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MONSTERS OF NEDEXODUS: NECROSTRUCT

NECROSTRUCT)
A necrostruct is a once-living and artificially created
creature animated by spiritual or supernatural forces.
Necrostructs are created by encasing a recently dead
body within a suit of specially prepared armor. The
corpse is then infused with negative energy, creating a
unique form of undead creature which is permanently
trapped inside the ornate armored shell which it must
use to fight and move. The elaborate process of creating
a necrostruct binds this undead force to the specially
prepared armor, resulting in a single, unified being that is
both undead and construct.

The first necrostructs are said to have been created many
centuries ago by a powerful but crazed mystic theurge
with an odd, twisted sense of self loathing. Many sages
believe that it is because of this twisted self loathing that
all necrostructs possess a powerful urge to seek out and
destroy magic when they are created.

Necrostructs and lesser necrostructs are virtually mind-
less and will do nothing without orders from their
creators (or a greater necrostruct, which possesses a
cunning, evil intellect), following such instructions
explicitly. Necrostructs can be commanded as long as
the necrostruct is within 60 feet and can see and hear its
creator. An uncommanded necrostruct usually follows
its last instruction to the best of its ability, though if
attacked it returns the attack. The creator can give the
necrostruct a simple command to govern its actions in
his absence, or can order the necrostruct to obey the
commands of another, but the necrostruct’s creator can
always resume control by commanding the necrostruct to
obey him alone.

Greater necrostructs are by far the rarest and most
powerful kind of necrostruct. A greater necrostruct
possess actual intelligence and an evil cunning. It is
capable of individual thought, although it will still obey
and carry out any order from its creator. Greater necro-
structs are often found commanding a collective of lesser
or standard necrostructs, and can use their collective
mind ability to coordinate complex tactics and strategies.

[ICREATING/A(NECROSTRUCT

The cost to create a necrostruct includes the cost of the
physical body and all the materials and spell components
used in its creation. Each necrostruct entry gives specific
details on the materials required and the total cost for its
creation.

Note: The market price of a necrostruct with more Hit
Dice than the typical necrostruct described in each entry
is increased by 5,000 gp for each additional Hit Die it
possesses beyond the standard for its kind.

NECROSTRUCTLESSER)

This large creature appears to be a strange, animated
suite of ornate armor. Glowing red eyes and the hint of
a ghostly form can just barely be detected within the
armor.

XP 3,200

Init —1; Senses darkvision 60 ft., low-light vision;
Perception +0

OFFENSE
Speed 20 ft.

STATISTICS
Str 20, Dex 9, Con —, Int 11, Wis 11, Cha 1

Languages none

€CoLOGY

Environment any

SPECIAL ABILITIES

Collective Mind (Sp): A lesser necrostruct is under a
constant, but limited, form of sending, which allows it to
instantly coordinate attacks or other basic activities with
other necrostructs within 60 feet. This ability is always
active and requires no concentration to maintain.

Energy Drain (Su): A creature hit by a lesser necro-
struct’s slam (or other natural weapon) gains one nega-
tive level. This ability only triggers once per round,
regardless of the number of attacks a lesser necrostruct
makes.

Immunity to Magic (Ex): A lesser necrostruct is
immune to any spell or spell-like ability that allows spell
resistance. In addition, certain spells and effects function
differently against the creature, as noted below.
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* A magical attack that deals electricity damage slows
a lesser necrostruct (as the slow spell) for 3 rounds,
with no saving throw.

* Araise dead or similar spell cast on a lesser necro-
struct destroys it (Will negates). Using the spell in
this way does not require a material component.

Magic Absorption (Sp): As a full round action, a lesser
necrostruct may touch a magic item in order to drain the
item of all its’ magical energy and absorb that energy
into the lesser necrostruct’s body. An item touched may
make a DC 20 Will save to prevent the lesser necro-
struct from draining it. If a creature is holding the magic
item at the time, then the item can use the holder’s Will
save bonus in place of its own if the holder’s is better.
In such cases, contact is made by making a melee touch
attack. Drained items are only restorable by wish or
miracle. Each time a lesser necrostruct absorbs
magic energy in this way, it is cured of 4d8
+ 8 points of damage. A lesser necro-
struct may use this ability three ( 4
times per day. /( At =
-y
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Magic Sense (Sp): A lesser
necrostruct notices and
locates magic within

60 feet, as detect magic.
This ability is always active
and requires no concentration to maintain. The

lesser necrostruct always gains information as if it had
spent 3 rounds studying the specific area or subject.
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A lesser necrostruct stands 8 feet tall and weighs 1000
pounds. It has no possessions and no weapons. A lesser

necrostruct cannot speak. It walks and moves with a stiff

but purposeful gait.

Although lesser necrostructs are mindless
undead constructs, they still possess an

evil cunning imparted to them by their
animating force.

COMBAT
A lesser necrostruct will attack
if commanded to by its creator
or a greater necrostruct. In
battle, a lesser necrostruct will
continuously search enemies
for magic items, using its
Magic Sense ability. Unless
commanded not to, a
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and attempt to destroy it with its Magic Absorption
ability.

Lesser necrostructs use their Collective Mind ability

to remain in constant mental contact with other nearby
necrostructs. Although they are incapable of complicated
strategies on their own, they are still able to use this
continual mental contact to coordinate attacks and other
basic tactics.

Lesser necrostructs normally lack subtlety in combat.
Left to their own devices, they tend to simply attack until
either the lesser necrostruct or its adversary is destroyed,
unless commanded to stop.
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CONSTRUCTION

A lesser necrostruct’s outer body is created from
specially crafted, ornate armor made from steel and
adamantine, prepared with rare tinctures and oils costing
at least 4,000 gp.

LESSER NECROSTRUCT
CL 8th; Price 20,500 gp

CONSTRUCTION

Requirements Craft Construct, animate dead, detect
magic, dispel magic, geas/quest, limited wish, sending,
creator must be caster level 8th; Skill Craft (armor); Cost
10,500 gp

NECROSTRUCT

This large, powerful looking creature appears to be a
strange, animated suite of ornate adamantine armor.
Glowing red eyes and the hint of a ghostly form can just
barely be detected within the armor.

NECROSTRUCTEdCR]1 0]

Init —1; Senses darkvision 60 ft., low-light vision;
Perception +0

DEFENSE
AC 24, touch 8§, flat-footed 24 (—1 Dex, +16 natural, —1

DR 10/adamantine and bludgeoning; Immune construct ’

traits, undead traits, magic

OFFENSE
Speed 20 ft.

STATISTICS
Str 24, Dex 9, Con —, Int —, Wis 11, Cha 10

gcoLoGy

Environment any
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MONSTERS OF NEDEXODUS: NECROSTRUCT

SPECIAL ABILITIES

Collective Mind (Sp): A necrostruct is under a constant,
but limited, form of sending, which allows it to instantly
coordinate attacks or other basic activities with other
necrostructs within 60 feet. This ability is always active
and requires no concentration to maintain.

Energy Drain (Su): A creature hit by a necrostruct’s
slam (or other natural weapon) gains one negative level.
This ability only triggers once per round, regardless of
the number of attacks a necrostruct makes.

Immunity to Magic (Ex): A necrostruct is immune to
any spell or spell-like ability that allows spell resistance.
In addition, certain spells and effects function differently
against the creature, as noted below.

* A magical attack that deals electricity damage slows
a necrostruct (as the slow spell) for 3 rounds, with
no saving throw.

» A raise dead or similar spell cast on a necrostruct
destroys it (Will negates). Using the spell in this way
does not require a material component.

Magic Absorption (Sp): As a full round action, a necro-
struct may touch a magic item in order to drain the item
of all its’ magical energy and absorb that energy into the
necrostruct’s body. An item touched may make a DC 23
Will save to prevent the necrostruct from draining it. If
a creature is holding the magic item at the time, then the
item can use the holder’s Will save bonus in place of

its own if the holder’s is better. In such cases, contact is
made by making a melee touch attack. Drained items are
only restorable by wish or miracle. Each time a necro-
struct absorbs magic energy in this way, it is cured of
5d8 + 10 points of damage. A necrostruct may use this
ability five times per day.

Magic Sense (Sp): A necrostruct notices and locates
magic within 60 feet, as detect magic. This ability is
always active and requires no concentration to maintain.
The necrostruct always gains information as if it had
spent 3 rounds studying the specific area or subject.

Unnatural Aura (Su): Animals, whether wild or domes-
ticated, can sense the unnatural presence of a necrostruct
at a distance of 30 feet. They do not willingly approach
nearer than that and panic if forced to do so unless a
master succeeds at a DC 25 Handle Animal, Ride, or
wild empathy check. A panicked animal remains so as
long as it is within 30 feet of the necrostruct.

A necrostruct stands 9 feet tall and weighs 2000 pounds.
It has no possessions and no weapons. A necrostruct
cannot speak. It walks and moves with a stiff but
purposeful gait.
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Although necrostructs are mindless undead constructs,
they still possess an evil cunning imparted to them by
their animating force.

COMBAT

A necrostruct will attack if commanded to by its creator
or a greater necrostruct. During combat, a necrostruct
will continuously search enemies for magic items, using
its Magic Sense ability. Unless commanded not to, a
necrostruct will seek out any such magic item detected
and attempt to destroy it with its Magic Absorption
ability.

Necrostructs use their Collective Mind ability to remain
in constant mental contact with other nearby necro-
structs. Although they are incapable of complicated
strategies on their own, they are still able to use this
continual mental contact to coordinate attacks and other
basic tactics.

Necrostructs normally lack subtlety in combat. Left to
their own devices, they tend to simply attack until either
the necrostruct or its adversary is destroyed, unless
commanded to stop. Necrostructs seem to be more aware
of their Energy Drain ability then lesser necrostructs

and seem to drain levels more often during combat then
lesser necrostructs.

CONSTRUCTION

A necrostruct’s outer body is created from specially
crafted, ornate armor made from steel and adamantine,
prepared with rare tinctures and oils costing at least
6,000.

NECROSTRUCTT
CL 11th; Price 41,500 gp

CONSTRUCTTION

Requirements Craft Construct, create undead, detect
magic, dispel magic, geas/quest, limited wish, sending,
creator must be caster level 11th; Skill Craft (armor);
Cost 21,500 gp

NECROSTRUCTAGREATER)

This powerful, hulking creature appears to be a strange,
animated suite of ornate adamantine armor. Red eyes
glow with an evil intelligence and the hint of a ghostly
form can just barely be detected within the armor.

NECROSTRUCTAGREATERLICR]13]

XP 25,600

Init +3; Senses darkvision 60 ft., low-light vision;
Perception +24

PAGE 5

DEFENSE
AC 28, touch 8, flat-footed 28 (—1 Dex, +20 natural, —1

DR 15/adamantine; Immune construct traits, undead
traits, magic

OFFENSE
Speed 30 ft.

Special Attacks disease breath weapon, energy drain (2
levels, DC 23), powerful blows

STATISTICS
Str 32, Dex 9, Con —, Int 15 Wis 11, Cha 18

Feats Blind-Fight, Combat Reflexes, Critical Focus,
Improved Bull Rush, Improved Initiative, Intimidating
Prowess, Power Attack, Skill Focus (Perception),
Sickening Critical

Skills Climb +25, Intimidate +33, Knowledge (arcane)
+15, Knowledge (religion) 15, Perception +24, Sense
Motive +13, Spellcraft +15, Stealth +18, Survival +15

€coLoGy

Environment any

SPECIAL ABILITIES

Disease Breath Weapon (Su): As a free action once
every 1d4+1 rounds, a greater necrostruct can exhale

a 10-foot cube of disease filled air. This noxious cloud
persists for 1 round; any creature within the area when
the greater necrostruct creates it (as well as any creature
that passes through the cloud during the remainder of
that round) is exposed to the effects of the disease filled
cloud. This disease is magically created each time the
greater necrostruct uses this power.

Disease Breath Weapon—inhaled; save Fort 19; Onset
1d4 rounds; Frequency 1/day; effect 1d4 Con damage
and 1 Int damage and target is fatigued; Cure 2 consecu-
tive saves.

Collective Mind (Sp): A greater necrostruct is under a
constant, but limited, form of sending, which allows it to
instantly coordinate attacks or other activities with other
necrostructs within 100 feet. This ability is always active
and requires no concentration to maintain.

LA QAN STERED Qi QRIS RSy GIEANES




Wolrld G GAERKED NG JdEERGING NGy YRR

MONSTERS OF NEDEXODUS: NECROSTRUCT

Energy Drain (Su): A creature hit by a greater necro-
struct’s slam (or other natural weapon) gains two nega-
tive levels.

Immunity to Magic (Ex): A greater necrostruct is
immune to any spell or spell-like ability that allows spell
resistance. In addition, certain spells and effects function
differently against the creature, as noted below.

* A magical attack that deals electricity damage slows
a greater necrostruct (as the slow spell) for 3 rounds,
with no saving throw.

* A raise dead or similar spell cast on a greater necro-
struct destroys it (Will negates). Using the spell in
this way does not require a material component.

Magic Absorption (Sp): As a full round action, a
greater necrostruct may touch a magic item in order

to drain the item of all its” magical energy and absorb
that energy into the greater necrostruct’s body. An item
touched may make a DC 25 Will save to prevent the
greater necrostruct from draining it. If a creature is
holding the magic item at the time, then the item can
use the holder’s Will save bonus in place of its own if
the holder’s is better. In such cases, contact is made

by making a melee touch attack. Drained items are
only restorable by wish or miracle. Each time a greater
necrostruct absorbs magic energy in this way, it is cured
of 5d8 + 12 points of damage. There is no limit to the
number of times a greater necrostruct may use this
ability.

Magic Sense (Sp): A greater necrostruct notices and
locates magic within 100 feet, as detect magic. This
ability is always active and requires no concentration to
maintain. The greater necrostruct always gains informa-
tion as if it had spent 3 rounds studying the specific area
or subject.

Powerful Blows (Ex): An greater necrostruct inflicts
one and a half times its Strength modifier and threatens a
critical hit on a 19-20 with its slam attacks.

Unnatural Aura (Su): Animals, whether wild or domes-
ticated, can sense the unnatural presence of a greater
necrostruct at a distance of 30 feet. They do not will-
ingly approach nearer than that and panic if forced to do
so unless a master succeeds at a DC 25 Handle Animal,
Ride, or wild empathy check. A panicked animal remains
so as long as it is within 30 feet of the greater necro-
struct.

A greater necrostruct is 12 feet tall and weighs about
5,000 pounds. An almost palpable sense of power
seems to radiate from within its ornate, armored body,
which moves with a surprisingly smooth gait, despite its
massive size.

Greater necrostructs are intelligent, cunning and
resourceful. They are capable of speech — their voice has
a hollow, deep, echoing quality.

COMBAT

A greater necrostruct will attack, or carry out any other
task, if commanded to by its creator. Unlike other necro-
structs, however, a greater necrostruct is highly intel-
ligent and is fully capable of formulating and carrying
out complex tactics. If other necrostructs are present, a
greater necrostruct can assume mental command of them
using its Collective Mind ability, allowing it to coordi-
nate complicated attacks and other strategies as needed
with terrifying speed and efficiency.

During combat, a greater necrostruct will scan enemies
for magic items, using its Magic Sense ability. Unless
commanded otherwise, a greater necrostruct will

seek out any such magic item whenever strategically
advantageous and attempt to destroy it with its Magic
Absorption ability. Often, the greater necrostruct

will wait until it has sustained damage itself before
attempting to destroy a magic item so that the absorp-
tion of the magic item’s energy will also heal the greater
necrostruct.

Necrostructs are fully capable of great subtlety in
combat, using Energy Drain, Magic Absorption and pure,
overwhelming physical might with frighteningly effec-
tive results.

CONSTRUCTION

A greater necrostruct’s outer body is created from
specially crafted, ornate armor made from steel and
adamantine, prepared with rare tinctures and oils costing
at least 10,000 gp.

NECROSTRUCTT, GREATER
CL 16th; Price 150,000 gp

CONSTRUCTTION

Requirements Craft Construct, contagion, create greater
undead, detect magic, dispel magic, greater, geas/quest,
limited wish, sending, creator must be caster level 16th;
Skill Craft (armor); Cost 80,000 gp
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OPEN, GAME LICE

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

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

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

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

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

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

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
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modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

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

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

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

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

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

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

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

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on orig-
inal material by E. Gary Gygax and Dave Arneson.

Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy
Collins, Jesse Decker, David Noonan, Rich Redman.

Monster of NeoExodus: Necrostruct Copyright 2011, Louis Porter Jr.
Design, Inc.

LA QAN STERED Qi QRIS RSy GIEANES







NAME RACE CR CLASS D NAME RACE CR CLASS D
STR [ | INT [ ] ForRT [_| teveL [ ] STR [ | INT [ ] ForT [_| teveL [ ]
DEX [ | wis [ | REF [ | AueN [ | DEX [ | wis [ | REF [ | AueN [ |
coN [ | cHa [ | wwe [ | [ ] coN [ | cHa [ | wwe [ | [ ]
Ac [ ] moucH[ | mut [_] B Ac [ ] moucH[ | mut [_] B
FLAT [ | SPEED [ | 1 ] FLAT [ | SPEED [ | 1 ]
BAB [ | cmB [ | cvp [ | O BAB [ | cmB || cvmp [ | ]
metee [ ] I s O
MELEE — MELEE —
RaNGE[ | Y L — [
RANGE [ | ] RANGE [ | ]
NAME RACE CR CLASS I:l ‘% NAME RACE cR CLASS I:l
STR [ | INT [ ] ForT [_| teveL [ ] g STR [ | INT [ ] ForT [_| teveL [ ]
pex [ | wis [ | REF [ | auen [ ||| oex [ ] wis [ ] REF [] auen [ |
coN [ | cHa [ | wwe [ | [ ] é coN [ | cHa [ | wwe [ | [ ]
Ac [ ] moucH[ | mut [_] 14| Ae [ ] ToucH[ ] miT [] B
FLAT [ | SPEED [ | 1 ] 5| Far [ sPeep [ | 1 ]
BAB [ | cmB [_| cvmp [ | O <] BaB [ ] cmB [ | cmp [ ] ]
metee [ ] I s O
MELEE MELEE

RANGE [] RANGE []
RANGE [ | ] RANGE [ | [ ]

Attacks (#)

Special / Notes

Attacks (#)

Special / Notes




NAME RACE / CLASS LVL Acrobat D NAME RACE / CLASS LVL Acrobat D
sTR | INT [_| FORT [_| Bluff [ | STR [ | INT [ ] FORT [ | Blutt [ |
DEX [ | wis [ | REF [ | Dpiplom. [ | DEX [ | wis [ | REF [ | Dpiplom. [ |
coN [ | cHA [ ] wr [ | intim [ ] coN [ | cHA [ ] wr [ | intim [ ]
ac [ ]roucH[ | INIT [ ] porcep [] ac [ ]roucH[ | INIT [ ] porcep []
FLAT [ | SPEED [ | []  sense FLAT [ | SPEED [ | [ ]  sense

BaB [ | cmB [ | cvp [ ] :t::::: O] BaB [ | cmB [ | cvp [ | :t::::: ]
T — T —

MELEE [ | — [ MELEE [ ] S
U — B H ) B 177 — ——
RANGE[ | [ RANGE[ | [

Special / Notes

DELAY or READY

Special / Notes

DELAY or READY

*Ajuo asn [euosiad Joj Adooojoyd oy pajuelb uoissiwied NOISIA "W ¥ILHO SINOT0L0Z @

NAME RACE / CLASS LVL Acrobat D NAME RACE / CLASS LVL Acrobat D
sTR [ | INT [_| FORT [_| Bluff || STR [ | INT [ ] FORT [ | Blutt ||
DEX [ | wis [ | REF [ | Dpiplom. [ | DEX [ | wis [ | REF [ | Dpiplom. [ |
coN [ | cHA [ ] wr [ | intim [ ] coN [ | cHA [ ] wr [ | intim [ ]
ac [ ]roucH[ | INIT [ ] porcep [] ac [ ]roucH[ | INIT [ ] porcep []
FLAT [ | SPEED [ | []  sense FLAT [ | SPEED [ | [ ]  sense

BaB [ | cmB [ | cvp [ ] :t::::: O] BaB [ | cmB [ | cvp [ ] :t::::: ]
T — T —

MELEE [ | — [ MELEE [ ] S
Rance [ SR OV S— S
RANGE [ | [ RANGE [ | [

Special / Notes

DELAY or READY

Special / Notes

DELAY or READY




XXX6rdi

COMBAT & INITIATIVE TIlA[I([Il 0GL kI

IniTIATIVE & ROUNDS

NPC #1:
NPC #2:
NPC #3:
NPC #4:
NPC #5:
NPC #6:
NPC #7:
NPC #8:

CONDITION:

CONDITION:

CONDITION:

CONDITION:

CONDITION:

CONDITION:

CONDITION:

CONDITION:

SpeELL IN EFFECT:

SpeELL IN EFFECT:

SpeELL IN EFFECT:

SpeELL IN EFFECT:

SpeELL IN EFFECT:

SpeELL IN EFFECT:

SPELL IN EFFECT:

SpELL IN EFFECT:

CoMBAT/ENCOUNTER NOTES:




	RACE: 
	CR: 
	CLASS: 
	RACE_2: 
	CR_2: 
	CLASS_2: 
	LEVEL: 
	LEVEL_2: 
	ALIGN: 
	ALIGN_2: 
	3: 
	4: 
	5: 
	3_2: 
	4_2: 
	5_2: 
	Attacks: 
	Attacks_2: 
	RACE_3: 
	CR_3: 
	CLASS_3: 
	RACE_4: 
	CR_4: 
	CLASS_4: 
	LEVEL_3: 
	LEVEL_4: 
	ALIGN_3: 
	ALIGN_4: 
	undefined_25: 
	undefined_26: 
	undefined_27: 
	undefined_28: 
	undefined_29: 
	undefined_30: 
	1_5: 
	2_5: 
	3_3: 
	4_3: 
	5_3: 
	undefined_31: 
	undefined_32: 
	undefined_33: 
	1_6: 
	2_6: 
	3_4: 
	4_4: 
	5_4: 
	undefined_34: 
	1_7: 
	2_7: 
	1_8: 
	2_8: 
	undefined_35: 
	undefined_36: 
	Attacks_3: 
	Attacks_4: 
	NAME: 
	Text1: 
	LVL: 
	Acrobat: 
	NAME_2: 
	Text2: 
	LVL_2: 
	Acrobat_2: 
	Bluff: 
	STR: 
	INT: 
	FORT: 
	STR_2: 
	INT_2: 
	FORT_2: 
	Bluff_2: 
	DEX: 
	WIS: 
	REF: 
	Diplom: 
	DEX_2: 
	WIS_2: 
	REF_2: 
	Diplom_2: 
	CON: 
	CHA: 
	WILL: 
	Intim: 
	CON_2: 
	CHA_2: 
	WILL_2: 
	Intim_2: 
	AC: 
	TOUCH: 
	INIT: 
	Percep: 
	AC_2: 
	TOUCH_2: 
	INIT_2: 
	Percep_2: 
	FLAT: 
	SPEED: 
	undefined: 
	undefined_2: 
	FLAT_2: 
	SPEED_2: 
	undefined_3: 
	undefined_4: 
	Motive: 
	Motive_2: 
	BAB: 
	CMB: 
	CMD: 
	BAB_2: 
	CMB_2: 
	CMD_2: 
	Stealth: 
	Stealth_2: 
	MELEE: 
	MELEE_2: 
	RANGE: 
	RANGE_2: 
	HIT POINTS: 
	undefined_5: 
	MELEE_3: 
	undefined_6: 
	MELEE_4: 
	undefined_7: 
	RANGE_3: 
	undefined_8: 
	RANGE_4: 
	HIT POINTS_2: 
	undefined_9: 
	undefined_10: 
	1: 
	2: 
	1_2: 
	2_2: 
	undefined_11: 
	undefined_12: 
	Languages: 
	Languages_2: 
	Special  Notes UNCONSCIOUS: 
	Special  Notes DELAY or READY: 
	NAME_3: 
	Text3: 
	LVL_3: 
	Acrobat_3: 
	NAME_4: 
	Text4: 
	LVL_4: 
	Acrobat_4: 
	STR_3: 
	INT_3: 
	FORT_3: 
	Bluff_3: 
	STR_4: 
	INT_4: 
	FORT_4: 
	Bluff_4: 
	DEX_3: 
	WIS_3: 
	REF_3: 
	Diplom_3: 
	DEX_4: 
	WIS_4: 
	REF_4: 
	Diplom_4: 
	CON_3: 
	CHA_3: 
	WILL_3: 
	Intim_3: 
	CON_4: 
	CHA_4: 
	WILL_4: 
	Intim_4: 
	AC_3: 
	TOUCH_3: 
	INIT_3: 
	Percep_3: 
	AC_4: 
	TOUCH_4: 
	INIT_4: 
	Percep_4: 
	FLAT_3: 
	SPEED_3: 
	undefined_13: 
	undefined_14: 
	FLAT_4: 
	SPEED_4: 
	undefined_15: 
	undefined_16: 
	Motive_3: 
	Motive_4: 
	BAB_3: 
	CMB_3: 
	CMD_3: 
	BAB_4: 
	CMB_4: 
	CMD_4: 
	Stealth_3: 
	Stealth_4: 
	MELEE_5: 
	MELEE_6: 
	RANGE_5: 
	RANGE_6: 
	HIT POINTS_3: 
	undefined_17: 
	MELEE_7: 
	undefined_18: 
	MELEE_8: 
	undefined_19: 
	RANGE_7: 
	undefined_20: 
	RANGE_8: 
	HIT POINTS_4: 
	undefined_21: 
	undefined_22: 
	1_3: 
	2_3: 
	1_4: 
	2_4: 
	undefined_23: 
	undefined_24: 
	Languages_3: 
	Languages_4: 
	Special  Notes: 
	Special  Notes_2: 
	name1: 
	name2: 
	name3: 
	name4: 
	name5: 
	name6: 
	name7: 
	name8: 
	HP1: 
	aC1: 
	11: 
	21: 
	31: 
	41: 
	51: 
	61: 
	71: 
	81: 
	91: 
	101: 
	111: 
	121: 
	131: 
	141: 
	151: 
	HP2: 
	aC2: 
	12: 
	22: 
	32: 
	42: 
	52: 
	62: 
	72: 
	82: 
	92: 
	102: 
	112: 
	122: 
	132: 
	142: 
	152: 
	HP3: 
	aC3: 
	13: 
	23: 
	33: 
	43: 
	53: 
	63: 
	73: 
	83: 
	93: 
	103: 
	113: 
	123: 
	133: 
	143: 
	153: 
	HP4: 
	aC4: 
	14: 
	24: 
	34: 
	44: 
	54: 
	64: 
	74: 
	84: 
	94: 
	104: 
	114: 
	124: 
	134: 
	144: 
	154: 
	HP5: 
	aC5: 
	15: 
	25: 
	35: 
	45: 
	55: 
	65: 
	75: 
	85: 
	95: 
	105: 
	115: 
	125: 
	135: 
	145: 
	155: 
	HP6: 
	aC6: 
	16: 
	26: 
	36: 
	46: 
	56: 
	66: 
	76: 
	86: 
	96: 
	106: 
	116: 
	126: 
	136: 
	146: 
	156: 
	HP7: 
	aC7: 
	17: 
	27: 
	37: 
	47: 
	57: 
	67: 
	77: 
	87: 
	97: 
	107: 
	117: 
	127: 
	137: 
	147: 
	157: 
	name8n: 
	HP8: 
	aC8: 
	18: 
	28: 
	38: 
	48: 
	58: 
	68: 
	78: 
	88: 
	98: 
	108: 
	118: 
	128: 
	138: 
	148: 
	158: 
	name1n: 
	HPNPC 1: 
	aCNPC 1: 
	1NPC 1: 
	2NPC 1: 
	3NPC 1: 
	4NPC 1: 
	5NPC 1: 
	6NPC 1: 
	7NPC 1: 
	8NPC 1: 
	9NPC 1: 
	10NPC 1: 
	11NPC 1: 
	12NPC 1: 
	13NPC 1: 
	14NPC 1: 
	15NPC 1: 
	name2n: 
	HPNPC 2: 
	aCNPC 2: 
	1NPC 2: 
	2NPC 2: 
	3NPC 2: 
	4NPC 2: 
	5NPC 2: 
	6NPC 2: 
	7NPC 2: 
	8NPC 2: 
	9NPC 2: 
	10NPC 2: 
	11NPC 2: 
	12NPC 2: 
	13NPC 2: 
	14NPC 2: 
	15NPC 2: 
	name3n: 
	HPNPC 3: 
	aCNPC 3: 
	1NPC 3: 
	2NPC 3: 
	3NPC 3: 
	4NPC 3: 
	5NPC 3: 
	6NPC 3: 
	7NPC 3: 
	8NPC 3: 
	9NPC 3: 
	10NPC 3: 
	11NPC 3: 
	12NPC 3: 
	13NPC 3: 
	14NPC 3: 
	15NPC 3: 
	name4n: 
	HPNPC 4: 
	aCNPC 4: 
	1NPC 4: 
	2NPC 4: 
	3NPC 4: 
	4NPC 4: 
	5NPC 4: 
	6NPC 4: 
	7NPC 4: 
	8NPC 4: 
	9NPC 4: 
	10NPC 4: 
	11NPC 4: 
	12NPC 4: 
	13NPC 4: 
	14NPC 4: 
	15NPC 4: 
	name5n: 
	HPNPC 5: 
	aCNPC 5: 
	1NPC 5: 
	2NPC 5: 
	3NPC 5: 
	4NPC 5: 
	5NPC 5: 
	6NPC 5: 
	7NPC 5: 
	8NPC 5: 
	9NPC 5: 
	10NPC 5: 
	11NPC 5: 
	12NPC 5: 
	13NPC 5: 
	14NPC 5: 
	15NPC 5: 
	name6n: 
	HPNPC 6: 
	aCNPC 6: 
	1NPC 6: 
	2NPC 6: 
	3NPC 6: 
	4NPC 6: 
	5NPC 6: 
	6NPC 6: 
	7NPC 6: 
	8NPC 6: 
	9NPC 6: 
	10NPC 6: 
	11NPC 6: 
	12NPC 6: 
	13NPC 6: 
	14NPC 6: 
	15NPC 6: 
	name7n: 
	HPNPC 7: 
	aCNPC 7: 
	1NPC 7: 
	2NPC 7: 
	3NPC 7: 
	4NPC 7: 
	5NPC 7: 
	6NPC 7: 
	7NPC 7: 
	8NPC 7: 
	9NPC 7: 
	10NPC 7: 
	11NPC 7: 
	12NPC 7: 
	13NPC 7: 
	14NPC 7: 
	15NPC 7: 
	HPNPC 8: 
	aCNPC 8: 
	1NPC 8: 
	2NPC 8: 
	3NPC 8: 
	4NPC 8: 
	5NPC 8: 
	6NPC 8: 
	7NPC 8: 
	8NPC 8: 
	9NPC 8: 
	10NPC 8: 
	11NPC 8: 
	12NPC 8: 
	13NPC 8: 
	14NPC 8: 
	15NPC 8: 
	name1nc: 
	1CondItIon: 
	2CondItIon: 
	3CondItIon: 
	4CondItIon: 
	5CondItIon: 
	6CondItIon: 
	7CondItIon: 
	8CondItIon: 
	9CondItIon: 
	10CondItIon: 
	11CondItIon: 
	12CondItIon: 
	13CondItIon: 
	14CondItIon: 
	15CondItIon: 
	name2nc: 
	1CondItIon_2: 
	2CondItIon_2: 
	3CondItIon_2: 
	4CondItIon_2: 
	5CondItIon_2: 
	6CondItIon_2: 
	7CondItIon_2: 
	8CondItIon_2: 
	9CondItIon_2: 
	10CondItIon_2: 
	11CondItIon_2: 
	12CondItIon_2: 
	13CondItIon_2: 
	14CondItIon_2: 
	15CondItIon_2: 
	name3nc: 
	1CondItIon_3: 
	2CondItIon_3: 
	3CondItIon_3: 
	4CondItIon_3: 
	5CondItIon_3: 
	6CondItIon_3: 
	7CondItIon_3: 
	8CondItIon_3: 
	9CondItIon_3: 
	10CondItIon_3: 
	11CondItIon_3: 
	12CondItIon_3: 
	13CondItIon_3: 
	14CondItIon_3: 
	15CondItIon_3: 
	name4nc: 
	1CondItIon_4: 
	2CondItIon_4: 
	3CondItIon_4: 
	4CondItIon_4: 
	5CondItIon_4: 
	6CondItIon_4: 
	7CondItIon_4: 
	8CondItIon_4: 
	9CondItIon_4: 
	10CondItIon_4: 
	11CondItIon_4: 
	12CondItIon_4: 
	13CondItIon_4: 
	14CondItIon_4: 
	15CondItIon_4: 
	name5nc: 
	1CondItIon_5: 
	2CondItIon_5: 
	3CondItIon_5: 
	4CondItIon_5: 
	5CondItIon_5: 
	6CondItIon_5: 
	7CondItIon_5: 
	8CondItIon_5: 
	9CondItIon_5: 
	10CondItIon_5: 
	11CondItIon_5: 
	12CondItIon_5: 
	13CondItIon_5: 
	14CondItIon_5: 
	15CondItIon_5: 
	name6nc: 
	1CondItIon_6: 
	2CondItIon_6: 
	3CondItIon_6: 
	4CondItIon_6: 
	5CondItIon_6: 
	6CondItIon_6: 
	7CondItIon_6: 
	8CondItIon_6: 
	9CondItIon_6: 
	10CondItIon_6: 
	11CondItIon_6: 
	12CondItIon_6: 
	13CondItIon_6: 
	14CondItIon_6: 
	15CondItIon_6: 
	name7nc: 
	1CondItIon_7: 
	2CondItIon_7: 
	3CondItIon_7: 
	4CondItIon_7: 
	5CondItIon_7: 
	6CondItIon_7: 
	7CondItIon_7: 
	8CondItIon_7: 
	9CondItIon_7: 
	10CondItIon_7: 
	11CondItIon_7: 
	12CondItIon_7: 
	13CondItIon_7: 
	14CondItIon_7: 
	15CondItIon_7: 
	name8nc: 
	1CondItIon_8: 
	2CondItIon_8: 
	3CondItIon_8: 
	4CondItIon_8: 
	5CondItIon_8: 
	6CondItIon_8: 
	7CondItIon_8: 
	8CondItIon_8: 
	9CondItIon_8: 
	10CondItIon_8: 
	11CondItIon_8: 
	12CondItIon_8: 
	13CondItIon_8: 
	14CondItIon_8: 
	15CondItIon_8: 
	name1ne: 
	1sPell In effeCt: 
	2sPell In effeCt: 
	3sPell In effeCt: 
	4sPell In effeCt: 
	5sPell In effeCt: 
	6sPell In effeCt: 
	7sPell In effeCt: 
	8sPell In effeCt: 
	9sPell In effeCt: 
	10sPell In effeCt: 
	11sPell In effeCt: 
	12sPell In effeCt: 
	13sPell In effeCt: 
	14sPell In effeCt: 
	15sPell In effeCt: 
	name2ne: 
	1sPell In effeCt_2: 
	2sPell In effeCt_2: 
	3sPell In effeCt_2: 
	4sPell In effeCt_2: 
	5sPell In effeCt_2: 
	6sPell In effeCt_2: 
	7sPell In effeCt_2: 
	8sPell In effeCt_2: 
	9sPell In effeCt_2: 
	10sPell In effeCt_2: 
	11sPell In effeCt_2: 
	12sPell In effeCt_2: 
	13sPell In effeCt_2: 
	14sPell In effeCt_2: 
	15sPell In effeCt_2: 
	name3ne: 
	1sPell In effeCt_3: 
	2sPell In effeCt_3: 
	3sPell In effeCt_3: 
	4sPell In effeCt_3: 
	5sPell In effeCt_3: 
	6sPell In effeCt_3: 
	7sPell In effeCt_3: 
	8sPell In effeCt_3: 
	9sPell In effeCt_3: 
	10sPell In effeCt_3: 
	11sPell In effeCt_3: 
	12sPell In effeCt_3: 
	13sPell In effeCt_3: 
	14sPell In effeCt_3: 
	15sPell In effeCt_3: 
	name4ne: 
	1sPell In effeCt_4: 
	2sPell In effeCt_4: 
	3sPell In effeCt_4: 
	4sPell In effeCt_4: 
	5sPell In effeCt_4: 
	6sPell In effeCt_4: 
	7sPell In effeCt_4: 
	8sPell In effeCt_4: 
	9sPell In effeCt_4: 
	10sPell In effeCt_4: 
	11sPell In effeCt_4: 
	12sPell In effeCt_4: 
	13sPell In effeCt_4: 
	14sPell In effeCt_4: 
	15sPell In effeCt_4: 
	name5ne: 
	1sPell In effeCt_5: 
	2sPell In effeCt_5: 
	3sPell In effeCt_5: 
	4sPell In effeCt_5: 
	5sPell In effeCt_5: 
	6sPell In effeCt_5: 
	7sPell In effeCt_5: 
	8sPell In effeCt_5: 
	9sPell In effeCt_5: 
	10sPell In effeCt_5: 
	11sPell In effeCt_5: 
	12sPell In effeCt_5: 
	13sPell In effeCt_5: 
	14sPell In effeCt_5: 
	15sPell In effeCt_5: 
	name6ne: 
	1sPell In effeCt_6: 
	2sPell In effeCt_6: 
	3sPell In effeCt_6: 
	4sPell In effeCt_6: 
	5sPell In effeCt_6: 
	6sPell In effeCt_6: 
	7sPell In effeCt_6: 
	8sPell In effeCt_6: 
	9sPell In effeCt_6: 
	10sPell In effeCt_6: 
	11sPell In effeCt_6: 
	12sPell In effeCt_6: 
	13sPell In effeCt_6: 
	14sPell In effeCt_6: 
	15sPell In effeCt_6: 
	name7ne: 
	1sPell In effeCt_7: 
	2sPell In effeCt_7: 
	3sPell In effeCt_7: 
	4sPell In effeCt_7: 
	5sPell In effeCt_7: 
	6sPell In effeCt_7: 
	7sPell In effeCt_7: 
	8sPell In effeCt_7: 
	9sPell In effeCt_7: 
	10sPell In effeCt_7: 
	11sPell In effeCt_7: 
	12sPell In effeCt_7: 
	13sPell In effeCt_7: 
	14sPell In effeCt_7: 
	15sPell In effeCt_7: 
	name8ne: 
	1sPell In effeCt_8: 
	2sPell In effeCt_8: 
	3sPell In effeCt_8: 
	4sPell In effeCt_8: 
	5sPell In effeCt_8: 
	6sPell In effeCt_8: 
	7sPell In effeCt_8: 
	8sPell In effeCt_8: 
	9sPell In effeCt_8: 
	10sPell In effeCt_8: 
	11sPell In effeCt_8: 
	12sPell In effeCt_8: 
	13sPell In effeCt_8: 
	14sPell In effeCt_8: 
	15sPell In effeCt_8: 
	CombatenCounteR notes: 


