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Dedication

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

Foreward

This project was born of two urgent desires, formed in the
early days of D&D.

Back during the BECMI boxed-set era, I was in middle school,
and I discovered tabletop roleplaying games. And I was in
love. Deeply, irrevocably in love.

But my new love had two problems. Teen romance, amirite?

Firstly, she was picky. Her published adventures stated

in bold font, right on their covers, that only PCs of certain
levels need apply. I several times ignored her warning, and
ventured forth, only to discover the sensibility of her dictum,
for this way lies the path of either boredom or certain
destruction. Though I saw the wisdom of her claims, still I
longed for an adventure more accessible to all: my PC got to
be 10th level, but her reward is to be closed off from newly-
released adventures that gated her off in favor of “PCs of 4th
to 6th level”? Similarly, just because my PC has gained in
power, she shouldn’t be intimidated by monsters of a certain
description any longer?

It seemed that somehow, it should be possible to fashion
adventure content that scales more dynamically.

My new love’s second fault was actually one of my favorite
things about her: the Monstrous Compendium.

For those under a certain age reading this, a bit of context,
here. In those days of limited entertainment options, the
Trapper Keeper was king. It was the coolest, most essential
school supply. Yeah, sure, it was really just a glorified three-
ring binder. But it was a binder you could make into pretty
much whatever combination of tools you felt you needed
(spoiler: you didn’t need any of it, not really).

So when the AD&D Monstrous Compendium was released, it
felt in many ways like the ultimate culmination of geekery:
an RPG sourcebook that masqueraded as the coolest school
tool. It made any DM feel like they were in a legitimate
profession, a job, a place of importance, and it added
authority to the gaming table.

Plus it was just damned cool.
There was just one problem.

Monsters were presented alphabetically. That was great;
made for some pretty easy reference and searching. But
pages were printed back-to-back. So, a single sheet might
contain information about two different monsters.

That was all well and good until you purchased your second
MC pack (remember Spelljammer?): what, then, to do, to
keep things alphabetized? It was a frustrating hassle.

Now, you might well point out that it simply doesn’t matter
that much, to have every monster alphabetized. And even
my middle-school self, in the moment, still realized the
futility and pointlessness of this irk. It didn’t matter. Not
really.

But it irked me still.

Fast forward a few decades, and I just decided to do it my
own damn self.

We’ve seen much of this come to pass, of course. Video
games like the Elder Scrolls games implement scaling
monsters, so that an orc is a threat no matter how potent
your character becomes. Playing brutally challenging games
such as the Dark Souls line, you have to always be careful of
even the very earliest beasties, lest your impatience lead to
your doom, regardless of how potent you have grown.

Similarly, online resources like the Pathfinder SRD collect
monsters across a wide range of sources and present them
alphabetically.

When I set out to create Dark Obelisk 1: Berinncorte, I knew
that I wanted it to be accessible, playable in earnest, by PCs
of any level.

That simple, middle-school naivete has now driven
thousands of pages of dynamic adventure content.

And now, though this is but one volume of six, it has yielded
a true fulfillment of my middle-school-self’s desires.

Here’s hoping it brings your gaming group joy.

J. Evans Payne
Malvern, Pennsylvania

January 2020
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What Is This Book?

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

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

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

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

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

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

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

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

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

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

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

Rigor: Each and every one of the statblocks in this

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

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

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

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

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

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

to adventure content. This innovative approach attempts

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

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

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

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

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

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

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

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

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

* You want the ease of having a single, authoritative
compendium of every single monster, ever, in a single
bookshelf of volumes.
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e You want to introduce random, but contextually
appropriate, artificial intellligence-driven behavior to
monsters in your adventures.

What This Book is NOT

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

hou to Use This Book

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



you!

The FlexTale Encounter Generator (FTEG) is at the heart
of Infinium Game Studio’s approach to dynamic adventure
content.

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

All Infinium Game Studios adventures and products use
the FlexTale approach to dynamic adventure content. As a
result, these adventures leverage monsters in this bestiary,
with no additional work needed.

You can take any non-FlexTale adventure and adapt it to
be more appropriate to PCs of any level, rather than the
restriction of most published products being “levels X to Y”.

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

For those who like to roll their own, this bestiary makes
creating combat encounters super easy: any monster can
appear as a threat to any PCs, so let your imagination run
wild! Alternately, you can save yourself even more time by
using Aquilae: Bestiary of the Realm in concert with the
FlexTale Encounter Generator.

The FlexTale Encounter Generator goes into elaborate
and fully-scaled detail for every monster, in every terrain
context.

As a result, the Bestiary itself merely lists a quick shorthand
as to rarity, using the simple nomenclature of “Common”,
“Uncommon”, and “Rare”.

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

The short version here is that CRs are not slavishly stringent
in Aquilae: Bestiary of the Realm. It would be nearly

impossible to create CR-compliant listings for each monster.

Instead, CRs listed herein reflect the Hit Dice of the creatures
and statblocks invovled. In many cases, this means that the
CR listed is likely higher than you might expect, particularly
for “squishy” monsters who were “evolved” from lower-CR
origins.
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In these scenarios, recall that the FlexTale approach, and
the intent behind this Bestiary, is to present appropriate
challenges for parties of varying levels, not perfect threats
for exact levels.

OSR Rules €xtensions

Pathfinder is a massively complex tabletop RPG rules
system. OSR is designed to be simple, old-school, and
straightforward.

Out of necessity, then, adapting monsters from Pathfinder
into OSR introduces some new wrinkles. It is simply not
feasible to translate complex content into simple content,
and have that original content still contain meaningful
differences, across over 1,650 monsters, without introducing
some small new rules.

What follows is a smattering of new rules features that are
suggested addenda to your OSR rules set. You are free to
use, or ignore, them, in any combination, as it suits both
your needs as a GM, and your flavor of OSR retroclone.

Grappling

One creature may attempt to grapple with another. To
keep things simple, the grappling creature declares this as
its intent, and makes an attack roll against the defending
creature.

Success means no damage is inflicted, but the grapple is
established. The grappling creature automatically hits the
grappled creature each round with its melee attacks, and
may have additional effects (e.g., swallowing whole).

Unless otherwise indicated, a grappled creature may not
make attacks or move, but may spend its turn breaking the
grapple by succeeding in an attack roll of its own against the
grappling creature.

Ability Score Damage

Poisons, curses, and many other effects may impact this
effect. If your rules system uses Ability Score Damage, then
use its rules for it.

Otherwise, a creature with ability score damage suffers

all the effects of the reduced ability score(s): a lowered
Constitution means reduced maximum and current Hit
Points; Strength damage affects damage inflicted in combat,
and so on. For all purposes, a creature with a damaged
ability score treats its ability score as the damaged value.

Ability score damage is healed at a rate of one (1) point per
ability score, per day, restored following a full overnight
rest. If the victim does not enjoy a full rest, it does not
recover any ability score damage.

Any magical healing enjoyed by the victim automatically
restores ability score damage at the same rate: 1 point, per
damaged ability score, regardless of the amount of hit point
damage healed.
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A victim currently at its maximum hit point total who
receives magical healing of any kind recovers from all ability
score damage.

It is left to the GM’s discretion as to the effects of specific
healing and other magical effects (regeneration, restoration,
wish, miracle, and so on) relative to ability score damage.

If at any time a creature has a zero, or negative, value for
one or more of its ability scores, it suffers additional effects,
as follows, until the score is raised to 1 or higher.

Unless otherwise noted, there are no lasting effects to having
“zeroed out” one or more ability scores through damage,
though in certain cases, particularly those involving negative
values, the GM may inflict additional lasting penalties, at her
discretion.

e Strength: The creature cannot attack, defend, move, or
carry objects. It must lie inert until it recovers a positive
Strength value. It automatically fails all Paralysis saving
throws.

» Dexterity: The creature cannot attack, defend, move, or
cast spells. It may stand and move at 5’ per round until it
recovers a positive Dexterity value. It automatically fails
all Breath saving throws.

e Constitution: The creature must make a Death saving
throw every round it has a zero or negative Constitution.
Any failed save means it dies. During this time, it
automatically fails any other Death saving throw it is
required to make.

e Intelligence: The victim may not cast spells, speak, or
understand anything that is going on around it. They have
neither short- nor long-term memory, though memories
formed prior to “zeroing out” are retained. The victim
automatically fails any Spell saving throw.

e Wisdom: The victim automatically fails any Wand saving
throw, and cannot make skill checks, ability checks, or use
class features which rely upon rolling dice to randomize
outcome. It may attack, but is Confused (see below).

e Charisma: The victim is repellent; all other creatures
must make a Paralysis saving throw to approach the
victim. The victim automatically fails any Wand saving
throw or any induced by a creature with a Charisma
higher than its original, undamaged value.

e Bleed: Each round on its own turn, the victim suffers the
amount of Bleed damage again until it receives healing
(magical or mundane unless otherwise noted).

e Blinded: Victims suffer a -4 penalty to their attack rolls,
Armor Class, and any skill or ability checks that require a
die roll to randomize outcome. They may attack, but there
is a 50% chance they will miss even if they succeed at
their penalized attack roll.

» Confused: A confused victim may attack, but has an equal
chance of attacking a friendly creature than an enemy
each time it does.

» Cowering: Victim may not attack, and suffers a -4 penalty
to its Armor Class. It may not move and can take no other
actions until cured of this condition.

e Dazed: Victim may not attack, but can otherwise act
normally. (Targeting a spell at an enemy counts as an
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attack.)
e Dazzled: Victim suffers a -2 penalty on its attack rolls.
e Deafened: Cannot hear (obviously).

e Entangled: Cannot run, charge, or otherwise maneuver
except to move in a single direction up to half its normal
speed. Suffers a -2 penalty on attack rolls and Armor
Class.

e Exhausted: May only move up to half normal speed;
cannot run, charge, or otherwise maneuver; suffers a -4
penalty to Strength and Dexterity scores. (Note this is not
ability score damage, but a temporary reduction until the
Exhausted condition is removed.)

e Fascinated: May not move, attack, or otherwise act; must
stare at the source of the Fascination.

e Fatigued: Cannot run, charge, or otherwise maneuver; -2
penalty to Strength and Dexterity scores.

e Frightened: Cannot attack the source of its fear and
must move away from it each round if it can. Suffers a -2
penatly on saves and attack rolls.

e Incorporeal: May only be struck by magic, but even so,
there is a 50% chance they will not be affected. Ghost
touch effects or those described as affecting incorporeal
creatures “normally” ignore this condition.

e Invisible: Cannot be seen; gains a +2 bonus on attack rolls
against visible targets. Most invisibility dissolves once the
invisible creature attacks.

e Nauseated: Cannot attack, cast spells, or otherwise act;
may move normally.

e Panicked: As Frightened, but the victim drops whatever
they are holding, cannot attack, and cannot cast spells or
otherwise do anything but move away from the source of
its fear.

e Paralyzed: Cannot move; suffers a -6 penalty to its Armor
Class.

e Shaken: Suffers a -2 penalty on attack rolls and saves.
e Sickened: Suffers a -2 penalty on attack and damage rolls.

e Staggered: Victim may make a move, or attack, but not
both, on its turn.

e Stunned: Drops everything held, cannot take any actions,
and suffers a -2 penalty to its Armor Class.

Actions

Pathfinder has many different kinds of Actions. This section
clarifies how they map to common OSR terminology:

e Standard Action: Attacking or moving.
e Move Action: Moving.

e Swift Action: You may make up to one of these per turn in
addition to other actions.

* Immediate Action, Free Action: You can take any number
of these, at any time, even if it’s not your turn.

e Full-Round Action: If you don’t move, and aren’t
otherwise affected by any Conditions, and have no
Dexterity ability score damage, you may make one full-
round action per turn.



Caster Level

Unless otherwise specified, the Caster Level for an effect is
equal to the Hit Dice of the creature casting it, plus 5.

Generally speaking, the differentiation as to what sort of
damage a creature suffers is only meaningful if it possesses
resistance, or vulnerability, to that type of damage.
Otherwise, ignore the damage type.

Uariable Challenge

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

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

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

Toward the goal of having an adventure that can be run
with PCs of various levels, all NPCs and monsters in this
adventure have four separate sets of statistics.

G These represent iterations of the creature in four
distinct scales of challenge. These scales are referred to,
in ascending difficulty, as Low, Moderate, Advanced, and
Elite.

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

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

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

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

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

“Crunch” is a term commonly used to refer to the dozens of
statistics that describe a creature from the standpoint of raw
game mechanics. Although there is a great deal of flexibility
in these stat blocks being used to convey flavor, demeanor,
behavior, and personality, such “softer” yet still important
game elements are often referred to as “fluff”.

Each GM and player has their own relationship to these
game elements, and preferences as to their balance in
gameplay. Some groups live by crunch, and largely ignore
fluff; adventures tend to be little more than an organized
dungeon crawl, and min/maxing your PC’s character
options and equipment is commonplace. Other groups
focus solely on storytelling, and use game mechanics only
when it’s necessary to introduce a bit of randomness to the
proceedings.

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

Any of a creature’s fluff uses language assuming that you
are playing the < Low level of difficulty version of that
creature. For example, the Low level of an NPC might
wield a run-of-the-mill rapier, and the Elite version might
instead use a +3 corrosive burst rapier; the descriptions that
accompany that NPC would refer merely to her rapier as the
default equipment. Similarly, any illustrations drawn will
typically use imagery associated with Low-challenge gear
and items.

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

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

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

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

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

ability / special quality modifiers, and modifiers derived
from the enhancement bonuses of the weapon itself.

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

Moderate Advanced

9 Environment Any Land

Uncommon

Leader / Normal
Solitary, Pair, or Team (3-6x)
Incidental

AC  Armor Class °) [10] 9 [10] 7 [12] 6 [13]
HD  Hit Dice 1 3 3 4
ATT Attacks Light Crossbow 1d8 Heavy Mace -2 1d8 Heavy Mace +0 Heavy Mace +1
or Heavy Mace -2 or Light Crossbow  1d8 or Light 1d8 or Light
1d8 -1 1d8 Crossbow +0 1d8  Crossbow +1 1d8
THACO 19 [0] 17 [+2] 17 [+2] 16 [+3]
MV  Move 60’ (20’)
SV Saves
D Death 12 12 10 10
W Wand 13 13 11 11
P Paralysis 14 14 12 12
B Breath 15 15 13 13
S Spell 16 16 14 14
U Unified 14 14 12 12
ML  Morale 8 8 8 o)
AL  Alignment Neutral
XP  Experience 10 30 75 175
Special Abilities

Touch of Good You can touch a creature as a standard action, granting giving it a +6 bonus on
attack rolls, skill checks, ability checks, and saving throws for 1 round. You can use
this ability 10 times per day.

19




9 Environment

£} # Encountered

U
* Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

5 [14]
4+4

Bite 2d6 or Tail
Slap 6d4

16 [+3]

10
11
12
13
14
12
8

225

Moderate Advanced
Warm Lakes
Rare
Soldier / Normal
Solitary
Standard
5 [14] 6 [13]
5+5 7+7
Bite 2d6 or Tail Bite 3d6 or Tail
Slap 6d4 Slap 6d6
15 [+4] 13 [+6]
60’ (20°) Swim 240’ (80’)
8 8
9 9
10 10
10 10
12 12
10 10
8 8
Neutral
450 900

Special Abilities

4 [15]
8+8

Bite 6d6 or Tail
Slap 12d6

12 [+7]

0 WgH ®KOI O

1,100
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Low

Moderate Advanced

9 Environment Any

Rare
Skirmisher / Normal
Solitary, Pair, or Network (3-6x)
Standard

AC  Armor Class °) []_O] °) [10] 9 [10] 8 [11]

HD  Hit Dice 4+4 5+5 7+ 7 8+ 8

ATT Attacks Claw 1d3 Claw 1d4 Claw 1d6 Claw 1d8

THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]

MV Move 120’ (40’) Climb 60’ (207)

SV  Saves
D Death 10 10 10 10
W Wand 11 11 11 11
P  Paralysis 12 12 12 12
B Breath 13 13 13 13
S Spell 14 14 14 14
U Unified 12 12 12 12

ML  Morale 11 11 11 11

AL  Alignment Neutral

XP  Experience 123 450 900 1,100

B Special Abilities
Shortwave Telepathy within 100" with other Aballonians only.

Spark Ranged attack, 20’°, 2d6 electricity damage; Breath save halves.
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Low Moderate Advanced

9 Environment Ocean (Cold)

Rare

Brute / Normal

Solitary, Pair, Brood (3-6x) or Shoal (7-19x)
Double

AC  Armor Class 7 [12] 7 [12] 6 [13] 5 [14]
HD  Hit Dice 4 5 6 7

ATT Attacks Tail Sweep 1d6 or  Tail Sweep 1d8 or  Tail Sweep 1d8 or Tail Sweep 3d6 or
Tentacle 1d6 Tentacle 1d8 Tentacle 2d6 Tentacle 3d6

THACO 16 [+3] 15 [+4] 14 [+5] 13 [+6]
MV  Move 30’ (10’) Swim 180’ (60’)
SV  Saves

D Death 10 10 8 6

W Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Lawful

XP  Experience 175 275 650 900
Special Abilities

Mucus Cloud While underwater, an aboleth exudes a cloud of transparent slime. All creatures
adjacent to an aboleth must succeed on a Paralysis save each round or lose the
ability to breathe air (but gain the ability to breathe water) for 3 hours. Renewed
contact with an aboleth’s mucus cloud and failing another save extends the effect for
another 3 hours.

Slime A creature hit by an aboleth’s tentacle must succeed on a Paralysis save or his skin
and flesh transform into a clear, slimy membrane over the course of 1d4 rounds.
The creature’s new “flesh” is soft and tender, reducing its Constitution score by 4
as long as it persists. If the creature’s flesh isn’t kept moist, it dries quickly and the
victim takes 1d12 points of acid damage every 10 minutes. Remove disease and
similar effects can restore an afflicted creature to normal, but immunity to disease
offers no protection from this attack.
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Low

Moderate Advanced
T P — Any Land (Planar; Hell)

Rare
Lurker / Normal
Solitary or Flock (5-8x)
Standard

AC  AmorClass 7 [12] 7 [12] 6 [13] 5 [14]
HD  Hit Dice 3 3 4 5
ATT Attacks Bite 1d10 or Claw  Bite 2d6 or Claw Bite 3d6 or Claw  Bite 4d6 or Claw
1d4 1d6 1d8 2d6

THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]
MV  Move 150’ (50’)
SV Saves

D Death 10 10 10 8

W Wand 11 11 11 9

P Paralysis 12 12 12 10

B Breath 13 13 13 10

S  Spell 14 14 14 12

U Unified 12 12 12 10
ML  Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 75 75 175 450

Special Abilities

Black Cloud An achaierai can exhale a cloud of choking, toxic smoke 3x/day. All creatures

within 10 feet of the achaierai immediately take 2d6 points of damage as their flesh
melts and rots away. The cloud erodes sanity as well as flesh; anyone who takes
damage from the black cloud must also make a Death save or become confused.
Every round, the victim may attempt another save to recover from the confusion;
otherwise it persists, lasting indefinitely until the condition is removed or the victim
eventually makes her saving throw. The confusion element of a black cloud is a
mind-affecting effect. This is a poison effect. Achaierais are immune to this ability.
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9 Environment

£} # Encountered

g
Treasure

Low

AC  Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Nettlefin Toxin

9 [10]
3+3
Spear 1d8x3 or

Spear 1d8x3 or
Bite 1d6

17 [+2]

10
11
12
13
14
12
8

125

Moderate Advanced

Warm Oceans
Rare
Artillery / Normal
Solitary, Hunting Party (2-6x), or Tribe (7-12x)

Standard
9 [10] 8 [11] 7 [12]
5+5 6+6 7+7

Spear 1d8x3 or Spear 1d8/x3 or  Spear 1d8/x3 or
Spear 1d8x3 or Spear 1d8/x3 or  Spear 1d8/x3 or

Bite 1d8 Bite 1d8 Bite 2d6
15 [+4] 14 [+5] 13 [+6]
30’ (10’) Swim 150’ (50’)
10 8 6
11 9 7
12 10 8
13 10 8
14 12 10
12 10 8
8 8 8
Neutral
350 650 900
Special Abilities

Injury; save Paralysis; effect paralyzed for 1 minute; affected creature may repeat the
saving throw at the end of each of its turns, ending the effect on a success.
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9 Environment

o%

“ # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

20

8 [11]
3+3
Slam 1d4

17 [+2]

10
11
12
13
14
12
3

125

Moderate

Forest (Temperate/Warm)
Rare

Lurker / Normal

Solitary, Gang (2-5x), or Nest (6-12x)

Standard
8 [11] 7 [12]
5+5 6+6
Slam 1d6 Slam 1d6
15 [+4] 14 [+5]
90’ (30°) Climb 30’ (107)
10 8
11 9
12 10
13 10
14 12
12 10
8 8
Lawful
350 650
Special Abilities

Advanced

7 [12]

7+7
Slam 1d8

13 [+6]
6
7
8
8
10
8
3

900



Low

Moderate Advanced
Q Environment Plains / Hills / Mountains (Cold)

Skirmisher / Normal

Solitary, Pair, or Pack (3-18x)

Treasure Sl
AC  AmorClss 6 [13] 5 [14] 5 [14] 4115
HD  Hit Dice q 6 7 8
ATT Attacks Spear 1d8/x3 or Spear 1d8/x3 or Spear 1d8/x3 or  Spear 1d8/x3 or
Spear 1d8x3 or Spear 1d8x3 or Spear 1d8x3 or Spear 1d8/x3 or
Bite 1d4 Bite 1d4 Bite 1d6 Bite 1d8
THACO 16 [+3] 14 [+5] 13 [+6] 12 [+7]
MV  Move 120’ (40’)
SV Saves
D Death 10 8 6 6
W  Wand 11 9 7 7
P Paralysis 12 10 8 8
B Breath 13 10 8 8
S Spell 14 12 10 10
U  Unified 12 10 8 8
ML Morale 7 7 7 7
AL  Alignment Chaotic
XP  Experience 275 650 900 1,100
Special Abilities
Arctic Stride An adlet can move through any sort of difficult terrain at its normal speed while
within arctic or snowy terrain. Magically altered terrain affects an adlet normally.
Frozen Breath An adlet’s breath is supernaturally cold, and deals an additional 1d6 points of cold

damage with its bite as a result. Once every 1d4 rounds, it can exhale, filling a
10-foot-radius spread around it with frigid air that deals 2d6 points of cold damage
and staggers those in the area with numbing cold. A Breath save negates the
staggered effect but not the cold damage.
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9 Environment

o%

“ # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Soul Siphon

2

n

5 [14]

3

Claw 1d3

17 [+2]

10
11
12
13
14
12
3

75

Moderate

Advanced

Any (Outer Planes)

Rare

Soldier / Normal

Solitary, Pair, or Collective (3-6x)

None

5 [14] 3 [16] 2 [17]

4 5 5

Claw 1d4 Claw 1d6 Claw 1d8
16 [+3] 15 [+4] 15 [+4]
90’ (30’) Fly 120’ (40°) (Poor)

10 8 8

11 9 9

12 10 10

13 10 10

14 12 12

12 10 10

8 8 8

Neutral
175 450 65
Special Abilities

On a tail hit, victim must save vs. Death or suffer additional 3d6 damage.



Aeon (Bythos) £ &8 @+«

9 Environment

AC  Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Confusion Gaze
Temporal Strike

Low

Moderate Advanced
Any (Outer Planes)

Rare
Soldier / Normal

Solitary, Pair, or Tribunal (3x)

None
4 [15] 4 [15] 4 [15] 1 [18]
3 4 5 6
Slams 1d4 Slams 1d4 Slams 1d6 Slams 2d6
17 [+2] 16 [+3] 15 [+4] 14 [+5]
Fly 120’ (40’) (Good)
10 10 8 8
11 11 9 o]
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10
8 8 8 8
Neutral
75 175 45 :

Special Abilities
Gaze attack; effect Confusion for 1d4 rounds, 30 feet, Paralysis save negates.

As a standard action, a bythos can touch a creature or object to displace it from
time. If the target fails a Spell save, it disappears from the present moment and
reappears in the same location 1d4 rounds later as if no time had passed. If an
object occupies that space, the creature appears in the closest available space to its
original location-this displacement does not cause the creature any additional harm.
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Aeon (Paracletus)£,: &8 =

Low Moderate Advanced

9 Environment Any (Outer Planes)

Rare

Skirmisher / Normal
Solitary, Pair, or Commune (3-12x)
Nore

AC  Armor Class 9 [10] 9 [10] 7 [12] 6 [13]
HD  Hit Dice 2 3 4 5
ATT Attacks Slam -3 1d3 Slam 4 1d4 Slam -1 1d4 Slam 1d6
THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]
MV Move Fly 120' (40") (Good)
SV  Saves
D Death 12 10 10 8
W Wand 13 11 11 8)
P  Paralysis 14 12 12 10
B Breath 15 13 13 10
S  Spell 16 14 14 12
U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 30 75 175 -
B Special Abilities

A



Aeon (Pleroma) @ £ @+«

Low Moderate Advanced

? Environment Any (Outer Planes)

Rare
Controller / Elite
Solitary or Tribunal (1x plus other Aeons)

None

r| Treasure

AC  Armor Class 3 [16] 2 [17] 2 [17] 1 [18]

HD Hit Dice 4 5 7 7
ATT Attacks Touch 4d6 Touch 8d6 Touch 12d6 Touch 14d6

THACO 16 [+3] 15 [+4] 13 [+6] 13 [+6]
MV  Move Fly 180’ (60°) (Perfect)

SV  Saves
D Death 10 8 8 6
W Wand 11 9 9 7
P Paralysis 12 10 10 8
B Breath 13 10 10 8
S Spell 14 12 12 10
U  Unified 12 10 10 8

ML Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 175 450 900 1,100
Special Abilities

Sphere of Three times per day, the pleroma can manifest a 2-foot-diameter sphere of complete

Oblivion and utter darkness that hovers above its right hand. The sphere is an empty void
similar to a sphere of annihilation. Any matter (living or nonliving) that touches the
sphere must succeed on a Death save or be sucked into the sphere and destroyed.
Larger objects (such as ships or buildings) are destroyed at a rate of one 10-foot
cube per round of contact with the sphere. By concentrating, the pleroma can
control this sphere, causing it to fly slowly at a speed of 10 feet per round. The
sphere can travel in any direction, but must remain within 300 feet of the pleroma
or it immediately dissipates. The sphere is highly unstable and only lasts 1d4 minutes
before harmlessly imploding upon itself. Alternatively, the pleroma may hurl the
sphere as a ranged touch attack (with a 10-foot range increment) against a single
creature. When thrown in this manner, the sphere implodes immediately after the
attack is resolved.
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Aeon (Theletos) &2 &8 @«

Low Moderate Advanced

9 Environment Any (Outer Planes)

Rare
Soldier /Normal
Solitary, Pair, or Collective (3-12x)

None

U

* Treasure

AC  AmorClss 7 [12] 7 112] 6 [13] 5 [14]
HD  Hit Dice 3 3 q 5
ATT Attacks Slam 1d4 or Slam 1d6 or Slam 1d8 or Slam 2d6 or
Tentacles 1d3 Tentacles 1d4 Tentacles 1d6 Tentacles 1d8
THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]

MV Move 90’ (30°) Fly 90’ (30’) (Poor)
SV  Saves

D Death 12 10 10 8
W Wand 13 11 11 8]
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10

ML Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 30 75 175 450

Special Abilities
Wreath of Fate As a full-round-action usable once every 1d4 rounds, you can release a 60-foot cone

of energy from your chest. Any intelligent creature struck by this cone must make

a Wand save or become nearly overwhelmed with the knowledge of various fates
that destiny has in store for him. There is no way to make sense of these myriad
dooms and boons, and as a result, the victim is Staggered. As long as this condition
persists, the victim may choose to make two rolls when attempting an attack roll, a
saving throw, or a skill check, he must accept the worse of the two rolls, but in so
doing the wreath of fate passes from his soul and he is no longer staggered by this
ability. Wreath of fate is a curse effect, and as such can be affected by remove curse
or similar magic.
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Agathion (Avoral) £:? B8

Low Moderate Advanced

? Environment Any Air (Nirvana)

Rare

Brute / Elite
Solitary, Pair, or Squad (3-6x)
Standard

AC  AmorClass 6 [13] 6 [13] 4 [15] 4 [15]

HD Hit Dice 3 3 4 5

ATT Attacks Claw 1d10 or Wing Claw 2d6 or Wing  Claw 3d6 or Wing Claw 4d6 or Wing
1d10 2d6 3d6 4d6

THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]

MV Move 120’ (40°) Fly 270’ (90’) (Good)

SV Saves

D Death 12 10 10 8
W  Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10

ML  Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 30 75 175 -

Special Abilities

Fear Aura 20 ft., Frightened for 1d4 rounds, Death negates.

Lay on Hands You can heal wounds (your own or those of others) by touch. Each day you can use
this ability 5 times per day. With one use of this ability, you can heal 2d6 hit points
of damage.

Truespeech All agathions can speak with any creature that has a language, as if using a tongues

spell (caster level 5). This ability is always active.
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Agathion (Cervapral) £.¢ ¢ @)%

Low Moderate Advanced

9 Environment Any Land (Nirvana)

Soldier / Normal

Solitary, Pair, or Order (3-6x)

Treasure Standard

AC  Armor Class 8 [11] 8 [11] 7 [12] 6 [13]
HD Hit Dice 3 3 5 5
ATT Attacks Rapier 1d6 or Gore Rapier 1d6 or Gore Rapier 1d6 or Rapier 1d6 or
1d6 1d8 Gore 1d10 Gore 1d12
THACO 17 [+2] 17 [+2] 15 [+4] 15 [+4]
MV  Move 150’ (50’)
SV Saves
D Death 12 10 10 8
W Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 30 175 275 45
Special Abilities

Powerful Charge When you make a charge, your attack deals an extra 2d6 damage in addition to the
normal benefits and hazards of a charge.

Sprint Once per minute, a cervapral can move at 10 times its normal speed when it makes
a charge.

28



Agathion (Cervinal) £, ® @*

Low Moderate Advanced

? Environment Any (Nirvana)

Soldier /Elit

Solitary, Collective (2-3x), or Herd (4-6x)

Treasure Double
AC  Armor Class 3 [16] 3 [16] 3 [16] 2 [17]
HD  Hit Dice 3 5 6 7
ATT Attacks Slam 1d4 or Hoof  Slam 1d4 or Hoof = Slam 1d8 or Hoof Slam 1d10 or Hoof
1d10 1d10 2d6 3d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move 90’ (30,)
SV  Saves
D Death 10 10 8 8
W  Wand 11 11 ) 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S Spell 14 14 12 12
U Unified 12 12 10 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 75 275 650 90
Special Abilities
Staggering Charge deals additional 2d6 piercing gore damage and possibly staggers the target.
Charge Any creature that takes damage from this charge attack must succeed at a Paralysis
save or be staggered for 1 round.
Gallop When this creature uses a full-round action to run, it may move up to six times its

speed.
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Agathion (Cetaceal)

9 Environment

E Role

£} # Encountered

g
Treasure

s > /x

0e®

Low Moderate Advanced

Any Water (Nirvana)
Rare
Skirmisher / Elite
Solitary, Pair, or Pod (3-6x)
Double

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Protective Aura

Push

Regeneration

Shockwave

30

4 [15] 4 [15] 4 [15] 2 [17]
3 & 5 6

Shortspear 1d6 or ~ Shortspear 1d8 or  Shortspear 1d10  Shortspear 2d6 or
Tail Slap 1d4 Tail Slap 1d6 or Tail Slap 2d6
Tail Slap 1d8

17 [+2] 16 [+3] 15 [+4] 14 [+5]
30’ (10’) Swim 240’ (80’)

10 10 8 8
11 11 9 9
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10
8 8 8 8

Neutral
75 175 450 650

Special Abilities
Creatures of opposing alignment to this creature must attempt a Spell save each time they wish to attack this
creature; failure means they cannot attack.

After making a successful melee strike, you may attempt another strike using the same attack bonus. If
successful, this check pushes a creature directly away. This ability only works on creatures of a size equal to or
smaller than the pushing creature. Creatures pushed in this way do not provoke attacks of opportunity and stop
if the push would move them into a solid object or creature. Any creature moved by a this push attack must
make a Wand saving throw or be Stunned for 1 round.

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration
is still functioning (although you still fall unconscious when their hit points are below 0). During this round, you
cannot heal any damage and can die normally. Attack forms that don’t deal hit point damage are not healed by
regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or suffocation. You can
regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within
1 hour of severing. Severed parts that are not reattached wither and die normally.

Once per day, you can release a 100-foot-radius burst of energy. All creatures in the area take 3d8 damage; half
of this damage is cold, and half is electricity (Breath save halves).



Agaﬂnon (Draconal) %.¢

| Low - Moderate . Advanced

? Environment Any Air (Nirvana)

Controller / Elite

Solitary, Pair, or Flight (3-6x)

Treasure Double

AC  Armor Class 9 [17] 2 [17] 2 [17] 1 [18]
HD  Hit Dice 4 5 7 /
ATT Attacks Bite 1d10 or Claw  Bite 1d10 or Claw  Bite 2d6 or Claw  Bite 4d6 or Claw
1d6 1d6 1d8 3d6

THACO 16 [+3] 15 [+4] 13 [+6] 13 [+6]
MV  Move 120’ (40’) Fly 360’ (120°) (Average)
SV  Saves

D Death 10 8 8 6

W  Wand 11 9 9 7

P Paralysis 12 10 10 8

B Breath 13 10 10 8

S Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral

XP  Experience 175 450 900 1,100
Special Abilities

Fire Breath 120-ft. line, 2d10 fire damage, Breath DC halves damage, usable once every 1d4
rounds.

Fire Creature inflicts an extra 1d6 fire damage with each successful bite and claw attack.

Regeneration You are difficult to kill. You heal damage at 5 points per round, but you cannot die

as long as your regeneration is still functioning (although you still fall unconscious
when their hit points are below 0). During this round, you cannot heal any damage
and can die normally. Attack forms that don’t deal hit point damage are not healed
by regeneration. Regeneration also does not restore hit points lost from starvation,
thirst, or suffocation. You can regrow lost portions of you body and can reattach
severed limbs or body parts if they are brought together within 1 hour of severing.
Severed parts that are not reattached wither and die normally.
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Agathlon (Leonal)$.? ¢ @x

X} Low . Moderate - Advanced

9 Environment Any Land (Nirvana)

Rare

Soldier / Elite
Solitary, Pair, or Pride (3-8x)
Standard

AC  Armor Class 5 [14] 5 [14] 4 [15] 3 [16]
HD Hit Dice 3 5 5 6
ATT Attacks Bite 1d6 or Claw Bite 1d8 or Claw Bite 2d6 or Claw  Bite 3d6 or Claw
1d4 1d6 1d8 2d6

THACO 17 [+2] 15 [+4] 15 [+4] 14 [+5]
MV Move 180’ (60’)
SV Saves

D Death 10 10 8 8

W Wand 11 11 9 9

P Paralysis 12 12 10 10

B Breath 13 13 10 10

S Spell 14 14 12 12

U Unified 12 12 10 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 175 275 450 900

Special Abilities

Roar Up to three times per day, this creature can emit a powerful roar as a standard

action. Each roar affects a 60-foot cone; non-good creatures in that area must make
a Death save or be Deafened. Separately, creatures in this area suffer 2d6 points of
sonic damage (separate save negates). This is a sonic effect.

n




Agathion (Silvanshee) &:¢ ¢ @)%

Low Moderate Advanced

? Environment Any Land (Nirvana)

Skirmisher / Minion

Solitary, Pair, or Clowder (3-10x)

Standard

r| Treasure

AC  Armor Class °) [10] 9 [10] 7 [12] 7 [12]
HD  Hit Dice 1 3 3 5
ATT Attacks Bite 1d4 or Claw Bite 1d6 or Claw Bite 1d8 or Claw  Bite 2d6 or Claw
1d3 1d4 1d6 2d4
THACO 19 [0] 17 [+2] 17 [+2] 15 [+4]
MV Move 90’ (30’) Fly 270’ (90’) (Good)
SV  Saves
D Death 12 12 10 10
W  Wand 13 13 11 11
P Paralysis 14 14 12 12
B Breath 15 15 13 13
S Spell 16 16 14 14
U Unified 14 14 12 12
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 10 30 175 275
Special Abilities
Cat’s Luck Once per day as a standard action, creature may grant one ally within 30 feet a +1

luck bonus on all its saving throws for 10 minutes.

Heroic Strength Once per day, a silvanshee can grant itself a +8 enhancement bonus to Strength for
one minute.

Spectral Mist This creature can assume an eerie, mist-like form roughly the size and shape of a
cat. This ability has the same effect as a gaseous form spell, except the silvanshee
retains its own abilities and can move at its normal speed. It can remain in mist form
up to 5 minutes per day. This duration does not have to be consecutive, but it must
be used in 1-minute increments.
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Agathion (Vulpinal)

Low

9 Environment

E Role

£} # Encountered

g
Treasure

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move

SV  Saves

Death
Wand
Paralysis
Breath
Spell
Unified
ML Morale

AL  Alignment
XP  Experience

COWTED

39

Bite 1d4 or Claw

1d3

7 [12]
3

17 [+2]

10
11
12
13
14
12

75

Moderate
Any Land (Nirva

Rare

‘:::‘ e )/*

Advanced

na)

Skirmisher / Normal

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

Standard
6 [13] 5[14]
4 5
Bite 1d6 or Claw Bite 1d6 or Claw
1d4 1d4
16 [+3] 15 [+4]
90’ (307)
10 8
11 O
12 10
13 10
14 12
12 10
8 8
Neutral
17 -
Special Abilities

5 [14]
5

Bite 1d8 or Claw
1d6

15 [+4]



Ahuizotl

Low

Moderate Advanced

i rm Lakes, Rivers, or Swamps
9 Environment Wa akes, , o)

Rare
Skirmisher / Normal
Solitary
Standard

AC  Armor Class 7 []_2] 7 [12] 6 [13] 6 [13]
HD  Hit Dice 3+3 5+5 6+6 7+ 7
ATT Attacks Bite 1d6 or Claw Bite 1d8 or Claw Bite 1d10 or Claw Bite 2d6 or Claw
1d4 1d6 1d8 1d10

THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV Move 90’ (30’) Swim 150’ (507)
SV  Saves

D Death 10 10 8 6

W Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML  Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 12 - - -

Special Abilities

Voice Mimicry An ahuizotl can perfectly mimic the sound of humanoid sobbing and can even

attempt to mimic voices it has heard.
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Low Moderate Advanced

9 Environment Any

Uncommon
Soldier / Elite
Solitary
None

AC  AmorClss 4 [15] 4 (15 4 (15 3 [16]
HD Hit Dice 5+5 9+9 0+9 14 + 14
ATT Attacks Claw 1d6 or Wing  Claw 1d6 or Wing  Claw 1d8 or Wing Claw 3d6 or Wing
Slam 1d6 or Body  Slam 1d6 or Body  Slam 1d8 or Body Slam 3d6 or Body
Slam 2d6 Slam 2d6 Slam 2d8 Slam 4d8
THACO 15 [+4] 12 [+7] 10 [+9] 9 [+10]
MV Move Fly 120’ (40’) (Perfect)
SV Saves
D Death 10 6 2 2
W  Wand 11 74 3 2
P  Paralysis 12 8 4 2
B Breath 13 8 3 2
S Spell 14 10 6 4
U Unified 12 8 4 2
ML Morale 11 11 11 11
AL  Alignment Lawful
XP  Experience 350 1,100 2,000 2,000
Special Abilities
Soul Steal An akaruzug can attempt to draw additional soul energy into it. One victim within

melee range must succeed in a Death save or suffer 2d8 psychic damage.

(0]




Moderate Advanced

9 Environment Any

Lusker / Minion

Solitary, Pair, or Pack (3-30x)

Standard

r| Treasure

AC  AmorClass 9 [10] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 2 4 5 7
ATT Attacks Bite 1d6 or Tentacle Bite 1d8 or Tentacle Bite 1d8 or Bite 2d6 or
1d3 1d6 Tentacle 1d4 Tentacle 1d6

THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 120’ (40’) Climb 60’ (20’)
SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML  Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 20 175 45 -

Special Abilities

Void Bite Akatas hold hundreds of invisibly small larval young within their mouths, spreading

these parasitic creatures to hosts through their bite. Only humanoids make suitable
hosts for akata young - all other creature types are immune to this parasitic infection.
The disease itself is known as void death. Disease: Void Death: Bite - injury; save
Death; onset 1 hour; frequency 1/day; effect 1d2 Dexterity and 1d2 Constitution
damage; an infected creature who dies rises as a void zombie 2d4 hours later; cure 2
consecutive saves.
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9 Environment

o%
“ # Encountered

Low Moderate Advanced

Cold Lakes, Plains, or Oceans

Rare
Soldier / Normal
Solitary

None

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Shore Swarming

Snow Vision
Snow Walking

Swallow Whole

38

4 [15] 3 [16] 3 [16] 2 [17]
5+5 6+6 8+8 9+9
Bite 2d8 Bite 3d8 Bite 4d8 Bite 4d8
15 [+4] 14 [+5] 12 [+7] 12 [+7]
120’ (40’) Swim 180’ (60’)

10 8 6 4
11 9 7 5
12 10 8 6
13 10 8 5
14 12 10 8
12 10 8 6
8 8 8 8

Neutral
350 650 1,100 1,35

Special Abilities
An akhlut automatically transforms into an orca whenever it is fully immersed in water,
losing its legs and fur. Likewise, when an akhlut emerges from the water, it automatically
transforms into its wolf-orca hybrid form. If an akhlut moves from water to land (or vice
versa) on the round before initiating combat, it gains a +8 bonus on its initiative check. This
initial attack resolves as a charge. An akhlut has the same statistics in both forms.

An akhlut can see perfectly well in snowy conditions.

An akhlut can walk on snow or thin sheets of ice as though affected by water walk. It
only leaves a trail on such surfaces when it wants to.

The creature makes one bite Attack as a full-round action against a victim it has struck successfully the round
prior. If the Attack hits, the target is swallowed. The swallowed target is Blinded and Restrained, it has total
cover against attacks and other Effects outside the creature, and it takes cold damage at the start of each of the
creature’s turns. The creature can have only one target swallowed at a time. If the creature dies, a swallowed
creature is no longer Restrained by it and can escape from the corpse using 5 feet of Movement, exiting prone.
Swallowed creatures take damage each round equal to 1/4 this creature’s weakest normal melee attack until
they escape; escaping requires cutting your way out (AC as creature; stomach has HP equal to 1/4 the creatures’
total HP max).




Low

Moderate Advanced

9 Environment Any

Skirmisher / Normal

Solitary, Pair, or Haunt (3-6x)

= .
Treasure Incidental

B ) =

AC  Armor Class °) [10] 9 [10] 7 [12] 7 [12]
HD  Hit Dice 3 5 6 7
ATT Attacks Incorporeal Touch  Incorporeal Touch  Incorporeal Touch Incorporeal Touch
1d6 1d8 1d10 2d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move Fly 90’ (30’) (Perfect) Walk 15’ (5’)
SV  Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale °) 9 9 9
AL  Alignment Chaotic
XP  Experience 75 275 650 900
Special Abilities
Madness Anyone targeting an allip with a thought detection, mind control, or telepathic effect
makes direct contact with its tortured mind and suffers 1d6 points of Constitution
damage.

Touch of Insanity The touch of an allip inflicts 1d4 Constitution damage (Wand save negates). A
successful critical hit inflicts 1d6 Constitution damage instead (save still negates).
With each successful attack, an allip regains 5 lost hit points.
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9 Environment

E‘ Role

£} # Encountered

U

* Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Magic Horn

90

Moderate Advanced

Temperate Hills, Plains, or Forests

Rare

Brute / Minion

Solitary
Incidental
9 [10] 9 [10] 8 [11] 7 [12]
2+2 4+4 5+5 7+7
Gore 2d4 Gore 2d6 Gore 2d8 Gore 2d10
18 [+1] 16 [+3] 15 [+4] 13 [+6]
90’ (30°) Burrow 30’ (10’)
12 10 8 8
13 11 9 9
14 12 10 10
15 13 10 10
16 14 12 12
14 12 10 10
8 8 8 8
Neutral
25 225 450 900

Special Abilities
While on the creature’s head, an almiraj’s horn is treated as a +1 weapon. Any living
creature slain by an almiraj’s gore attack immediately turns to stone (as if by the
flesh to stone spell, with no saving throw, and the creature is still dead). A severed
almiraj horn retains a wisp of its former magic, and counts as a weapon if used to
create a magical dagger or similar small piercing weapon.



9 Environment

£} # Encountered

Moderate Advanced

Temperate Forests or Fresh Water
Rare
Lurker / Minion
Solitary

None

AC  Armor Class
HD Hit Dice

ATT Attacks
THACO

MV  Move
SV Saves

D

W  Wand

P Paralysis
B Breath
S Spell

U Unified
ML Morale

AL  Alignment
XP  Experience

Implant

Numbing Slime

9 [10] 9 [10] 7 [12] 7 [12]
1 3 . 5

Bite 1d3 Bite 1d4 Bite 1d6 Bite 1d8
19 [0] 17 [+2] 17 [+2] 15 [+4]
30’ (10’) Swim 30’ (10’)

12 12 10 10
13 13 11 11
14 14 12 12

15 15 13 13
16 16 14 14
14 14 12 12

7 7 7 7
Chaotic

10 30 175 275
Special Abilities

As a full-round action, an alpluachra can crawl into the mouth of a helpless creature (no more than three size
categories larger than itself) and implant itself into the creature’s throat. Once implanted, anything that the
creature ingests is instead consumed by the alpluachra, including such substances as elixirs and potions or
ingested alchemical items, diseases, drugs, or poisons. Once the alpluachra is implanted, the host creature
begins suffering the effects of starvation and thirst. Due in part to its numbing slime, an implanted alpluachra is
difficult to detect. Each time the host creature ingests anything, it gains an automatic Perception check against
the alpluachra’s Stealth. After the newtlike fey is detected, it can be removed either by consuming at least half a
pound of salt or a gallon of salt water, by a remove disease spell cast on the host creature, or by treating the host
with a successful Heal check. When a Heal check made for this purpose fails by 5 or more, the host creature
takes 1d6 points of damage. If the host attempts to remove the alpluachra by eating salt or drinking salt water,
it must succeed at a Death save or become sickened for 1d8 hours from the reaction with the alpluachra. If the
alpluachra dies or becomes unconscious, it is immediately detected by the host creature, and can be removed
safely as a full-round action. While implanted, an alpluachra is considered helpless.

Any creature that deals damage to an alpluachra with a natural attack or an unarmed strike, comes into contact
with an alpluachra, or is host to an alpluachra must succeed at a Paralysis save or take a -4 penalty on all touch-
based checks, as well as other skill checks requiring tactile senses (i.e., any Dexterity-based check or skill) for 24
hours. A host creature that fails this saving throw takes the penalty to detect the alpluachra implanted inside it.
If the host creature succeeds at the saving throw, it can’t be affected by the same alpluachra’s numbing slime for
another 24 hours.
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Low

Moderate Advanced

9 Environment Temperate Forests

Rare

Controller / Normal
Solitary
Standard

B > )

AC  Armor Class 4 [15] 4 [15] 5 [14] 3 [16]

HD Hit Dice 5 6 8 10
ATT Attacks Vines 1d8 Vines 1d10 Vines 1d12 Vines 1d10

THACO 15 [+4] 14 [+5] 12 [+7] 11 [+8]
MV  Move 120° (40’)

SV  Saves
D Death 10 8 6 4
W Wand 11 9 7 5
P  Paralysis 12 10 8 6
B Breath 13 10 8 5
S Spell 14 12 10 8
U Unified 12 10 8 6

ML Morale 6 6 6 6

AL  Alignment Neutral

XP  Experience 275 650 1,100 1,350
Special Abilities

Bleed You can cause wounds that continue to bleed, inflicting additional 1d6 acid damage
each round at the start of the affected creature’s turn. This bleeding can be stopped
by a successful Heal skill check or through the application of any magical healing.

Calming A supernaturally sweet perfume that calms the nerves and blunts aggression
Fragrance constantly surrounds an alraune to a radius of 60 feet. Any creature in this area of
effect must make a Spell save at the start of its turn to avoid falling under the effects
of calm emotions (and not being able to attack this creature or cast spells against
it) for 1 round. Creatures that could be attracted to the alraune’s current apparent
gender take a -2 penalty on this save, while all other creatures gain a +2 bonus on
the save. This is a mind-affecting effect.

Feed An alraune’s roots can feed on a helpless or willing target. At the end of an hour

of feeding, the victim suffers 2d4 Constitution damage, and the alraune heals 3d6
points of damage.

n




Low Moderate Advanced

9 Environment Any

Brute / Normal

Solitary or Squad (3-4x)

v ]
Treasure None

AC  Armor Class 5 []_4] 5 [14] 6 [13] 4 [15]
HD  Hit Dice 4+ 4 5+5 7+ 7 8+ 8
ATT Attacks Slam 2d8 Slam 3d8 Slam 4d8 Slam 6d8
THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV  Move 90’ (30,)
SV  Saves

D Death 10 8 8 6

W Wand 11 9 9 7

P Paralysis 12 10 10 8

B Breath 13 10 10 8

S Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 225 450 900 1,100

Special Abilities
Paralysis The touch of an aluum paralyzes living creatures that fail a Paralysis save for 1d4
minutes.

Soul Shriek Every 1d4 rounds, the aluum’s enslaved souls may emit a keening wail in a 15-ft.

cone. Creatures in the cone take sonic damage and are stunned for 1 round. A
Paralysis save halves the damage and negates the stun effect. This is a sonic mind-
affecting effect.

q3
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Amoeba

Low

9 Environment

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Acid

al

(Giant) <

‘ Moderate

P o PRk

. Advanced

Any Land or Underground

Common

Lurker / Minion

Solitary or Colony (2-9x)

None

9 [10] 9 [10] 9 [10] 9 [10]

2 4 5 7
Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
18 [+1] 16 [+3] 15 [+4] 13 [+6]
30’ (10’) Climb 30’ (10’) Swim 60’ (20’)
12 10 8 8
13 11 9 9
14 12 10 10
15 13 10 10
16 14 12 12
14 12 10 10
9 9 9 9
Neutral
20 175 450 90
Special Abilities

The giant amoeba does 1d3 points of acid damage on its slam attack.



Amoeba Swarmee i & %

Low Moderate Advanced

Q Environment Any Land or Underground

Skirmisher / Minion

Solitary or Colony (2-5x)

v ]
Treasure None

AC  Armor Class °) [10] 9 [10] 8 [11] 9 [10]
HD  Hit Dice 2 4 5 7
ATT Attacks Swarm 1d6 Swarm 2d4 Swarm 3d6 Swarm 4d6
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10°) Climb 30’ (10’) Swim 60’ (20’)
SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale °) 9 9 9
AL  Alignment Neutral
XP  Experience 20 175 450 900

Special Abilities

Distraction You can nauseate creatures that you damage. Any living creature that takes damage

from you is nauseated for 1 round; a Spell save negates the effect.
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Amphisbaena %A /N @x

Low Moderate % Advanced

Q Environment Temperate Hills or Underground

Rare
Soldier / Normal
Solitary or Pack (2-5x)
Incidental

AC  Armor Class 8 []_]_] 8 [11] 6 [13] 6 [13]
HD Hit Dice 4+ 4 5+5 7+ 7 8+8
ATT Attacks Bite 1d8 Bite 2d6 Bite 2d6 Bite 3d6
THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV  Move 60’ (20°) Climb 60’ (20’) Swim 60’ (20’)
SV  Saves

D Death 10 8 8 6

W Wand 11 9 0] 7

P  Paralysis 12 10 10 8

B Breath 13 10 10 8

S Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 225 450 900 1,100

Special Abilities

Poison Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d3 Constitution

damage and 1d6 Poison damage; cure 1 save.
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Android

9 Environment Any

Soldier / Normal

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

Incidental

Moderate Advanced

r| Treasure

AC  Armor Class °) [10] 8 []_]_] 6 [13] 6 [13]
HD  Hit Dice 1 4 5 7
ATT Attacks Rapier 1d6 Rapier 1d6+2 Rapier 2d4+4 Rapier 2d6+6
THACO 19 [O] 16 [+3] 15 [+4] 13 [+6]
MV  Move o0’ (30’)

SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10

ML Morale 7 7 7 7

AL  Alignment Neutral

XP  Experience 10 175 450 900
Special Abilities

Constructed For the purposes of effects targeting creatures by type (such as a ranger’s favored
enemy and bane weapons), androids count both as humanoids and as constructs.
Androids gain a +4 racial bonus on all saving throws against mind-affecting effects,
paralysis, poison, and stun effects. They are not subject to fatigue or exhaustion, and
are immune to disease and sleep effects.

Emotionless Androids can never gain morale bonuses and are immune to fear effects and
emotion effects. They have problems processing emotions properly, and thus suffer
a -4 penalty on checks made to sense the emotions of other creatures.

Nanite Surge An android’s body is infused with nanites. Once per day as an immediate action, an
android can cause her nanites to surge, granting her a bonus on any one d20 roll
equal to her Hit Dice; this ability must be activated before the roll is made. When an
android uses this power, her circuitry-tattoos glow with light equivalent to that of a
torch for 1 round.
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Low Moderate

Q Environment Any Oceans or Coastlines

®' Role Lurker / Minion
#* # Encountered Solitary, Pair, or Cluster (2-10x)

Incidental

AC  Armor Class °) []_O] °) [10] 9 [10] 9 [10]
HD  Hit Dice 2 4 5 7

ATT Attacks Tentacles 1d3 Tentacles 1d4 Tentacles 2d4 Tentacles 2d6
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV  Move 15’ ( 5’)

g
Treasure

SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10

ML  Morale 6 6 6 6

AL  Alignment Neutral

XP  Experience 20 175 450 900
Special Abilities

Swallow Whole The creature makes one bite Attack as a full-round action against a victim it has
struck successfully the round prior. If the Attack hits, the target is swallowed. The
swallowed target is Blinded and Restrained, it has total cover against attacks and
other Effects outside the creature, and it takes cold damage at the start of each of
the creature’s turns. The creature can have only one target swallowed at a time. If
the creature dies, a swallowed creature is no longer Restrained by it and can escape
from the corpse using 5 feet of Movement, exiting prone. Swallowed creatures take
damage each round equal to 1/4 this creature’s weakest normal melee attack until
they escape; escaping requires cutting your way out (AC as creature; stomach has
HP equal to 1/4 the creatures’ total HP max).

(o J



Anemone (Coffin) ¢ =

Low Moderate Advanced

Q Environment Any Oceans or Coastlines

Lusker / Minion

Solitary, Pair, or Cluster (2-10x)

' Treasure Incidental

AC  Armor Class °) [10] °) []_O] °) [10] °) [10]
HD  Hit Dice 3 4 6 7
ATT Attacks Tentacles 1d4 Tentacles 1d6 Tentacles 2d4 Tentacles 2d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 15’ (5’)
SV  Saves

D Death 10 10 8 8

W Wand 11 11 9 9

P Paralysis 12 12 10 10

B Breath 13 13 10 10

S  Spell 14 14 12 12

U Unified 12 12 10 10
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities

Poison Tentacle - injury; save Death; frequency 1/round for 6 rounds; effect 1d4 Dexterity

damage and 1d4 Poison damage; cure 1 save.
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Low

9 Environment

Q Rarity

U

* Treasure

AC  Armor Class °) []_O]

HD  Hit Dice 1

ATT Attacks Tentacles 1d3

THACO 19 [O]

MV  Move

SV Saves
D Death 12
W Wand 13
P Paralysis 14
B Breath 15
S Spell 16
U Unified 14

ML Morale 6

AL  Alignment

XP  Experience 10

50

Moderate

Advanced

Any Oceans or Coastlines

Common

Lurker / Minion

Solitary, Pair, or Cluster (2-10x)

Incidental

9 [10] 9 [10]
4 5
Tentacles 1d4 Tentacles 1d6
16 [+3] 15 [+4]
15’ (57)
10 8
11 9
12 10
13 10
14 12
12 10
6 6
N
175 45
Special Abilities

8 [11]
7

Tentacles 2d4

13 [+6]

8
9
10
10

12
10

6



9 Environment

Q Rarity

£} # Encountered

g

* Treasure

Low

AC  Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Amorphous

9 [10]

1

Tentacles 1d8

19 [O]

12
13
14
15
16
14
6

10

squeezing.

Moderate

Rare

Lurker / Minion

Solitary, Pair, or Cluster (2-10x)

Incidental
9 [10] 9 [10]
4 5
Tentacles 1d10 Tentacles 2d6
16 [+3] 15 [+4]
15 (57)
10 8
11 9
12 10
13 10
14 12
12 10
6 6
Neutral
175 450

Special Abilities
Your body is malleable and shapeless. You are immune to precision damage
(like sneak attacks) and critical hits, and can move through an area as small as
one-quarter of your space without squeezing or one eighth of your space when

Advanced

Any Oceans or Coastlines

9 [10]
7

Tentacles 3d6

13 [+6]

8
9
10
10

12
10

6

900

51



>} Low ‘ Moderate ' Advanced
T P — Any Oceans or Coastlines

Lurker / Minion
Solitary, Pair, or Cluster (2-10x)

¢ Treasure Incidental
AC  Armor Class °) []_O] 9 []_O] 9 [10] 9 [10]
HD  Hit Dice 5 6 8 10
ATT Attacks Tentacles 2d6 Tentacles 4d4 Tentacles 3d6 Tentacles 3d8
THACO 15 [+4] 14 [+5] 12 [+7] 11 [+8]
MV  Move 15’ (5,)
SV  Saves
D Death 10 8 6 4
W Wand 11 9 7 5
P  Paralysis 12 10 8 6
B Breath 13 10 8 5
S Spell 14 12 10 8
U Unified 12 10 8 6
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 275 650 1,100 1,350
Special Abilities

52



Low Moderate Advanced

Q Environment Any Oceans or Coastlines

Lusker / Minion
Solitary, Pair, or Cluster (2-10x)

g Incidental

* Treasure

AC  Armor Class °) [10] 9 [10] 9 [10] 9 [10]
HD  Hit Dice 3 5 6 7/
ATT Attacks Tentacles 2d6 Tentacles 4d4 Tentacles 3d6 Tentacles 4d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move 15’ (5’)
SV Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 75 275 650 900
Special Abilities
Amorphous Your body is malleable and shapeless. You are immune to precision damage

(like sneak attacks) and critical hits, and can move through an area as small as
one-quarter of your space without squeezing or one eighth of your space when
squeezing.

Poison Tentacle- injury; save Death; frequency 1/round for 6 rounds; effect 1d2 Dexterity
damage; cure 2 consecutive saves.
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Low Moderate Advanced
Q Environment Any Oceans or Coastlines

Lurker / Minion
Solitary, Pair, or Cluster (2-10x)

¢ Treasure Incidental
AC  Armor Class °) []_O] °) []_O] °) []_O] ®) [10]
HD  Hit Dice 4 5 ] 8
ATT Attacks Tentacles 1d10 Tentacles 2d6 Tentacles 3d6 Tentacles 4d6
THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV  Move 15’ (5’)
SV  Saves
D Death 10 8 8 6
W Wand 11 9 9 7
P  Paralysis 12 10 10 8
B Breath 13 10 10 8
S  Spell 14 12 12 10
U Unified 12 10 10 8
ML  Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 175 450 900 1,100
Special Abilities

59



Angazhani
Low

Moderate Advanced

9 Environment Warm Jungle

Uncommon
Brute / Normal
Solitary, Tribe, or Empire

Treasure Standard

AC  Armor Class 6 [13] 6 [13] 6 [13] 3 [16]
HD  Hit Dice 3+3 5+5 6+6 7+ 7
ATT Attacks Throwing Axe 1d6  Throwing Axe 1d6  Throwing Axe Throwing Axe
or Bite 1d6 or Claw or Bite 1d8 or Claw 1d6+4 or Bite 1d8+6 or Bite 2d6
1d4 1d6 1d10 or Claw 1d8 or Claw 1d10
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move o0’ (30’)
SV Saves
D Death 10 10 8 6
W  Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Chaotic
XP  Experience 125 350 650 90
Special Abilities

See Invisibility You can See Invisibility as a constant ability.
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9 Environment

E Role

o%

“ # Encountered
g

Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Change Shape
Protective Aura

Truespeech

Uncanny Dodge

56

e

| Low

. Moderate . Advanced
Planar (Any Good-Aligned)

Rare
Leader / Elite
Solitary, Pair, or Squad (3-6x)

Double
4 [15] 4 [15] 4 [15] 2 [17]
3 4 5 5
Warhammer 1d8/  Warhammer Warhammer Warhammer
x3 or Slam 1d3 1d8+2/x3 or Slam  1d8+4/x3 or Slam 1d10+8/x3 or
1d4 1d6 Slam 1d8
17 [+2] 16 [+3] 15 [+4] 15 [+4]
150" (50°) Fly 300’ (100°) (Good)
10 10 8 8
11 11 9 9
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10
8 8 8 8
Neutral
75 175 450 650

Special Abilities
Can change own shape, per the illusory disguise spell, at will.
Creatures of opposing alignment to this creature must attempt a Spell save each
time they wish to attack this creature; failure means they cannot attack.
All angels can speak with any creature that has a language, as though using a
tongues spell (caster level 7). This ability is always active.
You can react to danger before your senses would normally allow you to do so. You
cannot be caught by surprise.




Angel (Balisse) @ &8 @x

9 Environment

AC Armor Class
HD Hit Dice

ATT Attacks
THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Brand of the
Impertinent

Protective Aura

Low

Moderate Advanced
Planar (any Good-aligned)

Rare
Soldier / Elite
Solitary
Double
7 [12] 7 [12] 6 [13] 5 [14]
3 3 5 5
Flaming Heavy Flaming Heavy Flaming Heavy Flaming Heavy
Mace 1d8 Mace 1d8+4 Mace 1d8+6 Mace 2d6+6
17 [+2] 17 [+2] 15 [+4] 15 [+4]
120’ (40°) Fly 180’ (60’) (Good)
12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
8 8 8 8
Neutral
30 175 275 450

Special Abilities
Three times per day, a balisse angel can brand a judged individual within 30 feet.
The target must succeed at a Spell save or be branded with a painless, glowing icon
on its chest-usually the holy symbol of the deity or empyreal lord the balisse angel
serves. This brand lasts for 6 days. Anyone who attacks the branded target gains a
+4 bonus weapon attack and damage rolls.

Creatures of opposing alignment to this creature must attempt a Spell save each
time they wish to attack this creature; failure means they cannot attack.
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“ Angel (Cassisian) %2 &8 9@«

| Low . Moderate . Advanced

Q Environment Planar (any Good-aligned)

Rare
Controller / Normal
Solitary, Pair, or Squad (3-6x)
None

B > )

AC  Armor Class 9 [10] 9 [10] 7 (12] 7 [12]
HD  Hit Dice 1 3 3 5
ATT Attacks Slam -2 1d3 Slam +0 1d4 Slam +1 1d6 Slam +2 2d4

THACO 19 [0] 17 [+2] 17 [+2] 15 [+4]

MV  Move Fly 180" (60’) (Perfect)
SV  Saves

D Death 12 12 10 10

W  Wand 13 13 11 11

P Paralysis 14 14 12 12

B Breath 15 15 13 13

S Spell 16 16 14 14

U Unified 14 14 12 12
ML Morale 8 8 8 8
AL  Alignment Neutral

XP  Experience 10 30 175 275

Special Abilities
Breath Weapon 15t line, 1d6 cold or 1d6 fire, Breath save halves damage, once every 1d4 rounds.

Change Shape You have the ability to assume the appearance of a specific creature or type of
creature (usually a humanoid), but retains most of your own physical qualities. You
cannot change shape to a form more than one size category smaller or larger than
your original form. This ability functions as a polymorph spell, but you do not adjust
your ability scores (although you gain any other abilities of the creature you mimic).
Unless otherwise stated, you can remain in an alternate form indefinitely.

Perfect Memory Though they are not particularly intelligent, cassisians have perfect memories and
remember everything they see or hear. They can faultlessly recite conversations they
heard hundreds of years before. They also have the power to erase portions of their
own memories, which they do (usually under orders from superior angels) to protect
sensitive information.

Truespeech All angels can speak with any creature that has a language, as though using a
tongues spell (caster level 7). This ability is always active.
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Angel (Choral)

9 Environment

0%

i* # Encountered
g

Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Countersong

Harmonize

Piercing Hymn

Protective Aura

. Low

‘ Moderate Advanced
Planar (any Good-aligned)

Rare
Artillery / Normal
Solitary, Duet, or Ensemble (3-8x)
Standard

7 [12] 8 [11] 6 [13] 6 [13]
3 3 L 5

Slam 1d3 Slam 1d4 Slam 1d6 Slam 2d4
17 [+2] 17 [+2] 16 [+3] 15 [+4]
120’ (40’) Fly 180’ (60°) (Good)

12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
8 8 8 8
Neutral

30 75 175 450
Special Abilities

A choral angel can counter magic effects that depend on sound. This ability
functions as the bard ability of the same name.

When choral angels work together, they can use their complementary voices to
create mystical harmonies. Two or more choral angels within 60 feet of one another
can use calm emotions as a spelllike ability, four or more choral angels can use
paralyze, and six or more choral angels can use charm. All angels involved use an
action to do so.

As a standard action, a choral angel can launch a concentrated blast of sonic energy
from its mouth. This attack has a range of 90 feet with no range increment. Any
creature struck by a choral angel’s piercing hymn must succeed at a Spell save or be
deafened for 1d4 minutes.

Creatures of opposing alignment to this creature must attempt a Spell save each
time they wish to attack this creature; failure means they cannot attack.
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Angel (Iophamte) i @

9 Environment

o%
“ # Encountered
Treasure

(O

N/  \ 4

*| Moderate > Advanced < Elite
Any (Heaven)

Rare

Controller / Elite

Solitary, Pair, or Squad (3-8x)
Standard

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Burn

Protective Aura

Radiance
Shield Form

Truespeech

Vulnerability to
Cold

60

8 [11] 8 [11] 8 [11] 6 [13]
3 3 < 5

Blade 1d8 Blade 2d6 Blade 2d6 Blade 3d6
17 [+2] 17 [+2] 16 [+3] 15 [+4]
Fly 120’ (40°) (Perfect)

12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
8 8 8 8
Lawful

30 75 175 450
Special Abilities

You deal 1d6 fire damage in addition to damage dealt on a successful hit in melee. Those affected by the burn ability must
also succeed on a Breath save or catch fire, taking 1d6 damage for an additional 1d4 rounds at the start of its turn. A burning
creature can attempt a new save as a full-round action. Dropping and rolling on the ground grants a +4 bonus on this save.
Creatures that hit a burning creature with natural weapons or unarmed attacks take fire damage as though hit by the burning
creature and must make a Breath save to avoid catching on fire.

Creatures of opposing alignment to this creature must attempt a Spell save each time they wish to attack this
creature; failure means they cannot attack.

Creature glows with the light of a candle; can suppress or activate at will.

Once per day, an iophanite can transform into a +1 spiked light steel shield sized for a Small or Medium
creature. An iophanite cannot communicate or use any of its other abilities while in this form. Once

it transforms, it cannot change back for 24 hours, though the spell Break Enchantment can end the
transformation early. An iophanite regains its full hit points when it shifts back into its normal form. If the shield
is destroyed, the iophanite is killed.

All angels can speak with any creature that has a language, as though using a tongues spell (caster level 7). This
ability is always active.

You take half again as much (+50%) damage as normal from Cold, regardless of whether a saving throw is
allowed, or if the save is a success or failure




Low

Moderate Advanced

Q Environment Planar (any Good-aligned)

Soldier / Eit

i* # Encountered Solitary, Pair, or Squad (3-6x)
Double

AC  Armor Class 5 [14] 5 [14] 4 [15] 3 [16]
HD  Hit Dice 3 5 5 6
ATT Attacks Morningstar 1d6 Morningstar 1d6+2 Morningstar Morningstar
1d8+4 1d10+6
THACO 17 [+2] 15 [+4] 15 [+4] 14 [+5]
MV Move 120’ (40’) Fly 270’ (90’) (Good)
SV Saves
D Death 10 10 8 8
W  Wand 11 11 9 9
P  Paralysis 12 12 10 10
B Breath 13 13 10 10
S  Spell 14 14 12 12
U Unified 12 12 10 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 175 275 450 900

Special Abilities
Protective Aura Creatures of opposing alignment to this creature must attempt a Spell save each
time they wish to attack this creature; failure means they cannot attack.

Solid Blow If a monadic deva strikes an opponent twice in 1 round with its mace, that creature
takes extra 1d6 bludgeoning damage.

Truespeech All angels can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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Low

Moderate Advanced

Q Environment Planar (any Good-aligned)
Rare

Leader / Normal

Solitr, air or Squad (3.6
Double

AC  Armor Class 6 [13] 6 [13] 5 [14] 4 [15]
HD Hit Dice 3 4 5 6
ATT Attacks Greatsword 1d8 Greatsword 2d6 Greatsword 2d8 Greatsword 3d8
THACO 17 [+2] 16 [+3] 15 [+4] 14 [+5]
MV Move 120’ (40’) Fly 180’ (60’) (Good)
SV  Saves

D Death 10 10 8 8

W  Wand 11 11 9 9

P Paralysis 12 12 10 10

B Breath 13 13 10 10

S Spell 14 14 12 12

U Unified 12 12 10 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 75 175 450 650

Special Abilities
Nature’s Animals and plant creatures do not willingly attack a movanic deva, though they
Pacifism can be forced to do so by magic. If the deva attacks a plant or animal, its protection
against that creature ends.

Protected Life Movanic devas are never harmed by enervation or necrotic damage inflicted as an
Force aspect of a plane in which they travel.

Protective Aura  Evil creatures must succeed in a Spell save in order to attack this creature.

Truespeech All angels can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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Angel (Planetar) @ &8 @x

9 Environment

£ # Encountered

Low Moderate Advanced

Planar (any Good-aligned plane)

Rare
Soldier / Elite
Solitary or Pair

Double

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Discern Lies
Protective Aura

Regeneration

True Seeing
Truespeech

3 [16] 3 [16] 3 [16] 2 [17]
3 L 5 5

Greatsword 1d8 or  Greatsword 3d6 or  Greatsword 3d6 or Greatsword 3d6 or
Slam 1d4 Slam 1d6 Slam 1d6 Slam 1d6

17 [+2] 16 [+3] 15 [+4] 15 [+4]
90’ (30°) Fly 270’ (90°) (Good)

10 10 8 8
11 11 9 9
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10
8 8 8 8

Neutral

75 175 450 65
Special Abilities

You can Discern Lies as a constant ability. Victims attempting to lie to you must succeed at a Wand
save with each lie; otherwise, you detect the falsehood.

Creatures of opposing alignment to this creature must attempt a Spell save each time they wish to
attack this creature; failure means they cannot attack.

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your
regeneration is still functioning (although you still fall unconscious when their hit points are below
0). During this round, you cannot heal any damage and can die normally. Attack forms that don't
deal hit point damage are not healed by regeneration. Regeneration also does not restore hit points
lost from starvation, thirst, or suffocation. You can regrow lost portions of you body and can reattach
severed limbs or body parts if they are brought together within 1 hour of severing. Severed parts that
are not reattached wither and die normally.

You see all things as they actually are, as per the spell True Seeing, as a constant ability.

This creature can speak with any creature that has a language, as though using a tongues spell. This
ability is always active.
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>} Moderate Advanced

Q Environment Planar (any Good-aligned plane)

Rare

Leader / Elite
Solitary or Pair
Double

AC  Armor Class 1 [18] 1 [18] 1 [18] 1 [18]
HD  Hit Dice 3 5 5 6

ATT Attacks Composite Composite Composite Composite
Longbow 1d8x3 Longbow 2d6x3 Longbow 2d6x3 Longbow 2d6,/x3
or Slam 1d4 or or Slam 1d6 or or Slam 1d6 or or Greatsword 3d6

Greatsword 2d6 Greatsword 3d6 Greatsword 3d6 or Slam 1d6
THACO 17 [+2] 15 [+4] 15 [+4] 14 [+5]
MV Move 105’ (35’) Fly 300’ (100’) (Good)

SV Saves
D Death 10 10 8 8
W  Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S  Spell 14 14 12 12
U Unified 12 12 10 10

ML Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 175 275 450 900
Special Abilities

Change Shape Can change own shape, per the illusory disguise spell, at will.

Discern Lies You can Discern Lies as a constant ability. Victims attempting to lie to you must succeed at a Wand save with each lie;
otherwise, you detect the falsehood.

Protective Aura Creatures of opposing alignment to this creature must attempt a Spell save each time they wish to attack this creature; failure
means they cannot attack.

Regeneraﬁon You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still
functioning (although you still fall unconscious when their hit points are below 0). During this round, you cannot heal any
damage and can die normally. Attack forms that don't deal hit point damage are not healed by regeneration. Regeneration
also does not restore hit points lost from starvation, thirst, or suffocation. You can regrow lost portions of you body and
can reattach severed limbs or body parts if they are brought together within 1 hour of severing. Severed parts that are not
reattached wither and die normally.

Slaying Arrow A solar's bow needs no ammunition, and automatically creates a disintegration bolt when drawn. Disintegration inflicts an
additional 4d8 points of electrical and acid damage upon a succesful hit; if this kills the victim, then the victim disintegrates,
leaving no corporeal form whatsoever.

True Seeing You see all things as they actually are, as per the spell True Seeing, as a constant ability.

B TruespeeCh This creature can speak with any creature that has a language, as though using a tongues spell. This ability is always active.



Anglerfish

9 Environment

0%

i* # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

9 [10]

1

Bite 2d6

19 [0]

12
13
14
15
16
14

10

Moderate
Any Aquatic

Common

+@

Advanced

Skirmisher / Minion

Solitary; Companion

None

9 [10] 8 [11]

1 1

Bite 3d6 Bite 3d6

19 [O] 19 [O]

Swim 120’ (407)

12 12

13 13

14 14

15 15

16 16

14 14

6 6

Neutral
45 90
Special Abilities

7 [12]
1

Bite 4d6

19 [O]

12
13
14
15
16
14

135

65



B

Animate Dream @ Q e

Low Moderate Advanced

¢ Environment Any (Ethereal Plane)

Rare
Lurker / Elite
Solitary
None

AC  Armor Class 6 [13] 7 [12] 5 [14] 5[14]
HD Hit Dice 3 4 5 6
ATT Attacks Incorporeal Touch  Incorporeal Touch  Incorporeal Touch Incorporeal Touch
3d6 6d6 6d8 10d8

THACO 17 [+2] 16 [+3] 15 [+4] 14 [+5]
MV Move Fly 120’ (40’) (Perfect)
SV Saves

D Death 10 10 8 8

W  Wand 11 11 9 9

P Paralysis 12 12 10 10

B Breath 13 13 10 10

S Spell 14 14 12 12

U Unified 12 12 10 10
ML  Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 75 175 450 650

Special Abilities

Nightmare Curse An animate dream's touch puts horrifying visions in the target's mind. Save Death;
effect 1d4 Wisdom damage and target is fatigued.

Telepathy You can mentally communicate with any other creature within 100 feet that has a
language. It is possible to address multiple creatures at once telepathically, although
maintaining a telepathic conversation with more than one creature at a time is just
as difficult as simultaneously speaking and listening to multiple people at the same
time.

()]




Low Moderate Advanced
9 Environment Loy

Rare

Brute / Elite

Solitary, Pair, or Group (3-12x)
Nore

AC  Armor Class 8 []_1] 8 [11] 7 [12] 7 [12]
HD  Hit Dice 6+6 8+ 8 9+9 10 + 10
ATT Attacks Slam 2d8 Slam 3d8 Slam 3d8 Slam 3d8
THACO 14 [+5] 12 [+7] 12 [+7] 11 [+8]
MV  Move 120° (40’)
SV  Saves

D Death 8 6 6 4

W Wand o) 7 7 5

P Paralysis 10 8 8 6

B Breath 10 8 8 5

S Spell 12 10 10 8

U Unified 10 8 8 6
ML  Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 650 900 1,100 1,350

Special Abilities
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< Animated Object (Gargantuan) & » @
g0 &,
Low Moderate Advanced
9 Environment T

Q Rarity

g
Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

6

(o

Rare
Brute / Elite

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

None
8 [11] 8 [11] 8 [11] 7 [12]
5+5 7+7 8+8 9+9
Slam 2d6 Slam 3d6 Slam 3d6 Slam 4d6
15 [+4] 13 [+6] 12 [+7] 12 [+7]
90’ (30°)
S 8 6 4
9 9 7 5
10 10 8 6
10 10 8 5
12 12 10 8
10 10 8 6
11 11 11 11
Neutral
450 900 1,100 1,350
Special Abilities



. o %9 . L
o O d
Animated Object (Huge) $,¢ Q L
Low Moderate Advanced
9 Environment Any

Rare

Brute / Normal
Solitary, Pair, or Group (3-12x)
Nore

AC  Armor Class 9 [10] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 4+ 4 6+6 7+ 7 S8+ 8
ATT Attacks Slam 1d8 Slam 2d6 Slam 2d6 Slam 3d6
THACO 16 [+3] 14 [+5] 13 [+6] 12 [+7]
MV  Move o)’ (30’)
SV  Saves

D Death 10 8 6 6

W  Wand 11 9 7 7

P Paralysis 12 10 8 8

B Breath 13 10 8 8

S Spell 14 12 10 10

U Unified 12 10 8 8
ML Morale 11 11 11 11
AL  Alignment Neutral
XP Experience 350 650 900 1,100

Special Abilities

69




7

Any

Moderate
9 Environment

Rare

Brute / Normal
Solitary, Pair, or Group (3-12x)
None

AC  Armor Class ®) []_O] ®) [10] 8 [11] 8 [11]
HD Hit Dice 3+3 5+5 6+6 7+ 7
ATT Attacks Slam 1d6 Slam 1d8 Slam 1d8 Slam 2d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move 9()’ (30’)
SV  Saves

D Death 10 10 8 6

W Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 125 350 650 900

Special Abilities

0]



Low Moderate Advanced
9 Environment Loy

Brute / Minion
&} # Encountered Solitary, Pair, or Group (3-12x)
None

AC  Armor Class °) [10] °) [10] 8 [11] 8 [11]
HD  Hit Dice 3+3 4+ 4 6+6 7+ 7
ATT Attacks Slam 1d4 Slam 1d6 Slam 1d6 Slam 1d8
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 90’ (30’)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S  Spell 14 14 12 10

U Unified 12 12 10 8
ML  Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 125 350 650 900

Special Abilities
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7

%
o o > \.‘.‘Sﬁr
Moderate Advanced

Any

Rare

Brute / Minion
Solitary, Pair, or Group (3-12x)
None

AC  Armor Class ®) []_O] ®) [10] 7 [12] 7 [12]
HD  Hit Dice 2+ 2 4+ 4 5+5 7+ 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d6
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV  Move 9()’ (30’)
SV  Saves
D Death 12 10 8 8
W Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 25 225 450 900
Special Abilities

n



Low Moderate Advanced
? Environment o

Rare

Brute / Minion
Solitary, Pair, or Group (3-12x)
Nore

AC  Armor Class 8 [11] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 1+1 4+ 4 5+5 7+ 7
ATT Attacks Slam 1d2 Slam 1d3 Slam 1d4 Slam 1d4+1
THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV  Move o)’ (30’)
SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 15 225 450 900
Special Abilities
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Low

Moderate Advanced

Q Environment Temperate or Warm Plains

Common

Brute / Normal
Solitary, Pair, or Nest (3-6x)
Incidental

AC  Armor Class 9 [10] 8 [11] 7 [12] 7 [12]
HD  Hit Dice 3+3 4+ 4 6+6 7+ 7
ATT Attacks Bite 1d8 Bite 2d6 Bite 2d6 Bite 3d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 9()’ (30’)
SV  Saves
D Death 10 10 8 8
W Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S Spell 14 14 12 12
U Unified 12 12 10 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 125 350 650 900
E Special Abilities
Acid Bite An Ankheg's bite does an additional 1d4 acid damage.
Spit Acid Line of acid, 30' long. Targets must save vs. Breath or suffer 3d6 acid damage

(halved with a successful save).
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9 Environment

0%

¢ # Encountered
g

Treasure

Low Moderate Advanced

Any (Primal Land of Fey)

Rare

Controller / Normal

Solitary
Standard

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Bleed

Cold Iron Killer
Shadow Doubles

5 [14] 4 [15] 4 [15] 2 [17]
3 3 5 5

Claw 1d4 or Wing  Claw 1d4 or Wing  Claw 1d6 or Wing Claw 2d6 or Wing
1d6 or Tail Slap 1d6 or Tail Slap 1d8 or Tail Slap 3d6 or Tail Slap
1d6 1d6 1d8 3d6

17 [+2] 17 [+2] 15 [+4] 15 [+4]
Fly 270’ (90°) (Perfect)

12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
7 7 7 7
Lawful

30 175 275 450
Special Abilities

You can cause wounds that continue to bleed, inflicting additional 1d6 acid damage each round at

the start of the affected creature's turn. This bleeding can be stopped by a successful Heal skill check
or through the application of any magical healing.

All of an ankou's natural weapons are treated as cold iron.

Once per day as an action, an ankou can conjure up to four shadowy duplicates, which appear
anywhere within 60 feet of the ankou and last a number of rounds equal to the ankou's Charisma
modifier. These shadow doubles are identical to the original in all respects except that when conjured
they have a number of hit points equal to 20% of the true ankou's total hit points. The doubles have
all of the true ankou's melee attacks and abilities, except they can't create more shadow doubles

or use the ankou's spell-like abilities except for deeper darkness. Any creature that interacts with a
shadow double can attempt a Spell save to disbelieve the duplicate. Against a creature that recognizes
a shadow double for what it is, the double functions as a shadow. Shadow doubles take double
damage from spells with the light descriptor. If the true ankou is slain, is rendered unconscious, or is
ever more than 120 feet from a shadow double, the duplicates instantly vanish.
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7

9 Environment

o%

“ # Encountered
g

Treasure

AC  Armor Class
HD  Hit Dice
ATT Attacks
THACO
MV  Move
SV Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified
ML Morale
AL  Alignment
XP  Experience
Cling
Consume

@

Low

Moderate Advanced
Any Tropical

Uncommon
Brute / Normal
Solitary, Pair, Patrol (3-6x), or Legion (7-16x)

None

7 [12]
6

Swarm 3d6
14 [+5]
90’ (30’)

6 [13]
7

Swarm 4d6

13 [+6]

7 [12]
6

Swarm 2d6

14 [+5]

6 [13]
3

Swarm 6d6

12 [+7]

8 8 6 6
9 9 7 7
10 10 8 8
10 10 8 8
12 12 10 10
10 10 8 8
6 6 6 6

Neutral

650
Special Abilities

If a creature leaves an army ant swarm's square, the swarm suffers 1d6 points of
damage to reflect the loss of its numbers as several of the crawling pests continue to
cling tenaciously to the victim. A creature with army ants clinging to him takes 2d6
points of damage at the end of his turn each round. As a full-round action, he can
remove the ants with a Paralysis save. High wind or any amount of damage from
an area effect destroys all clinging ants.

650 900 1,100

An army ant swarm can rapidly consume any creature it swarms over. Against
helpless or nauseated targets, an army ant swarm attack deals double damage.




Ant (Drone)

Low Moderate

Advanced

9 Environment Any

Soldier / Minion

£ # Encountered Solitary, Pair, Gang (3-6x), or Hive (7-18x plus others)
None

AC  Armor Class 8 []_1] 8 [11] 6 [13] 6 [13]
HD Hit Dice 2 4 5 7
ATT Attacks Bite 1d6 or Sting Bite 1d6 or Sting Bite 1d6 or Sting  Bite 1d8 or Sting
1d4 1d4 1d4 1d6

THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 150’ (50°) Climb 60’ (20’) Fly 90’ (30’) (Good)
SV Saves

D Death 12 10 8 8

W Wand 13 11 9 9

P  Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 20 175 450 90

Special Abilities

Poison Bite - injury; save Death; frequency 1/round for 4 rounds; effect 1d2 Strength

damage and 1d4 Poison damage; cure 1 save.
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9 Environment

E Role

o%

“ # Encountered
g

Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

78

None
9 [10] 9 [10] 8 [11]
2 4 5
Bite 1d6 or Sting Bite 1d6 or Sting Bite 1d6 or Sting
1d4 1d4 1d4
18 [+1] 16 [+3] 15 [+4]
150’ (50°) Climb 60’ (20’)
12 10 8
13 11 8]
14 12 10
15 13 10
16 14 12
14 12 10
6 6 6
Neutral
20 175 -
Special Abilities

Low

Moderate
Any

Common

Advanced

Soldier / Minion

Solitary, Pair, Gang (3-6x), or Hive (7-18x plus others)

7 [12]
7

Bite 1d8 or Sting
1d6

13 [+6]

8

9
10
10

12
10

6



Ant (Queen)

Low

9 Environment

g‘ Role

0%

i* # Encountered
g

Treasure

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

ML Morale

AL  Alignment
XP  Experience

None
7 [12] 7 [12] 6 [13]
2 5 6
Bite 1d8 or Sting Bite 1d8 or Sting Bite 1d8 or Sting
1d6 1d6 1d6
18 [+1] 15 [+4] 14 [+5]
30’ (10°)
12 10 8
13 11 0]
14 12 10
15 13 10
16 14 12
14 12 10
6 6 6
Neutral
20 275 65
Special Abilities

Moderate
Any

Uncommon

Advanced

Soldier / Normal

Solitary, Pair, Gang (3-6x), or Hive (7-18x plus others)

6 [13]
7

Bite 2d6 or Sting
1d8

13 [+6]

N0y ®WOI
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Ant (Worker)

9 Environment

E Role

o%

“ # Encountered
g

Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

80

None
9 [10] 9 [10] 7 [12]
2 4 5
Bite 1d6 Bite 1d6 Bite 1d6
18 [+1] 16 [+3] 15 [+4]
150’ (50’) Climb 60’ (20’)
12 10 8
13 11 9
14 12 10
15 13 10
16 14 12
14 12 10
6 6 6
Neutral
20 175 450
Special Abilities

Low

Moderate

Any

Common

Soldier / Minion

Advanced

Solitary, Pair, Gang (3-6x), or Hlve (7-18x plus others)

7 [12]
7

Bite 1d8

13 [+6]

8

9
10
10

12
10

6

900



Warm Deserts

Common

Brute / Normal
Solitary or Cloud (2-12x)
None

Low Moderate Advanced
9 Environment

AC  Armor Class 7 [12] 8 [11] 6 [13] 6 [13]
HD Hit Dice 4 5 7 8
ATT Attacks Bite 1d10 Bite 2d6 Bite 3d6 Bite 4d6
THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV Move 90’ (30’) Fly 180’ (60°) (Good)
SV  Saves
D Death 10 8 8 6
W Wand 11 9 9 7
P Paralysis 12 10 10 8
B Breath 13 10 10 8
S Spell 14 12 12 10
U Unified 12 10 10 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 175 450 900 1,100
Special Abilities
Sand Trap A giant ant lion can create a 60-foot-diameter, 20-foot-deep pit in any sand or

soft earth surface. Creating a sand trap takes 1 hour. A Perception check allows a
creature to realize such a depression in the sand is in fact a trap. Any creature that
steps into the trap slides to the center if it fails a Breath save-such victims take no
damage, but they do fall prone. A giant ant lion can make an attack of opportunity
against any creature that falls to the bottom of its sand trap. These creatures can
move across sand traps at their normal speed and are immune to the trap's effects.
Other creatures can navigate the trap's walls with a Climb check.
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8

“ Ant Lion (Giant) &2

| Low ' Moderate . Advanced

Q Environment Warm Deserts

Common
Soldier / Normal
Solitary or Nest (2-4x)
Incidental

AC  Armor Class 7 [12] 8 [11] 6 [13] 6 [13]
HD  Hit Dice 4 5 6 7/
ATT Attacks Bite 1d6 Bite 1d8 Bite 2d6 Bite 3d6
THACO 16 [+3] 15 [+4] 14 [+5] 13 [+6]
MV  Move 9()’ (30’)
SV  Saves
D Death 10 10 8 8
W  Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S Spell 14 14 12 12
U Unified 12 12 10 10
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 175 275 65 -
Special Abilities
Sand Trap A giant ant lion can create a 60-foot-diameter, 20-foot-deep pit in any sand or

soft earth surface. Creating a sand trap takes 1 hour. A Perception check allows a
creature to realize such a depression in the sand is in fact a trap. Any creature that
steps into the trap slides to the center if it fails a Breath save-such victims take no
damage, but they do fall prone. A giant ant lion can make an attack of opportunity
against any creature that falls to the bottom of its sand trap. These creatures can
move across sand traps at their normal speed and are immune to the trap's effects.
Other creatures can navigate the trap's walls with a Climb check.

n




Low

Moderate Advanced

9 Environment Any

Rare
Skirmisher / Elite
Solitary
None

AC  Armor Class 6 [13] 6 [13] 5 [14] 4 [15]
HD  Hit Dice 3 3 5 6
ATT Attacks Incorporeal Touch  Incorporeal Touch  Incorporeal Touch Incorporeal Touch
1d6 2d6 3d6 4d6
THACO 17 [+2] 17 [+2] 15 [+4] 14 [+5]
MV  Move Fly 180’ (60°) (Perfect)
SV Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P  Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 7 - - -
AL  Alignment Lawful
XP  Experience 10 - - -
Special Abilities
Touch of The touch of an aoandon causes maddening fear. As a standard action it can make
Madness an incorporeal touch attack that deals damage. Any living creature damaged by

an aoandon's touch attack must succeed at a Spell save or be confused for 1d4
rounds. A creature that succeeds at this saving throw can't be confused again by this
aoandon's touch of madness for 10 minutes. This is a mind-affecting fear effect.
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o%

“ # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

89

Bite 1d8 or Claw

1d6

9 [10]
3

17 [+2]

10
11
12
13
14
12

75

Moderate

Advanced

Warm Forests

Uncommon

Brute / Normal

Solitary, Pair, or Troop (3-6x)

Incidental
9 [10] 7 [12]
5 6
Bite 2d6 or Claw Bite 2d6 or Claw
1d8 1d8
15 [+4] 14 [+5]
90’ (307)
10 8
11 8]
12 10
13 10
14 12
12 10
5 5
Neutral
27 -
Special Abilities

7 [12]
7

Bite 3d6 or Claw
2d6

13 [+6]

Ul 0g 0K O



Ape (Gorilla) 2@ W

Low Moderate Advanced

Warm Forests

9 Environment

Uncommon

Brute / Normal

#* % Encountered Solitary, Pair, or Troop (3-6x)
Incidentl

AC  Armor Class °) [10] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 3 4 6 7
ATT Attacks Slam 1d6 Slam 1d8 Slam 1d8 Slam 2d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV Move 90’ (30’)
SV  Saves
D Death 10 10 8 6
W  Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 75 275 650 900
Special Abilities
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8

9

Advanced

Apostasy Wraith

Low Moderate

9 Environment Any

Rare
Skirmisher / Normal
Solitary, Pair, Gang (3-6x)
None

AC  Armor Class ®) []_O] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 4 5 6 7
ATT Attacks Incorporeal Touch  Incorporeal Touch  Incorporeal Touch Incorporeal Touch
1d6 1d8 2d6 3d6
THACO 16 [+3] 15 [+4] 14 [+5] 13 [+6]
MV  Move Fly 180° (60,) (Clumsy)
SV  Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML  Morale ) 9 9 9
AL  Alignment Chaotic
XP  Experience 175 275 65 -
Special Abilities
Energy Drain You sap a living opponent's vital energy automatically when your melee or ranged

attack hits. Each successful energy drain inflicts an additional 2d4 points of psychic
damage. If an attack that includes an energy drain scores a critical hit, it inflicts twice
this damage.

Rend Faith The victim must make a successful Spell save or be unable to use any divinely
granted special ability for 1 round.

()]




Moderate Advanced

9 Environment Tropical Forests

Rare
Controller / Normal

#* % Encountered Solitary or Colony (2-6x)

AC  Armor Class 7 [12] 7 [12] 6 [13] 5 [14]
HD  Hit Dice 4+ 4 5+5 6+6 8+8
ATT Attacks Bite 1d6 Bite 1d8 Bite 2d6 Bite 2d8
THACO 16 [+3] 15 [+4] 14 [+5] 12 [+7]
MV Move 150" (50°) Climb 90’ (30’)

SV  Saves

D Death 10 10 8 6

W Wand 11 11 9 7

P  Paralysis 12 12 10 8

B Breath 13 13 10 8

S  Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral

XP  Experience 125 350 650 90
Special Abilities

Change Shape An aranea can take the form of a Small or Medium humanoid or spider-humanoid hybrid. In humanoid form,
an aranea cannot use its bite, web, or poison. In spider-humanoid hybrid form, an aranea looks like a humanoid
with spidery fangs and spinnerets, with the latter typically located at the small of its back. The aranea retains its
bite attack, webs, and poison in this form, and can wield weapons and wear armor. When in humanoid or hybrid
form, an aranea's speed is 30 feet and it has no climb speed.

Poison Bite - injury; save Death; frequency 1/round for 4 rounds; effect 1d3 Strength damage and 1d6 Poison damage;
cure 1 save.
Web You can use webs to support yourself and up to one additional creature of the same size. In addition, you can

throw a web up to eight times per day. This is similar to an attack with a net but has a maximum range of 50
feet, with a range increment of 10 feet, and is effective against targets up to one size category larger than you.
An entangled creature can escape with a successful Dexterity check or burst the web with a Strength check.
Attempts to burst a web by those caught in it suffer a -4 penalty. Web spinners can create sheets of sticky
webbing up to three times their size. They usually position these sheets to snare flying creatures but can also

try to trap prey on the ground. Approaching creatures must succeed on a Perception check to notice a web;
otherwise they stumble into it and become trapped as though by a successful web attack. Attempts to escape or
burst the webbing gain a +5 bonus if the trapped creature has something to walk on or grab while pulling free. A
creature can move across its own web at its climb speed and can pinpoint the location of any creature touching
its web.
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Arcanotheign

9 Environment

o%
“ # Encountered
Treasure

Low

Moderate Advanced
Any (Extraplanar)

Rare
Controller / Solo
Solitary
Standard

AC
HD  Hit Dice
ATT Attacks

Armor Class

THACO

MV  Move
SV  Saves
D Death
W  Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale
AL  Alignment
XP  Experience
Always Armed
Change Shape

Eldritch Blast

Energy Channel
Aura
Incorporeal

Telepathy
8.

4 [15] 4 [15] 5 [14] 3 [16]
3 < 5 6

Eldritch Blast 4d4 or Eldritch Blast 4d4 or Eldritch Blast 4d6 or Eldritch Blast 8d6 or
Incorporeal Touch 4d4  Incorporeal Touch 4d4  Incorporeal Touch4d6 Incorporeal Touch 8d6

17 [+2] 16 [+3] 15 [+4] 14 [+5]
120’ (40’) Fly 180’ (60°) (Perfect)

10 10 8 8
11 11 9 9
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10
8 8 8 8

Neutral

125 450

Special Abilities

Heralds can summon their signature weapon as a standard action. If its herald doesn't have a signature weapon, it can

950 1,350

summon any nonmagical weapon as a standard action (including special materials); the weapon disappears if it leaves the
herald's grasp.

As an immediate action, the herald can take physical form, losing its incorporeal special quality and subtype and its deflection
bonus to AC, but gaining a Strength score of 20 and a natural armor bonus equal to its incorporeal deflection bonus.

The herald chooses an additional effect for its eldritch blasts each round (save negates). A creature that fails its saves against
both blasts in the same round suffers an increased effect. Dement (WAnd): The creature is confused for 1 minute. Increased
effect: The creature goes insane (as insanity). Displace (Paralysis): The creature teleports (as dimension door) 5 feet in a
random horizontal direction at the end of its turn each round for the next 10 rounds. Increased effect: The creature is affected
by maze. Ignite (Breath): The creature takes 2d6 points of fire damage. Increased effect: The creature catches on fire.

On its turn, the herald can channel energy (Breath save halves) to deal 2d6 points of acid, cold, electricity, or fire damage to
each creature within 20’.

You have no physical body. You can be harmed only by other incorporeal creatures, magic weapons, and spells, spell-like
abilites, or supernatural abilities.. You are immune to all nonmagical attack forms. Corporeal spells and effects that do not
cause damage only have a 50% chance of affecting you. Force spells and effects, such as from a magic missile, affect you
normally.

You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people at the same time.



Archon (Harbinger) £.: @ >/ %

*| Low ‘ Moderate . Advanced
Any (Heaven)

9 Environment

Skirmisher / Normal

#* # Encountered Solitary, Pair, or Constellation (3-12x)
None

AC  Armor Class 8 []_1] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 9 3 4 5

ATT Attacks Blades 1d4 Blades 1d4 Blades 1d6 Blades 1d8

THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]

MV Move Fly 150’ (50°) (Perfect), Teleport

SV  Saves
D Death 12 10 10 8
W Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10

ML Morale 8 8 8 8

AL  Alignment Lawful

XP  Experience 30 75 175 450
Special Abilities

Aura of Menace  Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related to this
creautre while within this range.

Blades A harbinger can extend blades from its body to strike with as primary natural attacks. These
blades possess a +1 enhancement bonus on attack and damage rolls, and are treated as
both magic and good-aligned for the purposes of penetrating damage reduction.

Disassemble A harbinger can break apart into its components. This is treated as gaseous form, except
the archon retains its full flight speed, and cannot fit through gaps smaller than 1 inch in
diameter. Reforming into an orrery is a standard action.

Teleport Archons can use teleport at will, as the spell (caster level 14th), except that the creature can
transport only itself and up to 50 pounds of carried objects.

Truespeech This creature can speak with any creature that has a language, as though using a tongues
spell. This ability is always active.

Wrath Once per minute, a harbinger archon can emit a blast of energy that deals 2d8 force
damage to adjacent creatures. A Breath save halves this damage. The harbinger can choose
to omit any target from this blast that it desires, damaging only those foes it chooses.
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Archon (Hound)

9 Environment

o%

“ # Encountered
g

Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Aura of Menace

Change Shape

Teleport

Truespeech

g0

R

Moderate Advanced
Any (Heaven)

Low

Rare
Brute / Normal
Solitary, Pair, or Squad (3-5x)
Standard

8 [11] 8 [11] 6 [13] 6 [13]
3 3 5 5

Greatsword 2d6 or  Greatsword 2d8 or  Greatsword 2d10  Greatsword 3d10
Bite 1d8 or Slam Bite 1d10 or Slam  or Bite 2d6 or or Bite 2d8 or

1d4 1d6 Slam 1d8 Slam 1d10
17 [+2] 17 [+2] 15 [+4] 15 [+4]
120’ (40’) , Teleport
12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
8 8 8 8
Lawful
30 175 275 450

Special Abilities
Creatures within 30" must save vs. Spell or suffer -2 to attack rolls and saves related
to this creautre while within this range.
A hound archon can assume any canine form of Small to Large size. While in
canine form, the hound archon loses its bite, slam, and greatsword attacks, but gains
the bite attack of the form it chooses. For the purposes of this ability, canines include
any dog-like or wolf-like creature of the animal type.

Archons can use teleport at will, as the spell (caster level 14th), except that the
creature can transport only itself and up to 50 pounds of carried objects.

This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.




Archon (Lantern) £? ® @«

Low Moderate Advanced
Any (Heaven)

9 Environment

Rare

Artillery / Minion
Solitary, Pair, or Squad (3-6x)
None

AC  Armor Class °) [10] °) [10] 7 [12] 6 [13]
HD  Hit Dice 1 3 3 5
ATT Attacks Light Ray 1d6 Light Ray 1d8 Light Ray 2d6 Light Ray 3d6
THACO 19 [0] 17 [+2] 17 [+2] 15 [+4]
MV Move Fly 180 (60°) (Perfect) Walk 15’ (5’) , Teleport
SV  Saves
D Death 12 12 10 10
W  Wand 13 13 11 11
P Paralysis 14 14 12 12
B Breath 15 15 13 13
S Spell 16 16 14 14
U Unified 14 14 12 12
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 10 30 175 275
Special Abilities

Aura of Menace Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related
to this creautre while within this range.

Light Ray A lantern archon can fire beams of light to damage foes. These light rays have a
maximum range of 30 feet. This attack overcomes resistances of any type.

Truespeech This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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Archon (Legion)

9

00

Moderate Advanced
Any (Heaven)

Low

9 Environment

Rare

Brute / Normal
Solitary, Pair, or Squad (3-12x)
Standard

AC  Armor Class ®) []_O] ®) [10] 8 [11] 8 [11]
HD  Hit Dice 3 3 4 5
ATT Attacks Greatsword 2d6 or Greatsword 2d6 or Greatsword 2d8 or Greatsword 3d8 or
Javelin 1d6 Javelin 1d6 Javelin 1d8 Javelin 1d10

THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]
MV Move 120’ (40°) Fly 270’ (90°) (Average), Teleport
SV  Saves

D Death 12 10 10 8

W Wand 13 11 11 9

P Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 30 75 175 450

Special Abilities

Aura of Menace Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related
to this creautre while within this range.

Flames of Faith A legion archon can manifest a +1 flaming greatsword or +1 flaming javelin. The
legion archon's sword vanishes if it leaves its hand, and its javelin vanishes after
striking or missing its target.

Teleport Archons can use teleport at will, as the spell (caster level 14th), except that the
creature can transport only itself and up to 50 pounds of carried objects.

Truespeech This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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Archon (Shield) £2 @ @x

Low Moderate Advanced
Any (Heaven)

9 Environment

Rare

Soldier / Elite
Solitary, Pair, or Squad (3-5x)
Standard

AC  Armor Class 6 [13] 5 [14] 3 [16] 1 [18]
HD  Hit Dice 3 3 4 5

ATT Attacks Shortspear 1d6 Shortspear 1d8 Shortspear 2d6 Shortspear 2d8
THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]

MV Move 90’ (30°) Fly 180’ (60’) (Good), Teleport
SV  Saves

D Death 10 10 10 8

W Wand 11 11 11 9

P Paralysis 12 12 12 10

B Breath 13 13 13 10

S Spell 14 14 14 12

U Unified 12 12 12 10
ML Morale 8 8 8 8
AL  Alignment Lawful

XP  Experience 50 75 175 450
Special Abilities

Aura of Menace  Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related to this creautre
while within this range.

Spear and Shield At will as a free action, a shield archon can transform his hands into a +1 tower shield and a +3
shortspear, or either individually, or back to hands again. He cannot transform both hands into
shields or both into shortspears. A shield archon never takes typical penalties on attack rolls while
wielding a tower shield. A shield archon's weapons cannot be disarmed, but they can be sundered.
If a shield archon loses his spear or shield, he can manifest a new one as a full-round action. When
a shield archon is slain, these two items fade away - they cannot be looted or wielded by any other
creature.

Teleport Archons can use teleport at will, as the spell (caster level 14th), except that the creature can transport
only itself and up to 50 pounds of carried objects.

Transpose Ally Once per day, a shield archon can teleport to the location of a willing (or unconscious) ally and
immediately teleport that ally to the archon's previous position, in effect switching places with the ally.
The archon must have line of effect to the target.

Truespeech This creature can speak with any creature that has a language, as though using a tongues spell. This
ability is always active.
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I Archon (Spyglass)

| Low ‘ Moderate  *%} Advanced
Any (Heaven)

9 Environment

Soldier / Normal

£} # Encountered Solitary or Pair
Standard

AC  Armor Class 9 [10] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 9 3 4 5
ATT Attacks Longsword 1d8 or  Longsword 1d8 or  Longsword 1d10  Longsword 2d6 or

Shortsword 1d6 or  Shortsword 1d6 or  or Shortsword 1d8 Shortsword 1d10
Shortbow 1d6/x3  Shortbow 1d6/x3  or Shortbow 1d8/ or Shortbow 1d10/

x3 x3

THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]
MV Move 120’ (40°) Fly 120’ (40°) (Good), Teleport
SV Saves

D Death 12 10 10 8

W  Wand 13 11 11 9

P  Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML  Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 30 75 175 45

Special Abilities

Aura of Menace Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related
to this creautre while within this range.

Hone Senses Three times per day, a spyglass archon can concentrate its attention. For 4 rounds,
the range of the spyglass archon's darkvision is doubled, it gains a +6 bonus on
Perception checks, and it gains blindsense out to a range of 15 feet.

Teleport Archons can use teleport at will, as the spell (caster level 14th), except that the
creature can transport only itself and up to 50 pounds of carried objects.

Truespeech This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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Archon (Stag)

Low Moderate

Advanced

9 Environment Any

Rare

Leader / Elite
Solitary, Pair, or Band (3-5x)
Standard

AC  Armor Class 8 []_1] 8 [11] 6 [13] 6 [13]
HD  Hit Dice 3 3 5 5
ATT Attacks Longbow 1d8/x3 Longbow 1d10/x3 Longbow 2d6/x3 Longbow 2d8/x3
or Gore 1d6 or Gore 1d8 or Gore 1d10 or Gore 2d6

THACO 17 [+2] 17 [+2] 15 [+4] 15 [+4]
MV  Move 120’ (40’) , Teleport
SV Saves

D Death 12 10 10 8

W Wand 13 11 11 8

P  Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 30 175 275 450

Special Abilities

Aura of Menace Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related
to this creautre while within this range.

Change Shape Large stag.

Push You can choose to make a free attack roll with a certain successful attack (often
a slam attack). If successful, this check pushes a creature directly away as with a
bull rush. This ability only works on creatures of a size equal to or smaller than
the pushing creature. Creatures pushed in this way do not provoke attacks of
opportunity and stop if the push would move them into a solid object or creature.

Teleport Archons can use teleport at will, as the spell (caster level 14th), except that the
creature can transport only itself and up to 50 pounds of carried objects.

Truespeech This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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Archon (Star)

9 Environment

%
¢ # Encountered

@ ® i

Moderate Advanced
Any (Heaven)

Low

Rare
Brute / Elite
Solitary or Pair

Incidental

AC Armor Class
HD Hit Dice
ATT Attacks

THACO

MV  Move
SV  Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified
ML  Morale
AL  Alignment
XP  Experience

Aura of Courage

Aura of Menace

Explosive
Rebirth
Regeneration

Smite Evil

Teleport

True Seeing
Truespeech
96

3 [16] 3 [16] 3 [16] 1 (18]
3 5 5 7

Starknife 1d4x3 or  Starknife 1d6x3 or  Starknife 1d8x3 or Starknife 1d10x3
Gauntlet 1d3 Gauntlet 1d4 Gauntlet 1d6 or Gauntlet 1d8

17 [+2] 15 [+4] 15 [+4] 13 [+6]
90’ (30°) Fly 240’ (80’) (Good), Teleport
10 8 8 8
11 9 9 9

12
13

10
10
14 12 12 12
12 10 10 10

3 3 3 3

Lawful

10
10

10
10

175 450

Special Abilities

You are immune to fear (magical or otherwise). Each ally within 10 feet of you gains a +4 morale bonus on saving throws
against fear effects. This ability functions only while you are conscious, not if you are unconscious or dead.

650 900

Creatures within 30" must save vs. Spell or suffer -2 to attack rolls and saves related to this creautre while within this range.

When killed, a star archon explodes in a blinding flash of energy that deals 3d10 points of damage (half fire, half radiant
damage) to anything within 100 feet (Breath save halves). The slain archon reincarnates 1d4 rounds later as a shield archon.

You are difficult to kill. You heal damage at 10 points per round, but you cannot die as long as your regeneration is still functioning (although
you still fall unconscious when their hit points are below 0). During this round, you cannot heal any damage and can die normally. Attack forms
that don't deal hit point damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or
suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within 1 hour of
severing. Severed parts that are not reattached wither and die normally.

1x/day, you can call out to the powers of good to aid you in your struggle against evil 1 times per day. As an action, you choose one target
within sight to smite. If this target is evil, you add +4 to your attack rolls and +8 to all damage rolls made against the target of your smite. In
addition, while smite evil is in effect, you gain a +4 deflection bonus to your AC against attacks made by the target of the smite. If you target a
creature that is not evil, the smite is wasted with no effect. The Smite Evil effect remains until the target of the smite is dead or the next time you
rest and regain your uses of this ability.

Archons can use teleport at will, as the spell (caster level 14th), except that the creature can transport only itself and up to 50
pounds of carried objects.

You see all things as they actually are, as per the spell True Seeing, as a constant ability.

This creature can speak with any creature that has a language, as though using a tongues spell. This ability is always active.



Archon (Trumpet) %.¢

| Low ‘ Moderate . Advanced
Any (Heaven)

9 Environment

Rare

Leader / Normal
Solitary, Pair, or Suqad (3-5x)
Standard

AC  Armor Class 5 [14] 5 []_4] 5 [14] 3 [16]
HD  Hit Dice 3 3 5 5
ATT Attacks Greatsword 1d8 Greatsword 2d6 Greatsword 2d6 Greatsword 2d8
THACO 17 [+2] 17 [+2] 15 [+4] 15 [+4]
MV Move 120’ (40°) Fly 270’ (90°) (Good), Teleport
SV  Saves

D Death 12 10 10 8

W Wand 13 11 11 9

P Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 30 175 275 450

Special Abilities

Aura of Menace Creatures within 30' must save vs. Spell or suffer -2 to attack rolls and saves related
to this creautre while within this range.

Teleport Archons can use teleport at will, as the spell (caster level 14th), except that the
creature can transport only itself and up to 50 pounds of carried objects.

Truespeech This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.

Trumpet All creatures except archons within 100 feet of the trumpet's blast must succeed on
a Paralysis save or be paralyzed for 1d4 rounds. The archon can also command its
trumpet to become a +4 greatsword as a free action. Out of the archon's hands, it is
a chunk of useless metal.

97



Arctic Fox

Low

Moderate Advanced

9 Environment Any Cold

Common
Skirmisher / Minion
Rt ol e K R B
None

AC  Armor Class ®) []_O] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 1 4 5 7
ATT Attacks Bite -2 1d6 Bite -1 1d8 Bite 1d8 Bite 2d6
THACO 19 (0] 16 [+3] 15 [+4] 13 [+6]
MV  Move 120’ (407)
SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 10 175 450 900
E Special Abilities

9
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~ )
Arctic Hare £ =\t € /=
Low Moderate Advanced

Q Environment Cold Forests and Plains

Common
Skirmisher / Minion
Solitary, Pair, or Down (3-16x)
None

AC  Armor Class 9 [10] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 1 q 5 7
ATT Attacks Bite 1d6 Bite 1d8 Bite 1d10 Bite 2d6
THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV  Move 150’ (507)
SV  Saves
D Death 12 10 8 8
W Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 10 175 450 900
Special Abilities
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9 Environment

o%
“ # Encountered
Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

100

9 [10]

1

Bite 1d6

19 [O]

12
13
14
15
16
14

10

Low

Moderate

Cold Coastlines

Common

Skirmisher / Minion

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

Advanced

None
9 [10] 8 [11] 8 [11]
4 5 7
Bite 1d8 Bite 1d10 Bite 2d6
16 [+3] 15 [+4] 13 [+6]
30’ (10°) Fly 120’ (40") (Clumsy)
10 8 8
11 9 9
12 10 10
13 10 10
14 12 12
12 10 10
5 5 5
Neutral
175 450 900
E Special Abilities



Low

Moderate Advanced

9 Environment Any Land

Rare
Brute / Elite
Solitary
Standard

AC  Armor Class 9 [17] 1 [18] 1 [18] 1 [18]
HD  Hit Dice 4 5 6 8

ATT Attacks Rock 3d6 or Bite Rock 3d6 or Bite Rock 3d6 or Bite  Rock 2d6 or Bite
2d6 or Claw 2d6 2d6 or Claw 2d6 2d8 or Claw 3d6  4d8 or Claw 6d6

THACO 16 [+3] 15 [+4] 14 [+5] 12 [+7]
MV  Move 120° (40,)

SV Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8

ML Morale 8 8 8 o)

AL  Alignment Lawful

XP  Experience 75 275 650 900
Special Abilities

Absolute Readiness An argus is never surprised or flat-footed. It can act in the surprise round as if it were a normal round.

Accurate Strikes An argus's attacks ignore the AC bonus granted to targets by any cover less than total cover, and the miss chance
granted to targets by any concealment less than total concealment.

All-Around Vision You can see in all directions at once. You cannot be flanked.

Detect Scrying You can detect scrying, as per the spell, as a constant ability.
Fascinating Gaze A creature within 40 feet of this creature must succeed at a Paralysis saving throw or be fascinated for 5d6

rounds. If the creature has 4 or fewer Hit Dice, it is instead dazed for 5d6 rounds. An argus can't use this ability
in the same round it uses frightful presence.

Frightful Your very presence unsettling to foes. Activating this ability is a free action that is usually part of an attack or
charge. Opponents within range who witness the action may become frightened or shaken. The range is 40 feet.
Presence This ability affects only opponents with fewer Hit Dice or levels than the creature has. An affected opponent

can resist the effects with a successful Death save. On a failed save, the opponent is shaken, or panicked if 4
HD or fewer. An opponent that succeeds on the saving throw is immune to your frightful presence for 24 hours.
Frightful presence is a mind-affecting fear effect.

True Seeing You see all things as they actually are, as per the spell True Seeing, as a constant ability.
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Armadillo

Low

Moderate Advanced

Q Environment Temperate or Warm Plains

Common
Soldier / Minion
Solitary
None

AC  Armor Class ®) []_O] ®) [10] 8 [11] 7 [12]
HD  Hit Dice 1 q 5 7
ATT Attacks Claw 1d4 Claw 1d6 Claw 1d8 Claw 1d10
THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV  Move 9()’ (30’)
SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 10 175 450 900
Special Abilities

Protective Ball May roll up into a ball. This gives them a +3 natural armor bonus against any
attack, but decreases their Speed to 0. Unrolling is an action.
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Armorfish
Low

Moderate Advanced

9 Environment Any Aquatic

Uncommon

Soldier / Minion

Solitary or School (2-8x); Companion
None

AC  Armor Class 8 []_1] 8 [11] 6 [13] 6 [13]

HD  Hit Dice 1 1 1+2 2

ATT Attacks Bite 1d6 Bite 1d8 Bite 1d10 Bite 2d6

THACO 19 [0] 19 [0] 19 [0] 19 [0]

MV Move Swim 90" (30°)

SV  Saves
D Death 12 12 12 10
W Wand 13 13 13 11
P Paralysis 14 14 14 12
B Breath 15 15 15 13
S  Spell 16 16 16 14
U Unified 14 14 14 12

ML Morale 6 6 6 6

AL  Alignment Neutral

XP  Experience 10 35 175 450

Special Abilities
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9 Environment

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Poison

Spores

104

Low

Moderate Advanced

Underground
Rare
Brute / Normal

Solitary or Cluster (2-8x)

None
8 [11] 8 [11] 7 [12] 6 [13]
4 4 6 7
Slam 1d4 Slam 1d6 Slam 1d8 Slam 2d6
16 [+3] 16 [+3] 14 [+5] 13 [+6]
120’ (40°)
10 10 8 6
11 11 9 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
6 6 6 6
Neutral
75 275 650 900

Special Abilities
Spores - Inhaled; save Death; frequency 1/round for 6 rounds; effect 1d2 Strength
damage and 1d6 poison damage; cure 1 save.

Once per round, an ascomoid can release a jet of deadly spores to a range of 30
feet. Upon impacting a solid surface, such as a wall or creature, the jet billows out
into a cloud of spores that fills a 10-foot-radius spread. This cloud lasts for 1 round
before dispersing. Any creature in the cloud must make a Death save or become
nauseated as long as it remains in the cloud. Any creature that fails to save against
this nausea is also exposed to the ascomoid's poison.




Assassin Bug

9 Environment

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move

SV  Saves

Death
Wand
Paralysis
Breath
Spell
Unified
ML Morale

AL  Alignment
XP  Experience

COWTED

Poison

Poison Stream

Low

Moderate Advanced
Any Warm

Uncommon
Skirmisher / Minion

Solitary or Nest (2-12x); Companion

None
9 [10] 9 [10] 8 [11] 7 [12]
1 1+1 1+3 2
Bite 1d4 or Claw Bite 1d6 or Claw Bite 1d6 or Claw  Bite 1d8 or Claw
1d4 1d6 1d6 1d8
19 [0] 19 [0] 19 [0] 19 [0]
90’ (30’) Fly 90’ (30°) (Clumsy)
12 12 12 12
13 13 13 13
14 14 14 14
15 15 15 15
16 16 16 16
14 14 14 14
6 6 6 6
Neutral
10 35 79 13
Special Abilities

Contact; save Death; frequency 1/round for 6 rounds; effect 1d2 Dexterity damage
and 1d4 Poison damage; cure 1 save.

Exposes all creatures in a 15-t. line to poison, Breath save negates; usable once ever
1d4 rounds; standard action
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9 Environment

o%

“ # Encountered
g

Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Camouflage
Entangle

106

Low Moderate Advanced

Temperate Forests

Uncommon
Lurker / Normal

Solitary, Pair, or Patch (3-6x)

Incidental
9 [10] 9 [10] 8 [11] 7 [12]
3 5 6 7
Slam 1d6 Slam 1d6 Slam 1d8 Slam 1d10
17 [+2] 15 [+4] 14 [+5] 13 [+6]
15’ (5)
10 10 8 6
11 11 9 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
6 6 6 6
Neutral
75 275 650 900

Special Abilities
Since an assassin vine looks like a normal plant when at rest.

An assassin vine can, as a free action, cause plants within 30 feet of it to animate
and grasp at foes. This requires a Wand save or victims become entangled until
they can cut themselves free or succeed on another save.




£ # Encountered

Moderate Advanced
Any Land

Uncommon
Soldier / Normal
Solitary, Pair, or Convent (6-20x)

Incidental

AC Armor Class
HD Hit Dice
ATT Attacks

MV  Move
SV  Saves
D Death
W  Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale
AL  Alignment
XP  Experience

Mouthless

Scent

Sensitive Breath
Telepathic
Senses

Telepathy

8 [11] 7 [12] 5 [14] 4 [15]
1 - 5 7

Greatsword 2d6 or Heavy ~ Greatsword 2d6+2 or Greatsword 2d8+4 or Greatsword 2d10+6 or
Crossbow 1d10 or Dagger Heavy Crossbow 1d10 or ~ Heavy Crossbow 2d6 or  Heavy Crossbow 2d8 or
1d4 Dagger 1d4+1 Dagger 1d6+1 Dagger 1d6+3

16 [+3] 15 [+4] 13 [+6]
90’ (307)

12
13
14
15

10 8 8
11 *) 9
12

13

10
10
16 14 12 12
14 12 10 10

7 7 7 7

Neutral

10
10

10 175

Special Abilities

Astomoi don't need to eat or drink to survive. Instead, they absorb the essence of food and drink; this consumes the nutrients
of the meal as though it had been eaten, rendering the food useless to others. Astomoi consume potions and other ingested
materials in the same fashion. Since they never actually ingest anything, they can't normally be exposed to ingested poisons.

450 900

You can detect approaching enemies, sniff out hidden foes, and track by sense of smell. You can identify familiar odors just as
humans do familiar sights. You can detect opponents within 30 feet by sense of smell. If the opponent is upwind, the range
increases to 60 feet; if downwind, it drops to 15 feet. Strong scents, such as smoke or rotting garbage, can be detected at twice
the ranges noted above. Overpowering scents, such as skunk musk or troglodyte stench, can be detected at triple normal
range. When you detect a scent, the exact location of the source is not revealed-only its presence somewhere within range. You
can take a move action to note the direction of the scent. When you are within 5 feet of the source, you pinpoint the source's
location. You can follow tracks by smell, making

Astomoi take a -2 penalty on saving throws against disease and inhaled poisons.

Astomoi can't speak or see, but can mentally sense the area within 60 feet, as per darkvision, and can speak telepathically.
An astomoi can't see anything beyond 60 feet. An astomoi must provide thought components for spells that normally
require verbal components. It can use language-dependent abilities with its telepathy, but not abilities that depend on audible
components.

You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people at the same time.
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9 Environment

£} # Encountered

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Astral Locating
Gulping Tide

Regeneration

Swallow Whole

106

° ) . (1)
Leviathan &3} @ &,
Moderate Advanced *< Elite

Any (Astral Plane)

Rare
Brute / Elite
Solitary or Pod (2-5x)
Standard

3 [16] 1[18] 1[18] 1[18]
3 5 6 7

Bite 4d4 or Slam Bite 4d4 or Slam Bite 4d6 or Slam  Bite 4d8 or Slam
2d6 or Tail Slap 2d6 or Tail Slap 2d8 or Tail Slap 3d8 or Tail Slap
4d4 4d4 4d6 4d8

17 [+2] 15 [+4] 14 [+5] 13 [+6]
Fly 270 (90°) (Average)

10 10 8 8
11 11 9 9
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10
8 8 8 8
Neutral

75 275 65 -
Special Abilities

An astral leviathan automatically knows the distance and direction to any place on the Astral Plane it has ever visited. Once
per day it can use this ability to determine the location of a creature on the Astral Plane (as if using locate creature with
unlimited range).

An astral leviathan can create a 60-foot cone of roiling astral material, pulling creatures and objects into its mouth so it can
swallow them. Any creature in the area that succeeds at a Breath save moves up to 60 feet toward the cone's origin; creatures
that fail are swallowed. The leviathan can use this ability only once per minute.

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still
functioning (although you still fall unconscious when their hit points are below 0). During this round, you cannot heal any
damage and can die normally. Attack forms that don't deal hit point damage are not healed by regeneration. Regeneration
also does not restore hit points lost from starvation, thirst, or suffocation. You can regrow lost portions of you body and
can reattach severed limbs or body parts if they are brought together within 1 hour of severing. Severed parts that are not
reattached wither and die normally.

The creature makes one bite Attack as a full-round action against a victim it has struck successfully the round prior. If the
Attack hits, the target is swallowed. The swallowed target is Blinded and Restrained, it has total cover against attacks and other
Effects outside the creature, and it takes cold damage at the start of each of the creature's turns. The creature can have only
one target swallowed at a time. If the creature dies, a swallowed creature is no longer Restrained by it and can escape from
the corpse using 5 feet of Movement, exiting prone. Swallowed creatures take damage each round equal to 1/4 this creature's
weakest normal melee attack until they escape; escaping requires cutting your way out (AC as creature; stomach has HP equal
to 1/4 the creatures' total HP max).



Asura (Adhukait) £.¢

Moderate Advanced
9 Environment Any (Hell)

Soldier / Normal
Solitary, Pair, or Band (3-12x)

Standard

AC  Armor Class 7 [12] 7 [12] 5 [14] 5 [14]
HD  Hit Dice 3 3 4 5

ATT Attacks Kukri 1d3 or Claw  Kukri 1d4 or Claw  Kukri 1d6 or Claw Kukri 1d8 or Claw
1d3 1d4 1d6 1d8

THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]
MV  Move 120r (407)
SV Saves

D Death 12 10 10 8

W Wand 13 11 11 9

P Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML  Morale 8 8 8 8
AL  Alignment Lawful

XP  Experience 30 75 175 45
Special Abilities

All.Around You can see in all directions at once. You cannot be flanked.

Vision

D ance Of Whenever an adhukait hits with a melee attack during a full-attack action, it can move 10 feet before making its next attack.
The adhukait's normal speed does not limit this movement-it can move 10 feet after any successful hit among its four attacks,

Disaster as long as it has another attack to make.

Dual Mind An adhukait is a single creature with two distinct minds, so it can attempt two saving throws against mind-affecting effects. If

either saving throw succeeds, the mind-affecting effect fails to affect the adhukait.

Elusive Aura Asuras exist within reality but apart from it. All but the least of asuras exude an aura that affects all creatures within the area
as if by a nondetection spell. The size of the aura is proportional to the asura's power. Attempts to use divination effects on
creatures within the aura must succeed on a Spell save or fail.

Regeneration You are ‘difficult to kill. You heal damage aF 5 points per ArouAnd, k?ut you cannot die as l-ong as your regeneration is still
functioning (although you still fall unconscious when their hit points are below 0). During this round, you cannot heal any
damage and can die normally. Attack forms that don't deal hit point damage are not healed by regeneration. Regeneration
also does not restore hit points lost from starvation, thirst, or suffocation. You can regrow lost portions of you body and
can reattach severed limbs or body parts if they are brought together within 1 hour of severing. Severed parts that are not
reattached wither and die normally.

Telep athy You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people at the same time.
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Asura (Aghasura) £} @

9 Environment

E Role

£ # Encountered

Treasure

Moderate Advanced
Any (Hell)

Rare
Brute / Elite

Solitary or Troop (2-9x)

Standard

AC  Armor Class
HD  Hit Dice
ATT Attacks
THACO

MV  Move

SV  Saves

Death
Wand
Paralysis
Breath
Spell
Unified
ML Morale

AL  Alignment
XP  Experience

CSOWVEU

Attraction Aura
Dual Wielder

Elusive Aura

Poison

Regeneration

Swallow Whole

11 Telepathy

6 [13] 6 [13] 6 [13] 4 [15]
3 < 5 5
Scimitar 2d6 or Bite 1d10 ~ Scimitar 2d6 or Bite 1d10  Scimitar 2d6 or Bite 2d6  Scimitar 3d6 or Bite 4d6
17 [+2] 16 [+3] 15 [+4] 15 [+4]
105’ (35’) Swim 60’ (20’)

11 11 11
12 12 12 10
13 13 13 10
14 14 14 12
12 12 12 10
8 8 8 8

Lawful
75 175 275 450

Special Abilities

Creatures within 50' must save vs. Spell or be compelled to move toward this creature. If this creature moves, the effect ends
for all currently affected creatures.

10 10 10 8
9

An aghasura does not take a penalty on attack or damage rolls when attacking with two weapons, or with making two strikes
in a single round.

Asuras exist within reality but apart from it. All but the least of asuras exude an aura that affects all creatures within the area
as if by a nondetection spell. The size of the aura is proportional to the asura's power. Attempts to use divination effects on
creatures within the aura must succeed on a Spell save or fail.

Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d4 Constitution damage and 2d4 Poison damage; cure 1
save.

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still
functioning (although you still fall unconscious when their hit points are below 0). During this round, you cannot heal any
damage and can die normally. Attack forms that don't deal hit point damage are not healed by regeneration. Regeneration
also does not restore hit points lost from starvation, thirst, or suffocation. You can regrow lost portions of you body and
can reattach severed limbs or body parts if they are brought together within 1 hour of severing. Severed parts that are not
reattached wither and die normally.

The creature makes one bite Attack as a full-round action against a victim it has struck successfully the round prior. If the
Attack hits, the target is swallowed. The swallowed target is Blinded and Restrained, it has total cover against attacks and other
Effects outside the creature, and it takes cold damage at the start of each of the creature's turns. The creature can have only
one target swallowed at a time. If the creature dies, a swallowed creature is no longer Restrained by it and can escape from
the corpse using 5 feet of Movement, exiting prone. Swallowed creatures take damage each round equal to 1/4 this creature's
weakest normal melee attack until they escape; escaping requires cutting your way out (AC as creature; stomach has HP equal
to 1/4 the creatures' total HP max).

You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people at the same time.



Asura (Asurendra) @ @

9 Environment

p Role

£} # Encountered

Treasure

Low Moderate Advanced

Any (Hell)

Rare
Leader / Elite

Solitary or Pair

Double

AC Armor Class
HD Hit Dice

ATT Attacks
THACO

MV  Move
SV Saves

D

W  Wand

P Paralysis
B Breath
S Spell

U Unified
ML Morale

AL  Alignment
XP  Experience

Curse of False Wisdom

Elusive Aura

Poison

Regeneration

Spirit Blades

Swallow Whole

3 [16] 2 [17] 2 [17] 1[18]
3 5 6 7

Bite 1d10 or Claw 1d6  Bite 1d10 or Claw 1d6  Bite 2d6 or Claw 1d8  Bite 4d6 or Claw 3d6
17 [+2] 15 [+4] 14 [+5] 13 [+6]

150’ (50’) Climb 150’ (50°’) Fly 150’ (50’) (Perfect) Swim 150’ (50’)

10 8 8

11 O O

12 10 10

13 10 10

14 12 12
12 10 10

8 8 8
Lawful
175 450 900 1,100

Special Abilities

Save Death; effect 1d4 Wisdom damage and target is fatigued.

0 ®g KIS

Asuras exist within reality but apart from it. All but the least of asuras exude an aura that affects all creatures within the area
as if by a nondetection spell. The size of the aura is proportional to the asura's power. Attempts to use divination effects on
creatures within the aura must succeed on a Spell save or fail.

Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d6 Constitution damage and 1d8 Poison damage; cure 1
save.

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still functioning (although
you still fall unconscious when their hit points are below 0). During this round, you cannot heal any damage and can die normally. Attack forms
that don't deal hit point damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or
suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within 1 hour of
severing. Severed parts that are not reattached wither and die normally.

An asurendra can call forth up to six longsword-shaped force effects that float near the asurendra until directed. The asurendra can use a
standard action to direct one blade to attack a target up to a distance of 50 feet away, or use a full-attack action to cause all six blades to attack
up to six different targets up to a distance of 50 feet away, each to a different location if desired. Once an asurendra directs a spirit blade to attack
a foe, the blade continues to make a single attack against that foe each round on the asurendra's turn until directed otherwise by the asurendra
and as long as the foe remains within 50 feet of the asurendra. As a move action, the asurendra can direct all currently attacking blades to switch
targets to new foes within 50 feet. These weapons attack using the asurendra's melee bonus, and deal 2d6 points of damage plus an amount

of force damage equal to the asurendra's Wisdom modifier. Physical attacks do no affect these blades, but disintegrate or similarly potent magic
causes them to vanish. If a spirit blade's target dies or moves beyond a 50-foot range and the asurendra does not retarget that blade by the end
of its turn, the blade vanishes. Likewise, any blades that are not within 50 feet of the asurendra at the end of its turn also vanish.

The creature makes one bite Attack as a full-round action against a victim it has struck successfully the round prior. If the Attack hits, the target

is swallowed. The swallowed target is Blinded and Restrained, it has total cover against attacks and other Effects outside the creature, and it

takes cold damage at the start of each of the creature's turns. The creature can have only one target swallowed at a time. If the creature dies, a
swallowed creature is no longer Restrained by it and can escape from the corpse using 5 feet of Movement, exiting prone. Swallowed creatures

take damage each round equal to 1/4 this creature's weakest normal melee attack until they escape; escaping requires cutting your way out (AC

as creature; stomach has HP equal to 1/4 the creatures' total HP max). ll




I Asura (Tripurasura) £,

| Low . Moderate . Advanced
9 Environment iy (L

Lurker / Normal

Solitay, Pai, or Gang (310
Standard

AC  AmorCass 9 [10] 9 [10] 7 [12] 7 [12)
HD  Hit Dice 2 3 4 5
ATT Attacks Sting 1d3 Sting 1d4 Sting 1d6 Sting 2d4
THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]
MV  Move 60’ (20’)
SV  Saves

D Death 12 10 10 8

W  Wand 13 11 11 9

P Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 30 75 175 45

Special Abilities

Elusive Aura Asuras exist within reality but apart from it. All but the least of asuras exude an aura

that affects all creatures within the area as if by a nondetection spell. The size of
the aura is proportional to the asura's power. Attempts to use divination effects on
creatures within the aura must succeed on a Spell save or fail.

Poison Sting- injury; save Death; frequency 1/round for 6 rounds; effect 1d2 Wisdom
damage and 1d8 Poison damage; cure 1 save.

Telepathy You can mentally communicate with any other creature within 100 feet that has a
language. It is possible to address multiple creatures at once telepathically, although
maintaining a telepathic conversation with more than one creature at a time is just
as difficult as simultaneously speaking and listening to multiple people at the same
time.
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Asura (Upasunda)$.: @

9 Environment

£} # Encountered

Low Moderate Advanced

Any (Hell)

Rare

Soldier / Elite

Solitary, Pair, or Squad (3-6x)
Standard

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

All-Around Vision
Elusive Aura

Infused Weapons

Multiweapon Mastery

Regeneration

Telepathy

6 [13] 6 [13] 5 [14] 4 [15]
3 - 5 6

Kukri 1d4 or Kukri 1d4+1 or Kukri 1d6+1 Kukri 1d6+1 or
Longsword 1d8 or  Longsword 1d8+2  or Longsword Longsword 2d6+6
Spear 1d8 or Slam  or Spear 1d8+1 or  1d10+2 or Spear  or Spear 2d6+4 or
1d3 Slam 1d4 1d10+2 or Slam Slam 1d8

1d6

17 [+2] 16 [+3] 15 [+4] 14 [+5]
150’ (50°)

12 10 8 8
9 9

13 11

14 12 10 10

15 13 10 10

16 14 12 12

14 12 10 10

8 8 8 8
Lawful

30 175 450 650
Special Abilities

You can see in all directions at once. You cannot be flanked.

Asuras exist within reality but apart from it. All but the least of asuras exude an aura that affects all creatures within the area
as if by a nondetection spell. The size of the aura is proportional to the asura's power. Attempts to use divination effects on
creatures within the aura must succeed on a Spell save or fail.

In addition to being evil and lawful, weapons an upasunda wields are considered to be magic for the purposes of overcoming
resistance.

An upasunda takes no penalties when fighting with multiple weapons, or when making more than one melee attack in a
round.

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still functioning (although
you still fall unconscious when their hit points are below 0). During this round, you cannot heal any damage and can die normally. Attack forms
that don't deal hit point damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or
suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within 1 hour of
severing. Severed parts that are not reattached wither and die normally.

You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people at the same time.

113



Low

Moderate Advanced

9 Environment Any (Elysium)

Rare

Artillery / Normal
Solitary, Pair, or Brawl (3-5x)
Standard

AC  Armor Class 9 [10] 9 [10] 8 [11] 7 [12]
HD  Hit Dice 9 3 4 5
ATT Attacks Ray 1d6 or Slam Ray 1d8 or Slam Ray 1d10 or Slam Ray 2d6 or Slam
1d3 1d4 1d6 1d8
THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]
MV Move 30" (10") Fly 120’ (40") (Good)
SV  Saves
D Death 12 10 10 8
W Wand 13 11 11 o)
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10
ML  Morale 8 8 8 8
AL  Alignment Chaotic
XP  Experience 30 75 175 450
Special Abilities
Possession An Ataxian does not require a receptacle to use its Magic Jar spell-like ability. When

using this ability on the Material Plan, its body becomes ehtereal for the duration.
When the Ataxian leaves its host, the host must succeed at a Spell save or fall asleep
for 1d3 minutes.

Ray An Ataxian can fire a ray of cold up to 30 feet with no range increment.

Staggered Any creature struck by an Ataxian's ray attack must succeed at a Paralysis save or be
staggered for 1d4 rounds.

Staggering For each alcoholic drink an Ataxian has consumed in the past hour, it gains a +1

Drunk dodge bonus to AC and takes a -1 penalty on all attack rolls, saving throws, skill

checks, and ability checks, to a maximum of +4 and -4 respectively. These effects
wear off after 1 hour.
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Low Moderate Advanced

Cold or Temperate Hills

9 Environment

Rare

Brute / Elite

Solitary, Gang (2-4x), or Tribe (7-12x)
Standard

AC  AmorClss 5 [14] 5 [14] 5 [14] 4 [15]
HD  Hit Dice 4 5 7 8
ATT Attacks Heavy Mace 2d6 or Heavy Mace 2d8 or Heavy Mace 2d10 Heavy Mace 2d12

Rock 2d6 or Bite Rock 2d8 or Bite or Rock 2d10 or or Rock 2d12 or
1d10 or Slam 1d6 2d6 or Slam 1d8 Bite 2d8 or Slam  Bite 2d10 or Slam

1d10 2d6

THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV  Move 150° (50,)
SV  Saves

D Death 10 8 8 6

W Wand 11 9 9 7/

P Paralysis 12 10 10 8

B Breath 13 10 10 8

S Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale 7 7/ 7 7
AL  Alignment Chaotic
XP  Experience 175 450 900 1,100

Special Abilities

Poison Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d4 Strength

damage and 1d8 poison damage; cure 1 save.
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9 Environment

o%
“ # Encountered
Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

116

8 [11]

1

Rapier 1d3

19 [O]

12
13
14
15
16
14

10

Low

Moderate

Advanced

Any Temperate

Uncommon

Skirmisher / Minion

Solitary, Pair, Gang (3-6x), or Band (7-14x)

Standard
8 [11] 6 [13] 6 [13]
3 3 5
Rapier 1d4 Rapier 1d6 Rapier 1d8
17 [+2] 17 [+2] 15 [+4]
60’ (20°) Fly 150’ (50°) (Good)
12 10 10
13 11 11
14 12 12
15 13 13
16 14 14
14 12 12
7 7 7
Chaotic
30 175 27

E Special Abilities



° ° @
Attic Whisperer £ B "<x
Low Moderate Advanced

9 Environment Any Urban or Ruins

Rare

Lurker / Normal
Solitary, Pair, or Chorus (3-8x)
Incidental

AC  Armor Class 8 [11] 8 [11] 6 [13] 6 [13]
HD Hit Dice 4 5 7 8

ATT Attacks Bite 1d4 or Touch Bite 1d6 or Touch  Bite 1d8 or Touch Bite 2d6 or Touch
1d2 1d4 1d6 1d8

THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV  Move 60’ (20’)

SV Saves
D Death 10 8 8 6
W Wand 11 9 9 7/
P Paralysis 12 10 10 8
B Breath 13 10 10 8
S Spell 14 12 12 10
U Unified 12 10 10 8

ML Morale 0 9 9 9

AL  Alignment Neutral

XP  Experience 175 450 90 -
Special Abilities

Aura of Sobs All of the voices that an attic whisperer steals linger around it in an invisible but audible
aura of unnerving childlike whimpers, songs, and sobs. Any living creature that enters this
area takes a -1 penalty on all attack rolls, damage rolls, and Death, Spell, and Wand saving
throws. The attic whisperer can suppress or reactivate its aura as a free action. This is a
sonic, mind-affecting effect.

Steal Breath A creature bit by an attic whisperer must make a Spell save or become fatigued for 1 hour.
A fatigued creature that is bitten is instead exhausted for 1 hour, and an exhausted creature
falls asleep for 1 hour if bitten. The sleeper can only be roused by killing the attic whisperer
or by using dispel magic, remove curse, or similar effects.

Steal Voice Any creature hit by an attic whisperer's touch must make a Paralysis save or lose its ability
to speak for 1 hour. During that time, the creature cannot talk, cast spells with verbal
components, use auditory bardic performances, or use any other ability that requires
speech. Once an attic whisperer has stolen a creature's voice, it can perfectly mimic that
voice at any time, even after its victim's voice has returned, and while using that voice can
speak any languages the victim knew.
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<
Aurumvorax ®

Low

9 Environment

o%

“ # Encountered
g

Treasure

AC  Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment

XP  Experience

118

Bite 1d4 or Claw

1d4

6 [13]
SRl

15 [+4]

10
11
12
13
14
12

8

350

/N @+

Moderate Advanced

Temperate Plains, Hills, or Forests

Rare
Soldier / Normal

Solitary or Pair

Standard
6 [13] 5 [14] 5 [14]
6+6 7+7 9+9
Bite 1d6 or Claw Bite 1d8 or Claw  Bite 2d6 or Claw
1d4 1d6 1d8
14 [+5] 13 [+6] 12 [+7]
90" (30’)
8 6 6
9 7 7
10 8 8
10 8 8
12 10 10
10 8 8
8 8 3
Neutral
650 900 1,100

Special Abilities



Low

Moderate Advanced

Q Environment Temperate Plains

Soldier / Normal

£} # Encountered Solitary, Pair, or Flock (3-6x)
g reasure

AC  Armor Class °) [10] °) [10] 7 []_2] 7 [12]
HD  Hit Dice 3 q 6 7
ATT Attacks Bite 1d8 Bite 2d6 Bite 2d6 Bite 3d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 150’ (507)
SV  Saves
D Death 10 10 8 6
W  Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S  Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 75 27 - -

Special Abilities
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9 Environment

E Role

o%

“ # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

120

Moderate

Advanced

Temperate Plains

Common

Soldier / Normal

Solitary, Pair, or Flock (3-6x)

Incidental
9 [10] 9 [10] 8 [11] 7 [12]
4 5 6 8
Bite 1d8 or Talons  Bite 1d10 or Talons Bite 2d6 or Talons Bite 3d6 or Talons
1d6 1d8 1d10 2d6
16 [+3] 15 [+4] 14 [+5] 12 [+7]
150’ (507)
10 10 8 6
11 11 9 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
5 5 5 5
Neutral
75 275 650 900
Special Abilities



Axiomite

9 Environment

0%

i* # Encountered
g

Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Crystalline Dust
Form

Summon
Inevitable

Low

Moderate Advanced
Any (Lawful Plane)

Rare
Soldier / Normal
Solitary, Pair, or Team (3-12x)

Standard

7 [12] 7 [12] 6 [13] 5 [14]
3 3 5 5
Longsword 1d8 Longsword 1d8 Longsword 1d10  Longsword 2d6
17 [+2] 17 [+2] 15 [+4] 15 [+4]
90’ (30’) Fly 90’ (30°) (Good)
12 10 10 8
13 11 11 8)
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
8 8 8 8
Lawful
30 175 275 450

Special Abilities
An axiomite can shift between its solid body and one made of golden, crystalline
dust as a free action once per round. In dust form, the axiomite looks like a shifting
mass of glowing mathematical symbols and equations. In this form it can fly and
gains the incorporeal quality; it can use spell-like abilities but cannot make physical
attacks. In its solid form, an axiomite cannot fly. Both shapes are the axiomite's true
form, and it does not revert to a different form if killed. A true seeing spell reveals
both forms simultaneously.
Once per day, four axiomites may join hands to summon a single zelekhut inevitable
as a full-round action.
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Azata (Bralani)

Low Moderate Advanced
Any (Elysium)

9 Environment

Rare

Artillery / Normal
Solitary, Pair, or Squad (3-6x)
Double

AC  Armor Class 7 [12] 7 [12] 6 [13] 6 [13]

HD Hit Dice 3 4 5 5
ATT Attacks Composite Composite Composite Composite
Longbow 1d8/x3 Longbow 1d8+2/x3 Longbow 1d8+4/ Longbow 1d8+8/
or Scimitar 1d6 or Scimitar 1d6+2  x3 or Scimitar x3 or Scimitar
1d6+4 1d6+6
THACO 17 [+2] 16 [+3] 15 [+4] 15 [+4]

MV Move 120’ (40’) Fly 300’ (100’) (Perfect)

D Death 10 10 8 8
W  Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S  Spell 14 14 12 12
U Unified 12 12 10 10

ML Morale 8 8 8 8

AL  Alignment Chaotic

XP  Experience 75 175 450 650

Special Abilities
Truespeech This creature can speak with any creature that has a language, as though using a

tongues spell. This ability is always active.

Whirlwind Blast When in wind form, a bralani can attack with a scouring blast of wind, dealing 3d8
force damage in a 20-foot line (Breath save halves).

Wind Form A bralani can shift between its humanoid body and a body made of wind and mist
as a standard action. In humanoid form, it cannot fly or use its whirlwind blast. In
wind form, it functions as if under the effects of a wind walk spell. It can make slam
attacks and use spelllike abilities in either form. A bralani remains in one form until
it chooses to assume its other form. A change in form cannot be dispelled, nor does
the bralani revert to any particular form when killed (both shapes are its true form).
A true seeing spell reveals both forms simultaneously.
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Brijidine) &.: @ @+

Low Moderate Advanced

9 Environment Any (Elysium)

Rare

Artillery / Elite
Solitary or Team (2-5x)
Double

AC  Armor Class 3 []_6] 3 [16] 3 [16] 1 [18]
HD  Hit Dice 3 5 5 7

ATT Attacks Longsword 1d8 or  Longsword 1d10 or Longsword 2d6 or Longsword 2d8 or
Lava Blast 6d4 Lava Blast 12d4 Lava Blast 14d4 Lava Blast 16d4

THACO 17 [+2] 15 [+4] 15 [+4] 13 [+6]

MV Move 120’ (40°) Fly 180’ (60’) (Good)
SV  Saves

D Death 10 10 8 8

W  Wand 11 11 9 9

P  Paralysis 12 12 10 10

B Breath 13 13 10 10

S Spell 14 14 12 12

U Unified 12 12 10 10
ML Morale 8 8 & 8
AL  Alignment Chaotic

XP  Experience 75 275 650 900
Special Abilities

Burn You deal 1d6 fire damage in addition to damage dealt on a successful hit in melee. Those affected by the burn ability must
also succeed on a Breath save or catch fire, taking fire damage for an additional 1d4 rounds at the start of its turn. A burning
creature can attempt a new save as a full-round action. Dropping and rolling on the ground grants a +4 bonus on this save.
Creatures that hit a burning creature with natural weapons or unarmed attacks take fire damage as though hit by the burning
creature and must make a Breath save to avoid catching on fire.

Entrap The creature has an ability that restricts another creature's movement, usually with a physical attack such as ice, mud, lava, or
webs. The target of an entrap must make a Paralysis save or become entangled for the duration. If a target is already entangled
by this ability, a second entrap attack means the target must make a Paralysis save or become helpless for the listed duration.
A target made helpless by this ability is conscious but can take no physical actions (except attempting to break free) until the
entrapping material is removed. The target can use spells with only verbal components or spell-like abilities if it can make a
Spell save. An entangled creature can make a Strength check as a full-round action to break free. Destroying the entrapping
material frees the creature.

Flaming BOdy A brijidine's body is molten rock covered in dancing flames. Anyone striking a brijidine with a natural weapon or unarmed
strike takes 1d6 points of fire damage. A creature that grapples a brijidine or is grappled by one takes 4d6 points of fire
damage each round the grapple persists.

ObSldl an Blade At will, a brl]fi.lr?e c'an create a blade of jagged \Tolcamc glass that functions as a +1 flaming longsword. One round after it
leaves the brijidine's grasp, the weapon decays into useless powder.

TruespeeCh This creature can speak with any creature that has a language, as though using a tongues spell. This ability is always active.
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Azata (Ghaele)

Low Moderate Advanced
Any (Elysium)

9 Environment

Rare
Controller / Elite
Solitary, Pair, or Squad (3-6x)
Tripl

AC  AmorClass 4 [15] 5 [14] 5 [14] 3 [16]
HD  Hit Dice 3 4 5 5
ATT Attacks Greatsword 1d8 or  Greatsword 2d6 or  Greatsword 2d6 or Greatsword 2d6 or
Light Ray 2d10 Light Ray 2d12 Light Ray 2d12 Light Ray 6d8
THACO 17 [+2] 16 [+3] 15 [+4] 15 [+4]
MV Move 150" (50°) Fly 450’ (150°) (Perfect)
SV  Saves
D Death 10 10 8 8
W  Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S  Spell 14 14 12 12
U Unified 12 12 10 10
ML Morale 8 8 8 8
AL  Alignment Chaotic
XP  Experience 75 175 450 650
Special Abilities
Gaze In humanoid form, a ghaele's gaze attack slays evil creatures of 5 HD or less (range 60 feet,

Death save negates, shaken for 2d10 rounds on a successful save). Nonevil creatures, and
evil creatures with more than 5 HD, must succeed on a Death save or be shaken for 2d10
rounds. A creature that saves against a ghaele's gaze is immune to that particular ghaele's
gaze for 24 hours. This is a mindaffecting fear effect.

Light Form A ghaele can shift between its solid body and one made of light. In solid form, it cannot fly
or use light rays. In light form, it can fly and gains the incorporeal quality-it can make light
ray attacks or use spell-like abilities in this form, but can't make physical attacks or cast
spells. This ability otherwise functions similarly to a bralani's wind form ability.

Light Ray A ghaele's light rays have a range of 300 feet. This attack bypasses all resistances.
See Invisibility You can See Invisibility, as per the spell, as a constant ability.

Truespeech This creature can speak with any creature that has a language, as though using a tongues
spell. This ability is always active.
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Azata (Lillend)

9 Environment

o%
“ # Encountered
* Treasure

Moderate Advanced
Any (Elysium)

Rare
Brute / Normal
Solitary, Pair, or Choir (3-6x)
Standard

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV
SV

Wand
Paralysis
Breath
Spell
Unified

ML Morale
AL  Alignment
XP  Experience

Bardic Performance

Distraction

Fascinate

Inspire Competence

Inspire Courage

Suggestion

Truespeech

7 [12] 7 [12] 6 [13] 6 [13]
3 L 5 5

Longsword 2d6 or
Tail Slap 1d8

17 [+2]

Longsword 3d6 or
Tail Slap 2d6

15 [+4]

Longsword 2d6 or  Longsword 2d8 or

Tail Slap 1d8 Tail Slap 1d10
16 [+3] 15 [+4]
90’ (30°) Fly 210’ (70’) (Average)

2 s : :
12 12
1 1
1 1
1 1

8 8 8 8
Chaotic

175
Special Abilities

You can use this ability for 20 rounds per day. Each round, you can produce any one of the types of bardic performance that you have mastered.
Starting a bardic performance is a move action, but it can be maintained each round as a free action. Changing a bardic performance from one
effect to another requires the bard to stop the previous performance and start a new one as a move action. A bardic performance cannot be
disrupted, but it ends immediately if you are killed, paralyzed, stunned, knocked unconscious, or otherwise prevented from taking a free action to
maintain it each round. You cannot have more than one bardic performance in effect at one time.

10

75 450 900

You can nauseate creatures that you damage. Any living creature that takes damage from you is nauseated for 1 round; a Spell save negates the
effect.

You can use your performance to cause up to 3 creatures to become fascinated with you. Each creature to be fascinated must be within 90

feet, able to see and hear you, and capable of paying attention to you. You must also be able to see the creatures affected. The distraction of a
nearby combat or other dangers prevents this ability from working. Each creature within range receives a Paralysis save to negate the effect. If

a creature's saving throw succeeds, you cannot attempt to fascinate that creature again for 24 hours. If its saving throw fails, the creature sits
quietly and observes your performance for as long as you continue to maintain it. While fascinated, a target suffers a -4 penalty on all skill checks
made as reactions. Any potential threat to the target allows the target to make a new saving throw against the effect. Any obvious threat, such

as someone drawing a weapon, casting a spell, or aiming a weapon at the target, automatically breaks the effect. Fascinate is an enchantment
(compulsion), mind-affecting ability. Fascinate relies on audible and visual components in order to function.

You can use your performance to help an ally succeed at a task. That ally must be within 30 feet and be able to hear you. The ally gets a +3
competence bonus on skill checks with a particular skill as long as she continues to hear your performance. You cannot inspire competence in
himself. Inspire competence relies on audible components.

You can use your performance to inspire courage in your allies (including yourself), bolstering them against fear and improving their combat
abilities. To be affected, an ally must be able to perceive your performance. An affected ally receives a +2 morale bonus on saving throws against
charm and fear effects and a +2 competence bonus on attack and weapon damage rolls. Inspire courage is a mind-affecting ability. Inspire
courage can use audible or visual components. You must choose which component to use when starting his performance.

You use your performance to make a Suggestion (as per the spell) to a creature you have already fascinated. Using this ability does not disrupt
the Fascinate effect, but it does require a standard action to activate (in addition to the free action to continue the Fascinate effect). You can use
this ability more than once against an individual creature during an individual performance. Making a Suggestion does not count against your
daily use of Bardic Performance. A Spell saving throw negates the effect. This ability affects only a single creature. Suggestion is an enchantment
(compulsion), mind affecting, language-dependent ability and relies on audible components.

This creature can speak with any creature that has a language, as though using a tongues spell. This ability is always active.
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Azata (Lyraklen)

| Low

. Moderate . Advanced

9 Environment Any (Elysium)

Rare

Skirmisher / Normal

Solitary, Band (2-5x), or Company (6-24x)
None

AC  Armor Class ®) []_O] 9 [10] 7 [12] 6 [13]
HD  Hit Dice 9 3 4 5
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]
MV Move 90’ (30°) Fly 240’ (80’) (Perfect)
SV  Saves
D Death 12 10 10 8
W Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Chaotic
XP  Experience 30 75 175 450
Special Abilities
Freedom of You can use Freedom of Movement, as per the spell, as a constant ability.
Movement

Starlight Blast Every 1d4 rounds, a lyrakien can tap into the divine power of Elysium, unleashing
a blast of holy starlight in a 5-foot burst. All creatures in this area take 3d8 radiant
damage. A Breath save negates this damage. Chaotic good creatures are unaffected
by this ability.

Traveler's Friend The performances and company of a lyrakien ease the burden of travel. Once per
day, a creature may spend a minute listening to a lyrakien's performance - doing so
removes the effects of exhaustion and fatigue from the listener.

Truespeech This creature can speak with any creature that has a language, as though using a
tongues spell. This ability is always active.
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9 Environment

0%

i* # Encountered
g

Treasure

Veranallia) £, @

Low Moderate Advanced
Any (Elysium)

Rare
Leader / Elite
Solitary, Pair, or Grove (3-6x)
Double

AC Armor Class
HD Hit Dice
ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W  Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment

XP  Experience

Autumnal Embrace

Rebirth

Speak with Plants

Transport via Plants

Truespeech

Winter Sickle

3 [16] 2 [17] 2 [17] 1[18]
3 5 7 7

Sickle 1d6 or Vine  Sickle 1d8 or Vine  Sickle 1d10 or Sickle 2d6 or Vine
1d8 1410 Vine 2d6 3d6

15 [+4] 13 [+6] 13 [+6]
150’ (50°)

17 [+2]

10 8 8 6
11 9 9 7
12 10 10 8
13 10 10 8
14 12 12 10
12 10 10 8
8 8 8 8

Chaotic
450

Special Abilities
At will, a veranallia can strike any creature within 30 feet barren or sterile. The target must succeed at

a Death save or lose any ability it had to reproduce or bear children. This effect can only be removed
by a heal, miracle, or wish spell. Creatures that magically reproduce are not affected by this ability.

75 900 1,100

Once per day, a veranallia can reincarnate a creature she deems worthy of the honor. The creature's
original body decays and sinks into the ground, affecting the surrounding area in a 1/2-mile radius
as though with plant growth (enrichment). Over the course of 1d4 days, a white, flowery cocoon
emerges from the affected ground and splits open, revealing the newly reincarnated creature inside.
Creatures reincarnated by a veranallia always return to life as aasimars.

A veranallia has the constant spell-like ability speak with plants, as the spell.
A veranallia has the constant spell-like ability tree stride, as the spell.

This creature can speak with any creature that has a language, as though using a tongues spell. This
ability is always active.

At will, a veranallia can create a jagged blade from her hoarfrost-covered vines that acts as a +3 icy
(+1d6 cold damage each strike) sickle. One round after it leaves the veranallia's grasp, the weapon
melts into a small puddle of water.
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Low

Moderate Advanced

Q Environment Any (Plane of Fire)

Rare

Brute / Normal

£} # Encountered Solitary, Pair, Team (3-6x), Squad (11-20x plus others), or Clan (30-100x plus others)

AC  Armor Class 8 []_]_] 8 [11] 7 []_2] 6 []_3]
HD  Hit Dice 1 3 3 5
ATT Attacks Light Hammer 1d4 Light Hammer 1d6  Light Hammer Light Hammer
or Warhammer or Warhammer 1d8 or 1d10 or
1d8x3 1d10x3 Warhammer Warhammer 3d6x3
2d6x3

THACO 19 [0] 17 [+2] 17 [+2] 15 [+4]
MV Move 60’ (20°)
SV Saves

D Death 12 12 10 10

W Wand 13 13 11 11

P Paralysis 14 14 12 12

B Breath 15 15 13 13

S Spell 16 16 14 14

U Unified 14 14 12 12
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 10 30 175 275

Special Abilities

Heat The creature generates so much heat that its mere touch deals 1d6 additional fire

damage. The creature's metallic melee weapons also conduct this heat.
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Azruverda

9 Environment

£ # Encountered

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Acid Spit

Vermin Master

Low Moderate Advanced

Underground

Rare
Controller / Normal
Solitary, Pair, or Brood (3-7x)
Standard

5 [14] 5 [14] 5 [14] 4 [15]
5 6 7 9

Acid Spit 6d4 or Acid Spit 8d4 or Acid Spit 10d4 or  Acid Spit 10d6 or
Bite 1d10 or Claw  Bite 2d6 or Claw Bite 3d6 or Claw  Bite 3d8 or Claw
1d8 1410 2d6 2d68

15 [+4] 14 [+5] 13 [+6] 12 [+7]
150’ (50°) Climb 90’ (30’)

10 8 6 6
11 9 7 7
12 10 8 8
13 10 8 8
14 12 10 10
12 10 8 8
8 8 8 8
Chaotic
275 650 900 1,100
B Special Abilities

An azruverda can spit a stream of acid at a target within 60 feet as a ranged touch
attack that deals1d6 acid damage.

An azruverda can mentally control to up to twice its own Hit Dice of vermin at
any one time through a combination of supernatural pheromones and magical
manipulation. To control a vermin, the azruverda must be able to see it, and it must
be within 120 feet. Attempting to control a vermin is a standard action-the vermin
can resist this attempt with a Wand save. If the vermin fails this save, the azruverda
can issue a simple mental command like "fight," "come here," "go there," or "stand
still" as a swift action. Though composed of thousands of individuals, vermin with
the swarm subtype are vulnerable to this ability as well. An azruverda can release

a creature from this control as a free action. Vermin affected by this ability act
normally unless an azruverda is actively controlling it, but never attack their master
azruverda.
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Low

Moderate Advanced

Q Environment Temperate Forests

Common
Skirmisher / Minion
Solitary, Pair, or Clan (3-6x)
Incidental

AC  Armor Class ®) []_O] 9 [10] 9 [10] 8 [11]
HD  Hit Dice 1 4 5 7
ATT Attacks Bite 1d3 or Claw Bite 1d4 or Claw Bite 1d6 or Claw  Bite 1d8 or Claw
1d2 1d3 1d4 1d6
THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV  Move 90’ (30,)
SV Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 10 175 450 900
Special Abilities
Blood Rage When the creature takes damage in combat, on its next turn it can fly into a rage as

a free action. It gains +2 Constitution and +2 Strength, but takes a -2 penalty on AC.
The rage lasts as long as the battle or 1 minute, whichever is shorter. It cannot end
its rage voluntarily.
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Badger (Dire)

9 Environment

AC Armor Class
HD Hit Dice

ATT Attacks
THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Blood Rage

Low

Moderate Advanced

Temperate Forests
Uncommon
Skirmisher / Normal

Solitary, Pair, or Clan (3-5x)

Incidental
9 [10] 9 [10] 7 [12] 7 [12]
3 4 6 7
Bite 1d4 or Claw Bite 1d6 or Claw Bite 1d8 or Claw  Bite 1d10 or Claw
1d3 1d4 1d6 1d8
17 [+2] 16 [+3] 14 [+5] 13 [+6]
90’ (307)
10 10 8 6
11 11 0] 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
5 5 5 5
Neutral
75 275 650 900

Special Abilities
When the creature takes damage in combat, on its next turn it can fly into a rage as
a free action. It gains +2 Constitution and +2 Strength, but takes a -2 penalty on AC
The rage lasts as long as the battle or 1 minute, whichever is shorter. It cannot end
its rage voluntarily.
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Bakekujira

9 Environment

o%

“ # Encountered
g

Treasure

-~ ‘G)

Moderate Advanced
Any Ocean

Low

% Elite

Rare
Brute / Solo
Solitary

None

>

AC  Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment

XP  Experience

Leviathan's Call

Resonant Song

Smashing
Breach

Undead
Parasites

132

3 [16]
5 7

2 [17] 2 [17]

10

Bite 6d6 or Tail

2 [17]
12

Bite 6d8 or Tail
Slap 4d8

10 [+9]

Bite 4d4 or Tail
Slap 2d4

15 [+4]

Bite 6d4 or Tail
Slap 4d4 Slap 4d6

13 [+6] 11 [+8]
45’ (15°) Swim 180’ (60’)

10 6 4 2
11 7 5 3
12 8 6 4
13 8 5 3
14 10 8 6
12 8 6 4
9 9 9 9
Lawful

275 900

Special Abilities
The tone of a bakekujira's eerie song varies from that of a wistful memory to a burning hatred.
As a standard action, a bakekujira can sing. Living creatures within a 120-foot radius of a singing
bakekujira must succeed at a Wand save or become fascinated or frightened (bakekujira's choice)
for 1 round. Any creature that succeeds at this save cannot be affected by the same bakekujira's
leviathan's call ability for 24 hours. This is a sonic mind-affecting effect.

1,350 1,500

Every 1d4 rounds, the bakekujira can release a damaging resonance, dealing 4d8 points of sonic
damage to creatures in a 60-foot cone (Death save halves).

As a full-round action, a swimming bakekujira can make a special charge attack against a creature
on the water's surface. At the end of its charge, the whale breaches, slamming down with incredible
force. Any creatures in the bakekujira's space must succeed at a Breath save or take 3d8 points

of bludgeoning damage and be forced into the nearest empty square adjacent to the bakekujira.
Humanoid creatures killed by this ability rise as draugr in 1d6 hours.

A 30-foot-radius cloud of undead fish and sea birds surrounds a bakekujira. Creatures starting their
turn within the cloud must succeed at a Death save or be nauseated for 1 round and take 4d6 points
of damage.



Baku

9 Environment Any

Rare
Lurker / Normal
Solitary
Standard

Low

Moderate Advanced

AC  Armor Class 9 [10] 8 [11] 7 [12] 7 [12]

HD Hit Dice 4+ 4 5+5 7+7 8+8

ATT Attacks Claw 1d3 or Gore  Claw 1d4 or Gore  Claw 1d6 or Gore Claw 1d8 or Gore
1d4 1d6 1d8 1d10

THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]

MV Move 90’ (30’) Fly 180’ (60°) (Perfect)
SV  Saves

D Death 10 8 8 6
W Wand 11 9 9 7/
P  Paralysis 12 10 10 8
B Breath 13 10 10 8
S  Spell 14 12 12 10
U Unified 12 10 10 8

ML Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 225 450 900 1,100

Special Abilities
Dream Claws A baku's claws are treated as cold iron and magic for purposes of overcoming
resistance.
Dream Eating A baku can feed upon the dreams of any single sleeping creature within 100 feet.

Alternatively, the baku can feed upon the dreams of a creature that it manages to contact
with its dream spell-like ability. A creature can resist this effect with a Spell save. When a
baku feeds in this way, it can elect to consume only nightmares or all dreams. If it only
consumes nightmares, the target creature is immune to the effects of the nightmare spell,
the dream haunting ability of the night hag, and other similar attacks for that period of
sleep. If the baku instead feeds on all of the creature's dreams, that creature is fatigued upon
waking and does not gain any benefits it would have received from sleep, such as natural
healing or the ability to regain spells after resting. This is a mind-affecting sleep effect.

Mental Drain When a baku attacks with a claw, it can choose, as a swift action, to deal 1d4 points
of Intelligence damage on that attack. A Paralysis save negates this ability damage.
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Bandersnatch

9 Environment

o%
“ # Encountered
Treasure

Low

Moderate Advanced
Any Forests

Rare
Leader / Solo

Solitary

Incidental

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Brutal Tail
Gaze

Pain

Quick Recovery

Quill Defense
Quills

139

3 [16] 3 [16] 3 [16] 2 [17]
SRl 7+7 10 + 10 11 +11

Bite 2d6 or Claw Bite 2d8 or Claw 2d6 Bite 3d8 or Claw Bite 4d8 or Claw
1d10 or Quills 1d8 or or Quills 1d10 or Tail 3d6 or Quills 2d8 or 4d6 or Quills 3d8 or
Tail Slap 1d8 Slap 2d8 Tail Slap 3d8 Tail Slap 4d8

15 [+4] 13 [+6] 11 [+8] 11 [+8]
180’ (60°) Climb 60’ (20’)

10
11
12
13
14
12
3

0 g ®WOI
00 O WUl YU N
0N AWR W N

Neutral

350 900 1,350 1,500
Special Abilities

The quills and barbs on a bandersnatch's tail cause triple damage on a critical hit from its tail slap.

Inflicts Confused, range 30 feet, Paralysis save negates. A bandersnatch can direct its gaze attack against a single foe as a swift
action. This is a mind-affecting compulsion effect.

Whenever a creature takes damage from a bandersnatch's tail slap attack, quills, or quill defense, that creature must make a
Breath save or a quill lodges in its flesh, causing the creature to become sickened until the quill is removed. Removing one quill
requires magical healing or a full-round action of medical care.

A debilitated bandersnatch recovers with frightening speed. If a bandersnatch starts its turn affected by any or all of the
following conditions, these conditions end at the end of its turn: confused, dazed, dazzled, exhausted, fatigued, nauseated,
sickened, and stunned. Furthermore, a bandersnatch affected by ability damage or a mind-affecting effect that allows a save
receives a single additional save against the effect of its choice at the end of its turn in order to shake off the effect.

Any creature that strikes a bandersnatch with a non-reach melee weapon, unarmed strike, or natural weapon takes 1d10
points of piercing damage from the bandersnatch's quills and suffers from the bandersnatch's pain attack.

With a snap of its tail, a bandersnatch can loose a volley of four quills as a standard action (make an attack roll for each spike).
This attack has a range of 300 feet with no range increment. All targets must be within 30 feet of each other. Launched quills
regrow in a single round, during which the bandersnatch's defensive abilities are unaffected.



Banshee

Low

Moderate Advanced

9 Environment Any

Rare
Skirmisher / Elite
£ # Encountered Solitary

AC  Armor Class 6 [13] 5 [14] 5 [14] 3 [16]
HD Hit Dice 5 6 8 10

ATT Attacks Incorporeal Touch  Incorporeal Touch  Incorporeal Touch Incorporeal Touch

6d4 8d4 10d4 12d4
THACO 15 [+4] 14 [+5] 12 [+7] 11 [+8]
MV  Move Fly 180" (60’) (Perfect)

SV Saves
D Death 10 8 6 4
W  Wand 11 9 7 5
P Paralysis 12 10 8 6
B Breath 13 10 8 5
S Spel 14 12 10 8
U Unified 12 10 8 6

ML Morale 0 9 9 9

AL  Alignment Chaotic

XP  Experience 275 650 1,100 1,
Special Abilities

Hear Heartbeat A banshee can sense the beating hearts of living creatures within 60 feet, as if it had the blindsight
ability.
Negative Energy A banshee's incorporeal touch attack deals necrotic damage.

w
a1
-

Sunlight Powerlessnes If the creature is in sunlight (but not in an area of daylight or similar spells), it cannot attack and is
staggered.

Terror A creature damaged by the banshee's touch attack must make a Paralysis save. Failure means that
the victim cowers in fear for 1d3 rounds. If a target is protected against fear by a dispellable effect,
the banshee's touch attempts to dispel one such effect with greater dispel magic. Necrotic damage
caused by a banshee's touch can only harm the living; it cannot heal undead. This is a mind-affecting
fear effect.

Wail Once per minute, a banshee may wail as a full-round action. The wail lasts until the beginning of her next turn.
All creatures within 30 feet of the banshee when she begins her wail, as well as all creatures that end their turn
within that radius, must make a Death save. (This save is only required once per wail.) Creatures under the
effects of a fear effect suffer a -4 penatly on this save. Creatures that make their saving throw are sickened for
1d6 rounds. Those that fail take 6d8 points of necrotic damage. This is a sonic death effect. Banshee wails are
supernaturally powerful, and penetrate the effect of any spell of 3rd level or lower that creates silence.
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Baregara

9 Environment

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Devouring
Grapple
Monstrous
Challenge
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Low

Moderate Advanced
Warm Forests (Abyss)

Rare
Soldier / Normal
Solitary, Pair, or Troop (3-5x)

Standard
5[14] 5[14] 5 [14] 3 [16]
3 3 5 6

Bite 1d6 or Claw Bite 1d8 or Claw Bite 2d6 or Claw  Bite 3d6 or Claw
1d8 or Gore 1d6 1d10 or Gore 1d8 2d8 or Gore 2d6  3d8 or Gore 3d6

17 [+2] 17 [+2] 15 [+4] 14 [+5]

90’ (30°)

12 10 8 8

13 11 9 9

14 12 10 10

15 13 10 10

16 14 12 12

14 12 10 10

8 8 8 8
Chaotic

30 175 450 650

Special Abilities
The mouth at the center of a baregara's chest automatically deals 2d6 points of
damage per round to any creature the baregara successfully grapples.

As a standard action, a baregara can make an Intimidation check to demoralize an
opponent. If this check is successful, the baregara surges with power and gains a
+4 bonus on saves and related skill checks, and on attack rolls, for 10 minutes. This
ability is usable three times per day.




Barghest

Low

Moderate Advanced

9 Environment Any

Rare
Brute / Normal
Solitary or Cult (1 plus others)
Standard

AC  Armor Class 8 [11] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 3 3 5 5
ATT Attacks Bite 1d6 or Claw Bite 1d8 or Claw Bite 1d10 or Claw Bite 2d6 or Claw
1d4 1d6 1d8 1d10

THACO 17 [+2] 17 [+2] 15 [+4] 15 [+4]
MV  Move q9()’ (30’)
SV Saves

D Death 12 10 10 8

W Wand 13 11 11 9

P  Paralysis 14 12 12 10

B Breath 15 13 13 10

S  Spell 16 14 14 12

U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 30 175 275 450

Special Abilities

Change Shape A Barghest has the ability to assume the appearance of a goblin or wolf, but retains
most of its own physical qualities. This ability functions as a polymorph spell, but the
Barghest does not adjust its ability scores (although it gains any other abilities of the
creature it mimics).

Feed Once per month, a barghest can devour a nonevil humanoid's corpse as a full-round
action to gain a growth point. It gains a bonus equal to its growth point total on
attack rolls, saving throws, and skill checks. Its maximum hit points increase by 5
for each growth point it gains. When a barghest reaches 4 growth points, it sheds its
skin and becomes a greater barghest, losing all of its growth points (and bonuses)
but gaining the stats presented on this page for a greater barghest.
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Barghest (Greater) @ @ R

9 Environment

AC  Armor Class
HD  Hit Dice
ATT Attacks
THACO
MV  Move
SV  Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified
ML  Morale
AL  Alignment
XP  Experience
Change Shape

138

Low Moderate Advanced

Any
Rare
Brute / Normal

Solitary or Cult (1 plus others)

Standard
7 [12] 7 [12] 6 [13] 5 [14]
3 3 4 5
Bite 1d8 or Claw Bite 1d10 or Claw  Bite 2d6or Claw Bite 3d6 or Claw
1d6 1d8 1d10 2d6
17 [+2] 17 [+2] 16 [+3] 15 [+4]
120’ (40°)
12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10
8 8 8 3
Lawful
30 75 175 450
Special Abilities

A Barghest has the ability to assume the appearance of a goblin or wolf, but retains

most of its own physical qualities. This ability functions as a polymorph spell, but the
Barghest does not adjust its ability scores (although it gains any other abilities of the
creature it mimics).




Barometz
Low

Moderate Advanced

9 Environment Any Forests

Rare
Soldier / Elite
Solitary
None

AC  AmorCiass 4 [15] 3 [16] 3 [16] 3 [16]
HD Hit Dice 5 7 9 11
ATT Attacks Gore 2d8 Gore 5d8 Gore 5d10 Gore 8d10
THACO 15 [+4] 13 [+6] 12 [+7] 11 [+8]
MV Move 120’ (40’)
SV Saves

D Death 10 8 4 4

W  Wand 11 9 5 5

P Paralysis 12 10 6 6

B Breath 13 10 5 5

S Spel 14 12 8 8

U Unified 12 10 6 6
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 275 900 1,350 1,800

Special Abilities

Trample You can attempt to overrun any creature that is smaller than yourself. Targets of a

trample take bludgeoning damage equal to two times a typical melee attack from
this creature. Victims may attempt to avoid the trampling creature and receive a
Breath save to take half damage. You can only deal trampling damage to each target
once per round, no matter how many times its movement takes it over a target
creature.
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Barracuda (Swamp) &2 <= %

Low Moderate Advanced

Temperate or Warm Marshes

9 Environment

Skirmisher / Normal

Solitary, Pack (2-5x), or School (6-11x)
None

AC  Armor Class ®) []_O] 9 [10] 8 [11] 8 [11]
HD Hit Dice 3 5 6 7
ATT Attacks Claw 1d4 Claw 1d6 Claw 1d8 Claw 1d10
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move 30’ (10°) Swim 180’ (60’)
SV  Saves
D Death 10 10 8 6
W  Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 5 5 5 5
AL  Alignment Neutarl
XP  Experience 75 275 650 900
Special Abilities
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Basidrond

Low

Moderate Advanced

Q Environment Any Non-Cold Underground

Rare
Lurker / Normal
Solitary, Pair, or Grove (3-8x)
Incidental

AC  Armor Class 8 [11] 8 [11] 6 [13] 6 [13]
HD Hit Dice . 1 3 7

ATT Attacks Slam 1d4 Slam 1d6 Slam 1d8 Slam 2d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 60’ (20’)

SV  Saves
D Death 10 10 8 6
W  Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S  Spell 14 14 12 10
U Unified 12 12 10 8

ML Morale 6 6 6 6

AL  Alignment Neutral

XP  Experience 75 275 650 900

Special Abilities
Cold Lethargy Although a basidirond is immune to cold damage, any cold effect it is exposed to

slows it for 1d4 rounds. During this time, the basidirond cannot use its hallucination
cloud or spores.

Hallucination A basidirond can release a cloud of invisible spores in a 20-foot radius. All creatures

Cloud within the area must succeed on a Paralysis save or be affected by powerful
hallucinations as long as they remain in the cloud plus 1d4 rounds after leaving the
area. A new save must be made each round a creature remains within the affected
area. A hallucination cloud persists for 5 rounds before dispersing-a strong wind
causes it to disperse immediately.

Spores Any creature struck by a basidirond's slam attack is coated with spores. The creature
struck must make a Death save or these spores take root in his flesh, and particularly
in his lungs. Basidirond Spores: Disease-inhaled; save Death; frequency 1/round for
6 rounds; effect 1d2 Constitution damage; cure 1 save.
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Basileus

9 Environment

o%
“ # Encountered
Treasure

Low Moderate Advanced

Any
Rare
Controller / Solo

Solitary

Double

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Always Armed
Gaze

Telepathy

Terror Shape
Tongues

Veil of Forms
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5 [14] 4 [15] 4 [15] 3 [16]
3 < 5 6

Slam 1d6 or Touch Slam 1d8 or Touch Slam 2d6 or Slam 3d6 or Touch
1d6 1d8 Touch 2d6 3d6

17 [+2] 16 [+3] 15 [+4] 14 [+5]
90’ (30°) Fly 180’ (60’) (Perfect)

10 10 8 8
9 9

11 11

12 12 10 10

13 13 10 10

14 14 12 12

12 12 10 10

8 8 8 8
Lawful

75 175 450 650
Special Abilities

Heralds can summon their signature weapon as a standard action. If its herald doesn't have a signature

weapon, it can summon any nonmagical weapon as a standard action (including special materials); the weapon
disappears if it leaves the herald's grasp.

Death (if 6 HD or less) or 6d6 damage and panicked for 2d4 rounds (7 HD or more), range 30 feet, Death save
negates the death or panicked effect. This gaze is a mind-affecting fear effect that causes its targets to perceive
Basileus as the most terrifying thing that it can imagine.

You can mentally communicate with any other creature within 100 feet that has a language. It is possible to
address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than
one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same
time.

While using his gaze ability, Basileus manifests one to five monstrous limbs that can make slam attacks.
You can speak and understand the language of any intelligent creature, whether it is a racial tongue or a regional

dialect, as per the spell Tongues, as a constant ability. Constant spell-like abilities function at all times but can be
dispelled. Constant spell-like abilities can be reactivated as a swift action.

All creatures see Basileus as a powerful and attractive member of thier own race. While using this ability,
Basileus's gaze ability is suppressed. He can activate or suppress this ability as a free action.



Basilisk

Low

Moderate Advanced

9 Environment Any

Rare
Lurker / Normal
Solitary, Pair, or Colony (3-6x)
Incidental

AC  Armor Class 8 []_1] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 3+3 4+ 4 6+6 7+ 7
ATT Attacks Bite 1d4 Bite 1d6 Bite 1d8 Bite 2d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 60’ (20’)
SV  Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S  Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 125 350 650 900
Special Abilities
Gaze Turn to stone permanently, range 30 feet, Paralysis save negates. A creature

petrified in this matter that is then coated (not just splashed) with fresh basilisk blood
(taken from a basilisk no more than 1 hour dead) is instantly restored to flesh. A
single basilisk contains enough blood to coat 1d3 Medium creatures in this manner.
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Low Moderate Advanced

Q Environment Temperate and Hot Forests and Deserts

Common
Skirmisher / Minion
Colony (10-400x)
None

AC  Armor Class ®) []_O] 8 [11] 7 [12] 7 [12]
HD  Hit Dice 1 4 5 7
ATT Attacks Bite 1d3 Bite 1d4 Bite 1d6 Bite 1d8
THACO 19 (0] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10’) Fly 120’ (40’) (Good)
SV  Saves
D Death 12 10 8 8
W Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 10 75 450 900
Special Abilities
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Bat (Dire)

Low

Moderate Advanced

Q Environment Any Temperate or Tropical

Skirmisher / Normal

{3 # Encountered Solitary, Pair, or Colony (3-8x)
Incidental

AC  Armor Class 9 [10] 9 [10] 8 [11] 7 [12]
HD  Hit Dice 3 5 6 7
ATT Attacks Bite 1d8 Bite 2d6 Bite 2d6 Bite 3d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move 60’ (20°) Fly 120’ (40’) (Good)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities
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Bat (Mobat) £2 % /) € QR

Low Moderate Advanced

Temperate or Warm Forests, Hills, or Underground

9 Environment

Brute / Normal

Solitary or Colony (2-8x)
Incidentl

AC  Armor Class ®) []_O] 9 [10] 7 [12] 7 [12]
HD  Hit Dice 3+3 5+5 6+6 7+ 7
ATT Attacks Bite 2d6 Bite 3d6 Bite 3d6 Bite 4d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV Move 60’ (20°) Fly 120’ (40°) (Good)
SV  Saves

D Death 10 10 8 6

W Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 125 350 650 900

Special Abilities

Screech Once per day, a mobat can produce an ear-splitting screech that stuns non-mobats

in a 20-foot-radius burst. All creatures within the area must make a Spell save or be
staggered for 1d3 rounds. Other mobats and urdefhans are immune to this effect.
This is a sonic mind-affecting effect.
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Bat (Skaveling) &2/ @x

Low Moderate Advanced

9 Environment Any Underground

Soldier / Normal

#* % Encountered Solitary or Colony (2-8x)
Incidental

AC  Armor Class 8 [11] 7 [12] 6 [13] 6 [13]

HD  Hit Dice 4 5 6 8
ATT Attacks Bite 2d6 Bite 2d8 Bite 3d8 Bite 4d8
THACO 16 [+3] 15 [+4] 14 [+5] 12 [+7]
MV Move 60’ (20’) Fly 120’ (40°) (Average)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P  Paralysis 12 12 10 8

B Breath 13 13 10 8

S  Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale °) 9 9 9
AL  Alignment Chaotic
XP  Experience 75 275 650 900

Special Abilities

Disease Ghoul Fever: Bite - injury; save Death; frequency 1/day; effect 1d3 Constitution and

1d3 Dexterity damage; cure 2 consecutive saves. A humanoid who dies of ghoul
fever rises as a ghoul at the next midnight.

Paralysis A Skaveling's bite attack can render its victims immobile. Paralyzed creatures cannot
move, speak, or take any physical actions. The creature is rooted to the spot, frozen
and helpless. Paralysis works on the body, and a character can usually resist it with a
Paralysis saving throw. Unlike hold person and similar effects, a paralysis effect does
not allow a new save each round.

Screech Once per day, a Skaveling can produce an ear-splitting screech that stuns non-
Skavelings in a 20-foot-radius burst. All creatures within the area must make a
Paralysis save or be staggered for 1d3 rounds. Other Skavelings and urdefhans are
immune to this effect. This is a sonic mind-affecting effect.
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Bat (Sootwing) &2 ¢ %

Low Moderate Advanced

9 Environment Any Land

Skirmisher / Minion

Solitary or Colony (4-12x)
=

AC  Armor Class ®) []_O] 9 [10] 9 [10] 8 [11]
HD  Hit Dice 2 4 5 7
ATT Attacks Bite 1d3 Bite 1d4 Bite 1d6 Bite 1d8
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Mo 15' (5") Fly 120" (40) (Good)
SV  Saves

D Death 12 10 8 8

W Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale °) o) 9 9
AL  Alignment Chaotic
XP  Experience 20 175 450 900

E Special Abilities

Disease Ghoul Fever: Bite - injury; save Death; frequency 1/day; effect 1d3 Constitution and

1d3 Dexterity damage; cure 2 consecutive saves. A humanoid who dies of ghoul
fever rises as a ghoul at the next midnight.

Paralysis A Skaveling's bite attack can render its victims immobile. Paralyzed creatures cannot
move, speak, or take any physical actions. The creature is rooted to the spot, frozen
and helpless. Paralysis works on the body, and a character can usually resist it with a
Paralysis saving throw. Unlike hold person and similar effects, a paralysis effect does
not allow a new save each round.
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Bat Swarm

Low

Moderate Advanced

Q Environment Any Temperate or Tropical

Common
Skirmisher / Normal
Solitary, Pair, Flight (3-6x), or Colony (11-20x)
None

AC  Armor Class 9 [10] 8 [11] 8 [11] 8 [11]
HD  Hit Dice 3 5 6 8
ATT Attacks Swarm 1d6 Swarm 2d4 Swarm 2d8 Swarm 4d6
THACO 17 [+2] 15 [+4] 14 [+5] 12 [+7]
MV Moue 15' (5") Fly 120’ (40’) (Good)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S  Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 75 275 650 1,100

Special Abilities

Distraction You can nauseate creatures that you damage. Any living creature that takes damage

from you is nauseated for 1 round; a Spell save negates the effect.

Wounding Any living creature damaged by a bat swarm continues to bleed, losing 1 hit point
per round thereafter. Multiple wounds do not result in cumulative bleeding loss.
The bleeding can be stopped by a full-round action of healing skill or any magical
healing.
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Low Moderate Advanced

9 Environment Any

Rare
Artillery / Normal

Solitary, Gang (2-5x), or Flight (6-12x)
Standard

AC  Armor Class 6 [13] 6 [13] 6 [13] 4 [15]
HD Hit Dice 4 6 7 8

ATT Attacks Composite Composite Composite Composite
Longbow Str 1d8x3 Longbow Str 1d8x3 Longbow Str Longbow Str
or Claw 1d4 or Claw -1 1d4 1d10x3 or Claw 2d6x3 or Claw 2d6
1d6

THACO 16 [+3] 14 [+5] 13 [+6] 12 [+7]
MV Move 90’ (30’) Fly 180’ (60°) (Good)

D Death 10 8 6 6

W  Wand 11 9 7 7

P Paralysis 12 10 8 8

B Breath 13 10 8 8

S  Spell 14 12 10 10

U Unified 12 10 8 8
ML  Morale ) 9 9 9
AL  Alignment Neutral

XP  Experience 275 650 900 1,100
Special Abilities

Devour Soul A baykok can devour the soul of an adjacent dead or dying creature. A dying creature can resist this attack with a
Death save. If it fails, the target is instantly slain. If the creature is already dead, it does not make a saving throw,
although the body cannot be more than 1 hour dead. A creature subjected to this attack cannot be brought back
to life via raise dead (resurrection and more powerful effects work normally). When a baykok devours a soul in

this way, it heals 5d6+10 points of damage and becomes hasted for 4 rounds (as if affected by haste). This is a
death effect.

Dread Howl Once per day, a baykok can unleash a bloodcurdling howl. Any living creature within a 30-foot-radius burst
becomes paralyzed with fear for 1 round unless it resists with a Paralysis save. Any creature that makes this
saving throw is instead shaken for 1 round. This is a fear effect.

Infused Arrows A baykok creates arrows of bone as it fires its bow-it need not carry arrows as ammunition. These bone arrows
do normal damage for arrows fired from the bow, but gain a +1 enhancement bonus on attack and damage rolls.
In addition, each arrow deals an additional 1d6 points of necrotic damage on a hit. Further, the first creature
struck in a round by a baykok's arrow must make a Paralysis save to avoid being paralyzed for 1d3 rounds. A
baykok can fire normal arrows from its bow if it wishes-such arrows, however, do not gain the special negative
energy damage or paralysis effects.
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Bear (Dire)

Low

9 Environment

£ # Encountered

g
Treasure

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

Spell
Unified
ML Morale

AL  Alignment
XP  Experience

Bite 1d6 or Claw

1d4

8 [11]
4

16 [+3]

10
11
12
13
14
12
5

175

Moderate Advanced
Cold Forests

Rare
Brute / Normal

Solitary or Pair

Incidental
8 [11] 7 [12]
5 7
Bite 1d8 or Claw Bite 2d6 or Claw
1d6 1d8
15 [+4] 13 [+6]
120’ (40’)
8 8
9 9
10 10
10 10
12 12
10 10
5 5
Neutral
450 900

Special Abilities

@ :0

Y

6 [13]
8

Bite 3d6 or Claw
2d6

12 [+7]

U0y 0K O

1,100
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Bear (Grizzly)

Low Moderate Advanced

9 Environment Cold Forests

Rare
Brute / Normal
Solitary or Pair
None

AC  Armor Class ®) []_O] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 4 5 6 7/
ATT Attacks Bite 1d8 or Claw Bite 2d6 or Claw Bite 2d6 or Claw  Bite 3d6 or Claw
1d6 1d6 1d8 2d6

THACO 16 [+3] 15 [+4] 14 [+5] 13 [+6]
MV  Move 120r (40’)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML  Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities
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Bear (Polar)

9 Environment

£ # Encountered

g
Treasure

Low

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

Spell
Unified
ML Morale

AL  Alignment
XP  Experience

7 [12]

1

Bite 1d8 or Claw

1d6

16 [+3]

10
11
12
13
14
12

75

Moderate

Cold Coastlines or Plains

Brute / Normal

@ (2 L

Advanced

Rare

Solitary or Pair

7 [12] 6 [13]
5 6
Bite 2d6 or Claw Bite 2d6 or Claw
1d8 1d8
15 [+4] 14 [+5]
120’ (40’) Swim 60’ (20’)
10 8
11 0]
12 10
13 10
14 12
12 10
5 5
Neutral
275 650
Special Abilities

None

> Elite

6 [13]
8

Bite 3d6 or Claw
2d6

12 [+7]

Ul0g 0K O

900
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Bear (Polar, Dire) @ (=22 va*x

9 Environment

E Role

o%

“ # Encountered
g

Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

159

9 [10]

1

Bite 1d6 or Claw

1d4

19 [0]

12
13
14
15
16
14

10

Low

Moderate

Cold Coastlines or Plains

Rare

Brute / Normal

Solitary or Pair

None
9 [10] 8 [11]
1 1+1
Bite 1d8 or Claw Bite 1d8 or Claw
1d6 1d6
19 [0] 19 [0]
120’ (40’)
12 10
13 11
14 12
15 13
16 14
14 12
6 6
Neutral
75 135
Special Abilities

Advanced

7 [12]
2

Bite 2d6 or Claw
1d8

19 [0]

10
11
12
13
14
12

450



Bebilith

Low

Moderate Advanced
9 Environment Any (the Abyss)

Rare
Brute / Elt
{3 # Encountered Solitary or Band (2-6x)

Standard

AC  Armor Class 7 [12] 6 [13] 5 [14] 5 [14]
HD  Hit Dice 3 4 5 6

ATT Attacks Bite 1d10 or Claw 1d6  Bite 2d6 or Claw 1d8 Bite 3d6 or Claw 1d8  Bite 4d6 or Claw 3d6
THACO 17 [+2] 16 [+3] 15 [+4] 14 [+5]

MV  Move 120’ (40°) Climb 60’ (20)
SV  Saves

D Death 10 10 8 8
W  Wand 11 11 9 9

P Paralysis 12 12 10 10
B Breath 13 13 10 10
S Spell 14 14 12 12
U Unified 12 12 10 10

ML Morale 8 8 8 8
AL  Alignment Chaotic

XP  Experience 75 175 450 650
Special Abilities

Dism antle Armor Ifa bek?il-ith hits a foe with two clavY -attécks, it can attempt to peel away the ta.rget's armor and sh‘ield as a free ‘action by making
an additional attack roll. If the bebilith is successful, the target's armor and shield are torn from his body and dismantled, falling
to the ground. Armor subjected to this attack loses half its hit points and gains the broken condition if the target fails a Breath
save.

Penetrating Strike A bebilith's natural weapons are treated as chaotic and magical for the purposes of penetrating resistance. Against creatures
with the demon type, its natural weapons are also treated as cold iron and good.

Rot A bebilith's bite causes a horrible withering and weakening of the flesh, resulting in a hideous melting and foul rotting effect.
This catastrophic withering begins on the round the creature is bitten and continues for another 4 rounds thereafter, for 5
rounds of withering in all. Each round the rot persists, the target must succeed on a Death save or take 2 points of Constitution
damage. If the target makes two consecutive saving throws in a row, the effect is cured. Healing magic can also halt the rot
effect.

Telep athy You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as
difficult as simultaneously speaking and listening to multiple people at the same time.

Web You can use webs to support yourself and up to one additional creature of the same size. In addition, you can throw a web up to eight times per
day. This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective against targets
up to one size category larger than you. An entangled creature can escape with a successful skill check or burst the web with a Strength check.
Attempts to burst a web by those caught in it suffer a -4 penalty. Web spinners can create sheets of sticky webbing up to three times their size.
They usually position these sheets to snare flying creatures but can also try to trap prey on the ground. Approaching creatures stumble into it
and become trapped as though by a successful web attack. Attempts to escape or burst the webbing gain a +5 bonus if the trapped creature has
something to walk on or grab while pulling free. A creature can move across its own web at its climb speed and can pinpoint the location of any
creature touching its web.
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Bee (Giant Queen) @ ¢ @«

Low Moderate Advanced

Q Environment Temperate or Warm Plains

Soldier / Normal

L T — Solitary or Colony (1 plus others)
Incidental

AC  Armor Class 8 []_]_] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 4 6 7 8
ATT Attacks Sting 1d8 Sting 2d6 Sting 2d6 Sting 3d6
THACO 16 [+3] 14 [+5] 13 [+6] 12 [+7]
MV Move 60’ (20’) Fly 180’ (60°) (Good)
SV  Saves
D Death 10 8 6 6
W  Wand 11 9 7 7
P Paralysis 12 10 8 8
B Breath 13 10 8 8
S Spell 14 12 10 10
U Unified 12 10 8 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 275 650 900 1,100
Special Abilities
Poison Sting - injury; save Death; frequency 1/round for 4 rounds; effect 1d2 Constitution
damage and 1d8 Poison damage; cure 1 save.
Vulnerable to Smoke from particularly smoky fires or effects (such as that created by a
Smoke pyrotechnics spell) causes a giant bee to become nauseated if it fails a Paralysissave.
This condition persists as long as the giant bee remains in the smoke, plus 1d4
rounds.
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Bee (Giant)

Low

Moderate Advanced

Q Environment Temperate or Warm Plains

Soldier / Normal

#* # Encountered Solitary or Colony (1 plus others)
Incidental

AC  AmorChss 9 [10] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 3 q 6 7
ATT Attacks Sting 1d6 Sting 1d8 Sting 1d10 Sting 2d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV Move 60’ (20’) Fly 180’ (60°) (Good)
SV  Saves
D Death 10 10 8 6
W  Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S  Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 75 275 650 900
Special Abilities
Poison Sting - injury; save Death; frequency 1/round for 4 rounds; effect 1d2 Strength
damage and 1d8 Poison damage; cure 1 save.
Vulnerable to Smoke from particularly smoky fires or effects (such as that created by a
Smoke pyrotechnics spell) causes a giant bee to become nauseated if it fails a Paralysissave.
This condition persists as long as the giant bee remains in the smoke, plus 1d4
rounds.
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Bee-Man of Bellis @ € ~<»

Low Moderate Advanced

¢ Environment Temperate Forest

Rare
Lurker / Elite
Solitary
Double

AC  Armor Class 6 [13] 6 [13] 6 [13] 4 [15]

HD  Hit Dice 4 5 6 8

ATT Attacks Slam 1d8 Slam 1d10 Slam 2d6 Slam 3d6

THACO 16 [+3] 15 [+4] 14 [+5] 12 [+7]

MV Move 90’ (30") Fly 180" (60") (Good)

SV  Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B  Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8

ML Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 75 275 650 900

Special Abilities
Amorphous Your body is malleable and shapeless. You are immune to precision damage

(like sneak attacks) and critical hits, and can move through an area as small as
one-quarter of your space without squeezing or one eighth of your space when
squeezing.

Fast Healing You regain hit points at 10 per round. Fast healing does not restore hit points
lost from starvation, thirst, or suffocation, nor does it allow a creature to regrow
lost body parts. Unless otherwise stated, it does not allow lost body parts to be
reattached. Fast healing continues to function (even at negative hit points) until a
creature dies, at which point the effects of fast healing end immediately.

Poison Slam - injury; save Death; frequency 1/round for 6 rounds; effect 1d4 Strength
damage and 1d8 Poison damage; cure 2 consecutive saves.
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Beetle (Fire)

*| Low ‘ Moderate Advanced

9 Environment Any

Common
Soldier / Minion
Solitary, Pair, or Collective (3-6x)
Standard

AC  Armor Class °) [10] 9 [10] 8 [11] 8 [11]
HD Hit Dice 1 4 5 6
ATT Attacks Bite 1d6 Bite 1d8 Bite 1d10 Bite 2d6
THACO 19 [0] 16 [+3] 15 [+4] 14 [+5]
MV Move 90’ (30°) Fly 90’ (30°) (Poor)
SV  Saves

D Death 12 10 10 8

W Wand 13 11 11 2]

P Paralysis 14 12 12 10

B Breath 15 13 13 10

S Spell 16 14 14 12

U Unified 14 12 12 10
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 10 75 275 650

Special Abilities

Luminescence A fire beetle's glowing glands provide light in a 10-foot radius. A dead fire beetle's

luminescent glands continue to glow for 1d6 days after its death.
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Beetle (Glant Stag)

9 Environment

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Trample

160

‘ Moderate . Advanced

Temperate Forests

| Low

Common

Soldier / Normal
Solitary, Pair, or Cluster (3-6x)

None
8 [11] 8 [11] 7 [12] 7 [12]
4 6 7 8
Bite 1d8 Bite 1d10 Bite 2d6 Bite 2d8
16 [+3] 14 [+5] 13 [+6] 12 [+7]
60’ (20°) Fly 60’ (20’) (Poor)
10 8 6 6
11 9 7 7
12 10 8 8
13 10 8 8
14 12 10 10
12 10 8 8
6 6 6 6
Neutral
275 650 900 1,100

Special Abilities
You can attempt to overrun any creature that is smaller than yourself. Targets of a
trample take bludgeoning damage equal to two times a typical melee attack from
this creature. Victims may attempt to avoid the trampling creature and receive a
Breath save to take half damage. You can only deal trampling damage to each target
once per round, no matter how many times its movement takes it over a target
Creature.



Beetle (Goliath Siag) fo¢ \[(*@® Y

9 Environment

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Trample

Low Moderate Advanced

Warm Forests or Plains
Uncommon
Brute / Normal
Solitary, Pair, or Herd (3-8x)

None
7 [12] 7 [12] 6 [13] 6 [13]
4 6 7 8
Bite 3d6 Bite 3d8 Bite 6d6 Bite 9d6
16 [+3] 14 [+5] 13 [+6] 12 [+7]
90’ (30°) Fly 90’ (30’) (Poor)
10 8 6 6
11 9 7 7
12 10 8 8
13 10 8 8
14 12 10 10
12 10 8 8
6 6 6 6
Neutral
275 650 900 1,100

Special Abilities
You can attempt to overrun any creature that is smaller than yourself. Targets of a
trample take bludgeoning damage equal to two times a typical melee attack from
this creature. Victims may attempt to avoid the trampling creature and receive a
Breath save to take half damage. You can only deal trampling damage to each target
once per round, no matter how many times its movement takes it over a target
Creature.
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Beetle (Scarab)

9 Environment

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Gnaw

162
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e = ),/ %

. Moderate Advanced

Warm Deserts

. Low

Common
Skirmisher / Normal

Solitary or Swarm (3-9x)

None
7 [12] 7 [12] 6 [13] 6 [13]
4 5 6 8
Bite 1d6 Bite 1d8 Bite 2d6 Bite 3d6
16 [+3] 15 [+4] 14 [+5] 12 [+7]
120’ (40’) Climb 60’ (20°) Fly 60’ (20’) (Average)
10 10 8 6
11 11 9 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
6 6 6 6
Neutral
75 275 650 900
Special Abilities

A scarab beetle deals 1 point of Strength damage on a successful bite. This damage
is doubled against creatures with no armor or natural armor, but creatures in heavy
armor or with a natural armor bonus of +4 or greater are immune, as are creatures
immune to critical hits or without flesh.



Beetle (Slicer)

. Low

‘ Moderate Advanced

L T — Temperate Forests

Common
Skirmisher / Normal
Solitary or Cluster (2-5x)
None

AC  Armor Class 8 []_1] 8 [11] 7 [12] 6 [13]
HD Hit Dice 4 5 7 8
ATT Attacks Bite 2d6 Bite 3d6 Bite 3d6 Bite 4d6
THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV  Move 120’ (40’) Fly 60’ (20°) (Poor)
SV Saves

D Death 10 8 8 6

W Wand 11 9 9 7

P Paralysis 12 10 10 8

B Breath 13 10 10 8

S Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 175 450 900 1,100

Special Abilities

Compression The creature can move through an area as small as one-quarter its space without

squeezing or one-eighth its space when squeezing.

Crippling Bite A slicer beetle's bite attack threatens a critical hit on a roll of 19-20. If a slicer beetle
scores a critical hit on a target, its mandibles cut deep, resulting in a wound that
causes 1d6 bleed and leaving its foe staggered for 1d3 rounds from the tremendous
pain dealt.
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% . /
0e® o: N ) X
. Moderate Advanced

Q Environment Warm Deserts

Common

Skirmisher / Normal

Solitary, Swarm (2-8x), or Plague (9-20x)
None

Beetle (Stalk)

. Low

AC  Armor Class ®) []_O] 9 [10] 7 [12] 7 [12]
HD  Hit Dice 3 5 6 7
ATT Attacks Bite 1d6 Bite 1d8 Bite 1d8 Bite 2d6
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move o0’ (30’)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities
Sawtooth A stalk beetle deals 1 point of bleed damage upon a successful critical hit with its bite
attack.
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Beheaded

Low

9 Environment

£ # Encountered

g
Treasure

AC  Armor Class O [10]

HD  Hit Dice 1

ATT Attacks Slam 1d3

THACO 19 [O]

MV  Move

SV  Saves
D Death 12
W  Wand 13
P Paralysis 14
B Breath 15
S Spell 16
U Unified 14

ML Morale °)

AL  Alignment

XP  Experience 10

Moderate Advanced

Any
Rare
Skirmisher / Minion

Solitary, Pair, or Patrol (3-6x)

None
9 [10] 8 [11]
4 5
Slam 1d4 Slam 1d6
16 [+3] 15 [+4]
Fly 120’ (40’) (Perfect)
10 8
11 9
12 10
13 10
14 12
12 10
9 9
Neutral
175 450
Special Abilities

8 [11]
7

Slam 1d8

13 [+6]

8
9
10
10

12
10

9

900
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> Low > Moderate . Advanced
4 Envnronment

Q Rarlty Rare
E Role Skirmisher / Minion

Solitary, Pair, or Patrol (3-6x)
None

AC  Armor Class ®) []_O] ®) [10] 8 [11] 7 [12]
HD  Hit Dice 1 4 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV Move Fly 120’ (40°) (Perfect)
SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale °) o) 9 9
AL  Alignment Neutral
XP  Experience 10 175 450 900

Special Abilities

Acid Belch The beheaded can make a ranged touch attack with a maximum range of 30 feet

that deals 1d6 points of acid damage.

Flaming The beheaded gains fire immunity and its slam attack deals 1d6 points of fire
damage and might catch the target on fire.

Screaming This type of beheaded can scream out once per minute. Every creature within 30
feet must succeed at a Wand save or be shaken for 1d4 rounds. This is a sonic mind-
affecting fear effect. Whether or not the save is successful, any creature in the area
can't be affected by that beheaded's scream for the next 24 hours.

166



Beheaded (Familiar) &3 @ /=

Low Moderate Advanced

9 Environment Any

Skirmisher / Minion

£} # Encountered Solitary, Pair, or Patrol (3-6x)
¥ Treasure | None

AC  Armor Class 9 [10] 9 [10] 7 [12] 7 [12]
HD Hit Dice 1 4 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV  Move Fly 120’ (40°’) (Perfect)
SV  Saves
D Death 12 10 8 8
W Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale °) ®) 9 9
AL  Alignment Neutral
XP  Experience 10 175 450 900
Special Abilities
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Beheaded (Swarming) £.¢ @ ./

Low Moderate Advanced
9 Environment T

Rare
Skirmisher / Minion
Solitary, Pair, or Patrol (3-6x)
None

AC  Armor Class ®) []_O] ®) [10] 8 [11] 7 [12]
HD  Hit Dice 1 q 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
19 [0] 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV Move Fly 120’ (40’) (Perfect)
SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale °) 9 9 9
AL  Alignment Neutral
XP  Experience 10 175 450 900

Special Abilities

Distraction You can nauseate creatures that you damage. Any living creature that takes damage

from you is nauseated for 1 round; a Spell save negates the effect.
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Low

Moderate Advanced

9 Environment Any Air

Leader / Solo

£ # Encountered Solitary or Pair

None

AC  Armor Class 1 [18] 1 [18] 1 [18] 1 [18]
HD  Hit Dice 5+5 9+9 13 +13 14 + 14

ATT Attacks Bite 1d4 or Scales 1d8 or Bite 1d4 or Scales 2d8 or Bite 2d6 or Scales 2d10 or Bite 2d8 or Scales 4d8 or
Talons 2d6 or Wings 4d6 Talons 2d6 or Wings 6d6 Talons 3d8 or Wings 8d8 Talons 5d8 or Wings 12d8

THACO 15 [+4] 12 [+7] 10 [+9] 9 [+10]

MV Move 120’ (40°) Fly 600’ (200°) (Good)
SV  Saves

D Death 8 6 2 2

W Wand

P Paralysis 190 g z 2?,1-

B Breath 10 8

S Spell 12 10 g %

U Unified 10 8 4 4
ML Morale 8 8 & 8
AL  Alignment Neutral

XP  Experience 450 1,100 2,000 2,500
Special Abilities

Bleed You can cause wounds that continue to bleed, inflicting additional 1d6 acid damage each round at the start

of the affected creature's turn. This bleeding can be stopped by a successful Heal skill check or through the
application of any magical healing.

Gale This creature can generate winds of up to hurricane force as a free action, blowing in as many as three different
directions at once. The winds blow either away from or directly toward the behemoth in a 30-foot-wide path that
extends for 1,000 feet.

Regeneration You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration
is still functioning (although you still fall unconscious when their hit points are below 0). During this round, you
cannot heal any damage and can die normally. Attack forms that don't deal hit point damage are not healed by
regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or suffocation. You can
regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within
1 hour of severing. Severed parts that are not reattached wither and die normally.

Ruinous A behemoth's natural attacks penetrate resistance as if they were epic/mythic and magic. Whenever it strikes
a creature or object with a spell effect in place, it can attempt to dispel one randomly determined spell effect on
that creature as if with a dispel magic.

Scales A tempest behemoth can hurl up to six scales from its wings (range increment 100 feet) as a standard action.

Thunderbolt As a standard action once every 1d4 rounds, a behemoth can shoot a bolt of lightning that deals 4d8 electricity
damage and sonic damage, and that causes permanent deafness in a 200-foot line (Breath save halves damage
and negates deafness).

Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers from them at the
end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated, sickened, slowed,
staggered, and stunned.



Low

Moderate Advanced

9 Environment Any Water

Leader / Solo

£} # Encountered Solitary or Pair
None

AC  Armor Class 1 [18] 1 [18] 1 [18] 1 [18]
HD Hit Dice 5+5 9+9 13+ 13 14 + 14

ATT Attacks Bite 1d4 or Scales  Bite 1d4 or Scales  Bite 1d6 or Scales Bite 1d8 or Scales
1d8 or Talons 2d6  1d8 or Talons 2d6  1d10 or Talons 2d8 or Talons 3d8
or Wings 8d6 or Wings 8d6 2d8 or Wings 8d8 or Wings 16d6 (75)

THACO 15 [+4] 12 [+7] 10 [+9] 9 [+10]
MV Move 120’ (40’) Fly 600’ (200°) (Good)

SV Saves
D Death 8 6 2 2
W Wand 9 7 3 3
P Paralysis 10 8 4 4
B Breath 10 8 3 3
S Spell 12 10 6 6
U Unified 10 8 4 4

ML Morale 8 8 8 8

AL  Alignment Neutral

XP  Experience 450 1,100 2,000 2,5000
Special Abilities

Bleed You can cause wounds that continue to bleed, inflicting additional 1d6 acid damage each round at the start

of the affected creature's turn. This bleeding can be stopped by a successful Heal skill check or through the
application of any magical healing.

Gale This creature can generate winds of up to hurricane force as a free action, blowing in as many as three different
directions at once. The winds blow either away from or directly toward the behemoth in a 30-foot-wide path that
extends for 1,000 feet.

Regeneration You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration
is still functioning (although you still fall unconscious when their hit points are below 0). During this round, you
cannot heal any damage and can die normally. Attack forms that don't deal hit point damage are not healed by
regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or suffocation. You can
regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within
1 hour of severing. Severed parts that are not reattached wither and die normally.

Ruinous A behemoth's natural attacks penetrate resistance as if they were magic. Whenever it strikes a creature or object
with a spell effect in place, it can attempt to dispel one randomly determined spell effect on that creature as if
with a dispel magic .

Scales A tempest behemoth can hurl up to six scales from its wings (range increment 100 feet) as a standard action.

Thunderbolt As a standard action once every 1d4 rounds, a behemoth can shoot a bolt of lightning that deals 4d8 electricity
damage and sonic damage, and that causes permanent deafness in a 200-foot line (Breath save halves damage
and negates deafness).

Unstoppable If a behemoth starts its turn suffering from any or all of the following conditions, it recovers from them at the
end of its turn: blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated, sickened, slowed,
staggered, and stunned.



Behemoth (Thunder) @ ¢

9 Environment

E‘ Role

£} # Encountered

x| Treasure

Low Moderate Advanced

Any Land

Rare
Leader / Solo
Solitary or Pair

None

AC Armor Class
HD Hit Dice
ATT Attacks

Wand
Paralysis
Breath
Spell
Unified
ML

AL
XP

Morale

Alignment

Experience

Mighty Roar

Regeneration

Rock Spitting

Ruinous

Swallow Whole

Trample

Unstoppable

2 [17] 1 (18] 1[18]
5+5 9+9 10+ 10 12 +12

Bite 4d4 or Gore 4d4 Bite 4d4 or Gore 4d4  Bite 4d6 or Gore Bite 4d8 or Gore
or Stomps 2d6 or Stomps 2d6 4d6 or Stomps 2d8  4d8 or Stomps 3d8

15 [+4] 12 [+7] 11 [+8] 10 [+9]
90’ (307)

1 (18]

8 6
9 7
10 8
10 8

12
10 8

3 3
Neutral
1,100
Special Abilities

Every 1d4 rounds , a thunder behemoth can issue a mighty roar in a 60-foot cone that duplicates the effect of a wail of the
banshee (Death save for half damage). This is a sonic effect.
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450

You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still functioning (although
you still fall unconscious when their hit points are below 0). During this round, you cannot heal any damage and can die normally. Attack forms
that don't deal hit point damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or
suffocation. You can regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within 1 hour of
severing. Severed parts that are not reattached wither and die normally.

A thunder behemoth can spit rocks from the essentially inexhaustible store in its gizzard. It can spit up to four rocks as a
standard action, with a range increment of 60 feet. A creature that is critically hit by one of these rocks must make a Paralysis
save to resist being stunned for 1 round.

A behemoth's natural attacks penetrate resistance as if they were magic. Whenever it strikes a creature or object with a spell
effect in place, it can attempt to dispel one randomly determined spell effect on that creature as if with a dispel magic .

The creature makes one bite Attack as a full-round action against a victim it has struck successfully the round prior. If the Attack hits, the target
is swallowed. The swallowed target is Blinded and Restrained, it has total cover against attacks and other Effects outside the creature, and it
takes cold damage at the start of each of the creature's turns. The creature can have only one target swallowed at a time. If the creature dies, a
swallowed creature is no longer Restrained by it and can escape from the corpse using 5 feet of Movement, exiting prone. Swallowed creatures
take damage each round equal to 1/4 this creature's weakest normal melee attack until they escape; escaping requires cutting your way out (AC
as creature; stomach has HP equal to 1/4 the creatures' total HP max).

You can attempt to overrun any creature that is smaller than yourself. Targets of a trample take bludgeoning damage equal to
two times a typical melee attack from this creature. Victims may attempt to avoid the trampling creature and receive a Breath
save to take half damage. You can only deal trampling damage to each target once per round, no matter how many times its
movement takes it over a target creature.

If a behemoth starts its turn suffering from any or all of the following conditions, it recovers from them at the end of its turn:
blind, confused, dazed, deafened, dazzled, exhausted, fatigued, nauseated, sickened, slowed, staggered, and stunned.
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9 Environment

o%

“ # Encountered
g

Treasure

Moderate Advanced

Warm Hills and Deserts

Rare
Soldier / Normal

Solitary or Pair

Double

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Breath Weapon

Constrict

Rake

Swallow Whole

172

7 [12] 7 [12] 5 [14] 5 [14]
4+4 5+5 7+7 8+8
Bite 1d10 Bite 2d6 Bite 3d6 Bite 4d6
16 [+3] 15 [+4] 13 [+6] 12 [+7]
120’ (40’) Climb 60’ (20’)

10 8 8 6
11 9 9 7
12 10 10 8
13 10 10 8
14 12 12 10
12 10 10 8
8 8 8 8
Neutral

225 450 900 1,100
Special Abilities

20' Line of Lightning 4d6 electricity, usable every 1d4 rounds. Breath weapons allow a Breath save
for half damage. You are immune to your own breath weapon.

You can crush an opponent, dealing additional bludgeoning damage (equal to your normal melee
attack damage, or 1d6, whichever is greater), when you make a successful attack roll while grappling
an enemy in melee (in addition to any other effects caused by a successful check, including additional
damage).

Against a grappled opponent, you may make two additional Bite attacks using a single action. A
monster with the rake ability must begin its turn already grappling to use its rake-it can't begin a
grapple and rake in the same turn.

The creature makes one bite Attack as a full-round action against a victim it has struck successfully
the round prior. If the Attack hits, the target is swallowed. The swallowed target is Blinded and
Restrained, it has total cover against attacks and other Effects outside the creature, and it takes cold
damage at the start of each of the creature's turns. The creature can have only one target swallowed
at a time. If the creature dies, a swallowed creature is no longer Restrained by it and can escape from
the corpse using 5 feet of Movement, exiting prone. Swallowed creatures take damage each round
equal to 1/4 this creature's weakest normal melee attack until they escape; escaping requires cutting
your way out (AC as creature; stomach has HP equal to 1/4 the creatures' total HP max).



9 Environment

Rare
Skirmisher / Normal

Low Moderate Advanced

Any (Plane of Air)

£ # Encountered Solitary, Pair, or Clutch (3-4x)

— .
e Incidental

AC  AmorClass 7 [12] 7 [12] 6 [13] 5 [14]
HD  Hit Dice 9 3 4 5
ATT Attacks Bite -2 1d4 or Claw Bite 1d6 or Claw Bite 1d8 or Claw  Bite 2d6 or Claw
-2 1d4 or Wing -2 1d6 or Wing 1d6 1d8 or Wing 1d8  2d6 or Wing 2d6
1d4
THACO 18 [+1] 17 [+2] 16 [+3] 15 [+4]
MV Move 90’ (30°) Fly 150’ (50°) (Perfect)
SV Saves
D Death 12 10 10 8
W Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S  Spell 16 14 14 12
U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 30 75 175 450
Special Abilities
Smoke Claws A belker using its smoke form ability can enter a target's square as a standard action
that does not provoke attacks of opportunity. The target must make a Death save
or inhale part of the creature. Smoke inside the victim solidifies into a claw and
attacks the target from within, dealing 2d6 necrotic damage per round. If the target
moves, the belker may automatically move with the target (this movement does not
count toward the belker's movement and does not provoke attacks of opportunity
against the belker). Each round, the target can attempt another save to cough out
the belker's smoke, which ends the smoke claws attack and forces the belker into an
adjacent square. Creatures that do not need to breathe are immune to this attack.
Smoke Form A belker can switch from its normal form to one of pure smoke or back again. It can

spend up to 20 rounds per day in smoke form. In smoke form, the belker acts as if
under the effects of a gaseous form spell, except that it retains its natural fly speed of
50 feet (perfect).
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Berbalang

9 Environment

£} # Encountered

(v}
Treasure

Low

Moderate Advanced
Any Land

Rare

Lurker / Normal
Solitary or Pack (2-8x)
Standard

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Projection

L2

7 [12] 7 [12] 5 [14] 5 [14]
3 5 6 7

Bite -1 1d4 or Bite 1d6 or Claw Bite 1d8 or Claw  Bite 2d6 or Claw
Claw -1 1d4 or 1d6 or Incorporeal  1d8 or Incorporeal 2d6 or Incorporeal
Incorporeal Touch  Touch 1d4 Touch 1d6 Touch 1d8

-1 1d3

17 [+2] 15 [+4] 14 [+5] 13 [+6]
120’ (40’) Fly 180’ (60°) (Good)

10 10 8 6
11 11 9 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
9 9 9 9
Chaotic

75 275 650 900
Special Abilities

Once per day, a berbalang can enter a trance that separates the creature's spirit from its body. This
splits the berbalang's current hit points in half between its body and its spirit. The berbalang's spirit
body gains the incorporeal subtype and special ability; otherwise, it retains the same statistics as its
physical self with the following changes: single incorporeal touch attack that deals 1d4 Constitution
damage on a hit as its sole attack. This spirit projection can travel no more than 1 mile away from
the berbalang's body. Because the creature is only partially in existence when in this state, its body
gains displacement as the spell. When separated in this way, the berbalang's body is unconscious and
helpless. If the berbalang's body is injured while in this state, the separated projection immediately
returns to its body, and the body loses displacement. If the physical body is slain, the spirit body
immediately dies as well. If the spirit is reduced to O or fewer hit points, it returns to the body
immediately. A berbalang in spirit form can end the effect at any time as a standard action, at which
point the spirit immediately returns to the body. When a berbalang's spirit form returns to the body,
add both the spirit body's hit points and the physical body's hit points back together to determine the
creature's current hit point total. Ability score damage inflicted from the projection's touch attack is
recovered following a long rest or any magical healing.



9 Environment

£ # Encountered

Treasure

Moderate Advanced
Any Underground

Rare
Brute / Elite
Solitary

None

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

D

W  Wand

P  Paralysis
B Breath
S Spell

U Unified
ML Morale

AL  Alignment
XP  Experience

Breath Weapon

Swallow Whole

Trample

3 [16] 2 [17] 2 [17] 2 [17]
SRl 7+7 9+9 10 + 10

Bite 4d4 or Slam Bite 6d4 or Slam Bite 6d6 or Slam  Bite 6d8 or Slam
2d6 3d6 3d8 6d6

15 [+4] 13 [+6] 12 [+7] 11 [+8]
150’ (50’) Burrow 150’ (50’)

10 8 6 4
11 9 7 5
12 10 8 6
13 10 8 5
14 12 10 8
12 10 8 6
8 8 8 8

Chaotic
350 900 1,100 1,350

Special Abilities
Once every minute, a bhole can expel a prodigious amount of thick slime from its gullet. This breath weapon has
a range of 900 feet, and creates a 40-foot-diameter spread of slime in its targeted area. Any creature within this
area must succeed at a Paralysis save or be stunned for 1d4 rounds. The slime transforms the area it coats into
difficult terrain. Furthermore, any creature that is in the area (or that attempts to enter the area) must succeed at
a Breath save or be entangled by the slime. Bhole slime persists for 2d6 hours and bhole lairs are typically pre-
caked with the stuff. A bhole can move through bhole slime without penalty.

The creature makes one bite Attack as a full-round action against a victim it has struck successtully the round
prior. If the Attack hits, the target is swallowed. The swallowed target is Blinded and Restrained, it has total

cover against attacks and other Effects outside the creature, and it takes cold damage at the start of each of the
creature's turns. The creature can have only one target swallowed at a time. If the creature dies, a swallowed
creature is no longer Restrained by it and can escape from the corpse using 5 feet of Movement, exiting prone.
Swallowed creatures take damage each round equal to 1/4 this creature's weakest normal melee attack until they
escape; escaping requires cutting your way out (AC as creature; stomach has HP equal to 1/4 the creatures' total
HP max).

You can attempt to overrun any creature that is smaller than yourself. Targets of a trample take bludgeoning
damage equal to two times a typical melee attack from this creature. Victims may attempt to avoid the trampling
creature and receive a Breath save to take half damage. You can only deal trampling damage to each target once
per round, no matter how many times its movement takes it over a target creature.
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Low

Moderate Advanced

Q Environment Any Above-Ground Natural Area

Rare

Brute / Elite

Solitary or with a group of Animals
None

AC AmorCss 6 [13] 5 [14] 3 [16] 3 [16]
HD Hit Dice 5 7 8 9
ATT Attacks Incorporeal Claws  Incorporeal Claws  Incorporeal Claws Incorporeal Claws
2d6 6d8 8d6 10d6
THACO 15 [+4] 13 [+6] 12 [+7] 12 [+7]
MV Move Fly 90’ (30’) (Perfect)
SV  Saves
D Death 10 8 6 4
W  Wand 11 9 7 5
P Paralysis 12 10 8 6
B Breath 13 10 8 5
S Spell 14 12 10 8
U Unified 12 10 8 6
ML Morale ) 0 °) °)
AL  Alignment Neutral
XP  Experience 275 900 1,100 1,350
Special Abilities
Blood Drain The creature drains blood at the end of its turn if it is attached to a foe, causing 1d6
additional points of acid damage.
Cold Iron A cold iron weapon is considered to be magical when used against a bhuta. A magic
Weakness cold iron weapon always functions as a ghost touch weapon when used against a
bhuta and inflicts +50% damage.
Bleed You can cause wounds that continue to bleed, inflicting additional 1d6 acid damage

each round at the start of the affected creature's turn. This bleeding can be stopped
by a successful Heal skill check or through the application of any magical healing.
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Black Claw Elite $.¢ €9 @«

Low Moderate Advanced

Q Environment Temperate Underground or Deep Forest

Uncommon
Soldier / Normal
Solitary, Gang (2-4x), or Nest (5-30x+)
Incidental

AC  Armor Class 8 [11] 8 [11] 7 [12] 7 [12]
HD  Hit Dice 3 5 6 7
ATT Attacks Longsword 1d8 or  Longsword 1d10 or Longsword 2d6 or Longsword 3d6 or
Shortbow 1d6/x3  Shortbow 1d6+2/  Shortbow 1d8+2/ Shortbow 1d10+4/
X3 x3 X3
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move q9()’ (30’)
SV Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 7 7 7 7
AL  Alignment Lawful
XP  Experience 75 275 650 900
Special Abilities

Black Claw Elite Dazzled in bright light.
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9 Environment

o%
“ # Encountered
reasure

Low Moderate Advanced

Deep Oceans

Rare
Controller / Solo
Solitary
Triple

AC
HD  Hit Dice
ATT Attacks

Armor Class

THACO
MV
SV

Wand
Paralysis
Breath
Spell
Unified
ML

AL
XP

Morale

Alignment

Experience

Breath of
Madness

Energy Drain

Trans-
dimensional
Tentacles

Warp
Dimensions

178

3 [16] 3 [16] 3 [16] 3 [16]
3 & 5 5

Bite 2d6 or Tentacle Bite 2d6 or Tentacle Bite 3d6 or Bite 6d6 or
1d10 1410 Tentacle 2d6 Tentacle 4d6

17 [+2] 16 [+3] 15 [+4] 15 [+4]
60’ (20°) Swim 180’ (60’)

10 10 8 8
11 11 9 o)
12 12 10 10
13 13 10 10
14 14 12 12
12 12 10 10

8 8 8 8
Chaotic
450

Special Abilities

Black Magga can exhale a cloud of foul-smelling, poisonous breath as a standard action once every 1d4 rounds. This cloud of
black smoke fills a 60-foot cone. All creatures in the area take 1d6 points of Wisdom damage and become confused for 1d6
rounds (a Death save halves the Wisdom damage and negates the confusion effect). This is a mind-affecting poison effect. This
breath weapon cannot be used while underwater. Ability score damage is restored with magical healing or after a long rest.

175 650 1,100

You sap a living opponent's vital energy automatically when your melee or ranged attack hits. Each successful energy drain
inflicts 1d4 points of Constitution damage in the victim. If an attack that includes an energy drain scores a critical hit, it
instead inflicts 1d6 points of Constitution damage. A draining creature regains 5 hit points (10 for a critical hit) each time this
effect occurs.

Black Magga's tentacles allow her to see into and infiltrate the Ethereal Plane and the Plane of Shadow while she is on the
Material Plane. This allows her not only to be aware of these planes and the creatures there, but also to shift her tentacles
through these planes to attack their inhabitants. She can even phase her tentacles in and out of existence, effectively reaching
through walls and other solid barriers to attack foes on the other side, provided that area is not warded by a dimensional lock
or similar effect. She can grapple foes with her tentacles normally, but cannot pull grappled foes or objects through planes as
her tentacles shift between them.

Black Magga's presence distorts the dimensions. Any creature that attempts to utilize a teleportation effect while within 300
feet of Black Magga must succeed at a Spell check or the teleport effect fails. If the effect fails, the creature that attempted to
create that effect must succeed at a Death save or be nauseated for 1d6 rounds.




Black Pudding @ # <&

Low Moderate Advanced

9 Environment Any Underground

Uncommon
Lurker / Normal
£} # Encountered Solitary

Treasure None

AC  Armor Class °) [10] °) [10] 9 [10] 9 [10]

HD  Hit Dice 4 5 7 8
ATT Attacks Slam 1d6 Slam 1d8 Slam 1d10 Slam 2d6

THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]

MV Move 60’ (20°) Climb 60’ (20’) , Suction
SV  Saves

D Death 10 8 8 6

W  Wand 11 9 9 7

P Paralysis 12 10 10 8

B Breath 13 10 10 8

S  Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale °) 9 9 9
AL  Alignment Neutral

XP  Experience 175 450 900 1,100
Special Abilities

Acid A black pudding secretes a digestive acid that dissolves organic material and metal quickly, but does not affect
stone. Each time a creature suffers damage from a black pudding's acid, its clothing and armor take the same
amount of damage from the acid. A Spell save prevents damage to clothing and armor. A metal or wooden
weapon that strikes a black pudding takes acid damage unless the weapon's wielder succeeds on a Spell save. If
a black pudding remains in contact with a wooden or metal object for 1 full round, it inflicts an amount of acid
damage equal to its Constitution score (no save) to the object.

Constrict You can crush an opponent, dealing additional bludgeoning damage (equal to your normal melee attack
damage, or 1d6, whichever is greater), when you make a successful attack roll while grappling an enemy in
melee (in addition to any other effects caused by a successful check, including additional damage).

Split Slashing and piercing weapons deal no damage to this creature. Instead, the creature splits into two identical
creatures, each with half of the original's current hit points (round down). A version of this creature with 10 hit
points or less cannot be further split and dies if reduced to 0 hit points.

Suction The black pudding can create powerful suction against any surface as it climbs, allowing it to cling to inverted
surfaces with ease. A black pudding can establish or release suction as a swift action, and as long as it is using
suction, it moves at half speed. Because of the suction, attempts to move the black pudding from its position
suffer a -10 penalty.
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Blast Shadow

9 Environment

AC  Armor Class
HD Hit Dice
ATT Attacks
THACO
MV  Move
SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified
ML Morale
AL  Alignment
XP  Experience
Cloud of Smoke
and Fire

Death Burst

Vulnerability to
Cold

180

Low

Moderate Advanced

Any
Rare
Lurker / Normal

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

None
8 [11] 8 [11] 6 [13] 6 [13]
4 5 7 8
Claw 1d6 Claw 1d8 Claw 2d6 Claw 3d6
16 [+3] 15 [+4] 13 [+6] 12 [+7]
120’ (40°)
10 8 8 6
11 9 9 7
12 10 10 8
13 10 10 8
14 12 12 10
12 10 10 8
9 9 9 9
Chaotic
175 450 900 1,100

Special Abilities
A blast shadow can, as a free action, surround itself with a cloud of smoke that burns
living flesh. This inflicts 1d4 points of fire damage to any creature in melee range; a
Breath save prevents the damage but the save must be attempted each round.
When a blast shadow is reduced to 0 or fewer hit points, it explodes in a blast of
flame, inflicting 3d8 points of fire damage to all creatures within 20'. Breath save for
half damage.
You take half again as much (+50%) damage as normal from Cold, regardless of
whether a saving throw is allowed, or if the save is a success or failure




Blighted Fey Satyr @ '@ @x

9 Environment

£ # Encountered

Treasure

Low

Moderate Advanced

Any

Rare

Artillery / Normal
Solitary or Pair

Standard

>

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Cyth-V'sug's Unity
Fungal
Rejuvenation
Parasitic Bond

Pipes

Tainted Blood

7 [12] 7 [12] 6 [13] 5 [14]
2 3 - 5

Dagger 1d4 or Dagger 1d4+2 or Dagger 1d6+2 or  Dagger 1d6+4 or
Shortbow 1d6/x3  Shortbow 1d6+2/  Shortbow 1d8+2/ Shortbow 1d8+4/
or Horns 1d4 or x3 or Horns 1d6 or x3 or Horns 1d8  x3 or Horns 2d6 or
Thorn 1d3 Thorn 1d4 or Thorn 1d6 Thorn 1d8

18 [+1] 17 [+2] 16 [+3] 15 [+4]
120’ (40’)

12 10 10 8
13 11 11 9
14 12 12 10
15 13 13 10
16 14 14 12
14 12 12 10

7 7 7 7
Chaotic
30 75 175 450

Special Abilities

Blighted fey within 100 feet of each other can communicate through a shared fungal hive mind.

The Blighted Fey gains Fast Healing 5 while within 300 yards of any blighted tree within the Fangwood and while on moist
ground.

Following a successful Thorn Throw attack, the target must make a Death save or be cursed. For 5 rounds, all hit point
damage taken by the blighted fey is halved and the target takes the other half.

A satyr can focus and empower his magic by playing haunting melodies on his panpipes. When he plays, all creatures within a
60-foot radius must make a Spell save or be affected by charm person, fear, sleep, or suggestion, depending on what tune the
satyr chooses. A creature that successfully saves against any of the pipes' effects cannot be affected by the same set of pipes for
24 hours, but can still be affected by the satyr's other spell-like abilities as normal. The satyr's use of his pipes does not count
toward his uses per day of his spelllike abilities, and if separated from them he may continue to use his standard abilities. The
pipes themselves are masterwork, and a satyr can craft a replacement with 1 week of labor.

Any creature that successfully ingests all or part of a Blighted Fey must make a Death save or take 1 point of Strength damage
and 1 point of Dexterity damage. 1 minute later, the creature must save again or be nauseated 1 min and take 1d6 Strength
damage and 1d6 Dexterity damage.
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Blindheim

9 Environment

AC  Armor Class
HD  Hit Dice
ATT Attacks
THACO
MV  Move
SV  Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified
ML  Morale
AL  Alignment
XP  Experience
Blinding Gaze

182

Low

Moderate Advanced
Any Underground

Rare
Artillery / Normal

Solitary, Pair, or Family (3-5x)

Incidental
9 [10] 9 [10] 7 [12] 7 [12]
3+3 4+4 6+6 7+7
Bite 1d4 or Claw Bite 1d6 or Claw Bite 1d6 or Claw  Bite 1d8 or Claw
1d3 1d4 1d4 1d6
17 [+2] 16 [+3] 14 [+5] 13 [+6]
90’ (307)
10 10 8 6
11 11 8] 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
8 8 8 8
Neutral
125 350 650 900

a Special Abilities
A blindheim's eyes emit bright light to a range of 30 feet. Any creature within the
area must make a Paralysis save or be blinded for 1 hour. Blindheims can see
normally in the light generated by their eyes, which illuminates a 30-foot spread
with bright light. Creatures with light blindness or light sensitivity take the normal
penalties within 30 feet of a blindheim that is using its blinding gaze. A blindheim
can activate or suppress this ability at will.




20\

Moderate Advanced

Q Environment Temperate Plains or Forests

Uncommon
Skirmisher / Normal
Solitary, Pair, or Pack (3-14x)
Incidental

Blink Dog

Low

AC  Armor Class °) [10] °) [10] 7 []_2] 7 [12]
HD  Hit Dice 3+3 4+ 4 6+6 7+ 7
ATT Attacks Bite 1d6 Bite 1d8 Bite 1d10 Bite 2d6
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 120’ (40’)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P  Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Lawful
XP  Experience 125 350 650 900

Special Abilities

Blink You can blink as a constant ability. This imparts a 50% miss chance for all melee

and ranged attacks and spells that target you.
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Boar

Low Moderate Advanced

Q Environment Temperate or Tropical Forests

Common

Soldier / Normal
Solitary, Pair, or Group (3-8x)
None

AC  Armor Class 9 [10] 9 [10] 8 [11] 8 [11]
HD  Hit Dice 2 q 5 7
ATT Attacks Gore 1d6 Gore 1d8 Gore 1d10 Gore 2d6
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV  Move 120’ (40’)
SV  Saves
D Death 12 10 8 8
W Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 20 175 450 900
Special Abilities
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Boar (Dire)

9 Environment

£ # Encountered

g
Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

9 [10]

1

Gore 1d8

16 [+3]

10
11
12
13
14
12

75

Moderate

Common

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

None
9 [10] 8 [11]
5 6
Gore 1d10 Gore 2d6
15 [+4] 14 [+5]
120’ (40’)
10 8
11 9
12 10
13 10
14 12
12 10
5 5
Neutral
275 650
Special Abilities

Soldier / Normal

Advanced

Temperate or Tropical Forests

7 [12]
8

Gore 3d6
12 [+7]

6

7

8

8
10
8

5

900
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Boar (Sargavan)
>} Low

9 Environment

o%

“ # Encountered
g

Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

186

9 [10]

2
Gore 1d6

18 [+1]

12
13
14
15
16
14

20

. Moderate

Common

Soldier / Normal

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

None
9 [10] 8 [11]
4 5
Gore 1d8 Gore 1d10
16 [+3] 15 [+4]
120’ (40’)
10 8
11 (9]
12 10
13 10
14 12
12 10
5 5
Neutral
175 450
Special Abilities

'o‘ ? @ﬁ

. Advanced

Temperate or Tropical Forests

7 [12]
7

Gore 2d6

13 [+6]

8
9
10
10

12
10

5

900



9 Environment

AC Armor Class

HD  Hit Dice
ATT Attacks
THACO
MV  Move
SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified
ML  Morale
AL  Alignment
XP  Experience
Death Gaze
Vulnerability to
Sunlight

Low

Moderate Advanced
Any Land (evil Outer Plane)

Rare
Leader / Normal

Solitary, Pair, or Gang (3-4x)

None
7 [12] 7 [12] 5 [14] 5 [14]
4 5 7 8
Slam 1d6 Slam 1d8 Slam 2d6 Slam 3d6
16 [+3] 15 [+4] 13 [+6] 12 [+7]
60’ (20’)
10 8 8 6
11 9 9 7
12 10 10 8
13 10 10 8
14 12 12 10
12 10 10 8
9 9 9 9
Chaotic
175 450 900 1,100
Special Abilities

1d6 Constitution damage to victim, 30 feet; Death save negates. A humanoid slain
by a bodak's death gaze rises as a bodak 24 hours later. This is a death effect.
Bodaks loathe sunlight, for its merest touch burns their impure flesh. Each round of
exposure to direct sunlight deals 2d6 points of damage to a bodak.
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9 Environment

' # Encountered

Treasure

Moderate Advanced

Temperate or Warm Forests
Rare
Leader / Elite
Solitary
Double

AC Armor Class
HD Hit Dice

ATT Attacks
THACO

MV
SV

Move

Saves

Death
Wand
Paralysis
Breath
Spell
Unified

CSOWVED

ML Morale
AL  Alignment
XP  Experience

Absorb Essence

Breath Weapon
Spawn Pod
Creature

Swallow Whole

Telepathy
Transfer

Vexing Vines
16u

5 [14] 5 [14] 5 [14] 5 [14]
5 7 9 10
Bite 2d6 or Tentacle 1d6  Bite 2d8 or Tentacle 1d8  Bite 3d8 or Tentacle 2d6  Bite 4d8 or Tentacle 3d6
15 [+4] 13 [+6] 12 [+7] 11 [+8]
157 (5’)

11
12
13
14 12
12 10
6 6

10 8

9
10
10

NWH ®HOI
o & Ul YU

Lawful

275 900

Special Abilities

Creatures in a bodythief's stomach suffer 2d6 damage each round at the start of the bodythief's turn. If the creature dies from
this effect, its body disintegrates and the bodythief absorbs its life essence. This is a death effect.

1,100 1,350

80' Line of Acid 4d8 acid, Breath save halves, usable every 1d4 rounds. You are immune to your own breath weapon.

Once a bodythief has absorbed the life essence of a Large or smaller creature, it can begin growing a duplicate of that creature
as a free action. Growing a Tiny or smaller duplicate takes 1 round, a Small duplicate 3 rounds, a Medium duplicate 5 rounds,
and a Large duplicate 10 rounds. Duplicates are identical to the creature whose life essence has been devoured. They closely
resemble the original creature and retain all its memories. The newly created spawn has none of the original creature's
equipment, though the bodythief can vomit forth any surviving swallowed gear as a move action. As the duplicate hatches, the
bodythief makes a Disguise check to determine the resemblance to the original. The duplicate must be grown within 24 hours
of the original's digestion, or its essence and memories dissipate. Only a single duplicate can made of any given creature.

The creature makes one bite Attack as a full-round action against a victim it has struck successfully the round prior. If the
Attack hits, the target is swallowed. The swallowed target is Blinded and Restrained, it has total cover against attacks and other
Effects outside the creature, and it takes cold damage at the start of each of the creature's turns. The creature can have only
one target swallowed at a time. If the creature dies, a swallowed creature is no longer Restrained by it and can escape from
the corpse using 5 feet of Movement, exiting prone. Swallowed creatures take damage each round equal to 1/4 this creature's
weakest normal melee attack until they escape; escaping requires cutting your way out (AC as creature; stomach has HP equal
to 1/4 the creatures' total HP max).

A bodythief can communicate telepathically with its spawn at a range of up to 1000 feet.
A bodythief can transfer a creature grappled with a tentacle to its mouth with a move action and a successful Bite attack roll
against the grappled creature.

Each of the bodythief's tentacle vines plus its bite attack can deliver its own attack of opportunity, giving the bodythief five
attacks of opportunity per round. It cannot deliver attacks of opportunity with a portion of its body being used to grapple.




kX

Advanced

Bogeyman

Low Moderate

9 Environment Any

Rare
Lurker / Solo
Solitary
Double

AC  Armor Class 6 [13] 6 [13] 5 [14] 5 [14]

HD Hit Dice 3 q 5 6
ATT Attacks Claw 1d6 Claw 1d8 Claw 2d6 Claw 3d6

THACO 17 [+2] 16 [+3] 15 [+4] 14 [+5]
MV  Move 90’ (30,)

SV  Saves
D Death 10 10 8 8
W  Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S Spell 14 14 12 12
U Unified 12 12 10 10

ML Morale 7 7 7 7

AL  Alignment Neutral

XP  Experience 75 175 450 650
Special Abilities

Deepest Fear A bogeyman is cloaked in a 30-foot aura of fear. This aura manifests as a shifting
haze of images that reflect the viewer's deepest fears. The first time it ends its turn
within the aura, a creature must make a Death save or become shaken for as long
as it stays within the aura. If the creature succeeds at the saving throw, it cannot be
affected again by the aura for another 24 hours. This is a fear effect.

Striking Fear If a bogeyman inflicts a critical hit or a sneak attack with one of its claws on a
target currently suffering a fear effect, that effect automatically becomes one step
more severe (shaken creatures become frightened, frightened creatures become
panicked, and panicked creatures cower in fear). A Death save negates this increase.
In addition, a critical hit from the bogeyman's claw forces any target that has
successfully saved against the creature's fear aura to make another save against its
effects, even if 24 hours have not yet passed. This is a fear effect.

Terrible A bogeyman gains fast healing 5 while any creature within its deepest fear aura is
Rejuvenation suffering from a fear effect, including any fear effect created by the aura itself.
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Low

Moderate Advanced

Q Environment Temperate Marshes

Rare

Brute / Normal
Solitary, Pair, or Army (3-12x)
Incidental

AC  Armor Class 9 [10] 9 [10] 8 [11] 7 [12]
HD Hit Dice 3 4 6 7
ATT Attacks Morningstar 1d8 or Morningstar 1d8+2 Morningstar Morningstar 2d6+2
Tongue 1d2 or Tongue 1d3 1d10+2 or Tongue or Tongue 1d6
1d4
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV Move 60’ (20’) Swim 90’ (30°) , Swamp Stride
SV Saves
D Death 10 10 8 6
W Wand 11 11 9 7
P  Paralysis 12 12 10 8
B Breath 13 13 10 8
S Spell 14 14 12 10
U Unified 12 12 10 8
ML  Morale 7 7/ 7 7
AL  Alignment Chaotic
XP  Experience 75 275 650 900
a Special Abilities

130




Boilborn

Low

Moderate Advanced

9 Environment Any

Rare
Lurker / Minion
Solitary or Infestation (2-20x)
None

AC  Armor Class °) [10] °) [10] 9 [10] 9 [10]
HD Hit Dice 2 4 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV  Move 30’ (10°) Climb 30’ (10’) Swim 30’ (10’)
SV  Saves
D Death 12 10 8 8
W Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale °) °) 9 9
AL  Alignment Neutral
XP  Experience 20 175 450 900
Special Abilities

Death Throes When Kkilled, a boilborn pops in a 10-foot radius burst that deals 2d6 points of acid
damage (Breath save halves).

Disease Any creature struck by this creature's slam attack or death throes must succeed in

(Leprosy) a Death save or contract Leprosy. Disease-contact; save Death; frequency 1/week;
effect 1d2 Charisma damage; cure 2 consecutive saves.
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Boilborn (Abyssal) £, ® ~<x

Low Moderate Advanced

9 Environment Any

Rare

Lurker / Minion
Solitary or Infestation (2-20x)
None

AC  Armor Class ®) []_O] ®) [10] 9 [10] 9 [10]
HD  Hit Dice 2 q 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10°) Climb 30’ (10’) Swim 30’ (10’)
SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale °) 9 9 9
AL  Alignment Neutral
XP  Experience 20 175 450 900

Special Abilities

Death Throes When killed, a boilborn pops in a 10-foot radius burst that deals 2d6 points of acid

damage (Breath save halves).
Disease (Demon Any creature struck by this creature's slam attack or death throes must succeed in a
Fever) Death save or contract Demon Fever. Disease-contact; save Death; frequency 1/day;
effect 1d6 Con damage; cure 2 consecutive saves.
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Boilborn (Blindborn) £,3 @ ~<x

Low Moderate Advanced

9 Environment Any

Lurker / Minion

#* % Encountered Solitary or Infestation (2-20x)
oz

AC AmorCass 9 [10] 9 [10] 9 [10] 9 [10]
HD Hit Dice 2 4 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10°) Climb 30’ (10’) Swim 30’ (10’)
SV  Saves

D Death 12 10 8 8

W Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML  Morale °) °) °) ®)
AL  Alignment Neutral
XP  Experience 20 175 450 900

Special Abilities
Death Throes When Kkilled, a boilborn pops in a 10-foot radius burst that deals 2d6 points of acid
damage (Breath save halves).

Disease Any creature struck by this creature's slam attack or death throes must succeed in a
(Blinding Death save or contract Blinding Sickness. Disease-contact; save Death; frequency
Sickness) 1/day; effect 1d4 Str damage; cure 2 consecutive saves. If at any point the victim

suffers more than 2 Str damage from this disease, victim must make an additional
save or become permanently blinded.
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Boilborn (Infernal) £, @ =<

Low Moderate Advanced

9 Environment Any

Rare

Lurker / Minion
Solitary or Infestation (2-20x)
None

AC  Armor Class ®) []_O] ®) [10] 9 [10] 9 [10]
HD  Hit Dice 2 4 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10°) Climb 30’ (10’) Swim 30’ (10’)
SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale °) o) 9 9
AL  Alignment Neutral
XP  Experience 20 175 450 900
Special Abilities

Death Throes When killed, a boilborn pops in a 10-foot radius burst that deals 2d6 points of acid
damage (Breath save halves).

Disease (Devil Any creature struck by this creature's slam attack or death throes must succeed in a

Chills) Death save or contract Devil Chills. Disease-contact; save Death; frequency 1/day;
effect 1d4 Str damage; cure 3 consecutive saves.
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Low Moderate Advanced

Any

9 Environment

Lurker / Minion

#* % Encountered Solitary or Infestation (2-20x)
oz

AC  Armor Class °) [10] °) [10] 9 [10] 9 [10]
HD  Hit Dice 2 q 5 7
ATT Attacks Slam 1d3 Slam 1d4 Slam 1d6 Slam 1d8
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10°) Climb 30’ (10’) Swim 30’ (10’)
SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale °) 9 9 9
AL  Alignment Neutral
XP  Experience 20 175 450 900

Special Abilities

Death Throes When Kkilled, a boilborn pops in a 10-foot radius burst that deals 2d6 points of acid

damage (Breath save halves).

Disease (Cackle Any creature struck by this creature's slam attack or death throes must succeed in a
Fever) Death save or contract Cackle Fever. Disease-contact; save Death; frequency 1/day;
effect 1d6 Wis damage; cure 2 consecutive saves.
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Bonestorm @90 V-~

Low Moderate Advanced

9 Environment Any

Rare
Controller / Normal

i} # Encountered Solitary
None

AC  AmorClass 6 [13] 5 [14] 5 [14] 5 [14]

HD  Hit Dice 5 6 7 8
ATT Attacks Swarm 1d6 Swarm 2d6 Swarm 3d6 Swarm 4d6

THACO 15 [+4] 14 [+5] 13 [+6] 12 [+7]

MV  Move Fly 150’ (50°) (Clumsy)
SV  Saves

D Death 10 8 6 6

W  Wand 11 9 7 7

P Paralysis 12 10 8 8

B Breath 13 10 8 8

S Spell 14 12 10 10

U Unified 12 10 8 8
ML Morale °) 9 9 9
AL  Alignment Chaotic

XP  Experience 275 650 900 1,100
Special Abilities

Distraction You can nauseate creatures that you damage. Any living creature that takes damage from you is nauseated for 1
round; a Spell save negates the effect.

G ather Bones By spending a full-round action in the same square as a dead creature, a bonestorm can shred the flesh from
the corpse and absorb the bones into its swarm. The absorption grants the bonestorm healing. The amount of
healing depends on the size of the body absorbed. A Small creature grants 2 points of healing. A Medium grants
5 points, Large grants 10 points, and Huge grants 20 points. A bonestorm gains no benefit from collecting the
skeletons of creatures smaller than Small, or additional benefit beyond that noted for creatures larger than Huge.

Unholy Winds A bonestorm is surrounded by fierce netherwinds, the howls and raging essences of souls forever trapped within
a whirlwind of death. As such, the area within 10 feet of a bonestorm is affected by winds of windstorm force.
Creatures that enter this area must make a Spell save or be affected by the high winds as dictated by their size:
Small or smaller creatures are blown away, Medium creatures are knocked down, Large creatures suffer dis+4
bonus on attack rolls and saves, and larger creatures are unaffected. In addition, these winds are responsible for
a bonestorm’s movement and protect it from the damage and dispersal diminutive swarms typically face when
affected by powerful winds.

Wrath A bonestorm cuts apart creatures occupying the same space as it, not just with splintered bones and bludgeoning
skulls, but with the unholy energies of the damned souls that make up the undead whirlwind. Thus, half the
damage dealt by a bone swarm is physical, and half is necrotic damage, resulting directly from unholy power.
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Botfly (Giant)

9 Environment

£ # Encountered

g
Treasure

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Infestation

Low

Moderate Advanced

Warm Jungle
Common
Skirmisher / Minion
Solitary, Pair, or Colony (10-30x)

None

9 [10] 9 [10] 8 [11] 7 [12]
1 4 5 7
Sting 1d3 Sting 1d4 Sting 1d6 Sting 1d8
19 [0] 16 [+3] 15 [+4] 13 [+6]
15" (5’) Fly 180’ (60°) (Good)
12 10 8 8
13 11 9 9
14 12 10 10
15 13 10 10
16 14 12 12
14 12 10 10
6 6 6 6
Neutral
10 175 450 900

Special Abilities
Upon each successful sting attack, the giant botfly implants an egg in the victim
subcutaneously. Each implanted egg reacts to the warmth of the victim's body,
triggering its hatching. One day later, the egg releases a pupa that devours the host's
flesh as it develops, growing to the size of a small mouse, at which point it reaches its
larval stage. If left untreated, the larva continues to develop until it kills the host or 1
week has passed, at which point it burrows out of the body and drops to the ground,
where it transforms into an adult giant botfly. Individual larvae may be squeezed or
cut out of the host with a full-round Medicine check, though each attempt inflicts
1d4 points of slashing damage whether or not it's successful. Any healing magic that
affects diseases will destroy all larvae without further harm to the host. Giant botfly
larvae: Infestation; save Death; Onset 1 day; Frequency 1/day for 1 week; Effect 1
Constitution damage per larva.

197




Botfly Swarm $.¢

9 Environment

o%

“ # Encountered
g

Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Infestation

198

Low

Moderate Advanced

Warm Jungles and Swamps
Uncommon
Skirmisher / Normal
Solitary or Colony (2-20x)

None

8 [11] 8 [11] 7 [12] 6 [13]
4 5 6 8
Swarm 2d6 Swarm 3d6 Swarm 4d6 Swarm 5d6
16 [+3] 15 [+4] 14 [+5] 12 [+7]
Fly 180’ (60°) (Good)
10 10 8 6
11 11 S) 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
6 6 6 6
Neutral
75 275 650 900

Special Abilities
Upon each successful sting attack, the giant botfly implants an egg in the victim
subcutaneously. Each implanted egg reacts to the warmth of the victim's body,
triggering its hatching. One day later, the egg releases a pupa that devours the host's
flesh as it develops, growing to the size of a small mouse, at which point it reaches its
larval stage. If left untreated, the larva continues to develop until it Kills the host or 1
week has passed, at which point it burrows out of the body and drops to the ground,
where it transforms into an adult giant botfly. Individual larvae may be squeezed or
cut out of the host with a full-round Medicine check, though each attempt inflicts
1d4 points of slashing damage whether or not it's successful. Any healing magic that
affects diseases will destroy all larvae without further harm to the host. Giant botfly
larvae: Infestation; save Death; Onset 1 day; Frequency 1/day for 1 week; Effect 1
Constitution damage per larva.



Brain Mole ¢\ /\ € /=

Low Moderate Advanced

Q Environment Temperate Forests, Hills, or Plains

Uncommon
Skirmisher / Minion
Solitary, Pair, or Nest (3-5x)
None

AC  Armor Class 9 [10] 9 [10] 9 [10] 9 [10]
HD Hit Dice 2+ 9 4+4 5+5 7+7
ATT Attacks Bite 1d6 Bite 1d8 Bite 1d10 Bite 2d6
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV  Move 60’ (20°) Burrow 60’ (20’)

SV  Saves

D Death 12 10 8 8

W  Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale 8 8 8 8
AL  Alignment Neutral

XP  Experience 25 225 450 900

Special Abilities
Attach When you hit with a bite attack, you automatically grapple your foe, inflicting
automatic additional bite damage each round without requiring an attack roll.

Brain Drain Whenever a brain mole successfully deals damage to a creature to which it is attached, it
drains some of that creature’s mental energy. If the creature is a spellcaster, the spellcaster
loses a single spell he has prepared, or a single unused spell slot if he is a spontaneous
spellcaster. The creature chooses which spell or spell slot is lost, but can’t lose a O-level spell
in this way. If the creature is not a spellcaster or has no prepared spells or unused spell slots
of 1st-level or higher, this ability instead deals 1 point of Intelligence, Wisdom, and Charisma
damage. Either way, the brain mole regains 1d6 hit points each time it uses this ability as
long as it drains at least one spell or deals at least 1 point of ability damage. Ability damage
inflicted in this manner is recovered via a long rest.

Second Sight Brain moles can sense the presence of creatures whose minds have been opened to the
world of magic. Brain moles can notice and locate any creature within 60 feet that is
capable of casting spells (whether they are arcane, divine, or psychic spells). This functions
identically to blindsight, except that it applies only to creatures that can cast spells.
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Brain Ooze

9 Environment

o%

“ # Encountered
g

Treasure

Low Moderate Advanced

Any Ruins or Underground

Rare
Lurker / Normal
Solitary, Pair, Flight (3-6x), or Colony (7-12x)

Incidental

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Neural Pulse

Prescience

Psychic Noise

Telepathy

200

8 [11] 8 [11] 6 [13] 6 [13]
4 5 7 3

Tentacles 1d4 Tentacles 1d6 Tentacles 1d10 Tentacles 2d6
16 [+3] 15 [+4] 13 [+6] 12 [+7]
15" (5’) Fly 180’ (60°) (Good)

10 8 8 6
11 9 9 7
12 10 10 8
13 10 10 8
14 12 12 10
12 10 10 8
9 9 9 9
Neutral

175 450 900 1,100
Special Abilities

Creatures hit by a brain ooze's tentacle must succeed at a Death save or take 1d6 points of
Intelligence damage and be staggered for 1d4 rounds. Each time a brain ooze causes Intelligence
damage, it regains 5 hit points. Ability damage inflicted by this creature are restored following a long
rest.

Limited precognitive abilities grant a brain ooze a +4 bonus on initiative checks and Breath saves,
and attacks against it suffer a -4 penalty. Brain oozes are never surprised.

The discordant psychic noise emitted by a brain ooze dazes nearby creatures for 1d4 rounds. When

a creature begins its turn within the aura, it must succeed at a Paralysis save to negate this effect.
Whether or not the save is successful, that creature cannot be affected again by the same brain ooze's
psychic noise for 24 hours. An affected creature may attempt a new save to shake off the effect at the
end of each of its turns. This is a mindaffecting effect.

You can mentally communicate with any other creature within 100 feet that has a language. It is
possible to address multiple creatures at once telepathically, although maintaining a telepathic
conversation with more than one creature at a time is just as difficult as simultaneously speaking and
listening to multiple people at the same time.




Brethedan

Low

Moderate Advanced
Q Environment Uiy

Rare
Skirmisher / Solo
Solitary, Pair, or Flotilla (3-8x)

reasure None

AC  AmorGes 8 [11] 8 [11] 7 [12] 6 [13]

HD Hit Dice 3 4 6 7
ATT Attacks Slam 1d4 Slam 1d6 Slam 1d6 Slam 1d8

THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]

MV Move Fly 90’ (30°) (Good)

SV Saves

D Death 10 10 8
W Wand 11 11 9
Paralysis 12 12 10
Breath 13 13 10
Sp?ll 14 14 12
Unified 12 12 10

ML Morale 8 8 8

AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities

Ad aptaﬁ on A Brethedan's body is extremely mutable, and can adapt to respond to virtually any situation. Once per round as an action that does not provoke
attacks of opportunity, a Brethedan can reshape its body and chemistry to adopt any of the following qualities - Resistance against a single energy
type; An additional natural attack (tentacle, bite, etc.); Change its slam damage type to slashing or piercing; Increase its slam damage die by one step
(e.g., 1d6 to 1d8); Gain a +4 natural armor bonus to AC; Extend its reach to 20 feet. A Brethedan can only have one modification in effect at any
one time-a Brethedan that selects a new adaptation loses any other in effect. More extreme adaptations are also possible (at the GM's discretion) but
generally take days or even months to adopt.

SvwT
[
00 00 0001 O

A h Your body is malleable and shapeless. You are immune to precision damage (like sneak attacks) and critical hits, and can move through an area as
morpnous ) h : .
small as one-quarter of your space without squeezing or one eighth of your space when squeezing.

Combine Thanks to their perfect communication, Brethedans can combine to work together as parts of a larger organism. As a swift action, a Brethedan
adjacent to another can merge with it, becoming a single creature occupying both spaces. The merging Brethedan forfeits its actions to augment the
other, and adds its hit points (though not its Hit Dice) to the new creature's collective total. At this time, it also chooses one adaptation-the combined
creature gains this benefit, and it cannot be changed unless the combined creature uses its single adaptation action each round to do so. Any number
of Brethedans can merge in this fashion, but each adaptation can be gained only once (though resistances to multiple energy types are allowed). The
combined creature retains the ability to swap one adaptation each round (not once per component creature). Splitting into the component creatures
again is a full-round action, in which all component creatures are released and the remaining hit points are divided evenly. For the purposes of Hit
Dice-related effects, the Hit Dice of a combined Brethedan are equal to those of the component creature with the highest CR.

C t s t You can crush an opponent, dealing additional bludgeoning damage (equal to your normal melee attack damage, or 1d6, whichever is greater),
onsiric : . . : " o
when you make a successful attack roll while grappling an enemy in melee (in addition to any other effects caused by a successful check, including
additional damage).

E lf The creature can engulf creatures in its path as part of a standard action. It cannot make other attacks during a round in which it engulfs. The
ngu . , . off eng.
creature merely has to move over its opponents, affecting as many as it can cover. Each victim may attempt a Breath save to avoid being engulfed
- on a success, they are pushed back or aside (target's choice) as the creature moves forward. Engulfed opponents cannot move, are in danger of
suffocating, are trapped within the creature's body until they are no longer pinned, and may be subject to other special attacks from the creature.

Reg en erati on You are difficult to kill. You heal damage at 5 points per round, but you cannot die as long as your regeneration is still functioning (although you still
fall unconscious when their hit points are below 0). During this round, you cannot heal any damage and can die normally. Attack forms that don't
deal hit point damage are not healed by regeneration. Regeneration also does not restore hit points lost from starvation, thirst, or suffocation. You
can regrow lost portions of you body and can reattach severed limbs or body parts if they are brought together within 1 hour of severing. Severed
parts that are not reattached wither and die normally.

Te]epathy You can mentally communicate with any other creature within 100 feet that has a language. It is possible to address multiple
creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as Jl
difficult as simultaneously speaking and listening to multiple people at the same time.



Brownie
Low

9 Environment

AC  Armor Class 8 []_]_]

HD  Hit Dice 1

ATT Attacks Short Sword 1d3

THACO 19 [O]

MV  Move

SV  Saves
D Death 12
W  Wand 13
P Paralysis 14
B  Breath 15
S Spell 16
U Unified 14

ML Morale 7

AL  Alignment

XP  Experience 10

202

Moderate . Advanced

Temperate Forests or Plains
Common
Skirmisher / Normal

Solitary, Gang (2-5x), or Band (7-12x)

Standard
8 [11] 7 [12] 7 [12]
3 3 5
Short Sword 1d4 Short Sword 1d6  Short Sword 1d8
17 [+2] 17 [+2] 15 [+4]
60’ (20)
12 10 10
13 11 11
14 12 12
15 13 13
16 14 14
14 12 12
7 7 7
Neutral
30 175 275
Special Abilities




9 Environment

£ # Encountered

g
Treasure

Low

Moderate

Common

Brute / Normal

Advanced

Temperate Mountains

Solitary, Pair, Gang (3-6x), or Warband (7-12x plus others)

>

AC Armor Class
HD Hit Dice
ATT Attacks

Spell
Unified
ML Morale

AL  Alignment
XP  Experience

9 [10]
3

Javelin 1d6 or
Morningstar 1d8

17 [+2]

10
11
12
13
14
12

75

Incidental

8 [11]
4

7 [12]
6

Javelin 1d6+2 or Javelin 1d8+2

Morningstar 1d8+2 or Morningstar

1d10+2
16 [+3] 14 [+5]
90" (307)
10 8
11 9
12 10
13 10
14 12
12 10
7 7
Chaotic
275 650
Special Abilities

6 [13]
7

Javelin 1d10+2 or
Morningstar 2d6+2

13 [+6]

N0y ®HOI

900
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Buggane

Low

Moderate Advanced

¢ Environment Any Underground

Rare

Brute / Normal

Solitary, Pair, Hunting Party (3-5x), or Clan (6-30x)
Standard

B > )

AC  Armor Class 8 [11] 8 [11] 6 [13] 6 [13]
HD  Hit Dice RN 4 + 4 5+5 7+7

ATT Attacks Claw 1d6 or Gore Claw 1d8 or Gore Claw 2d6 or Gore Claw 3d6 or Gore
1d6 1d8 2d6 3d6

THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV  Move 90’ (30,)

SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10

ML Morale 8 8 8 8

AL  Alignment Chaotic

XP  Experience 25 225 450 900
Special Abilities

Earth Distortion Once every 1d4 rounds, a buggane can empower itself to completely ignore the
physicality of stone and metal, enabling it to pass through stone and metal barriers
as easily as air. Until the beginning of the buggane's next turn, the buggane has
earth glide and takes no damage from stone or metal weapons, or from the natural
attacks of creatures of the earth subtype or stone or metal constructs. Additionally,
a buggane's melee attacks ignore any AC bonus (including enhancement bonuses)
from metal or stone armor and shields. While using earth distortion, the buggane
cannot damage stone or metal constructs or creatures of the earth subtype with its
natural attacks.

Rend If you hit with two or more natural attacks in 1 round, you can cause additional 2d6
damage by latching onto the opponent's body and tearing flesh. This attack deals an
additional amount of damage, but no more than once per round.
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9 Environment

£ # Encountered

g
Treasure

Low

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move

SV  Saves

Death
Wand
Paralysis
Breath
Spell
Unified
ML Morale

AL  Alignment
XP  Experience

COWTED

7 [12]
SRl

Bite 2d6 or Claw

1d8

15 [+4]

10
11
12
13
14
12

8

350

Moderate

Common

Brute / Solo

Advanced
Temperate Hills

Solitary or Pair

None
7 [12] 5 [14]
6+6 7+7
Bite 3d6 or Claw Bite 3d6 or Claw
1d8 2d6
14 [+5] 13 [+6]
120’ (40°) Burrow 60’ (20’)
8 6
9 7
10 8
10 8
12 10
10 8
8 8
Neutral
650 900
Special Abilities

5 [14]
8+8

Bite 4d6 or Claw
3d6

12 [+7]

0 e ®WOI N

1,100
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Bumblebee (Giant) £.2 N »/*

9 Environment

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Poison

Vulnerable to
Smoke

206

Low Moderate Advanced

Temperate or Warm Plains

Common
Skirmisher / Minion

Solitary, Group (2-5x), or Nest (6-19x)

Incidental
7 [12] 7 [12] 7 [12] 7 [12]
3 4 6 7
Sting 1d4 Sting 1d6 Sting 1d6 Sting 1d8
17 [+2] 16 [+3] 14 [+5] 13 [+6]
60’ (20°) Fly 180’ (60’) (Good)
10 10 8 6
11 11 9 7
12 12 10 8
13 13 10 8
14 14 12 10
12 12 10 8
6 6 6 6
Neutral
75 275 650 900
E Special Abilities

Sting - injury; save Death; frequency 1/round for 4 rounds; effect 1d2 Constitution
damage and 1d8 Poison damage; cure 1 save.

Smoke from particularly smoky fires or effects causes a giant bee to become
nauseated if it fails a Death save. This condition persists as long as the giant bee
remains in the smoke, plus 1d4 rounds.




Low

Moderate Advanced

9 Environment Any Aquatic

Common
Soldier / Normal
Solitary or Pair
None

AC  Armor Class °) [10] 9 [10] 7 [12] 7 [12]
HD Hit Dice 4+4 5+5 6+6 8+8
ATT Attacks Bite 1d8 Bite 1d10 Bite 2d6 Bite 3d6

THACO 16 [+3] 15 [+4] 14 [+5] 12 [+7]

MV  Move 30’ (10’) Swim 150’ (50’)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S  Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral

XP  Experience 125 350 650 900
Special Abilities

Bleed You can cause wounds that continue to bleed, inflicting additional 1d6 acid damage

each round at the start of the affected creature's turn. This bleeding can be stopped
by a successful Heal skill check or through the application of any magical healing.

Blood Rage When the creature takes damage in combat, on its next turn it can fly into a rage
as a free action. It gains +4 bonus on Constitution and Strength checks, but attacks
made against it gain +4 bonus.. The rage lasts as long as the battle or 1 minute,
whichever is shorter. It cannot end its rage voluntarily.

Roar A bunyip's roar is supernaturally loud and horrifying. When a bunyip roars, all
hearing creatures with 4 or fewer HD within a 100-foot spread must succeed on
a Paralysis save or become panicked for 2d4 rounds. Whether or not the save is
successful, creatures in the area are immune to the roar of that bunyip for 24 hours.
This is a sonic, mind-affecting fear effect.
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Burleev
Low

Moderate Advanced

9 Environment Any

Rare
Controller / Elite
Solitary, Pair, or Cabal (3-5x)
Standard

AC  Armor Class ®) []_O] ®) [10] 7 [12] 7 [12]
HD  Hit Dice 3 3 4 5
ATT Attacks Slam 1d6 Slam 1d8 Slam 1d10 Slam 2d6
THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]
MV  Move 9()’ (30’)
SV  Saves
D Death 12 10 10 8
W Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 30 75 175 450

Special Abilities

Frostfire Spirit A burleev is surrounded by either cold or fire energy. The burleev can change the
energy type as a swift action. When surrounded by fire, the burleev has the fire
subtype, is immune to fire, it adds fire damage to its attacks, and creatures striking
it with melee weapons, natural attacks, or unarmed strikes take 1d6 points of fire
damage; when surrounded by cold, it instead gains the cold subtype, is immune to
cold and deals cold damage rather than fire damage. It can also completely dampen
its aura for 1d6 rounds, but cannot reactivate it until this time has passed.
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Bustard

9 Environment

£ # Encountered

g
Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

9 [10]

1

Bite 1d3

19 [0]

12
13
14
15
16
14

10

Solitary
None
9 [10] 7 [12] 7 [12]
4 5 7
Bite 1d4 Bite 1d6 Bite 1d8
16 [+3] 15 [+4] 13 [+6]
30’ (10’) Fly 120’ (40°) (Average)
10 8 8
11 9 9
12 10 10
13 10 10
14 12 12
12 10 10
5 5 5
Neutral
175 450 900
Special Abilities

Moderate

Temperate or Warm Plains or Mountains

Lurker / Minion

@ Nl

Advanced

Common
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9 Environment

o%
“ # Encountered
Treasure

Low

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

2lo

9 [10]

1

19 [O]

12
13
14
15
16
14

10

Moderate

Any Temperate or Warm

Common

Skirmisher / Minion

Solitary, Pair, or Kaleidoscope (3-100x)

9 [10] 8 [11]
4 5
16 [+3] 15 [+4]
15’ (5’) Fly 90’ (30’) (Average)
10 8
11 9
12 10
13 10
14 12
12 10
6 6
Neutral
175 450
E Special Abilities

None

Advanced

8 [11]
7

13 [+6]

8
9
10
10

12
10

6

900



Cactus (Sniper) #%.2 Y(*® @

9 Environment

g‘ Role

0%

¢ # Encountered
g

Treasure

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

ML Morale

AL  Alignment
XP  Experience

Ambush

None
9 [10] 9 [10] 8 [11]
1 1 1
Gore 1d6 or Thorn  Gore 1d8 or Thorn  Gore 1d10 or
1d8 1d10 Thorn 2d6
19 (O] 16 [+3] 15 [+4]
60’ (20’)
12 12 10
13 13 11
14 14 12
15 15 13
16 16 14
14 14 12
6 6 6
Neutral
10 175 450
Special Abilities

Low

Moderate

Warm Deserts and Plains

Uncommon

Artillery / Minion

Advanced

Solitary, Pair, or Wander (3-14x); Companion

8 [11]

2

Gore 2d6 or Thorn
3d6

13 [+6]

10
11
12
13
14
12

900

2ll



9 Environment

Q | @ #Encountered

g
Treasure

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Needles

2le

9 [10]

1

Slam 1d6

19 [O]

12
13
14
15
16
14
6

10

Low

Moderate

Warm Deserts and Plains

Uncommon

Skirmisher / Minion

Advanced

Solitary, Pair, or Wander (3-14x); Companion

None
9 [10] 8 [11]
1 1
Slam 1d8 Slam 1d10
16 [+3] 15 [+4]
90’ (307)
12 10
13 11
14 12
15 13
16 14
14 12
6 6
Neutral
175 450
Special Abilities

8 [11]

2
Slam 2d6

13 [+6]

10
11
12
13
14
12
6

900

A creature grappling a hunting cactus or attacking it with a natural attack or
unarmed strike takes 1d4 points of piercing damage



Calikang

9 Environment

E Role

£} # Encountered

Treasure

AC Armor Class
HD  Hit Dice
ATT Attacks

Wand
Paralysis
Breath
Spell
Unified
ML

AL
XP

Morale

Alignment

Experience

Air Walk
Breath Weapon

Fast Healing

Magic Weapon
Suspend
Animation

True Seeing
Water Walk

Low

3 [16]
4+4

Longsword 1d8 or
Slam 1d4

16 [+3]

Moderate

Advanced

Temperate or Tropical Hills

Rare

Brute / Elite
Solitary, Gang (2-4x), or Tribe (5-12x)
Standard

3 [16]
6+6

Longsword 1d10 or
Slam 1d8

14 [+5]

3 [16]
7+7

Longsword 2d6 or
Slam 1d10

13 [+6]

1 [18]
8+8

Longsword 2d8 or
Slam 2d6

12 [+7]

90’ (30°) , Air Walk, Water Walk

10
11
12
13
14
12
3

350

You can Air Walk, as per the

8
9
10
10
12
10

8

OO R~ N-CEN =)

Lawful

650
Special Abilities

spell, as a constant ability.

900

0 0H ®KOI O

1,100

60-ft. line, 4d8 energy damage, Breath save halves, usable 1/day. A calikang can choose what kind of energy
damage its breath weapon inflicts when it uses this ability. Calikangs are particularly adept at using electricity
in this manner, and inflict 7 additional points of damage when they elect to inflict electricity damage with their

breath weapon.

A calikang regains hit points at 5 per round. Fast healing does not restore hit points lost from starvation, thirst,

or suffocation, nor does it allow a creature to regrow lost body parts or allow lost body parts to be reattached.

Fast healing continues to function (even at negative hit points) until a creature dies, at which point the effects of

fast healing end immediately.

Your natural weapons, as well as any you wield, are considered magical.

As a full-round action, a calikang can enter a state of suspended animation, freezing in place and becoming
motionless. It remains aware of its surroundings. In this state, the calikang is immune to disease, inhaled
toxins, poison, starvation, and thirst, and receives a +4 bonus on all saves. The calikang can exit this state as
an immediate action - if it does so to attack a foe or initiate combat, it gains a +4 insight bonus on its Initiative

check.

You see all things as they actually are, as per the spell True Seeing, as a constant ability.

You can Water Walk, as per the spell, as a constant ability.
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Caligni

Low

Moderate Advanced

9 Environment Any Land

Uncommon
Skirmisher / Normal

AC  Armor Class ®) []_O] 8 [11] 6 [13]
HD  Hit Dice 1 4 5
ATT Attacks Longsword 1d8 Longsword 1d8+2  Longsword

or Dagger 1d4 or or Dagger 1d4+1 or 1d10+2 or
Longbow 1d8/x3 Longbow 1d8/x3 Dagger 1d4+3 or
Longbow 1d8+2/

x3
THACO 19 [0] 16 [+3] 15 [+4]
MV  Move o0’ (30’)
SV  Saves
D Death 12 10 8
W  Wand 13 11 9
P  Paralysis 14 12 10
B Breath 15 13 10
S Spell 16 14 12
U Unified 14 12 10
ML Morale 7 7 7
AL  Alignment Neutral
XP  Experience 10 175 450

Special Abilities
Light Sensitivity Caligni are dazzled in areas of bright light.

g

5 [14]
7

Longsword 2d6+2
or Dagger 1d6+3
or Longbow

1d10+2/x3

13 [+6]

8

9
10
10

12
10

7
900



Calligraphy Wyrm @ BL ~<x

Low Moderate Advanced

9 Environment Any Urban

Rare
Lurker / Normal
Solitary
Standard

AC  Armor Class 8 []_1] 8 [11] 6 [13] 6 [13]
HD  Hit Dice 3+6 4+ 8 6+12 7+ 14
ATT Attacks Gore 1d3 Gore 1d4 Gore 1d6 Gore 1d8
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 30’ (10’) Fly 240’ (80’) (Average)
SV  Saves

D Death 10 10 8 6

W Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML  Morale 10 10 10 10
AL  Alignment Neutral
XP  Experience 125 350 650 900

Special Abilities
Change Shape As a full-round action, a calligraphy wyrm can turn into a golden fountain pen
decorated with designs reminiscent of sovereign dragons. The wyrm gains +5 AC
against weapon attacks, but loses all its senses except hearing and blindsight, and
cannot take any actions other than to return to its dragon form as a full-round
action. The golden pen counts as a tool for the purpose of skill and ability checks.

Ink Spray As a standard action every 2d4 rounds, a calligraphy wyrm can sneeze a 10-foot
cone of ink. Creatures must succeed at a Breath save or be covered in ink. Affected
creatures are treated as though they had failed a saving throw against glitterdust,
except that affected creatures don't take a penalty on Stealth checks, and can
remove the blinded condition automatically as a standard action.
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Cameroceras Q@ = @«

Low Moderate % Advanced

Any Oceans

9 Environment

Soldier / Minion
O Solitary or Pair; Companion

AC  Armor Class ®) []_O] 9 [10] 8 [11] 8 [11]

HD  Hit Dice 1 1 1+1 2

ATT Attacks Bite 1d3 or Tentacle Bite 1d4 or Tentacle Bite 1d4 or Bite 1d6 or

1d4 1d6 Tentacle 1d6 Tentacle 1d8

THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]

MV Move 15’ (5°) Swim 60’ (20°) Jet 270’ (90’)

SV  Saves
D Death 12 12 10 10
W  Wand 13 13 11 11
P Paralysis 14 14 12 12
B Breath 15 15 13 13
S  Spell 16 16 14 14
U Unified 14 14 12 12

ML Morale 6 6 6 6

AL  Alignment Neutral

XP  Experience 10 175 450 900

Special Abilities
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Candlestone Courtier 4.2 i @)%

Low Moderate Advanced

9 Environment Any Underground

Soldier / Eit

£} # Encountered Solitary, Pair, or Delegation (3-6x)

AC  Armor Class 7 [12] 6 [13] 6 [13] 3 [16]
HD  Hit Dice 3 4 5 7

ATT Attacks Rapier 1d6 Rapier 1d6+2 Rapier 1d8+2 Rapier 1d10+2
THACO 17 [+2] 16 [+3] 15 [+4] 13 [+6]
MV  Move o)’ (30’)

SV  Saves
D Death 10 10 8 8
W  Wand 11 11 9 9
P Paralysis 12 12 10 10
B Breath 13 13 10 10
S Spell 14 14 12 12
U Unified 12 12 10 10

ML Morale 7 7 7 7

AL  Alignment Neutral

XP  Experience 75 175 650 900
Special Abilities

Fey Bargain Once per week, a Candlestone courtier can grant a limited wish or a permanent
+2 inherent bonus to one ability score. In exchange, the bargainer is cursed to be
carried off in its dreams each night by the courtier to a never-ending fey ball that,
while pleasant as often as not, affects the dreamer as nightmare, requiring a saving
throw each night (Spell negates). Victims gain a +4 bonus on the save to remove
this curse if the courtier is Killed; if the courtier is slain with a cold iron weapon, this
automatically ends the curse. Ending the curse also ends any noninstantaneous
effects of the bargain. A creature can have only one fey bargain at a time.

Misdirection You can use Misdirection, as per the spell, as a constant ability.
See Invisibility You can See Invisibility, as per the spell, as a constant ability.
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Capybara

Low

9 Environment

Q | @ #Encounterea

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

218

9 [10]

1

Bite 1d6

19 [O]

12
13
14
15
16
14

10

Moderate

Common

Brute / Normal

Solitary, Pair, or Nest (3-12x); Companion

None
9 [10] 8 [11]
1 1+1
Bite 1d8 Bite 1d10
16 [+3] 15 [+4]
90’ (30°) Swim 60’ (20’)
12 10
13 11
14 12
15 13
16 14
14 12
6 6
Neutral
175 450
Special Abilities

Advanced

Temperate Coast or Forest

7 [12]
2

Bite 2d6

13 [+6]

10
11
12
13
14
12

900



Carbuncle

9 Environment

£ # Encountered

Moderate

Uncommon

Advanced

Any Forests or Swamps

Skirmisher / Minion

Solitary or Group (2-8x)

Standard

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Empath

Fatal Faker

Specious
Suggestion

9 [10]
2+2
Bite 1d3

18 [+1]

12
13
14
15
16
14
8

25

9 [10]
4+4
Bite 1d4 Bite
16 [+3]
60’ (207)

10
11
12
13
14
12
8

Neutral
225

Special Abilities

8 [11]
5+5
1d6

15 [+4]

8
9
10
10

12
10

8

450

8 [11]
7+7
Bite 1d8

13 [+6]

8
9
10
10

12
10

8

900

Carbuncles possess a crude form of telepathy, allowing them to transmit mild impressions and

remembered sensations to other creatures. This form of telepathy cannot convey language or hinder
a target in any way (such as by transmitting pain). Thus, a carbuncle can relate a feeling of fear or

the faint smell of leaves, but cannot directly warn an ally of a monster or tell of a treasure under a dirt

mound.

As a standard action three times per day, a carbuncle can teleport as per the spell dimension door,
but only within a range of 30 feet. Upon teleporting, the carbuncle leaves behind a perfect replica of
itself amid a colored flash and the sound of a reptilian choke. This replica duplicates the carbuncle in
all ways, though it is obviously dead and the colorless stone in its head is reduced to worthless dust.

As a standard action three times per day, a carbuncle can concentrate intently on one creature within

its line of sight and attempt to impose its will upon the target. A Spell save is enough to resist this
compulsion. If the target fails to resist, roll 1d6. On a result of 1-2, the target gains a flash of insight
and attacks against it suffer -4 penalties for 1 minute. On a result of 3-4, the victim is affected as if by
suggestion for 1 minute, and must follow a single (usually embarrassing, always harmless) suggestion
from the carbuncle. On a result of 5-6, the victim's thoughts are garbled with those of the carbuncle,

imposing a -4 penalty on the victim's saving throws for 1 minute. This is a mind-affecting effect.
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Carnivorous Blob @ @ i«

9 Environment

£ # Encountered
Q

AC Armor Class
HD Hit Dice

ATT Attacks
THACO

MV  Move
SV  Saves
D Death
W  Wand
P Paralysis
B Breath
S Spell
U Unified
ML Morale
AL  Alignment
XP  Experience

Absorb Flesh

Constrict

Reactive Strike

Split

Vulnerability to Cold

220

Moderate Advanced

Any
Rare
Brute / Elite
Solitary

None

9 [10] 9 [10] 9 [10] 9 [10]
5 6 7 9

Slam 4d4 Slam 6d4 Slam 8d6 Slam 8d8
15 [+4] 14 [+5] 13 [+6] 12 [+7]
60’ (207)
10 8
11 8)

12 10
13 10
14 12 10

12 10
9 9

O ®g ©®I S

Neutral

275 650

Special Abilities
A carnivorous blob cannot eat plant matter or inorganic matter, but it devours living flesh with a voracious speed
by dealing 1 point of Constitution damage each time it slams or constricts a creature. Whenever the blob deals
Constitution damage in this manner, it heals 10 hit points for each point of Constitution it drains. Excess hit
points above its normal maximum are gained as temporary hit points. As soon as a carnivorous blob has at least
50 temporary hit points, it loses those temporary hit points and splits as an immediate action.

900 1,100

You can crush an opponent, dealing additional bludgeoning damage (equal to your normal melee attack
damage, or 1d6, whichever is greater), when you make a successful attack roll while grappling an enemy in
melee (in addition to any other effects caused by a successful check, including additional damage).

Whenever a carnivorous blob takes damage, it reflexively lashes out with a slam attack. This ability effectively
grants the carnivorous blob an attack of opportunity against any adjacent foe that deals it damage. These attacks
of opportunity do not count against the normal limit the creature can make in a round. Attacks that deal sonic or
slashing damage do not trigger a reactive strike - rather, they cause the creature to split. Whenever a carnivorous
blob takes cold damage, the creature cannot use its reactive strike ability until after it takes its next action in
combat.

Slashing and piercing weapons deal no damage to this creature. Instead, the creature splits into two identical
creatures, each with half of the original's current hit points (round down). A version of this creature with 10 hit
points or less cannot be further split and dies if reduced to 0 hit points.

You take half again as much (+50%) damage as normal from Cold, regardless of whether a saving throw is
allowed, or if the save is a success or failure



Carnivorous Crystal£,¢ i va‘*

Low Moderate Advanced
T P — Any Underground (Plane of Earth)

Brute / Elt

Solitary, Colony (2-4x), or Formation (5-10x)

AC  Armor Class 8 [11] 8 [11] 8 [11] 7 [12]

HD Hit Dice 5 6 7 o
ATT Attacks Slam 4d4 Slam 6d6 Slam 7d8 Slam 10d8

THACO 15 [+4] 14 [+5] 13 [+6] 12 [+7]
MV  Move 30’ (10’) Climb 30’ (10)

SV  Saves
D Death 10 8 6 6
W Wand 11 9 7 7
P  Paralysis 12 10 8 8
B Breath 13 10 8 8
S Spell 14 12 10 10
U Unified 12 10 8 8

ML Morale °) °) 9 9

AL  Alignment Neutral

XP  Experience 275 650 900 1,100
Special Abilities

Brittle Bludgeoning and sonic attacks can inflict critical hits on a carnivorous crystal. A successful critical hit

from such attacks causes the carnivorous crystal to split, even if the attack causes no damage. The
crystal remains immune to precision-based damage, such as damage from sneak attacks.

Crystallize A creature entrapped by a carnivorous crystal's attack must succeed at a Death save each round or
become helpless. If a helpless creature fails this save, it becomes petrified as its body crystallizes. In
1d4 hours, the petrified victim shatters and a new carnivorous crystal emerges from the remains.

Freeze The creature can hold itself so still it appears to be an inanimate object of the appropriate shape (a
statue, patch of fungus, and so on). The creature gains +20 on all checks to hide in plain sight as this
kind of inanimate object.

Split Slashing and piercing weapons deal no damage to this creature. Instead, the creature splits into two
identical creatures, each with half of the original's current hit points (round down). A version of this
creature with 10 hit points or less cannot be further split and dies if reduced to 0 hit points.

Subsonic Hum An active carnivorous crystal gives off supernatural sonic vibrations. Any living creature starting its
turn within this aura must succeed at a Paralysis save or be stunned for 1 round. A creature that
successfully saves cannot be affected by the same carnivorous crystal's subsonic hum for 24 hours.
This is a sonic mind-affecting effect.

Vulnerability to Sonic You take half again as much (+50%) damage as normal from Sonic, regardless of whether a saving
throw is allowed, or if the save is a success or failure
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Carrionstorm

Low Moderate Advanced
Any (near ghouls)

9 Environment

Rare
Lurker / Minion
Q

Solitary, Flock (2-4x), or Murder (5-12x)

None
AC  Armor Class ®) []_O] ®) [10] 8 [11] 8 [11]
HD  Hit Dice 2 4 5 7
ATT Attacks Swarm 1d6 Swarm 1d8 Swarm 1d10 Swarm 2d6
THACO 18 [+1] 16 [+3] 15 [+4] 13 [+6]
MV Move 30’ (10°) Fly 120’ (40°) (Clumsy)
SV  Saves
D Death 12 10 8 8
W  Wand 13 11 9 9
P Paralysis 14 12 10 10
B  Breath 15 13 10 10
S Spell 16 14 12 12
U Unified 14 12 10 10
ML Morale °) o) °) °)
AL  Alignment Neutral
XP  Experience 20 175 450 900
Special Abilities
Distraction You can nauseate creatures that you damage. Any living creature that takes damage
from you is nauseated for 1 round; a Spell save negates the effect.
Vulnerable A carrionstorm takes 150% as much damage as normal from channeled positive
to Channeled S
Energy
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Caryatid Column £ ® @«

Low Moderate Advanced

9 Environment Any

Rare

Soldier / Normal

Solitary, Pair, or Colonnade (6-11x)
Standard

AC  Armor Class °) [10] °) [10] 8 [11] 7 [12]
HD  Hit Dice 3+3 4+ 4 6+6 7+ 7
ATT Attacks Longsword 1d8 Longsword 1d8+2  Longsword 1d8+4 Longsword 2d6+4
THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 60’ (20’)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S  Spell 14 14 12 10

U Unified 12 12 10 8
ML  Morale 11 11 11 11
AL  Alignment Neutral
XP  Experience 125 350 650 900

Special Abilities

Statue A caryatid column can stand perfectly still, emulating a statue (usually one that is

holding up the ceiling, like a carved column). If a caryatid column initiates combat
from this pose, it gains a +6 bonus on its initiative check.
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Cat

9 Environment

Q | @ #Encounterea

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

2!

Bite 1d3 or Claw

1d2

9 [10]
1

19 [O]

12
13
14
15
16
14

10

Moderate

Common

% Advanced

Temperate or Hot Plains or Urban

Skirmisher / Minion

Solitary, Pair, or Pack (3-12x); Companion

None

9 [10] 7 [12]
4 5
Bite 1d4 or Claw Bite 1d6 or Claw
1d3 1d4
16 [+3] 15 [+4]
90’ (307)
10 10
11 11
12 12
13 13
14 14
12 12
5 5
Neutral
75 275
Special Abilities

7 [12]
6

Bite 1d8 or Claw
1d6

14 [+5]

8
9
10
10

12
10

5

650



Cat (Cheetah)

Low

9 Environment

g‘ Role

0%

i* # Encountered
g

Treasure

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

ML Morale

AL  Alignment
XP  Experience

Sprint

9 [10]

Bite 1d6 or Claw

1d4

17 [+2]

Once per hour, a cheetah can move at 10 times its normal speed when it makes a

charge.

3

10
11
12
13
14
12

5

75

Moderate

Warm Plains

Common

Skirmisher / Normal

Solitary or Pair

None

9 [10] 7 [12] 6 [13]
4 6 7
Bite 1d8 or Claw Bite 1d10 or Claw Bite 2d6 or Claw
1d6 1d6 1d8
16 [+3] 14 [+5] 13 [+6]
150’ (50’) , Sprint
10 8 6
11 9 7
12 10 8
13 10 8
14 12 10
12 10 8
5 5 5
Neutral
275 650 900
Special Abilities

@ =) ,/ %

Advanced

225



Cat (Leopard)

Low Moderate Advanced
Any Forest

9 Environment

Skirmisher / Normal

£} # Encountered Solitary or Pair

g
Treasure Nz

O

AC  Armor Class ®) []_O] ®) [10] 7 [12] 7 [12]
HD Hit Dice 3 4 6 7
ATT Attacks Bite 1d6 or Claw Bite 1d6 or Claw Bite 1d6 or Claw  Bite 2d6 or Claw
1d4 1d4 1d4 1d6

THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV  Move 90’ (30,)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML  Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities

Rake Against a grappled opponent, you may make two additional Bite attacks using a

single action. A monster with the rake ability must begin its turn already grappling
to use its rake-it can't begin a grapple and rake in the same turn.
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Car (Margay) =@ =9 ~<«

Low Moderate Advanced

Q Environment Warm Forests

Lurker / Minion

£} # Encountered Solitary or Pair
None

AC  Armor Class °) [10] °) [10] 8 [11] 8 [11]
HD Hit Dice 10 4 5 7
ATT Attacks Bite +0 1d6 or Claw Bite +1 1d8 or Claw Bite +2 1d8 or Bite +4 2d6 or
+1 1d4 +0 1d6 Claw +1 1d6 Claw +3 1d8

THACO 19 [0] 16 [+3] 15 [+4] 13 [+6]
MV Move 60’ (20°) Climb 60’ (20’)
SV Saves

D Death 12 10 8 8

W Wand 13 11 9 9

P Paralysis 14 12 10 10

B Breath 15 13 10 10

S Spell 16 14 12 12

U Unified 14 12 10 10
ML Morale 5 5 5 5
AL  Alignment Neutral
XP  Experience 10 175 450 900

Special Abilities
Sound Mimicry  The creature perfectly imitates certain sounds or even specific voices. The creature
cannot duplicate the effects of magical abilities (such as bardic performance or
a harpy's captivating song), though it may be able to mimic the sound of those
abilities. This ability does not allow the creature to speak or understand languages it
doesn't know.
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Low
9 Environment

Q | @ #Encounterea

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

2268

9 [10]

1

Claw 1d4

19 [O]

12
13
14
15
16
14

10

Moderate

Warm Forests or Plains

Uncommon

Skirmisher / Normal

Solitary, Pair, or Den (6-10x); Companion

None
9 [10] 8 [11]
1+2 2
Claw 1d6 Claw 1d8
16 [+3] 15 [+4]
120’ (40°)
12 10
13 11
14 12
15 13
16 14
14 12
6 6
Neutral
175 450
Special Abilities

8 [11]
2+4
Claw 1d10

13 [+6]

10
11
12
13
14
12

900



Cat (Sea)

9 Environment

g‘ Role

0%

i* # Encountered
g

Treasure

Low

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves

Breath

Spell

Unified
ML Morale

AL  Alignment
XP  Experience

D

W

P  Paralysis
B

S

U

Rend

8 [11]
4+4

Bite 1d8 or Claw
144

16 [+3]

10
11
12
13
14
12

8

225

Moderate
Any Water

Uncommon

Advanced

Soldier / Normal

Solitary, Pair, or Pride (3-15x)

None

8 [11] 6 [13]
5+5 7+7
Bite 2d6 or Claw Bite 2d6 or Claw
1d6 1d6
15 [+4] 13 [+6]
30’ (10°) Swim 120’ (40’)
8 8
9 9
10 10
10 10
12 12
10 10
8 8
Neutral
450 900
Special Abilities

6 [13]
8+8

Bite 3d6 or Claw
1d8

12 [+7]

0 e ®WOI N

1,100

If you hit with two or more natural attacks in 1 round, you can cause additional 2d6
damage by latching onto the opponent's body and tearing flesh. This attack deals an

additional amount of damage, but no more than once per round.
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Cat Sith

9 Environment

Q | @ #Encounterea

AC  Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment

XP  Experience

False Curse

No Luck

See Invisibility

Low Moderate Advanced

Temperate Hills

Uncommon
Lurker / Normal
Solitary, Pair, or Band (3-7x)
Standard

9 [10]
4+ 4

Bite 1d8 or Claw

9 [10]
3+3

Bite 1d6 or Claw

8 [11]
6+6

8 [11]
7+7

Bite 1d10 or Claw Bite 2d6 or Claw

1d3 1d4 1d6 1d8
17 [+2] 16 [+3] 14 [+5] 13 [+6]

90’ (30°)

10 10 8 6

11 11 9 7

12 12 10 8

13 13 10 8

14 14 12 10

12 12 10 8

8 8 8 8
Chaotic

125 350 650 900

Special Abilities
Once per day, a cat sith can fool a creature into believing it has been cursed by the
cat sith's black magic. The target must be within 60 feet and must be able to see the
cat sith to be affected by the false curse (Paralysis save negates). An affected creature
suffers dis+4 bonus on attack rolls, saving throws, ability checks, and skill checks.
Because this effect is not a true curse, the target gains a new saving throw to end
the effect at the beginning of each day. This is a language-dependent, mind-affecting
effect that can be affected by any healing magic or effect that removes curses or
disease.

A creature hit by a cat sith's claws must succeed at a Wand save or be stricken with
lucklessness. For 1d4 rounds, the affected creature suffers a -2 penalty on attack
rolls.

You can See Invisibility, as per the spell, as a constant ability.

Speak with Animals You can use Speak with Animals, as per the spell, as a constant ability.
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9 Environment

g‘ Role

0%

i* # Encountered
g

Treasure

Low

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Bristles

Compression

Poison

Moderate

Common

Advanced

Temperate or Warm Forest or Underground

Brute / Minion

Solitary, Pair, or Colony (3-6x); Companion

None

9 [10] 9 [10] 8 [11]
1 1+2 2
Bite 1d6 or Bristles Bite 1d8 or Bristles Bite 1d10 or
1d4 1d6 Bristles 1d8
19 [0] 16 [+3] 15 [+4]
90’ (307)
12 12 10
13 13 11
14 14 12
15 15 13
16 16 14
14 14 12
6 6 6
Neutral
10 175 450

A creature attacking the giant caterpillar with a natural attack or non-reach melee

Special Abilities

8 [11]
2+4

Bite 2d6 or Bristles
1410

13 [+6]

10
11
12
13
14
12

6

900

weapon must succeed at a Breath save or take damage as if the caterpillar had
struck the creature with its bristles attack.

The creature can move through an area as small as one-quarter its space without

squeezing or one-eighth its space when squeezing.

Bite - injury; save Death; frequency 1/round for 4 rounds; effect 1d2 Strength
damage and 1d6 Poison damage; cure 1 save.
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Catfolk

9 Environment

Q | @ #Encounterea

Low

Moderate

Any Temperate or Warm Forest or Plains, or Urban

% Advanced

Uncommon

Skirmisher / Normal

Solitary, Pair, Pride (3-12x+), or Tribe (13-60x+)

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Cat's Luck

232

8 [11]
1

Short Sword 1d6

or Dagger 1d4 or

Incidental

8 [11] 6 [13]

4

5

Short Sword 1d6+2  Short Sword
or Dagger 1d6+1 or 1d8+4 or

Shortbow 1d6/x3  Shortbow 1d6+1/  Dagger 1d6+3 or
x3 Shortbow 1d6+3/
x3
19 [0] 16 [+3] 15 [+4]
90’ (30’)
12 10 8
13 11 8]
14 12 10
15 13 10
16 14 12
14 12 10
7 7 7
Chaotic
10 175 450
Special Abilities

5 [14]
7

Short Sword
1d10+4 or
Dagger 1d8+4 or
Shortbow 1d8+4/
x3

13 [+6]

8
9
10
10

12
10

7
900

Once per day when a catfolk makes a saving throw, he can roll the saving throw

twice and take the better result. He must decide to use this ability before the saving
throw is attempted.



Catoblepas $2 = Wk

9 Environment

0%

i* # Encountered
g

Treasure

AC Armor Class
HD Hit Dice
ATT Attacks

THACO
MV  Move
SV  Saves
D Death
W Wand
P  Paralysis
B Breath
S Spell
U Unified
ML Morale

AL  Alignment
XP  Experience

Catoblepas

Stench

Trample

Low

Moderate Advanced
Any Swamps

Uncommon
Brute / Elite
Solitary, Pair, or Herd (3-6x)

Incidental

5 [14] 5 [14] 5 [14] 3 [16]
4+4 5+5b 7+7 8+8

Bite 2d6 or Gore Bite 2d9 or Gore Bite 3d6 or Gore  Bite 6d6 or Gore
2d6 or Hoof 1d6 2d6 or Hoof 1d8 3d6 or Hoof 2d6  4d8 or Hoof 3d6

16 [+3] 15 [+4] 13 [+6] 12 [+7]
120’ (40’) Swim 60’ (20’)

10 8 8 6
11 9 9 7
12 10 10 8
13 10 10 8
14 12 12 10
12 10 10 8
8 8 8 8

Neutral

225 450 900 1,100
Special Abilities

A catoblepas's horrid, stinking breath is a 60-foot cone of poison gas. Breath - contact; save
Death; frequency 1/round for 6 rounds; effect 1d8 Poison damage and 1d4 Constitution
damage; cure 3 consecutive saves.

You secrete an oily chemical that nearly every other creature finds offensive. All living
creatures (except those with the stench special ability) within 30 feet must succeed on a
Death save or be sickened for 10 rounds. Creatures that successfully save cannot be affected
by your stench for 24 hours. A delay poison or neutralize poison spell removes the effect
from the sickened creature. Creatures with immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on their saving throws.

You can attempt to overrun any creature that is smaller than yourself. Targets of a trample
take bludgeoning damage equal to two times a typical melee attack from this creature.
Victims may attempt to avoid the trampling creature and receive a Breath save to take half
damage. You can only deal trampling damage to each target once per round, no matter
how many times its movement takes it over a target creature.
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9 Environment

Q | @ #Encounterea

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

259

9 [10]

1

Gore 1d6

19 [O]

12
13
14
15
16
14

10

Low

Moderate

Temperate Plains

Common

Soldier / Minion

Solitary, Pair, or Herd (3-30x); Companion

None
9 [10] 8 [11]
1+2 2
Gore 1d8 Gore 1d10
16 [+3] 15 [+4]
120’ (40°)
12 10
13 11
14 12
15 13
16 14
14 12
6 6
Neutral
175 450
Special Abilities

Advanced

8 [11]
2+2
Gore 2d6

13 [+6]

10
11
12
13
14
12

900



Caulborn

Moderate Advanced

9 Environment Any

Rare

Soldier / Normal
Solitary, Pair, or Colony (3-12x)
Double

B B >

AC  Armor Class 7 [12] 7 [12] 6 [13] 6 [13]
HD  Hit Dice 3 3 4 5

ATT Attacks Bite 1d10 or Claw  Bite 2d6 or Claw Bite 3d6 or Claw  Bite 4d6 or Claw
1d4 1d6 1d8 2d6

THACO 17 [+2] 17 [+2] 16 [+3] 15 [+4]
MV  Move 90’ (30’)

SV Saves
D Death 12 10 10 8
W Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S  Spell 16 14 14 12
U Unified 14 12 12 10

ML Morale 8 8 8 8

Neutral Lawful

XP  Experience 30 75 175 450
Special Abilities

Consume A caulborn can consume the thoughts of a willing, helpless, or fascinated creature
Thoughts with a touch attack. If the target fails a Spell save, the caulborn can alter the victim's
memory. This process also inflicts 2d6 psychic damage to the victim.
Cooperative Three or more caulborn joining hands can scry on a place or creature as if using the
Scrying scrying spell, but with no limit to the spell's duration so long as at least three of the

caulborn involved continue to join hands and concentrate.

Hive Mind As long as there are at least two caulborn within 300 feet of each other, if one
caulborn in the group is aware of a particular danger, they all are. No caulborn in a
group is considered flanked or flat-footed unless all of them are.

Thoughtsense A caulborn notices and locates living, conscious creatures within 60 feet, just as if it
possessed the blindsight ability. Spells such as nondetection or mind blank make an
affected creature undetectable by this sense.
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Cave Fisher

Low Moderate Advanced

¢ Environment Any Underground

Uncommon
Lurker / Normal
Q

Solitary, Pair, or Tangle (3-6x)

None

AC  Armor Class 9 [10] 9 [10] 8 [11] 7 [12]
HD Hit Dice 3 4 6 7
ATT Attacks Claw 1d4 or Claw 1d6 or Claw 1d6 or Claw 1d8 or
Filament 1d1 Filament 1d1 Filament 1d1 Filament 1d1

THACO 17 [+2] 16 [+3] 14 [+5] 13 [+6]
MV Move 60’ (20’) Climb 60’ (20°)
SV  Saves

D Death 10 10 8 6

W  Wand 11 11 9 7

P Paralysis 12 12 10 8

B Breath 13 13 10 8

S Spell 14 14 12 10

U Unified 12 12 10 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 75 275 650 900

Special Abilities

Filament A cave fisher can fire a thin filament of sticky silk as a standard action. This touch

attack has a range of 60 feet and no range increment. A creature struck by a cave
fisher's filament becomes attached to the sticky thread. As a standard action, a
creature can rip the filament free with a Strength check. A caught creature can

also attempt to escape a filament by making a Breath check. A filament has the
same AC as this creature, has 5 hit points, and resists all damage except slashing.
An application of liquid with high alcohol content (or a dose of universal solvent)
dissolves the adhesive and releases the creature caught by the filament. A cave fisher
can have only one filament active at a time.
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9 Environment

0%

i* # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

9 [10]
1

Bite 1d6

19 [0]

12
13
14
15
16
14

10

Moderate

Advanced

Mountains or Underground

Common

Lurker / Minion

Solitary, Pair, or Cluster (3-5x); Companion

Standard
9 [10] 8 [11]
1+2 2
Bite 1d8 Bite 1d10
16 [+3] 15 [+4]
120’ (407)
12 10
13 11
14 12
15 13
16 14
14 12
6 6
Neutral
175 450
Special Abilities

8 [11]
2+2
Bite 2d6

13 [+6]

10
11
12
13
14
12

900
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O ' # Encountered

Low Moderate Advanced

9 Environment Any (Elysium)

Rare
Skirmisher / Normal

Solitary, Pair, or Pack (3-10x)

None
AC  Armor Class 8 []_]_] 8 [11] 6 [13] 6 [13]
HD Hit Dice 3 3 5 5

ATT Attacks Bite 1d10 Bite 2d8 Bite 2d8 Bite 3d8

THACO 17 [+2] 17 [+2] 15 [+4] 15 [+4]

MV  Move 120° (40’)

SV  Saves
D Death 12 10 10 8
W  Wand 13 11 11 9
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10

ML Morale 8 8 8 8

AL  Alignment Chaotic

XP  Experience 30 175 275 450

E Special Abilities
Thunderous Once every 1d6 rounds, a Cayhound can cause every creature within a 15 foot cone
Bark to take sonic damage and be knocked prone (Wand save halves damage and negates
knocked prone).
Unbound Cayhounds move as though under a continuous Freedom of Movement spell.
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9 Environment

0%

i* # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Thunderous
Growl

9 [10]
2
Bite 1d4

18 [+1]

12
13
14
15
16
14
8

30

Moderate
Any Land

Uncommon

Advanced

Skirmisher / Minion

Solitary or Pack (2-4x)

None

9 [10]
3
Bite 1d6 Bite
17 [+2]
90’ (307)

10
11
12
13
14
12
8
Chaotic

75
Special Abilities

8 [11]
4
1d8

16 [+3]

10
11
12
13
14
12
8

175

8 [11]
5

Bite 1d10

15 [+4]

8
9
10
10

12
10

8

450

Three times per day, a caypup can issue a rumbling growl from its throat that
sounds like distant thunder and scares away potential attackers. Creatures within 15

feet of the caypup must succeed at a Spell save to attack the caypup (as if affected

by sanctuary). The caypup can choose to bestow the same effect on an adjacent ally
as well. This effect lasts for 3 rounds or until the caypup or its ally attacks (whichever

comes first), after which time the caypup must wait at least 1d6 rounds before using

this ability again.
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Cecacelia

Low

Moderate Advanced

9 Environment Warm Water

Rare
Soldier / Normal
Q

Solitary, Pair, or Hunting Party (2-7x)

Standard
AC  Armor Class 8 []_]_] 8 [11] 6 [13] 6 [13]
HD  Hit Dice 4+4 5+5 7+7 8+8
ATT Attacks Spear 1d8x3 or Spear 1d10x3 or Spear 2d6x3 or Spear 3d6x3 or
Tentacles 1d4 Tentacles 1d6 Tentacles 1d8 Tentacles 1d10

THACO 16 [+3] 15 [+4] 13 [+6] 12 [+7]
MV Move 90’ (30°) Swim 120’ (40°) Jet 600’ (200’)
SV  Saves

D Death 10 8 8 6

W  Wand 11 9 9 7

P Paralysis 12 10 10 8

B Breath 13 10 10 8

S Spell 14 12 12 10

U Unified 12 10 10 8
ML Morale 8 8 8 8
AL  Alignment Chaotic
XP  Experience 225 450 900 1,100

a Special Abilities

Ink Cloud Once per hour, a cecaelia can emit a 10-foot-radius sphere of ink while underwater.

This ink cloud provides total concealment and persists for 1 minute.
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Centaur

9 Environment

Low Moderate % Advanced

Temperate Forests and Plains

Common
Soldier / Normal

£ # Encountered
e

Solitary, Pair, Band (3-10x), Tribe (11-30x plus others)

AC  Armor Class 8 []_1] 8 [11] 7 [12] 6 [13]
HD  Hit Dice 3+3 5+5 6+6 7+ 7
ATT Attacks Longsword 1d8 Longsword 1d8+3  Longsword Longsword 2d6+4
or Spear 1d8x3 or  or Spear 1d8+2x3  1d10+4 or Spear  or Spear 2d6+2x3
Hoof 1d6 or Hoof 1d8 1d10+2x3 or Hoof or Hoof 2d6
1d10
THACO 17 [+2] 15 [+4] 14 [+5] 13 [+6]
MV  Move 105’ (35,)
SV Saves
D Death 10 10 8 6
W Wand 11 11 9 7/
P  Paralysis 12 12 10 8
B Breath 13 13 10 8
S  Spell 14 14 12 10
U Unified 12 12 10 8
ML Morale 8 8 8 8
AL  Alignment Neutral
XP  Experience 125 350 650 900
Special Abilities
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. Low
9 Environment

Q | @ #Encounterea

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Poison

242

9 [10]

3

Bite 2d6

17 [+2]

10
11
12
13
14
12
6

75

Moderate X< Advanced

Temperate or Warm Forests or Underground

Uncommon

Brute / Normal

Solitary, Pair, or Colony (3-6x)

None
9 [10] 7 [12] 7 [12]
5 6 7
Bite 2d6 Bite 2d6 Bite 3d6
15 [+4] 14 [+5] 13 [+6]
120’ (40’) Climb 120’ (407)
10 8 6
11 9 7
12 10 8
13 10 8
14 12 10
12 10 8
6 6 6
Neutral
275 650 900
Special Abilities

Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d3 Dexterity
damage and 1d8 poison damage; cure 1 save.



00
A

Centipede (Giant) £,2 {1 €

<} Low ‘ Moderate . Advanced

Q Environment Temperate or Warm Forest or Underground

Common

Brute / Minion
Solitary, Pair, or Colony (3-6x)
¥ Treasure | None

AC  Armor Class °) [10] 9 [10] 8 [11] 7 [12]
HD Hit Dice 1 4 5 6
ATT Attacks Bite -2 1d6 Bite -1 1d6 Bite 1d6 Bite 1d8
THACO 19 [0] 16 [+3] 15 [+4] 14 [+5]
MV  Move 120’ (40,) Climb 120’ (40,)
SV  Saves
D Death 12 10 10 8
W Wand 13 11 11 2]
P Paralysis 14 12 12 10
B Breath 15 13 13 10
S Spell 16 14 14 12
U Unified 14 12 12 10
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 10 75 275 650
Special Abilities
Poison Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d3 Dexterity

damage and 1d8 poison damage; cure 1 save.
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Centipede (Great Forest) §.¢ [*f @9 s

Low Moderate < Advanced < Elite
Q Environment Temperate or Warm Forest or Underground

Uncommon
Brute / Normal
Q

Solitary, Pair, or Colony (3-6x)

None
AC  Armor Class 8 []_]_] 8 [11] 7 [12] 7 [12]
HD  Hit Dice 4 6 7 8
ATT Attacks Bite 1d10 Bite 2d6 Bite 3d6 Bite 4d6
THACO 16 [+3] 14 [+5] 13 [+6] 12 [+7]
MV  Move 120’ (40,) Climb 120’ (40,)
SV  Saves
D Death 10 8 6 6
W  Wand 11 9 7 7
P Paralysis 12 10 8 8
B Breath 13 10 8 8
S Spell 14 12 10 10
U Unified 12 10 8 8
ML Morale 6 6 6 6
AL  Alignment Neutral
XP  Experience 275 650 900 1,100
Special Abilities
Poison Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d3 Dexterity

damage and 1d8 poison damage; cure 1 save.
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9 Environment

g‘ Role

0%

i* # Encountered
g

Treasure

Low

AC Armor Class

HD  Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D Death
W Wand
P Paralysis
B Breath
S Spell
U Unified

ML Morale

AL  Alignment
XP  Experience

Poison

9 [10]
2
Bite 1d8

18 [+1]

12
13
14
15
16
14
6

20

Moderate

Uncommon

Advanced

Temperate or Warm Forest or Underground

Brute / Normal

Solitary, Pair, or Colony (3-6x)

None
9 [10] 8 [11]
4 5
Bite 1d8 Bite 1d10
16 [+3] 15 [+4]
120’ (40’) Climb 120’ (407)
10 8
11 9
12 10
13 10
14 12
12 10
6 6
Neutral
175 450
Special Abilities

7 [12]
7

Bite 2d6

13 [+6]

8
9
10
10

12
10

6

900

Bite - injury; save Death; frequency 1/round for 6 rounds; effect 1d3 Dexterity
damage and 1d8 poison damage; cure 1 save.
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9 Environment

Q | @ #Encounterea

AC Armor Class

HD Hit Dice

ATT Attacks

THACO

MV  Move

SV  Saves
D 