 1oofi.(perfec1) 

20 (-1 size, t-7 Dex,~• natunl) f 
Slam~ l2/t7mdcc 

Slam2d6tl 
s ft bys f1./tOft. 
Air mas1ery, whirlwind 
Elemen1al, damage reduclion__tQ/.,. 1 
Fon .. s. Ref •ll, Will t 2 
Srr 14, Dex 25,Con 16, 

lm6,Wistt ,Chall 
lis1en +11,Spot +t I 
Dodgc.£1yby Anack.. lmpJO\·ed 
lmuam:e.. Weapon Fints5C '.slam} 

Air Elemen1al, Creaier Air Elemental, Elder 

Huge Elemen1al (Air) Huge..£l~cn1al (Air) 

21d8+8• (178 hp) 24d8t-96 l 204 hp) 

.i• {+ IO Dtx, +4 Improved lmtbu\'e) tl.5h 11 Dex. +"4 Improved ln11iam•e) 

Fly 1ooff. (perfec1} Fly toofi. (pcrCec1) 

26 (-2 siu ... 10 Du, .. 8 na tural) 27 (-..2 size, t i! Dtx, .. 8 naiu 

Slam .:u/+ 18/t 13 meltt Slam +21/+22/+17/+ 12 mrltt 

Slam..2ds .. 7 Slam 2dst.9 
1Qft. by 5 [1 ./15 ft. 10 (1. by S ftJ H ft . 

Air masmy. wh1rlwmd Air ma5lery, whirlwind 

Elcmcn1al, damage reducuon 10/ .. 2 Elcmcn1al damage rcducuon 15/.,. 3 

Fon+ll,Ref+22..Willt7 Fort t l2,Ref +2S,W1ll+8 

~--~~~ ~n-n~~ 
lm6,W1s11,Cha 11 lnr 6.Wis tl .Cha tt 

l1S1en t l8.SpoLt l8 lis1en t 2J, Spot t2J L1s1en +26, Spcx •26 

Dodgr, Flyby Attack, lmpJO\·ed Dodge, FlybyAmck, lmpJO\'ed Dodge. Flyby Anack, lmpn;l\'cd 

lniriative, Weapon Fmusc {slam) Initiative, Mobili1y, lnniative, Mobility, 

Wcapon Finesse (slam) Wtapon Fint5St' (slam) 

Elemeni.tlsare l.llCarnauons.of ~demen1S1ha1composc..ws1ence. -==-J 

~
'!hey..areA.as~ild_and~rous.as theforctstha 1 binht'dthcJ1L J\.IR ElE.MihJTAL , --===l 

Audtmez:ua..lutt among thui.nfrcsu.nd mm~alLllCS.LQ. 

t'XlSICnct... They.sddtim..lta\'C thear homc phnc.uccp1 when sum·. 

+f.lcmcntak..h.a'iC...nricd c.ombar abih[i.u..and tactics, but ~c ...moned~~upelL. 

the ~mWcmcnral quahties. ...An..air dememal appears as an amorphous, sh1fnng cloud. 

fkmental:._lmmune 10 poison, sleep. panlysis. and Slunnin&f ,Da.r.kcr.bw o£.switli.ng \'apor gwuhe appearance of rwo eycs and 

NouubJCCI to cnucal h11s. a mowh. 



Air rlemcnrah sptak Aunn. lhou,h tbey raul)'...Chaosc_10 do so. 
Thm voices sound like 1he high-puchtd sa«di o(uornado or 
1he low moan o( a m1dmgh111orm. 

Their rap id speed mak~ ail" clcmcn1ah useful oo mr bJnlefidds . 
orinu1cndcdacrial combat. 

..Air Mastery (Ex): Airbmnc cua1ures._s_uffer a - 1 penahy to , 
anack and damage rolls agains1 an air demcmal 

l(thc...whi.clwi.nd$ ~SC' touches 1he ground, u creates a~ 
cloud.of dc.bns.. This cloud 1J ccntercd on 1he clemcntal and has a 
di.amcte[ cqual.10 half the wh1rlwmd's he1gh1. The cloud obs_cuccs 
all vmon. lllcludmg darkvmon, beyond 5 ftt1 Crcamres 5 fccL . 
away have one-half concnl.mcru, while 1hose fanher away ha\'C 

101al concealmtnt {scc. Concealment, page llJ in the Pl11yn°s 
Himdbool-). Those cau&hl lll the cloud mus1 succttd ai a Concen­
tration chcck to cast upclL(DC equal to 1he Reflex uve DC}. 

Whirlwind (Su): The demcnu.l. c,a.n 1ransform uself 11110..a 
whu:IWUld once e\·cry 10 m1J1utcs and remun m 1ha1 form for up 
ut.J...D:>und for every 2 HD ll hu.ln.dwJonn, rhe elemen1al can 
mo•lc 1hrough 1ht air or a.loo.& a sudacot us fly spt~ 

TM whirlwind is 5 Ctti wide 11 1he lnse, up 10 30 fur Wldc ar 1ht 
1op,and upro 50ftt:1 rail, depending on 1hcdemcn1a!Ss1u Thed­
emenral conirols the exxt he1ghr, bu1 n mus1 be a1 leas1 10 ftt:I 

AIR ELEMENTAL SIZES 

ElemenuJ Hei1h1 
Small ,, 
Medium " Large l6ft. 
Hug" '" CittatC'r '" Elder .tOft. 

- -Whirlwind--
Weis ht Damqe -tteis ll.t 

lib 11 '" 10-20ft. 
2lb n ld6 JO-lOft. 
•lb 16 d6 JJHOJi. 
lib 22 2d8 10-50ft 

101b " "' 10-<0' 
121b " 2d8 , ..... , CK.aturcs one or more Siles smaller than the dtmtnral might 

1ak.c damage whtn caugh1 in the whirlwind (see the following 
r~dttaililand may be hf1td imo the air. An affcc1td crc~ 

lure must succeed at a Reflex SllVe when it comes into comact 
with the whi rlwind or take rhe !med damage. h mus1 also succeed 
111 SKOnd Reflex save or be picked up bodily and held suspended 
in 1ht powerful winch, au1omatically taking rhe listed damage 
each round. A crearurc 1hat can fly 15 allowed a Reflex save each 

round ro ncape 1hc whirlwind. The crcuurc snll 11kt'S damage 
but can leave if the save is successful The DCior s;ivcs agamst the 

wb1rlWlnd's effcc1s vanes wirh rhe elemcmaJ:s size. 

EARTH ELEM ENT AL 
Emh clcmenials arc immtnsc.ly .nrong and 1ough: The l.a.rger 
ones can pound almos1 any1hm.g into rubhlc.1hc.y seldom.leave 
their home plane except wbcn.s.ummond dS:Cwhcre by a spcll 

An canb elemental looks like_ a \'Cry largc...SlQD)' .humanoid. 

The dcmen1al can eJCCI any can:itd cu.a.tu.res whenever u 
wishes. deposm ng 1hem wherever the whirlwind happens 10 be 

,.A summoned cl~cn11 I always eiccu trappc.d_c,r_c_alJJ,[C5 before rc­
rurning to iu home plane. 

When swnmontd 10 1he .'-fa1cn.al Plane, ir is..madc.o.f wh.am'tr rypt_'.i 

of dm, s.1oncs, prccK>us merals. and gcms.11 i.n1.CQ11J.uud.!mnibt 

clemc.mal always has a cold, exprcssio~ ~thhlrc. 
opcmng, and rwoeycs 1hu ~rkle like mulnfac~ 

Earth clemC'nfals speak Terran but rarely choosc..10 do so. Thc.ir 
voices sound likc an e.cho 1n a dtep tunnel, 1hc rumb~ cU. ~ 
earthquake, OJ' 1hc gnnd1ng of stone on s1one. 4 

Eanh Elem e n1al, Sm aU 
Sma U Elem cn1a1 (:Eanh) 

Hit Dice: 2d8.2 (11 hp) 
lnit ialivc: - I (Dex) 
Speed: 20'1. 
AC: 17 (+I me, - l Dcx. ,7 oamral) 
Auacks: Slam •5 mcltt 
Dam age.: Slam 1d&+4 
Face/Reach: 5 ft. by 5 fr ./5 fr. 
Special An aclui: £anh mas1cry, push 
Specia1 Qu.alitiu: .Elemc_ntal 
Saves: For! t4, Ref -l, Will +O 
Ahililiu: S1r 17,Dcx8,Conl.l. 

Ln1'4, Wis 11,Cha I I 
Skills : Lis1tn +5, Spo1 -t5 
Feau: Power Au ack 

Ean h Elc.m en1a1, Huge 
Hugc Elc men1a1 (Eanh ) 

Hit Diec: !&d8•80 (152 hp) 
Lniliative: - I ( Dcx) 
Speed: 2of1. 
AC: 18 (-2siu,- I Dcx,+11 namral) 
An aclui: Slam+ l9/ t l4/ +9 mclcc 
O:unagc: Slam 2dlOtlJ 
Face/Rcach: 10 ft. by 5 f1j 15 Ct. 
Spcdal Anacb : Emh mmcry, push 
Speda1 Q ualities: Elcmen1al, damage reduction 10/ +2 
Saves: Fon +15, Ref H , Will +S 
Abili rics: Srr 29, Dex 8, Con 21, 

ln1&,Wis t1 , Chall 
Skills: L!.s1tn•l8,Spo1 +t8 
feal.9: Clcave,Crea1Cleave. 

Power An ack. Sunder 

Earth .Elem en1al, Med ium 
Med ium-Size Elc.me n1al (Earth) 
4d8-t l 2 (30hp) 
-t {Dcx) 
20f1. 
18 (-1 Dex.+9na1ural) 
Slam •8mcltt 
Shm 1ds.7 
5 f1 bys f1./5 fr. 
Ean h mastery. push 
Elcmtmal 
Fon +7, Re( •O, Will.,. \ 
Str2 1. Dcx8,Con 17, 
.Ln14,Wis 11 ,Cha t 1 
Lis1c.nt7,Spot •7 
Po"·ccAnack 

Eanh Elem enral, Grcare:r 
Huge Elcm enra1 {:Eanh) 
21d8+10S ( l 99 hp) 
- I (Dell:) 
20f1. 
20 (-2 sizc,-1 Dcx, +t J natural) 
Slamt23/ t l 8/.,. ll melcc 
Slam2d l 0+15 
10C1. by5f1/ 15Ci. 
Eanh masrcry, push 
Elemental, damage rducuon l0/t2 
Fon.17, Re(+&,Will.,.7 
Sir JI , Dex 8, Con 21, 
lnt &,Wisll,Chall 
.Listen •23,Spot •23 
Cleave, Creai CleaveJmprovcd 
Crittca.I (slam). Powcr & 1ack. Sundcr 

Earth Eleme n1al , Large 
Large Ele mc.n1a1 (Eanh) 
sd8+32 (,8hp) 
- l (Dcx) 
2of1. 
18 {-.LSJU. - 1 Dex, •IO ru.tural 
Sbmtl2/t7melcc 
Sbm2d8+10 
5fr. by5ft./tOft. 
Eanhmas1cry,push 
Elememal, damage reduction 10/ t I 
fort+ IO,Rcf+ t ,Willt2 
Str 25, Dex 8, Con 19, 
ln1,,WiJlt,Cha 11 
Lis1cnttl,Spo1 .. 11 

Clnvt, Powcr Anack 

Eanh Ek me n1a1, Elder 
Huge :Elementa1 (Eanh) 
2-Hi8+120 1228hp) 
-1 (DcxJ 
2oft. 
22 (-2 size, - ! Dex, •l.5 natural\ 
Slam+27/ +22/ +17/ +t2mdtt: 
Slam2dl0+16 
IOfL by 5 ft./15 f1. 
Eanh mas1cry, push 
Elcmental, damage rcducuon 15/ +3 
Fort +19, Re( .1, Will+8 
SrrJJ.Dcx8,Con 21 , 
lnr&, Wisll,Chall 
Wten•2&, Spott2& 
Cleave, Cre11 Cleave, lmproo,•td 
Cri1ica.I (slam), Power Anack, Sunder 



&p ,,,_ 
Fire Elemental, Small 
Small Elemt'nt al (Fin-) 

H i1Dice: 2d8 (9hp) 
lnitiati•'t': +S (+I Dex, .,.4 lmprovtd lnuiauyc} 

Spttd: SO fr. 
AC: IS(+ISJU,+I Ocx.tlna1urall 

Anacks: Slam + l me!« 
Damage: Slam 1d4 and td4 fttt 

Fact"/Rcach: S ft. by S fL/5 f1. 
Spttia.I Arucks: Bum 
Spttial Q_uali1ics: .Elcmcn1al. fire subtype 

Savrs: 
Abili1iu: 

Skills: 
~au: 

Fon +O, Rt:f +4, Will tO 

Strl.O, Dex I), Con 10, 
lm4,Wisl l ,Chatl 
Lim.'.nt-5.Spoi +S 
lmproved lruta:iri\·c, 
\l'eapon fioMSt (.slam) 

fire Elemeo1al, Huge 
Huge Elcmcnu.I (Fire) 

Hit Dice: t6d8+64 (136 hp) 
l.nitial.ive: +I I (+7 Dex, ,.4 lmpl'O\·ed hutlllti••c) 

Speed: SO ft. 
AC: 19 (-2su:e,+70tx.+4 narur.i.I) 

Arucks: Slam +17/ +12/t.7 mdtt 
Dam age: Slam 2d8 .. 6 and 2d8 firt 
face/Rcach: 10 f1. by S ftJ IS ft. 
Sp«ialArtacks: Burn 
Spttial Quali1irs· Elemenral.damagt reducnon 10/ +2, 

fln•subrype_ 
~vu: Fon+9,Rt:f.a7.Wiil•S 
Abi.liries: Sir \8, Dex 25, Con 18, 

lnt6,Wistt,Chall 
Skills: li.su~n tl8, Spo1 +18 
fea 1 ~: Dodge, Improved lnimri>·e, 

Mobihry, Weapon finesse (slam) 

EARTH ELEMENTAL SI ZES 

Elemental HeiJht Weight Elemenbll Heigh! Weight 

'""" ... &Olb Huge J2ft. ''.oll<lll>...t aa nolb Creater J6ft. S4,00Q.Jb. ... 6,0QOlb • Eldet 'Oft. 60,000Jb 

~mbat 
Though an emh c:lcmcw.aUnoves slowly, u ts a rc.lcnde.ss oppo­
ntm. II un 1n,,.d tho.u.g.h sohd ground or stont u easily as 

!:~1a::t~;~;~1~h~r:a~s:u~; ~~c:~:~~~~~ 
ground undtr 11 An tanh elemenral can !IlO\'e aUmi-..1.bt .. b::mom.. 
of a body of water bu1 preftrs not to. 

Earth Masrtry (fa ): An emh demenW.piru..a..i: Lauac.k..and 

damagc.bonusJflxnh it and us foe touch thc.g.ro.wulJLa.n..op: 
nent is airbornt or warerbome, the elemental suffus a --4 pcnalry 

to anack and damage. (These mod1flers are no1 mcludCli...m.Jhe 

.sutisncsblock.) 
Push (f.x); t..u.e.anh demennl can nm a bull rush ma· 

neuver withou1 pro\'oking an amck of oppor1unity. The 

comba1 modiflers g1\'en in..Earth .. Mnt.ccy..above, also apply 10 

the c:lemeruafs opposN Strength checks._ 

FIRE ELEMENTAL 
fire demenrals are fast and agile. The mc.w1JmKh.fro.m rheir 

Elery bodies is sufficitm 10 ~1 many matrcial .. aflame 

A fire dc_memal looks like a taU sheef of flame wjrb an armlikc. 

appendageoneacluide.Thesc "arms"seC'.lllJ.Q..flid~ 

fire Elemen1al, Medium 
Medium·Size Elemc.ntal (fire) 
4d8t8 (26hp) 
t7 (t3 Dex. tt lmpro"'cd lmuatwe) 
50fL 
\6 ('t0sue,+3Dn:,.-Jnatunl) 

.S!a.mt6melte 
Slam !d6•1 and td6 f'ire 
sf1.by5 f1 ./S ft . 
Burn 
Elemental, fire sub~ 

font3,Rtft7,W11l.-1 
Srr1 2.~x l 7,ConH, 

lm-t,W1stt,Cha11 
listen +7,Spol .-7 
lmprovedinuiauve. 
WeaponFtnesse (slam) 

FireElemen1al,Creatcr 
Huge Elem e nta l (fire) 
2td8t8• l t78hp) 
t 12 ( .-8 Dex, H lm~·td fo1uatwe) 
soft. 
24 (-2 size, t8 Du, ~s natural) 
Slam+21/ tl6/ +Llmdee 
Slam2d8.-7and2d8flre 
tOft.bySfiJ l5ft. 
Burn 
Elemencal, damage reducuon 10/+2. 
firesub1ype 
Fon .-11. Rrf •20, Will t2 
Str 20, Dex 27, Con 18, 
ln1 6,WiJll,Cha1t 
Listen •2J,Spo1 t2J 
.Qodge, Improved IM:iam·e, 
Mobili ry. Spring Anac.k. 
'.X'eapon Finesse (slam} 

fire Elemcnu.1, .Large 1 
Large Elemetu al (fire) 
8d8t2-4 (6-0hp) 
t'il ( tS ~x. •-4 Improved lmuative) 
50f1 
18 (-1 size,tS Du,rln.atural} 

SfamHO/ +Smcltt 
Slam2d6tJand2d6fire 
sfr.by.sf1J 1o f1. 
Burn 
flemn11al damage reducuon 10/ t l , 

firesubiype 
Fon t.S, Rrf ti I, W1ll •2 

Srr H, Dtio: 21,Con 16, 
lm 6,W1S tl.Cha11 
lis1c.n tll, Spot +ti 
Dodge. improved lnmatm~, 
WeaPQn finesse (slam) 

fire Elemuual, Elder 
Huge Elemen1al (fitt) 
Hd8t96(204hp) 
tll (t9Dcx,.--4 Improved lniliauve) 

sof1. 
25 (-2stzc,+90tio:,•8na1ura.I} 
Slam •2-5/ t20/ +tS/ +tOmdcc. 
Slam2d8+9and2dSfirt 
1oft. hysf1J t s f1. 
Sorn 

.E.lememal, damage reduction 15/ t J, 
fire.sub1ype 
Fon •12, Ref +23, Will +8 
Srr22,~x29,Con\8, 

ln16,Wis t1 ,Cha11 
Listen •26,Spoi t26 
Dodge, Improved lmtuu\·e, 
Mob1l11y, SpnngAuac.k. 
Weapon Finesse (slam) 

I 



creaiure'sfbmmgbody,only 1ospnD&QUl~tu.The 
only fac:tal features of a 6 re c.lememal m_two la.tge glowing 
patches ofbrilli.:mt blue £bme, wh1duttm 10.iuru:ti~ eyes. 

..Burn.{E.xl; those b.J.1 by a fire rlememats slam anxk m115u 
cetd au.Rdla.savc or catch flrc Tht' flame burns for 1d4 rounds 
tstt..Carch.i.ng _on Eire, page 86 m the OW.cro'1 MASTru..ciwLcJ._ 
The .sa11c DC vants w.tth 1hc clemcn1al's sizt. A burning cre.<1.1.urc..t 
.can 1ake a move·tqu1valecuc.uQD ro pur out the flame 

A fl.re elemenral c:annotcntcr watc.r..or any other nonfbmmable 
l1qu1d A body of watc.cu.an impassible bamcr unless the flre cl~ 
mcn1alcans1epOCJump_ovcri1. Crramres b.inJ.ng a fuc.ckmcnral wuh namnl weapons or un· 

armed amcks fake fuc damage H though h it by the clcmenul's 
anack,andalsoc:11ch1lrt..u.nlm theysucceedat a.Rd1e.x_uve. !:;

Ei re clcmemals s~ak lgnan, 1hough 1bcy nrely choose 10 dQ, 
When one does, us \1)itc.sounds like the.crackle and hiss ofa. 
at fl.rt' Firr Subtype (Elr)'L.fuc 1mmuni1y, double damage from cold 

ucercon asuccessiul.saYe. 
FIRE ELEMENTAL S1zu 

~tal Hcisht Wd,ht Bum Save DC 
.smau • ft 1 lb. 11 

Mfl11um !ft. 21b U 
l.allt' l6ft • lb 17 
Hugr 12 ft. !lb 

t Grw~ l6fL- lOlb. 2• 

WATER ELEMINTAL _ 
A wa1er rlemrntal can be n ferocious and po.wc.tlul as a 
stormy sea. 

le loaks..llh.a high, crcsttd wa11c w11h Ilnalli:r..w.iv.esim.a.cms. . 
Two orbs of dcep green peer out of thr fron1 of tM waYe,.semng 

,.as_eyts. A wattr elemental cant ve.niure more. than 18o..!eeUrom 
, the body of wa1er from which u was conjured. 

Water clcmcmals...speak Aquan but nrely choose to do so. cf"'' "~ 121• " 

A flrc clcmrn1aL.s..a1lcrcc opponent rha1 am cks its enemies di· 
reedy and savagely~Jt takes joy m burning 1ht' crratures and ob. 
jcc1sof1he Material Planr rouhrs. 

When one docs, i1s voice sounds like 1hc cnshmg of wa11es on 
rocky shores or the howls of an occ.in.gale. 

.HitJlicc: 
' tiativc: 

5p«<1, 
Cc 

Attacks: 
Damage: 
Face/Reach: 
SpeclaJ Anacks: 
SpttialQ.ualities: 
Saves: 
AbWties: 

Skills: 
Fca1s: 

H.ilDicc: 
Initiative: 
Spttd.: 
AC: 
Anacks: 
Damage: 
Facc/kach: 
Specia.lAnacks: 
Spc:ciaJ Qualities: 

Savu: 
AbiJities: 

Skills: 
Feats: 

Water Elemental, Small 
SmaU ElcmcntaJ (Waler) 
2d8+2(1l hp) .. 
20 fr., swim 90 fr. 
17 ( .. 1 StZI!', +O Dex, +6 natunl} 
Slam,...mcltt 
Slam1 d6+l 
sft bys f1J sf1. 
Water mastery, dr~ch. vonex 
Elemcn1al 
Fon *'4, Ref .. o. Will .. o 
S1rt4,Dcx.IO,Co.n.U. 
In1 4,W1Sl l ,ChalL 
1.i.s1en+S.Spot tS 
PowerAnack 

War er Elcmen1al , Huge 
.Huge Elemental (Water) 
t6d8+80 (1S2 hp} 
.... (Dex) 
20 fL, swim 90 fr. 
21 (-2 siu .. + .. Dex, +9 natural) 
Slam .. 17/dl/t] mclce 
Slam2d1Gt10 
1of1.bysf1J 1sft. 
Water mastery, dr~ch. \'On ex. 
Elemen1al,damage i:rduction.l0/•2, 
firrimmuniry 
Fon • 15. Ref t9, W11l .-s 
Str 2,., Dex 18. Con 21, 
ln16, Wts L1 ,Cha 11 
lis ten+ l8,Spot +t8 
Clea11e, Cn~af Cleavt', 
Pov.•e r Auack.Sundtr 

Clima1c/rernin: Any land aod underground 
Organiza1ion: Soluary 

War er .Elemental, Mtdium 
Medium-Siu Elemenral {Wattr) 
.. d8.12(.Johp) 
+t (Dex) 
20f1.,Sy,"lm90f1. 
19 (• 1 Oex,.-8natunl.l 
Slam •6mtltc 
Slam1 d8 .... 
sf1.bysftJSft. 
Wuer mastery, drtnch. 11onex 
Elememal 
Eon •7, Ref .. 2, wm .. 1 
Sn t6,0exl2,Con 17, 
ln t • ,WLSl l ,Cha l t 
l isten•7,Spo1 +7 
PowcrAuack 

Warcr Elementa.I, Grca1er 
Huge Elemental (Water) 
2td8• 10S (t'Hhp) 
•S(Dcx) 
20f1.,sw1m90f1 
22 (-2siZl!' ... s Dcx,•9 narural ) 
Slam t2 1/+ l6/• ll mclee 
Slam 2d1G.12 
lOfLbySf1J tsfL 
Waccrmastcry,di::cnch.v.onu 
Eltmen1al, damage. reducuon 10/+2, 
fire immunity 
Fon r17. Ref •12. Will ~1 
Srr 26, Dex 20, Con 21, 
l nt 6,Wis u ,Cha 11 
listen •21,Spot +23 
Clea11e, Creal Clcave, lmprovcd 
Critical (s lam). Power_Aw.tl. Sunder 

Ch.Ue:nge Rating: Small I; mtd1um J, large S; huge 7;grea1tr 9, rldt r 11 
Tttasutt: None. 
Alignment: Usually ne.urnl 

Wa1erElementa1, Large 
Large Elemental (Waler) 
8d8.J2 (&8hp) 
•2(0ex) 
20 ft , 5WUn 90 fL 
20 (-1 size, t2 Du, ,.9 natunl) 
Slam •10/•Smelcc 
Slam2d8·7 
sft.bysftJ1ofL 
Water mas1ery, dttnch,,_11on cx 
Elemcmal, damage reduction 10/, 1 
Fon+tO,Ref+4,Will+2 
Sn20,Dcx._t4,Con 19, 
l nt6. W.uu.Cha I I 
lmro..tl.l.Spot+l l 
Cleave,eo....·erAuack 

Watu..Elemen1al, Eldn 
Huge Elemental (Waicr) 
2+d8tt20 (228hp) 
t6(.Dcx) 
:Z.Oit..SW1.tt190f1. 
2J l-2size,+6Dcx, +9natural) 
Shm t25it20/•15/•IO melcc 
Slam2d1G.U 
IOft.bySfL/JSfi. 
Wattr .mastery, drench, vonex 
Elemen1al,damage rcducuon lS/•l, 
fireimmuniry 
Fon.t9,Ref+t4,Will.8 
Str 28, Dex 22, Con 21, 
lnt 6,Wi.st l ,Chall 
1.is1en •26,Spo1+26 
Clea11e:, Great Clea11c, Improved 
Conca I (slam), Pov.·cr Attack. Sunder 

Advancement: Small J HD (Small); mtdium S-7 HD (Mcdtum· Jtu); large 9-.LS.HD.{largc); hugt 17-20 HD (Hugc); grea.1er22-2l HD 
(Huge); cider 25+ HD (Huge) 



Combat 
A wa1cr clement-iii prefers ro {lgh1 m a largc..bod.y of watu whert 

if can dis-.ipP'"ar beneath the waves arul.suddcnly swd.lup behind 
hsopponf'nlS. 

Water Mastery (&);Awarer clc_memal gaim a ~I anack and 
damage bonus if OOth lUD.d us opponcm touch war er lf 1hc OJ?' 
ponent or elcmum.I 15 b.odbound, the c:lcmviul suffers a ~ 

r:%~~!:~;111l~~l:~.~t$CJil~l'S art nOI mdu~J 
.Awatuelcmemalcanbea~1 1oaship1ha 1 cr~ 

ils.1mh. The dcmemal can c:asily crtWUrn small cnft (5 feet of 
~h per Hn Dicof 1hc.ckm.cruall..and srop largcr,·cssds (10 
feet long per H D). E\•cn br&eJhips (2Qfcct long per HD) can be 
sl~ iohalfspeffl. 

Orr.nch (Ez); Ihc demcouh rouch puu ou1 1orchtt. camp­
fittS, txposed bn1crns, a.nd 01ht'r open !Umes of nonmagical 

,.ori&in.i(.lh6t. m ofl.ar1uize..or smaller. The crca1urc can dispel 
t in.aiical fltt ii touchH as duft'I m11gi' cast by a sorcerer whose l~d.;-

t t:q=:1:~~~:;~;al can transform imlf int;-;+ 
whirlpool oncc eury 10 minu1cs. provided i1 1s underwater, and 
remain in 1ha1 form for up 10 1 round for C\'try 2 H D it has. In 
voncx form, 1hc elcmtntal can movt 1hrough the waitr or along 
rhe bouom at tts swun spttd 

The vorltx is S feel wide al rhe baS(", up ro 30 feel wide at rhc 
iop, and 10 fce1 or more tall, depc_ndu1g on t.llc clcmenral's size. 

µ;jt:l1~mcntal con1rols 1ht exac1 height, but it mus1 be a1 l~as 1 

Crtarum one or mott sizes smalkr 1hm1hc_ elemental might 
.Jake dama&t when caught in 1he \'.QC,te~uh.ldiclow fo_r 
, dembJ and may be S\\'tp1 up by u An affc<tt.d crarun must suc­
.cc_cd If a Reflex save when 11 comes into co.ruac1..wuh._1.hc \'Onex 
. or ta kt the !med cUmagc. Ir mus1 also succc.cd.au.¥Cand Reflex 
. sa\•e or be picked up bod Uy and htld suspc_n.ded m the_ PQWerful 
cUJRnls..,autom:uically 1akmg damage t'.ach round. Auraturt rha1 
can swuxus allowed a Rt flex save each round tQ escape, the vortex. 
The crt;i.ULCLJUll takes damage, but tID...lc_av.c._ i(th~tt...i.u.uc· 
ccss-ful The DC for saves agau;m the \'Onex's tffccu vann..wirh 
1hctltmen1al'ss12t 

The tlcmcntal can CJC'Ct any carried crea1urts whcncvc.u1 
wishes, dcposmng theru..w.hcrtvcr the \'Ontx happc_ns 10 be.A. 
summoned elcmcn1al always CJ«U u:appcd crtatures before re­
turn mg 10 us home plane 

If 1be_xor1~ rouchcuhc.....b.onom. ir crtall.'S a swirl!ng 
cloud of dcbns, This cloud ls~ntc.tcd on the clcmcnral and has a 
diamc_1c.c .tiju.alJA.hal.(1hevorr~.doudobscuresall 
vision, mdud1J1g darkvis1on, beyond .i.f«L Crca1um S fee l ay,'lly 
have one-half concealment, while those. fanhcr away have toial 
concealment (Stt Concealmen1, p;11e 133 in 1he Pla)YT'l H.ind­

~osc caught in rhu:.loud tn\W..succttd 11 a Concen1r.11ion 
ch«.lr..1ocas1 a spell (QC.equal 10 rhc.B.tllcx save DCJ. 

WATER Eu.M1ENJ..A1...S1us 
- - - Vortex - --

Elemental Hei&ht WciJb.J Da.ma.cc Hei1ht 

Smilll .•. Hlb 1l '" J0-20ft . 
Medium ... ilQJb • -11 "' 10-lOft. 

lilrge 16ft. 2.250lb " '" H) ...... Ofr 

Hugf '" 18,,000lb. " '"' 10-SOft 

. GrHtcr 36fr. 21.000lb~ 26 "' 10-60 fr. 

Elde1 40 ft. 2_4,000lb 2.9 '" 10-60 ft. 

Mcdiu.m·S.Utllumano id (Elf) 
Hit Diec : ld8-tU hp} 

,lnitiuive: •l {Dcx) 
~Spud: 30 f1. 
,AC: IS(•t Dcx,•3uuddt.d1uthcr, .1 smallsh1c.ldL 
.Anacki: LongS\\'OllL.t.1..mdtt;. or longbow .2 ranged 
Damage: Longsword ld&.orlongbow td8 

{;:~~~h~l ~1 f~s7E~;~~-fs --1 
Saves: For! +t , Rd t i , Will •O 
Abilities: Str 10, Dex 13, Con 8, Int I l, Wis 11, Cha..LL 

!:!~:~~~:~l~~·gsi::t~3,SpolU. ~ 

Climatc(fcmain: Tempcrale fores! 
Half·elf-Any bnd 

..aquauc-Tcmpcnlc.aqua1ic 
Drow-Any underground 
Cray-Temptntc forest and m®.D.taL!lS 

IJ:l1ld-Tcmpcnte and wum foruJ 
Wood-Tcmpcr:uc fott.s:L 

Organ iution; C,otnpany(..2_-t),squad {tt~l 

!K'rgcan1s and I leader of 3rd-6th lc\•el}~QO plus 
20'\rumcarnba1amsplus 1 3rd-le\·cl sugcani.~ 

SS1h-lcvcllitu1cnanrs,and371h-levc.lca~ -+ 
Challenge Radns;-1/2 or I (drow) 
Treasure: Standard 
Alignmeo1: Usuall)'..Ch,aolic good ______,. 

==~s:::Y.~:~~~cv1l 1 
Advancement: By dm:at!Cr class 

Elves are aloof guard1ansofrhc forcs1s,s1udyingmagi~­
pli1y for thc duranon of 1hcir long li\'cs. 

Elves arc mracnve humanlikc beings 1ha1 uuag~ rail 
and ryp1cally weigh JUSt over 100 pounds. They 1end to be piile­
skinncd and dark-haired, w1th..dc.cp_gttt.ll.C)'fi. and do not grow 
facial hair. They live on Cru1u. &rains. and occ;as1onal hunung. 
Elves prefer colorful c.lm~ wuh a amn·and-gny cloak 
that blends well •vuh the CQlru:s o( the..furc.st. Thfy like beautiful 
things, fl\Wl elegant jcwdr:y 10 aunqjve !lowers 10 dccomcd 
do1hini and 1ools. 

Elvts speak Elven, and most also know Common and Sylvan. 
like dw;inrr.s, elves arr craftmastcn, although 1hey work m wood 
and me1alra1hcr than me1al and none. Elven ucms arf pnzcd by 
01her races. and many ch-en couununiucs have become prosper­
ous by trading cnf1cd goods with Qebc.r peoples m and out of 1hr 

forcsn. 
Most elves encountered ouwdc..thc.i.r homes arc wamors; the 

1nformatfon in 1bc..m1i,sdcs block 11.(oronc of ts1 level (sec page 
39 in the. JlV~ MAm:li C1mklo.r more about 1he warrior 
dau). 

COMBAT 
Elves are ca.u1ious wamon and take ume 10 analyze th.c.J.LgpRQ:: 
ncnn and the locauQn of 1hc fl:gh1 if ill all poss1blf, m~ 

<hm •""'-• by "'"" •mb"'h'" •mp<n. '"' ~ 
~;:..~~~:b:: =~~r :',~! :1J!f;h:~; 1e.~~~~cad.Ihey. 
prcfc.r lo~sho_ribow.i...r;ip1crs-.aru:!Jonl(WIWis.JnJ;D . 
elves arr g~ul an.d deadly, uuog complu manc.uvc.rs 1ha1 arc. 
buu.u!1'LIOJl:bsttY.c....Ihei[. w.wrds often lll:Uktr spells during 
com,b;it btcau!K' lh6C won'1 affect other elves. 

lvc.n Trail.$ (Es}; Elves ben.c.fir from a number of racial 
1raits. 



• Proflc1l.'nt w11h longsword, rapier, lo~amposi1c...long· 
bow, shor1bow, and composirl.' shonbow._rcgudltil.Qf 
charac1ercbn. 

• Immunity to magic_.1/up spells.and 

dftt[$. - ----
11

,,.· 
• f2 racul bonus 10 w.ill..savl.'S ag;unst l.'n:. 

chammemspcUsorefTecu. 
-light Vision El!iel._C.lll_.itCrwire.tt 

far u a human in starhgh1, moonlighr, 
l0rchhgh1, efc. 

• ~1 racial bonus 10 Seuch,_SJWI, and 
t .Lim~n chl.'cks An d(.wbQ.mcr_dy pHses 

withln S fl.'er of a secrc1 ou=onccal~ door 
IJ emitltd 10 a Searc.h clitck n rhough 
acrively lookmgior 11. 

f,LF SQClETY 
flvcs_ bcht\'C 1ha1 mdcpcndl.'nce and frtt­

r ~~:°ili~doodual UI.' more imponant 
~-rigtd- structures of civiliu1ion, so 

rhl.'y tend 10 live.and tra\·el m small 
bands ThcSI.' bands accep1 thl.' .-...---..... .-
loose authonry of a nobll.', who 
in rum OWl.'J 1111.'giance 10 an 
elven monarch (who rull.'S his or 
her own band dirttdy). 

Ekes live m harmony with 
t.urc, hui.ldmg 11.'mpor.ny 

amps 1har bll.'.nd m10 the 

~(~~~,~~=~ ::v~l.'f=;c~:;- ~-;::~ 
1ing !.'yes. They frequl.'m\y 

! ;a:l.'t :~~k:1w~~:~!~n~h~~r 
.haml'.S.All..ckt'.n Rtdcmcn1 con1auu 
noncomlmants (mostly childrl.'n) equal to 
20\.o! thU'ightmg populauon. Elf SQCltly LS vtty cp.l.uana.n. and 
malu or fl.'.mall.'s may bc found in almost any role. 

Thdr long life span givts dves a patient pcrspccm•can.d ailQ.WS , 

them to takl.' pleasure ln the enduring bcaury of the narunil world. , 
lbl.'y don'r Stt the poin.t.1.0 shon·11.'.an gams and ms1nd 11.'.un . 
1hings tha1 will provtdc }O'f for years 10 com!.', such aJ srories, 
music, an, and dance. Trcasurl.'..5 such as elvl.'n music and cnifts d1S­
gulse thc...fac1 J.ha[ tlvc.s ue dfdl!:aicd warriors dctermml.'d to 
chttk 1he sprud o(cvil in th.c ... foc:tm. 

Elva....t.aL.lut.lc._and ahhough thc)'_m onuu_\•orous, lhey ear 
mort plants th:m meat This is panly because of thl.'1r affiniry wi1h 
n.arurc (the.,: bclm't a harYl.'Sll.'d plaru. c;iUS;CS 11.'SS d1srupnon 10 
.nature.1hari a slain animal) and p;mly because their fondnl.'$$ for 
~Wl'Wi requires food tbaLis prcsc:rvcdmorl.' easily. 

1 The.chief elf deny is Corellon Larethian, who is 1he crearor and 
pro1tt1oroftherac 

SU BRACES 
The abo-.•e wfonnation..d.csa:i.btt.tbc lugh elf, tM mos1 common 
varil.'ry. There arc flvl.' 01her majorsubracesof l.'lf, in addirion to half­
el\•es, who share l.'nough~c.1istics.to..bt.lncludedhl.'rt. 

Half-Elves 
Ila.if-elves are no1 tculy an dvcn subracl.', but 1hcy arr ofil.'n 

mu1&k~for cl~ th(Y.JDIY b< OUJ~a~tj from 1heir pucnts soc1· 

ctiu.o.r wdcnmcd lllto..thc..dvl.'.n o.r hWIWl community, depend­
. on.thUt.titudts the rwo groups have for each 01her. Half-tlves 

• _a good blend of thl.'ir paunts' physical chana«is: 
lies, so a.half-aquauc elf has greenish skm, a half-drow has dusky 
skm_a.nd.hght..b11r, and so on. A half· I.' If can choose any class as b.Ls_ 
or her Uvorcd cbss.. 

Ha1f.Elvfil.Iraiu (Ex): These uc in adduion to the bas.ic.ill , 
tr.uts,.cxccplwhcrc norl.'d hl.'rl.' 
• &acW.borua.10 Starch, Spot, and l1Stl.'n chtt.ks dttrcascuQ.tl. 

Half-ekes ca.nnoLnoucl.' S«rct doors JUSt by bc1ng nnr dw:n. 

Aquatic El"es 
Also calll.'d sea elves, ilidl.'. arc water·brn1luna cousins ro 

land-dwelling tlYu..Ihey cavort amid 1hc WIVtl and the 
ocean depths with allits such u dolphms and whall.'S Thw 

skin 1s usually gi:un1sh silver, wirh.b.a.i.LW1 tu1gc.sJmm... 
l.'mcnild grl.'cn 10 del.'p blue, 1hl.'1r fmgu.s and toes arc 
parually webbed. They flghr unduwalc.r .wu.h..uule.ru.s. 
spl.'ars,andncn. 

Thl' rypicala~c.orCl..foL...an 
aquuic elf are StLlo..Dc..l.13..CcnJ.O, 

ln1 9, Wis 11 , Cha 11 . An aquatic. c.ICs..fa-
vored class is flgh1er 

Many aqualic eh·l.'s revl.'re Ottp Sashd.u, 
an undersea god o(knowledgl.' and bcaury. 
Aqua1ic ElfTrahs (Eli:): These arl.' m addi-

tion to the basic e1£ tr.its,_ ucept where noted 
hi.' re. 
• Swun.tOfl.'cr 

• Gills: Aquauc ch:tt cm SUO'JVe OU{ 
of 1hl.' waler f<Ri.ho.ur pe.c poUu of 
Cons1i1ution .. (aftcr..that..rclcr...to tht' 

suITocauon rultt..il.n..page.118 m the 
[)u<.;c;co ..,. M~CJtllkL 

• Low·L1gh1 Vis1on . .Aquauc elves 
can Sl.'C four tunes as fauu. Wuna.n...m.... 

starlight, moonlight , 1orchhgh1~and 
sUnilar condiuons of low illum.mn1on.._ 

Drow 
Also known u dark c.lv~ 

arl.' a dl.'pnved and evil subterranean 
offshoo1. Thl'y have Jl.'l ·black skLD and ink_ hair, 

wirh whit!.' bcmg common. They 1rnd to be smaller and thmnrr 
than othrr sons of elvl.'S, md thCJ.lC)''-i.lr.C usually a vivid red 
Thl.'n society is mamau.hal and rigidly controltl.'d by 1he 
pril.'Slhood. 

The drow's patron dl.'1()'JSJ.he spu:l.u. goddl.'Ss Lolih. fl.'mall.' 
drow favo_t, fhl.' dl.'ric cbll..l'.;l.lb« than wiurd and havl.' access to 
two oLthr following doitWns: Ch.ios, Dcsrrucrion, Evil, and 
Trickery. 

Typi.c.al.abiliryscoresfor males arc Str 10, Dex IJ, Con 8, lm 13, 

Wis I t,Cha 9.Typic.al scorl.'S forfemall.'SareSrr 10, Dex IJ, Con 8, 

Int IJ, Wis 11 , Cha tJ. Drow usually coat thl.'1r arrows w11h a 
po11.'nlvl.'nOm 

Poisoned Arrows: Fon i1ude5aYc.!OC 17) or fall unconscious. 
Afrer I miou1r, 1hc subject mus.1..suc.ceed at ano1her Foniiude 
sa\•e lOC-17) ouemain.uncon.sciow; fur 2d4 hours. 

Drow Tra.it.s (.Ex): Ihtsc..a.rc...in addition ro thl.' basic elf 1rairs, 
ex~pl wherl.'. norcd bl.'rc,..Drow do noc get fhl.' usual elvl.'n weapon 

pro£icicacil.'S. 
• Spl.'llrl.'S1s11nce11 +classle\'el 
• ~2 racial bonus to Will savn against Spl.'lls and spcl1jt.kc 

abilities. 
• Spd.U.1.k.e.lJnhtics:Jiday-da"''"g lights, iLirfinru.. arui.JomL. 

fo"- Thoe aba.l.iUl.'.S al"I.' as thl.' spells cm by a so~ 
drow's ~II.'.[ 11.'vel 

: ~~:i=~~~J~~~=t~l==~s~ 
.swilighui[_ a...dia_ri!i&J .sp&l hhnds drmtloti round In addi­
imn... they suffer a - 1 c1rcums1ancc pl.'nalry to all auack mils, 

~'1'.t.SJ.Dd chWr.s whi.ll.' opcratmg in bright hght 



Gray Elves 
These are 1he mos1 noble and regal of all elves. Taller and grander 

m physical appearance than 01hen. gray elves ha.yc_a reputation of 

being aloof and arTOganL(even by elven Sfandards). They cenainly 

are more redush·e lhan high ekes, L111rng in oola1ed moun1am 

ciradcls and allowing crury only 10 a select few oumders. They 

ha,·e euher silver hair and amber eyes or pale golden hair and r 

r ~::;!e~5 ~~~:p~~e ~~·=1:.r whiteLsilver. yellow, or gold.., 

.Their rypical abilny score_s_ au Str s .. Dex 13, Con 8, lnt.U~ 

W..is 10,Cha 11 

Wild Elves 
Wild elves, also known as arugach. are barbaric and 1ribal. Their 

skin lends to bt dark brown. and their 

~:,:~t;:l;~~:g ~~~\'.~ligh1 ~--•:alilll 

~
whue wu.h age. They dress 

ple_clo_thm& of 
skins and basJC 

plant weaves. Though the 
01hers consider 1hem nv­
ages, theycon1end thai 1hey arc 
rhe rrueel\·es,for1he res1have lost 
1he1r primal elven essence in need­
UJg 10 build. Nomadic and rugged, 

~~e;11~:v:r:t:1~:~r=:; 
. arcb.ubariaruas"·ell. 

Their 1yp1ealabiliry scores are 
t Str 10, Dex 13. Con 10, Int 9. 

W1stO,ChaLI , 

Wood Elves 
Al.so_callcdsylv.1n_eh•cs.mem­
bers of th.as subrxe L'-e deep 
in primonl.W forests. Their 
hairisyelloworcopperyred, 
and they are more muscular 
1han 01her eh•es. Tlmr clo1h1ng 
is tn dark shade-s of grttn.and eanh 
1onn 10 berter blend wuh ihe1r naiu­
nl surroundings. Their homes_are ofren guarded by 
giant owls.or SQmeltmes leopuds_or._pumu (use leoP' 
ard s1a1is11C£.). Wood elves favor 1he nnger class. 

Their. [}'PlCal ability scores au. Sul2..DcxJJ. 
Con 8, Im 9, Wts 11 , Cha 9. 

0.F CHARACTERS 
f.An.elf's£avolttlclas5 1swwrd.Elfleadel"5areusu­
, allywwrds. 

ETHEREAi fll CHER 
Me.Jium·Size Abcrralion 
Hh Dice: sds (22 hp) 
Initiative: +8 ( +4 Dex, tt lmproye.d lniliauvcL 
Spced:40f1 
AC: 17(+4 Dex, +l natural) 
A.nae.ks: Buetlmelee 
Damage:811.e1J4 
ac.cLRea.~1. by .SiL/.SJi. 

Special Qµalltie:s: Ethereal jaum, de1ec1 magic 
S_avc5:~+-5, Will+5 
Abilities: Su 10, DeJc 18,Con It , ln1 7. Wis 12, Cha 10 
SIUl.ls:_!.t.s_1cn..+8. Pick fodcti +12, Spo1 •8 
Feats; 1.mproved lmuam•e 

Climale/Icrrain: Any land and underground 
Organiz.a1ion:.Solimy 
CbaUcnge Rating: J 
Tttuurr: No co1n5'; s1andani goods; double •fems 

,.Alignme nt: Usually neutral 
,,Advancemen1: 6-7 .HD (Mcdium·size); 8-15 H D (.large) 

E1hereal filchers .re buane-looking crearures wi.1h a pc_ncham for 

.snaiching mnke1s from_p:mersby. Their abiliry_10 mo_y~ 

berwun rhe Erhereal and 1he Material Plane-s makes tbcm spec· 

1acular p1ckpockel!. 
E1hereal f'ilchers dwell on 1he Materia l Pla.ne, whuc..lbey s1uff 

lairswlihallmannerofrefuse.Theyprefers.e.cluded.inaccess.ibk.. 

spo1s. s_uch as ihe bo11oms of abandoned wells or_ mw.e .l.bafis.. 
alpine caves, or the basemems o( ruined buildings. 

AH.kherlookslike__a._creature 
from a nightmare. his 4 1/ 2 feet 

tall and has 1 baglike body, 
witha1hick neck and 
a bulbous head, It 
Jiu._fouc long arms 

and a _single leg 
that. e.nd.s_in. a 
itte.h.e.n.sile Coot. 

. pc:a.dy guy 
-'U'.Ll.a.ll wi1h 
.Jll_c.u.Jli.Lhlu 

an.dJ.u[.quoise 
muJong. 

Eihe.Le.al.f 
(ilchers....dOi 
llOI~ 

ering a bue 10 dis1rac1 us 
larger Once 11 secures a 

rrinket....il scumes back 10 irs lair 10 
admire hs prize, Wbe.n badly wounded.1hefikher 

escapesr:111her1han.c.o.ruinue rhe fighi. 
Any number of simple ruses can blun1 a filcher's anack. Quiclc.-

1hinkmgJJldtv1duals oiten can rCCO\•tr a s1olen item simply by 

snHching tLback..bd"ore rheJilchucan escape. Ol:hers keep a few 

cheap baubles avaihble fo.r 1he local f'ikher ro snarch Filchers are 

known 10 have. noses for magK, SA uems enchanred wub NyJtu/'1 

m11gu 111011 or fonhn1111/ /!cunt spells ofren prove irresis1ible, e~ 
dally if they also m• gaudy. Fonuna1ely, a flkher mually..is..saus· 

fled with a singlr prize. 
Ethen.al Jaun1 (Sq): An e1hereal fikher can shiit ~ 

E1hettal 101be Mate.nal Plane as pan of anymoveac.uon..Ea 
back~au.free..acnon,J!canremainon.1ht~ 

1 round before reiurniog 10.ihe Mm .rial. The..a.bUily..a.01 · 

idenr.ical with tlhm~l 1a11nl cast by a 1s1h·leYel sorcuer. 
.Deu'!cc.Magic (Su):..Ethettal !ilcbers continuously dtttfl m.lgll 

as the spdl cas1 by a 51h·levd sorcerer. A Hieber can suppress or 

,.re.s.tutthe..ab.Wty om;:e. ~r round as a frtt acnon. 



ETHEREAi MA-R-A! !DER 
Med ium-Siu Magica l Beas l 
Hir 0ice:2dl0 (11 hpl 
lni ria1ive: +5 (+I Du. +4.JrnprovW lniuative) 
Spced:40f1. 

Me:dium -Sizc.Abc:rn lion 
Hh Dice: sds.5..(ll.hp) 

+!n itia livc: -t3 (Dex} 
,.Speed: JO (1 ., climb.JU.fr. 

ETIERCAP 

, AC: 14 (+1 Da.t3na1ural) 
1taclts:Bue+"4 t ~~~~~;~1~:1·!~+1mdcc 
amage: Bne ld6+J 

rfac.e/Rc::ack s ft bys ftJs ~ 
Spe:c.ial Q u alit ies: EthcrcalJa.WlL 

a_v.cs: fou +), Ref~. W,i.lU1 
:.AbWties: Srr t•. Dex 12,_Can_J I, 

lnt7,Wist2, Cha10 
Skills: I.men +6 • ..\to\·c Si.l.cruly .. ,, 

Spo1 T6 
r-Ecau;JmplQ.'l't:dlniuaJU:C. 

Umatc/.fcrr:ain.:.Anylandand 
underground 

Organ lz..a t io~ary 

Challenge Rating: J 
Treasure: None 
Alignme nt: Always 

ncurral 
. .Advanccm cnl : 

5- 7HD r.!M•di=· 
size); 1.5 

,..... H O(J.argc) 

~hercal maDuders arc aggressive prcdator:s...ihar.c.an__ 
~O\·c quickly from 1he Erherul Plane tA..aUad. 
opponcnu on thc Ma1erul Plane 

Ihc. creatures live. and hum on tht 
E1hcrcal Tbdr ccology and habits 
nc obsc.uu...ar...bcst-fcw ha\•e ~ 
obstrved 1hcm m 1heir natural habuat for any 
length of rune, and 1he1r apptu:mccs on 1he .\ htcoa.1 
arc limued to those occasions when they arc au ackmg prey. They 
arc usumed, howcvcr, Ulha\•e no sociery or culiu.r:c Ul ihc u::adJ.· 
noiul sense, bcing mouvuc_d soldy by thc need for susrenancc 
andmrvl\~l. 

The ma.raudfilap.pearancc u..odd..to say the lea51. IT resembles 
a b1ptdal liurd or dinosaur wuh a 5.llluous ml The thick skin has 
a mouk~d unC\'C.ILle.nurt...IDth....cctlomion ranging 
from bright bluc 10 dccp violc1, hs most d1.S1urbmg fca1ure is 1hc 

. lack of 1 head. lns1c~ 11 hu a gapm.a.ma:iuurround«I by thrtt 
powctful mandibles; gleaming, JCt ·bbck teeth lme the inner 

~ Thrcc small cycs_nng thc..maw, m1erspcrscd wnh the 

t-1Jllndiblcs. 
Eihcrcal maraudcn..spca.k uo known languages. Survivors of 

their anacks on.thc.M.attnall'lam.claim 1ha1 rhey cm.u an eeric, 
high whinr thu vu.ics.in.pilch._dc_ptndmg on 1hr crca1ure"s speed 
andhcahh 

COMBAT 
Once a maDuder locates prey~ U .ihifis IQ the. Mattrial Pbnc 10 
attack. ancmpu ng ro caic.hJ.ts ric.wn_ Oat:fi:lwc.d..IbLuurnrc 

bncs ns vicom, then rCJ:~lS qWc.ldy back 10 ihe_Erhc.cul Plane. 
Whmbadly b.urt or wQWtded.. 1ht mar.iuder cscapt.S 10 .m hQmc 

~
e,u.b.an_c.onu.n.u.u.hefi&ht. 
a.1.Jauni {Su); An. rt he real manaudu can shift from 1he 

to.Jhtiitllttialebnr as a free.KUO.o. and shift back.apm 
as a m~·cquivalcm acuon (or as pan o( a movc·cqu1ulcm 

act~ryisothcrw1.SC1denticalw1thrthmal1<1unlcas1by_. 

at5th·lt:,·dsorccrer. 

Dam age: Bite i ds :mdpoison., cbws 1d3 
Face/ Reach: 5 £1. l:i)!.5.iLIS f1. 
Special Attacks: Web, poison 
Special Qualitics.:....Lo_w-ligh1 vision 
Savu:Fort+2,Rcf,,_4,WilJ+6 
Abilidn: Str tO, Dex 17,Con t}, lnr 6, W~ 
Skills: Chmb +8. CJm (anyomo) +2, H1<k +3':..1.i.mn.tla.Spol..U.ct. 

Feus: Muhunack 

Climattfl'u ­
rain:Tcmpcratc 
andwannfortSIS 

Organiul ion; 
..... Solhuy._pair, or uou~ 

(t - 2 plus_l-i •• M.cd1um· 
J1ZC..a112.1l5lm.s.pidml 

Cha.lkogc.Ratiq; J 
Treas.uu:..Slandml. 

Alignnitnt:..JJs.ual.J nc.u1ral 

Adv:~!cmcnt; 6-.71:1.Q{.\lt~ 
SIUJ;S-15 H O (l.a[ic,l,_ 

trappers. 
~ap1sa rt\'Olnng 

cuarurc resembling a cross bc­
twttn a gangly human.and.a b!aa:ltd.sp1dtt. Ir srands 6 ftt1 1alL 
wnh long. slrndrr arm~ and....kgs iumrudmg from a rounded, 

fleshy body. A pair of bi.Llhout blu"k..c~cs in 1rs arachnid face 
allows it to.sec very wdlm even 1hc dunmcs1 light 

Lurking m dark shadows, rmrcaps arr soli1ary creatures 1hu 
C'XISI Qnl.y m ut and brccd. They ofttn make their homrs nrar 
wcll-tra\·clrd paths or game trails, where food is plcnufol They 
savor 1he_w1c of slill·lwmg flcsh..aftcn consuming mcapa.c11a1ed 
prcybcforcnd1cs. 

Entrcaps arc vtry fond oLs:iudus and ofrtn krep 1hrm as 
01hcrs kctp bees. Fro.rn umc. to u.mc., howrvcr, an cncrcap has a 
numbc.r o( moumwaspidcrs a.s. pc.u. which arc as loyal 10 ii as a 
dog to a human.master._ 

.£11crcapsspcll..Common. 

COMBAT 
Enrrcaps arc no1 brave crc11urrs. but 1ht1r cunning trap;s af.tc.n 
ensure Um the enemy ncvrr draws 1 weapon. When an cucn;ap 

docs CfiWCJ.lS cnc.n:ucs.JI macks wuh irs kccn·ediN ~ 

vcnomousb1rc.. 
Wcb_{Exl:..An«1crcap can cas1 a web r1&.hul.Oltipcr..da~ 

is suniltt t<UJJ auack. ~ a net but has. a. mUUD.lUll..Il.llc...a£...s.r4 
frc t ,1vitbac;w.gcino-co:icmoftO(c_c 1,andu_~\'.Cagains11ar· 

iC.U~l.Q..hkdJwiuac Utt Jngc 102 uw.b.t...,&yn-$ H.:ind~ 
foul.c.i-aW on net auacks_,. The web anchors tbc 1argt1 m plxt, al­

.Jaw.in& r:uv:n.1mm.c.n1...... 



An cnianrlcd crc:a1urc 
can cscapc.,_wu.h a succcss­
lul Esca~WI check 

(DC 20) or b_urs1 thr 
web w11h a succtssful.,... 
Stttngthcheck (DC2~ 

a!~:ak:~ ~~su:[~i~~ 
fromflrc -+ 

Eucrcapsca~ 
crcait shuts of 

sucky webbing 
from S to60fccr 
squ:irc. They 

usually posi· 
\ tion rh~ to 

snare flying 

/ b~::;nu~ 
try to 1np_ 
prey on the 

ground. Approaching creatures must succcfii H a 
Spol check (DC 2Q) 10 no1icc a web or stumble imo it 

and bKomc 1r.1ppcd as though by a successful ~·cb anack. Ar· 
rcmpts ro ~ape or bun-1 1hc wcbbmg uceivc a •S bonus if 1hc 
tnpped cttuun h<1s somcrhmg ro walk on o.r_gr.ib while pulling 
~c. Each s-foo1-squ.11rc SKnon has 6 hu prunts and tahs double 
;._d.unagclmmflrc 

An cncrcap can move across irs own sheet web at i rs climb 
~cd and can dc1crmmc rhc txac1 locarion.oia.n¥-ac:aiuu touch:­
p ng 1h1" wcb. 

Polson (Ex): Biu~. Fonitudc s:avt (DC UJ; i.ru.wldamagc 
td6 temporary Ov:1cnry, S«ond3ry damage..ld.6._lemponry 

. Dex1c:my. 
Skills:_"..Ettucaps m .shadow rccc:1\'C. a d n.Wl .A"' 

bonw 1Q.liidc: and Spot checks. f 

Large: Ciani 
Hit Okc:: 1ods ~10 {6S hpJ 
lni1ia1ivc: ~) (- 1 ()cx.M lmpl'O\'CdJ.rua.:111\'c:) 
Speed: ·40fi 
AC 18 (~~:t7naNr:i.lt3.hidc) 

Anacks: 2grntclubs t t 2/+J.mclec.;or2 
longs~c:d 

Dama~: Grea1dub tdlO.O; kmgspcar Jd8+6 
face/Rcach: S fr bySft.J1of1. 
Special Auacks: upcrior ™'(M.,'UPQJl 

o-ll&J>ung 
Special Qualities: Da.cb.is1on 90 f1. 
Sa.vet: Fon +7, Rtf.:rl.. WilUJ 
Abilhict:SnU.~16, 

Wi.s 10,Cha LL-
SkilJs : Lisum ~ lO, Scuch..xo..!ipoWO 
Fears: Alc:nnc:ss, lmprovedlni1uliYc:, 

Po"'·c:rAmck 

Climate{fc:rnin: Cold and t.e.mpcratL­

h1ll moun1aim, and undc:rgrou.ml 
Qrgani.utloo; Soluiry..png (2--4). trou~ 

j .i1=2"""-'=2 brownl><m1 
b.md U::.i.plw 1- 2 brown bc:us), or colony 

U.U..-.l..hmwn.he:ars and 7- 12 mc.s..or 
9-.16 goblins) 

Challenge.Rating: S 
Tttasutt:; Srandard 

Alignn:mlt: U.s.u.illy chaouc evil 
Advancement: By cbarac:1er chss 

Emns, or two·.headc:d giants, arc: vicious and unpredict.abl~ 
,.humc:rs 1ha1 stalk tht niglu .. Ihc:u rwo huds make 1hc:m exu!)' 
.,Uonally sharp-c:red arul aicn... They art c:xcc:lltn1 guardians and 
,5COUtS. 

An cum has orclikc..I:u:iaJ.lc:arurc:s and pink to brownish skin. 
h nc:\·er batht"S if it can..bdp ii, which usually lc:avc:s II so grimy 

.and diny iu skin .rc:snnblc:s thick, gray hUk..l.ttuns dw d.on'.4 

. smell bad arc: nrc: indttd). An c:mn has long. ~t.anif. unkc:mp1 ~ 
hairandlargt, yc:llowing.oftc:nrontnrtc:1h.Aduk~ 
13 ftt1 1all and weigh S,200 pounds. Thty h\'c.abcnu.Z.S.y.ur:s .. 

Ettm.sha11tnolanguageof1he1rown b~~Pl~ 
Cobhn....and Giant. Crc:arurc:s 1hat can spc~k any of ibcsr Ian· I 
gu-.gc:s mus1 succeed at an ln1c:lligc:ncc: chtck lDC.LS) tCU'.QmJDu· 
~Ht wnh an c:uin. Chc:ck once: for each bir ofinformatwnJ.f.the 
.Qthc:rcrc:aiurc: speaks two of 1hc:st languages, rhc: DC is 10, and for 
..someone who speaks all three, 1hc. QC is S. Enins talk amon&+ 
~themstlvc:s wuhoul difficulty, dtsphc: their low lntc:lligc:nc.e, and 
a lone: elf in ofrt"n whiles away the: bou.r:s c.hamng wilh ilsdf. 

COMBAT 
Though c:1un1.uw'1 \'trym1c:lhgc:m, lhey ue cunning Ogh1crs. 
They prefer 10 ambush tMir 111Cums mhu..llian_chargc...m10 a 
Straighl fight, but once the hanle hu..srmcd an cmn u5u~lly 

flgh is funoudy until all t"nc:m1es arc: dead. ___ 1 
Suptrio,r Two·Wtapon Eighlin& lfg \. An Cl'ID 

- flghts"'l thacluborsptarmc:acbland...B:«a~ 
' of ru..nm_hc:ads c.onrrols an arm, r.ht..c:.wn.doti.JlQ 

suffer an amc.k or damage: pcnalf)'...for au · 
wi!h two weapons. 

• Skills: An c:mn's ™'~ds · 
i1 a .2 racial bonus ro Uslfil..Spo1, 

andStarchchtcks. __ _ 

insomc:way.01hc:r· 
w1sc: , c:mns1c:ndro 
be: violc:mly isob-
uoni51, crushing 
trespassers wi1h· 
ourquc:suon. 

Emnsarc:gc:n­
tnlly sohra ry, 
andmaltdpairs 
suy 1ogc:.thc:.r 
for~ 

y~~~·;~ 
IUIC: quickly. Wil.hin cighw 

..months..afic:r hl[l.h-.lhey_ar~ 
suffic.1t.nl c:.nau.gh_ to go off on 
1heuown.. 

Onrareoccas1ons,apamcu­
larlys1rongt111nmayga1hc:ra 

small group, or gang. of tnins. This gang srays 



toge1her only ts long as the leaduiu.lrulcfeaiccl..An~ouiefe:.11 du:m.nd.J.i.s_nluc...to 01hers. They collect unsure only becausc..1t..i 

shrners 1he luder's hold over the othen...and they go their can buy them the services of goblins or ores. Th~ lesser crca-

scpn :ue ways. 1urcs.somew:ncs buJd traps around en ms· lairs.or help 1hem.fi&lu.-t 

Ertins place lmle value.on we:.ihh but :.ire c;inny enough 10 un- off powerful opponcrus. 

H.i10icr: 
lniliative: 
peed~ 

. AC: 
Anacks: 

Dama gr: 
Facr/ Rcac.h: 
Spttial Anacks: 

Workrr 
SmaU Ounidcr ~wfuJ) 
1ds-1-1 (shp) 
.. 1 (Dcx) 
wf1. 
17 (-1- 1 s1u, .2 Dex. t-4 natunlL 
Bue•lmeltt 

Buetd4-t1 
5f1 by5fr./5fL 
Hivemmd 

Special Qualities: lmmuniues, res1s1ancrs. 

Saves: 
Abili1ies: 

Sk.ilh: 

make whole, heal 
FontJ,Rcf .. • , \'(till .. 2 
S1r\J,Ocx 14,Con IJ, 
lm6, W1st0,Cha9 
Craft (anyone) tJ,Climb .. J 

Skillfocus (craft) 

Climate/Terra.in. Any land and underground 
Organiulion. Tum (l-4)orcrew(7-l 8l 

Challenge Ra1ing: 1/ 2 
Treasure: None 
Alignmen1: Always lawful neutnl 
AdVDJcemcnt: 2 HD {Mt"d1um·11Ze} 

Myrmarch 
large Ou1slder (Lawful) 

Hi1Dice: Ud8T48 (102hp) 
Lnitialive: t8(tt Dex, tt lmprovedlmtiauvel 
Speed: 40fL 
AC: 28 (-1 SIU, ..... Dex, .. 15 mi.rural) 

Warrior 
Medium-Size Oulsider (Lawful) 
..U8+8(.26hp) 
•J {Ocx) 
·.Oft~ 
t8 (t l Dcx, .. s naiural) 
Sung•7melcr,2cl.aws 
.. smelee,bne .. smelcr 
Sung2d• ... J.clawld6.-l,b11e 1d4+1 
5frby5f1. sfl. 
Hive mmd. poison 

lmmunines, resis1ancts,SRt8 

Fon .-6, Rd •7, Will tS 
Str 17, Dex 16, Con 14, 
lnl 10, ~1t.S.12,Cha 11 
Climb r.10, Hide +10, Lmen t7, 
... 10\·t Slkndy +10, Spot t6 

Dodge, Muhi3nack 

Any I.and and underground 
Soluacy, ieam ( 2-4 }, or troop (6-11 ) 

3 
None 
Alwayslawfulncmral 
5-8 HD(Mtdium·m.e); 
9-12HD (large) 

Queen 

FORM IAN 
Taskmaster 
Mtdium-Size Ou1sider (Lawful) 
6d8+J2U9hp) 
t7 (t) Dex, t4 Improved lr:nu:auvt.). • 
40ft 
19 (• l.Dcx.-t6n:atural) 
Sung + 10 tnde:c.2 cl.awst.S md« 

Sung 2dtt! .. da~ ld6t2 
SfL~i.iS.ft. 
Hive mmd. po1swi. domlna1t 
person, dolD.Ul:.l.ltd.c:rea1urt 
lmmunilies.rcsastances, 
1elepa1hy,S R21 
For1•7, Ref•8,Will.8 
Sn 18, Dex 16, Con H , 

lntl4, W1s16,Chal9 
Climb .. o . Hidt•l2, Lmen t l2, 
Move Silently • 12, Starch +8, 
Scnst" Mouvc+l2,Spor +12 
Improved lmmth•e, Spdl·Like 
Ab1luy focus (enchantmen1) 

Any I.and and underground 
Solmry I plus I dommutd 
cream re ) or conscapuon team !2--4 
plus 1 dom1n:a1ed creature each) 
7 
Standard 
Alwaysbwfulneu1ral 
7-'J HD (Medium-siu); 
10-llliD{.Largt) 

Largr Outsider (Lawful) 
2od8t100 {190hp) _, 
of1. 
23 (-1 SilC', +14 na1ualJ. 

Anac.ks: Sung t 15 me.lee, bue .. 13 mdce; or µvdin t.U}t !O ranged 

Damage: Sung 2d4tt, bue 2d6t2; or Ja\'ehn ld6t-4 and polSOn 
.face/Reach: s fr. by 1ofL}s f1. 
Special A11ad1.s: Hive mind, poison. spcll-hke ab1lmtt 
Special Qualities: lmmunmcs, resas1:mces, fas t huhng 2, SR 25 
Saves;_ Fort -t l 2,Reftl2,Wi.ll-.ll 
AhWtics: Su 19, Dex 18, Con 18, Lm 16, Wis 16, Cha 17 
Skills : Climb t 18, Crafi (any one} .,.9, Diplomacy • IS. 

Hide •15. Knowledge (anyont) • 16, Listen t 18. 
Move Silently -.l9,Sc:.1rch •l7,Scnse Mom·t•l8.Spo1 +18 
Oodge, lmproo,·ed lmuauvc, Mob1luy, Muluauack 

Climate/Terrain Any land and underground 
Organiurion: Soluary, team (2--4), or platoon (I plus 

7-18 workers and 6-1 1 wamors) 

ChillcngeR.a1ing: 10 
Tttasutt: Standard 
Allgn.menl: Alw.iys lawful neuiral 
Advancement: U- 18HD (La.rgeJ; 19-24 HO (Huge) 

s fr. by 1oft ls ft . 
l·hvt mind, spells, spcll-hke ab1lmcs 
lmmumues, resis1.:mccs, fas1 healing 2, telep.3thy, SR 30 

fort t l9, Ref-, WiU t l9 
Str -, Dex-, Con 20, Int 20, Wis20,Cha 21 
Appraise t22, Bluff t28, Conccmrauon .22. 
Diplomacy -.28, Knowledgt (any three) t28, lli1cn tJO. 

Sc.ry -.28. Sense Mo1i\'e •28, Spclkraft t28.Spoi t.10 
Alenncss. Crear. fomrude. Iron Will, Item cruuon fe;i1 
tany one). Quicken Spell Spell focus (Enclun1mui) 

Any land and underground 
Soli1a1:y cu.hive ( ! plus lOD-400 workers, 
11.-lO wamocs. ,._7 1askm35ters w11h I 

domi.n.a1ed crea1urt each, 3nd 5-8 mynnarc.hs) 

"' Double s1and=l 
Alw.iys bwful neu1ral 
21~30 HD (Huge); 31--40 HD (Carpncuanl 



Form1an1 hail from pbnes dc\-Otcd to..la.w...Ihey..kck..lo colomie 
all thn thty sec and incorpor:uc all livmg tlungs Ullo.lliCll" hive u 

workers. 
Ex~nsionis1 in thccxtremt, thClC.goal is to spread colonies 

unul they have uken over tVef)'thtng and their order is unqucS: 
nontd To further this cnd..t.hey anxk all other crea1ures. usually 
to pu1 1hem to WO(k buJdm.g and cxpandmg cintt. Fonn1ms. 
~tain these "conscnpmf" wotkersJs._.wt.ll as 1~ mcniall)'.., 
domma1ed by 1he power of rhe.ir 1aslunasters. 
~..Afomuanresemblrsacross~ant andaccma~ 
form1ans are covered m a browrush.:red carapKe-the1r siie and 

iAPpc;&ranccnrirsbyty 

COMBAT 
formuns are genually aggrcss1\'c , Sttlung 10 subdue all 
1hcy cncoumc:r. lf they perceive e\•cn 1hc sligh1es1 
1hrtaLlO rhcir h1vc·a1y or to dietr queen, 
theymac.k immtdmclyand fight to the _.,_.-,....._ 

~ar..b.~fuun.imalsoa 1 1acksimmc· 

1 dtatdy if ordered to do so by a superior. 
Hive Mind (.Ex): All form1ans 

wnhm SO m1lrs of 1he1r queen are 
m consrant commumcmon. If one is av.-;1re 
ofa~mculard.mgtr,1htyallart Ifonrm 
a group 1s not £la1·foo1cd, none of them 
are No fonnil:n m a group is cons1d· 
cred fhnktd wtlcss all of 1hcm art 

lmmunhics (Ex): Formians 
have poison, pcuiilcation, and cold 

.,.immunity. 
Resistances (& ): All form•· 

aruhavefirc,dtcmcuy, and 
.sonic res1stance20. 

f18RMIAN 
S CIETY 

Formians huJd fabu­
lous hh'e-ci11ts in 
which hundreds of 
the creatures dwell. 
They arc born 
m10 their s1a-
11on, wuh no 
abili ty ta..progr.css. 
Workers obey ordcu g1vcn_by war· 
riors, m.y.r.ma.rcb..s...the quecn...War· . 
nors carry out the will of thcu 

. my[march. commanders or the 

.queen. Myrmarchs ukc orders 
~onlf lrom the quctn hcuclf, although 

they ..have diffcrcm ran.Ju depending on strvicu rcndcrrd. 
Thtse arc not posiuons oC.powcr bu1 o(prcsugc. The mos1 prts· 
tigious of 1he myana.rclis guard.the qutcn. Taskmas1crs are equal 
in rank to warrinn_hut scldam.rnteract w11h other formtans. 

WORKER 
Workers are 1he lowes~...and....most amuncm.. formuns. 
Tbey cx1s1only10 serve, pc_rfo.rmmg all t.bc. ncccssaey, lowly rasks 
rha1 1hr hive needs. Wlu.lc tbcy canru>L speak. t.hc.y can convey 
simple conccplS (such as danger) by body mo\'cmemsJhrough 
thc hive_ lllllld,Jiowcvcr. they c.a.n communicate- jusL flne-:iJ 
though tbc.i.uruclligcncc .sLill limiu the..concepts that. they can 

P--
Wotkctt.uc..2bou1 the.silt o( dogs..Wllh clumsy claws us;ahk_ 

only for.manlW labor. 

Combat 
fomuan work.en figh1 only 10 defend the hive-cmes. usmg the.If ~ 

mand1bJcd hire.. 
Make Whole.{Sp):Ihrec workers 1ogrrhrr c:an repair an O:bJCCLj 

.u 1hough wuh malu wlwluu1 by a 71h·lcvcl clcnc. Tbis 15 a full· 
.,.round xuon for all three wo.tk.ers. 

Heal (Sp): Eigh1 \!o'Qrkctt1ogcthcron heal a creuurc's wounds 
as though wuh curt.JtDQIU..ll'IHUld1 c:as1 by a 71h·lcvcl cluic... ThlS.JS 

a full-round acuon for allcight workrrs. 

WARRIOR j 
Warriors cxis1 only to figh1 . Just slighdy above th~ar_­

riors can communicate- more efficiently through thc...b.iYc .. mmd, 
bu1 only to communicate banlc plans and.mllc...rcpom co tb.c.i.c... 
commanders. Ibey cannot speak mherwtSC-

Wamors arc 1hc s1u of ponies, and 1hc1r cbw.s arc dcsi,g.aed 
.,spccaflcally for comba1 

CQJnbat 
Warriors arc wicked com· 
baunLS. usu11 claws. hue, 

and a....poisonous.snng_all 21 

nnc~ .,Ih.rou&h the .hlve 
mmd, chey atud..wuh_coonlw.a.ttd 

and cxtrcmdr cfficicnuxucs. 
Poison.(Ex):...Sung...f:orurudc 

save {.OCJ_4JJwu.a.l and 

po:;S~~Ud6-t, 

l 
Taskmasters resrmblr wal'nQ('S w~ 

mand1blH-no ap~rc.nunouth..at...f 
all, in faC1. Thtse for:mans.com· 
munica1c only 1clepa.t.bi.caUy 

and denve sustcnancc.lr:om che 
mental rncrgi~ o[ t..hasc..thcy 
dommatc. 

tr. rasLnascer 's duty 1s to 
gouher and control non· 

form1an5 for 1n1cgra­
rioninioththivc. Pu1 
simply, 1askmas1crs 

cnsbve other creatures. 
They do not enjoy con· 

trolhngo1hersbuthrllevru 
is r.ht only efficient way 10 

spread t.bc. .hh'e 10 all pbces. a dcsi.cahle end for all mklnal crea· 
fures. If a 1askmas1rr can ma~ to "conscnp1• a laborer wuhour 
usmgi1sdommatrpersonabiliry • .1Lwill. 

Tbosc fcw souls who hl\'C escapcd..ttfer ro fonnlan h1vr·cmrs 
as "work pi1s." While the forfn..WlS..arc not cruel. rhcy arc s1ill 
cmoLionltss-and.pitilcss. 

Combat. 
Taskmasters rely on 1hcir domma1td slnrs fO figh1 for them if at 
all possible.. lf nrCCJS3.ry, though. they can drfrnd t.bc.msciYcs_ 
wuh VICIOUS cbws and a poi.son snngcr. 

Domina1c_fersoo (Su ): Taskmas1crs can use dommaLC..~ 
on any crcaturc.:i..s the 5pcll cm by a IO!h· levcl sorccrcr.J.s;wc.JlC 
19),:ilih0:ugb..tbc..5ubJeC1 may be of any typca.nd.m:i.y.hc..u 
Urgcsttt..A.limglc raskm.:mcr can..dWDJ.naJC up.to..fouuubJ 
a um~ 

Dom.ina1cd Cttaturc (Eal: A wkmas1CLIS.Jlc.\'ct cncoun1cred 
~ One donwmcd nonformian creaiure always xcom~n•rs 

,lL(c.boosc.m.dctcrmme r.indomly any creature of CR .. ) 



Poison (EI); Sung, Fomtudt..snd.D:C:ill...a.nw.aland..s«ond· 

ary damage td6 temporary Suc.ng1h. 

Tdepa1hy (Su): Taslmmiers can commun101c.. 1ekpathically 

wuh any m1dligcm cru1urc whhinJ.00 ftt l. 

MYRMARCH 
f ~yrmarchs arc tht dilt of formian socitry. Much 

r:ott 1han 1hosc beneath Wm. these crcarnrn are 

. 1.nd1viduals, wuh goals, dcnrcs~ and crcau vc 

~ught. Vuy rarely do 1h~'l'.er conflict wuh 

rh.t wi.shes of 1hc queen, 1hough-mos1 myr­

~s art s1ill very loyalio hcr. 
Myrmarchs are commanders in form1an 

armies and leaders rn form1an communmes. 

They arc 1hc hands..of 1hc quttn, car-

rying our htr d1 rcc1 ocdc.is and ~ 

,..maJune .tutt t.v~ 
,gOH as exacdy as she. de-

~==hLilio 
ha1•tasccondaryrolt: 
sumpmg our chaos 
whtrtvtr and whc.n· 
ever 1hey can. Those 
who fomem disorder, 
and pu1icularly crea­
tures 1ha1 rcvcrtorex-

ft
phfy It (such as 
di), art.. the haccd 
s of mynnarchs. 
Myrmuchi, ue 1ht 

µiu of horses and have 
Wws capable of Ont ma­
wpulauon, I.Jct human 

..hands. Thty wear bronze 
..hclms..1uignify their pos1-
lion (LhtJl'Jort elaborate 1ht 
helm.1he...marc..prts1ige). 

/llyrmarchs speak Formian 
and Common. 

Combat 
Myrmarchs' claws arUikt.. hands and thus 

servtnocomb.a1puq>ose.Myrrnarchsoccas1onally 

employ µyt.hm..fur ranged anacks..coa1td wirh poison 

from Lhtrr ow..o .mngc.rs. 
The~tly,a1~undcuhem (if any such 

art prest..DJ.). and commanding 1htm Lhrough 1he hive mmd. If 

c.hao1ic creuures are prtsem, ho~c.xu. L1I1yrmarch is smgle­

~ded in 11s quest 10 dtsuoy 1htm. 
ison (EI); Sung. fonuude sa\'e tDC 20); imnal and S«ond­

uy <Wnagt 2d6 remporacy Dcx1emy_ 

SpeU-Likt Abillties: ..6.t ~ill--ch11rm monsltr, r/1muud1rnrt/ 

rLmvoyunu, dtlcd cWw •. ildctl 1hawghlL mugll mrlt ag~1n1f ch<WJ. and 

ltltport u'!lhouf mor. .1/day-dl&Jum and imltT'1 wruth. These ab1li-

11ts are as thc..5pdls. cas.t...by a..12lh;J.e1·d sorctrtr (savt DC l l • 

spelt level). 

QUEEN 
Tht quttn ms at 1ht cc.n1tt...oLtbc..bwt·cicy.Jitt.blo:ucd fonn 
never moving from 1hu:oyal clumbu. She i5 secved and guarded 

lzy twenty ofthc..mos1 loyal myrmarclu. 

tf
.Ihc_q~ agauus big as a..mrnnarch, with auoph1ed 

-.she.cannor move. Wuh her 1clepat.h1c abilmes, though. 5ht 

an.send.m.s:u.ucwm.s 10 and ge1 rcporu.from any fomuan w1tlun 

her range. 
ThLQU«.nJptaks formian and Common, although she can.. 

communicate wnh any citarure 1elep;11hically. 

CombaL__ . 
The.. quero.do<s 001 fighr She has no abiluy 10 moR If ntcHSUy, 

a 1camd..)!l'.l2£km and mynnarchs (or domma1td slaves)~ 

tnoonous bul.luo where she ntt<ls 10 go. This is very r:art, how- ~ 

ever, and mos1 of the.wnc . .1.he quttn rt ma ms wnhm her'ttll­

deftnded chambt.a. 
~spue...hcr uttu.hO of physical actLVHy, the queen 

can cut s:pcilund_use spell-like abiliuc.s to..gru1 tffcc1 

in htr own deft.~ as well u 1ht defense of tht h1ve..­

c11y 
Spells: The quttn casu arcane .5pcils as...a l7Lh· 

ltvelsorctrtr. 
Spell-Like Abilities: Ar will.---(lllm cmo11om, 

rhann mDn!ltT,cL:un1u.l1rncr~di.am..... 

dtttttthoc..ghtJ,d1t1um,d1mnallan..halt.man~ 

mTlr 11g1un!l rh<WJ,ordtT'swmlh,sh111Jo/Lu,._and1rut 

wring These ab1lilies are as the spells canJ~y_a lZlh· 
level JOrc:trtr (~ve DC 15 t spell levtl). 

Telepathy (Su): The queen can commuru­

c:a1t rtltp.a1hic:ally wuh any ln1dhgtn1 crta1urt 

within 1iby...miles wh.ose presence she i.s 

aware of. 

FROSTWf>RM 
Huge .Magical&UL(Coldl 
Hi10ice:.1id.11hza.f.li.hp) 

lnitiatiY~Rl'.Q.V.C. 

lmtiam·tJ 
sptt<t,~ 

1oft. 

Climate/Iunin. Any cold land 
Organization. Solnary 
ChaUengt.1ta1ing: 12 
T~asurt : None 
A1ignme.ru: Usually nturral 
Advancement; 1.5-21 H D (H.ugel;.ll...,,,t2 HO (Gargamuan) 

Terror. of the frozen lands, thc..frosl .worm is a long, blue-whue 

creature with huge mamhblts and a.strange nodule from which 11 

makes a tnll1ng sound. 
The frosf worm spends most of its lift burrowing ihrougb the 

ice, snow, and even the frozen tanh II surfaces only to_au ac.k.lts 

prey. frost.worms tat.yaks, polar bears. walruses, seals, mom.c..and 

mammo 

S•gm=0< 'S"' wh«h« <hi• hombl< mo"""''..:~"·b::1 1ht p~m or to 1ht..rt..morhu. Perhaps dtc...aJlS.Wlt.iulci-
1bc.r.l1 is tc11t.Lhufrost.waons..ha1t rcmmhau.und..a 
on s1gbc in.a co1oss.albmlt 1bac might very wcll..lay waste 10 a 

...largc..ar.ea...Rc.morhazeurc.irequtn1ly 1he.y.iaors m such baides. 

.frost worms by eggs th:u to 1ht un1r:1mtd obstrvtr appear 10 be 

,..wnply.Anl-shapt.d JCt. formatwns. H.a1Chling frosr worm5 mus1 

unm~fc.ndfurthtmselves,growmg1omaruntyin1hrtt1o!h't 



yeus. TnMsf"ollc of !he cold wuics..c.m.somfilmCS..IIal.n..)'.Ql.l.frosl 

worms 10 ht:lp pnxect the cornmumry and a~ IQ~ usmg 
nugic.,cold-rtsisr.amsaddks. 

COMBAT 
Fros1 worms lurk undcu.hunow, wainng for prey 10 come ne 
They begin their anack with ml.ling and then amck helpless p(fy 

t wuhtheirbhe. ; 
~ Trill (Su ); The fros1 worm can cmi1 a noise 1hat forces i1s prey + 
to..S:tmd motionless. This sonk •. mind.a.ffcrung compulsiona.ffcctS+­
all crcuures 01her 1han frost wocms wuhm a too.foot spread. 

Cru.turu mus1 succeed au..~ t7Jorbe s1unned for as 
long as 1he worm trills. c.·cn...ii they ace. anacked. However, 1f a1-
1acked or violendy sbalr.e.n..(a full-round acuon), a v1mm is al­

lowed ano1hcr sning rhro.w. Once a crcamre has resisted or 
broken 1he effect, 11 cannQLbe affected again by 1ha1 frost worm 

,.forane.day.ThceffccUeaitcr.lc.vc.liS 14. 

Shrieker Violet Fungus 
Mcdium·Si.u Plant Mcdium·Sil:c Plan1 

H.i1Dice; 2ds-.2 (11 hpl 2d8•6 (1.Shp) 
lnitia th'e: _, - I (Ot:x) 
Spud ofc 1of1. 

""'Cc 13(-.Jrurural) 13(- 1 Dex. t4 na1unll 
Altac.ks: 4rtnudcs•J 

mclcc 

r-Oama.gc: Tentacle1d6t2 

Face/Reach : .sf1.by.sf1./0ft. 

SpccialAnac.ks: Shnek 
Special Q uali1ics: Phn• Phm 
Sa\U; Fon..-,Rcf-, Font6,Rt:f-I, 

\'(fiU-4 wm .o 
Ah Wlies: S1r-,Da-, SirH,Dex8, 

Con lJ.lm l. Wis 2. Con 16, 

""" du1 Was u,Cha9 

Climate/Te.min: Any underground /uiyundc.rground 
Orpn il:a tion: Soli1acyorpa1ch .5oli1ary,p.arch 

(J-.S) (2-4).ormixcd 
~tcb 
(2-4 violcrfungund 
.3-.Sshncke:rs) 

Challcnsc Raring: I ' Trcasutt: None 1/!0coois:.50'\goods; 
S0'\11cms 

Ali&nmcnr: Alwa)'1ntu1nl Alway.sneurra.1 
Advaru:cmc.n1: JHD 31HO 

(Mcd1um-sw:J (Mcd1um·SW") 

Unlike normal fungi, wtu.ch.att.harmlfili 1o.Alh~ccca1ures. 
these rwo spccimtns c.ankdan&c.row ro unwacy advc.murcrs. 

~
A fungus.lads chlomphyll. a 1rucuem, roo1s...orlcavc.s.Jn­
pa.bk.Q(.p,ho_to.synihc.Us. u ul5.l5 as a parasue__brcaking 
Wn.Qrp.w.c.mmc.r slowly. Wbtle both specic.s occur indi· 

'tldually...s.hric.kus an.d..xiolt1 fungi ollc.n coexist w rhc..u.mc 

Cold (.Ez): Emst.wonns' bodies genence m1ense cold, deq_, 
1d8 poinu.Df damage wuh 1heir iouch. Creatures a11Kk1ng a.frost 
worm wu.nn«Lor with narunl weapons rake cold damagc..cach..+ 
rimc.ibe1rauacksb.u... 

Breuh Weapon (Sul:..C®~ cold, )0 feel long, once per 
)lour; damage IS.d6, Rcilu..h.alf DC 22. Opponenu held monon­
,less by 1he fros1 wonn's uillgc! no saving 1hrow. 

Co ld Subtype (.Es:):Loldimmun11y; double damage.from fuc 
exccpl on a succcssful.sa~c. 

1Ha1hThroes (&):When killed, a frost.wonn.lW:ns..tC ~ 
shaners in an explosion rhu deals 12d6 pomu of cold ~e and 
8d6 pomrs of pi«Cing damage to C\'try1h1ng w.uhm..1.ooJc.c 
(RcflcxhalfOC22). 

Skills: ~frost wonn, due to us colomian.and m affimc.y for 
burying irsr:lf lll rhe snow, rcceivcs a +10 raaalbon.w..~ 
chccks1n11snafiveenvironmcn1. 

I 
t-

1 



A shneker 1s a sm1onuy fungus 1hu elllilS..aJoud OQl.SC.to aur:ic1 

prey or when dim1rbtcl Shriekers l.ivc._m dark,_sub_terranun 

pixes. ofien m the comp.;iny of v1okt fungi, whose poison 1hey 

arc immune 10. They rC'.Semblc human·SlZCd mushrooms of \ ' UJ­

ous shades ofpurplt__ 

~at 
IA shrieker has no means of anKk. lrutud, 

,.hJ.urH pre_y fO II.$ VICIOlfY by cmllllll&..11 

p1ei:dng loud not~ (hence i1s nam.cl 
brick (E.z}; Moo.·em.cnLQ.tali.ghi_ 

...source wubm 10 ftt1 o( a shrieker 
cau~s 1he fungus 10 emu a. pierc­
ing sound that lasts for 1dJ 
rounds. The sound aur.icts 

~u.i:b)'....CU:UUttt 1h.a.Lue.dts· 
posed 10 wvesug;ne 11. Some 

t'fCa1.U.U5_that.. file nnr 
;..shriekers lnrn that the 
fungus'snot~mem.sthrre 

1s food nf'arby. 

Violci fungi rtsemblt 
shriekers and arc often 

,found growing among 

1-<h=· 
A vlolt1 fungus 

,looks IUr.r a h.uman­
~izcd mushroom wuh 
four tendril-like 1tnia­
cle5andamassofsmall, 
rood.1.ke fttltNi at us 
base th.u_allow slow 
movemc.nt. hs col­
onlion n..ogtt from 
purple overall 10 dull 
gny or \•iolct covered 
wuh purple spots 

Combat 
A v1olci fungus nails 
abouiw1thl[S tem11c.k.s:a t 
hvmgcrea1urcsthatcomew1t.binils 
reach.. 

Poison (..Ell'.): Ttnracle, Formudc_ Ja\'C' 

.we 14); 1.ni.ual and secondary damagt t.dL 
cmponry Streng1h and td4 icmporary Consuturion 

Janni Djinni 

Mcdium·Sizc_Alagical 8f'as1 (Ear1h) 
Hi1 Dice: 4dl0tl6 (.JS hp) 

,lnilia1ive: +2 (.Dtx) 
peed: 45 ft, fly 7.5 f1. {arw.gcJ 

,AC: 16 (+2 ()(ox,.,.... naturall 

GARGOYI E 

Anacks: 2 cbws +6...mdu, hue +4 mcltt, gore +4 mdtt 

Damage: Claw ld4, hi.tt..ld6, gore td6 
..Face/ Reach: 5 fl by..ih./s ft _ 
Special Qualities: Damage reducuon 15/ +l, fre_uc_ 

Saves: Fon +8, Re.{ t 6, Will +t 
Abililies: Srr 11, Dex H,Con 18, Int 6, '.l:'is u,Cha.L 

Skills: Hide .9•, Ustcn ~4. Spot .,.4 
Ft-au.: .. Muhlllttack. Weapon Fines~ (claw, bllt..&QUL 

Climare(rerrain: Any land, 2QUauc, and undtrgro_und 

lliganiution: Soluary, p.31r, or wing (5- 16) 

Challenge Rating: 4 
Treasure: Sundard 

Alignment: A.lwayuhaouc c._vil___ 
Advancement: 5""'-1!0 e:d.iwn-stu}. 

7~2l!D (.Lugc) 

A gargoyle is a riomls..fiyi..og Rrtda1or 
rhu enJOYS fOttunll£ uta.tUtt5Ji)'.e:akcr 

1han1r~I( 

smu~,af!~~~:~ ~~;~h ~=~~ 
QU.Ull.Q'IU\g and u~ this d1sgWit.._!QJUrpWC.... 

thrir fou They requ1rr no food, water, ouit.bu 

often C'lll 1ht1r fallen foes ou1 of fondness fo~ 

llinin.g pain. Whtn no1 rnJoymg their fa\'om'-1 

~sume , a gang of gargoylf's can be found W2i1-
mg s1lcntly for ptty or bngg1ni amnng tb.e:m­
sclvcs. Gargoylts Sptak Common :i.nd 

Terran 
A mannt variciy of gargoyle, 1he 

kapoxmd1 •• JJ.Sfi U5Jl'U)g5 ro SWtm a1 rhr 

lis1e:dfly_1:pttd. 

f COMBAT 
~ Gargoylc._s_ CJtbeLnmarn sn ll. 1htn suddenly 

anatl.ordive_onwthel.l'prey 
1-"rttzc (Ex): A gargoyle can hold h~lf so mil ii ap­

pe-ars 10 bta siatue. /\nobstf'\•trmust succttd at a Spot 

check (OC 20) to noucc 1hc gargoyle is really alive 

Skills: •cargoyles rrcc1vc a .:t.8 racial bonus 10 Hide checks 

when concultd against a backgr,ound of worktd none 

Efrttli 

M«lium-Si.ze Ou1s ider Large Ouuidcr (Air, Chao1ic, Good) Large O u I sider (Evil , fuc, .Lawful) 
tod8t 20 (65 hp) 

Hi1Dicf': 
lnit iat i\·e: 
ptt<l 

AC: 
Anacks: 

Damage: 
Face/Reach: 
Speci1l A1t1clu: 

6d.8 .. 6 (33hp) 7d8.14 (45hp) 

•6 (+2 OU. t4 lmpl'O\'f'd lnmanve) ·8 (.-4 Dex, *4 lmpl'O\'ed lrutiau\'e) 

20 ft ., fly 10 ft... (pcrfcc1) m chainma1l, 20 '1., fly 60 fr (ptrfccl) 

basc1of1.,0y2oft.(ptrfec1) 
18 (+2 OU. t i na1ur:il, +S chamma1l) 16 (-1 size, .-4 Dtx, +J naiunll 

Scunuar+9/ tt meltt; orlongbow Sbm ·10/ •S mtlC'C' 

.8/ +Jrangtd 
Sc1muar td8H;or longbow tds 
s ft. bys f1./ sf1. 
Spc.11-liktabilirics 

Slam 1d8•6 
._if1.byS f1 / 1of1 

Spc.ll·likcabiluics, alfilllllSlay, 
wh1rlwmd 

?7 {.tJ Dex, +4 lmpl'O\·td InmaU\'t') 
20f1., fly+oft.(pcrfcc1 

18 (-1 stzc, d Dti.:, ~6 narunl) 

Sbm d5/ +10mel« 

Slam ld8t9and 1d6flrt 
s fr. by5f1/ 1oft 
Spdl-likt abllirits, heat 



Special Qual iri rs: PlanC' shift, 1tlC'p.11hy, fart 
rts1S1ancC'JO,C'IC'mtnt1ltndurancc 

Plant shU1, 1drp11hy, 
acid1mmun1ry 

l'hncmift, 1dtpathy 

Savts: Fon -.6, Rtf +7, Wiii ,7 Fon .. 7,Rtr+9, W11l+1 ..for_I t9,Rt£t!O,W1JJ .. 9 
Str 23. Otic 17,Con 1•, 
ln112, Wis 15,Cha 15 

Abililit : Sn 16, Dex IS. Con 12, 
ln11•,Wis1s,Cha 13 

Strl8,Du 19,Con 1•, 
lnr 1",Wi.s IS.Cha IS 

SkiUs: AppralS<' -.s, Conccn1r.auon -t7, 
Craft (any lwoJ .,.7, Escapt' Anisr +6, 
Lism1 t8, .Move Stltntly t6, 
Ridt -.6, Stnsc Motive t6, Spot -.8 

Appraist +9, Concemrauon -..9. 
Cr.if1 (anyont}-. \l , EscapeAnis1 t i! , 

Knowlrdgt (any one) +9, Lis1en +9, 

~love Silently ,9, Sense Moti\'e +9, 
SprllcQf1 .. 9, Spo1 +9 

Bluff t 12, Concemnmon t 16, 
EscapeAm.st+IJ, lntinudatetll, 
Lis1en-.t2,MovtSilendy t 13, 
StnscMouve .. 1t ,Sprllcf2fttl1, 
Spo1 tll 

Feau: Comba1 R.dltiu•s, Dodge, 
lmpro\'rd ln111anvr,,\tob1h1y 

Combat Casting, Comba1 Renexes, 
Dodge, Improved lnmauvr 

Comba1 Casung. Combal &:Ocus.. 
Dodgt>, lmproved lniua1n•e 

Cllmaie/Trrnin: Any land Any land Anybnd 
Organiution; Soli1ary, company (2-<l.l. or 

band (6-IS) 
Soluary, company (2-4 ), or 
band (6-IS) 

Soluuy, cmnpany (2-4}. O[._ 
b.md (6_-UJ 

Challengr Rating: • 
Trrasurr: Standard 

5 
Standard ' S1andaaitouu;..doubltgoods; 

Alignmenc: Usually ntumil 
Advancemcni: 7-9 HD (Medium-s1u}; 

10-t8HD(Large) 

Always chaotic good 
8-10 HD (Largc); 
lt-21 (Hugt) 

mndarditcm.s 
Alwaysbwfuleldl 
11- IS HD (Largt); 
16-30 HD {Hugt) 

Ct'niH are humanlikr brings who dwell on 1he tlcmtntal planf'S. 
Tbty art' famous for 1ht1r .s1rtng1h, gwk, and skill w1rh Illusion 

ag1c 
Genies somenmts use the Ma1cnaleb.nc u.a.ncu1ral ground 

for mtttmg (or flghung) 01hers of theu krnd or coU«ung goods 
not rtadUy avulable on 1hc1r homt pl.anu 

~OM BAT 
1 Genies prt£u to ou1mancuvtr and ounhink..Lhtlt iobJbcy UC' 

no1 too proud 1oflec if u mtans eheyUli''C' 106ght anor.h.crday: If 
trappt_d, they bargam. offrnng tr~sure or W'OIS _m_ rC'lllm for 
rhtirli,·csandfrtcdom. 

Plane hif1 (Sp): A gt>n1e can emu any .of_ the. ckm.cn1al 
plants, tht Astral Plant, or rht Mateml Plant. This ability uans· 
pons1ht gt.nit and up rosixothtrcrca1ures.prov1dt.d the~ 
hands wnh 1ht genie. ii IS 01htrw1st s1m1ln ro 1be speU of tht 
same name 

Tclrpaihy (Su}: A gemt can commumca1e 1depa1hically with 
anycrca1urc wi1hrn 100 feel 1hathas a bnguage 

JANN! 
The iann.!.tiniulu jlllllll) art 1br_weakcst o( ilit gt nits. Jann arc 
formtd OU! 0£ aU four cltmtntS and IDUSI 1htteforc Spend mOSI 0£ 
their IUJJ.C Qn. 1hr Murml Plant They IavQI forlorn drsens and 

..hiddto oasn, where thty have bo1h pm'Ky and saftry. 
Jawi. JOCltty is \'try ORCA trtalllli i;nalt's and ftmalcs as tquals. 

..fach.tnbr is ruled by a.shci.k and one or iwo viz1trs. Exccprionally 
powerful sheiks a1t 11-''C'.llJhe tide of iunu; and m nm ts of nttd 
thty gathtr and._cwnmandJargc. forcts of Jann (and someumes 
all1ed humanJ). 

Many iann lnnds UUlOmad1c. tnvdUlg with htrds of camrls, 
gems, or shttp from oam 10 oasis. Thtsc iuntram iann appt'ar 
human in tvtry rtspcc1a.rularc..ofte~islakW.fur 1bcm, unltss 
they art auacktd Tht temmry o(a iann mbc: c.an..attnd hun­
dreds of miles in any d1rr:cti0Jl..._ 

Jann spc-ak Common. pli.lsAuran,Aquan, lgoan.or"Itrun, plus 
Ccltuial. Aby_s_sa.1, or lnfonal 

~al. 
,J.w.n..arc ph.rncallyJunog and touragcmu, and do ooc take lundly 

10 lnsulr or 111Ju.rr lf they mrrr a foe rhey canno1 dr£ta1 ma stand­
up f4h_t.. they ust £light and 1nvmli1l1ty 10 regroup and mantuvC'_4 
ro a morcadvamagwus posmon. 

Spdl-Likt Abili1ics: 1/day-inv111&1~y-::-ntll11p or 
l'l'Juu and i:ptak wilh ammab. These abililld au..as...thc..spclls_as, 
by a 121h-levd sorcerer (savr DC 11 • spcllkx~day a 
Janmcanrl'l'alt/IJIJd..AndwAlnua71h-ltvelpncsund .. ~ 
rt'11 J'1unl for 1 hour as the spt'U cast by a 121b-lc-_ve4mtst.-

Elt mien1al Enduonct (Ex}: Jann can survive on the.Ekmcn:.; 
ral Plants of Air, Eanh. fire, or Wai tr for up 10 •B hoJ.lIS. failure 1~ 
rtrurn 10 1ht /o.lait.rial 11.a.nt after that tlmt dcals..1 poin~ 
damage per addi rionaLbour ro a pnni, un1il 11 dit'S or.rerunu.io...; 
thtMatemlPlane 

DJ INNI 
Tht diinn (singular di1M1) arc gcnits from cht .E.lemtnUl.1.l.a.nt of 
Air Thty live on floanng 1sbnds of canh and rock, anywhrrc from 
1,000 yards 10 SC'\'tral mtln across. cr:am.mt:d wuh buildings, 
tourryards, gardens, fouruauu. and sculp1urcs. Each 1sbnd is 
11.Jlcdbyalocalshtik.... 

The s1nic1urt of dJinn..socmy 1s blltd on rulr by a caliph 
served by vanous nobles and o{{icials (\'.iz.ltrs, beys, am1rs, shtiks, 
~hm£.s..and maliks). A caliph rules all...dJlnn tsmcs wuhm rwo 
days' 1ravd and is advised by six viziers who help mamtam tht bal­
ance of the l.andbolds. 

If a lar&t forcr anacks a bndhold, a messtngtr (usually [ht 
younguuiJUln1) 1s stnr 10 1ht ntx1.l.andhold, which stnds aid and 
d1Spa1chts rwo mort mtsstngta 1p warn the nu1 bndholds.1hus 
alcning tbt cnrirc nauon . 

A d1mnus abou1 tO t/ 2 ftt.t.Wl.and wt'ighs about 100 pound.s. 
D:Jmn spell Aunn. Cdc-sual. CrunmoJl, and lgnan. 

Noble Ojinn 
Some dJinn (l!'o of rht 1oral populaJion) arc "noble" and can.grant 
1hrtt' w1dus ro any bring (nongtnics only) who cap1urcs fhcm. 
Noble d1inn perform no othtr strvicts and, upon graruing_;_bt 
1h1rd wuh. are free of their srrvitudt Noble djinn art u Sl!Qll& as_ 

tfrtt'f (S«.btiowJ, wub...lo HD. 

CpmbaL 

!!~rs=~:bili~:m:~s~~~1~2!'~ I 
.c.omb1t usuillf Wr.tsJJ.i.glu and be-comes a....wlutlwmd 10 harass 
.iliost.whofollow. 

Air.Mas1c-_ry (.Ex}: Airborne_ cru1urts suffer a - I tircurrurancr 
~nalty 10 autland damage rolls agams1 a dJ1nm. 



Whirlwind (Su): The dJrn.nl can rransfonn 1rylf inro a._wh1rl· 

wind once every 10 minutes and remain in.Jharlarmior up 10 7 

rounds. In this fonn, Lt can.move through.the ait.ar.along.a s.urfact 

a111sflysperd. 
Thcwh1rlwmd is5 fccuridcu 1hcbase,up103()fcclWldt a11b~ 

top and up 10 so.iccualL Tht 
dimni comrols the cxaa 

eW.um-.sin or 
smaller creatures 

EFRf..EII_ 
lbe.dittt !singular r{rrrt1 ) are genies from ihc Elcmcnral PUnuif 
firc..Ihcyarc.sild1obc~of~1,bronu,andcongca~ 

Efrtt1 arc.. inf.amous_ for 1heu- h:nred of serv11udc, dttllt...fof..-l 

rcvcngc..uud n.;uurc, and abt.l1ry 10 beguile and 
..DUSlcad. Their pnmary home is the 
_fabled Cuy of Bnss. hut 1hcrc are 

..many cfru1 ourposl.Llhroughou1 
the Plancoffirt,mili1arys1:moru 

for warchlngM..harusing Q~ 
rhc pbnr They arc._~es of the 

iJw&h<. b"' " m"" I><~·~ 
µru1 tOftt1. 

~ ;::;h~a~a~~c li.J;.....;ir!'u/l!!!!IJIWf.~~ 
dimn and anack chem whc.norcuht,)'._ 

meet. 

wh1rlwmd and be hft~ 

uvc (DC 20) 

t ~ch e:~~ 
""--whuL 
wind. ....Ihe 
ercauuu.ull 
1akcs dam· 
age but can 
leavc1fthc 
saveiSSUC• 
ccssful 

The dsinm 
cancJCCUnyca,r,_ 
rifii crca1urcs. whcncYcr it 
W1$bts.._dt.~Lhem 

wherever. 1be wh1rlwmd 
happcn.s to_he 

lf 1he whirlwind's base 
1 1.l:Ulchcs the ground, tLc.rcaics a 

l,.swb:hng cloud of dcbnLTh1s cloud lS 
ccmcrcd on the dsin.D.land .. hau d131Ile ter 
equal to halftht.~Jlcight. The 

cloud obscures a!lv.uion. including darkvmon, 
hcyond S fttt.._Crc:a1ur.cs..i..!.u.LI.Wa)'_ha11e one-half conccalmem, 

while those fanher ay,~y ba\·t_1ota.l concealmeni (~e Conceal· 

mcn1,pagclllin1hc~u,gh1ui1hc 

cloud mus1 Juccccd at a ConctnUttion chccl:: (DC-2.0) 10 c1s1 a 

spell _ 

Spell-Like Abilh ies: 1.Lround-1tu'l.ltbdtl)' (Jclionlu.i/day­

malt_food and..u•illc.r; milk 1~w< (u ur"f(. wala, bu1 wm~. tead). 
ctablc lilallu..is permancntl..pttSlllt,.I 
abiliucs arc as the spells cast by a 20th· 
spell lc\·ell.Once JX'r day, a dsinni.a.o 

assum~psco111/orm (as the spell) for up 10 I hour. 

Comhai. 

Thufr:CCL..a.tC..Dllcd._b:µ 
gn.ncl solun who_, 

maknhi5...hcunc 
inthc..Ci[)t...of 

Brass. He ts 

adv1ud by 
a varit ty of 

bey.s. :llllll'S, 

_amlmalib...con· 
ci:rrungac11oni.on 

_thc_p.lanc_.andby.six 
gr~whodcal 

wnh.~ihc 
Mattrial._ 
The CH)' of Brass 1s a bug4 
cmdtl that 15 hamtJo.ihe ma-

,anty of efr«.t...ll.Miiu:un.... 
1hc ho1 regions Lhc,. 

pbnc and JS bordc:ttd., 
by ~u and.Jakcs..ol+ 
glowmg IIU£ffil. 
The c1ty..su..uLpQ.n..a 
bem15pbctt.ofglow­
Ul& b.ca.ss,_s,omt 
Cony miles across. 

..from 1hc upper 
rowen n~ 1he 

minarets of 1he 
grcar basuon of 
1hcsul1anspabc:c, 

which 1s .u1d ro 

The city's popu· 
!anon far our· 4f 
hold vas1 riches. 

numhcrs any of 
ihegrcatcmcsofrhe.\tattnal 

--"""-
An...e.frttilstands aboui 12 feel tall 

and weighs about..2.000 pounds. Efrcct speak 

_lgnan..Common..hluanJ,nd Infernal. 

Efrcer 10\·e 10 mislead, befuddle, and confuse 1hcir fOH. Ibey do 
so for enjoyment u well as a butle ractic_ 

Spc.U:llke AbUities: At will- produu Jlamt and pymlalu:i"-'. . 

1 /day---&IIDU1plOJ.h.ltcW1sht1 (tonongtmcsonly~ 

ml11rgc.~1'1J1b1hty.rrrm11nm11magt,J'C!I~ 

w.ill o!.fuc.Ihcsubilioes uc as the spells cast.by an .. 1.S.tbdt·,.~ 

cercl'...(.w-c...DC..UtspcllJevdl _ ~ 
Heat (.Ex);J..n_cfrccti's red-hot body deals.ld6-PQ1IUS of addi­

~UY.hCMv«.Uhus in mekc.Jlt..whtn gnppluig. 

~a.ch..n>_und 1r matnl:llns a hold 
· c._S.u.biyp.c (b): Jtre immuni1y, double damage from cold 

~CCpLon.a.s.ucccuful $a\'C. 



HJI Diet : 
lnil i:ulvt: 
Spet d 
AC: 
An aclu: 

Ghoul 
Medium· Site. Undcad 
2d12 (1Jhp) 
.. 2 (Daj 

JO ft. 
H W Dcx, +2 na tunl) 
B.u t •Jmcl«:,2cla)V$.-.Omtltt 

GhaSt 
Medium-£iz.c..Uodead 
«ll2(2<.hpl 
,, Uk><) 

JO ft. 
16 (+2Ikx,~nacur.ii) 
Bi1tttmtltt;lcbws;1mtltt 

Damagt : 
Face/Rueb; 
SpecialAnad:s; 
Sprc:ial Qua li ties; 
Savn; 

But ld6 ... l and pmlysis;daw td3 and par.ilysis 
sf1. bysf1J sfi. 

Birt tdS+I and panlysiJ;daw td .. and pan.lyns 
sf1. bysf1J sft. 

P:tnlysas,crtaitspawn 
Undtad, +2 1urn rcsu.i.a.ncc 
fort .. o, Rd Tl, \'(l..J.Lt.5. 

S1tnch. pualysis, crtate spawn 
Undead, ""2 1um ru1nancc 

Abilities: 
Skills: 

Sir 13, Dt.x.u.!:OJL-.lnUJ. Wis 1 ... cha 16 
Climb ... 6. Esa~J.SI +7, Hide .,.7, 

Fon •I, Rtf .. 3, wilJ .,.6 1-
Srr ll, Dex 15,Con -,.lnUJ..Wi.s 14Ldu...l&._ ~ 
Climb +6, Escape AitUL±BJ:lldt t8... 

Frars: 

Cli mate/Terrain: 
Organ i:r.a rion: 
Challenge Rating: 
Treasure: 
Alignmt nl: 
Advancement: 

lmuu Oi.rtcriou.tJ.Jump +6, l is1tn .. 7, 
MovtStltntly t7,-5can:b ... 6,Spo1 .,.7 
Mulnucack, WNpon Fintsst (bitt) 

Any land, aquaric, and underground 
Soli1ary, gang (2--4), or pack (7-12) 
I 
None 
Alwayschao11ccvil 
3 HD (Med1um·sizt) 

~uls hauo1 gl'll\'eyuds, bmldlelds..and..121.hu p,bcts nch wi1h 
t 1hc camon 1hey hungtr for. These 1c.mbk crutures lurk whcr· 
~vcr1hcs1cnch_Qfdca1hhangshcavy,.rc~~nwary. 

Chouls arc n1d to be crcafcd on the doth of a.h..'iin& man or 
woman who savored rhc ras1c of 1he flesh a(pt.Qplc..Il»s may or 
.may not be true, bm ii does txplain 1hc dis£urun&.b:chavior of 

, these amhropophagous undnd. Some bcllc.vc 1hat any.Qru: of cx­
ccptio.naldchauchc.ry and wickedness omubc..mk..a£.httommg 
a ghoul 

Thai &houJ.Lwerc once peoplt lUllmo.uuo ~ih..lhc 
cour.i&e ro look upon 1hcm. Ahhough 1hcy sull appor....mw:c.or 
less humanoid, 1htir monlcd, decaying fltsh is dra~ 
across durly v1SLblc boots Tht 1ransforma11on from hvin&+ 
beings imo fell 1hi..ngsJ!(.1bc mg.ht has warped 1hcir miruls.+ 
making them cunning and fen!, Th.tu eyes bum like hot coals m 
1hc1rsunkcnsockc1s. 

Chouls. speak tit lan&ua&nJ.hcy spoke in life (usually 
Comn::ion), 

gnvH. 
Paralysis(..Exj~Jn:.a 

ghoul's buc or claw anack 
mus1succccdat..afo.tu:.. 
mdc savt (DC 14) or 
bt paralyud for 
1d6 ... 2mmu1cs.Elves 

umcrou.mt, .. 

In1ui1 Dirttnon .. 3,Ju.m.PJ.6..Uslm t8 
,\ lcr:e S1ltnily +7, Starch ti>. SPQL +8 
,\ luhianack, Weaponfintssc.UWtl.. 

Any land and undtrground 
Solitary, gang {2--'4), or pack (2-4 plus 7-12 ghouls) 
3 
Srandard 
Alwayschaoliccvil 
S-6 HD (Mcd1um-s1u) 

~;:;:·~;·~t;u:t:::L~ul~:~~;~v~~;~~i~~ 
on a body btfort..1hu.nd of 1har rime avcns 1hc ~ 
{Tht smisticubovt arc for human ghouls and ghuu...Cboulund ~ 
gham may vary dcpcr\$l.in& on their ongmal race or ki.nd.) 

Undcad: Immune to. mind·influcnc1ng tffcc1s, ~. sl«P>-; 
paralysis, siunning, and disease. No1 subjcc1 10 crirical hj~bd· 
ual damagt, abiliiy damage, energy dr.iin, or death fmm.JlWSl.i't' 
damage 

LAC EDON 
These aq~tic cousins of 1hc &houl.lw-k.nuI..hiddcn rttfs or 01hcr 
places where ships art likd)'.._to meet their end. They ha\'e a SWlm 

_jpc_cd Q(JO fttL 

.J:wnbat 
Stench (Ez): Tht sunk of deuh 
~rrup1ion surrounding 

thC1C crururcs is stckcmng. 
llu2scw1rhm 1ofcc1musrsuc· 
.tttd.afa Fon11udcsavc ( DC IS 
or be wrxkc-d wuh nausta, suf· 

Jc.nng a - 2 circurosunct 
prnalry 1oallmacl<.S.savcs.and 
skillchecksfortd6rl.m.in.u.lll.. 

Paralysis(Ex):ThoscJw.bya 
ghasi'sbutorclaw...au~ 
succeed ar a Forruu~ 
t.5 ) or be. Rilralrwi.ia.t.J..d.bi 
m1o.µ,1cs.~~ 

nw.bluo this paralysis. 



Hi1Dicr: 
lnitiati~: 

Spud: 
AC: 

Anacks: 

Damagr: 

HiUCian1 
LargrCiant 
lld8tt8 (102hp) 
-1 (Dr.I) 
40fL 
20 t- L.nu .. -.J.Dcx. t9 natural, 
.Jhide) 
Hugrgreatclub t16/ t llmclrr, 
or rock r8/ tJrangrd 
Hugegrcatdub2d61IO;or 
rock2d6+7 

Face/ Reach: S ft . by 5 (1 j 10 ft. 
Special Anacks: Rock throwing 
Special Qualities: Rock ca1ching 
Saves: Fon • 12, Rt( tJ, Will .-i 
Abili1iu: Str 2S, Dex 8, Con 19, 

Ski Us: 
Frars: 

ln16,W1sl0,Chat7 
Climb +9, Jump +9, Spot +'4 
Cleavt,Pov.·erAuack, 
\11:'raponfoc:us(grea1dub) 

Stonr Giant ...frost Ciani 
1.ugr Giant (Eanh) J.argr Giant (Cold) 
14dS-..S6 (119 hp) 14<18+70 (133 hp) 
t2 (Drx) -l (Dcx) 
40f1. 40fr. 
2S {- I SIZI', •2 Drx, •II natural 21 (-1 siu, - 1 Drx. :t9 naiural. 

•l h1dr} t4 charn shin) 
Hugr grratclub +17/ ,.12 mdtt; Hugr grra1axr .-18/ •ll mt.Irr; 

or rock .-l2/ r7 nmgrd or rock d / t4 rangrd 
Huge grea1dub 2d6+ 12 ~ or Hugr irrauxr 2d8.r 1.J, or 

rock2d8r8 rock2d6t.9 
sft. bySft./IOf1. sf1.bySft.b.o.ft...... 
Rock throwing, and SC'C' text Rock 1hr.ow.ang 
Rock catching Roc.kca~d5ubrype 

Fon t 13, Rt( +6, Will tt Fon :•H...Rcf...tJ-Will t-4 

Str27,Drx1S.Con19. Sn29,Dr:x!i,Con.ll. 
lnr tO, Wis 10, Cha 11 Int 10, Wis 10.C.b.a..u 

C!imb+IO, Hidr rO"',JumptlO,Spot +J Climb +tJ, Jump.±13,Spor •6 

Comb,;111 Reflexrs, Po1n1 Blank Sho1, Clea\'I', Creal Clrave. Power Amck, 
Pov.•rrAnack,Pr«:~Sho1 Sunder 

CUmate/TC'rrain: Any htll, mounlams. and undnground Any mounlains Any cold land and underground 
Solitary, gang (2-S), ~nd (6--9 
plus Jn> noncombatan1.s plus 

Organi.u1ion: Soli1ary, gang (2-5). band (6-9 Solitary, gang (2-S), band {6-9 

plus 35' noncom~1an1.s), plus.35"' noncombatanu), 

hununglra1ding piny (6-9 plus hunting/ra1d1ng/1radmg piny 

2-<4 ditt wolvtt),ormbe (21-30 (6-9 plus I eldrr).or mbr (2t-JO 

plus 35% noncombuams plus JS~ noncom~tams 
plus 12-30 dire wolves, 2-4 ogrc-s, plus t - 3 elders and 3-6 dirt bears) 

and 12-22orc.s) 

Challenge Rating: 7 
Trrasurr: S1andan.I 
Alignmenr: often chaotic.r..Vll 
Advancement: By chu11c1e:r class 

Hit DicC': 
Init iat ive: 
Spud 

AC: 

Anacks: 

Damage: 

firrGiant 
Large' Giant (Fire) 
.Ud8t75 (142hp) 
-j (lkx) 
30 fL (chainmai.l); base 40 fL 

21 (-t siu~-1 Dex, +8 natural. 
+Scharnmatl) 
Hugt grr~tsword +20/+ IS/ +IO 
mrltt;orrock.10/+5/ t-Oranged 

Huge grcatswon.I 2J8~ 15; or 
rock 2d6t!Oand 2d6 fire 

Face/Reach: S ft. by 5 fl./10 fL 
Special Ariaclu: Rock 1browmg 
Special Quali1iC's: Rock catchi.ng. fl.re subrypc-

Sa vu: 
AbiUtitt: 

SkiJls: 

FC'at.S: 

Fon • 1'4,Rcf..-4, Will +S 
Str31.Dcx9,Con21, 
ln1tO,Wisto,Ch1 II 
Climb tlt, Jump+tl.Spor •7 

Cleave', GrC'al Clca\'t, Power Anaclc, 
Sundrr 

8 
Standard 
Usuallyneurral 
Bycharac1erdass 

Cloud Giant 
Huge Giant (Air) 
17d8+102 {178hp) 
t t (Dr:x) 
sof1. 

2.l(-2slZI', .i Drx,+t2natural) 

Garg;m1uan morningsiar 
+22/t l 7/ +12mr.le:e:; 
or rock +12/ •7/ +2 ranged 

Gargamuan momings1ar 4d6tt8; 
or rock2d8112 

1of1.by 1of1J tsf1. 
Rock throwmg. sprll-hkt' abiliutS 
Rock carching, seem 

Fort+t6,Rcf.6,Will+6 
S1r JS.Drx 1J,Con2J, 
Intl2,W1st2,Cha1J 
Climb+t6.Jump• l6,Lls1cn..tlO, 
Spo1+t0 

AlutnC'SS. Clta\'I', GrUI deave, 
PowuAnack 

I adt'pl or clrnc of ts1 or 2nd ]C'\'rl), 
hunnng/raidmg parry (6-9 plus 
J~ noncomb.uams plus 
I adrptorsorcerC'rof3rd-Sthlrvel 
plus 2--4 winier wol\ldi and 2-J ogttSl. 
ortnbe (21- JOplus I adep1,de:nc, or 
sorcert'rof 61h or 7th kvr.1plus12-30 
wm1er wolves, L2-22 ogres, and 
1-2 young while dragons) 

' Standa.rd 
Of11'Jl chaouc evil 
Bych.arac1erclus 

S1ormGian1 
Huge. Ciani (EIC(:"triciry) 

t9d8tlH (l99hp) 
+2(.Drx) 
40fr.,swim30fr.(brras1pl.ue); 
base.so fL, swim '40 ft 
27 (.-2 SIU, 12 Dex, +12 narural.. 
+Sbre~1pbte) 

Carga.muan great.sword t26/ +2l / +16 
mrltt:; or Garga.muan mighty 
composue longbow (+14) 114/ t9/ T'4 
ranged 
Gargantuan grearswon.I 4d6+2t;or 
Garganiuan mighty composite 
longbow (+14) 2d8+14 
1oft. by1of1J 1sfL 
Sprll-hke abiluics 
.Electricity immunity, rock catchmg. 
fittdom of mow'ment, \nler breathing 
fontl7,Rrf.8,Will+9 
StrJ9,Drx 14,Con23 
lm1 6,Wisl6,Ch315 
Climb + 18. Concen1rauon + 12, Jump 
.12,Perform(c.hant,dancr,Jrwu, 
harp, recordrr) ~7, Spot •8 
Cleave, Combat Rdlexes. Cttal 
Cleave:, Power Auac.k. Sunder 



CUmau;f.I arain: Any land and underground Tl'mper.111' and wum mounuuu 
andaqualic 

~pcraft and warm moun1ains 

O rganization; Solimy, gang (2- S). band (6- 9 plus 
JS'\ noncomba1an1s plus 

Soli1uy, gang (2-4), family (2-l 
plus3S'\noncombaiams 

_5climyorfamily (2--<4plus J5'. 
.noncombatants plus t sorcerer 
Q[ clcac of Jtb- 10Lh level plus 1 adC'pl or dtnc. ollst or 2nd ll"·cl), 

hwulll&fraid.m& pany (6-9 plus 
plus t sorcl'rC'r or dC'ric of ttb-J1h 
ll'•·cl plus 2- S gnffons or 2-8 1- 2 rocs.2-5 gnffons.or2-8Sta lions) 

1 adtp1 or5CU'.Certlof.Jrd- s 1h 
le\·el plus 2-4 hell hounds_ and 
2- J 1rolls or l'rtins), or tribe (21- 30 
plus I adC'pl,dC'ric, orsorcC'rl'rof 
61h or 7th IC'vcl plus 12- 30 hell 
hounds, 12- 22 trolls.5- 12 cuins. 
and 1- 2 young rtd dr.agonsL 

dirl' hons), or band (6-9 plus I 
sorcuNor clC'ncofilh-71hll'vtl 
plus 2-5 griffons or 2-8 di rl' lions) 

-f 

Chatkngc Rating: I 0 
TrC"uurc: Srandud 

II 
Standardcoms:doubltgoods: 
s1andard11emJ 

Alignmc n1: OftC' n I.awful evil 
Ad\lllncC'm cnt: Bychar.ac1C'rcl.ass 

Usually neutral good or neuual tvil 
Bychar.ac1trcl.ass 

Cian1s combint.£(t:alsiu with evC'n gro1er s1reng1h, giving 1hem 
an unpar.a llcltd abih1y to wreak dttrrucuon upon anyone or any-
1hmg unfonunatt C'nough 10 gel m thl'tr way. 

C1anrs havt a rcpu1auon for crudC'ntss and s1up1d11y thar is nor 
undMCrved, tsp«ially among !hi' l'Vli vanl'ties. Mos1 rely on thl'ir 
legendary su tngrh 10 solve problems~ Any di.fficulry 1har "-on't 

t5uccumb 10 brute force" isn't wonh wotrying about. Ciams usually 
p.ubsist by hunring and r.aiding, 1a.king_wh:u..thc)'...like from crca· 
turcs wC"akC'r than themSC'h·es. 

All gi.anu spell Giant ThOSC' wuh ln1clligcnc.c..sc.cu:CU!f at lcas1 
.,_JO also speak Common. 

C:OMBAT 
C1an1s rduh mC'lcC' combat Thl'y favot. massive" c~·handed 
wupons_a.nd wtcld 1hcm wirh unp[ClllvC'_skill._Ihc): p<>sSl'SS 
enough. c.unnmg 10 soften up a foe with r.angcd attacks firs1, if 
1hty can..Agi.ani's favori tt rangtd we;apon iuJu&:.u:ic.k.._ 

Rock Throwing (Ex): Aduh giams art accomplls.~_. 

rhrowcrsand rtetl\'e a• I racial bctnus 10 anack rolls \\'.h~ 
mg rocks. A g1an1 of at ltast Largt sill can hurl rocks wtighing,.Ml, 

GIANTS' BAGS 
Most giants c.1rry big lta tht1 shoulder sacks to hold tht" personal pos· 
stnlons II is a common myih 1hat giant's bags art stuff'td w11h gold 
(always ill 1C'nt 1,000 gp by somt accoun1s) - lo 1ru1h, thty usually hold 
ii ftw batttrtd ind smelly ptrSO•'"I 1tC'mS, ii supply of 1hrow1ng 1ocks. 
some ltss thao frtsh r,1.11ons, ind a few tronktis H~r. giants som.­
llmts carry magic lrtnurts th,1.1 art too small for them to use, and 
maoy advcn1urcrs find lootong a g1anl's bag worthwhile The tablt 
Mlow shows typical mundane !ltms; roU d% or choose from lht hs t 

Thttuclnumbt1ofi1ernsvaricsaccord1ng1othl'g1antvaritty(stt 
nchtntry) 

MUNDANE GIANT' S BAC CONTENTS 

"" 01--02 Btmcso1frun 
0)--0I Bowl and spooo 
09-10 Candles (ld6) 
11- 14 Hand-htldchopptr 
lS-16 St1chorchar(oal(ld6)orqu1Usand1ok 
17- 1! Chunk ofchttst 
19-20 Chunk of wood, wh1tlltd Of caf\ltd 
21 - ll Cup Of tankard 

10 so poundJ tach (Small ob1ect.s).up_co5-r:inge incrcmcms. Tht 
siu of the r.ange incremtnl vant5 with ~gu.n(s. vara.ry. A.Huge 
giant can bud.rocks of 60 lQJiQpj)unds (Mtd.w.m·sut abJWJl-

Roc:k Ca.t chi.o,g (Ex): A_g1an1 of ar ltasc I .ar.at s•ZC' c~n cuc.h 
Small, Medium·s1u , or largt rocks (oL proJe;c.ulcs_of.similar 
shaptl..Onct per round, a giant 1ha1 wau!d normal!)'. he bi1 by a 
rock can make a Reflex nvc 10 catch ii as a free arnnn The QC .is 
IS for a Small rod...20 for a Mtdium·sizum.c..arui..25.fm.a..La.r 
ont (lf the proJtcli.lc has a magical bonus to auac..k..thc. DC .ill'.' 
crcaSC'S by thar amQunt.lJhc giant must be rtady for.and.awarl'Jlf..t 

rhe mack. ~ 

GIANT SOCIETY 
Soluary g1an1s arc usually young adulrs smking our on.tbei.r.w.-n. 
Gangs arl' usually madt up of young adulu who hunun.ra.id..(or 
boih) togl'thtr. Giant bands are usually l.argt or tx1ende.d.families. 
Somttiml'S a band contains unrda1td young adulu.l.b.auh.U>and 
hastaktninasma1tS.SC'r'\'ams,orguards. 

Ciamdans and 1ribtsa~10.bands.hu1 havt mort mtm· 
bcrs. plm contingtnfs of guanl anuna.ls and nongiam Strvan1s. 

24- 27 Cloak 
2K- 29 Combo1b1ush 
l0-)1 Cook1og pot 
12- H Contamerofgrnstorgreawpaont 
34- 35 Drmkmghom 
l6--J7 Sag of flout Of mtal (5 poundi) 
ll- 39 Pitccoffurorh1dc . .,_., Ha11p1ns 
42-47 Km ft 
48- 53 ICnucklcbontsordict 
54- 57 H;iunchofmtil 
58- 59 lncC'nstordntdammaldung 
60-6S 100to 200 ftt1ofstrong rope .._., Bag of salt (1 pound) 
61-13 Shots, sandals, °' boots 
H - 76 SC'wlngottdlt 
77- 81 Stringorth•nd 
82- 86 Buds,uonts, tttth,ortush 
87- 9) Tinderbox (flmt, stttl , andtondtr) 
9'- 96 Lumpofwu 
91--00 Whtts!ODC' 

l 



Pm1es1ncludegwrdanimaband~~.or 

from several bands, working 1oge1het. 
Aboo1 a third of the giaim rn a barulOLmbu.rt.duldt«i.. G1am 

children can be formniahle crea1urctin 1be1r own right. When a 
group of g1an15 includes du.ldren, roll d'- for each child 10 dclcl:..t 
mine mnuniy; O..L:::ll &.infanr (no combaubiliry}; 26- SO "' 1u11t , 

wlr (two s1us smaller than an adulr, 8 fewer HD, S1ttng1h and't 

~CQnnuu11on scores - 8, a.nd...lra.nlunuclulull 1ha1 an adul~ 

fand 51- 100 • adol~tnt (one siusmaller than 111 aduh, 4 fewtt+ 
,.JiD. Strti1gth and Consli1u110A..KQru...=::t, and 2, ), or 4 ~ 

each sloll 1hu an aduh has}. Giant_ cliildren can throw rocks if 
~«1 the minimwn....s.i.Zt...quirt.menr {~r abovtJ Ucept 

whc:rt nor«i here, g1am children are idcnucil wuh adults of 1he1r 
YUICIY 

,J:hll.gwllS ut sdfulw:WUWli b,ru1es who survivr through hunt· 

f mj..:.lid i;r:':::,':tarc an oddly simian appearance, wuh O\'t(ID.ll£ 

arms, stooped shoulders, low forehuds, and 1h1ck, powerful . 

hmbs. Tht1r s~r ranges from light Ian rodeep n.iddy brown. 

Thtir ha1rb brown or black, wnh eyes the S;Jme color. Hill g1.11n1s 

wear laytn of cruddy prepared hides wuh 1ht fur left on. Thty 

seldom wash or rtpall 1ht1r garmtms, preferring 10 simply add 

mo rt h1dts as thtir old on ts wear om. 
Adulisareabou110 l/ 2fttt 1allandwt.i~about l ,IOOpounds. 

g g1anu can lwt robe 200 ynn old. 
hi.ll.&wi1s bJ;g usuallycoma1ns...2.d~ rocks. 1d+t-t 

ndant i1rrns. and rhe giant·s ~rso_nal wuhh. Thest posses· 

j.J.ions rcod1obc.wrllwom, flhhy,and.sli~1emsartusually 

, crudt and of1en iury-riggtd or salvaged Crom.lOmt .s.wular ilem 

,Wmplrs mdude a band chop~r madt fro.m.a.bmkcn barrleaxe 

. hud, a wooden bowl and spoon, or a dnnki.Qi_c_up__imde_ from a 

biggourdoraskull 

Combat, 
H~pr.cftr ro flgh1 from high...mcky .Q.UKmP~UC. 

rhey can pe_h opponenis wnh rocks and bouldrn wh1lc..luniung 

~~e1 ~~~:~1'.hemselves.Tht1rthrowt rocks have a rongel~ 

Hill gbms love 10 rnakc__O\'Crruo anacks agains.1 smaller (ill· 

tures whtn 1hty flmJOUl banlc. tburaf1er, rhey s1and fas1 and 

f\V\ng away with thtir massive clubs. 

Hill Giant Society 
Alth~tftrte_mp_c_ntu.ru.s..tb.eycanbcfoundm 

pracrically :my dimatt whtrt 1htrt i.s an abul)danct of hills and 

mou.n1a,1ns.Jnd1v1duals and bands itnd.J.O. be aggressive and 

prtfct...takmg wha1 they want over trading. Tribes (and some 

,_band.sl.of1en rradt wuh Q.lher gianu or wuh groups of ogrH or 

or:cuo get foods1uffs, tnnktrs. and sc..c:nnts 

STONE GIAN 
Srone giants havc.a.J.arge.iy undt>Crved «"pumion u rock-throw­

ing hooligaiu. ln iaa..J.b.t.umd to ht somewha1 shy around 

Slnngers. 
S1ontglanurrscmbl~hu.muu.Ibcu:_hard,ha1r· 

ltss 0Hh is smoo1h and gny, makm& ii rasy fu thtm 10 bltnd 1n 

wilh rhtir moumamous sur«W11d.i~s..Jhry_ba\'C.&awn.&cial fca­
rurrs and dttp·sunken. black e)'.tUh:u make them sctm.ptrptru­

. ally gnm.Sume glantS per-fer rh1(.k le;uhrr gumtnis. d)'.cd shades 

fs=,:::dc KtJY 10..m;uduht stemt .. arowid 1htm. 
ubour 1l ftt1 tall and "'cigh about t.SOO pounds. 

mlivetobc8ooyemold. 
Sronc. &1:1nts 1end 10 bt shy around stnngtrs, but art by no 

mrallS..JJ.IIWl..ltany ~lont giants ha\'e an anistic Strtak. So!IK .. 
dnw and paint scenes or rhe1r l1vtt on 1he walls of 1he1r lain and 

oll....WUlt.d..hdc...sc.mlk Some art fond of music and play..if.Qnc_, 

iluttund W:ums. Othen make simple Jtwelry, fashioning pamttd 

s.tQnt..bud.u.rw:tnt.ekiacts. __ 
M.ost none g.i.an1s..aa playful, tspccially ar mgh1 They arc__funJ 

of rock·1hrowmg comtsu..aACI cu.brr gamtt thar tts1 1hr1r nugbt 

Groups of g1an1s ofttng.ithcuo toss rocks at each other, 1he losmg 

__s1dt btmg rhosc who arc.hltmost ofttn. Tra11eltn' rcpons of such 

com Hts havt gwtiutont..giarus 1he1r rtpu1a1101l for. wtldntts. 

Astont giant 's bag uruailycomams2dt2thl'OW\ngrocks, tdh6 

.mundant i1ems. arul. ~giant's ~rsona[ wukb..A S:lmit; ~ 

posstSs1ons art nttbtr innicularly clean nor pa.a.ic.u.lacly dmy, 

but mos! of 1hem a« made from SI Ont 

Combat _ 
Stone guLOlS figh t from a dlsrance whent11«.. possihlr...buuLthc)'. 

can't avoid mtltt, thty ust g1gandc clubs clustlt_d out of..none . 

..Ihey ust bo1h hands to hurl rocks, wuh a nnge mcrtm.coJ...Q(J.sO 

..feet. A s1one g1an1 gams a .,. rxul bonus when auempung to 

,_c,aJ.c_hachrownr:ock. _ 
A favontt IKlk of stone gianrs is to stand nearly motionless, 

blendmg m With the backgrQ.1U1d .. Lbcn mox_c. forward IQ throw 
rocks and surpOSt 1he1r foes. 

Skills: · A llODC g1am ga.uJ.U.iB racial bonu.s..10 !:Luluh«hin 
rocky rernui. 

Stone Giant Elders __ _ 
Somt stont g1.11nts de\·tlop sprcial abilm~ lb.tu: «lVl· 
ronment Th~ g.wiJ tldtn have Cha mm a smm of ar lra51 IS 1 
and sprli.t1ke abi.lmts, which 1hey ust as tOth·lrxcl ~crcn. 
Onct per day they Cil:ulSt slont 1hiipt, !lout It!~ lOd CJ.t.ht~ 
m1mrodrlorttJJdorJr,uumultm..dtol'OC'lr. Ontinrencldm~ 

ctrtr,usuallyoflul1ojtbltvtl 

Stone Giant Society 
Stont giants preftr 10 dwell in dttp caves high oo l'Q.Cky..nQOD· 
swrp1 mounrains. Usually, groups li\"t fairly dose to&ciher (.no 

mort1hanadayStravtlapan) forastnst"ofcQ~pro-

1ccrion. Mos! Hont g1an1 lain ha11t 2d4 ntigbhonng lairs Some 

older ~tone g1an1s choose to..lh'.t.JJUl:ilit~cd.1tatmg and crtar· 

mg anwork. Many of theru .. b:«.<tmc clden aft tr sevtnl dccadts. 

Mose groupsofstoo~by hunt1.na,g11henng,and 

htrd1nimounmn ammalu..w:.h..asshr.cp..or goa1s.. They rradt With 

any othtr nearby commimJties....e¥.C.hall&l.l1i foodsmffs and s1ont 

goodsior do1h. pouccy, and.manufa«u.r_t.d urms. Croups of evil 

giants ofren go niding or txlon tolls from mounmn travelers. 

FROST GIANT 
Fros1 gmW.JITC iusnflably frartd u_brural and wantonly demuc­

tive roiders. 
They look like bttfy, mu~mans wuh snow·wh1re or 

ivory skm. Their h:ur is hght bluc.ouhny yellow, wuh matching 

~yts.. They dress m.slu.ns and pdu~ong wnh any ,tc'wtlry th~y 

owll-l:r:o.st gia~ addcbAirlsb.ms and me1al htlmetsdtc· 

orored wnh horns or fra rhen. 
.A.iuduh male is about 1.5 kn rail and weighs abou1 2,800 

pounds. females art sl1ghily shontr and Lghter, but othtrw1sc 

1denncal wuh males. frost pan rs can 11\'e ro bt 2SO ytu:uzld..._ 

A fros1 &mu's bag usuaUy conmns ld4-. t throwing roc.lu.Jd• 
mundan~and t..b_tgbm's personal weahh Ev«¥-~ 

frosr giam's baa.is.old, worn, diny, and smelly, makin&~­

flcauw of.a..uxxahpble Lll'mS dillkuli 

Combat 
Frtztia.na .. uma.lly .... m.a comb.a1 at a diu;t.llc_c ... rhrowmg rocks 

uo.til they run ou1 of ammuniuon Of rht opponenr doses. thtn 

~_w \\'.Uh. ~It rnormou.s banlraxes. Thr1r thrown rocks 

ha\·ta..fU1it.UlCrc..rJ1tn1of120fttt. 



A favonie s1r:negy 1$ 10 by an_amhu.sh_br..h.idmg.bi.i.m.d..m the 
snow ar 1he rop of an icy or snowy slope. whtte. opponenis will 
havt difficulry reaching them. 

Cold Subtype (Eak Cold immunuy; double 
damagt from fire except on a successful s:ivt. 

Fro!.l Giant Society 
,..£.rost g1ams !we in frigid.,ara1c lands ofg\1-
aers and hta\1' snowfall They make 1heir lairs 
mcrudecastlesorfng,dcavems.TriN.l lead· 
ers call themselves)arls_• Frost g1an1 
groups depend on hunnng and md· 
mg, though tht>y JOmtllmtt 

~~~~.:~t.~"!,:n;n~e- ~!l"t~~!JI 
neighbonng gianlS 

fms1 gunu ofien 
uke capuvts. For 
c.ac.h 1e.n adult gi­
ams m a band or 

Frost Giant 
<:;haracters 

. Manygmupsoffros1g1an1s 

. mdudc cleno w11h acctss to 
any two of rht following do­
mains Chaos. Oes1ruc1ion, 
fa'1I, ind War (mos t 

. choose Oesrrucuon or .,.,,. 
FIRE GIANT 

Fire gtams arc 
bruul. ruthltss, 
and m1huns11c 
Thtyneullbur 
squ H , rescm· 
bhng hugt 
dwar.•ts. 

They ha''" coal·black 
skin, fumwg re.J or baght orange hau:, 
and prognarhous 1aws that rtvul dmy wory or 
)'tUow 1u1h.An adult malt IS 12 feet tall. W a ches11ha1 mus· 
urcs 9 ftt1 around, and weighs abou1 7.000 pounds Ftmales are 

.s.l.i.ghti)' shontr and lighccc. fire gums can lwt robt JSOyearsold 
Fire giams wur s1urd)• doth or leather gannems colorN red, 

orange, ytltow, or black. \"('amors wear helmcis and chammail of 
blacktntds1ul 

A tvpilal firt glanl:S bag contauis td,..1 1hmwmg rocks, 3c1,. 
mundane Jte.ms, a 1wdc.rbox. and ihe giants ptrsonal wnlth. 
faoery1hmg a fln• g1am owns is bauered, dinv, md ofwn singed 
from great hea~ 

Combat 
Fire gums 1hrown rocks have a range mcrrment of 120 fee1. Firt 
pan15 heat 1hc.1r rocks m firts, gcysc.rs, or la\•a pools. so 1ha1 they 
du! ad<lmow.I damage. They favor magic flammg swords m 
me.Ice . when 1hcy can get 1hem They art al)() fond of grabbing 

. smaller opponc.nu and tossing them somewhere \try hot 
Fire Subrypt (EK): Fire immumry, doublt damage from cold 

.-xcep1onasuccessful~ve 

Fire. Giant. S.ocietij 
Fire.gums d1o1-t.U only m hm places. They pttftr volcanic rtglons.or 

areas wlfh hoi spnngs. They livun.ll:dk+ 
orgaruttdmiluarygroups.occup):'..Ll)g_. 
_brgecasdes or C11\'ems. TnNI !ciders 
call themsc.lves •kmgs• and "quttns: 

Fire g1an1s usually engage in ongo­
ing miluary camp.u.gns 10 sub1u­
ga1e tht artas around them and 

often r«tl\'e tnbu1e. from. crea1~ 
livmgntarby. 

~= 
of1~1ikecap-
=-'<>< =h. 

_ten adu.l.Lg.u.ru..s 
w a hand_ or 
cbn, thue...is a 
30'\i. chance 1ha1 

the lair hu 1d2 

c.ucp1 s1onn giants. 
whom they regard as 
equals. Theyarccrtam·e, 
apprecute fme 1hmgs, 

:indarcmastersmtcgisr~wbauk. 
Cloud giants have muscubr humanoid builds and 

handsome, wdl·de.fined fea1ures. Cloud g1ams skm 
ranges m color from milky whi!t nnged wnh blue to 
lJ.ih1 sky blue Thtir hair 1s silvery whueor brass, and 

1hc1r eyes are mdtscenl blut Aduh malrs art abou1 18 ftet 
tall and we~ abou1 S,000 pounds. Females art slight!\" shoner 
and hghttr Cloud g1ams can live_ to be -WO years old 

Cloud gi.ant~ dress 1n rhc fwc_s1 dathIDg a\·a1lablt and wear JtW· 

elry To many, appearance 1ndia1e.s.stauon: The btner cht clothes 
and the finer the JtWdry, the more unponant rhe wentr Thty 
also apprea;iTt music, and m051 can pby one or morr mstrumenrs 
1heharpisafa,·on1e. 

Unlikt most other giant vancue.;:, cloud g1Jn1s lta\·t their U"taS· 

urt m their la irs. Their bagscomam food, td4~t 1hrowmg rocks, 
3J4 mundane uems, a modest amoum of cash lno more_ than 
tod!O coms;. and a musical m~1rumtnl A cloud g1an1S ~CS· 
s'ons are usually well made and mamiamN 

Cpmbat 
Cloud gwm fight m wdl-org.uuztd unm. USL!lg u.rcfull)' de\·c.l· 
oped banlc plans. They prefer 10 fight from a posmon aboo.·e thtir 
oppone.ms. A favonte ucuc Ci tocude 1he cncm)', barraging them 
with rocks while the giants wlfh magical ab1lmt>s assauh them 
wuh spells. A cloud glllnl s thrown rocks ha\'!' a range increment 
of1 .. ofetL.. 



Spell· Like Abili1ies: Cloud gu.nl.5._who lhttl.lcln.cloud.islands 

(Stt below) can use 1he followwg as 1he _spdls_a~1 h)t_a lSLh·ltvel 

sorcerer J.~y-kv1!1Ut Ut-lf plus 2JJQQ_ po~nng 

nusl;l / day-fogrloud. 
Skill!i and Feau: dou.d giants have EHD as 1hougb 1hcy •vtre . 

lngtcrtaiures. 

~ Giant Society 
~The maioriry of cloud gianu dwell on cloud-nn-ered mountain 

pcak.s, ma.ltlng 1hei r l.aus m .. ttu.d.u.a.stles. They lwe in ~ 

icoups but know rht loc:uion Q(i.d.s other groups and band 11>­

tatthcr wuh somt> of 1htse..f.ouc.ldwmiuu. lmdtt. or 1radt>. Abou1 

.10'\ of rht popubuon builds..casilts on. t>nchan1ed cloud islands 

and tends to be isobttd (rQm othtr cloud giams. 

Spell:lilu: Ahi.lities: Onct per day a storm g11m can caJ1bihJ· 

ning as a U1h·levd druid and use rkain hghhng as a 1 S1h·levd sor· 

cern.Tu>1ce;pcul.ayastormg1an1canr11nlrolwfi1llvras1 ~ 

druid and la•ll.ut as. a 2-0lh·level sorcerer. Save DC '' 12 ~ .spdl, 
)tvrl. 

Freedom of Move mentls..u): Storm giams cominuously have 

Jrttdom o( moo,·emen~ the.spell. 
Water 8rea1hing (Eil;..Suum g1an1s can brrathe._unde.rwatt.r 

mdefinuely and can freely use their spell-like 1b1lmes while 

_submerged. 
Skills and fe11s: S1orm giams have EH D as Lh.QU.&h ility. we rt 

brgt crrarurts. Storm giants ignore all "'ci&hi pcnal.uu..fuL&UL 
earned when swunmmg . 

Cloud islands m fant:ulic pbcts with giant-si:mi gardtns o( Storm Giant.5.ociety 
fruu frets. /l.ccordmg IQ.lqe_nd. some g1an1s mint rht ir clouds for Srorm g1anu livt m cast Its buil1 on cloud 15.bn,dJ (01- lQ.on <t\), 

,.smalU:hunk.tof1htRUttSuilvu. ,.moun11inpeaks (7HJ0),orundtrwattr {9HXl}.Thty~ 

G.oiod cloud giants u:adt wnh humanoid communinu for food, !,;ind 1n 1ht imm~11tt v1cm1ry or 1ht1r b!fs. If rhe narunl harvtsl 

~=:=a :~:n~n7i~::~~t:G~ 1:~~d~~ rtla1.:::i'.,;;"' _ __ ll. 's not tnough_~ rhtm. Lb.tr f:;;:e ~~~~a~;,f~!t~ 

gtred. Evil dou.d.giant.s nid commumutS wd \IU'leyuds. They 

10 gc-1 what thty wanr clQ..JlOL kttp_ani· 

Somec1oudgiamgroupsin­
cludt 50f'Cerwor cltncs 

~
ood cltna ha\'t acctss 

w..any two of the follow­
ng domains: Good, 
~Slrt.n.&th.and 

un. Evil cltrics havt 
. acctsS 10 any rwo of rbt 
. fullowmg domams: Death, 
. .Ev1Lan.dTrickery. 

STO RM. GIANT 
S1orm gu.DtS...ue gemlt and redu­
s1vt. Tbty arc usually to ltnnL of 
others but can be very dangerous 
whtnangry. 

S1orm g1an1s resembU'f:ll·forme.d 
humans of tnonnous propcu:· 
tions. lht.y have pa.le, hgh1 
grttn o.L.(nrc.l~.rioltL 
skin. Green·.skinncd.srorm 
g1an~iu.c.n hair 
and glmtnrli tmtnld ey«. Vwltt-sluoned storm g1anrs ha•·e 

deep violtLQl' blue-black hair wi1h.,nh•e_ry_gray or purple- tyes. 

~dults. art abou1 21 (c-e t tall and wtigh about 12,000 pounds. 

;..s1~nu can live- to hc.600 yew old. 
SlQIJll g1an1f garb IS us.ually a shQO. loose tumc behed at the 

wa1S1, sand ah or ~reltct. am! a headband. lhc-y wtar a ftw p1cc:cs 

of simple but fwd)t...Ciafred.Jt..wd.cy, anklt is {favored b)' barcfoo1 

gianu), rings, or cirde:ts beitig.mos1 common. They live qu1e1, rc­
ficc:11\"t i1Vt5 wd sRt-Qd.thClUJlll.C.JDus.ing about 1ht world, com­

posmg and pbying mU5ic, and 1ilJ.m& tbttr land or garhtnng food. 

S1orm g1ants usually cact)'..pmi.cheJ..J.ttac.b.Wo..thcir heirs m· 

sttad of should tr S<Lcks. These hWd a s1mple..munc.al irum1mtnt 

(usually a pan pipe or harp) arul2.d:l ni.unPa.nti1e:llli.....Oth.e:r than 

the iewtlry 1hey wtar, Lhey prcft:r 1o_leavt tbm wealth.in 1ht1r g
1

noan.ganr> ""''"'wm~ "'~lly,.mpl<.W:rwr down· 
~ut wcll.aafrtd and..nwruamed. 

Ston;n giams use wtapons and spell-hkt abiillits ms1tad of hurl­

mg ~ oumu composut longbows ha\"t a nngt mcz:t... 

mtn.t..oilSOfetl. 

..mill[., food .. i= 
..kwng 10..huru....Land­
a,rulau:.d.1Rllin.g s.torm 

gian.li..usualJ.)'_ 11.[C Qn 

good..J.ctlD.1..lW.h..nt.igh- t 

g~~~~!C:~; I 
eratt wnh 1hem fut_mu.1u~ 

(tnse. Aquaric ..storm. gian111 
bavt s1milu rdauonsh.i 
wuh merfolk and bronze.. 
dragons. 

GIANT EAGI E 
Large Magical 8eas1 
Hi1 Dice~4dtl>rl (26 hp) 
lnitia1ive;d (Dcx) 
Speed : 10 (1., Oy 80 fr. (avtngeL 
AC: IS (- 1 Silt, .. ) Dex,•) n11.uralJ._ 
Anacks: ? claws ~1 mtltt, b1tUl.melct 
Oam1.ge;,.Claw..ld6.....t,.b1lt tdatl 
face/Reach; .S fi...by 5.1.r.J.s fi.. 
Spccial Quall ries:Evasion 
SavesJon d..Rt:f tl, Will tJ 
AhWtirs: Str 18. Dex 17, Con 12, Int 10, Wu: 14,Cha 10 

Skills: Knowltdge (oaturt) +?, Lisrtn •S , Sense Moittt.J:B.__ 

Spoc 1u•. Wilde:mess lort .. s 
Feats: Akrmtss 

ClimucOunin;.Ao)' forest. hill, mount a.ins. a.nd plains 
Organi.z.a1ion:..Sol.11:ary,.oriwr.. 
CballengeRatin.g; .J 

.Jtusuu;..Non 
Aligrunen1: Usually otutral good 

dVUlcemt>nl;...S-8 HD (Huge}; 9-cl ? H D (Gargan1uan) 

1 
+ 
+ 



C1an1 eagln art imdligem,_ke_ro-t)'.td bitds Qf_Jl[ey_tlm..5.0me-
11mn assocu1e wi1h good crea1ures. 

They anack ere.arum that appear tbrtaieruna...tlPtciallY. th~ 
imem on nidmg 1he eagles' nes1 for ea.gs or lltdglmgs. which 
fe1ch a handsome price.itunany cw1lutd area.s. Young eagles can.,. 
be fnintd and are pnzed.auerial moums. 

A typical gaant eagle stands abom 
U1i«1 1all, has a wingspan of._up 
to 20 fu1, and resembles LIS 
tmaJJercousmsinnearlye\·ery_ 
wayexceptstze. 

Cunt eagle1 speak C..o.m­
mon and Aunn. 

COMBAT 
A giam nglc 1yp1cally airac.ks 

..from &.&rc.a1 he.igh1, .dlYwg m:th· 
ward u tremendous speed. Whtn it 

t~aa:~n~~s~~~~a~1~ !:°~:r:~~IS 
mgc1'shc.adand.c)'CS. 

A soluary giam eagle is typically hunting 
or patrolling tn tbt vicinny of its ncsr and gtn· 
er.ally ignores crull.l rcs 1har do no1appear1hrn1cn· 
1ng A ma1t'd pair will anack m conccn, making rtix-ut'd 
d1v1ng ur.acks 10 dn~ aw:iy intruders, and wi.ll fight 10 the 

_dca1h to defend 1hcir ncsu or hau::hhngs. 
Skill.ll~ •Giam eagles rttch·c a t:Lra:cial...bom 10 

, Spor chcdu dunng daylight hours. 

1RAINING A GIANT EAGLE 
Training a giant eagle u an aerial moum re:quirn_a 

. .s.uccessful Handle Animal check { DC 2-4 fQLa 

. youngcrea1urt , or DC 29 for an aduh}and that 
lhtcr.e11urebcwi.l.l.mg. 

C 1an1 eagle eggs are wonh 2,500 gp 
apiece OD..Jht... open market, wh1k 
chicks art wonh 4,000 gp each. 
Profesnonal 1niners chara;e 
t.OOOgp to reuortnin a ii.ant 
eagle, and ndmgontr(.quil~ 
an rxoric s.addle A gwu eagle 
can flgh1 whi le carrying a rideL but the rider 
nnno1 Wo auad unless he or..she..s.ucceeds 11 a 
Ride check (Jee Ride, p.Jge Z2 ID the Pfoyrri 
H.indboQIU.__ _ 

Can-yin& Capacity: A light load for a giallt 
ugle 1s up 10 )00 pounds: a mediwn klad. 

+}01-600 poun~; and a heavy load, 60J-900 pounds. 

Large Magical..Bea.s.1 
Hi1 Dice:~IO.-i.1.26.hpJ 
1.nitiuive; tJ (Dex) 
Speed: tOft., fly 70 fr. (avenge} 

GIANT OWi 

AC: IS (-1 siu. d Dex, tJ..n.awral.) 
An acks: 2 claws +7 met«, bi~ 12.mdee 
Damage: Cbw td6..-4, bue 1Astl..._ 
Face/ Reach; 5 fr by 5 ftJS (1. 
Spec;W QuaHties; Supttior low-light vision 
WS~+7....'£i.Jl.U 
Wties: SU:.18, Dex 17, Con 12, Lm 10, Wis 14, Cha 10 

kills;. Kno:w.led&doatw:el +6, Lts1en. • 16 •.. Move Silently t2~ 
Spot t10-

Feau:Ale.rmess 

CUmateliunin:..Any forn1, htll, moun1ains and plains 
Orga.nlzalion:.Sohtary, pair, or company (2-5) 

Chall«l&tllati.ng:3 
Treasure: None. 

,.AJJgnment; Usually neuual a;ood 
dvancem ent; S-8 H.Il.O:iugt);9-12 HD (Carganiuan) 

Giant owl.Lare noctur· 
nal birds of prey, feared 

ana~0~ :~~~~~~~~ 
imcUigtm,and~ 

susp1c1ous, SQfl,l.Clim.ts...USQC.ta1c 
with good CrUl.l.ll:.U...._ 

They amck cra.1.urcs thaup~ 
/ 1hrca1cn1ng. Hpeci..ally those l.lllCDLOn 

r.iiding1heowls'ncs1 forc~­
lings, which fttch a handsome price m 

many civilized areas. Young owls can k 
1raincdanducprixcdasacrialmoun1s. 

A iyp1cal gia.n.L owl staru!s abou1 9 
Cttllllil. hlU.»'Ul.&Span_of up 
1020f«.i.....and.tese.mblcUu 
smallc.r.c,QJ,lii.ru ~tuly 

giam owl auaclu by gl1ding..s.ikndy.Just1 
a few feet above lu prey and plungina; 
,.. ros1rikewhendirecdf._0Verbu 

' A solitary g1an1 owl is -
cally hunring or p,a.11'.Qlling 1n 

1he vic1mty of us neaawigcner-
ally ignores crea1ures thai do ncu.. appear 

1hrtaremng. A mutd p.JLr of gi.a.nt..ow.lunllat1Klr. 
in concen and flghr ro the de.alb 10 defend 1he1r 

nest. Sextnl..&ianr crwlsJome1unn operate 
a.s u:Qmpmy for some specdlc pu~. 

• .iillP.".:t"t,- ...such_as d.nxing away a group of evil 
humanoids.. 

Supn ioc..J,ow-ligh1 Vision (Ex): A 
giant owl CanJee five limes as fu as a 

human canindimUght. 
Skills: Cbm owls receh•e a .. 8 ncial bonus 

ro Listen c hecks. --rhey also receive a ... 

- -""..,;.- rac ial bonus 10 Spot checks 1n dusk and 
darkness; whe.n m fl1gh1, 1hey gain a +8 

bonus 10 .\io\•e Silenily chec 

TRAINING A GIANT OWL 
Tnilll.Ili a g1uu.. owLa.s...an. a.coal .mount requires a successful 
Handle Aru..mal check (QC 24 for a young creature, or DC 29 for 
an.aduJ1) andUm1hecrea1urebc..willmg. 

C1am owl eggs ue wonh 2,500 gp apiece on the opeo matlr.e1, 
while ch1tks are wonh 4,000 gp each. Professional 1nine:r:s..chatae 
1,000 gp to rear or train a giam owl. and nding one requi.te.i..a.n... 

~~:';'casai!~~~~:1:r~eh~;:~~es~::::;:a~ ~=j 
.{see lllik...Nel.l..rn the f1.a)Y1'1 Handbook).. 

Ca[l")'in& Capacity...Alightloadior..a a;ianLmtl.is.up~ 
pounds, a medLumJoad, JOt-'00 poumb~and..a heavy load, 
6.0.C.iQ!lpcnmds,._ 



GIBBERING MO!!THER 
Medium·Si:u : Ahern.don 
Wt Oict>:4d8..+(22hp}_ 
lnhialiYe: H (Daj 

Speed: tOft.,swi.m..lOfi 
AC: 19 ( .. 1 Dex, .. s rurural} 

uaclu: 6 b 11H +-4 mcltt 
Damage: Bnc I 

J ac.e/Reac.h: .5 f1. by S f1J5 ~ 
Spccial Artacks: Cibbenng. spmk...improv«I gnb, blood drain, 

_engulf, ground mampulauon_ 
pccial Qualities: Amoqilious 

Saves: Fort •2, R,ef.,.2, W1il.:ts 

Abili1ics: Str 10,Jlcx U,Con 12, In1 4, Wi!J 13.Cha 13 

Skills:l.is1cn .. s,Spo1 t12. 
cau:...Wt.apon .. finesse.thl1tl-

Orgam:r..:mon Sali1ary 

roJll.tt..and..dr:u.n..hlood for 1d4 rounds afitr such an mack_ 

A crututt. whose Conmrunon is reduced too is killed and al>-
5.Q[~~tht mouther, which gains 1 hn pom1 and adds anotbu...+ 
mouLh and palLof eyes toils body. 

Engulf (Ex): A._ g1bhe.rin.g_mouther can try to tngulf a 

ted1um ·s1~e oumallu QpP!()ru'.nl grabbed by 1hrtt or mort 
,mou1hs. The opponeru...mu.s.uuccttd ai a Rtflcx sne (DC 14}or 

fall aruLhc_engulfed On che nexUQu.nd, 1ht 

~~ mo_uLhH makes twelve bite attacks instead 

~td;I-~-:;~ of SIX '~:us~!~~~ 
~ turt...cannQunad...ihe.., 

f 
C.lim:uc/fcrra.i.n.:.Any land aqw11c, and underground 

Chalkngc Ratiog..5 ~·•••iii Tttasure: Nome Jll4 
Alignmen1: Usually nemral 
Advancement: S- 12 H 0 (Large) 

A g1bbenng mouther is a horrible cccuurc. 

~
ngly dnwn from a lunaricS n1ghunarcs. 
ugh.noic11il, 11rhll's1.Saf1ubodilyfl.wd£... 

seems 10 prefer rhe blood of in­

tJeJ.h&em c:ua1w:cs. 
II 1s d1fficuh 10 descnbe 1hc 

,mourhcr Whtie its body has 1hc 
form and flwd motion of an am~ba, 
lls s111:fa.c.e has the color (bur nor 1hc consis1e.ncy) ofhum:in flt'Sh. 
Cownlesu,yes and toothy momhs con.s:wul)'...foan :i.ruld.i.sippcar 

all O\'tr ilic: creature, of1en rerreaung rn.ro tts body eym as 1hey 

btcomeapparcnz. Some11mts theu aa:angcmtnU~e. 

but JUSI as of1en rhey have no rd:uionshtp to one anothu.. 

tht~~b~~~:a~~:~~nc: spell Common. bur stldom..sa.y_anyJ 

COMBAT 
Cibbmng mouihw auack by shootlng om strings of protopbs· 

mic flesh..each mding in one or.more.eyes and a mou1h that buts 

al the enero)!...A moutbtr can St.nd out a rot al of sui: such members 

m any_murul__ 
Cibbering (Su); /\5 500n as a mouthuspou_somerhmg edible, 

it.begins a corur.in1 g1bbenng as a fru.action..All creatures (or her 

fhan mouthers) wi1hin a 60-foot sprtad must succ«d at a Will 

tsa\:t..(DC l l ) or be afft.cw! as though. by a confirnon spc_U for Id:? 

µounds. TlUJ LS a soruc. llllltd·illecung compulsion efftt1. Oppo­

ntntS who successfully_,s.aye. cannot be afftt1ed by 1ht samt g1b­

benng momheis gibbw.ngiar..ont: Wy. 
Spitlle (Ex}: Au.ht sta.n oi.txuy comba1, and tvtry 2 rounds 

1hereaf1er, a g.ibbenng.mow.hu..loosts a stream of spmle. This 1g· 

mt ts on contact wuh 1he air, auung a bhndmg fl.ash of hgh1. All 

s1gh1td creuurcs Wl thm-601ut..musuucettd_au ... f'on11udt uvc 

(DC ll) or be blinded for !dJ.munds. 
l.mproved Crab (EI.): Tu.....usc......this_ ahil..iJy. thc...gihbering 

mouther mus1 b u Wlth a bite anack. 
-8lood Ocain (Ex): On a St.Cond successful grapple cbtck 

~td=~:aa~~a~':"'ns~~~~~~~~1~~':C 
, tcmpoucy Consutuliorufamagt each round. A mouth can..bt. 
ripped off (dealing l poim of damage) wuh a successful 

Srrcngi.h_c.hu.k (DC 11.) or sevtred by a normal anack 1ha1 deals..­

at lea.st.2poi.nls of damagt (AC 18). A sevtrtd mouth conunuts 

i 
mou1htr from widiin.Jht prtviously artachtd moulhs:...are ~ 

free roatuckorhers. 
Ground Manipulation (Su): Ac will . .u a sraodud....aaiO.D..-a 

gibbtn ng mou1htr can cau~ St Ont and tanh wnh111 .5f«:Lofh to 

bec:omt a morass akin 10 qwcksand. Sof1tnrnge~ 1ht 

l1kt takts I round, while s1ont rakts 2 rounds. A.nyont ocher than 

the mou1hcr in thar area musu__:1k.e._.a_mQY_~wvaltnr action 10 

a\•o id btcoming mired (lruLas be.mg pLru1cd). 
Amorphous (Elr:): A.gihbw.o.im0:utbt[ IS no1 subitct ro cn1i· 

cal hill.JI has nodtar~_JQJ.U:-aimoi bt flanked. 

Skills: Thanks 10 Lheu •. mulupk eyes, gibbering mouthers rc­

ceiYe u4 racial bonus.to SPQ! checks........ 

Large Btas1 
ffi1 Diet: 7d !O+ l 4 (S2 hp) 
lnir.ia1ivt: +J (Dtx) 
Spttd: 40 fr., chmb 40 ft. 

GIRA! I ON 

AC: l 6..(-:1 sl24l"l.lla. r4 mrunb 
Anack.s: i claws.:i:.1.2 me.lee..hitL...tl'Jndte 
Damage: Cbw !dhS, lu.lt td8-t'l 
Fact/.Rea.ch:.i.£1. by 5 ft./10 ft­
Sptt.ial Anacks: Rtnd 2d4-..l 2 
Sptc.ial Qµali1ies; Scent --+ 
Saves: fort t7, Rd' r8, Will tl 
Abilities:..Sll..26. UexJ.Z,Con 14. lni J, W1s 12,Cha..L 

Skills: Chmb tl.6 ..... \iO\'t SJtndy •8, Spo1 •7 

Climatt/Iurain:. Warm fureit..moW1wns. and.undttground--f 

Organization: Sol.iury or company (.5-Sl 
C!Wkng<J<> . 
'IJ:e.asu.re~None 

~eru;.L\lways chaonc t\-il. 
Advanct.mt.nt:_8=10 H D rL.argeJ; lt- 21 HO (Hugt 



Cir.allons arc sa\1;1gt cousins of thc...~)'....arc...aggrwi\·e, 
blood1h1rsry, highly 1tm1onal. and 
mcred1blysm:mg 
Th~ crraiurcs looUcry much 

hke albino gonlhu at.fus.t gbnct, 
bur e11tn a casualabs:e.c.\'.cr. will 
note 1ht1r four arms. Adu11t..of 
ho.lh sexts 
are about 

.tiee1 iall, 
broad· 
c.hc.sird, 
azid COii• 

tttdin1h1ck. 
purcwhlftfur. 
Whtn moving 

. on thc...ground, 1hey 

. walk on tbrir legs and 

t=.~:s.. I~~ ah:;r 

long,r1ppingclaw.s.. 

COMBAT 
C1r.aUons auxk any1hmg 1ha1 
en1trs 1heir terruory, even 
othtrs of 1 h~r kmd Their 

..senulrss btll1gtrtnct 1s 1hr 
,.one. c.hmcter1s11c 1hat 
keeps their numbers 1n 

.chtek.S1ill.1he.crea-
1urrs show some 

.cunning. 
A soli1ary girallon 

usually concnls itsclfm the 
branc.hcs_gf a Utt or under a pile of 
ltavts and brush, wi1h only ns nOSt showing. When ll spolS or 
sctrus Pit):. ..u__charges ro 1ht amtck. IM gu:alUui.pds_u.p_ 
prty 1ha1 is small rnough 10 carry and wnhdnws, often_ 
\1;101shmg in10 1ht lrtt'S before the \llcumli comparuons 
can do anything to rt1aha1r. Agamst luger fors, tht 
g1r.allon steks 10 teu a sm.glc: opponenr ro bus as quic.kly 
asncan 

Rend (Ex): A ginllon that hi.lS wnh boch claw at· 

1acks latcht.S onto_ tht opponen1's_body and 1urs rhe 
flrsh. This mack u nomatiCllUy dnls an :1.ddi1ional 
2d·h U.poim.s_oLb.moige. 

td,ium-Siu Humanoid (Cnoll.l 
llit.DkC": 2d8•2 (11 hpL 
lnl1ia1ivC":•O 
Sperd: :w ft (sa.iun:ull. iwc-1Qft. 
AC: 17 ( +1 nm1ral._H..scalC",t.2..Wgtsh1tld) 
Auacks: Banluxr t..l.m~rbow ti ranged 
DamagC": Bmlnxr td8t2;orshonbow ld6 
facC"/Rtach: 5 ft by 5 ~ 
Spr<=ial Quali1iu: Dukvbion.fill ft... 
Sa11es: Fon .4, Ref +O, Will 
Abil i1irs:S1r l5, Dt-x LO .. Con U,lot8, Wis 11,Cha 
SJtllls: l.i.nmd,Spot t.i. 
C"au~·u.Al.Uck 

Clima1c/Iunin: Ic~tt or w:u:m..h.ad and underground 
Organiution; Sohtary, pm, gang (2- 51, l»nd (10-ICIOplus 50'\i 

noncomb.a.tuus plus.1 Jr:d-lt11tl strgeani per 20 adubs and l 
lead« of 4th- 6th lt11r!/,or 1nbe (20-200 plus I Jr:d-lt11el str-

gta.n.Lpcr.20.adults, tor 2 hru1tnanuof 41h or Srb lt\·d....1 
Jtadu..of 61h-8th lt\•tl, and 6-10 dire lions: undtrground 

Wrulso ha\·c l-J trolls) 
Challenge Rating: I 
Treas ure: Standard 
Alignmcol: Us.ually chaonc tvil 
Ad111ncemcnt;__By char.1c1er cbss 

Cnolls art hycna-hraded, r111l humanoids 1ha1wander10 
loosr rri~ 1 
A gnoll Stands 7 1/ 2 ftt1 1all, wnh grt.crus.b.-gray s1un, a 

furry body, and a bud likt a hytrui's. Wllh a..u::d.di.s.h.gray--10.., 
dmy yrllow mant. h is a nocturnal cun111ou .. pufcmng_1md· 

ligtn1 cruruttS for food becaUs.! thty SCl.tllll.JJlQ[t. G.i:v:ill.s..w: 
ro1hin.k_w1Lblhe1rs1omachs,andanyalLa.c~ 

ally w11h bugbtars, hobgoblins. ogres, ores. or trolls). aftfn.fall 
apm whtn the gnolls get hungry They dis Ii kt giants_and.mos1 
01htr humanoids, and they disdain manual labor. They do no1 
likt brightli.ght...hu111causcsnoharmtothem. 

COMBAT 
Cnolls hkt 10 attack whm ihcy have.the acl\!a.nuge oi..own­

bers, usin& bor:dt tacticund tbt.1rgrra1 suengtb to O'.'Lt.rwhdm 
and knock down their opponcms. They.J.b.a:w.Jiulc,..di.s:aphne 

when fighnng unless thty ha11e a strong leada._n which tunes 
thcyca.nma1mamr.anksandflgh1asaUD.Lt...~..noLUSU­
ally prepa.rt traps. rhey do use ambushes and...1..cyJQ..andli:om. a ~ 

Jbnktng or reu pQSuion. Btcaust of ns armou.1111.sludd...a_&nclil+ 
Hidt scorr IS -6, which mtans gnolls alwa)'1 1akc..spu:i.alcare.to1 

serk favor.able cOllditwns when laying ambusheUsuch :w1a.ck:.1 
"""'"' ' ness, he:iyy co.vcr. 04 

somtotht.rform._of..+ 
concealmt.ru.J.....f 



Cnolls are rul~ by the s1rongcs1 mcmbtc of ilit &fOUP. who u~ 

fear, m11m1d;mon, and sntng1h to rtawn Ul power. U:a ch.itfmn 
is lull«!, 1hi: monger mcmbtrs of the mbt fight 10 be. 1ht new 

ch1rf1a1n; if ihtsc combats. 1akt 100 Ions or srv· 
er.al comb;mnlS die. thi:.tnhc. may brrak up an10 
a numbtr of packs th.ai go their si:p;ar.ue ways. 

t::1u:nb::t~~11:h~0~~~~;ri~~~t moon, bur 

Ji bmd or mbt mdudes HJDao)!.Doncom· 
b.uuu young as 1htll' all' adults.. Cnoll Lurs 

. au..Wnillrd surfacr enc.unp:m.tnll o~der· 
ground complexrs. Cnolls la.kt sbvts, and 
any lair will havt one slavt. for C\'cry ten 
adults, if no1 mQrc. Slu·c:s arc usually 
humans. ores, or hobgobUns and suffer a 

Jugh_a.ttnuon me bcQusc._oltht gnollf 
. appcUIH. 

-~ .speak_ Gooll and somcumcs 
: CobUn or Ore. 

Tht1r spccial~n is tht demon 
lord Yttnoghu, who looks like a goiunt 
gnoll .li.iosi gnolls scn·t and rrvert 
Yttnoghu rarhcr rhan worshiping a 
dti1y. 

yNOLL CHARACTERS 
~polls. f.a)'Drtd class 15 rangtr, gnolL 
~ ludtrsarrusu:illyrangrrsCnoUdtric.J 

1usually worship Erythnul, driry of 
t5laughter 

GNOME 
S.roall.Hw:nanoid (Gnome) 
Hi1 Dice; ld8+1 (Shp) 
l.nit.iati ~·e;. tO 
Speed: 20 ft, 
AC: 16 (t I s12e, .. '4 cha1n shin, r l 

small shield) 
Anac:ks: Short ~'Ord .~clet; or light Cl'OSS· 
bow+2nng~ 

Dama~: Shon sword ld6-t,orhgh1cl'OSSbow 
Ids 

Face/Re:1ch: j ft. by 5 f1J S f1 , 
Special Anaclu:.Coome 1ra115..SRdh 
Special Quali1ies: Gnome 1ra11s, spell. wuh 

ani.mals: 
Saves: Fon .. ;, Ref .. o, Will .. o 

j.}o..bjljrin:Str8, Dex 10,Coo 12, IJILll, Wts 11,Cha 11 
Skills: ltsten ..... SpoLt2 
Fears: Wupon focl.IS (S bQ{t jY.'Ord) 

Climaic(Terrai.n:.Any foll'sl..hJJ, and undtrground 
Organiut ion.; Company U-ilJQwad U 1- 20 plus I ltadtr of 

3rd-6eh ltvcl and 2 Jrd-lt\•d UeutenamsJ, or band (30-SO plus 

1 Jrd·level si:rgeam pa.20..arhilisJ..SUtit.vclhwmums. J 

7th-levtl capmns, and 2- S d1«..bi$lgers) 
Challcngt Raring: 1/ 2 o.r t (1>,o;r(nchlwJ 
Trcasurc:S1andard 
Alignment: U5.w.lly neutral good 

dnnt"eromc.. B.y charaoc.i:: t"las5. 

Gnrunti. uc. inve1eme CJ;plorers, tric.kstm, and inventors. They 

havt a Wck for both illus1on and akhtmy. 
CQQW..t.S Hand J 10 J 1. 2 fet1 1all and Y.'t1gh 4-0 10 •s pouo~ 

The1t.skin color ranges from duk tan 10 woody brown, 1hi:1r hair 

15 fai.r. and thciLc.y'-5 un be any shade of blue Gnome. malef 

preftr shon, cartfully tnmm~ bends. CnomtS generally wear 

luthu Q{ unh.tonts. though they dtcoratt> 1ht1r clo1hts \rizlun.: 
nica.1e smchmgor finc.1ewelry. Gnomes ri:ach ;xluhhood a1 abou 
age '40, and they livt aboutJi.O.yt.ars, 1hough some can livt almost 

.,SOOyt>ars. 
Gnomts art> anqu1511i\·c...~y kwt 10 lnm by personal txpen· 

tnce. A1 1imcs. thq'l'..'-..t\'tn rtckless. Their cunosny makes 
them skilled enginters, as 1hey art always 

rrymg ntw wa):S_ lO buJd thi.ng~ 
Somtt1mes a gnome pulls a 
prank JUSI 10..stt hmY 1hc 
people involved will rtac1. 

Cnom.cup.tak. thl'.u QWn 

languagc.......Cnomt.. .Mos.r. 
gnomes who uwd out­
side gnome l.a.rul.L .. i as 
traders, tinkers, or ad· 
Vl'nfurtrs) know Com· 
mon,wh1lewarriors in 
grmm.e scnlemc.nts 

u..s:iu.lly learn Cobhn or 
Kobold. 
MQSLgnomes. c.ncoun­

rtred Q1,11.sidc thcir homt are 
war.tiw:s;..the. infm:maruuun 
tht su1J.S.w:s.h.lixLisJor one 
of 1sLkxcl.1Stt.mc.Jj i.n. 

the Du !l.c,(O..; MAST£0 Cuult for mort 
aho.utthewarriordass.) 

COMBAT 
Gnomes prefer m1sd1rccuon and dtCCJ>' 

11on ovtr dirtcl confrontauon.. They 
would rathtr bcfuddlc_ClLC.IIlhar­

rass fots (o1her 1hao &Q.bh.no1ds 
or kobold.s] than .lull lhcm 
Gnomes makt huvy ust of 1llu­
llQl\ magic and cartfully pre­

partd ambushts and 1raps 
wbcneyer 1hty can. 

Spclll:.. Gnomes wuh lnirlli· 
gtJl«:..SCQrtS of 10 or hightr may 
cast d1111C1.11& l1gl1h, ghosl 1a11ttd, and 
rm11J1g1li1l1ott, each once per day as 
a lst-ltvel wiurd {spell failure 
pcnal11ts for annor apply ). 

Spt11lt w1lh A1um11/1 (Sp): 
Qnce per day a gnome can use 

JptDk Ll'!lh ammalsas a \s1·lcvtl.dnti.d to communicate with a bur­

rowing mammal (~dgcr, fox. rabhu ... el,C.). 
Gnome Trails (f1:); Gnomt5 btneflt from a number of racial 

frai~ 

• Smiill: Cnomcsgama:tl siubonus 10ACandanack rolls and a 

1:-t ..uu hon.us to Hide chtcks, but th ty mun use S!Xlalltr 
wtapons 1han humans ust, and 1ht1r lif1ing and carrying hmus 

art thrcc·quantrs of those of Med1um·siie c!l'atur«. 
• Low·hght Vis ion. Gnon:its can sec 1W1Ce u far as a hl.UIJ.Ul...in 

smh&ht. moonhglu, 1orchhgh1, and sim1lar condluQJU..~ 

1llu.1:1:11nation. 1 
• •2.miallto.WlUP saving throws apmst illtUIQ.lll.. 

: :!~t~1;,::~g~sap1nsU®olds.arulioJiliruU~ 
Skills; Gru:iJUCS rtttive a t2 racial bonu.sJQ lls1tn checks, 

foc..t.h.l'l( kttn hearing. and ro Alchemy checks. because 1heir 

,.S.c.nilW't nosc.s allow thrm 10 tn.Qnuor alchtm1cal proctsses by 

smell. 



GNOME SOCIETY 
Gnomes ge1 along wdl wirh dwarves, who sharubc:iLlove of pre­

cious 1hings, 1heir curiosiry abom ~icaldey1.Ces,;ru! rheir 

hand of goblins and gi.anrs. l°My enJOY the company ofhalflings. 
espKially 1host who art wygomg c.nough 10 pu1 up wuh pranks 

and jtsu. Mos1 gnQmtUJ'.U liule suspicious of 1ht 1aUer races­

~~:~"~.,J:~~~;alf- tlves, an,d half-orcs- bm 1hey arc rarely hos· t 

Cnomts make their horn ts m hilly, wooded lands. They live un· 

dcqround bur gri more frdh uuban_dwar ... es, CnJOYmg th~4 
uaL l.LV1ng world on rhe surfacc._whwever 1hey can. Thr1r home-s 
uc: :«t.ll hidden, borh by ck\'.tt CQDStDICUOn and 1llus1ons. Those 

who come 10 v1sil and a(e 'olltkome ate ushered imo 1he bnghr, 

wann burrows. Thost who are not welcome never find 1hc bur­

rows m the fim place. 
The chief gnome god 15...Carl Chm:rgold, 1h .. Warchful Protec· 

. 1or Uil.clc:na teach thatJllO.lnts art ro chensh and suppon 1heir 

, com.u:uuuues. Pranks, for tx:amplr, art 5ttn as ways ro hghrcn . 

t splrituru.I wkccp_anomrs humble, not ways for pr.inks1trs 'o..ukt 
r umphovrr1hosr1hry 1rick. 

SU BRACES 
Thr mformauon abovt is for rock gnomts. rht m~t common va­

nc1y Thert art IWO 01htr major gnome subnets, which differ 

from rock gnomes u follows. 

S)lirfneblin 
.,Also called d«p gnomes. sv1rfnrb~d m_dwrll m grtal 

. c111cs dttp underground They k«p the !QCauon of these cmtt 

. .s«rec 10 protea rhem from rhe1r deadly (Oti: drow,..luo·1oa., and 

mindflaytrs. 
SYirfncblin ha\•e wiry, gnarled physiqucs..Ihcir.s.kio is rock· 

colored, usually medium brown 10 browni.s.h..&n1Y· and Umr cyrs 

arr gray. Mairs are bald; frma les ha\°C' Slnn&f..iflY hau.Ihr avtr· 

a&c svicfneblin lifespan is 250 yew. Ihc.y speak_ C.nomt, 

Cornmoo. Ttrn.n, and Undtrcommon. Mos1 also speak tht Ian· 

guagc_ o(drow or kuo-101. 

The 1yp1eal abiliry scorrs for a svirfnrblm arr Srr 8, Dcx-U..Con 

tO. lmlO,W1s12,Cha6. 
Spdl-Like AbiJi1ie5: Sv1rfnrblm have no sprc1al slull wnh..i:tr 

tt$iStance 10 1llus1ons, bw they can use Mmdnrn, blur, and ch<ingt 
stlf rach oner prr cby. These abW.uc-s att as 1hr sprlls cast by a 

wrzard of thr SVJrfoebJm•s chnacur le\ll'l (s,;vr OC 10 ~ sprU lrvtl ). 

Nondertclio n (Su)~ Svir&ic.blw b.avr a continuous nondt1e<:· 

uonabiliryasthcsprll. 
Svirfuc.b_lill Trails (&): Thtlc.. arc...J.D. addmon ro the basic 

gnomt rn.1 rs, rxcrpt wherr no1rd hett. 
• S1onecunning Likr dwarves, sv.ir.fuc_b.4o.rtce1ve a • 2 r.icial 

bonus ro checks 10 no11cc unurnaU1onework. Something th.u 

~ isn't s1onc bur rha1 15 <lli:gu1sed a~ stone also coun1s as unusual 

stonework A d«p griC!me who me.rely comes wi1hm 1 of~ 1 of 

unusual s1onewockcan IJllke a check as rhough ac1i\•tly search· 

1ng and can 1'Se: the. St-ucb sLll to flnd s1oneworif. 1r.ips as a 

rogut can. A ivid'.nt.blm un also intuit dep1h, sensmg 1he 

approxuuue dis1mce. u.ndugmu.nd as narnr.illy as a human can 

sensewh1chwayisup. 
• Oarkvislonupco 120f«t._ 
• Spdl rrsmance of 11 -+ chara1:1ex ltvel 

• . 2raculbonusroallsavul£thmwi...._ 
• tt dodge bonus agunsi_;all cu:uuru {no specU.l bQnus.agains1 

giants). 

tw-~=~~~~1~~~e~r~d2-a~~~;;~~:~~dc.chtcks, 
FPrest Gnomes 

Shy .arultluru·e, fores1 gnomes shun contact wuh 01her rK'-5.+ 

uccpl w.hrn d 1rr emrrgenc1es threaten 1hr1r ~loved forrst.. 

;~%ef,C1j1'~rh:~~~.~~·~~:k.;!1;~d~;~;;::~ :~~~~~~~ 
and blue_. brown. or green ryrs. A very long·livrd proplt...~ 

ha\'C.an a\'eragc_hle_ ape<:1ancy of SOO ytars. 

In addnion ro Cnomr...furutpomn speak Elf, Syl\<;an, aru.I a 

_.simple language- 1ha1 c.nahk.s 1he.m to communica1e on a \ll'ry 

bas1clcvelwu hforc_s1.a.nittWs. 
Forrs1 Gnomr Tnits_/,Ei): These are in addinon 10 the baSlC 

gnome rr.ius, except whc.re no1ed herr 
• Forn1gnomesha\'t:.themna1rabil1ryro/:'Jil.li_U'.lllwut~ 

spell~ 
• -.-1 racial bonus 10 auack roll.s againn kobolds,gobli.omds._oro. 

andreprilianhumano1ds. 
Skilli: forest gnomes recel\le a -.- '4 r.ici.alb!mus.1o_lllile c.hc.d:.s, 

wh1ch.improv~ 10 t8 in a woodtd atta ~ 

(iNOME CHARACTERS 
.J'i. gnome's favored class is illusionist Mos1 gnomr leaders are 11· 
t lusionists or 11lus1onwi.rogues. 

Small Humano id (CoblinoidJ 
Hi1Dice: ld8 !.i.hp) 
lnitiativr: + l (Dex) 
Speed: JOf1. 

GOBllN 

AC: 15 (· • SLU, • I Dex, -+Js111ddW leached 

,Jt.nacks: MorniJi&s_1u t 1 mtlrr; or javrlu:u.l.ran&cd. 

Damage: Morninis1ar td8- I ; or Javelin ld6-L 

Face/Reach: S f1. h¥..ibJS fr 

1 

t­
~ 
1 

Special Q_uaUries: Darkvis1on £0 fr 
Saves: For1 +2, Ref +t, WUI ~ o 
Abi.liries: S1r8, Ot.lll3,Con II , Int 10, Wis II.Cha 8_ 

Skills: J lide •6, lis1tn -tl, Mo.,.t S1len1ly tt, Spot • 3 
Ftau :Alcnness 

1 
Climate/Tel"Tillin: Temprme and warm land and.wi~u.nd 

Organiz aiion: Gang (4-9), band (10-100 plus 100'\ noncomba1-

anis plus I Jrd-lrvrl sergc_am pc.t..20 ad_WJ.und I lrader of 

41h-£1h levt!J, 1>.•~rband.U0-2i wnh worg moums), or rrik 

(41>-400 plus I Jrd-Jc._.,.cl.sugUAJ per 20 adults, I or 2 heu­

ll'na.DJS of '41h or srh kvd..l.luder o£.6rh- 81h le\·el, 10-24 

worgs. and 2--4 dire wQ!.v_csJ 
ChalleQ&e Raring: !/ i 
Treasurt:Standard 
Alignme_n1: Usually neurral evil 
Advancemen1: By character class 

Gobi ms are small humanoids rha1 IJ\.UIY consider lmle more 1han 

a nuisanct. Howrvtr, if they art. Wlc.b«ktd, rhrir great num~rs, 

r.ipid reproducrion, and evil disP.Q1i1ions enable them to O\lerrun 

anddespoilciviliz,c.Ja~as. 
Gohlio5 have !lu.fac~ bro.iid JI05'l's..pom1rd tars, wide mourhs, 

and small, slurp fanss- Uieir fortheads slopr back, and their ryes 

arc. U.$1ally dull and glazed, \'IQ'LDi m color from red co rellow. 

Thry walk uprigh1, bu1 1hr1r arms hang down almos1 10 1he1r 

knees. Goblu.).S' skin color ranges from yellow rhrou~ade 

of or.inge ro a deep red; usually all memkrs of a single u:ibc.att 
about th.c.s.mu: color. They wear cloihmgof dark le~-f 
1oward d~b. SQJcdJookmg colol""S. _ 

CobliM..spc.ak Goblm, 1hosr wnh lmrll.igt.ncc.~ 

abo\·c..also.ipukComnwt. J_ 
~ los1 goblins em:;ounrcred ours1dc rheir..hom6 arc._ wamor:s; 

iliu.nfurm.uumm ~:uis_tics block is fC!LJlnCJ)f 1s1 ltvrL (See 

pa.icJ9 IJl che Du:.:c.i:o' ,\fAfru '1 Cudr for morr about 1ht wamor 

.dw.L 



~mg bullied by bigger, stronger cru1urcs has 
uught goblins 10 txplo1t what ftw ad\'llllagtl they 
have- shttr numbers and mahc1ous__ingtnw1y, 
Tht Concept of a fall figh.1 IS mearung.lt'SS In 

1hc1r soc1c1y. They fuoLambus hcs, 011cr­
whtlmmg odds, dmy tric.ks, and any otht.r 

r~tOt~~~SC~::::IS~r gr.isp of .$!fl t· 

q).'.and arc cowardly by nanu:c..i.crul: 
lll.i 10 fltt rhe fltld 1f a banle wms 

, agairul them. Wuh propcr.£lpt.c:. 
vision. 1hough, 1hey can_implt­
mtm reasonably complex plans, 
and in such circ.umsta.ncu 
1htir numbcn can bt a..dudly 

,.adv.irua.gc. 
Skilli;. Goblins pm a tt 

c~~~~~~~~:7:i 
(moumed on 1>.~ pin a 
+6 bonus 10 Ridtchccks and 
1he Mounrtd Combai fu1 
(neuherof rhesc btneflt.S1sm­
cludrdm1hes1au.mcsblock). 

Fles h 
Large Cons1ruc1 

Hh Dicc: 9d l0 (49hp) 
lni1in ivc; - I (Dex) 

Sptt& JOf1.(can'1runJ 
AC: 18 (- 1 size, - I Dex, +10 na!unlJ 

~1raclu; 2slams.iOmelre 
,.Damage: Shm2d8+5 
.Face/Reach: 5 ft by 5 f1./1ori. 

p«.ia1 Attacks: ~rserk 

Sp«ia1Qualit ies: Consrruc1, m;qµc immumry, 
damage reducuon 15/ +1 

Sa11es: Fort t3.Rc(+2,Will+3 
Abili t ies: Str2l, Dcx9,Con-, 

ln1-,W1Sl1,Chat 

Climate/Ternin: Any bod and underground 
O rganiu.1io n: Sohmyorgang (2- 4) 
ChaUtnge Rating: 7 
Treasure; None 
Al.ignmcn1: Alwaysneurr.11 
Advancemcn1: ID-18 HO (large 1~ 19-27 HO (Huge) 

by rughuOJakt. what they can They are not abovt wayla).'.irig 

tra11c:lcrs on the road or m foresrs and smpping 1htm of all po.s· 
stnwns~up_.10..and including 1ht clo1hrs on 1heir bac~ 
lins .somtumu capwre sla\•ts 10 perform hard hbor 1hc 

tribes lair or camp_ 
Thesccrratu~trtvcrthtycan.fromdankcavrs 

10 dismal ruinsJod.thur bin att always smelly and filthy 
dut 1o :m ut~imion. Gobhnsof1t.osc1tlr near 
civilized artas 10 u1d for food, h\·cs1ock. tools. wrapans, 

and suppltcs. Once a mbt hu..dtspo.Jed a .k:to1t....u. 
simply packs up and moves on to lhutxt con\"(11-

1eot ue;i, Hobgoblins and bugbua._u~ 
u mes found in the company ofiQhltn_.iribH, 

usuallyasbullyingleaders..Somc.iohlint.rihn 
form alliances wuh ..l\mgs._w.luclw:ucy 

Clay 
Large Co nst rue! 
11d 10 (6-0hp) 
- HDexJ 
2o1L (can'1 run) 
21(-1 s1ic, - I Dex, +H natur.il l 

2 sbms · •• melre. 
Sbm2d 10+7 
5ft by5f1J 1o(L 
~rserk, wound 
Cons1ruc1, magac ammunny, damage 
reducuon 20/t I, unmune ro piercing 
and sWhmg, ha5fe 
Fort•3,Refr2,W111+3 
Su 25, Dex9,Con-. 
Im-, \l11s 11, Cha I 

My land and underground 
Solnaryor gang (2--tL 
10 
Nont 
/Llwaysntutr.11 
ll-18 H O tlargeJ~.19-J3 11 0 tHugt) 

1hcm mro combu. 
Goblin bands uuLwbcs 
have noncombaran1 young 
equal m number to the 
adults . 

.I1u- chief go.bh.n 
deuy..J..S.-Maglubj)'eJ, 
who urges .hLS W(lr­

.shlPf..D-J.JL.Llpand 

..lhe.u_numhcu and 
_o=><bclm "'= 

Slone 
.Large Co nstrue! 
14<l10 (77hp) 
- 1 (Dex) 
20fL (can'1run) 
26 (- I SU.C, - I Dex,• l8na1ur.1l) 
lslams+18melee 
Slam2d 1G+9 
SfLby5f!j lOft 
SI~ 
Construe!, magic 1mmunHy, 
damage ttducuonl0/ +2 

Forr+4,Rtf+J,Willtt 
Su 29, Dex 9, Con-, 
lnt-,Wisll , Cha l 

Ariybnd 
Solirary or gang (2-4) 
I I 
None 
Alwaysneu1r.1I 
15-21 HDllargtj; 22-42 (l::luge1 



H lr Dice: 
lnil l;U ive; 
Sp«d: 
AC: 
A11ack1: 

r;2::i::~ch; 
SpeciaJAuacks: 
Spcda! Qualirics: 

Saves: 
Abili ries: 

Iron 
Urge Con s rruct 
18'h0 (99hp) 
--L(Dcx) 
2Qft..(can'1run) 

.JO.J.:J.s.izc, - 1 Dex, t22n:uural) 
2sl.amst2Jmdcc 
Shun..2dlil-t11 
5ft.by5f1J 1of1. 
Breathwc.apon.._ 
Comuuca.. magi.c immunuy, damage 
red~.oistvulncrabtliry 

Fott_t-6.-RJ •S. WLll •6 
Sir Jl. Dex 9, Con-, 
ln1-,W1.Sl l ,Chat 

ClimatC'/Turain; .Any.Jand 
O rganh:ation: Sol11ary or gang (2-4) 

t i:a::~:c IUting: ::one 

Align me n I : A lways neuml 
Adwncem ent: 19-M H D (Largc); 25- 54 H D (Hugc) 

Colcms arc magically cre:ued 
au1oma1ons of great power Con­
sirucring one involves 1hc cm­
ploymcni of m1gh1y magic and 

~ dement.alfurct'S.. 
The animating force for a 

golcmisasp1ri1from1hcElc­
mcntal Plant of Eanh. Thr 

1 procrss of cru u ng 1hr 
golem binds 1hc unwill­
ing spmt 10 the aniflcial 
body and.subjrcu u to the 
will of the,golcm's creator. 

COMBAT 
Colcms arc tenacious in 
combat and prodigiously 
srrong u well Bcmg mind­
less, rhcy do nothing w11hou1 
orders from thc.u crcarors. 
They follow lns.tr.uc.rions. ex­
plicnlyandare.incapablcofany 
strategy OL1.ac.tic.s.....Ihey arc 
emot ionl~s in combat and 

. c.anno1 be Cllily provoked. 
A golcm's cttator can com­

..,mand u if 1he golcm is within 60 

ftt1 and an Stt and ht:u..us cre­
ator If uncom.mandc.d •. J.hc. golcm 
usually followsU:S bsunsuuruon 10 tM 
bes1 ofiuab1hry, thouih iLan~.ktd 11 
returns 1he atrack. Thc_aulm C2Jl 

give 1hc golem a simple program io 

govcmitsactionsinhisOL.bc.r:ab. 
scncc,suchas"Remaininanatta 
andanaclcallctta1urcs1ha.tc.n1er" 
(or only a spcaf'ic type. oLcrea­
rurcl. "Ring a aong and acuck." 
~tl<lko 

..SlllCc. g.okms do DOI need 
.,.lD..hrathc.and a.cummum. 10 

most foans ofc.nergy. they om press 
an auaclup.msr an opponen1 almos1 anywhett, from the bouam.,. 
of rhe sea 10 the fng1d top of the tallesr mounram. 

Consu:u ct:.lmmunr ro m1nd·1nOucnc1ng e1Itc1s, pooo~ 
case, and nmilar effrcrs.. No1 sub)tcl ro cnncal hirs, subdual 

damage. ability_ damage, energy dram, or dcarh from~ 
damage 

Magic Immunity '-E.1}; Golctnscomplrrely rtsm mos1 m;ag· 
, lcal and supcm:uura.Lefkc:u, exec.pi where 01herwise no1ed 
below. 

CONSTRUCTIO 

~~;~~tth~5:r:~a~::~~;:~~~5e~~~~~ 
become a pcnnanem pan of ii 

The first mk 1s c.arvtng or assembling the gokms__p_h.p:_1cal 
body. The golemS creator can assemble rhc. bod.y__oc..h.i.rc..som.mo.c.... 
else ro de_ die JOb. The builder musr have thc...appmpri.a~ 
which vants wuh tht goltm 

The rral work of ctta1ing a golem involves exttnded.inag1ul 
muals rhu require two momhs 10 complete. Undrrsranding the 

.,.rituals requi res a chmctcr of the required level wuh 1he Craft_, 
fagic Anns and Armor and Craft Wondrous h tm feats. The cre­

ato r mus1 labor for at lost 8 hQws each day in.a.specially prepared 
labora tory or workroom. The c.hamb« uJim.i.lar 10 an al-

chemist 's laboraHu:y a.rul com 500 gp.10 establish. 
When not working on the muah.Jhc..crumr..mus1 
rest and can perform no mbu...u:uvincs accpl 

ea11ng, slrcpmg,or~-

s1rucrmg 1he golern'.s ~tor can 

pcr~~:~er1 ~( t~~~::i~ a~~a~y
1~ I 

ruuals, rhe prouu....fuls_a.rul, 
mus1 be Staned agaLO- .Mone~ 

spcnc is Josi, but XP spcnr uc Illly 
The golc.mS body can b:e [Cused..ll..j 
canrhrlabor.nory. 

Completing 1he ruuaLdQJ.Ds 
1hcappropria1c. XPfm.au.hccrc­
ator and ~lllUS ca.5J1.D&_any 
~lb on the flruJ day. The crc­
n or mUSL.caSI the spells per­
sonally, bu1 tbty can come 

~i'!j~lilil r:::n:~ide sources, such 

FLESH GO LEM 
A nesh golrm IS a ghoulish 

collection of stolen 
h uman body parrs, 

surchtd roge thcr inro 
a single compos11c 
fonn. lr srandssfeet 
rail and weighs al­

most 500pounds. 
lrsskmis1hcsicklygrttn 

or yellow of panially dcnyed 
Acsh. A Oesh golcm. smells 
faintly of freshly dug e:uth 

and drad nesh, and n<Ulalll-Gl 
animal willingly irac.k.s__any 

The golem wea~ 
clorh ing ils ac.a~~ 

usua lly:JUSLa..r:aggc.d~ 

Wilt.,_ o~~~ :t-:1 
weapons..Ihc golem canno1 

-5pcak. although Lt can emu a hoane roar of sor1s.. I r walks 
,.and.moves with a.suff-101n1cd gal.I, as if no11n complcrc conrrol 
ofmbody_ 



Combat 
Flesh golenu orten fare poorly 1J1comba1 thanks lO ~ fauly low 

AC. though 1hey can easJy crwh foes. th.it lack..m.a&ic.. \lo'Uponf}'. 

A nesh golem suppor1td by an ally that can launch elc:cmcal a1-

1acks 1s feanome indeed. 
lki-Krk (EK): ~ma.flesh golem emer::s comba1, there is a cu­

mulauve I~ chance. each round thai us demcntal spm1 breaks 

ra::~~~~~:::~~i:=o~~::h:g
0::n~:~:;: 

'"5m.iller than itsdf if no cru1w:eis..w.11.hm reach, then movmg.on 

10 spread morr des1rucnon. Th4olem's crt'aror, J' whhm 60 ft'c1, 

~ 10 rcgam controlhy..s~..flnnly and persu;mvdy 10 

the golcm, which fC<jUtrcs a...successfulChansma check ( DC 19) 

It takrs I mrnutt' of rest by.the golrm ro rrsc1 the golem's ~rscrk 

chanct100'i\. 
Magic lmmllllif}' {.Ez.):.flt'sh goltms art lmmunt to aU sptlls, 

..spel.klt.kt. abl.lities. and supum1ural cfftcrs, t'xccp t as follows. 

fu:c- and cold-based dTtcts !low 1hcm (as rhc spell ) for 2d6 

~nW:~~dt~= ~~il:~~~;:a~:c;o~:::~ ~n~=~ 
of damage 11 wcwld.othtrw1se dtal. For txamplt, a ncsh goltm hit 

by a /1ghln1ng bol1 cas1 by a S1h-ltvtl w1urd gains back 6 hit points 

if 1he damage to1al IS 18. The golem rolls no ~vmg throw against 

clccmrnycfTects. 

Consuuction 

~
e pieces of a flesh golem must comt from normlll human 

rpses th.tL.hme not dtcaytd s•gnj(kani!y Assembly r~uircs a 
uumum of SIX difftrtnt bodies, one for each limb, 1ht 1ocso 

µ with he.ad}. and the bram. In some case.s...more bodies may be 
t-°ecCSSllf}' 

The golem cos1s S0,000 gp to crca1e, wluch.includcs.SOO gp for 

tht consrrucrion of rhe body. Asscmblmg the.body requires a sue­

, cessful Cnfr (leuherworking) or Heal ch«.lil>C I l ). 

Ihccreouor mus1 be 1•Hh lc\•d and able lll.cast uc.anesptlls. 

Completing 1hc mual drams 1,000 XI' from ~ crc;uor and re­

qu1rcs !!u!U..1tm1gth, gc"11i/'f11tsl, lim11al u.:u.l1, p:il)'D1Qfph 1111,_al!ja1. 

and proltlflOn from 11mnvs. 

CLAY GOLEM 
Thu golem has a humanoid body mllde from clay and stands 

abou1 18 mches !llllcr ihan a normal human. It we.ighs around 600 

pounds. 
The golcmVe.alW'.CS arc grossly disroned from tht human 

norm.Ju chcs11S overly large, wtth arms anached by chick knou 

of musclc .. auhuhoulder, ha.n.gmg down w us..kntts, and endmg 

m shon, s1ubby Gngcrs. It hu no neck, and the brge head has 

broad. llatfu1urcs. hs legs arc shorLand bowed, wuh wide, flat 

,{ccL A day golem wens no clo1h1ns except for a meral or SfifT 

tJu:the..r_ garmtnl around...its hips. 11 .s.mtlls fomtly of clay. The 

gole.m.cllnno1 speak or..make any vocllnQISC. It Wlliks llnd movt's 

wuh a slow, clumsy p.lt. 

Combat 
Cby golclUJ arc furly illcaiYe camba1an1s, thanks 10 1hc1r 1m· 

munmes and their has1t abihl)'. 
lkrsuk (Ex): When a~gole.m.cnte.r::s comb;u. there u a cu­

mulauve I'\ chance each round th.ti 1u dcmem.alspim breaks 

free and goes berserk. The unco.rumllcd golcm.goc.s.on a rampage, 

. anadung chc nearest h'o!wg cua1ure or smashing some obiec1 

, llnllller th.in u.sdf if no creature iS wulun reach, then moving on 

~
d more~_dem.ucuon. Once the golem g~ berse.d. no 

:n.method can rcembluh comrol 
ound (E.z.):.Ihe damage a clay gole.m deals doesn't healll.lw· 

rally. ODfy a Mal speU or a I lcaling speU or 6th le\·cl o r higher can 

h<>l 

lm.mu.o~to Slashing and Piercing (Ex): Slashing and jmtc.· 

mg w.eapons. even cnchantrd ones, deal no damage 10 a clay 

gpi<m. 
Magic Immunity (Ex): Clay golcms lll'C immune 10 aU spells.. 

.,spell-like abilities, and supccna1unl effecn, except as follows. /\ 

,.mow r.irfh spell dm·cs th~lcm back 120 fut and deals ldt2 

pom1s or damage to Jt. A dumllgrDlt speU slows the aolt.m (as the 

Uow spell ) for ld6 rounds.and deals tdt2 pouns o(damllge.. Ao 

t11rfl1q1111kt CllSt directly a1 a day golcm s1ops u from moving that 

.,round and deals SdlO potms of damage. The golcm gets no.,g'40.i 

throw agains1 any of these effec1s. 

Ha.sic (Su ): After II has engagtd in at lt.UI 1 round..oilw:nb.11. 

a clay golem can has1t uself once per day as a lrtt._lli'.uon. Tht: 
efTcc1 lasuJ rounds and 1s 01herw1sc 1hc s.unc.u..thc..spe.il. 

Construction 
..A-clay golcms body mus! be sculp1ed from a single blixlkoLtby 

,weighing a1 least 1,000 pounds. 
The golem coSts 60.000 gp ro crutc,.lllduding 1.soo gp for the 

~y and 30,000 gp for vc51mcms, which can be reused. Cre~ling 

the body requires a successful Cr.afi(sculpun.g or masonry) che.c.k 
(0C1S}. 

The muaLre.qwrtt a 16.th:levtl rna1or who can cas1 di\'ine 

spetls.Complcung rhe ntualdralilS 1,200 xz.fmnuhe.cre.awrand 

rcquirtS 11n1m11lt ObJttlt, b/m, tOmnlllTlt, rNyu._and.ruumcllOn.. 

STONE GOLEM 
,A s1one golem LS.3_fcct tall and weighs amund.2.(l!OQ.pounds..lu.+ 

body is of roughly chlSC:!ed s1one. ffCqucntly siylucd uuwt its ~ 

creator. for examplt~it.migh1 look like u is wta~aonot, with.a 
particular symbol carvtd o n the breu1plate, or .ha,·e d~ 

worked in10 the swne of llS limbs 

Combat 
S1onr golcms arc formidable oppontnlS, being physicall~powcr­

ful and difficulf ro harm 
Slow (Su); A stone golem can use slow as a frC:C.2Cuon.oncc 

evrf}' :! rounds. The effect hu a range of 10 fttt and a dunuon of 

7 rounds, requiring a successful W.ill.s.a\'.e..(OC H ) 10 negate Tht 

abiluy is 01hcrwisc 1hc ~me.as the spell. 
Magic lmmllllity (E.J:):...6..s..mne.gclcm IS unmune 10 all spells. 

sptll-lli ab1lmes, and .supcma1ura.I illec15, ucep1 as follows. /\ 

t111n.1m11lt (tl(li: la mwl spe.U .s.lows...11 (as the Uow spell ) for 2d6 

rounds..wuh no~11ins thro.w, whileJna1urmdr mlt.l lo rock heals all 
of i1s !cm hu points. /\ slo11r II) /Jtsh spe.U docs not ac1ually change 

the golcnU.suuc1ure but makes tt vulnerable to any normal anxk 

for the following round (1h1s docs no1 mclude spells, excep1 those 

thaf causcdamagr). 

Construction 
A s10ne gokm's bod)' iS chisc.le.d.fmm.uingle block of hard s1one, 

such as g.nrute •. we.J&hwg at leastJ,QQO pounds. 

The..pilem costs 80.000 gp tc..crtate, which includes 1.000 gp 

for the body. Assemhhns the body requires a successful Craft 

(sculptingormasonry) check (DCJ7). 
The crclltor mus1 ~ 16fh level and able 10 cast arcllnc spells. 

Completing Lhc mwl drains t.600 XP from 1hc Crea~ 

quires gt;t.l/qutjl, hmlltd wuh, p>lymaa'?111ny ob]«l, and~·-

IRON GOLEM. 
.An iron.gakm..is tuice the he.ight of a aonnal.hu.ma.n.~·+.-, 

arouruLS.000 pounds. h a.n be.fashioned m aay..manne.r..JUS~ 

;i. scone gokm. although it almost ~I ways displays armor of some 

.son.Jts.fcalure.s are...much smooiher than those..of a s1one golem. 

t1mn-gole.ms someumcs ha,·e a shor1 sword (rdalive 10 their s1u) 

,.u:i.onc.hand. 



The tron golem canno1 speak OLmakc.a.ny 11~.DDr.do.-s 
u have any dminguishable odor. h mo\'es m ih a ponderous but 
smoorh galf at half the spttd of a normalhuman.Each.nep cau~s 
tht floor to tttmble unltls 111s on a thick, solid foundation. 

Combat 
iron goltms arc mtgb1y combaiams. They s1nke wuh deadly ac.-... 

,.curacy and 1ncrtd1ble forcc .. :Iheu: bodies arc ntarly mvuln~ 
bu1 can be rtducN 10 piles or rubbLSh by rust monsltn. 

.Breath Weapon (Su): f1m ouccond round or combu-cloud 
olpolSOnousgu, 10-f00t cube du:ectly m from of the golem last· 
ingJ round, frtt acnon eYCQ' tdhl. [Qunds; fonnude save (OC 
U ), muial damagt ld4 111!mpor.1ry Consmu11on, stcondary 
damage death. 

Magic Immunity (Ex): An iron golem 1s immunt 10 all spells, 
spell-hkt ab1lwes, and su~natun.l effecn, excepl u follows. An 

,_electnoty dfect slows_1t.(ll I.he slim• spell) for J rounds, with no 
saving ihrow. A fire cffecr bttakt any slow efftc1 on the golem and 

, cu.rC5..l..pornt.af damage for each 3 poi ms of damage it would o 
erwlSt deal For example, a flesh golem hie by a /1rrl>all cast by a 
Sth·ltvel w1urd gains back 6 hit points if the damage 1oral is 18. 
Tht goltm rolls no saving 1hrow agains t fire effects. 

Rus i Vulnerabiliry (Ex); An iron golem is affecred normally 
by rus1 anacks. such u 1ha1 of a rust monsttr or a nuling gnisp 
spell. 

Cpns1ruction 
.,AJurOn gt>lcm's body is sculpred from 5.QQQ..po.unds of pure iron. 
. The goltm com 100,000 gp 10 crcate, which rndudes l.SOO gp 
rlor 1he body. Asse:mblmg 1he body cr:quu:e:s a..succcsllul Craft (ar­
morsmnhmg or weaponsmilh1ng) chte.k{DC 201-. 

ThecrtJIOr mun be \61h [evd and able tO._CaSt._ 

ucane spells. Compleung 1he nluJI dr.1tns 2JlOO 
,...X.P from 1he crearor and requ1tts rloudlull, 
gtll.$,{q1UU..li.n111td wuh, and polymorph 
""YobiteL 

Luge Magical Beas1 
Hit Diet: 8dt0?24 (68 hp) 

.lnitiaiive: ~• (lmpfO\·ed lnmauve) 
pel."d: JO ft 

.AC: 18 (-1 siu, •9 narunll 
Anacks: Gott •12 me.Ice. 
Damage: Gore 1d8t7 
face/ Reach: S f1. by LO.It.JS f1 
Special Anac ks: B1u1h weJpon, tr.1mple !d8?7 
Spedal Qu alir iu: Scent 
S..ves:Fon•9,Reft6,W1ll•J 
Abilities: Su 21, ~x 10, Con 17, In! 2, W.is..12....c.lu.9 
SkiUs:listcn.t8,Spo1 •8 
Fears: Alermess. lmproved ln11iauve 

Clima re/Terrain: Temper.ire and warm land and underground 
O.rganizarion: Solitary, pair, pack (2-U or htrd (S-13) 
Challenge Rating; 8 
Treasure: None 
Alignment : Always neutr.11 
Advancemen1:.9--IS ll O(Urgc); 16- 24 l-101.liugel 

Corgoiu are bull-hke creatures 1hu gu.ard i.hcit.tcmu:u:y fiercely. 
Theyarefondofrockyareas.especiallyun~ 

A rypical gorgon mnd.s O\'tr 6 fet1 1a.1Lauht....iho1t and I 
measures 8 ftt1 from.5nout ro 1ail. Alrhou,gh..buihJikc.a.bull.thc.t­
gorgon IS coo,·ered mth mt1allk black scales and hautlvcr horns. 
hs eyes burn red. gJilll& 1he 1mpress1on of rwo hot coals sc 

nt~r~;~e:;::gif.ooi awess1ve. They attack~ 
sigh1, anempung 10 m.mplc, gore. or pcmfy thtm. Thcrc..is no w:.&Y--i 
rocalm 1hesc funous beuts. and 1hey are unpossible todomCiliatc. 

Whent11tr poss1blt, a gorgon btgms any tnCO:Unlt.c.~rg· 
inga1 irsoppontms. 

Brearh Weapon (Su.); Tum. tos1one..pennanen1ly. cone, 
60 feet, e\'el}' Jd4 rounds (bur no more than five nmes 

per day);Fomrude.s.a.\'.t.{.DC 17). 
Trample (Ex.): A gorgon can rrample Small or 
smaller cttanu:cs for 1d8t7 pom!S of damage. Oppo­

nems who do noumke anac.ks of opponu· 
,_," .. _,.__ ni1yagains1 tht gorgon can autmp1 a 

Reflex save {OC 23) 10 

..... h ... I~~ rhedaimge. 



Large 1kas1 
I-Iii Dice: !OchOt70 ( l2Shp) 
l.ni1ia1ive:-.O 
Speed: 30 ft. 
AC: 19 (- l siu,•IOnaiuralJ 

GRAY RENDER 

uadu: Bi1e +12 mtltt,2-dai&.s t7 mdec 
0:111.nagc: B1re 2d6+6, d.1w td6+3 

..&ce/Re:acb.; 5 £1 bys f1./10 ft... 
Spc:dal Anaclu: lmprcwfii gra.\wcnd Jd6+9 
S~cial Qualities: Sccn1 
SaYcs:Fon +H,Rcf+7,Willrl 
Abili1iu: Str 2), Dex tO,Con 24, lni ), Wis 12, Cha 8 

Skills: Hide +7,Spot +8 

ClimaJc/Ieinin. Any land.and underground 
OtganJ:z.atio11: Soliu.ry 
Challcn&c..Ratins: 8 
Treasure: None 
Al ignment: Us.ually nc-uiral 
Advancem en1: I t-15 I-ID (Large); 16- 30 HD (Huge) 

Besual and ~V;l.gt, 1hc gray render 1s a deadly prcda1or found in 

rcmo1c wilderness areas. 
These beu1s arc 1hough1 10 be composc_d of dense muscle and 

bone, gr.mu.ng them the sucngch and smnW o(a giant Rangers 

t-harc rcpo:ncd suing ttndtn uproourcn..littLin 
diamercr wuh their Jaws and rear them inio 

,.sphn1crs lll JUSuninutn. 
~ A gray render stands 9 fttt tall, despuc Y, 

ilss1oopedframc,and•fcc1broad. l1s _I'.'.:, / 
:dl~l~s :::;; fo~~~~:;n ~:! ~~Y· ~ 
.s.m.all..rdlowa.sh e.yes. The. momh 
1s wide_and powerful, (lllcd 
w11h._bbc.lu.e.ctb. 

Gny rc.ndcrs arc 
never found m 
groups. Each of 1htte 
asexual cttuurts pro­
duces one offspring 
andcarriu u foratime 
in a pouch. buLtbcrt­
afier the young render 
mustCcnd..fi:itiudL 

A unique..qualiry of 
tbegn.y.te.ruler1sils 
tc.ndc.ccy 10 bond whh, 

t- P.lOltcl, and provide 
tJor another creature 
(or group of ere.a: 
fUtts) natl\'etous.wr; 
round1ngs. This su:ange 
behavior sec.DU con~ 
10 its otherwise savage 
naiurc, yet gny renders.. 
have been found wuh 
wolvu, hons, horses. 
duplaccr beans, owl­
bc:u:s. urucocns. hip­
pognffs. :a.nd....ocw1on: 

r:u~a:~d 
cep1cd or. not, the 
rcn~ttempts 

10 rcm.ai..o.lairly close, wnchmg over its adopted chargt{ll_and 

dally bnngwg an offtrmg of meat It never w1llingly harms 

adop~d cr.uwus and renea1s if they mack ii Most cruture.s..+ 
howt..\'tr, qu.ickly bcgm to apprcciale having such a powerfuUJ.ly: 

.and accep1 and tven rely on..tbc.iray render. 

~OM BAT 
A gny render auacks._ln.kill wheiher 10 bring down prey or 10 

pro1ec1 irsclf or 1hose il has adopted When huntuig, it sometimes 

auempls ro hide and wait for prey 10 wand~ 
lmprovW Grab(.&): To use this ;b1!1ry. the gray re.ndtt musr 

huw11hirsbire;11ack. 
Rend(.&): A gny render thu gtts a hold.ludieUllUO 1hc.op­

ponen1:S body and 1cars the flesh This a11.Kk.automlltially..d.~ 

3d6i-9 pouus of damage 
Skills; Gny renders receive a i-" racial bonus 10 Spm...c.b«ks 

due101heirsockccncyes. 

GRICK 
1 
Medium-Siu Aberr:uion 
Hh Dice; 2da (j hp) 
lnilinive; .. 2..(j)cx) 

Speed: JOU., clunb 20 f1. 
AC; t6 (t2 Dex, t• na1unll 
Auacks; 4 temacle rakes t3 melee, bite, =->=""---­
Damage:Te.macle ra.ke td+i-2,bue tdht 
face/Reach:Sfl..by..sf1./Sf1. 
Sped;! Qualities: Scent, damage rt'ducnon t..sJ~ L 
Saves: Fon .-0, Rfi t.2.. Will ..-s 
AbUitics:Sit..1'4, Ila l4,Con II , Im 3. Wis 14,Cha...S 

__ ,... .. s~kills;fei:~ ~llc~~;~e .... •, L1s1en ~1. Spot+~ 

Climare/femtin: Undergmuad_ 
Organiucion: Sol.irary or cl.w"te.r 
(2--4) 
Challenge Ratiflg:.J 
Ice.asure:J..ll.Qcoms; S<B. goods; 

S<l\ine.ms 
.6.li&nm«11:Usw.llyneu1ral 

Advancement: H HD 
ied,1um-size); S--'HO 

(Large.) 

Cricks ue steahhy under­
ground prt'daton 1ha1 mfesr 
dungeons, caves, and other 
shadowed places under the 

_ canh, walling pa1ien1\y for 
prcytocomtwithinreach 

Cricks lair 1n any shcl­
ll:rt'd space thu can Kcom­
modate 1he1r bodies, includ­
ing holes, burrows. ledges. 
and crevices. They do not 

collcc11rea5ure,buttbdt.hu:s. 
ne likely 10 con1un the unea1.e.14 

possess 1ons:!;;;1~~~;"~!11~ 
- - ground and h.~ 

~~~~~ 
1hey_c.mp[oy under­
ground These crea-

rurts are not comfon;ible 



undrr 1hr oprn sky, howtvt.r, and 
rriurn 10 1hr sub1rmmnn world as 
qu1cklyaspomblr _ 

A gnck's body grows 10 1 lrngth of 
abou1 l frr1, and 1u tcnQC.).rs add an-
01hrr 2 ftt1 10 tU m:erall..kngth. An 
adW1 crnmre weighs SQlnt 200 

. po.unds. lls body colorauon_u um· 
formly dark. sh~mg 1odull gray on 11s 
underbtlly. Ihe moni1erucn1xlcs..kt 
ca.icdon 1uhtaJius1 aboo.·emiaws.ue. 

, .s1:gmcnml hke 1he body of ao...unh:. 
worm and att 1he color o{dack mud. 

COM BAT 
Cricks amck when hungry or tbrnt· 

,..e:ncd. Ihey .hu.ni by .h®.ng up nrar 
,hJ&h-uaffic areas, using 1heir nHural 

t-:W~ ~h:~c;~,;n;:lr~~~IJ;";~~'. 
1hmg 1h11 movcs).vw1ures near, 1hcy 
lash om wi1h 1he1r 1em:aclcs. A gnck's 
rubbrry body seems ro shtd blows of 
any kind J15 iaws att tt la1ivtly small 
and weak compared to 1u body mass, 
.so ra ther 1h1n consumt ils kill imm~ 

. d1i11dy. the grick normally drags us 
·cum hick 10 us lair 10 br eaten at us. 

leisutt. 

Mul11plcgnc.ksdono1flgh1mcono ••••••••• 
cen; Each u1xks the pn>yd<>SC"S11011, 
md breaks off the flgh1 as soon as ii 
can drag dead or unconscK>US prey aw.iy. 

Skills: *Their coloranon affords gnck.s uB raciaLbwius 10 
J:Udt ~ whco in natural rocky areas. 

GRIFFON 

Clim a1efrerr.ain: Tempeo11e and warm hill and mounwns 
Organiution: Sol111ry, pair, or pndc (&--10) 

Challengr Ra1ing: 4 
Treasure: Noni' 
Alignmr n1: Ah\'1)'5 neutral 
Advanctm ent: 8- 10 HD (Largt); 11-21 HD (Huge) 

C.tiffons arc powufol, maJl'Sric 
crt;1tu.rcswi1h 1hecharacttrisucs 
o( bo.t.h..lions and nglts. Thty 

prty...J)n__all mannrr ofbras1s but 
fa\'or thtflcshofhorscsaboo.•eall elsr. 

Tht body of a griffon restmbles 1ha1 of 
amuscularlion. ltsheadand 

fron1lrgsarc 1hOSC' 
ofannglt. 



Criffons make their homes ill high pbccs..n\'OOPill&-down wnh 
a shnll, ugld1ke try 10 amck thtir prty. Although bo1h aggres· 
s1vc and tcmtoml, they arc also 1ntd4g1mt =ua.h 10 :l'iOid obv1· 
ously powerful enem1u. They almost always auack horses, 
howevtr, and any who auemp1 10 prottcl horses from a hungry 
gnffon orten end up on.the menu 1hemsdvcs. 

~BAT 
. CrUTons prerer 10 pounce on their prey. either 
. dm.ng 10 tbc anac:k or lea pl.Ilg.Imm abcwe. 

Pountc (Ex); If a gnffon du·cs.. or lups 
. upon a foc.dunng the flmmund.o£.romba1, 
It un make a full anac:k even if 11 hu.a.1-
rtady 1aken a move ac:lion.... 

Rake (E.z); A gnffon that pounces on 
an opponent can make two n.ke aux.ks 

,.L+S.mckcl.wnh 11s hind lcp for 1d6t2 

~
lashi.Dgda.magccach. 

Skills:...Griffiuu rtce1ve a ~-4 racial 
nus to Jump checks . .,.hey also re­

ceive a tt rac1albonus 10 Spot checks 
indayligh1 

TRAINING A GRIFFON 
Trammg a griffon u an aenal mount 
requires a su<=eessful Handle Animal 
chcc.k (DC 21 fora youngcrtalurc. 

28.Io.r an adu!i ) and that 
Lhe creature be willing Cnf­

µons maiurc Jn about 1wo 

t ~by T;:i~dili~a~a~~~~~~~by 
, ane·half by using a magic bridle 
.enchanted for this purpose. 

Cnffon.cw UC wonhJ,SOO gp 
apiece on the open markc1, while 
young arc..wonh 7 ,000 gp each. Pro­
fessional 1ra1ncrs charge l,SOO gp ro 
rtarortra1.11agnffon. RJdingatrainN 
gnlTon rtqu1rcs an exonc ~ddle A griffon 
can flght while carrymg a rider. bur the 
ridcrcanno1alsoa11ackunlcsshcor.shcsuc-
ceeds at a Ride check (sec Ride, page 72 In the 
Pla)TT'1Hilndboolc,)_ 

Ca crying Capaci ty: A lightload for a griffon is 
up to 300...po.unds-.. uncd1um load.JO.l- 600 pau.nds: 
and a hcavyhd, 601- 900 pounds. 

lediwn·Sizc Monsnou.s Humanoid 
Hil Diec: 2ds~2 ( t L.hpl 
lnhiatlvc; .. 1 (DexL. 
Speed: 30 ft. 
AC: lS (. 1 Dcx,ttimu.rall 
Auacks: &:ulcaxe tt mclce 
Damage: Banleue 1d8+J 
Face/Reach: S f1. by S ft / S f1. 
Special Anacks: Blindsi.gbt 
SpcciaJ Qua lities: lmmunities..sccn1 
Savu: Fon tl. Ref t4, Will t2 

iUdcs~ • .Dex..LJ....Con ll.Jru...10. Wis 8, Cha 6 
Skills: Ch.i:nk7, H.1de .6 .. .li.sten .6. Search +.s, Spo1 tl 

au:.Ale.a.ne.ss 

Clima1cacnai.n.:Any mountains and underground 
Organiz.ation:Cang (2-4J, pack ( 10-201, ni~ ( I0-60plus I 

leader oCJ.ni-.Slh le\·cl per 10 adults), or cult {10-80 pluLJ 
ludc.rof Jrd-.Sth level per IOadulu and I mind flayer or 
m~uS3.) 

Challenge Rating; I 
Treasure: Standard cQins; standard goods (gl'mS only}; 

standard11cms 
Align m ent: Always neu1n.I evil 

Advan<:cm en l: By charac1er class. 

Cnmlocks are muscubr humanouis wuh 
th1ck, gray, scalyslunmd.novu1blc 

cycs. ThoughJiliml. they hives.~ 
nor sc.nsc:s .oLsmcll and hc.u: 
mg 10 comperu;nc. 

Cnmlocks art nauvcs of the 
decpplatesbenuihrheemh 
but come fo tht surface 10 
raid for sbves and pillage 
While there, they lurk in 
moW112rnous tc.rr.nn. which 
b1desthc.mwell.Theyprcfcr 

raw, &csh_meaL-prefcrably 
human. 

Exnemely . .xcnopbohac.. irunJods 
art normally enCO!!OttrNI •n smaJJ p.i· 

irols or packs on. tb.c...s.u.rf.ac.c.... Under:. 
ground, they may form..largci: communi­

ties 1ha1 art led by powerfulg.nmlocks or 
by a more m1t"lligen1 creature, such....a.s a 

medusa or mind fbyer. Cnmloc.ks are ln~ 
ncrablc to medusas' gaze amcks, whJc muid 

flayers consume only brains. leaving the Oesb 
for1he1rgnmlockfollowers. 

Cnmlocks art blind, bu1 thcu cxccpuonal sen~s of 
smdl and hearing allow thc.nua..kx:a1e foes nearby. 

Ju a rtsuh, thq usu.illy shun n.ng~ "'"apons and 
rush 10 1he aud brandub.mg their stone banluxcs. 
Blindsight (b):__Crimlacks can asteriam all foes 

within 40 fccr as a Sighted Crtarure would. Beyond 1ha1 
nngc, they ireu all targctS as_tmally concealed (sec Con­
ccalmem. page I H in the Pfoyn"1 H11ndbook). 

....Gnmlocks art susccpttblc 10 sound- and sccn1-bascd at· 
racks, howt\'Cr, and art affec1t'd normally by loud noises 

J and sonic spells (such_ ai; ghoi;I iound or silmct) and 
l ovcrpowcnng odotS (such as slmlm1g douJ or 1n­

cense·htavy :l..lf.l..Ncg.tung a gnmlock's sense of 
...v smell or huring rc.dw:es 1his ab1!11y to normal 

Bhnd·.figb1 (as 1hc fear). Lf bo1h are nega1t'd, 1he 
gnmloc..k.iscfftt:tivclybhnded.. 

lm.munities: Crimlocks arc 1mmunt' 10 pie auxks. 
.bS.ual cffcc1s. Jluslons, and 01her anatk forms that rely on 

sight. 
Skills: •A gnmlock's dull gray skin helps It hide in ilS nam·c 

lt'rnin. conferring a 110 racfal bonus to Hide checks when in 
mountains.or underground. 

GRIMillCK CHARACTERS 
Cnmlocks fa'OLr.bt buluria.n cb..ss. lndcpcndcnLg.roups ofgnm­
locks arc. usually ltd by barlumns. whJe tbosc..m r.be .ser.•1cc of 

.mind.lli.y.c.c; arc.oftcn.n.ngc.rs. 



Sea Has Annis Gttco .... 
Lar~ Mo nstrous Humanoid (Aquatic) Large Mo nstrous Humanoid Mcdiwn·Siu Monsrrous Humanoid 

9dS't9 (-t9hp) Hi1Dicc: 
lnitfatitt: ,,_., 

3dStJ{l6hp) 7d8+14 (45hp) 
+l (Dc:x) +l (Du) 
JO fL, swim 40 fL '4-0 fr 

tl (Dc:x} 
JOfi~swunJOft. 

AC: 13 {-I me, t.lDc:x. tJ n.muall 20 (-1 siu, •I Dc:x. • lO na1unl) 22 (+1 Dcx.1llnarun!J 

2cbwst1Jmcltt 
Clawtd+.-4 

Attacks: 2clawstti mdtt 2claws+ 1Jmclec,b11c .smcltt 

Oounagc: 
Face/Rtach: 

pecia!Auaclu: 

Special Qualities: 
Saves: 
Ahili tics: 

Skills: 

i.·cal.$: 

Claw ldh-t Claw 1d6+7, b11e td6+J 

sfi.bysf1/ 1of1. sf1.bysf1/ 1ofi. 
Homf'lc appcannce, tvtl e}'t' lmpl'O\'rd gnb, rend 2dt.-+ 14, 

SR 14,w.uerbrcuhing 
Fon +2,Rcf.,...,WUl+-t 
Sir 19, Dex 12, Con 12, 
In! 10, Wis IJ,Cha 10 
Craft or Knowledge (any onel tt, 
H1de . J,Lls1en+9,Spoi +9 

A.Jenness 

spcll·hk.tabilm~ 
SR 19,sittlyskm 
Fon...t,Rcf+6,W1Jl.6 
S1r2S,Dc:xl2,Con 14, 
ln11 J,Wisl3,Cha 10 
Conctn1nnon tll, llide +7, 
Lis1en+ll,Spo1+11 

Alennc:ss, BUnd·Hgh1, 
Comi»1 Ctiung 

5ft.bySfi./Sft, 
Spell·hk.tab1lmcs.weakncss. 
m~<y 

SR 18, darkvwan 9CliL 
Fon •6, Ref ti. Will t7 
Srr l9,Dcx.ll._Qm...U, 
ln1 1J,W.itl.J,Cb.a.to 
Conccnu:auon..•U..Craftor 
Knowledgt (any ontltl. 
Hidt •II, Usitn +U.Spol di 

AltrtntSS. Blind-Fighf, 
ComNt Casnng, Grca1 Forurude 

Climatc(fcrrain: Any aqu;anc Any land and underground Tempcr.111e and w;mn forest and 
marsh 

C>Tganiz.alion: Sohtaryorcovcy (J hags of any type SolitllryorCO\·ey(3 hags of any type SolfraryorcOYey (J hags of any type 

plus 1-8ogrcsand 1-4 evtlgi:mts) plus 1-Sogrcsand 1-4 tvtlgbnis) plus 1-8ogr~ and 1-4 e...Ugunts) 

Chalkngc R.ating; '4or 12(CO\'C)') 60r l2(00Yq') SO!"ll (CO\'eyJ 

Itt:asutt· Siarnbrd S1arnbrd S1andan:I 

rAUgn.mc~I : Always ch:IOliC l'Vl] AJ8y1:ahy'S~~.~ •• ~~-~~ AJBy~~ys.~.'° •• ~-~~ j 
Advancement: By chuac1er cbss ... ...... ...liD> u1 .-. ... W» 

Hags are homblt crcatur~ whose b .. t of evi.li.s..cqtWcd only by Horrific Appearance (Su): The sigh1 of a sea hag 15..SO rt1~ 
their ugliness. mg 1hai anyone who uu eyes upon one mus1 succeed at a..foni· 

AlthoU&h 1htyofien plo1 andsc.hemeforpmycror.some..malev· tude save ( DC 1 l ) or insian1ly be weakened, 1aking 2d8..po.ims.of 

olcm end. hags also appear 10 do evil for i1s own sa.ke. They temporary Sireng1h damage. This cannoL..reduct a 

mayusci..bcu:dukmagicandknowlcdgeoffcllihtngs_w vic11m to a negauvt Sucni.th..scou.. bu1 

serve a more powerful evil be:i.ag. bur 1hcy art seldom anyont ~uctd 10 StrcD&th 0 lS htlpless. 

fauhful Thty may 1um on 1heu maSlt r if they Ste a Crtuurcs..whosuc:c:.cssfullys;i\'l'Cannoi be 

chance 10 se1u powtr for 1htmstlves. affcaed.again by tht same hag's homfic 

Al1hough dUftrcnt hags arc umquc In appeanncc appurancelor one day. 

and manntrum, 1hey ha\·e many 1hmgs Ill .-E.vil.Eyc (Su):thrttumespcrdaya 

common. All take 1be form of c.rone.s whose hem .sc.a..hag_can cas1 us dire gne upon any 

shapes bc.licthC!Lfiucepower and.n\•iftness. l)c:.. srnglc creature w.uhm 30 feet Tht targtl 

split facts cracked by wrinkles :ind heavy wi th mus1 succctd at a Formudt save (DC 11 ). 

crutlty..ihcu. ercs.shme wnh villaw.r and cun· Crca1urts who fail have a 25% chance of dying 

mng. Their long nails have 1ht sn ength of s1ec:l 1ns1amly from fngh1, even 1f they survive, 1hey 

andareaskccnasanykmfe. fall imo a wh1mpenng_c.natoma for 1hree days, al· 

Hags speak G1am and Common. though rtmow cunt or dul'fl roil can resiort sanuy 

COM.BAT 
Hags art 1remendous.ly suon.g.Jhey are oaiurally 
rcsmam ro spells and can casunagic of 1he1r own. 
Hags often ga1heuo.form cm1eys.. A cOYty, usually 
con1a1mng one hag of each cypc. ca.n USt' powers 
beyond those of 1he md1v1dual members. 

Wa1CLl!i:cathing (Ex); Sea hags can 
• brca1he unduwa1er mdeftnuely and can 

frecl)' use.1..hc.irabtlmes while submtrgrd. 

' ANNIS 
- The drcadrd anms may be 1hc rnos1 hom· 

SEA HAG --r.~':!i<~>=.>t;t~~IC;;;...b!:dof~;r~~~hs~~=p;~u;~~ 
Pcrhaps 1hemonwre1chedot:h.:ags..1hcscah.:tg1S anrus commonly uses 1u chomgtJl./J.a.bi.li..t):..J 

found tn 1ht water of seas or Ol'ergrown lakts. Its flesh.is take. i..bt fonn of an txctp1ionaUy till hu.man..ala.i.r 

. uclJy. and }'ellow, co\·cccd w1Ut wam and ooting sorcs. Jts long, gian1. or.an.ogre.. 

c~wcmblt.srowng.scawttd. 

Sea hags .a.rt no1 sub1le and prefer a d1rec1 approach 10 combat. 
They_us!Wfy rcmam in hiding un1il thty can afftcl as many foes . 
as posslhlc wuh their homHc appcannce 

Cpmbat 
though phrskally powerful..Lhcsc hags do__w:iLf:ivor simple as 
~uh.s but 1ry to divide and confuse 1hcir foes before comba1. Thty 

)m<c.to. pose as common en or gentlefolk 10 lull 1he1r v1cnms m10 

ucnsc ofblsc.sccun1y bcfort Utcy anack. 



lmpl'OYed Cnb (Ex): To UK r.h.is_ability, thunnis_musl h.i1 a 
Large or smaller crearnre wnh a cbw an;ac..L 

!knd (E•): An annis tha1 hits with both c~auacks b 1ches 
onto 1he opponenr's body and tcars Lbt flesh. This auack au1oma1-
1cally deals an addmonal 2d6+ 14 pomtsof damage. 

Tear (Ex): An annis a.u.uun.atically hus a held opponenr wuh :ill 
us mdtt anacks each round 11 main1airu 1he hold. 

peU·Likc Abili1ics:..l/Wy--chanit 5tJland fog rlouJ. Th~ 
abtlmes a~ as 1ht spells casr by an 81h·lc:\·d sornrer 

.Sicely Skin (Ex): Thoted)'.....Slu.n._o aJ1 nis reduces damag~ 
deah by slashing and piercl.llg wopons by 1 pom1 of damagr per 

Jlu .... ..Conversdy, cheir brude bones .increase damage duh by 

bludgeoning weapons by Lpoim pu. hi t. (Treat combination 
weapons such as morrungum as bludgeoning weapons.) 

GREEN HAG 
Crc.c.n.ha.&s a.re found..in_dtleb te swamps and dark fortSIS. They 
have a s1clcly green compltxlon wu h duk, tangled hair thai looks 

f alm~c...a..1Wi.s.1td vine. 

Combat 
Green hags prefer 10 aitack from h1dmg. uswlly afttr dis1racring 
foes. They often use dukviswn 10 1ht1r advan1agc by auack1ng 
dunng moonless n1gh1s. 

Spetl-Like Abilities: At W1ll--<h1ingt stlf, dant1ng !1gh1s. gh011 
iaund, rnvwlrll1ly, p!IJI 1v11hou1 huct, longua, and \\'llll'T lnya!hrng. 

tihtst abilmes a~ as 1he spells cast by an Sth-le\·cl sorcerer (save 

~ IOt.spclllevei). 
Weakness {Su): Tht green hq can weaken.a foe by making a 

ppcc1.1l 1ouch :mack. The affe-c1ed opponcnLlIWSUuecttd at a For· 

atude save (OC tJ) or rake 2d4 pomu oli.emporary Sireng1h 
damage 

Mimicry (Ex): Crrcn hags can im11a1c. lhc..so.unds of alm0$t 
any animal found near 1he1r lan'S. 

HAG COVEY 
From lunc.lO ume. a 1rioofhags gathers.as acOYcy.j.Jsua.lfy t.his 
foul rriune: mdudes one hag of each 1ype. bu1 tlus is noLalways 
1he cast.. 

Combat 
Hags 1n a covey tt ly on dccepuon and Umr boosted magical ab1l· 
hies in combat 

A covey o(hags..is...80% likely to be.gwrded by tdS ogres and 
1d4 evil giants who do 1httr bidding. These arc often polymorrhrd 
inro lcu..hos:ulc..fu.an.und sent.forth as.spi~uch m1n1on.s often 
(~) carry magic Hones known as luig tyu {sec below). 

Spell-Like Abilities: J/ day-4mmott: dt"4. bt:stow cunt, corirrol 

+1'<rillha, drt"a'", form agr.m.md&lonk.1tUJ'Llgtlll't'1Jna,polymOl'J'k othtr, 
pnLand vmon These abiluics arc.as. the spells cas1 by a 91h·levtl 

.,sorcerer (Rve OC 1 l Upell levelJ. To use one of 1htst ab1l111es. all 
1hree hags mus t be:..mtbinJO fcc1 of one another. This is a full· 
roundaciion. 

Once per montb, uovey 1.b.udoes nor ha\·e a hag ryt can creatt 
one from 1 gem wonh..at.kasL2"-iP.(sc.c below). 

Hag Eye 
A h.:ig ryt is a magic gem crca1cd_by a.co-.·e)'. lLappcm 10 be no1h· 
mg mott 1h1n 1 sc.mipre:eious..none, bul a gan o/Juing..or 01her 

, such effec1 ~vea ls i1 as a di.sc.mbodied eye. Often. abogeyt.is worn 

§
a ring. brooch. or other adom mem. Any of 1bc 1hree. bags who 
t.edthc.~qr.ca11..S:CC.tb.rougb.Jl whc.nevcrthcy w1Sb,solong 

is otL~e plane as 1ht hag. Dcmuying a lwg ryr deals 
dto pntn!S oCdamagc..w...e:x.h mcmhu._ofthe CO\'ey and hlmds 

the one who sustained 1he gua1esr damage for 24 hours. 

Small Hwnanoid (Ha1£Hng) 
HitDice: l d8 (4 hp) 

,.lni1iativc:+t (Du) 
~Speed : 20 f1 

HAI Fl ING 

,AC: IS (+ l Slle,•l Oa. t J_nuddedleaiher) 
Anacks: Longswo~or heavy crossbow t l.nngtd 
Damage: Longsword ldS- 1, or heavy crossbow td 10 

,.Face/ Reach: S ft. hy..i.ft./.5 ft. 
Special Anacks: Hal.O.mg 1niils 
Special Quali1ies: Hal.fling 1niifs 
Saves: Fon +l, Ref +2, Will ~ 1 
Abilirics: Str 8, Dv: t) , Con IO, ln1 11, Wis.J..l...Cha.. 

Skills: Clunb ttl, Hide tS. Jump •O, Limn u...Mi:r,:c Silcrufy_ rl 
Feais: Weapon Focus (longsword) 

Clima1efTerrain: Any land and underground 
0.rganiu uion: Company .{2-t), sqllld..U 1- 20 plus 2 Jrd-levd 

sergeants and I leader of 3rd- 6th [c_vel), or hand (30-100 plus 
100'\, noncom~ianu plus L JrdJc.vd sergeant per 20 adults. 
5 Sth-le:vd heutenan1s. l 71h·levtlcapwns. Ho.dogs. and 
2- .5 riding.dogs) 

ChaUenge .Rating;. t/ 2 
Treasun:S1:rndard 
Alignmen1: Usually nc.utral 
Adv:ancemen1: By charac1tr class 

Halllings att cunning. resourceful survivors and opponunisu who 
find room for 1hemscl.\Xi..whem•er 1 hey can.. They miglu lx..W1able ... 
hard-worlung c1uzc.ns or_ thieves JUST wamng for 1hcl.[ btg chanc.e. 

Halflmgs s1and..abou.t ) feel 1all and uswlly weigh _herwc_c.~ 

and J S pounds. Their shn LS ruddy, their hair blx.k and su:atght­
They havt brown or black eyes. Halflmg mtn often have Jong 
sideburns, bu1 beards ue nire among 1hem and mus1aches.almos1 
unseen. They prefer simple, comfonable, and pracucal 

clo1hcs. Unlike members of m°"I races, 1hcy prd'e.uaual 
comfon 10 shows of 
wealth Halflings r-__ ,0-
ttach adulihood m 

their early rwtn· 

~~~v~;o ~., ... .;;.i .. 
1hc middle of their 
sccondcc.niwy. 

H aili.Lngs 
speak H.alf· 
l ing an.d 
Common. 

M os l 

;~~~::.$ > 
tered.outsi.de: the.it.home.are wa.rriors;.the mformanon ln rhe s1a­
ris11cs block is for. one of ts1 level. (See page 39 in the Dvsao.'1 
.IJ.Ul:nj Cuukfor more about the.warrior class.) 

COMBAT 
Half1ngs pttfer lO figh r defens1~ly. uswlly h1d1ng aJld launch· 
ing ra.n&«i auacks...as the foe approaches. There ractics ~ 

much. like those:._ofeh-es bu1 pl:tce mou emphasis OD...cm'ct.and 
conccal.mc.nLa.ndlrsson mob.iluy. 

t ra~g.Ii:a.hs (£x:):J::ta.1£hngs bt.nclliiroma D.llmhu.olraoal.t 
~gauu+l.slubonwtoAc.arul.a.11ackrollsand 

.a....,.-4 size: bonus to .Hide checks, bur 1hey mUSl use smaller 
WtapQD.$ tb.a.n.humans use, and their lifting and carrying hm11s 
a~ 1hree·quartu:s of 1hose of Mcd1um·Slle c~a1u~1. 



• +l~ulbonustoalls:ivtngthrows. _ 
• +2 morale bonw 10 ~vmg throws ag;tlwt fur....a:hi.s bonus 

s1acks wuh 1hc halfl1ng:S t l bonw ro.swuig throws 1.D.g.eneral) 
• .1 ~ial auack bonu.s.wuh 11hrown weapon. 

Skills: Hal.llings arc a.&iJc, surefoo1ed, and a1hlc.11c. They re:.,. 
ceivc a +2 racial bonw to.._Chmb, Jump. and.Move Silemly chcc~ 
11mr kttn hearing bes cows a.. t2 racul boow 10 Lmcn checks. 

1-)ALFUNG SOCIETY 
11alfhngs uy 10 gc1 along wlt.b cxuyonc clsC". TMy art 
adtp1 at fl.mng into communiucs._of hwnan.s, dwarves. 
ck~ or gnomes and makm& 
a.hem.selves valuable and.. wd.­
comt Since human 5QC.lcfy 
changes raster 1ba.a 1hc socitlf 
of the longcr·hvtd QCU. it 

,.JJIOS.L.frequt.nliy offus._oppor:... 
I ru.ruues 10 exploil, and half· 
~uf'Lcn.Jmmd mor 
r~~n.~ human lands. 

Hal.flings oficnlorrn 
tigh1·kni1 communi· 
ues In human or 
dwan•tnc1rics.Wh1lc 
1h ey work readily 
with 01hcrs, 1hey 

,..ofien make friends 
,..o.n.ly among 1hem­
seh·es. Halfhng' also 

,.s wle inro 1tcludcd 
pbce.s where 1hey ser 
up self-reliant v1lbgcs. 
l:lalfling communuits, 
however, are known 10 
p1ck..up..md moo,·e en 
muse 1Q..some place 
tharo~mentw 
oppor1um1y, such as 
where a new mine has 
opened up or 10 a land where 
a devas1aring war has made 
skilled workers hard lo fl.ml. lf 
1hcsc opportumdes arc tcmp<t 
nry, the co.mmUJlily may pick up. 
and move aglln once the oppor.tuni1y is gone, or once a 
hen er onc.pa:scw.s..ilself. lf t.bc.opponun.it}'...U .laning. rhey 
scrrle and form a new village. Some communit ies. on the 01hcr 
hand, 1akuo mvelmg as a way or liie • .dril(lll£ wagons or guiding 
boalS from pbce 10 place, wuh no pumanem home. 
~ch1erhalflmg de.icy is Yonda.lla, the BlessW One, protector 
. o( lhr.. halflmgs. Yondalla promises blessings and prorecuon ro 
1hose who httd ht.e. 1uid.wcc. dcfc.nd 1heir clans, and chtrish 
1hc.1rf1m1lies. 

SU BRACES 
The 1nfornu11on above IS for 1he.ligh1foor, the most common half· 
I.mg variety. There uc IWCUllhu..JD.aJOI haJ.fli.ni SJJ.braces, which 
dllfer from ligh1fttt as follows. 

Tfl,llfellows 
Tallct.Ci fcc..1 QI. more in..be1ghl) and slimmer than a.hc.1Lkm. w1a.h 
~du.n....a.odJwr talifd)Qws uc .scmewh31 rart amoo.&..hillhng 
.µolk..Ihc.y i~c.rally speak Elven m addmoa 10 1he usual hallling 
,Janiua.ga...a.rul they grc.a1ly en Joy the comp;iny of elves. Thc.i.u.w 

1cal abi.lu.y xoce:s are the same as those of the. ligh1foo1. 
TaJ.lfcUQw,l'raiu (.Ex): These arc in addition ro the basic h~ 

ling truts, exec.pi whert noted here 

• .U..cac.i.a.l.bonw.10 Starch, Spo1, and l1Sten checks. Like an..c.lf. a_. 
iaUfcUow who merely ~sscs within S rtt1 of a secret or con· 
cc.a.led door.Js c.nudcd 10 a St.Jrch check as rhough ~ 
looking for iL 
Sk.iU,: Tallfellows arc kss athlc.nc rhan hgh1ftt1 and do aove­

.,_ccive any bonus 10 Cl.11nb,Jwnp. and MO\'t Silently checks. 

Oeep Halflings 
These halflings are shonc.r and mx:k1er 1han the more.. common 

Jightftt1 Deep haUlmguakt grtar pleasurun.gcms ~ 
sonry. often working as JtWtlcn or sronccuttCl'S.lhey card)' mu 
w11h human! and dvcs bui en)OY the compuiy oLd'aa'..c.s..and. 

speak Dwarvc.n fluc.mly. Their typical ab1 l1 ry.scorts.a«J.he.samc. 
.asiJghUccL 

.Dttp Halfling Trai1s (EI)Jhcsc..arc..i.n..addllion , 
10 1he basic halflmg trails. c.xcepl whc..re..no.1cd 

hm 
• D:lrkvis1onup1060feer. 
• Stonecunning:...l.ikc dwarves, dttp half. 

Ungs receive a t2 racial bonus to chc<:ks 10 
nonce. unusual srcnc...work. Somcdwig du.1 

isn'1 swnc.. buub.11..iSdisguis,td auiooc.. 
a!so._cow:us as wuwW .siontwO:rk..6 

deep haUl.ing ..m:unt.rtly CQJD4 ma.h· 
intOfttr of~1~dr.can 
makeac.hcck._as....ilinugh._a.:.tittly 
scarchmg~..5cm:b 

:!'~no;_ d:;h:iJ:::n_~ I 
1mwdeJMh.scnsuig.~ 
mate disunce undtrground.as~~ 
rally zs a human an gmc w~ 
way is up. 

Skills: Deep halfhngs.rccc.h•c a 
+2racialbonustoAp~ 
and Cnf1 checks du.1 art..et:la1td to 
s1one or mcul. thc.y..au...less aih· 

\cue 1han l.igh!ftttand do no1 rKewe 
any bonus 10 Ch.mb~Jwnp. a.nd.Mau_Stlenily checks. 

HALFLI NG Cl:IARACTERS 
A hallling:S favor«i c.la.» 1.S..CQiue. Halfling ltaders arc 

usuaUymultic.l.assro&ues. 

L :r 
Medium·Sjze Monstrous Humanoid 
Hir0ict~7d8(31 hp) 
lni1ia1ivc: ~1 ( Dcx ) 

Speed; 20 ft., fly 80 r1. (avera& 
AC; IJ (+2Dc..x. ~ 1 na1ura!) 
Anack.s: Club V/~2 me lee, or lcl.aM ~2 mclce 
Damage: Club.ldi. oulaw ill 
Face/ Reach; 5 fL by .S fr./5 fl. 
Spe:cial Anack.s: Capnva11ng SQll£ 
Saves: Fon •2. Ref ,7, Will t5 

HARPY 

Abilities: Sn 10, Dv: t.S , Con 10, Im 7, Wis 10. Clu lS 
Skills: Bluff r8, l.mt.11 +7, Perform (buffoonery,chanl, epic... 

limends..melody, Qdc, srorytdlmg) ~9. Spo1 ... 6 
Fears; Dodgr, Flyby Auack 

Cllmatc/fc.mlin: Teropwuc..and wa..cm.land an.d urukrgn:uwd 
OrganWnion: Solnary, pair, or flight f.7- l2.L 
Cb.alknge..Rating;.i 
Tc.ea.sure: Standard 
Alignm..wt: Usually c.haoric rv1l 
Advaocemen1: By cha racier class 



A more mahgnam and wmchcd crntu.ruh.m.tbc_barpy 11diffi· 
cuh 10 imagine. Taking great glee in causing s_u.ffc.nng :and death, 
tht sadistic harpy 15 always wa1ch1ngfunew Uclimt. 

A harpy resemblts an.tVll·factd old human wi1h Ult lowtr 
body, legs, and wings of a bmUikc dinosaur. !Is hair is 1anglcd and 
flhhy, crusted wuh ilic._hlood of us vicums. A harpy·s coal·bbc.l 
cyts clearly rdlcct us evil soul, as do chc wicked talons on its . 

Wry fmgen. Th~ vilc_crcaturcs weac_ no clmhing and often . 
widd large, heavy bones as though ility were clubs. 

rp1~ llkt co tntnn.cc haplw traWcrs wuh chc1r magical 
SOflgs and lead chem to unspcakDhk wrmcms. Only whtn a 

,.harpy has finished playin&..\\Ci.tb.JtuKw "ioys· will LI re-
,..kasc thtm from sulTcnng by...killing and consuming 
1hcm. 

COMBAT 
When.a.harpy «igagcsJn.baulc. ir prtftrs to use 
flyby .An:ack and smlr.c wuh a mclee weapon. 

Cap1.Miting.SO_og (Su): The most msid· 
iJousabiluyof thcharpyisnssong.Whtn 
a harpy sings, a.ll..J:.cca1urcs (orhtr than 
harp1tS) wuhln a JOO-foot spread must 
succted 11 1 '1:' 111 savt (OC IS) or be­
comt unerly cap1wa1cd. This is a sonic, 
mind-affccring charm. If the uvc is 
successful, th11 crcarurc cannot bt: af· 

r
cctcd again by that harpy's song for 

QIICday. 
A capuvatcd vicnm walks toward 

the harpy, raking 1hc mos1 d1rcc1 

' 

route IVlibblt If the 1mh Inds 11110 
adangcrousarca (1hroughllamc,off 
a..chff, CIC.), 1h11 creature gets a 
~cood saving rhrow Capuva1ed 
C.(Catutts. can rake no ac:uons 01htr 
than to dd"end themselves. (Thus, a 
fighter canno1 run away or auack but 
sulTcrsnodcfcnsivcpcn.aliics.) /l.viclim 
wuhin S feet of the harpy s11odJ thtrc and 
offers no rcs1s1ancc 10 tht monsctr's anxks. Tht tffcc1 conunuc$ 
for as long IJ tht harpy .illl&S. /\. hards councersong ability allow.s 
1he capnVltcd crtUUl'C 10 autmpta_ncw Will save. 

HEI I HO\IND 
Mcdi~c___Ouuidcr (EvU, F ir_e,_Lawfol) 

Hi1 Dice; 4d8t-4 (22 hp) 
lniliative;..tJ (• I Dt>x, t-4 lmpro•,.cdln,Lnru.\'CJ 
Spccd:4-0f1 
~(.1Dcx , +Sn11urall 

A11ac.ks:B11e•Smclec 
Damagc:B11ctd8+1 
Facc/Rtach: Sil b)'.J..ftJiiL 
Special Anacks: Bcuih. weapon 
Special Qualitits: Sc.cw....llrt..ypc 
Sa,..cs:Fon +S, Rcf t S,Willt-4 
AbW1 ics: Su ll, Dex 1]..uw....u.J.nU. W1Ll.lU:~~ 
SkWs: H1dt ti I. Lisrtn -.-S, MoY.c S.Jtndy ~U.Spo1 t-r, Wtldtr· 

ncssl.ol'l!' .~ 
Fuu: l.mprovcd lnuiauvc, Tr.ick 

Cliroatc.D.Urain:.AnyJand and undcr&mund 
t-Qrguiiulion: Solnary, pair, or pack (S- 12J 

c:ha.lkn.gc.Jla1i.ng; 3 
Trtasure;Nonc 
Alignment; A!Wlys lawful evil 
Advancement: S- 8 HD(largc) 

Hcllhowids uc..aggrcssivc, firc·brta rhing canines of cxrnplmar 
ongin. Sp«.Uncns arc frequcmly brought 10 the Maienal 10 S«\'C 

cvilbt:ings,_and;nany have cs1abl1shcd indigenous breedmg Poit: 
ula1iDns. 

A hell hound rescmhks :a lugt, powtrfully built dog \rich 
..,shorr, rus1·rtd or c_tddish:brown fur; us markings, leech, and 

tongue arc sooty bbd. h JS cu1ly d1sunguishtd from normal 
hounds by m rtd, gl.owin,i_tyct. /\. ryp1nl hell hound sraods 4 l/2 
fcc1 high at the shouldcc_and weighs 120 pounds 

l-le ll hounds do not speak but undtrsund...lnftrnal 

Large Bcasr 

COMBAT 
Htll hounds art cfficicm humcr:s.....ti favonte 
paclr.1x1icistosurrou.n.d~qw«ly.thm 

mack wuh one or tw<Lhnunds. dm!.m&..u 
wuh 1he1r flery brca1h mward thc.ust. lf 

1hc prty d0ein'1 run, the pad closes 
1n. Htll hounds irack llccmg prty 

rclcmlusly. 
Brtarh Weapon (Su): Cone 

o[flr~ JO fcc.t, t.\•cry 2d4 
roUDds; d;un;igc Jd4tl, Rt­
flcx halt.UC u . The ft.ery 
brcach.aho..tgnu.rt_a.nyfbm· 
mablc:...maJ.«ia]swuhm 1hc 
conc.J:lcll..ho_UD-ih cw use 
it~~ br.wh..w_~poo wh1lc. 1 

Firt Sub~ (.Ex): fiu 1 

1mmuni1y._d.D.uhlc. ihm­
agc from cold nccp1__on ll.-f 
succcssfuJsa,·t 

Slcilk lidl~ 
rcct1ve a ~5 racial 
bonus 10-1.IJ.dc 
andMQ'lt.SUcntly 

chcclu.. "'Ihey also 
receive a .s racial 

®nus 10 Spo1 checks 
and Wilde mess Lort checks 

when tracking by seem, due 10 
tbCJ.[.kccn~ofsmtll. 

HIPPOGRIFF 
Hit Diec~ )d10+9 (2S hp) 
lni1ia1ivc: t2 (Dcx) 
Speed: so f1, fly too ft. (a,..cng(j 
AC: ts {-I SIU-, +2 Dex, .... natural.L 
Anacks: 2 claws tS me lee, bile. tO mclcc 
Damage: Claw !dh4. hue 1d8t :? 
Face/Reach: S fL.by lQf1./S ft. 
Savcs:For1 .+6,Ref -.-s,WjJl .+ 2 
Ab.ilitics: Su l8, Dt>x tS, Con 1.6, lm • . Wis 13, Cha 8 
SkiUs: l.1Stcn ~. Spor • .,. 

Climarc/Tcrn.in: Tcmpcrarc and warm hill and plains I 
Organiz.ation; Soll!U)'...pair, or flight (7- 12) 
Challenge Raring;..2 
Trcasur(;.hiQD.t 
Alignmcnt;.All'Ql's ocut.ra.l 
Advanccmcn1: 4-6 H 0 (Large); 7- 9 110 (Hugcl 

Hij!pogn!fs UC' aggrc.sswt flying crcarurtt th3f combine features 
.~an.d g1am t~cs. Voracious ommvortt. h1ppognlTs wiU 
hum humanojds as readily as ~ny orhcr meal 



Thr~ br:1s1s ur vrry turi.to.naLdc!endmg lhCLLprcfo:rcd 
hunnng and grnmg arr:is ag:1111St mnudtrs w11h unu.s.ialitroc1ty. 
Thrir rangr uswUy rx1cnds abou1 sdlQmilcdmmthcu nm. in 
which 1hr young rrmuo wh1lr 1hr adulls hum Hippogoffs nrvrr 
lr:ivr chrir young unde(crulrd, howcvrr. 01.scoo,·rnng a h1ppog1if4 
nrst alwa)'1 muns encountering adulc crr:uu.rcs. 

II hippognff has the torso and hmdquariers of a horsr and rhc 
ilo«lrgs, wings, and hrad..o(agi.an1 eagle. A typical spec1mrn grows_. 
109 ftc1 long, has a wingsprcadof20fcc1,and weighs l ,OOOpoun 

COMBAT 
,..li.l.ppognffs d1\·r al thtlLp.Iey__a.rul..uDkr wuh 1heir ralonrd 
.fore.legs. When rhry cannoul.J.Yc, 1hry slash wuh daws and brak. 

Ma1rd p;nl"ll and Oigh1s_oi thew crrarurrs anack m concrn, 
d1111ng rr!)f'atcdly to dnvc aw.iyor k11l inrrudrn. H1ppognffs figh1 
10 thr drath to defend thrJ.I.nrm and 1htir hatchlmgs, which 

. arr poUd u aerial moµ.ms_and fr1ch a hand-

t 50~~~~=~~:~ ... :r:~ racial IC.~~~ 
bonus 10 Spo1 checks during dayligh1 
hours. 

TRAINING A HIPPOGRIFF 
Tnmmg a h1ppognff as an arnal moun1 requirtJ a succrssful 
Handlt Ammal chtck (DC 21 for a young crtaturt, or DC 28 for 
;an adult ) and 1ha1 1ht crta1urt ht 
w1llmg 1-hppognffs muurt ai 

• tbt.nmen.1t as horsts. Tram· 
. trs un rrduct tht DC by S 
.and tht rranng llmt byont­
half by using a magu: 
bridlttnchamrdforrhis 

"""""' Htppognff tggs art 
wonh 2,000 gp ap1tcr 
on the Qpc:n markt1, 
whi.lt youn& are 
wonh3,000gptach ~!L'lltA' .. :~j~· 
Proftssional 1ra1n­
trschargt t,OOOgp 
10 rtar or train a 
h1ppognfT. Ridmg 
a trainrd hippo. 
griff rtquuu l.11.. 

txo1ic saddlt. A blp­
pognff.ca.n.fighuWilt 
canymg a ridtr, bur tht 
adcr cannoLalso auack 
unless ht or sht' succtrds at ;a R.idt chtek (Stt R.idt, p.lgt 72 

,J.nthc.l'fllytT'1 H101Jboolr}. 
Carrying Capacity.Alight load for.;a hippognlTis up 10 

}()()pounds; a mtdiw;p loa.d.101-600 pounds; and a htavy 
~.601-900po_urub.. 

HOBGOBI IN 
Mcdium·Sh.t HumanQid (.G.oblinQi.4) 
Hi10itt: tdS+I (Shp) 
lni1ia1iw-: •I (Otx) 
Spttd;JOf1 

.6C: LS {T l !)a. t3 s1uddtd Ira Um, +l small shiddJ 
uac.lu:~ tt.mckt;orp'l'.clin..t2rangtd 

amagc:l.Dn&swonl ldS;orp\·tl.m td6 
ac_cLRtac.h:...5 it. by .i f1J.s f1. 

Special Quali1iu: Dukv1s1on 'Oft 
Savt_s;..fw:Ltl.Rtf t t ,Will-+-0 
AbiUlits; Str 11 , Dtx 13,Con 13, Im 10, Wis 10,Cha 10 

Skills.:Jii.de ;l..lwen •}, Moo,•rSilrmly •3,Spot +J 

Furs:Alcrtntss 

C lim.a1c/fcrrain: Trmptratt and warm land and undtrgrowuf 
Organization: Gang(+-i).butd (10-100 plus 511.\o noncombu­

ants plus I Jn!-ltvclscrge.an1prr2oaduhsand I leader of 
•Hh-61h ltvd), wu!zindil0-24), or rribr (»-JOO plus I 
Jrd·ltvtl strgtam ~arluhs, I or 2 licutrnams of 4th or 
Sth ltvtl, t lradrro£6th-s1h lt\'tl. 2-4 dirt wolvrs. and 
1-4 ogrrs or 1-2 nulW 

Challcngc Ra1ing: 1/ 2 
Tuasutt: Sundanl 
Alignmtnl: Usu;ally bwful tv1I 
Advanccmcn1: Bychux1ercbss 

Hobgoblins arr brgtr cous1ru o(gobL.ns. 
_ Thty ;are flr morr ag,grcss.ix.e_and 

orgamud 1han 1htir smaller re l­
at,ivts and wagt a ptrpt1ua4 

war wnh orher humanoids, 
p.irtk.ubrlyclvt.s. 

l:lobgobhns arc burly 
humano&ds sianding 6 
.JJ.i !rrt WL Tht1r 
lwcy_bide:sraogtin 
,.,1o ... ..,Jmaulm 
~~'D 10 ..... ~ .... , ::r.:0::~ 1 

Wg<.,.Jn~ ormlOOS<'s. l:lobgoh-
lint~ arc. yr_ • 

or dark brown, w~ 
1ht1r ittrh arc ycllow. 

l'btirgarm~o 
bt brighdyCQIQ(td.oftrn 

bloodrtd..wuh.b.lackono1rd 
l~1htr. Hobgoblm weaponry 

is kepi: pclisbtd and..w.pxi rep=. 
_Hobgobl.ms sprak Coblm and 

Comm•n. 
Mos:Lhobgob:llns tncounterrd oumdt 

tht.Lt..borou.art warriorJ; 1ht informa1ion 
in1hr__.smis1i.ab:loc.kisforontof1s1ltvtl 

t 
(S« pagt ]9 m tht Dvscro~ 

~ l ~=:~tG;~:!~~l:;e 

Thnt crr;amrrs havt a SlmJl&_gr;up of s1ra1tgy and txllc:s and 
arr cap.1.blc of c;anying out sophisucared hank plans. Undtr 1ht 
ltadcrslup of a ski.Ur<! s1ra1tg1Sf or fKllCllR, thtir d1sc1plmt an 
prove.a dttid.ing&ctor.J::lobgoblms hait tlves and ar1ack thtm firsi, 
m prtftrrncc ro Olbcr opponents. 

Ski.Us: Hobgoblins receivt ;a ,_4 _racial bonus 10 Move Siltndy 
chrcks 

HOBGOBLIN SOCIE1Y 
Hobgoblins ut a mtl,it.a.ty breed: Thty live for wa.t...aml~ 
strongly in s11cn&t.h ;and m;ani;aJ prowess as 1hc m<ru.At 
qualititl fur m.di.v1dual5 aod ltadtrs ahkt J\ bqbg.o.blw.Jc.ii.d 
hkdy IQ buhc bi.ggrsu.nd 5l.10ngts_u.o the &JllUp._mWl 
aurhoary by mforung s1rici d1sciplmc. Uobgobhru arc often 
Jcadra ii.m.On& l.llhct_Qf gob.lws and ores, wbo.m thty bully ;and 
1rca.l u i.nftriors. Hobgoblin mtrctnarits somtumcs tn1tr 1ht 
~C.t Q[ wtal.thy cvilhumano1ds. 

Hobgoblin sociCJY is orgaru.zed mto tnbiil bands, uch mitnscly 



rrputanon 
and Sta1us. 
Mr r 11ng s 
bf'1wrrn n-
v.il Mnds au 
likdy IOrl'Upl 

v1olrncr 1f 
theuoopsaunoi 

,.rum.ined. Only an 
excep1ionaUypowrr­

.-fuLkadu can forct 
. thrm 10 COOPf'Tll lr for any 
lrngth of limt Each band.. 
has a duuncm·e hom!f'. stan­
dard tha111 carri"1nt0.CQ1I1bu 
to wspu:e. uUy, a.nd.....s.ig.n.11 the 

; u:oops. A.hobgobUn gang or band con· 

! ~1:: ;:i~~;o:b:ia~:l:~~s~1~:;~~t~:i~l-
lair is 1hrta1'ne.d..dirtcdy. 

ThC'SC'crta1urtsusuallyla1rinplaces1hu 
r11her boast namflll drftnses or can be foni­
fled Cavun complrxes, dung~ns. l'Uins, and 
fortttS au among thr1r faVQntC'S. Typical lair dt­
ftnsts include duc.bf'S. frnc:es. gues, guard 1uwrrs, pu 

f traft~~~~b~~~l~~~a~~.~:t0~i~g~~~~;Cl..~a.iulso_ 
thr pa1ron dtuy of goblins. 

fJOBGOBUN CHARACTERS 
, A.hobgoblin's favored claSl i.s flghtrr, and~ lca.dtrs tcnd 

1 w be fighters or fighter/ rogurs. Hobgohlw .... ckucs worship 
.-\hg.lub1ye1 and can chOOSC" 1wo of 1hc fQJ.l~g domams: Evil. 

.,Dcru:ucuon. and Trickery. Mos1 hobgoblin spcllanea. however, 
au adepts {see page 37 in the DU.>;CJJ,)s -~WU&'s..Cu1Jt). Uobgob­
lin a.dep1.s..fa'o'.QUpclls 1ha1 deal dam~e..... 

Tiny Cons11-u c1 
Hi1 Diet: 2dlO( ll hpJ 
lni1ia1ive: t2(Dc..x) 

HOMllNC!I! !IS 

Spcrd : 20.fL,fiy.iO fL(goodJ 
AC: 14 {+ 2 0u.t2 siu) 
A11aclu;.Jlitc..t2.mdtt 
Dam age: Bite Id+-! and poison 
face/ Reach: 2 112 ft by 2 1 12 ft 0 ft. 

p«:ialAuaclu: P01son 
pcdaJ Qua lit ics: Cons.true! 

S<11me..ali,gnmenuu1d basic natuu A homunculus cannot ..speak... 
but thf'. prQC.eSS ofcreatingonr links LI ttltpa1h1cally wnh LIS c.re-

ator. lt kno:wu1·h.u 1u mas1tr knows and can convey 10.b..un..o.Lt 
her e1·erythu:i.g 1uees and htars. up 10 a range of SOO yards..A.f 
homunculus ne1·e[rraxds_bey.ond this Tllnge willingly, though 

i1c.w.._bt.,rcm01·rd. forcibly. lf1huoccun.the 
crulurt...dots everything w us power 10 
....Itga.ULCOmac1 with 11s rnas1u. An anack 

1ba1 destroys a homunculus deals m 
masttr 2d10 polnl.Lo( da~...L( the.; 

creature s master 1.5 ..slain, the ho- 1 
munculus ilia d11:s...md J.ts._bQdy_ 

swiftly roelu a.way uwu pool of 
1chor. _ 

Ahomunc.ul.u.sJu.u..~~ 
manoid form. The._cru10Ldeter· 
mmrs an ind1vidual.s. p.i:~ 

fearuus, but in general onr Stands 
about-18.IDc.hestalland hasawuig· 
span of abom 2 feel. A homuncu-

lus'.s Um ts often [ou&h and 
sometimes wany, 1•ary1ng..m...color dcpcndwg on 

1hr matcriah usrd. to CfCillC.1L. .lli .mourh is 

£Hird wuh sharp. nerdkl.i.4tccth that..dch1·er 
a weak venom 

Homunculi land on.J.hei..u:U:ums..and.hw:f 
wuh 1he1r 1·rnomous fangs. 

ison (Ex:}: Bur, Fonuu~dD:Cl..ll... 

uuu.al chmage slrcp for I mmwc, scco~ 
damage slttp for :ln()(her Sd6 mw.ures. 

Consll"Uc.t: Immune.to mmd·inlluencmgeffl"CIS. pmsoo.dl.Sc~ 
and similar effects. NOi subJt'CI tocnuc:il h1rs. sulxlual~c...a.bal­
iry damagr, energy dr.lln, or dca1h from massive damage_ 

CONSTRUCTION 
A homunculus coSIS 100 gp 10 crtate, mcludmg 20 gp for iht 

body. This cost includes a.llthc.m:itena.ls..and..spdl compontnlS 
1ha1 are coru:umed by or becomr a pcrmanen1 pan 

o!Jhe.mauon... 
Tht..firs11~.sbap1ng1htcttarure 

from.a nw:.iure o( clay, ashts, man· 
..dnle.roo1, spnng water, and 

onepm1of1hecreator"sown 
blood. Thr crrarurr's mastrr 
may asstmble 1ht body or 
hue someont elst to do 

the JOb Creaung 1hr 

._savu: Fon ~o, Ref t2._\1Zill. tl 
Abilit ies; Str 8, OuJ..5._Con -, 

ln1 10, Wis L2. Cha.L 

I t 
,· \ ~ .,:.::--

~'.: ·.~.~ -~ . 

body rtqu u rsaCTllfi 
(sculp1urr or ma· 
sonry) check ( DC 

of 12). 
Af1tr 1he body 1s 

sculp1rd., 11 ts arumated 
1hrough an ureoded 
magical mual r.haue: 

qu1m a 71h-lt1•el chanc-

Climarr/Tccrain.: Ao.yJ..and_a.od und«· 
ground 

C>Tganilllio n: Solirary 
Ch a.Uenge Rating; I 
Trea!'iure: None 

. .Alignmr n1: Any (nme.a.s.c.u~1orl 
d vancCJlle.n t :.l-6 HD..!Tiny) 

uncul.us.i.s a diminuuvt servmt created 
~a wizard Tbcv rreaw.res art weak combaranrs 

bu1 m.a.kc..dfeo11·e sp1t'S, mrssrngers. and scouts 
Hctmwu:uh au lmle more 1han 1ools drsigncd 10 carry Out+ 

assigned 1ask.s. Thry au rx1ens1ons of thc1r creators, shanng 1he.. 

trr wirh 1he Craf~ 

a~:~~~a~~h;:~ 
musl labo:r {OL.atJcasL8 ho.~ 

each day ui. a .sR«iallr prepared 
b.bowocy QLWrkmom. sunalu w..an.ak.hemis1's labora­

Jocy md cosung.5.00 gp 10 ff!abli'ih If 1he creator •s pl'rsonally 

,.ams:tl.UC.ung.lM..crea.wreS bodr. ~build1ngand nrmlcan be Pf'r· 
formed1ogcih«. 



A chancier not aC11vcly waclung.onJ.hc.ritualmusu:w..ind can 

!'X'rfonn no 01hu acnvi1ies uct.pt uu.ng..slttjllilg._OL tallung. If 

ht or she misiff a day, die proc65 fails..and dic...ruual..mus1 bc 
srantd anew; any gp spcru on rhe faikd 01ual is Josi (but.not XPJ. 
The pl"CVtously cnftcd body can be reused. :as can the bbontory. 

Complcung 1hc..ru1W.uqu1ru cuung ammt t)T, mrmn- 11D11gc. 

f 

and mrndmg on 1he flnal day_of the rinW and drams 2S XP ~ 
thureator. Hc or she musu:asuhe .spdl.s_pcrsonally, bm they 

comt from ourside soun::cs, such as scrolls. 

.J.arge Oursider (Chaolic,,£ril) 
Kir Oice:6d8+12 (39hpl 
lniliarivc; +7 (..-3 Qex._t-<Umprovcd lnmauvc) 
Spttd; 60 (1 . 

CJ..Z..i=.lmc:,•JQcx..tl.J:J,aLUllllJ 
uaclu:.Bue ~ 10 mcltt, 1d4 quills ·S mcltt 
amagc~ .. Bue..2.da.ti. quill t d4-+ 2 

Face/ Rc:ach:Sft,by IOft./S ft. 
Special Auacks;_Qµills, howl 

!b~~:i=:~1•:i~b:.:·1~~0+: IS, Im 6, WLS 14, Cha 8 4iia: .. __ ....... 
Skills; Climb . 10, Hide +8, Li.sien +I I, Move S1lenily +8, 

Seu-ch -. t , Spor d t 

Fea1s:Alcrmt"ss,lmprovedinmauvc 

Climat~cmain. Any land and undcrgmund_ 
~ 0..ganiurion: Soh1uy, gang (2-4), or pack.{6-.lO) 
Challcnge RatiQs: 3 
Trt'Uutt: None 

! Alignment: Alw.ays chaouc evil 
Advanccmenl: 7-9 HD (Largc); 11 18 HQ(liugcl.-

~t.mdackpb~ wherechaos.and_ailhold.swa)!. ThcSt' 

bcurs hunt m px.ks. r2Cmg through Cl\'erns UJ .. wea.r.down rherr 

prey and..und it.10 bns. 
Long-legged and spiky-haired, howlers are bestially humanoid 

quill irap<>St'.S a - 1 circums1ancc P"naky ~'leS. and 

chccks...Rcmovmg 1bcquill deals td6 addwanal.pcinwl(~ 
Howl {Ex): All beings other than oursideu •hat hta• •he cru, 

turc5 howlingfo1:an..houror morc aresubJ~ 
Lt docs nor help thc howler m combat Those_ Y.'llh.ui a....1.00:foo1 
spread must succc~Will sa\•e (OC t2) or1ll.e.l.pouu 
por.iry Wisdom damage. The save must be reP"atcdlar cach..h 
of exposure. This is a sank, mmd-affccung a11ack; dcafcncd.. 

1uresare noisubiecuo.iL 

TRAINING A HOWLER 

~: a==~~~~;;:~;t~{e1f~~:
1:g~)~~~~;11~i1t':' 1ili~ t 

SmaU and 1'.lcd1um-sw: infernal ctta1urcs such as ql..l.lSLtS, ah)'losal 

ores, or e\•en succubi someumes use howlers llJllQllDJ.S.Jl~k 

animals-chcy arc panicularly useful undcrground. Largcr and 

more powerful demons use them.Ji.kc..hun.cing dogs. 
Tr.iining a howlcr rcqlUICS a .successful Hand.It AnlIDlll check 

(OC2Jforayoungma~foranadultJandihatthccru-

1urc be.willing, Tnuncrs..can.duce the OCby5 and 1hc rcmng runt 

by one-half by using a magi.c._b.arnw tDChamcd for 1hc purpose. 
R.idmg..a..howlerrcq\U!csan~howlercan flghtwhile 

carrying a ridu, bur che rider cannot aho attack unlm he or she suc­
cttds attlW!ccbcck (Stt Ridr, p;agt 72 Ill the Pla)'n'~ Hilndboo«}. 

howls, :as somc ha\·e suggwed, e\·cn..sP"lls can nor dc.apher 11. 

COMBAT 
Howlerunac.k..in..&lllups,Io.r ilic)'...Ue_cowardly and cruel.. They 

prefer 10 ch.arge lnlQ combai,.nce ou1, and then charge in again. 
Quills I Ex>· The howlu's ncc..k.bmd~ng quills.. While 

bumg, the auture ch rashes about, nnlung_wldi td4 of them .. An 

, opponcnt..hii by 1ht howlcr's quill mack mllS:t make a ~Ou savt 

.µoc Ui) or have che quill break off ln hu or her Oesh .. A lodged 

Five-Headtd 
HugeBe:a.sr 

H itOice: Sdl0..-.25(.s2hp) 
ln lriative: +L(DaJ 
Speed : 20(1.,swim IO(t .. 

AC: IS (-2 size, +I Dex, ~6 n~1unl ) 

Auacks: Sblle5?4meltt 
Damage: But LdJ0+.3 
Face/Reach: 20f1. by 20£1. to fr. 
Special Qualities: Seem 
Saves: Fort +9, Ref ~s. Will +t 
Abilir ics: Srrl7, 0cx 12,Con 20, 

ln1J,W1s10,Cha9 
Skills: Llsren+S.Spo1 H!i 
Fca1s: Combat Reflexes 

Carrying Capaciry: A light lind for a howler is up to 460 
pounds; a medium load, •6t-~Q.pounds, and a heavy load. 

921-1,380 pounds.. A howler ca.n..~ ,,900 pounds 

SU:-Headcd Scvcn-Headed 

HugeBe:ut Huge Beast 

6dl0•30 (63..hp) 7d t0•JS (7Jhp) 
? l(.OcX) +t (Ou) 
20ft.,swun 1of1. 2of1 .. ,swim tofi .. 
IS (-lsw:, tl Du.-.6n.uural) IS (-2sizc,+1 Ocx,+6n.atural) 

6buts+Smdee 7bucs -.7mclcc 
Bur ld!O..J 811e tdt0+4 
20 fl . by 20ftJ10 f1. 20 fL by 20 ft_ 10 ft 

Scent Scenr 
forr+tO.~f-.6,Will.;2 For1-.IO,Rt'f+6,W1ll.2 

S1rt7,Dt'x L2 ... Con..20, Snt9.Drx 12,Con20. 

lnt J,WislO,Ch.a..9 Im J, Wis tO,Cha'J 

Lis1en +6,Spol :t6 I.men •6,Spol t7 
Comba1~£lcxcs Comba1 Rdlcxcf 



ffit Dic.t: 
lnitialivc: 

·~ AC: 
Arcades: 
Damage: 
Face/ Reach; 
S~ial Quali1iu : 
Sa vu: 
.6bWdes: 

Skills: 
Fcais: 

Hl1Dice: 
I.ni1iaiive: 
Speed: 
AC: 
An acks: 
Damage: 
face/ Ruch: 
Specia1QuaU1ies: 

,_Savu: 
, Ahi.l.itiu: 

Eighl·Headed 
Huge Beast 
8dt0+40 (84 h p) 
•I (Dex} 
20fi.,$WUTI 20f1. 
IS (-2s1u .... 1 Dex.+6naiuralJ 
8bittt•81Jlcltt 
Bitt tdlOtt 
20fl.by20ftJlOfL 
Seen! 
Fon +I I, Ref •7. Will·? 
Srr 19, Dex 12, Con 20, 
In1J,W1sl0,Cba9 
L.mtn •7, Spot +7 
Combar RellcxQ 

Eleven· Headed 
Huge Beast 
ttd !0+55(11S hp) 
ti (Dex) 
20fr,swim20 fi. 
IS (-2s1U,t l Dex,+6 natur.il} 
ll bu«+ l 2mdtt 
Bue 1dt0+6 
20 ft by 20 flJ IO £1. 
Scent 
Fon •12,Ref +8, Will•J 
Sir 23, Dex 12, Con 20, 
In1J.W1s10,Cha9 
Lis1t"n .s,Spor.9 
Combn Rtflues 

Climare/fern.in: Any marsh and undergro\Uld 
Oi:pniurion: Soli!ary 
Chalk.nae Rating; Five-headed 4 

{lwnnai1..&lpyro-orcryo-);7(1.C'r­
nuan);or 8 (Lernatan pyro-or 
Cryo·) 

Six·htaded 5 (normal ); 7 (pyro· or 
cryo-); 8 (Ltmaean); ot..91ltmaun 
pyro-orcryo·) 

Seven-htadtd6 (1)0rmal);8 
(pyro·or.cryoU.U.U· 
naean)~ or.JO (lunann 
pyro·o.u:a:y· 

Eigh1-headcd 7 (normal); 
'J (pyro·.A[c_ryo-): 10 
(l.emaun); orlt (Ltr· 

~pyro·or cryo-) 
' lllt:htadtd 8 (normal.JJ.O (pyro· 
orcryo-); II (lci'Ai1Ca.D1..Qr U 
(Lemaeanpyn>-Ql.J.'.I.YO-:l 

Ten-htaded 9 {noi:m.al>; ti (p)'m· or 
cryo-):t1!Umae:iU!Jo.OtJJJ,l.c.i:· 
IUC'an pyro· or cryo·) 

Eltven·htaded IO (nornul.1;.___ 
ll (pyro-orcryo-); 
IJ (Lernaean);or 
14 (.LC'rnaun 
p)'IO·OrCQ'.O_~ 

<k<·hwkd,U_ 
cwnal.t..u_(pyro· or cryo-); 14 {ltmaeanJ; or IS U.tmaean 

R)'lQ:..DL.ctYQ:)._ 
Treasur.e.; J/ tOcouu;.SO'\goods:S0'\ 11 t ms 
Alignmwi: Usually otutral 
Advance.mtnt: -

Nine-Head t'd 
Huge Beas! 
9d.t~5 (94hp) 
. 1 (Dex) 
2oft., sw1m2of1 

Ttn-Headt'd 
Huge Beasr 
todl0.50 (105 bp) 
d (Dex} 
20 fi., SWUD 20 ft. 

1S (-2stu, •I Dex, +6 narur.iU 
9bnt"s .. 9mdtt 

IJ (-2 Stu., .. 1 Dex, •6 narural) 
tObittS+IOmdee 

Bnt" 1d 10+S 
:?Of1.by20f1./ IOft 
Scene 
font l l,Ref .. 7,WiJl.3 
Su 21, Dex 12, Con 20, 
Im J, Wis 10, Cha 9 
lliren +7, Spoe •8 
Com~t Reflexes 

Twelve-Headed 
Huge Beast 
t2d!Ot60 (126hp) 
.. 1 (Dex) 
20 fr., swim 20 ft. 
IS (-2su.e, .. t Dex,+6na1ur.i l) 
12bhcs.1Jmdee 
Buc.tdJ0+6 
2of1.by2of1/ 1of1 
S<ro• 
Fon +13, Ref •9, W1ll ..4 

Str 23, Dex 12, Con 20, 
Im J, Wts 10, Cha 9 
lmen •9,Spot t9 
CombatRtlltxtt 

Bue tdtOt5 
20£1. by 20£1., !Oft. 
Seem 
Fon +12, Rtf •8, Will .J 
Srr2t,Du 12,Can:W, 
lntJ,WtsLO._d:ia9 
L.is1rlUB • ..S:po1 •8 
Com.ba.L&Ocxes 

MAG rCALaEASTS 
Thrct spedll kmds of hy· 
dras-1he l tmatanhydn,1he 
pyrohydn, and the cryohy­
dn-uemagicalbeas1sn1her 
rhan beam. They have all the 
same chanc1enstics and m1ris· 
ucs blocks rhat ordinary 
hydns ha\·e, and m addmon 
1hty poSSC'SS special ab1lillC'S 
that all' dC"SCribtd m the ICXt 
on the follawmg p,3ge. 

Hydr.u are repuldilu mons!C'rs wi1h multiple htads. 
A hydra 1s gray-brown to duk brown, wuh a light yellow .Ol ian 

underbdly The eyes are amber and the reerh art yell~r 
1$ aboul 20 rC'C' I long and 1•..righs about 4,000 pounds..Jiydras do 
noispeak. 

C.OM.BAL. 
..tiydras_can auack wi1h all 1be1r 

be.ads..11 1)0 pcoalry, tven U 1hey move 
or..durge dunng tht round. 

/I hydr.1 Oil be killed tnher by stv· 
ering ill its htads or by sbymg 

11S body. To SC'VC' r a htJd, an 
oppont nl mus1 b u 1ht 

monster's neck wirh a 
slashing weapon and 
deal damage equal 10 
the hydra's origmal 

h1r pomr toral. d1· 
vided by llS origi· 

nal number of 
heads. m ont 

blow. (The 

Jtlay«..,Y)'.S whu.c..Jh.c...a.nac.k lS auned JUiLbc.fo.«" making rhe 
m;i.d..rollJ for enmp!e, U a flve-htaded hydr.i has 52 hp,a smglt 
blow.de.a.Una 1.0or m.OJC' potms o(damagt stvers a head (S2 + S"' 
l0.4, rounded doWJl 10 tO). /lny uctss damage 1s losr. A stvtred 



brad dits, and a na1ural rtflcx tt.ils...t.hc..o«.k..shuuo..pr_cvcntfur· 

thtr blood loss. Tht hydn un .no long tr au~ wu.h.t.hc. st•·trtd 

brad bu1 suiftn no 01hu pr.naluts. A_.st.\'t.rtilt.ad.J'.tiIJ)WS m 

aboura momh 
Skills: Hydras m:e1vc. a t2 nci.al bonus ro Lisitn and Spo1 

chrc.ks, 1hanks 10 t.hc.ir_muluplt buds. 
1-·eau; A hydra's Combat ~txts fu1 allows i1 to use all 11~ 

.,buds for 11mks of opponwlil)'.c.ach rouruL.. 

l,ERNAEAN HYDRA 
Thcst hydras have- bod.its 1ha1 ar_timmunt to all auacks (bu1 Stt 

)ldow). Thtonlyway1os.br..a.J.cmac.w..hydn nonnally a.s tosevtr 

all its htads. Howcvtr, tac.h ume a Madu stvcrtd, rwo new htads 

spnng from 1he stump in l.(li rounds. A l.trnaean 

hydn can never b;wc more than rw1ct irs origi-
nal number of heads aunyont time, and any 

~txtriJlcad.s IL gain.LbeY.on.d us ong1nal 
nu.mbu wit.bu a.nd die wuhm a day. 

pr.ttCllU..sextJ:ed bud from growing 
bac.kmto 1wo,ult:ast Spo!msofflrcor 
acid damagt nuw ht duh 10 1ht 
Slump (AC 19) before 1hc new heads 
appear 

Spells such as dmnftgmlt, /1ng" DJ 
dt11lh,and sl11ylmrngkill a Lernaean 

hydn ou1righf if they succted. I.f 

~
e spell dc:als damage on 1 success­
lsave.....rha1 damage: 1s dirtctc:d 

agrum ont of 1ht hydra's heads. 

PYROHYDRA 
thtse reddish hydns can brtathe 
JCIS of fire 10 fttl high, 10 ftt1 wide, 
and 20 fttt long. All heads brca1hc 
oru:ccvc.cy id4 co.unds..Each jer d.c.als 
3d6 damage per hud A successful 
Rd1u ~..hah·es the damagt. The Sli't 
DC LS 10 ~ J/2 hydn's ongmal number of 
brads t the hydn's Consurution modifitr. 

Fi.rt Subtype (Ex:): Fire immunily; double 
damage from cold c:xccpt.on a successful n•·t. 

A pyrohydn may also bcQf 1hcl.trnaean form. 

CRYOHYDRA_ 
Thtse purplish hydras can bru1ht,jc:1s offros1 10 fw high, IO fee1 

wide, a.nd..la.fttt..lo.n&...Al.l hwb..lma~·try 1d4 rounds. 

Each Je t duh 3d6 damage per head. A succ_tssful Reflex save 

halves 1hc damage. The tave DC J.Ll.0 Li/2 hydn°s ong1nal 

. number ofhc:ads .. 1ht hydn's Cons1i,tution modifier. 

CRW Subtypt (Ex): Co.Id immunicy; double: damage: from firt 

.tiu:qu..onasucccs.sf~ 
Acryohydra ma~ thc.Ltmaean fonn. 

INVISIBI E STAI KER 
Large Elc mel'ltal (Air) 
Hi1 Dkt: 8d8•16 (S2h 
lni1.i11ivt: t8 (+4 Dex, t4 Lmpr0'.cd1mtulivcl 
pad: JO f1., fly 30 ft. (pcrftttl 

AC; 17 (-1 SIU., +4 Dex. tt...n;1uo.l) 

Attac.ks~i.a.iudO/tS 
_amagc:.:..S.la.m..2d6 .. 6-
accLRtach:..i..fL by S (1J IO fr. 
pc_cial_Q.ualitic:tikmc:n1al, natunl.invi.sibiliry, improved 

in.ck.in& 
Save£..£Qn+<i.._Rtf+t0,\'(11IJ +4 
Abilities: Su 18, Dex 19, Con H, Im 14, Wis 15, Cha 11 

S\tills.:...U.s.tc:n t.U ... bl ove Silenily tl5. Starch .. 11, Spo1 t l3 

ft11,s;.CotnN1 Re.flexes. Improved lni!Unve, \l'tapon Focus (slam) 

Clim.art(fcrrain: Any land and underground 
Organi:z..ation: Soluny 
Challenge Rating: 7 
Trc:asurf!:Nont 
Alignment: Usuall):..IWl.l(.al_ 
Advancement: 9-12J:l.llllargc); 13-24 HD {Huge) 

Invisible stalkers are cruiures nauve ro the E.lc.mcma121ane ;;[' 

Au. They somcumes scrvt y,'!zards and SOK«t:~wn.mQn 

them 10 fulfl.11 specdl.c iasks. 
A summoned stalkc:r ~IC\'~ 

tht summoner commands even 1f the u.sk 
u nds ir hundreds or 1housands oLm.Ue_s 
away. Thecreaiurcfollowsaco~1il 

1hc rask 1s complttnf and obeys only 1he 
s_w:runoner. However, 11 resen1s prolonge:d 
missions or compltx tasks and seeks 10 

pc.cv«t iu in.sJ.ructianuc:c.ordingly~ 
lnv1.Stble .m .l.kus.halLCJ.O amOQ1hous 

focm..AJtt 1n1•wb1ltly_spdl.shQWS only a 
dun outline of a clo.ud..while Un1LJ«111g 
spcllrevtabarmli..ng.clo_u.dQf..vapor. 
Th~ crea1urcupeak only Auran but 

canundcntand~ 

COMBAT 
An invisible nallcer utae.ks by~ 
tht air ifulf as a 10.'c:apon. ii crrm_s 

suddc:n, imtnse vontx ol.,.,'lnd ~ 
pounds a single tuge1 on.. t.ht sa 
pb.ncas1hecrea1ure. 

lnvmblt sialktrs can be:Julkd only 
when on tht Eltmt_mal Plant. Qf 6ir 
When performing tads. dsLwhtrt, 
rhcy automatically rt1urn 10 1ht1r 
ho.mc_~c...w.hm._1htysuffcrsuffi· 

o.c..n1da.magc 1odes1roythtm. 
_..Elemc.nta1; J;:ii.mune to poison, 
skc~~n.d srunning No1 sub. 

)tcl l_Q._U\Uc.al.h11s..... 
Naiu.ral lo'lisibility {Su ): This ab1hry is con· 

stam, allowing !ht stalker to remain invisible even when attack· 

mg. Thu_ab_ility LS mhtrtnl and no1 subJt<'I 10 the 1nvmbil1fy purge 

.,,.11 
Improved Tracking (Ex): lnxwble stalkers are consummait 

tnckers and makt Spo! chrc..k..tins1ud of 1he usual \'(lilderness 

Lort chc:cks 10 tract a nutu~pUS;tgc... 

Small Humanoid (Rcp1ili1n) 
HitJ)jcc: l/2 d8 (2 hp) 
lnidaiivc: +l (Dtx) 
Spttd: 30ft. 

KOROi D 

AC; 1 5 (1 ls1u,tLDc.x.~lnarunl, .. 2lea1htr) 
AttacluJ:talLspea..r.:1..mc:ltt; or ligh1 crossbow t2 ca.o&e:d 
Damage: Halfspur.Jd6-2;or light crossbow 1ds 
Facr/Jl,ucb.;..sJJ:.by.Sf1j 5f1. 
Spc-cial Qualities: Dad¥wo.n 6011 .. ..1.i&buens.uoo..t)'. 
SavtJ: Fon tO~Rt:(t.l, Will ..-2 
AbJlitit.s: Sto...QaJ..l .... CQn..U. l m 10, Wis..1.0...Cba 10 
Skil.b: Craft (1n pma.k.if\i,) ~2, ttidt .. a, Limn .2, Movt Silently 

.5c:arch.tl..SPQt.t2 
E.tais:Alcnness 



Climatt/Tttnin; Any fortSt and undtrgmund 
Organiu1ion: Gang (+-9J, band ( 10-.J.QO_pl~mlnt­

anu plus 1 Jrd-ltvtl scrgum ptr 20 adults and t ltadu of 
4th- 6th ltvdJ, wadnnd (J0-24 plus 2-4 dirt wustls), 
tribt (40-400 plusJ.lrd·lcvel .sergeant per 20 adul ts, I or 
2 lituttnams of 4th or sthlc:vtl, ! leader of 61h- 81h level, 
.and5-8direwtastls) 

ChaUengt Raling: t/ 6 
..Ittasu.i:e:Standard 
. AUgnmtnt : Usually lawful "i.L 
~cemenc; By chanctu.dus. 

Kobolds arc shon, rcp1ilian..human· 
oids whh cowudly and uduuc 
tendencies. 

A.kabold;_.alyW,,.._ 

i:-:~:.~brown<O 
s°!'ill 

ligh1·colorcd hwm..on us 
doglikc. head, g.IOWUlg 
ttd eyes, and a non· 
prchcns1lc. 111! Wt.c. 
that of a ni. Kabolds 
wur ragged cloth-

!E. favonng ttd and orangt, and -'l.Jl•E~~ 
{)[acomc wuh VOlcts that ..., 

d hkt yapping dogs. Thty cu 

1 plantS 0[ animals bu1 are no1 avuse to ~tlli#nt bt.mgs. 

~ ~~~ ~~;d a:J::!r~~; t~:=i~~~~~ l~e=~ ~~c;:v~~~ 
auachtd ro crossbow$, and other mtchanicalaimr.ip.l..llm.S). 

Kobolds hate almost tvcry othc.r sortoLhwnanotd ox.ft.y, cs pc· 
ciall)'gnome.sand.spn teJ. 

COMBAT 
Kobolds like to an ack wuh overwhelming odds (ai lcas1 1wo 10 
one) or mclc.ery; should 1ht odds fall btlow th is 1hrcshold. rhcy 
us~lly fltt However, 1hey arrack gnomes on sigh1 if 1ht1r num· 
btrsue equal. 

Thry begin a flgh1 by slmgmg bulltis, closlng only when they 
can Stt 1hat 1htir foes have bttn wtakcntd. Whencvc. r they can, 

kobolds set up ambushes ncn trapped areas. They aim co drive 
encm1cs 1n101hc traps, where 
01hcr kobolds wall to pour 
flaming 011 over 1hcm, 
shoot them, or drop poi 

t.Se-ns itivity (E.J:): Koboldssufftra - 1 ~ 
1o_;mx..lr. rolls in brighr sunligh1 or wirh1n tht radius of 
a.doad,ighlspcll _ 

Skills: Kobold.s rtctJYt a •2 rxbl bonus to Craf 
(1rapmaking).hoft.won (mining). and Starch ch«ks. 

KO BOLD SOOETY 
Kobolds ll\"c..m.d.u.k...p.laces; underground !oat.ions and 

overgrown fores.ts. They art good minces and often live m 
1hc mines 1ht.y"u..dtvelopmg. A kolxild..wbe..i:ompruu..u.p. 

10 ftn clans, which form war panics that pau:ili.»ithm a ft.n· 

mile radius from the.1r la ir, au aclung any m1elli,gc.nu:u:awa:s. . 
1ha1 c.nicr rbc.u 1c.mrory Thty usually lull p.n.sonus for food 

bu1 occasionally .sell some of rhcm as sbxc.s..IhcJuwty halmL. 
and disl.IJJ5t of mon 01htr bt1ngs mtan...1.ha.u:hcy ...h.au....m.any 
enc mitt. 

A kobold lair has one noncomln1an1 child and onugg_ptr 
ltnaduhs. 
_Ihc parron dcil)' oLthc kobolds is Kunulmak, who despises all 

.,living crc~turcs except kobolds. 

KOBOLD CHARACTERS 
A kobold's faYOrt.d class is.SOK«t.r. most k.Qhald lt.adm ue sor· 
cc. re.rs.. Kobold.cktic:s arc furly rare and usuallµOu.nd only w1th 
vtrylargc1ribt.s;adtplSucmorcco~.3110Lhc 
Dl.'J'o;ao.!> .M.urr.tJ Gw.k,). Kobold cleria.wor:slup.JWnulm.ik.and 
can choose any twoo£ 1htfollowingdo~w..iud.and 
Trickery. t 

KR AKEN 
Gargantuan MagicalBcast (Aquatic) 
Hit Dier: 2od t 0-. L80(.li()hp) 
lnitiatfre: +4 (Improved lmu:m vt) 
Speed: Swi m 20 f1. 
AC: 20 (-4 sizt, .. 14 na1unl) 
Au acks: 2 1tn1adt rakes 

•28 mdtt, 6 
amu+ll 
mcltt , 

bnt . 2Jmtltt 
Dam age: Trmadr 

nke2ds. 12. ann 
tdh6, b11t4d6·6 

Fa.ct/ Reach: 20 f1 by 40 f1 
1oof1. w11htcn1aclt , 

Sptc:ial Anaclu: Improved gnb, consmc1 
2ds.12or ld6+6 

Special Qu.ali1iu: Jct. ink cloud, sptll-like abtlmcs 
Saves: Fon +21, Rtf +12, Will •13 

Abilities: Srr 34. Dex ID.Con 29, Im 21, Wis 20,Cha 10 
Ski lls : Conccnmirion •19, Knowledge (gtography1 •10, Know!· 

edge (nature) +10, l1s1tn .. 1s. Starch +IS, Spot .. is 
Ftau: Alcnntss, Blmd·Figh1, fKpemsc, Improved Cnucal 

ttn1aclc, Improvtd lnma11vc, lmprowdTnp. l ron Will 

Climau·(Tirrnin: Any aquauc 
Orpniza.rion: Soluary 
ci..ua.a......,,, ~ 
Tttuare; 1Hple s1andJrd 
Align.meat: naunl 
Advance.m.c.nt.: ll- 32 H D (Garglnt~n); 33-60 H D{Colosul) 



Aggmsivt, cruc~ and h1ghl~t.d.h.gcn1 krakcns rule cmu-c un­
dtrsea reg1onJ. Though rhcse. bcMmo1hs uc. Illtc.l)'...stt.n on 1hr 
surfact, stonrs 1rll of ships draggl"d undtt.a.nd..W.mds...swumJ of 
hfrby1htsemons1ers. 

Knkcns make theu laus.thou»nds offcc1 below theoccan_su~ 
fact They frcquc.nt..lf.JD.habit huge cavern complexes 1ha1 mclud«;-t 

~~~~~l~~~v:~!~ ~~~t!t:t~:. rbey 1mpnson and brttdf-

1 A knkcn rcsemblts an unmcnse: sqwd, but wi th only tight tcn:- t 
tadc:s. lu body isappronma~ngand pro1ec~ 
byers of 1h1ck muscle Six of thc.hclil's_ ttntacl" arc shontr arms 

..,.abmuSO feel long, 1hc rcmamms two arr nearly tOOfttl long and 

. CO'l'ertd wnh crurl barbs.Jts..iK:ilkhkt mou1h is lontt'd whcrr thr 
trnrades mee1 the lower pQWOn of us body 

Knktns Sl'f'ak CommOD and Aquan. 

c;.DMBA.T 
~ Krakcns smkc their opponents wuh 1hc1r bnbcd 1cn1acl~~ t 
~atab._and...u.ush with 1hc1r arms or drag v1c11ms m ro th"""'+ 
f h~ciaws. 

lmpl'OYed Cr1lb._(.Ex); To use this ab!liry, rht krakrn must hir 
an opponent of up 10 Huge siic with an arm or tcmaclt amck. If 
u gcua hold, 11 cancons1rict. 

Con s1ric1 (£• ): A kn.ken deals au1oma11c arm or 1cn1aclc 
damage w11h a successful gnpplt ch«k against Huge or smaller 
crearurcs. 

Jct (Erj: A knktn can Jtl backward onct P« round as a double 
t acti.An. at a speed of 280 fcc1. _ 

lnk C lo ud (.Ex): A kn.ken can tmLla do_ud of ici-black ink 80 

~ctlughby So.kcJ wuic by 12ofcctlongODtC.pCI.lllUlU~asa free 
J acnon Tht cloud providl's toial conculmcn1 .. whi.cb 1hc knkl'n 
.,normally u.o;es to escape a losing fight . CttuJJJ:~..w.uhm the cloud 
s:ufftrthccffectsof1otaldarkoess. 

Spell·l.ikc Abilities: 1/ day---ccmt01/ 11'tglbn,cot1lml . .1.wmh. dom­
uwk.11u1m11L and rr:ml dcmrttls. These alul.iric.s.a.tus thurc.lls cas1 
bya9'h·kvtldruid (savc DC IS .. spcllltvti). 

Medium-Siu Magical Beast 
Hj1 Diec: 2d10 (11 hp) 
l ni1ia1ivc: •2 (Dcx) 
Speed: 40 ft 
AC:IS (t2Dc:¥..:.t.l.n.atuta 

KRFNSHAR
1 

AuackJ: Bic.c_ t2 mcle_c, 2 clam tQroelec 
Oama.g~6,.diwtd4 
Facc/Rta~:.5 ft by S ft j S ft. 
$pedal AuackJ: Scare 

ped a l Quditiu: Seem 
c.s.;.Fon•J.Rcf •S, W.i.11 +1 

bil.ities: Sn 11. Dcx _a ... Um 11, 
ln16,W1s 12,Cha..U 

Skills: Hide +1Jw:np..rl..Listcn__/Jfffti!l!IOS! 
..--4, MO\~Si.ltn~ 

FcatJ:Muluanack 

Clim;itc/fcrrain: Tern 
111t and warm forest and 
plains 

Organl2.1 tio n : Solirary, pa.ir.. 
orpru:lc{tlQ) 

Chalkn&~ &atloi: I 
µ:ttasurc:.l:ktru: 
+All- <=Alwm =uni 

Advancement: J-t HO 
(.Me.diwn.-.s:iul; 
5-:Bl.:iO(.Largc) 

Thc..Jucns:b.u.1.S.U1UJ1ge,cathke carnivore with extrcmd~ 
blcshn.. 

A.i:ypialmd.i._vid.ial measures 4 or S ftt1 m leng1h wi~ 
narrow htad.. Males and ftmotlt'S hunr 1ogt1her in ~ks, prcf«I:1Q&... 

.herd animals for food buuwd.ing humanoids whtn pmc._bc­

.comcs scarce. Krcnsh:u:s..a.ruu:y social among rhctrown kmd, and 
.occasional auemp!s uuiamcilicaic cubs have produad flerce and 
loyal companions. ~Cl.Wise bthave much..hke..mundane 
grtat ca1s. A lair con1aws.c.ubs numbtring half 1ht adult total 

COMBAT 
Krenshars use soluacy scouts 10 dm·c prey in~ 
clurchtsof1hc pack. The scou1 appears from ~iu.scarc 
11bil11:y, 1htnchases the flccrng 1arge1 fOJOLDJ.bc.au.ac.k.._ _ 

Scatt.~Ol' Su): Asa s1andardac11on.a..htmha.t.an.~ 
skin back from irs head, m•ealing rhe muscuh.rW'.t..and bo.ny 

,.sm.icwrcs ofi1s skull. This alone 1s usually sufficient rctKUUMy 
)'ots {rrcat asa Bluffchcckwuha •}bonus). 

Combining 1hl5 sea.re: ability with aJoud screech produces an_. 

unseu lmgtITcct tha t works like:Ka!'tcas1 byaJrd-ltvelsorcerrr 
(save DC 12). lf the savtis.suc.c_fiSfu.L..thn.opP:Qncw cannQLbuf· 
fcctcd agam by tli:.it krenshar'sscare_Jbili1~onc.i.b~Thuhrick 
docs no t aITCCUJther krcmbi.a.._ 

Medium-Siu Mon strous Humanoid (Aq 
Hit Dice: 2dStZlll.hp) 
Initia1ivc: .o 
Speed: 20 fl, swLm...S.Q.fi.. 
AC: 18 (+6nuural.+2largcshitld) 
Anacks: Spear +l..ttte:lc_t,.biic -2 mele:t, or spear ..-2 ~cd 
Damagt:Spcar l d&.t.t...bitttd4 
Special Anach: Lightning bolt, pincer mff 
Special Quali1ies: Ktto sight. d1ppcry, adhtsavc, 1m..cn.w:utics.. 

clccrncity resistance 30, ligh1 bhndntSS. amphibious_ 
Saves:Fon+J, Ref .. J , Will .. s 
Abilit its: Sir tl, Du to.Con!}, Int ll, W1s 1.4,Cba8 
SkHls:EscapcAn1s1..-18,~·k<i&c~yone) t6, 

lmen •9, M O\IC S1lcml)L.±.]..Surch...· IO.Spo1 tll 
Fcats:Alcnncss,Gr.c_at...foninuic.. 

Climatc/Icrrain: Any aq\W.tC arui.Jmlk(ground 
Organ.Wtion: Pa trol.U.-4 phis.J3rd:kxtl whip), squ:Kf (6--t 1 plus 

I or 2 Jrd-le:vel whips, I or 2 4th-level monitors. and I Srh-level 
fighter). band (20-SO plus I~ non· 

combatants plus 2 3rd·lcvcl whips. 2 
81h-kY_tliigh1ers, and I 10th-le\•el 

figh ttll._m: mbt (.o-400 plus I 3rd-level 
whip ~ulis, I 4th-level momror, 4 

SJ.h:ky_el Aghicrs, t 10th-level 
wh ip, and 2 tOth·levcl 

flgh1crs) 



ChaUcngc Raring: 2 
TrcuurC': Standard 
Alignment: Often neutral evil 
Advanccm1rn1: By chu:1ctcr elm 

The kuo-roa au aaanae.mJlnc of aqwuic..humanoids no1cd foc~ 
thtir s1nincr narurt and d1abo!1cal tendencies. 

1hough most pcoplc....sh.u..o conm:t. 
wuh 1hese l~thsomc creatures. SQroc.­

umcs avoiding them iJ sun.pl~ 
nbl~ Kuo-1oas know much._aho_ut 
~orgo11cn,anc1cn1cri1s.dwtll.ing..m 
t.bt dccptsr pms of 1hc ace.in_ 

An avenge kuo·loa stands roughly S 
fce1 tall and has a.more or.Jess humanoid 
appearance. Its rounded body 15 covucd 

rY'itb...£l.ne....salcs &1\'ing iuhuppeanncc 
of bcing pudgy or bloa.1cd. The arms and 

iJc&s-uc...skndCL almos-1 willowy, ending m 
~ broad hands and distended feet that look 
very much hkcJhppen.. The bulltc-shaped 
hnds arc p1scinc, wuh bulging, silver-black 
eyes and wide mouth.s full of ruecdlc-sharp "11/._I...,_.,, 
1cc1h Ahhough kuo-1oas arc generally a 
silver-gray color, their pigmenlation changes 
wuh their mood. An angry kuo· toa is duk 

~
d, while a fnghtened one btcomes pale. gray 
e_11e.nwlute.Theairarounda kuo:I~ 

the almost overwhtlming odor of romng fub..__ 
Kuo-1oas spu.k. Kuo-Toan, Undmommon,.__ 

r ndAquan. 

<'.OM BAT 
Kuo-1oao tactics and weapons vary greatly dtpendin.£ URC>n 1he 

uairung_and skills of tbe ind1V1dual.encourue.rcd..Agmup_ofkuo-
1oa wamprs usually fight in formanon, throwing their spears 

btfortclosLD.itOmrleer.mge. 
Lightning Boil (Su): Two or more kuo·toa clerics f.knoYlll as , 

"whips") openumg together can gene.r:nr a srroke o! li&htning 
evtry ld4 rounds The whips mus1 join hands 10 launch 1hr.bo11,.. 

but ntrd merely remain..with1n JO!cei of one another whilut. 

builds. The lighming bolt deals ld.6 points of damage per whip, 
but a successful Rt.flex uve ha.lve.s.this amount {uve DC 13 ~ 

numbtrafwluRI).. 
Pincer Scaff: .Many kuo·ma fighters and all whips abovr 61h 

le•·tl CUQ'....thi.s-1.ar&t. exouc ~pan.A p;iru:.e.r.s1a!T deals 1d10 

poin1s of bludgwning damage, threatens a cnucal hu on a 20, 

and deals do.uble damage on a cnticalh.u • ..11. has a 10-foo1 reach 
and cannot be usrd agains1 an adiaccnt opponrnt. A w1tldrr 1ha1 

j.lur..u.n opponent of atJeaSJ Smallbut no larger than Urge s1zr al· 

te.rnpu to s1ar1 a gr11p;.plus a free Ktion wi thout pro\.'oking an 

amck of opponunuy..l!. the. wielder ge.1s a hold, 1he uaff gr.ibs 

the oppontm a.od~ldl.Qpoum of damage each round 1he 
hold is maintained,_ 

Kttn Sight (Erj~~t CJi:Ccllenl vlSion 1hanks 10 

rheir 1wo mdrprndendy focUSUli eytJ. Their ryrsight is so kren 

that they can spot a motln&_Qbje_cl.Cl(crt.a[u.rc Cl'tn i.i1 is lnvisi· 

ble, tthtreal. or as1nl Only byx~nln& pctltctly .. sull can such 

obi«u or creatures l\'Old thClCJWuce.. 
Shppuy (Ex): All k.uo.-1pas s«.re.le an oily ftlm. tha1 makrs 

them. di.fikult to gnpitlc or .sna[c. Webs, mapc. QI otherwise, 

'u.fhi:.Lk.~o.as, and.they usu.illy..can wnggle fru from mos1 

Worms.of.conOne.ment. 
dhuiYcl.Es.1..Kuo:-tQ.U usc: their own body oil and otb.cc.ma· 

1erWs IQ..i.lYt thelr shields a finish almost likt flypaper, holding 

fast a.ny_craf.JJ.[U or ucms touch mg them. Anyonr who maku an.. 
1111iwctw/1d mclee anac:k agains t a kuo-toa musi suc:cerd at a.. 

Rc0~4J.orthrmacker'swraponsncks10 the.slud~ 

and_ lS yanked out of tht witldtr's grip. Creatures using naiu.ral 

wcap.oos..att.aulOmaucally gnppled If they get stuck. 

lmmu.n.itics (.Ex};..Kuo-1oas are immune 10 poison and pauly· 
is. The vanow holJ spclh..al..so b..ive no eff«I on thrm, and their 

.,keen s1ghr au1oma11calcy dct.ccu £lgmrn1s for wha1 they arr. 

Light Blindness (h ); Abni.pt exposure to brighr.Jigh1 (such as 

sunlight or..a ~.hi.spell) blinds kuo-toas for 1 round. 

In adduion. 1hey suffer a -1 c1rcums1ance penalty 
10.a.llauack rolls,uves...and..clicckwh.i..lu:ip_: 
craung m bngh1 ligh1. 

Amphibious (Ex): ahho.u,&.b_ku.ctto.as_ 
brea1hr by mrans of gills._i.b.cy..can..s_urm·e.in· 
deflni1dyonland 

Skills· Kuo-tou recei..\•t...a..1.ll mialbonus 1 

10 Esc.ape Artis1 checks and a ~racial ban us 10 
Sp<XandStarchch«ks. 

KUO-TOAN SOCIE1Y 
Kuo-10as dwell in subterranean communities 

that are well s.up;.plie.d wjth_pools for recreation 

and brttd.1ng. They spawn_u.fish..da, rais1ng..thcu: 

_y.oung m spcc.ialpools unuJ tlwum!lhiluan quah· 
ucs devdop_{abou1 a year afm:Jmchingl._.. 

Thanks. to 1he eITom Q(the_wh1ps,_v.m.ually 
all kuo-toas are dtvot~nh.ip.Cf.5-0Lthe 

goddtss Blibdoolpoolp~...cefer 10 , 
as tht Sca ... Mother Every kuo-toan cnmmunu)' has a1 ! 

least one shnne ro 1hr .Sta Mmher...l.araer.communi:­

ues wi1b.JnaJor templts srrvt as hubs_far_c1.unt.ts._oL; 

smaller.senlt.menu. Thtsr are also centers for imc.rgm.uP1 
~ rradt and pohtics... Virtually all kuo-1oan commuru~ 

arc open to dro.w and 1heir servan1s, who proride usd".ul. 

goods and servicts, although the drow arr bo1h fcareLnd 

hattd by thr kuo·toa This rnmiry ltads to rnany tnlllO.[J]w-­

mishts and frrqutnt k1dnappmgs be1wrrn 1bc peoples... 

KUO-TOAN CHARACTERS 
A kuo-toa's favortd class J.iJO&uc...M.osL.lwo-toan leadtrs are 
cltric,-rogues or clerics (wh1tru. Whips worship Blibdoolpoolp 

and can choose any i:wo. oLtb.c..Ioll.owt.ng domalllS: Dts1ruc1wn, 

Evil, and Water. Kuo-tom mwiks. callrd.mon11ors. also exm. 

IAMIA 
Medi~S.izc Magical Beast 
m1 Oicc.:...9d10..9 (SShp) 
lni1iuive:..i;2 (Dtx) 
Speed: 60 ft 
AC: 17 (•2 Dtx, ~s narnr.ii) 
Attacks: Touch +9 melte; or d,aucr...tl.1}+6 melre 

Oamagc:..Jouch 1 permanent Wlldimi dr.im; or daggtr td4 

Facc/ Rt.ach: i.ft..b:yj_ft/5.fr.._ 
Special Attacks: Spell-like abiliu.n. Wisdom dmn 

Savu:..f:On •7..Jltf •8, Will ~7 
Abili1in: Str 10,Dtx IS.Con 12, Int 13, WIS ts, Cha 12 

Skills:Bluff.+ 1),Conctmmion.11, Hide• l4 
Feau: Dodge, Iron Will, Mobility, Wtapon Finrssr (dagg«l 

Clim a1c/Trrrai.D;Any dr~n. hill, and undtrgrourul 

Organiu.ticu:i;..5<ili1ary, pa.11. or gang l2-4l 
Challco,geJU1i.ng:6 
Treasure: Standard 

,Aligrunent: Usua14.c.hao1u:.cvil 
Ad~ctmrnt; lG-13 HD (Largt J; 14-27 HO (Huge) 

-----; 



Um1u arc evil and crod crca1urc:s.th.auake 
grur pleasure m causmg suffumg and 
sprrad1ng evil They parucubrly lU~Cl 

1hose who suve the ca~ of goodlor 
hombledea1hs. 

Mos1 bmias appea.r_u.a.uoss bctwttn 
a s1unningly auracuve human and a sledc 

.lion. le:ss commonly, 1hc. hwnan 1orso 
migh1 be found uop 1he body of a deer 

i-'11-i'm. 

COMBAT 
Thou,h a bmia appears 10 lwrr. an a.miy 
of powerful na1un.l weapons._ us legs and 
claws (or hoov«). ue. not very s1rong 
Lamias wield daggers -1.D..C0mbn when no1 
using th.cir Wmlom drain...._ 

l.ami.as make cxcdlcm use_ of 1hcir magical 

f i~~u::=~ni!h;:~:~;l~~ls~:~~~~ 
1hcn am1ck from.«hind. 

Spell-Like Abilities: 1/ day-<h11nt1 ptrson, 
m.o1or 1m11gt, mmvr unagf, and Jusgnhon. The~ ab1l­
i11cs are as 1hc spells cas1 by a 91h-lt\·cl sorcerer (5:a\"t 

DC II •5pelllevd). 

l.a.mmas.Ui.Uc.nohle creamrrs 1ha1 are conccmN with thc....w~ 
fare.and .We:ty of all good beings. 

_Ihc.se: aeuure:s dwdl most often tn old, abandonN tcmp1:s...; 
and rutru.locarcd in re.mole areas, where rhey conicmpLu~ 

how bcs1 ro combauhe influence of cVi l in 1he wadd. 
Adven1urers.som«ime:s seek 1hem om ro gain 1he ben­

rfh of 1heir wi.sdom_,tnd 1hm knowledge 0Landen1 mys· 
teries. Lammasu.s_u.CCJve good beings and crea1ures 

cordially and usually affuassis rance if 1he v1Silor is directly com­
banng C'v1l They 1olw1e neutral beings huLW;uch._ the.m..c.u 

fully. Thty o not roltra!C 1he presenc~CYilhc.mgs, 

..... ~~ ana~~~~e:~~~ 
~~ 
hon..thurin&s.of.a.gwu., 

eagle, and 1he faCL..of a 

.. ";;,;::=:;;;lil'':andh::~nh~1 ~~:u~~~:J:. 
.l.ammasus' beanng and demeanor au.,. 

both noble and stern, 1hough 1hey can be quilt 

Wl$dom On.in (Su): By making a sue· Lammasus auack wnb spd1s 

r:1 ~~;~;c!;~:~ ~=":I~ ;~,~h'!!!!~r~~:a~ ';!7:4 
: =~~~r::°::J;:~~:;"'~'!" ____ ...;;.._ ....... 1111!,.,••---~'o".'."_'.mba1 t%~~c~ + 

, susc:cprihlC' 10 d1J1mt pnll)n and Juggt1f1on_ cncd by evil 

l.argc.Magical Beast 
Hh Dkc.:7dHh21 (S9 hp) 
lnidat.h"C..tO 
Spttd: 30 f1., fly 60 fi 

(a,•crageJ 
AC: 14 (-1 SIU, •S narural) 
Attacks: 2 claws +12 

mdtt 
Oamage:Cbw 

td6+6 
Face/ ReachJ ft. 

by loi<-Ah­

I AMMASIJ 

Spe"Cial Attacks: 
Spclls.JXtunce, 
rake ldhl 

.- p«ial Qu.ali1les: Magi.,c.o.rde 
agwut evil. spdl-Li.lr.e ahilines 

Saves:Fon+8,R.t:fiJ..Willt7 
Abilities: Sir 2l. Qa_LJ). Con..U.ln1 16, 

W1s 17,Chal4 
Skills: Conccntraticm..tJ.2..Kno.wkd.ge 

(arcana) +l2, Us1en +8 
St-nseMonve+t2,S 

Fears: Bhnd-Figh1 , Comln1,,Casting.flyb)'_A1tack.1Jlm Will, 
lightning Reflexes 

Cllma1e/['cz:nln: Any_warm land and underground 
O.tgani.utl~IU)' 
Challenge.Rating: 8 
.Iteasw:c:--5.wubrd 
Alignment: Always lawful good 
Advanccm.uu:S- IOHD (Large); 11- 21 H D (lluge) 

Spclli:._A lammasu casu spells as a__7cb;l 
cle ric, chOQSing from any rwo of 1M:....fullowi 

domains: Good. Huling, Knowledge, and Law Save DC..i.sJ.3 t 

spell level 

JJ.a&ic Cirde against Evil 
(Su): A lammasu has a cominu­

ous magic circle against evil rhat 
a!Tec1s a 20-foo1 rad1Us. The aura can 

be dispelled, bu1 the lammasu can 
creatc._u agam as 1 free ac11on on i1s 
nw.wm. 

Spe.lkllke Abili1ics: 2/ day-1111-
pM.tJ tn.1!1.S•l11/1ly; 1/ day--d1m1ns1on 

dQQr.Jhcse abilmes al"C' as 1he spells 
cas1bya71h·ltvclsorcuer. 

&unce (Ez): If a brnmasu leaps 
upon a foe dunng the H.rsi round of 

ip combar, ii can make_ a fJJ.ll..auad 
evC'n iflt has alrC'ady raken_a..i::rii:wc. , 

acrion. 
RakC' (.Ez}; AJammasu tha1 pounces on a cl"C'a1uru;an_makt. 

1wo rak.t.actads.lt.12 mcltt) wtth nJ hind kgs [Q.Udw..s1ashi.og.. 
tbmagc..cKh.. 

SkiUs: •Ummasusga1na+2raci.albonus10S~ecksdunn,g 

<b,h&lu.hows. 



Urge Outsider (Chaoti~ Good) 

Hit OicC': 7d8+H {45 hpl 
ln i1ia1ive: +l (IX 
Speed: 20 ft., Oy 7oiL.(uttJ.gt) 
AC: 17 (-1 stl.C',+l Oex,-.5 naiural) 

1111 f-ND 

!tacks: Swortl + 11/ +6 m.cl«J;1ilsla1t-+6 ... mdce 
Damage: Sword tds .. s, ml slap 2d6t 2 

..,Eace/ Reada; 5 ft by S f1.LlO ~ 
p«ial Arncks: Improved gnb.£.onsmc1 2d6+S, 

1'-:--5pclls.spell-likrainhtic.s...._ 
pedal Qualiriu; PoisQDJ.mmunily, Grt 

res1s1ancr20 
Savu: Fon +7, RcLts, Will t8 
Abilhit : Str 20, Dex 11...Qin LS, 
~16.Cha.J. 

rk~~,~:Jst .12. uon.w, 
c:(.arcana) +t 2, 

li.mm+ll,f'ufa.cm (any 
1tn) +14, Spelkraf1 +12, 

Wilderness Lore +17 
feats: Combu Casnng. 

Extend Spell 

t Climare(rernin: Any 
~ _land and undtrground 

Organiz.arion.: Soluary or 
covey (2-4) 

tCh aUcngc Raring: 7 
Tttasurc: Standard 

t Ali1nmcn1: Alw;iys 
1- chaouc good 
. .Advaoc~nr: 8-10 HD 

ll.argt)oll-21 HD 
(li<>gcl__ 

anisnctxpress1on. 
A lillend looks likt. a human or di female (n.rtly 

a male) wirh the lowrr rorso o(a_mulucolored st~m 
and hug~y ~JJtmed..wJnp l.ike a bml's. Tht typical lil­
lcnd's coils arr. 20 (ct__1 long. 
Lill~o(mu.iK .. a.ruiw.Gold...eycn food.mea ns 

lmlt 10 them. whilt a song. s1ory, or pu:ce o(urwork holds great 

value. llit.Jks1ruction of ;r1 and ill u:t.allll.WI of amsn enragts 
ditm.Jheu: grudges are infamous, and they are ofttn encoun1ered 

~v10len1 rcrnbut!Qll agams1~m1esof 1hc1rfavon tt arts. 

Lillends also have- a eru1 lovt olwispoiled wildtrntss. Tht 

wilds remind 1ht.m Q(Jht.n,atural beauty of 1ht1r ho mt pb.nt, and 

1hey occmonally \!L51.U.1'.Ld..e.llJQf .s1m1l.ar rtgions. A l.illtnd is as 

proltcl\\lt of us chosc.n wildcm..tiS as ii 1s of 1he ans. Thtsc beings 

someum~ Coan 1m~s w11 h rangers. druids, and 
bards 10 defend 1ht1r fa\'Q[jfe ~rc..alJ agams11he tncroachmenl of 

civ1liu11on. Somerimts~crid.s.aWwiu IJ'a(jofw1lder· 

ntss, usmg any muns ntctssaQ!._1Q.dri\'C QfT d.tspoikrs. 

L1l lendsspcakCeles1 1~.s~d.C.o.m.uum. 

c.o.crally PQUful wUCll._lbey 1n1end v~iranct e .nwmc they bchcve guil ry ofh.a.ri:rung, or even 1hrca1en-
m.fuon...anwork, or mist.Then they h«onttJ.m­

pbcablcJO!ts- Thty use 1heir sptlls and sptll -like abiluies 10 

confl.IS..and wcaktn opponcn1s before enrenng comba1. A CO\'C.X..,. 

oflil.knd,S usually d1SCus~ s1ra1egy before a ban le 

Spdi.s:...A.lillcnd..casis ucane sptlls as a 61h-ltvel bard. S;aaOC 

is \.t t.spe_lllevel 
Sp;eli·1.~bili1ies : J/day-Jarl:nm, hallucrn11lory.Janun....+ 

knock. and lighl..1/~hlmn pmon, qiralt w1/h animab, and..ij.'(ill, 
•1th ~nrs.. These abtlmcuros thcspc-llsc:as1bya1oih-le\·d ~ 

•·e DC 14 • spdl le..:dl-
A hllend also has th.c.ba.rdk music ab1l11y as a 6th_-Je\·el bard. 
Improved Crab_~ 1h1sab1!11y, the lillemlmus1 lut an 

opponen1 of up 10 &leduun-siie wuh 1u tail sbp anac.k. If ii gets 

ahold. 11 can cans:tri.c1. _ 
Cons1ric1 (Ex): A hlltnd dtals 2d6•5 pomts Qf..dan,.1ge 

wuh a succttsfol gnpplc ched..a&auw-cPl20:' 
nents of up 10 Medium-suc.Ihiulsfi the 

entire lower por:tio.D..oLlU. bad,y.JQJl 
cannot take anyJ1101'.La.CUQD.L.W.he.a 

consmc11nµhoU&h...J_t can 
mllm1c~ts 

~n1. 
fire Res is tance {Ex): 

h lltnd is immune 10 non· 
JD.1.glc.a.lfltt_andhas_.ma&.1cJlrt 
rtsisr~ 

SkiUs: l...Ukruis...uc.v.vc....a_d 
racial bonu~rnc.u...Lore 

chtcks. 

I IZkRf)fOI K 
Medium-Siu Humanoid (Aqua1ic, I 
Reptilian) 
Hit Dice:2d8•2(11 hp) 

Jnjtiative: +O 
peed: 30 fr. 

AC: 15 (.s narural) or 17 (•S llatw:al... 

+2largesh1e\d) 
Anacks: 2 claws •2 meltt lQLiltal· 

dub+2melee),bLcc.tO..m.ckc...o.l 
J1Velm .1 ranged 

_Da.magc.:...C.laYL.ld4t I, gre11dub 
__Jd10t1,b1tt ld4,orjavthn 

-1JlttJ. 
ace/R.c:ach:5f1. bysf1.i Sfi. 

ave.Uou .i, Ref•), Will .O 
...AbiH1iecltr .13, Dex 10, Con 13, 

lnt 9,W1s10.Cha 10 

SkiUs: Bal1nce tt, Jump .1. Swim •9 
Fears: Mul11a11ack 

Clima1e/Ternin: Tempcr::ue and w;um marsh 
Organiution: Gang (2-3). lmuUi::.J..Q.plus SO'\ noncomba1an1s 

plus I ltadtr of 1rd-61h levd)Lo.uabc (30-60 plus 2 

lieu1cnamsQfJ.rd-61h lt\•el wd.iliaderof 41h- 101h level) 

Cha.lle.xige..Ra~ 
Treasure: 50'\ coms; s~oods.JO'\ ncms 
Aligrunent: Uitully ntu1ral 
Adv:mcemc n1: By chn:icrcr cbss 

L17.ardfolk.arc prirniu.re repuhan humanoids 1har can be VU)' d.m_. 

gc~~~lly6107fce11allw1rhgrttn.iray :b=1 
Kalc~a.[fuscdforbiib.nceandartlltl~ 

~:; ~l:.~.~~~n;~:1~~~~1:~~=
1

8~u;b~%! 1 
.m.'2I.uW!a.nc.edJ.tihtsJwil.d.huu and use..,wupjlnS and shields; 
lu.~ o.Lthtsc mbes may evtn have equipment srolen or 1raded 

.fmm..w.htr.wtd.IJ.£cntcre11urcs. 
Liurdfu.l.k.spn.k.Oracon1c. 



COMBAT 
Luartlfolk flghr as unorganized IDdll'tdualsJhcy pttfu_fronial as­
saulrsand mused rushcs,someumcs 1ry1Dl-IO~o1he 
wattr, where the lwrd.folk have an.,_advamage lf 
oumumbcrtd or if thC'.LLtCmlOI)' 15 bcmg 1n­
V3ded, thty sc1 snm plan ambushes, aod 
make raids 10 hinder ent_m.y suppl1ts. Ad· 
vanccd tribes use more sop.hisuc;m:d tmcuc.s_ 

1 and ha~ bcner n:1ps and ambushes. 
_Ski1Js:Thanks 1o thel{_t~oilu:t­

cc.ivt a 1""4 racial bonus 10 Jutnp.__Swun. and 
.,Jl&lmcecbttks1htn~;i.1isrics 
hlock do nor rdlcc1 cb~nalues for large 
sh1elds 1 

LIZARDFOLl(SOC!ETY 
,J.Junifulk. have a patIU.t.c.hal. socjcry in which 
t the mos1 powerful member rules 1ht others. 
~clkr.ad.Ykc bur 
Jrarcly btcomc lndcu ., 
1hcmstlvu S\ll.YU'al is 
1hc u1mos1 concern of 
liurdfolk, and a 
1hrcatcncd or surv­
mg tnbe will go to m· 
crcd1blc ltn&ths (even 

,sommimng deeds con­
µuicrcd a.botn1nablr by other bu~ 
t cnsureuscominu~uis1encc 

Most tribn ln-c m swamps. bu1 about .a..i.hmlo! tbt..~pula1ion 
11Ves m undcrw:urr air-filled caves. local tribnoftm uni re against 

. agrutcr thrtat (including hostile li:urdfolk ui.bcsland Ql:(asionally 
make alliances wuh locarhahs or serve mo~PoW«fu.lcttaturti 

, such as oagas or dngons. ln isol.a1cd wm 1hey_ JUMVUzy fish­
.l.nj..plbu:wg. and scavenging, wlu.le lbosc t.b,;u_b,•c:.nur 01hcr 
humanoids make raids for food, supplies. and slarts, A 
L.urdfolk.W.c.has half as many noncomhwni lw.ch­
lmgs .s adulis, and one egg pc-r r~n adul1s. 

The pmon dt11y of lwrdfolk iJ Stmwinya, 
wh~ ch1l'f concern is their surv1V3I and 
propaganon 

LIZARDFOLK CHARACTERS 
A h7.ardfrilk:tf.amt.td_cb$5 ~dQ.Ll<i.JDOSI 
liurdfolklndm.arc_druids. 1.,iJ.ani(olkclencs 
(sha~Jt,Stmuantaa.nd...c~ 

any two of the following domains'. Aniroa.I.. Plam, 
andWatcr., 

Med ium-Siu Huma no iW quaticJ 
Hit0ict:2J8(jh 
l n il ia1ive: +l (J)uJ_. 
Spctd:1of1.,5wim 
AC: 1'4 (+I Dex, +j natu~ 
Ar tacks: Longspl.'ar +I me!«· or ha:h1 i:rossh<tw...t:! 

ranged 
Dam age: Longspl.'ar td8~Q.tJ.i&bu,rQsibow 1d8 
Face/ Reach : 5 ft by 5 ftJ5 f1 . 
S.ave-s: fon tl, Ref .. 1, Will .. 1 

. Ab..ll11ie ·SJ.Uo.J)l.'Jt..U...CQ.n to, 
..lnLU.~U.Cha 11 

Sk,i.lls;._~CJ...,..LJ,.isttntt, 
Spo1 +i 

Fcaul..Bhnd·.fi&h t 

Cli.zn,aJ:efrerni n : Wum aquanc 
Qrgan iz.a1ion : Company (2-4), patrol ( 11-20 plus_ 2_ 

-3rd:levd scrgtanrs and l leader of 3rd-6th lcvdJ. ~ 
1ribc OctlOO plus 100'\ noncomballlnlS plus LI.rd· 

levclscrgea.nt.'1-ttJQld.ulu,s s1h-lev1."llitutl.'nanis, 
and37th-lcvclcap,wns} 

Challenge Rating;.1L2 
Trusu tt: Sund.ud..__ 

Alignmc n1: Usually neutral 
Advanctmcnt: By charactcr cla 

The .n010ad1c loca1hahs dwtll ~W. 
wait rs, hunung f15h and ga1h«in&~cun.s for 
food. Although humanotd~JUDQ«.+ 
fl:sh fhan human. _ 

Tht avtragt locathah 51ands5 ft_t_l ull a.nd 
wtighs 175 pounds. Locarhahs are slcndu ... wuh 

flnt, ydlow·grttn scalts 1har shimmtr in tht 
Junlight ftmales and malts look vtry 

much ali.kt, ahhough tht formtr 
can buecog.iuud. by 1bc twoocbrt 
smpcs markin&.tht.ir egg sac.5.. 

ocathahs .a.rCJlQLpu:tiGl.W-ly 
aggressive buulitll01..1nUl.S.urf.act 

dwtllers-far 1QQ..JIW1l'.J).(hwJund 
havt bce~pL..M~i 

COMBAT 
Aoy_han!ewhh loca1hahsusually~ 

crcarures loosmga volleyofbolrsfmmthcir~ 
bow.s, lfrhey havt managed 1ose-t up an~ 
or !2lbtr trap. rhey conrinue 10 cm¢D>' 1hes:c.... 
weapons for as long as possible. Otherw1se,Jhty 

closetobringthe1rloni.1nde~ 
into play. Al1hough pnma.nly use:d...for fish. 

mg, rhl.'sc spcus mak~bll.' 
weapons. 
___L~nbab.s....W:k ret1h, cbws, and 
other nnural weapons, so rhey art 
no.t.n~Y dangtrous if unarmed. 

weaponless loca1hah will gener­
aU)'. lurn and Ote 

LOCAll-iAH SOCIETY 
Loca1hah cbru usually move with 
each change of season, going 
where 1hey can find food. Thty 

makl.' 1he1r l.'ncampmtnlS 
inca\'C'S, rocky areas.or 

seawtcd beds-locales 
1hat afford some con· 
ccalrnen1 and prottc­

uon P:nrols are usually 
hunung p2rri~ af11."r 
small gamt, bu1 they 

alsoktcpa loolullil..fuc.tn-
emiu 1respassing m. .dan 

huf\tmg ~ 

"""--"' art &CACJ.al.b'. 

,~•b:'tw'::$ 
01 tngaged m sim­

ilar acnv1uts. Enurt 
mbts coml.' 1ogC'lbcr 10 

rradl.'orholdcounc1l. 



LomhahJ m•ett rhe deuy..fadro.~~ them and 
1hemerfolk 

LOCATHAH CHARACTERS 
A loca1hah'J favored Ws u lnrbanan. and mos1 loca1hah leaders 
are tnrmnans. MO:il..lPC.athah spclkam·n arc adcp1s (sec ingc Jl 
in the Dv'cro~ M"5TU'.I CuiJl). Locathah clcacs worship fad.ro 

,.and can choose 1woof tM fullowi.ng domunx Animal. Prorecuo~ 
andWa1cr 

SmaU Elcmenul (fltt) 
Hi1 Dicc:ld8 (jhp) 
lnit iativc:t l (Dc.x.l. 
Spttd: ]Oft 

,.AC:J.iltl.ru:e.tl 0a.t.l..nlltW'1lJ 

MAGMIN 

naclu: Bum mg 1ouch , I me Ice 
~a.t!:ll&c.:...Bl.lmill&: tQuch ld8 flre and combusuon 
Facc/ Rcach:Sft. bysfi./Sft. 
S~ial Anad&..Cl;lmbus1ion, flery aura 
Sprcial Quali1iu: Elcmtnral. flrt sub1ype, mth 

wtap<>ns, damagt reducuon IS/ • I 
Savts: Fon +O. Rtf t-4, Will +O 
Abilities: Su9, Dex 13,Con It, Im 8, 

WtstO,ChalO 
t Skills: Climb t-4, Escape Ams1 , S, 
~ Jump ,4, Spot •• 

Climue/Ttrrain: Any land and 
undtrground 

Organiu1ion: Sohrary, gang (l--4), or 
squad (6-10) 

Challenge Rat ing: ) 
Tre.asu.rt-S1andard coin£ siandard goods 

(nonfu.mmablts only); mndml 
i1c.ms(Jumfla.mmablcsonly) 

Alignment: Always chao1ic neutral 
Advanccmcn1: H HD (SmailJ; 5-' 

HO {Mcd1um·s1zc) 

.\hgmms are small, h.uman· 
shaped be!ngJ thai appear 10 
havt btw sculpJ.cd from 
molmJ rockandflo.wing 
lava. Tht.y...rnii.atun.: 
fcnse hut and arc 

. wrea1hed in..an aura of 
....scaring flames 

ough no1 1ruly_ 
tviltbcscflcrycrcafurn.art. 
uirtmcly misch1ey®S. "'(hcv.. 
like fO wa1ch ilw::!iS,..b..um. ptthap_s 
lacking 1ht ab1.l1ty IQ.Wl.dcrsun.d 1ha1 
Dames are pamful Qr 'l'.to..du.dl)'.Jo 01bcr 
crcarurcs. 

A typical magmin ts 4J«Uill.a.ru1 wci&hs_J pound 
Magmms speak lgnan. 

~OM BAT 
, 6.Ltho.ugb sm,all. magmi.lu arc dangerous opponents... Ihci.r 1ouch 
~cfkc.livc.A&airu.t t~c_who lack.prot«oon or imrounity from 
~I a.rui ib.mn, but U faced wuh opponents "'ho art immune 10 
~ar~uc.W 1ounanntdamc.ks. lnanycase,..mag· 

mJnS art.. DOI val ian1 flghttrs. Thty u.sually fltt 1f injured, al· 
1holt&h..®tn only far tr1ough 10 sci up a flcry ambush for thc.u: 

CombustionJ,E.x); Anyone a magmm rouchcs must succu:d 14 
a Rdlu saYc UX: 11 ) or rakt an addmonal td8 points o[ fut 
damage as do.t.hts 1gnilt or umor becomes scaring ho.l. The...., 
damagt continuts foc.ano1hcr !d4-<-2 rounds af1t r 1ht magm.in's..., 

J.as1 successful anack. Ma&mi.ns can also igni te flammablt mattn­
als wi1h a much. 

Fiery Aun (Ex}: AllyooL w11hm lO fcc1 of a magann must suc:­

cttd at a Fonhudc....sa•,.c..l.DC t I) or suffer 1d' pomts of ha1 
damage from the tnltnst hca1. Trca1 this effect as an eman.anon 

..{sec Al.mmga Spi:lljni.t..148 mthc Pl11yn°~J.. 

Elc mcn1al: Immune to poi.son, sleep. inralysu. and stunrung.. 
No1subj«ttocri1ical · 

Fitt Subtype (Ex}Jir.c urunu· 
mty,do~c.from....co.ld... 
Cl'CtplOD...UJ.IC.CCS1fUl..sai0L.. 

Md1 Weapons (.Ex,}; hny 
mttal wnpon 1hu .nnkts a 
magm1n must su"tcd at a For· 
ntudc save (DC 11 ) or melt 
away into slag. 

MANI!CORE 
Huge Magiul &as1 
HilDicc~~U7.hpJ 
lnitiati\·c:..U.LJ:kxj 
Speed: JO~fJ;.lumsy) 
AC: 16 (-2..s.iu....t.2..0ex....t.6 
natural) 
Alfacks:lclawst.2..m.Ckt.,~ 

•7mcltt: or6sp1ktt?'rangc.d 
Damage: Claw 2d4 .. 5, buc ld8t2; 

or spike 1d8•l 

at 

Face/ Reach: 10 ft. by 20&./lQ{t. 
Sprcial Anacks: Sp1kts 
S~ialQuali1ics:Scc.nf 

Saves: Fon +9, Rc.f..t.Z.'«!illtl 
Abili t ics: StrlO,.Dcx 15,Con 19, 
l.nr.Z..Wl.U.2..Cba 9 
S.k.ills:..Listcn-.9,Spoi •'• 
ttat:.l,:lulrfanack 

Clbnalc/fcrnin: Wum and 
tc..mpuattlandand 

underground 
Organ.iution: Soli1uy, pair, 
or pridt (J-6) 
Cballcn~Rliring: 5 

Tttasurc:S1andard 
AJ.ignmc.nr: Usually lawful 
""1 

Advancement: 7-16 HD 
CH\l&ttJ 7-18 H 0 (Cargantuan) 

.\hmicorc.s .au fierce monncrs that hunr 
widely for hvmg flesh. They arc cunrung and 

cV11, wuh hen, logical mmds. A manncorc an.hc..a 
deadly c..ncmy or a powerful ally. 

A mantkm_1s a mon.s1cr in tvtry if'nsc of 1hc WQCd.~ 
head of a vagud.y .humanoid beast, iht body of a I.ion. .all.Ii the. 
wings of.uio&QD.. The crtaturc's back is ~t wuh OIO'.cd barbs..a.w:I 
iis long 1a.il..wd.Un a dus1c.r of deadly sp.ilscs. 

COM.BAT 
A...IIWlli"1rC bcgms mos1 anacks wuh a vollty of Sptktt, then 
.closti....ln. the o.utdOQ.tS, 1r ofttl) uses us p<>""trful wmgs ro stay 
Uoft during lmtlt... 



Mcdium-Sii c Mons trous Humanoid 
1-Ut Oicc:6d8-.6 (33bp) 
lni1ia1ivc:-..2 (Dtx) 
Speed: 30{1. 
AC: IS (+2 Dex, •3 na1ural) 
A1ucks:.Shonl:!Qw d/~J ran&«l.._Q,(._d.tggtr •6/ +I 

mtlte,snakes+Jmtltt 
Damage.:..Shmlb<lw Jd6; or daii«.ldWnaktl.1d4 and 

"°""" face/ Reach; 5 f1. by S f1J S f1. 
Specia l Auadu: ~mfymg gau, pol.ion 
SiYt ·fort•), Rtf +7, Will ,6 
Abili1iu: Sir 10, Duis, Con 12, lntil, Wis 13,Cha ts 
Skills:Bluff-..11,D.Ua..u1.St.1Jl,MoveSdenrly+9, 

Spo1 +10 
Fea1s: Pom1 Blank..Sho1~ ~ Sbo1, Wnpon finesse 

(snakes) 

Clima1e/fr.l'Tlin: Any lwd md._wW.tJ&Jl!Ulld 
Orsani:r.uion: Soluary or cOYcy ll-H 
ChaUtngc Raring: 7 
Trtasutt: Double s1andard 
Aligmncn1: Usually bwful tvil 

.dvancc{ll~OJLJIY chaca.cinclasl 

Ihc mcdu~ateful. rcpulsh•ecrcarnrc that ~rrifies li.:ang 
btmgs wnh us gne ii pnm art objttts, fine JCW­

elry, and wealth hs acnvmes of~ 
vol\·c around obtaining rhe~ It~ 

A mcdun is ind1stmgu1sha.blc 
from a normal human u dis­

tances greucr 1han JO fttr (or 
clostr, J u.s U.c.c.. as con· 

cnled). Once 1he cru .. 
1uu.ii.OOrluu~ 

uuenaui.,rebrc.omcs 
appuCAt-..lu.......id· 
~ruu.-La c._t. is 
~wuh_a... _.,..._o[-. 

b.iSSlOJJUakU 
mst_ead..Q(hair, 
and us eyes 
glowadeep....­
fcral red. ln 
CQDlnSl._its 

body is pe.r­
ftcdypi:o~t­

noncd and ~p;lil:malb'_a11rac-
1ivt, although xaJ.)'___i,ll(l tanbe.n·col-

oR'd. The crtaiu~can...pmLWlt 
1ha1 enhance us body ~_i.u_bcc 

~:~"i:,~~ or veil A qq#al mrdusa is Sl 
Mtdusuarc found m ~o~ 
matt Some dweU m larac cit1_e~ 

coming :acuvc 1n the cnnunal ~ 
derworld1ogain 1hciLdcsirtl..A.+ 
fcwmedusu have foQD.c:d.,xob­
~rynngsororgamt~ 
cabals 



MEEl::flI 
Air Mephir Dust Mcphil J.anh Mcphi1 
Small O utsider (Aid Sm all Oursider (Air) Small Ou uider (Earth) 

Hit Dice: Jd8 (13hp) 3d8(1Jhp) JdS•J (Hihp) 

lniti:uive: •7 (,.] lkx, -rl lmproved ln111a1weJ .7 (• J Dtx, <t-.t lmpl'O\·ed Lruriau.vtl - 1 (DcxJ 
Speed: JOfL.fly60[t.lpcrfKt) wf1. nysof1 lpcrf«:tJ 30 ft., fly 40 ft. (a\'en&d 

AC: 17 (+1 siu,-.J Oex.+J 021ur.1.l) 17 f• I siu,+3 Dtx. •lna1ur.1.I) 16 ',+ 1 SIU,-1 Du.., na1uralJ 

Anaclu: 2claws .. .+mdee 2cbws-rlmtltt 2cbws +7meltt 
Damage; Claw td.J ClawtdJ Cbw tdJ+l 

.face/Reach: sfr.bysf1J Sft. 5ftby5ft./Sft sf1.bysf1J sf1. 
Sp«ial AuackJ: Brca1h wupon, spdl·like abiliues, Breath weapon, spdl-like abiliues, Brc:a1hweapon,spcll·llkcabih11cs._ 

summon mtphu summon mephil summon mephiL 

Spcdal Quali1irs: E:ISI htalmg 2, dam~C.. Fanheahng2,damage Futhcali.i:ig:wlama&e 
re-clucuon5: •1 reducuon.So'+I l"NucuOll...lll.Ltl 

Saves: Fon • J, Rtf •6, WUI t3 fond,Rtf•6,W1ll+} forL+t.Jl.tl.t2..WUld 

Abilities: S1r 10, Dex 17, Con 10,,__ Sir 10, Dcx 17, Con 10, Sull....lkx.8..co.n..u. 
In112,Wts 11 ,ChaLS lntt:?,Wisll,Cha 15 Im l2LWu..U...ChH5 

SkiUs: Bluff+6, H1dt+12,Lis1en+6, BlufT+6,Hidt +12, Lmc:n+6, Bluff+S,Htd~sttn•6, 

Move: S1!c:ndy +9, Spo1 +6 Move: Silently +9, Spot +6 Movc:Silc:n1lytl.._Spo1+6 

Fears: lmprovtdlni1iauvc: Improved lmnanvt PowtrAmd: 

f'll'tMtphi t Jcc: Mc:pbit Magma Mtphir 

SmaU Ouuide:r (fin) SmallQuls idc:r {Air, Cold) Small Ourside:r (Fin) 

HhDicc:: :Jds (nhpJ JdsIDhpl :JdS !JhpJ 

ln.i riadvc:: +S (+l Dcx,+41mpl'O\'e<l lnmatwc:J tl!tJ_Dcx, +4 lmpl'O\'td lninu1vt) +S(+l Otx ..... lmpl'O\'td ln111a1wc:, 

Sp:e.e:d: }Ofr.,flysOft.(avc:ngc:) JOfL,flysofr (pe:rfm) }Ofr.,flysofr (avc:ngc:J 

16 (+ I s1u, +\ Dcx, +4 narunl) 18 (+1 sizt,-t}Dtx,+4na1uni) 16 (+1 size:,+! Dcx, ...+natural) 

tacks: 2claws.--tmc:lc:c: 2cl.aws+-4mc:ltt 2clawsttmclc:c: 

~age:: Cl.aw 1d}and2flrc: Cl.aw1d1and2cold Claw !dJand21irc: 

Eace:/hach: s ft. by sf1./S fr. sfr bysfr./Sfl sf1 bysf1J sf1. 

Spe:cial Anacks : Brc:uh "~apon, spell-like: abiluin. Brea1h wtapon. spell-lake: ab1li11c:s, Brea1hwtapon,spe:ll-laktabW.11e:s, 

summonmtphu summon mephn summon mc:ph11 

Spe:cial Qualiliu: Fire: sub~. fut healing 2, Cold sub~. fas1 hc:almg 2, Fire: sub~, fast healing 2, 

damagtre<luclion.5/ tl damagc:reducrionS/+ 1 damagc:rc:ducuon5/tl 

Sa vu: Fon+}, Rc:f +4, Will +3 Fort•3,Rtf+6,Will +3 Fortt},Rc:f+-4,Will+} 

Abilitiu: Srr 10,Dcx 1},Con lO, Sir 10, Dex 17, Con 10, Str 10, Dex I}, Con 10, 

Im 12, Wts U.Cha lS lml2, Wis11 ,Cha1S ln112,Wisll,ChalS 

Skills: Bluff •5, Hidt •U.lisitn +6, Bluff .. 6,H1dt·l2,i..LStC'n•6, Bluff..S,J:hdt•ll , Lmc:n +6, 

.".tO\·e: Sile.mly •7. Spot :t6 Movc:Silc:nrly.9,Spo1 ·6 MO\'t Saltndy .,.7, Spo1 •' 

fe:;11s: lropl'O\·c:dlnnuuvc: lmpfO\·e<llmflllll\.'C: !Jnpl"O\·e:dimnar\\'e: 

Ooxc:Mc:phi1 S;ah Me:phit S1e:am Me:phit 

Sm aU Outsider (Wate:;) Small Ou1s ide r (Ean h) Small O urs ide:r (Fire:) 

Hit Dice:: }d8+J (t6hp) }d8+.3 (t6hp) 3d8 (Bhp) 

lnitia1ive:; .o - l (Dcx) t5 {+ 1 Dex, tt Improved lmw11Y(). 

Spttd' }Oft, fi)".~Oft.. (avc:ragc:) ]Qf1.,fly-4-0f1.(avtrage:) }-Oft.,fiySOf1. (ave:ragtJ 

AC: 16 (tl s1Zt,t.5naru~U 16 l+ l s!Zt,-1 Dcx, t 6na1ura.IJ 16 (+ lSIZc:,•1 Dcx,+-4narun.1J 

A,nacks: 2claws.6mdc:c: 2chws •7mc:lc:c: 2cbwsttmc:ltt 

Damage:: Claw 1d1.-2 Claw id} .. } Cbw ldJ and 2 fire: 

..Face/Reach: Sft.bySft./Sf1, sft.bysf1/ sf1 sf1, by5f1.fsft. 

Spe:dalAtucks: Breath weapon, sptll·likc: ahtl.mc:s, Bre:a1hwc:apon,spe:U·likc:ab1litic:s, Breath weapon, spe:ll·hlce abiliuc:s, 

summonme:phit summon mc:phit summon mc:phil 

Spe:cialQuali1ie:s: Fas1he:alm&2,damagc: faSI hnlmg 2, damagt F1rc:subtypc:.faS1huling2, 

rc:ducuonS/ tl reduction 10/t l damagc:rc:ducuonS/+ I 

Saves: Fon +'t, RJ tJ, Will ... } Fontt,Rtft2,W1ll•l fim•},R.tf...+,WiU1J 

Abili1ie:s: Srr 14,De:x 10,Con l}, Sirt7,Dc:x8,Con 1.3, Sir 10, Dcx !},Con 10, 

ln112,Wisl l ,Cha1S ln112,wis11,Chau lm12,Wtsll,ChalS 

Skills: Bluff +6.H1dc: •9, Listtn +6, BlufT.6,Hide:•8,.Lis1.e:n+6, Bluff •6, H1dt+ll , L1s1e:n +6, 

Move: SJe:n1ly +6, Spor -+6 Move:Silc:ndy+S,Spot+6 Move:Silc:ntly +6,Spo1 +6 

Fe: au· PowcrAuack Powc:rAuxk Improved Initia tive: 

e:Jilius m.m.U\or e:Je:mtntal crc:;11urc:s drawn from the: basic com· 
P.QlWlU..Q£ m.u.l®. Tbt>: arc: more: CWlQ.US than evil. alrh®ih 
1hc:11 nati.£W vuy wnh 1ht c:ssc:ncc: of wha1 b1nhe:d 1he:m 

All mtpb.its appear a,s small. win&td crc:a1urc:u"1lh more: or 1~.S.. 

~htmta.QQ.id (e:au1.r.ts. W.h.ilc: tbe:y arc: ofte:o...dno:ibc:d as impish, 
rhtir e:.le:1t1c:mal rmurt 1$ app.uc:n1 at first glance: 



Hit Dice: 
Initiative: 
Speed: 
AC: 
Anack.s: 

am age: 
Face/ Reach: 
Special Attacks: 

~Special Q.u.a.Utics: 
Savu: 
Ab iii des: 

SkiUs: 

Watcr_.\lephit 
Small Ouuidc[ (Water) 
JdB .. 1 (.16 hp)_ 
;()_ 

JCl.ii.,lly40fL (avcrage) 
J6.(tls1zc, .s natural) 
2cla~-t6mclcc 
Claw .. .ldJ-+2 
5fLbySft./5fL 
Brca1.h_.weapoo..spcLl-hkcabiliries, 
sum.m.on..mcphi1 
fut.healuJ&.2..damagc reduc1ion 5/ • I 
Fan..d.Jl.cfd.WiU•l 
Str.U:..,Dt,x 10,Con 13. 
lnLU. Wis It , Cha IS 
~Iua: ... 6,Hidc•9,Lls1tn.-6, 

- '--IO:\'.e.Silcnt.ly+6,Spo1.-6 

ComlraL_ 
Brtatb Weapon (Su): Cone of dust and gru, tS fttr~ damage 

ldB.hilahalf..DC . .12 
Spcll·~ Abilities: Once per hour an air mephn can...sur· 

,.round iudf \\'Ith \"apor, dupllc.anng rhc effects of a bl1o1r spell.as 

-t -+%~1s~:J ::~'b;~~j:=:1~r day it can use gu~I of w111d as 

Fas1 HeaUng (~ mcphit heals only i!.uposcd 10 + moving a ir,~ it a brc.eu..adr2ft, aspellc.IIect,orc.ven the mephlt + J;i.nnmg hsclf. 

DUST MEPHIT 
Dusi mephus arc gaunt, rrapc·lookmg flgurcs_w..ho..d.rcss only m 
black and .have a morbid fascrnat\On w1th_du1b and sufI .. ang 1 
They arc..abouL4 feC'l 1all and "'~1gh about 2-pounds.... __ 

~mbat 
FeatS: Pov.·cr AnKk t Breath Weapon (Su); Cone of 1m1ating panicles, 10 feet, 

~ge ld4, Reflex .halfDC 12. llvlng creatures 1ha1 fnl theu 
fSl!Vl'S art 1ormrntrd by itching 1km and bummg ryes. This im· 

poses a -4 morale penahy 10 AC.and a - 2.mo.ra.le pc.nalcy 10 attack 
rollsforJrounds. 

t-cU.,,.-,fr«n- in' -Any-1'nd.-nd"nd-«gro"-nd - 9 
Organiutlon: Solitary (!), gang (2-4 mephi1s of mixed 

Challt!ng" Rating: 
Treasure: 
Alignment: 

dvancc.mcn1: 

OM BAT 

rypn), orswarm (S- 12mcphilsofmixt'<I 

"""' 3 
Standard 
Usually neutral 
4-6 HD (Smail}; 7-!J.11D(,.~led1um·s1u) 

;,All mcphiu fight by hiring and clawing or..b¥-LWng a._dangerous 
bttath weapon, the nature and dftt1s 

,of which vary from crtuurc 10 

.crca1urc 
Breath Weapon: A mrphir can 

~bruth wuponancccvery 1d-t 
roundsa.taSt<l.llrh.rd:acuon.Sttrhc 
indi\lldual.dtscopuoru for dctlils. 

SpcU-li.kc Abilit ies: All mcphus 
ha\'C one or more spdl-like: abJuies 
m·c OC 12 .. ~ll le.vcl).. Stt 1hc in­

d1vidual dcscrip11ons for...dctatls. 
Summon Mcphit (Sp): Once pc:r 

day, all mephu.s can summon other 
mephi1s.muc.b..._as_though casting a 
nw1mo11 rt11Jru1trspdl.bu1 iheyhave 
onlya~oLsucccss to.sum:... 
mon one mephu of the same 1ypc. 
Roll~ On.a failure. no creaiurc an:.. 

~·ers the summons. A mepbu 1ha1 has 
,+US.Lbcen summon~ cannm use 1ts..oo·n 
. .summon ab1hry for t hour.. 

f as t Hca l.i.ng (.E.x):...Mephus heal l 
points or damagc...cacli...mund...pro\•ided 
1hey ne still afile and cer1ain.other condi· 
rmns art met.. Sc.c. thcJ..ndMduaLdtitriJ» 
uonsfordcmls 

MEPHIT GANGS 
AND SWARMS 

Groups of s1mibr mephtts.(forcxamplc. water, 
,oozc._and lce1 scmewnc.s congregalC' in any 
F">ey.all.Jlrul ,omfuwhJ~ 

ll!R.M.U'HIT 
Air mc.phm look hke cloud·whue humans with 
wh1d».'.andunstead of legs. They arc about 4 feel tall 
and weigh about I pound. 

SpcU-Like..Abilities; Once. per hour a dust..mrphu. can_s.ur­
round 1tscl£ wulu plume oLdust, dupbcaun.g.1hc.cfftctt.o0 !d11r 
spell cast by a Jrd·le\·cl sorceur. Onu per d.i)'.J.l...can_acatc_unass 
ofroilmgdust1ha1duplic;i.1tt1hreffcc~~ 

' 1h·lr\•elsorcertr. 1 
Fas1 Healing (.E.s);._A dust mephir heals only ,f,n an and d11scy 

Thrsccrraturtsarc ht 
s1ocky 1h1ngsas.s1ub~ 
as 1heyarr rugged..Ihey 
arcabou14~ 
weigh about so.pounds. 

Combat 
_Breath Wrapon (Su): 
Cone of rock shards and 
pebblcs. LS feet; damage 
Ld8 •. 1ldlexhalfOC12. 

Spell-Ukt! Abili1ies: 
Lthour---fnl11rgr;l/ day­

i0/tt11 r11rth iiml ~lont. These 
1bililiesuras thcspcllscas1 
by161h-le11cl sorcerer. 

fas1 Healing (Eli;): An 
unh mephu heals only if 11 LS 

undt.rground or bunN up ro 
its .W.U!itincanh. 

FIRE MEPHIT 
Then c reatures look for all 
the world like nuniaturc. 
devil!i,wreaihedinfiameand 
nckling wi1h misc.h.teL.Ihey 
arc abour • reei rail and..w.cigh._ 

about I pound 
~ 

Combat :----;:::-1 
Breatb...Weapon(Su}...cmie~ 

15 ftt[; dam.age. t.d.B...Rdla.half oc tl. 
Spdl-Like Abilitic.s:....l/hour-miigic 

m1mkas1hespellcas1byalnl-levtlsor­
cerer, 1/ da)·-lw11! 111tlal as the spell cast by 

a 6th-level sorcerer. 



Firf' Suhtypf' (£11:): Fire immunuy. do.uhk..~e..irom cold 

cxccp1onasucccssfulsave. 
Fut Healing (Ex): A fire mcph1t heals_ only 1fJLi5 1ouchmg a 

ft.me a1 lcas1 as large u.a rorch. 

ICE MEPHJT 
Ice mrphiu are crea1urcs of..snow and ice wuh 1r.anslucem s · 

.And cold. aloof mannets-Ibey are aboUL!.. fttt 1alt and weigh 1 
J about 30 pounds. 

mbat 
cath Wt'apon (SukConullice..durds, tOfccr;damage 1d+, 

.Reilcx half DC 12. l1v1ng =tures 1ha1 fail their saves are tor· 

mcmcd by frostbi11cn .skin. and frozt'n eyes unless they arc 
immune to or pm1ected_from cold This imposes a -<4 mor.alc 

pcnahy to AC and a - 2.monlc pc.nalry 10 mack rolls for) rounds. 

Spdkl.ikc AbUitics: ..t.Lhour-m11glf mus1k as 1hc spell cas1 by 

, a )rd·lt\"cl sorcerer; l/ day--dnll mtt.il as 1hf' spcU cut by a 6ih· 

~=~(Ex): Cold immuniry: double damage from ftrc , 
CXCCJNOnasucccssfulsavc. 

Fut Healing (Ei:): An ice mcphu heals only 1f 11 is 1ouchmg a 

p1ect of IC.f' of al least Tiny siu or 1f !hf' amh1f'nl lf'mpcratu~ 1s 

frttzmg or bt"low 

~=::b:,:h.~c;:<!/~:~~~~~~~~:b;: 
60 pounds. 

cfmB~!!1h Weapon {Su ): Cone of magma...J.Ofcu: damage td+, 

Rt:llcx half DC 12. Living c~a1uru 1ha1 faiUheu..saves a~ tor· 
mcn1cd by burned skin and SC'a~ eyes unless 1hcy arc..1mmunc 

too.c.protCC1cd from fire. !111s unposcsa-4.mocalc~l)' roAC 

and a - 2.moralc penalty 10 mack rolls for) rounds. 
Spcll:.Lik.c...Ab il.itin: Once per hour. a mag.ma. mcµhiLcan 

1h~ptd11111gr imo a pool of lava J feet in diamcltr and 6 inches 

dttp. The mcphit"s damage reduclion improves 10 .20/tl~Ihtj. 
mcphu can"t attack while rn lava form but can use other spcll·Ukec 

1b1luics. It can movf' at a.sptt.d oflO fttt, but ii cant "run." Indus 

fonn 1hc mf'ph11 can p.iss through_ small holf'li or narrow open· 

ings. even mere cnclu. The pools 1ouch ignues flammab le ma1e­

mb such.as..papc.r,.smaw, or dcy...wood. 
Once per day a magma mephitcan use pyrolrchnlf1as1hc spell 

CISI by a.Ath:lcxcl.sorccrcr. It c.an.usc..11.scl(as the.Ji~ source wuh­

ou1 hann.. 
Fitt Subtype (Ex): Rre immurury, double clam.age from cold 

. cxceptonaruccenfulsavc. 
t ..fas l H ealing (Ell:): A.magma mcphu heals only if it LS touch· 

ing magma, lava, or a fumf'c at leas! as_h.rgc as a torch. 

OOZE MEPtll 
These ICN1hsomc aea1ures au_composed of muck and fllrh. Ooze 

mephils are.green tlung.$.o(.drihhhng slime t.ha1 give off a terribly 
offensive odor and seem conslantly on 1hc verge of liquefaction. 

They arc about 4 feet tall aruU.:cigh aboulJO p<lUDds. 

Combat 
Breath Weapon (Su); Cone of. causnc hqwd...10 fw.. damage 

ld+. Rcllcx.hal£DC 12. l.Mng crca1urcs ihu fail thclf..5;1\'CS arc tor­
I :c..o.1cd h)!. uclwi&.slu.a andhurning eyu.. This imposes a -i moralf' 

J;naicy 10AC.and a - 2 morak penalty to auack rolls for 3 rounds. 

pdkl.ikc-Ahilitics; Once per hour. an ooze mcp.hi1 can.h.ucl 

an aodir_hlob tba1 functions hkc Mdfi 11C.d ~rrow cas1 by a Jrd­

lev~cc pcr clay n can crta1c a massofsmcllyfogtha4 
duplica1es the effect of shnlung dauJ as caSI by a 6th-level sorccrtr.. 

fan.Healing (.E.x.): An ooze mephi1 heals only if in a w.«.o~ 

muddy e.n~nmem. 

SALT MEPHIT 
.Sah mf'ph1ts arc p.ilc hW?WlOlds. wuh bleary ud eyes and crys.ial­

J1.ne flesh. They arc sarcastic..erta1ures who loarhe wa1cr and moi.s-

1urt of any kind. Sab mep.hlu..arc.abom-+ fce11all and weigh aboui 
SO pounds 

(,pm bat 
8 1'f'ath Wcap<>n (Su }: Cone of sah crystals. lO.f«:t-damage 

td4, Rf'flu half DC 12. living crca1ures that fa.J. t.he.u:.saycs_are. 

tormen1ed by ilching skin and bummg eyes. IbLS imposes a -4 

morale penahy to AC and a - 2 mor.ale pcnalry 10.auack.rollslm:.3 

rounds...... 
Spell-Uk" Abil i1ic.s: Once per hour a sal.1 meplm can use gl1t­

trnlu1f as rhe spell cast by a 3rd-le~·el JOrccrer. Once pcuiay u.can 
draw 1hr mois1ure from an area in a 20-foot radius ccmercd on 

ficscl£ Living crcuures. within r.ange take 2ds poims of damage 
+(.Fortilude half DC U ). This is cspcciaUy dtvas1a1ing fO aquaiic 

creatu~s and plants, which rc:c.citt a - 2 racial penally to their 

sav1ng1hrows. 
Fast Healing (E.x): A salunephi1 heals only if in..an arid cnvi· 

STEAM MEPHIT 
Steam mephits arc bossy crcaiurcs who coruuicuhc.msd11cs the 

lords of all theu..hnd. These- hm-1emp«c.d...uui.UUSJ:cleasL.a..+ 

plumt of sream when they breathe and trail scalding waic.r 

when 1bey walk. the.y are about 4 fee1 rail and w.cigh._aho.uL2._. 

pounds. 

Combat 
Unlike tht' 01hen, sic.am mephits rush into comba1 eagerly, 
dnven by an oversized ego. 

Breath Weapon (Su); Cone o( s1tam. 10 ftt1; damage td4, 

Reflex ha!( DC 12. living crcatutts that fail thcll..sa.vcs_arc. tor­

mented by burned skin and SC'arcd eyts unless they att immune 

10 or protected from fl~. Tlns.unposcs a ~.morale penal[}' ro AC 

and a -2 morale penalty to.au.ad rolls for 3 rounds. 
SfM'll ·likc Ahili1ic.s:.0Dce.pu.hour a s1cam mephu an sur· 

round u.sclf wuh a plume olnpor. duphcau.ng 1hc cffec15 o( a blur 
spc.ll cast.by a )rd-le\·cl sorcCicr....Once ~r day 11 can create a ram­

storm of boiling watc.u.hat.affects an.area 20 feet square. living 

creatures caughi in 1hc Stonn take 2d6 points of damagf' (Re:llex 

halfDC..lll 
Fitt Subtypf' (Ex); Fire 1mmunuy. double damage from cold 

cxcepton.a..succcssfulsa\"C . 
Fast Healing (E.x): A steam mephu heals only 1f It is touch.mg 

boiling water or is m a hot. humid.area.. 

WATER.MEPHIT 
Wa1eL..mtphiu arc.1auruy crcarurcs With an unflagging senSC" of 
humor who quickly get on the nerves of everyone around them. 

They resemble. minmurc fish-people, covcrf"<f wuh scales and 

viewing 1ht world through black, bulbous "yes. They are about 4 

fee1 1all and weigh abou1 30 pounds. 

Combat 
Breath Wcapon_ (Su); Cone of causuc hqwd, l5 ftti. dauu,ge. , 

1ds.R.c.Oa.half..DC12. 

an ~~t:io~~~~}~e:~,~~ti:: ~f~~~~a~~t=\~~~ 
~cl.sotcCicr..Once.pu.day it.can c~a1c a man.of smelly fog that 
. duplic.a1cs.tht effect of slinking cloud as cas1 by a 6th-levd SOf"Cf'rf'r. 

..£ast.Hcalin& (Ex):. A water mf'phll heals only if Lf is eicposC'<f to 

ram orsubmt.rged up to us wa.LSI in waier. 



Mcdimn-Si:ic Humanoid (Aqua lic) 
Hi1 Oh:c: td8+1 (Shpl 
l.n i1i:11ivc:+l (Dex) 
Speed: S ft_, swun5olt-
AC: IJ (•I 0a, .. 2Jutltt:r) 

MERFOI K 

ttackii: Tndcnt +1 md«:,or hca\ycr:osibow +2 ranged 
Dam age: Tndcnt 1d8; or buvy crossbow 1d10 

_I:acc/Rcacb.:5f1. bysf1./5ft. 
Special Qualit ie.11: Low-light visum 
Sa..ves: Fon +3. Rtf +I, Will.to 

...Ablli1iu: Sn 10, Dex 12,Con-12, Im u, Wis It.Cha 13 
Skills: USlcn ..+, Spo1 .-4 

Fcau:Alcnncss 

Clhmue/Turain;T~peatc3'jlUllC 
, Oi:ganiut ion: Company (24). parrol (11-20 pltu 2 Jrci-lc,·d 

cuF.W.anu...and...lJcadcr of Jrd-'th lcvd), or band (3-0-60 plus 
l Jrd·lcvd scrgtanl per 20 adults, S Sth·lcvd licmrnants, 
J7th-lcvl'lcapWN.and !Oporpoiscs) 

Challt:ngc Rating: 1/ 2 
Trcuutt:S1andard 
Alignm ent: Usually ncumil 
AdY11n cC'mcn t: By chancier cbss 

,Jhc mcrfolk arc playful, marinc-
d~vcll1n& people. Alihough wary 

.ofsurfacedwellers,1hcyucno1 
usually hosrilc;_ They prrfcr 
,sunning themselves on rocks 
10 eng;1gmg m wirfarc 

Merfolk have 1he uppcr 
bod1t;S. arms. and headJ of 
Cair-feaurud humans, ln­
s1ead of lt:gs, howevcr, thcy 
ha\'C thcxakd ta1ls of great 
fish. Both ma.lcs and femalts 
dttor.uc 1hcmsclvcs wuh 
shells, coral, and 01her 
unckrwater adommenu... 

Adven1urers who en· 
coumcr mcrfollr. arc 
of1cn 1hc victims of 
pranks and mischic( 
The sp:on_oL..mufolk 
c1n be cruel. although 
they arc nQLK1ually evil 

.Should surface dwellers 
, da...th.cm hann, however. 
rhesc crearurcs can be. 
formidablcene.mies. _ 

Mcrfolk spcak Common 
wdAquan. 

Mos1 mcrfulk encou.ruuc 
oumdc their home uc wn­
nors; the mfonnanon in.t.he..stao 
nsncs block is for one of ls1 le\•tl 
(see p.1ge J9 in 1he Dvsccol!iMAsn:U. 
Cu1Jr for more about rhc warnorclassJ. 

CTlM.llA: 
.,iMcrfolk U\'.llL..hcavy crossbows of shdl and coral 
~ont:d from blowfish...spmcs. with an 

underwater range of JO yuds. Merfolk often barrage. their 
cnc.~dOSUli- when rhcy re.son ro tndtnts. 

MERfOl.K SOCIETY 
Mctlolk li'icin.scnupcrmancnt commumucs locued near choice 

fislung._and..hUDnng arus. They often keep company with. pot:: 

poises. Surface dwellers who come fact 10 face with mcrfolk com- 4 

,.mon[y encoumer a scouting QI: h.unting P-1"Y· 
The mcrfolk m ·crc the Wry.Eadro, whocrcucd both them and 

thelocathahs. 

MERFOLK CHARACTERS 
mcrfolk's favo~ dus 11 N.rd: most mctlo.lk lndcn~ 

Merfolk spclkastcrs who arc not bards ne gcnually ;1dcpu {Stt , 

page J7 m the DuliGlQ.'1 M.u-1n'sCu1dt). Mcrfolkcl~ 
Eadro and can choose rwo of the followmg domai.ns;.AninulPro-
1tt1ion. and Water. 

,J.argc Abcrr.i.1io n 
ilfi1Dicc:7d8t21(52.hp) 
).ni1ia1ive:..-t (Dcx) 
Speed: toft. 
AC: IJ (-1 sazc.tl Dex, +J natural) 
Anach : Sla~8 mclec 
Damage: Slam Jds,o 
Face/Rrach: 5f1. bySft./LOf1. 

Spccial Anacks: Adhesive 

MIMIC 

Special Q uali t ies: ~hmic shapc..acidJ.mmun.uy ~ 

Saves:..fort +S. Ref ~3, Will •6 
A~~Srr 19, Dex 12,Con 17,lruJ.O. Wis U. r 

Skills: Climb +9, Disguise ~12 , Linen ~ IL. 
Spo1 U 
fea1 · kill focus (Disgu1sc) 

C limue/fc.main: Any land and undergro,und .. 
Organiut io n : Soliruy 

Challenge Ra1ing: 4 

Treasure: 1/ tOth coins; 50\. goods; 5o% uems 
Alignment: Usually_neum.L_ 
Advan cement: 8- 10 HD (Large); 11- 21 HD 

(Hugel 

~hmics art. unnge_and;lcadly creatures 1hat can 
changc. lhci.L p.igme.m.u.ion and shape. They use 

this ability 10 lure hapless vicnms close enough 
1oslay. 

hissa1d1hat mimics arc nDI na1uralcrea-
1ures but~ mated long ago by a now­

forg011en.wizard. Evcr smce, thcsc tcmblc 
1hmgs~cdroguardrreasurcs. 

M.uwc.up.uk Common. 

COM.BAT 
A mi.tnic of1en surprises the unsus­
pcctmg_advemurer, lashrng our wilh a 

heavy pseudopod Mimics arc im.IU 

enough 10 avoid fighc.s ro thuka.th..by 
cxtoning rttasurc or food from a pan}!.. 

Adhes ive. (Ex): II munk .. audcs_a... 
thick slime 1ha1 acts as a powc.rfu.ladhcili:c. 

holding f:m any crea1urcs ttt.11cms lQu.ciwlg 
u. An adhtsl\'C.:Coxcred mimic..a.ulOJDa~ 

gnpplH any crea1urc 11 hi1.s_ wllhJrs.slam anac.k.. 
ORPOncrus.->0 grappled cannol..&CI frtt while the 

mJ..m..ic. IS alive wuhout removing rhe adhesive first. A m1m1c 
m.akt.s.onc..automatic..slam a Had exb round agunsr any cttaturc 

sruckro11._ 



A weapon 1ha1 mikes an adhcsb·.c:coamlmi.mk.JLalso..stuck 

fas1 unless 1hc wielder succttd.s at a Rdlu.sa~c..(DC._16). A sue· 

cessful Srrcng1h check (OC l6) lS ntt.ded.w pry.J.L 
Strong akohol dissal'Lcs 1hc adhttin. A prnt of wmc or a sum· 

lar liquid ~·cak~ u, buuhc mimic nill has a .,.,. bonus 10 grap­

ple checks. A_munk...can__ 
dJs50]vcitsadhcs1\•ca1 

~ili"~!: s;::~; 
~afrcrthc c.rearurc dies. 

..Mimic Shape (Ex}: A 
J-mimic can assume 

i.hcgcncr.alshapeof 
any obicc1 1ha1 
flllsroughlytSO 
cub1cftt1 (Sftt1 

A =d.fuyc.LlS urrange crea1ure, standing some 6 feet rill.ihaL. 

15 humanoid only in the most genera] terms. il5 nesh LS rubhecy 

an~~&hs:teruog with chlll shme The cttarure's he~ 

111ther hke a fouc.·1entacle-d. octopus, madt all tM mott homhlc.by 

,.a pair ofbloami. wh11e eyes.Ju.mouth, a revolung 1hmg like a Wn· 
prey's maw, conswuly dnps..an_otly slime when 111s nor siphoning 

,out the bramsofliv1.0gprr:.)~ 
lnadditi~.h1ghly in telligem,whollyevil,and 

terohly sad1nic, mind flayers are uuerly sclf. 
serving lfan cnmWllci:fums..~ 
1he crtarurc, u _flees u.onu. caruig 

nothmg for the fute. llLu.Lcmnp.ID: 
Lonsor serv11ors. 

Mind fia)'.us..spuk. Under~ 
mon bu1 preft.LULCOmmun.u:ai:c....4 
1eleparh1cally. 

by 5..1ttt_by ' 
,!«~·-'"'"'" • COMBAT 
~.allil'.c_c.hc.s.l~ .l\ lind Jlarcrs like 10 fight from a 

. a stout bed, or a dmancc, 1mng rheir psionic abilmcs, 

wide door fram~ particu.l..a..tlf th~ mind blaiL 1f pressed 

The crcaturc unno1 sub- ---~i;...;,.. imo mclcc comba.t..a.mmd.lhycr lubes us 

~;·~~\:l~r:~:tha;';~~~hA,:~~:.sno marm _ ....,_,. _ _ m:~~i:ics. w.uh the rc.nraclu_n.nguigJLS 
what appear.ancc II might present. Anyone who uamincs 1hc Mind Blasi (Sp): ThlS uudc is a conc...£0..ittdoDg. Anyone 

mimic can dc.1cct the ruse wnh a succc.liful Spot check op~d caught in thlS cone must succeed at a ~vc....{.OC...17.l or..hc.. 

by the mimLc's OlSgu1sc check. Of course. by chis time iris gener· nunned for Jd<t rounds. Mmd lhyers of1en..hunuw.ng this 

pl!Y far 1aa.h1e. ~e~;n~ then .drag off one or 1wo af ~.iai.m.uo~ 

Medium-Si:u AWrration 
llir 0ict":Sd8t8 (4<thp) 
Jnitiativr: ~6 (+2 Du:, t-4 Improved lnit1.:mttl 

Spc.ed.:30.ft.. 
AC: lS (tl Du:, d na1u111I) 

Anaclu:..i.lCOU.cles+Smelee 
Oam age:Tcnucle tdhl 
Face/Re:ach:Sf1. bysf1j 5ft. 
Sp«ial Anac.ks: Mmd blas1, pswmcs, 

1mprove-d gnb. ttlnlCL 

Sp«lal Qtulilin; 5Rl5, telepathy 
Saves; Fon +l, Rd' ~'4. Will ~9 
Abili1ics:..Str 12..Jkx...l.'4. ConJ.2.lnt l9, 

Wisl7,Chal7 
Skills:.lllu£hs.!:onc.e.n1nuon-"2 

Hide ~sJnum1dart +to, Knowl­
edge (an~-o) T9, I.men TIO, 
MO\·e Silently +7, Spot ~10 

eais: Alenness, CombaLCasung. Dodge, 
lmpf0\·~ln111H1ve, 

Wu pen Finesse ! lcniacic) 

Cli.ma1e/ferrain:.Any underground 
Organiza1ion: Soluuy, pair..inquisl.uon 

(l-S), or culr (l-S plus 6-10 
gnmlocks) 

Challcnge Ra1ing; 8 

Tre15ure: Double sundard 
Alignment: Usually lawful evil 

d vanccment: lly character class 

Mu:td.llayttS..(alsocalledill1.1h1ds) m 
+SQ..lllS.ldlOus..da.abolicalJnd power" 

ful th.atalldemzcns of tbe <brk fear 
thcm...Ihq_hc.nd others 10 1heir Wiii 
and..ilias.1erenem1es' n11nds. 

Psionks (Sp):.ALw.ill-cufn:d pr11Jrrh1;m, dw~ 

rhcrughu, ln'1IQ.fr, r!Mr 1hl/I, and 1uggtsf1on. These a bi.hues arc. a.s..thc.4 

spells cast by an.Sth·lc._11d. sorcuer (m·e DC ll + spcll levd.L-4 

ltnprovt"d Crab (Ex): To usc..this ahll:...i 
iry, the mind fl.ayt'r mus1 h11 a Small 10 

largcCttJ.turewuh1lSten1adc...aiud....1Lt 

gets a hold, it mxhes tht" ten1xle 10 the 

opponent s hnd A mllld..fhyc..r..c.a.n..g.rab a 
Huge or luger creature, but only if it can 

somehow ..tuch..thcioUhcad. 
Allcr_asucccssfulgr.i.b,tht" mind fbyer 

c.a.n..1r)'IO.auac.h1lSrcma1ruog1Cnta· 
__clcs wuh...a .st.nglt' grapple check. 

The. opponent can t'SC:lpt wuh a 
smglLSuccessful grapple check or 

Escape Anis1 check, but the mind flayer 
gcts a ~1 drcumsrance bonus for every 
1en1aclc rhar W2S anache-d at 1hc lxogm-

nmg of.tbc...opponents 1um. 
ExtracL(.Ex); A mmd 11.aycr thar btgms 

its rurn wuh..allJour tentacles amched and 
successfully mainui.m LIS hold au1omaucally 

CXlW::l5 1hc. oppanen(s brain, instantly lulling 

tha.Lcre.a.Lurc:. 
Telt"paihy (Su): Mmd flayers 

can_ communicate 1elepath1cally 
with any creamre Within 100 fee1 

thathasalanguage. 

MIND FLAYER SOClf.D'_,, 
Mmd flayers congrega1e Ill. undcrgmu.nd 
ones of 1wo bundre:d...w. lWD tbousmd .. 

~~t~~~b:Y~~~:rs-:-i 
ouLquestwn. ~cer of a commu· 

mry lS i1s tlder-br.un, a pool ofbnny 
fluid rhu contains rM bnins of 
thecuysdeadmmdflaytrs. 



Al1hough 1heyco1151an1lyJ'l~~)'crs...uujllllC 
willing to work 1ogr1her. A sm.;i.11gwupofthcsc aururcs..known as 
an lnqu1smon, ofrcn forms to 
roor out JOmc dark an<l1em· 
blc scc:rci. In many wa~a 
mmd flayer inqul.Slllan.J,5._ not 
unl ike a party ofad\·cnlurttS, 

r:11:1'o:~m:~1~n~ut: 
.-knowlcdge.10 1hc group. 

When a task is too 
~foranmqu1s111on. 
_ to handle, mmd iby­
cn genenlly fonn a 
culr A p.air of i.lli:_ 

1hids commands 
t-11ic group. c:ach 
t su:ugglingforsu­
t~ctly 
. why no individ­
ual nsumes lcad,_ 
ersh1p of a cull 
1.Sunknown 

COM.BAI. 
Minouws plefer mcltt combat, where 1he1r gll'at srrength sc.01.es 4 

them.well :------t 
Charge (.E.x):.A mlllD1.aur rypicilly begins a banlc by cha.rgmg ... 

a1 an opponem, lowcnng us.head 10 bnng 11s mighty horns 
m10 play. Jn addition..uu.he normal benefits and hnards of a 

charge, 1h1s allowt...ihc..bcas1 10 make a smglc gou anack tha t 
dcal.'l 4d6+6 poinu of.damage_ 

Natural Cunning (EE): Ali hough mmoiaurs arc not especially 

..uuelligem, rhey posscss_innate cunning and.logical abili.~ 
makes them immune 10 rna:t spells. prcvcnu i.hcm..fmm..c.1<er be- I 
commg losr, and cnahks them to 1rack enemies. Eunhu..r.bq.a.rc_ 
ncvernugh1fla1-foo1~ _ 

Skills: Muio1aun rc<:Cl\"t' a tt racial bo~pot..aml. 
Lmen.c.hccks. 

~\JedJum·Size Undead_ 

MOHRG 
Hit01ce: t4dt2 (!Hhp) 

Initiative: t5 (t i Dex, t 4 lmptQl.'.ed Lnitia.uve) 
Speed; )OfL 
AC: t5 (t.1.Dcx.•4nat 
Attacks: 2 slams ~ 12 mclee, tongue iouch..t.z.mc.le 
Damage: Slam !d6,.5, 1ongue panlys1S 

Face/ Rr:acb:5&..by5ft./Sft 

MINOTA!IR J3w Special Auaclts: Improved gnb, paraly~te_ 
spawn 

Large Monst rous 
Hu.manoid 

Hi1 Dkc: 6d8+ 12 {)9 hp) 
Initiative: +0 
Speed: )Of1. 
AC: 14 (· I SW', +5 natural) 
A.uack.s:.J.;1.ugcgrca1axet!J/ ttmclee,go.rcd..mcl 
Damage.:.. Huge greatue 2d8....t, goreld8t2 
Face/Reacb:..i.fr. by S f1./IO fL 
Spttial A1taclts: Charge 4d6t6 
Spttial Q.uali1ies: Scent, n.anin.l cunnmg 
Saves: Fon •6, ~f •5, Will ~s 
Abilities: Srr 19, Dex lQ...Co.n 15, Lm.7, Wis 10, 

Chas 
Skills: ln1imida1c.,5, Jump t8,1.istcn ~8. 

Scarch..t6,Spou 
Fu u : Crcatfouuude, Powcc.Auack 

Clima1c/ferrain : Any underground 
Orpniu..tion; Soluary or gang (2-f..L. 
Challenge R.a1ing: 4 

. Ircasurr: Srandani 
_Alignment: Usually ch:aonc eVl.I 
AdVllnccment: Byc.huac1.ttdass 

Mmoraurs arc suon,g.. ficrcc.ly 1trrironal 
crcarurcs oftcn.fouruLL.n-1lliLWlcrground 
labynnths. 

Amlno1aur'snatunlCWll1lllg_a.nd..feral.l.ll· 
stinm enable if ro find iu way cast.1y 1hro.ug.h 
even the mos! confusing 1unn.clcompl.acs-: 
an abJuy LI pulS to grciLllSC. m.hunWig. tor· 

.,menung. and..ulumatcly. desuoying mu:uden. =n1anr looks xC,[J...lJ:l.Uch hku powcr-
y.muscltd..hwn.an wuh the head of a bull, 

wcll.cwet.7 lcc.uaU and co-.·ucd in 
shaw Iu.r.. Ihc duk eyes of rhcw beam 
gle~cfuq. 

Minotaurs.speak Giant 

Special Qualilic.s: Unde:id 
Saves: For1.,...,ReL.s.._WilJ~9 
Abili1ic : Stt.21, Oa..13.Con-, Int II , Wl.S 10,Cb.a 10 

Skills : Climb ~ 1 L Hide ill, Listen t12, Move Silently :tlS....Spo 
• 12,Swim+IO 

Feats: Alenncss. Dodge, Improved lnitianve, ,.,,tobili1y. 

Clirna1e/fcrrain: Any land and underground 
Organization; Solitary, gang (2-4), or mob.(2.:i_plus..i:lO 
zombies) 

ChaUengc R.a1ing: 8.... 
Treasure: None 

Alignmc.nt:.alwaf.5,.chaotic evil 
AdVllnccmc.nC..U-2U:lD lcdium-siic); 22-28 

HO(l.arg 

Mohrgs uc the animated co~s of mass mur­
derers or similar villains who die wuhout 
atoning for thei r cnmcs. Toriurcd by all·con-

suming hatred.of hvmg 1hmgs. rhey long 10 
h\·cagaui.... 

A mohrg.blks.hke a gaunr, nearly skclc­
ul corµse_and .u cu1[y mmaken for a 

.zwnbic o[.ghmii The crcm11"C"'s tongue is irs 
JnQ!iU10tc.wanh~tUl'C'-long, camlagmous, 
and cl.awed. 

COMBAT 
Li.kezombics.mohrgsanackbys~ 

<mi<> wuh •h<fr ~w"::~~x::: r cat.c.b_opponents fla1·foo1ed, fo 
..muc.hfasrcr rhanzomb1tt.. 

Improved Grab (Ex}: Ta.use. i.hU.a · 
...mohrgmusLhi.1w11.h..i.u1 

Paralyz.ing Touch (Su}:...A...mohrg lashes 
_out wi.J.h.1u rongue..in..aunb.u. An oppo­

nent 1he ronguc roucbcs musr succtcd ai 

a Foru1udc sa•·c (DC 17) or ~omc p.ar­
alyzcd for 1d.i mmutes. 



Mcdium-Si~c Undcad 
' 1 Diec: 6dt2+3{42 hpJ 

?J.n-itiuivc:-1 (lHx) 
,.Sp«d: 20.fL 
AC: 17 (-1 lHx, +8 nuural.J 

uac.ks: Slam +6 melec 
.Da.mage: Slam td6 +'4 and mummy ro1 
Face/Reach: 5 fc by 5 ftJsiJ.. 
Spedal Anacks: Dcspili:..mummy ro1 
Special Qualitks: Uruiu.d. rtSISl:lnt 10 

blows. duuage redw:.uon.sid .. 6rr 
t vulnen.bWry 
Savcs:.fan...z.2..RetJ,Will +7 

biUlies: Srr 17,Dex 8,Con-, 
ln1 6, Wis 1-t, Cha 15 

Skills: Hide +8, Lls1rn +9 MO\·e 
Silrmly.8,Spor •9 

Feus: Alenncss, Toughness 

Climare(Ternin: Any desert and 
underground 

Qrgani.z.ation: Solituy. wardens 
(2-4}, or guardians (6- \0 , 

Challcngc Rating: l 
Treasurc:S1andard 
Alignment: Always lawful c\•il 
Advanccmcn1; 7-ll HO 

(Medium-s1zc); ll- 18 H D 

tw&<L 

ag~crld_ruaiures a~ often marked wnh symbolso(lhc.., 

dire.gods they serve. While 01her undead ofren s1ink of cacrlan, 

thc.hccbs_and powders used 10 creaie a mummy g1\·e off~ 

pungent odor Wr.e that.of a sp1<=e ubincr. 
Mummies auack um:udm wilbou1 pause or merry They ncyer 

,.an em pi to commumn1t..witll1hcir enemiC'S and never ~1rea1. An 

.encoun1er with a mumtn)' can.end only wnh rhe unudrstrucuon 
of one..s.i.dun.lhe 01her 

COMBAT 
In mdcc comb.u, a mummy deli\'.CIS a powerful 
blow. _fven if 11 had no 01b"r abil..w.u. .US...grtal 
strength and gnm derrrmmauon wQUJ.d make 11 a 

formidable oppont'nt.___ 
Despair (Su): Aub.e..mcrc..sig.hulLa 

mummy, the vit'wt'r muu succ:er.d aJ a 
Will save (DC tS)or be paralyied.wuh.fur 
for td4 rounds. Wht'thcr or no1 1hc savr IS 

.sw:c.cssful, 1hat crtaturc canno1 be affcctW. 
again b)' 1ha1 mummy's despair abi\uy for 

one day. 
Mum.my Rot 1Su):_ Supernatural. du­

case-:.dam. .fonuudC' ~WC :?Q), mcuba­
uon pcnod 1 day; dmu,ge J.d6 mnpoary 
Consmuuon. Unlike nonnaldi.sustt. mum· 
my rot cominucs untiLilic...xi.c:u.m ... u:ac.hcs 
Consritu rionO (and~\'C'l...11.JTtnO\'t 

dut~fl spell or stm~c....Ib.st:IK-t 
~e 74 m 1hc O\P;a:o:-.· -~f,uut.1 CwJ<.). 
an.alThctt>d crC'atul'C' thai d1tt.Shn'icls. aWl)' 

mto.sand and dust thar blow away in10 nothingaq 
the first wmd unless both a rr111ow d1fl~st and.; 

r.iut dtad arc cas1 on the remalllS wnhm...6. 

~·"'-

MumtniCLUC preserved corpses amm:ued tb.to.uih thc.auspic:.cs 
of dark desert gods bes1 forgo1tt'n. They usuaUy inhab11 great 

tombs or cemplc complexes, mam1a1nmg a timeless vigil.an~ 

moymg .,.'Ould-be gn\'t'robbcrs. _ 

UndC'ad: Immune to mmd-mflucncing effects, PQ1S0n...slup. 
paralysis. stunning, and disease NCH subicc:t ro cnncal...hus. sub­
dual damagt' , ab1 l1 ry damage, tncrgy drain, or deai..b.from.masswe 

damagt'. 
Resistant to Blows (Ex.J; fh)'sical auac.ks deal only half 

damagt 10 mummies. Appl)' thu t'ffcc:1 before damage reduction. 

Phys1cally, mumm1ct arc withered and dtsicnmi. wnh fu­
tures h1ddtn beneath ceniuncs-old funereal wrappmgs. They 
move wirh a slow, shambling gau.and groan with 1he wcighc of rhc 

Fire Vulncr:abiliry (.Ei}._li, mummy 1llcs doublC' damage from 

fl re au.a.du unless a n\'C u allowfii fo[ half damage A successful 

~ve halves.the damagt' and a fa.Uutt doubles 1t 

WaicrNaga Spirir Naga Dark Nap 

Large Abur.ilion (Aquatic) L.arge.Abern.1ion Large Aberration 

HilDice: 7d8+l8 (S9hpJ 9d8%36 (76hp) 9d8+18 {S8 hpJ 

lnhiativc: .i (lHxl d (Dex) •l(DcxJ 

Spee:d: JOfr,sw1mSOft. 40ft. ,.of1. 

AC; IS{- t size, -.1 lHXdS na~ 16 (- 1 size,-.\ DCK,+6na1un[J 1'4 (-1 SIZC, •20cx,-.J natural 

Anacks: Bire-.7mcltt Buc -.9mclcc Sung.7mclcc, bn"-.lmt'lcc 

Damage: Butld6Handpo1son Bnc 2d6.,.6 and pmson Sung ldot.+2 and polSOn. bue td4-tl 

Face/ Reach: S (1 by 5 f1. (cotlcd}l lOfr. sft.h)'Sf1. (coiJcd)/1oft. S fr by S f1.(cotlcd}ltO£L 

Spccial Attac:ks: Poison.spells Po1son,chanrung gaze, spells Po1son,de1cc:1though1s.spells 

Special Quali1iu: Poison 1mmunily, gu~rdcd 
though1s,charml'C">1stance 

Saves: Fon.-6,Rl::ftS , W1U-.8 Fon .. 7, Rcf .6, Wi.11. :t.9 Fon •5, Ref •7, Will •8 

Abilities: Su 16, Dex ll. Con 18. Srr 18, Dex ll, Con 18, Str 14, Dex IS, Con 14, 

lnl IO,Wis t 7.Cha1S ln112, Wis1 7,Chat 7 lml6, W1slS,Ch11 7 

Skills: Conccnrrauon .t2, Listen -.10, Conct"n1ranon + 1 J, Lu1en d5. Bluff +9,Conccn1ranon •Ll, 

Spellcrafr ..-8,Spo1 +IO Spcllcnf1 +10,Spor tli Listcn•\\ ,ScnscMotivc .8, 
Spclkraft -.12.Spot .-ti 

Feats: ltghmmg Reflexes Alc.nncss, 1.Jghming Rdlcus Alcnntss, Comba1 C.tmng. 
Dodge. L1gh1mng Rtflv.:es 



CUm:uc/l'crrain; Tcmpcr:ue and wmn aquaric and 
underground 

Tempcra1e and wan:n land and 
underground 

Tvnpt.ait and warm land and 
.underground 
.-SQluaryornen(l-4) Organiution.: Solm1ry or nest (2-4) Solnary or ncn (l-4> 

Challcn&c Raring: 7 ' a 
Ttt:asun: Standard Standard Sundard 
Alignment: Usually neutral Usuallychao11ccv1I UsuallylawfulevJ 

Advanccmen1: 8-10 liD (.Lar&c); 11- 21 HD (Hugc) 10-13 HD (Largr}; 14-27 HD (Hugc) 10-IJ HJ) (!.2rge); 14-27 HO(.liuge) 

H..it.Dicc: 
,.J.oit:ia1ivc: 
Speed: 
AC: 
A11acks: 
Damagc: 

,.Face/Reach; 

Guardian Naga 
Large Ai:tunlWo 
ttdSt# (Uhpl 
•2Ul<xl.. 
40fl.._ 

Combat 
Wa1er nagas prtft.r to...stay mostly concealed l.ll..3..bod~ 
while 1hcy launch a spe.ll anack. 

Poison (Ez): Bue. fonuudcsavc ( DC 17J; ioiual and woodacy 
dam~t tds rcmporary Consmuuon. 

Spells: Water nagas as1 spells H 71h-lcxt.1.sorrt.ttn.hut~ 
uscfirt:..Spt.lh. ---l 

SPlRIT NAGA 

I
SpccialAnacks: 
Sa vu:_ 
Abtlirics: 

18 (-Lliu. +2 Dex, •7 natural ) 
Buet.Umcltt 
B~2d.6.-7andpoison 

..slL.by..s_fL_(coilcdl/IOfr 
Poison.spn,spclls 

Jori +7, Ref +7, Will+l l 

Srr 21. 0cx14.Con 19, 
.lm16, W1sl9,Chal8 

.Aspiri1 naga has a bbck body banded bysw11hsofbngh1 cnmson. 
,.. ~t odor of the carricuULSavors hangsli.t.avy in rhe air about iL 

Sk.ills: 

fcau: 

Bluff .-12,Concemration •IS. Listen .-o, 
Sense Monvc •I J, Spclkraft + 11 , Spo1 +I J 
Alcnness. Combat Casung, Dodge, Ught­
mng Reflexes. Spell focus (any one school) 

CUmarc/Terrain: Temperate and warm land and underground 
Qrganiz.atio.n: Solnary or nest 
ChallcngcR.ating: 10 

rittasurc: Standard 
ignment: Usually bwful good 

.AdvancrmC'nl: 12- 16 HD (Large); 17- llJ:i.ll.Uluge) 

'agils :art highly inlclligcnr crtalU(d wuh a variety of magical 
~They arc na1unlm.u1ca of 1hosr around them, usmg 

...subtlt. wards and dt\"CI .mps 10 ktt~lJllrudtrt from d1srurbmg 
rhtirptKr 

All nagas hu·e lon&.-snakdlke.bod1es cOYered wirh &lisrening 
scales and mort orlcishumaniacc.s. They range in length from 10 
to 20 fec1 the eyes. of a naga arc bright and imclligcm, burning 
w11h an almost hypno1ic innedight. 

COMBAT 
Nagas favor spells over Qthu..fumu...oLc.orn1ru. ~they art 

. almos1 always found 111. the lairs they guard aodJr.now well, rhey 
• can arran&c mot.t encou.ntt.rs to su111heir wLShcs. 

e!~~.bu.uu{ul crcaiure....wub rtdculattd t.mt:nld-
green PaJWJ15 running 1he lengrh of hs body. fiery red and 
oraniupint.S.JUI from..iu backbone. rismg hke hacklts when the+ 
nagLb«omcs angry 

cOmbat 
Spirit nagas mt.t.I foes boldly so as tousctb.m.&-ULattacks tcLbest 
dfcct. They qwcldy slirhufQ.m.-ud 10 but fot:S.tha t l'itn theit.eyn. 

Poison (.U.)-~Bllc, Fortiwde save (DC 1n inil1al and serondary 
damage td81emporuyConsmution. __ 

Charming Cn.e (Su): As ch11r"' prnoo IQ ft.t' Wjll saye 

(0Ct7). ---- I 
al!~~~~~~:~ ~ds:;ic~~r::?~~~d:=2.~ 
Evil as arcane spdk,__ ~ 

DARKNAGA d 
Dark n.agas are a deep purple in color and.have .fint...t 
scales on a rubbery leather hide. They loolunorc 
liktgian1ttlsthansnakes. 

A dark naga's rail ends in a b.ubed .SWl.gt:I. that 
injectsanarco1icvenom 

Oarlui.agas prt.fer 10 fight from an clrvattd 
R05ido.n ... w.h~n.1hey &tt a good view of the 
..lnrtldidd while.also sraymg ou1 of reach. 

-1>e1«.1ThoU£}iu (Su): A dark naga can 
CQntinuously Jilicl tho11gft11 as the spell 

casi by a 91h-lcvel sorcerer (DC IS ). This 
abiliryisalwaysactive. 

Poison (& ): Sring. f.onitudcsave (DC 16) or 
lapse m10 a m&hlDlart·haumfil sleep for ld4 

mmutts. 
Cuarded Thoughts (Ex): .Qar.k..Qagu art immune 10 any form 

of mind reading . 
Charm Resistance:... Duk n.aps.ttecivr a +2 r:tea.al bonus ro 

sav\J\i.throws api.rul al1cha.rm.eHec.u.(no1 l1lduded in rhe s1aris-
1ics.block}. 

Spdls: Dark nagas cast spdlu.sJ1h-level sorcerers. 

GUARDIAN NAGA 
A guardian n.aga is green-gold in color and g1vrs off tb.e.swe.eL. , 

K<"<oUlowm. ~ 
Cpmb 

Guardian.n.a,p.s us.ually warn.off imrudt.tt.bc 
w:arrung lS i.gnort.d, they may begm a spe.ll asnulutt.spll po.i.son..___, 

i.s.on.(.U}...fute ... fonuudt..sa,·t UX: t.9)o.i..niJ..iaiand .secondary 
da..mage ldS lt.roporary Consti1urion. 

piJ (..Ei}~Wl naga an.5pif 1rs venom up lo 30 fttl as a 
standard a<:tioD...Ibt anack ignores armor and has no range 



lncremem. Oppontms hi t by tha...a1uc.k....mUiLattcmp.L..Savrs 
agains1 1he naga's poison, as above 

Spdls: Guardian nagas c:as1 spclh._.u...it.h4c.\'.cl..san::ucn. and 
can also c:as1 denc spcllLand spdls..from the Good and law do-­

mains as arcane spells. 

i.cdium-SU.e O u1s ide r (Evil) 
.,.llliJ)ice: sds+S (44 hpJ 

lnitia1ive: .. 1 ( Dt'X) 

peed: 20 fL 
.AC: 20 ( .. 1 Dex, .. 9 na1untll.­
A1tach: B11e + 12 melee 

NIGHT HAG~ 

Damage: Bue 2d6.16 and.disease 

Face/Reach: 5 fL by 5-.ft./.iJL 
pec.ialA11ac.ks: SpdH1ke.abWucs, dream 

"'=""" pc.cialQµalitieJ;:.Lmmunit1cs, SR 25, 

damage reducuon 20/ + 3 
Saves:FQn+9,lli:f..t.j.W1ll+10 
Ahilitie:s: Str 19, Dex 12, Con 12, Inf 

IS, Wtsts, Cha12 
SkiUs: Bluff ti I, Concenmirion 

•l2,ln11mida1t t ll,Llstcn 
•14.Rlde tlt,ScnSt 

r ~~,~~;;pcllmf1 
Feats: Alenntss. Combat 

,_ Casung. Mounred 

~ Comba1 

Cllma1e/fernin; 
Any Widand 
undugmund 

Organiution: Soluary, 
moumed.U...onmght­
marc1orcovey(3,on 
nightmares) 

Challenge Raring: 9 
Treasutt:Srandard 
Al.ig nmenr: Always 

ntu1raltvil 
Advancc.mcnt:..i::.1.6.HD 

(Medium:sizcl 

Mtrtiless..and un erly eVLl, 
rughL .hag.Lart creuures 

ffmm t.he lower planes 1ha1 
~tantlyhungerforthe 
+.Ilcsh.andsoulsofinnoccn.t • 

men and women. 
/\nigh1ha~~ 

owly ugly h~ Ililksh 
is1htblue-v.ialc1o!.ul.e.e.~dCO\·eredwirh warn, blis­
ters, and open sores. lt .has .s1nggly Jet-black hair and Jagged, 

yellow teClh as dtadly as....a..l.i.anc. cy.e.s....hu.mJi.kc. ho t coals, 

throwing ou1 a 1h1ck. red radianu...th.at £.a.i..dv..sJltW of t.ht: tv1I 

1houghu behind tht:m. 
Night hags s~ak Infcnal •. Almsal..and Cdt:rual. 

~good crMu~• On "gh< U<h• odd• of•um" 

~a1urt:s op through armor and flesh wnh 1he1r deadly 

lte~to use..ilnpand then mangle those whoareovCC:.t 

comc.by1L 

.Di.scasc..(.Ex):.Jkmon fcvcr-buc, Fomrudc save (DC~ 
cubatian_pcriod I day; damage ld6 1cmporary Cons111uuon.J:ai:h 
<h)'. thcrcafU!L_on a fulc:d s:we, the cre.iturr must 1mm~ 

succeed ar another .fan11udc SOl\'C or suffer 1 pomr of per:man~ 

,.COnsmunon drain (sec ~p;agc: 74 m 1hc: Oti'GlO'I MAD:U~ 
..._c1.nJt;. 

Spdl-LikC' Abilities; At.w.ill-drl«I rluws, dtltd tl.'11, drtnl good, 
drkrt law, dtltd lllllg.lt..llwgiLJr!U.Sllt, p>lymorpl1 wli nl.)' of rnfctblt­
mrnl, and slrtp. These: abiliucs arr as the spells as1 by an 81h-lc\'cl , 

_sorct"ttr (s:wt DC UtlpdJ ltvcJ ,_ A night b.ag.aJUISC..l~ 

aiwi.llasa 161h-lt-... dsorcutrsolongasi1possc.ssesuslw:11d1tanl 
(secbt"low). _ 

Dream Haunling (Su): N1gh1 hags can \'WI thc_drcams of 

chaom;.or C\'11 md1viduals by using a speci.al.~p:I known.a.s..~ 
lm1rh:tmu..1D become ethereal. 1hcn hovc~..cuuurc. 

OnCt' the hag rnV1dcs som~nc's drt~ 11 ridttil:n..tht 
v1cnms back unul dawn. The sleeper suffus...Irom 

tormcnung dreams and suffers I po1n1 of pcrroa· 
ncnL.Cons.1Hu11on dram upon awakening.. A.. 

sleeper reduced 10 a Cons111u1ion scorr of 0 
dies. Only anot.hu.tihcrnl..hwig can.s1op_tbesc 

nocturnal irunwons. by con!mnnng and dd"cac-
mg the rughLhag... _ _ 

lmmunit.ics (Ex): Night b.ags..au.i.mm~o fire 

and cold, and to charm, sleep, a.cui.fcu.dftttS. 

All night hags carry rhi.s penapr wbicb jnmnrly I 
cures any d1Sta~ comrK1ed by thc.haldu. In.ad· 
dn ion, a ht11rtslonr 1mpans a .. 2 re..Wiunu..bomas 

ro all saving throws. A mgh1 hag th.at lases..~ 
charm can no longer USt rlht1?11li1rJ1 ~ 

can manufac1ure anmhtr(.whi.ch rakcs..f 
ont monrh . Good-aligne.cLaea· 

1ures can also bcne!i.tJmm.Jhc 
ht;1rt11oftt's powcn. buuhe pcri· 

apt shat1tll a.fi:CLtcn....u.S:tt.and 
doesnorbes1owrd1rrt11lrim .. 

NIGHTMARE 
Large Quuide:r (Evil) 
H.iLDicc: 6ds~ 1 8 {4S hp) 
Initiative: t6 (+2 Dl'x, ~4 
Improved Ininarive) 
Speed: 40 f1 .. , fly 90 ft. (good) 
AC: 24 (-1 siu, •2 Dl'x, 

+"narunl) 
Attacks: 2 hooves +9 melee, 
lult .tc4mdet: 

J)am.agt:: Hooftd8+'4and id4 

fitt.hne 1ds .. 2 
......Eace.L&ach: 5 ft by 10 (1 . 5 ft. 

Spccial..Auac.ks: Fbmmg hooves, smoke 

Spcc.i.al Q.ualitit:s: Asml proJCCllan. e1herealness 
Savcs:For1+8,Ref+7,Will,.6 
Abili1its:.Str 18, ~x 15,Con 16, Inf 13, Wis 13,Cha 

Skills: 1nw1LOi.rcc1ion t 10, Lisien + 12, Move Stlently +u..__ 
Searcli..s.1..o..n.se MQu~·e .10, Spo1 ·12 

Feau:.Alenncss..J.mprD\·ed Im11.:111ve 

Climate/Icna.in: NJ.y..land.andu.ndugmun ..:-=J 
Orga.nUation: Solitary -~ 
ChalkngcJ<a~ 
Trca.nu::c:_Nonc 

,Allgnmcn1:..A}.ways neutral evil 
Adva.occ.me:nt:...7-=-1.0 HD (Lnget l t-18 HD (HugeJ 



Nighunarcsarc proud tqutnt.cu:amrrs wub brans as b!xk and 
evil as the dark abys~ from which they come. 

-EJ.am.i..o&J:L<Kl¥«.(Su): A blow from a nightmare's hOO\·~ 
comhusuhk..maruials aligh1. 

Al fin-1 gbncc, a nigh ima.rc 
look.s like a l:argc, powr rful 
ho~w1rhajc1 -blackooa 1. 
A closer look. however, 

f!f
rcvcalsustrucna1urc. 

tS wru thc hs 
y hoovu, 1rail 

~iuflarrd nos· 
nils. and smolder in 
~depths of in dark .., ... 

Nighmmes art- wild and 
rcstlcsscrutu~cy 
roam 1ht world dorng 

,..tv1LaruLb.aunung the 
t dre:a.ms o(all who d:tred 
;.t=uh~ •h<y 
~ha\"C no wings, they can fly with 
grta t Spc"cd Tb.ey__sddom allow 
othrrs to ndt them, bu1 p:micu­
larly powerful and evil crcarurts 
ha\'C bttn known 10 make mou1m o( 
nightmarn 

COMBAT 

Smo.kc l.S.ul:._Dunng thr ucucmtnl of baulc, a m~ 
of1r11 snoru a.nd nci&hs w11b r.igc. Thl!i fills a IS-foot cone wi1.b a-' 
ho1, sulfurow smoke tha.t.ciwk.tS and blinds opponcms. Anyone 

in thr conc._m~ a1 a Formude s:ivt (DC 1') or 
suffer a - 2 mor:alc...p_cn;tlry to all mack an.d damage rolls 

unnl ld6 m.LIIUld..air.t.r 1hey love 1becQ11c.._1he.niglu-
1Ila.te.gains one-hdf conculmen1 agai»s.1

1 
creaiurtS s (te i away_a,w:liQ.tal..co.ntc.al.i 

mem aga1ns1 cre_a 1 utt..5...1D.fu1..aw~y.~ 
The smoke docs ~1!iL,' 

mgh1mare·s visUw..aL.a.11.Jhe 
n1gh1m.au....can..wpw:'-5Llht..+ 
smok.e..a.u.fr~ 

As mtl Pi:oje.uion 
and Ethc.u.alo._us 
(Su): These foncuon 

~~:I ~=::h:::e~ ~;-, 
cast by a20th::lel!ei 

"""'"' Ca.J.'.Q'ingCap_ac-
i.Jy~dlor 
a.Jl.l&h.uiuuuup 
rp 100 pnunds· a 
~~ 

~limttS do ~nle by bmng w1thJh~ fangs and 
. k1clung wuh rheir powerful leg.s. A nigh1mue_ cao figh1 while 
..moun1ed, bu1 thc.ndercanno1 also 6,gh1 Wlk.s.s,hc.AU.hu_ucceeds 
. uaRidecheck (SttRide,page72in 1hee!aytrUhuldbook1-

h~r::.d~1 
'°""d>._ ~ 

HhDkie: 
Initiative: 
sp«<t, 
AC: 
Anaclu: 
Damage: 
Face/Reach: 
Specia l Anacks: 

Special Qualities: 

Saves: 
Abili t ies: 

Feats: 

Climate/fem.in: 
Org11niza1ion: 
Challenge Raring: 
Trrasure: 
Alignment 
Advance.me.n1: 

Nightwi.ng 
Huge Undead 
17dl2 (110hpj 
.-8 (tt Du. .-i lmprovtd lnitml\"t) 
2or1.,fly6:Q..fL(Joodl 
28 (-2 size. +~ Da. d6 natural) 
RllC'•IS melte 
lhte 2d6.- 13 and 1ransfonnu1on 
20£1.by tOfr/ IOfL 
Nighuhadt abilmes, magic_ drain 

Undead • .rughrshadeabilitie_s 

Fon .-s, Rd..-9, Will •15 
S1r29,De.ll8,Con-, 
lm20,Wis20,Ch.a18 
Concenmuion . 16, lnruu Du:e:clion 
+19, Li.sten +22, MO\·eSi.lently+20, 
Spdkro1 .19, Spoc +22 
Alennw, Bhnd-Figh1, Combat 
Cas1mg. COIDba1 Reflexes. Dodge, 
Flyby Anxk.lmproYed Cm1cal 
(bile),lmpro\'ed Jniliari\'e, 
Power A.track 

Any Lmd.a.nd underground 
Soluary, pair. or flock (J-6) .. 
S1andard 
Alw.i.yschaoucevil 
18- 2S HD (Huge); 
26- SI HD (Cargan1uan) 

Nigbrwalker 
!;luge Undead 
21dt2 (1J6hp) 
+6 ( .. 2 Dex, H lmpro'o·ed lnmanveJ 
.fO ft.. Oy 20 fr. (poor) 
26 (-2 siie, .. 2 Dex, +16 natural) 
2slams.2omeltt 
Slam2d6 .. ! 2 
1of1.by 1of1./1Sfl. 
Nigh1shadeabilh1es, 
crush item,evilgau 
Undead,nigh ishadeabiluies 

.B:!rt.:t-7,Rtf .. 9,Willt l7 
SLC.J.S, Dex H, Con-. 
Im 20, Wis20,ChaJ8 
Concen1r.111on tl.9, lildc t12•, 
Lis1tn .. 22, MovcSile.ndy .. t9, 
Spclkraf1 .-19,.S~t +22 
Alertness, Blmd-fighr, dca\·e, 
Combat Casung, Com Im Re.Oexcs, 
Crca1 Clea\•e, lmpro'o•ed Cmkal 
(slam), lmproved inilia tive, 
Power Anack, Sunder 

Any land and undergrQund 
Soli1ary, ~ir, or gangl.2..-il 

" Standard 
wayschao11cevJ 

.., -31 l lD (Huge); 
J?-63 H D (Carganuunl 

NIGHTSHADE 
Nighccniwler 
Cargan1uan Undead 
25dl2 (t62hp) 
..t (lmprovedlnmafl\'C') 
30 ft.....hwrow 60 f1 
28 l-4 SlU, t22 narural) 
Bite+?Smelee,s1ing.2omeltt 
Bi1e4:d,6.-17,snng 2d8·8and poison 
JOf1. byJOf1 {co1led)/10f1. 
Nightshade ab1l11ies, 1mproYed grab, 
sw:allow whole, energy drain. po).son.. 
Undud,nigh1sh1deabili11es, 
iremorse.nse 
Fon +8. Rd t 8, Will +21 
Sn '45, Dex 10, Con-, 
lnt20,WIS20,Chal8 
Concenu:mon •l8, ln1u11 Direcnon 
•7, Lisie.n .22, Move Silendy •20, 
Spcllcraf1 +17,Spot +22 
Altnntss, Bhnd-f"tgh1, Comba1 
Casung, lmpro'o·ed Cnucal (bue), 
lmpTO\.'ed Cmical (mag)... 
lmpro-.·ed lnuiarive, Iron. WilL 
PowerAnack 

Any land and undtrground 
Sol.uaryor~tr 
18 
Srandard 
Alwayschaoucevi.l 
26-7S HD (Colossa..I) 



N1gh1shades are powerful undud...tompo.ml.of:.cqu.aLp~rts 
dark.nus and absoluie evil Their chilling_malevolcnce 
hang' heavily about che_m..along wuh thu.rndlof an open 

OM BAT 
.-f.acb of the_ three known vane.tiu_ of mgh t-

i~ ~nd :b7i:~:. ~::~=va1:;~~e 
• .cordrng to 1he1r ab1liues, b_uuhcy all make 

libtora.luseofhllllr 
Undead : Immune to .mind-influenc­

ing ditt1s, poison, sle_ep. p,ualysis. stun­

t-'1Ul&.JnLdu~OL..Sub1ec1 to 

fE?!
nt.i.r.a.I hilS. subdual damage, ability 

e._cncrgy_drain, or dea th 
massive damage 

Nightshade Abilit.ies 
Allmghtshadesshare 1hefol­
lowingspttialab1!11ies. 

C hill Aura (Su ): All 
n igh cshadu udiate a 60-
~oot - ra.dius aura of uuer 
j.mJd. Whilctlusaura.does 
not damage living things, 

µt spoils any .iood and 

t~~~.~ fi~~:~:~yl::~~l -
a.nd magic polions, 
otls, aruloU11mwis 
unlcss_-1hc._uems 
succeed at a Fom· 
1udr..uxe..(OC-22). 
liems that suc­
cessfullysavecan· 
no1 ht- affec1ed 
again by1hesame 
nighuhade'saura.for 
one day. 

This bonc.:numbIDg cold.JuQ_ dis· 
unc1ive that»iyone. exposed_to ll once 
innaiu~UnthUulJ.IU...5011 
is difficult Jor a nights hade 10 surprise 

, some.one. who has previously encountt red 
cba_bca.sL 

pell-Like Ahili1 ies:..A1 will--£jl.uJt du· 
tw...Llumn pmon, dt11"1.luil. ccmjimon, dllrlrnm, 
duprl m11g1t, hask, &aid ptnQll._and lrll'mlnl11y; 
once per night::-flllin:_D/ dt.a.th...Ihcse abihues 
att as the spells cul by a _sorce.1cr whose level 
equals 1he nighuhadU..J:iDJmal.(.ve DC H ~ 

speU level). 
Summo n Undead (Su):..A..n.ighuhade..c.an..s.ummon undead 

creuures once every '4 hours:..2=5.s.hadows.1=2.woutbs, l Spttlre, 

or I gbosr. The undead aal\·e..in.lii10.mundund..Kn-r..fot.J hour 

orumilre.leascd. 

~:'..7.ion w D•rUslu-Chl' N•gh"lufo "' <muuttof ""« 
~er.- Kwhe all liglu. ilcxposed 10 mtu~ day­
mucly a d11ylighl spell). 1hey suffer a -'4 monalepc.nalry 

+ta..al..Lattaek..mlls..... 
Cold.lmmwtiry (Ex}: Nightshades suffer nodanuge from cold. 

Ruistanccs (Ex): Nightshades ha\'C acid, fire, and elecmcir)'.. 

ruisi-ancc.50. 

Sp.d.l lromuniry (Su); N1ghuhades ignore 1he eff«IS...O 
spdls and spell-like abilines of 61h level or lower, jusus.if 

the spellcas1er had failed 10 O\'ercome spell ttSlS.tanee..-t 
Det cct__\ 1ag:k (Su): A nightshade can conunu- , 

ously de tecLm.liJ'..as the spell cm by a 10th-lc.\·el 
sorce[C[. lu:m suppress or resume rh1s abi.hry as 

a ftte.acucw. 
Sec.lllvisibili ty (Su ): A nightshade.can con­

nnoously see invisiblhry as the spell cast by a 
20th-level sorcerer. h can..s~p.rHJJlUcs~ 
1hisab1hryasafreeaction. 

Telepa1hy {Su ): Nightsludcs..t.an..e.om: 
mumcate 1elepa1hically wuh Inf cr:.u1ure 
wnhm1 oofee1 1ha~c. 

Dam age Reduction.lS_u)~ 

shades ha\·e damage reducuon lSi.11. 

These hon:1blr crea1utt1 appear as great-to 
b:us composed of uner darkness. 

Comb.al 
Ntg.luwrngs µrow! the wght lly 
and dive onuubelLXlcum.s....Thry 
are all buumu.sihle.._de1mable 
only ~ca~u.tacs_J.he.y 

obscure~ 

M•ii<.llnin.IS~ 
wmg can.. waken. mwc 

armor,weapans..a.nd.shidds.., 
by making 1 succts.Sful 
1ouch anaclt..Jhe wge. 
iremmus1succee<la1a.for:.i 
ntudes;i\'e(OC20Joclose 
one "plus"{f~a 

~ 
·~.::._~. ·~ 
completelydra.inedbt­
ccmes normal in all re­
spec1s and loses any 
other powe~ (such as 

/Jilrnr longur) as well 
Us11ng duprl n11I upon 

thc..l!cm_re.\'el"StStheefftt1sof rhe 
magic dra. in, provided this occurs 

wuhin a numbtor of days after 1he 
an3Ck equal to the caster's ~-el 

NIGKTWALKER 
A nighrwalkctis.a 20:-foo1-rall humanoid gtam 

composed o!_p_w:c.darkness. 

t9..w _com.bat G/ N.igh1wal.lr.ers lurk m dark areas where 
they can almo:s1 always surpnse ilie, unwary 

or 1hose who do no1rttogmze1he absolu!e cold 

n1di31ingfrom 1hecrea1ures. 
Crus h liem (Su): A nightwalker can des1roy any weapon__QI_ 

ilemof.J..argc..sizeorsmaller (evenmag1Cones, but~ 
by pklungJ1 up and crwhmg u berween us haod.s.J1us.1u .... uan .. 

~;~~=d~h~;h=~=~~=5UC~~ 
Evil Gau (Su): Curse., JO fe_ei, Will sa11c(.IlC.1.4). Cumdoppo­

,.ncmuuffe.t....a._ , .... Lmanle pcnahy 10 all au.ad.rolls. chttks, and 

,sa\'.Lllg throws. DLspd n•1l or mno\'t <1111t elumn.ates 1he efftt1. 
Skill.s:_~1duig tn a darkatta, a mghrwalker rtce1ves a +8 

racial bonus io--Hlde checks. 



NIGHTCRAWLER 
A nlghtcnwlcr 1s a mass1\'C behemoth sun.Liar IJ:U p.urplt worm, 
1hough uncrly blllck 1n c.oloL It musu.rcs abmi.t.Z.kcu.n diam­
e1er and is 100 fC'tl long from irs lOOlhy maw m tbc up of its 
slinging1ail 

~om bat 
~ighrcnawlrr macks _by_.hurrowiJJg through 1he ground..and. 

,.duft:i~ ;~ c~~~c:~c a~tr;_und blocks the crca1ure's disunc1ive+ 

lmproY~ Crab (Ex): To use...ihiubiJ.iry, the mgh1cmvlcr must 
rb.u.wHh us bne HtKk. J!..ll.getu..hold..iuu1omatically deals hue 
damage and can try 1oswallo.w1hc opponc.nt. 

SW31low Whole (Ex):..A mgb1enwltr can rry to swallow a 
gnb~d opponuu Qf Hugt or smaller siu by making 2 succmful 
gr.ipple chtck. Once 1Ds1dc, tht.opponcnr 1akn 2ds .. 12 pomu of 
crushi(1£.damaac plusJd.8._pojn15 of acid damage pt'r round from 
the. nigh1cnwlu 's gizz.ard, and is subiec1 10 rhr crn1ure's energy 
d.run-A.swillowc.d creature can climb out of the giu.ard wuh....a 
successful gr.ipplc check. This mums it 10 the nigh1crawlcr's.+ 
maw, where ano.th.e.r sucussful grapple check is needed 10 ge1 
free. A swallowed creature can also cut us way ou1 by using claws 

or a Small or Tiny slashing 1>:eapon to dea l lS po1n1s of damage 
10 1he g1:wml (AC 24). Once 1he creature exils. muscular aclion 
doses the hole, another S\\'lll llowed opponem musr cu1 its own 
way out 

Climatelfurain:..Any land 
Organiu1io~h1ary 
Chalknge Rating; 6 
Treasure: Sian<brd 

,AJ.jgnmenl: Always chao.cic..&ood 
dva.ncement: +-'ii HD1Mcdium·s1u) 

Nymphs arc nature'.s.~eni of physical bcaury;._Theyueso 
unbearably lovely that CXCJJ. a glimpse on blind or kill onlookers... 

'ymphs hate evil and ugliness. f 
These creamres inhabh only rhe most seclude1la.nd_nanquil 

wtlderness places and usually dwell near a bodr~ca.c.. 
waler-ocean gronoes. crys1allmt caverns.. mou.n.LU.D..5JJ:C&m.S. 

and the like.. Nymphsbclie\·e m rhe sancu~d ~ 
kttp thcu::lau:s. safe and pure. Though normail):~ 
somcnmes aid good beings m combaring evil Anunals oia.11.r.ypcs 
Jlod 10 a nymph, ignonng 1heir narural enemies: tnp.tttd.heasu 
.Jr.now 1hu a nymph will tend their wounds. 

nymph's beauty e..u:ttd.s mere words. The appearance of indi· 
vidual nymphs varies, bu1 all appear ro be ever-young 

women of human sizt:, yli th .sle.dr.. Ogures,JuxJuia.m 
hau, and perfc.c1 (ca1u.ru... th.uLdemeano.Lis 

charmlllg._and gracc.ful, and thcir. m.Uld.s_are 
qu1ckand..wi11y. 

The mghccrawler's m1enor un bold ll\'O l:iuge, four .WOrlf<'6J""""• 

A nympb is likely 10 rua...&v.or:ahfy...10 very 
handsome humano1d.s..~e.s..half: 

clves.andhumans, and.so~~ue.s 

.iw:h_bc1ngs1f 1hey1p~~ j..J.atie,e.l&h1Med1um·s1u.sixteenS~-oTiny 

, Qr smallu opponents.. 
Energy Drain (Su); Living cre.a1urcsJl15ldt. a..ni.ght:_ 

~crawlu's gizzard r«cive one ncga-
1 uve level each round. The Forti· 

rude save 10 remove a negative 
level has a 0Cof24 • 

..foi.so_n_(.Ex):Snng.Eorutude 
save (DC.22); iniual and second· 
ary damq.c..2d6. 1emporary S1reng1h. 

Tttmof'SC.nse (U ); A nigh1crawler o n 
au10111aucally Hnsc the location ohnythmg 
wuhm 60 feet 1ha11$ 1ncontac1 
wuh the ground. 

NYMPH 
Medium·Sizc..fcy 
Hir Oice:..J.d6.Uo.hp} 
lni1ia1ive.:•l (Dex) 
Spce.d;..30it...sw1m2of1. 

C:ll (+ I Dex) 
uaclu: D:igger + t mele.c_ 

..Dam.a.ge: D:igger 1d4 _ 
Face/Reach : S ft. by.s_ftJsji. 
Special Anacks; Blmdi.ai,Wucy .. uneanhly bcauiy 
Special Qualitlcs;_.Spe:ll-likubiliues 
Sa~s:Fon..i .. .B..eW~ 
Abiliries: Sn 10. Dex U, Con -10. 

Int 16, Wis 17, Cha l!t-
SkiUs: Animal Emp.uhy +lO, 

cru, (any one) or 
Knowledge (any one) tL 
Escape.Arusu7. HeaU.9. 

t-~~tll.•IL.Mm:e. 
~Scnse._..\toti~·e+9, 

FealS: Ability focus (unemhly 
be.awµ.Almn65, Dodge, Iron Will 

Nymphs spc:a.k__s_)'lun and f 
Common. 

Nymphs avoid combn whe.ne.vc.r. 
sible, fleeing when confronml by_ in-

iruders or danger. __ _ 

Blinding Beauty (Su): Thu ahil.lly ope.r· 
ates continuously. affecu.ngJ.l.Lhwnanojds 

within 60 fcc1 of 1he. nymph. Those who look 
~_.al the nymph mun 

succeed ar a Fomrude save 
( DC 15} or be blinded 
permanendy u though 

by 1he blindnm 
spell.The nymph 

. ,t ~:!ii~i:5~b~~ 
i1y as a free 

""°" Unear1b ly 
Bc:aury (Su); The 

nymph can evoke 
1h1s ab1!11y once 

C\'ery 10 minurcs. 
Those within 30 feer of 

the nymph wbaJook di· 
reedy at It mus! sue· 
ceedat L'&il.L.u.'lt+ 

(DC 17) ord1e. 

Spdl-Lil«Ahili~-·' 
canusedw1tn.11an 

day u.casdiy a..Zthdo· 
cue~·· 

Cllle.drwd.spdl.sas/th· 

~~-S-- ~c.Lcas1crs (savcoc 
~· Utspcllleveh. 



Hil Dice: 
lnitiative: 
Speed: 
AC: 

Ogu 
Large C iani 
4<!8.8 (26 hp) 
- 1 (Dex) 
JO ft . 
1 6 (.-lsiz.~-.10U,-t5 natural, d hide) 

OgttMage 
LargeCiant 
sd8.LSU1h 
+4 (lm~c_d lnmaU\'el 
JOft,fly<tOf1. (good) 
18 (-1 s1ze,+S natural, +4chamshin) 

Auacks: 
Damage; 
Fa~ach: 

Huge grea1dub •8 mc_ke; or Huge longspear t I ranged 
Huge greatclub 2d6·7~ o.l Huge longspear.2d6•S 

Huge grearsword .. 7 mdee;or Huge longbow t2 ranged 
Huge greatsword 2d8tl; or Huge longbow 2d6 
sf1.bysfl.10f1. 

SpeciaL\nac.ks: 
Special QuaHties: 
Saw-s: 
Abilit ies: 
SkUJs: 
Fu ts: 

Cl imaie/1~rrain: 

Organization: 
Challenge Rllring: 
Treasure: 
Alignrnen1: 
Advancement: 

S f1 by S f1./ IO f1. 0.5-20 f1. wuh long!i"pear) 

Fon .,.6, Ref .,.0, Will -t I 
Sn 21, Dex 8, Con U.lnL6. Wu 10, Cha 7 

Cl1mbtt,lment2,SS!QLt2 
Weapon Focus {lfear<:h.ihl 

Any land, aquauc, and underground 
Solu;i.ry, pair, gang (24), or band (S-8) 
2 

S1andard 

Ogrtsartb1g.ug!y,greedycrea· 
,.wres that ln•e by raiding and 
~'t.n&W,&.Jhey )Oin other 

mons1ers to prey on 1he 
nk and asmoate freely 

wuh ogre magtt, gianrs. and 

t ll'.OLls. 
Lazy and bad-

, tempered, ogres sol\'e 
pmhl.,,.._i,,. rowhing 
1hem; \!'.hai they cant 
smash,~er1gnore 

or flee. DweUing m small 
cnbal groups, ogres occupy 
anycon~enien 1 locarionand 
eat nearly anything 1he~ 
catch, Heal, or J!ay. Ogi:c_s 
sometimes 3ccept mercenary 
service wi.th.o.thcutll humane_ 
01ds (rndudmg humans). 
Ad~wid310 10 

fee t tall and weigh }()() 10 
l50 pounds •• Ilmr skin color =from dull yellow to dull brown. Their thick hides are orttn 

1n dark., warty bwups, and thw h31r is long, unkempt, 
asy. Their clothhi&J:onsim of poorly cured fors and hides, 

which Mid 10 1he1I na1iitall¥..rc:pellen1 Qdor. 
Ogres speak...Gwn..andJho.K _specimens who bout lmelli­

gence scores of aLka51. lO alm..spc_ak Common 

COMBAT 
Ogres fa\'Or overwhelmmg.odd.L\nnk.an a.c.ks. a.ml a.mbusbes ro a 
f.air flgh1. They are 1melhgent e.uoU&h to fire ranged y,'e3pons first 

10 sof1en up 1heir foes be..(or.e..c.kwng. b.u1 Oi(c.g.aJl&S.J.Jld bands 

f'lgh1 as unorganiud mdmdlWs. 

~~?,.~.~;~c.,?,~h~'"u in '"'h"'"' '''" 
=rs Apan fmm.lhw habitat, spttd (swim 40 fl..), and.thm. 

penchant_ Coi: longspears {mack ..,7 meltt, damage td8~7J. 1hey 

are identical.w11h 1he1I landbound cousins 

Spell·like abtlmes 
Regenerauon 2, SR 18 
Fon•7.Ref .. 1,Willtl 
Sir:? ! , Dex 10, Con 17,lnt l~.Cha 17 
Concentrauon •6, Usien .j:,,SpdJaaft tt, SPQl ,.s_ 
Improved lmuam·e 

Any land and underground 
Solirary,pair,ortroupe ( I 2plus2-'JQgre.sJ 
8 
Double mndml 
Usuallyl.lwfulev1l 
Bychar.tettrcbss 

OGRE MAGE 
Thtogremageasamottmrelligemaod.~tyof 

LlSl,ll\IDIWxCOUSlR. Rapaoous~ 
magesohwle~~rndsforsJ.a.."CSo-~.mdfuod. 

These crcat].Lle:S dwell m fon1fled muCl.UUS Q[ ~ 

ground lain, wually h\'mg alone or wlfh a small &lll-U~ 
of ogre. foUQ.Wc:n. S13tus among ogre magc:.s is ~ 

ured by wW1h. While 1hey do no1 gener.illi_;moc.wc... 
wuh their own kmd, they oflen undena.ke talds..and 

schemes m compe1111on wuhone ano1h~ 
1hemostm:hes 

An ogre mage Stands about .lQ (c_c_u.ill and 
weighs up 10 600 pounds. Ju_ sk.m wnes in color 

fromligh1gi:c:cn..ao.li£lu blue..anditshairisdark.A 
pair of shouJ\'OI)' horns protrude from 1u fore-

. ) head. the ..tin.arc:. dark wnh smkmgly whue 

) 
; puptls, an.d tbu«th a.nd..cbws are tel bbck. Ogtt 

mages favoi:J@sc. comfQOable clo1hmg and hgh1-
we1ght_annQI.._ 

Ogre mages speak Ciam and Common. 

Combat 
~re mages rely on tbnr spell-like 3bili11es. resonmg 

ro phys1c3l combu only when ntt'-SSU)'" When faced wuh obvi­

ously superior forces, 1hey pi:eftt lQ.tetreat in g111tow.1 form ra1her 

th3n f'lgh1 a.losing ban le. Ogrunagu_hold dttp. 3btding grudges. 
howevc_r.._and the WlWtse pcrso_n who. crosses one would do well 

10 kee:pjcpo.king <a':'-1' uhou.lda._ 
SpeU-LikeAbililies:At will----du'*"'~sand u1V111l11h1y; I 'd.ay­

chann_pmon,cimto{cold,g;1St011.1fQmJ.polymorph Stlf, and slt:CJ'. These 

abilu1esareasthespellscastbya!ilth-levelsorcerer {saveDC 13.,. 
spell level). _ 

Flight {Su): An ogre mage can cease or resume fl1gh1 as.a..fr.tt.. 
ac11on.\111ukJ1lg.Ull:OLU.{orm11canOy3tnormalspe~ 

fec1 ~u"mbiliry. 
Rt:gemra,tion(.Ex):<J&rtm~ges1aken~~ 

an~~~c m~ge t.ha_1 loses a limb or body paCLUO-rea ttac~ 
,hold.ing.th.~t::d.mroibc.u.o the stump.JW.w.c.hmenr ukes I 
m.W.Ul~l(1he bead or other vnal organ 15 st\'t:red, If mUS1 be reat-

13chcd w11b1n 10 minutes or the_ crtalure dies. Ogre magescannot 

regrow los.t..body p~ns 



Hi1Dke: 
lnitiuivr: 
Sp«do 
AC: 
Anaclcs: 

Cray Ooze 
Medium-Size Ooze_ 
Jdt0.10 (26 hpJ 
- S{Dcx) 
10(1. 

Gcluinous Cube 
Huge Ooze 
4dl0+16 (S8hp) 
- S{Dc1C) 
1sf1 
3 {-2s1ze, -S Dex) 

Sb.m . 1 melee 

Ochre Jelly 
Large Ooze 
6d10 .. 21 (60hp) 
- S (Dcx} 
1of1.,chmb1oft 
.+ (-lSlZe,-5..Dta:) 
Slam.smeltt 

Damage: 
FacrLRrach: 

SL-5..DW 
SlamtJmelrr 
SlamJd6+1 and ld&_iu:id 
sf1 bysf1./sk 

Slam td6+4and td6acid 
!Oft. by tOft./tOft. 

.Engulf,inr:ilys1s,acid 

Slam 2Mt 3 and !d4 acid i 
Sfi by IOfl./tOft. -~ 

SprdalA11acks: lmpl"O\'cdgrab,acul 
constncl 2d<t..J and 1di.atid. 

Sptt.ialQualirirs: 

Improved gr:ib, acid. CQITOSIOO. 

cons1nc1 1d6 .. 1 and tdi_aad 
Bhnds1gh1, cold and £4.c_ 
immunity, oo:u:, c.amoJ.Lflagc 
Fon .. 1, Rrf-t, W.ill . .=i 
S1r12,0a1,Con_U­
ln1 - ,Wis1.Cha.L 

Blmdsigh1, rr:insparent, elcctricuy 
immunity, ooze 
Fort•S. Ref---4,Will--4 

BUndsig}u,spLt, ooR .
1 

Saves: 
Abili1ies: SIT 10, 0c1C I, Con 19, 

ln1 - ,Wtst,Cha1 

fon.±LJttl - 3, Wall -J 1 
..5.u..Li..DcU.CQn.15, 
lm-.._Wis1,Cba1 

Climale(ferraln: 
Organiu rion: 
Challcngc ~ling: 
Treasure: 

Alignmen1: 
.b,dvanccmc.m; 

Hit Dice.: 
l.niliarive: 
Sprcd: 
AC: 
Anaclcs: 
Damage: 
Face/ Reach: 
Spccia!Anacks: 

Special Qualities: 
Saves: 
Abili1ics: 

Clima1c:/fc.nain: 
Organiution: 
Challenge ~ling: 

Trcas.urc: 
Alignmenr: 

..Advancc.mcnc: 

Any marsh and underground 
Soluary . 
None 

Alwaysncutnl 
4-6 HD (Mcd1um·SlZc); 
7·- 9HD (Largc) 

Black Pudding 
Huge Ooze 
todlG+60 (115 hp) 
- S (Dcx) 
2ofL, dunb2of1 
3 {-2sizc,-.5 Dc.x) 

Slam+8mc.lc:c: 
Sbm 2d6d and 2d6 acid 
.5 ft. by 20..fi:J tO ft. 
lmpl'O\·c:d gr:tb, acid, consrric1 
2d6+<t and2d6acid 
Slmdsigh1, splu, QDU. 

Fon .,.7, Rc:( - 2, Wilhl 
Sir 17, Dex I, Con 1!l... 
lnt - ,Wist.Ch.i-1. 

/\ny manh and unde.rground 
Soln.iry 
7 
None 
Alwaysnc:un:al 

Any underground 
Sol.nary 

' l / tOlh co1n5, SO'\ goods (no nonme11[ 
or nonstone), SO'\ 1fcms (no nonmcfal 
QU100$10ne) 
tJ.ways.ncutral 
.i-1211D (Huge); 
tl-24 HD (CarganrwinJ 

11- 15 HD (llugt); 16-JOJJD (Carganruan) 

Any marsh and underground 
Solitary 

' None 

Alwaysnl'utr:il 
7-~ llD (Urgc); 
IQ-18 HD (Huge) 

Oozcsarcamo~.ilur.tS..that lwconly roeai. They inhabit 
undc:rground arca.s ~world, sco1.mng uvcrns, 

ruins, and dungeons in scucb <U:orpruc mancr-li1'mg or dead. 

GRAY-OOZE 
A gr;ll'_.O:Olt appears 10 be a harm,lm puddle of watc:r, a p:ucb of 
wet sand,orascctionofdamp51one- unul 11 movcsorsmkcs. 

COMBAT 
Cray oozc.s c.in grow ro a length of up to 8 feet and aJ..b.u:.knw 

of abouL6 incht1. 

r 

Oozes arnick any crca1urcs thc.)!....C.W:QlUl.tt.t..Ibe.~.o.u 1 with 
pscudopods or simply c.ngulf opponenis whh 1hcir bodies.. 1•,.hich 

,_jtCrclt acids lhaa he.Ip tb.c.m cucb or digest 1hetr p.r.cr~ 

L.~lind.si&hi..(.E.a); An.QQu's c.n.urc..bctd,: 1s a pnram.YLJCnsory 
::µQ'ic" 1har ran .asc.c:.nain prey by .scent and 1·1bi::i11on wuhm 

Combat ==l 
,A ~cs like a snake, sluuming oppo.nc.nt1...Wl 
bod)L 

Ooz(.: immune to mind·influencing effects, poison, sleep, 

p.i~...ilU.n.lling, and polymorphing No1 subJtcl 10 cnnc.al+ 
h11s. 

lmpi:ovc-d Grab (.U:); To use this abi.l.1ty, lhe.~y QOZt. mus1 hu 

wuhJis..s.lam.:utad..lf.itgCJuhold, h can..cQll5Uic1. 
.Add (.U: ): A gray oou sccrc1cs a digcsuvc: acid 1ha1 quickly d1s­

,sokc:Lor£ani.c...ma1c.rial and mwl Any mclce hie deals acid 

tlam.igc. 



The oou-S acidic 1ouch deals 'lil.PQ10.r.s..nL~~und 10 

wood or mrtal obJtclS. Armor or clo1bllli dwolYcs..a.od becomH 
uSt"IH.S 1II1m~1Hcly unltlS it succ~ ~ytiQC 19). 
The acid canno1 himn .. .stonc A metal or "'OOdcn wupon 1ha1 
s1rikcs a gny ooze also diuoJvcs immcdia1dy unless 11 succcfi!s a1 . 
a Rcflu s:i11c (DC l.9.l.. 

Con.s1ric:1 (Ex): A JnY ®ZC deals au tomauc slam oand acid t 
[damage wi1h a succcssfulirtP&ilc check. ~opponcn1's clo1hw~ 
~and armor suffer a -t ptnalty IO Rtflusavcs against chc acid. 

Camouflage (Ex): 11 rakes uuc.ussfulSpo1 check (DC LS1 to . 
rccogniu a molionlcss gray oou.fur wha1 11 really ts. 

GIDTINOUS CUBL 
The nearly 1nruparcn1 gtb.unous cube rnvds slowly along dun· 
ge-on comdors and Cl\'C floors, absorbing cunon. ctta1urcs, and 
1nsh lnorgamc mucoa.l [(JillUlS 1nppN and vmblt> ms1dc rhc 
~u~...._ 

.A typical.gclannous cube is 10 fcc1 on a side and weighs 10,000 
t JXtU.Dds..tbouglu;o1.u;:h b.rgcr Sp«:tmcns are no1 unknown. 

Combat 
A gdatinous cube anacks by slamming 1rs body imo ifs prey. II is 
capable of lash mg om wuh a pseudopod, bui usually tngulfs foes. 

Engulf (Ell:}: Ahhough 1t mo\'t5 slowly, a gtlaunow cube can 
simply mow down Lllrge or smaller creafUl"C'5 as a standard acuon. 
II canno1 make a slam u1xk during a roumi..W which u engulf1.. 

~
c gtlaunou.s cube merely has to mQ\'t. O\'CC tbe oppom.•n1s, af· 

«W!gas.manyasitcancO\ler Op~opponumry 
acks agams1 the cube, bu1 1f rhey do.so they ar_e nor ~milled 10 

.saYmg 1hrow.. Those who do no1 a.nt.mJ.lt...QPP!OWWHY anacks 
P?usr succttd ar a Rdlu saYe (DC 1 l ) or be cnaulftd;..on a success. 
t they are pushed back or aside {opponcnl'.s...thoicLI as_ the cube 
. mO\lts forward. Engulfed cnwures are subJf<.:UO..lht..c.ubt's paral· 
, ySIS and acid, and are cons1derfi! IQ be grappled and trapped 
wu.bin..1.u...body. 

Paraly.sis (Ex): Gdalinous cubes secreu. a.n..ane.sthe.1i;u.ng 
shmc. A wgc.t.h.i1 by a cube's mdee 0Lc.ngulf.auack..mull..s.t.1Uttd 
a1 a forutude 5aYC (DC 16) or ht paralyzfi! for ld6 roi.wds...Ihe . 
cube can auromaucally engulf a pualyud opponent. 

Acid (& }: A gtlaunous cube's acid dots no1 hann metll_or 
s1one 

Trans p arenr (Es); Ce:launous_cubts are hard 10 see, even 
under ideal condiuons, and Lt I.ilk.ct a successful Spot check (DC 
IS) to no.uc.e._onc..Cu::aturcs wha.latl to no1ice a cube and w;ilk 
in1ouareautoma1kallye.ngu.l!ed. 

OCHRE JU 
, An ochre JtilY seeps along floors, walls. arulce:ilings wuh ease, 
~UCCZlllg its malleable body under doors and rhrough cradcs in 
.,.surch-o.fmeak 
I- 1lw creaiure r«emhles a gi.ant, d.a.rk yellow .imoeba. h can 
grow 10 a length of llio.ut u..ftc1 and a duc.kncss of about 6 inchtt. 
bu1 can comp~w us.body ta.fumtocracks .is small as t inch wide 

Combat 
Ochre Jellies anemp1 10 cnve.lop_.and squeeze 1he1r prey 

Improved Gnib (Ex):.JQ.uscJ.h.i.ubilicy._Lb.e..oc.hrc.Jelly mus1 
hu wi1h 1u slam anack. If 11 geu.a bold, ii ta.n.C<llUu::io. 

Acid (& ): An ochrt jdly S«.rt.LeU digestiJl.e..acuWm.dissolves 
. only flesh. Any mtlee hitdeili acid damage. 

~
onstrictJ.Es}; An ochre Jelly deals_ au1omatic...dam...and actd 

WJ.lh.a...suo::esilul.1Dpple che:cL 
L(.Es):_Wcapcms and tlec1nc11y anxks deal no damage 10 

~Jdl~d.tbt...creaiure splus.wto N.'O 1den11ca!Jdi..lt.S. 
each with ha.l( ihe: ongrnal's hu pom1s (round down). A Jelly wuh 
oni}!..J.JuLpgiw cannot be funher spli1 

BLAD05UQDING 
Black..puddwgs sh1her .ind undulate along underground lt.uain 
stdu.n& sumnmce.. Thty resemble flOlhmg so much as rQWl~ 
blobsofmlr.yblackgQO. 

The a\·erage pudding mearure.s. 2Q feer across and 2 fee1 thick. 

c"Pmbat 
Bbck puddings an d.b)'.£Iabbing and squecz.ing i.ht.ir prey. 

lmproved Grab (.Ex}; To use 1his abiluy, 1he black pudding 
...mus1 hu wnh hs slam .mack. If ii geis a hold..ll..c.an cons 

Acid (EJ:): Tht pudding stertlCs a digcsth'e aci.,d that dusoh-es 

orgamc maJCrial and mcial quickly. Any mdec..luuicah. aod 
damage. The puddings ac1d1c 1ouch de.its 50 pmnlS ol.dama.&e per 

round to wood or metal obJt<1$. The oppo~d c.kub· 
mg dissokc.and.h«ome uselrss 1mmedmdy .unkss..thepucettd 
21 ~flex saves (DC 19). The acid can d15solYt.stone, dt.a.li.ng.20 
P!Qinu of damage per round of co01ac1. 

A metal or wooden wtapon thar s1rikcs a black puddmg also 
,dissolves immcdtatdy unless 11 succce.ds al a ~!lex save (DC 19).. 

Consrrict (Es): A black pudding deals automauc slam and acid 
damage w11h a successful grapple cht:ck. Iht..opponem:S clothing 
and armor suffoc a -4 penaliy 10 RcOe.x sa:.·es.aga.i.n.51 ihe acid. 

Spli1 (.Esk..}Veapons du! DD damage 10 a...hlad..puddrnc.Jn· 
stead 1he c.rcalJ.U:c..splus into two 1denucalpw1J.uii.s..uch wi1h 
half 1he onpnal"s h11 pom1s (round down)..Apuddwg wuh only 1 
hu pouu annot be funher spLt 

Medium·Siu Hwnanoid (Ore) 
Hit Dice: 1d8 (4hp) 
lnhia1ive: +O 
Speed: 20 fi. (scale maill; base JO f1 
AC:l4 (Hscalema1l) 
Auacks: Crcaiaxe • 3 mtlec: or )a\'clm .. I ranged 
Damage: Grea1axc 1d12 .. J,ori2\·elm 1d6 .. 2 
Face/ Reach: S ft by S f1./S ft 
Specia l Quali1ies: Oarkv1s1on 60 fl .. L.ght .scnsu1vuy 
S.ives: Fon .2, Ref +O, Will-:J.. 
Abili1ies: Sir IS, Dex 10, Call..U, lnl!I, 1,:1;115 8,Cha 8 
Skills: Lmen .. i, SpoL.t2 
Fea1s;1Jenness 

CUma1c/ferrain: AnyJ:md and underground 

ORC 

-~ 
; 

Organization: Gang {2-t), squad (1 t-20 plw 2 Jrd·levtl 
sergemu..and I leader of Jrd-61h level}, or band (30-100 plus 
I SO% no.ncomba1ams plus I Jrd·levtl sergeam per 10 aduhs, 
S S1h·lt.\'.cl hcuicnan1s, and J.llhJ.evcl caprains) 

Challenge Raring: 1/2 
Treasu.tt: Standard 
Alignmen1; Usually chaouc a< 

AdvantCIDent:.By chancicr class 

Occs arc aggrcss1\'e humanoids lb.at raid, ptllagc, and battle other 
creauu:es. They_havc a harm! o(dYes and dwarves !hat began gen· 
erarionsago,andoficnk11lthemons1ght 

Ores vary in appeannct. bu1 m genrnl look like. p_nmiu.lc't. 

humans. \.\'.i1h gny slun. coarse hair, smoped postures, low.. fort.:: 
brads, tnd_jl:Q!ont.. faus wuh prommen1 lower ca.nines~ 
semblt a.l>Qu.S.twk.s. They have [upme cars.1he1r cyes.arc..widi.s.b. 
and 1hq..wcaL.lc'i\'ld colors tha1 most humans .. wuuld~ 
plma.ni.....such.as..blood.rcd. mus1acd.)'.Cllow ·t.llilw:·&ttcn..and.t 
dttp purpk.Jheir ~uipmen1 is dmy and unke.mpi... 

\llhm..noLac.u.all)'...fighting 01hcr creaiure.s..ora are usually 
~.nu.els or pracucing 1heir fighung skills. T1mr langw.gr 
vuieilhgb.d)drom.mbc 10 mbe but is understandable by anyone 
who speaks Ore. Some ores know Goblin or Giant as well. 



Mos1on:scncoun1c~away.from..Lh~;l.WOrs; 

1hc 1nfonna11on 1n 1hc sminics block is foco.ne.aU.s.dc\'d 
(sec page J~ ln the Du."cw.." MASn.1.'JCiodt fOrJnO«abmiL 
1hcw.imorclass). 

COMBAT 
Ores arc familiar wuh the use o( most weapons, pre-

1..&.uing those 1ha1 causuhunas1 damagcJn the lcas1 rime. 
[They enjoy amcking from conculmcnt and seu ing 
..ambushes.and they obey the rul~uch u 

horu:mng a truce) only as long au.us convcn· .JO-J'~-
iJULfor thcm _ 

Ugh 1 Se.n.5 i1iviry (.Ex); Qxcssuffcra-1 
ptnalry 10 u 1xk rolls ULbri&ht sun­
lighr or w11hin thc..radiuSJ)f a 
diiyl1ghlspell 

m1clligrn1 crnrurts 
that Ii\~ neat: tht.m They 

constantly wamng wnh or 
cparing to war wnh humanoids,_ 

including other ore tnbcs. They can ally 
r-wuh other humanoids for a time 
~ut qu1cldy rebt l if not com· 
~ manded by ores. Their 
. deities teach them 

t ~~o~:~ ~ 
nor and that all 
wocldly gaods.n&htfully btkmg to 
1hc ores. ha\fUli bun Holen by the o thers. Ore spellcastttU(O.m· 
buK>US, ~d nvalnrs btiwttn them and warrior leaders.sometimes+ 
tearambeap;m 

Ore socmy is rmnuchal:ftmalcs arc pruN possessions 11 best . 
and chancl at wom. Male arcs pndCJhemselves on the number of 
females 1hey own and male c:hildr~ 1hcy sire, u well as 1he1r 
b.mlc pnm:w. w.ahh..and a.mo.unLO( temrory. They wtu thtir 
bmle scars proudly and ri tually...scar 1hemselves to mark signifi· 
cam acbio'.cmcrus_and cuming,poi.rutin.thcir..l.i~·es. 

llRC CHARACTERS 
/ul ore's favored class is barbarian. and ore kad­
m 1cnd 10 be barbanans. Ore dcncs w~ 

Gruwnsh (favored weapon; any spear) and..can... 
choose l.'U'.QJl(J.hc following domains: Chaos. 
Evtl, Stt~th. and Wu. Most ore spellcu1crs, 
h~·Cllcr.arc.Jdcp1s (sec page 37 1n the Dul'CCOS' 
MA.£[t.U.GwdrJ Ore adepts fal'or s:pclluha1 deal 

'"""'' 
OTY!!GH 

Large Abcrr:uio n 
Hi1 Dice: 6d8•6 (33 hp1 

lnitiativt': -tO 
Spttd: 20 (1. 

AC: 17 (-tsiu ... 8namral) 
Atiacks: 2 tt'maclc rakes +l mcltt, hue -2 meltt 

Oamag~tade rake Ld6, b11e 1d4 
Face/ Reach : S fi. by S (1j 10 fr ( IS fi . wuh 
tentacle) 

Special Anaclui: LmproYed g.rab..consu:kt 1d 

'"'"" SpccialQualitics.: Scent 
Saves: Fon •l,Rcf 1'2, Will +6 
AbWtit's: Str ll, Dex 10, Conn ln1 S Wis I" Cha 6 

sf:~~:::;; Listen .. 6, Spo1 d- -----l 

CUmatt'/fcrrain: Any undcrg.mund ~ 
O rgani:u rion : Soluary, pair, or dUSJc: 
_{2._-4) 

Challenge Rat ing: 4 

Treasurt' : Standud 
Alignmcnl: Always neuual 
Advancement: 7- 8 HO (.Large); 

9-15 HO (Hugc) 

O!yughs are grotesque sWnuranun.mllnSlm th11 lurk wi1h1n 
heaps of refuse. Although pnmuily scavengers. tht>y nt'\'erohJ«I 
10 a mc:al of frc:sh mca1.»'.ht.n_tht_cpponunity presents i1scl£ 

An oryugh is a bloo.1td cwo.u:l. cO\·crcd with a rough, rocl<likc 
skm, as well as dung, 1ras~d saaps of decaying organic man er 
from itiliir. A vinclikc.s1al.k abo.Ul2.fui long nscs from the top 

An ore bu may ht a cave, a series of wooden buts, a fon, or even 
Urge rny bwlt above and below gmund...A.lau includes females 

;-!as many as 1htre are malcsJ, young (half as many as there 

~ut.J::;~~;~i:~~i=~=~i:c~~:d).god ....i!'11•1111111 
who rolentes no sign oLpc:aceabtli1y among h1S 
people 

HALF-ORCS 
These orc·human crossbrccds_,can be found m 

t'itherorcorhumansocieQl...!.~.sr.a1usva.ritt_ 

according 10 local senrimcnts),otin.communilksnf:their 
own. Half·orcs usmlly 1nhcriu.good.blcndo(~p:hy.siul 

. char.Kterulics of 1hc1r pa.rwts.Ihey arc as tall as humans 

~<d<i>en=,<lunJwo""".m"""-Th<yhM"""" 
'gmemn10n slopingJarcheads..111rrln& 1aws, promwcn1 
andCQl.!St_body b.m.Half-orcswha have l.ivtdamangor mar 

+mo..b.u:c..sa.aJ,n.kttp:.uig.with orcish u:adiuan. 
Thc typtu.l abil.ity scores for a half·ore arc Sir I], Dex 

10, Uln..ll..lru.9, Wu 8, Cha 8. Half·orcs have: 60-foo1 dark· 
vuian hw.ue no1 sensmvc 10 light. 



of rhcdisgusnngbodyand~dolfx· 

tory organ. Its mouth-lmlc more tban a....w1dc...&nh filled wuh 
n:wr·sharp 1rc1h-1s m .the ctnitr_oL_thc mus. The 
crruure shuffit-s about on 1hrtt 1h1ck. sturdy legs 
and gnsps objtc!S wnh C»'.Q long 1c1.11adrs cOY­
crtd in rougb... thQffiy pmuu.s1ons The tt n­
tadcs end in kaflikc apPf:n<bgcs covered 

~~·:'~;~~ r!:~~~IC~~~c;! 
wci&hs..500p_ounds. 

Otyugbs spend mos1 of 1hcu:.omc 
~their birs wnh oo.l)'Jhnuen­

..JQJY Stalks c1t.p:>Kti, shO'ldi.nifood 
mto 1hc1r mourhs. lntc~ sub­
tcminc,;m bemgs some~ cov:1s1 
wuh Ol}'Ughs. whu:.h tbty ..ttgard as 
~onttDJ.tnipr~c~cy 
, d.umplhtirttfuselnthtlairof rhc 
~gc.nc.nllyrcfnins 
µro~ aua~ing them. 

Otyughs spu.k .. Ctimmon. 

COMBAT 
An ocyugh amcks hvrng creatures 1f 
11 fttls 1hreuened or U It is hungry: 
01hc:rwisc: 11 IS. con1c:n1 ro re mun h1d­

,.den. Oryugbs rake and squtt:z.c: oppo­
~lS wub their rentades, which 
. theyalsousc:rodragpreyin1otheir 
..mourhs.. 
• Improved Grab (Ex): To use 

thi.sabihry, thc:otyughmust hira 
. .Medium-size or smaller oppo-
. nw1 wilh a tentadc:. anac.k. lfh gen a hold, it can consuic.t. 

Coosuic.1 (.Ez}. An otyUgh deals autoro3.lic..1tDJa.cl~damage 10 
a Med1um:si.U or smaUu opponent v.1t.h a s.uccclifulgrapple 

' hod. 
Disease CE.Jc): Filth fever-hue, fonuude 53\'t (DC.llj.mcu· 

:;;::;~~!.~:::sc:nd~=g~=.m~~;'4 c::xit~Oa:,.d~!l 
MMru'sC111dr)-

Skills: •An orrugh_ rc:cdvrs a •Jl rac ial bonus 10 Hide checks 
when in 1rs lair, due ro irs naturalcQ!or.mon. 

Large&t-ast 
W1 Dicr:.5.d.10-.20 (47 hp) 
~1iarive: +l (Dex) 

Pte_d:.30f1. 
;AC:.ll (-1 size, • I Dex..O m1uralJ 
A11acks: 2 cbws ,.z.md.c:_e._ha1e. ,2 rodee 
Damage: Claw.J.dW .. hue..1.dat.2. 
Facr{Rc:ach; 5ILb)'J..O f.J./SfL 
Sptt.ialAuac.ks;Lmp!Cl'iCd.arab 
Sptt.ialQ.ualities:Scem 
Saves: Fon+8,Ref •S, · 

OWi BEAR 

Abilities: Sn 21, Dex 12,Con.U.lnl..'i . Wis.12,c.ha.J.O 
Skills: Listen •8, Spot t7 

Clim.a1cLrc:a:ain; Tempc_me forut 
Org11lizatil:m~.Sal11uy..pau. or p.tck.LS--81 
Cba.l.lr.ogc..Rting:4 

+Irc:asuc.~ 
Alignmc:nt:.. Us\ally chao1ic rv1l 
Advuicc.meru; 6-8 llD (Large); 9-IS HD (Huge) 

Ow.lbtar::s..arc...WlllQW1nanly vicious preda1ors wuh a ttpul~ 
for ffil)Q[)'. aggression, and shttr ill tcmpc-r. They tend 10 attxk 

nearly an~ tha1 movn without pro•rocauon. 
Scholm ba~c..long debated 1hc cuc1 onguu of ibis.au· 
turc. The mosu:ommon theory is thai a dcmcrucd 

wuard crnmi d1Um1 SpKimen by cf'05sing a gianr 
owl wnh a bear. An owlbear's c<nl IS a 1h1ck mix of 

dark fea thers andiw:. r:anging in 
.. color (rom brown-black 10 
,.u~ 

is a dull.iYAn' _color. A 
fuJl-gr_own_m..a.k_c~ 
s randu~u.8fee1 

'~"-'"' 
l,..i.i!JL~ 

rurers whi:i..bave. S!Ul'J.'led 
encounters w11hJhLcrc:a· 

1ure often speak of the bestial 
madness they glimpsed m 

1ured-rimmedeyes.. 
Ow.lbean tnbabu wi.1-

_duntiS_ueas, nu.king 
1he.i.t..Wrs\Whln 141likd 
fo~~un­
dc:r~Jhey 

can hr ani-·c durrng 1hc 
day~OD 

1he luh1rsofrhc aya1bhlc pr~ 
Aduhs live JJlJDl.ltd..pam md, 

huntmpacks, leaving_thw~ 

··•••,• a price of ~~~1;pAe~~~ ~~u~:n~~.~~l~=~e;~ 
owl bears canno1 be domesticated, rhey can still be placc:.d.ui strut: 
gically impon anl areas as frtt·l'03nnng guardians.. A p.rcifessiDn.al 
1ra1ner charges 2,000 gp 10 rear or 1rarn an owlbea.r tOC.llha 
young creature, DC 30 for an ad uh). 

COMBAT 
Owlbears a11;1ck prey-any crc:awu.__b_q;g«Jhan a mou~-on 
s1gh1, always flgh1ing to the_ death.. They slash w11h claws and 

beak, rtying 10 gnb dKtr prey..arul.rmd ll apart. 
lmpr_ovc:d Grab (E.x):Ta..use.th.J.S ahiliry~ rhr O\Vlbear must hu 

whhadawmack. 

Large Magical Bc:as1 
Hi1Dice:..:td10-.12 (34hp) 
Lnit ia1ive: -.2 (Dex) 
Speed: 60 ft., fly I :?O fr (a\'tf1£c.L_ 

PEGAS\IS 

AC: 14 (-l_sae, •2 Dex, •l mt.w:al)_ 
AuaQls;.2 bOQYcs-tl mdtt, bllC •2..mdec 
Damage; liooLld6.H.lute ldl.t.l. 
fac_c/Rrach: .5 ft. by IOf.J./5 ft. 
Spc:cialQ.ualitil:'s: Sccn1,sp(ll:hkc.abil111es 
Saves: Fon ..-7, Ref .-6. Will +4 
Ahili1ic:s: .Su 18, Dex 1.5, Con 16, Int 10, Wis 13, Cha 
SkiU.s: lis1t.n•l2,Scnsc: Mouve •7,Spot . 12, Wildcrnc.s.sl.m.e.il 

Feats:~ 

Clim.a1e0unin;_ Tc.mpc_nte and wmn forcs.t. 
Orpniz.ation:..Soluur .. pau. m: hud.!6:l.01 
Challcngdl.ating: J 
.Ittu.ur_~ 

,Aligrune.01: Always chaouc good 
,Adw.nccmcnc..i:.8 llD (large) 



Thr prguus 1sa magmfl.ccm ~ 
1ha1 somrumrs srn·n 1ht> caUSC' of good._ 
Though highly pnnd as aeml stec.ds. 
prgas1 are wild and shy creaiure:s no1 t>as1ly 

"mod f/, 
~gasi mue:.for..hfe.J2wldmg their A,.{ 

nes1s in high, 1tmo1e locauo.ns. A .J 
..ma1cdpa1rha11rei1hert-=2.t:ggs_or 

l- 2youngm1he1rntsL 
pr:ga.sus is larger rhan_a._ 

norm21 horse and has 1wo large, 
~edwmgsltsc~1 and..w 
are pure whut>, bur rumoCSJ.dl of 
brown and tvtn bLack spc:cuntns.. A 

iypicalprgasuss~ds6ftt1highai 1ht 
shoulder, weighs l ,50Qpo_unds, and has a 

,...w•lli5PMlof.2o!ee1. 

<i~~~~!ck with 1hcir sharp hooves and 
powerful b1re._.biaied pairs and herds 
auack as a team, flg.h1ing ro 1he dcarh 
to defend their eggs and young, 
which fe1ch a handsomt> price m 
manyc1v1!.udarcas.. 

Spe:ll·Like Abiliries: ~gas1 candtrtt~_and ikt«I rv1I ar wtll 
dun a 60-yard radius, as the spdls CUI by a 5tb·le\·cl sorcerer. 
Skills.J'i:gasi receive a +-+ racial.hanus l.O....l.is1tn and Spor 

,oh<elo. 

l'.RAI NING A PEGASUS 
Pegasus eggs arc worth 2,0CM) gp each on 1hupr:n.mukc1, while 

1 young are worth J,000 gp pr:r head. Pegas.i.ma1uru1 the same 
ra te as horses. Proftlsional irainers chargc....1,000 gpJo .rear or 
traJ.n a pcg.asus, wlm:h..serves 11.5.lnlittLWilh..ahso.llllC. fai th· 
fulnc.ssfru:W"c. 
~a.sus ~u1rt5 a suCU5Sful Handle Animal rbcd., 

IDC 22 for a young cttaturc, DC-29 for an aduli ) and tha.ubt.cu:a· 
rurc be willing. Tr.amen can ~ucc. the OC by S and thurumn&+ 
umr by half by using a_ magic bndlc enchamcd for 1hc purJ>OSLA+ 
prgasus can flgh1 while cucying a ridrr, but the ridrr cannot also 
a11ackunlrsshcor shc..succecdsa1a_ 
Ridr check (sec Ride, page 72.ill 
1hrPl4)'(['.iJ:iii.1ulQaQ&l.. 

Can-ying Capacity; A l.igh.~d 
for a pc.gu~ pounds;.uncdJ.wn...lom, 
l0t-600pounds; and a hca\1' load, 601- 900 pounds. 

Mfiiium-Sb.c £1 
Hi1 Dier : 2d8t6{ll.hpJ... 
lni1ia1ive:;O 
Spe:cd: 2of1. 
AC: 14 (t4narurai) 
Anaclu: Bile .. l mcltt 
Damage: Bite ld6~l 
Sp«:ialQualitiu:Plaru, 

.l.lnpmvt:d.lru'ISJbility_ 
y_~t(J. __ 

JL, 
ilitics:..Stt.J..t..Dcx..10..Con 
16.lnLl...Wis lt,Cha9 

SkUls.:..Ma.'.t.Stlendytl 

C limatc/ferrain:Anyundcrground -~ 
Organiza1ion: Salilary 
Ch.a.llcngc Rating: l 
Trrasure: Nonr 
Alignment: A.lway.s neurral 
Advanccmcnl: J-4 HD (Medium-size)~ S-6 H D {large} 

This ambulatory fungus is naturally invis1blr, making lLa fc.art.d 
pttda1or among subtrrrantan inhabilams. 

A phantom fungus looks like a brown and grccrush·hrown.mas.s, 
1hough ir is \'IS!blt only when dead. A cluster o£.nad.u.1£:s.atop the 
mam mass srn·t as srnsory organs. The cre.uurc.Jttds and an:ach 
wuh a pptng maw lined wir.h..mws.af calauuttth. four stumpy 
legs support the crca1urr and allow 11 to move abouL 

COM.BAI._ 
Phan1cimJ'ungLusually roam quiedy, huming 

f.oLp rcy.Ihey au.ack_lone ind1vidualsalmost 
anywhere, but when tackling groups 1hry 
prrfr r opcnspaccswhcrc1hcyarrn01rrad· 
1lyrvidrnf. 

Plant: lmmunt 10 mind-influencing cf. 
fcas,pown...slccp.paralys15,stunmng.and 
pol~OI subicc1 iocnucal hus. 

lmproycd l.nvisibility {Su): This 
_ability J.i. con.nan!, allowing rhr phan· 

tor?Lfungus_to rtmain inv1s1blc even 
ht>n. utacking. Thu works JUSt hkc 

1mpl'lllld.11111111&1l1rycu1byal2Lh.· lcvcl 
sorccrcr,andlastsaslangas 

1hcphan 10~ 
alivr Thh ahi.lity_js. , 

not subj«LI~ 
1111rlul1I~~ 

Qnc.c....k.t.Ut.d....a.... • 

vis::km:::.omrt 

Skills: fhantQJII fungus has a 
.. s racial bonus 10 Mo•,.c Silently 

<h<ili.... 



PH:ASE S--P!DER 
Largr Magical Beu1 
Hi1 Dice:SdtCh-15 (42.bp) 
lnhia1ive: +7!+3 De.I, dJ.mproved lnitiath·e) 
S~W.: 40 ft .• clunb.20ft... 
AC: IS (- 1 size, +3 Dex, +3 natural ) 

tucks: Sne .. 7 melee 
Damage: Bi1e ld6.-.. and poison 

,..&c.e/Rcach: tOf1by10.ft.JS 
Special Attacks: E1hunl Jaunr.. p;ojspn 

yes: Fon +7, Ref +7, W.ill..U 
~Abilhics: Sir 17, Dex 11..con.16, ln17_Wis13, Cha 10 
Skills: Climb +12, Move Sllcndy +It, Spot +9 
FHu: lmpl'O\'ed J.muauve 

ClimaJclfcrrain: Any land and undtrground 
Organiz.a.tioo: Sol11ary or clus1cr (2-S) 
Challcnge.Jbting;..i 

, Ireas-urr: Nont 
Alignmen1: Al$y.s ntuml 
Advancement: 6- 8 HD (Llrgel; 9-IS HO (Huge) 

Phase spiders are agg"'ssive prtda1on rha1 un 
mO\'C quickly from the Ethe· 
rral Plmr to auackopponen1s 

t i;mtheMateoaJPl:mr 
~ lh~e:a1urrs reRm­
. ble giant wolf spiders, 
~cp1w11hlarge.rhcads 
i.and varieg;ntd markmgs • 
pn whiic, gr:i.y, and blade • 
,Q.Ytr legs and backs. 
Thtlfei,gh.1 cycsatt 

"'""'~"""' cal phase_spidtr's 
body.1$ a..!ttl 
1o.,_ 

CO M BAL 
Phase sp1dc:n.dwdl and hunt on thc_Material Plane, 
Once upidet..lix.a1C$.~y, howc.v_cr.Julufls tcu.ht E!hertal Plane: 
10 1nack, attt".mpung 10 ca1ch i15 vicm;i;i_fh1-foo1ed. The spider shifts 
in. but:s i1u:icnm. and re1ru1s qu1cld~u1..chr Erhe~al Pbne 

_Etbnca.I pun1 (Su): A plwc sptdc:rcan shtft from the Erherttl ro 
~cnal Pbne .a:s a fttt aruon. and shih b:ac:k agwi as a 1n01.'t­

. ~n1 :ii:non (ordUfUlia~-cqun*nt acnoni Theabi.Lry IS 
od~rwtSC" 1<knocal wuh c:rha:M J>llllll cast by a 15lh-l~<tl sorceru 

Poi-'On (Ex}-.Jlue..Eorutudt. sayt_ (DC IS); umial and secondary 
damage 2d6 mnj)ACUy Coru:uuuion. 

PH A SM 
Medium-Siu Shaptthangcr 
HJt Dice: 1Sd8.-30 (97hpJ _ 
lni riativc: .-6 (.- 2 Du, .-4Jmproved.l.nmauvc} 
5p«<1,30fi 
c~ . .1.Z..it.2.D.cx....U naruW.L. 
1aclu: 2.sWns: .,.12 mdt.t. 
ama&~dl.-L 

Facc/Ruch:.5 fL by S fr./S fr 
Spc.da.L(bafuics: Amorphous. seem, aherna1e form. 1tlcpa1b 

Sa1<~1....Bd"..-11,W11l+1t 
AhUities;.Su 12, Dex IS, Con IS, Im 16, Wis I S. Cha 14 
SltiJ.ls;..BlufL_u,Climb •7,Craft(anyonc) ~7. Disguise+~ 

Knowledge (anyone) +7. listtn .10, Spot ... 10, W1lderncss..... 
lore ~ti 

...FtatS: Alenness, Blm~t. Comba1 Reflexes, Dodge, 
lmprovt<l l niriaovt,_.\lo.hi.luy, Skill Focus (DisguiSt) 

Climatt(fernin: Any.land and underground 

~~~:~~:i::~li~ 1 
Trusun-:S1andac:d 
Alignment: Usually neu1nl 
Adva.ncemern: 15-21J-ID (Huge 1; 22--42lill(Garpnw.anJ 

Phasms are amorphous creamrM 1ha1 can assume 1he gwse. of 
~OSI any other cru1urt .or ObJtcl 

Thtir shaptsh1fung ab1!11y frtu phasms from mos1 ma1erial 
.m.e.ds, which usually ka.ds 1btm ro Lives.of txplon1ion, hrdonism, 
.,.or philosophical conicmplalion. Ther6 no 1tlling where 11 phasm 
will iurn up, nor wha1 11 w11Ld.o iUliK.o:Ycrt:d. They arc. .na1unJ 
spits but no1ono_usly unrthablt".sinct: 1heyJ«ino..paaicular...nttd 
to rtpon wlat they lum ... Ihey ha\'C an_ affi.nuy with doppcl­

gangcn and someumes ally thc.mseh•ts wub groups of 
1bemforsecuniy-orJus1for1befu.n..oLL_ 

COMBAT 

A phasm m its namral form looks like a blob 
• ofmulncolomfgoo~and.2 

/ .' ftt1 lugh.auhc.cerua..S•1ia.du14-
color mdica1e seruocy o~ 

In rh1s form. 14 phasm. 

sl~~h;~:~Ulll~~~~ 
pairof~udopod.s. 

Phasms can s~ak 
Common..h.u.Lprdtr 
re It_ p_a.t h Jc 

Wheniaced with po1t'n1ial dangt'r, a phasm is equally liktly 10 rt­
tru1, pulcy. or au:tek, as its fancy srrikes. Phums Y2iue nt'w expe­
riences: .fresh seems and IUlti.. obscurt fac1s, gossip, odd 
bnc·a-brac, and rht hkt ThOK who o!Ttr a phasm such things 

mnda~tofavoidmgaflghr 

lLp_w:nit_d or harass~ . a phum 

~:"r.:"-..-~~;;-,.,.).. _1rarufonus i.n10 1ht most fnrsomt 
C[(alure 11 knows. such H an 

aduh whilt dragon or a 
flrt g1an1, and anacks. 

Wbtn seriously 
hun.Ju.ba.n&cs 

10 somc..fast 

;::':j 
..__._.i_, 

-'""-"'t 
tscape. 



Amo rpho us (Es): A phasm uut.S..m.tuxaliomus.unmunc 10 
poison, slttp. ~r.tlys1s, stun, and polymorph..11 is not subJKf to 
cnTi~I hi1s and, having no_de:ar frolU.Q1'..back.un.no1 bcJlanked. 

Ah un:uc Form (Su); Phasms can.assume the form o!any cor­

poreal cruture or oh)cct.from Dimwuuve 10 Large_ size as a SI~ 
dard ac1ion. This abtluyj.s_otherwisc s1m1lar_ 10 Ui.1ptth1mgt as cas1 
bya 20th-levclsorccrl'c. ..J,. 

HilDkc: 
Init iative: 
Sptt& 
AC; 

Anack.s: 

Aasimar 
Medium-Size Ouuid cr 
td8 (4 hp) 
+4 (Improved l nmauvcl 
JO fr 
16 (..'4scalc,+2largcshicld.l 

Longsword +1 mclcc; or 
light crossbow t 1 ranged 

Da.magc: Longsword tdS;or ligh1 crossbow 1d8 
Face/Reach : sf1. bysf1./Sf1. 
Spct:ial Anacks: L1gh1 
Spct:ial Q uali1ic.s: Acid, cold, and cl«:mcny 

SavH: 
Abilitic : 

feats. 

rests1anccS 
Fon +2, Rt.f t.2.W11l t l 
Sir 10, Dex 10, Con 10, 
lmtO, W1s t J , Cha1J 
Ilea! +S, Knowledge (religion) .. 1, 
Lts1cn .-4 , Ride . 1,Spo1 ..+ 

lmprovcdlnnianvc 

Clima1c/Ttmin: Any land and underground 
Organ izatio n : Solitary or team {2-4) 

Challenge Rating: t / 2 
Treas ure: Sranclard 
Alignmcn1: Usu.ally good (any) 
Advanumc.n1: By c.hanc11> r cbss 

"Pl.anciouchcd" lJ a gencl';ll word 10 
dcscnbc rhosc who can tract rhtlr 
bloodhnc back 10 an Q.lu.sidu, 
usuallyaflcndorcclc.slial 

The cff«:1s of having a supc.c:_ 
nuur.111 bcw.a ln.ont's.hcdragl' lasL 
many gcnt[lltions. Ah hough_oot 
u dramuica.lly_ali.crcd as Lh.al.f:_ 
cclcs1ial or a half-flc nd, 1hc planc-
1ouc.hcd sull r1>1am some special 
qualm.ts. 

I' planc1ouehcd discussed 
hcrc..m 1hc mosr common.t\asi· 
mars uc humans w.ithst.:llllt.uace 
ofcclcsrial blood i.n..thc.ir.xcms...and 
!idhngs have somc.Jlcndishncss m 
thcirfamilytrcc. 

Thttt is no "typical" aasimar or 
licfl1ng.Thtydono1 ha\.'~ 
socicrics or cultu res, insrud hknd­
ing in to cxisdng ones. M~ 

. c.hanc1trclasscs. 

MSIMAR. 
j Gnc.c:d Wli.h..a..wuch of the holy, aasimar:s 
..,arc. lol5u.illy tall gQO<i-look.ing, and gen:_ 

cr.11lly plcasant. Some have a 
romoqth.y..siul tr.1111 suucs1ing 

ndling 
Med.ium-Sizc O u1s idcr 
t d8 (4 hp} 
+\ (Df:x) 
JO ft . 
ts (. 1 Dcx.+J s1uddedlu1htr, 
. 1 smallsh1cld) 
R.ap1tr•lmdtt;or 
Ughr crossbow +2 ranged 
Rapier !d6; or light crossbow t dS 
sf1. bySftJ Sft. 
Darkness 
Fire,cold, andcl«1rici1y 
rcsista.ncc:.S 
foru-2. Ref d. Will •2 
Su...10. Da I) , Con 10, 
1ru.U.W1st t , Cha8 
Bluff t i , Hide +J, Move Sdcndy +2, 
Ptck Pocktt • ) 
Weapon Finesse (n p1ul 

Any land and underground 
Solitary or gang (2-4) 
1/ 2 
Sra.odard 
Usu.a llycvil (any) 
.Bychuxicr class 

1ht1r hen1agc, 
such as silver 
hair, golden 

srare. 
Mosi aasimars 

arc dccidt.dly 
good -aligne d . 
They Ggbugains1 evil 
causes and a11cmp1 10 sway othc.cuo do 1ht nght 1hmg. Occaswn· 
ally they 13c on the vcngcfulJw!gmcn1al aspccr of 1ht1r celestial 
anccsror, but thlS is rare. T~ found in ltadcrsh1p post· 
uons and ofrco.livc asJoncr:s due. tQ..tht1r absolmc dcd1ca11on 10 

g~s...c>thcn.arc..kss fan.aucaland fh seamlessly into normal 
human society. 

Combat 
Aanmart usually like a fair, srn 1gh 1forward eomcsL.A.gainiu. 
paruc.ularly evil foe, however, 1hty flgh1 wnh un tr CQD..k'loion. 

and..IQ..l.h.c..dta th. ~ 
Ll&fil {Sp): Aaiunars can use l1gh1 once per day as ~-i 

, ccrcr..o!J..s.LkxdOJ' 1hc1Icharac1trltvl'Lwh1chCl'.«.1i.~ 
Skills: Aas.unaN tteCJvca...:r2raaal...1>'2nus.lO..SPQun~ 

. c.h«:ks. .i 

~ar-Characters 
#:1a5~dassis paladin. 



Tw1!i1ed, dtv1ous, and un1rusrwon hy, ndlm,gs..Jno.i:t-0f1cn 1han 
no1 follow 1he1r inhrrcru.1r.ms and hud the..callto ,c_\'.i.LA frw 
drfy 1hr1r namrc, bu1 .mll mu!i1 faghuplll!iL popular op1mon (if 
1he1r nnurr IS known) acthe fetlmg of olherworldly "wrongness" 
that Stems 10 follow them whcre\'Cr 1hey gD. 

Beyond 1h1S aun 1ha1 many find disrurbing. many ncflings acet 

C'.~!u:~:~~c ~~:ff :r::~~:c~-:,~:;~1;ro~;::~~ 
.lccL No two ucflmgs arc the 

lD mos1 human socieucs. licllingunamtam a low profile,opcr· 

..a.1.1.n&.as Utle\·es, asS3ss1ns.AUpics..Ocr.asionally 1hey rut to a ~ 
~uon of power, bu1 when thctr nature. IS rt\'ealed rhey qu1ddy 
~ome ourcasts. 

Combal 
,Jicllings arc.sncaky,.s:ubde..and gencnlly conmvmg. Thty prtfer 

10 .nnkcfrom ambush and usually avoid a fair figh11fthey can. 

a so«~~~~~fv~~~~~;r0~:~:~:r,;::'.c~~:~f:~c::~ :; ~~~~ 
Ski.lb : Ticlling.s...rcccwc a t2 ncial bonus to Bluff and Hide 

checks. 

Tiening Characlers 
A ueflmg's favortd da.ss is rogue 

rwyDragon 
Jiil Dice: 2d12t.2 (15 hp) 

it iative: ~o 
Spttd: I s f1., Oy 60 fr. (good) 

C: 18 (-+2s1zc,t6namnl) 
tucks: Sung...-. mclcc, hue -1 mcltt 

Damagc:.Sung Ldl and.poison, hue 1 
Fac~cb: 2 1/2 f1 by 2 l.'2 f1./0 f1 

(.sJt..w.ith.wlJ 
Spcc.ial AruW: Poison 
Sptt.ialQualities:Stt1nvwbiluy.1depa· 

thy, immuniues, SR 19 
Saves: Fon ..-4, Rt( tJ, Will•• 
Abilities: Sir ti, DcxJl,Con tl, Int 10, Wis 12, 

Cha 10 

dima1e{Icuain: Temper· 
arc and wann fores1 

Organization: Soluary, ~lI, 
or.clu1ch (r-s, 

Challenge Rating;.!_ 
T~asure: None.... 
Alignment: Alwap...ncuual. 

good 
Advancement: 3...,. HD (Ilny) 

Pseudodragons ur dny, playful mcmbtrs 
of the dngon hmily 

Pseudodragons resemble. miniature. red dragpns. b.w...art red· 
brown m_coL:n.rathcr than deep ml. "Ibey have fine.so.Its.and 

h..A pseudodngo_ns_ml LS abou1 2..!cci long 
bodyJ, barbed, and very flu1blc. 

commumcatc 1dcpalh1cally and \"OU.l.i.ic 
. arumal.nol.SCS.such as a ra5pmg purr (pleasure), a hiss (unplemnt 
surprisc)..a_clwp (desire}, or a growl (anger 

CQMllAL 
Thcpscudodragon can dtlt\•cr a vtctous bite, but 1u IJU)'Or wnpcm 

lSils..stJ.n&:UjWppcdlll.1. 
Poison (E.x):.Sung • .Eormude ~ve (OC 12); mmal damage.sleeP-t 

+fur I mmutt, secondary ~u.lcep for ld3 days. 
Sec Invis ibility (E.x): f.s:e.udodngons connnoously 'iU tnvm· 

,b1l11y a!i rhc spell, wtth..a nngcof 60 feet 
Telepat hy (Su): he.udPd.r.agons can commuruc.a1c tclepa1bi· 

cally wi th cn.•amrcs thatspeak Common or Sylvan. provided they 
,.2.l'e w1rhm 60 feet . 

Immunities (EI): Pseudodngons arc =un.c.....to sleep and 
paralysis effects. 

Skills: Pscudodragons have a chamel~nhkc ahili.t)t.thaLg.nnLS 
rhtm a .-4.ncioll bonus 10 Hidt checks. •1..o..furCSlS..MJW.ug.allo!W. 

ueas,this..honus1mprovesto•8 

P?£UDODRAGON COMPANIONS 
tA-pseudcxlragon may vtry rarely seek humanoid companionship. 
.µu1alks a candicLu c.silently for days,_.ccading his or her though1s . 
-t-3nd iudging his or her deeds. lf it finds rhe candidate prom1!img, 
1hc pseudodr.igon presents 1tsd[au.potential.coropawonJnd ob­
serves the other:S ruetion. II the cand1dalC..SCcms..deligh1ed.and 
promises to take \'Cry good_carU)f ii, the JliCudodrag.an acuptS. 

Orhe1"""'lst,i1fl1tsaway. 
A pseudodragon's Pf:rson.ah1y has been dcscabcd as caili.kc. At 

1imcs it seems nroganr, dcmandmg and less cb~n 
hclpful. i11swilling1~cdtlui1 

u1~~ :~l~;~dntai~: ~:;:~c:~~ 
pamperuandmakcufcclJikc_ilis 

imponant rhing in his or hc:r life. l.i.th 
pseudodragon is mistreated or IIISultetL 

will lea\·e-or worse, play pr.rnks__w_hen 1Ui4 
expected Pstudodragons pamcularly dlSWrLcru· 

elty and will not serve crurl masters. 
A pseudcxlragon egg can frtch a pncc o(up..w 10.000 

gp. and a harchling as much as 20,ooo_ gp...Escwladrag· 
ons ha\'C a life span of 10 to ll..ynn. Likt drag· 

ons, 1hey a.r:e.aitlleccd..LC.hrigh1, shmy obJf'CIS. 

Pl /RPI F WORM 
Ca~1\llllBeas1 

HiLDicc: .1&dl.o.-Jl2 (200 hp) 
l nitiative:-2 (Dcx) 

Speed: 20 fr., burrow 20 fr .. swim 10 f1. 
AC: 19 {-<t sizc, - 2 Dex, +IS na1ural) 

Anacks: Bu~20meltt,sting •IS mclcc 
Damage.;Jl.itc. 2ds~ 12, sn ng 2d6~6 and 
poison.__ 
Face.LRcach~ ft by 30 f1 (co1lcd 11 
ISfL 
Spttia.LAuacks: lmpl'O\•cd grab. 
swallow whole, poison 

pedal Qualities: Trcmorscnsc 
Saves: Fon ~11. Rt( ~s. Will~• 

Abililics; Str JS, Dex 6, CQll.2.S.Jnu, 
Wis8,Cha8 

Skilli:Chmb.1• 

Climai.c:lrttrai.n:..Any aqua1ic and undcrgmurul 
Organization.:..Scli1ary 
Challcnge:__Rating;. u 

.Ittas.ur.c:.No..c.cl.D.S..Sm..goods 1,scone only.J..Dc.ucms 
~cot: Alway1.ncu1ral 
dvan~c.nc...16--.llJ-I D {Cargantuan }; JH5 HO (Colossal) 



Thtte massive scavengen attcmpLto..allllWnC.aD)'Jlli,llllC.malt­
rial 1hey flnd. Purple wonns a.re feared for.swal.bwwg their prey 

whole: Enrire groups of adven!urcrs...mve \'2tUShtd down their 
gulle1s,onememberaftet.1heother. 

A mamre purple womus 5 (eet in dtamerer and 80 fee1 long... 

~ighing abou1 4-Q.Om pc.wids. h hu a toothy maw and a poi.SO~ 
ous s1mger rn us wl The wonn's body lS a dark purple 

purple worm consu.mu_great quanntie.s of din and_~ 

wb~ 1unnehng. hs grzzard may hold gems and other acid-r~isto 

am: items. in mmenl·rich area.s...p~·orm castings m1gl11.cono+ 

1ain..WU"efllled ores. 

COMBAT 
In b.anle, a purple worm foansrntoa coil 15 feer across, bmngand 

sungmg anyUung wllhlll reach. 
Improved Crab (&); Tu use: dw abiliry, 1he purple worm mus1 

,..hir willul5 buc.:mac.k. li.u.ge;l5 a hold.11 automatically deals b11c 

·~::~~::7::;.o~w:~e1~~:::: can rry to swallClW a! 

. gnbbf:d oppon~t of Large or smaller size by making a successful . 

gnapple check. Once inside, 1he opponem 1akes 2d8· 12 poims of 
crushing damage plus td8 poims of acid damage per round from 

the wonn's g1uard. A swallowed creature can climb out of the giz· 

:rard wnh a successful gnapple check. This re rums if to 1he wonns 

maw, where another successful gnapplc check LS needed ro ge t 

free A swallowed creature can also CUI ils way out by using claws 

,or a SmallorTinyslashmgwcapon rodeal 2.ipow1.Sofdamage 

to the gizzard (AC 20). Once the crc.a.uu:e..Wls. .muscular 
:tellon doses the hole; ano1her swallo.wed opponent must 

.cut 1l5 own way ou1. 
The worm's m1e:norcan hold No't"I l.Mgc, four Sm.all. eight 

Tuiy, SU(teen D1m1nu1we, or thmy·two L.ne oumaller 

,opponems. 
Poilion (Ex): Sung, Forritudc save {DC 24); 1ruual 

damage. .ld6 temporary Srrength, S«:o.ndacy damagLld6 

temporacyStre.ngth. 
TttmorsenU: (Ex): A purple waon..can auuimarical.ly 

sense the locauon of anything withtn 60 fttt thu is in 
1x1wnhtheground 

RAKSHASA 
Medium-Size Ouuidcr (Evil, Lawful) 
Hi1 Dice: 7dB-tll..(52-hp) 
lnlliativc: t2 (Dex) 
Speed; 
AC:21 (+2Dcx.+9ruuural) 
Anac.ks:2.Chws•8mtlce,b1re+Jmckc 

,..Damage: Cbw td+.-t , bne td6 
.Eace/llcach:Sft. by5ft.J.5f1 . 

. Special An acks: Dc1ccLthoughrs. spells 
Special Qualitics:A11crna.1e form. spell tmmum ry, vulner· 

able to blessed crossbow bolu,_damage reduction 20/t l 

Sa\'CS: Fon •8. RcL.z. Will ~6._ 
Abili1ies: Sr.r. 12. De.ltl..'4, Con..JiJni U, WiS tJ, Cha 17 
Skill.'ll: Bluff .1i;:• , Disguise • 1r, l.J.s1cn .1 1, MO\·e Silemly 

•I I , Perform (b.alt<ld, ch.aru. drama..cplC...plusa.ny other 
fi:vc ) tl2.Scnsc Mom·e +IO.SpoLtJ2 

Feau: Alerlntts. Dodge 

Clima1cf[urain; \'('arm fores1 and marsh 
Qrganiz.ation:.soli tacy 
Chal.lcogc.Ra1in&:- .9 

,.In:asurc:.swuimi CQtnS; double goods; sundard ire.ms 

Alignment: Always bwful enl 
Adva.ncc.mc01: S-14 HD (Med1um·s1ze) 

So.me..g.~hasas_are rhe veryembod1men1 of c\l\.L Few~ 

uemorc..male\·olem. 
Rakshasas..loo.k like humanoid tigers garbed in 1he dothcs.o4 

nobility. Thc.y lm·e: rich.Jiving, gladly using rhcir intelligencc.anc4 

power to maintain a decadcnt.L.fe.s.tyle al 1he expense of other.s...aJ­

though 1he1r bod.in are..L..k.e..those: of humans, excep1 for 1he luxu­

+fiOUS coar of 1igers fur.thcu..hands arc backward (wuh the palm 
where 1he: hack of thc.h.a.nd...i.n a human). Whilc.dw doesn't~ 

1rac1from rhecrearurcs.manualdcxre:rity,11make.sthemlook 

\'Cry dmurbing ro those..unfam1har wuh the 
Rakshasas speak Common. Infernal. and Undercc:un:rnon. 

CO MBAT 
In close combar, which a rakshasa diSdams as ignoble jJ emplrq.'.S.. 

us shaqi.._claw~.211d powerful bnc. Whe:nc\'CLpawhk.-1LIISCUl5 . 
other abihucs 10 make such encoun1e:rs unneccna.ry. 

.Detecc Tboughu (Su): A rakshasa can con1rnuo~1 

.thoughu as rhe spell casr by an l81h-levcl JOrcerer (save DC 15). h 
,can.suppress or re.s.umc.ih.i.s abili1y :15.a.fue acuon . 

Spcll5: A rakshasa casts spells as a 71h·lcvcl sorcerer, and can 

also cast 1s1-lcvclde:ricspcllsas_arcanc.spells... 
Ahe:mat c Form (Su): A rakshasa can.assume.any humanoid 

form. or rc\'ert.to its own form..as a sundard...acuon..I ability lS 

s1milu10 the ialraitlf spellcasr bya.n t8~u..hut the 

nakshasa can remain m 1he new form rnd~ 



Spdl lmmuniry (Su): Rahhasu..~cetSJU..sptlls 
and spell·hke ab1lmts or 81h lt.vtJ or IUS.JUSUS.if the..sptUus1tr 
had failtd 10 overcomt spdl rt.sis1ancc.._ 

Vulnenblt to Blessed Crossbow Boh s (Es): Any bi1 scortd 
wnh a bltsscd crossbow bolt instantly slays a rakshasa. 

Skills: A ahhasu:eceiv.t.s a t'4 racial bonus ro Bluff md Du· 

F.:
guJ.St chtcks. ~hen using abernate form, i1 gains an addi1ionaI+ 

circums1anct bonus..10 Disguise. checks. lf rtadmg an op~ 
1'5 mind, i1s circummnct bonus ro Bluff and Disguise chtcks 

..lnae:ases by a fonher +-4 , 

M~iwn·Size Ouuidcr (.EUe) 

Hil Dice: 4<18.-4 (.22 hpJ 
lnitiative; .,.5 (+1 Oe:x.+-41mprovtd lnmauve:) 

pee:.d:..El.y 5_0fL(goodJ 
AC:LS (t..1De:x,+4natural) 

tacks:..J..c.iaws..'.ine:ltt, or bitt •6 ml' lee 
Damage: Claw 1d412;orbue Jd8+l 
Face/Rea.ch: S fL..by .5 (1 ./S (1. 

RAST 

Special Auacks: Paralynng gue, improvtd grab, blood d.ram 
Special Qualit ies: Fire subt)'J>l' , flight 
Saves: Fon +S, Ref •5, Will +S 
AhWties: Su 14, Dex 12, Con I}, Int), Wi.5 l), Cha 12 
Sk.ilk Hide +.5, LLs1e:n •7, Move Siltntl)'. ~1 

ea.is: Dodge, lmprovtd lniTiauve 

Climate/rernin: Any land. and underground 
Organiza1ion: Soli1ary, pair, or swarm ( 

f Challenge Rat.ing; 5 
Treasure: None 

1 Align.ment: Usually neucral 
.Advancemen1: S--6 HD (Mtd1um·sizc); 7-ll.HD(.Largc.) 

Rasu swum m isola1td poclms of disran1 planes, panicularly the 
elementalpbne:.s. Floanng, fleshy sacli.of 11tth_a.nd claws... these 
insaWblc.crearu1ts ea1 almost continuously. 

A nm has anywhere from ten 10 fifteen long, spindly cbws that 
hang menacingly from us bulbous. floadng body. hs round head 
is almosr all mou1h, and llS mouth lS almost all teeth. 

Al 1he1rhean,rasuarecrta· 
1urts of ash and cmdtr, 
bu1 1hc.~ ..!caR on 
blood wuh aJus11har 
would.s.b.am.e..mos1 
normalbtas1s. 

CjOMBAT 
.,.RasU mack in 
,.swarms. wuh a 
fr1ghten1ng, 
bru1al cunmng.Jlit Crtaturt$ 
paralyze as many of their roes 
as possible, then auaclc any 
1ha1 art still moving. A 
rn1candaworbile,bm 
cannot do bo1h during 
1he Ame round. 

Paralyz.ing Gaze (Su): 
. ualy.sis fot ..Id6 rounds, 30 

«:1...Eonil:udua\•e (DC 1 l 
proveiLGnb (Ea:): To USl' 

~~llf~IU~~l~I~ ~fl 
holcLiLa.u1oma1ically deals C! () 
bi!edamage:. 

.Bl~_(Ex): A ras1 dnins blood from a gnbbtd OP!» 
neru._dealw,g l po1n1 of 1tmponry Consmuuon damage: uch 
round u mawwns the: hold. 

Fire Subtype {Ea:): Fll'e: 1mmumry, double damage from eo:ld 
cxceptonasuccessfulsatt. 

Flight (Su): A ras1 can.fly as the spt.U cas1 hy an I trh·level sor· 
.cerer,asafree:aclion.A.ranthatloses1hisablli1yfallsandcanptr· 
form only panial actions._ 

Medium· Size Outsider 
HitOice:ld8.-3{16hpJ 
lniliative~ .. o 
Spttd:.£ly --60 ft. (ptrfe:ct) 
AC: 25 (•IS narunl) 
Anacks: Tail slap .-'4 melte. claw .-2 me:lee 
Damagl':Tail slap td6+1 and pos11111e energy, 

cbw 1&~ and pos11i'<t energy 
..face/Reach: s fi. by S (1./S fi. 

RAVID 

Special Anac.b: Pomive: energy lash, animate.objects 
Special Qualilies: F1rt 1mmuru1y, £hgh1 
Saves: Fond .. Rd" •l, Will 1"1 
AbW1ies: SU 13.lkx 10, Con IJ, Int 7, Witll..ChaJt 
Skills: lis1en .,.7, Moo.•e S1lcnt.ly •6, Spot •L-. 
Feats:..\iulnanack• 

Clima1e{fef"nin:..Any fand and. undergruund 
Or3anba1ion: Solnary (l plus at least t arumattd o.bje:ctJ 
Challense Ra1ing;..S 
Treasure: None 
Alignmenl : Always neutral 
Adv.ancement; 4 HD (.Med.1um·s1zt); S-9 HD (LargeL 

R.av1ds are urnplanar cre11ures embodying pos1m1.c..cnergy. 
Thest bizarrt e:mmes imbue c1ta1ures with energy by thell' touch 
and animaie ltfe:le:ss obJe:<ls around them. 

A rav1d has a long, serpenune body 1ha1 u:ails as 1t floats t(· 

fordessly through 1he air, and a..smglc..cl.aw that JUU forward 
ntar ilS head. R.:av1ds 1ha1 .make tb~r. way 10 1he Maienal Plane 

wandtr abouf aunkssly, (olio.»·e.d by the objecu 10 which 
1hey'vegivenh(e 

Positive En· 
ergy Lash (Su): 

• +-

A ravid can 
make a touch 
anack or hu 
wub a.claw or 
1ail slap anack 
roinfusc..a1ar· 
ge1w1th.~ 
llV..C. C.n.Uif-t 
Th.~nUi)' 

p_roducu....a.n.,. 
u.n.p.lc~.n..y. 

1rng.le Jn living 
cu...ature s, and 

agamsl undead roes (e~n 

mcorportal ones) if dtals 2dto 
po1n1sofd.amagt. 



Animate Obj«U (Su): Once per 
round, a nndom obJttl wirhin 20 fee1 

of 1he nv1d ammues u though by the 
spell 11n1m11tt ob1trl1 cas1 by a 20rh-level 

cleric. These obJttls defend 1he nvid ro 1he 
bes1of 1heir ab1llfy, but 1he nv1d isnl 1nrell1gen1 t"nough 

to gwe rhem specific commands. 
Flight (Su): A nv1d can fly as the spellus.1bym111h·le•·elsor· 

µrer, as a free acuon. A r:1v1d tha1 losu this aht.luy faU.s and can 
perfonn only pamal acnons. 

Feais: • Ravids have 1he Mu!rianack fea1 e.ve.n iliro_ugh.1bey do 
,_not have the requisite three naiunl weapons. 

REMORHAZ 
_Huge Magical lkas1 
HhDice:7d lO..l5 (7lhp) 

lnitiatiYe::...- t (Dex) 
.....Spe:.e:.d;_JO f1., burrow 20 f1. 

AC; 20 (-2 siu, .. I Dex, .. 1 lnaiural) 
uacks: Bue .. llmclee 

Damage:Bite2d8+11. 
..Face/ Rea1::h: 10 fr. by 2Qf1j to fL 
Special Anaclr.s: lmpro.,.td gr.ab, swallow whole 
Sped al Qualities: Heal, tremorwnse 
Saves: Fon .. 10, lkf ..-6, Will d 
Abilities; Sn 26, Dex I}, Con 21 , lni 5. Wis..11....C.haJQ_ 

Skil4: Usttn tlO, Spot .. 9 
Fea1s: Power Anack 

CUmaie(Tern.in: /\ny cold land 
Qrganizalion' Soli1a.cy 
Challenge Raring; 7 
Treasure: None 
Alignment: Usually neutnl 
Advancement: 8-lO HD (Huge); 11 -21 H Q1Carg.antuan) 

The rtsnorhaz IS an arctic momter, an aurcsm.'.C..pce.dator that 
burrows through ice and eanh. 

A remorhaz looks like a hugr wonn w1r~10,id 
legs, face1ed eyes. and a wide mourh bnmJnin&.,wllh.µgged..t.ttili...t 
The back of rhe head bnsdes wnh a pair of wingli.k.ell.ru....lkmor· 
hazes are wh11ish·bluc.il1 color but pulse wnh a reddish glow.from 

ih~~~a~~~~l~~:::;~·preyon fros1 glanl5 (as wdl as~ 
bears, elk, and deec).. thc gian1s occasionally 1r.1in or e.nLice ihcsc..t 
beas1s1oguard1ht"1rlairs. 

COMBAT 
ikmorhnes hide under 1he snow and.lu. unril 

1hey hear m0\lemen1 above them. then anrl from 
belowandsurpnseprcy. 
Improved Crab (.bl~ To use. this abJHy, the remorha:i: 

mll5t bu wuh 1LS h11e.. au~ ii ieu a hold, u au1oma11cally 
deals bue damage and can auempt to.swallow the opponen1. 

Swallow Whole (Ex):.._A.rcmorhaz can try to swallow a 
grabbed opponem of..Large.oumalleulU' by makmg a success· 
fol grapple check. Once inside, thr opponrni takes 2d8+t2 
points.of.crushmg damage p!U5 lodlO poims o(flre damage per 
round from 1he creaiure's blaung gut /\ swall~ crearurr can 
cut 1uwayou1 by U5ingclawsor.a.Small orTinyslashmgwrapon 
10 deal 25 points of damage to the remorhns gu1 (AC 20). Once 
the creature exns, muscular acuon.closes the hole; ano1her swal· 
Iowa! opponen1 mll51 cut 11s.own...way 001. The remorhaz's lrlte-­

not. can hold two Luge, !out. Small, eight Tiny, s1x1een 
Du:ninum'.e, ot_thirty·i:wo..fine..or smaller opponcnrs. 

Heal(&): /\n ennged remor~genentes hut so 
intense. th:it anyihlrlg touchlt\& LIS. body 

takes I od Io point.s of fitt damage. 
Tlnsisuswllye~dt 

nonmagical weapons._b_ul 
magic weapons. &e.La...fol:D,;_ 
rudrS3ve (DC.J.8.L. 

Tremorscnse (.Ex}: Ac.em~ 
aUlom.aucally se.nse 1he..looaoA. oLan.y_; 

th mg .,.,;:thw 60 feet dw IS l.D..COnlXI with the 
ground. 

Skills: Rt'morhazrs receive a +'4 racial bonus 
101JS1enchecks.. 



Cargan1ua n 8f:as1 
Hlr Dice; tsd!Otl26(.ll5 hp) 
lnitiati~: .-2 (Da} 
Speed: 20 fr., fly So.ft. (al!crage) 
AC: 14 (--+siu,+2 De.x.t6na.1unl) 

uacks: 2 claws ..-21 me:kc, bi1e +Ui.mdce__ 
Damage: Claw 2d6+12, buc 2d8 .. 6 

..,fact/R.c:ach.: 20 ft. by 40 ftJt 
Special Anacks: Sna1ch 

a.vcs: Fon ~ 1s, Ref d],_Will U. 
,.AbililiH: Sir }4, Dex 15,_CQn...24, lnt 2._Wis I], 

Cha II 
Skills: Listen -t-4,.Spol ..-4'" 

ClimatcLfunin: Tcmpcr.1.1c.and warm 
mDunWru 

Qcga.niutio~lary or pair 
Challenge Rating: 9 
Treasure: Non 
Alignment: Always ncum1I 
Adv:m ccmc nr: l~]2 HD 

(Garganruan); H--54 
(Colossal) 

ROC 

.,Ai.mOSt !OO big ro be belicv~. roes ue huge. birds of prey 1ha1 

,dwell~ mouma1nous rcg.wns arularc..k.ncM'll for carrying 
. off brgc anunals (cau le, horses, even dcphants). 

Roes bir m ul ncm made from trus..hnnclics.Ju.mbtr, and 
. the Like. They prt.ftr 10 dwell high m the mtllWl.:UOS. fu from 
. orhcr roes, 10 avoid s1nimng their food supp.ly..tht.y bum wnhin 
a.radius of abou1 rcn milts around 1hcu ncs1s.._ 

Roes rcsc.mblc large caglc-s. wuh plumage uihcr dark.brown or 
golden_ fmm head 10 1-ul. In a few nrc irutam:cs, mi. hbdc, or 
whue roc.s are s1gh1~. hu1 they are often co®dertd b.ad omens. 
Thest CtJOnJ1®S CttalurM UC 60 fee.Liang froni..buk.tQ..W.].{e.ath­
ers, wuh Wlllgspans u ~·1de u 120 fce.1. 

COMBAT 
A roe: macks from 1he air, .swoopmg emhWl.rd to snarch prt.y LD. 

i!S powerful talons and carry it off for irsdf and irs young fO 
devour. A solitary ax. is fypicilly hunting and will mack any 
Med.1urn.'-5UU1Llargcr cre:atur~tlliluppeus edible. A mattd pair 
of roc:s anacltin concert, fighting 10 the dea1h 
1odcfcrulthm...tlcs1S.arha1eh.lmgs. 

Sna1c.h(E.J:):Aroc:1ha1 hnsacrt.ature 
of adeasi..Small size, but no largel than 
J:lu,ge. v..uh a claw HfKk anempu 10 sun 
~a,.&IaPple u a frtt. KllDD w11hou1 ~'Ok­
lng an_ arrack of opponunuy. lf 1he me. 
achieves a hold. 11 can fly off wnh us 
prey and au1om.aurally_.makc a. hue 
amck each round.Jn..hcu oLa. claw 
amck. h can...drop..unatchcd ac;i;· 
ture u a free acnon or use a srandatd. 
acnon co fling 11 uide. 

Aflungcrearure 1n ... eisj()fce1 
and takes 9d6 poims of dam:.. 
age lfthe roe: fufliS u while flying. 
the crwuu...suffers tlus amoun1 of 

~~~wh1cht.\'CL 

~ccnvcat-4rxul 
bonus co...Spol checks durmg day· 
Ugh Li><> 

Large Magical Beas.1 
Hi! Dice: todlOt.30 (85 hp) 
lnitiuive: +5 (+l Dtx,,.• lmproved lni1inive) 
S~ed: !Oft. 
AC: 24 (-1 SIZC,+1 Dex, +H natunl) 

ROPER . 

Anacks: 6 s1nnds .. 11 nnged, bue .. s meltt. 
Damage; Str:md (Stt 1ext ), bue 2dr;.2 
Face/ Rrach: 5 ft. by 5 fr 10 ft (SO f1. with nr:a.nd) 
S~ia.I Attacks: Stnnds, atlKh. wnluiw.... 
S~ial Quali1ie-s: Elec1ric.uy unrnunny, cold rcs1S1ance 30. fl:re 

vulnenbi.l.ny,SR28. 
Saves:..fon ~ 1 0, Rcf r8, Will.rs 
Abilities;_Str 19,Dtx IJ,Con 17,lnt l2. Wis 16,Cha 12 
Skills: Climb 17, H1dc%10•,J.is1cn..t.U • .Spot +13 
Fea1s: Alcnness, Improved lnniarfre, Iron Will, Weapon Focus 

(man 
~~~~~~~~~~~~~-

Clima1e/rernin: Any underground 
Organiution: SoL.1~ pair, or clus1er (H ) 
Challen~R.a1ing:.UL 
Treasurr: No co~s (s1one only); 
llD.JICm.5 

__Mignmcnt:..Usually chaolic..evil 
Advancemen1:JJ- ISHO(.Large); 16--30 HD (lluge) 

Ropers are hideous creatures thH lurk in the dcep a\1-
ems of the world. They ne ahogerherevil and.faunorc 
in1elligeru than mos1 people would Judge by dw..c.ap­
pcuance.._ 

A.roper looks much lake a nmually Jomwl.st.alag­
.mite..lJ s11nd.s sornc 9 ftt 11.all .an,d upcr:s.lmm..J ar..i.. 

, ...fttun di.arnctcr at the..ba$e..lo.J foaucms.s..u thLJo 
The. crca1w:e·s gre11, g1pmg maw .is.lined Wlth crys· 

{! =~~ c~pa~~;;~~;~"!;~~;:;,;;: 
"\"".,Z change. to..m.arch rhc swroundmg cave 



COMBAT 
A roper hums by s1andmg ''Uf sull and unm1tlllj._a_b11 of rock.. 
Thu usually allows 1110 attack wuh 51lQ)nst. Wh.f.n1t nouctl prey, 
u lashtt ou1 w1rh its nnnds and bncudJauni oppontnl5 wnh irs 
powerful maw 

S1rands (Ex}: Mos.I cnco.un1ers wi1h a roper btg1n whtn 11 fl~ 
us strong, mcky s1rand$. Thuttaturt has six such membt111ba 

~::~;h (~;;. 51~ ~tt~::~~ '~~cai~c:.a:c~:~ck, the strand 
.Jau:lm onto die opponcnfs bod~ no<bmagc but druu 
iht .stuck opponcn1 10 ftct c.Wt. uch su~ucnt round {no 

.,uuc.k of opponumry) \lllkss_thau:rnwrc bruks free, which rc­
qu1m a succnsful Escapc..Arus1 cbcdd.OC 21) or Smmgrh chKk 
{DC l9J- Tht ropH can draw..ui a crcaiure wuh1n 10 
fttr of usdf and hue wuh_a ...+ anxk bonus, m 1ha1 
round. 

l\..utl&lt anac,k with ula.slung wupon 1ha1 duls a l 

t leas1 LO poinis of damage se•'trs a strand (AC 20). 

~an=~~r~~~~;,";P 
asmmdmus1sucettda1aForttrudc.s1•'e 
(DC 18) or rake 2ds pom1s of tcmpor:iry 
Smngihdanu~ 

Fitt VulncnbiUry (Ex): A roper 
takes double" damage" from SrC' ar-
1ac:ks unltts a SlVC' 15 allowtd for 

.half damage" A JUCCC'JJful UVC' 
i-bJ.h'C'J tht damage" and a failurt 

!d~~~~si:1 •R.op;e.rs rtteivC' a .-8 racial 
bonus 10 HidC' chtcks in srony or icy 

''"' 
Rt !ST MONSTER 
Medium-SiZC' AMrra1ion 
Hh Dicc:...sd8V '. 27 hp) 
lnitiativC':fJ (OC'xJ 
Spe-td:toft. 
AC: 18 (•1 Ou, ·S narunlJ 
Attacks: An!C'nnae touc.b 1') mC"IC'C', buC' -2 mdC'C 
Damage: AmC'nnaC' 1Quch rus1, buc..tdJ 
FacefRuch:Sft,bySft./S(t. 
Spttial Anadu:J!,u.sJ 
Sp«.ialQ.uall1 iu :-5cC"nl 
SavC'S:f~ .. WiJl.-s._ 
AbiJiliu: Sir 10, OC'x 17, Con 13, Im 2.. Wis U, Cha 8 
5.kills: llm.u .-!', Spo1 •!' 
..Feats~AIC"nntts 

Clima!C"/TC'rrain: An)'.. undC"rground 
Organlut ion: Soliruy o,e.p;ll(. 
Challenge RatilJ.&;.l__ 
Tffasutt:Nonc 
Alignment; Always .U.t.U 
Advanccmcn1: 6-8 HD (Med11tJU·w.c); ,_15 HD (Large) 

~lost fighrers would n thC'r face.an ao:ny of ma than(.Q.IJ.(ron1 a rus1 
monster. These crearum com:idc..and w mttal. cili.Jt:tt1.M1d ha\'C' 
ru1ntd che armor, shields. and wrapo05 of coun1lc.ss ad'l'.cnturtrs.. 

The IVC'f2&t.IUSI IDOIWC'r IDC'UUJes s fC'C'I long and 3 W-1 h.igh, 
~&.200....poµnds,._lu..squat b®y i5_protccted by_a thick, 
lJ.umpy bidub.a1 vanes m color from a ydlowuh tan undemde 10 
+a_nw.:ttd uppcLback..lt:uail 1s covcrt:d by armor plat C'S and md.s 

m 1 bon)'. proJcction 1ha1 looks like a double-ended paddle' ThC' 

:::~u:.s:hr:s~~~;a~:~~ ::1~1n;:.e on its head, OnC' benca~ 

COM.ML 
A nHlJllOQ5tC'rcan SCC'lll a mC'lal obJCCI up 1ojl) ftt1 away, dash.wg 
1owud tM .SO.W:CC' and at1C'mp11ng 10 s1nke 1r wuh lfJ a~ 
ThC' crtarutt is tt.IC'ntkss. chasmg ad\1'nful"C'n OVC'r long distmc.cs 
,if 1hey sull posSC'JS u11acuncu.1..®;«u bu1 usually CC'asmg 1lS_a1-
Hacks 10 dC"vour a frcshl)o_.nw.cd mu!. A cltver (or desptra1e) ad-
. ven1urC'r nn oftC'n dlS.ttaCl_,1._hungry rust monster _by tossing LI 

some meral obJccts.J.hcn...Oering wh1IC' it consumes Wm. 
ThC' crea1ure 1argC'ts the largC'SI mC'lal ObJCCI avulablC', stril<lng 

~~:a:; (::~~;~r::-:~~:~;:~~:b1~~~h1~:i~~ 
bur will devour thc_bucr if g1\"tn 1he opponun11f,. 

Rust {E.sJ;_ A rus1 
manmuha.unakcs a.sue.:. 

CC'SsfuJl®Cb_at~ 
an1tnnacQUSfi.tbe__w:;gC'f 
mt1al 10 conodc..b..IL..a.gJo 

pieces and becoming usdess 
unmC"d1a1dy. ThC' siu of tbt 
obj«t LS 1mma!C'rial-a full 
.w11 oC aonor ru.us ~·ay as 
qutc.kly as _.l_S)\'Ord. .M.agic_ 
armor arui -naPQnS..J.lld otbt.r 
C"nchanted_.a.1.CJllS.__madt of 
mC"tal musUllCU:Cd ac a Rr:llcx 
Sl\'t'~l.mL 

A mt.r.aLw~t dals 

a:n:~ 
Wooden, SlQ.llt .. and.mhCf.t 

nonmC"rallic wn 
- UC'unaffectcd. 

SAHi/AGIN 
Medium·Size Humanoid (Aquatic) 
Hit DiCC': ld8+2 ( 11 hp) 
l.ni1ia1ivt:+I ( OC'x } 

Spe-td: 30 fr. swam 60 ft. 
AC:t6 (+ 1 Dex,+SnaruraU._ 
Auacks:TridC'nl d mC'.ltt..2.lakts'T.Lmd«: {or2 n.kts +Jmcltt, 

1 claws r I mdC'C'), btrC' d.m~C'(; o.t..hcavy crossbow +2 rangtd 
Damage:TndC'nf id8+2, rakt:Jd.ttZ (tdhi whC'n a scconduy 

anack},claw 1d2+1....bitel.d·hLotbuvycrossbow 1d10 
Fact'/ Rnch:Sft.bysft./Sft. 
Spccial.&1acks: Blood frenzy 
SpcciaJ Quali tits: Spuk wuh sharks, underv.•ater 5C'hJC, l1gh1 

blindness. amphibious, fr,shWitcr SC'nsirivuy 
Savts:Fort+4,Rt'f+l,Will+t 
AbiJi t itJ: Srr 14, Dex 13.Con.Ji..lw..U. Wis 13,Cha 9 

Skills: Anunal Empachy .. 2,J:iJ>,l~l..is1tn .,,., Profession 
(huo1l.t2, SPQl tr~WiJdC"mns16'1t . 1• 

Ftats_J\_tulnatta 

C~lt'/[C'rnin : Warm aquatic._ 
Organlza1ion: Solirary, p,;ir, 1eam (5-8 ), patrol (11-20 plus 1 

Jrd·IC"vcilicu1enamand 1-2sharks), band (20-80pl~ 
noncombaranis plus t Jrd·IC"vd lieu1enam and t •rh-IC"vd 
chiefu.in.~20a.dulJ..sp[us t-2sharks), or1nbe(.Z,~ 
100!\nQncomba.tantJplusl Jrd·IC'\'C' llieutC"nant..~ 
I 4lh:Ja'd.dlidiain pct 40aduhs, !' 41h-k¥tl~ 
unduplit.ittlKS of lr.d-kth.kvcl,..1.Zth-lt\'c.lponltS.S..lll 
t baron of 6t.h--$cb kvd plus S-8 shark51 

Challc.n&C".Rar" 
Tttasutt:St~nda.rd 
Ali&nmt'nl~J lawful C"Vli 
Advanct'ment;_B_y charac1er class 



Sahuagin are marine prcda1ors. 1ha1 aruuperbly ad.ap.ted to 

undersea hunung. Al.so known as sea dcvilsdhtst be.illgs dwell 

in c<ns1al w11ers. formmg org1ni:u~d.groul21.J.ha1 aid shore 

commun1 r1es. 
Mon sahuagm rniui:t arcen colomion. duker aloni 1hc ~ck_ 

and lighrcr an rhc.~\tany ha\·e dark stripes, bands, or spots., 

buc chtsc 1tnd 10 fade whh ~e. Their great, mring eyes arc d«:p-t 

~:-:ob:lth:;: fl~:r :Stal~ ra~:w:a:~~ ~~~:~~I=; 
.,m.nds roughly 6 ftt1 111l and wci&hs ahQu1 200 pounds. 

Sahwgan arc are rhe narural ~of mton~ The fWO c:mnoc 
coai5t pcaccfullr Wars ~re prolonged, bloody af­

fairs U\11 .somcumcs inrc.cfc.r:c...witb sh1pp1ngand manume 1r.ide 

COMBAT 
Sahwigm att SJVlge fiihlttS. ask.mg for and giving no qu.mcr. 
Wlwi.nnmmlJl&. a Rh~cs wuh us fttt as u srnkes wi1h 
LU cl:iM or a weapon. Aboo1 half of any group of SJhuagin ne also 

I ann~c:1~h:~ raid surface dwtllers' communilirs, they ven­

IUl'C' ashore on <hrk,. moonlcss mghu ro slaughter the inhabitants 

and livestock for food They anack ships by swarming up from aU 

sides, leaVU\g a pomon of their fol'(:tS m the water as ttmfon.:~ 

men ts or 10 dul wuh opponents rhe r:ndcrs throw m10 the ~a. 

SClli! lixiJy(:J 1oauack rolls). Theyartoiherwise iden1ical.w1th. 

sahuagin. ~ 

SAHUAGTN SQCJElY 
The sea devils live by a code-of n1ual1icd behavior dtvclopcd QVtr 

,.uulltnnia. Evtry mtmbe.t...o( a sahuagm community knows in 

plact well-and rc-l'Olli.ns.thra, The sahuagin pride themselves on 

self-sufficiency aml1Uicudh.cnnce co 1hcir social code. Unfonu· 
na1cly foro1hcrs, one ollbeirco!l' beliefs is that the survival of the 

sahuagin de-pends o.o ..ruthlessly cr.id1cau~ythwgru1 1.u1m .... 
sahuagin. 

Sahuagmdwcll1.11commum11esofvaryangs1z.~ts 

10 ci r!ts, bu1lr of s1one and 01her na1ural ma1ttials dctp be.neuh 

1ht ocean waves. The crcamres employ ua.tlc.t)' oLdc.fcmn. 

borh passh·e ! ruch as seaweed camounagcl arul ac.tlX.e..uucb u 
1raps and 11mt sharks), 10 prottcl their communmc.s.. Elite 

pups of senior males (espcc1ally the four-armedl .LU.it....c.ach 

,communiry: t\ baron go•rtrns a v1!11gt, while a pnnce rules ap­

-iPtOximarely rwcmy villages. Sahuagi,n kings rule much larger 
territories and dwell within ci1ies having as many IJ six thou­

sa nd inhabitants. A sahuagm lun&dom iUtrally coven. an 
cnurc seac~s1, wnh villages and 10.wns at.le.ut.J.QO m1les.apan. 

Sahuagin clc.ncs funcuofl.ti 1tachcrs and kt.tpc.n of Jore .. c.on· 

rrolhng reli&ious.li.fe in ihru cornmuni[it$...llHp1tuhe:.puseoce 

of 1htse pries1esses wirhin their socieryJhu.Uit<ntiUOUJ sea 

dcvilsdisirus1andfc.armagic. 
TheparrondeuyofsahuaginiJSckol.ah,a~k 

Blood Frenzy: Once per day a sahuagm that takes damage in 

combat can fly m10 a fr('nzy the following (OUnd, clawing and 

,.bmng madly umil ruher 1t or ils opponem is dud. II gains +2 
~1iru.liDn and •2 Strength, and su.IIcn_~ pc-nalry. Thr 

. sah~cannorendnsfrcnzyvolumarily. SAHUAGIN CHARACTERS 
S)Kak whb....Sharlu (Ex): Sabuagm.u.n.ui.m.mwucate ttl~ 

t path1cally wi1h sharks up to ISO ftef away. The communication is 

1 limued ro fairly simple concep1s such as ... :food .. :_:da.ngcr," and 

".cntmy." Sahuagm un use Animal Empathy to..bdrit.nd aod min 

.sharks. 
Undu;wa1cr Sense (Ea:): t\ sahwpn ca.ct..lac,ue at,11Ull'S un­

derwa1c.uv11hm a »foot r.id1us. This abWry ncpr(S 1hc dfects of 

mv111bilicy__and._poor vlsibihry. It 1s lcu..c.[crtittapi.IlSLttt.nw:es 

wilhou1 cen1r.il nervous sys1emi, such as undead, oous,;w.d con- . 

s1ruc1s; a sahuagin can locaie such creatures only wirbin il..l...S.:.f®4 
ndtu~ Sahuagin are no1 fooled by flgmtnn when undtrwait 

lig ht Blindnen (Erj; .;.\b.rup1rxposure10 bn1l11 ligh1 (such 

n sunlight or a d'yl1gl11 spc.llJ blmd.s sahuagm for 1 round. In ad­
dmon to ltmporary bhndncss. t.hcy ,sufftr a -I mor.ilc penally 10 

all auaciuollsJa'ltS.Jmd che<ks whi.lc.opcming Ul bright ligh 1. 

Amph ib ious (£ii: ): SahuagLn can .survive out of iht wattr for 1 

hour R.t.L2.IX!illl.u~Lecum11u1.10D.(aficuha.r. ttkr.10 the: drowning 
rules on page 85 in 1he Dt1.-.;c£0.'1 }.fAfilaJ G1111k.). 

A male sahuagms f".otmttd cl.ass is r.ingtr, and mos.l 

sahuagm lea.ders arc rangers. Mos1 sahuagm 
rangers choose h.umanoids (elves) as 1hcir fa­
vored enemy. Ferrule. sahuagin favor 1hc 
dcnc cl.ass. Sahuagm clerics worship Scko­
lah (favored weapon mdtnl ) and can 
choose any rwo of 1he following domains: 
Ev11.Law,Srrtngrh,and-.X'u. 

µnc:d~:~e:~!:1~!i::!;>;u~~:!d ~o:d!~
1~c (~ ~ ~~ 

i-UlC1L.lcave 1he waier i.IJJo:iediaicly. l.f 1he sahuagm fa ils and ~..,. 
CIJUlilltsc1pc,hsuffc.n..a--4moralc.pcoalty10allamckrolls. 

sa\•es, and ched:s, £.\'CA.CW a .s.uccess, u mus1 repeat 1hc save ar­

tcmpc e\·cry IOminuiw1..c.cm,:w::u immcrstd. 
Slci.Lls: ~hua&JJl..ltCc.avc a...J.±rac1al bonus 10 Hide, l1srcn, 

andSpotcbKk.s.·u~nus1mproves 10+8. 

Thty receivt a +8 bonus 10 Wi.ldernus Lore and Profts· 

slon (hun1) chtckswi1h~tsoi1btit.b.o.m.t$...... 

SAHUAGIN MUTANJ:S 
, Abou1 one in fWO hundrc.d sah.ua&in.bas four a.rm.s..SU.Ch 

E
UfJirtS ca.a make Wr claw anacks or use ti:u:a 
a~uion1othuakea.n.d.bilc.111acks . 

..JI a. comm.uni ty of aqua tic elves is locaicd wilhin a 

.,Jumd.tc.d.miks Qf.a.sib.ua£,in commurul)'..about one in one b.Wl:.... 
drcd ,Wi.wi&in looks JUSf h,ke an aquatic el£ These crca!Ull'S,caUed 

mal~ swim Sptcdof 40 fttr,can remain ou1 of walctfQL.. 

I hQU.r pc..r potn! of Cons1i1u11on, and ha\"C frtshwartr and light, 



Flamebrot htr Aver.age Salamander .No.b.le Salamander 
Small Outsider (Fire) MW.ium·Sizt Ouuidtr (fire) __LargcOursider (fire) 

HhDice: Jd8+3 (16 hp) 7d8·7 (38hp) 15dst<f5 (112hp) 
Initiative: tl (Dcx) t l {Dcx) +t (Dcx) 
Spctd: 20ft. rofi. 2ofi. 
AC: l9 h: lmc.+10(x,+7natural) 18 (•1 Dex,+7natur.il} 18 (-1 size, t i Ocx,+8n.a1ural) 
A tracks: Halfspear +Smclee, longsptar+'J/ +4mclcc, tJ H11grlonppr1:ir+23/ t 18/ tl3 

1atlsbpdmelcc tailshp +7mclcc mclcc,1a1lsbp+ISmclcc 

Damage: Halfspearld6+1 and !d6lire, Longspcu td8+2 and ld6 fire, +J H11gt longJpt11r 2d8t9 and 1d8Jiu.._ 
tailsbptd4and td6flrt 1ails.bp 2d6~l and !d6 flrt 1ai.I slap 2ds~1 and ids fau 

face/ Reach: S fr. by S ft SfL S ft. by S f1./S fr. S ft.by S f1./JOft. 
Special Anackt: Hc11, consrnct !d4 and id6 fur Ht11,constrict2d6+1 and td6ftrt Hcu, consnk1.2dso and tdSfuc.._ 

sptll-likcabil.iti.cs__ 
Special Quali ties: Firtsubtype Fill' subtypt.damage relucdon 10/ +t Finosubtypc.daiu,agcmiuct1Qll20 / :t.l 
Saves: Fontt.Rcftt,Will+.S Fon -.6, Rtf +6. Will -.7 Fon.1:z..Rd.s..to~Will.+Ll 

Abilities: Sir 12, Dex 13, Con 12, Sir 14, Dex 13,Con 12, Str 22, Dex U. CQll 16, 
ln114, Wis tS,Cha 1l lnlH,WistS,Chal3 ln11s,Wis tS,Cha.J.i. 

Ski Us: Crafi (me1alworking) +t 1, Cr.tft {me13Jwork1ng) + 16, Escape Bluff• I I , Craf1 {mctalwQrkmg} +24, 
EscapeAnis1+7,Hidt+9, Anist +I t, Hide .. 11, listtn +14, Movc Diplomacy+1J,EscapeArt1S1 .. 19, 
Lis1tn-t7,Scan::h •7,Spo1 q S1lcntly +1 1,Scarch +12, Spo1 +1 4 Hidt +IS, L1s1tn ~20. 

MovtS1ltndy•l7,Starch+20, 
Scnsc.'.fon~+12,Spot•20 

fta1s: Multianack Alenness.Aluloa11ack Clcavc,Crta1Clcave,Muilia11ack, 
PowcrAuack 

CUmatc/fcrnln Any land and undtrground Any bnd and undtrground Any bnd and undcrground 
Qrganiza1ion Soli1ary,pa1r,ordusrtr (3-S) Soli tary, pair, or duncr (3-S) Sohmy, p;ur, or noble pany (9-14) 

Challmge Raring: ' 5 ' Tttasu.re: Standard (nonfbmmables only) Standard (nonflammables only) Double standard (nonllammables 
only ) ~nd.JHugrLrne:ipr11r 

Alignment: Usuallytvil {any) Usu31lyc.viJ (any) Usuallytvil (any) 
Advance ment: 4-fi HO (Small} 8- 14 HD (.Mcdium-sizc) 16-21 H D (Large); 22--UHD(.Huge) 

The Elcair_n1al Plane of fire ts home 10 many strmgr_crcarurcs, in· 
cludlll.i tMfc~mc lcg1oru of thr s:ahmandrrs. 

COMBAT 
Salamanden use metal spean heattd rtd·ho1 hJi ~fur­

rucclike bodies Blood1h1rsry and ~isuc, thty 
ano quick IQaoac:k..Iht_y prtftr 10 take on 

St~nunc btmgs, 1hcy dwcll 1nmc1a1 cmrs 
glowi.na w11h supl"rnarunl hut. 

Sal1mandcn have mus­
cular,rcd-andblack-sca.lcd 
arms and hawkish faces. 
ThcyaresdHshandcruel, 
andthtycnjO)'_tomKnl· 
ing 01hcrs. they're rue· 
ly cncoumut.d. w_uhou1 
1ht1rht.11cdmctalspcars. 
butSOJQCll.IDCSWleldorbcr 
weapons 

,. Whtn summonf'd 10 rht 
,..\b1c.nal Plane, nlamai;idcn 
ofttn asm1 forge ~'O.r.kus and 
smuhs. Their abili~ work 
mcralwh1lc11'ss1illU;ubcflrc 
makcsrhcmsomc~ 
mc1alsmi1hs known anywh~r(. 

Salamandrrs rcproduc.c._astxu· 
ally, each producing a single 
brv:icvcryrcnycanandincu­
bmna tM young m Hrc pils 
u.nul they _rtl(h maJumy. 

..EJamtbrWlu:u.nd '"craa.e..s,ala-
J.ma.nd.us arc. ac1ually d1ffcrcm 
+SP:<C1Cl.. :«hilc .Mbks tisc from 1hc 

rlllnksofthcavcnic 
Sa.b.mandca spuk lgnan. Some average s.ilamandcrs and af4-

nobleJ also speak Common. 

those who appear strongtn f1rs1, 
saving weaker entm1ts for 

slowtr, agonizing trtat· 
mtntla1tr. 

Hut (Ea: ): A sala· 
mandtr gtntraltS so 

much hut that its 
mert touch deals 

additional Arc 
damagt. ~la· 
mandtrs · 
mtrall1c 
wtapons 
alsoconduc1 

this heat. 
Con.strict 

(h ):Aula· 
mm<kukals 
au1omtuuail 

(~:J .. ,~'-t 
$::==~ 

c htck a.a:aU:ist crn· 
rurtJ up 10 ont Slll larger 

1han usclf. A noblt saWnan· 
du o.n. corutocL m.uluplt c~arurcs simulrancously, provided 
1bcy art allatleas.t two sizts smaller than LI 



SpeU --Uke Abililies: {Noble_ Wamandm only> \Jday bum-­
mg lwnds.,/1rr!MU,ft11mmg sphm • .and w~/1 ofJ1IL1LdayduJVI m11glf 
and sum1np11 mcnutrr VJJ {,buge fl re eltmwiaU • .I.b.uc. ahilirks are 
as the spells c.11151 by a lii.h.:lcvel sortcrtr f>;vc DC 12 • spdl level) 

Fire Sub~ (.Es): fl«- immunity, double damage from cold 
exccpi:onasucctufu.l_su:e..._ 

Skills: Salamandcn r«"ewe a ~,. nci.al bonus ro Cnfr (mc1i.l--
1ni) slull checks. 

Feau: Salamanders have rht Muldauack feat C\'en wuhout th~ 
.,..ttQV.1sue three na1unl wc_apoiu.... 

s'~MANDER SOCLEJY 
~mebrothers, 1he smaJka.ia,bmaodcn, art barbmc and tribal. 

Often more sophisucatcd..9.lamanders force rhc1r cwiliiarion 
upon their fmalle:Lkin._SUamandu nobility make .111 pom1 of tr.iv· 
elmg through the plan __ ti..k;muna secrc1s 10 funhcr 1heir powt'r 

,___Th~co_ccd ~ c_vcntuilly return to master their 

tow!~~;,:::.=«:i~~a~;1i~gd~~:~mtd by size and powCJ-

flamcbro1hrrs arc the lowest class and the from ranks of salaman­
der umics. A\·CO£e salamanders arc the middle class and the 
main fighting force, while noble salamandcn are commanders. 

Salun.111ndcr nauons do their bes1 to resis t rhe mighty t'ltmcnral 
lordson1he1rpbnc,and 1heydisdam1hcazcrs.cfrcc1,andmhcr 
mhab11an1s. Tht'y of1en fall. though, and art enslaved by other 
fiery masters or conscnpred into c_le:m~a.l aurucs. 

~MANDER CHARACTER£ 
-~mcbrothcrs ha\'t no favored class. Thc_y .lQmCti.mt'S become 
~dcpu or wmio.z::s (Stt pages 37 and J.9 m tbLO.U.SM.W,'•i..-'lA--<nU 

• G11uk for more abou1 these classes ). i\\•tra&t oc.a_o_hle~bmanders 

.maybeclt'nCJ,SOttt'rers,orflgh t trs l1hc1r~j. 

Mcdium·Siie fey 
Hit DictUsi.&tS (22 hp) 
lnitiuive: -+I (Dex) 
Speed: 40 fi 
AC: 1S (t l Dex,,... naiuralJ 

SATYR 

Am1ch:: Core ~1 mtlcc...daucr -3 mtlcc; or shonbow .-3 rana<d 
lbm.1113e: Gore td6, dauer 1d'4, o,r..shonbow td6 
F.111ce/ Reach: S £1. by S f1 j S f1. 
Special AnackUFtS 
s.111 ... es;_For1.-2._Rc(-+.S,Willts._ 
Abilitic_£.Su..1.Q.Jlu..U,Con1.2.Jm.U..__WiUl._Cha U 
SkiUs: Blu.fJ •9, Hide -+l),lls1t'n • IS. MO\•c Si.lt'ntly .. 11, 

hrfonu..Uiance, pan p1ptt, pluJ :ul)'.,tWQ..Ot.bers) ,.9, Spo1 •IS 
Fea1s: Alennt'ss, Dodge, Mobility 

,___ 
Clin;iuc(femiin: Ttmpj:.r;nc forest 
Organiu1ion: Solitat)'..___bmd (.2-S),or 1roop {6-t t ) 

Challenge RaliJJ&"....tiw.idu:u11 pjpcs) or 4 (wuh pipes) 
Treasure: S1andu.d 
Alignmt'nt:U.suaijy~ 
Adnncement; 6-10 HD .(_Mcd1um·sizc 

Satyrs, also known as fauns, are hc_do.ri1$li(.Cru1ur5J.bat frolic in 
rhcwildplacesof1hcworld.Thcr lQVdllit'~dnnk.and 

passionaieromanct' 
,J\ 91y.r i:nlghr best be described u a horned man w1t.h 1ht' legs 

S
~rcdo.r___dlcstf\Utb.rown,whileitsh®-.·c_sand 

e lC:Lbl;ick. S.lltyrs arc far more likely 10 be found carrying 
~mW$ Q[_Qsntlcsof WIJIC:,!lwi weapons. 
For the: mos1 pan, s;ityn lta\'t' 1ravclcrs alone. They arc, how-­

C\'t't...mQ« than a 1111\c mischievous ind of1en Sctk fun at 1hc '-.¥: 

peng of 1h05e who wander too near their woodland homes. 

COMBAT 
The keen senses of a suyr make LI almost impossibl~wc 
one m tht' wild. Conversely, wilh their own natural grace and 
agility satyrs can sneak up on 1ravtlers who au_ rull c.mfully 
wa1ching the surrounding wilderness. 

Once engaged in bartlc, a.n_una.ane_d»tXLJ!lacks wnh a pow­
erful head bun A satyr c~ung 1roublc is likely 10 be .111rmcd 
w11h a bow and a diucund Q1m'.allx.loosts arrov.'S from h1dmg, 
wukcrunaancnemybefou..i:k>smi. _ 

Piptos (Su): Satyrs call pli)> a \•nicty of magical runes on their 
pao pipc.s. Usually, oo.ly onc_satyuo .a.group carries pipes. When 
ir plays, a!I creatures within a 60.foot spread (except saryrs) must 
succcc_d.au Wi.ll 5avc (DC 14)or ~ aiTcc1ed byth11nn pmon,Jlup, 
or/t11r,as 1hc spcllsasr by a 1orh--lt\•d sorccrcr(1he S<ltyTChOOSH 
rhc 1unt' arul irs t'ffcc1). In 1hc h.<lruis of orhcr ~mgs, these p1pt11 
ha\·t' no special powers. A crcuwc diat successfully sa\·cs aj:Jtnst 

any of the pipes effccuc.111nnotka.f[e;c1cd by the same set of pipes 
again for one day 

A saty.i often l.4$:C!t us pipes to c__harm and seduce cspec1ally 
comdy_womt!UlUO pw.a p_my of ~dvcnrurcrs 10 sleep and then 
steal thcirvalwables. 

Ski.Ill: Sat)'..($ receive a +'4 rK.ial bonus 10 Hide, listCJ1, M O\'t 

S1lcndy, hrform, and Spo1 chc<:ks. 

Large Bt'asl 
Hi1 Dicc:6dUltll{51hpJ 
Ini t iative: t.1.1,.Du:J 
Speed: SwUD .. 0 ft. 

- .5.iR...t~8na1urah 
Au_a_cks: 2cbws -+7 JXJe:itt, hire •2 mdcc 
18.ro•1e.;..ClawJd6.-.t..buc td8r2 
Face/Rcach;..S!t. by 10 f1 -/S fr. 

SEA J !ON j 

1 



SpC'cial Auaclu: Rend 2d6~6 
Special Quali1iu: Seen! 
Saves: Fon .s, Rrf •6, Will ..J 
AbiUtics: Sn 19, Du 12..Con 17, J.ru.j, WLS U, Cha 10 

Skills: L1.S1en •7, Spot tZ 

1 Cli.mau~/ferrain: Tempcntund warm aquatic.. 
O.rganiu1ion: Soluary,.pair,Ol'..pride(.S-J.21 
Challenge Rating: '4 

.J".rc:asurc:None 
Alignment: Al\Vjys nturra.I 

~Advanccmcn1: 7- 9 H 0 turgcU..0:-J.BJiD (HugtJ 

A sea hon LS a fnrsome aquwc creafurt wi1h 1he head and fore­

plW5 of a hon and the body and ml of a f'lsh. 
Thtsc predaron inhahu.. sh.allow coas1al "'a1ers. making 1he1r 

.Jn~cucs..ot..l.DJ.hcwreckageofships. Theyhumfor 

,.fish._aqw.uc mammals, sea bmls. and anything else ihey can catch , 

I an~kai
1

~ons are aggressively 1em1orial, ac tackmg any crtarure, re- , 

gardltss of sill, Uu.1 em en 1he1r domain. Their chief enemies and 
compel iron are sharks. and sea lwns go ou1of1heir way to arrack 

1hem. Sometimes 1hey fonn temponiry pndes 10 deal wuh panic­

ularly dangerous or resisranl m1ruders. Their normal pride s1ruc­

rure is much like tha1of1enes1nal lions. 
A typical su lion Is 12 fee1 long and wdghs 800 pounds. 

<).OMBAT _ _ 
, Sea lions auxk on s1gh1, euher for food or.. to defend rheir tern­

, tOry. and use both cbws :md teeth_ 10 gnlu.nd.re.n.d their prey. 

They display trtmendous cour:ige. alway.s fi&hun& 10 the dearh, 

even agamsr creaiurts many nmes rheir siu....f:l.in and pndts of 

.sea lions amck in conccn, 1rymg ro wear..i.hc..opponcm down 

umil one bc:m can dispa1ch u 
knd.(.Ei): A sea hon thai hus wath_bo~· a.tucks b1ches 

onto thc.J'.lpponenls body and 1ean the flesh.. This au1omaucally 

deals an.addiuQflal 2d6.6 points of damage.. 

Medium-Siu Undead (Incorporeal.) 
Hi1 Diec: ldt2 \ t9hp) 
lni1iat ive:+2 (Da) 
SpC'ed: lQfL~fly 'lO ft._(good) 

SHADOW-

AC: ll (-.-2 OU. ,.i deflecrion.l 
At1acks:Jncacpoml1ouch •l..mdee 
Damage: incorporeal 1ouch td6 tt:mporary 

Strmg1h 
ace/Reach: 5 f1 by 5 f1." 5 fL 

~S~cial Anacks: S1rength damage..cua1e 

1-- spawn 
Special Quali1ies: UJ:adud. lllcorporeal. 

+2 rum rts1stancc_ 
Saves: Fon .1. ~ d, Will tt 
Abili 1 i~: Str-.~"="'..J.n16, Wis 12, 

Chall 
SkJJls: Hide ~s. lmuil Oueaion tl. Listro.J:Z., 

Spo1 •7 
Fea1: Dodge 

Clima1ejTcnain; Any la.nd and underground 

10.rgani:r.atUm;,,So.luar;y, g;i.ng (2-5J, o.uwann {6-11} 

Cha11cngc..Rating: 3 
llcasw:~one..... 

Alignment: Alwa)"5 chaouc evil 
Adva.nceme.ru: +-9 l:ID .Med1um·me) 

Shadows are creaturu..of lwmg darkness. haung Ufe. and ~ 
wuh equal (ervor. Thciuouch bestows the painful chill.of ncmao 
1s1ente, making rhem very dangerous opponen1s. 

Shadows. as one might expec1, look L..kuhadaws.. 
They are mort or less humanoid 1ll shape._ cWB­

cult 10 see in dark or gloom~us but 
standing out starkly ID brightly 11lum1-
nated places._ 

..Narum enemies of all 1hat li\'e , 
.shadcN:sareaggressiveandprtdatory. 
Ihe.y are quid. to smk.e and make 
iliort w.orkoitliDR unpreputd 1odeal 

vatlithcm.. 

COMBAT 
Shadows lurk m dark placts. wamng for 
living prey w hap~n by. 

SttcngthDamage ( Su):~ touch of a 
shadow.....duls Jd6 pomis of rempo1111ry 
Strength.damage 10 a lwing foe A crtarurt 
rtduced.1QSlttng1h o by a shadow dies. 

Create.Spawn (Su ): Any humanoid re­
dw:ed 10 Strength o by a shadow becomes 

a shadow .wldtr 1he control of 1l5 killer 
wuhin td'4 rounds. 

&w fec~:1:~: :1:;u;::l~s7s'.~!:!~= 
e.ast • ..1'S.QtsubJ«I rocnncal hils,subdiul.~ 

ahili.ty damage, energy dmn. or death.fmm..masm:t 

<bnu•" ~ .IncorponalCan be.harmed tmly_by.o_the -
porcal C(e31urts, + l or be.nu magic weapons, or 
~1h a 50'\ chance .lQ...ignore any damage 

from a corporeal source Can pus through solid 
ctbJ«U aJ.. will. and own anacks pass 1hrough annor 

Alwayslll.O\'CH.ilcntly. 



SHADOW MASTIFF 
Mcdium-Sb.c Ouuidcr (fvilj 
Hit Dh:c:okl8+t2 (lOhpJ > 
~=:i;~:f;s (+I Dex, tt Imp~·td lni1fa uvc) )' 

AC:14 h t0ex,+l 
~rural) 
.Anackt: Bue t7 

Face/Reach: S ft. by S f1./S f1 
Special Anacks: &y, trip 
Special Qualhics: Shadow blend, scent 

avcs:fon•7,Rcf+S,Will+S 
ilitics:S1r 17, Dex l),Con 17, lnt ... W.11.U...Cha I) 

Skills: l..Lsttn t8, Spot +8, WUdtmess Lore +-r 
i-ftatS: Dodge,lmprovt'd lni1ia1i\'e 

Climate/fernln: Any land and underground 
Qrgani:u1ion: Soliury, pair, or pack (S- 12J 

ChalkfW' Ruing: S 
tn:asurt.None 
Alignmc_n1 : Always neuinl evil 
Advancc.ment:5-6 H D (Med1um-sl2.C.l;J- 12 

HD(l.arge) 

Shadow mamffs arc great, black hounds rha1 
prowl rhc mgh1, sccluni.any prty they can find 
Their nauve plane is a place of sluadow. 

A shadow masuff Is as large_ as a S1 
Bernard, wuh a .smoo1h coa.L and a 
sleek body. 

COMBAT 
. Shadow masliffs prefer flghring in 
,.shadows or duk condiuons, which 
.~cm a great advanugc A mag· 
ical.ligh1 source banlihcs 1hc shad· 
OWS they Jove, but srudQ»'. IJllSILffS 
art cunning tnou&h ULtithc.r move 
ou t of 1ht Ughuu:. bac.k off and 
brcakup 1heoppos.iUOll..Wllh their 
baying They havt been known ro 
st1ic and carry of£ tte.m.s en· 
chanrcdw11hd.iyl1gh1spells.. 

Bay (Su): When a W.adow 
masnff howls or barks, all crca­

t 1urcs. except C\'i l OUJ.Sidcn 
t wuhin .1..JOO:f.oo1 spread 
+_musuucc.ttd._ataWillsave 
~Q.lnt.pamdcd for2d4 rounds. This isa sonic, mind· 

afftc:Ull.i fur dl'ec1 Wht1her 01 DOI the save ts successful, an 
afftc.tt:d.atitttlrt u; immune ro rha1 masn ff's bay for one <by 

Trip (..Ez): A shadow masnff 1hai hin wnh us_ bile., 
auack un Hftmp1 10 mp 1hc oppontm as a free action 
(su page -139 in 1he Pfoytr'1 Handbook) without mak.mg , 
a iouch anadr. or provoking an mack of opportunuy.1.L+ 

the anempt fails. the opponenl cannot n~ac 1 10 mp 
rhc shadow_mas_uff. 

Shadow Blend {Su): During any conduions other 

1han full ~1. a shadow ma51iff can dwpptar 
imo 1he shadQ'NS, giving u mne·ttnths conculmenL 

Aniflcial illwmnauon, ev1m a l!ihLor-tortllllM41/LuflL.. 
spdl, does not ntgair 1h1s abili ty. A J11yl1g.l11 spell. 

however, will. 
Skills: A shadow masnff rtt:tll'CS a .,4 tad.al bonus to 

Wi.lderness Lore cbtcks when tncktng by.sunL-

SHAM Bl ING MOllND 
Large Plan1 

Hj1 Dice.; ad.8.-.24 (60 hp) 
l.nitia t ivc: tO 
Speed: 20fL 
AC: 20 (-1 size, .11 na1un1U 

Anacks: 2 slams • lO mdtt 
Damage: Sbm ?d6-.5 
Face{Rtach: 5 ft by S ft./10 f1 
Sptt.ial Anacks: ImproYed gr.ib. conmia..2d6.tl' 
Special Qualities: Plam, electricity immun.ily...fu:ucs.1.1tancc JO 
Saves; Fon t51, Rc(.tl, Will +2 
Abilities: Str 21, Dex lO, Con 17, Int 7, Wis 10, Cha.9 
SkWs: Hide .o-. Listcn.M, Movt S1ltn1\y +4 

' Climate/fernin: Tcmper.11c.and w~ 
, forcn, marsh, and underground 

Organiza1ion: Soluary 
Challenge R..11.ing: 6 

Treasure: I/ 10th coins; SO\. goods; 
SO'\ucms 
Alignment: Always ncutr.il 

Advancemc_n1:~(Largt l; 1)-24 
HD(..l:::luge) 

The carnivorous shambltr is almost 1orally 
s-ilen1 and mvmblc. in us narur.il surroundmp, 

of1cn ca1ch1ng oppontnis flat· 
footed. Ir may lie p.iimally sub. 
mugc.d m a shallow bog, wa1r· 

ingpa11cndyforsomecreatutt10 
walk onto 11. Shamblen movt 
euUy through war er as wdl, and 
1hey ha\•e bttn known 10 sneak 
inro 1ht camps of unsuspecung 
tr.ivclcnat mghL 

Adventurers tell srone:i of 
shamblrn mov1nz .abo.ut d.u.c:: 
Ing intense clei:trkal..storms 

wilhout so much a.s..ihnclung Irom...i 
di rcctli&htrungsuikn. 

A shamblc.r.·s .lcM:u half has an 8· 
foo1ginh, tapuing_toabou1 2 fttt at 

ns "head." 



COMBAT 
II shambling mound bantn or constricts ll5.0ppo_ncrus w11h rwo 
hug(',armliktap~ndagcs, 

Improved Crab (.E.rj: To usr 1h1s abiluy, 1hc shambleunus1 hn 
an opponcm of up 10 LatiC _size with both arm anacks. If u gctS a 
hold, 11 canconsmo.... 

Con.nric1 (&): /\ shamblu deals 2d6,7 pomuof damagt with 
uucc«sful grapple' chttk .. _;1.g~tUr~ a.umalltr c~aturc~ 
shamblcr can mil moYe but cannol 1akc any :mack acuons whui 
.cons1ric1ing. 

Plant: Immune ro mind·infi.ucncing rffccn, poison, sleep, 
ianJysis, s1unning, and polymo.rp.hin£,. Not subjtcr 10 critical 
hi1s. 

Eltt1ricity lrn.munity (.Ex): Shamblcrs 12h no damagr from 
tltttnc1ry. lnsrnd. any tlrctncal anack {such as shotlnng gnnp or 
/1ghlnmg boll) usM lga,ulSU shatt1bltr grants ii td4 pomu of ftm· 

poran.(.onsn1ution.Ihc.shamblrr l~s rhcse poi ms H 1ht me of 
J I perboUL 
r Skilb: .. Shambl.uutttlV(' a t-4 rn:ial bonus IO Hu.le-, Listen, and 

blove Silcnrly chttks "Tht'y rttt'iv<' a +12 bonus ro Hid<' checlls 
wht'n in a swam.p_y or fores1fif un. 

SHIEi D GllARDIAN 
Luge Con.nruc1 
Hi1Diet-:1.sd10 {82hp) 

iJ.nlli11ive:+O 
I SpC'ed:JOf1. 
AC:M (-1 Sitt,"+IS na1ural) 

,.An acks: Slam ~.16/•l l / +6 melt'<' 
Damage: Slam ld8+9 
Face/ Reach: 5 f1. by 5 f1 10 fi 
Sptt.ial Auacks: Spc-ll normg 
Sptt.ial Qualitit's; Conmuc1, fur hnlm& 5,shield 01hu, 

&lWd • .find mas_tcr 
Savt"s: f(t[l ,.5, Ref +.S, W1ll +S 
Abi.li1i<"s;_S_tc._22, ~x 10, Con-, Int-_.._ Wis lO, 

Chat 

CUmalt'(Tcmtin Any Lind and underground 
Organiu 1ion. Soluary 
ChaUt":n~ Rating: 8 
Treasure: None 
AlignmC'nl: i\lwayt_neutral 
Advanceme.n1: 16--24 HD{Large); 2.S--45 

HOUiJ.lg(} 

Crtaf<"d by spelkasrt"rs 10 be- bodyawnll._ 
.sh1t'ld 1uard1ans are cons1ruc1s 1h11 pro1tt1 
• th_ei,r 111,:mers wnh spells tnd smu.ma. 

A sh1tld gumlian is an_iqiposing h.u,mano1d 
flgurt' of metal, wood, aod SJ.one rhai., when fash· 
ioned, is kt"yed IP a RaIDtuiat.amul<'1. Hencrfonh, 
11 rrgards the wr.aru of 1hat amulr1 to be- us 
mascer, prote(.11",& an_d .follQWUl.&- that pc-rson 
rvC'rywhrre (unl~s sptoeUluUy commandfif nCM 
to do so) 

A shield gwrd11n obeys in m;u1u's verbal 
commands to 1hr bts1 of 1rs abiluy.._altboug.h 
11 is not good for much beyond combat and 
p_ombly slmp.11:: manuaUabor. It on also bt 

t=;::~:~d:~!~sa:r!~~c 
Ihc.. WWt.LOLthc a.mu.lr1 can call Jht 
sh1rlda\Jjrd11nfromanydis1ancr.and11 
w1llmroe.u.ktngas u i.ton thrsamrplant' 

COM.llAJ: 
Shield gumhans arr ma1gh1forward m ban!t. bashing w11h thw 1 
hnvy s1onc_f15ts. They art' made for dt"fonse and arc not pa.r::ucu.: 
larly 1mpres~v1::.on offtnSt". 

Spt':ll Storing (Sp): The..shidd guardian can srort' one spell of 
ith ]c\·cl or lower 1ha1JS.c.asun10 ii by ano1hrr crruurr Ir ·c.asu• 
1hts spc-11 whC'n comn:u.ndc:d..Dr when a prfi!t'termined siruauon 
anStt. Onct' 1h1s 1S u.se.d..!Lcan srort": anCMhrr spell {pr_ the 54.fnC' 
spell) 

Conslruc1: lmm.Ul:\1::.. 10 mmd-influenCUI£ dltas. ~ 
case, and similar rffects Not subJtCI ro cruicalhus....subdual ~ 
damagr, abihry damage, rnrrgy dr.iin, or dcnhitom...tnassl.Y.I::. 
damagr 

Shidd 01h<"r (Sp); ThC' wnrrrofthe kcy__ed_amulcu:anac::n:.., 
val(' this dcft"nsi~·<' ab1luy if wnhm 100 fet'f of thoh.ic.ld gwi.rd.wi.. 
Just as 1he spc-11 of thr samr name, 1h1s 1r.insfr_rs u:i 1hc-_ guudan 

.half 1he damagr 1ha1 would bt deah 10 1he amulrr Wta.[u..UhlS 

.abiliiy does no1 provide rhr spc-ll:S AC or save bonuses, buc stt 

.below). 
Guard (Eli:); The shirld guardian movts swifdy 10 defend rhr 

amulr t wrurr by us sidt, biocluDg.blows and.disrupung foes. All 
anacks aga1nsr thr amulet wearer suffer_a.;,;2 drfle.cuon pt_nalry_ 

find Mas1cz: (Su): No m.auu 1hc dlS1an(.C..as lon.g a,s they m 
on the same plaM, tht' sh1d.d guardian can.£l.nd.thu.m.uU.wcaru 
(or JUSt lh<' amult't, if 111s removC'd afur 1hquaalu.n.Js caUNJ 

CONSTRUCTION 

~o~s11%:~.~;~;:~QS~~~:;,~~::~~::t:~ 
and spc- 11 componcmulm arr consumed or btcolllt.a pcmu.nCD.4 

~n of tht'm This cos1 mdudrs 1,QOO gplat..rhCi 
bo_dy and..SOO gp for 1hc amulrt 

Thr first rask is crra11ng die body..a... 

.!'-~ .. ~~ .. hub::~:. s1~~~.r:nt1~~ 
cons1ruct'.s mastc.r__can as­
srmblr thr QQd)'__QU,a.D hitt 

somrooe rlst' 10 do 1he JOb. 
CKaun& r..hJ:_body rtoqu1rrs a suc­

crssfu! Profrs~ion (rng1nttr· 
.10g) or Crafr (sculp1urr 

chcclt {OC t6). 
The St'cond requ1rC'­

mrnttscreaungthC'keyrd 
amulr1 from bronze, which 
rc-qu1rrs1 successful Craf1 
{mt'ulworking chrck 

(DC 12 
Af1t"r 1ht': body and amult'I 

art. fashioned , rhe creature 
must bt animaied through 
an ex1rndrd magical ritual 

Jh.al requ1rrsawrt'ktocom· 
plt'1e. Underst~ndmg tht' 
n1ual rrqu1resa Uth·le\·d 

charac1rr wuh 1he Craft 
Wondrous hrm..ftat...Ih_e 

creJ1or mun laboc....fu.t.u 
lrrn8hoursr.acb~ 
spc-ciallyprcpa.rc~ 

10ry o_r wodr.room. _Ib_e. 
cham.bu. l5 n.u:uJar ID 
bot.h an Jichcmists 

labonuory and a 
smuhy and cos1s 1,000 
gplOC'SUbhsh 



When not wodung on 1hc. nnW."1bc charancr m1151 ru1 and 
can perform no or her acuviutt except eau..a,g ... sltt¢.ng._or_ talk.mg. 
If pel"SOnallyconsrrucnng the c.rca1uu.UtQl:iy~amr..can per· 
form 1he bui.lding and ow.al toge1hCL.l!.the creator m~s a day 
of 1hcrirual,1hepmccss..fu.lsandmustbestar1cdagain. MoncY-r 
spenr is lost, but X£spcru..arc.not The shield guardian'' body c 
be reuSt-d, as can 1hc c.hambu. 

mplenng 1he ri1ual..draiw..2,000 XP fram thc- creator amlr · 
quires lrm1!rd wuh, l«cilt objttl, mall whoil, sh1tld, and 1hrtld od1n:, 

prluch must be cui on 1hc finald,:iy .oLth.c.nrual. The creator mus. 
cast the spells personally, bu1 they cw come from ours1de sources. 

~scrolls. 

AMULET 
If 1he keyt"d amulc.t.is desll'.O)'eJ, 1he guardian ceases to foncuon 
until a new one is crcate:<L lf the wearer dies but the amule1 is 

i-Wt2C.Whc..shicld gUMdia..n_carrics out 1he last command gi1'en 

i-- SHOCKER I IZARQt 
1
smal1 Magical...Bcas1 
Hit Dice:2dte>.2 {llhp) 
lnhia1ive: •2 (Dcx.) 
Speed: 40 ft., chmb 20 f1 , swim 20 fr 
AC: 16 1.1 sUe, .. 2 Dex, • 3 na1unL 
A.nae.ks: B11c •3 mclee 

amage: Bue ld4 
cc/llcac.h: 5 ft.by 5 (1 ./5 r, 

. Special Amcks: Stunning shock. lct.halshock__ 

1 Special Qualities: Elccmcity sense. ciKlrkll)ummwlicy 

t !bvJ~;i!;:~;r3;:,C~!\~i~;~ 13. Im 5. Witil..Clu 6-

Slti.l.I': Climb .. 12, Hide •I I, Jump •4, liswi.d..SpoLd 
,,Fcais:h.lcrtness 

Climatc/Icnain; Wann aq1m1c, manh, and underground 
Orpniz.ation:..Soht;uy, pair, dutch .3--5), or colony 16-l.lL 

CMllenge R.ating: 2 
,.Ircasutt: t/ I Ocoms;.5~.50'\iuems 
.,Alignment: Usu.illy neutral 
~dvanccmcnr : 3-<tJiD (hle.dium·s1ze); S-6 HD(.l.arge) 

The shocker liurd IS a..sle.e.k repule whose body can ge.nerale m· 
1enseeltc1ric1lshoc.k.s. 

A shocker lw.rd bas a bullei·shaped he Old sporu.ag a large pair 
ofhoms tha1 swccp bKk from 1he sides hke sp•ky 'US "s1mjhr 

srruc1ure appc-an on the up or 1he 1a1l. The cruwrt..hau p.ale.gray 
orbluc.unde.rs1de,shadmg toadarktr hue.on 115 back h bas blue:. 
black marlwig,ulong iu blc.k and ml. 

Shocker Lizards prefer warm and damp condwons..a.ad ofit.n 
.,.Jude 1n swamps. shaded nverbanks, and water·fllled Q)'.ts..Ihty 
,hum fish, repnles, and small animals, but also scavenge or 1ake 
f,uge.r prey from tunt. to ume. They spend most of 1hcir 1imc. 
.;.ludmg and wamng for prey to happcllby. 

COMBAT 
Unless i1 is \'.CfY hungry. uhocker hurd diilikcs ..fl.ghung c.rta· 
tures brgcr.than..usclf amlusually tnes tQ..WUD...ofi'...mtrudm by 
em1mog a series of rapid clicks. The sound.Ji.aCIWJly a.low-power 
elec1ricaldi.scharge,andh1•1ngcrearu~ul 
1he curTen1 uckhng their skins and scalps. lfibc wammg &,Is the 
lizard ruses i1s hams.and t'1il 10 adminmcu~ 

A shocker lizard rche.s on us cltcmcal abiliueun..c.omblt. /\ 
lizard 1e.nds ro b11c.onlµfter !IS shock has rendettd..an op~~ 
unconscious .or when the shock seems 10 have no. cffea at.~ 
Lonelizardsflet..wiccthcydelivcrthe.ir shocks,buii[othmar 
nearby, rhey all home.Jn on their comnde's discharges. and a • 
mm1s1erdeadlyshocks1othefoe 

S1un n ing Sboc.k_(S.u): 
Once pe.r round...a..shoc.kcr 
lizard carulcln'.e.c.:uulrctn· 
cal shock 10 a single opp!> 
~rn5fee1Th1.s 

attack deals 2ds pomu of 
_subdual dunage 10 living 

owcaenrs (Reflex half OC 
l2), 

et h al S h ock (S u ): 
Whenever two or more 
shocker lizards ue wi1h1n 
25 feet of each 01her, 1hey 
can work rogc1her ro 
create a le1hal shock. This 
cffecr has a rad1u.s of 25 
eel, cenrered on any one 

_con1ribu11ng lizard The 
..!bock deals 2ds points of 
damage for each lizard 
conmbunng to u (.Re.flu 
half DC tO t number of 
lizardsconrribuu 

Elccrriciry Se nst...(f.s,k 
Shocker liz.acds_auio.m.a.ti:: 
cally detec.i any clccmcal j 
di.sch.arg~oo.!ttt., 

rece.~\~1~=u~S 
H1dc_c.htcks due ro 1he1r 
colorauon. 



Hi1 Diet: 
lniliadvt: 
Spetd; 
AC: 
Auacks: 
Damagt: 
Face/Reach: 
SpecialQµalilies: 
Saves: 
Abili1ies: 

Feau: 

Hi1Dice: 
lnltiatlve: 
Speed: 
AC: 
Anacks: 
O;image: 
.fact/ Rtacb: 

t-5pecialQuali1iu: 
Sa.ve.s: 
Ab.ililic:s: 

Hit Dice: 
lnhia1ive: 
Speed: 
AC: 
Auacks: 
Damage: 
Face/ Reach: 
SpecialQuali1ic:s: 
Sa vu: 
Abili1ic:s: 

Feats: 

Climale/ftrnin; 
OrganUa1ion: 
Ch.alknge Rating: 

Tre:uw:c: 
Allgnmcn1: 
Advanccrnenl: 

TinySkde1on 
Trny Undcad 
1/ 4dl2(1 hp) 
.. .s (..i Oc:x, .. -tlmprovedlnimove) 
JOfi. 
U t.2 siz.e. tl DcxJ 
:!.da"'110mdtt 
Cla•v ld2-2 
21; 2f1 by21 2fLJof1. 
Undead,1mmun111es 
fort+O.Rtf .. 1,will.2 
Srr6. Oc:x 12,Con-, 
ln1-.W1s10.cb.a11 
lmpl"O\·td lrutuu•·e 

Large Sktlrion 
Luge Undead 
2d12(1) hp) 
•S ( -+! Oc:x, ,.4 Improved lniuauve) 
40ft. 
lJ (-1 s12e, .1 Oc:x. •l na1ur.111) 
2claws .. 2mdtr 
Clawtd6t2 
Sf1.bySft.110f1 
Undead. 1mmun1ues 
Fon +O, Ref +I. W1l1.3 
Sir l4.0c:x\2,Con-, 
ln1-,\l'1s10,Chatt 
lmprovedlnmaiwt 

Cargan1uan Skeltion 
Cargan1uan Undud 
t6dt2 (104hpJ 
+S (•I Oc:x,ttlmpl'.O\'~lninauve ) 

4-0f• 
1l ,-4,Uze._,J Oc:x.t6na1ur.11I 
2claws.10.mc.ltt 
Claw2d6•6 
2of1.by2of120£1. 
Undead, immunin~ 
Ion -tS, Rtf •6, Will .10 
Sn 22, Oc:x 12, Con-, 
lnt-,WtslO,Chatl 
lmpl'O'.·ed ln1tiauve 

Any land and underground 
Any 

Small Skeleton 
Small Undead 
12dl2 (lhp} 
+S (• I Orx,1-4 lmprovtd lniti.a.J:h·cl 
}Oft. 

ll (• l size,+I 06:,tl na1ural) 
2cllws+Omtltt 
Claw1dl--1 
sf1.bysrt.; s f1 
Undud, 1mmunmes 
Fort .. O,Ref .. 1, Will•:? 
Sir 8, Dex 12, Con - , 
Im -, Wis JO.Cha 11 
Improved ln1tta1wt 

Huge Sktleion 
Huge Undtad 
4dt2 (26hp) 
•S (•I Oc:x,•'4 tmpl'O'.'edini1bnve) 
-tOft. 
ll (-2 Sitt, ti Dex, •'4 naruralJ 
2clawst.+mtlte 
Claw 1d8tt 
ill.it.by tOfr 15 f1 
Undead,lffimunmes 
fort.i,Ref.2,W11ltt 
Su18.0ex 12,Con - , 
l.nt - ,W1s\O,Cha 11 
I.mprovtdlnm:mn 

ll (-Ssizt, • l Oc:x. +10na1urall 
2daws.16meltt 
Cbw2d8•8 
40ft by40fi ' 2S f1 
Undead, 1mmunu1tS 
Fon•IO, Rcf.11. Wall .18 
Srr 26, Dex 12, Con-, 
ln1-,WistO,Cha11 
Jmprovtdlnitiam·e 

Tiny 1.·6~Sm.all IJ-t, Mtd1um-s1ze l t J; Largt I, Hugt 
2; Gugan1uan 7; Co.loss:ll 9 
None 
Alwaysneutr.U 

Mt'dium·Sixe Skdeion 
Medium-Siu Undn.d 
ldl2 (6hp) 
t.S ( ti .Dex, ti lmpW\·ed lmriauve) 
30f• 
ll (•tOex,.2narura1) 
2cl.aws.omeltr 
Cbwtd4 
5 £1. by.s ft 1.S f1 
Undud, 1mm11nJUt5 
for1 •O.Rd' •l,WJ.l,2 
S1r10,0tt.12.Con-, 
ln!-, WJ.i.1.ll..Chatl 
lmprO\'.cdJJuu.:itwe 

Tiny, Small, and Med1um·s1ze - ; Large 3 H.O (Large)< Huge 5- 15 HD \Huge); Garganruan 17- )1 HO 
(Gargamuanr. CoJosg[ JJ-64 HD (Colossal} 

SkeleionJ art rhr ammatcd..bo.ntt.o.U.hc dcad._mindlcss automa· 
ions rhu obey 1he orders o( rbe.u b'ilmasm:s. 

COMBAT 
Sktlttons anack unn.l destroyed, for 1ha1 1s what they w~ 

These undead crearuru ue..sddwn prbtd IDth.a.nr:l.h.m.g more 
than tbt romng remnanu .. o!any aonor thty wett wunng when 

, $la.m.J>inpomts of red light smolder an tlmr empty ere .soc.keu.. 

~=~£"~,~~U:!d af~~=f~~1~~:~;::0~~ 
+J.anw:nian •. thi.Lr.10.urucuons mus1 alwa)'.S.bt simple, such as..:Kill 

myonc who tmers tlus chamber." 
Tbc.smw.ia block dtscribts skeltionf wuh humanl1ke fo~ 

Skelt.tons with dtffrrtnt forms may ha\'C difTeren1 s1ausucs. 

:::::~::_m1~byagroupofsktle10~ 

Urult.ad:.lmmu.ne 10 mmd-mfluenc1ng e[~ 
par.UpJ.S. nunrung. and disease. NouubJ«l ~~ns • .s.uttf 
dial damage. ability damagt. energy draJD, or <iv.th from massive 
<I>,.,. 

.lmmuni.1irs (£.&:): Sktlt1ons havt cold unmumry_ Because 
they lac1Uksh.ttr.wcmaJ organs. they take only half dam a gt from 
p1erong w:sla.ihang weapons. 



Medium·Size AMn in ion (Aquatic) 
H it Dice:2d8+2 (1l hp.)_ 
l nhiarive; .,. I (De.11:) 
Speed: 20f1~1Wl.Dl <tO ft.. 
AC: 13{+1 Dex, ~2 naiur.r.IJ 

SKIJM 

u acks: Bne -..5 melee, 2 claws. +O me.lee, 2..1'.llkes -..O mdee 
Damage: B1re 2d6+-4, cbw ldh2, rake td6-<-2 

,..Eace/Rrach: 5 f1 by 5 fL./~ fi 
Specia l Qualhitt: Low-hgh1 YIDOO 

vu:fort .. t,Ref+t,Willi.3 
. Abilil in : Str 19, Dex 13,Con..13, lnr tO, Wis 10.Cha 6 
Skills: Climb .,.9, tilde r6• •. Lmen .,..,., Mo-.·r Silrndy ~l. 

Spo1 .,..,. 

Feals:Alrnness 

Climalr/fcrnin: Trmprr.r.1e and warm aqu.luc and ...,_.,,Ju.,...d 
Organiu.1ion; Brood (2- 5) or pack (6-15) 
Challenge Rat in&: l 
TreH utt:None 
Align ment: Always !Jwful evil 
Advan1;:eme n1: H HD CM«lium-mc); 5 6 HD (Urge/ 

Skum arc misbtgou rn crnfures CrC'aced by a.bole1hs co serve as 

. bum of burden a.nd sla•·es. They are dut,·e.d from human s1ock, 

.,making th~ t\'en more lo,;1hsome. 
. Skum look cxacdy l1kt wha1 they a.re: an abominable cross­
, breed ofhumanand fish Their fins ba,·e gmwru.n1QJMS1td mns 
and legs; rhr1r btn1 backs art crowned Wlth a long. spmy foll. A 

,slender. muscular ml makrs them powrrfuLs:wuomers. while bul­

bous ryrs g1\·r 1hem good vision bo1h in and ®LO!thc. wa1tr. 
Skum can b?f:arhr boih air and 10.'aier. The):' sprak Aqu.an. 

COMBAT 
In the \.GLU-ikum nc dangerous C'lle.mJ.CS wbo.auack..hy lnung. 
clawing, and r:aking wi1h 1heir rear legs. On land they areJcss.dan­

gerous, for 1hey can nm r:akr and suffera - 2 c1rcums1ance,~ 

10 all auack rolls Skum serving an abolcih arr someumtl mu.ned 

fO flgh1 w11h weapons. usually "''<>·handed meltt WtaPQnS..with 

rrach (such as longspran) and simple r:anged weapons_1uch as 

1avrlms,mdrn1s.orsl1ngs. 

H i1 Dice: 
Initiative:. 
Speed: 
AC: 

.b n acks: 
Damage: 
.Face/Re.ach: 
SpecialA1tacks: 

RedSlaad 
Large Ou rsid r r (Chaotic) 
7d8+21 (52hp) 
+I (Dex} 
)Of• 
16 (- 1 su.e,tl Dex, +6naiur.r.I) 
Bne +IOmelee, :icLaws +Bmtlee. 
Bnr2d8+4,cbw td<t+2andimplam 
5f1 by5ft./1of1. 
Pounce, ~mplanc, s1unnrng croak. 
summonslaad 

Special Quali1ics: Fast healing 5, res1s1ances 
Savcs: Fon +8, Rd" -..6, WU! +J 
Ab ili1iu: Srr 19, De11: U,Con 17. 

SldJls: 
lm6,Wis6,Cha8 
Climb.,. H . jump d <t, Lis1en ~6. 
MovtSilently.5,Spor .s 
Dodge, Mulu.inrl 

Clim ace/Ternin Any land and underground 
O rgan i:tation: Soluary, gang (2- S). or pack (6- 10) 
ChaUcnge Rating: 7 
Tttas ure: None 
A.l.ignme.n1: Always chao11c neurnl 
Advancem e n1: 8-10 H D{Urge ); 11 -2 1 H D (Huge) 

SkiUs : •skum receive a H r:acial bonus 10 Hide, LlstC'n, and 

Spo1 checks underwa1er. 

BlueSlaad 
Large Outsider (Chaot ic) 
sdS-..24 {60 hp) 
+2 (Dex) 
JO ft. 
18 l- Lsu.r, +2 Dex, .,.7 natunl) 
4rakes+llmelte,buet9mder 
Rakr2d6ri,bire2d8-t2andd1sr.lsr 
sf1.br5f1,/1of1. 
Sprll-likcab1lmcs.di.seasc, 
summon slu.d 
Fasi huhng 5, rUtS1ancrs 
for1+9,Rcf-..s.Willtt 
S1rt9.Dcx 15,Con 17, 
lm6, Wis6,Chat0 
Climb + 14, Jump + 15, Li.sttn t8, 
/\ lovrS1len1Jy,9,Spo1-.8 
Dodge, Mobiluy, Mulumack 

Any land and underground_ 
Solitary, gang (2- 5), oc p;ickl.6- 10) 
8 
.S1a.adard 
Always chaouc neutral 
9-12 HD (Largc); l.l--24 HD (Hugc) 

Grtt.n Slaad 
Largr Ou ts ider (Chaot ic) 
9d8~27 (67 hp) 
~J iOcx) 
)OfL 
20 (-1 sue. •I Deit. -..10 naiural ) 
2cbws +12mcltt, bne +IOmdtt 
Claw td6+<t,bur2d8+2 
sf1.bysf1./1ofi 
Sprll-hke ab1liries, summon slud 

Fast hrahng 5. rrsmances 
Fon .,.9,Rcf +7,Will+6 
Srr 19, Dex !).Con 17, 
lnt tO,W1s tO,Cha 10 
dirob.16, 1i1dr-..9, Jump+16, 
U.s1en +12, M<We S1lemly +IJ,Spot .12 
deave, .... luluanack. Power A1101ck 

Any land and underground 
Soliraryor gang (2-5) 

' Standard 
Always chaouc neuu:a.l 
10-LS HD (large); l6-27 HD (Huge) 



Gray Slaad ~ath Slaad 
Medium·Sizr Ouuider (Chaotic) Medium-Size Ou.tSida (Chaotic) 

ffitDice: !od8->30 (75hp) 15d8 ~H (112hp) 

lnitialivc: ~• ( Dex) •8 ( tt Dex. ti Improved lnmauve) 
Spetd: JO ft. JOf1. 
AC: 22 (• 1 Dex, +II natural) 26 (.-4 Dcx.+12 na1uralJ 
Attacks: 2claws+l4 mdee, bite t12 melee 2 claws +20melee, hue +18 mclcc 
Damage: Claw 2d~+-t, buc 2d8+2 Claw Jd6+S and nun, but 2d!Ot2 
Face/ Reach: 5 f1. by 5 ftj 5 £1. S ft. by S f1 j 5 ft. 
Special Anaclu: Spell-lake abtlmes, summon slaad Stun, spell-like ab1llucs, summon slaad 
Special Quali ties: fast healing S, damage reducnon 10/ +t, fas1 healing 5,damage reducuon 20/•2, 

rHis1ances, ahernatr form rHis1ancu, relrp;irhy, ahcrnatr form 
Saves: Fon +10, Ref •8, Will ,9 Fon .12, Ref .. o, WtlJ .IJ 

Abili1iet: 
Skills: ·~-~~~~~-~~~ ·--~~~~~-~~~ Climb .. 1s. Hide •14,Jwnp •17, Knowledge (arcana) •I}, Chmb +23, EKapc Amn .22, liidt.•U.Jump •23, 

Lls1en •IS, MO\'r Sile.ndy t1i, Starch •15, Spo1 •IS Knowledge (any f\\-'O) •22,lmcn tll..Move Stlendy +U. 
Srarch .. :n,Spot •22 

Fe u s: Mullianxk. urm cre:mon frau; (any rwo) Cleave, Improved lmriauve, .Mulnauxk. 

Climate/Terrain Any land and underground 
Organ iurion· Solitary or p;11r 
Challenge Ra1ing: 10 
Treasure: Double s1;indard 
Alignment: A.lw;iys chaouc nrutr.d 
Advancement: ll-ISHD (Med1um·siu ); 16-JO HDllargr.) 

,..Ihr. chaonc planes seethe and roll wuh.randQtD e.ne.rgy and bus of 
mauer, ;ind weaving 1he1r way amid the cacophony of light and 

_soundart1hcsbad1. 
Creacures of chaos, sl;iad1 have been hkc.nrd 10 humanoid 

toads, bui 1ha1 drKnpuon be lits their agility and (u~mr flgh1-
m& prowru. 

All sludi speak 1hr1r own langwge, Slud. Crctn.. &ray, and 
dcat.h.ilndi also spc;ik Common, and Ill addmcm dcat.b..s.Lud1 can 
commwUcatc ttlcp;1th1cally. 

COM MT 
Sindt generally mack wuh thctr claws and bur. Thty .u.h.ili 
meltt com~c bu1 art 53\1\1)' tnough 10 use their summoning and 
other spell·likr ab1l111rs IP &ood r.ffcci. 

Rrsisiances (Ez): All daad1 have. acid, cold, elccrricuy, flrt, 
andsonicresiscance5 

Summon Slaad (Sp); Slaad1 can.summon other sbad1 much as 
1hough caSllni a nmunon mor:wtr spell, but they havt only a lim· 
11cd chant.t.aLs.u.cc.cu. Roll ~Qn_a failure, nosbadi answer 1he 
summons. Summoned creatures automaucally re1urn whence 
t.hey came. aficr I hour. A sl:ud du.1 .has.JU.SI been summoned 

• canno1 use its own summon abW.1y (o.r I hour 
.Masi slaad1 do no1 use. thLS ability hgbily, smce they arc gcncr· 

. ally dlSlrus1ful and fearful of one anolhec. In general, they use u 
only when ncctuuy co uvc. thclf own livts. 

SLAADI CHARACTERS 
Sludi rarely have the fQCUS. to. de\"Ofr themscl\·rs 10 a char.icier 
dass. Grays sometimes become soctcrcrs, and the most powerful 
dc;i1h sludi ukeon evil aspc.ru and uiin u ro&ue.s IQ..take the as· 
susm cbu (~ page 29 in the. OU.s:cro.'l MAsru.'1 GwJtJ. 

RED SLAAD 
Well.es! of t.b.r. slaadi, t.b.r. reds wande.r about md1v1dually, often 
tsuhL.shJ.q.s.car.t lau:s o.o.mhe.r p.lana...\.los1 seek to esapc. from 

.. lhe.ot.hr.r tn.D« p<)\\"erful and somcumcs cruel slaadi. 
Re:d .ilaa.di.. art.found lll groups only when workrng for somt. 

greaccr power that somehow hu mastered chem. E\·en then. they 
don'tcootduwc ac1ions well 

Cpmbat 

PowtrAmck 

Any land and underground 
Sol11ary orpa1r 

" Doublrsrandard 
Usually chaonc neu1ral {someumes chaonc eVLIJ 
16--22 HD (Mcdmm-siu); 2J45 !ID (Large/ 

Red slud1 usually mack only when hungry ot..nled. Once 
aroused, however, a red shad fights 10 1he dt;i1h. _ 

Pounce (Ez): If a red slaad leaps upon a foe dunr1g lhc..fu:s.~ 
round of combat, ..11 can ma kt a full amck even if i i has alread)'.. 
rakcnamO\·caction. 

lmplan1 (Ez): A red slaad that hits wuh a claw mack can.J.O.JCCt 

an egg pellet in10 the opponen1's body The affec ted creature.muse 
succeed ac a Fonuude save (DC 17) 10 no1d 1mplan1;i.UQI1. Often 
1he slud tmplams an unconsciousoro1huwise.h~rure 
(which gr.is no saving throw). The egg gestates for one wttk 
before hatching 1n10 a blue Raad th.a.1 Uli.ll.S...way out, k1lhng 1he 
host Twcnty·four hours before tht egg fully matures. rhc viaim 
falls cimemely 111 (-10 to allahtliry s.cores). A rrmow d1st11st spell 

nds a vicnm of rhc pellet, as.docs a suettSSful Heal check (DC 20) 
by someoor. wnh chai sk.ill.lf t.bt.c.hec.k fa ils. che healer can fry 
agam, hut each ancmp.t (succeuf.u.l or._no1) deals td4 poinu of 
damagrtothcp;itient. 

If 1hc host is an ucanc sprlkastrr, 1hc egg pellcc mscrad 
haichesinroigrttnslud 

Stunning Croak (Su): Oner. p.cr.day a red slaad can emu a loud 
croak. Every creature within 2Qkfl mu.st succeed ac a Fomrude 
save (DC t6}or be stunned foc..l.dJ rou.nds. 

Summon Slaad (Sp}: Once.per day a red slaad can anemj)'l fO 
summon.ano1he.r red slaad with a -ta'\ chance of success. 

BLUE SLAAD 
Blue. .s.la.ad1 ga ther to 10.>;1gr hoo:ilk ~nles against 01heuooc11H 
and thc1rown. They arr bullies thai value only s1rcng1h and power. 

These slaad1 arc most often found 1n groups and wOik....wc.U 
1ogether-atlu.s1,benerthanredslaadi. 

Combat 
.Blue sJaadJ ~ qwck to ;ingr.r and ;iuack mmulll1e.r.cre.a~ 
sight 10 provct.ht.lf urr.ngth...ln add111Qn to 11s claws, a bh•c: slud l 
has bone hooks on the lµckof 115 handS.p\llJl& ufow: rake anacks 
eachmu.nd.. 

Spr.ll-llke Abili1ies: Ar wlll-hold prmon, f\lml'.dl, and ttlt­
lwtcs.u...The.sc.ahilitics arc as the spd.lscas1 by a IO!h-Jevelsorcerrr 
(savcDC.10•5pr.lllC\·rlJ 



Once perdaythrtt b lucsl.udi~cthtr 
can produce chao1 hammrr {uvc DC 10) as._1hr 
spell cast by a l Sth-lc\•d iOI'Cucr. 
Disu~ (Ex): The bite.of a blue sWd 

can cause a itmble u:ansfommion. 
Affectf'd CrtUUfCSJlllliLSUCCttd at 
a Fonnude U\'C (OC l7J or hr 1n· 

~cd wilh a d1se;1se that u::ans· 
. fonns 1hc vicu.m ovu the ntxt 
,...wttk m10 a rcd slnd. ThtinfecLcd 
crn.turccan antmp1 a newnvc 

'"ch.day 101hrowoff1htlnfe.ction 
If 1he infecicd being u._an 

arcane sptlkastcr, the duta$ 
um cad produces a &rttn ili.ad. 

Summon Slaad (Sp); Qnce 
rper ihµ blut sla.ad c.mi111t:mp1 

10 .summon another blue slaad 
~<6.thanc.c.ofsucccss. 

GREEN SlAAD 
lfa rnlslaad'scggpellt1ora 
blue slnd's disuse emcrs 
an arcane spcllc.as1cr, 1har 
host mncad produces a 
irttnslud 

.._ Gretnsa~sdf·ccntcred, 

._anogantlou1s that think 

~only of thcmsckcs. They 
..WS1 after mag.i..cal power, 
cvennully mmsformmg mto 
grays (Stt ~low) if they rmd II, 

Clftn sWd1 work m groups if 
dom& so sui1s therr unmcdia tt nttds. 

Combat 
Green slaadi pref tr 10 ust spcll·likc ab_llum O\'f.Liilif.sical combat 
but artnt afuud 10 amc:k w11h 1001h and claw if rhty IUU.SL.Ihey 

ncvcrfi.gh11othcdca1h,tbou&h.if1htycana•'01d1t. 
Spe_U·Lilu• Abiliries: At w1ll-<hain hammtr; dtlf" da~ 

dt1«1 magu, dttttl rhough,u.dmttl low,foJr, pro1tc1ionfrom low, 1« in· 

11rnl11l11y, and shaun. These abilmes are_ as the spells cas1 by a 12th· 
le>·tl sorccrcr (savc DC 10 .. spell level}. 

Ahcroatc Foon {Sil): Agrcen.s.laad can shift berween us na t· 

ural form a.nd any humanoid.form af will u a s1andard acnon. A 

grctn.slu.d~pcrsonal ntas.urc..inclwl.es.uWul tquipmcm or 

magic 1mru will tmploy 1htst when w humanoid form 
A grtcrulaad re ma ms m humarnmilorm..indcfinucly. The ab1l­

.,.uy iso1hcrw1SC s1m1lar fo pol)'1'1orph l<J/cast by a 9th-ltvf'l SOrt:f'rcr 

_ummon Slaad (Sp):_Iwict per d:i.y a grcf'n slaad can antmpr 

to.summon another grccn.slud with a •Cl'\. chancf' ofsucctss. 

GRAY SLAAD 
A grttn slud 1haLS.w:v1vts fur.more- rhan a ctmury rt1rca1s into 

isobuon for at lcasu )'.tat.ll-«-1w:ns as a smaller, leaner gray shad 
and dtvolts most of tis umc a.nd alttnuon to magical study. Gray 

slaad1 tnJOY crafting m~1o_fwthnthc1rQWD.powtr 

Combat 
Cray sl.mfi prefu 10 ftg.hUi:om a dmanct, using fhcir..spell·likt 
abilities, altbQJJ.gh tbry-®n't shy away from mclet. 

f-S pcll-.l..i.kc.__Abilhie.i:...lt.1 wtll---crrumil.lt r.>bJUIS. chlll!:S .hwnmtr, 
~~ltrl magu,d11ptl!dw,Jly,idtnhfy,1m•u1b1l1ty.l1ghl· 

.µun&.biili..ntJlil(_tutlc lij;iU_nSI liiw, Jtt 1nL'm1'rl1ry, Wrttr, and Pi!l''tr' 
11.'r.>nl IHmJ. Thtsr abJmts arc as tht sptlls cast by a tSth-lcvcl sor­

ctrtt.($a••e.DC 12 ~spe_llle»th. 

A.htmatt Fo rm (Su): A gray sbad can..1b.U~ 
bttwttn its na1ural and any humm01d 

form at will asa standard KllOll.Aill)'..t­

sbad whos" ptrsonal trtastJJ:e..lo· 
dud~ ustful tquipmtnr or m;)Jic 

ircms will ust thl:'st whtn m 

humanoid fonn. 
A gray sla.ad.remams 1n h.u­

mano1d form 1ndtfin11ely • 

Thf' ablluyj,s o.Lh.e.rwisuim~ 
ilartopolym.111t•.hKi1-cmby f 
a 101h-kve.ls.a.a:uu... 

Summon Slaad (Sp): 

Twi~a..&nY.sWd­
can aJt.cmp_LKtsu..m.m.Qn.. 
1- 2 rf'd sWdi O[ .l hlut 
sb~wuha«J\chana..of 
SUCCC'SS, or I ifl:'tn slaad 
w.ith a 20'\. chanCI:' of 

QEATl:lSJ.AAQ 
Dtatb..sW.d1 arc iray.s Uut 
undC[£~m)'£1.maus 

nUlaLth.a.t .uan.sforms 
t.h.cm._.uu.Q........l't..[a.hlt. 
k.Uli.n~H.Ai· 
tb.o.u&luher~e.spelb.J. 

likc.abiliti.esllkciray 
· Q. slaa.di. dt.axh.slnd.J..... 
(J/w focus mort... on., 

~l,IJ'I'..'.,; killing than on.RUi:-f 
1calpowtr.. 

All slnd1 obc.y 1hc 
command o!. Ld.uth 

sbad, om of fcu more than. anythu:ig 

tlse. Dca1h slaadi rtprtscm a corruption of pu.rc...c.hao.s.by e••il 
rathtr than rruc txcmplan of 11 

Combat 
Although its prowess ~1tb..us nanu:al wt_apons 1s ftarsomt, a 

death iliad l:'nJoys widdrnp..ma&lC we:apon if a\latbblt pamcu­

brly if 1he slaad has a cha ca.cm· dus and.has assumtd a humanoid 

focm). 
Stun (EI)~A death sbad can ust Stunning Fist as the fta t, thrte 

1imcs pc.r.day {_set Stunning Fist. pagf' SS rn tht Playn .. 1 Handbook ; 
Thtsa•·eOC 1s21 

Spc"ll·Li.kf' Abilities; At will,..-jlmm1ut r.>lr1n11, nrrk c1f dtalh, 
chain hammrr, clwk of chllM. duptr dJtitnrss. d<lrct magu-, dopd L:iu.1 

ft11r,fingtrofdt111h.fi!YNll,Jly.~'1S1bihry,m.iptmrlt11g1unlt 
fow, poll'trll'Ord blind, Kt 1m1lithi.l.i.l.)'..iliattn, and wordofch11r.>1; 

t / day-uuplo11an. TheS;t ab1ht1CJ areas 1ht sptlls crn by an t81h­

levc_Uorcem (Sa.vc.DC.1.+ ?.spclllt.1·d.l. 
Al1crna1c Form (Su): A dea1h s_laad can shift bt twttn llS nalu­

ral and any hwn.;ino1d form a1 will as a standard acuoIL A dca1h 
slaad wh0st personal irtasurc includes m3g1c: weapons wi.11 USt 

thtst when rn humanoid form 
/\ dta rh_slaad remains tn humanoid form mdtfinucly. The ab.J­

~rc~r:~rorut s_imi.lar 10 polymorph 1tlf cast by a_J.S.th:k.tt4 

Summo,n Slaad (Sp): Twiet ptr day a death Wad tan.attcmJJ.4 

to swnmoti-2.red or hluuludi with a 4G'\ chancc.olluc~ 

1-2 green s.Wdi w1ili a 20'\.chanctof success. 
Tdepathy (S_u}"~th slaa,d1 can commumrne 1tlc1mh1ully 

wuhany crnture wnhrn 100 fttl rhat has a langwgt 



VARIANT SLAADI 
Bemg creaturn of chaO'Ji, oo two slnd1 look eocdy ahkf' Aside from 
m•no< ph~teal d1fferirnctt (he1gh1, build, eye pouion, ~c. ). many 
slud• poueu physical or magoul 1ra1H 1hat dii1ongu1Sh di.em s1g­
n1ficantly from th"'' kin Roll on the table bt-low for 1N<tfY slnd 
encountered 

S L.AAOI ( HAOTIC VAR IATIO NS 

"" Variation EffOd 
01-'-0 No nollCHble var.111on 

41-<12 Skmm0<eyellow 
0 ........ Sk1nmoreblue 
.. 5-46 Sk1nwh1te 
41-41 Sk1nbl1ck 
.. 9-50 Blo1chesofd1fftren1colo1 

Sl-52 Tuftsoflonghaor 
Sl- 54 Very narrow mouth Botedam;;ige - 2 

55-56 Vnt1g1alwmgs 

57- 51 Extra11m 

59-60 Tail 
61-62 Thm - 2 Str, ~2 Int .,_.. Verywtdemouth 81tedamage•2 
65-66 W1deeyn Spot•l 
67-6! Ulraeyt> Spot ·2 
69-70 Muscululegs Spttd 40ft 
11-72 ~r&tohead(b1ggerbr11n) 

H - H Bladehkeclaws Clawdamage•ld6 
75- 76 Exuaarm Extradawanack 
17- 1& Snakehkeh:ur Asmedun(sttentty) ,,_ .. Horns Core2d6 

(uH!owesta11ackbonui) 
Sl-12 Thick,k1n Natural armor •2 

D-1• Sule' Naturala1mor .3 
SS-16 long legs Del .2 
11-&S MuKulararm' S!r•2 
89-90 Stout Con •2 

" Work1ngwmg' FlylOf! (dumiy) 

" Nar1ow~es Gaua11ackaimeduu 
(stten1ry) 

" Oozing pustule' Po1son to1>eh,Fom1ude 
uve(DC 15) . ln1t1al 
l temporary In!, ucondary 
1d6ttmporarylnt .. Steammgpusluln Stench,Fort1tudeuve(DC 
15) or-2 morale penalty to 
anach,nvn.andch«ks 
for 10 rounds 

" Na,,owmouth 8reuh-apon: 20-fl cone 
ofac•d.cold,e!Ktricoty, 
fire, or iound Damage 
ld6perporntofslaad'1 
Con bonus (m1n1mum 
ld6); Refle1halfDC10 • 
1/ 2 slnd's HD• Con 
bonus 

" Magical nature Can use anyone lst-levtl 
spellatwoll(casterlevt'I-
HDI 

" Enhancedmagicalnllure Can use any one 2nd- or 
lrd-levtlspellatw1ll(casl· 
erlewl-HO) 

98-00 Roll twice 

Me.diwn·Siztllndcad (lncorporea.1) 
Hit Dice: 7d l2 (4S hpl 

..Ini1i11ive: +7 (d Dex. rl.lmp«tV~ lnmauve) 
peed: 40 fr., fly 80 fi.{Joodl 

,.AC: IS (•J Dex,+2d.dlc:cuonl 
AnacU; lncorpornUoudt..L6.melee 
Damage; Incorporeal touch td8 and energy drain 

_Face/ Reach: 5 ft. by.S.itJS ft 
Special Anacks; Energy dra in, creaie spawn 
Special Qualilies: Undead, incorporeal, .. 2 1urn.Ics.isu..ru:t:-

unnarural aura, sunligh1 powerlessness 
Saves;.foa+2,~f+S, Will+7 
AbiUtics:.Str-, Ou 16, Con-, Int 1•, WJs..li...chaJ.L 
SkWs: Hide 1 IJ, lnumtdare • 12, lntuil Dtrection._.-10~ 

ti), Search • IO,Spot•l3 
Fears; Aler1ness, Bhnd·Fighc, Combat Reflexes, 

Jmproved lmtbuvt. 

~Clima1e/Terrain ; Any land and underground_ 
Organiza1ion; Solitary, gan&(.2-<t)..ors.wmn ("'-lll 
ChallengeRa.tina; 7 
Treasutt:h!one 
Alignment: Always fawfu l evil 
Advancement: 8- 1• HD (Med1um·siu.L 

Spc.ctres are lflcorporc:al undead of1en m1suken for ghos1s or 
othccsucb horrors. Tht'y haunt the places where the)'..di.e:d. lt­
tumng their senuence bur J\O\V haung all itV1ng things. 

A spectre looks so much as u did 1n life rha11r can be.~ 
ogntzed__by rhose who knew 1he indh'ldwil or hive seen.thu.tuh:.. 
vidual IJl..$!11D1lD&5 an.dsuch. lri many eases, the aid~ 
violent dea th i5 vis:iblc:ori us sem11ransparem, f~ 
body. tbt. chill o(deaih bangs tTI the ur :a.roWld....s~ 
lmgwinthc.phc.ts thc:yM.unt. ~ 

QQM-6AT 
In.close. comba1 a specrre attacks with ns numbmg, life·dr.nmng 
tau.cb...lu:nal;.nfull u,5(' of its incorporeal nature, moving through 
walls, ce~and floors as u attacks. 



Eneorgy On.in (Su): Uvmgcr~L~tris.incorpo­
rc-1! 1ouc:h made rtteo1tt rwo ncg:uivc- levels.The.fol'.tllude save to 
rrmovC" a neg1m·C" lrvel has a DC of U... 

i~damagc.Irom a corpore.tl sourcC". Can pass 1hmu.&h.., 
solid ohJ«l5 at .JNill. and own auadcs pass through umor. Always 
mQ!(CSstlc.ntly~ 

Ctta1e Spawn (Su);.Any humanoid slam by a sp«trc..bccomes 
a specrre in ld4 rounds...Spawn arc under the command of 1h~ 

~:do'~;: ~:=~::r:::ab~~:~~t~~:11~~i1~. iu dradi 

f 
Undead: Immune 10 m.Wd·inOucncing dl'ects, poison, sleep. 

paralysis, stunning, and di~ase. No1 subiec1 10 critical hits, sub-
1 dual damage, ab1l11y damage, cougy_drain. or death from i:nasfu.e..T 
damage. 

Unnatural Aura (Su): Both wJd and domesti~r«I arumals 
.,can sense the unnatural prcscn~ of a spccrrc 11 a d1stmcc o(JO 
Jttt. They do not willingly approach nurrr than that and panic if 
tforccd 10 do so; they [C.IDai.n.pamckcd as long as 1he:y UI' wi1hin 
1ha1r:mgl'. 

Sllll ligh1 Powerlessness (Ex): Spe:cn l's au unl'cly powl'rl~ 
lil naiural sunlight Ui.ol.ml'rdy a daylight spdl}_and fltt.from.~ 

.S"pt'Clrl' caugh1 in sunligh1 canno1 anack and can.ta..kt.onlr pmial 
corporeal: Can be .harmed only by_ other incorporral crra­

lUICS. +I or bcutr magic wupons. or magic, with a SO'\.chancr ro 

Hi10ke: 
lni1ia1ive: 
Sptt& 
AC: 
Anacks: 
Damage: 
Face/Reach: 
Spec:ialAu aclts: 
Saves: 

. .Abilities: 

Fear.5: 

Androsphllu Criosphirui: 
Large Magical Beast Large Magical Beas1 
12dl0+48 (114 hp) 1odl0+J0 (85 hp) 
+O .. o 
so f1., fly 80 f1. (poor) 30 f1., fly 60 ft. (poor) 
22 (-1 siu, tlJ natural) 20 (-1 sizl', tll natural) 
2daws +18 mclee Bun dS mdl'e,2claws .. 1omdtt 
Claw 2d4-t7 Bun 2d6.t6, claw 1d6d 
5 f1 by 10 fti 5 f1. 5 f1. by JOft/5 fr. 
Pouncl', n.ke 2d4+J, roar, spells Pounce, r.:a.kc 1d6 .. ) 
Fon .12, Ref •8, W11l .. 7 Fon tlO. Ref +7, WiU .3 
fu~-~~~ full-~~~ 
Im"· Wis 17,Cha 17 lnr tO, Wis 11,Cha LI 
lmimida1e +I ), Knowledge {any onl') lnum1date +8, Lis1cn ..JO, Spo1 •IO 

•5, L1s1en • I S,Spo1.i5, 
Wildl'rnl'SSlore .. 13 
Alenncs5, Cll'ave, Crn1 Cll'a\'c, Cleave, Flyby Anack. Power Auack 

Flyby An x:k, Powe:r Auack. Track 

Climale/rerrain: Any warm bnd Warmforl'SI 
Solmry O rganization: Soluary 

Clulien~R:.iting: 9 7 

Tnas:ure: S1andard Su.ndard 

SPHINX 
Gynosphinx__ 
Large Magicallleast 
sd 10+8 (s2hpL 
+5 (+I Du, H lmp1:0·ed lniria1ive) 
40 fr, fly 60 f1. {poor) 
21 (-1 size, •I Dex, .. 11 na1un.I ) 
2claws•llmdtt 
Claw 1d6.4 
5 ft by tOft./5 ft 
PounCl', nke ld6+2, spdl-likeabilmcs 
Fon+7,Rcf+7, Will+8 
Srr 19, Dex 12,Con IJ, 
lmt8,Wist9,Cha19 
Concl'mr.iuon • 12, ln11m1da1e t I J, 
l1sll'n •17, Spo! +17 

Altriness, Blind-Figh1. 
Comba1 Casting. Flyby Atiack. 
Improved lnmalive, lron Will 

Any warm land 
Soh1.uy or covey (2-4) 
8 
Doublesundard 

AJjgnml'nl: Always chao1ic good Alwa)'1 neurn.I Always Dl'Utn.l 

Advancl'.ml'.nl: 

Hi10ke: 
lnitiarivt:. 
Sptt& 
AC: 
AuaW: 
Dama.ge: 
Facc/.&ach 
SpttialAnacks: 
Saves: 
Abilities: 

Skills: 
Fc-ais: 

IJ-18 HD (largl'); l9--36HD (Huge) I I - IS HO (largl'h 16-lOHD {Huge) 9--12 H.D(.Large); 13-24 HD (Hugl') 

J:lit' racosphin:.: 
Largl' Magical Beas1 
9dl0+18 (67hp) 
t2 (0ex) 
lO ft., fly 90 fl (poor) 
19 (-1 sue, t2 Dex, t8 na tural) 
Bui' + t) mcl«, 2 claws +8 me lei' 
Bue 1d10-.5, cbw ld6~2 
5f1. by 1of1/ 5ft 
Pouncl'.~ketd6 .. 2 
Fon +8, RcJ t8, W1U .. s 
Srr 21, Dv: l~,Con IS, 
ln16,W1SL5,Cha 10 
Lis1en+l3,Spo1.1'4• 
Alennl'ss,FlybyAnx:k 

Cllmare/fe:rrain: Warm hill 
Organiution: Solirary, in1r, or flock (4-7) 
C~gt"Rating: s 
Tu:asun: Noni'. 
Alignml'nl: Alwa)'1 chaonc evil 
Advancement: 10-H H D (large); lS-27 HO (Hugel.-



Sphmxcs arc f'mgmaric crf'a1uru...wuh_gru1..JuLhuy wmgs and 
lwninf' boditt. All sphinxcs are lf'mtorial. but the mort imdli­
gf'm onf's can difff'rf'miJl te bf'tWf'f'n delibera te irurusi01Ufld Tf'm· 

porary or inadvutf'm r.rf'spass. 
Sphinxf'S SPf'ak Sphuu. Common, and Dr.tconic. 

COMBAT 
t sph1nxf's flgh1 on. 1.bc_ ground. USLD.g lhf' ir wings to__hdp 

thf'm lf'ap much as lions do. l f ournumhf'red by nnhbound cru­
turu, a splunx takt"s wing and ati.acks.._on tlit" fly. 

Pouncf' (b ): If a sphinx ll'aps_upa.n a foe during thc flrst round 
ili.ombat, it can makf' aiull_atr.Kk ucn.if I f has alrt"ady taken a 
movc acuon. 

Rakf' (Ex): A sphinx that_pounctt omo a crtarutt can makf' 
iwo rakf' amicks .... 'lt.h ns hirui lf'gs. Thc indwidwl dt"scnpdon hs1s 

thf' mack bonus and da.m.a,ic 

~N DRl>SPHINX , 
t thtsC.crcuuuuncmblt winged lions wilh humanoid focialka· 
turf's. They are always male. Androsphinxes arc clf'\'tr and genf'r· 
ally good-na1ure:d. b_u t thf'y can hf' s;l\'agc opponems. 

Combat 
In hmlc, an androsphmx nps apan f'nem1ts with us ra:ror-shup 

claws. 11 ttlits on its na1ural wtaponry m a flgh1, tmploying its 
sptllsfordtftnseorhcaling 

Rake (Ex): Anac:k bonus .. 18 mdct,damagt 2d4.,.3 
J Roar (Su): Thrf'f' timf's PfOr day an...a.ndmsph.iru: can loose a 
. m1ghry rou The flrs1 nmt h dOf'S this, all cruturcs within 500 

.Jtct mus1 succ.f'td at a Will savt" {DC 19} QC.be a.fftt.1cd as though 
byafriirSPf'llfor 12rounds. 

If 1ht sphinx roars a S«on<i nmc dunng t.h.t..sam.c.encoumtr, all 
aumrtswnhin 250f«I mus1 succeed at a..foniwdc.sasetoc 19) 

or hf' paralyzed for ld4 rounds. and all 1bog wuhm.211 fttt arc 
du(cntdlor 2d6 rounds {no ~ve). 

If 11 roars a 1h1rd time during the ~ml' cnc.oun1c.r, :ill those 
wi1hin 2i0 fce.unus1 succttd at a Fonit.u.de sa.Yt. C.OC.J3l.o.u;i.kc 
2d4 points of temporary Strength damage for 2d4 rou11ds.Jn..ad· 
dmon. any Mcdmm-s1u or smaller crcamrc w11hin jQ fttt.mll.S.1.,. 
succeed at a fom1udc Sll\"t (DC 19) or be thrown to tht ground 
and 1akc 2d8 pom1s of d,amage The force of thi5 mar 15 so gru.t 

thar LI deals 50 pomu of damagc 10 a.ny s1onc or crysullme obJC("t 
wi1hin 90 fee l. Magic Items and held or carritd i1cms can avoid 
d~magr w1th uuc.ctillul Rt.fltx savc.1.DC 19). 

Other andrQSpbinxes arc tmmun.t 10 these c!Ttcts. 
Spd.ls;.b.iundmsphinx casrs_diri.oupdi.s.u a 6th-lr\'el cleric 

from 1hc clcnc spell !151 and from 1hc Good, Htahng, and ProlC("­

uon doma.ms. 

<;RIOSPH INX 
lbcsc hf'asts ha\'C the. bodits of WU'l&td lions and 1hc heads of 
gttal rams. They arc. alway1malc. Neither good nor rvtl. 1hcy la<.:k 
1hc inrclligcnct.ollhc. androsplunx. Thry consundy seek gy· 
nos-phinxcs, bu1 if they canmnfmd one, they pursue wcah h abovt 
all d~ lbc best dul an._ad\'CJll.Urcr can hope- to s1nkt wuh a 
cnosph1nx u safe passage- m exchange for all of his or htr rrcasutt. 

Combat 
Cnosph1nxcs aua.ck wirh 1bCl[_claW5_and dc.a.dly iu.lt. udo their 
km, bur they can also bun wuh 1hl'1thorns. lbty don'u:ast SPf'lls 

and employ only the ll\OS_t simple baulc 1ac1ics. 
Rakr (.Ex}.At111£.k bonus t lS mdct.damagr i d6~J. 

(j'l'.NOSPFilNX _ 
lbcsc 11t I.be frmalc counrcrpans of androsphinxcs. Th"y have 
thl' bod.ics..o£.W1ngtd I.ions wuh ff'malf' humanoid fx1al fca rurtl..t 

Thty gbdly bargain for trusure or service bur cons1anily setk out_. 

challtn£cs.Jor thw mggcring intcllC("IS. Ri.ddlrs. pu:alcs,...an~ 
01hcr such thmgs dthghr them 10 no end. 

Combat ~ 
,.ln c!<>Sf' combat, gynosp.hinxtS use rhclr powerful clal-V5 ro _flay 

.tht fltsh from lht1r e:nemicJ..Dcspirc 1he1r deadly nature. how­
cvrr, they prefer 10 ai.'Old cQillba1 whf'ntvf'r poss1blc.. 

Rake: (b ): Artack..b:tn.u.u.u me\""• damagc td6t.2. 
Spell-Like Ahilhic:s; l/day--cl1m11wl1rntt/cl111n~ntt, dttal 

.m11gir,"iulm11gic,andJ«1nvu1lnli1y; 1 /da~Ja~ 
lornltobjttl, disptl m11g1t, trm011ttu11r.and kgnul Iott. these ahiliricsarc: 
as 1.hcsptllscast bya.t4lh-lcvc l sorccrcr (savc0Cl<l.ti~L 

Once ptr week a gynosphinx can cttatr a mnbalcLdt.aib. du· 
cord,rn$11n1fy,J-"lrn,ptrsu1111<m,slttp,andstun11llli1on.t.ofuchl auhc.. 
sprllca5tb_yan181h·lcvrlsorcc:ttr (savcDC22).__ 

ftlERACOSPHI NX 
. Of all tht' sphinxes, only 1hcse cttamrcs att evil ar hcan. lbey att 
~ys male and have.the body of a !iQD wi1h the hod of a great 

lakon or hawk. They SPfOnd much of their rimt searching for a 

gynosph1nx but arc generally JUSI as.happy to.maW.SQroconc. 

Combat 
I licracospb.i.nxt.Lcan makuhon work of eyc.nJhCJnosuiangcr­
ous opponcms wuh 1hc1r claws. They att QQ[ p,10.ICularly Ulltlh· 
gem, but arc cunning enough fO divf' at thClU.llt.mld.fmm.a.bca'.e: 
wilh their limited fly mg abiluy. 

Rake (__Ex): Au.ick._bonus • 13 mdee, damagcJdu2.._ --:--:-1' 

Skills: • H1l'racosphinxcs gain a +-4 racial bonus 10.Spoi: checks 
in daylight . 

Huge Magical Bcas1 
Hit Dice: 4d!Cff20 (42 hp) 
l n\1iative: +\ (Dex) 
Speed: JO f1., fly 60 ft . (good) 

SPIDER EATER 

AC: l) (-2siu, +I Du, .,.4 na1ural ) 
Auacks: Sung +7 mclc:c:, but. tl mclcc. 
Damage: Sung td8+5 and poison. bite td8 t 2 
Fact/ Reach: 10 ft. by ..0 {tJ 

!Oft.. 
Special Attack: Poison, 

impla.m 
Special Qualhics: Frec­

dorn.i.limovc.mcn1, 
SCtnt 

Saves: Fort..~9, Ref +5, 
Will .. 2 

Abilit ies;Sir 2t , Dex 13, 
Con 21 , ln1 2, Wis 12. 
Cha lO 

Skills: Listen U. Spot i.l 
Feats: Dodge-

Clima1c(fern.in: TtmPfOratc 
and wum land and undc.r· 
ground 

Organii..adon;.Solilacy 
Ch allenge Ratifi&.5 
Treas.~ 

Alignmcru~ays nc.utral 
Advancement: 5-U H.D (Huge} 

Tb.uc. pr~tO.tS rcse:mblt grrai homclJ and have rcmptramenrs 
10..ma1ch...Nc.vc.ohdcss. they arc va.lutd as flying s1eeds. A com­
pany ofbanditunoumtd on spider eaiers u fcusomc indeed. 

' 



A sp1drrf'afrr rrsemblcs a gwu..nm:.lt:ggcsl.wasiuuth a_p~ of 
small fordunbs and hugt N1 wings. The auturc. gets us n:imr 
from us abiliry ro shrug off webs and lls.JWm oila)'.llli.tUS 1n 1hr 
innlyud bod1rs of enormous cttalutH. of1en arachnids. 

c~~~~ ~tl'_r macks w1th__J IS venomous Sting and power[:-:* 
,_mand!bles. Its usual 1actic.J.S..LQ.ddin~ra sting, then back off...ho:Y~ 
cring out of reach unril che \'tnom takes eff«1. Spidtr n iers do 
_nol.hlc 10 give up the ir prey, and..foa.who_harry them wuh spdh_. 
or.rangtd anacks pf'O\.'okr a de~ coun1cr.mack. 

ison (Eli:): Birr, Fonu.u~7); tmrialdamagt none, 
. .JiCCondary damagr para.ly,sitlor 1ds,5 Yitcks. 

Implant (El:): Fem:;zlc Jiptdcr tau•n lay rh1m rggs inside pan· 
lyud crraru!fl 0£..tiuge ocJarger SIU Thr young tmtrgt about su: 
l'>'tcks larcr, h rcr.illy dexouong the hosi from ins1dr. 

freedom o(MovcmcnL (Su): Spider cau~rs hn·c frttdom of 
IDO\'cmcnt as !hough from the spcllcas1 by a 121h-lt\'el SQR:trer. The 

1 .dfo:u:om.kdispdl~. buc rhc sp1dtr tartr can crtJ!(' u agnn..lht.i 

Grig 
Tiny Fey 

Hi1 Dice: 

Nixie 
Small Fry 
ld60hp) 

ncxI mu.od..as.airtt.aawn. Wh('n the spukreal('f S('n.'<'SaS a mowu. 
th15.('fftt,t dQr:S DOC (');t('nd 10 LIS nd('r. 

£kills:.S121dcr.('Jtt.cS ttee1\'(' a tt racul bonus 10 Lmtn anJ.SPQL+.. 
oh.do. 

lRAINING ASPlDERlATER 
Training a sp1drr ('il.fl!.l as an.atral mount rc:quu:cs_. a successful 
Handle Animal che:ck.UlC.2.4.ior a young cre:arurc .. or DC 29 for 
an adul r). A spidrr e:at«JDa ru~s in six months. 

Spide:rratrrrggsarc wonh 2,000gpapi~opcruna~ 
whilr young arr wonh J,000 gp each. Profcs_s1onal.tamra charge 

),000 gp 10 rear or tralll a spider ea1er R.idingaJraUl~.5pid.u.ult:[_ 
rc:quursanuo11csaddle . Asp1drreuercanfl&ht~ga 

nder, but tbc.nder cannot also mack unle~cctdu4 
a R.idc.ch«k ! S« Ride, p.ige 72 in the l'f11yrU.lfandbmkl.._ 

Can-yingCapac ity: A light load fora sp1derrue:r1S UJUQ612 
po.unds: a medium load, 61),-1,224 pounds; and a huvy__kud, 

.1.ns- 1.8•0 pounds. 

lnhlative: 
Sp«<l 

1/ 2 d6~1 (2 hp) 
,.. (Dtxl 
20 f1 , fly •O fr {poor 
18 (-t2sru,tt Dc:x,+2na1ural) 
Oaggrr •6 mtltt; or composnr 
short~•6rangcd 

•7 (. l Du..,... lmpn'J\·c:d. Inmau\'e) 
20 ft...swun JO fL 

Pix it 
Small Fr y 
1d6Uhp) 
tt (Du) 
10 ft ., fly 60 fr (good) 

~AC; 
A(tack.s: 

Dagger 1d4-),orcompos11e 
shor1bow Id• 

i.. h i llU, tl Da) 

Oaggrr tt mtltt; or light crossbow 
ttranged 
Dagg('r td4-2;or hgh1 cross~ td8 

16 ( ~I SlU, ,.. Dc:x, ~1 narunll 
Dagger t5 mdtt; orcomposur 
shonbow +6 ranged 

Facr/Rc:ach: 2 1/ 2f1by2 1/ 2f1/ 0ft. sft.bys f1./ S ft 

Dagger ld4-2, or composue 
short~ld6 
sf1. bysf1./sf1, 

Spttial Attacks: Spell-like abilints, fiddle Water brtathing, charm puspn 
Spttial Qualhies: SR 17 SR 16 
Saves: Fon ti, Re:f •6, Will d Fon rO, Ref +S, Will d 
AbUi1ies: Srr S, Dc:x 18, Con U , Str 7, Dc:x 16, Con I l, 

Skills: 

Feu s: 

Int 10. Wis 13,Cha H Int 12, Wis I}, Cha 18 
Craft {any one:) tt, Esopc Ams1 •8, Arumal Emp.i1hy +7, Bluff ~8, Craf1 {any 
Hide: +16,Jun:ip rj, LISten r7, ont ) •S. Escapt Anm .-6, Handlt Animal 
Mo•:t Silcmly .a•, Pufonn 1.dance, +8, H1dr +to•, Lmrn •7, Ptrform {dancr, 
(lddlc, melody, plus any 01hrrone) mtlody, plus any orhrronc:J +7, 
t6, Starch •), Spo1 .,.4 Starch .,.3, StnS(' Mom·r +S, Spo1 t7 
Dod&e. W('Jpon Finesse: {dagger) Dodge, lmpf'OYed lnmaw:r, 

Wtapon Fmesst (dagger) 

Clima1e/rrrrain: Temper.ue: and warm fores1 Tempera1('aqua1ic 
Gangf.2-tJ, band (6-11 ). 
or mbt (20-80) 

O rganb:uion: Cang (2-t}, b.md{&--11}, 
or tnbt (20-80) 

Challcngc:Raring; I 
Ircasure: No coins; SO'\ goods;.50!\ imns 

Aligrune:nt: Always nrurral good 
Advancement: 1- ) HD(Tiny) 

I 
No coms; SO'\. goods (.meulor s1ont 
onlyt S0'\1rems(.no.scrollsJ 
Alwaysnrurral 
2- )HO {Small) 

Spell-IUtt abWuei,sprcial arrows 
SRt6,namrallllvwb1l11y 
Fon•O, Rd +6,WJ1tt 
Srr7,0txt8,Con tl , 
1n116, '«'ISJ5,Cba 16 
Bluff rJ, ConCC"lllrauon tt, 
CrailJ,anyQ(ll' ) •7.EscapeAnm+8, 
H.calt6,!;11dt+ll,lis1rn .. 8,MO\'e 
Sile:ndy•8,Rlde-t8, Starch +9, 

Stnsc.Mouvc+6, Spot•8 
Dodgt, Point Blank Shot, Rapid 
Sho1, Weapon Finesst (dagger), 
W~apon Focus (shon~) 

Tempc-f31e:fores1 
Gang(.2-t), band (6-1 1), 
ortnbc: (W-SOJ . 
No coi.ns;. 50"\ goods; SO'\ nrms 

Alwaysneucralgood 
2-JHO (Small) 

Spri1ts art rrclusive fry. they &O OU.l o( 1he1r way ro flghc tvil and 
uglinrss and 10 prottcLi.he.i.r_hQlll_dan.ds...J.cge.ud c.laims 1hat 
spmes die only through injury Qt dtsusc. 

larger nea1urrs and dtligh1 in playing tricks on 1hero Fa\'O(lle 
pranks includr s1taling food, collapsing ftms, and usmg ~lnlo­
q1.111'" 1o_roake obiec1s 1alk. 

COM BAT 
, Spnt.C:S fi&hlthC:ll oppo..otnts w11h spells and prn1·s1ttd weaporiry. 
lJ:hey.p.rd°ct..am.b:whes and othtr uic.ktq_to dnrc1 confu:u11a11on 
.l .Sk.ills~All.spmes rtctl\'t a •2 racial bonus 10 Starch, Spot, and 

+ti>•~ 

GRIG__ 
Gngs ar:c. m1.SCh1t\'OUS and ligh1hraned. They have no fur o( 

A~humancud.head,1orso.andarms,w11h1~~ 
trnnar, and lep_o(a cncket Crigs can leap grcauimmu:s •• Ihtr. 
ha\'e li&bt b.luu1un._forrs1-gr«n hair, and bIJ)WnJu.aq.k1$..and., 
usually we:.a.uurucs or brightly colcnc.d vrsu...mth_ b.w,wns_~ 
from 11.llY g(l)).S. Tl:u:y siand a mrre I 1}1 fttt ulL 

GonlbaL 
~$pD1eS1anda.nb,mac.:kmgopponen1sfcarlmly 

wuh~andlbggtr. 



Spt-ll·Like Abilitie5: 3/ dl.)!:=­
chongt klf,m111ngl,, 1nvu1b1!ity (sdf 
only}, pyroltchmn, and .1~n1nlo­
q1.111"' These abilmu. ate as the 
spdls cas1 by a 9th-lcvtl...sorccrcr 
(save DC 12 t spcl.Uc.vd.l... 

Fiddle (Su): One grig w uc h 
( b.md c.uritt a nny, gng:slUdliddlt. 
[ Whtn 1he Oddltr plays, any non­
..s:pcuc w1lhrn )0 feet 0(1hc.insu.u,_ 
mcnt mus1 succttd at a Will sa"'.e..(.OC 

1.J.5J m be aff«tcd as 1hough.hy Qiloi.u:· 

:~::~~:!:wt u long as. tk_pbyUlj 'ffl,.l.f..!;.,,y.~ 
Skills; Gngs rKCl\'C a_ .-s !"Kial 

bonus 10 Jump chtckL "'They also 
. .ttc:Cl\'C.a •S rKi21 bonus._1a...MD\'C' 

Silently checks in a forcsr setting. 

~ IXIE 
Ntxics arc aquaiic spm cs who 
dwell in and pro1ect prisunc ponds 
and lakes. They arc even more 
rl"Clus1\·cthanmostfcyandtcnd10 
1rca1 m1rudcn wuh suspicion and 
hosnl1ty 

Noocs have webbed fingcrs and rOH, pcunicd ens. and wide 
µilvcr eyes.. Mos1 arc shm and comc.lv,.. wuh...11ghdy scaled, inlc 
grce:n skm and dark grttn h:ur. Females often. mine shells and 
pearl smngs in thcu hair and dress Ul Wr.lpssl'.OYt.nJ.rom.colorful 

..su wccd Males 
wur loincloths of the 

Combat 

1cm1ory. 
Waltr Srr11!111ng {Sp): Onc.c. per day a 

nixic~thmgauhu'1Cllcisr 
by a 61h-lc\'d sorcerer. (They usually 001ow 
dw cfftt:1 on thOK they have charmcd.J 

Chann Pmon (Sp): A nwc can th.arm pn'SO" thrtt flmcs 
pa.day as 1hc sptll casLby a 4th·lc.\'t:l .sorcc~r. Those af· 
.!ec1~mus1 succttd au.Will save (.OC15) or be churned 
for 24 hours. pcrfo~v.y labor, guard dury, and 
01her onerous uslu.fuuhe..nuac.commun1ry. Shor1ly 
before 1hc effect wean off. the nixic cscom rhe chmncd 
crca1urc away and otdc.ru.uo..kttp.walking. 

Skills: •Nudes r«c1vc. a ,.5 .uaal bonus ro Hide checks 
whenin1hewatcr 

PIXIE 
Ptxics arc merry pr:mksm:s who.lo11c.10 lead mvcle.rs asuay. They 

, o.n. howc\'U. be. roused to surprumg uc when dcaluig wuh.cvU 

·== ...Ilitst_ spous Io-.·e 10 1nck mi.Rn ou1 of 1hc1r wealth. They do 
~t.LIIUSUU..th~vcs bur use.Ji to rauni and frustr.1.tc 

greedy folk. lf a v1cnm of ptxic pranks cxhib1u no greed or 
dcmonsuatcu good sense of humor, the rnckstcn may allow 1hc.+ 
mdmdu.a.l to choose a reward from their hoard 

When VlStb!e, plXitt ~mblc small elvts...hut 
w1r..h longer ears and ga&samcr wmgs. They wear 

bnghc clo1hing, ofren including a ap__and+ 
shoes w1di curled and po1med r~s. fWti... 
stand about 2.J./2 fttl rail 

CombaL_ 
The....nonnallycarcfrcc pixiesfcrociouslyamck 

evil creatures and unwanted mtrudcrs. They take 
full advantage of their mv1sibiliey and othcubi.l.itict.~ 
to harass and drive am11y opponents. 

Na1un.l Invisibility (Su): A pwucmams lil: 
vlS1ble even when 11 anacks..:rlus._ahilicy JS con· 
Slant, bur the pu:1c can SUPJU-W.O,LI_tiWIIUUJ... 

afrttacnon. 
SpcU-Liltc AbilhiH: l/ W.y-;:anfiwon (the 

p1x1cmus11ouchthcr:i.rgc1 ). da~5, 

lkrtc1chaOJ,d111t1good,lkrtt1rod,1k1f'(ll11w,lkUd 
tlio,ughti. dupd r1111gK, tr1lar1gl1, pmnar1tr1I 1magt 
(visual and audnoryclcmcnuonly), and poly­
morph stlf. Uruc. ahilitit'Ulrc as the spells cast 
by an Sth-lcvtl son:ctt.r. (.sa.R DC l3 .._spdJ 
l"·cl). 

_ Onl" pl.lilt m 1cn can use. O:tl4J..J.mmh.hk.d<i!M't 
~ once per day as us1 by an sth;ktd.sorctu.t. 

Spttial Arrows (Ex): Poocs.so.rnmm~u­
rows 1ha1 deal no damage bti1 can cn~ mc.DlQQUl[.pw..LO:taiurc 
[OS[ccp. 

Mtm11ry Lou;An opponent struck by 1hc arrow.musuuc<:ecd 

:~1~::{:;~~1:ns;:~t;;;n~)cfars!:5~1 l~::,:~:0f~!C.:~b:~~ 
tlsc um1I hc or she..rccclYcs...a.J 
hul spell or memory rcs1ora:.l 

11on wi1h lim1ltd wuh. 11•uh. or 
mmult 

SlttJ" Any opponent .11n1ck by 
thc arrow, regardltll..of.l:iu...Di,CC, 

must succced a1 a farmude U\'C (DC tS) 
orbcaff«tcdas.lh®.gh._bya lltt'pspcll 

Tinylkas.t 
Hi1 D.ict:..ld lO.!.S hpJ 
lni1la1ivc: ... 4 (Dal 

Speed: 10ft.,f1y40ft.(avcragc) 
AC: 16 (+ 2 SIU, .-4 Dex) 

.Anacks: Touch +6. 
Damage: Touch ldl-4 

SIIRGE 

Face{Reach.: 2.J..L2.!i_by21 12ft 1oft 
Special Anaclc.&QC.h, blood drain 

Saves: f<m: ~2. Rd .. 6. Will .. 1 
Ahilitics:.Su J.Dcx 19, Con 10, lnr I , 

Wisl2,Cha6 
Skill.s:H1dc+H 

Fea1s: Weapon Finesse (rouch) 

Climaie/ferrain: Temperaic and w;irm forest and undcrgro_und 
Organiz.a1.ion: Clu1cb.U-4l. swarm (S-S), or flock f.i=J,Jl---....,j 
Challmgc Ratin&:Jj2 
Trcasurc:..Nonc 
Alignme~s.neu.tnl 
Advancement: -

,Swgcs arc bathkc creatures that feed on t.bc blood of living 
.brings._ \'(1htlc..J,us.t one poses little danger to mosr advcn1urcrs, 
muluplc..stirgcs can be a formidable 1hrca1 



/\ mrgt rtstmblcs a cross bt1wema bat..arula.gia.nunosqw10. h 

has mtmbranous b.a1 Wlngs, a short funy body ... cigbL}Olnttd. !tgs 

1ha1 tnd m sharp pmccn..and a nttdldlkr pro_bQsc.i.s..Color.mon 

ranges from rus1-rtd. 10 tt:ddish-b~ wuh a duty ytllow undtr-

s1dt. Tht proboscl! is pink.Ji 1ht up.fadwg 1ogray a1 llS bast. ..... 
A slirgt's body 15 abcuu...1 foot long. w1th a wingspan of ahoul , 

2f1m 

GOMBAT 
,.A..snt&t' mads by landing on.a..mum...flnding a vulnmblt~ 

and plungU'lg us proboscis imo..ihc_Jltsh. This ts a touch anack 

and_c.an1argt 1 onlySmall~u.uts. 

Auach (fa:): if a surgc.htrs..wuh a 1ouch auack, 1t usts 1u tigh1 

pinctrs to latch on10 the oppontni 's body. An anached snrgt has 

anACof12. 
Blood Drain (Ex): A surgt drons blood, dealing td4 pomu of 

1-tempoacy ConsmuUQn dama,ge each round 11 remains amchtd.. 

• Onc.e..11 has dramtd. 4 poum of Cons1mmon, ii dttaches and flies 

1-~csuhemeal 

TARRASO!IE 
Colossal Magical Beast 
Hil Diet': 48dto-+S76 (840 hp) 
lnili1uivt": t7 (+J Otx, +4 Improved. [nu1au11t) 
Spet"d: 2of1. 

C: JS (-8 siu. +J Otx, +JO naniral) 
1tacks;__B1 tt ..-S7 mtltt , 2 horns +S2.m.dtc..Zdaws +S2 melrr, 

1ailsbp+S2mtltt 
,Damagr : Bue id8+17, horn tdt0+8,da....,.ld.l.hS. tail.slap 3<18•8 

Fact"{Rt:ach: 40 f1 . by 40 fc ./2S ft. 
Spc"cial A1tacks: Frightful prt~nce, rush, Lmpmyt.d grab, 

swallow wholt, augmtn1t"d cnncals 
pttial Q uali1ics: Damagt rrducuon 25/ +5,_carapace, unmuni­

lit.SJcge.neradon 40, sctm, SR 32 
Saves: fQrt +}8, Rtf +29, Will +2-0 

Abili1ics.:.S.u.i.5, Otx 16,Con JS. ln1J. W15 u .. Cha .u 
Skills: Ll!ten +21,Spo1 +2 1 
1-"HIS: Bhnd·F1gh1, Combat Rcllaes. Oodgr, lmprovc.d Lniua: 

11\lt, lronWill 

Climart(Ternin; Any land 
Organ iution: Soluary 
Challt ngt'...Levcl:.20 
Trcasurt": None 
Alignmcnc.Alwa)':SJltUlnl 
Advancement: 49+ HO (Colossa.I) 

The legtndary 1arr.1squt- for1unatcly. only 

~1sts-is poSS1bly tht mOSI drndtd 
. .monster of all (rxcepi. for 1he large.s1 drag­
ons). None an prt.dicJ wb.ue and when thr 
creaiurewillsmkt.JlaL.. 

The location oC. the tarrasque's lair 1s a 
mynery, and tbe ~dormant 
much of tht rtmt. Its 1orpomw slumber usually lasts 6d• 
mon1hs btfort 11 lra11ts u.s..lm .. L:u a bneLh.unuogiony last· 

1ng !dl days. Once rvery dt'O!l.e..o.t.so. the monslttis par-
1icubrly act1~. staying awake..ioL.ld2.."-'«~t.r ... u 

. slumbt"rs for at Inn 4<16 years unkss disturbed. 
Whe.n active, 1he 1an:a.squt is a pcdCCI 

~e.. ..aLde.structicm.Jt mnpagd 
~the..landeatlngevtry1hingin!1s 
, p.uh._including pLuui. animals, hu­
manoids...and even 1owns. No1hmg ts 

saf~uu commurutits prtftr 10 
flee thu:a11erung mnsque ra rhu 1han face i1s powtr. 

.Many.Jege.nds. s.urround the rarrasqut"'s ongms and purpost_ 

Some..holdJuo be an abominauon unleasht"d by anciem, for.gor· 

tcn_iodJ 10..puni.sh all of nature, while others ttll of a consp.wc¥. 
berwecn evil wWrds or memleu tlemtntal powen. Thtse. Wes_ 

.are mt re spcculluon, hOWCYcr, and tht creaturt's rrut nuurt will 
probably rtmain a myslU):...Ihe iarnsqur isn't in 1ht habn of ex· 

plaining irself, and i1 mel)'..kaves any lJVing Wllnesscs in iu wake 

The. tarrasqut is ucaQ• . .blp,e.d 70 fee1 long and SO fet1 tall, with 
rwo horns on 11s head, a lashing tail, and a refle.cuvt carapact. 11 
weighs abou1 130 cons. 

COMBAT 
The tarrasque anacks w11h !IS claws, 1rr1h, hruus, arul wl. 

Frightfu l Prcst'nce (Su): The 1arrasque.. cm...inspire.. .. m:ror..Jn 
charging.or au-ack.mg. Affe.cttd crcaiurcs musuua::ec.d au.__\lli.11 
sa\lC (OC 26) or bt"comt shaken, rtmammg shaken unul thty 

F\·e1htareaofe:fTtt1 
Rush (Ex): Onct per mrnutt, 1he normally slow-movmg tar­

,.ns:qut can movt ai a SPt'ed of I SO feeL 
lmprovtd Crab (& ); To ust th ts abiluy. 1ht tarnsqut must hu 

a Huge or small tr oppone.m wu.h 11S bue auKL lf u geu a hold. ii 
can 1ry 10 swallow cht foe. 

Swa llow Who le (&):..Ihc_ u .rusqut QII_ try w swallow a 

grabbed oppone.nt..0f 1-lugc..or smaller siu ll)'..malu.ng uucussful 
grapple ch«:k. Oner inside, 1be oppone.nuake.s..ldS~a pom1s of 

crushing dlmage plus :?d8+6 poims oLac.id..d.a.magc..pct..mund 

from 1hemnsque'sdigt'sfiVtJUices. Asw~ll1Cc:ca.ncut 

11,s way ou1 by deaL..ng SO pom1s of damagt...uuhc.uuasquCs..~ 
gcs1111t 1~1 (AC 20j. Once 1ht creature t'Xlts. musc..ular K.11.Qll 

dostt the holt; illllllhcr swallowed oppontnl mus.t CUL w....D:WA.t 
wayou1. 

The. rarrasque's gulle.1 can hold 1wo Hugt, four Large, cigbLj 
Medium-si:tt, or sixlCcn.Small or smaller creamrts. 

Augmenrtd Crhicals (Ez): Tht urnsqut 1hrtJ1tns.a cn.uc.al 
hu on a natural uuck mll of 18- 20, dtahng tnple damage..an.a 

succrssfulcnncalhu. 
Carapa.ce (Ex): The mnsquu annorhke cmpac.e.. 15 e..xi::tp­

uonally 1ough and highly rdlecuve, def.lccnng all rays, Imes, 

cones. and even rtuzgi< mwilc.. spells. Thc.rt.....15 a 3000 chanct of 
re:fltctlll& any such tfftt1 hack at 

:...ihuasitr: 01he.rwist, 11 is mtrtly 

t.l~,_"".<ijlll:- _11ega1rd Chrck for 
re.flttuon bt"fore mlling 10 

overcome 1he crra-

----.~ 1urt's sptll • 



lmmun.ities (Ex); The 1arru:qut...has..fu:c. PJl15011..and dist:asc 

immunity. 

Rcgcncr:11ion (Ex): .No form of .au.ack dt.als DWmall ~i.,!Miillillllllilll 
d.iimagl' 10 the 1amisquC...:O.c tarrasque..rc&tncm~ even if _ji 

dmnltgl'llltd or slain wuh_dcuh magic: Thcu anack 

Improved Crab (&):~ 

1hisab1luy, 1htft'ndriculos 
mus t hit wuh ill... !me.. 
anack. lf1tge1sa bold. .ll..j 
au1omatically deals but 
damagt" and can 1ry 10 
swallow 1be oppont'nt forms mcrtly re_duct,JI to - lO hit pom1s. It is 

tmmunc 10 cff«u 1ha1 pt'Qducc mcunble or 

hl«dmg wounds, such as a u!ID'.d of. ll.'OUJldillio 

mummy rot , or a chy golcm's wound abil­

.uy_ The t:irrasqut can bt: ~ 
slain only by reducing 11 10 - J.O..b11 

pginls and using a 11111h ourunidc.5pcll 
tokttp udt-ad. 

If 1hc 1arnsquc l<KH 1 .limb or body 
put , 1hc los1 portion regrows m td6 
mmutcs (1hc dc1achcd pie.ct dies and 
dKa)'s...nQrmallyJ. lbL.Crt:llJ.l(C.a.n 

re:anach 1hc severed member m-

~Jif:~i-h1:~~1~~:h;::i~~· I 
t8 racial bonus lll...LisJcn and Spo1 
ch«ks. 

TFNQRIC!/l OS 
Huge Plan! 

J:litDicc:~8tH (94hp) 

+J.nili:uivc: - .J (Dex) 
Spf:ed: 10fr. 

C: 16 (-2 511.t:, - 1 Ou, ~9 nnural) 

,.Attacks: 811e•Omeltt, 21cndrils 
~smcltt 

Damage: Bue 2d8+9, 1endnl ld6+-4 

Facc/ Reat.b: 10 ft. by 40 f1./IS ft. 

S~lalAuacks; lmp~ gI'llb, swallaw 

wholt,..p.m.lysis 
Spec.iaJ Qw.litles:Plam, regentI'llliC!ll...10 

Saw-s: Fon tl2, Ref .,.2, WiU ~2 
Abilhics: Str 28, Dex 9, Con 22, lnt J, Wis 8, Cha l 

Climare/fcrn.in: TtmRUlllt and warm fores1, hill. and marsb 

Organi.u1ion. Soluacy 
ChallcngcR.ating; 6 
Tttasure;.1.l10tb_c.oi.D.s;.50%g~ilems 

Alignmen1:A\ways neutral 
Advanccmw1~ HD (liugc.1JZ=2Z...llD1.CargantUcan) 

The ltndCKUJos is a plan1 thaf may ha\·c...bctn mumed by foul 

+magic. or may have onginaied on another plane of ex1sttnce-or 

posiibly both of these thtooes ace u:ue. 

"' Apptanng most of the.time as a massive mound of vegemion, 

the ttndriculos aa.HU up IQ.a height of t S feet supponed by 

limbl1ke vmcs _and. branches. Ihc mass has a huge mou1hllke 

opening filled with "teeth" oUharp bI'll.nches and long thorns. 

The ttndoc.ulos lS Wt.kno.w.11.fQtJIS a.hili1y 10 grow and ll'grow 

iu vegeiable body cx1mndy rapidly. Whole new leavtt and vines 

appcarinJUS1afewm1.nu~c.uWuc.ccunplWmth1sby 

consummgvastquan111iesofmc:it.. 

Animals, ~asis, and even ruhcc.a.ni.matt planu ~crved by 
rhe prt~nce of a tendnculos; they il'>v1d u and illl)' pbce: 11 has 

d~~~~ bs1 Mhcu~ 
~Ima-deep forests. oc..wamng in vegetated arras (lookmaJikc 

no1bm£ more than a small hillock), th" tendnculos amcks sav· 

agd~ no feu. lt auempis to swallow as much n~h as1~ 

an..asqwck.lyasuan. 

A 1endnculos that hus 
wilh a tendri l anadc gI'llbs 

pick::~::~~~ 
II'llnsfersittotbc...mmuh._a.ta 

partial acnon. a.ui.om.atlcally 
deahngbuedama.ge_asab,ovc....._ 

Swallow Whol([Pua.ly:siUE.¢ 

A 1endriculos can u:y to swallow a 

gI'llbbed opponent of largc.QLSmaJ.ler 

Sin by makmg a successful grllpplt' 

che.dt. Onc.e inside 1he planr 's mass. 1hc 

oppont'm must succttd 11 a Fonuudt" 

savc.(QC 1.9) oc.k pmlyu:d.Jot.Jd6 
rounds. b):: thi: 1t..ndnculos's digcs-
1M ju1ces. 1alu.n&.2d.6_poUJts of acid 

dalllllge~nouaveis 
rtqu1rc.d. .each_ round inside 

U,~phm_ 

n 10 1he plant's 

~Crt31Urt 
1ba1amjd'lpaotlysisc.an..+ 

climb ouL.Of the mm 

with a .succ.wfulsp­
plt' chtt.k.. This .m 

whert ano1heLS,UCctu£u.4 
gI'llpplec:htclr. lS_nt.cdtd 

togetfrre. b..s.willowed 

crtatull'canalsocut i1s wayou1 by usmg clawsora 5.mal.LorTLny 

slashing weapon 1odt"al 2S poinrs of damage 10 th.c.tendnculosJ 1n­

tt'rior (AC I S). Once the crnrure ui1s. the pl.aru 's amazing ll'gtn­

tI'llnvt capacny closes 1he bok; w~ opponen1 mus1 

agam c:ur its own way out. 
The iendnc:ulos·s imc.rioi: can.hold 1wo Large, (our Small, eight 

Tiny. silattn Oim1nutU't', ou.hi.ny-f\112..Eint or smalleroppont"nts. 

Plan1: lmmune to m.ind-LD.{lu.cna.ng t"{fo::ts, poi.son, s l~~p, 

panlysIS, s1unnmg, and polymo.rphing.. Not subjttt 10 cri1ical 

hi1s. 
Regcnc.raiio o (Ex): Bludgeoning weapons and ac:1d dnl 

normal damage to a tendnculos. 

A tendriculos that loses pan Qf its body mass can regrow u m 

ld6 mmutt'S. Holding rht' scver.cd. pomon agams1 tht' mass t'n­

ables i11ort11rach 1nsrandy. 

THOOO\JA 
Medium-Size Elemco1a.I (Ea.nh, Fire) 

Hl1 Ui.ce: 3d8t l (16 hp) 
lniliative: .. 1 (Dex) 

Speed: JO fi., burrow 20 £1. 
AC; t8 (:t LDcx, +7na1uraJ) 
A11ac:ks:...S.la.aLt 4mtltt 
Damage:; sJam ldW and 2d6 firt' 

,.Fac:t'/ Reach;Jb.by.sf1./5ft. 

Spcc.ialA1tac~ca 1 , burn 
Special Qualilies: fire subtype, Ire.mo~ 

,Savcs:..fon..rl,.&tl..:d...WjJLi 
~lk.s;Srr IS, Dcx!J,Con 1l, ln1 6, W15 12, Cha to 

Skill.sJ.m:uu..DucctiQD .,..t , JU1tlp -t;6, Llstt'n .. 6, Move Silt'ntly .. s 



Clima1e/fernin : Any undcrgro.und 
Organ iu1ion: Solnary or pair 
Chailf:.nge Ruing:2 
Trcn u re:None 
Alignmcn r: UslUlly nc.uu:a.J 
Advan (ement : +-.9 .H Ql.Urgc) 

en;,:~!~1~ i: ~;r~c 
_enc.ugh. to mdr solid 
rQCk.. It has a cholenc 

i.JDQOdandafoul1empeL-
A thoqqua's sinuous 

body lS segmen1cd like an ewh wonn's and glows wi rh ... 

orange·wh11e heai...Thc crca.1urc burrows through rock -

loolung for minerals to eat.. 
A thoqqua..is ~bouLI.(ooLi.n dbmeter and '4 to S fttt long. 

1e-~Toqqua lS dis1ur~, LI S firs t lnninct LS fO m:ick. lls fa:+ 
vored 1~11c is 10..Spring d1r«ily at a foe, euhcr by buming out of 

1he rock or by coiling up us body and launching 11sclf like 2 
spring Jn euher case, neat 1he maneuver as 2 charge 

Heal (Ex}: Merely rouchmg or being touched by a 1hoqqua au· 

tomatkally deals 2d6 fire damage. 
Burn (Ex): When a thoqqu2 hi ts with its sWn an ack, the oppo-

~m{: ~d:c=:~: ~~:~ ~~~:~~~::~~:~:~.:; 
crea1ure can use a full-round aC1ion 10 pu1 out the fbme (Stt page 

,_86 in 1be DuNCZ:0.'1 M.urr11'1 Cu1dt for morc..i.nfu.anailim on catch· 
lngonflre) 

Fire Sub1ype (Ex): Fire immuni ty, doubk.da..m.agc..from cold 

uctp1onasuccessfulsa11e 
Trcmorsensc (Ex}: Tboqquas can auromaucally scruc.the loca­

tion.ai.~ng W1lb10 60 fcc1 1hai is 10 conuo ... w11h.J.bt: ground 

TITAN 
Huge Ou1s ider (Ch ao1ic, Good) 
Hi1 Dice: 2od8+120 (2JO hp) 
lni1i:.11iye:+I (Dex) 
Spc:cd: 90 f1. 
AC:22 (-2sizc,•1Dcx,t1Jna1urall 
Anacks~Cuga.ruuanw~J/t26/+2 1/t 1 6 melee;or 

Huge Ja11el.in tl'Jb l4/+9/rl nnged 
Dama.gc.:...Gacgaruuan warham.mtLid&UJ; oiliuge javelin 

2d6t-IJ 
face/Reach;. JO f1 by to fi.J t.S f1. 
Spcdal Anacks: Spcll·Uke abili ties, spells 

t Spcclal Q uali t ies: Damage rcduc1ion IS/+ I, SR 2S 

~Savcs~fon tl8, Ref +U, Will H7 
Abili t ies: Sir 37, Da..J :Z.Conn, Lm 21, WlS 20,Cha 18 

Skills: Bluff +ll.Climb ~ll..Concemmion +29, Craft (.any one) 

•27, Jump +36 .. Knctwlcdgeb.ny one) .-28, Knowledge (reli­
g1on) .-28, listcll t.JOJufor.m11Wlad. chant, dance, epic, 

harp, melody, ode. plus any othcrsixtten) •17, Sense Mmh·e 

+28, Spo1 t30,Sw1m1.l6.. 
Fens: Alenneu. Bhnd-Figh1, dtaY~ &peruse, Crca.1 Clea11c, 

PowerAcuck 

Climate/Terrain: Any .land and underground 
O.rpniutian:..S<ilituy or pair 
Challcngc.l.cYd: 2.1 

asur:cJnplu1andard 
Alignmtnr. Always cbaouc good 
Advancement; 21-JO HO (Huger. Jl-60 HD (Cargan1uan) 

TIWlS ai:e.. sta1ucsque bt1ngs of hero1( proporuons. They ~e; 
agile minds.n d powerful bodies. 

A man looks like a 2S·foo1-1all human of.gua.J...+ 
pby.si.c.111 strength and beauty Tirans favor loost....i 

flowUl& clotb.Lng such as robes. 1ogas. kun· 
clodu,.J.Qd the like They wear rare and valu· 
ahlCJ~lry and generally make 1hemselves 

seem bc.autiCW..and overpowering. 
Titans arc wild and chaotic, masms of Umr own fates. They 

arccloserrolhcwdlspnngsofhfct~ 

rt\·el m ai.s1cncc. They arc pro~ 10 more pn;iDOWKed 

&w fitse:r:;s~i;;:;~;c:~~bas~call~dtz!: 
lcnt...so they tend n<X ro take life e\·~b.t.n.an&Q-. 

Titans.spealLCommon, Celestial. Dracomc,.CWU, aml.S~ 

<tOMBAT 
U tans can wreak ba\IOC wu h 1hc1r ma5Sl\'e w.i.rhammers, which 

.ue_.some1imes rcfcru.d lO as "mauls o[ the mans.." In addmon to 

their considerable batt le prowess, ri1ans possess great speed and 

considerable magical power. Ibey CilJOY comba1 and uslUlly close 
fim. lf 1ha1 prl)\·ts meffccu\·e, they .swifify. back.off and pelt the 

foe wuh spdls.and mag1cal&«.u. 
Spc.U-Like Abilities: Al W11.l-o!Jn .Kl/. .ltl.w..dwnn. pmon. I)!' 

ammalcomrnunt w11h '"nun.nm• J1ghr wou11.b.Q:duk..jur:Jtmm, lui1r 
u11d1aJ,holdmoml",mm1b1hly,lro1t.i1r,/ighJ~ordt.~UlilflllL 

mmvr imagt, poJJ w1lhoul tratt, pt'NHW:LI ~'Pam(, 
,.J1tmmo11 n;i:lurr'J iill)'.lL n-rnovtcurv, mnatt./lllt~~ 

pl.infJ, summori J11·.arm. a.nd wh11pm11g Mnd, 2/day--;uJm! prtl)«hon 

andr1hmalnm. Thcsc.ahilmesarcas1hespcllscast.bya~~ 
sorcercr (s;ave.DC li ,. spell l~11d). Once e\·ery 01her..round. a.lltan 

can useholy11n11<asa201b-levcldtnc. 
SpeUs: A man can use arcane spells a!i a :wih-lcvd W.12.llrd ~ 

divine spells .ts a 20lh-kvcl 
denc. from the dcac....las.und 
from 1he Chaos and Good 

domains. 



Juvenile Adult .Elder 
Small Ou1sidc-r (Waler) Mc-dium-Si-ic- Ou1sider (Waru) _utgc- Ouuidc-r (Waler) 

Hil Dice-; }dS+6 (19 hp) 7d8+H (4S hp) Ud8+60(127bp) 
lnilillh'C'; • I (DtxJ +l (Dc:x) t l (Da) 

'"""' 1of1., swun.9(lft. 1of1.,SWJm90f1 tOft..SVt'lm90f1. 

AC: 22 lt I me, • I Dex. t 10 n.m1ralJ 23 i • I Dc:x,•12 na1ura1) 24 (-1 SIU, t:I Dex, ~H cu.1ura.U 

Auaclu: Bue.6mdcc:,2clawsHme:ltt Bile: +IOmdec:, 2cbws •S mdec: B11c:.-2omc:lc:c:,2c.la""d.5mcltt 

Damage:; Bne2d6+2,cbw 1dH1 Birc2d8+3,claw 1d6t l Bnc:'k!6 .. 6, daw tdS+l 

Face/Reach; sf1. bysf1/ SfL S fL by 5 f1./S f1. IOfL bys fi ./S f1. 
Spc-cialAuack; Improved grab, ink cloud lmprovc:d grab, ink cloud lmprove_d gnb, tn~ cloud 

Sp«ial Qualitic-s; All-around \'lSion, acid and coJd Alb round vision, acid and cold Alt.around \lis1on. acid and cold.._ 

immumiy, flrc: and e:l«:uiciry lmmunuy, flrr and c:lc:cmc:1iy 1mmunil}'. fire and clectricily 

rc:sisuncc-20 rc:sisiancc:20 rc:sis1anc.c.2Q 

Saves: Fon .s,Rc-ft-4. Will t4- Fon +7, Rd +6, Will +6 Font.U..Ac£..tlo._Will+l0 

Abili1ic:s: Sn 14, Dex ll.Con u._ Str 16, Dex l),Con IS. Srr 22, QaJ.J, Co.n1'. 
lntlO, W1s 12,Cha 9 ln1IO,Wis 12,Cha9 Im 10, WisJJJ:ha 9 

Skills: Hide +\I, lmuu Dir«non +7, Esc:apeAnis1 +11,Hlde +lt , EscapeAmst+l.!tliidc+IS, 

linen •7,Scarc:h .. 6,Spoi •9 lnrimida1e .. s, lmuh Direc1ion .. 11 , lntimiduc- +17, lntuitDirc:c1ion+l9, 
lisun . 11,Sc:arch •6,Spo1 +ll Knowlc-dgc: (Plane: of Wa1c:r) ..-1 l. 

listen +19,SC'arch +6,Spo1 +20 

Fc-ars; Billld-Fight Bhnd·f-1gh1, Dodge Bhnd-Figh1,Clc:avc:, Dodge, 
PowerAnack 

Clima1e(fcmiin: Anyaquaucandunderground An.y aq1mic and underground Any:aquancandunderground 

J. Organization: So limy or clutch (24) Sclit.uyorclutch (24) Sol11ary or clu1ch (2-4) 

Cballcng.:Rllting: 3 5 9 

1.Xrcasurc:: S1andard Srandard S1andard 

..A.l.liJunenl; Ah••aysnc:utral Always neutral Alwaysnc-u1ra1 

Advancc-mc-nt; +-6 H D·Small) 8- 14 HD (.Mc:d1wn·siu) 16--24 HD (largc:l; 25 -32 HO 

ToJanidu arc omnivores from the EJemcnt.tl Pbne_af Water. 
Ih®gluhcy st.cm duru.sy and innocuQUS at fia1glancc .. iliry ne 
nimble- swimmers and capable: flghters. 

A IOJ:t.nida. tt.Stmblc:s a snappmg_nmlc. ldw a bluc:.·gcc:.en. 
spindle-shaped shell made up ofhc:xagona.I pla1u . lnsidc: iliuhcll. 
1J a flc-diy body wnh K•·en st.Ilks. four of thc:K stalks...hat 
paddles for locomorion. rwo arc: tipped wuh cbws like: a 
crab's, and onr brars thc.c:reaturc:'s head. Each 
mlk 1J scaly and green. like a tunlt . E1gh1 
vents in 1hc: shell. four a1 rach ~d .. allow 
the ioianida 10 lhrusuis sralks o.utin.wha1-
rvu conflgw:;;1tion iU'lllds co.u•·cniem. 

Juvcrule...~ arc: one to_ 

1wemy-On~ years old, wuh a 
shdJ abouL3 fc-c:1 long and 
~'C'i&}ungabou 1 60pounds.An 
~usagtd l'A'C'my­
. s1.1 to eighry years, 
wnh a shell about &. 
ftttlongand~­
ing about 220 pounds. 
Andderissullb.a.lc.and.c:an 
reach ISOyearsofage. h lus 
a shell about 9 ftt1 long 
and wr1ghs about 
SOOpounds. 

Toia.mdas speak 
, /t.quan and can be: 
~~U1.S.uallyonlyon 1hu.ubJC::Ctoffood, 

<!oM.BA 
Toiarudu. UC fudy C'\'C'n· ic:mperc:d but can be ferocious if m0< 
lc:ste:d...Ihey_ue vc-ry icalous of 1hr1r food supphrs and h«ornc.., 
1escyJf.Wy 1uspc:c1anc-wcomc:r1s 1rymg to btoat thrm 10 a meal~ 

(Carganruan) 

Improve-cl Crab (Ex}: To UK rhis ab1!11y, 1hc: IOJan1da USJ h u 
w11 h a b11e or claw u1ack. lf1t gets a hold, II automa~s 
that wnpon's damage: rach round the hold is mallltaine.d.. Undcr­
watrr, a 1ojamda can row a gnbbc:d vicum o( us own..siZC' or 
smaller at rop speed. A fa•·ontc tacuc is 10 gnb a.smglc: opponrnl , 

,.. tht.n.w1tb~·.haulmg1hc:opp1> 

nc:.n1awayfrornusallic:s. 
All-A.round Vision 

(Ex): To1amdas' mul­
uplc: ape"urc:s 
allow them to 

look in any 
dirttnon. be-­
slowing a H 
rac1al bonus 10 

Spo1andStarc.h 
chc:cks Opponrnrs 

gam no fbnlung bonuses 
O.vv when anaclung a 1ojamda. 

(JI Ink C loud (Ex): A 

1oianida ca n c-m1r a spheri· 
al c:loud of ier·blac:k mk ~·i1h a 

radius of 30 fct't once per 
mmu1c:uafrrcac.tion..Iht, 

c-ffc:CI isorhc:rw1sc slJJllluJo 
fogdouJcas1byan · 

~ level equal fo 1be. lOJanida'sJ:ti 
Diet. Out Q( .W:alCC.. _the:_ . 
cmc:rgts_in_a st«:am up.JO 10 
long. whKh the:_ tojan1da can 

.sq~pponcnU cy_e.s~Thc: affc:c:t«LI:u:a1urc: mus1 suc­
cttd at. a Reflex save- or bt blinded for t round The: u•·c: DC is 

..U ai:uruL LJ.UVe.nilc, IS against an aduh, and 19 against 
an r ider. 

r 
• 



Huge Planl 
Hil Dice; 7d8+ }5 (66 hp1 
lnitia ti~: -1 (Dex) 
S~e_d:}Of1. 
AC: 20 (-2si2e,- I Oa, ti} narur.d) 
Auacks: 2 slams +12 m<ltt 
Damage: Slam 2d6+9 

...face/Reach: 10 fi by 10 ftJu.fL 
Special A.nae.ks: Ammace irtt.s. 

rnmplc. double damage_ 
agairurobJecls 

peciaJ Qualities: Plant. 
f\11! vulnenbiluy. half 
damage 
from..5lieteing 

Sa~s: Fon +10, Ref ti, Will-t6 
~tiel:..SJ:.t.lj,,J)cx 8, Con 21. 
lni12,Wis15,Cha12 

Skills: Hide -9!..lnu.midare +8, 
Knowledge (any one) -t8, 
l.men +9, Sense Mouve +9, 
Spo1 ~9, Wildemess lore +9 

fHl.5: l.ron Will, Power Anack 

Climate/fe_rrain: Any forts! 
Qrga.niutio n: Solmry or grove (4-ZL 
Challenge Raring: 8 
Treasu.tt: S1aruiard 
Alignmen1: Always neuinl good 
Advanct'mt'nl: 8-16 H D{Huge); 17- 21 H Q_ 

(Carganruan) 

Ircan~combi.nt' &uurcs of tft'es and humans. 
They arc...pex-d"ul by nafuft' buc deadly 
when aD&crcd.Jhey haie evil and the 
unrtslnllltd use of fitt, cons1denng 
the_mselYes gwrd1ans of the tr«S. 

Trtanis are almosr lnd1s11nguish· 
able from irtts. Their skin u 1hidr. aod 
brown, with a barkhke 1ex1ure. Thcir arms 
are gnarled like bnnches, and tb.t.lf legs fit toge1her when closed 
to look li.kc.. thc..u:u.nk..of a 1re(...6.bo.,.e the eyes and along the 
htad are doKDS Qf smaller branches from which hang grra1 
leave~Jeaves Q{_a_uUDJ..ciiange.color. but 1hey 
rarely fallout. 

TctantS.spe.ak their own language. plus..Common and Sylvan. 
los1 also can managt' a snunenng of JUSI abou1 all orher hu· 
~d 1onguts-a1 lea.st e.nougb 10 gy ·eer ou1 of my 1reesl"' 

COMBAT 
Trcanu prefer lO.. ~leh..potcnu.al foes cuefully before amck1ng. 
They of1en charge.suddenly fmm cover to rrnnple the despoilers 
offorem. lfs:ardy prCSKd,..tht,y aninme trees as reinforcements. 

AnimaieTrct'S (Sp); A lreant can ammatt trees wi1hin 180 ftel 
at wm, controlling up !Q..IWQ...U«.La.La ume.J1 ta.k.es._a_full round 
for a nonnal tree to uproo1 i1se.ll tbt.rtaf1er il.m<n'CUI a spetd of 
10 and f'igh1s as a tream in all.rtli>:«ts..Anin:iaml..ut.t.s.W their 
abiluy to move if the ere.int who anim.;ned thern..i.s in.capadmcd 
Qr m_P\·es ouLaf mige. lht abW1y u othe.rw1se similar 10 Jwct111.k as 
au.i...~dd<W<L 

trampi.c.(E,x}LA rreant or anunucd irtt can rramplt Med.1um· 
~ae:uuus.fur 2d l 2•5 pouusof damage.. Opponcn.lS. 

who dQ.JlO.Lmake anacks of opponum1y against the 1ream or am· 
mat~a1temptaRt:flu~ve (OC20) 1ohalvethedama1.4-

Double Damagt' again.SI Objects (Ex): A tream or animated. 

tree thaL.m.ake1 a.iull anack 1gams1 an obJecl or s1ruc1ure., dt:ili 
doublufamage... 

flant: lmmwie to mmd·mfluencmg effects, poison... sleep... 
p.ua.lysis, stunning. and polymorphmg. No1 sub,ec1 to cn11calh1~ 

Fire Vulnerability (.Erj; A ueanr or anirrmed uee 1a.kes 
double damage from fire auacks unless 1he mack allows a ~ve, 

lll which case It takes. double damage on a fiulure and no 
dam~e..on..uucctss. 

.Half Damage from Piercing (Ex): Pitre· 
1ng weapons dul.wtly.half dama£uo 

rrnms, wnh a minimum of I 

poinrofdama,gc. 
Skills: Tre.ants. U:CfiVC. tlulli 

as though rhc,)'...J,W:t'., fey"'.~ 
have a ~ 16.naalbonus toliJdc. 

checks made in fottllcd are.as.. 

TRITON 
Medium-Size O u1s ider 
(_Watecl 
Hi1 Dice; ldsi.3.06 hp) 

ln.itialiVt..1.0 
Speed:S~.ft._ 

AC: 16 {+6 rwurall_ 
Anack.s: Tndcnl.rl..mdce; or.he:i.vy 

crossbow .. } cangN._ 
Damage:TndcnLl.~e:u:y 

crossbow 1d10 
bee/ Reach: 5 f1 by 5 ft ./5 ft.. 

Special Anacks: Spell-like 1h1hues 
Saves: Fort •-4,Re.f,},Will+4 
Abi.Uties: Str 12, Dex 10,Con l2.UU l}, 
Wistl,Chatl 

SkiUs: Craft (any one) tt, Hide +6....l.ls.Kn :rl, 
Ride •6, Spot ~1 

FHIS! Mounted Comba1 

Clima1e/fe:n:ain:._AD)raqu,atic 
O rganiutio n: Company (2-5}, squad 
(6-.ll).ot.band(.20-80) 

Cha.llengt...Rating:i. 
Treasure;_Srandard 
Alignment: Always neutral good 
Advancement: 4-9 1-1 D (Med1um·s1ze) 

Trirons ue rumoft'd 10 be from the Elemental Plane of Wai er, on 
1he Ma1e.rial Plane for some unknown purpose They aft' sea 
dwellers, preferring warm war..eu but able to 1olente coldtr 
depihs. 

Taions form communmts. ~.in gft'at undersea casdes 
built of .xock. coral. and other: natural materials or in finely 
sculprtd cue:ms.A.hwutr-~the.re:r. Rt:Oplc, 1mons uke from the 
sell vas1 bounry only what they need 10 survive. They aft' nalu· 
rally .suspicious of surface dwe.llm and prefer no1 to deal w11h 
them if possible. Howevtr, tri1ons dtal harshly wuh be.angs who 
intentionally invade 1htir communuits, cap1unng 1h.e. UlltUdttS 
and seru.ng thtm adrif1 wuhour any possessions ar least 1e.n..miles 
from any_shcu:dine, ld'.t · 10 1he mercy of 1he sea." 

Triwnsare.1he..n.aiuralenemyofrhecrucland.evil..sa.h~ 
The twQ .. can.tlllLCQCKlSI ~acefull:r Wan bctw«n..tlwn.are p.m:­
longtd. bl®dr:afbm 1ha1 somet1Jt1(1JD.terfcl"C.IDJ.hshippm,garu4 
mantu:neu:adc. 

A talon.is .mMgbJy human·saed. ils i0rtLhalf ends m rwo 
r,mnc.dJcg:s, while 115 torso, brad, and arms aft' human. Tmons 
;Jiu.c....silx.uy..s.lwuhat fades mro lllver-blue scales on the lower 
half o(tbeu bodies. Their hnr is deep blue or blue·green. 



TrnClllS.spca.LCom­
rnona.nd.Aqum. 

, COMBAT 
Thereclusivem­
tons prefe.r Bl 
avo id combat '"t 
but 1heyflerccly_, 
defend ihdr 
homes. Thc.y..,. 
airxk wuh ti· 
ther melee or 
ranged wup­
ons as the cir· 
cumsu n ces 
wunnr When 

encountered 
oms1dethc1rb1r. 
thcyare90%likc:., 

ly to be moun1«i 
o n friendly su 
cttaruressuchas 
porpoisn. 

Spel l -Like 
Abilities: A rri1on 
can use summon 

n11Jurr '1 111ly Ill 

onct ~r day as 
1he sptll cm by a 
ith:lcvclsorcer­
cr. ofttn choos­
ing water cit>· 
memakfor their 

companions. 

TROGIOOYTE 
MWium-Si·u· Humanoid (&p1ilian) 
Hi1 Dice: 2d8•<4(1lhp) 
lnitiative: -I ( De¥) 
SpcW:JOU. 
AC: IS (-t Dex. ~6 1mur11I) 
At1acks:...LcI!i!iJlC.1[.i.Lmclt>c (oL2 claws t .1.mclce), bue-1 

melee,arp.\·clin t i r.i.nged 
Dam:&&e: lJmg:spt>u 1d8, bite td-4, claw..id-t.or iavelin td6 

J"1ce/ ll.nch: S f1. by S f1./S f1. (10 f1. wuh longspcar) 
pc:cW Auacic.5: S1eru:b.Jbrkvmon iO f1. 
Sav~ Fon tS, Ref -l~ ~ +O 
Abili1ie1: Sir 10, Ou.9.Con 1-4,lnt 8, Wis 10,Cha 10 
Ski.U.s: Hide ~6•, 1.i.ucn..tl 
Fe.is: Muhmtac.k. Weapon f.Clcus (Javelin) 

Climue(fernJn: Any moumai.ns and underground 
O rganiution: Clu1eh U:sl..squad...(6-11-plus .l-.2.JWJt liurds), 

or band (20-80 plus 20'\ nonc.ombatanlS plus l-U gJ.am 
liurds) 

Chalknge Rllting: I 
trcaslll'C: SmtcolllS; seoi goods;S<Y.\ nems 
~CJ11:.iJwayschao1K.evtl 
fA° vancc.mcnt: By cliarac:1e.r cbss 

Ttoglodym; uc revolung hurd crcarurcs as evil as rhc foulest of 
dcm.onL.Ihcy arc very warlike and sa\-or the taste of 1ht1r c.r\~ 
mies-cspecu.llyhumanoids. 

Iro£lody1es (o.L uogs) look somewha1 humanoid. st~ 
about5 fett tall and weighing about lSO pounds. They hay:e 
spuuilybut muscubrarmsand walk tree! on their squat le~ 
mg a long. slender 1ail. Their heads art hurdhke and CfO'«n.cd.; 

with a fnll thai u1ends ft:om.the..forehnd to 1hc base of the neck. 
Iht1r eyes are black and. beady and \'ery scnsilive to even the 
.d1mmcs1ligh1. 

Troglodytts nt llQLcspe.cially m1elhgcn1, bu1 thtlr.Hrooty and 
narunl cunning more. ch.an compcns:i1t for tlii! dtfkitncy. Tbey 
often launch bloody raids agains t humaruti.d..senlcmcnts..O.L.t 
ambush canvans m warm chmares. They guard lhw lain_aggrts­
sivcly, luhmg out a1 anyone who comes too near.,, 

Troglody1es sptak DrKonic. 

COM6AT 
Half of a group of troglodytes arc annW only w11h claws and..zct:th, 
ihc rest carry one or two Javelins and longspears. Thq....nQDJla.Uy 

.«metal themselves, launch a volleyofjavel1ns. then close 10 anack. 
,.l(the battle gOCi against them, they mrtai and attcmpl 10 hide. 

St ench (Ex): When a troglody1e is angry or frighrtnl'<i, it se­
cretts an oily, muskhke chcmkal that neatly tvtry foan ohnimal 
llfc finds offtnsi1•t. All crcaturts (octpl ll'O&lodyttsl w11.h.i.n 30 
feet of the u:o& mus1 succe.ed al a Fonuude..sn"c tDC.Jl) or_bc 
oo.·trcome wi th nausea.. This.lasts for 10 roundunddtah,. 
ld6 po1n1s of 1emporary S1rcngth damage. 

Skills: The slun of a troglodyte changcu:olm...sa.mc: 
whar, allowing ii 10 bltnd in with sunuun~ 
chameleon and c.onfcrnng a ~4 nc1al 
bonus to Hide checks. • in rocky 
or subtcrnncan se.tu.ngs, this 
bonusimprovtstot8. 

TROGLODYTE 
SOCIE1Y 

TROG10DYTE£1:1A&ACTERS 
A u:oglody1t's fa\-orW c.laS5 1s cknc, and mos1 1roglodytc lead.to; 

,.arc..clcna. Tro&]odytt dtrics wcmh1p Laogzcd and can choose any 
two of the.following domains: Chaos. Dea1h, Demllction, and Evil 



Large Ciani 
Hit Dice:6d8+l6 (63hp}. 
lnhiative: ... 1 (lkx.l 
SprN:)Oft. 
AC: 18 (-1 size,t20cx.?7oalunl) 

.Anacks: 2 cbws +9 mc:l«: •. bue_ tt mdtt 
Damage; Claw ld6+6, buc !d6'!"3 

r-Iace/Rcach: sf1 bysfr.LJ.oft..._ 
Special Attacks: Rend 2d6t9 

TROl l 

Special Qµalhics: Rege.ncration...5....sc.cm. dark vision 90 ft 
_Saves: Fort + 11, Ref .-1, Wil.l..LJ 
Abili1iu:S1r2l, Dex 14. Can.23. Int 6, W1$9,Cha 6 
Skills: Usitn +S,Spo1 t"5 
Fcats:Alcnncss.IronWill 

Climatc/I'crni.n: Any land, aqwlic, and underground 

rO.i:ga.ni.z.ado.n: SQl.uaryor gang (2-t) 
ChalJengt> Ratins: 5 
Treasure; Siandanl 
AJignment: Always chaonc t'Vil 
Advancement: By charac1er class 

Trolls a~ homd carowores found in all climes. from ncuc wastc-­
bnds 10 tropical Jungles. Mosr crcaiuru a\-oid thcst bum, who 

t1'now no fear and anack unccasmgly when hungry. 

t ~~Trolls have ravenous appem es, de.vo.w:i.ng evuy1hing from 
grubs 10 hf:an and humanoids, They ofu~n.Lait nur st1dcmcn1s 

..and hum the inh.abuams umil rhcy dt\'QUUYuyj.as1 one. 

A 1ypacal adult troll m.nds 9 feet 1;ill and ~.500 pounds. !is 
,..nibbrry huk u moss grttn, mo1ded grttn ~~JXJNlnd gny. A 
11t01hmg. h:nrhkc mass 
grows out of the skull 
:i.nd is usw.lly greenish 
bl:i.ckor.iron gn y.The 
unu:i.ndlcg.s:i.re long 
andu~mly. 
Thelegsend1ngrea1 
1hree·toe-d fee1, !he 
anru in wide, pow­
uful hands wi1h 
sharpened claws. 
Trolls can_:i.ppcar. 
1h1n and fwJ. but 

rerp;ms. 
T ro l ls 

walk up· 
ri gh t bu1 
hunched 
forwud wuh 
sag g 1 n g 
shou ldus 
Their gail is 

E
even,:i.nd 
c.n..t.hc.y 
.i,,.,,,,._ 

<=L 
dug alon& 
1hegmund. 

foLallt.h.iu:cellllll& awkwudness, rrolls are very :i.g1lt 
Trolls spell.Ciani. 

COMBAT 
,.Trolls have no fear of deub: they launch themsch·es info combat 

.withou1 hcsimion, fla.i.h.n& >A-ilii!y at 1he ~t oppl'>nCnl Even 
when confron t~ wuh.firt..lhty fry to gct around lht flames and 
an ack. 

Rend (Ex); If a 1rollhits wuh bo1h claw macks, If l:i.1ches omo 

chc opponenl's bod)'.;lild_tears the flcsh. 11us.:i.t1.ack..au1omauall~ 
deals an addit ional 2d6?9 po1n1s of d:i.mage, 

Regenera1ion {Ex): Fire and acid deal nonn:i.ldamagc. ta..a.. 
troll. 

If a troll ll)SCj; a limb or body p.Jn, the loii.ROrUOD [(gTOWS 1.11. , 

3<16 muiults. The crea1urc can reuuch tht.-5.tl'UCd.mcmbtt~ 

s1anily by holding n 10 1hc s1ump. 

SL RAG 
~suca m:irinevaric:tyof1roll1h.atdwctl m anybodyofwate[ 

~nanycl imatc. 
On land, scr.1gs have.a speed of.lo f«1..md their swimming 

spttd is 40 fttL They regencmc only i.lmos:tlf immersed 1.n 

water Scrags_ arc: 01herwue 1den11cal w1tb_thcu_ landbound 

l/MB-ER:Hl/l K 
,.Large Aberration 
Hi10ict:8d8?J2 (68hp) 
lnitialive: +I ( Du)_ 
Speed: 20 fL, burrow 20 fL 
AC: 17 (-1 Siu, ?.l.Dcx. t7 rutural 
Anacks: 2claws+1Lrnclee, buc •9meltt 
Damage: Cl:i.w 2d4+6, but 2d8•J 
Face/Reach:sf1. bysf1./tOf1 
Special Attacks: Confusing gau 

Spcclal Qualities: Tremorsenst 
Saves: Fort?,, Ref?), W11l~6 

Abili1ies: Ser 23,lkx U.Con.J.9..lnt.9, Wis 11 , 
Cha IJ 

Skills:..CL.mb...-.u.Jwnp.+14,Lmen tit 
...Jca15:1Julnauack 

Climaic/Icrrain: Any undt rground 
Organiution: Soluary or dusttr 

(2-4) 
Challenge Rating: 7 

Tuasu.rc:S1:indard 
Alignment: Alway! chaouc evtl 
Advancemenr:9-12 H D 
(.l.argc,1.13-24 HD (Huge) 

Umber hulk5 ut massivt crca· 
IUit'SthacdwtUdcepbcncaththe 
ear.ih. Ripping through_ rod as 
though u were light underbrush. 

they rampagc conuowwsl)'.­
leav1ng a wake of dcsuuctiol:L_ 

An umber hulk ia_pow~ 
bui11, looking something Ukc_a 
crossbc tween..agrtal:.IJ2C.~ 

bcctlc.:rh.t..wedg~pcd._cr~ 
sundt roughly s.fc:eualland mtasurt'S 
nearly 5 feet U'.IOS5,.j\'c1ghing abom 
800pounds. 



Armor plates COYer vinually :ill ofm rhmnpus bcxly...w.hci:sL_ 
scmtrf'd fttlen r~mble sp.ust hair The .low._rowultd 
head 1s dom1nuN by a .masswe 
pair of mandibles and ~ofm­
angulu teeth 

UmberhWksspc;i.kthcic..own 
language 

(fOMBAT 
..An.umber hulk can deliver blowL_ 
powerful enough rocrush almou.... 

._any_enemy. In addill 
nund1bles are urong_ 
enough 10 hilt through 
armor or txoskd~s 
wuheasc 

Iks:puc.its_areat 
bulk. tbt umber 

~di>& ~When brme f::­
won'1 overcomc._m 
enemy, 11 is more 
1han capable of 
ou11h1nlr.i ng 
1hose .. •ho as · 
sumt tr 10 be a 

.,s1upid beas1 Um· 
bec.hul.ks.oflen use 
rheir tunneling abil· 

..UY to create dead­
fallsandpusfor 
1heunwary. 

Con£us ing Caze (Su ): Confuuon as cas.Lh)"....an Sth-levtl 
. sorce.rrr.JOftt1, \'(l11Jnega1tsDC t5 

"Iremocsc.nse {Ex): Umber hulks can auiom.iuica.llr ~ tht 
locauon__of anything wuhm 60 ftt1 1ha1 i5 LI\ contae.t wuh the 
ground. 

Large Magical Beast 
Hi1 Dice: 4dl0+20 (42 hp) 
lni1iaiive: •l ( [)q.) 
Speed: 6Qfr. 

l/N!COR-N 

AC: 18 (-1 SJ.l.C,-tl Dtx,+6 nu_w:a.l) 
Altack.t:.liom...t.U.e.J«, 2 hOO\'.tul..Jnclee._ 
Damage: Hom 1ds .. s, hoof !d4-t2 
fact/Reach:.-5ft by1of1J 5ft (IOfi...wnh..homJ 

~Specia l Qualities: ~hgic cu-de aguns1 evil. spell-lik~ abih­
-1it:i, unmuni1its 
Saves: Fon • !J, Ref -. 7._ WJll ~6 
Abilititt: Sir20, Da.l.z.Co.n 21, lnr 10, Wis2 1,Cha 24 
SkillJ;: Animal.limJW,h)!.tll.J..is.le.n • I I, MO\'e S1lentl)'. t!J, 

Spor d I, W1idcrocnJ.or.c-t.t• 
Feu s: Altnness 

U.mcomurc..powuful rqumes wuh gleammg whne coalS.alld.... 
deep .sea-blue, v1olt1, brown, or flery gold tyts. long, silky whue 
hair hangs down from mane and forelock. Main spon ~ 

beard, while females are sillnmu..A. 
SJ..Q&k ivory-colored horn, 210 Jftet 
in lt.ngch, grows from tht center of 

_ the forehead Tht hOQVes of a uni­
corn are cloven. A cypic.al adul t 

umcorn grows 10 8 fttl 1D ltnglh. 
unds 5 fee1 high_auhubo_uldtt...ao~ 

weighs 1,200 pou.ndL. 
Unicorns mate for life makJDi 

1he1r homts 1n opcn_ddls_ot_gl;ades 
mtheforests~ 

neu1ralrraveler:s~pas.s.._.Iud~ 
1hrough and even h.wu.ior 
food in a unicorns.fore.s.t..hu1 

tvi l creacures do so at grtar 
_risk. Likewise. a unicorn. 
willanack any bemg i i dis· 

CDVtll killing for SPQnJn Its 

1c.rnwey_ ..ot dam.ag10~1he 
_furest mahc.ktus.l~ 

looe uruawu; 0CG1.S10n:illy 
allow1he~bc..wnedand 
ndden by aoosi human or clwn 
maidens~Such_a. , 

un1com.JLtIUtcd.Jund.l~ 
maidens loyal stc.cd and pro-

1ec1oLfut hf~ 

beyond i1s for~~-ompanying:Jtej 
A unicorn's horn is_unown«i for i1s healmg propttties. ~ 

and unscrupulous beings someumes hunr a umcorn foutLbocn, 
which can ferch up to 2,000 gp, for use m various hu.Ung.120.tiQns 
and devu::es. Mos1 good creatures refoSf' to traffic 1n such.ihmJs. 

Unicorns speak Sylvan and Common. 

COMBAT 
Unkoms noanally anack only whtn dcfendmg them­
scl\'ts or cbt1t.fur~u .. lhey ti1hcr chargt, Lmpiling fon 

with thcir.homslr.ke.b.nca (SttChargt, pagt 124 in 
1he Plo)Y(t.,Ha~ 01 strike wtih 1heir hooves. 
Tht ho.m ls..a :tl...magi~pon. though us J)O"~r 

, ,.,..,,,,,_._,_~c.:I fadesifremovtdfrom1heurucom. 
Magic Circle against EviJ (Su}: This ab1hty 

'""''-"''.,.,,~- continuously duplicares tht tffecn 
oLtbe spell Tht umcom cannor 
.s.uppi;ttS1h1sab1luy. 

Spdbl.ike Ahili1iu: Unicorns 
~tv1latwillasa~acnon. 

Once~dayaunJCorncanusc~ 

1t~tliaular0' w ll'IOYt anywhere wtthLI\ u:s 
borne. h caMO( iekpon beyond the forest 

boundaries oor ~k from oursidt. 
A umcorn can USf' rurr l1gl11 wwnd1 thrtt 

rimes per day and run" mo.:lrmlt ivound.s~ Climate/Terra in: Ttmpcra_t.t...f.o.rta 
Organiu 1ion: Solitary, pall'., Ol.&rut (3-6.l 
Challen&" Ra1ing: } 

R-•~J<.....~ day, as cur by a Srh-level druid, by 1ouc.hing_a 
woundt.d crearurr w11h its horn 01.lU..~ 
can.use ntull'lll1~ piuon, as cast by ~tl 
dnud.. w1tb a rouch of us horl\I,,._ --;;i 
.lmmunitic.s..(.Ex}: Unicon::i.u.tUlllmWl~ 

Trnsutt: Nont 
Aligome.nt; Always chaQuc good 

dvanceme.ntJ-S ld.0..(1.argtl 

~e.sdkxu...oohk btulUhun con1acL1~uh all 
but sylvui creatures {dryads, pmes, and 1he likt), 
sh~h·esonly 1odefend their woodland homts.. 

poLSOns and 10 c~rm and hold spells or tbi.h.un..... 
-~omu:e:ce1vu +J compe.ttnuJ:~onus to WJdu· 

DfiS.lOre checlr..f wuhin the boundantS or their forts!. 



Medium·Siu Undrad 
Hi1 Dicc:4dt2 (26hpl 

VAMPIRE SPAWN 

lnitia t lvc: "' ( t2 Dex. +t.lmpf'O\'ed lnitia11vt) 
Spttd: )()fr, 
AC: tS ( .. 2 Dex. +J natural) 

~a:.~;:5~~: +15d~+c~~d energy dnun 
rfacc{Rcach;. S fr. by 5 fL/5 fi_ 
I Spc_claJ Anacks: Chum, energy dctin, blood dram 
~al Qualities: Undcad.-±2 uu:n.rcsis.tancc, damage rrduc· 
tion IO/ s1lvcr, cold and de:c1ricify rnmam;:r 10, gaS('()uS 
fonn, spider climb. fas.t haling 2 

S:1ves:Fon+1.~.S,Willt.5 
AbUitics:Sn 16, Dex L'4,Con-, ln1 I J, Wis \J,Cha 14 

,..Skilk.Blu.ff t8, Cl.u:nb.:t_s._Cnf1 (any one) or Profession 
(anyone) tlO, Hide +to, Jump +8, L1s1cn +I I, Move 

tly_.r U..5.ca.rch +8,Scnsc M01ivt +1 1,Spor+ ll 

cau: Alertness, Improved ln1tia1ivc, Lighrn ing 
Rtflcxcs,Skillli:x:us (anyCraf1orProftss1on) 

Clim:n c/fcrnin: Any bnd and underground 
Organlut ion: Soli1ary or pack (2- S) 
Challenge Raring: 4 
Tttasurc: Standard 

.Alignme n1: Ahvays chaotic evil 
dvanccm«1t: -

graves. 
Vamptre spawn appeu jus1 as ihcy did in l if~ 

~alihough._tbeir futum arc oficn hardened :i.rul. feral. 
wuhapr.cd:norylook. 

Vampire.spawn speak Common. 

COMBAT 
Vampire s~wn use their inhuman s1rcngth when engaging 
monals, hammering thCU' f06 wuh powerful blows and dashing 
1hcm againsf rocks or walls. They also use 1hcir gaseous form and 
fhgh1 ab1!11ies 10 smkt where opponcms arc most vulnerable. 

Charm.(Su.):.IhisJs si.milar 10 tbe \'ampi rc"s do1mnarion ab1l11y 
(sec the Vam¢rc cnl[)' in ApJtC,ndix ):Templates), but 1hc save OC 
is 14, and thu!fco.Js_nmil.ar 10 dwrm praon...as..cast by a S1h-levcl 

sorcerer. A charmed subjcc:i allows the vampire_ spawn to drain his 
Qr htt blood.Utt below). 

Energy Drain (Su): Laving crtUllICS hu by a vampire spawn's 

pl.am. am1ck receive onCJ1cga11vc Jcvcl The Formudl' s,ave 10 

j.JClllOYt 1hc ncgarivc lc.vclhas a DC oLH. 
Blood Drain (~ \'iIDpi rt spawn can suck blood from a 

living vicnm wilh itsl.a.ngs_by making a successful grapple check. 
lf 11pins 1he foe, ii drains blood, inJlmmg td4 points of perma­
nent Consnrution di:ain.cach.m:wid.. 

Undcad : Immune 10 mmd-mO.ucoc1ng dfcc1s, poLSOn, sleep. 
~r.dys1s. stunning, and iWusc...No1 .subjtti ULC.riuul h11s, sub­
dual damage, ab1!11y damage, tntti)' drain. OLdn.th.from massive 
d;imagc. 

Gaseous 1-'orm (Su): Au s1<1ndard action, a \'ampirc .spawn can 

~=:'"''""form " will," <h< ,,.u "" by• 6'h·lml "'" 
.hu.Uta.n..Wnain gaseous indcfirutdy and has a fly speed of 

w1th.pcrfcc1 mancuverab1luy. 
Sp.idu.ciimb__l.U:):Anmpirc spawn.can climb sheer surfaces 

as 1botl&h with a sridndrmb spell 
Us_Llic:alin& (Es}...A vampire spawn heals 2 points of dam;ige.,. 

each.round so long as ii has a1 leas1 I hi! pom1. If reduced 10 0 hit 

pmrus in.comhai...u.auiomarically usumcs gaseous form and ae;: 
1cmplS 10 exapc. It musr reach 1u coffin home wirhin 2 houu ot 
be uu crly desu:oycd. Once u rest in iu coffin, it rcgain.s..Lb.u.+ 

point aficr I hour, then resumes healing a1 the ratcof2 hu pQUllS.... 

per round 
Skills: Vampire spawn [CU.ivc a +4 racial bonus 10 Bluff. 

Hide, I.men. Move s.tlc:ntly, Search, Sense Mot1\'e, and 
Spo1chccks. 

RE PELLI NG AND SLAY IN G 
VAMPIRE SPAWN 

Vampire spa1•m arc: equally vulnerable 
1oanacks thar slay vampires. For dc-
1ails, sec 1bc Vampire en1ry m 
Appenili.L); Tcmpl.atl'S. 

Clima1c/Tcm1in : Any land and urulcrground 
Organiu tlon: Cluster (2- Sl or.swum (6-11 ) 
Challenge Raring: 2 
Treasure: None 
AHgnrn«11: Alwa)'.S ne_utal evil 
Advanccmen1: 2=J Hll{Sm.aUl 

Thcsc.rc:volnngcrc<11urcs comeio10 1hc world from 1hc dccpcs1 
pm of the infernal planl'S. They haunt gn\·ep.rds, ruins. and Ol'.her 
placcsofdca1handdecay. 

A vargouille looks like a hid~s. dmontd human he;id .5.LlS· 

pended Imm lcathecy w.Uigs. In plxe of hair, ii is cmwtWlwi 
wn1hing 1endnl5, and its eyes burn w1rh a ml'nacang gcttn.Jlamr. 

COMBAT 
Vargouillcs attack by bumg wuh 1beir Jagge:d tt.eth. Thm special 
aitackunakubcm ucn.rnou dangerous. 

Shriek (Su}. lns1cad of bifing, a vargouillc can open llJ dis· 

tcndt.d mouth.and 1uou1 a 1cmbJc shnek. Those wuhin 60 fee1 
(cxccp1 other vargouilles) who bo1h hear rhe shnck and can 



clearly set 1ht crenurt munsucutd au...fouilu~J2) 
or ~ 1'3nlyud wnh fear umil 1hc monsLU. anack.uhem. goes 
OUI of nngc, or lca\•ts thei r sigh1. A pualyu.d cn:aturc_is sus­
ccp1iblc 10 1hc vargoutllU kiss.. If thc_savc 15 successful 1hH op­
ponent cannot be affcc1td again by 1hai vargouWe's shriek fo~ 
one day. 

Poison (Ex): Bile, foni1udc save (DC 12) or be unable 10 he~ 
c bite damage naturally ar..m.agica.ll)'. A.11t1dnili:r po1so11 or.be ~pell removes 1he tfftc1, whilt drla.y pouon allows magical healing. 
Kiss ( u): A vargou1lle canJuss a.paralyud 1arget wuh UUC.:.: 

ccssful meltt iouch anack, begJ.D.lllll& a ttmble 1nnsfonna1ion. 
~alfcc1«i opponem musuuttttd..il a Fonuude save (DC 19) 
or begm 10 iransform. losl.llg..a.ll hu or. her hair td6 hours bier. 
Afttr another td6 hours._th.u:ars grow 1mo lta1hcry wings. 1cnt11-
cltt sprout on 11K chin and scalp, and 1hc tccrh btcomt long, 
poin1td fangs. Ounng thc..ntxt 1d6 hours. the vieum suffers td6 
poirus_o(pconanent ..ln1dhgcnct and Chansma dr.iin. The tr.ins­

t fonnalion is complt te !d6 hours lattr, when the head breaks free. 

~s=t~:;: ~:~~~ie~ib~::!1~~~a~cl ;::~o~i~=~~ 
spell can delay duth. but m reve~ the 1r:msforma1ion rtquirts 
rrmowofo11ur 

Medium-Sb.t Undtad 

~ilt~:~~~~JI ~i!!)hp) 
Spttd: 10f1 

.,AC: l5 ( t l Dcx.Hnamr.il) 

.,Auacks: Slam •3 mtlcc 
Damage: Slam td4-> I and energy dnin 
..face/ Reach: S ft. by S f1./S fr. 
Sp«ial A1t1clu: Energy dmn, 

uca1c.sp.iwn 
Special Qµali1it1: Undead 
Sa\TS: Eort.d.,_Rc( +2, 

Will t .S 
Abiliriu: Str 12. Dex 12, 

Con -, Int 11 , Wis 13, Cha IS 
Skil~: Cl1mb +S , H1detB.Lls1rn +8, 

MoveSilrndy+ l6, 
Search t 7, Spot t 8 

Ft a11: Bhnd·Fi£ht 

CUmattlirrrain:.Any la.nd 
andundc.ra:round 

Ora;ani.z.a1io n: Solnary, gang 
(2-S1 orpaclc (6-11 ) 

Chalkngt Raring: } 
Treu ure: None 
Alignme nt: Alwayt 

lawful evil 
Advanctmc.n1: .s-JU:ID 

(Medmm·sizt) 

In ages past, the 1crm "\'li.&hLm.canUUtlplf "ma.n."..As 1hc yens 
wrn1 by. howevrr, 1he word cam£ w be. associ.ued wiJh these dark 
undcad 

A wighr:S appcar.incc is a we.ml and rwis1c.d rdlc.cucw of rhe 
fi>rnu1 had in Lie. Wild.Jramic tyts burn wnh malc.volwcc, The 
J,k~ • .dCSl':cattd lkih.J.uir11wDJigh1 across us bones. aod 1br 
bc.c.t.h.han~ lfOWll lllfO sharp, pgged nttd.ltt. 

W.1.dns.Ju.rk_i.n._bmpw-mounds, caCK.Qlllbs. and other places 
1b1ck wuh the aur.i of dra1h, wherr rhcy nunure 1ht1r hanrd. 
Thc.yxd.10 dc.s1roy all Ufr, filling gm•eyards wi th their v1ctu1111' 
11nd populating the world wi1h 1htir horrid progeny. 

COMBAI. 
Wtghu anack by hammering wnh their fisu. 

Energy Drain (Su): Living crtarurts hit by a wighUJlam..t 
attack rtce1vr one ntpm·t lcvrl Tht Fonhudc save 10 rcmO'lc.thc:... 
ncganve ltvel hu a DC of.ll_ 

Crc:uc Spawn (Su);.Aoy..hwnanoid slain by a wigh1 brcomrs a 
wigh1 in !d4 rounds. Spawn.arc under thr command of 1hc wigh1 
that created thrm and.umain.enslavcd until us drath..Ihcy do nor 
posscssanyo(thcahiluics they had m life. 

Undcad: lmmunr ta mind-mflucnc1ng cffc.cu. po®n...d~ 
par11lym. Stunning, and disease. Nof subject 10 criw.:al h11s., sub­
dual damagr, abiluy da.imigc, energy dr.im, or dca1h from masswc 
damage. 

Ski lli: W.agh1s rtccivt a •8 racial bQ.1u1L to...MDxc:_S.ik.nd.y_ 
,h<ek_ 

Wll I -0 '-WIS-P 
._,Small Abtrra1ion WI:) 

Hi! Diet: 9d8 (40 hp) 
lnitiarive: t.13 {t9.llc.x...il lmprovtd lrutiauvel 

Speed: Fly .SO ft. (perftc1l 
AC: 29 (tUizc..~9 Dcx,+9 ddlttuOl1l 

Attacks:.Shock tl6 mcl 
Dama gt: Shock 2d8 __ 

Fact/~ach:Sft...~ 

;!:~7~~s~~~urucy, i 
Saves: Fon+}, Rrf t l2.._Will :t9 

Abili1ies: Sn -, Dex 2!!..COnJo...._ 
Int 15,Wis 16, Cha 12 
Skills: Bluff tit, lis1en ~17 .. 

.Search +14 ,Spol +17 
Ftats: Alenness, Blind· Fight, Dodge. 
Improwd lni1ia1ivt 

Will-o'-wispsarcev1lcrcamrcsrha1 
feed on 1hc powrrfol emotions as­
rocia1td wi th panic, horror, and 
duthJbey drlighr in lunng 1r.1vcl­
cr,:sjmo deadly peril, 1hen absorbing 
1be.rnulung cmanadons. 

Unless frigh1tnrd, a will-o'-wtsp 
appcaa as a fainrly glowing sphere 

of_ydlow. whue, grttn, or blue ligh1. 
Thr crraturcs arc easily minakcn for 

la1:uc.rns. rspccially in.the foggy marshes and swamps 
whrrc1hcyrcsidc. 

A w11l-o'-wisp is a globe of semisolid vapor about lf~ 
and wci£hing about 3 pounds, and If$ glowing body s.h~ 

~~~I~ ~hi.:1i/:~;~~1~-:.~=~1 ;::aakr.i~:~:,=~ I 
plus 1wo_bonu.sJanguagtS.. --1 

c;OMBAT 
~p.s__uSll.a.ll)'.UQidc.ctmba1. Theyprtfcuo.confuscandbt­

wildtudvtn1urcn.lunng them in10 mor.isses or other hazardous 
pbc:C$...w.ht.a thc.y au:. fore«! ro figh t. 1hcy loose small clcc1rial 
shocks, which.ac1 as normal mclcc 1111acks. 



SpeU lmmunity (Ex): The only 
sixlls1h111canaffec1will-o'-\Vl5J)5 
arc m11g" cirdr 11gainsl "1110!, 
magl(<1rrlr 11g11uul rv1L. magrc 
m1mlt, m.iu, protctl1an fe»_m 
chaos,andpro1t1"11on.Jiom .. tnl 

Natural lnvisibili1y 
.. A mnlcd or fright; _ 

cncd w1ll·o"·v.'1Sp can cxtin· 
gwsh 1u &low• cffccth·dy 
be.coming invisible u 

f'1>uP'll. 

c..Magical&ur 
old)_ 

·1Dice:6d!Otl8(5t hp) 
lni1ia1ivr:t5(.U.llu.t<t 

lmpro..·ed lmm1ti,·e) 
Speed: 50 f1 
AC: IS (- I size, d Dcx, +S 

namnl) 
AltadtS:Buc r9mclee 

am:1gr:811e td8f6 
acc/Rach: 5fi.by1of1./5 fi 

Special Aflac.ks: Breafh weapon, mp 
pedal Qualitic::s: Scent, cold sub1ypr 

~ Saves: Fon •8, Ref +6, Wtll .J 
._Abilities: Sir 18, Dex 13. Con 16, Im 9, Wi.i..13...Cha 10 
Skilb: 1-hde •6•. tistcn +9, Move S1lcntly t7..5pm. t.9:. 

W1ldtrncssl.ore , 1• 
Jc.aaJi.lutocss.lmpro..·cd lnm.anvc 

Climatctfrrnin: Any cold I.and and.undergrwmd 
Org:1niu1ion: Soluary, pm. or pack (2-5) 

Chalkngc Raring: 5 
Treasure: 1/ 10 coms; 50'\ goods; 50'\ uems 
Alignm1rn1: Always oew.raleVll 
Advanccmcn1: 7-91::1.Dll.argt); IQ-18 HD (Hugel 

Dangerous pr.cdators.o£.the 1urula and 01htr chill rt­
gions, wimcr_ wolves pursue. prey rdentlessly. They 
rarclyii~unu.ltheybri.ogdo..\\'.D...lhe1r 
qwny. 

WUl1er .wolves art more 1ntethzent th.an 1ht1r 
~a.Uc.rcowins and somenmcs usoq.:uc w1rh 01htr tvil 
~s of 1he1r cold bomclands...such as fros1 giants, 
! whom.thty scrYe as scouts. hunters, and uac:kers. 

Tht creuurc rcscmhlc,s a.bugt, while. wolf wuh icy blue 
ryrs..1 1 grows a.houLB..fttr long and siands about '4 1/ 2 fcc1 
ac theshouldec. 
Wmttrwah'u~andCommon .. 

COMBAT 
Wmirr wolves ryp1cally hunl lD.PKks. Tb.rlLiUc. c.unnmg, 
and fomudablc brrath wcapcm.a.l.low._them to_him1 and kill 
crtatu.res much larger than rhemsclv«. A pack usu-

E"'"'"'"'"<..<><h wo~•uookmg '" ul:wau.Wf lheyJcJ.n a bua::y,_whue 
u:y IQ.pin their foes. 
th__Wcapon (Su): Conr of cold. ..LS ft., 

e\U)' tdi a:owids; d£mage 4<16, Reflex half DC 16. \lhnttr 
woh:ts._e.a.11.USL1ht1r breath weapon while bmng. 

Trip_(.Ex):.A WlD.l« wolf 1ha1 h1is wnh a b11c amck un auunpt.. 

10 1np the opponen1 as a free aeuon (Stt page 139 in 1he Plllru'.1 
Hu.11Jhookl...m,1hQu1 making a touch anack or provoking an.,. 

u1ack of opponuniry. If the an empt fails, 1hc opponent ca.nno4 
rtael 10 mp the WI.Iller.. wolf. 

Cold Subtype Co.Id unmumty; double damage from 
fitt nccp1 QIU..S.UCctnful $a\'t 

Skills: Wulle..Lwofres receive a •l ncul bonus 10 
Lmen .. MO\·e...Sdemly. anJ Spo1 checks, and a +2 raci.a.l 
bonus to l:iidc_checks. "Their Mtunl.colonuon ~ 
winter wolves a +7 racial bonus fO Hide clw:ks uureuof 

snow and ice. A wmirr wolf has a H uciaLbcuuis l.O 

Wt!dtrness Lore checks when 1nckmg.1))'~ 

Mc-dium-Siu: Magiu.I ~UI 

! ~~:,~il~:~~=hp) 
Speed: 50 f1. 
AC: Ii (+2 Da, •2 n;uura1}_ 

Anacks:Bile+7melee 
Damagdlltld6-..4 
Facc/Rcach:.if1 .. by 5itJ5 ft. 

Special Anacks: Tnp 
SpecialQualities:Scrn1 

WORG 

ffi !~~~!~~::~~~:·,~~~~ 15, lnLCi~-Cha10 
Skills: Hide •7 • .lliten +9, Mo•,.e Silently .-7, SpoL•!l. 

Wild~Lore-..2• 

(, tta!.!:.Alenness 

Climarr(feruin: Any forest, hill. pbl..lll.­
and moun1ams 
Organization: Soluary, p;i.1r, Ot.pac.k... 
(6-11 ) 

ChaUengc Raring: 1-
Trcasurc:_l/IO coms; S~ 

goods;..s<1.\11ems 
Alignment: Always 

ncutralrv1l 
Advance ment: 5-6 

HD (Mrd1um-size}; 
7-12 HD (Largc) 



Worgs are dire wolf off· 
shoo1s that ha11e anained 
someimelligence and an. 
evtl dispos i11on They 
someumes assocute with_ 
01her evil bcuigS,.J!WlOI.:.... 

! 
brly goblins, whom they 
.KI.Ye as mounu awl 
guardians. 

\l'orgsrypi.callyliveand 
huru rn packs Their fa. 

,xoroi prey LS large heorlu:.... 
\'Ores. Although 1heoytyJU· 
callys1alk and kill young._ 
sick.or weak animals, the)'.. 
don 't hesuate 10 h1t.n.t 

)>uma.ruti.ds..par1icu.larl)'..... 
when game is scarce. 

t=~~~~/fo1:h~u~ 
or even days bc!Are at· 
uck1ng, and choose' 
1he most advanugeous 
ttrrun and nmeo of day 10 

do so (during the pretbwn 
houn.fortxample). 

A worg looks likeo a 
~ QL&nY wolf, w11h a 

ma1e\'Oleon1 mrclligeonce m 

,_us face and eyu. The ryp1· 
~ cal specimen grows to S 

(c:ec long and srands l feet rallac the ~hould.eJ.. 
More 1n1elligem than their smaller cousius....wQfgs..speak their 

, own bngwge Some can also speak Comnio.iu.nd Cohlw... 

COMBAT 
Ma1~ irun-wQ!k 1oge1her to bnng dciwn brit.pme, ~lane 

worgs usually chase down crea1urts smaller than ihuru.cl\'(j.. 

::u~(~~~k; ahl~1~;~~~;;~~~1~5E~~hX:.~~~1:~~: i~=~ 
and retreating, un1il 1he c.re;iture 1s o.hausred, at which po1m t.M 
pack movtS m for 1hc: kill If thCJ,..get 1m~uent or heoav1ly out· 

number 1he opponent, worgs anempt to pm 11 

Trip (.Ex}; A.worg thathiu wuh.a.bite mack can anempt romp 

theo opponc:m as a free: ac1ion.1see page 139 In the Pl11ytr'1 Hand­

boolr:J 1\~ a 1ouch_auack.m.~ an a11ack of op­
porrun1ty . .If the antmpt fails, the opponen.t cannot react 10 mp 

theworg. 
SkUls: A worg rect1ves a -. t ra.c.ial bonus ro L1sttn, Move 

;.Sikntly. and Spo1 checki._and a tl racial bonus ro Hide chct:ks. A 
worg.has a T-4 rKia l boo us.Jo Wildunw Lore checks when 1rac.k-
1ng by scent 

Mediu m·Si:r.e Undcad tlnco rpo.rcal) 
Hil Dic.e:Sdl2 (l2hp) 

WRAITH 

Init iath·eo: t7 (t) Dex, .-4 lmpl"O\'e:d Jmliaiivcl 
Sp«d: JO f1 ., fly 60 ft . (goodl_ 
AC: lS Ld Dex. t 2 deflecuon) 
b,uacks;JnCJUl!Oreal IQ.!K"h d me.lee 
amag~ea110.ucil1d-tand1d.6.permanem 

CQn.mll.1.1.i.o.n drain 
accLRtac.b;JJl.by..s_fLL5f1. 

Spc-c.i.al "-11ack5: Consmuuon dram, create s~wn 

S~ Qwa.Utleo5: UndeJd, incorporul, -.2 turn resisunce, 

uruw.un.I aura, daylight powerlessness 

Saves: Fon-.l,Rtf ti,""'UIT6 j 
Abili ties: Sir -, Oe,x.16,Con-, Im H, Wis L-t , Chti.i. 

Skills: Hide . 11, lnt1mida1e •IO. lntuu Dlrecuon +6,Llsttn-3 l2, 

Search -.10, Sense Mom·e ~8 , Spo1 Tl2 
FtatS: Alenness. Blmd·Fight, Combat Re:flextS, 

lmpr<>\·td lnmu111e 

C limate/ferra in: Any larulrod u.odergrw.md 
O rganiu lion : Soluary, &an& (l 5), or ~ck ('-11) 

Cballeonge Rating: 5 
Treasw:e:.None 
Alignmen1: Always lawful c.vtl 
Advan.c.emen1: 6-10 HD (Mcd.iwn:.sutl 

Wraitbs..arelncorporeal creatures born of e1il and darkntSs. They 

despise allhv1ng rhings. as well as the hghr rhat nunurtS them. 

Althol.lgb composed of darkncs.s. wra11hs are more or less hu­

m:1.no1d in shape They are uiredfJutureltss excep1 for the glow­
ing r~ pin poi nu of thei r eye:i..l.luomt..cases, rhe gnm silhoucue 
of a wraith.might appear armore:d.QLoutflued w11h weapons. This 

does noLillec1 the cre:arure's AC or comba1 ab1l111ts bu1 only re­
fleo.s_thc,dupc.J.di:id i.n.lllc... 

COMBAT 
Close comba1 with a wr.mh is dangerous, thanks 10 iJs deadly 

touch. 
Cons1ilu1io n Drain (Su): Lmng creatures hu by a wra.i.dUJ.D.· 

corpor~anaclr...mus1succttdHaFon1rudeSil~ 

suffctld6 po1nttafpea:nanent Consmurton d11111n. 
Creaic..Si:ta~n (Su); Any humanoid .sWn by .a.~ 

a wighu.n-1.d<t .muruh...Spai&·n are under thuamnun.d ~ 
wraith 1hu create.d them and remain cnslave:d until its death. 

..Ihcr..d.aJim.~ftheab1lmes1hc~rnhfe 
ll.nna1ura.I Aura (Su}. Bo1h WLIJ and domes1icued animals 

.~c..unnaiural prtse.nce.of a wn11h ai a dLSunce of 30 

feet... They will.nol w1llmgly approach nearer 1han that and ~n1c 



ifforctd1odoso;1heyrtma1.n~~yare 
wuhin 1hu range. 

Undead: Lmmune 10 JDJ.Jld·tnfluenOili 
efTecls, pmson, sleep, paralys is, Slun· 
mng, and diH:ase. Not sub,iec1 
10 critical h.ils, .s.uhdual 
damage,abili1ydamage, 

crgy dra in, or dea th 
frommassh·edamage 

lnco rp o rea l : Ca n be 
harmed only by 01htr 1ncor­
PQ«al crea1urtt. -. I or ~t«. / 
.magic "'·npons, or mag.1c. 
wnh a SO'!lr. chance 10 ign.orc any damage 
from a corporeaLsourc.e. Can pass 

1hrougb solid obiecu at~w11l, and ,.. 
~own..auacks.irns1hmu&hmnor. 
t Always movts n lendy. 

ay.li&h L ~ower lrss -
n ess (Ex}:Wran hsareut· , 
t erly powerlc.u in 

na1ura l sunlight (not 
merely a d11y{1ghr spell) 
andfittfromn. 

~~g~~d~2+14 (S9 hp) 
_1n i1 i11ive:+ t {.Dex) 
Speed : 20 f1., fly 60 f1. (poor) 

1AC: 17 (-2 size, +I Dex, 1'8 natural ) 
An ack5: Sling +9 melct, bile.,.,. melct, 2 wmg5..:d.melec; or 

2cbws+9meltc 
DaJDagc:..Sti.ng td6tt and poison, bj1e 2d8tl.Jting 

ld8+2;....orclaw ld6-.-4 
Face/ Reac.bJo f1. by 20 f1 _/10 fr. 
Special Attacks: Poison. improved ~b. 

sn11ch 
Spec:ial Qualir ies:Scent 
Saves:Fon+7,~f+6,WJ.11.,.6 

Ab ilit ies: Sir t9, OexJ2, Con IS, 
ln16,W1Sl2,Cha9 

SkiUs: Lis.ten ill ... M O\'C. 

Silcmly.-9:,Spot •tJ• 
Fca 1 s~~Anack 

Clirna1e/kr:cain: Tempet'21eand 
wumforrs1,h11Land 

, JDQWll:l.IJIS 

Organiution: Sohm:y, 
pm,orfl1gh1 (H l. 

Challenge Raring; 6_ 

Treasure: Standard 
Alignm em : Usually .ncwnl 
Advan cem ent: 8-tO H D(.Hugt}; U - 21 

H D{Garganruan) 

A disian1 cousin m 1he dt'2gnn. Lhe. W)'\'tm is 
a hu&e flymg lizard w1!h a poi.SQnous sunger in 
iura.il 

l ~dark_hrown tO.&f'I)' bodyof1ht 
W)"Lem.IS.b..U(rui. upped wnh a 1h1ck knot of car­

. ~m..w.hi.c.hasl1D£t':r pro1rudes much hke 
thai of uceorpJon. l!s lea1hery bat wings meas­
ure ovtt..SQ ftt1 from up 10 up. The huge 
JaWSJire fUJtd. wub long. sharp tctfh, and 

thc.r.~utd.or orange Unhke a dragon. 11 has only hllld 
k£S, which 11 uses n a hunrmg bml would A wyvun 
don not bave a Strong odor, ahhough us la1[ JDJ&h.t 

smell of a rec..ui1 lull Tht~ btasis can ma kt rwo sounds: 
a loud hiss and a deep·throa ttd growl much like that of a 
bull alligator. 

Some W}"l«IIS spe;..k Dracomc, bm mos1 are 100 stupid 

~ )
<O~~:·::;_b°'"'"' 

I 
Wyvtrns are r.nher siupid but always aggresSJn: They 
mack nncly any1hmg thu isn'r obv1o~power­
ful than 1hemselves. A wyvern dll'CS fmm_ Lhe au, 

' umchmg 1ht opponen1 wnh 1ts..daw:t md stin&U:>i: ll 
uulnili. 
A wyvern can slash y,·uh us cbws only when maka.ng a 

flyby attack, il:nd ii canno1 makt b1re, sung, or win&-al.l.ilcks. 
Poison (Ex): Su ng, Fonnude save {DC 17); inmal and St'C· 

cmduy damage 2d6 temporary Constituuon. 
I i mproved Crab (Ex): To use this abilny, 1he wyvern mus1 h11 

wirh both claw attacks. If 11 geu a boJd, it hangs on and stlnjs. 
Sn atch: If a wyvem ge1s a bold oa a cre:anuc fuur oc more !ituS 

smaller, it autJ'.)JD;i1icallydcalsd;&mage wnh OOi.b..claw:s.and 11s 5UJt& 
uucks each l'OWld the hold i.s mammned 

The wyvem can drop a creature 11 bu sn.att.hcd is <1.frtt acuon 
or use a s1<1miard a<lion to flmg 11 aside_ b flun1 P'l'il""l' rr;aw!s30 

fcc1and1<1kes 3<16 pomls of dam2ge. lf1he ~ 11 whtlc 
flymg, 1he creaMc suffen rhis amo~_d.amagc... 
whichever is greater. 

Sk ills: •wyver.ns..tt«ivc a ~ 3 racial bonus 10 Spm.ch«.ks__when 
flymg dunng dayligh1 boun. 



Medium-Sbe Ou1sidc.r (..Evil, Law(ulJ 
Hit Dice-: Sd8+ 10 (32 hp) 

a defensive stance while rhe1r fdlaws_, ... .,.i;o_ ..... ,.. ... ~. ? maneuver to adV11nrage. 
_,., Xills seldom destroy enemies in comhablJ.f.,. 

rake prisoners whenever they can. draggm,g the.m 
back 10 1he Elhutal.Plane and 1mplanung 1hem w.uh ,..,. Initiative: ~7 (+3 0cx. t4. lmpr0\·td lnir.iH1l'C') 

Speed: 40 f1. 
AC: 20 (+J Dex. +7 naturall 

iAttacks: 2 shon swords t1 mclee, 2 claws..U mclcc (or 4 

claws +7 melcc}; o r I or 2 longbows +8 ranged 
..Damage: Shon sword ld6t2,shon.sword td6+1, 

c.law ldht;claw ld4+2,orlollibow ids 
..Eac.c/Rcach: S ft. by S ft./S Ii. 
Special Auacks: lmpro•:cd gnib, paral)'.Sis. 1mplan1 
Special Qualhic-s: SR 21. planewalk 
Savc.s: Fon +6, Ref +7, Will +5 
Abilities: Sir tS, 0t.x l6,(on IS, Int 12, \'1?1s 12,Cha II 

killJ;J:SCii.P:f: Arnst d L.lw.w1 Duf'C'uon ,,, l1s1en +9, MO\•c­

Si.kntly +11, Spo1 +9, Tumble ~ 11 
·cau;lmpmv.ec.IJruuauvc, Muh1dcxterhy, M ul11wcapon 

Fighu ng 

Climate(Ternin: Any land and underground 
Organiu1ion: Soluuy or gang (2-S) 

Challenge Rating: 6 
T~asu~: Standard 
Alignmen1 : Always hwful evil 

dvancc.ment: 6-8 HD {Med1um·s1ie)~ 1-1.5 HD (.l.:irge) 

~fa[evoltn1 and exirtmt, x1lls art known for bruraliry and 1mali­

tarianism. They combine- a heahhy dOSI': Q(eyJ_w11h a.keen love of 
cruelty. 

A xiii 15 qws1rep11l1.11n, wuh four arms, bn&h1 red scales. and 

dark, pcne1ranng cyH. 11 Stands 4 to S fcc1 tall.and weighs .11bour 

100 pounds. Somt xills art barbanc and fierce; 01ht:rs art more 

ol!Wu:d creatures who rely on brutal order. 

COMBAT 
Xills uc dangerous opponents. amcking wuh all fou r Wnbs at no 
ptna[ty. Mo re- cmlued onc-s use wc.11pons, usually Hghu.n& wuh 
1wo at a flmc- sou 10 lt:ave JWO claws free for grab anacks 

Xii ls iyp1cally lit rn Wlil on 1hc- fth.crtal Plant for su1ublt pr.c.)' 

to happtn by, 1hcn ambush 11 USutg thetr plantwalk ab1l11y. They 
make full use o( th1mTumble skill i..o comba1: Usually, one or rwo 

d!Sl~Ct phy.s1callr powerful ene.nues hy anackmg, then assuming 

lJnproo,-NCrab {E.z):Tousc dusabihry, ihexill 
must.hll wub one or more cbw anxks. Tbe ~ 

ple check !us a ~2 bonus fOI" tach cbw tlu:r 
hus. lf ir ~rs a hold and m.ailttunsJ1 ~ 

nextround,11autom.01111callyb11estbef~ 
a1tha1ume.lbeQ11ed~e.. 
bm iniec:rs a paralyzwg \'COOm. 

Pualysis (.Es): !bog hiue~ a_ , 

Xlll must succttd.at afQrucudc .. sa•;e 
(DC 14 or bt.o pm1lyied for ld4 
hours. Bubanc x1lls secm.c .. cnouih 

venom 10 b11c rwoopponcms e\·cry 6 
hours, while. thcir c iviliied cousins can 

bnconlyonccpcr day. 
flane:wa.Lk ( u):Th~pbnar 
tr.111clmh.ke.tos.l.tpbcrwecn 

1hcfolds.ofs~ctomack 
cncmld as. thou.gh from 

- than. aJ.L. They_ can cross 
from thc...E.thucal.£J.anunth.a 

mO\·e acnon bur take 2 roun~ba.ck..dunng 

which 11me they ue immob1lt As a x1llfacks.away...1Lbc.comes 

harder to h11: Opponents sufftr a 20% miss chanc~ fir:st 

round and a SO'\ mw chanct on 1ht second. 
Implant (Ex): Xills lay their eggs inside paralyzed creawrc~ 

The young emerge about 90days later, hierally dt\"OUnng tbt hi2sL 

from ms1de A rrmCll.Y dutiut spell mis a VlCllm of rhe egg. as dOfi...t 
a succc-ssful Htal chtck (DC 20) by somwnt wnh rha1 slo.ll.J.ithe 

chtck fails. 1he healer can 1ry again, bu1 each a11cmp1.Uucas.sful 
or not ) deals 1d4 points of damage to the pa1icn1. 

Futs: A xiii rf'C'el\'CS the- M uluweapon Fightingfuu.s..a.b.onus 

ftat Wuh its Mul11dex1tnty and Mulnwtapon Fighung ftatS. 11 

un auxk w11h all us anns a1..no ~ty.as..anc1al ability. 

XILL CHARACTERS 
A gang of m'll1icd x1lls u ttl\'anably lcdby a clenc. Xiii dencs can 
choose any 1wo of the followrn&..Jomams: .Ev11. L:iw, Suc-ngth, and 

Tm·cl 

MinorXorn Average Xorn ElduXom 

Small Ou1sider (Eanh) Mcdium·Siu Outsider (Eanh) Large Outsidc.r (Eanh) 

Hit Diec: Jd8+6 (19 hp) 7d8t l4 (4S hp) 1Sd8..-60 (127hp) 

initiative-: .. .. .. 
Speed; 2oft.,burrow20ft. 2oft.,burrow2oft. 20 (1., burrow 20 fi. 
AC: 23 {+I Jizc, .. 12 natural) 22 (+12namra.l) 22 (- l 5iie,+llnatural) 

Attacks: Bue.6m.clee,Jdawsttmclcc Sue t !Omclcc,Jcl.aws +Smelec Bue +2 1 mrlc-c, 3claws,19 mdcc 

Damage: B11e2ds.2,cbw tdJ•I Bilc'4d6t),claw 1d4"!1 B11c'4d8t7,dawld6+3 

F1ce/ Rnch: S ft. by S ft./Sft. 5 ft. by Sft./S fL 10ft.by IOft./ IOf1. 

SpttialAnacks: """"" """"" Burrow 

Sptt:i.a!Qualitic5: Xornquahuts Xomqualiues Xornqwlmc-s 

Saves: fon +S,Ref-tJ, W11l +J Fon .,.7, Ref tS, Will +.S Eon t lJ, Ref ~9, Will +9 

Abilhic5: Srr IS,Dt.x 10,Con IS, Str 17, Dex 10, Con 15. Str2S,Dex 10,Con 19. 

ln110,Wis1 1,Cha lO ln1I O,Wis1 1,Cha10 ln1 10, Wis 11 , Cha 10 

Skills: Hide +IO, Intuit Dlrtcuon -+3, Hide +IO, ln1u11Di.rccrio.nHO. Hide ..-1 4, Intuit Di.recuon +18, 

lmtn+6,MO\'l':S11tnt ly+3, lis1tn .. 10, Movt Si.lewly t lO, Knowledge (minerals ) +12, 

Scan:h6,Spo1 •8 Sc:arch.-10.Spo1 .li l1sten+l8,MovcSi.lc-ntly+IS. 
Search +22,Spoc +22 

Feats: Muluanxk Mul11a11xk, Power Atuck Clc.11\•t, Creal Cltavt, Muluauxk, 
PowcrAuKk 



Cli.matr.lrttnin: Any land and underground Any land and underground .Any b.nd and underground 
Organiz.ation: Solimy, pair, or duster 0--SJ Soli1ary, pair, or dusicr (l-S) ..5Qi.uuy, pm, or party (6-11 

Cbalkngchting: l 6 .B 
Trcuure: None None .None 
Alignmen1: Usually neun:al Usually ncum1I Usually neuinl 
Advancement: ._, f-iD (Small) 8-~ HO {Mcdium-siie) J6- 21 HO (Urge); 2245 HD (Huge) 

Xoms arc scavengers from ihc flemental Plane of Ear1h ALI-Around Vis ion (.Ex): Xorns' symmetrically placed eyes 
Ihc wide body of a xom Is madu£a..pcbbly, sronchkc ma1trial ,.allow 1hcm 10 look.lll any dirccrion, best~i ru.u.l~ 

h.Jw a large, powerful mouth on mp of us head, surrounded by 10Sporand Stuchch«ks. Xornscan't be flanked..... 
~long anns, uppN ~symmetrically posi· Trcmorsense (.Es): Xorns can autoDUlicall~c W-
,..uoncd around u Bciwttn rhc arms uuon of anything within 60 fee1 th:u_ LS. lll .conuc.t w1tb 
arc large, s1onc-hddcd tht ground 
cynthatStt mall 
direcuoru.A1 us 
lnsc.m.Jhrce.tb.i.ck. 
short legs. each direcily 
b:e.ne:aili.. an_en-The 
whole body is de­
signed for burrow· 
mg, mou1h flrs1. 

Mmor xorns arc 
about 3 fcc1 rail and 
wide and weigh 
abour I 2Q pounds. 

vcngc xoms arc 
bout S fttuall and 

. wide, wcighmg about 
t-1.l 00 pounds. Elder 
,.xorns arc abou1 8 

(ec1 1all and wide and weigh abom 9.000 po~ 
Xoms speak Terran and Common. 

COMBAT 
Xocns dQ..not atuck £lcshly beings ~cpr 10 defend diemRh·e:s or 
thei.tpro~c 1hcycanno1 digCSUDn~arundi.ffca:ru 
to crea1ures o£ the Mucrial Pbnc- W1.1b the sole exccp.tion of. 
anyonccarrymgasigmfkamaIDOWllofprcciousmera!sor~ 
whkh xoms can smell up 10 20 fcc1 away A xom can be qwre,ai· 
gress1ve when Sttking f~pccully on 1hc Material Pbnt, wbcrc 
such sustenance LS harder ro find than 1t 15 on ilS nanvc plane 

A xorn's favorne mode of auac.k is to wau just benu1h a s1onc 
surface until~ comes witbi..n..rt.ach, 1hcn emerge suddenly. 
Croup;s of xorns 0£1en send one of 1hcir number 10 the surface to 
ncgotia~~e 1he runaindc.Lpos.ition themselves 
forasurpnseauack. 

Burrow (.Ex): A xom can glidt 1hrougb.s.tQnc, dm, or 
~o.s1 any 01hcr son of canh cxccpuneu.I as easily as 
..,a. fish..swuns through wa1tr. Its bu.rr:owmg [ea\•es 

behmd no iunncl or hale..nordoc:s 11 create any npple 
or 01ber signs of ilS..p.regnu. 6 ma..'t' r.arth spell cast 
on an area CO!lWllllli a..hurrowmg xorn fhngs 
the xom back JO fec1 • .s1unrung rhe creature 
for 1 round unless luucr.ecduu for· 
mudt~\·c. 

Xorn Qualities 
lmmunides (Ez): 

Xornsare immune 
ro.fitt.andco.ld.. 

.Ruisrancu_(.Ex): .... Xm:ru han el~ 

~:~o.m Slashing (.Ex): 
Slashmg we.ipons deal only half damage 
to xoms..wi.du.mm1mu.m of I point of 
damage. 

YUH HO!!NQ 
Medium-Siu Outs ider (Evil ) 

Hi1Dice:ld8+6 (1.9bpl 
ln itiaiivc: -.6 ( +2 Dex. -.4 Improved 

lniw.nve) 
Speed: 4Qf1., Oy zolt. (good.L 
AC:lO.ltl.Dex.•Snatural) 

Anacks: Bue -.6 meltt­
Oamagt: Bne 1ds,.4 

Face/ Reach: 5 £1 by S f1 .1 S ft.... 
Special Anacks: lb)'. 1np __ _ 

Special QuaUrics: Scent, fl1gh1, d.amagucdJJ£:tian....___,j 
10/ silvcr 

~ Saves:forL.t..S..Rcf.s, Will+S 
Abilities: Srr 17, Dc:1: LS.Con IS, Int 6, Wis 14,Cha 10 
Skills: Lisi en +8..Spot .±8, Wilderness Lore +s• 
Feais: Improved lnmauve 

Clima1tfrerr.iin: Any land and underground 
Organi:z.arion: Soluary, pair, or pack {6-11 ) 
Challen~ Rating: l 
Treasure: None 
Alignment: AIWlllys ncuualttil. 
Advancement:~ HD (Mc<ilwn-i;IU); 7- !J HO ll.argeJ 



These fearsome flying houndsgli~u..~dea1 
nigh1,seekinghkclyprey 

/\ ye1h hound looks something l.i.kCJD O\·c.wud greyhound 
wnh dull black fur. h s1;mds S feet tallat1hc shoulder and weighs 
about 400 pounds. hs eyes.glow cherry red. 

COMBAT 
t-Yc.th hounds hun1 only ai w.gh.L They fcauhc sun and nc\·c.u~ 
1 ture out m daylight , e\·cn Uthe.Lr l.i11c.s depend on 11. + 
r .Bay (Su): When a ye1h hound.howls.i:ir.b.uks,allcrcarurtl~ 

i 01her evil ou151ders wuhm a )©fooupread mus t succeed at a Will 

~\·c...{DC l2) or become panidwl..fur-2.Jj rounds. This is a some, 
nund-affccung fear effect.. vi;11c,ther or no1 the sa11e i.s successful an 

aJJcc1cd crcamrc is unmunc.w thu hound's bay for one day. 
Trip (Ex): A ycth hound thu bus wuh JU buc anxk a.n a1-

1emp1 to rnp the opponc.nl :u a frtt acuon see page 139 m the 
,.fl.i).V.i.lJomJ&oak}wililo~a 1ouch utack or proYOkmg an 

t a111c.k..o( opponuni1y. If the u tcmp1 fails, the opponcni canno1 

~o.uip~h..hound 
~ fligh1 (Su): A ye1h hound can fly as 1he spell cas1 by an 111h­

levcl sorcerer. u..a..f.rec ac tion. A ycth hound 1ha1 loses this ab1hty 
falls and can perform only p,amal acuons. 

Skil!J: * A rerh hound rccewcs a +4 racial bonu.s 10 Wilderness 
Lore checks when tracking by scent 

tlfuge Magical Scasr 

YRTHAK 
pm Diec: 12dt0+36 (102hp) 
.Jni1ia1ivc: .-6 W Du, +4 lmpl'O\led l.ruuam:tl.. 
Speed: 20 fi . fly 60 fr (a\·eragc) 
AC: 18 -2 sue, .-2 Dex, .-8 naturah 
Anacks: Bue .-15 meltt, 2claws .-13mclec.. 
Da.mage; Sue 2d8tS, cfaw td6.-2 
face/.Rc:ach: 106.by2of1j 1of1 
Special A.tucks: Sonic bnce • 12 ranged touch. explosion. snarch 
Special Qualities: Slmdsight, some yuln.enhiluy 
Sa\·ts: Fon tit , Ref t l O, Wtll tS 
/\bilitin:Str20.Ilu 14,Con 17,lru7, Wis 13,Cha ti 
Sk.111.s: Lis1cn +19, MO\·e Salendy tlO 
Feais: Flyby Anack. Improved Imuauvc. 

Muhmrack 

Clima1e[l'crrain: Any hill and 

Ast~cor.from dcsolarc wasicbnds, 1ht ynhak 1c.rmrizu 
ihcareaicinhabnsuana[wayshungrydragonmight 

Repulian..wilh iltsh y wings. a long tail, and a la rge flll.AOJ.ls 
back. an yrthaLu blmd. It senses sound and movemtnt with. a...r. 

t5pcc:1al organ on us long ton.£Ut..A single hornllke prouusio1um 
J!!i crocodilian be.ad cmits._p;o_y.·crfully focuo;cd beams of sound. 
The cnure creature U a ydlowuh grttn color, with the wings and 
fm bcmg more yHlnw._and.Jhc head and body morr. gz:c_c_n. The 
teeth are yellow. 

Yrrhak.s arc crafry and dc11ious. They arc omw\IOIOus..but.pttf~ 
meat An yr1hak keeps a nest high in its 1solattd mcu.main.la.irmd 
may ira11el for days in search of food, re1urning onl~uc.nr.l.y-. 

Ynhalu art sometimes seen swooping a hundred f.ut O\'c.r. the 
ground. au cm piing to sense prey. 

Dcspilc thc.iunrel11gence, ynhaks do noupcak.. 

<;OM BAT 
µ ynhak prefers 10 anack from the air, sirafing 1he ground wuh 
t50nic anacks or snau:hing up and dropping prey (evcnrually land­
,lng to dc11our thc flanencd mess). 

Sonic Lance (Su): £\•err 2 rounds. an_ynluk Cilll focus sonic 
energy Ina rayup ro60fce1 long. Thuiuran.£ed.uluchanack..th.a1 
deals 6<16 poirus.of damagc.m...a.s.i.ngle 1arge1..-

Explosion (Su): The yr1hak can fire .J1UODJ.C...bncc._ai the 
ground, a large rock. a stone wall, or rhe likc.UU'.U.21.e an aplos1on 
of shmc.red stone. Thu anack deals 2d6 pollllS.Q(pi.udJl.a_dunage 
1oall w11hrn 1ofcc1of1hccffcci'sccnicr. 

on!!1~v~~~1~~~~n~r~;\~t~~~~~dfu~~~~~ 
anack. 

Sna1ch {U): An yrthak tha1 hns a Medium·sizc or 5~ 

creature wi1h a claw wad anemp1s to s1an a grapJlk as a £rtt-t 
acnon wnhou1 pl'O\'Olung an anack of opponuni1yJ(_i1 ge1s_1; 
hold, i1 can fly off wuh ifs prey and deal au1omanc claw damage, 

though Lt prefers 10 drop vicums from a heijht It .a.n...dmp._a 
snatched crea1ure as a frtt action. which deak noanal 
falling damage 1f 1he ynhak 1s flying. _ 

Blindsigh1 (Ex} /\n ynhak can ucc.nain all foes wi1h1n 
120 feet Beyond 1hu r.mgc -1l.JUQnSl.dttt:d bhndcd Ynhaks 

arc invulnerable 10 gnc mads.. visual elI«tS of spells such 
as 11lus1ons, and 01hcr an Kk.fomu 1ha1 rely on sigh1. 

An ynh11k whose scnsc..oDieuing is 1m~1rcd is cf· 
fcc:1ively blind, trutlng all rarge ts as 101ally con· 

ccalcd (serConcealmen1.pagetJJin1hcPlayrr's 
Handbook). 

Sonic Vulnenibiliry (Ex): Ynhaks 
are affected by loud noises 

andsomcspells (suchas 
ghosl M>und or s1lrnct) 

and are more suscepn-
ble 10 sound·bascd a1· 

tacks, suffering a 
- 2 racial penalry ro 

allsa\·es. 
Skills; Ynhaksrc­

ceLVca .-.. racial bonus 
10Lisren~ 



Pu~blood Hallblood Aho:mina1ion 

Mt'dium-Siu Monstrous Humanoid 
6d8 (27hp) 

Medium-Siu Monstrous Humanoid ,J..argr Monsttou5 Humanoid 

Hi1 Dier: 
l.niriativr: ,.,...., 

7d8+7 (l8hp) .9d8t27 {67hp) 

+S(•l Drx. '1"4 lmpl'O\'rd ln11UU\'t ) 
30&. 

•S {+ I Dex, ..4 lmpl'O\"rd lnitUU\'C) tS (t i Dr_x, +4 lm"rovrd lnirUtlYr) 

JO ft JOf1.,clunb:?Oft..swim20fL 

AC: t6 (t t Drx.11.ru1unl. +2 lr~1hrr, 
+2 mas1r.rwodc brgr shiddl 

16 (+ 1 Dt'x, . 1 narunl, +:! lruhrr, 20 (-1 sue,•! Dex. tlOn.anualJ.or 

•:! mas trrwork brgrshirld) 21 (-1 sue, ti Drx, • IOna1unl,d 
masrrn\'Ork small sh1rld) wuh 

humananns 

..Al tacks: ,\bsttrwork sc1muar t7/•2 mrltt; 
or mu1rrwork longbow with 
mastrnV(lrkarrowst9/ ttr.m&c.d 

Ma5trno.'Orkscimuar+t0/tSmrltt 
{and bur if srulcr-hradrd +.+ mrltt ); 
or mastrrwork mighty composut 
longbov.• {+l) wiihmasirrwork 

arrows+to/~snngrd 

Masrrrwork Wchwn +ll/+8 
mrltt (human arms) {or bue 
..-12mdeeifsn.ak.e-hradr<IJ;ounasm·. 
work mJ.ghty compositr longbow 
(+2) Wlth.m.asttLYt'Orkanows+U/f6_ 

r.mgr.dthuma.n.arm.tl 
MasrrrwodUak:h.ioa :!d+.6, bur 2d6t6 

and poison, or ws_m:work mighty 
composnr longbow (t-2} td8+2 

M~1rrwork scunuu ld6; M.251rrworkscmiim td6•2. 

Fact/Reach; 
Special Attacks: 

or masttrwork longbow td8 

sft bysft/ sf1. 
Sptll-Ukrabiliurs.psionk!i 

bur 1d6+l and poison;ormasrrrwork 
mighrycomposire longbow (+2) td8•2 
s (1. bys f1,/5ft. 
Spcll-hkrabilit.1ts,ps10nics 

S f1. byS ft ./tOfi. 
Sprll-hkr ab1l111n. psiomc:s, unp~ 
gr.ib{ifsrukr·hr3ciedl.consmcr 1d6•6 
SRt6 Special QuaJilirs: SR 16 SR 16 

Savtt:: Fon +2, Rrf •6, Will +9 

Abili1ks: Srr II, Drx 13,Con II, 
In118,Wisl8,Cha16 

Fon tl. Rd' t6, Will +9 
Strl.S,Oo:U,Con I}, 
lntl8,Wis t8,Chl l6 

Fon +6, Rrf +7, W11l +IO 
Srrt9.Drx 11,Con 17, 
Int 18,Wisl8,Chat6 

Skills: Co1'1Ct'n1r.mon +9. Craft (any !\'.'O) or 
Knowlrdgr (any rwo) •9, Disguise.'+]• , 
Hidr +.,-,Lis1rn +IS.Spot t lS 

Concrmnrion .- 11 , Cnf1 (any l""'O) or 
Knowlrdgr (any rwo) ?9, Hide + 

Li.sttn•IS,Spot •15 

Conccnmmon ~11, lCrafr (any twOJ 
or Knowlcdgr (a.ny l\\'O) +9, Hide t9•, 

Lis1rn +IS. Spo1 ~u 

fraLS: Alrnnrss. Blind-Fight, Dodgr. 
Exprmsr, lmpfO\·t'd lrorunvr 

Alcnnrss. Blind-Figh1, Dodgr, 
~msr,lmpl'O\'rdlnman"c 

Alrnnrss, BUnd-Figh1, Dodgr, 
Expc-msc-, lmproo.·t'd lnuu1wr 

Clima1r(fcrrain : Wann fol'l'Sr and undrrground Warm forrst and undrrground Warm forrs1 and underiround 

01-ganiution: Solitary, pair, gang (l--4). troupe (2-U purcbloods. 2-S halfbloods, and 2--4 abonunauoru ). or rribr (10-160 purcbloods. 

I 0-80 hallbloods. and t o--tO abommauons) 

Chalkngr Ratin&= S S 7 

T~asun: Doublr Stand.an! Doublr su.ndard DoubleSlllndard 
Vs_uaUyc.baorjcrvtl 
By charx1rr class 

Alignmcn1: Usually chaortl.'. evil Usually chaotic tvll 

Adv.mccmrm: By ch.irx1er cl.ass By charxrtr class 

Thr yuan-ti arr dcscr_ndr.d from humans whose bloodhnrs havr 

brrn mmglrd wu.h rhosc of snakes. Their r\'1lnrss, cunning, and 

ruthlrssnessa~legendary. 
Yuan·li constantly schrrne 10 ad\'llnCr 1hrir own dark agendas. 

They a.tt...calc.ul.aWli and suav.t....cnou£h ID .[Qnn alli.ancrs wuh 

01hrr rv1l crrarurcs whrn nrccssuy, bu11bry a.lw.iys pm rhrirown 

i.ntrrrnsfu::s:t.. 
All yuan·li possrss some snakrlikt futures, md many have 

~body parts. Yuao: tL speak.. their own language, plus 

Common, Drac.on1c, and.Abyssal 

COMBAT 
\'uan-ri arc grni~ and flghi as such. Thry plan rlabor.ue traps 

and utiliu their surroimd.ln&uupcrbly ID comba1, prrfrrnng am· 

bushrs 10 d1rrcr confronuuon. They also prrJrr nngrd anacks 

and spells ro mrlcr, and th~ ustC"Wt-ft1ir and a,·rrs1on 

rokttpfocsa1adis1Jncr 
In a mixed group. thr lras:ual.u.ahlr and P0"rtlul a.ua.c.k flrs1 

This mrans that thr purrbl00<b go bcforr thr halfbloods, which go 

Wort rbc abom.iruuoos.. The group leader ma)' orda pamcubr 

e~~~~~:~~~~:a~~:~~e::::y~~~~~!::,,, 
CiJlill../au. 4t.t;vr 4ilrfmw.1'.11r.mgft, 'itu/ru.Jm ronon, 1uggr1hot1, and 

rolrmorrk olhrr. Thrsr ab1l11irs arr as thr spells casr by an Sth-lr,,.rl 

sorc_cru.U;i,·r_DC tJ? spc-U lr,·dJ 
Psiooia(Sp):Allyw.n·ncanproducrthrfo~grffrct5arwill. 

Drrtrl f\Ju1m. As rhc sprU casi by a 61h-tr,•el sorcrrt'r. 

/Jltrnolt f.orm: Thr yuao·ll cao.assuror tbr form of a Tiny 10 

Lugr \'lptT{Stt tbr Snakr rnrry in Appendix t : Mimals), This abil­

ity Is si.mil.ar 10 a sho~hangt spell cast by a 19rh-lrvcl sorcrrcr but 

aUows o.nl)' \'lptr forms. If 1hr yuan·ri has a potsonous b11r of irs 

CM'll.11 uses !IS own or rhr viprrS poison, wh1chr-•cr is morr porrrnt 

Ch11mrln111 fbwtr:Thr yuan·nQncbangr 1bc coloration of 11sc-lf 

and LIS rqu1pmen1 10 match us su.n:oundings. 
f'rolluu Arni: Thr yuan·d c~ e..x.u,dr acid from iu body, dralmg 

td6 poims of darnagr ro anyth~J.I louchrs. Thr acid btcomrs 

men wbr_o 11 l~vc_s the yuan-Ifs body, 
A1m11m:.Ihc. )'.l..LaJl·ll.trrucs..a compulsion rffrc1 rargenng onr 

cre~turr wuhm JO feec. Thr sub1ect mus1 succttd at a Will sa"r 

(DC.17) or gain an a"rrsion 10.sna.krs for 10 mmu1rs. Affec1rd 

subJtclS musr stay ai least 20 ftt1 from any snake or yuan-u, alwr 

or drad; if alrrady w11hin 20 ftt1, thry movr away_ A $UbJ'-CLUO 

O\'Crcomr 1hc cornpuhion by succrrdmg al anmhrr DC l] Will 

savr, but.itills.uifrrs deep anxiety. This causrs a -i re_dUC.UOA.ID 

Dt'xtemy until tM rffec1 wears off or tht' subject i.s..IULkrnltr 

wnhm ztittt..cU:a snake oryuan-u This ability ~oth~ 

l.ar to a11t1NJhy u.ca~1 by ll l6th_-levrl.sorre,rrr. 
Poison (.Ex): Halfbloods and abommaooru with srukr hrads 

only-buc~Eonitu.dr_ s;ivr (.DC 17); inmal aod_s_ccondary damagr 

td.uc.tnpQnry Constitunon 
Sk.i.llJ; •'(i.an-u Uilll& ch11mtlton powtr rtctl\'t a ~s circum­

stance boi:ius tQ Hidr chrcks 



YUAN·T I H ALFILOOO FEATUR ES 
1d6Rolt* Feature 
1 Snakchud 

Flwblttom> 

~) 

Effect 
811t dam.ace ld6 md po1.u>n{nvc 
DC 14. 1n.it1al arid se-condil.f)' dam· 
age ld6 temporary Const1tu11on) 
... 1 racial bQnui to Re-flu uvcs 
Speed 20ft., d1mb 15 ft, iw1m 1,S 

fl.canc.o.nuuctMed1um·SlzcoL-
smaUercruturciforld6 ... 3 ,.,...._ 
{itt Abom111at1on, below) 

Sriakci mitnd o[ G~ 2.b1tt anach (ld4 
armi damagurid pol\011 n above) 
Scales111studofskui.,.4naturalarmor 
Lq:sandsriaketaol SpeedlOft .. sw1ml5ft. ; can 

constflct5mallorsmaller 
crnturcs 
forld4 ... Jdamagt(itt 

~ Abom1nahon. below) 
•Roll twice, •1nonn1duphcateorcontrad1ctoryresulu 

YUAN-Tl SOCIETY 
The yuan· ti arc devout worshipers of evil They also hold aU 

rcpnlcs in high cncem. The cenier of yuan· ri life LS 1he 
1emple, and 1he1r ri1uals of1tn involvt bloody sacrifices. They 

tend toward isoLucd, old ruins but have been known 10 build 
cvw underneath human cm es. Yuan-ti arc always S«rtti\'C about 

Lhc locauon of a city or ttmple. ThelU.C.Chu«:UU-t.ia\-ors circles, 

w11h r;imps and polH rcplxing s~irs. 
The abominations rule over 1he yuan·1und.arc Lhe..mnple 

lc-aders, wi rh 1ht high priest (always hwna.a.·be:aded) above 
all Purcbloods take care of all ouiside negotia ticms, always 

prc1endingrobehuman. 
The chief de1ty of the- yuan·u as Mc.mhaulk. who 

promprtd and d1rcc1cd the formauon of thc.hnc... 

PUREBLOOD improved Crab (f.dJo use 
1h1s abJ.uy, a snake-headed abomi· 

nanon.mus.thi.Lwith its bite anack. If 
1tgcrs a bold, 11 can consrnc1. 

Yuan-ti purebloods appear human u firsr glance. Thtir sn.akdike 

futures tend 10 be subtle: rcpdl.i.an eyes, forked 1onguCJi .. poimt.d 
1ee1h, scaly paiches on the neck or limbs. and the like. Thus, a 

pureblood gams a +S r.icUlbonus to Disguise checks when un· 

personnmgahuman. 

HALFBLOOD 

Co os-rrin (Ex}: M abomina· 

uon deals ld6+6 points.of damage- with.uucccssfol gr.ipple check 

(using the. hue mack b<mus if snake-headed) agamsf Large or 

snullu.crea1ures. 

Yuan-Ii haUbloods always have ob\•ious snake featurts. The- mos1 

comm0Jl..Q[Lbtle.arue1 out tn tht t.ablc ab.o\rc.. YUAN-Tl CHARACTERS 

ABOMINATION 
Yua.n· t.i. abommuions arc all snake- (Ol- 50 on ~) or have a smgle 

human fea ture, eiihera b~d (S t - 7il or arms (76--00). 

The fa\·orc.d class for yuan·u purebloods and halibloods is r:mgtr 

Yuan·U abommauoru fa\'Or the clcnc class. Yuan·n clencs wor· 

ship Mtrrshaulk and can choose any fWO of the foUowing do­
mains: Chaos, Evil, Ots1rucuon. a.n.d.Plam. 

Hi!Oice: 
lnitialive: 
Spttd: 
AC: 
Anaclu: 
Dam age: 
Face/ Reach: 
Spttial QuaHties: 
Saves: 
Abil ities: 

Fcau: 

Tiny Zombie 
Uny Unde.ad 
1/ 2dl2tl (6hp) 
- I (Du) 
2oft. 
11 (+2s1ic, - t OtxJ 
Slam ... 2.mdee 
Slam tdl 
21/ 2f1. by21/ 2f1./oft. 
Undead,panialactionsonly 
Fon ... o. Ref- I, Will +2 
Sn 9, Dex 8, Con-, 
Jm-, W1sto, Chat 
Toughness 

Small Zombie 
Small Undead 
!dt2+3 {9hp} 
-1 (Dex) 
JO ft . 
11 {+I size,-1 Dex. +lnaturall 
Slam +tmelee 
Slamtd4 
sf1 bySft / Sft. 
Undead,pamalactions..only 
Fon .,.Q, Ref- I, Will ~2 
Sir It , Dcx8,Con-, 
lot -, Wis 10,Chal. 
Toughness 

ZOMBIE 
Medium Zombie 
Me.d ium-Size Undcad 
2d l2...J(t6hp) 
- t (Du) 
)Oft. 
Jt (-1 Dcx,+2na1ur.il) 
Slam+2meltt 
Slamldht 
S ft. by S ft./S ft. 
Undcad, pamal ac11ons only 
Fon ..0. Rt,f - 1, Will tl 
Srr ll, Dexs, Con-, 
ln1 - , WlS 10, Cha I 
Toughness 



HJt Diec:_ 
l niliative: 
Speed: 
AC: 
Attacks: 
Damage: 
Face/ Reach: 
Special Qµaliliu: 
Sava: 

j.Abilitics: 

Fca1s: 

Hil Dice: 
Initiative: 
Spttd' 
AC: 
Auaclu: 
Damage: 
Face/Reach: 
Special Qualities: 

t!bv~:ies: 
~ca~: 

Climate/ferrain: 
Organizat ion: 

Challenge R2ting: 

Trea.sUTC: 
Alignment: 
Advancement: 

Large Zombie 
Large Undead 
4dt2d (29hp) 
- I (Dex} 
40ft. 
11 (- l SllC,-.1 Du,.f-3 fU.IU1111 () 

.slam .. 4mclce 
Slamtd8.1'.4 
SfLbySft./ tOfL 
Undead. pamal actions only 
Fon +I. RcJ -tO, Will t4 
Sir 17, Dex s.Con-, 
lm-,WistO.Chal 
Toughness 

Colossal Zombie 
Colossal Uodead 
48dt2·l(Jl.5hp) 
- 2(Dcx) 

"'" I 1 l-8SIZC, - 2 Dex, .. 11 ru.rurall 
Slam ... umdec 
Slam4d& .. u 
40ft by40f1 .. ' 2.5 f1. 
Undcad, pamal acuoru only 
Fort .. 1&, Ref +14, W11l .. 26 
Sir 29, Dex 6, Con-, 
Im-, Wis 10, Ch.al 
Toughness, lmpl"O\'cd Cm1cal {slam) 

Any land and underground 
Tiny and Small Squad (6-IQJ or 
mob {11- 20); Medium-me; 
Gang (2-5), squad (6-JOJ, OL 

mob ( t 1- 20};1.argc and larger 
Solitary. gang {2-S).,squad, (6-10) 
or mob (U-20J 
Tiny 1/ 6; Small 1)4, Mcd1um-s1u 
t/2;U.r~.L llugcl, 
Garganruan6,Colossal 12 
.None 
_Al~ysneuinl 

TinyandSmall-; Mcdiwn­
sueJ HD ,Med1um-siz.c}. 
Large.S-7 J:iD (Urger. Huge.. 
9-23 HDtHuge >; 
Gargamuan..2.5-47 HD 
(Carpntuan.); Colossal 49-96 
HD (Colos~I ) 

Huge Zombie 
HugcUndcad 
8dt2..-J{SS h.p) 
- t (Dcx) 

<OfL 
11 (-2sue. - I Dcx,.-4ru.cural) 
Slam+7mrlec 
Slam2d6+7 
1of1. by 1of1. t5fL 
Undcad, panW actions only 
fort.2,Ref+ 1, Wi11+6 
Sn 2.1, Dex 8, Con-, 
Inf-, Wis 10, Cha I 

Toughness 

Gargantuan Zombie 
Gargantuan Undcad 

~li:d.12rl (159 hp) 
-=1.(Dex) 

40fL 
-11 (-t 11u. - 1 Du,.+6 narural 
Sluntt.5mdcc 
Slam2d8+10 
20fLby20fl 20fi 
Undcad.pamalactioruonly 
Fon.s,Rcf .. 7,WilltH 
S1r2.5,Dci.:8,Con-, 
lnt-,Wu-10,Ch:iJ 
Toughnc:ss,Jmproo.·cd CnucalUlaml 

Zombies arc COrp56 ru.ni.nmed chrough. dark and 5inmcr magic 

These mindless au1omaco.n.s..ihamhle abo.w, dw.ng thetr crea1or's 

bidding wuhom fear or hcsnnl.QL 

COMBAT 
Zombies hammer enemies wilh iheir unnarunlly strong.fis~ 

cause mmh1cs move so slowly, howe\"tr, experienced advcntu.rm 

have hu.luro.u.ble dea.lmg wnh. them. f 
Zombies arc noi plea.santJa.Jo:ok..upo~ 1he1r 

gnvcs, half d«ayed and pmially coruumcd by worms..thcy wear 

the ttnettd..rc.nw.ns of their burial do1hes. A rank odQLQf death 

~
•u."'"""1<h 

cir utter lack of iniclligcncc, th.e 1nsrrucuons 

~cuam:lzomb1c musr bc.xcrysimplc,5uchas.:Kill 
anyone~ enters this room ' 

Thuwuuu block describes zombies wi1h humanhke forms. 
Zom.b~ \\'Ith di.ffe~nt forms may hn·c differcn1 mmsucs. 

Undu d, lmmnn< <O mind-mfl"'"""• "'''"· ::::::i 
paraly~Ullllil\i. and disea.sc. Not subjc.c:1 to criucal..hiu..sub-
dual dam~hili.cy d.amagc,ncrgy dnin. or death. · 

damage. 
nial..ActioJlJ Only (EJr): Zomb1es h.u:c...poor reflexes and 

.can..ptt(onn only partial acuons. Th.us 1hey can move or anac.k, 

bw..can.only_d.a,bo.tluf they chuge {a p.m1al charge, 



HilOicc: 
Initiative: 
Speed: 
AC: 
An acks: 
Damage: 
Facir/Acach: 
Speci.alAmcks: 

Ap< 
Large Anim al 
4d8.8 (26hpJ 
.2(Dcx) 
l0ft..clunb30f1. 
H (-1 siu, t.2 De~ 1') nuural) 
2claws tl mdee, hue +2mdee 
Cbw !d6..S, but !d6 .. 2 
SftbySf1./Sfi 

SpeciaJ Q ualit ies: Sctn1 
Saves: Fon +6, Rrf •6, Will ,2 
Abili ties: Sn 21, Dex IS, Con a. 

lm2,WiJ l 2,Cha7 
Sk iUs: Climb .. 18, Listen 1"6, Spot .,., 
Fears: 

Climate/fcrrain: Warm fort.SI and mounums 

Organiu t ion: Soli tary or company (2-5} 
Challenge Rating: 2 
Treasure: Nont 
Alignme n1: Alwaf$ neutral 
.Adw.ncemcnc: 5-8 HD (Large) 

~ 

APPENDIX I· ANIMA i S 
Baboon 
Medium·Siu Anim al 
1ds .. 1 (shp) 
.. 2 (Dex) 
40fLdimb30ft. 
1l (•2 Dtx,.-1 na1ural) 
B11e .. 2melee 
Bnctd6 .. J 
5 ft. by 5 ftJSf1. 

"~' For1•J,Rrf+4,W1ll .. 1 
Sn!S,Dcx 14,Con 12, 
lnt2,Wis12,Cha4 
Chmb .. 11, Listen +S.Spor +S 

Wann desen and plains 

Solltaryortroop (IHO) 
</2 
None 
Always neutral 
2-JJ:iO (..\ledium-size) 

Badgtl" 
..IinyAnimal 
ld8 .. 2 (6hp) 
•l(Dul 
JO f1., burrow 1 o Ct. 
t5 (+2siu,+J.Da} 
2cbws tS mdtt, bue ...omdtt 
Claw ld2-I, but !d}-1 
2 1/ 2 f1. by 2 1/2 ftJo ft. ..,, 
Scent 
Fon .,.4, ReL..s._ Will +.t 
Su 8, Dcx..1l.LonJ5, 
lm2,.WJ.S....12...Cha6 
Escipc..Artls:Lti...Lastcn .d.Spot -t4 
Weapon fme.ssclb1tc, daw) 

Ttmpenn<'forcs1,hUJ.. 
plains, and underground 
Solimy or cttt (2-5) 
</2 
None 
Alwaysneurnl 
2HD (Tiny} 

. These powerful omnwo1ts 1tscmble gorillas but are far more ag­
&J"C'SSave; they kill and ea1 anything they can.aKh. 

~i::i~:~ anack with thelf sharp claws and teeth. 1 
RJLgC' (Ex}: A biidgeulu1 taktt damage m comb~ 

be~rk rage 1ht following round, clawing and bmng madly unu4 
tnhtr 11 or i1s opponcnusdnd. It gains +4 Strtng1h. rl Consntll:..i 
1ion. and-2 AC. Thc.c1ca1urt nnno1 tnd i1s ragt \'Olwuarily. 

!fABOON 
B.aboons a1t powtrful and aggrtss1vt monkc)'Uldapwi 10 W't on 
cht ground. Thty pttftr open spaces but dunb utcs co.Jlnd sa.ft 

plaa:s1~1ovC"rrug.ht. BAT 
A rypial lnboon 1s thC' Silt of a big dog. Males can weigh as 

much asJlQ..pounds. 
Bais art nocturnal flymg mammals. Tht s1ansucs pttse.me:d htrt 
dtscnbe small, mstenvorous b;ns. 

BADGER Combat 
Tht badger is a (urry anunal wuh a squai, powtrfol body.Ju 
strong fordimbs arc armed wi1h long claws for digging, 

Blinds igh1 (Ex): Bau can. "xe" by emuttng high-frequency 
sounds, inaudible to mOSLOth« ettaturcs, that allow 1htm 10 
loca1cabiects and crtaturu witlun 12Qfeet. A s1lrou spell nl.'gates 

Hi1 Diec: 
ln.hia1h•c: 
S~cd: 
AC: 
.A1tack£ 
Oam.a.3c: 
facc/ Rcacb: 
Special Anacks: 

... 
Oiminu1h•c Anln1al 
1/ 4d8 {1hp) 
~2{0tx) 

5fi,fly40ft.{good) 
16{t4sizc,t2Dc 

I ft byt (t./OfL 

Special Qu.allt iC'S: Bhnds1gh1 
Saves: Fon t2, Rd" '"4, Will t2 
AbiUtie:s: Sir I, Dex LS.Con 10 

lm2,WisH,Cha 4 
SkilU: Listen +9, Move SJendy •6, Spol ,9• 

Climue/fcrrain: Temper.ate and warm dtscn, fores1, 
hill, plains, and underground 

Organizalion: Colony (!HO} or sw~rm ( 10-50) 
Challenge Raring: 1/ 10 
Treasure: None 
Alignmt nt: Always neutral 
Advanccmt nl: 

Bear, Black 
Medium-Size AnimaJ 
3d8t6 (19hp) 
.1_{.Dcx) 
40fL 
ll (• I Otx •• 2na1unl} 
2 claws +6 meltt, bi1c •I mdtt 
Claw ld4+-4,birc ld6t2 
5ft. by5frJ 5ft. 

Seen! 
Fon •5, Ref r+, wUI .2 
Sn 19, Dex 13.Con 15, 
lnr2,Wist2,Cha6 
Climb •6, l1S1en tt.Spo1 t7,Swun t8 

Ttmperatt and wum fortt1, hill. 
andmounrams 
Soliraryorpair 
2 
~Qne 
Alwaysniou1ral 
4-5 H.D (Mtdium-sizc) 

Bear, Brown 
Large Animal 
6d8t24(St hp) 
. 1{.Dcx} 
40f1. 
15 {-lsizc,tl Otx,•5natural) 
2cl.aws .1 1 mclcc, bue •6 mdtt 
Cl.aw 1d8+8,b11e 2d8.-4 
sr1.by 1of1J 5ft 
lmprovtdgrab 
Scent 
Fon •9, Ref t6, Will d 
Srr 27, Dex 13, Con 19, 
lnt2,W1s12,Cha6 
l.Js1en+4,Spor +7,SWLID+14 

Anyfores1,h1ll,mountaITTS. 
and underground 
Soluaryorp;iir . 
Noni> 
Alwaysniourral 
7- IOHO(Largc) 



[his and forces thr bar to rely on w weak yision wh)(h h..a.s a max· 

1mum nmgr of 10 fcc1. 
Skills: • oais rccr1vc a H racial bonus co..Spo1 and l.1s1rn 

chrcks. These bonuses arc.los1 if Bhnds1gh1 is nrg31ed. 

BLACK BEAR_ 
The black btu U a f.orrst-dwtlhng omnll'orr thai usu.111ly is no~ 
d.a.Dgcrous unless an lDtcrlo.pc.r thr.talt.DS U'i cubs or .fuo.d 
supply. 
Jlaclr. bran can bt pure blKk..b.lond..or cmnamon 1n color and 
artare.lymorc 1hanSfcr1long.. 

!lROWN BEAR 
These massive carmvoru...wtigh more than 1,800 pounds and 
uand nearly 11 ke1 tall.wbcn they rur up on 1hr1r hmd lrgt. 
They are bad· trmprrrd and terruonal. Brown btu suusucs can 

,.bl' ~almosr any. lllg.bc.u, 1nclud1ng 1hr Norih American 
gnuly, 

Thrsr long, lran.arruvores .11rr slighdy ullrr than brown bra rs 

Polu bra rs fight JUSt as brown bra rs do 
Sk1llsc •A pol.1ir bear·s wh11r CNI bestows .11 .11 r:ic1.11I bonus ro 

Hidrchrcksuisnowy.11reat. 

l!JSON 
~ Thcsr herd .11mmalsc.11n be very aggrtsSll'l' whe.1,1..pro1ec1ing young 
,.and dunng the. m.ll[mg sc.11son, but they gc.ncnil)>. p.r.cfu.11.ight to 

~ghnng 
• B1sonu.11nd morr1han6fcct 1allat thrs~duc 9to11 
. .&er long They wr1gh t.800 10 1,400 pounds.Jlison.surisuc.s un 
be USl'd for almost any brgc hr rd anunal 

Combat, 
S.tampc.dt (.Ex): A frighttned herd of b1son..flc.c5.au &rOup m 

a random dirtc1ion (bur .11lways away from 1hr prrceive.d so.urce 
of danger). They luenlly run over anythmg of SlU l.argL.Qt. 
sm.11llrr that gers m tht1r way, dralmg I dl 1 pom1s of d.11magr.fur 
each fh-r bison m the Mni A successful Rcfltl( s;a\"l' ( DC l&.I 
halves the damage 

Bison 

FAMILIARS 
Somr 1nimals can ~omr the fam1l1u or a w1urd or sorcrrrr chu-
1cter (srr pagr 511n thr Pf11yt"r'1 H11ndbook for dr1<uls) . The1111mals 
and !hr sprc11I ab1ht1rs they ponen or impart to the" mauer 11r 

as follows 

Familiar Special 

'" 
Hawk 
Owl 

'" R1vrn 
Snake(Tony) 
Toad 
Wcnrl 

BOAR 

Hu tow·l1ght v1s1on. mutrr g11n11 ~2 bonus to 
MovrSolcntlychttb 

Muter g11ns a .1 bonus lo for111u<k u vrs 
Spr1ks onr languagr 
Porsonousbnr 
Muter gains ·2 to ConshtutlQn score 
Masicr g.111n1 a ~2 bonus to Rrflex sa~1 

Though not c.11rruvorrs, these wild swmc Uf...\'.CQ'. b~·ttmprrrd 
and usually charge anyone who disturbs them..._ 

A boar 1s CO\'trcd m cNrse, gr:iy1sh·black..fur...6.dul1 .malc:s art 
abom 4 feet long and J fret high at the shQul 

Combal 
Fe roci ty (Ex): A boar IS such a 1tnacious comb.atanl that it.eon:.. 

nnues 10 fight wuhout.pcnahy t\'en while d!S3blrd or dyina: CKe..+ 
pagr119m1he~yaU;J11ndbwlrJ. 

CAMEL 
Camels arr known for rhe1r abiluy 10 rr:i\•d long d!Sfanti:s wuh· 
outfoodorwatrr 

Thr numbers presented here ur for the dromedary, or onr­
humpcd amd, which rhrivcu.n wmn.descns...Dromcdanes mnd 
abou1 7 feet 1all a1 the shoulder. wnh a.hump nsmg a f001 higher 

Tht 1wo·humped. oc...Bac.toan. caroel 15 suntd to cooler, rocky 
arus. lt .lS stockier, s~·«l.spe.ed 40..i..and has a bener Consmu· 
nonSCO[t l16). 

Bou Beu, Polu 
LargrAnimaJ 

Hit Diet: 8d8.-31 (68 hpJ 
LargtAnimaJ 
Sd8+15(37hp 

Mtdium-Sizr Anim.111 
Jd.8. 9 (22 hp) 

.J.nirial.ive: +I .Otx) 
Spctd: 40 ft., swim JO f1 

.AC: IS (-1 S!Ze, +I De.x. •S nuuralJ 
Anac.ks: lclaws .-13 melee,bite +8 mdrc 
D.111D.11gr: Clawtd8+S,b11r2d8tt 
Face/ Reach: sf1. by 10ftJ Sf1. 
Special Atucks: lmpro•"td gr:ib 
Spcc.ialQuali1irs: Scent 
Savrs: Fon .10, Ref t7, Will•) 
AbUities: Sn17.Dex.IJ,Con 19, 

Skills: 
Intl, Wis 11,Cha6 
Hidr - 1•, Ls1cn tt, Spot •7 

CUm.11t t/rrmiin: Any cold land 
Organiu.1ion: Solitary or pair 
Challenge Raiing: 4 
Trrasu rr: Noor 
Alignmenl: Always neutr:il 
Adv.m crmt.nl: 9-11 H O (Urgc) 

.. 

.-of1. 
IJ (-ls1ze,ttnatural) 
Bun t6mdec 
Bun td8+6 
S ft. by 1of1./Sf1. 
S1am~de 
Scenr 
Fon +7, Rtf ..4,W'1ll ti 
Sn 18, Otx 10, Con 16, 
lml,Wis 11,Cha4 
listen +8,Spot tS 

Temper:11tplains 
Sol.i.1.11ryor herd (6-JOJ 
2 
NoJll' 
Alwaysneurr:il 
6- 7HD (UrgeJ 

.. 
40f1 . 
16 (~6 na.rural) 
Gorettmeltt 
Core 1d8 .. l 
sfi bysf1./sk 
Ferocuy 
Scent 
For1 .. 6, Rtf•J, WJ.l,1 
Sir 1.5, Otx 10, Con 17, 
Jn11, W1slJ,Cha-4 
Listen t7, Spot .. 5 

Tcmper:11r .11nd warm forts! 
Soluary 
2 

None 
Alwa.ysncu1ral 
+-5 HD (..' led1i.un·saeJ 



Hi1Dice: 
initiative: 
Speed: 
AC: 
Anacks: 
Damage: 
Facie/Rcach: 
SpcciaJ Au:1cks 

Ca mel 
LargeAnimaJ 
ld8•6 {19hp) 
+J (Dex) 
sof1. 
13 (-1 sw:, •l Da.11 narun.IJ 
Bile •Smdre 
Bue td4+6 
sfr.by 1oft.1sf1. 

SpcciaJ Q ualilin: Seem 
Saves: Fon +S, Ref +6, Will ti 
Abilhin: Srr 18, Dex 16, Con 14, 

kills: 

Feats: 

ln11 , WiJ11,Cha .. 
L1s1en ... s,Spo1 +S 

Climatr/Trrrain: Any drseri, hill, and moun1ams 
O rganiza1ion: Soiltary 
Chal.lenge Raring; 1 
Treasure: None 
Alignment: Always nrutn.I 
Advancemen1: 

Crocodile 
Medium· Size Animal (Aquaric) 

J:litDice: Jd8+9 (22hp) 

~1;~'.hir : ;~~~s~1m}()ft 
AC.: tS .i Dex, •4 natun.I) 
Anadu: Bur .. 6 mrlcc; or 1iulslap .6 mdu 
Damage: But 1ds.6; ml slap 1d12..-6 
Face/ Reach: Sft bysf1 .. Sft 
Special Anacks: lmpf'O\·ed gr.ib 
Special Quali1in: 
Saves: Fort •6, Re.{ H, WUl 12 
Abili1ics: Str 19, Dtii: 12, C® 17, 

Skills: 
ln12,WISl2,Cha2 
J-1..Lde.r,Us1en.-S,Spot •S 

Clim arc/Terrain: Warm marsh and aquauc 
O rganiza1ion: Soli tary or colony (6-11) 

Cha.IJ~ge Rating: 2 
lttasuu: None 
Alignment; Always neuual 
Advanceme n1: 4-S HD (Mcdtum·siu) 

c .. 
Tiny Animal 
1/ 2d8 {2hp) 
+2 (Dcx) 
1of1. 
i.. (+2si:u . ..-2 Dex) 
2da1"s ..-4 mcltt,bne-1 mclcc 
Claw 1d2-4 , buie td.l-4 
2 l/ 2f1 by21 ·2fr.Oft. 

fou t2,Rtf ..-... Will +I 
Srr l, Dex IS, Con 10, 
lnt2,Wist2.Cha7 
Bal:mce .. 10,Climb ..-S, Hide .1-r. 
lmen.-4. M01·eS1!emJy .. 9,Spo1.-4 
Weapon Finesse (claw. bue) 

Any land 
Solitary 
1/ 4 
None 
Alwaysneuml 

Crocodile, Ciani 
Huge Animal (Aquatic) 
7d8..-28 (S9hp) 
+I (Dex) 
2of1.,sw1mJOfi 
16 t-2me,.1 L>cx. t7narur.il) 
Bue.ti meltt,ormlslap..-11 mcltt 
Bire 2ds.12, 1aJslap 1du.12 
IOfLby20ft IOf1 
lmpf'O\·edgr.ib 

fort •9, Ref +6, Will •) 
Srr27, Dex 12,Con 19. 
lm l ,W1st2,Cha2 
H1dt .. o•, Lmtn •S, Spot t S 

\X'armmnshandaquant 
Solnary or colony {6- 1 l ) . 
None 
A..lwaysneutr.il 
8-14HD (HugrJ 

Cheetah 
McdiUJ11·Siic Animal 
3dBt6 (19hp) 
;t-4_{.Dc.x) 

.soft. 
LS ( t--4 Dex. .1 na1un.l 
Bue ~6mclec,2claws . 1 mclec 
Bue ld6+J,claw 1dl.-1 
sf1.bysfr.JsfL 
Tnp 
Spon1 
Fort+S,Rcf+7.WW,2 
Strt6,Dcx 1.9,CODll, 
lnr 2, WU 11, Cha 6 
!Ude •7 .. l.iiten t.S, 
~lwc.SJlcwl)' t8. Spo1 ~s: 
Wupan..£incssc_Onrc.claw1 

Wann plains 
Solirary, pair,or.f.amily (}-S} 

' None 
A..lwaysnru1r.1I 
4-S HD (Mcd1um·s1u 

Dog 
Small.Animal 
td8+2 (6hp) 
.. 3 ( Derj 
40f1, 
IS (.,. 1 size,+JDc.x,tl na1ura.I) 
B11e.2meltt 
Bire td•~ I 
Sft bysft / Sft. 

Seem 
Fort•4,Rcf.s, Will+1 
SttU,lkx.V,Con IS, 
lm2.~l2,Cha6 
ill1cn•.S,Spo1 •S.Swtm •S, 
WLldemesslore+t • 

Any land 
Soluary 
l/J 

"°"' Alwayst1cu1r.1I 

Canying Capaci1y: ti. Lgh1 JQid._ for a camel u up 10 )00 

pounds, a medium load,JQl-600 pounds; a heavy load, 601-900 
pounds. A camel can drag t.500 pounds. 

auempr 10 mp rhr opponent as a.frttatnon (sec page 139 m rhc 
Pl11yti1 llandNloli} wuhou1 maki.ng_a..wuch mack or provoking 
an ar~ack of Qppo..rtuo.i1y. If the mempt fails, rhc opponent 

canno.ucac_t 10 trip_tb.r..chce1ah.. 

CAT 
The sm1suc.s prescntcd_bcu.dcscnbt a common houseca1. 

Skills: Cats receive a.-.. racial bonus to Hide and Mo-.•c S1lrn1ly 
chcclts and a .s racial QQnus.~ili.m:~ ch.eds.. they use thcir 
Oexrcnty mod1firr for Climb ~eds. *Lo ucas Q(JaU grass or 
heavy undergrowth, 1he l:lidc.ho.nus..n&"s to J.B. 

~HE ET AH 
t~llUMfi.feUnc.pttduor:s..ofJhLplains.Achccnhisl10 
.p.iuLion& :w.d weighs 110 to 130 pounds. 

Combat 
Chc.c.ta.h.unakt.sudden spnn1s ro bnng down prey. 

Trip (E.J:): A chretah 1h11 hus wirh a claw or but attack can.. 

Sprin1 (f.x): Once an hour, a chee1ah can cake a chargt acrion 
to mal'c ten 1unes us normal sp.«d (SOO feet 

CROCODI LE 
These agg.rcss1vr aquanc prcda1ors arr 11 to 12 feet long. They.he. , 

mostly ni.hmugcd m mcrs or marshrs, wlfh only tht..Lr ~d I 
• nostrils showing. W&Jling for prey to come wnhin.nach..._ 

Combat 
Improved Crab {Ex): To use tlw abihry. the cn:>«>dJc must h11 a 

.M~~opp<mcnt wtth us bi.tc..a1uck.. lfu geis a 
ho.Id. the crocod.Jc grabs 1he opponent wnh llS mou1h and dr.igs 11 
uuQ..de.c:p wa1cr. auc.mpung 10 pm.it 10 1he bonom. The crocodde 
auromaucally dc.als but dam;age tach round LI mamrams the pin. 



Skills: •A crocodtlt ga1ru a i.UJ:llaalbonus...lO....lhdu:htcks 
whtnsubmtrgtd. 

Giant Crocodile 
Thtst hugt crtarurcs usually livt in sal1 water and c.an be mor4 
than20ftttkmg. 

Gian1 crocodUcs can grab and hold creatures of Largt or smallett 
~bu1 otherwist flgh1 arulbehavehkc thtu smalltr cousins. 

®G 
Thc.s1a1istics prcstnitd here describe.fairly small dogs such as 1er­

t-Dcr:s.Ibey also can be usedioJ:.sma.ll..wiW. canines such as coyo1ts, 
µckals. and African wi.ld dog.s._ 

Skills· •0ogs rtcetvt.. a..t.B r:ic1al bonus to W1lderntSS Lort 
chtcks whtn 1r:iclung by SCCDL 

~DING DOG 
Th1S c.ategory mdudcs working breeds such as collies, huskies.1 

~Ula~ 

c!ombat 
If lr:imed for war, 1hese ammals can make mp anacks JUSI as wo\\'ts 
do (set 1he \'('olf entry). A ndmg dog can fight while canymg a nder, 
but tht ndtr annot also anack unkss he or she succttds 31 a Ride 
check (Stt Ride, ~gt 72 m 1he l'Li)T"'s 1-LmJlwlr:J, 

Carrying Capachy: A l1gh1 load for a odmg dog is up 10 100 

pounds; a medium lo,;d, 101- 200 pounds; a..huvy lo,;d, 201 - 300 

_unds..ii. riding dog can dr:ig 1,SOO p;oun 
Skilli:: • rudmg dogs recel\'t a +4 racial bonus 10 Wilderness 

,..lore checks when rrac:king by scenL 

UONKEY . 
Ihese long-eared, horschke ctta1ures are .sw:doo.ied..and srurdy. 
The nnisucs prese.med here could also desc.nbe burros._ 

Carrying Capacity:...b. hght loa_d fur a dan.key___u__up 10 SO 
pounds; a medium load, 51-100 pounds; a hu'l)' load, 101- 150 
pounds..A.dan.kcy can dr.1g 750 pounds._ 

Skills: Oonke)'l r«tivt a +2 r:icial bonus 10 Balance. 

EAGLE 
Thest bmb of prey inhahu nearly every ttrram and dimaic •• 
1hough they all prefulugh. stdudcd nesting spots. 

Dog. Riding Donkey 

Atyp!.Cal.c.agk_i.s about l fttl long and has a wingspan ofabo.u~ 
7 ft.ct . .'01.uun.uks prcstnttd ht rt can dtscnbe any s1m1lar-sue;d, 
dtu.rnalhmlofprcy. 

Skills: •Eagles recC1Ye a -..8 racial bonus ro Spot checks during.. 
dayligh1. 

E,LEPHANT 
Ma.ssivt herbillOr~lands. elephanu arc unpred1ciahlt 
bur somrnmts ustd aunoums or beans of burden. 

This eniry descnhc:un Afrinn elepharu...lndian.clcphams~ 
slightly smaller and weaker (Strength 28), bi.i.unort. readily 
trained (Wisdom 15). These sta11s1ks can al!W rcpruc.nl prdw-
1onc crururcs such as mammoths and mas1oduns. 

Combat. 
Trample (Ex): An dephanr can trample Medium::JJ.Zt.. or 

. .mi.tiler creatures for au1omauc gore damage. Opponcnu who do 
,nor make anacks of opportunuy against 1he elephant can anempl 
,aJWltx savt (DC 20l m.halvt rhc danuge 

f-IAWK 
These crnrnrcs are similar to eagles bul siJ.&htly mialler 1 10 2 
ftt1long,w1th.wrngsparuof.6..ft.ttorless. 

Combat 
Hawks combint both claws inro a single_;u: 

Skills : • Hawks gain a +8 ncial bonUSJo....SpoLCbecks in 

daylight. t 

HEAVY HOR$L 1 
~ mnmcs prcsc_rutd henodcscnbe largt brtt<lsof working horses..i 
such as dydcsdaks. Thcsurumals arc usually noady fotbca\')' ~ 
by age thrtt A hta\')' bor:sc cannor figh1 whilt canymga.nder. 

Carrying Capaciry: A light lo,;d for a heavy horse lS up l0..200 
pounds; a medium lo,;d, 201--400 pounds; a heavy load. 4.Ql..-600 
pounds. A hnvy horst can dr.1g 3,000 pounds. 

HEAVY WARHORSE 
Thest animals art similar 10. be:~ hors.tS.. b_ut arc 1r:iined and 
bred for nreng1h and agg.ce.u1on. A..hea\'Y warhorse can figh1 
while carrying a rider,..huuhc.ndu cannot also anack unltss ht 
or she succeeds at a Ride check (DC J.OJ. 

Eagle 

Medium-Size Animal Medium-Size Animal Small Animal 

Hit Dice: 2d8tt(Uhp) 2d8t2 {11hp) 1dStt(Shp) 

lni1ia1ivt: .2(Dc: "(Du) .. 2(Dcx,1 

Spttd: +of1. JOfL IOfL,fiySOft (avtr:ige) 

..A<O 16 l .. 2 Dc:x.+4naiural) ll ( ..J Dc:x ... 2 naiunlJ 14 h lslU:,.,.2Dc:x, .. tnatur:il J 

_Attacks: Bue .. Jmdet Bue+! mrlet 2claws ~Jmcltt, bue - 2 mclec 

Damage: Bitt ld6.,J Buetd2 Claw tdJ, hue td4 

.face/.Rcach: 5 fr. by S f1 ./S ft 5f1. by5ft./Sft. 5f1.by5f1J 5fr. 

Spccial Qualhies: Scent Scent 
Saves: Fon+5 ,Reft5.Will+ l Fort+4,Ref,.4,WilltO Fon •l, Ref t4, Will +2 

Abili1fos: Sir 15, Dc:x..JS.Con 15, StrtO,Dt.x 13,Con 12, Srr 10, Dc:x 15,Con 12. 

lnt2,Wis12,Cha6 lntl,Wistl,Cha<t Jm2,W1sl4,Cha6 

Skills; listen +5, Spo1 ~5. Swim +5 Balance +J, lis ten +5,Spoi •5 Listen •6.Spo1 ~6· 
W1ldemcss.Lorc+t• 

Feai:s; Weapon FintSst (c law, bue) 

Clima1t(fernin: Any land Tempeme and wmn dcsen, hill, Anyforesr.hill,plains.and ! plains, and mountains mountains 

Organiudon: Solitary Solitary Sol11aryorpa1r .. 
Challenge Ra1ing: I .Jf• ,,, 
Tnasuu: Nont __hlQlle None 

Alignmtnl: Alwaysntu1r:il Alwaysneutr:il Alwaysncum.l 

Advanc~mcnc; 2-J HD (,\led1um-slZC} 



Hi1 Diel!: 
lniti.ativl!: 
Speed: 
AC: 
Anacks: 

Dama gt': 

Elt'phant 
Huge Animal 
t 1d8tSS (1C>4hpJ 
.-o (Dex) 
40ft 
l5 (-2 SIU, .,.7 oa1un1J 
Sbm tl6 m.eltt,2namps .. 11 meltt; 
or &O(e '16 mdee 
Slam 2d6 ... 10, s1amp 2d6t5. 
gore2dSt15 

Face/ Ruch: 10 ft by ?O fi J tO ft. 
.Spe:cWAnacks: Tnmple 2ds ... ts 
Special Qualitiu: Scent 
Save.5: Fon +12, Ref .-7, Will ti 
Abili1iu : Sir JO, Dex 10, Con ll. 

lm2,Wisl},Cha7 
Listtnt6,Spo1 .. 6 

Climalt'/rC' rrain: Wann foresr and plains 
Organ ization: Solimy or hC'rd (6-}0) 
Challenge' Rating: 8 
TrusurC': None 
AIJgnmC' nl: Always neurral 
Advancemen1: 12- 22 HD Ufuge) 

Hol'SC', Heavy War 
large Animal 

,..HiCJ)ice: 4<fs.12 (.JOhp) 
.lnil.iative: t l (Dex) 
Speed: SO ft 
AC; 14 (-t .me,•I nu ... 4m1ural) 
Anacks: 2 hOO\·es .. 6 melee; bue -.1 mdee. 
Damage: Hoof td6 .. 4, bite td4-+2 
Mice/Reach: S fr by 10 f1 J S ft. 
Specia! Qualilie.5: Scent 
Sa\'t'.5: Fon •7, Ref t5, Will t2 
AbWtiu: Sir 18, Du. U. Con 17. 

Ski.lb: 
lm2,Wis1J,Cha6 
1.men.-7.Spol t7 

Climare/ferrain: Any land 
Organiu1 ion: Domes1icartd 
Cha.llengt' Railng: 2 
Tnasutt: None 
Alignmenc Always neutral 
Advancemenl: 

Hawk 
Tiny Animal 
td8 (4hp) 
.-J (Dex) 
1of1.,lly60f1. (aveng1:') 
t7 (,2size,+}I)u,.2nnura1J 
Claws+Smtltt 

Claws ld+-2 

21}2 ft. by 21/ 2ft./ Of1 . 

Fon +2, Ref .-5, Will +2 
Srr6, Dex 17,Con 10, 
lm2,Wisl4,Cha6 
Lmen •6,Spot ·6• 
Weapon finesse (daWl) 

Any fortst, hill, plains, and mountams 
Soliraryor pair 
1/ 3 
None 
Always.neu1r:;1] 

Horse.light 
Large Animal 
JdS .. 6 (19 hp) 
tl \ Dtx) 
6'lfc 
lJ (-ISIZt,•l~tJmtural) 
2h00\·e:s+2meltt 
HooLld4+1 
sfr,by 1of1J sft 
Sm1 
fQntS,Ref..-.,W1ll •2 
Sir 13, Dex I], Con IS, 
lm2, Wisl2,Cha6 
Listen -.6,Spo1 +6 

Any land 
Soliury 
I 

Nont 
Alwaysneurnl 

Hor.St', Ht'avy 
l.argeAnimal 
..ldst6 (19hp) 
.1(D«J 
.soft. 
IJ (-1 SlZt',tLDtx..-Jn.uunll 
2hOO\-'t'S-tJmdtt 

Hooftd6t2 

5 ft. by 1of1 .s f1. 

Sctnt 
Fon-.s.Rt.(,...,.WJI .. 2 

Su ts~DuDwCo.n 15, 
lm2,Wis.J.2..Cha6. 
Lis1cn.J..6..Spo1.J.&.. 

Ally land 
Soli1ary 
I 
None 
Alwaysnturnl 

Horse, Ligh1 War 
Large Animal 
JdS+9 (22hp) 
~ • ( Ou) 

"'" t4 (-ts1u •• 1 Dex,rlnatural) 
2 hooves ... melec,hue - 1 mdtt 
Hooftd4--t-J; b1te tdJ .. .L 
5 ft by !Oft.JS fL 
Scent 
Fon ~6. Rd' t4, WUJ .. 2 
Su- 16,0« U,Con 17, 
lni2.W.isU,Cha6 
Listen +7 .. Spot +7 

Any land 
Sohtary 

None 
Alwaysneu1nl 

Carrying Capacity: A ligh1 l<nd for a heavy warhorse 1s up 10 
...,lQD..pounds; a mtdiurn.Joad, JO.k-600 pounds; 1 htavy load. 

1 60h!l00 pounds. A heavr.warhorse can Jng 4,SOO pounds. 

Carrying Capacity: A ligh1 bad for a lighr warhorse is up 10 
230 pounds; a medium load~6.0 pounds; a heavy load, 
461-690 pounds. A ligh1 warhorsc..can dng ;l,450 pounds. 

LIGHT HORS 
The stat1slia presented hue. d~be smaller breeds of working 
horses such as quar1u. hoi:KS and Ar.1b1ans. These animals art' 
usually ready for useful work by age rwo. A hghr horse cannot 
flgh1 "•bile carrying a ridu._ 

LEO PARO 
Th~ Jungle cau are about 4 feet long and wt1gb abou1 120 
pounds; they usually hunr at ru.ghL 

Tbes1atts11csprtsenred hC'recandescribeanyfelinC'ofsmula.r 
stze, such as Jaguars, ~nthei:s, and mountain lions. 

.. 
I 

Carrying Capaci ty: A lighr lwd for a hghd1one..is up 10 ISO 
pounds; a medium load, l5L- l00 pounds; a.he.aV)'..lo.a.d,Jol--450 
pounds. A light horse c.an dng 2.250 pounds. 

Ccmbal --;---;::-t 
Pounce {.Ex):Ji..a leopard !C'aps upon a foe d~ 

round aLcom!Nt. u can make a full an-ack.eyt:nj(jt..has ~ 
1aken a..m.0'.C..KlWn. --;-:--t 

lmproved Grab {l..rj: To use 1his abiluy, 1he..kop.ud mw1 bi1 
wi.IA.us.bue.uucLl!.ll..gers a hold, u can W 

LJGHI WARHORSL 
i lhe.S:e..animals...or similar to light horses bu1 are rmned and bred 
.j..{oulttll&t.h.arulaggrcman. They usually are not ready for wufu:e. 

before age three. A light warhorse can flgh1 while carrying a rider, 
but thc..nducannot alsoanack unless he or she succeeds at a Ride. 
check (.DC 10). 

Jla.ke..(.EJ: ); A leopard that gets a hold can ma.ke two nke amcks 
~6.mdttl.wlrh iu hind legs for tdJ+I damage tach. If the leop­
ard pounces on an opponent, it can also nke. 



po_uru:_es...on...an opponc-m, h un also ukt. Skills: Uopards rtct1vt a +4 r.icallxlnu.uo...liide.. :md..blovc­
Siltnily chtcks and a +8 racu.l bonus to B~cc.che:cks. • in arc-as 
of rall gnm or heavy undergrowth. 1hc.Jiidc bonuumprm·cs 10 .s 

LION 

Skills: .Lions rcceil•e a .,.4 nc1;i[ bonus 10 Balance. Hid~ md 
MQ\'.e Si.luuly checks. • in areas of 1all gnss or hta\'Y und~ 
grcW>lh. 1he lilde. bonus 1mpron•f 10+12 

UZARD Tht mnsua prescn1td.hcrc. describe a male Afncan lion, which 
is S ro 8 fee t long and wei.ghs JJO to 550 pounds. Fe-malts a.re , 

+Ai&hdy smaller, bur use the.same_ s1a1isrk.s. 
The stafisucs prescn1c.d.he.rc._de_scnbt small, nonve_nomous hz.ards 
of perhaps a foot or t»:Q.JA.kng1h, such as an iguana. 

(pmbat . 
Skills: Liz.ards use 1he_u ~x1tnry modi.fl.tr for Chmb ch~ 

and rtcc-wta .s boous10 Balance checks 

Pounce (f.z): If a lion lups upon.a.foe dunng 1he firs t round of 
. com.Im, Lt can make a fulla url. e.vc.n. if 11 has alrtady raktn a 
,..movea:cnon. 

GIANT LIZARD _ 

Improved Grab (f.z):TQ.u.st 1h1s abil11y, 1hc- lion must h11 wuh 

iu bht anack. II Lt gets a hold, 11 un nke 

This cattgory mcludcs fairly luge, urmvorous C«UUllSfrom J ro 
S fee1 long. such as monitor lizards. 

Skills: C1an1.hurds rec ewe a +4 racul boous_lll..l:ildc.and.Ma.·c. 

Rakt (Ex): A lion that.gels a hold can make rwo nke ;ituch 
,1+7 mekeJwitb 11shmd.legs.for td4+2 damagetach lfthtlion 

Silendy chc-cks. • in fortsrtd oro~:trgrown areas, the Hide.bonus 

1mpTO\'l!'S t0+8 

Leopard 
Medium-Size Animal 

Hit Dice: 3d8+6(19hp) 
lnitia!ive: o-4 (0cll:) 
Speed: 40 ft., chmb 20 ft 
AC: 15 (+-4 Dex. t 1 n11ural) 
Anaclts: B11c .. 6mclet,2 claws+lmtlec-
0amagc: Bnc- td6t 3; claw tdl•I 

,_Face/Reach: S f1 by s ft./S (1 
.Sp«.ial An;ic.kJ: Pouncl!', imprO'l·ed gnb, nke 1dJ+I 
,.Special Qualities: Sci!'nt 

ave:s: For1+5,Rcf+7, W11l +2 
Abilities: Su t6,0cx t9,Cont5. 

Skills: 

Feau: 

lm 2, Wis l2,Cha6 
Balancc• l2,Climb +11 , llidc t.9•. 
Listl!'n •6, Movt Silenily +9, Spo1 +6 
\l1capon Finesse {bite, claw} 

Cl!maic(rcrnin; \"Clum forcs1 and pWns 
Organiz.ation: Solit-aryor pair 
Challenge Ralina: 2 
Treasure: None 
Alignme.n1: Alw;iys nl!'utral 
Advam::l!'ment: 4-5 I-ID (Mtd1um·s1u} 

HhDice.: 
lnitiath-e; 
Speed.: 
AC: 
Anaclr.J: 
Dama&e: 
Facc/&ach.: 
SptelalAuacir.s: 
Special Qualities: 

lizard, C iani 
Medium-Size Animal 
3d8 t9(22hpJ 
+2 (0cll:, 
30ft .• sw1.mJOIL 
15 {+ 2 Dex, +l n;itunl) 
Birc+5mclcc 
Buc-1d8tt 
5 ft by 5 f1./ 5 ft 

Saves: Fon+6,Rc!+5.Willt2 
Abilities: Str 17, Dell: l5, Con 17, 

Skills: 

fcaU; 

In12,Wis12,Ch;i2 
Chmb +9, Hide +-r, L1s1c-n .-4, 
Move Si.lcndy •6, Spor -4 

Clim;ite(re.rnin: /\ny warm land 
Or3anization: Soli1uy 
Challenge Ra1i.ng; 2 
Treasure: Nont 
Ali3nmcn1: AlwJys ncu1nl 
Ad.,.anctme.nt: 4-5 HD (Mtd1um-s1zc) 

Lion 
Large Animal 
sds ... 1o(l2 hp) 
•J OcxJ 
..ofr. 
15 (- l sizc,+J Ocx, t Jn;i1unl) 
2 claws r7 mdtt, hue +2 mtlc-c­
Claw LdhS. bite ld8+2 
5ft.by t0fr./5ft 
Pounce, 1mpf"Ol•td gnb, nkc td4 t2 
Scenl 
Fon t6, Ref +7, Will t.2 
Su2 1. Dex 17,Con 15, 
lnt2,Wis t2,Cha6 
Balance ,7, Hide , 4•,JWllp +5, 
Li.s1en t5. Move Silcntlr . 11 , Spo1 •5 

Warm pl.ams 
Soli1ary, pa1r,orpridl!' (6-IO) 
3 
Noni!' 
Alw;iysncutral 
6-S HD (l.argc) 

Monkey 
Tiny Animal 
1d8 (4hp) 
,, tD<xJ 
JOft..climbJOf1 
14 (•2sizc.+2 Dell: ) 
BHeT4mtll!'t' 
Bitt tdJ--4 
21 2ft. by2 1.' 2fL/O(t_ 

Fon+:?,Rcf,4,Will +l 
Str ] , Dex 15, Con 10, 
ln12,Wis12.Cha5 
Ralanct ~ to, CUmb +U, Hide HJ, 
Lis1cn +'4 , Spo1 ~4 
Wl!'~JXm finttse (bUI!') 

Warm fortst 
Troop ( lo-40) 

JI• 
'on< 

Alw.iysneurnl 
2- l HD (Mcdium·sil:c) 

Lizard 
TinyAnimal 
1/ 2d8 {2hp) 
+2 Dex 
:roft.,chmb20fr 
14 '+2Sl1!1!',• 20cx) 
Birc+4ml!'!tt 
Bitetd• 
21/ 2 ft.by 21/ 2 fr/oft 

Fon +2,Rcfrt,Will+I 
Sir], Dex 15,Con 10, 
lm2, \'(1iJ 12,Cha:? 
lblanct +IO,Cl.unb +U, Hide 1 1], 

Listen .-4, Spo1 H 

\t'upon FineS5<1' lbue) 

/\nyw~rm land 
Soh1ary 

If• 
None 
Alw;iys neu1nl 

MuJe 
J..aracAnimal 
Jci8+9(22 hp) 
.. tD<xJ 
JO[L 
ll (-lsizc,d Du,+ Jnatunl) 
2hoo\'cs+4melec 
Hoof1d4+J 
5 ft. by 10(1.5 ft 

Fon·6,Rcf--4.Willtl 
Str 16,Du IJ,Con 17. 
lm2, '.l'is 11 ,Ch~6 
Lll1tn +6,Spot rl> 

W'armplains 
Solu~ry 

' None 
Always ncu1nl 

f 



MONKEY 
~ s1a11mcs prtwn1cd hrre c.an dtKnbc any ar.bcu:ul monkey 
1ha1 is no bigger than :a houS«al, such as a colobus.or .upudun. 

Skills: Monkeys use thm De"teni.y modifier for Clunb chtcks 
and receive a .s ncW bonus ro B:alancc chC'Cks. 

MULE 
,.Mui~ arc s1tnle crossbrt«is of donkeys il.Dd ho~s. A muk...Js.., 
. similar 1oa hgh1 horse, bur slightly suoogcrand more surefooted.+ 

Carrying Ca pad 1y: A li.&htload fur a mule 15 up fO ll<L 
pounds; a mW1um load, 231-4&0 pounds; a heavy load, '461--'90 
PQU.D.ds. A mule can d~.HQ pmmds.._ 

Skills Mulrs rrcch'c a t2.Dc1al bonus 10 Dexrcnty chttks 10 
avo1dslipp1ngorfalling, 

OCTOPUS 
Thc:~uom·dwcllm& sea crururcs a~ dangerous only 10 their 
prey. lf dlS.tur~. they usually try 10 escape. 

QJmbat -+ 
lmproved Grab {Ex): To ust 1his ab1hry, chc octopus must hn 

with 115 arms amck. If 11 gcu a hold, Lf amomaucally deals bitr 
damage each round chc hold 1s ma1ma1ntd 

lnk Cloud {E:I:): An octopus can emu a cloud of JCl·black mk 
1ofut high by 1ofcc11vidc by 10 fcc1 long once a mmu1c as a frtt 
acnon. The cloud provides ro1al conculmen1, which 1hc octopus 

rionnally UStS to tscape a losing flgh1. Crta1uru w1rh1n 1hc cloud 
µu!fu thc._clftcu of roul darkness. 

Jct (&): An OClopus can ~t backward once.a round as a double 
,.JllO\'e acuon. aLaspetd of200 ftt1, 

Slrilb: An ocropus can change colors, givlJl& II a ri racial bonus 
10H1dcchKks. 

c;1ANT OCTOPUS 
Thcsc.cruJu.rtt art. aggressive and 1cm1orulhun1us...wuh arms 
rcachm1..JO ftt1 or mort in length. Their 1cntadcs uc Studdtd 
wuh. buburulshnp-edged suckers. 

Combat 
Improved Crab (Ex): To use this ab1luy, 1he giam oclORUS 

must_1u~JJID:SllC or smalleropponcm wnh a 1cnrad~ 
anack.J..(ilgcts a hold, u can consmc1 

Constric_1 (.Ex): A gu.m octopus dNls 2d8+6 pomts of~ 
wuh_ a successful gcapple check ag.ImSI Mtd1um·size or smaller....+ 

~c.rcuures. 

Ink Cloud (E.1:): A gwlLOC.lOPUS can emu a cloud of ~1-bbck 
mk 20 fce1 high by 20 feet Wlde by 20 feet long once a mm ult as 
a free amon The cloud.pmoadcs 101al concnlmen1, wluc.h the oc· 
1opus nonnally u~s 10 cxapc a losing f~t. Crtnurcs within the 

.cloud sufftr 1hc cffc.cu of 101al dukncss. 
Jc1 (Ex): A g1am ocropus can Jef backward oncu round as a 

double mO\-e acuon. at a speed of 200 fttt 
Skills: A gian! oc1opus can change colors,. g1VUlgJ,La rl racial 

bonus to HJde checks. 

OWL _ 
.Ibe stanslics presented here descnbe nocmrna[ bu:d.s~rc:y 
)Ipm I to 2 fcc1 long, whh wmgsp.1nS up 10 6 fce1. They cornbmc 
,ho1h claws m10 a swgle auack. 

Skills: Owls receive a t8 racial bonus to Listen checks, and a 
t 1-4 10 Move Sllemly checks. -i:hcy .receive a_ +8 a.c ialbonus_ to 
Spot checks in dusk and darkness. 

PONY 
The st;msucs presented here describe a sm.all.lwnc..undu S fce1 
rail at the shoulder. Ponies are othcrv.•ue.samilu..~ 
and canno1 fight while cnrymg a rider 

3 ;:~:~;aj,a~~~h::~~C::s~ ~o:; ~!a~uk~:i1~~ ! 
pounds. A pony can.drag 1.12s pounds. 

WARPONY 
Warpomes art bud foum~ngth and aggrcsswn. and ai:e.sunilu.Jo...j 
hgh1 warhorses. A warpony can figh1 while carrymg a tidu._but 
the rider cannot also auack unless he or she succ~e 
chcck (~cRidc, p.1gc72m1hcPfoytr'1HiinJboclr). 

Carrying Capaci ty. A light lo3d for a w~UPJQ 100 
pounds; a medium load, 101 - 200 pounds; and a heavy load. 
201- 300 pounds.. A warpony can.drai l.S_QO po.unds. 

Oc1opus Oc1opus, Ciani Owl 
Small Animal (Aqu.alic) 

Hit Dice: 2d8(.9hp) 
lniliativc ~ +J (Dcx) 
S~td: 20 fr., swim JO (1 
AC: 16 (•I sac, d Dex. •2 n:uunU 
Anacks: 8 anns •S mcltt. buc tO mclcc 
Damage: Arms 0, buc 1dJ 
.Face/Reach: S ft by S f1 j S fi 
Sp«i.al Anaclcs: lmprovtd gr.ab 
S~ial Quali1ics: Ink cloud.JC! 
Savu: Fon .. 3, Rt:{ .. 6, Will •I 
Abilities: Sir 12. lkx 17, Con ll, 

lni2.Wi512.Chal 
Skills: Hide +LS.l..isttn .. s.Spo1 •S 

Fcal5: \1t:tcapon finesse farms, buc , 

CUm:nt/Tcmain: Temper.ire and V.'.Hffi >quanc 

Organiu1io n: Soluary 
Challenge Raring: I 
Treas ure: None 
Alignment: Always ncu1111.l 
Advanccm cnl: J-6 H D (Mtd1um·sizc}; 

71-lD (Largc) 

Large Animal (Aquatic) Tlny Animal 
8d8+8 (Hhp) ld8 (-t hp) 
t2 ( Dcx) tl{.Oex) 
20 ft., swim 30 fr JOf1 .. Cly 40 ft. (average) 
18 (-J SJZC, .2 Dex, +7 natural ) 17 (t2 sjzc, tJ Dex, •2 narur.tl}_ 
8 tcnudt rakcs•IOmelee,bnc ·S mclee Claws t.S mdtt 
Temaclt rake td-t+S, hue !dh2 Claws 1d2-2 
sf1.bysf1J 1ofL 21/ 2ft.by21/2f1.1ofi 
Improved grab, consmc1 
lnkcloud,ie1 
Fon ,.7, Rt:f •8, Will d 
Srr 20,Dcx 15.Con u. 
lm2,WisJ2.ChaJ 
Hide • l l. Lmcn tt, Spo1 t4 

For1 .. 2,Rt:f.s.wm.2 
Sn6,Dl:x 17,Con 10, 
lm2,W15!-4, Cha-t 
Ll51cn+l-4, MO\"CSileotlf.i2C._ 
Spoi.6• 
Wc:1pon Finessc (clawsJ 

Tcmper.ne and warm aqu;mc Any fores!, hill, pbms, and 
mount.lmS 

Solmry Soluary 
8 •• 

__l..1onc None 
ways neutral Alwaysncu1111.l 

9-l2 H D (Urge); U-2-411D (llugc) I HD (Mtdium·sJ.U); 
2HD (Large) 



Porpoises arc aqua1k mammals Um tend lQ. be. pbyJuJ. fncndly, 
and helpful 

A typical porpo~ 15 <t 10 6 fttl km, and weighs 110 ro 160 

pounds. The SU!lSllCS p.re:scnrcd bcrc can dcscnbc any small. 
whale of nmihr 9U._ 

cf:un:i~~dsigh1 (& ): Porpoises can "sec" by cmimng h1gb·frc­

qut.acy SOUDds. uuud1blc 10 rnQSU!thcurc:uure.s, 1hat allow thcm... 

10 locate ob1ec15 and crca1urtS..wuhin 120 ftt1. A 11Jtnu spell 

j.JlC&illf'S this and forces tht pofP:QlSC to..Wy on irs vision, which is 

approximattly as good au hwnan's. 
Skills : Porpo~s gain a... .-4 racial bonus to Spot and Linen 

checks. "These bmwses arc lost Ublmds1ght 1s ncga1cd. 

These glossy black buds arc about 2 fttt long and ha\•e wingspans 

of about 4 ftt1. They combine bo1h claws inro a single anack. 
The smmic.s prcsen1cd here can dcsc.ribc most nonprcdatory 

~
sofsumlarsiu. 

NOC EROS 
rhmoccrQUS infamous for iu bad tc.mpu.arulwill.i.ngncss 10 

t chargc inrrudcrs. 
The Slatistks presented here arc based on..thc...hf.ru:an black 

. diino, which is 6 10 14 fce1 long, l to 6 fcct.high at.lhc shoulder, 

and wcl&hs up 10 6,000 pounds. These can dcs.c.nbc any herbivore 

oLnnulu.=. 

SHARK. 
These arruvorous fish arc aggrcss111c and liable 10 make_ unp_ro­

vokcd auacks agams1 anything chat approaches them. 
Smaller sharks arc from S to 8 fttt long and no! usually Jan. 

gcrous 10 crcarures othcc..thm 1hc1r prey. Large sharks can rcacli 
around IS fttt m length and arc a scnous thrcaL Huge sharks arc 

true mons1crs. like great whit~ Lhatcan exceed 20 fccr in lcng1h. 

Comb.aL 
Sharks. circle. and observe po1cn1ial prey, 1hcn dm m and bite 

widu.b.ci.c.poy,'C.lfulJaws. 
Keen Sccn1 (.f:rj: A shai;:k can nonce creatures by sccnun a.. 

JSO-foot radius and dctccrb!Qod.10 rhe warer at nngcs of up 101 

,.mile. 

SNAKE 
Snakes usually arc nOI aggrttS1\·e and flee when confronted. \'c.n­

omous snakcs, howc\·t.r._af1cn buc before(~ 
SkilH: Snakes receive a "4 racial bonus to lildc. lultn. and 

Spo1chccksanda +8 ractalbonus 10 Bati.nce_ch~llSC_ 

either 1heir Srrcngth or Dex1crity modifier fu.r Cl.unit checks, 
whicheycr_isbcncr 

CONSTRICTOR 
Cwmnctor snakes hunt by grabbing prey w11h 1hctr mmuhLa.nd 

then squeezing 11 with 1hc1r pov.•c:rful bodies. 

c:Pmbat 
Improved Grab (Eid: To use tlus ab1hcy, the_ CQQStricror snake 

mus1 h11wuh115 bnc anack. Ifi1 gcrs a hold.11 can_cQDS1ria..... , 

Constricl 1.Ex): A coru.u:i.cwr snake de.a.ls Jdl r4 pouus_ of 

damagcw1thasw:ccssfulgnpplccheck.~c_d1~0r 

smallcrcrca1urcs_ 

GIANT CONSTRICTOR 
Tbesecrcaturc_sue_morcaggrcsswc1h~~ 

They can cons1riC1 opponenu of up 10 Large nu, dcahng ldStJJ) 

poinrs of damage pcu:QWld. 

VIPER 
These crca1urcs rc.ly on their venomous bues 10 lull prey and., 
dJend thcmsclves. 

Combat 
Poison (Ex)' Bue. Fonuudc s;we (OC I l for ail.sud.l.argc and 

smaller, DC I l for a Huge viper); miual and secondary damage 

1d6 1emporaryCons1i1ution. 

SQUID 
These frtt:swunmUlg mollushm fau:lv__aggrcss111c They arc more 

feared than sharks in somt..locak 

Pon y Pony, War Porpoise 

Mcdiwn·Sizc Animal Medium· Size Anima l Mediwn·Size Animal (Aquatic) 

Hi1 Dice-: 2d8·2 ( llhp) 2d8tt (1lhp) 2ds .. 2 t 11hp> 

init ia tive: ... 1 (Dex) +1.{Dcxl rl (Dex) 

Spccd : 40ft. .. oft.. Sw1m 80ft. 

]Ac, ll h l Ocx.•2natural) ll (t l Dex,+2narural) 15 (+3 Delt. r2 nuunl) 

.Attacks: 2 hoovcs+2 mclcc 2h00\'<"S+Jmclcc Buu -r<tmdcc 

Dam.qc:.. Hoof 1dJ+I Hoof 1d3.,.2 Buu2d4 

Face/ Reach: Sf1.bySft./SfL S f1. by S f1./S f1. sft. bysf1/ sf1. 

Spcdal Q uali tlcs: Sccn1 Scent Blmdsight 

Saves: Fonrl, Rtf,.4,will .. o fort .,.5, Rd' r4, Will +0 Fon ... , Ref •6, Will , t 

Abili ties: StrlJ, OcxU.Con 12, Srr IS, Dex 13. Con,,., Strll ,DeK 17,Con I), 

lnt2, Wis Jt.Cha ,. lnt2,Wis 11 ,Cha4 ln!2,Wisl2,Cha6 

SkUls: Wren .. s.Spot +S l.istcn .. s,Spot .,.5 Lm~ +10•, spo1 +10-

Feais: \'<'capon Finesse (bun ) 

CUmate/fernin : Any land Any land Anyaquauc 

Organiu 1ion: Soluary Solu~ry Solirary or school (2- :W) • 
Challenge Racing: l/ 4 1/ 4 1/ 2 ... 
Trrasure: None None None 

Alignm c_nt: Alwaysncurnl A[Y.'ll.ysncurn[ Alwaysncu1ral 

Advan cc_me nt: H HD (,-.,tedium-sue); 
.5-6HD(.Largc) 



... 
TinyAnimal 

Hi1 Diec: I 4 dS ( I hp) 
Initiative:. +2(Dcx) 
Spccd: uf1.,climb tSfL 
AC: 14 (l2 sill, +2 Dex) 

At1acks: B1tc+4mclcc. 
Damage: Bnc .ldJ-4 
Face/Reach: 2 l/ 2 ft. by 2 1/2 fL/O ft. 
SpcciaJ Qualities: Seem 
Saves: Fon •2. Ref ,.4, Will rl 
Abilities: Sir 2, Do: IS. Con tO, 

Skills: 

Fears: 

ln1 2, Wis 12, Cha 2 
&ab.net +tO,Clunb +12. Hide .is. 
Mo•rcSLlcndy .- 10 
Weapon Finesse_ (bud 

Cli muc/fcrr.iin: Any land and underground 
Organizarion: Swann ( ID-100) 
Challenge Raring: 1/ 8 
Treasure: None 
Alignment: Always ncu1nl 
Advancement: 

Sh1rk, Medium·Sizc 
Medium-Siu An1ma1 (Aqutlic) 

Hit-Diec: 3d8-d ( t6hp 
µnitialivc : .. 2 (Dex) 
~Speed: Swim 60 fr 
AC: lS (•2 Dex,•lnaiural) 
Auaclu: Bue +4 mtlce 
Damage; 811c!d6• \ 
Face/ Ruch: S f1. by 5 fiJs It. 
Spttial Qualitiu: Keen seem 
Saves: Fon i"f, Rtf +S, Will t2 
Abili1lu: Sir I] , Dex 15, Con 13, 

Skills: 
feais: 

ln1 t , Wl5Jl,Ch.a2 
Lmen+7,Spolt7 
Weapon fincssr:(.buc) 

Climaie/Tcrn.in: Any aqua1ic 
O rganiu 1ion: S<ilitary, school (2-S), or paclr. (6-11 ) 

Challenge Ra1in.g: I 
Treasure: None 
Alignment: Always neutral 
Advanccmcn1: 4--0 HD (..\lcdtum·SIU) 

SnaJrc, Consttic1or 
Mcdium·Siu Aninlll 

.liitDicc: JdB•l06hp 
lnhiative: •l(Dex) 
Speed: 20 fr., d1mb 20 f1 .. swim 20 fr. 
AC: IS (-+3 ~ t2 na1ur.1l) 
Anaclu: Bi1c -+S mde.c 
Damage: Birc ld3+4 
Face/ Rcat:h: S ft. by S ft. {coilcd)/S (1 

Sp«.ial Anaclu: Improved gr.1b,cons1nc1 ld3·4 
Special Quali1ies: Scen1 
Save1: Fontt,~ .. 6.Wtll .. 2 
Abilities: Srr 17,Dcx 17,Con ll, 

lntt,Wisl2,Cha2 
kilb: Babnce .. 11,Climb+t4, Hide t ll , 

Us1cn+9.Spor•9 
Fens; 

Raven 
TmyAnim.al 
l / 4d8 (1 hp) 
+2(Dex) 
1of1 .• fly40fr (avcragt) 
H (+2siu,+2Dex) 
Claws,..fmclct 
Cbws td2-5 
21/ 2 fr. by 21/ 2 f1./0f1. 

Fon+2,Rd.,.4,W1ll•2 
Str t, Dex 15, Con 10, 
!nil, WIS 14, Cha 6 
Li.sun -.6, Spot .-6 

Weapon finesse (claws) 

Any fort>SI, hill , plains, and mountains 
Solhary ,,, 
None 
A.lwaysnt>utral 

Shark,.hrge 
Large Animal (Aqua1ic) 
7d8.7(38bp) 
t2{Dcx) 
Swim60f1. 
15 (-1 sizt, .. 2 Dtx.-i-4 nuural) 
8icc t7 mtlct> 
8i1e 1d8i"f 
sft.by 10f1J sfi 
Kttnsct>nf 
fon ... 6,Ref+7,Will+J 
Su 17, Dex tS, Con B. 
lml , Wist2,Cha2 
LIS1f'n•7,Spor .7 

Anyaquauc 
Sol nary, school (2-S), or plck (6-11) 

None 
.AJw3ysneu1ral 
8-.10.l:ID (Largc) 

Snake, Giant Consu:ictor 
Huge Animal 
11ds .. 11 (60hpl 
+l (Dcx) 
2of1.,climb2oft.. 
IS (-2 SIU, tJ Dex. t• natural) 
Bi1e .. 11mclee 
Bite 1Js .. 10 
is fr. by is f1.(co1led}f1ofr. 
Improvcdgrab.conslria.ld8tl0 
Seen! 
Fon .. s . Ref• 10, Will t 4 
Srr2S,Dext7,Con ll. 
lnt1 , Wisl2,Cha2 
.Balance +1 t , Climb ~18.lilde +3, 
l..is1en .. 9,Spo1 .. 9 

&hinoc:t.rot 
Luge Animal 
sdB-i--40 (76 hp) 

-"'lll<><l 
JOfr. 
t6 (-1s1ze,t7nacurai) 
Corc.umcltt 
Core 2d6.l2 
sfr.by 1of1J sf1. 

.fon+ll,Rcft6,Willt3 
Str26,DextO,Cetn21, 
Int 2, WlSl.3,Cha-2 
Us1en +U 

Wlllllpialll5 
Soluary or hcal.Lz-121 . 
None 
Alwaysncu1ral 
9-12 llD (Largc); 
ll-24 HD (Huge) 

Shark, Huge 
Huge Animal (Aquatic) 
tOd8 tW(6S hp) 
+:?(Dex) 
Sw1m60f1. 
IS (-2sizc, t2 De.x,tS nuural) 
Birc+\Omclcc 
Bitc2dh7 
1of1. by20ftJ lOft. 
Kttn sccnt 
Fon +9, Rt( •9. Will t4 

5tI21,De.xU.ContS. 
lnt.LWl5l2,Cha2 
lli1en.:r.7. Spot+7 

Any aqua.lie 
Soluary, school (2-5 ), or pack 
(6-11 ) 

NO.DC 

Alway.sncurral 
11-17 HD (Huge) 

Sna.ke, Tiny \Ii per 
TrnyA.nimal 
1/ 4d8 (1 hp) 
..J (Dex 
1sfr.,chmbl5f1.,SW1ml5f1. 
17 (•2stze, d Dex.t2na1urall 
Bire .. Smelee 
Sire polSOn 
21/2 ft by 2 1/ 2f1.(coilcd)/Oft. 
l'oi>oo 

"'"' Eon •2, Rtf +S, W11l .1 
Str6, Dex 17,Con 11 , 
In1t , W1s t2,Cha2 
Babnce • I I , Climb .. 12, H1dc t18 
Lisren •8,Spol •8 
Wupon Finesse. (buc) 

j 

1 



noona.lly LLSeS lO esa.pe a losing flgh1 Creatures wuhm the cloud 
suffcuhc dfcclS of to1al darkness. hnprovc:d Crab (Ex): To use this ability .. the.sqwd must hi1 

wuh iu aims amck. If i t ge1s a hold. iLau1om.atically deals bile 
damage nch round the.hold iJ mainmned. 

JeL (.Ei):...A .squid can Je t b;ickwml once a round as a do.ublc.,. 
move aClion. at a.speed of 240 feet. 

41ANT SQUID 
Ink Cloud (.Ex): A sqwd can emil a cloud of Je t-black ink 10... 

feet high by 10 fet.Lw.ide..by 10 feet long once a minu1e as a free_ 
action. The cloud provides wul concealmem, which the sqwil,. These voracious crea1ures can.h,a\·e bochcs more 1ha.c 20 fttl long 

and an;ick almost a.n)'.lhui.g.they meel 

Snake, Constric1or Snake, Ciant Cons1ric1o r Snake, Ilny Viper 

Climate/rcJTI1in: Wann forest and aquauc Warm forest and aquauc Temperate and wann bnd, 
aqualic, and underground 

Qrganludon: Solirary Solmry Soli1ary 

Challenge Rating: 2 5 1/ l 
Treasure: None None None 

Alignmen1: Always neutral Alw:ays neutral Alwa)'.1.ne.uu:aL 

Advance:mc:nt: 4-5HD (Mcdiwn~£6-la..HD (~) 12-16HD(H!JV); l7-ll HD (Cargannwi) -

Snake:, Small Viper Snake, Medium-Size: Viper Snake, Large:.YJpu 

Small Animal Medium-Size: Animal Large Animal 

Hi10ice: ld8 (4hp) 2d8 (9hp) Jd8 {1lhp) 

Initiative: ~1(Du) +l (Dcx) +l (Dex) 

Sptt& 20 ft., climb 20 fr., swim 20 ft. 20 f1., clunb 20 ft .. swim 20 fl. 20 f1 , dunb 20 f1., swtm :W fl 

AC: 17 (-t l size, +3 De:x. -.3 natural) 16 (*l De:x. -tl narural) 15 (-1 size,-.JDcx.-tJna1ural) 

Artacks: Bue-.4melee Buc~imclcc Bne.;--4melc:c: 

Damage: Bne 1d2-2 and poison B1re. 1&+-Land poison Bue ld4 and poison 

face/Reach: 5 fr. by 5 fl .(coiled)/S ft. 5 ft. by 5 f1. (coiledl/S ft. s f1. bys f1.(co1led )/1oft 

~Sp;ccialAnac.ks: Poison Po~n Poison 

pccialQuali1ic:s: Seen! Scent Scent 
ayes: Fon -t2, Ref +5, Will .1 fon-tJ,Rc:f..-6,Wi.lld Fon •3. Ref :1-6, Will ..-2 

Abilities: Sn6, Dex 17.Con II, Sa: s, Dex 17, Con u . Str 10, Du 17,Con II, 

lntt ,Wis l2,Cha2 lml ,Wis l2,Ch.a2 Int t,Wist2,Cha2 

Skills: Balance • I 1, Climb tl2, Hide ill, Babnce ~11,Clunb ..-11.H1de t l2. Bab.nee •I I, Climb ~u. Hide +8, 

LJ.Stcn t9,Spo1 +9 LJ.Stcn t9, Spot -.9 L1s1en -.9,Spoi -.9 

Fea1s: Weapon Fmesse (b11c) Wupon Frnesse (bue) Wnpon Finesse (bi1e) 

Clima1e/ferraln: Tempera1e and wann!and, aquatic, Te:mperate and warm land, aqua1ic, Tempeme and warm land, 

and underground and underground aquallL. and underground 

Organiu1ion: Soht;iry Soluary Sol.i1acy 

Challenge Rating: V2 . 2 

Trc:u11«: .None None None 

Alignmc:nr: i:\lv.-aysneu1ral Always neutral Alwaysneu1ral 

Advancemcn1: 

Snake, Huge Viper Squid Squid, Ciani 

Huge Animal Medium-SbeAn imal (Aquatic) Hugc:Animal (Aquaric) 

Hi1 Dice: 4d8.;--4 (22hp) 3d8 (13hp) 12d8t12 ' " hp) 
lniliarivr: +-4 (1Jre.w;) ..-l(Dcx) tl{Du.l 

Spttd ' 20 f1., chmb 20 ft., swun 20 fr. Swim wft. SwunSOft. 

A"' 15 (-2 sue, tt Dex, d natural ) 16 (dDcx,+lnaturalJ 17l-2stze,+JDcx.•6natural) 

Anack.s: Bile +Smelee IOarms +4 mclee,btte -1 mclec 10tc:nt;iderakes-.15meltt, 
bi1e-.tOmelee 

Damage: Bite td4 and poison AnnsO,bite ld6~1 Tentacle 1d6-.8, bue2d8+4 

Face/ Ruch: IS fl. by 15 ft. {co1led)/10 ft. Sf1. by5ftJ 5fL 10 ft. by 20 ft) IO fr. (4-0 ft. 
w11h1cmacle) 

Spc:cialAuacks: Poison lmpfO\•edgnb lmpfO\·ed grab, connnct.ld6*8 

Special Qualities: Seem lnkcloud.1c1 tnkdoud,Jcf 

Saves: Fon +S, Ref -t8, Will +2 for1+J,Rc:f*6,Will..-2 Fon -.9, Ref .i 1. U''1ll *5 

Abilities: Str 10, Dex 19, Con 13, S1r\4,Dex t 7.Con 11, Su 26, Dex 17,Con 13. 
Inf I, Wis U, Cha 2 lntl , Wisl2,Cha2 Im t ,\lf1s12,Cha2 

SkiUs: Bab nee, t 12, Climb + 12, Hide .. 3, Us1en •7,Spot +7 l.ISten -.-8, Spot +8 

Listen t9, Spo1 ·9 
Fears: \t'eapon Finesse (hue) 

Clima1c/feJTI1in: Temperate and w:ann land, .An.yaquauc Anyaquanc 
aquanc, and underground 
Solirary Soli1aryor school (6-11 ) Sohrary 

t 



Combat 
l mprond Crab (Ex): To usc this abihtv~thc. gi.anuquid mus t 

hu a Medium-size or smaUer opponenr w:uh a 1c.ntaclc.rakc.auack. 

!fit ge1sa hold, it c1noons1ric1 
Constric1 (.Ex): /\ gian.1 squid deals au1omatic 1c.nradc rake__,. 

damage w11h a sUCCCliful grapple ch«.k apiDSI Med1um-s1U. OI. , 

sm.allcrcrearuru. 
.__ink doud (Ex): A gwu_sqwd can c.mu.a.doud of tci-blad.tnk..i 

. :ro ftt1 high by 20 ftt t wide by •o fce.1 long once 1 minu1e as a fre4 

acuon. The. cloud provides 10J.al.conc.calm.en1, which rhc_ squid.. 
normally uses 10 escape a losrng..t1.gh1.. Cream res wirhin 1he cloud 

. .suffc.r the c.ffec1s of total dar.kncss._ 
Jc1 (f.z ): A g1an1 squul can Je t lnckward once a round as a 

double move acuon, at a spce.d of 320 ftt1. 

TIGER 
ThtSC.&Ccat cats.Jtand.mor.c..lhan_3 ftt1 rail at 1he shoulder and arc 
aboul9 fc.c.1 long. They weigh from .00 to 600 pounds. 

$inbat 
Pouncc (Ex):.l!.a dgcr leaps upon a foe during 1hc flrs1 round 

of combat, u can make a full anack e\·cn if u has already raken a 

movcacnon. 
lmprovcd Crab (.Eli; ): To USC 1h1s ab1hry, 1he uger mun hu w11h 

a claw or bue aHxk. If 11 gcu a hold, LI can rake 
Rake (Es}; A 1iger 1hai gets a hold can mU.e rwo rake anacks 

r::c:l;~ ::~;,~;:, ,1~tg;a~~~8~gc each. If 1he 1iger 

Skilh: Tigers receive a +• racial bonus co Balancr, Hide, and 

10\·e S1lendy checks. • in areas of tall.g.rass or .hcai1' under­

growth, 1he 1-hdc bonus improves 10 +8. 

Snake, Huge Viper 
Challen ge Ra ring: 3 
Trcasu.re: None 

Squid 
t 
None 

TOAD 
Thcsc.dimi.nuw•e amph1b1an1 are innocuous and beneficial since 

1he_yeatlllliCClS... 
Skills: A 1~d5 color.itiongi\·ts LI a +-4 racial bonus to Hide chcds..., 

WEASEL 
The l11de mammals.arc asgIC.SSl\"e predators but 1mully confine 

1hemselves 10 smallu.prcµhc srausucs prescrue:d.herc.can also 

apply1oferTI'CS. 

cPmbat ~ 
An ach (Ex): lf a weasel hirs w11 h a bi1e a1ud, i.ulsfi..its.pi:tW· 

erful Jaws 10 la1ch omo rhe opponenr :S body and awmn.atically 
de1ls bi te damage_ e1ch round u rema111s _au achcd.....Ao...ac.uchcd.. 

weasel has.an.AC of 12. 
Skills: Weasels receive a +4 racial bonus IQ .MO\·e. .... Silcndy 

.checks and a ·8 racial bonus 10 Balance checks. They \ISC...J.hcu 
~Oe_x1c:ri1y modifier for C limb checks. 

WHALE 
Blindsigh1 (Erj: W.hales can.:se.c.:by c.nuuing high-frequency 

sounds, inaudible 10 mos1 01hc_r cr.cau1rcs. t.hat....allow 1hc.m 10 

locuc: obJcccs..and crc:a1urC1.Wuhin 120 fec1.. .6Jllnuupcll negarcs 

thts and far.ccs thc whale co rely on us vwon.....w.hiclus..appro.n­
matcly as good as a human's. 

Skills: Whal~ gama ••racial bonus to..Spound..Li.s~ 

"These bonuses are los11f Blmdsigh r is nega - 1 
BALE EN WHALE ---t 

The: smtSucs prcsc.ntcd here d~nbc a plank1on-fccdi.o,g~ 
rwccn)()and60fcctlong.suchasgray,humpbaclc.andngbt..W~ 

These mass1\"C.crca1urc.s are surpri5mgly gende If.harassed..aL...., 
pl"O\!Okfil., 1hey arc as likely ro flee as 1hcy are 10 rera..lutc.. 

Squid , Ciant 

• 
None 

Alignmenl: Always ncu1ral Always neutral Al.ways=1ral 

Advancemen t .S-6 H D (Hugc1 

HhDice: 
Lni1iativc: 
Speed: 
AC: 

.Anacks: 

7- 12 ~IO (CarganruanJ 

]Jg« 
.Large Animal 
6d8tl8 (H hp) 
~2 (DexJ 

'°'' 14 (-1 sac. +2 Dex, tl narural) 
2 claws t9 me.Ice.. bite .-• mclcc 

Damage: Claw ld8+6, bue 2d6d 

Eacc/Rc•ch: 5 fr. by 10 fr./5 fL 
Spcdal An adcs: Pounce, improved grab, rake 1d8d 

Special Q ualirid : 
Saves: Fon t8, Ref t7, W ill +l 
Ab ill1Ics: SrrlJ, Del: 15.Con 17, 

ln1 l, Wis 12.Cha 6 
Skills: 

f c.-ats: 

Balance .-6, Hide .-.s•, lis1cn .. 3, 
Move Silem..ly t9, Spot + 3, Swim + 11 

4-6 HD (Med1um·siu); 
7-11 H D {l:ugel 

Toad 
Di m i.nu1ive i\ni mal 
l / 4d8 ( t hp) 
ti (Derj 
.sf1. 
15 ( t-4Sl2C, •I Dex) 

1fr.by1f1.lof1. 

Fon~2. Ref+J,Will.1 

Srr 1, Dex 12, Con 11, 
ln11,W151•,Cha4 
Hide ,..11. Lis1cn t.S,Spot .-.S 

C limare(rerrain : Any forcs1, hill, moumains. and pl ams Tempe.me and warm Land.and :iqU<ltiC 

O rgan iut ion: Solirary Swarm (10-100) 

Ch allen ge Raring: • l/10 
Trcasutt: None .None 

Al.ignment; Always neu1nl Always ntu1ral 
Advan ceme nt: 7- 12 HD (Lnge); 13--18 HD {Huge) 

lJ.- 18 liD {Huge)-, 
19-36 HD (Carganrll<ln) 

Weasel 
Tiny Animal 
l/ld8 (2hp) 

•2 (Da) l 
2of1.odimb20f1 _ 

1• (•2.Jlll,t2Dcx) 
Blle?'4mcle:c 
B11e 1d3-4 
ll/2fLbyl1/ lf1.iOf1 
An ach 
Seem 
Fort .1, Ref ..... wm . 1 
Str3, Dex 15,ConlO. 
ln12,WiS12,Cha5 
Balaace~ to.Chrnb+l l ,Hidc__tl.l. 

Movr Silendy •9, Spor •• 
Weapon Fintssc (hue) 

l t.mpcrate forest, hill, moun1auu, 

andplams 
Solt my 
t/ 4 
Nont 
Alwaysneu1ral 



Whale, Balttn 
Gargantuan Animal (Aquatic) 

Hit Dice: t2d81'n (126 hp) 
lnitiativc: .t (Dex) 
Speed: Swim 40 ft 
AC: 1.6 (-4 SW!,. I Dc%, t.9 na1ural) 
Anacks: Tail slap • 17 me.Ice 
Damage: Tail slap ld8t-18 
Face/Reach: 20 f1. by 40 f1 j 10 ft. 
Special Q ualities: Bhnds1gh1 
San~s: Fon 1'14, Rtf .,.9, Will +5 
Abilities: SrrlS, OcxtJ, ConU, 

Skills: 
lnr2, Wis12, Cha6 
I.men 1' 10-, Spoi ,11• 

Climate/Tern.in : Any aquauc 
Organiu.1ion: Sol.nary 
Challenge Rating: S 
Treasure: None 
Alignment: Always neu1ra1 
Advancement: ll-18 H O {Carganruan): 

19-16 HO (ColosY.I) 

Wolf 
Medium-Size Animal 

Hit Dice: 2d8+-4- ( IJhpJ 
lnitialive: +2 (Dex) 
~Spe_rd: sof1 
j.AC:- 14 {+2 Ocx,•2 naiural ) 
~uadu: Bi1e • J me lee 

Dam.age: Bi1e ld6•1 
face/Reach : S fr. by S f1 ./S ft . 
Spedal Attacks: Tnp 
Special Q uali1ies: Seen! 
Saves: Fon t S,Rc:f+S,Wi.lltJ 
AbUi1ies: Sir 13, Dex 15, Con.1.5, 

Im 2, Wis 12,Cha6 
Skills: H1detJ,L.i.stcn+6._.\IO'o'eS1lently..4, 

Spo1 ....,., Wildernes.s lore~ i • 
Feal5: Weapon Finesse (hue) 

Whale, Cachalot 
Gargantua n Animal (Aquat ic) 
12d8·8• f tl8 hp) 
.,.1 (0nl 
Sw1m•ofi 
l6 (-4 siu, •I Dex, .,.9 narurall 
Bue•t7mrlee.mlslap.,.12melee 
Bue•d6+12, 1ailslapld8+6 
2oft by•Oftj 1of1. 
Bllndsigh1 
Fon t 1.S, Rtf •9. Will •6 
Str JS, Dex I J, Con 2•. 
lm2,\t1ist•,Cha6 
L.i.s1en .11 •. spo1 .12• 

Anyaquanc 
Solmry or pod {6- 11 ) 
6 
None 
Alwaysneu1ral 
l l - 18 HO {Gargantuan); 
19-J6HD (Colossa;l) 

Wolverine 
Medium-Size Animal 
.ldB~U (lShpJ 
+2(.Dcx) 
JO Ci. , burrow tOft.,chmb !Oft. 
1-4- (tl Ocx,+2natura.IJ 
2cbws .... mclee; hL[C.-1 mclee 
Claw 1d,. .. 2;bue ld6tl 
Sft. bysfrJ sCi. .... 
Seem 
Fon +7, Ref +5, Will t2 
Str 14, Dex IS.Con 19, 
ln11,W1s12, Cha10 
Chmb +15, I.men .6, Spot ..fi 

Clima1e/fern.in: My forest , hill, plams, and mounmns Cold and 1emperaie forest and hill 
O rganiut.ion: .Sol.Llary, pair.or pack (7- 16} Sol1my 
ChaUcnge Rating: _l 2 
Treasure: None. None 
Alignment~ Always ncu1ral Always neu1ral 
Advancem ent; J HD {Meduun·StUJ; ._S liD {large) 

+-S H O{l.argc) 

Whale:, Orea 
Hu&e Animal (Aquatic) 

.id.8tt5 (85hp) 
tl (DcxJ 
SwlIDSOft. 
l6 (-2siu,..-20ex,t6naturalJ 
B11e..-12mel~ 
Bite2d6..L2 
1oft.by2of1J 1oft. 
Blmds1gh1 
Fon tll. Ref .. s. Will 1'5 
Srr27,Dcx 15,Co:nll, 
ln1 2, W15_J4, Cha 6 
L.is1c.n +tr..5.pou·l2• 

Anyaquaw;__ 
Soht~Cl.podjt.UJ 

' None 
Alwaysneu1ra.I 
10-13 HD (Huge); 
l._27HO (Carganruan) 

CACl:IALOT WHALE 
Also known as spccm_y.·halcs. these creatures can be up 10 60 feer 
long. They pre)(J>n.&Wiuqwd. 

boolr) wirhout makmga toucha1uck.arpr0\-oking an mac.kof op­
ponurut)'..._lf ~ attunpt fails, the opponenl canno1 react ro mp 

thewal.L 

ORCA 
These ferocious creatures are abou1 JO feet long; chey ea1 Osh, 
squid,seals,ando1hcrwhalcs._ 

WOLF 
Wolves ue pack humcr:s. infamous fur 1he1r pcnt.Stmce and 

.~ 

~rt 1ao1c is t0 send a few lnd1vuiuili against [he foe's.from 
while Lbe..mt pf the pack cudes and anacks from 1he flanks or reu. 

tdp!Ex}..A wolf 1hat hm wnh a hue anack can auemp1 ro top..,_ 
1he opponem as a free action (sec page 139 m the PlaftT'! f-tmJ- , 

Skills: • wolves rCCCl\'e a +4 racial bonus to Wilderness Lore 
cheW when uackmg by seem. 

WOLVERINE 
These crea1ures arc SlJllilar 10 ludgers bu1 are bigger, strongu .. and 
e\·en mou..fuocious. 

Cpmb 
RageJ.Ex}~AwoiVCMC th.at likes damage ID (Qmbar flit$ jQ(Q 

a berserk rage_ the followlll& round, dawmg..and .hm.ng madly 
uru.tlctrhctit.o.uu opponent is dead. An cnngtd \.\-olverine gains 

. .-t..Sttcngt.h. .-• Consmuuon, and - 2 AC. The crea1ure cannOf end 

.u.s.ra&uoiuncu.il.)'.. 



APPENDIX 2· VERMIN 
Giant Anl, Vl'orker 
Medium·Size Vermin 

HD: 2d8 (9hpJ 
lnitiative: +0 
Speed: 50 ft., clunb 20 fL 
AC: 17 {t7 rnnunll 
Attacks: Bite t l mel« 
Damage: Buetd6 
facc/.Rcac.b: S ft by S f1.1 5 f1. 
Sp«ial Anaclu: l.mpro\'ed grab 
SpecialQ.uali1ics: Vermm 
Saves: Fon + ), Ref .o, Will tO 
Abilities: Su 10, Dtx 10, Con IQ.. 

Skills: 
lnt-,Wistt,Cha9 
Climb .. s. Lis ten •S, SpoL:t.5 

Climate/Terrain: Temperate and warm destn, fortsr, 
h11l.plains,and underground 

Organi:i:a1ion: Gang (2-6) orcrtw (6- tl plus 
1giantamsold1tr) 

Challcngr Rating: I 
Tttuutt: Nonr 
Alignment: Always neutral 
Advanccmc111: H HO (Mtd1um·siu t. 

S--' HO (Largt) 

Ciani Ant, Soldit>r 
Medium· Siu Vennin 
2ds .. 2(11 hp) 

"' sof1.,dunb2of1. 
17 (t7na1ural) 
Bi1e .. Jmel« 
Bite2dhl 
sf1. hysf1Jsf1. 
Lmproved grab, acid sting 
Vermin 
Fon ""4, Ref •O, Will • I 
S1rt•.Dex 10,Con ll, 
ln1-,Wis1J,Chatl 
Climb.10, Us1tn t6,Spo1 •6 

Temperate and warm desert, forts!, 
hill, plains, 3nd underground 
Solitary or gang (24) 

None 
Alwaysne.utral 
34.HD (Medium-size); 
S-6HD (Large 

,.Ycrtlllll come ma \'Jntry of sius a.nd rypcs...r..bat range_from 1hc 
..,mtrclyannoytng1othevrrydudly. 

VERMIN POI SO N 

C:OMBAT 
. .Except where no1td, \'Crmin auack whuievcr hungry or 
<luu<=<L 

Vermin: lmmune 10 mmd·mfluenClJ1i eff«.li. 
Poison (.Ex}: Many vermin have. pmsonou.s_lmes QLiu.ngs. 

Thry arc all rniury lypt po1SODS. Tht Fommdc U\'C DCs...and 
damage arc set ou1 m iht Vcrmm Poison table. 

GIANT ANT 
Giant an is art among tht harditsta.nd most adapt a bit vermin. Sol­
diers and workers arc about 6 fcc.1 IQJlg, while queens can grow ro 
aleng1h of9fce.l.... 

Comba 
Ciani anu flgh1 wuh their powerful m.:md.ihlu 

lmproved Cnb (Ex): To use this..ahihcy..the g1am am must hu 
with ils bite anack. A giant ant sold1u.1ha1 gc1s a hold can sting. 

"'-Gi.11n1bee 
G1intwisp 
Mon11tou1 ctnllpedt 

Tiny 
Small 
Med1um-s1ze 
Large 
Huge 
Girginlu;in 
Colo~nl 

Monstrous scorpion 
Iiny 
Small 
Med1um,,i1zt 
L;irgt 
Hu gt 
Gargantuan 
Colossal 

Monstrous.spider 
Tinr 

DC 
ll 
11 

II 

ll 
16 
18 
26 
36 

II 
II 
II 
11 
26 

" " 
II 

"d Sting (Ex): The &l20t anl soldier has a snnger and an acid· 
producinggbnd and i.n.lu..abdomrn. J.(1.1 successfully grabs an op­
ponent, 11 can au empt w .1ung each round us mg us full auack 
bonus.A h11 wuh thuungauac.k..deals 1d+..t pom1s ofp1trcing 
damagt and ld<t poinu of acuida.mage 

Soull _u 
Mf:d1um-sizt " ..... 16 

Giant Ant, Quttn 
. ...1.argeVermin 

4d.8.-4 (22bp) 
- l (DaJ 
•OfL 
17 - I sue, -1 Ou. t-' n;uural,) 
am~ .. sme[ee 
Bue2d6rl 
sf1.by 1of1Jsf1. 
Improved grab 
\'emu.n 
for1 .. 5,R.t(. .. o,Willt2 
Strt6...Du.i..CQ1L1., 
1n1 - .. wu ... u ... c.lu u 
Us1en il._SpoL:!l' 

Tempcrateand..wum..desen,forcst, 
hill , plalns.andurulcrground 
Hi11t ( I plus 10-lOO workers 
andS-20soldiers) 

' 1/ 10 coms; S~ goods; SCl'fl> items 
Alw;iysneu1ral 
5-6 llO (Large); 7-8 HD (Hugt) 

lniti;iland 
Secoodary Oamaa:e 
ld6Con 
ld6De1 

Io .. 
ld2 Dex 
1d3Dex. 
ldti>« 
1d6 De~ 
ld&~J( 

ld.6 De)( 

ld2Str 
1d3Str 
ld4S1r 
ld6Str 
ld&Str 
2d6Str 
2d&St< 

1d2Str 
_ldl Str 

ld4Str 
1d6Str 

GIANT BEE Huge 22 ld&Str 
Although 1hey are many ~aromng 10.a.k.ngth of abou1 
s fttt, g1anr bees bto,have gcn.crail)' 1h~ as..Lhw- smaller 

4:unbat 
~ua.ll)'..llDLaggttSSl\'LextCpt whcn.dcfcnding 
cmsc.h-cs...auhcu:hwe.. 

.ison._{E..z}:._Sce tM Yennin Poison.. table, above. A beu.hat 
. successfully s1ings ano1htr crea1uu pulls away, leaving ils sunger 
mthc..creaWie.Thebe.ethend1es. 

G1rg11ntuan ll 2d6Str -+ 
Colossal 35 2dlS1r 

GIAN:rllOM.BARDIER BEETLE ~ 
TheR, au.ums..fcc.d pnm.mly on carrion a.n 
heaps...oLthL..Ituflin which 10. bwld...msu a.n~ eggs.. 
bombardm.bcedc.1.1 about 6 ftt1 long. .... 

GianLbamhanheL bttilt.ilu:ve no intcttSUn..01her crtamres. 
Ihq..nonnaU)' auac.k only 10 defend themselves, thttr nests, or 

,ih<iuW--



Combat GIAtl"URA'i'.ING MANTIS 
Ciani bomb;ird1er beetles biic with 1hc1r mamhbltj: amlspr:iy acid. 

Acid Spray (fa:): When amckt d...o.l disturbeLa &ian1 born· 

bard1tr btt1lc can rele&Se..a 10-foo1 cone of acidic vapotonce per 
round Those wnhi.n the. wne musr succeed a1 a Fonirude save 
(DC l))ortakc 1d.ttlpom.uofdamage 

TblS pautnl caunvort re ma ms comple1dy srill as 1r wans for prey 

roc.o.i:neocu. 

(.Q.mbai 

~Tu!i~ !~~~ts arc paud by mums and adven· 

,A giant praying mantis...USd..bolb spmy claws as a sin git anack. II 
gr:ibs smalltr prey mus ch~ while 11 bi1es. 

l.mprOYed Crab--'.fx.l;,_]D use 1hu abil11y, 1he. &Wll pr:iylllJ 
manus mus1 hu an opponcm of Medium-size or smalltr w1tb us 

~l.awsanack. lfhgc.i:s.a..bold,11squeezes. 1 cw:c.rs. lbey have rwo glan.ds. onc..alm.t..W eye, 1hu product.am.! 
glow. The glands' lummomy pcrsis:is.fur !d6 days afie r removal from 
~tle,illummuing a llUl.ihly . .cirt.ulaureawuh a 10-foor r:idius. 
Gia.ntflrebtt ilcsareabow 2..ftt1 long. 

Squeeu (Ex): A giant pr:iying man!is that gt.lS a bold on a 
.\lc-d ium-Si!e or sma.Uer oppontnt au tomatically deals...ld.8+-l. 
pomu of claw damagt and bnes u lu full mack value: Qf 1"6 each 

round t.he hold is mam1ameod. 

When du;1urbed, gu.n1 Grt. btttles bue wuh 1he1r mandibles. 
Skills;_ •.Because of 1rs camouflage, a m.an.w...s.um>undcd by 

foliage rece1\•es an add1rional .. s rxial bonus 10 Hide checks. 

QIANTWASP E STAGBEHLE 
n~rious pcsu 1ha1 greedily devour culuva1«i 

single beede can strip an enure farm 1n shon order. An 

adulr giam mg be.We is abou1 to feet long. 

Glmt wasps are cttcy: .bit as aggrt,SSl.Ye and 1em1orial as their 

...smaller cousins. 

Combat 

Ciani Sl'llg bttdes charge opponem.s, bu1ng wnh 1he1r huge, horn· 
likemand1blcs. 

These ere-a cum mack when.hungry or threa~ • .illJ1.i'"i ibe.u­
prey to deuh. lhey 1ake dud or wcapac1m~d.oppont.1W..b..dr. 10 
1htir lain as food for 1hc1r unhHchtd youni. 

Trample (E.x: ): A gianl 51ag beetle can trample Mcd1um·m.e or Poison (.Ex): Ste 1he. Vermin Poison table..~ 

~;~:~:~:~;~: ~°f o~~~:n:1;1:::!~~~,~~ni:::1:0c~~ MONSTROUS CENTIPEDE 
. anemp1 a Reflex uve (DC 19) 10 hal11e the damage. These creitures tr:i\"el whert\"tr hunger leads them. Ibey prefer 

Ciani Btt 
Medium-Size \'e.nnin 

HO: JclB (IJhpJ 
lnitialive: .,.2 (Dcx) 
Speed: 20 ft. . fly 80 f1. (goodJ 
AC: H (+2 Otx. +2naturall 
Attacks: Sung .. 2roelee 
Damage; Sung td4 an.d polSOn 
Face{Rtach: 5 f1. by 5 ftJ5 ft. 
Sptt.ial Auacks: Po.lSOn 
Sptt.ia!Qualilies: Yct:min 
Saves: fQII d, Ref+}, W11l .. 2 
AbWties: Str.lt,Dexl4,Conll, 

lnt - ,Wis l 2,Cha9 
Skills: lnruu Direction +6, Spo1 .. 6 

Giant Beetle, Bornbu:dier 
Medium· Size Vermin 
2d8 .. -t(lJhp) ,, 
JQf1. 
l6 (+6natural) 
B11e .. 2mdtt 
811e1dhl 
5 ft by S fi./5 fi. 
Acid spray 
Vermm 
Fort .. 5, Ref •O, Will tO 
Sir I J, Dex 10,Con 14, 

ln1 -, Wis10,Cha9 
Lis1en .. s,Spo1 .. 5 

Clima1t/ferrain: Tempe.me. a.nd warm I.and Tcmpe.ra1e and warm I.and 
and underground and underground 

Ot:pniu1ion: SolHuy, swarm (2- 5),or hive ( ll-20) Clus1cr (2-5) or swum (6- 11 ) 

Challe.nge Rating: 1/ 2 2 
.treasure: No coins; 1/ -t goods (honey only); None 

noi1ems 
Alignment: Always neuual. 
Advancemenl: +-6 HD (.Mcd1wn-stu); 

7-9 HO(.LargeJ_ 

Cian1Btt.t.le, S1ag 
Large \'cnnln 

HD: 7d8+21 (52hpl 
lni1ia1ivc: +O 
Speed: 20fL 
AC: 19 (-1 SIU, +10 naiura.I ) 

Attacks: Bue +10 mdtt 
Bue4d6 .. 9 
5 fL by IOf1./5 ft 
Tr:imple2ds .. 3 

Alwaysneu1ral 
H HD (Mcd1wn·SlZt); 
5-6 H0 {.1.arge) 

Ciani Praying Mantis 
Large Venn.in 
4d8·8 (26hp) 
- 1 (Dex) 
2of1.,£1y ... of1.(poor) 
1"" (- 1 size,-! Dtx.~6natural.I 
Claws +6 mclcc, b1[C t.1 mdtt 
.Cbws td8.-4 , bne td&tl-
5 fLhy tof1J 5ft. 
Improvedgr:ib,.squeeu 

Gian! Bud e, Flre 
Small \'crmin 
td8 (4hpJ ,, 
JOfr. 
l6 (+1 mr,t5 na1ural) 
Buedmelec 
Bu.L:?d4 
5fLby.Sft./5ft. 

Vernun 
Fon t2, Ref .. o, Will •O 
S1r10,0tx 11,Con IL , 
lm -, Wis 10, cha 7 
Ch.mb .. -t,Lls1en r3,Spot .3 

Teropcme and warm land 
and underground 
Cluner (2-5) orswarm (6-11 ) 

1/ J 
None 

Alwaysneu1ral 
2-3HO (Small) 

Cian1Wasp 
Larae Vermin 
5d8+10 (32hp) 
~I (Dex) 
20f1.,fly60 f1.(good) 
14(-1 size,.,.! Otx, .. 4natur:ill 
S11ng•6mcltt 
Sling ld3r6 and pCll50D 
5£t.by tOft./ 5&. 
Poison 



10 fttd on small animals but do nQLbWun.u.o_a~Qids MONSTROUS SCORPION SJZES 
or 01htr larger prey Monmous ctnupedts an loog ~ low: Siu Bodylensth BodyWlctth• Hti1ht 

n.,,_ 2fttt 1 foot 11/21ncht'S 
MoNsnous CENTIPEDE SIZES Small •fttt Zfttt )1n<ht'S 

Sizt Body lensth Body Width• Hti1ht Mtd1um·sizt 6fttt Jfttt 61nc~ 

Tiny 2fttJ 31n<ht'S 11/2mchu ,.Large \Ofttt 5fttl ll/2fttt 
Smalt •fttt 61nchet J1rochts Hugt ,.,,., !Ofttt 21/2fttt 
~1um·s1zt lfttt I foot 61nches Car1arotuan '°"" 20fttt 5fttt 
Larae 15fttl lftt< ,.,., Colosul .... , •Ofttt 10fttt 

. Huae JOfttt "'" 2fttt •Tht number includes .lht scorp1oro's body iiJHlJ1tiq~...thc: •O 
Ca1aar11uan 60fttt ... , "~ body wid1h 11 about a rhlfd of the total 
Colossal 120fttt ,.,.., lfttt ..,The number md1eatts the httght of the crnture's tts:ldT..lbt..ata· 
•Jhe riumber 1n<ludn the ceo.IJ~e's body and ih I"&'· the actual ture't umaer usually 11 held about as h1ah off the &cQl.IO_d_U the 

body width 11 abou1 a th11d of the total cruture1sw1dt 

Combal Comba1 
J.loas.u_ous cen1ipedcs tt.nd to anadi: any1hmg that re5emblts 
food, bmng with thtir jaws and injtt1ing thtir poison. 

onsirous scorpions ue liktly 10 111aclt any cre.a.uu:c_that 
. approaches,andthtyusual.lychargeptty. 

!Yilon (.Ex.):.S.t..t tht \'trmin Poison iablt, page 205. 
~ Skills: Monsirous ctntipcdts rtctiYt a +'4 r:icial bonus IQ 

Chmb, Hidt,an,d.Spo_1chtcks. 

Improved Grab(&); To use this abilJJy, iht monnmus scorpion 
must hu wuh itscb.w attaclt. lfh gel.Sa hold, 11 hangs on and stings. 

MONSTROUS SCORPION 

Squ eez.' (E11:): A monstrous SC(l[pio111iul. gtis a bold Oil an 
opponenl of us sizt or smal.ltr au1Qma.ucali)tde:a.ls...d.amagC,,'Hi1h 
bo1h claws, b~ting and sringin,g a.1 iu full an;id va.lu.c. 

Mons1rous scorpions att vicious prtda1ors th3t m3kt unnerving 
scunling nois6 as 1hty speed across dungton floors. A monsrrous 
scorpion has a low, flat body: 

Poison (Ex): S:t.e 1ht Vennin Poison 1ablc,.Pa.£c..2D5. 
Skills: A mons1rous scorpion rtetivts LtiJaciaLbonus 10 

Climb,l::lidt, and Spot chtcks. 

Giant Seed,, Stag 
Spec:la.I Quali tic.'S: Vtrmm 
Sa~: Fon+8,~f+2,Wtll+2 
Abilities; Sir 2), Otx 10,Con l7, 

Skills: 
lnt -,W1s10,Cha9 
l1S!cn•8.SpD' •7 

Giant Pnying Mantis 
Vtrmin 
for:t+6,Rt:f ttl,Will•J 
Su 19, Du 8, Con U. 
lm-,Wll'H,Chall 
Hide ., 1•, Lmen•S,Spot .. 8 

CUmait(Terrain: Ttmperatt and warm fotes1 Any b.nd and undtrground 
and undtrground 

Organization: Clu5ttr (2-5) or .swarm {6-11 ) Solifary 
Challcngt Rating: • 2 
Treasure: None None 
Alignmcn1: Always ntu1ral Always nt'utr:il 
Advancc.'mt'nl: 8- 10 HD (l.argt ); ll-21.HD{llugr) S-8 HD (Largt};9-12 HD (Hugt) 

Mons t rous Cenliptde, Tiny 
TrnyVcrmin 

HhOicc: 1/ '4d8 ( lhp) 
lni1ia1ive: tl (Dex) 
SP'td: 20 ft. 

,.AC: H (+2 SIU, t2 l)cx) 
Attaclu: But +'4 mdtt 
.Damage: Bue tdl-S and pouon 
Eace/.Rracb: 2 1/2 ft. by 2 1/2 f1 j O fr. 
SpecialAttac.ks: Poison 
Sptt.ia.I Qua.li1ies: Vtrmtn 
Savt:s: Fon .. 2,Rt::f+l.Will+O 
AbiUtics; Sir I, Oe.ic LS.Con 10, 

Skills: 
Ftats: 

Int -, WU 10, Cha 2 
Climb.), !:Ude •17,Spoi ,7 
Wtapon fint:SSt (bue) 

Climatt(rerrain: Ttmptr:itt and wJrm land 
and underground 

O rganiutio n : Colony (8- 16) 
Challenge Rating: 1/ 8 
Treasure: Nont 
Alignmen1: Always ntutr:il 
Advancement: 

Monstrous Centipede, Sm al.I 
Sm all Vermin 
t/2d8(2hp) 
Y2 {.Dtx) 
JO}L 
l~ {-t- Ls.izt,•2 Dtx,.1ru11ur:il) 
But.Jmtltt 
Btte 1d+-J and poison 
sf1.bysf1J sft. 
Poison 
Vtrmin 
Font2,Rt:f.,.i.will.o 
Sir S, IkxH.Con 10. 
Im-, Wis 10, Cha 2 
Climb +S, Hide .. 1J, Spot t7 
Wnpon F'mt'SSC: (bile} 

Temptmt and warm land 
and underground 
Colony (2-S) or swarm (6::1.l) 
J./< 
..Mone 
Alv."aysnturr:i.I 

Gian1Wasp 
\'tnnm 
Fon+6,Rt:f•2,Wil.l,z 
Sn 18, Dex 12, Con H, 
lnr -, WLS 13,ChaU 
lnruit Dlr«non t7, Spoc +9 

Ttmpeme and warm land 
and unduground 
Soliwy.swarm (2-S). or Ill'SI (11-20) 
3 
None 
Alwa)'1ntu1r:il 
&-8 l::ID (l.argt}; 9-IS HD (Hugt) 

MonstrouS~ntiped,, Mrodiwn-SUc 
Medium·Si;r;e Vermin 
Ld8 (4hp) 
.,.2(.Dtx} 
'40ft. 
!'4 (i2 Dex..2narural) 
Bllttlmeltt 
Bue ld6-1 and poison 
sf1.bysf1J sf1 
Poi.son 
Vtrmtn 
fon .2. Ref +2, Will tO 
Srr9, Dex LS.Con 10, 
ln1 -, Wis 10, Cha 2 
Ch.mb •8, H1dt .. 8, Spot .s 
Weapon fint'Sst (bi1e) 

Tcmper.ue and warm land 
and underground 
Sol nary or colony (2-S) 
1/ 2 
None 
Alwaysntu1ral 

r 



MONSTROUS SPIDER MONSTlllOU.S SPID_Ell StZES 

All monstrous spiders art agirust\'C prcda Size Diunet«* Height 

Monsrmus spidcn come 1n rwo gcnttal_typcs: .• hwnen..a.od ~b 
spinners. Hun1crs l'l)'Ve, abou1, while web.spinners usually ancmp1 
10 1np prey. Hunung sptdcn art spttdicr 1ha.n 1hcir wcb-sp1nmni... 
coumcrpans and usc.highc.r..spttd numhf:rubown in p.:irtnthcsa 

Ti.OJ 2fttt 21rw;hcs 
Small J feet 31rw:hes 

.Medium-size Sfe:c:t 6inches 
,_Large lOfee 11/2feet 

Monstrous spiders of bo1b 1ypes hal'c roughly circulu bodies., 
roundedbyou1sprtad.lcv: 

.Huge lSftt\ 21 /2feet 
Gargantuan 20]c_(I 5 feet 
Colossal 40feel 10feet 

<;ambat 
Monstrous spiders use tbcir polSllnDw buc ro subdue or kill prey, , 

· n (Ex): Stt 1hc Vwni.n..fuUonJablc, Jn&C 205 

. *The number indudes 1b.c $p1der' s body and rts..lep. !he actu.&l 

bodyd1ameter1s about a 1h11dof1he101a1 

Web {Ex): Both rypn 0Lmoruuous_sp1dcrs of1cn w111 m rhc1r 
webs or m trttS, then lowcL1hcmRlvcs silcnrly on silk S1nnds 
and leap onro prey ~SI.Di ~mmh. A smglc stnnd is srrong 
tnough ro suppon 1hupidcr and one crcarutt of rhc same siu 

Hide and MOYe S1lendy checks when using thClLwebs.. 
Web-spinrung spiders c.11n cas1 .11 web elihuun-Ci_~y.Jh.i.s_ 

is sunilauo_an..anack w11h a net but h.11s a m~oUo 
feet, wuh a range mct1'men1 of IOfeet • .11nd is effec.o\'t apinst lar­
geu up to one stu smaller 1ha1 rhe spider (Stt inge J.02..J.n....the Skill.£...•.Monstrou.s_spidw._gain a +8 compt1cncc bonus 10 

MonSlroU! Centiped e, Large 
Large Vcnnin 

Hi1 Dice: 2d8 (9hp) 
Initiative; .. 1 (Dex) 
Speed: 4-0fi. 
AC: H (-t nu.~2Dcx,•lnatun l ) 

At1acks: B1rc ~2 mcltt 
,Damage: Bire 1d8+l and poi.son 
..fac_c/Reach.: S ft by IS ft j S ft 
,S~cl.alAnadu: Poison 

[;::1 Qualities: ~~:.•;, Rt{ +2, Will +O 

Abilities: Srr I}, Dcx IS, Con 10, 

Ski.Us: 
feats: 

Int -, Wis 10, Cha 2 
Climb +10, Hide +3, Spoc "t8 
Weapon finesse (bi.1e) 

Clim11e(fernin: Tcmper.i1e .11nd warm land 
and underground 

Organiu1ion: Sohmy or cQ!ony (2-5J 
Challenge Ra1i.ng: I 
Trcasutt: None. 
Alignme.nt; Always ncuml 
Advanccment: J.HD (_Large) 

Monstto\15 Cent ipede.. CoJossal 
Colossal Veonin 

Hi1 Dice: 32d8 (144 hp) 
lnit.iadvc: •2 (0cx) 
Spccd: 40 ft. 

..AC 20 (-8S1Zt, +20t.x, .16narural) 
,Attadu: B1te ... 2)melce 
J)a.m.ag~ Bue 4d6 .. 10 and poison 
face/R.tach.: 30 f1. by 120 f1 j 15 ft. 

ptt.ialAu.aclts: Poison 
Spcci.alQ.ualitics: Vcrmin 
S.11vcs: Fon+18,RcftH,Will+ IO 
Abilities: Str 2S, Dcxl..S. Con 10, 

Mons1.rous Cc.ntipede, Huge 
Huge Vermin 
4d8(18hp) 
+2 (Dcx) 
40ft. 
16 (-2 siu, +2 Dex, ..-6 runura[ ) 
Bue.-4mdte 
Bite.Jd6+4 and poison 
!Oft.by J0{1./10f1. 
Po~n 
Venmn 
Fort .. 4, Ref t3,Will.-1 
Str 17, Dex IS, Con 10, 
Im -, Wis 10, Ch.11 2 
Clirnb .. 11 , Hide +t,Spott7 

Temperateand .. ·umland 
and underground 
Soli1ary or colony (2-SJ 
2 

None 
Always neutral 
S-ISHD (Huge) 

Mo ns lrous Scorpion, Tmy 
Tiny Vermin 
l/ 2d8+2 (4hp) ,, 
20fL 
14 (t2Sl1t ... 2natural) 
2cLiws +2 melcc.sCU1&-lmelee 
Claw id2-4, sling td2:-4 and poisOn 
2 l/2 fL by2 t / 2{iJOft. 
lmpro.,.ed grab, poison 
Vennw 
Fon t 4, Ref .. o. Wi.ll -ttJ 
S1r J,Ot.x 10,Con 14, 

Monstrow Cencjpede, Carganruan 
Cuganruan Vttmi.n 
16d8 (72hp) 
+:? (Dex) 
40ft 
18 (-4 size, .. 1 Dex, .. 10 naiuralJ 
Btte+l3mcltt 
Bne 2d8+7 and poison 
IS ft. by 60 ft. .. 10{1 
Poison 
Vermin 
Fon .. 10, Ref t7. Will tS 
Str 21, Dex 15, Con 10, 
ln1 -, WistO,Cha2 
Climb• l 3, H1de -J,Spo1 •7 

Temper.lie and wann land 
and undcrground 
Soh1uy 

• 
None: 
Alw.11ys neu1ra.I 
17- 31.HD (Carpntuan) 

Mons1rous Scorpion, Sm.1111 
Small Verm in 
1d8t2 (6hp) ., 
30£1. 
14(+ 1 s1Zt.+Jna1ural) 
2 daws •I mdtt, sung -4 melee 
Claw 1dJ,...1, snng ld}-1 and poison 
S ft.by S ft.JS ft. 
Lmpro\·td grab, squeeu, poison 
Vermin 
Fon ~4, Ref .o. Will +O 
Sir 9, Dc11: lO, Con 14, 

.. 
' 

f 

SkWs: 
fc11s: 

ln1 -, W1s l O.Cha2 
Chmb +IS, liidc -7, Spot .. 7 

Im - . Wis 10, Cha 2 
Climb tt, Hide t lS, Spo1 t7 
Weapon Finesse {cbw, S.lll\8l 

lnt -, Wis 10, Cha 2 

t Ch.mb t6, Hide .12, Spot .,7 
Weapon finesse (claw. sung) 

Temper.i1t and warm land Temperate and "<;1;nn land 1 and underground and underground 
Colony (8-16) Colony {2- S) or sw.11rm (6-11 ) 

Climatt/ferrain: Temperate and wann land 
and underground 

Organi.za1ion: Soli1.11ry 
Challcngc Raring; 8 JJ< 1 ·2 

Tttasutt: None .None. None 

Alignment: Always neu1r.il Alw.11ysneu1ra.I Always neutral 

Advancement: J)-64 HD (Colossal) 



Monstrous Scorpion, M.edium·SU.e Monstrous Scorpion, Large 

Medium·Size Venn.in Large Venn.in 

1-lh Dice: 2d8+4 (tlhp) 4d8+8 26hp) 
lnitiath•c; +O +O 
Spttd: 40 f1. so ft. 
AC: t4 (+4 natuni.) 14 (-1 s1u, +S natunl) 

Auaclu: 2claw1 +2 mdtt,sung-3 mdee 2daws •S mdtt.sling+Omdtt_ 

Damage: Claw td4.+1..lllll& ld4 and poLSOn Claw td6+),mng td6~t and polSOn 

Face/Ruch: S fL by 5 Ct Js ft, S ft. by 10 ft J S ft 
SpeciaJ Anacks: Improved gnb, squeez.e:, poison ImprQvf'd gr:ib, squeut, poison 

Spec.ial Qµali1ies: Vermin Ve.mun 

Savu: Fon •S, Ref +O, Will t-0 Eon +6, Ref •I, Will +1 

AbUities: S1rt3,Dext0,Cont4, Strt7.0ex10,Cont4, 
Inf-, Wis 10, Cha 2 Im-, 'X11s 10, Ch2 2 

Skills: Climb +8, Hide +8,SpotU Climb •I I , Hide ;.J,Spof +7 

Climare(Ternin: Tempente and wmn b.nd 
and underground 

Organizarion: Sol11ary or colony (2-5) 
Challenge Rali.ng: I 

Treasure: 1/ 10 coins; SO'\. goods: 50'\ items 
Alignmenr: Always neulr.l.I 
Advanccme.nr: 

Monsr.rous Scorpion, Cargantuan 
Gargamuan Vermin 

J-li1J):ice: J2d8+64 (208 hp) 
lnJtiative: +O 
~: 5of1 

AC:_ 18 (-4 siie. +12 n2t11nl) 
Anac.ks: 2 claws +17 meltt, snng +22 me.lee 
Damage: Claw 2d6+7, siing 2d6+3 and poison 
Face/Reach: 1-0 f1. by 40ftJ 10 fr. 
Special Auacks: Improved gnb, squeeu, poison 
Special QuaUties: Ve:nmn 
Saves: Fon +20, Ref +10, Will +10 
Abilities: Su2s,Dex10,Conl4, 

Lm -, Wts lO~Chal 
Skills: Climb +14, Hide-4, Spo1 +7 

Fears: 

Climate/rerrain: Jemperate and w2rm land 
and underground 

Organiz.adon: Salii.ary 
Challenge Rating: !I 
Treasure: 1/ 10 coms;-5ct\o goods; 50'\ ue.mJ 
Alignment: Always neulr.l.I 
Advancement: lHl ~lO (Ga.rgan ruan) 

Te:mper.ue and warm !Jnd 
.1nd underground 
Solitaryorcolony (l - 5} 
2 
t / tOcoms; 50'\ goods; 50'\ ict"ms 
Alwa)'1neutr.tl 
5-lSHO(J •. uge) 

Monstrous Scorpion, Colossal 
Colossal Vermin 
64d8t l28 (416 hp) .. 
soft. 
20 (-8siu,.-18naturai) 
2clawstt!lmde:e:,stin.g+-#melee 
Claw 2d8+9, sling 2d8tt and polSOn 
40ft.bySOftJ LSf1. 
Improved grab, squeeu, poison 
Vermin 
fon+J6 ,Ref+lt ,Will+21 
Su 29, Dex 10, Con 1-4, 

lm-,W1s10,Cha2 
Climb +16, Hide -8. Spo1 +7 

Temperare and warm land 
and underground 
Soli12ry 
u 
l/ tO coins; SO'\. goods; 50'\ uems 
Alwaysneurnl 

Monstrous Scorpion, Huge 
Huge Vermin 

.....ud8d2 t04hpl 
-'.0 

SQ ft. 
16 (-2suc,+8nalW'"ii) 
2claws +LS meltt,s11ng +IOmeltt 
Cfaw td8+5, song 2d4+2 and poison 
1ofLby2of1J tofc. 
Improved gnb, squttzc:, poi.mn 
\'e.anm 
Foa +12. Ref+£. Will +5 
Str 2l • .Do: 10. CQD H, 
Int-, Wis_iO .. Cha 2 
Chmb T12,.liide..+0, SpoL:tL 

Tempcral(.W.d.1\oazm land 
and underground 
Sol112ryorc~(2-S) 

' 1/ IOcoins; SO"(; goods; SO'\. tte:ms 
AiWllvsneutnl 
17-31 HO (Huge) 

Monstrous Spider, Tiny 
Tiny\'f'rmin 
1/2ds1,.2hp) 
+l(De.x) 
20ft.,dimb !Oft. 
lS(+2SIZC:, t) 0exJ 
Bite+Smelee 
But tdH and poison 
21 2 ft by2 l '2(lJO(L 
Poison, web 
Vermm 
Fon +2, !Qf +l, Will +O 
St[j, Dex 17,Con 10, 
Lnt-,WUiJO,Cha2 
Climb_ +8, l:iide: + 18, Jump-4•, 
Spot +r 
Weapon fintsse (b11e) 

Tempente and Wllrm bnd 
.1ndunde:rground 
Col.ony (S-16) 
u... 
None 
Alwa)'S neu1nl 



l'fli)'tl'
0I Harufbooli: fordt1a1lson M.Ull.K.kl~c:h.ws the 

1-;irge1 m place, allowing no movemenl. 
MONSTLOUS SPIDER Wus 

Spide(Size hcapeOC Bre:akOC Hit Points 

An entangled cre;iturc can ucapt_ wuh :l...S..Uruuful fsnpe 
Anm chttk or bun1 it w11h a Sn en&th chttk. Both ue 51-;indnd 
ac1ions 10.•hose DCs are lined in 1he ac_cominnyrng table. 

T•ri~ 
Smalt 
M.-d1um·'i1ze 
Luge 
Huge 
Gargantuan 
Colona I 

" 22 
J8 ,. 
20 " " l1 12 

" l• " JO J6 16 
ll J8 " 

Web·spmrung s_pulea, often create sheets of sucky webbing 
from S 10 60 fee t square, deJ)(nding on the size of the spider. They 
imially posi rion these she_e,ts_ 1n.snue Oy1.o& c_reaiures bur cau Wo_ 
Uy 10 !rap prey on the ground. Appro;iching cre:lfures must suc­

'"-d 11 a Spo1 chttk (DC 20) IQAOJku.~·e.b;o1herwise they Sl\Lm" 

ble into ii and become 1rapJ)(d ;is._ though by a successful web 
auack.A11emp1s 1oescapc._w hl.U1ltht.webb1nggain a •S bonus if 
the 1rapped crea1ure has_ ~lhUlj to walk on or grab while 
pulling free Each S·foo1 SC:C.Uon hu 1he h11 pomfs lm~ on the 
table, and sheet we_bs have.damage reducuon S/ fire. 

climb spttd and can de1ennine the exact Joc;iuon {){any creature 
1ouchmg 1hc web. 

Skills: Monstrous spiders r«e1ve a +-4 racial bomu .. m Hide and 
Spo1 chrcU. 

A monstrous spider. can mO\'e across irs own shee1 web at us 
• Hunu.n& spiders r«e1ve a •6 r.ic1al bonus f.QJump_cht:dtund 

a •8 ndal bonus 10 Spot chttks. 

Monstrous Spider, Small 
Small Vermin 

Hi1 Dice: !d8 (4hp) 
lnitluive: .-J (Dex) 
Spttd: 30 fi ., climb 20 f1. (40 ft., climb 20 ft_ ) 

AC: 14 (.- lsiu,tJDex) 
Auacks: Bile Hmelee 
Damage: Bire 1d+-2 and poison 
Face/Reach: S ft by S f1./S f1. 

,.SpecialArtacks: Poison.web 
Speda1 Qualities: Vermin 
S.vc:s: Fon +2, Ref >J, WiU •O 

Abilities: Sn 7. Dex 17, Con 10, 

Skills: 

Fens: 

lm -,Wis lO,Ch-;12 
Chmb +10, Hide +!4, Jump -2•, 
Spor +,-
Weapon Finesse (hue) 

Climate/re:rnin: Tcmpera1t and wm:n land 
and underground 

Organiution: Colony (2-S) or swarm (6-1 t ) 

Challenge Rating: 1/ 2 
Tttasure: None 
Alignmen1: Always neutral 
Advancement: 

Mon.nrous Spider. Huge 
Huge\'urnin 

Hi1 Die · 1od8t lO (i.5 bp) 
lnitluive: tl(De:x) 
Spttd: 30 ft ., chmb20.fL (40 ft.. climb 20 fL) 
AC;. 16 (-2 SIU, •l Dex, •5 n.alUraJ.) 

i.Attad.5: Bue •9 melee 
Dun.age:.. Bue 2d6+6 and pouon 
.Eace/lle.ac.b.: IS ft by IS fL/ IOfL 

pttial A.tucks: Poison, web 
Special Qualities: Vermin 
Saves: Fon +8, Rd:.,,, Will d 
Abilities: Str 19, Dex l7, Con 12, 

Sk.Ws: 
ln1 -, WislO,Cba2 
Climb .16, Hide +2, Jump tt•, 
Spoi.-r 

Climau(Terrain: Temp(rale and warm bnd 
and underground 

Organiution: Soluary or colony (2-S) 
Challenge Ra1ing: 4 
Treasure: 1/ 10 COLns; So% goods; So% i1tms 
Alignment: Always neum1I 
Advancement: ll-2J HO (Hugc) 

Monstrous Spider, Medium-Size 
Medium·Slze Vennin 
2d8+2( 11 hp) 
+l (Dex) 
}()ft , climb 20 ft. (+Cl f1., climb 20 f1.) 
14 {•l Dex. +I natural) 
Bue+4mdee 
Bue 1d6 and poison 
s fL.by.S(t./5 f1. 
Poison, web 
Vermm 
Fon •4, Ref• J, Wtll +O 
S1r11,Dex 17,Con 12, 
lnt -, Wis10,Cha2 
Climb +12, Hide +LO, Jump +o•, 
Spo1 +r 
Weapon Finesse (b11e) 

Te:mperaie and wann land 
;ind underground 
Soluuy or colony (2-S) 
I 
l / IO coins, SO'\ goods; SO'\ 1rems 
Alw;iysncurral 
J HO (Med1um·s1ie) 

~~onnrou.s Spider, Gargan1uan 
Gargantuan Vennin 
24d8t24 (132hp) 
d(.DexJ 
JOft~climb 20 f1. (40 ft .. chmb 20 f1.) 
18 (-4 s1u, •)Dex, t-9 narura!) 
Bue.-iomclee 
Bnc 2d8•9 and pooon 
20f, by 2of1./1o!t. 
Poison.web 
Venmn 
FontU.ReftlL.Wi.11+8 
Sn 23. Dex 11, Con 12, 
ln1 -, Wis tO,Ch;i2 
Climb .-18, Hide -2, Jump t6•. 
Spo1 • .,-

Temperalt and warm larul 
and underground 
Soluary , 

-1ll0 coms, SO% goods:...5.aS_uems 
A.lwaysncurral 
25-41 HD (Gargantuan) 

MonsuouJ; Spjdei:.Large 
Large Vermin 
4d8+4(22 hp) 
+J (Dex) 
30fr,climb2oft. (40fl., cllmb20f1.) 
14 (-1 s1u, .-JDex,+ 2narun.I) 
BueHmelee 
Bne 1d8•Jandpo1SOn 
!Oft. by tOftj Sft. 
Poison, web 
Vennm 
Fon +S, Ref .-4, Will +I 
Sir IS, Dex 17, Con 12, 
Im -. Wis 10,Cha 2 
Climb+ l4. Hide .. 6,Jump +2•, 
Spo1 +r 

Tempeme and warm land 
and underground 
Solnary or colony · 2-S) 
2 
l}t0couu;.5C1.\.goods; SO'\ i1cms 
Alwaysneurral 
6-91::lO(_Large) 

Mon5trous Spider, Colossal 
Colossal Vennin 
48d8t48 (264 hp) 
.. J(lkx) -
JO ft.. dunb 20 f1. (40 ft.,chmb 20 ft.J... 
20 (-Bsw:~ .. J Dex. +IS natural) 
Bnet36melec 
Bue 4d6tl2 and polSOn 
40 ft. by 40 f1/ lS f1. 
Pooon,web 
Vermin 
Fon t27, Ref t l9. Will2L6 
Srr27, Dex 17.Con l2. 
lnt-, Wisl0,Cha2 
Climb +20, Hide -6, Jump .-s•. 
Spo1.-,-

Temper.ire and warm land 
and underground 
Sohury 
10 
1/ 10coins;SO'\goods;SO'\,uems 
Alwaysneuua.l 
49-64 HO (Colossal} 



A~endix-3: 
Crnain creamrrs ha\'C no type but arc ~s~1!d~!~~ 
"tcmpl:uc' roan ~amrc. The followmg rules set ou11hc., 
rules for bui.Jdlng a tffilpl.ated crnrure, such as a vampire. 

CF! FSTIAI CREATllRES 
Cdcslial crn1ures dwdl in the uppu planes, realms of good, al- ' 
t.htuJ&b 1hcy resemble bcm.gs._fuu.rul on the Ma1crial Plane. They 
ue more regal and more buuaful tlun rhc.1rcmhly coumcrpans. 

Cdcnial creiiurcs oftcn.cQmc 1n mcralhc colors (usu.ally sJvu, 
gold, or plaunum)..Tbcy an be mistaktn for half-cdcsnals, more 
powerful crtarum that ~ crntcd when a celesual mHCS wuh a 

.noncdestialcrurua:e.. 

qREATING_ACELESTIAL CREATURE 
"Cdesrial" Is a 1cmpla1c 1ha1 can be addrd 10 any corporeal crt-a­
ture of noncvi.l aJ.i&,o..cntnt (referred 10 htrcaftcr u the •in'I<' crca-
1urc"). Beasts or animals whh 1h1s 1tmpb1c l>tcomt magical 
beuts, bm 01hcrwise 1hc cream«" rype is unchanged. 

A cdcsria] creature uses all the bne crearurc's s1ausr1Cs and~ 
cial ab1lmcs except as no1cd here. 

Sprcial Auack.s: A cclcs-ual crca1urt rtl<lLDS all the special a1· 
tacks of rhe base creature and also pu1s the followmg. 

Smllt .!vii (Su}: Once per day the c.ruture an.. make a normal 
. 111xk 10 dtal addirional damage equal toils HD 101al (maximum 
.of •20)agamst an evil foe. 

Sprcial Qualities: A cclesrbl crcaturt retains aU the special 
. qualu1es of the base cream re and also gains lhc.fo.IJ.owmg ones: 

• Daclc\•1sion wuh a r.ingc of 60 feet. 
•..Acid. cold, and clccuicicy remuncc (sc.c Lhc .. ub.lt..hc.low). 
• Dam.age" r~uc1ion (Stt rhc 1ablc bdow). 
• SR equ.al..10 double 1he crcaturc"s H!Uma..nmu.m 2.SJ.. 

Acid, Cold,Electricity 

Hit Dice Res isl3nce Oama111 Reduction 

1- l 
4-7 10 5/·1 
J-11 15 S/•2 
lh 20 10/·3 

lf1he~adyha5.Jlnc.m:.morc.oI.1bcscspccia.lqu;iJ-
1ries,uscthebc11C'rvalue. 

Saves: ~me as 1he base crca1urc 
J.hilitics: Same as 1he ~ crcatuu..but ln1cll1gencc IS at leas1 3. 

Sk.ills:Sameasrhebllc.crcarurc 
Feau:Sameasilic..basc..creaturc 

Clima1e/fc.rni.n:..An1 .land.and underground 
Organization: Samc.au.hc...hasereature 
Challenge. Raling: Up to 3.HD, as base crcaturt 
"H010 7 HO,asbasc..ttc.a.turc...tl. 
8+ HO.asbasecrcarurc+2 
Treasure; Same as th~eawre. 
Alignmen1: Al.,.·ays good (anyJ 
Adva.ncc.mc.nt Same.as the base. cre<1turc 

$.Mfl_UILESTIAL CREA TU RE 
Cdts:tia.ll.io 
Large Magical Bea.SI 
lUt.Dice~O(Uhp) 
initiative: t3(Dc.x) 

Speed~~ 
AC: lS (-1 .S:lle • .,.3 Dex, •3 narur.ii) 
Anadu: 2 cJawf.,.7 mcle~ bne .2 mclcc 
Damage: Claw .1.dhS;.birc 1d8+2 
..Face/~ach:sf1 bysf1..,l.S..ft-
Sprcial Anacks: Pounu.JJllprovC'd gr.ib, r.ike td+.+2, smire evil 
Special Quali1ies: Sttnt. daclcVlsion 60 f1., dama&t rcducnon 

5/.,. 1,S R 10;ac1d..c.Wd...andelcc1ricicyrcsisranct LO 
Saves: Fon •6, Ref .,.7, W.ill -.2 

,..Abililics: Sn21, DaJ..Z.Con 15, Im 3, Wis..U..c.lu 6. 
Skills: Balance t7, Hide tt•, Jump •S, L1Sttn •S,MO\'e Sil.cmly 

.11,Spo1 •S 

Clima1c/rernin: Any land and undergrQuru:i 
Organl.udon.; Solnary, pair, or pride (6-- 10) 

Challenge Rating: 3 
Treasure: None 
Alignmen1: Always good (any) 
hdvanccmenr: 6-8 HD (.Large) 

cOmba1 
Pounce (Ea):.If a ccltsli:tl lion !taps upon a foe.during thtJh;s1 

round of combat, n can nu.kc_aJull anaclr ex:en if.iJ has alrc:<1dy 
taktn a move acwm. 

lmprovl:d Crab(&): To use 1h1s abilicyJ.ht....c.dc.s:t.iaUion must 
hn wnh 115 but anack. lf i1 gc1s a hold, ll .can..ralu.._ 

Ra.kc (Ea): A cclesoal I.ion 1ha1 gc1s a hold.aa.tnakc:..ra:onke 
auxks (•7 mclcchrithirshindlcgsfortdb:.l.~c~ 
cclcsrfal hon pounces on an opponen1, LI can also r:i..U.. 

Skills: Celestial 4sms rcct1ve a •" r.icia l bonus 1~ 
Hide, and Mo\·e Silendy checks. • in arns of tall grass or heaV)'. u.rt.i 
dcrgrowth, 1hc Hide ho.nus improves 10 ... s. ~ 

FIENDISH CRFAT\IRES 
Fiendish crea1urcs dwell in fhc rnfemal planes, realms_Q( evil al· 
rhough they resemble bcmgs found on the .\latc.oalfl.ant. They 
arc more fcarsomf' m appearance than tbtir tai::thly coun1crpans. 

Fiendish crcamrcs arc ofttn.m.isuke.n fua:.half·lltnds. more pow­
erful creatures 1ha1 arc crw~ w.hen.a Send m;ucs wnh a non­
cclcsual crca1urc, or tho..ugh.spmc.joul..rnfcrnal breed mg prDjCtt 

CREATING A FIE~QfSH .. CJl.E.ATURE 
"fiendish" is a templat.e.rhat_c.:m be. addcd.10 any corporeal crcarure 
of nongood ahgnmenr (referrt'd to htre:ifter as the "ba51.' crcarurc"). 
Beasts at.animals wnh 1his 1cmpbte become magical beasts. bu1 oth· 
crwisc. the. crcarure rype LS unchanged. A fiendish creature uses all 
1hc base crcaturc"sstausdcs andspc.cialabUmcs exc:ep1 as no1~ here. 

Special Anacks: A flendisb.c.r.eaMe rc1ams all the sp«.ial ar· 
1xks of the base crcarurr and.llsctpins.thc following 

Srmlt Coad (Su}; Once per da)' lhc..crc:amrc can makt a nonnal 
mack 10 de.al a.ddwonal da.magc..c.qual 10 ils HO 1oul (maximum 
of • 20)..agaum a gQQd foe. 

Sprcial Qµali1.ies: A...fiendish creature retains all 1he special 
qu.al.iues of 1bc..basc crcaiure amlalso gains rhe followm&--

• o~rkvis1on with a rangc._of 60 fee t. 
• Cold and fire resistance (set the table below). '-

• Dama&c...rc.ducuo~c 1hc rable below) ~ 
• SR c.qu.al to dQuhlc. the creatures HO (m2l01Tlum 

Cold, fire 
Hit Dice Resistance DamaceRedl.KtlOn. 

.bl 
4-.L 10 S/•1 
~ U S/•2 
12. 20 10/+l 



lf the- Nu cn:aturc already has Ont or more g( rheosc s~ q~l­
mcs, use 1heo bC"neor v;i.]ue. 

Savu:S:ameoas 1heobasccruture 
Abi liriH: Same as the.base cruuue, bu1 lnll"lligence is ai 

lus1 J 
Skills: Same as the.bucett11urc 
fea rs: Same as 1he but crt<1rurc 

Climate/Tern in: Any land and underground 
Q rganizarion: Same as thc..haSL.UUcw:e 
Challenge Ra rin g: Up 10 J .tlD,.as base: crea1ureo 

t--.!.l:l.D 107 HD.asb:ase.creatUlC..1.L__ 
8~ H 0. as hue creature t2.. 
Treasure: Same as 1he.~ crc<1turc 
Al..ignmenr: AIWilyHv.il (any) 
Advancem ent: S:am.c au.he baSC' crc:a1ure 

s'f.MPLE FIENDISH CREATURE 
byssalJl irtlla1 

• .smallM:aglcal Bcas r 
Hit Dice: ld8+1..(.5Jip) 
lnitia t ive; •J (Dcx) 
Spttd: 40 ft , climb 20 ft. 
AC: IS (•I Sile, • J Dex. •l narunl) 
Atracks: 81rc .._.mcltt 
Damage:Bueld4 

ace/Reach: S f1. by S fi./S ft 
pccialAu acks: Disease, sm11e good 

Spttial Q ualilies: Seem, d:arkvision 60fL,CJlld and fire 
rcs1S1anceS,.SR2 

avcs:Fon+J,Rcf.s, Will•J 
AbWtics: Sir 10, Dex 17, Con 12, Int J, Wis...1.2..!:ha 4-

Skills: Climb .11 , Hide .11 , MO\'e Silend)'. • 
,.Feats: Weapon Finesse (bueJ 

Clim11clfern1ln: Any land and underground 
Organizalion: Soluary or pack (I 1- 2Jll_ 

Challenge Raring: 1/2 
Treasure: None 
Alignmen r; Al~)'$ evil (any) 

Advancement : 2- 3 HQ(Smalh; +-6 HD <Medi.um-size) 

Combat 
Oisca.sc (.Ea}:.....Ei.]J.h fcvcr-bi te..fom1ude save (DC 12), 1ncu­

buion_pe:nod .idJ days; d:am:age..1d.J temporary Dcxll"rhy and 1dJ 

1tmpo111cy Ctmsmmion (Stt.. Dtscasc...pii~ the D UNC.CON 

MASTU'1C1o1idt). 

GHOST 
,.Chests arc 1ht spectral ~nanr.s of lDtclligcn1 beings who, for 

one reason or ano thu.cannot res1 easily in their graves. 

Somt ghosis.go alxwLth.cit.hwiness wnh linle or no in1eres1 in 

1he living. Otbers..howe.ver, ue..malevolen1 spinrs who loa1he all 

ilfeandscck1od~~iblc.Al1houghghos1sc:an 
often be dnven off or dc.sttoycd,.they return again and agam unul 

they du! wnh the rcason..fuu..bt.i.r.cnu._ 
A ghos1 grcaily resembles 11.l carpo~pe_m.lift, bu1 in 

some cases, 1he spinruaUamu.s.some.w.haultered..S:nme. ghosts 

, look angdic and sweet,_ while othcr.s ueo rwistc_d and..horrible 

t things. showing clearly the agony of the.undead. There is ofte.n-

e=mµ_- a.,_carrc.l.ation bcrwttn_,l_ghost's appcaranct and 

Clll..AMumpuons arc danguous. 
~UIS.ually ma1chcs usJafc. Thcspin1 of a r;a.'­

elous peaon. for a:ampl.e, might connnuc 10 hoard wcalih even 

~uscfouuch1rcasures.Sunilarly.aghos11sgencr:+ 
ally tied to the place where it died. If the :aforementioned miser had 

died m.a..mhbuy...the ghost might remain m tht counung house. 
1onnennng the.new owntr and aU who do business thert. Thl.S iJ 

nou.hatd and fast rule, 1hough Mmy ghosts w;mder frttly... 

<:;REA TING A GHOST 
, "Ghost" is a tempbte th.i.1 can be 1ddcd to any abC"mmon, animal, 

,beast , dragon, giani...humanoid, magical bcasr, monsrrous hu­

manoid, or shapcc.h.a.o&e.L.Ihe creature (referred lCl..berufter as 

1ht "base crcarure"J musth:ave a Charisma score of a1 least 8. The 

crea1ure"s type ch:angeuo "undead.* h 01h«Wi.R._USC.S all.the 1wc...t 
crca1ure's sm1sucs and special abilmcs except u.nme:d here. 

HirOicc: lncrease.todt2 
Speed: Ghos1s havt a fly speed of JO fec1, unlw the base crea­

rurc has a higher fly speed, wnh perfcc1 mant.~ 

AC; Sawn! urnor is 1he same as 1he base cre.aturc.bw..apphcs 
only 10 e1hcrcal encoumers. When 1he ghost .mamfC1l.S Utt 
below) us na1ural :armor v;i.lue IS .o, bu111 gams a dcflC'Cllm1..bmius 

. cqwl to us Charisma modillcr or •I, whichever IS h1ghtr 

uacks: The ghos,LUJains all rhe auacks of 1he bast crc:atur_e, 

.,although 1hose relying on phy_'lical comac1 do no1 affec1 non· 

e1hercalcrcatures. 
Damage: Against e1herea1 creatures, a ghosLUSttthe base.crea­

ture's damiic..nungs. Agai.ns_t none1berealuurw:6. the ghost 
us~lly canno1 deal physical damage at a.llbw...can USU1UpeO.a1 
anaclu,ifany,wbcnnmanifcsts .sccbC" 

Special A1racks:Theghos1 reiains~uac.ks..oLthe. 

base creuure, :allhough rhost relying on ph)'.Si.alm.ruilildo not 

~~I~ n;:~ l~d;e:thc:~;;~!~~~:~:d~::-~~:~ 
a DC of 10. 1/ 2 g.host's_HD + ghosf's Charisma modillu unless., 
no1td othel'WlSt'. 

Mlrn1/Nl11t1on (Si.IJ:.All ghosu have 1h15 abil11y. As ethueal~ 

mrcs, 1hey cannot afTKLor be affccrcd by anything m the.ma1uul. 
world When 1hey m:anifes1, ghosu become visible butremai.n m· 
corporeal (ste page 6). However, a manifcs1e:d ghosu:an..stnkt 

w11h us 1ouch an:ack or a ghos1 1ouch weapon. A manife.ned ghost 

remains on the Eihcreal Plane bu1 can be an:acke.d bµpponen1s 
on bo1h 1he ... tatenal and Ethtrcal planes. When a spellcasling 

ghost 1s on 1he E1hereal Plant. iu__spclls--.eanno1 affec1 1arge1s on 
1he Ma1rrial Plane, buc 1hey wock normally agmut erhcreal tar· 

ge1s. When a speUcarung ghos.unamfens,__iu spells connnue 10 

affec1 ethereal targets and can.affec.1 tugr!S on rht Matenal Plant 

normally unless the spells [ely~on touch. A mamfts1ed ghos1 's 

touch spdls don't work.on roatenaltuge.ts. 
Comiplmg Tou{h (Su): A ghos1 1hat hits a hvmg 1arge1 whh its 

mcoI"pQl'.caianac.k deals 1d4 poims of damage. Aga1ns1 e1hereal 

opponents. 11 adds ifs Strcng1h modiller to anack and damage 

rolls. Apinst marcrial opponcrus..u.adds llS Oextenry modiller to 

anackrollsonly. 
Fngl1tf1d Moan (Su):The ghosu:an.moan as a nandud KUon. All 

living creatures within a JO-foQupread mus1 succeed :a1 a Will 
save ot.b«omt.pankked for 2d'4 (Qllnds. This is a some, necro­

mantic., m.rnd-affecting_fe:it. effc.ct..A creature that successfully 

saves :agaUlSI the _mo.m cannot be affccrcd by rhe same ghost's 

moan..foroneday. 
Homfit Arrt11riintt (S11J: Any li\l\ng crcarure wuhm 60 ftt1 that 

views tht ghos1 muSI succeed :a1 a Formude save or i.mmc:dia.tely 
suffer 1d+ poi.n1.s of pennanem S1reng1h, ld<t poinrs of perm.a.!Wl1_ 

Oex1erity_a.nd._Jd'L~ of permanenr Cons1i1u1.11:1n._~ 
creature. that ..sucu.ssfully saves against 1h1S effecu:annQLbt 

affected.by thumie ghos1's hornflc appcann_ce.fouine daf.---1 

Comij!lm,g..Cau. (SM):.Ihe ghoncan..blas1 Ii.ring~~ 
g.lance,a1 a range.of up to JO feet. Crca1w:es thaunce1 the ghosu 

.gau_mun.sucettd...au...Formude save ouu.ffu..2d10 pom1.s of 
. damage and td4 polOlS of pcnnancn1 Chansma dram. 

~Qm:eperround.anc1hercalghostcanmerge1r.s 

body with.a Cl'Ulw:e on the Ma1enal Plane. This ability ii similar to 



magit"Jilrucas1bya11>1:h-lcnLsorct.rtt{o.c_Lhc~clarac1cr 
level, whichever ts h1ghcrJ, cxccp1 1ha1 il..doci 001. rtquirc a 
rrctp1adt" If the utack succttds, the ah050 body varush.e.s into 
the opponenl s body. Thc.1<1rgct can.rrsm the anack with a suc­
cessful Will 5al'C (DC 15 r ghos1 s Chaasma mod16crJ. A crnlur 

~~;~~~c~:;sfully sa.vetis.Jmmunc to 1ha1 gbos1's malevoko~ 

kk1nN11 (Su): The ghOSLCan.usc ltkk111rm once per round_as.a~ 
free acuon, u casr by a sorcerer wb.OR lc:vd ~uals the ghosfs HD 

• QLU, whlc.bcvcr is higher. . 
Specia l Qualilies: A ghost has..all thc SpKllll quahuu of the 

~creature and those law! bdaw •. and g;uns 1hc undud type' 

and UlCorporcal subtype ~age 6.l. 

S~tic.s:__Undead, incorporeal, M mm rcs1s1ance,__ 
fCJUYl!:mlWll. 

Savcs:.fonti.Aef ~2. Will +2 

Abilities: Sir 16, lkxjj,Con-, lnr to, Wis 12.Cha 12 

Skills:Clemb ~ 11 , Hide .. ~en .. 11, Ride ~9, Search .s.Sp:x ,.u 
,..feais: Blmd·flgbr, Clw·c....Exo.tic Weapon Proficiency (~siard 

sword), lmprovcdlnitial.llOI', Power Anack, Weapon Focus 
(bas1ardsword) 

Tht Will sa\·e apuu:uhlli ghos1 's malt\'Olcnu..ha.s a..DC.o!=16-f 
Undcad: Immune 10 mind-influcncmg dTe:cts...polSQD,. ..tlccp. 

~ralyslS. stunning. and disease. Noi sub,ccr 10 cntical..hus...s.ual. 
damage, abWry damage-, energy dram., or dca1h from m.asm't. damage. 

lncorporcal: C:rn be hanncdonlybyoihcuna;i~~ 
•I orbcitu.m.tg1cweapons,orrnagic, wuha...sm...~ 

any damage from a corporeal source: Can pass 1hro1.1,gluohd.ob,eru 
al Wl.11. and O\Vn anxks p.iss 1hrough armor. Always movcs.sikru.i)t 

Challcn3e Ra1ing: 7 

RIJwtnalion (Su. ln mosuases, 11's difficult 10 desrroy a ghost 
through sunplc com~r: lhc_ •dest~· spint will or1cn re510«' 

usdf IJ'I 2d4 days. Even thc..most powerful spells arc oficn only icm­
poruµoluuons...Agh.Qsltlw..would. oi:hcl'WI~ he destroy~ rcrums 

, to 1lS old haunts with a successful l~cl chrck (1d20 .. ghost 's !eve~ 

t-~~~~~~~~c":!~:f:~
1i~s':s~~~;;:~d

0~1~4 HAI F-CFI FSTIAI 
wha1cvtr p!'C!•·cnts .. ilfrom ~i:mg in peX'.C. The cnct means vanes ------~-LJ..j-:U.. J_-=..i_ ...... _J_...J_.....,_CJ_.J_L..<_;u._ 
wuh each spirit and may require a good dul of f'f!sean::h. Cdcsuals' magic.al natuf'f! allows.them 10.cmsihrttd..with vinually 

Tum ~11111"'t ( EX): A ghosr has t-4 rurn rcsis1ancc (Stt page !OJ. any cream~ Ihc ofTspnng__aUhe resulting unions, halktclcs:tials. 

Saves: Same as the base crcarure arc glonous and ~ondcrful..beings. 

Abili t ies: Same as rhe base cf'f!mert, cxcepr 1ha1 rhc ghost has To carry our 1hc1r rcspons1b1.lmcs, cdcrua.b..Jomcwncs spend 

no Consmulion SCOf'f!, and ns Charuma score increases by tt. grea1 amounts of tilne m monal rcalms....B:cini.~cd.and.Jand. 

Skills: Chom receive a ~s racial bonU! 1Q,Hide:. llire:n, ~arch, 1hty occasionally £.all 1n IO\·c wuh moruk_hu.m.ms._dn~s. uru· 
and Spotche:cks. Oiht~ same as ~ae:aULre . corns, and sitntlau.rta1ures. The ohJ«H o!cdtsti.alaffe:.c~ 

Feats: Same as 1he base crea1ure never evil and arc always imclligem. They always rcw.r~~ ~ 
of rhttr lltlmonalpaam.our and willingly concei\'.c..thc.chlld...us.Ll:. 

Clima1c/ferrain. Any land and underground ally canng for h since. the cclcsrial has 01hcr duues... 
Organi.zaiion. Soluary, gang (2-4).or mob (Z;:U) No mmer 1hc..Jor111, _balf-celcs11als arc always comtly w.'4 
Ch allenge Rat ing· Samt as tht bast crutu« ,2 delightful to 1hc sens.cs, having goldtn skin, sparklmg tYcs....+ 
Treasure: None angelic wmgs,or some 01bcr sign of 1he1r higher na1urc_ 

.A.Uinmc.nt: Any Though noble and compassionate. half·ccl~dals au.ofwuiis-
Adva.ocHl:lc:nt: Same as 1hc: base creature mayed al 1hc evil among rhcir km and 1akc a Siem. JQID.cd.mies 

Ghostly Equipment 

::~: ~':~~f~~:I~:~ ~~:~dd11r:n: ~~~~~:c::;~ 
11cms 1hH 11 pamcubdy__yalucd 1n life (pl'OV!dcd they arc noUn . 
amMher crc:a1urc's possession). The e:qulpmen1 works normally on 

1hc Erhcrcal Plane bu1 passes ha.onlcssly rhrough mucmlobicc1s 
or crtaiurrs.A wc.;rpon of t-l ot.beucc.cnch3mmen1, however, can 
hmn maitru.I matures whc.OJ.bt ghos-1 manifem, and cnchamcd 
wcapons_un.hamuhcghos1~ 

The: onginal ma1enal ilc:ms rc:maUl behind, Just u 1hc: ghost's 
physical remains do If ano1:htr crururc .RlUS 1he ong1nal, 1hc: 
crhcrul copy ~t5 away_ This uwuubly angers the: ghos1. who 

..s.iops_u no1hmg 10 rcrumJht ne;m tOJts original fC'Sfing pbce 

!>AMPLE GHOST 
l1us example UlCS a...5~wnan figh icr as rhc ~sc.crta rure. 

Ghos1 
Med ium-Size Undc:ad (lncoi:po.rcal) 
Hit0ice :Sdt2 (l2hp} 
lni1ia1iYC": ~s c~ 1 Dex, ..... lmpl))Vt.d lnitla.livcl 
Speed: Fly )Oft {pcrfcctJ 
AC: 12 (• I Dc:L •l dcllectionl: or 21 (.J Dtx. 1'8iull phu., ~i 

L>ti•>hioldl 
1aclu:.Jw:orpottal toucJu.6 mdc.cJ.or.mas1crwork bas:wd 
.JWOni t.Utme:l«.1 or masterwork shonbow ,.7 ranged 
ama&e;Jncorpo.r_cal...wuch corrupnaJLldi {1d4-d vs. c.thct:c:~ 
mas1~'0dt basrard SY.'Ord tdl0..4, mas1crwork shonbow td6 

Face.[Rc:a~ f1bysft.1sf1. 
Special Anacks: Maniftsmion. corrupting 1ouch, male•-olcnce 

harsh, view of~~ ms1mctS or male\IOlen1 acnons..Nc.\'.CLttLlly fi1· 
ring m10 any monal soc1ery, half-celesuals uc_ U!ually lontrs and 
w.mdcrcrs antmpung 10 nghl.WtllngJ whc.rttcr they can. 

CREATING A HAlE:CT.ilSTIAL 
· Half·ccle;sua!• is a 1empl.atc..thu c.an.hc. added 10 any corporeal 

creature wuh an lntc:Wgcnu.scorc.of 4 or more and nonevil align­
ment (.referred 10 hereafter.as 1hr. •buc..crca1urt"). The crcaturr's 
rypc changes 10 "oumder " II uses al1 1he ~sc creaiuf'f!'s s1ansucs 
ands~c.iaLabilititsc:xcep1asnoredhere, 

Spud: !here is a 7S'\ chance that a half·ctlcsual has feathered 
wings. The: crcaeure can fly at flv.lCt the ba~ crcarure's normal 
speed (good maneu\·er.1bJ1ry). 

AC: Naiural armor 1mpl'0\0Ci.~ 

Special Anacks: A half-cclc.s_ual..uLl.lru all rhc special anacksof 
rhc buc crc.arurc and also gains.the SJJ.PUfUtural abehry 10 usc light 
ar wJlas thc.spc.ILlial(_-«lcswls..wuh.an lnielhgcncc or Wisdom 
scort of 8 or lughcr possess the foll0W1ng spell·like abilirirs. using 
1ht.irlcvclas the casterlevcl,ass~cd m 1hc iablc bdo_w. Un.less 
01hcrw1scindicared,1heabilicyisusableonccpcrday. 

1.eYel Abilities 
1-2 fu lt<l!Q/1/romJVll 

3[da~. bk:'l. 
J-4 ...&i.ikHaml 

S-6 (ll{tst(l~SIO'Ol<r!ds. 

.JUllJIJl/.u.ePQ!lQ4__ 

,J=.8 Holytmt1e-
rrmo.vc..dJUow= 

1.eYel Abilit~ 

9-10 0•1pt/.ml 
11-12 Holyl<.IOJ.lL..._ 1 
ll-li ':"'lick~ 

1s-16 srm~ --i 
17-lL..JMll'lmo.i momter 

IX(ctftt11al$only) 
19~ RtwrrtC11ori 



Special Qualities: A halfcclcsu.alhas..all~quiliues 

o( 1he base creature, pJus Jow-ligh1 \'ISUUL.l:alf-cdcs11als art' 

1mmunt 10 add, cold, dlSCaSC, and el«mory, and pi.n_a.__H_ racul 

bonus 10 Fonuude S;1VCS agains1 potsmi. 
Saves: Same as 1he basc.crra1urt 
Abilities: lncruse from the base crenure. as follows: Su rl. 

Dex +2, Con rl, lm ~2. Wu~. Cha -t-4, 

kills: A half-cdtsw.1 h.u-8 .s.lull poims..plus i1.s ln1rlhge.nce 

,modifl:er, per Hi! Die. Trn1 skills from the base creuure's lis1 as , 

. clas.sskillsmdo1herskillsas~thecrearurehasaclass. 

i1 pins skills for dass levels nru::mall):. 
a1s: Half-celes11akha.'o'.c.ont..fut.fo.t.~ery four levrls or 1he 

baRcrea1ures 101al off eats, whlcht\·er i.s grra!er 

Climaie/fcrrain:Samus either rhe base creature or the cdes1ial 

Organi.urion: Same.as the base creuun: 
Challenge Rating;..Samc.a.ube base crea1ure ~ 1 

Alignmcn1: Always good (any) 
UUtt:.._Samc.as 1he hue crea1ure 

Advancement Same u 1hc base creature 

HALF-CELESTfAL CHARACTERS 
Half-cdesual humanoids often ha\·c a charaCler claJS. favoring 

bards, clerics, fighters, and paladins. Nonhumanoids arc also 

sometimes clerics or paladins. Half·cdtstial c.lt"rics st rve good 

dcmcs such as Ehlonna, Hcironeous. Kord. oc.hlor. 

~PLE HALF-CELESTIAL 
This example uses a unicorn as the base crcat.urt'. 

.Half-Celestial/Half-Unicorn 

.Large Outsider (Chaotic, Good) 

lilt Oice:4dto-t28 (SOhp) 
lnhia1ive: t4 (Dcx) 
Speed; Wt.. fly uo ft. {good) 
AC: 20 (--:.1 sut, ;-t Ill-x, t7 na1ura1) 
A1tacks.:.J:iotn.31J mdtt, 2 hooves Um.d«-­
Oamagc: Horn ld8.- t0, hoof td.4.,3 

Face/ Reach: S ft . by 10 f1-fs fi. (to ft. wuh born) 
Specia.1 Qualities: Magic circle agaum C\'il, ligh1, spcll·Wcc 

abi.lmes.1mmumries 
Saves: Fon + t t, Ref ~s. \X1il.l +8 
Abili1ics: Sir 24, Du 19, Con 25. lnt 12, Wi.s 25, Cha 28 

Skills: AnimalEmpa1hy tl6, Oiplom.;acy +10, Listen +16, 

Move Sile.ni.ly ~u.Spo1 +U. Wilderness Lore .,.14• 
Fe:a1s:.A.lutncss 

CUmuc/furain : Ttmpera1e forest 
Organi.ulion: Solitary, pair, or gracc..{J~ ) 

Challenge Ruing: 4 
Treasure: None 
AUgnmcn1: Always chaouc..good 
Advancement:.+-S.HD{.L.argcl... 

Three ou1 of!our half:WuualLhalfunkorns have rlegan1 feath· 

ercd wings on their backs. The)'. ofien lead grcx.ips of other uni· 

corns or act as rhcir champio.os ouieknd.«s. 

Comba1 
Half-cdes1ial/half-umc.oms noi:mally amck only wh~ defend­

ing t.bcmsc.l\'ts or thcir..forens. They e.i1her chargt', i.mpmng foes 

.wi.th..thC1Lhonu..hkc lmc.c.s. or stokc.wlth 1heu hOO\·es.Ihe horn 

~~~agic.y.·capo.n. though ils powc.r fades if removed from !he 

M.agic. Ci.re.le against Evil (Su): This ability conunuously 

duplicattt.thc.dfects o( the mngic mtlt 11g111n.11 tv1! spell . the half· . 

celesuaVhalf.umcorn cannor suppreJS this power. 

Li.ght.(Su):l::J.alh:.clt'Sfi.11/half·unicomscanusel1ghlatwi.ll.asa._ 

frec.acuon.. 
Spdl-Likc..Abili.ties: Half-celesnaVhalf-umcorns can..d~tcct 

roil a1 will as a.__frce acnon.. Once per day a half-ctltsnal/balf­

.,.unu;:orn can ust tdtrort 11•1lhau.J aror to move anywhere wirhuurs 

,.home. h cannot !clcpan hc.yand 1hc forest boundaries nor bade 

fromou151de 
A half-cdtmal/hal£:un1".orn can use nm /1ghl ~<Oun.dJ 1hrtt 

1Unes per day and curt modl'T<ltt wound.1 once per day, as cas1 by a 

J1h-levcl druid, by touching a wounded crcarurc w1th..u.s...hor~ 

Once per day 11 can use 11t111rnlm po1so11, as cas1 h¥ an 81h-le\·cl 

druid, wuh a 1ouchof ttshom. Funher,ltcan use.~.as . 

a 4th·levcl cleric; J/ day-praltrlrcm from tu1! .(ust Q.D. QthcnJ; 

1/ day-blcnand11id. 
lmmunities: 1-t;alf-celes1ial/half-unicorns_att..Jnununc. tQ..ac.id, 

cold, disease, clecll'icny, poison. and clwmi and hold spells oubi.L.tits.. 

Skills: • Half·cclesual/half-unicorns receive a ~] racial.ban us 

~ro Wilderness Lore chcch wnhm ehc boundmcs of their forcsr. 

HAI F-DRAGON 
Dr.lgons' magical nature allows them 10.aosshcttd..with Vl[[ually 

any crearurc:rhis wuaUy OCCU£.Sj\'hUc 1hc ~ h.u changcdJts 

shape; ii then abandons rhc.crossbrecd yo 
Half-dragon creatures art always morc.farmi.Wblc..t.ban 1hclr 

fellows.andrhelrappearancebe1raysthc~cs...dao­

gated fca!UttS, rcpu.han ey6, and cxagg~an.d.daws.. 

Somcumes they ha.'o'.e wings. 

CREATING AtlALF-DRAGON 
"Half·dragon" is a Jcmpbtt' lhat can be added 10 any COI"pOrcal. , 

creature {referred 10 hereafter as 1he "\»'5e crta1urc"l. Tbc ~ 

rure's type becomcs"dragon." II uses all rhe basecreaturc'ssratU: 

tiaandspecialabil111cscxccp1asno1cdhcrc 
Hit Dice: Increase by one die type, ro a maximum 

Speed: Half-dragons of Large or larger size han w1~md can 

flya 1 1ht1rnonnalspeed (neragemaneu\·erab~prc-

1mens have wings only if 1he base crearutt docs. 

AC: Natural armor 1mprovcs_by..rl.. 
Damage: Half·dragoru h.;wc bnc and claw au acks. I( 1hc base 

creature docs no1 ha\'C tbcsc..aua.c .. kJorms, use 1hc damage values 

in 1hc table below. Othcrwisc..usc thcsalucs below or the base 

crea!urcS damage, wh1c.hcvc.c.is grulct.. 

Bite Claw 
Size Damage Damage 

1 

01mmut1Ve '" Tiny ldl ld2 
Small '" JdJ 
M~1um·~1z.e ld6 Id< 

Urge !di ld6 
Huge 2d.6 '" Gargantuan "' "' CQJ.o.nal "' "' 

Special At1acks: A half--dragon re111ns all 1hc sp«ial_~ of. 
rhc base crca1ure and also gains a breath weapon based on..tbc 

dragon variety, usable only once per day. Use all rultS fo~ 
brearh{Sccthe.Dra,ganenrry) excep1asspecilledint.bcrabk.bclo:w. 

Dragon Variety Breath Weapon Damace(OC) 

Slack l.Jn.c•ofac1d 6d~(l7) 

Slue_ l.Joco(hgbtn1ng 6d.8(18) 

«= Co"e**ofgas 6d6(17) 

,Roi Cone of fire 6d10(19) 

White Cone of cold Jd6(16) 



Bran Lmtoffue .ld6(U 
Brana l..meofhghtmng 6d6(18) 
Copper lmtofac.id 6d4(.ll) 
Cold Cont.of fire 6dl0(20) 
S1lvu Cooeofcold 6d8(18) 

*Altnt!tsalwiiys5 ft.lugh.5ft.wtdt,and60ft. long. 

'!!Acont1s11~p30ft.lof1i,. 

pedal Qwilities: A half·dca.gan..haull the speca.al qwhu~ 
1he ~SC' ettaluil', plus low·hgh1 v.won.and dark vision wuh a range 

,_abOJtt1. H alf-dragons artimmunc.r.a.sleep and ~ralys1s eff«:rs, 
and have addinonal immunu.its b.1.SCd wi thtir dragon vanety. 

Dn1onVarit!ty Immunity Dn1onVar~ Immunity 

Black """ Brass Firt 

Blue.. """""' Bron?'" Elt!ctrtCrfy 

, Greeo "'" Copptr ""' 
t~le 

_ fart G~d Fire 

Cold S1lvt• Cold 

Sans: Same as 1he mse Cil'aturt 
Abili1iu: lnCil'Ut from 1he ~~ cr .. afUil' as follows: Str +8, 

Dex •0. Con +2, lnr .2, WiJ .o, Cha •2 
Skills: A b.alf·dngon hu 6 skill pornrs, plus us ln1 .. 1l1g .. nc .. 

mod1fler, per Hit Die. Trra1 skill.s from the base crea1ure's Im as 
cbss skills and oilier skills as cross-class. If the cruturr has a class. 
· pinss.ki.lls.fordass levels normill _ 

~ Feais: Half-dragons have one feu for_ e.vuy Jour ltvds or the 
bast. creature's...loral of ftais, whic.hCYt[..ll_ p:caur.....l:ia.lf:.dragons 
havr access 10, and urually favor, 1h .. dQgOnle.at.L_ 

Climate(run.in Same as ehht.r the. hue. creatuu: or 1ht 
dragon vane1y 

O.rganiurion: Same u 1he bu..: crca1urc. 
Challenge Ra t.ing: Same as 1he base crcarure.t 2 
Ueasurt.5ame as 1he base crea1u.rc__ 
Alignment: Same as 1he dngon varie1y 
Advancement: Same as the bast. crearurt 

HALF-DRAGON CHARACTERS 
Half-dragons wuh a Charisma of 11or higher are of1cn sorcerers. 

SAMPLE HALE-DRAGON_ 
Herc is an cum.pie of a red hal!-dngon using an ogre as 1hr base 

Half-Dn.gon (Rcd)/Hill·Ogre 
~geDragon 

.llitDice: 4dto-+12 (H hpJ 
lnitia1ivc: - t (Dex) 
Speed: lOfi ,fly JQ.!L(avci::rgc) 
AC: 20 (-1 sizt..::-1 Ilt.x..ti.m.lu.raJ. •3 hide) 
A11ack5; Huge p:eatclub t12..mdee (or bi1e •I I mtltt, 2 cUws 

•6 mtleeJ; or Hugc..longspe:ar. t.l...Dnied 
Damage: Huge greaidub 2d6tU, liuge longspcar 2d6•9, 

bue td8•9, cbw td6.-l_ 
Face/ Reach: 5 f1. by 5 f1J 10 fL 
Special Anacks: Breath we:;ipon. 
Special Qualltin: lmmun!ues, darkviSion 60f1 .. low-hgh1 VL'lmn 
Saves:FontZ,B.eftO,WJll,1 

iliti.cs:..Stc.22J}Q__S.Can 17, Lru 8,. WJs 10, Cha 9 

k.i.lk Clun1u12. Lmen t7. Spo1 •7 
..feats: WupmUocus.(gi:e.atclub) 

Climate.truorin: An)' bnd, aquatic. and underground 
O rganiution: Solnary, ~ir, gang (2-4), or band (S-8) 

Cballcnge.Aating:. '.t 
Treasure Standard 
AlignmenlJJways chaotic evil 
Ad vancemt.nt:.lly character class 

,J:lalf·dr:igon/lulf·ogrtllpt.a.k_ Giant, Dragon. and Common. 

Combat 
Half·dr:igon /half-ogrts use Huge iwo-handed (of!en ucmcJ 

.weapons. Aggresswe and tcmpenmental, thc.y.'.te w;~ 
for a baule. They of1en lead other ogres but fighus .. mdiv.iduals. 

Brea1 h Weapon (Su): Cone of flre, 30 fee1., o.nu...pcuiar-.. 
damage6dtO,RdlexhalfOC 19 _ 

lmmunities: Rb! half·dr:igons all' unmuncJ.a .. firc..ilup..md,. 
par:ilysiuffe:cu.. 

HAI F-FIFND 
lfiUlds" magical naturc.allows them m..crossbrced wirh v1nually 
.any creaturl'. Spawned deep in 1he dark, neiher planes, 1hese 
fiendish offspring are abomina1ions tha1 plague monalc.uanue.s. 

Oemom and.devils bnng thcir progt.n)' aJona..10 the ~tucaal 
Plane and loose them upan. the world. Samt.11mt.$,..ho~v.u. 

flends force themselves on.monal crcatuttS.JA..CU.alC...Cllll half. 
brteds. The more depraved crca1ures arc somctimcs_c.yt.n_wtlhng 

ro ~rucJpate.Ahhough half-flend offspnng_art 1m1ally dcmaycd 

ar birth, some survive 10 ~come gro1esq~th~· 
mortal parems. Alltoo nrdy, though, one.learns from and uk 

on the chancteristks of us nonflendtsh ~rem, 1uming.from.1u 
ev1lhen1age. 

No maueuhe form. half·flends all' always hideous 10 bchold.-t 
havmg dark scales..hoall,.i-IOWUlg red eyes, balWlngs. aieud.odat.i 
or somt other obvi.ousllg.ll 1ha1 1hey art mn1ed wi1h..e»l 

Never 1ruly fimng mro any monal sociery, half-fiends.at:e...usu­
ally loners. ln 1hc mfcrnal pbnes, 1hey are m1Strtated and..dc.tidcd 
for their impure nature. Among nonflends, they are...ou1cas1s, 
hartd corruptions of 1he narur:il order. Humanoid.halLficnds arc 
somenmes called "cambions." They often se:rve more PD"-'trful 
flrndsorleadevilcrrarurcsan.tht..Matc.t:W.llanc. 

CREATING A HALEJlEND 
Half::fttrul• is a IC'mpb1e thauan.bcad&d to any corporeal crea· 

ture (rcfcrud ro hereaftCL:LS the:basc..crearurc"). The creatutl''s 
ty~ changts 10 "ou1sidc.r." ltusts ill tht base creature's s1atL'lfLCS 
andspecialabilitiesexcep1asno1tdhe.rc. 

Speed.:.Ibe.re is a SO'\. chance Um a half-fiend has bat wings 
The creature ca.n fly al tht base creature's nonnal spttd (avenge 
maneuverability). 

AC: Naiural annor 1mprovts b_y. tl.. 
Attacks: A half-flend gains..~d.daw anacks in addirion ro 

1hebasccrearure'sanacks.,ifi1.did..nmha\·e 1hemalready. 
Damage: lfthe b.uc:marure.does.no1 have bue andcbwa11ac:ks, 

use the.~c.xalucsin thctiblc.bdow. Otherwise, use 1he values 
bdoworrbe base crcarurc's~e. whichever 1sgrea1er. 

Bite Cbw 
Sire Dama1e Damage 
Fine 1 
01m1nut1..v:e... ld2 
Tiny ldl ld1 

.Small '" ldl 
Mtd1uro:SJ?t..._ "' ldL. 

LarJe '" '" .l:tu&t 2d6 1d8 
Gvpotu~ "' 1d6 

ColO» "' 1d8 



Special Anaclr.s: A half-fiend cctai.ru....allth.pec.ialmacks 

of the base creature HaU-1.iends wtth_a.n. lntclligence or 

Wisdom score of 8 or higher possess the fullowm& spell.like 

abilmu, usmg their [e_ye..I as 1he caste.r level. as specified m 1he 

table below Unless othe.rw1se lnd.La1ed, 1he ab1luy u usable.... 

once pcrda)\. 

+ 
"'" Abilities Levd_ AbililiH 

1-2 Do'*nenl/day 13-14 Unhofyourol/da'J. 

,.b<_ Dcscaou unho//ow , ... Unholy&111h1 15-16 Homd..,,/1m1 

,i-1 Po1sonl/day lhlJ S111"ntonmonite-r 

..i.-10 Con10110n IX(foendsonly) 

11-12 S/oJph#my ... 0<!11ru,11on 

Sptt.ial Qualities: A half-fimd has all the special qualmcs of 

the basc..a:ui:W'.C, p~ d.a..tkflsion wuh a range of 60 fccr Half­

~ends ~J.mmune 10 poison. and have acid, cold, decmcny, and 

~w=.?<L 
Savcs:Sameas1be~creirure 

Abili1iC's: lnuuse. from the base creaiure u follows: Sir -t<t, 

Dex ..,.,Con .. 2, Int.,..., W1stt>,Cha ~i 
Skills: A half-fiend hu 8 slull pomrs. plus us lmelltgtncc mod­

iflcr, per Hu Die. Treat skills from 1hc b.ue crcarures lis1 as class 

skills and o ther skills as cross-class. If the cre31ure has a class. it 

pins skills for.cbss levtls normally. 
Fca1s: Half-fitnds havt ont fu1 fort very fou.dt.vels or rht base 

;_cualUl'tl..lOW of ftus. whichever is &ICata._ 

Climatc/fcrrain. Same as cu her the bue.a.cature_or.the fiend 

Organiu1ion. Same as the base crea1urc 

Challenge Ra1ing: Same as tht h:;isc- creaturul... 
Alignment; Always evil (any) 

Treasure: Same as the hue crearure 
.Ad \'allccmen1: Same_ a.s the base. creature. 

HALF-FJ.E.ND CHARACTERS_ 
Half-firnd hum:inolds often ha\"t.a charmer chss, favonng.cltrics., 
fighters, rogues, and sorccltIS. Roguc1 and fighrccs frcquc.ntly-t 

ukc 1he prestige cbsses assus1n or bbckguard, rcspecm•cly. NC11J­
humano1ds arc also somtumcs cle.nc.s or sorccrt.rs. lialf-t1tnd 

clcncs scn·e evil denies such as..Ery1hnul, Cruum5h, Hex1or, 

Ncrull,orV«na. 

SAMPLE HALF-FIEND 
This~e_dusaau.htlwe__crt:aturc. 

Half-Ficnd/.1:1.alf-Medu.sa 
•. Mrdium·Size Oursider (Evil, Lawful) 

' t.DJce:6d8 .. t2 (l9hpL 
lniliative:t-4 (0tx) 
Speed: )Cl fr. fly JOJi..!u·crag(,) 
AC: 18 :tt Da...tt .. nuuu!L-
Anach:: 2 claws tlQme..ltt(m.d..Jggcr ~s. ~1 mclccJ, hire +J 

mdcc, snakes •ime_ke~ .. m .1hmi.bow t10h5 ranged 
Damage: Claw t d4..2; daggc.r..ld+t2, bu r 1J6.,.1; snakes td·hl 

and poison, shor1bow .1d6-
Face/Reach : sft bysfi.;sft. 
Special Atiacks: Pcmfyl.Ilg pu._poiso.n. spt.lkh.kc..ahil.iut.S 

. Sp«ial Qualities: Po1S0nJmmun.11y;ac1d, cold._e.lccrru:uy, and 

f'u:e rc51Su.nc.c20 
VCl~-t~,~'iJL-6 

bilities:.Su:.1.>l,.Du: 19, Con 1'4 , lm 16, Wu 13, Cha 17 
Skills:.Bl~ .8, Duguisull,Kno\l•kdgc (anyCllJd......l 

t7,.1.utwt6,MovcStlen1ly•IJ,Sense M01wct6.Spor•IO 
Fuis:.J.'oin.LB1ank Shot, Precise Shoi, Weapon Fincsse (snakcsL 

Climaic{.Ierrain:.Any Und and underground 

Organization :..Soluary or covey {2--4) 
Cha1Jcnge...Ra1ing:.9 
Tn::asurc: Double sundard 

.Alignmenl: Always lawfulcril 
,.Adwncement: 7-l2 HD(.MN!.um·suc) 

• -+ 
• 

Unlikr medusas, halfficndthalf-mcdusas arc never .misW:en for 
hum:ins al anydis1ance..(1Mbrgc bat wings give them awayL Other 

.mcdusasdono1aw.omaucallyrcJ«1 t~.w~ 

thcyuswllyacctp1thcmasrulers. 

Combat 
~fore than.the ir nonficnd siblmgs, half·flcnd./.halfmcduus atac.k., 

wuh aggrusweness and battle lus1 They en,to.)'...toruu:ing .. th.e.i.r, 
rncm1cs.. 

Spell-Lilr.e Abilidcs: J 'day-J.:1rli:nts1; I da~d 

.unholyM1gh!.Thcstabilmn<1reasrhcspellsc:as1bya61h-lirvclclenc. 

.eeirifying Cue (Su.):.. Turn to SlCllJC permancndy, JO fce.1._, 

+fon itudt' s.;ive (DC 15). 
Poison (Ex): Snakes, Formude. .sol'o'e (DC fil.miwldamag:c...ld6 

temporary S1rcng1h, secondary <hmage 2d6.1cmporar)' Strength. 

!ICH 
lichcs arc undud speUcas1ers, usually wu.udi..OL.SO.rcCIUS..but 

somerimcsclrncs,whohavcuscdthcirtn.aglCal~=t ­

urallycxtcndthClLlwes. 
As a rule, these crcarurcs are scheming aniL.some..say. ~c. 

They hunger for cx«.greater powrr, long-forgottenJnwwkd#-. 

and the mOSL tcmhle of arcane sccrcu. ~ause the shadow a£..f 
dea th docs no t hang O'ltuhcm, they oftrn concc1vc ~ns riling~ 

years,dccadcs,orrve.n..cemuries toSttfrumon. 
I\ heh is a punt and skelcral humanoid w11h wtthc[cd.1lcsh 

nrctchcd 11gh1 across hombly V\S1hlc bones. Its eyes hnUong.ago 
bttn los1 to decay, bu1 hnght pmpom1s of crunson l.tgbt bum on m 

1hc rmpiy sockets.. Even 1he lcas1of1hcst creaturcs...wu_a poli!l'.erful 

person in life, so they often arc draped in grand clo1hmg. Mulnclass 

fighrtrs or clcncs may snll be:ar.thc.annor.W.wamor Like us body, 

h°"'C'\'tr, rhc garb of a lich..shows all too well 1hc wc1gh1 of ye:;irs. 

Decay and colTllprion ar.c llS.C005WU..COmparuon. 
Lichcs speak Common pluuny othcr.hngwgcs they knew m Ille. 

CREATING A LICH 
"Lich' is a template tha t can be addr<l to any humanoid crca1urc 

( refer~ 10 hereafter as the "character'), provided u can create the 

required phylacttry Stt The l1ch"s Phylac1cry, below).. The crea­

tures typediangcs 1o · undtad: ltuse.s all the charactcr$511ru11cs 

andspecialah1l111cscxccp1asnote.dhcrc 

H.itDice:lncrease tod12 
Speed:...Samc.as rhe characrer 
Ac.:rhc.lich...h.as. t5 .natw:al.a.anm:or rhc chancrcrs narural 

arm.or,whichcvc.r.ubeuer. 
Damage: Creatures w11hout..LU1ural weaponi gain a touch 

amck 1ha t uses nrga t1\'C' energy 10 deal td8-t5 po1ms of damage 10 

livingcrcaturcs;a Willsavewuha DCoflO+ t / 2 lich"sHU..t..li.c.b:s 

Charisma .modiller reduces the damage by ha!( Creatures wuh 
na1ural auad.s.ca.n..USCJ.bc1r na1ural ~aponry or use. thc...1~ 
anack.asthcy prcfu. . -

Sp«.ial.At.taclu: A heh mains all 1be cb.aw:ter:S J;pe_cW_ai.­
racks and aisQ.pm.s thOSt.lisr«i below.Saves h.a.'lc..a.DC..olill..tl.llf 

licb's HD r lich"s Charmna modiflc[ unless no1e_d olhcrwisc. 

4l'...A.Llm..{.Su);.Lchcs...arc..shrouded in a...drudful aun of dea th 

and..rxal. Creatures ofkss than 5 HO in a 60-foot radmi; 1h11 look 

at thc.lich..m.un.succe_cd at ~ Will.sa\'C or be affected as 1hough by 
f~r as ca.st.by a.soa:('rt t of the lichs level. 



Puru!y.:ing To1uh (Su): Any hvini~IJ.lrU.hcJiclu®chn.mus1 

succeed u a fonuude 5a\'e or be permanently pual.ru_d. Rtm()W 

p;m1lysil or any sptU 1ha1 can remoYu_cum c.a.oJr«..thr v1c11m 

(Stt 1he bntow t unt spdll._ The ell't-c1 c.anno1 be disptllrd. Anyone 
pualyud by a l1ch Sttms_dead, 1hough a succHSful Spo1 cht-ck.. 

(DC lO) or Hulchcc.k.(.D:C..Ul reveals 1ha1 1he vtciun iss11ll aliv~ 

This power "''Orks i.n conJun.CJ10n wuh tbe lich's damaging 10~~ 
;.!.Kc above). 

Sptlh: The lich can cm any sptlb u could cas1 "''h1lr al1\'e 
S~cial Q ualit ies: A heh. mains all 1he characrtr's sP«UJ 

quahues and 1hose lmt'<I below._.and also gains 1he undead rype 

1l«.~ge6). 

Tum ksistanu (Ex): A heh.has t'4 tum resistance (Stt page 10}. 

D.l'"agc kdll(hOn (Su);AJi(h's undrad body IS 1ough, giving the 

creamredamagere.ductionl5/ tl. 
lmmun1hn (Ex ): L1chu are unmune ro cold, elecmc1ry, poly­

JJIOrpb...an.d mmd·afkoing_a11xks. 
Saves: Same as 1he char:tc:rer 
A.hilitie.~ch gains +2 10 ln1el11gence, Wisdom, a1ll4 

Cbarisma, hm beil:li undead, has no Consti1unon score. 
Skills: Ucha rccewe a .. s r.1cial bonus ro Hide, Usren, Move 

Silently, Se:i.rch, SenK Monve, and Spor checks. Orhtrw1~ samt 

asthechar:tc:ter 
Fears: Same as 1ht char:tc:ier 

Climare/fcrrain· Any land and unde.ri.J'OW1d 
Organiza1ion: Soluary or 1roupe {I heh. plus 2:-4 vampirrs 

and...s-8. ~mpire spawn) 
Challenge R2ting· Same as rbe characm: t l 
Trus_utt: Sundard co ms; double goods..d®blt filUlS 

Alignmenl: Any evil 
Advancement: Bycharacrerclass 

~ICH CHARACTERS 
The. i®CCSS of becoming a l1ch IS uru~abhJrJ\'iland can be 
undenli.en only by a chara("ler s own frtt will. The heh re_wnsall 

claii.abUwruLhadm life. 

THE LICH'S PHYLACTERY 
An in1tgral P-1" o(becom1ng a lich it creu1ng a magic phylactuy 

in which 10 store us ltfclo.rct. Unlc-n the phylac1try is loca.wl 
and dts1myed, rhe licb rNppcan id.lo W.ys after 1rs appooren1 dca1h. 

Each Lich mu.st make its own phylactery, which r~uires 1he 

Craf1 WQlldl'.Ou.5. 1tc:m feat.. The char:acter must be a sorcerer, 

wizard, or cleric of a1Jeas1 11 W level The phylaciery cos-is t 10,000 

gpand_i.800..XflJU[taieandba.s.acasttt.ittelequal1otharof11s 
crea10fatthe11meofcrea11on. 

The mos.t.common form of phylact~ ~aled metal box con· 

wrung smps of parchmenl on which_ magical phntStt have been 

ttanx,ribed. This rypically__has a l1mb.e[Sfr:IP so 1hu 1he owner can 

weatit on the forearm_ot.btad. The bo.itisTiny and has a hardness 

mmg of 10, 40 bu points._and a break OC of 40. Orher types of 

phylac:ienes can.C'XlSt..nu::h asJings, amuleis, or s1m1lar uems. 

SAMPLE LICH 
This example uses an I L 1h-leveJ human w1urd as 1he character. 

Lich 
Medium·Siu- Undead 
Hl1 Dice: 11d1lt l (74 hpl 
J.nitiativc: tJ(lkx) 
S~cd: JOit._ 

C: 21 (tl.D.a. t5 na1ural, t2 &ruun of armor, .. 1 m1g of 

-•""1-
Anacks:Iouch tS meltt [orquaners1aff •S melee, or dagger +5 

m~masierwork ligh1 crossbow w11h masterwork bobs____. 

t lODngrd 

Oan:ngc;..Tu.uch.ldB+5 and paralysis; quaners111T !d6; daggtt..... 

ldt;ligh;crossbow td8 
FaceLReacb.:.._ti1. by 5 ft./S f1 
Special AnacU: Dam:rgmg touch. fear aur.1, paralynng 1ouch,._ 

'"'"' ,.Special Qualities: Undtad...t.i 1urn res1S1ance, damage reduc-
non lS/ +t,immwiidcs 

Saves: Fon +'4, ReJ.i7~ (doolio/rrJUl1mrr +Jl 
AbWties: Sir IO, Dc:ii:_l6, Con-, ln1 19, Wis H, Cha IJ 
Skills: Concenrnnon tlS, H1dt +IS, Knowkd&c..{arol.na} tl 

L1s1tn•IS, MO\·eStlendy .. t6,Scry·l• , Searclu.16,~ 

Mo1wt .. 10, SpeUcr:aft .. t8,Spor +IS 
Frau: Combn Casiing. Crafi Wondrous l1em,Qu1ckcn.Spe.ll, 

Scribe Scroll, Silem Spell, Spell Focw (.Exga.tian}. S.ull S!2dl­

Toughness 

Climate(fernin. Any land and underground 
Organiulio n· Soluary 
Challenge Rating; U 
Treas ure: Standard coins; double goods; double iiems 
Alignmen1: Ncu1ral evil 
Advancemtnt: By charac:1cr class 

Combat 
Undead: lmmune 10 mmd-in0uencmg.c£f«IS...pojson. sleep, 

p;anlysis. stunning, and disease. Nm sub.te:cua..uui.c.alhitsJU.b­
dual damagt, ab1l11y d:image, energy dmn..or dcarh from massi\•e 

damage. 
lmmunilies {Erj; Uchts art immune IOCQ!d. elcclnclly. pcily· 

morph, and m1nd·af!«nng anacks. 
The WilJ ~ve agaum this lich's (tu aun and dalJlaging l®ch.. 

~~dTt~: !~:1~d:;~:~~:~;l:~s1~~~l~;fi 11~~~t· have a oc.cy 
Magic Items Carried: +1 lmum of annor, •I rlook of ra1Slilncr, 

lpo11orrofg~srou 1 /0Tlf1, .. fnngofprottrtum, 5tnlllof1u~ 

IV (81h level), w.inJ of mogu- m1mk ~ sochargf'S, 9th le\'dl. 

I YCANTHROPF 
Lycan1hropcs ue humanouis who can transform rhemselvtS into 

anunals or hybrid mons_ten.... 
Evillycamhropes oftt_tt..hide..amoll£ normal folk, rmtrgmg m 

anunal form u mg.hi {esp:ta.ally wuitLLhr full moon) 10 spread 

terror and bloodshed. 

CREATlNG A LYCANTHROPE 
~Lycanthrope-" is a remplare 1hu can be added 10 any humanoid 

crea1ure (.rd"trred 10 htrcafll'r as_tht_ "characier"i The crea1ure's 

1ype changes ro "shapechangcr." The lycanrhrope iakes on 1he 

char:mensucs of some rype olcam.i.vorow ammal referrt'd to 

hereafter as the "anunal"}. ThlS. cm be any predator between 1he 

size o(a s.mall d_o~ and a large bur. the mos1 common are lmed m 

the rahle be.low.. .SomLJunds oil)'.CIJ:Uhropts can also adopt a 

hyb:nd shape th11 comhjnt"J ftatures of 1he char:tc:ll'r and rht 

·~.i. 
A lycanthrope use~ tUhtr the character's or 1he animal's statis· 

fies and spenal abilirjes in adduion 10 those s.e t out be.Um:._ 
Hit Dice: Same as thr charx1trorammal, "'h1chever p.mduccs. 

1he h1ghu_h.u poi.nl ICUal If 1he lycan1hropes numbtt~ 

is 1mponam. as wuh a ilctp spell, use rht charac1cr's..m..anuna1S 

num~l Di.ct. wbicheve:r IS greater. 
Sper:d: Same, as the character or animal. depco.dllli on wh.u:h 

formthelycambropeisus.mg. 
.AC,; l:hc..chuactc:r.'.s or arumal's narunl w:nor.increases by +2, 

dtpc.nding on which form 1he lycamhrope is using. (A wtrem m 

,.hy_hnd fann.is___an_uctpnon: Stt ihe tmry below ) 
Anadu:._Same as the char:ictcr or ammal, depending on which 



fonnthtlycan th ropctSUSlf\&..(AW((e- COMMON lYCANTHROPlS 
ra1 in hybnd fonn is an ncrpoon, stt 
1hrrmrybelow.) Brown bca• 

Oamagr: Samt as the characttr QI' 

ammal, drpcndmg on wb..u:h form tbt Wtrtbou Boar 
lycamhropeisusi.ng. 

Sptcial A11ac k.s: A lyca.nthrope 
~ms all thr special maclr.s.. of 1hc.... 
characltr or ammal, dcptnding on 

Dire rat 

which form u LS usmg, and also_gauis Wtt~1gtr T1grr 
thost hs1ed below 

_l.Junlhropu £mpiilhy f.Ed ..l)'.can: Wrrrwolf Wolf 
th.ropes nn commumcaic. and cm· 
pnh1u wuh normal or due.animals of 
1hr1r ammal fonn..Jhis g.ivrs thrm a .. .- racial bonus 10 chrclies 
whtn mflutnclllg tht ammals amrudt and allows 1ht commum· 

. unClD..l:ILSUDplc conc..tplS _and lif tht animal LS fntndly) com· 
mands. such as "fntnd," ·foe," "flee," and "attack." 
-.Cwx.of..l.1oo.llb..row (Sw): Any humanoid hi! by a lycamhropr_s 
bur anack inammalfonn mus1 succttda1 a Fonhude s:L\'e (DC 15 ) 

or contract lycanthropy. A Wtrc"rat can sprrad ]ycamhropy wuh us 
but or by huung wuh a piercing or slashing weapon Bludgtomng 
or nonpenc1raung anacks do nori 1r.msm111hc condmon. 

Sprcial Quali1ics: /I lycan1hropc mains all the sprc1al qual1· 
ncs of 1hc chancrcr or ammal and also gains thosr l1sttd below 

Allml<1ft Jimn [SM}; All lyc:amh~ can shift m1oammal form as 
though using dit polymurpl1 1tlf spcJl (though thw gm docs n<X 

change crcrats,wcrc11gcn.andw~canassumca 

bipedal hybnd fonn wuh prehensile hands_ and ammalisuc fca· 
1urcs. ChangL.ni-10 or from ammal ur hylmd...furm._.is._a.$tandard 

,.action. Upon assuming tnhcr fonn, che Jya.uthrope. (egains hir 
points as if having rts1cd for a day. A sbm JyQOtho:!RC i:t\'CrtS 10 ns 
humanoid form. although ii rrmams dcad._Separ.ued body pans 
rttams thcU' arumal form. hO\\~tr. Tlu.s shaiit,Shifung a]nl.ity can 
be dillic.uh.10 conu:ol (See.lycan1hropy as an.&llimon...below; 

l);i1t111,;:e Rtductwn U ).: A lycanthropc m anunal Ol'...hyb(ld form 
gai.ns.cbm.a&u:tduaton IS/ stl\•cr. 

Savts: The bast uvcJ arc u for 1hc character oLanimal. 
whichcvtr is btncr In addmon. lycamhropcs rtecivc.a rlnd.14 
bonus 10 Fon11ude and Will ~vcs. 

Abtli1id: for a lycanthropc in humanoid fonn. abU11y scoru 

CONTROL SHAPE (WIS) 
Any character who has cont•ac1cd lycanthropy and 1s aware of hii or hct 
condmon can learn Conirol Shape n a dasi s•1ll This dctctminci 
whether the affi1C!cd lycanthropc can voluntarily conuol h1\ 01 her 
shape Naturallycan1hropes1nsicadhawthclmprovcdCon1rolShape 
fcat. wh1Chg1vci1hcmfull(on1rolOYCrthc1tshapesh1ft1ngab1htocs 

Check: The aff11C1cd chua(lct mus! make a chcck at moon11sc each 
night oflhc full moon 10 1ci1S1 1nvoluntaroly assuming animal form An 
in1urcdcharac1crmustalsochcckfo1anmvolunfarychangcaftc1accu­
muli1hng enough damage to 1cducc his or hc1 hit po1on by Clnt'-quartcr 
and again after each add1hona1 one·quartcr lo\t (save DC umc n for 
fu11moon) . 

TISk CX: 

Rcststinvoluntarychilngc 25 
R~urn to humanoid form (full moon• ) 25 
Rclurn to humanoid form (not full moon) 20 
Voluntary change (full moon) 10 
Volun1arychangc (not full moon) 15 
• For game pu1poscs, Che full moon laus 1hrce days every month 

A.bilityScOt"eAdjuslmcnll 
Sir +16, Ob ~2. Con ~s 

Ser .. " . Con -.6 
Dcx-.6,Con .-2 

Str ~12. Dea .. ". Con •6 

Sir ·2. De• .. " . Co11 .. " 

Full 
Bhod-F1ght.Mul11a1ta(k, 

PowcrA1ud: 
Bhnd-F1ght.lmp1ovcdlmtiah~ 

Mu.h1anadt.(dcsp!lconlyonc 
natural wc•pon). Weapon 
Fmcnc (buc). Wupon 
Fmcnt(any) 

8hnd-F1ght,Muh1attilc.k. 
Power An;u:k 

8hnd-F1ght,lmp<ovcdlruuauvc. 
WcapanFme.~c(b11c) 

arc unchangtd. ln ammal or hybnd form. a.4unthmPti.JlnJ.ur 
scores improve by rypc, as stl ou1 m rhc table btlow . 

SkWs: Lycanihropcs rtccivc a tt racial bonus to Search. Spo1, 
and Listen checks when in humanoid form. In ammal or hybnd 

.,faun, 1htst bonuses .in.cruse to t S. A lycamhropc in hybrid or 
animal form gains 1hr same skills as a normal ammal of us form 

m addiiion to the charac1rrs s.lulls.Jf a lyca.othropt has a skill 
1n bo1h ns humanoid and ammalfolmS._ll.Sc_th.e_bcncr score. 
Afilicrcd lycanthropcs also can lun:i 1hc ContrQi.Shape. skill 
<scc 1hcs1debWasaclasssloll. 

Fca1s: Same as the character When w hybnd..Dr. ;uumal fonn. 
the lyc~mhropc guns any feats a nonnalm.1.ix1al .. 0LusJi:irm...has. 
Lycamhropcs abo havr 1hc Improved Coniml.5..hapc.iut l,stt the 

sidebar). Lycantlu:o~ m hybnd or anun~tt.ad.diuomJ., 
fcatS as set ou1 m tht accompanying 1ablc 

Climaic(rcrrain: Same as either 1ht char.mer Qt am.ma! 
Organization:.Soluary or pair, somcumcs family {2-t). p.ack.. 

{6-10), or m:iup.c (family plus related animals) 
Challenge Rating: Same as the ammal +2 
Treasurc:Srandard 
Alignmc n1: Any; stt eumples below 
Advancement : By characttrclass 

LYCANTHROPE CHARACTE&S_ 
Since rhcy live m 1hc w1ldcmc.s.s, mos:1 lycan1hropcs become b.u· 
banans or rangers. Wmratucod w ~omc rogues. Becoming a 

Rctry:Chcdforan1nvoluntarychangconcccacht1mcatr1ggcr1ng 
cvcncoccurs 

On a failed chcc• 10 •cturn 10 humanoid form (stt below). the (har· 
actcr must remain 1n animal or hybrod form until the ncd dawn, when 
hcorshcau1omatoolly1cturnstohumanotdform 

Special: An 1nvoluntarychangc10 animal or hyb1!d form ruins the 

character's armor and do1hing of rhc new form is larger 1han rhc chu­
actcl's naiural form. Characlcrs can hn11ly doff dolhmg while (hang­
ing. bur not armor. Mago<: armor survives the change 1f 11 succttds at a 

Forl!tudcsavc(DC 15) 
When 1~urn1ng to normal form after an 1nvolun1ary change. the cha1-

actc• ancmpts a Wisdom che<:k (DC 15) to rcahzc what has happened If 
1hcchC(:ksuccccds, 1hccharactc• bccomcsawarcofthcafllict1on a11d 
can now 110lur'l!arily ancmpt to change to ammill or h)obnd form, using 

the appropriate DC An ancmpt +s 11 standard action and can be made 
each round Any voluntary chaogc 10 animal or hybnd form 1mmcd1a1cly 
and permanently changes the (harac1ct's ahgnmcnl 10 !hilt ofrhc appro­
pt1atc lycan!hropc 

An aff11Ctcd charilctc• who 1s aware of his or her cond•tlOn can also 
11y to return to humanoid from after anum1ng animal or hybt!d fo1m , 
using the appropt•a tc DC Only one attempt is allow.d. howCYff, as 

dC"SCrobcdabovc 



lycanihropc doe5 not changc a c.haractWJim.mi c.lass_b_w usu· 
ally changts alignmtn1 (SC'C' bdow).. This may cause. chancrtrs of 
ctnaln duses 10 IOSt' 1hc11 class abilitie.s~as noted in_ Chapter J: 

co.nswnt.d.nc..b.dladonna mun be reasonably fresh (p.ick.c.d.. 
withinthc.lasu•·cck). 

liowever.ircsh Qf nol, belladonna is 1011ic. The chanc~ 
succctd at a .formudc. s.avc (DC 13) or take 1m1ial damage 0Ud6-
poin1s of temporary Sttt.n£th. One minute IHC'r, 1he charac1tr 

..,musr succeed ar a steond J.a\'t. or rakt an addmonal 2d6 po1ms of 
temporary Sm·ng1h damage. 

Clusesin1heP!aytr:Sil4tulboolr. 

lycanthropy as an.Affliction 
When a characttr comnc1s i)'C21lthropy through a lycanrhro~ . 

.auxk (Sttabo\·t ), no symptoms appcar.wwl.1ht flrsr n1ghr ~ 

nar full moon. On rha1 nigh1, the a£Ilic1ed character in\IOluma.c.· 

i.l.y assumes arum al form and bc:c.ome.unvwmg btast, forgcmng 
his or her own 1dcnmy. The cba.ru.tcr remains m ammal form. . 

a.uumlng I.he appropnalc..a.hgn.mCJl.l..Wltil dawn and rcmcmbtrs 
norhuig abour 1hc mc1dcnt. 

A rrmow 1fot<1st Qt.MW-~cur by a clcnc of al lmt.Ulh level 
also cures 1he affiicuon. proo11ded 1he chancier rccc.1Vc5 1hc spell 
within 1hrcc days o( 1hc. lycamhropc·s auack. 

Thtreaf1tr, 1he chanctc.r. lS subJCCI 10 involunruy rnnsforma· 
1ion undtr 1ht fullmoon_and whtnr,·tr damagtd m comlm. He 

or she fttls an O\'crwhclnun& ngt build.mg up and must succttd 
al a CQnlrolShapc chcc.k.to_LCSl.St changing into ammal form (sec 
thcs11iclru).. 

Tht only oihcr w;iy 10 remove rhc affi1cuon i.uo cm rrmM 

cunt or hrr~k md111n/mtn! on 1ht chancicr dunng oneJi.U.huh(t.t. 
days of the full moon. Afier receiving rht spell. the characccunust 
succttd ar a Will m·c (DC 20) 10 break 1hr c.w:stllhc..us.i.cr kD0Y1..+ 
tf rhe spc.IUror.ks). Orhcrw1sc the process mus1 bu:ep,r_atcd...Char:... 
acters undergoing 1h15 cure art often kepi bound or confinc:d 1n 

cagts11n11l1hecure1akcsefftc1 
O nly affi1cted lycanrhropcs can be cured of lycanrhropy 

.--Many lycamh.m~ are born, nor madt, and ut somtu.mfi.t. 
calltd ·narunl lycamhropcs" rod1S1inguish 1hem from 1hosc who 

have conmac1tdly:eamhropy ("affiicred lycamhropcs"). 
SAMPLE LYCANTHROPES 

Curing Lycanthropy 

!klow and on the nc11:1 page uc ClWJlplc.s o( 1ht most common 

lycan1hropcs. using u1-levtl human.commoo.erus thc..chant.1ttS. 

t\n affi1t1td character who ta!S a sprig of btlladonna (also 
calltd wolfsbant) w11hin an hour of a lycanihropcs anack can 
memp1 a Fom1ude save ( DC 20) to sha.k.c off rhe affiicnon If a 

~ealcr admJnis1ers rhe herb, use rhe character's uve or 1hc 
+Jicalcr's Jical check, whichever is b.ighcr._IhWaractcr gcis 
only one chanct, no matter how mw:b bclJadonna is 

In their n:u.ur:al forms, lyoruhropcs look.hk.t an)!.Other me.m· 
btrsofthcu people, though.Jmural and long:-~ycan-
1hropcs tend 10 ha\•e or acquire features rc.m.LDJ.Kt.n.t of their 
animal forms. In animal form, a lycan1hmpc..restmhlc.u.pim:cr(ul 
version of the normal ammal, bu1 on closc..JASpcQIQD._J,IJi c_ycs 

show a faintspark..ofunnarural1ntclligcnce.andoft.cn.gl~ 

thtdark. 

Hi1 Diet: 
lni1iaiivt: 
Sptt>d : 
t\C: 

Were bear 
Medium·Sizc/Large Shapcchanger 
6dS,Mf.5 thp) 
+O;• l ( Ocx) asbcar 
JO fr; 1of1 as bear 
12 (,2 narunl}; 17 (~_1 sizt, ..- 1 Dex, 
•7nuunllubcac 

Wereboar 
Mrdiurn-Sizt Shap«hanger 
Jd.S .. 9 {22hp) 
..-0; •4 Umprovtd lnitm1Ve) as boar 
JOfi..;40 f1. as boar 
l2 (+2narunll; t8 (.Snatunl) 
asbon 

An adu: Un.armed slake ~omdtt: 2 claws • 11 Unarmed smkc .o mclrc; 
mclcc, hue +9 mclec as bear gore .,.4 mcltt as boar 

Dam age: 

Face/ Reach: 

Spccialt\uac:k.s: 

Unarmed smke tdJ subdu:i.I; 
clawtd8t8,bue2d8+i 
5f1.by5ft.J5[1; 

5 Ci. by 5 ftJ-10 & as bt.ir 
lmprovtd gnb, curse of 
lycan1hropyasbtar 

Special Qu alit its; Beu c.m1mhy; plus seem, dam.igc 

Saves: 
.Abilities: 

SkiUs: 

Feats: 

rtduclion IS, s1h·cras btu 
For1 •lt,Ref+6, Will~4 
Sn27,Dcx IJ,Con 1.9, 
ln1 IO,W1s 10,Cha t0asbtar1 

lisren -t i l, Starch -.8, Spo1 +\4, 
Sw1m,\4asbeu:1 

Bhnd·Figh.1. Mulumack, 
Powtr Attack JS btar' 

CUmace/rerrai.n: Any forcs1, hill. moumains, and 
underground 

O rganiut ion : Soll!ary, pair, family (2-4), or rroupt 
(2-t plus 1-4 brown bnrs) 

Ch aUc.ngc Raii.ng: 5 
Treasure; Standard 
Align mc.nl: Alw.iys lawful good 
Ad vancem ent: Sy char.Kl tr class 

Unanntd smke tdJ subdual; 
goretd80 
5f1. bysft./Sfo 
5f1.by5fr/ Sf1asboar 
fcrocuy, curst of lycamhropy 

""'"' Boar.empathy; plus seem.damage. 
reduc1ion 1S/ s1ker as boar 
Fon..-S, Rcf +J,W1il'3 
S1rlS,Dc11: 11,Coo 17, 
Im to, Wis 10,Cha 10 (asboar1) 

Listen tl5,Scatt.b tS, Spo1 .. 12 
as00ir1 

Bhnd-figh1, Improved 
Inm.ath·r u boar-' 

Tcmpcr:i ic and warm forest 

Solnary, pm. brood (2-41.or troupe_ 
(2----t plu.s 1-4 boars) 

3 
Standard 
Alwaysncurnl 
Bych.aractcrcla.ss 

Wcrerat 
Medium·Size/Small Sbapcchanger 
1d8 +t(Shp) 
tO;+J (Du) asnt 
JOft.;40fr,dimb2of1.asm 
12 (,2na1ural); 16 (+ 3 Dcx, 
tl natural} as hybrid, t 7(+t s12t, 
+J.Dcx....Una1ural)1sn1 
Una.rm.d.s:trikt..Omeltt; 
np1tt'3mder,bue ti melrcas 
hybrid;bue •4 melrcasrar 
Unarmed smke tdJ subdual; 
[ap1cr td6;but td4 
-5fLbySft./5fr; 
-5fr.by5f'L/.-5f1.asra1orhybrid 
Curse oOycamhropy H rat 
orhybnd 
Rat cmpa1hy; plus sctnl, damage 
rcducuon 15/s1h•tr as nr or hybnd 
Fon +S, Ref +S, Will +'4 
Srr 10, Dex 17, Con IJ, 
lmlO,WistO.ChatOasra1orhybrid1 

Chmb+H,lhde .. 11asnror .. 7.as 
hybnd, l.lSfcn .s Move' Stlt:ruly .. 6. 
Search .,.s, Spo1 +8 as n1 Qr.b.yhrid?, 
Muhunack, Weapon finc.ssc .(biu}. 
Weapon Fintsse (rapier) as.hybrid' 

Any bnd and underground 

Solitary. pair. pack (6-10), or 
rroupc {2-5 plus S-8 dire ms, 
2 
Standard 
Always lawful tvtl 
Bycharactcrclass 



Hit Dice: 
l ni tfa tivc; 
Speed : 

W'treligtr 
Mnlium·Si:u/Largt Sh.ap«hangrr 
6d8.t8 (45hp) 
.-O; +2 (Dex) as ugtr or hybnd 
JOf1.;40f1.as1iguor hybrid 

Wt:rewolf 
Mnlium·Si:u Shap('(hangt:r 
2d8tt(l3hp} 
..-0; .-6 (+2 Du. rllmproved lmuanvf') as wolf or hybrid 
30 f1.: 5Qft.as wal£or hybrid 

·~ 12 (+2 narura.I); 17 (+2 !Xx, .. 5 1.mura.I) as hybnd; 

16 (- lstu,•20cx.t5natural} asugt:r 
12 (+2na1urai};.16 (.20tx. 
.-4 narura l} as wolf or hybnd 

Anac.b: 

Damage: 

Un:irmed mi.kt .o mcle-co; 2 claws ..-10 mtltt, but +8 
mtltt as hybrid, 2 claws t2.mdt:t:, bnt +7 meltt as ugtr 
Unanntd stnlr.t tdJ subdual. 

Unanned smke .-0 melee; 
but: +3 melee as wolf or hybnd 
Unanned smkt 1d3 subdual, 
btretdfi.>1 dawld8+6,b1te2d6+} 

_Face/Rueb: 5 ft . bys f1 ./5 fr, 
5ft bytOft./ 5fLastigrror.hybnd 

Special Anadu: Pounce, 1mprovtd grab, rak..idBd, 
curw oflycan1hropy aUt&«.or hybnd 

Special Q ualit ies: Tigtr empathy; plus sceni..damage 

Savt:5: 
Abi litit:t: 

reducuon 15/ sJver as uger.or hybnd 
Fon+10,Rtft7,W1ll.-4 
Str2J,Otx 1.5,Con 17, 
Int 10, W is LO.Cha 10astigerorhybrid1 

5fLby5f1/ 5ft; 
5 ft by 5 f1./5 {1. as wolf or hybad 
Tnp, curw of lycan1hropy t 
as wolf or hybrid -f 
Wolf empathy; plus scf'm.damagc__. 
rNucuon 15/ silver as wolf or.h)dmd.._ 
Font7,Rtf.5,Wtll•2 
Snll,Oex 15,Con 15, 

Skilb: B.Jb.nct t6, H1dt +9as hybrid or +5 as rigtr, Listen +10, 
Moo.·t ilently t9, Starch -.8,Spot ..-10, SW!.m •I I as uger 
orhybndl 

lnr 10, Wis t o.Cha 10aswolforhybrid1 

Hide+},L1S1en •l4, MO\·eS1lemly+-4,Starch+8, 
Spot +14, Wildtmf'SS Lore +Oas wolf or hybnd: 

Feal5: Bhnd-Figh1, Mulriamck, 
Power Auack as ugtr or hybnd 1 

Clima1tffrrni.n: Any fores!, h11l, moun1ains, and plams 
Qrgani:ution: Solitary or patr 
Challenge Ra t ing: 5 

.I«asurt: S1andard 
Alignmen1: Al1Vays neu1r.1l 
Advancem ent : Bychar.1c1erdass 

Blind·Figh1, lmpl'O\·ed lnmauvt, 
Weapon Fin«~ {bnt:) as wolf or hybridJ 

Any fort:s1, hill, mouma1ns, and plains 
Solmry,Jnir, pack {fi-10), or troupc: (2-.S p\usS-Bwol\•n) t-
J i 
S1andard -4 
Alwayschaouctv1l 
Bychar.1c1erclass 

11n human fonn, 1hc:~ lycan1hropt:s have: rht: fctlJoy,ing abi lhy scores: Srr 11, Dex I l, Con 11, Im 10, Wis tO, Cha 10. 

:In human form, rhtst lycan1hropc:s have the..skillCraf1 or Profession (any one) +6, Knowledge{any ont) .-4 

Jin human form, the~ lycanthroprs ha\•c: thrleu Skill Focw {any Craf1 or Profession ). 

Combat 

i~~~~~~t:~ ;:;it~:1:~!~01h~; ~r~d ~:a:;v;h~~m:-r 
•ggrt:ssm•. lycanrhropcLLn animal or hybnd form fig.h i likt tbc: 
ammalthey rtstmble. 

WEREBEAR_ 
Wtrrbears in humanoid form.tend to be stout, well-muscltd, and 
hairy. IhciL.bmwn.Jwr Is thic.k...arul.malu...us.wdly wc::1r beards. 
Thty may have reddish, blond, wory, or black hair, matching thf' 
color of the..Ul$int form. Thty dress.ill _sunplc: doth and !tather 
garmen1s thai are easy 10 remove, repair, or rtplact. 

..Jn_ ilic:ll animal form. were bears arc: moody and gl'Umpy They 
dc:sllC.only their own company and sc:dt our ('Vii Crtaturt5 10 slay. 

Combat 
Wc:rc:bean figh1 JWUS brown btars do. 

1.mprovnl Grab (E.x.);Tu..usc:...i.his_abiluy, 1hc: wertbtar must hu 
wnhaclawauack. 

WEREBOAR 
Wrreboan m humanoid form mulu:i bt s1Qd.)', lll~ular_ pteple 
of a\•er,age he:lghr. Their.hnr is.short and s1i1I They drWJJl simple 
pnnc:ms that ate easy 10 rt.IllO\'C. repair, or replace. 

<$imbn 
Wue.bous.att.asf~us u nonnal boaa. 

FtrodJy (.Ea); A wtreboar is such a rtnadous combatam thai 11 

con~r Wlthou1 pc:naliy tven while disabled or dyt.ng 
(Ke page.J.29 in 1he PlayrT·1 Horulboolt). 

WERERAT 
Tht wrrerat m humanoid foan. tenduo.hc..a.thm. wiry 1ndl\lldiul 
of shorter than avf'r.ige hctghL.Ihe eyes conslomdy dart around, 

and tht n~ and mouth maf 1witch Ube or she is txcued. Males 
ofrtn bav1uhm, raggtd moustacht'S.. 

CombaL 
Wtrrra ts tan.assume a hybrid fonn as wtll as an ammal form. 

Ah cr:naif' Form (Su): A wtrera1 an assume a b1pc:dal hybnd 
fonn or tbt:_ form of a dirt m Tht b1pc:dal form is Med1um·siu 
wnh he.ad.Joo;o. and 1ail 1dtnncal._1.o th~ of a rar, ah hough the 
hmbs remain human. Tht rat fonn is 2 fttt long from nose: 10 

!'Ump and 1S prrftrred for iravtlarulspy.10g on po1tmial vicr1ms. 
Skills: A wererat I.fl m or hybrid form uses us Oex1tnl)' modi· 

fltr fQI. Clunb chtdu. 

WERETIGER 
Wer«.1ge.rs in humanoid form tend 10 be slttkly muscular, 1alltr 
thanavt:ragr,andvtryag1lt. 

Combat 
Wf'rttigc:n_can asswne..a.hybnd fonn as well as an arumalfo:r.m...I.n.. 
hybrid or uge.r .form. thty can pounct and grab JW.LUJJcnna.l 

ugt~d 

fo~~rc:fu::;~:~~~~=c:m~~TJL~ 
. a...l:foouail...and cm."Cttd by u.ge.r-smpc:d hi.dc..Ibe !tgs att mott 
fe.hnr..than human. and dus fonn walks on t!S tOtS. Tht flngrrrutls 
gmwJJll~btadisamixc~offrarures:Ears,nose,muzzle, 
and !~th arc:.r:igerh.kt', bur the eyrs and over.all shape art: human. If 



the human fonnS hair 1s long.Ji iu.ull prcscm Jbc animal Corm lS 
dun of a fully grown nger wnhout any lr.KC of human..featUttS. 

Pounce (&): If a wucuger IJl hybrid Qr ugctiormJcaps upon 
a f~ dunng 1he fim !QWld of comb;ii, ii can make a full amck 
even 1f 11 has already 1:.t.lr.cn..a move ac1100. 

Improved Crab (.Ex);Jo use: rhis ability, Ute wtreriger ~ 
hybnd orliger form must bn.with a claw or bhcamck. Ifir gets a+ 

rho.Id.ii can rake 
Rake (E.z): A WC:rt'llger m hyb[id or uger form rhar gru a . 

.hold e.tn ma.kl" 1wo r:ake anacluldmdee) wuh i1s hind legs for... 
td8..J damage tach. Jf1he W«t.U&Cr pounces on anopponen1, i1 

. can.alsonke 
Skills: In hybndorugerform. wcretigen r«ewe a.,.. bonus ro 

~lance, Hide, and MO\leSil.emly ch«ks. •in artas of 1allgnss or 
hen'Y undrrgrowth. 1hr. Hide bonus improves 10 •8 

l)'ERl'Wfilf 
t Werewolves in humanoid fonn have no disringuishing rnus. 

mbat 
Werewolves ca.n.:wwnt a hybrid form as wrll as an animal form. 
In hybnd or wolf form, they can 1rip JUSt as nonnal woh·ts do. 

Ahemare Fonn (Su): A werewolf can assume a bipedal hybnd 
fonn or the form of a wol£ The biped1I form is about 6 feet tall wuh 
a sbon t11L and 00\'Cred m fur. The legs are Ii.kc 1hose of a wolf, and • 
1he he>d combines humanoid and lupme feuures in dcgrett th.at ,,. 

.nry from one w-erewolf to the nut. The munaJ form 1S 1h.iir of a 
+iullrgrown wolf w11hou1 any rracto(h~ 

Trip (Es): A werewolf that hu$ wuh a bite mack can 
auempl 10 nip the opponenr n a flc_e ac_uan..(5c.c ~IL139 m 
the Pl11yfr's Miindbooli ) whhou1 making a touch._attack or 
provoking an mack of opporruniry. lf the 
autmpt fails, the opponent canno1 react 10 
mp the_ wtrtwol[ _}' 

Skills:1i.wmwolfinhybridorwol(foan ~,,. 
guru a "ti rxi2.I bonus 10 Wilderness Lore /" Jtl 
checks whc.iu.odung by Kcn1. ' C; 

VAMPIRE ' ,,; -,, 
Folt\'Cr anchorN 10 thcu: coffins and 
theunholyemhof1hell~·es,thcsc 
nocturnal preda1ors scheme comiantly 
10 strengthen thcmsdllCs and_fULt.bc 
world w11h dmr foul progeny._ 

\larnpircsapj:!f.a.tjl1Sras1he~.in. 

life, ahhough 1htir fca1u1ts art ofrtn 
. hardened and feral, wuh 1hc prtda-
1ory laok of wolves. Lile hchcs. they 

. af1t.o.CIDbraccnncryanddK<1dtntt 
and.may assume 1hc gw~nob1luy. 
Dtspirt rhc1r human._appnrancc, vam­
ptrts can be easil)'....I«Dgniud..Jor they cast no 
shadows and thrnw no_ rcllcc:tiQru in mirrors. 

\lam pi res spell any..languagtl they knew m 
life 

CREATING A VAMPIRE 
"Vampire" is a template thaLUn b.e. 
added 10 any humanoid or ·_mon­
llrDUS h.u.ma.no1d c.rwurc (rc­
ure.d._1_Q_hcreaf1er u_ih_e_ "bas~ 

cruw.ce")..._ the. crea1ure's 1ype 
~a..UL."undud..:.lt ~s all 1h~ 
base crc_a1urc's statisncs and sp«ial 
abilities cxup1 as no1c_d hcrt. 

JiiL1licc:Jnut:a.sc.1odt2. 
Spttd: Sa.me as the b:isc crtaturt If the ~ crearurt has. a 

swun.spc:cd.J.hc. vamptrt re1ams 1hc ab1lu;y 10 swun and IS Dill~ 

ncrable 10 UDmc.rs1wun running wattr · Stt below). 
AC: The base creuure's..naCJJral armor improves by •6 
Anacks: A vampuu:ccain.s.all 1he anKks of the base c1ta1u1t 

and also gains a slam attack i£i1 didn'r alrtady have one. 
Damage: \lampircs..ha~m macks. lfrhe. buc.crca1ure ~ 

nor have this mack Icu:m. ~ 1he damagt values in Lhe table 
below. Creaiures wnb narura[ amcks rciauLlhw old damag'"1 
ratings or use 1ht values below, whichtvcr IS benu..._ 

Size 0;1magc 
Fine 1 

O.m1nut1tt ld2 
Tiny ldl 

Sm;1ll '" MKl1um·i•n "' """ Jd8 
,Huge 2d6 
Gargantuan 2d8 
Colossal '" 

Special.Attack · vunp1rc rc.1a.i.o.Lall._ lhupcaal 
anaclu of rhe buc crea1urt and a.ho p.ms those Usred 
belowSaveshu·c.aOCof10 . 1/2~j21.I~pitts 

Charuma modifier unless no1N othc.m'lSt-
0..mnllllilall (Sw); A vampire can.aush...an..o~ 
wtll JUSl by looking omo his or htr eytl.llus is sunilar 

10 ;1 guL.atuck. exccpr 1ha1 rhc vamj21.IC..1Du.suakc..a.., 

s1~=~~~g ac1t1io~; :~: !~scarf:~ 
Anyont 1hevampirc1a.cge1s must., 

succeed a1 a Will S<l\'c_ or _fall in­

stantly under tht vampLte.L.an· 
flucnce as though by ulomin111t 
pmon spell c.as.1,br..aJ..Uh:lcvtl 
sorcertr. The abJuy has a range 
oil<>i«<-

Ultl'J)' Drain (S11 l: ltvmg 
cre.atures hit by a vampire's 
slam.._anack suffer 2 ncgauvc 

...lt•w. 
O!Kf Dnirn (fx): A vam­

pire can suck blood from a 
living vicnm wuh us fangs 
by makmg a successful 
grapplcchttk. lfu pms 

thcfoe, 1rdra1rublood,m­
fhc11ng 1d4 po1n1s of perma­
nen1 Consmmion dram each 

round 1hc.JUO 15 ma1ntamed. 
J:fu!Jrm of 1kf N1gh1 (51.t ): Vampim 

command 1hclcsscrc1talu1tSofthc 
wodd and once per lby can call 

fonh a ~ck of<td8dirt ra1s,a 
swarmoftodlQlms..oc.a 
pack of Jd6 wokc.s .au 
s1andardacti~ 

Clt<UU[Q.a.r:J'.ll1f...I, 

2d6 munds__ ~ 
~th.cvamJV.U.f 
focuptolbour. 

Crro11rt Spm'11 (51.t 
A humanoid or mon­

Stl'OW humanoid slam 
by a vampire's energy 



dnin anack nSC"s as a vampire spaw.n .l.5Cuhe.....\'.amJllf-LSpawn 
entry, page t82) 1d4daysafterbunal 

lfihe vampire ms1ead drains 1hc ucwn's.CQnswuwm w Oor 
less, 1hc vicnm rcrumus a s~wn if u..had ,. or fewer 1-1 D and as a 
vampire if 11 had Sor morU::ID. lnci1hcrc~. the new •'ampl!eor..... 
s~wn 1s under thc.aimmand of1he vampue tha1created1La.nd. 
remains ensb•·ed until us master's death. 

~ .Special Quali1ics:Av.ampi.rcrciainsall.thcspccialqualititt.o£.i 
rhc base creature and thast Usr~ below, a.nd also gains 1hc undcad 
Q'pc_ (SCC pagc6). 

.Damagt Rtducho" (511}; A v.ampJic's undead body ts tough. 
i"'W& the crearurc damage,.aducuonl.5b t 

Tum Rtmlanct (Ex): 6 v..a.mpire has H rurn resistance (sec 
page 10). 

Rt11111mu (&); A \'amplCC .has cold and t!K1ric11y resistance 20. 
CAW'OMI form (Su}; Ill a .. uandatd acuon, a •'ampire can assume 

.£i!Stm1.1.,limn.Jr will. aubc.spdl cast by a 5rh-tevcl sorcerer, bu1 can 
remain gaseous inde6n11ely and has a fly spttd of 20 fttf with per· 

rcc;z;~~1:Z'f(~};j., vampire can climb sheer surfaces as though 
wlfh a 1p1Jn d1m.h.spell 

Altmtalt form (~): A •'amp1rc can assume 1he shape of a N1. 
dire Nr, wolf, or dire wolf as a srandatd action. This ab1liry is s1m· 
1br 1oa polymorph W'lf spell cast by a 121h·l~cl sorcerer, excepc tha! 
the v:imp1re can assume only one of the forms list~ here h can 
remain in 1hat form unul 11 assumes anoihe.r or umil the next 

~~~1~lia.JWJ (£, A vampire heals 5. powtLQf damage each 
. round solongas11 hasar least I hir point. If reduced toOhu potms 
,.m low«, a vamp_ll'e auromaucally Wwnes..j1Ut1t111./orm and at· 

ttmp!s ro escapt. Ii muSI reach il5 coffin home. wuhlll 2 hours or 
be unerly dtsnoyed. (Ii can 1r::ivcl up 10 rum..miks m 2 hours.) 
Onet at rest in iis coffin, 1r riRs 10 1 hu poinl.aflet...l.hour, 1hen 

. rcsumts healing ar 1he ra1e of 5 hu pouus pe:uound. 
_5avu;.S.ameasthebasc crea1ure 
Abilities: increase from 1he base creature as follows; Srr •6, 

Dex ri,.Jnu.2. Wis •2, Cha ..... As undead creatures. vampires 
have no Conmru11on store. 

SkUls: Vampires receive a .,.g r.1c.i.al bonus 10 Bluff. l:Udc .•. Lm.n.., 
Move Silenily, Search, Sense Mo11vt, and Spo1 checks. Olherwuc 
sameasthebasecrcatutc.. 

Fears; Vampires gain Alcnness. Comba1 Rcfle.ns, Dodge, Im­
proved lnmauve, and Lighnung.Rcflexes, assuming the base crea­
rure meeu th.e p.rc.requisitcs and dQt.Sil'l already have 1hese fears 

Climat~yland.and.u.ndu~.und 
Orga.niudon; Solitary, ~lr, gang (2-5J, or troop (1- 2 plus 
2-5 \'ml~ s~wn) 
ChaUenge Raling· Same as rhe base creature •2 
.Tua.sure: Double mrulatd 
Alignment; Always chaoric evil 
Advancemeni:Bycha.w::ru class 

VAMPIRE WEAKNESSES 
For all rheu: powtr, v.ampun...h.axc a.number of weaknesses. 

Repelling A Vampire 
Vampires cannot roltrare the SU'O:n& odor o(&ar4c and will nor 
enrer an area lac~ wuh iJ. Slnl.1.1..ad)". tbty r«.Wlfmm.ururror or 

. a mongly prcscnred, hol)'. symbol these !hwgs don.L harm the 
'l;lml2ll'e-they merely hep it at bay. 

J~~~;d ;~ ~:~~~or:~g~:uwc:~·n~r~~~et~c~ 
.µ.hi.p....Ihey.uuuly unable to en1er a .home or 01htr buildmg 

unleu in¥11c.d in by someone wnh 1he au1homy 10 do so. They 
may,lr.~ public plKes, since these are bydefl:n11ion opcn., 
<oill. 

Slaym.9 aJlamp.ire. 
Simply reducin,g a vampire's hu points 10 o or below incapac:11a1ts 
but..doun'.1 dcsU'O)' iL However, ccnain anacks can sby vamp:ircs....t 

.Exposrng any vamp:lle 10 d1rcc1 sunlighr disonen1s u: lLCan.. 

rake only ~ntal acnons..and IS destroyed unerly on the ncxr 
..,round if it cannot escapt.. 5.Lmilarly, immersing a \'amp1re in run­

ning water robs u o(onc·thwiof us hit po1n1seac:,h round unul 11 

ls demoyed ar rhe cnd..oUhuhird round. 
Drwing a woodtn_stakc through a vampire's hean uutandy slays 

the monster. How~L..11 returns 10 life ifthe..nalu J.S~ 
unlns 1he body is dntroyed. A popular 1acti.c u: 10 cut offthc.ctta-
1ures he2<1 and fill us mou1h Ynth holy wafers tor thfiuqun'a!.c.nU._ 

VAMP IRI CHARACTERS _ 
Vamp1.tC1.are always chaolic evil, which causcs...dur.u:tea..of..cer: 
iain classes 10 last 1he1r class ab1htin, as nor~ m Chaptei:: 3 
Classes m rhe f'fJytr'1 H.n1dbcoL Jn addmon, cenam cbsscs..rufftr 
addmonalpenalucs. 

Clerics: Clencs lose. t.he.ll' abihry to rum undeaJ bm gam chc. 
. abilny 10 rebuke undead. This ability docs no1 a!TKt rhe vamp1rt'·s 
com roller or any 01hu \'a.lllplrts thaunaslcr c.o.nuols. 

Vampire cleacs ha\·e access 10 1hc. Chaos.lkstruc:uon. Evil.and 
TnckerydolllllilS 

Sorcc:ru:s and Wizards.: These c:haract«SJCuin thc.&.t_ class 
ab1litits, bur if a c:harac!er has a familiar {othcuhan a m or b.a1}, 
1he link between them is broken, an;! 1be familiar shuns .llS 

former companion. Tht char::ic1er can summon another familiar. 
bu1 n must be a ta.Lor bat . 

SAMPLE VAM.1'1R.E 
This example. uses ll 5th-lc"el human figh ter as rhe base crtatutt-. 

Vampitt 
Medium-Size Undead 
H.i t Oice: 5dt2(32hp1 
init iative: +7 ·• 3 Dex, •4 Improved lnmam•eJ 
Sprc:d: JOf1. 
AC: 25 {+l Dex, •6 namral. .~masterwork chain shin, .2 large 

shield) 
An acks: Slam .11 mcltt (or..nw:1erwork bastard sword •ll 

me lee}: or mas1erwork s.bmihow t!} ranged 
Damage: Slam 1d6•6 andcncrgydra.in..bastard sword 1d11>+11, 

orshonbow 1d6 
Face/ Reach: 5 ft. by i.fi./5.It. 
Special Auac:ks: Charm, energy dr::im. blood drain,ch1ldren of 

1he ni&ht.. crc:a1e spawn 
Special Qµali1ics : Undead,damagc rt"ducuon 15.·· l ,cold and 

elccmc.ily rcs1S1anc:e 20. gasc:oiaiorm. spider cl1mb.altema1e 
form, fast healing 5. •'amp1re wc:ak.nesses 

Saves: Fon..-~,Rtf •6, \·t'iUtt 
AbiUties: Su 22, Dex t7,Con.-,lnU2, Wis 16,Cha 12 
Skills: Jlluff •ll, Clunb..• 10, Hide.. U. Lmen •17, Mo\'e Silently 

•ll..RJ.dc...U, ScarduSl,Scnsc.b.kUl\'C +11, Spo1 •17 
fea1s: Alenncss, Blmd-fi&b1, ComNr Rcflexts. Dodge, Exouc 

\l'capon Proficiency (bamrd~tdJ, lmproo.-~ lnm.a11xc:, llgh1· 
mng Rcflv:es, Mob1liry, Weapon Focus (bastard swordJ, 
Wtapon Spcdalizauon (bastard sword) 

Combat 
Undead: lmmun~ to mmd·mfluencmg effKU. ~p. 

paraly.s:i..s....srunnin&. a.nd disease. Noi subJC:CI uurui~ 
dual damagt..abili1y damage .. c.nergy dr.ain. or dc.athfu:un fllWll£4 

damage. 
Ihc...W.ills.:wc. apins1 th.i.s vampire's chacm...and rht fomrude 

~vc..to rt gain lc•·els lost ro irs energy dr::iin, ha\·e a DC o( 13 
MagicJ.1e.ms Curled: Alhon of hattt 
ChaUen.gc.,R,uing: 7 



Monsters Ranked by Challenge Ratings 
... 1/10 Dukm;in1le 1 linte-rn 11chon .l To1anoda.11n1'fn•lt 

T~d 1/10 Derro (dwarf) 1 le'Opud Unicorn 

Dos. fld1ng Monstrouscen11pedt.Hugt V1ole1fun11a 

Monstro1,ncent1pede.Mny 1/1 Orow(elf) Monstrous scorpion, Large 2 Wamo1(fo1m1an) ... ,,, Dryad . I Monstrousspidtr, Large 2 Waterelemtntal. Med1um 

Due1pr (dwuf') Ogre 2 Watermeph1t 

Lonni 1/6 Eanheltmtntal,Small Sahua1•n Wtfl'~r 

MOflk~ 1/6 F1rttlemenral.Smiill 1 .Salamander, Aamrilro!ht'f Wtrewolr 

··~ 
1/6 G"°"I 1 Sat)'•(nopif>"I 2 Wight 

""'"" 1/6 Ci•llllintworlctr 1 Shark, largt 2 X01n.m1nor 

'""""' 1/6 G""I 1 Shochrlourd 2 Yflh hound 

Skrlrton. Tiny 1/6 Cinmkxk 1 Sk~ton,Huae 2 Zomb..-. Huge 
Zom~. T1ny 1/6 Heavyhoru. ...... ! Skum 

Homunculus Snake,connnctor Aunta 

'" I/< Krtnshar Snakt.largevi~r Bughnt 
Goblin .1/4 Ltmure 1 Thoqqua 2 Brownbt'ar 

Monmousctmt1pedt,Small 1/< Light hone 1 Va1gou1llt l Umona4\"fltr 

Monstrous scorpion, Tiny 1/< l1gh1warhoru 1 \lleitrat 2 D1rtboar 

t.40flstroussp1dtr, Tiny 1/< l1urdfolk .. 1 Wotvermt Dirtwolvtnnt 

Ow< 1/• Monslrousc.nt1p«lt, largt 1 Worg D1splact•ben1 ,.,,,, I/< Monstroussco1piol'I. Entrc~ 

Pony, war I/< Med1um·,.Zt 1 .-.irtlemu1til, Med1um J Ct.rgoylt 

Skele1on.Small 1/• Mo1u1roussp1d.r. Airmtph11 J GM>t.Jilt1r11 

Wnsel . 1/4 Med1um-s1zt 1 Allip J G1•ntcroc:od1le 

Zombtt.Small 1/ < Mult Animated obie-ct , Llrgt J G1an1sugbtttlt 

Octopus ,,...., J G1i1yOOzt 

Dirtrilt 1/l Pseudodr•1on I Arrowhilwk. /UVtmlt. Cnffon. 

""• l/l Shark,Med1um·s1u I Asuumvlnt Half-celes11al/hiilf-umcorn 

C>iln l firtb«!lt . 1/3 Sh11tktr I Ctltst1al hon. J Half-<lragon(red)fhalfogrt 

Hilwk l/l Skeleton, Lua• .1 Centaur J Harpy 

Sktltton,Med1um-Stzt . l/J Snakt,Med1um-ilztv1pt1 1 Cockillnc.e ... J Hounduchon 

Snakt.T1ny111ptr 1/l Spmt, gng 1 Dt•nonychus J Hyclfa 5hnds 

Spr1tt,n~t 1 0.tt&pt J M1mK 
...,,.,,, .. 1(2 

"''~ 
I 01ftwolf J Monotilur 

uld1rtral 1/2 SV11fntbl1n(gnomt) 1 Oopptlgangtr J Monurous sp1dtr. Hugt 

An1ma1edobftc1. Tiny 1/2 Troglodytt 1 Ousi~ph11 . ) """" ''"°"" 1/2 Willtr ~tmmtal, Small . 1 hrthtl-ntal.Med1um J °"""" Bad&" 1(2 Wolf Earthmeptwt . J Polar bur 

Dwarf.dttp 1/2 Zombit.Largt E1ht1nlfikhtr . ... J Rhinoceros 

Dwarf.hill 1/2 Ethernlmaralldtr J Saty•h>ipnl 

Dwarf, mountain 1/2 Animated ob1ec1. Med1um·s1zt 2 F1retltmtntal, Med1um J Sn1ion 

Ea git 1/l Ap< 2 F1rtmtph1t J Sta hag 

Elf(any1ubr1ctbu1drow) 1/l l Gtlitmouscubt J Shark, Hugt 

C1ant Ii« 1/2 Bison ... 2 dint Spu1t,p1•1t 

Gnomt(fortttorrock) 1/2 Blad bear 2 Qlan1ea11t Ti1er 

Hatlhng(•nysubract) 1/ 2 Blink dog . 2 Giant owl J Tnton 

Hobgoblm 1(2 '"" 2 Giant~sp J Vampire spawn 

Louthah 1/2 Bugbear 2 CrKk 

Mtrfolk 1/ 2 Ckttfah 2 HeUhourl(f J .l.ch11era1 

Monurous an11p«le. Chokt1 2 Howle1 J Melemental.Urge 

Medrum•SIZt 1/ 2 Crocod+lt . 2 lcemeph1t Ammued ob1ec1, Hugt 

MoMtrous scorpion, Sma.11 1/2 Direbadgtr 2 Lion Arrowhiiwk, adult 

Monstroussp1dtr,Smatl 1/2 Oirtbat 2 Magmamtph1t J Balttnwha.lt 

o" 1/ 2 Oirewtastl . .••.. 2 Magm1n J Barghttt,greattr 

Porpo1st 1/ 2 Drttch Mumm~ J Basilisk 

Snakt,Smallv1ptr 1/ 2 G1an1an1quttn Ooze meph11 J Cloaker 

Stn'lt 1/2 C1antilntsold1tf 2 """" J Dire hon 

r~A+ng 1/2 C1antbombard~rbtt1le 2 Phantom fungus J hrthtltmtnla.l.La.rgt 

Worktf(formoan) 1/2 G11n1hzard Quu1t J Elumouurus 

Zombit, Med1um-'+zt 1(2 C1an1pr1y1n1man1is Rust monster J Emn 

Heavy warhorse 2 Saltmephol J F+rte1trne-111al.La.rgt 

krtltmental, Sma!I 1 H1ppognff 2 Shiidow Gtn•t,d1inn1 

.-.n.matedobitc1.Sm1ll I Imp . 2 Sna.kt, Hugtv1ptr .G1bbt11ngmoulher 

Camel I Kuo-toa ... . 2 S1tammeph1t J G•ratlon 223 
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G1ttn h1g 
H~1ccnph1nl 

H)'(lr1,6he.Os 
Mint.core 
N1gh1m1rt 
OchrtJtlly 
Orea 

Phistspidt• 

Riv1d 
S1l1m1nder,1w-r1ge 

Shidow m1111ff 

Sn1ke. giant con51nC101 

Sp1dere1ttr 
To);1nidi,1dult 
T1oll 
Wilfttdt-men11l, l11ge 
Werebtar 
\11eret1ger 
\111nltrwolr 
\11rio!h 
Yu1n-11 , h1tlblood 

Yu1n-to, pureblood 

Anms 
Belktr. 
C1ehalot...+tale 
OogMter 
Hydra, 7huds 
Hydra, pyro/cryo,Sheads 

ICyton . 
Lim11 . 
Meg1•aptor 
Mon11rou5cen1tpede, 

Garg1n1u1n 
Mon51rous scorpion, Huge 

Nymph 
Chyluth 
Sh1mblongmound . 
Tendriculos 
\111ll-o'-w1sp -·· ~" 
Xorn, average 

5 Bule11e 
5 Chio1btn1 
S Ch1mer1 

S Chuul 
, 5 Cr101phtnx . 

S Duebe1r . 

S Dr1gonfll!. 
S D11der 

5 hrthelemtnlal, H1.1ge 
. S Er1nyes 

FIFfelemenul, Huge ~ ·. 

7 Hyd11,p/c,7Mads 

7 Limmuu 
Mmdf11ye1 
Mohrg 
Monstrousceo11pede 

Colou1l 

1 Og1em1ge 
7 Sh1eld1u1rd1io 

7 Siad. blue 
Stonl!g11n1 
Trl!1n1. 

FIMh golem 1 Tynnno111.1ru1 

S Ghcn1(S1hlevrl) 7(1evtl•2) Xom,elder 

5 Helkll . 1 

S H1llg11n1 . 
5 Hydr1, lhud1 

Hydr1,ll!rn,Shfid1 

H)'(lr1 , pyro/cryo, 6hfids . 

5 lnvmble s11tker 

5 Ll!!end 

7 Airelernental.grelter 
... 7 Andro1ph1ni 

Avoral (gu1rd1nal) 

~b1hth 

1 Delver 

S Meduu 7 Dragonturtle 

5 Monurous spidfr, hrth ei...m..n11I. greater 

Garg1ntuan Forl!l!ll"nWntal.grl!lll!r, 

Phnm Fros1g11nt . 

6 •Remorha:i: . . 7 G1.u111qu1d . 

6 Skeleton, Gug1n1uan Half-fiend/hilf-rneduu 

6 Slaad, red Hydra,lOMads 

6 Spectre 7 Hydr1, lern.p/c. 6hfad1 

6 Tukmnter (form1an) . 7 Hydra, lern , 7 heads 

6 Tticeratops . ] Hydr,t , p/c, 8heads . 

6 Umber hulk . 1 Monstrous scorpion, 

. 6 V1rnp<te(S1hlewl) 1(level•2) G1r1in1uan 

6 \11,tterelemem.al, Huge 1 N1gh1hag 

\11,tternaga 1 Rakshau 

6 Yuan-11,abom1nabon 7 Roe 

Arrowh1wk,elder 

~h1r 

6 Bodak , 

6 Darkoaga 
6 De\!rachan 

6 o .. t11ge• 
6 Elephint 

Salamindt1, nobte . . 

8 Skeleton, Colonal . 

. 8 Slaad , grttn .. 

. 8 Splntniga 

. S Succubu\ . 

. 8 

To1antda, eldtr .. 
\11,tterelemental, gr.-•ttr 
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Monster Manual Web Errata 
3/18/02 

Here are the rules corrections and official errata for the Monster Manual. Additional, typographical corrections and 
clarifications are also being made to the book, but these are not necessary to use the book in your game. As always, 
we�re happy to address specific rules questions you have; contact custserv@wizards.com. Thanks and good gaming! 
 
 
p. 4, Monsters by Type (and Subtype): Add vampire to the Undead section.  
 
p. 4, Add behir to the list of Magical Beasts. 
 
p. 4, Subtypes: Add: 

Goblinoid: bugbear, goblin, hobgoblin. 
Also, delete those three creatures from the humanoids listing. 
 
p. 5, Add after the first sentence in the fey entry: 
Fey are proficient with all simple weapons and any weapons mentioned in their entries. 
 
p. 5, Add after the first sentence of the beast entry: 
Like animals, beasts have Intelligence scores of 1 or 2. 
 
p. 5, The magical beast entry should read: 
Magical beasts are similar to beasts but can have Intelligence scores higher than 2. Magical beasts usually have 
supernatural or extraordinary abilities. Unless noted otherwise, magical beasts have darkvision with a range of 60 
feet and low-light vision. Example: displacer beast. 
 
p. 6, Add to first paragraph in the outsider entry: 
Outsiders are proficient with all simple weapons and any weapons mentioned in their entries. Outsiders with 
Intelligence scores of 6 or higher also are proficient with all martial weapons. 
 
p. 7, Add after the first sentence the Climb section: 
The creature retains its Dexterity bonus to Armor Class (if any) while climbing, and opponents get no special bonus 
to their attacks against the climbing creature. 
 
p. 7, Add to the Armor Class section: 
Note that each creature is proficient in whatever type of armor (light, medium, or heavy) that it is described as 
wearing, as well as all lighter types. Creatures not listed as wearing armor are not proficient with armor. 
 
p. 8, Energy Drain: cut the parenthetical �(10 on a critical hit)� from the 2nd sentence of the 1st paragraph. 
 
p. 8, Upper right: Energy Drain text should read: 
 Energy Drain (Su): This attack saps a living opponent�s vital energy and happens automatically when a melee or 
ranged attack hits. Each successful energy drain inflicts one or more negative levels (the descriptive text specifies 
how many). See Energy Drain, p. 75 in the DUNGEON MASTER�s Guide, for details. If an attack that includes an 
energy drain scores a critical hit, it drains twice the given amount. For each negative level inflicted on an opponent, 
the draining creature heals 5 points of damage. If the amount of healing is more than the damage the creature has 
suffered, it gains any excess as temporary hit points. 
 The affected opponent suffers a �1 penalty to all skill and ability checks, attacks, and saving throws, and loses 1 
effective level or Hit Die (whenever level is used in a die roll or calculation) for each negative level. A spellcaster 
loses one spell slot of the highest level she can cast and (if applicable) one prepared spell of that level; this loss 
persists until the negative level is removed. 
 Negative levels remain until 24 hours have passed or until removed with a spell, such as restoration. If a negative 
level is not removed before 24 hours have passed, the afflicted opponent must attempt a Fortitude save with a DC of 
10 + 1/2 draining creature�s HD + draining creature�s Charisma modifier (the exact DC is given in the creature�s 
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descriptive text). On a success, the negative level goes away with no harm to the creature. On a failure, the negative 
level goes away, but the creature�s level is also reduced by one. A separate saving throw is required for each 
negative level. 
 
p. 9, Add the following at the end of the 4th paragraph in the gaze attack section: 
The creature with the gaze attack, however, gains one-half concealment against that opponent. 
 
p. 9, Last sentence of the spells entry should read: 
A creature with access to cleric spells must prepare them in the normal manner and receives no domain spells. 
 
p. 10, Change the last sentence in the Fast Healing entry to the following: 
Fast healing does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow a creature to 
regrow lost body parts. Unless otherwise stated, it does not allow lost body parts to be reattached. 
 
p. 11, The EHD footnote should read: 
*EHD: Extra Hit Die. When calculating EHD for any creature other than an elemental, subtract 1 from the creature�s 
total Hit Dice if it is Medium-size or smaller; 2 if Large; 4 if Huge; 16 if Gargantuan; and 32 if Colossal. For an 
elemental, subtract 2 if Medium-size or smaller; 4 if Large; 8 if Huge; 16 if Gargantuan; and 32 if colossal. Treat 
results less than 0 as 0. 
 
p. 11, Table: Change the Beast�s Skill entry to this: 
10�15 
 
p. 12, It gives an example of a monster advancing two size categories from Medium-size to Huge in size. It lists Dex 
as only �2. Change to �4. 
 
p. 14, Replace the Challenge Rating note with: 
Each 50% increase to the creature�s original HD increases the CR of a monster by 1. Doubling the HD raises the CR 
by 2. Tripling the HD raises the CR by 4. 
 
p. 18, The ankheg�s improved grab ability should read: 
Improved Grab (Ex): To use this ability, the ankheg must hit with its bite attack. If the ankheg is damaged after 
grabbing its prey, it retreats backward down its tunnel at burrowing speed, dragging the victim with it. 
 
p. 19, Aranea: The stat block lists it as a Medium-size shapechanger, but the Alternate Form ability says its natural 
form is that of a Large monstrous spider. The latter should be Medium-size. 
 
p. 20, Aranea: under Camouflage, change Knowledge (plants or herbs) to Knowledge (nature). 
 
p. 24, Change the behir�s attacks to: 1 bite +15 melee or 1 bite +15 melee, 6 claws +10 melee 
Change the behir�s combat entry to: 
A behir usually bites and grabs its prey first, then either swallows or constricts the opponent. It can employ its claws 
only against foes caught in its coils. If beset by a large number of foes, it uses its breath weapon. 
 Change the behir�s swallow whole entry to: 
 Swallow Whole (Ex): A behir can try to swallow a grabbed Medium-size or smaller opponent by making a 
successful grapple check. A behir that swallows an opponent can use its Cleave feat to bite and grab another 
opponent. 
 The swallowed creature takes 2d8+8 points of crushing damage and 8 points of acid damage per round from the 
behir�s gizzard. A swallowed creature can cut its way out by using a light slashing or piercing weapon to deal 25 
points of damage to the gizzard (AC 20). Once the creature exits, muscular action closes the hole; another 
swallowed opponent must again cut its own way out. 
 The behir�s gizzard can hold two Medium-size, eight Small, or thirty-two Tiny or smaller opponents. 
 Change the constrict entry to: 
 Constrict (Ex): When a behir grabs a foe with its bite, in can coil its body around the foe. A behir deals 2d8+8 
damage with a successful grapple check against Gargantuan or smaller creatures.  
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p. 30, Cut regeneration 10 from the planetar�s special qualities and replace with fast healing 10. 
Also, cut regeneration 15 from the solar�s special qualities and replace with fast healing 15. 

 
p. 39, Change the darkmantle�s Skills entry to Hide +12, Listen +8*, Spot +6* 
Change the first sentence of the darkmantle�s Skills paragraph to: A darkmantle receives a +4 racial bonus to Listen 
and Spot checks. 

 
p.41, Add to the retriever attacks: 
(after claws) bite +7 melee 
Also add to Retriever damage (after claws): bite 1d6 
Cut regeneration 5 from retriever�s special qualities and replace with fast healing 5. 
 
p. 45, Cut the regeneration entry from the retriever description 
 
p. 46, The glabrezu�s improved grab ability should read: 
Improved Grab (Ex): To use this ability, the glabrezu must hit a Medium-size or smaller opponent with a pincer 
attack. 
 
p. 48, The barbazu�s primary attack should be 2 claws +8 melee 
 
p. 49, Gelugon�s face is listed a 10x10, but it should be 5x5 
 
p. 49, Pit fiend: The pit fiend�s damage reduction should be 30/+3. 
 
p. 56, Change the tyrannosaurus�s swallow whole entry to: 
 Swallow Whole (Ex): A tyrannosaurus can try to swallow a grabbed Medium-size or smaller opponent by 
making a successful grapple check. A behir that swallows an opponent can use its Cleave feat to bite and grab 
another opponent. 
 The swallowed creature takes 2d8+8 points of crushing damage and 8 points of acid damage per round from the 
behir�s gizzard. A swallowed creature can also cut its way out by using a light slashing or piercing weapon to deal 
25 points of damage to the gizzard (AC 20). Once the creature exits, muscular action closes the hole; another 
swallowed opponent must again cut its own way out. 
 The tyrannosaurus�s gizzard can hold two Medium-size, eight Small, or thirty-two Tiny or smaller opponents. 
 
p. 58�59, Dire animals: 
Dire bear Face/Reach should be 5 ft. by 10 ft./5 ft. 
Dire tiger Face/Reach should be 10 ft. by 20 ft./10 ft. 
Dire shark Face/Reach should be 10 ft. by 25 ft./10 ft. 
Also, change the text references as well. 
 
p. 59, Change the dire shark�s swallow whole entry to: 
 Swallow Whole (Ex): A dire shark can try to swallow a grabbed opponent of Large or smaller size by making a 
successful grapple check. Once inside, the opponent takes 2d6+6 points of crushing damage plus 1d8+4 points of 
acid damage per round from the shark�s digestive juices. A swallowed creature can cut its way out using a light 
slashing or piercing weapon by dealing 25 points of damage to the shark�s digestive tract (AC 20). Once the creature 
exits, muscular action closes the hole; another swallowed opponent must cut its own way out. 
 The shark�s gullet can hold one Large, four Medium-size, sixteen Small, or sixty-four Tiny or smaller opponents. 
 
p. 63 Black dragon advancement should read: 
Advancement: Wyrmling 5�6 HD (Small); very young 8�9 HD (Small); young 11�12 HD (Medium-size); juvenile 
14�15 HD (Medium-size); young adult 17�18 HD (Large); adult 20�21 HD (Large); mature adult 23�24 HD 
(Huge); old 26�27 HD (Huge); very old 29�30 HD (Huge); ancient 32�33 HD (Huge); wyrm 35�36 HD 
(Gargantuan); great wyrm 38+ HD (Gargantuan) 

 
p. 68, Dragon (Red), The Other Spell-Like Abilities entry should read:  
Other Spell-Like Abilities: 3/day�suggestion; 1/day�find the path and discern location. 
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p. 77, Add �Dragon� to the dragon turtle�s special qualities. 
The dragon turtle�s breath weapon entry should read: Cloud of superheated steam 20 feet high, 25 feet wide, and 50 
feet longs, every 1d4 rounds; 20d6 points of fire damage, Reflex half DC 21; effective both on the surface and 
underwater. 
Add the following to the Dragon Turtle�s Combat entry: 
Dragon: Immune to sleep and paralysis effects. 
 
p. 81, Medium-Size Air Elemental�s skills should read: Listen +6, Spot +6 
 Large Air Elemental�s Skills should read: Listen +10, Spot +10 
 Huge Air Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
 Huge Air Elemental�s Skills should read: Listen +14, Spot +14 
 Add Mobility to the Huge Air Elemental�s feats 
 Greater Air Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
 Greater Air Elemental�s Skills should read: Listen +19, Spot +19 
 Add Spring Attack to the Greater Air Elemental�s feats 
 Elder Air Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
 Elder Air Elemental�s Skills should read: Listen +22, Spot +22 
 Add Combat Reflexes and Spring Attack to the Elder Air Elemental�s feats 
 
p. 82,  
Medium-Size Earth Elemental�s skills should read: Listen +6, Spot +6 
Large Earth Elemental�s Skills should read: Listen +10, Spot +10 
Huge Earth Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Huge Earth Elemental�s Skills should read: Listen +14, Spot +14 
Delete Sunder from the Huge Earth Elemental�s feats 
Greater Earth Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Greater Earth Elemental�s Skills should read: Listen +19, Spot +19 
Delete Improved Critical (slam) from the Greater Earth Elemental�s feats 
Elder Earth Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Elder Earth Elemental�s Skills should read: Listen +22, Spot +22 
 
p. 83, Medium-Size Fire Elemental�s skills should read: Listen +6, Spot +6 
Large Fire Elemental�s Skills should read: Listen +10, Spot +10 
Huge Fire Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Huge Fire Elemental�s Skills should read: Listen +14, Spot +14 
Greater Fire Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Greater Fire Elemental�s Skills should read: Listen +19, Spot +19 
Elder Fire Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Elder Fire Elemental�s Skills should read: Listen +22, Spot +22 
Add Combat Reflexes to the elder fire elemental�s feats. 
 
p. 84, Medium-Size Water Elemental�s skills should read: Listen +6, Spot +6 
Large Water Elemental�s Skills should read: Listen +10, Spot +10 
Huge Water Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Delete Fire immunity from huge water elemental�s special qualities. 
Huge Water Elemental�s Skills should read: Listen +14, Spot +14 
Delete Sunder from the Huge Water Elemental�s feats 
Greater Water Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Delete Fire immunity from greater water elemental�s special qualities. 
Greater Water Elemental�s Skills should read: Listen +19, Spot +19 
Delete Improved Critical (slam) from the Greater Water Elemental�s feats 
Elder Water Elemental�s face/reach should be 10 ft. by 10 ft./15 ft. 
Delete Fire immunity from elder water elemental�s special qualities. 
Elder Water Elemental�s Skills should read: Listen +22, Spot +22 
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p. 88, Ethereal Marauder�s Advancement: 
Change to: 3�4 HD (Medium-size); 5�6 HD (Large) 

 
p. 89, The ettin�s speed entry should read: 30 ft. (hide armor); base 40 ft. 
 
p. 98, The hill giant�s speed entry should read: 30 ft. (hide armor); base 40 ft. 
The stone giant�s speed entry should read: 30 ft. (hide armor); base 40 ft. 
Cloud giant�s climate/terrain should read: Temperate and warm mountains 
Storm giant�s climate/terrain should read: Temperate and warm mountains and aquatic 

 
p. 104, Change the girallon�s Int to 2 
Change the girallon�s Alignment entry to: Always neutral 
 
p. 107, Goblin: Change javelin to dart throughout this entry and change the damage listing to 1d4. 
 
p. 117, The harpy�s attacks entry should read: Club +7/+2 melee, 2 claws +2 melee 
 
p. 118, Change the hippogriff�s Int to 2 
Change the hippogriff�s Spot skill to +8* 
Change the hippogriff�s Alignment entry to: Always neutral 
 
p. 121�122, Change all the hydras� Int scores to 2 
Change the hydra�s Alignment entry to: Always neutral 
 
p. 128, Cut this entry: �Fire Resistance (Ex): A lillend is immune to nonmagical fire and has magic fire resistance 
20.� 
 
p. 129, Lizardfolk, Attacks line: Change greatclub to morningstar  
Also, change the Damage to morningstar 1d8+1 damage 

 
p. 130, Add to the end of the first paragraph of the manticore entry: 
Manticores speak Common. 
 
p. 137, The minotaur�s huge greataxe damage should be 2d8+6.  
 
p. 142, The nightshade�s Summon Undead ability should read: 
A nightshade can summon undead creatures once every 4 hours: 2�5 shadows, 1�2 wraiths, 1 allip, or 1 spectre. The 
undead arrive in 1d10 rounds and serve for 1 hour or until released. 
 
p. 142, The nightcrawler�s improved grab ability should read: 
 Improved Grab (Ex): To use this ability, the nightcrawler must hit with its bite attack. If it gets a hold, it can try 
to swallow the opponent. 
 The Nightcrawler�s swallow whole ability should read: 
 Swallow Whole (Ex): A nightcrawler can try to swallow a grabbed opponent of Huge or smaller size by making 
a successful grapple check. Once inside, the opponent takes 2d8+12 points of crushing damage plus 12 points of 
acid damage per round from the nightcrawler�s gizzard and is subject to the creature�s energy drain. A swallowed 
creature can cut its way out by using a light slashing or piercing weapon to deal 35 points of damage to the gizzard 
(AC 24). Once the creature exits, muscular action closes the hole; another swallowed opponent must cut its own way 
out. 
 The nightcrawler�s interior can hold one Huge, four Large, sixteen Medium-size, or sixty-four Small or smaller 
opponents. 
 
p. 144, The ogre�s speed should be: 30 ft, (hide) 40 ft. base 
 
p. 144, Ogres: Change all references of longspears to Large javelins. 
Also change the damage listing to 1d8+5. 
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p. 145, Gelatinous cube: It has no Str modifier; its damage should be the following: 
1d6 and 1d6 acid, not 1d6+4 and 1d6 acid. 
 
p. 148, Change the owlbear�s Int to 2 
Change the owlbear�s Alignment entry to: Always neutral 
 
p. 153, The purple worm�s improved grab ability should read: 
 Improved Grab (Ex): To use this ability, the purple worm must hit with its bite attack. If it gets a hold, it can 
attempt to swallow the foe. 
The purple worm�s swallow whole ability should read: 
 Swallow Whole (Ex): A purple worm can try to swallow a grabbed opponent of Huge or smaller size by making 
a successful grapple check. Once inside, the opponent takes 2d8+12 points of crushing damage plus 8 points of acid 
damage per round from the worm�s gizzard. A swallowed creature can cut its way out by using a light slashing or 
piercing weapon to deal 25 points of damage to the gizzard (AC 20). Once the creature exits, muscular action closes 
the hole; another swallowed opponent must cut its own way out. 
 The worm�s interior can hold one Huge, four Large, sixteen Medium-size, or sixty-four Small or smaller 
opponents. 
 
p. 154, The rast�s improved grab ability should read: 
 Improved Grab (Ex): To use this ability, the rast must hit with its bite attack. 
 
p. 155, The remorhaz�s improved grab ability should read: 
 Improved Grab (Ex): To use this ability, the remorhaz must hit with its bite attack. If it gets a hold, it can try to 
swallow the foe. 
 The remorhaz� s swallow whole ability should read: 
 Swallow Whole (Ex): A remorhaz can try to swallow a grabbed opponent of Large or smaller size by making a 
successful grapple check. Once inside, the opponent takes 2d8+12 points of crushing damage plus 10d10 points of 
fire damage per round from the remorhaz�s gizzard. A swallowed creature can cut its way out by using a light 
slashing or piercing weapon to deal 25 points of damage to the gizzard (AC 20). Once the creature exits, muscular 
action closes the hole; another swallowed opponent must cut its own way out. 
 The remorhaz�s interior can hold one Large, four Medium-size, sixteen Small, or sixty-four Tiny or smaller 
opponents. 
 
p. 156, Add to the end of the first paragraph of the roper entry: 
Ropers speak Terran and Undercommon. 
 
p. 159, The noble salamander�s tail slap attack bonus should be +18. 
Also, Huge longspear is listed as 2d8 damage. Change to 2d6. 

 
p. 164, Change the shocker lizard�s Int score to 2. 
Cut the Feats line from the shocker lizard�s stat block 
Change the shocker lizard�s Alignment entry to the following: Always neutral 
Add to the end of the shocker lizard�s Skills paragraph: They receive a +2 racial bonus to Listen and Spot checks. 
 
p. 165, Change skeleton�s Charisma score to Cha 1 
Add to skeleton: 

Skills: Undead receive no skills. 
 

p. 171, Change the spider eater�s Skills to Listen +10, Spot +10 
Cut the Feats line from the spider eater�s stat block 
 
p. 172, The grig (Tiny) is using Weapon Finesse with a Tiny weapon. Change to a Diminutive short sword dealing 
1d3 damage. 
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p. 173, Sprite (Pixie): The description of pixies� Special Arrows lists a Fortitude save DC to resist the memory-loss 
special effect. Change to a Will save. 
 
p. 175, The first paragraph of the tarrasque�s regeneration entry should read:  
 Regeneration (Ex): No form of attack deals normal damage to the tarrasque. The tarrasque regenerates even if 
disintegrated or slain with death magic. These attack forms merely knock it unconscious and set its total subdual 
damage to 850 points (unless it already has more subdual damage than that). It is immune to effects that produce 
incurable or bleeding wounds, such as a sword of wounding, mummy rot, or a clay golem�s wound ability. The 
tarrasque can be permanently slain only by raising its subdual damage total to 870 points and using a wish or 
miracle spell to keep it dead. 
 
p. 175, The tendriculos�s swallow whole ability should read: 
 Swallow Whole (Ex): A tendriculos can try to swallow a grabbed opponent of Large or smaller size by making a 
successful grapple check. Once inside the plant�s mass, the opponent must succeed at a Fortitude save (DC 19) or be 
paralyzed for 3d6 rounds by the tendriculos�s digestive juices, taking 2d6 points of acid damage per round. A new 
save is required each round inside the plant. 
 A swallowed creature that avoids paralysis can climb out of the mass with a successful grapple check. This 
returns it to the plant�s maw, where another successful grapple check is needed to get free. A swallowed creature can 
also cut its way out by using a light slashing or piercing weapon to deal 25 points of damage to the tendriculos�s 
interior (AC 15). Once the creature exits, the plant�s amazing regenerative capacity closes the hole; another 
swallowed opponent must again cut its own way out. 
 The tendriculos�s interior can hold two Large, four Small, sixteen Tiny, or sixty-four Diminutive or smaller 
opponents. 
 
p. 177, The tojanida�s improved grab ability should read: 
 Improved Grab (Ex): To use this ability, the tojanida must hit with a bite or claw attack. Under water, a 
tojanida can tow a grabbed victim of its own size or smaller at top speed. A favorite tactic is to grab a single 
opponent, then withdraw, hauling the opponent away from its allies. 
 
p. 179, Troglodyte stench should read: 
 Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every 
form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other 
troglodytes) must succeed at a Fortitude save (DC 13) or suffer a �2 morale penalty on attack rolls, weapon damage 
rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular 
troglodyte�s stench ability, or made a successful saving throw against it, the character cannot be by the same 
troglodyte�s stench ability for 24 hours. 

 
p. 185, Wraith: The create spawn power should read: 
 Create Spawn (Su): Any humanoid slain by a wraith becomes a wraith in 1d4 rounds. Spawn are under the 
command of the wraith that created them and remain enslaved until its death. They do not possess any of the 
abilities they had in life. 
 
p. 190, The yuan-ti abomination: 
Add Mobility to the yuan-ti abomination feats line. 
 
p. 190, Yuan-ti Abomination: Error in the Skills entry. Craft/Knowledge skills have a result of +9. Should be +10. 
 
p. 193, The ape�s face/reach entry should read 5 ft. by 5 ft./10 ft. 
 
p. 194, Boar, add: �or Herd (5�8)� 
 
p. 194, Brown bear, add the following: 
Combat 
A brown bear attacks by rending opponents with its claws. 

Improved Grab (Ex): To use this ability, the brown bear must hit with a claw attack. 
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p. 195, Dog (Small), Dog�s organization line should read: 
Solitary or pack (5�12). 
 
p. 195, The crocodile�s improved grab ability should read: 
 Improved Grab (Ex): To use this ability, the crocodile must hit a Medium-size or smaller opponent with its bite 
attack. If it gets a hold, the crocodile grabs the opponent with its mouth and drags it into deep water, attempting to 
pin it to the bottom. 
 
p. 198, The lizard�s bite damage should be 1d4�4 
 
p. 199, Octopus skill entry (stat table) should read: Escape Artist +16, Hide +15, Listen +5, Spot +5 
Add to the end of the octopus skills paragraph: An octopus also can squeeze and contort its body, giving it a +10 
racial bonus to Escape Artist checks. 
 
 p. 199, Octopus attack entry should read: arms +5 melee, bite +0 melee 
 
p. 199, The owl�s damage entry should be: claws 1d4�2 
 
p. 202, The squid�s Attacks line should read: arms +5 melee, bite +0 melee 
 
p. 205, Monstrous spider: 
 Large 16 1d6 Str 
Should be 17. (10 + 1/2 HD + 1 Con +4 vermin bonus) 
 
p. 218, col. 2, Replace existing text with the following: 
 Feats: Same as the character. When in hybrid or animal form, the lycanthrope gains any feats a normal animal 
of its form has. A natural lycanthrope has the Improved Control Shape feat as a bonus feat (see the sidebar). 
Lycanthropes in hybrid or animal form have additional feats as set out in the table below. 

 
p. 218, Challenge Rating: Change to: Same as animal +2, plus any class levels. 
 
p. 220, footnote 3: Give each lycanthrope Skill Focus (any Knowledge). 
 
p. 222, Sample Vampire: One of the vampire�s special attacks is listed as �Charm.� This should be �Domination.� 
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